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\ };‘ BDOAQe. .. ... vieeaiieii i
The computer’s after you in this game of skill and reac

! tions for the Atmos.
O TR T e M e P SRR -
Quasimodo is out again in this (now) traditional vide«

“. game.

. o i s BBC/Electron 34
BBC and Electron users are in for a treat this month wit
this excellent machine code arcade game from a Por
tugese reader.

g Pues INBOOMS. . i ......coiernnerans Amstrad 52

f?f 8 At Christmas time you have pantomimes. Games Com

! 7 Jf”' puting is no exception, and in this adventure game yo!
& 4 play Dick Whitington's intrepid cat.

A BootError

This game deals with a subject dear to all Atari owners
hearts — loading in tapes. The object of the game is t¢
load a game into memory!
Mars Miner
Fly down tunnels and try to get the diamonds out fro
the martian mines.
Kamekaze Kopters
Oh no! the kamekaze kopters are coming — can you ge
them?
Windmill Tales d
Excellent music and machine code action make this jus
about the best Commodore game we’'ve ever printed
Can you help Marmaduke mouse get the flour awa
from the rats?
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THE BARGAINS ARE HERE'

Extended Basic .............. e Tl 69.25 HOP ON..rrvvnrrnnnenns

M T L e B N 59.95 ‘Listfile (database)..
& Attach ’ Personal Record Keeping................ 2280 TEaEYeo ol o s A

* Car Wars Home Budget Management ..... 17.50 Space Trek............

M L.hl&rI“]m(‘Tr:”l Adventure Pirate........0.c..oivieevennnnes 22.00 *Superhod.............
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SOLID STATE SOFTWARE CASSETTE SOFTWARE
TEXAS INSTRUMENTS

Burgertime

Zap HOPDBN oo cavs ripasassosnies
2 L Jawbreaker Il ............
¥~ ERE MASH

Parsec

Sneggit
Star Trek

ATARISOFT for TI-99/4A

Donkey Kong

Picnic Paranoia

+ many more modules in stock.

2 THE HARDWARE IS HERE

PARCO ELECTRICS can still offer you not only
a remarkable computer, but also an exciting
range of add-ons

TI99/4a COMPUTER.......coeccavirnensnsass 8500
EXPANSION BOX.icccuiivricsdustiosasinansans 9500
12K Expansion Card . 9800
hisk ( ntrol Card.. 14000
Disk Drive (Ir 1a 18500

SPECIAL OFFER — All Abc 499 00

TI RS: 1 rmal) ... 1 (
Exte 3l sk Drive 3 O

T JOYSICK pa 19

MODEMS:

Interlekt Auto answer (Portman) 199.95
Jaguar Communications (Mimmo 300) 99.00
+ much more write ar ‘phone for all your
hardware enquiries

Electrics

Munchmobile ...........

Return to Pirate Isle...

SongheBlnd 0
MOONPalrl i s
S RO o e g i T
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HERE TO STAV

TEXAS INSTRUMENTS TI-99/4A

1 tHe soFrwaRe 1S HeRe

PARCO ELECTRICS have more software for the TI-99/4A
than anyone else in Europe. Watch out for new titles from
the USA, as well as our own range of quality cassettes.

27.50
14.95
14.95
1495

1495 Robopods............

" 1495 Fun-Pac s
17 50 FUNSPac 2.5
"""""""""" : Fun-Pac 3

1995
14.95
14.95

Starter Pack 2 ......

3 THE SUPPORT IS HERE

As well as offering a wide range of usefu
publications (including our own magazine

PARCO ELECTRICS are enjoying a good
reputation for customer service and informa
hion. If we can’l solve your ;)-uh'vm you may
be sure we know who can!

BOOKS:

Getting started 595
Dynamic Games 1.95
Introto Assembly 1695
System Technical Data 8.45
MAGAZINES:

99/4A (Parco Magazine 2.00
HOME C (‘:Jr\.ﬂ’l”ik Magazine 3.75

many more publications

For a free price list and further information send a s.a.e. to:

PARCO Software

"PARCO PACK OF FOUR IN
LIBRARY CASE ... £19.95

VIRGIN Games

......................... 495
ALL FOUR ABOVE IN
LIBRARY CASE . .. £18.50

COLLINS Educational
Cassette AND Manual in each.
Starter Pack 1........

Games Writer Pack 1..
Games Writer Pack 2.......

ALL FOUR ABOVE

+ FREE BASIC TUTOR
CASSETTE ... £18.50

595
o5
.. 7.95
..595
7.95

..4.95

+ many more fapes in stock.
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8 tHe FuTURE IS HERE

The T1-99/4A is o well established and proven
machine. Even so, it has long enjoyed features
that other micros are still struggling to emu-
late, yet there is also room for new growth

SUPER

SKETCH

SUPER SKETCH — superb new sketrh

pad for exciting Tl graphics fun

AMAZING VALUE AT 59.95

4 DORSET PLACE, NEW STREET, HONITON
DEVON EX14 8QS. TELEPHONE (0404) 44425

Access orders taken by telephone.
All prices are inclusive VAT and p&p.

SUPERHOD IS HERE'!

SUPER HOD




Ancipital Arrives

Llamasoft, the Tadley based software
company that is Jeff Minter, has releas-
ed Ancipital. A program that promises
to be a huge leap forward in game
design.

In Ancipital, the player is half man
half goat, and looks a bit like Mr Minter
himself (rather hairy and bearded): The
idea is to find your way through a
building held by the evil Zzyaxians, The
big problem is that they have filled all
the rooms with hallucinogenic gas. This
makes the defences look rather odd —
you start off by trying to shoot down
rotten apples using bananas!

There are 100 rooms to visit and
various ways of going through a room.
Each room is thoroughly ‘Mintered’ hav-
ing its own brand of wierdness. All the
old favourites are there — camels,

llamas, sheep, goats, and a new addi-
tion to the Llamasoft zoo — Rory the
rampant Guinea Pig!

Rory turns up at the most inconve-
nient times and is virtually unstoppable
once you've got him annoyed. Ancipital
is billed as a ‘‘progressive arcade
game’'’ and '‘an adventure for blast ‘em
up addicts who hate adventures’’. An-
cipital is for the Commodore 64 and
costs £7.50.

Another two games launched by
Llamasoft are Attack of the Mutant
Camels and Hover Bovver for the Atari.
These programs were smash hits for
the Commodore 64 and Atari users will
welcome these new games onto their
system.

Attack of the Mutant Camels has
been improved to make use of the full
256 colour set of the Atari with three
dimensional graphics in the background
and winking eyes on the pyramids
(camels are found in Egypt).

In Hover Bovver you borrow your
neighbour’s hover mower and you must
try to mow your lawn before your
neighbour can grab it back off you.
There are various levels and different
types of garden. A dog also complicates
matters.

Hover Bovver features great
graphics and a tuneful rendition of ‘An
English Country Garden’ which plays all
the way through.

Attack of the Mutant Camels and
Hover Bovver for the Atari sell at

Sheep in Space is another newish
Minter game worth looking at. It turns
you into a flying sheep firing ‘Bonios of
Doom’ so-called because that is what
they look like! It is for the Commodore
64 and costs £7.50,

Llamasoft can be found at 49 Mount
Pleasant, Tadley, Hants.
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New Generation Of
Programs

“humour, is built into Cliffhanger. So

Rl:ymcunmvorbotoosunwh.twlll
ppen next. This gives the game its
truly original appeal.
are made even more
spectacular by musical tunes written by
| il:;‘usbhinsgrgan Doe, who
was a star with top s group,
:l'itchm D, Dozey, Beaky, mk and

_Cliffhanger will sell at £7.95 and is
for the Commodore 64,




Called ‘Music Maker’, the package
comprises software, a book containing
28 popular songs, tutorial material, and
a 24 key piano style keyboard which
fits over the computer Keyboard.

The software has 8 built-in voices
which simulate instruments such as the
guitar, piano and syntheziser but all the
parameters of each sound can be
altered to create almost any sound
within the capability of the Commodore
64.

A number of different modes can be
selected from the menu including one
which creates a range of base rhythms
from waltzes to disco around which a
tune can then be created. There is also

a mode which allows tunes such as
those provided in the book to be
entered into the memory and then per-
formed to a rhythm ‘tapped out’ on any
key.

For the more experienced musician,
three note polyphonic music may be
played on the overlay keyboard, which
overcomes one of the biggest hurdles in
using a micro for music — the computer
keyboard. In addition throughout the
program the piano keys are duplicated
on the screen and light up when the cor-
responding note is played.

Music Maker for the Commodore 64
costs £30.

Cha mpion

]

Recommendation
For CDS

CDS, producers of the much acclaimed
CDS Pool program have written a se-
quel. Their Snooker program is endors-
ed by professional world champion
Steve Davis. CDS say that it was their
first program that the champion had
tried and was an extremely close
resemblance to the real thing.

Spinning, side, top, and bottom can
be applied to the cue ball for full control.
All the rules of snooker are used and
this referee is never wrong!

Ball action is accurate, with true ac-

celeration and deceleration of the ball.
Snooker is available for the Commodore
64 and Spectrum 48K.

We must apologise for a mistake in-
our top 100 in the November issue. We
creditied ‘Colossus Chess 2.0’ to
Audiogenic. This in fact was made by
CDS — Sorry! Colossus Chess 2.0 is
one of the most powerful chess pro-
grams on the market — that's why it
was the only chess program in the
chart. It is available for the Commodore
64.

Invasion

The latest game from American im-
porters US Gold is Fort Apocalypse.
You play the part of a helicopter pilot
out to rescue your buddies in the fort.

The game itself has some excellent
graphics. When the helicopter is flying
forward it tips realistically and the same
gggos for swinging laterally through

To start the game you must land on a
refuelling bay to top up — then the fun
begins. You must fly over the most
heavily defended territory that | have
ever seen (on a computer game of
coursel). There is a fully scrolling land-
scape with moving anti-aircraft guns,
wandering mines, and enemy
helicopters.

Your next task is to bomb your way
into the fort. When you have got inside
you have all the problems of the surface
with some additional ones too. You
have to rescue little men who are runn-
ing around and blast your way through
walls, travel down tunnels and through
opening hatches. Also to be avoided are
laser defences and other nasties.

At various points you must land to
get more fuel. Fort Apocalypse runs on
the Commodore 64 and costs £7.95.

American
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The Activision

Pitfall Harry has to recover the priceless Miners are trapped deep underground And you thought it was just a movie.
Raj Diamond from the lost caverns. But there Threatened by molten lava, poisonous bats, But Ghostbusters is a computer game, too.
is a small matter of poisonous frogs. Albino snakes, spiders. You alone in the person Following the film with incredible accuracy.

Scorpions. Vampire Bats. Electric Eels of Roderick Hero - Helicopter Emergency Even down to the chart topping music score.
Need we go on? Rescue Operation - can help. Running on Commodore 64 and Spectrum.
Soon on other systems.

Running on Commodore 64, MSX, and Spectrum Running on Commodore 64, Spectrum, MSX

SPACE SHUTTLE

BY/PAR STEVE KITC

AfSNEion

With the Designers Pencil, you can draw the Man's ultimate journey. You can make it, in Stay cool. Stay low. Stay alive.

world - and everything that's in it. faithful detail, from lift-off, through an outer- Your mission is to fly down the world's most
Write your own melodies. Leam to write and space rendezvous, to landing. A genuine heavily defended river, destroying every-
develope your own programs. Its scope is as test of your inner strength. thing the enemy hurls at you. But beware...

Available soon for Commodore 64 and Spectrum your fuel tanks are nearly dry.
Running on Commodore 64, Spectrum, MSX

[Eight ver
different titles
with one thing

incommon.
The Activision
touch of goid.

Formore details contact Activision (UK) Inc,
15, Harley House, Marylebone Road,
London NW1.

Number one in the charts. And set to stay Merton the maintenance man is set for yet
there. Decathlon asks for total commitment.  another routine night in charge of the toy factory.
Speed. Strength. Stamina. The will to win. But something has gone terribly, terribly wrong. 7 e

Running on Commaodore 64 Running on Commodore 64, Soon on Spectrum
- - PR ’ Your computer was made for us.

broad as your own mind.
Running on Commeodore 64 and Spectrum




T THE BEST COMPANY FOR TEXAS
y l)lls WO SOFTWARE IS INTRIGUE

WE HAVE A VERY EXCITING
Computer Games RANGE!

WE ONLY SELL THE BEST A MERRY CHRISTMAS TO EVERYBODY!
We will also send out your order on the same day we receive it
New Releases Available Now
SPECTRUM COMMODORE .
Raid Over MoSCOW ............. £7.45 Death Star ....................... £0.45 Intrigue Pentathlon (ext Basic) £5.95
Monty MOI€ ..o £6.45 Raid Over Moscow ............. £9.45 Quasimodo Help (ext Basic) £7.95
Full Throttle....................... £6.45 |nternational Soccer X Snout of SpOUT (ext Basic} £7.95
DT, Decath “ Shuttle Attack (ext Basic) £5.95
Frank N Stein. Santa and the Goblins (Basic) £5.95
Kokotoni Wilf.... (No command module needed)
BBC
B8 o e 25 Elte.....oovrrrrrrrersrennn, Fantastic Graphic and Text Adventures
Eddie Kid Challenge........... £7.45 Eddie Kid Challenge.. (No command module needed)
Frak .... £8.25 Hunch Back.................
Jot Pac................... .. £7.25 Zalaga..................... . Adventuremania (Basic) £5.95
Tarzan..........ccovviniiiiiinnnnnn £7.25 3D Bomb Alley................... Mania (Basic) £5.95
Write or phone now (24 hrs) for our free brochure. We also have a Arcade Adventures (Fully animaied)
variety of software for the BBC, Electron and VIC 20. Please state y
micro Atlantis (Basic) 84 Scenes £6.95
Lionel and the Ladders (ext Basic) £7.95
PLEASE SEND ME Arcade Games
Beneath the Stars (basic) Full animation £5.95
COMPUTER All games are packaged in Full Colour Audio Wallets and are
guaranteed to load. We send them out first class post, same day
NAME Be sure to make someone happy this Christmas. For further details
send 50p and a SAE. for a copy of our 12 page catalogue with
ADDRESS. screen shots of each games

Tenephone: 05806 4726

INT RIGUE Trade
SOFTWARE E era

| enclose Cheque/PO for ... e UK. P&P 50p
Europe please add 50p per tape

62 Woodland Road, Chingford, London E4 7EU
TEL: 01 - 5929 1891 Cranbrook Road, Tenterden, Kent TN30 6UJ

REAL ARCADE ACTION!
FROM JETSOFT

| Can you destroy the wicked wizard of castie Cavelon? Only
after negotiating the six levels in his castle. Collect all the

door pieces You can attain the next level. Help is at
handin this all thrills, all action, real arcade game, when excalibur appears, achieve
indestructability J——

ries Welcome

\ I ,Basedonn:egame
Bongo, you must avoid the chasing
dinosaur, pterodactyls, falling
| rocks, native spears and bouncing
| merdplingvolcanoes.plckmg
| upthetreasures of alost

civilisation as you go - and
finally cage the dinosaur—
ifyou can!

BMXSTUNTS
P RVEA N = (N N
BMXSTUNTSBasedmmorE‘nalarcadegammsactm
packed game challenges your skill over six tests, straight

race, wheelie, ramp jump, slalom, bunny hops and the 1
LT LT 0617750333
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Trade Enquiries: ANIROG SOFTWARE LTD. UNIT 10 VICTORIASNDUSARNR vICTORIA ROAD DARTFORD KENT (0322926138
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nes show no mercy.

Acornsoft have now unleashed eight more mer-
ciless games onto unsuspecting BBC micro owners.
Ranging from ‘Gateway to Karos, where putting

" afoot wrong could mean instant death. To the relentless

antics of Drogna which could have you dying with
laughter.
Gateway to Karos.

An adventure game in which you'll need all
your patience and ingenuity just to stay alive. Your
objective is to find the Talisman of Khoronz but,
whichever path you choose, you'll be beset by treachery.
Serpents lie in wait and magicalphenomenonaare in
abundance. Should you find the Talisman, you'vestill
to find your way back.

Labyrinth

A shperb real-time game with fast 3D graphics.
As you guide Mork through the Labyrinth, he’ll have
to eat fruit to keep going. Crush the Tiger-Moths,
shoot the Hlitterbugs, dodge the Threshers and find
the Magic Crystals which lead to new and more
challenging levels of the Labyrinth.

Tetrapod.
You're in an arena littered with dormant lizards,
killer bees and other hostile creatures with whom
ou’ll have to do battle to survive. But beware of your
own laser bullets, as they bounce off the arena walls.

Drogna.

A game for two people — preferably with devious
minds. There are two vaults containing diamondsand
your job is to collect and transfer them to your home
base. While your opponentis out collecting you could
sneak in and steal his loot . .. but keep an eye out for
him doing the same to you.

Crazy Tracer.

An arcade style game where you're in charge of
a paint roller. Guide your roller around a maze of
rectangles while evading monsters who are committed
to destroying it. Gain extra rollers and bonus points
by painting different objects. But you'll have to avoid
running out of paint.

Volcano.

Mount Crona has erupted after 150 years of
silence. And your mission as an Emergency Rescue
Helicopter Pilot is to save sightseers stranded on the
slopes. Time is of the essence as the lava approaches
the sightseers. But you'll have to take time to evade -
orshoot —theboulders being hurled from thevolcano.

Carousel.

A re-creation of the fairground shooting gallery
- with a difference. Shoot down all the ducks, owls
and rabbits before you run out of ammunition.
Watch out for the low-flying ducks. If you fail to shoot
these, they'll steal your bullets and reduce your
chances of success.

Meteor Mission.

On an alien planet are six stranded astronauts.
Launch your capsule from the Mothership and by
avoiding — or shooting — meteors and alien craft, pick
up the astronauts one at a time and return them to

the Mothership.

All games — with the exception of Gateway to
Karos which is currently only available on cassette -
can be bought direct in either cassette or disc form.
You will find all these programs at your local Acorn
stockist. To find out where they are, or to order by
credit card, simply ring 0933 79300 during office
hours.

Alternatively, you can order the games by
sending off the coupon below to: Acornsoft, ¢/o Vector
Marketing, London Road, Wellingborough, Northants
NN8 2RL. Please allow 28 days for delivery.

To: Acornsoft, ¢/o Vector Marketing, London Road,
| Wellingborough, Northants NN8 2RL.
Please send me the following software games:

PROGRAM QUANTITY | DISC/CASSETTE

Gateway to Karos

Kingdom of Hamil -..,7

T!'ll‘al[n wd

Drogna

Crazy Tracer

Volcano

Carousel

Meteor Mission

|

|

|

|

|

TOTAL

| Price Cassette: £9.95; Dise: £11.50
|

|

|

|

|

| enclose PO/Cheque payable to Acornsoft Ltd. Or charge my
credit charge.
Card Number:

Barclaycard/Access (Delete)

Name _

Address

Postcode

Signature

Registered No. 1524763 VAT No. 215 8123 85
GC1

— — — — — — — — — — —

ACORNSSFT




The Twelve Days Of
Christmas

Happy Christmas! At least it was until
this arrived. Lou and Les are here to
spail it for you — for all of you except
one lucky winner. At stake this month
is. .. ATOMY ROBOT!!!!!

Unfortunately you have to cut your
favourite magazine and send in your
answer pages to stand a chance.

There are twelve puzzles here —
ranging from the ridiculously easy to the
downright fiendish. It's quite possible
that no one will finish all twelve — it's
almost certain in fact. What we want
you to do is send in as much as you can
manage. We'll pick a winner somehow.
The main thing is that you don’t get a
chance to be bored this Christmas.

So, to win, all you have to do is fill
out as much as you can of the monster
Christmas puzzles — tear out the pages
carefully, and send them to
Games Computing Christmas Prize
Puzzle Page
1 Golden Square
London W1R 3AB

The person whose answers come
closest to ours wins a. . . .

Competition Rules

1. This competition is open to all UK
readers of Games Computing, ex-
cept employees of Argus Specialist
Publications Ltd, their printers and
distributors, citizens of Falkovia or
anyone connected with them.

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

3. All entries must be postmarked
before 31st January.

4. The prizes will be awarded to the
first entry judged to be correct by the
editor.

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

6. The winners will be notified by post
and the results will be published in a
future issue of Game Computing.
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A Partridge In A Pear Tree

You all know about our fiendish grids by
now. This one has a new twist — it's
five grids in one. There are 5 different
themes — reading left to right,right to
left, top to bottom, bottom to top, and
diagonally (in any direction). All you
need to do is list as many of the hidden
words as you can find under each of the
five themes. To give you a start, the
themes are:

: Things you might eat at Christmas

: Things you might drink at Christmas

: Things you might see on TV at
Christmas

: Christmas decorations

: Your favourite computer games

O WN=

Each theme is found in one direction
only — any strays you might find going
the wrong way will not count.
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Enter your answers on a separate sheet
as well as ringing them. Write the

Two Turtle Doves

a: "'Les and Lou, the comic two'’ could
well become one of these;

—TCHPHR

b: The last place you go — to catch a
train!

UND UND
(fill in the gaps)

c: Can you make any sense of the
following?

HABIRDND

number of answers you've found at the
top.

Three French Hens

While Lou and Les were performing
their acclaimed One-Man-Christmas-
Show at the Rembrandt Theatre
Coulsdon, the usual throng of fame-
seekers and autograph hunters had
begun to gather. Can you determine
how many sensation seekers there
were in the queue?

For those of you without computers
or calculators, and not used to dealing
in astroundingly high numbers, we feel
it only fair to give you the following
information:

There was an autograph hunter
before two autograph hunters, an
autograph hunter behind two autograph
hunters, and an autograph hunter bet-
ween two autograph hunters.

What is the l|east number of
autograph hunters that could form such
a queue?
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Four Colly Birds

Lou and Les were going to send you all a
greeting, but unfortunately Blackie,
their brown dog has- got hold of it, and
chewed it up. This is what we rescued
— it's there — can you piece it back
together?

The message shouldread . .. ......

Six Geese A Laying

RLLNGSTNGTHRSNMSS

PPLWHLVNGLSSHSSSHLDNTTHRWSTNS

BRDNTHHNDSWRTHTWNTHBSH
TMNYCKSSPLTHBRTH

DNTPTLLYRGGSNNBSKT
TFSGHTTFMND

Seven Swans A
Swimming

Supply a word inside the brackets so
that you finish off the word on the left,
and make a start for the word on the
right. Preferably words in normal use.

TOW(______ JWAY
CAR(______JATE
FORE(___)END
IS U NLESS
ERR(______)EATER

Nine Drummers
Drumming

Here's another sequence that needs
completing, please. . . .

-11284118-
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Five Gold Rings

Old Santa was really fed up — his
itinerary had got coded, and he could
make no sense of it. Starting form
0482, he had to make his first stop at
0228. He was then to proceed to 027 2
and thence to 0772. From 0772 to
0273 and then home. Can you tell him
where he should visit, and give the ap-
proximate journey distance — as the
Reindeer flies round the contraflow
systems on the motorways.

Can you put back the vowels into these
old proverbs?

Eights Maids A Milking

It was a ‘“‘busy’’ Christmas Eve for Lou
and Les. One of those evenings where,
for some inexplicable reason as you
stagger down the street looking for the
town where you live, the letters before
your eyes seem to become a little con-
fused. We had a list of things to do or
remember, but we just couldn’t
decipher them. This is how they looked
to us — are they any clearer to you?

DONS ACE RIOT

O LET ME SIT
PRESSMAN TEX
P.S. SEEN CHEQUE?
HE'S COOL CAT
AXING BODY
SPARE AT GYM
CAD SIGNS REGRET




(PHIZIAHE

Ten Pipers Piping Clues Across 8: :g':v By o for the game.
Can you make the pyramid of mince 1: Feigning retreat? It’s just a game to 9: Tasteless milk from tumbledown
pies turn in the opposite direction, ready the pilot (2 words) shack.
to enter the bottomless pit, otherwise 2: Dr. Ran riot — real unscientific 10: Stage setting for a rare narcotic.
known as Lou’s stomach? approach! (3 words) 11 Only the square seek a job!
3: One last diet spoiled by laxity and 12: Such steaks are harder to come by.
freedom from restraint. 13: Sauce for the Chinese Juggler?
@ 4: Handy treel 14: Malcolm will shortly be sick.
You may move 5: It ices over every year about this 15: Winter sport where you almost
e @  time. (2 words) slide.. . . :
which numbers @ 6: A game of golf? ( 2 words) 16: .. .Legendaary bird — almost
— and where do @ @ 7: A pair of listeners. made of stone. . .
you put them — 8: Tea dance? (3 words) 17: .. .Almost a breathtaker — had to
show us with @ 9: Christmas dance? (3 words) grip hard. . .
arrows please 10: Game — a real cliff-hangerl  18: ....Arthur almost holds the
(2 words) answer . . .
19: Made during sunshine.
Clues Down 20: Almost a ship — or what it carries.
- i s 4 21: | say (in French, almost) — they
H H 1: Final mishap. (2 words) returned in Star Wars follow up.
Eleven Ladies Dancing 2: Returned to Amin — the fool 22: Ilooked up the French word for cat.
A : Meeting on easy nodding terms.
You may have noticed the titles of 4: Encounters — close encounters
these puzzles all go towards that song starring me and aliens
we all love to sing, “‘The Twelve Days e nens. o
p 5 s 5: Bird from Clarksville. Nowele = . L s dee
of Christmas’’. For this puzzle we want ot : -
S50 Snalwirs < both b bizaire —~ 6: Piling up rubbish on a hill. L) 1T e PPN R e TR
e, o pretty b 7: Allow — or prevent? DIEIINE . o . el
firstly, if you were to sing the final verse
bo able fo count if the assembied its AR R P R R R R
were before you. Remember that both A::;D oeoeW:Lg E H|L U/A V[E E[OL|E O[T
3 i i B L T|I OMNIE E T|E O[T E[T HHOE/R N|E TIER
m;st:;ec’!‘m;::ndmehavaaflnepalrof TE[S N[EI|L AJL EJAA[OP|I T|EN[GH|E E[OP|E E|E E|E
For the second, if you sang the WRIEATO ATD OI1 117 10 TTERIA NIN 11K Wi L[ENE-VIAT
whole song, from end to end, with the Au::.$§fgg¥segggggrosggg§5:ngen
H i i ’ L H{I | L
glaf:l::dw3g‘ln|?oggs:n1?1l;ere‘;r;twgt:lgezt:z GE UAS‘Ea gllJTPEAR:’J R(E)Ug'l'l' DEng! B/AP|R G|N
’ AlL I E|E
count then. As before, don‘t forget my Al NE\'\'HAE ag fvukq:s :e ngvrne v:lrur
true love and me. Only gifts specifically 2' IG::E::$ E;F:'fng::?:ﬁn:uhb:lg'ﬁn
mentioned count! O C|E O|K A|T T|O H|N E|G AlS N[D | [V G|R ST E[A T|WHIR
EMI RILNKEHI|AE|T UE NEK|EEHEINTINSIKE|JOE
| PR W AN R A PSS e M Tt L e I UIS AIARISDHT|I E[FLIBC]I 1|1 S|T E[F SIMA|[XO|GE
NREGNHOTWH}!AMEMROHHNKGWDI AL SjuC
b: E[ES|EE|A Lcnsvoueupsg[;jsnvtﬂ
Al T Sk il s L R ED|UEIE E|RL|A S|H E|E RIE G OlE E|l RIME|NE
GE[Dcli Als TIE Al EIN K|S 6|a ¢16 Al 610 UG Cle la
H GE
Twelve Lords A-Leaping NHIE A[YE(B I [RWDA[S L|GI[OH|T O[DE|E R[A FlOU[S E
. N L|L EIMRIE EINJIE G|S WE T|S N|E RIAE|E U[FPIREINE
Well they would be — Mainly with #:2 :G%:?E‘“#E:i ;;Hﬁi T$$¢nn0011
frustration. As crosswords go, this one E i KO G TNTHLS
is remarkably easy; we've already writ- :EEEE::???«?:%?EL ?ﬁfi:ﬂg; E:'“
ten in the correct answers, in their cor- L N[D S|GW|E M[I N[l D|GT|S O[E E[L AIDL|MT|OR|GE|YE
| |/OEIHMAS|I TINN/TATP|YOINLIDR|RI|ANIMR|L E

rect positions. But, instead of one letter
in each square, there are four. So our
crossword that started off as 15 letters
by 15 is now 30 by 30. In any one of
the four alternatives in each square is
the letter that goes towards the answer
required. Every time there should be
black square, we have put in a letter of
the alphabet — the same one each time.
In the other three spaces for each
square, reading left to right, starting in
the top left corner, with no gaps are
three other themes. The first is the
opening few sentences of a well known
novel. The second bears a direct rela-
tion to the title of that novel. The third
— well, if you’ve done the others, this
should be really simple. So, all you need
to do is unravel it all and fill out the
blank crossword, then add the title of
the novel and a few of the first lines
from the others, just to show us you
know what they are. The crossword is
symmetrical by the way — top left =
bottom right.
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A new age has dawned with the

STACK

LIGHTPEN

It's a new, easier way to creative software and it's
fun too! The Stack Light Pen means freedom from
the old labours of the keyboard and a new software
style for the future.

Using the Light Pen means you can create programs,
including games, with that extra dimension... control,
at the touch of the pen.

With your Light Pen you can remove words or images
from the screen or put them back onto it, or simply
move them about the screen. You can even trigger
off a series of actions on screen, stopping them at
will... with the touch of the Light Pen! Already available
for BBC and Commodore 64.

And is so easy to use... simply hold it against the
screen, touch the contacts and away you go! Given
away free with every pen are — Ten lightpen games
including, Draughts, Go, Life, Simon, Crossword
Twister, Othello, Shuffler, Seek and Destroy, Lost in
the Labyrinth and Concentration.

Paintbox — Stacks exciting new freehand draw
software with computer aided design templates.

special AN
Offer IDEAL CHRISTMAS

£25_00 GIFT!!

rP]ease send me (Qty) Stack Lightpen at £25.00 each + ]

I £1.90 p & p. I enclose a Cheque/Postal Order for £ '
Please tick type of computer
| BBC [] cBM64 ] lc

OMPUTER SERVICESLIMITED
, MARKETING DIVISION

Name e
!Address iy

: 290-298 Derby Road, Bootle,
NI  T'acle Enquiries: 051-933 5511 ask for ‘Trade Sales
l :;k box for free hn:;::[w price list and address of your nearest stockist D l Te|ex62?026(81ack6;
| prices include [ E&O
BT o e A Ol
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Scenario. - -

:| After deciding to 90 climbing, the ter-
rain that you chose didn’t turn out to be
a mountain, but instead, a volcano.
When finally reaching the top, you
celebrated your achievement with a
pottle (or four) of home-made brew. Be-
ing home-made, you only managed hali
a bottle before you felt yourself moving.
The direction
unknown to you at you
ing, but darkness was beco
nant. The next communication b

your senses an

time later when you awo i
:::tr back, above you, y::'s:av\r':gd?sr]
ok or;:anlng, revealing the sky
Duriryw ere else was a mass of rock.
. ng the next few minutes, you found
z urself in a narrow passage: You stood
ug:ﬁr}d echlored further. Soon you were
amitte?:t ' uffy, clo_ud-like substance that
ki Iurnps of ice and lightening fur-
S t was then that you noticed a
b er passage ahead leading to the
pen air again. This was guarded by a

snake and also
o oy three enormous robotic

of your travel was
r stage of drink-
ming domi-
etween
d your brain came some

As if you have not
S L yet guessed,
;?:i:a': t:ngo:geea:gat:c:-balls, Iight:r?i:rg
b st b v efore offering the
2k ;urvive vk made booze. How can
hit by ice, spears or li i
It ce, ighteni
:I!l die and like any other ngrmal Egnylgg
GI:’:‘Q ;c(n’u only have one life.
n order to survive make
:n\?:;?l tg& _snalges own an?il-jara:crf?c;‘:
s e;h Y jumping over them for con-
e vtv*::’ :'?;rr:'lt.wﬂl result in your death
itigration of yo
g;t;;vsi é\lso,_ this snake smell: | #rouht?amv:
seconds to destroy it before be-

ing ov i
Llj;cmarcome with the smell: GOOD

Game Two. . .

The idea of the HIRES game two is to
wander around the screen leaving
behind you a poisonous trail. (You are
the lower ‘‘trail-maker’’ to start with!)
For best results, you must try and keep
the bulk of the screen free from trail,
although the computer controlled ‘‘trail-
maker’’ (upper one to start with) will
move randomly and may get into your
way. Contact with your trail, the com-
puters trail or the edge of the screen will
mean instant death.

Watchout! If the computer “'trail-
maker’’ runs off of the edge of the
screen, it will appear again at the op-
posite edge!

In order to make competition possi-
ble, the computer will print out a time
counter, as to make the winner the per-
son who can survive the longest. Even-
tually the screen becomes obscured by
trails and death is imminent.

NB. Dodge (Game two) contains a
player control routine as published in
the May 1984 edition of **Games Com-
puting’’ as ‘‘Hiresalt City"".

A useful tip is that being as your trail
is more widespread with regular gaps
ie. . ... " instead of "’ '*, you
may be able to “‘jump over’' the Op-
ponents traill SOMETIMES, so this
game can be of a game of luck!

Keys To Use

GAME ONE

In order to mov

e forward
passage, press left arrow :nglt:nq e
press the spacebar. i

NB. Bac i
g kward movement is not possi-

IGAMdE TWO
n order to turn left and ri
t right,
left and right arrow keys regspat:ltli“:feelr,rhe




i rogram make
u&?&:ﬁs 1::. '?hare is ancoct;r:\c-)
d at line 2 to sw_itch it off ?1?1(! oheid
m::e ait interfere with the sO
m
d“"f‘g_‘hesl:'“%’:’: 5, changing tr:w; :‘g
F A-E (i)m:rill make the gar.neiharde
gIK(; 95 will make it aaswr. LS
is program was typed in Op?tmos.
ki pde up) for the Oric o
- m?\ it hasn't been runon afew ol
g:ft;?:gthere should be very

blems!

Lines

.
10

20
40-280

286-900
340-420

430-470

00-900
E‘-I,‘J)Cl‘O-HJQO

1200-1250
1300-1320
1400-1450

1500-1570

1700-1750
1799-1820
3900-3960

4500-4580
5000-7750
8000-8100
9000-9070

10000-10999
11000-11950
12000-12120

RUNdown

Action

Switch off keyclick.
Gosub to redefine
UDGs at 10000.
Gosub to print out
title page at 11000,
Set up screen for
game one.

Game one main loop.
Arr_ow movement
main routine,

Ice blocks main

routine.

Checks. é
Routine to print and
unprint lightning.
Move arrow up
routine.

Move arrow down
routine. :
Re-plot’s snake's
missile when if goes
off the right hand
side of screen.

Re-drop’s ice when it
reaches the ground.
Jump routine.

More checks.
Destroy snake and
complete game one.
Game two title page.
Game two.

Print time routine.
End of second game.
Redefine UDGs.
Title page.
End of game one.



2 PRINT CHRS$(6&6)

G REM 55000000 000 6 06 0000 00060 300 000600060606 06 0606
S5 REM sxexxxnuxxx® DODGE %% % %% %% % %% %5
& REM »#% BY A.SMITH AND I.BEAVER #*##

10
13
20

230 PLOT X,Y,"q" :
24@ PLOT 14,17,CHR$(21):PLOT 19,17,CHR$(1&6)

1055 | TTTHME=RA

1860 FOR 1=3 10U 15

10465 PLOT 21,I," °

1870 NEXT 1

1980 PLAY 1,0,2,@

109@ RETURN

1200 REM #xxxxxnnx ARROW UP % ¥%%%%xn%
1210 LE! B=INT(RND(1)%4)

1220 1F B=1 IHEN PLOI 15,18,*" ":PLOT 15,16,"*" :ARROWS="UP" : ARROW=1
1230 1F B=2 IHEN PLO! 16,18," *:PLOI 16,16,"*" :ARROWS$="UP" ; ARROW=2
1240 IF B=3 IHEN PLOT 17,18," *":PLOT 17,16,"~" :ARROWS="UP" : ARROW=3
125@ RE |URN

IF X=IX AND vY=1Y THEN EXPLODE:GOTO 1200@
. IF X=11 THEN GOSUR 3900:GOTO S00d
GOTO 290
1000 REM w%xxxxxu® LIGHTNING #%%%% %%
1@1@ FOR 1=3 TO 15 v
1028 PLOT 21,I,"i"
1@30 NEXT 1
1040 PLAY ©@,7,1,4000
185@ RETURN

GOSUBE 10000
INK 7:PAPER @

GUSUE 11000

REM #*xxxs#® SE| UP GAME ONE s®swxx

CLS

PLOT 3.25,CHR$(4)+"TIME : *

FIRE‘-'NEH'8F¥1153LITIHE=GIICE’='NEH':[H=53=JUHP”'0FF':l=35!Y=15‘

SK=.5 ~

GROUND$="aaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaa”

PLOT @.16, CHR$(1)+GROUNDS

PLOT @,7,CHR$(1)+"“b"

PLOT @,8,CHR$(1)+"cd" Sk
PLOT B,9,CHRS$(1)+"ef" —
PLOT @,10,CHR$(1)+"eqg" —
PLOT P,11,CHR$(1)+"eeh"

PLOT @,12,CHRS$(1)+"eeeh"”

PLOT @,13,CHRS$(1)+"eeeeh"
PLOT @,14,.CHR$(1)+"eeei ih"
PLOT @,15,CHRS$(1)4“eeeh jh"
PLOT 19,1,CHR$(4)+"keeccecececececeeel *
PLOT 20,2,CHR$(4)+"keeelkeeel keeel *
PLOT 0,0, CHR$(&)+" mmmmmmm

PLOT B,14,CHRS(2)+"0"

PLOT B.lﬁ.CHRl(ZJ*'p‘

PLOT 14,18,CHR$(21):PLOT 19,18,CHR$(14)
PLOT 14,19,CHR$(21):PLOT 19,19,CHR$(14)
PLOT 15,18,"AAA"

REM =x%xx® GAME ONE MAIN LOOP *x*%

IF JUMP$="ON" THEN GOSUB 173@0:G0T0 318
TM=TM-1:G0SUE BO@D: [F TM=0 THEN EXPLODE:GOIO 12000
K$=KEY$

IF SCRN(X,Y)<>113 THEN EXPLODE:GOI0O 12000

IF K$=CHR$(8) AND X>1@ ITHEN PLOT X,Y," *":X=X-1:GOSUR 1800
IF K$=CHR$(1@) AND X<36 THEN PLOT Xey¥," ":X=X+1:G0SUB 1B800
IF K$=" * THEN GOSUB 1700

IF LITIME=2 THEN GOSUB 1@55 ELSE IF LITIME=@ IHEN GO0 320 ELSE 32
A=RND(1):1F A>SK+.1 THEN GOSUB 100@ ELSE 330
LITIME=LITIME+1

IF SCRN(X,Y)<>113 THEN EXPLODE:GOTO 12000

REM #%%xxxka%% ARROWS *%%%uunuu®s®

IF ARROWS$="UP" THEN 360

B=RND(1):1F B>SK THEN GUSUBR 120@ ELSE 400

IF UPTIME=4 THEN GOSUBR 1300 ELSE UPTIME=UPTIME*1
IF FIRE$="GFF SC." OR FIRE$="NEW" THEN GUSUR 1400

PLOT FX,FY,* “:FX=FX+1:PLOT FX,FY,"r"

IF FX=36 THEN FIRE$="OFF SC."

REM #%xx%xxxxx [CE BLOCKS ##xxxxux

IF ICE$="FALLING" THEN 460

GOSUR 1500 '

PLOT IX,IV,* ®“z:IY=IY+1:PLOT IX,I1Y,"s"

IF 1Y=15 THEN I1CE$="REDROP*® :

REM *#xxsxununss CHECKS HEN®®NENs® »—
IF SCRN(X,Y)=124 THEN EXPLODE:GO1C 12000

IF SCRN(X,Y+1)=94 THEN EXPLODE:GOTO 12000

IF SCRN(X,Y)=114 THEN EXPLODE:GOTC 12000
IF SCRN(X,Y)=115 THEN EXPLODE:GOTO 12000

1300 REM wxwswxxes ARROW DOWN # %% % %%

1304 UP) IME=0Q

1305 [FARPOW=1IHENPLOI15,16,"a":PLOT1S5,18, """ :ARROWS="DOWN" : ARROW=0: RETURN
1310 IFARRUW=Z |HENPI U116,16."8":PLO116,18,"*" :ARROWS="DOWN" : ARROW=0: RETURN
1320 IFARRUW=3IHENPLUILZ,16,%3":PLOI17,1B,"*" :ARROWS$="DOWN" : ARROW=0: RETURN
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1400
1410
1420
1430
1440
1450
1500
1510
1520
1530
1540
1550
1560
157¢
1/00
1705
1718
1728
1723
1724
1725
1730
1749
1745
1 786
1756
1799
1800

1810
1820
3700
3910
37920
3930
J940
S950
3960
4500
4510
4520
4530
4540
4545
4550
4560
4570
4580
So00
5005
50z0
5030
5035
5040
5050
S060
5070
5080
5090
5100
5110
5120
5125
5130
5190
5200
5210
5220
5225
5230
5240
5250
5260
5270
5280
5290
5292
5295
5300
5310
7000
7050
7100
7150
7200
7250

REM #%x%xx%% PLOI FIRE n®EExxxxnx
IF FIRES="NEW" IHEN 1430
PLOI FX.,FYy™ "

F IRE$="MOVING"

FX=1@

RE | URN

REM ##xxxxex REDRUP ICE *#x%%rux®
IF ICE$="NEW" IHEN 1530

PLOI 1X,1Y," *

1CE$="FALL ING*

D=INI CRND( 1) *&)

1X=2340

1Y=3

RE TURN

REM x%%xxxx JUMF ROUIINE *#®%xx%x%*
PLAY /.,84.0,0

PLOI X,Y,* *i1PLUI X-1,Y-1,"q*
FUR 1l=48 10 1ASILCF 1:SOUND 1.1,15:NEXT |
IM=1M-1:GUSUB BOB@: 1F I1M=0 I1HEN EXPLODE:GOI0O 12000
X=X-13Y=Y- 1 :JUMP$="0ON"

KE | UKN

PLUI X,Y," ":PLOI X—1,Y+1,"q"

FUR 1=1@10 4@:S0UND 1,1,15:NEXI 1:PING
X=X-1:Y=Y+1:JUMP$="0FF"

IM=1M-1:GU5UR 8000:I1F IM=@ I1HEN EXPLUDE:GUIO 12000
HE | UNN

REM ®¥¥#xx% MORE CHECKS ¥mxwxxxx

IF SCRN(X,Y)=98 OR SCRN(X,Y)=124 IHEN EXPLUDE:GUI0 12000
Ik SCRN(X,Y)=114 IHEN EXPLUDE:GUIL |2000

PLOI X,Y,"a"

RE 1URN

REM zwxxns COMPLEIE GAME | #w®E®X

FOR 1=1 I1u Y@

LEI DS=INI(RND(1)%16) r46968

POKE DS, IN) (RNU(1)%63)

PLAY INICHND(1)%/), INI (RNDC1)%7), INT(RND( L) *#6) +1, B0
NEXI 1

PLAY 0,0,0,0

REM #%% GAME TWO TITLE PAGE #%#x

CLS

PLOT 12,13,CHR$(1@)+CHR$(1)+"WELL DONE®'"

PLOT 12,14,CHR$(1@)+CHR$(1)+"WELL DONE''"

WAIT 200

cLs

PLOT 16,11,CHR$(14)+CHRS(2)+"NOW* :PLOT 16,12, CHRS(14)+CHRS(2) +*NOW"
PLOT 14,15,CHR$(1@)+CHR$(4)+"GAME TWO"

PLOT 14,16, CHRS (1) +CHRS (1) +*GAME TWO" A VW Position of computer
WAIT 300 / trailmaker on t s
REM ##sanssss GAME THO *esssxsns . HIRES screen, %Y
INK) also used again for
HLRES F Game two. :
PRINI:PRINI* | IME :-* MOVE Direction of your
TM=@:GOSUE 8000 ¢ HI movement.

FOR =0 TO 30 / OPP Direction of your
CURSET 1,@,1:DRAW 0,199, 1 Opponents

CURSET @,1,1:DRAW 239,@, 1 movement (ie. the
CURSET 239-1.0,1:DRAW @.199. 1 computer’s
CURSET 239,199-1,1:DRAW -239.0,1
NEXT 1 N
CURSET 32,32,1 Note pla
DRAW 175,@,1:DRAW @,135,1:DRAW -175,0,1:DRAW @,-135, 1 o two's sound
X=120:Y=149 Variable carrying
V=120:W=100 e diuatom’m,‘
MOVE=1:0PP=3:N=2 z the U
TM=THM+1: GOSUR 8000 of
ON MOVE GOSUB 7000, 7050,7120,7150:IF POINT(X,Y)=-1 THEN GOI0 90088 cursor when mak
K$=KEY$:IF K$<>"" THEN ON MOVE GOSUB 720@,7250,7300, 7350 thotltl.p.”;n ing
CURSET X,Y,1 3 TITLE HIRES,

ON OPP GOSUB 7600, 7650,7700,775@ / : _ Reads
IF RND(1)>.95 THEN 525@ y i

GOTO 5260 (\\ required

ON OPP GOSUB 7400, 7450, 7500, 7550

y "
IF V>2086 THEN V=33 - . ¢ommands.
IF W>166 THEN W=33 i : wmaklmw
IF V<33 THEN V=206 i ey N$ & M$ “box’’ for hte
IF W<33 THEN W=16&5 . i ;
IF RND{(1)>.8 THEN N=INT(RND(1)#11)+1
PLAY 7,0,6,200:MUSIC 1,4.N,@

CURSET V,W, 1 el
GOTO 5190 : in octave for
Y=Y-2:RETURN ocC ;

X=X+2:RETURN NO mhnoum_

PA

)
!
535

rmes  Hode rames tobe

Y=Y+2: RETURN
X=X-2: RETURN
IF K$=CHR$(9) THEN MOVE=2 ELSE MOVE=4:RETURN “ ic
IF K$=CHR$(%9) THEN MOVE=3 ELSE MOVE=1:RETURN R B
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7300 IF K$=CHR$(9) THEN MOVE=4 ELSE MOVE=Z:RETURN
7350 1F K$=CHR$(9) THEN MOVE=1 ELSE MOVE=3:RETURN
7400 [F OPP=1 THEN OPP=2:RETURN
745@ IF OPP=2" THEN OPP=3:RETURN
7500 IF OPP=3 THEN OPP=4:RETURN
755@ 1IF OPP=4 THEN OPP=1:RETURN
7600 V=V-1:RETURN
7650 W=W+1:RETURN
7700 V=V+1:RETURN
775@ W=W-1:RETURN £
SP0@ REM ##asssssss® TIME *%e®ssxsuns
8005 TM$=STR&(TM)+" "
B@1@ FOR T=1 TO LEN(TMS$)
8020 POKE 49050+7T,ASC(MID$(TM$,T,1))
8030 NEXT T
8100 RETURN
9PP@ REM #*%%% END OF SECOND GAME *#x
991@ EXPLODE
9020 FOR I=1 TO 7:PAPERI:NEXT I
9030 TEXT:PAPER @:INK7 . '
904@ PLOT 14,5,CHR$(1@)+*BAD LUCK!'*:PLOI 14,56,CHR$(1@)+"BAD LUCK!'®
995@ PLOT 11,9.CHR$(1@)+CHR$(4)+"yOU CRASHED'''" 3
996@ PLOT 11,1@,CHR$(1@)+CHRS(1)+*YOU CRASHED!'! '
9@7@ WAIT 30@:RUN 4 =
9999 END
1000@ REM ##» REDEFINE CHARACTERS #x#
10010 FOR 1=46856 TO 46B848+159
12020 READ CH ,
10038 POKE 1,CH
10040 NEXT T
10855 DATA 65,645,0.0,0,0,0,¥
10068 DAIA 32,48,56,56,460,60,60,60
10070 DATA &2,62,63,63,63,63,63,563
1b0B80@ DATA 0,0,0,0,0,32,32,32
10099 DATA 63,63,63,63,63,63,63,63
10100 DATA 32,48, 48,48B,48,56,56,56
18410 DAIA 56,60,60,62,62,62,62,63
10120 DAIA 32,32,48,56,60,62,62,63
10149 DAIA 63,63,62,608,56,48,32,32
10140 DAIA 63,63,31,19,7,7,3,3
101590 DAIA 63,63,31,15,7,3,1,0
10160 DAIA 63,63,62,60,56,48,32,0
101/@ DAIA 8,0,0,0,0.0,63.63
10180 DAIA 21,42,21,42,21,42,21,42
10190 DAIA 14,1/7,33,34, 36,480,480, 36
10200 DAIA 36,23,23,146,8,4,2,62
1W218 DAIA 24,24,8,84,10,20, 55, 32
10220 DAIA V,0,63,0,0,0,8,0
10238 DAIA V,0,0,12,30,12,0,0
10999 RE1URN
1100V KREM »wx%%x®% | 1ILE PAGE XX®xxx®
11818 HIRES
11015 =20
118620 FUR 1=1@ U &3
118030 READ 1LI1LE
11448 CURSEI £,1.,¥ J
~11850 DRAW 111LE, B, | 0,0;
" T11068 NEXI I
11065 2=1+38
11867 [F 2=210 THEN 11300 EL.SE 11020
11@7@ DAIA 25,26,27,28,29,30,31,32,33,.34,35,36,36.36.36,36, 36,36, 36,36,36
11080 DAIA 36,35,36,3b6,3b,36,36,36,36,36,36,36,36,3b,36,36,36,36,36,36,36
11090 DAIA 36,35,34,33,32,.31,.30,29,28,2/7,26.75
11100 KEM
11110 DAIA 3&,30L,36,36,36,36,36,36, 36, 36,36,36,36,36,36,36,356,36,36,36,36
11120 DAIA 36, 36, 36, 36,36, 36, 36, 36, 36, 36, 36, 36, 36, 36,36, 36,36, 36,36,36,36
11130 DAIA 3b, 34, 358, 36, 36, 36, 36, 36,36,36,36,36
11146 REM
11190 DAIA 29, 26,270,268, 29,30,3),32,33,34,35,36,3b6,36,36,36.36,36,36,36,36
11160 DAIA 36,36, 36, 3b. Sb, 36, 36, 36,36, 36, 36,36, 36,36,36,36,36,36,36,36,36
11170 LAIA 36,35,36,483,32,31,30,29,28,27,26,25
i 11188 KEM
11190 DAIA 3@, 30, 30, 30, 30, 30 30, 30, 32, 30, 30, 30, 30, 30, 30, 30, 30, 30, 30, 30, 30
11200 DATA 39, 55,359, 49, 89, 35,35, 45, 39, 39, 30, 40, 30, 30, 38, 34, 30, 30, 30. 30, 30
11210 DAIA 30, S0, 30, 40, 30, 30, 30, 30, 350, 30, B, 30
11220 RCH
11250 DAIA 35, 4859,359,39,35,359,49,35,39,59,19,15§15,.15,15,15,15,15,15,15,25
11240 DAIA 2:.5:.2:.15.&5.z:.zb.zb.ZB.?:.zb.zh;lh.ib.lﬁ.15.15.15.15.15-l5

11290 DAIA 15,39,39,45,95,35,45,45,35,35,45,55

11300 /=30
24 . GAMES COMPUTING JANUARY 1985

113805 FOR 1=22 10 4%
11318 CURSEI £,1,8
11520 DRAW 15,0,0
11530 NEXI 1

11340 =568

11350 FOR =22 10 49
11360 CURSET Z,1,@




11370
11380
11390
11400
1141@
11420
11430
11440
11450
1146@
11470
11480
11490
11500
11510
11520
11530
1154@
11550
11560
11570
11580
11590
114600
11610
11620
11630
114640
11650
116460
11670
1168@
1169@
11700
11710
11720
11730
11740
11750
11760
11770
11780
11790
11800
11810
11820
11830
11840
11850
11860
11870
11880
11890
11702
1191@
11915
11916
11928
11930
11931
11932
11933
11934
11935
11936
11937
11938
939
11940
11941
11942
11943
11944
11950
12000
12010
12020
12030
12040
12050
12060
120/0@
12080
12898
12100
12110
12120

NEXT 1

IF TM=@ THEN PLOT @,6,CHR$(1@)+"0H DEAR' YOU HAVE RUN OUT OF TIME'''!'"
I[F 1M=0 IHEN WAI| 4@@:RUN 4
PLOI ©B,%5,CHR$(1@) +"PERHAPS 1HE WORD ’DODGE’ WILL HELP YOU*
PLOI @,6,CHR$(10)+"PERHAPS THE WORD ’'DODGE’ WILL HELP You*"
PLOI 14,9,CHR$(1@)+* 11111t PLOT 14,10,CHRS$(1@)+" s
WALT 40@:RUN 4
GAMES COMPUTING JANUARY 1985

DRAW 15,@,0@
NEXT I

I=106

FOR I=22 TO-4%
CURSET 2.1,0
DRAW 15,0,0
NEXT 1

I=144

FOR 1=200 10 3@
CURSET 2,1,
DRAW 25,0,8
NEXT 1

FOR 1=31 10 4@
CURSET Z,1,0
DRAW S.0.0
NEXT I

FOR 1=41 10 52
CURSET Z,1,0
DRAW 13,0,0
NEXT I

REM %% %% %% 5k NAMES #¥ssstssne
N$="nnnnnnnnnnnnnanninnnnnann®
CURSET 20,80,0

FOR 1=1 TO LEN(NS)
CHAR(ASC(MIDS$(N$,1,1))),0,1
CURMOY 8,0.0

NEXT I

M$="n n'
FOR Z=9@ T0O 18@ STEP 1@
CURSET z20,7,0

FOR I=1 TO LEN(MS$)
CHAR(ASC(MIDS(M$,1,1))),0,1
CURMOV 8,0,0

NEXT 2

CURSET 20,190,0

FOR 1=1 TO LEN(N%)
CHAR(ASC(MIDS(NE, L, 1)1),8,1
CURMOY 8,0,0

NEXT I

REM

TITLES="By" :I{=105:Y=90
CURSET 2.Y.@

FOR I=1 TO LEN(TITLES)
CHAR(ASC(MIDS(TITLES,1,1))),0, 1
CURMOV 8,0,0

NEXT 1

IF TITLE$="[AN BEAVER" IHEN 1188@
IF TITLE$="By" THEN TIILE$="ADRIAN SMIIH":{=65:Y=140:GU0I1C1] /9@

IF TITLE$="ADRIAN SMITH* I1HEN ([ILE$="AND":/=10:v=160:001011 /90

IF TITLE$="AND" THEN 11ILE$="1AN BEAVER":2=/5:Y=18@:G01u 11 /90

REM

REM

FOR I=1 TO 7

FOR 2=1 TO 7

PAPERI : INKZ

WAIT 10

NEXT Z,1

PAPER®: INK7

TEXT:PAPER @:INK7:PRINT TAB(1&);" ' DODGE’*:PRINT TAB(1&6): " rrrrrrr®
PRINT:PRINT:PRINT : PRINT:PRINT*FOR INSTRUCTIONS PLEASE SEE MAGAZINE'"
PAPER4

PLAY 7,0,0,0:MUSIC 1,3,8,15:WAIT 120:FLAY @,d,0,0:PLAY 7,0.0.0
MUSIC 1,3,8, (A:WAIT 40:MUSIC 1,3,9, Th:WAI) 4@:PLAY @,0,0,0:PLAY /,0,0,0
MUSIC 1,3,9,15:WA1180

FOR 1I=1 70 17

READ OC,NO,PA

MUSIC 1,0C,NO,15:WAll PA

NEXT I \ N 7 s | ¥

DATA 3, .aa.3.3,4u.3.é.4a.3,6.4a.3.4,43,3,3.me

DATA 3,1%,80,3,9,680,3,8.20,3,4,20.3,6.20,3.9.20. 2. 1) . 40

DATA 3,9,40,3,8,80,3,4.80,3,4,80

PING:WAIT 10:PLAY 0,0,0,0

PAPER®: RETURN

RFM sxxs% FND OF GAME ONF #¥¥xs

FOR L1=1 10 5

FOR 2=1 10 7

PAPER Z:WAIT S

NEXT 2,1

CLS: PAPER@: INK7

IF IM=@ THEN PLOT @,5,CHR$(1@)+"0H DEAR' YOU HAVE RUN OUT OF TIME''"'!
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Caesar is a cheeky young
cat on mousing duty in
Mr McGregor’s larder,

but this time the mice
have outwitted him
and Mr McGregor has

kicked him out . .
nowreadon..

£7.95

Available now on
speedy loading cassette
for Commodore 64.
Coming soon on
Spectrum 48K.
Recommended for
3 to 8 year-olds

A new concept in early learning software. Caesar’s Travels is a unique combination —
a complete animated story program on cassette with a 64-page illustrated storybook.
Young readers choose what Caesar does next in an exciting adventure which has
multiple endings. Either book or program can be used on its own. Bedtime stories will
never be the same again!

; VA 77
S SPECIAL Also available in a special double cassette pack with
OFFER _ the original and widely praised Caesar the Cat

AANN arcade game £ 9. 9 5

Mirrorsoft programs are available from selected branches of Boots,
W H Smith and Spectrum, and all leading software stockists.

Or order direct (cheque, Access or Barclaycard) from MIRRORSOFT,
FREEPOST, Bromley, Kent BRZ 9UX (no stamp needed).




ATARI XL

EVERYTHING YOU WANT FROM A HOME COMPUTER

1.ATARI 64K BOOXL - £169: The Atari B0OOXL has many facilities and includes such advanced specifications that you will be amazed by its
performance. At the new retail price of only £169 for a full specification 64K computer with a proper full stroke keyboard, we believe that
the BOOXL cannot be beaten. Just look at the following specifications:-
COLOUR CAPABILITIES: 16 colours and 16 intensities giving 256 different colours (all of the 256 colours can be displayed al the same time).
OPERATING SYSTEM: 24K ROM including Atari Basic programming language and a self diagnostic test program
KEYBOARD: Full stroke design with 62 keys including help key and 4 special function keys, international character set and 29 graphics keys.
SOUND: 4 independent sound synthesisers each capable of producing music across a 3'; octave range or a wide variely of special sound effects. (Additional
programming can achieve an octave range of up 1o nine octaves!)
DISPLAY: 11 graphic modes and 5 text modes. Up 1o 320 =192 resolution. Maximum text display 24 lines by 40 columns.
SPECIAL ATARI INTEGRATED CIRCUITS: GTIA for graphics display. Pokey for sound and controller pors. Antic for screen control and 10 (Input/Qutput).

): 6502C microp - 0.50 micr cycle and a clock speed of 1.79 MHz

EXTENDED GRAPHICS FUNCTIONS: High il graphics. Mult character set. Software screen switching. Multiple redifined character sets.
Player missile (sprite) graphics. Fine screen scrolling. Changeable colour registers. Smooth character movement. Simple colour animation facilities.
PROGRAMMING FEATURES: Built in Atari Basic programming language supporting peek, poke and USR pius at least 8 other languages available. The help
key will provide additional information and menu screens with certain software. Full on-screen editing is available as well as syntax checking on entry
INPUT/QUTPUT: External processor bus for expansion with memory and peripherals. Composite video monitor output. Peripheral port for direct connection
to Atari standard peripherais. Software cartridge slot is included as well as 2 joystick controlier ports
SOFTWARE: Over 1,500 items of software are available including sel teaching programs with unique voice over. The range of programs includes Education,
Home Management & Programming aids. There is also APX (Atari Program Exchange) and of course Atari's famous entertainment software now at only
£9.95. In addition there is a host of support and help from Atari like Antic and Analog and from over 75 Atari books/manuals.

2.ATARI 800 48K COMPUTER - £69: We have a limited number of the Mk1 model 800 computer with 48K. The price is £69 (as a games
machine) or £99 with the Basic Programmer Kit (Basic cartridge & 2 manuals). Both come with a full 12 months guarantee.

3.ATARI 1010 PROGRAM RECORDER - £34: For low cost storage and retrieval ility. Data tr i 600 baud. Storage capability
100K bytes on a sixty minute cassette. Track configuration four track, two channels (digital and audio). Auto record/playback/pause
control/unique soundthrough facility. Also included is built in accid: p ion and automatic shutoff after each program as
well as a 3 digit tape counter.

4.ATARI 1050 DUAL DENSITY DISK DRIVE - £199: 5% disks holding 127K randomly accessible bytes provide both expansion and
flexibility for your 400/800 or XL system with new ‘helpful’ DOS 3. All customers who purchase a Disk Drive from Silica Shop will be
automatically given a FREE set of 100 programs on 3 Disks recorded on both sides.

S.ATARI 1020 COLOUR PRINTER - £99: Printer and Plotter with four colour graphic print capability. 40 column width printing at 10
characters per second. Can print 5, 10 and 20 characters per inch. 64 character sizes. Prints text in 4 directions. Choice of line types.

6.ATARI 1027 LETTER QUALITY PRINTER - £248: For word processing letters in professional type. Print speed of 20 chars per second.

7.ATARI TOUCH TABLET - £49: Enables you to draw and paint pictures on your T.V. screen, with the touch of a stylus.

8.ATARI TRAK BALL CONTROLLER - £19.95: Enables cursor movement in any direction and adds arcade realism 1o your games.

9. ATARI SUPER CONTROLLER -£9.95: The ultimate joystick with double fire button to give you a greater competitive edge in your games.

SILICA SHOP ARE THE No1 ATARI SPECIALIST

Silica Shop are now firmly established as the No 1 Atari retail/mail order and wholesale specialist in the U.K. We already offer our service to
over 120,000 customers, 10,000 of whom have purchased Atari Home Computers. Because we specialise (and with a turnover of £1.5
million), we are able to keep prices low by bulk purchases. Ring one of our 45 staff and we will be glad to be of service to you. Complete the
coupon below and we will send you our Atari pack with price list and colour catalogue:

EXTENDED TWO YEAR GUARANTEE: We are an Atari Service Centre, able 10 service and repair Atari equipment and have added a 12 month guarantee to the
year offered by Atari, giving you a full 2 year guaraniee on your computer if you buy it from us

SPECIALIST SUPPORT: Our technical stalf are always available on the telephone 1o help and advise you. We endeavour to hold stocks of every Atari
compatible item available in the U K. and we stock over 75 Atari books and manuals

AFTER SALES SERVICE: Your name will automatically be added to our mailing list and you will receive price lists, newsletiers and details of new releases and
developments as well as special offers which are exclusive 1o Silica Atari Computer Owners.

LOW PRICES: Our prices are extremely competitive and we will normally maich any lower price offered by our competitors.

FREE COMPUTER OWNERS CLUB: This is open 10 all Atari computer owners irrespective of where you purchased your equipment. Membership is FREE and
entitles you to receive bulletins giving details of new releases and developments. Send now for your FREE information pack, price list & colour catalogue.
PAYMENT: We accept cash, cheques, postal orders and all Credit Cards. We also offer credit facilities over 1, 2 or 3 years, please write o a written quotation

NEXT DAY DELIVERY - FREE: All goods despatched from Silica Shop are normally sent by first class post or parcel post FREE OF CHARGE. As a special
introductory offer for a limited period only we will be sending all Computers and Disk Drives by a next day delivery service at our expense

The Mews, Hatheiey Rosd, Sidcup,
ORDER NOW-OR SEND FOR A FREE COLOUR BROCHURE

<N Bl N BN N BN S SN N S S .y
' To: SILICA SHOP LTD, Dept GC 0185, 1-4 The Mews, Hatherley Road,

Sidcup, Kent, DA14 4DX Telephone: 01-309 1111

_LITERATURE REQUEST
O Please send me your FREE colour brochures and 16 page price list on Atari Computers.

0 owna ........ h% i s Videogame O 1own a ciiiienen... Computer
Mr/Mrs/Ms: i Initials: ....... Surname
Address: . A . chussandasn LFAEE W i PR
POMBOBE: v onicuensaonvensnnasdlvenieessssnssnssnsss
ORDER REQUEST:
O 1020 4 Colour Printer .. £99
B800XL 64K Compuler £169 O Letter Quality Printer £249
800 48K Computer £99 O Touch Tablet + Cartridge .. £49
1010 Program Recorder £34 O Trak Ball ... £19.95
1050 127K Disk Drive £199 0  Super Controller ) £9.95

| enclose Cheque/P.O. payable to Silica Shop Limited for the following amount £

0O 0O 0Oooo

CREDIT CARD - Please debil my Access/Barclaycard/Visa/American Express/Diners Club
Card Number

O EeT NN R W OED DY R W SR

I Please send me:

S 1 I F T R R R R B T R F R R R T [T



~ This game is a variation of the arcade
) ‘?arn_n-"ﬂunchghpgk_”. It is written for a ,
6K Oric, but should run on @ 48K or | - ¢
Atmos. There are seven different
sC
to
10
- over the objects that are coming toward
hese objects can be arrows,
e ‘or Barrels. "

The seventh wall is a little bit dif-
ferent, as there is a castle tower on the #
‘other side of the screen. You must jump
cver the arrows to get to a key, and '

. then you must run into the door. You -
. have now saved Ezzmarelda, who was
“locked up in the tower. You now go -
. back to the first screen again. i

.  Five lives are given at the start,

these can go very quickly! My highest
score at this game was 4372, which |

" thought was good since | got on to the o
fifty first screen! AR

Scores are obtained at the end of
each screen, according to the amount
of jumps it takes to get across, so itis &

dnot very wise to keep jumping across.

The 'I ject in the e

_object in first six screens is ‘
gettot

ng the bell, being careful to jump ~ }

4

B

t
other side of the castle wall ;!\.g‘ :

B 2

%

-~
A
4
Fe
“

¥

'




Variables Used

HI High score.
LL Lives.
K Determines how far

the arrows etc will
move across the
screen.

NU Level number.

SC Your score.

Lv Sees what will be on
the sheet you are on.

\' Sees if you have
the key or not
(screen 6).

BO Bonus.

ZXY Position of your head
and body.

T,Q The ‘“SCRN’’ of your

body and head.

Lines
5-6

7

37-38
170-310

320-360
370-475

480-500

8000-8009
8500-8700

9000-9002
9500-9540
9600-9670
9750-9764

10000-10050

Action

Clears screen, sets
high-score to 0, gets
rid of flashing cursor.
Gosubs user defned
graphics.

Set variables to 0.
Instructions

Sets up screen.

Sets you and the
arrows etc on screen
and moves both.
Checks to see if you
got hit or if you
cleared a sheet.
Jump routine.

You cleared a sheet.
Displays your score
on the screen.

Lose a life.

End of game.

Draws castle and
tower.

You saved
Ezzmarelda.

User defined
graphics.

Conversion Clues

PLOT can be replaced by PRINT AT
PAPER and INK are the foreground and
background colours.

ZAP, PING, EXPLODE and PLAY can be
ommitted or replaced by your own com-

puter sounds.

KEY$ can be replaced by INKEY$ .
The barrels arrows and rocks are moved
using LEFT$ and RIGHT$, which may

not be in other computers.
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30 P
35 P
36 P
37 L
38
170

M CASTLE CRAWLER BY M.D’ DWYER
M FOR THE ORIC-1

SiHI=0
INTCHR$(17)

PAPERO1 INK7
PRINTCHRS® (&)

RINT: PRINT:PRINTCHRS$ (27)"J
RINT CHR$(4)
LOT0,3,11PLOTO,4,5
L=SiK=37:NU=1

CASTLE CRAWLER"

SC=0

PRINT:PRINT:PRINT" You are the hunch-back in sear

ch of"

180
190
200
210
220
230
240"
2435
250
260
288
280
290
300
310
319
320
325
330
335
337
350
360
)
370

371

372

373

374

3735

376
400
410
420
430
435
440
4460
470
475
480
490
491
492
493
494
495
496
S00
510
520
540
7999
BOOO
8001
8004
B00S
BOO&

30

PRINT"your only love,Ezzmarelda.You find out"”
PRINT"that she is locked up in the tower of *
PRINT"a castle.To reach her,you must jump ”
PRINT"over the various objects that are bei-"
PRINT"ng fired at you. To rescue your love, "
PRINT"you must get the key that comes across”
PRINT"the screen when the tower is in sight “
PRINT"and open the tower door with it."
PRINT:PRINTCHR$ (27)"L Press any key to continue...

GETIs

CLS: PAPERO: INK7
PRINT: PRINT:PRINT"
PRINT:PRINT:PRINT" BACKWARDS-LEFT CURSOR"
PRINT" FORWARDS-RIGHT CURSOR"
PLOT12,20,"GET READY"
V=OiLV=11K=37
WAIT300:CLS: PAPERS: INKO
PRINTCHRS$ (27) " TSCORE

TO JUMP=[spacel"

LIVES LEVEL
FORN=1TO38: FORX=12T0256: PLOTN, X ,CHR$ (124) t NEXTs NEXT
BO=100

IFLV< >7THENPLOT36,10, &1 "

X=23¥Y=1012Z=11
PLOT7,0,STR$(SC) : PLOT20,0,STR$ (LL) 1 PLOT33,0,STR$ (NU

IFLV=1THENAS$=" $ s
IFLV=2THENAS$=" $ $ ¥
IFLV=3THENAS$=" % % %
IFLV=4THENAS$=" s % E %
IFLV=STHENAS=" ] @ [ ] a
IFLV=6THENAS$=" @ % s ] £

IFLV=7THENAS$=" $
PLOTX,Y,"!"

PLOTX,Z,"#"

PLOT1,11,A$

X$=KEYS$

PLOTX,Y," "

IFX$=" “THENPING:GOTOB00O
IFX$=CHRS (8) THENX=X-1t IFX=20RX=1THENX=3
IFX$=CHRS$ (9) THENX=X+13 IFX=370RX=38THENX =36
L$=LEFTS (A$,1) :R$=RIGHTS (A$,K) 1 AS=RS+L$
@=SCRN(X,Z): T=SCRN(X,Y)

IF T=38THENBS5S00

IF@=38THENBS00

IF@=37THENT000

IFT=42THENZIAP:1 V=1

IFT=92 ANDV=1THENY750

IF@=64 THEN9000

IF T=92ANDV=0THENS?750 Cas
IFO=346 THENF00O t :

PLOTX,Z,"#"
GOTO400

BO=BO-2tY=Y-1:1I=Z-1:PLOTX,Y,"!":PLOTX,Z,"#"
PLOTA, Y, " “sPLOTXZ:". ”

X=X+13 IFX=34THENX=3S: PLOTX,Y," ! "1PLOTX,Z,"#"

PLORN 2, " PLDER " o

Y=Y+1:Z=2+11 X=X+13 IFX=34THENX=35: I[FX=37THENX=3S: IF

'y

ler

X=32ANDLV=7T
HENX=31

B007 IFLV=7ANDX=310RLV=7ANDX=32THENX=30: IFLV=7ANDX=140R
LV=7ANDX=15T

HENX=14

B009 GOTO400 .

8499 REM———————=—— CLEAR WALL —————w==w

8500 FORN=1TO10:PING:WAIT10: NEXT
8505 SC=SC+BO

8510 CLS:PAPERO: INK1:PRINTCHR$(4)
8520 PRINTCHR$(27)"N Well done.

Your score so far is.

8530 PRINT:PRINT:PRINT:PRINTCHRS (27)"J
"3 SC:PRINTC
HR%(4)
B570 LV=LV+1:NU=NU+1
B4699 IFLV<>7THEN320
8700 WAIT300:GOTO?600
8999
000
9001
002
9499
9500
R"
513
9520
530
9521
93522
9523
9524
9525
9530
9540
9600
9610
9620
XT
630
640
96350
L
9655
9660
9670

EXPLODE: WAIT100:LL=LL~1: IFLL=0THEN?S00
WAIT100: IFLV<>7THEN337

GOTO9655S

PRINT:PRINT:PRINT: PRINTz:PRINT" GAME OVE

WAIT300:CLS
PRINT:PRINT:PRINT"YODUR SCORE WAS "jSCiIFSC{HITHEN?

PRINT:PRINT"WHICH 1S TO-DAY'S HIBH-SCORE":HI=5C
PRINT:PRINT"DO YOU WANT TO PLAY ABAIN? (Y/N)
GETAS$: [FAS="Y"THENB

IFAS="N"THENCLEAR: CLS: END

GOTD9523

PRINT:PRINT"TODAY ‘'S HIGH-SCORE IS "jHI:B0TO9S522
BOTO9525

CLS: PAPER& INKO

FORN=32T038: FORR=6TD12: PLOTN,R,CHR$ (1246) : NEXTR ;N
FORN=30TO38:PLOTN,4,CHR$ (126) : PLOTN,5,CHRS$ (1256) t NE

FORN=1TO38: FORX=12T026:PLOTN, X ,CHR$ (12&) t NEXTX ,N
FORN=BTO11:PLOT32,N, "\ "t NEXT
K=30: : PRINTCHRS (27) "TSCORE LIVES LEVE
PLOT146,10,"#"

PLOT34,3,")"

GOTD 335

9749 REM————=—= YOU-SAVED-EZ IMARELDA-~-

9750 FORN=1TO7:PAPERN:WAITSO1PLAYO,1,3,35001NEXT:PLAYO,0
+0,0:SC=8C+B

o]

9755 PAPERO:PLOT34,3," ":1PLOT20,11,"#":1PLOT20,10,"!"

9760 PLOT22,10,"3}":PLOT22,11," ("1 PAPER&: INKO1 WAIT150

9761 CLS:PAPERO: INK7: PRINTCHRS (4) t PRINTCHRS (27) "N
CONGR

ATULAT IONS"

9762 PRINT:PRINT:PRINTCHRS (4) s PRINT"YOU SAVED EZZMARELD

A.YOUR BCORE

S0 FAR®

9763 PRINTsPRINT"IS "38C;".STAND BY FOR YOUR NEXT TASK"

1 FORN=1TO%0

9764 PLAY1,12,8,NtNEXTiNU=NU+11B60TO319

9999 REM———————-—U.D.B’'§==—==m=m—=mmm

10000 FORN=44344T0443511READX 1 POKEN, X1 NEXT

10001 DATA&2,43,30,31,30,12,30,54

10002 FORN=46340TD843471 READX 1 POKEN, Xt NEXT

10003 DATASS,48,43,30,30,12,12,14

10004 FORN=44348TD44375: READX : POKEN, Xt NEXT

1000% DATA17,43,17,0,0,0,0,0

10006 FORN=44374T0443831 READX 1 POKEN, X1 NEXT

10007 DATAO,30,31,63,63,43,24,0

10008 FORN=44384T0446391: READX : POKEN, Xt NEXT

10009 DATA4,31,31,31,63,63,63,12

10010 FORN=44592T04465991 READX t POKEN , X1 NEXT

10011 DATA12,18,33,45,45,33,18,12

10012 FORN=44414T044423: READX 1 POKEN, Xt NEXT

10013 DATALS,33,63,4,4,4,12,12

10014 FORN=47080T0470873: READX : POKEN, Xt NEXT

10015 DATA12,18,33,33,18,12,43,45

10016 FORN=47064T047071:READX : POKEN, Xt NEXT

10017 DATA4S5,45,12,18,33,63,18,18

10018 FORN=46814T0468231 READX 1 POKEN, X1 NEXT

10019 DATALS,63,463,43,43,43,567,63

10050 RETURN
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Solar Storm NEW
Demon Attack

Star Vioyager
Atlantis

Cosmic Arc

Riddle of the Sphinx
Dragonfire NEW
No Escape NEW
Fathom NEW
Quick Step NEW
Moonsweeper NEW

© RoMgcanner
Instant selection of your favourite games
at the press of a button [ATARI 2600/VCS only)

OIS FAGCRICE)

ONLY £23:95 EacH + Pep

(To get both Solar Storm and Romscanner free, buy 7 or
more games)

Game Cartridges

W Beauty and the Beast
(N Micro Surgeon
© Swords and Serpents

®
Q
®
®
@
()

Dragonfire NEW
Ice Treck NEW
Dracula NEW
Nova Blast NEW
Safe Cracker NEW
White \Water NEW

ORDERFORM e

1
1 Name

|
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—
I
I

Post Code ...

Please send me the following game cartridges

Imagic is not affiliated with Atari Inc or Mattel Electronics Inc

Imagic Video Game Offer, Unit 1B, Mill Street, Slough,
Berks 5L2 5DD

Orders will normally be despatched within 7 days of
receipt of order, but please allow 21 days for delivery
Should any item be unavailable, an alternative will
automatically be supplied

I

I

I

I

|

I

|

: r(w Ouantyy | ! claim my free

] Lenn Y | solarStom [ (Acari)
) —  — Dragonfire (.| [Mattel]
| | Romscanner [  [Atari)
iy L

| (Solar Storm + Romscanner
)| — + e together only free with 7 or
A | more Atari-compatible games
| | Sa {  bought)

\ |

e . “roe '

4

i |______ ] AG 750 PRPY:S

I 1 enclose a postal order/Cheque to the value of £

: made payable to Video Game Offer. Do not send cash.

! Imagic Video Game Offer, Unit 18, Mill Street, Slough,
| Berks SL2 5DD
]
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Hewson Consultants, of *'Fantasia Dia-
mond’’ and ““Heathrow ATC'' fame, are
fast gaining the reputation they deserve
as one of the country’s most innovative
software publishers. ““Avalon — The
Adventure Movie'' (as the company
describes it) should continue to
enhance the reputation of Hewson and,
more importantly, that of Steve Turner,
creator of ““Avalon”.

Turner, author of the ‘‘Seiddab”
trilogy, would be described as a ‘singer-
songwriter’ if he was in the music
business, having written the plot for,
and programmed, ‘‘Avalon’ in its en-
tirety. The analogy with the pop world
is not loosely made; as software pro-
duction becomes a more professional
affair with specialists in each field
(animation, storyline, music, etc) how
long will it be before the likes of Steve
Turner disappear behind a puff of
economics? Just a thought, now back
to the game.

The Scenario

““Avalon’’ is set in the year 408 AD.
The Roman Empire is crumbling before
the onslaught of barbarian nations.
Maroc the Mage is a Lore Seeker, learn-
ed in the subtle arts of herbs and heal-
ing. One night Maroc meets an old
woman who foretells of a new age of
chaos. She points a bony finger at
Maroc and charges him with the task of
journeying to the “lIsle of Glass'' and
defeating the Lord of Chaos. She leads
Maroc to the place and, handing him an
old oak staff, points to a hill rising in the
distance, saying '‘There is Avalon’.

You play Maroc in his quest for the
Lord of Chaos inside the hill of Avalon.
Maroc is controlled by keyboard or
joystick (Kempston, Sinclair, AGF and
Protek) but joystick is recommended.
The opening scene is of a room with a
door on the right-hand wall and a white
figure (Maroc) sitting cross-legged on
the floor. The scene is framed by a
beautiful border of dragons, snakes and
skulls.

Getting Started

There is a large scroll at the bottom of
the screen on which the word ‘‘move’’
is written — this is a spell of which
there are quite a few in Avalon.
Having worked out how to select
and use a spell, it's time for some
serious exploring. Using your joystick
(or keyboard) move Maroc towards the
door on the right-hand wall. You will
notice that the game follows Maroc
across the room in a semi-smooth multi-
directional scroll. The graphics, given the
Spectrum’s archaic architecture, are
nothing short of excellent, but one can’t
help but wonder whether they are
somewhat wasted within the context of
an adventure/arcade, especially with

32

David Bishop
and Beth Wooding
this month take a close look at

‘Avalon — The Adventure Movie'.

such a spongy interaction between
player and graphics.

Movement

Getting through doors takes a little get-
ting used to because you have to ap-
proach a door, ‘'bounce’’ off the handle
and then backtrack to allow the door to
open before passing through.
Sometimes, however, you're stuck
behind the door when it opens and try-
ing-to go out only results in the door
closing again. Arcade players should
soon master this, but adventure buffs
may end up tying their fingers in knots.

Probably the best way of tackling
““Avalon’’ is to invest half an hour or so
in getting used to moving and selecting
and deselecting spells from the spell
scroll. Having done that, a prerequisite
to completing the game is to map out
the various rooms and tunnels. Without
a map you could be wandering about for
ages!

Mapping

Making a map of Avalon poses some
unigue problems in itself, because leav-
ing a room from the right doesn’t
necessarily mean that the next screen
will show you entering from the left. A
topological plan is therefore difficult.
It's probably better to adopt a
schematic approach. Let’s call the left
wall ““A’’", the rear wall “‘B"" and the
right-hand ‘‘C’’. Whenever there are
two or more doors on a wall, call them
“B1",""B2", etc (where "“B1"’ is to the
left of ’B2'’ as we look at it). Draw a
series of circles, each representing a
room and for each connecting door bet-
ween two rooms join the two circles
with a line, noting down the relevant
doors in each room, eg

Inside each circle you can list spells
or caskets that you may find there.

Lots Of Puzzles To
Solve

Once you've mastered the controls.
“ Avalon’’ should provide hours of fun
and possible frustration. There are well
over 200 rooms lined by some 100 tun-
nels as well as doors, some locked to
start with. Many of the rooms contain
objects which at first glance seem
useless but, using the right spell or
spells, can be put to your advantage
(see Hints). Things to look out for are
chests, bottles, keys and, of course,
spells. There seems to be a logical order
in which problems should be tackled
and, hopefully, solved, so try to
thoroughly explore one section of
‘“Avalon’* before venturing too far into
the depths, otherwise you will be ill-
equipped to cope with the horrors that
await you.

) (TMTY
Hawson = U
——20N conswancy

Hints

1. Get used to selecting and ac-
tivating spells — it's a skill that will
be put to the test as you progress.
Goblins, wraiths, etc can’t follow
you through tunnels.

Some doors are locked and the
keys must be found — a servant
and a chest may suffice.

A little bribery may utilise the pent-
angle in a high energy way.

To get the Wayrooms, you need a
short key and then a long one.

Plus Points

1. Good graphics, nice scrolling (for
the Spectrum) and pretty sprites.
Large playing area and lots of pro-
blems to solve, which should en-
sure lasting interest.

Good documentation, map and in-
structions with the programme.
Anti-piracy device before game is
played.

Save/oad feature of present posi-
tion.

Pause function —
mapping.

Arcaders will like the use of
joystick rather than lengthy text
input.

Minus Points

1. De-activating the pause function
often didn’t work.
Control not very easy.
Music can’t be switched off.
When Maroc has many different
spells, it was difficult to select the
one required. Having played well
enough to collect lots of spells, you
shouldn’t be penalised in this way.
Pure adventure players will be put
off by the ‘“‘arcade’’ approach that
is required if you are to be suc-
cessful in “*Avalon’’.
The anti-piracy device consisting of
lists of numbers is commedable,
but having to input three sets of
four numbers is quite unnecessary
as it's impossible to guess one set,
let alone two.

essential for

Summary

On balance, ‘‘Avalon’’ should do well,
and deservedly so. It carries on, and
enhances, the tradition of arcade/
adventures pioneered by ‘‘Atic Atac’’
last year. If you liked ‘‘Atic Atac’,
you'll love ‘‘Avalon’” — watch out for

more from Steve Turner!
David Bishop
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GODS BEST YET!

48K Spectrum 7.95

CBM 64 8.95

19 HIRES SCREENS FOR YOU TO ROAM AROUND IN JACKS MAD HOUSE

RETAILERS CONTACT:

MICRO DEALER UK Ltd
(22
<

AVAILABLE FROM STLECTED BRANCHES OF:

g/ Jonn Menzees |

makro
=

Greenchip
SINENREANY-

CAFR S Buldog

DISTRIBUTORS AND OVERSEAS ENQUIRIES CONTACT PAUL 051-263 8521/2

ALSO AVAILABLE AT ALL
USUAL SOFTWARE OUTLETS.

CentreSoft

If you have difficulty in obtaining your copy. Just fill in the Coupon below

Tick Spectrum | CBMB4

Post coupon now 1o Thae | ter Seftware] Co. Lid.,
Erskine | Estate. Liverpool,
Merseyside L6 LAP Tel 051-263 85212

1 encloss Cheque/PO for £ _







: Bl ode
game for the BBC Micro Mode or
Electron.

This program makes use of the

BBC's graphics, sound and procedures *
« ® to make a fast-action arcade game.
. After each of the two programs have & g
s been chained, the computer will display «
title page with control keys.
The aim of the game is your base's
ou have five lives to get your
xtra life at 4000




There are four kinds of aliens attack-
ing the base and trying to destroy your
laser. Under the base you can read your
score, the hi-score (from the hi-score
table) and how many lives are left.

At the top-left of the screen, you
have a planetoid with a killer satellite,
which appears when you least expect
it, dropping several fast bombs until you
hit him.

At the top of the screen, there's a
mother-ship who sends you three kinds
of ships. The first kind of twelve aliens
will remain on the screen, firing until
you kill them all.

the second kind of aliens, if you fail
to kill all of them, will come back until
you finish them off.

*‘Kamikazes’’ are the third kind of
ships coming from mother-ship, and
they replace the second kind of aliens,
moving fast, shooting high speed
bullets and giving you extra points if
you hit them all. As you play, the speed
of the game will increase, making it ob-
viously more difficult.

It's recommended to save the pro-
gram 1 before running it. When you‘re
sure that program 1 is all right, you can
then save program 2 under the name
‘‘panic’’, just after program 1
(““PANIC"’).

RUNdown

Lines
40-90

Action

Reserve space in
memory for machine
code variables and
necessary bytes to
draw ships,
explosions, etc.
Put the necessary
bytes in the reserved
space.
70 Machine-code start,
at 19600.
90-550 Define the initial
value of the same
variables, draw base,
mother-ship, etc. in
the initial positions.
Draw planet.
redefine variable
values, each time all
twelve aliens are
shot.
Controls the
appearing of the first
kind of aliens.
Controls the
movement and draw
the first kind of
aliens.
Produce a random
number between 0
and 255 and put it in

0-360

560-600
10-670

80-830

40-1290

1300-1460

1470-1530
1540-1600
1610-1770

170-1870
1880-2110

2120-2390

2400-2670

2680-2840

2850-2890
2900-2940
2950-3090
3100-3220

3230-3630

3640-3680
3690-4020

4030-4070
4080-4390

4400-4560
4570-4660
4670-4990

5030-5080

Star Panic

address 873 +3.
Define the co-
ordinates necessary
to move the base
right.

The same but to
move it left.

Move base and
check if it hit
something.

Check for alien
missiles ready to go.
Move and draw alien
missiles and check if
they hit something.
Move and draw
mother-ship and
select its movement
left-right.

Move and draw base
missiles, check if
they hit something
and if so jump to
subroutine WF3.
Check what kind of
alien was hit, and put
the right score in the
SCR address.

Draw all alien
explosions.

Delete this
explosions.

Check if all twelve
aliens are dead.

Like lines 630 to
760 but for the
second kind of
aliens.

Like lines 790 to
1240 but for the
second kind of
aliens,

Draw explosions
when base is hit.
Delete explosions
and draw it in initial
positions.

Also delete all kinds
of missiles still in
movement when
base exlodes.

Check if any alien
collides with base.
Check if sattelite is
ready to appear, if
s0, give it the
appropriate
movement.

Settle next position
of satellite.

Check if satellite is
ready to shoot.
Move and draw
satellite missiles and
check if they hit
something.
Procedure to display
title page.

RUNdown

Lines
Program 2
10-30

Action

Address of some
machine code
routines called by
BASIC.

Define envelopes for
special sounds.
Define some
variables and call
procedures to draw
the scenery.

Main loop.

After shooting
twelve aliens, this
part of the program
decides what kind of
aliens should appear
next.

If you run out of
lives, call procedure
of Hi-Score. ""Y"' if
you want to play
again.

Procedure called
when you hit
something.
Procedure called if
you're dead.

Display Hi-Score.
Display Score.
Display of lives.

If you still have lives
and if you're dead,
the program stops
with a ‘"PRESS A"’
message to continue.
Display Hi-Scores.
Decide if you're in
the Hi-Score table
and put your score in
the right position.
Display title and
control keys.

Draws your attack
platform.

extra points after you
kill the twelve high-
speed ‘‘Kamikazes'’.

50-180

190-320
330-460

470-520

530-630

640-730

740-770
780-810
820-850
860-910

920-1030
1040-1140

1150-1220
1230-1350
1360-1460

Configuration

If you want to play better ‘*Star Panic”’
you must change these three lines:
PROGRAM 1: LINE 4200 should be:
CMP#50

mm 2: LINE 120 should be:
PROGRAM 2: LINE 370 should be:
RND(4)=2

NOTE: In this game the screen i
accessed directly, it will not work wit
the TUBE. However, this restriction will
probably not affect the vast majority of
users.
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10 MODE?7

20 ON ERROR MODE7:PRINTERL:REPORT:END

30 PROCSTART

40 NAV=18400

S50 DOL=NAV+1&:DOH=DOL+12: IL=DOH+12; IH=IL+12:SL=1H+12
1LS=8L+12:1ROF=LS+12: FINE=ROF+11SAC=F INE+11S0=8AC+12: 81=
S0+1:CONT=51+1:NAVT=CONT+1

40 TS=NAVT+64:6AL=TS+12:6AH=GAL+12: AB=GAH+12:MSHIP=
AS+81 TL=MSHIP+176: TH=TL+11SHOT=TH+1: CONT1=5HOT+1 : CONT2=
CONT1+1:PRAS=CONT2+1:LIDEAD=PRAS+1: SCR=LIDEAD+1: THEXP=S5
CR+1

70 Ni=THEXP+1&: TREXP=N1+14tMORT=TREXP+&41VIT=MORT+1
tVITO=VIT+1:PR=VITO+1:RACL=PR+1: RACH=RACL+1:KC=RACH+11J
AL=KC+3: JAH=JAL+3: N3=JAH+3: BOMB=N3+1&: CONT3=BOMB+5

80 HIP=CONT3+1:PORT=HIP+32: MOON=PORT+1

90 NT1=MOON+9&6:NT2=NT1+16

100 FOR A=MOON TO MDON+95:READ B: 7A=B:NEXT

110 DATA0,0,0,1,1,3,3,3,1,7,30,50,105,195,195,195,15
'75,135,15,15,15,15,15,8,14,15,15,15,15,15,63,0,51,68,8
v59,110,204,12,0,136,136,136,0,0,0,0

120 DATA 3,3,3,35,103,1346,134,255,195,195,105,45,63,
111,207,1,15,31,63,207,143,240,15,15,111,207,15,15,195,
15,14,8,12,12,12,25,58,50,17,0,0,0,204,2256,241,241,225,
204

130 FOR A=HIP TO HIP+31:READ B:7A=BiNEXT

140 DATA 0,0,0,0,240,0,0,0,0,0,0,0,24¢0,0,0,0,0,0,0,0
y240,0,0,0,0,0,0,0,240,0,0,0

150 FOR A=N3 TO N3+15:READ B:?A=BiNEXT

160 DATA 204,48,50,15,15,50,469,204,51,42,196,15,15,1
?6,34,51

170 FOR A=BOMB TO BOMB+4:READ Bi?A=BiNEXT

180 DATA 0,6,10%5,105,6

190 FOR A=TREXP TO TREXP+&3:READ B:?A=BiNEXT

200 DATA 0,0,8,93,23,7,3,15,0,4,8,8,8,12,12,12,0,0,0
30,1,3,14,14,0,0,8,9,9,3,7,15,7,3,1,3,7,11,1,1,47,79,15
»95,239,143,14,8,14,12,10,43,79,143,111,0,7,6,14,175,14
.111,8,4

210 FOR A=THEXP TO THEXP+15:READ B:?7A=BiNEXT

220 DATA33,65,130,462,18,99,134,44,64,172,20,228,135,
152,108,722

230 FOR A=NT1 TO NT1+1S:READ B:?A=BiNEXT

240 DATA 136,136,137,171,255,137,136,136,17,17,25,93
1 255,28,17,17

250 FOR A=NT2 TO NT2+1S:READ B:7?A=B:NEXT

260 DATA 136,136,76,46,223,171,153,17,17,17,35,71,1%9
1,93,153,1346

270 FOR A=NAV TO NAV+15:READ B:7A=BiNEXT

280 DATA &8,204,140,74,37,158,155,137,34,51,19,37,74,
151,157,25

290 FOR A=NAVT TD NAVT+43:READ B:7A=B:NEXT

300 DATA 0,0,0,0,0,0,0,0,17,17,17,17,17,51,35,103,13
&,1346,134,136,136,204,76,110,0,0,0,0,0,0,0,0,0,34,34,17
.24!.17.34.34.71.119.51.51.235.35.119.238,46.238.204.20
4,127,76,238,119,0,468,68,134,248,134,48,68

310 FOR A=AS TD AS+7:READ B:7?A=BiNEXT

320 DATA 0,9,6,46,6,105,105,6

330 FOR A=MSHIP TD MSHIP+175:READ B:7A=B:NEXT

340 DATA 0,1346,204,238,119,51,17,0,0,0,0,0,17,255,15
,255,0,0.0.1?.255.255.15.15.51,11&,248.248.2&2.12?.&3,6
3,204,230,241,241 ,240,255, 143,255,0,0,0, 255, 240,255, 15,
255,51,118,248,243,240.255.31,255.204.226.241.241,243.2
39,207,207

350 DATA 0,0,0,136,255,2%5,15,15,0,0,0,0,136,255,15,
255,0,17,51,119,238,204,134,0,0,0,0,0,0,0,0,0,17,0,0,0,
0,0,0,0,143,25%5,51,17,0,0,0,0,255,204,136,0,0,0,0,0,0,2
ss,0,0,0,0,0,0,0,255,0,0,0,0,0,0,0,255,0,0,0,0,0,0

340 DATA 255,51,17,0,0,0,0,0,31,255,204,136,0,0,0,0,
136,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0
370 FOR I%=0 TO 2 STEP 21P%=19400

380 COPT I%

390 .START

400 LDA#L10:STAK7A:LDA#L79:STAL7B

410 LDA#%10:STAL77:LDAKLSD: STAL7E

420 CLC:LDAL7A: ADC#464:STAL7C: LDAK7B: ADC#1: STAX7D1JSR
MNT

430 LDA#&DO:STAKBC: LDA#LSA: STALBD

440 CLC:LDAXBC:ADC#&4: STALBE: LDAKBD: ADCH1: STALBF

450 JSR CX

460 LDA#B8:STA TL:LDAMO:STA TH:STA SCR:STA LIDEAD:STA
SHOT

470 LDA#10:STA CONT1:STA CONT2:STA CONT3

480 LDA#12:STA VIT:LDA#4:1STA VITO

490 LDX#O

S00 .TIM

510 LDA#O:STA TS,X

%20 INX:CPX#12:BNE TIM

s30 LDA#O:STA MORT:STA PR:STA KCiSTA KC+1:STA KC+2:L
DA#17:STA CONT

540 LDA#2:1STA PORT

550 RTS

540 .DMOON

570 LDY#47

580 .DMN

590 LDA MOON,Y:STA &5950,Y:LDAMOON+48,Y:STA LSAP0,Y:

GAMES COMPUTING JANUARY 1985

DEY: BPL DMN

&00
610
620
630
640
LDA®O:
650
660
&70
&80
650
700
710
720
730
740
750
760
OH,Y
770
780
790
800
810
820
830
840

RTS
.RESET
LDX#0
.RSO
LDA®&4:STA IL,X:LDA#1:STA IH,X:
STA SL,X:5TA LS,X:STA SAC,X

INX:CPX#12: BNE RSO
LDA#0: STA ROF:STA PRAS
RTS
. G0OD
LDA ROF:BNE MT12
JSR ALE:CMP#B:BCC Gi
RTS
.61
LDY#O
.62
LDA SL,Y:BNE G3
CLC:LDA&BC: ADC#%A0: STA DOL,Y:LDA&SD: ADCH&2:STA D

LDA#1:1STA SL,Y:STA LS,Y
RTS
.63
INY: TYA:CMP#12: BNE G2
LDA#1:STA ROF
LMT12
RTS
.MOViZ2
LDA CONT1: BEQ MA
DEC CONT1:RTS
MA
LDA VIT:STA CONT1
LDX#0
.MO
LDA DOL,X:STA&B2:LDA DOH,X:STA &83
LDA LS,X:1BEQ MOT
LDY#15
M1
LDA#0: STA(&B2) ,Y: DEY:1 BPL M1
JSR TEST
M2
CLC:LDA%82: ADC IL,X:STAKB2
LDA L831ADC IH,X:STALE3
.MO1
LDY#15
M3
LDA NAV,Y:1STA(&82),Y:DEY:BPL M3
JSR ALE:CMP#20:1BCS TTI
JSR DOG
LTTI
LDALB2: STA DOL,X:LDA%83:STADOH, X
.MOT
INX:CPX#121 BNE MO
RTS
.TEST |
LDA DOH,X:CMP#&SF:BCC T2
CMP#&78: BCS TO
JSR ALE:CMP#50:BCC TT
RTS
i1
JSR ALE:CMP#150:BCS T2:CMP#100:BCC T1
.TO
LDA#192:STA IL,X
LDA#254: STA IH,X
RTS
il
LDA#S&:STA IL,X
LDA#1:STA IH,X
RTS
T2
LDA#721STA IL,X
LDA#1:STA IH,X |
RTS |
.ALE |
TXA:18TA FINE
LDY#8 |
.BE
CLCi1LDAL73+3:BPL ZE i
LDX#2
«LP :
LDA&73,X1EOR &70,X:STA &73,X
DEX
BPL LP
SEC
.ZE
ROL &73:ROL &73+1:ROL &73+2:ROL &73+3
DEY:BNE BE
LDA FINE:TAX
LDAL73+3
RTS
MR




1480
1450
1500
1510
1520
1530
1540
1550
1560
1570
1580
1590
1600
1610

1670

1710

2040
2050
2060
2070
2080
2090
2100
2110
2120
2130
2140
2150
2160
2170
2180
2190
2200
2210
2220
2230
2240

2310
2320
2330

234

oo

LDA CUNTICHPU34|BEG MRO

INC CONT

LDA#B:1 STA BOILDAOOIBTA S1

JSR MN

« MRO

RTS "

«ML

LDA CONT:BEQ MLO

DEC CONT

LDA#248:1STA SO:1LDAN255:18STA S1
JSR MN

.MLO

RTS

«MN

LDY#31

«MNO

LDA#O:I STA(L7A) ,Y1ILDA HIP,Y1STA(&7C) ,Y1DEY1BPL MNO

CLCi1LDAL7A1 ADC SO0:18TAL7AILDAL7E1ADC S11STAL7BE
CLC:LDAL7A1 ADC#&41 STAL7CILDAL7B1 ADC#11 ETAK7D
LDY#0:1LDA(&7A) , Y1 BNE RDEAD
LDA (&7C) , Y1 BNE RDEAD
LDY#32:LDA(&7A) , Y1 BNE RDEAD
« MNT

LDY#31

« MN1

LDA NAVT,Y18STA(&7A) ,YILDA NAVT+32,Y18TA(&7C) ,Y:DE

MN1

RTS8
« RDEAD
LDA#1:18TA MORT
RTS

.DOG

LDY#O

«FO

LDA T8,Y1BNE F2

CLCi1LDAKB2:1 ADC#4641STA BGAL,Yi1LDALEI1ADC#118TA GAH,

LDA#1:18TA T8,Y
RTS

«F2

INY:1CPY#12:1BNE FO
RTS

«BULLET

LDA PORT:BEQ U40

DEC PORT

RTS

«U4o

LDA®2:18TA PORT
LDX#0

.BLO
LDA GAL,X:STALB2:1LDA GAH,X:STALES
LDA TS,X:BEQ BLé&
LDY®#4:LDA (%B2) ,Y1CMP#240: BEQ BLO&:CMP#14:BEQ BLO

LDY#7

+«BL1

LDA#O: STA(%B2) , Y1 DEY:BPL BL1
CLC:LDALB2:1ADC#44: 5TALE2: LDALES1 ADC #1:S5TALB3
LDAKB3:1 CMP#&77:BCC BUY

LDY#4:LDA(&B2) ,Y:CMP#17: BEQ GDEAD:CMP#1346: BEQ GDE

ADICMP#1:1BEQ GUY1CMP#0:BNE BLO&

lwv
LDY#7

.BL2
LDA AS,YiSTA(&B2) ,Y:1DEY:BPL BL2
LDALB2:1STA BAL ,XtLDALB3I:STA GAH,X
.BLé&

INX:CPX#12: BNE BLO
RTS

«BLO&

LDA#0:STA TS, X

INX:CPX#12: BNE BLO
RTS

. GDEAD

LDA#1:STA MORT:RTS

«MTSHIP

JBR TDEAD

LDA CONT2:BEQ@ MB

DEC CONT2:RTS

-.MB

LDA®10:STA CONT2
LDY#87
«MTO
LDA#O: STA(LBC) ,Y1 STA(&BE) ,Ys DEY: BPL MTO
JSR ALE:CMP#10:BCS MJ

LDA TL:CMP#B:BEQ MT3

JMP MT2
«MJ
LDALBC : CMP#&CO: BEQ MT2: CMP#&40:BEQ MT3
«MT1

CLC:LDALBCIADC TL:STALBC:LDALBD: ADC TH: STAXBD

O CLC:LDALBC: ADC#&4:1STALBE: LDALBD: ADC#1: STALBF

2350
23460
2370
2380

DEY:BPL

2390
2400
2410
2420
2430
2440
2450
2460
2470
2480
2490
2500
2510
23520
23530
2540
2550
2560
2570
2580
2590
2600
2610
2620
2630
2640
24650
26460
2670
2680
2690
2700

-CX
LDY#87

«MT4
LDA MSHIP,Y:STA(&BC) ,Y:LDA MSHIP+88,Y:STA(LBE) ,Y:
MT4
RTS

«MT2
LDA#B8: STATL:LDA#O: STA TH
JMP MT1

«MT3
LDﬂ.248lSTRTLILD&QZS&IBTA TH
JMP MT1

«FIRE
LDA SHOT:BNE W1

SECILDA&7A: SBC#S4: STALBAL: LDAL7B: SBC#1: STALB7
LDA#1:8TA SHOT
JMP WC

W1l RTS

.FIREL
LDA SHOT:BEQ W1
LDY#7

W3
LDA#O:STA(4B&) ,Y1 DEY1BPL W3
SEC:LDALBA: SBC#&4: STALBS: LDALE7: SBC#1:STALB7
«WC
LDY#0: LDA(&B&) , Y1 BNE WF3
LDAXB7: CMP#&&0: BCC V2
LDY#7

- V1
LDA#1:STA(&B&) ,Y:DEY: BPL V1

RTS

. V2
LDA#0: STA SHOT
RTS

<WF3
LDA#1:STA LIDEAD:LDA#0:STA SHOT
LDY#0: LDA (&B64) ,Y:CMP#&68: BEQ W&:CMP#34:BER WS:CMP#

136:BEQ WB:CMP#17:BEQ W7:CMP#204:BEQ W9

2710
2720
2730
2740
2750
2760
2770
2780
2790
2800
2810
2820
2830
2840
2850
2840
2870
2880
2890
2900
2910
2920
2930
2940
2950
2960
2970
2980
2990
3000
3010
3020
3030
3040
3050
3060
3070
3080
3090
3100
3110
3120
3130
3140
3150
3160
3170
H,Y
3180
3190
3200
3210
3220
3230
3240
3250
3260
3270

JSR NEBACK
W
LDA#S:STA SCR:LDA#0:STA PR:RTS
WS
JSR NEBACK
We
LDA#2: STA SCR:RTS
W7
JSR NEBACK
. We
LDA#1:STA SCR:RTS
. NEBACK
SEC:LDALB&: SBCH#B: STALBA: LDALB7: SBCHO: STALEY
RTS
. DREXP
LDY#15
.10
LDA THEXP,Y:1STA (%B8&),Yi1DEY:BFL 10
RTS
.EFAEXP
LDY#1S
«I1
LDA#0:STA (&84)
RTS
.COALIEN
LDA SCR:CMP#5:BEQ 1&
LDX#0O
.12
LDA LS,X:BEQ I4
LDA DOL,X:STA &82:LDA DOH,X:STALB3I
LDY#O: LDA (&B2) ,YiCMP#33:1BEQ IS
.14
INX:CPX#12: BNE
RTS
« IS
LDAMOISTA LS, X
INC PRAS
« 16
RTS
. CAOS
JSR ALE:CMP VITO:BCC CAO
RTS
«CAD
LDY#0O
«-CAl
LDA SL,YiBNE CAZ2
CLC: LDALBC1 ADC#&AO:STA DOL,Y:LDALBD: ADC#&2:STA DD

wY:DEY:BPL I1

12

LDA#1:STA SL,Y:STA LS,Y
RTS
«CA2
INY:CPY#12: BNE CAl
RTS
«MS12
LDA CONT1:BER RES
DEC CONT1:RTS
- RES
LDA VIT:STA CONT1
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LDX#0

«SMO :

LDA DOL ,X1STAKB2:LDA DOH,X:STALB3
LDA LS,X:BEQ@ SM7

LDY#15S

«BM1

LDA#0: STA(&B2) ,YiDEY: BPL SM1
LDALB3: CMP&&C: BCC SM2

JSR TET

.8M2

CLC:LDAX821ADC IL,X:STALB2:LDALB3I:ADC IH,X:STALBS
LDA%B3I: CMP#&78: BCS R1

S HEHH HI R

LDY#1S 4200 JSR ALE:CMP#50:BCS. DYT
. BMS 4210 LDA#1:STA PR:STA RACH:LDA#S&6:STA RACL
LDA Ni,Y:STA(&82),Y:DEY:BPL SMS 4220 RTS
JSR ALE:1CMP#30:BCS SMé 4230 .DY2
JSR 4240 LDA CONT3:BER TN
. 8M& 4250 DEC CONT3:RTS
LDA&B2: STA DOL ,X:LDAKB3:STA DOH,X 4260 .TN3
.8BM7 4270 LDA#10:STA CONTS
INX:CPX#12: BNE SMO 4280 LDY#15
RTS 4290 .DY3
<.R1 4300 LDA#0:STA(K77),Y:DEY:BPL DY3
LDA#O:STA SL,X:STA LS,X:STA SAC,X 4310 CLC:LDAX77:ADCRACL: STAL77:LDAL78:ADC RACH: STAL78
LDA#&4: STAIL X 4320 LDY#1S
3530 JMP SM7 4330 .DY4
3540 .TET 4340 LDA N3,Y:STA(&77) ,YsDEY:BFL DY4
3550 LDA SAC,X:BNE RO 4350 JSR \VOID
3540 JSR ALE:CMP#100:BCS RO:CMP#50:BCC R7 43560 JSR ALE:CMP#100:BCS DYS
3570 LDA#1:STA SAC, X 4370 JSR FOLIE
3580 LDA#SA:STA IL,X:1LDA#1:STA IH,X 4380 .DYS
3590 JMP RO : : 4390 RTS
3400 .R7 4400 .VOID
3610 LDA#72:STA IL,X:LDA®1:STA IH,X 4410 LDA RACH:CMP#1:BNE DIO
3620 .RO 4420 LDA&78:CMP#L40: BEQ DIt
3630 RTS 4430 CMP#&&4:BEQ DI2
3440 .SDEAD 4440 RTS
3450 LDY#31 4450 .DI1
346460 .SDO 4460 LDAN72:8TA RACL:RTS
3470 LDA TREXP,Y1STA(&7A) ,YiILDA TREXP+32,Y:STA(K7C) ,Y: 4470 .DI2
DEY: BPL SDO 4480 LDA#20018TA RACL:LDA#254:STA RACH:RTS
34680 RTS 4490 .DIO
3690 .FDEAD 4500 LDAL7Bi1CMFP#%41:BEQ DI
3700 LDY#31 4510 CMP#&SD:BEQ DI4
3710 .SD1 4520 RTS
3720 LDA#O:STA(L7A) ,Y:LDA HIP,Y:STA(&7C) ,YsDEY: BFL SD1 4530 .DI3
4540 LDA#184:STA RACL:RTS
3730 LDX#0 4550 .DI4&
3740 PTB 45460 LDANSA:STA RACL:LDA#1:STA RACH:RTS
3790 LDA T8,X:BEQ PTA 4570 .FOLIE
3740 LDA GAL ,X:STALBZ2:LDA GAH,X:STALB3 4580 LDY#O
3770 LDYN7 4590 .FOLO
3780 .PTE 4600 LDA KC,YsBNE FOLZ
3790 LDANOISTA(4B2) ,Y:DEY:BFL PTE 4610 CLC:LDALK77: ADC#64:STA JAL,Y:LDAL78: ADC#1:STA JAH,
3800 .PTA ¥
3810 LDAMO1STA TS,X 4620 LDA#1:1STAKC,Y
3820 INX:CPX#12:BNE PTB 4530 RTS
3830 LDX#O 4640 .FOLZ2
3840 .PTE1 4650 INY:CPY#3:BNE FOLO
3850 LDA KC,X:BEQ PTE3 4460 RTS
3860 LDA JAL ,X:STALB2:LDA JAH,X:STALB3 4470 FAF
3870 LDY#4 44680 LDX#O
3880 .PTE2 4490 .FFO
3890 LDA#0O:STA(&B82) ,Y:DEY:BPL PTE2 4700 LDA KC,X:BEQ FFé&
3900 .PTE3 4710 LDA JAL,X:1STALB2:1LDA JAH,X:1STALES e
3910 LDA#O:1STA KC,X 4720 LDY#4
3920 INX:CPX#3:BNE PTE1 4730 .FF1
3930 LDA SHOT:BEQR PYW 4740 LDA#O1STA(&B2) ,Y:DEY1BPL FF1
3940 LDY#7 4750 CLC:LDAKB2: ADC#72:STALB2: LDALB3I1 ADC#1:18TALES
3950 .PY 47460 LDY#4:LDA(&B2),Y:CMP#240: BER FF7:CMP#17: BER WDEA
3960 LDA#O1STA(LBS) ,Y1DEY:BPL PY Di:CMP#134: BEQ WDEAD: CMP#23%9: BEQ WDEAD: CMP#241: BER WDEAD
3970 LDA#0:1STA SHOT
3980 .PYW 4770 LDY#4
3990 LDA#17:8TA CONT 4780 .FF2
4000 LDA#N%X10:STAL7A:LDANLT7F:STAKTB 4790 LDA BOMB,Y:STA(&B2) ,YiDEY:1BPL FF2
4010 CLC:LDA%7A: ADC#&4:STAL7C:LDAL7B: ADC#1:STAK7D: ISR 4800 LDAXB2:STA JAL (X:LDAKE3:STA JAH,X
MNT 4810 .FFé
4020 RTS 4820 INX:CPX#3:BNE FFO
4030 .TDEAD 4830 RTS
4040 LDY#31 4840 .FF7
4050 .DTO 4850 LDA#O:STA KC,X
4060 LDA(&7A),Y:CMP NAVT,Y:BNE DT1:DEY:BNE DTO 4840 INXsCPX#3:BNE FFO
4070 RTS 4870 RTS
4080 .DT1 4880 .WDEAD
4090 LDA#1:STA MORT:RTS 4890 LDA#1:1STA MORTIRTS
4100 .KING 4900 .FD1
4110 LDA PR1BNE DY2 4910 LDY#1S
4120 JSR ALE:CMP#1:BEQ DY1 4920 .JKO
4130 CLC:LDAL77:ADCH14:STAK77: LDALTB: ADC#0: STAL78 4930 LDA NT1,Y1STA Ni,Y:DEY:BPL JKO
4140 LDA&77:CMP#&40:BCS DYT 4940 RTS
4150 RTS 4950 .FD2
4160 .DYT 4960 LDY#1S
4170 LDANK20:STAK77: LDA#LSD:STALK7B 4970 .JK1
4180 RTS 4980 LDA NT2,YsSTA N1,Y:DEY:BPL JK1
4190 .DY1 4990 RTS
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INEXT

P470=453: 7&7 1=4B5: ?472=L76;: ' &73=RND
CHAIN"panic"
DEFPROCSTART
PRINTTAB(12,B8)3CHR$(141);CHR$(132) ; "ESMIFRASOFT"
PRINTTAB(12,9)jCHR$(141) jCHR$ (132) § "ESMIFRASOFT"

PRINTTAB(14,11) jCHR$ (132) § "PRESENTS"
PRINTTAB(12,13) ;CHR$ (133) jCHR$ (134) ; "SPACE PANIC"
EMDPROC

5070
5080

10 SHOT=44A2F:LIDEAD=L4A3II 1 MORT=L4ATS: PRAS=L4A32:1 VI
| T=&4A96: VITO=44AF971 SCR=L4AT4S

¥ 20 RESET=44D2A1START=44C70:600D=44D4F 1 MOV12=84D871 M

| TSHIP=%4F 741 BULLET=44EEE: MR=44EA4E: ML=44ELL: FIRE=LAFF 11 F

IRE1=4500C: CAOS=450D7:1 M512=45105: DREXP=&5093: COAL IEN=LS

| OAB: EFAEXP=4S09E: SDEAD=4S1B0: FDEAD=451CO: DMOON=44D18: FA

| F=45337:1 KING=4525A

30 FD1=&53A1:FD2=L53AD

40 MODE7

S0 DIM NI%(10),NI$(10)

60 ENVELODPE1,129,-8,0,0,15,0,0,127,0,0,-127,126,0
70 ENVELOPE2,129,0,0,0,100,0,0,127,-2,0,-1,126,120
B0 PROCBEGIN

90 HI%=0

100 MODES

110 VDU233;B8202;030;0;

120° BCA=0:T=0:LI%=S:J=15

130 PROCREADY:PROCSCORE: PROCLI
140 PROCPLANET:CALL DMOON

150 VvDU1%,3,4,0,0,0,19,2,2,0,0,0
160 CALL RESET

170 CALL START

180 L=1:CI=G00D:MI=MOVi2

190 REPEAT

200 IF INKEY(-&47) CALL MR

210 IF INKEY(-98) CALL ML

220 CALL CI

230 CALL MI

240 CALL BULLET

250 CALL KING

260 CALL FAF

270 CALL MTSHIP

IF INKEY(-99) AND ?SHOT=0 SOUND&0O11,1,150,2:CAL

CALL FIRE1:CALL FIRE1:CALL FIRE1
IF 7LIDEAD=1 PROCDEAD

IF 7?MORT=1 PROCMORT
UNTIL ?PRAS=12 OR LI%=0

IF LI%=0 GOTO470

CALL RESET

IF ?VIT=2 PROCBONUS

IF L=0 GOTO 400

IF RND(4)=2 CALL FD2:17?VIT=s21ELSE CALL FD1
CI=CADSIMI=M812
L=01B80T0190

C1=B00D: MI=MOV121L=1

JmJ-1

IF J<5 J=5

WIT=I

VITO=PVITO+1

IF 7VITO>14 7VITO=14

BOTO 190

cLS

MODE7

#FX15,1

PROCHI

PROCHITABLE

IF S#="Y" GOTO 100 ELSE END
DEFPROCDEAD
CALL DREXP
SOUND&0010,2,RND (3) +3,4
FOR A=0 TO 201NEXT
CALL COALIEN

580 SC%=B8C%+10#78CR

590 IF SCX>4000 AND T=0 LIXsLI%+1:SOUND&0010,2,1,41P
ROCLI1Tw1

600 CALL EFAEXP

610 PROCSCORE

420 ?7LIDEAD=0O

630 ENDPROC

440 DEFPROCMORT

460
470
480
490
500
510
520
530
540
550
360
570

1 1

program )

&50
&60
&70
&80
&90
700
710
720
730
740
750
760

CALL SDEAD
SOUND&0010,2,46,20

FOR A=1 TO 1000:NEXT
LIX=LI%-1

CALL FDEAD
PROCLI
PROCGROW

PMORT=0

ENDPROC

DEFPROCREADY
COLOUR 1
PRINTTAB(12,30) ; LEFT$("00000" ,S-LEN (STR$HI%) ) jHI

% .
ENDPROC

DEFPROCSCORE

COLOUR1

PRINTTAB(3,30) j LEFT$ ("00000" ,S-LEN (STR$SC%) ) } SC%

770
780
790
800

810

820

830

840

850

860

a7o

880

890

200

210

920

930
———y NEXT

940 PRINTTAB(4,1)jCHR$(130) ; "Best Scores"

950 I=0

9460 FOR A=3 TO 21 STEP 2

970 I=I+1

980 PRINTTAB(3,A)jCHR$(131);1;"."; TAB(4,A) jCHRS (130)
LEFT$("00000" ,S—LEN(STRSNIXL(I))INI%(I)}

990 PRINTTAB(O,A+1) jCHRS$ (129) jNIS$(I)

1000 NEXT

1010 PRINTTAB(4,24) jCHR$ (130) ; "Another Game 7"

1020 REPEAT:S$=GET$:UNTIL S$="Y" OR S$="N"

1030 ENDPROC

1040 DEFPROCHI

1050 I=0

1040 REPEAT

1070 I=I+1

1080 UNTIL NIXZ(I)<SC% OR I=10

1090 IF NIX(I)<SCX P=10:REPEAT:NIZ(P)=NIX(P-1):NI$(P)=
NI$(P-1):P=P-1:UNTIL P=I-1 ELSE GOTO 1130

1100 NI%(I)=8C%X

1110 INPUTTAB(1,18)"Your Name " ,NI$(I)

1120 HI%=NI%(1)

1130 CLS

1140 ENDPROC

1150 DEFPROCBEGIN

1160 FOR I=9 TO 10

1170 PRINTTAB(9,1)CHR$141CHR$134CHR$133CHR$157CHRS$134
"SPACE PANIC "CHR$15&:NEXT

1180 PRINTTAB(2,12)jCHR$(133) j "LEFT"; TAB(31,12) ;CHRS$ (1
33) 3 "RIBHT"; TAB(14,18) jCHRS (133) § "SPACE-BAR"

1190 PRINTTAB(3,14)jCHR$(134);"2"; TAB(33,14);CHR$(134)
J"X"3TAB(14,20) jCHR$(134) j "FIRE"

1200 PRINTTAB(11,22)j)CHR$(132) ) "Any Key to play"

1210 REPEAT S$=0CETS#

1220 ENDPROC

1230 DEFPROCPLANET

1240 BCOLO,2

1250 MOVE 536,104

1260 RESTORE 1280

1270 FOR A=1 TO 22:READ X,Y:DRAW X,Y:NEXT
1280 DATA 0,104,0,112,544,112,504,44,184,64,184,28,544
128,544 ,44 ,%48,44,568,28,704,28,704 , 44,728,448 ,728,28, 10

ENDPROC

DEFPROCL I

COLOUR3
PRINTTAB(9,30) jLEFT$("00" ,2-LEN(STR$LI%))jLI%
ENDPROC

DEFPROCGROW

IF LI%=0 ENDPROC

COLOUR 3:PRINTTAB(4,22); "Press
REPEAT S$=GET$:UNTIL Ss$="A"
COLOUR O:PRINTTAB(4,22);"Press ‘A°"
ENDPROC

DEFPROCHITABLE

a

es,28,1088,64,748,64,736,112,1279,112,1248,140,24,140,0 |

y112
1290 MOVE S584,114
1300 FOR A=1 TO 10:READ X,Y:DRAW X,Y:NEXT

1310 DATASB4,124,534,464,736,464,688,124,688,116,584,116 |

+5684,124,4688,124,488,116,720,64

1320 MOVE 542,44:DRAW 584,116

1330 MOVE 1279,112:DRAW1279,104:DRAW 736,104

1340 MOVE 7é8,72:DRAW 1072,72:DRAW1088,464:MOVE184,64:D
RAW200,721DRAW 504,72

1350 ENDPROC

1360
1370
1380
1390
1400
1410
1420
1430
1440
1450

DEFPROCBONUS
E%=4+RND (&)

CALL FDEAD

FOR D=1 TO EX
SCXA=8SC%+40+RND (40)
PROCSCORE
SOUND&0010,2,1,4
FOR X=0 TO &001NEXT
NEXT

1460 ENDPROC
GAMES COMPUTING JANUARY 1985

FOR A=0 TO 2 STEP 2:PRINTTAB(4,A);CHR$(129)j"~—==

: IF SCX>4000 AND T=0 LIX%=LI%+1:SOUND&0010,2,1,4:P ’
|ROCLIiT=1

;




REWRITE THE HIGH “assams’ SCORE TABLES

With the Gunshot, you'll have all your enemies cowering in corners. 8-directional action and an all-in-
one moulded stem allows accurate annihilation and strength to survive those all-night
sessions. Dual fire buttons for fading fingers (and a rapid fire version when
they're really coming thick and fast). And, if you break it (and e know you'll
try) our 12 month guarantee will prove invaluable. The Gunshot plugs directly
in to practically all popular home computers (ask about Vulcan interfaces
for the BBC, Spectrum, Electron, C16, Plus 4). Only £8.95.

See the range of Vulcan joysticks and interfaces
vieomonne VILALEATR S
high score tables. ELE[]’F’D"“[& LTD

JysStick Genns

200 Brent Street. Hendon, London NW4 1BH. 01-203 63¢




SOFTWARE

S.0.S: .

Runs on: 48K Spectrum
Made by: Visions
Price: £5.95

S.0.S means Save Our Souls and is
what is shouted by the stranded
humans on the planet's surface. You
may have guessed that this game is a
type of lunar lander and rescue game.
You must fly past many layers of alien
types or meteors which are superbly
animated and scroll smoothly across
the-screen. At the top is your mother-
ship. When ready you will need to fly
down to one of the six landing pads and
pick up one of the six stranded humans
and again, avoiding or shooting alien
space ships, make your way back to the
mothership where docking is required or
the humanoid will fall down to the
ground and meet a nasty death.

S.0.S. features great graphics, in-
structions in the program, good sound
and Kempston and Sinclair joystick op-
tions. Well worth a look at.

Sullivan to amuse you while the loading
takes place and then into a rendition of
the High Noon theme which is a minor
masterpiece in its own right.
| The principle of play is simple. Shoot
all the outlaws to prevent them robbing
the bank or making off with the saloon
girls and don't get shot yourself.
Joystick control is smooth and accurate
but so are the outlaws’ bullets and stay-
ing alive can be difficult. Each screen
ends with a fast draw challenge but
these are fairly easy to win. As you pro-
gress, you have to face riders on horse-
back and throwers of dynamite who
make your task even more hazardous.

As a game, however, this offers no
new concepts. What saves it from
mediocrity is the attention to detail. The
graphics in the early screens of the
town street are excellent. The swing
doors on the saloon actually swing each
time you enter or leave. the sprite
characters are well drawn and most
delightful is Rigor Mortis, the under-
taker, who rushes around collecting all
the dead bodies including yours if you re
not careful. The final screen of the ‘Hole
in the Wall’’ outlaw hideaway is not as
graphically adventurous which is a bit
of a letdown.

One word of warning! the instruc-
* tions tell you that the outlaws will not
fire where there is a chance of shooting

BENEATH THE STARS

m t;’n: ;‘1 99/4A (Basic) . | [
Price: Y £7 .35 . | JOYSTICK OPTION
Alien type multi-digit hands are needed
to keep up with the key pressing action
demanded in this game. Nine keys are
used to defend your space base from
alien attack. You lose power if they
damage your force field or if you bring
your laser cannon or neutron gun into
action. Help is at hand though in the
shape of a repair craft, which can
restore the force field and hence energy
levels.

If more than one alien crashes into
your generators you're finished. There
are six types of alien to destroy, each
with a different points score. There are
five difficulty levels and the five highest
scores are automatically recorded.
Standard keys are set for playing, but
these can be altered by selecting the ap-
propriate menu option. Error checking is
limited since the program is tightly
squeezed into the T| memory, so take
care in resetting keys or by pressing
enter as default you could end up with a
stuck game.

Only one key operates at a time, so

the game has an infuriatingly high each other and suggest that you can
frustration quotient. In this respect the take strategic advantage of is. The
game is cl:_verly rashr]iokneg to g'i:fe you HlGH NOON outlaws iI"f\ the r\:ersionll playﬁdfsho:ed
so many things to think about that you g no sign of such scruples as | found to
don’t worry about the typically jerky Runs 0"'_ CBM 64 my cost.

movement of the slow Tl basic. All the Mgde by: Ocean Overall, an unremarkable game plot
while a lower screen display monitors  Price: £7.90 saved by high quality graphics and
your defence levels and score. sound and an attention to he little

The packaging and instructions are As with most games these days, this details. Even the instructions have been
to Intrigue’s usual high standard. Slow comes as a fast loader and a reliable one well produced in booklet format and in-

Tl basic or not, this is an altogether at that. It loaded first time on every at- clude playing hints to help you gain the
professional effort, giving very good tempt. The first thing to strike you is the highest scores. Probably worth the ask-
value for money. quality of the music. Gilbert and ing price.
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FULL THROTTLE
Runs on: 48K Spectrum
Made by: Micromega
Price: £6.95

Full Throttle is a motorcycle racing
game and is a version of Pole Position.
The game features 40 other motor-
cycles to compete with, ten tracks, and
up to five laps.

The game works very well, but un-
fortunately all the motorcyclists (except
you) are green, so is the grass arond the
course and the hills in the background
and therefore the graphics are not
always clear. The motorcyclists are well
animated but your competitors flicker a
bit and are not figures but just coloured
shadows.

If a player, however, is carrying on,
once he comes off the track he slows
down almost to an absolute standstill.
Also, most of the opponents once faced
with being overtaken, swerve to give
the player a penalty and slow him
down.

The main thing wrong with the game
is that if you come in 40th you are not
given a time. The game features a new
loading system which cuts out many
minutes of frustrated waiting. However
the game still takes a fair time to load.

Full Throttle features a number of
joystick options. Overall, | think it beats
similar games like Chequered Flag for
sheer addictiveness. A very worthy ad-
dition to any library.

J Estcourt

/ﬂ/[ 07 TLE

For 4BK Spectrum

48K SPECTRUM

M '\f”l-l l\ﬂ':D

HATTER

Runs on: Gamma Software
Made by: 48K Spectrum

Price: £6.95

““Oh No’’, “What am | going to do?"’

wails the mad hatter, and in my opinion
he certainly has something to, wail
about, for being such a scatter brain as
he is he finds it very difficult to
remember things. He has however just
remembered that today is his unbrthday
and he has invited all his friends over to
tea to celebrate the occasion, but he
forgot to get in anything to eat.

There is still time to save the day if
he hurries, so help the mad hatter to
collect his tea time treats and carry
them to the table, but you must look out
for the mice. Those nasty mice will
pinch anything from right under your
nose and the mouse poison never
seems to kill anything but the mad hat-
ter himself.

While you are doing all this with one
hand you must proceed to clean up the
house before the guests arrive, with the
other hand. So get the hoovers out.
Whoops, oh dear, those mice have been
at it again, they have rigged up your
hoovers to suck twice as hard so don’t
get to close or you will find yourself
sucked upwards very rapidly. Luckily
you are able to turn the hoovers off
every once in a while by touching the
plug, which seems to float around the
room, like everything else in this mad
place. And even curiouser, you will find
that not only the mice eat the sweets
you must collect, but the poison and the
plugs eat them as well.

To pass the first phase you must col-
lect five chocolate rolls but you need
ten sweets for every chocolate roll. the
second phase is very similar except that
a large yellow ball has escaped from
somewhere so watch out for that.
Following phases are very similar.

Mad Hatter is played at quite a speed
so it takes some time to get used to and
can be highly confusing. Still great fun
for all ages.

WUNDA WALTER

Runs on: Vic 20 16K + joystick
Made by: Interceptor Micros
Price: £6.00

Wonderful! Brilliant! Superb! Fabulous!
As | was beginning to give Vic software
up for dead, along comes Wunda Walter
from Interceptor for the 16K expanded
Vic 20 and joystick.

Walter is a balloon which you control
and which is floating over 3D moun-
tains in superb graphic illustration of a
landscape. But every now and then (all
the time) there are high volcanoes
which you must float over, by going up
(fire button). But in the sky there are
lots of baddies flying along which you
must go under or over to avoid. If a
nasty comes along the top of the screen
and you are over a volcano and it ex-
plodes, well, you lose one of your five
Walters. If you land on any rough sur-
face, you lose a Walter.

To score points you must land on the
diamonds, but beware if you don't
bounce back up quickly enough, you
will land on a sharp surface and POP,
another Wlater gone! With brilliant
graphics, good sound, a high-score
table and messages moving along the
bottom of the screen, as you play, this
is definitely the best-ever game for hte
Vic.

lm;m EPTOR
smtwnni

IRNGAV/RINE;
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JO¥STIGK OPTION

MAZEGOLD

Runs on: Vic 20 (Unex)
Made by: Visions

Price: £5.99

Mazegold is a 100% machine code pro-
gram although first impressions look
like it could have been written in
BASIC. . . By a monkey!

The idea is not an original game con-
cept. You have to guide you intrepid ex-
plorer in search of, yes you guessed it,
gold. Unfortunately there are many
perils in your quest of gold fever. Dead-
ly poisonous. . .Pillars? Also in your
wake a murderous dog-like beasty
chases you everywhere, Fortunately on
each side of the screen there are exits
for you to escape into...Yes you
guessed it...Another room of
poisonous pillars and monsters. This
could, and does, become monotonous if
your idea of fun is running around im-
mensely crowded rooms all day.

Although the game only takes three
and a half minutes to load, it's not really
worth waiting for, unless you turn
down the brightness and just listen to
the sound or better still turn the televi-
sion off. The program has a pause facili-
ty and can ‘toggle’ the music on and
off.

There are a number of bugs in the
program. For a start the name of the
game is spelt differently in several
places. It is spely “"Mazmegold’’ in the
program and ‘‘Mazegold’’ in the
documentation. So somebody up high
in Visions didn’t like the original name.
Also the monster decided it might be
more fun if he turned himself invisible to
he human eye. This resulted in the
length of my game being considerable
less than my usual life of ten seconds.

The game is fairly cheap but really
not worth the money for another old har
maze maze game.
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PSYCHO SHOPPER

Runs on: Vic (8K expanded)
Made by: Mastertronic
Price: £1.99

Another Frogger type game but with a
difference. You play the Psycho Shop-
per who has to cross the road collecting
coins on his way avoiding cars and lor-
ries that speed along the highway at
awesome speeds. The game has four
total different screens. Three of them
being a definitive Frogger style of sheet
and the fourth resembling the inside of a
supermarket where you get to spend
your hard earned, (even if you did find it
laying by the side of the road), money.

The game has good graphics and
sound but | do feel that the writer has
something against old Granny Gladdis,
for on every sheey you have to avoid
her headly touch. The game has six skill
levels between one which is the easiest
(Huh! and six being virtually impossible,
as there are so many cars and lorries
plus out old friend Gladdis, all out to get
you and keep you off the road.

There is no way you can jump ahead
into the supermarket without crossing
every road (You have been warned).

The game has a pause faciliy and is
very addictive. The instructions scroll
along the title page character by
character rather quickly and becomes
quite hard to read. Also the score,
hiscore, and time remaining are printed
at the top of the screen, unfortunately
they are all cluttered together and a
glance at the score during a game
registers nothing. The game itself is
easy to follow because most of it has
been worked out not to produce a
jumbled mess everywhere with every
movement. This game is extremely ad-
dictive although it is immensely hard to
play. It won't take you just one day to
complete the whole game. If you ever
complete it you can always try yourself
on a harder level.

PIROMANIA

Runs on: 48K Spectrum
Made by: Automata
Price: £6.00

Our little friend Pi-man is at it again, this
time he is frantically trying to put out
fires which have broken out in various
parts of the building in this platform
type game. Around the building are
water taps from which he fills his
bucket, then rushes to the nearest fire
and throws the water over the conflag-
ration and if he is lucky he can put it out
and rush to the next outbreak.

To add to his problems someone has
left the odd stick of dynamite which
have to be removed to safety before the
lot goes up. There are people to be
rescued and valuables to retrieve as
well so there is not much time to admire
the scenery. On the top floor is a danc-
ing pink elephant (Yes a pink elephant) |
am not too sure what Pi-man is suppos-
ed to do with that, if you have ever tried
carrying a pink elephant through a blaz-
ing building littered with dynamite then |
suggest you give up whatever it is that
you are taking.

Seriously though, although as usual
with Automata games everything is of a
very high standard with Pi-man moving
in a very realistic fashion and all the
usual action and colour. But somehow |
felt that there is more to life than just
rushing about with buckets of water.
This game is rather like candyfloss,
good to look at and great to eat, but
after you have eaten it there is that
slight feeling of having been cheated.
But then | must declare that my interest
is more in the direction of adventure and
arcade adventure games so for those
who just live for the minute, Piromania
will do quite nicely.

Oh Yes, the record on the reverse
side '‘Put The Cat Out Mother’’ by
““Safety & Matches’’ provided a few
minutes light relief which is all this
game did for me I'm afraid. Still you
can't please everyone can you?
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S.A.S. COMMANDER

Runs on: B.B.C
Made by: Comsoft
Price: £5.95

The first impressions | had upon seeing
the title of this program were ones of
Bodie and Doyle and masked characters
storming embassys to rescue
hostages. After loading the cassette
without problem the concise instruc-
tions st a scene not too dissimilar.

Within the three creens of this pro-
gram differing urban street scenes are
excellently depicted upon which a lone-
ly character under your keyboard com-
mand is drawn. The aim of the game is
that with simple key strokes you move
horizontally across the screen awaiting
the appearance of a gun firing guerilla.
In a window or a door, on a roof or in
the open, it’s kill or be killed — but be
careful, a hostage will appear at random
and your superior don’t like them dead.
You can fire vertically which, whilst
making manoeuverability less complex,
invariably places you at greater risk.
Defeat ten enemy gunmen without in-
curring more than four hits to yourself
and the next scene is revealed.

With a time bonus commencing at
five hundred points and a reqard of ten
points for a kill, your score accumulates
as the screens progress. Camsoft are
awarding cash and software prizes for
the highest scores before April 1985
but be warned that a code relevant to
your score must also be declared before
claiming.

This is an excellent program
especially suited to the younger player
but not without great appeal to the
older of us. A very tempting game ex-
pertly produced and with all the
refinements, such s freeze frame and
quiet option, one has come to expect.

AR
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PARCO GOLF

Runs on: T199/4A (Extended
Basic)

Made by: Parco Electrics

Price: £5.95

This game of golf follows the rules as
much as possible. With half set of irons,
a couple of woods and a putter, you can
pit your skill against an opponent over a
changing nine or eighteen hole course.
Trees, water and bunkers are all there
as obstacles between tee and hole and
the distance and par for each hole are
indicated at the top of the screen.

Each player in turn selects the
power, angle and club for the stroke to
be played. If the ball lands in the trees or
a bunker, then trying to thrash it out by
brute strength can be just as costly as in
the real game. Similarly, landing out of
bounds or in the water attracts a penal-
ty stroke and a dropped ball.

Drivers only drive from tees and put-
ters only put on greens. The computer
decides who starts the game, thereafter
the player furthest from the hole plays
first and the player who wins the hole
starts the next. Although the ball of the
player to play is supposed to darken to
avoid confusion, it is very difficult to
discern and downright annoying to send
what you don’t consider, but turns out
to be, your ball in totally the wrong
direction!

At the end of each hole a score card
appears with details relating to the
round. Besides an overhead view of the
course, a helpful side view appears at
the bottom of the screen. This shows
the trajectory of strokes and gives an
idea of how high a ball is lofted.

The instructions are clear and, of its
kind, this game is a respectable and
faithful rendition.

RED ATTACK

Runs on: 16/48K Spectrum
Made by: U Software
Price: £5.95

Yet another version of the old invaders
game which initiated the arcade craze
but now all seems so dated, and
another which presents a standard well
below that of the prestigious ‘arcadia’
which is considered by many to be the
ultimate home ‘‘shoot ‘em up’’ game.

The graphics are large and smooth,
but the fact that each wave of aliens is
in a single colour makes the display less
impressive. If the player survives all the
coloured waves of an attack level he
then progresses to the next level, which
features ‘‘meaner’’ aliens of different
shapes than the previous level,
although the colour sequence is the
same for each level. There are five
levels in total, and in each level the
aliens move in different formations.
These formations have been so
carelessly choreographed however,
that the aliens on level one for instance,
will all move into your line of fire and
thus commit suicide, allowing you to
destroy all the sheets of the first level
and thus progress to the second. It is
for this reason that | suggest that you
commence play at level B.

In addition to the level selection, five
speeds of play are available — normal,
two faster than normal, and two

slower. The playing controls are either a
joystick or a choice of keys, and the
directions are up, down, left, right and
fire. Moves up or down seems to have
little advantage over staying at the bot-
tom of the screen, as firing is always
vertical.
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Three different methods of scoring are
to be found in adventure games. The
earliest adventures, such as ‘Colossal
Caves’, usually involve searching for and
recovering treasures. These are then
taken to a given location where you will
be given points. More recent games
have tended to give scores for solving
certain puzzles or visiting locations.

The following examples show how
you can adapt these techniques to your
own requirements.

Method 1

The first thing you will need to do is to
insert a line into the main control loop of
your program to send control to a
subroutine or procedure. eg.

420 IF G$ =""SCO"”" THEN GOSUB
2300

or
420 IF G$ =""SCO’"" THEN PROCscore
(for BBC micro)

Supposing you are writing a game
which you must find ten items of
treasure, which are identified by the
numbers 1,3,5,6,7,8,11,14,17 and
21 in the DATA lines, and take these to
the pawnbrokers, which is location 56
in your game. You will then need to
decide how many points each treasure
is worth. In the example shown, you
will notice that | have given each
treasure 10 points.

NTURE inio

lower case variables such as bix). |
have, in addition, used the CHR$ com-
mand to add colour to the display.

Personally, | find games in which you
just try to find and recover treasures a
little dull and prefer to play games
which have an overall theme.

Method 2

In many of these games, you have a
particular test task to perform. There is
often a linear progression in this type of
game. i.e. each time you solve a pro-
blem, it will allow you to move further in
the adventure. Thus if the game starts
at location number 1, your task might
be to reach location 212 (even if it does
not exist!). This means that you can
give more points by checking the
number of the current location eg.

oo =
SIS 00 100 107

l"'ll"llmllll\l 5

because it allows us to control the flow
of the program more easily. The follow-
ing example should illustrate this better.

Writing a game with a main control
loop such as:

100 REPEAT

400 UNTIL P% =212
410 PROCwin

L2300 DEFFROCscore
106 IF FP%X>10 AND S

320 IF PALX40 AND

PRINT"You
ENDFROC

2400 have

2410

%10 THEN LEL - S4A=10

scored

3%=20

THENLET

"38%:" percent"

2295
2300 LET S%=0

2310 IF B%(1)=56
2320 IF BL(3) =56
2330 IF B%(S5)=56

S400 PRINT
percent”

2410 RETURN

THEN LET
THEN LET S8i=

THEN LET S%=

CHR#®(131) 3 "You

REM %% score routine =%

S%U=8%+10Q
S%Z+10
SY%+10

have scored

The ten lines starting from 2310
check the location that the object held
in the pointer B%(X) is to be found in. If
it is location 56, then the score is in-
creased by 10. You will need to adjust
the variables used to your own com-
puter. | have used the variable S% to
hold the score, BBC users would pro-
bably find score% easier to remember,
whilst Spectrum users will need to use
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This listing shows that you will be
given 10 % if you manage to get beyond
point 10, 20 % if you get beyond point
40 etc. If you do use this method, make
sure that you set the variable S% to
zero at the start of the game.

You will probably be wondering how
a game can work if your task is to reach
a location which does not exist! This is,
however, quite a useful technique
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Will repeat the loop until you reach
location 212. This may not exist in your
game, but it is a useful method of ex-
iting the loop and moving into PROC-
win. To illustrate this let us consider a
game in which you must kill COUNT
DRACULA. When you enter STAB
DRACULA, the main loop may send
control to a subroutine or procedure
such as:

serum in location 45. The main loop
will, of course, pass control 10 a
subroutine such as:

4000 DEFFROCstab
4010 IF P4 <2120
3020 IF AF<>1
40320 LET
4040 ENDFROC

PR e D 4 1D
W=l

THEN FRINT "1
THEN FRINT

herea '" ENDFROC
FROCl ose

can®t do that
"DRACULA ATTACES":#

4500 REM *%#% drink

4520 FPRINT"
my bady ":
4530 SL=5%+10
4540 RETURN

routine x>
43510 IF PZ<>45 THEN FRINT
I drink the serum and

*1.-am not thirsty "z RETURN
I feel a strange glow pass through

This procedure will need some ex-
planation. If the location is not 120
then Dracula is not there and the pro-
gram prints an appropriate message and
returns to the main loop. The variable
AF is used here to test if you have
already solved a previous quest, for ex-
ample are you carrying the wooden
stake. If you have not completed the
previous task properly, the value of the
variable AF will not be 1 and control will
pass to the procedure PROClose, other-
wise P% will be set to the location
which does exist and you will be able to
exit the loop without jumping out of it.

You will need to be very careful to
dimension the arrays large enough if
you do use this method, otherwise you
will find an error being generated. It is
usually worth putting a jump at the
beginning of the main control loop so
that the program does not try to print
the descriptions of non-existent loca-
tions!

There are times, however, when you
will want to give a score for solving cer-
tain puzzles. This will mean adopting a
different technique. The subroutine or
procedure which tell s you the score will
not attempt to change the value of the
variable S% used to hold the score.

Method 3

The variable S% will need to be in- -

creased in the subroutines or pro-
cedures where you want to increase the
score.

It may be that you want to give a
score of 10 points for drinking strange
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Line 4510 checks to see if you are in
location 45 and if not RETURNs to the
main loop. If you are in location 45,
then you will see that S% is increased
by 10. There are problems with this,
however, in that you do not want the
player to cheat and keep on drinking the
serum and increasing their score by 10,
This will necessitate adding an extra
variable which will be used as a flag. |
would suggest that you set a flag such
as HJ=0 at the start of the program
and add the following lines to the
routine:

4515 IF HJ< >0 THEN PRINT ‘'There
is no more serum leftl’”’: RETURN
45635 LET HJ=1

Next month | shall look in more detail
at the use of flags and will also look at
methods of packing more locations and
problems into your game.

2200 DEFFRUOCscore
2210 FPRINT "You have scored
220 ENDFROC

y A percent"

.
n
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SOFTWARE

ALCATRAZ HARRY

Runs on: 48K Spectrum
Made by: W

Price:

Harry is desperately trying to escape
from Alcatraz. To do so he must find
the whereabouts of, and then steal, the
secret files which are hidden
somewhere underground. The only ac-
cess being through one of the ventila-
tion shafts under a grid in the floor. He
must choose the right grid however for
only the grid leading to the files has the
necessary ladder to enable Harry to
escape.

Once the files are found, Harry must
then proceed to peruse the camp and
collect every peice of useful escape
equipment that he can find, but beware,
guards are dotted all over the camp and
if you pass through a section containing
a guard more than once, you will be ar-
rested for loitering, and the prison camp
officials will mete out the rather drastic
punishment of death. If however, you
are lucky enough not to experience
such a fate you might continue with the
game.

Once you have collected all the
equipment that you can or are going to,
you must return to the compound from
which you started. To do this you can
either walk through the various sections
carefully avoiding these sections that
you know contain guards, or you can
find a section containing a small, yellow
car. This car will drive you to the com-
pound. If you find that you are stuck
somewhere, there is an additional aid of
tunnels. Upon entering a tunnel you will
immediately be taken to another sec-
tion. Which section this is will not be
known until you get there.

When you have successfully return-
ed to the compound, you deposit your

equipment. You then get a brief glimpse
of a map showing the positions of the
mines in the minefield which you must
avoid. Then you set off to find the hole
in the fence and freedom. If you suc-
ceed your score is totted up to give you
a HI-SCORE to beat the next time you
play.

There are four levels of skill in this
entertaining game, giving you a harder
challenge once you have mastered the
lower level. Not a particularly fast game
so it gives you plenty of time to think
about what to do next. Only a carefully
pre-planned technique can help Harry to
escape the confinement of Alcatraz.

FRED

Runs on: CBM 64
Made by: Quicksilva
Price: £7.95

Any similarity between the hero of this
game and Indiana Jones is no doubt
purely intentional. The setting is the
maze of tunnels beneath the pyramid of
‘Tootiecarmoon’ which, as Indiana
would have pointed out, has no
relationship to historical accuract. King
Tut was interred in a tomb and not a
pyramid.

Fred, our intrepid archaelogist hero,
seems none the wiser and must battle
through ghosts and mummies to collect
the ancient treasures and find the exit.
There is the usual amount of rope climb-
ing and dodging of drippoing acid to add
to the perils but Fred has his trusty

revolver to defend himself. The gun will
only free six rounds but fortunately the
ancient Egyptians have had the fore-
sight to scatter replacement cartridges
around the tunnels.

Contact with any of the varied
hazards drains the energy from our hero
and final loss of life is signalled by the
sudden appearance of a gravestone.
Fred can refresh himself with the
invigorating potion of Queen Nefertiti
which has no doubt improved in the
keeping. The key to escape is the find-
ing of a bomb which, when detonated
against the grill covering the exit tunnel,
will allow Fred to flee into yet more tun-
nels in a maze of even greater complexi-
ty with increasingly aggressive opposi-
tion.

This game is highly reminiscent of
the sort of stuff that came out in the
early days of the 64. The graphics are
adequate but uninspired and the game
plot is tedious and repetitive. There are
now some truly excellent games on the
market that exploit the capabilities of
the 64 to a much greater extent. Games
of this calibre will have a hard time com-
peting against the best of the ‘pocket
money’ games which must surely be
better value for money. Quicksilva is
definitely capable of better and, to keep
their reputation, better they will have to
do. One last point, why is the music
used in this game the High Noon

theme?

Bt 5,
This is the latest from the Automata

stable starring, once again, Burt who
this time has shrunk so small that he
can fit inside a computer where his mis-




sion is to track down the evil bugs,
hence the title of the game Pi-In-"Ere (Pi
in Here, subtle isn't it?).

Scattered around the innards of your
computer are revolting edit keys, and
passing under one of these with bugs in
hot pursuit will cause the key to drop
and squash the bugs, would that de-
bugging a program was that easy!

The display screens are well done
with Burt's movement being quite
smooth although | found that with the
playing area small and Burt so large it
was somewnat aiIrTicuit 10 manoeuvre
him around.

| cannot think of any real negative
comments to make about this game ex-
cept to say | think it has all been done
before, perhaps not with bugs in a com-
puter but this chasing around collecting
some things and killing other things is,
to me, old hat now, but having said that
| would recommend this game to so-
meone just embarking on a lifetimes
devotion to he silicon chip.

In conclusion therefore, a good game
that should hold your interest for a short
while and as is usual with Automata
games an audio track on the reverse
side. Now if the audio track is supposed
to be played simultanously with the
game then Automata probably only ex-
pect you to be playing this game for
about three minutes which in my
estimation is about right but then
perhaps | have been spoilt by the wealth
of good new games available for the
Spectrum.
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B.C. BILL

Runs on: 48K Spectrum
Made by: Beau Jolly
Price: £5.50

Reviewing a game by Imagine is rather
like writing an obituary, you try and say
only the nice things. However, in the
case of B.C. Bill the game has been
taken over by Beau-Jolly so | suppose
one can be honest. Having said that |
found the game rather good.

You are Mr Bill, a prehistoric
caveman whose only objective in life is
to club young ladies, drag them away to
his cave, and have his wicked way with
them. That's the good news. The bad is
that having fathered children you then
have to feed them and the wives who
seem to recover very rapidly from their
rather strange courtship. You are allow-
ed five years to collect your first wife
and then have to provide for the
children for 17 years, failure to do so
will result in the wives dying and the
children leaving home. The object of the
game of course is to collect as many
wives as possible and keep all your
children at home for the 17 years re-
quired.

Keeping the family in grub involves
going out and clubbing anything that
moves especially dinosaurs who are
better clubbed from behind as they

have a nasty habit of biting if approach-
ed from the front. If by some mischance
you fail to keep your family in the style
to which they have been accustomed
then you will die of a broken heart
(some might say that would be a happy
release after all that hunting and clubb-
ing, but Bill is somewhat primitive).

There is good use of both sound and
graphics with caves and mountains well
depicted with the only reservation being
that there is only one screen which
somewaht limits the lasting interest but
having said that it does have a subtle
quality to it and well worth a look at,
provided that is, you are not into
womens liberation. Perhaps another
version should be issued called B.C.
Brenda and let the wives do all the hun-
ting for once!

ASTRO CHASE

Runs on: CBM 64
Made by: Statesoft
Price: £8.95

There is a book and film called ‘The Last
Starfighter’ which is based on the idea
of a space war arcade game being used
to select those with the talent to be ace
starfighters. The game is virtually im-
possible to complete for all but the most
skillful. | have a strong suspicion that
Astro Chase might have been that
game. As is now common, this comes
as a fast loader which worked reliably.

There is an opening screen which
makes full use of the graphic
capabilities of the 64 to show the
courageous saucer taking off from
Earth base. Then you are quickly out
amongst the stars and planets in your
craft, ready to defend Earth from the
dreaded Megard Empire with their Mega
Mines and attack fighters. You must
dodge your way among the planets
seeking out the enemy and destroying
them. Hitting a planet causes you to
bounce and lose energy.

It is somewhat disconcerting to find
that you also bounce off what seem like
distant stars represented as points of
light. Such are the vagaries of space no
doubt. The graphics are excellent in
respect of the planets and background
but the various ships and mines are
rather less imaginative. Tchaikowsky's
1812 Overture provides background
music but there is an option to turn it off
which is welcomed after a few minutes.
This action is fast and furious and
nimble fingers will be needed on the
joystick to stand any chance of saving
Earth from what seems like an in-
evitable fate. If any of the Mega mines
should reach the planet, then there is a
devastating explosion and pieces of
Earth hurl shatteringly in all directions.
This becomes a familiar sight. There are
reputed to be 34 levels of play but |
have failed to get through level one so
far. An animated sequence is promised
for each level successfully completed
but it was interesting to find that falure
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to start a new chase within a certain
time period produces an animated
return to earth by the pilot wondering
where everyone has gone.

This is undoubtedly a game for the
experts who will appreciate the level of
difficulty involved. A good example of
the space war ‘shoot-em-up’’ game.

FRANK N STEIN

Runs on: 48K Spectrum
Made by: P.S.S.
Price: £5.99

As the name would suggest, in this
game you are the evil professor Stein
who spends most of his time wandering
around his laboratory looking for bits of
skeletons to transform into a living be-
ing. These bits have to be collected in a
certain order whilst at the same time
avoiding the various nasties that lurk
about including spiders, caterpillars,
lobsters, and man eating pumpkins.

The game itself is a fairly standard
platform type with 50 screens with
movement to the next screen being
achieved when the monster has been
built and brought to life with a charge of
electricity. Prof Stein starts at the top of
the screen and whilst he can walk down
the stairs is unable to walk back up
them, instead springs are thoughtfully
placed at intervals upon which he steps
to be sprung back up to the previous
level. Timing is important to avoid get-
ting zapped by the nasties. On each
alternative level you have to climb from
the bottom of the screen to shut off the
power supply to deactivate the
monster.

Only three keys are used, Left, Right
and Jump (activate the spring) so
although it is not difficult to complete
each level it does require some skill in
avoiding the hazards and collecting the
bones in the right order. The use of col-
our and sound is quite imaginative with

R FOR SPECTRUM 48K
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a quite brilliant piece of animation being
used when Prof Stein slips about on a
stretch of ice.

Whilst the concept of the game is
original it has borrowed from several
other sources in its implementation, but
this does not prevent it from being an
interesting and quite addictive game
that should keep you occupied well into
the winter months. A good buy.

Slatesoft

FLIP & FLOP
Runs on: CBM 64
Made by: Statesoft
Price: £8.95

At first glance this game seems to be a
variation on the Qubert theme. In reality
it turns out that this is head and
shoulders better. | have a theory that a
successful game should be one where
you can improve quickly and where
your eventual ‘death’ can always be at-
tributed to some silly slip that you just
know you won’t make next time. This
game certainly meets this criterion.

A reliable fast load quickly brings you
to the three dimensional arena where
Flip the kangaroo and Mitch the monkey
battle to retain their freedom and
escape the dreaded zoo-keeper with his
flying net. The arena consists of multi-
level platforms made up of squares and
joined by ladders. To complete each
screen, all the marked squares must be
traversed but you must be careful to
avoid sticky ‘trap’ squares of falling
over the edge. Initially you are working
against the clock but on higher screens
the zoo-keeper and his net must be
evaded as well. Your pursuers can,
however, be enticed onto the sticky
squares to give you some extra time to
complete the grid.

Flip, the kangaroo, has a hard
enough job negotiting the grid but the
real challenge for your 3D perception is
Mitch who swings from the underside

of the squares. It is all too easy to make
the false move that sends him plum-
meting into oblivion. Joystick control
only on this one and you will need all
your dexterity. Every fifth level suc-
cessfully negotiated results in the
appearance of a magic ladder which
allows you to visit the circus ring below
and see one of the performers in action.
then it's back to an even more complex
grid.

There are 36 different levels and on
higher levels you actually have to cover
each square twice just to make it
harder. The instructions arewell pre-
sented in booklet form complete with
playing hints to help you achieve those
elusive high scores. This is one of the
most addictive game | have seen
recently and one of the most challeng-
ing uses of the 3D concept. It has ex-
cellent graphics and sound and certianly
deserves a place in your collection.

RAPSCALLION

Runs on: 48K Spectrum
Made by: Bug-Byte
Price: £6.95

Bug-Byte have described this new game
as ‘A fully animated cartoon adven-
ture’’ so it was with some interest that |
loaded up Rapscallion. Having plowed
through the instructions which also in-
clude the story so far. To start you are
the king who has had his castle stolen
by Rapscallion the rogue who has cast
you into the dungeon, fortunately there
is a fairy princess (isn’t there always?)
who sets you free by transforming you
into a bird but also allowing you to turn
into a fly. In these forms you can fly
around your castle to search for keys
that will allow you to reach the magic
labyrinth and thus defeat Rapscallion
and regain your castle.

The graphics are strangely only done
at half resolution which gives the game
a rather primitive look, perhaps that
was done to save memory, in which
case | think | would have preferred less
chambers but more detail in those
shown. Each of the chambers has a dif-
ferent feature or features, in one
chamber for instance you come across
a game of tennis where you have to
avoid the play, then there are cats and
lily ponds and baby concordes (the fly-
ing variety) to avoid.

Mapping the chambers is somewhat
confusing as there is no logical way
from one chamber to another, you
would think that if you exit one
chamber from the top of the screen you
would arrive in the next at the bottom,
not a bit of it. This means that you
spend quite a time just wandering
around trying to work out where you
are, where you have been, where you
are going and whether the answer to
the meaning of life is 42.

| thought that the best feature of this
game was being killed, that is not as
daft as it sounds as you are then turned
into a ghost which allows you to
wander around at will through all the
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chambers with no harm coming to you
(you can’t kill a ghost). Of course the
reverse side of this is that you cannot
achieve anything either but | spent
many happy hours just meandering
around admiring the scenery. To obtain
your real form again you press a
“Transform’’ key and you are back in
business.

If you manage to catch up with
Rapscallion you are given the freehold
of your castle. There is a save facility
but if you use this to complete the game
then you will only get the lease-hold of
your castle but | suppose even that is
better than being locked up in your own
dungeon even if you don’t have to pay
the mortgage.

In summary then an entertaining
game which has some amusing mom-
ments but to the more skilled at this
type of game will probably not have
lasting interest as it is not too hard to
catch up with Rapscallion but it is still
worth adding to your collection and
should find a place in the top 40.

BQUNCING BERTY

Bouncing Berty is an extremely fast
moving game in which you need to keep
your wits about you at all times in order
to get anywhere at all. You, Bouncing
Berty, bounce happily around the
screen on your page stick. The area
which you must keep inside is made up
of a pyramid of cubes and you must col-
our in the top surface of each cube by
bouncing on it at least once. You
bounce up and down in a diagonal direc-
tion only but beware of bouncing too far
for Berty will quite happily bounce right
off the edge of the pyramid to his death
if you do not keep him under control.
That is not the only danger that can
befall poor Berty in his mundane task of
colouring in the pyramid, bouncing balls
which home in on Berty's bounces are
out to get him. Once Berty and his
bouncing fees collide all is lost, or at
least another life is.

To assist you in getting to the top of
the pyramid, if the balls get in your way,
there are two spinning coloured discs,
one on either side of the pyramid. If you
leap on to one of these discs (beware, it
is not easy to do so without missing), it
will take you directly to the top of the
pyramid, from where you may bounce
down away from the balls instead of
towards them.

Good luck with this game because in
my opinion you need it. It imposes a
great challenge in that you deserve a
gold medal if you can get past the first
pyramid. | have no idea what comes
after the first pyramid, | didn't get that
far but | expect someone is clever
enough to have far more success than |
did. Anyhow, it wouldn’t be any fun if it
was too easy.

ZETA 7

Runs on: CBM 64
Made by: Mogul
Price: £7.95

This game has the dubious distinction
of being the only one in a recent batch
of reviews which did not feature some
form of fast load. Almost twenty
minutes after initiating the load, it
became hard to understand how we
ever survived in the days when all
games loaded like this. To be fair, this
was an advance copy and it is to be
hoped that fast loading will be used on
the production version. Mogul please
note.

As for the game itself, it is fairly
straightforward space war shootout.
Instructions are included in the program
but the principle is simple. You are
charged with defending the spacesta
tion Zeta 7 from hostile spacecraft. In-
cluded among these craft appears to be
a renegade Enterprise which has no
doubt temporarily fallen to the
Klingons. You are located in a defence
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pod some distance from Zeta and are
equipped with a plasma bolt with which
to blast the attackets.

Naturally the enemy will also fire
back and, although you have shields to
deflect their blasts, you may sustain
sufficient famage to destroy you. You
must be equally wary lest too much
damage is inflicted on Zeta 7 causing it
to explode spectacularly, with a horren-
dous number of cicilian casualties.

Control is by joystick and this
operates reasonably smoothly. The
main problem of this game is the
relatively slow movement of your
plasma cannon compared with the fran-
tic dodging of the enemy. It has been
pointed out that in any real space war,
the velocities involved would make it
impossible to aim weapons by hand.
Computer control would be essential.
This game is a fairly good illustration of
that fact. Nonetheless the graphics are
of a reasonable standard and the game
is an average example of its type. You
may feel, however, that you'd rather
spend your money on something with a
bit more originality.




5 Once upon a time, there lived an old
\ Miller who had three sons. When he
g died he was so poor that all he left was
\ his mill, his donkey and his old black
cat. The eldest son inherited the mill,
Py the middle one the donkey and all that
was left for the youngest son was the

A old cat.

Now this was no ordinary cat and
you can imagine the Miller's sons
amazement when the cat spoke to him.
‘Find me a bag, a pair of boots and | will
find you a beautiful princess to marry’,
he said.

In this game, you will take the roll of
the Miller’s son and the computer will

become your cat. You must give in-
structions in the form of two word
sentences such as EAT MOUSE.
remember, of course, that cat's have
limited vocabulary and if it doesn't
understand you, you should try another
command.
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If you find that the game is very long,
you can save it onto tape by typing
SAVE and following the instructions
which appear on screen. A saved game
may be reloaded by typing LOAD.

Here is a list of some of the words |

understand:
N.S.,E.W, IN, OUT, UP, DOWN,
EXAMINE, SCORE, SAVE, LOAD, ASK,
SAY, TALK, GIVE, DROP, LEAVE, PUT,
KILL, ATTACK, GET TAKE., PRAY,
HELP, EAT, DRINK, DANCE, ENTER-
TAIN, DINE, WAIT

RUNdown

Lines Action

10-40 Select colours.
50 Instructions/titles.
60-80

Fill arrays.
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90-560
570
580-1510

15620-1650
1660-1710

1700-1800
1810-1910

1920-

Main control loop.
Solve game.
Subroutines for
GET/DROP etc.
Data for
locations/objects.
Win game

Save game to tape.
l.oad previously saved
game.
Titles/instructions.

e’ '
o,

Y

—

I r

"

UARY 1985 ~r -

\etr -




&

@’?,ngg»

TSN INB00T

Conversion Clues

1. The main control loop is

WEND loop, which can be replaced with
a REPEAT UNTIL Loop or a conditional
GOTO

2. INK is used to select the four colours
available in MODE 1 from the palette
lequivalent to VDU19 on the BBC
micro}

3. PEN and PAPER select the
foreground and background colours
from the INKs available.

4. You will need to convert any sound
commands to suit your machine

5. Channel 9 (PRINT $# 9) is used to
write the game to tape

6. If your machine will not handle se-
quential access files, then you will need
to leave out the save game routine

7. LOWERS$ converts a string to lower
case (difficult to achieve in most
basics).
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20 REM #%* an adventure game for the AMSTRAD CPCA&44 ##
"_‘)) 30 REM ## STEVE LUCAS  August 1984 »» rrete
i 80 px=1:MODE 1: INK 0,2: INK 1,241 INK 2,20: INK 3,6: B ~reri
1, ORDER 2 e
‘450 cosus 1920 e ek
760 DIM s%(104,4) ,x$(35) ,n%(33),q$(104) ,g$(30) ,v$(5) ,b%( g
./«' 33) ,n$ (33) £ion illinigy
70 RESTORE:FOR x=1 TO S1:READ q#(x): FOR y=1 TO 4:READ -
sh(x,¥y)s:NEXT y,x S|~ Y
B0 FDR x=1 TD 146:READ g#(x) ,b%(x):NEXT:FOR x=1 TD 22:RE"~
RD n¥(x) nk(x) e NEXT . ~ "
) i i
90 WHILE wk<10 A
= 100 IF p%=50 AND u¥%=1 THEN wi=wi+1l:p¥%=3Slik=1 . ~7 a
“110 IF p%=50 AND u%<>1 THEN PEN 2:PRINT"Whoops";PEN 1:F , v
re ~RINT"I've forgotten the ring"ik=1 N (r-. 5
120 IF p%“=14 AND ae=1 THEN GOSUB 1330 i i L 7*
L7130 PEN 3:PRINT"You have scored "jwi*10j;" percent"”:PEN NG W
& o NrE ~/tre
wIyT 140 PEN 1:PRINT:PRINT"I am :=":PEN 2:PRINT q$(p%k):tas="" —y -~ i _'7:”(
“'"va3 IF e%(p%,1)>0 THEN a$="North" b e G, (et
~150 IF s%(p%,2)>0 AND LEN(a%)>0 THEN a$=a$+",South" ELS ~(rr e T2 |
o
ey \(rer Nl Tn H SEatp. i : 7 [ N’ )
- ~ S ", '"c/\r‘, e : rd{"‘ e ~{",. \.-//((
s I 5 X Wes
LT i S AP T AT 8 /,,/"\_‘T”
- W P e .~

4 'GAMES com;rwa JANUARY 7985 '
e © u p— | Lir e o WO re

s fwww 0 83



PUSSINBOOTS PUSSINBOOT:

E IF s%4(p%,2) >0 THEN a$="South"

160 IF s%Z(p%,3)>0 AND LEN(a$) >0 THEN a$=a$+" ,East" ELSE
IF e%(p%,3)>0 THEN a$="East"
170 IF s%(p%,4)>0 AND LEN(as$) >0 THEN a$=a$+",West" ELSE

IF s%(p%,4)>0 THEN a$="West"
180 IF p%=45 THEN a$="nowhere' The King won't let me'"
190 IF p%=2 OR p%=4 THEN a$=as$+",In"
200 IF p%=8 THEN a#$="Up,Out"” ELSE IF p%=% THEN a$="Down
210 IF p%=18 THEN a$=a$+" ,Up" ELSE IF p%=22 THEN a$=a$+
" yDown"
220 IF p%=4& OR p¥%=51 THEN as$="nowhere!'"
230 IF g%>100 THEN THEN PEN 3:PRINT x$(17):PEN 1
240 PRINT:PRINT"I can go :-":PEN 2:PRINT as$:PRINT:PRINT
tPEN 1
250 @=0:FOR x=1 TO 20:pp%=0:IF b%(x)=p% THEN pp¥%=1
260 IF pp%=1 THEN 280
270 NEXT: GOTO 300
280 IF e=0 THEN PRINT"That looks like :-"
290 PEN 2:PRINT g#(x)i1e=e+1:60T0D 270
300 PEN 1:PRINT:PRINT"What shall I do now "j:INPUT z$:iz
$=_OWERS (z8$) :b$=LEFT#(z2$,2) :c$=LEFT$(z#,3) : d$=LEFTS$ (2§,
4)
310 CLS1SOUND 5,20,20
320 k=0:IF c#="ask" OR c#="tal" OR c#="say" THEN GOSUB
1440 ELSE IF c$="loo" THEN k=1
330 IF c$="sco" THEN k=1:PRINT"I 've already told you yo
ur score'!"” ELSE IF c$="eat" THEN PRINT"I'm too full to
@at anything'!":k=1
340 IF c#="rub" THEN PRINT"Don’'t be absurd!":k=1 ELSE I
F c#="dri" THEN PRINT"I'm not thirsty'!'":i1k=1 ELSE IF c#$=
"hel"” THEN GOSUB 1090
350 IF c$="run" THEN GOSUB 1220 ELSE IF cs$="say" OR c$=
"spe” OR c#="tal" THEN k=1:PRINT"I talk but nobody seem
s TO listen"
340 IF c$="waea" OR c$="try" THEN GOSUB 1240 ELSE IF cs$=
"pra" OR c#="cry" THEN k=1:6B0SUB 1040
370 IF (b$="n" OR d$="go n") AND sX(p%,1)<>0 THEN pi=s%
(p%,1) 1 k=1
380 IF (b$="s" OR
(p%,2) 1 k=1
390 IF (b$="e" OR d¥="go e")
(p%3) 1 k=1

d$="go s") AND sX(p¥%,2)<>0 THEN p¥X=sX

AND s%(p%,3)<>0 THEN p%=s%

400 IF (b#$="w" OR d#$="go w") AND sX(p%,4)<>0 THEN p%i=si
(p%y4) 1 k=1
410 IF (b$="n" OR b$="s" OR b$="e" OR b$="w") AND k=0 T

HEN PRINT"I can’t go that way!":1k=1
420 IF c$#="rea" THEN PRINT"Sorry I forgot my glasses!'":

k=1 ELSE IF c#$="pho" THEN PRINT"I'm not E.T. you know !
"pk=l
430 IF c$="ent" OR c$="fee" OR c#$="ban" OR c#="lun" THE

N GOSUB 1500 ELSE IF b$="fu" OR b$="pi" THEN GOSUB 1270
440 IF c$="hid" THEN GOSUB 1390 ELSE IF c$="buy" THEN P
RINT"What with?"i1k=1 ELSE IF c#="inv" THEN k=1:G0SUB 91
0

450 IF c$="row" OR c$="sai" THEN PRINT"not here!"i1k=1 E
LSE IF b$="up" OR c#="cli" OR d#$="go u" THEN GOSUB S80
460 IF c$="dow" OR d$="go d" THEN BOSUB S5S90 ELSE IF c$=
"out"” OR d$="go o" THEN GOSUB &00 ELSE IF c#$="in" OR ds$
='go i" THEN GOSUB &10

470 IF cs$="pus" THEN GOSUB 1180 ELSE IF c$="was" THEN k
=1:PRINT"I‘'m not a servant you know!'!"tk=1 ELSE IF cs$="d
an" THEN PRINT"D.K. I

dance but it impresses nobody!"i1k=1

480 IF c#="rid" OR d$="go r" THEN PRINT"not at the mome
nt!"tk=1 ELSE IF c$="wai" THEN k=1: GOSUB 1190
490 IF cs="sav" THEN GOSUB 1700 ELSE IF c$="loa"
OsSue 1810

500 IF c#="jum" THEN PRINT"Not likely. I might break my
neck'!":1k=1 ELSE IF cs$="get" OR c$="tak" OR c$="gra" TH
EN GOSUB &20

510 IF cs$="dro" DR c#="lea" OR c$="put"
ELSE IF c$="swe" THEN PRINT"Don‘t be a silly billy!":tk=
1 ELSE IF c$="ope" THE

N PRINT"Not yet!"ik=1

520 IF c#="unl" THEN GOSUB 1370 ELSE IF c$="sea" THEN
k=1:PRINT"I can‘t find anything useful'!" ELSE IF c$="ax
a" THEN PRINT"I can't

see anything special"i1k=1

530 IF c#="kis" THEN PRINT"Uggghhh We cats don’'t like
that sort ofthing!"i1k=1 ELSE IF c#$="giv" THEN PRINT"I d
on‘t feel like giving

things away"t k=1

540 IF c#$="swi" THEN PRINT"Just give me a direction and

THEN &

THEN GOSUB 830

I°11 swim if I have to!"i1k=1 ELSE IF c$="hit" OR cs$="
kil" OR c#="att" THEN
GOSUB 950

550 IF k=0 THEN PRINT"I'm afraid I don't understand you

560 WEND

54

570 GOSUB 1&&0
S80 k=1:IF p%=8 THEN p¥%=F:PRINT"I climb the steps!'!":RET
URN ELSE IF p%=18 THEN p%=22:PRINT"o.k.":RETURN ELSE PR
INT"1 can’'t do that he
re'!":RETURN
S90 k=1:IF p¥%=9 THEN PEN 3:PRINT"O.k.":PEN 1:p%=8:RETUR
N ELSE IF p%=22 THEN p%=18:PRINT"0.K.":RETURN ELSE PRIN
T"I'm sorry [ can’'t do
that here'":RETURN
600 k=1:IF p%=21 THEN p%=4:1PRINT"0.K.":RETURN ELSE IF p
%=8 THEN p%=2:PRINT"0.K.":RETURN ELSE PRINT"Not here du
mmy ' "1 RETURN
610 k=1:1IF p%=4 THEN p%=21:PRINT"] go into the shop":RE
TURN ELSE IF p%=2 THEN p%=8:PRINT"0.K.":RETURN ELSE PRI
NT"Not here '":RETURN
620 k=1:160SUB 790 :1IF 1%<>1 THEN RETURN
630 e%=0:FOR x=1 TO 1&6:IF b%(x)=p¥% AND b%(n%(r))=p%i THE
N e¥i=1
&40 NEXT:IF e%=0 THEN FEN 2:PRINT"I can’'t see
: RETURN
650 IF r=1 OR r=2 THEN PRINT"Don‘t be silly'":RETURN
&60 IF r=11 THEN x$="1 cut myself and bleed to death":G
0sSuB 950
&70 1IF r=12 THEN PRINT"Not Bloomin’
IF (r=18 OR r=19) THEN uX=1
&80 IF r=5 THEN aa=1 ELSE IF
E IF r=8 THEN ad=1
690 IF r=8 AND sa=0 THEN wi=wi+l:sa=1
700 IF r=9 THEN GOSUB 1280:IF ae<>1 THEN RETURN
710 IF r=10 AND ad<>»1 THEN PRINT"I need a bag to catch
it in!":RETURN ELSE IF r=10 THEN af=1
720 IF r=22 THEN ag=1 ELSE IF r=14 THEN PRINT"I'd need
a spade'":RETURN
730 IF r=13 THEN ah=1 ELSE IF r=15 OR r=1& THEN PRINT"W
hat a Wally'":RETURN
740 IF p%=21 AND (r=3 OR r=4) AND aa<>1 THEN PRINT"The
assistant won’'t let me'!'":RETURN ELSE IF r=3 OR r=4 THEN
ab=1
750 e%=0:FOR x=1 TD 3:IF v&(x)="" THEN v#(x)=g#(n%(r)):
et=11x=7
760 NEXT: IF e¥%=0 THEN PRINT"My hands are full":RETURN
770 b%(n%(r))=0:RETURN
780 k=1
790 1$=""3:FOR

it here'"

Likely":RETURN ELSE

(r=6 OR r=7) THEN ac=1 ELS

x=1 TO LEN(z#$): IF MID$(z$,x,1)=" " THEN
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1 $=RIGHTS$ (z8$, (LEN(z$)-x) ) 1 x=90

800
810
r=x

820 NEXT:RETURN

NEXT:r=0:1%=0: IF LEN(1%$)<2 THEN RETURN
FOR x=1 TO 27:IF LEFT$(n$(x) ,LEN(1%$))=1% THEN 1%=1:

B30 k=1:60SUB 780:IF 1%<>1 THEN PRINT"I can't see a "jl
$:RETURN

B840 e¥%=0:FOR x=1 TO 3:IF v#(x)=g#%(nkir)) THEN v$ix)=""2
eu=1

BS0 NEXT:IF e%=0 THEN PRINT"I haven't got 1t!":RETURN
B&60 bA(n%(r))=p%:IF r=5 THEN aa=0 ELSE IF r=18 OR r=19
THEN u%=0 ELSE IF r=3 OR r=4 THEN ab=0

870 IF r=46 OR r=7 THEN ac=0 ELSE IF r=8 THEN ad=0

880 IF p%=17 AND r=10 AND sb=0 THEN GOSUB 1360

890 IF af=1 AND r=10 THEN af=0 ELSE IF r=22 THEN ag=0 E
LSE IF r=13 THEN ah=0

900 RETURN

710 PRINT"I have :="i:PEN 2:

PRINT ag$: PEN 1

920 #%=0:FOR x=1 TO 3:IF v$(x)<>"" THEN PRINT wv$(x):fi=
1

930 NEXT:IF f%=0 THEN PRINT"not a sausage'"

940 RETURN

950 k=11 IF p%<103 THEN PRINT"Not here and now!'":RETURN
9460 PRINT"That's not a good idea'":RETURN

970 k=1:CLS

980 PEN 2:PRINT"That ‘s done it !!!!":PRINT:PRINT:PRINT:

PEN 3:PRINT x¥%
990 LOCATE 1,15:PEN 2:PRINT"The King is very sad to los
e me."

1000 LOCATE 1,20:PEN 1:PRINT"Would you like another gam
e <Y>es/<N>a 7"}

1010 h$=INKEY$: h$=LOWERS (h$): IF h$="y"
1020 IF h#$<>"n" THEN 1010

1030 LOCATE 1,24:PEN 3:PRINT"G O O D B Y E"1END

THEN RUN

1040 IF p%<28 THEN PRINT"nothing happens'":RETURN

1050 IF a%<>0 THEN PRINT"I can only be transported TWIC
E!"

1040 IF aX>2 THEN RETURN

1070 PRINT CHRS$(7):IF pX=28 AND a%<>2 THEN ak=ai+l:pi=4
F:PRINT"Waw ! I 've been transported somewhere!":RETURN
1080 p%=28 :IF aX%<2Z THEN FRINT"Wow! I°'ve been transport
ed somewhere'":1s8%(28,1)=0:q8%(28)="In an empty chamber.

The door is locked":aX

=a¥%+1:RETURN
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1090 k=1:IF p%=21 THEN PRINT"Shop assistant’s don’'t GIV
E anything away'!":RETURN ELSE IF p%=39 THEN PRINT"I®
ve heard that Ogres ca
n turn into anything they like...
": RETURN
1100 IF p%=37 THEN PRINT"This meadow is so large that I
won't getfat without running!":RETURN ELSE IF p¥%=12 TH
EN PEN 2:PRINT"Rabbits
are very fond of lettuce'!":PEN 1:RETURN
1110 IF p%=2 OR p%=4 THEN PRINT"Why not go in 7"1RETURN
ELSE IF p%=21 THEN PRINT"Why not go out ?":RETURN ELSE
IF p%=% OR p%=22 THEN
PRINT"I'd go down'!"itRETURN ELSE IF p%=8 OR p%=18 THEN
PRINT"I'd go up!'!"tRETURN
1120 IF p%=44 THEN PRINT"There's nothing much to do her
@ except WAIT!":iRETURN ELSE IF p%=14 THEN PRINT"The gu
ard says that he will
not let me in if I don‘t bring a gift for the King"iRE
TURN
1130 IF p%=17 THEN PRINT"I 've heard that the King is fo
nd of rabbits and pheasants'"iRETURN ELSE IF p%=44
THEN PRINT"Why not pre
tend that you own the cottageand ENTERTAIN the King and,
his party 7":1RETURN
1140 IF p%=13 THEN PRINT"The guards only let visitors b
earing gifts of rabbits in!":RETURN ELSE IF p%=45 TH
EN PRINT"The miller's
son is getting on well withthe Princess.
around'":RETURN
1150 IF p%=35 THEN PRINT"The King will be riding past s
hortly. Why not hide the Miller’'s son’'s clothes?"tRET
URN ELSE IF p¥%=34 THEN
PRINT"Those bushes look a good place to hide
tRETURN
1140 IF p%=28 THEN PRINT"A Wedding Ring would come in u
seful ' ":RETURN ELSE IF p%=S0 THEN PRINT"When I forget s
omething I usually pra
y ' "1 RETURN
1170 IF p%=30 THEN PRINT"Don't touch the Knife!"tRETURN
ELSE IF p%=33 THEN PRINT"Have you got the key?"i1RETURN
ELSE PRINT"I'm sorry
I don't have a clue! "1RETURN
1180 k=1:PRINT"Do you always
TURN

1190 CLS:PRINT"0.K.":FOR x=1 TO 1000: NEXT x:IF p%=45 T
HEN PRINT"That seems to have done the trick!. The Mille
r's son proposes marri

age to the Princess and she accepts.
into a carriage!"i1p%=44:RETURN

1200 IF p%=44 THEN PRINT"The carriage comes to a rest a
nd they all get out.":pX=47

1210 RETURN

1220 k=1:IF pX%<>37 THEN PEN 2:PRINT"I'm too tired at th
e moment!":PEN 1: RETURN

1230 p%i=38:PRINT"O.K. I run as fast as my legs will
carry me'!":wi=wi+1:RETURN

1240 k=1:IF ab<>1 THEN PRINT"not yet'!'":RETURN ELSE PRIN
T"0.K. 1 wear the wellies":FOR x=1 TO 3: IF v#(x)=g$(2)
THEN v$(x)=""

1250 NEXT:ab=3;aq$="a pair of wellies
(11,3)=12: wik=wi+1:RETURN

1260 PRINT"not yet":RETURN

1270 k=1:CLS:PEN 2:PRINT"How dare you speak to me like

that ?":PEN 1:FOR x=1 TO 1000: NEXT:x$="The King’'s sold
iers arrest me for usi

ng bad language'":G0SUB 970

1280 k=1:1F ae=1 THEN RETURN ELSE IF ac<>1 THEN PRINT"I
need something to entice the rabbit with!'"

1290 IF ad<>1 THEN PRINT"I need a bag to trap it in!
1300 IF (ac=1 AND ad=1) THEN PRINT"I put some lettuce I

eaves into the bag, the rabbit rushes over and 1 trap 1

t":ae=1

1310 IF ae=1 THEN sX(13,2)=14;

1320 RETURN

1330 k=l:wi=wi+l:ae=0:1FOR x=1 TO 3:IF v$(x)=g$(&)

vE(x)=""

1340 NEXT:PRINT"The guards take my GIFT of a RABBIT of+f
me and present i1t to the King"

why not ask him 7

I'd just wait

things!'"

have to be so stupid 7?":RE

The King puts me

(WORN) plus:i-"i1s%

q$(13)=LEFT#(q$(13),21)

THEN

1350 PRINT"He is very pleased and asks for a PART

RIDGE": RETURN

1360 k=1:1IF af<>1 THEN PRINT"I don‘t have it '":RETURN
55



ELSE PEN 2:PRINT"The King thanks me for my generosity a
ndcalls his dogs out o

f the way":8%(17,3)=30:1sb=1li1wi=wi+1:q$(17)=LEFT$(q$(17)
v22) : RETURN

1370 k=1:IF pX<(>33 THEN PRINT"Not here % now'":RETURN E
LSE IF ag<>1 THEN PRINT"I have no key!'":RETURN

1380 PRINT"O0.K. I unlock the gate":q$(33)="by an open g
ate":1s8%(33,2)=34:1wi=wi+1: RETURN

1390 k=1:1IF p%<>3&6 THEN PRINT"I can't hide anything her
e'"tRETURN
1400 IF ah<>1
":RETURN

1410 FOR x=1 TO 3: IF v$(x)=g$(10) THEN v$(x)=""

1420 NEXT:ah=0:wi=w¥%+1:PRINT"The King rides past your m

THEN PRINT"I don’'t have anything to hide'

aster (The Miller 's son) and sees that he is 1n d

1stress. He takes your

master for a ride in the Royal Carriage. You run on
ahead!'"”

1430 p%=3I7:RETURN

1440 k=1:1IF p%<{>3%9 THEN PRINT"I can't do that here'"

TURN

1450 IF sd<>0 THEN RETURN
1460 CLS:PEN 2:PRINT"0.K.
into something. "

1470 PEN 2:PRINT:PRINT"He says 'Of course I can '"isd=l:

PEN 1:PRINT:PRINT:PRINT"What would you like me to turn
into "3 INPUT z#%

1480 z$=LOWER$(z$):c$=LEFT$(2%,3):IF c$<>"mou" THEN x%=
"He “urns into a tiger and eats me":GOSUB 970

1490 CLS:PRINT"The Ogre turns into a mouse":PEN Z:PRINT
:PRINT:PRINT"I pounce upon 1t and kill it'":g$(12)="a d

ead mouse":s%(39,2)=40

tWwh=wi+1:n$(15) ="mouse":n$(16)="dead":q$ (I7)=LEFT$ (q$ (3

?) ,40) : RETURN

1500 k=13 IF p%<>44 THEN FPRINT"Don't be silly":FPEN 2:FRI

NT"How can I do that here?":PEN 1: RETURN

1510 whe=wi+1iPRINT"0.K. I invite the King and the Princ

ess 1nto the cottage.":PEN 2tPRINT"The servants provide
a slap up meal and th

e King is most impressed'":p%=45:PEN 1:RETURN

1520 DATA outside an old rundown mill,2,5,7,3,0utside a
disused barn,0,1,0,0,o0n an overgrown footpath,0,4,1,0,

standing outside the v

illage shop,3,0,0,0,inside the old mill.

cobwebs,1,46,0,0

1530 DATA in the living quarters. It's deserted,5,0,10,

0,in an overgrown garden,0,0,11,1,Inside the old barn.

A ladder leads up int

o the hayloft,0,0,0,0,inside the hayloft.
s down,0,0,0,0

1540 DATA In a bedroom full of dust,0,0,0,6,0n a narrow
footpath. It's too muddy to go east without wearing We
llies. ,0,0,0,7,by a ra

bbit hole,0,13,0,11,0utside an old castle. The guards w
ill not let me pass South into the castle,12,0,0,0
1550 DATA in a rundown courtyard. The guard will not 1
et me go North,0,15,0,0,at the entrance to the king's c
hamber ,14,18,16,17,at

the northern end of the King's chambers,0,17,0,15
1560 DATA in the King's chamber. A passage leads East
but two enormous dogs block my way.The King is in his b
ed. ,16,0,0,0,at the bo

ttom of some steps.,15,0,0,0,0n a path leading across w
indswept moorland,0,20,15,0

1570 DATA on a bracken covered hillside. There arepheas
ants to be seen everywhere,19,0,0,0,inside a small vill
age shop,4,0,0,0,at th

@ top of a flight of stairs,0,23,0,0,in a long narrow p
assage,22,26,24,27,in a narrow passage,0,0,25,23

1580 DATA in a small dusty room. Everything is cover
ed with sheets.,0,0,0,24,0n the battlements. I can see
fields in the distance

423,0,0,0,in a passage,0,28,23,29,in an empty chamber ,2
7,0,0,0,in a large library,0,0,27,0,in the royal kitche
ns,0,0,31,17

1590 DATA by the royal dustbins,0,32,0,30,on a footpath
v31,33,0,0,by a locked gate,32,0,0,0,by the river banks
+33,35,0,0,on the bank

s of the river. The Miller's son is swimming here,35,36
40,0,by some shrubs,35,0,0,0

1400 DATA in a very large meadow,37,37,37,37,o0n a footp
ath outside a cottage,0,39,0,0,inside the doorway of th
e OGRE's cottageThe ev

il OGRE is here ',38,0,0,0,in a large kitchen full of
ood,39,0,0,41,in a small passage,42,0,40,43

1410 DATA in a large living room,0,41,0,0,at the entran
ce to the house,0,0,41,44 by the open door to the dead
Ogre's house. The

King is here in his carriage with the Miller's son and
the beautiful princess,0,0,43,0

:RE

I ask the ogre 1f he can turn

It's full of

A ladder lead
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1620 DATA seated in the banguet hall. With the King;
the miller ‘s son and the princess,0,0,0,0,riding in th
@ Royal Carriage with

the Kingj the Miller ‘s son and the Princess,0,0,0,0,i
n a stationary carriage,0,0,48,0

1630 DATA outside the village church,49,0,0,47,walking

down the aisle. The Wedding march is playing. I hop
e | remembered the r

ing,0,48,0,50,at the altar. The Princess; the King andt
he Miller ‘s son are here,0,0,49,0,getting married,0,0,0

o]
L]
1640 DATA a shop assistant,21,a pair of old Wellies,21,
some coins,10,some lettuce leaves,7,an old bag,7,a fat
rabbit,12,a partridge,
20,a rusty knife,30,a dead rat,25,the miller 's son’'s cl
othes,35,some bushes,34,The Evil Ogre,39,some food,42
1650 DATA a gold wedding ring,28,the palace guard,13,a
key,29,shop,1,assistant,1,pair,2,wellies,2,coins,J3,lett
uce,4,leaves,q4,bag,S,r
abbit,b,partridge,?7,knife,B8,rat,?,clothes,10,bushes, 11,
ogre,12,evil ,12,food,13,wedding,14,ring,14,palace,15,gu
ard,15,key, 146
1660 MODE 1:PEN 1: LOCATE 10,2:PRINT"W @ 1 1 Don e"
1670 PEN 2: LOCATE 1,5:PRINT"You have helped the Miller
‘s son to marry the beautiful princess and you 1
ive happily ever after
in the palace with the new Prince and Princess."
1680 PEN 3: LOCATE 1,22:PRINT"Would you like another ga
me <Y/N> ?"
1490 a$=INKEYS$:a$=LOWERS (a%):IF as$="y" THEN RUN ELSE IF
a$="n" THEN PRINT"goodbye"i1END ELSE 1&%0
1700 CLS:PRINT"Please insert blank tape and press the
<SPACE BAR> when ready"
1710 k=131 ff$=INKEY$: [F ff$<{>" "
1720 OPENOUT "“data"
1730 FOR x=1 TD S1: PRINT#9,q%(x):FOR y=1 TO 4:
y8h(xyy) tNEXT y,x
1740 FOR x=1 TO 1&: PRINT#9,0%(x) ,b%(x)sNEXT
1750 FOR x=1 TO 22: PRINT#9,n$(x) ,n%(x):NEXT
1760 FOR x=1 TD 3: PRINT#%,v#(x):NEXT
1770 PRINT#9,aa,ab,ac,ad,ae,af ,ag,ah,ai,aj,ak,al,am,an,
ao,ap,aq.ar,as,at,au,av,p%,sb,u%,wi
1780 PRINT#9,aq$
1790 CLOSEOUT
1800 PRINT"finished":RETURN
1810 CLS:PRINT"Please insert data tape and press the
<SPACE BAR> when ready"
1B20 Ff#$=INKEY#$: IF ffs${>"
1830 k=1:0PENIN "data"
1840 FOR x=1 TO S1: INPUT#9,q%(x):FOR y=1 TO 4:
Fyshlx,y) sNEXT y,x
1850 FOR x=1 TO 164:

THEN 1710

PRINT#9

" THEN 1B20
INFUT #

INPUT#? ,g#% (%) ,b% (x) tNEXT

1840 FOR x=1 TO 22: INPUT#9,n#(x) ,n¥k(x)INEXT

1870 FOR x=1 TO 3: INPUTH#F,v#(x):NEXT

1880 INFPUT #9,aa,ab,ac,ad,ae,af,ag,ah,ai,aj,ak,al ,am,an
ya0,ap,aq,ar,as,at ,au,av,pi,sb,ul,wk

1890 INPUT #9,aq#%

1900 CLOSEIN

1910 PRINT"Finished":RETURN

1920 CLS:LOCATE 12,2:PEN 3:PRINT"Puss in Boots"

1930 PEN 2:PRINT:PRINT" by Steve Lucas 1984"
1940 PEN 1:PRINT:PRINT"Once upon a time there was a Mil
ler who had three sons. He was so poor that when he
died, he left nothing

but his"

1950 PRINT"mill, his donkey and his cat."

194640 PRINT"The mill, of course, he left to his elde

st son, the donkey to the next and

or the youngest son w

as his cat."

1970 PRINT" ‘Do not worry’' said the cat to his new mas

ter. 'Find me a bag and a pair of boots and 1 shall

solve all your

problems”

1980 LOCATE 1,25:PEN 3:PRINT"Press the <Space Bar> to c

ontinue";:PEN 1

1990 a$=INKEY#:IF as$<{>" "

2000 CLSIPRINT"My name

Miller 's youngest son."

2010 PRINT"You must help me to help

nstructions i1in the form of two word

ET LAMP"

2020 PRINT:PRINT"If I don't seem to
should try another command (Cat's

glish you know ')"

2030 PRINT:PRINT"You can save the game at any point by
typing "SAVE' and your saved game may bereloaded by t

yping ‘LOAD" "

2040 RETURN

all that was left

THEN 1990

is Puss, and you are the

you by giving me 1
sentences such as G

understand you, you
don 't speak good en
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George comes into the class of turtle-
like robots. Externally he is very round
shaped, and bears more than a passing
resemblance to Vin-Cent out of the film
‘Black Hole’. He is driven via two
wheels on the base which can be in-
dividually driven to provide steering.
There are also two sets of balance
wheels to stop him falling over.

The important part of him is the 25
key keypad on his hat. It is through this
that George can be programmed to do
various things.

George is programmed by entering a
function and a time parameter. The time
parameter dictates how long a par-
ticular action will last. The timer for this
is reasonably accurate (to about 10%)
but | wouldn’t set my watch by it.

George can be programmed to do the
following things:

.-::EIE'._:-:-EE_:E._.. : e .:ﬁ:::.:.-

GEORGE & ﬁm_ depending on your point of view, can either be evil monsters in-il
tent on taking over the world, nasty pieces of work designed to replace all
humans, or *your plastic pal who's fun to be with’ (as in the Hitch Hiker's

Made by: CGL Guide).

& Price: £34.95 ' ) It is the last aspect that we shall be looking at. Robots range from cheap and
' simple to vastly expensive and extremely complex in function and design. Here

Mike Roberts looks at a representative batch ranging in price from an affordable £8
to the luxury £2000.

Many of the cheaper robots are great fun to play with and hours of enjoyment
can be got from them. The more expensive ones are really educational, or for the
total robot freak. When you get into the £1000 + bracket it is only schools and col-
leges than can afford them, but we have included a couple just to show you what a
real robot can do.

The very cheapest is more of a toy and has very little electronics inside it, and no
computer power. Its ‘intelligence’ is provided by mechanical linkages.

The most expensive has a huge ammount of computer power built in, and can
perform a variety of useful tasks.

Most of these functions are obvious,
but some need explanation. Gear shift

Forward ¢
Backward allows you to program three different
Rotate left speeds in. The demos go through a pre-
Rotate right programmed sequence of moves, but
Curve left be warned lhe\f nged a huge ammount
Curve right of space to work in. : =

Demo one ¥ The horn makes an electronic wailing
Demo two sound and flashes a light, excellent for
Gear shift J scaring the cat, and can either be on or

St off. This means that it can be going
Hoor‘r’\ / while George is running around (after
the cat perhaps?)

m";‘:‘;%t'm&m Multiply time is an interesting func-
Delete lar:tgentry tion and is used to increase the length
Run program of time that a movement can take. Nor-

mally the longest time that an action
can take is nine seconds. By multiplying
you can stretch it out to 81 (9x9).

Return to start




Return to the start is a great func-
tion, if it would only work! The idea is
that using this as the last function of a
program will make George retrace his
exact steps (can a robot step?) but in
reverse order, resulting in him returning
to the start. In practice this is not so
because George is not very accurate on
turning and after a short while he gets a
bit lost.

This inaccuracy shows up worst in

turning, it is very difficult to get an ab-
solute 90° turn as he is driven by or-
dinary motors that are just timed in-
stead of stepper motors that will turn a
precise angle. Timing is also difficult as
speeds change when the batteries run
down.
All in all this is excellent value and will
provide a great aid in teaching program-
ming and logical thinking to younger
children. Schools currently paying up to
£200 for ‘turtles’, George provides
most of the functions of a turtle at a real
fraction of the price. George is one of
the only real robots that | have seen in
this price range, he is great fun for
everybody.

©HERO 1 &

Made by: Maplin
Price: £1300 (kit) £2200
(built)

& L&

HERO is the Rolls Royce of the hobby
robotics world. Standing two feet high
at the shoulder and weighing in at 501bs
he is certainly a robot not to be messed
with.

Hero is a squat cylinder with a 12
key keypad on top with an led display,
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there is a bread board also on top for at-
taching external sensors. The top part
of the body is the head, this houses
most of the sensors — ultra sonic mo-
tion and sonar detectors, infra red pro-
jector and detector. The main body
houses the sound detection microphone
and the speaker for the speech syn-
thesis system. .

The arm is attached to the head and
is a fully mobile arm that is very similar
to the type that has been portrayed on
television over the past few years ie. a
pincer arrangement on the end of a
cabled crane-like appendage. It may
look ugly but it is capable of getting into
any position and lifting some substan-
tial weights.

©  vErsoT LY

Made by: TOMY

& Price: £40 &

Verbot is rather unique in the world of
home robots in as much as it is controll-
ed by voice alone. Its shape is that of an
Omnibot, but smaller — a sort of
cylinder with a dome on top and two
arms projecting forward.

There is a keyboard on his ‘chest’
with which you teach him the words
that you want to use. There are eight
buttons and two LEDs. To teach a word
you must first lay him on his back and
press one of the buttons, each button
refers to some action that the robot can
make. Here is a list of functions:
Forward
Backward
Stop
Lift
Drop
Rotate right
Rotate left
Bleep

All these functions are self ex-
planatory except for drop and lift. These

functions allow the user (owner?,
keeper?, tamer?) to pick up and drop
objects in the ‘hands’ of the machine.
The hands move upwards coming
together as they do so, this means that
the object that is being picked up must
be just the right size.

When the robot is supine and a func-
tion is selected a light will flash. Say a
word into the microphone and the light
will become steady. Repeat this for the
other actions and you are ready to go.
There is no facility to store your phras-
ing but this would probably be an un-
necessary expense.

So you merrily yell into the
microphone and see your verbot run
around the room picking up all sorts of
bits and bobs, its a pity you can’t fit him
with a hoover attachment!

Again the question is price, but if you
want to spend £40 on a device such as
this then alright, but take a good look at

George first.

DINGBOT

Made by: TOMY
Price: £8

LY

Dingbot isn’t really? a robot — but ex-
actly what is a robot!

Dingbot does look like a robot and
displays a certain amount of decision
making

along pre-programmed
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guidelines. Just because this program-
ming is in mechnical linkages and not
solid state electronics shouldn’t reduce
him to a second class citizen, robotite,
automaton or whatever.

Dingbot is about four inches high, looks
like an automatic E.T. and runs on a
single HP7. What Dingbot does is run
around whatever surface you put it on,
occasionally stopping, looking around
and at his map, and emitting the kind of
wail that induces sympathy in the most
hard nosed of hackers.

The other thing that he does is
avoiding objects. If he hits something
he will turn around and run off in the op-
posite direction.

As | said earlier — more of a toy than
a robot — but would make a reasonably
priced Christmas present for a young
robot buff.
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€  omniBOT «

Made by: TOMY
ice: f£200
c Price e

This automaton is potentially the most
useful of all the robots | have looked at,
I'll come to why later.

Omnibot is an R2-D2 shaped
cylinder with arms on either side and a
flat base. On the front of the body is a
clock and a tape recorder. The tape
recorder can play music, record, or
anything that a normal tape recorder
can do, plus some other things. The
clock is a perfectly normal LCD clock
and can be used to control the tape
recorder.

Unfortunately the arms can only be
moved manually, not under control.
Omnibot is controlled with a radio con-
trol link that provides the following
commands:
Rotate left
Rotate right
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Forwards
Backwards
Sound one
Sound two
Tape on
Tape off
Voice

The sounds are just different kinds of
electronic warbling noises. Tape on/off
is self explanatory. Voice is an in-
teresting feature and according to the
people on one of our sister magazines
(Ham Radio Today) there may be some
problems with the radio transmission
regulations. The voice function means
that you can talk into your radio con-
troller and it will come out of the
speaker on the robot. This is where
British Telecom will become interested
as radio control frequencies are reserv-
ed exclusively for use of radio control
models and robots etc. Not speech.

Programming the Omnibot was, in a
lot of ways, very easy — but there were
a few hiccups. To explain how:it works |
should first mention how the radio con-
troller transmitts information. You
know how a tape interface works with a
computer, a series of tones. One tone
for a zero, and another tone for a one.
The omnibot controller is similar except
that it transmits a number of tones, one
type of tone for each movement.

To program the Omnibot you
set up the tape recorder with a
blank tape and set it to program
mode. You then guide the robot
through all the tasks that you

want it to perform. The transmitted
tones are recorded on the tape.

When you have finished you end up
with a programmed tape of whatever
you made the robot do — including
speech. This is really great as it means
than you can have a collection of tapes
to do various things.

It becomes feasable to have a tape
with one route on side ‘A’ and the
return route on side ‘B’. Or even a cir-
cular route around some offices as a
messenger. Omnibot comes supplied
with a tray to carry things and with this
his scope is limitless.

You can terrify people at up to about
15 yards with the remote controller.
Drive is provided by four wheels — two
on each side of the base. There are
three balance wheels at the front to
stop it falling over. Power comes from
something that resembles a motorbike
battery that is bolted into the insides,
this is charged up through an adaptor.

Looks like a robot, acts like a robot,
and a great ice breaker at parties. It all
depends if you can afford the £200
price tag.
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What will you be doing Christmas — the ;

*

w

watchers.

The Christmas rush.is over and they can all take a breather. What do they do
over Christmas then? Mike Roberts, Liz Graham, and Marie Curry have been chat-
ting to them to find out what they will be up to. . .

) * ¢

Mike Fitzgerald, of A ‘n’ F Software,
is being a bit mean — ‘‘We cancel
Christmas for our programmers’’ he
said. *'They're going to have Christmas
in March’". He went on to explain:
““They’re working on some new pro-
jects. Doug Anderson, who had a hand
in most things from A ‘n’ F, including
Chuckie Egg on the Amstrad and Cylon
Attack on MSX’’. *And of course I'll be
working — | still believe in Father
Christmas’’|

Marcus Altman — programmer for
Alligata — who wrote Heist for the

BBC, and Uncle Claude for the
BBC/Electron, was straightforward:
“I'll be getting drunk, most probably!"*

All of English Software’s program-
mers are freelance, so they will pro-
bably be sleeping, says Philip Morris —
software Manager. “‘I'll be watching
the Queen’s speech and then playing
Henry’s House’ ' — a royalty based
game by English Software.

New Generation Software’'s Paul
Bunn had quite a lot to say: '*After I've
made my million from writing ‘Shoot
the Rapids’, I'll buy a Porche 911 3.3
Turbo, write ‘Eugene’ on the side, and
break 30 mph speed limits with it"". And
there is more — “'I'll also be buying a
Bell helicopter. I'll take the Christmas
turkey with me, which my mum will be
cooking, and tucking into it in flight.
Then I'll get well and truly inebriated’’.
Christmas cheer seems to be in demand
this yearl.

David Collier, the author of
Decathlon for Ocean is taking it slowly:
“I'll be having two weeks holiday as |
need a break. I'll be at home with the
wife and kids’’. Unlike A ‘n' F, David
doesn’t believe in Santa. “‘If Star Wars
is on | shall be watching that as well”’.

Sumlock’s David Aron will be in
Holland celebrating Christmas. 'l won't
be doing much because I'm Jewish. I'll
be getting drunk in the evening and hav-
ing a Mexican meal’’.

Superior sales manager Ken Camp-
bell (that is Superior Software, not that
he is better than any other Sales
Manager). “‘I'll be opening presents and
having a drink. | shall be at home enjoy-
ing Christmas, and | hope Father
Christmas will be coming’’.

Richard Hansom of Superior — not a
programmer any more, but managing
director — said: ‘‘Programmers are
quite strange people, very odd and
slightly insane. They’ll probably be do-
ing anything that you can think of that
is slightly crazy’’. As for him?: ‘*Father
Christmas wil be dropping in down the
chimney’’.

Richard and Elaine Shepherd, of
Richard Shepherd Software, are getting
away from it all ‘“"We're going to
Cypress’’, for how long? ‘‘Forever if |
have anything to do with itl”" says
Elaine. At the moment they are working
on their new game ‘Up A Gum Tree’.

Yak the Hairy (or Jeff Minter to
some) of the ‘alternative software
house’ Llamasoft is up to a lot of things:

*

“I'll be writing the fourth issue of my
newsletter ‘The Nature of the Beast’,
finishing off my new game, and going
down the pub’’. However after
Christmas he is taking his family (all 11
of them!) on a skiing holiday “‘It's his
treat for us’’ said his mum’’.

Ultimate Play the Game didn’t know
what they're up to. ‘“We're all a bit late
here. We haven’t arranged anything
yet’’.

And as for Games Computing? We'll
probably be following the crowd (into
the publ).
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ATTENTION! ATTENTION!

ALL COMMODORE USERS!

A FREE LIGHTPEN!

Yes a FREE Light Pen! with every GRAPHKIT!

Graphkit is the ultimate in drawing!, designing! or

painting! (using the light pen of course, which

incidentally has a full 3 year warranty!) Graphkit will

amongst other things allow you to:

®Draw free handed on the screen anything from a
Micky Mouse to your latest integrated circuit!
With all the fill colour and erase facilities of course!

® Save/load your latest master piece to/from the
disk/tape drive

@ Or directly copy the drawing on the screen to the
printer! And keep it for ever or send to a friend as a
post card!

® Design your own colourful sprites and characters

® Play the games in the package! or use the light pen
in your own games/education/programs

GRAPHKIT is availéble on disk and tape. Tape
version is £1595 and disk version (recommended) is
£19.95.

All you 1540/1541 disk users DMON! Is here at last. Dmon i

allow you to:

®read/write blocks from/to the disk

@ display and edit blocks on the screen
®display and send disk messages/commands

s the disk monitor you have been waiting for it will

®transfer your programs from tape to disk or disk to disk or even disk to tape! ® and more!

DMON comes on DISK at only £9.95.

TORNADO 20/64

Do you use tapes? Are you sick and tired of waiting
for your programs to be Loaded/Saved from/on the
tape? Then you need a TORNADO!! Tornado allows
you to Save/Load/Verify your Basic/machine code
programs faster than a CBM 1541 disk drive does!
Due to popular demand! Tornado now comes with
new and more powerful commands plus extra
instructions to assist you in making fast versions of

your existing machine code/Basic programs.
Tornado is available on tape for CBM 64 and 8K +
Vic 20.

BREAKER 20/64

Do your Run/Stop and Restore keys often fail? Do
you want to come out of those crashes?! Or get into
those unbreakable programs?! Then what are you
waiting for, get yourself a BREAKER!! Reset switch
and let your computer know who is the boss!!
Breaker can be connected to your machine in
seconds, no soldering. Included with the Breaker is a
copy of basic recovery software on tape. Now
available for any CBM 64 or Vic 20.

BSF CSL, 82 FURNACE DRIVE, CRAWLEY, W SUSSEX

A FREE BREAKER WITH

EVERY TORNADO IF YOU

USE THE COUPON BELOW
NOwW!

RH10 6JE.

Please send me ............... Tornado at £9.95 + my | enclose cheque/PO/cash to the sum of £.................. I
free! Breaker l
|, IR A e R ) T N
Please send me ............... Breaker at £7.95 l
e e
Please send me ............... Light Pen at £11.95 |
Please send me ............... Graphkit at £15.95 (tape) + my free LP I
Please use this form and block letters only. All prices
Please send me ............... Graphkit at £19.95 (disk) + my free LP are inclusive of p&p (mail order only, add £2 if outside I
UK). Please post to:
Please send me ............... DMON at £9.95 BSF CSL, 82 FURNACE DRIVE, CRAWLEY, WEST |
SUSSEX RH10 6JE.
—_——_————_———_———_—_——_—_——_d
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Tron was hailed as a spectacular film, a
breakthrough in video technology and
the way in which films of the future will
be made. It may have lacked a plot but
it was fun to watch. The computer
graphics gave it a crisp feeling. Now a
film with the kind of graphics which
makes Tron's stuff look like Space
Invaders.

The last Starfighter is a science fic-
tion film with, as usual, the hero being
given the job of saving the universe
with a boy-meets-girl sub-plot. The way
in which the story unfolds is pretty
good so | won't ruin it by giving too
much away. The mix between com
puter effects and live action is very
good. All the computer work was done
by Digital Productions in America. They
have a Cray-XMP supercomputer.

This is the most powerful computer
in"the world, four times more powerful
than the Cray 1. At$12m each they are
not something that anyone can afford
to waste time on. Even mainframe com-
puters only have a limited lifetime and
must recoup the original cost and make
a profit for the company before they are
made obsolete by newer, faster
machines.

Most Cray’'s are owned by govern-
ments who use them to crack codes,
there are several in Britain including one
at the London Weather Centre. Digital
Productions are responsible for some of
the best commercials seen on US televi-
sion. Unfortunately we only get to see
them in programmes on computer
graphics.

Normally space operas use loads of
different techniques, combining pup-
petry and model-making. No scale
models were made for The Last Star-
fighter, all the action took place inside
the memory of the Cray. The resolution
is so high that the results look more like
paintings than anything else.

If the same computers that produced
TRON had been used for this project it
would have taken 16 years to process.
Each ship consisted of a million
polygons and some frames took up to
10 minutes to produce. Normally a
mainframe can do several jobs at once,
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when it's drawing a spaceship it can
only do that one job. If you have played
Acornsoft’s Elite you will have some
idea of what the space battles are like.

Elite Up For Grabs

Talking of Elite, all sorts of rumours are
coming out of Cambridge. The rights to
Elite on other machines are being auc-
tioned by a company called Marjaq
Micro. A software house which wants
to have Elite for the Z80 could bid for
the name and the formula. They would
also be able to use the same packaging
as the Acornsoft original and have the
co-operation of the authors. Marjaq
have been inundated with bids.

Perhaps the most exciting project is
a version of Elite for the Commodore
64 . This is being writen by lan Bell and
David Braben, the authors of the Beeb
version but is not part of the auction. At
the launch of Elite | asked if there were
any plans for a second processor ver-
sion. At the time | did not know of any
such project and was interested to find
out if Acornsoft had any plans for
games to use the second 6502. | was
told that there were no other versions of
Elite and that was that.

However, | have since heard from
three independent sources that such a
game does exist, and putting the titbit
together | understand that it has a
beautiful title screen, a demo mode and
colour. It is of course a lot faster than
the regular version since the second
processor is such a wonderful device. It
is a shame that Acorn are not pushing it
for home use. I'm sure that there is
room for both domestic use and the
bitstick 1SO Pascal type package.

The sequel to Elite is already being
discussed and if it does get completed it
will be the hit of Christmas '85.

This Christmas should see some
great new games. | originally thought
that a video game of the film
"*Ghostbusters’’ was mere exploitation,

however, having seen the film and
spoken to people who have played the
game it sounds great.

Skyline Attack is a new '64 game
from Century Communications, since it
was written by a couple of friends it
would be wrong for me to say how
wonderful it is here, however it does
have a feature to make it especially
noteworthy. That is a turbo load which
leave the screen on and plays a game
while the main game loads. Since
Skyline Attack is around 60K long it
takes about 5 minutes to load even at
high speed. You can while away this
time playing Sssnake. This makes
Skyline really special.

Amstrad CPC464
Problems

We have had a lot of letters about he
Visitor from Space program in the
November issue. Most of these were
from people who have had problems
with the DATA. This must be typed in
EXACTLY as in the magazine. That
means that all the spaces and upper and
lower case letter must be as printed.

There is one mistake and this a miss-
ing quote in line 1660. There should be
a speech mark ('') after the second two
stars. Other than that the program is
fine, and is quite fun to play.
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Boot Error is a one player game played
@ usng a joystick on any Atari with 32K
and BASIC.

The object of the game is to suc-
cessfully load a program into memory.
You have five lives. You will lose one if:
1) You collide with a wall on screen

one.

2) You drop a data block.
3) You are hit by a transient.
The game ends if you lose all y

lives.

Note: All words in italics should be
typed in reverse field.

RUNdown

Lines

10-50
60

70-170
232
233

235-325
330-440

1000-1040

—

1100-1110

2000-2090

3000-3040
3050-3100

Drop bock and

Action

Initialize screen.
GOSUB 30000 and
re-define characters.
Display title screen
Set value of lives per
game to 5.
GOSUB 12000 and |
execute screen 1 ¥
routine.
Draw playfield for
screen 2.
Main loop t0 move
cursor left/right
without data bit. @

ement lives. f

gt o

Catch bit and
transfer joystick
control to
2000-2090. :
Move cursor while =
holding bit and
transfer to the RAM.

Add bit to BYTES 4000-4110 Drop transients and
and store in RAM, decrement lives if
Transfer complete cursor hit.
BYTE to top of 5000-5070 Successful transfer
screen. - from VIA to RAM.
o 6000-6050 Game over screen.
1t iRl 8000-8020  Explosion routine for

when transient hits
cursor (screen 2).
Draw playfield for
screen 1 (transfer
leader screen).

Main loop to move
“* 4+ and test for
collisions or
successful transfer.
Successful transfer.
Return and execute
screen 2 routine.
Instruction for screen
: A

Instructions for
screen 2.

Explosion routine for
screen 1.

Re-define character

] lll'l'”"ll" '” 12000-12232

12240-12320

12330-12410

12420-12480
12500-12580
12600-12610
30000-30460

sets.




S5 REM BOOT ERROR. BY A. SHAW. JUNE ‘84 2005 S=STICK (@)
1@ GRAPHICS 18:SETCOLOR ©,1%5,12:SETCOLOR 4,1,2 2010 IF S=15 THEN 2040
20 POSITION 4,2:7 #&;"INITIALIZING" 2020 IF S=11 THEN X=X-{:D¥=DX-1
3@ POSITION 8,4:7 #&;"BPOOT" 2030 IF S=7 THEN X=X+!:DX=DX+{
POSITION 7,&:7 #6; "ERROR'" 2035 IF LI<=0 THEN 4000:REM GAME NVER
POSITION 4,8:7 #6&6;"PLEASE WAIT" 2040 POKE 7Ss,CHSET1:SOUND @,200,:0,1%
GOSUBR T0000:REM REDEF INE CHARACTERS 2052 IF X>14 THEN X=16
GRAPHICS 17:SETCOLOR @,9,12:SETCOLOR 1,14,15 2053 IF DX>1&6 THEN DX=14
POSITION 8,2:7 #&;“BOOT" 2054 IF X<11 THEN X=11
POSITION 7,4:7 #45; "ERROR'" 2055 IF DX<11 THEN Dx={]
182 POSITION @,7:7 #&; written by":POSITION &,9:7 #&;"A 2060 FOSITION X,Y:? #&6;" _ =
NDREW SHAW" 2078 POSITION DX,DY:” #6;" ":CHR$ (BIT);* *
11@ POSITION @,12:? #6; "designed by":POSITION 6,14:7 W 2075 IF DXx=16 THEN GOSUB 30@0@:DX=6:DY=16:RETURN :REM 20
; "KENNETH SHAW" 20-->3040 ADD BIT TO RAM
120 POSITION @,19:7 #4; “PRESS start TO PLAY" 2080 POKE 756,CHSET2:SOUND 2,M,0,0
13@ IF PEEK(S53279)<>6 THEN POKE 711,PEEK(20):G0T0 170 2092 GOTO 2005
170 COLOR 32:FOR CY=0 TO 23:PLOT @,CY:DRAWTO 19,CY:SOUN I2@@ IF DX<>16 THEN RETURN
D @,CY#*CY,10,10:FOR W=1 TO Z0:NEXT W:NEXT CY:SOUND 2,0, 301@ POSITION DX,DY:? #&;" ":Dy=aDy-2
2,0 3020 BYTES(LEN 'BYTES)+1)=CHR$(RIT)
232 LI=5 3070 FOSITION DX,DY:? #&3RYTES$: IF LEN(BYTES) =4 THEN 305
233 GOSUE 12000:REM CALL SCREEN 1 @:REM MOVE BYTE TD TOP OF RAM
235 GRAPHICS 1:SETCOLOR 4,0,0:SETCOLOR 2,12,4:SETCOLOR 240 FOR P=1 TO S@:SOUND @,P,10,10:NEXT P:SOUND 2,0,8,0
1,0,14:SETCOLOR @,5,8:POKE 752, 1 :DY=DY+1:RETURN
24Q POKE 756,CHSET1 385@ FOR I=Dy-1 TO RAM STEF -1
250 COLOR 33:PLOT @,14:DRAWTO 3,14 3060 POSITION DX,1:7 #&6:BYTE$
252 COLOR 38:PLOT 4,14:COLOR 35:PLOT 4,15:DRAWTO 4,19 307@ POSITION DX, I+1:7 #&3"
254 COLOR 37:PLOT 5,17:DRAWTO 1@,17:COLOR Z6:PLOT S,18: @8@ SOUND @, 100-1,10,10
DRAWTO 1@,18:PLOT S,19:DRAWTO 10,19 090 NEXT I:SOUND @,@,0,0:RAM=RAM+{: [F RAM=15 THEN POP
256 COLOR 93:PLOT 15,@:DRAWTO 15,16:COLOR I3:PLOT 16,16 :BYTE$="":G0TO S000:REM RAM FULL,SHEET COMPLETE
:DRAWTO 19,16:COLOR 3IX:PLOT 15,164 31@@ DY=DY+2:BYTE$="": RETURN
258 POSITION 1,16:7 #&;"via" 4000 Mx=13:FOR MY=2 TO 21
260 POSITION 4,2:7 #&6;"——cmmmmmtt 4010 FPOSTTION MX ,MY:™ #4:
262 POSITION 4,3:7 #a;". ' rige 4020 POSITION MX MY+1:7 Me;"s
265 POSITION 4,4:7 #6; "] 4SOZ08™ 4025 IF MY<9 AND STRIG(2)=0 THEN GOSUB 41202 SC=SC+50: RE
270 POSITION 4,5:7 #é6;" CLLLIC, " TURN : REM DESTROY TRANSIENT
275 POSITION 4,6:7 #b;" resibtgin 4 40Z0 SOUND @,MX#MY 10 10
280 POSITION 16,0:7 #&6; “ram® 404@ LOCATE Mx ,MY+2,2
285 POSITION 15,1:7 #&; " 'CCLLC" 403@ IF Z<>95 THEN 3070
287 COLOR 35:PLOT 12,0:DRANTO 12,15:COLOR 93:PLOT 14,0: 4@SS LI=LI-1:POSITION MX,MY+2:7 #6§"% *:POSITION MX ,MY+1
DRAWTO 14,15 x M
290 REM m#» SET VARIABLES #&+ 4868 IF Z=95 THEN FOR P=8 TO 200 STEP S:SOUND e,FP,18,10
300 X=12:Y=18:DX=4:DY=141RAM=2 :POKE 712,F:NEXT P:SOUND @,0,0,0:POKE 712,@: RETURN
310 ? :? “PRESS FIRE TO START™ 487@ IF LI<=0 THEN &@0P03REM GAME OVER
320 IF STRIG(@)=1 THEN 32@ 4080 NEXT MY:SOUND @,@,.@8,0: RETURN
3237 ") 4180 POSITION MX,MY+14% #6;" “:FOR P=@ TO 200 STEF 1@:5
330 S=STICK(@) OUND @,P,Q,15:FOKE .712,P:NEXT P:SOUND 2,0,0,0:POKE 712,
335 BIT=170:IF INT(RND(@)#2)+1=2 THEN BIT=189 2
337 IF RND(Q)>@.89 THEN BOSUB 4000:REM TRANSIENT 411@ RETURN
340 IF S=15 THEN 370 S@02 FOR F=200 TO @ STEP -1:SOUND 8,FP,10,10: SOUND 1 ,P+2
35@ IF S=11 THEN X=X-1 210,10
360 IF S=7 THEN X=X+1 SO10 NEXT P:SOUND 0,@,0,0: SOUND 1,0,0,0
365 IF LI<=0 THEN 4£000:REM GAME OVER 5020 GRAPHICS 18:SETCOLOR 4,9,2:8ETCOLOR 2,0,14
370 POKE 756,CHSET1:SDUND 2,200,10,15 S@30 POSITION 4,2:? #65; "WELL DONE ' “:POSITION 2,8:7 #63"
380 DX=DX+1 TRANSFER COMPLETE"
382 IF X>15 THEN X=15 5040 POSITION 2,6:7 #&; "SCORE: “:SC
384 IF X<11 THEN x=11} 5060 FOR W=1 TD 1000:NEXT W
386 IF DX=12 THEN GOUSUE 1000 S07@ GOTO 233:REM REPEAT LDOP
390 POSITION X,Y:™ #6;% _ » 6000 FOR P=200 TO @ STEP -2:POKE 712 FP:1SOUND @,F,10.1@:
400 POSITION DX,DY:? #&;" “;CHR$(BIT) ;" *» SOUND 1,P+2,10,1@:NEXT P:POKE 712,146:SOUND 2,0,0,0
41® FOKE 754,CHSET2:SOUND 0,0,0,0 6012 SOUND 1,0,0,0
420 SC=SC+10 6020 GRAPHICS 18:SETCOLOR 4,9,2:SETCOLOR ©,12,14
430 POKE 656,1:POKE 657,5:7 “SCORE ";SC;" LIVES "sLIg" 6025 POSITION #4; "boot error'"
" 4030 POSITION #46; "GAME OVER"
440 GOTO 330 6040 POSITION :? Wb ———
1000 IF X=DX-1 THEN 11@@ 4050 POSITION ? #&; "SCORE: "3 5C
1001 REM 1210-->104@ DROF DATA BIT 60460 ? #46; "PRESS start 1IN PLAY."
101@ FOR I1=DY TO 22:POSITION DXx,1:? #&6;" ":POSITION DX, &070 >6 THEN POKE 707,PEEK (20) :GOTO 4070
I+1:? #&;CHR$(BIT) 6080 RUN
1020 FOR W=1 TO 4:SOUND @, INT(RND(Q)*200) +180,1@, 10: NEX 8000 FOR P=@ TO 2080 STEP 10:SOUND 3,F,@, 10:NEXT P:SOUND
T WiNEXT I:DX=é 2,0,0,0
1030 LI=LI-1:IF LI<=@ THEN POP :60TO &000 8010 LI=LI-1:1F LI=0 THEN 4000
1242 RETURN 8020 RETURN
1899 REM 11@@ CATCH BIT, 12000 GOSUB 12420:GRAPHICS 0:SETCOLOR 1,0,14:SETCOLOR 2
1128 POSITION DX,DY:? #é6;3"“ ":DY=DY+1:POSITION DX,DY¥:? # 111,4:SETCOLOR 4,14,8:POKE 752, 1:POKE 82,01 POKE 559,020
63CHRE (BIT) 12010 POSITION 13,0:7 CHR$(17);:FOR N=i1 TO 9:7 CHR$(18)
1110 GOSUR 2000:RETURN :REM 2000-->209@ MOVE CURSOR HOL $:NEXT N:? CHR$(5)
DING DATA BIT 12015 POSITION 13,1:? CHR$(124);"ATARI BO@";CHRE (124)
2000 DX=DX-1 12020 POSITION 13,2:7 CHR$(26);CHRY (18) ; CHR$ (18) j CHR$ (1

. Used to erase parts Used to calculate
Variables Used of screen. how far up the
Delay loops. screen byte should
Joystick variables. be moved when
Position of cursor on LEN(BYTE)=4.
Lives. playfield. CHSET1, Page address of new
Score. Position of last bit on CHSET2 character sets.
ASCII code of last screen, leader on Absolute addresses
key pressed. screen. are equivalent to
Pitch in sound ASCII code of bit CHSET1 or
commands. being transfered. CHSET2 % 256.
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B);CHR$(S5) ;" ":CHR$ (17) ;CHRE (18) ;CHR$ (10) ;CHR$ (18)

s CHR$

(3) . fNEXT
12030 POSITION 13,3:7 * “sCHR$(124);" ":CHR$(124) 12480
1204@ POSITION 13,4:7 " “.CHR$(124);" ";CHR$(124) 12500
1205@ POSITION 13,5:7 ";CHR$(124) ;" "“;CHR$(26);:F0 12510
R N=1 TD B:? CHRE(18)3;:NEXT N:? CHR$(5) 12520
12055 POSITION 13,6:7 " “:CHR$(124)3:FOR N=1 TO 10:7 12530
CHR$ (32) s :NEXT N:? CHR$(124) 12540
12057 POSITION 13,7:? " “sCHR$(26)3;:FOR N=1 70 B8:? C 12550
HR$(18) s sNEXT N:? CHR$(S);" ";CHR$(124) | 25ss
120460 POSITION 1%,B8:7 " “sCHR$(124);" "“;CHR

£(124)

12070 ? " “;CHR$(17)3:1FOR N=1 TO 2T:7 CHR$(18);:NEXT N

:? CHR$(3);" "“;CHR$(124)

12080 7 " ";CHR$(124);:FOR N=1 TO 25:7 "ssNEXT N:7 C

HR$(124)

1209@ ? " "3;CHR$(124);" ";CHR$(17);:FOR N=1 TO 23:7 CH
R$(18) ; :NEXT N:? CHR$(3) 12604
1210@ ? * “jCHR$(124);" “;CHR$(124) 12605
1211@ ? " “;CHR$(124);" "“;CHR$(26);:FOR N=1 TO 23:7 CH 12610
RE(18) j iNEXT N:? CHR$(S) 29999
12120 ? " “;CHR$(124);:FOR N=1 TO 25:7 " “;:NEXT N:7 C <P000
HR$ (124) <0010
12130 ? " “;CHR$(26)3:FOR N=1 TO 23:? CHR$(18);:NEXT N =p020

t? CHR$(S5);"
1214@ FOR N=1 TOD 26:7? "
124) ;" "3CHR$(17);:FOR N=1 TO S:? CHR$(18) §:NEXT N:? CH

“:CHRS$ (124)

“3sNEXT N:? CHR$(124);"

" sCHR$ (

R$(S5) Io040
121590 ? " “:CHR$(17);:FOR N=1 TO 23:7 CHR$(18) ; :tNEXT N 0050
t? CHR$(3);" “";CHR¥(124);" ”:CHRS(124?;"ATARI";CHR!(124 00460
! 3ea7e
12160 ? " “;CHR$(124)3:FOR N=1 TO 25:7 * ";:NEXT N:? C <0080
HR$(124);" ";CHR$(124);" 41@ “sCHR®(124) 30090
1217@ ? * . "gCHRFCIZ24)§" ": CHRFI7)§FOR N=1 R0 23: 5 CH 9100
R$(18) ; :NEXT N:? CHRS$(3) 3" ";CHR%(26) ; CHRS (18) ;CHRS(S) § 0110
si. 30120
1217% 7 CHR$(17);CHR$ (18) ; CHRE(S) 0130
12180 7 | "3CHR$(124);" “;CHRE$(124);:FOR N=1 TO 27:% " 30140
“s s NEXT N3? CHR$(124);" “;CHR$(124) 0150
1219@ 7 ' MiCHR$(124) ;" “;CHR$E26);:FOR N=L TO 2732 CH 30160
R$(18) ; :NEXT N:? CHR$(3);" "FCHR$ (124) 0170
12200 7 % ®:CHR$(124);:FOR N=1 TO 31:7 " "3iNEXT WN:2gC 0180
HR$ (124) 0185
12210 ? "4 “;CHR$(26)3:FOR N=1 TO S1:7% CHRS (19) ; : NEX TN 2150
1?7 CHR$43)}§ 0200
12230 DX=S3:DY=19:51=15:5=81:POSITION DX,DY:? CHRE(I9 0210
12235 POKE 559,34 0220
12240 S1=8TICK(D):IF S1<>15 THEN S=S1 TP230
12250 IF S=14 THEN ODY=DY30DX=DX:DY=D¥=1 0240
1225% IF 8=13 THEN ODY=DY:QBX=LYx:DY=N¥%*l I02%0
12260 IF S=ii1 THEN ODY=DYiDDX=DX: DXx=DX=1 @260
12265/ IF48=7 THEN ODY=DY:0DX=DX:DX=DX+1 <0270
12266 JF DX<3 THEN DX=3 0280
12267 IF DX>3%X THEN DX=33 IP290
12268 IF DY<1 THEN DY=1 2300
12269 IF DY>22 THEN Dy=22 32310
12270 LOCATE DX,DVY,r2 @IS
12275 IF DZ<>19 AND DZ<>32 AND DZ<>73 THEN 12600 30317
12280 IF L1=0 THEN &000 0319
1229@ POSITION ODX,0DY:? " ":POSITION DX,DY:? CHRE(19) 0320
12300 SOUND @,DX#DY+200-(STRIG(2)*100),10,10 0325
12302 POSITION 2,2:7 “LIVES “";LI;" " 30330
12306 IF STRIG(@)=1 THEN 12310 30340
12307 FOR W=1 TO S:NEXT W 30350
1231@ IF DX=18 AND DY=1 THEN 12330 30360
12320 GOTO 12240 IDT70
1233@ FOR P=20@0 TO @ STEP —2:SOUND ?,P,1@,1@: SOUND 1,P, 0380
2,1@:NEXT P:SOUND 2,0,0,0: SOUND 1,0,0,0 Iaz90
12400 SC=SC+50@:SC=SC+ (LI#1@) TR400
12412 GOTD 12500 In410
12429 GRAPHICS 18:SETCOLOR 4,%9,2:SETCOLOR 9,9,12 30420
12430 POSITION 3,1:7 #é&; "TRANSFER LEADER" 3040
1244@ POSITION 2,3:7 #&;"FROM THE CASSETTE" Ip440
12450 POSITION 2,5:7 #&4; "UNIT TO THE COMFPUTER" I0450
12455 POSITION 3,7:7 #&; "USE TRIGGER":POSITION 2,9:7 #& Q4SS
§ "FOR SPEED CONTROL" IQ4T7
12440 FOR W=1 TO S@O:NEXT W 30459
1247@ FOR C=15 TO 2 STEP -1:SETCOLOR ©,%9,C:FOR W=1 TO S 30460

CHSET1A,
CHSET2A

Absolute addresses
of new character
sets.

Loop variable
(general).
Transient X and Y
co-ordinates. J
ASCII code of
character on screen
2 places in front of
MY.

CHPOS

ODX,0DY
DZ

GAMES COMPUTING JANUARY 1985

from DATA

WiNEXT C
RETURN

GRAPHICS
POSITION
POSITION
FOSITION
POSITION
POSITION
POSITION
@,15:7 %63 "DESTROY TRANSIENTS. "
12560 FOR W=1 TOD &60@:NEXT W

POKE

3,3:7 #&; "TRANSFER DATA"
3,5:7 #6; "FROM THE via*
3,7:7 #&;"TO THE RAM. "

1,9:7 #&6;"AVOID THE FALLING"
4.11:7 #6:"TRANGTENTS, *

R,13:7 W63 "USE FIRE 3UTTON

71@,P:NEXT P:SO0OUND 2,0,0,0:POSITION DX,DY:?

710,196

IF LI=0 THEN 4000

GOTO
END

12000

CHSET1=PEEK (1@&) -8: CHSET2=PEEK (106)-16
CHSET1A=25&6%CHSET1: CHSET2A=CHSET2#256
DIM MC$(32):FOR I=1 TO 32:SOUND 2,I%#10,10,10: READ

A:MC$(1,1)=CHR$ (A) :NEXT I1:SOUND 0,0,0,0
30030 DATA 104,1@4,133,213,104,133,212,104,133,215,104,
133,214,162,4,160,0,177,212,145,214

0" 3!

17:SETCOLOR 4,9,2:SETCOLOR, 0,912

12570 FOR C=15 TO 2 STEP -1:SETCOLOR @,9,C:FOR W=1 TO S
stNEXT W:NEXT C
12580 RETURN

12600 LI=LI-1:FOR P=0 TO 200 STEP 5: SOUND @,P,@,10: POKE

DATA 200,208,249,2308,213,230,215,202,208,240,%6
I=USR (ADR (MC$) , 57344 ,CHSET1A)
I=USR (ADR (MC$) ,S7344 ,CHSET2A)
DIM CHAR$(18) ,BYTES$ (4) :CHARS="/'#$%% ", ,+~=+@[]1_"

FOR 1=1 TO LEN(CHARS):SOUND @,1%10,10,10

CHPOS=CHSE T1A+(ASCICHARS (1)) -32)#8

FOR J=0 TO' 7:READ K:SOUND 1,J%1@,10,10

FOKE
NEXT

FOR I=1 TO LEN(CHAR$) $SOUND @,1%10,10,10

CHPOS+J K
J:NEXT I

CHPOS=CHSET2A+ (ASC (CHARS (1) } =32) =B

FOR J=@ TD 7:READ K:SOUND 1,J%12,1@,1@

POKE

CHPOS+J K

NEXT J:NEXT I:SOUND @,0,0,8:S0UND 1,0,0,0
REM DATA FOR CHSET1 FOLLOWS

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

24,24,24,24,24,24,24,24

258 055.0,0,0,0,0,0

N 3,3,3,3,3,8

102, 102,102,122,102, 102,102, 182
255, 255,85,85,85,85,255, 255

28 255 3 3, SSNE 3
192,192,192, 192,192,152, 255,258
255,255 192 182,192,192,192,192
SN R |, 25

255, 6b,66,66,56,0,0,0
2,0,0,56,56,66,66,255

255 231,231 ,231,231,231,255,255
2s55,195,195,219,219,195,195,255
2%% , 255,255, 255, 255,255, 255,0
2,0,0,0,0,0,255,255
192,192,192,192,192,192,192,192
2,0,0,126,126,0,0,0

REM DATA FOR CHSETZ FOLLOWS

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

24,24 ,24,24,24 ,24,24,24
255,25%5,0,0,0,0,0,0

SR LRy
122,102,102,102,102,102,102,102
255, 255,170,170,17@, 170,255, 255
25%,2%%,3,3,3,3,3,3
192,192,192,192,192,192,255,255
255,255,192,192,192,192,192,192
P e e R o

255, 66,b6b,bb6,66,0,0,0
0,0,0,566,66,b6,b6,255

7%%, 231,231,231 ,231,231, 255,255
255,195,195,219,219,195,195,255
omg 255 o5= os5E 05 o%= 255 0

9,0,0,0,0,0,055,255

DATA 192,107,192, 192,192,192,192,192
DATA ©,0,0,126,126,0,0,0
RETURN

Used to read data

statements.

Position in character
set of next character

to be defined.
Loop variable

(general).

Old position of leader

on screen 1
ASCII code

of

BYTES

character at DX,DY.
Used to move 4 bits

from bottom of

screen.
MCS$

screen to top of

Machine code routine

to move character
set from ROM into

RAM
CHARS
defined.

Characters to be re-




Dear Ed

In reply to the letter concerning
‘‘Pirate’s Cove'’ in your October issue.
The way to remove the Snakes is to
drop the Parrot in the Monastery, it then
attacks the snakes after a few goes.
Then get the second treasure, wake the
pirate and set sail back to Pirate’'s
island.

At Pirate’s island get the blood stain-
ed book and say ‘YOHO’ to return to
London.

This adventure is number two in the
Scott Adams series. | also have number
three ‘Mission Impossible’ which | have
completed, if anybody wishes to know
how to complete it please write to me at
the address below.

| also have number five ‘The Count’
which | cannot complete, so if anybody
knows how to complete it please write.
Yours sincerely
Darren Walters
52 Woodfield Heights
Tettenhall
WVE 8PT.

As you can see we had a great response
to Steven’s cry for help both in the last
issue and this. The original letter dealt
with the TI but all of Scott Adam’s
adventures are identical across the
range of machines. All these hints apply
equally to my Commodore 64 versions
of the games/

Pirate’s Island doesn’t end there
though. We've just received Return to
Pirate’s island. It has full graphics and is
very good. The only hint | can give is
that you must wear glasses before you
can see any of the graphics at all!

If you have any questions or answers
on any type of game then please send
them in.

inputs 100 and lo1 of the BBC respec-
tively.

Yours sincerely

A | Pearmain

Sales Director

Voltmace Ltd

Park Drive

Baldock

Telephone (0462) 894410

What do our readers think? Write and
tell us.

M‘V /\/\"

Dear Editor

| would like you to clear up some
misleading inaccuracies in your joystick
review which will have adverse effects
on our sales of Delta 3S joysticks.

Overlooking a number of false
statements in the Delta 14b description
the main point is that it states that our
Delta 3S switched joystick is fitted with
potentiometers making it a different
control action. | would like it made clear
that the Delta 3 S joystick is fitted with
rotary slide switches which act as the
stops of the movement. Also our
joyticks are so tight to use that they can
be held in the hand and do not have to
be rested on a flat surface so that we do
not want rubber stickers on them.

In response to your ‘“What the third
central button is for we can only
guess’’. The button is either common to
the other two, or for interfaces, such as
the Cambridge Computing Program-
mable Interface it can be made to act
separately. Also on the Delta 3b single
the centre fire button is a separate but-
ton to the outside two being read into

68

Dear sir's

May | first thank you for supporting the
TI 99/4A in your excellent magazine
and hopefully your continued support.

The reason that | am writing to you is
that | recently started the NOTT's
99er's GROUP for the Tl 99/4A and
99/4. | am looking to increase the
membership.

The group producers a monthly
newsletter containing letters, program-
ming tips, help with programming,
news, reviews etc. . .

Could you please give the group a
brief mention and ask any person in-
terested in joining or wishing further in-
fo to contact me at the below address.

Thank you for your time and hopeful-
ly for giving the group a brief mention.
Yours faithfully
Gordon P. Tomlinson
NOTT’s 99ER’'s USER's GROUP
75A Rossell Drive
Stapleford
Nottingham
NG9 7EG

A\

Dear Editor

Whilst playing on Mugsey and acting
the goat | found a bug in the program. If
Loey asks you how much you are going
to pay to keep the boys’ loyal, type in a
minus number, this number is then add-
ed onto your dollars, thus giving you a
lot of the things needed like guns and
hoods.

Marc Whitaker

Lancashire

GAMES COMPUTING JANUARY 1985






Now available for SSECTRUM (£7.95) From Boots and all leading retailers

STARCADE
@
Up Up and Away o

COMMODORE, ATARI, BBC
(£8.95 each)

On disc for COMMODORE, ATARI,
BBC (£10.95 each)
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420-550 Gives instructions.

590-640 Set up any remaining
variables.

650 Join text and

guphics cursors,

660-670 all procedure to
draw the first screen.

700 Notes the ships
position.

720 Ends game if there
are no-ships left.

730-760 Displays information
at the top of the
screen fuel act. "

770 Updates hi-score.

780-800 Controls. Sets flags
and updates :
variables.

810-850 Draws the fire from
the engines.

860 Calls the procedure
which decides is the
ship has crashed or
landed.

880-890 Causes the ship to
drift

900 Rubs out the ship if it
has moved.

910-940 Draws ship.

990-1040 Procedure to rub out
the ship.

1060-1340 Procedure which
checks to see if the
ship has landed,

\ crashed or caught an

egg.
1370-2220 Procedure which
draws the screens.
2250-2370 Explosion procedure
which destroys a
ship.

Variables Used

C(1t07) Hold the values for
the colour of points
around the ship.

NEG(1 to 2) Number of eggs left
in each screen.

HI Hi score.

CX.,CcY Check to see if the
ship had moved.

SKILL Skill level (set in pro-
gram).

A3$.B$ Used as GET$ to wait
until the user is
ready.

XY Ships postiion on the
screen.

FUEL Fuel left.

SHIPS Number of ships left.

XDRIFT Drift added to

: x-directions move-
ment.

YDRIFT Drift added to
y-directions move-
ment.

SCORE Score.

SCREEN gli:resn number (1 or

S.L chop variables used
throughout game.

Flags
LEFT Left engine (1 =on.
0 =offn?

Right engine (1 =on.
0 = off).

up Main engine (1 =on.
0 = off).

EGG 1 =ship has an egg.

AL 0 =ship has no egg.
o8 %
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H

DEFPROCOUT

8COLe, @

MOVECX ,CY1VDU242,241

IF EGG=1 THEN MOVECX+1S,CY+32:VDU248
6COLD, 3

ENDPROC

DEFPROCCHECK

XDRIFT=XDRIFT+SKILL: YDRIFT=YDRIFT-.25
BCOLY, 2

IF X>130@ OR X<-10@ THEN PROCEXPLODE
C(1)=POINT(X-3, Y+5)

€ (2) =POINT (X+32, Y+5)

IF EBB=1 THEN C(2) =POINT(X+28,Y+32)
C(3) =POINT (X+65,Y+2)
C(4)=POINT (X, Y-33)

C(5)=PDINT (X432,Y-32)

C (&) =POINT (X+&64 ,Y=32)

FORS=1 T0 &

IF C(S)=1 THEN PROCEXPLODE ,
NEXTS 2

IF SCREEN=1 AND X>28& AND X<265 AND Y>51@ AND Y<55@ AND C(4)=2 AND C(5)=2

AND C(é) =2 THEN SCORE=SCORE+1 :

1212 IF SCREEN=1 AND X>99@ AND X<1@&@ AND Y>146@2 AND Y<20@ AND C(4)=2 AND C(S)=2

AND C(&) =2 THEN SCORE=SCORE+1

1220 IF SCREEN=2 AND X>35@ AND X<40@ AND Y>&65@ AND Y<7@@ AND C(4)=2 AND C(5)=2

AND C(é&) =2 THEN SCORE=SCORE+2

123@ IF SCREEN=2 AND X>98@ AND X<1@7@ AND Y>54@ AND Y<72@ AND C(4)=2 AND C(S)=2

AND C(&) =2 THEN SCORE=SCORE+3 4

1240

AND C(&)

1250

AND C(&)

ND1,1,

1270

IF
=2 THEN SCORE=SCORE+4
IF
=2 THEN SCORE=SCORE+7
IF

SCREEN=2 AND X>1@@ AND X<170 AND Y>34@ AND Y<4@8@ AND C(4)=2 AND C(5)=2
SCREEN=2 AND X>91@ AND X<94@ AND Y>130 AND Y<19@ AND C(4)=2 AND C(5)=2

C(1)=2 AND EGG=@ OR C(2)=2 AND EGG=@ OR C(3)=2 AND EGG=@ THEN EGG=1:S0U

100@,50@: NEG (SCREEN) =NEG (SCREEN) —1: SCORE=SCORE+5

IFC(4)=2 AND

.25: YDRIFT=-. 25

1280 IF FUEL>=100@ THEN YDRIFT=3:FUEL=99@: XDRIFT=@:S0UND1,-15,10@,2

129@ IF SCREEN=2 AND Y>94@ THEN SCREEN=1:X=435:Y=37:PROCSCREEN

1302 IF SCREEN=1 AND Y<=@ THEN X=448:Y=89&:SCREEN=2:PROCSCREEN

131@ IF SCREEN=1 AND Y>992 THEN SCREEN=0:Y=44:PROCSCREEN

132@ IF EBG=1 AND C(2)=3 THEN BG.NDI..2.1“.IB:EBBIIB:\'DRIFT--MBCORE-SCME'PZBIP‘R

1330
1340
1350
1360
1370
1380
1390
1400
1410
1420
1430
1440
1450
1460
1470
1480

1720
1730
1740
1750
1760
1770
1780
1790
1800
1810
1820
1830

IF FUEL<15@ THEN SOUND1,-15,255,3
ENDPROC

H

H

DEFPROCSCREEN

VDUA4: CLS: VDUS

vDU19,1,2,0,0,2,0

GCOLO, 1

MOVE®, 96@: MOVE® , 9381 PLOTBS , 1280, 960
MOVE 1260, 960: MOVE128@,930: PLOTBS, @, 960
MOVE384 , 96@: MOVE384 ,896: PLOTES , 608, 960
MOVE384 ,896: MOVE&DE , 894: PLOTES, 6408, 960
MOVE384 ,896: MOVE416,894: PLOTBS, 416,832
MOVES76,896: MOVESDE , B96: PLOTBS 574,832
6coLa,3
MOVE416,864: MOVEA1 46,8961 PLOTES, 576,864
MOVE4 16,8961 MOVES76,896: PLOTES, 576,864
6COLD, 2

6COLO, 1

IF SCREEN>1 THEN GOTO1790

H

H

GCOLO, 1

MOVE®, 500: MOVE42@ , 500: PLOTBES , 320,0
MOVE250 ,@: MOVES44 ,416: PLOTES, 512,128
MOVE®, @: MOVE320,0: PLOTES, @, 500
MOVE320,0: MOVES20, S500: PLOTES, 544,416
MOVE4S@, 256: MOVES2@, @: PLOTSES, 512,128
MOVE734 ,384: MOVEB?6 , 320: PLOTSS, 1280,512
PLOTES, 736,544

MOVES96 ,320: MHOVE128@,512: PLOTBS, 1280, 256
MOVE 1280, @: MOVE1280@, 128: PLOTSS, 408, 0
MOVE®28 ,50: MOVE 1280, 128: PLOTSS, 928,128
MOVE125@, 128: MOVE 1280, 256: PLOTBS, 1024, 320
PLOTSS, 12680,0

MOVE128@, 224 : MOVE1280@, 3841 PLOTBS, 832,256
6COLD,@ -
MOVES20,0: MOVE3@2, 15@: PLOTSS, 650,200
vDU19,1,1,0,0,0,0

6CoLD, 2

MOVE1024 , 160: VDU246 , 246 , 246,246
MOVE200,516: VDU246 246,246,246

IF NEG(1)=@ THEN 1780

MOVEBSS,24@: FORL=1 TO NEG(1) :VDU248: NEXTL
60T022280

cLS

X=448:Y=928

vDU19,1,0,0,2,0,0,0

GCoL?, 1
MOVE1120,0: MOVE 1280, 960: PLOTES, 1260,0

C(S)=2 AND C(&) =2 THEN SOUND1,-15,10@,1:FUEL=FUEL+5@: XDRIFT=

GAMES COMPUTING JANUARY 1985

1840
1850
18460
1870
1880
1890
1900
1910
1920
1932
1940
1950
1960
1978
1980
1990
2000
2010
2020
2030
2040
2050
2060
2070
2080
2090
2100
2110
2120
2130
2140
215@
2160
2170
21680
2190
2200
2210
2220
2230
2240
2250
2260
2270
2280
2290
2300
2319
2320
2338
2340
2350

2380
2370

MOVE192,44:MOVE®, 128: PLOTBS, 192,320
MOVE@,320: MOVE®, 128: PLOTES, 192,320
MOVES92,0: MOVE1120,2: PLOTBS,1120,946
MOVE®,®: MOVE®, 54: PLOTBS,1152,64

MOVE®,@: MOVE1@38,0: PLOTES,1152,44
MOVE1280,960: MOVE1120,960: PLOTES,1120,0
MOVE®, 128: MOVEQ@, 32: PLOTES, 320,32
MOVE736,0: MOVEBB4,0: PLOTES,802,128
MOVE192, 192: MOVE192,320: PLOTBS, 320,320
MOVE192,192: MOVE3S20,320: PLOTBS, 416,288
MOVE192,192: MOVE&4@ , 192: PLOTES, 440,384
MOVE448,288: MOVES44 ,416: PLOTES, 440,384
MOVE&4@,192: MOVE704 , 256: PLOTBS, 640,384
MOVE®,320: MOVED,416: PLOTBS, 96,320
MOVE®, 4164: MOVER , 960: PLOTBS , 256,734
MOVE®, 96@: MOVE256 , 734: PLOTBS, 320,960
MOVE128,576: MOVE256, 736: PLOT8S, 448,480
MOVE2S52,414: MOVE224,576: PLOTBS, 448,480
MOVE448,480: MOVE48@, 608: PLOTBS, 252, 608
MOVE&@B , 9603 MOVE704 ,768: PLOTBS, 1120, 940
MOVE 1024 ,926: MOVE1152,800: PLOTSES, 1120,960
MOVE704 ,768: MOVEB®@®, 768: PLOTES, 832,832
MOVEB32,832: MOVE1@56 ,928: PLOTSS, 928, 800
MOVE1184,488: MOVE748,608: PLOTES,1152,192
MOVE1152,192: MOVEBY6 ,224: PLOTBS, 768, 608
MOVE748 ,608: MOVE&S72,544: PLOTES , 844,384
MOVE748, 608: MOVEB32,672: PLOTES, 992,576
MOVES32,480: MOVEBY4,224: PLOTES, 800,252
MOVE448,736: MOVE4B@, 704: PLOTSS , 480, 800
MOVE960 , 76: MOVE?6@, 64: PLOTES, 1024 ,64: PLOTES, 1024, 76
BCOLD,2

MOVES&,352 :VDU246,246,246,246
MOVE992, 640: VDU246b 244,246,246

MOVE3S2,640: VDU246,246,246,2486

MOVE928, 128: VDU246,246,246

vDU19,1,1,0,0,8,0

6COoL®,2

MOVE245,175:FORL=1 TO NEG(2):VDU248:NEXTL

ENDPROC .

H

4

DEFPROCEXPLODE

B6COLD,2

MOVEX,Y:VDU244,244

FORL=0 TO 20

vDU19,128,3,0,0,0,0

vbuis,e,e,0,0,0

GCOL@,@: MOVEX, Y:VDU244 ,244

SHIPS=SHIPS-1

SOUND@,3,6,50

FOR S=0 TO &:C(S)=@:NEXTS

SCREEN=1: X=10@: Y=8@@: CX=X: CY=Y: EGG=0: XDRIFT=10: YDRIFT=
-1@: PROCSCREEN

FUEL=990 ﬁ 75
ENDPROC




Earth terrorised by evil aliens, mind control of all adults from the age of 14, huge

three legged war machines stomping on everybody

all good sci-fi stuff from

John Christopher in his ‘Tripod’ series of books and now a TV series. Red Shift are

producing a computer game based on the first book and the BBC series
Mike Roberts has been talking to Charles Ablett of Red Shift about ‘Tripods® and
all the other things that Red Shift are up to

book’’, he explained, ‘‘“you must travel
across Europe from Winchester to the
Alps, the game shouldn’t lose its appeal
over a long period of time as you can
take many alternative routes to get to
your objective’’. “‘Of course you must
avoid the Tripods and the black guard,
and beg, borrow, or steal food’.
““There are real-time elements in the
game that should throw map makers off
the scent’’

Adventures are getting more and
more different from their original verb/-
noun you-are-in-a-long-tunnel format,
although the success of Melbourne
House’s ‘Classic Adventure’, the
original adventure game, reveals that

Being a dedicated fan of the Tripods
trilogy, it was with some interest that |
received the news of its imminent ar-
rival as a computer game. The game will
be a sort of adventure game in a similar
mould to ‘The Lords of Midnight’ ex-
cept it is better at just about everything —
like there is true perspective graphics:
““On Lords of Midnight every scene is
shown as if you were standing on a
hill’”*, said Charles, ‘“‘on Tripods if you
are standing in front of a forest you can
see very little, only trees, on LOM you
can see the mountains and castles
beyond’’, ‘*You can also use binoculars
to get a better view of things'’

Another interesting addition is the
ability to have between one and four
players, making it a true family game.
‘*We are looking into the possibility of
playing multi-player games using more
than one computer linked up’’, that
ought to be interesting. Another user
friendly advantage is that it is menu
driven — no more hunting for the right
pidgin English expression to do a simple
thing.

T.V. Tie Up

"“"The idea of the game closely
follows the TV series and the first
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there is still a market for this kind of
product, rather like imagining a scene
from a book and seeing it in a film.
What does Charles see as a adven-
ture game and the relationship that

games like Lords of Midnight and
Tripods, which are drawing away from
the standard adventure format, have to
standard adventures like The Hobbit or
Classic Adventure: ‘‘An adventure is a
game were you can take on the role of a
character and have as many options
and choices as in real life’’.

““You don’t get many options with
Lords of Midnight, | don't find it
repetitive, but it doesn’'t work as an
adventure game — it is a very good war
game’’. “Tripods is a game where you
can have adventures, it is a true adven-
ture game’’

Tripods is being launched for the
Commodore 64 and the Sinclair Spec-
trum at the same time, a BBC version is
to follow later. The may be the possibili-
ty of an Amstrad version at a later date
but ““The Amstrad is very difficult to
program’’ said Charles.

Enthusiastic Beginnings

Where did Red Shift come from? “‘It
developed out of Minitute Wargames

magazine, a couple of people there
thought that there was a market for war
and strategy games. The backer of the
magazine provided the finance and it
started from there’’.

The first game to be released was
Apocalypse. This was a licenced ver-
sion of the board game created by
Games Workshop. There was to be a
follow up, of a different game called
Battlecars, but there were problems:
‘“The programmers left after three mon-
ths when the program was 90% com-
plete, taking the program with them. |
believe that they sold it to Games
Workshop Software for £4000"’.

The Name’s The Game

From there they went from strength
to strength, releasing some games that
attracted a real cult following amongst
wargamers. ‘“We haven't really got a
name for ourselves yet, we are hoping
that Tripods will give it to us’’.

What of the future? ‘‘We're bringing
out a space tactical/strategy game that
is, as yet, unnamed and a fantasy
game'’, not called the golden tower (the
programmers name for it), ‘‘names are
very important’’. Well the name Red
Shift should be here for some time.
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A lot of talk is going on in the back rooms of computer clubs
about the subject that has been on everybody’s mind since
the film War Games. What are they all talking about?
Modems. What is so interesting about them? Will they
revolutionise information technology? And can you

really start world war three with one?
These and many other questions will
now be answered when Mike Roberts
starts his TX.

There are two things you need to know
about modems — what is one? And
what can it do? What one is has a sim-
ple answer. Modem stands for
““MOdulator DEModulator’’, how it
works can . be simplified if you think
about how a tape interface functions.
When you write information to tape, the
tape interface inside your computer
turns the bits of data into tones, one
tone for a 1 another tone fora 0. These
tones can then be recorded via standard
audio means (a tape recorder). The in-
terface can also detect the tones com-
ing in and load a program or data into
the machine.

A modem is similar. It converts data
sent be the terminal computer into
tones (modulates) and decodes data
sent by the host computer into data for
your micro (demodulates). The com-
plexities occur when you have two way
data transfer, often at the same time,

GAMES COMPUTING JANUARY 1985

and possibly at different speeds. Prestel
was the original guilty party in this as
you transmit data at 75 baud and
receive at 1200 baud. Baud is pro-
nounced ‘bored’ and is a measure of
data transfer speed per second (approx-
imately). This includes things like check
digits and start/stop bits, the upshot of
it all is that: 10 baud=1 byte per se-
cond communicated. It is important to
know this as it is one of the most talked
of quantities in modems.

Connections

So the end result of a modem is a small
black box that attaches to your micro
somehow, and will connect to your
telephone allowing your machine to
‘talk” down the telephone line.

There are two methods of connec-
ting your modem to the telephone —
direct connect and acoustic coupler.
Acoustic couplers used to be the most
popular method because they don't in-
terfere with the telephone system

, directly. They have a sort of reverse

handset which the normal handset
plugs into. There is a speaker opposite
the microphone and a microphone op-
posite the speaker. This system is
rather error prone, but does have the
advantage of being usable on all types
of telephone system.

The other type, now more common
due to British Telecom becoming more
reasonable about what is allowed to be
connected to their bits of wire, is the
direct connect system. If you have one
of the ‘new style’ BT sockets in your
wall, the sort with the little slide up
hatch, you can use one of these. They
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plug directly into these sockets and siny,
straight down them instead of going
through the conversion to sound and
back again process. This system is error
free as long as you have a good line.

There are various other features a
modem may have such as auto dial,
auto answer or automatic baud rate
detect. These are listed in order of im-
portance. Auto dial is useful but you
can do without it. It means that the
computer can ring up the data base or
billboard itself. This has two advan-
tages — firstly, if you are using an
acoustic coupler or a direct connect
modem without a splitter plug, you
don’t have to dial the number on your
phone, wait until you hear the carrier
tone, then hurridly connect up the com-
puter and modem before the host com-
. puter goes off line. Secondly, instead of
keeping a directory full of 10 digit
telephone numbers you can just keep a
file of them on disk and call them up
when necessary.

Auto answer and auto baud rate
select are more for the person who is
going to run a bill board or data base.
Auto answer will answer the phone (as
long as it is a computer that's calling!)
so that you can have a fully automated
bill board system. Auto baud rate detect
will keep swopping its baud rates
around until it finds the one that the
computer it is talking to is using.

There are other things that modems
can have such as ring-back timers, but
these are rather specialised and are
unlikely to be found on cheap home
modems.

It's Very Pretty Dear,
But What Can It Do?

What can you do with modem once
you've got one? Their main use up to
now has been to access
Prestel/Micronet the British Telecom
mega-database that is all things to all
people and can do almost everything
that you would expect from a huge
public access data base. Almost
everybody knows about Prestel so |
shall concentrate on Micronet.

&4

Micronet is a database within a
database and is intended purely for
microcomputer users on Prestel, in-
stead of the more simpler terminals.
Micronet has such things as interactive
games where thousands of players can
play at one, such as Starnet. Starnet is
an adventure/strategy/trading game of
huge proportions. There are other func-

MODEMS

REPORT

Micronet and Prestel use teletext
graphics, the same as those used on
Ceefax/Oracle and the BBC Micro. They
can handle eight colours and a crude
form of graphics as well as text. Com-
punet is designed for a single machine
so that it can use full graphics and 16
colours to build up a display. All the
facilities of Prestel/Micronet are there
including downloading, electronic mail
(sending ‘screens’ of information to
other users), and large games. Com-
punet’s ‘mega-game’ is MUD. Much ap-
praised by Simon Rockman in his page.
Regular readers will be familiar with
MUD, but for the others, or if you just
forgot, there is a short explanation.

More And More MUD

MUD stands for Multi User Dungeon. It
was written on Essex University's
mainframe computer by a chap called
Richard Bartle, who is doing research in-
to artificial intelligenee on computers.
The game of MUD is an adventure game
where many players can play at once,
and players can actually meet each
other, have conversations, and fight!

tions such as gossip/ chat/magazine
pages that work very much the same as
a normal magazine with news reviews
and program submissions, but because
Micronet is electronic media the news
can be published the same day that it
happens and programs can be
‘downloaded’ directly into your com-
puter. Downloading simply means
loading a program into your computer
through a modem. You can also buy
software over the wire in the same
way, your micronet account being
debited automatically.

Another system that has just started
up is called Compunet. This is very
similar to Micronet except that it runs
on its own computer and is dedicated to
one particular type of micro — the Com-
modore 64, and is owned and run by
Commodore themselves.

There are various levels of skill that
you can attain in MUD, the top being
Wizard (our Simon is one of these) and
being a Wizard on MUD gives you all
sort of wierd and wonderful powers.

This is no where near all that you can
do with modems. There are literally
hundreds of bulletin boards spread
around the country. They are like mini
databases and are generally run as a
hobby from somebody’s home. Some
of them can be quite sophisticated,
although generally only one user canac-
cess them at a time.

One last word. Buying a modem is
quite cheap — as low as £50 now —
but running them costs a lot because
you are hooked up to the telephone for
long amounts of time. Also Computnec
and Prestel/Micronet cost money to join
and use.
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MAY WICO BE WITH YOU

w hen you're up against all the evil in the universe, you
need the finest joystick. Weak, sticky, slow controls
can only lead you to your doom.

You need a Wico.® The controls in more than 500
modem arcade games are actually made by Wico* They set the
industry standard for durability and performance. And the same
arcade quality goes into the Wico® you take home.

Wico® joysticks work directly with the
Commodore 64™ Vi ic 20™all Atari* Home
Computers and Atari* Video Games

Add an interface,and you can connect into
a Sinclair Spectrumor Apple 11* and lle® If you ;
have a new MSX computer there's the just
released MSX Grip Handle for you.

What do you get? A man-sized handle
on a virtually unbreakable shaft. Tough,
ultra-sensitive Wi switchgear. A heavy-
weight base. A vear's guarantee. And more shee

dodging, (‘hamm, and blasting power than ever before.

The Wico® range includes the famous Red Ball ™ straight
out of the arcades. The Three Way Deluxe with interchangeable
handles. The light but rugged Boss. And check out the state-of-
the-art Trackball: many owners use it for serious programming,

where it gives them effortless cursor control.

Ask your dealer to let you handle a Wico.® Quality

(you'll find) costs money,

But if you want to have less trouble fighting your
controls, and more power for fighting the
forces of darkness . . . only Wico® is worthy
of your hand.

wIC0

THE FINEST HAND CONTR( LS
" KNOWN Ul

E CGL HOUSE, GOLDINGS HILL, LOUGHTON, ESSEX 1G10 2RR. 01-508 5600. LOOK FO . WICO NAME IN ALL GOOD SHOPS AND CATALOGUES



THE CRE

Personnel
files follow
| yours to
| command

3RD OFFICER enaineering oFricer | well almost
Physically Strong, Low 1O Wiltul_ Ambitious. Cynical, Rebellious.

Potentially Rebellious Authoratitive, Resourcetul Untrustworthy. Unflappable

NAVIGATOR EXECUTIVE OFFICER SCIENCE OFFICER CAPTAIN ENGINEERING OFFICER
Shy, Skitful and Direct, Imaginative, Secretive, Unlikeable, Brilliant — | Solid, Dependable, Courageous —
Inedligent — Panics Easily Cautious, Loyal Occasionally logical Excellent Leader

Featuring
the unique
=y Personality Control System

Software Group




New Releases

TOM THUMB

Within the scrolling mazes of the six pyramids lie the 48 keys which will unlock the secrets of the ancient Egyptians.
Each maze can be viewed as a whole to help you plan your strategy and chart your way. You need superb timing to
acquire the keys and fit them in the correct keyholes. The Vic 20 version also has six scrolling mazes and numerous
perils to be faced as you collect the treasures in order to survive.

COMMODORE 64  VIC 20 16K
BATTLE THROUGH TIME

J.S.

£5.95

This non-stop action adventure takes off with World War Il spitfires, jet fighters in Korea and helicopter attacks in
the Vietnam war, moving on through time to the murderous weapons of World War I11. The mutant offensive brings
about the end of civilisation followed by the dawn of pre-historic times and the vicious pteradacktyls. Excellent
graphics and sound effects bring this seven stage ““Battle Through Time'’ to life.

J.S. COMMODORE 64
CATACOMBS

£7.95

ZAGA MISSION

P.C. FUZZ

P.C. Fuzz has nothing but his
truncheon to capture the money being

Adiagonally scrolling maze lies ahead of you.
There are no enemy fighters or ground fire to

A sealed door bars your entry to an intriguing
role playing adventure. Sequence of

flying

destroy you. You have total speed control of a
highly manoeuverable helicopter and it will
hover while you work out your approach.
Absolute concentration is essential to
complete ten stages of the “"Zaga Mission"".

J.S.

COMMODORE 64

£7.95

appropriate words swings the door open to
another location. Each location is shown in
superb graphics to assist you in your fight for
survival. Save adventure facility,

K.B.

COMMODORE 64 £7.95

literally spirited away by the local mafia.
Jostled by punks on pogo sticks and wobbled
by well oiled patrons of the local inns at the
closing time, he pursues the villains with
vigour.

J.S. COMMODORE 64 £7.95

Trade Enquiries: ANIROG SOFTWARE LTD. UNIT 10 VICTORIA IND. PARK VICTORIA ROAD DARTFORD KENT (0322)92513/8
Mail Order: 8 HIGH STREET HORLEY SURREY 24 HOUR CREDIT SALES HORLEY 02934 6083
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o The object is to collect sacks of wheat
oo thrown out the windmill. You control
L3 | Marmaduke mouse with joystick in port

Full instruction are contained in the

program.

RUNdown

Lines Action

0-1 Set up variables.

2-26 Main subroutine for
joystick control. Read
data set up memory
and graphics.

57-80 Scoring and collision
detection, game
restart and win test,
random rat jumping.

90-95 Random sack
placing.

100-410

2 |

5000-5110
9000-9015
10000-10035

20000-25000

Music and UDGS
DATA.

High score table.
Bell sound.

Lose sequence and
optional game end.
Windmill graphics.

Important Note

In the listing there are some REM
statements that contain words like
‘CRU" and ‘CRD’ these refer to the

30000-40670 Sprite data. following line which contains reverse

50000-50160 M/c data for rat field characters and explain their func-
movement. tion.

55000-55070 Play music. Because we use an automatic

60000 Random multi-colour system to do this some lines are

61000 Switch interrupts duplicated (ie. 62999) when this hap-

back to normal.

Variables Used

\' Start of video chip.

E1 Start of video chip
+1

S Sound chip start
(SID)

Jv Joystick status.

FR Fire button.

XY Mouse position.

G For formating score.

CH Memory pointer for

sprites.

pens type in the FIRST line only. All
REMs can be left out.







dd=12tu=532481el=v+]ts=542721pokeS4296, ISt for i=stos +241pokei ,0ig=1000000 tnext
ch-eB40lIa-EﬂBluliEll!rlIEISIjo-SGBEGIGb-ISch-|5er-EI13-4lu-]:d-algotoe?
Jv=peek(joltfr=juvandfbljuv=Fc-{juvandfc)
ifijverithenx=x+ritpokech,.r l+i{peekich)=r 1)tit+x 248thenx =248
ifjv=l3thenx=x-rXipokech ,l2+(peekKich)=1231i$x<16thenx=16
ifjusBthenpokech ul-1

35
36
g
39
48
S0
S1
Sa
53

1¥fr{>Bory=a40thenlsS

forjlasytoy-3Sstep-lipokeel,jlipokech, ul+ipeek(ch)=ul)tnext
foraa=jltoyipokeel ,aatpokech ul+ipeekich)=ul)tnextireturn
ifx=112orx=208thenl?

return
ifjv=uandy=2@6thenfory=yto|S9step-ltipokeel ,vinextireturn
ifjv=uandy=158thenfory=ytoll2step-1lpokeel .yinextireturn
ifju=uandy=1l1thenfory=ytodistep-lipokeel ytnextireturn
ifjv=dandy=4@8thenfory=ytol1@ipoKeel ¥ ! tnextireturn
ifju=dandy=lllthenforv=ytolS7ipokeel,ynextireturn
ifiju=dandy=19Bthenfory=yto20S5tipoKeel ¥ next

return

rem orn-bun-1lrd-gri-gr2-lgn-1bl-gr3 clr-

POKeS3EB] . 7icl $="DNNNIMENE" tprint “ERTEEI"tab (8)“Wtales of the windmill”

PoKeS53280,5tpokKeS3276 ,peek (S3276)0r 3
dimtt{4)

Printchr$(142 ) tpokeS2,48pokeS6,481poKeSE334 ,.peek (S6334)and254
printchrS$(142)ipokeSZ ,48tpokeSE6 .48 poKkeS6334 . peek (56334 )and254

90subS55AAD@tpoke | ,peek (1 )and@S 1 for i=0toS1ltpokei+|2288,peek (53248+i)tnext

pokKel ,peek(llordtpoKeSE334 ,peek (56334 )0r |
fori=12800tc0 130 15treadatpokei ainext

rem hom

print "B tgosub20@10iKko=Sttt=1000
fori=13312t014207treadatpokei atnext

pokey+37, |tpoKev+38,9tpokev+39,11ipoKev+40,0tipoKev +45,9tpokev +46,8

POKeS3272.,(peek (53272 )and24B)+12

b=@:forz=49152t099283treadatb=b+atpokez ,atnext

dxcrd blk

ifb<(>1B8371thenprint"m/c data wrong check data"tstop
POKeZ040 ,2081poke2@41,217poKeZB42,2181p0oKe2043,219tipoKe2044 ,216

POKeyv+48 .@tpokeyv +41 ,9tpokev+d2,. 1 1tpokev+43,Btpokev+dd, lipokKey +28,3
pokev+2l,2551ek=eXtll ifeXslthensvedS 152 tpokev+S,1111i1%=01j|¥%=0
PoKeuv+23 ,32tpokew +29,321pokev+11,100fpokev+1@,35tpokev+16,32130sub20008

S4
S5

56
57
S8
38
€@
61
&2
63
64
Lk
66
87
68
68
€3
7e
75
76
ee
S8
a2
83
S4
as
12
118
128
121
122
128
138
135
148
158
151
162
163
164
165
166
17@
1ee
190
200
218
213
214
215
216
220
230
268
265
280
298
33a
348

$C2g +EPPPipokef@46 ,214tpoke2P47 ,214gosubSP1x =901y =206 1pokee ]l v Ipokey ,x

gosubZ2ipokev ,x tpoKeel ,y
cd=peek(u+3@)tifi{cdandB8)=8thensc=sc-150

ificdand2)=2thensc=sc =75
if{cdandd4)=4thensc=sc-125
ificdand16)=16thensc=sc -250
ifil¥“=1thenpokeuv+21.1911gotoE4
ifcd=1290rcd=193thengosub90@0tilX=liscesc+S00+int(rnd(@)ach)ipokel@47,215
ifjl¥=1thenpokev+2],127190t06B
ifcd=65orcd=193then) 1%=1i903ub9@P@isc=sc+500+int(rnd(B)%ch)ipoke2P46 215
ifil%=land) l”=1thengosubS@tx%exX+11i1%=01j |¥%=@tpokev ,40!pokee ] ,2081g0otoS7
ifx“=Kothenx¥=AlgosubSBBBigotao5SS
scH=r ightF(strFisc),Blilifsci{=gthensc$="D0O0OD"tsc =g
rem hom- 23%crd-blk
print " ETCCEEEEEEECEEECEEEEEEEs c =" fsc$! " hi="stt) "
ifsci{=gthenx¥=01!11X%=01j1%=Atgosub100BBtgotoSS
ifrnd(@)(.008thenpokev+Z, intirnd{(B)sr1)+fbipokev+7,intirnd<@)er 1) +fb
1frnd(B)<{.0@08thenpokeuv+3 . intirnd(@)*r 1) +fbipokev+d, int(rnd(B)%r 1) +{fb
poKev+21,255ig0t057
pokeu+12, . intirnd(A)¥r 1)+27tpokKev+13,.int(rnd(B)*100)+80
POKeEBAB . .r 1+utpoke2047 ,r | +u
x=d@iy=2B61L 1 1X=01j | %=Btff=paekiv+30)
pokKeuv+d , intirnd (@) *255)
pokeu+14,int(rnd(@)#230)+20tpokKev+15,intirnd(8)4108)+BBtreturn
rem 'udg's
rem music
data8.97.,190,10,143,10,7,233,10,8,97,10,10,143,18,11 ,48,10
dataS,104,20,10,143,20,7,223,20,9,184,20,9,104,20,10,143,20,11 ,48,50
datall,48,200,9,104,300
data-1.-1,~-1
rem roof
,data235,255,.255,253,253,163,163,131
data255,253,189,188,157,155,139,136
data255,255,239,231,231,199,135.3
rem mice
datal,33,97,248,31,863,126.66
datad ,6,7,6,79.,48 ,62,31
data32,96,224,96,242,116,120,2490
data36,102,102, 126,90, 102,60 .24
datal2e, 132,134,159 ,248,252,126,66
rem roo¥f
datal31,163,163.,253,253,255,255.255
datal36,139,155,157,188,189,253.,25%
data3.135,199.231,231.,.239,255.,255
datad4,76,76,124,142,188, 142,92
datalSs,15,31,63,63,127,127.255
data24@,2490,248,252,252,2549 ,254 ,25%
datal,1,1,3,3,7,7,15
datal2B8,.128,128,192,192,224 224,240
rem brick's
data3,3,3.3,3,3,3,3
datal92,192,192,192,192,192,192,182
data®,126,126,126,90,30,30,30
data®,254,254,2549,90,254,254,254
data233,255,240,.224,192;192,192,192
data255,255.0,0,0,0,0,0
data255,255,15,7.3,2.,3.,3

Job="xX%+1" win="1Ko




Se8e

Saze
S04

122a0
12218
ieaiq
ie@1s
18816
18817
iee2e
10225

1eeze

10035

18999
ceaoe
20009
20010
20819
2eeze
2eez3
£ease
2ee3s
£nnan
20848
£9as5e
2e8ss
caeee
20069
caeve
2ee7s
20080
20083
zepse
20833
za10@
2e18s
20110
28118
Za12e
20129
ca13e
20133
c@i14e
2e149
20158
20159
@162
20165
ea17e
20189
o198
20193
20200
2ezes
2ez1e
2ez219
2ezze

370 rem roo¥

380 data2S5,255,42,85,162,65,2895,855
390 data255.,255.65,162,85,42,295,2855
490 datal92.,240,120,120.60.15,3.3
410 data3,3,15,60,120,120,2490, 192

i1%=@01j1%=0tsc=sc-gitt=scigosubS5500@trem hi score

5005 z1=0tforxi=1to04tiftt>tt(x1)thenzl=x1!x1=5
S01® nexttifzi=Bthenreturn
5@19 rem clr- 2%crd

input "EElou win enter name*!nStiflen(n®$))20thennS=leftSin®.20)
ifz1=10thenS060

SPS@ forx1=3tozlistep-llttixl+1d=ttix]dittFixl+l)=ttS(xldtnext

S0E0 ttizl)=ttittSd(zl)i=ns$

S0789 rem clr red

5088 print"@M"tab(8)"®Whi score"”

5080 forxl=1tod

5094 rem crd

SP9S print "W "Ix1tab(1@)ttdx1)rtab(23)sttH(nl)

51800 next

S199 rem crd

5110 print"fMpress a Key to restart”"ipokelS8.Ptwaitl1S8,1ipokelS8,0ireturn
8999 rem bell

SPPP pokKes+l,130tpokes +5,91pokes+15,30tpoKes +24,151for1B8=8to1tpokes +4,21
8010 foru7=1to15@tnextipokes +4 ,28tforuB=1to2@inext

9015 foruB=stos+24tpokeuB Binextireturn

899898 rem hom- Skcrr- 10%crd

pr int " EEERRRRRECEEEEEEEE ou lost”
forbb=lto3@tforaa=208to213tpokech ,aalff=fre(@)inextinextipoke53270 . .200
rem Excrd

pokel2B@46,rl+utpoke2P47,.rl+ulprint "fMManother go (press fire buttonlor
rem crd

print"Mpush joystick up to stop game"

ju=peek {SE320)

fr=juand 1Bt iffr=0thenreturn
jv=15-(jvand15)tifju=lthengosub6100@tpokKev+2],0ipokeS3270 ,2001end
go0to 10020

rem clr

g0subEOPPDtpr intal$"BABBCDEFGH I JKLMNOABCDEGH 1. JKLMNOPGABCDED "
rem 3@%crr

gosubEPVR@tpr inta | 5" INENRARRERRRRRORRRRRRRRRRRRERE RSRSRR"
rem lbl- 3@%crr pur blu

print " SERRRERRRRERRRRREDDRRRRRRRRRN] SHTUVIRSS®

rem 3@%crr pur blu

print " RMARRRRRRRRRRRSRRRRRRRRRRRRRN SSHD PESSR”

rem 30%crr pur blkK pur blu

proant EESERRERRPRERERERRRERRRRRRRE- S B AW ISES

rem 3@%crr pur blu

print " NERBRRRDRRRRRROSRRRRRRRRRRRRRE- RSB <FERS

rem 3@%crr orn blu

fort=1toBipr int ' INRERRRRERRSSRRRREORORRRRRRRRRE- AR SHSEERSR " tnext
rem 3@%crr >

print " IMRRERRRRRRRDRRRRRRRRRRRRRRRRR- RRSRSRSR

rem 3@xcrr

print " EEBESSRERERRRRRRREFRRRRRRRRRRF SSRSRSRR ©

rem 3@scrr pur red

Ppront  IRPRBRRRRERRERRRRRRRRRRRRRRRRR-RCHTUVERSS "

rem 3@%crr pur red

pront " iEEERSRRRPORRRRERRRRRRRRDRRRRRRF- S0 PESSR "

rem 3@¥crr pur blK pur red

prant " )REBRRRRERRRRRRERRERRRARRERRRR- RS B0 EC NP IS5S

rem 3@dcrr pur red

eroant "IERRDRRRRERERRERRSRRRRRERRRRRE- - B 1 HERS "

rem 3@s%crr

prant "MNBRBRERRDRRERRRRRRRRRRRRRRRRRF SSRSRSAR

rem 3@%crr

print ' iRREPERRRRRRRRERRRDRRRRRRRRRRRS: SSRSRSRR "

rem 3@:crr

proant " ppRERRRSREERRRERRRRRRRRRRRRRRRF-SSRSRSRR "

rem 38scrr

print” Ll cpcpcoR .
poKeS3270 ,peex (5S327@)0r 16

g0subEQ@PVtpr inta | $"SRSRSRSRSRSRSRSRERSRSRSRERSRSRERSRSRERS *
rem hom=- 1@=crd

print " EECEEEEEEE R SRSSRSRSRSRSSRSRSRSRSERSRERSSR ™

rem hom- 16%crd

pr int " EETCECEFEEEEFEEES TUVRSRSRSSRERSRESSRSRERSRESSRERR ™

rem hom 12%crr

print @ tgosubG@BRA fort=1to22tprinta s ENERRRRRREE " tnext
rem hom 24%crr

print"@" tgosubBARRP! fort=1to22pr int " MEERSRREERRRERRRRRRRRRRN- “ tne x t
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return 39898 rem rat
30000 rem mouse 5 1 40000 data®,182.8,1,224,0,3,254
30001 datad,21,0.0,21,0,0 49010 data®,.3,191,0,1.252,0.0
30002 datall,.0,0.21.0,0.B5 49020 data232.0.0,204,0,1,192,0
30003 dataBd,.d,683,192,0,170, 192 49030 data3,236,0,7,243,128,143.,224
30004 datald,170.192,2,170.0.0 4024990 data®,135,2490.,0,195,248,0,87
30005 datal?0,0,0,10.0.0,170 40050 data252.0,49.252.0.3)1,.252.0
30006 datad,2,170,08,10,42,0 49069 data®,204,0,9,132,0,0,130
30087 datal24,21,128,16,21,40,0 40070 data@.1,231.0,0,0,0,32
30008 data2!,2,0,17,0,0,81 40080 rem rat
30009 data®,2,73,0,2,138,0.0 40100 data®,0,0,0.,0,0,0,0
30A10 rem mouse 40110 data9,0,0,0,90,0,0,0
39011 data®,21,9,0,21,0.,0 49120 data0,9,0,0,9.0,0.9 .
30012 data21,0.0.21,0,0,8% 92132 datalze.@,32,128,0,112,192.2490
30813 dataG4,9,63,192.0,178,192 491499 data252,97,2%2,94,51,254,124,31
30014 datald,162,182,2,170.0.8 42150 data2sS5,249,7.255.20,7.254.,28
30015 datal?9.0,0,10,0,6,170 40160 data3,.2%4,8,1,243,224,1,0
30016 data®.?,170.2.0.42.8 42170 datads,3,192,90,9,0,0,32
30017 data®,21,160,0,21,0,0 48185 rem rat
30018 data2l,®,0,17,0,0,17 49200 data0,0.9,0,0,0,0,0
30019 datad96,0,32,96,0,160,32,0 40210 data0.0,0,0,0,9,0.08
30020 rem mouse 10220 data?,?,0,0.,0,0,0,0
30021 data®,8%5,0.0,8%,0,0 49239 data®.@.,8,24,0,1,243,0
30022 dataBS,0.0,85,0,1,85 48240 data3,120,56,6,236,254,12,61
30023 dataB4.9,170,0,2,130,128 49250 data255,184,175,255,.224,225,255,128
30024 datad,170.0,0,130,0.0 48260 data®,.127,0,0,157,0,.15,.0
30025 datad®,®,2,17@,128,10,170 40270 datal2e.s.1.,8,0,14,0,32
30026 datalBP,49,170,48,96,170.9 40285 rem rat
IGA27 dataBd,.BS,|,.0,85.0.0 99300 datal,.1268,08,1,128,0,3,192
30028 dat285,0,0,65,0,0,64 48310 data®,30,192,0,63,224,0,47
30029 databd,2,128,16,2,128,40.0 48320 dati240.9,3,2490,1,135,248,7
30032 rem mouse 98338 data?9,248,12.63,.2498,24,15,.252
30031 data®,85,0,0,85,0,0 49340 datadB.23,254.96,33,255,1892.,0
30032 datals5,.9.0,.85.0,1,85 48350 data2ss,128,0,127,8,0,63,0
30833 datat4,0,170,0,18,130,132 40360 dat20.30.128,0.12,64.,0,4
30834 datalB,170,4,32,130,8,492 49370 data32,0,30,249.0,0,0,32
30035 datadd, 168,42,170,168,2,170 48499 rem blade
30036 datal28,0,170,0,0,170.,0 40500 datals4,@,9,31,9.28,31.,128
30037 data®,B85,0,0,85,0,0 40510 datab2,31,192,.126,15,.224,254,7
3IPA3IE dataB5,0,0,.65.0,0,.65 49520 datal93,252,3,131,248.1.4,249
30039 data@,0,130,0,2,130,128,0 40530 data®,136,96,0,680,8,8,32
30040 rem mouse 49548 data®,8.80,0.28,136,0,83
30041 datal,.B4.,0,1,84.,0,1 49550 datad,9.,126,14,8,252,31.0
30042 dataB4,0,],84.0,5,85 48560 dataPdB8.63,128,240,31,192,86,15
300943 data®,15,252,0,14,138.,0 49570 data224,8,7,224,0,3,192,0
30044 datald, 170,192,.14,170,0.0 40585 rem blade
30045 datal68,0,0,160,0,0,170 40600 data®,63,0,0,63,0.,0.63
30046 datalE0.0,170,128,32,168,0 48610 data®,2,63,0,0.63.0.0
30047 dataB ,.B84.0,2,84,.0.0 49620 datab3,08,254,63,8,254,32,0
30048 dataB4,0,0,84,0,0,16 48630 datal254,32,0,254,32.,0,255,255
30045 data®,0,40.0,0,40,0,0 49648 data248.,0,35,248,0,35,.248.,0
230050 rem mouse 40650 data35,.248.7,2287.2498,7,.224.8
30851 datal,B84,0,1,849,.0,1 40660 data7? ,.224.0,7.224,0,7,.229
30052 data84q,0,1,84,0,.5,.85 40670 data®,7.2284.0,7.224,0,0
30053 data®,15,.252,0,.14,170.0 43988 rem msc to move rats
30854 datald, 17@,192,14,170,0. .0 S000Q datali2®,169.,49,141.280,.3,189,192
30055 datal6B8,8,0,160,40,0,170 SP@10 dataldl,21,3,88,169,0,141,2
30056 datalf@,9,170,128,0,168,0 S0020 data20s8,169,160,141,3,208,169,186
30957 data®.B84,0,10,84,0,32 S903@ dataldl ,.q4,.208,169,96,1491,.5,208
30058 dataf4,0,128,84,0,.0,17 S840 datalsz2,112,142,.6,208,142,7 208
30059 data®,2,80,96,2,0,160,0 50050 datalB2,208,142,8,208,142,8,208
30180 rem sack 5006@ dataB6 ,238,.2,208,206,4,208,206
301@1 data®,2,0,2,0,0,10 SPe70 datad,.208,238.7.208,206,9.208
30102 datal28,168,42,128,170,10,129 S0082 data206.,9.208,173,9,208,201, 188
30183 datalB8.2,183,160,2,153, 1692 SP@90 dataldd .28.,169.220,141,253.7.,169
301904 data2,157,160.2,181,1680.,2 50189 data216.,141,2499,7,169,219,141 .25@
30105 datalS),160,2,157,160.2,183 52110 data?7,1698,216,141,2851,7.,169,219
30106 datal®,.2,157,160,2,183,160 50120 datalal .252.,7,76,49.,234, 162,221
30187 data2,157,160,2,183,168.2 S0130 datald42,253,7,169,217.,141,849,7
30108 datal70,160,0,170,1268,0,.492 50148 datal69.218,141.2850,7,1698,217,141
301898 data®,2,8,0,0,0,0,0 S8150 data251,7,169,218,141,252.,7.,76
30118 rem loa¥f SP160 datads,234.,255,255
30111 data®.9,2,02,0,0,0 SS000 Ko=wo+ltrestorets=S4272trem play music
30112 data9,.0,0,0,90,0.0 55020 pokKes+29,111%pokKes +23,11poKes +4 ,65ipoKes +5,1901pokes +3,15ipokes +2,15
30113 data90,.0,0,0,0,0.,0 S903@ readhl ll.dltifhl=-1thenfori=stos+24ipokei,Binextireturn
30114 data®,2,0,0,02,0,0 S5040 poKes+|l ,hltpoKes 11
30115 data®,0,10,170,160.,42,170 55050 forxl=d1-50todi-2PlpoKes+6,136tnext
20116 datalbg8,153,153,1549,102, 102,102 55062 fortl=ltoditnextipokes+] @tpokes Dipokes+4.,0
30117 datalS3,152,153,102,102,102,153 SS07@ gotoSS020
@118 dltll53a1534102,102,132,153,153J G000@ 3 1FE=midE(clF,intirnd@)e7)+] . 1)ireturn
30119 data®,0,0.0,0,0,0,.0 61090 poKed154 ,491pokeds159,234tsysd48152return
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This is possibly the only card game of
bridge on computer. First impressions
given are of user friendliness allowing
for possible colour chances of border,
screen, and text. This is very useful for
black and white televisions. After initial
set ups you must enter a number to
change the possible duplicating of any
sets of card hands.

| eagerly waited six and a half
minutes for the program to load for my
first glimpse of Bridge. The program is
designed for the player who has a
knowledge of the game. According to
the documentation the program
responds properly to the ‘'Blackwood
Sequence’’. Who knows the
Blackwood Sequence? If you know how
to play Bridge then you can initialise the
Blackwood sequence.

You control the players at the ends
North and South. the idea is to lay a
higher card than any of the others at
East and West. The winner is the player
or computer with the highest points at
the end of the game. You can score ex-
tra points by getting tricks. If you have
read this far and understand the game
of Bridge then you can relay the same
game with differents odds and with
each player having the same hand at the
previous round. (An easy way to cheat
and win. . . hopefully). You can, of
course, start a fresh game by entering a
new number on which the computer
can randomize upon.

The game could have been improved
by letting the documentation include
some basic rules of how to play this
complicated card game and some
definitions of facts such as a Rubber, or
why you should Double — and, what
does this involve.

The game is only recommended for
purchase if you and a friend want to
play Bridge on your own. Not a game
for the trigger happy.

This is described as a strategy game but
really has closer links with adventures,
except that in this case you are provid-
ed with the map. The basic idea is that
you start out as the lowest grade of
Knight and have to establish your right
to promotion by earning fame and for-
tune in the big wide world. This world is
conveniently mapped out for you show-
ing forests, houses, castles and sanc-
tuaries.

In these sanctuaries you can ex-
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change your hard won wealth for
weapons with which to face the many
enemies that await you. Each en-
counter with an enemy offers you the
opportunity to fight, talk or run. Choos-
ing the fight option enables you to see
the encounter actually battled out in
miniature, accompanied by suitable
sounds of clashing swords and clanging
shields. Taking produces interesting
responses from some characters while
others have little to say. Running will
sometimes prove the widest course
although you may not always escape
and will often lose some of your face.

FAME QUEST

camer

Not all encounters are unfriendly,
however, and some characters will aid
you in times of need or offer you the
chance to gamble for fame. This seems
a somewhat dubious concept but
chivalry is upheld in that refusing re-
quests for aid from maidens in distress
and the like will seriously damage your
fame balance. Indeed you can easily
end up with a negative score. But
beware, all is not as it may seem and
honesty is undoubtedly a virtue. As you
progress, sO you must earn increasing
fame to ensure promotion until even-
tually you become the mightiest warrior
in the land and receive you well deserv-
ed acolade from the assembled inhabi-
tants of the castle.

This game has some good ideas and
is initially quite absorbing. Once you
have discovered all the attributes of
your opponents, however, it becomes
much more routine and attainment of
the highest grading becomes more a
matter of time than luck or skill. Having
once completed the quest you will pro-
bably not want to play it again. On a
final note, this was a highly reliable fast
loader which worked every time.

To begin to review Elite was rather a
daunting prospect. Instead of writing
two pages of praise on this masterpiece
| hope it will suffice to say that it is the
best piece of software | have seen on
any games-playing micro. From the
author of planatoids, another feat of
programming, comes a game with at
least 5 different aspects to keep your
undivided attention. These include
great arcade action, strategy, adven-
ture and unbelievable graphics. The aim
of the game is to trade between
planets, buying and selling different
products.

You start at the planet lave, in one of
the eight galaxies, each of which con-
tains over 250 planets. You are given
the following choices.

Buy Cargo e

Pressing F7 will display a list of the
17 available products, ranging from
radioactives to minerals. When you
have decided which products are
reasonably priced, pressing F1 will
enable you to make your purchases.

Sell Cargo

If the products you purchased at
another planet are selling for a higher
price on the planet upon which you are
currently docked selling wuld be ad-
visable if you aim to make money quick-
ly. For example, if you can buy minerals
at 10 credits per tonne and sell them for
20 credits you would make 100 % pro-
fit. Other goods such as narcotics can
be bought and sold at huge profits but
these may affect your legal status as
narcotics are illegal to trade. Your legal
status begins as ‘Clean’ but can
become ‘Offender’ or 'Fugitive’ if you
trade in illegal goods or shoot the police
ships that patrol the galaxies.

Long Range Chart

This is a view of the galaxy that you
are currently in. By use of the joystick or
the cursor keys you move across
around the screen towards the planet of
your choice and press F6 for informa-
tion on that planet. Each of the planets
has its own data and this data is all very
relevant. You cannot travel to any
planet that is further in light years than
your fuel status will allow. You may on-
ly purchase seven light years of fuel at
any one time, therefore there is quite a
restriction on the distance you can
travel.

Data on planets is also useful for
several other reasons ie. If a planet is
anarcistic you may be risking life and
limb entering that zone, although the
profits to be gained could be very high.
All data on the planets, by the way, is
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significant to the game in that the con-
situation of the planets directly affects
the play of the game.

Equip Ship

When you have traded prudently and
have amassed sufficient funds you are
then able to equip your ship. Lasers are
available for the aft view as well as port
and starboard and advanced lasers may
be purchased at 15 times the price of
normal lasers. Other more sophisticated
equipment can be bought, including fuel
scoops, which can be used to pick up
cargo seen floating in space or debris
from ships you have attacked. If you re
low on hyperspace fuel you may use the
scoop to pick up energy by flying close
to any passing sun.

The objective of the game is to trade
as astutely as possible thereby amass-
ing credits with which you c purchase
extra equipment to transform your
meagre space ship into an invincible
war machine. Having attained this ob-
jective you may then begin to think
about fighting seriously. Based on the
amount of ships you destroy, you are
judged with various status levels. These
levels are harmless, mostly harmless,
poor, average, above average, compe-
tent, dangerous, deadly and finally,
elite.

When you have reached a satisfac-
tory stage in the game you have the op-
tion to ‘Save’ the data for later playing.
Don’t be fooled into thinking that you
will be able to reach any of these levels
in one session. It has been said that it
could take several months to reach
even ‘Dangerous’ whilst ‘Elite’ possibly
a year. However, | shall let you into a
secret, games ace that | am, after a
week of intensive effort | have achieved
the status of ‘Dangerous’. Modesty for-
bids me to say how long it will take me
to reach ‘Elite’, but watch this space.

In summary therefore this has to be
the best game ever for the BBC, or in-
deed for any home micro, and a must to
buy for any serious arcade/adven-
ture/strategy addict. Do not be put off
by the high price, it is well worth it. Go
out and buy it now! Do not borrow it
from a friend as once you have it you
will not want to let it go, and above all
once you have bought your own copy
fo not lend it to anyone as you will
never see it again.

The best buy of the decade.

Following hard on the heels of Adven-
turemania and Mania, Atlantis is the
latest offering from Intrigue Software.

This Graphics adventure features no
less than 85 different screens, through
which you must discover the secrt of
Atlantis.
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Operating a smoothly animated diver
controlled by keys or joystick through
eight different diving angles, the player
collects points by obtaining treasures
from various locations, eventually dis-
covering the secret tomb of Atlantis.

In playing you are faced with plann-
ing direction and the conservation of
oxygen, whilst avoiding losing lives by
being bitten by lively sharks and squid,
or bumping into rocks.

The diver rotates anticlockwise with
Q key or left joystick, clockwise by P
key or right joystick. Key A and joystick
forward make him speed ahead, space
bar and joystick back stop him.

Sixteen graphic shapes in the pro-
gram , ensure the diver's authentic
swimming movements in the water, ad-
ding to the adventure’'s realism. While
you are bust selecting which way your
diver will fin next, oxygen is being con-
sumed, as the emptying bubble gauge
shows on the lower part of the screen.
Need more oxygen? Fin up to the sur-
face and recharge the bubbles. This
simple sounding solution becomes a
problem as in real diving, because as
you go deeper, your oxygen limits your
progress. While there are oxygen bot-
tles to refill from at strategic points, you
can enter the wrong cavern. . .

_ The energy bar giving eighteen lives
is reduced by shark or squid attacks or
by hitting any underwater obstacles, or

Robert Holdstock

or

D00 pers

making the wrong decision about an
oyster. This bar is displayed below the
bubble gauge, together with continual
and hi scores. Diving deeper, the depth
gauge shows vertically on the right of
the screen. Collecting gems and pearls
in the correct sequence gives oxygen
bonuses which are also essential to
discover the secret.

So far, only three players have solv-
ed the adventure, so | shall be playing
Atlantis for some time still.

The Texas owner will welcome action
and adventure such as Atlantis which is
not beset by clues, and gives satisfying
success by dive planning. Atlantis,
because of programming techniques us-
ed, loads in just under eight minutes
with screen title changes.

Intrigue have utilised the 16K Basic
almost to he last byte, setting a new
standard which will be difficult to
follow, especially with the animation of
the diver and other denizens of hte
deep.

Atlantis is very well presented, with
a full colour cover and audio wallet, and
comprehensive instructions. It is an
adventure for all the family, if you let
them get near it!




This is it, the big one. The comprehensive guide to all you ever wanted
to know about which computer to buy for Christmas but were afraid

to ask.

We present here the guide to end all guides, the list to end all lists, etc etc. . . . .
Mike Roberts has taken a look at all the computers on the market, this is a totally
accurate spec list for all the commonly available computers on the market for under
£500. All these machines should be available through normal high street dealers
such as Spectrum dealers, Dixons, or any of the main chain stores.

The headings are fairly self explanatory, price is the general price that you can
obtain one of these machines, if you shop around you should get a cheaper quote.
Memory size is the amount of ROM and RAM that the computer comes with and
the actual amount of RAM that you can use.

Keyboard gives a description of the keyboard, its layout, and quality. Screen
describes the graphical output of the computer along with some of its pitfalls and
quirks.

Sound gives number of channels and extra features. Languages refers to the pro-
gramming language supplied and also the number of other language options
available. A Processor is the actual ‘brain’ of the computer. The most popular and
powerful processor for home use is the 6502 series, this includes the 6502,
6502A, 6510, and the new 7801. The next most common is the Z80 series, and
some comupter's use the 6809 or 9900.

1/0 stands for Input/Output and is the computer’s way of conversing to the out-
side world, either listening to a joystick, talking to a printer, or having a chat with a
disk drive.

Speed is the speed of the computer. This can be processor dependent, but
other things must be taken into account. Theoretically the Z80 is faster, but in
practice the 6502 outstrips it. Speed dictates the speed that games will play at.
BBC games are very fast and playable. Electron games are quite slow.

Software is a short evaluation of what kind of software base the machine has.

Last, but by no means least, is my opinion on whether the computer is any good
or not. | know a lot of people out there will disagree with me, so please no ‘my
Spectrum is better than his BBC' letters!

COMMODORE C16

Price:£139
Memory:16 K RAM (12K or 4K
useable depending on graphics)

Keyboard: Same as Commodore 64 ex-
cept that function keys can be defined
from Basic and the layout is different.
Separate dedicated function keys and
space bar,

Screen: Three modes from Basic, 320 x
200 and 160 x 200 graphics, 320 x
160 and 160 x 160 with five lines of
text, and 40 x 20 text. There are 128
colours and flashing all available at the
same time. The Basic’s graphics handl-
ing is superb and unsurpassed. Outside
Basic there is another three modes and
UDGs which need to be accessed by
POKEing.

Sound: Two channels of sound or one
sound and one noise.
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Languages: Commodore Basic 3.5. A
full implementation of Basic with struc-
turing and the most comprehensive set
of graphics commands on any micro.
Assembler monitor also included. The
screen editor is superb and supports full
screen editing and windows,
Processor: 7801 (6502 compatible).
Speed: Fast to medium,

Software: Four software packages sup-
plied as standard — chess, two zap
games, and a drawing program. More
software should appear as lots of these
should be sold up to Christmas.
Opinion: This is a real Spectrum beater.
The best value computer on the market,
comes complete with software and a
tape recorder.

AMSTRAD CPC464

Price:£229, £349
Memory:64 K RAM 32K ROM
(42 K useable)

Keyboard: Comprehensive typewriter
style. 12 user-definable keys already
defined as a numeric keypad. Dedicated
cursor control keys, real space bar.
Screen: Three modes, 640x200,
320x200, 160x200 in2,4 or 16 col-
ours selected from a palete of 27 and
80, 40 or 20 characters per line.
Changing modes does not increase
memaory consumption.

Sound: Three sound and one noise
channel through internal speaker.
Languages: Locomotive Basic included.
Very good at certain functions like
graphics, sound and structuring but
needs spaces everywhere which is very
awkward. The editor is also rather
crude.

Processor: Z80 A. Speed: Fast.
Software: Amsoft, the software arm of
Amstrad, is commissioning as big a
range of software that it can get
together. There should be lots of games
out by the time you read this. The
games currently out are very poor quali-
ty but this should improve.

Opinion: Good value with the inclusion
of a monitor and a tape recorder.
Reliability may be a problem as Amstrad
has a bad reputation for this. Tape
recorders can be incompatible between
each other.




COMMODORE PLUS /4

Price:£299 ;
Memory:64 K RAM 32K ROM
(60K or 50K useable depending
on graphics)

Keyboard: Similar to the SX64 in feel.
Function keys can be defined from
Basic. Cursor keys set in a cross shape.
Screen: Same as C16.

Sound: Same as C16.

Languages: Same as C16.

Processor: 7801 (6502 compatible.
Speed: Fast to medium.

Software: Four home/business
packages built in — spreadsheet, word-
processor, database, graphs. Games
software should appear as this machine
is compatible with the C16.

Opinion: As this computer can run all |
C16 software, games should be widely &
available after Christmas.

ELECTRON

Price:£199

Memory:32K RAM (9K to 12K
useable depending on graphics
mode used) 32 K ROM

Keyboard: Typewriter style, 56 keys,
space bar, no dedicated cursor control
keys, no dedicated user definable keys
though the numeric keys double with
the use of a function key.

Screen: Similar to the BBC micro, ex-
cept for the lack of Teletext mode,
sound and speed.

Sound: One channel through internal
speaker, otherwise as BBC.
Languages: BBC BASIC is built in,
FORTH and LISP are available.
Processor: 6502 A.

1/0 none on basic machine though there
b iS @an expansion slot into which an ex-
pansion board can be plugged that will




give the same sort of interfacing op-
tions as the BBC but at extra cost.
Speed: Medium.

Software: A growing range as software
houses convert BBC programs.
Opinion: As this computer is almost
BBC compatible with only some minor
differences most of what | say for the

BBC is true here except. for the
references to price.

ATMOS

Price:£179

Memory:64 K RAM (47 K useable
in text mode, 39K in graphics
mode) 16 K ROM

Keyboard: Full typewriter, 57 keys,
space bar, dedicated cursor control
keys, no definable function keys, two
funtions per key.

Screen: 40 columns by 28 rows
Teletext compatible text diplay, two
user definable character sets, eight
foreground and eight background col-
ours, double height, flashing and in-
verted attributes available for each
character. Graphics screen gives 240
by 200 resolution, colours and at-
tributes are definable on a grid of 40 by
200. In each of these areas the
foreground and background can be
defined in eight colours, flashing and in-
verted output is also supported. In
graphics mode three lines at the bottom
of the screen also appear, and these are
the same as the text mode lines.
Sound: sound generator with three
channels and noise generator. There is a
certain amount of envelope control.
Pre-programmed sounds to produce
pings and zaps etc. Sound is produced
through an internal speaker although hi-
fi output is available through a DIN
socket.

Languages: Extended Microsoft BASIC
built-in, FORTH available, BBC-like
BASIC planned.

Processor: 6502 A.

1/0: Centronics parallel printer port,
user port, monitor port, expansion con-
nector.

Speed: Fast.

Software: Badly supported from day
one. Range growing smaller.

Opinion: This computer was originally
compared to the Spectrum, and this
was justified as they were outwardly
similar, and look the same. The BASIC
is easier and is a structured form of the
de-facto standard Microsoft basic. The
keyboard is better, the graphics are bet-
ter, and it has real sound which is lack-
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ing in the Sinclair machine. Interfaces
are built in that would normally cost ex-
tra. The edge that the Spectrum has is
more software. The more recent Spec-
trums will not run some of the available
software due to internal design dif-
ferences.

VIC 20

Price:£129
Memory:6 K RAM (3.5K useable)
20K ROM

Keyboard: Typewriter quality, 67 keys.
space bar, dedicated cursor controls,
four user definable function keys.

Screen: 22 column by 23 lines, eight
colours for text, 16 for background,
border and graphics. All characters user

Processor: 6502 A.

1/O: |IEEE 488 serial BUS, RS232, user
port, cartridge port, joystick port, two
paddle port (two analogue to digital
converters).

Speed: Medium to fast.

Software: Many cassette tapes and car-
tridges from independents and Com-
modore.

Opinion: This is a nice machine to get
started on and it comes as a package’
containing, a computer, a cassette
recorder, a beginners guide to BASIC
and a games tape. So the initial high
price for a 3.5K machine is somewhat
offset. The BASIC is very easy to learn
and is microsoft compatible. This type
of BASIC was first used by Commodore
on the first widely available micro in
1977 so there is a lot if compatible
software around.

definable, lower case, inverted output,
two character sets. High-resolution
possible with expansion cartridge or
with extra programming but BASIC
does not support this. Two modes, 160
by 128 in eight colours and 80 by 128
in 16 colours.

Sound: three channels and one noise
channel covering nine octaves through
TV speaker.

Languages: Commodore BASIC sup-
plied, compatible with PET and Com-
modore 64. Extended BASIC, at extra
cost gives access to the Hi-res sound,
and user definable function keys. Forth,
Comal and Pilot are available.

SINCLAIR ZX
SPECTRUM

Price:£99/£129
Memory:16K 48K RAM (7 .5K
useable) 16 K ROM

Keyboard: rubber mat type, 40 keys, no
space bar, definable function keys or
dedicated cursor control keys, five or
six funtions per key.

Screen: 32 colours by 24 rows, but on-
ly 22 rows are availabe to the user. 256
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by 76 high resolution graphics sup-
ported by BASIC, two colours from a
pallete of eight are available in 704
areas on the screen. Foreground and
background colours for each of these
areas can be selected as well as
whether the contents of the area are
flashing or not. Two levels of intensity
are also supported. 21 user defined
characters are available.
Sound: Internal beeper.
Languages: Sinclair BASIC. This version
is an extended form of the type used in
the ZX81. The extensions do not cover
structured programming or aid func-
tions and only deal with the graphics
and file handling. This BASIC is very
non-standard.

re: A lot of software is available
for almost all applications, particularly
games.
Opinion: When the Spectrum first ap-
peared it was an innovation as the
lowest priced colour computer. But
newer designs have arrived recently
with better technical specifications and
more useable memory at similar prices.
The colour display is not good and a col-
our display cannot be produced on a
few colour TVs. For editing and the
method of keyword entry see ZX81.
With the Spectrum there are more
keywords to be fitted on the same size
of keyboard. Sound is through a beeper
only. The range of software is enor-
mous.

Processor: 6502A.

Speed: medium to fast.

1/0: Serial input/output port along with
two connectors for two joysticks or
paddles. Other interfaces may be added
via interface bus. Slot for ROM car-
tridges. Cassette port will only allow
connection of Atari cassette recorder at

ATARI600XLAB00XL
Price:£99 £199

Memory:16 K/64 K RAM
(amount useable varies with
graphics mode used) 26 K ROM

Keyboard: Full typewriter style
keyboard, 58 keys, four function keys,
space bar but no dedicated cursor con-
trol keys.

Screen: 16 screen modes comprising
five text modes and 11 graphics
modes. Text is 40 columns by 24 linein
up to 256 colours. The graphics have a
maximum resolution of 320 by 192 in
the biggest hi-res mode. All characters
are user definable and come in predefin-
ed shapes to start with. Player-missile
graphics — like sprites — are also
available.

Sound: Four channel sound generator
with full software support.

Languages: Atari BASIC included and
these are available: Forth, Pilot, Logo,
WSSM, Pascal, Microsoft BASIC. Two
types of assembler editor are also
available.
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£49.99, so this must be taken into ac-
count when considering costs.

Software: the XL series of software is
compatible with older models so lot of

software is on sale from both Atari —
which has a library of 500 titles — and
from independents, including US im-
ports.

TI-99/4 A

Price:£70-80
Memory:16 K RAM (14 .5K
useable) 26 K ROM

Keyboard: Typewriter style, 48 keys,
including row of function keys (not
user-definable), space bar. Two func-
tions per key.

Screen: 32 columns by 24 rows text,
129 characters, all user-definable, 16
colours each for foreground and
background. The way colour is handled
is rather odd — a colour is assigned to a
particular group of characters. There
are 16 groups of eight characters, so a
particular colour is assigned, for exam-
ple, to the letter A but will also effect B
to H. High resolution graphics only
available with Tl plug-in cartridges.
Sound: Three channels of five octaves
with noise channel.

Languages: Tl BASIC is included, but
cannot use machine code, so arcade
quality programs cannot be written or
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UYERS

bought on cassette for the standard
model. To write or use the machine
code programs, TlI's Mini Memory or
Editor Assembler cartridges are needed.
Machine code can also be used with ex-
tended BASIC, provided 32K is added.
Processor: TMS 9900.
Speed: Slow.
1/0: joystick and cartridge ports.

are: More software is becoming
available — including US imports — but
you may be forced to buy through mail
order. Tl sold a range of sophisticated
cartridge software which is more ex-
pensive.
Opinion: An interesting computer which
is now quite good value at its new low
price. Its drawback is that machine
code cannot be used with the standard
model so there is not much arcade-type
cassette software, although this is
slowly increasing. However, if all the
games that interest you are from Tl and
you are willing to pay cartridge prices,
then this is a good machine. For pro-
grammers it has a line editor which,
although one of the better versions, is
awkward to use. The BASIC is slow but
easy to use and comprehensive. Its
worst features are that there can be just
one statement per line and spaces are
essential. Maths functions are good but
string functions leave something to be
desired. The computer is very well built
and looks attractive. The Tl is no longer
manufactured but information on its
status can be got from Parco Electrics.

BBC Model B

Price: £3.99

Memory:32K RAM (28K to 9K
useable depending on graphics
mode used) 32K ROM

Keyboard: Typewriter style, 73 keys,
10 user definable function keys,
dedicated cursor control keys. Space
bar.

Screen: Very complex. The simplest
mode is Teletext compatible and gives
eight colours, flashing characters, dou-
ble height, and block graphics. Text is
40 columns by 25 lines. There are
seven other modes of screen operation
ranging from 640 by 256 hi-res in two
colours with 80 by 32 text to 160 by
256 hi-res in eight colours with 20 by
32 text. All 256 characters are user
definable in all but the Teletext mode.

Sound: Three channel music with a
noise channel through internal speaker.
Full velope control is available from
BASIC.

Languages: BBC BASIC is included — a
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very comprehensive implementation.
As assembler is also built in for machine
code access. Forth, Lisp and BCPL are
also available.

Processor: 6502 A.

1/0: RS 423 and Centronics printer
ports, Four analogue to digital con-
verters for joysticks etc. eight bit pro-
grammable user port. The tube allows
connection of processors and so on to

disk interface, Econet networking,
speech synthesizer can be added.
Speed: Fast.

Add-ons: A great deal available from in-
dependents and Acorn.

Software: A very large and well-written
range available, including a lot from
Acornsoft, the maker's software arm.
Many educational programs of varying
quality.

Opinion: the BBC is an excellent
machine if you ignore the high price.
Support from independent suppliers is
superb, but Acorn has been slow on the
hardware side. The keyboard is very
good and there is a useful set of func-
tion keys. The screen uses split cursor
screen editing which is next best thing
to full screen editing but not quite as
easy to use. The BASIC is excellent and
makes good use of all the hardware
features. This computers is used by
about 75 per cent of all secondary
schools. So it is good for education as
well as games. It also makes a good
business computer, particularly with
networking available for the future.

COMMODORE 64

Price: £199
Memory:64 K RAM (40K useable)
20K ROM

Keyboard: Typewriter quality, 67 keys,
space bar, dedicated cursor controls,
four user definable function keys
although full use of these can only be
had through an expansion program.
Screen: 40 columns by 25 rows, 16
colours, all characters user definable,
lower case, inverted output, two
character sets. There are four different
text modes but the format is the same
for all, the only difference is in the
handling of the colour. There are two
graphics modes 320 by 200 and 160
by 200 resolutions in 16 colours. The
difference is to do with colour: one
mode uses the attribute system, similar
to the Spectrum, the other uses a
palette system where each dot is its
own individual colour, similar to the
BBC or Dragon computers. Unfor-
tunately the BASIC does not support
the graphics so you must write your
own routines or buy a BASIC extension.
Modes may also be mixed. Eight sprites
are avialable and although the BASIC
does not support these directly instruc-
tions are given in the manual on how to
achieve them.
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Sound: Three channel music syn-
thesizer. Full envelope control and
waveform selection. BASIC does not
support sound directly although, like
the sprites, instruction is given in the
manual on how to use sound.
Languages: Commodore BASIC sup-
plied. Simons BASIC, Forth, Pilot,
LOGO, Pascal available from Com-
modore along with BASIC compiler.
Processor: 6510 (6502 compatible
with memory banking), Z80 available
as option.

1/0: |EEE 488 serial BUS, RS232, user
port, cartridge port, two Atari-type
joystick ports, four analogue to digital
converters for paddles or proportional
joysticks.

Speed: medium.

Add-ons: Most of the VIC-20 add-ons
produced by Commodore will fit. Others
are exclusive to the 64 that involve the
cartridge port, like the ZB0 second pro-
cessor with CP/M. There is also a
speech synthesizer and several other
options, including 32 Megabyte hard
discs and daisy-wheel printers. Many
add-ons available from independants.
Software: There is now quite a lot of
software around, both for games and
other applications. With business soft-
ware and the vast amount of decent
peripherals, the Commodore 64 is one
of the few computers which can be
seriously considered as an effective
business micro as well as for use at
home.

Opinion: An excellent computer and the
available commercial software makes
good use of its features. The big disad-
vantage is that the BASIC is simple,
making it hard to write your own pro-
grams using the sophisticated features.
Simon’s BASIC, on cartridge, goes
some way towards curing this. On the
other hand, it is easy to use and
memory space is not used to provide
fashionable features at the expense of
the functions you really need. It is
almost totally compatible with the PET
series of computers and the massive
base of software that provides. Com-
modore’s own cassette recorder must
be bought at extra cost. Although inter-
faces to domestic recorders do exist, it
is wise to go for Commodore’s reliable
recorder.

DRAGON 32

Price: Less than £100
Memory:32K RAM (30K to 24K
RAM useable depending upon
graphics mode used) 16 K ROM

Keyboard: 52 key typewriter style,
space bar, no user definable function
keys, there are dedicated cursor control
keys. Keyboard quality could be improv
ed.

Screen: Text mode 32 columns by 24
rows, text in one colour, no lower case
or user definable graphics in colour, but
there is an inverted output option. Text
mode does have block graphics in col-
our though. Graphics mode: ranges
from 256 by 192 in one colour to 128
to 192 in four colours. Text is not sup-
ported in this mode.

Sound: One channel music g erator
covering five oc aves, good software

GAMES COMPUTING JANUARY 1985

control.

Languages: Microsoft Extended Colour
BASIC included. Identical to Tandy col-
our computer BASIC. Other languages
from independents.

Processor: 6809E.

1/0: User port, centronics parallel printer
port, two joystick ports, cartridge port.
Add-ons: Joysticks, disc drives from
Dragon and Cumana. Lots available
from independents, ranging from
printers to disc drives. Most Tandy sup-
pliers have peripherals that will fit
Dragon, likewise Tandy software. But
software has only a certain amount of
compatibility and it is wise to check.
Software: Quite a lot available from
Dragon and independents and (but
check) Tandy.

Opinion: This micro is limited by its very
basic sound system and its horrible text
mode with very limiting formats. The
BASIC is very good at manipulating
screen graphics although it does not
allow structuring. An altogether much
better 'buy than the Tandy computer to
which it is so similar because it already
has much of the expansion that comes

at extra cost for the Tandy machine and
at a price that is lower than the basic in-
itial price of the Tandy machine.

Also a point to consider is the conti-
nuing availability of this machine since
the crash of Dragon.

DRAGON 64

Price: Varies £200 +
Memory:64 K RAM (up to 48K
useable) 16 K ROM

Dragon’s new model offers three
modes of operation: an emulation of the
Dragon 32, Extended BASIC with 48K
of useable RAM or as what the com-
pany calls a '‘soft machine’’. In this
mode the BASIC is switched out for
machine code programs or to add
languages like Pascal. An RS-232 inter-
face is standard and the OS/A multi-
user operating system can be added. A
small amount of disc-based software,
including business applications, is
available at present.

MSX

Price: Varies around £250
Memory: Usually 64 K RAM (24K
usable) 32 K ROM

Keyboard: Just about the onl thing that
varies from machine to machine. They
can be quite good but | have used some
awful ones. 73 keys including five func-
tion keys and dedicated cursor control
keys.

Screen: Up to 40 x24 text with
256 x 192 graphics in 15 colours. All
characters user definable.

Sound: Three channels plus noise.
Speed: Medium.

Languages: Microsoft MSX Basic built
in, Pascal and Forth may be available.
Software: Very little at present
although it may pick up as software

houses start converting their existing
games to fit MSX.

Opinion: MSX is not a single comupter,
rather a single design of computer that
is made by different Japanese and Far
Eastern electronics companies. The on-
ly difference between models is the
keyboard and external styling, although
some machines such as the Yamaha
and the Sony are notable exceptions
respectfully having music synthesizer
and light pen options.

This has the advantage that all of the
machines should be able to run the
same software and, to a greater or
lesser extent, hardware.

The resulting compromise of a lot of
Japanese companies arguing has
resulted in a very mediocre computer.
Only software support, marketing, and
price will see if these machines become
successful.
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WAR GAMES

Runs on: Colecovision
Made by: Coleco
Price: £29.95

This game is based on the film with you
as the commander of NORAD defending
the USA against an enemy ICBM at-
tack.

Your first vital decision is to chose
which defence sector is in the greatest
jeopardy. You then have to chose which
weapon you want to defend that sec-
tor. You can chose from sub patrols,
ABMs, interceptor jets and satellites.

If your defence is successful you
stop the NORAD computer from launch-
ing a counterstrike that will result in the
destruction of mankind.

There are eight difficulty levels —
the higher the level the more time you
have to defend America, but the ag-
gressor attacks much faster.

two things can result at the end of
the game — a cease fire or a
counterstrike. A cease fire means you
bought enough time for diplomats to
negotiate with the aggressor. The se-
cond result occurs because you could
not stop the ICBM counterstrike.

Points are awarded when missiles,
enemy subs and bombers are
destroyed. If you are successful you
earn a cities saved bonus and a military
bases saved.

War Games is the only game of real
strategy on a video console rather than
a computer. Simulation is very good
and the game is very accurate to the
film in both graphics and gameplay.
Although difficult to play at first War
Games is addictive and will last longer
than most zap-zap games.

Overall, War Games can be summed
up as a thinking man’s Missile Com-
mand.
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BURGER TIME

Runs on: Colecovision
Made by: Coleco
Price: £29.95

This game has a chef armed with
pepper, fighting off Mr. Hot Dog, Mr.
Egg and Mr. Pickle, so that he can
prepare his gourmet burgers.

To build burgers for Chef Peter Pep-
per's customers, you have to make the
chef climb the ladders to different levels
of the kitchen with the joystick.

As the chef moves across burger
parts — buns, lettuce, beefburger, etc
— they drop to the next lower level. The
chef has to keep moving round the
Grille until all the burger parts are
assembled on the plates at the bottom
of the kitchen.

The three food foes are out to
destroy Peter. Once they touch him,
one of his five lives is lost. Peter is arm-
ed with a limited supply of pinches of
pepper. He can throw a pinch at one of
the foes who is too close for comfort
and the enemy will be stunned for a few
seconds.

From time to time while Peter is
building burgers, tempting treats — ice-
cream, hot coffee and french fries —
appear in the Grille. If he manages to
catch them before they disappear you
earn bonus points and an extra pinch of
pepper.

There are six scenes, each with four
skill levels. Points are rewarded for
dropping a burger part down a level, for
flattening food foes, for sending them
for a ride on a burger part and for grabb-
ing a treat.

Graphics are quite good, although
the characters in the game are too small
to be seen very clearly. Also, the
graphics chip can display 32 sprites at
once, but is only capable of displaying
four in any one horizontal line, so occa-
sionally parts of the characters disap-

pear. But, as usual Coleco software
handles it well by flipping about which
four are on at any one time.

Burger Time has a different concept
to the usual ladders and walkways
games.

FRENZY

Runs on: Colecovision
Made by: Coleco
Price: £29.95

Trapped in an alien high-tech structure
and surrounded by robots your Com-
mando moves from cell to cell as you
face a band of deadly mechanical
monsters. Evil Otto, robots and
skeletons are out to capture your Com-
mando.

Your first opponents can not fire at
you, but their touch is deadly. You can
fire laser bullets to destroy them.

On the screen different kinds of
walls can be seen. When robots and
skeletons move behind dot walls your
first shot eliminates a dot, your second
shot eliminates the enemy. But, solid or
dotty white walls reflect bullets so you
could easily kill yourself if you are not
careful, or, if used efficiently, they can
reflect a bullet and destroy an enemy
who is round a corner.

In each maze there is an exit door,
but once you leave a maze the door
closes and you can never return.

Some mazes contain a feature cell at
their centre. You earn extra points for
disabling and freezing its operation.

Evil Otto can enter mazes at any
time. It takes three or four shots to
eliminate this smiling, bouncing face.
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Frenzy is colourful, with very good
graphics and it is unusual — which has
to be good in these days of so-similar
games. It has some nice touches. For
example, the Commander is a thin
green man with very realistic
movements, and when you shoot at
Otto his smile gradually disappears!

CABBAGE PATCH KIDS’
ADVENTURE IN THE
PARK

Runs on: Colecovision
Made by: Coleco
Price: £29.95

You control Anna Lee, one of the Cab-
bage Patch Kids, and she is taking a
walk through the park.

The first obstacle Anna Lee facesis a
pond. She has to grab a swinging vine,
jump onto a lily pad and then catch
another vine. She then has to show off
her jumping abilities — she has to jump
her way across four trampolines. You
can make her jump high to catch an ap-
ple in one of the trees overhead for ex-
tra points.

As well as trampolines Anna Lee also-

has to jump over puddles and on and off
blocks and fountains.

Along with these main obstacles,
Anna Lee also has to jump over rocks,
cabbages, rolling balls and fires, and
dodge dandelion puffs and fish jumping
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from the puddles.

There are 50 screens that Anna Lee
has to make her way through, each one
more difficult than its predecessor. You
stay in Babyland Park until all your three
kids fall over. If one does fall down she
will cry for a few seconds and shake her
fists! The Kids also have to leave the

park before dark so there is a time limit-

on the game.

Despite its slight similarities to Pit-
fall, this game is very enjoyable to play.
Even though the game is based on a
bunch of dolls, its difficulty level is quite
high, but | do not think this would put
off any determined child.

Graphics are excellent and sound is
average. A very pleasant game and
suitable for the very young as well as
the more seasoned player.

DESTRUCTOR

Runs on: Colecovision
Made by: Coleco
Price: £29.95

To play this game you need the Expan-
sion Module 2 (the steering wheel)
which is used to guide your Ram-car
through Araknid’s maze.

Your mission is to collect precious
crystals from Araknid, a city on the
planet Arthos and take them back to
earth.

To obtain the crystals you have to hit
the Krystaloids with the Ram-car. This
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creates a chain reaction that causes it
to form a crystal. You then have to push
the crystal with your car to the star-
cruiser shown on the screen.

Baddies contained in the maze are
known as Insektoids. They eat metal
and synthetics which means they feast
on Ram-cars.

Destructor can appear at any time.
He, or it, is the master of the Insektoids
and it can never be destroyed. It eats
crystals as well as your car. The
Destructor lays eggs — so perhaps it
should be a she — which hatch into
new Destructors.

Teleporters are dotted" around the
maze. If you drive the Ram-car into one
of these you travel to the Master
Teleporter on the Starcruiser where you
are temporarily safe from Insektoids.

If you collect all the crystals your
starcruiser blasts of to return to earth.
More difficult rounds follow and you
have to keep going until you lose all
your Ram-cars.

This is a colourful, unusual game. To
begin with controlling the car is fairly
difficult and kept drowning myself in
the acid river. But, once | master the
controls | quite enjoyed collecting
crystals and avoiding giant spiders.
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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
starm and want to show your fellow readers just what you can do
on a keyboard, cut out or photocopy the form below and send it to
the Editor, Games Computing, (clearly marked PROGRAM 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 yourgame need joysticks?

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
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Lineage: 40p per word.

Semi display: £9.00 per single column centimetre
Ring for information on series bookings/discounts

All advertisements in this section must be prepaid
Advertisements are accepted subject to the terms and conditions
printed on the advertisement rate card (available on request)

GAMES COMPUTING

0

Send

Becki, ASP Lid., 1 Golden
Square, London W1.

1 - 437 0699

your requirements to:

SOFTWARE GAMES

WDSoftware
QL Utilities (£10 on Microdrive)

This package offers single-key loading, running or deletion of files, multiple
formatting of cartridges, and auto backup of files from one or mare cartridges
to another with optional over-writing of namesakes. In addition, a directory
of 60+ files can be viewed without screen overflow. NB a VERIFY program is
unnecessary — QDOS does this automatically. Now includes directory
print-out and “qprint” to print any or all files on a cartridge with optional dates
titles. Owners of the earlier package can update by sending OUR cartridge

Current Spectrum Software

and 25p

TRADEWIND (£5 Cassette)

Buy a ship, provisions and cargoes o trade

between the harbours of the Coral Islands. Make a fortune if the weather and
pirates let you live long enough to master seamanship and economics. A
strategy/adventure game with graphics for 48K

JERSEY QUEST (£5 Cassette)

Following an accident, you are stranded

in the labyrinth of time and must find your own way back to the Present with
the aid of persons and objects from Jersey Folklore. Meet the Black Horse of
St Ouen, the Dragon and Knight of La Hougue Bie, the Black Cat of Carrefour
a Cendre, the Witches of Rocqueburg and many others. A text-only
adventure for 48K in machine code (Quill)

MORSE TUTOR (£4 Cassette)

This one has it all! 4-19 words/minute,

variable spacing, variable number of groups of random letters numbers or
mixed, random sentences, own message, single characters (including
punctuation), variable pitch, FEEDBACK via screen, printer or SPEECH
(phonetic alphabet via Currah u-Speech on 48K version only), and repeat
facility. Takes you to and beyond RYA and Amateur Radio receiving
standards. 16K and 4BK versions on one cassette, 48K only on Microdrive

cartridge

Spectrum Programs on Microdrive

All the above are available on Microdrive cartridges at a price of £4.50 for
one cartridge + the price of each program as shown above. E.g. a cartridge
with Tradewind and Morse Tutor would be £13.50. As a BONUS Gavin
Monk’s indexed Loader is included free with each cartridge. Available from

WDSoftware, (GC) Hilltop, St Mary, Jersey, C.I. Tel: (0534) 81392

SPECTRUM
3D Ant Attack (Q/S).....

20% OFF SOFTWARE
Games, Utilities educ., adv., for Spectrum, ZX81, B
Oric & Dragon. State computer. Send SAE for lists

Y Manic Miner (S/W Proj)..... ... £6.36
Soubh Dive (Darrel “54a0  Chinese Juggler (Ocean) |£5:52
Hunchback (Ocean). SRS -,  HODDR (MR RN -3
Hobbit (Mel. Hse) ......... £11.56 D';“thlm " eT98
Sherlock Holmes (Meihse)........£11.88  BUSAIVI0L ooy 552
F’" of Rome................... ~£5.56  Ejight Path 737 (Anirog) . '£8.36
Tlsgs'::rr:I‘:'?:o[?"rgl'rﬁ' - £6.36 Space Pilot (Anirog)... . £6.36
Sabre Wulf [Um_a_f___a__ t;.;: Solo Flight (M. Prose) .... 11.95

JAYCEE SOFTW GC), Freepost (EN84), Forres, IV36 0BR

RRP)
, Comm- 64, Vic 20,

COMM. 64

SPECTRUM

Jet Set Willy...
March Point ...
Beach Head ...
Lords of Midnight ..
Full Throttle .......
Daley's Decathlon..
Sabre Wolf.....
Blue Thunder.....
Jack and the Bea

COMPUTER COMMUNICATIONS (UK) LTD
WISH ALL OUR CUSTOMERS MERRY CHRISTMAS

5
90
00
95 Hunchback..........
30
30
99
35

SAE list software etc. State micro orders on 0276 33852
9 Martin’s Close, Blackwater, Camberley, Surrey GU17 0AH

CBM 64
Beach Head.................
Arabian Knights.
Gilligans Cold ..

Daley's Decathlon
Gyropods.........
Snooker
Decathlon (acmvisiol
Blue Thunder ............cc...

BERBRRRRR
883833888

199 * TI199/4A Software " 299

ATARI SOFTWARE

COMMODORE 64
ATARI 400/800/XL OWNERS

ALL THE LATEST GAMES FOR
YOUR COMPUTER

BRUCE LEE

(ATICOAY ccnoiiens T 1000
DALLAS QUEST

(AT/CBd)............. disk 14.95
SOLOFLIGHT cass/

(AT/C64) ... Do disk 14,95
NATO Commander

(AT/CB4) .. cass 9.95
NATO Commander

(AT/CB4)............. disk 12.95
SPITFIRE ACE

(AT/C84)..... cass 9.95
SPITFIRE ACE

(AT/CB4) - disk 12.95
BEACH HEAD

B S diicyiinidvane cass 9.95
BEACH HEAD

(C64) ...... - disk 12.95

Plus 100's more titles available
now for both the Atari and Com-
modore computers.

Send SAE for free catalogue or
Telephone 01-723 0562
between 10am and 7pm.

Send cheques/PO to:

ZOOMSOFT
46 Huntsworth Mews,
London NW1 6DB

STAINLESS SOFTWARE
for the TI99/4A only

The longest established supplier of
third party cassetle software

Over 100 programs, games &
utilities, including 16 with 5 Star
Reviews. Disk Programs include 40
column display
(MAIL ORDER ONLY)

For large catalogue, please send a
large SAE to: Stainless Software,
10 Alstone Road, Stockport,
Cheshire SK4 5AH.

Bruce Lee 32K 12.80 12.80
Dallas Quest 32K N/A 12.80
Guaranteed | pj-Ski ' 1.99 Dennis Drinking Glass 48K 5.00 N/A
* Hot Welly T 1.99 Warlock g 1280 N/A
Immediate | Basha-Bus t 1.99 Attack Mutant Camels 6.50 N/A
and free | Nuclear Pods t 1.99 Dan Strikes Back 16K BBO0 N/A
delivery Maggot-Munch  t 1.99 Stranded 32K 8.80 N/A
" Casino t1.99 Java Jim 8.80 N/A
High Hop-It tt 2.99 Jet Book Jack 32K 8.80 N/A
Quality Torpedo tt 2.99 Encounter 16-32K 8.80 11.75
* Mini-Kong 1 2.99 Solo Flight 48K 12.80 12.80
Hover Bovver 32K 6.90 N/A
Level 9 Adventures All 8.80 N/A
Send cheques/POs to Caverns of Kafka 16K B8.00 N/A
Send Micro-Byte Software, MIDNIGHT MAGIC COMPUTING
SAE for free | 11 st. Marys Avenue, It you don't see your game ring 01-359
catalogue | purley, Reading, Berks 7217 between 5-9.30pm
RGe 8BJ. Cheques & P.Os to
t Basic ttExl. Basic J Soste, 'fé:g'g’,j","g°;:6"'°"w"‘

Spectrum 48
Software

Strange LOOP...........cccunmirraness B985
Combat LynX.........c.c.. .. £1.55
Sherlock Holmes............ L£12.70
AN S il sih slattassatSonstastas SLEIE
Commodore 64

Software

Quo Vadis ........... o T
Havoc ... g .... £8.45
Zaxxon.. R . £8.45
High Noon... ansnsnivierns RINTD

Orders send P&P free. Write or lele-

phone for our price list containing

latest titles from major producers all at
amazing discount prices

MICROBASE (G.C.1.)
P.O. Box 28, Newcastle NE3 ING.
Tel: 091 285 9855
(24 HR ANSWERING SERVICE)

BOOKS

POPPING, Break Dancing. Teach
SAE for details. Dance
Publications, 136 Monkhill Lane,

yourself
Pontefract WF8 1RT

SOFTWARE

EDUCATIONAL

TODDLERS! Play with your
parents’ CBM 64. Animated
musical flashcard alphabet and
spelling program developed in
conjunction with schools ' and
educational psychologist. Refund if
not delighted. Cassette £5 Disk
£7.50. Toddlersoft, 1 Catlane,

ATARI 400/600 1800 XL
Cartridge transfer utility systems
48K RAM minimum required,

specified tape or disc
400/800 £15 600XL £25
B00OXL £30
Prices include p&p. Send SAE for
further details or telephone
0733 240297
S. TERREL, 17 Cock Close Road,

Yaxley
Peterborough PE7 3HJ.

Ewelme, Oxon OX9 6HX

AMSTRAD Extension Cable
extends video and power lead
giving comfortable viewing
distance. Only £9.95 (inc p&p)
From: Amware, 43 Milford Court,
Gale Moor Avenue, Alverstoke,
Hants PO12 2TN
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LIBRARIES " sorrware Wl FORSALE

COMMODORE 64/AMSTEAD/MSX USERS

MIDLAND COMPUTER LIBRARY

1) All the latest titles on cassette, disc
@nd cartridge.

2) Hire your first two games absolutely
free

3) Lite membership £6

4) Hire charge from only £1 inc p&p
for full 7 days.

5) No limit to the amount of games you
can hire,

The first and the largest Commodore 64 library in the world. Often
copied but never equalled
6) All games originals with full docu-

mentation

7) Games, Business and Educational

software

8) Return of post service
9) Lowest new hard and software

prices in the UK

10) Join now on 14 day money back

guarantee.

Over 950 different titles in stock. Send cheque or postal order for £6 with
your two selections or large SAE for further details to: Midland Computer
Library, Dept GC, 172 Studley Road, Redditch, Worcs.

TELEPHONE: 0527 23584 E

LOOK! Any program for any micro
at 20% discount. Also the only tape
exchange club specialising in
today's Top 20 (Spectrum, Com-

ATARI
400/600/800 XL Software

We have an all round selection of disks,
cassettes and cartridges FOR HIRE
Apply now and hire your first 4 games
free. Well over 800 different original
titles. For full details send stamped
addressed envelope or telephone
evenings 7pm-10pm or weekends
LOW ATARI PRICES
1050 Disc Drives £194.95, 800XL Com-
puter £164.95 Purchases of either of
the above offers receive free member-
ship. Flight Simulator |l disc £36.95
Best quality discs, boxes of 10
Single density discs £16.50, Double
density discs £18.00. Antic & Analog
magazines available. 16K Ram boards
(only suitable for 800 upgrades) £16.00

Games & Software Club (Dept. G.C.)
35 Tilbury Road, Thorney Close,
Sunderland SR3 4PB.

Tel: 0783 286351

JOKES 3%

Britain’s No. 1 Joke * ~
Catslogue. packed 2
with over 500 practical jokes from 5p

7YX

Stink bombs. Whoopes cushion. wobbly lager
Qless. lsxative tes Dags. smoke bombs. wlle
sugat cigarette bangers. joke blood. sick. turds
SO0 Swests. wel jokes. exploding jokes. magic
tricks. party fun kits. masks, make-up, ses mon
keys, girl SN pens. AUt Darty Dacks, SauCy
novelles. naughty presents. posters, badges. the
compiete Joke Shop by Post

Send V3@ stamp with your name and sadress for
bumper colour catalogue and Free G to

MATCHRITE, THE FUNNY BUSINESS
(VEPT G.C.), 167 WINCHESTER ROAD,
BRISTOL BS4 3NJ

modore). Membership free. Write
stating micro, to Ham Software
Library (PCT), Ham Lane, Elstead,
Surrey GUB 6HQ. We've got the lot

SPECIAL OFFER

(WHILE STOCKS LAST)

Sord M5 £99.00 (c.w.0.)
Superb games for Basic G £7.95
Send SAE for list: MICRO XZEC Litd,
Walton House, Richmond Hill, Bourne-

mouth BH2 6EW. Tel: 0202 21220.

UNIVERSAL Ddtabase System
for Amstrad CPC 464. Program
plus Documentation. Price: £12.50
(cash by delivery). Contact
Holewa, Wilhelmsaue 132, 1000
Berlin 31, West Germany

COMPUTER SOFTWARE
BUSINESS AND GAMES
FOR MOST COMPUTERS
Commodore 64, VIC 20, BBC,
Atari, Dragon, Spectrum MZ700,
ZX81
New releases for CBM 64,
Spectrum, BBC, Atari, Dragon,
Spectrum, MZT700, ZX81
New releases for CBM 64,
Spectrum, BBC. Every 2 weeks —
just send SAE and we send you a
new list every 2 weeks
Altai C10 data cassettes 40p
each. 5 C15 data cassettes
£2.40 5'," floppy discs D/sided
— DL density
£2.30 each or 5 for £10
Send to: M. J. Seaward,
St. Olaf's Road, Stration,
Nr. Bude, Cornwall EX23 9AF
Tel: (0288) 4179

UTILITIES

HARDWARE

SPECTRUM
GRAPHICS
GENERATOR

Draw your own ‘sprites’ (up to 2 x

2), input by numbers, add to your

file (or delete). Try them in

colour. Get the data for any

character on file (all machine
code).

Send £395 to: Dept G.C.
Windsor Farm, Perranporth,
Cornwall TR6 0BJ.

CBM 64 VIC 20
Tape Transfer — Dual Cassette
Interface
It is quick and easy to transfer any
cassette program with Trigsofts DCL 1
interface. Duplicates all turbos,
m/code, data files etc. If a program can
be loaded it will be transferred exactly
on a second datasette
Send £10.00 inc. P&P to
Trigsoft, Marshfield House, 4 Burnett
Place, Bradford BD5 9LX.

7 day money back guarantee if not
100% satisfied

IF YOU WISH TO

FILL THIS SPACE

PHONE BECKI ON
01 - 437 0699

CLASSIFIED ADVERTISEMENT — ORDER FORM

London W.1

Name

Address

EXTRA TERRESTRIAL

Tel.No.(Day)
n as possible

When placing your ad, please state classifi-
cation required 40p per word.

Send to: ASP Classified, 1 Golden Square,
Tel: 01 - 437 0699.

JETSOFT ....... AN P AL TR e

MICRODEAL ..... i b us

PRGDSCTIONE........ .ol 5 e IFC & 3 SILICA-SHOP. ...............
PRNTARY SOFTWAIRE ... . ... ovas housoersssivios STACK COMPUTERS..........
GYRON SOFTWARE .............. 3 STARCGADE. ... (...l 7
HARMON AUDIO................... - SYSTEM 3 .......... ot Ca e
HILL MACGIBBON......

INTRIQUE SOFTWARE...................."
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Telephone
Hill MacGibbon Ltd, 92 Fleet Street, London EC4Y 1DH

01-353-6482
All programs created by Five Ways Software Ltd.



THE MICRODEAL
WONDERLAND

These terrific games from Microdeal are available
in Tandy Shops Nationwide for the

Meet our né‘r'&"mmnen d

TRS 80™ COLOUR ¥ A =2 [ Fon e s,

- i L \ .. ; j Steer Danger Ra through » |
w. COMPUTER /4 AR =AM e Deodly Chambers of Posnd?
Fight Deadly Seals with

3 \ A A ) Pengon the Penguin

*
: ﬁ 7 ‘ ] B 2s il or play real time
. 7 ' Vil > i odventures with
2 L ‘ the Keys of the i"
¢ . _ /7 .(' Bl Wizard. If's all there"with ¥
oo i ; B YL
7> A - &

Microdeal games.
-

Some gumes IBI]\:II'F! Exedded Bosic
32K Memaory, Joysticks Check with your s S el |
T 1ore f 1ol " 285710
local Tandy Store for detolls ] : A . ALL THESE GREAT

GAMES PLUS MANY
MORE ARE EXCLUSIVELY
AVAILABLE FROM

OVER 350 TANDY
STORES & DEALERS
NATIONWIDE

GAMES CASSETES

ol o

TANDY & TRS 80 ARE REGISTERED TRADE MARKS OF THE TANDY CORPORATION

Tandy

TRS-80 COLOUR COMPUTER

The TRS-80 Colour Computer is ideal for anybody who

wan's o enjoy video games in a system that can be used

for many other household, business and educafional tosks.

N ns, 41 Truro Rd, St. Austell Comwall PL25 5JE

Phone 0726 3456




