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MACHINE CODE
GAMES ACTION

MOTOR MANIA £8.95 RENAISSANCE £8.95 ROADTOAD £5.95
THE CLASSIC CAR RACE GAME THE MIND-BENDING STRATEGY THE BEST FROGGY GAME FOR THE 64
FOR THE 64! BOARD GAME OF OTHELLO! BAR NONE!
WORD FEUD E7.95

This bBrilliantly conceved progrom combines the best
party ol orcode gomes with the best of educational
gomes, moking o real fomily gome thot anyone who con
wee the screen con participale n. You hove to find the - -l :
word that 14 hidden twice in the jumble of letters, then * et
au de your 'i'l;]h"}. OWvEr e -!)F the occurrences of it -t .{.“‘:.'
The first 1o find it wins! You con ploy by yourself orin
leoms agoins! the « ompuber, oF ogamns! ather
players. Three difliculty levels are included to suit
young and ald alike!

BONIO 64 £7.95
This best-selling gome for the VIC-20 isnowavailoble on
the 44! Featuring the most intelligent ond devious
monsters you have ever tried to avesd, the Bonzos, this
is o real joystick wrencher. Move Hons, the
up the loddersto pick up the boxes

from the different levels.

But don't meet o Bonzo on the woy!

CATACLYSM £5.95

Pure shoo!-em-up orcode oction for the 64
ond unexponded VIC] The Lunor city of
Erriom 15 under attack from the thips of
the Jovian empire. Their merciless
bombing will reduce your city 1o o
pile of rubble, unless you con
hold them off. You ore the
commander of the sole loser
defence bose. Your mis-
sion - hold out for os
long o3 possible

BURNIN' RUBBER

You ore an entranl in the greal
Intergaloctic Four Seasons Death
Rocel. You must tockls the Spring,
summer, Autemn ond Winfer
sections with the objective ol
running os many other cars as
possible off the rood. The op-
position s numerous, includ
the mdestructoble but slow Iu:i
Cors, the tricky Deathmobiles and
many other Demon Drivers. You
have one odvontoge - your cor
con fly for o limited distonce,
allowing you to avoid hozords if
you're quick encughl All this and
more mokes Burnin® Rubber the
car roce of the centuryl




SOFT MACHINE

P.0.BOX B1-HEBDEN BRIDGE - W. YORKSHIRE HX7 6LG
Tel: (04221845378

HUNDREDS OF TITLES AVAILABLE. SEND SAE FOR LISTS & DETAILS OF SPECIAL OFFERS. STATE COMPUTER

SPECTRUM OUR  Scuba Diver Durell

5.95 4.95 Super Pipeline Task Set 6.90 5.95
RRF PRICES Black Crystal Carnell 7.50 6.50 Golden Baton Ch.8 9.95 8,50
Chuckie Egg A&F 690 595 Apocalypse Redshift 9.95 8.50 Olympic Skier Mr Chip 6.00 5.00
Cassette 50 Cascade 9.95 8.50 Millionaire Incentive 5.50 4.50 Red Alert Mr Chip 5.50 4.50
Hunter Killer Protek 7.95 6.75 Temples of Vran Incentive 5.50 4.50 Outback Paramount 7.50 6.50
Dungeon Master Crystal 7.50 6.50 Titanic R&R 7.95 ggg Omega Run & lC.L R. ?.gl’.} 1?;(5)
Rommels Revenge 7.50 6.50 The Hobbit elbourne 14,95 11.
Quill Gilsoft 14.95 11.95 COMMODORE 64 RRP PRICE , OUR
Birds & Bees BugByte 5.95 4.95 Damsel in Distress Alligata 7.95 6.75 BBC RRP PRICES
Android Two Vortex 5.95 4.95 Brands 7.97 6.75 Dambusters Alligata 7.95 6.75
Grand Prix Driver Brittania 6.95 5.95 Blagger 7.95 6.75 Lunar Rescue 795 6,75
Pyramid Fantasy 5.50 4.75 Bug Blaster 7.95 6.75 Fruit Machine 596 4.95
Doomsday Castle 6.50 575  Aztectomb Adventure 7.95 6.75 Monaco 795 6.75
German Master A or B Kosmos 9.95 875 Haunted House 7.95 6.75 Cassette 50 Cascade 9.95 B8.75
French Mistress A or B 9.95 8.75 Squasha Frog 7.95 6.75 Homserace Dynabyte 6.95 5.95
Fighter Pilot Digital 7.95 6.75 Grid Trap Livewire 895 7.50 Pool Dynabyte 7.95 6.75
Night Gunner 6.95 595 Jumpin Jack 8.95 7.50 Corporate Climber 7.95 6.75
Jet Set Willie S/Project 5.95 4.95 Triad 8.95 7.50 Lemming Syndrome 795 6,75
Tutankhamun Micromania 5.95 4.95 Twin Kingdom Valley Bug-Byte 9.50 7.95 Spanish Tutor A or B Cosmos 9.95 8.75
Blue Thunder Wilcox 5.95 4.95 Quasar Voyager 5.99 4.95 Twin Kingdom Valley Bug-Byte 9.50 7.95
Urban Upstart Shepherd 6.50 5.50 Hustler Bubble Bus 6.99 5.95
Blade Alley P.5.8. 595 4.95 Pyramid Fantasy 6.50 5.50
Database Gemini 19.95 16.95 Splat ; Incentive 6.50 5.50
Harrier Attack Durell 5.95 4.95 Colossus Chess C.D.S. 9.95 8.50
___———_—_—_“—____l__—_———_—_—_—_—-—
TO SOFT MACHINE: Please rush me the following tapes: SOFT Machine . P.O. Box B1 . Hebden Bridge
West Yorkshire . HX7 6LG
i an e R 2ach i (L C i e R G
NARE: 3L b e e SR L s o ST R o S S )
At s s R 5 N AT B g e ARG T Address: 8o 5 D oman, SR SR e
| enclose CQ/PONo. ... ....... (o] 8 ey Eaita s e Soft Machine is the trading name of Fabstar Computers Ltd.

COMPUTER CABINETS

"AND HOUSING UNITS
From only £13 + delivery

Send SAE for colour brochure
illustrating our range of
Computer Housing Units and
Cabinets

MARCOL CABINETS
PO Box 69, High Street, Southampton
Tel: 0703 731168 (24 hr answering)
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MLST
BREAK THI5
GRAVITY £

P‘JL Ln»{l,u

Get the latest info on the new software and hardware.

LETTERS
The Runaway Robot replies
Qur readers write back.

Dogfight VIC20 14
Fight for your life against the centralists in this dynamic
game for the unexpanded VIC.

Video Vying
More tried and tested video games by our tame arcade ace.

@é
_——
=

Ges e © -
BBC/ELECTRON 22 C

Roam around the planet collecting bits of your rocket ship > £
aided by your trusted jetpack. .

| Adam Review
Mike Roberts takes a look at the latest American offerring
on the computer scene.

COMPETITION

| Fifty copies of the award winning game ‘The Hobbit'can be
{ won for any of five different computers.

Software Reviews :
The first selection of games software under scrutiny by our
reviews panel.

War Games
The climax of this epic series with an actual wargame prog-
ram for you to type in.

Frog Prince .. ATARI 42|
Turn a prince into a frog with this full colour Atari game.

SPECTRUM 46
You're out to get the computer, or is the computer out to
get you? Find out in this hair-raising program for the ZX
Spectrum.

.

PULL OUT POSTER PROGRAM

Forest Trek ORIC 49
Run around the forest trying to get home avoiding the
trees as you go in this Oric/Atmos program by Games
Computing regular Steve Lucas.

Puzzle Pages
More brain teasers, crosswords and other puzzles to tax
your sanity.

: -

Games Computing is normally published on the second Friday in the month pracesding cover date. The contents of this publication including all articles, designs, plans, drawings and programs and all i
copyright and other intellectual property rights theirein belong to Argus Specialist Publications Limited. Al rights conferred by the Law of Copyright and other intellectual property rights and by virtue of in-
temational copyright conventions are spacifically reserved to Argus Spacialist Publications Limited and any reproduction requires the prior written consent of the Company. © 1984 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 accapted by us in good faith as corect 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,

g§4£3;|22.95 including postage. Airmail and other rates upon application to: Games Computing, Infonet Ltd, Times House, 179 The Marlowes, Hemel Hempstead, Herts HP1 1BB. Telephone: (044 2)




Editor Elspeth Joiner
Editorial Assistant Mike Roberts

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 0626

Fruit Machine. . . . .............. ORIC/ATMOS 84
You needn’t gamble away those hard-earned pennies in a
fruit machine any more. Our one-armed banditprogram
means you can put them all in arcade machines instead!

ANSWETS: =0 T ime el e e e 89
Don’t PEEK at these pages until you're absolutely stuck,

Eunatlcandertiom v e oo il SPECTRUM 90
Rescue people from the moon and dock with your mother
craft in this superb game for the ZX Spectrum.

iThe RockmaniEflesicscas oo nn s o s

Find out what the intrepid Simon has been up to along
with details of bugs, and tips on arcade games and news on
B | the last word in driving games.

COMPETITION
W in Al SnoWmMANE E et e e
Copies of Quicksilva’s “The Snowman’ are just waiting to be
won,

Android Antics. . . ............ ELECTRON/BBC 6l
Fantastic arcade action in this machine code game for Elec-
tron or BBC B users. Watch out for the sequel next month.

BorisinaMaze............... BBC/ELECTRON 66
Save poor Boris from being splatted by cars, bombs or some
other sticky end.

CHARTBUSTERS

Britain:s software charts: 0.0 o o 71

See the top ten arcade and non-arcade games over the last
i | month.

Software Reviews 2 -t i el ek e 73

The second helping of evaluations from our experts.

Onithe Pister, . . Gwi ot et ATARI 78
Get those skis on and race between the flags in our fantastic
graphics game for the Atari family of home computers.

Published by: Argus Specialist Publications Ltd
No 1, Golden Square, London W1R 3AB

Printed by: Alabaster Passmore & Sons Ltd, London & Maidstone
Distributed by: Argus Press & Distributors Ltd 12-18 Paul Street London EC2A 4.JS




ELECTRONICS

Vic 20 computers
have been talking back to'§
their owners for quite some time. Now, "
Commodore 64 users can have that same
pleasure too—by getting an ADMAN\
SPEECH SYNTHESISER! It's word power
is endless as there is no set vocabulary. Yet
operation is simple. The 64 elements of
English speech are pre-programmed to let you
put your words together as soon as you switch
on. Just imagine..,.you’ll be able to program your
own adventure games with characters that can
actually talk, Many leading software houses are §
now developing programs that are compatible
with the Adman 64 Speech Synthesiser.

First releases are:

Twin Kingdom Valley (Bug—Byte) Attack—
Attack {Voyager) 3D Silicon Fish (Thor
Computor Software)

B ol B

For Vic 20 users there are also ln s 1 S u 01ce E
8k and 16k RAM PACKS and r--_-------'.---‘-‘-_—-A-d----v-'-z-u-‘
a 3 PORT EXPANSION Adman computer accessories are available from all 1 Please send me information on Adman Vic :
MOTHERBOARD. good computer shaps. For futher information, why I Accessories 1
Prices around: not take a lead from our speech synthesiser.....ask N !
for it! See you local dealer or simply post the | Mame - H
8k Ram Pack . . . . . £2019675 B sturnt | '
16k Ram Pack. . . . . £39.95 ; i Addresste ool e Raie BT S e i
Motherboard. . . . .. £19.95 Dept. C, Adman Electronics Ltd., Ripon Way, i 1
Speech Synthesiser . . £49.95 Harrogate, N.Yorks, HG1 2AU. Tel. 0621 740972 || P O - 1
: ! 6/84 64/Games Computing !
Adman Electronics Ltd. is a member of the Adam Leisure Group PLC =

i e

SUPA CATCHA
TROOPA

SUPA CATCHA TROOPA
Be astounded by the superb hi-res graphics, the six levels of play and

amazing sounds. Destined to be one of the most sought after games
this Christmas,

GOLF

We created it for the Spectrum, now also available for the 64, An
extremnely realistic challenging and fun experience. The authentic
computer golf, addictive whether or not you play the outdoor
game,

Call in at your local stockist or contact us now for these and the

rest of our range on the Vic-20, Commodore 64, Spectrum and Dragon.

Abrasco Ltd., The Grange Barn, Pikes End, Eastcote, Middx. HAS 2EX, a tOUCh Of mag’c

Tel. 01-866 2518.
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SAVE £4.25 by receiving
a FREE magazine binder
when you

subscribe to _Games

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.

l SPECIAL OFFER |
[ Cut out and SEND TO: ; : i : I
am enclosing my (delete as necessary,
eque/Postal Order/Infernatinal Money
| GAMES COMPUTING o e polle oas |
l Infonet Ltd Order forad
l Times House (made payable to ASP Ltd) I
l 1L 9 The Marlowes Debit my Access/Barclaycard” l
Hemel Hemp stead ( “delete as neccessary) I
I ieiis, pe e P[] MR E L] -
I Please send my free binder a.nd. Please use BLOCK CAPITALS and include post codes: |
I commence my personal subscription |
| with the issue Name (Mr/Mrs/Miss). .. ....covviininnen.nn Al T A S e T |
I e delete accordingly I
BUBERIEAION £12.25 for 12 issues A A e e e e e e T s, AL e e |
| RATES UK |
I (tick as 1600 FOR T2USSUESE | 1o il G s ot i s s et R S G e,
I i OVEFEEas SUALET™S | oo rprop et s aclo g e A l
| £36.00 for 12 Issues B D (el e i R :
I Air Mail J
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Spectrum ROMs from
Parker

Parker Video Games, the toy giant and in-
dependant video game manufacturing
company, is branching out into the
lucrative world of computer software
manufacturing.

Five new games are to be released for
the ZX Spectrum + Interface 2 on ROM
cartridge. Three of the five games are con-
versions from Parkers existing video
games. Popeye, O Bert, and Return of
the Jedi — Death Star Battle are the con-
versions. Gyruss and Star Wars are totally
new, having just been translated from the
arcades.

Gyruss has a total of 22 different
screens and has the player travelling
around the edge of the screen with the at-
tackers coming from the centre. Star Wars
has been translated from the 3D, eight col-
our vectorgraphic, voice synthesising
monster of a video game made by Atari.
The game re-inacts the final attempt to
destroy the Death Star and comes com-
plete with TIE fighters and the famous
trench to fly down.

Parker Video Games are at Owen St,
Coalville, Leicester LE6 2DE.

64 Graphlcs
Games
Made Easy

SCOPE, the compiling graphics game
generating language from ISP marketing
for the ZX Spectrum has received a face
lift. Called SCOPE Il the program has many
improvements over the original and is also
now available for the Commodore 64.

The original Scope was one of the best
selling utilities of 1983 enabling the user to
write his own graphics orientated games in
a language that is between machine code
and BASIC but converts into a machine
code type program with the corresponding
speed advantage.

The new Scope is similar to the old ver-
sion except that the resultant output is
pure machine code and runs very fast. The
instruction set of the compiler has also
been extended and the Commodore 64
version has even more extensions to cover
its more advanced graphics and sound
features.

Graham Lomax of ISP said that they
looked into the criticisms of the original
Scope and have made many modifications
that have been suggested by users. “We
made the manual spiral bound instead of
like a book so you can lay it flat” said Mr
Lomax “l wouldn't have thought of that,
but it was suggested by the users
themselves”. Users of the old Scope wiill
not feel cheated. ISP marketing will replace
any copies of the old Scope for a copy of
Scope |l for the difference in price. ISP will
be operating a ‘hot line’ here they will solve
any programming problems that Scope |l
users will have. In addition there will be a
Scope users club to swop ideas and solve
problems. | just wish other software
houses were as “user friendly”.

Scope |l for the ZX Spectrum and Com-
modore 64 costs £17.95 on cassette and
£18.95 for the disk version for the Com-
modore 64.

ISP marketing are at Crown House, 38
High St, Godalming, Surrey GU7 1DZ.
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Cheap alternative to
Phloppys

A new alternative to disk and so called
‘floppy tapes’ or ‘micro drives’ has just been
introduced by a company called Phi Mag
Systermns, named the 'Phloopy’.

The new system is for the BBC but will
be converted to run on other systems
shortly. The most important new develop-
ment is the tape itself. The tape is held in a
large cartridge about 4’ by 2° and instead
of having a spool or some reel mechanism
the tape just gets shoved in one end and
comes out the other, so there is no twisting
of the tape to.degrade quality like Sinclair
Microdrives.

The system takes three to four seconds
to scan the whole tape and then can load in
a program at a rate of 10K a second. Each
cartridge can store 100K and the tape
drive costs £f99+VAT. The interface for
the BBC costs £26 + VAT.

If you are wondering why they are call-
ed Phi Mag Systems it is because PHI is the
scientific symbol for magnetic flux
{whatever that is). Their address is
Tregoniggie Industrial Estate, Falmouth,
Cornwall TR11 4RY.

New from Hewson

Hewson Consultants have released two
new games for the ZX Spectrum and some
conversions of their existing range for
other computers.

3D Luna Attack is the third in the best
selling ‘Seidab” series. It features full 3D
graphics and three different zones of
nasties to fight your way through in your
Z5 hover fighter. 3D Lunar Attack will run
on a 16K Spectrum and is priced at £7.95.

Fantasia Diamond is a graphics adven-
ture for the 48K ZX Spectrum where ‘Boris
the master spy’, who is after the recently
stolen Fantasia Diamond, gets kidnapped
and it is your job to recover both him and
the diamond that he was meant to be after.
Fantasia Diamond has a vocabularly of
over 300 words and features full lexicon
checking, so the player can type in a sort of
pigin English to communicate with the
machine in a similar manner to the Hobbit.
Fantasia Diamond is available for £5.95.

The first two programs in the Seidab
series are now available on the dragon 32,
3D Seidab Attack and 3D Space Wars.
The two programs feature the full 3D
graphics action of their Spectrum counter-
parts. . Both programs retail at £7.95.

Finally ‘Heathrow Air Traffic Control’

has been adapted to run on the BBC or
Electron Computers. Heathrow ATC was
written by an actual air traffic controller at
Heathrow, so I'm sure that it's accurate.
This version has been expanded from the
original Spectrum version. It now features
Concorde, which presents an extra
challenge due to its extra speed and lack of
fuel — if you don't get it down fast it runs
out of fuel and a few hundred people get
killed. Heathrow ATC is available for the
BBC ‘B’ and the Acorn Electron at £7.95.

Hewson Consultants are at 7 Grahame
Close, Blewbury, Oxon OX11 9QE.

A new age

Yet more new machines will be on their
way to the shops shortly.

Radofin, the company that took over
the flaging Aquarius from Mattel are laun-
ching the Agquarius 2. The new machine
will have a real typewriter keyboard similar
to the new Atmos and extra capabilities
over the old Aquarius. Extended BASIC is
built in as standard allowing the use of the
limited resolution graphics of the machine.
16 colours on screen are supported and 80
by 50 plotting. The case is the same as the
old Aquarius, in the same colour with the
only difference being the keyboard.

As well as the new machine, Radofin
are launching a four colour printer/plotter
identical to the Commodore/Tandy/Sharp/
Oric/Atari design and some other, as yet
undisclosed, new peripherals. The
Aguarius 2 is priced at £80.

Amstrad, the British Hi-Fi manufac-
turer, is shortly to release its new machine
onto the market. It is thought to come in
five versions having 64K of memory, a
ZB0B processor, and have a custom
operating system with a new type of
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for Aquarius

BASIC. The new machine will come in
two separate parts connected by cable.
The first box contains a tape deck and real
keyboard, the second box contains a green
screen monitor with a power supply.

There is a colour monitor option for
£100. Hi-res colour and sound are stan-
dard, but a colour monitor or television is
needed. The tape deck and monitor are
both made by Amstrad who has a lot of ex-
perience in this field. The tape deck is a
standard audio type and not a digital as in
the Commodores and the new Adam,
however, the tape recorder will function at
two data transfer speeds.

The Amstrad micro will probably retail
between £199 and £399 depending on
the version. The machine will be sold from
Rumbelows, who have over 380 outlets,
and possibly Amstrad's existing hi-fi
dealers. A company to write software for
the new machine called, imaginatively,
Amsoft has been set up. Other software
companys are writing software. ;




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.

'POSTERN'S

MEGASAVE

MICROSOFTWARE MAIL SERVICE
76 Westbourne Terrace, London W2
FANTASTIC SAVINGS: Buy any tape from the recommended retail
price list and you can then buy any from the fantastically low

DOUBLE SAVERS list. To ensure REAL VALUE for maney youmay
purchase as many pairs of tapes (one from each list) as you wish.

Spectrum 48K Double Savers List Commodore 64 Double Savers List

ALCHEMIST IMA £1.75 PEDRD IMA £1.75
PEDROC IMA £1.75 HUMCHBACHK QOCE £1.99
ANDROID Il VOR £1.75 MR WIMPEY &4 OCE £1.99
SCUBA DIVE 777 £1.99 SHIP OF THE LINE RSH £1.99
POOL CDS £1.99 MEGAHAWK BIG E2.45
WHEELIE MRS £1.99 MANIC MINER SPR £2.99
ATIC ATAC ULT £2.35 REVENGE MUTANT CAMEL
LUMAR JETMAN ULT £2.35 LLA £3.20
BIRDS & BEES BUG £2.35 BUGA BOO Qul £3.50
SCOPE INA E7.00 STING Qul £3.50
QuiLL GIL £8.99 GAMES DESIGNER EUR £5.50
HOBBIT MEL £8.99 HOBBIT 64 MEL £8.99
VALHALLA LEG £9.50 GRAND MASTER (CHESS)

AUD £11.99

Recommended Retail Price List
POGO OCE £5.90

Recommended Retail Price List SUPER PIPELINE TAS £6.90
STONKERS IMA £5.50  CHINESE JUGGLER QUI £6.90
PINBALL WIZARD CF £5.95 SCUBA DIVE DUR £6.95
SPEED DUAL DKT £5.95 FALCON PATROL VIR £6.95
HARRIER ATTACK DUR £5.95 COSMIC CONVOY TES £6.90
HUNCHBACK GCE £6.90 DERBY DAY 64 CRL £6.95
FRED QuUI £6.95 CHINA MINE INT £7.00
3D ANT ATTACK Qul £6.95 BLAGGER ALL £7.95
SNOWMAN QUI £6.95 QUEST OF MERRAVID  DUL £7.95
SKULL GAM £6.95 KRYSTALS OF ZONG PSS £7.95
CLASSIC ADVENTURE  MEL £6.95 SPACE PILOT ANI £7.95
NEBULA RED £6.95 GALAXY ANI £7.95
BUGA BOO QU £6.95 SKRAMBLE ANI £7.95
BEAR BOVVER ART £6.95 MOTOR MANIA AUD £8.85
FIGHTER PILOT DIG £7.95 TWIN KINGDOM VALLEY

MANIC MINER SCP £5.95 BUG £9.50
ORACLES CAVE DOR £7.95 COLLOSSUS CHESS CDS £9.95
HUNTER KILLER PRO £7.95 ARCADIA IMA £5.50

cro at Megasaves rock bottom value for money price. plus next Fantasllc
ble Savers list, Please state Spectrum or Commodore when ordering. Send
cheque/PO to

Megasave, 76 Westbourne Terrace, London W2.

10

(er:F  SPECTRUM

LATEST CHALLENGE. . i
Combining the best of two alien
worlds on one mind-blowing cassette.

£7 9 WITH KURRAH

SPEECH

Postern Ltd, PO Box 2, Andoversford,

cheltenham, Gloucestershire GL54 ssw POSTERN

HEARD THE NEWS' 7\
MICROPOWER ARE ON

THEIR wAY WITH

COMMODORE 64
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The Name
ForQuality
And
Innovation
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ADVANCEB PILOF TRAINER

ertté'h by a flight SImulator instructor and pilot.
, Superb graphics. comv@ ORE &t viC 20 16K £7.95

" TRADE ENQUIRIES: ANIROG SOFTWARE LTD. "29 WEST HILL DARTFORD KEl :;'1(0-322}.9251 3/8
MAIL ORDER: 8 HIGH STREET HORLEY SURREY 24 HOUR CREDIT CARD SALES HORLEY (02934) 6083
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Super 3D arcade action Invaders will test your skill and 3D co-
ordination to their limits. 8 rippling colour Invader screens of
increasing difficulty with keyboard controlled 3D laser movement

and fire sequence. (Brain required) £6.95 /

Flight simulator "~

Oricle (Smart Oric) 2
Hours of family fun. Oric gets smarier the longer you play, eventually ‘

you will have no secrets. Be careful what you say. £6.95 Also in French)

Mystery Tower
Superb musical arrangements. 47 different rooms. 3D and colour make

this adventure game most enjoyable. You will certainly get lost, or forget
where you're going. £6.95 (Also in French)

Flight Simulator

With airspeed, radar, ground/
vertical flight path indicators,
artificial horizon and altimeter with
continuous flight monitor on engine
condition, stall speed etc., full
colour, Hi-res graphics, 30 and
sound. £6.95

Space Crystal
Space trading adventure game. Fascinating 3D space travel on your

voyage in search of the illudium crystal, Black holes, meteorite storms,
Space pirates, ete. Full colour and sound. £6.95. Also available for
Dragon 32, Spectrum and Commodore 64
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Dear Editor

This is a desperate call for help! Can
anyone give me a clue as to how to finish
two adventure games | have for the TI-
99/4A. | have had these two games,
"Pirate’s Adventure’’ and ‘‘Savage
Island’’ for three months and still can’t find
any treasures, passwords, or keysrequired
to finish the game. The furthest I've gotin
“’Pirates’’ is to the hallway in the cavern,
but the door at the end is locked, and with
no key it appears to be impossible to get
through. Another door next to the
crocodiles is also locked. In ‘‘Savage
Island” I've got as far as inside the volcano
and to the ledge on the west side of the
lake — not even any locked doors!

Has some Mega-super being got any
further? If so could they pass on the
answer to a desperate TI-99/4A adven-
turer.

Luckily | haven’t done so badly in *'The
Attack’’, where my high-score, on level
one, is 182 200 reaching stardate 26. On
level four itis 102 800, reaching stardate
9. These scores are more or less the
highest, because after these stardates the
game doesn’t get any harder — so you
could say that |'ve beaten the computer!
(in at least one game), but the computer
still leads 2-1.

Stephen Joyce
Halifax

Are there any mega-super beings out
there? If so have some mercy on this poor,
distraught, Tl adventurer and tell us the
answer.

TR § e———————

Dear Editor

Thank you for a great mag, its the only
value for money mag on the market, and
thanks for supporting the TI-89/4A, not
many do. I'm sure all the Tl owners will
stand behind me and say ‘thank you very
much indeed.’
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Could you please tell me which, in your
opinion, would be a good program for filing
and where | could get one as the ones that |
have found have been very poor and not up
to the job.

Yours Faithfully

W Fairbairn

Inverness-shire

Thanks for the compliment about the TI.
We will still be supporting the TI-99/4A in
future issues, so prospective authors are
invited to send in their work.

I'm afraid we can’t help with the filing
system problem as we know of no such
available system for the TI-99/4A (even
bad ones). If anybody out there has one,
send in the details so we can tell people
about it.

_’_

Dear Editor

| have been receiving Games Computing
since it first came out, and have typed in
the various Sharp MZ80K and MZ80A
games. Glancing through the magazine,
one finds an amazing array of games for
the Spectrum, Commodore, Oric and
others, all look superb. But no programs for
us Sharp users. | know that we have no
high-resolution graphics or colour but sure-
ly many people send in some very good
games. Please, please include more Sharp
games in following issues of this great
magazine.

Richard Corner

Wirral

I'm afraid that you are wrong about Sharp
games being sent in, Richard. We get few
games sent in for the older Sharps (and

reflects the relative popularity (or lack) of
these machines. We may still publish the
occasional game for Sharp computers, as
and when we receive programs which we
feel are suitable for publication.

e () T T

Dear Sir

The first issue of your magazine | bought
was the February issue. | must admit with
all the colour drawings and programs | was
very impressed, and found it even better
than Computer and Video Games
magazine.

One thing | liked an awful lot was the
section on computer animation, the article
was well written and the pictures were
brilliant, | also thought that your letters
page was very good and | enjoyed reading
other people’s praise and suggestions for
the magazine.

| would like to congratulate Games
Computing magazine as being the first
magazine | have seen to put an Oric game
on the front cover and also having more
than one Oric game included. In most
magazines two or three Oric games is a
rare sight. | think like many other Oric
owners this is great news.

Altogether | think your magazine is
great.

Yours Faithfully
Jaques D’Arcy
Dublin

Well Jaques, | don’t think we can take all
the credit for being the first. | am sure that
someone else has published more than one
program for the Oric. | hope you continue
to enjoy reading Games Computing for
many months to come. Thanks for your

very few for the MZ700 either) and this encouragement.
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You are flying peacefully through inter-
national airspace, when you come
across an alien MK30. Being a member
of the BCM (Ban Centralism Move-
ment) you are obliged to shoot it down.
You are equipped with the latest mis-
siles and scanning equipment. At the
top of the screen you are told whether
you are behind, ahead or level/ with the
Alien. If you are level, a warning will
sound (a bleep). This is when you must
fire. If you are ahead, you should de-
celerate using “D". If you are behing
you should accelerate, using “A%
“F" to fire.
Lower down you are
you are going faster
same speed as th
you if you ne

your position [you are t
__and your er}emy s p03|
plane).
You have 10 sklil Ievels and the ga
becomes harder as you go along. z
. must destroy as many MKSO’S as‘you
can before either:
5 oots first or

is a high score table é 3 pla

’I) Do not be confused by th position &1
' .Remember: ~

2) If you accelerate towards the Alien,
fore you get level decelerate, so

that you will be going slower when you
level up, giving you more timeg#to fire
and more chance of hitting hij

3) If you are decelerating, do e sgife
as 2 but accelerate just befgfe you get
level.

4) use skill leve
Definite

5) KEEE

st/of the time.
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Q-Bert

Runs on: Philips G7000

Made by: Parker

Price: £34.50

The object of this game is to score points by
changing the colour of cubes in a pyramid.
To do this you have to hop Q-Bert from cube
while avoidng “'nasties” who try to stop him.

Each time a whole pyramid is changed to
the destination colour, you will proceed to a
new pyramid or round. There are nine game
levels in all with four rounds per level.

Q-Bert is moved from cube to cube, only
in the diagonal directions, by the use of a
joystick.

You will start the game with seven
Q-Berts, the first one appears on the top cube
and the number of Q-Berts left is shown on
the left of the screen. The destination colour,
the colour that Q-Bert has to change the
cubes to, is also shown on the left.

If Q-Bert jumps off the sides or the bottom
of the pyramid, he fallsand that Q-Bert s lost.
You will hear an explosion signifying that he
is dead. The next Q-Bert appears on the top
cube, ready for you to try again.

Q-Bert has five enemies. Red Ball can
squash him if Q-Bert does not get out of his
path. Purple Ball holds the same danger, but
when he reaches the bottom of the pyramid
he hatches Coily the Snake. Coily can them
follow Q-Bert and if he catches him, Q-Bert
dies. The best way Q-Bert can avoid being
killed is to hop onto a flying disc. There is an
exit cube within the pyramid and if Q-Bert
hops onto it and then boards a disc it takes
him to the top of the pyramid. As Coily blindly
follows Q-Bert he falls off the side of the
pyramid because the disc is no longer there.
The number of discs and where they are plac-
ed will differ depending on the game level and
round.

Wrongway can also kill Q-Bert.
Wrongway travels sideways and upwards in
the lower part of the pyramid.

Slick can not catch Q-Bert, but he can
change the cubes back to their original col-
our, so that Q-Bert has to retrace his steps.
However, Q-Bert can stop him by running in-

f you
ks you score exira dl e

characters except Q-Bert freeze for a mo-

The game ends when you run out of
Q-Berts. After a brief pause the game
restarts. A different level can be selected by
pressing Reset and if the high score isbeaten,
you can type in your name.

Points are awarded for changing the cube
colour, for luring Coily off the pyramid and for
completing each round. Each time 300 points
are scored, an extra Q-Bert is awarded.

The graphics are reasonable and sound is
good, for example a tune is played when a
pyramid is completely changed and a noise is
heard when the discs fly to the top of the
pyramid. This is a fairly enjoyable game.
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Frogger

Runs on: Philips G7000

Made by: Parker

Price: £34.50

The object of this game is to hop as many
frogs as you can to their homes across the
river, scoring as many points on the way as
possible. There is a dangerous road to cross
and a speeding river to leap.

The first thing that you see on the screen
when you switch Frogger on is a small frog
jumping from one side of the screen to the
other — this is the frog you have to guide
through the perilous journey.

Frogger’s journey takes place on two dif-
ferent screens. Thefirstis the road. He starts
the game on the pavement facing five levels
of cars and trucks. The traffic travels in alter-
nating directions and at different speeds.
Frogger is killed if he touches any part of a
vehicle.

When he reaches the next pavement the
screen will switch to the river phase. Because
frogger can't swim — the current is t00
strong — you have to hop him from one row
of logs, turtles, or aligators onto the next one
in order to reach home. -

Frogger can hop from sidetosideonalog
and he can jump forward or backward onto

Mario Bros

Runs on: 2600/VCS
Made by: Atari
Price: £29.99

In this game, if you are using the one player
option, you control Mario — a little carpenter
_dre;a“sedhm blue. The aim is to catch the pests
in his house, including Shell

Pt g creepers and

If t’he two player option is chosen, Luigi,
Mario’s brother, also tries to catch the
animals. Mario and Luigi can either play
against or with each other. They have
separate point indicators, so you can see who
is the best pest — catcher even if they are try-
ing to kill the animals together.

The way to kill the pests is to make
Mario or Lu|_g| jump up, by pressing fire, so
that they hit their heads against the next
floor up. If a pest is directly above their
heads, it is knocked unconscious, but
after a while the Shellcreeper, forexample!
stands up, then lies on his back with his
legs in the air and then he comes to life
again. :

; To avoid the pests returning to life, the
little men have to walk over them after
they have been knocked out and before
they recover. This makes the pest fall to
the bottom of the screen, thus being killed.

Q

other floating objects. The red objects
floating on the river are turtles, he can hop on
their backs as well as between a set of them.
Once the turtles turn blue they can dive, tak-
ing the reluctant Frogger with them to his
demise. When you see ablue turtle appear on
the screen it means that they are coming up
for air and will soon turn red.

On his way across the river, Frogger may
see alady frog on alog, if Frogger rescues her
by jumping on her, you will hear a sound and
see only one frog. If you manage to take her
home bonus points are awarded.

Alligators also float in the river. They love
to eat tender frog morsels, sO don’tjump on-
to their jaws.

Snakes may appear on the riverbank as
the game gets more difficult. Frogger must
keep away from these. Frogger mustalso not
float off the screen or he will die.

The next mission Frogger has to under-
take is to jump into a home bay. If he hits any

part of the shrubbery on the sides of the
home bay he will die. Frogger can'tjumpinto
an already occupied home bay, and if an
alligator's head is showing in a home bay he
* again cannot jump into it. However if Frogger
jumps into a bay that has a fly in it, Frogger
gets a free meal and you score extra points.

If Mario or Luigi walk into the live
animals, the men are killed. Mario and Luigi
can walk off one side of the screen and on-
to the other. This is useful as there are also
objects that chase the men, and these can
kill them. Bonuses are awarded for collec-
ting coins and wafers. A wafer appears
each time a pest is killed andif you catchit,
800 points are awarded. When coins ap-
pear all the pests disappear and you are
given 15 seconds to collect as many coins
as possible. A timer can be seen that
counts down the seconds.

: In later rounds, Slipice appears, cover-
ing the floors with a treacherous layer of

Attila the Hun. lvan the Terriblé.
Count Dra_eula. The Daleks.

- More evil than all of them
put together.

Death

Three-dimensional terror from RABBIT SOFTWARE

St

You start the game with five frogs. The
number of frogs remaining is indicated by
blue rectangles on the left side of the screen.
The game ends when no frogs are left.

There is a 45 second time limit to get from
the pavement to his home. There is a timerin
the lower part of the screen. A warning
sound can be heard when ten secons remain.
If you run out of time another sound occurs
and a skull appears where Frogger was. If
Frogger reaches home with time remaining
you score 10 extra points for every second
left.

Frogger
over vehicles and snakes
jumps are dangerous.

There are eight levels of difficulty, each
time five frogs reach home you will movetoa
higher level. Your score is shown on the right
of the screen at all times.

Included with Frogger is a good detailed
instruction booklet showing clear diagrams
of all the hazards Frogger may come up
against.

There are noises and sound effects all the
way through this game, including bounding
noises when Frogger jumps. The graphics
are not nearly as good as in other versions,
but that is to be expected.

can jump most ways including
although these

ice. You can stop him from freezi
ground by hitting him from belovflgr?dtng
fg%t;?tknocked off a floor when he starts
The game begins with three or five
turns and an extra turn is awarded with
every 20,000 points scored. When all the
pests are killed a new round begins. There
are eight different games, starting with the
round with Shell-creepers. These are the
easiest pests to kill. Side steppers have to
be hit twice and Fighterflies hop up and
down, making them harder to kill.
Located between the two bottom
floors there is a ‘pow’ switch. This is used
to flip over all the pests on the screen, butit
can only be used three times and doés not
reappear until you reach a new round
There are noises all the way through the
acﬁnonéhmclljuding when the men walk
when they bash their ;
wheat dzwn‘ heads, and when the
Th]s is an average arcade game — the
graphics are not too bad, although the
pests are difficult to see clearly, probably
because they are too small to be precise.
This is a game where timing is impor-
tant — once this is mastered itis fairly easy
to play. There are many better games on
the market, and cheaper ones too. | would
not go out of my way to buy it.

RRP £5:99 inc VAT
For CBM-64 & ZX Spectrum48K
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Our intrepid explorer is
forced to leap across
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Rocket Man runs on a BBC model Bor 32K
model A. It is approximately 8K long and
Runs in mode 1.

For people who want to use discs to
load and save this game, they will find it
uses up too much memory. So to get
around this they can type the whole pro-
gram into the computer in mode 7, without
running it. Then they can save itas normal.
To run the game, just load it in as usual and
then type in the following:

% KEYO FOR Q% =&EOO TO &3000 :
?2Q% =?(Q% + &BOO):NEXT:M
PAGE=&EQOO:M NEW:M OLD:M
RUN:M ]

(where the colons in front of the

‘M’s are replaced by the shifted

backslash symbol)
then press function key zero. After a few
seconds the program will run.

For people with only cassette then the
program can be loaded, saved and run as
normal.

The program has its own explanation
contained within it, of how to play the
game and what keys to use.

RUNdown

Line Action

10 Moves the screen down
aline

20 Sets the name of the
game

40 If there is an error in the

typing in of the program,
then it changes the mode
7 and calls PROCerror

60 & 90 Turns off the flashing
cursor

100 Joins the text and
graphics cursor

110-140 Calls up the PROCedures
to define the characters
and the landscape

160-250 Works out which piece of

rocket needs to be
printed on the screen and
where, also calls up the

22

260-350
PROCcharset
490-620

PROCmove
660-680

700-710
750

760-770

780-790

800-840

main procedure, PROC-
move

Works out where to print
the rocket fuel

Defines the 13 chracters
needed

Contains the character
data for PROCcharset
This is the main routine
Defines variables and
sets the colour to yellow
Deletes the rocket man
character off the screen
Increases or decreases
X% depending on the
keys pressed

Stops the man going off
the left or right off the
screen

Works out which way
the man is moving and so
sets C% to the character
which is facing in the
right direction

Works out the speed due
to gravity and stops the

850

860-910

man going off the top of
the screen

Increases the man’s up-
ward velocity and
decreases the fuel if the
SHIFT key is pressed
Checks to see if the man
has landed on anything.
If he has it stops the
downward velocity and if
he has landed on the
rocket piece it takes rele-
vant action
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F

920 Checks to see if the man program, but will end the piece of rocket the manis
. is in the fuel station, and program again if the carrying
calls PROCrefuel if he is escape key is pressed DA% & JIM%  Says which rocket piece
930 Plots the rocket man on | |PROCtakeoff  Makes the rocket. take- the man has to collect
the screen off once it has been built next
940 Checks if the man is car- and fuelled C% Character number of the
rying something and is | |PROCfinish Once the player has lost rocket man
also over the landing bay all his lives, this pro-| |D% & F% Co-ordinates of bullet 1
950 Checks if the man is cedure tells him what his M% & N% Co-ordinates of bullet 2
touching the electrified ?]cclref |hs and then asks X% &Y Co-ordinates of rocket
wire im if he wants another man
960-990 Checks if bullet 1 has left game. Y1 Vertical velocity of
the screen, then if it has, rocket man
it returns the bullet to a = MF% Man’s fuel
turret and aims it at the Varlables Used SF% Fuel left in the station
man U% & 1% Co-ordinates of the piece
1000-1030 Does the same as LINES SC% Score of rocket to be collected
960-990 but for bullet 2 L% Number of lives left D1% & F1% Direction of bullet 1
1040-1070 Deletes the bullets from B% Character number of the M1% & N1%  Direction of bullet 2
the screen
1080-1110 Moves the bullets
1120-1130  Checksif the bullets have ]/
hit the man /
1160-1170 Plots the bullets
PROCsetu Draws the screen and the a FF
i tunnels oo R 23 s 0 67 03
1240-1270 Cov?jrs the underground S
in re 120 Pf%:EIE:ssetura
1280-1300  Puts the electrified line {4a pAz=2
on top of the ground {Eg ﬁgghamx:: 0 1 STEF -1
1330-1400 Prints all the characters i ?E?ﬂif $S7!G:m?.:rctim.\ DAL%: NEXT
e.g. the gun turrets on 130 pean (7, 1t
the screen DA% =DA% +2
1410-1590 Draws the vertical tun- cen e, 2
nels and the electrified PROCAove
walls around themn FOR J1MZ=9 TO B STEF -1
1600-1710  Draws the horizontal tun- B e
nels and the electrified READ U7, 17
walls around them s
1720-1860  Fillsin the gaps leftin the BEaLTn, S
tunnels and walls FROCTOVE
1870-1890  Prints up the fuel and the ‘umf
score e
1900-1950 Prints up the number of :
lives left DEF PROCcharset
1980-2000 Data for the position of e
the characters on the
screen
2020-2040 Data for the position and L2 ENPERHY
length of the tunnels on UATA 24,28,50,60, 126,
the screen
PROCend This is called once a lifeis
lost
2080 Makes the crash noise
2090 Delay loop to give the
player a chance to realise
that he has lost a life
2100-2110 Decrements the number
of lives left and checks to e
seeifitis 1 or more 560 DL=S000: F=2000: ML=3000: NL=2000: V103 01 228 - : o
2120-2170  Deletes the bullets and %e0 coLouR 2
the man from the screen e ah
2200-2240 Deletes one of the men SR
on the tOp left of the 1 AND Y%SL3) THEW GOTO 500 oc et
screen
2270 Data for the position of :
therocket pieces and fuel
PROCdrop Drops the rocket piece or
rocket fuel into the land- ALarela
ing bay, and deletes the 3@ IF Y>1814 THEN ¥1=0:Y=1B10:6070 040
bullets and the man from e 1 ey I hen ASPRINT TAB(@,@)HFYYDU S
the screen
PROCintro Explains the controls and 52
how to play the game 2 anp atn
PROCd Waits for a key to be e
pressed before continu-
ing
PROCrefuel Transfers the fuel from
the station to the man,
when the man haS Iand— D=1 OR P1%=3 OR Pi%=1 OR F7%=3 OR 1) AND Y<&BE THEN FRO
] ed in the station 1111 #568+E4-RND (A% ENVE
PROChit Makes a sound and then SEDeLa.0) e pst T a0l
halfs the man'’s fuel 980 IF F1%<3 THEN
PROCerror This will print up any er- 1233 %i Fﬂ-\zg?\-T:—‘.;R\l1;;m ol 1) A5ESH AT 14) £ A=A 96: ENUE
ror in the typing in of the e e ot xbaN e amit) s N1TAES L Y20t TR ek ey
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1820 IF M1%<3 THEM M1
1030 IF MIZ-30 THEM M1
1040 GCOL @,PSYLEE

105E PLOT 71, M%, N

1188 UNTIL SF MFL<B
119a FPROCfinish

1208 EMDFPROC

1248 voU
1250 vou 24,0;:@

4,4
127634803
@,129:CLE

1260 GCOL
1270 VDU
L1280 MOVE 0,480
1290 GCOL @,3
ZEa DRAW

1340 FOR A
1350 REAL W
1340 READWY
1378 FOR 0%
1380 READ Y%,
1390 MOVE Y%,E
1400 NEKT : NEXT
141@ GCOL 8,0

1420 FOR Q%=1 T0 &
1430 READ EX, R%,TX
L44@ VDU 4

145@ VDU 24,R%; (TH
1440 GCOL @,128
1478 CLE
148@ GCOL @,3
1450 MOVE 3
1580 DRAW
1518 HOVE
1520 DRAW
1538 MOVE
1549 DRAW R
1550 IF TH:S
1560 MOVE R¥%,T%-
1570 DRAM R
1580 GCOL 9,0
1598 NEXT
1608 FOR B
14618 READ
1620 EX=E¥+1

1630 WDU4

1648 VDU 28,R%; TH-92; REAELXTD
1650 GCOL @, 128:CLG:GCOL @,7
1660 MOVE
1670 DRAW
1480 MOVE
1690 DRAW
1708 GCOL
1718 NEXT
1728 VDU 26

1730 GCOL @,3
1740 MOVE 544,418
175@ DRAW 574,415
1768 DRAW 576,356
1778 GCOL
1788 GCOL

(RYEO

5T
RUHELHER, T2
a,8

1B1@ WDU 5
1820 MOVE 832,488

1830 GCOL ©,130

184m VDU 127,10,9,127,10,9,127
1850 GCOL @, 128
1848 VDU 4

1B7@ PRINT TAB(®,@)HMF2
1886 PRINT TAB(15,015
1858 PRINT TAL(30,0)
19e@ VOUS

1718 MOVE B,988
1920 GCOL
1930 FOR O%=@ TO L%
194 VDL 22R

1950 NEXT

1960 ENDFROC

1970 :

1980 DATA 2,&,160,900,
1990 DATA &4,512,235,
2000 DATAZ, 1,224,512
201@ @

2078 DATA 1@,128,512,10,352,5
20308 : gt
ZR40 DATA 5,192,255,4,116,448,4, 544,352,
2050
2060 :

207@ DEF FROCend

2080 ENVELDFE 2,1,1,8,1
2090 FOR W=l T0 SB00:MEXT

1

1
1 THEM PROCFinish

2118 IF L¥%<
o,

2 XY
2140 VDU C%

2130 MOV

2158 FLOT 71,D%,F
2168 PLOT 71

21708 S
2288 VYOUS
221@ ecOL 0,@

2@ MOVE (L¥%-1}%32,988
2230 VDU 228

2240 GCOL @,3
2250 ENMDFROC

2260 :

2270 DATA B,08,176
22808 :

2200

230 DEF PROCdrop
2318 EMVELOFE 1,1,
2320 FOR Q@ 32 TO
2332 MOVE X
2340 IF JIML
2350 VDU B
2350 FOR Wi=1
237@ GCOL @,0
2380 MOVE XX,0%

2350 VDU BE

2400 IF JIM%>4 AND DEIL12 THEM
2410 MNEXT

2428 IF JIMX=9 THEM GCOL O,
243@ IF JIM%=8 THEN GCOL @,
244@ GCOL @,3

2450 MOVE ¥%,00: VDU BX

[ 2a4B BY= (4-J ML)

2470 GCOLA,@

2480 BY=0

-2,0,0,200
(A1awt

4 THEN GCOL @,3

TD SO:NEXT

AND

232, 233, 608
212,512

12,7,672,51%, 6,480,

one, 100, 708, 127 ,0,8,—1, 126, 1 26: SOUND 4,2,0,48

=]

o2

%-346 THEN PROChit
I& THEM PROCH:

2a9a
25ea
2510

MOVE XX, Y¥:WDU CX

PLOT 71,D%,F%

PLOT 71,Mx,NZ

2520 ENVELOFE 2,10,84,-54,8,1,1,1,
2538 ENDPROC

2540 1

2550 :

25460 DEF FROCH

257@ FPRINT TAB(5,23) ;CHRE1E
2580 #FX15,08

2590 A=GET

26080 CLE

2610 ENDPROC

2620 :

2630 :

2640 DEF PROCtitle (W$,L)
2450 FOR QX=L TO L+1

26460
Z&HT@ MEXT

2688 ENDPROC

2670 :

27008 :

2718 DEF FROCintro
2720
2738
2740

FROCLL L1 e (CHRELIS+"*
PRINT TAB(F,13) iCHRT

tten by"

2950 PRINT °°°
FRINT
FRIMT
FRINT
FRIMT
FPRINT
FRINT
FRINT
FRINT
FROCD
PROCtitle (N$,0}

PRINT *°° "CHR$13@; "
FRINT CHR¥1

‘CHR$13@; "I+ you are hit by
CHR#130; "fuel is lost,

1383 "much fuel
quickly.
will

2968
2978
2980
2950

as you coule
If your
longer

no o}
try
The ground,and the
re covered with
if you touch, will

“given 3 bits of

PRINT "CHR#131;" Left.....
FRINT "CHR# Lk Middle...
PRINT °"CHR$134 Right.... fuel 1
FPROCtitle{CHR#13&+"G O D D L U C K",

FROCH

PROCtitle("Controls”
FRINMT
PRIMT
FRINT
FROC
ENDFROC

T CHR#134; SPC (10} 5
“CHR#12%;SPC (1B 3
‘CHRE1Z1;SPCI4);

CSHIFT

DEF PROCrefuel
GCoOL @,3

MOVE Zae,528
VDU 228

voug

REFEAT

3260
5278

2B

sCHRE134; "Fress

PRINT TAE(IB-LEN(WS) /2,0%) :CHRE129; CHRE141 ;WS

2750 PROCtitle("James Mcphearson', 14}

2740 PRINT TAD(9,18) ;CHRELSE:; “Designed by

277@ FROCtitle(“Bareth Jones",19)

2780 PROC

2790 FROCtitle (NF,0)

2800 PRINT TAB(O,4);CHRE13G; " In this gams you must

2HI® PRINT CHR$138;"of & spaceship and then refuel it.

FEHZO FRIMT CHR#130;"do this you have to use the jet pack on':
ZEIB FRINT CHR#130; “your back."

2840 FRINT "CHR®¥1313" To colleckt the bits all you have to
2850 PRIMT CHR¥131;"do is land on i carry them

28508 PRINT CHR#£131;"directly over LF ding bay ¢

2878 PRINT CHR$131;"yellow hale),

28280 PRINT CHR#1: automatically e

2898 PRINT “CHR#$12 Your pack uses fua To rafusl it"
2908 PRINT CHR#133;"you must land in the fusling station,”
29108 FRINT CHRF135; " (the vellow thing like this";CHRF147; "up®;CHR$F255;CHRF135; "
2920 PRINT CHR#133;"but the station has a limited supply.™
2938 PROCH

2740 PROCtitle (ME,@}

s0 do not
pack r

to get back to the fuel station."

At the top of the
information
jet pack fuel®
Your score"

any

key to continue"

SOUND 1,1,100,1
+CHRELET 80

a bullet, half your"
not take too
= it
aut

-1

wery

un
and

<y weu
of the tunnels";
2d wire,which";
you a life.*

screen you will

eft in station"
T T:f”‘?.mm-'z
o 51;_-ur;2:ar-
TIL B e [ 1T
Move left" _,,g!f{,"w 1} OR gps
*BCOL 0, 02 Moy “4?’
Thrust® el

5 = TIPRINT T,
=388 Enppy Tang 5
Sive DERGE K T

3480 pep g
= " FROCH; ¢
3215 gN“Eanth:!
=<l g, &
azp LN :

*7,10,239, 53, =

(R =
! R 1 T e
S127 i
PRl Al s

3958 FRrigr o
3960 ypy « PBIB,8)

T Enpee
Sqpg ENUFROC

MF3

6,992,512,7,928

o
52,

12,544 , 8,578, 384

620,694

Sounp 1,1,8,1
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PROCar -
L7 THENEWR
B0, 10,y

48 Enpes, PRINT 4o
Zeag CMOPROG

3560 ,
3570 pep
3580 Gy,

= ' ~LOFPE
IS8 s |!'
3500 FoR . !
3510 ypy 5

at Jjing

"FERL

FROC

1,200, 0 -
0220,35, 127 4

m

0,127

27,18,

Takys 05y
B 50y
720 Enppen B (38, 0) 5ry
373g . DEROC x
374m
3759 per g
3768 upy :
3778 For gy,
CoLaus
LS
3800wy
: 1s,
3610 py 147

°
3820 pgany,
3828 Qy=ny,,

ROCt 4 ny sh

TO Sppp,
-a FNEXT

Poinggm

hag
(5,13,
THEN =55

"+STH: =+
= HE (M KRR ) 4 uni
5 Of fupg

lefgn

A
BB, 105 upy YOU wanT

THEN gyp
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CAN YOU BEAT OUR
GREAT GAMES

We've got the biggest (and best) selection of games
for the Commodore 64. We think they're unbeatable

MORE THAN GAMES. ..

Our FREE catalogue lists dozens of programs
for your Commodore 64 to help you run your business,

write programs, or just enjoy yourself. We’ve been producing -
top quality software

i SUPERSOFTS
the best, just remember our name. . -
SUPERSOFT, Winchester House, Canning Road, Weaidstone,

Harrow, Middlesex, HA3 7S] Telephone: 01-861 1166
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There's been talk of the CBS

Adam Family Computer for many months.

It’s finally reached us here in the UK and,

much to his surise, Mike Roberts found he

: ‘_Next'month you can WIN AN ADAM

Once upon a time there was an excellent
video game made by CBS called the Coleco-
vision. “Lets turn it into a computer” they
thought, and they did.

There are two models of the Adam, one
requires the Colecovision to be plugged into
the back. The other is a stand-alone unit that
retains full compatibility with the original,
even to being able to play the Colecovision
cartridges.

At first sight the Adam looks huge. The
box measures up to a massive 4’ by 2’ by 1
and as heavy as lead {(well, it felt like it at the
time). Inside the box no space is wasted,
which is a relief after lugging this great big ob-
ject around. | recommend that anybody who
buys one of these giants uses an estate car to
take it away despite the ‘easy carrying handle’
on the side of the box.

When opened the box contains a
keyboard, a printer, the ‘memory console’,
three manuals with lots of instruction leaflets
and reference cards, and three Digital Data
Packs for the in-built Digital Data Drive.

| shall cover each of these components in
turn as with other computers they would be
bought separately instead of coming as a
whole system like the Adam.

The keyboard is the most striking of all the
parts of the Adam. It is made up of a 76 key

GAMES COMPUTING JUNE 1984

dedicated wordprocessing keyboard with six
function keys, like a BBC or Commodore
computer, cursor keys arranged in a cross
shape with a‘home’ key in the centre. In addi-
tion to this there are ten extra word process-
ing keys.

The keyboard has an excellent ‘feel’ to it
and with the added luxury of a sculptured
sloping mounting this is the best keyboard
that | have ever used, it is even better than
business systems costing thousands of
pounds.

The keyboard is detached on four feet of
coiled cable, so all the heavy stuff canbe ona
table and the light keyboard can sit on your
lap. The keyboard also contains its own
micro processor leaving the main unit to run
more mundane things like the ‘Buck Rogers
Planet of Zoom" game.

The printer is a bi-directional daisy-wheel
type. This means that the printed output is
similar to the more expensive typewriter style
of printer. There are some disadvantages
with this system. Itis very slow, about ten or
twelve characters per second, although it
does try to go a bit faster being bi-directional,
i.e. it prints in both directions.

The power supply is housed inside the
printer casing. A printer is basically an empty
box although a lot of space is needed for the

paper carriage. The power goes into the
printer, then via a single lead to the computer
along with the data lines for the printer, and
finally to the keyboard. The Colecovision
console, plugged in the back, takes its power
from the main computer. But the real big
drawback with this printer is the noise. It is
the noisiest printer | have ever heard, and I've
used a few in my time, but it would be very
difficult to use in any office environment
unless it was silenced.

| am puzzled as to why the decision was
made to use a daisywheel printer. | would
have thought that a dot matrix printer would
be better, because this would enable you to
do screen dumps of the excellent graphics
that this machine is capable of producing.
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The actual processor box itself is con-
nected to the Colecovision by a sturdy edge
connector and the two pieces clip into a
frame that prevents them both wobbling and
putting strain on the connection. The main
box houses 64K of RAM and in addition to
the 16K in the Colecovision, it makes 80K of
RAM which means that pretty big programs
can be run on the Adam.

On the front of the main unit is the ‘Digital
Data Drive’. This is a high speed tape drive
that can store up to 500K on one tape in a
similar manner to the infamous Sinclair
Microdrives but storing over six times the
amount of programs on one tape. Loading
and saving is very fast, it only takes a couple
of seconds, and using it is very much like us-
ing a disc drive. No more problems with tape
recording levels and incompatibility.

There is space to take another tape drive
next to the existing one. The lid of the box is
removable and reveals an empty space with
three expansion slots. | don't yet know what
they are for, but it shows there is room for
future expansion including the promised om-
nipresent disc drives. There are two other
connections on the outside of the box. Oneis
an extension of the Colecovision expansion
connector and allows you to use the Atari
adaptor and other extensions to the Col-
ecovision. The other connector is identical to
the keyboard connector and is mysteriously
labelled ‘Adam NET" only time will tell exactly
what this means, but could it be something to
do with a network?

There is some software included in the
package on two tapes, in addtion to a blank
tape and a word processor built into the
machine. This word processor is very good
and very, very easy to use with almost every
process carried out via a menu system using
the function keys.

When you turn the machine on it will
become a word processor unless there is a
tape in the tape drive. If there is a tape in the
drive and it is a machine code ‘auto start’ tape
then that program will load and run instead,
which is what happens with the supplied
software.

One of the tapes supplied is the BASIC In-
terpreter. As the computer cotains no
BASIC, this needs to be loaded in from tape
before you start programming it. It takes
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about 30 seconds to load and when it starts
you are told that itis Applesoft BASIC. Thisis
the version of the Apple Computer’s basic
language which was developed for the
machine’s launching in 1978. It supports the
graphics ability well with four graphics
modes, being 256 by 192 or 159 hi-res in 16
colours. 40 by 40 or 32 lo-res in 16 colours, or
40 by 25 text with pre-programmed graphics,
lower case, reverse field, and flashing
characters. There is no facility for using the
sprites and sound that the machine can pro-
duce but these are used to the full in the
machine code games that are available as
well as the game included with the package.

One interesting feature is the ability to use
‘shape tables’. These are user defined shapes
that can be put anywhere on the hi-res
screen. They can be of any size and the
BASIC supports scaling and rotation of the
images to produce very good, moving
graphic shapes. This makes game designing
very easy. Error handling is very good with
this BASIC. If you make a mistake it tells you
what the mistake is, prints up the line that the
error occurred in with an arrow under the of-
fending part of the line, and then tells you
what it thinks should be there! Ideal for the
beginner.

The manuals supplied are excellent,
especially the BASIC one. A first time user
will have no problem with this machine, and
the back of the manual is covered with
‘warning-experienced users only’ phrases.
So the old hand will not be left out.

Also supplied with the system is a games
tape called ‘Buck Rogers Planet of Zoom'.
This has got to be the best computer game
that | have ever seen. Ithas many levels and is

almost identical to the arcade game, so much
so thatafter playing it on the Adam for a week
then going back to my arcade | achieved dou-
ble the score | usually get — practise makes
perfect!

The game is stored on tape and the tape is
continually stopping and starting to load in
new levels or screens, but there is no break in
the action as this computer can load a game
and play it at the same time. Remember these
tapes can store 500K, more than 10 times the
useable capacity of most micros, so that
means some really big games can be put on
it.

Overall this computer tries to be all things
to all men, and succeeds. There is a word-
processor for business and home, a printer
that is useful to everybody, bags of memory
and a great BASIC for the programmer, and
the best computer games ability of any other
computer on the market. The system should
cost about £500-£600, with the Colecovision
as an extra, but the stand alone unit that will
be compatible with the video game and the
Adam should be out shortly at about £100
more. That kind of price seems to be expen-
sive but it isn’t considering the cost of each
component in the system and is comparable
to the cost of a BBC or a mythical QL, yet |
consider the Adam is much better than both
of these machines put together. | don’t often
say this about a new computer — but | want
one! Any offers?
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The very best in arcade action-

is brought to you by Tansoft — the specialists of the Oric-1

and Atmos Computers.

. O The games that people are fighting for are:—

Defence Force:

o Pilot your space-craft -

= through alien territory and fight
off the enemy approaching from

both sides. 48K. £7.95

Ultima Zone:

Shoot the Walkons, avoid the
bouncing Brunes and battle
your way through the

_satellite zone. 48K. £8.50.

Rat Splat:
A revolting game.
Splat the rats in the sewer before /
#~ they consume the cheese, and destroy the monsters @b
before they consume you! 48K £7.95, 67

or let’s get down to business!

4.»--»---—4-'-“*“" AGAZINES I% ":-_‘lﬂ -
Tansoft produce a wealth of business and utility software to cater for \i‘ii‘.*a E N\ - rﬁi B =
every interest. The ‘not so’ games-minded people may be B B R ' iy A | v
coming to grips with:— )
Author: A powerful word-processor program which
includes word-wrap and word-count. Ideal for letters and
reports. 48K. £14.50.
Oric Calc: A full spread-sheet program allows you to sum
columns or rows and apply complex formulae. 48K. £14.50.
Oric Cad: A computer aided design program for displaying,
rotating, enlarging and shading objects on the screen.
48K. £9.99.
For the full range of Tansoft software — which currently
numbers over 20 titles — pick up a catalogue in your local
Computer Store or contact Tansoft at Unit 1, S A
The Techno Park, 645 Newmarket Road, Cambridge. N
Tel. Teversham (02205) 2261. g
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GALAXIONS ¢ N -
’ L5 ;
The earth is being - Y \ 0‘%?@
invaded by an alien o | — Guide Thomas the cat
force, the GALAXIONS have 5 %y, ) along the 13 walls of SOLAR
arrived from a dying planet, determined ; street to his lady friend,
to destroy civilization as we know it. who awaits him on the end
They come in formation, swooping and 7 wall, but beware of
diving towards the planet earth. You and the flying boots,
you alone can save mankind from the
terrifying destruction the aliens threaten

us with,
muach man 64 :
A fagft?;:;cp\ge;ﬂ%r: Guide Boris up the ladders, to collect a coin
arcade game from the top of the screen, but beware! the
9 ; bogy men are out to get you. He must return
3 to the bottom of the screen, avoiding the
Mobin to the Rescue

bogy men and insert the coin in the electric

In days of old when e . - meter. The lights will
knights were bold and (’ p ¥ come on enabling you
the sheriff was in power, L - gk’ 1o see the pitch fork, and
to play this game guide Robin Hood, T ger~  after retrieving it, kill the
to Marian locked up in the tower. bogy men.

UNEXPANDEDVIC 2
meachman £5.00 | cvnricur £5-00

£5-00
00, | SEEDS  £5.00 | ke L
GALAXIONS £5-00 . 5200 | Seeambler £5-00

8& I6K EXPANDEDVIC20 F#¥hs £7.95
51 Meadowcroft, Radcliffe, Manchester M26 OJP England

All our games are available mail order P&P included from the above address.
Orders sent by return post.

- Also available from all good computer shops.
Distribution, PC.S. Darwen, CENTRE SOFT West Midlands, ALPHA TAPES Merseyside,
TIGER Cheshire, LIGHTNING London, LEISURESOFT Northampton,

RS9l COMPUTER GAMES Barnsley, SOFTWARE DISTRIBUTION SERVICES South Devon,

FIVE D SOFTWARE East Harling.
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When this program is run, the first fea-
ture to impress is not the 3-D graphics,
nor the superb sound effects promised
by the insert description, but rather the
fact that the joystick controls are
inverted. Having solved this problem
by the simple means of turning the
joystick upside down | was able to face
the fighter craft of the Vengorian
Empire.

They rush towards your Terramobile
from behind a distant range of moun-
tains growing in size as they approach.
This presumably justifies the descrip-
tiion 3-D. You defend yourself with neu-
tronium cannon but the enemy proves
very hard to hit while five of their
energy bolts will produce 100%
damage to your shield with deadly con-
sequences.

The graphics are average, not even
multicolour sprites, and the sound fails
to use the 64's full potential but the
game is certainly fast and furious with
good use of screen scrolling. A nice try

but falling just a bit short of my stand-
ards.

This game loads to present the player
with an impressive list of instructionsin
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re-defined lettering. The object of the
game is to find Durin’s ring and then
find the exit from the mines of Moria.

En route you will encounter many

monsters including Orcs, Balrogs and !

the dreaded Trolls. When faced with
such obstacles there are two options,
attack or retreat. Various other features
reveal themselves as the game pro-
gresses but after playing Moria a
couple of times the game becomes
very tedious and is unlikely to hold
interest for long.

The display is just a simple grid of 6 x
6 squares and the use of sound is mini-
mal. Loading was satisfactory and the
instructions were clear and easy to use.

The game is described by Severn
Software as an adventure, but do not
expect an adventure in the usual sense
of the word.

It's you against a friend or the computer
in Bombastic! There are several anti-
matter bombs floating and rebounding

around the screen, between you and

our opponent, who are small, un-
interesting squares at the edges of the
screen.

These bombs, when struck by you or
your opponent’s missiles, will change
colour and speed up each time they are
hit, until after a few shots have been
sustained, when they will start to flash.
When they do this, they are lethal,
blowing holes in each player’s force-
fields.

If a hole gets large enough, a flashing
bomb will be able to glide through,
hitting your back wall, causing the
screen to tremour and end the game.
The survivor of the duel will receive any
remaining bonus from a counter, which
starts at the beginning, and decreases
by 100 points every ten seconds that
the game is in action. (You can freeze
the game using the space bar).
neither of you die before the counter
reaches zero you both lose.

During the game points are scored
when the bombs are hit, or blow up in
an impressive explosion, or when a
flashing bomb makes a gap in your
opponent’s protective barrier. If your
score is amongst the highest achieved
in the session you can type in your
name, -of up to 8 characters, and enter
the Hall of Fame.

There are 10 levels of play, which




vary the speed of the anti-matter
bombs and the size and shape of
shields in the centre of the screen.
These shields partially cover the move-
ment of the bombs.

Bombastic! has

limited appeal,

mainly because the game goes on too
long. The slow action of the firing cer-
tainly makes the trusty shooting-thumb
sore! | was left with the impression that
something was missing from the game.
rather

Overall a average game.

You take the part of the Scuba Diver trying
to reach pearls and other treasures in
undersea caverns.

There are four function keys which you
can define yourself — accelerate,
decelerate/stop, rotate left and right. The
keys respond extremely well, and are easy
to use. The waters between your diving
boat and the treasure are full of sharks,
rays and other fish, and to be touched by
any means instant death. In addition you
must pass a giant octopus to gain entrance
to the caverns, and your oxygen supply is
limited.

The graphics are absolutely stunning

You proceed through three-dimensional
space leaving a solid green or yellow trail
behind you, and blue and red trails are plac-
ed independently of your course, either or
both of which will probably eventually
“Knot you'’ in 3-D. The graphics are very
well done — as you proceed towards 3-D
structures the colour and shapes are
reminiscent of the last half hour 2001 — a
Space Oddyssey. The control keys are
responsive though there is a time lag
before you see the effect — which is in-
teresting in this game rather than annoying
as it would normally be. At the bottom of
your screen is a, perspective display, bar
graph showing your score — the more you
move forward, the more score; the density
— i.e. how much free space is left for you
to move around (if you can find it!) the
Faults, which is how many times you have
collided with a trail, and the Phase number
— i.e. how many trails are being produced.
It is certainly a game with a difference and
one which you either will love or hate. |
don’t hate it.

the game is quite brilliant and one | could
happily spend days on, | suggest you go
out and buy it immediately.

Before the main game loads you are asked
to input the number of lines you want the
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screen moved, followed by the guestion
‘Do you want interlace (Y/N)?’ | do not
know what this means and could not
detect any difference after | had tried both
possibilities.

When the machine code has loaded the
instructions are displayed with the plot.
You, alittle person, must rush around a grid
avoiding skulls, and boots which travel in
pairs. Any contact with either of these
brings about the loss of one of three lives.
You walk on squares which then disap-
pear, leaving a gap which cannot be cross-
ed. It is possible to find yourself trapped
with no squares on any side, if so, youcan
scroll the row you are on, left or right as
you wish. Fortunately your taskin life is not
just to go for a stroll. You have to defuse
bombs which count down to zero. Once
zero is reached they home in on you and a
life is lost. Defusing bombs is achieved by
walking over them! After a certain number
of bombs have been defused you move on
to the next even harder screen. The manis
easy to control using the keyboard and

The graphics are colourful, fast, and do

not flicker. The sound is adequate, but not
brilliant. Allin all, Cruncher is a fun addition
to any software collection.

This is really nine games within one; they
are: Catch the Koala, a high-low type
guessing game; Maze of Crocodiles — the
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walls of the maze grid are crocodiles so you
are advised not to bump into them; Leap-
ing Lemmings — you are below a mass of
leaping Lemmings and must avoid being hit
by them (I don’t quite get the importance
of avoiding hurtling Lemmings, what can
they do? Squeak you to death?); Snake
Shoot, kill a number of snakes in a limited
time; The Kicking Sheep, get the sheep to
kick to a specified number; The Proud Lion
— the Lion’s name is briefly flashed on the
screen and you have to remember it:
Mathematical Marmosets, thousands of
Marmosets (well, it seems like thousands,
my mental arithmetic was never too hot)
are displayed in the form of a mixed sum
which you have a limited amount of time to
solve; The Gambling Gorilla, he rolls three
dice and you have to guess whether you
will roll more or less; and finally Memory-
Testing Elephant, a sort of Simon memory
game. : '

As your three Safari travellers roam
around they encounter the various games
listed above, and failure in any of them
means a traveller dies. It is a fairly in-
teresting pot-pourri which will probably ap-
peal to younger computer fans.

You are controlling a space traveller whois

Your only hope is to shoot them with
your hand laser or to drop a mine in the
maze and hope that you can detonate it
when an android is on top of it. You also
have to keep your energy level up by eating
the dots and other objects that appear in
the maze. If this level gets too low, then
you can't drop any more mines or fire your
laser and you also start slowing down. If
you take too long in destroying all the an-
droids on a screen or manage to destroy all
the androids and still have things to eat
them the '‘SMILEY’ master android ap-
pears and he can move through walls to
get you.

On the lower levels the androids are
fairly easy to destroy, but on slightly higher
levels they get infuriatingly difficult, split-
ting into smaller androids just as you
thought you had destroyed them.
Although the keys seem difficult at
first, they soon become easier to use.
Overall this is one of the best original
games | have seen for the BBC computer.

Air Strike 2 comesinbotha 16K anda 32K
version, the latter having a radar-scanner,
similar to Defender, and extra sections of
play. ;

When the game is loading a gauge
shows how long to go — much better than

waiting. Once loaded, a title screen ap-
pears. Thisis the same asin Air Strike, hav-
ing flashing, three-dimensional letters, but
now there is an accompanying tune, which
plays after each game.

To select, you have to press ‘Start’ to
obtain the playing screen, which shows
the current skill level {up to 5) and number
of players 1 or 2) on a dashboard. These
are chosen using the ‘Select’ and ‘Option’
keys.

The aim of the game is to get through
various landscapes, shooting enemy
migsiles and other obstacles such as
meteors, to gain points. At the beginning
of the game you have five lives (Air Strike 1
has only three) a full tank of fuel and a large
stock of missiles and bombs (controlled by
upward movement of the joystick plus
‘fire’, or space bar). Your fuel and ammo
supplies have to be replenished every now
and then by shooting small lorries and red
trucks, which double up as micro-missile
launchers.

The landscapes consist of mountains;
munching caverns (the walls move), radar
stations and enemy office blocks, which all
have well-concealed missiles to protect,
Some sections have airlocks which you
have to shoot through. In others there are
alternative ways of progressing.

Overall, Air Strike 2 is better than its
predecessor. With additional obstacles
and interesting scenery the game is more
exciting. Joystick bomb-control is definite-
ly easier to use than the space bar,
especially in such a hectic game. The
graphics are superb and, as usual on
English Software games, the picture is
sharp and clear.

being chased around a maze by a variety of

different androids.

a plain blue screen to look at while you are

IRRETA/NINES,
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Hidden throughout the labyrinth of
passages and rooms within Doomsday
Castle are six stones which contain the
power to influence the mind. If all six
stones come within close proximity of one
another, their combined power causes a
chain reaction and in seconds total an-
nihilation.

You are the world’s greatest super hero,

known as ZIGGY and your taskis to collect

the six stones from around the castle. This
will give you points. The other way to gain
points is by collecting crystals which you
will also find around the castle in the rooms
and passageways.

All sounds fabulously easy, but, the in-
finitely evil Scarthax who built the castle
has many creatures in its power guarding

the doorways and rooms. On your travels ,

you will meet Urks, Garthrogs, Googly
Birds, Neucloids, and Orphacs. On top of
this, the castle houses an incredible total of
twenty-five halls, connected by forty-nine
passages. To win you will have to have a
knowledge of the castle layout, which is
only achieved by patience and constant
play.

To defend yourself from all your
enemies you have a defensive shield with
which you can protect yourself against
almost anything thrown at you. The shield
is powered by crystals which are
distributed around the castle. When all
energy is lost from the shield you are totally
vulnerable and will very soon be
destroyed.

Fantasy Software have obviously made
full use of the excellent graphics available
with the Spectrum and have allowed three
different keyboard options as well as four
joystick options, namely: Fuller, Kemp-
ston, Cursor or Maped, and Sinclair.

A fascinating and enthralling game. All
Spectrum owners should have it.

Pric

Another shoot the aliens before they shoot
you game. The aliens appear on the top of
the screen and then they go round in a cir-
cle. Once one has been shot another ap-
pears to replace the dead one.
Fortunately the supply of alien is not in-
exhaustable, unfortunately when there is

SOFTWARE =
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only one or two leftin the circle they speed
up alot. As well as these aliens there is also
a flying egg to be shot, whichifitisn't turns
into a bird which will crash on the bottom
of the screen in a radioactive mess. This
will also destroy you should you move into
it. If you die, the screen shudders in a very
effective way. An interesting variation on
the "GALAXIANS'' theme.
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Stonkers is a war game which requires
quick thinking and much strategic play.

You are the commanding general of an.
army. Your aim is to overcome the enemy
bastion by positioning your forces in order
that you can defeat the opposition.

Throughout the battle you must keep
your combat units constantly supplied
with food and ammunition, without these,
your divisions will be lost.

| found the game rather boring and
tedious. It was also very slow moving and
it took quite a while to move each divisiona
short distance.

Throughout the game, a distracting
ticker tape message continually flashes up
on the screen, informing you of the present
situation. | found it frustrating and | was
often not permitted to move my units as far
as | would have liked, and they were not
allowed to be re-situated farther than a cer-
tain distance away from their original posi-
tion. This handicap meant that | often had
to move the units more than once to get
them to the desired location.

.;fhe name
of the game
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SPECTRUM AVAILABLE FROM ALL GOOD
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COMPUTER SHOPS
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CYLON
ATTACK

£7.90

JUNGLE
FEVER

Selected Stores

£6.90 Y G

PHARAOHS
TOMB

£7.90

£7.90

Unit 8, Canalside Industrial Estate, - -
A&F so{mreA Woodbine Street East, Rochdale, Lancs.

r— OL16 5LB. Tel: 0706 341111

Sold subject to A & F Software Ltd. Full terms and conditions available on request



From Rome to RAM —
Arg wars

The land of Argis ruled by the great wizard
Mudlin, aided by two other lesser wizards.
Each widard controls one castle
Mudlin’s castle is in the centre of the realm
while the two other wizards have castles
at the eastern and western edges of the
realm. The situation would be peaceful and
stable except for one problem: Mudlin has
died without leaving a will, and the remain-
ing wizards are now intent on seizing con-
trol of the country. To do this they must
control Mudlin’s castle as well as maintain
cepntrol of their own castles.

Also in the land of Arg are four human
towns, formerly governed by Mudlin. Now
they are awaiting the outcome of the
Wizard war before deciding who to sup-
port. However, they are open to persua-
sion and may be conquered. Also, there are
various tribes of creatures who used to be
under Mudlin’s control but now wander at
random around the countryside.

Each turn will consist of the following
actions: First each human town will
receive two extra soldiers, and each magi-
cian will receive 100 extra magical power
points, the creation and destruction points
are cast, and finally comes movement. All
forces can be moved up to the limit of their
movement allowance; any movement
spells are also put into operation at this
point. When combat starts all forces that
are in the same area fight each other. Next
is the persuasion phase, where the persua-
sion spells are used. Finally there is the
check for a winner and, if there is none,
play on to the next turn. The attack and
defence spells that were mentioned last

too powerful.

HONG

5 CLR :POKE B2,@:GRAFHICS @ x
i@ DIM PT{?,QJ,PBtQ.UI,PI!U‘?J,NT(?,?!,HEt?.?),HI(?,?}.
CT(?.?).CG:Q.?:,EI(Q,?!,HIt?,?!,HZ{?,q1,H3tq,9>,Hﬂ(9,?J
i1 DIH 57!?,9),Eﬁ{?,ﬂl,5]t?.?:,El(?,?}.ﬁZt?.?},53:?,?:,
541{9,7) JHAPF(B1) SOMNE (241 ,YNE( 1@) ,FLI7) 4HLIS5) LJHL(F) ,FER
54}
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month are not included as they were much P

Costs:

To Win:

Movement:

Line

5-530
1000-1060
2000-2170

2200-2470

Notes on Arg Wars.

To create any creature +
2 magical points.
Todestroy 1 fort strength
point (initially 10 for all
fortifications) 100
magical power points.
To move any creature any
distance = 1 magical
power point.

To persuade town by 1
(initially O, when it
reaches 4 the town joins
you} = b0 magical power
points.

Occupy your own castle
and the enemy castle. If
the computer does this
before you then it has
won.

Trolls = 1 are per turn.
Goblins 2 areas per
turn.

Imps, Magicians 3
areas per turn.

When typing in the program italic print
means inverse field.

RUNdown

Action

Set up the game
Computer creation
phase.

Neutral movement
phase.

Computer movement
phase.

r——
-~ - B,
1838

1848 |

1858

1860

1870

1B88@ GOSUB
EATION FPHASE

F3I00

RINT THE MAF"

HEM A&=L:PRINT ,"3.
1148 MEXT L

1168 A7=
OBLINS":FRINT ,"&.

1188
1170
1200
1218
1220
1238

IF IX<3>2 THEM

1158 A7=@:IF CHAG<2Z THEN
PRINT ,"4. CREATE TROLLS":PRINT
CREATE IMFS*

1170 TRAP 117@:PRINT “INPUT YOUR OFTIOM";:INFUT IX:IF I
<@ OR IX>4 THEN 12882

IF IX=3 AND A&<1 THEN

>

IF CHMAG<Z® THEMN A=INT{(CMAG/Z)
MAG-A%2:
F CMAG<2@ THEN
MAG=A®2:

CELX,Y GiX,¥)+A
=INT (CHAG/2)

CI(X,YI=CI(X,Y)+A

92001 X=1NT (PP/18) : Y=PP-X#10: PRINT “PLAYER CR Jj 221@ M=FL{7)=
LOCATION: *; X3 ", "3 ¥
1108 PRINT "OPTIONS: ","@. END THE PHASE":PRINT

[

111@ PRINT ,"2. PRINT AREA DETAILS"
1120 A4=0:FOR L=1 TO 7:M=FL(L}:GOSUB 7108
11308 IF LOY<>2 AND X1=X AND ¥Yi=Y AND FS>1 AND CHMAG»T? T §

REDUCE FORT STRENGTH"

117@

1880

IF IX>3 AND A7<1 THEN 1222
IF IX=@ THEN 2808
IF IX=1 THEN GOSUE 9@@@:G0SUB 9300:G0T0 1280

1268

TRAP 1230:FRINT “WHICH X COORD (1 TO 9)";:INFUT X2

zIF X2<1 OR X2>% THEN 1238

1248 TRAP 1240:FRINT

:IF ¥2<1 OR ¥2>7 THEM 1240
1250 GOSUER 7400:G0OTOD 1280

126@ IF IX=3 THEN FL {A&)=FL{A&)-1080@: 50TO

1880

127@ IF Ix<>»4 THEN 1382

128@ TRAF 1288:FPRINT "HOW MANY TROLLS - MAX "; INT (PMAG/

233z INPUT MHM: IF HM<@ OR MM>INT(PMAG/2) THEN 1280
1298 PTIX,¥)=PT (X,Y)+HM: PHAGSFMAG-MH*2: GOTO 1080
138@ IF IX<>5 THEN 1338

NEXT X

¥i<1 THEN 2150
2815 IF X=5 AND Y=5

181@ A=1@: IF CHAG<Z@ THEN A=INT (CHAG/ 2}
1020 CMG=CNQE—“*2:CT(X,YJ—CTEK.Y)-iA
-~

2=y

2040 A=B:1F X2=X AND Y2=Y THEN 2150
2058 FOR L=1 TO 9:M=WL{(L):GOSUB 9100:

THEN A=1
2058 NEXT L

THEN A=1
2080 NEXT L

THEN A=1

s

Z0pB GOSUR 720@: PRINT

2020 X2=X+INT{RND(@)#3)-1:IF ¥2<{1 OR
2030 YE2=Y+INTIRND(B)#3)-1:IF ¥2{1 OR

2@70 FOR L=1 TO S:M=ML{L):GOSUB 710@:

2058 FOR L=1 TO 7:M=FL{L):GODSUE 718@:

131@ TRAP 1318: PRINT "HOW MANY GOBLINS — MAX “; INT(PMHAG
/2132 INPUT MM:IF MM<@ OR MM>INT (PHAG/2) THEN 131@
1320 PGOX,Y)=FG(X,Y} +HH:1 PHAG=FMAG—MM=Z: GOTO 1050
133@ IF IX<>& THEN 1@80

1Z4@ TRAP 13408:PRINT "HOW MANY IMPS — MAX “; INT (PMAG/2) fi
3= INPUT MM: IF MM<@ OR MM>INT(PMAG/2) THEN 1340
135@ PI(X,Yy=PI{X,Y¥)+MM: PHAG=PHAG-MM=*2: GOTO 1220
"HEUTRAL HOVEHENT PHASE":FOR X=1
TO 9:FOR ¥=1 TO F:5T (X, Y} =B:S6(X,Y)=0:5I(X,¥)=@:NEXT ¥:

2818 FOR X=1 TO F:FOR ¥=1 TO F:IF HT(X,¥)+MG(X,¥I+MI (X,

THEM 21508
X2>9 THEN X2=X

-4

Bl !
am— A%

REP

+"S. CREATE G

Y29 OR X2<x% THEN

2500-3020
3030-3800
4000-4020

4030-4100
5000-5040
9000-9730
9999
Subroutines
9000

9100

9200
9300
9400
9600

ST(9,9)
SG(9,9)
Sl(9,9)

PT(9,9)
PG(9,9)
PI{9,9)

NT(9,9)
NG(9,9)
NI(9,9)

CTi(8,9)
CG(9,9)
g3 Cl1(9,9)

g H1(9,9)
H2(9,9)
H3(9,9)
H4(9,9)

B MIAPS (81)

y >

2180 NEXT L

1(X,Y)=8
214@ FOR %=1 TO

217@ STIX,Y)

2778 FOR ¥=1 TO

(X, ¥ ) +MT (X, V) +M

"WHICH ¥ COORD (1 TO 9)";: INPUT ¥Z | i

Variables Used

1@ IF A<>@ THEN 2150
2@ STAXZ,Y2)=BTi%2,Y2
(%,¥1:S1LN2,¥2I =B (X2, ¥2

215@ NEXT Y:NEXT X

%L ¥)+EGIX,Y) s MI (X, Y)=HI
o (x ;n:sstx.w‘r::msxn‘c,w:m:wex‘r ¥INEXT X

208: s
2200 GOSUB 7 B 5 10s x2=x 11 Y2=Y1: H=FL (5) : GOSUB 9100:

IF LOv<>1 THEM XZ=X1:Y2=Y1
{ F CT(K,Y}+CB(X.Y}+C1‘X.Y
o GeX,YI+HMI X, Y] 28 THEM 2408

W ooz IF x=x2 AND Y=Y2
2232 M=FL(1}:GOSUE 71

2233 M=FL (2} : GOSUB Q1@0: IF HZLX,Y)>B AN
e

2234 M=FL (3):GOSUB F1@@: IF H
1]

2235 M=FL {4} : GOS!
a0

2248 STORE=CT (X, x
THEN STORE=STORE-S@:1F STORE<@ THEN STORE=0

Plater movement phase.
Battle phase.
Computer persuasion
phase.

Player persuasion phase.
Winner check.
Subroutines.

End

Map.

Composite place values
breakdown.

Clear half screen.

Put forces on screen.
Area printout.
Computer movement
destination subroutine.

Stored rules for movement.
Stored rules for movement.
Stored rules for movement.
Player's Trolls.

Player’s Goblins. f

Player's Imps.
0 z

Neutral Trolls.

Neutral Goblins.

Neutral Imps.
Computer’s Trolls.
Computer’s Goblins.
Computer’'s Imps.
Human town one troops.
Human town two troops.
Human town three troops.
Human town four troops.
Map String.

§ M (X, ¥} e 66 (X2, Y2) =86 (X2, Y2) +HE
S M (X, ¥ T (X, YD =@: MBLX, ¥ =0: 1

3 =1 TO F:HTX Y):‘HT‘K.Y""S’T(X‘YJ:
i (X, YD +ET X, YD

PRINT “COMPUTER HOVEMENT PHASE"

=1 10 9
PR L y<1 OR PT (X, YI+PE X, YD +PI

THEN 24808
P@: IF HL(X,Y)»@ AND LOY<>»1 THEN 24

p LOY<>1 THEM 24 i
TiX, Y 2@ AND LOY<>1 THEN 24
Up F1@0: IF H4 X, ¥ @ AND LOY<>»1 THEN 24

¥y zM=FL {5) : GOSUE 710@: 1IF X=X1 AND Y=Y1

[

IF X1=K2Z AND YI=Y¥Z
IF X1=X2 AND Y1=Y¥YZ |
|

IF X1=X2 AND Y1=Y2

s
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VAR
>AMI

Al

2450 A9=
CT(X2,v2)+
R INT v
INT THE "ﬂP?PT;UN& s
'@ END THE

CGINZ,Y2)+CI (X2, v
not as h i
ard as it may, at first, seem. The

1z AB=
B=CT (X1,¥1)+06 (X

YN$(10)
Ge -
FL(7) Generl e tig -
o ification locations: £ PP Plaveiraoiel
_ 2 ur ¥ 100 ; 2 yer magician’s locati
g ordinate + Xco- co-ord cation (X A
D L5 % 10+ Yco-ordinate) CP ¢ % 10+Y co-ord) 6, A7
s ) Mountain Locati ' ~omputer magician’s loc A8, A9 Scratch ;
ord %10 ions (X co- tion (X co-ord 1 a-| [OWN- pad variables
R e el i ord). *¥10+Y co- | |$(24) '
ord *?Bd locations (X co- Co-ordinates input Owner name string (“‘com
LL8,LY el cour::c;/ co-ord). S e FOutinep;1 (;8 co- STORE sblteir(plav_erneutray.}. =
A, MM General Lo X location from = CTOT orkivandble:
{ CMAG Computwork S abE e, Feraller ot co-ordinate Toltal computer combat
PMAG er magician Y locati ' value in an
. P AL : ocation fr : PTOT area.
| ——owur layer magician. handler routir?m co-ordinate Total player combat value i
2245 CTOx,v)=cT (x v' ® General X ]g. ; MTOT an area. ue in
Ay i
feco =X VE-Y:B0SUB Se0ns ST s o0, THEN variable. cation work Total neutral combat value i
2260 STORE-CO (X, v) s h=r X3,¥3) 5T (X3, va1 870 General Y : PERS(4 anarea. e
2o CBr?E;Js:ggE_sé=IFL;;J‘;F;S?&LE B RE:STO ) vaiEbls location work (4) Persuasion counters f
B0 X3=K:yIeys X+ ¥)=-STORE: THEN STOR A=X1 AMD Y=yi et lo rs tor
¥3)+ ¥:G T e T D) . yalty.
2293";):(3'h_’,"nrs?gg?vgfff&: i Pty SO ATHEN. 2500 Used in map print sub : 51(9,9) St Y
23ee Emgg';'f}:%fxz yz;fé;u‘wkf 3:62:5;::’(3'Y31+P1{x3 9000 rotting ored values for mOVé
RN o tx gy A1 Y3) +STORE: STORE= 0sUE 94 ’ 3 ment. i
L 2310 CI???—;;E:URE—SB:IFLSIEEI&EUEJB -71593?1,,— o g Loyalty from co-ordi $2(9,9) Stored
e S <@ THEN S XL AND v= handl - inate ed value
*‘ Y3J+HT:>(3-:§J_Y’GUSUB 963:E;;F smns=nTTUS§;e i Fort er subroutine S3 e s
2330 IF Phx;"'.a"“-vsnni( PT (X3, ¥3)+FD ( 2350 ort strength f : (9,9) :
\ : 3:1:2';;‘?,;;3;;;‘“f;éﬁﬁg;;l;;s;fiii’ié‘mﬁ:,5336534;2;"‘3- féandler routine rom co-ord ?nt:;:?d values for move
2488 NEXT ¥: =SI(X3,¥3)+ coe ' I YIS +MEIXT o-ord ; 84 i :
2419 FOR X=;N$XT iy STORE: STORE=0 h s passed to displ (9,9) Sto
: : a red
BB X, Y) =GB X, V028 (X, 1) 21 3, 11 Y2 subroutine. Ay S values for move- &
2430 IF‘EAZ“*“SSW,\?EE.?I"‘-“=c;’f§'¢?°"“-?=*sm ¢ Co-ords passed to di G iy
e IF ChAocr Then ZSM‘SI‘X'V}=“’"‘;’!T+S-I,:E"’ S subroutine o display COnver i
2o INT(CE /1) Y=CP e 101 erL 7 s 0 TNEXT X - ~ . i sion Clues ps
BOSUB 9100: X2=X1: v ; : o i . s
vz | | 2529 o : ? 9 proaramps written i ;
: Al e in Atari BASIC - 9
- | nv 3 3 and
F A S verting this prgg,azn'i %ﬁ:{i‘?"mputer. Con- /
er computersis :
i

1,¥1)+CI (X1
| s
2E10+Y2 AB AND X2<3:X Al
2470 IF A8 ND Y2<3¥ THEN 2530 R
Wisio.y; (9707 AND X1X A CMAB=CMAG-1: 2508 pailT 512 P
bl 2599 G ND Y1<hy T op=x || ey RINT 3] PRINT HASE"; )
Wzsie 605U 7088: 50sUE 7300: xp-= HEN CMAG=CMAG—1:CP=yx e 5. Mo “ER_DETAILSH RINT 1. pep
SR ERINT "RLAVER 332 or Txs2 00 PRINT ENT":PRINT program was writt
av - HOVEHENT PHASE" 560 1 xog [EM 2 “INPUT 1"4. MAg t d en for full tran i
E 3 SE" 2570 IF I:=B THEN“?;E -YOUR 0PTronge IcaL mMoy § y and uses no machine E Sportablll‘
B 2580 Ir 1y .o HEM 20 3 s INPUT like s specific functi
[ Ix: ound nct
2508 1, IX<32 Thg, 0SUE 9, X:IF nd or colour Th - lons
SIF xact oaogmt FRINT D 09:60SUR 9300 g may need clearin - The following points
?”02655?3535" 2o9g X €00RD. (1 e just gives the Atgr?g’é;rge POKE in line 5
26 R 3 T, To . o
2620 FhouE Sazaran EN SeacH ¥ caoro ZhZroEarT TRAP is the same as O column screen.
IF Ix33 Tyen o 251a" 170 95 u;, % The GRAPHK:SS N ERROR GOTO
P INPUT yo . com 2
ferent text modes an can ?;Edstttset dif-
: mitted.

HEN 2apg
=

v2)>@ THEN P

| 2 IF yacy e PRIEN 2640 COORD
OR ¥ INT iy 1 TO gy«
259 THEN 2:ég“ ¥ coorp ¢ P NPT g0 f| 2673 M=FL 1} : BOSUB S1aa: IF LOY=2 AND H1 (424
170 gyu, 2 ] RINT "4 HUMANS—1 (":Hlik2.‘1’2);"!"
PINPUT yo fat 2692 JFL (21 1GOSUB 7102: 1T A¥iin aND H2(X2,¥2) PR en P (N
SINT 5. HUMANS—Z LhgHR(X2,Y205 "2
negs mM=FL (3):605UB g1g@: IF LOY=2 AND pExz,¥2) o8 THEN P
wg, HUMANS—3 (";HBt!Z,YZ!;")"
18@: IF LOoY=2 AND Hdl)(‘Z‘YZ\ @ THEN F
wyn

"
2696 M
w7. HUMANS—4 ("1H4l:¢2,\"‘.‘.};
ou, THE HMAGE

RINT +"7-
X3; 0 moB 9200; Sug7 IF XP=@ THEN PRINT ,"8. ¥ "
4 2690 ir 'py 2PRINT gy, 27a@ TRAP 2700: RINT “MOVE WHICH FORCE"§ 2 INFUT A IF A<l
‘ it PT(x2,y2 5 EMENT FROM; » OR @>8 THEN 2700
z N 2591 15 @ THEN pg LA B - LT 271@ 1F A<B THEM TRAFP 271@: PRINT uMOWVE HOW My 5 s TNPU
] % ’=":-- PGtx2, vz) INT 1, TRy PY2;t To:e 27 o+ 1F A9<L THEN 2318
 zavz 1p *@ THEN PR OLLE (v p 2720 IF A=1 AND WgsPT(x2,Y2) THEM 2518
\ " 32 PI{X2,vy2)s INT vz g PPT(x2,v2) 2721 IF A=Z AND AqepGiA2,Y2) THEM 2510
= @ THEN prinT BLINS (u;p5 2722 IF A=3 AND AgPT (12,72) THEN 2518
1"3. IMPS (o x2,v2 1) :GOSUB amuarl:z?:?mgnzls.%wz THEN 251@
PPTCR2,v2) 5 n END Lov¢>Z THEN 2518

* 2
!

1 AND A=1 THEM 2510

BEIHG HOVED
Z‘YZ}—Hq:‘ST (!3,Y3I°3T 153

2758 PRINT “FORCE 3
=1 THEN PT[:‘2.Y2)=PT(X
A=2 THEN FG(XZ.VZP=PG‘X'Z.Y?_I~ﬁ‘?:55!:‘3‘\‘3\=§G(X3
2762 1IF p=% THEM PI (}(2'\'2)=P1U‘2.Y23‘ﬁ?:51 !13,\!3):51(!3

.‘ ‘
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2763 IF A=5 THEN HZtIZ.YﬂJ=H‘Z(!2,V21—P‘7:SE_(K3.YSJ=52(!3

LHE) AT
2764 IF A=4 THEM HI1 (XZ,Y2)
Y31 eAT

2765 IF A=6 THEN HIZ{X2,¥2)=
JYS)+AT
766 IF A=7
JYEI+AT 1
2767 IF A=8 THEN PP=XT=1@+vI:XP=l
2780 GOTO 2510

=H1(X2,¥2)-AF: 51 (13, Y31 =81 (X3

HE X2, Y2 -AF: SN, Y3 =534

THEM H4{X2,¥2) =H4 {X2,¥Y2)—AF: S41X3, Y3 =54 (X3

2000 GOSUB 72@0:PRINT "HAGICAL PLAVER HOVEHENT"
281@ PRINT "AREA TO BE MOVED FROM:®

5878 TRAP 2EZB:PRINT "WHICH ¥ COORD
;IF %2<1 OR X2>9 THEN 2820

2038 TRAP 283B:PRINT “WHICH Y COORD
SIF Y241 DR ¥2>9 THEN 2830

2g5@ PRINT "AREA TO BE MOVED TO:"
2860 TRAP 2868: PRINT “WHICH X COORD
1IF ¥3<1 OR X3I>7 THEN 2860

2B7@ TRAP 2B70:PRINT “WHICH Y cooRp (1
SIF ¥3<1 OR ¥3>9 THEN 2870
2873 A=B:FOR L=1 TO S:H=HL(L):
1=¥3 THEN A=1

2874 MEXT L:IF A=1 THEN 2518 :
7HR@ GOSUB 9200: PRINT "MOVEHENT FROM:
FAI5"4 "5
289@ IF

TO 7} TMPUT X2

TO )75 INPUT ¥2

TO F1%3: INPUT X3

To 9) %5 INFUT Y3

GOSUB 910@: IF X1=¥3 AND Y

TO:="

SX23 T, Y2

Y3 @
PTIX2,¥21>@ THEN PRINT ,"1. TROLLS ("3PTX2,Y¥2)

GDBLINS (“;PG(X2,Y2

e

’,ZEI‘?I IF PGIX2,Y2)>@ THEM PRINT ,"Z.

ysugm
?‘E?Z iIF PI(X2,¥2)>@ THEN PRINT

IF LOY=2 AND H1{X2,¥2) >@ THEN [+

IMPS (“3PI(X2,Y213"

Y
2893

=FL {1} : GOSUE 918@: au
RINT . HUMANS—1 {"3H1(X2,Y2)5" % .
Sem4 MFL ¢2) 1GOSUE 910@: IF LOY=2 AND H2(X2,Y2)>0 THEN P

RINT ,"S. HUMBNS-2 ("jH2(X2,Y2);
2895 M=FL (3):GOSUB F1@@:IF Lel? :
. HUMANS-3 (";H3(X2,Y2)5")"

2;21 ﬁ:th4>=Gnsua 91g0: IF LOY=2 AND H4(X2,Y2)>@ THEN P
RINT ,"7. HUMANS-4 ("3HE(X2,¥20;"1"

2897 FRINT ,"8. YOU, THE MAGE (";PMAG
2900 TRAP 29@@:PRINT "MOVE WHICH FORCE
oR A8 THEN 2908

2910 A9=1:1F A<>E THEN TRAP 2910:
CINPUT A%:1F A9<1 THEN 2510

ogom IF A=l AND AFHFTIXZ,YZ) THEN 2518
2921 IF A=Z AND ATXPGIKZ,YZ) THEN 2512
AND ASSPI(X2,Y2) THEM 2518

AND HE(X2,Y2) >0 THEM P

INFUT Az IF A<l

PRINT "MOVE HOW MANY™3

2922 IF

IZ‘?23 M :GOSUB 9100: IF A=4 AND LOY<>2 THEM 251@
IF A=4 AND AF>H1(X2,Y2) THEN 2518 i
M=FL (2): GOSUB 918@: IF A=3 AND LOY<>2 THEM 251
IF &=5 AND AF>HZIXZ,Y2) THEN 2518 =
M=FL{3) :BOSUB F10@: IF A=& AND LOY< >2 THEN 2510

= 2,¥2) THEN 251@

IF A=& AND AFXHI (X2, e e

H=FL {4) : GOSUE 7100: IF A=7 AND LOY<>2
IF A9>PMAG THEM 251@
PRIMT “FORCE BEING HOVED"™

PTIXZ2,¥Y2Y=PT(X2,¥2) —AFPT(EZ, Y3 =PT X3

A=2 THEM PG(X2,¥Y2)=PG (X2,¥2)—AF: PGIXS, Y31 =PEIX3

Aa=% THEN PI(X2,¥2}=FI (X2,¥2)-AF:P1 (X3,¥Y3)=PLIX3

A=5 THEM H’Z(XZ‘YE1=H21X‘Z,Y?!—A?:“2!>ﬂ3,\’3!=H2E3‘3
A=4 THEN HIL (X2,Y2)=HI (X2,¥2)—AF:H1 (X3, Y3 =H1 [} &
A=s THEN H:‘-(!2,Y7I=H3[KZ“VZ'I—R?:}I'St)(!,Y:S}:HL“X-’L
A=7 THEN H4(XZ,V:’!1—‘H4‘XZ.¥?J--AQ:H4E>(?S—.Y3J=II‘H33

a=0 THEN PP=XI#1@+Y3
2580 GOTO 2510
@B GDSUB 920@:FRINT "PL
0 9:FOR Y=1 TO 9
I@BS PTX,Y)=PT (X, ¥)+ET(X,¥)
(X, ¥I=PLEK,Y)+S1(X,¥)
IPL@ HI (K, ¥I=H1 (X, YI+5S1X,Y
(X, YI=HI (X, Y)+S3 (X, YI sHA L, Y
3P2@ ST(X,Y)=0:56G(X,Y} ‘slhéiijl
=03 54 (X, Y)=0: NEXT ¥:
?g;;‘;ésus 9p@m: PRINT "BATTLE PHASE":FOR X=1 TO F:FOR Y
=1 T0 %
=@a@ CTOT=CT(X,Y)*#3+C6(X,Y) #2+CI (X, V)
3@S@ PTOT=PT (X,¥) *3+PG (X, Y} #2+PT (X, Y}
HTOT=MT (X, ) #3+HE (X, ¥} #2+MI (X, YD
M=FL (1) : GOSUB 510@
IF LOY=1 THEN CTOT=CTOT+HL (X,Y)#2
IE LOY=2 THEN PTOT=PTOT+H1(X,¥)*2
IF LOY== THEN MTOT=MTOT#H1 (X, ¥)#*2
H=FL (2} : GOSUB 7100
IF LO¥=1 THEN CTOT=CTOT+#HZ2{X,¥)*2
- IF LOY=2 THEN PTOT=PTOT+HZ(X,Y)*2
IF LOY=3 THEM HMTOT=MTOT+HZ (X, ¥}#*2
7100
CTOT=CTOT+HE (X, Y1 %2
PTOT=PTOT+HI (X, ¥ *2
MTOT=HTOT+HI (X, Y1 *2
——

AVER FORCE HOVEMENT":FOR ¥=1 T
(PG (X, Y)=PG (X, Y)+8B (X, ¥) iFI
(20K, ¥I=HZ (X, Y1452 00, YD zHS

40K, YI+EE 0K, YD
@: 51 (X, Y)=@:S2(X,¥)=0:

M=FL (4) : GOSUE 7108
IF LOY=1 THEN CTOT=CTOT+H4(X,Y)=2

IF LOY=2 THEN PTOT=PTOT+HA4(X,¥)*2

I22@ IF LOY=3 THEN MTOT=MTOT+H&(X,Y)*2

2291 A=@:AF=0:FOR L=1 TO 7:M=FL(L):B0SUB 918@:IF X1=X A

ND ¥1=Y THEM AF=LOY:A=FS

3222 MEXT L

3223 IF A9=1 THEN CTOT=CTOT®FS

3224 IF AF=2 THEN PTOT=FTOT*FS

3225 IF AF=3 THEN MTOT=HTOT*FS

3230 A=CTOT+FTOT+HMTOT: IF CTOT=A OR PTOT=A OR MTOT=A THE

M IB0a

324@ GRAPHICS @:PRINT “COMBAT RESULT AREA:
325@ AG=INT{ (HTOT+PTOT) # (RND (@) #@.@5+@.@5))

326@ A7=INT{ (MTOT+CTOT) * (RND (@) #@. @5+@. 851 )

327@ AB=INT ( (PTOT+CTOT) = (RND (@) #0. 85+0.@5) )

3280 IF CTOT<>@ THEN CTOT=(CTOT-A&)}/CTOT:IF CTOT<@ THEN
CTOT=8

I29@ IF PTOT<>® THEN PTOT=(PTOT=-A7)/PTOT:IF PTOT<@ THEN
PTOT=8

T3IE@ IF MTOT<>@ THEN MTOT=(MTOT-AB)/MTOT: IF MTOT<@ THEMN
HTOT=8

IE1D CT[!,Y?=IN'ItCT(!,Y)'CTGT!:CB(X.\"?=INT(CG(K‘Y?*CTUT
):CICX,Y)=INT(CI(X,Y)=CTOT)

3320 PT(X,Y)=INT(PT(X,¥}#PTOT) :PG(X,¥)=INT(PG(X,Y)*PTOT
1:PI(X,Y)=INT(PI(X,Y)*PTOT)

III@ MT (X, Y)I=INT(HT (X, ¥) #MTOT) MG (X, ¥)=INT (HG (X, ¥) *«MTOT
YIMI(X,¥I=INT{MI(X,Y)*HTOT)

M=FL (1) :GOSUB 7108

IF LOY=1 THEN H1(X,Y}=INT(H1(X,¥)=CTOT}

IF LOY=2 THEN H1{X,Y}=INT(H1{X,¥)»PTOT?

IF LOY=3 THEN HI (X,Y)=INT{H1 (X,¥}=HTOT)

M=FL (2): GOSUB 71@a

IF LOY=1 THEN H2(X,¥)=INT{HZ(X,¥)*CTOT)

IF LOY=2 THEM H2(X,¥)=INT(HZ(X,¥)*PTOT)

IF LOY=3 THEM HZ2 (X, Y)=INT (H2(X,¥) *HTOT)

M=FL (3} :GOSUE 7100

IF LOY=1 THEN HI{X,Y)=INT(HI(X,¥)*CTOT}

IF LOY=2 THEM HT(X,Y)=INT(HI(X,Y)«PTOT)

IF LOY=3Z THEN H3(X,Y)=INT(H3{X,¥)«MTOT}

M=FL (4} : GOSUE 7100

IF LOY=1 THEN H4(X,¥)=INT (H4 (X,¥)}*CTOT)

IF LOY=2 THEM H4 (X,Y¥)=INT (H4(X,Y)*PTOT)

IF LOY=3 THEN H4(X,Y)=INT(H4 (X,¥Y)}*MTOT)

FOR L=1 TO 7:H=FL{L}:GOSUR 71288
IF LOY=1 AND CTOT=@ AND PTOT>@
IF LOV: AND FPTO AND CTOT>@
IF LOY=3 AND MTOT=@ AND CTOT=0

3178
Izee
3210

THEN LDY=2
THEN LOY=1
AND PTOT>@ THEMW LOY

IF LOY¥=3 AND MTOT=@ AND PTOT=@ AND CTOT:>@ THEM LDY
FL (L) =FS#100@+LOY+100+X1#10+Y1

¥2=X:¥2=Y:G0SUB 7400

MEXT Y:WEXT X

GOSUBR 9@20: GOSUBR 7308

40108 FOR L=1 TO 4:IF PERS(L)<4 AND PERS(L)>=4 AND CMAG>
49 THEN PERS(L)=PERS({L)-1

4815 IF PERS(L)<{-3 THEN M=FL({L):GOSUB ?1@@:L0Y=1:FL{L)=
FS#1@82a+L0Y*10B+X 1= 10+Y1

4020 NEXT L

4@30 IF PMAG<S@ THEM 5000

434Q GOSUBR F200:PRINT “PERSUASION PHASE"

4850 FOR L=1 TO 4:IF PERS(L)}<4 AND PERS(L)>-4 AND PMAG>
4% THEN 407@

4268 GOTO 4150

4@7@ TRAP 4@70:PRINT "PERSUADE HUMAN TOWN ";L;" (¥Y/MN)";

s IMPUT YN$: IF YN$<PUY" AND YMEC:"N" THEM 4070

4@8@ IF Yh: ¥* THEMN PERS(L)=FERS (L)+1:PMAG=FMAG-5@
4@5@ IF PERS(L)>3 THEM M=FL{L):B0SUB 1@@:L0Y=2:FL(L}=F
S5*100@+L0Y*12B+X1%10+Y1

4180 MEXT L

S008 M=FL {5):GOSUE 9100:AF=L0OY:M=FL (&) :GOSUE F12@:AS=L0
¥:M=FL {7):G0SUB F100: A7=LDY

5018 GRAPHICS @

5028 IF AF=1 AND A7=1
0 9999

S@3@ IF AE=2 AND A7=2 THEN PRINT "PLAYER HAS WON":GOTO
995

5040 GOTO 1802

008 GRAPHICS B:FOR L9=1 TO 4:PRINT "I2345&787 ";:NEXT

THEM FRINT "COMPUTER HAS WON":GOT

N

Ly
F@1@ FOR L9=1 TO F:FOR LB=1 TO 4:MA=(LP-1)#5+1:PRINT HA
P% (MA,MA+B) ; CHRE (LF+178) 5 sNEXT L8:NEXT L%
FR2@ FOR L%=1 TO 4:PRINT "I12345&4787 ";:NEXT L9
9830 PRINT * HAaP COMP F. PLAYER F. NEUTRALS"
@48 RETURM
F1@@ FS=INT (M/1@80) : LOY=INT (M/100)--FS*1@: X1=INT (M/1@) L
OY#1@-FS#180: Y 1=M-X1#10-L0Y*100-FS*1020: RETURN
720@ POSITION @,12:FOR L9=1 TO 11:PRIMNT "

"3 :MEKT LP:POSITION B,12:RETU

RN

7308 FOR X2=1 TO 9:FOR Y2=1 TO @

F3IQ5 IF PT(X2,¥2)+PGLX2,Y2)+PI(X2,Y2) >B THEN POSITION X
2419, Y2: PRINT "%";
9318 IF CTIX2,Y2)+CG(X2,Y2)+CI (X2,¥2) *@ THEN POSIT
249, ¥Z: PRINT "&"; % s
9315 IF MTOX2,¥Y2)+MG (X2, Y2)+MI(X2,¥2) >@ THEN POSIT
2+29,Y2: PRINT "g"; ; TR
F3I2@ HM=FL{1):GOSUB 7iea

F325 IF LOY=2 AND H1(X2,Y2)>@ THEN POSITION X2+ 19,¥2:PR

INT "w";

3?2:&:#EF LOY=1 AND H1{X2,¥2}>0 THEN FOSITION X2+9,Y2:PRI
i

?:37 IF LOY=3 AND H1{X2,¥2)>3 THEN POSITION X2422,¥2: PR
ngny

F33@ M=FL(2):GOSUR 108
?3?5 IF LOY=2 AND HZ(X¥2,¥2)>@ THEN POSITION X2+19,Y2:FR
PO
z?Sé*IF LOY=1 AND HZ(X¥2,Y2)>@ THEN POSITIONM X2+9,¥2: PRI
§
?—337 IF LOY=F AND H2(X2,YZ2} >0 THEN POSITION ¥2+29,Y2: PR
NT "o";
7340 H=FL (3):GOSUE 7100
?345 IF LOY=2 AND HI{X2,Y2)>@ THEMN POSITION X2+19,¥Z:PR

INT "an;
:$4?*IF LOY=1 AND H3(X2,¥2)>@ THEN POSITION X2+49,Y2:PRI
H

?3;7 IF LOY=3 AND H3(X2,¥2)>@ THEN POSITION X2+29,Y2:FR
ugns

FI5@ H=FL (4} : GOSUR 7i@@

‘I?i?S IF LOY=2 AND H4{(X2,¥2)>@ THEM FOSITION XZ2+19,¥2:FR
gty

:?Sf F LOY=1 AND H4{X2,¥2)>@ THEN POSITION X2+9,Y2:PRI

?:$7~3: LOY=3 AND H4(%2,¥2)>@ THEN POSITION X2+29,Y2:PR

FIF@ NEXT Y2:NEXT X2:RETURN

9488 GOSUB 9200: PRINT “LOCATION" %23 ,";Y2

9410 AF=R:FOR L9=1 TO S:M=HL (L9):GOSUB 9100: IF X1=X2 AN
D ¥I=¥2 THEN PRINT "MOUNTAIN - NO FORCES":A9={

FAZ@ MNEXT LF:IF a%=1 THEN 95&@

943@ FOR L9=1 TO 9:M=WL(L9):GOSUE 7180: IF X1=X2 AND Yi=
¥2 THEM PRINT "WOODLAND" 3
F44@ NEXT L9

450 AB=@:FOR L%=1 TO 7:H=FL(L%):GOSUE %100:IF X1<>%2 0
R Y1<>¥Y2 THEN 947@

946@ PRINT "FORT: FORT STR.=";FS;"
*8+1,L0Y*8) : AB=1

F470 NEXT LY

F48@ PRINT “FORCES COMPUTER "PLAYER" ,"NEUTRAL"

F49@ FRINT "TROLLS CT(X2,YZ) JPTIXZ,¥2) MT(X2,¥2)

9508 PRINT "BOBLINS",CB(X2,Y2) PG (X2, Y2) , MG (X2, ¥2)

::'l‘g sgi:‘[ “IMPS",CI(X2,Y2) WPLIXZ,¥2) ,MI{XZ,Y2)

2 T "HUMANS-1",:M=FL {1} : GOSI H -
O¥:IF L9<>1 THEM PRINT = s ok el
9525 NEXT L9:PRINT M1 (X2,Y2)

9538 FRINT "HUMANS-2",:MoFL (2) : G : -
OY¥:IF LF<>1 THEN PRINT . gt A LA
9535 NEXT L9:PRINT H2(X2,v2)

F54@ PRINT "HUMANS-I" tM=FL {3} : GOSU H -
O¥:IF L9<>1 THEN PRINT , S e
9545 NEXT LF:PRINT HIXZ,v2)

558 FPRINT "HUMANS-—4* M=FL (4} : GOSUB 1 z

O¥:IF L9<>1 THEN PRINT , ot a0

OWNER="; OWN% { (LOY-1]

—

9555 MEXT LF:PRINT H4(X2,Y2)

33? TRAP 956@: PRINT "PRESS RETURN TO COMTINUE®; : INPUT
F57@ RETURN

P08 IF X3>X THEN XI=X+1:G0T0 9420

685 IF X3<X THEN X3=X-1:GOTO 9520

?61@ IF Y3>Y THEN Y3=Y+i:G0TO 9&20

9615 IF Y3<Y THEM Y3=Y-1:GOTO 9620

F6208 IF

PT X3, Y3) PG (X, ¥3)+PI (XT, Y3)+MT (X3, ¥)
I)+MIIX3,¥Y3)<1 THEN 9670 : R T
;Egﬂ A=INT(RND(@2)=4) : IF A=0 THEN X3I=XI+i:IF XZ»9 THE\N X
7640 IF A=1 THEN X3=X3-1:IF X3<1 THEN X3=1
9658 IF A=2 THEN Y3=Y3+1:1F Y339 THEN ¥3=9
7668 1P A=3 THEN Y3=Y3-1:IF Y31 THEN y3e1

FBFOR LG=1-T0 9:M=WL (L9) 1 GOSUB-7108: IF- X1=
Y3 THEN XZeX:y3=y ; gl
FHE@ NEXT L9
9698 FOR L9=1 TO S:M=ML(L9):GOSUB 918@: IF Xi= =
Y3 THEN X3=X:Y3=v : et Et it
9700 NEXT L9
971@ FOR L9=1 TO 4:M=FL(L9):G0SUB 9188: IF X1
Y3 THEN X3ax:y3=y ; T s
9720 NEXT L9
973I@ RETURN
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ROG
PRIIE

This program is written tongue in cheek The key shape alters at each play and . e
and when you play it you will know why. there are some appropriate sound effects :
You need a 16K Atari Computer, a BASIC — frogs, keys turning and a fan-fare if you

cartridge and a controller. The object of the win. The game is self explanatory. The
~game is to solve the mystery of the magic REMarks show what each part of the

key by tracing its shape with the controller - program does. So get cracking and punch -

and pressing the button at each corner or the program in and see if you can change,

change in direction. the frog into a prince.

1@ GRAFHICS 2:SETCOLOR 4,2,S:FPRINT #63"THE FROG FRINCE" : \\\ /
20 FPRINT :PRINT :PRINT #&;"BY & M HILLEN"

3@ FPOSITION =,5:PRINT #&;"% THE E_" :

4@ FOSITION 3,6:FRINT #&; "MAGIC Koy

45 FOR R=1 TOD 1@:FOR Z=14 TDO @ STEPF -S5:FOR F=255 TO @ STEF -1@:S0UND @,F,10,Z:NE

XT F:NEXT Z:NEXT R : -

8@ GOSUB 1500

95 T=0:F=0:J=0

10@ IF T>=28 THEN 8200

105 GOSUE 1000

11@ GOSUE 8000

12@ GOSUE 2000

130 GOSUER =002

149 GOSUB 4000

150 GOSUE SR20

160 END

500 SOUND @,20,20,14

505 G6O0TO S0

1000 REM FLOT KEY BASE

101@ GRAFPHICS Z:SETCOLOR 4,1@,4:COLOR 2

1820 PLOT 5,8:DRAWTD 35,8

1030 DRAWTO 35,11:DRAWTO 30,11:DRAWTO 22,8

1040 RETURN

1500 REM FROG ,

1510 GRAFPHICS S:SETCOLOR 4,1@,1:C0L0OR 2:X=3:Y=13

1815 FPLOT S@,17:PRINT :FRINT "I AM A FROG I

1520 FI=3X,142:FOR THETA=@ TO 2Z#FI

1530 DRAWTO R1#(COS (THETAY +X) ,R2#4 (SIN CTHETA) +Y)

1535 GOSUR 9000

1540 NEXT THETA

1550 COLOR 3F:FPI=3.142:FLOT 50,17

1560 X=Z:Y=Z:Rl=14:R2=5

1570 FOR THETA=0 T0 10%P1

1580 DRAWTD R1%(COS(THETA)+X) ,RE# (SIMNITHETA) +Y)

1585 GDSUR 9600

159@ NEXT THETA

1600 X=25:Y=5:R=2; PRINT "PLEASE SOLVE THE MYSTERY OF THE KEY"

161@ FOR THETA=@ TO 1@%FI

14620 DRAWTO Fo (COSCTHETAY-X) JR# (SIN(THETAY +Y)

1650 X=17:Y=S:R=2:FLOT 35,10

1640 COLOR 1

1650 FOR THETA=@ TO 4%F1

1660 DRAWTO RE(COSCTHETA)+X) JRE (SIN(THETA)Y +Y)

1645 GOSUR 7000 -

1670 NEXT THETA -

1680 X=2S:Y=5:R=2:FLOT 52,10

1490 FOR THETA=® TO 4%FI

1700 DRAWTO Rx(COS(THETA) +X) , R (SINITHETA) +Y)

1705 GOSUE 9000

1716 NEXT THETA 1 y

1720 X=F:Y¥Y=13:R1=14:R2=1.5:PRINT. :FRINT ;FPRINT "GET THE EEY TO TURN AND YOU
WILL  TURM ME INTO & PRINCE!™"

1725 FLOT S@,17

1730 FOR THETA=@Q TO BxPI :

1740 DRAWTD RI1#(COS(THETA) +X) ;RE% (SIN (THETA) +Y)

1745 GOSUE 9000

175@ NEXT THETA

e g
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1755
176
17465
1770
&, 28
1775
1780
1785
172@
1600
fedulaln)
010
2020
2110

”1?@

FOR Z=14 10 @ STEF
COLOR 235 FPLAOT
FOR Z=14 TO @

COLOR Z:FLOT
FOR Z=14 TO @
FRIMNT :FRINT
FOR 7=14 TO @
DIM AF(255) s INFUT
RETLIRHR
REM RAMDOM  MNME
H—Q-B—INFL(hNDlﬁJiIQJ+ﬂ.»H
IF B3 OR B<1l THENW 2010
C=@;C= INT{lRNDfGJ¥19}+m =
= 5 THEM 2014
D (S #1@) +@, S)
D<1 THENM 2210

THEN

-

TGS 5 OR

2310 E=@:E=INT ( (RND (&) %100 @, 5)

2320 IF E*D OR E<1 THEM 231@

2410 F=@: F=INT ( (RND (&) %102) +0. %)

2420 IF F>5 OR F<l THEN 2410

2430 FRINT "TRACE THE SHAPE OF THE EEY

2435 FPRINT " AT FACH CORMER AMD THE END
FRESS THE EBUTTON *

2440 RETURN

I00D REM DEFIME COORDS

I010 X1=5:Y1=8

I020 X2=5:YZ=(B+R):Y1Z2=(B-B)

ZREQ X3=(S+0) i ¥E=(8+R) : ¥Y13=(B-R)

IQ40 X4=(35+C):Y4=

IBS@ X5=(5+C+D):Yo=8

306D Xb&=(5+C+D) : Ye=(B+E) 1 Y1b= (B-E) '

SO70 X7=(5+CHD+FI:Y7=(B+E): ¥17=(B-E)

I@BR Xg=(3+C+D+F):¥YB=8

F07@ RETURN

1ann

— 1@ SOUMD

4206
4010
4020
4030
4040
SR
s@0s
5006
S010
so1t
S015
s0z0
S030
5031
S040
SEse
S06@
SB70
5080
5090
5200
5210
5220
523
5240
=250
S260
=270
s280
5300
5302

= LBy SN M.P

THR
103 SOUND O, F,

10 ZeNEXT FiNEXT Z

.k

1@ Z:NEXT FeNEXT Z
FLOT 4%5,2%: DRAWTO &

LR @y B, 10, 2 MEXT F:NEXT Z

I

1@y Z e hEXR T MEX T 7

RANDOM NUMBERS

REM KEY SHAFE USING RE
COLOR =

FLOT X1,Y1:DRAWTO X2,Y2:DRAWTO X3,Y3: DRAWTO X4, Y4
DRAWTO X5, YS5:DRAWTO Xé,Yé&: DRAWTO X7, Y7:DRAWTO X3,
RETLURN :

REM OFERATION OF CONTROLLER

R=1:COLOR 3:X=5:Y=8:FLOT X,Y

GOSUE BS00 ;

IF STRIG(A)=@ THEN S@1Q

GOSUE 8500

IF STICK(@)=1% THEN
IF STICK (@)=14 THEN
IF STICK(@) =13 THEN
GOSUE 8500

IF STICK(@)=11 THEN S523@ -
1IF STICK(@)=7 THEN 524@
IF STICK(@)=1@ THEN 5250
IF STICK(B)=9 THEN S2&0
IF STICK (@) =6 THEN S27@
IF STICE(@)=5 THEN 5280
X=X: Y=Y:GDTD 5305

e

5200 .
21@
5220

:Y ¥:GOTO 5700
tY=Y-1:60T0O 500
tY=Y+1:60TO0 5300
=X+1:¥=Y~-1:60T0 5300
X=X+1:¥=Y+1:60T0 S=0@
COLOR Z:DRAWTO X,Y:IF A=2 THEN SZ05

S0UND B 14@, 6@, 1@ FOR Z=1 TO 1@:NEXT Z:SOUND @,@, B @




5305 STRIG(@)=1 THEN S01@
S308 STRIG(@)=0 THEN FOR Z=1 TO 4@:SOUND @,4,20,10:NEXT Z:SOUND 2,0,0,0
5310 R=1 THEN 5359 -
5315 R=2 THEN SZa@
5320 R=3 THEN 5370
5325 R=4 THEN Szap
5330 R=5 THEN S39g
5335 R=6 THEN S400
S340 R=7 THEN S41p
S3sg X=XZ AND Y=Y2 AND F=1 THEN PRINT :PRINT :FRINT "CORRECT AT CORNER “;R:R
2:60T0 S010
2355 IF X<3X2 AND Y<>YZ AND R=1 THEN SSo@
IF X=Xx3 AND R=2 THEN FRINT "CORRECT AT CORNER ":RIR=3:60T0 S@10
IF X<3X3 AND Y<3>YZ AND R=2 THEN SSog
IF X=X4 AND Y=v4 AND R=3 THEN PRINT "CORRECT AT CORNER “:R:R=4:60T0 Spig
IF X<3X4 AND Y<>Y4 AND R=4 THEN Ssan
IF X=X5 AND Y=Y5 AND R=4 THEN FRINT "CORRECT AT CORNER ";R:R=5:60T0 Soi
IF X<3XS AND Y<>YS AND R=4 THEN Soop
IF X=X& AND Y=Y&6 AND R=5 THEN FRINT "CORRECT AT CORNER ":R:R=&:60T0 Saip
IF X<¥X6 AND Y<:Y&6 AND R=5 THEN Ssoa
IF X=X7 AND Y=Y7 AND R=6 THEN FRINT "CORRECT AT CORNER “;R:R=7:50T0 Saio
IF X<>X7 AND Y<3>Y7 AND R=& THEN Ssp -
X=X8 AND Y=V AND R=7 THEN vann IS0 PRINT {PRINT {PRINT “THE KEY [RG BEATEN vOu "
IF X<>X8 AND Y<3YB AND R=7 THEN S=ag (5505 J=J+1:PRINT “NUMEER OF GOES=*;J
IF X=X8 AND Y=VB AND R=7 THEN sang 5910 FOR CONT=1 TO S@0:NEXT cont
IF X<3X8 AND Y<>YB AND R=7 THEN =sop |5520 G0To 1go

REM FROG AND CROWN
BRAFHICS S:SETCOLOR 4,10, 1: 0000k LpX=Er Vel Rl =14: Roey 5
PLOT 5@,17:FRINT :pPRINT CTHANK YOU S0 mMucH |, ... T
PI=3. 142: FUR THETA=0 To 2#pj ‘
DRAWTO Ri*cEQS{THETA)+x;,Rg*<5IN(THETﬂ)+Y)
BOSUE 9pap
NEXT THETA
COLOR Z:PI=3,142;pL 07 S0, 17
X=Z:Y=F:Rl= 4:R2=5
FOR THETA=0 TO ipxeT
DRAWTO Rl*(CDS(THETr’—\)-ﬂ-X) uRQ*fSINiTHETm+w
BOSUE 9000
NEXT THETA
X=20: Y=S:R=2: PRINT :PRINT o
6148 COLOR 1 S0 X=17:Y=5:R=2:FLOT 35, 1p
6150 FOR THETA=@ TO 4%PT T T,
46168 DRAWTO R* (COS(THETA) +X) % (SIN (THETA) +Y)
6165 GOSUE 9000
6170 NEXT THETA
6180 X=25:Y=S:R=2:FLOT 52,10
4190 FOR THETA=@ TO 4%FT P
&200 DRAWTD Rx* (COS(THETA) +¥) , R* (SIN(THETA) +Y)
4205 GOSUR 9000 {
4210 NEXT THETA
HE2D X=Zi1v=1Z:Ri=14
46225 FLOT 50,17
6ZEQ FOR THETA=® TO 8#%FT
46250 NEXT THETA
4255 REM THE WATER s . ; )
4260 COLOR 2:PLOT 5,21:DR ,22 o S R o oty e
6270 COLDR 3:PLOT é,zv:DRﬁme 30,25: FLOT 25,33: DRAWTO 50,35: FLOT 45,29: DRANT
e - -SRI, SR ' vou
5280 FRINT :FRINT "WELL DONE! ! INUMBER OF GSOES = ";J+1;
F SCORE = ";F
4285 REM THE CROWN L : e e
lazqa COLOR 2:FPLOT 25,8: DRAWTD S0,8: DRAWTO 55,4: COLOR ©: DRANTO 30, 4: COLOR 2
0 35,8 ] s A CEN o
; 30, 6: s I,6:FLOT 45,7:FLOT 47,
6295 COLOR 1:FLOT 36,7:FLOT 38,6:FLOT 3},i:.LﬁT i4’$-pLaT $orkon Ll L N
6300 COLOR 3:FLOT 28,2:FLOT 30,3:FLOT 32,2:FLOT 34,%: ,
2:FPLOT 42,3:PLOT 44,2:PLOT 47,3 P ] : A
£310 PLOT &9,2:PL@T 51,3:PLOT 53,2:FLOT 55,3:PLOT 57,2
6315 FRINT “TD END PRESS SYSTEM RESET"
632@ FOR F=1 TO 200:S0UND @,255*RND (@) ,14,14:NEXT F:SOUND 2,0,0,0
4330 GOTO 95
7000 REM TURN THE KEY
7010 GRAFHICS Z:SETCOLOR 4,10,4 et
7020 F=INT (10@% (T+1) /44) : FRINT "YOL HAVE TURNED THE KEY! : . =
OUR SCORE IS ":;F3;" OUT OF 180" 8010 COLOR 2:FLOT &, 15: DRANTO 35, 15: DRAWTO 35, 17: DRAWTO 5,17:DRA
7030 GOSUE S000 BOPH RETLURN . .
7040 GOSUR 8500 BS0O IF Ti=28 THEN 280 _ : o
7@05@ COLOR 2:G0SUE 9100 8505 T=T+(1/1@) :COLOR 1:FLOT &,1&:DRAWTO 64T, 143 PLOT X, Y: DRAWTO YL
7058 GOSUE 9149 2510 RETURN
7060 COLOR @:BOSUE 910@ 8600 COLOR 1:PLOT &,16:DRAKTO 44T, 14
7070 COLOR 2:60SUE 9180 8410 RETURN . . L
7082 COLOR 2:GOSUE 9200 8200 PRINT "YOUR TIME IS UP TRY ABAIN! LEND
7085 GOSUB 7140 009 SOUND B, 255-RND(28) %108, 10, 1 4-RND (14) 10
7050 COLOR @:G0OSUE 9200 oROS RETLURNM “ ~
710@ COLOR 2:GOSUE %180 9188 FLOT 5,8:DRAWTO 35,8: REM BOSUE ROUTINES FOR KEY TURN
7110 COLOR 2:G0SUE 910@ 2110 DRAWTO ES,II:DRQNTU.BE,II:Dﬂﬁwfﬂlgﬁlg
7113 GOSUER 9140 7120 PLOT X1,Y1:DRAWTD X2,Y2: DRANTO X3, YE: DRAWTO X4, Y4 :
7120 GOTO 4000 7130 DRAWTO XS, YS: DRANTO X&,Ye: DRAWTD X7,Y7: DRAWTO X8, Y
8008 REM TIME CHART | = RETURN . . L \
= ' FOF F=50) TO B STEP -2:80UND B,F,20,F: NEXT F:FOR KEY=1 TO S58:NEXT KEY
RETURN
FLOT 5,8:DRAWTD 35,8 . ; - . e
5 FOR F=S5@ TO 0 STEF —2: SOUND B,F 20, FiNEXT FiFOR KEY=1 TO S@:NEXT KEY
RETURN - o .
FLOT 35,8: DRANTO 35,5: DRAWTD 30,5: DRANTO 30,8
PLOT X1,Y1:DRAWTO X2,Y12: DRAWTO X3, V15: DRANTO X4, Y4
DRAWTO X5, Y5: DRANTO X6,Y16:DRAWTO X7,Y17: DRAWTO X8, va
RETURN

w2 NOWLT AN THE PRINCE OF THE Frocsis




étarah? presents

SAVABGE POND

A truly remarkable depiction of life cycles in a
freshwater environment. A semi-educational pro-
ATARI gramme with high resolution graphics, crammed
with thrills, spills and excitement, featuring:
COMMODORE Amoeba (Rhizopoda); Hydra (Chlorohydra
64" Viridissima); Dragonfly (Erythromma Najus);

. Bloodworm (Phylum Platyheminthes); Jellyfish
(Craspedacusta Sowerbeii); Beetle Larva
(Macroplea Leachi); Spider (Argyronata Aquatica);
Water Fleas (Scapholeberis Mucronata); Bumble- §

Bee (Bombas Lapidarius); and our special guest star

THE COMMON FROG

(Rana Temporaria)

Awesome ... In its conception
Brilliant . . . /n its depiction
Dynamic . . . in its execution

“Savage Pond is a real joy. A totally unique concept, well
thought out and superbly programmed. Whilst a far cry from
the usual arcade action it retains all of the excitement. It is an
ideal family game and children and adults alike will marvel at |
the graphics and storyline . . . you will not find such an original
and compelling game anywhere else. Buy it and sit back
knowing that one of the most original games ever programmed
was written here in Britain.” — PAGE 6 — an Atari Users Magazine. I
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(021-520 7591) (0254-691-211) (01-969 5255) (021-643 5102) (051-420 8888)
BT U e T S LR 11
) STARCADE SOFTWARE, 2 Elworthy Avenue, L26 7AA. |
ASK YOUR E Please rushme ........ copies of SAVAGE POND suitable
IF IN LOCAL DEALER | for Atari/Commodore 64 (DISC/CASSETTE). )
i elete as necessary.
DIFFICULTY OR : P:ase debit by Access Card - (D
RING OUR POST THIS iﬁugwﬂlﬂ 1 0 P 9
(S:LF{EED?-FACSALD COUPON E | enclose Cheque/P.O.for£............
SALES LINE: i Name i dobi il i iy sl Rl e iiie o0 SR Tl
i
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P - I S S - — — -

051-487 0808 (24 hours)



REM ANDY SANDERS e - - e . e
REM COMPUTER DUEL e . -
REM SPECTURM [161K OR [481K L . o o
LET SC=0 . . ; .
LET MEN=1@: LET PA=@: LET SHEET=1 . ;E‘% e : g %§? .
35 LET A=2@: LET B=1: LET X=1: LET ¥=3@ ’&%&v&@v&@: . $§§§@&=
5@ REM POKE SETS CAPS LOCK L - . .
55 POKE 23s58,8 . ’&i"?§'$§§§&%
&0 FOR T=&53&8 TO 65400+7 . e .
7@ READ F: POKE T,F . . ’@' &”’@'@&@% .
75 MEXT T L - : o -
BB DATA 12&,9@,126,24,126,189,36,1082,36,40,90,126,24,36,40,45,0,0,24,125,70,40 o &% . o gg -
+24,36,0,34,584,24,24,64,34,0,1,2,34,88,135,0,0,0 E .@?@_@@fg . o : %'«&2@
128 G0 SUB 1250 e - o
112 GO0 SUB 1023 o o -
115 IF SHEET=1 THEN GO TO 150@ G . .
120 IF SHEET=2 THEN GO TO 175@ . o
125 IF SHEET=3 THEN GO TO 2002 . -
138 IF SHEET=4 THEN GO TO 2250 . i e
135 aToP S - ﬁ'ﬁ*@%%'@'{g@%
140 LET I$mINKEYS . - . .
142 IF I$="" THEN GO TO LN o - . y ; -
145 IF I$="I" THEN GO TO 209 . .
15@ IF I$="L" THEN GO TO 300 e . - &
155 IF I$="0" THEN GO TO 4@@ . . . o o
168 IF I$="X" THEN GO TO 500 (i . . § . . . . .
165 B0 TO LN o . -
170 GO TO 148 | & : S - : o : o
200 REM # E %&é&&%& >~g2§;&_&§$.' _ L .
285 IF ATTR (A,B-1)=5% THEN PRINT AT A,B;" “: LET B=B-1: LET SC=SC+1@: BEEP .2 - i - - -
5,2%: LET PA=PA+i: GO SUB 328@: GO TO 780 S e . -
218 IF ATTR (A,B-1)=14% OR ATTR (A,B-1)=57 OR ATTR (A,B-1)=17@ THEN GO TO 1&5 . S . .
215 IF ATTR (A,B-1)=5& THEN GO TO 750 ... . e
220 FRINT AT A,B;" ": LET B=B-1: GO TO 7@@ | - .
3@0 REM . e
385 IF ATTR (A+1,B)=5% THEN PRINT AT A,B;" “: LET A=A+l: LET SC=5C+1@: BEEP .2
5,25 LET PA=PA+1: G0 SUB 320@: GO TO 70@
310 IF ATTR (A+1,B)=178 OR ATTR (A+1,B1=149 OR ATTR (A+1,B)=57 THEN GO TO 1&5
315 IF ATTR (A+1,B)=54& THEN GO TO 75@
328 PRINT AT A,B;" “: LET A=A+1: GO TO 7@@
222 REM
4@5 IF ATTR (A-1,B)=5% THEN PRINT AT A,B;" “: LET A=A-1: LET SC=5C+1@: BEEP .2
5,25: LET PA=PA+1: GO SUB 328@: G0 TO 70@
418 IF ATTR (A-1,B)=178 OR ATTR (A-1,B)=149 OR ATTR (A-1,B)=57 THEN GO TO 145 :
415 IF ATTR (A-1,B)=54 THEN GO TO 75@ - EETTE,
420 PRINT AT A,B3" ": LET A=A-1: GO TO 70Q@
=02 REM 1183 RETURN
%@5 IF ATTR (A,B+1)=59 THEN PRINT AT A,B3" ": LE B=B+l: LET SC=SC+1@: BEEP .25 1250 REM #5000 s 30 AR
»25: LET PA=PA+1; GO SUB 3209: GO TO 7@8 1255 PAPER 7: INK 4: CLS
S51@ IF ATTR (A,B+1)=172 OR ATTR (A,B+11=14% OR ATTR (A,B+1)=57 THEN GO TO 1&5 1257 PRINT AT 3,9; INVERSE 1;"COMPUTER DUEL"
515 IF ATTR (A,B+1)=56 THEN GO TO 750 1245 PRINT INK 23 INVERSE 1;AT 8,5;"Press any key to begin®
520 PRINT AT A,B3" “: LET B=B+1: GO TO 78@ 1264 PRINT INK 23AT 11,7;"SHEET ";SHEET;"  “;"SCORE ";SC
TOD REM 3000000030003 ‘ 1278 PAUSE @: CLS : RETURN
7@5 PRINT INK 23AT A,Bj"%" 1588 REM
71@ IF PA=E THEN LET A=2@: LET B=1: LET X=1: LET Y=3@: LET SHEET=SHEET+1: IF 5 15@% LET E$=":": LET E=4: LET LN=%2@
HEET=5 THEN LET SHEET=1 151@ PRINT INK 13AT 1,93"0 "jAT 2,9;"&";AT 2,10 "=";AT 2,113 "3AT 3,115 "5 ";AT
715 IF PA=E THEN LET PA=0: GD TO 1@0 4
720 GO TO 14% s L1370 "5AT S, 11570 "5AT 6,115 "E "5AT 7,115 "l “5AT 8,133 95 “5AT 9,13;"6 ";4T 9,45
758 REM * B
752 BEEP .25,-20: BEEP .25,-18 wewmmsenell " AT B,61 "0 "§AT 7,45 "Busmss "5AT 6,45 "8 "JAT 5,37 "l
755.LET MEN=MEN-11 LET K=1 1515 PRINT INK 13AT 15,45 " mmmeen” § AT 12,135 % 15AT 13,13;" §*3AT 14,13;" 258
76@ IF MEN<=B THEN CLS : B0 TO 7008 T 15
742 PRINT AT A,B1" "jAT X,Y;" " y133" B 3AT 16,135 " b ;AT 9,173 " $AT 17,195 "wll "§AT 16,205 "4 "§AT 15,205 "=";
763 LET A=2@1 LET B=1: LET X=1: LET Y=3@ AT 1
7&% IF SHEET=3 THEN LET PA=8 51245 "Memms” § AT 16,273 " §"3AT 17,273 §3AT 18,27;" &"
770 B0 TO 145 1520 PRINT INK L3AT 5,215 "8=0"3AT &,21; "Sed ;AT 2,26} "ol “5 INK 35AT S5,8;" "
@0 REM AT
985 IF ¥=A AMD Y=B THEN G0 TO 75@ 3,233 " "3AT 12,173 "JAT 17,25;" "
P15 IF X<A AND ATTR (X+1,Y)<>57 AND ATTR (X+1,¥)<>S% THEN PRINT AT X,Y;" ": LE 1525 GO SUB 2802
T X=X+1: GO TO 9@ 1745 GO TD 140
928 IF X>A AND ATTR (X=1,Y}<>57 AMD ATTR (X-1,Y)<>S5% THEN PRINT AT X,¥;" ": LE 1750
T X=X-1: GO TO 9@ 1755 : LET E=5: LET LN=900
925 IF ¥<B AND ATTR (X,Y+1)}<>57 AND ATTR (X,Y+1)<>S59 THEM PRINT AT X,Y¥;" ": LE 1760 PRINT INK 13AT 2,1@;"5 ";AT 3,183 "="5AT 4,1@;" 0";AT 5,10;" B=”jAT 5,17;
T ¥Y=y+11 GO TO 990 38
930 IF ¥3>B AND ATTR (X,Y-1)<>57 AND ATTR (X,Y-1)<>59 THEM PRINT AT X,Yi" "i¥s=y T 8,175 "3 AT 7,175"8 "3AT 8,173"0 "sAT 4,24;"%  ";AT &,24;"% AT 8,24;
—-1: GO TO 99@ d
935 G0 TD 14@ $AT B, 65 "FU" AT 9,6; "Rad" ;AT 15,83 "0 "3AT 15,8;" @"3AT 16,6;"8 ";AT 16,8;" @
998 REM ik 17485 PRINT INK 11AT 12,13} " s § AT 13, 13; AT 13,28;" @"jAT 1
991 PRINT INK @;AT X,Y¥jE# 4,135
992 IF X=A AND ¥Y=B THEN GO TO 75@ Brmeell” § AT 14, 173 " Bl 5 INK. 3pAT 4,53 " < "3AT 9,123 "~ "3AT 2,263" ~"3AT 13
995 60 TO 14@
1892 REM * 18, 265"
1025 FLASH 1: PAPER 2t INK 5 199@ GO0 SUB 280@
1830 FOR C=0 TO 1: FOR D=0 TO 15 1995 GO TO 140
1835 PRINT AT @,2#D+C;" ": PRINT AT 21,2%D+#1-C;" " 2000 REM
184@ NEXT D 2005 LET PA=B: LET E=1&: LET E#=""; LET LN=2920
1845 FOR D=8 TO 10 2019 B0 SUB 2828
1850 PRINT AT 2#D+C,@;" "1 PRINT AT 2#D+1-C,31;" “ 2042 GO TO 2908
1855 NEXT D 225@ REM
1858 PAPER S5: INK 21 NEXT C 2255 LET E=3:1 LET E$m""; LET LN=3100
1865 FLASH @: PAPER 7: INK 4 2248 GO SUB 2800
FEra T 2275 GO TO 311@
2800 REM ##
2805 PRINT INK 2jAT A,B3"®": PRINT INK B;AT X,Y;E$: RETURN

2988 REM
2905 LET K=1: LET VmINT (RND#29)+1

271@ PRINT INK 33AT K,Vi"="

2915 GO TO 149

25920 LET K=K+1

2925 IF K=21 THEN BEEP .25,-25: PRINT AT 2@,V;" ": LET PA=PA-1: GO TO 3000
2930 IF ATTR (K,V)=58 THEN BEEF .25,25: PRINT AT K-1,V3" ": LET PA=PA+1: GO TO

2748 PRINT AT K=1,V3" "3 INK 3;AT K,V v
295@ GO TO 149

3008 REM # -
3805 IF PA>=E THEN LET SC=SC+20@: LET PA=0: LET SHEET=SHEET+1: LET A=20: LET B=

3010 IF PA<=B THEN BD TO 75@
3028 GO TO 2908

3188 REM
3185 PAUSE 51 PLOT 125,147: DRAW OVER 1yN,-M
3187 PRINT INK 33AT 4,15;" "

3110 LET N=INT (RND=*1@@)+20

3115 LET M=INT (RND*150)+18

PLOT 125,147

IF RND>.5 THEN LET N==N: GO TO 3150
DRAMW INK BjN,-M

GO TO 14@

REM 3000 00 000000 50003000 0306 0 0

IF SHEET=4 THEN LET A=28: LET B=1
RETURN




— —_— N [ —
. -
G i o
. . -
- -
o
-
o - L
- - o
e :
o - o
i : o W
- -
o

make sparks fly Duel is the one for you.

Itis a great maze game with four sheets
of arcade action. Sheet One consists of a
maze which contains sparks of deadly
electricity. Your character {the one which
you control} appears in the bottom left
hand corner, and your task is to collect the
sparks as you travel around the maze. But
it’s not an easy job to do — thereis an alien
scampering around the maze which
follows you along the maze paths trying to
§ get you.
In Sheet two of Duel you see a different

-

o %,@’%
. .

S
T

If you want to play a game that will really ‘

maze, a different alien and more sparks to Sheet One

collect. For each spark collected 10 points and Two:

are awarded and added to your score Sheet Three:
| which is shown at the next period Sheet Four:

between ' sheets.

| Now for something slightly different. I
You must catch loads of falling objects
descending from the top of the screen.

e
-
.
-

.

-
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. o

sheet is completed and then you return to
the beginning of the game again. After you
have collected the spark your character is
automatically returned to the bottom left
side of the screen.

Sheet Descriptions

collect sparks from a maze
while avoiding the alien.
collect the falling objects
collect the spark four times
while avoiding the bolt of
electricity.

Keys to Control your character are:

They appear at random positions and fall in Z = left
a straight line. Every time you let one past X = right
your character you lose one point, but if 0=up
you catch him one point is added to the L =down
marker. If this score marker reaches ‘0’ a 3
life is lost, if it reaches 16 the sheet is com- Variables Used
plete, the marker starts with a value of XY et £ ali
eight. On completion of the sheet 200 ' Cosox ('j".'a €29 |fen
points are awarded. Bonus points can be . AB cﬁ'or tlnates OBy OLLT
gained by crashing into the side of a falling E ardclLof B

| object. Ten points per object but the value LN ng numt el tvor alen

i of the marker does not alter. e ggg’rzme“ FOULNes.

Andin sheet four you’ll come up against :
Aol e et i SHEET e L AR
formofa ranc;l]om Iirc;l% |which is drawnffrorrln Ieg'?; der NS
a point at the middle, top part of the 5 :
screen. If you walk into this line you lose a E Eurgl;grbzfcgﬁéi%sd that
life. You must collect the spark which ap- Vv CaT Fo R
pears on the screen three times before the [ Lirc::?fnf:ning cin-lbﬁec tJ ;
w N,M Co-ordinates for draw

MEN

statement.

Number of lives remain-
ing.
Enemy.

mihe
?@%&§V§? . ;
-

.
.
%&$ . .
-
.

a

:‘hﬁ'&%%&& _
&'%ﬁ%'&?%%g?j' -
- . -

o '?3%@-&.

-
s
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RUNdown
Lines Action
l 1-100 Variable and graphics.
POKE in line 55 sets
Caps Lock key.

100-200 Check for sheet value
and also if a key has been
pressed.

200-700 Your character’'s move-
ment routines.

700-900 Alter sheets, check for
objects collected, check
for number of men left.

900-1000 Alien movement for
sheets one and two.

1000-1250 Set up flashing border.

1250-1500 Pause between sheets.

2900-3000 Alien movement for
sheet three.

3100-3200 Drawing of random line

on sheet four.
Conversion Clues

The main problem with conversion will be
in checking for collisions. The Spectrum
does this by using the Attr function which
scans for certain colours and brightness.
Here follows a list of the attribute
values for each character used in the
game.
Spark: 59
Alien: 56
Maze: 57
Outer flashing wall: 170 and 1489.
So players, take the controls of your
Spectrum and see how long you can sur-
vive this treacherous game!




At R&Rwe believe

that value comes first,

and we make it our business

to ensure that we provide good

quality programs at realistic prices...

for your enjoyment.

ALL ARCADE GAMES NORMALLY HAVE
CHOICE OF KEYBOARD OR JOYSTICK CONTROL.
Should you have difficulty in obtaining our products
from your local Dealer please send cheque or Postal
Order indicating titles required, for return of post service.

The Adventure Be
{For 48K S n Gnl

TITANIC JUNIOR ARITHMETIC | SPECTIPEDE

(For J
thrill of this full machin

.95
OTHER COMPUTERS?

any 2 Spectum) Vot sty 28 £pe e e ol Send S.A E. for a full list of our

W s oon o1 A9 o 15 se and . v b program ias many up- ally only grow of software
allenge e ZX81 and now

& Green. add

wilh full score cards. No two games are e prolect Federati : ORIC-1Computers.
™ ent

e lape

ARy

DEALER ENQUIRIES WELCOME p’ CALLING ALL PROGRAMMERS. ..

R&R Software Ltd. < \ WANTED New, Quality Software.
5 Russell Street, Gloucester GL1 1NE. Send us your latest Program

Tel (0452) 502819 for evaluation — NOW.

AVAILABLE FROM LEADING DEALERS NATIONWIDE
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Forest Trek is a e for the ORI
ATMOS 48 K. It willalso work in the 16
machine if the PQKE addresses are chang-

ed by subtractihg8000 hex. Although the
game's listing is only short, itis fun to play,
and each screen fhat you clear cause the

- game to get hardgp! | chose not to add too
many sound effects because early Oric
computers haV@, a habit of causing screen

wobble (on T.V.'sets not monitors) when
PING, SHOOT PLODE and ZAP are us-

:f/"/ . more effects just add line
. guide Fred through the forest
o the hut at the top right of the screen us-
ing the following keys:
. Z — left
ﬂ — right :
F ; —up
— down
You must avoid bumping into trees and
spiders!
Each time you have completed a

screen, you score one point and the game
gets harder because the spiders appear

more often!
-RUNdown
Line Action

3 Calls subroutine for ing
structions L

: Dfaws the s
round-the-sereen——
Plots 50 trees in random
positions on the'streen
Defines the characters
available in the.game —
Plots the start-and e
positions on the screen
Defines start posmon—ef««-«
'FRED’

Prints score on- sereen”
This is the main control
loop of the game which
repeats the process
waiting for key to

&

t
“Plotsa aspideratarandom
position after a_time
Vi the choice 6f
tiabl
bers current posi- . e e

S —equival elf_l__t tj'".:.__‘
‘on most machines ™
oosesmew posmon of









200 Moves FRED

300 End of main loop

310 Checks to see if you win
or lose!

390 Increment score and
decrease delay before
spider appears

400-450 Gives score and waits for
space bar

1000-1090 Lose game messages

2000-2180 Subroutine for instruc-
tions

10000- Data to redefine

character set

Variables Used

X Current horizontal screen
coordinate

oY Current vertical screen
coordinate

XX Previous horizontal coor-
dinate

YY Previous vertical coor-
dinate 3

S ; Score

XandY Used in counting loops
for POKEing data in to
change the character set

R Delay before spiders ap-
pear

T Counting loop to count
until spider appears

Uand V Hold random numbers of
the position of the
spiders on the screen

AAS Uses the key$ function
to get a character from
the keyboard

Z Test to see if you hit ob-
ject

Pand Q Holds the ASCII value of

the character at location
X.Y on the screen

Conversion Clues

ke

You would need to define an ap-
propriate character set for the
machine you are using

The Oric uses serial attributes,
which means that the colour
changes occupy character spaces
on the screen. For this reason, | have
kept the majority of characters on
the screen in red (serial attribute 1)
or blue (serial attribute 4)

Most machines use inkey$ rather
than key $

SCRNI(x,y) returns the ASCIl code of
the character found at location x,y
on the text screen. The origin (0,0)
being the top left of the screen, with
the maximum values being (38,26)

4 @ o0 W N

REM1: FOREST TREK 1 a game for the 48 K Oric 1 and Atmos computers from

LET z=0
G0SUB2008

REM 17T 8. W. Lucas February 1984 11
POKE£26A, 181 POKES24 , 255
TEXT1GRAB1 PAPER7 s INK4:CLS

REM 1: define character set 11

1@ FORX=454B@TD45431 1 READY 1 POKEX , Yi NEXT

11

8=

2@ FORX=446350T046391 1 READY 1 POKEX , YINEXT

3@ FORX=446540T0465751READY 1 POKEX , YINEXT
40 FORX=44344T046351 s READY 1 POKEX , YI NEXT
Se
60
&3
70
80
B3
70
21
292

100 PLOTX,Y,"£%"

11@ NEXT

111 T=2

115 AS="%&"1B$="E£$" 1 CH=" () " DE="%+" 1 Egm" | /" FF=t 37" ; GEm"Cm"

120 PLOT33,3,51PLOT34,3,E$:PLOT36,3,41PLOTS0,,0:PLOTS1,@, "Finish"
13@ PLOT1,26,@8:PLOT3,26,"Start"1PLOT4,25," "1PLOT3,24,5:1PLOT4,24,C$

FORX=45456T04464463 1 READY 1 POKEX , YT NEXT
FORX=8&6576T046591 1 READY 1 POKEX , YINEXT
LET R=235

FORX=1TOZ7:PLOTX,1,"?"1PLOTX,25,"?" 1NEXT
FORX=2TO241PLOT1,X,"?"1PLOT37, X, "?"1NEXT

FORX=2TO23:PLOT2, X, 11 PLOT3&6, X, 41 NEXT

FORT=1TOS@
X=INT(RND (1) #31)+3:Y=INT(RND (1) #20) +3 A

IF SCRN{K,Y)()SZDRSCRN(H+1,YJ(>32 THE

?;i-lhuu

135 PLOTé,24,1:PLOT3S,24,4

14@ LET X=6:LET Y=23

1446 PRINT"SCORE j- "j8

15@ REPEAT

151 T=T+1

152 IFT>RTHEN U=INT{(RND(1)#31)+31V=INT(RND (1) %28} +4

153 IFT>RAND (U=XORV=Y) THEN1S2

154 IFT>RTHENPLOTU,V,A$: T=0:1ZAP

155 XXmXgYYmy

148 AAS=KEY$

1645 IFAAS="I"THEN X=X-13 IFX<ITHENX=Z

178 IFAAS="X"THEN X=X+1:1IFX>I4THENX=34

180 IFAA$=","THEN Y=Y+1:IFY>»23 THEN Y=23

198 IFAAS=") "THEN Y=Y-131IFY<2 THENY=2

192 P=SCRN(X,Y):@=SCRN(X+1,Y)

193

2008 PLOTXX,YY," "sPLOTX,Y,Ds

30@ UNTIL Z=1

| 392 CL81PRINT"WELL DONE ...

PRINT:1PRINT1PRINT"You have now scored 1-"38

IF (P=320RP=420RP=43) AND (@=320RA=420RE=43) THENZ=@ ELSE Z=1

IFP=370RP=380RP=350RP=340RQ=370RE=3B0RMA=350RA=3& THENEXPLODE 1 B0TO 1 000

"tLET S=8+1:LET R=R-2: IFR<@THENLETR=Q

ly@%%

e
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2010

2015

2020

2032

2040

2052
20460
207a
| 2080

2090

2120
_J2130
2140
2150
21460

2170

410 PRINTIPRINT:PRINT"PRESS SPACE BAR FOR NEXT SHEET"
420 REPEAT
430 GETAS

449 UNTIL A$=" "

{445 CLS

45@ BGOTO7@

S@@ END

1002 CLS: INK1:1PRINTIPRINT:PRINTIPRINT

101@ PRINT"Oh dear you have just got yourself killed !/"

1815 PRINT:PRINT"You scored :1-"3;8

1228 PRINT1PRINTiPRINT1PRINT"Would you like another game ¥ N
| 183@ REPEAT

1242 BGET As

1@5@ UNTIL A#="Y" OR Af="N"

12468 IF A$="Y" THENPRINTCHR#(17):1RUN

1872 POKE £2&6A,3:1CLS

1e8@ PLOT3,1@,"Boodbye... thank you for playing"

189@ END

2000 CLStPAPER@: INK3

FORX=1TO2:PLOT1 ,X,XsPLOT2,X,14:PLOT12,X,"Forest trek"i1NEXT
PRINT:PRINT:1 PRINT

PRINT:PRINT:PRINT"A game by BE.W. Lucas 1984"
PRINT:PRINTI1PRINT"Your task in this game is to guide”
PRINT"Fred through the forest using the keys"
PRINTiPRINT" I - LEFT X - RIGHT"

PRINTIPRINT" j — UP + — DOWN*"

PRINT1PRINT"You must avoid the trees and the"
PRINT"deadly spiders."

PRINT"Each time you complete a sheet, the "
PRINT"game gets harder, with more spiders to"j
PRINT"avoid. You start at the bottom left"

FPRINT"of the screen and finish at the top "
PRINT"right of the screen"

PRINT1PRINT:PRINT"Press SPACE BAR to start game"

REPEAT

GETAS$
UNTIL A$=" "

CLS1RETURN

4MES COMPUTIN
G JUNE 1984

1000® DATA1,2,4,9,16,21,17,0,32,16,8,36,2,42,34,0,1,1,15,11,3,2,6,0,32,32}
19@1@ DATAL®,52,48,16,24,0,1,3,7,15,31,1,3,0,0,32,48,56,40,0,32,0,8,0,4 '
10820 anns.15;1a.1:.a,a,a.4.55.52.42.2a,a,n,a,15,15,15,a,e.a,e,a.aa.44
10030 DATA3S,32,32,0,40,%56,56,63,44,60,47,0,0,8,0,62,%50,50,62,0,63,34

10042 DATAL3,34,43,34,62,08,563,17,463,17,863,17,31,0



BLAST IT

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.

UFO

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

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.




Wake up at the back there! Lou and Les are
back with more of those puzzles you love
to hate. By the way, our plea for readers’
contributions has been largely, well, totally
ignored. This month we offer bribes for any
contributions printed. Send us your
favourite teasers, and we’ll send you what
you deserve.

1 LOOKS FAMILIAR

Here is a familiar sequence written in an un-
familiar way. Continue with it foraslong as
youcareto. . . .

ORI R SIStk i
2 THEBEARFACTS

For those of you with a nostalgic turn of
mind. . . An explorer travels ten miles
south, stops, turns and then proceeds ten
miles east, turns again heads ten miles
north. He is not only exhausted but finds
he is back where he started from. Out of
sheer frustration he shoots at a bear. What
colour was the bear?

3 CHECKIT OUT

Here is another of those sequence with let-
ters missing. What are they this time?

RKB___BKR

To help, or maybe confuse, this could also
read. . .

CKB__BKC
4 LIVE WIRE

5 GROWING PAINS

By substituting the same letters for each
number you should be able to build up a se-
quence of words from “live’” to '‘ade-
quate”’

68

0O MmMm
NGO~
W=~Joog
ppRhogys

4
14
357
5678
6 AYE AYE AYE! WHAT'S GOIN’ ON
'ERE THEN?

If111gets you a policeman whatdoes ABC
get you?

7 EYE QUEUE

OK then, which are the odd ones out —

one in each sequence. .

a; APPLES WHISTLE

UMBRELLA PLATES

b Gl e T 2 3T A,

c; AGING MATING GROPING
COMING GOING

d; 64 81103862

=

W
/

&=
\Q

WILL THE PLUG
FIT SOCKET AORB
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8 DEAL MEIN

As usual, various words lurk in the depths
of this grid. This month they are all card
games, and there’'s 30 to find. Good
hunting.

POPZWOSI—0V-HOI W
<Hd-HOmIwnrZZwmp--
OCOONmM—0OWXToIEO0
>»Or—A—P>rZ2ZMU—OXTD
FroZZ0-Amkr<Ttmowno
MErOC<ITNMCOO—Z2W
IHOTUTMO>>rO0SUOPrS=Z

4—O0WOEO00TVA—0Z2>
OmWC—A<T>Z2I00rm
ZZ2ArZTmoOrow—00
—O—r>r-AmMARIPZISMZD
TMA<XTVZZ2-1AmMCOo—T1s
OWMIN—TOZ2r-HZ>71C
O<Z=Z2Ccno0oroZr—0o

9 A LOAD OF GOLDEN BALLS

While staying at the king's castle in
Falkovia, Jumbo Jim, ringmaster, owner
and expert in all the circus arts, fell in love
with the king’s looney daughter, Mad
Marion. Since the arrival of the circus, the
princess had been locked away in a distant
tower and Jumbo had only been able to
glimpse her from afar — but he knew she
had to be his. His heart went out to her —
but it was returned unopened. The maid
who attended her told the forlorn lover that
the princess would accept no suitors
unless they delivered to her, in person, two
solid gold balls, each weighing one pound.

Fortunately Jumbo had two such balls,
but he could discover no way of scaling the
tower walls without alerting the rabid pack
of hounds that prowled the perimeter.
There was however a tall tree thirty yards
from the tower, as tall as the tower and
more.

Armed with a rope 100 feet long,

Jumbo knotted one end high up in the tree,
and the other, with a grappling hook at-
tached he hurled towards the solitary win-
dow. Afte: a few vain attempts the rope
finally was firmly secured. Now all he had
to do was cross the rope and meet his
destiny. But there remained, of course,
one problem. . . . .

Jumbo knew the rope would break
under the strain of a load heavier than
twelve stone; yet he weighed eleven stone
thirteen pounds, and he had to transport
twa golden balls, a pound apiece. Realising
that it would be too risky to attempt more
than one crossing, Jumbo steeled himself
for the ordeal ahead, and set off. Within a
short time he was in the tower, had
delivered the balls and was slowly suf-
focating in the arms of the princess.

How did Jumbo Jim manage to get
across to the tower even though the com-
bined weight of the gold and himself ex-
ceeded the breaking strain of the rope?

fra

hen Sn')u’re asleep in yoﬁr '
bed tonight,the stars will be

smiling down at you.
Except one.

RRP £5:99 inc VAT
For CBM-64 & ZX Spectrum48K

Three-dimensional terror from RABBIT SOFTWARE
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LUNAR JETMAN - 48K ZX COOKIE - 16/48K ZX

Spectrum Spectrum
LUNAR JETMAN —For the 48K Sl R
Sinclair ZX Spectrum
LUNAR JETMAN — The Ultimate
Intergalactic G.A.S. (Graphic
Arcade Simulation) Adventure
Space Battle.
LUNAR JETMAN - Arcade
standard, 100% machine code,
incredible sound effects, amazing
smooth high resolution graphics,
the totally new addictive concept
and all those extra features you
expect from the ULTIMATE games
people.
Design — The ULTIMATE PLAY
THE GAME design team

PSSST-19/48KzX

Spectrum

-i%jhgu ’W“B]E

PLAY THE GAME |

TRANZ AM-16/48K ZX
Spectrum

%

%_L T ;wm

Ijan: JZ——" Tj ||l_ﬂl durm,—/
[..lri ll:T 1!1‘ - L

P
onceptand all those extra
you expect fromthe
TE games people.
Desngn The ULTIMATE PLAYTHE
GAME design team.

JET PAC-16/48K ZX

3::gggum or 8K Expanded nquiries welcome. Phone (0530) 411485

These games should be available from W.H. SMITHS, BOO
JOHN MENZIES, LASKYS, SPECTRUM CENTRES, other la
department stores and all good major software retailers.
Alternatively, send the coupon to ULTIMATE PLAY THE G
immediate dispatch by return, subject to availability_.

£5.50 each including VAT, firstcl
packmg withm UK '




EARLY
LEARNING
0 SOFTWARE

JER Cp ISARRIVED!

_Games that make fun out of learning
Hand-built by teachers,played by children
I

SHIRSHARES

TOe—— ()

Computertutor A member of the Argus Press Software Group
No 1 Golden Square, London W1R 3AB. :




" TI-994A SOFTWARE

% oL Two great games for the unexpanded TI-99/4A

M/c Ropo PILOT £5.95
A great new flight simulation game for one player. Options for take-off, landing

or in flight. Graphics display of landing strip, terrain map, instrument panel.

Wﬂ”é . Full instructions included. Graphics and sound.
' TI TREK £5.95

Defeat the Klingon invasion fleet. Includes 5 skill levels, graphics quadrant

3 display, & x & galaxy, phasors, photon torpedoes, long range scans, and much
more. Full instructions included. Graphics and sound.

TEXAS PROGRAM BOOK £5.95

? 35 programs readyto type into the unexpanded TI-99/4A, including 3-D Maze,
= Lunar Lander, Horse Race, Invader, Caterpillar and many more.
; Send cheque or P.O. or telephone with Access/VISA for immediate despatch.
WW// Please add 50p p&p to orders under £10._ Orders over £10 post free.
a9 =

APEX SOFTWARE
Hastings Road, St. Leonards-on-Sea,
E. Sussex TN38 8EA

Tel. Hastings (0424) 53283

Its easy to complain
about advertisements.
But which ones?

Every week millions of advertisements appear in print, on posters or in the cinema.
Most of them comply with the rules contained in the Bridsh Code of Advertising
Pracace.

But son.e of them break the rules and warrant your complaints.

If you're not sure about which ones they are, however, drop us a line and we'll
send you an abridged copy of the Advertising Code. Then. if an adverosement
bathers you, you'll be justfied in bothering us.

The Advertising Standards Authority.
If an advertisement is wrong, we're here to put it right.
ASA Ltd, Dept 2 Brook House, Torrington Place, London WC1E 7THN

XXX ENXNXNNAXNXEAXENENRNXXXX XXX XXEXX XXX EXXXXXXXXXXXXYXXXY XXX

CONQUERING EVEREST

You can’t kill a mountain, but can you climb it? Bad weather, avalanches and the sheer brain
: power needed to win say you can’t. The task sounds easy enough — just get somebody (anybody!)
The ultimate test to the top of Everest. Trouble is your food is being used up at an alarming rate, Porters can't work

i of your too high on the slope and oxygen is heavy! (It's in cylinders, steel cylinders!).
| 7 If you're ready for the ultimate challenge then this is it. You can save the attempt on tape at any
- courage and skill! stage so that you can come back to the problem later. Everest is a compulsive creation you won't
| i be able to leave alone. Be warned - this tape will probably damage your social life! Dinner parties
are dlullllafter lunch at Camp Four with a gale howling around the tent, no equipment and a failing
supply line...

Available for:
Spectrum 48K
Commodore 64
BBC Model B
Atari 4/6/800 32K
VIC20 + 16K
Dragon

Only £6.99
all inc!!

Fill in the coupon and return it to: APS Software,
No 1 Golden Square, London W1R 3AB.

Please send me . . . . Everest tape(s) at £6.99 inc of P&P %

| FO Tt e s (state computer).

[ | enclose my cheque/postal order for......... (made payable to

| Argus Press Software Ltd) OR debit my Access/Barclaycard

I R e s ER e e L o

Please use BLOCK CAPITALS
Names N VIrs/Miss e o e e e e e i
Addressi e SEERE e e i S e R

Sjoratiroben it Lo Sl L L DG o G

Please allow 28 days for delivery
¥¥¥¥¥¥44¥¥¥¥-¥¥-44‘-44¥~¥¥¥4¥-¥¥-¥-¥¥#44444¥4¥¥¥¥4¥¥¥¥¥441‘4

GAMES COMPUTING JUNE 1984 59



Quicksilva must surely be one of the best
known names in computer games soft-
ware,

And so full of confidence for their future
performance are they that they have nam-
ed 1984 the year of the Game Lords — in
other words the year of Quicksilva
themselves.

—cORE. coes
555850

Gﬂéﬁfﬂﬂ

Quicksilva’s latest coupis to bring out a
superb game which has been written along
the lines of a well-known book entitled the
Snowman. Author Raymond Briggs has
come up with a charming picture book
depicting the story of a snowman’s crea-

tion and tells of how he comes to life and

what becomes of him.

GAMES COMPUTING

o e e e e e e e = e =
(o2}

| Telephone number..............

The Name of the Gamesare: 1.. . . . . .

Postcode

......... Signatiire Lol s s Sl g

L—-————————&——————————-————————J

60

MR
L =of
ORI HEIRES CANE

WIN A SNOWMAN

The game of the book has been snatched
by Quicksilva and is now on sale. But you
might not have to go out and buy it
yourself. Instead you could win a copy of
both the games and the book by entering
this great competition.

Altogether there are 30 of these
packages to be won and all you must do is
name the frames of these Quicksilva
games shown on the page opposite. There
are six in total and all are well kndwn best
selling games so it won't be too difficult to
find out what they are. Anyway I'm sure
it'll be a piece of cake to all you arcade en-
thusiasts.

So, look at the pictures above and fill
in the coupon with the correct games

_names.

Don’t forget to complete the form and
send it to SNOWMAN/GAMES COM-
UTING COMPETITION, No.1 Golden
Square London W1R 3AB. ;
Our standard rules apply to the competi-
tion, which can be obtained from us on re-
quest.
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In this game, you control a roving robo

el that is trapped in some haunted mines, and

whose only means of escaping is to collec

all the keys lying scattered around the

cavern, kill all the aliens which endlessly

pursue him and return to the door at the top |

right of the screen.

You are equipped with a laser, and ajet |
backpack, enabling you to float around the }

screen. You will die if you collide with one
of the aliens, either the moving cyan typ

or other types of nasty including the dead
type that infest the walkways, and the
chequered balloons that appear later on in
the game. You can collect other objects for
bonus points, such as diamonds, fruit and
the keys. The game progresses as you

complete each screen, and after each |

screen, more aliens chase you, up to a

maximum of 16, and more obstacles Kkill |

you. The game features a sound on/off
function, a bonus robot if you pass cavern
£ 5, and many various sound and graphic ef

| fects. _
When entering the program replace all |

‘£’ signs with ‘# signs. The game was

written for maximum speed, and includes |

a machine code routine to move the aliens,

= | as in BASIC this would be very slow. To:
il speed up the detection of objects on the §
screen, the use of GOSUB (variable) is |

employed, where the variable is the code
of the object collided with on the screen.
| To maximise the speed of GOTO’s, the
program is numbered from O onwards, in
increments of 1, and REM statements
have been omitted to save on the limited
memory. The result of these measures,

and the use of many multi-statement lines, |
is a very fast and challenging, arcade guali- |

ty game. My high scoreis 35755, andlam
sure this can be improved on. Let us know
how well you do on the score side.

{Next month watch for the continuing saga
of the Roving Robot in ALIEN: ROVING
ROBOT 2).

AMES COMPUTING JUNE 19

RUNdown

Action

Jump past the subroutines to act
on the content of the screen

Got a key

Got a fruit

You are dead — rub you out and
GOTO dead procedure

You have hit the screen platforms
— decide on movement

Dead again

You have got a diamond

Hit an un-recognised or insignifi- |
cant character on the screen !
You are trying to exit the screen
— should you be allowed to?
Trap errors

main program loop

function to read a character on
the screen. |
Procedure to pause for a time -
Print the score in the form}
‘00750

Print the level in the form ‘06’
Print the lives as a string of men
The procedure to move the man
etc. — check the keyboard




30
31

32,33

34
35
37

38
40
41
42

43
44

45
46

47
48
50
51
52
54
55
586
57
58

59

61
62

65-63
67
69
70,73
74

75
78

84
85
86

91
94

96
99
100

101
117

If you are off the screen, put you
back on again

If you are pressing the up key, and
the screen above is empty, move
up, else down

Scan the screen, and act on the
result by GOSUBIing the screen
code variable

Print and animate the robot

Are you pressing the fire button?
Main game loop-call the man pro-
cedure, and the machine code,
then if you are hit, die

Call the man procedure again,
and decrement the bonus — has
it run out?

Fire the laser procedure-loop
around checking the aliens for be-
ing hit

Rub out laser fire if applicable
Decrement the bonus, and end
the procedure

Draw the laser fire in the direction
you are facing

You have hit an alien, blow it up
and rub out the laser fire; incre-
ment the score

Increment the score, rub out the
alien, end the procedure

You are dead, decrement the
lives, and reset the end variable if
all lives gone

Rub out the man, clear the direc-
tion variables

Print the lives, print a skull and
crossbones, and play a tune
Pause, kill an alien if you have
been hit by a one

Make the man fall until he hits the
ground

If your bonus is low, increment it
to 2000

Youhave run out of time-flash the
bonus indicator

GOTO the dead procdure, and in-
crease the bonus to its first level
You have completed a cavern —
play a tune

Increment the score by the
amount of bonus you have left
Increment the level, and if it is 6
then give a bonus life, and play a
fanfare

Scroll the screen, print a title
page, and clear it appropriately
Procedure to draw the screen
Work out the number of aliens
and keep it under 15

Print the platforms at the right
places and at the right lengths
Print the status of the robot
Print the door

Work out which objects and
obstacles to print, print them
Print the aliens, POKE in their
positions

Reset the variables etc.
Procedure to start the game, clear
the keyboard etc.

All your lives have run out, print
game over and rub out your robot
Clear the screen appropriately, to
a musical accompaniment
Inquest on your performance
Are you on the high score table?
Swap over the high score table
Print the high scores, and check
to seeif you are on the score table
Press a key to restart

Input name for high score table
Swap variables for high score
table

Instructions

Initialise the game, restore data
pointers

62

121
142
149
152
158
166

172
200

Line
175

176

177
178

@
o

Redefine the graphics characters
Start of main variable definitions
Machine code variables
Envelopes for sound effects
Procedure to position and POKE
in the aliens

Utility procedure to position ob-
jects in their positions, and in the
right colour

Assemble the machine code
Error has occurred — make noise
and report it

Machine Code RUNdown

Firstly, if you are completely in the blue
about machine code, do not bother reading
the explanation, just type in the assembly
procedure exactly as written, and save the
program on tape before running it just in
case of a system crash.

Action

Set the assembly pointer to the
variable PASS; see p.212 of the
Electron manual

The machine code starts, called
CODE. Change the colour, and
load the X register with the
number of aliens. An OS JSR is
the same as a VDU call; this
means the same as VDU17,2 in
BASIC

Labelled cont, check if this alienis
dead :

Load the accumulator with the
direction of the alien, branch to
the routine to move it left, right,
up or down

Labelled print, print the alien after

181
182

183
184

185

187
189
190
191

192
193
194

Variables Used

X%, y% Horizontal and vertical
positions of the robot

d%, man% Selective directions and
positions of the feet of
the robot

dx%,dy% Direction of the robot;
the increment x% and
y% are reduced or in-
creased

score% Score you have

lives% Number of lives you have

jumping to the screen check
routine

Labelled a, actually print the alien
on the screen

Decrement the X register, com-
pare it with O, if equal, exit m/c
Jump to continue if still applicable
The place the program jumps to if
the alien is dead, GOTO the
decrement X routine section
Move the alien left — is the alien
off the screen? If so, wrap around
Right

Down

Up

The alien has hit something — if it
is you branch to me hit, otherwise
store the random number in the
direction of the alien, and branch
on its previous contents to the
movement parts, to get it out of
the obstructed screen

Wrap around left to right

Wrap around right to left
Finished, 195 you are hit, 196
reset the colour, return to BASIC

Il <4E <4m < <4 <4

0 GOTO10

RN

re%+95:PROCscore: RETURN

r2%=32:RETURN ELSERETURN
5 GOTO3

URN
7 RETURN

$-dx%
9 RETURN
10 ON ERROR GOTO 200
11 MODES
12 PROCinit
13 PROCassemble
14 REPEAT

16 PROCinstruct
17 PROCdrawscreen
18 PROCgame

20 PROCalldead

21 UNTIL FALSE

22 END

JDIV&100

RSscoret) ) score%; : ENDPROC

level%) ) level%; : ENDFROC

28 ENDPROC

$+1:dys=1

<»32GOSUBscreent (scrls)

1 SOUND&0011,-15,10,1:FCRloop%=1T0O6:50UND1,-15, loop
$*40,1:NEXT:key%=key$%+1l:score%=score%+55:PROCscore: RETU

2 FORloop%=1T05:50UND1,3,loop%*42,1:NEXT:score%=sco
3 PRINTTAB (x%-dx%,y%-dy%)bl$; : PROCdead : RETURN
4 IFscrl%=1490Rscr2%=149x%=x%-dx%:dx%=0:s5crl1%=32:sc

6 score%=score%+70:S50UND&0011,2,200,2:PROCscore:RET

8 IFkey%=7ANDhit%=?number%end%=TRUE:RETURN ELSEx%=X
:y%=y%-dy%:dx%=0:dy%=0:RETURN

15 score%=0:1lives%=3:level®=1:A%=135

19 IFlives%>0 PROCnewscreen:GOTO 17

23 DEFFNscrn(g%,w$):VDU31l,g9%,w%:=(USR(&FFF4) AND&FF00

24 DEF PROCw(time%) :FORdelay$=0TOtime%:NEXT: ENDPROC
25 DEF PROCscore:PRINTTAB(0,1)LEFTS ("00000",5-LEN (ST

26 DEF PROClevel:PRINTTAB(11,1)LEFTS("00",2-LEN(STRS

27 DEF PROClives:lives%=lives$-(lives$<0) :FORloop%=1
T0lives%:PRINTTAB (5+1loop%,0)mans (2,2) ; :NEXT:PRINTTAB (5+
lives%,0)bls;:IF1lives%=0PRINTTAE(6,0)bl%;

29 DEF PROCman:dx%=0:dy%=0:IFINKEY-98x%=x%-1:dx%=-1:
d%=1ELSEIFINKEY-67d%=2:x%=xX%+1:dx%=1

30 IFX%=-1x%=0:dx%=0 ELSEIFx%=20x%=19:dx%=0

31 IFINKEY-73ANDFNscrn(x%,y%-1)<>149y%=y%-1:dy%=-1:5
OUNDO,3,3,3ELSEIFFNscrn (X%,y%+2) <>149ANDNOTINKEY-73y%=y

32 scrl%=FNscrn(x%,y%):scr2%=FNscrn(x%,v%+1):IFscrlg

33 IFscr2%<>32G0SUBscreen% (scr2%)

o P e P e P
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level% The level you are on loop% General loop variable
bonus% How much bonus or time blf Blank string to rub out
you have left the robot
scrl1 % Screen code read at uls Underlining screen string
X%,y % spaf Space string
scr2% Screen code read at hi% Flag for the high score
x%,y% + 1 table
end% Status of game; if end% num% General number variable ing the number of aliens
is true, you end this {machine code) to print on the screen
screen, else continue xp% Located from &70-&7f, scr% Located at &B2, contain-
hit% Number of aliens you containing the horizontal ing the screen code of
have hit positions of the aliens the alien, if it hits
key % Number of keys you yp% Located from &B80-&8f, something
have collected containing the vertical xc% Located at &B3, contain-
{arrays) positions of the aliens ing the contents of the X
man$(2,2) Different directions and di% Located from &90-&9f, register when examining
positions of the robot containing the directon the screen
screen%(159) Various screen codes, of each of the aliens mhit% Located at &B4, contain-
and the destination of the dead% Located from &AO-&AF, inga0if youarenothit, a
program if encountered containing a O if the alien 1 if you are hit
hi%(10) Highest scores is alive, a 1 if it is dead Os &FFEE, the screen
hi$(10) Names of highest md% Located at &BO, con- manipulation subroutine
scorers taining a random number built into BBC assembler
inc% Amount that the bonusis (1-4), generated from| |[code space Space set aside for the
decremented by each BASIC assembly of the machine
loop of the game number% Located at &B1, contain- code

34 PRINTTAB (X%-dx%,y%-dy%)bls$; TAB(x%,v%)mans (d%,mang
) ;:man%=man%+1l:IFman%=3man%$=1

35 IFINKEY-74PROCfire

36 ENDPROC

37 DEF PROCgame:end%=0:REPEAT:PROCman: ?rnd%=RND(4) :C
ALLCODE:? (di%+RND (15) ) =RND(4) : IF?mhit%=1?mhit%=0:PROCde
ad:IFend$vDU21

38 PROCman:bonus%=bonus%-inc$:IFbonus%<=0PROCtimeup
ELSEPRINTTAB (15,1)LEFTS ("00000" ,5-LEN (STRSbonus%) ) bonus
i

39 UNTILend$%:ENDPROC

40 DEF PROCfire:rub%=-1:S0UND&0011,1,50,3:GCOL3,2:PR
OCdrawfire (d%) :FORloop%=1TO?number%: IFrub%ANDloop%?dead
$=0THENIFd%=1ANDx%>loop%?xXp%ANDloop%?ype=y%+10Rd%=2ANDx
$<1loop%?xp%ANDloop%?yp%=y3%+1PROChit (loop%)

41 NEXT:IFrub%$PROCdrawfire (d%)

42 bo%=bo%-10:ENDPROC

43 DEF PROCdrawfire(direc%):IFd%=1MOVEx%*64+7,985-y%
*32:PLOT21,0,985-y%*32: ENDPROC ELSEMOVEx%*64+55,985-y&*
32:PLOT21,1279,985-y%*32:ENDPROC

44 DEF PROChit (num%) :PROCdrawfire(d%) :num%?dead%=1:s
core$=score%+75:PROCscore:FORloop%=1T04:FORloop2%=1T03:
VDUL1l7,loop2%,31,numé?xp%,num¥?yps,247:SOUND1,1,loops*3*
loop2%,1:NEXT,

45 hit%=hit%+1l:rub%=0:VDU31,num$%?xp%,numi?yp%,32:END
PROC

46 DEF PROCdead:lives$=lives%-1:IFlives%=0 end%=-1

47 PRINTTAB(x%,y%)bl$;:dx%=0:dy%=0

48 PROC1lives:PRINTTAE (x%,y%)CHRS24245CHRS241; : SOUNDO
+=15,4,5:PROCW(500) : FORloop%=160TO0STEF-10:S0UND1,-15,1
oop%,1:NEXT

49 IFend% ENDPROC

50 PROCw(1000) :FORloop$%=1TO?number%:IFloop%?xp%=x%TH
ENIFloop%?yp%=y%0Rloop%?ypi=y3+1lloop%?dead®=1:hit%=hit%
+1

51 NEXT:REPEAT:PRINTTAB (x%,y%)bl$;:scrl%=FNscrn(x%,y
$+2) :y%=y%—(scrl%<>149) :PRINTTAB (x%,v%)mans (d%,man%) ; :
ROCw (100) : UNTILscrl1%=149:PRINTTAB(x%,y¥%)bl$; :PROCstartg
ame

52 IFbonus%<2000bonus%=2000

53 ENDPROC

54 DEF PROCtimeup:FORloop%=1TO5:PRINTTAB(15,1)"00000
";:S0UND1,-15,255-100p%*20,5: PROCW (800) : PRINTTAB (15,1) "

": :PROCwW(800) :NEXT

55 PROCdead:bonus%=4500+(level%*500) :PRINTTABR (15,1)L
EFTS$ ("00000",5-LEN (STRSbonus%) ) bonus$; : ENDPROC

56 DEF PROCnewscreen:FORloop%=0TO250STEP25:S0UND1,-1
5,lo0p%,1:NEXT

57 score%=score%+bonus%:PRINTTABE(15,1)"00000";:VDUL7

+129:PROCsCOre: SOUND1,3,200,10:PROCW (3500) :VDU17,128:PR
OCscore:PROCw (1500)

58 levelg=level$+l:IFlevel$=6livest=1ives®+1:PROCliv
es:FOR1oop%=0T0250STEP16:SOUND1,-15, loop%,1:S0UND1,3,25
5-loop%,l:NEXT:PROCw(2000)

59 FORloop%=0T0O31:VvDU31,0,0,11:S0UKD1,2,loop%*8,1:50
UND1,-15,255-1cop%*8,1:PROCW(300) :NEXT:VDU17,129,17,3,3
1,0,14:PRINTspas;" ROVING ROBOT ";spas;::PROCWI(L10
00) :GCOL3,130:CLG:GCOL3,131:CLG:CLS

60 COLOUR128:CLS:ENDPROC

61 DEF PROCdrawscreen:COLOURL:RESTORES3

62 ?number%=4+level%:IF?number%>157number%=15

63 FORloop%=1T019:READX1%,v1%,numg

64 PRINTTAB(x1%,v1%)STRINGS (num%,CHRS245)

65 NEXT

66 COLOUR3

67 PROCscore:PROClives:PROClevel:VDU17,1,31,0,0:PRIN
T" 1UP":VDU31,11,0,240,239:PRINT" EBONUS":VDUL7,3

68 RANDOMIZE=RND (-TIME)

69 VDU23;8202;0;0;0;5,18,0,3:MOVEL1217,927:VDU245,8,1
8,0,1,35,8,10,18,0,3,245,8,18,0,1,35,10,8,18,0,3,245,8,
18,0,1,35,4

70 PROCobjects(249,7,3,1)

71 PROCobjects(246,RND(levels),1,2)

72 IFlevel%>4PROCobjects(244,RND(levels),3,3) ELSE P
ROCobjects (243 ,RND(4),3,1)

73 IFlevel%/2=1level%DIV2 PROCobjects(248,RND(4),1,1)

74 PROCaliens

75 x%=0:y%=28:PRINTTAB (x%,y%)man$(2,1);:man%=1:bonus
$=4500+(500*1level®?) :inc%=20+(5*1level?) :hit%=0:key%=0:1IF
inc%>150inc%=150

76 PRINTTAB(15,1)LEFTS("00000",5-LEN (STR$bonus%))bon
usg;

77 PROCstartgame:ENDPROC

78 DEF PROCstartgame:PRINTTAB (x%,v%)mansS(2,1);:*FX15

0
r

7% FORloop%=1TO5:VDU17,3,31,1,0,49,85,80:PROCW(500) ¢
vpul7,1,31,1,0,49,85,80:PROCW(500) :NEXT

80 key$=GETS$:dy%=0:dx%=0:IFkey5="2"d%=1:dx%=-1 ELSEd
%=2:dx%=1

81 PRINTTAB (x%,y%)bls$; :COLOUR3

82 ENDPROC

83 DATAO0,2,20,19,6,1,17,7,2,11,7,3,4,6,
2,6,11,3,10,12,2,13,14,3,15,10,2,0,14,4,7,
4,22,4,9,24,3,0,26,4,13,26,4,0,30,20

84 DEF PROCalldead:vVDU6,31,x%,y%,17,3,242,10,8,241:58
OUND&0010,-15,4,10:PROCW(1500) : VDU17,2:PRINTTAB(5,16) "G
AME OVER"; :PROCw(3000)

85 GCOLO0,0:FORloop%=0TO639STEPB:MOVEloop%,0:DRAWloOp

6,0,8,2,3,10,
18,6,14,19,1,
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%,1023:MOVE1279-1o0p%,0:DRAW1279-100p%,1023:S0UNDL, 3,10
op%DIVS5, 2 :NEXT

86 GCOL0,129:CLG:GCOL0,128:CLG:VDU17,1:PRINTTAB(0,10
Jul$TAB(0,20)ul$;:VDUL7,3:PRINTTAB(0,13) "You scored ";:
VDU17,2:PRINTscore%; :VDU17,3:PRINTTAB(0,16)" on level
";:VDUL7,2:PRINTlevel$

87 IFscore%>hi%(10)hi%(10)=score%:hi$(10)="":PRINTTA
B(0,23)"Your'e on the high score table!!";:FORloop%=0
TO250STEP10:80UNDL,~15, loop%, 1 :NEXT

88 VDU1l7,1:PRINTTAB(0,25)ul$; :A=INKEY(200)

89 *FX15,0

90 GCOL3,129:CLG:GCOL0,128:CLG

91 FORloop%=9TO1STEP-1:IFhi% (loop%)<hi% (loop%+1)PROC
swap

92 NEXT

93 vpul7,1,31,0,0:PRINTulS; :VvDU17,2,31,0,2:PRINT"TOD
AY'S HIGH SCORES.";:VDU17,1,31,0,3:PRINTul$;:vDU17,3

94 hi%=0:FORloop%=1T010:row%=6+loop%*2:VDU17,3,31,0,
row$: PRINTLEFTS ("00000" ,5-LEN (STR$hi% (loop%)) )hi% (loop%
}:vDU17,1,31,5,row%,ASC("-"),17,2,31,6,rows: PRINThi$ (lo
op%) ;:IFhi$ (loopt) =""hi%=row%:numt=1loops

95 NEXT:IFhi%>0PROCinputname (nums$)

96 VDU17,1:PRINTTAB(0,28)uls$;:VDU17,2:PRINTTAB(0,30)
"Press a key to start";:GCOLO,1:MOVEO,0:DRAW1279,0

97 *FX15,0

98 N=GET: ENDPROC

98 DEFPROCinputname(person$):VDU23,1,1;0;0;0;:INPUTT
AB(6,hi%)his (person%) :VDU23,1,0;0;0;0; :PRINTTAB(0,hi%+1
)JSTRINGS (20," ") :hi$ (person%)=LEFT$ (hi$ (person%),14) :EN
DPROC

10? DEF PROCswap:hi%=hi% (loop%) :hi% (loop%)=hi% (loop%+
1) :hi%(loop%+1)=hi%:hi$=hi$ (loop%) :his (loops)=hi$ (loopt
+1) thi$ (loop%+1) =hi$ : ENDPROC

101 DEF PROCinstruct

102 vpu22,4,23,1,0,0;0;0;0;0;19,0,4;0;19,1,6;0;31,0,1
r17,129,17,0

103 PRINT"Acorn Electron
vDUl17,1,17,128

104 PRINTTAB(0,3)"In this game,you control a roving r
obot,who is trapped in some haunted mines.To escape eac
h cavern,the robot must catch the 7 keys lying around t
he cavern,and" ”

105 PRINT"shoot all the aliens who are out to get him
.The robot is equipped with a jet-pacand a laser which
can only fire sidewaysThere is debris lying around the
mine which can be collected for bonus points™"
© 106 PRINT"but aveid the dead aliens and floating bal
loons.You can get the diamonds and the fruit.Once you

have collected all the keys,go to the door at the to
p rightof the screen to leave."

107 PRINT"You gain a life for passing level five.":VD
U17,0,17,129:PRINT''" USE THESE KEYS TO CONTROL THE RO
BOT- ":VDU17,1,17,128

108 PRINT'™ '2' = LEFT
Vel o= DP 'RETURN' = FIRE o

109 PRINT'"Do you want sound (y/n) ? ";

110 KEY$=GETS$:IFKEYS$S="Y"PRINT"YES":*F¥X210,0

111 IFKEY$="N"PRINT"NO":*FX210,1

112 IFKEYS$<>"N"ANDKEYS$<>"Y"THEN110

113 vDU17,129,17,0,31,0,29:PRINT"

o start the game "::*PFPX15,0

114 N=GET

115 vDpU22,5,23,1,0,0;0;0;0;0;19,2,6;0;

116 ENDPROC

117 DEF PROCinit:RESTORE125

118 *FX11,0

119 *Fx4,1

120 vpU19,1,1;0;19,2,6;0;19,3,3;0;23,1,0,0;0;0;0;0;

121 FORloop%=255 TO 239 STEP-1

122 READa%,b%,c%,d%,e%,f%,g%,h%

123 vDU23,lo0p%,a%,b%,c%,d%,e%,f%,9%,h%

124 NEXT

125 DATA126,255,240,245,245,240,255,63

126 DATA63,3,131,126,60,189,195,102

127 DATA63,3,131,126,60,188,129,199

128 DATA126,255,15,175,175,15,255,252

129 DATAR252,192,193,126,60,189,195,102

130 DATA252,192,193,126,60,61,129,227

131 DATAO,0,64,160,191,165,69,0

132 DATR60,16,56,84,168,84,168,80

133 DATA60,90,165,165,219,255,189,126

134 DATAO0,60,126,219,165,165,153,255

135 DATA255,255,170,85,170,85,0,0

136 DATA40,84,170,84,170,84,40,16

137 DATAS6,68,130,198,254,124,56,16

138 DATAS6,124,84,84,124,56,40,40

139 DATA146,214,108,24,48,108,198,130

140 DATA7Y7,77,73,77,73,108,108,0

141 DATA%90,90,82,90,82,155,155,0

142 DIMman$(2,2),screen% (159) ,hi%(10),his (10)

143 d$=CHR$10+CHRS$8:FORloop%=1T0O2:READa%,b%,c%:mans (1
oop%,1)=CHR$a%+d$+CHRSb%:man$ (loop%, 2) =CHRSa%+d$+CHRSCS
:NEXT

144 DATA252,251,250,255,254,253

'ROVING ROBOT' by P.Scott";:

'X' = RIGHT

Press any key t

145 FORloop%=0T0159:screent (loop%)=7:NEXT

146 FORloop%=1TOB:READchar$%,dest%:screen% (char%)=dest
% :NEXT

147 DATA153,1,152,2,151,3,150,3,149,4,148,5,147,6,0,8

148 FORloop%=1T010:hi% (loop%)=(11-lcop%)*100:his (loop
%)="Electron" :NEXT

149 xXp%=&70:yp%=&80:di%=&90:dead%=&A0D

150 rnd%=&B0:number$%=&Bl:scr¥=&B2:xc%=&B3:mhit%=5B4

151 OS=&FFEE:DIM code_space 300

152 ENVELOPEl1l,129,-15,-8,-3,10,10,10,126,0,0,-126,126
126

153 ENVELOPE2,1,6,6,6,1,1,1,126,0,0,-126,126,126

154 ENVELOPE3,1,5,-5,5,3,4,5,126,0,0,-126,126,126

155 ul$=STR1NG$(20,"_"}:@%=O

156 bl$=" "‘“d$+" "

157 spa$=STRINGS (20," ") :ENDPROC

158 DEF PROCaliens:COLOUR2

159 FORloop%=1TO?number$%

160 xpos%=RND(1)*19:ypos%=RND(22)+3

161 IFFNscrn(xpos$,ypos%)<>32THEN160

162 ? (xp%+loop%) =xpos%:7?(yp%+loopt) =ypos%

163 ?(dead%+loop%)=0

164 VDU31l,xpos%,ypos%,247:NEXT:COLOUR3

165 ENDPROC

166 DEF PROCobjects (character$%,num%,colour%,positiont
)

167 VDU17,colour$

168 FORloop%=1TOnum%

169 xXpos%=RND(1)*20:ypos%=RND(25)+2:IFposition%=1ANDF

Nscrn (xpos%,ypos%-1)<>149 THEN169 ELSEIFposition$=2ANDF
Nscrn (xpos%,ypos%+1) <>149THEN169 ELSEIFFNscrn(xpos%,ypo
5%-1)=153THEN169

170 IFFNscrn(xpos%,ypos%)<>32THEN169

171 VDU31l,xpos%,ypos%,character%:NEXT:VDU17,3: ENDPROC

172 DEF PROCassemble

173 FOR PASS=0 TO 2 STEP 2

174 P%=code_space

175 [ OPT PASS

176 .CODE LDRE17:JSROS:LDA£2:JSROS:LDXnumber$

177 .cont LDAdead%,X:CMPEl:BEQdecr

178 LDA£31:JSROS:LDAXp%,X:JSROS:LDAyp%,X:JSROS:LDAE?R
2:J5R0S

179 LDAdi%,X:CMPE1:BEQleft:CMPE2:BEQright:CMPE3:BEQdo
wn:CMPE£4 : BEQup

180 .print LDA£31:JSROS:LDAXp%,X:JSROS:LDAYp%,X:JSROS
:STXXC%:LDAE135: JSR&FFF4:STXscr%: LDXxc%: LDASCr¥:CMPE32:
BNEhit

181 .a LDAE247:JSROS

182 .dec DEX:TXA:CMPEO:BEQfin

183 JMPcont

184 .decr JMPdec

185 .left LDAxp%,X:CMP£0:BEQwrapl
186 DECxp%,¥:JMPprint

187 .right LDAxp%,X:CMP£19:BEQwrap2
188 INCXp%,X:JIMPprint

189 .down INCyp$%,X:JMPprint

190 .up DECyp%,X:JMPprint

191 .hit LDAscr%:CMP£154:BCSmehit:LDYdi%,X:LDArnd%:sT

Adi%.X:TYA:CMPEI:BEQright:CMPEZ:EEQleft:CMPE3:BEQUp:CMP
£4 :BEQdown
192 .wrapl LDA£19:STAxp%,X:JMPprint
193 .wrap2 LDAE£0:STAXp%,¥:JMPprint
194 .fin JMPover
195 .mehit LDAE1:STAmhit%:JMPa
196 .over LDA£17:JSROS:LDA£3:JSROS:RTS
197 1
198 NEXT
199 ENDPROC
200 MODEG6
201 REPORT
202 PRINT"
203 *FX4,0
204 *FX15,0
205 SOUND1,2,ERR,10
206 *FX12,0
207 END

at line no. ";ERL
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:eg (o seeif Bor®

rS ombs an

FOR T=LTOZ@@:NEXT T

358
Z60 *TV2S4
=78 MODES
3 Env e P9 T80 SCORE%=0
- T o™ -
\ Pt SDEthTIi;jé';;7,8.—s,—1,—1,2,15,3,12,q,13@‘13m i
- 10 %Tvuzs5s 170
20 MODE 7 24@
3@ CLS 460
4@ VDU 23;B202;0:0;: 0; 478
5@ Vi=1i11@ I 480
60 JSy=198p 450 Bx=1010
80 Gx=1g S@@ BONUSY%=S10
90 I7=p 520 MODES
\\ igg cr=g 525 CLS
DL=1 53@ VDU 23;8202;0;0;0; o e
118 HISCOREZ=@ ol 23,24@}561124~5&’5ﬁ’56‘i“d’lgqiiéiz
128 PRINTTAB(14,3)CHR$ (134) CHR$141 "GAMES " S50 UDU. 25,241,108, 100, 188,501,208, 2252202
] 3@ PRINTTAB (14, 4) CHR# ( 134) CHR$141 “BAMES " 560 VDL 25,242, 98,76y76,36, 127, 127,08
14@ PRINTTHB(iQ,?)CHR%I134)CHR$141“"GMPUT*N5“ 570 VDU 23,243,32,32,34,255,255,255,34,
;o8 PRINTTAB (12,8) CHR$ (134) CHR$141 "COMPLTT N S71SVDUIL 901 000G Bl e
192 PRINTTAB (12,11} CHRS (134) CHR$141 "PRESENTG S572,VDU 25,246, 124,1 29, 123, 121: 080 s tat
17@ PRINTTQBc12,12}CHR$(134:CHR$141“FRE§ENT§" | 573 vou 23,247,31,17:17,355,;4J1245&g;,;8 a8
R&E: 180 FPRINTTAB (7, 15) CHR (131) CHR$141 "HORACE 1N THE waze ] T VD RIRAC Ste B SRR S
; H 575 coLour 1 “
. 17@ FRINTTAB(7,16) CHRT (131) CHR$141 "HORACE In THE maze [] 576 PRINTTAB@,@)' 0 0go:pRINT
200 F 7 1 577 PRINTTAE(D,1)"! 1
**;!“ RINTTQE(Q‘@)CH51{13Q)u**************i********§** E "Hg;gubggET#AB(Z e "z : COLOURZ: PRINT
E= X1 : ) ?
218 FRINTTQE(Z.Q@)CHRi(iEEJ”*&****************;***#** -] "0":COLOUR 1

*i:*;“:F?H T=1 TO 4@80:NEXT T:CLS
220 FRINTTAE (@ i (134) "By THER 4
{5ea oty » A CHRE (134) "BY USING EITHER JOYSTICK O

230 PRINTCHR% (1343 » EMDE,

S we r COLOURZ:FRINT
579 PRINTTAB(®,3)"! z

“p ; COLOUR1 )
Sg@ PRINTTAB(@,4) "' __

=

__”;:DULBURL:PRIN

. AVOUR TO BET HORACE TGO HIS HO TUE":COLOURL il

”E*4m PRINTCHR$ ¥ 581 PRINTTAB(@,5) " 3,
i LHR$(1324) » YOU MUST at : : LM s82 NTTAEB(@, &) " i
250 FRINTTAB (0, 99 MUST AVDID BOMBS AND CARS 582 PRI ' )

5 "TO MOVE WACE USE KEYS
X FOR RIGHT, : FOR UR, , FDRHSEQ;bﬁﬂgubggxg
R TO JUMF DOWN OME LAME" : FRINTCHR# (153) |
TICK + FIRE BUTTON":PRINT s
258 FRINT CHR$(131)" WouLp you LIKE TD
¥STICK FRESS K OR FIRE BUTTON®

Z FOR 583 FPRINTTAB(@,7)"! U
o “EEL 584 PRINTTAB(@,8) "' __
OR USE JOYs 585 PRINTTAB(B,7)"!
=86 PRINTTAB(@,1@}"!
587 PRINTTAB(®,11)"!

USE KEYS DR 10 "
PRINTTAE(@,12) "!__

A sa8 TR
:g; el L 589 PRINTTAB(B,13)"! i
278 FOR A=1T01:A=g 599 PRINTTAB(@,14)"! P
SoonCeRnvAL @l AND: 3 591 PRINTTAB(@,15)"! £
= o] IFi:arHEsz=J5z;q=1 592 PRINTTAB(@,18) "' —
o Nt CALTHEN G 593 FRINTTAB(®,17) ! :
=l 594 PRINTTAB(@,18) "! .
=10 FORT=1TOS0@: NEXT T 595 PRINTTAB(@,19) “! o
315 FRINT S9& PRINTTAB(@,20) "' __ __ ..t

319 VDu 23:8202;0;0;0;

L NNV A ¥ [ ~T

1}
) $:FOR T=1T0 S0@:NEXTT 597 PRINTTAB(@,21)" X
rcaT Eoans AB(@517) “THERE ‘ARE 5 LEVEUS.1)18 LEast DIFF 598 PRINTTAE(@,22)"! 7
ON Fom CESS 1,2,0R 3. ":FRINT CHR$ (13D) 4 PREGS FIRE BUTT 599 FRINTTAB(@,23)"! -
’E;R FEEEL aali o ' 680 PRINTTAB(B,24) “! __ - —
s TR : TAE (@, 29) "SCORE="3 SCOREZ S
318 C=ADVALG AND3 Zg; Zi?m;TQB(lé‘Qa}CHR$E4E:FRINTTGH(17,%61EE§$?TQ-CDL
322 16 TRTHENHY=26:6%=13: DL=1: A=1 OUR2: FRINTTAB (18,27) CHRER241: PRINTTAB (17,272 CHR#24
::~ ff INE_?(h4?)THENHZ tBE=1Z:DL=1:A=1 L83 IFGDES:QTHENPRINTTHE(LB,Z?)H :
= IE Iy o) THEN Di=2iA=1 604 IFGOES=2THENPRINTTAE(18,26)"
] INKEY (~12) THENM DL = & =TTHENFRINTTAE (17,263 "
I57 NEXT A e e 405 IFGOES=3TH LG

NES g
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&@6 IFGOES=ITHEMFRINTTAB(17,27)"
6@7 PRINTTAB(@,26) "HI-SCORE="3;HISCOREY
630 COLOUR 1:PRINT TAB (X¥%,Y%)CHR$240
6£4@ COLOUR 2:PRINT TAB(XX,Y%+1)CHR$241
650  LZ=RND (X%+&)
4460 BONUSY=BONUSY-10: IFBONUSX<BTHENBONUS%=0
670 COLOURZ:FRINTTAB(11,29) "BONUS="; BONUSY.; : FRINT" "
498 IF L%L»=19 THEN L¥%=1
700 KZ=1
785 SOUND @,-1@,5,5
718 FODR S%=1TO08
720 COLOUR 1
738 PRINT TAB(LY,K%Z)CHR$24&
740 PRINT TAB(L%,KX-2)" ":PRINTTAB(@,2)"!"
750 IF X%=L% AND Y%=k} OR X%i=0% AND YX=WZx OR X%Z=L3% AN
D K#=Y%+1 OR X%=0% AND WX=Y¥+1 ORXZ=G¥ AND YZ=H¥ OR X¥i=
G% AND YZ+1=H¥% THEN124@ .
755 FL¥%=1
768  GOTOVZ
77@ IF S¥%=BTHEM PRINTTAB(L¥,KZL)™ "
780 KiL=K%L+2
79@ NEXT 8%
800 K%=8
806 SOUNDB,-10,1,3
B@7 SOuUND@,-1@,2,2
B1@ WY=RND (YZ+8):0%=1: IF DL=1 THEN 852
820 HZ=RND (Y%+8) : B¥%=18
830 IF DL=3THENWY=RND (Y%+4): IF DL=3THENHY=RND (¥Y¥+4)
840 IFHA>23THENHZ=H®L-1@
8BS0 IFWL>Z3THENWZ=Wi-18
860 IFWX=40RWY%=BORWL=120RWZ=140RWL=200RWL=24 THENWY= (W
“-1)
870 IFH%=40RH%=BORHYL=120RH%=1&0RH!=200RH%L=24 THENHY=(H

IF WA=1THEN Wi=3
890 IFHYL=1THENHY=32
700 FORFX=1TOIB

928 IFQY>=2FRINT TAB{QW-1,W4A)" "
238 IFGA<=17PRINTTAB(GX+1 ,HL) " "
740 IFXYU=LZANDYL=KAORXL=CLANDYX=WZ OR X¥A=LZL AND KWi=YZ

50 IFFU=20RFL=50RFL=70RFPY*=70RFP%L=110RFL=1Z0RFL=15THEN ‘
GOTOVA
?6@ IFFPA=18THENFRINTTAB (XL, WA} " ":PRINTTAB (G, HX»" "
Q70 QU=QR%+1: IFDL=1THEN?70
98@ GY=G6¥%-1
99@ NEXT FX

101@ VDU 23,241,108,188,108, 103, 103,946,546, 224: BL=E%+50
103@ SOUND®@,-10,8,1.2

1@7@ SOUNDB,-10,8,1.2 g
1@7@ GOTO 1892@ \
118@ RETURN

11180 IFINKEY (-28) THENXX=X¥-1:5050U8 BUELSE1132@

1120 PRINTTAB(XZ+1,YH) "™ ":PRINTTAB(X%+1,Y¥Y%Z+1)}" " ‘
113@ IFINKEY (-99)ANDYZI20YY=Y%+4:GOSUB BXELSEL150

1140 PRINTTAB{X%,Y¥W—-4)" ":1FRINTTAB{XX,YX-31" ":FRINTTA ‘
B(Z,4)" "iPRINTTAE(15,B)" ":PRINTTAB(Z,12) "TPRINTT
AB(15,16)" "“:PRINTTAB(3,2@8)"

115@ IFINKEY (-&7) THENX®=X%+1:G0SUE BXZELSE117@

1160 FRINTTAB(XY-1,YXA)" ":PRINTTAB(X¥-1,Y¥Y%+1;" ":PRINT :
TAB(14,24) " _" '
117@ IFINKEY (—73) THENY%=Y%Z—-1:G0SUE BLELSE119@ —

1180 PRINTTAB(XL,Y +2)" "
1190 IFINKEY (—1@5) THENY¥=Y%+1:G0SUE BXELSE1210
1200 PRINTTAB(XX,¥¥-13" "

: & S &
1000 GOTO 450 " 1411 SOUND 11,1.p.7 e s laes
il |

AB(15,16)" “:PRINTTAB(3,2g)" - £ RN

TAB(14,24)" n

XZ=EZQNDNZ=YZ+1DRXZ=GZANDYK=HZDRX7

RX%=C%ANDY

1235 IF FLZ=BTHEN%&@
1240 FOR C=1TDS@@:NE

*NEXT C:COLOURL:CLS
1250 ENVEL 3,-3,- e
1 OFE 1,3,-3, 2,-106,16,16,3
1268 SOUND 11,1, 150, 15
1278 FOR T=1TO170@:NEXT T

1280 CLS:PRINTTAB (x7 v -
1290 COLOUR = R

?1@ PRINTTAE (QX,W%L) CHRE248: PRINTTAB (GY ,HY) CHR$247 g 1z08 PRINTTQB(XZ“I,YK) CHR$242

131@ SOunND B,—iS,lSE,EE
1§2@ FOR V=1TD2@EE:NEXTU:CLS
1325 Q%=1:5%=12:Hy=2¢

+1 OR X%=0% AND WA=Y%+1 ORX%=6% AND YZ=HZ% DR X%=G67 AND PPN 1338 NEXT GoES
Y%+1=H% THEN1Z4@ ﬂs‘ 1340 *FX15,0
945 FL%=0 "\ Y 1350 IFscorezsHise

= OREXTHENHISCORE L =Sc0REY

lﬁ&E PRINTTHH(3,4}"NDULD You LIRE; A

13?@ PRINTTQE(S,&)"QNDTHER GAME 7n

:;;; FE;;;TAE(E,EJ“CHDGSE LEVEL"
=1T04006: NE ] 1 50TCE

T EXT T:mMope 7:60TCZ19

141@ ENVELOFE 1,3,-127,8,-8,-1,~1.2 13,3
1412 FRINTTAE (&,4) "WELL 0o

NE "

:PRINTTQB(@,Z?)“SEGRE= e

=14

i SCORE%

1048 GOTO18Z0 -1439 IF DL=1THEN DL=2: 50701450
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Open
8.30-6pm
Mon to Fri
& 9.00-1pm
Sat
Closed on Satur-

days.preceding Bank
Holidays

6, London

Bridge Walk

London SE1
Tel:

403 1988

Mutant Camels
Revenge Camels .
-y Gridrunner ...

Squahafrog. . ...

Skramble,
Mothership.
Motor Mania .
Bonzo.........

Cosmic Commando.

e

Megahawk . ...
Exterminator.
Hustler, .
Kick Off.......
Widows Revenge
5/King/Valley. .
Di:tanﬁ:r. o

Cuddly Q-Bert
Defender 64. .
Siren City ..
Tokens Of Ghall.
Vortex Raiders . .
Heroes of Karn
Assembler 64 .
China Miner
Arcadia 64. .
Lords of Time.
Snowball. ... ..

Dark Dungeon. ... £4.95
Star Defence

..... £6.95 Lazerzone........ £5.00
Bonzo ...........£6.95 Gridrunner.... ... £5.00
... £500 Chuckie Egg
M galitic Llama . .. £4.50 | Bugblaster...
Tomada .........£495 | TWin Kdom V...
Skyhawk . ........
Catcha Snatcher . .£4.50 Space Joust .
‘Wacky Waiters ... £4.50 Jetpac.. x
Falon Fighters ... £5.00 Mower Mania ...

Matrix . .

G/Master Chess. .....
-£595 Chinese Juggler

| £6.00 Trans. Tower.
-£6.00 Ship of Line .

. £6.00 Manic Miner.
.£6.00 Crazy Balloons .
. £6.00 Besieged....
-£6.00 Just A Mot

Roller

Mr Wimpy.
Hunchback .
Metrobli
Neo:lp)s.
Krystals/Zong
Aquaplane. ..
Purple Turtles
Ring of Power .
Ultisynth .

Bugaboo .
Sting 64. .

Super Pi'pe ines .
Altair 64 . .....

oy
Arca

P e

Smoe

Calossal Adv. .
Losds of Time
Johrny Reb. .

Red Basan.

Dreadnaug
Privetear .

Pat/Postman.
SAS Astault
Paradroids.

D Painters
pectrum Safari
Superchess |1i

Harrier Att.. ..
Zorgons Rev
Zenon 1 .

« leeGiant ........£5.95

3D Munchee
Snowball i Amaze In Space ..
2 Gun Turtle . 2
The Hobbit. . . Dogfight.......
Mr Wimpey Saloon Sally
Hunchback. . . WU-Cale . nas
Isle of Death VU-Fil
Draculas Rev.. . ... £5. Al Ung
Suﬁer Meteors . .£5.95 Music Procs.
Achereons Rage £5.95 Beeb Art........

Cylon Attakec .. ...

Dictator .. ...
747 Simulation ...
German MrB.....
French Miss A . ...
French Miss B. ...
H Colossal Adv
Snowball

Lords Of Time. ...

Man In The Hat...

....£495 Gorf.. . ... ......
£13.95 Tiome Traviler. ...
.£13.95 Besieged.........
L£1395 Just A Mot.. ... ..
£13.95 Hunchback.......

toDoom

Model |
C B |[&
ACORNSAF Gamg
Countdown

Foenenels Rev.
Invasian Bodysets
Hall of Things. .

Dungeon Maste:
Fiy hr:f?ilol.
Hi

50 Scrabbl
Flight Simuiatio
Chequered Flag
Horace & Spides
Hungry Horace
Horace/Skiing
Hey

9
Space invaders

Dragonsbane
Putty Painter
Paratroopers. ..
Lancer Lords. ..

EETIIIIDLLE RS
LLLBBERER &

Oric with Interface. .

Commodore/Atari.............
Spectrum with Interface

Quickshot | Quickshot Il
. £10.95 .......£12.95
£19.95 ....... £21.95

. £24.95 ....... £26.95

© HOWTOFINDUS ==
Zuy

Access, Visa, Trustcard &
Creditcharge orders can be
accepted by post or by tele-
phone on 01-403 1988, during
normal working hours. There
is no surcharge on any credit
card orders.

ALL MAIL ORDERS to

€ London Bridge Walk,

London SE1 28X

|
UP T0

£1000

Want to update your
hardware? We'll give
you up to £1,000 Ins-
tant Credit ., plus Part
Exchange. Just call or

write for details.

o

IF YOU CAN'T SEE THE PROGRAM YOU WANT PLEASE PHONE , WE MAY HAVE IT IN STOCK

There’s MORE at historic, picturesque London Bridge Walk

production of this advert).

All mail order & phone enquiries to 6 London Bridge Walk 403 1988
INBMB -t s e T o Ll s

Address

Prices correct at time of going to press E&OE

oier POST FREE!

than Vic Odden’s friendly service, wonderful prices, wide choice and staff so
expert they possess disk drives for brains. NOW there's a FREE TAPE with every
software cassette purchased before June 31st Store your favourite
programs courtesy of Vic Odden! (But remember, this offer is only valid on

MAIL ORDER

SERVICE

All offers subject to availability
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THE COMPUTER OBEYS

Easily programmed voice control
Sensitive to individual voice prints
Instant response on screen

Your attention can stay on the screen

- not on the controls

FOR USE
"WITH En—nzlau-"

ZX Spectrum

HOME COMPUTER UNiTS
ONLY

R £49 95 .._




Nightflite two, designed for the Spectrum
by Hewson Consultants, simulates all the
complexity and difficulty of flying a light
aircraft. There are seven different modes
to choose from: 1) Final Approach, 2) Take
Off, 3) Random Position, 4) Autopilot
Final, 5} Autolanding 6) Training, 7) Map.
Before play commences, it is advisable to
read all the enclosed instructions, this is

quite time consuming since there is an,

overwhelming abundance of necessary in-
formation. The program is written entirely
in machine code and while running, the
screen displays a clear pictorial of the in-
struments in front of you and the view
from the pilot’s seat. The variety of modes
gives scope for much variation since all
take the aircraft into different situations.
Modes five and seven are the only excep-
tions to this rule, mode five is a demonstra-
tion mode where the aircraft is on a final
approach pattern and proceeds to land on
autopilot. | found this very useful for ac-
.quiring good landing technigues.

Mode seven displays a map of the entire
area and landing field. Some interesting
sound effects are incorporated into
Nightflite || such as an optional engine
noise throughout the flight, and squeaks as
the brakes are applied.

Nightflite Il is a challenge to any Spec-
trum owner. To be successful it requires
much time and patience, and when you
succeed, the effort you have put in will
make your success even more rewarding.
An excellent addition to any Spectrum
library. Well worth purchasing. Nightflite Il
can be played on either a 16K or a 48K
Spectrum and can be used with a Kemp-
ston joystick if desired.

This is a program which has a novel idea,
makes good use of sprite graphics but fails
because the game itself lacks challenge
and quickly loses its appeal.

The scene is the underground abode of
Pixie Pete who is gathering what are refer-
red to as carrots but look suspiciously like
raspberries. Lurking in dark corners are
Desmond Dragon and family who are
determined to put an end to Pete.

To defend himself he has an unlikely
weapon in the form of hydraulic ram pump.

With this he simply inflates the dragons like
balloons until they burst. Naturally they re-
sent this undignified death and return as
ghosts to further harrass the Pixie.

The use of multicolour sprites is ex-
cellent and the characters are beautifully
drawn. The inflation sequence is finely
detailed and realistic, as dragons and
ghosts expand to burst with a bang.

However, once the principle has been
mastered the game becomes too easy.
There are no new features in successive
screens, the only change being that
dragons and ghosts gradually speed up. If
as much attention had been paid to the
game concept as has obviously been paid
to its presentation, this could have been a
winner — what a pity.

RSB
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The introductory screen and the cassette
inlay both had good graphics and the pro-
gram itself was not a disappointment. Your
character is first configured, you choose
how much intelligence, strength and agili-
ty you possess, choose your character
type ala Dungeons and Dragons, and then
load in the main program, where you are
told you are entering Midworld.

As you explore Midworld you will come
across a variety of opponents such as ar-
chers and evil rangers which you fight us-
ing various purchased weapons — if you
are fortunate enough to come across a
store to buy equipent. You also need to en-
sure that your food stocks are maintained.

You are able to save your character to
tape which is very useful as you build up
experience points as the game progresses.
Apart from the land you are able to enter a
Dungeon which is very effectively drawn
in gloomy perspective. The movement
keys respond rather slowly and | occa-
sionally had difficulty loading the various
programs which comprise the game, but
apart from those two minor niggles Ring of
Darkness s a very good and amusing D&D
implementation.
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Pat the Postman comes with instructions of
a kind. Unfortunately there is no mention
of which keys to use, but | found these to
be the cursor keys. There are brief instruc-
tions on loading.

There was no problem in loading and |
was impressed by the graphic display. The
object of the game is to collect and deliver
items to houses and the post office, but
there are vans on the street intent on
knocking you down. You must hurry to the
fire station if you go to the wrong house as
the post office will burn down.

The game is a good idea, but one strong
point that spoilt it was the movements
{(once you have found the keys) they were
terribly slow and you have to lift your finger
off the keys before you can change direc-
tion.

There is a high-score feature and a
choice of amateur or professional. Overall
the graphics are great.

This looks likely to add a new word to
Gaming vocabulary — Bogulisation. Your
task is one that happily re-occurs in com-
puter games — to save the Universe, and

74

in this scenario it’'s the evil might of the
master computer located deep within the
corridors of Genon which you must defeat.

In order to reach the computer you have
to find your way through thirty corridors,
opening doors by utilising your ESP to
crack the door codes — but listen to the
footsteps which get ever closer as Bogul
chases you. If he gets you then you will feel
the effect of Bogulisation, your ESP drains
away, and opening the doors becomes in-
creasingly difficulty.

The corridors and Bogul are displayed in
highly effective 3D. If youmanage toreach
the computer you have to crack a code
which is similar to the old Mastermind
game, and because you have to decipher it
to proceed to the take stage of the game —
where the Boguls have cloned — you may
select a practice section before starting the
game proper, and this is my main criticism
of the game, that firstly the instructions on
the cassette inlay are poor, secondly, that
if you are unable to break the code while in
practice mode your only way out is to turn
the machine off and re-load. In spite of
that, Genon is a fast, well-produced game
which makes full use of the Spectrum’s
graphics.

Another adventure game for the BBC com-
puter. Instead of fighting dragons or rescu-
ing damsels, you have to fight the Klingons
and rescue Spock.

To do this you have to make the Enter-
prise operable again by collecting certain
things from around the ship and taking
them to other places in the ship. Unlike
other adventures | have seen, the informa-
tion given to you by the computer stays at
the top of the screen and doesn‘t scroll up
when your instructions scroll. It accepts

most normal adventure commands con-
sisting of two words, a verb followed by a
noun. The most annoying thing | found,.
was when | asked for help, all the computer
replied was ‘‘Help prohibited by
STARFLEET prime directive 5''.

‘i

For a long time the standard Spectrum
adventure was the Hobbit, everybody who
had a Spectrum owned a copy (well
almost!). Now that this program has been
converted for other machines many more
people can enjoy this superb adventure.

The program takes a long time to load,
about 15 minutes on the Commodore 64
and about 10 on the Oric/Atmos. When
the program has loaded and run one of the
most amazing features of the game
becomes apparent, a picture of the hobbit
hole where the hero of our adventure, Bilbo
Baggins, lives. The picture on the Atmos is
only in two colours while the Commodore
picture is multicoloured, this holds
throughout the adventure and is the only
real difference between the two programs
apart from the Commodore 64 having
more pictures and drawing them on the
screen up to 10 times faster. This is the
one drawback with the Atmos version,
one really awkward picture takes over a
minute to draw.

Each picture is only drawn once unless
you ask the computer to do it again, so you
needn’t wait for a picture to be drawn to
carry on the adventure if you re-visitaloca-

tion. If, however, you wait for the graphics
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the effect can be quite stunning. None of
these problems exist on the Commodore
64 version, it can draw a picture in a few
seconds, this leads me to suspect that the
speed of the Atmos version is more of a
machine limitation than a software fault.

The game itself is excellent. There are
objects to collect, monsters to fight, and
puzzles to solve. The other creatures inthe
adventure show an uncanny liveliness and
can do the most unexpected things of their
own accord. 3 /

| will not give away too much of the
plot, but it will take you a long time to play it
through, and some things are not what
they seem to be some of the time. The plot
is taken from J.R. Tolkien’s book ‘The
Hobbit’, a paperback version of which is
supplied with the program. | recommend
reading it to anyone thatis going to play the
game.

All the normal features of an adventure
are here with a lot of very advanced extras
as well. You can communicate to the pro-
gram using Pigin English (or Inglish as
Melbourne House call it) and you can even
talk to the other creatures that are in the
adventure with you, such as Gandalf or
Thorin.

Descriptions of your location are good,
and with the augmentation of pictures, it
brings the whole scene to life.

| would like to see a disc version, as this
would cut down the waiting time for
loading, and saving of current position
which is currently unavoidably long, but
this is the price you pay for along program.

Overall this program is pure excellence
and is a must for any Commodore, Atmos,
or Oric 1 owner.

(the owl) who has to retrieve as many of
the diamonds (held at the centre of a web)
spun by Stephen (the spider). The retrevial
can be accomplished by Dicky walking
over the entire web, gradually weakening
each of the white strands of the web
(shown by the white strands turning black)
until the entire web turns black and the dia-
mond falls from the centre of the web to
the ground. It can only be caught by Dicky
if the last strand to be weakened is a central
strand or else the diamond falls to the
ground only to be lost.

Stephen then brings out another dia-
mond and places it in the centre of another
web. While Dicky is weakening the strands
of the web, Stephen is doing his best to
catch up with Dicky (the owl) by travelling
along the strands, strengthening those
weakened by Dicky.

If Dicky and Stephen meet on the same
strand then Dicky (the owl controlled by
you) is poisoned and a life will be lost
resulting in a new web being spun.

The webs are respun each time Dicky
manages to completely weaken the web

(regardless of whether the diamond is
caught or not). Stephen’s attempts to
safeguard the stolen diamond also become
increasingly persistent as the number of
webs spun increase.

By the eighth web (if you should be so
lucky) the difficulty increases, with the in-
troduction of another spider, Stephen'’s
friend Cecil.

The second spider only appears if the
specific option was selected at the start of
the game. The other options allowing the
player to change the speed, allow/disallow
unlimited flights across weakened strands
of the web, up to the 7th web can be
selected as the starting web, and of course
the second spider option.

The 6 control keys are well placed on
the keyboard but a joystick allows the
player to concentrate on the flight of Dicky
rather than the operation of the keys.

The scenario for this game features Dicky _ A REAL ACTION SHOT OF THE GAME ]

WILL YOU BE THE SUPREME
WORLD CHAMPION?

.

Cargo Bold One has been unexpectedly in-
vaded by what are known as nasties. If
they are not dealt with quickly they will
multiply and spread throughout your com-
plex of rooms.

To destroy them you are forced to send
in your reluctant robot who now faces
what seems like an impossible task. To
hinder him further, the alien sensitive walls
have been tampered with. They are
designed to crush space pirates after the
cargo but now they move in with the intent
of crushing yourrobot, who cannot escape

through the exits until all the nasties have
been shot. If a wall reaches a nasty it is
somehow saved and becomes immune to
your fire. If this happens, your robot has
failed. You must also avoid contact with
the nasties since their highly charged
bodies will destroy his circuitry. To help
him with this task, the robot is supplied
with an unlimited number of shells to fire
and bombs to drop which will delay the
crushing walls. The number of bombs
however are limited.

If you succeed and are able to leave
Cargo Hold One, there are four more sets
of nasties to deal with. The final setinclude
raving robots which attack your own robot
and drop mines leaving him close to panic.
If you can keep your cool and guide him
through these perils you start the game
again with an increased number of nasties.
In this way, the better you get at the game,
the harder it becomes. There are five levels
of difficulty to choose from, each one
determining the number of nasties you
have to deal with.

An exciting game which requires quick
thinking and the ability to keep calm in
tricky situations. Robot Panic is available

Currently one of the top selling versions of
this classic arcade game. It has all the usual
features of cars, lorries, logs, turtles and
crocodiles to be negotiated. Higher levels
bring the added hazard of snakes but also

IRREGAVRINE;
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SOFTWARE

age of air. Although this sound may
become annoying to anyone who is just
spectating.

bonus points for eating flies and landing on
lady frogs (should this carry a PG certi-
ficate ?).

The use of sprite and high resolution
graphics is good, although if played on a
black and white TV it is sometimes difficult
to see the frog against the background of
the roadside verge. In colour there is no
problem. The option of keyboard control is
offered as an alternative to using the
joystick. The control keys are well chosen
and may be preferred by some as they
have a more positive touch.

Sound too is well used with backing
music adding tension once you have guid-
ed your first five frogs to safety. The levels
of difficulty are well graded to sustain in-
terest although there is a bug which will oc-
casionally lose you a life when you jump
onto the middle of a safe log.

If copies of old masters appeal to you
then this one deserves a place in your col-
lection.

: . E /ivg mucte dnlay ikt
i g - fanrt af & mnswing nuclass resctorn o
.dawiﬁ?x\us?&hﬁes fﬁe Pr%nn:;f;?:;a;;;&g::;z:?;zmw wp\e.:
£ Eaph time you shoot a Proial, ra Elmcir
-5253 shoot an Electeon you spead up the impending ; it
shars pre D siulidavels. o o :

OT OF THE GAME"

This is a very silly game originally written
for a VIC 20. You are in the middle of a
runaway nuclear reactor. Your job is to
delay the meltdown that is occuring.

This is not a very safe place to be, so
you are in remote control of a super laser.
To delay the melt-down you must shoot
the Protons in the heart of the reactor.
Every time you shoot a Proton, an
Electron is released and this moves around

the screen at a high velocity. Shooting an
electron only causes all the electrons on
the screen to move faster. If you delay
shooting the proton longer than is
necessary, then the reactor starts filling up
with debris which speeds up the impend-
ing melt-down.

There are nine skill levels, the lowest
being difficult and the highest being virtual-
ly impossible. One minor criticism is the
positioning of the keys, these are awkward
to use at first.

Another exciting game by the author of
Airstrike 1 and 2, S.A. Riding, which is up
to his usual exacting standards.

Do not be put off by the screen title
which appears while the main game loads.
A good feature of this screen is a graph
which shows you how much of the main
program has been loaded, instead of
watching a blank screen.

On to the game itself; after a short
demonstration program you use the option
key to choose one or two player mode,
then push start or joystick fire button to
start the game. You may also start an any
zone level by pressing keys 1 to 8.

The main instruction and title page has
some superb scrolling colours, although
this feature tends to make the smaller
characters difficult to read. These ex-
cellent colours are also followed up in the
game itself.

At the top of the screen is Captain
Sticky’s ship with your diving platform and
winch at its rear. The joystick’s controls
allow for all directional movement. You
must control your diver down through
various sea creatures to collect Captain
Sticky's gold, with which he will buy this
ever diminishing supply of gum. Your diver
descends to the depths on a rope, this rope
is used by the captain to collect the gold
after you have attached it. Hazards include
the sea creatures (which increase in quan-
tity at higher zone levels) and may be shot
with horizontally travelling harpoons. Also
to hinder your task are helicopters dropp-
ing homing depth charges, leaches and
force fields which produce energised crabs
(they just love a tasty diver). If you are
caught by the leach’it sucks away at your
ever precious air supply. Your air supply is
restored when you return to the ship for a
new gold line.

The screen layout is superb with very
clear and fast graphics. The sound is ade-
guate and provides ample warning of im-
pending dangers like lack of gold and short-

Pri

If you are one of the millions of people who
read their stars every day in the press, and
can take it with a pinch of salt then this pro-
gram is for you.

But if you are a strong believer or of a
nervous disposition then beware, for these
readings are no respector of feelings.

For my part | found it very enjoyable
although it predicted bankruptcy and ruin.
Me thinks it could go down well at a party,
although the loading time of eleven
minutes is a bit long for the 48K version.

There is a 16K version on the "*A"’ side
which has only a pack of 22 cards instead
of the traditional 78 cards onthe "'B"" side.
And it also lacks alittle on the initial screen,
with the sound effect of the cards being
laid down also missing.

Because the cards are large on the 48K
version the graphics are slightly clearer.

After each reading you have to go right
back to the initial screen which can be a
bore if a few readings are required. Thereis
an opportunity in each reading to ask a
direct question, but this is optional and ap-
pears irrelevant to the final outcome of the
reading.

A Penguin paperback called "'The
Tarot”’ is included in the price of £12.95.
This program may be worth an inquisitive
look.

SUITAV/INES,
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| Wames WHAT THE EXPERTS SAY

CBM64& SPECTRUM 48k

Its wealth of detail is amazing. One of the busiest games for a long time. The graphics are really excellent, well drawn and
animated. A complicated, demanding game which | can’t see losing its appeal for a long time. Krakatoa is both addictive and
hard tp ptay. It takes ages to get any good and the scope for getting better scores each time is enormous — very good, highly
recommended. Game of the month. “Crash Micro”

An amazing piece of programming, a great program. A year ago we would not have believed it was possible to do this: A
“Software Supermarket ———

The only review said Fantastic CBM 64

“Speech (s effective and Flight Simulation
must be at the limit of spec-

trum capﬂgﬂbfﬂfeg QFBPh;;s A fabulous and realistic
are excellent and animation flight simulatior: packed witfh
gHgerD A coBinalon hazards and detail. 20

graphics, adventure maze
and chase games makes
this an unusual, fascinating
and addictive program
‘which must rank among the
spectrum classics.

Value for money  100%

diffarent analog and digital
controls reviewed by a
professional pilot as “a very
enjoyable and challenging
diversion which will test the
skill of pilots of any

Graphics - 100% ; i
Overall score 100% standard. | un.hesﬂatmg.'y
: i HCW recommend this game to
: anyone.

Home c:emputmg Weekly
£5.95 ——

£7.50

Available at W.H. Smiths

Mali order and trade enquiries to:
D e L T e L O e o T Wl a T Lo =7



- Youcan‘tbreak alegin our ski-ing game for
the Atari home computer, but you can still
lose out. To try the slopes read on.

When the program is run it will take
about half a minute to change the
characters, then it is ready to play as soon
as you press ‘START".

The object of the game is to ski past
as many trees as possible in the time allow-
ed, but, if you hit atree you lose one of your
three lives. The game is over when three
skiers have been killed.

~_The scoring is simply one point for each

- time you pass a tree. If you get 1000

points you win and the game finishes.

RUNdown
Line Action
1-100 Change character.
101 Goes to first display.
- 110 Resets the score and
number of lives.
140 Choses random position
for trees.

145
150-160

175
180
181-191
250-271
275
276-290

300-311
5000-5200

10000-10060
11000-11050

12000-12030
15000-15100

Position of skier.
Random position of
trees.

PRINTs score and lives.
Checks if score = 1000.
PRINT trees.

Move skier.

Sound of skier.

Which way skis are
pointing.

Check if skier is hit.
Change position of
trees. :
Lose a life and press
‘START’ to continue.
Game over, PRINT
score, ask for another
game.

First display.

Wir_u game and start
again. :

Conversion Clues

Apart fromlines 1 to 100 this game should
be very easy to convert for other micros
as it is all BASIC.

Sound can be omitted.

Position should be changed to PRINT AT or
PLOT.

POKE 532789,0 can be removed.
PEEK(53279) can be omitted and some
other method used to start the game.
PEEK({632) should be changed to INKEY'$.

GAMES COMPUTING JUNE 1984
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TA

o REM SKI-RUN BY PAU F
| ARACTERS
| 1 GRAFHICS 18: FOKE 752,1
= H=PEEK (106) —8

= FOR F=0 TO 102%

| 4 FPOKE R*256+P,PEEH(57344+P):

-@3,R:G0TO 100

NEXT F

GOTO &
S

=, 24,60,24,126, 53,608,
6,18,36,72,144,3,@,B,B
4,72,3&,18,9,@,@,@,@
-99

99

E 756,PEEK(2@3)
B,B,B,@:GBTD 12000
@,B,E:L=3:SC=@

| 101 SOUND
|11@ SOUND By

=11:REM POSITION pF SKIER

REM RANDOM FOSI
X=INT(18*RND(@))+1
YiINT(lE*RND(@))+1
Z=INT(18*RND(B))+1

REM MOVE TREES UF

Hi=H1-1:IF Hi=1 THEN S0a@

2 He=H2-1:TF H2=1 THEN 5100
HI=H3-1:IF HI=1 THEN 5200
REM PRINT ur LIVES AND SCORE
=) FOSITION oA #h3 "sCOrE
ives ik
176 IF SCzl
180 FOSITION
181 pPOSITION
185 FOSITICON
184 FOSITION
190 FOSITION
191 POSITION Z,
192 REM MOVE SKIER
258 S=FEEK (6F2)
255

248

pe@ THEN 15000:
X Hiz? #E5
X, H1+1:27 #b3
Vieri2 e HEG5INEE
Y, H2+1:27? #63"
l-::l #b; et

11} L

1

SOUND @,F 412,

a55, 24,24
| 157,60,18,27
72,216

120 SETCOLOR 4,@,12:? #b;”}”:C=1:
EEN WHITE
14@ H1=9:H2=7:H3=4

TIONE FOR TREES

";SC:PDSI

REM CHECK
cw.REM FRINT TREES

10

REM CLEAR AND TURN SCR

Tion 13,837 #e3Ul

1F FINISHED

18 THEN A=

GAMES COMPUTING JUNE 1984



C=@ THEN FOSITIQ A,2:2

CH way SKIES ARE PDINTINE

SA+1 AND HZ2=5 THEN 120

18@ PDSITIDN Y,H2+I:? el
7

)]

#& 0 Fress sTaRt

1205p GOTo 190=p

11029 - #6: 72 HE;
11azg - #HE; o to Play again"
liazs REM PLay AGAIN

1184 1 PEEK(SSE??){}? THEN 11p
1195 GOTo 1ie4p

11959 REM FIRST DESFLAay

12020 - Hap o SKI-ruN»

E - Press Stargn
12029 1f PEEK(SEE??){}? THEN 11@

=5

10060 > wae iz s #4;m ReAdy
W:B0To §op

10913 Rrepy GAME Oyeg

11808 5o;np 2,0,0,0p. - #Héz v 3m

1110 > 44 YOU scorep ":SC

B =10 1F Z=A+1 AND yz_ THEN 1p0pg
S e AND H3=2 Tey 12009
1

3
120z 1fp PEEK(SSE??)f}? THEN 12040
12@4p FOKE SEE??,B:REM MAKE RUmelE SOUND

Press Startn

tFOR w=

R Has HIT g TREE
THEN 1220p
THEN 122ap
THEN 120ag

Hoy o ":SE=SC+1:X=

.SC=SC+I:Y

iFOR w=1 TO I0@: NEXT

15108 sereg e 4:2,8: saunp 2,2,2,0:Fp51 7
SHGET

GAMES COMPUTING JUNE 198

i

2 10 4208 STER

ION @.p;~ #63z 12

”:PDSITIDN R, Zna

':PDSITIDN A, X7

=INT(18*RND(B))+
C+1:Z=INT(18*RND(@))+

=F 10 F-2¢ g1ep -2:5
=@ THEN 11pgg

18@2; REM warT FOR starT EEY- T BE FRESSED
=

INT(IB*RND(@))+

8?




PROGRAM
SIIBNNSSIONS

e ©
Sio ee maeie s

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 itto
the Editor, Games Computing, (clearly marked PROGRAM SUB-
_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!

* PLEASE COMPLETE IN BLOCK CAPITALS

Your Name Age

Program Name

Computer/memory size it runs on

Amount of memory program occupies

Other computers/ memory size which your program
runs on

Does your game need joysticks? Yes No

Any known bugs? If so, what are they?

Have you sent your game to another magazine Yes No

Is it original/or a variation on a theme?
Your Address

Telephone Number
Times to contact you

N e T e e S S S R S GO RSN SN G RSN N RS S e s e

I
|
I
I
|
i
[
|
I
I
I
l
|
I
|
I
I
I
!
!
|
l
!
!
!
|
|
|
!
l
|
I
|
|
I
|
I
I
I
|
i
i
I
I
|
|
|
L



ASP SOFTWARE

Presents

The Greatest Challenge Ever To Face Man And Machine
(Atari, BBCB,.Spectrum and Commodore 64)




How many times have you been
tempted into an arcade to play the fruit
machines??. | for one won'’t deny this.
The only problem with these gambling
beasts is that | always end up losing
most, if not all, of my precious money.

However, this version of the age-old
pastime for the ORIC-1 computer lives
up to the standard of these arcade fil-
lers featuring fruits including cherries,
lemons, apples and bars. And youdon't
lose money. ..

. The aim of the game, if you're not
familiar with it, is to achieve combi-
nations of certain symbols. Obviously
some symbols are harder to come by
than others. As an example, with my
game the chances of getting a cherry is
one in about three and four cherries are
worth £1, and the chances of getting a g

bar is one in eleven and four bars is the
You might think that it is difficult to I

jackpot of £20. So you see it is quite
mzclllslt I've ever got is four apples worth
get any combination of anés mbol but
you are helped by the '"HOLD’ feature
which enables you to freeze the reels
for the next spin.
When it is time to spin the reels the
; message ‘PRESS ANY KEY’ will appear

hard toget four bars in one spin. The
on the top of the screen. Any key can be

pressed (except the two SHIFT keys)
and after pressing the key, four sym-
bols will appear in the four boxes,
accompanied by four notes.

When the message ‘HOLD® comes
below the reels you can freeze one,
two, three, or all four reels for the next
spin_simply by pressing the numbers
‘1’,72','3’, or ‘4’ corresponding to which
reel you want held. Having chosen
which reels you want held, press the
‘RETURN’ key to spin the reels.

Another feature of the program is the
GAMBLE facility which enables you to
increase your win, anything from 20p to
£1, or £2 to £20. The system for gamb-
ling is that when you win, pressing the
‘G’ key starts the gamble routine. You
will then see one of the two columns of
numbers start flashing different num-
bers. Pressing the ‘SPACE’ bar will stop
these numbers and the final number
will be shown. If no number is shown
then you have lost the gamble and no
money has been won. If the number
shown is higher than the original win,
for example if you won 20p and decide
to gamble and after pressing the space
bar 50p is displayed you can either col-
lect this win by pressing the 'C’ key,
which will then be added on to your

CLS

cLS
Ag="

R |

35 MNEXT
4@ FOKE4BOR1,3

"Y"THENZ00
56 FLOT®,S,"
60 MO=19@
70 DIMA(4)
80 DIMXX(4)

LR T R LR
1880 GOSUB?000

tFAFER®@: INKT7
FPRINTCHR# (&) 3

| the space bar if, say, 20p comes up this

happen as last time and after pressing]

will be added to your money as if you
collected.

The ‘C’ key enables you to cancel the
hold. That is to say if you have made a i
mistake in the HOLD feature you can
start the hold again.

There is no GAMBLE facility on 10p
wins, £10 or £20 wins although itis pos-
sible to gamble up to £10 and £20.

If you win £1, collect it because of the
way the gamble is done it is not possi-
ble to win over this amount with the
gamble if you win less than £1.

It is not worth holding one of any-

\
thing because there is notmuch chance
of three more coming up.
Rundown
Lines Action

3 Toggles cursor and key-
click off.

Defines A$ as message to
be printed at top of screen
and POKEs it there. '
Asks if instructions
wanted and jumps to
instructions if wanted.
Defines main variables for
money, dimensions

7-40

55

60-80

money, or gamble again. If you decide
to gamble again the same thing will F

CHR#(17)

**¥WRITTEN BY J.E.HADLEY JANUARY 1984%x"
20 FORF=48200T04807%%9
3@ FOKEF,ASC(MIDE (AF,F-47999,1))

5@ FOKE48@041,5:FPOKE4804Q, 19
55 PLOT@,S,CHRF(12)+CHRF (4)+"D0 YOU WANT INSTRUCTIONS?":GETAF: IFAF=

B REM 55355535 %% 390 % 35 FHH KK E X HRFHH
0 REM *¥#%##x% MAIN-FROGRAM #¥##%ixs * ¥

RN ENN R

tAFY=INT(A(F) /2) i XX(F)=

111
112
113
114
115

108 W=FRE(""):FORF=1TO4:A(F)=INT (RND (1} %22)
@:NEXT F

189 FORF=1T0O4

11@ IFXX(F)<*@THEN118

116 IFA(F)=10THENA(F)=4&
118 NEXTF 5
120 GOSUBE1000

WIN=@

IFA(F)=10RA(F)=B0RA(F}=2THENA (F) =1

IFA(F)=30RA (F)=4THENA (F) =2 »
IFA(F)=S0RA(F)=6THENA (F} =2

IFA(F)=70RA (F)=8BTHENA (F) =4

IFA(FY=2THENA (F) =5

: 1z@
; .

i
&
‘.
¢
¥

A @ || ®



3

109-118

144-160

171
188

200

1000-1999
. 2000-2040

3000-3120
9000-2092

)
:
'..

9100-9220

9300-9800

arrays for contents of
reels and HOLD

Chooses random number
for each reel.

Converts values in the
array ‘A’ so that they are
low enough for printout.
Checks if there has been a
win.

Checks if win is not equal
to 0 if it is, carry on. If not
GOTO win routine.
Checks to see if money is
0.
money’ routine.

Random number for hold.
Can be reduced to enable
more frequent holds.
Determines value of win
depending on the con-
tents of the array ‘A’ {i.e.
the value of the reels).
Printout of the fruit and
sound effects.

Reading and poking of
user defined graphics.

Hold routine. ;
DATA  for  graphics,
including  fruits and

screen printout graphics.
Printout of screen, includ-
ing reels, money, and bor-
der.

Instructions.

>

If so GOTO ‘out of MO

2

2 A

| e | R

10000-10085Sound effects for win.
Printout of money won
and gamble/collect
option.

10086-10091 Adds win to money, turns
off sound and jumps back
to main program.

10100-10350 Gambling routine with
sound effects.

60000-62010 Qut of money routine and
option to play again.

Variables used

A$ Holds title for first part of

program.

Total money left.

Dimensioned array for
value of each reel.

A

Zz Holds value for each reel
held.

F.G.H. Counter & control vari-
ables.

WIN Holds wvalue of money
won each spin.

X Value of first reel to work
out win.

A$.KS$ Used in main program

and subroutines to ‘GET’
the keyboard.

Conversion clues
Colour can be identified by either PLOT

aalelAleks
@%@a@h@n

rv

"’~f~

X,Y,Nwhere X is the column number, i
is the row number and N is a number
less than 8. The colour codes are as fol-

lows:

0 — Black

1 — Red

2 — Green

3 — Yellow

4 — Blue

5 — Magenta
6 — Cyan

7 — White

or PRINT CHR$ (N) where Nis a number
less than eightwhich also applies to the
above.

The Oric screen is 40 columns by 27
rows. PLOT X,Y,Z$ PRINTS the string Z
at position X,Y.

ddress 48000 is the beginning of the
Oric screen.

Most of the other commands are
fairly standard basic and most, if not all
of the REM's can be ommitted up into
the various sections.

Please note that all characters are
designed on a 6 x 8 basis as the Oric
characters are 6 x 8.

All other control codes can be ommit-
ted as they will only control double

Il height, flashing etc.

Please note: if you have a 16KORIC -1
you will be able to run the program only
if the command ‘GRAB' is given directly
before typing in and before loading.

144
145
1580
160
178
i71
175
(1@)
176
LT T
18@
181
183
184
185
187
188
198
200
21@
220

230

IFWIN:

FLOT2@,
BETAF
MO=MO-18@
AA=FRE ("")

FLOTS,3,"

G0TO1@8
X=A(1)

FLOTZ2@,1%,CHR# (1@) +"MONEY -"+
20,CHR# (1@) +"MONEY —"+8TR+ (MO)+'

FLOTZ2®,20,CHRF (1@) +"MONEY "
FLOT20,19,CHR$ (1@) +"MONEY —"

IFX=10RX=2THENWIN=
IFX=Z0RX=4THENWIN=100
IFX=3THENWIN=

IFA{1)=1THENWIN=1@

IFA{L)=1ANDA(2) =1 THENWIN=2@
IFA(L)=A{2) ANDA (2) =/ (3) THENGOSUEZ0Q@
IFACL)Y=A(2)ANDA (2)=A(Z) ANDA (Z) =A (4) THENGOSURZ L0
*OTHENGOSUE 10008

IFMO=@THENLDDOD

FLOTS,3,CHR¥ (&) +CHR& (12)+"F R E S & A N Y

STRE (MO) +!

+STRE (MO)+"
+STRE (MO) +"

IFINT (RND (1) #3) =2THENGOSUEZ0DA

b1

gl

F"+CHRE (7)
PU+CHR$ (7)

E E Y"+CHR#* (7)+CHR#

F '+CHR* (7) C
"+CHR$ (7)) ')

NS

elA @




248
25@
260
278
280
290
00
i@

1982
1984
1083
1890
1190@
1185
111@
1999
2008
2014
2020
2030
204@
29979

3000
3007
3010
3015
3016
3020
3040
3050

IFX=6THENWIN=5@@
RETURN

X=A{1)
IFX=10RX=2THENWIN=180
IF Y =30RX=4THEMY [ M=2@0
IFX=STHENWIN=120a
IFX=6THENWIN=2000

RETURN

QR REM 2% %% %5 %5 3 500X H R 8 X KRN XK

P79 REM ##%#x%x#%% PRIMTOUT #%i#xexs EX T LT LT
NN

1000 FORH=1TO4

1005 F=A(H)

1018 E= (H=xg) -2

1020 IFF=1THENFLOTGE,7 ,CHRF{Z2)+"ab"+CHRF (7} :FLOTGE, 8, CHR#
F{7) 2

120 IFF=2THENFLOTE, 7 ,CHRFCI)+" ] " +CHRE(7) :PLOTG, 2, CHR#
*(7)

1940 IFF=3THENFLOTE,7 CHRF (5} +"mn"+CHRE(7) : PLOTG, 8, CHR#
£(7)

1850 IFF=4THENFLOTE, 7 ,CHREF C2) +"af "+OCHRE (7 PLOTE B CHR#
£(7)

19680 IFF=STHENFLOTE,? ,CHRF (2} +"gr "+CHR# (7)) s FLOTE , 8, CHR#
F£(7)

1870 IFF=&4THEMFLOTE,7 ,CHRE (12} -+ "y " +CHR$ (8) : PLOTE, 8, CHR
HR# (8)

1080 SOUND1 , 1000- (H=208) ,0

SOUNDZ, @784 (H=20@) ,0
SOUNDE, @7972— (H*200) ,0

PLAY7,0,1,500
WAITIO -

NEXT

WAITSE

SOUNDL @, 15

RETURN

RESTORE : FORF=46360 TO 46391

READD: FOKEF , Dz MEXT
FORF=4&6856T047@47: READD: FOREF ,D: NEXT
RETURM

= S T R LT

REM ##%%%%#% H 0 L D #%%%%EK4%4% R R

33K K

FORF=1TO4: XX (F) =0z NEXT
FLOTS, 11,CHR$ (12)+"HOLD
GETA$ 4

IFASC (A%$) =13THENZ100
IFA$="C" THENGOTO3Q00
IFASC (A%) *S20RASC (A$) <49 THENID1D
IFA$="1"THENXX (1)=A(1) :FLOTS,11,8:FLOT1®,11,12
IFA$="2"THENXX (2)=4(2) : FLOT12,11,B: FLOT18,11,12

HOLD HOLD

30460 IFA$="F"THENXX(3)=A{(F):FLOT19,11,B8:FLOTZ6,11,12
@70 IFAF="4"THENXX (4)=A(4):FLOTZ28,11,8

3080 GOTOZR1G@

3100 FORF=1TO4

F110 IFXX(FI=BTHENA(F)=INT (RND{1}#22) :AF)=INT{A(F)/2)
3111 NEXT

3115 PLOTS,11," L

3120 GOTO1@9

BIFE REM 585 5 553 3 3 8 96 5 9696 30 5 09 5 3 53 5 5%

8997 REM ##%## SCREEN FRINTOUT #*%%#x RS T T TS
b

008 DATAR,2,0,0,0,0,0,25%,255,0,0,0,0,0,0,0,32,32,32,2
<

2021 GOSURZOOO

@10 DATAL1,1,1,1,1,1,1,1

CHERRY CHR
DATALZ,3@,63,465,63,63,30,12,14,31,63,63,63,463,30, 1

DATA7 ,15,31,63,63,63,31,15,56 ,60,62, 63,463,463, 62,460
DATA ©,8,0,0,3,15,31,63,0,0,0,0,48,60,42 ,6% ;
DATAL,3,7,15,25,27,63,62,3%2,48,546,60,38,46,65, 51
S4,6,60,56,48,32
48,4856 ,56,60, 60 :
43,48 °
DATAX,18,5%,18,3,0,51,42,0,36,14,36,0,0,44 ,42 :

PLOTL , 1, "##483HE44a4 48R HH R R R F

LEMON CHRZ2

S

(1)+"ed"+CHR
(Z)+"kl1"+CHR
(5)+"op " +CHR
(1) +"gh"+CHR
(2)+"st"+CHR

F(12) "W "+C

KKK KRR & ‘

HOLD"-+CHE# (8)

EE s T EEE LR L]

A e o
2,32,32,32,3

2 ° CHERRY
AFPFLE CHR
AFFLE C
LEMON CHR
" DORANGE CH

© ORANGE CHR
EELL CHR
BELL CHR2
BAR CHR

BAR CHRZ2
ORF=2TOZ2&: FL

9030 DATAD,B,0,0,1,2,4,8,3,4,28,36,4,4,4,4 °
9040

CHRZ

9@45 DATA®,B,28,62,31,15,15,7,4,8,18,22,47,14,28,48
9050

HR:2

FALHD

9070 DATALZ,31,15,3,0,0,0,0,63,62,460,48,0,0,0,0
@72

R

9074 DATALE,63,27,24,15,7,3,1,31,63,

2

980 DATAL,1,3,3,7,7,15,15,32,32,

?P82 DATAS1,31,63,6%,31,1,3,3,62,62,63,63,62,32,
9090

9992 DATAS1,42,50,0,1%,58,19,2,44,42,42,0,4,46,4,32
2100

OT1,F,"%"

9110 PLOTI8,F,"&"tNEXT:FLOTL,26,"

SEEEE"

9120 PLOTS,S, "##H##HE  SHeH8E  f84

LOTZ6,F,7

9130 FLOTS,F,"% e 8 %

9140 PLOTS, 10, 44533  $EEEEE 5

FEFFFFFEFSSEFFFFEEFFEFFITEFFTFIFES

#HiH  HHHHHEY FORF=46TO9:PLOTA F,2:F
& % BMINEXT
FEFE  FEEFEEY

19 oA @&




9160 FPLOT4,15,CHRE(4)+"_20 1 USCHRE (204" R B+
CHR$(7)

9165 FLOT18,16,CHR$(2) +"%GAMBLES: “COLLECTS"

217@ FLOT4,17,CHRE(S)+"_10 5@ PUHCHRS (7)+" $ESEFSEE SEREEEEEE"+
CHR#$ (7)

9180 FLOT4,19,CHR$(&)+"_5 20 P"+CHR% (7)

2190 FLOT4,Z1,CHR$(Z)+"_2 1@ F"+CHR$ (7)

9200 FLOT20,19,CHR$ (10) +"MONEY —"+STR$(MO)+" P"+CHR$(7)

9210 FLOTZ0,20,CHRE (10) +"MONEY —"+8TR$ (MO) +" F"+CHR$ (7)

217 FLOTB,B,5

220 RETURN

QZPE REM #%%%%805EES R EERE XA FF AR

9299 REM #%%%%% [NSTRUCTIONS ###%%% EAAERAREERERRERARAEN
T

FI00 CLS:FPRINT

92180 PRINT" FRUIT MACHINE EBY J.E.HADLEY 1784"

15 GOSURZ000

9IZ20 FPRINT" FRUIT MACHINE BY J.E.HADLEY 1984"

93I@ PLOT1,2,10:FLOT1,1,10

2340 PRINT:FRINT"WELCOME TO “FRUIT MACHINE®

350 PRINT:PRINT"WRITTEN BY J.E.HADLEY IN JANUARY 1784"

2360 FRINT:FRINT"THE OQRJECT IS TO SFIN THE 'REELS’ TO TRY TO OETAI
N THE FOLLOWING “;

PI70 PRINT:PRINT"COMBINATIONS"

9Z80 PRINT:PRINT:FRINT"FRESS ANY KEY FOR COMBINATIONS"

FI90 GETA®

F4Q0 CLS:FRINT

2413 PRINT" COMEINATTION W I N™
415 PRINT" FEEFSFFEFESFFFFFEEEEE FEEEEY

2420 PRINT:FRINT" ab ab #H# H# 20F"
F4TO PRINT" cd cd % ££"

2440 PRINT:FPRINT" ab ab ab H# SEF"
9450 PRINT" cd dec de FE"

F446@ FRINT:FRINT" eof et ef HH# SaF"
947@ PRINT" gh gh gh 4

480 PRINT:FRINT" ij ij id #4# i@aF"
2490 FRINT" k1 k1 k1 FE"

5@ PRINT:FRINT" mn mn M H#4# 100F "
518 FPRINT" op ap op £

9520 FPRINT:FPRINT" gr qr qr: HH# Z200F"
95380 FPRINT" st st st £F"

254@ FRINT:FRINT" [RRYS L uy i SEaF"
55@ PRINT"  wx W [ FE

9540 FRINT:FPRINT"PRESS ANy KEY TO CONTINUE"

9570 GETA®

2380 CLS

9590 PRINT:PRINT" C OMEBEIMNMATIONM W1 M
400 FRINT" $5F5$$FFFEFFFFEFFssss FEFEFY
605 PRINT:PRINT" ab #i H## H# AR
2407 PRINT" cd E= 1 FF FE"

@&1@ PRINT:PRINT" &b ab ab ab i@@F"
420 FRINT" cd dc dc cdi

24630 PRIMT:PRINT" ef ef ef ef i@aF"
2640 PRINT" gh gh gh gh"

650 PRIMT:FPRINT™ ij 1| ij 5] Z200F"
660 PRINT" kil k1 k1 ki

470 FRINT:PRINT" mn mn mn mn Zaap"
2480 PRINT" op op op op"

P69 FRIMT:FRINT" gr qr qr qr i@@aF"
7@ FRINT" st =t st st"

710 PRIMT:FRINT" uv uy uy Ly 2000F"
728 PRINT" Wi i W wx "

Q730 PRINT:FRINT"FRESS ANY KEY TO CONTINUE"

740 GETA%:CLS

2750 FRINT:PRINT:FRINT"A HOLD FACILITY IS ALSO FROVIDED WHICHENAELE
S5 YOU TO FREEZIE THE ";

7460 FRINT"REELS."

2770 FRINT:PRINT"YOU CAN DO THIS WHEN THE SYMBOL ‘HOLD AFFEARS.YOU
HOLD THE REELS BY ";

9780 FRINT"FRESSING 1, '2','%’ OR '4° ACCORDING TO WHICH REEL YOU W
ANT HOLDIMNG."

@790 FRINT: FRINT"WHEN YOU HAVE SELECTED THE REELS TO BEHELD FRESS T
HE ‘RETURN KEY - ."

. 9795 PRINT:PRINT:PRINT"IF YOU HAVE MADE THE WRONG HOLD THEM YOU CA

N CANCEL THE HOLD BY "

794 FRINT"PRESSING THE ‘C° KEY."

2800 FRINT: FPRINT:PRIMT: FRINT"FRESS ANY KEY TO CONTINUE":GETA#%:CLS
2810 FRINT:PRINTYWHEN YOU HAVE ONE OF THE COMBINATIONS SHOWN EARLIE
R YOU WILL WIN."

2220 FRINT:PRINT"YOU CAN EITHER COLLECT BY FPRESSING ‘C'OR GAMELE RY
PRESSING ‘G~ ."

983@ FRINT:FRINT"IF YDU DECIDE TO COLLECT THE WIN WILL EE ADDED ONT
0 YOUR MONEY." §

4@ FRINT: PFRINT"IF YOU GAMBLE ,PRESS "SFACE’ TO STOF THE GAMELE.T
HEN IT WILL SHOW THE

%850 FRINT"VALUE OF YOUR BAMBLE-IF YOU WIN THE GAMELE YOU CAN GAM
ELE AGAIN"

9860 PRINT:FRINT"IF YOU LOSE THE GAMELE YOU WILL JUST CARRY ON AS

)




2870 FRINT:FRINT"IF YOU COME UF
LE AGAIN BUT THIS"

9880 FRINT"WILL BE ADDED ON TO YOUR MONEY...."

9890 PRINT:FPRINT"YOU START WITH Z@@F":PRINT: FRINT"FRESS ANY KEY TO
START GAME":GETA#:CLS

9900 GOTO&R
G998 REM ###AAAEAXRFREEEXEREEF X HHH

EVENS YOU WILL NOT BE ABLE TO GAME

Q9% REM *#%xxxxxx W I N *E¥fkiess
P

1000@ FLOTS,3,CHR#(4)+CHRE(12)+"WE HAVE A
R¥(1@)

PN N KN NN

WINNER!"+CHR%{(7)+CH

12081
10085
igale
10020
10021
10022
10023
10024
10025
10024
ig@z7
10028
180325
10070
i2e4@
10045
10050
12255
10070
10075
10078
10280
10085
10084
1089
10020
10091
10100
10183
12110
1i@i11
18115
18118
10120
10140
19145
12150
121460
10200
10210
10220
10270
10240
10250
102460
10270
10280
10300
10310
10320
12350
12340
10350
59998
59999

L0000
&0010
L0020
H0040
LHOO5@
L0060
coe7a
L0020
L0090
40100
60110
40120
&0138
60140
&@15@
&H100@
651018
H10Z@
L2000
NEXTF
62010
43998
L3799
W

raryraryrL|rvt.

Alndnlnndnindnd

RET=@

FORG=1TODZ
FORF=40@TORSTEF—-15: SOUNDL ,F, 15: NEXT
NEXT

IFWIN=2BTHENFLOT11,19,CHR$ (12)+" 20 F"+CHR#$ (8)
IFWIN=S@THENFLOT11,17,CHRE(12}+" 50 F"+CHR* (8)
IFWIN=10@THENFLOT11,15,CHR$F (12)+" _1 "+CHR% (8)

IFWIN=200@THENFLOT4,15,CHR& (12)+"_2@0"+CHR$ (3)
IFWIN=1POOTHENFLOTS,17 ,CHR# (12)+" _ 10" +CHR# (8)
IFWIN=S@@THENFLOTS,19,CHR¥{(12)+"_5 "+CHR#(8)
IFWIN=200THENFLOTS ,21 ,CHRE (12} +"_2 "+CHR*(8)
IFWIN=1@THENFLOT12,21 ,CHR$(12)+"1@ F"+CHR¥ (8}
IFWIN-SRR0RKIN=1ATHEN] NS4S
PLOT18,1&,CHRE(2)+"% HCOLLECTS®"
FORF=1TO40STEFS: K¥=KEY#: IFKF="G"THEN1Q10@
SOUNDL, 180+F*2,15
IFE$="C"THEN1G2024

NEXT

FLOT18,14,CHR* (2)+"“GAMEBLES
FORF=1TO4DSTEFS: K¥=KEY#: IFK$=
SOUND1 , 10B-F#2,15
IFKEY$="C"THEM1 2R84
NEXT: GOTO10030
SOUNDL ,@,15
WAIT10@: GOSURT1 &R
IFRET=1THEM1@11@
MO=MO+WIMN: RETURN
RET=1:G0TO10@84
kE#=KEY#¥
IFWIN<S1@1THENG=12:H
IFWIN>1QATHENG=4: H=
FORF=15STO21STEFPZ: FL
F=23:60T0i@14@
F=INT(RND(1)*5) #Z2:F=F+15
PLOTG,F, 71 K$=KEY®: IFK$="
SOUNDL, INT(RND (1) *5@0@) ,15
PLOTG,F,B:PLOT25,23,
GOTO1@12@

IFG=4THEN1BZ0@
IFF=2ZTHENW=@
IFF=15THENW=10@
IFF=17THENW=5@ *
IFF=12THENW=2@
IFF=21THENW=1@

IFW<=WIN THEN RET=0:WIN=W:GOTO12084
IFW=0THENWIN=0: GOTO1@25@

WIN=W: GOTO10000

IFF=23THENW=@

IFF=15THENW=2000

IFF=17THENW=1000

IFF=19THENW=50@

IFF=21THENW=20@

GOTD1DZ260

FUEDM 9006 9636 968 e 06 30309096 36 260606

REM #*%#%%% OUT OF MONEY *®%xxx

&

a0

"GUTHEN1@100

g
OTG,F,@: PLOTG+H,F, 71 NEXT

"THENGOTO10200

EREEREARFHEEEERER T

EE L L LR

FORF=1TOSO@STEFRS

SOUND1 ,F,@

SOUNDZ , S00-F , 0

NEXT

SOUNDL,@,0

PRINTCHRS (&) s CHRE(17)

CLS: A$="SORRY YOU'VE RUN OUT OF CASH!!!!"
GOSUR&Z2000

FRINT: PRINT: A$="D0 YDU WANT TO TRY AGAINT"
GOSUESZ008

BETA$: IFAF="N"THENS 1008
FRINT: PRINT: A$="0.K. READY
GOSUESZ000

WAITS00

RUN

FRINT:PRINT: A$="0.K.THANKS FOR FLAYING
GOSUBSLZ000

WAIT4E4: GOTOLH102Z0

FORF=1TOLEN (A%) : PRINTMID® (A% ,F, 1) ; : SOUND1, INT (RND (1) *50@) , 15:

TO START...."

‘FRUIT MACHINE "

SOUND1 ,@,8: RETURN
RFEM ##EXRAS54ddiNEyFaneriiiss

REM ##%%% T H E E N-D—%*¥x%x A3 e

=
@




JUNE SOLUTIONS

1 LOOKS FAMILIAR

This is made much easier, if it happens to
be causing you trouble, by writing out in
full =

One Two Three Four Five Six Seven..need
I continue?

2 BEARFACTS

The bear was white, at least before the
shooting started. The explorer was at the
North Pole when he set out and arrived.

3 CHECKIT OUT

If in doubt, try the pun in the title. This one
is a chess teaser, referring to the pieces in
the back row. The Queen and King are
missing. As for the two versions, Castles
are also known as Rooks.

4 LIVE WIRE

The plug will fit neither a nor b. It is an im-
possible construction. Try making one and
seel

5 GROWING PAINS

BE
BET
BEAT
BLEAT
ABLEST
BESTIAL
SUITABLE

6 AYEAYEAYE

‘1 is the ninth letter of the alphabet —
hence if you dial three of those on your
phone you might well get the police. Dial
123 and all you get is the time of day.

7 EYE QUEUE

The answer is the third one in each se-
quence, except for d, when it is the last
one. | suppose you want reasons! Here
theyrare S w0

Apples, whistle and plates all occur in
Cockney rhyming slang.

17,7, 37 and 47 are prime numbers, 27 is
not. %

Aging, mating coming and going can all be
formed using letters in the words "Games
Computing”’

64, 81, 1, 318 are all numbers of com-
puters, as in ZX81 etc. 52 is my house
number.

Well, what did you expect. . . .
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8 DEALMEIN
E1 SNAP
A10 CRIBBAGE
K7 POKER

M1 STUD

D10 BRIDGE
B11 NEWMARKET
K7 PONTOON
L7 CANASTA
C4 BRAG

H1 WHIST
M5 PATIENCE
114 RUMMY

B1 HAPPY FAMILIES
A1  STRIP JACK NAKED

B12 PIQUET

J1  BEZIQUE

D6 GIN

A14 DUMB CRAMBO
B13 FANTAN

G8 OPTION

A4 POTS

11 CHEAT

Bb SKAT

K8 SEVENS

113 FISH

G14 OLD MAP

N12 FIND THE LADY
A14 DONKEY

E9 MAP

F4 FARO

9 ALOAD OF BALLS

Jumbo as we know is master in all the cir-
cus arts. He used the rope as tightrope, and
as he crossed juggled the two gold balls so
that only one of them was in his hand at
any time. Thus he stayed within the break-
ing strain of the rope.




You start off with three lives at the top of
the screen in your mother ship. Press any
key and you're off. Gravity is pulling you

~downwards, and you only have a'limited

amount of fuel. But that's the least of your
problems as all around you are dangerous
alieris and deadly asteroids.

If you can land in the centre of the pod
then you must try to dock with your
- mothership. A new set of nasties appear
- thistime, giant meteors and UFOs. Dockin
- the middle of the mother ship and you
~return to the start again.

If you crash into the sides of the pod or

- the sides of the mother ship you lose all
three lives, Controls are the arrow keys

~ because they fit my joystick, but you can

- change them to anything you like.

RUNdown
- Action

Line
1-3

5

10

20
30-39
40-70

80-200
1000-1030
1035
1040

1050
1100-1120

-1130-1155

1160-1180
1190
1200-1230
1240
1250
1300
1310-1320

1330-1340
1350

1360

5000-5190
5200-5215

Starts the game.
GOSUBs graphics.

Sets PAPER and INK col-
ours, clears the screen.
Sets up variables.

Sets up screen one.
PRINTs and moves
mother ship.

Play loop one. Updates
score and fuel display.
Check for crash.

Makes a noise.

Checks for a safe land-

ing.
RETURNSs to play loop.
Blanks out old asteroids
Changes asteroid
variables.

PRINTs new asteroids.
Blanks out old alien. -
Changes alien variables.
PRINTs new alien.
RETURNS to play loop.
Blanks out old lander.
Changes lander
variables.

Changes fuel. - :
PRINTs new lander.
RETURNS to play loop.

Play loop two updates :

fuel and score display.-
Blanks out old meteors.

5220-5235 -

5240-5245
5260
5270-5280

5290

5292-5295
5297

5300

5310 -
5350-5390
5395
5400-5415

5420-5425
5430 -

9000-9007

9010
9020-9050

9100-9197
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~Changes

Graphic DATA.

meteor
variables.

PRINTs new meteors.
Blanks out old landers.
Changes lander
variables.

Plays tune if lander
docks.

Changes fuel. et
Increases score and

-~ makes a noise.

PRINTs new lander.

- RETURNS to play loop.

Checks for crash.
RETURNSs to play loop.
Blanks out old alien
shapes and changes their
variables. :
PRINTs new alien ships.
RETURNSs to play loop. .
Checks for end of game. -
RETURNS to play loop.
Offer anew game.




Variables Used

sC
men
mms
fuel
basepos
landsafe
vpl

hpl
aa,ab,ac
vpa

hpa
alien
alienb
vma
hma
vmb
hmb

GAMES COMPUTING JUNE 1984

Score. A

Number of men left.

Moves mother ship.

Fuel left.

Position of base.

Safe landing position.
Vertical position of lander:
Horizontal position of lander.
Asteroid positions.

Vertical position of alien.
Horizontal position of alien.
Alien ship position.

Second alien ship position.
Vertical position of meteor a.
Horizontal position of meteor a.
Vertical position of meteor b.
Horizontal position of meteor b.




GAMES COMPUTING JUNE 1984




10EHA0 0 03 L0 0D DD D DS GAD
B 0 ot o e o e e o e b 1
QOOAROTQRUUNAGTANNAN ¢ &0
ONONEWUNRGVONOUNLAWNEGWNRS D

UsSR
USR f
USSR o
QUSSR "

p s
b
b b
P
P
(S
P
Faj

o 3 o o e o b
DRHERREE
OREHINEE
HRASRREEG
HAORROSR
SRR RE
LORBBLRES
PR

0 QOO CENEND D WO NS DD D O WL
B o e 0 e o e o e o o o e o e e o 1 e
HOowwOOWYYIENEEIPEOMINdNNINUNND
HNOARWDRENOALBDRROANDCLINHOO

Screen =

Score-2856
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Fuel -1
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“k*¥+2,BIN 10001000
"R +1,BIN, 23000221
“K"+2,BIN'@101

vk +3.BTIN

M”44 ,BIN

"k +5,BIN

MR +6,BIN -

LY@ BIN
S+l ,BIN
"L +2 JBIN
UL 43 BIN
o t"-i-d-'Q'BIN
TLY+6 ABIN
"l“+7§PIN
“m"+AJBIN
“mt+l JBIN
a2  BIN




A lot has ben happening recently here at
Games Computing and | would like to
thank all of the readers who contacted me,
or Richard Bartle, about the article on the
Essex University Multi-User Dungeon
{MUD), which | talked about in the April
Issue. Some drastic changes have been
made in the scoring system of late making
it much less profitable (pointwise) to play
by yourself and much more rewarding to
attack other players or in the words of the
captain’s log (one of the locations in this
super adventure), ‘‘Hack and Slay!!”’.
Remember. You haven't lived "till you've
died in MUD.

More news on the arcade scene. Space
Ace, the sequel laser disc game to
Dragon'’s Lair which seems to be making
great headway in the local arcades. Itis a
little easier than its precursor and has some
neat music as well as a rather pretty
heroine. Never being ones to fail to latch
onto a good thing the arcade industry has
followed up the racing car game hit *‘Pole
Position’’ with *'Pole Position Il and "' TX-
1"". Just when you thought it was safe to
go back on the tarmac. .. Normally ar-
cade game sequels have been disappoin-
ting, witness Zaxxon ll, not the most cap-
tivating of games, but Pole Position Il is not
an “‘improvement’’ on the original, it is just
the same game with different tracks. This
makes it a tremendous game for the ex-
perienced Pole position driver, being a true
test of driving skill without the aid of know-
ing the track. Of course you will learn the
route and your score will benefit accor-
dingly.

There are four tracks on Pole Position |1,
including the Mount Fuiji track from Pole
Position and a simple oval practice track.
The other two are very tight and have
radical hairpins, not a game to play after a
drink or two. Even Pole Position |l palesinto
obscurity when you have played, or even

ROCKMAN
FILES

watched TX-1. Thisis THE state-of-the-art
arcade game. When Pole Position was
launched | remember staring in wonder-
ment at the amount of data that the pro-
cessor was moving onits hi-res screen and
thinking that it could never be reproduced
on even the fastest home computers. No-
one has yet managed a GOOD pole posi-
tion at home although many have tried,
Atari being the most successful.

TX-1 is unique, it has THREE screens,
not three screens in the sense that Manic
Miner has twenty screens but three
separate displays (CRT's). These act as a
forward and side screens to give a real
sense of sitting in a car. The cars can spin,
so when you buzz round the bend too fast
your red racer is liable to do a full 360
degree skid. An advancement from Pole
Position’s qualifying test is a set of routes
with four levels of qualifying, you must
drive through various forks in the road to
end up at the raceway of your choice.

Each raceway is designated a nationali-
ty, France seems to be the easiest, as you
whizz along the Eiffel Tower appears on
the right hand screen, scrolls into the mid-
dle and then onto the left hand screen as
you go around the corner, as the bend
winds the other way the French monu-
ment crawls back to the right. The sound is
deafening and the soft but vibrating seat
add the finishing touches, they even
managed to put the gear lever on the left
hand side. Arcade games are reaching the
status of simulator. How long before you
canlearntofly at 50p alesson? (Yes, TX-1
is very expensive).

: You can die
a thousand deaths in space.
Youw'd rather face

them all than face the
Death Star.

DeathtStan

Three-dimensional terror from RABBIT SOFTWARE

94

Simon Says. . . .

A neat tip for Spectrum gamesters is,
break into the loader of Jet Set Willy when
it says ""Jet Set Willy is Loading’’ and add
the line:
35 POKE35899,0
rewind the tape and RUN. If that doesn’t
help it looks like you will never get to bed.
Nol’'m not going to tell you what it does but
it is nothing to do with the protection
scheme on it. Pirating tapes and disks is IL-
LEGAL and should be seen as such. (Sorry,
my hobby horse). Now it's off to brush up
my technique at Jumpman on the 64.

Hack, Hack

Simon

A.K.A Thor the Necromancer.

RRP £5:99 inc VAT
For CBM-64 & ZX Spectrum 48K
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=7ANCO
SOFTWARE

25 Corsewall Street

-sdGKMES——

LIMITED PERIOD Eﬁ ﬁ

ONLY,

SEND THIS ADD
" WITH YOUR
N\ ORDER & GET A

ZX SPECTRUM

Sinci=sir
SPECTRUM

FREE GAME,

THE

FHEEE MAGAZINE

FOR ALL ATARI

COMPUTER* OWNERS
*400/800/600XL/800XL

AN

ATARI

e THE BEST
NEWS PROGRAM
LISTINGS
REVIEWS from e
¢ USA
@
TUTORIALS -

@ iy s
UTILITIES RUST.RRLIA
o PUBLIC

HINTS & DOMAIN
TIPS  SOFTWARE
ALIBRARY
plus more ®
SPECIAL
OFFERS

WHEN YOU SUBSCRIBE —
FOR A LIMITED PERIOD ONLY —

if you
mention
this ad.

100% MACHINE LANGUAGE GAME
.— ONLY IF YOU MENTION THIS AD —
WEEEEEE "worth more than the subscription!!!
PAGEGisp | Subscription is £6.00. Send TODAY to:

PAGE 6, PO.BOX 54, STAFFORD, ST16 1DR

Tel. 078541153

INFERNAL COMBUSTION

An original, arcade standard, all machine code game
with cartoon quality hi res graphics for 48K Spectrum
Put out the fires, save the panicking people and
outwit the pyromaniac

Keyboard or Kempston~ZX Interface 2 joystick
Available from Strange Loop, 124 Sylvan Avenue
London N22 5J4B

Price £5:50 incl. VAT and p&p.

'TI-99/4A TI-99/4A |

HAVE YOU SEEN

THESE GAMES YET?

Daddie’s Hot Rod (BASIC) £5.95
Drive through sheep fields, woods, over
rivers and avoid all obstacles, then pick up
'hitch-hikers down perilously twisting roads.
HCW gave five siars.

Hunchback Havock (BASIC) £5.95
Arcade action in TI-BASIC! Race with Egor
thru four castles and 24 different sheets.
Superb graphics and great fun.

If you haven’t yet seen our range of games and
utilities for the TI-99/4 A, then perhaps it's
about time you joined in the fun!

Our products are also available from such big
TEXAS retailers as Galaxy (Maidstone) — Parco
Electrics (Honiton) — Blue Chip Computers
(Wigan) and many more.

Send cheque or P.O. to

LANTERN SOFTWARE,
4 Haffenden Road, Tenterden, Kent TN30 6QD
or SAE for full list. Look out for our products at your Tl retailer.
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If you're the type of person who takes their computer and video games
seriously you should be reading Games Computing every month.

You'll find a galaxy of games to zap you into the outer realms of space in each
issue which you can play on your own computer. And regular program features
include exciting adventure games, brain twisting strategy games and super

sports games.

\\“’ PLUS: Software Reviews, the latest news from games makers and players, our
special wargames series and fascinating features.

s
| DON’'T MISS OUR FREE PULL OUT POSTER PROGRAM IN EACH ISSUE.
Y
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R
Lineage: 40p per word. m .
Semi display: £9.00 per single column centimetre
Ring for information on series bookings/discounts.

*

01 - 437 0699

Send your requirements to: Jane
Edmunds, ASP Litd., 1 Golden
Square, London Wi1.

“
TI99/4A SOFTWARE

All advertisements 1n this section must be prepaid.
Advertisements are accepted subject to the terms and conditions
printed on the advertisement rate card (available on request)
R e R L e S N T R T ST

ADD-ONS SOFTWARE

BBC/DRAGON

Top Quality Joysticks at an
amazingly low price.
Only £9.99 a pair including P&P
Easier to handle and faster than
others costing twice as much.

APPLICATIONS

SOLWAY SOFTWARE

FOR THE TEXAS TI99/4A

COMMODORE 64
and VIC 20 PROGRAM
COPIERS

Cheques POs to: Peritron, Dept GC, 21, 1wy “'Ui]'r" must casselle vased
Woodhouse Road, London, W12 9EN BASIC, machine cude and mulb-

3 part ,Jrugrd ns of any size. dotn
cop anz wntten chine

SYSTEM TRADER The int netary lradin
CRUISER Will you survive your canal

GET THE GEESE OFF! 6 scr
chase unwanted geese from your

SPRING-HEELED JACK More birds! This time they re trying Lo wreck the
bridge you must cross!

A increasing difliculty as you try to

2. Prugrdims dsing 4 g ool
protection 1J Is-_?ﬂ:]l:gj& can e CHARLIE AND THE GHOSTIES Mot for int hearted! Collect rubies
NEW! NEW! copled castly, Audio and visual under the constant thr of joining your opponents in the hereafter
" ; prompls  are uscd  for easy TUMBLEDOWN TOWER A real-time advénture game i an ancient
céoPL%l'gEGb:FEES? J»J'delldi‘j Full nstructions are tower with a personality complex! : ey 4
contamed in e pragrains
VG IMITATOR e e e £6 ALL CASSETTES AT £5.55 INC P&P
Defeat the Klingon invasion IMIT \I Jui ul . £6
fleel. Includes 5 skill levels, nred and PLEASE SEND SAE FOR FULL LIST
lez o 1AM

hi-res graphics quadrant
display, 8 x & galaxy, phasors,
photon torpedoes, long range
scans, and much more. full
instructions included.

ITE
IAN WAITE Dept GC,
11 Hazlebarrow Road Sheffield,
S8 BAU

SOLWAY SOFTWARE
6 Curzon Street, Maryport, Cumbria CA15 6LL
TEL: (0900) 812579

Only £6.50 incl. p&p
Send cheque or PO or
lelephone with Access/Visa
for immediate despalch.
APEX SOFTWARE “VAA |
Hastings Road,

SPECTRUM
TITBYTES SOFTWARE

Casselte based magazne I
1]

SUPER BREAKER

For the Commodore 64, this utility will

back-up most popular cassette pro-

grams onto tape or disk. Supplied on

cassette with full instructions. For fast

turn rom;!d ofRo_rders. by First Class

ost, Rush £4.99 to:

St. Leonards-on-Sea, Clark Kent Software (Dept GC), 26
E Sussex TN38 8EA Morth Cape Walk, Corby, Morthants

Tel. Hastings (0424) 53283 NN18 9DQ

Ly Strictly for personal use only.

LIBRARIES

COMMODORE 64 GAMES LIBRARY

e Over 250 titles. all the latest & greatest e Hire of

first TWO games ABSOLUTELY FREE e Life

membership only £6.00 e Full 7 days hire (Excluding

postage) ® Only £1.00 (Inland), £1.50 (Europe) inc.

p&p e All originals ® A fast friendly and reliable
service ®

ROBOT PANIC
for your 16/48K
SPECTRUM

Games, News Articles by key Lo oy
peuple involved with Tl-
a9, A4 Boht MIll Guarsntead Boltwars)
The first 1Issue will be on sale at
the end of May only £2.75
Make cheques & postal
orders payable to:
Kenilworth Software
9 Dencer Drive, Knights
Meadow, Kenilworth, Warks.
We invile everybody 1o submit
programs, articles & deas for
publication

Zap the aliens before the walls crush
your robot. See review in this
magazine now.
Special price for Games Computing
readers: £4 (24 hour despatch}
Soft Mill, 20 Station Road, m
Ely, Cambs CBG 3XD 7

COMMODORE 64

SOFTWARE
e COPYMATE ¢

A back-up utility for
COMMODORE 84, Will make
securily copies of most casselte
based software. Supplied on a
quality cassette with iull

onlc instructions. Send £4.75 tg'
Horizon Software, 15 Bamburg

SOFTWARE Close C(:lrh\qr ‘Northants

JOIN NOW ON MONEY BACK NN18 9PA

APPROVAL OR SEND FOR DETAILS: FOR ANY ORIC-1 48K

TEXAS T199/4A len games on
one tape. Great value only £3.99.
Tim Donovan, Rosetor, Rosehill
Road, Rhyl, Clwyd. LL18 4TW.

“BATTLE FLIGHT”
COMMODORE 64 GAMES LIBRARY

* * %« * = Review HCW (lIss 45)
o : = WW2 FIGHTER Fight & Combat
c/o Yorkshire Software Library, Dept 2,

sindldlion for he senous dviabion

g,»mnur;l_d:sl. i'l..!dll_lllll\j L:ucm_1 Ily|:.1._; BURGLAR ALARM ("QUiDlﬂ{:?n[.
JFark Top. Bugsey. L32hanY. sosen S gons Naaion ovems | Please visit our 2,000 sq. 1L show-

A0 vigws dand ovenr 40 map screens
Only £4.95 in. UK, P&P
STOUR COMPUTING,
16 OLD BRIDGE ROAD,
BOURNEMOUTH BHE 5RG

WANTED

COFUSOFT MICRO
Mow reguire inventive mdching code
programmers for the following com-
puter systems:

rooms or write or phone for your
free catalogue. CW.AS. Ltd. 100
Rooley Avenue. Bradlord BDG6
1DB. Telephone: 0274 731532

Cheques/P.O. 1o "Yorkshire Software Library”

pyvermmpeuan ll _EXCHANGES

For Atari 400/600/800 and COMPUTER SWAP SHOP
Commodore 64 cart. rentals. Fed up with your games
Yearly membership £5. ¢ g

NATIONWIDE
SHOPS & DEALERS

lapes
7 Sell or mrl ox

The Games Shop and Computer

Rates from 20p per day (equiv)
Large SAE appreciated
Cartridge City, Dept GC, 25 Gaitside

Drive, Aberdeen AB1 7BH. Tel: (0224)
37348. Please state machine

ware and SAE 1o Currans 1[}
Libson Close, Cinnamon Brow,
Hadgate. Warrington, Lancs.

Spectrum, Dragon 32, Commuadore 64,

Vic 20, Acarn Electron, Sharp, MZ700.

Send programmes on cassette with

detalled instructions to: CONFUSOFT

MICROS, 6 Snowdon Drive, Horwich,
Bolton BL6 7TDG.

Software Centre
TEL: 0224 643740
2 Waverley Place, Aberdeen AB1 1XH.
Stockists of Spectrum, Dragon, Vic-20
& Commodore 64 software. Extensive
selection of books and magazines
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COMPUTER

WARGAMES!

Are vyou ready for the
challenge of real
wargaming? Get Military
Modelling magazine and
find out how your micro
can lead vou into a

whole new world of

combat.

ATARI

SOFTWARE
GAMES

SOFTWARE

ATARI 400/800/XL

SPECIAL OFFER
for Atari 400/600/800 owners
Hire your first 2 games free from our
extensive range ol software. Up to
the minute releas e. Apply
now! Send SAE quoling

5.C. 1o
CHARNWOOD GAMES
27 Warwick Avenue, Quorn,
Leics.

Tel: 0509 412604

FOR ALL YOUR
CLASSIFIED
NEEDS, PHONE
ASP
01 - 437 0699

wdrtndge back up systein DAoks up
d/ 16K cartiidges 1o tape o disc. No
hatrdw.are mods required. JU0 800 with
B3R, Not suitable for the Xo senes.
Ugluxe nas ygold edged olades i
wdrtridge sunaldtar,

vartiidge toidpe ... ..o e e K15
Cartridge to tape deluxe ........ £20
wartndyge to disc Lol Sranah oIl
Cartridge to disc deluxe ... E25

TAPE DUPLICATOR
Daphcate almost any smigle v multi-
stage Lape, Bdsie progedn, tdns Jin
JUuEUY and AL senes. J8K (AW
tecammended.

Fape duphiedlor’ . ...iiesvnna .. £6

FAST LOADER

Heduce tape loading Lme by e
recording almost any of youwr single ot
multi-stage tapes at a faster bdud rate
{up to S0 e faster). Absolutely nu
hardware modificabions reguined. Uses
standard - 410 o1 1010 program
recurder, HUl BUU ur AL series.

Fast Loader ...... Bl bt e £15
All prices inc PAP. Send large SAE fur
further details.

5 TERRELL, 17 Cock Close Road,
Yaxley, Peterborough, Cambs
PE7 3HJ

ATARI 400-600-800
OWNERS
MIDLAND GAMES LIBRARY

Do you want to join a fast efficient and
friendly library, which boasts approx.
650 original programs on cassette, disc
or cartridge for you to hire.

We have been established for over 18
maonths and all our games are originals
with full documentations.

Send S.AE: for details or ring
0242 674960
between Gpm - 9pm.

Dept GC
48 Read Way,
Bishops Cleeve,

Cheltenham.

LOOK!

15% discount on well known
Games for Spectrum, Dragon 32
and Oric e g. Hobbit £12.71.
Hungry Horace £5.06.

SAE for list to:

C C SOFTWARE
212 Brays Road, Sheldon,
Birmingham B26 2BB.

GAMES
COMPUTING
01-437 0699

Please place my advert in GAMES COMPUTING for

SPECTRUM AND
BBC SOFTWARE

details and g
FABULOU
72 High Street, Orpington,
Kent BR6 0JQ
Tel: (0689) 74051

When placing your ad, please state classifi-
cation required 40p per word.

Send to: ASP Classified, 1 Golden Square,
London W.1. Tel: 01 - 437 0699.




SHARP INZ -7

OXYGEN i SCORE 889358 HI-SCORE 818888 BASES @

FROGS LEFT 1 SCORE 119

The aia mL cobble :i o5
only one letter key uul] stop him

Your move :

MISSILES 12 SHIPS DESTROVED 2

HHITE
COMPUTER( 1G=7)

2
e

if kel
(19 B/KN2-Q5
28 B/Qo-KNBRN
BLACK Level:3 Score: 1878 HI: 1268

= COMPUTER ( 10=8)
14 PrKN2-KNE
i1 /QB1~

5
REHNAHT
s |_'g'1|_'l17m

fmmo 48 Hits @ (I FUEL ——
rese LCRT Fore HELP ;

i

s OF - JONCAVES —E () INTE L MEO™ n) PLAIN — GLOBAL WAR [l — FIGHTER COMMAND — FROGGE
LP&H?D&R?A;%I?(KH J:I"(J‘?.(JKOAI(S'IT)LF?(—Q ;}l A%Y E- \ANIC — BACKGAMMON — MOON FLITE — CHESS — ADVANCE
CHESS — APOCALYPSE — SAFE-CRACKER — GOLD MINER — AT f /A (%= pl’NS CAVE— LIGHTNING PATROL — COMPLU]

MOUSE — PARASHOOT — TYPE TRAINER — ACE RACER — FIV| \ ) ) ) ) En = POLARIS — MIDAS — DOMINATION — OL
J \ “'}TARTREK = (.HAJ‘W EL TUNNEL— CONVL g - A LATHb —T\"E’ETRA[N ER— MATHS T.-\NK— C[Jili\"l‘lzﬁ-li]

I
— SCOOP — WORD INVADI il
MASTER — I\ll\(;b&QUbH\S \‘iAI’OFlK MATHS QUEST — l}b\ Al —lmABe‘\FaFFILFR SPREADSHEET — WORIJPRL)(. SOR—

A
|.\




7~ TOMMIX SOFTWARE
MAKERS OF “THE KIpIG”"

PRESENTS \

We’ve done it again! V4. As you fly from
: cloud to cloud

you will enjoy sky
high excitement
dealing with the challenges
presented to you by this superb
release by Tom Mix Software.

Machine language.

You thought The King was - L
great? Wait ’til you see this!!
Outstanding high resolution
graphics, tremendous sound

make this “Medieval” type game

a must for your software collection.

For 1 or2 Players - 1or2 Joystscks required

£9 9 5 | Dealers Contact MICRODEAL

B DISTRIBUTION
ONCASSETTE {075 el o

Mail Order Sales from @ V7 ] v (Exclusive Distributors)
Microdeal Mail Order ) Al 2\ \l/ f Selected Tom MixlTitIes available
41 Truro Rd, St. Austel_l : 2 < rom computers dealers nahonwld_e

or from larger branches of

Cornwall PL25 5JE Credit Card Sales P
EX™ &= ® Phone 0726 3456 : Stores

sk

,



