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SUPER

. SUPER SKRAMBLE!
Personal Computer News (15-21 Sept '83)
-gave SUPER SKRAMBLE! an overall

SUPER GRIDDER
“...acompelling piece of frivolity that
could give hours of fun.” was the

rating of NINETEEN OUT OFTWENTY -~ verdict of Personal
and described itas: “Well implemented D Computer News
with beautifully smooth _ [~ | (22-28 Sept '83).
scrollingand very nice —l A
graphics.”’ —t
1y _,_". ¥ »
' Y

SUPER SKREXMBLE! SUPER DOGFIGHT
“An‘excellent game” said( _ fﬁr?} lﬁgNaE%el? g%%%%tt% & %E:vl?l
Video Games magazine ol )

. g - s | ~ 4y, ACTION -realistic
STELLAR S04 'L sound effectstod.

. DODGER \ |4 4 L
A game ofskilland HUNTER
anticipationin - A fastactiongamein
which you must which your pursuers
dodge your way gaininspeedand ..
through asteroids : intellig eIlCte as YOE
issi : : mastereach
to comple’_ce your mission. gg_eic::f';?“;‘l 48 k successive screen.
Ul
VAMPIRE VILLAGE CITYisa umque REAL-TIME

better-than-a-board game for 1-4
players thatcombines simplicity of
use with complexity of
formasthe city you
build takesona
life ofits own.

and SPACE ISLAND
are REALTIME
> graphicadventuresand @S
2 5 everygameisdifferent m
/21§ fromthe one before.

TERMINALSOFTWARE
28 CHURCH LANE, PRESTWICH MANCHESTER M255A]

SELECTED PROGRAMS AVAILABLE IN: TELO6] 7739313

s _[reenchip

PRINCIPAL WHOLESALE DISTRIBUTORS
PLS BLACKBURN, CentreSoft WESTMIDLANDS
SoftShop LoONDON

EUROPE:
WICOS0OFT - DUSSELDORF
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AASHIMA - ROTTERDAM
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Software News..............ccovivniinincninnnns
Find out the very latest in the games software
scene.

Grid Race ... .. .. ..o b 13
A battle of wits and skill on your Spectrum. :

Foxand Hounds ... .. .....0...coccciiiiana i
Tally Ho and off you go in a biting game which £
will make your blood boill /
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e VllGRE . .. .. . . L ——
Kevin Bezant is a talented, young games ggr“nnel:lllﬂs-gfltmre = e

programmer with an up and coming software
producer, Visions. We sent Mike Roberts along to

see just what he does with Visions and what his .
own visions of the future are. 4

Yet buckets more software up for grabs in
another competition in which you’ll need your
wits about you.

Btz ... e e
A cracker of a game for those who like the fun of

flying.

Arcade ActionN .. ... . . i e 66
We take a look at some of the newest arcade

Breakout. ... .... .. ... .. . ... o 22 B
Never ceasing to be popular is this old bat and ;
anil game this time written very well for the BBC

icro.

TRS-BO Tricks. .. . .o.ii 0 s e s

A bundle of fun for all TRS-80 owners to get to games to come into arcades — laser discs.

grips with some quick littie games to play. The Runaway Robot Replie:.sj . h ............ i;...68
: Letters from you to us — and what you thin

TheBockmanFlles............ ccicncneeiinan: 29 about Games Computing.

This is where all your programming enquiries are
answered by our resident games expert, Simon
Rockman (not to be confused with the famous TV
personality Rockford!)

A simple but fun game to play on the BBC Micro.

Selitalre. ..~ & .. = .o T 74
Strategy rules O.K. in this game for the thinking
person.

Mideo Vying.- ... ... ..., oo i o s e 81
All the latest home video games tried and tested
by eager players.

Pzl BBgn T ... e i e i
More brain benders to tortuously twist you just ’
when you think you've had a rest from games

playing.

Software Reviews ... .. ... ... il 37
Loads of games are put through the rigourous

tests of our review team. Find out the good the i
bad and the ugly of the software scene. %

Reversi .. ... o i v e 85
Here’s an ancient strategy game to test your
brain to the full.

Bombs away with this all-action Apple game.

FREE PULL-OUT POSTER PROGRAM
SlalomBRace ...................... L 49
A great game to go with dynamic poster which
you can stick on a wall — or something.

COMPETITION

RabbitSoftware. . ... . .. ... .. Li........c.. 48
Win £100 of goodies from software firm Rabbit in
a quick and easy competition.

Wargames. ... ... ... .. s
Dabbling with digits is what's in store for you this
month in our wonderful wargaming series.

Editor Elspeth Joiner
Editorial Assistant Jane Price
Software Assistant Simon Rockman
Advertisement Manager Sue Jensen
Assistant Advertisement Manager Julie Bates
Managing Editor Ron Harris
Chief Executive T J Connell
Origination and Design MM Design & Print
Cover lllustration Paul Desmond
Editorial/Advertisement Telephone: 01-437 1002

P .
- . .

Zombielsland. ... ... .. ... .......ciiiiiii 54
Don’t let the zombies get you in this terrifying
game from the Sharp MZ80K.

Games Computing is normally published on the second Friday in the month preceeding cover date. The contents of this publication including all articles, designs, plans, drawings and programs and
all are all copyright and other intellectual property rights therein belong to Argus Specialist Publications Limited. All rights conferred by the Law of Copyright and other intellectual property rights
and by virtue of international copyright conventions are specifically reserved to Argus Specialist Publications Limited and any reproduction requires the prior written consent of the Company.
1983 Argus Specialist Publications Ltd. All reasonable care is taken in the preparation of the magazine contents, but the publishers cannot be held legally responsible for errors. Where mistakes do
occur, a correction will normally be published as soon as possible afterwards. All prices and data contained in advertisements are accepted by us in good faith as correct at time of going to press
Neither the advertisers, nor the publishers can be held responsible, however, for any variation affecting price or availability which may occur after the publication has closed for press

Subscription rates.
UK £12.25 including postage. Airmail and other rates upon application to Games Computing, Subscriptions Department, 513 London Road, Tharnton Heath, Surrey CR4 6AR




A team of research scientists are tvti;;pcd
n and lot tt
on and you have 1o pi .
?gﬁlcr::; r:gd from the mother ship anFi ferry
!T"I-el'“‘. back safely. But you have only

f re scientist at a time.
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yousc%ar:l: tests your aim and reactions as

fo e and 8 gunsight on a homeward

% .r; Space freighter. Your cargo is 1hl =
¥al treasures of the empire ang many.

People want them I il

A machine code preser

1 th = 4
have you hooked tation that should

Using M/C graphic routines, a game to
absorb the keen novice and the scratch
player. Play on a 9 or 18 hole course, with
full selection of clubs. Along the greens
and fairways hours of addictive sport can
be had.

5 graphics and MIC. You

ng
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skill 29 9k
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In a change of s the beings beyond
the stars have loped an android of
human form to do their dirty work. And
with the aid of sensor jamming they may
prove formidable. Using full colour, MIC,
hi-re graphics this game can offer up to 21
levels of combat
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is a must

ALSO AVAILABLE:

Demon Driver Basic VIC20 — £5.95
Lunar Rescue Basic VIC20 — E5.95

Apple Bug/Crazy Climber Basic
VIC 20 — £5.95

Muclear Attack/Grand Prix
Basic VIC20 — £5.95

Hearts & Diamonds/Hi-Lo Basic
VIC20 — £5.95

Machine Code Monitor

VIC20—£14.95

LUNAR RESCUE (48K Spectrum] @ £5.95 each
GOLF (48K Spectrum) @ £5.95 cach

VOYAGER (VIC20 8B or 16K) @ £5.95 each
LIBERATOR (16K /48K Spectrum) @ £5.95 each
PICTURE PUZZLE (Dragon 32) @ £5.95 each
SPHINX (VIC20 8 or 16K) @ £5.95 each
THUNDERHAWK (48K Spectrum) @ £5.95 each
ANDROID INVADERS (Dragon 32) @ £5.95 cach
BIRD OF PREY (BASIC VIC20) @ £5.95 each

For any
ViC-20

mper LLL LT TTTITTTTIT0T

| enclose Cheque/PO for £
Name
Address

66 Lime St., Liverpool L1 1JN Tel: 051 708 7100

Please debit my Access/Barclaycard (delete as necessary) "
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Try your hand at being an Orwellian Big
Brother with Iincentive Softwares new
simulation game “1984".

This game puts you in charge of the
British economy at the start of 1984
Data is in the computer based on 1982/
83 trends to give an accurate represen-
tation of the economy as of now.

The program was written by a
leading expertin economics so thatthe
economic model is as accurate as
possible.

Various options are open to you for
changing the situation, raising taxes,
cutting old age pensions, child benefit
and anything else you care to do. 10

vl v van ol laa TaTa Ta e Te T a e

indicators to show you your progress,
unemployment, inflation and Dollars
against Sterling. Each one of these
indicators are represented by a graph
for easy viewing.

The instruction booklet of 14 pages
is modestly entitled “A Pocket Guide To
Running Britain”. The game costs £5.50
and is for the 48K Spectrum although a
BBC ‘B’ versionisonitsway. Thedatais
to be updated every sixmonths for
accuracy, and there may even be a
”1985" so watch this space for more
news.

Incentive Software is located at 54
London Street, Reading RG1 4SQ.

New Penguin Programs

Penguin has just released four new
software packs in their Puffin Personal
Computer Collection.

The packs consist of a book and a
tape of programs for the ZX Spectrum.

For younger users there is the Korth
trilogy, which is about a group of
people trying to save the world from
the Korth empire.

At various points in each book the
reader is asked to refer to the programs
on tape. There are three programs on
each tape, each program is different in
design so they are all not ‘zap” games.

The programs are interrelated and
pick up on certain events in the story,
such as a lunar landing program. The
stories are Sci-Fi based suitable for
seven to ten year olds.

The Warlock of Firetop Mountain
was a best selling childrens book with
over 250,000 copies sold. So you've
read the book, now play the video
game.

Coming as a package with the tape
and the book, or just the tape if you
already have the book, the tape con-
tains @ maze game in which you alter
ego running around a maze with only a
sword and a few arrows to protect him.

On your travels around the maze
you must kill monsters and pick up
keys. When 15 keys have been found
you can have the final conflict with the
Warlock. The software is of the same
theme as the book but is an indepen-
dent program in its own right.

The Korth Trilogy, Escape from
Arkaron, Into the Empire, and
Besieged!, retail at £4.95 each. The
Warlock of  Firetop  Mountain
costs£6.95 including the book and
£5.50 for the tape alone.

Penguin Books can be reached at
536 King’s Rd, London SW10 QUH.
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Quick Byte Coup

Two top games software houses
recently joined forces in a special pre-
Christmas venture.

The venue was London’s
prestigious Hilton Hotel where the two
firmshosted a formal dinner, but things
were not all they seemed. Rumours
were rife that the two companies
involved were to announce the
formation of a nationwide chain of fast-
food shops to be called ‘Quick Byte'!

But instead it turned out that Quick-
silva and Bug-Byte pulled a fast one on
the press and software industry alike.
The ‘do’ was an award ceremony for
computer publications, journalists and
software firms. Really it was just one
big joke but by all accounts everybody
by a whale of a time and took the
awards in good spirit — probably quite
literally! When you read the list of
awards you'll see that some of them
aren’'t complimentary at all.

And we're proud to say that the
publishers of this magazine were not
left out of the action, nor indeed were
some of the firm's employees!

Here is a complete list of all winners
and nominees, the winners name
follows the category and any other
nominee follows after that.

Program of the year: The Hobbit, Jet
Pac, any flight simulator.

Best Advertising: Brainwave, Mijid,
the Northern Computer Fair. N.B. this
year Brainwave was cancelled!
“Surely you can see the benefits?”
Salesperson of the year: Beverly
McNeil of ASP. Rodney Holland cof
Currah, the publishers of Home
Computer Weekly.

Worst Dresser: Pete Neill and Chris
Holland of Salamander Software. Paul
Liptrot editor of Home Computing
Weekly, Tim Langdell of Softek.
“Ain’'t it cute”: Artic's lorry logo.
Psion’s Horace, Cuthbert from Micro-
deal programs.

Grubby Award: Home Computing
Weekly for its front page pictures of
girls. Oric for its team of sales girls,
Computers for Ali for its girls in leopard
skin leotards at shows.

The most Awesome Use of the Word
Awesome Award: Jeff Minter of
Liamasoft.

Most Original Program: All programs
by Interceptor Micros, Oceans Mr
Wimpy.

Boob of'the Year: Softek for printing a
1983 calendar for 1984. Texas Instru-
ments, New Brain, Jupiter Ace, Acme
for advertising games without saying
which computer they ran on.
Paranoid Award: Kleil Johnson of
Microdealer UK.

Media Buying Award: Imagine for
spending untold millionsin regional
news advertising, Anirog for advertis-
ing on Channel 4, Artic for advertising
on Grampian and Yorkshire TV.
Golden Gob Award: Paul Liptrot,

editor of HCW (again!}). Rodney
Holland, anyone from Norway. -
“Feel the Width” Award: Nick

Alexander of Virgin Games.

The awards themselves were busts
of Sir Clive Sinclair and were con-
sequently called “Clives” except the

“Golden Gob Award” which was alarge

open mouth on a plynth.
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More For Young Money

Durell Software has taken a revolution-
* ary step in its new software packaging

in the form of games listings which are
fully anotated with REM statements
that actually explain how the program
was written and how to write your own
similar games.

Durell’'s managing director Robert
White, who is a qualified teacher,
explained that when Durell first started
in business the two games in question,
Lunar Lander and Asteroids, were
released separately but they only sold
about 1000 copies due to software
buyers having an aversion to
educational software and BASIC pro-
grams.

The new tape, Galaxy 5, has five
games on it. Two of them are BASIC
instruction games and three pure
machine code arcade games.

In this way the buyer is attracted by
the arcade games but can then learn
something from the basic games.

The arcade games are Galaxy,
which is a galaxian type game, Astro
War, a space version of Durell's best
selling Harrier Attack, and space chase,
which is a part of one of their other
games as well.

Galaxy b costs £6.95 it runs on the
16K Oric-1. You can contact them at
Castle Lodge, Castle Green, Taunton
TAT 4AB.

A New Gem for Lynx

Gem Software has expanded its Lynx
range with two new arcade games.
Spanner Man is a ‘Felix in the
Factory’ type of game, where Pete the
Plumber has to fix leaking pipes in his
boiler room before he gets flooded.
Oh Mummy!! is a painting game
huhare doomed archeologists run
around a burial chamber. The burial
chamber is a grid of boxes, which you

must surround in order to reveal their
contents. Mummies chase you around
the screen and try to exact their
revenge.

Both games are written in machine
code and really show what the
graphics of the Lynx is capable of. This
is mainly because Gem wrote their own
operating software to drive the screen.

Both games sell at £7.95 and Gem is
at The Maltings, Sawbridgeworth,
Herts.

Stand By For Beyond

Space Station Zebra for the 48K
Spectrum is new out from Beyond
Software. The scenario is of a
damaged space station under attack by
a customary bunch of alien hordes.
The station can be rotated to pointin
any direction, and the graphics feature
a moving background with such
scenery as another derilict space

station, planets, and various stars.

A radar screen and other instru-
ments display your status, energy
remaining, speed, direction, and ready
to fire. The radar screen is particularly
useful as it shows when the bad guys
are near you and your ship.

Space Station Zebra costs £5.95,
andis available from Beyond Software,
Durrant House, 8 Herbal Hill, London
EC1
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DITTO DATA LTD

ATTENTION ALL TOP PROGRAMMERS ! !

YOUR BEST AND ONLY THE BEST MACHINE CODE GAME
PROGRAMS FOR COMMODORE 64 — VIC 20 — B.B.C. E
AND SPECTRUM. $

WE WILL ENSURE YOUR PROGRAM HAS MAXIMUM
SALES SUPPORT, WITH OUR LARGE DEALER AND
MARKETING NETWORK.

OUR OWN LARGE INHOUSE DUPLICATING
OF TAPES AND DISCS.

Contact: NEW PROJECTS DIRECTOR
DITTO DATA LTD.
CORNER HOUSE
6-8 THE WASH
HERTFORD
SG1 41PX

Telephone: HERTFORD 554474/554484

A o s

At last, a magazine that
gets to the core of it.

As the proud owner of an Apple, you
know that really helpful magazines
don’t grow on trees.

But now there’s Orchard Computing.
Orchard is a brand new quarterly put
& together specifically to suit the Apple

user.

_ It brings you the very best in useful
routines, business and games software.

And not a word of it that isn’t directly
relevant to you.

So if you like an Apple a day, take
Orchard quarterly.

It’s just what the doctor ordered.

/‘LrC_ HGEE N

Britain’'s best buy for Apple users
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BLACK CRYSTAL

The Classic, six program adventure game for the 48K Spectrum and 16K ZX-81
computers. No software collection is complete without it.

“BLACK CRYSTAL is an excellent graphics adventure and a well thought out
package” (Sinclair User, April '83).

“BLACK CRYSTAL has impressed me by its sheer quantity and generally high
quality of presentation. I am afraid 1 have become an addict” (Home Computing
Weekly, April '83).

SPECTRUM 48K 180K of program in six parts . . . only £7.50
ZX-81 16K over 100K of program in seven parts . . . only £7.50
Why pay more for less of an adventure?

from the clutches of the abominable s
. :

THE CRYPT
written by Stephen Renton

Prepare yourself for the many challenges that shall confront you when you dare
to enter “THE CRYPT".

You will battle with giant scorpzons, Hell spawn, Craners, Pos-Negs and if you
are unlucky enough — the Dark Cyclops in this arcade style adventure.
Available now for the 48K Spectrum @ £4.95

ALIEN INTRUDER NUMEROLOGY

HIEROGLYPHICS WUMPUS ADVENTURE

MOVIE MOGUL

Movie Mogul. i
The ideal software package for all 16K ZX-81 ewners Six maior pmg:m on
o cassettes for only £6.50. :
“Alien Intruder/Hieroglyphics — Both programs make gooduse of mpﬁic;qmi :
words to make a very entertaining package.” (Sinclair User, Aug '82)
“Alien/Hieroglyphics/ Wumpus/Movie — A varied mix from (
ing imaginative responses and graphics and all of them good gz
{Hieroglyphics is particularly good for children).” (Popular C
Aug ‘82)

the robot guardians of the 1 computer in & sugieibly stylided three 5 =
] game. 48K Spectrum £5.95. i =
 {100% MACHINE CODE ARCADE ACTION)

THE DEVIL RIDES IN

I uttered the last incantations as the clock struck thirteen. All fell silent except for
a faint rustling in the corner. From out of the shadows they came, all Hell's fury
against me but | was not defenceless until the Angel Of Death, astride a winged
horse, joined the battle. Avoiding his bolts of hell fire, I took careful aim. My
chances were slim, but if my luck held . , . 48K Spectrum £5.95,
(Fast moving, machine code; all action, Arcade game)

s
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of Lord Fendal. So ‘ends the
A#—*anwe invite you to mﬁ:mr ﬂuhi&turyu!the FnunhAse
‘Third Continent. = :
wlll mm Emnds and emmles, u!d

cembmlng the best qualities .
mlhllm you to becorm part of
tale of revenge.

Wrath Of Magra” comes as tlsree 48K Progrants on camt!e boxed with
ruction manual and book detailing the hisl:my of llle ird Continent and the

_many spells you will be using throughout the
3 qu‘x‘\eed not buy

"NOTE: “The Wrath Of Magra” is a. comphle advmture.
olcanic Dungeon” or “Black Crystal” to play

Anlhbk through most good computer stores or dire:t Emm i T :
C.mﬂﬁoﬂwau Ltd, North Weylands Industrial Estate, Molesey Road Hersﬁlm, Sm’n;yf_l('ﬂz 3PL.
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THE PYRAMID is an arcade style game which has a very adventurous feel to it.

The Pyramid contains 120 echamberson 15 levels. In order to get from one chamber to another
you must fight off the indigenous aliens to collect an energised crystal which will neutralize the
force field guarding the two exits.

The Pyramid is inhabited by a total of 60 wierd and exotic alien types, all of which are
beautifully animated. You will meet a whole variety of demons, droids, insects and monsters, with a
sprinkling of the more unusual, the extra-terrestrial tweezers, galactic strawberrf cosmic claw,
mutant eye, plus a whole host of entities that defy rational description. You will no doubt invent
your own nicknames. . A

You proceed to explore the Pyramid from top to bottom with the difficulty generally
increasing with the depth oflevel. Depending on the choice of exit fromeach chamber you are likely

to have a different game every time you play.
Apart from the challenge of trying oy .. -
achieve the highest score possible the “N
pyramid contains a number puzzle to
solve. The more chambers ydu %Y
successfully visit the more informatien T
is gathered to enable you to discover 1oy
the secret numbers of the pyramid.
The puzzle won'ttakeyoua . L
few days to solve, itwill & B R R
probably take you a - i _
few months. "2 ) O O R O Se—

FANTASY SOF TWARE

is available trom \W.H.Smiths,
John Mernizies and
Computers For All

Conpatible with all leading juystcks

For 48K
Spectrum

A

THE PYRAMID is davdilaDle al +5 50 fiuiii
FANTASY SOF TWARE, FAUCONBERG LODGE 27A 51 GEORGES ROAD. CHELIENHAM GLOS Gi 50 3DT
despdlned Dy returni irst class pust togethier wilhl 4 melnibership (uinper enutiny you t discoul it
uiioul furtheoning blockbusting softwdie



RUNS ON
SPECTRUM




BASE = Column position of base on
row 19.

C = Extra character on screen toggle.

EXX = Newposition of extra
character.

EXY = Column position of extra
character.

RUNNERX = Row position of runner.

RUNNER Y = Column position of
runner.
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O = 0ld position of runner.

MRND = Holds random number.

CREUT = When CREUT = then
runner has reached bottom. When
CREUT = 1 then the extra
character has reached the bottom.

FIN = Determines which random
number to use.

SCORE = Holds current score.

HISCORE = Holds current hi score.
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LET m3=m%i{S TO

MEN = Number of bases left.
X, L = Used for various control
loops.

Rundown
86 Reset scores to 0.
95 Test if extra character is on

screen.
100 Store old column of runner.
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Move runner on grid by column.
Move runner on grid by row.
Replace grid where runner was.
Print new position of runner.
Test if runner had reached the
bottom.

Print base.

Test if to start new character on
screen.

Move base.

Q@i , BIN
DATA

e ) 1 s ) 5 e ) 0 e
PRO- BGL. QRO 6 6. &
IR E-

woinic hyifo]
DEEH

3 S 1
B Zh

[P0
Q¥

{0 | T
S0 M s

i peR1d
N el el E

1
&
E
&
1
a
s
&

"-‘&E\
BPpLm

D Or

See if fire button is pressed.

Fire.
Test if a hit.
330 = Choose extra characters.

Store row of extra characters.
Move extra characters by row.
Move extra characters by
column.

Test if extra character has
reached the bottom.
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N3 g
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10280100
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o

DR Q5D
o B
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360 GOTO main program.
4000 Explode the runner or the
creature and update scores
accordingly.
4115-4195 Destroy the ship.
5000-5120 Define the graphics.
6000-6160 Instructions.
7000-7055 Set up screen.
7050-7085 Set up variables.
9000-9030 Display title.
L

N -
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Project:
Turn a toy into a tool!

0 R
R O 0 R
e 8 1 0% 0

i 8 v S o e

MPC: The ZX81
Drumming Machine
(hit it with your
rhythm stick)

Instrumentation P?éiefz’r‘é
The BBC Model B
Transistor Curve Tracer




ANIROG SOFTWARE

COMPUTER GAMES

OF TOIVIORROW

AVAILABLE o ——

NOW!

A\

% %
COMMQDQRE

\5 8

J

MOON BUGGY

ren. _

GM Axy .
AVOID "= CAPTUR B THE  ALIEN

OTHER SHIPS BEAM A§\,
- _ RWEBOMB YO

A-P }':"-‘ ¥ L

£7.95
IANT NIMATED GRAPHICS , v
SKRAMBLE JIS. £7.95 \
6 SECTORS TO TEST UR SHKILL
HEXPERT  \J.S.  £7.95 |NDI}\N ATTACK ff) 95
MOON BUGGY J.S. £7.9 COSMIC COMMA 60 £5/ 65

Mf\NOEUVRE YOUR PATROL §RAFT OVER GIANT POT HALES AS
YOU DEFEND THE MOON BUGGY FROM ALIEN ATTACK

VENGEANGCE OF ZE 0._£5.95
K\B./J.S. £5.95 '

FUN FOR THE WHOLE FAMIIfY 24 HR. CREDIT CARD SALES HORLEY (02934) 6083
K.B./J.S. 5\ PAYMENT BY CHEQUE, P.O., ACCESS/VISA
!

TRAIN BERT TO BE HEXRERT{ON THIS 3D HEXAGONAL PYRAMID(

'ROG RUN

POPULAR ARCADE GAM
3P TIME TREK

SPECTACULAR 3D GRAPHIC$ $TAR TREK GAME. 8 HIGH STREET HORLEY, SURREY.
NGEONS B. £6.95

ENTER THE REALMS OF FAN[TASY IN THIS ROLE PLAYING

DARK DUNGEON K.B. £6. 5 =N -
2ND I\ THE SERIES OF FOUR\DEFINITELY NOT FOR THE FAINT | TRADE ENQUIRIES WELCOME

HEARIAND 29, West Hill Dartford, Kent. (0322)92513/8

Overseas 50p post & packaging




)00 000

»

e,

STOP PRESS: NEW SPECTRUM

@) ‘f' Cy &

DOMINOES 16K/48K £4.95

St

ZUCKMAN
ZX81 (16K)
*ALL MACHINE CODE
(10K)
* FOUR INDEPENDENT
GHOSTS
*HIGH-SCORE ‘HALL
OF FAME'
* AUTHENTIC ARCADE
ACTION
*TITLE/DISPLAY
MODE
ONLY £4.95 INC. P&P

o

*x ZX Spectrum
NeW  FROGGY 16K or 48K

SPECTRUM VERSION OF ARCADE GAME
WITH FULL ARCADE FEATURES :—

*Fabulous Hi-Aes Colour Graphics
“Authentic Sound EHy = 3T

THIS MACHINE-CODE GAME MUST BE
SEEN TO BE BELIEVED''

ONLY £595 INC. P&P

FROGGY
ZX81 (16K)
* MOVING CARS,
LOGS, TURTLES
* ALLIGATORS,
DIVING TURTLES
*FOUR 'SCREENS’ OF
ACTION
*ALL ARCADE
FEATURES
*ENTIRELY MACHINE
CODE
ONLY £4.95 INC. P&P

WILTS SN2 3PU Tel: (0793) 724317 l

Trade enquiries welcome Export Orders: Please add £1.00 per tape airmail
Dealer enquiries: Tiger Distribution, 4 Victoria Road, Widnes, Cheshire,

051-420 8888.

—— —— —ORDER FORM —— —— — =

T T e T O T LT

DA TR, iy b A e R A RS R A

Please send me the following ...

I enclose cheque/P.O. No ... o L T LoD e
SEND TO: DJL Software, Dept GC3, 9 Tweed Close, Swin-
don, Wilts SN2 3PU.




It took just a flight of stairs for 20 year
old Kevin Bezant to dream up a com-
puter game — and about three months
to convertitinto a program. (The result
is Visions’' Software Factory's latest
best selling Spectrum game, 1994 (Ten
Years After). Kevin, in an interview with
Games Computing, said he gets his
ideas at the most unlikely times, but the
ideas are the most difficult part of pro-
ducing a program. From then on the
programming just takes time.

Kevin likes to start with an original
theme or idea, never copying some-
thing else, and go on from there. When
writing his latest game, whichis not yet
released, Kevin wanted to use a heli-
copter because they're not used very
much in current video games. Then he
had to decide between a Defender
style horizontal zap game, or a novelty
game. Eventually he opted for a
novelty game, making the helicopter
clockwork and shooting at toy tanks
and other objects.

“The important thing to find is what
will work well with the graphics” he
says. "If the graphics are right then the
game falls into place”.

Kevin specailizes in machine code
arcade style games for the Spectrum’s
Z80A processor. His games are not
written using a specialized develop-
ment system with vast mainframes like
some computer programmers, for
instance Psion use a huge PDP VAX11
mini computer to work out their games.
Kevin has a standard ZX Spectrum
without even a ‘real’ keyboard to take
the strain. He does however use the
Picturesque assembler and is intend-
ing to get the Zeus assembler.

“"Assemblers are essential for games
writing as any game must seriously be
.written in machine code to be any good
at all, basic games are just too slow.”

Although Kevin writes original
games and not straight copies of
arcade games, he likes to look through
the pages of other software houses’
catalogues to see what games are on
the market, which helps him with the
ideas side of games writing.

In his 15 month career as a commer-
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cial games writer Kevin has written
four games, one ZX81 game for Quick-
silva, Lunar Rescue, and three ZX
Spectrum games for Visions, Sheer
Panic, Rapeedes, and 1994 (Ten Years
After).

Kevin started his association with
Visions when its managing director,
Sean de Bray saw some “of Kevin's
work and subsequently offered him a
contract. All of Kevin's Spectrum work
has so far been published by Visions.

His all time favourite game is prob-
ably Williams' Defender as that was the
game he probably put the most money
into! As far as computer games go
Kevin likes all Acornsoft games due to
their highly accurate reproduction of
original arcade games. This is helped
mainly by the BBC Micro which he con-
siders to be a good games machine.
Kevin does not particularly like the
Spectrum as a games machine due to
its relatively poor graphics and lack of
sound. As a computer towrite for Kevin
has his problems. “The Spectrum cas-
sette interface is very unreliable and
sometimes | have to save a program
four or five times, and for 40K of code
that's up to half an hour watching a cas-
sette recorder”.

Kevin also has his criticisms of the
Spectrum’s sound and graphics abili-
ties, or lack of them. “The display file on
the Spectrum is very awkward and the
sound is virtually non-existant, the key-
board is very hard to use”.

Kevin's dislikes for some computer
games are usually to do wwith bad key-
board control. “For Ultimate's Lunar

20

Jetman you need to be an audio typist
with twelve fingers to play it, it has so
many controls. | like a game with sim-
ple controls. In 1994 | gave the user
only five keys to contend with.

Kevin works 40 hours a week as an

BEEmg clectronics apprentice for Thorn EMI at
@ Feltham. Hefinisheshis apprenticeship

in eight months time but does notwant

T LT TIR® go into writing software full time as
B oo has some doubts about the security
j= Of having the sort of job which relies on

public demand. Today the climate is
fine but who knows when the compu-
ter boon will end.

“I have very little social life at all,
although | do take Saturday and Sun-
day evenings off”. It's not surprising
when he spends 40 of his spare hours a
week writing software. But if his games
are best sellers it pays dividends with
25% royalties per game from Visions.

Kevin likes delving into the Sinclair
ROM and says “there are things in the
Sinclair ROM that are not used like a 42
column screen handler”.

As to the future of the computer mar-
ketKevin thinks thatthere is definitely a
future in the games industry “there will
always be a #emand for games, new
games mainly, but the bottom isn't
going to drop out of the market just
yet”.
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From your local dealer
or direct from Arcadia Software

HOCK Hems

Walitch out
for No 2 in the trilogy -
Ravioli Strikes Back!

lease send me one PASTA BLASTA

| have enclosed cheque/P O. for £5.50 inclusive

\ address

BN Signed — = .
RERDT
FREEPOST, SWANSEA. SA3 477

Excellent dealer discounts available
Arcadia Software, 4, Sunningdale Avenue, Swansea, SA3 SHP




BBC/B

This is a version of the popular arcade
?ame. At the start of this program you
ind yourself facing a multicoloured
wall of bricks which you have to knock
out using the bat and ball. The wall
moves steadily towards you and is
replenished from time to time.

Options

The controls are simply Z for left and X
for right. If the ball hits the left hand
side of your bat it will bounce off to the
left and so on. Before the game begins,
you can choose ball speed (one to five,
five being the fastest). Now you are
ready to go. The game runs on a model
A or B without any alterations. There is
also a top ten scoreboard to record
your prolific scoring feats.

22

Program Description

Lines 10-160 are employed making the
introductions and setting up the top
ten board.

PROCsetup. This draws the wall and
court ready for play. It also sets up the
sound.

PROChatmove. Line 450 sets up most
of the variables. Lines 460-510 move
the bat and lines 520-540 decide the
time for the computer to wait before
moving the wall down.
PROCballmove. This moves the ball,
checking to make sure it does not go off

the edge of the screen. Italso wipes out
a brick if hit.

PROClifelost. Gets rid of one of your
lives and checks to see if you have any
left.

PROCend. Asks if you want another
game.

PROCscrolldown. Decides if there is
another layer of bricks needed or not,
after the wall has moved.

PROCintro. Self-explanatory. It also
sets up the ball speed.
PROChiscores. Puts your name up in
lights.

PROCmaccode. Thisis a short machine
code routine which moves the wall
down quickly enough to allow uninter-
rupted play.
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Main Variables

SCORE% is the score.

L% is the number of lives.

i)(% and Y% are the coordinates of the
at.

BX% and BY% are coordinates of the

ball.

M and BX1 and BY1 are the ball direc-

tions.

S is the ball speed.

Conversion Clues

Mode 7 Teletext is unique to the BBC
Micro among home computers so
some changes will have to be made
before the program will RUN on other
machines. It should be fairly easy to
convert however to RUN on the BBC's

GAMES COMPUTING MARCH 1984

sister machine, the Electron. Both use
BBC BASIC but the Electron lacks Mode
7

‘The logical choice of mode for the

‘Electron is the four colour but memory

efficient Mode 5. User defined

IS

characters can be created to replace
the teletext block graphics and Mode 7
CHR$ codes will have to be dispensed
with. VDU 19 can provide some colour
variation and the ENVELOPE state-
ments can be modified to allow for the
fact that the Electron does not recog-
nise the last six parameters.
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158

160
170
180
190
200
210

220 :

230
248
250
260
278@
280
2582
3en
e
320
330
340

56@
578
ceQ
590
600
610
62@
630
640
450
660
678
680
9@
700

MODE7:vDU28,7,23,39,5
VDU23;8202;0;0;0
PRINT " S 45555355523k kR AR X HH2"
PRINT"+ DESIGNED BY M
PRINT"+ +"
PRINT"+ James Mcpherson +"
PRINT"+ -
PRINT " S% S ¥ ¥ aa s et uasbsn"
PRINT"+ COPYRIGHT (C) e
PRINT"+ 1983 i
PRINT " S#FEXH AN MR EF B AR RXNENR"
A=INKEY (75@) : MODE7: NL%=3
VDU 23;8202;0;0;@
DIM N$(10),5%(1@)
FORQ@%=1 TO1@ STEP 2:5%(0%)=100@@:5%(Q%+1)=10@B:N$(@%)="JAMES MCPHERSON “:N$(Q%+1)="PETER

MITCHELL "

NEXT
PROCmac _code
PROCintro
PROCsetup
PROCbatmove: END
END

DEF PROCsetup
PLACE=1
VDU 23;8202;0;0;@;
L%=4:FOR Q%=7 TO 11
PRINT TAB(2,0%);CHR$(144+RND(&));STRINGS (34,CHR$255)
NEXT
FOR Q@%=2 TO 23:PRINT TAB(@,Q%);CHR$146;"5":PRINT TAB(37,Q8%);CHRS$146;"j"
NEXT
PRINT  TABML g2 )iy i Pos s i S el s S v A s S e ey k"
SCOREX=0
PRINT TAB(!,@);CHR$129;"SCORE=B";TAB(11);CHR$133;"Hi-score ";8%(1);TAB(27);CHR$129;"LIVES=

FOR @%=1T04
SOUNDI,-14,10,3:SOUND1,-15,20@,2
SOUND1,-9,255,1
NEXT
SOUND1,-15,8,5
A=INKEY (188)
ENVELOPE3,S,1@,-1@,1@,280,20@,200,12@,120,0,8,30,30:SOUND3, 3,255, 1
ENDPROC

DEF PROChatmove
XA=17:¥%=22:BX%=19:BY%=21:BX=19:BY=21:M=1:BX1=(RND(3)-2)*M:BY1=1:TIME=0
PRINT TAB(XZ%Z-1,Y%);" 2
XAL=XL+INKEY (-98) %2+ (-2*#INKEY (=47))
IF X%4>32 THEN X%=32

IF X%<3 THEN X%=3

PRINT TAB(XXA,Y%)g* "' '"
PROCballmove

IF TIME<25@8%(1.3-S) THEN GOTO 47@
PROCscrolldown: TIME=0

G0TO 47@

ENDPROC

DEF PROCballmove

IF BX%>36 THEN BX1=M#-1

IF BX%<4 THEN BX1i=M

IF BY%=3 THEN BY1=BYl#*-1

IF BY%=Y%-1 AND BXWU<X%+& AND BXWU>X%-1 THEN BY1=BY1%-1:S0UND 1,-13,75,1:50UND t,-13,0,1
IF BY%=Y%-1 AND (BX%X=X% OR BXA=X%+1) THEN BX1=-1#M

IF BY%=YZ-1 AND BX%=X%+2 THEN BX1=0

IF BY%=Y%-1 AND (BX%=X%+3 OR BX%=X%+4) THEN BX1i=M

PRINT TAB(BX%,BYZ)" "

BX=BX+(BX1#5):BY=BY+(BY1#5)

BX%=BX:BY%=BY

IF 7 (HIMEM+INT (BX)+INT(BY)#4@)=255 THEN BY1=BYi#-1:GCORE%=SCORE%+1@:PRINT TAB(B,8);SCOREX:

BXL=(RND(3)-2) #M:SOUND 1,-13,15@,1:50UND 1,-13,255,!

71@
720
738
740
750
760
770
780
790
808
glia
g2@
g3e
B4@
850
B60

IF BYX>YX-1 THEN PROClifelost
PRINT TAB(BX%,BY%)"@"
ENDPROC

DEF PROClifelost

L%=L%-1:1F L%=@ THEN PROCend
PRINT TAB(XX,Y%):" y
SOUND 8,-%9,6,9

PRINT TAB(35,B);L%-1
PROCbatmove

ENDPROC

DEF PROCend
¥FX15,0
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87@
880
850
00
10

998
1eee

IF SCORE%>S%110@) THEN PROChiscores

CLS:PRINTTAB(5,1@) ;CHR$138+"Do you want another game 77":A¥=GETH
IFA$="Y" THEN GOTO!B@

IFA$<>"N" THEN GOTOBBA@ ELSE CALL&DBBE

END

ENDPROC

DEF PROCscrolldown
PRINT TAB(BX,BY)" "
CALLKD@®
NLA=NL%+1
IF NL%Z>B THEN NL%=1
IF NLY%<4 THEN PRINT TAB(3,4);STRING$(34," ") ELSE PRINT TAB(2,4);CHR$(144+RND(&));STRINES(

34 ,CHR$255)

LiNEXT

1a1@
1820

1839 :

1040
185
10680
1070
1880
1290

1100
1112
1120
1130
1148
1150

i L

are ranked

1160
117@
1180
1192
1200
1210
1220
1239
12408
1252
1260
1270
1280
1250
1308
1318
1320
1338
1340
1350
1360
1378

g1
1390
148
141@
1428
1430
1442
1458
1460
1470
1480
1490
1500
1510
1520
1530
1540

1550 :

1560
1570
1580

FOR Q%=1 TO 2:SO0UND 2,-13,10@,2:SCUND 2,-13,20@,2:NEXT:SOUND 2,-15,25,3
ENDPROC

DEF PROCintro
#FX15,0
ENVELOPE1,1,100,-100,100,10,1@,12,1,1,-1,8,12@,182:50UND 1,1,-4,18
CLS:PRINT TAB(9,1@);:VDU 157,132:PRINT j “;CHR$136
FOR @%=11 TO 12:PRINT TAB(9,Q%);:VDU 157,132,134,136,141:PRINT ;"Break out “3 CHR$ IS

PRINT TAB(?,13)5:VDU 157,132:FRINT i ";CHR$156
PROCkey:CLS

PRINT TAB(12,1@);CHR$12%;" I....
PRINT TAB(12,13);CHR$128;" x....
PROCkey

CLS:PRINTTAB(b,1@) ;CHRS:132; "Select Ball Speed <1-5>" CHR$132;" (HINT:5 is the fastes

A=BET:A=A-48B

IFA<1 DR A>S THEN VDU 7:80730115@

5=A/7+.3

ENVELOPE 1,1,4,-4,4,12,22,:2,127,0,0,-5,126,126:50UND 1,1,100,18
CLS:ENDPROC

DEF FROCkey

PRINT TAB(S,23);CHR8!IT: " Fress any key to continue"

G=GET

ENDPROC

H

DEF PROChiscores

*FX15,0
ENVELOPEL,1,1@,-12,4,122,2028,1@8,127,0,0,-5,08,20
SOUND1H1 =181

FORG%=1 7O 1@

IFS%(@%) »SCOREY THEN PLACE=PLACE+]
NEXT

S7;CHR$132;CHR$129;"Congratulations ";CHR$156; ' ";TAB(6);CHR$134;"You
TEN.

PRINT enter your name below."
INPUT N§

FOR @%=18

NEXT
PROCkey:CL
PRINTTAB '
N$ (FLACE) =N$
FOR@%=1 70 1!

PRINTTAE

NEXT
PROCkey:CLS
PRINT TAB(3,1@);CHR$13
IF A%$="N" THEN CALLADE

3,0%#2) ;CHRS (127+RND(E) ) SR IRA) 3" 0 wusa e " NS (Y]

:"Do you want another game ?7":A$=GETS$

o

G0TO18@
ENDPROC

REM *# Type the machine code #*
REM #% in carefully or else #*#

159@ REM ** it may destroy the  ##

1680 REM *## whole program. L4

1618 :

1620 :

1638 DEF PROCmac _code

1640 P%=%D@@:FOR I%=Q TO 2 STEF 2

1650  C(OPT I1%:LDA W&7F:STA &71:LDA #%48:5TA &70@
1660 LDX ¥22:.L00P1:LDA %7@:STA &72:LDA &71:STA &73:LDA 47Q:SEC:SBC #4@:STA &78:LDA k71:SBCHR
STA &71

1670 DEX:LDY #1:,L00P

1680  INY:LDA (%70@),Y:STA (&72),Y:CPY #37:BNE LOOP
1690 CPX #5:BNE LOOPI

1708 RTS: 1:NEXT

171@ ENDPROC
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Snake:

When you run this programme the
screen shows this display:
Press space bar to play
glyou press the space bar)

he screen displays a snake like
creature atthe top of the screen. Blocks
move rapidly up the screen and you
have to dodge them. You have the keys
< and » (these are the more than and
less than keys next to the space bar).
Your score is decided by the time you
survive.
If you want to change the keys you will
have to change lines 125, 130, and 135.
Happy dodging

GAME 814711023 ¥4

CE=5TRIMNGECS, CHREC 197 20
B+Z  CHEEC 1S 00 CHEES 159 0
S FRTIHTES50E4+0 BRI w9 E

125 AF=THEEY ¥ IF AE="." 0OF A%="." THEH FE+=R%

|
1
1
I
129 REHM
1
1
1

S TF EE=" " D AA THEM 7
2% TF BEdg=" " HHD 24551 THEMW 2
1489 IF FOTHTC 282, 15 =-1 THEM GOTD 156
145 E=mel AT 116

150 FORMD=1 T 266
=S PR IHT " SCORE
158 FRIHT"FRE
1R% TF THEEY$=

SPRCE T PLAY"
CovOTHEM GOTO 1AS ELSE 165

Dodgems:

This game 1s for two players which
have to out dodge each other. Each
player controls a snake which they
have to use to block the opponent with
causing them to crash.

The rules are

Each player must avoid going back
onto their track.

Each player must avoid going into the
border

Fach player must avoid hitting the
opponents track

Fach player must block off the other.
A OREM Fd DODGEMS Be 1182 &t

18 1| EHF 1k 1= 2=l

10 FORET=1 T 16

113 FOREA=1T018 FRINT CHREC 1459 00
115 BEET B

P16 FRTHT § HREO 1] 1 STRIHGE o0 L HR S
117 FRETHT FRTIMT FRINT

121 FRIHTM:S HPRESS
155 TF THEEYf=!"" FH GOTI 125

14F 1 =m =200 MR 100 Y E=20 AE="A"
1S4 PRTHTWE S«

1R TF FIITHT:
121l SETCEY %) 2 SFETCW2 e
15 TF=THEEY S

1% IF BE="d4" THFH
A AT 155

THAGR S1=%1+1 GOTHN 1114
1100 =224

1118 MFEET T

11260 1]~

11460 HE=THKEYE
1156 TF Ag="7" THEHN RLM
1155 IF FE="N" THEHW CLS
T1EE LOT 1140

EHL

1685 FRIHT CHEE 151 0 STRIHGE &0 CHEEC 1
TRTHGE K2

176 i CHPED 1536

L AHY EESY TO FPLAYY
Fig e
"Bl AYFRP Y e 1. THR 4F
155 1F PATHT 51 .71 w==1 THEM GATO 116@
Cameel THEH GOTD 1 66GE

178 TF [ #£="H" OF (=" o E="AY IR
1S IF ar g i rE="EY (R
1 IF THEH ¢ =y

155 IF " OTHFH

1461 TF =2 "1 THEMN

128 LE ‘" THEMW

" IR ; THEH

\% [F ‘THEH

B o THEH

11726 PRIMNT"RI BYER 1 " &)1 -PRETHT"PLRAYER &:"

The keys are:

Player 1
W

A D
X

Player 2
8

4 6
2

Each game consists of 10 rounds.
At the end of these the score of each
playeris given. To continue press ‘Y’ or
‘N’ to stop.

CUTHEE 1T
CHREEC 1280 0 CHRES 17805

"BLRYER 20Y

"Fg="0" THEH AE=CF
CE="2" THEH BE=CE
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Lander:
By Daiiien Berril and Simon Cooper.
You have to land your damaged freigh
ter onto the docking platform.
You can go up with the space bar and
left/right with « and ».
.1»-_-|1inlwr|w1. 11782 %%
13 CL= GoOTo 185
18 O S0 LEAR 1Bl Y= hl SAla
1135 PRINT®SEEA . STRIHIGECS s
11 *FM
15 Flk =1 10 1% =TEF A, b5 PR IHTPINT =, 15 ded+y "
AT=THFEYS - TF AHE="." 0OF AF=' ITHEM BE®=HEF
1 F HE: THEN E$="":IF ¥.:1 THEM @=x-B.c
= B "HHD VRS THEMW =Y
T "OEMD Y sR THEH Vel
b v Frod+y [}
EE 1 HE T t | IHEHN =55
Tt FREHTIMAER -
1 FRIHTER 1k IF 5= THEM LT 173
&S ME#T
1 FORRE=aTORE R T [E1s b
175 FUORR=1THS8 HE
133 1F ¥e=Z BHD MEH FEIHTYLHNDEDR" ELsE FEIHTCRASHEDR"
'-.I.-s.lf||' RESE HHY KRS OTO R R
1565 PRTHT™ o fHED 0 T00 CaE TR FHIE FLIF THELST!
157 AF=THKEY#
1= F THEEYE="" THEH 10110 =
|45 T e

Life:

By Damien Berril, Stuart Mundell, Gary
Wick, and Simon Cooper.

This game has a funny name and we
are not sure how we arrived at it. The
idea of the game is to ‘live’ as long as
you can dodging the obstacles.

5} PE[ #lbf L,]FE,E 1811
) "‘-I“-I ” Eg=tan

P o}
e |

kS

FllFf' BT 4|
CFORE=128 T0 A
FORE=47 T H
FUrRT=1 T
SETCRHDE 1260, RHD 45 01
CE=THEEYE
1P CE="EY
E‘,'_-T;‘.:::
="
Eg=="dg"
Fr_.u--u

STEP-1 -
STEF-1

[F: Cfs=" o
THEH |
THEHM !
THEM ‘f="(-]
THEN y=i+1

Wi

g |

F~||FF“1 TS

IHEE
BT 2

THEM ==

The keys are:

The only rule is not to bump into any-
thing other than black on the screen

¥

|'_'j:$:’-_ U E:I "

1 THEHW GOTO

S

8
4 6
2

A SETOR A HEXTER

CEETC 1A R G HESTE
SETCR.47 ) :HEATE
SETCH, B HEATR

OF CF="8"THEM

2

CGOTO 22

R MESTR  CLS  PRINTSCORE " T
Fig= [ HEE %
FRINT"FRESS FAHY KEY T PLAY"
IF S THEH GOTO 1686

Dodge:

By Simon Cooper, Danny Collar, Stuart
Mundell, and Tony Fitz Simmonds.
You are happily sailing down the
‘Thames' when some twit starts throw-
ing logs into the water You have to
dodge the logs for as long as possible
to get a high score.

The keys are: « and » (by the space bar).

154

WinnE 18011 E

B OTHEW 2
HEM LT

EE=CEF

Ball Simulation:
By Simon Cooper and Richard Homer-
stone.

This programme simulates a ball
bouncing off awall. The absence of the
wall was a technical fault (in other
words we forgot it). You have to type in
avelocity and the pro?ramme doesthe
rest. Velocity ranges from 1-8.
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dOREM 4 BALL BOUMHCIHG Be0 160 =0 £3

188 CLS: THRUTYELOICTITY "ML=

1AS F=4 o H=1 0 E=00 =0

1113 ||H F FJ{-I |F |"1"'|'| 133

115 E :

1"!‘1 f-' b Yalde TF Y 205 THEM Y==Y
s CFI 1TEA: HESTR - GOTO 118
1750 F_I__IFF Hn_.t_JfH! FLIM
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ROCKMAN
FILES

A few mistakes creptinto our firstissue
of games computing, but this list
should put all of them to rights.

Case History 1

64 Invasion

a) The RUNdown was a little confused
because some lines had been deleted
and others moved between going to
press and putting the finishing touches
to the program. Line 90 did not
disappear but was moved to line 235.
b) The control keys for moving your
laser base are:-

L for left movement.

; for right movement

SHIFT to fire.
c) Program 1
changes.

500 POKE43,0:POKE44,8:POKE45,0:
POKE45,223:SAVE"M/C.64":F=1

510 POKE43,1:POKE44,8:POKE45,152
POKE46,47

680 IFR$="Y"THEN700

d) This program had such a lot of DATA
that it is very difficult to type it all in
correctly first time so here is a hint to
help you if you get a ?ILLEGAL
QUANTITY ERROR IN 150:-

RUN the program and then when the
error appears enter (without a line
number).

PRINT 20000+10*({(P-+1)—20480)/8)
This should give you the approximate
line number of the error.

needs the following

%9

S,

B f .

i e £

S i\ 8§
s W §
| SR |

e

&

Case History 2

Fisherman Fred

a) Here some lines were missed out, so
this is the listing for the PROC to move
pike.

2138DEFPROCF IKEMOVE
2140COLOUR 2

2150PDY=PD%+1

2160IF PD%=3
217@1IF PD%=5
218@Q1IF PDZ=5
219QIF PD%=4
22001F FPD%Z=4
2210IF PD¥%=4

AND
AND
AND
AND
AND
AND

PL%Z=G%
PL%=G%
PL%Z=G%
PL%=G%
PLY%=6G%
FLZ=6G%

FD%=3

THEN
THEN
THEN
THEN
THEN
THEN
THEN

PU=5
S%=6%—1

SOUND 1,-15,5,1
P%=5
§%=5%—3
SOUND 1,-15,5,1
PY%=5

|| 22201F

AND PLZ=G%
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Case History 3

Snake Trap

a) Some how we missed out the loader
program, so although the program
runs the monsters dont look like
monsters and the snake is very un-

serpen

missing loader.

tine. Here we present the

16
2@

POKEZRER7H,
PRIWNT"IelMskpERBSHAKE TRAP! & ARSY ..
PRIMT"MBIZTHIS IS THE FIRST OF ATWQ PRET FFI
PRINTYMMPLEARSE WAIT UNTIL THE CHARACTERS ARE
POKESZ, 28 :POKESE , 28:CLR

FORI=7162TOVETS :POKEL ,PEEK{ I+256880 tNEXT.
FORC=7432T0O7435 :READA :POKEC , At HEKXT
PRINT" 2% INSTRUCTIONS" :PRINT"
PRINT"®GUIRE SUICIDE SHAKE THROUGH THE MRAZE T
PRINT"AYOIO THE MONSTERS — THEY ARE IMSTANT
FRINT"YONCE THE SHAKE STRARTS TOo MOYVE 'WOLI CAMH GHLY
PRINT" - HE WOW"T STOP"
PRIRTYBLISE KEYS S, %, «-"
PRINT" BETC CONMTINUE PREZSS
PRINT"EL.OADITIY
DATARG,@,2,31,60,252,0,0,62,66,153,165,165, 152,66 .5

=e
P

R &)
OEF IHED"

EFRT THE RATSM"
DEATH! "
GEAIDE HIM"™:

RETURHM. "

DATR182,66,195,195,122,126,60,24,24,60, 125,122,

T,

DATAER, 126,213 ,255,90,96,153,165, 255 (Sl

bl —4
O e e C.\.\J,rL"-.J\..';

wt e
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HINTS AND
Commodore 64.

If you've seen games like Neoclyps of

Revenge of the Mutant Camels you

may have wondered how the

programmer has managed to get the

side-ways movement so smooth. Well

the 64 has some very ingenious trick

hardware to make the programmers

life easier. The two key locations for

scrolling are 53265 and 53270. This

little program shows how it is done:-

10 PRING CHR$(147)

20 A$="X":FORX=1T039:B$=BS$+A$:

NEXT

30 PRINTB$

40 FORX=1T023

50 PRINTA$+SPC(37);A$:
NEXT

60 PRINTB$;CHR$(19)

70 FORX=—7T0O7

é’g‘

TIPS

80 POKE53265,24+ABS(X):FORD=1
TO25:NEXT

90 NEXT

100 FORX=—7TQ7

110 POKE5327,200+ABS(X)

115 FORD=1TO25:NEXT

120 NEXT

125 GETA$:IFASE"“THEN70

130 POKEb3265,27

140 POKE53270,200

The important lines are lines 80 and
110. The values of 24 and 200 make
sure that all the bits that must not be
changed are left alone. Lines 130 and
140 restore normal values.

Another neat POKE is POKEB50,128
and it makes all keys auto-repeatttt!




“Gobble” “Gobble”

Nowv that Atari
your computer, ou
A | ghost of

not darken your screens a moment longer.
Because now you can play Atarisoft™ games
on your own home computer.
Pin-sharp graphics, quick slick movements
- games that really challenge your skills.
Gamesso closetoouroriginals,itslikehaving
an "‘Amusement Arcade” in your own living room.

SINCLAIR ZX SPECTRUM: ALL AVAILABLE ON CASSETTE. OUT NOW-PAC-MANS MS PAC-MAN; GALAXIAN: OUT SOON-DONKEY KONG: DIG DUG- POLE
POSITION;* MOON PATROL? B.B.C. MODEL'B'/ACORN ELECTRON: ALL AVAILABLE ON CASSETTE. QUT SOON -MS PAC-MAN, DONKEY KONG, DIG DUG,” POLE POSITION
BATTLE ZONE.* COMMODORE VIC 20: ALL AVAILABLE ON ROM CARTRIDGE. OUT NOW-PAC-MAN, DONKEY KONG; DIG DUGZ OUT SOON-MS PAC-MAN;
GALAXIAN; POLE POSITION JUNGLE HUNT™ MOON PATROL? STARGATE,” JOUST.” COMMODORE 64: ALL AVAILABLE ON ROM CARTRIDGE. OUT NOW-PAC-MAN, DIG



“Gobble”

make games for
r rivals don't stand
a chance. joyn < i vou

computers exact requirements.
Look at our extensive range of titles. We will

" be adding to this list so that you can expand your

- ghostnow that Fi7-
you can have Ko
the real thing? B

library of Atar1 game

DUGE ROBOTRON.Z CENTIPEDE.” DEFENDER® OUT SOON-MS PAC-MAN; GALAXIAN; JUNGLE HUNTY MOON PATROLS POLE POSITION STARGATE;” JOUST*
TI 99/4A: ALL AVAILABLE ON ROM CARTRIDGE. OUT NOW-PAC-MAN; DONKEY KONG. DIG DUGS ROBOTRON? CENTIPEDE,” DEFENDER; STARGATE!

For further information. write to Atari International (UK) Inc., PO. Box 407, Blackhorse Road, London SE8 SJHATARISOFT =



EXPLORE
NEW FRONTIERS OF FUN
WITH |

G ittt

From vintage classics like“AMOK”and“ALIENBLITZ  tothelatestclassicslike
“KAKTUS” and “MOTOR MANIA”.
From Machine Code Arcade Action through Graphical Adventure to Mind
Bending Board Games - WE'VE GOT THE LOT!

THE BIGGEST RANGE EVER FOR VIC 20 and 64 - NOW ALSO DRAGON AND SPECTRUM
WRITE OR PHONE FOR FREE COLOUR CATALOGUE!

AUDIOGENIC, P.O. BOX 88, READI_N.(‘.-‘:,.B“E S. (0734) 586334

L

*




1. Heads You Wlln(’é‘ /

A boy has two coins in his pocket the
total value of which is fifty-five pence.
One coin is not a five pence piece.
What are the two coins?

2. Microprocessor

How many words can you make from
‘microprocessor’ using the letters only
as often as they appear above. Words
must be:

1. English

2. not a proper name

3. singular or plural

4. at least two letters

5. found in any small dictionary

Rating: 75 — average
100 — good
over 130 — excellent (or your spell-
ing is dreadful)

Send us your list and the winner will
receive a pocket dictionary.

3. Who Wants To Be A Dull
Boy, Then?

Can you turn WORK into PLAY in seven
steps, each play being a recognisable
English word, and then return to WORK
in the same number of steps using
different words?

WORK PLAY

PLAY

4. TROUBLED WATERS
100+3X9+2X12+1X5+2
X15—1X17+1X56=

If you work out the above sum on your
calculator you will come up with an 8
figure number which could be worth a
lot more.

5. Computer Log

Concealed in the grid are more than
forty types/names of computers. How
many can you find?

6. Your Number’s Up

What is the next number in this series?
1,18, 4, 13, —
7. Jumble Sale

Rearrange the following words or
phrases into words that will be familiar
to a gamesperson.

SAVED IN SCRAPE!
TIM GUN GOES CAMP
CRIMINAL SUSPECT 'R’
MOOD CROME

8. Ferry, Ferry Interesting

Bogus the Booby, Grand Knight to the
king of Falkovia was returning from the
Crusades. Aware that the kingdom had
beenravaged by plague and pestilence
and that the people were starving he
had traded his horse for supplies. As
usual, Bogus, never a man to get the
better of a trade, had received in
return, a chicken, a basket of seed and
a fox. Unfortunately he was now con-
fronted with a problem that he thought
was impossible to solve. Sitting on the
banks of the River Ella he wondered
how he could transport all three items
across the river. The small boat at his
side would only take him and one other
item at a time otherwise it would sink.
As we know, foxes eat chickens and
chickens eat corn. Was it possible for
him to get everything across to the far
bank without any of the items being
gobbled up?

N @ R T C B L E X E FE § A N Y @
| E Z H T | N E Z M B €& S A N G
L M X A M N I H V | H B C | R O
R R E Q O R A A A R M B | M J M
E B | U D E R L X P O O V B U M
M A G A E U B G E N | E i R P @
T B H R L L W T P | R A T A | D
o B T | A C E E R F P € A P T ©
c A Y U W X N D A | E © N P E R
| G 0O S A L 6 | N P T R D 5 R E
R E N 8§ N D R O S T & N ¥ E E W
P 5 E R G E D R A G O N Y N O s
A P E A C H T R E E X E N U R P
338
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Clues Across
1; Two o clock — in the Middle
Ages? (8,7.)
7: Musical instrument — a loud
guitar...? (5)
8; ... Accompanied a song. (5)
10; Wanted — unruly toughs! (6)
12; 25 joins the Navy and makes a
comeback. (6)
13; Solitary fox? (3)
15; 1.6666% is the answer — now
what's the question? (3,7,2,3.)
16; 3.1622787 (6,4.2.3.)

(ed’s note — please check.)
18; Something wrong in the Cosine
Tables? (3)
19: Where such tables are used. (6)
21; Two such groups make one 6
down. (6)
26; Member of family holds 101 —
member of family. (5)
27; Jolly name. (5)
28: Geometric progression that ends
at 84. (5,5,5.)

Clues Down

1; Numbers of games. (5)

2: Sense — uncouth? (5)

3: 6 is but 23 isn't! (4)

4; Almost complete vacancy. (4)
5; Almost unsure of her profession.
(5)

6; Two 21's. (5)

7; Plus one makes ten thousand.
(4,7.)

9; 25dn. or scout-master of his
subject? (6,5.)

11: Name to measure. (3)

13; Rows — and the sound of what
they end in? (5)

14: 500 + 1 + 5 = a County. (5)
17; 51 + 0 = less friction. (3)

19: 2 of them make 6. (5)

20:; 7 stars? (b)

22: Number of rowers? (5)

23: And 2 of this makes 19. (5)
24: |t aint in favour of this. (4)

25; Honest feature of 12 and 9. (4)
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9 Falkovia Rules

All were saved. With his one free go the
Duke must open the door marked MF. If he
extracts a son, he can safely assume that
cell contains another son, since he knows
itis incorrectly marked. It then follows that
as there is only one son left to locate, and
three daughters, that the cell marked FF
contains a son and daughter. His two re
maining daughters are in the cell MM. Foil
ed again said the king — and good job too.

Answers — For March
edition

1 Blind Date could well be the title of the
book of the year, but instead it is of course

'1984' written as one thousand nine hun-
dred and eighty four ad.

2 It was a bright cold day in April and the
clocks were striking thirteen. Is the firstline
of ‘1984, The sequence shown is actual-
ly the read out of a digital clock, at thirteen
o'clock, one minute past etc. So the se-
quence continues. . .

3 War is Peace
SOFT — SORT — SORE — WORE —
WARE

4 Telescreen
The two words are

PROGRAM
LISTING

5 Winston Smith
The letters are the initials of the months of
the year and continue J A S O N

6 Doublethink
He was buying numbers for his front door.




XANAGRAMS

Over 5,000 permutations
in this game of skill for all

| ages.
DINH DIGGER Sgcetﬁgr:rg ;&Kéis)l( BBC ‘B’ pENGWYN

It's super-fast, furious and

as mean as they come. As the temperature rises,

(Spectrum 48K) strange happenings begin
in Pengwyn’s frozen world.
(BBC ‘B’ Electron)

nally from:

Please write quantities required in boxes provided Please Postern

and state computer type. People post me: r

Name 1
Address Xanagrams l\

Glos GL54 55W. Postern is always on the look out for any new

™~
POST TO: Postern Ltd, PO. Box 2, Andoversford, Cheltenham, Dinky Digger I Prlééfg-gs eaCh

games you might have developed

: § POSTERN ., g

____orAccess No. Dl il l

5 (£7.95 for overseas mail order)



SHAWNN

.. and it’s waiting for you

ENTER THE CATACOMBS. ..
HUNT THE TREASURE. ..
AVOID THE TRAPS. ...

WATCH OUT FOR SKULL!

SUPER NEW, ORIGINAL, 3-DIMENSIONAL
FULL-GRAPHICS MAZE GAME FOR THE SPECTRUM 48K.
HUNT THE TREASURE THROUGH MULTI-LEVEL MAZES
AVOIDING HAZARDS AND DEADLY WANDERING SKULLS.

THIS GAME WILL BLOW YOUR MIND.
THERE IS NOTHING ELSE LIKEIT!

Write for details on the GRAND HIGH SCORE COMPETITION
GAMES MACHINE LTD.,
40 FRETHERNE ROAD, WELWYN GARDEN CITY, HERTFORDSHIRE.

= (07073) 28444/28435

GAMES MACHINE




SOFTWARE

PERILOUS POST

Made by: Impact Software
Runs on: VIC 20
Price: £6.50

Deliver letters Frogger-style in this
game, where your joystick controls the
postman’s van. Initially, you have to
avoid hedges(?) to get to the railway
track. Two trains continuously whizz
along and more often than not, devour
your van as you try to leap in between.

Inane comments such as “Too bad”
and “One left” are accompabnied by an
irritating ditty which make you pause
to contemplate your frustration, before
trying again.

The railway section now mastered,
you have to cross the river by hitching a
ride on the boats, but strategically
placed bushes complicate your land-
ing. Once across, traffic wardens have
to be dodged as you aim for the flash-
ing house. Pressing FIRE delivers your
letter.

During the course of the game, a
sunflower appears, to enable you to
live the motorists’ dream. For while the
flower is on the screen you can run
over the wardens and gain bonus
points.

Control by joystick is simple,
although it is all too easy to continue
moving when you really mean to stop.
Graphics are reasonable and sound
well deployed.

If you enjoyed Frogger, then you will
enjoy ‘Perilous Postman’.

SHARK TREASURE

Made by: Dragon Data
Runs on: Dragon 32
Price: £7.95

Shark Treasure is an arcade type game
in which you control divers using the
joystick collecting treasure from the
lost galleon (which is nver seen), the
Santa Maria. Each dive costs $1000
and each gold treasure bar is worth the
same. Your search leaves you with
$2000 and the game ends when you
have no money left. Easy! But then |
haven't mentioned the monster sharks
between you and the treasure.

Up to a maximum of six will swim
horizontally across your path and will
eat you if you come within range.
These monsters make the program, in
very good graphics (you can even see

their teeth) but | do feel the diver and
the lack of background graphics (ie. the
Santa Maria) let the program down. All
in all a good game but not addictive
enough to live up to a true arcade buff.

KRAZY KOPTER

Made by: English Software
Price: £5.95

It's a year of living dangerously and
Krazy Kopter provides you with
enough deathly attacks to wish you'd
never put this Atari cassette into the
cassette player, but stick with it — it
becomes challenging too.

You are at war with a neighbouring
country and two of your top secret
agents have been captured. With the
aid of a hi-jacked green army truck your
buddies set off across the canyon's
bridges to home-base.

This is where youcome in and have a
chance to display your skills. Grab your
helicopter controls and navigate them
safely home. In hot pursuit though, are
the enemy’s cars who are determined
to halt your chances of freedom, blast
them by pressing the joystick button
and do not allow them to reach the
other side of the bridge. If you do you
will be frozen to the spot as a navy mis-

IRRETAVAIN
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sile of lethal force homes in on you.

When you hit a car it changes colour
and starts moving in the opposite
direction. Be sure and watch the other
bridges because the cars appear ran-
domly on all three. Beware of the
narrow canyons ridges on the lower
bridge as crashing into its side will
mean instant death and one less
helicopter.

At the pit of the canyon a river flows
where the enemy’s ship patrols firing
frantically when you come within its
range leaving you and your helicopter
to plummet down into the deepest
waters.

As you progress to each level the
play becomes faster with level three
presenting a real challenge, a triangu-
lar-shaped UFO darts around the
screen moving upwards. It's a question
of zap or be zapped if it reaches the top
of the screen.

The graphics inspire a certain
amount of realism especially when
your helicopter crashes into the water,
and the colours are bright and lively.

Although at first the game seemed
difficult, after a shortwhile you are able
to anticipate relatively accurately
where the cars will appear and you can
dart around the screen and deal with
the mission in hand.

This tape loaded first time with no
hitches and the instructions were clear
and precise.




SOFTWARE

INVADERS

Made by: Arcadia
Price: £5.50

If you're after a space invader type
game then you won't go far wrong with
this one.

Although it's not a new game con-
cept it's nevertheless one that almost
any arcade player will want in his or her
library. Invaders needs no explanation
at all about the game play. But what |
can say about this version is that the
graphics are good, the explosions and
whizz bangs are just fine and it sticks
quite faithfully to the original arcade
game.

It is not the most exciting game I've
ever played but one thing in its favour
is thatitloads very easily — and that's a
big plus if you're an Oric owner. One
important flaw with the game though is
that you have to turn off the computer
in order to clear the screen.

LASER COMMAND

Made by: Program Power
Runs on: BBC Micro
Price: £5.95

The cassette arrived with a sheet of
photocopied instructions which left
something to be desired. Options
included one or two players, ten skill
levels, choice of alien bomb etc.

The cassette loaded first time and
onto the screen was printed “Laser
Command for Micro Power” (which
was somewhat strange). The keys
chosen for control, animportant factor,
were not brilliant but were adequate.

The game was well presented, the
object being to destroy the alien fire in
defence of your six cities. Defence was
in the form of mines which could be
detonated immediately or left for later
use. The game, though slightly mysti-
fying at first, proved to be extremely
playable. A high-score table was sorely
missed, however graphics and sound
were well used and although my high-
score was negligible, 16000, | am sure
that with practice others will easily sur-
pass this.

SPLAT

Made by: Incentive Software
Runs on: Spectrum 48K
Price: £5.50

Here is one game | shall play and play
for ages. Once again we are in the
middle of a maze and once again we
must find our way out. And to gain
bonus points objects must be collected
en route.
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This time the hero is Zippy and the
objects are plums and grass. Zippy has
to avoid the spikes and walls, and must
not run off the screen. The problem
here is that not only does Zippy race
around the mzze but also the maze
moves around Zippy! True, it is quite
slow when Zippy zips, and it changes
direction when you least expect it, but
it is very difficult to navigate through a
maze when walls sneak up on you from
behind. The Spectrum screen seems
suddenly very small and crowded.

The game has been well thought out
by the programmer. For example you
have the choice of using two brands of
joystick, or the cursor keys, or defining
your own keyboard control, and use of
the Enter key causes the game to
pause indefinitely while you go for a
cup of coffee. The game is graphically
well presented and a pleasure to play.

CHOPPER

Made by: Sumlock
Runs on: VIC 20
Price: £6.95

Chopper is another really exciting
Sumlock game, well nearly! All you
have to do is destroy the enemy con-
voy by bombing them, and not being
shot by the “anti-aircraft gun”. You can
also be killed by heat seeking missiles,
but these you can easily avoid by
enploying dodge tactics.

Another way to meet your maker is
by trying to pay him a visit i.e. disap-
pearing off the top of the screen.
Crashing into canyon walls is also

unadvisable. The canyon walls are not
exactly foolproof either because if both
sides are bombed in the right places
and Zfou are careful where you go, you
fly off the sides. The graphics are about
average but the sound could be
improved. Nevertheless | would
recommend most games players take
a good look at this one as it is fun to

play.

SHIP OF THE LINE

Made by: Richard Shepherd
Software

Runs on: Commodore 64
Price: £5.95

A variation on the theme of being a
ruler of a kingdom and trying to use
your resources for the benefit of your
people. This game casts you in the role
of a midshipman in charge of a 17th
century ship of the line. You are
prompted for orders after being given
an update on your current condition, of
men, ammunition, and supplies.
From time to time your lockout spots
enemy ships on the horizon which you
can either do battle with or attempt to
run from. During these battles you
inevitably lose men and use up your
ammunition supply. The trick is to
manage your ship without running
your supplies and ammunition too low
or losing too many men before return-
ing to port for replenishment. It is on
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these returns to port that you can be
promoted through the ranks if you are
doing a good job.

You are also faced with various ran-
dom problems from being becalmed to
a mutiny just to keep you on your toes.
The requirements to key all instruc-
tions in text form soon becomes tedi-
ous and | feel that commonly used
instructions could have been allocated
to function keys. However an interest-
ing game with simple but effective use
of sound and graphics.

ATTACK OF THE
MUTANT CAMELS

Made by: Llamasoft
Price: £5.50

This surely must be one of the most
imaginative of games software now on
sale and is doubtless inspired by the
block-busting film ‘The Empire Strikes

The sequence from which the game
is taken is when Luke Skywalker has to
destroy 90’ tall mutant camels. You
must fly close to the camels in order to
progressively weaken their shields
with your fire to make them disinte-
grate. As you weaken their neutronium
shields they change colour from white
to red, then to blue and finally back to
white, before wvanishing from the
screen.

You cannot relax, however, as you
are shooting the camels because they
are shooting at you! The dreaded
mutant camels (which are really
sophisticated robots) fire standard
laser bolts which steadily destroy your

space craft. As pilot of the craft you
must dodge the enemy fire, and if you
are hit by three of the laser bolts your
ship is destroyed.

Not only can the camels blow up
your ship with standard type lasers
they can also fire a special intermittant
laser bolt of superior deadliness. For
on contact with your ship it, and the
space vessel, immediately explode.
Nasty! Unfortunately, your only hope
of avoiding these is to listen for the
special tone emitted by the laser bolt.

Like most arcade style games the
object of Attack of the Mutant Camels
is to wipe out the aliens (in this case the

camels) which confront you in waves.
The camels give you up to 31 levels if
you are good enough at hitting them
with your own weaponry.

| found this game extremely com-
pelling to play, perhaps one of the most
addictive currently available for the
Commodore 64. The action is very fast
moving and the game adopts excellent
use of graphics and sound. For
instance there is a continual ominous
sound of the marching gargantuan
camels giving the game an unnerving
sense of ugency to it! Well done
Llamasoft.

ULTIMA ZONE

Made by: Tansoft
Price: £5.50

This game describes itself as ‘a superb
arcade triology’. The only bitl go along
with is ‘triology’ as the game is split
into three distinct sections; battlezone,
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the trap and orbit runner.

Battlezone is very similar to our old
favourite, space invaders. You are
defending a prison from the attacking
‘walkons’, if they penetrate your
defences they release their mates, the
brungs, who are locked in the prison.
But should you successfully defend
your prison from the walkons you
move on to. ..

The trap. | don’t know why it's called
the trap, but here’s what it looks like. A
number of the brunes have escaped
into space and you have to shoot them
down, via a remote space ship. The
space ship moves up or down depend-
ing on the instructions you send it
using your laser communications sys-
tem. When the craft is level with the
escaped brunes you can give the FIRE
command. Simple.

Now for the third and final part of the
triology. This is a cross between two
existing arcade games, Frogger and
Space Lander. You have to manoeuvre
your space vessel through a mass of
orbiting space ships. Once safely
through this you have to dodge an
asteroid storm and then you have the
chance to ran the alien ship kamikaze
fashion. End of game!

Although | found this game interest-
ing and the concept was rather
different from most arcade games, to
be honest after | had mastered the play
technique | found the game boring hav-
ing played it a few times.




SOFTWARE

MULTIGAMES 2

Made by: Tansoft
Price: £5.50

In this pack of games you'll find five
altogether, Hangman, Moonlander,
Roadrace, Substrike, and 30 Link.
Hangman: takes very little explanation
as the very nameis sowell-known. This
is a version of the game played in class
rooms for centuries in which you have
to guess a word letter by letter and for
each letter you quess incorrectly a
piece of hangman's scaffolding 1s
erected, until a man is hanged limb by
limb. Hangman is still as popular as the
day it was first played and now there
are numerous computerised versions
In this one the computer puts a row of
dashes on the screen and you have to
enter the appropriate letter via the key-
board. If you don't get the right letters
the computer draws a bit more until
you are finally hanged.

Moonlander: Another self-explana-
tory game title. But if you haven't
guessed what you have to do here it is.
You mustland a small space ship in the

centre of a crater on a planet The
craft’s height is displayed on the left
hand side of the screen and the fuel on
the right. There is a continual read-out
shown at the foot of the screen giving
you information ahout your flight path
in velocity against fuel All you must do
is fire the retro’s to slow the ship down
using the relevant keys as directed in
the instructions. If you give ton much
retro the ship will run aut of fuel Too
little, and the ship will move far ton
quickly and smash into the surface of
the planet With practice you'll soon
learn what the correct balance
hetween retro. velneity and fuel is and
you'll be able to land the craft safely,
This must surely he one of the oldest
computer games around but has a
strong following of fans today

Roadracer: this is a straight version of
another old favourite with computer
games programmers. You control a car

taking part in a car rally. The car has to
be manoeuvred along the roadway
which involves some nifty steering
wheel work in order to successfully
negotiate some hazardous bends,
never mind the logs piled up intermit
tantly along the road. If you hit too
many trees or drive off the road your

car crashes and whoops, you're dead.
Substrike: Now you take the role of an
aircraft carrier which is fleeing a fleet of
enemy submarines. As the comman-
der of the carrier you must drop depth
charges at what you judge to be suit-
able moments to go off when a sub-
marine is passing. You only have two
minutes in which to destroy as many
submarines as possible.

To sum up the entire tape of games, |
think it was commendable of Tansoft to
compile this quality of games on one
tape. Usually a compendium of games
put together on one cassette are not of
very good quality, although you get
more for your money, but now that
there is a lot of Oric software about
users will probably opt for a more
sophisticated version of the above
games.

PENNY SLOT

Made by: Interceptor Micro’s
Runs on: VIC 20
Price: £4.50

If you have ever wanted your own fruit-
machine, or if you are thinking of join-
ing Gamblers Anonymous, then this is
the program for you. Excellent
graphics combined with all the
features you would expect to find on
your own fruit-machine make this a
superb package. My only misgiving for
this game is its ability to hold your
interest for any length of time.

The graphic construction of the reels
is terrific, and once RETURN has been
pressed a real rolling action is
depicted. HOLD and NUDGE are ran-
domly allocated, and selected by keys
1 to 3 for the appropriate reel. Nudging
time quickly disappears, and it takes
some practice to gain the most from
your nudges.

On the financial side, you start with
20 pence, and each press of RETURN
costs 1p. Winning combinations are
displayed at the beginning of the pro-
gram and follow traditional slot
machine standards.

Maybe | am just very lucky, but | have
not yet managed to lose all my money
on this game (the only REAL departure
from the genuine article!) but should
you be unfortunate the space-bar res-
tores your fortune.

Sound is imaginatively deployed to
alert you to a win, nudge or hold, and
rounds the game off nicely. This game
is good value for demonstrating the
graphic ability of your VIC.
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ATTENTION EARTHLINGS. ..

4

N |

e Available from W.H. Smiths, &
SHUCKIE - John Menzies and all leading
EGG v | < S computer stores.

CYLON
ATTACK v v
JUNGLE
FEVER v' ¥
Unit 8, Canalside Industrial Estate,
?g&%AOHS v v’ ¢ A&F so*twurez; Woodbine Street East, Rochdale, Lancs.
———J/—— (QL16 5LB. Tel: 0706 341111
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ANIROG
SOFTWARE

COMPUTER GAMES OF TOMORROW

AVAILABLE
KRAZY
NOW! A

NEW APPROVED
THE STACK

cosmic cofi¥

KRAZY KONG /J.S. £7.95
. GALACTIC ABDUCTORS .S. £795
. 3D TIME TREK .S. £5.95
XENO I .S. £795
SKRAMBLE .S. £7.95
FIRE GALAXY £7.95

VIC 20 UNEXP GAMES

. MINI KONG K.B./J.S. £5.9
" FROG RUN .B./J.S. £5.95
SLAP DAB B S £5.95
DOTMAN .B./J.S. f£s5.95

CAVERN FIGHTER .B./J.S. £s59
CRAWLER .S.  £5.95
TINY TOTS SEVEN K.B. £5.95

. SEVEN PROGRAMS (voL. 1) & (voL. 2) K.B. £5.9

. BATTLE FIELDS K.B./J.S. £5.9

ADVENTURE GAMES

24 HR. CREDIT CARD SALES HORLEY (02934) 6083 THE DUNGEONS 16K EXP. £5.9!

PAYMENT BY CHEQUE, P.0., ACCESS/VISA . DARK DUNGEONS K-B- 16K £5.9:
ZOK’'S KINGDOM K.B./J.S. 16K £5.9¢

H EET HORLEY, s
& HICH STh 2 SURBEL . PHAROAH'S TOMB K.B. 16K £5.95

Overseas 50990“&93‘*39‘"9 | | DRACULA/LOST IN THE DARK_K.B. UNEXP._zs2:

TRADE ENQUIl | SC 92513/8
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The bomber program (just like all the
rest of my programs) is extremely user-
friendly and therefore requires very
few instructions, which are:-

1) When you wish to drop a bomb,
press any key and a bomb will be
dropped.

2) When you wish to stop a bomb from
moving vertically press the ‘I key and
the ‘rept’ key simultaneously, this will
cause the bomb to move in a parallel
line in relation to the plane. Once the ‘I’
and ‘rept’ keys have been released, the
plane will start moving in a downward
direction again.

Suggestions For
Improvement

| have got two main suggestions for
improvement, which are:-

1) At the moment the Low-Resolution
graphics mode (40*40) is being used. It
is possible to change modify the
program to take advantage of the
Apple's superior Hi-Res mode, if you
are familiar with Hi-Res shape tables.

2) Another field where | feel that this
program could be improved is the field
of sound, at the moment the sounds
generated are being created with the
"PEEK (-16336)" command. The sound
could be enhanced by replacing the
above routine with a more complex
one which allows custom modification
for tones, and length of different notes.

| hope that you have fun, both using,
and modifying my “BOMBER"” game.
Good Luck!
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FUNCTION? LIST /éé

REM BOMBER
GosuB 123

DUN =
SCR. =
TRIES
BDX =
GR

il ©e

SKY = 7
SHIP = 18

PLANE =
H20 = 2
BLAST =

BF

GOSUB 185
CTR = 8

V)

= 3

COLOR= SKY

FOR N = 8 Ti
HLIN @,3% AT

{10

Z W

NEXT M
COLOR= H20O

HLINM 8,239 AT 38
HLIN @,3% AT 3%
TIME = 1

Y = 37

X =9

COLOR= PLANE
GOsUB 71

COLOR= SHIFP
GOSUB &3

GOSUB &89

= i
IF BF = | THEN 41

(
PLOT BH,EY

CTR = CTR + |

@

: GOSUB 18@%

COLOR= H20

GOSUB =@

BOOM = 1

GOTO 5S¢

COLOR= SKY

PLOT BH,BV

GOSUB 148

COLOR= BOMB

FLOT BH,Bt

IF H ¥ & THEN 57
COLOR= SKY

GOSUB 71

COLOR= FLANE

H = 3%

GOsSUB 71

IF X = B THEW 24

1F X ¢ 33 THEN 2

COLOR= SKY
GOSUB &3

=28

BDx = INT ¢ RND
GOTO 24
PLOT X,Y
PLOT X +
PLOT X +
PLOT >

&9

t PLOT

i PLOT
PLOT
PLOT
FLOT

: PLOT
FLOT
RETURN
COLOR=
PLOT

o
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PLOT x
: PLOT x
COLOR=
PLOT x
PLOT %
: PLOT X
RETURN
PLOT
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COLOR=

PLOT H
¢ PLOT H,u -
: PLOT H - 5,u -

PLOT H e

RETURN

REM

IF BH -
IF BH -
IF BH -
PLOT BH,Y
PLOT BH,Y - i
FLOT BH,\

IF BH + |

IF BH + 50
IF BH + 3
RETURN

FOR D = | T
NEXT [
RETURN
COLOR= sky
GOsue .
PLOT BH, By
COLOR= BLAST
GOSUB 3a
TRIES =
BF = @
BOOM = 4
IF BU 4+
IF Bu
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RABBIT SOFTWARE LTD

£1000, yes £1000 of Rabbit software
can be won in our great new caption
competition.

There are ten prizes on offer for the
ten most apt captions for the picture on
this page. Each prize jamboree pack
consists of £100 worth or Rabbit
software, a window sticker, and pos-
ters. The software contained in each
pack is a mixed bag of software for the
Spectrum, VIC 20, and the Commodore
64, so if you win you can swop (or sell)
the extra software with your friends.
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Rabbit software was formed two
years ago and specialises in arcade
games for the Spectrum and the
Commodore VIC 20 and 64 home com-
puters and have several major games
brains programming for them. Rabbit’s
philosophy is that of new concepts.

Terry Grant, Rabbit's software
manager and ideas man, says “Every-
body that buys, sells, or uses software
has said once in their lives ‘not another
space invaders’. The number of clones
of well worn themes in the marketplace
is amazing, but perhaps that shouldn’t
be the case after allmost programmers
are brilliant at writing programs but not
so good at creating new concepts”.

“The computer market is going for-
ward”. Rabbit has lots of in house pro-
grammers to implement the ideas that
they are given, and this is reflected in
the prizes that our 10 lucky winners will
receive.

What you have to do to win

Printed on this page is a picture of a
game from Rabbit Software. You must
work out the most apt and amusing
comment that applies to the picture.
When all entries have been received
the top thirty entries will be finally
judged by Rabbit and the prizes will be
awarded by them. Winners will be
published in a future edition of Games
Computing.

Competition Rules

1. This competition is open to all UK
and Northern Ireland readers of Games
Computing, except employees of
Argus Specialist Publications Ltd, their
printers or distributors, employees of
Rabbit Software Ltd, or anyone con-
nected with them.

2. As long as the correct coupon is
used for each entry, there is no limit to
the number of entries per person, but
photocopies of the coupon will not be
accepted.

3. All entries must be postmarked
before 31 March 1984,

4. The prizes will be awarded to the ten
entries judged to be worthy of merit by
the editor and by Rabbit Software.

5. No correspondence will be entered
into with regard to the competition
results and it is a condition of entry that
the judges decision is final.

6. The winners will be notified by post
and the results wiil be published in a
future edition of Games Computing.
Good Luck!
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Even Jean Claude Killy would find the
pistes Spectrum style difficult to ski
down.

When you play this Spectrum game
you will find hazards such as flags that
you must ski between, fences that you
must skilfully jump, and barrels which
you must twist and turn around to
avoid. ;

The game has five skill levels, the

level selected determines the speed at
& & & & &
St s which the man comes down the slope
RO using a PAUSE statement. As the game
et ua A rogresses the speed of it increases o e s
& a & & & e
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i 8 BRI, HIN ARAL1OMN, 1]
& & & & N 20011000, BIN OdV11A0@  HIMN A
Vi o0 DATA “E* BN P1OL1OT0,HIN GR1ANTA0 . HIN BO1ARIB, I
4 & & & MOANIATIAL,FIN BRI 1A1IA, B
B LN @R LA L, BN D10 LOPR, BTN 1031 0ane
[iAa & AL DATA "FT JHIN @1 JHIN ®1 S ERRR R N B
A a N P1OPPRNR . HIN 11111111 .1
A brad IN @LPAAABA . DTN 1111100 L @ iaannn
P A4 DARTA "L AL IR0, BN BART TOWA, BIN BB 108, BT
s ean M 1VRPV1e, BTN 180000a1 |
& & & & IN B BIN P HIN @
‘a‘abaéa &5 DATA "HY JHEIN 1UAAAOON , FIN L 1OAMEOA BN 11 BOABY , k]
4 & & a Lot I . 117 1 Tl T L 17 1 17 T 1 B 2]
et IN 10000800, KIN [AO0ARBY, BN 12O
s & & & &b DATA "CY BIN O BTN OB 11 Tl @11 11118, 3+#IN 11111
et} 111, FIN 11100008, 1IN @111
‘6"5‘6“ 1113, FIN BAL11100,BLN V¥
B A & 7 DATA Y BIN @ BTN 1111111 BN QUBB000Y, FIN BRba
““n"ﬂ" PO EIN 11111111 BIN LEI1Y
& & & & 1111, BIN A BN W
“““‘ 0 DATA "RY,BIN 2O00A11A,RIN QA1 1118, 10N 20V 1110, B#T
& & & N AP 1V,BIN 02010,k
b e IN QORANALA, FIN GBBROD V. HIN @
& & & & B@ HORDER S: FAFER /& 1LY
e o LET =0
a4 & & 189 LET g=14
P A 1260 DATA "0 RIN @,EIN O.FIN B1111110,BIN 11111111, KIN
o b A & 11101111 RIN @111 10, BT
Lty N B RIN @
4 & A S e L & B O R T e |
e PR S1AL M
4 & & & *x H B . I3 E
ab&nnon fod E
.nnnnnh B n w H
4 a & *#FFFFRFFFFFRFFFFFFFFFF
b S #“0:’] FEFEFFFFF %2 B 2] *s B oA
4 & & B & & = e ——
. enaaaﬁnﬂn‘a‘n‘k“a‘ano“n“a‘a‘bﬁ = 5 :
4 A A A & A & A A & A A A A A A A & & Bk B L b o E 5
o &4 & &4 &4 4 8 4 & &4 & & & &4 & & & & & % Eoa B
L.A“A‘A‘aaaéaaa.a‘nnn.n.n‘ana‘a‘aéa‘a ) i HG 7] o P B /
4 &4 & & & 8 & & & & b A& A& & & A A B n Erarsan
Anﬂﬂanoaﬁéﬂéﬂ‘n‘ﬂ‘l‘aﬂana“‘nﬂnﬂﬂﬂ LAt R S S RN NS EREE SRR E RN /
Aa‘aﬂaﬂa‘a‘n‘nnn‘a‘aaaaaﬁa‘a‘aﬂ 1\:_:@ 'I.j.E.i.—_le.f...lB:' T'.QIlJ!;l—__.B&J: -1:':.‘ .
B A I VAL | R e R 170 PRINT AT 4,2:"You have a spesd control =o ente /
a‘a‘e‘a‘ a n‘ nan‘aéaﬁaﬂaea‘ r speed (1 TO =)™ TMELIT
4 & & 4 & & a 4 4 & a '‘Speesdia:
& & & & a‘n‘aa o) A s 18@ IF a:5 THEN GO TO 17@
& & 4 & &4 & & & & a 181 IF acl THEN GO TO 17@
e S 185 BEEF 1/2,10: FPAUSE 10: CLS
a s a 1846 FRINT AT 19,5%; "Fre e ThE 2
= ".".“ “a a‘a &“&" @ for riaht LA
& & a & & & MNE: Tt 1 for left M3 INk 1"
& & & b Q‘A‘A g T0 _aump th
& 4 e barrel BEEF 1/20,29
6‘6.6 & & 1B7 FAUSE @: (LS
L L e 170 LET zoom=@
a‘asa“a‘a 200 LET ac=14
R 21@ LET pi=1@
a & & 1% REM gamessta :
ﬂnﬁnﬂ I rt I 1!‘:
la & o = —
‘ﬂ - i :';2' IF p1=00 THEN LET pi=l1: IF p1:21 THEN LET pl=pl-1
= @ INK 1: PRINT AT zoom-—-l.,ac:® A "
231 IMK 1: TF INEEY#$: -"%" THEN PRINT AT zoom,ac:" E
FRINT AT room-=2,ac=1:" "
INE 4: FRINT AT @+zoom,pl:"B"
PRINT AT @+zoom,pl+g:"B"
IF ‘ac=1 THEN LET ac
TF a B THEN. LET ac=
LET mi=1+INT {RND#20Q)
FRINT AT 15,25; "D"
FRINT AT 14,5:"D"
IF m1<7@ THEN LET pl=pi-1
IF mi ‘138 THEN LET pl=pl+l
H mi>78 AaND mi1<i: THEN  LET pl=pi
IF p1=0 THEN -LET p1=1
IF pi THEN LET pi1=20
TF INEEY®="1" THEN LET ac—1
IF TNEEY$f="@" THEN LET ac=ac+1
IF acs<pl THEM "BEEF 1/2,-10: GO TO &00
1F ac pl+g THEN FREEF 1/2,-10: GO TO &00
INE 2: IF 3380 AND 19120 THEM FRINT AT Z0-zoom,ac
1F B AND 37120 THENM FRINT AT 21-zoom,ac—1:"
SEA TP INEEYS$: M9 AND 20-zpom=2oom AND 3 -88 AND <100
THEN G0 110 409
AP IF THNREY3="8" THEN FRINT AT room,ac:™ G "1 BEEF 1
90,50
480 TF zpom=20 TN | FT =oom=0: CLS
490 LET room=zoom+ls LET jmgal
499 FALSE a
500 IF 3460 AND. 1 8B THEM LET =%
1@ TP 4B AND 10100 THEN  LET =8
550 1 B@ AND 37120 AND a<*1 THEN LET a=1: BORDER 2
S40 INE 13 IF 1480 AND 40 DR 15120 AND <1460 THEN P
RINT AT 17,8: "FFFFFEFFFEF
FFFFFFFFFFFFFFEFFFFEFF"
550 1F - B0 AND 3040 AND zoom=17 AND INKEY®< »"e" THEM
G TO A28
59@ GO 10 PRO
HBB D15 FOR i=@ TO % STEF .4: BEEF 1/100,25+1: NEXT
1: FRINT AT 19,10; "your s
cores"i
&10 IF i*hi THEN LET hi=)
L2080 FOR 1=0 TO 40Q: MEXT i: CILS :
630 LET g=18@: LET =0: GN TO 110

e
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SAVE £4.25 by receiving
a FREE magazine binder
when you

subscribe to

~Games
(S OMPUTING

it's true, by subscribing to Games
Computing you will not only receive your
personal copy direct to your door for
a whole year but also have a superb

A S P magazine binder in which to
keep your copies AND IT'S FREE!

All you have to do to receive your FREE
binder is book a subscription to

Games Computing before 29th February
1984. What could be simpler? Normally
priced at £4.25, these attractive
binders will hold approximately 12
issues of Games Computing.

Not for you any longer the chore of
having to track down dogeared copies
of your favourite magazine, instead
you will merely go to your bookshelf
and they will be waiting for you in
pristine condition.

Don’t miss out on this outstanding
offer — subscribe today and receive
your FREE binder within 14 days of
your order being received.

=)
| SPECIAL OFFER |
| Cut out and SEND TO: I am enclosing my (delete as necessary) l
| GAMES COMPUTING Cheque -'Poosécf (?rdzr Internatinal Money |
rder for £, . .,
i % gﬂéﬁ?gg%ggﬁ? (made payable fo ASP Lid) I
. OR
= SURREY. CR4 6AR Debit my Access/Barclaycard * l
I ENG'LAND (“delete as_T{:c_essary} : l
I Insert card no. | i ‘ ‘ 1 [_‘ J.— | | l
I Please send my free binder a“d Please use BLOCK CAPITALS and include post codes: l
| commence my personal subscription |
1 with the issue Nartie: (Ml MIsMIER) v o0 s e s s e s s o e s e |
delete gocordingly I
I SUBCRIPTION £12.25 for 12 issues I I
| RATES UK Address s e e e S e R R
| tick SICO0 FOPNTISEIOE | oo e |
| overseas surface |
| £36.00 for 12 Issues e o T e et et s o) I
Air Mail |
I_ D TR oo e e e e e B R R R R S G J
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Zombie Island is a great game to play
and one of my personal favourites. It
revolves round, believe it or not, zom-
bies which live on a deserted island.

Ranadt R L L —

o - - B

Unfortunately, your ship lands on it by

mistake and without realising just how RUNdown
dangerous these creatures really are.  Lines  Action
Your only couse of action is to retaliate 5- 11 Introduction

in the most final of ways — kill them. 12- 15 Start initialisation
Although it's not a particularly fast 16- 27 |Instructions

version of this game it is nevertheless 28- 49 |Initialisation now complete
addictive to play. Zombie Island is a 50- 59 Set screen, potholes,
one player game with the object being zombies and man
to lure the zombies into potholes then 60- 69 Movement routine
quickly cover them over before they 70- 79 Find out whether or not a
are within reach to kill you. A quick dice zombie has eaten you
with death to speed up your adrenalin outright or if you have
flow for a few minutes! jumped into a pothole.

80- 98 Find out whether a zombie

has fallen into a pothole or
whether it has eaten you
up for a tasty breakfast.

AW

)

i :: /)
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ISLAND

Failing that it checks to find
out whether or not any
zombies are near to you.
Victory routine and another
game option. Note: If
another game is not
required the program
clears itself and you are left
with your original Sharp
Basic. (Lines 114-116).
117-121 Title routine.

Sometimes at the beginning of the
game, if a random factor is chosen by
the computer, the program is made
harder and for your firstgo only, youdo

not know where you are, so there is a
strong possibility that you may either
fall into a pothole or walk into a zombie.

Conversion Clues

The program should be easily con-
verted onto any computer which can
handle large enough arrays.

There are no other problems except
the size of the Island, which you can
alter to suit your own desires by chang-
ing the For..To.. Next statements and
the routine at Lines 114-116. Other
users could replace this with only an
END statement.

By Adrian Theobald
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METAMORPHOSIS CREATOR'S REVE]
You stumbled into the nest of the Cyglorx The creator assembled a mag
and find yourself fighting off robot tanks robots and in; ects to take e
guarding the Cyglorx eggs. You think you  earth. Dest( L
have everything under control and then the :
eggs start hatching. Commodore 64 version
features 4 different screens,
VIC 20 - COMMODORE 64
\ £7.95 % screens.
3 COMMODORE 6%
£7.95

on the

.and get
ator. Battle

!. Mtrm bomb

your city: Miss and you

‘face the mutants. Features 4 different
b,

OTHER GAMES AVAILABLE
B moeut ‘ e OGLIL
ANNIHILATO

e 1L

MOGUL COMMUNICATIONS LIMITED
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HOUNDS

The fox isn't the only one in this game
of strategy who has to be cunning,
youl’ll soon find out that you have to be
too!

Fox and Hounds is played out on a
chess board grid which is shown on the
screen of your Sharp MZ 80K. The sole
object of the game is to trap the fox,
whose role is played by the computer,
by your pack of hounds which is natu-
rally controlled by you, the player.

All the pieces on the board move as
in the traditional game of draughts and
just in case any of you are unfamiliar
with that game it means you can move

diagonally one square at a time. The
fox is located at the top of the board
and the pack of hounds at the bottom of
the board. Be careful though because
the cunning fox can move both back-
wards and forwards but the hounds
can only move forwards.

To win the game you must make
your hounds surround the fox so that it
cannot move, or you can trap it by
chasing it into a corner or against the
side of the board.

Moving About

After the board has been constructed
on the screen you must wait for the cur-

sor to appear in the top right hand
corner. At this point the program is
waiting for you to input a set of co-
ordinates that relate to the piece that
you move.

This input string is expecting a four
character code, with the first two char-
acters being the current square refer-
ence. Once you have entered your
move, «CR» must be pressed to register
it with the computer.

The computer checks all entered
moves for validity and if the move
requested is illegal the input string is
deleted and you must try again. All the
moves are indexed from the bottom
left hand corner, this being 11, and the
co-ordinates can thus be taken along
and upwards.

The program itself plays a very de-
fensive game, but it is possible to beat
it with a bit of determination and a few
skilful strategic moves.



If you wish to move your hound the
move you would enter is 1122, moving
it to the position of the asterisk sign.
If, for instance, the fox moved to the
gosition marked ?, the format would be
746.

Conversion Clues

Fox and Hounds should be convertible
to most other home micros without too
much trouble, the main difficulty being
the screen format which you will have
to work out according to your own
computer’s screen size. The Sharp's
screen is 40 X 25 which is the same as
the Commodore PET,




18 REM ###F08 HHD HOUMDS COHUERTELD EY++s

28 REM w#+HDRIAH THECUEALD FROM H FROG#4

38 REM ###IN CT-0CT L7258 FOR H FET+#+¢

48 REM »++#0ORIGIMALLY WRITTEH EY#us

S8 RFEM ssktssFAUL  WILL TAMS$bpd

£8 FRINT"EDOORODOBNOBUEEESSSESS8nUBF I AHD HOUHLe=M " s FORS=1 TOLSaa: HEST
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leg
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8 E=x+]: F=T+L
IF (ALK
GOTOZSE
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E=K+1:F="+D: IE488: [F5=1THEM
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E=k-1:F="+C: GOsLIE4EE: [Fia=1THEHISA
IFACE: F2=BTHEHN
=H—1tF="Y+[: GOSUB40E: [FG=1 THEHZ G
IFACE.F »=8THEH
IFCRCE+L: Y+Do=8 0%
IFCACH+L Y+ 0 =80
FRINT"EROOZOOROEES
HG=1
IFCE@ % ES T F 2@ F{ 3 THEHG=8
428 RETURH

sGJ'fEHﬂE+13F+Qﬂ=—lﬁ*fF+ﬂ11}+fF+|'q'THEH SR

CLHCE+L s Flia==1 0+ uF+0 ] a+ CF 40 s » THEHEEE

s+l dF=Y 0 EOTOEIE
1 EF= 400 GOTO438
TiE 46

=E:\'=F:Z2=1:G05JES4H
(Aia 7L THENS G

5 H—”HL LEFT
438 C=URLCMIC
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20 THEH4 5SS
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.+..y¢1.+
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IFiﬂ(E+lsF+C}=—1}*(ﬁ
GOTOZ 26

IFAL E+1 F+[r=-1THEHIGE

GOTOZ28
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Do You Want Fame and Fortune?

Does brilliance reside in your RAM? Do your friends gasp at your
own programs with envy in their eyes? Would you like to see your
name in Games Computing!

If you have written a program to take the software world by
storm and want to show your fellow readers just what you can do
on a keyboard, cut out or photocopy the form below and send it to
the Editor, Games Computing, (clearly marked PROGRAM SURB
MISSIONS) at 145 Charing Cross Road, London WC2H OEE (until
16 December 1983) and after that to 1 Golden Square, London W1.

Please send with your tape recording of the program a thorough
explanation of the game, a line by line listing of how the program
works along with a list of relevant variables etc. Also include any
clues which you can think of to help owners of other computers
other than the one which the program was written for, convert it
for use on their computer.

We will look at games programs on tape for all the popular home
micros and disc versions for the Commodore machines, Atari and
BBC (40 track and Hitachi format). Whenever possible use CHR$
rather than command codes and please avoid making programs
autorun. If you can let us have a printout of the program it helps
and the same goes for screen dumps.

P.S. They'll be paid for too!

I * PLEASE COMPLETE IN BLOCK CAPITALS

Your Namp

Progmm Name

Compmerf memory size it runs on

Amount of memory program occupies

Other computers/memory size which your program
runs on

Does your game need |0ystrcks?

Any known hugs? If so, what are they?

Ha\m you sent your game to another maqazmp

Iq |t orlqlnai orav variation on a theme?

Your Address

Telephone Number
Times to contact you
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Ten packs of Carnell Software's best
programs are up for grabs in our latest
competition.

Let your creative talents run riot, try
your hand at poetry, or become a new
poet laureat, by entering our great
limmerick competition.

If you are one of the ten lucky
winners you will receive a pack of four
programs from Carnell Software for
the ZX Spectrum, these being two
arcade games and two adventure
games. The two adventure games are
The Black Crystal and Volcanic
Dungeon. These two are the first two
adventures in the Third Continent
series and follow on from each other.
The third episode in the series is tobe
released at the end of February and is
called The Wrath of Magra.

The adventures are set in the
mythological land of the Third Conti-
nent, and involves trying to do away
with a baddy called Magra. The two
adventures that we are giving away
happen at about the same time but The
Wrath of Magra is cronologicly after-
ward. So after you've had your fill of
the games we are giving out you can
buy the sequel to finish off the series.

The two arcade games are called
The Adventures of St Bernard and The
Devil Rides In. The Adventures of St
Bernard involves a dog traversing
hazardous terrain to rescue his
mistress from an abominable snow-
man. This game is said to feature the

62

best graphics you can possibly get on
the Spectrum.

The Devil Rides In is a supernatural
arcade game in which you are a wizard
trying to dispose of various ghosts,
ghouls, and demons with your magic
talisman. Stuart Galloway of Carnel
described it as “a kind of 360 degree

J e

Galaxians” and “nobody has got past
level two yet!”

Carnell are a leading software house
specialising in the production of
adventure software for the 48K ZX
Spectrum, and have been established
for two years.

To Win

All you have to do is to make up a suit-
able and witty limerick.

The limerick should be preferably
funny, apt, either to be based on one of
the adventures or the arcade games.

Competition Rules

1. This competition is open to all UK
and Northern Ireland readers of Games
Computing, except employees of
Argus Specialist Publications Ltd, their
printers or distributors, employees of
Rabbit Software Ltd, or anyone con-
nected with them.

2. All entries must be postmarked
before 31 March 1984.

3. The prizes will be awarded to the
ten entries judged to be worthy of merit
by the editor.

4. No correspondence will be
entered into with regard to the
competition results and it is a condition
of entry that the judges decision is final.
5. The winners will be notified by
post and the results will be published in
a future edition of Games Computing.
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This is a version of BLITZ that will ru B,L,H — these are to do with the
on a TRS 80 Model 1 Level 2. It has buildings
skill level from 1 to 5, 1 being the{@®d F — is the main loop
easiest. wH P — this is to see if you are firing or
If you master all of these levelsitcan be 5 not.
B made harder by changing the 5 in line B8

BRR¥ 120 and making it bigger. This will The following are strings:-

AR Make the buildings higher. To fire use @ C — and Cl are when you crash.
either the space bar or the enter key. 8 p — this is the plane.
The buildings change from game to¥ S — is to do with the skill level.
game as it is random. ? 5

s 8 8 8 0 8 8 8 8 8 8 B8
R
. " .

The variables are:

s — this is the skill level

Bl — this is the position of your
bomb




L]

. 8 888
. 8 9 8 8
LR N N ]
. 8 8 8 %08
L B
L
TN

o GOTOZaBa
58 CLS »
55 PRINT"IMPUT YOUR SKILL LEWELT 1-3":Z#=IHKEYS
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o i : amazing new
Our first utility 4 T ‘ Arcade
program for the ) . W 2 adventure

on the
ommodora 64 Commodore 64

£7.00 I i o /A £1.00

NTERCEPTOR
SOFTWARE

NTERCEPTOR
S"\F TWARE

A super new

A graphical idea for an
adventure on . e ; ércade gﬂmesa
the CBM 64 — ommodore

£7.00 N e hral b £7.00




Simon Rockman is a demon for real arcade games so we sent him out to

investigate the very latest in laser disc games. Here's what he saw.

In the good old bad old days, when
computers were only found in schools,
universities and banks, there lived a
man called Nolan Bushnel who realised
that if you could charge people to play
games on a computer you would make
a fortune.

Unfortunately computers were so

66

expensive that the fortune you could
make was not big enough to pay for the
computer that you would need! Then
came the mass production of the sili-
con chip. The price of computers fell
like leaves in August and Bushnel could
afford to build his own video machine.
He made a “ball” bounce between two

“bats” and he called his game “PONG"”.
So successful was this venture that he
set up a company to make the
machines. He called the company
“ATARI" after the attacking move (a
threat to take like check in chess) in the
board game GO. PONG was just the
start, it was followed by “Breakout”,
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“Super Breakout”, and many more.
Soon arcades started to fill with video
machines. Then a few years later a firm
called TAITO in Japan invented “Space
Invaders” and no pub, record shop or
take-away kebab restaurant lacked the
bleeps and buzzing of these machines.

In The Early Days

The home computer did not really
exist. The ZX80 was in itsinfancy, a few
people had TRS80’s, Apples and Com-
modore PET’s with calculator key-
boards, and you could count the num-
ber of computer magazines on one
hand. But it wasn't long before home
computers started to take off — and the
arcades got smart too. We started to
see colour in “Moon Cresta” and
“Space Panic”. The tank game “Battle-
zone” produced some very clever
graphics using Vector plot. This uses a
technique which allow the computer to
control the electron beam in the video
display rather than build the picture up
like a normal TV picture. But this was
nothing in comparison to the growth
that home computers experienced. To
start with the gap was huge. Arcade
machines use dedicated chips, custom
hardware and take many, many man
hours to design. Home computers
need to be cheap and versatile. Who is
going to pay £2000 just to play one
game? Arcade é]ames always seemed
one step ahead of computer games.
The closest anyone came was ATARI
which Bushnell eventually sold. In 1981
came the BBC Computer made by
Acorn. When it was launched this
machine was so much faster and had
such good graphics that it proved to be
the best, if rather expensive, way to
bring arcade hits to the home. Acorn-
soft wrote and released “Defender”
(later renamed to “Planetoid”), “Snap-
per" (a "“Pac Man” varient) and
“Monsters” (similar to “Space Panic”).
The home computer had caught up.
At the same time the popularity of
the arcades had started to wain. All the
big companies withdrew and
regrouped, pouring thousands upon
thousands of dollars into research and
development. Three major things
came out of this. Firstly the use of 16 bit
chips — very handy for moving large
quanitities of data on the screen at the
same time for games like the racing car
game “Pole Position”. Secondly, multi-
processor boards — Galaga has four
Z80's in it, and thirdly laser discs. The
result is games you no longer just play,
you experience them, for instance at
the end of the race in “Pole Position” or
after you've blown up the Death Starin
“Star Wars” you feel that you have
actually driven a car or flown a space-
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ship yourself. Arcade machines are
now so far ahead in the field that if they
. stopped development projects today it
would be years before home compu-
ters would catch up. The use of laser
discs may mean that they never will.

Laser Discs — Latest
Generation

The first laser disc game to reach the
UK was “Astron Belt”. This uses
footage from an unreleased Japanese
film showing spaceships flying
towards you at high speed. The com-
puter part of the machine generates a
small space ship which you fly.
Because the computer does not have
to worry about generating the shapes
on the screen it just defines areas.
These can be either targets or hostile
areas. So if you shoot an enemy ship it
explodes and if you run into an enemy
missile you blow up. It also defines the
areas, such as the walls of a tunnel,
which are dangerous, soif you hit them
it's bye-bye!

The laser disc does have some res-
trictions. Because it is read you can
only vary the game by changing discs
which means the randomness is res-
tricted. Another problem is that unlike a
computer generated display you can’t
change or delete an item from a pic-
ture. So if you shoot something it
doesn’tgo crashing to the ground leav-
ing other ships to fly on, instead you get
a huge fireball which envelopes the
whole screen. Otherwise the disc
would need to hold frames for every
possible combination of one, two, or all
three ships missing from a set.

With more than three ships this
would be so exhaustive on memory,
even with the many megabytes a video
disc allows, that it would be impracti-
cal. To play “Astron belt” the controls
are very simple. One “Gorf” type joy-
stick with‘a trigger on it. The sound is
good but the outstanding feature is the

‘vibrating seat! From the players point

of view the worst feature is the hungry
coin slot, usually set to 30 or 40p a
game.

Dicing With Dragons

Another of the new disc games is
“Dragons Lair”. You play the part of
‘Dirk Daring’ and have to fight your way
through a castle to rescue a princess.
When the game was launched in the
US there were queues in the streets to
play it! The quality of the graphics is
better than most TV cartoons and the
sound and voice (recorded on the disc)
are brilliant. The controls consist of a
joystick and a sword button. It is a
game of memory rather than of skill.

You have to remember whatis going to
happen and react at the right moment.
If you getthe chance towatch an expert
play it's better than any film you could
possibly see. However, because it is so
difficult and expensive to play very few
people seem to get very far in the
game. Another restriction is that as you
go from room to room the screen
blanks as the control searches for the
next sequence on the disc. Perhaps
with two disc players the system could
make the cinema look boring.

My favourite of all the laser disc
?ames is MACH 3. In this you fly either a

ighter or a bomber over a desertand a
harbour. As you look out through your
cockpit window you see various tar-
gets marked out in the head up display.
Your task is to destroy these but you
must also dodge the heat seeking mis-
siles fired at you. This means firing as
rapidly as possible. Again the voice is
stored on disc but what makes this
game exceptional .is ‘that the link
between the computer and disc control
is so good that you feel much more in
control than on most other games. As
you turn the ‘plane banks, the targets
are computer generated so the screen
does not have to blank to create an
explosion. | suppose that some people
would claim that the disc is under used,
but | like the amount of control that you
have.

One game that| have not played, yet,
is “Laser Grand Prix". As a fan of car
racing games this looks as if it's tre-
mendous. It doesn’t involve shooting,
zapping or bombing anyone, thing or
body and is purely a game of skill. Back
on the Mount Fuji Racetrack you have
to drive in arace filmed on location and
compete with cars that ran in the real
race. All it lacks is the smell of exhaust
and the spray of champagne. And |
can’t wait!

What's To Come ...

Arcade games have come a long way
since PONG and as they continue to
improve other benefits will arise; home
computers will benefit, and simulators
will get better. Imagine your first few
driving lessons without having to actu-
ally go out on the road. A machine
could generate fog, ice, snow and all
the other hazards that are usually too
dangerous to teach in. Learning to fly
could become very much cheaper if a
lot of practice can be done on the
ground.

| would like to thank TITEL for their
help with this article. They are a leading
manufacturer -and wholesaler of
arcade games so if you run an arcade
or want to buy a machine you can con-
tact them on 01-965-0550.
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Dear Editor

lwenttothe newsagenton Wednesday
the 20th of December and saw on the
counter a magazine. It was colourful
and looked exciting. | picked it up and
had a quick look. | thought it would cost
about £2.00, | looked at the price and
nearly fainted, | thought | was seeing
things! The magazine was Games Com-
puting.

| bought it and rushed home to read
it. | sat down on a chair and started to
read.

The best thing | like about it is how
the magazine tells me about a game,
but not just any old game for any old
computer. It tells me about lots of
games for different computers.

| can’t wait for next month's.

Philip Lofthouse
Yorkshire

Dear Editor,
| was surprised to see that Runaway
Robot was not my only contribution to
the firstissue of Games Computing. The
program Westminster (pages 86-89)
has been copied from my game White-
hall published in Practical Computing
in May 1982, Whitehall had previously
been distributed for me by The
Softwarehouse. Presumably when
Stephen Knight copied the program
from Practical Computing he was too
stupid to realise that the original author
might be contributing to the same
magazine.

| am angry that Stephen Knight has
attempted to pass off the program as
though he wrote it himself. In the pro-
cess he has managed to miss-spell the
words ‘parliament’, ‘prime minister’
and even ‘scandal’. In each case he has
attempted to copy the wording of my
program, program structure, line num-
bers, variable names, and even com-
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ments have been copied wholescale
from Whitehall.

| do not object personally to
variations of my programs being pre-
pared, and even sold to magazines, so
long as the original publisher gives its
blessing and the original author
receives a credit. | am annoyed that
Stephen Knight should receive pay-
ment for someone else’s ideas and
effort.

| hope this letter will serve to dis-
suade other would be plagiarists.
Simon Goodwin
Tewkesbury

Thank you for pointing that out to us
Simon, and | am sorry to say that this
case is not the only one to have
arisen. Very often there are games for
which many versions have been writ-
ten. Stephen Knight was extremely
concerned when the above matter
was mentioned to him and strongly
denies that the program is a direct
copy of your Whitehall program. He
admits that the idea for the game
came from your original program and
that the variable names are the same,
but also says that ideas are not
copyright.

As there are so many computer
magazines now on sale we have to
rely on the author to tell us whether
or not his/her game has been copied
from someone else’s work, as it
would be an almost impossible task
tocheck every program in every issue
of every magazine on sale to the
public.

Dear Editor

Could | draw your readers attention to
Jeremy Ruston’s article in the first
issue of Games Computing, Machine
Code games on the BBC micro. In his
fifth point on what a BBC game 'must

have’ he mentioned: “that controls
should be consistant — for example,
take Acornsoft's Missile Base game
which requires you to press ‘space’ to
go from the firstinstruction page to the
second, and ‘return’ to go from the
second page to the game itself —
which shows utter idiocy”.

This is more than academic, since |
created Acornsoft's Missile Base.
Shaken by the criticism, worried that
my memory was failing, | loaded up
Missile Base, and, (gee — it's just as |
left it) it's only got one title page, from
which pressing any key will begin the
game.

Now | don’t know how many com-
mercial arcade games Mr Ruston has
written, | have written five, two of
which have yet to hit the shops, but |
actively dislike being pompously
labelled an ‘utter idiot’ because of such
a simple, and indeed imagined, slip as
choosing different keys to switch
between instruction pages and the
game. Perhaps the system Mr Ruston
reviles sois better, for it could allow the
user to hit return on the first title page
and hence start the game from there.

Perhaps Mr Ruston could show more
leniency in labelling programmers as
‘utter idiots’ because of an imaginary
slight.

Andy Green
Flitwick

Have you got any opinions to air, has someone somewhere upset you and
you want to grizzle and gripe? Or maybe you're full of the joys of spring
and feel like telling a happy stog?

Whatever you want to say, be it good, bad or indifferent drop us a line
here at Games Computing and get it off your shoulders.

Send your letters to:

‘Postman Pat’, Games Computing, 1 Golden Square, London W1.

GAMES COMPUTING MARCH 1984



ARCADE ACTIONAND
3D SPACE ADVENTURE..

B Six diﬁere?* %S
" eens Of "~
?f?c.r:redib‘e 3D ¢

S | code action
P (caturingt
B Saucers:
SR Tic Fighters,.

| space < <

| Hoppers« ~
: Bcnk'lﬂ%_l.ps-,-"“
o gpaceship: ./
rr‘:\)oving 30X
B scenethi

The |
guardian
“Gateway tothey

<t Mt I SPEECH S
. -Migon‘ doyou | o SWO oping ./

dare enterwil

lowinto the
you survive. 8

defensive <

.' CrOf*- .‘:’_.....\.\. '~\.\..
toward >

_ F L a8k | £ L .,
—RCADE ACTION FOR e o

PSS SOFTWARE

FOR INSTANT CREDIT CARD SALES TEL(0203)667556, SEND CHEQUE OR P.O.
1 TO PS.5.452 STONEY STANTON RD.COVENTRY CVé6 5DG.
TRADE ENQUIRIES CONTACT JOHN FLETCHER, COVENTRY (0203) 81346







Lifter is a fun game to play on the BBC
Micro in which you control an ani-
mated man whose job it is to lift, collect
and shift pounds from one side of the
screen and deliver them to the other.

On the screen you'll see four floor
levels within a building with a lift pass-
ing each level making three lifts in total.
You must use these to climb up from
level to level. Sounds easy! But there's
more to it than that ....

You'll find full instructions for playing

DEFPROCdrawup(X%,T%,0%) . line 240

BEFPROCEIET ot nieisieie e s line 380
DEFPROCSETUP............... line 460

DEEPROCWALLS i v line 500
DEFPROCUP(Z%) ......covvnun. line 610
BDEERROCEALL ..ot v line 650
DEERREGRDIE. ¥ v o line 790
DEFPROCPICKUP .............. line 840
DEFPROCDROP: 5w e s isaness line 880
DEFPROCMOVEL .............. line 930
DEFPROCMOVER......... “....line 1050
DEEPROCSCORE:............. line 1170
RERRROGINIT cotn i e ain line 1200
BEEPROCTITLE s s il line 1310
BEEPROCINSTRUCT .......... line 1420
DEFPROCENDTUNE........... line 1490
DEFPROCMAN(MS)........... line 1560
BEFPROCAMB .. civavinuiian line 1570
DEFPROCSEORES . ........... line 1650
DEFPROCSPACE(F%,G%) ..... line 1750

The main loop of thisg:ro%ram is around lines 80-220 with the actual game
AT-UNTIL loop at lines 140-180.

being between the REP
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. checks if man is on lift’

;'

=

the game within the program. This
game is ideal for those of you who as
yet do not have a wealth of programm-
ing experience as the program is writ-
ten in Basic and it is fairly easy to study
for structure.

Here is a list of the procedures which
are used in Lifter that you will find
handy to know about when typing the
program in to the computer.

The following procedures are used
within the program:

draws the two outer lifts. X%,T%,0%
determines whether lifts go up or
down

moves centre I_ift up or down and

sets and draws initial conditions for
screen and score

draws the four floors

moves man up (+2%) or down
(—2%) on centre lift

prints man falling off lift

checks if man is at floor level
changes man character to man
carrying pound and updates score
changes man character to man
without pound and updates score
checks to see if man can move left
and calls relevant procedure

as above except for right movement
score update routine

initialises all characters

displays opening title page

playin? instructions and game object
plays final tune on loss of last life
prints man character, actual
character depends on M$

draws and moves ambulance
prints hi-score table

prints space message at F%, G%
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L.o?L,
1 REM LIFTER by R.Kitching 25/10/83
10 ENVELOPE!,0,0,0,0,0,0,0,124,-4,0,-1, 126, 10: ENVELOPE2,1,2,-2,2,10,20,10,1,0
30,-1,126,126:ENVELOPED, 2,3,-1,3,10,100,100,30,0,0,-2,126, 126
20 DIFF%=20:DIM A%(4),DR%{4),sci{B),nas(B)
30 ONERRORGODTO&0
40 FORFX=1TOB:sc (F%I=100%(9-F%)
=0 REM
60 MODEZ2:WVDUZ3,1,0101010) :PROCINIT:FROCTITLE: MODEL ! PROCINSTRUCT : MODEZ
70 FORF%=1TOS:READS%,b%:VDULS , a% , b%; 0§ NEXT
B0 S%=0:LIVE%=Z2:vES%=0
90 #FN1Z,1
100 ®FX11,1
110 GCOLO, 132:CLG:FORF=1TO4:A%(F)=1:DR%(F)=0:NEXT
120 PROCWALLS
130 FROCSETUR
140 REPEAT
150 PROCdr awup (&4, 720, 1&)
140 IFGAME%=0 GOTOLBO
170 PROCdrawup (720,64, -14)
120 UNTILGAME%=0
190 IFYES%=1 DIFF%=DIFF%-S!IFDIFF%<0 DIFF%=0
200 IFYES%=1 YES%=0:50UND2,3,%%,50:G0TO110
210 IFLIVE%=( PROCENDTUME:FROCSCORES ELSE LIVEN=LIVE%-1:60TO130
220 GOTOEOD
230 DATAS,2,15,3,240,9,0,6,0,7,15,12,15,14,7
240 DEFPROCArawup (X%, T%,0%) :GCOL3, 10
250 FORF%=M%TOTHRSTEPO%
280 MOVEZ2SS, FRiPLOTL, 52,0
270 MOVELOZ24,F%:IPLOTL, 55,0
280 #¥FEX15,1
280 IFINKEY (-28)PROCMOVEL : IFGAMEN=0:F%=T%: GOTOTul
300 IFINKEY {-&7)PROCMOVER: IFGAME%R=0:F%=T%: G0
3109 FROCLIFT
320 *FN1S, 1
330 AsINKEY (IDIFF%)
40 IFXI%=280AND (F%- 1231 MIDIS27 2 00RN1%=1056 AND(F%-128)MODLP2< >0 THEN PROCFA
LLIF%=T"%: GAME%=0:1G0T0340
30 ACOLS, 10 MOVESSS, FYNIPLOTL, 56,0 MOVELO24,FRIFLOTL, 56,0
3460 MEXT
TT0 EMNDRROC
I20 DEFPROCLIFT
IO UP%=IMKEY (O
400 IFU%=1 ANMD X1%=&72 AND UP%{>-4&7 ANDUP%<>-F8 AND Z%=LEV%-64 THEM PROCUP(32)
410 BCOLS, 10:MOVEL40 2% PLOT T, 54,0
420 IFDY AMND MI%=£72 AMD UP%<5-57 AND URY% ! - -PZ AND Z%=LEV%-44 THEN PROCUP{-3
2)16COL3, 10
470 IFU%=1 AMDI%< 720 I%=ZI
440 IFD%=1 AMDI% £4 Z%=
450 EMDPROC
440 DEFPROCSETUR: A%=1%:ES=F+: CF=CHRFDS0: Uh=1:D%=0:Z%=64: X1%h=1216: GAME%R =1 MAN%X=
1214 LEVS=192: DIE=0
470 COLOLROD: QLIE 2 42
, 200 TN PRIMTTABIO, 1) 5

"a% (F%)="Beeb" i NEXT

ZEIMOVESSQ,ZNIFLOTL, 56,0 IFZ%=736 U%=0:D%=1:60T0450
MOVE=SD, ZRIPLOTL, T, 01 IFZ%=64 UL%=1;D%=0

4iMOVED, BE0IFLOTL,0,200:PLOTEL,1280,-200:FLOTSL,0
FTABIT, 1) "£"iTAB(L4,1) 5 "HI-p" :VDUS:PROCSCORE: GCO

480 GCOLI,&:PROCMAN (A®) 1 GCILO, 0:C%=0: FORF%=160TO736STEFLFZ:CR=Ch+ 11 IFAR(CRI=1H
QVED, F%: PRINT " £

490  MEXT:ENDFROC

S00 DEFPROCWALLS

S|L0 GLOLO, 19 FORRYm-ca TOLOESsTERSES I MOVEES, 04 FLOTL, 0, 7350 FLOTSL , 310, ~?34:FLOT
21,0,7361 NEXT

SE20 W=Z2Z24:GCOLO, 14

=30 FORI%=1TOZ

540  YDUS:FORX%=-44TO1280STEF3G4

550 FORY%N=128BTO?04STEP172

Tan MOVEXY, %

Lkl o IFX% 900 UDUW, W, W, W, W ELSE VDUW,W,W
580 MNEXT,

=20 GCOLO, § t =253 NEXT

a00 ENDPROC

&10 DEFPROCUF (Z%) : SOUNDL, -15,53;1:GCOL3, e
420 PROCMAN (A%}

&30 LEV%=LEVY%+Z% ! PROCMAN (A%

440 EMDPROC

&30 DEFFPROCFALL

440 GCOLT, 51 PROCMAM L AS)

&70 FORFAL%=LEU%TOSASTER-15

&80 SOUMDZ, -1%,5, 1 :LEVY=FAL%
490 PROCMAN (A% )

700 FORWT=LTO30 i NEXT

710 FROCMAN(A%)

Edia) HENT

g n) MOUVEMANY, FAL%:GCOLO, 1! VDU2T0,23

7a0 SOUNDO, 15,4, 10

750 PROCAME

740 GCOLZ, 10:MOVE2S6&,F%IFLOTL,S6é, 0 MOVELD24,F4%IPLOTL, 56,0 MOVESS0,Z%:PLOTL,S
6,0

270 ¥FXLS, 1

780 ENDPROC

780 DEFPROCDIE

ana IFX1%=208AND (F%+&4) ~LEV%< *00RX1%=1056 AND(F%+564) -LEVR{ >0 THEN DIE=1

810 IF¥1%=472 ANDI!Z%~-122)MODL192 >0 THEM DIE=1

B20 TFRIE=14MNDA% (1) =0ANDA% (2) =0A4NDA% (3) =0ANDA% (4) =0ANDLIVE®S >0 THENYES%=1:0A
ME%=0

830 ENDPROC

B40 DEFPROCPICKUP:MAN%=0: FPROCMAN (AS] A% ILEVS DIV 1921=0AS=CH . BS=AS] GS=H®: M0
VEQ,LEV%-32:6C0L0, 1S PRINT "7 GCOL3, &% PROCMAN ( AS)

aso S%=S%+100: PROCSCOFE
. 840 SOUNDL, -15,120,5

arn ENDPROC

ann DEFPROCDROFP: MAN%=12164: PROLMAN (CF)  AS=D%: BS$=F % GS=CHR$250: GCOLO,0: MOVELZL
&, LEV%-32:PRINT 2" 1GCOLT, 4 PROLMAN (A%  DR%U(LEVS DIVIP2)=1:50UND3,-15,120,5

ol dn} S%=SK+200:PROCECORE

LTl IFDR% (1 =1 ANDNR% {2 = ANDDF% 13 ) = 1ANDDRE% (41=1 THEN(ES%=1:GAME%=0: LIVE%=LIV
E%¢1:S%=5%+500:PROCSCORE

910 IFA% IV =0ANDA% (2) =0AMDA% (3] =0ANDA% (4] =0 THENYES%=1:GAME%=0

220 ENDPROC
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s50 NEFPROCMOVEL : TFMANY%-T2¢ 1 THEMENDFPROC ELSEGCOL3, &
F40 IF(LEV%IMODLZ2Y »0 THENDIE=1:GOTO?70
L1 ¥{%R=MANY% -2 FROCDIE; IFDIE=1; GOTO?70
Sa0 IF (¥1%+9£1 MOD3IB4=0 S%=S%+10:PROCSCORE
S70 SO0UMDY,-15,200,1
Ldclal PROCHMAN AT}
L) [FAS=CE AS=ES:B$=EF:06%=1%
1000 MAM%=MAN%-T2: PROCMAN (BS) t FORWT=1TOS0I NEXT : PROCMAN ( BS)
1010 MANY%=MANY - I2: PROCMAN [ AS)
IFMANY%=0 AMDA%(LEV% DIV 192)=1 AMDA® :E® THEN FROCFICKUF
IFDIE=! PROCFALL :GAME%=0
EMDPROC

DEFFROCMOVER: IFMAN%+323 1200 THENEMDPROC ELSEGC
IFHLEVRIYMODIO2 50 THEMDIE=1:GOTOLLP0
SA%=MAM%+25IPROCDIE: IFDIE=1 THENICORO

L3, 6

IF!{Y1%+28) MODTS4=0 SU=S%+ 10:PROCSCORE
FOUMNDL, -5, 200,11
SROCMah T A%

IFASE=EF AS=C¥EF=0%;58=HE

TFORWT=1TOSCO: MEXNT : FROCMAN (BS)

MANY%=MANY+ T
MAMNY=MAMY -

ROCHAMN(BS)
ROCMAN{AS)

IFMAMR=1Z21& AMD A®=C® AMD

IFDIE=1 FROCFALL:GAMEY=0
EMNDFROD
DEFPROCSCORE ! VDUS: COLOURS

PRIMTTABI T, 21153%iTAB(14,2
VDUS: EMDPROC
DEFFROCINIT

WDLIZEE, 224 28801230, 129, 285,
VD23 9,176, 12&,0,.247,
VDLI2E .25,29.2?.9 &2

1240 ”““?f.??*.“
2 CHER N+ CHERR  CHRHZ

12=0 wpizEs

(Bl )

[Bekilon P alt L Solebe RS

{270 UpU2S, 258, TS 7, 2Esl
’a.PuD$10a"Hn§9&ang*“=
Lracla Lit s SR IR

3,
,2%,242,0,0,49,
1290

14.4,0,0,2,
VDUZZR, 250,0,0,20,
DACE=CHPEZES0  HE=CHR&ZS ] I®
ENDPRIC

DEFFROCTIT

TI 1‘I Ex=| EFTH(FTITLES,ND

SOUNDIL, |, NO% %L, S 200ND

MNENT
COLOURL T PETST

TAD I

FEFEAT®
ENDFPOC

A= TNKEY (01}

&

UNDL, 0,1, L

1540

MEXT: EMDPPOC
1SS0 DATAZZ, 1%, 32, 11,22;3:;22,1
1540 DEFFROCMAN (ME) : MOVEMANY, L
+ &1 ENDPROC
1570 DEFPROCAME
1580 SOUMDL, 2, 100, MAN% S Z0
1250 FORP%=0TOMAM% - 192STERPSA 1M

CFORWT=1 TORON: MEXTLGCOLN , & - MOVFPY

1&00 MOVER%S, =2 &00L 0, 14 UDUZ30
b= e FORUT=1TO2000  NEXT
1£20  MAUEPY, 32:GCOLO, 4:UpLZaT,
=MAMYY /20
1630  FOFPY=MAMY-128TOL230STERS
L0, 4 :mav
1440 \:NL‘PF""L
L&aso NEFPROCSCORES {1 ¥F12,0
18480 VDL : REPEATITLS
1570 IFsc (8 *=%% PRIMNTTAR!Z,
RE IN THE TOP 'SFjTARLE; 12V ENTEF
GLa
1620 NY%=0!REPEAT I N%=MY 41! UNTI
1490 IFe=12) "% n=9:REPEATA=n-

=CY e a® h% ) =NE

L7200 COLOURILSPRINTTABIZ. 2§ "L
A B B FOPM=LTO2IPRIMNTIN".."isC
1720 HEXT

1230 COLOUR] tPROCSPACE IO, 281
1749 ENDPROC

1250

DF% (LEV% DivVi=z

1= THEMFROCDROP

MO%=NO%+ 1 UNTILAC

1isz tl)

12,12,255,0

26,157,157,28,20,20,20,20,460: AS=CHR
Z8,28,20,38,71,65,04, 152 B$=CHR&2

:21,10,1e,16,18,247,247, 255,255
254,23,233,232,232,255,48,8, 16,32, 1

,235,27,23,295,12,16,8,4, 14 ES=CHRS2
3,241,0, 224,224, 224,254, 254, 112,32

N e ¢
0,0.0,0,0.0.25.252.4,0.0.0.0,0.0,

ELSExX®=A%;COLAURL

%)t PRINTTABIF%,E) i NS TITLESI TABIF%+1,8) 4" "
1,2, 1, 2:FORWT=1LTO700: NEXT

Written Aug=83"''TAB(S)"by"'"" Roland Kitc

*=1ORNO% > 2000

14260 DEFPROCINSTRUCT ! COLOURLIZOICLS ! COLOURO:PRINTTABI12,104"L T F T E R":1COLOU
Rl

1430 FRIMT'" ¥ou control 8 man who sou use to collect the #'s at the le
§t hand side ofthes screen end deaposit them on the righthand side, each £ must
be left on a diiferent leyel

COLOURD: FRIMT® " You move the man By usingi-" T saaaskoige Tefet®
by You have thres lives"
Tha man must cross three litts to pickup a Q.Thc tw
tside lifts (= ol 3 Pt p o doer but must be crosasdwithout stoppilng
on bhem. "

1 J&n PRINTTARB(Z2S, L7 3 " 25 him up o oW end to pass this
1ift Fa mougt tals a ride sprcebar spesds up the lifts"

1470 SOLOURS I RRINT followsl-"""" 10points for each 1
j4b rrmssadl pOnpnirte 200points for dropping a £"'" 500
pointe for completing e oah

140 PROCSPACE N, ”11‘END¢°“¢

1400 FFCPDnPENnTumr:PEQTDPELSSO

[T FORPC=1T0O11

1=10 FEADA, B

1570 SOUNMDL 1,4, B

534,10, 30, 3,30, 44,22,3, 22,11, 18, 5,22,1%
EV%IPRINTME: GCOLD, S MOVEMANYS, LEVRIPRINTG$:6COLI

OVEP%, T2:GI0LYD, 19 VDUZ4E0,241:GCOLO, 1:vDUB, 8,242
2:YDLI24a SIMEXT
+241:5C0L0, 1 VDUB, 8,242

Z4TIMOVEMANS, FALKR: VDUZ243,243: S0UNDL, 2, 100, (1280

41MOVEP%, 321 GCOLO,
EP%, 321 UDUZ

14:VDUZE40,241:06C0L0,1:VDUB, 8,
43,293 NEXT

2403 voU SCOFED
YOUR MAME" INPUTTAELS, 15}, NS:

"§5% ELSE PRINTTAEB(O,l10}i"YOU A
UNTILLEN{NS) <10:
LeciN%) (5%
tiscini=scin-1)

IR N%=8
tnafin)=na®in-11 tUNTILn=N%R:Isc(n}

IFTER HI-~SCORES"" "
(MY FTAB{ T 5",

fCOLOURZ
wainasin) "t

)

DEFPROCSEACE (F%,G%) :PRINTTAR(FY%,G%) ; "Press SPACE to play"|:REPEAT:WTS=IN
KEYS (A tUNTILWTR=" " :ENDFROC
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This is a computer implementatiion of
the old Board game with pegs. As the
main program it uses mode 1. it should
run on an Electron although this has
not been tested.

The program is well structured and
shows how arrays and flags can be
used to represent a board. Enter your
move by first specifying the row and
then the colomn.

RUNdown

Lines Action

20-30 Set up the user defined
graphics for a peg and a
space

40-100 Set up routines

105-320  Define ‘board’ in memory

340-370  Display board

390-520  Input sub routine

530-570 Update the array — the
board in memory

580-720 Check that it is possible to
make another legal move

750-800  Check for end program rou-
tine

810-960 PROC draw board — draws
the board

990-1100 End of game for a win

1110-1210 End of game for a draw

1230-1480 Scores. Note change to
mode 6 and lines 1410-1420
for the Electron




“10
220
=40
F45
-‘:. ?-J M
Z60
@
90
400
410
4720
430
440
S0T0
450
4460
470
480
45@A
:GOTO
500
518
10

=y
g L .

1+COLUMNZ) /2, (ROW1 +ROW: i Al 1 THENM ¢ NT "INVALID MOVE":GOTO 41@

550

=80
590

GOTO 700

L£60

:GOTO 708

&7

GOTO

&HB0

:GOTO

6HF@
70@
710
720
730

REM##%SOLITARE *#*
REM#*#*DEF INE GRAFHICS***
VDLl 23,224,255, 255,255,255, 255,255,255, 2
VB C28 5225, 250, 190, 127129 1297129199, 2
DIM SCORES(10,2) ,NAMES$(10) ,BOARD(15,15)
REM*%*INITIAL ISE ARRAY HOLDING SCORES AND TIMES*#%*
FOR I=1 TO 10
SCORES(T,1) =84
SCORES(I ,2)=10000
NEXT T
NOOFFEGS=84
MODE 1
REM#*%#DEF INE GRAPHICS WINDOW***
VDU 24,0:300: 12793 1027
REM%*%¥DEF INE TEXT WINDOW**%
VIl 28,0,31 ,39, 24
REM ##%INITIALISE ARRAY REFRESENTING BUARD*#*%
FOR X=1 10 15
FOR ¥=1 T0O 15
BOARD (X Y)=-1
NEXT Y
NEXT X
FOR I=35 TGO 173
FOR J=3 10 13
BUOARD (1 ,J)=1
MNEXT
NEXT I
FOR X=3 T0 =
FOR ¥=3 10 §
BOARD (X . Y)
BOARD (X+8, Y ) =~
ROAGRD (X ,Y+8) =
BOARD(X+8,Y+8)
MNEXT Y
NEXT X
EOARD (S ,8) =0
REM***FLAY GAME* %%
TIME=0
REFEAT
FROCDRAWEBOARD (BOARD )
vDL 4
REM*#% INFUT MOVE AND CHECE THAT IT IS LEGAL*%*x
FRINT “"NEXT MOVE FLEASE
INFUT " "FROM" ,ROW1 , COLLIMNIT 3
(V3] 0]
COLUMNI=ASC (COLLUMNLIF) -&2
IF ROW1 =11 OR ROW1<1 OR COLUMNI »17 DR COLUMNLI<Z THEMN FRINT"INVALID MOVE"
41@
IF BOARD (COLUMNI ,ROW]1 +2)=-1 THEN FPRINT"INVALID MOVE":G0TO 4108
INFUT “"TO" .ROWZ2 ,COL LIMNZ £
VDL 7
COLUMNZ=ASC (COLUMNZE) -62
IF ROWZ .11 OR ROW2-1 OR COLUMNZ 13 OR COLUMNZ<Z THEN FPRINT"INVALID mMOVE"
410
IF BOARD (COLUMMNZ ,ROWZ2+2)=-1 THEN FPRINT "INVALID MOVE":G0TO 41@ )
IF ABS (ROWZ2-ROW1) +ABS (COLUMNZ -COLUMNL ) 2 THEN PRINT"INVALID MOVE":GOTO 4

MH‘-J

IF EBOARD (COLUMNI (ROW1+2)< +1 OR BOARD(COLUMNZ , ROWZ2+2 ‘@ OR BOARD ( (COLUMN

REM#*#ALTER RELEVENT ELEMENTS OF ARRAY*%#
EOARD (COLUMNL ,ROW1+2) =0
20ARD (COL UMNZ , ROW2+ 1
BOARD ( (COLUMNL+CDLUMNZ) /2, (ROW1+ROW2) /2+2) =0
NODFF 3=NOOF it |
REM***CHECE. IF THERE ARE ANY MORE FOSSIEBELE OVES**%
NOGOES=TRLIE
EXITLOORF=FALSE
J=3
REFEAT
IF 1I=13 AND J=13% THEN EXITLOOF=TRUL
[F BOARD(I,J)=1 AND BOARD(L-1,J)=1 AND BOARD(I-2.,J)=0 THEN NOGOES=FAL.S

IF BOARD(1,J)=1 AND BEOARD(I,J+1)=1 AND BOARD(1,J+42)=0 THEN NOGODES=FALS
BOARD (I ,J)=1 AND BOARD(I+1,J)=1 AND BOARD(I+2Z,J)=0 THEN NOGOES=FALS
BEOARD (I ,J)=1 AND BOARDI(I,Jd-1)=1 AND BOARD(I,J-Z)=0 THEN NOGOES=FALS
IF 1213 THEN I=1+1 ELBE IF J<13% THEN I=J:J=Jd+1
LUNTIL (NOT NOGDES) OR EXITLOOF
WUNTIL NODFFEGS=1 OR NOGOES

FLAYERTIME=TIME
FROCDRAWBOARD (BOARD)

T e

'
E
=

N



742
750
760
778
780
79@
800

B20
870
8540
840
a7a
880
885
B0

00
714
F20
930
40
250
60
970
780
790
1000
101@
1020
1070
1040
1050
1060
107@
1080
1078
1100
1110
1120
11730
1140
1150
1140

Alhe AV

[

1170
118@
1170
1200
1210
1220
1270
1240
1250
1@,20

nes
Lt

1260
1270
1280
1298
1700
1310
1320

T

250
1260
13704

1380

1790
1400
1410
1420
1430
1440

1450
1460

SE(I)
1470
1480

=4 O |

VDU 4
IF NOOFFEGS=1 AND BOARD(8,B)=1 THEN FRUOCWON ELSE FPROCFINISH
MODE 7
FROCSCORES
FRINT ""HIT ‘'SFPACE’ TO START AGAIN"j
IF GET<>32 THEN GOTO 79@ ELSE GOTO 20
END
FEMEH ¥ %% ¥ N A X HHHHAEEEEENEE NN RN
DEF FROCDRAWEOARD (BROARD)
REM#*#*DRAW SOLITARE BOARD* %%
LOCAL I,Jd
VDU S
FOR J=3 TO 13
FOR I=3 TO 13
DX=1023-1%60+2: DY=1023~-I %60+ 100
MOVEDX,DY: GCOLA,@: FRINTCHR# (224) : MOVEDX ,DY: GCOLA, 7: IF BOARD(146-1,J)=0 THEN

FRINTCHR$ (225) ELSE TF RBROARD (16-~1,J)=1THENFRINTCHR$ (224)

MEXT 1
NEXT J
MOVE @,1@23:FRINT" ABECDEFBHTI:JE"
FOR I=1 TD 11

MOVE -15@0,102Z2-1%40-20: PRINTI
NEXT 1
ENDFROC
FREC I 363 3 o 30 33
DEFFROCWON
REM*¥x*FRINTS "GAME WON" MESSAGE %%+
ELS
vby 19,1,11,0,0,0
COLOUR 1
FRINT TAB(1Z} "YOU HAVE WOmN''"
FRINT " YOU TOOKE ":FLAYERTIME DIV 10@;" SECONDS."
FOR I=1 TO

FOR FITCH=1 T0O 250 STEF 1@

SOUNDL ,—-18,FITCH, 1

NEXT FITCH
NEXT 1
ENDFROC
FEM*¥ M54 5% %A XXX XK AR A AN AR HHAAREHH X
DEFFROCFINISH
REM###FPRINTS "STALEMATE" MESSAGE**#
COLOUR 1
CLS
1F NOOFFEGS:*1 THEM FRINT"THERE ARE ":NOOFFEGS:" FEGS LEFT AND YOU CANNOT

MOVE. " ELSE FRINT"THERE IS ";NOOFFEGS;" FEG LEFT AND YOU CANNOT MOVE. "

FRINT " "YOU TOOE ";PLAYERTIME DIV 1@@:" SECONDS."

REM*#%DELAY LOOF***

THME=TIME

REFEAT UNTIL TIME:>TME+S0@

ENDFROC

T V1560 3600 36 6 363

DEFFROCSCORES

LOCAL I

IF NODFFEGS>SCDRES(10,1) OR (NOOFFEGS=SCORES(10,1) AND FLAYERTIME »=SCORES (
THEMN GOTO 17@0

REM#**%#FLUSH ALL INFUT BUFFERS*#%¥%

*#FX19,49

INFUT "WHAT IS5 YOUR NAME" ,FLAYERS

Ypu 7

IF LEN(FLAYER#) >1@ THEN GOTO 127@

NAMESF(10) =FLAYER¥

SCORES (10, 1) =NOOFFEGRS

SCORES(10,2)=FLAYERTIME DIV 100

REM *¥#*S0RT SCORES*%¥

=10

FINISHED=FALSE

REFEAT
IF SCORES(I,1) *SCORES(I-1,1) DR (SCORES(I,1)=SCORES(I-1,1) AND SCORES(I,

2) »=SCORES(I-1,2)) THEN FIMNISHED=TRUE ELSE TEMFNUMBER=SCORES(I-1,1):TEMFTIME=SCO
RES(I-1,2) : TEMFNAME$f=NAMES$ (I1-1)

IF NOT FINISHED THEN SCORES(I-1,1)=SCORES(I,1):SCORES(I-1,2)=SCDRES(I,2)

:NAMES# (I-1)=NAMES$ (1) : SCORES(1,1)=TEMFNUMBER: SCORES (I ,2)=TEMFTIME: NGMES$(1)=TEM
FNAME®: I=I-1

UNTIL FINISHED OR I=1
CLS
PRINT CHR#(141);CHR$(12%9) " SOLITARE "
FRINT CHR#£(141)3CHRE(129) " SOLITARE "
REM*%*%¥FRINT TOF TEN SCORES*#%*
FRINT ""NO. SCORE TIME"
FOR I=1 TO 1@
FRINT TAB(D,I*2+2):;I1;TAB(&) 3SCORES(IL1)3TAB(12) ;SCORES(I,2);TAB(Z21) 3 NAME

NMEXT 1
ENDFROC

N

) @ &N o\



BLASTIT

Disarm bombs with a wire guided robot,
bombs must be disarmed in order within a
time limit. 5 levels of play, high score table.

CORE!

A three part game, move left and right as
you descend through the clouds, birds and
aeroplanes. On to the caves and caverns
then through the 3-D maze to the Core.

FRUIT MACHINE

One arm bandit simulation featuring random
hold, nudge and gamble. ‘Reels’ are fixed
and can be learnt but motion is random. £4.95

UFO

Blast the aliens as they appear from hyper-
space, features 3 levels of play, refuel etc. £4.95

SPUDZ

Score points as you collect potatoes without
getting caught in the shadow cast by the
setting sun or falling into your trench.

COMMODORE 64
MUNCHER

100% machine code game making good use

of the sound and graphic facilities of the

64. Munch your way around the maze

avoiding the ghosts, etc. £6.95

Send Cheques and Postal Orders to:

CHRISTINE COMPUTING, 6 FLORENCE CLOSE,
WATFORD, HERTS WD2 6AZ
Tel: Watford (0923) 672941
Please add 55p P&P per order.




Hardware project

_ ftware routines
for a Spectrum '
Centronics
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GET LIQUIDATED!

&

Introducing five great new games from
CCS guaranteed to give you plenty of
trouble.

You'll get no peace in the prohibition
days of Gangsters - if the cops don't get
you, your rivals will. Try keeping your
head above water in Brewery - a game all

about liquid assets. We'll try our
hardest to sink you in Plunder -
a world of Elizabethan ~  piracy. And

we're sure Battle 1917 is more than a
match for anyone - it should be - it won
the Cambridge Award.

As if that's not enough, we've even

r S STRATEGY GAMES

e

“J
L
| wancames |
i a—

created Abyss - a feast of excitement
and hidden danger for those who dare
defy the evils to be found beyond the
Mountain of the Golden Lion.

‘ So if you want trouble - we've got

the games.

All available for Spectrum 48K at £6
(Abyss £5). Selected titles available
from W.H. Smith, Boots, Rumbelows,
.Greens and all good computer shops
or

Cases Computer Simulations Ltd.,
14 Langton Way, London SE3 7TL.

Bpectrum S8K

PLUNDER |

€L Strategy Games.
S They're no pushover.
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Tutankham
Runs on the Atari 2600 VCS

Psssst! Want to find the spirits of the
moon god Thoth? Or a ring with the
emblem of a scribe during the reign of
Thutmoses llI? How about the blue con-
dors of the sky god Horus? None of
these wonders holds a candle, how-
ever, to the vicious turtles of the Tomb
of Tutankham, and you'll meet all of
them as you stagger through the four
chambers that lead you to the ultimate
treasure.

One of the problems with all these
adventure games is the amount of

reading that you have to do even
before you touch the joystick. One of
the best things in life for a video game
reviewer is to get a new cartridge,
ignore the instructions, and get stuck
in, trying to live by wits and ingenuity
alone. The more lists the manuals carry
the more bogged down in detail the
game becomes. Reading them though
is essential, or the reaction to being
unable to get past even the first obsta-
cle is to punt the entire console out of
the window in disgust.

Basically, the ‘scenario’ is the Egyp-
tian tomb of Tutankham (silly name,
and it doesn't fool anyone) where you,
as an archeologist are seeking trea-
sure, and keys to the next secretcham-

ber. Giant bats, killer moths, deadly
viruses and a partridge in a pear tree
(shurely shome mishtake here — Ed) all
try and stop you from doing any of
these things. You aren't entirely on
your own of course, as you have three
lives, several laser blasts and a com-
prehensive manual to work with.
There are eight game selections
(four for one player, and four for two)
with four different levels of difficulty in
each selection. There are four cham-
bers to negotiate as well, each one har-
der than the last. A sort of ‘Raiders of
the Lost Art" meets ‘Adventure’, so if
you’ve already got those two, this will
hold no surprises.... except for the
vicious turtles! Made by Parker.




Q-Bert
Runs on the Atari 2600
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Space Fury

Runs on the Colecovision
Price £29.00

Space Fury was Certainly christened
aptly. It is sheer fury on your TV screen
when you plug in and switch on this
game from Colecovision,

Based on the highly sucessful ar-
cade game of Asteroids (and also any
arcade game in its own right), Space
Fury revolves round the focal point of a
space ship (just for a change)! It’'s plac-
ed in the centre of the screen and is
under your control — using the special
Colecovision joysticks. Before Yyou start
the game proper you must select one of
the eight skill levels to play. This seems
to be a feature of most of the Colecovi-
sion games. Having done that you're
confronted with a title screen.

This sequence received different
reactions from people in the office wat-
ching. But the vast majority of people
hated it! It consists of a brightly col-
oured head with one giant eye and g
continuous stream of burble telling you
what to expect in the game. That's the
‘dreaded alien commander’ by the way,

Now let battle commence and de-
fend your triangular ship by firing at the
enemy craft which whistle towards
you. First of all you have to destroy the
alien scouts which are small green ships
that look a bit like kryptonite. If you
don’t obliterate these they will form into
larger ships which on contact with your
ship will destroy it They also release,
fireballs which spell much more danger,

The best tactic to adopt is to keep
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?ngeechade by Parker Games, this

of the firm’s latest batch.

your finger Constantly on the fire but-
ton. And at the same time keep an eye
out for the ships so that You can swivel
your own ship round to fire at them with
deadly accuracy. All the enemy craft
drift round the screen and home in on
your” ship with the sole intent of
destroying it. Once you have syc-
cessfully wiped out the bands of alien
SCouts you move on to the next screen
which involves docking your ship with a
mother ship. The docking process isn’t
difficult and it gives you the extra facili-
ty of an energy boost. This is vital to
survive the following round of the
game. There are three mother ships in
total and these give you the choice of
firing in different ways. Try them all out
to find which suits your style of play
best.

Now you can blast away to your
hearts content at the alien cruisers and
if successfully completed you have to
dock with another mother ship. The
purpose of this task is to gain more
firepower in order to try and kill the alien
Commander’s destroyers and warships
which are sent out on sorties.

As with all these arcade type of
games you earn points for yourself each
time you destroy one of the enemy’s
craft. And the harder they are to shoot
down the more points you are awarded.
As the difficulty of the game increases
the points awarded are increased too.

Unfortunately, although this game’s
concept was rather different there was
something lacking in the addictive
aspect of it. Nevertheless the graphics
were good and the game would pro-
bably be more enjoyable if the Colecovi-
sion joysticks weren’t s0 hard to han-
dle.

Return of The Jedi
(Death Star Battle)

Runs on the Atari 2600
VCS

Forget all about those sickeningly coy
‘Ewoks’ in the film, this game is all
about trying to blast a half-built Death
Star from the skies. Come to think of it,
perhaps blasting away at Ewoks might
be more fun,

Meanwhile, back at the controls of
the Millenium Flacon (or Falcon), Tie
Interceptors are swooping in from left
and right trying to destroy you, so you
have to be a bit nimble on the old plates
of meat just to stay alive. In addition,
you have to avoid the energy shield
when it appears, keeping the Falcon in
the lower half of the screen. When
you've blasted a hole in this, you get
into hyperspace. and that much nearer
to the Death Star,

Knocking out the DS isn't easy,
especially as you have to have eyeballs
in very unusual anatomical places to
stay alive, owing to the attacking Inter-
ceptors, Imperial Shuttles and the like.
At the same time, you have to knock
out the Death Star piece by piece,
avoiding the Death Ray. Of course, the
loonies. . sorry, evil despots, building
the Death Star keep plugging away,
constantly rebuilding jt.

Even if
field’s answer to Luke

have to avoid the resulting mess and
fireballs to stay alive. After scoring
10,000 things hot up a little more, with
faster, more lethal Interceptors, a
speedier reaction from the Death Ray,
and faster rebuilding of the Death Star,

The Atari's blocky graphics are much
more suited to the portrayal of next-
century hardware than cuddly animals,
so this game is bags of fun. Lots of
pretty colours when things go ‘bang’,
and very satisfying ‘crumps’, ‘weeee-
ows, and ‘bokka thuds’ on the
soundtrack. (Final Note — watch out
for the devilishly clever illustrations in
the games manual, as they're printed
upside down])

GAMES COMPUTING MARCH 1984



CAN YOU HANDLE THE ULTIMATE?

THE MOST AMAZING PROGRAMMES, THE SMOOTHEST
ACTION, THE HIGHEST RESOLUTION GRAPHICS?

ALL ULTIMATE GAMES ARE ARCADE STANDARD,

T i}i'lﬁ
'1.2. e
“‘-.Ay = ‘ - '-.

Cookie 16/48K ZX Spectrum

MNees ™

Ih.‘
-,
-~
T - 3 ik, ;
Pssst16/48K Speclrum Lunar Jetman 48K ZX Spectrum  Jet Pac 16/48K ZX Spectrum

or 8K Expanded VIC 20

FEATURE PACKED, 100% MACHINE CODE.
AND PURE ADDICTION.
SO WHICH WILL BLOW FIRST - YOUR COMPUTER OR
YOUR MIND?
Available from: W.H. Smith, Boots, John

ONLY £ 5 “BOEACH e tomwasoin somssom

(All games joystick or stores and all good software retailers. Or send the coupon direct.
keybuard control) We'll pack and post your order to you absolutely free in lhe UK.

| Okay,l dare take my computer to the edge of meltdown. Send me the following: |
[] Cookie

[ ] Lunar Jetman [] Pssst [ ]Tranz Am
[] JetPac - Expanded VIC 20 [ ] Atic Atac

I | enclose cheque/PO for £
Address

| Send to:
Ultimate Play The Game,
The Green,

Ashby de la Zouch,
| Leicestershire.

| [ ]JetPac

Name

Ultimate Play The Game is a trade name of Ashby Computers and Graphics Ltd., The Green, Ashby de la Zouch, Leicestershire, Tel (0530) 411485, Dealer enquiries welcome.



This is a board game for two players,
in this case you and the computer.

It is played by placing pieces on the
board which outflank the opponents
pieces in order to capture them. Cap-
turing one of the computer’'s pieces
scores one point for you and removes
one point from the computer’s score.

The direction of capture may be in
any straight line. If a piece cannot be
played which will capture one or more
of the computer’'s piece(s), the turn
must be forfeited. This is done by
entering “0" at the prompt “enter
move". Your pieces are white dotson a
dark red background. The computer’s
pieces are black dots on a cyan back-
ground. The game endswhen there are
no more moves possible for either you
or the computer.

When you run the program the
screen is cleared and the background
colour will change from light blue to
light yellow. The board is displayed on
the screen. Itis made of sixty-four black
foreground on a grey background user
defined squares. The border is made of
black characters on a green back-
ground, with rows numbered from one
to eight and columns lettered from A to
H. Two of the computer’s pieces are
printed atD5 and E4. The scores are set
to two each and printed under the
headings “computer” and “player”.

Messages are displayed at the bot-
tom of the screen. The characters
being black on a green background.
Now the computer will ask “enter skill
level from 1,2 or 3. 1 is the easiest and
3 the hardest level.

The computer will not accept any
character other than 1,2 or 3. The level
you choose will be printed on the mes-
sage line. You will make the first move
by entering a letter and a number in
response to the prompt “enter move".
You mustwait until the letter you have
entered is printed on the message line
before you try to enter the number.
Error messages will be printed if you
try to enter a letter outside the range A
to H (note you must only use uppercase
letters) or anumber outside therange 1
to8 orenteraninvalid move. When you
have entered your move the computer
will “fill in” the captured squares with
pieces of your colour. Then it will adjust
and print both scores. The message
“computer” will be printed to indicate
that the computer is working out its
move.

When the computer has decided on
its move, it will print the move's coordi-
nates on the message line and emit a
note of one second duration. Having
gained your attention, the computer
will allow you to examine the board
before it “fills in” the captured squares
and changes the scores. Note the com-
puter will take approximately one and a
half minutes to make its move. The
prompt “enter move” will appear on
the message line and you can enter
your next move. When both you and
the computer cannot move the game
will end. The choice of endgame mes-
sages are:-

“Congratulations you have won”

“I have won"
“Draw”.

The computer will wait
seconds before asking you:-
“Do you want to play again (Y or N)."
You must answer Y for yes or N for no.

a few

84

RUNdown

Lines Action
100- 140 Dimension arrays.
150 Goto start of program at
620.

160- 190 Clear message line

subroutine.

200- 370 Converts the score to a
string subroutine. The
score can then be printed
by the message print
subroutine.

Print message
subroutine. Prints the
string A$ at the specified
location on the screen.
Set up initial display
routine. Clears the screen
and prints the Othello

380- 610

620-1180

1190-1360

1370-1470

1480-1640

1650-1680
1690-1860

1870-1900

board on the display.
Enter skill level routine. 1
is the easiest level and 3
the hardest level. There
is a built in delay to allow
the player to see the skill
level he has chosen to be
printed on the message
line.

Print “enter move”
without scrolling the
screen.

Enter valid letter routine.
An error message will
appear if an invalid letter
is entered.

Print chosen letter.

Enter valid number
routine

Print chosen number.
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1910-1920

1930-2000

2010-3880

3890-3980

Convert player's move to
a position on the screen
that the computer can
understand.

Set up variables to
calculate and print on the
board the player’s
captured squares, or set
up variables to calculate
the computer’s captured
squares.

Calculate and print the
captured squares for
both the computer’s
moves and the player’s
move.

Does the player’'s move
capture any of the
computer’s squares? If
no squares are captured

GAMES COMPUTING MARCH 1984

3990-4010

4020

4030-4050

4060-4150

4190-4430

print “invalid move” and
go to enter move routine.
Calculate and print the
scores as a result of the
player's move.
Has the computer lost as
a result of the player’s
move? If it has, goto
endgame messages.
Has the board been filled
up as a result of the
player's move? If it has
goto endgame messages.
rint “computer” on the
message line without
scrolling the screen.
The computer examines
every square on the
board. If it can capture
any of the player’s pieces

4440-4680

4690-4740

4750-4900

4910-56360

5370

5390-5470

5480-5530

5540-5560

5570

5580

by moving to a particular
square, it records the
number of captured
pieces and the location of
that move. It also applys
a simple tactical check
for skill levels 2 and 3 to
every valid move and
acts accordingly.

The computer compares
“the number of captured
pieces” for each square
on the board with the
move that captures the
maximum number of
pieces. The move that
captures the maximum
number of pieces is
initially at AB. Even if this
is an invalid move i.e. it
captures no pieces. If the
number of captured
pieces for a particular
move is higher than or
equal to the maximum
number of captured
pieces, this move
becomes the new
maximum number of
captured pieces and is
stored for future use. If
you are playing at skill
level 3 certain tactical
squares are avoided
unless there is no
alternative move.

If the computer cannot
move it checks to see if
skill level 3 has been
chosen. If it has it checks
to see if the tactical
squares have been
avoided. If they have the
computer disables the
tactical square avoidance
routine and checks to see
if it can move. If it cannot
move the computer
forfeits its move.

The computer chooses
the move that will
capture the maximum
number of player’s
squares. If there is more
than one move that will
capture the maximum
number of player’s
squares it makes a
random choice from
these moves.

Print the computer’s
move on the message
line.

The computer activates
the sound generator to
alert the player to the
fact that it is about to
make its move.

Cannot move routine.
Built in delay. Print
computer’s captured
squares on the board.
Adjust and print scores
as a result of the
computer’'s move.

If the player has lost as a
result of the computer’s
move goto endgame
messages.

If the board has been
completely filled as a
result of the computer’s




5590-5840
5850-5930

5940-5970

move goto endgame
messages. If not goto
enter move routine.
Endgame messages.

Do you want to play
again routine. Y for yes
and N for no.

If you are playing at skill
level 3 and the computer
has been forced to
disable its tactics this
routine enables the
tactics ready for the
computer’s next move.

Conversion Clues

This program hinges on the fact that
the Texas has a memory mapped dis-
play. All the information which the
computer needs to make its move is
stored in the memory mapped display,
i.e. the section of the screen which dis-
plays the Othello board. Itis for this rea-
son that | had to write a print routine
which did not scroll the screen when it
displayed messages. Most of the basic
commands used are common to all
variations of Basic. Those Tl Basic com-
mands which are unusual will now be

explained.

CALL
COLOR

CALL
CHAR

CALL
HCHAR
VCHAR

CALL
GCHAR

IF THEN
ESLE

TI Basic allows you to
divide the ASCII
characters into 16
character sets. The
foreground and
background colour of
each “set” of characters
can then be fixed using
this command. This
system of colour coding
caused a problem when
a space was printed on
the message line. The
majority of the screens
background colour would
completely change to the
background colour
specified in this
command when a space
was printed for the first
time. | overcame this
problem by defining my
own space character in a
different character set
and inserting this instead
of a space whenever a
space was detected in a
message.

Allows you to define
your own characters. If
this is not possible on
your machine you can
use, say, spaces for the
board and perhaps “0"
and "X" for the pieces.
Are Tl Basic graphic
commands which can
repeatedly print the same
character horizontally or
vertically on the screen.
They can be replaced by
the more usual “POKE”
command.

Is another Tl-Basic
graphics command. It
can be replaced by the
more usual “PEEK"
command.

Is unusual. It can

easily be replaced by e.g.
10 if A=1 then 30

20 goto 60

30

60

CALL KEY

SEG $
A$

B$

ROW

CoL

E(1...65)

D2

C1
B
FLAG

STATUS

<0

Is a TI-Basic command
which allows you to
check the keyboard to
see a key has been
pressed. The VIC 20 uses
a similar command called
“GET".

Is more usually called
mid $.

This string variable holds
the message to be
printed on the message
line.

Is the number of digits in
the score i.e. one or two.
Holds AO, which is
printed before the one
digit score.

Is the row position of a
character on the screen.
Starting at the top of the
screen is row 1 and
finishing at the bottom
of the screen is row 24,
Is the column position of
a character on the
screen. Starting at the
lefthand side of the
screen is column 1 and
finishing at the righthand
side of the screen is
column 32.

Is the number of
characters (including
spaces) in the message.
A$ holds the message.
Holds the ASCII value of
each character.

Number of the segment
of the array.

Number of the segment
of the array.

Is the character set
number.

Is the number of a
character (referenced to
the first ASCIl character
— the space) within a
specific character set.

Is the ASCII value of a
character.

Is the computer's score.
Is the player’s score.
Flag indicates whose
move it is. If flag = 136 it
is the player’'s move. If
flag = 144 it is the
computer’s move. The
values 136 and 144 are
user defined ASCII
characters.

Is used in conjunction
with the TI-Basic CALL
key. If status = 0 no key
has been pressed. —1
the same key. 1 new
key.

Is the control variable
which only allows a
range of ASCII
characters to be
accepted, via the
keyboard, in response to
a message

Is the skill level

(1,2, or 3).

Is the delay variable.

If Y=2 the score is
worked out in the
captured squares
subroutine.

If Z=2 the captured
squares are printed on
the board.

LTR

H1

SRE

RPT

TYPE

Ad

X
SCO(1...65)

RW(1...65)
CL(1...65)
V

|

M 1...35)

R2(1...35)

C2(1...35)

u

The ASCII letter which
has been entered by the
player in response to the
“enter move” routine.

Is the control variable
which only allows a
range of ASCII
characters (1 to 8) to be
accepted, via the
keyboard in response to
the message “enter
number between 1 and
8”

Is the opposite value of
“flag” i.e. if flag = 136,
SRE = 144 and if flag =
144 SRE = 136.

Is the number of
captured squares.

Row.

Column.

Allows for the fact that
the minimum number of
captured squares is two.
RPT is the number of
captured squares in one
of the possible eight
straight lines.

Allows for the fact that
the square being
evaluated will be
counted several times if
there are captured
squares in more than
one straight line.

Is used in conjunction
with the CALL GCHAR
command which looks at
a specified location in
the memory mapped
screen. The computer
sets the variable type to
the ASCII value of the
character at that
location.

If you are playing at skill
level 3 Ad=1 is a flag
which tells you that
avoidance tactics are
activated. If A4=2 the
avoidance tactics have
been disabled for the
duration of the
computer’s current
move.

Number of the segment
of the array.

Is the array containing
the number of captured
pieces for every move
on the board.

Is the row of the move
on the board.

Is the column of the
move on the board.
Number of the segment
of the array.

Is the number of the
segment of “the
maximum captured
squares” array M.

The maximum captured
squares array.

The row of the
maximum captured
squares move,

The column of the
maximum captured
squares move.

Is the variable which
matches the board letter
and number coordinates
with the computer’s row
and column coordinates.
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100 REM BY EDDIE ILLINGWORTH
110 DIM SCO(&E5)

120 DIM RW(S6E)

130 DIM CL (65

140 DIM M(&S)

{50 BOTO 620

1460 REM CLEAR LINE ROUTINE
170 CALL HCHAR (23,353,152 )
180 CALL HCHAR (24, :

190 RETURN

200 REM PRINT SCORES

210 AS=STR$(CL)

220 W=LEN(A%)

IF W=1 THEN Z40 ELSE 2&0
240 BE="0"

250 At=B$LAT

240 ROW=14

270 CcOL=&

280 GOSUB 380

290 A$=STRE(F1)

TOO W=LEM{AS])

310 IF W=l THEN Z2¢ ELSE =40
ZZ0 Es="0O"

T30 AS=HEHLAS

40 ROW=14

=50 COL=2&

2460 BOSUR 38U
170 RETURN

80 REM FPRINT
90 D=LEN(A%$)
400 DIM E{(&3)
410 FOR F=1 TOQ D
420 E{F1=QSC(5EG$(Q$.F.1\J

430 IF E(F)=32 THEM 440 ELSE 4350
440 E(F)=152
450 NEXT F
440 FDOR B=
470 DZ=1

480 H=E(B)-31

490 IF He9 THEN S00 ELSE 510
500 GOTO S40

510 D2=D2+1

520 H=H-8

BOTO 470

540 CALL COLOR{D2,2,4)

550 CALL HCHQR{RUN<CGL.EfE)J
540 COL=COL+1

=70 IF COL=Z3 THEN SB0 ELSE &0
580 COL=3

590 ROW=2Z4

&00 NEXT B

&10 RETURN

&£20 CALL CLEAR

&0 CALL SCREEN(12)

s40 CALL CHAR(!:E.“007542424242?E00“}
&S50 CALL CHAR {154, " 00001 QOO0
660 CALL cHhR(iAqqHOOOOUOJCJCO“OOOO"}
470 CALL CHAR(1S2,"™)

&80 CALL COLOR({1&6,2,4}

&90 CALL HCHAR (8, 12, 152)

200 CALL HCHAR(17,12,152)

710 CALL HGHQRil?.QL,IEEJ

720 CALL HCHAR (B, 21, 152)

=0 FOR ROW=8 TO 17 STEF 9
740 CALL COLOR(S,Z,4)

750 COL=13

760 C=60

770 CALL HCHAR (ROW, COL,C}

780 COL=COL+1

790 C=C+1

goo IF £=72 THEN B10 ELSE 820
210 CALL COLOR(&6,2,4)

g20 IF COL<Z21 THEN 770

830 NEXT ROW

940 FOR COL=12 TO 21 STEF I
g50 CALL COLOR(3,2,4)

8460 ROW=16&6

a70 C=49

#gao CALL VOHAR (ROW, C0L, )

890 ROW=ROW-1

g00 C=C+1

10 IF C=5& THEN 920 ELSE 930
220 CALL COLOR (4,2,4)

970 IF ROW:8 THEN 880

940 NEXT COL

950 CALL COLOR(13,2,15)

940 FOR ROW=9 TO 16

70 CALL HCHAR (ROW, 13, 128,8)
980 NEXT ROW

990 CALL COLOR (14, 16,70

1000 CALL HCHAR (12, 14, 136}
1010 CALL HCHﬁR(lE,l?.lSa)
1020 CALL COLOR(1S,2,8)

10T0 CALL HCHAR(12,17,144)

| 1040 CALL HCHAR(13,16,144)
1050 A%="COMPUTER"

it

MESSAGE ROUTINE

TO D

QSN

1060 ROW=12
1070 CcOL=3
1080 GOSUE 380
1090 ﬂﬁ:”PLAVéR”
1100 ROW=12
1110 COL=24
1120 GOSUE 380
1130 Ci=2
1140 p1=2
1150 Gosum 200
1160 FLAG=13&
i:gﬁ CALL HCHQR(16,6,144 2
L& CALL HCHAR (14,26, 130
1590 GOSUR 160 e
200 As="ENTE <
1210 ROW=23 =R S
1220 coL=>3
:230 GOSUR 380
240 CALL KEY(0,SK
240 C ; DL SKILL, 5
;:u? IF STATUS=0 THEN'ﬁIQTus}
l:éu FOR G=49 TO Si b
270 IF G=8kK
S ghILL THEN 1z00
lg?? GOTO 1190
Iju? P=SKILl -48
310 As=CHRs ()
1320 ROw=24
1330 coL=17
;:j“ BOSUB 380
230 FOR O=f T ¥
1360 NEXT 0 e
;:;Q GOSUB 140
1380 CALL HeHAR (2
- = ( 5 7
3 L
:;?? CALL HCHAaFR (2 :4'?;:
14“u CALL HCHAR(23.5. 54
- A
14iﬁ CALL HCHAFR (2 .a'a?i
1420 CALL HCHAR (23! 7, g2)
142? CALL HCHAR (23,8, 152
14vu CaLL HCHAR{EK.Q‘?;L’
1830 CALL HCHAR (23] (0 =
1460 CALL HCHAR( MEE G
O CALL HCHAR (23 12,
1480 FLAG=134 ek
1490 y=n )

1500 -7

£=2

L LEVEL From 1,2

1510 CcALL

1320

KEY (O,LTR s5Tar
LTR, STATI
i iF STATUS=0 THEN 1=;§]
530 IF LTR=48 THEN 4040
1540 FOR G=65 TO oo
1550 IF G=LTR THEN
1560 NEXT &
1570 GOSUE 160
1580 As="EnNTER
1590 CoL==
14600 RDW=§3
1610 GOSUE 380
IéE!J FOR =1 T
1630 NEXT g
1840 507D 137¢
1650 A$=CHRS (L
=CHR$
1660 Roams T
14670 CUL=1;
14680 GOSUER FB0
1690 @ S
1723 ??Lngﬁf(O,NPR,STﬁTUQ)
: US=( \ .
;;io FOR Hi=49 ?oTEEN b
= pur }
1720 IF Hi=NER THEN 187
30 NEXT Hi !
;;EO GOSUBR 140
50 A$="ENTER
1780 Ropnsy
1770 CDL=ﬁ-
;;eo BOSUE z80
90 FOR O=1 T :
1BOO NEXT 01 1o S50
igi? BOSUE 140
20 AS="ENTER MOvE®
1830 RDN:EKTER TR
1840 CoL==
1850 GOSUE g0
1860 BOTO 1450
1870 A$=CHRS (H1)
1880 ROw=p3
1890 COL=19
1?09 GOSUE 380
1910 COL=L TR-s2
;ggu ROW=65-NER
30 REM  CALCULAT
ATE CAPTURE
D SOUARES

1940 IE L =13& TH P50 E P&
8 3 FLAG 13
; EN 195¢ ELSE 1 &1

&0

1650

LETTER BETWEEN A AND H"

S5O0

NUMBER BETWEEN AND @"

194¢ o rH P70 E 0
Q IF FLAG=144 EN 1 A LSE 198
= L

Or
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1970 SRE=134
1980 J=ROW
1990 §=0
2000 T=-1
2010 K=COL
2020 RPT=2
{QEQ CALL GCHAR (ROW, COL, TYPE)
Ly U] & 2 3
-,05(_:’ ‘;; T:]:FJE=F LAG THEN 2050 ELSE 2120
o ="YOU ALR SOUARE
2050 A%="YOU ALREADY OWN THIS SQUARE"
2070 COL=3
2080 BOSUB 160
2090 GOSUB 380
2100 FOR O=1 TO 500
2110 NEXT O i)
?12? GOTO 1370
iiiﬁ iz T:PE=SRE THEN 2140 ELSE 2220
: C =" LREADY OWN H oU ?h"
2140 AdetL AL THIS SOUARE
2160 ROW=23
2170 COL=3
2180 GOSUB Za0
2190 FOR O=1 TO S0
2200 NEXT O '
2210 GOTO 1370
2220 J=Jd-1
2230 IF J=8 THEN 2370
2240 CALL GCHAR (J, K, TYPE)
2250 IF RPT=2 THEN 2260 ELSE 2270
2260 IF TYPE=FLAG THEN 2370 =
2270 IF TYFE=SRE THEN 2290 ELSE 2310
2280 IF TYPE<129 THEN 2370 s
2290 RPT=RFT+1
2300 GOTO 2220
2310 IF TYPE<SFLAG THEN 2370
2320 IF 2=2 THEN 2330 ELSE 2340
2330 CALL VCHAR(J,K,FLAG,RPT)
2340 IF Y=2 THEN 2350 ELSE 237
2350 S=S+RPT-1 e
2360 T=T+1
2370 J=ROW
2380 K=COL
2390 RPT=2
2400 J=J+1
2410 IF J=17 THEN 256¢
rays]
g:zo CALL GCHAR (J,K, TYPE)
2430 IF RPT=2 THEN 2440 ELSE 2450
2440 IF TYPE=FLAG THEN 2560
:::O IF TYPE=SRE THEN 2470 ELSE 2490
2460 IF TYPE<129 THEN 2540 )
2470 RPT=RFT+1
2480 GOTO 2400
gﬁ?e IF TYPECOFLAG THEN 2560
2500 IF 7=2 THEN 2510 ELSE 2530
2510 J=ROW i
ffi? CALL VCHAR (J, K, FLAG. RPT)
2530 IF Y=2 THEN 2540 ELSE 2540
2540 S=G+RPT-1 iy
2550 T=T+1
2560 J=ROW
2570 K=CoL
2580 RET=2
2590 K=fk-1
2600 IF K=12 THEN 27
. Z 2740
Ezi? ?ALL GCHQR(J.K,TYPF}
2620 IF RPT=2 THEN 2630 E
20 2630 ELSE 24
Ezzg ;F TYPE=FLAG THEN 2740 0
2640 IF TYPE=SRE THE ) ELSE z
&S0 IF TYPE< 129 THE: 3?35 e
28660 RPT=RFPT+1 - .
2670 GOTO 2590
2680 IF TYPECFLAG THEN 2740
2690 IF 7=2 THEN 2700 ELSE 2710
2700 CALL HCHAR(J, K, FLAG, RFT)
2710 IF Y=2 THEN 2720 ELSE 2740
2720 S=S+RPT—1 o
2730 T=T+1
2740 J=ROW
2750 K=coL
2760 RFT=2
2770 K=K+1
2780 IF K=21 THEN 2950
2790 CALL GCHAR (J, K, TYPE)
:Eug IF RPT=2 THEN 281¢ ELSE 2870
:gl? iF TYPE=FLAG THEN 2930
2820 IF TYPE=SRE THEN 2840 E :
2830 IF TYPE<129 THEN 2930 g
2840 RET=RPT+1 o
2850 GOTO 2770
2860 IF TYPECSFLAG THEN 2930
2870 IF 7=2 THEN 2880 ELSE 2900

2880 kK=COL
:ia‘?(_:l CALL HCHAR(J,k,FLAG.RFT)

2900 IF ¥Y=2 THEN 2910 ELSE 2930
2910 S=S+RFT-1 il

2920 T=T+1
2930 J=R0OW
2940 kK=COL
2950 RFT=2
29460 J=J-1
2970 IF J=8 THEN 3170
2980 kK=k+1
2990 IF K=21 THEN 3170
=000 CALL BCHAR (J, K, TYFE)
=010 IF RPT=2 THEN 3020 ELSE T030
=020 IF TYPE=FLAG THEM 3170
=030 IF TYFE=SRE THEN 2050 ELSE 070
=040 IF TYPE<1Z29 THEN 3170
Z050 RPT=RPT+1
0460 GOTO 2960
I070 IF TYPEZ »FLAG THEN F170
7080 IF Z=2 THEN 3090 ELSE 3140
3090 FOR F=1 TO RET
=100 CALL HCHAR(J,K,FLAG]
110 J=J+1
120 k=k-1
F130 NEXT F
z140 IF Y=2 THEN 3150 ELSE 3170
3150 S5=5+RFT-1
31460 T=T+1
3170 J=ROW
3180 kE=COL
190 RPT=Z
3200 J=J+1
210 IF J=17 THEN 3410
I220 K=K-1
=030 IF K=12 THEN 3410
<740 CALL GCHAR(J,k,TYFE)
=250 IF RFT=2 THEN =240 ELSE 3270
w260 IF TYFE=FLAG THEN T410
3270 1IF TYPE=SRE THEN 290 ELSE 3310
=280 IF TYPE<129 THEN 3410
290 RPT=RFPT+1
00 GOTO I200
SELOLTE TYPE< »FLAG THEN T410
=520 IF Z=2 THEN 3330 ELSE 3380
=330 FOR F=1 TO RFT
=740 CALL HCHAR(J,k,FLAG)
350 J=J-1
ITL0 K=K+l
3370 MEXT F
3390 IF ¥=2 THENM 3390 ELSE 3410
=390 5=S+RFT-1
400 T=T+1
=410 J=ROW
3420 K=COL
3430 RPT=2
440 J=J-1
2450 IF J=8 THEN T650
34460 kK=k-1
3470 IF K=12 THEN 3650
3480 CALL GCHQR(J,K,TYPE)
5490 IF RET=2 THEN =500 ELSE 3510
3500 IF TYPE=FLAG THEN 3650
z510 IF TYPE=SRE THEN 3530 ELSBE 3550
=520 IF TYPE<129 THEN 34650
I530 RPT=RFT+1
=540 GOTO 3440
=550 IF TYPE< *FLAG THEN 3650
2540 IF Z=2 THEN 3570 ELSE 3620
%570 FOR F=1 TO RFT
=580 CALL HCHAR (J.K,FLAG)
3590 J=J+1
IL00 K=K+1
3610 NEXT F
2420 IF Y=2 THEN 3630 ELSE 3650
Z650 5=5+RFT-1
34640 T=T+1
34650 J=R0OW
Th6&D K=COL
470 RPT=Z
3480 J=J+1
6590 IF J=17 THEN 3890
I700 K=K+1
=710 IF K=21 THEN 38%0
F720 CALL GCHAR (J, K, TYFE}
3730 IF RPT=2 THEN 3740 ELSE 3750
=740 IF TYPE=FLAG THEN 3890
%750 IF TYFPE=SRE THEN 3770 ELSE
3760 IF TYPE<129 THEN 38790
3770 RPT=RFT+1
3780 GOTO 3680
3790 IF TYPE< *FLAG THEN 890
=go0 IF 7=2 THEN 3810 ELSE Zg60
zg10 FOR F=1 TO RFT
=820 CALL HOHAR (J . K,FLAG)
=830 J=J-1
=840 K=K-1
3850 NEXT F

3750

z860 IF Y=2 THEN 3870 ELSE 28790

SRRy

ot
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APEX SOFTWARE
Swiss Cottage, Hastings Road,
St. Leonards-on-Sea,

VISA E. Sussex TN38 8EA
SN TEL: Hastings (0424) 53283 A

FULLOF "
UNWANTED

Then SWAP your
unwanted Software by using our
Computerised Exchange Service.
For a fee of only £1.40 per cassette
exchange, send us your name and
address plus a list of swappable cassettes
(titles you have, titles you require and for
which computers), and we'll do the rest!
Write to ino stamp required):

SoltSwap

Freepost, Fleet, Aldershot
Hants GU13 9BR.

Tel: Fleet 6624

N.B. All Software must be in

original packing and in
good condition.

e
SIS

,,
oS

Simple self-assembly
to house your:
computer, VDU/TV,
cassette player, tapes.
printer, magazines

SAFELY

TO ORDER: Send £49.00 plus £6.00 p&p
(delivery 21 days) to:

FORDBURY PRODUCTS
PO Box 20, Hertford SG14 2LW

<> 48K SPECTRUM <&
1984

THE GAME OF
ECONOMIC SURVIVAL

THE BRITISH ECONOMY WITH YOU
AT THE CONTROLS! WHAT SORT
OF CHANCELLOR WOULD YOU
MAKE WITH SEVERAL BILLION
POUNDS TO SPEND & FIVE
YEARS TO THE NEXT GENERAL
ELECTION? GRAPHIC DISPLAYS,
HISTOGRAMS & AN ANNUAL
PERFORMANCE RATING ARE ALL
INCLUDED TO SHOW HOW YOU
ARE DOING. HOW MANY YEARS
WILL YOU LAST?

1984

A GAME OF
GOVERNMENT MANAGEMENT

FREE INSIDE: Pocket Guide to
Running Britain !

NOO3 £5.50

48K SPECTRUM CHALLENGE
FROM INCENTIVE SOFTWARE LTD

MOUNTAINS
OF KET
ADVENTURE

A MONSTER OF AN ADVENTURE
PROGRAM! COMBAT, INTER-
ACTIVE BEINGS, MONETARY
SYSTEM, MAGIC, EDGAR, SAVE
LOAD FACILITY PLUS MANY
OTHER FEATURES

As well as being a fast ingenious
compelling adventure in itself-the
Mountains of Ket is the first of a 3
part series that builds into a
mammoth adventurers challenge

Incentive: It could be adventageous
if you achieve 100%!!

NOD2 £5.50

SPLAT!
ARCADE

ONE OF THE MOST ORIGINAL
AND COMPELLING ARCADE
GAMES EVER PRODUCED!
STARRING ZIPPY!!

“SPLAT! is one of the most
addictive games | have ever played
on the 48K SPECTRUM, It is
certainly the most original”
Computer & Video Games

NOW AVAILABLE FROM WH SMITH
AND BOOTS.

48K SPECTRUM CHALLENGE
FROM INCENTIVE SOFTWARE LTD

NOO1 £5.50

All programs run in the 48K ZX SPECTRUM and are available from all
good computer shops. In case of difficulty please order direct using
the coupon below

Please send me (tick box(es) required)
1984 [ MOUNTAINS OF KET [ SPLAT O

All at £5.50 each (inclusive of VAT and 1st class postage)
| enclose cheque/P.0O. for £ or debit my Access Account No.

EN e e T e
Name

Address

INCENTIVE SOFTWARE LTD., 54 London Street, |

3t Reading RG14SQ. Tel: Reading (0734) 591678




So farin this series | have looked atthe
history of wargaming and the reasons
for putting a wargame onto a computer
in the first place. But now we start to
get heavy with the maths.

Don't worry, | can assure you that
the mathematics are simple enough
for even me to understand, so | don't
think you’ll have any problem at all in
understanding them. It is a common
fallacy that to be a good programmer
you need to have an in depth know-
ledge of mathemetics. It just aint so,
but a knowledge of how to add and
subtract does help.

\

The Need For Random
Numbers

Why do we need random numbers? In
the design of any wargame you will
find that giving predefined results to
the choices presented to the player
soon leads to a very boring game. This

f*f-o
%)

is exactly the opposite of adventure
games where predefined answers are
needed to guide the player to the
inevitable conclusion of the game; the
skill and interest comes from finding
the answers.

In a wargame the player is pre-
sented with a conflict, and must do his
best to ensure that the conflict comes
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out in his favour. His range of choices
must be much greater and the level of
certainty must be less in each choice.
To pursue each possible choice to its
conclusion would require a logical tree
structure much greater than the
present-day micro could contain. (It
would probably stretch the capabilities
of the largest mainframe computer).
So uncertainty must be treated as
randomness.

How To Use Random
Numbers

Right, on to random numbers them-
selves. A random number is a number
within a defined range that could not
be predicted from what has gone
before. On computers it is impossible
to produce random numbers, but
nearly all microcomputers have the
facility to produce pseudo-random
numbers. These are numbers which
are very difficult to predict, so for prac-
tical purposes they are random.
Many micros use the operator
RND (n) to produce a random number
between one and the integer. On
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nearly all micros RND (0) will produce a
random number between 0 and almost
one. So to produce a random integer
between one and six your formula will
be asinFig.1. Alsoin some micros there
is a way to ‘seed’ the random number
generator i.e. set it up to produce ran-
dom numbers. By using the RND func-
tion in formula itis possible to produce
ranges of random numbers which will
be of use in programming a wargame.
The best thing for you to do is check in
your own computer’s manual to find
out how to generate random numbers.

The formula in Fig.1 will
produce an equal chance for
each number, one to six.
However, there are ways to
bias the distribution of
numbers.

For instance, the formula in Fig.2
gives a bias towards numbers in the
centre of the distribution: the number
four is three times more likely to occur
than the number one. The formula in
Fig.3 gives a bias towards high
numbers: the number five is nine times
more likely to occur than the number
one. Experiment with different distri-




Diagram 1

1 2 3 4 2 6

FORMULA. INT(RND(0)*6+1)

Diagram 2

1 2 3 4 5 6

FORMULA. INT({RND(0)+RND(0))*3+1)

Diagram 3

1 2 3 4 5 6

FORMULA:A = INT(RND(0)*631)
B = INT(RND(0)*631)
IFA<BTHENA=B

butions to get different effects:
INT(RND(0) * 4 4+ RND(0) * 2 +L) will
give a distribution similar to Fig.2, but
with a centre. 1 — INT({(RND(O) +
RND(0)) * 3 + 1) gives greater chance
to higher and lower numbers than to
middle-range numbers. In the example
given | have restricted it only to formu-
lae providing numbers between one
and six.

There is no reason not to use a
range of one to 10, or 56 to 97 — any
range is possible. Program One gives
an opportunity to try out different
formulae to find out what their distribu-
tions are.

Wargame Usage

So that's the basics of random
numbers. How are they used in war-
games?

The first use is to give random
results in battles, a use common to
many wargames. For intance, in a
battle the losses for each side could be
calculated as:
own strength — enemy'’s strength
X INT(RND(0) * 30 + 1)/100.

This particular formula allows a large

a9z

force to have a greater chance of win-
ning against a smaller opponent than
of losing, but doesn't give certainty.

The other main use for random
numbers is to control a computer
opponent. The creation of a capable
computer opponent is a large subject
by itself, and | shall try to cover the
principles here, and show how random
numbers play their part.

A computer opponent must
behave in a sensible way and aim for
victory over the human player. To do
this it must have clear objectives. This
means that not only must there be a
way for the computer to achieve
victory, but there must also be a path
by which it can achieve that victory.
The computer must be able to react to
the actions of the player in such a way
that its overall strategy is logical.

10 FRINT "what 1s the lowest
rnumoer 1n the range”

O INPUT ml

30 PRINT "what 1s the highest
number 1n the range®

40 INPUT mh

S0 LET mr=mh-mil+l

£Q DIM rimr}

70 FOF 1=§ TO mr

= S =0
20 MeEET 1

O LET myusmr®mr

110 FOR 1=1 TO mv
120 REM a=random number formula
130 REIM g 14 distribution is as
figure 1
140 RPEM and range is 11 to
12 then:
150 LET &=INT (RND¥mr+ml?
14U KREPF where ml is 11 and mh
is 17
POC LET ax=a-mlt+l
2 LET ri{a«i=r (ax)+l
et HEXT 1
23 FRINT "distributicn result
- t = eE
2 i i ]
- LE =1l+ml-

270 PRINT ax,rfl?
2EC NEX

So you must set out clearly before
you start what are the computer objec-
tives. For an example, let us take a

simple wargame; two armies are at*

opposite ends of a game board, a city
lies midway between; the winner is the
army that occupies the city for three
consecutive turns.

Obviously, the main objective for
the computer is to occupy the city for
three turns. But there are a whole host
of other objectives. The player mustbe
stopped from occupying the city for
three turns, the computer must move
fast enough to gain control of the
centre of the board, but must maintain
cohesion between its different units.
Then there are local objectives,
depending on the status of the battle.
Units must not be moved into exposed
positions if possible; units must be
positioned in such a way as to allow
local pressure to be brought to bear
either to capture the city (the main
objective) or to weaken the player’s
forces (a secondary objective). But
most important, the computer must
not be predictable.

Looking at the control of the
computer’s movement we should end
up with a logical structure something
like the following:

1. If the city is within reach and empty,
and if total friendly strength next to
the city is greater than total enemy

strength next to the city, then occupy
the city.

2. If the city is within reach and enemy
occupied then move next to the city.

3.If there is a friendly force within
reach then move next to it, as close
to the city as possible.

4. Move in a random direction, with
50% chance towards the city, 10%
chance away from it, 20% chance
parallel to the city in each direction.

This structure ignores the need to
deal with enemy units, and can lead to
units being places in exposed posi-
tions, but as a basis for a computer
opponent moves sensibly it has
potential.

In the above article | have looked at
randomness and generating computer
opponents. In next month’s spotlight
on wargames | will look at more items
which come into wargame design —
defining the game, testing the design
and data storage techniques.

‘MILITARY REVIEW

Johnny Reb

Published by Lothlorien for the
Spectrum, BBC B and Oric 48K.
Price: £5.50 (Spectrum), £6.95
(others).

Johnny Reb is a wargame set in the
American Civil War. It revolves round a
generalised battle of the period con-
cerned with the capture of a river
crossing.

The game loads behind a front
page showing the flurry of the Con-
federacy. It begins with a question and
answer session to determine who
plays and what forces are to be used.
The game provides the option of two
players, or one player against the com-
puter with the player choosing to play
either the Confederacy or the Union.
The forces chosen can consist of up to
20 infantry, up to 20 cavalry and 20
artillery. In practice there is no pointin
choosing more than five artillery units
because ammunition is rationed.

When the forces have been
chosen the game map is drawn. This is
always appropriately the same — a
river flows centrally down a field with a
bridge crossing it and a forest is
located on the right bank. The player’s
forces are set up on the right bank and
the computer's forces (or other
player's forces) set up on the other
bank. The winner is the first to reach
the enemy’s command post with three
of his units. In practice elimination of
the enemy is a more common
occurence.

The game plays fairly well, but the
computer does not provide a very
strong opponent. It tends to gather its
forces towards the bridge where artil-
lery can wreak havoc on the massed
forces. This highlights another prob-
lem in the game: the artillery is incredi-
bly powerful, which is unhistorical; it is
also invariably accurate. The way to
win the game is to hold off from cros-
sing the river until the opponent has
been defeated on your side of the river.
In a two player game this leads to a
virtual stalemate with a desultory artil-
lery duel; in a player versus computer
game the computer can be defeated
using this tactic as it will always
attempt to storm across the bridge.
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PILOT YOUR SPACE CRAFT THROUGH THE SIX DEFENCE
SECTORS AND DESTROY THE COMMAND MODULE (0]
THE COBRON EMPIRE. ALL M/C BLOCKBUSTER




Britain's Biggest Magazine
For The Sinclair user
¥

COMRBUTING]

Make sure you get every issue of ZX
Computing — Now bi-monthly!

Just £12.10 will ensure the next six issues
will be lovingly wrapped and posted to

you. Just fill in the form below, cut it out
and send it with your cheque or postal order
(made payable to ASP Ltd) to:-

ZX Computing Subscriptions,

513 London Road,
Thornton Heath,
Surrey CR4 6AR.

Alternatively you can pay with your Access or Barclaycard
in which case simply fill in your card number, sign the
form and send it off. Do NOT send your card!

Make the most of your ZX computer with ZX Computing —
Now bi-monthly!

Subscription Order Form

Cut out and SEND TO:

s )t

I
| I
| |
| |
| |
| / I
| I am enclosing my (delete as necessary) Tl e
l cheqgue/Postal Order/International Money - |
Orderfor£. . . . :
| | @@MWWM@ (made payabie to ASP Ltd) BARCLAYCARD |
| OR | 5w i)

l Debit my Access/Barclaycard® VISA l
| ZX COMPUTING Subscriptions, (*delete as necessary) }
| 513, London Road,
| Thornton Heath, . : . ] |
l Surrey CR4 6AR. | ! . | | |
I Please commence my subscription to ZX Computing {
| Wit tha Aty nextissue, Please use BLOCK CAPITALS and include post codes. |
|

NAME (Mr/Mrs/MISS) . ... o s sie el Sy B n i aia s |
| suBsCRIPTION £12.10 for six issues |
| RATES UK ADBRESS .« 21amcnis wiemnis seasreits reatssisl st i 578 e |
| 18 B0 torsitisuss—T | =TT s e e e }
| (tick D as overseas surfacemail “Y— ... ... POSTCODE' i e smienins wmmoie |
| appropriate) :

== STgnature; i 20w HiE 90wl as shmbi Shavim GrinteE e

| £24.40 for six issues Lk |
| overseas airmail DAL, - oo - oo v e A e ST A Sz R |
' |
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50 ggfmes fop the Sipclair
Therse are fiffy supephigh
tape!!

STOP PRESS:

There are now sixty games on this fantastic
compilation, yes 60 super high resolution arcade
games that you will have hours and hours of

enjoyment from, guaranteed!!!

ANLLU SUFIWAHE ... ImE UL IMIATE CEAFERIENUCE

MAIL ORDER PROTECTION SCHEME

If you order goods from Mail Order Advertisers in this
magazine and pay by post in advance of delivery, this
publication will consider you for compensation if the
advertiser should become insolvent or bankrupt,
provided:

1. You have not received the goods or had your
money returned; and

2. You write to the publisher of this publication
explaining the position not earlier than 28 days
from the day you sent your order and not later than
2 months from that day.

Please do not wait until the last moment to inform us.
When you write, we will tell you how to make your
claim and what evidence of payment is required.

We guarantee to meet claims from readers made in
accordance with the above procedure as soon as possi-
ble after the advertiser has been declared bankrupt or
insolvent to a limit of £1,800 per annum for any one
advertiser, so affected, and up to £5,400 p.a. in respect
of all insolvent advertisers. Claims may be paid for
higher amounts, or when the above procedures have
not been complied with, at the discretion of this pub-
lication, but we do not guarantee to do so in view of the
need to set some limit to this commitment and to learn
quickly of reader’s difficulties.

This guarantee covers only advance payment sent in

direct response to an advertisement in this magazine

(not, for example, payments made in response to

catalogues, etc. received as a result of answering such
advertisements:

CLASSIFIED ADVERTISEMENTS ARE EXCLUDED.

" VALUE thats -
3 .Out-_of thisf_vvogld, :

50 GAMES ON ONE CASSETTE

..

It is impossible to
! " tell you everything
. about the 50 games on -
. CASSETTE - 50 but they include
* many types such as maze, arcade, I

DRAGON - BB ie Spectrum  @jappie’ ATARI ‘ORIC1 - ZX81. VK20
r_——-_—-————————————__1

EXPRESS DELIVERY -
ORDER NOW

Please send me by return of post, Cassette 50 at £9.95
per tape. | enclose a cheque/postal order for

— —_—

£ made payable to
Cascade Games Ltd.

e

missile, tactical and logic games, Niria Please debit | ; |
to suit most tastes in computer ol my IF. N No.| P e S T e
game playing. S ST Address
el g’g%;”_'"j‘:hpea' ol | SPECTRUM Ei ORIC-1 B 2, [ vea B I
5 an e games - —
v eweiﬁ’::mvide many hours ofEl - BBC AR k DRAGON ATARE || AIRLE tJ I
; i ily a Post Code
S il ety = : 45 Coscode Gomes Lia.
: - Colintr Suite 4, 1-3 Haywra Crescent, Harrogate,
computer games. ° l Y €ascade North Yorkshire, HG1 5BG. England. I
T Dealers & Stockists enquiries welcome. *=Tm™  Telephone: (0423) 504526. GEoaBA
L AN SN SN DI I S B S S - N TN N G T R R S .. J




Lineage: 35p per word.

All advertisements in this section must be prepaid
Advertisements are accepted subject to the terms and conditions
printed on the advertisement rate card (available on request)

B =

Semi display: £8.00 per single column centimetre
Ring for information on series bookings/discounts.

GAMES COMPUTING

Vic 20/64 Dragon 32/64 Atari 800 (old
model)/600 XL. BBC A & B Electron
Spectrum Cass Unit C2N (old model)
C2N1530 (new model) and Atari (410/

1010) in natural quality vinyl. Just send
£2.95 (Spectrum £1.50) or £3.95 to inc
cass. cover, stating computer and
cassette mode. Cassette cover £1.50ta:

ALLEN ENTERPRISES
Freepost, Dept GC, Luton LU2 8BR.

| ATARI SPARES

Stronger  replacement  joyslick
handle inserts. Arcade quality
£2.50 per pair

Joystick handle top fire buttc

Gives dual firing & left or night h'ﬂ d

control. £2.95 each

48K Ram board £59.95 All post
free

Computer Supplies (GC)
146 Church Road, BOSTON,
Lincs PE21 0JX.

CABINETS

Keep your micro and
accessories dust free,
tidy and secure.

Write or phone for
colour brochure:

MARCOL CABINETS
PO Box 69, Southampton.

TEL: 0703 731168

READERS
SEARCH
THESE
COLUMNS FOR
THE HIGHEST
QUALITY
PRODUCTS.
MAKE SURE
THEY SEE
YOUR
ADVERT

GAMES WANTED. Record com-
pany world wide outlets starting
new software labels. Send
presentation. 13 Mount View,
Northwood, Middlesex

SPECIAL OFFER
for Atari 400/600/800 owners
Hire your first 2 games free from our
exlensive range of software. Up to
the minute releases available. Apply
now! Send S.AE. quoting reference
GC 1o
CHARMNWOOD GAMES
27 Warwick Avenue, Quorn,
Leics.

Tel: 0509 412604

Alari 400/800 Madame Guillotine
The first in our new ‘Budget’ series of
games software. Novel version of
Hangman. Play against a friend or
accept computers challenge. More
than 400 words in memory. A correct
guess gets you a front row seat in the
Bastille. 16K cassette only £5.95 inc
Cheques/POs 1o. T. Smith Software
{Depl GC), 26 Wesley Grove Ports-
mouth, Hants P03 5EF| SAE for lists

ATARI 400-600-800

OWNERS
MIDLAND GAMES LIBRARY
Do you want to join a fast efficient a

friendly library, w 0asts ove
original programs on cassette. disc or
cartridge for you to hire

We are a long established library & all
our games are originals with full
documentations

Send S.A.E. for details or nng
0242 674960

between 6pm - 9pm
48 Read Way,

Bishops Cleeve,
Cheltenham.

ATARI 400/800 OWNERS
NEW GAMES
Computer Battleships.......... £5.95
Mastercode (Maslermind type)
.. £5.95
..£5.95

Eagleye (Connect
Adventure Tim

Adventure).
Why risk losing those
grams? With our range of ut
you can make a back-up of almost

all your scftware

Tar}e back;n (single and multi

a.,c,

Disc Copier (
AUIOMENU. r1reeeerevensonsees
AWG, 145 Bankside,

Westhoughton, Bolton, Lancs.

01

 TEXAS TI99/4A°

GERMAN WHIST/FOUR IN A ROW. Tu

BATTLEFHONT Tt

aed the

ALL PRICES ARE FULLY INCLUSIVE
TX SOFTWARE, Dept GC,
109 Abbotsweld,
Harlow CM18 6TQ

437 0699

Send your requirements to:
SALLY COLLINS, ASP Ltd.,
1 GOLDEN SQUARE, LONDON W1.

NATIONWIDE
DEALERS

LANILASHIRE

ITIIEHDS

BBC, Sinclair, Commodore, Oric,
Dragon and Lynx personal computers
Also the widest range of software
books and accessories in the area
51 Queen Street, Morecambe, Lancs.
Tel: 0524-411435. Also open Sundays.

VIC 20
SOFTWARE

The Games Shop and Computer
Software Centre
TEL: 0224 643740
3 Waverley Place, Aberdeen AB1 1XH
Stockists of Spectrum, Dragon, Vic-20
& Commodore 64 software, Extensive
selection of books and magazines

VIC 20 SOFTWARE

Many special offers. For
catalogue/price list SAE
PANDA SOFTWARE
ROOMS 1-2, 2nd FLOOR,

315-319 HIGH STREET,
CHATHAM, KENT.

ASP
01 - 437 0699

ViC-20

ZX81
SOFTWARE

-
Fawkes Computing
GAMESTAPE 1 (for 16K ZX81)
Four games on 1 cassette! (“A very
good cassette,” Which Micro? Nov '83)
The games are:
Dodge It Eat the dots while avoiding
the computer's car (Dodgems), m/c
Trojan Dragon Defend the castle, not
as easy as it sounds! ("Offers rather
more of a challenge than may at first be
apparent, "Which Micro?" Nov '83) m/c

50p p&p. Buntasoft,
Walk, Buntingford,
90DS

16K ADVENTURES.
Kraal-, Kingdom — in lwo parts
Marooned — ve ry addictive

hirap Avoid getting trapped by the

computer. (m/c)
Tablets of Hippocrates Adventure
game (“By itself, would be worth the
£4.95," Which Micro? Nov '83.) Answer
sheet available.
All the above 4 games on 1 cassette for
only £4.95 (alf inc.)
Fawkes gompuling (Dept GC),
41 Wollridge Ride, Alveston, Bristol

BS12 2RA. Tel: (0454) 416706.




ADVANCED
COMPUTING

JOYSTICK REPAIRS. S
faaii St Bl R

HOLIDAYS

ForTeenagers 12-18
Expand your knowledge and quiz our
experts at 2 modermn computer
centres.

M Advanced BASIC software
development

M Introductionto high-level languages
W Main frame and microcomputers

—ﬁeaﬁe send me your AdventLE
Holiday brochure for 6-18's

COMPUTER SWAP SHOP

[apE

AT S | AP gy el R
Address: Libson Close, Cinnamon Brow,
[ | Hadgate, Warrington, Lancs.
Postcode: _
Tel: Age: FOR ALL YOUR
L Free colour brochure.

—=—— 63511 0r 64211
ADVENTURE 24 hransaphone
PGL Young Adventure Ltd.
650 Station Street, Ross on Wye HR9 7AH

NEEDS PHONE
ASP 01-437 0699

SOFTWARE GAMES

ACTUAL SCREEN PHOTOGRAPH

D.A.C.C. Ltd. (Dept GC) 23 Waverley Road, Hindley, Gtr. Manchester WN2 3BN

Why pay full price in the shops?

ffS!s stating CO..I;;Ipl:I'ler and get our
FREE INTRODUCTORY OFFER!
ATLANTIS GAMES,
Dept GC, 28 Tile Kiln Lane,
Hastings, East Sussex.

7%81 NCC, 12 York Close,
Barton, Beds MK45 4QB.

When placing your ad, please state classifi-

cation required 35p per word.

Send to: ASP Classified, 1 Golden Square,
London W.1. Tel: 01 - 437 0699.

Name

Address

Tel.No.({Day)

Please place my &

wdvert In GAMES COMPUTING for

SSuUes commencing as soon as possible

Its easy
to complain
about

advertisements.

The Advertising Standards Authority.
if an advertisement is wrong,we're here to put it right.

AS.A.Ltd, Brook House, Torrington Place, London WCIE 7HN.




Mr. CHIP SOFTWARE

SPECTRUM GAMES

SPECTRUM DARTS (48K)
Five games of darts for 1-5 players, 501, Cricket, Killer,
Round the board, Noughts and Crosses, four levels of play

per game, take on the computer or friends at these games of
skill-and Judgement.. . . .« cow v sy s s s £5.50

WHE£LLER DEALER

As for the Commodore 64, but now available for the 48K
Spectrum, Texas TI99/4A and Dragon........... £5.50

VIC-20

GAMES AND UTILITIES

JACKPOT

This is it, the ultimate Fruit Machine for the VIC with
nudge, hold and respin 100% machine code. ‘‘Overall
Jackpot is a beautifully written simulation giving superb
graphics, animation and use of colour. In fact, this pro-
gram makes Commodore’s Fruit Machine cartridge look

unbelievably cheap and nasty.”” Home Computing Weekly
NG 20 T AT BB s s tesieer sz it el ks Sty £5.50

KWAZY KWAKS

Accuracy and speed are required for this Shooting Gallery,
superb use of colour and graphics in this new and challeng-
ing game from the author of Jackpot. 100% machine code,
joystick or keyboardcontrol.................... £5.50

PACMANIA

Choose your own game from the following options — dif-
ficulty 1-3 speed 1-3, size of maze 1-3, visible or invisible
maze, still or moving power pills, define your own key con-
trols, any combination, if this is your type of game, then
this is the one for you, for the 3K expand VIC.. .. . ... £5.50

BUGSY (Joystick Only)

This is a Minefield with a difference as you step on the
stones whilst collecting purple boxes which give your both
time and points, they disappear from beneath your feet.
DO NOT DESPAIR! “BUGSY"’ will randomly replace
the stones but avoid bumping into him or its sudden death!
An original compulsive and challenging game. . .. .. £5.50

MINI-ROULETTE — PONTOON — HI-LOW

Three great games of chance for the VIC, try to beat the
computer, hours of fun, full colour, sound effects and
PUDEE i mus i sbeimeaarar s aa T et ZorERae aroa iat-sonis £5.50

DATABASE — create your own files and records on tape
................. T IR ottt 75 |)

SUPER BANK MANAGER — A full feature version any
memory size, but needs 3K expansion............ £7.50

COMMODORE 64
GAMES AND UTILITIES
JACKPOT 64

At last its here, specially written for the 64, by the author
of ““JACKPOT" the ultimate Fruit Machine program for
PN N o e Tt i e om0 ST B S £5.50
(available from 1st Nov)

WESTMINSTER

A game for up to four players, can you lead the party of
your choice and win the general election, you tour the 60
constituencies (seats) buying votes, when you can, (just
like the real thing), this must be one of the first board type
games specially written for the computer. Why play on
your own, have fun with your family and friends playing
WESTMINSTER. . oo awnmvnm e s amod s £5.50
RED ALERT

A game for 1-4 players, with sound and graphics. Make
money in casinos, commit robbery, hide from the police,
hire secret agents, (some of whom can be treacherous),
negotiate for weapons, find and attack the secret rocket
base to launch the missile, and watch the havoc and

destruction caused. There’s no turning back from
SREINALERLE™ (i cnesismnimiinm e s fouhs £5.50

WH£LLER DEALER

A game for two to twenty players, become a tycoon of the
motor trade, you must obtain gearboxes, tyres and engines
to produce cars for sale. Form syndicates, buy and ex-
change parts, buy dealerships, but be careful, you may
become bankrupt and have to liquidate, find out what you
are made of, have you got what it takes to become a
WHEELERDEALER. . ... .o s e o s £5.50

LUNAR RESCUE

Our new version, avoid the asteroid belt, to rescue the
stranded scientists, then fight your way back to the mother
ship, fast reactions are required to safely land and dock
YOUT HINAT THOANIE. sis i <one sinisassisiosenmima vt 65 £5.50
PURCHASE LEDGER

Easy to use, single entry, handles 400 invoices per month,
Gross/Nett purchases, V.AT. oo vvvnnnn v v £14.50

Disk Version oo i dis sk s s £17.00
(available from st Nov)

SALES LEDGER — As Above .............. £14.50
ISk VarSTOM o aoma i) sams A Fhie BEbat s e T £17.00

CHIPMON — Contains a one- or two- pass Assember,
Disassembler and Monitor. A programming aid for the
development of machine code programs and routines on
the CBNI64 . .. . oo e R brraih pas an 265 i £12.50

BANK MANAGER — As our Super Bank Manager, but
o 1T oy R e o e e £7.50
Now available on disc with added facilities. . . . . .. £10.00
Full documentation with all utility programs.

Other software available for the VIC and Commodore 64,
send for free brochure, including RABBIT SOFTWARE
at £5.50 each. Send Cheques/PO’s to:

MR CHIP SOFTWARE
Dept GC, 1 NEVILLE PLACE, LLANDUDNO, GWYNEDD LL30 3BL.
Tel: 0492 49747
Wanted: High quality software, of all types, for export and UK distribution.
All programs now available on disc please allow £2.50 extra.
DEALER ENQUIRIES WELCOME




THREE EXCITING NEW GAMES

IBITHIE‘éigézégEﬂﬂR[ESJFCNRTPHHZ
FROM

19%\] 64

NEVER BEFORE HAS A
COMPUTER GAME LOOKED
S0 EXCITING...

...FELT AND PLAYED SO
EXCITING...

Watch astonished as the Triad
hurl themselves towards your
craft in a remorseless battle
against your intrusion.

Feel the heat blast of their anti-
matter fields.

Your pulse laser will have to
turn white hot before this
encounter is over...
Featuring:-

A new DI"E"’IONI..

Into the realm of TOTAL
PERSPECTIVE
GRAPHICS...

Program No. LW03 £8.95

Clip the coupon below and return to Sumlock Microware Dept. GC-F3

198 Deansgate, Manchester M3 3NE.
or Telephone: 061-834 4233

//

MICROWARE

GRIGIRAPL:T!

We promise you won't be able to
turn it off! It's a real skill tester and
loads of fun to play!

Play with the Keyboard or Joystick.

YV Y. TYiY sy
SUMEINDAGKT 7
Not just a game... an Experience!

IT HAS IT ALLL.EXCITEMENT..
HUMOUR.. STRATEGY
Jumpin’ Jack lea gs into a totally

new look for the 64 created by
Three Dimensional Graphics

Choose your own operating keys
with our User Definable System.
Compete with an opponent b
selecting Two Player Mode...
Great graphics, super sound

effects in the Livewire tradition

giving Full Perspective to the
game... PLUS... hosts of features
never seen before!

Submerging Turtles — Snakes —
Crocodiles — Otters — Lady Frog

including a selectable Melody Mode — Dragonfiy!!!
where the tune is available at the ;
touch of a key and Melody On is It's Fun #x

IT'S FROGRIFFIC %+
Program No. LW02 £8.95

indicated by a quaver graphic.

Program No. LWO4 £8.95
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o Complete with TWO YEAR
£1 2 9 WARRANTY.
= e Fits snugly into either hand.
* Robust purpose designed

....... switches.
e Instant action — left or right fire
button.
e Centre fire button.

© Non scratch grip pads.
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Please send me the following Software

1To: Name

1| enclose Cheque/P.O. for £ inc. P+ P U.K. only.

ISUMLL

|Address

Post Code

MICROWARE

198 Deansgate, Manchester M3 3NE.
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i 30+2$mon ' : : Steve Baks new
. Ken Kalish’s latest Skramble 5 screens

'i./ g : - A . j ) b ; . g

il

"" h—.‘l <Vl
MICRODEAL : MICRODEAL

By the . Deadly new
same game from
author America’s Mark
as Shuttle Data Products

. Mark Datas high

| quality Space Invaders Real Time Star Trek

in full machine code -

41 THUHO ROAD, ST. AUSTELL CORNWALL PL25 5JE.TEL: 0726 3456

OnCassette£8each s &

* MICRODEAL

Dave 3 Screens +
Thatchers 5 Levels
first of another Ken
many - Kalish winner

Rick Redmans g -

c, WICRODES:

_Selected titles available from Iarger branches of Boots. John Menzies, Spectrum Dealers and all good computer shops

..' >
L]



