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THE BARGAINS ARE HERE!

the US

Attack
Car Wars

M M W W W W W

Zero Zap

ONLY 9.93 EACH!!!

A-Maze-Ing

Chisholm Trail
Connect 4
Tombestone City
Video Games 1

Extended Basic........ccovresermenanenens 6225 Hop O i ra s i e, 599

Minimemory ........cccoevevivieeeeiieeann 69.25 *Listfile (database).......cc.cccconnceen. 9.75

Personal Record Keeping............ 2250 *Parco o | ooty | NS Y, T 8 7.95

Home Budget Manggemeni ________ 17.50 *Space ek s s 5.95

‘Adventure/Pirate .......coceeeeeennn.. 22.00 §U erhod......... e e e 7.95

Buck Rogers ... i is 2750 (* Extended basic.)

Burgertime ..o nal aiinchs 27.50 VIRGIN Games

HopBer i i i E i Cetres ks 2175 Robopodss i o T Lns L 4.95

Jawbreakerll ...........ccooeviviviinnnnns 2 S Eun=Pac o e e 4.95
WIS M.ASH......... 17 5904 FOn-Pac? on il i a s v sty 4.95

Moon Mine.. 225 e EUn-PAC 3 ta i T 4.95

'‘Munchmobile . 15.50 * * + SPECIAL OFFER » * *

drseci okl il ..17.50 ALL FOUR ABOVE IN
ge!urn_fo Piratelsle...................... ?ggg LIBRARY CASE ... £18.00
Tole 18 1 G s S W o M i q
"""""" COLLINS Educational

Stdlvek o sl e 21.75 Cosiotie AND Mantal i each.

ATARISOFT for TI-99/4A SIAEr PACK 1 oo omocererenrsorees 5.95

Donkey Kong .......cccuceeivveereanans : Starter Pack 2 1. vt 5:95

Jungle Hunt ... ; Games Writer Pack 1.....c...c.coouenee 5.95

Moon Patrol ... ) Games WriterPack 2..................... 5:95

Ms. PACMON .o ] * % * SPECIAL OFFER » »

PicnicParanoia .........ccccccvvvieiiinens 12.50 ALL FOUR ABOVE

Pole Position......c.cccccevueeeecicneneanns 24.50 + FREE BASIC TUTOR

Broteclorlli Dt s g 18.00 CASSETTE. .. £18.00

PARCO ELECTRICS can still offer you not only
a remarkable computer, but also an exciting

rangé of add-ons.
TI-99/4ACOMPUTER ................c.ce...._89.00
RS2325tand Alone.......cccceeeverennenene.... 120.00

Disc Control Card........
32K Expansion Card
Speech Synthesizer .
TlJoysticks (pair) ...

Cassette Cable......oo . 9.95
MODEMS:

Interlekt Auto answer (Portman)........... 199.95
Jaguar Communications {Minimo 300) 99.00

+ much more — write or ‘phone for all your
hardware enquiries.

SOLID STATE SOFTWARE
TEXAS INSTRUMENTS

+ many more modules in stock.

HERE TO STRAY

TEXAS MMSTRUMENTS TI-99/4A

1 e soFrwaRe 1s Here

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

3 THE SUPPORT IS HERE

As well as offering a wide range of useful

ublications éindu ing our own magazine),
BARCO ELECTRICS are enjoying a good
reputation for customer service and informa-
tion. If we can’t solve your Froblem, you may
be sure we know who can!

[:{elel ¢H

Gettingstarted...........oc.ov e 595
Dynamic Games ... g
Introto Assembly........... .. 1695
System Technical Data........................... 845
MAGAZINES:

99/4A (Parco Magazine) ..........cccocveresnn 2.00
HOME COMPUTER Magazine................. 3.75

+ many more publications.

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

- CASSETTE SOFTWARE
PARCO Software

+ many more tapes in stock.

A e ruture 1S ms

The TI-99/4A is a 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.

WRITEOR'PHONETODAY FOR
NEWS OF A COMPLETE PACKAGE
(MODEM + TERMINAL
EMULATOR + RS232) THATWILL
ENABLE YOUTOENTERA NEW
WORLDWITH YOURTI-99/4A!

The future is in our hands
—and yours.

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.




Ghost Busters come to
Britain

Ghost Busters the smash hit American
film makes its computer debut from Ac-
tivision.

Activision are simultaneously releas-
ing it for the Commodore 64, Sinclair
Spectrum, Atari VCS and other leading
games consoles and computers.

The film is about a team of parap-
sychologists (try saying that with your
mouth fullll) who set up a business in
New York to combat paranormal oc-
curances.

The Game is a mixture of arcade, ac-

tion, and adventure with other odd bits
thrown in and is based on events that
happen in the film. The game is being
written by top author David Crane who
wrote Pitfall and Pitfall 2.
In America Ghost Busters broke all box
office records and is fast becoming the
cult film of 1984. It is set to do the
same thing over here. Its success is
mainly due to its family appeal,
humorous nature, and rubber gloves!
Music from Ghost Busters has done
well in the pop charts, but this is only a
taster for the real thing.

The game should be out in mid
November, the film is on general release
on December 7, certificate PG.

Extended Warranties for
Home Computers

The Micro Repair Club is a partnership
between Thorn-EMI, Domestic and
General insurance, and Communidata,
to provide cover for computers after
their guarantee has expired.

The new scheme costs £25 per year
with reductions for continuations, more
than one year, or schools. The Micro
Repair Club say that any home com-
puter made within the last seven years
and costing less than about £500 is
covered. It is not yet certain whether
some of the older or more exotic ones
are covered. The scheme covers only
the main console, not any peripheral
equipment, when it comes to machines

like the Amstrad, Adam, or C16 com-
puters, which have the extras built in
there is also some uncertainty.

Thorn-EMI, well known in the com-
puting world for their manufacture of
computers for other companies is doing
the repair work. If Thorn-EMI cannot fix
it, the original purchase price of the
computer is refunded.

Domestic and General insurance are
providing the financial backing for the
venture. D & G have been in the in-
surance market for years, so there is lit-
tle risk of your money disappearing into
a back street specialist insurer.

Communidata are running the whole
show and making sure everything runs
smoothly.

Communidata are at Swan Court,
Mansel Rd, Wimbeldon, London SW139
4AA.




Virgin Price Drop

The prices of 12 of Virgin's games have
been dropped to £2.99. Falcon Patrol,
one of 1983's best games, is included
in the list. These prices will last until the
end of November.

Also out is Virgin's new releases in-
cluding the sequel to Falcon patrol —
FPIl. The game is similar in concept to
Falcon Patrol and has you fighting off
helicopters, flak batteries, and radar

jammers. This is part of Virgin's new
look and new strategy.

Up to now Virgin have released a
larger number of titles for many
machines, but Nick Alexander — Virgin
Games’ managing director — said “'The
shotgun approach will not work any
more’’. So instead of the usual crate of
new releases from Virgin landing on my
desk there was a slim package of six
titles for the 64, Spectrum, and BBC.

The new titles are FPIl, Terrorist —

this game by Andromeda for the 64
features you as an anti-terrorist com-
mander out to get the terrorists.
Strangeloop — for the Spectrum, this
game is a 240 room arcade/adven-
ture/maze game. Sinbad for the BBC
has you flying a carpet across Persia.
The Biz is, aptly, a game based on
the record industry for the Spectrum.
Lastly, Sorcery for the Commodore 64
has you in the dark ages playing
through a 3D arcade adventure.

QUICKSILVA PRESENTS

MAGIC MICRO
MISSION

:ZONE
B T ron o

QUICKSILVA

y
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COMIMODORE 64 =3
+ JOYSTICK CENTRAL

New Releases from Quicksilva

Quicksilva, one of the leading British Games houses, has released its new range of
games.

Zombie Zombie is the sequel to the smash hit game ‘3D Ant Attack’ for the
Spectrum. The game uses the same ‘softsolid’ graphics system to produce the 3D
effects. In this game the player controls a helicopter as well as himself, flying over
a similarly complex landscape of blocks. The player can also construct his own
buildings to be included in the city. Quicksilva claim that the program produces two
channel sound out of the Spectrum — | think that this must be heard to be believec
though. In addition to this, this game can drive a MIDI synthesizer.

Summer Games is an athletic game from Epyx in America for the Commodore
64 and released over here by Quicksilva. Summer Games has eight Olympic type
events such as high jump, swimming, diving, gymnastics, skeet shooting, and run-
ning. The game is so massive that is comes on disk and each event needs to be
loaded in seperately. The graphics are superb and excell anything that has beer
done on any computer before.

Magic Micro Mission is a game for the Commodore 64 and Atari which is basec
on the title sequences of the TV show. Blood and Guts is the gory title of the game
for the ZX Spectrum where you have to go inside a human body and get to you-
escape ship. The game has an accurate layout of a human body complete with a
internal organs.

Quicksilva has produced two games in conjunction with 2000 AD, the science
fiction comic, featuring Strontium Dog, a mutant bounty hunter whose eyes em
alpha waves enabling him to see through walls etc. The two games 'Strontium doz
and the gauntlet of death’ for the Commodore 64, and ’ Strontium Dog and the Kil-
ing’ for the Spectrum.

Other titles are Battlezone, licenced officially from Atari, for the Spectrum. Cas-
tle of Jasoom and Dungeons of Ba are adventures for the Commodore 64 disk. Pr:
darts for the Spectrum, endorsed by Eric Bristow. Lastly, but apparently not leas:
is Outpost for the Atari, which Quicksilva claim took two years to write.

Spectrum games are at £6.95, Commodore 64 games are at £7.95 except fc-
the adventures on disk at £12.95, the Atari game is £12.95.
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We're not the only people
~ho think ‘Art Master’ and
Picture Builder’ are two quite
exceptional computer graphics
software programs.

B Tony and Rolf do, too.
Otherwise

[N
theyd never
nave agreed to put their name
to them.

With both ‘Art Master’
and ‘Picture Builder’ you can
create full colour pictures on
your own TV. screen.

And believe us when we
say those pictures will match

PICTURE
YOURSELF 0

COMPUTER

~

D.H.1784 .

the best computer graphics
you have ever seen.
BN Anywhere.

The pictures are drawn
using either the keyboard or
a joystick, and can be stored

on either tape
SOFTWARE or on disk.

With ‘Picture Builder’ you
are presented with a palette
of 121 colour shades (more
than enough for any budding
Michaelangelo).

B And a collection of
character setstotalling

over 250 shapes.

'ml_‘: 1-,1._;!3!!2_\'
PTTLIRE
BLUIL.DEEF

So you're hardly stumped
for choice.

You simply choose your
colours and characters, then

‘build up’ your picture. Just like

any other artist.

B \With ‘Art Master’ you
again get a choice of 121 colour
shades.

But this time you can
draw whatever shapes you like,
creating your very own high
resolution masterpiece from a
blank screen.

It is even possible to draw
circles, and store and then
recall a back-up picture -
which is more than you can do
with other graphics programs.
B Everyone, from the six

year old right up to the 66 year
old, will enjoy ‘Art Master’ and

‘Picture Builder!

Like all of our software,
they have been specifically
designed to get the best out
of Commodore hardware.

That’s
choose better.

why you cant
B Commodore software: it
costs no more, even though
there's more to it.
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Acornsoft announce tidings of great joy
forboth BBCMicroand Electron owners: eight
brand new programs for Christmas. '

Ilach one makes an ideal stocking filler.

They're all available at your local
Acornsoftstockist. Forthe addressorto order
by eredit card simply ring 0933 79300.

Or you can send off for our catalogue by
writing to Acornsoft, ¢/o Vector Marketing
[London Road. Wellingborough, Northants
NNS8 2RI1..

\lternatively, however, youcould alwavstak

achanceand drop ah m‘ CORN
to Father Christmas.

Software lor the BBC Micro and Flectr




1

9.00 Firebug

A fast moving arcade-type game in which you are a fireman, tr\mg to rescue some oil
drums and take them to tho safety of a water tank. Your opponent is the firebug who
runs around lighting fires which move slowly towards the drums and fire extinguishers,
destroying them if contact is made.

10.00 Maze

\ eripping graphics game where you enter a top secret installation with the aim of steal-
ing secrets from a rival company. "The sec urity system, however, has many levels each
consisting of a maze of corridors patrolled h\ armed robot cuards. Lomp]et( with full
colour 3-D graphics, sound effects and a hlt_rh score table.

2.00 Elte
\ superb 3-dimensional graphics game that's light years ahead of any other. You are
a space trader who roams the universe, making \ourllwng from huwnﬂ'dnd selling cargo
in your Cobra space craft. On your travels, you will encounter aggressors who are eager
to put an end to your dm]mgs Be warned., onl\ the fittest will survive.

1.00 Crazy Tracer

\ crazy adventure in which you guide a paint roller round the edge of a maze of

rec 1dng]( s, while avoiding the monsters which are trying to stop you by crushing the
roller. Beware — as the game progresses, so the number oi monsters Lhdbln‘f you

will increase.

3.00 Go

‘(0 isa board game for two players which originated in China 3000 years ago and is now
more popular than Chess in the Far East. It requires strategic lnSIU‘hL intuition and a
~trong, calculating mind. If you wish. you can also ¢ Imllonge the computer at differing
degrees of difficulty. A voll\ good game indeed.

1.00 Watch Your Weight

\t last. a weight-loss program designed espec s1ally for you. With it, your computer
becomes an expert wholly conversant with and H\H]pdth(‘ll( to your needs, and will
help vou choose an appropriate and individual weight-loss pldn The program also
includes a calorie counter and a series of apposite menu suggestions to help stimulate
vour imagination when you just can’t think what to eat.

5.00 The Complete Cocktail Maker

With everything from a Black Russian to a Betsy Ross, this program contains data
sufficient to concoct a hl‘lﬂ’ﬂ‘(‘n ng 320 different cocktails.

6.00 Paul Daniels’ Magm Show

' Stun and amaze your friends with your astounding feats of magic. This program contains
ten tricks to be performed by or with vour BBC Micro/Electron. Hurry though —it’s
bound to disappear fast.







Three waves of aliens try 1o breék

through Earth’s defences, namely you W30
FXI1il laser launcher. Unfortunately you k“"‘\
have limited laser power and using it too i
much will cause you to overheat and'
blow up. if the attacking alien reaches
your end it's also curtains.

On destroying the present wave of
aliens you have a chance to go onto the
next screen. L

- Your ship flies from right to left.]
Pressing fire {M) drops a bomb hopeful-
ly on the alien, missing causes you to go
back to the beginning of the wave. If
the aliens fail to break through your bar-
rier they will mount the attack again
from the beginning. Watch out, aliens
fire lasers. o

Control keys:

‘Q=Up
A = Down .
M = Fire laser/Drop bomb

10 Aliens have to be destroyed on thefd
first wave . L :
20 On the second, and 30 on the third.

RUNdown
Lines Action

— 2-9 Prints title and plays
. tune
15-25 Prints your ship
g 30-40 Reads direction keys (Q
_ . and A) :
bO " Checks to see if you've
: pressed fire '
500-600 Fires laser
800-820 Prints initial score, lives
o left, etc.
1000-1200 Moves alien
 1600-1550 Fires alien laser
2000-2040 This routine is called
~ when alien reaches your
: side of screen
- 1 3000-3060 Ship blows up routine
1 6000-6100 Alien blows up routine -
7000-7100 Prints your ship
8000-8060 Drops bomb
8500-8700 Biows up alien, moves
. ' on one level
9000-9010 Data for title tune
9500-9600 Blows up your ship
9800-9940 Sets up graphics







Variables Used

R

A,B Your ship’s co-ordinates
XY Alien’s co-ordinates
SC Score
HS Hi-Score
AL Aliens destroyed
1 60 SUB 9800
2 LET hs=0
4 INK &: PAPER 0: BRIGHT 1: BORDER O: CLS
S RESTORE 9000: FOR s=1 TO 17
& PRINT AT 10,7; INK INT (RND%4+2);:"AB ASTRO BLASTA
JK"3AT 12,73 INK INT (RND%#6+2):"--— By J.Hall ——

o ey LEGEEE s
w B IF INKEY#<>"" THEN GO TD 10

? NEXT s: 60 TO S
10 GO SUB BOO
12 LET x=INT (RND®*15+3): LET y=28
30 IF INKEY$="q" THEN LET a=a—1+(a<4)
40 IF INKEY$="a" THEN LET a=a+1-(a>18)
S0 IF INKEY$="m" THEN (0 SUB 500
&0 PRINT AT a-1. b;" o
70 PRINT AT a,b: INE 7:"ap?
80 PRINT AT a+i.,bz"
1 GO SUE 1000
GO TO 15
BEEF .01,50 .
LET b¥=b#+"@": LET bl=bl-1: PRINT AT ©,27: INK 3:b
IF bl=0 THEN GO TO 3000
FOR z=2 TO 28 STEP 3
PRINT AT a,z; INK 637 I
IF ATTR (a,z+4}=54+i THEN B0 TO &000
NEXT =z
FRINT A1 a.293" "
RETURN
800 CLS : LET al=0: LET e$="POR": LET b¥="'"z LET i=INT
RND#3+3): LET 1=3: LET sc=0: LET bl=
305 PRINT AT 0,03 INK &6:"SCORE ":;sc:AT 0O,11; INK S; "SH
198 ";13;AT 0,20; INK 4;"LASERS "3ib%
210 LET lev=1: PRINT AT 21,0:"HI-SCORE ":hs3 INK 43AT
J1,143"ALIENS “zal: INK 73A1 21,253YLEVEL "jlev
315 LET a=10: LET b=0
220 RETURN
1000 IF INT (RND#*2)=1 THEN LET w=x+i-(x>17)
1002 LET i=INT (RND®3+3)
1003 IF INT (RND¥i)=1 THEN LET x=x—1+(x<4)
1005 PRINT AT x+1,y; INK &3
1007 PRINT AT x,v: INE i3EF;AT x y+w- INK &332 o
1309 PRINT AT x-1,y: INK &3"
1310 IF ATTR (a,b+2)=44+i THEN GO TO 3000
| 1100 LET cha=INT (RND*ll-lev}
1110 IF cha={ THEN GO SUB 1500
1180 LET y=y-1: IF y=0 THEN GO SUB 2000
1200 RETURN
1S00 BEEF .01,-20
1505 FOR p=v-4 TD O STEF -3
1510 PRINT AT x.,ps"l o
1530 IF ATTR (x,p—1)=71 THEN GO TO 3000
1S40 NEXT p
1545 PRINT AT x,03" i
1550 RETURN
203 PRINT AT x,ys" *
2020 LET w=INT (RND®*15+3): LET y=28
2040 B0 TO 3000
Z050 PRINT AT 0O,b:sc: RETURN
I000 FOR n=0 TO 25
3005 PRINT AT a-1,b3® e
3010 PRINT AT a,b: INK INT (RND#*&6+2) 3 "GH 4
IC13 PRINT AT a+t,b3"
3015 BEEP .005.n: BEEF .Q05,n/10: NEXT n
3020 PRINT AT a,b3" +
I022 LET 1=1-1: IF 1:0 THEN GO0 TO 3030: CLS : PRINT AT
10,113 INK &;"GAME OVER": PAUSE O: RUN 2
3024 CLS : PRINT AT 10,113 INK &3"GAME OVER": PAUSE O
3026 IF sc>hs THEN LET hs=sc
3028 GO TO & .
3030 PRINT AT 0,17; INK S5l
3040 FOR n=2 TO 20: PRINT AT n,03,,¢ NEXT n
3050 LET bl=5: LET b$="": PRINT AT 0,273 INK 23" "
§AT 0,253b%r 6O TO 11 _
&005 FOR n=0 TO 25 e
&£010 PRINT AT x,y; INK INT (RND*&6+2);"FGH "

4015 NEXT n
&020
&028
&032
&L033

&£034

BEEP .005,n: BEEP .005, n/10%
PRINT AT a,z+1,“ -

FOR n=1 TO 19: FRINT AT n,0,,: NEXT n
LET po=S: IF y»S AND bl>1 THEN LET po=po+5
IF y>10 AND bl32 THEN LET po=po+5
IF ¥>20 AND bl33 THEN LET po=po+5
6037 LET sc=sc+po: PRINT AT 0,6; INK &isc
£040 LET bl=5: LET b= PRINT AT 0,27
:AT 0,251b% i e :

INK 23"
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285,255 .«

Lasers left

Pitch, duration of notes in
tune

Used in scoring

Used in initialisation of
graphics

Alien

BL
PILDUR
PO
G, VAL

E$

6050 LET al=al+1i:
L0535
L0660
&070
&100
7000
7001
7002
7004
7006
7008
7010
7020
FOZS
70Z0O
7035
7040
7045
7047

FRINT AT
IF al=10 THEN GO SuUB
IF al=20 THEN GO SUB
IF al=30 THEN GO SUR
GO TO 11

PRINT AT a,b:" &

FOR n=0 TO 25

PRINT AT 10,93 INK INT
BEEP .005,n: BEEP .00S,n: BEEP .005,n:2
PRINT AT 10,9; INK 63" "
LET »=INT (RND*7+11): LET y=28

LET to=0

FOR 2z=29 TD O
LET a=3

PRINT AT a.z:3
IF INKEY#="m
IF z<20 THEN
IF to=1 THEN GO SUB BOlO

IF z>20 THEN FOR g=1 T0O 10:
IF z=1 THEN LET al=0: GO TO
NEXT =

LET to=1: LET tl==:
LET ab=ab+1

PRINT AT ab,tl; INK &Ss3"p"
PRINT AT ab-1,tl: INE &3 *

21,213
7000
7000
7000

INK 43a1:"

STEF =1
INKS 73 "JK ¢
GO SUB 1000

NEXT q
9500

LET ab=4

IF ab=xu—1 AND tl=y THEN GO TO 8500
8040 IF ab=x-1 AND tl=v+1 THEN &GO TG BSCO
8045 1IF ab=x-1 AND tl=y+2 THEN GO TO BSOO
8047 IF ab=x AND tl=y THEN 60O TO 8500
8050 IF ab=x AND tl=y+1 THEN GO TO BSoO
BOST IF ab=x AND tl=y+2 THEN GO TO 8500
BO&8 IF ab=1%9 THEN PFPRINT AT ab,tl;" ": GO TO
8070 RETURN
8500 PRINT AT ab,tl3"
BS510 FOR n=0 TO 25
8520 PRINT AT x,v; INK INT (RND#4+2)3;"FGH "
8530 BEEP .005,n: BEEF .005,n/10: NEXT n
8540 PRINT AT x,y3;" !
8550 LET sc=sctz*10
8540 PRINT AT 0,63 INK &3sc
8565 LET lev=lev+i: PRINT AT 21,31; INK 7ilev
8575 IF al=10 THEN LET e$="CDE"
8580 IF al=20 THEN LET e=%="MNO"
8590 IF al=30 THEN LET e3$="FER": LET al=0
8600 FOR n=3 TO 20: PRINT AT n,05,.: NEXT n
8700 6O TO it
SU00 DATA J28 1 8B b 855 1. 1t ol 0

S i3, 0.,11,.48,10,.1,8;.25,186

9010 BATA .8, 13,.1,11,.8,10,.1,11,.6,8
9500 FOR n=0 TO 25
9510 PRINT AT ab,tl;
9520 PRINT AT a,z:
9530 BEEFP .005,n:
9540 IF e$="PBRR"
9550 IF e$="CDE" THEN LET al=10
9540 IF e$="MNO" THEN LET al=22
9570 PRINT AT 21,213 INK 4zali" "
9580 FOR n=2 TO 20: PRINT AT n,05,,:
9590 IF 1=0 THEN GO TO 3021

9400 B0 TO 11

9800 RESTORE 9800

9803 FOR g=0 TO 142

9B0S READ val
9810 POKE USR
9820 NEXT g
9825 RETURN
9830 DATA

INK INT (RND#*&+2);"G"

INK INT (RND®6+2) 3 "FGH"
BEEF .005,n/10: NEXT n
THEN LET al=0

NEXT n

"A'+g,val

92,240,211,31.31,211,240,192
9840 DATA o 192,224,255, 255,224,192,0
9HS0 DATA 96,287, 157,247 ,95,0,0,0

9B&0 DATA 0,288,92,248,31,26,15,0

9870 DATA 0,0,0,6,239,18%,239,6

9880 DATA 131,115,24,1,226,56,99,131
9890 DATA 136,204,69,25,27,202,100,204
9900 DATA 193,198,28,135,64,28,198,193
9505 DATA 0,0,0,0, 255,0,0,0

9910 DATA 0,3,7 ou% 255.7.3,0

9915 DATA 3,15,203,248,248,203,15,3
9920 DATA 26,12‘31,5¢,112,96,o,o

9925 DATA 127,213,213,127,7
,118,40,153

9930 DATA 254.87, 97,254,
9535 anrn. -----

24 192 240 GE

940 DATA
9999 SAVE

0,24B,257,92,172,252,248,0

"BLASTAY LINE 1

i

(RND#&6+2) 3 "BONUS SCREEN"
NEXT n

AND z<20 AND to=0 THEN GO SUE BOOO

1,8,.25,18,.3

J3,15,31,195,10%,125,221 ,215
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Dear Sir
Could you, please, inform the readers of
GAMES COMPUTING that our club ex-
ists? The C.U.F.O. (club des utilisateurs
francophones de I'Oric, 65 members),
founded two years ago, is an interna
tional club of exchange by cor-
respondence for the Oric 1 and Atmos.
The membership is free. We edit
a newspaper, LA PUCE, for the
members. We send information to all
request to the C.U.F.O.

Thank you for your aid.
V. Maud
Redaction La puce
CUE0.
Rue de la tourette, 1
5650 BIESME

(BELGIUM) 2 ‘V

Dear Sir

| am writing to you in reply to the letter

sent by Simon Burford in October issue.
| don’t know what computer he has,

but | have a VIC-20 and | think that

Pirate’s Adventure is the same.

To get past the snake first leave
the book on the beach, then take the
crackers and the parrot with you to
Treasure Island.

Leave the parrot on the boat, and
take the crackers with you to the snake.
Leave the crackers there, then go back
to the boat and the parrot will fly off. Go
back to the snake and the parrot will
fight it and draw its attention while you
take the treasure.

Go back to the boat, and if
you have not already dug up the rum on
the beach, walk 30 paces and dig it up,
to give it to the pirate.

He will then run off and you will find
him in the graveyard. Wake him up and
he will disappear go back to the boat
and he will be there. Set sail and go to
Pirate's Island.

When you get there say Yoho to get
back to London. If you fall off the
building just say Yoho again until you
get back to the window.

Steven Smith
Chertsey

76

Dear Games Computing
Congratulations, your magazine is one
of the best, if not the best, but | must
agree with G. Swain in May's issue that
you should publish a high score chart.
| have Harrier Attack and think it is
excellent. My high score on Har-
rier Attack is 67,800. Some people
may think that the game is hard but if
you progress one level at a time your
scores should get better and better.
You should also keep a good supply of
bombs for the town and keep as near to
the town as possible when bombing.
Yours sincerely
Jason Byng
Newbury

S S

Dear Games Computing
| am a Commodore 64 owner and when
| saw that ‘Triple Chance’ for the VIC
20 required no graphics | began typing
it in, then | spotted a thing that needed
a minor alteration.

| am not sure whether it is a bug in
the VIC 20 ROM but Commodore 64
owners should change line 61 to read:

21 FORZ=1 TO 50: NEXT:GOTO 30
This action will take place when you

hit return. To reduce the delay decrease

the second number.

Yours sincerely

Gordon Darrock

Horstead

P.S. | think that your Commodore 64
games are great — keep it up!

Thanks for the advice Gordon. If any
other reader has any hints for conver-
ting games across to other machines
send them in and be a star!

Dear Editor

Since | last wrote to you in June | have
been enlightened as to the solution of
‘Pirate’s Adventure’, by a minor genius
from Worksop. How Scott Adams ex-
pected any mere mortal to complete the
adventure | don’t know, but it has been
donel

| would like to thank Simon Burford
for trying to help out in your October
issue but | hope | can now help him with
his problems. To stop the fish from dry-
ing put them in the empty bottle which
you fill with sea-water. Also to get past
those highly dangerous, deadly
poisonous snakes just ‘DROP
PARROT’. Yes that's alll The snakes
are frightened by this parrotl — Amaz-
ing!!! from here though it's easy as long
as you take back the parrot till you ar-
rive back on Pirates’s [sland. Then
you’'ve done it, scoring 100 out of 100
for your two treasures: rare stamps and
dubleons.

But can no one help me with ‘Savage
Island’. | haven't got any further since
June. So if any other minor genius or
demi-god reads this please help out a
poor, grey-haired, struggling TI-
Adventurer,

Back in July | also bought a graphics.
adventure game called ‘Mania’. What a
mistake! The graphics are poor — what
they are meant to be is unclear. There is
no sound and the action is about as fast
moving as watching snow melt in the
Arctic!l Apart from this, and the fact
that it cost a small fortune, it's a really
interesting game. (Yawn Yawn!!). You
can have great fun interrogating the
characters as they appear. But they
don’t give in easy, evading questions
with answers like, "“Good question’’
and ‘‘continue your quest’’.

So can you help and explain why it
got such good reviews in all the
magazines?

Yours Despairingly
Steven Joyce
Halifax

PR L

Dear Sir

Here is a helpful tip for all ORIC owners,
who have trouble staying alive on
Zorgons Revenge. The following routine
gives endless lives and within minutes
your score will double.

a. Get lives down to one man.

b. Get yourself on the defender level.

c. When large ship appears shoot it and
within seconds must kill
yourself.

Please note...If you don’t get killed

before the magic brick appears the

routine will not work.

Yours Faithfully

R. Hanlon

Jersey

you

Whatever you want to say, be it good, ba
here at Games Computing and get it off your shoulders.
Send your letters to:
‘Postman Pat’, Games Computing, 1 Golden Square, London W1.

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

e
or indill-‘rerent drop us a line
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Pitfall Harry

Oh Harry. This time he's gone too far.

Somewhere, buried deep in the lost caverns
of Machu Pichu, Peruy, lies the stolen and, of course,
priceless Raj Diamond, along with a hoard of
missing gold bars.

Harry’s little niece Rhonda and Quickclaw, her
cowardly cat,are supposed to be with him, but they
strayed away and are lost in the bowels of the caves.

A wealthy university has asked him, while he’s
cleaning this mess up, to capture an elusive stone-
age cave rat.

What fun.

He just has to avoid the occasional poisonous
frog.

Oh yes. And the wickedly clawed condors.

‘One person alone could gowith
into the Lost Cave

Running on
Commodore 64, Sinclair Spectrum &
MSX System at your usual software store.

The electric eels. And a very nasty line in thirsty
vampire bats.

So you can see Harry could do with some help.

All you'll have to help you are your wits and
some gas-filled balloons to bridge the wider chasms.
And you'll be in for the game of your life.

One thing puts Activision Software out on its
own. The way you go on running it month after
month. And Pitfall Il is no exception.

Lose yourself in the world of

_ACIIVISION.

Activision Software is available at selected branches of: W.H. SMITH, BOOTS, RUMBELOWS, SPECTRUM and all good computer shops.



EERE G oy

You've only got 31 shopping days left till Christmas — depending on when you bought
this copy of Games Computing, of course. And | bet you still don’t know what you are go-
ing to ask Santa to put in his sack to drop down your chimney this Christmas,

So to help you all out we've devised a helpful guide — Santa’s Checklist. Fill in the
form below with all the games goodies you would like to receive this Christras and make
sure you cut it out and leave it lying conspicuously around for Mum or Dad to pick up. If
they don't take the hint and twig what it's for, you'll just have to talk to them about it and
explain exactly what the Checklist is for; your Christmas presents!

Product Where can you buy it?

SOFTWARE:
names of games you
would like

COMPUTER

PERIPHERALS

DISC DRIVES

PRINTERS

GRAPHICS AIDS




HERE WE GO AGAIN

48K Spectrum £6.95 CBM 64 £7.95

ALK >
(Spectrum)
ACTUAL SCREEN DISPLAYS
The Most Graphical

Arcade Simulation
Ever Produced

by CHRIS KERRY
AVAILABLE FROM SELECTED BRANCHES OF: RETAILERS CONTACT: ¥ b Ua Ck an d Th e Be an St(llk]

r/ v
m MICRO DEALER UK L‘d 1f you have difficulty in obtaining your copy. Just fill in the Coupon below.
2 Lihin |
=

makfo ALSO AVAILABLE AT ALL w Merseyside L6 1AP Tel: 031268 882112

Spectrum | CBM64

Post coupon now to; Thor (Computer Software) Co. Lid..
Erskine Industrial Estate, Live

USUAL SOFTWARE OUTLETS.
% Compuier Games 1 enclose Cheque/PO for £

Greenchip CentreSoft
AIDEEENHANS PCS DISTRIBUTION Address

(Zxivs3 BUldog

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




y compound was no probiem The run for his

ALL OfY
ame, aiglress,
PO. for £6.95
S, :

DRDERS g
1.00 pefgame ord

17 MARBLE HOUSE, ELGIN AVENUE: MA >
TELZ(01) 2892377,




As the bleak midwinter closes in all
around, Lou and Les, loyal to the end,
have decided to skip town and visit
those faraway places you always
dreamed of going to. . . where the ice
you encounter is on a long rum and coke
and the only thing that’'s chilled is the
melon. This is their dispatch. . .

1. HORRORMOLINOS

It may be great to fly away to the sun
— but have you ever tried to get on the

beach? It's so crowded _in Horror-
molinos that the authorities have
demanded that only small, square

beach towels are to be used on the
golden sands. Below is a plan of the
beach where overcrowding has caused
a row to break out. Can you settle the
argument and decide which towel is at
the bottom of the pile? There are eight
square towels all of the same size.

4. COALS TO NEWCASTLE?

We are sure that everyone in the
universe would agreee that Lou and Les
are the salts of the earth — but the solu-
tion to this puzzle is an extraordinary
place to take them. Solve the clues
down and find a very unlikely holiday
resort.

A: A silly question?

Now get a silly answer
Something upon which you might
attach your hopes

Computer giant?

Most people would get
answer nine times out of this
To do this is human

Don’t stand on ceremony
Sticky traffic chaos

the

@Tm DO W

a b c d e f g

2. ALPINE ALPHABET

To get away from the sweltering heat
_es nipped off the beach and fled into
:he mountains to indulge in his favourite
~obby. Can you decipher what it was?

(3.15.12.12.5.23.20.9.14.7.
'4.5.1.4. 22.15.15.4.12.9.3.5.

5. THE GRAND TOUR

Find a hidden country in each of the
headlines below:

‘Lou’s painting is dreadful,” claims art-
world

Press announce new
names for expulsion
‘Danger Man yearns for freedom,’ says
Prison Weekly

The fashion world agrees: ‘Les looks
lovely in diamonds’

‘British demand more accuracy. Prus-
sians walk out.” EEC Journal

‘Give Bad Bob a life sentence,” MP’s de-
mand

‘Bishop calls Fakir an outrageous cheat’

list of Soviet

3. WHERE IN THE WORLD

First ask a question
And look at the line
Last will not help you a
Kingdom to divine.

Only an answer in
Verse will provide
Inside information
About a place to reside.

where?

GAMES COMPUTING DECEMBER 1984

6. TAVERNA TANGO

A cocktail or two too many has left Lou
and Les staggering aimlessly around the
town square. Can you add the missing
letters to the sequence below and ex-
plain why it might show the delirious
duo the way to go home?

N EENIEEN—=—




7.1T'S A SQUARE WORLD

As a final treat before returning to the
rain-lashed shores of the good old UK,
Lou and Les visited the casino in Monte
Carlo. If they could solve the problems
below then they would receive a free
flight home. They didn’t, so if you see
two poor bedraggled hitch-hikers
somewhere between Cannes and
Grimsby — give tham a lift.

This was the problem:

The pictures show three views of the
same dice. There are six different sym-
bols on the dice. Can you answer the
following?

1. What is opposite the
2. What is opposite the

3. What is opposite the

8. HOLIDAY CAMP

While he was travelling foreign parts
Lord Gilberdyke of Falkovia gave
Jousting Jack Caye permission to use
his tall, secluded tower. The gay blade
occupied the country seat — and very
comfortably he found it. However,
when the time came for the noble
knight to vacate the premises he bluntly
refused and replied by raising the
drawbridge. Now, Lord Gilberdyke
wanted the tower for his own mad mer-
rymaking; he knew that there was a
secret entrance hidden behind some
false bricks in the tower wall, but how
was he to get across the wide, deep
moat? As is always the case in times of
crisis, none of the Lord’s men were to
be found, and he was afraid to swim
the great divide because the wickedwit-
ch, Monica, who also ran a fish and chip
restaurant, had aided Jaunty Jack by
filling the moat with man-eating
goldfish of an extremely rare and
vicious variety.

Lord Gilberdyke scoured the land
near and far to find some tree trunks
which could bridge the deadly water.
But, war and pillage had left the land
bare; almost a desert. All that could be
found were two short planks. Neither
plank was quite long enough to reach
across, so the Lord, who was as thick
as two short ones, sat on the moatside
and moped.

Can you resolve the dilemma and get
him across. The diagram below gives
you all the information you need.

Pl Z FZp

9 JEUX SANS FRONTIERES
This month’s grid to stupefy the square-

eyed features sports events and ac-
tivities. There's 60 that we know here
can you rise to this occasion?
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CHANNEL CROSSINGS

Clues Across

1. Surrender the product (5)

4. Suppose there’s no tree (5)

7. Hitier was, in a way, radical to it.
[ I

9. Grass grows here (Eden) (4)
10. Of course! It might be a cup of
teal
14, Untie badly toc make the
connection (5)
16. Sounds French, relatively
speaking.(5)
17. Intend to be pocr (4
18. Beat about the b-ush 4
19. Little can be seen in a disma
light. (5)
22. Deserve reward. (5
23. The Money List rite (9)
24. How about a stop here? (4)
25 Places Conservative in nappies
apparently — a wet? (11}
26. Preference for fat (5]
27. Cock of the walk — or walk of
the cock! (5)

Clues Down

41. Compares favourably with mine
(4,5)

2. Face up and put down. (4)

3. Badges of office employed in
offices. (6)

5. Hanger-on. It's a pear of a kind.
(8)

6. Distance from ‘ades? (3)

7. The month | get bad
French/English currency? (7)

8. Tangled lace makes his smart (4)
10. Real Madrid kicks off for their
country (5)

11. No friend of Irene Myers. (5)

12. You can almost hear this round
the firesides. (7)

13. Reserve — BR have one in their
support (9)

15. Concise message transmitted by
arm, leg, et cetera. (8)

20. Mannequin loses a pound this
way. (4)

21. Gown OK for one Highlander. (6)
24. Cried when he had Purchase Tax.
(4)

25. This clue is the end! (3)
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Discount
Computer

Software

Registered No. 1795113
Telephone: (0256) 51444

16 Coates Close, Brighton Hill,
Basingstoke RG22 4EE

AMAZING SOFTWARE BARGAINS BY MAIL, 100’s OF TITLES AVAILABLE!

TELEPHONE ORDERS WELCOME. WRITE OR RING NOW FOR FULL DETAILS

RAP Qur Price
Inc. VAT Inc. VAT

Title Supplier
SPECTRUM

ADDICTIVE
§ E

- LD

CHEATIVE SPARKS
CREATIVE SPAIKS
CREATIVE SPAHKS

b H
LEBOURNE tt
BOURNE H(

oM A

)
CHAMUN

VARP

4 FOOTBEALL
HMAN

A ‘!UY

> T
PRINTN'PLOTTER
PRINTN'PLOTTER

RICHARAD SHEPHERD
SOF TWARE PRO. <
SOFTWARE PROJEC
TALK THOR

ULTIMATE

VISIONS

R WILCOX

Title
COMMODORE 64

(-a'JM‘aH(J'

I"ITI'.tﬂt_L
TFALL |

CHARTBUSITER

GASKIT B4

PC FUZZ

KONG 64

SKRAMBLE |
TIME

H IGH‘ "‘ull rar

ANKH

AZTEC

MR ROBOT

A
1

GLUG GL
HANDICAF (3 ILF
HAVOC
HARRIER AT
SCUBA D
KOROTOMNI Wi
PERCY THE
TROLLIE Wi
BURGER TIA
CHINA M| ¥
ARARTAN P
REV. OF M

ZIn SALA BIM
HIGHNOON
HUNCHBACK
STUNTBIKE
ROOMLOHD

ANT ATTAC
MAGIC MIC
SEE Saw
STRONTIUM DOG
SUMMER GAMES
TRAFFIC

POTTIT

MANIC MINDER
ZAXXON
ARCHIPELAGO

KALAH

WEST

LAZY JONES

JACK & THE BEANSTALK

LI MISSION

RRP Qur Price
Supplier Inc. VAT Inc. VAT
ALF 795 700
ACTIVISION 7965 7.00
ACTIVISION 804 900
ACTIVISION 999 9.00
ACTIVISION q 5¢ 9.00
ACTIVISION 900
ACTIVISION 900
ACESS 9.00
ADDICTIVE 7.00
ALLIGATA 700
ALLIGATA 9.00
AMNIRODG 14.00
ANIROG 7.00
ANIHOG 7.00
ANIROG 7.00
ANIROG 5.00
ANIROG 7.00
ANIROG 7.00
ANIROG 6.00
BUG BYTE 9.0
BUG BYTE 6.85
BUG BYTE 7.00
BUG BYTE 7.00
ARTIC 6.00
us GOLD 9.00
BEYOND B0
BEYOND BOO
BEYOND 800
CREATIVE SPARKS B00
CRL 7.00

CREATIVE SPARKS
CREATIVE SPARKS
DYNAVISION
DURREL

DURREL

ELITE

GREMLIN GRAPHICS
INTERCEPTOR
INTERCEPTOR
INTERCEPTOR
INTERCERPTOR
LLAMASOFT

L LAMASOET
LLAMASOFT
LLAMASOFT
AELBOURNE HOUSE
MELBOURNE HOUSE

PARAMOUNT
QUICKSILVA
QUICKSILVA
QUICKSILVA
QUICKSILVA
QUICKSILVA
QUICKSILVA
ROMIK
SOFTWARE PROJECTS
SYNSOFT
TALENT
TALENT
TALENT
TERMINAL
THOR

M@~
oooo
Sces

~ =
—f=l=g=|
256

mam
[= Lo
[=2=F=}

MDA B D A B d A DOD D~~~ B~
8888588838888888888888883

795
900
7.95
7.95
9 a5
795
585

DISCOUNT HARDWARE INC. V.A.T.

SPEC 48K
SPECQL

COMMODORE 64

VIC20 STARTER PACK

CASSETTE DECK
QUICKSHOTTII

119.00
370.00
195.95
98.00
29.95
9.85

J DISCOUNT COMPUTER SOFTWARE. PLEASE ACCEPT MY ORDER FOR
~E FOLLOWING PROGRAMS/SPECIAL OFFERS [STATE MACHINE)

le to Discount Computer Software

Far £

Qn“li

16 Coates Close, Brighton Hill,

Basingstoke RG22 4EE

PLEASE STATE MACHINE
Name

Address .
enclosed

ALL SOFTWARE & JOYSTICKS P & P FRFE — HARDWARE £4.00 PER ITEM




What have the pictures on Kipling cake
boxes and Death Star Interceptor got i
common? You’'ll never guess. . .it's
Mark Cale — ex-photographer extraor-
dinaire and now managing director of
new games softwaie firn., oysten: 3.

Only a couple of years ago Mark was
doing a double act in jobs, as a
photographer during the day and com-
puter programmer by night. Eventually
his photographic colleagues got so fed
up with Mark gibbering on about pro-
gramming games that they suggested
he take it up as a full-time job! Mark
took the hint and set out on the rickety
road to professionali games writing.

From ‘the year dot’ (well, since the
advent of space invaders) 20 year old
Mark has been a keen arcade games fan
and it was this that sporned his interest
in computer games. ‘| had the ideas for
games but didn’t know how to program
them’, said Mark. He got to know some
people at Atari and bought himself an
Atari computer. And with an old school
friend, Emerson Best, set about
teaching himself to program, while
writing a game simultaneously. It
sounds like a back-to-front way of do-
ing things, but it was the only way he
felt his ideas could be transcribed, as he
saw them, onto the computer.

When he wasn’t snapping pictures
of gooey cakes he was hooked to his
Atari programming a game called
Citadel/ which made use of Atari’'s GTIA
chip, enabling the facility of sprite-like
graphics giving a 3D effect. Unfor-
tunately, the game was scrapped
despite Mark and Emerson believing it
to be the first game of its kind.

But Atari was cutting down and as a
result Citadel had to go. Many of Atari’'s
past problems, in the states and the UK
alike, were due to the overwhelming
number of software pirates who would
rather ‘steal’ a game than pay £30 for
it, and then there was only a small
number of machines sold in the UK.

So after Mark felt he had mastered
the Atari computer he looked around to
see what computers were up-and-
coming in the market. It was obvious —
the CBM64. ‘| chose the 64 after the
Atari because it is the next best
machine out, as far as | am concerned
anyway.’ It has also, of course, one of
the largest user bases in the UK and
was therefore ripe for the software
market.

And after that came Death Star In-
terceptor — the first release from
System 3 Software. It took 1% years to
write and as the title suggests, it's a
star wars trench type game in which

24

)/

1i=M1

Taking photos of cakes can’t have anything
to do with writing computer games. Or can it?
Mark Cale talks to Games Computing about
his adventures in the software world.

8

your ultimate aim is to destroy the
death star. Mark admits it's not the
most original of themes, but is convinc-
ed that the graphics and gameplay war-
rant both the name tag of ‘graphically
amazing’ and the price of £9.99 — alit-
tle on the high side for 64 games. The
name tag will remain the same on future
System 3 games.

We didn’t have the chance to take a
detailed look at Death Star before going
to press but the graphics we saw are
good and the plot of the game is slightly
different to most other “trench’ shoot
‘em up (or down) games. But as 6,000
copies of the game have been sold in its
four weeks on sale and the game’s first
appearance in the Daily Mirror software
chart was straight in at No. 14, the
game can’t be bad. And apparently
Smiths, Menzies and Boots can’t get
enough copies of the game!

Death Star was initially supposed to
have been launched back in April of this
year, but the launch had to be postpon-
ed when one of the programmers left
the firm and a lot of his work had to be
re-written. Mark feels a bit sick about
this because he reckons it would have
been a bigger success had the timing of
the launch been right. ‘But that's the
way the cookie crumbles,” said Mark
philosophically with a tinge of regret.

Plans for System 3’'s future are to
continue producing quality software
rather than software in quantity over
the next year or so. And this means that
any original game idea will be worked
upon, he’s even got ideas for a space
game set for a March release which will
take this type of game ‘another step
forward’ but that was all he would say
about it.

Mark’s favourite computer games
are space shoot-outs, yet he admits
that he thinks they have had their day
and lost out in the popularity stakes to
character games. So why did he decide
on a space game as System 3’s first
release, and why are they now working
on another space game to release in
March ‘857 ‘Well | still think there is a

market for these type of games
although it is a much smaller one than it
used to be,’ explained Mark.

Now he is very keen to see more
American games on sale in the UK and
is in the process of tying up deals in-
volving four US games titles, all of them
well-known in the States. These could
be on sale here before Christmas.

A couple of games are also schedul-
ed for a new vyear release, Twister,
which will run on all machines and
Discus — move over Daley Thompson.
Actually, it’s got nothing to do with his
sport but it is in fact a character game
featuring caverns and mazes and collec-
ting things. Sounds vaguely familiar.
These will all cost £7.95, as will all
future games produced by the firm,
Mark is particularly aware that if the
games are over priced there is a tenden-
cy for people to pirate copy them. And
that means he’ll lose out.

But what of the future? He believes
that the new 68000 chip will herald the
arrival of the next generation of home
computers. Indeed this has already
started with the Lorraine — a computer
first shown at the CES (consumer elec-
tronics show) in the US earlier this year.
Commodore has recently bought
Amiga, the company which produced
the Lorraine, but are now involved in a
law suit with Atari as to the ownership
of the design.

Apple’s latest computer, the Mackin-
tosh, is built around the 68000 chip
and is purported to be one of the best
personal computer’'s on sale, all be it
primarily for business use. This new
chip will offer far more versatile
graphics and colour facilities than ever
before seen. In the meantime Mark is
making do with the CBM64 and also

converting games to run on MSX
machines.
His latest observation of the

American games market is pretty dire.
‘Games in the US are dead,’ he says.
‘they all seem to be into pogo sticks in-
stead, | couldn’t believe it!” Could this
be a sign of things to come?
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Being a computer journalist can be great
fun, apart from having the latest hard-
ware and software to review and play
with you get the chance to go to laun-
ches. When you read in the news pages
of this, or any other magazine, that
company XYZ has just launched a new
computer/game/joystick it may mean
that the company has sent a letter to
the magazine or it could mean that there
has been a huge party to tell all the
press about it in the hope that it will
make the news pages.

For Richer

Normally a software launch takes
the form of a talk by the boss of the
company followed by a buffet lunch,
with lots to drink, and then a chance to
play the game and talk to the program-
mers. A rough generalisation is that the
better the launch the poorer the pro-
duct, this is not always true. Acornsoft
had a very plush launch for their new
game '‘Elite’’. This was held at the
Thorpe Park fun fair. The attending jour-
nalists were filled with champagne,
orange juice and coffee on the coach
from central London and then taken for
a ride on the roller coaster. Perhaps
Acorn wanted to be careful with the oc-
cupants because the ride was very
tame.

Despite the flashing lights, the eriee
noises and the big build up the roller
coaster was not the highlight of the
visit, the game was. Most people ig-
nored the huge spread of food to get to
grips with the game, it was not until |
had bitten the alien dust a couple of
times that my attention turned to the
cold roast chicken and lamb chops.
Eating gives you a chance to talk to the
authors and this is when you discover
things like the fact that parts of Elite
were written on an Acorn Atom. Some
launches are blatant attempts to woo
the journalists into being nice about the
product.

A group of MSX companies recently
flew a whole planeload of journalists
out to the South of France for the day.
Quicksilva held a showing of their latest
games at one of London’s best
restaurants and combined it with a five
star meal.

For Poorer

By contrast Aardvark software laun-
ched its latest product, Zalaga for the
Electron without telling most people.
The launch consisted of five people and
the programmer/boss of Aardvark
meeting in a seedy pub in the West End
of London followed by a pizza. There
was no hype about how good the game
was, no press release written in the
hope that Games Computing would re-
write it and give Electron Zalaga lots of
publicity, there was no computer in
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sight and there were no copies of the
game given out.

This event was just the game’s pro-
grammer celebrating the completion of
his latest program. If you include this as
a program launch then it is fair to say
that software houses spend between
fifty and fifty thousand pounds on laun-
ching a program. This may seem exorbi-
tant but when you look at the effect
that public image has on a product you
realise why the companies go to such
lengths.

Imagine kept a high progfile even as
it sank. When Imagine launched a new
game there was some degree of expec-
tation. The new Atarisoft titles were
awaited with baited breath, these
games ended up as no better than the
rest but they had a better image.

For Better?

Alligata software have some of the
best software about for the Commodore
64 but do you get excited when you
hear about ‘Rocket Rodger''? Unless
you have played the game it is doubtful
that you have even heard of it. There
are so many games launched each
week that it is impossible to keep track
of them. Software houses have to go to
great lengths to make their package
stand out.

One trend is to make more of the
software by including a booklet.
Melbourne House could have got away
with a simple inlay card for their new
social climbing adventure ‘‘Hamp-
stead’’. Instead they chose to include
quite a detailed pamphlet showing
stereotyped lifestyle in Hampstead.

The Booklet is very funny, lampoon-
ing the kind of people who ‘‘make”’
Hampstead. This makes it much nicer to
have the original tape rather than pirate
it.

The same is true of Elite. This comes
with a bundle of booklets, posters and a
card to label the Beeb's function keys.
As the, still fairly young, computer in-
dustry becomes more and more profes-
sional we can expect to see more of this
kind of promotion and packaging.

Or For Worse?

The MSX companies are the masters
of marketing, they may have missed
this Christmas but intend to be a big
force for Christmas ‘85. With the great
similarity between the rival machines
they will need to really push home their
individual advantages if they want a
piece of the action. In the past com-
puters have been made and sold by en-

FILES

thusiasts, now they will be sold by
marketing people. Amstrad have ended
up with a great compromise. The design
is that of computer experts but the
marketing is that of an experienced con-
sumer electronics company.

The result is a good, cheap computer
that is readily available. Perhaps the
growth of the home computer industry
will lead to even better launches,
motoring journalists get taken to much
more exotic locations and better hotels!

Arcade Developments

The amusement arcades are having a
rough ride at the moment, not enough
people are shovelling coins into slots.
However this has not affected the quali-
ty of games. The sequel to Galaga,
which was the sequel to Galaxians, is
very addictive. It is called something
like Galpus, but uses funny writing and
is difficult to read. In Galaga you can
double your firepower by having a ship
captured and then rescuing it. In Galpus
you turn the tables and can capture
aliens. You can capture up to six aliens
to give yourself the fire power of seven
ships. This is a formidable weapon, and
can clear a sheet in no time.

It is then possible to double the rate
of fire by hitting a second bonus ship.
The action is fast and furious making it
surprisingly addictive for a machine
which has its roots in Space Invaders.

Sequels seem to be flavour of the
month in the arcades. The controls are
the same as in Star Wars but the tasks
are very different being based on the
Ewok planet where you have to fly a
rocket bike and dodge the trees.

A neat role reversal has been the
transfer of the ‘‘Lode Runner’’ com-
puter game to the arcade. This started
life on the Atari and the Commodore 64
and has ended up as a bespoke machine
that plays a better game but takes
money. How long before we start see-
ing ‘‘Revenge of the Mutant Camels’’ in
the arcade?

Whatever happened to...

A couple of months back Games
Computing looked at a preproduction
model of the | Robot”* machine. This
has now made it to the arcades and
looks even better. The machine’s
cabinet has been tided up and the fire
buttons placed at an angle. If you
studied the article in the September
issue you should have a head start over
your friends.

Good Luck and happy zapping.
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The object of this game is to steer your /
spaceship through the twisting cavern
for as long as you can. Your ship can
withstand three hits into the side of the
cavern. You have a choice of nine
speeds (1 the fastest). Use keys *’,”’
and “‘/’ to move left and right. During
play the current number of lives and the
number of seconds you have lasted are
printed along the top line of the screen.
; - —— e There is also a high score feature.

; Note: Care should be taken in typing
in data statements as a mistake in the
machine code could result in the system
crashing.

N.B. Pressing shift during play
causes the game to pause until pressed
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» Wiy

e "‘RUN(-i : variables i
: ot - H$ High score
vy -6 Input speed. SP Current speed

tSet up screen/set TIMES All other variables are general pu
0O Zero. pose.

Read in first part of -10 Play game.
machine code 0-118 Machine code/graphics. =
Read in data for 5000-5028 End of game routine. Conversion Clues

graphics, . ' Conversion to other machines would k
Read in second part of Variables Used € difficult because of the extensive use ¢

machine code. .
Set up machine code TI$ Vic's built in clock machine code.
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COULD THIS BE YOUR
PROGRAM?

~valuation. Be
- type, memory,

r name, address

for worldwide
lties?

royalt

such as Spectrum "CMB-64, Vic 20, ZX81
Amstrad, BBC etc?

- &

SOFTWARE

R&R Software Ltd. 5 Russell Street Gloucester GL1 INE
Tel (0452) 502819

~




PROGRAM

SIUIBIVIES SIOINES

Do You Want Fame and Fortune?

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

If you have written a program to take the software world by
storm and want to show your fellow readers just what you can do
on a keyboard, cut out or photocopy the form below and send it to
the Editor, Games Computing, (clearly marked PROGRAM SUB-
MISSIONS) at 145 Charing Cross Road, London WC2H QOEE (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 youp-game need joysticks? Yes No

Any known bugs? If so, what are they?

Have you sent your game to another magazine Yes ' No

Is it original/or a variation on a theme?
Your Address

Telephone Number
Times to contact you

B e e e e et e
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Please help me! | have just come out of
my office on the 8th floor of a busy
office and shopping complex and have
found that the main corridor is on fire. |
must try to escape before the | am over-
come by the smoke. You must give me
instructions in the form of two word
sentences such as GO IN.

BEWARE: | have only 175 moves
before the fire kills me!

Aims

The program was written for the BBC
‘B’ in MODE 7 and includes SOUND
commands which are sent to CHANNEL
— 1. This is the speech channel and the
statements are ignored if Acorn’s
speech system is not fitted. The speech
is used to tell you your score, if you see
anything and a few other things! -
ELECTRON users will find that if they
try to run the program as it stands, it
will appear to work {IN MODE 6!) but
will get a NO ROOM error when they in-
put any response. The only changes
needed to allow the program to run are
listed below.
1. USE MODE 6 and introduce colour by
using:VDU19,0,1,0,0,0 as line 10. .
2. Delete all REM statements.
3. Delete all SOUND statements.
4. Remove all CHR$ statements which
are used to introduce colour in MODE 7.
It will then run in the ELECTRON
(Just!} e

RUNdown
Lines : --Acﬂen
70-80 Disable break/escape.

100-110  Set variables.
120-170..  Titles o
180-260 Fill Arrays
270" Speech.
280-580 Data for game,_,.. .
,690-1020 = Main control loop. wh;ch '
a2y describes location and
objects speaks, inputs
_ response and calis
' appropriate procedure.

| have gsven the procedures names
“which describe their actxon so to explam
their. purpose : :

Varrables Used

.-.Current iocatmn

- Score.

_ Map. '

Lecatmns descraptiuns
Descnption of objects.
Pointer to objects.

Words understood.

 Your responses and
substrings of response

! Pomter to words

1. The main HEPEAT UNTIL Loop fine
20 'will. need to be replaced

020 GOTQSSG

dures w:ﬁ need to be replaced ;
fith GO&UB’S eg.

00 IF P% 86 THEN GQSUB 1750
ine after DEFPRE}Cstatamentl



Hints

Read these only as a last resort!

1. In a fire, you often can’t get back
to locations previously visited, so don't
forget anything you might need!

2. Words understood include: GET,
DROP, SCORE, INVENTORY, TAKE,
LEAVE, GO IN, OUT, UP, DOWN, LIFT,
SLIDE, TIE, LOWER, CRAWL, OPEN,
UNLOCK, PULL, PUSH, PRESS.

3. Don't forget the keys!

4. there are 88 locations to visit!

10 REM ## TOWERING INFERNDO ##

20 REM =» AN ADVENTURE GAME (with speech) FOR THE BB
C MICROD %%

30 REM #* S.W. Lucas 1984
. 40 REM »% ELECTRON USERS SHOULD USE MODE & and remov
e all SOUND, REM‘'s and redundant spaces *%

S50 MODE7

920 REM ## does not need relocation if disc interface

is fitted ==

100 P%=2:B%=0:C%=0:A%=139 : REM SET score for speech
system to say zero

110 AA=0:AB=0: AC=0: AD=0: AE=0: AF=0: AG=0: AH=0: AI=0: AJ=0
: AK=0: AL=0: AM=0: AN=0: A0=0: AP=0: AR=0: AR=0: AS=0: AT=0: AU=0
FAV=0: AW=0: AX=0: AY=0: AZ=0

120 FOR X=1T02

130 VDU1346,131,157,132,141:PRINT"TOWERING INFERNO..an

aﬁventure“'NEXT

140 REM #% This program contains SOUND lines for the
.speech system.. ignore them if you don’'t have Acorn’'s s
ystem fitted *»

1SOPRINT:VDU129,131,157,129:PRINTSPC (&) "<C> 1984 Stev
@ W. Lucas"

160 REM *%# an adventure game for the BBC model B comp
uter by Steve W. Lucas *¥

1 70PRINT 'CHR$131; " Please wait whilst the data is re
ad."

180 DIM Vs$(4) ,S%(BB,4),0%(88) ,N$(25) ,N4L(25) ,G$(25) ,B%
(25,1)

190 FOR X=1 TQ 4:LET VS (X)=" ": NEXT X

200 FOR X=1 TO 8&: READ Q% (X}
210 FOR Y=1 TO 4 : READ SX(X,Y)
220 NEXT Y,X
230 FOR X=1 TO 25
240 READ G#$ (X) ,B%(X,1) ,N&(X)iNL(X)=X
250 NEXT X
260 FOR X=1TD4:¥$(X)="":1NEXT
270 SOUND-1,73,0, Ot SOUND— 1,467,040z SGUND—l 85,0,0: SOUN
D-1.,82,0,0: SDUND“l_ZQ? 0,08 SDUND‘i 264 ,0,0: SDUND 1,133
O,GEEGUND—I,50}0,0!EUUND—1.192,0,0
2BODATA in a small room. There are flames to theNorth
+ and West. ,88,0,2,8B,in a wide corridor which is full o
f . acrid smoke,0,0,3,1,at the junction of a North/So
uth & corridor and one going East/West,88,5,4,2
270DATA at the tnﬁ”hf a lift shaft. The dmor is shut.
,0,0,0,3in a corridor. There is a hole in the floer
where it has collapsed, 3,0,0,0
300DATA in a corridor. Thera is a hole in the floor
to the North. ,0,7,0, 0,1n a narrow corridor. The doors
to the Eisi:&na'wesf are smouldering.,&,10,8,%9,in the
gents toilets. ,0,0,0,7,in the ladies ta:lets.,o 04740
310DATA at the top of a fire escape.,7,0,0,0,an a nar
row ledge. There was a fire escape here but it has
collapsed!,88,88,13,12,0n a narrow ledge,88,88,11,88
3Z0DATA on a narrow ledge, There is a small airdu
ct here. I think I could crawl ‘through it.,88,88,88
,11,in a bedroom. There is an airduct in the wall above
the bed. It is very hot in here,0,0,15,0
330DATA in a lounge. The furnishings are very 1iocur
ious.,0,16,0,18,in a large office. The curtain are
alight. ,15, 0 17,18,in a small kitchen at the rear of t
he office. 0,0,0,16,1in a corridor. The way South is a
light. ,0,B88,16,0 .
34CDhATA in a smoke fil{ed corridor,0,0,20,0,standing
L ina gmcka filled hall, ,0,21,22,19,at the sauth end of
a long ha11.=ﬁ long corridor leads east from here,20,0,
24,23
SSODATA aut51d3~a locked office with a san on the d
oor which reads ' District Fire Officer ,0,0,0,20
. 340DATA by a Zarge window. The view down is frigh
tening!,0,0,21,0,in.a narrow corridor ,0,0,25,21,by a 1i
$t.,0.0,0, 24
370D&TA&V a lift. A sxqm_teads 'FLDDR & ,0,28,27,0,Iin
' a stationary 1ift,0,0,0,246,in a small conference room.
. There is an ppen window to the east,28,0,29,0,by an op
_en window. There is a wide ledge on the putside!,0,0,0,
28 o i :
' 3BODATA standing on a wide ledge. Flames have  swept
intc the conference centre. There is a strong iron rai
ling here.,0,0,0,0,standing on a narrow ledge. There is
. an open window to the south. ,0,32,0,0,in a locked stor
age room,31,0,0,0
390DATA in a small corridor,0,34, 0 IZ2,0utside a secur
ity dacr, There is a slpot here with a s;gn which reads
'INSEH?  CARD ' ,33 0,0,0




RUNS ON

BBC B/
ELECTRON

400DATA at the south side of a large steel door.It is
locked!,0,0,346,37,by a reception desk,0,0,0,35,by a si
gn which reads 'Car Park South’',0,38,35,0,in a multisto
rey car park,37,0,0,39

410DATAIin the car park. Flames stop me going furthe
r south,0,40,38,0,at the top of a short flight of stair
£,39,0,0,0

420DATAat the bottom of a flight of stairs. A sign r
eads °‘LEVEL 4',0,0,42,0,in a car park. It 1s full of ca
rs. The slope down is blocked by a large lorry,0,0,43,
41

430DATAby a locked fire_door,©0,0,0,42,by the main sho
pping arcade,43,45,48,0,in a shopping arcade,44,446,0,0,
at the south end of the main arcade,45,0,47,0,inside Bo
ots (the Chemists). It is too dangerous to go South,4%
,0,0,456

440DATAIN a small tobacconists,0,0,0,44,by a row of s
helves containing charred computer cassettes,0,47,30,0
sat the top of an escalator. It is not moving but I c
ould get down it,0,0,0,4%9

450DATAat the bottom of a moving escalator,0,52,0,0,1
n the photographic department,S51,57,53,0,by a counter s
elling films and batteries,0,54,55,52,by the cosmetic c
ounter ,53,58,0,0

450DATAby a counter selling cassette tapes,0,56,0,53,
in the home made wine section,55,0,0,0,by a wall of fla
mes. I can still go back North.,52,0,0,0,by the fire en
trance. The door is locked,54,0,0,0

470DATAon a flight of stairs,0,0,58,0,0n a flight of
stairs. I can't go down because of the intense heat. A
passage leads east,0,0,61,0,by a sigh which reads ’'Se
cond Floor  ,0,62,0,460,in a large reception hall,&61,63,0

480DATARat the entrance to a banqueting suite,62,0,564,
0,in a large banqueting hall ,0,465,0,563,in a narrow corr
idor ,64,66,0,0,at the end of a corridor. There is a
stackrccm ta the west &5, ,0,0,47
490DATALIN a small atnckraum. There is a vant;}
ation shaft to the south. It is wide enough to crawl th
rough.,0,68,656,0,crawling along a ventilation shatt, &7,
0,0,69,in a vent1lat1cn sha{t. I can see light to the N
orth,"fooe.ao o -
S00DATA in a small room. The door ia locked from the
outside. There is a garbage chute here.,0,6%9,0,0,in a
maze of passages all alike,71,72,73,71,in a maze of pas
sages all alike,71,75,74, ?2,1n a maze of passages al! a
like,73,74,73,71
SlODﬁTA:n a maze of passages all alxka,73 76,784,7241in
a4 maze of passages all alike,72,75,76,75,in a maze af
passages all alike,74 Th,77,75,in a narrow corridor, o ?
8,0,78
SEGDQTHat the top of a garhaga chute,?? 0,0,0at the
bottom of a garbage chute,0,80, 0 o, 1n a room full af ru
bbish,79,0,0,81
53ODRTA 1n a 5ma1z raom. The flnar has collapsed and
I can see through to the ground floar,0,0,8 O,under
_neath a hole. A corridor leads East,0,84,0, 0'=
S40DATALN a narrow corridor,0, a4, 0 EZ,Ln a long corra
dor ,83,85,0,0,in the entrance, 84, Eﬁ 0 nutsxda the bui
1ding .85, 0 0 0
S50DATAa tnilet relly 8 RDLL.a small hamwar 3 HAHHER a
 fire extinguisher,10, EXTINGUISHER '
550 DATA an iron bar 5,BAR,,an old handkar:h:af 21 ,HAN
DKERCHIEF ;a stale sandw:ch 17 »SANDWICH,a larga buttan,
7 SUTTDN,a key,16,KEY,a fapa,lc ROPE,a Ford Escort,42,F
GRn,a cassette,55,CASSETTE, a curkscrEw,ﬁb CDRKSCREN as
afety bar ,58,SAFETY
570 DATA a bottle of developer,52,DEVELOPER,a table 1
. aden with food,&4,TABLE, ¥mod 64 #DOD a dugtbin full a*
rubbish, 70, DUSTBIN
580 DATR a plank of wood, bO PLANx,a piastz: Sacurxty
card,28,CARD,a locked car,SS CAR,"" ,3B,TORCH,some batte
' ries,S55,BATTERIES,s switch,50,SWIiTCH,a metal ra lznq‘SO
.RAILING a burnlng door ,43, BURNINS DDDR
590 CLS:REPEAT :
600 AR=AA+1: IFAA>100 AND AA1ZS THE&?RINTCHRSIZ?“!t s
getting hot . in here':SOUND-1,76,0,0:S0UND-1,131,0,0
610 IF AA>124 AND AA<1ISO THENPRINTCHR$129“Thé heat is
getting unbearable!" ; -
620 IF AAX>149 THEN PRINTCHRQiE?"W&tCh nut. It IE g@tt”'
ing tob hotl!
. &30 IF AA=175 THEN X$="1 am avarcnme by the heat and
die!":PROClose

HAO IFPX=BBTHENX$="I walk straight 1ntn a ﬂall of fia




me! " : SOUND-1,85,0,0: SOUND-1,82,0,0:S0UND-1,171,0,0:FROC
lose
&S50 IF PXA>10 THEN

AC1THENBY%.=1: A%=142
&60 IF P%>18 THEN 2THENBZ=2: AZ=143
670 IF P%L>25 THEN <3THENB%=3: A%=145
680 IF PL>29 THEN IFBA<4THENB%Z=4:A%Z=147
690 PRINTCHR$131;"I am :—" "Q$(PA)1AS=""; IFS%L(P%, 1) »CT
HENA$="North"
700 IFP%=84THENPROCwin
710IFP%=5S9AND (AT<2ZANDAS< 1) THENX$="1 trip and fall 1in
the dark!":PROClose
720 IFSZ(FP%,2) >0OANDLEN (A%) >OTHENA$=A%$+"  South"ELSEIFS
% (P%4,2) >0THENA$="South"
730 IFSZ(P%,3) >OANDLEN (A%$) >OTHENAS$=A$+" East"ELSEIFS%
(P%,3) >0OTHENA$="East"
740 IFSZ(P%,4) >OANDLEN (A%$) >OTHENA$f=A%$+" West"ELSEIFS%
(P%,4) >0THENA$="West "
750 IFA$=""THENA$="nowhere abvious'"
7680 PRINT'CHR#12%9;"I can go :-"'A$
770 IF P%Z>34 THEN IFBY%<STHENB%Z=5:A%=14%9
780 IF P%>39 THEN IFB%<&6THENBYX=6:A%=151
790 IF P%>S5S0 THEN IFB%U<7THENB%Z=7:A%=153
800 IF PL>59 THEN IFBZ<BTHENBZ=8B:A%L=155
810 IF P%>68 THEN IFBZ<9THENBY%Z=9:A%=157
B20 E=0:FORT%=1T025: PP%=0: IFB%L(T%, 1) =P4ATHENPP%=1
830 IFPP%=1 THEN 8S0
B840 NEXT:G0TO 870
850 IFE=O0THENFRINTCHR#134"1 can see :-—":;S0OUND-1,73,0,
©: SOUND-1,67,0,0: SOUND-1,256,0,0: SOUND~1,106,0,0
B840 PRINTG$(TX) :E=E+1:60T0840
870 PRINTCHR#133"What shall I do now "j: INPUTZ$:B$=LE
FT$#(Z%,2) :C$=LEFTS$(Z%,3):D$=LEFTS (Z%,4)
880 CLS
890 IFC$="JUM"THENPROCjump ELSE IFC#="0OPE"THENPROCope
n ELSEIFC$="SCO"THENPROCscore ELSEIFC$="GET"ORCS$="TAK"T
HENPROCget
?00 IFC$="INV"THENPROCinventory ELSEIFC$="DROYORC#="L
EA"THENPROCdrop ELSEIFC$="PRE"THENFPROCpress ELSEIFC$="T
IE"THENPROCti e
10 IFB$="FU"ORB#="FI"THENPRINT"How dare you speak to
me like that!" ELSEIFC$="IN"ORD$="G0 I"THENPROCin ELSE
IFC$="0UT"ORD$="60 O"THENPROCout
F20 IFC#$="DOW"THENPROCdown ELSEIFC#$="CRA"THENFROCcraw
1 ELSEIFD$="G0 L"THENPROClift ELSEIFCS$="UNL"THENPROCunl
ack x
930 IFC$="INS"THENFROCinsert ELSEIFC$="UP"THENFROCup
ELSEIFC$="5MA"THENPROCsmash ELSEIFCS$="PUL"THENFPROCpull
240 IFC$="PUS"THENPROCpush ELSEIFC#="SLI"THENPROCslid
e ELSEIFCS="L0W"THENFPROC1 cwer
P50 IFBS="N"DRD$="G0 N"THENK=1:IFSL{(PL,1) >OTHENP%=5Y (
P%,1) : PROCves
P60 IFB$="S"0ORD#$="0G0 S"THENK=1: IFSX (P%,2) >POTHENP%=5Y (
P%,2) :PROCyes
P70 IFB$="E'"ORD$="G0 E"THENK=1: IFSX(PAL,3) >O0THENPZL=5%(
P%,3):PROCyes
FBO IFBS="W'ORD$="60 W"THENK=1:IFSXL(F%Z,4) >OTHENPZ=5Y%(
P%,4): PROCyes
90 IF C#="EAT"THENPRINT"I don‘t have time to eat any
thing!":PROCno 1ELSEIFC$="DRI“THENPRINT"I ' rcan’'t wait a
round here long enough to drink anything!'!":PROCno
1000 IF C$="EXT"ORLEFT$(2%,7)="USE EXT" THEN PROCextin
guish
1010 IFC$="LI1G"THENPROCT ight
1020 UNTIL FALSE
1030 END
1040 DEFPROCscore
1050 REM »%%* The following sound routine is for use wi
th ACDORN'S speech system and can be left out if you don
‘'t have it fitted ! #*#»
1060SOUND =1,85,0,0:S0UND-1,204,0,0: SOUND —1,257,0,0:8
OLUND—1,132,0,0: SOUND~1,A%,0,0
1070 PRINTCHR#134"You have scared ";BXL
1080 ENDPROC
1090 DEFPROCyes
1100 SDUND—1,79,0,0:80UND-1,75,0,0: ENDPROC
1110 DEFPROCno
1120 SOUND-1,110,0,0: ENDPROC
1130 DEFPROC jump
1140 IFPA=5THENP%=6:PRINT"Phew I just made 1t!":PROCye
s ELSE IF PU=6THENX$="1 fell and broke my neck'":PROClo
se
1150 ENDPROC
1160 DEFPROClose
1170 CLS:PRINTX$:PRINT "1 AM DEAD !!!"’ ' CHR$129"Woul
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d you like to play again
1180 REPEAT
1190 A$=GETS$
1200 UNTIL A$="Y'"ORA$="N":IFA$="Y"THENRUN ELSEPRINT"GO
ODBYE" : SOUND-1 ,202,0,0: SOUND-1,73,0,0: END
1210 ENDPROC
1220 DEFFPROCopen
1230 IFP%=4THENX#="1 open the door, slip and fall down
the lift shaft!":PROCyes :PROClose
1240IFP%=38ANDAHS >1 THENPRINT"I have no key!'":ENDPROC E
LSEIFP%Z=38ANDAT<1THENPRINTCHR$129"1 see something":PROC
yes :G$(21)="a torch"
1250 ENDPROC
1260 DEFPROCget
1270 K=1:PROCcheck
1280 IFL%< >1THENENDPROC
1290 E%=0
1300 FOR H#4=1TO 25:IFB%(H%,1)=PZANDBZ (N% (R),1) THENE%=1
1310 NEXT
1320 IFE%=0THENPRINTCHR$131"I don’'t see it here!":K=1:
ENDPROC
1330 IF R=3THENAB=1 ELSEIFR=150RR=70RR=100RR=130RR=200
RR=2Z4THENFPRINT"Don ‘t be silly!":PROCnao :ENDPROC
1340 IFR=1THENAC=1ELSEIFR=2THENAD=1ELSEIFR=4THENAE=1EL
SEIFR=STHENAF=1ELSE IFR=&4THENAG=1
1350 IFR=BTHENAH=1ELSEIFR=9THENAI=1ELSEIFR=11THENAJ=1E
LSEIFR=12THENAK=1ELSEIFR=14THENX$="The bottle breaks an
d sprays developer all over me. It is very caustic":PR
OClose
1340 ;FRziéTHENAL=iELSEIFR=17THENAM=1ELSEIFR=18THENAN=
1ELSEIFR=19THENAO=1ELSEIFR=21THENAP=1ELSEIFR=22THENAQ=1
ELSEIFR=23THENAR=1ELSEIFR=24THENAS=1
1370 E%=0:FORD%=1 TO 4 :
1380IF V#(nx)="”THENV$(DZ)=G$(NZ(R))-E%wierﬂs
1390 NEXT
1400 IFEX=O0THENPRINT"I'm sorry my hands are full ! "-END
PRDC
1410 BZ(N%(R) 1)=0: ENDPROC
1420 DEFPRDC:h-ck
1430 Lem" " XX=INSTR(ZS$," "I LE=RIGHTS (Z%, (LEN(Z$)~-XX))
-13440 R=mO:LX=0: IFLEN (L%} <2Z2THENENDPROC
1450 FGN.walTDZSIIFLEFTS(N‘(HX).hEN{L‘))=L$ THENL%=1:
R=H% !
1460 NEXT
1470 ENDFROC
1480 DEFPROCinventory
1490 PRINTCHR$134;"1 am carrying 1-"
1500 Fi=0
1510 FOR H%=1 TD 4
1520 IFV$¢H4)<>"”THENPRINTUS(H/) F¥=1
1530 NEXT
1540 iFFxﬂoTHENPRINT“Nathxng at ail‘"*SDUND—i 110 0,0:
SOUND=1,136,0,0:50UND-1,106,0,0
1550 PRINT&ENDPRDC
1540 DEFPROCdrop
1570 PROCcheck
1580 IFL%<>1THENPRINT®I can't see a “;L.%: ENDPROC
18590 E%=0
1600 FOR D%=1 TO 4 . i
1610 IF VS (D4)=6%(N%(R})) THENVS (DX) =" "1 E%=1:PROCyes
1620 NEXT
14630 IFEV()lTHENPRINT“I dan t have it":PROCno
1640 B%(N%(R) ,1)=P%Z
1450 IFR=3THEN AB=0 ELSEIFR»iTHENAC—G ELSEIFR*2THENAD=
O ELSEIFR=4THENAE=0 ELSE IFR=5THENAF=0 ELSEIFRK&THENAG!G
ELSEIFR=BTHENAH=0
1660 IFR=9THENAI=0 ELSEIFR=11THENAJ=0 ELSEIFR=1Z2THENAK

N=0

=0 ELSEIFR=23THENAR=0

1480 ENDPROC

1490 DEFPROCdown

1700 IFPﬁ’IOTHENP£=liIPRDCVE5 :ENDPRDC

SOTHENX$="1 trip and break my neck":PROClose
1720 IFPY%=59THENP%=60ELSEIFPZ=B1THENPRINT"I fall and b
reak my neck'!":ENDFROC

1730 ENDPROC

1740 DEFPROCwin

1750 CLS:PRINT  ‘CHR#$131"W E L L DB N-E" ' " 'CHR$129"y
ou have escaped from the flames !"
1760 SOUND-1,118,0,0: SOUND-1,103,0,0
1770 END

=0 ELSEIFR=16THENAL=0 ELSEIFR=17THENAM=0 ELSEIFR=18THEN.
A

470 IR=19THENAD=0 ELSEIFR=21THENAP=0 ELSEIFR=22THENAG

M?.’IFI""}‘===25i3fi!"-'.(---3{)'11-&3!’&!!‘-"4=WB$EL'.SEEFF'a’.ﬂ!M)'FHENF’?HWl.EEE.SE-:Il‘-“F’''E
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1780 ENDPROC

1790 DEFPROCcrawl

1800 IFP%< >13THENPRINTCHR#$134"Not here !":PROCnc :ENDP
ROC

1810PRINT"Well I made it.. I don't think I could get
back . The heat is so irtense":P%=14:ENDFROC

1820 DEFPROCextinguish

1830 IF AB<>1 THENPRINT"I have nothing to extinguish i
t with":ENDPROC

1840 IFP%=18THENPY%=19:PRINT"I extinguish some of the f
lames and run South through them":PROCyes :ENDPROC

1850 ENDPROC

18460 DEFPROClight

1870 IFAP=0THENPRINT"How?":PROCno :ENDPROC ELSEIFAR=0T
HENPRINT"I need some batteries !":PROCno :ENDPROC ELSE
AT=2:PROCyes :PRINTCHR#$131"I fit a battery and light th
e torch !'"

1880 ENDPROC

1890 DEFPROClift

1900 IFP%< >25THENPRINT"Not here! ":PROCno ELSEPROCyes :
PRINT"I enter the lift and it descends!":P¥i=27

1910 ENDPROC

1220 DEFPROCpress

1930 IFP%U=27THENX#$="The lift starts to descend but the
cable breaks!":PROClose

1240 ENDPROC

1950 DEFPROCin

19460 IFP%=30THENFPY%=29: PROCyes

1270 ENDPROC

1980 DEFPROCout

1990 IFPZL=29THENP%=30: FPROCyes

2000 ENDPROC

2010 DEFPROCtie

2020 IFAI=0THENPRINT"No rope ’“EFRDCHD :EﬂDPRQC

2030 IFAI>1THENPRINT“Not now!":ENDPROC

2040 AI=2:PRINT"I tie the rope to the railings and tl;
mb down'":P%=31:PROCyes :ENDPROC -
2050 DEFPROCunlock ; i
2040 IFAH<>1THENPRINT"I have no key!':ENDPROC
{2070 IFP%= S"THENPRINT"G.K.":PRGCYQS 8% (32,3)=33:0% (32
)y="Ingide a storercom” .

2080 ENDPROC .
2090 DEFPROCinsert L

2100 IFPA<>34THENPRINT”Not here!":PROCNa $ENDPROC ELSE
IFAD=0THENPRINT"I can’'t do that just naw'“:Panna 't ENDF
ROC
- 2110 PRINT"The door upens and i walk thrcugh. clo E
 ses behind me’:P%=35:PROCyes :ENDPROC ?g
2120 DEFPROCup |
. 2130 1FP¥%=41 THENX#w“tha staircase. sets ali ht and I b
urn to death in the flames":PROClose

2140 IFPA=S1THENPRINT"I can 't make it up ‘the dawn esca
;lntar'":ENOPRBC ELSEIFPﬁ*éO?HQNPzﬂbl L

2150 ENDPROC -

2160 DEFPROCsmash

2170 IFP?()43?HENPRIHT“NGt hera;:PROC

‘2180 IFAD=1THENPRINT"I try th¢ hammar but
..n.ll g :

2190 IFAE=1THENPRINT"That dacs the ; :k. The door ope
ns and 1 walk thrauqh”aP%*ﬁ#:SZt@S 2
open fire—-door" :

REGQ:IFQE*ORNDAD=GTHENPRIﬂ?“wﬂbt with?"
‘2210 ENDPROC

2220 DEFPROCpull

2230 IFP%U< >SOTHENPRINT'not h-r-'“:ENDPRDC
2240 PRINT"The escalator startﬁ ta QQV‘f
. 2250 ENDFPROC ;
2260 DEFPROCpush
. 2270 IFP%UL>SBTHENPRINT'I sae nﬂthing wor
ROCne :ENDPROC

2280 P%=5%:PRINT"I push the bar and walk
REPEATUNTIL TIME>100: ENDPRﬂC S
. 2290 DEFPROCslide

2300 : .
. 2310 iFP%ﬂ?DTHENPZB?izPRIN?“N.ﬂﬂ
yes 1 ENDPROC ELEEIFPL=7STH£NP£*7?:PR J
could face another shute like that!":
2320 PRINTNOT HERE!“:PROCno sEﬂDPRBE
2330 DEFPROC1ower K
2340 IFP?(>B!THENPRINT"M5£ hare'"-PRDCnn : ENDPROC
2350 IFﬁﬁ<>lTHENPR1NT"I have nﬂth;ng to lower ! " : ENDPRO

hing happ

c
”2350 PRGCyes :P%U=8B2: PRINT"I ionar %
dnmn it ¥ ENDPROC

lank and slide
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RELEASE

Also available for:
CBIV!64, VIC 20,

INCLUDING 3 GAMES

AN EXCITING NEW GAMES CONCEPT —
Shoot “Invaders” Cowboys and Mad Bombers on your colour
T.V. Full colour and sound effects.

% Nebulan Attack / High Noon Shoot-Out / Mad Bomber
NN ——EE—————ER— RV VVVUVAON e ey,

STACK 100 LIGHT PEN - £28.00 -civesvour
COMPUTER EYES! Complete with full colour draw software*. PLUS 10 FREE GAMES!

Superb high accuracy package with many built in functions, great documentation and
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10 games.

* LITE WRITER
Please send me a Free brochure, price list and
the address of my nearest stockist.
sl i STACK 100
Address CUSTOMERINFORMATION CENTRE

P e s o S e e o S e U B G e e 290-298 Derby Road. Bootle. Liverpool L208LN

................................................................................................................................. Trade Enquiries: 051-933 5511 ask for ‘Trade Sales’
E. & OE.

All prices are inclusive of VAT and delivery.
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Light Pens

Light pens are objects about the size of
a pen that are attached to the computer
by means of a length of coiled cable.
You then point the pen at the screen. By
hardware or software means the ac-
companying program can read where
you are pointing the pen and then per-
forms some action, whether plotting a
point or changing an option.

Made by: Datapen
Compatible with: Commodore 64,
ZX Spectrum
Price: £25.00
The actual pen for both the Commodore
and Spectrum versions of this drive are
almost identical, only differing in the
connector at the end. The pen itself dif-
fers from most similar products of this
type by having an oval cross-section
rather than being a tube. This makes it
rather easier to hold than most pens.
Also on the pen is a button to con-
firm entry. This is used so that you
don’t write all over the screen when you
are just moving the pen from one area
to the next. At the base of the pen is an
LED. This shows when the pen is
receiving data from the screen, and is
invaluable in deciding whether the
brightness of the screen is high enough.
All these features are ungiue to the
Datapen, and are very useful. Also of
note is that rubber inserts for the tip of
the pen are provided so that better con-
tact with the screen is made.
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The software provided is quite good
and is totally lightpen controlled. On the
Commodore 64 photocopied sheets are
provided with bare instructions for use
and a listing of the programs used. This
is all that is really necessary as most of
the instructions for use are held in an in-
troductory program, and Hardware in-
ternal to the Commodore handles most
of the light pen’s functions.

Not so with the Spectrum. The Spec-
trum has no lightpen port to attach to so
that all the hard work must be done by
the software. The software is accom-
panied by a 36 page spiral bound
manual which details the software in
full. The Spectrum software has more
to it and includes things like a character
definer.

Good value with reasonable and ac-
cessible software.

Made by: Stack
Compatible with: Commodore 64
Price: £28.00

This pen was the most accurate one of
all the pens that | tried. It would pick up
a signal off the screen without the
brightness being turned up at all. The
pen itself resembles a pen in as much as
it is a short tube. It is quite heavy but
this is no problem.

The software supplied is quite
substantial and is comparable with the
Computapix program. A stack (pardon
the pun) of ten games are supplied on
one tape including Simon, Othello,
Draughts, Concentration and some
other less well known ones. The draw-
ing software is quite good and allows
you to draw screen with the greatest of
ease.

As | mentioned earlier, the games are
of a high standard for this kind of pro-
duct, and there are so many of them.
The pen gave no trouble at all and the
accuracy of it was uncanny compared
to the quality of some of the other pro-
ducts | got to review. Normally the dot
produced on the screen by the pen
would shake around, but not so the
Stake device. | assume that they used a
higher quality light sensor in the pen.

Overall | think this probably
represents the best lightpen package
for the games player due to the large
amount of supplied software.

Made by:

Computapix
Compatible with: Commodore 64,
VIC, BBC,
Spectrum
Price: £19.95

Of all the light pens that | looked at this
was the best — and in some ways the
worst. In the Commodore 64 verSion
the software to draw graphics was fan-
tastic, complete with on screen menus,
animation, storage and retrieval of
many screens from memory at once.

This software was easy to use and
had a very professional air to it. A lot of
software looked like it had been tacked
onto the hardware as an after thought
— not so the Pixstick.

| haven’t seen the software for other
versions of the pen but if it is up to this
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level of excellence then | would be very
pleased.

The big problem is the hardware. The
pen was probably the most inaccurate
one that | have seen. It needed a profes-
sional monitor at full brightness and the
glare filter taken off before it would
work at all. On a domestic TV it was
non functional, | believe that Com-
putapix are changing their design. If it
comes up to the standard of the Stack
or Datapen pens then it will be an
unbeatable combination.

Three light pen games are also sup-
plied. The software really makes this
product, if the new pens are any good
then this pen will be up with the
leaders.

Made by: Stonechip

Compatible with: Commodore
64, VIC

Price: £13.45

This lightpen is literally that, being
housed in the body of a Sheafer pen,
complete with chip and screw on cap!

This is quite a good idea as it allows
Stonechip to get a good quality body for
the pen at low cost. The clip is quite
useful and so is the case as it protects
the delicate light sensor in the tip. The
cable to connect it to the computer is
longer and more flexible than most that
| have used which is a great help. Nor-
mally the cable is too short and springy
which makes it a running battle bet-
ween you and the pen because it is
always trying to pull itself off the TV
screen and back to the lightpen port.

The software supplied is nothing to
shout about, the graphics designer does
not use hi-res graphics and you can only
manipulate character graphic screens.
Also on the tape is a sliding block puzzle
which is great fun to play with and very
well executed. The only trouble is that it
doesn’t recognise that you've won,

The accuacy of the pen is very high,
almost to that of the Stack pen, and
~orks with every TV/monitor that |'ve
used. To conclude, good and easily
manipulated hardware but a bit short on
software.

Made by: Dk’'Tronics
Compatible with: Spectrum
Price: £19.95

_ike most Spectrum light pens there is a
slight problem in operation — the Spec-
zrum itself. To drive a light pen properly

SAMES COMPUTING DECEMBER 1984

the computer must have the facility for
one built in from the start like the CBM
64, VIC, or BBC. The way they work is
by having two memory locations that
represent the X and Y axis of the
screen. When the little dot (or raster
dot) on the screen goes across, the X
axis value is incremented. When the dot
goes down the X axis is set to O and the
Y axis is incremented.

All this time the video chip is listene-
ing to the light pen. When the light pen
‘sees’ the raster dot it yells at the video
chip which locks or ‘latches’ the X and
Y wvalues of the pen. All the software
has to do is callibrate and read those
locations — simple really.

But what about the Spectrum with
its dirt cheap video chip that can’t do
that kind of thing? Well, the way that
Dk’tronics have done it is to have a
black screen and plot a white line across
the screen to find the wvertical and
another to get the horizontal. This pro-
cess takes about a second and is con-
siderably slower than the first method,
but there is nothing that you can do
about it. The Dk software is good, in as
much as it looks around where the pen
last was for extra speed,

The software itself is very good
allowing full use of hi-res graphics and
screens stored in memory. The pen is
quite accurate and | had no problems
with it. If you really want a light pen for
your Spectrum and you haven't seen
one working on another make of com-
puter then you can’'t go far wrong with
this one.

STACK LIGHT RIFLE

Made by: Stack

Compatible with: Commodore 64,
VIC, BBC

Price: £29.95

This is not a light pen but it works on
the same principal. It is, as the name im-
plies, a gun which is attached to the
computer by a very long cable.

The gun comprises of a main unit
with the trigger and sights, a rifle barrel
and end sights, a shoulder stock, and a
telescopic sight. The tele sights were
more for looks than use because the
normal sights were much more useful.

Supplied with the game is a set of
programs such as Grouse Shoot (needs
no explanation), Escape from Alcatraz
where you prevent the escape by
shooting convicts as they climb the

walls. Lastly High Noon, is a game
where you shoot the hats off cowboys.

All these games are great fun to play,
but Anirog also do games for it. The
Anirog games are truly excellent and
had me blasting away at the screen for
hours. Unfortunately the SLR is not
compatible with the fire repeater
reviewed last month, by Stack, the fire
works alright but the light pen pin is not
connected.

This is an excellent product and well
worth putting in somebody’s Christmas
stocking.

Graphics Pads

Graphics pads are not a new develop-
ment, but only recently have prices
fallen to a resonable level so that home
users can afford them.

The principal behind a graphics pad
is simple — a large pad with a stylus is
moved over the pad and the software
reads where the stylus is and converts
this into a screen co-ordinate. Pads
have the advantage that you can trace &
picture placed on the pad.

Grafpad

Made by: British Micro
Compatible with: BBC, Spectrum
Price: £143.756

The Graph pad is the Rolls Royce of
graphics tablets — with a price to mat-
ch. It works in an electromagnetic
fashion which is very accurate, but ex-
pensive. The stylus is attached to the
pad and has a switch in it that allows
the software to know if it is on the pad
or not.

The software is accompanied by a
full manual with examples and is an ex-
ample on how manuals should be pro-
duced.

The software itself is very good
allowing you to draw on the screen in
hi-res as well as having example pro-
grams to show you how to use the
system in your own software.

If you can afford it an excellent buy.

KoalaPad

Made by: Audiogenic
Compatible with: Commodore 64
Price: £69.95

This pad is really put through its paces
by the excellent software that comes
with it. Full on screen menus, all
selected by the pad. The only time you
need access the keyboard is typing in a
file name. The software can come on
disk or cartridge. The big problem is that
files can only be saved to disk, no tapes
here. As this is an American product it
is understandable, but | would have
hoped that it would be modified for the
English market.

The software is designed so that a
three year old can use it, lcons are used
everywhere so you don’t even have to
know how to read!

There are some demo pictures on the
disk version and they really show the
products off.

This is the best graphics tool
available for the Commodore 64.
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liner ‘Scargili’'s Fate’ and retrieve the
fuel canisters inside to fuel your own
mother ship. !
This program is for a 48K
Y Oric-1,16K owners will need some
] changes. Although the program is quite
: large it can be split up into sections and
J only these need to be typed in. There
. are six screens and five skill levels giv-
ing thirty screens in all. | myself can’t
do it all so | have no idea of whether it's
even possible!
*  The game is quite simple in reality,
being no more than a succession of
. short programs linked by a scoring
_ system.

Hint’s For Playing

All the people | have lent this game to so
. far have had one major complaint, it's
Jaged. This, version is a simplified

st stage gives most trouble,

wait for the key repeat to come on, just
keep hitting the button. Once you have
found the technique it is extremely
easy. Most of the screens are fairy

in level five the moving target stops
when you shoot at it, very helpfull
The only other screen which is in any
way hard is the last one. This is mostly
hit and miss, but be warned, in the

rapidly!!

Making It Harder

Remove all WAIT statements within the

The object of ‘Martian Miner’ W Paach o
the huge wreck of the martian space

for this stage, and all the others, don’t
straightforward and you will notice that

. speed up

lower skill levels the fuel disappears  decrease

main game loops and adjust the screen,

for instance, changing the entry cor-
ridor or (lines 500-770) and leaving
less spaces in lines 2010 and 2020. In
stage four you could also raise up the
bottom platform from it's one line to 5
or 10, so there is less time to reach the
canisters as they fall. You could also
make the key response sluggish by in-
cluding WAIT statements in the
IF/THEN lines which check for key
depressions.

This program is ideal for computers
and restricted memories and does not
really require a good BASIC.

Skill Levels

There are 5 skill levels, and they directly
affect each part of the game.

In stage one, the skill level affects
the ‘gravity’ and the space-ship falls
faster.

On the second stage the skill levels
determine how many meteors you have
to deal with in multiples of 15.

The third stage is perhaps the |least

 affected by the skill levels, although it

will-be generally faster.
_On the fourth screen the skill levels

‘have a similar effect to that of the se-
_cond screen, however, because you
~ ¢can only miss four canisters it gets pro-

gressively harder to pass this screen,

‘this usually where | slip up.

_In the fifth screen (the Liner), things
considerably as the skill leveis
: ‘however because the target
stops when you shoot at it, it is still no
harder to beat. However, the number of

‘barriers will increase.

The last screen is also affected

; drastically, because the lower your skill

level, the faster the fuel drains away,
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thts screen will also get fas’ter as

Becausa of the way skill ieveis_ e

used in the program it is not possible to
have a skill level O, and going abov
usually has strange results. Howev

think you should still fmd the game'

quite a challenge!

RUNdown

Lines Action _ .

1100-490 Instructions first stage
500-770 Set up screen first

L stage. _

840-1030  Program loop first

B . stage. L

1060-1300 Set up mstru&tccns far .

‘ : second stage.

11320-1480 Set up second stage

i ~ screen. - .
1520-1740 Main program loop fo‘ -

| second stage.

[1790-1960 Set up third stage

... ' instructions. =

1980-2080 Set up third stage

::=.. SC?eBn ! i

|2340-2500 Set up fourth stage

o o instructions.

2610-2810 The main program loop

: stage four. : |

2850-3010 Instructions for the ﬁfth,
L . stage. :
13020-3090 Set up fifth stage

screen.

Main loop for the ﬁﬂ:
stage.
Short graphfcs sec
Instructions for ¥ast
stage. .
Set up the tast st
screen.
Main loop for Iast
0-4470 Crash loop for se
...... . stage.
449&-4? 1 0 Crash loop.
14720-4780 This loop prints
i messages on the
status line, it can be
replaced by PRIN
Plot the score.
Special message f
losing the last stag
_special message for
__winning the last stage
5-390'—5520_‘ Message for completi
all 30 screens.
5530~5580 Data for UDG’s.

Variabtes Used

SC :Sccre

31. ~ Skill Level.
A  Horizontal pe
o spaceship.

3 1:20_3300 :

‘ -3910‘-'-
I_sszo-m?a .

4810-4990
50005140

5150-5380

B Vertical positi
o spaceship.
AS -

e status line. :
ABS Message to be pri
B - when you have

- changes wath ea :
. screen
PM = Random number far
- positioning of met
MOVS ' $
C/1/2 etc
MC$.PM$

. Setto = KEY$
_ input buffer.
 Loop values.
. To produce a random num

REGS

_and 10 reqmres

‘S‘ acia! Onc Commands

sic is parnculariy fast and power-
has many extra commands,

ve used in the program for
h you should be able to
omit most of them, here are
ed in the program:

Hand the graphics RAM
{8k} over for graphics.
WAIT for an input from
the keyboard.

.~ Place a character or col-
| our code at X,¥ _
. {across,down). '
 Print X spaces (TABis
bugged on the Oric-1 )

: Locp,ﬁEPEA?s UN'I‘!{.
_ the until condition.

On an Oric, adjust this to your
machine s speclai reqwraments

nara@l idea of each screen is ea tisr
convertible aithough Oric basic has ACE
many special features which | shall ex- b Al
3l ter. Another point of considera- i
1 before trying to convert the listing
hether your own machine is fast
er ugh Particularly fast machines like
the BBC or the T199 /4 A will need to be
slowed down. The Oric uses a 6502A,
runmng at 1MHZ, whatever that'
means. In more szmﬁie*starm this is
faster than a Spectmm ar gh
siower than an Electron

W= chord X=o0c- o
‘tave,Y = note Z =Vvol-

. ume. _
 Report colour or
character at X,Y.

This is like INKEYS or
GET.

. Conditional wait.

Set background colour
corresponding to plot

- codes.

As for PAPER but for
. foreground colour.

Noﬁfor 1EKOnc usm

Open channels for-
music, sound, envelope
- and duration respective-

ly.

bntrols the sound
channels (MUSIC is
‘pure} X=1-3, tone,

4-6, noise, y- perrod
 Z-volume.

~ Graphics mode .
{200 % 240) + text
window.

set cursor at X across,

- Y down and Z fb (see
later}.

‘Move cursor X across,
Y down and Z fb.

Draw a line X across, Y
down and Z fb. :
Place a character on the
HIRES screen (X), from
y character set with fb.

Draw a circle of X
_radius with Y fb.
This is a very special
- command which aliow
_you to manipulate any
_area of the screen at
- M/C speed. it is ex-
. clusive to the serial at-
‘tribute method so
should be ignored.

'S your cwrt fau& for not
t the BASIC used in

- Double peek/poke.
_Same as USR. -
CALL is used in the-pro-
LL 62510, which resets the
haractar set. - ;

cr ﬁ$‘ used |n the program

:'_EF‘FECT |

double print on/off

~ cursor on/off

~ clear the screen and
print

48035 controls the CAPS
SK (}r:c-

achm«ed using
er ' CHAS (37,

or p
both

cbmmand, and m the zmefests

3 have omitted lt



you should no
starts at 32 |

and if you ow
replace line 20 witl
20x =268

Oric;1 /'A'.c.r.nos

Attribute Chart

CHR$ PLOT CODE
"o~ 0
" A 1
ugn 2
Aol 3
"D a
” EIJ 5
nEn 6
" Glf 7
" H” 8
v 9
" ym 10
K" it
B 12
"M 13
“N” 14
15

EFFECT ACHIEVED

Foreground - BLACK

RED

GREEN

YELLOW

BLUE

MAGENTA

CYAN

WHITE

SINGLE HEIGHT STANDARD
SINGLE HEIGHT ALTERNATE
DOUBLE HEIGHT STANDARD
DOUBLE HEIGHT ALTERNATE
SINGLE FLASHING STANDARD
SINGLE FLASHING ALTERNATE
DOUBLE FLASHING STANDARD
DOUBLE FLASHING ALTERNATE

& backgmund coiours ‘are the
foreground except that 16

"must be added to the plot code or 16
letters of the alphabet for the CHRS$

'cubie herght}ftashmg text facility

;.;so are not naturaily avasiabie in
_ _bax:kgmund. ,

User Defmed Graphu:s

EiWh  obviously UDG's cannot be stan-

d the Oric is even more unusual than
might think because in order to
aintain correct spacing characters are
sfined ona 6 % 8 grid, instead of the
sual8 % B.

i have used the percent sign for the
~space ship, the ampersand for a square

some obscure brackets for the
Emetaars The formuiae for finding the

start address of a character in RAM is:
START +(8 % ASCIU" %" 1) /

START +(8 % CODE(" %" }}

where start is the bottom of the
character set and the percent
represents the character. The UDG
loops using data in my program are at
610630,700-720,1400-1420. The
data is at the end of the program and
will need changing too.

The loops which only pake the same
wvalue to-a character are at 500,1420.
These will only need the loop value’s
changed.

. NB: On the 6 % 8 grid, the two col-
umns which must be left blank are on
the left. The data in my program will
work, but it would be preferable to
make use of the two extra columns on
your own machine.
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18 REM —————
28 REM |
I2 REM | MﬁRTIAN nINER
40 REM |
S REM |
48 REM |

H

H

e

by NEWTON Essaseu
78 REM cefﬁnﬁaen. 1&.5.1934
8@ REM = :

P8 REM —~—wv ek -
i20 PnPERB:INK?:RELEHSE
118 A%=" . : ":GOSUB4740
128 PBKE48335.0=PDKE518,1¢ :
132 PRINTCHR* (4)
14@ PRINTCHR$(12)
15@ PRINTCHR®$(27);"J";CHR$(27) 3" Martian Miner":PRINTCHR*¥(4)
16@ PRINT:PRINT" The object of the game is to land"
178 PRINT"your space scooter on mars and pick"
18@ PRINT"up the unused fuel canisters from the"
190 PRINT"wreckage of the giant space-liner"
200 PRINT" ‘Scargills fate ' which crashed here"
21@ PRINT"twenty years ago."
220 PRINT:PRINT" To acheive this you must first find"
232 PRINT"the entry corridor."”
240 PRINT:PRINT" New instructions will be given "
25@ PRINT"before sach stage."”
26@ PRINT:PRINT"” YOUR CONTROLS :-"
278 PRINT:PRINT" LEFT ARROW - LEFT"
28@ PRINT:PRINT" RIBHT ARROW - RIGHT"
298 PRINT:PRINT" 8SPACE BAR - FIRE/THRUST"
3002 PRINT:PRINTHY Press any key'":BETAS$
3£B'PRINTEHRt(4)-PRINTCHR’(;Z)
328 RESTDRE
332 FRINTCHR*fZ?);”J . STABE ONE"
3408 PRINTCHRS(4) . !
352 PRINT:PRINT" You are in Martian orbit.”
360 PRINT:PRINT" First vou must disengage from"
_ 378 PRINT"the mother ship by pressing ‘D"

. 38@ PRINT:PRINT" Then you must navigate the perilous!

. 398 PRINT"entry corridor.If you leave it you" _
408 PRINT"will be vapourised by the martian®
410 PRIMT“ntmnuphsrn.“ ; e
420 PRINTIPRINT“ENTER SKILL LEVEL 1 ~5 (1 hardest)”;:BETSL$:SL=VAL (S5L%)
430 IFSL<1DRSL*STHEN423 - e
448 PRINT" "3;SL
452 PRINT:PRINT"Press ESC to gquit gnme“ !
446@ PRINT:PRINT"Press 'S’ to call up your score"
47@ PRINT:PRINT:PRINT:PRINT" Press any key"
482 GETA% : .
490 CLS: RESTORE: PING
S5@8@ FORX=463B84T046391:POKEX,255: NEXT
310 FORY=1TO100
520 X=INT (RND(1)*#35+2)
830 XX=INT(RND(1)%#23+2)

. 540 PLOTX, XX,"."
558 NEXTY
568 PRINT
578 PRINTSPC(2);CHR$(27);"R";CHR$(27):;"@ ACME MDTHER SHIPS INC.
588 PRINTCHR$(27);"P"
578 PRINTSPC (3) ; "&&&E{UXL /Y BRRER R R R R
&80 PLOT17,2,"%"
618 FORX=44376T046383
628 READD:POKEX,D
638 NEXTX
548 A=14:B=20
650 FORX=4T08
660 PLOTA,X,"1"
670 PLOTB, X, "1*
&80 NEXTX
690 FORX=02TO146:PLOTIA, X, " 1" NEXT
700 FORX=44£592T0446599
71@ READA:POKEX, ﬂ

S U g

720 NEXTX
730 FORX=16T0D19: PLnrx 28, "@" i NEXT
740 FORX=@9TO12:PLOT14,X," ! "sNEXT
750 PLOT17,12, "@":iPLOTIS, 16, @"

760 FORX=17TD24:PLOT16,X," | " :NEXT
77@ FORX=13T0O24:PLOT18,X," | “+NEXT

78@ A$="PRESS ‘D' TO DISENGAGE " : GOSUB4740
798 REFPEAT:UNTIL KEY#="D"

800 A$="BEWARE THE MARTIAN Gﬂnvrrv

818 GOSUB474@ .

820 A=17

838 B=3:T=2

84@ REPEAT

8s@ PLOTA,B," "

860 MOVS=KEYS$

87@ PLDTA,B-1," *

88@ PLOTA,B,"%"

898 M=M+1

P00 IFM>12THENT=T+1:M=1

f1@ MUSIC 1,T,M,15

920 B=B+1

93@ IFSCRN(A,B)=&40RSCRN(A,B)=124THENEXPLODE: GOTO4510
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15502 FBRX*37TD£STEP“

cap IFHDV$*CHR$(32)THENPLOTR.B " Ui BwB-2:M=M-2
| 958 IFMOVS="5"THENGOSUB4B20 L
968 IFMOV$=CHRS (86) THENPLOTA,B-1," ":1A=A-1
97@ IFMOVS=CHRS (18) THENPLOTA,B-1." ":A=A+1

980 IF HQV‘*CHRS§27!THENCALLé251B
9908 C=A: D=B

1808 WAITSL*S

1010 MOvs=""

1020 AB$="entering the atmosphere."
103@ UNTILB=25S

104@ SC=SC+1000

1050 REG$=KEY$:REG$=""

104@ PING

1070 PRINTCHRS$ (4) ; CHR$(12) : i

1@8@ PRINTCHR$(27);"J ‘S8TAGE TWO"

1292 PRINTCHR$(4) e

11@@ PRINT s .

1110 As=" 5 - ":BEOSUB4748
112@ PRINT"CONGRATULATIONS ! !® | L
113@ PRINT -

1140 PRINT" You have successfully fsached.the“i

115@ PRINT ,
1160 PRINT"Martian atmosphere. Unfortunlt(ly"

1170 PRINT

1180 PRINT"the atmosphere is not dense enaugh to"
1190 PRINT e
120@ PRINT"vapourise passing meteors - S0 now"
121@ PRINT

1220 PRINT"you must face this further hazuraf“

1238 PRINT:PRINT:PRINT"YOUR CONTROLS := . SEORING :

1240 PRINT" AT REY = P HIT METEOR-S28"
1250 PRINT" LEFT ARROW - DOWN -100@ PER MISSED"
1260 PRINT" SPACE — FIRE METEOR"

127@ PRINT:PRINT"YOUR SCORE ";SC

1280 PRINT:PRINT" Press any key®

1290 Ri$=KEY$:R1$="":GETR1%

1380 CLS: INK@:FAPERS

1310 As="PLEASE WAIT - INITIALISING ARRQYS"‘GOSUB4?4Q

1320 FORX=@TO22:PLOTZ2,X,7:sNEXTX
1330 FORX=22T026:PLOTZ2,X,8: NEXT

1342 PLOT®,25," &&& &&&&&&&&& HERE  BEAE  RAR M

1350 PLOTB,26," LAAASALELLEEEEE  BLRE RERLLE KAR &Y
1340 PLOTO,24," 8% BL&LELELL L8t By B v
1370 PLOTR,23," & LERLRES BAE & g
J13ED PLDTB 22." & Rkt & o .

1378 FDRX=227026 PLOT2,X,0:NEXT
140@ FORX=44824T0446831

 141@ READD:POKEX,D:NEXT
.142m-FnRx=47zb4ra47m71 POKEX, @: NExT_

143 Fig=" L ey
1440 F2s= "{(C{{{{{{{{{{{{{{{{C{{{({{C“

. 1450 As=! : ":G0OSUB47402

1460 AB$="dodgeing the metaars“
1470 REHM HﬁRTIﬁN METEQRS

1480 V=12

14908 PM$="] "

1508 Ci=0

1512 A=1 .

1520 REPEAT

1530 Ci=Ci+1
aPH*RNB(13l2ﬂ+2

1560 MOVS=KEY$

1570 B=V .
1580 IFV<°THENPLDT1 V, '"2V=V+1

1590 IFV)”!THENPLDTI V "rV=V-1

1608 PLOTL W, "%"

1610 IFMOVE$="X"THENPLOT1,V," ":V=v—1
1620 IFMOVS=CHRS$ (8) THENPLOTI ,V," ":V=V+1

1630 IFMOVE=CHRS (27) THENCALL&2512
164@ IFMOVE="S"THENGOSUB4820

1650 IFMOVE=CHR$(32) THENPLOT3, ¥, F1$ ZAP: NAIT4=PLGTQ,V F2%

166@ IFSCRN(2,V)=93THEN4S1D

1670 IFSCRN(X, PM)HIZSTHENEXPLODEEﬂi“"BONUS SBB ‘":30$QB474B:$&IT1E:EDTD4EBD

168@ PLOT3, PH."

1690 PLOTX,PM,PM$

170@ NEXTX

171@ PLOT2,PM,7:PLOTY Pn."=v . :
1720 PLOT3,PM, : A Ly o
1730 SC=8C- IGBB

174@ UNTIL C1=cABS(SLw6>*1SJ

1750 REG#$=KEY$:REG$=""

176@ POKE775,39

1770 PING

1780 GOSUB4380

1790 PING: PAPER@: INK7:CLS: PRINTCHRS® (4)

1800 PRINTCHR$(27)3;"J Level three"

1810 PRINTCHR*$ (4)

182@ PRINT:PRINT"CONGRATULATIONS !!'"

183@ PRINT:PRINT" You have reached the surface"
1840 PRINT:PRINT"Alas your ship has crashed into a "
1830 PRINT

1842 PRINT"crater. Thn only way out is alnnq the"
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. 1B78
1880

1892

1980 P

1919

1928 F
1938 F

1940

1958
1940

1978

- 1988
1998

2010
2020
2030
20402
2050
204602
2070
2080
2ev92
2100
2110
2120
2130
2140
2150
2168

2230
2240

2250

2260
2270
2280
2290
2300
2318

2320
2332

2340
2350
2360

2370

. 2388
2390

24208

. 2410
2420
2430
2440

2458
2460
2470

2480

2450

2580
2510
2520
2530

2548

‘2558

2560
2570
2580
2590
2600
2610
2620
2630
2640
2650
2660
2670

2680

2698

2708

2710

2720
2730

2740
2750
2760
2778
2780
2758

L

PLOTX41,13,"
PLOTA, B, "%"

NEXTX

FLOIPK, X, "]"

PRINT :
PRINT”ernddﬂ t

el of BALLS."

'=5cﬂRst':w.
139 pen anLL"
BETA$

-ABS-"aadqeinq :hb firnbalis“;i_

P&FERE'IN&I

FORX: ﬁTDl!=PRINT“&&&&&&&&&&&&& &&&&&&&&&&&&&&&&&&&&&&&“:NEXTX.
PRINT"SAREESANE  ABLLEAALRAS BLALRRALE 2L ;

PRINT: PRINT "&&&4 &&&&&&&& &&&&&&&&&&&&&& LABBRE LT
FORX=1TO11: PRINT "SRl AL AL ELEREEL LA L BN LA ARE L GLELAR LR s NEXTX
A$="THERE IS LITTLE HOPE":G0SUB4740

FORTT=@TO25: PLOT38,TT, "&":NEXTTT

PLOT3B,13," "

WAIT102: A$="Press RETURN to meet your doom":GOSUB4740

REPEAT: UNTILKEY$=CHR$(13)

Ag=" "': GOSUB4740
FORX=12TD14:PLOT@,X,7:NEXTX

A=2:B=13:MC*%="1{":C=2

REPEAT

GG=GG+1

FORX=37TO1STEP=1

PLOTX 13, MCS

NDV!=KEV*

IFMOV$=CHRS (27) THE 'ﬁLL&ﬂszmiﬁ”'

IFSCRN(A, B!=91Qﬁ8CﬂN ﬁ_E)“I?SHRSCRN(R B)&ﬁaTHEN4519

WAIT SL

PING: PLDTI 15
SC=8C+100 &
UNTIL A=38 o
REB‘*KEY‘ REB**"

PQPERB INK7: PRINTCNR’(%) CHRS(&Z)
PRINTCHR$(27); 3 ﬁLevtl four"
PRI&TCHRS(4)-PR£NT»

PRINT" CONGRATULATIONS fi#

PRINT:PRINT" You have reached the surface.”
PRINT:FRINT"You are near the main wreckage and
FRINT:PRINT"have surfaced under the factory area“
PRINT2PRINT "which was thrown clear in the crash.
PRINT:PRINT"  You must prevent any nuclear flasks"
FRINT:PRINT"from hitti#g the ground.If vou let"
PRINT: PRINT"more than S5 past you will be zapped !"
PRINT: PRINT"SCORE : ";SC;" / CONTROLS &

PRINT™" L.ARROW - LEFT"
PRINT"SCORING : "

PRINT" +30@2 PER CAN D. ARROW - RIGHT"
PRINT" -60@ PER MISS"

BETAS

AB$="catching the canisters"

A=19r B=25

CLS: PAPER7: INKD

PLOTO,26,18

PLOTA, B, "%"

A$="Press DEL to start':BG0OSUB474@
REPEAT:UNTILKEYS-CHRS(127)

A%="HMS sﬂﬁﬁﬁlLLS ﬁBTﬁ PLANT 1":G0SUB4740@
MOVE=KEYS

A=1FL I=5

REPEAT .
IFA<1THENQ*A+1 o
IFAY3S7THENA=A-1

FORX=1TD26
MOVS=KEYS$ 3
PLOTPM, X-1," "

PLOTA,25,"%" .
IFMOVS$=CHRS (B) THENF
IFMOVS="S" THENGOSUB
IFMOVS$=CHR$(1@) THENPLOTA,B," ":A=A+1
IFMOV$=CHRS (27) THENCALL 62510

IFSCRN (PM, X) =37 THENPING: GOTO2790
IFX=2&THENEXPLODE : SC=SC-60@:L I=L1—1

LB, MiAmA—t

WAITSL*1.5

NEXTX
SC=5C+3I00
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0 IFPL>Z&THENRI=1:Y'
 IFPL<{7THENR1=0

3410

3420
3430
3440
3450
3450
3470
3480
3490
3500
3510
3520
3530
3540
3550
3560
3570
3580
3550
3600
3610
3620
3630
364@
3650
3660
3670
3680
34690
=700
37108
3720

PING

IFL I=0THENGOSUB4S 10 J;.,HJH P _
UNTIL L2=ABS (SL~6) %10 = ‘

REG$=KEY$: R£G$'""

| Ager . " (508UB4740
CLS: PAPER@: INK7 : -
PRINTCHR#$(4)sCHR$(12) '

_PRINTCHR$ (27): %3 Level 5 - the Liner"

PRINTCHRS (4)

FORX=1TO12:MUSIC1,4,X,1S5:WAIT1IS:NEXT:FING: PING: PING PING
PRINT: PRINT“CDNGRQTULQTIUNS LA

PRINT:PRINT"You have reached the entrance to the"
PRINT:PRINT"Liner.You must shoot through the "
PRINT: PRINT'"sheilds and destroy the ~obpot gaurd"
PRINT:PRINT"before you can enter the Liner"
PRINT: PRINT" i YDUR,CQNTRQLﬁ“-:f
PRINT: PRINT" T : LEFT“=
PRINT"YOUR SCORE : "3;S8C
PRINT"

PRINT: PRINT"
PRINT:PRINT" Press any ke
BETAS$

CLS: PAFPER@: INK7

PL=7

A=19

PLOTA,26,"%" i
PLOT3,0,0:PLOTS,®,17:PLOT7,0," SCARBILLES FATE":PLOT29,:0,16
PLEATA X ,19:PLBT28,1,15 :
Lls—ll ___________________________________ "
FORX=4TQ (ABS (SL—&)%#4)+4: PLOTO X L1 NEXT

A$="PRESS SPACE TO STQRT“ BDSUB474G REPEAT: UNTILKEY$=CHR$(32) ;

Af=" : GOSUB474@
REFEAT .
IFA>38THENA=A—1

IFA<2THENA=A+1

PL=PL+1

PLOTPL , 28"

PLOTA,26, %"

MOVE=KEY$ -
IFMOV$=CHR$ (8) THENPLOTA,2&," “:A=A-1
IFMOVE=CHR$ (10) THENFPLOTA,2&," ":A=A+1
IFMOVS= CHR$(27>THENcaﬁLab§»m. .
IFMOV$="8" THENBOSLB4BZ0 L
IFMOVS= CHR$(32)THENGGSU$4?3 o
YY=YY+1 fae

x#n:nirusmpszL—é

» PLOTPL,2," "

IFRIEITHENPLDTPL*Z.M,' i

"UNTIL FALSE
SOUND1,999,15

FDRX“Z&TGESTEP-!‘PLOY% X “-PLDTA X—=1,"%":WAIT1@: NEXT
REG$=KEY$:REGS$="" ;
A$="SUPER BONUS 5002 'f"=acsua474m
PING
SC=5C+5000
_'FDRxﬂlTUSG-R=RND(1}*12+1 MUSICL,6,R,15:NEXT: PING
Ag= . %:GOSUB474D
HIRES g

PRINTCHRS (17)
CURSET28,1,3

A$="YDU HAVE REACHED THE LINER!'"
FORA=1TOLEN(A$)
CHARASC(MID$ (A$,A,1)) ,0,1
CURMOV&,B,3: NEXT
CURSETB 157°% i
$="FUEL IS BEING TRANSFERED TO YOUR SHIF"
FDRinTDLEN(A$}
CHAR ASC(MID$ (A%$,A,1)),0,1

CURMOVS,D,3

NEXT _ :
CURSET®,30,3:FILL1&69,1,0

CURSETS®, 199, 3

anw»an,—nz 1:DRAWE ,~35, 1 : DRAWSS, z 1:DRAW7S, 75,1
CURMOV3®,8,3

DRAWA4AR,-4@,1: DRANB,—SE hEH DRAHEE,‘ZB 1 DRAWR, 38, 1: DRAWS,-5,1

DRAW- 7@ 65,1 :

CURSEquﬂ &3, 8: EIRCLEEG 1

CURSET®O, 199 3: DRAWEZ9,8,1

CURSET®, 3@, 3 FILLL&? 1 ?

WAIT250: TEXT

PRINTCHR$ (17)

POKE4B®35,2 G

PRINTCHR$ (4) ;: CHR®¢12) :

PRINTCHR*$ (27)3"J The final stage";CHR#%(4):PRINT:PRINT
PRINT"AT LAST ! !t 1n

PRINT:PRINT" You have picked up the fuel and are”
PRINT: PRINT"on your way back to your mothership."
PRINT: PRINT" Alas your mothership is nearly out”
PRINT:PRINT"of fuel and is wobbling out of orbit."
PRINT: PRINT" You must dock with the mothership."
PRINT: PRINT" YOUR CONTROLS"




 PRINTIPRINT® L;mi
PRINT"YOUR SCORE : “;SC :

PRINT" i SR nﬂaaw -~ RIBHT"

PRINT: PRINT® S SPACE

ABCS=KEYS$: ABCE="« ' '

PRINT" Press any key”-EETA#
PRINTCHR$(4) : PRINTCHRS (12)

PRINTCHR$(27);"J and furthermore....";CHR$(4):PRINT

FRINT:PRINT"On the right of the screen is shown"
FPRINT:PRINT"the motherships fuel.If you fail to "
PRINT:PRINT"dock before it runs out the mothership"
FRINT"will explode and wreck your scooter"”

PRINT:PRINT" Crashing into the mothership will"
PRINT:PRINT"have a similar effect.”

PRINT:PRINT" Note that you are also ascending on*

PRINT: PRINT"autopilot. The motors can be shut down"

PRINT: PRINT"by pressing space,but vou may be "

PRINT: PRINT "dragged down onto Mars igain ‘“-REGS-KEY#:REG‘-""
PRINT:PRINT"  Press any key":GETA$ .

L CLS
'FORv-irﬁzﬁs
-X-ﬂﬂbiliﬁxé*z
'xx-ﬂﬂocasﬁzs+z
PLOTX XX, " "
NEXTY ; . : S : L o . L o
PRINT ¢ ; : e ..:m...:: .=:4J :::.' :..i
,PRINTSPcfztgcukstﬁ?a;"R"-nﬂﬁsfz?z-" ACHE HDTHER SHIPS xnc.- . - i
PRINTCHRS$ (27); "P" :
-PRiNTSPC(S);“&&&&&&&&&&&&&&&&&&&&&&&&&&&&" i
 FORX=10TO24:PLOT37, x,“&":ngT:PLafs4 7, “FUEL"
A=10:B=22:PLOTA,B, "%" i A$="FPRESS ES€ Tn BTART" : GOSUB474@
- REPEAT: LSNTILKE?!*CHR*;B?) e :
| As=" - o '_"-308u3474m

FE=10 e
'S LPmg
 EXPLODE
- REPEAT

LP=LP+1
PLOTLP,2,%C"
IFA<ZTHENA=A+1

PLAY®,1,2,0:50UND1, %6, 10

 MOVS=KEY$
IFB>23ITHENPLOTA,B, " ":B=B-2
TFMOVS=CHRS (27) THENCALLA2S10
 IFMOV$=CHR$ (32) THENFLOTA,B," ":B=B+2:PLAYD,?,2.0
IFMOVE=CHR$ (8) THENPLOTA, B, " ":1A=A—1
IFMDV$=CHRS (1@) THENPLOTA,E, " ":A=A+1

IFSCRN(A,B-1)=38THENS010Q
} IFSCRN(37,23)=32THENPLOT36,24,12: ZAP:PLOTSY, 24, "%" 1 WAIT150: GOTOS01@
RLOTA,B," "

B=p-8.5

IFSCRN(A,B~1)=123THENS170

WAIT (ﬂBSéSLvﬁ;&15:

Uu=tiu+y :

IFLP >3OTHENRZ=1: Yvng

IFLP<&THENRZ=0 : -

iFLP<éTHENFE=FE+(AES(SL‘&)*B 5)

IFR2= }THENLP LD~2 .
@ PLOTI7,FE, :PLOTEZ FE~1, YepLOT3I7,FE-2," "
-PLDTLP.L,”&” : o
1FR2=17HENPL0TLP+2 2,"&"
LINTIL FALSE
END
REM HIT CRATER ; o oy
A$="NAVIGATIONAL FAULT !“:B08UB4740Q
FORX=@T0O25: PLOTZ2, X, @2 NEXT
PLOT1,B," *
SOUND 1,99%,9:PLAYD,7,.0,0
FORX=1T028
PLOTX=2, K10 "
PLOTX X, "%":WAITSB
NEXTX y o
EXPLODE: WAIT72
AE=" ": GOSUB4740
RETURN
END :
REM SHIP DESTROYED
POKE?7 75,39
PAPERD: INK7
Ag=" ":GOSUB4740@
FORX=1T08
EXPLODE
WAIT1S
NEXTX
EXPLODE:WAIT1O®
PLOTA,B,"*"
EXPLODE:WAIT1O®
PLOTA+1,B,"#": PLOTA-1 (B, " *"
EXPLODE: WAIT1Q
PLOTA,B~1,"#":PLOTA,B+1,"#"




4650
4660
4670
4680
4650
4700
4710
4720
4730
4740
4750
476@
4770
4780
4790
4800
4810
4820
4830
4840
4850
4860
4870
4880
4890
4900
4910
4920
4930
4948
4950
4960

4970
- a980

4998

. =ooe

5210
S020
5032

5048

5250

| DBsed

- 5070
S880
Sava
5100
5110
5120

- 5130

5148
5150
S168
5170
5180
5190
5200
5210
5220

5230

5240
525@
526@
5270
52802
5290
S300
5310
S320
S330
53402
S350
53408
5370
53802
5398
5422
S41@
Saze
5430
5440
5450
5460
S547@
5480
5450
S50
S51@
5520
S520
5540
5550
5560
5572

ZAP:PLOTA B¢

EXPLODE:WAIT1@

WAIT15@:CLS: PRINT:PRINT"SORRY — Your ship was destroyed"
PRINT"whilst ";AB$

RESTORE: PING

PRINT: PRINT: PRINT"YOU SCORED ";SC

PRINT: PRINT"Another game?":R2Z$=KEY¥: R2$=““'BETR2$=IFRZ$="N"THENCQLL&231B
CLEAR

GO0TO310

END

FORD=1TOLEN (AS$)

C=ASC (MID$ (A$,D, 1))

POKE48@@3+D,C

NEXT:FORG=48037T048039: POKEG, 32: NEXTG

RETURN

END : .
A$=F2%: GOSUB474@: SC=SC+500: A$=F 2%: GOSUB4740: 5OTO1740Q
END

REM PLOT SCORE

PING

SC#=8TR#% (SC)

SC#$=MID#%$ (SC#%$,2)
SC#=5C#+" "

PLOT2S,4, "SCORE "+SCs
WAIT7@

S1=LEN(SC$)+5
FORP=25T025+851

PLOTP,4," ":NEXT
RETURN
REM SHOOT AT LINER

FORU=25TO1STEP-1

PLOTA,U," 1" :

xFSERNcA U-1)=38THEN3318 L : :
IFSCRN (A, U- 1)<>32THENE£#LDDE=PLD?A u—xg “rPLOTA,U," “":RETURN

PLOTA,U, " "

NEXTUS

'RETURN

REM LOSE LAST STAGE

FORX=1TO36:PLOTX, 0,"*“:EXFLGQEZPLGTX 1,“*“'EXPLGDE PLDTX 2, “*”_
EXPLODE:PLOTX, 3;”*”!EXPLDﬂE .
NEXTX

WAITA0O: CLS:P#PERQ.!NK7

PRINTCHR$ (4) : ;

'PRINTCHRS(??b'“J Eickened“sﬁﬂﬁ$(27ﬁ-“N""
PRINTCHR$(4) -

PRINT:PRINT® ?au ve bten ]D_lB@d by the explosion":PRINT

PRINT"on the vgry last stage !!''"
PRINT:PRINT" However,you did score ":SC
PRINT: PRINT “ANOTHER GO?Y 1 REGE=KEYS$: REG$="":GETRR$
IFRRSN"Y“TNESCLEAR:EGTQSIQ

CALL&Z2518 o

END

REM WIN LAST STABE

PING

IFSL=1THENS428

FORL1=@TO&

FORL2=1T012

MUSICL,L1,L2445

NEXTL2,L1

SC=SC+520: As="SUPEF aﬁnus S8R0 : GOSUR4740: WAIT4Q: As=" "
GOSUB474@ :

EXPLODE o
PAPER®: INK7: PHINTCHRS(4)“
PRINTCHR$ (12)

PRINTCHRE (273 "N ﬁH&fINﬁ e
PRINTCHRS (4) : PRINT
PRINT"You have saved ynur mothersh1p AND"
PRINT:PRINT"acheived a score of ° :
FRINT:PRINT" Now,as a& mark of aur apprec1atiﬁn"
FRINT:PRINT"you " re go1ng to do it all over again®
PRINT:PRINT"on skill level ";SLwig“fl’“
PRINT:PRINT" Press any key“ e
REG#=KEY#$: REESS““'GETAS
SL=SL-1:60T04%0

END

REM THE END OF THE END
PRINTCHR$ (4) : PRINTCHR$(12)
PRINTCHR®(27)3;"J THATS IT";CHRE (4)

PRINT

PRINT:PRINT'" YOU MIGHT AS WELL THROW THE TAFPE"

PRINT: PRINT"AWAY NOW,YOU CAN DO THE WHCOLE THING"

PRINT: PRINT" BUT DON'T REST ON YOUR LAIJRELS,THE"

PRINT

PRINT“WORST IS YET .70 COME!!"
PRINT:PRINT:PRINT:PRINT"by the way,you scored ';S5C
PRINT:PRINT:PRINT"ANDTHER GO?":REG$=KEY$:REG®="":GETR4%
IFR4A%="Y"THENCLEAR: GOTO310

CALL&251@
END
REM PROGRAM DATA

DATA3S2,16,12,46,63,46,0,18
DATAR,2,8,0,2,0,0,255
DATAD,B,28,62,62,28,8,0




LIGHT TO

THE POINT

£17.25

DRAGON/TANDY

£11.50

inclusive
NO INTERFACE REQUIRED

Discover the exciting world of creating your own
graphics on screen.

The Trojan Light Pen will draw boxes, circles, lines,
freehand pictures, save and luad pictures with full erase
facility.

Allin Hi-Res screen in any of 4 colours for the Dragon/
Tandy, 8 colours for the Spectrum, and 16 colours for
the Commodore 64.

For educational or leisure use.

DEALER ENQUIRIES WELCOME

NROYAIN

Micro Computer Software & Accessories
Send cheque/P.0O. to.
TROJAN PRODUCTS
166, Derlwyn, Dunvant, Swansea SA2 7PF
Tel: (0792) 205491.

SPECTRUM 48K/COMMODORE 64
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THE
FABUI.O

Itis lmnossmle to teII you everything
about the 50 games on .
CASSETTE - 50 but they include
many types such as maze, arcade,
missile, tactical and logic games,
to suit most tastes in computer
game playing.

CASSETTE - 50 will appeal to

pLUS:

A QUALITY LIGHTPEN
forthe SPECTRUM computer

Datapen

* Incorporates features not provided with other
pens,  Push button operation on pen—no needto
use keyboard e Works under any lightin

condifions, & Plots to pixel accuracy. e 2% pre-
defined commands allow plotting of geomerric
shapes, including mangle, lines, circles, etc., text, or
user-defined characters. ¢ Uses all paperand ink
colours # Ascreen grid may be ftumed on and off, at
will, to assist drawi ing e Flexible erase capability

* Alldrawings can be saved to tape for further use

* Plugsindirect—no bafteries, additional
components, of adjustments needed. s Handbook,
plus printout of routines for use in your own programs.

3 SOFTWARE PROGRAMS

® Routines and ideas for your own programs. (Menus, games, music, etc.)

* User-defined graphics creation program.

® Superb full colour drawing program as illustrated in these actual
screen photographs

Send cheque orP.Q. for£29.00 to:Dept. Gal

DATAPEN MICROTECHNOLOGY LIMITED,
Kingsclere Road, OVERTON, Hants. RG25 3JB 0256770488

orask at yourlocal computer shop. Send $.A.E. fordetails.

Lightpens and software are also cvcwlcbleirorBBC B.Dragon, CBM-64 and VIC-20.

50 GAMES ON ONE CASSETTE

NOW AVAILABLE FOR (xcemmodore 6t ELECTRON Atmos
DRAGON - 739 s Spectrum~ @fappic’ ATARI ORIC1 " Zx 87 . V(=30 -

I EXPRESS DELIVERY -
! ORDER NOW

i CASSETTE

VALUE thats
out of this. world

Please send me by return of post, Cassette 50 at £9.95

people of all ages and the games Name

will provide many hours of Nefirasa ]
entertainment for all the family at ‘_'
a fraction of the cost of other

computer games. = I -

" 7 - Country

¢ WEl PAY TOP PRICES
FOR TOP QUALITY GAMES

Post Code

Dealers & Stockists enquiries welcome.

per tape. | enclose a cheque/postal order for I
[e = ~ | made payable to
| Cascade Games Ltd. l
Please debit — T v
my IFWINo. | N B 1
COMMODORE 64 [ ] vic 20 ORIC 1 BBC 28 [ ] '
SPECTRUM | | ELECTRON ZX 81 APPLE ‘__|

) ATARI | ATMOS DRAGON My |
Cascade Games Ltd.,

———— Suite 4, 1-3 Haywra Crescent, Harrogate, I
North Yorkshire, HG1 5BG. England.
Telephone: (0423) 504526. GC12/84J

—
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SOFTWA.RE

AUTOMANIA (MANIC
MECHAN&C) '

e

Runs on:  CBM 64 S
Made by: Mikro-Gen
Price: £7 a5

Yet another variant of the ‘mobile
maze' type of game. In this version, you
guide the mechanic, Wally Weeks,
around his garage and store room to col-
lect car parts. There are six parts of
each car to be collected, from wind-
screens to doors and wings. However,
as usual things are not quite as easy as
all that. There are ladders to negotiate
and gangplanks to walk along which are
constantly moving and are therefore
easy to fall off. The floor is strewn with
rubbish which you must jump over or
else you will fall over it and lose a life.
On top of all this, there is a time limit in
which you must complete the car.
This program is another in the ever
growing series in which Software
Houses offer cash prizes for the highest
verified scores sent in. In this case it is
i B 100 per month.

An interesting maze type game in which
you control Gilligan who has to
negotiate the labyrinths of a gold mine.
As you manoeuvre him through the
mine your task is to pick up bags of
Jold, carry them to a wheelbarrow and
:0 do so before your time runs out. As
always obstacles are in your way. There
zre three outlaws who roam the mine
znd who cause the loss of a life if they
catch you. This can be avoided by simp-
v evading them in the various corridors,
.p ladders or in lifts. They can be stunn-
=d temporarily by hitting them with
cickaxe handles that can be found
zround the mine.

A further method of escaping from
them is to jump onto small ore trucks
that roll along the corridors, but
ceware, if you mis-time your jump, they#
~ill run you over.

This is a multi screen game that
scrolls horizontally to show further
carts of the mine.

: eby:; Ocean Software
Price: . £7.90

It's a good job Daley Thompson won
the Olympic Gold because he has only
won silver compared with the Activi-
sion version in the software race.

The game follows the same format

£ as the Activision one but falls short with

the graphics. The figures are not as
realistic, more comic like, and the
screen is full of information and adver-
tisements. Did Boots really pay for this
privilege?

The main difference is that you get
four lives and unless you qualify at an
event, you will lose a life, and do not go
through all ten events.

Ocean use the ‘Turbo Loader’
loading system which is a plus in
favour. While the game is loading a
graphical representation of Daley
Thompson appears on screen with
background music for you to enjoy.

If 1| had not seen the Activision
Decathlon | would have been quite hap-
py with this effort, but | have!

NEAVAIN
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SOFTWARE

CLERKY

'_Runs on: - 48K Spectrum
Made by Unique Computer

~ Products

£5.99

Price:

Essentially this game is a question of
using four keys (or a joystick) to drive a
neatly animated clerk around a roughly
square office. White letters are posted
one at a time from one of six slots at the
top, and drift down slowly. The aim is
to pick it up (50 points) and deliver it to
the left hand side for filing (100 points).

You lose one of four lives if you are
hit by an inkpot (they move diagonally,
and quite fast), or collide with a bounc-
ing rubber.

There are ten levels, | signed off at
level 2 (it could have become
addictive!) The fame lacks the charm of
Escape (remember those intelligent little
dinosaurs?) or the complication of the
many rooms of Atic Atac. But it's
harmless enough, and fun.

This is a tactical game with three skill
levels which requires you to lead an ex-

pedition of climbers, sherpas and
porters to the top of Everest. All
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associated equipment also needs to be
transported up the mountain. This is not
as straightforward as it first seems as
the conditions may be against you. Also
each team member can only carry one
item per day.

The program loads in two parts, the
first part drawing a picture of Everest.
This is the only graphics in the game
and remains on the screen throughout.
The second part is the game itself. Both
parts are written in BASIC and for this
type of game this is no handicap.
The playing consists of forging new
routes and transporting food and equip-
ment between camps. At the end of
each day a status report tells you how
each camp is faring. You have around
30 days to reach the summit. | have not
made it yet even on the easiest level. If
you enjoy games of strategy then this
should appeal to you.

This game has all the features of the
original arcade game. It is colourful and
fast moving and has the option of using
a joystick or the keyboard. | used the
keyboard and found that it responded
instantly and was easy to use. A con-
tinuous firing feature means that you
only have to keep the space bar pressed
down rather than having to pound away
at it.

There is a hall of fame for the ten
highest scores. This is done using
customised graphics and reflects the
thought that seems to have gone into
the whole game. If Play It can come up
with more software of this quality for
the Lynx then we will be hearing a lot
more of them. | only hope that we do
not have too long a wait.

When Oric 1 first appeared, software as
bad as this was suffered for quite a
while by patient Oric owners. | thought

we would see no more but sadly | was:

wrong. | wouldn’t feel so aggrieved but
they even have the cheek to charge
nearly six pounds for it. Daylight rob-
bery!

For those of you still interested the
game involves navigating a warship and
troopship through a minefield while
defending yourself against gun bat-
teries, helicopters and submarines. The
game is written in BASIC and it shows!
The cassette inlay says 48K but it will

work on a 16K machine if the grab
command is used before loading.
One that | cannot recommend.

SCUBA DIVE

‘ Spectrum 48K
 Durell Software
- £6.95 .

Runs on:

If you have ever wanted to swim the icy
depths in search of sunken treasure,
then this is the game for you. Under
your careful control is a highly
manoeuvrable Frogman, who, with the
swish of a flipper can turn, dive, twist
and accelerate with beautiful motions,
in any conceivable direction, even up-
side down.

The object of the game is to collect
as many pearls and items of treasure as
you can before either your air runs out
or you are killed by one of the numerous
inhabitants of Davey Jones’s Locker.
Just to make life difficult your intrepid
Frogman has to put up with the fact
that he doesn’t even have any defence
against these nautical nasties. The only
real drawback with this game is when
the screen is scrolled, which tends to
jump into position. But that is a small
price to pay for the excellent graphics
contained.

So remember, when you are under-
water, no one can hear your screams!!!

| DURELLsof TWARE
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The object of Driller Tanks is to stop the
fire breathing Mammuts and their
mindless cohorts, the Skorks, from in-
vading the Summer House. The player,
as controller of the tanks, must clear a
path through the earth filled tunnels
beneath the Summer House and first
freeze, then crush the invaders.

The on screen graphics are good
although the animation is rather slow
and jerky. The demise of the invaded
Summer House is also very disappoin-
ting and could have been vastly improv-
ed upon. Sound is used to its full
capacity and enhances the game. In-
structions are provided on running the
game and shown on the screen clearly
and simply. The keyboard control,
nowever, is very awkward to use and
a joystick is desirable.

There are eight similar and

unstimulating screens after which the
game repeats itself.

9

n this game you play the part of an
scologically sensitive native trying to
orotect the ‘Krocatiles’ on your stretch
of jungle river. The poor souls are under
threat of extinction from both big white
aunters trying to turn them into hand-
oags and watersnakes who just love
<rocatile eggs.

You certainly have problems.
Natersnakes keep biting you, hunters
couldn’t care less whether they shoot
you or the swimming handbags,
<rocatile don’t appreciate your kind-
ness and they have a nasty habit of
zating you. ls it all worth it you might
ask! Well, unless you’ve got pretty nim-
ole fingers, it probably isn’t.

Considering the price and the Oric's
capabilities the graphics could have
ceen a little smoother but the music is
cure jungle, almost hypnotic.

Will other software houses please
~ote the superb tape loading program
_sed on this game.

E
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DARTZ

Runs on:  Spectrum 48K
Made by: Automata UK Ltd
Price: £5.00

This latest release from Automata tries,
without much effect to convey the at-
mosphere of a pub pastime onto the
screen. Not only does the player have to
compete against the dart board, he
must also put up with the constant
alcoholic intake which only serves to
make scoring more difficult.

The actual dart throwing procedure
is reasonably well done, giving the
player at least a fighting chance. There
are also some good skill factors includ-
ed, which makes it more than just a
game of chance. However, if the player
takes too long in bringing his score
down, then he becomes more and more
drunk, which inevitably leads to drop-
ped darts and darts bouncing out.

Due to this constant increase in
alcohol the longer the game takes the
more boring it becomes. As the skill fac-
tor changes to a hit and miss affair and
on one is really interested in losing a
game because they are paraletic
through no fault if their own!!!

Z|G ZAG is another maze game, but one
totally different to any | have seen
before for the Spectrum. It is in very
realistic 3D, and is graphically supefb:
very large aliens run away from you in
the maze, and your job is to corner
them, and then kill them. The screen
display features a 3D window with the
view of the maze and alien, and a map
of the whole maze.

The game does not finish as soon as
you have caught and destroyed the
alien, but you then gain access to a
larger section of the whole maze (to
start with, you are restricted to a small
part of it).

The sound effects are as good as can
be expected from the Spectrum, and
help make the game one of the best that
have been released recently.

J/RINIS;
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In this game you are presented with a
randomly generated layout of a factory
on several floors with connecting lad-
ders. Your task is to guide Felix down a
ladder from where he is tending the

generator, along a moving conveyor
belt, where he must jump over parcels,
and then up the other ladders to retrieve
an oil can.

All very easy you might think, but of
course there are the usual obstacles in
your way. There are blue, green and
pink gremlins which chase Felix and
can cause the loss of a life. However,
they can themselves be killed by Felix if
he attacks them with a conveniently
placed pitchfork. Another hazard is the
‘Factory Rat’ who periodically scuttles
across one of the floors accompanied
by a very realistic sound. He can also be
killed off by Felix strategically placing a
bag of poison. Having retrieved the oil
can, Felix must re-negotiate his way
back to the generator to fill it. Mean-
while the oil level in the generator has
been decreasing and if it runs out before
Felix returns, then the game is over.

The first time | tried to load Beam Rider |
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thought to myself ““Help! The com-
puter’s about to blow up!”’, for as soon
as it found the program my Dragon
began switching its cassette relat on
and off quite merrily half way through
each block of the program. After turn-
ing the computer on and off several
times, and them trying other tapes |
came to the conclusion that it must be
the Beam Rider program causing all this
alarm, so | left the tape running and sud-
denly, half way through the program
appeared the new Microdeal title screen
— a full colour hi-res picture of good old
Cuthbert!

Anyway, after all the heart attacks |
finally loaded Beam Rider to find quite a
good game. The right joystick is used in
order to move your Beam Rider across
the screen. Of the nearest block to you
in the direction you want to go is not im-
mediately adjacent then a beam is fired
to the block which your beam rider im-
mediately ‘rides’ at twice the normal
speed.

To make matters difficult, Chasers
(small red bugs with yellow eyes) follow
your beamer dround in a desparate at-
tempt to get in the way and destroy
you. There is one chaser in the first
2 screen and two on all the others. There
are also spinners (spinning yellow rings)
which move around at random.
spinner hits you your beam rider or the
energy beam then you lose a beamer.
Energizers (multicoloured spinning

squares) are formed when a Spinner

touches a block. Hitting these doubles
your score for the next 7 seconds (ap-
prox.) and allows you to temporarily
disable any Chaser which may hit you
while Energized. Extra points are also
awarded for hitting an energizer.

If a

What a pleasant change from games
of death and destruction. This game as
its name implies is a computerised ver-
sion of the childs card game where a
card is turned face up one at a time and
its matching pair attempted to be
located. If it is not found at the first try,
then the two cards are turned face
down again.

This game has seven successive
levels of difficulty ranging from dif-
ferences in colour only, to differences in
colour and pattern. If you fail to get all
of the pairs in a reasonable number of
tries, the program will not let you pro-
gress to the next level.

It can be played as a one or two
player game and has a high score table
at the end. There are catchy little tunes
at each stage of the game including a
snatch of ““Congratulations’’ at the suc-
cessful completion of a level.

TCHING
M&M%

The infamous Pink character has at last
made his debut in the computer scene:
he is the star of this new arcade adven-
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ture from PSS. PSS have rather recently
exploded their advertising profile, and
so | somehow expected more of a pro-
fessional game from them than their old
games, but | was disappointed.

The idea here is to find, and steal,
the jewel. There are dozens, literally, of
gendarmes out to arrest you, and at the
same time as avoiding these, you have
to collect various items.

The plot is fine, even good. Unfor-
tunately, the execution of it leaves
something to be desired. The graphics
are rather small, reminiscent of the very
first Spectrum games, until you reach
one of the second screens. There are
about a dozen different screens at this
stage, which you can get to from the
first, but even here, the graphics are
rather plain — except for the panther
itself (you) which is very well animated.

At this stage of the game, you have
to climb up to various different floors in
each building, looking for the objects.
Once you have for as far as you can (for

me this did not take too long) the way

ahead is very unclear, with the result
that you roam around not knowing
what to do, so the game soon palls.

Apart from this, the game is a j
straightforward adventure, but a real @
graphic one where you have to}
physically pick up objects (less easy @
and Kkill g

than you might hope)
policemen. Not my favourite, though a
step ahead of standard arcade games.

n Consultants

The object of this space-invader type
game is to seek out and destroy the
SEIDDAB Fleets (Yawn, Yawn) | seem
to remember this type of scenario
before. You are both armed with twin
laser guns.

If they hit you some of your huge
energy reserve is used up (when this is
all used up you have finished the game).
Also when you fire the energy reserve is
depleted. To replenish this reserve you
have to dock at a twin tanked fuel sta-
ton.

To actually hit a ship needs a high.

degree of accuracy — firstly the ship

nas to be close to you and then in the

very centre of your sights.

The graphics were designed to make

you think you were looking out of a
cockpit and were effective. Explosions

and oncoming ships looked realistic.

The sound was insignificant.

Overall, it was a well-written game
out | am a bit tired of “’shoot ‘'em up””
games. | became bored usually after 1.
nad scored 120 but to the space-
nvader game fanatic it is a good game.

Most people at some time in their lives
have claimed that they could run the
country better than the Government,

A GAME OF ;
GOVERNMENT MANAGEMENT

.

Spectrum

well here is an opportunity to put your
money (or balance of payments) where
your mouth is.

1984 is a game in which you take on
the role of Prime Minister, guiding the
country along the road to economic pro-
sperity, fighting inflation and unemploy-
ment in this comprehensive economic
simulation.

At the end of each year in office your
performance is displayed in the form of
histograms covering such economic in-
dicators as inflation and average earn-
ings. Should you survive 5 years in of-
fice you must place yourself at the mer-
cy of the electorate in a general election
and pray for leniency.

Overall this is a very professional
program, it is a good game and it could
well be suitable for use in an educa-
tional environment.

The title suggests the types of game, a
maze. You run through a large maze,
get a treasure and return to the start,
easy. Yes? No! These nasty Maziacs,
little black creatures who are the guar-
dians of the treasure are out to stop
you, although they always know where
you are they are not intelligent enough
to find their way through the maze. As
you leave the safety of your starting
place you should collect a sword, from
many placed randomly around the
maze, and be prepared to kill the guar-
dians. Continuing along don’t forget to
eat or your strength will be low and this
could be your downfall should you find
yourself without a sword, you lose the
sword everytime you kill a Maziac.

Two things help you on your way
along at least 250 moves. One is the
facility to see more than the one fiftieth
of the maze you normally see. It gives
you the chance to see a twelfth, this is
most useful with your second piece of
assistance, the prisoners, these poor
devils are trapped in the maze, but have
the knowledge of where the treasure is.
To get this valuable information just
brush up against one and he will colour
the route yellow the way in, in the first
place to the treasure, and on the way
out he will give you just as much help.
Three levels give you chance to die
quicker since there is less food, swords
and prisoners to sustain and assist you.
Finally, keep an eye on the two meters
provided, one is your strength, the
other how far you are from the treasure,
and it's amazing how often you‘re not
moving the second meter!!
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Sherlock has arrived and elementary it
is notl With The Hobbit still a perma-
nent fixture in most charts eighteen
months after being released, it seems
inevitable that Philip Mitchell’s latest of-
fering, based on Sir Arthur Conan
Doyle’s famous sleuth, will quickly join
its predecessor in that elite band of
software evergreens.

Set against a backdrop of Victorian
England, you take on the role of
Sherlock Holmes as he attempts to
solve a number of mysterious, but ap-
parently connected crimes. As with The
Hobbit, all the characters you may meet
lead lives of their own (“’Animaction’’)
and can be conversed within “’Inglish’’
(a subset of English) and instructed to
do or say things ("*Animtalk’’). The lat-
ter is not always fruitful as the
characters, being independent, make
their own minds up whether or not to be
co-operative.

As in Doyle’s originals, Doctor Wat-
son is there to accompany Holmes on
his travels rather like a loyal labrador
with about as much independence. One
is almost tempted to type in ‘Say to
Watson ‘‘Heel’”” or ''Fetch'’. In
retrospect the good Doctor should have
been made a little more intelligent and
useful!

The adventure begins at 8.00 one
sunny Monday morning in the upstairs
rooms of Holmes and Watson at 221B
Baker Street, London. We are greeted
with a beautifully detailed description of
the sitting room with maps and charts
on the walls, a table with acid stains in
one corner, and a pipe rack. A few
disappointments here, namely not being
able to pick up and smoke a pipe or find
a deerstalker to wear. Although these
are minor things in themselves (and no
doubt expensive on memory consump-
tion) it is this kind of attention to detail
and authenticity that would have
helped us mortals slip into the role of
Sherlock poised for some serious
sleuthing.

After some minutes Watson, who up
until now has had his head buried in this
morning’s Chronicle, draws our atten-
tion to a news story concerning two
murders in ‘‘Leather Head'', both ap-
prantley committed with the same
murder weapon. Why “‘Leather Head"’
two words, you ask? Answer simple —
“‘Leather Head'’ is the name of a fic-
ticious town invented by Mitchell, who
had never heard of Leatherhead, Sur-
rey.

The article goes on to say that the
famed Inspector Lestrade of Scotland
Yard has taken a personal interest in the
case and is visiting the scene of the
crimes this morning. The imparting of
this information seems to be the only
genuinly useful thing that Watson does!
Nevertheless, unable ever to walk away
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Melbourne House have just released Sherlock their successor
to The Hobbit and it looks as if it will be just as good. Here’'s an
in-depth review of this new adventure game.

tfrom a case, Sherlock sets off for
Leather Head.

Having worked out how to take a
cab and subsequently a train (sorry, no
help here or I'd spoil the fun), we arrive
at the main street in Leather Head. One
hint — pick the right train and choose
your travelling companions welll From
the main street, there are a number of
possible directions that our investiga-
tions could take including the Jones
Estate, where an extremely dead Mrs
Jones was found in the early hours of
the morning. Then, to the west, there is
a Brown Estate, where the lady of the
house was found on the lawn by the
gardener after he had been woken by
the sound of a gunshot.

Searching the houses and gardens
in, and around, Leather Head reveals
some very interesting clues about the
shady characters living in the area.
What, for instance, was the Major up to
druing the night of the murder? Does
Patricia Fender really exist, is Daphne
withholding information behind a wall
of sobs and tears, and where is Basil
really coming from?

Clues and Tips

“"Open All"" is useful.

When is the safe safe?

how many of each.

050 5 oo I IS 0

Initials!

Listen to the Inspector inspecting.

Keep your eye on the clock at all times.
Acting like a sheep can pay dividends.
Watch out for many red herrings.

When it comes to verbs, qualifications will help.
There are nearly 250 objects or locations, but we‘re not telling you

60

Having visited some 75% of the
locations in Sherlock, coversed with
many of its inhabitants, ripped people’s
alibis to shreds and been shot trying to
open a safe, we are still no closer to the
truth. But having gleefully invested
many hours trying to find out
“Whodunnit’’, it has become clear that
Sherlock will attract a sizeable cult
following, just like The Hobbit, and we
can expect special Sherlock ‘'helpline’’
columns to appear in many magazines
before long. In short, Sherlock is not to
be taken lightly.

Comments Overall

Text — sophisitcated text interaction
with good use of adjectives. Large
vocabulary of about 800 words —
similar to The Hobbit.

Graphics — poor! This game is essen-
tially a text adventure with some
graphical embroidery so that it could be
marketed as a graphic/text adventure
(against the wishes of Philip Mitchell) to
widen its appeal. This is an unfortunate
commercial compromise as the graphics
— such as they are — will be disppoin-
ting to most people. Also, the memory
that they consume would have allowed
for an even more elaborate text adven-
ture. The CBM64 version will have
more text than the Spectrum version.
General — a challenging and stimulating
adventure that will keep you pulling
yourhair out for months. Good attention
to authentic detail with some notable
exceptions. Thoroughly recommended,
if you like adventures, problem solving,
Sherlock Holmes’ novels or Chopin!

by David Bishop and Beth Wooding.
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REAL ARCADE ACTION!
FROM JETSOFT

LT AL '- LY A I Can you destroy the wicked wizard of castle Cavelon? Only
1 ) h : — after negotiating the six levels in his castle. Collect all the

] door pieces before you can attain the next level. Help is at
handin this allthrills, all action, real arcade game, when excalibur appears, achieve
indestructability. 3

Lt &

--.‘ M- s gl srce®

Al

\ 27 levels ot increasingly difficult real
arcade action. Based on the game
| Bongo, you mustavoid the chasing
| dinosaur, pterodactyls. falling
|  rocks, native spears and bouncing
Bongos. Negotiate rope bridges
and erupting volcanoes, picking
upthe treasures of alost
civilisation as you go —and
finally cage the dinosaur -
if you can!

BMXSTUNTS

BMX STUNTS Based on the original arcade game this action
packed game challenges your skill aver sixtests, straight
race, wheelie, ramp jump, slalom, bunny hops and the
ultimate test overa V.W. beetle in the Beetle ride.

[ MAIL ORDER PROTECTION SCHEME

If you order goods from Mail Order Advertisers in this
magazine and pay by post in advance of delivery, this
publication will consider you for compensation if the
advertiser should become insolvent or bankrupt,
provided:

“I felt like a kid
in a candy store”

-"__ \\‘b

1. You have not received the goods or had your money
returned; and

2. You writetothe publisher of this publication explain-
ing the position not earlier than 28 days from the day
you sent your order and not later than 2 months from
that day.

Please do not wait until the last moment to inform us.
When you write, we will tell you how to make your claim
and what evidence of payment is required.

AN That's what most people say on their first

; % \'fiSilbto SOftwar';e City. S&CKS of software We guarantee to meet claims from readers made in

= or busingss, home, education and i
)/ recreation. Ready for browsing. Every one accordance with the above procedure as soon as
=X\ discounted. Come See. Come Save! possible after the advertiser has been declared bankrupt
Programs; peripherats, disks and or msc_)lvent to a limit of £1,800 per annum _for any one
ies, plus a plete select advertiser, so affected, and up to £5,400 p.a. in respect of
of books and magazines. all insolvent advertisers. Claims may be paid for higher
SCLEWAREALIWAYS DISCOUNTED SSS amounts, or when the above procedures have not been

complied with, at the discretion of this publication, but
we do not guarantee to do so in view of the need to set
some limit to this commitment and to learn quickly of
reader's difficulties

This guarantee covers only advance payment sent in
direct response '> an advertisement in this magazine
(not, for example, payments made in response to cata-

logues, etc, received as a result of answering such
advertisements):

T8 THAMES STREET, KINGSTON 01-641 4931 CLASSIFIED ADVERTISEMENTS ARE EXCLUDED.

382 KINGS ROAD, CHELSEA 01-352 9220




They came from out of the desertto ™
. the lost city of Antescherand discovered
the Honm of the ANTS... ‘s

e midst of the

The Walled Clty of
a thousand, thousand
Great Desert inhabite
- who have made it their Home. L
' Then one day He and She arrive to play the
games through the wind-swept streets, ousti
the Ants from their exclusive occupatlon.
But the City seems to have a presence, a huge
brooding entity which hangs over the buildings
and in some mysteﬂous way controls the destiny
of those below ...

-ANTAT ACK3D
0 load Commodore!

avallable from

Selected titles available at
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- This diagonally | ; i A Y
scrolling mazegame i A v 7

f"f

% 5
A ;,;;,-’ S
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features superb 3D 5

graphics brilliant sound S
effects and requires 100% concentration to successf 1
helicopter through unknown hazards in order to complet
and live to play another day — Commodore 64 — £7.95
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TRADE ENQUIRIES: ANIROG SOFTWARE LTD. 29 WEST HILL DARTFORD KENT {0322_).9251 3/8
MAIL ORDER: 8 HIGH STREET HORLEY SURREY 24 HOUR CREDIT CARD SALES HORLEY (02934) 6083
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You were flying to your home base with
the ultimate laser gun. When, suddenly
there was a flash, and before you knew
what had happened you were heading
towards a city. Your only hope of sur-

vival is to destroy the city with bombs.

Features

. To get an extra life your score has to be
. greater than the high score, but if the

high score is zero then no extra is

. Wt
il 4%@ b

stead. If you choose the slow level,
when you get to level 13 the game
gradually speeds up.

Type out listing one and save to tape

' with the SAVE command e.g. SAVE

“C:"". Then turn off the system and
turn it on again and type out listing two,
When complete CSAVE it to tape just

after listing one. Now turn off your &%
system and rewind the tape. Then type =
RUN "*C:"" and wait for the program to

load

awarded but you do get 3000 pointsin-  Location

| 53249

Conversion Clues

The game uses player missile graphics
which are unique to only a few com-
puters. However, here is a list of a few
of the Atari p/m registers.

Function

Horizontal position of
player O POKE here to
move player O

53248

Horizontal position of
plazyer 1

53250 Horizontal position of
player 2

53251 Horizontal position of
player 3

53256 Size of player O, from O
10:3

53257 Size of player 1
53258 Size of player 2
53259 Size of player 3

623 Priority POKE

The rest of the locations set up the
resolution of the screen, colours and set
the high byte of where the PMG DATA

» area starts. This program also uses a

DLl routine. This is used to give 7
shades of blue for the sky, 3 shades of
green for the ground and a yellow and
red strip at the top.

| think the best conversion would be
for the BBC B as it has double width
text and you could possibly use a sprite
generator to obtain the p/m's. But it @
would be impossible to get the shaded *
background colour effects as it hasn’t
got the excellent 256 colour range!!




cUNO=S

15
2
V.1
H
G
F-

"_=L:

EvV=1

OM CH$(4) ,A$ (1) :CH$="FAST":POKE 559,8:G0OSUB 6000:G0T
@B@: REM ‘FAST  IN INVERSE

I=0

RAPHICS 17:POKE 559,@:L=5:G0SUB 25000
OKE 756,144:FP0OSITION @,@:7 #&63"IUP:z";5C: "
REM 9 SPACES & 1UFP IN INVERSE

7 POKE 71@,LEV¥#16+6

i@
: DR
20
45

X=2:Y=2:FOR D=2 TO 17:HIGH=LEV+5:COLOR 1461:PLOT D,2
AWTD D,21—-INT (RND (@) *HIGH) +1

NEXT D:COLDR 37:PLOT @,22:DRAWTO 19,22

POKE S559,46:G0SUEB 28000:POKE 709,113:POKE 708,94
GOSUE S@00

SOUND 3,40,60,2

POSITION X,Y:? #63" ";CHR$(34): X=X+1

LOCATE X+1,Y,Z:IF Z=161 THEN GOTO 7500

e IVariables Used

Level of play

High score

Lives

Horizontal position of
plane

Vertical position of plane
Height of the city
Flag to keep game
moving while bomb
being dropped
Delay in game
Player 3 horizontal
position

Player 2 horizontal
position

Player 4 horizontal
position

Score

Score flag

Horizontal position of
bomb

Vertical position of bomb
So you don’t destroy all
the line of the city
Start of display list
Start of p/m RAM
Vertical position of
player 1

Vertical position of
player 2

Vertical position of
player 3

Vertical position of
player 4

98 IF X=16 AND Y=21 THEN SOUND 3,
. 10@ IF CH#¥="FAST"
110 FOR T=1 TO TIME:NEXT T

121 X3=X3-1: PDKE

124

IF X*17 THEN POSITION X,Y:? #63 " ":Y=Y+1: X=0

IF PEEK (644)=0 AND BOMBFLAG=0 THEN VYOL=0:BOMX=X:BOMY
=¥Y+1: 6G05UER 1500

8@ IF BOMBFLAG=1 THEN GOSUB 1000

2,8,2:60T0 =000

THEN 128:REM "FAST" IN INVERSE
120 IF PEEK(764)=28 THEN FOKE 55%9,08:G0SUEB 280021:G0S5UBR 2
8002: POKE 55%,446:POKE 764,255:6G0T0 4000
53250,X3: IF X3<40 THEN XIZ=220:REM MOVE

122 X2=X2+1:POKE 53249,X2:1IF X2:>220 THEN X2=4@:REM MOVE

.S PLAYER 2

123 X4=X4-1:POKE S53251,X4:IF X4<4@ THEN X4=220:REM MOVE
S PLAYER 4

POKE 77,0

POSITION 4,8:7 #63SC:IF SC>HI AND CT=1 THEN CT=8:S0
3,0,0,0: SOUND 3,40,60,2:GOSUR 600

GOTO S8

POSITION 16,0:7 #6;L:COL=0:FOR REP=@ TO 35:FOR TY=5
TO 23 STEP —-500: TRAP 63@:S0OUND @,TY,10,15

IF HI<>@ THEN COL=COL+1:POKE 7@%,COL

NEXT TY:NEXT REP

625 IF HI=@ THEN SC=SC+30@00:FPOSITION 4,8:7 #&3:5C
630 TRAP 40000:S5S0UND 0,0,0,0:POKE 709,113: IF HI<>@ THEN

L=L+1:POSITION 16,@0:7 #6;L:RETURN

190@ POSITION BOMX,BOMY:? #&6:"#":POSITION BOMX,BOMY—1:7
#6463 " ":BOMY=BOMY+1 :
1005 TRAP 1@2@:SOUND @,BOMY,@,VOL:VOL=VOL+1 i
1220 IF BOMY>22 THEN SOUND @,0,0,2:POSITION BOMX,22:7 #
&3 "%" : BOMBFLAG=0: VOL=2: RETURN

1825 LOCATE BOMX,BOMY,R:IF @=1&61 THEN GOSUE 1590

1500 BOMBFLAG=1: RETURN

159@ SOUND @,255,8,15:HIT=HIT+1:SC=SC+40*LEV

1591 IF HIT>4 THEN HIT=0:BOMBFLAG=0:SOUND @,2,0,0:POSIT
ION BOMX,BOMY-1:7 #6&63" ":G0TO S0

1600 POSITION 4,0:7 #63;SC:SOUND 2,0,0,0

161@ RETURN

3IPP0 GOSUB 28@@1:POSITION 7,6:7 #6; "bonus":SC=SC+2000:F
OSITION 4,08:7 #6;SC:B0SUB 9000: POSITION 7.6:7 #6:"

n

3010 POKE 710,LEV*16+64

3811 IF SC>HI THEN HI=SC

3@14 SOUND ©2,0,0,0

3020 POKE 712,@:LEV=LEV+1:POKE 718,
HEN LEV=13: TIME=TIME-2

3030 POKE 559,0:G0T0 10

4000 GRAPHICS @:DL=FEEK (S&60) +2S6%FEEK (5461) +4:FOKE 71@,0
:FOKE 82,0:POKE 752,1:S0OUND 0,2,0,0:SOUND 1,2,0,0

4921 SOUND 3,0,0,0:POKE 756,144:COLGLOW=@:FPOKE 708,LEV#*
16+6

4P@2 POKE DL—-1,71:POKE DL+3,6:FOKE DL+2,6:POKE DL+5,7:P

LEV*1&6+6:z IF LEV>13 T




OKE DL+6,4:POKE DL+8,4

4383 FPOSITICN 2B, 4:7 “"CCCCCCccCcCcCCCcCooccoccococceeececth

CCCCCCC";:=:REM C°5 IN INVEREE

4004 SOUND @,250,10,15:50UND 1,248,10,15:POKE 533768,1:R

EM ‘city destroyer” IN INVERSE

4005 POSITION 3,8:7 #6:'"city destrover":POSITION 2,1:7

#63; " BY M.O0OSBORNE":POSITION 20,2

4006 7 #6; "the ultimate bomber":POSITION 22,8:7

OPTION for speed :-"j;CH*:REM OFTION IN INVERSE

4008 POSITION 22,10:7 "Press SELECT for level

EM SELECT IN INVERSE

4202 POSITION 22,12:7
IN INVERSE

40918 POSITION 29,20:7 "HIGHSCORE

4311 POSITION 29,18:7 "LASTSCORE

4025 POKE 755,2:POSITION 29,20:7

4@26 IF PEEK(S5327%9)=3 THEN GOSUB

4830 IF PEEK(53279)=5 THEN GOSUB 4800

4831 IF PEEK(764)=1537 THEN S50UND 0,0,0,@8:SOUND 1,2,0,0

POKE 7&4,255:6RAFHICS @:FOKE 710,@: GOSUB 32000:GOTO 1@

717}

4832 FUR DE=8@

"Press
g==st=} BV R

"Fress START to begin”":REM START
:II;HI
RS =1
"HIGHSCORE
47080

"3 HI

o 4

4033 IF PEEK(5327%)=6 THEN TIME=24:SC=0:S0UND @,0,0,9: S]

OUND 1,@,@,0:CT=1: BOMEBFLAG=0: GOSUE 28001:G60T0 5
4@34 PDKE 711 ,COLGLOW: COLGLOW=COLGLOW+1: IF COLGLOW>254
THEN COLGLOW=@
4035 NEXT DE
4@36 IF HI>@ THEN POSITION 29,2@0:7 "
L
4@37 POKE 755,1:FOR DE=@ TO 26:NEXT DE
4038 POKE 77,0
4049 GOTO 4@25
470@ IF CH$="FAST" THEN CH$="SL0W":G0TO 47@4:REM 'FAST
% ‘SLOW° IN INVERSE
4702 IF CH$="SLOK" THEN CH$="FAST":REM
IN INVERSE
4704 POSITION 39,9:7
s
4786 RETURN
4800 IF LEV>12 THEN LEV=0
4801 LEV=LEV+1:POSITION 39,11:7
TRL ARROW RIGHT'S
POKE 7@8,LEV*16+6: RETURN
SOUND 3,0,@,2:POKE 712,25@0:POSITION 3,3:7 #63"
"sLEV
VOL=15:FOR RE=@ TO &4@:FOR ER=89@ TO 4008 STEP 250:
S@11:S0OUND @,ER,10,V0L:VOL=VOL-@. 1:NEXT ER:NEXT RE
TRAF 42000
SOUND 2,0,@,08:FOR DE=@ TO 34@:NEXT DE:POSITION 3,3
2?7 #6637 ":REM 14 SPACES
5030 RETURN
6P0@ FOKE 559,0:A=PEEK (106) —8: P=256%A: POKE 54279 ,A:POKE
S3277,3:POKE 704,235: POKE 705,14:FOKE 70&,1@:POKE 707,
B8
6810 X1=190: X2=160: X3Z=106: X4=50
603@ Y1=35:Y2=40: YI=55:Y4=3
6048 FOR J=P+512 TO P+1@24:POKE J,@:NEXT J
6@5S@ RESTORE &D60:FOR J=P+S12+Y1 TO P+S19+Y1:READ A:POK
E J,A:NEXT J
&B68 DATA 24,60,126,126,126,60,24,@
607®0 RESTORE 6@8@:FOR J=P+&44@+YZ TO P+&440+7+Y2:READ A:P
OKE J,A:NEXT J
&@88 DATA 56,124,254,255,254,124,56,16
6090 RESTORE &@B@:FOR J=P+748+Y3 TO FP+768+7+Y3:READ A:P
OKE J,A:NEXT J
6100 RESTORE 6110:FOR J=P+896+Y4 TO P+894+7+Y4:READ A:P
OKE J,A:NEXT J

‘SLOW’ & ‘FAST®

"":CH$:REM B ESC CTRL ARROW RIGHT

IIII;LEV; ol ":REM 8 ESC C

LE

To convert the game to keyboar
change the following:

70 IF PEEK (53775)

251 and BOMB

FLAG=0 THEN POKE 764,255
VOL=0: BOMX=X: BOMY=Y+1

GOS 1500

To bomb press the shift key.

RUNdown

Lines

0-46
47
50-500

600-630
1000-1020
1025

1590-1610
3000-3030
4000-4802
5000-5030

6000-6130
7500-7530
7535-7550
9000-9040
25000--
25110
10000--
20020

30000--
32767

Action

Sets up screen
Creates plane sound
Main loop with
movements and
collision detections
Extra life and bonus
Moves bomb

Detects collision with
bomb

If city is hit with bomb
Bonus

Title display

Prints up level with
sound

Player missile graphics
Plane explosion

Game over routine
Complete a sheet soun

DL1 routine

SAVE and LOAD
HIGHSCORE

Also SAVE and LOAD




61200 POKE S3257,3:POKE S3258,1:POKE 5325%9,3

6125 FOKE 623,4:REM FPlayfields have priority over F/M
graphics

6138 RETURN

7008 1F SC:>HI THEN HI=SC

701@ GOSUB 7535:G0SUB 28@0A1:1. =5: G070 4000

7508 L=L—-1:IF L<1 THEN GOTO 7008

751@ FOSITION 16,0:7 #6;L:POSITION X,Y:? #63"

7511 REM F IN INVERSE

7520 FOSITION X+1,Y:7? #&46;"$":FOR D=255 TO @ STEFP —-4:50U

ND @,D,8,15:NEXT D:SOUND 0,0,0,@:FOSITION X+1,Y:7 #&63"

"

753@ X=0:Y=Y-Z:607T0 45

7535 SOUND *,0.0,0:FOR ZA=SZ24B TO S53251:FPOKE ZA,2:NEXT
ZA: GRAPHICS 18:FOSITION 5,5:7 #6;"GAME OVER"

7548 VO=15:FOR A=0 TO 255: TRAF 755@8: S0UND @,PEEK(A) ,10,

VOL:SOUND 1 ,FEEK (A) ,1@,V0:V0=V0-82.1:FOKE 708,FEEK(5377@

Y:NEXT A

7550 VOL.=9:S0OUND B,0,0,@:50UND 1,0,0,08: RETURN

R0 NUM=8:V0OL=15:COL1=@2

9010 FOR U=0.45 TO U+9028 STEF 40.48:SOUND @,U,10,V0OL:TR

AF 204@:FOR DE=@ TO NUM:NEXT DE:NUM=NUM- E 2

A28 IF NUM<@® THEN VOL=VOL-0@.1

9925 FDKE 711.COL1:COL1=C0OL1+1

FBAZI@ NEXT U

040 TRAF 40000: RETURN

999 REM °‘L° IN LOAD & ‘S° IN SAVE IN INVERSE

1008@ FOKE 752,1:7 " L0AD OR SAVE HIGHSCORE "3;:C

LOSE #Z:0PEN #2,4,0,"K:":REM 8 SFACES i

10005 GET #2,K

18018 IF K=ASC("L") THEN 7? CHR#F(125);:G60SUB 31000: TRAF

3I2767:6G0T0 2000

10020 IF K=ASC("S") THEN ? CHRF(125);:G6G05UB 3100@0: TRAF

32767:60T0 Z00020

12832 GOTO 190@A5 =

Z@0eaa 7 " SAVING HIGHSCORE":0PEN #1,8,0,"C: ": RFe

EM 1@ SPACES -

20013 PRINT #1;:;HI

20020 CILOSE #1:7? CHR#(125) 3" SAVING COMFLETE":

GOSUR Z2020:G0T0 4000

25000 RESTORE 25108:FOR A=1 TO 5&6:READ B:POKE 1535+A,H:

INEXT A ; e T

25010 D=FEEK (5&60) +256%*PEEK (561) R o

25020 POKE D+3,198:FOR A=1 TO Z23:FOKE D+5+A,134:NEXT A ” . ' .

H25SA30 POKE S12,0:FOKE S13,6:FOKE S54286,172: RETURN .

25108 DATA 72,138,72,238,88,6;174,80,6,187,31,6;141518; L
2,141,26,208,224,24,208,5,169,0,141 ,80,56,1024,170,104, W

b4
2511@ DATA 54,52,144,146,146,146,148,148,148,150,150, 1°
@,152,152,152,154,154,154, 156, 156, 156, 156,194,196, 198
28000 FOKE 53248, X1:POKE S3249,X2:POKE S3250,X3:FOKE 57
251 ,X4: RETURN

28001 FOR CL=53248 TO S3251:FOKE CL,@:NEXT CL:RETURN
28002 IF SC>HI THEN HI=SC

28003 RETURN

o020 ? LOADING HIGHSCORE":OPEN #1,4,@,"C:":
REM 1@ SPACES

30018 INPUT #1;HI

39@20@ CLOSE #1:7 CHR$(125);" LOADING COMPLETE"
:GOSUB 32020:G0T0 4000

31000 TRAP 31@1@:LPRINT

31010 TRAP 4@0@00:FOKE 764,12:RETURN

32008 IF SC>HI THEN HI=SC

32018 RETURN

32028 FOR DEL=1 TO S@@:NEXT DEL:RETURN

32766 POKE 65,0: TRAFP I2766:LPRINT

32767 ? CHR$(125);" TAPE LOAD ERROR":GOSUB 32
@20:CLOSE #1:? :GOTO 1000@:REM SPACES
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As a special feature this month we bring you the rundown on the popular
BBC TV program Automan. Jon Abbot, takes up the story...

A short while back last year, Glen Lar-
son, creator of many a larger-than-life
TV tough guy, including Magnum, The
Fall Guy, Buck Rogers, Jake Cutter, the
"“Indiana Jones’’ lookalike from Tales
Of The Golden Monkey, Knight Rider
and others, came up with two new TV
super-heroes for American TV's new
season last year. One of them was
Manimal, who eventually made his ap-
pearance a couple of months ago — it
featured Simon MacCorkindale as a
research scientist who could transform
himself into a variety of different
animals, but met early cancellation in
the US ratings game. Undeterred, Lar-
son went ahead with the other,
Automan, which stars Lucille Ball's off-
spring, Desi Arnez Junior, as a com-
puter wizard, who, in the grand tradi-
tion of all super-hero fantasies, sudden-
ly gains a super-strong alter-ego!
Automan is a video-game creation
come to life, and whose arrival is in-
| variably accompanied by flickering
lights, electrical disturbances, and sud-
den temors that leave no ornament un-
touched! Automan knows ‘‘everyone’’
from Pac-Man and Donkey Kong to the
| traffic lights computer, and he can walk
| through walls, create super-vehicles out
i of thin air, absorb his creator into his
| body, and drive a computer-game car
| that does 90 degree turns! “‘If he can
take that corner, | can!’”” snaps a
misguided hood in the pilot episode. ‘

Great Graphics

There’s a number of clever effects in
the series too, including a video-game
‘plane that disappears just as it lands,
leaving Walter (Arnez) sitting on the tar-
mac, a brick wall that springs out of
nowhere to baffle some pursuers, dollar
signs that follow hookers, and a power
shortage that lets Automan walk
through a wall to safety but leaves
Arnez behind as he goes! Automan is
probably the best TV super-hero to
date, perhaps because his series moves
along at a cracking pace with the hero
actually on-screen as often as his other
half, unlike previous TV super-heroes
who, for mostly economic reasons, had
their super-feats limited to one or two
appearances per programme. Also,
although the show owes a lot to comic-
book traditions (a trusting girlfriend, a
tough boss, a Mr. Puny-verse who
becomes Mr. Universe), Automan is the
first TV super-hero not to have been ob-
viously swiped wholesale from the
comics.

So how can Automan afford to be
on-screen so much of the time? Well,
the optical effects are simple and
straightforward to produce, yet surpris-
ingly successful. Actor Chuck Wagner
wears a suit made partially of a shade of
blue that the camera won't pick up —
it's the same process used to make pic-




tures appear behind TV newscasters
that aren’t really there, and, more ex-
pensively, to make spaceships sup-
posedly whiz through space in series
like Battlestar Galactica and Buck
Rogers, two other Larson productions.
Onto this is superimposed a spec-
tacular, sparkling background of stars
that give Automan his unearthly ap-
pearance. Other effects are, quite
understandably, computer graphics
flashed on the screen in the outline of a
car, ‘copter, or plane, while the camera
is halted and the real thing is slipped in.

Although in reality Automan is the
creation of producer Glen Larson, in the
series he's the product of computer
wizard Walter Nebicher, a put-upon
worker in the local police department.
Nebicher (Arnez) programmed Automan
to emulate not just one or two but all of
today’'s media heroes — ""On a scale of
one to ten’’, explains Automan on his
first appearance from the ‘‘twilight
zone'' of computer games, ‘‘think of
me as an eleven’’. Automan isn’t lying
or boasting, because, as he explains to
his bemused originator, he's been pro-
grammed never to lie.

Cashing in on crazes

In one episode, Automan thinks he's
James Bond; in another he wows the
ladies in a disco with his ability to im-
itate John Travolta. (Larson has never
been slow to cash in on a trend — the ti-
tle of the episode, the first in the series
after the pilot, but the second to be
screened by the BBC — is titled "' Stay-
ing Alive While Running A High
Flashdance Fever’'! At least Larson's
honest about his, er, Larson-y). Another
episode has the poor guy plugged into a
Dallas-style soap on TV and having his

wholesomeness corrupted by coming
out of the experience as a J.R. Clone!
The series offers numerous in-jokes for
computer freaks which will go over the
heads of many viewers unfamiliar with
computer terminology, and plenty of
moralising and pontificating on the sub-
ject of man and machine. Generally
though, the series is pretty sympathetic
and encouraging to the computer
generation, and Walter and Automan
constantly tease each other about their
various shortcomings.

As Chuck Wagner, who plays the
musclebound Peter Pan figure told Fan-
tastic Films magazine, ‘'Just as people
are becoming more aware of computers
in their daily lives, Automan is becom-
ing increasingly aware of the world of
humans. | believe that the show is
creating a friendlier picture of the com-
puter for America. We've all seen
movies where the computer is a good
tool but used in the wrong way. In
Automan we're adding literally a human
element to the public’'s perception of
the computer’’. Like Lou Ferrigne, TV's
Hulk, Wagner grew up with the Marvel
and DC Comic super-heroes, as well as
other TV series like Automan (such as
Star Trek) which present audiences
with a positive vision of the future.

Wagner has compared Automan
with the machine-like character of Mr.
Spock on more than one occasion, and,
like the comic-strip heroes, Automan
has a weakness...he needs a vast
amount of electrical energy to stay in
““our’’ world, and consequently can on-
ly appear at night working to full capaci-
ty. As soon as the city wakes up, and
starts switching on their TVs, radios
and other appliances, Automan and his
powers start to fade, leaving hapless
Walter high and dry!

With a voice like Remington Steele,
and an ego to match, Automan is ac-
companied by a Close Encounters-style
blob of light that manifests itself at the
beginning of each of Automan’s spec-
tacular appearances...like a sort of ad-
vance scout. As Automan’s impish in-
nocence is reminiscent of Disney’s
Peter Pan, it seems only right that he
should have his own futuristic
““Tinkerbell’", although this odd
character has a michievous mind of his
own and an inexplicable “‘eye’’ for the
ladies, although quite what he intends
to do with them when ‘‘caught’’ re-
mains a mystery! Automan, on the
other hand, is the eternal child and his
innocence and naivete forms the basis
of many of the series’ most amusing in-
cidents. It's a series for all the family to
watch; after all, there’s a bit of the eter-
nal child in all of use!




KALAH
One of the oldest games in the world! Originally played by
Hedouins using pebbles and holes scooped in the desert
sand, this strategy game has absorbed the mind of man for
thousands of years. Superb graphics and music, with a
choice of levels and depth of search. Easy to learn,
fiendishly difficuit to beat!

£7.95 Disk £9.95

SOFTWARE FROM SCOTLND

Talent games should shortly be available from your local
software retailer or post off the coupon now.

INSTANT CREDITCARD 24 HOUR ORDERING SERVICE TEL 041 552 2128

Lyoyit isasy
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WEST

A compulsive adventure game setin a ghost town in the
‘Wild West. Your task - to flush out a gang of bank robbers
and retrieve their loot—with only your trusty steed and your

LASER REFLEX ARCHIPELAGO
Anew angle in alien zapping! Againsta brilliant drop Darey into the ancient undersea labyrinths

of stars, you must defend your asteroid base from wave whlch link the islands of the Archipelago? Fabulous jewels
after wave of swooping mutating starships. Your defence - await you there — but the guardians of the treasure mark

apowerful laser deflected againsta ghntmlrmr How long | your every move, waiting to deal a swift and terrible six-shooter to aid you!
can you hold your vengeance. How long can you survive? zstme‘:::ed of your draw, your skill at cards, your powers
BBC Model B Cassette £7.95 = = graphi survi
Electron Cassette £7.95 ::::irr’l:t'rlo?nl:sr;‘:;? Rarked gams eebs el e The first of a stunning series of adventure games from Allan
R e e S Black, played in real-time.
(joystick de s £9.95 Disk £12.95
) BBC Model (text only)Cassette £7.95
= Electron (text only) Cassette £2.95
PANORAMA (H) e s e

An outstanding graphics package for the Commodore 64.
Features include: free-hand sketches, circles, ellipses, block
move, copy and reverse, magnification choice of cursor,

TO: TALENT COMPUTER SYSTEMS FREEPOST (no stamp required) GLASGOW G4 0BR
Please send me the following items

joystick or key control. PLUS texture definition and texture < s SELhLLE Y Dsany
PANORAMA [H] — Cassette (E17.95 LASER REFLEX — Casserte(E 7.95]
and colour fill. PANORAMA (H) uses the full colour facilities PANORAMA Ir,,,ﬂ = Disk (IE 1 9795i WEST [text only] i Casseme{li 7 %I
of the Commdore 64. ARCHIPELAGO - Cassette [E 7.95) ELECTRON
64 £17.95Disk £19.95 ARCHIPELAGO —_ Disk (£ 9.95] LASER REFLEX — Cassette[E 7.95)
The programme is menu-driven and comes with a KALAH — Cassette (£ 7.95) WEST [text only} Cassertel€ 7.95)
* | KALAH — Disk (£ 9.95] Total finciudes postage and packing|
N WEST — Cassette (€ 9.95)
WEST — Disk  {E12.95]

1 enclose a PO/Cheque 1o the value of £

e . mei, I ‘
Ib;‘:" l | remecsonmaceess (T T T T T T TTTTTTT1]

Name [block capitals)

Signature Tel

Please allow up to 28 days for delivery. We shall not bank your remittance until your order has been despatched
Deaier enquiries welcome. Contact Veranica Colin on 041-552 2128

Curran Building, 101 St James Road
Glasgow G4 ONS Tel 041 552 2128

I Address
I Post Code




evie
nowing "o \:15'4'
t:::a? wike RO

puts

The Commodore Plus/4 is Com-
modore’s first entry into the top level
home/very small business bracket.
Commodore said that it wasn't suitable
for running a business but went on to
say that it could be used in certain ap-
plications for a ‘professional’ person.
This is one of the most honest
statements that | have heard a com-
puter company say on the subject of
the business use of a home computer,
Clive Sinclair once said that you could
run a power station on a ZX80 (1K
RAM, 4K ROM, and no keyboard)!!!

Where this business subject comes
from is the four built in software
packages — wordprocessor, spread-
sheet, database and graphics — hence
Plus /4.

Externally the Plus/4 is a gunmetal
coloured wedge shaped box with a
keyboard taking up most of the room on
the top and ports and interfaces taking
up the whole of the back and sides.
Now it becomes obvious why Com-
modore opted for the smaller type of
connector instead of keeping the same
type as thay have for ages. If the normal
‘chunky’ type edge connectors and D
sockets were used there would not be
enough room around the edge of the
machine.

Shades of SX

The keyboard excells even Com-
modore’s beautiful quality although
some people that have used it express
reservations when they first get to dab-
ble with it. However, after a period of
use everybody loves it.

The keyboard is very similar to the
SX-64, and is angled, sculptured, and
curved. This makes typing on it a real
dream. The layout consists of 68 keys,
60 of which are normal and four func-
tion keys above the top row and four
cursor control keys arranged in a cross
formation. One odd thing about these
keys is their shape, they look like ar-
rows — the way the arrow is pointing
indicates the direction that the cursor
will go in.
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The ports around the back and sides
of the box show a departure from the
64 VIC stable. The VIC and 64 had
almost identical 1/0.

Most things that are left have been
changed: The cartridge/expansion port
has been reduced in size to stop people
shoving CBM64 cartridges into it. It is
unknown whether the highly advanced
structure of the CBM64's slot is
duplicated with the facility for second
processors etc. But given the nature of
the machine as a small system/serious
device, this is more than a distinct
possibility.

If the ROMs are removed the function
key goes back to its original state. Ex-
ternal ROMs will go on F2. It is
unknown how many ROM cartridges
can be attached to the machine at once,
but the complexities of the memory
management system built into the
Plus/4 could easily handle several.

What's all that DIN?

The two D9 connectors of the CBM, 64
have been dispenced with and replaced
with mini DIN connectors. This means
you can only buy Commodore’s
joysticks. Commodore joysticks are not
the best things in the world, even their
new ‘hi-tec’ style ones.

The cassette recorder socket is also
a mini DIN connector, this is because
the new C16 cassette deck is different
to the old tape decks. The Plus/4 is at
its best with disk drives, including the
new high speed ones intended for this
new range of machines.

Thankfully Commodore have left the
serial BUS, and the audio/video connec-
tor alone. All of Commodore’s exsiting
peripherals, that use these ports, will
work straight off, so there are already
printers and disk drives available for the
machine. Though it may be worth the
wait to get hold of their new disks
which use the cartridge port and are a
lot faster than the old ones.

Moving on to the internal hardware
reveals some surprises. Most of the in-
sides are driven via one big chip. Called
either the 7501 or the TED chip depen-
ding on your inclination, it combines a
6510 processor at 2 MHz with a sound

The Plus/4 supports sideways
ROMS, these were first implemented on
the BBC micro some years ago and
computers are starting to get these
featured. Commodore call them 'Func-
tion key packages’. The reason for this
rather strange name is that when the
machine boots up, it checks to see if
there are any ROMs attached. If there is
then it will assign each ROM to a func-
tion key. The internal software uses this
system so pressing F1 gets you into it.

timers,
memory banking, and graphics genera-
tion. In all it has 19 registers to control
things.

generator, input/output,

Son et Lumiére

Sound ability is as good as can be ex-
pected although it only has two chan-
nels. These can be two sound channels
or one sound and one noise (for special
effects). Nearly all the advanced sound
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features of the SID chip have been left
out like ADSR, filtering and modulation.

Graphics ability is superb. It is
natural that this will be compared with
the Commodore 64 as there are a lot of
similarities in spec, the graphics are dif-
ferent and there are currently two
schools of thought as tc which is better
the CBM64 or the Plus/4.

I he big difference is sprites. These
wonderful things that make games pro-
gramming easy have been chopped
from the Plus/4. In their place is a soft-
ware simulation of them from Basic
where you can extract an area of the
screen and store it in a string. This str-
ing can then be recalled and put back on
the screen at any point. There are also
other options to manipulate these ob-
jects, but they are not true sprites, a
large 120 byte object takes about a
quarter of a second to write to the
screen.

The trade-off against sprites is more
colour. The screen of the Plus/4 can
have 128 colours (121 excluding
black) made up of 16 colours, 8
luminence levels, and flashing. Screen
size is 40 x 25 text with four other
graphics modes. The other graphics
modes are 320 x 200 with the
previously mentioned 128 colours be-
ing used in a colour map system, and
160 x 200 in a multicolour form. Both
hires screens have an option to leave
four text lines at the bottom of the
screen. There are some other graphics
modes and options but these are only
available by POKEing. UDGs are obtain-
ed by POKEing and manipulation of
registers.

Good Character

The manual gives no hint of these
although thay are very straightforward
to obtain. When playing with UDGs one

other feature becomes apparent. A
character generator is 2K long, (256 x
8 bytes) the Plus/4s is only 1K long,
how come? Well, the long and short of
it is that the Plus/4s uses a hardware
reverse field attribute. The top bit of the
current character displayed indicates
whether it is inverted or not. This has
some advantages and disadvantages.
The advantage is in memory comsump-
tion. The disadvantages are that you
can only have 128 UDGs, and flashing
works in a rather strange way. A
reverse field space is shown as a black
square, when you flash it instead of get-
ting a flashing square nothing happens.
This is quite confusing until you realise
that a flashing space doesn’t change.
Other modes not documented in-
clude Extended Background Colour
mode, which gives you different
backgrond colours as well as
foreground colours, and multicolour
characters where each character can be
made up out of a number of colours.
There may be others but | must wait un-
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til | get a technical manual to find them
out.

This brings me onto another point.
The Basic is ideal for an inexperienced
user or an experienced Basic user, but
what about us machine code hacks and
people that wouldn't use Basic if they
were paid to?

The answer is TEDMON this is a full
feature assembler, disassembler,
monitor and debugger. It is similar to
Extramon and is very good indeed. This
makes writing assembly language very
easy as you already have most of the
development software built in.

The monitor can also be called by us-
ing the reset button. This is a great
feature and is a little recess at the side.
Press it in and the machine goes back to
its power on state — memory contents
are preserved but it is awkward to get
at them. The beauty of it all is when you
keep the STOP key pressed down at the
same time as you press in the reset key.
The computer jumps into the monitor,
key in ‘X’ (for eXit) and you are back in
Basic. Complete with an intact pro-
gram.

The Manual is excellent and way
past Commodore's usual standard. It is
informative and instructional for the
first time user. For the experienced per-
son there are memory maps and register
details.

The Plus/4 scores over its little
brother the C16 by having 64K of
memory, now comes the good bit — the
Basic has built in memory banking so
that you can use the extra memory to
the full — 60K! When using Hi-res this
only cuts you down to 50K. Compare
that to a BBC which leaves you with a
fifth of that after hi-res has taken its
chunk out. This mammoth (sorry
elefantine!) memory will mean that
there should be a lot of huge advan-
tages and great arcade games on the
market to use this.

The Basic is identical to the C16 and
all | said last month applies here. This is
the computer of todays excellent Basic,
keyboard, software built in, and best of
all a vast amount of user memory. The
problem is whether it is worth it at the
price — £299. This is well below the
BBC with which it is comparable. But
then the BBC always was over priced.
Only time will tell with this computer,
as it is carving a new area in the market.
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The phrase ‘Paperless Office’ has been used in recent years to describe
the office of the near future where everything is computerised. The pro-
blem is that ‘Paperless Offices’ generate more paper than normal ones!!
Why? — Printers.

Why get a printer, do your really need one, and what use for games are
they anyhow? Mike Roberts investigates.

M-1009

Interface: Centronics
Made by: Brother
Price: £199

The Brother M-1009 makes no excuse
about being a budget priced printer, and
at £199 it is priced as such. Setting up
with an Atari with an interface gave no
difficulty. If being used with an Atari an
appropriate interface must be bought as
the Brother uses Centronics and the
Atari has no Centronics port. Using it on
a BBC or Oric was easy — you just plug
itin.

Setting the CR/LF situation was
quite difficult as the DIP switches were
in a different orientation to that explain-
ed in the manual.

The problem was soon sorted out
and all was well. | have seen easier DIP
switches to get at, but at least you
don’t have to take the machine to bits.

Print quality is reasonable but not
fantastic. Ribbons are rather awkward
to obtain as they are none of the com-
mon types. All the normal facilities are
present like hires, enlarged (40 cols),
condensed (132 cols), emphasized,
subscripts etc.

Verdict: Easy to use, a bit slow, but
good value all the same. There also
seems to be a certain level of com-
patibility with Epson printers, but | have
not had a chance to check this.

PRINTE

Printers have a variety of uses, but in this context they would be used mainly for
programming. A printer should be your third peripheral after a disk drive and a
joystick.

Interfaces for printers are more or less standard with the Centronics interface
being predominant. Most computers have a Centronics interface or can be made to
have one. Most of the printers featured here have a Centronics interface.

The big problem is printer configuration, thatis do | CR/LF or just CR, how many
lines per page, what width paper am | using. Luckily this need only be done once
(unless you have more than one computer).

on the supplied paper, which is a special
type, but that defeats the object of not
using thermal paper!

The ribbons are only made by
Brother but they should not be hard to
get hold of. Three ribbons are supplied.

Verdict: Compact, quiet, cheap. The
worst thing about it is the speed which
is rather slow.

HR5

Interface: Centronics
Made by: Brother
Price: £159

The HRS5 is very similar to the M-1009
except that it is slightly smaller, runs on
batteries, and is thermal!

You can plug in a mains adaptor and
this is advised as the batteries run down
very fast,

Also supplied is a roll of paper and
some ‘thermal transfer’ ribbons. Ther-
mal transfer ribbons are ribbons that
can be used on thermal printers to pro-
duce print on non thermal paper. This is
a good idea but the ribbons are expen-
sive and the quality leaves something to
be desired. However the quality is good
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Interface: Commodore IEEE
Serial BUS

Made by: Commodore

Price: £99

This is one of those printers based on
the four pen plotter/printer mechanism.
This one has the Commodore badge
plastered on it and communicates down
the, now infamous, serial bus.

Of all the plotter/printers based on
this mechanism | like this the best
because you can use text and graphics
at the same time. The secondary ad-
dress system is used to great effect,
you can have two files open at once —
one for text and one for graphics, unlike
most implementations where you must
switch between modes.

One problem is the Commodore
reverse field characters. This is solved
by drawing a line below the character
that would be inverted.

Most Commodore printers use
device number four, this uses device
six. A lot of software defaults to device
four so you may not be able to use a lot
of software with this — check first.

Print quality is excellent but at the
cost of speed (12 cps), paper is of the
four and half inch variety and comes on
a roll. Spare rolls can be acquired at a
reasonable price from Tandy.

The print mechanism is via four ball
point pens, each pen is a differnt colour,
red, green, blue, black. Spare pens can
also be got from Tandy at about half the
price that Commodore want for them.
As well as four colours a number of dif-
ferent print sizes are available ranging
from a readable 80 columns to four
characters per line. You can also print
up down and upside-down.

Graphics are good and allow drawing
lines between any two points on the
paper without breaking or stepping. A
horizontal resolution of about 960
steps is attainable.

Various line styles are also available

for dotted lines etc.
Verdict: At £99 this represents ex-
cellent value, the documentation is ex-
cellent and examples are given, a
definite must for the Commodore
owner with a small budget.
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GP-50S8

Interface: Sinclair
Made by: Seikosha
Price: £99.95

This little device is designed to emulate
the, now defunct, Sinclair ZX elec-
trostatic printer. It is small in size and
acts just like a Sinclair printer.

The machine plugs into the rear ex-
pansion slot of the computer and there
is an external power supply. Print
method is by straighforward dot matrix
onto plain paper through a ribbon —
quite unusaul in this class of product.
Loading paper is rather awkward and
takes a few attempts. The ribbon is
likewise rather fiddly — but these pro-
blems are only there because of the
compactness of the device.

There are no special functions other
than those which the Spectrum pro-
vides.

Verdict: Good quality for a Spec-
trum, the paper is cheap and this makes
it cheap to run.
rather odd, but totally logical for this

GP-700A

Interface: Centronics
Made by: Seikosha
Price: £349.95

The unusual thing about this printer is
its ability to print in eight different col-
ours.

The way it does this is by having a
four colour ribbon (cyan, magenta,
yellow, black) that rotates diagonally
across the print head. These four col-
ours are mixed in some way to produce
the primary colours. When the ribbon is
new the colour balance is good, but
after a while the red turns a bit brown
looking.

Full colour screen-dumps can be pro-
duced by using ‘RGB’ mode. This is a hi-
res mode where you plot points of col-
our across the paper much like a raster
dot passes across the TV screen.

The inking method of the printer is

system. The Ribbon, by necessity, is
rather thick. This makes it difficult to

have a large long lasting one. So
Seikoisha have opted for a short con-
tinuous loop ribbon and four ink bottles.
This system enables you to replace only
the ink that has run out, so as you are
more likely to use up black than yellow,
you can just replace the black cartridge.
Print speed is very slow, 30cps, but
when you see a full colour screen dump
come churning out it is worth the wait.
The ZX LPRINT Il interface by Euro
Electronics has built in software for
screen dumps to various printers, the
only colour printer supported is the
700. Having this facility built in is ex-
cellent and it is well worth buying both
of these items if you have a Spectrum.
As colour printers go this is of
reasonable quality. Ink Jet printers are
better but they are more costly to run. It
is also slow, but this is something you
have to live with if you want colour.
Verdict: I'm not sure of the sort of
person who would want a colour
printer. They are great novelty value
and they add a lot to printer generated
documentation. With a full colour
screen dump capability it is a lot of fun.
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...for as many uses
asYOU
canimagine!

With Grafpad you can now add a new dimension to your
computer enjoyment, but most important, it helps you
create yourown application programmes by the simple use
of the Grafpad!

The BBC Grafpad comes complete with cassette and disk
comprising of three programmes.

THE FIRST PROGRAMME
displays the co-ordinates of your screen area. The
co-ordinates are based on the screen with a grid size of
1023 x 1279 pixel, also in the Grafpad giving you a grid
size of 320 x 256 pixels! This s to allow you to write your
own graphic programmes.

THE SECOND PROGRAMME
provides you with the utilities for circles,
squares, triangles, free-hand, erasing
line-drawing etc, and of course, full
“Fill-in" facility in 16 different colours by
the simple use of the pen!

Draw from a simple apple to a computer
circuit - store in cassette or disk,
perhaps transfer directto a

printer - in black and white

or full glorious colour!

THE THIRD PROGRAMME

The unique C.A.D. (Computer Aided Designs) programme
adds further enjoyment and professionalism to your
computer designs!

The Grafpad comes complete with Operational Manual,
Programmes, The Grafpad and Pen and it simply plugs
in your computer.

L

S ) LR

(The above designs were drawn by a 12-year-old at our
showrooms!)

BRITISH MICRO

A HEGOTRON GROUP COMPANY

Jnit Q2, Penfold Works, Imperial Way, Watford,
HERTS WD24YY
TEL:(0923)48222.
TELEX: 946024

== e S o I

(Size: 25mm height x 355mm width x 260mm depth)
Weight: 1.2kg (Gross)

HOW TO ORDER:

BY TELEPHONE BY POST:

If you are an Access Card Holder Simply fill in your requirementson a
simply telephone us giving your Card sheet of paper, enclosing your

No., Name, Address and item(s) cheque/P.0. made payableto:
required and your orders will be BRITISHMICRO.

dispatched within 48 hours! Please allow 14 days for delivery.

DEALER INQUIRIES WELCOMED
SPECIAL DISCOUNTS FOR EDUCATIONAL
AUTHORITIES

e e e e e
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. THE PYRAMID is an.arcade style game which has a very adventurous feel to it.

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

The Pyramid is inhabited by a total of 60 wierd and exotic alien types, all of which are *
beautifully animated. You will meet a whole vafiety of demons, droids, insects and monsters, with a
sprinkling of the more unusual; the extra-terrestrial tweezers, galactic strawbefry, &osmic claw,
mutant eye, plus a whole-host of entities that defy ratlonal descnptlon You will no doubt invent
your own nicknames. .

You proceed to explore the Pyramid from top to bottom with.the difficulty generally
increasing with the depth of level. Depending onthe choice of exit fronteash amber you are likely
to have a different game every time you play, -

Apart from the challenge of trying to* 7{\
achieve the highest score possible the

)&

pyramid contains a number puzzle to R
solve. The more chambers you ki o > 4
successfully visit the more informatior - _ .

is gathered to enable you to dlscover i P
the secret numbers of the pyfamid. £7 77 7 7 T
The puzzle won't take y@g a Yy _ v
few days tosolve, itwill =, £
probably take you a :

few months.

- Compatible with all leading joysticks.

For 48K
Spectrum

THE PYRAMID is available at £5.50 from
FANTASY SOFTWARE, FAUCONBERG LODGE, 27A ST. GEORGES ROAD, CHEITENHAM, GLOS GL50 3DT
despatched by return first class post together with a membership number entitling you to discount
on our forthcoming blockbusting software.

Trade Enquiries welcome — telephone 0242 -583661
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f/ special introductory offer
you may find
a gold sovereign
in one of these games
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10 gold sovereigns
must be won
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FE.ducation’s ascream
down at Spooky Manor:

\cornsoft have a range of education programs that
encourage children to think logically and creatively.
And at lhq same time. they make |(-.nn|nn lnmul [un.

SPOOKY MANOR: An adventure game for up to
four players. Where exploring the creepy old house and
solving mysteries involves co-operation and planning.
It is suitable for children aged seven and upwards but
many adults will enjoy the challenge it provides.

WORKSHOP: An easy to use and completely

dptl\(ltlnﬂ program. Full of unusual machiner.

By experiment children discover what each of the mach-
ines can do with simple geometrice shapes. For ages three
or over. Workshop encourages highly creative thinking
and experimentation.

ABC: A writing tool designed for young writers
aged seven and up\uml» [tis easily ope rated and quickly
understood and before they re alise it children will be
creating and reshaping their words and ideas.

ALKBACK: Both entertaining and demanding.
It allows children to create their own computer
‘characters’ capable of holding simple conversations on
the screen and provides valuable lessons in both English

and computer literacy. For ages ten and over.

All four programs are ‘available for the BBC Micro
computer on either cassette (£9.95) or dise (£11.50).
Talkback and Workshop are also available for the Electron
on cassette (£9.20),

For vour local Acornsoft stockist or to order by
credit card simply ring 0933 79300 during office hours.
\lternatively yvou can order the programs by writing to
\cornsoft. ¢/o Vector Marke ‘ting. London R oad.
Wellingborough. Northants. \\g 2RI

cheque or postal order. Please allow 21 dayvs for delivery.

enclosing a

A v DO SCATON
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Computer Games
WE ONLY SELL THE BEST

We will also send out your order on the same day we receive it

SPECTRUM COMMODORE
D.T. Decathion................... £6.45 International Soccer............ £9.45
Monty Mole..... .£6.45 Summer Games....... . £13.95
Beach Head .. £7.45 D.T. Decathlon... £7.45
Frank N Stein . £5.45 Monty Mole..... £7.45

Sabre Wulf. ..
Full Throttle.

Potty Pigeon.
Highnoon...........

Tornado L. L.. £5.45 Quo Vadis.. £9.45
Stagecoach.......... EB.A5 PBYIION, .ivesiimivumiinsviia £8.45
Black Hawk........... £6.45 Tales of Arabian Nights....... £6.45
Lords of Midnight. £8.75 Jet Set Willy....... £7.45
Twin Kingdom Vall ............. £8.80 Havoc........... £9.45

Beach Head ... ....ooovvvininenins

.. £13.95

24 nrs) for our free brochure. We also have a
ir the BBC, Electron and VIC 20. Please state
micro

Sherlock Holmes .. ..

Write or ph
variety of sof

tware

PLEASE SEND ME .

COMPUTER

NARE -

ADDRESS _

| enclose Cheque/PO for €. .iiviiiiiiiiinrrmasnanins UK, P&P free
Europe please add 50p per tape
62 Woodland Road, Chingford, London E4 7EU
TEL: 01 - 529 1891

TI-994A SOFTWARE

[wo great games for the unexpanded T1-99/4A
PILOT £5.95

A great new flight simulation game for one player Options for take-off, landing
or in flight. Graphics display of landing strip, terrain map, instrument panel.
Full instructions included. Graphics and sound.

£5.95

TI TREK
Defeat the Klingon invasion fleet. Includes 5 skill levels, graphics quadrant
displav, 8 x 8 galaxy, phasors, photon torpedoes, long range scans, and much
more. Full instructions included. Graphics and sound

£5.95

TEXAS PROGRAM BOOK
35 programs readyto type into the unexpanded T1-99/4A, including 3-D Maze,
Lunar Lander, Horse Race, Invader, Caterpillar and many more.

Send cheque or P.O. or telephone with Access/VISA for immediate despatch.
Please add 50p p&p 1o orders under £10. Orders over £10 post free.

APEX SOFTWARE
Hastings Road, St. Leonards-on-Sea,
E. Sussex TN38 BEA
Tel. Hastings (0424) 53283

If an advertisement
is wrong were here
to put it right.

[f you see an advertisement in the press, in print,
on posters or in the cinema which you find
unacceptable, write to us at the address below.

The Advertising Standards Authority.
ASA Ltd, Dept 3 Brook House, Torrington Place, London WCIE 7HN

JOIN THE PROFESSIONALS

uct may differ sl

ilabla. Kempst

Iy from iliustration. Tone Control may not
joystick Interface requires Extender PCB

= 5 000

STORNEELP oo
ELECTRONICS omnio

essional Keyboard is proving to be such a
nectrum users because it's the only keyboard
1 does not force you to throw away your Sinclair
5 witht your rubber keyboard

are made to the rear of your Spectrum so there s
no i s 21 the case

The same applies to your Interface 1. If your computer is out of the
quarante od, then why nol take a look at our Standard

P(en,-_z d? (Switched Ear & Mic socket and Reset function are not
available)

+ MNO need to open computer case

+ No need to open Interface 1 case

+  Fully compatible with other accessories

* (ne years parts and labour guarantee

*Printed Keylops
» Single key Delete and Extended mode

*Double width

Enter key

wlusive of VAT, Post & Packing for UK

seas add 15%)

Please debil my Access

e LI LD T DR

Mumber

Stonechip Electronics, Unit 9, The Brook Industrial Estate, |
Deadbrook Lane, Aldershot, Hants. Tele: (0252) 333361 |

enclose Chegue/FPO for €
)
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Herbie Briggs has
justdestroyed the myth
that all floppy discs are

created equal.

They seem equal. Until vou look at floppy stiffer. Stronger. And vour data safer.
the seams. To resist bulging, warping, puckering,
Thats where equality ends. or opening up.
Most companies scal their discs with a T A
spot here, a spot there. Leaving most of MEMOREX SOLID-SEAM BONDING:
cach scam not sealed art all. Every inch of every scam . 9

. is sealed shut. Tight
Sooner or later, the seams might do what St

comes naturally: they bulge. Warp. Pucker.
Open up.

Pens, pencils, fingernails—even a four-
vear-old’s, like Herbie—can catch and snag
in those wide open spaces.

Thats sloppy. And dangerous. Because
if vou put a sloppv tloppy into yvour disc
drive, it can jam vour drive. Ruin vour drive
head. Lose vour data.

So much for their secams. Ours are
difterent.

To resist all the things that can jam
vour drive, ruin vour drive head, or lose
vour data.

Which proves that a Memorex floppy
disc isn’t equal to all the others. It’s better.

Solid-Seam Bonding is just one example
of the extra care that goes into every
Memorex floppy disc. Be it 8!' 514" or the
new 3%z Extra care that lets us guarantee
every Memorex disc to be 100% error-tree.

The next time vou're buving a floppy
disc—or a few hundred of them—just
remember this:

It’s always better to be safe than sloppy.

For more information on the full line of
Memorex quality computer media

THE SLOPPY FLOPPY:

Sealed with a spot here,
a spot there. Leaving
unsealed seams
evervwhere.

Memorex uses a process we developed, products, including computer
called Solid-Seam Bonding. tape, call Memorex U.K. Ltd.,
Solid-Seam Bonding seals shut every inch 96-104 Church Street,

of every scam of every Memorex*floppy disc.  Staines, Middlesex.
Tight as a drum. That makes the Memorex Tel: 0784 51488

Your Data. When it matters, make it Memorex™

L reglstered agemaTK M EMOREX
of Memorex Corporation

©1984 Memorex Corporation
A Burroughs Company




the back of beyond to fmd a local newsagam

'now you can have it delivered on time

‘and sent i’tg' ’!D th:saddress :

4__;1DON'T FORGET TO SEND THE CORRECT AMOUNT OF -
 MONEY WITH THE COUPON- AND INCLUDE YOUR FULL NAME
AND ADDRESS!

x'-.-.------.-------------..-.-.-...-.......-.

I am enclosing my (delete as necessary)
SlIbSCI’IpIIOr‘I Order Form cheque /Postal Order/International Money . ;
. Order for £ Fatind bbb ]
Cut out and SEND TO: (made paiabis to ASP Lt}
OR
Debit my Access/Barclaycard *

Infonet Ltd., ("delete as necessary)
Times House

s - - - - - - ~ - - - - ﬁ
179 Marlowes, RN __;j

Hemel Hempstead, :
Herts HP1 1BE Please use BLOCK CAPITALS and include post codes

Please commence my subscription NAME (Mr/Mrs/Miss)
with the very next issue

SUBSCRIPTION (tick O as hogiass

RATES appropriate)
for 12 issues of GAMES COMPUTING
UK £14.00 O
Overseas £17.00 O Signature
USA 521.00
Airmail £49.50 | Date . .

POSTCODE .
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NOW AVAILABLE For The

TRADE ENQUIRIES: ANIROG SOFTWARE LTD. 29 WEST HILL DARTFORD KE "‘__.gﬁzzz, 92513/8
MAIL ORDER: 8 HIGH STREET HORLEY SURREY 24 HOUR CREDIT CARD SALES HORLEY (029%4) 60873

PAYMENT BY CHEQUE P.O. ACCESS/VISA 50p POSTAGE & PACKAGING



THE CRE
Personnel
files follow
yours to

. ' command
NAVIGATOR EXECUTIVE OFFICER SCIENCE OFFICER CAPTAIN

3RD OFFICER eerinc oFricer | well almost
Shy, Skittul and Direct, Imaginative. Secretive, Unlikeable, Brilliant — | Solid, Dependable, Courageous — ysically Wilful, Ambitious I, Rebellious
Intedligent — Panics Easily Cautious, Loyal, Occasionally Ilogical Excellent Leader s Authoratitive, Ri

orthy. Unflappable

Featuring
the unique
= Personality Control System

Argus Pr
Software Group

No. 1 Golden Square, London W1R 3AB, Telephone 01-437 0626
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In this game you are a secret agent in-
tent upon delivering a box of chocolates
to a fellow agent in distress, (and
perhaps rescuing her). '
She has been imprisoned in a heavily
guarded castle in the Bavarian Moun-
tains. It is only accessible by the
‘bravest {and most fool- hardv) of
agents i.e. YOU.
- You will have to conquer various hor-
: rcrs including mystenousiy _moving
_rocks, heat seeking ice-balls and a local
_guard looking remarkably like a Cobra.
Your only assistance is a range of spr-
ings that both move you upwards, and
also save you from falling on the up-
most stage, but only if you time it cor-
' rectiy
Being as you are a reasonably normal

persun, you only have one life to live

- during this of all missions.

~ Onloading, to boost your morale you
| will be greeted by a tune, inspiring
2 athietlc effort.

Contrels
Level one

Cursor keys (move left and
right).

AIM: Dodge moving rocks. Every
other position is safe!

Level two
Cursor keys (move left and
right).
when reaching the gun turret

on the appropnateiy marked
rOWS.

Level three
Cursor keys {move right and
duck)
AlM: Avoid ice balls by ducking.

Level four
<space> (move Ieft nght and
jump).
AlIM: To reach the castle whlte
. avoiding cobra by 3umpmg
On Lift Routines

use 1,2, & 3 to destroy ice balls

Use <space> to jump on!off of |

lift.
'RUNdown
Lines Action
1 o . Switches ofﬁau-rsori
e e and keyclick.
| 500-590 Main Routine.
1000-1200  Set up screen.
1500-1610 Movement of man
.  for level one left and
. right. .
12000-2140  Level one game.
13000-3580 Level two game.
'3700-3760 Clear level two with
. L sound. :
4000-4290  Level three game.
4300-4410 Duck Routine.
\ 6000-5320

Level four game.

@B OREM ¥Xxxdx M o0 O ] R sxamws
I PRINI CHR®{&4&) :PRINT CHR$1 /)
L GUSUR 8A0 T TNTRADUCT 10Ok
3 EX=D:S50CH="0" s HEADS="UP" : X=3f: v=51: 2=0 o &
1@ REM =xxxx ADRIAN SMITH AND TaN Pl ANL *%%x
SO REFT %% %0 5 0 0% X 0% %M H A A K R
501 REM = HMALN IROU L REF +
(RIS R R i g
GOSUDR 1@@0° SE 1 UM SCREEN
GOSBUR 2000 | EVEL 1
GOSUR 3001 EVEL 2
GOGUR 40007 LEVEL 4
WGHBUR 50000 |LEVEL 4 ﬂ;;,.
GOSUR 7000 WON GAME
990 END
@97 REM “I*K’*}K*P)&iiilxrliln—!!li*ii(ltﬁ/@
2783 REPM = SET WP SCREEN
GGG REM % %% %350 00N R KRN R R
10N CL S:PAPER O 1M
IA1@ PEQT @ S LALE L IND LEL L4k Sl bagk  pait 30 4 4L gas
1050 PLOT @.%. CHREX 3)+"abca”
1078 FLOT @.3.CHR$(3)+"qetd"
10880 PLOT 4. 1Q0.CHRE(18): F'I\J\ 5T "H1I" 2PLOT 4. 1&. CHRE (1 5)
1100 FOR I=1 10O 3:PLOT 2l o P ENEXTE ]
1110 Pl S2-1, 131 %P Vg VA, 2 s L N D R
B2h FOR I . m" s NEXT I
1130 PLOT 4, Lt 0 i o 4 5 e i 0, 0 1 O e 1 1 8 o T B ol 5
1132 PLOT 4,21
1135 FOR 1=2B TO 26:PLOYT A,1.CHRS(Z1)sNEXT 1
1140 PLOTZ, 25, CHR$(I1Q)+CHRE(7)I+"SCORE: " :PLGT 2 FEL,CHRBOID) v CHRE L7+
1195@ PLOT Gy, @9 CHRE(IQ) A CHR$ (@) +"SK 111z *
1168 PLOT 19,26, CHR$(1D)+CHR$(B) +"SKILL :
117@ PLOT 1@,25,CHR$(1@)+CHR$(7)+SCHE:PLOT 1@. 6. CHREC1@) +COHRS (7 ) 4903
1188 PLOT 30,25, CHR$ (1) +CHR$ (D) +STR$(SkK) : PI OT3V ., 26 CHRE(1D)+CHRB (W) +5
1200 RETURN
1520 PLOT X+1,Y TRLOT Xo¥a "™
1951@ RETURN
PLOT X-1,¥." "EPLOT X, Yy"o"
RETURN
REM %5 % 5 0 5 5 5 3 5% 3% % 0 0 3% 5% 30 % 5 9 %% 5% %
REM % LENEL. 3 *
REM 5% 5 5 5 %% 5% K % %% MR %R
RPLEOT Xave k"
2A30 LLET ]k}Nl (RND (1) %16 ) %2+
‘B4Q PLOT 1.: mONERLEY T SR
D60 HE=KEY$
Q70 IF K$=CHR®(8) IHEN X=X-1:G08UE 1500
Q8A IF K$=CHR$ () AND X<38 THEN X=X+1:G6G08UF 1600
2090 IF X=4 AND K$=" " THEN GOSUPR 2000:G0OSUPR 280Q@:GOSUR1 14600 : GOSURIYRN :
Z@95 1F X=3 AND v<:x21 THEN GOTO 12000
= SCRN(X,v+1) 25108 THEN GQOTO 12000
1 THEN 2109
2136 I= [+1‘(-:nTn Z06@
Z1@% 7=@
2110 PLOT I 3 v EPLOT Ey22. "I
Z14@ B1=P1+1:G0T02030@
SO0 REM %% % 5% 5 5 5 5 3 30 %0635 300K XX %% %
30@1 REM = LEVEL Z #
002 REM %A X XRAXEXRAXRXEEERHN XL HXHHN
3085 PLOT 3.23.
3IBAS; PLOT 4,.22,"¥131)310111133133131230)331313333132213%213% 31"
3010 KZ$=KEY® LI ) o
3020 IF KZ$¥=CHR$(2) AND X338 THEN X=X+1:G0SUER 1600 '\t:" ’I:’v
3025 1F K2Z$=CHR$(8) AND X:>»1 THEN X=X-1:G0SUR 1500 Lo ;
3IV30 IF X=3 OR X=1 THEN GOTO 12000 . v
V4@ IF X=2 AND KzZs=" " THEN GOSUPR 9500 Gt t .\
3050 1F X=SZ—-Z THEN GOTO 3100 i ]
3060 GOTO 301Q@ ‘b. i
310@ REM *%* SNOWBALL ATTACK ONE %% % B g/
311@ DIM SN$(3) b1 - S
3115 FOR I=1 TO 3:FOR Z=1 TO 38-(8SZ+1) M
3116 LLET SN®(I)=SN$(1)+" " y
3117 NEXT Z,I
3120 FOR I=1 T0O 3
3130 IF RND(1)>.7 THEN SN&(I)=SN$(I)+"n" ELSE SN${I)=SN$(I)+"
3140 LET PS=LEFTS(SN$(1).1)
315@ IF Bs="n" THEN GOTO 12000
3160 LET SN$(1)=MIDS(SN&(I1).2)
3178 PLOT (38-LEN(SN$(I))), 12+1,8SN&CI)
3180 KIE=KEYS:h3=VAL (K3%)
3185 IF K3%="1" OR K3$%="2" OR K3sE="3" THEN GOSUR 3500
119@ 1F EX:»5%9 THEN WAIT 300:GOSUPR 37@0@:RE TURN

SCORE 3

TR$ (S

RETURN
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3200
3212
3500
SD1K
3520
3538
3540
3550
3560
3570
3575
3577
580
37en
370z
3705
3710
3720
3738
374
A750
d760
4000
4@
4002
4@
40z0
4Dze
4025
“4@330
440
4058
4R
4AEE
4@72
4080
4Q9Q
4100
4105
4116
4120
413@
4140
4150
4160
417@
4180
4176
4200
42160

ezl

4275

NEXT I

GOTO 3120

TAPIFOR Z=1 10O LEN(SN®(IKIY )
LE|l Z$=rIDSB(SNF(RII.2.1)

IF Z#$="n" THEN 3540

NEXT Z:RETURN

LET L=LEN(SN&(K3))

ILET Z1$=LEFTS{(SN$(K3).Z-1)
LET Z2%=RIGHT$(SN$(K3),L-2Z)
LET SNS(K3)=71%8+" "4+72s
EXPLODE:EX=EX+1:5C=5C+5

SCH$=5TR$(SCI:PLOT 10.25,.CHRE(1@)+5CE:PLOT

RETURMN

REM #**#% CLEAR LLEVEL 2 #*%#%
PING:PLAY 7.0.0.0

PLAY' 7443, 103MUSTCL 31,0

FOR 1=52+1 To 38

FOR Z=13% T0O 15

PLOT 1.Z.CHRS(INT{(RND(1)%7)+17)
NEXT Z.1

PLAY O, Q. 0, 0:FPING:PLAY 7.0.0,0:PING

RE TURN
REM #5658
REM « LEMVEL: 3 *

LT 3 3 3 3 3
KR4B=RKEYE
IF Ka$=CHR$(8) THEN PLOT x,¥," ":

IF 1K43=CHRE(?) AND X<S5z-2 THEN PLOT X.v."

IF x<4 THEN GOTO 12000

1F Kas=" " AND X=4 THEN GOSUER 0@
GOTO 412

GOSUE 7800: GOSUR 11400 : GOSUR 900
KSS=IKEYE

IF KS$=CHRE (I~ THEN PLOT X ¥4" "z
IF KSE=CHR${(8) THEN PLOT X.,¥Y." "
IF X=1 OR %X=3 THEN GOTO 12000

X=X=1 sPLOT XY, k"
" X=XFLIPLOT

N GOTO 405@

Xwm¥+] s PLOT X.Y.

¥=X—1 +PLOT X.¥."Kk"

1F 1K5€=" " AND X= THERKN GOSUER Q9@RQ:6071T0 4185

GOTO 4060

REM #%x%x%%%3% [CE MOVEMENT **%*+x
1CES (1 )=" n LNl m n
ICE$(2)=" T n n n
1CERCA) =" i1 n n n
[CE$(4)=" m n 3] "
I1CE®L(5)=" n n n n
ICE$(&)="n ] I ]
RE=hEvy$:F HKE=CHRE(F) THFEN GGI1O 4
GOTO 4170

FLOT Xo Y™ “aPLOT 4.8. 1 CEE(1)
X=X4+12PLOT XiY-14"p"sPLOT X.Y."oi
WAT I 2@

R =1 1 &

FOR Li=1 T4 S4:nMNEXT U

PLOT 4.8, TCES{L)

[F SCEMIOX,Y 11=110 amMbD HEADB="LUF"
15 HEADE="(P" THEN PLOl ReY=31."p"
hed=hE v

LF MEAIVE="DOoWR"  THEN GQOTO 4428

1F hiass= FREC1@B) THEMN GOID 44500

IF Ké%=CHA$(2) THEN PLOT X, v -1,"
IF BéaE<: CHREVY ) THEN GOTO 45275
CrX:SUs=5T RS (5D

PLOT 1@, 29 CHREOIDI4SCH: PLOT 13,2
L %x=37 THEN RETURN

IF Rads=CHRE(P) THEN PLOY X,.¥."gi"
GOTO 4400

REM #asxxd#ss DIICH! ddssdsddnaa
HE Al =" DO

=1

PIOVT: ¥ v-A " WP ot XN, e

S=

L X=4s I1HEI RE HRRK

f=¢+1:IF /=3 THEN HEAD#®="UF" :G0T0
GO0 4400

PLOT X ¥—-1."p"1PLOT X.¥Y4"a"

MEAT 1

PUTO 4220

HEPM #eassftnaddiiittnadrnneamstssdsdn

HEPM = LEVEL 4 -
HETT e o e I e
LET CGlm="

FLOT Z,8.CL%:PLOT 1
=3B:v=3:CK=8:Crv=Y1.
PLOT 2y, k"

PlLAaY 7.@.3.200:MUSIC1.R,1,0

FOR I=3 70O @ STEP -1

PLOT 1.1@.CHR®(18)

BEP=1000: POS="Y" :GOSUE F2800:WAIT 4
NEXT 1

PLAY B.0,0,0

LGS
=3

COBRAZE(1)="m m m
COBRASB(Z)=" m m
CORRAS (S =" m M
COBRA®R(4 ) =" m m
CORRA®(S)=" e m
COBRAB(A)=" m il

COBRAS (7 )=" m m m
COBRAR(G)=" e m m

159@

FTHEM Goro 12000

&, CHRE(1IA )+ E5CE

4350

Q0 : (OSUR 2901
m m
m m
m m

m Im

10,26, CHRE( 1) +5C%

"y

sPLOT #a¥Y o "aR=sXH1aPLOT X

5600-5790
5800-5820

5900-6060
7000-7510
8000-8999
9000-9030
9500-9570
9800-9870
9900-9920
10000-10500
11000-11500
11600-11650

12000-12170

Level four jump
routine.

Check for spring
below level of ground
on level four ie
SAVED.

Saved by spring
routine.

Won game routine
and message.
Introduction and skill
level initialisation.
Jump left routine.
Jump right routine.
Bonus plot.

Bonus unplot.
Redefine characters
(lower case a-u).
Title page music and
data.

Spring movement
upwards.

Hero killed music and
message.

Variables Used

E X
SCs$,SC
HEADS
X Y

B il e
S K

Ké$ ,K2% ,K3%,
K3,K4s$ ,K5%,
K6s$ ,K7$

S$1,52,83,54

B1

SN$ (1-3)

Z$

B $

Z1% ,Z25$

ICES (1-6)

CLS$
CX,CY

Counter for number
of ice-balls hit on
level two.

Score (SC$ -Score in
PLOT format).
(=""UP" or
=""DOWN'’') State of
hero when dodging
ice-balls on level
three.

Position of hero
{Column, line) on
your screen.
Miscellaneous
Counters.

Skill level (0-15)
Used to check for
keypress in game
levels (KEY$).
Control variables
related to SK in order
to construct a skill
level for each level of
the game.

Bonus counter for
level one.

Array string carrying
line of ice-balls on
level two.

Searching variable
that scans for
nearest ice-ball to
gun turret on level
two.

Checks to see if ice-
ball has reached gun
turret ie DEAD.
Length of string
containing line of ice-
balls.

When deleting hit
ice-ball, Z1% is
SN$(1-3) prior to ice-
ball 22$ =SN$(1-3)
after ice-ball. This
extracts the hit ice-
ball and inserts a
space ie HIT.

String array that
when used under a
FOR-NEXT loop
produced the
movement of ice-
balls on level three.
Clears a line when
required.

Position of cobra
{Column, line)
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s LG |
Lo i)
HE35
2248
2250
5255
5260
3278
5280
5290
5300
5320
5600
5610
5620
5&25
5630
570@
S705
5720
S722
5725
5740
5750
5760
57465
5770
5775
5780
5770
SHOA
S
5820
SYaR@
579180
5920
5930
S74@
5950
5760
5970
5988
5990
&0
SA12
HA20
&D37
LHA4Q
HAS0
055
L£Q60
g ralvlv]
0@
‘ez
/0A5
7008
Q@Y

7130
7146
45
215
71460
7178
/180

COBRA®(S)I=" m m M m m

FOR 1=1 70 %

FOR U=1 TO S4:NEXT U

K7&=1KEY ¢

IF {X=F0RX=130RX=1 FORX=210RX=2S0ORX=2YORX=23) AND .J::2 T[HEN GOTO S8PR
IF J<43 THEN GOSUPR 5&620:60TO0S5235

IF K7#=" " THEN GOSUR 54600

IF K/7E=CHR®(B) THEN PLOT X.Y." ":X=X-1:PLOT X.¥."k"

IF Xi=&4& THEN RETURN

IF-K7$=CHR®(9) AND X<38 THEN PLOT L WER=SE4] PPLOT XYy "o

1F CX=38 THEN CX=5:PLOT 38.C¥." ":G0T0 5250
BLOT CX: CY: ™
CX=CXA+1

IF CX=X AND Cy=Y [HEN GOTO 12000

FEOT GGy tp

PLOT ©,9,COBRAS(L)

NEXT 1

BC=5C+5Q:5CH=STRE(SC)

PLOT 1@.25.CHRS(10)+SCH:PLOTIO. 76.CHRE(1@)+SCs
GOTO 5200

SREM #x#%%x% JUMP ROUTINE #*x%xxx
J=1

IF J=1 THEN GOSUPR S70@:RETURN
1F J=2 THEN GOSUER 575@:RETURN
RETURMN

B 0 el e e e
CALLZEZFR14

PLOT X=1_¥=1,"k"
PING
XK=i-1iv¥=y-1:d=J+1
RETURN

PLOT X, ¥, @

PLOT X=1.¥Y+1,"k"
FING
X=x—-lay=yY+1:.0=J+1
CALLEFPRP14

IF SCRN(CX,CY =107 THEN GOTO 12000
RETURN

REF #%%% CHECK FOR SPRING s#*%#

L BUHMG R Y4 & - 1Y ITHEN GUIG 120860 Bl SE
GOTO 5215

REM *%%% SAVED BY SPRING #*%%=
FOR Z=3 T 8

PLEOT X2l ®

PLOT Xy Zqtk"

SOUND 1.Z%1@.15

NEXT Z

FOR Z=1 10O ZO:nEXT Z

FOR Z=8 T 4 STEP -1

PLEDT SGaEad: =

PLOT AiF-rf NN

SOUND 1.Z%*1@.15

NEXT Z

FOR Z=1 TO 20:NEXT Z

X=x--1

PLOT X+f. N "

PLOT X.¥. "

PlLAY D.0.0.0:PING

EUSUE Swun

RETURN
REM #5556 %% 8% % 0H 0K % 8K X% XH X2 EHEHHN
REM % WO -

REM #%#%%afaidsddiaxsiasisuenisbesene
FORI=1TO1Q@:FOR Z=95% TO10@:S0UND 1.72.15:NEXT 2
FOR Z=95 TO FASTEP -1:SOUND 1.Z.15:NEXT Z:NEX1 1
PIRNG

CLS

PLOT B,2.CHR$(Z)+"a a"

PLOT @.3.CHRE(3)+"aetd"

PLOT S5,3,CHR${(S)+"bck"

PLOT @.4.CHRE(Z23) :PLOT 9.4, CHR$(1&)

DIM FINE(1Q)

FIMN$E{1i="1111 1 L 1 2.
FINE(Z)="] i J "
Flneisr="1 1 1 L
FIMNSE(4="] LR diragl FYET 23 Ir 1 3 13430
FINg(S)="1 | |0 | L 3 | B | | |
FilNE(&a))»="1] I | | I i 1] 1 173) | B P e
FIM&(Zr="1 1 3 | (] | Fa 1 1 At
FInMseBI="1 1 I 373 3533Y 3 3 AR TR 1 } "
FIM®(F1="1 (¥
FINSCIRA)Y=" PEEYVLEFEL FEI YRR ELY L3 e
FOR I=& 10 11

FLOT @, 1. CHRsL172)

IF I=7 THEN PLOT 1,I1.0HRS(3)+" AND ALL BECALISE"
1E 1=9 THEN PLOT 20.1.CHRB(3)+"THE LLADY LOVES, ... "
MEXT L

FOR  I=1"% o 21

PLOT @A, I THRE(L )

FLarl 1. Lo CHRECAIHFINS(T- 11

WALI S

MEX1 1

FLOT ©.22,CHREC17)
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BP Variable that stores
the bonus to be
printed.

BOS$ Activates bonus

when level three is
completed ONLY.

COBRAS$ (1-9) String array that
when used under a
FOR-NEXT loop
produce the
movement of the
cobra on level four.

FIN$ (1-10) String array that
together produces
the winning
message.

N $ String containing title
to be POKEd onto
screen STATUS

LINE.
A Used to read data for
redefining characters.
O NP Used to read Octave,

Note and Pause

s respectively when

playing tune.
Conversion Clues

noise — not in conversion but is only
used to assist sound chip.

CHR$ statements:

Plot CHR$ (I0) = Double height
character.

PLOT CHRS$ (12) = Single height
character (Flashing).

PLOT CHR$ (1-7)=Foreground
Colour.

PLOT CHR$ (16-23)=Background
Colour.

PRINT CHR$ (6)=Keclick on/off.
PRINT CHR$ (17)=Cursor on/off.
CHR$ (8)= "‘cur left’’

CHR$ (9)= "‘cur right'’

CHR$ (10)="line feed"’
EXPLODE,ZAP,PING,SHOOT = pre-
defined sounds. Replace by
appropriate noises.

INK x = Foreground colour of x.
PAPER x = Background colour of x.
BG FG

16 0 =Black

17 1 =Red

18 2 =Green
19 3 =Yellow
20 4 =Blue

21 5 =Magenta
22 6 =Cyan

23 7 =White

KEY$ Scans the keyboard for a
keypress whilst processing (same as
INKEYS$ ).

MID$ ,LEFT$ ,RIGHT$ Used for string
splicing.

SOUND,MUSIC,PLAY. Used to
produce noise/music. Replace by
appropriate.

PLOT x,y, "'n"". Prints specified
character n at column x and row y on
your screen. (Replace) by PRINT AT
x,y (SINC) & PRINT TAB (x,y) (BBC).

a7



7190 PLOT 1

"

PR TR & o B T O S B SR O 0 Y (A ek e T L e L s e L e (e

7200 PLOT B, an, CHRS(A) " YOUR GCORE WAS "48TRE(S5C)
AT B T RND (1) % IC. Produces random
FRO@ RUM number between 1-10.
RO MEN XN gasnws s Eneh TR A& 085 %05 0sr (Replace bv BBC=I’I’1d (10}'
.. (D i L e el " Sinclair=rnd x 10).
HEM =axsggxarprirtdtzrttsbadnnitnmtns
NS0 b 6 €k T B BY3BEOR 1=48000 10 SE040: PORE L. SmNEXT SCRN (x,y) Return ASCII code of
HARE FOR [=48R12 10 48026: PORE CCHMIDS (NS, [-4B011. 1)) tNEXT 1 character at column x and row y on
SRR CLSIRAPLRA: I the screen. Used to check for
HAZW FOR [=1 10 159:PRINTsNEXT |
{ @ PLOTT A 1 CHRE I ) ¢ CHRE LY+ P Tkl
BRGR wLGk ) Bes iR R (R TICE S W LR B
EAGS GUSHIE b
BASK GUSUE )
BALA PRI FLEASE TyRE ShILL LEVEL (015
BA2 IMNPFUT Sk
BABA I Sk v j4 THEM 7ZAP:EOTO B8R7R
¢ Giaw | )
¥
51 ALY 5y
BLIW | Er SE=INT{SK 1. 535 +1@
HlJ0 LE Blmt A — (Glax, ) 1=
H130 | 1 5% A0 SRE ) ) %
HRe RE TR
TAND RE[] # %222k aa b Ragras A nbeddeenis
GRDi REM « Jupl LF A
AN MRE R R R R R RN R R R R KR W
2HTQ FLOT X SN G X~ Toui ™
Y@LS For 1=5@0T0 | ke TR IV S A IS
ke ERl T C = Iy | : b
ey Bk [ ersd = 1) =] g I S fs Ik |
P i vy B Ol 7,
20283 Xw= A
YA RE T
FEAD REM #@# X%k f 5% &KL S 0R 5 A N HE3m g oK
A (RE % IS ¥ S = e .
SEM moaaow o Bk R N H %R RE 1K S
B0 N Py QT X473 I
=gl fo ] Ji 2 Lo SOUND 2
= L B e I o 15 RS %)
@, K
e
T TR AR 5
A Fel:t “ PLNGS P
¢ HE S 32 %53 dE K KX B EREX EREREE X
it L Fy= i) H | ! s AT !

f SUHRS L LA R
k 1AL
! (MRS, L&
e HERN R " D
Iolia, x RS C LW 5t
[ O ] TER AmaENE
(STR =
FO kR R
TR Gy
g i ] Bt | L !
TRV SEM S i #f ks a3 eerd 28 & 208 804 x® & a8
TG CT X [REDEF 114 LAk o LI
1A AL R A RA N AR R TARIT A Ak Em kA
1A T K 1ot 1 RS
| @ s PO E Lo &
T4 1}
LGS REM CASTLE
T e Lial s 3 L 7 e ; Z .1 3 2
1R 7B DAaTa 1 e (WL A i
AR DAL L 3 A ¥ $
1AAFN DA LA 47,4 & Y 20 o
187100 e ; e, S
LB 1B DATA &4, 3 i '
1637 5 s q 4 4 1 &1
1127 Fs e
L5 TR -~ . e | Lo R 1
1R 30 | (R O | l '
14 { SRS L
1@3RQ DATA B, wl, . %) b 4
1155 wieE OVR HER & i
1@IEA DATA 4,504, B850, 8
103 6% REMS FL ook
1L@L70 DATA L3, &4, 63,64, 1 by & |
5 A TSR L
1318En DATE 1 - Loty ) { i

REF LR

TR
1 N&TE A 0,0, R @, 13, B, i
1E01 REM QU RO E&C TG East

92




circumstances in which hero is killed.
WAIT n Produces a delay of n
1/100ths of a second.

(Replace by: PAUSE on Sinclair and/or
dummy FOR/NEXT loop on other
machines). eg FORZ=4 To

EOO :NEXT Z.

1AZ200 DATA dod, e (o, 157,11 "n
18285 REM MERG O 5 >

18210 DATA @A, 0.0 0,0,
} 0 DATA So sl el e S3ohalol g
N DATA @, VB, 00, 1. &3, A " e"

t VT al i
LA245
LAZS0
1025% )
Ll@zZe® DATA A,D.0.@. 012, 40,563

1Q50Q RO (v

11D REM #% & Fo 3R ¥HHH0F 0 ERFH 00T ES TR

1 TR REPT L1116 B RAGE © TUNE .

Q‘S'
O

1
11200 FEM #4344 5 Xia i kaaAdd T80 8 5d%% kany
11385 PLay g :
113140 FOR [=1 (9 1

137@ REAND 0, Nt

1330 Muslc
1134 WAl |
1350 NEXT |
L3&A DAIA 4. 3,400, 4,8, 2¢ G, S 12 208510, 4W, 5y 04160
13721 Dala A.4.40. Y, ) S, ST

1380 DAla 4,74, 49, 3, . A v P T el TR T 1 A R e 1
1385 FPLAY G.0.Q0.0: WAl 1203 1PLAaY 7.0 @, i

1398 FoaRr |
1408 HEaAD
1418 mMUS!L L R 3 A B

1423 WaTl F

L4232 MNE<T |1

1440 DATA B, 740,545,820, .3, /.40, 3,5, 20,3, 5, 200

1458 DAalag. 3.8, 46 2,40, 3.1 2. 20,53, 110, 4.4, 2, 6. 31O 2003012060, 3.8, 2003, 10,40
11460 DATA 4,520, 4. 2. 40,3, 12, 200, $.10, 40, 4,2, 200

11470 DATAG ., 2. 2@, 4, 7,40, 3.1 cB.3.10.60, 4, 2. 60.3.10.20,3.12.68,3.8.%
L1480 DATA 3.7.40,.3.8.20.3,.7.40,4, 43,70
1J147@ PLAY 2.0.0.@:PLAY 7.0.0.0

11500 MUSTIC 1.9.3.,15:WATT 160:PLAY B.0.0.0
11510 RETURN

11600 REM % ® %% %0 005055 % %% 5K EETKEEEARA
J1&@1 REM = THE SPRING Ll
115602 REM ®#%%RER K00 600 020" NN E R
11605 PLAY /4.6, 20:MUs1C 1,3, 3.0

11610 For I[=1 TO &3y=y-

1168240 PLOT XY "E"

-

5. >

W.3.10. 40

116380 PLOT X ¥+1ig"m"
LL&3A PLOT x5,
I V&S FUOR 7 ] |

G MEX] |

L1645 PLAY 0,0 @0.0:0ALL ZF P14 1AL 1100

LEGSS HE TURN

LAY REP %aw w4 %4 4% % %0 % 045 8% %% %0456 w08
‘A

L20@2 REM % 50 0 R %050 5 90N

REM - ik Ry =0 | EL t

ANAYS PO 4 s LR

o L L2 VHEM @psuUl L 21ald ELSE ot | ALsw
PARIT T S 1AM <22 ) THENT 2052
3 THEM GO

IR =3TIHEMG 1

o T L R ey Y |
1 258
1 2R3AEL SESHOU) s Wil [P A J a0t

RUH O GCKUES

D INNER!
—

S R | TEAMND] 1S )00 ]

PlLasr a0l Lot
Fo r g
B R e AT (S

HE TLIRR
HEM HE D B LLLED (UNE & M Saa0k

125 A P P R

S IS | Sot S bSalal T 20: PLa JP T

=] e | Ul B B ™ 11 A2 F .

1 MUSTC Ay L8150 uaT T2y LAY L. 10,08
i i 0 O WP T | al
1 o (R | /S W TPl B ™ P | (R LAY P v I, T, |
1 MUS] 3. 159 Wa) (AN BT ol r @
1 L (L Lol BRI, B Jia Lo 1 LA

- s ELAY A2 PLAY .'.t.in..l'h.';-'
12560 PLAY B,0, 0, QEXPLODE -~ {
CER L T U o - &

12580 PAPERL: IHKRA
L2350 PLOTTI2. 3., CHRECLA V" VO RE DEAD Y Ve PLOT 1S, 440

TR&AE FILOol @.5, CHEEL T ) - CHRTE LI R~ 1 | = HE (BT

L
HUYOU S RE DEADY )

Hal COUNIS,. ..

COUNTSaa ™

S0 FLOT @By 26, CHES (AW FCOHRBOCS be "Bl 101 7S THE [ HOWGET HA
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BISMARK

Runs on: 48K Spectrum
Made by: Argus Press Software
Price: £6.99

The object of Bismark is to find and
destroy the Bismark after she sank HMS
Hood.

In the fleet there are a number of
ships including two aircraft carriers.
Once loaded there is an option of
whether instructions are wanted. These
are very detailed and explain everything
in good depth.

The screen display is basically split
into three sections. The first is a map of
the sea with locations. Positioned on
the map are all your ships and, if the
Bismark has been sighted, it appears as

well. Then there is a list of all the fleet's |

ships and whether they have been sunk

or not, which is in the same section as

the time and weather. The bottom sec-
tion is where the computer asks for
your moves. The time is split into turns
and overall there are thirteen turns until
the fleet must refuel.

The game is a strategic one and is

written in BASIC. There are no apparent
bugs. All in all the game is fair.

MONSTERS AND

meets up with a hostile being. Combat
is entered in real time and the keyboard
is the judge of whether you missed your
strike (like in The Valley). There are
numerous monsters to defeat and many

difficult puzzles to solve.

The aim of the game overall is to
return from your adventures, regain lost

spells, sell treasure and achieve higher
levels of character. Monsters and Magic
takes the role playing game into new
areas of complexity and although text
only, can prove exciting in the challenge
it presents. | think that more use could
have been made out of the BBC's sound
but nice exploitation of the function
keys is made with command words like
HIT, FLEE, SPELL, STATUS, being
assigned to them for quicker response.

WEST

Runs on: Commodore 64

Made by: Talent Computer
Systems

Price: £9.95

MAGIC

This is basically a text adventure in the
classic mould, consisting of a series of

Runs on: BBC Model B

: puzzles to be solved. However there are
Made by: ISP Marketing a number of additional features which
Price: £7.95 make it feel rather different from the

traditional game. Some features
enhance the game, others reduce it.
On the plus side there are excellent
full screen graphics. Occasionally. They
appear instantaneously, so presumably

This is, as the name suggests, a fantasy
adventure game. Its one claim to be
slightly different is that it involves some '}

real-time action. The player adventures
out from home base to roam about one
of the two possible dungeons in the
traditional manner (entering N, S and so
on).

The initialising of the game allows a

wide variation between contests since .

there are many variable factors. The
player has a fair say in the role he will
play. The choice is from Fighter, Magic-
using Cleric, Thief or Ranger. These
‘types’ have characteristics such as
strength, intelligence, dexterity, in dif-
ferent proportions. The player also has
to choose from human, dwarfen and
elven races.

One hundred gold pieces are award-
ed to buy equipment from amongst a
sword, dagger and magic staff, oh, and
bow and arrows. Further payment gives
the weapon magical qualities. Also
available are the Gloves of Skill, the Po-
tion of Healing, Bag of Holding, Boots of
Speed, and rings of Protection and
Resurrection. The latter is associated
with a particularly humurous comment
in the game: ‘‘Resurrected by the
power of the ring but failed to survive
the shock and died again’’!

The strength, intelligence and dex-
terity attributes are randomly assigned

94

and it is up to the players’ choices to
make the most of them.

There are also a number of spells
associated with self-protection and
healing which are assinged to the
player, plus hit points (fighting ability)

and an armour class (vulnerability).
These come into play when the player

are paged and therefore must consume
a fair wack of RAM. They are worth the

wait but there are not really enough of

them to justify calling this a graphic
adventure.

A second good feature is the com-

mand parser. It is basically a two word

parser but it can ignore redundant
words and so apparently interpret com-
plex sentences. But this can lead to er-
rors, and when the program cannot find

" a word it sometimes takes a very long

time to tell you so.
The feature | disliked most but which

the designers presumably regard as a

plus in the huge random element is the
game. Your trusty steed can wander in
(despite being killed in a previous
move), tumbleweed rolls by, snakes ap-
pear and bite you (or don’t) and bankrob-
bers shoot at you for no good reason.
This might be a good feature if it was
more controlled but it happens too
often. Particularly irritating is the way
than random events can interrupt your
typing so instructions get mistyped or
repeated.

The game is well constructed and
thought out but rather quirky. Still
adventurers are a quirky bunch.
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PLANETFALL

Runs on: 48K Spectrum
Made by: Argus Press Software
Price: £6.99

Since the Wars of Intercession were
won there has been a pretty rotten time
trying to build a civilisation around the
Galaxy.

In Planetfall you must sell goods to
various stars to develop them. This is a
game of skill and strategy. The com-
puter will haggle with you to add the
element of skill which is so often left
out of games.

At first the number of players must
be entered. One player cannot play by
himself, which puts obvious restriction
on the game. Next other names like ship
names and your name must be entered.

The game is complicated and may be
saved on to tape. It is written in BASIC.
The graphics for this sort of game are
superb. There is little sound. For
strategy fanatics a good buy.

BATTLE FOR MIDWAY

Runs on: 48K Spectrum
Made by: P.S.S.
Price: £7.95

Battle for Midway is a computer war
game. When | saw the title, | thought,
great, another ‘‘Beach Head''. It isn't.
A manual is supplied with the tape; it is
full of vague instructions on how to play
the game. Through experience, | have
found it best to read the manual whilst
playing a practice game. There is a sec-
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tion on Basic Tactics (how to win) —
not at all helpful.

So, being the trier | am, | sat down
for a long session and tried to defeat the
Japanese forces.

The graphics are poor and the game
too involved to hold the average micro
players attention for long. The first
screen is about finding the Japanese
fleet on a very boring map, by the way,
all the action is timed which tends to
draw out the game too much. There is
also an Arcade section for the fans,
shoot down the bluebottles, or were
they Jap fighters, who cares!

Having never played war games
before, | might have missed the finer
points of the game, but with such poor
graphics and lack of action | could not
really get into it.

STUART HENRY'S POP
Quiz

Runs on: 48K Spectrum
Made by: Bellflaier Software
Price: £5.75

This Pop Quiz, produced with the back-
ing of Radio Luxembourg’s DJ Stuart
Henry presents fine compilation of
questions selected from over 750 ques-
tions in its memory on present and past
pop.

It can be played with 2 players or by
yourself. The game is different from
most quiz programs as it has a tune at
the start of each round of about 6
notes. You have to remember how the
tune goes because if you answer a pop
question correctly then you will be asked
to enter one of the notes in the tune.

The questions vary from the Beatles
to Eurovision Song Contests to Duran
Duran, it also tests your knowledge
{and spelling) very well. The annoying
thing is that the answer has to be exact-
ly correct. For instance, for one ques-
tion | knew the answer was Shaking
Stevens. | entered the answer but was
told | was wrong. It said that the
answer was ‘‘Shakin’ Stevens’’! | had
put a ‘g’ instead of an apostrophe.

Ten points are awarded for each
guestion answered correctly and ten
points bonus for getting a note correct.
Ten points are taken away for an incor-
rect answer or note. When your bonus
reaches ‘0O’ then the game ends. When
a note is finished a longer tune is given
and the game continues.

This is a good quiz for a pop music

lover and at the same time helping the
Stuart Henry Sclerosis Society which

receives a donation for every copy

bought.

RAINY DAY

Runs on: Spectrum 48K
Made by: Cases Computer

Simulations Ltd
Price: £2.99

This tape from Cases Computer Simula-
tions is aimed squarely at the pocket
money range and so not too much
should be expected from the games
contained. The first is a computerised
version of the Puzzle Square, where a
picture (one of several) is rearranged by
sliding pieces around a square in such a
way that the jumbled picture becomes
whole.

The second game is an extended ver-
sion of Mastermind where the code
must be broken in 15 moves or before
the time runs out.

The third, and worst game is simply
a tester, where you must press a key
and halt the movement of a ball as
quickly as possible.

Apart from the last game this tape
represents guite good value for money,
for anyone who likes a gentle mind puz-
zle as opposed to an arcade game.
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DISKS

There is an old saying in the computer world ‘he who has a tape deck
wants a disk drive, he who has a disk drive wants two’!

Are disks and other fast storage media really necessary. What use are
they for games. Mike Roberts has a look and tries to find out what it’s all
about.

1541

For: Commodore 64, VIC, Plus/4,
C16

Made by: Commodore

Price: £199

Unfortunately the 1541 is the only disk
unit available for the Commodore
64/VIC/Plus 4. | say unfortunate
because it is so slow that you can
make the tape system go faster!

The operating system is held inside
the unit and it is an intelligent device.
This has the advantage of not interfer-
ing with the operation of the computer
(BBC users take note) but at the disad-
vantage of 64 and VIC users having to
go through all sorts of trouble to use
any functions at all. For instance to read
the directory you must load it in like a
program and list it, destroying any pro-
gram that is currently in the machine.
To read the disk status you must open a
file to the disk read in some variables,
print them, and close the file.

There is a sort of extension to Basic
included on disk but it interferes wth
many operations of the computer and is
only effective in direct mode.

The DOS is bugged and can lead to
corrupted disks if you don’'t work
around them. The whole system s
unreliable.

Commodore have promised a new
disk system for their new machines and
a modification of this one called the
1542, | hope they hurry up!

80 TRACK DRIVES

For: Dragon, BBC
Made by: Cumana
Price: £333, £189.95

BBC: Cumana disks for the BBC have
become almost the standard disks for
the BBC. Even W.H. Smiths sell them in
preferance to the Acorn units. As far as
the drives go they are straightforward
BBC disk drives that are reasonably
cheap, very reliable, and come with an
excellent manual that will tell you
everything you need to know about disk
drives but were afraid to ask.
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The utilities disk is very good as well.
The formatter displays a graphical
representation of the disk as it is for-
matted. If it fails to format it will play
the death march and if it is successful it
plays Beethoven's fifth! A good buy if
you want a straight no nonsense disk
drive for the Beeb.

Dragon: This disk system is the only
alternative to the, now defunct, official
Dragon one.

The Drive is identical to the BBC one.
The Interface is made by Premier
Microsystems, and the Manual is a col-
laboration between them both. This is
an excellent example of cooperation
between two companies.

The Interface plugs into the cartridge
slot and is about triple the size of a nor-
mal cartridge. A long ribbon cable goes
to the drive.

An extended Basic is in the cart to
drive the extra functions. It is very com-
prehensive and covers every function
that you could probably want.

SO0 0 KEK

This is the only disk system left for
the Dragon. There is very little software
support but that's what you've got to
live with. Considering that it's hobson’s
choice it is very good.

GAMES COMPUTING DECEMBER 1984



DSOS

WAFADRIVE

For: Spectrum, (Commodore)
Made by: Rotronics Ltd
Price: £129.95 (£149.95)

The Rotronics Wafadrive is an alter-
native storage system that competes
directly with the Sinclair Microdrive.

The unit itself is a compact box that
connects itself to the rear of the Spec-
trum via a short length of ribbon cable,
the expansion port is echoed at the rear.
The recording system is continuous
loop tape that is similar to Microdrive
tape, but comes in a better case which
has a slide back cover to protect it.

The main unit comes with two of
these drives built in. There are three
sizes of tape — 16K, 64K, and 128K.
The longest it takes to find a program
on the 16K tape is about six seconds. In
practice it is a lot shorter. The 128K
tape takes around 45 seconds but again
in use it is less.

An Extended Basic is built in that
uses Microdrive-like commands, it is as
easy to use as any Sinclair Basic could
be. The original Wafadrive had
Microsoft style commands and | think it
would have been better to use them in-
stead.

The Basic is good for the task and |
have no complaints about it. Also in-
cluded in the package is a word-
processor written by Softek called
Spectral writer. This is a full feature
wordprocessor that can generate a 64
column screen that is quite readable.

Why put a wordprocessor in with a
storage medium? Wouldn't a database
be more useful? Not when you discover
that the unit has a Centronics interface
and a bi-directional RS232 interface as
well. This means that you can drive
almost any printer on the market. Well
done Rotronics!

As | mentioned earlier, this is com-
peting directly with the Sinclair
Microdrive system and it beats it hands
down.
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Software support is or will be
available with quite a lot of companies
supporting it like Hewson, Artic,
Softek, and others while there is no
software support for Microdrives at all.

All that is missing is the network (lI'd
swop that for a Centronics interface
any day) and the dreadful unreliability of
the Sinclair units.

There is a Commodore system on its
way, | have seen a pre-production unit
and it is quite good. It communicates
with the Commodore 64, VIC, 16,
Plus/4 via the serial bus and uses com-
mands that are very similar to the
1541. It is also a bit faster. The big pro-
blem is that it is only £50 cheaper than
the disk drives, but it has all the func-
tions of the Sinclair drives.

The Spectrum version is available
now and it is worth selling your
Microdrives and Interface 1 to get this,
it is so good.

PHLOOPY

For: BBC, (Commodore)

Made by: Phi Mag Systems Ltd
Price: £113.85+ £29.90 for the
Interface

Phloopy is an attempt to produce a fast
alternative to the rather expensive disks
for the BBC Micro.

The system is based around an in-
telligent unit that takes special tapes
and read/writes using a unique nine
track head developed by Phi mag. There
is a distinct advantage in using a nine
track head. One byte takes up eight
bits, one bit per track plus one bit for
parity. A parity bit is a bit that confirms
the contents of the byte it is associated
with. This makes the Phloopy quite
reliable.

To use the Phioopy on the BBC you

Ph
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need to fit an interface. This comprises
of a small circuit board plugging into
where the disk interface usually goes,
two link blocks being plugged in, two
resistors being cut, the LFS ROM in-
sertea into a sideways ROM socket,
and sticking a small sticker on the front
of the BBC saying ‘'This machine is fit-
ted with a Phloopy interface’’!!

The drive plugs into the auxiliary
power jack and the disk socket.

The LFS or Loop Filing System is
very much like the Acorn DFS so a lot of
software runs with it. ROM software
like Wordwise seems to run all right. Ad-
vanced DFS commands are also pre-
sent, such as EXT # and PTR#.

The tapes hold around 100K of infor-
mation on a loop of about 12 feet long.
Access times are a lot faster than tape
and considerably faster than the Com-
modore disk system it's just that as the
BBC disks are so fast it looks slow by
comparison.

Two of the tapes are supplied, a
‘Welcome Phloopy’ and a blank. Blank
tapes cost a wopping £5 eachl. Soft-
ware support looks a bit thin on the
ground but it may pick up a bit.

A Commodore version should be out
by Christmas and if it is comparable in
speed with the BBC one it will be a good
deal faster than the Commodore disk
system.

As it stands for the BBC | don’t know
whether to recommend it or not. Disk
prices are now down to around £200
for a DFS and a drive, if you shop
around. The Phloopy is about £145, so
it depends on whether you have the ex-
tra £55 pounds. If you can scrape it
together then get disks, if you can't
then this is just about the best alter-
native.

The story so far. . .

Disk drives have been with us for many
years. IBM first developed the floppy
disk (the eight inch variety) for its
new generation of mini computers a long
while ago.

Shugart then went one step further
and created the mini floppy with a
diameter of five and a quarter inches.

This is the most popular disk storage
medium in the world and because it was
developed by one manufacturer there is
only one type of disk and it will fit any
disk drive, although the data on it is
be unlikely to be readable.

There are some variations between
density and number of sides, but on the
whole it is a pretty standard arrange-
ment. The same can be said of the
drives themselves. The ‘Shugart bus’ is
what nearly all disk drives use to com-
municate with their controllers.

The story is not the same when it
comes to micro floppies. These come in
sizes from two and three quarter inches
to three and three quarter inches. Most
manufacturers are Japanese although
there are a few Europeans.

These micro floppies are all totally
different from each other, each
manufacturer has a different standard.

The two that look like winning the
race are Sony, whose disk drives have
been accepted by a lot of business
machine companies (Apple, ACT, etc) and
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Hitachi who have made inroads into the
home computer market, with their drives
being sold with the Einstein, Amstrad,
Atmos, and possibly Enterprise. Third
party manufacturers also use Hitachi
drives for use with the BBC micro. MSX
is also going to use one of these drives,
but as both manufacturers are MSX
subscribers it is going to be a big battle
to see who gets the contract.

The American market is almost total-
ly disk based — hardware is very cheap
over on the other side of the pond. So
over in the USA there is a lot of disk
software. The British disk software
market is expanding with Mastertronic,
Richard Shephard, Interceptor, Acorn-
soft and almost every other manufac-
turer producing software on disk.

The advantages of using a disk drive
are very plain. They are capable of ‘ran-
dom access’, this does not mean that all
your data is scrambled in a random
fashion, but that you can get data from
a random part of the disk just as fast as
any other part.

The speed of disk accessing is so
fast that it becomes practical to have a
program in many parts on a disk of say
100K in length. If your computer has
around 40K then the program can load
in and out in three chunks. If you have a
fast disk drive then there is only a short
wait if any wait at all.

Adventure games for the Apple in
America have been doing this for years.
Some games can cover three, four, or
even five disks! that's around half a
megabyte of program, while the com-
puter can only take around 48K at a
time.

Elite for the BBC by Acornsoft uses
the disk swopping method to good ef-
fect. Call up information from the

Galactic Encyclopaedia and the disks
spin for a few seconds and the informa-
tion is displayed.

Remember the Hobbit on the BBC,
no graphics If it was on disk then all the
pictures can be stored on the disk and
called up at the appropriate time. Thus
getting around the lack of memory in
the BBC that prevented the inclusion of
the picture drawing routines.

With the development of the disk
software market, exciting things wiill
happen.

As far as programming, serious or
otherwise, a disk drive is almost essen-
tial, if you can afford it. Whilst writing a
game for the Commodore 64, | found
that the 30K source file took 17
minutes to save to tape, and you should
always verify — that makes around a
40 minute wait!.

The Commodore disk system is one
of the slowest around but it still load the
same game, but 20K bigger, in around
two minutes. The BBC system is even
faster — 25K in around five seconds!

Another storage method rivalling
disks is collectively known as ‘alter-
native storage media’.

This refers to ‘Floppy Tapes’,
‘Stringy Floppies’, ‘Phloopies’, and
‘Microdrives’ in all their shapes and
forms. The emphasis is on emulating
disks while keeping the high price of
disk drives down, hence the odd names
— most of which have a variation of
‘floppy’ or ‘drive’ somewhere,

In the main these devices consist of
a long loop of magnetic tape which
passes over a tape like read/write head.
These range from the good but expen-
sive Phloopy to the cheap but unreliable
Sinclair Micraodrive.
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Steve Lucas is back again with part four of the series about all you wanted to know

about adventure programming but were afraid to ask.

The sharp eyed amongst you will have noticed that the two adventures in this

issue were written by him.
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in the array C$(X) to see if the
word entered is understood. If it is,
then variable E is set to 1 so that
when line 1650 is reached, an ap-
propriate message will be displayed

Now that you are able to move from one
location to another in your adventure,

below.

tion:
a)

will need to make the changes indicated
This routine will need some explana-
The variable E is used as a check. It

is first set to zero and the FOR-
NEXT loop searches each element

if the word is not understood and
control will then be passed back to
the main loop.

you will need to be able to handle the b) If the word held in H$ is
objects which you find in the different understood, the routine must then
locations. This means writing a routine check if the object is found in the
to allow you to GET the different ob- current location (P%). Lines
jects and this may be called by inserting 1660-1700 perform this check
a line into the main control loop such as: and the number of the item is held
in the variable R.
410 IF G$=""GET'* OR G$ ="TAKE" ¢) In any adventure game, you
OR G$ =""GRAB’* THEN GOSUB 1600 will want to include items which
you should not be able to get. The
BBC and ELECTRON users can checks for these should be placed
replace the subroutines with PROCget. in the listing at this point. As an ex-
The GET routine will need to analyse ample, supposing item 18 is an evil
the word held in the variable H$, which vampire, then we could prevent the
we extracted from the input statement player from being able to GET the
F$ last month. Listing 1 shows one vampire by adding line
subroutine to achieve this. It will work
on most machines without any 1711 IF R=18 THEN PRINT “That's
changes, although Spectrum owners just about the most ridiculous sugges-

tion I’ve ever heard!"’: RETURN

The RETURN statement prevents the
object being transferred to the array
holding the items you are carrying.

d) Lines 1800-1850 transfer the item
to the array holding the items you

[The GET routine
1600 REM %% GET routine %%
1610 LET E=0: LET R=0 : i o
1620 FOR X=1 TO 24 : REM 2% There are 24 objects in this game *x»
1630 IF LEFT$(Os(X) ,LEN{(HS$) )=Hs THEN LET E=1 L_,ET R=X :
1640 NEXT X . - _ :
1650 IF E=0 THEN FRINT "I don’t see a "iHi; RETURN
1660 LET E=0 e ' -
16470 FOR Xx=1 10 24 :
1aR0 IF BL(X)=PX THEN LET E=1 :
1690 NEXT X :
1700 IF E=0 THEN PRINT "I don"t see it hgre!“: RETURN
1710 REM %% nenxt few lines hold checks for items.
1800 LET E=0
1810 FOR X=1 10 4 o : :
IF Wa(X)="" THEN LET VS (¥X)=BE(BL(R)}: LET X=5
NEXT X . _ :
IE E=0 THEN FRINT "My hands are full !":RETURN
LET BY%(R) =0 RETURN : :
Changes for SFPECTRUM users:—
1630 IF c$(x,1 TO LEN(h$))=h$ THEN LET e=1: LET r=x
1690 IF bGod=p THEN LET e=i L . | : _
1820 IF vE(x, 1)=" " THEN LET v$(x)=b®(bir))s LET e=1: LET x=5
notice that the variables must have lower case letters.




are carrying (V$(X)). We have not
already dimensioned this array and
therefore you should add the extra
DIM statement at the start of the

program. In this game, you will
notice that we are only going to be
allowed to carry 4 items and
therefore need to DIM V$(4) at the
start. Line 1850 resets the pointer
so that the object will no longer be
present at that location when you
have picked it up.

Line 1820 shows that we can jump
out of a FOR-NEXT loop if we ter-
minate it correctly by setting the
variable to a number bigger than

e)

E=O: LET

R=0

2200 RETURN

the end condition.

2000 REM %% drop subroutine #%

20 1 TO 24
T0 IF LEFTS(CE(X) . LEN(HE) )=H3$ THEN LET E=1: LET R=X
2040 NEXT X
2050 IF E=0 THEN FRINT "I don't see it!":RETURN
2060 LET E=0
2070 FOR x=1 TO 4
2080 IF YSI(X)=Bs(R) THEN LET Vs (X)="": LET E=1
2090 NEXT X
2100 IF E=0 THEN FRINT "I don"t have it!'": RETURN
2110 LET BX(R)=F

The array V$ will now hold the items
which you are carrying so that if you
escape from a running program and
type PRINT V$(1) or PRINT V$(2) etc.
you will see the items you are carrying It
has become a standard convention in
adventure games that typing INVEN-
TORY or just INVE, you will be told the
items carried. Such a routine can be
called in the usual way by putting a
check into the main loop such as:

450 IF G$="INVE"”
inventory

THEN PROC

Listing 2 shows a suitable pro-
cedure.

Line 2030 is used to get variable R
so that it holds the number of the item
dropped. Slight changes will again be
needed to allow the routine to run in the
Spectrum, but it should run in most
other machines without change.

We have now completed the
technical parts of the game so that we
can move around freely and get and
drop different objects. The next stage in
developing an adventure game is the
most interesting and also the most dif-
ficult. Next month | will be looking at
how to set the puzzles which need to be
solved.

As a taster, suppose that in location
19 there is a giant slug which blocks
the way North. The solution to this will
be well known to any gardener...drop
salt onto itl. If we are carrying item 17

FRE™M
DEFFROCInventory
PREML S

19200

[nventary r

1930, LET " E=0

1940 FOR X=1 10 4

1950 IF WYE(X)< """ THEN
19460 NEXT X

1970 IF E=0 THEN PRINT
1980 ENDFROC

opline =

am carrying =—"

PRINT W$(X): LET E=1

"Mothing at all"

You will notice that the variable E is set
to zero at the start. The FOR-NEXT loop

(SALT), then the following line should

give you the idea of how to code the

then searches each element in the array problem.
to see if it is empty. If any item is found,
then the variable E is set to 1 so that
lr:reess; 270 prints an appropriate {90 IF Re17 AND PY=19 THEN
S ge. . "The slug dies":LET B$(7)
pectrum users will need to change i y ;
="a deadz=z1ug LET A

line 1950 to:

1950 IF v$(x,1)
v$(x): LET E=1

There should be no other changes
needed except for replacing ENDPROCs
and PROCs with RETURN and GOSUB.

The only thing left to do now is to be
able to drop the items where we want.
Listing 3 shows a suitable subroutine
which can be called from the main loop
in a similar way to the GET routine.

' THEN PRINT

/r .

(n we




TS OUR THIRD!

To celebrate entering our third year producing Spectrum and ZX81 add-ons
we're kicking off with a selection of mail order discount vouchers to send in
with orders from Sinclair User, Your Spectrum, Computer and Video Games,

Crash or Big K.

ONILY

1995

I SAVE I
AGF PROGRAMMABLE INTERFACE I I

600

VOUCHER | VOUCHER]

SAVE

150

ONLY

895

AGF INTERFACE 11

Send this voucher together with your mail order coupon and Send this voucher together with your mail order coupon and
payment from our Sinclair Wser, Your Spectrum, Computer & payment from our Sinclair User. Your Spectrum, Computer &
Video Games, Crash or Big K advertisement to purchase the AGF Video Games, Crash or Big K advertisement to purchase the AGF
Programmable Interface for £19.95 including Post and Packing Interface Il for £8.95 including Post and Packing.
THIS VOUCHER EXPIRES END DECEMBER 1984 THIS VOUCHER EXPIRES END DECEMBER 1984
OFFER APPLIES ONLY TO U.K. OFFER APPLIES ONLY TO UK
A S S S " T I T S G S
Send this voucher together with your mail order coupon and Send this voucher together with your mail order coupon and
payment from our Sinclair User, Your Spectrum, Computer & payment from our Sinclair User, Your Spectrum, Computer &
Video Games, Crash or Big K advertisement 1o purchase the AGF Video Games, Crash or Big K advertisement to purchase the
Romslot for £8.45 including Post and Packing. Quickshot 11 for £8.90 including Post and Paching
THIS VOUCHER EXPIRES END DECEMBER 1984 THIS VOUCHER EXPIRES END DECEMBER 15884
OFFER APPLIES ONLY TO U.K. OFFER APPLIES ONLY TO U.K.
S S T e N S I TN I S N

This offer, which applies only to the U.K. and to
mail orders sent direct to AGF, will last until
Friday 28th December 1984. Please allow up to
28 days from receipt of your order although we
will endeavour to despatch your goods to you as
soon as possible.

If you have already placed an order for one of
the above products and are awaiting delivery you
may send in the appropriate vouchers, along
with the name and address on your original order,
to claim an equivalent refund.

AGF piroducts are guaranti 1
back undertaking AGF Hardware Is I

AGF products for the ZX
Spectrum are compatible
with the new Spectrum Plus
computer.




Storm Trooper is a graphical simulation :

of the German attack on Russia in the
last war.

Two players can fight it out. One|

player plays the German troops and the
other plays the Russians. Varied terrain

| is presented on screen including, a
| forest, burnt out buildings, and
| undergrowth.

Full playing instructions are included
in the program.

RUNdown

Lines Action

100-290 Set up terrain and
deploy troops.

300-399 Move the cursor around
the screen.

400-419 Order routine.

430-499 Movement routine.

500-999 Firing routine.

1000-1020 Line of sight detector.

1100-1199 End of game and
allocation of points.

1200-1300 Titles and explanations.

1500-1599 Move counter.

9000- Set up UDGs.

Variables Used

i Colour of troops.
rv,gv Russian and German victory
points.

gc,rc  Russian and German strengths.

G Length of players’ move.

mc Move count, game ends after
24 moves.

U The BRIGHT colour attribute of
the player making the move.

Ccv Type of cover, soft, hard, or
total cover.

d Direction indicator.
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REM STORMTROOPER R.M.SIMFSON 1984
60 YO 1200

B0 SUB 9000

DIM as$(14)

LET c=2: LET rv=0: LET gv=0
LET gc=14: LET rc=14: LET mc=0
RESTORE 290

GO SuB 100

B0 SUB 1500 _

10 BEEF 1,10: GO SUB 200

30 BEEP 1,.,-10: 5O SUB 230

35 BEEF 1,1: GO SUB 300

99 STOP

DONEC NP U

100 REM SETTING UP TERRAIN (Enter capitals in graphic
mode)

101 PRINT AT 1.8: INK 43;"F": PRINT AT 1,26; INK 43"F"
—102 PRINT AT 2,85 INK 4; F': PRINT AT 2,263 INK #3"F":-

PRINT AT 2,2: INK O3"ABNAF": PRINT AT 2,12: INK 0; "ABO
BA": PRINT AT 2,19; INK O "ABAMMA"

103 PRINT AT 3,2; INK 03"Q": PRINT AT 3,43 INK O;"D":
PRINT AT 32,85 INK 4;"F“: PRINT AT 3,12: INK 0:"Q": PRIN

T AT 3,146; INK O;"D":

] FRINT AT 3,1%2; INK O3;"D": PRINT A
T 3,28; INK O;"Q":

PRINT AT 3,24: INK 4;"EREERE”"
104 PRINT AT 4.2; INK O:"Q": PRINT AT 4,&: INK O:*D":
PRINT AT 4,8:; INK 4;"ERER"; INK 03;"D":AT 4,14;"B*:AT 4,

19:*D": AT 4,24;" 0"

105 PRINT AT 5,2: INK O: "NABAN":AT 5,12; "PPBFE";AT 5,1
93 "ACBD" ;AT 5,24;"0":AT 5,29: "ANA"

106 PRINT AT &6,22; INK O;“QBA":AT &,29:°D"

107 PRINT AT 7,18; INK 43 "HY:AT 7,27: INK O;"AdA"

108 PRINT AT 8,1; INK 43;"H";AT 8,3; "H";AT 8,5; "H":AT 8

+8; INK O;"AOPMBBPA":AT 8,19; INK 4:;"H":AT 8,27: INK O3
npye
109 PRINT AT 9,0; INK 43;"H":AT 9,4:;"H";AT 9,8; INK 03"

G"3;AT 9,103 "D"3AT1 9,155"Q";AT 9,27:"D"

110 PRINT AT 10,5:; INK 4;"H";AT 10,8; INK O:;"D";AT t0,
10; "D"3AT 10,15;"DY;AT 10,19;"ABCAB": AT 10,27; "AAD"

111 PRINT AT 11,13 INK 4;"H":AT 11,3;"H";AT 11,83 INK
O3 "D":AT 11,15:"D"sAT 11,19: "D ":AT 11,23;"D AT 11,263
INK 4:"F"3AT7T 11,29; INK O;"ABA"

112 PRINT AT 12,5; INE 4;"H":AT 12,8; INK O:;"D":aT 12,
153 "D"3AT 12,19:"D":1AT 12,23:"D":AT 12,26: INK 4:"F"

113 PRINT AT 13,0; INK 4;"H";AT 13,2:"H":AT 13,4;"H";:A
T 13,8; INK O “PPPPBPOPY;AT 13,19;:"AABAAY;AT 13,26: INK

45 rEs

114 PRINY AT 14,243 INK 4;“EREERE"

1146 PRINT AT 16,33 INK O;"AABA";AT 16,93 INK 4; “"EREERE
ERE";AT 16,23;"6°3AT 16,25:"6"3AT 16,27;"G"5AT 16,291 "G
"

117 PRINT AT 17,33 INK O3"DY3;AT 17,63"D";AT 17,9: INK
A3 YF ;AT 17,17:"F"3AT 17,24;"6G";AT 17,283 "6G":AT 17,30: "
BG"

118 PRINT AT 18,33 INK O;"D":;AT 18,6;*D";AT 18,9;
/1 "FY3AT 18,17;"F"3sAT 18,233 "G

199 RETURN

200 FOR g=1 TO 14

203 READ a%(q)

205 PRINT AT 20,03 INK 1:“GERMAN":; INK O;" DEPLOY FORC
ES ENTER COLUMN NUMBER © TO 31 FOR UNIT -"; INK lzas$(
gl: INPUT y -

207 IF y>31 THEN LET y=31: IF y<O THEN LET y=0
208 IF ATTR (19,y)=57 DR ATTR (19,y)=460 THEN PRINT AT

20,13 INK 2; FLASH 1;°COLUMN BLOCKED RE-ENTER COLUMN N

INK

UMBER": BEEP 1,-20: GO TD 205 :
210 PRINT AT 19,y; INK 13 OVER ljas(q)
212 NEXT g '
215 RESTORE 290
220 RETURN

230 FOR g=1 7O 14

233 READ as(qg) .

235 PRINT AT 20,0; INK 2;"RUSSIANY; INK 03" DEPLOY FOR
CES ENTER COLUMN NUMBER O TO 31 FOR UNMIT -":; INK Z2:as$
£Ql: INPUT vy

240 IF y>31 THEN LET y=31: IF y<O THEN LET y=0
245 IF ATTR (0,y)=58 DR ATTR (0,y)=40 THEN PRINT AT 2

0,13 INK 2; FLASH 1;"COLUMM BLOCKED RE-ENTER COLUMN NUM
BER": BEEF 1,-20: GO TO 235
260 PRINT AT O,v; INK 23 OVER 1ias$(q)

275 NEXT q

280 REM Enter DATA capitals in Graphic made

290 DATA "I","J% MK, upv uge ugce s nge spges g e o
K e e

299 REM order cursor sub/r

300 LET u=19: LET y=15

301 IF g=0 THEN GO SUB 1500

302 IF c=1 THEN LET u=121

303 IF c=2 THEN LET u=122

305 PRINT AT %,vy3 INK B; DOVER 1; BRIGHT 13" "

310 BEEF .01,20: PRINT AT 20,03 INK c: FLASH 1;"MOVE";

INK O3 FLASH 0:* CURSOR TO UNIT AWAITING ORDERS USING
CURSOR KEYS i ¥

319 IF INKEY$<"O" THEN 60 TO0 319

320 PRINT AT x,y: INK 83 OVER 13"

325 IF INKEY$="8" THEN LET y=y+l1

330 IF INKEY$="5" THEN LET y=y-1

335 IF INKEY$="§6" THEN LET x=x+1

240 IF INKEY$="7" THEN LET w=x-1

341 IF INKEY$="p" THEN GO SUB 1500

344 IF x<0 THEN LET x=0

345 IF x>19 THEN LET x=19

350 IF y<O THEN LET y=0

355 IF y»>31 THEN LET y=31

356 PRINT A x,ys INK B: OVER 13 BRIBHT 13"

357 IF ATTR (x,v)=u THEN 6O SUB 400

399 GO TO 301

400 REM order sub/r :
401 BEEP .1,-20: PRINT AT 20,0; INK c: FLASH 1:"ORDERS
"; INK O: FLASH Oy "PRESS FIRE—F MOVE-m oFgo
NENTS MOVE-o o

402 IF INKEYS$S<{>"" THEN 60 TD 402

403 IF INKEY®="" THEN {0 10 303

405 IF INKEY$="+f" THEN LET g=g-1: GO SUB 500

407 IF INKEY$="m" THEN LET g=g—-1: 8D SUB 420

408 IF INKEY$="p" THEN B0 SUB 1500

4192 RETURN
420 REM movement sub/r
430 BEEP .1,20: PRINT ar 20,0;

INK c; FLASH 1:"PRESS";

INK O3 FLASH 03;"KEY FOR SPEED OF MOVE SLOW-s MEDIH
M-m FAST—-f DOUBLE-d"

431 IF INKEY$<>"" THEN GO TO 331

432 IF INKEY$="" THEN 6O TO 332

433 IF INKEY$="d" THEN LET s=5

434 IF INKEY$="f" THEN (ET =3

435 IF INKEY$="m" THEN LET g=2

434 IF INKEY$="s" THEN LET s=1




437 BEEP .1,20: PRINY AT 20,0;
TO INDICATE DIRECTION OF MOVE
438 1IF INKEY#<>"" THEN BO TD 438

INK O3 "PRESS CURSOR KEY

441 IF INKEY$="" THEN GO TO 441

442 PRINT AT x,y; INK 73 »

443 LET r=x: LET t=y: LET d=0

444 IF INKEY$="B" THEM LET y=y+s: LET d=1
445 IF INKEY$="5" THEN LET y=y-s: LET d=2
446 IF INKEY3="6" THEN LET x=x+s: LET d=3
447 IF INKEY$="7" THEN LET w=x-s: LET d=%
450 IF x2>19 THEN LET x=19

455 IF %<0 THEN LET x=0

463 IF y>31 THEN LET y=3i

470 IF y<O THEN LET y=0

471 RESTDRE 474 !

472 FOR f=1 TO 4:n

473 IF ATTR (x,y?=n AND d=1 THEN LET y=y-1
474 IF ATTR (x,y)=n AND d=2 THEN LET y=y+1
475 IF ATTR (x,y)=n AND d=3 THEN LET x=x-1
476 IF ATTR (x,y)=n AND d=4 THEN LET x=x+1
477 NEXT +

478 DATA 56,57,58,4&0

479 IF ATTR (n,.y)=54 OR ATTR (x,y)=58
OR ATTR (x,;y)=60 THEN FRINT AT 206,03

OR ATTR
NK c;

(X,y)=57
FLASKH L1+

MOVE BLOCKED BY DIFFICULT TERRAIN RE-ENTER MOVE": BEEP
1,10: BEEP 1,-30: PRINT AT r,t; INK csa$(g+l): LET x=r:
LET y=t: LET g=g+il: GO TO 356

480 PRINT AT x,y; INK cia®(g+i)

499 RETURN

500 REM firing sub/r

501 LET r=wx: LET t=y

02 LET cv=0: LET co=0

505 BEEF .01,20: FRINT AT 20,0: INK c3 FLASH 1;"MOVE";
INK O FLASH 03" CURSOR TO TARGET USE CURSOR KEYS "3 1
NK c; FLASH 13"PRESS— 1"; INK 0O: FLASH 0: "TO LOCATE

511 LET h=ABS (x~r)*ABS (x—r)+ABS (v-t)*ABS (y-t)
512 LET ra=INT SGR h

515 IF INKEY$<"0" THEN GO TO 515

516 PRINT AT r,t; INK 8; OVER 13" "

520 IE INKEY$="7" THEN LET r=r-1

525 IF INKEY$="6" THEN LET r=r+1

S30 IF INKEY$="B" THEN LET t=t+1

S35 IF INKEY$="S" THEN LET t=t-1

S3& IF r»>t9 THEN LET r=19

537 IF r<O THEN LET r=0

538 IF t>31 THEN LET t=31

539 IF t<0 THEN LET t=0

S40 FRINT AT r,t: INK 8: OVER 13 BRIGHT 1;" "
545 IF INKEY$="1" THEN PRINT AT r,t; INK 8; OVER 1:"

"t PEEP .1,-20¢
55C 60 TO 505
555 REM LINE OF SIGHT
556 LET xx=x: LET yy=y
560 LET e=(xx-r): LET f=(yy-t)

GO TO 555

S/R

565 IF ABS f>ABS e THEN GO TG 405

580 FOR d=1 TD ABS e

585 LET dx=d: LET dy=d

586 IF e>0 THEN LET dx=-d

587 IF >0 THEN LET dy=—d

588 .IF f<O AND d>ABS f THEN LET yy=yy-1
S89 IF £3>0 AND d>ABS £ THEN LET yy=yy+l

590 IF e=0 THEN LET dx=0
591 IF $=0 THEN LET dy=0
599 GO SUB 630 L
&00 IF cv=3 THEN RETURN
601 NEXT d

&05 IF ABS e>ABS f THEN GO TD &44
410 FOR d=1 TO ABS
615 LET dx=d: LET dy=d
&16 IF >0 THEN LET dx=-d
617 IF f>0 THEN LET dy=-d
618 IF e<0 AND d>ABS e THEN LET xx=xx-1
619 IF e>0 AND d>ABS @ THEN LET xx=xx+1
420 IF e=0 THEN LET dx=0
&2t IF f=0 THEN LET dy=0
&25 GO SUB &30
626 IF cv=3 THEN RETURN
428 NEXT o
&2% GO TO 444
&30 IF ABS d>1
&31 IF ABS d>1
1000
&35 1IF
2
&34 IF
1000
&43
&55
6460

AND ATTR
AND ATTR

(xx+dx ,yy+dy) =4 THEN LET cv=1
(xx+dx ,yy+dy) =60 THEN GO SUB
ABS d>1

AND ATTR (xx+dx,yy+dy)=5&4 THEN LET cv=

ABS d>1 AND ATTR (xx+dx,yy+dy)=5&4& THEN GO SUB
RETURN

REM location s/r
LET di=INT (RND#&+1)

&&61 IF cv>0 THEN LET co=-2

665 1IF ra<=3 THEN PRINT AT 20,03 INK O;"TARBGET LOCATE
D "+ BEEP 1,10:
GO TG BOO

670 IF rad=5 AND di-co>=2 THEN FRINT AT 20,03 INK O3"
TARBET LOCATED *: BEEP 1,10
: BO TO 80O

&75 IF ra<=10 AND di-co>=3 THEN FRINT AT 20,03
"TARGET LOCATED "e
,10: BO TO 800

&80 IF ra>10 AND di—co»=4 THEN PRINT AT 20,03
TARGET LOCATED k|
,10: GO TO BOO

699 FRINT AT 20,03 INK O;"TARGET NOT LDCATED

"y BEEP 1,10: BEEP 1,-30: RETURN

REM ~———r- +iring s/r
FOR F=1 TO 10: BEEP

INK O3
BEEP 1

INK Oz"
BEEP 1

800
801
F
BOS LET pc=0

810 LET di=INT (RND¥*&6+1)

820 IF ra>3 THEN LET di=di-1
825 IF ra>10 THEN LET di=di-2
832 IF di>=4 THEN LET pc=1

833 IF di=é THEN LET pc=2

B40 IF pc=0 THEN PRINT AT 20,03

«01,-20+F: BEEP .01,—10: NEXT

INK c3; FLASH 1:"MISSE

D ": BEEP 1,30: RETURN

850 REM Saving throw procedure

855 FOR s=1 TO pc

860 LET di=INT (RND»*&+1)

865 IF cv=2 AND di>2 THEN LET pc=pc-1

870 IF cv=1 AND di>4 THEN LET pc=pc-1

B75 IF cv=0 AND di>> THEN LET pc=pc-1i

B8O IF pc<=0 THEN PRINT AT 20,0: INK c: FLASH 1;"MISS
ED “: BEEP 1,30: RETURN

900 IF pc>0 AND ATTR (r,t)=58 THEN LET rc=rc—1: PRINT
AT r,t; INK 73" ": PRINT AT 20,0; INK 2: FLASH 1:;"TARG
ET DESTROYED *: BEEP 1,30

905 IF pc>0 AND ATTR (r,t)=57 THEN LET gc=gc-1: PRINT
AT r,t; INK 73" ": PRINT AT 20,03 INK 13 FLASH 1:"TARG

ET DESTROYED i |
999 RETURN

1000 REM line of sight blocked s/r

1005 LET h=ABS (x—xx+dx)#*ABS (x—-xx+dx)+ABS
5 (y-yy+dy)

1010 LET rh=INT S0R h
1015 IF ABS (ra-rh}>1 THEN FRINT AT 20,0:
1:“LINE OF SIBHT BLOCKED
“: LET cv=3: BEEF 1,-Z0:

BEER 1,30

(y—yy+dy) *AB

INK €3 FLASH

RETURN




1272 PRINT AT 21,035 INK 03 "PRESS ANY KEY FOR GAME TO ST
ART" ;

1273 1F INKEY$="" THEN GO TO 1273

1275 IF INKEY$="n" THEN Bﬁ SUB 1300

1020 RETURN . : . :
1100 REM End of game sequence allocation of victory pts

1110 FDR %x=% TO 12
1120 FOR y=9 TO 14 1279 FOR u=1 TGO S5

1130 IF ATTR (x,y)=57 DR ATTR {x,¥)=121 THEN LET gv—gv 1280 FOR f=1 TD 10: BEEP 01 —20+f: BEEP .01,-10: LET x
+1 =INT (RND*21}: LET y=INT (RNB*:SU- PRINT AT x,y: INK 2;
1140 IF ATTR (x,y)=58 OR ATTR (x,¥v)=122 THEN LET rv=rv : OVER 0;"o": NEXT 4 .
1 ' : 1281 NEXT u

1150 NEXT y 1291 CLS

1160 NEXT x ! 1299 B0 TO 3

1170 IF gv>rv THEN PRINT AT 20,0: INK 1; FLASH 1;"BERM 1300 REM Bame dsign notes

AN VICTORY 1" 1301 CLS

1180 IF rv>gv THEN PRINT AT 20,03 1305 PRINT AT 1,5; INK O;"Scale
16N VICTORY 20 metres"

1190 IF rv=gv THEN PRINT AT 20,03 FLASH 1:"GAME DRAWN 1307 PRINT AT 4,5; INK 0;"1 figure=3 men”

e 310 PRINT AT 46,53 INK Os*Buildings give hard cuver whi
le bushes, hedges and trees give soft cover. The class
of cover along with the range effect the chance of bein
g located and hit *

1320 PRINT AT 13,5; INK O3"Though it may seem strange t
hat opposing troops can be directly next to each other

INK 2: FLASH 1;"RUSS { column/line sgquare=

1191 FOR T=1 TO 100 BEEP 0.01;10r NEXT T

1195 PRINT AT 20,03 INK O3 "DO YOU wWANT ANDTHER GAME 72
ty/n) o

1196 IF INKEY$<"0O" THEN GO TO 1196

1197 1F INKEYS$="y" THEN CLS : 6O T0 1

1199 STOP and yet miss when firing, in real life the troops would
1200 REM title and explanation be lying down, making use of any available cover and t
1201 CLS aking evasive action'
1202 INK S: BORDER 1 1340 PRINT AT 21,03 INK 2; INVERSE 1:"PRESS ANY KEY TO
1204 PRINT AT 1,33 INK 2;" VRSN BISESESE SIION0s PRI Dubemn START GAME"
1205 PRINT AT 2,3: INK Z:"B E-] B OB E BENN 1350 IF INKEYS$<>"" THEN GG TO 1350
1204 PRINT AT 3,35 INK 2:"® | M s EEEN 1360 IF INKEY$="" THEN 60 7O 13&0
1207 PRINT AT 2,33 INK 2: " IMENm £ ] WO R B B M ¢ 1365 CLS :
1208 PRINT AT 4,463 INK 2:"@m m W NN E W N R 1370 60 TO 3
1209 PRINT AT 5,33 INK 2; “ ki n NN EEBE R 1500 REM move counter
1210 PRINT AT 7,03 INK 2:" SOmes SOSCiis Soees Jesly DARiE BESEM B 1501 LET mc=mctl
- . 1505 FRINT AT 21,263 "move"imc
1211 PRINT AT B.23 INK 2:"m M oM oNEEEEREN N o= 15046 IF mc=25 THEN 60 TO _!100
. | 1507 IF re=0 THEN G0 TO 1100
F.2; INK 2:"M DRI A B W R W R 1508 IF gc=0 THEN 60 TO 1100

1212 PRINT AT

- 1510 IF c=2 THEN LET c=1: LET g=gc: PRINT AT 20,0; INK
1213 PRINT AT 10,25 INK 2:"l HBE B EENE N M@ 1; FLASH 1:;“GERMAN TURN": FOR =1 TD S0: BEEP 0.01,103
. . NEXT f: RETURN

1214 PRINT AT 11.2: INK 23"l B N 00 DOGE I & W 1520 IF c=1 THEN LET c=Z: LET g=rc: PRINT AT 20,0; INK
=" 2; FLASH 1:;“RUSSIAN TURN": FDR f=1 TO SO: BEEP .01,10:
1250 PRINT AT 14,0: INK O;"W.W.II. INFANTRY FLATOON COM NEXT %

BAT ON THE EASTERN FRONT. GAME FOR 2 PLAYERS" 1599 RETURN .

1251 PRINT AT 17,11: INK O3"BY R.M.SIMPSON" 2000 RESTORE 9360: FOR £=0 TO 17: FOR g=0TC 7: READ a:
1252 FOR #=1 TO 100: NEXT ¥ POKE USR CHR$ (144+f)+g,a: NEXT g: NEXT £

1254 FOR u=1 10 S i 9360 DATA I2,120,120,204,204,255,255,255,0,56,125
1255 FOR =1 TO 10: BEEP .01,-20+f: BEEP .01,-10: LET x 85,231,331 ,251,0,4,58,119,255,153,153,255

=INT (RND®*21): LET y=INT (RND*31): PRINT AT x,y: INK B3 ‘?400 DATA 57,85 1-,2‘)0,24 94,152,154,0,25,123,255,255,2
OVER 13;"o": NEXT ¥ 5,0,0

1256 NEXT u q410 DATA 28,62,28,62,562,28,124,60,8,92,8,2,71,2

L1272

31,226,

1240 CLS

1245 PRINT AT 0,0; INK O;"YOUR DBJECTIVE AS PLATOON COM
“MANDER IS TO CAPTURE THE LARGE CENTRAL BUILDING IN THE
' VILLAGE AND HOLD IT AT THE END OF THE BAME.THE GAME END
S AFTER 24 HMOVES®

1268 PRINT AT 6,53 INK 23 INVERSE 13;"GAME RULE"; INK O3

INVERSE 03" You can only give a unit "3 INK 2: INVER
SE l:"one"; INK O3 INVERSE 03" order a move, either to
move or to try to locate and fire. Should you move the
order cursor onto a unit which has already tried to car
ry out an order, just move the cursor away."
1270 PRINT AT 14,5: INK O0;"Give your orders carefully a
s fudged orders will result in your troops doing nathin
‘g and the enemy taking the initiative"

1271 PRINT AT 19,0; INK 1;"PRESS INKEY$-N FOR GAME DESI
GN NOTES"

&4

P420 DATA 0,24,124,126,126,460,16,16,144,146,122,31,18,2
9,228,130.8,255,25.30,24,120,72,12

9440 DATA 0,32,1264,116,96,120,72,144,16,16,56,63,26,120
,80,24

9350 DATA &2,255,147,147 355 243 74 ,255,0,0,3,135,255,
o e

2450 DATA 4,40,39,167,255,0255,255,255,12,255,153,153,25
S, 153,153,255

2470 DATA 24,186,152,152 ,5% 546,185,24,48,120,56,255,255
Dh,0,0

9998 RESTORE 280

9999 RETURN




ention all Dealers!
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I DIMXXZ(2@) . v 0% (200 g KL 3) vl b
/9 REM REDEF INE FART CHARACTER
80 FORG=44684@TO47@79: READHY : FOKEG. MY s HEXT
7@ DATA3.3.3.3.3.3.3.

3048, 43, 48, 48, 48, 48, 48, 48
10@ DATAG.B.8.8.8,42, @.0,0,8,16,63,16,8.4,8
11@ DATAR,. V.. 12, 350,32 5.2.56.96.64.6, 248,48, 1¢
115 DAT 3E, 40,40, «74S5.39,18,20,20,20,2 &2
120 DATAIB.10.10.10. 1. mm.m 19,10, 1@, 11.0.@
138 DATA7.7.63.7.5.7 .5\.'-3 £3.55.55. \"-.’r-'f
14@ DATA4RE, 62,563, 63, P
15@ DAIAUA.Ju.14.14.14,14\.51._',1 “30,14,14,14,31.31,0,0
155 DATAD.@,6.15,27.63.1,0.2.7.7,7,
160 DATAR,B.0.0.0.56,14,7,0,0,0,0,31,63,39,3
165 DATAZ,3.3 i 3.63 48,648, 48.48, 48, 63,17
178 DATAZG, 47 F 23,63, 48, 48, 48, 48, 48
171 DATA84, 7: Q9. B2 73,70, 70.32.66,89,32.65. 66
172 DATABZ2,73,65,78.3 HB ?# 78,78,69.89
175 PRINICHRS(&):REM SWITCH OFF WEYCLICh
178 FORG=48035T04B03F: POKEG, 3Z:NEXT:REM CLEAR END OF STATUS LINE
179 FORG=1TC ] XT:REM PUT MESSAGE ON STATUS LINE
180 GOSUBT@RA:L ORESD: PAPERD: INKT ¢ 58%=0
181 EM (.AUQL *KEYS®® [0 READ KEYBUARD IMMEDIATELY
182 1:N%=-131R%=3:M%=0
183 FORG=T0! (G)==~1zNEX]
184 GOSUR2000
195 FORG=QTO39:PRINTRG. Z4:CHRS(1246) tNEXT
176 PRINTS@. CHR$14) ; CHR$ (27) ; " JMEN 1 SCORE tHI-SCORE " ;CHR®(4)
197 GOSUB&S@@:PRINTAR.@:CHRB(Z7) "B " :REM CHANGE COLOUR OF LINE BIRD USES
199 REM MOVE SHERIFF
200 A$=KEY$:IFAS=B$ANDXY 1BOTORSA
21@ IFAS=CSANDXZ {34 [HENGOSUBR3@0Q : M

TFAS=DSANDYY> 7 THENGOSUR3AD@ : N
1F AS=ESAND Y% < 19THENGOSUB300@ : N
IFA$=G$THENWATT25 : REPEAT :UNT ILKEY$=G$
GOTO3A0
IFN%=@THEN257

FLY%=@: IFN%=- 1 THENIFY?”
IFFLATHENIFSCRN (X%,
FL%A=0: [FNY%=1THENIF Y 1
IFFL THFNlFECRN!XA.Yh*I)—i‘bHPSCRNCi"*i.VL+1J
1FM%=0THENZB@

1FM%=1THENGY
HY%=@:FL%=0:REPEAT :FL%=E
IFFLY<33THENZBQ
IFFLY<{1@@THENSRDRELSEZ7Q
XA=XAAMA: Y A=Y LN
GOSUR3058
REM MOVE
TFALY
Cu=Ci+1
IFYYZ(C
TFSCRM{ X X7
1FY Y%L

GOTOZS50
1GOT0250

=1
=]126THEN27@

Z6THENZ2Z70Q

CRM( X%+G%, Y%~ HYL ) tKA=HL+1 t UNT ILHX=30RFL%> 32

QUTSIDE BANDITS
BTHEN7 Q0B
3 IFCY>=PY%THENCY

%=1 : IFFL<@THENF %=1

% WML CE VY =TI THENE Y= s GOSUBS@ASA : v (4! T%) =0 : GOSUES 200

E%=C%:GOSUB505@
IFYY%(CAI<ZITHENYYX(CL)I=YYL(C%I+1 ELSE XX%(CAr=4
GOSURSABB: GO T047S

GOSUR5@5@

C%) CATTHENX XA CH)=XX%(CL)I+1ELSEYYZ(CR) =22
GOSURS0R@: GOTO475

IFXX%(C%) < »37THEN45@
GOSURS@5@

420 IFYY%(CH) »BTHENYY%(C%) =YYL(CL)
43@ GOSUBS@@0:B0T0475
458 E%=C%:GOSUBS@50
4608 IFXX%CCYL) >ZTHENXXZ
470 GUSUES@aR

380
400
41@

1ELSEXX% (CXI=36

(CHI=XXA4(CL)-1ELSEY

10

'

474
475
476
477
490
495
497
500

637
js38
539
540
570
&80
682
o84
&86
-1=1=]
699
700
71@
720
]
73@
990
oy

(% ".]

REM BANDI TS
z ZV+131IFZ%

IFX%(Z%) - -1 THENS3®

HAZ=INT(RND( 1 )% (P%L-2

IFXX%(H%Z ) =3ANDXY (11 >—1 THEN&GRR

IFXX7%AHA 7ANDXLEZ) > -1 THENGGR
IFYY%IH% ) =3ANDXY (@) >~ 1 THENGO@

IANDX
JTHENX

(3) 5=31 THENSQRR

%132 IFGSL

%OT%
%3 ptUNT ILG

3ZORXLC2Y) <BORXUAZTL)

ERIFFS
IFA$< *F$ANDKSY
IFRGSY%: —1 THENG 3D
PRINTAXY, Y%--13*

1 THENT Q@

** 2 SHOOT

SUFKT LS%
3ZORNS%=390R1 S
11OANDHY < 121 THENPING:PRIN
3BOR(H% > 64ANDHLCFZ ) ORKGA
% ITHENG4@

v

Z L
PRINTaRS%.

108 THENGAZL=I1S%~1 1
L HA%=L 5%+ 1

REM EXTRA POIN

JANDRND €1 ) €. RS THENRY.=37
3ITHENS9@
PRINTARY, B¢" 1:IFR?

SOUND4. 1000, @:
PRINTAR%,

.50

$"uvw

TEPYS A4 EXORRUD O 121 E% 1R THE AL
At | LA
HEM SE| Uf EES

Fi

1I-r!-.HHJl:b*‘!ll'”u!fn 54
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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 in 2,4 or 16 col-
ours selected from a palete of 27 and
80, 40 or 20 characters per line.
Changing modes does not increase
memory 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.
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COMMODORE PLUS /4

Price:£299

Memory:64 K RAM 32 K 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) 32K 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
. is an expansion slot into which an ex-
' pansion board can be plugged that will
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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

s
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Processor: 6502 A.

1/0: |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.

Software: 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.

AT RN
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Processor: 6502 A.

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

ATARI 600 XL/B00 XL
Price:£99/£199

Memory:16 K/164 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. Textis 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-99/4A

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




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.

1/0O: joystick and cartridge ports.
Software: 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. lIts
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 wuser 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 envelope control is available from
BASIC.

Languages: BBC BASIC is included — a

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 sc 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 Z80 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 c

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 generator
covering five octaves, good software
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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 wili 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 0S/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 (24 K
usable) 32K 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.

Ctariry,




[t5 easy to complain

about advertisements.
But which ones?

in the cinema.

Advertising Practice.

bothering us.

Every week millions of advertisements appear in print, on posters or
Most of them comply with the rules contained in the British Code of

But some of them break the rules and warrant your complaints.

If you're not sure about which ones they are, however, drop us a line
and we'll send you an abridged copy of the Advertising Code.

Then, if an advertisement bothers you, you'll be justified in

The Advertising Standards Authority.
If an advertisement is wrong, we're here to put it right.
ASA Ltd, Dept 2 Brook House, Torrington Place, London WCI1E 7THN

This space is donated in the interests of high standards of advertising.

Lantern.Games That Shine

SOFTWARE FOR THE TI99 4A

NOW AVAILABLE...NEW FULL COLOUR PACKS
SEND S.A.E. FOR FULL LIST

WONKEY WARLOCK (BASIC) £5.95 HUNCHBACK HAVOC (BASIC) £5.95
Guide Wonkey Warlock through Arcade Action in Tl-Basic! Race
the Dragons Lair, collecting wea- with Egor thru four castles and 24
pons and spells in order to defeat different sheets. Superb graphics
him. 5 screens of incredible and great fun.

graphics. An absolute must for

every Texas owner!

R 2 §ifle

e

DADDIE'S HOT ROD (BASIC)  £5.95 CRAZY CAVER (EX-BASIC) £6.95

FIVE NEW TI1-99/4A GAMES

Quasimodo (Ext Basic) £7.95 Santa and the Goblins {Basic) £5.95
We have a hunch vou will like this ver-  The t amazing ful
sion of the ular arcade game. 200  adve e. Fun for all the family.
fabulous s s. Full sound. 100 Giblins, Elves, Dragons, Santa, appear
Arcade action. THE ULTIMATE n the scenes

phicand text

Snout of Spout (Ext. Basic) £7.95 Atlantis (Basic) £6.95
Multi screens, Super sound effects. Over BO entirely different screens to
Full animation. very addictive. search through. Can you discover the
secret. Absolutely fully amimated.
Phone our Hotline now for full
details, We will post your orders
first class same day. Access/
Barclavcard. You can buy 4 of our

Drive through sheep fields, woods,
over rivers and avoid all obsticals
then pick up hitch-hikers down
perilously twisting roads.

You are the Crazy Caver and must
face a myriad of hazards. Run,
jump, swing on stalagmites, dodge
leap over pits, arrows and balls of
fire. Superb graphics and
animation. A game you can’'t stop
playing.

'Send cheque or postal order to' ...

4 HAFFENDEN ROAD TENTERDEN
LANTERN - =<

118 ;

games for the price of a cartridge.

TELEPHONE 05806 4726

’ INTRIGUE
i SOFTWARE
4

Cranbrook Road, Tenterden, Kent TN30 6UJ

Shuitle Atrack (Ext. Basic) £5.95
Cosmic Capers! Can vou fly our Space
Shuttle. Full Arcade, Scrolling screens.

GAMES COMPUTING DECEMBER 1984



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 available 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 is the disk monitor you have been waiting for it will
allow you to:

® read/write blocks from/to the disk

® display and edit blocks on the screen

® display and send disk messages/commands

® 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 A FHEE BHEAKEB wrr“

new and more powerful commands plus extra

instructions to assist you in making fast versions of EVERY Ton"Ano iIF YOU
your existing machine code/Basic programs.
USE THE COUPON BELOW

|0Iltad0 IS a\l"allable on taDE |0! CB Vi 64 a”d BK +

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 BREAKERI! 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.

— — — — — —
— e S . S SE— S S — — S — ———
=

BSF CSL, 82 FURNACE DRIVE, CRAWLEY, W SUSSEX
RH10 6JE.

Please send me ............... Tornado at £9.95 + my | enclose cheque/PO/cash to the sum of £
free! Breaker

MNamIB.coo e s CoOMPULer:...rsmma i
Please send me ............... Breaker at £7.95

ALArESE it i i A A A e S S e
Please send me ............... Light Pen at £11.95
Please send me ............... Graphkit at £15.95 (tape) + my free LP

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

UK). Please post to:
Please send me ............... DMON at £9.95 BSF CSL, 82 FURNACE DRIVE, CRAWLEY, WEST

SUSSEX RH10 6JE.

GC/12/84 I
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ANSWERS

1. HORRORMOLINOS

Next time you’re on the beach and hap-
pen to come across eight square towels
— try it. Or perhaps small paper squares
might be easier!

2. ALPINE ALPHABET

DN

IfA=1,B=2, C=3, etc, then Les’ hob-
by is:

COLLECTING DEAD WOODLICE
Very odd is Les.

3. WHERE IN THE WORLD

If you take the first letter if each line you
arrive at FALKOVIA. What do you mean
you’ve never heard of Falkovia? You ob-
viously are not getting Games Com-
puting regularly enough.

4. COALS TO NEWCASTLE

d
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5. THE GRAND TOUR
Spain, Vietnam, Germany,
Cyprus, Bali, Iran.

6. TAVERNA TANGO

India,

They refer to points on the compass
from North to East:
N, NNE, NE, ENE, E.

7.1T'S A SQUARE WORLD

1. ]
2. H
3. ®

8. HOLIDAY CAMP

9. JEUX SANS FRONTIERS

Calling the horizontal A-U, and the ver-
tical 1-20, then the words start at the

points indicated:

G7
L7
L4
S10
K6
T2
N12

P10
S12
u1i9

M13

G10 Polo
G5 Water Polo

Table Tennis
Tennis
Football
Badminton
Netball
Curling
Cycling
Swimming
Hurling
Billiards

Pole Vault
Golf

Skate

Darts

Rugby League
Mountaineering
Hang Gliding
Wind Surfing
Ice Hockey
Hockey
Surfing

Mile

Rowing
Long Jump
High Jump
Sack Race
Fishing
Synchronised Swimming
Trampoline
Steeplechase
Snooker
Rugby Union
Cricket
Judo

Pool

Shot

Bowils
Orienteering
Discus
Baseball
Rounders
Shooting
Handball
Fives

Jog

Dive

Boxing
Hurdles
Karate
Lacrosse
Hammer
Relay
Walking
Triple Jump
Riding
Skiing
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Lineage: 40p per word m
Semi display: £9.00 per single column centimetre

All advertisements 1n this section must be prepaa

printed on the advertisement rate card (available on request)

(o
WISA
=]

Ring for information on series bookings/discounts.

Advertisements are accepted subject to the terms and conditions

01 - 437 0699

Send your requirements to: Becki
Wilson, ASP Ltd., 1 Golden Square,
London W.1.

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 more cartridges
to another with optional over-wniting 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 “gprint”" to print any or all files on a cartridge with optional dates
titles. Owners of the earlier package can update by sending OUR cartridge

and 25p.

Current Spectrum Software
TRADEWIND (£5 Cassette) Buy a ship. provisions and cargoes to trade
between the harbours of the Coral Isiands. Make a fortune if the weather and
pirates let you live long enough to master seamanship and economics. A
strategy /advenlure game with graphics for 48K
JERSEY QUEST (£5 Cassette) Following an accident you are stranded
in the labyrinth of time a:.d 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) i
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
puncluation). 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 receving
standards. 16K and 48K 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.Eg, 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

COMPUTER COMMUNICATIONS (UK) LTD
WISH ALL OUR CUSTOMERS MERRY CHRISTMAS

SPECTRUM CBM 64
Jet Set Willy.. . Beach Head ;... iaiiais £7.99
March Point .. £6.90 Arabian Knights....................... £6.30
Beach Head .. £7.00 Gilligans Cold A .. £6.30
Lords of Midnight £8.95 Hunchback .. £6.
Full Throttle........ £6.30 Daley’s Decathion £6.75
Daley’s Decathion.. £6.30 Gyropods...... £6.20
Sabre Wolf....... a Snooker........ .. £8.10
Decathlon {acmvision).. ... £9.00
Blue Thunder.. ...l £6.30

SAE list software etc. State micro orders on 0276 33852
9 Martin's Close, Blackwater, Camberley, Surrey GU17 DAH

STAINLESS SOFTWARE

for the TI199/4A cnly

The longest established supplier of
third party cassette software

Rastcallion — Bug Byte
SpeCliUM i i BT

Frank N. Stein — P.S.S.

Over 100 programs, games & Spectrum 48K .......cccvevenie.. £4.85
utilities, including 16 with 5 Star Flip and Flop — State Soft
Reviews. Disk Programs include 40 Commodore 64 ..... cassette £7.55
column display disk £8.95
(MAIL ORDER ONLY) Strip Poker — U.S. Gold
For large catalogue, please send a Commodore 64 ..... cassette £8.25
disk £10.75

large SAE 1o Stainless Software,
10 Alstone Road, Stockport,
Cheshire SK4 5AH.

Orders send P&P free. Write or tele-

phone for our price list containing

latest titles from major producers all at
amazing discount prices

MICROBASE (HCW 2
PO Box 28, Newcastle NE3

Tel: 091 285 9855
(24 hr answering service)

NG

BOOKS
POPPING, Break Dancing. Teach

yourself. SAE for details. Dance
Publications, 136 Monkhill Lane,
Pontefract WF8 1RT.
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SPECTRUM

Lords of Midnight ..

3D Ant Attack (Q/S)......c..eovnnnnnn. £5.56

7.95
JAYCEE SOFTWARE (GC), Freepost (ENB4), Forres, IV36 0BR

20% OFF SOFTWARE (RRP)
Games. Utilities educ., adv., for Spectrum, ZX81, BBC. Comm- 64, Vic 20
Oric & Dragon. State computer Send SAE for lists

COMM. 64
Manic Miner (S/W Proj)

Scuba Dive (Durrell) . ‘g440  Chinese Juggler (Ocean) . £5.52
Hunchback {Ocean).. .. £5.56 g?;?;\‘ f,'\‘ée(;'m"é?] g}gg
Hobbit (Mel. Hse) ....... £11.58, RXTmel- ' £7.95
Enltlarlock Holmes (Melhse). £11.56 Hunchback (O £5.52
Elohte Bl R 1£2.56  Fiignt Path 737 (Anir £6.36
TeEword Th (T%S'I;r;"_m _ e Space Pilot (Anirag). . £6.36
Sabre WUlt (UIt)............ooiir., £7. Solg FIahLM, Erose). £11.95

199 * TI199/4A Software * 299

Ri-Ski " 1.99
Guaranteed Hot Welly + 1,99
" Cybaor Attack t 1.99
Immediate | Basha-Bus 1 1.99
Delivery Nuclear Pods 1 1.99
* Maggot-Munch 1 1.98
Casino 1 1.99
High Hop-It tt 2.99
Quality Torpedo t+ 2.99
- Mini-Kong tt+ 2.99
Send cheques/POs to
Send large | Micro-Byte Software, 11
SAE for free St. Marys Ave., Purley,
catalogue | Reading, Berks RGS 8BJ.
Orders under £5 + 25p p/p
t Basic TtExt. Basic

FOR SALE

Replica Blank Firing

Colt 45 Automatic

Asused by U.S army, ideal stage
prop with ammao. £5.25.
Carriage 50p

Replica 44 auto

Magnum

The gangsters favourite,
with ammo. £4.35, carriage
50p

Colt Python 357
As used by Police and -
screen heavies. £4.45, i

carriage 50p
Ideal for video film making. Mail order only
Send POs or cheques to:
RAZZAMATTAZZ, 80 Selhurst New Rd.,
London SE25

b, L
~ -
—
—
FREE -
—

Britain's No. | Joke < ~
Catalogue, packed A

with over 500 practical jokes from 5p
Sunk bombs. Whoopee cushior. wobbly lager
glass laxatve tes Dags smoke bombs. wille
sugar cigarene bangers joke biood. sick, turds
BOBE SWESTS Wel |OKES EXDOTNG (DKes. Mg
tricks, parTy fun kits masks. make-up. sea mon
keys, girl Strip pens. adult pAfty DACKS. Saucy
novemes, nauphty presents. posters, badges. the
compieie soke Shop by Post
Senc VDo etamp with vour hame and address for
bumper colour catalogue and Free Gih 1o
MATCHRITE, THE FUNNY BUSINESS
(OEPT G.C.), 167 WINCHESTER ROAD,

- BRISTOL BS4 3NJ

LIBRARIES

LOOK! Any program for any micro
at 20% discount. Also the only tape
exchange club specialising in
today's TOP 20. (Spectrum, Com-
modore). Membership free. Write,
stating micro, to Ham Software
Library, Ham Lane, Elstead. Surrey
GUB 6HQ. We've got the lot

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, MZ700, ZX81.
New releases for CBM 64,
Spectrum, BBC. Every 2 weeks —
just send SAE and we sendyou a
new list every 2 weeks.
Altai C10 data cassettes 40p
each. 5 C15 data cassettes
£2. 40 57" 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

ATARI

SOFTWARE

for Atari 400/

600/800 owners

send S A F

CHARNWOOD GAMES
27 Warwick Avenue, Quorn,
Leics.

Tel: 0509 412604

—
SPECIAL OFFER

ATARI 400/600 1800 XL
Cartridge transfer utility systems
48K RAM minimum required,

specified tape or disc
400/800 £15 600XL £25
BOOXL £30
Prices include p&p. Send SAE for
further details or telephone
0733 240297
S. TERREL, 17 Cock Close Road,
Yaxley
Peterborough PE7 3HJ.
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AUCTIONS TIo9/4A SOFTWARE

MICRO COMPUTER
AUCTIONS

Regular monthly auctions for all micro
hard & software.

Send for entry form or next catalogue
to:

MICRO COMPUTER AUCTIONS (GC),
59 Grays Inn Road, London WC1X 8TL

Tel: 01-242 0012 (24 hours)

—

LIBRARIES

COMMODORE 64 / AMSTRAD USERS

MIDLAND COMPUTER LIBRARY

The tirst and the largest Commodore 64 library in the world. Often

copied but never equalled.

1} All the latest titles on cassette, disc  6) All gamas originals with full docu-
and cartridge, mentation.

2) Hire your first two games absolutely 7) Games, Business and Educational
free. software,

3) Lite membership £6 ) Return of post service guaranteed

4) Hire charge from only £1 inc p&p  9) Lowest new hard and software
tor tull 7 days prices in the UK

5) Mo limit to the amount of games you 10) Jein now on money back

can hire guarantee.
Over 800 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, 31 Evenload Close, Lodge Park, Redditch B98 TNA.

TELEPHONE: 0527 23584 E

TO FILL THIS SPACE

PHONE 01 - 437 0699

MEMOTECH 500/512, AQUARIUS 16K, TEXAS TI99/4A
DESIRABLE RESIDENCE FOR SALE:

TUMBLEDOWN TOWER

Built in the early 60s, this unusual Tower has been host tc many
adventures for both mainframe and home computers, resulting in
its unique architectural style.

Prospective buyers may view the property atany time, as gettingin
is easy; most people only encounter problems astheytrytoleave ..
There are several sitting tenants from the previous owners, but
once they get to know you, they should stop trying to kill you at
every opportunity

Normally worth much more, thus unusual construction is available
for only £5.55, including removal expenses (P&P). Please state
machine when ordering.

SOLWAY SOFTWARE, 6 Curson Street, Maryport, Cumbria
CA15 6LL. Tel: (0900) 812579. E

SEr g b %@3’1@% Z\e»‘%- 2
| &c, CESTEED m-u-s'r-oszé

/ !'

When placing your ad. please state classifi-

cation required 40p per word.
Sena to: ASP Classified. 1 Golden Square.
don W.1. Tel: 01 - 437 0699.

Name

Address

Tel No.(Dayl

ng as s00n as possible
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A NEW DIMENSION IN
FAMILY ENTERTAINMENT

FREE
Pop single
TITANIC
(The Music)

A mini epic in

high energy

rock

NOW AVAILABLE
For SPECTRUM. CBM 64

COMING SOON
Versions for BBC, Electron, Amstrad, Oric & others

April 14th 1912. On her maiden voyage need to watch your divers’ air supply.

the Titanic hit an iceberg and sank taking You begin your search when suddenly
with her a vast fortune in gold. ...well that would be telling wouldn't it.
Your mission is to raise sufficient Comes with Currah Micro Speech
finance and equip an expedition to find the  (Spectrum version only).
Titanic and it's lost gold. Number one in our new range of games
Easy!! Well it could be but with 460 designed for family enjoyment.
possible locations for the gold you 2 Fantastic value for money.
. R&R R.R.P. £7.95 inc. VAT

DEALERS: Contact your normal distributor or ning us direct s ~ PROGRAMMERS: Send us you latest quality progr
g evaluation NOW

| SOFTWARE | _

R&R Software Ltd. 5 Russell Street Gloucester GL1 INE
Tel (0452) 502819




his latest action
packed adventure! ..

- Dealers Contact
MICRODEAI. DISTRIBUTION
0726-73456

or WEBSTERS SOFTWARE
0483 62222

Mail Order Sales from
Microdeal Mail Order 41 Truro Rd, 7
St. Austell Comwall PL25 5JE e

Credit Card Sales ==
Phone 0726 73456

k,W;AM\,A_A LAY

Selected Microdeal Titles available from computer dealers nationwide or from larger branches of

ff John Menzies |
and
Stores



