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‘Kokotoni WIlF is an arcade adven-
ture whose undisguised intention
is to steal the title of "best arcade
adventure program bar none” from
Jet Set Willy',

As Kokotoni WIIf you must
recover all the pieces of the legendary
Dragon Amulet iwhich has been scattered throughout time for
your master the great magician, Ulrich.

Throughout the quest Wilf comes up against many dangers
from huge lumbering prehistoric dinosaurs, to hostile alien
robots, but the reward for recovering all the pieces warrants
the risk,

48K Spectrum and Commodore 64
available Sat. 15th September.

The 48K program features a
number of major advances over
Jet Set Willy. The games designer,
Elite, stresses that each of the
games 60 plus screen settings is
genuinely high resolution, as opposed to
J bsuedo hi-res, and doesn't require a title to explain what
vou're looking at. Furthermore, the sprite characters are

of cartoon guality and exhibit their own personalities.
Impressive claims. Jet Set Willy fans will no doubt feel both
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' sceptical and intrigued | |
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Watch this space!
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THEEND IS NOT NIGH

You may have noticed that we're a bit late this month. Our apologies. The
reason was a reappearance of that perennial Bug in The Great British Oper-
ating System — an Industrial Dispute. This caused a wholesale crash within
the IPC mega-network, and affected hundreds of magazines, not just BIG K.
However, by dint of late nights and unbelievable amounts of tepid coffee we
got it together — our largest issue yet.

If you find a bug or two . . . don't call us. We already know about it.

We've also cleaned up (by popular demand) our Reviews Ratings system
(see page 18-30). We hope you'll approve.

This month’s Cover Story concerns the long-predicted disaster that's over-
taken two archetypal computer/games companies — one American, one
British (see page 43). In America some pessimists are saying It’s All Over. We
don’t think so — though it is clear that we're going through the end of the
First (or is it Second?) Age of Personal Computing. On reflection, it was
probably necessary to shake out some of the old assumptions, so that the
survivors can clean up their acts.

A great example of what lies just around the corner can be found on page
90. In our view, this — and not just more games — holds a clue or two to the
computer future. May it arrive sooner rather than later — and, one hopes,
without any more tragedies and disasters.
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ON-LINE

Auntie/.Aéo_x'n Love i
Affair Smoulders On

THE BBC has renewed its contract  as new books and software.

with Acorn Computers. This puts Although Commodore have been
an end to speculation that Auntie  selling hardware like hotcakes in
Beeb might make a new partner of  schools, of late, they've still a long

Uncle Clive, or even (long shot) way to go to catch up with the
Cousin Commodore. The BBC mighty Beeb, which claimed
micro, as we know it, stays for three-quarters of the total
another four years. computers bought by schools last

The Corporation also has plans for  year.
a new TV computer series, as well  Nice to have friends in high places.

PR PP (G BYTESIGN
oreonP5® gpecrum | eyl

TURNED ON by Teletext? No? Pity.

Because if you were — and if you also :ETERBAN _SBCD.:JEaE :oftware
happened to be a Spectrum owner — joy g fl;lﬁl " sty i e
could be yours mucho pronto since OEL SUCCESSIUIlY negotiatea a aca
have now produced a Teletext adaptor for to produce computer games

the Little Black Box From Cambridge. based on TV's "Automan
Priced at a cool £145, the TTX 2000 series. Currently be!ng
plus all vital bits is available from OEL Ltd., storyboarded, the first game
North Point, Gilwilly Estate, Penrith, in the series will be in the
Cumbria. CA119BN. shops (Spectrum 48, CBM 64)
Credibility Note: OEL are also the early next month.
designers of the award-winning NB: Although a sucoessi_ul
Prism VTX 5000 modem. show in the UK, 'Automan
has reportedly bombed out
badly in its country of origin,
the United States.




E
BOOST
THE LONG-awaited
Enterprise micro, now due
for release next month, has
had its market chances
greatly enhanced by the
news that the mighty Prism
company are to distribute
the machine in the UK.
Prism currently distribute
20% of all small computers
sold in the UK.

GRANADA’S MICRO MOVE

WHEN NEXT renting a TV or video from Granada check out their range
of home computers. Yup, the high street rental giant is moving micros
into over 100 of their 450 stores as part of an "... Important and
significant step in the company’s development strategy.”

Initially the micros (Spectrum, BBC,
Electron, Commodore 64 and Vic 20) will
be offered for sale only, although a com-
pany spokesman didn't rule out the pos-
sibility of a rental scheme, "... If the
situation arises.” That sort of move could
lead to a massive boom in home com-

puter usage in Britain, already a market
valued at around £400m in 1984,

Granada is backing up the micros with
awide range of software (games and edu-
cational) and peripherals with more being
introduced all the time.

Don't cry for K-Tel, it won'tbe seen on software
har | any more. But look out for Fromtrunner, the
The ot new name for all K-Tel games. The first two

yeball’sgﬁ ‘ggnid- : titles under the new banner will be Storm War-

The Count. Ov possibly some other dork,

rior, 8 12-screen arcade-adventure, and Space
Prafessor, an educational game, both for the

CBM 64,

COUNT
ON IT!

FED UP with continually bein
dumped back at the Starting gate
every timeyou losea lifeina
computer game? Then reliefis on
the way, in the form of Hercules, a
naw 50-screen epic from a new
programmer, 8 dude who handles
himself The Count of Mantissa. On
losing a life in Hercules, a random
access routine 15 invoked whereby
you are plunged into any one of the
50 sheets in the game,

This satisfying naw lick comes to
you courtesy of a new company
Interdisc, financed by Island Records
whose avowed aim it is to go for
quality not guantity. Nice to hear of
new companies still starting up

()
L

GARBAGEIN..

DATELINE LIVERPOOL,
and stirring scenes as mobs
of enraged creditors fight in
the street outside Guess
Whao's former offices, collid-
ing with each other and with
bailiffs removing the flash
furniture. Seems there’s no
decent wine left in city centre
stores, since Guess Who had
imbibed most of the choicer
vintages in the last six
months, leaving said stores
with Nicolas Rough Red as
the top end of their wares
. . . Also despondent: Wir-
ral niterie Atmospheres (who
wanted Guess Who to buy
them out six months ago),




Lot

Join 1000 other players in Sfarnet, the new participation Galactic
strategy game currently running on Micronet. Over 340 maps and
3000 stars, each with its own special function, give players a lot of
room to move. Game object is to become Emperor and hold on to
the title. A prize worth £150 goes to the

despot who captures the Throne,
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Fillin the speech bubbles with appropriately
pungent (not to mention plangent) comments
and send it to BIG K (Robot), 1038, IPC
Magazines, Kings Reach, Stamford Street,
London WC2 9LS . . . the winner will receive a
super-fantastic prize from the BIG K MYSTERY
SOFTWARE HOARD, so be sure to include
details of any computer(s) youown . . .

sadly missing the £1,000
Guess Who were wont to
blow in a single merry eve-
ning . . . And on & final note,
by eerie coincidence it seems
that Atari were on the point
of bailing Guess Who out —
until the arrival of Jack
Schilemiel, who nixed the
takeover. Result: Atari went
under and so did Guess Who
« « . Yes, it’s an interlinked
old world sure enough . . .
And now for something
completely . . . similar. After
the universe-shattering suc-
cess of War of the Worlds by

 Jeff Wayne (**“Who he?" asks

reader H.G.W. of Tooting),

...GARBAGE OUT

famed East End software
house CRIL have now
acquired the rights to The
Magic Roundabeut; rumours
to the effect that Richard
Taylor will star as Dougal and
Clem Chambers as Zebedee
remain uncomfirmed . . .
Waves of reaction: in The
Times (vou've heard of that)
letters now appearing claim-
ing that computers in schools
are a menace: depersonalis-
ing, dehumanising and
removing the vital “‘inter-
personal relationship™. Also
from the popular press:
mounting flak about the
American game Mission to

by the Shadow

Moscow. “*It encourages
war'’, say writers to The
Standard and other popular
evening broadsheets. Sure it
does; just as maze games
enforce visits to Hampton
Court, Kong games are anti-
anthropoid, PacMan games
encourage “‘Kids’’ to raid
medicine cabinets in search
of power pills, and adven-
tures pressure users thereof
to don antique armour and
leap about with swords
beheading dumbo corre-
spondents to silly national
newspapers . . . You really
must forgive The Shadow:
he’s had a bad month . . .

SORD
OF
HONOUR

THE INTERESTING but
largely overlooked CGL
(Sord) Mb computer
gets a boost this
month with the release
of eight new games for
the machine. They are:
Bomber Run; Devil
Bird; Intrique; Slots;
Stranded; Wheels,
and two Triple Packs:
Simon, Granny and
Spiders; and Squash,
Lander and Raiders.
All the single games
are priced at £5.95,
while the triple packs
sell at £12.95 apiece.




Group Ltd.

30 Roseacre Gardens - Chilwarth - Guildford - Surrey GU4 BRQ . Tel: Guildford 67799

PROBABLY THE LARGEST RANGE OF DISCOUNT SOFTWARE CURRENTLY

AVAILABLE — WITH THE LARGEST DISCOUNTS YOU’'LL FIND

SINCLAIR SPECTRUM M Coder Il 995 745 Please ask about CBM 64 disk soft-
RRP Our Learn Basic 1295 1045 ware.
Price Tasword Il 1390 10.90

i 995 745 EyiThvottle 695 545  BBC MODELB
Stop the Express 795 595 Code Name Mat 695 545 RRP  Our
Psytron 795 595 Price
Lords Midnight 995 745
Fighter Pilot 795 595  COMMODORE 64 g;:ﬁrf: g :’_gg 2:32
Night Gunner 695 545 i f.:lur Football Manager 795 595
Mugsy 695 545 " QOverdrive 795 595
TLL 595 445 Valhalla 64 1495 11.95 Aviator 1495 11.95
Trashman 595 445 Revenge Camels 750 550 Blagger 105 595
Antics 695 545  BeachHead 905 745 Eagles Wing 795 595
Cavern Fighter 595 445 Killerwatt T4 646 Planetoids 9.95 7.45
Jack & Beanstalk 595 445 Blagger 785 595 Twin Kingdom 950  7.00
Ad Astra 585 445 Son Blagger 795 595 Ciishbaok 59.95 41.95
Kosmic Kanga 595 445 Space Pilot 795 585 Chuckie Egg 700 5.0
Manic Miner 585 445 737 Flight Path 795 595
Jet Set Willy 595 445 Superpipeline 690 540
Fred 695 545 Gyropod 690 5.40 ELECTRON
Snowman 6.95 545 Sheep in Space 750 550 Guardian 795 595
Bugaboo 95  5.45 Loco 795 595 Hulk 795 595
Dragonsbane £06  5.45 Star Trooper 6.95 545 Arcadians 8.20 7.20
Beaky & The Eggsnatchers  5.50  4.00 Encounter 895 6.95
Pyramid 550 4.50 Solo Flight 1495 11.95 VIC-20
Doomsday Castle 6.50 5.00 Aztec Challenge 8.95 6.95 Flight path 737 795 595
Automania 695 545 Hunchback 690 540 Jet Pac 550  4.40
Cavelon 690 5.40 Chinese Juggler 690 5.45
Hunchback 690 5.40 China Miner 700 500
Football Manager 695 545 Olympic Skier 599 449 ATARI
Blade Alley 595 445 Cavelon 690 5.0 Zaxxon 1495 11.95
Les Flics 695 545 Heroes of Karn 7.00  5.00 Rally Speedway 29.95 23.95
Blue Thunder 595 445  TalesArabianNights  7.00 500  CurseCrowley 995 745
War of the Worlds 595 445 Twin Kingdom 950 7.00
World Cup 695 545 Decathlon 995 745 ORIC - ATMOS
Hurg 1494 11.95 Evil Dead 699 549 MARC 6.95 545
Skull 695 5.45 Manic Miner 795 595 Hobhbit 1495 11.95
All tapes are guaranteed originals. Shown here is just a small part of our stock, if you require a price list please ring the above
numoer.
ru-be----------- I I S I N I N S .- ---_-_-'_----1
B Name ..o |\_J5 Seovpbed, |
: PRI TEISE . oo ooy oo o e s TN D U :
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L------------ --------------------------‘

It you would prefer not to cut up your magazine then write the required details on a piece of paper.

Plaaze make all chaques payable o: MLS Group Ltd.

Please ring i you have nat received your order within ten days of posting it.
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joystick compatible.

Three more challenges
from ROMIK

More great games
for the BBC and
Acorn Electron.

All keyboard or

Just three from a range /
of over 70 games for
11 computers.
Available fromselectedbranches (.. o o oo 8
of: Boots, Dixons, John Menzies, ’ '

W.H. Smith, and all good
‘computer stores.

Romik Limited, 272 Argyll Avenue, Slough SL1 4HE



HOWTOMAKEA

RED DEVIL SEE RED

with accurate control from Suncom

Compatible with
Atari CX2800 Game System”
Atari Personal Computer Systems”
Commaodore 64 & Vic 20 Computers”,
and most other Home Computers
with suitable adaptor.

“These are the registered Trade Marks of the individual companies
concemed.

Beating the game requires positive
response and fast accurate control.

That's why beating the game requires
Suncom from Consumer Electronics.

A range of 3 guality joysticks all with
arcade-style features plus Joy Sensor,
the ultimate, with precision, touch-
sensitive control.

Mo stick to mave, no resistance to
movement.

Togetherwith arange of CE L.
Adaptor leads, they're compatible to a
wide range of machines.

Check them out at your dealer—
they're sure fire winners.

For details of your nearest stockist
contact—Consumer Electronics Limited,
Failsworth, Manchester M35 OHS.

Tel: 061-682 2339,

e

Suncom

from Consumer Electronics

Range available from most branches of John Lewis Partnership,
= rurmn and m

Slik Stik is available from all branches of Argos and selected
Woohvarth stores,



“OVER-RATED, OVER-PRICED AND OVER HERE"?

UNIQUE TWIN-PRONG ATTACK
THREATENS BRIT. MICRO INDUSTRY

AMERICAN-ORIGINATED software is headed
for British shares in ever-increasing num-
bers. UK. companies are springing up specif-
icallyto bring over top-selling American games
and, in some cases, convert them to British
micros.

Probably the most well-known of these
companies to date isU.S. Gold, who scored a
Mo, 1 chart hit recently with Beach Head for
the CBM 64, In existence only since April, U.S.
(Gold told BIG K that they had deals signed
with many of the major Stateside software
houses and planned to release 27 titles before
Christmas. These include Datasoft's The Dat
las Quest and Synapse’s Zaxvon — the ‘offi-
cial' CBM &4 version, Prices tend to be on the
heavy side (not unknown where U.S. sofi-
ware is concemed — the Americans ara used

to paying around £30 for a game) at £14.95
per cassette, U.S. Gold believe that people
won't mind paying such high prices for qual-
ity games.

Newcomer Statesoft was, naturally, born
on the dth of July this year and enjoys the
backing of the large Spectrum {no relation]
group of retail outlets, It has the rights to
handle First Star releases for
the good ol 64 and the first
twa, Astro Chaseand Filp n”
Flop, should be out by now,
A second pair, Boulder Dash
and Bristhes, are due out next
maonth, Pricing wasn't con-
firmed when we talked to
Statesoft but £8.95 for cas-
seftes and £11.00 for discs

ACTIVISION,
American

were given as ballpark figures. Statesoft have
the rights for transiating all First Star titles to
the ZX Spectrum but will probably be licen-
sing these to another software house.

Cheetahsoft, with two Spectrum titles
already out, has announced that it has aquired
the rights to market Imagic games in Britain,
Moonsweeper and Dragonfire will form the
first wave of Imagic/Chestahsoft releases for
the Spectrum, in cassette form at £7.95 each.
(Other machines may be targeted at a later
date,

Meanwhile, from the Land of the Rising Sun
the mighty MSX machines surge like a tidal
wave of Datsuns toward our tiny isle. Among
them familiar names like Sony, Hitachi, Sanyo,
Toshiba, National, Yamaha and others. All have

THE giant
indie software

one thing in common — MSX, the Microsoft-
backed language that does away with incom-
patibility between microcomputers.

The roster of those who are planning MSX
games looks like a who's who of the UK,
software industry; Quicksilva, Virgin Games,
Aric, PSS, Bug-Byte, Silversoft, CDS, Ocean,
Psion, Mastertronic, Mr Micro, Llamasoft,
Salamnder, Audiogenic and Kuma. Over 40
companies in all arg interested so far,

Despite scepticism in some parts about the
impact MSX will have on the U.K. scene the
Japanese companies have 3 lot of money
{around £50m| and a lot of patience to get
their product established. “We're not looking
so much at Christmas 1984, one spokesman
told BIG K, “but at Christmas 1985 and 1986."

64 MARCHES ON

Toy Bizarre. All but the last
two are conversions

house, have now added the
world’s best-selling micro-
computer — the Commodore
64 — to their list of target
machines.

First games on CBM cas-
settes are: Beamrider;
Decathlon; River Raid, Pitfall;
Pitfall ll; H.E.R.O.; 2eniji, and

The American company has
also successfully sued Cor-
nish outfit Microdeal, claim-
ing that the latter’s Cuthbert
In The Jungle is a rip-off of
Pitfall. Microdeal have given
a High Court undertaking to
shelve the Cuthbert game
permanently.




“Pll swap four of my tapes |
for your Activision?’

' “No way!”

You know the feeling. A couple of plays and One thing you can be sure of. Buy any
the best you can hope for from so much of the Activision software and you'll find you're walking slap,
software around, is swapping it for something better. bang into a totally new experience. One that lasts.
Well, the something better has arrived. See the first titles in your usual software
Activision. store now:
BEAMRIDER - DECATHLON - H.E.R.O - PITFALL - PITFALL Il
RIVER RAID - TOY BIZARRE - ZENJI Y

clIVISIoN. ;

Your computer was made for us.
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COMPUTER MAGIC
with the ZX 81 costs
£2.00, and is available
directly from:
DAVID HAMBLY
25 Knight's Way,
Hainhault, Iiford,
Essex 1G6 2RS.

DAVID HAMBLY, member of
the Magic Circle and micro-
brat, has fused the two strings
on his bow together to
become nuncio to what may
well prove to be a dread new
breed — Computer Magician.

Lousy French joke

ON-LINE NEWS

On-screen graphics dis-
playthree playing cards, face
down. The computer ‘tells’
one to Find the Lady (The
Queen). Cherchez la Femme
— geddit? The old three-card
trick.

One points a trembling digit
at an appropriate key. Wrong!
Every time! Hambly reverses
the trick. This time one shuf-
fles three real cards and lays
them down to match — but
not be visible to — the screen
“gards". One instructs the
patient micro to Find The
Lady, dammit. One of the
screen cards turns to show
the Queen. One flips the cor-
responding real card
and . .. the bitch is there!
Every, but every, time.

David Hambly's speciality
is ‘close-up’ magic. That

AND NOW,
FOR MY NEXTPROG . . .

means that you can scrutin-
ise his hands with a magni-
fying glass and still not suss
how he makes you look a
mug. (We'll tell you one day,
Nicky — Ed.)

Hambly confides that

“Knock, knock!”
— ""0Oo0’s there?”
—”Hugo.”

— “"Hugo qui?”
—Hugo buy an
Oric . .. Moi, I'll
save up for one of
zose IBMs."

feature

micros suit his no-nonsense
style of magic. Producing
rabbits became frankly, old
hat, (wateh it — Ed.) and
escapology just tied him
dawn [you're fired — Ed.)

If you're {un)lucky you
might come across the man
and his micro performing
near you one day. Run! No,
check it out. David Hambly
also likes to behead select
audience members on stage.
Well, who doesn't these
days? {"It's great fun, you can
play football afterwards!™).
Failing that; if you own a ZX
81, you too can shrivel your
friends into a humiliated
pulp! David's simple booklet
will teach you how to turn a
micro-heist or two with cards
and ESP. You'll need to spend
some time practising, as —
and here's the rub — ALL IS
NOT AS IT SEEMS!

Meanwhile — | know

something you don’t know.
Yes, how it's done. And | can
be bought.

NICKY XIKLUNA
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NICKY XIKLUNA
gets into
Interhack
Technology

in all this for the well-sea-

soned hacker to lick hig chops

aver?
k Surely it is only right and
e i fitting that alien dudes,
! : i whenever they should
- appear, ought to debut via
! ! the good offices of some dil-
1 igent midnight intersat
£ S aon de:6d hacker! Hacker Sat! Hackel-

o k- satellite e.pE! lite? Hacknik?

route comes SATSTREAM. s waflos ot i

who leases out Back m' the real world: pri-
action from BT. oy % Vvate business has stormed

Indeed, software "la 545 ~ ahead of nationalised data.
mission has already beer base netwarks. Meanwhile,

Sropased bl\;. sﬁ,:; ::::f; B.T. carries on implementing
dates along the

It'll comprise a massive
amenity, mainly, for the mul-
tinationals, extending big
other withiits business satallite links across

p iy its mysterious ‘System X' —
aloft North America. Britain 5 o able 2
:-tg?inal'-\' already set-up to catch this ware transmission by ¢ changing over exchanges

/ : o | t Coast. frem analogue to digital
/ Il be el stuff with mammoth receiy | long the Wes cts. W g gital.
< hang on mthe"i-griﬁﬁh {1l ing dishes (up to 32 metres he techﬂﬂlog"_e:mbe | Today, our call to the States
3,::?“15! 240 watts o ; Evary 'ulff‘:?pou:': i :atseallr'stﬂ ‘o chance of going by
l enhanced DY 158 0 " iich ool
nsform B8  Even as I monologue away, ter gleaming "E':e.';:?;ns of What next? You can by
is'll eventually 370 o PP the world's store of 1,000 or % nd antennae. Mi A yourown dish right now from
This'll @ transmitte (b ; inkling & &4 2" diocre Mess about £5,000
he legions of museum so satellites are twinkling |l menial and me 00 milesin o . Upwards
t oss the land into gl above me. VCS machines in ages could go 223 S linstalled), Or You can buy a
a'_:"cp;_ And ahsolmei:'lems \ Space. a vertical direction, i chunk of Satstream directfor
Flee’w-i'.‘ have P:°4 ever | Most are controlled by off the satellité :j" s‘i back a mere £50k per annum and
O:ceiv'l“'.:} Ghannl!_mE otived INTELSAT, representing 108 tionary orbit, ar;1 ir earthly rent bits to your pals. Failing
. ain! In the m@ﬂl‘ﬂlI hére' of d countries. INTELSAT ‘dishes’ down again to t ff asecond that, you'll just have to wait
agtallitei are aheah'q'u bein W out satellites to official sig- destinations. Inha il for Andy Green's upcoming
Satherthare.and‘l e 8 natories — that's British (give of take a nanos il e Bulld a
; alot sooner. Telecom and Mercury so far B two). tacture — fleceiving Dish from Corn-
use 3 § . < ioe into conjectu flake Boxes’,
gpanning along the in the UK. P Slipping into < are there
Europe this year jest buzz- §  So exactly when and how what rich picking
metasphere's busies micro/modem users gain

===l

UNISAT 1,109%°"
. haﬁk‘“pszﬁ\?\:‘hwen
B until 1988

£

edfor EAAR diameter) at Goonhilly Down
4| and Madley.




AVITAL PIECE OF SOFTWARE

A RUBBER KEYBOARD.

The flat keyboard of the Atari 400
Isn't very satisfactory to use.

It simply doesn't put you in touch
with the computer in the same way as
a push button one.

Our keyboard fits snugly over your
present Atari 400 keyboard and does
exactly the same job.

Only 1t does It better.

[t makes programming and game
playing so much easier because you

know Instantly which keys you've
depressed.

And by raising the keys It raises
the standard of your machine.

To set it up all you have to do is to
peel off the adhesive backing and stick
it on top of your existing keyboard.

And we're sticking a price on it of
only £19.95.

So,whichever way you look at it, it's
a keyboardthat really stands out.

Filesixty Ltd., 25 Chippenharm Mews, London W9 2AN, England. Tel: (01-289 3059,

(aty) Keyboards at £19.95 each (including VAT and P&P).

Please send

Enclosed is my cheque/PO made payable to Filesixty Ltd. Please charge my Access EN

Account! | | | | | | |
Name
Address
Telephone
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Post to: Filesixty Ltd., 25 Chi
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ippenham Mews, LondonW
Trade enguiries welcom

| Total £
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CAN YOU BEAT OUR
GREAT GAMES

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

MORE THAN GAMES ...

Our FREE catalogue lists dozens of programs

for your Commodore 64 to help you run your business,

write programs, or just enjoy yourself. We've been producing

top quality software

since 1978. So if you want SUPERSOFT @
the best, just remember our name. . .

SUPERSOFT, Winchester House, Canning Road, Wealdstone,
Harrow, Middlesex, HA3 75) Telephone: 01-861 1166




NEW
TURBO 64
GAMES

P.C. FUZZ
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Aggro at closing time at the local. Getaway car
screeches to a halt outside a bank. Ingenious
methods employed by the Mafia to literally
spirit away the loot from the High Street. Never

fear - P.C. Fuzz is on patro!.
CDMMODDFIE

1';

E
!
i

- ’ = e
A’SO aval’ab’e O An action 2’.._ packed 3D scrolling arcade
1 thriller by the 4§ §/ author of Space Pilot.
DISk at £9'95 COMMODORE “S 64 £7.95

TRADE ENQUIRIES: ANIROG SOFTWARE LTD. 29 WEST HILL DARTFORD KENT (0322)92513/8
MAIL ORDER: 8 HIGH STREET HORLEY SURREY 24 HOUR CREDIT CARD SALES HORLEY (02934) 6083
PAYMENT BY CHEQUE P.O. ACCESS/VISA 50p POSTAGE & PACKAGING




AVAILABLE FOR
IXSPECTRUM 48K ~ Femmmsiasar :

proudly presents to the world of hame

T0BECREATEDFOR ~ =an ST
e, S
BBC MODEL B
ELECTRON
AND OTHERS

A .
s
Tpa
:\_
- '.. i
._:!.;T-
. S
L 3 ¥
TN
ToR o B




THE DREAM MAKERS

Jeft Wayna's varsion ol the "'Tha War of The Worlda' copyright Olie Recard Producticn, New York, 1984

CHL House, 9 Kings Yard, Carpenters Road, Lc.:ndor‘l E15 2HD. Tel: 01-533 2818
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PICK OF THE MONTH

W/ATCH YOUR STEpD

its a real jungle out therel

- Ultimate Play-the-Game’s newest and lushest hit to date is
Sabre Wulf, a mean, fast, brilliantly coloured jungle frenzy with
all the puzzles and super-smooth coding now expected from its
authors. Or is it nothing more than an over-priced retread of
Atic Atac? RICHARD BURTON plays the game . . .

“In the jungle, the mighty
jungle,

the lion sleeps tonight . . ."*
So sang Tight Fitin 1982 (and
so did Karl Denver, for those
of us with longer memories).
In a strange way the song
seems more than appropri-
ate to Ultimate's newest
offering, Sabre Wulf,
because the lion is about the
only beast that does sleep —
every other creature in this
jungle is nauseatingly active
and out to make life hell for
youl

With just six games Ulti-
mate have carved them-
selves out a heavy rep with
the games punters to the
extent that each new release
is as eagerly anticipated as
the next Michael Jackson
Album. So far they have only
once gone back to a previous
game theme for a new
release. Lunar Jetman was a
souped-up version of Jet-
Pac. With Sabre Wulf they
have returned, justifiably, to
many of the arcade-adven-
ture elements that made Atic
Atac such a chart success.

The word ‘enigmatic’
almost sums up the game. It
comes in a plain black box
with simple title stickers
front and back. Inside a six-
page fold-out leaflet con-
tains cryptic comments in
purple prose that are little or
no help. Basically, you're on
your own in discovering
exactly what this game
holds.

The scenario, as said, is a
vast jungle maze, glossily
rendered in colourful hi-res
graphics. (See map opposite
forcrib.)

You have control of a tiny,
sword-wielding (?) explorer
in search of four parts of an
amulet. Obstacles are con-
stantly appearing in his path
in the form of snakes, bugs,
lizards, wart hogs, gorillas,
hippos, rhinos, etc. There's a
list of 14 of the critters in the
instructions. A quick thrust
with the sword will finish off
most of these or, in the case

of the larger beasts, at least
scare them off. Also the local
plant life can aid or endanger
any of your three lives,

Many items appear in your
path which can be picked up
simply by crossing them.
Unfartunately, Sabre Wulf
doesn’t feature Atic Atac’s
on-screen display of what
you're carrying. Again, it's up
to you to find out what these
items are and how they can
benefit you.

Sabre Wulf is a safari of
discovery, a Big Game hunt
where you are the prey. It's
the nearest yet that Ultimate
have come to an adventure
game (note the Hobbit-style
‘percentage complete’ indi-
cator) and is sure to fuel the
letters pages of the com-
puter press for some time.

It's another high quality
Ultimate product and value
for money (just about), even
at £9.95, a figure that Ulti-
mate claim reflects "higher
development and packaging
costs"’,

Luckily it's not the sort of
game that will lose its appeal
quickly.

HOW WE GOT OUR
SABRE WULF MAP

Sabre Wulf had been out a couple of weeks when
BIG K's office phone range. “Would you like to see
a complete map of Sabre Wulf?"* asked a voice, We
gulped an amazed “Sure” and the caller rang off.
No more than two minutes later the phone rang
again. “Interested in a map of Sabre Wulf?" said

another voice. An even more surprised affirmative
from our end and, a few days later, two brilliant
maps were in our hands. They were both so good
that we decided to combine them into one — the
one you see here. So take a bow Alex Crabtree of
Newecastle and John Cheal of Reigate — Sabre Wulf

Champions both.

Got any tips about Sabre Wulf? Found out any
sneaky tricks to beat the jungle? Send them to Let-
terbase. We'll use the best and bin the rest!




FRENZY/BBC

Breakout goes whacko. You
remember Breakout? No? Am |
getting that old? Breakout is the
game where you have to trap a
bouncing ball in a box by mov-
ing a line around a screen. Frenzy
is a variation of that.

The story goes thus — deadly
sub-atomic particles (Leptars)
are loose in a scientific labora-
tory and you have to trap them
before the time runs out. Your
tool in this mammoth task is a
robot craft behind which is a
green ion trail. This you use to
draw ion lines which, hopefully,
will ensnare the little devils.
Trouble is, if you get hit by a

Leptar while you're on the draw,
so to speak, you get clobbered.
After a few screens things get
nasty, you get more Leptars to
deal with plus Chasers (they
chase you).

This is a very simple game,
easy to play but difficult to mas-
ter, as they say. But, unlike many
simple games it's very addic-
tive. The kind of thing you spend
all night thinking ‘just one more
game before bed’ and then real-
ise the sun is creeping over the
top of the screen. — KA.

BT T T T T o

CROAKER

FROG SHOOTER/SPECTRUM 48K

Fairly duff arcade shoot-out.

that pop from your antennae are the clumsy LM (or WADX)

You (looking more like a moth
into military chic than any kind
of frog — but let it pass) are
stuck in an alley drawn with the
most primitive and confusing
kind of 3D technique. Along this
low-res byway come bouncing

when you press the fire button
are one of the few neat things
about this game. Another neat
thing is the bouncing effect con-
trived for the objects in your
path. The blue “mystery can-
nonballs” that come bowling

keys that | always find particu-
larly frustrating. But even were
the manoeuvring easier, this
would still be nothing mor
than a lifeless, boring game. — D.R.

Maker: KUMAHUDSON SOFT
Format: cassette

Probably one of the best lad-
ders ‘n’ levels games avail-
‘able for the expanded Vic.
Set in a riverbank cave it
~ chronicles the attempts of
‘Bongo the mouse to outwit
‘the dank denizens of the clay
~caverns and win the heart of
‘a lonely princess (splutter).
You of course take the role of

- the lovelorn rodent and with
the aid of a well oiled 'stick
- must guide him past nine
.~ sheets of adversaries. To
- move twixt these sheets you
- must collect a fistful of flash-
ing diamonds, and that
entails some pretty hairy
manoeuvring | can tell you.

various Kermits and giant eye- along with quite monotonous Price: 5605
balls and so forth. Naturally, you regularity are almost too neat, Graphics: K
must shoot them. and invariably blow my uni- Playability: K
It's an uninspiring task, even formed moth to smithereens. Addictiveness: None
though the red ball projectiles Without a joystick, controls Overall: ¥

BONGO/VIC 20 + 16K, CBM 64

piece of work. | have yet to
survive the gamut of screens
‘and win the head of the prin-
cess, but I'll continue to plug
away. | mean, shucks, a
mouse and a princess?

The sprite grgphies are
bright and suitably cute and
hardened gamesters will
ajf:l;}renlatu the wide variety
of strategems available.
kinda suspact that the key to

lasting success is through Bizarre notions keep me flail-
the secret transporters hid- :ing away in the hope that all
den about the screen. These  will soon be revealed. — S.K.

portals are unavailable to the
mouse-hunting monsters on.
your tail and so become in-
valuable escape routes.
Bonus points can also be

racked up quickly by gob-
bling up tha’--BDhrglEQ’ Im?tdm: i
which float around the
screen during the early
stages. All in all it's a hectic







RENEGADE ROBOTS/BBC

The only good robot is a dead
robot and make the most of it
because you can be sure as
hell that the Commission for
Robot Equality is only a spit
into the future, Which brings
us to Renegade Robots. This
is a bit like a giant sliding
block puzzle, added aggro
coming by way of the now
familiar group of vicious
robots.

Attack ©n
yenture Of

The great Seiddab war rages -~

on, this time across the pock-
marked surface of the moon.
In your bristling new Hover
fighter you must breach the
three defences of the ghastly
alien Seiddab base and
destroy their Command
Bunker. The first defence zone
is patrolled by some fairly
mindless robotic tanks and so
is (relatively) easy to pass —
once you've mastered the
complexities of prolenged
Hover flight! Zone two is
rather more difficult as you
must fly across mountainous
terrain through great clusters

BLOCK WAR

QK. The planet is under dire
threat of invasion, but fear
not, scientists have every-
thing under control. Or they
did have until a series of
explosions wrecked the pro-
duction of the secret weapon
they were working on.
Amongst other things the
explosions caused the robots
manning the production line
to go berserk. The only way

cr‘ﬂ‘l(}ﬂ

from 90'1?‘:4

have 1o T
started all

TAKE THREE

-~

to save the ling is by aligning
three key control cubes aor
destroying the renegade
robots. Moving blocks means
getting behind them, gritting
your teeth and shoving like
hell, whereupon the block
careers across the screen,
junking anything in a straight
line between here and etern-
ity. You know the Pongo lick.

Once the robots are sorted
out some idiot scientist
makes the same mistake and
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Ously about hay;
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extra hands graf

yvou have to start all over
again. A robo-hunter’s job is
never done.—K.A.

Maker: SENATOR
SOFTWARE
Format: cassette
Price: £6.95 approx.
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3D LUNATTACK/DRAGON 32

of aerial Seiddab mines. |
invariably met my demise
here, thundering into the
mines with all the flying skill
of a shonsighted pigeon. |
never managed to see the
range of self activating mis-
sile silos beyond, nor the alien
base itself.

The onscreen display is
comprehensive and includes
cockpit cross hairs for pin
pointing the enemy, auto-
matic radar, fuel monitor and
temperature display. This is

particularly useful as direct
hits and exploding mines
cause the hull to overheat,
which means pushy pilots will
soon  roast.  Scrolling
throughout the game is
smooth and the bleak hi-res
graphics are delightfully
effective. | particularly liked
the distant Earth which
appears on the horizon as you
rocket aimlessly around the
luna surface. All in all this is
a classy climax to Hewson's
Seiddab trilogy and so is well

tainly as good as those
highly-rated 32 offerings from
the Tom Mix stable.—S.K.
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Malker: HEWSON
CONSULTANTS
Format: cassatte
Price: £798
Playability: KK
Addictiveness: KKK
Overall: KEK i\
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48K Spectrum 16K /48K Spectrum

3
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KOSMIC KANGA, a multi-screen, amazing, arcacde standard original action game!
Featuring superbly animated graphics and packed full of arcade features.

Help KANGA find his space ship so he can return home to his planet. /
Leap about buildings, trees, clouds etc., pick up bonuses and throw boxing

gloves at the enemies. ¥
Keyboard or maost joystick. 48K SPECTRUM & COMMODORE 64 [~
b
n | [
. ONLY £5.95 EACH v

-

Available from most good software retailers,

If your local software retailer is out of stock, send
cheque/P.0. to Micromania, 14 Lower Hill Rd.,
Epsom, Surrey, KT19 8LT., and we will send your®
order by first class post free. ~

MICROMANIA!

DEALERS—AVAILABLE FROM ALL LEADING DISTRIBUTORS OR MICROMANIA (03727} 201R2

-

&

48K Spectrum plus stack SLR




HOW MUGH HITEREST DoYou

GET OUT OF SAVING?

Supersavers gives
you lots of tips on
monecy making,
Like starting your
own car- washing
business or
gardening.

Keeping up with fashion
can be expensive, so
Supersavers gave tips
on turning last year's
clothes into this year's.

All new Supersavers get this pack which contains a
== paying in book, record book, two pens
. ] and a ruler and lots more!

n game. You can join Supersavers at any branch

All Supersavers over 7 get this Yo . /'of Barclays. All you need is £1 to start off your
full colour magazine three times, /  account. Fill in the coupon and take it along to your

a year. It is packed with articles, _ most convenient branch. And remember over 400 of
saving tips, competi- . _ our branches are open on Saturday morning.

Lt tions and
readers’ ——————_E_-
s, letters. I

I'would like to open a Supersavers Account.
1 wish 1o start my account with a deposit of £
Name

: Address

< send Reading about the

! world’s fastest trains led
Rd., to aride on Finland's
1d your last surviving steam e e

railway.
For very young children accounts will be opened on their behalfl in the
name of an adult. They will not be eligible for Club membership or the
magazine until they reach
the ape of T




CASSETTE£8
DISK £9.95

Mail Order Sales from
Microdeal Mail Order 41 Truro Rd,
St. Austell Cornwall PL25 5JE

Dealers Contact
MICHODEAL DISTRIBUTION

0726-3456
Credit Card Salesmgmg £ or WEBSTERS SOFTWARE
Phone 0726 3456 , . = ]maa 62222
-"I EAL )
ot e e T N Seeihe S

Selected Microdeal Titles available from computer dealers nationwide ar fram larger branches of



VIDEO GANVIES : COMPUTER GAMES - VIDEQ

RA.J SINGH got the break millions only dream of —
a part in Indiana Jones and the Temple of Doom,
mega-adventure and long-awaited sequel to Ste-
ven Spielberg’s Raiders of the Lost Ark. In the movie,
he plays the sinister Little Maharaja of Pankot.

Indiana Jones (Harrison Ford) is entertained in
the Palace of Pankot by said little Maharaja (Raj
Singh) — bejewelled, primped and lacquered in his
fabulous costume. Raj holds court with impeccable
hospitality and charm. That's until Indy stumbles
across him at work one evening, participating in
the revival of an ancient and evil sect, in which the
Goddess Kali demands human sacrifice . . .

The satin-clad Satanist is now back at school {in
Ealing!) and the only beastly thing about him is his
Dragon 32, bought with movie earnings.

He prefers adventure games, and drinks Coke,
not blood.

“Steven Spielberg, Le Huy Quan (Short Round) and
| played the arcade machines at Elstree studios
together during the breaks in filming. Steven liked
Pole Position and Dig Dug. He was very, very good.
He fixed the machines so that we didn't have to pay
to play.

“Being an actor is not my real ambition. I'm really
interested in computing and want to work on the
business side. Acting would be my major hobby.

"Making the film was lots of fun and a real experi-
ence. The set for the actual Temple of Doom was so
vast and extravagant | could hardly believe it. | was
nervous at first when it came to my part, but Steven

N was so nice that | soon forgot about that.”
g:aD

s QUE‘I‘ZALCO ATU fo’g ,'n ll anly their way but their lives!

“Did | like Raiders of the Lost Ark? You bet! My sister
] 48k SPEC‘I‘RUM and | saw it about seven times! Getting chosen for the
i sequel was a dream come true, and | certainly like this
§ QUETZALCOATL is a real Indiana Jones-style adventure. adventure, The display is classy and exciting and you get
¥ Raj looked a bit peeved with the prospect of another maze right into the adventure first. The text's entertaining too.
|} game, but once he got started rapidly became involved, Especially when you try to pronounce 'Huitzilopotehli.”
nstead of the usual bird’s eye view. our guest found him-
| self inside the scrolling 30 tunnels of the maze. As in the
| Temple of Doom, directional dyslexics stand to lose nat




VIDEO GAVIES - COMPUTER GAMES
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Space Command is the best
offering yet from the elderly
lcough) team of Poole and
Murray, authors of Yomp and
Rider, also from Virgin. Here
the guasi-militaristic tone of
their earlier work has been
replaced with good ol' SF.
You play Defender (no rela-
tion} to a domed Kandor-style
asteroid which is busy
ploughing through the gal-
actic spacelanes. As you
might imagine this reckless
behaviour is guaranteed to
arouse the ire of local life-
forms and they do their best
ta flatten the flying city.

It's all very similar to Imag-
ic's old Atlantis ROM. The
graphics are nice, although
nowhere near as sensational
as the promo blurb would
have you believe, and the
gameplay is tough. I've yetto
clear the first wave, who look
like renegades from Jet Pac!

BETTER BUT . ..

SPACE COMMAND/SPECTRUM 48K

Limited laser fire and shallow
fuel tanks add to your pro
blems.

| guess if you're still in the
market for a space shoot 'em
up then this is worth a look,
although after an hour or so |
wasn’'t so much addicted as
cheesed off. Hope the next
one's a little more original
boys. — S.K.
Maker: VIRGIN GAMES

SHEEPISH

IT'S THE
WOOLUF!/SPECTRUM

“It's the Wooluf," you may
recall, was the title of a truly
abyssmal cartoon show that
escaped from the Hanna-
Barbera stable sometime
during the late sixties/early
seventies. Gruesomely ani-
mated and horrendously
unfunny, it was one of the
worst post “'Scooby Doo'’
{original season) HB offer-
ings ever and consequently
marked the end of an area for
the once highly-rated fun
merchants,

1 tell you this simply for lack
of anything else to say about
this flat offering from The
Home of The Things.

As far as | can see it's a
straight reworking of Virgin's
early clunker, Shespwalk. The
graphics are neater but the
gameplay is strikingly simi-
liar, In it you must instruct

PENGI/BBC

is a penguin w.«r-ah’ll

DSE g
to shift bl
order to

marked bl 5

e things harder a flock

of Show Bees, with fatal

I buzz between the

blocks or, if you
can lure them to thr- electric
fence {in
be stunned arrd 1hr—n stomped
on.

Old Pengi is none tog
bright, though. Cincr-
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my fre e day | valun-
teer for th- rubber room. —

Flayability: KK
Addictiveness: K
Overall: K
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your trusty collie to herd a
flock of sheep across a bridge,
through a wood and into the
relative safety of the sheep
pen. Meanwhile the hungry
‘wooluf' patrols the forest in
the hope of gobbling up some
stray dinners. Clear the sheet
and you're blessed with

HEADACHE

BRAINSTORM/BBC

This month Virgin Games
bring us a new concept.

another flock of even more Totally Misleading Instruc-  affr == 7 v rrxmggeveensres
il . Fuiay AR i
suicidal sheep. Woolly stuff tions. BRS¢ hths s + S i i
indeed. —S.K. After a week or so things 4 e
Maker: CRYSTAL improved. An envelope con " Eaniebdandia - e SR R
P g L - G S e S ST IR R o
COMFUTING taining a letter from Virgin O ;“-ﬁ‘.ﬁ;T S T ik
Format: cassette and a small diagram arrived. i GOOR o
3 3 o o+ *
Price: £5.95 It seemed the game was vir- oo i
Graphics: K tually unplayable withaut the E - S g ! b Sel - il
Playability: K diagram, But the really good e a dhaiind
mmvmmK : kit ‘_Ihr"ff"t"t * B R R S ]
bit was that the diagram R A S o&4a1y;
Overall: K made a total mockery of the O e ﬁ.'.a- .“I
instructions in the program i
itself.
Looking to the game it's a player's brains is toasted.
board-type game of “skill,  'What more can you say? —

memary, logic and nerve for  K.A.

two players”. The idea is for

gach player to defend his Malker: VIRGIN GAMES
brain {the one on the screen)  Format: cassette
against the lasers of his Price: £695

opponent by the strategic Graphics: K

placing of deflecting prisms.  Playability:

The game comes to an end Addictiveness: K
when one or other of the Owerall: K

AVAST BEHIND!

SEA ADVENTURE/BBC  Maker: VIRGIN GAMES
Sea Adventure is just what it~ Format: cassette

says, an adventure at sea —  Frice: £695

with graphics. Let's talk about ~ Graphics: None

graphic adventures, Most fail ~ Frayability: None

on the BBC, mainly because Addictiveness: Do what?
of memory limitations. Vir-
gin, with S5ea Adventure,
uphold a grand old tradition
in this respect. In fact it's a
major step backwards, |
mean, BASIC? Not only that,
the only way to enter text is
by the function keys (this
means it knows a grand total
of 10 words — impressive,
huh?) The graphics in Mode
1 are feeble. The occasional
animation displays a pro-
found flair for the non-event.
— K.A.
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VAST SCOPE

SCOPE II/SPECTRUM 48K

5; snare:

Don't be fooled by the
"Games Designer” tag plas-
tered across the packaging of
Scope 2, this beautifully
structured utility is gquite
unlike menu driven custom-
isers such as Melbourne
House's Hurg and Software
Studio’s Games Designer. It's
a far more useful medium-
level language dedicated
purely towards the manipu
lation of high-speed graph-
ics, sound and animation,
And the beauty of the system
i that code generated by
Scope 2 will run indepen-
dently of its mother tongue.

AiNTI ?i[‘."

The perfecttool for frustrated
games writers! What's more
it's exceptionally accessible!
You've a mere 36 command
words to master which, once
written into Basic REM state-
ments, can be instantly com-
piled into machine cac'= using
a simple USR call. Of course
experienced micode hackers
will bemoan the system’s
limitations but athers will find
ita genuine boon.

Scope 2 itself appears
remarkably clean. The only
bug | came across was its total
refusal to recognise the NOTE
command, Scope’s equiva-
lent to the REM statement,

el
LIBRARIAN

ACOS+/CBM 64
ACOS+ doesn't exactly speed
upcassette loading but it cer-
tainly makes life easier. It
enhances the cassette filing
system (ACOS stands for
Advanced Cassette Operat-
ing System), making it oper-
ate in a similar fashion to a
disc— although it still retains
the snail-like gualities of ‘64
loading.

Part of the reason for discs
being so fast is that they keep
a catalogue of files on the first
sector so that they can move
quickly to the requested file.
ACOS+ does much the same
thing. It looks at its catalogue
and then lets you fast-wind
the tape to the position of the
file you've asked for. Of
course you still have to press
the fast forward button but
because the computer has
control of the cassette motor
it can stop when it reaches
the right program.

In addition to this you geta
whole load of new com-
mands,

Then we come to the BASIC
extensions. They operate like
normal keywords and give
some very nice control over
sound and sprite graphics.

Allin all a nice package. The
only point against il is that no
program will work unless
ACOS+ isinstalled, so forget
about any ideas of using it to
make a killing on the games
market.—IK.A.

But that's a small price to pay.
The package is completed by
a useful sprite designer rou-
tine and some simple Scope
2 listings. With this and Gil-
soft’'s The Quilfthe Spectrum
games markel has been
blown apart. Owners of the
original  Scope should
upgrade immediately. Great
stuffl—S.K.

Maker: ISP
Format: cassette
Price: £1795
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| NEW! Pengon. A high-speed arcade
ime with full colour graphics and music! the catacombs killing Snakes, Oafs, decide what strength shot you need and

you save Willy the Penguin from the
ous mutant sealions by stunning them!
e e £7.95 “Clone”! 26-7309 ...
| NEW! Cuthbert In Space He is sent on a
ssion of plunder against the Moronians
lar System, landing his spacecraft and re-

hy WEM KALISH

g MICRODEAL

i
ol

. TARNDW e 355, URG 'DEAL

ur Computer!

O sy i’f“’i‘ﬁ?'
==

[C] NEW! Dungeon Raid. Journey through [E] NEW! Eight Ball. Line up your cue,

snappers and the Ghost that guards each exactly where you want to hit the cueball.
deathly dungeon - without killing your own Superb full-colour graphics with realistic
....................... £7.95 sound effects. 26-7311 .................. £7.95
[O] NEW! Keys of the Wizard. A text only [F] NEW! Katerpillar II. Hours of fun
adventure game. Find all the treasures and stopping the descending Katerpillar with
store them safely in the sanctuary, whilst your laser gun before it winds its way down

elling at the Moronians fuel dump. fighting off the creatures and avoiding traps through the mushroom field,

B s £7.05 andtricks 267310 .. L i b £7.95
[HER TITLES:-
tthbert In The Jungle. 26-7301 ... £7.95 Cuthbert Goes Digging. 26-7303 .. £7.95 Frogger. 26-7304 . SR £7.95
ithbert Goes Walkabout. 26-7302 £7.95 Skramble. 26-7306. ... £7.95 Crazy Painter. 26-7305 ... ... £7.95

Build A System With Tandy Accessories! / '

UItra-Ct;mpéct Colour Graphics Printer

£149"5-

Create a variety of graphic cutput from
charts to computer-generated “doodles”
Prints in red, blue, green and black on 434"
| wide paper. text mode prints 40 or BO
characters per line at 12 characters/second
ideal for program listings and output

1182 . i .. £149.00

Disk and Computer Storage

£3 B9 -cowniee

NEW! Colour Computer 2 Disk 0 Kit. Use with our new Colour
Computer 2. 156K of user storage.

ORI . o D e £349.95
Colour Disk 1, 2 or 3. Requires Disk 0
S8-30X3 ... .. ... R T £249.95

CCR-81 Cassetie Recorder. 26-1208
CCR-B2 Compact Cassette Recorder,
26-1209 ...

Thermal Ma-uﬁ;: Printer With Graphics

£ 9 H Ideal For Use
’ With The MC-10
9 Or Colour
Computer

TP-10. Prints 32 characters per line at = F ’
30 characters per second on 4" wide el
thermal paper  Features  include
special repeal  function fo  make
graphics programming easier.

b b2 R ek £79.95 :
Paper. 4" wide roll of thermal paper.

PO b e R . Pkg. of 2/£2.79

Low Noise Colour Ink-Jet Printer

£ B Prints In Seven
Viwid Non-
Smearing
Colowurs & - :
Prnts 2600 dotsisecond i %
draphics mode with a resolution of % ;

560 dotsfline {monochrome) and
640 dots/line (mulli-colour mode)
Text mode gives you 12 cpiat 37 <
characters per second B
£6-1268 ... .. .. .. K
Dragon Printer Cable. 26-7204

range o

Take A Look At Tandy, Today

Visit rour local store or dealer and ask about our expanding
microcomputers and software - we service what we sell!

See Yellow Pages For Address Of Store Nearest You!




MAIL ORDER ONILY
/AVING/

rogrammable Interface Interface |

The AGF Frogrammable Joystick Interfoce has establishod itself aver the
st year as being the anly hardware programmed device that sccepts ALL
standand joysticks of rackbsells — meluding Gusckshat 11 with ‘rapid-fire'
— Tar use with ALL Spectrum or ZXE1 softears

The hardware programming method employed by this product has several
advantages aver samilar interlaces thal reguire extra 1apes 1o be |osded or
combinations of key presses ard maowvements of the jovstick 1o be made
hefore gach gama, |.e

® Programming is ant kost when power i dissonnecied between games.

® Eignt directional control only requined setting of the four normal

directians.

® Compatibifity guarantesd with AL L key reading methods — machine
code and BASIC

® Several imerfaces can be separately programmed for multi-player

softwarg

® Low powdr four e design Sllows more oxpenson

The programmeng leads attached o 1he interface make contact with
miniature crocadile clips that give oxidisation free connections every time,
unlike plug and socker arrangements, and they dan't wark loose in
canstant wse.

Keytaard operation is unaffected by this interface and 1T 8 guaranteed

nagyer o confiet with ANY otlssr add-ong Now the AGF Inierface 11 is even betier walue Since we

12 month guaranten, key programmang charl and & pack ol ten Ouick peoneered the curdor-key interlace in Octaober 1882 there
Feference Programming cards with Full ingtructions sre supplied are now ower 100 games ar utility programs with either the
AGF aption or cursor key controdled — that makes it
unbeatabie a1 this new low price.

21.95 Sfill incorporating the all impartant rear expansion con

neciar whech means gihar parigharals ¢an be conmected ar
the same tima L& Fam Packs, Printers, Speech Unis et
bl of course the key replication prnciple wsed guaranbess

- plus E1 Pﬂst & pUCk ing this will never canflict electrically with any other add ons.

RomSlot Quickshot

The new AGF RomSlor has been dessgnad lar any iy pwns 8 programmable

joystick interiace, or prefers 10 use the keyboard 1o control games, snd would like 1 add

the facility of ROM cartridge sofveare 1o their sysmem

ROM games sre alresdy semlable from Sinclar and in August five totally new titles are to be 1 n 95

releaged by Parker Wideo Games — sxclusively in RIOM format.

The advantages of this new system are instantly lopding games that may have reguired a

larger memary capacity if ioaded by casserte, The ROM cartridge is actuslly a dedicated

mEmry devics with tha program permanently sroed i, ready lar ecliate ugs d

An Exlrg lesluos ol the AGF RomSlot i the ‘Restart’ facility. Aoy program can be

insta re-started or corventional machine code games clrared wathout the resd 1o remaove

thee powe 2

RomSlor & cased with & full exparsion connectar Toe other add-ons and 8 covered by a 12

month guarsnis

Onlymms 50p post & packing QUICkShOf
T
SEND TO (NOSTAMP MEEDED]: - AGF HARDWARE, DEFT FREEPOST, BOGHOR AEGIS. W 5 EX P L]
s 2 EK‘ 15, UBSE X POE2 OB .,“, | iTEm ITEM PRICE TOTAL
[ 1 entinse 4 cheque'postal oroer payable T AGF Hiedwars for £ |
Plapar charge my Aqoes/Barclaycard Acoount Mo |

Sagr . ITelephone o ders (02431 823337
FROM: WA/ MASMISE
ADDRESS
il 7¥E! O  ZNSFECTALM O Pirase tick FifiaL TOTAL |
T1 Plaara tanid indormation on ] A" P

Piease allow up fo 2B days frem t ol p order although we noemally despacch tram soock VisA 0 E RSEAS R IC E 5 ON APFL' CAT }D N

within 7 diys. All AGF products are quarenieed 1oe 13 monthg and o 14 day faney _ \MI'
~ back u riaking AGF Hardware, Bognes Regps, West Susses. Telephone: (02430 823337 DEALER ENQUI R lES ELCDME

S




~ | AGCOMPLETE PACKAGE - ALL THIS FOR £499!
80K*RAM (Exp to 144K)
Full Stroke Keyboard
296K Data Storage Unit
Daisywheel Printer
Built-in Word Processing
Buck Rogers Arcade Game
Colecovision Compatible

ADAM - £499

Iz VAT

*

*

*

*

ﬂ.

*

¥*

paint on the screen. You can attach a Colecovision controller to the keyboard to function 8s a numeric kiypad for easy

o2 e data entry. It can alsc be hetd Hke a calculator, 8 feature which makes WOrking with numbers particularly gasy. The joysiick

thern part of the hand contraller can be wsed in the same way a2 the cursor cantral keys, o move the curser around the sCrean

W the N LETTER QUALITY PRINTER: The Smarl Writer latter guality daisywheel printer is a bi-directional BD column

ke it printer which prints at 8 rate of 120 words per minute. It uses standard interchangeable daisywheels, 5o a wvarety of

MEMORY CONSOLE & DATA DRIVE Iypeslyles are availabie. The prinier has a 9.5 inch wide carriage for eithar single sheats or continuos fan faid pape s

U85 slandard carbon ribbons. It is comparable o many printers which cost as much as the total Adam package. The

i “"rt prinier can be used either with the Adam's Smart Writer word processing program or as a stand alons electronic lypewriter
b &l

18 B, BUILT-IN WORD PHDCESSOR: Adam comas with Srmart Writer word processing built-in, This program (s so

e gasy 1o use that you only have to turn the power on and the word processor is on fing and ready to go. Detailod Instruction

i books are not necessary as the Computer guides you step by step, working from a series of Menu eommands. |1 enables

B ¥ou 10 type in fext, then compiotely adit ar revise it with the louch of 8 lew keys Changes are readily made and saries of

L| gueries from the computer confirm your infentions. so that You can continuowsly double check your work as you type.

——— i COMPATIBILITY WITH COLECOVISION: By using high speed interactive microprocessors in each of the

modules, the Coleco Adam is designed o take additional advantage of both the 32K ROM and 16K RAM memary capability
in the Colecovision. If you do nof already own a Colecovision Console (£88 inc VAT), then you will nead to purchase this
when you initially purchase your Adam Computar Package (£498 inc VAT), making a toigl purchass price of (£588 inc VAT).
WHAT IS COLECOVISION: Colecavision is one of the worlds most powerful video game systems, capable of
displaying arcade quality colour graphics of incredible quality on & standard Colour TV set, The console (see picture
botlom lelt) accepts 24K AOM cartridges such as Turbo and Zaxxon and is supplied with the popular Donkey Kong
cartridige and & pair of joystick controliers, Colecovision has a range of licenced arcade hils available such as: Gorl.
Carnival, Cosmic Avenger, Mouse Trap. Ladybug, Veniure, Smurf, Pepper |1, Space Panie, Looging, Space Fury, Mr Do,
BOZHESTE s R Time Pilot, Wizard of Wor and many others. So mez; ¥ou have it, Adam plus Colecovision the unbeatable combinaticn,
DAISYWHEEL PRI TER Send the eoupen below tor your FREE copy of our 12 page Colour brochure giving datails on the complete Adam system
A " N SILICA SHOP LTD., 1-4 The Mews. Hatherley Road, Sidcup. Kent. DAT4 40X Tel: 01-309 1111 or 01-301 1111

ORDER NOW - OR SEND FOR A FREE COLOUR BROCHURE
e N0 T T
To: SILICA SHOP LTD. Dept BIGK 0984. 1-4 The Mews. Hatherley Road.
Sidcup. Kent. DA14 4DX Telephone: 01-309 1111 or 01-301 1111

LITERATURE REQUEST:

T ————

D | enclose Cheque/P.0. payable to Silica Shop Limited
1 CREDIT CARD - Please dehit my Access/Barclaycard/Visa/Am Ex/Diners Club
Card Number

e O

l L Please send me your FREE 12 page colour brochure on Colecovision/ Adam I

I | own a Videogame O lowna Computer
Mr/Mrs/Ms Initials Surname: l

l Address I

l Pastcode: l

I ORDER REQUEST: I
Please send me: [0 Adam (add-on package only) £499 inc VAT

I Adam & Colecovision (£499+ £99) £598 inc VAT I

COLECOVISION GAMES CONSOLE
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... Or do their bear-
ings in, but nothing
fazes JOHN CON-
QUEST. He's got
plenty more to fall
back on

LOOK THROUGH the
computer mag ads and
you'll see that there are a
lot of people trying to sell
you custom joysticks, all
convinced that theirs is the
real McCoy. '“Arcade
action"’, “instant
response’’, ""high qual-
ity'', ““professional’ —
writing joysticks ads looks
like a doddle, but what
we're concerned with here
is the rather more difficult
business of actually buy-
ing one.

Obviously the first consid-
eration is compatibility,
whether or not the widget will
fit your machine. Virtually all
the joysticks currently avail-
able are designed to fit Atari
video & computer systems
and Commodores, though

sM

they'll also work on CBS's
Colecovision videos (you'll
still need a standard control-
lerinthe second portto make
the games run). Wico supply
adaptor leads for Apple and
Radio Shack marchines and,
like Suncom, for Texas
Instruments Tl 99/4As. A rare
exception is Suncom'’s Stike
Commander (£16.95), made
specifically for the BBC or
Dragon, though Kempston
are also planning a BBC stick.

VEXED

The vexed guestion of
interfaces is one on which
you'll need expert, and hope-
fully disinterested, advice. For
Spectrums, the Kempston at
£11.50, which will accept any
stick, has only one drawback,
a single port. For BBc's the
Wizard at £14.95 is recom-
mended. The basic rules are
not to get joysticks with plugs
jury-rigged to fit machines
they weren't designed for
(they don’t work too well) and
to avoid anything that needs
a program to make it run,

A less obvious but wvital

consideration is the size of
your hand. Believe me, that's
important. Many of the sticks
I tried simply werent com-
fortable, but might well suit
sameone with smaller, or
indeed larger, hands and this
applies especially to shaped
grips.

Unfortunately a lot of shops
stock a very limited range,
usually Quickshot lls or Point
Masters, so for this and many
other reasons it's well worth
while going to one of the big
computer shops and trying
your hand at their range. Lion
House in London’s Totten-
ham Court Road, for instance,
has 17 models ready to be
hooked up for demonstra-
tion, and the Silica shop in
Sidcup reckons to have at
least 15 of a possible 26 in
stock at any given time. Even
if wou just try them for feel,
you'll notice the differences.

Ask yvourself realistically
how much you're going to
use a stick. Price differences
are almost entirely down to
quality of construction and
the cheap ones simply aren't

REAI

The WICO

range—
with the
3-Way top
of the list.

up to a lot of punishment. If
you're heavily into ‘Deca-
thalon’, to take an extreme
example, a cheap joystick is
going to be a waste of money.
With joysticks you get what
you pay for with a venge-
ance, and Atari owners at
least should calculate
whether they're really
improving on the standard
issue sticks.

OBVIOUS

The most obvious differ-
ences between cheap and not
so cheap sticks are whether
or not they have steel shafts,
the grade of plastics (high
impact or extruded) used and
the general solidity of con-
struction. What you don't see
is the guts, which is what
really sorts them out. Very
few sticks have micros-
witches {though Kempston
are rumoured to be using
them in all future models), but
the leaf switches found in
most vary considerably in
quality and the cheap ones
have very limited lives. Also
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hidden inside the casing is the
shaft mounting which is
another thing that decides
whether or not the stick will
go on doing what yvou want it
to do.

You should also think about
the kind of game you usually
play. Sticks come in two basic
configurations, with the fire
button in the handle, either
centre fire on the top or trig-
ger fire in the handle itself, or
mounted on the base. I'm
convincad that handle fire is
a major contribution to fire
control. Most of the sticks
with handle fire have a base
button as well, which can be
a nuisance when hand hold-
ing, and some base mount-
ings are available in either left
or right hand versians or
already have both, either as
separate buttons or as a bar
across the width of the base

Most of the sticks men-
tioned were tested with Acti-
vision's Atari computer
varsion of River Raid. It
TEQUIres Precise manoeuvre,
reliable and responsive speed
control and pinpoint fire—in
other words it uses every-
thing that a joystick ought to
ofter.

The cheapest sticks around
are Acorn at £13 a pair (soon
togoup to £19), which are so
terrible that nobody seems to
stock them, The Pinnacie at
£7.95 is admired more for its
price than for the guality of
its 8-way movement and
handle and base fire buttons,
but if you really want to spend
the minimurm, this is the one.

ABOVE: the
Spectravision 2

HARDWARE REVIEW

LEFT: Suncom
Slik Stik.
RIGHT: the
Joy-Sensor
vicious
oversteer.

For £9.95 you can get
Spectravision's Quickshot |
with centre handle fire and
sucker feat, which, for rather
more, is a standard Spec-
trum interface offering. Like
its big brother (below) its
shaped handle makes hand
size critical, Easy to use,
though because of the shaft
mounting rather loose, it's as
fragile as it looks and would
last about five minutes in an
arcade. Its leaf switches have
a poor reputation. Alterna-
tively there's Suncom's Sk
Stik, the cheapest half way
reasonable stick, which has a
ball grip, a left hand side base
fire button and is a nice hand
size. Solidly made, it's the
kind of thing Atari ought to
be offering as standard.

First in over the £10 mark
is the very basic Kempston
1000 {£10.99) which has little
over the Slik Stik except a
base fire bar, workable from

left or right. The handle sug-
gests that it might best be
controlled with the thumb, It's
followed at £11.95 by the
Quickshot N which is identi-
cal to the junior version
already dealt with except that
it has 'auto rapid fire' via a
trigger in the handle, its main
selling point.

LOOSE FEEL

The Triga Command |/
(£12.99) has a very similar
loose feel, again due to the
shaft mounting, and looks
very plasticky. It has a trigger
fire only {and suctions cup
feet) and comes in £19.99
versions for Spectrum and
BBC. The handle design
however is excellent with a
diamond cross-cut pistol grip
that is very satisfying. The
much solider Kempston 3000
with handle centre, trigger
and base fire bar buttons is
£12.75.

At £12.95 you can choose
between the Point Master,
very similar to the Quickshot
Il but slightly less robust, and
Sumlock’s all-British Pro-Ace
which resembles the Kemps-
tons in its solid high-impact
plastic construction and fire
bar (plus centre fire in the
handlel, but which | found
sluggish and awkwardly
shaped. On the other hand,
Sumlock back up the quality
of their leaf switches with a
two year warranty, so it
should be pretty reliable in
the long term,

The top of the range
Kempston 6000 (£13.50) is,
again, a very solid piece of
work with a ball grip on a
short, tapered steel shaft and
both left and right hand base




HARDWARE REVIEW

Both sy
Spectras

fire buttons. It feels a bit stiff
but I'm told that it wears in
well. The next Suncom, the
£13.95 Starfighter |also avail-
able in a ritzier version for
Apple computers at a very
ritzy £39.95) is a very nice
hand size with excellent
manoeuvre and speed con-
trol. It has a left hand base
fire button and a stubby
unshaped plastic handle that
| found far too short, but that's
me.

Wico, like Suncom and
American firm, make their
first entry at £14.95 with The
Boss, a muscular brute that |
found very heavy to use,
aggravating my advanced
case of video wrist, but veary
positive. However as the hand
grip is shaped for a much
smaller hand than mine, it's
virtually unusable in my glove
size.

The Arcade at £15.95 is the
cheapest stick that one can
get really enthusiastic about.
Dutch made, with very supe-
rior microswitches, it's
extremely positive and
responsive, arreal pleasure to
use. This is an excellent
device and highly recom-
mended — not just by me but
by Lion House where it's a
big favourite.

STEEL SHAFT

Back to Suncom at £18.95
with the TAC Il which has a
ball handle, steel shaft, non-
slip feet and left and right
hand side base fire buttons.
A nice size for hand holding
but, despite the amazing
manoeuvre control, | find the
shaft too short, the fire but-
tons need very firm instruc-
tion and the game (River Raid)
seemed much speedier than
with other sticks.

The legendary Le Stick at
£19.95 boasts unigue mer-
cury switches, but they're a
mixed blessing. Whila it's

ideal for one-handed use and
suits games like Decathalon
superbly, firing jogs the
switches so that it has a tend-
ency to jump about when you

bles one to cut off the base
buttan, extremely useful if,
like me, you like holding the
stick in one hand and work-
ing it with the other. With
other dual fire sticks it's very
easy to find your fingers
working both fire buttons,
which may not be what you
want. For River Raid at any
rate the Three Way is the
primo stick for control, fire
accuracy, delicacy of man-
oeuvre, speed control and
overall feel and response

TOUGH BABY

From the same stable as
The Arcade comes the
Professional Mark Il at £28.95,
which looks rather like it had
been ripped off the front of
an arcade machine. This is
one tough baby and though |
can't help wondering exactly
what ‘Professional’ means in

this context, if anything

THE PROFESSIONAL

start shooting. Le Stick is if
anything too responsive and
50 hard 1o control, making it
a real wrist killer.

QUALITY

Jumping to £24.95 we have
another Wico, the Red BAl, a
quality number with a longer
steel shaft, a good size ball
handle with built in fire but-
tan, plus another on the base,
and all the control one
expects from Wico widgets.
However at this price |'d
spring another £3 to get the
£27.95 Wico Three Way. This
is my personal favourite of all
the sticks | tried and, for my
money, the tap of the range.
It has a very long steel shaft,
which means a far better
‘throw', and three different
clip-on handles, though in
practice | only use one, the
slim tapered job. The Three
Way has a centre fire button
in the handle and another on
the base, but it offers a unique
switching feature which ena-

36
L,

deserves the name this does.
| imagine some of you must
at stome time have put your
noses intop a video arcade. |f
50, you'll know exactly what
to expect from this one,

The joker in the joystick

pack is Suncom’'s Joy Sensor
which looks rather like an up-
market version of Intellivi-
sion’s control pad. | can't
make it work and though I've
heard rumours of people who
have mastered it and love it,
I've never actually met one of
them. All it gives me is vicious
oversteer. At £29.95 this
seems like a real gamble, but
maybe |'m missing some-
thing.

MOVE BLIP

All joysticks do pretty much
the same thing, move a little
blip round a TV screen. So
how come there's a £20+4 dif-
ference between the chea-
pest and the most expensive?
Well, it depends on whether
they're being made to a price
or to a standard. | am not a
racist . . . but. The tell-tale on
the cheap sticks is the ‘Made
in Taiwan, Hong Kong, South
Korea' and there’s no getting
away from the fact that
they're not in the same class
as the American and Dutch
made slicks.

The trick is to find one that
suits both your hand and yvour
pocket, which is why you
need access to a wide range.
However even the big shops
have no consensus view; Lion
House are big Wice fans,
plugging the price range with
the Pinnacle and The Arcade,
while Silica Shop prefer the
Suncam Slik Stik and Star-
fighter with the Quickshots as
back up. To me the ideal stick
waould be a cross between the
Triga (handle design), The
Arcade (micro switches) and
Wico Three Way {everything
alse). In the real world three
sticks seem to me to stand
out as value for money and
they are:

1. Suncom Slik Stik —£9.95.
2. The Arcade — £15.95.
3. Wico Three Way — £27.95.

THELOT
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‘genre’ of games, like Activision’s & * ’ nearly every scrap of phantasmagoria pro-
hat Pitfall and Quicksilva's Fred. : R 8 duced since it was made (in 1927!) Fritz
2 ¥ Lang's original monumental vision has had
L its echoes in Blade Runner, Lord of the
ou k R Rings, and Roger Dean-style artwork. And
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ps : 4 Georgio Moroder thinks so too. He
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95. better than Raiders. Will it strong, including Peter Cook, Mia Farrow, Simon Ward, Peter here's already a Thor game out by

the sama fitle — but it's nathing to do
with the celluloid version, That one's
coming out s00n from Atari—who held
the rights to this nice litthe number:
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IF YOU, like me, have trouble fighting for air in
most arcades then Nintendo's Punch Out could
be the work-out you're looking for.

Set in the grime and gore of the boxing ring,
Punch Out brings you a blow-by-blow encounter
with a series of ugly-mug pugilists — all of whom
are intent on stopping you as you K.0. your way
to the Heavy-weight throne. At each level the
going gets harder, as the fights get longer and
the fighters get stronger (and bigger and faster
and meaner . _!)

The games graphics are ruggedly simplistic
with little more than the ropes, the ref and the
canvas on show (though the latter is the last
thing you wantto see!) The atmosphere is heavy
and the vox-box grim as it shouts ‘Let's keep it
clean ... Now come out BOXING!' Visually
you're represented by the ingenious bare-bones
(literally) of a 3-D fighter who reacts with the
speed of light to your every whim. Capable of
nearly every move in the book (bar head-jobs of
course) you use a combination of buttons and
joy-stick to defend and attack in the finest Mar-
quis of Queensberry tradition.

The joystick enables you to weave your way
through the round whilst keeping your guard up
or down as the case may be. The buttons offers
you the chance of counter-attack with left/right
blows to the head or body. And when the time
isright you get the chance to take a decisive K.0.
blow with either a thundering uppercut or a
murderous hook.

The first opponent is a measly wimp of a man
called Glass Joe — but even he poses a threat
until the right combination of bobbing and box-
ing is achieved — a matter of juggling thumb
and joystick. Every punch thrown is greeted by
cheers from the crowd and orders from your

corner — ‘body-blow, body-blow, jab, jab,
UPPERCUT!!" (it can get pretty heavy when
you're being egged on like that. ..} Your suc-
cess, though, depends on the power-meter and
the status-meter. The latter indicates (with
alarming speed) your/the champ’s respective
stamina — a good series of punches and you can
be on for a winning blow; a drop of guard, a kick
right from the Champ and you‘re out of stamina
and on the deck. The former shows your punch-
ing power on a gauge which rises steadily as
you attack and flashes 'K.0." when you've got
your man on the ropes — miss it and you're back
down the scale and in danger of a quick rally by
your foe. The drawback unfortunately on both
of these is their positioning — if you've got your
chin down and your guard up then it's hard to
check your situation.

As in a real fight it's all against the bell, with
the rounds lengthening as the fights get harder.
If you fail to K.O. your man within the bell then
you're out — there’s no chance of a points deci-
sion in this game! Between rounds your next
opponents vital statistics (and we're not talking
38-24-36 here) are flashed up (though far too
rapidly for my liking) showing nationality, world
ranking, weight, etc. and then it's back into the
ring.

For far too long ten-stone weaklings like myself
have been knocked senseless by great muscle-
bound idiots so it's a relief to find Punch Out
offers a little hope away from the real fisticuffs.
In just five sessions (at thirty pence a throw] |
had personally floored such brutes as Glass Joe
(rated ninth in the world — but just a sucker for
my glove) Piston Hurricane and Bald Bull, And |
was hardly sweating. Charles Atlas? Rocky? For-
getit ...lwas acontender!

eret-4



. - —
R — —
i i e .."“' r 5 : L L‘:"'E\
N 4 e r e ]
I e o - o - )
} 4 s g -
RS g |I-‘-I-a.
LR = s | [t L
> A il - ! e S
& sy Y W
i . - . s £
[ e 5. P ,”’J o
1 - - r [,
| v &
:

B R

ol

]
)\!!30“

¥
=1

Bl - . . .!.ltl’

‘Cos if you're not, stay well clear of Nintendo’s Punch-Out. DAVID
DORRELL sags to the canvas with a streaming nose and a ruptured

gut, while a smirking DAVID CORRIER snaps busily away from
the comfort of his ringside seat.
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EVER SINCE the arrival of the
first Space Invaders machines
just a few short years ago,
the guality and realism of
arcade games has been
improving at an exponential
rate. The games we play now
waould have been inconceiv-
able in those early days. And
yet despite this rapid advance
| believe that we have not yet
come anywhere near the
form’s ultimate potential. The
video game of tomorrow will
be as far removed from that
of today as Dragon’s Lair is
from, well, Space Invaders.
For this reason |'d like to
speculate on the shape that
this ultimate game of tomor-
row might take,

In the arcade of tamorrow,
you are unlikely actually to
see anybody playing a game!
Rather, there will be groups
of half a dozen or so enclosed
‘booths’ clustered together,
each just large enough to
contain one player. Above
each set of booths, a master
screen will show a sample of
the game, along with instruc-
tions, details of price and the
names of the high scorers.

On finding a game that
takes your fancy, you place
your money (probably a five
pound coin) in the slot of an

USA they're saying

time
i

unoccupied booth and step
through the door.

The booth is circular, with
the controls mounted on a
stick set in the floor which can
be adjusted to suit your
height. In the more uptown
arcades, there may even be a
chair for you to sit on during
the game — though true
video experts are likely to
reject this as a distraction,
You close the door and press
the start button. The booth
goes dark, and you enter into
another world . . .

The canvas on which the
action takes place is not just
a small, flat TV screen, but
instead consists of the whole
of the wall in front of youl
With full 180 degree projec-
tion you really feel part of the
game, rather than just an
outside observer. What is
more, the pictures are not just
computer graphics, but are
generated by laser disc tech-
nology and are based on real
photographic material. When
combined with quadro-
phonic sound, it becomes
extremely difficult to remem-
ber that it is not real but
merely an electronic fantasy.

The scene set— be it a view
into deep space or an ancient
castle — the game begins as
your opponents come into

view, strapped into their jet-
packs or wearing their suits
of armour (as appropriate).
Now the reasons for the clus-
ters of booths becomes
apparent, for whilst some of
the enemy are controlled by
the computer, the rest of your
opponents are your fellow
players! And you have no
way of determining which is
which! Until, that is, you get
close enough to make out
their faces. For the ‘men’ in
this game are not just anony-
mous graphic blobs, but all
have faces and features.
Those belonging to the com-
puter will have those chosen
randomly from a stock of
photographs, whilst those
controlled by players will use
photographs generated by
the camera hidden in the wall
which is constantly observ-
ing you. And of course, just
as you can see the faces of
the others, so they can see
you — and, if you are close
enough in game terms, the
microphone in your booth
will allow you to talk to each
other!

Of course, if you have
recognised one of your
opponents as a friend you
must then decide whether to
work together or whether to
kill him for the points. And if
you decide on an alliance, are

e FOUTURE!
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you sure you can trust
him...?

Does that scenario have
you drooling? Well, as any
science fiction reader will tell
you, that's just the start —
there are many more possi-
bilities, leading up eventually
to direct mental stimulation
and game control. However,
I have deliberately limited my
speculations for one very
good reason,

That is that everything |
have mentioned above is
possible today, The tech-
nology already exists, it is
simply a case of bringing it
together. We have had the
ability to produce the hard-
ware for a long time — it is
no more advanced than that
of a flight simulator. As for
the software, well, there are
professional, industrial pro-
grammers who are more than
capable of handling the com-
plex graphics manipulation
required, whilst when it
comes to the games side
there is a vast pool of talent
currently cutting their testh
on the home computers, The
game |'ve described could be
in the arcades within two
years. All it would need would
be an entrepreneur with a
awful lot of capital — and
even maore guts!
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Midsummer is never a very good time for computer
companies, but this July was disastrous for two state-of -
the-art operations — America’s Atari and Britain’s Imagine
Software. Deeply in trouble, short of money and beset by

ON-LINE

the fruits of several bum decisions, both operations all but
closed down in their present form six weeks ago. What went
wrong, what are the lessons for others, and can anything be
salvaged from the wreckage? TONY TYLER assesses . . .

SUNNYVALE

Six weeks ago an American
businessman named Jack
Tramiel put 185 million dol-
lars on the table under the
noses of Mr Warner and his
Brothers and a few minutes
later was walking out of there
with a company called Atari
metaphorically under his
arm. Tramiel had also guar-
anteed to pick up Atari's
debts — valued at three times
the cash price-tag. All the
same it was a chickenfeed
purchase. By selling off the
lion's share of Atari, Warners
had put a stop to a miserable
five years of steady losses
and marketplace disappoint-
ment. What went wrong?

The answers must be, in
no particular order: terrible
management decisions; the
existence of CBS-Coleco and
the existence of Commodare
International.

Atari is the company who,
mare than any other — cer-
tainly in the United States —
began it all. It has been los-
ing money almost ever since,
certainly since founder Nolan
Bushnell sold off his Sunny-
vale operation to Warner and
the Brothers more than five
years ago for a multi-million
sum. Despite an excellent
early hardware design lead,
high manufacturing stan-
dards, and a second-to-none
reputation as a games con-
cern — not to mention a
peerless coin-op division that
has always been a pioneer
{and indeed which Warners
have hung on to) — the com-

pany’s men-in-charge then
became confused over and
over again. The way in which
the US market at first shaped
up nicely for the switch from
games machines to com-
puters, then changed its mind
— then partly changed it back
again and got
interested in
proper com-
puters after all
— led Atari's

ATARISOFT
STUFF: a move
along the right
lines, but it came
too late.

2
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management to make a
series of ghastly wrong deci-
sions, blunders that unfortu-
nately cost the company
money and credibility at a
time when the lead due to
the Bushnell years was evap-
orating rapidly.

In  hard-
ware, the
company
had got off
to a good

...

second leg (the VCS being its
first) with the 400/800 series,
6502 machines ahead of their
time in many ways, with
sprites, 256 colours, RAM up
to 48K and already-available
disc drives and other periph-
erals. Plus a vast, quality
library of software in ROM
form (not all of them were
VCS upgrades). This range
established a good user base
in the USA; and as it was
considerably better than
anything up to Apple Il sta-
tus, dominated the lower-
price market. Commodore’'s
elderly PET and low-RAM
VIC-20 paled alongside the
Atari models. At the same
time the company were
committed to produce full-
time for the seemingly ever-
lasting VCS.

The ball was first fumbled
15 months ago, when Apple
upgraded the Il to the lie,
Commodore introduced the
"Vie-64", and at the same
time it was becoming clear
that Atari would soon have
to choose between the
videogame and computer
camps, There is little doubt
that there were voices in the
company raised at this time
arguing for an all-out com-
puter strategy. Unfortu-
nately there still were (and
are) all those VCS ewners out
there. The company decided
to continue pursuing both at
the same time. It must have
seemed a sane enough strat-
egy then; though in retro-
spect it seems clear that it
served only to over-expand
the company and spread its
resources still more thinly, at
a time when research proj-
ects were already promising
to take Atari further and fur-
ther into more exciting and
expensive areas than low-




AFTER THE CRASH . ..

grade domestic computer
manufacture. AtariTel — a
grandoise networking plan —
was hatched (and lingers
yet). Widgets like Atarilab,
and the wsual controller
additions — trackball, graph-
ies pad, and so on — pro-
ceeded more or less to plan,
All these had to take up a
share of the overall company
resource. And Atari’s prices
made punters grumble.

The next wave of hard-
ware {Spring, 1983) was dis-

THE 2600 VCS. It made
Atari . ..

astrous: the 5200 game
system in tandem with the
1200XL computer. The 5200
was a re-boxed 400 com-
puter with a widely-disliked
joystick (it was never on sale
in the UK), distinguished also
for near-total incompatibility
between it and the 2600VCS,
for whose owners' sake the
whole project had been laid
on in the first place.

The 1200XL was a com-
puter, another machine fea-
turing 100% incompatibility
with any other Atari product.
In retrospect it emerges as
an early prototype for the XL
range and should never have
been marketed at all. The
1200XL was ditched shortly
after launch but the 5200 tur-
keys on. Now, of course, it
has been joined by yet
another game system, the
PRO 7800, compatible (at
least] with the VCS. So that
mistake has, at last, and
much too late, been put right.
And Atari finally has a pro-
duct with which to make ane
last, despairing counterat-
tack against Coleco.

It was when Atari was first
reeling away from the initial
Coleco thrust into its tradi-
tional turf that one began to
hear odd stories filtering out
of Ca. concerning Atari's
desperate plight re: unsold
VCS ROMs. As legend
unkindly had it, the bulk of
these were copies of those
very Lucas/Spielberg movies
— Raiders of the Lost Ark and
E.T. particularly, as it hap-
pens, E.T. — for which Atari
had allegedly paid such
enormous sums. As Parker
have also discovered, good
films as spin-offs are lousy
compared to good arcade
rights (though if these should
also be based on films then

you have a different story).
Raiders was actually a
thoughtful game which made
much use of the VCS's capa-
bilities; its trouble was it was
too difficult. So it, and E.T,
simply sat on shelves up and
down America until store-
keepers refused to take any
more Atari cartridges unless
the company helped them
unload the deadbeats. Even-
tually 450,000 E.7.'s were
assembled, driven out to the
New Mexico desert in a con-
voy of twenty-tonners, and
then buried — with the aid
excavators and earth-mov-
ers —in a gigantic hole in the
ground not far from White
Sands nuclear testing site; all
under the silvery light of a
Western moon. It's a nice
story , anyway.

Coupled with news of dis-
asters real and embroidered
came the news that the com-
pany had bombed out on the
Dow Jones for the second
year running. The computer
switch seemed to be hap-
pening after all, just when
Atari has lost its edge, and
now Commodore, withits 64
model, was making the run-
ning. Legal gripes with Texas
Instruments and the soft-
ware houses Activision and
Imagic — the first of a whole
series of energy-sapping
legal battles — distracted the
company. At this time the XL
maodels were only just
appearing. AtariTel was get-
ting nowhere, other widgets
were more or less on time —
but overall Atari wasn't get-
ting enough of the new action
to do more than slow down
its rate of obvious decline,
Staff were cut. Whole
departments went, budgets
were cut to the bone. Most
of the manufacture was
shifted to Taiwan and South
Korea.

Alan Alda was fired.

- . - But the 5200 nearly

broke them.

With hindsight it seems
that the company was more
or less on course and con-
ceiving the right ideas until
the need for a 400/800/VCS
general upgrade became
obvious. Then the company
wasted a whole critical year
floundering about with the
1200XL and the doomed
5200, while wasting its
diminishing strength trying

LR e e g s e

The 800XL: a good machine
and a good range — but
again, it didn't make up for
lost ground.

to maintain a presence
everywhere else on the com-
puter front. In fact, they are
still a year behind — a year
they don’t have.

Inevitably this year's Dow
Jones has been asbad as any
in the past three years; and
for some months before Tra-
miel the company had been
rumoured to be up for sale.

Similarly the company are
unlikely to abandon, after all
this time, the 20 million VCS
owners. (This of course is a
partial argument for the 7800
as well.) Therefore they must
keep some software deve-
lopment. This seems to mean
a computer software divi-
sion as well, so those jobs
are probably safe too. This in
turn supports the idea of
continuing the hardware . . .
and so it goes on.

One area that must be
taken care of is serious appli-
cations software. Atari
machines have been rela-
tively ill-served in the past in
this area, and the computers
have suffered in the market-
place as a result. The 64 is no
better than the Atari as a
games machine, and as a
small business micro it only
shows up well because of its
software. Atari has never had
this quality of business sup-
port; nor sought it, alas.

Above all the company has
got to think international
(AtariSoft is a good move)
with all its heart — and this
means bringing its prices
heavily down across the
board if it is to compete with
Tramiel's old company, now
emerging as the machine for
the first-time buyer. Atari
have already all but lost the
videogame war with Coleco.
Now, to survive at all, they
must fight back, either there,
or against Commodore in the
computer market.

()
[E—

SHOWING

The Imagine ‘A’
Team: now
relegated.
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virtual demise of this once-
towering operation is bad
news for everybody.

It's safe to say that
Imagine's problems pro-
bably began over a year ago,
with over-expansion, over-
confidence and a few runa-
way egos wreaking havoc.
The easy returns of the pre-
vious vear (1983) had con-
vinced many — not just
Imagine — that this business
is replete with easy pickings.
Add to that the pronounced
showbiz mentality in games
software writing, and you
have a situation where
several seriously wrong
decisions can be taken with
the utmost of ease.

It now seems clear that the
first major problem was an
old favourite: overstocking
coupled with a need for lig-
uidity. Translated, that means
duplicating too many copies
of new games {and perenni-
als), basing sales forecasts on
a mixture of gung-ho opti-
mism and overconfidence
generated by previous, easy,
high turnowver,

The second major problem
grew out of the first. As is
now well-known (but was
heavily denied at the time),
just before last Christmas
Imagine were secretly
approached by the publish-
ers Marshall Cavendish,
famous for their ‘part-works’.
MC wanted to produce the
ultimate how-to computer
piw — you guessed it, to be
called INPUT — and as an
incentive to buyers, thay
wanted to attach, to the cover
of each issue, a freebie com-
puter game or piece of
instructional and entertain-
ing software. Imagine tend-
ered for the job and were
given the contract.

Whatwentwrong? There's
no doubt that the in-house
expartise of the company
was, and remains, fully suffi-
cient to the task. It seems
there Unkind Legend once
again takes over) that Imagine
spent the advance of several
hundred thousand pounds
[not £6 million as rumoured
at the time) on motorbikes
and the pop-star-style fast
living ... and woke up one
morning to an acute case of
deadline-itis. Here overcon-
fidence again took over (it's
saidl, and a load of substand-
ard stuff was churned out
very fast, and given to MC,

However by this time MC
had a very shrewd idea of the
state of the art and what they
knew told them that the con-
tracted-for games were
simply not up to scratch. They

rejected them outright —
which left Imagine in the
position fo having to repay
the advance (around a quarter
of a million). And INPUT went
on sale without anything
attached to the cover at all.

Far Imagine, repayment
proved so difficult that within
a day or so their problems
lexacerbated by poor secu-
rity — see below} had become
common knowledge. It now
seems clear that an emar-
gency aid package, possibly
from a merchant bank, came
up with the cash, short-term,
but {like the IMF giving money
to Mexicolimposed so many
swingeing conditions con-
cerning repayment and inter-
est that if anything the
company’s real position grew
actually worse.

The directors — Dave Law-
son, Mark Butler, Bruce Ever-
iss and lan Hetherington (plus
one other mystery backer, so
far un-named) — appear to
have banked all on a recov-
ery plan based on the follow-
ing three stages.

1) Raise as much cash as
possible on the sale of back-
catalogue titles.

(2) Trim the overheads to
the bane. )

(3] Re-make the catalogue
around the vaunted and
much-hyped 'megagames’
Psclapse.and Bandersnatch.

(4) Take it from there.

(1] was partially imple-
mented, not without major
difficulty, later than had been
hoped, and for a far lower fig-
urg than can have been
wished (to a company called
Beau Jolly, repontedly for less
than £1.00 per copy). Inci-
dentally, it is widely thought
that Imagine’s half-assed
attempt to lower their prices
across the board (to £1.95
from £6.95] at this time
ishortly afterwards aborted,
for reasons that were never
very convincing) was an
attempt to achieve (1), Alas,
a move that, six months
before, would certainly have
rescued them, came too
late . . .

The reduction of over-
heads was relatively easy,
considering the high profile,
the six Liverpool offices, the
abundance of staff and the
high living. In fact, it turns out
that not all of the famous and
expensive motor cars actually
belong to the company and
therefore count as capital
assets. Many of the cars are
leased . . .

Meanwhile, the main Sir
Thomas Street office was
closed, as were a couple of
warehouses, Staff were laid

off — especially bad news in
Liverpool.

As for (3] the ‘mega-
games’, these remain an
asset (and are duly being
fought over by the survi-
vors). It seems that by a com-
bination of turbo-loading
techniques and extra (don-
gled} hardware, the com-
pany were — are — on the
verge of a new class of game
altogether. Even so, as others
are discovering (Hi, Ulti-
mate!] the extra develop-
ment time demanded by
extra-good games costs
maney . .. cash the comany
no longer had.

The can of worms first
opened up by the Marshall
Cavendish fiasco reached
ugly fruition two months ago
with a sudden, new crop of
fumours concerning the
company. It was said that one
(or maybee two) of the direc-
tors had done a runner to the
USA with a bag of money.
Fist-fights were hinted at . . .
Actually, it now seems as if
Dave Lawson, the slight and
quietly-spokenfounder-fig-
urefchief programmer, and
lan Hetherington, the bulky
former finance director of
Imagine were in California
last month: to raise money!
It also seems as if they wer-
en’t too successful, since the
rumour’s final form now has
Lawson and Hetherington
farming an entirely new
company called FinchSpeed
|assets: the megagames; the
company cars), while Mark
Butler, already immobilsed
by a bike crash, has report-
edly been relegated to a
second-row forward's slot in
the new outfit {against his
will). Meanwhile Bruce Ever-
iss, former Operations Direc-
tor, has departed altogether
far pastures new . . .

Finally, it was reported a
few days before time of writ-
ing that the rump of Imagine
has recently sald off 111,000
back tapes {presuambly cnes
that Beau Jolly didn’t want)
at (wait for it) 30p per copy!
And a sinister note has been
struck by the reported “inter-
est” (absolutely nothing more
as yet) taken by the Mersey-
side Paolice in Imagine's
affairs, especially involving
nan-payment to creditors.

The easiest thing to say is
that it was all inevitable. The
combination of easy money,
youthful self-confidence and
more than a hint of meglo-
mania, led to the Biblical
result: unmitigated disaster.
This would be easier to swal-
low if it invariably happened.
It doesn’t. A great many pop

@

stars are living, walking proof
that eqo, too much cash and
big-headedness do not nec-
essarily lead to ignominious
downfall.

The truth is that Imagine,
for all their unfavourahle
image, were caught out, like
others before them, by a
combination of one or two
bad decisions, a change in
market trends and a contin-
ual lack of ready cash. They
also believed in themselves
to a point where it became
quite easy to ignore mount-
ing evidence to the contrary
... B0 have a snide laugh if
you like, but don't laugh too
hard, or you may not see
something similar creeping
up on you. Nobody is
immune from failure.

What now? Lawson
remains an excellent games,
designer, the megagames are
probably very good — and
that's all one can safely say
at this stage. Starl Agains-
ville in fact, But perhaps the
shock of the whole event may
force realism on to the survi-
vaors: we may well hear more
of FinchSpeed.

Let’s hope so. For despite
all the hokum the disinfor-
mation and the bragging,
there was always plenty of
talent there.

Dave Lawson (right): still
hanging in with FinchSpeed
— or trying to. Mark Butler
{left) now finds his position
maore uncertain than most.
Back to Bug Byte?




Settle down
to trouble free

Computing with M.D.R’

Announcing the birth of the personal information centre. . .
. - - a new concept in intelligent sourcing of computer suitability
to your needs, consultancy, purchasing, maintenance and repair.

HEPSON FX80 £322 + vaT
REPSONRXSOFT  £226 + vaT
#EPSONRXEBOT  £200 4+ waT
#BROTHER HRS £130 + vat
#STAR GEMINI 10X £199 4+ vaT
#=STAR GEMINI 15X £297 + vaT
#COLOUR MONITOR
FIDELITY CM 14 £185 inc vat
#HUNDREDS OF DISCOUNT
PRICES.

WE SUPPLY
96% of all hardware
98% of all printers
all at discount prices
Join MDE Now

Cash with order. No need to
Jjoin for purchasing., but it’s
always better to look before you
leap.

HOW TO JOIN

#SANYOMBC 555 +
Swordstar, Mailmerge, Calcstar,
Infoster £810 + vaT (0T

H#EPSON PX8 + Wordstar,
Protable Cardbox, Schedule
Protable CALC QT Y

#COMMODORE 64

E148 + VAT (QT3

*#BBCBR £315 + vaT QT4

*#ACTAPRICOT 256K 2x 315K
DD + MON £1,500 + vat QT8
#FUTUREFX20 plus

Spellbinder £1,593.75 + vaT QT
#ORIC ATMOS 48K
£132 + var QT4
#SINCLAIR SPECTRUM 48K
£O8 +vaT Q1Y
#ATARI600XL £117 + vAT(QTH

DELIVERY £7.50
IN LONDON DELIVERY FREE

All you have do is write your name and address on the coupon below enclosing your cheque/P. 0. for £10, made payable to: MDR Ltd and you will immediately be
eligible for all MDRg services. Please allow 7 days from date of posting. { A certificate of membership is issued). Dealer enguiries welcome.
- - think of MDRg when you are about to purchase a micro, peri pherals, or software whether it be for your business or pleasure, consult us for just about anything

- MDRa will provide you with the correct answer for the right decision.

- - - thinking of purchasing? . . . MDRy can provide you with the item of your choice at discounted prices of up to 209!

LI Think of MDRg like the AA if you like
[1 Up to 20% discounts on purchasing!

[] Star Bargains!

[J Membership open to business and home users!
[J 24-hour emergency service!

[J 48-hour replacement machine service!

IMMEDIATE COVER - All for £10.00 membership fee! . . . remember, if we can’t help
you, a full refund will be given! Join now, and settle down to Trouble Free Computing.

Post to: MDR.; Ltd, 27 Belleville Road, London, SW11 6QS.
I Please find enclosed my cheque for £10.00

I understand that I will automatically be eligible for MDR services, and may call
days from date of posting and receive the service | require.

Mdr. imited

® 27 BELLEVILLE ROAD l
LONDONSW116QS | 1 (pay)
TEL (01) 2231613 I I require immediate service on:
[JPURCHASING [[J CONSULTANCY
g CONSULTANTS, SUPPLIERS AND ENGINEERS TO HOME I [ MAINTENANCE ] REPAIRS
AND BUSINESS COMPUTER USERS I To help us serve you better, please enclose a brief of the service vou require.
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Family Fun

‘Learning Box' is a series of 8 complete
programs based upon traditional
children's stories. Each has an educational
purpase to help children from 4 to 8 get
ahead with their reading and counting.

More Than
Just Software

Each Learning Box contains the program,
a beautifully illustrated storyboak, a
recording of the story, an overlay to
simplify the Spectrum keyboard and a step
by step Parent's Guide.

exciting but it also practises reading and
spelling.

Each program has up to 7 activities and
games of varying difficulty.

Order Now!

Make learning fun for your children.
Order your Learning Boxes now and
postage and packaging comes free. All §
programs are available while stocks last.
All you have to do is fill in the order form |
and return it to us with your cheque or
Postal Order. Or you can use your Access I
or Barclaycard.

How to order

Simply fill in the coupon, enclasing your
cheque/PO made payable ta: TBS, or use
your credit card, and post to the address
below. Please allow 28 days for delivery.
- e e .
Pose this caupon NOW to: TBS, 38 Hockerill Streer,
Bishops Stortford, Hertfordshire CHM23 20W.
Please send me:
Qry Tick Box
.. RED RIDING HOOD

fcan read words D

. . GOLDILOCKS
I can read sentences
. SLITTLE DUCKS
I can count

oo FCURREMNT BLINS
I | can do sums

- - THE ENORMOWUS TURMIP
' I €an build werds

- - HANSEL AND GRETEL
I lean spell

<o MR MAC'S DAY

| can tell the time

|l TrEmacicsHor

| €an use maney

LOO00Ood

l Allprograms only £9.95 inc VAT each. FREE POST AND
PACKAGING.

I | enclose my cheque/PO payable o TBS for f . . .. l
Please debit my Access/Barclaycard (delete as necessar:r]

CARD NO.

Family Fun

While your kids are driving Mr Mac's train
they're learning to tell the time. When
they're concocting spells frem “The
Magic Shop' they're learning to use
money. Pulling up "The Enormous Turnip’
or escaping with ‘Hansel and Gretel' is

gt LT T TTTITTT]
Outstandlng Value roare

| ADDRESS,
inc VAT |

F ree Postage 8( aCklng ILSJGNATURF BKY

Diealer eraquires welcame 1o Arrow Publications, Tel: (01) 387 1811 [ B I N N B B N N
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The Electron

hasadded even more
strings toits bow.

The list of top quality soft-
ware for the Acorn Electron is
erowing all the time.

Asyou cansee, there’salready
an outstanding selection of excit-
ing programs covering everything
from monsters to music and
murder to marriage guidance.

And ultimately, the Electron
will enjoy a range of software as
comprehensive as that of its
illustrious big brother, the much

acclaimed BBC Micro.

You'll find all the programs
featured here at your local Acorn
stockist. (To find out where that
is, simply call 01-200 0200.)

Alternatively, you can send
off for the Electron catalogue
and order through the post by
writing to Acornsoft, c/o Vector
Marketing, Denington Estate,
Wellingborough, Northants
NN8 2RI1.. Tel: 0933 79300.

GRAPHICS: Graphs & Charts,

Creative Graphics, Picture Maker.

BUSINESS: Personal Money

Management, Desk Diary.

EDUCATION: Tree of
Knowledge, Peeko-Computer,
Business Games.

LANGUAGES: LISP, FORTH,

S-Pascal, Turtle Graphics.

GAMES: Starship Command,
Monsters, Chess, Draughts and
Reversi, Sndpper Meteors,
HDppEI‘ Sphinx Adventure,
Arcadians, Free Fall.

QUIZZES: Theatre Quiz,
Crime and Detection Quiz,
Music Quiz, History Quiz,
Science Fiction Quiz, ¢..1 Do;
The Dating Game.

CHILDREN'S EDUCATIONAL
SOFTWARE: Happy Numbers,
Timeman One, Timeman Two,

Wordhang, Happy Letters,
Map Rally.

ACORNSSFT







" | For SPECTRUM
By RON
RIDGE

Hang gliding in a city
centre can be very haz-
ardous to your health!
On the way down you
can cream into flocks of
birds or plough into
buildings — nasty.
Then, if you miss the
green landing spot you
can break a leg. All fun
stuff.

Use the 'Z’ key to
control your descent
and hit the green spot
as many times as you
can out of ten. Good
luck, and don’t break a




E'VE GOT THE TALENT-
and our games prove it!

Amazing graphics, fast and funous action, challengin
strategy, compelling adventure —this first wave o
T-"—"ll ENT nas s the lot!
wiitlen by professional computer scientists using power ful new
prr.u;_;lerr"n-'l:; techmigues (which leave machine code standing)

these games have pushed home micros to the very hmit!

QOOT VOULSLEZS A TALENT GAME 7O0AY - WERE CONG ALACES - ST 7

2 DISCOUNT ON ALL
E£4&& TALENT PRODUCTS!

Fme_yg-ry TALENT pl(’;dugl your}n;lcr wel|

deduct £2.00 from the price,

This offer must end on August 315t so don't delay -
| make sune you've gol TALENT!

ARCHIPELAGOD
e gives i Ll

NSTANT ACCESS 24 HOUR ORDERING SERVICE TEL D41-552 2128
- .y
- oy

To: TALENT COMPUTER SYSTEMS
’ FREEPOAT [ne stamp required) \

’ GLASCOAN G4 OER \

prapl I I i ! )
Commedee 64 fjoyshickneeded) Casselte 795 Crsk£9.95 Cosmodoet 6 Cawselte 595  Disk£12.95
BBC Model B ifext paly)
Electron [bast caly)

’ Please send me the following stems: \
COMMODOREGe Quantity SPECIAL PRICE
PANORAMA (H) == Cassette (£1795] £15.95
[ ’ PAMORAMA (H) = Disk {£19.95) E1795
Commodare£d ARCHIPELAGD = Cassette (£ 795) £ 555
' ARCHIPELAGO = Disk (£ 9.95) E 733 ‘
KALAH oo Cassette (£ 795) £ 595
LASER REFLEX KALAH = Disk (£ 9.951 £ 795 l
Anew 1za) I wesr —  Cassette (£ 9.95) £ 795
WEST Disk {£12.95) £10.95
BRC MODEL B I
I LASER REFLEX = Cassette (£ 799 £ 595
Catgafne i1 Disk £19.95 WEST (text anly) —  Casseite (£ 295} £ 595 '
e l ELECTRON
vy LrncaEL SOFTWARE FROM SCOTLAND CASERMEFLEX —  Cassette [£ 795} £ 595
Hectren Cassetie £735 WEST (text anly) Cassette (£ 795} £ 595 l
l TOTL
- Tolal lincludes postage and packingh
. ' - - l | enchase 2 POSChegue to the valuve of £ . l
PlessedebitmyacEss[ T [ [ T T T[T [ 11 [T 1] ]I
l Name {block capitals).. et
Address R A, I
I . ok R POt e e e
BE 2 I
CONP |TE|:1 SYSTEMS | wewe
CURAAN BUILDING. 101 5T JAMES ROAD. GLASGOW G& ONS TEL 041 552 2128 I Please allow up to 28 days for delivery. We shall not baik your
UARA H 10 i A iz > remittance until yaur erder has been despatched
l Dealer enguines welcome. Contact Weromica Colin on 041-552 1128
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,FUNJWITH SPEECH 64! _

*

*

|
(1L g i
= |Li ‘
. ¢ ° _
Speech Synthesiser for the*Commodofe %4

» 3

be programmed in plain English, just like this: iz il s Y 1
SAY “to say anything you want” 1
You can choose from two different voices, each [

| enclose a cheque/PO payable to ‘SPEECH 64 Offer’ value £
with programmable intonation, and other

commands control the voicing of keys as they X / 3
are p'ressed ety usef—ul Educatlona| aid fc". Sligned (cred card anders not acoepted uniess sy .I

(‘Jﬂdilﬂudllnﬂneﬁﬁl_ - 4EZ 4683 P

young children. -
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AT THE OLYMPICS
NOW SHOWING |
ON YOUR ON 48;;’
48k SPECTRUM AND
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NOW APPEARING o)

MINER WiLLy g
JLE DEMAND YOUR 48k SPECTRUM F'RSOTSf;SgVING
IMDORE 64 VIC 29 PLUS 16,
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Can it be those Invaders you are thrashing at 3.00am are the same ones
you were belting at 7.00pm? You need an alarm clock like this useful
time-tracking BBC utility from KIM ALDIS...

THE FIRST LAW of comput-
ing tells you real world time
and key-bashing time are not
the same thing. Doing a Fred
Astaire on the keys for a sub-
jective thirty seconds can turn
out to be [have been?) three
weeks when you look up at
the clock on the wall.

The Alarm Clock is one way
of combating the alarming
way in which time passes
when hammering the keys.
It's an interrupt driven rou-
tine {more of that later) and it
works with any BASIC pro-
gram. Arcade games might
cause a bit of a problem as it
stands but if you trim it down
a bit and shove it somewhere
it won't get in the way you
should be in business,

In this listing the code is
assembled in the user defined
character area from &C00 but
this can be changed by alter-
ing the value of the variable
‘code’. Other possible areas
are given later.

Modes

Thereis aslight problem —
it only displays the time in
mode 7. This is because it
pokes directly into screen
memory. For the benefit of
the joker out there who's
raising his eyebrows and
saying what the hell use is

that, there's good reason. The
alternative method of getting
the time on the screen is to
save the current text cursor
position, move it ta the top of
the screen, print the time and
then move it back to its origi-
nal position. All very nice and
hunky dory except for one
small point. If you're editing
a BASIC program there are
two cursors. One where
you're putting text and one
where you've moved to with
the cursor keys for copying.
This makes life complicated
when you return from the
routine after it's finished
printing the time. If you're
editing you suddenly find
yourself typing in the wrong
part of the screen. OK clever
boy? Whatever mode you're
in the alarm still goes off fit
to wake the dead s0 it's no
big deal.

Diversion

So what's an interrupt?
While the computer is run-
ning your program it's also
doing lots of other things in
the background: like refresh-
ing memory, scanning the
keyboard etc. It looks as
though it's doing more than
one thing at a timea but in fact
all the tasks that need to be
carried outinthe background

are copping bits of the CPU's
spare time by generating
interrupts. If, say, the key-
board wants some attention
it gives the CPU the elec-
tronic equivalent of a tap on
the shoulder and utters the
immortal words, ‘Over ‘ere
John'. The CPU tidies up its
current task and then diverts
its attention to whatever has
interrupted it. When it
finisheas it carries on with
what it was doing in the first
place.

Eventful

The thing about interrupts
on the BBC is that thay're a
piece of cake to get at. Under
certain conditions some-
thing called an Event is gen-
erated which can be made to
cause an interrupt (when
events are ‘enabled’). A list of
events is given for all to see
on Page 425 of the Acorn
Bible. For an alarm clock it
seems sensible to use the
‘interval timer crossing zerg'
event. Set the timer to minus
one, it counts up and when it
crosses zero it generates an
event. All we need is to write
a routine which increments a
counter in memaory, displays
the counter in terms of hours
and minutes and reset the
timer to minus one so the

whole process can then start
all over again.

Breakdown

The nice thing about an
interrupt driven routine is it
carries on even when you
junk the program that caused
it and run a new one, So now
you know. Big Brother Clive
and the Quantum Lunch-pail
aren’t the inventors of multi-
tasking.

Just by way of added value
the routine includes a little-
known way of disabling the
Break key! When Break is
pressed the operating system
looks at location &287 for a
JMP instruction. If it's not
there it carries on and does
its suicide number as per
normal. However if there is a
JMP it does two jumps to the
address held in the next two
bytes, firstly with the carry
flag clear then, after the
system has been reset with
the flag set.

The listing is well struc-
tured and REMmed so it's
fairly easy to follow, Line 150
disables events (if you don't
do this then while the code is
being assembled then the
interrupt only has half a rou-
tine to go to. The computer
promptly knots its knickers
and refuses to talk to youl.
The registers have to be
saved before and restored
after the routine is entered in
order that the operating
doesn’t get upset when it
goes back to its primary task.

To use the clock just enter
the time and alarm at the
appropriate prompts. Once
set it carries on quite happily
whether there's a program
running or not. Even press-
ing BREAK has no effect an
it. To change the time or the
alarm just reload the pro-
gram and run it again,

Codes

If you want to use the user
defined characters then try
altering the value of code to
one of the fallowing:
code=&800 . . . sound and
printer buffers.
code=8&900 . . . cassette out-
put buffer.
code=&B0O0 .. .soft key
buffer.
code=&D00 . . .if you use
discs forget it, if not it's pro-
bably the best place for it.

Remember putting things
into buffers that aren‘t meant
to be put there can produce
strange results. Of course,
you could always take the
view that as you've paid the
the thing you might as well
do what you like with it.

Full listing begins oppo-
site. Remember, careful typ-
ing and checking is the BIG K
key to smooth-running pro-
grams.
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HE WROTE ONE...

FRANKLY, BRIAN,

THE GAMES -
NOT WHAT
IT WAS.

KEVIN TOMS is TALL. It's like
interviewing a tree. Excepl
that no mere tree could write
a computar game like Foot
ball Manager.

Football Manager — for the
few non-initiates — is a strat-
egy game which involves you
in the raw economics of the
sport. ¥You decide on the
players, bid on the transfer
market, shell out wages and
balance your economies. As
you make your way through
the leagues towards t'Cup,
you are rewarded with
graphical action sequences —
"highlights' — from the
matches you've played, The
putcome, Brian, is not pre-
dictable.

Two years ago, in a Milton
Keynes basement, the six and
a half foot frame of the brain
behind the (big) boots was
bent in two as he stuck cas-
sette labals onto his first
ZX 80 versions of Football
Manager.

Big Kevin gave up his job
as a Cobol programmer, and
put all his bytes in one (mail-
order) basket bid. Right on
cue, Uncle Clive brought out
the Spectrum, That night, the
X 80 waned forever. Big Kev
transfarred his prodigy to the
Spectrum with marathon
speed.

Foothall Manager has been
transferred to the Beeb, and
more recently to CBM 64
With improved graphics
the moade 7 pin-men have
metamaorphosed too, into
solid flesh thanks to ex-YOPS
programmer Peter Lunn,
Overall the game has sold
some 100,000 copies, the sole
commoaodity that keeps Add-
ictive Games’ four personnel

employed, Kevin Toms has
thereby changed his title from
"Chief Label Appender” to
“Chief Games Designer”,

Big Kev was once Little Kev,
and that's when he starled
creating board games. Later
he made calculators play
games! He had several
attempts at designing a foot-
ball board game, but found
that the necessary simplifi-
cation ruined any sense of
realism. With the advent of
the home micro, the scales
dropped from his eyes. But
even now, 27-year-old Kev
cantinues 1o think of himself
as a games man rather than
a computer man.

“All games are pure enter-
tainment. They work through
the effect they have on emo-
tions, just like music or a
nowvel. Mow that's an entirely
different approach to just
branching over from pro-
gramming. What's needed is
to bring the experience of an

Says KEVIN TOMS, whose

Football Manager prog has gained
cult status. NICKY XIKLUNA

blows the whistle . . .

old skill 1o a new industry.
For example, all graphics
should have a use. They
shouldn't just look pretty.

| don't like making things
up. | enjoy working within
canstraints. The appeal of
Football Manager lay in the
fact that everyone was famil-
jiar with the game.”

Surprisingly, Brian, Kevin
Toms is not an out-and-out
faotball fanatic. Having been
sprogged in Paignton, Devon,
he supports Torquay, in a
lapsed kind of way.

“Football? Aterrible sham-
bles. | used to attend matches,
but | got put off, along with
many others. The managers
just had no idea how to
organise entertainmeant.

They've never advertised and
they can't stop the hooli-
gans.”

"Twas in Issue One of this
very organ that Arsenal mid-
field player Charlie Nicholas
placed Football Manager first

in his personal league of
computer soccer games,

saying: “I'm not even sure
thatit's agame atall. . . could
be useful — to Football Man-
agers!”

Does the author have any
ambitions to change art into
life, and manage a leam some
day?

“Nope. |'m happy with
what I'm doing. | just want to
be the best in my field —
that's alll

Tom's favourite games are
Buck Rogers in the 21st Cen-
tury and Pole Position. "My
all time favourite is Twin
Kingdom Valiey. | don't play
many games.”

Secondary ambitions? “I'm
very keen on getting hold of
a good music synthesiser, like
Alpha Centuri ar an Apple. It's
very arrogant, but | want to
compaose, and believe | can.”

He confides that his
favourite music is — heavy
metal (yeccch!] Yes, this
gentle giant gets his head
down and knees up to the
dulcet strains of Black Sab-
bath and Rainbow! He admits
to having wild day-dreams
about rock-stardom,

“| like being recognised. It's
nice to get feedback — when
people say they like what
you've done.”

What is it with these pro-
grammers? They're all per-
formers! Could the patient
detailing of those obedient
on-screen sprites hint at a
deeper desire for the capti-
vation and control of mas-
sive audiences? Or are music
and maths inextricably linked
in their dark souls? I'll let you
know when |'ve got some
mare evidence.




FROM BRITAINS MOST
POPULAR HORROR FILM

.-+ COMES A MOST
EXGITING COMPUTER GAME

AFAST MOVING GAME
OF SKILL AND STRATEGY
FOR THE COMMODORE 64

SLEEPLESS NIGHTS!

»

THEGAME THAT GUARANT

oL .

at

b
AVAILABLE FROM A, (Y DISTRIBUTED BY
ALL GOOD COMPUTER A g PALACE VIRGIN GOLD
GAMES STOCKISTS INCLUDING s 69 FLEMPTON ROAD,
THE VIDEQ PALACE e LONDON ETO 7ML
100 OXFORD STREET, LONDON W1 e TELEPHONE: 01-539 5568




‘Oh Borzak~m?!’ Don't curse too
loud if you can’t get him back to
his ship.

FEASIBILITY EXPERIMENT THE GOLDEN BATON
TEN LITTLE INDIANS 3 ARROW OF DEATH PT. 2
ARE THE WIZARD AKYRZ PERSEUS & ANDROMEDA

TITLES ARROW OF DEATH PT. 1 C THE TIME MACHINE
ESCAPE FROM PULSAR 7 WAXWORKS CIRCUS
SHEAR PANIC

THE BLACK SQUID
THE CONSTRUCTOR
I SPY FOR KIDS LANDER ;
PRIMARY MATHS ©
MATHS TUTOR TODDLER TUTOR 51 Fishergate, Preston, SOFT I l HE
‘GOTCHA’ MATHS Lancs PR1 8BH.
ASTRAL ZONE Lh__ ,

Tel: (0772) 53057

E Selected titles available from larger branches of W ) Greens at Debenhams, Lewis's, Spectrum dealers
and good computer shops everywhere, (in case of difficulty send P.O. or Cheque direct).




TURBO CHARGE
YOUR SPECTRUM

Outperforms any Speum interface

The unique Turbo interface from Ram gives you all these

features — and more — in one unit:

* Avariety of interfaces including Rom cartridges, two S-way D plugs

for standard joysticks, PLUS full expansion bus at rear,
s Compatible with Kempston and Protek protocols.

& Works with latest Quickshot Mk Il auto rapidire joysticks!
# Choice of Rom cartridge or tape cassette software.

# Instant program loading with cartridge software.

st Buittin power safety device — unique to Ram Turbo.

## Full one year guarantee.

# Immediate availability — 24 Hr:despatch on receipt of
PO./ credit card details (cheques —seven days).

% Incredible value —only £22.95.

S0 don't wait around — simply complete
the coupon and send it to us today.
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Or call our credit card hot line on 02514 25252. (Access and

Visa welcome).

Ram Electronics (Fleet) Ltd, 106 Fleet Road, Fleet, Hampshire

GUI3 8PA

Please send me:

Spectrum Turbo Interface(s) at £22.95
+ £1 p+p [overseas orders £3p+p)

_ Quickshot ll Joystick(s) at £995
{Only when purchased with Turbo —normally £12.95 + £1 p+p)
| enclose cheque/postal orderor charge my Access/Visafor £

|
Name
Address




Taskset o commgeer

We're only writing games, and we're only writing for the 64 Rely on us to bring you the greatest games,
the greatest concepts and the greatest value,

The complete deep
space saga. A radical

spac . | A brand new character
joystick action can bring

game. Poor old Bozo, all

inspired flexibility and a he has to do is to get
horrific kill-rate. The home after a night out
outstanding graphics with the lads. That's
include highly detailed easy until a wobble

craft and lots more than
eight sprites at once. A
full music and effects
sound track
accompanies the action.
All these features
combine with player
options and a top 20 hi-
score table to set new
standards in hi-tech

becomes alurchand a
stagger. Later into the
night, all rules go out of
the window as he
disbelieves what's
happening in front of his
blood-shot eyes. An epic
journey with ultra-
smooth graphics and
sprites which run rings

slaughter. round normal games.
SUPER PIPELINE i ;
Ko e tacting oese Eiramen Hlsdiun All available now on cassette or disk,

Plumber Pete have their work cut out. The evil
ladderman drops metal wedges to plug the
pipeline - and only Pete can fix 'em. Pete trusts
Fred to defend him against the six-legged
Venusian pipe spiders and the hard case lobster
while he knocks out the plugs and restores the

flow. Full accompanying music and effects,
options and hi-score table.
JAMMIN' 8.0

[

&
Unlike anything else, a totally musical game yet ""_lhlll
highly colourful. Guide Rankin' Rodney through .
the top 20 mazes — each with an interactive rock -I
sound track. Gather the instruments and make a =
band but watch out for bum-notes, dischord and
that most deadly effect — distortion. If you've
never heard the full music capabilities of the 64,
grab an instrument and join the band

COSMIC CONVOY
| Just surviving is not good encugh in this giant convoy. Control entire fleet. Which freighters must be sacrificed to get most cargo
| three fighters at once, to defend the huge transporters as they ply to the next planet. Full sound options and hi-score table complete
between the planets. Only those transports reaching planetiall will the arcade package.

gain galactic credits, and no-one expects promotion for losing the
TASKESET LTD — The Specialists

cassette

Maturally, everything we've wrnitten for
the 4 is available on either cassette or
digk.

Selected fitles available from

W H Srmith, Boots, Menzies and all good
| computer storas

Major distributars includa

| Microdealer UK, Websters, Centresoft
| and P.CS.

All games are the exclusive copyright of
Taskset Limited. All rights are reserved.
Be warned, infringement of those rights

|

| is an offence

'h & MCMLXXXIV TASKSET LTD 13 High Street, Bridlington, Yorks YO I8 dPR. 0263-73798
|

| Taskset Ltd

i 13 HIGH STREET BRIDLINGTON YOI16 4PR
-|H ACCESS ORDERS (0262) 73798 24 HOURS

Dealer enquiries welcome (0262) 602668
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HERE IT IS folks — the game

| promised you in last month”
issue. Not only have | used
redefined char: but
also Antic mode 4, the multi-

' UnF- u Ju!!ﬂc.hniu:]utalh'
‘ 1 is that of o

PROGRAM

just howv
ment can be. L|«|n:
this prog

r| Hllb inuar
go to a friend of mine
Brian Lee. |

Wlth Irt_1||||1'
your way. )
pedo th

from cras

10010 135 =
160 to 190 — Sets up first

200 to 360 — Main program

ten entirely | asic g 10
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/%« FEE
3 POKE &235,1

THEM TEH=
THEM
(0
AND Y350 THEN Y=¥-2
AND Y<Z00 THEN Y=Y+2

#

290 — Checks fire button
and torpedoes not already
fired,

i is ali tion,
The following is a line by 210 — Works out where to S8c .
line analysis of the program. place boulders. 30 to 330 — Moves missiles,
220 — Prints next part of 340 to 360 — Checks for

S310N

— i ays river thus scrolling screen crash of boat.
i Do me Ty upwards. 500 to 540 — Missile hit
--'Start with the title 230 — Resets RVs. routing.
screan and music. 240 to 252 — Varies position 200010 2080 — Boat crash
i i tine.
30 to 90 — Set up strings and of river on screen. . rou
variables used. 260 to 280 — Reads joystick 3000 to iQSO‘—-?rfate
laye and gets ready to position custom display list.
= b-c:attfEI 4000 1o 4080 — New

character set generation.
5000 to 5280 — Title screen
and music.

300 If no terpedo jump firing 6000 10 6030 — Game over.
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O A% (2554ME, 255+ MEFS ) =" SRS YR
GOTO 1560

HO0 BGRAFHICS O:FOKE 752, l:FOKE 82
DEITION ©,0:FOKE 708,152:POKE 711
J010 POKE 754, CHSET s 254

2020 DL=PEEEK ({S&40) +25&4#FPEEK (S&1) :FOEE D

J: SC=5C ve RE TLIRK
e SOUND L, choch, i POV L




L+Z3,48:POKE DL+28.0 5180 READ ALB,C:FOEE VWi AsFORKE VY1.E:FO |
3030 FOR 1=& TO POEE DL+I1.4:MEXT | KE W2,C:G08UR i READ A:POKE Wi, 4: GOSUR
oy POKE 959,82 FOKE S53277,3% 0: GOSUER Ce=GE0SUE BAR:NEXT R
3050 RETURM Si40 FOR T=1 TO 2 b NIGEL
GO0 CHSET=254% (FEEK (104&)—-B1 :RESTORE 4 S200 READ AB.C:POKE VO, 58:POKE W1 H y
LI I E sGOSUB 0:GOSUR GAP: GOSUER 0 GOSU
ISUE D NEXT T FARRIER

4010 READ #A: IF A=-1 THEN RETURM B GAF:

4020 FOR I=0 TO 7:READ B:POEKE CHSET+A® =

S+ B:pNEXT I1:G0T0 4010
DATE O O, O,

DéaaTa 1,

O READ A, B tFOEE Vo,A:POKE Y1,B:FO
. s BOSI. D READ rFPOKE" YW, A GOSUE

READ A: POKE VO, A: GOSWUE @

20 READ &, B, C:FOEE VYO, A:FOKE W1,B:FO

| WI.C:GOSUER BAR
.B5,85,85,85 D230 REF f, By, C:PORE WO, A:FOEE Vi, E:FO or

4050 D

AUE0, DATA 1. 170,170,170, 17 KE YZ,C:GOSUE 0 GOBUR GAF:GOSUB O:G0SU
0,170 B GAF:GOSUE © ATAR|
0T DATA Y » 295, 255, 255, 25 5240 READ @, B, C: POKE V0,A:FOKE V1.E:FO
5,125 KE W2,C:i B:READ @:FPOKE YO, A: GOSUE

4080 DATA -1 Bz READ A:FPOKE Yo,4:G0SUB O:GOSUR GA
GO GRAPHICE 18:POSITION 3,1:7 5 5 READ &,B,C:PDEE YO,A:POKE V1,E:PO
MTNI4TEECT IS FPOSITION 4,4: 7 mas KE WZ2,C:B05UE O:READ aA:FPORE VO, A: GOSUER
"by n tarrier" Oz READ A:FPOME Vo ,A:; GOSUER

| 9010 FOSITION S T 4 "MARCH 1784":F 5240 READ ALBE,C:FPOKE YO.A:FOKE V1, B:R0O
DEITION 4,%:7 st " e h - (e ¢ KE V2,C:GOSUR BAR:RESTORE S270:60T0 51
EET 5270 ' T4
S020 FPOKE 93775, 3:FOEE S3768,0 SE70 DATA S0, 10010, 1246, 42, 50,47, 86,134, 1

O FORE S37&1,148:FOKE S3I746Z, 148 FOK 70, 5b, &6,84,94,151,190,75,563,84, 134,17
TAG, 148 G, 54, 50, 100, 126, 4%

SO440 i DBO: BAR=5S070: GAP=5070 5280 DATA 47,75,94,50,84, 100,55,94, 112

SO YO=SETE0: VI=53I7642: VIRS53764 Sh, 50,084,174, 47, 75, 94,50, 84, 100, 54
T BOTO S100 : &3, 89,112, 66,035,564, 66, 170 R
7O FOR &=1 TO 120:NEXT A:RETURN annG POSTTION 4,8:7 @4; "CECTEGITTS" o~
S0BO FOR A=1 TO 401NEXT A: IF FEEK (5327 6010 FOSITION 4,10:7 mb; "PRESS fire"

P& THEN RETURN SO0 LR STRIGODY THER &t
: SOUND O, 0,0,0:50UND 1,0,0, 0z SOUND SAOE0 ARIZSAHMY, 2SHEIMEEF)p="
Py Oy QeFOF : BOTO 30 "1 B0TO SOcnd

0P PRORKE 53761, 180:FOR A=1 TO 5 I
Az POKE 53741, 1&8: RETURN -~

S100 FOR R=1 T0O 2: 1F R=Z THEN RESTORE /f-.;

FOR T=1 T0QO 2

5120 READ A,B,C:1POKE WYO,8:FPOKE V1,B:FD B
FE VZ,CiG0EUR : READ A:FOEE YO, A: GODSLIB -‘““*w-,._"
Cl: READ A: VO,A:GOSUBE @

140 READ A:POKE YO, A:G0SUE BAR

S MERT 1

1860 FOR T=1 TO

7 A, B, C:FOKE YO, AsPOKE Vi,B:FO
READ wA:POKE WO, A GOSLIE
tGOSUER Q:NEXT 71

b i i b b o

S170 RE
LKE W2,C:GEOSUB
HzREAD A:FORE W
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DRAGON 32/64 PRICE
DRAGON TREK

Excellent version of this classic game 9.95
WIZARD WAR

Strategy game of magical combat 92.95
VULCAN NOUGHTS & CROSSES

3-D Tic-tac-toe 1.95
GAMES COMPENDIUM D1

Six games for all the family 7.95
GOLF

Almost as good as the real thing| 7.95
GRAND PRIX

Eight circuits from around the world 7.95
STARJAMMER

3-D space game 7.95
3AL AMANDER GRAPHICS SYSTEM

Advanced picture drawing system 9.95
SUPER SKILL HANGMAN

Owver 1000 wiord vocabulary 1.95
NIGHT FLIGHT

Single engine light aireraft simulator 7.95
GRIDRUNNER

Classic arcade game 7.95
FRANKLIN'S TOMB

First of the Dan Diamond Adventures 2.95
LOST IN SPACE

The Dan Diamond Adventure continues 92.95
FISHY BUSINESS

Conclusion of the first Dan Diamand Trilogy 2.95
EVEREST

Strategic ssmulation 1.95
LASER ZONE

Awesome shoot ‘em up stuffi 7.95
D.R.5.

Powerful Date Retrieval System 14.95
TURTLE GRAPHICS

Fun & Educational implementation of LOGO 9.95
THE CRICKLEWOOD INCIDENT

Truly weird and wonderful adventure 7.95
WINGS OF WAR

World \War Two Adventure 7.95
RED MEANIES

Machine code 3-D maze game 7.95
ACORN ELECTRON PRICE
737 FLIGHT SIMULATOR

Pro essional standard 9.95
ELECTRON GRAPHICS SYSTEM

Advanced picture drawing system 9.95
GRAPHS

Five programs up to "A’ level standard 9.95
VECTORS

Fourtesn programs up to A’ level standard 14.95
TURBO COMPILER

Less than 2K machine code BASIC compiler 9.95

BBC MODEL B

DRAGON RIDER

Flaming steeds and alien wyrms

TANKSI

Armoured warfare for two

GAMES COMPENDIUM B1

Four games for the kids

GAMES COMPENDIUM B3

Three action games for the kids

EDG GRAPHICS PACKAGE (tape]
Sophisticated picture drawing

EDG GRAPHICS PACKAGE |disc)
Extended version of EDG tape
ULTILITIES PACKAGE

Four essential programming aids
TURBO COMPILER*

Less than 2K machine code BASIC compiler
737 FLUIGHT SIMULATOR®
Professional standard

FRENCH TUTOR**

Up to and beyond O level

GRAPHS **

Frve programs up to “A’ level standard
VECTORS **

Fourteen programs up to "A level standard
FRANKLINS TOMB

First of the Dan Diamond Adventures
LOST IN SPACE

The Dan Diamond Adventure continues .
FISHY BUSINESS

Conclusion of the first Dan Diamond Trilogy
EAGLE

Orniginal machine code arcade game

* DISC VERSIONS ALSO SLIPPLIED
=® MAY BE TRAMSFERRED TO DISC

ORIC 1/ATMOS

ORIC TREK

Excellent version of this classic game
GAMES COMPENDIUM 01

Four exciting games

FRANKLIN'S TOMB

First of the Dan Diamaond Adventures
LOST IN SPACE

The Dan Diamond Adventure continues
FISHY BUSINESS

Conclusion of the first Dan Diamond Trilogy
CLASSIC RACING

A season's raining, betting and racing

48K SPECTRUM
MATRIX

Action-packed droid-plasting
METAGALACTIC LLAMAS
All-out arachnic annihilation

BEIMWS

PRICE
71.95
1.95
5.95
5.95

19.95
24.95
9.95
9.95
9.95
9.95
92.95
14.95
9.95
2.95
9.95

7.95

PRICE
9.95
7.95
9.95
9.95

9.95

PRICE
6.95

6.95

@EEEEEEEEEGEEE

@EE
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PURVEYORS OF FINE QUALITY SOFTWARE TO THE LEMRT SINCE 1842982,

SAVE £E1

If you return this voucher and order form you
will be entitled to a £1 discount on the order.
Onily one discount per order. This offer applie
only to products ordered by mail direct from
Salamander Software. 17 NORFOLK ROAD,

BRIGHTON, EAST SUSSEX. BN 1 3AA
TELEPHOME: BRIGHTON [0273) 771942,

Name ...
Address

5

FLEASE MAKE CHEQUESPOSTAL ORDERS PAYABLE TO
SALAMANDER SOFTWWARE

Please rush me the following titles:
MACHINE

TITLE

TOTAL ..

PRICE




sp|ac|ss vaost [oror| Price
@ 1 |JET SETWILLY Software Projects | = £5.95 (1) POLE POSITION |Atari)
@ o |FIGHTERPILOT Digital * £7.95 (4) PITFALL2 (Activision)
@ 7 |BLUE THUNDER Richard Wilcox * £5.95 (3} SUPER COBRA [Parker)
@ 25 | TRASHMAN New Generation * £5.95 (@) (5) MARIO BROTHERS (Atari)
® 15 |CODENAME MAT Micromega » i) (8)(11) FROSTBITE (Activision)
st LS g : Foss B el
5 TKET)
:;1((3: c.:mc gni mate * Eg-gg DEATH STAR BATTLE |Parker)
cean * : ENDURO [Activision
HUNCHBACK Ocean o U £6.90 MS PAC M[TI‘: tAtari]!
FRED Quicksilva * £6.95 Q-BERT (Parker)
SPACE PILOT Anirog . £7.95 FROGGER (Parker|
GNASHER Mastertronic . £5.95 PHOENIX (Atari}
SCUBA DIVE DurelliMartech * * - £6.95 RIVER RAID (Activision)
— | BLADE ALLEY PSS * £5.95 DONKEY KONG [CBS/Coleco)
4 | MANIC MINER Bug-Byte | |+ £7.95 DIG DUG (Atari)
— | ESCAPE FROM KRAKATOA Abbex . £5.95 GALAXIAN (Atari]
17 | REVENGE OF THE MUTANT CAMELS | Llamasoft * £7.50 BATTLE ZONE {Atari)
— |PSYTRON Beyond * £7.95 BIG BIRD EGG CATCH {Atari)
11 |LUNAR JETMAN Ultimate . £5.50 PITFALL [Activision)
15 |ZAXXAN Starzone . £5.95 SPACE INVADERS (Atari}
10 |ANT ATTACK Quicksilva * £6.95 KANGAROO (Atari}
— |FORBIDDEN FOREST Cosmi * £8.95 ALPHA BEAM (Atari]
— |DINKY DOO Software Projects * £7.95 SNOOPY VIS THE RED BARON (Atari)
26 |THE ALCHEMIST Imagine * £5.50 DECATHLON (Activision]
13 | THE SNOWMAN Quicksilva . £6.95 MOON PATROL [Atari]
22 |DEFENDA Interstellar * £5.95 COOKIE MONSTER MUNCH {Atari)
20 |WHEELIE Microsphere * £5.95 SMURFS (CBS/Coleco)
14 |FLIGHT SIMULATION Psion * £7.95 @8)i—) WIZARD OF WOR (CBS/Coleco)
21 |CHINESE JUGGLER Ocean «| |+ £6.90 1241 TUTANKHAM (Parker)
ATICA;;——— Compiled by MRIB Computer. Compiled by MRIB Computer.
C ——
(Ultimate) =4 ' = - =
ﬁil:mm: BUGGIES : Selli "Ig WV\/E=]| NIGHT RuNNER
e Bus) I | f‘n : Digi ;
CHUCK-E-EGG =il o = g Ldﬁ.’;ﬁg::egranom
(A&F Software A month ; ety
COLDITZ ; ' selecton from the top-selling mail-order yameg ;’ngl‘mﬁzu o
(Phipps Associ FLIGHT PATH
e A_l_roc:ates; (Anirog) JET PAC (Abbex)
RSy HERORGSr Utimas o SPezDwAY
FIGHTER PILOT ;':_f;ilt;‘ps Associates) mLKA}T 0A SPACE i are"ational)
(Digital In ; G FEATHE % :
tegration) (Bubble Bus) RS MEGAWARZ (Anirog)
(Paramount) TEST MATCH

(CRL)
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KE SURE YOUR
HOME COMPUTER
WORKS... FOR
| YEARS AND YEARS

Guarantee years of service from your home computer. Protect your investment
by joining the MICRO REPAIR CLUB.

After your warranty has run out can you afford the manufacturers’ repair charges
which can be as high as £60 minimum?

THE MICRO REPAIR CLUB is a brand new organisation offering a unique
scheme which guarantees that should your computer break down, it will be
repaired at absolutely no cost.

THE MICRO REPAIR CLUB has been formed to save you money and ensure

that your computer is in tip-top working condition for years to come.

I A one-year membership that guarantees all repairs to your micro costs only £24.95, with an
annual renewal of £14.95. A two-year membership costs £35.95, three years £46.95.

For incredible value for money a four-year membership costs only £57.95.

All prices are inclusive of VAT

THE MICRO REPAIR CLUB is backed by one of the world’s largest insurance groups and the
actual repair work will be carried out by Computeraid Services, a division of Thorn EMI Information
Technology Lid.

There can be no greater protection. So if you own a Sinclair, BBC, Acorn,

Dragon, Commodore or any other home computer join the Club
by ringing the HOTLINE on 01-946 7777
or clip the coupon below
and send it to:

Micro Repair Club Limited,
Swan Court, Mansel Road,
Wimbledon,

London SW19 4AA.

r----------—-

h_—___---_-____

| would like to join the MICRO REPAIR CLUB for years and look

lowna home computer and it is in working order.

1
forward to receiving my full membership pack. I
| enclose a cheque for £24.95 D One year's membership” l
£35.95 D Twoyears £46.94 I:' Three years £57.95 D Four years
Made payable to Micro Repair Club Limited *Please tick relevant box l
Please debit my Visa/Access card No: l
MName . e
Address l
ol




AVAILABLE FROM SELECTED BRANCHES OF: RETAILERS CONTACT:

g ohn Menzes | MICRO DEALER UK Ltd
% WHSMITH o

T &A&_‘%% 59

mkm ALS50 AVAILABLE AT ALL
USUAL S A

% EEE U OFTWARE OUTLETS. éo&

Greenchip PCS DISTRIBUTION
SIDEDENHAWS Bu"{jgg

LASKYS ST

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

by CHRIS KERRY

1 o have difficuliy @n obtaindog your copy. Jas! [ [y the Coopon below

Post coupan now ta:  Thor [Computer Software) Co. Lid,,

ACTUAL SCREEN DISPLAYS

The Most Graphical

Arcade Simulation
Ever Produced

Erskine Industrial Estabe, Liverpool,
Marsnyaide L6 1AF  Tel: 051-263 85212

[ enclose Chegque' PO for £

Mame __

Address

Credit Cards = Orders accopbed by Fhone - I
051263 852172 :
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usual relish that | loaded

up Salamander's The Cric-
kewood Incident — which
runs on the Dragon X
After all it's not often you
Come across a scenario set
barely a bus stop away from
Yyour own stomping ground|
This attention is we
deserved as I've long co
ered the ravaged wastelands
of Cricklewood and Neasden
ideal |ocations for a true
blood 'n’ thunder adventure.
Forget Magra, it's the deni-
zens of Cricklewood Broad-
way who're really weird!

The object of the game is
simple: just venture forth
fram your padded cell qwhere
else?] and unearth the leg-
endary Holy Grail, Appar- a
ently it rests in North West

l T WAS with mare than the

London.

You're given a character
option before play starts but
how thm effects the game |'ve

a discover, Fram a choice
perman, Geoff Boycott,
Genghis Khan, Utter Wally
and John Travolta, | chose the
latter. This may
knackered my cha
the out;
time meandering aim
and out of the local h

[t must be said here that
Incident s new heights
of micro sm. While
hunched u"er t keyboard |
could actually in e myself
walking the streets of nearby
Cricklewood, Within minutes
of entering the game I'd been
seized by a UFO, sav aged by

a gaggle of wild Australians
and manhandled by an irate




Hell’s Angel. An accurate
simulation indeed!
The Cricklewood Incident
used the standard Salaman-
der formatted text display and
enjoys reasonable response
times. Along with the usual
onscreen bumf there's a
health tag {| spent most of the
time in an advanced state of
despair) and a money box.
To successfully complete the
adventure you're going to
need quite a bit of cash, so
try and keep those tills ring-
ing. | invariably left the thing
penniless,
A GOOD deal less zany is The
Lords Of Midnight, a heavy
duty phantasy from Beyond
Software. It's rapidly amass-
ing a huge army of admirers,
and with good reason.
Superbly designed and mar-
vellously executed, it's defi-
nitely one to impress the cat
with. But considering the lack
of traditional input proce-
dures, can it truly be classed
as an adventure?

Well yes, | think it can. Hav-
ing entered the realms of
Midnight you can't help but
feel a sense of awe and puz-
zlement. Moving within the
game is truly an exploration
of the unknown. All are
archetypal symptoms of a
good adventure, So the for-
mat of the thing is pretty
irrelevant in my book.

Although it's early days yet,
it's worth noting that Doom-
dark's foul hordes invariably
march through the moun-
tains of Ithril and so into the
Plains of Blood, so it's clearly
possible to avoid his hellish
minions and launch an attack
on Ushgarak from the rear!
(Kindly re-phrase that, Kea-
ton — Ed.) Should you
Doomdark devotees dis-
cover anything else of note
while exploring the land of
Midnight, be sure to drop me
a line, OK? This one's set to
run and run.

While we're dispensing
help {of a sort) | must say that
I've been deluged with
requests for tips on Valhalla.
Well, my tip is — don't buy it!
As a piece of coding it's a
marvel, but as a game . . . it
sucks. For the same money

you could pick up Africa Gar- |

dens (from Gilsoft) and Tem-
ple of Vran (from |Incentive)
and still have a couple of quid
left over for some issues of
2000A0. Much better value.
Oric Atmos owners are
currently rather poorly served
in the adventure field, so it's
perhaps fortunate that some
of the early BASIC offerings
for the Qric 1 still run quite
happily on the new (sic)
machine. The most familiar
of these is Zodiac (and its fol-
low up House of Death) from
Tansoft. Although heavily
criticised for their relative
simplicity, | rather like "em.
Both based around old dark
houses and invalving a quest
for hidden treasure, they
share a nice line in humour
and some high quality script-
ing. The quote of locations
may be meagre but they're
finely drawn. A pity they're
shamelessly overpriced.
Tansoft are also set to
release The Kilburn Incident
{currently under wraps but
obviously along the lines of
Salamander’'s Dragon hit)
sometime soon, and Quick-
silva have converted Derek
Brewster's smashing Vel-
nor’s Lair, which we looked
at some time ago. Both
should go someway to pla-
cating your hungry Atoms.

Steve Keaton's Adventure Column

Agreat

adventureis...

A totally original plot; a wide range of interest-
ing locations; new problems to solve and a variety of
other characters available for helping or hindering the
player. A good Adventure should be written in at least
32K of memory, as anything less is inadequate for
storing the vast amounts of data used in the game. A
game which is advertised as having "full screen graph-
ics"" or "a graphical representation of each location” is
not necessarily better than the original text-only
Adventures. Graphical Adventures seem to be the “'in
thing” at the moment, but it is often found that the
programmer will sacrifice memory which could be used
to make the game more complex, just for drawing a
colourful picture on the screen. For me, an Adventure
which has excellent verbal descriptions of all locations
is just as good — if not better — than one with multi-
coloured graphics and sound.

SIMON BIRCHALL

Other contributions welcome.

MEGASAVE FANTASTIC
SAVINGS

SPECTRUM SPECTRUM
WULE T

ERE

A0 ASTRA
HIGHT GUNNER

JACH & THE BEANETALK
Sia DIAMIND ARDRCHL

WATCH
LORDOF TIME

. PLEASE STATE WHICH MICRO
FREE POST SEND CHEARIE PG, Yo

FAST SERVICE

MEGASAVE
Dept K, 76 Westbourne Terrace, London W2

COMMODORE
0N OF GGER 50




1 RER o R
| FIRE *

REM ¥ E.MCRACKEN *
4 REM RREpE AR R EE

{ L =i BH=E MY
10 1".|=:-.|'f'rNI":lL|-:J:hll_-- e 5l
FOSUE . L . o
J.' Gi= £ £
s T‘]ll '|:F-l|||\;.'|-'l'.l"|!ll-l'.l'.-'_
1; FORG:
v e ER 1 d0s POREGHLU S
=7 RA0TO7 45T EL,
14 l.l._'l-.l‘.. L
N Lba s POICESS

1S I'I.'ll"—'l_i: bz POKE B1+C0O,0: POF EBZ 4

2400
]_1 1=[rl| (RMD & 1)

PR ALl

) 4 L1 FORES BT

1; Lk, MU= 1THEM =OTo
i GDOSURB 1000 . ”
20 PRIMT" rHOMEGLIM 1=" 4
=1 PRINT™ CHOMES LCUR
29 PRINTY 4 HOME ¥ L'.ll.'h
CUR RT?{CUR RT3 {CUR
CUR RTILCUR :

N

23

CUR RTI4CUR |
CUR RTS LCLIR
:BOSUE 5

1o BOwAZ- s FOKEAZ. S A
B ';;I jI:-'I k IiF"-I 11= &4 THENFOE l-_-'|1. 5 B S 4:EATH
S0 EEK (Al

4. 0TO

l-; IFEFEEE (A2-1) - &4 THENFORE paz-1,114
5 IFFELE A )

572 FOKEM, O: cOTO 24
G0 PORE pg e PO = B .
61 1FMe 2THEN C=RAl4e-
¢ N C=f2+22

1590 FOKER , 150

&2 TFM=1Tl :
) s O=C+22
KELC ., EC+CO, 2 i —
T'? Fi‘ffEEk,':L:-: =THEN C=0:Al 1 AZ=Y

ro 10

LOsEOTU il

{C)=480RFEEK (C) =49 THEM
M=0: C=C:zG0TO 19540
S0 THEM =SC+2Aal=0rAZ2=0: M

SC=5C+1

THEN SC=SC+5:Ai=0:AZ=0:HM
i
Cl=S10RFEEK (L) =

4 1THEN SC=5EL4 58
C=0: M=20: GOTOL S0

"r‘l‘I F—I'ﬁF—lIr'ftl 1i#RMDCLY P+
71 ON F GOTO 92,° B9
72 PRINT"{CUR DM} {CUH LDNE
FL{CUR DNY{CUR DN} LCUR DME
FL{CUR DM LCUR DN {CUR DRE
F{CUR DM} {CUR DMNY {CUR DN

FECUR DR
VOUR T
TCUR D
(CUR D

J{CUR DM}I{CUR RT} {CLR RT: PACUR R
R AR Bl AL i BT 2104 3 THOM
E}":RETLIRN

2T PRINT"(CUR DNI{CUR DMHI {CLURE LCLIE D
YLCUR DN {CUR DNZ {(CLIR DRZ TCH O D
FLCUR DNXLCUR DM {CUR DMZ tCUR DN
FICUR DMI LCUR DN3 {CUR DM L& DN
Y{CUR DN {CUR RTX{CUR K12 tCUR K1
FLO=R {3 ELL{ -2 {22 ¥ i 5

HOME S " : RETURN

4 PRINT"{CUR DN3 {( LII
Y(CUR DNX {CUR DR I
YL{CUR DNY {CLIR Dn
Y{CUR DNX {CLIR DN

W LCURE DN {CUR DM

FACUR DHI CUR D
DM {CUR DKWY {CUR DM
DM} { % DNY CCLIR TN

»LCUR D RT3 RT3 LCUR RT
¥4 {3104 54 ¥ { LHOH
E}":RETURN

95 PRINT"{CUR D3 {CU
Y{CUR DM} L{CUR DM:
LIk Lo

D &
1 DM LC
FACUR DG
LCUR DR
riCUR R

20T =3104{ AZLE

POKENA 2. 08
FORE=1TO10: MEXTE

IE=1TOS0: POKEN, 170-IX:
:r|r__x|,- 3




For VIC 20

e RT3 (CUR R <R RT3 coim 2N <Cur RT
F CROSS Frpe.
It's the old {fDUbIE‘QLtJ}n th 201 ¢ R RT royp YeCuR RT3 touR
Uutiﬂe- ShDDTfmm 0 . R R J._. Yew 3¢ Y Lwys THY3 Caipy {
ridBS of the screeﬂaWh‘?re 2020 PRINT o PMITHE B aF
Sh bullet trails meetaline zr:u'_:r_'r ERINTY 3 o SCORE ag MAny o
e ' high score box. 2040 PR INT, FOINTG ag YOU can gyn
dmpslﬂma g ﬂ es 2050 FRINTY [i 5 AT 4
It's a test of skill and reflex 2060 PRIy, SHOO
eople.

for one ortwo p

TARGET »
HE f:il’J!'?’Cll*“r oF

You Hawe
TACH SIDE

THE Gam

THE *

WARNING: Thisis a ‘

TRANSLATED listing.

2149 PRINT»
2150 FRINT

ik i 2180 PRy
Instructions in Wa&ﬁ'be -
brackets should N e 2170 GEqy,. TFlig=

din butfollowed, i 00 TR (e
type rsorright. CCUR oy L L N o
CURRT = cu l DNIYOU sepper I -
301 FRINT SR Ry P {CUR RT2 LCUR Oy CUR
Dty IR D3 FQNG“I’J’;T-.' 307 (
302q GETRGy

' DN ooy
YLCUR o

F RT: CCLE RT3
BN -

UR DN} £y

f i f.fl'fv bt
' IFRSg=w YU THEN BOTg 14
<Lk JFF"‘i;T——"r'J"Trn'EJ'J F'H']'.‘.'T'".’ELIF{' Dhy 3 {CLR
HCup RT3 THAN: 5 For Pl »'5'1'_TN{'.‘, A
J050 GOTh

tNEW

3020

Dy




DISCDUﬂt Registered No. 1795113
C t Telephone: (0256) 51444
on lpu = 16 Coates Close, Brighton Hill,
SthWE re Basingstoke RG22 4EE
1
AMAZING SOFTWARE BARGAINS BY MAIL, 100’s OF TITLES AVAILABLE!
ELEPHONE ORDERS WELCOME. WRITE OR RING NOW FOR FULL DETAILS
RRP Our Price ARP Our Price
Game Supplier Ine., VAT Inc. VAT Game Suppilier Inc. VAT Ing, VAT
SPECTRUM COMMODORE 64
FOOTBALL MAMAGER ADDICTIVE 6.95 5.75 KONG 64 ANIAOG 7.95 6.75
CHUCKLE EGG ALF .90 £.00 SKAAMBLE 54 7.95 6.75
JUNGLE FEVER £.80 500 3D TIME TREK 595 405
PIMMAMIA AUTOMATA 10,00 a.75 FLIGHT BATH 737 7.95 675
PI-BALLED £.00 5.00 SPACE PILOT 7.95 6.75
HOMG ANIROG 5.85 4.5 SPACE PILOT 7.95 6.75
MO-DN BL}GG? 595 495 CYBOTRON 7.95 6.75
595 4.05 ZODIAG 7.95 6.75
Gm AC‘HC P«BD‘UCTUR 585 495 ICE HUNTER 695 595
GALAXIA ARTIC 495 415 PETCH 95 595
b " i i Flousglﬁgggmml_ EY BUD B 2?’-3 e
BEAR BOVVER 6.95 585 WIN KING LE LID BYTE 50 B.25
MONKEY BUSINESS .95 5.95 OMEGA RUN 785 B.7¢
695 5,95 DERBY DAY 7.95 675
BIRDS & BEES 7
PEYTRON HEOND it b HARRIER ATTACK DURREL 6.95 595
i ] SCUBA DIVE 605 597
POCL CDS 595 4,95 - 5
L R oaL P des BURGER TIME INTERCEPTOR 7.00 5.95
ik ; GET OFF MY GARDEN 7.00 5.95
STAR GAZER SECRETS 5.95 495 CHINA MINER L A I
DEEAY DAY 595 4.95 ABABIAN NIGHTS 7.00 595
HANCIGAR GOLE 2k a5 REV OF MUTANT CAMELS  LLAMASOFT 7.50 625 I
OMEGA RUN 535 435 HELLDATE Eha b
THE GREAT DETECTIVE 585 485 HONGHBACK OCEAN o i
THE INCREDIELE ADVENTURE 5,35 435 GILLIGAN S GOLD e80 o he
THE WARLOCKS TREASURE 595 495 ANDROID 2 590 585
OLYMPICS 585 495 THE BOSS PEAKSOFT £.45 7.50
GRAND NATIONAL 5.95 4.95 SUPER PIPELINE TASKET 6.90 585
GLUG GLUG 5.95 4.95 BOZO'S NIGHT QUT 6.90 5.85
WaR OF THE WORLDS C.RL. 7.85 5.95 SNOOKER VISIONS B.95 7.50
STOP THE EXPRESS HUDSOM 7.85 605 BEACH HEAD ACCESS 8.95 850
FULL THROTTLE MICROMEGA 5.95 5.95 MANIC MINER SOFTWARE PROJECTS 745 6.75 |
INFERNC A. SHEPHERD 6.50 565 EYRAMID FAMTASY 6.50 5.35
FIGHTER PILOT DIGITAL 795 6.95 THE SKLLL GAMES M 6.95 585 !
NIGHT GUMNER £.05 595 GHOULS MICAOPOWER 595 5.85
SEAHARRIER ATTACK DURREL 595 4.95 SWODP MICROPOWER 605 595 i
JUNGLE TROUBLE 585 495 BLUE THUMDER A WILCOX 695 595 !
SCUBA DIVE 595 495
NIGHTFLIGHT 1| HEWSON 7.5 6.75 VIC 20
3D SPACE WARS 595 405
HEATHROW 785 6.75 BONGD ANIROG 7.95 6.75
30 LUNATRACK 7.95 675 SKRAMBLE 7.95 £ 75
THE ALCHEMIST IMAGINE 550 450 KRAZY KONG 7.85 675
PEDRO 550 450 BATTLEFIELD 585 4.95
SPLAT INCENTIVE 5.50 460 SLAP DAB 585 4.95
VALHALLA, LEGEND 14.95 11.85 DARK DUNGEONS 585 4.95
PARAS LOTHLORIAN 545 485 DRACLULA 5.95 445
MUGSY MELBOURNE HSE 6.95 575 FLIGHT PATH 737 7.05 £ 75
TUTANKHAMUN MICROMANIA 545 495 FLIGHT ZERD OME FIVE AV 505 4.95
PENDY 5.95 .95 FALCOM FIGHTER INTERCEPTOR 600 545
CODENAME MAT MICROMEGA, £.45 575 ABCADIA IMAGINE 550 4.50
HAUNTED HEDGES .85 575 HELLGATE LLAMASOFT £.00 535
LASERWARP MICRO-GEN 695 575 GOLD RUSH MR MICATH 6.90 5.85
TRASHMAN NEW GENERATION 5.95 405 BENGO .90 5.85
MA WIMPY OCEAN 5.80 490 HUMPHREY 690 5.85
HUMCHBACK G50 5.70 AMIGO £.90 5 85
ESKIMO EDDIE 5.50 480 PUNCHY .80 585
SCRABBLE FEION 1590 13.00 SKYHAWK QUICKSILYA 705 650
FLIGHT SIMULATION 785 6.75 SPACE JOUST SOFTWARE PROUECTS 595 4.95
a0 ANT ATTACK QUICKSILVA 6.95 5.85 JET PAC ULTIMATE 550 4,65
BUGABOO THE FLEA 6.25 5956 SNOOKER VISIONS 8.85 7.50
THE SNOWMAN 6.95 505
BLUE THUMDER RWILCOX 5.50 450
MAMIG MINER SOFTWARE PROJECTS 585 n.gg ORIC
JETSET WILLY 585 4, .
S SpuemeRNTAK  puB
SNOOKER VISIONS B35 770 Ll aen Ein
ZX81 ZURbONh REVENGE LK 7.50 5.50
E stk e PROBE LK 7.50 5,50
FOOTBALL MANAGER ADOILTLY : e TR HOBBIT & BOOK MELBOURNE HOUSE 1405 1285
PIMANIA AUTOMATA 200 4.00 DINKY KONG SEVEN SOFT £.95 4.94
PLaT HEPSON 5.05 o DAACULA'S AEVENGE SOFTEK 5.05 505
OS5 SCRAMBLE OLHCKSILVA s ULTIMATE ZONE TANSOFT 8,50 650
ager SOFTWARE FARM 595 435 RAT SPLAT TANSOFT 7.95 595
r e — A WS WIS I S WSS WSS SN I S S S S S S SN S — Ll e p— — — —
TO: DISCOUNT COMPUTER SOFTWARE. PLEASE ACCEPT MY ORDER FOR 16 Coates Close, Brighton Hill -1
Ld r
I THE FOLLOWING PROGRAMS/SPECIAL OFFERS Basingstoke RG22 4EE
I SEND
| = T —
| Make r.heques payable to Discount Computer Software, BOHIREE oo irpsmrrs e
| ChequeNo ............ ORI 1 T AR gnclosad. 000 isssimeesmesaieens e ¥
JiPlassadsbitmy. ™ 00000 e e T
AooBes ND ..o e s e = o B T e BK1
—— e ———— — — —— —— — ——— —— — — ——— — — — — — — — — — —
SEND SAE FOR UP TO DATE LIST OF QUR AMAZING BARGAINS
@




A NEW DIMENSION IN
FAMILY ENTERTAINMENT

FREE
u-"-'.—'
Pop single
TITANIC
(The Music)
A mini epic in
NOW AVAILABLE high energy
For SPECTRUM, CBM 64 rock

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 Fantastic value for money.

R.R.P. £7.95 inc. VAT

DEALERS: Contact your normal distributor or ring us direct PROGRAMMERS: Send us you latest quality program for

evaluation NOW

SOFTWARE

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




Now YOU can gofor gold
...With the

Fancy pitting yourself against the world's
best at this summer's Olympics?

You can do so without going anywhere
near Los Angeles — with the most
chaiienging package of programs of 1984,

MICRO OLYMPICS is more than a
game. It's a brilliantly written collection of
ELEVEN track and field events.

And because we know we're going to
sell many thousands of them we've brought
the price right down — to just £5.95.

Ever imagined yourself as another Seh
Coe? Then try to run against the world
record holder at 1500 metres. And if that
distance is too much for you then there's
always the 100, 200, 400 and 800 metres
to have a go at.

Not much good at running? Don‘t worry,
MICRO OLYMPICS has many mare
challenges for you. Why not try your skill at
the high jump or the long jump? i

And if you can't beat the computer at
running or jumping then you can always ’ ‘

throw things around in frustration! The
trouble is that it's just as hard to be a
champion at the discus, the hammer or the
javelin.

And the pole vault takes the event to
new heights!

Yes, it's fast, furious fun, pitting
yourself against the world's best times and
distances on your micro.

You may not be another Steve Ovett or
Alan Wells, but with practice you COULD
become the Micro Olympics Champion!

and all other leading stores

Also avaifable from WH Smith @

% -~ 25057

4 /, = &
= = ‘\,‘ .---ﬂ -----—--------H---1
Play Micro Olympics ot [B B 7 |
— and let your fingers | o}z e e s  Eecton } =1
: l w:ﬂl’ £ _ Please tick box I .
do the running! o o
Signed Tape
. Name I
L/ T sddress 1 5
Send for it today = = - E
Past to: Micro Olympics offer, Database Publications, '
[ ] 68 Chester Road, Hazel Grove, Stockport SKT SNY. e J
LT ——— ﬁ




/"DEFEND ORDIE!

JAS AMAZING OUTER SPACE SPECT

INALLI

+ Loco. Skilfully manoeuvre
- the six track railway dodging
aerial bombardment from
planes and airships, avoiding fatal
collision with oncoming handcarts
aided only by your lethal smoke and steam and a unique split screen feature giving
immediate action viewing with a master plan image of impending danger. Son of
Blagger, Mot many sequels live up to reputation, but in this drama of one, long
Ornce again Alligata’s reputation for fast machine continuous scréen action the antics of Slippery Sid will keep you enthralled for
code action and high resolution graphics has days on end. Contract Bridge. improve your technique with this sophisticated
combined to create a classic battle spectacular program where the computer bids and plays the other three hands in a full rubber
. : i plus scoring. Aztec Tomb Part Il. If you solved the mystery of the South American
Guardian. Programming perfection, enthralling, fast screen scrolling action  jyngie in part ane, the sequel might be just within your grasp. Blagger,
that will test skill and reflexes to breaking point in a desperate defensive mission Plattorm programming at its best, 30 nerve racking screens faaturing Roger
against the invading landers. If successful in capturing humanaids from your the Dodger and his cat burglaring exploits. Rocket Roger. Walk, run, jump
planet surface and returning them to native outer space, the landers and even jet thrust your way round this single, continuoushy seralling
will mutate to take up a direct and deadly pursuit upon your space screen drama as rocket propelled Roger mines crystal fuel for his
fighter. But things aren't quite that easy — the flying pads, stranded mother ship, fighting off hordes of marauding
swarmers, alien bombers and deadly baiters are just as dangerous, nasties on the way
We know you don't like 1o be beaten but we're sure you'll
eventually go under.

COMMODORE 64

Hease indicate programs required R SN : : ! : g ] Alligata Software Ltd
s v CBMEGA i . : . & n; 1 Orange Street, Sheffield 51 4DW
T —— ~ £

[l Guardian '- i | — Tel: (0742) 755796
[ Blagger - = - - : - 2 A
O Contract Bridge (T £9.95) ; ] Despatch is normally made on receipt

0 Loco ; of order and should reach you within 7 days
[ 5on of Blagger | enclose a cheque/PO Payable to Alligata Software ( Allow 75p for pc

[ rocket Roger

Electron Chargemy Access £ Card No.

Eﬁ‘;;:?n g o 2 Name = = b Signature

Contract Bridge (T £9.95) Address
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SPACE STATION
ALPHA

A GRAPHICAL

eqarth. Each ship in the fleet carries a single
] devastating lithium torpeds. Earth shislds are
| up but their power is being drained You, as
i commander of earths last remaining space station
are all that stands between the cylons and earths
total obliteraton.

£7.95

ourney through the medieval lands of Ramagora in
of the three pleces of the long lost crown of Ultimate Darkness.
Battle with vicious brigands, avoid the greed of the gredat
dragon, suffer plagues and lamine in pursuit of your ultimate

ﬁhumupmmmnm in which you play the part of Zorakk

ATTENTION 'in' SOFTWARE
paY BXCE MMl 45 HIGH STREET, GOSFORTH, TYNE & WEAR, NE3 4AA.
‘oﬁmg ?“‘23%‘55 TEL: (091) 2846966
BRI C, BLECT rpum AVAILABLE FROM ALL GOOD COMPUTER STORES,
oﬂ; 6 & STE OR DIRECT FROM US!

TRADE ENQUIRIES WELCOME




| GOES BANANAS. ..
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ARTIFICIAL INTELLIGENCE

IS COMING TO GET YOU

In five (or ten, or maybe twenty) years the significance of Artificial
Intelligence (or Fifth Generation) will have become a lot clearer than it is
today. In the meantime, it’s nice to ditch the bugs, bytes and sprites for a
moment and enjoy a good old speculative waffle about what it MIGHT
mean. Your cue, ‘Q’...

IS your micra being nasty to
you? Do parking meters feel
hungry whean they're not fed?

Humans like to animize the
inanimate. Perhaps this is one
of the reasons that Artificial
Intelligence holds such a fas-
cination.

How often do vou swear at
wvour micro? Really curse the
thing? Recently arcade games
have been hooked up with
hidden microphones to
record the ways in which
people “relate’’ to them.
Many folk that would other-
wise be considered legally
sane often talk to machines.
Humans become emotion-
ally involved with their own
personal technology by giv-
ing things names and by talk-
ing about (and to) machinery.

We all really know the
reason the prog just crashed
again has little to do with the
way your micro feels about
you . . . yet nearly all humans
animize machines to a greater
or lesser extent.

This techno-kinship can
have very positive effects —
many people given the choice
of communicating with a
machine or a person, will
often prefer the machine,
(cash dispensers have queues
of people when banks are
empty). Recently psycholog-
ical "Expert” programs (maore
"bout them later) have acted
as “listeners’’ to patients’
problems. Many of the users
found this preferable to talk-
ing to humans and a con-
siderable number felt that
they responded more hon-
estly to a Interactive Expert
Program when answering
personal questions about
themselves.

Before positively defining
what Artificial Intelligence is
we have to define intelli-
gence and in particular
human intelligence. If a
machine is to mimic human
behaviour must be analysed
in order to structure and
devise software and hard-
ware that mimics it. For some
tasks this is now relatively
easy — but for others it

reaches into the realms ot
paradox, psychology and
philosophy ‘cos we dunno
very much about the way our
brains work, end of story.
Mevertheless one part of Al
research is devoted to find-
ing out.

The definition of A.l is not
constant. Once a business
program replaces a payroll
clerk the definition of A.l
tends to go up (or is it side-
ways?). Machines and their
software systems are the
result of human ideas and
actions, the transference oif
thought into "physical real-
ity"'; but often, because they
are built by teams, they

represent a combination of
ideas and these creations lead
in an almaost truly evolution-
ary way to more complex
machines just as organisms
evolved from amino acides
Igo fetch that biology book).
Tracing the evaolution of
computers is a good case in
point. In order to begin to
understand human intelli-
gence one has to understand
the development of the brain
and its friend, pal, or chum,
the mind.

Some experts maintain that
it will never be possible to
construct machines to think
like humans because they
must be able to “relate” to
themselves in the real world,
i.e. they would have to pos-
sess bodies similar to

TONY BENYON

humans in order to "think”
like humans. [“Be"” humans?)

What now does seem tech-
nically feasible is that the new
“intimate technology'’ will
increase the human love
affair with machines and that
for specific tasks many people
will react to machines and
their software systems as
though they were human and
that by studying this
phenomenon more will be
learnt about the man-
machine interface.

The practical application of
Al is in the realm of the next
generation of more user
friendly intimate technology
and one way that this is pro-
gressing is through the use
of Expert Programs.

The whole area of Expert
Programs is still in its infancy.
These programs interrogate
the expert e.g. a hearing
spacialist, in a particular field
and then (provided this has
been done with sufficient
programming skill) the
resultant program and data-
base can be interactive. Most
of these Expert Programs
have an update facility
{sometimes allowing the
“nature’” of the program to
re-program itself) and thus
such a system can be used in
place of a human expert for
certain tasks.

Right now A.. ideas are
being used in inter-active
video disc systems which can
be used in the training of skills
and the merchandising of
products which reguire
explanation, Research is also
taking place in speech rec-
ognition and of course into
the whole area of language
itself, for words only acquire
meaning in a relationship
with each other. How the
brain extracts “‘meaning’’
from words and sentences is
still very unclear. This is the
area where Al research
meets paradox in a world that
seems bizarre and unreal, the
world of philosophy and
"guantum reality” where
arguments rage about what
is “real’” and what is not.




HE WORLD LIKE A COLOSSUS?

JOHN CONQUEST

has a paws-on
session with
the Amstrad
CPC464...

BY NOW you must have
heard tell of the Amstrad CPC
464 — well, that's the official
name but I've not heard it
called anything but 'The
Amstrad’. The budget hi-fi
empire’s entry into the home
computer field has been
much heralded by the press
and now that it's in the shops
we're getting the bench tests,
with the computer mags
going into various degrees of
ecstasy. The message, which
you may have heard before,
is that this is the greatest
thing since sliced silicon.
The Amstrad is a good
machine, no question. But a
great one? Not really. It is,
however, a great piece of
marketing. Designer Richard
Perry hit the nail on the head
when he said, with admir-
able honesty and clarity, that
his package was designed to
compete directly with the
Commodore 64, be better
value than the Spectrum and
cheaper than the BBC B.

INTEGRAL

As a cost accounting exer-
cise it achieves all these tar-
gets. For £229 you can get a
64K (42K usable) computer
with a built-in cassette
player/recorder and loud-
speaker, plus a high-res
monochrome monitor. For
another £100 you can have a
colour monitor instead.
Clearly Amstrad, learning
other companies’ expensive

lessons, are applying the
same minimum component
principle that made them
such a power in hi-fi. The
integral program recorder,
which, incidentally has two
loading speeds, 1K baud and
the rather chancy 2K baud
Speedload, has such obvious
advantages that it seems
destined to become an
industry standard.

Though the manual is
average (i.e. better than
Commodore’s but not as
good as Acorn’s), the friendly
Locomotive Basic leaves
Commodore's for dead and
is very fast. Other features
are exceptionally sharp
colours (though the claimed
27 are actually 9 with bright
and pastel modes, feeble
compared to Atari’'s 256),
stereo sound via the hi-fi
hook-up (extra), real-time
interrupts and windows.
Amstrad’s £14.95 joystick is
a horror, but although the
single port will take any D-
pin joystick, only Amstrad’s
will let you use two, the
second plugged into the first.

The keyboard isn‘t as good
as the Commodore’s, let
alone Atari's, but the initial
cramped feeling would prob-
ably fade with practice. A
rather feeble space bar has
the Control key right next to
it, which seems risky, but
there's a whacking great

Entry key and a separate
numeric keypad.

For a new machine there's
already a fair amount of soft-
ware, with more coming.
However, some independent
software houses are
expressing open concern
over Amstrad’s distribution
policy. According to leading
software company Virgin
Games, Amstrad prefer that
all commercial programs are
regulated through Amsaoft, its
own software house. Inde-
pendents can ‘go it alone’ but
risk incurring the ‘disap-
proval’ of Amstrad. Virgin say
that this is in complete con-
trast to the MSX companies
who are extremely forth-
coming with help and assist-
ance so creating a better
atmosphere for software
production.

C0-0P

Level 9, the adventure
gamers, however, have
reported good co-operation
from Amstrad so it appears
that reaction to the new
machine amongst software
houses can be best described
as ‘mixed’. But, on the prac-
tical side, with the Amstrad’s
very similar Z80 engine room,
Spectrum software should be
very easy to convert. The
present trickle could become
aflood.

TV vs. MONITOR

My quarrel with Amstrad
is the monitors, which are
modified and stripped down
Amstrad tellies, and not the
best in the world. As moni-
tors they're adequate, but
with at least one company,
Mormende, making TVs that
are just as good as most
monitors and will let you
watch Hill Street Blues as
well, | can’t see the point of
spending money, and clut-
tering up my life, with yet
another gadget. I'd rather the
£30 modulator and power
supply unit that lets you run
the Amstrad through an
ardinary TV.

The Amstrad has definitely
jumped into the charts with
a bullet and the prices and
specs make it undeniably
attractive. Right now |
wouldn’'t care to be Sales
Manager for 64s, Spectrums,
Electrons or Ataris, let alone
any of the second division
machines. But | can't help
feeling that it's flavour of the
maonth. With the Elan Enter-
prise, not to mention the
MSX machines on the hori-
zon, the hubbub will soon die
down and instead of trying
to look like a world beater,
the Amstrad will settle down
to appealing to people who
want a neat package. Which
shiould assure it of a future.

HARDWARE REVIEW

ICE...BUT WILL ITAMSTRADDL




CASSETTES ARE a pain inthe
butt, disc drives are expen-
sive everybody knows it. But
probably not so many know
that there is a solution which
makes a debatable compro-
mise — a fast tape drive.
lkon's Ultradive (for BBC
and Dragon) is such a widget;
faster than cassettes but
slower and less expensive
than discs. In fact it's more
than just a fast cassette
because its operating system
has total control over the for-
ward and reverse mavement
of the tape, enabling it to do
a fast search for the file or
program it's looking for.
First impressions: it looks
smart. Small, cream in colour
to match the BBC, a black
front to it and extremely small
cassettes, about two inches
by ane. (The young lady whao
purports to share my life
referred to them as ‘dinky’.)

SHORT SIDE

Fitting proved to be some-
thing of a pain. The EPROM
went into the sideways sock-
ets easily enough but | was
definitely not happy about the
cable connections. A ribbon
cable runs to the user port
and another to the auxiliary
power socket, both on the
BBC's underside — both on
the short side. Short | said
. and short | meant. The damn
: things were so shart that the
| only place to put Ultradrive

was on top of the computer,

...While KIM ALDIS gets to grips

with the lkon Ultradrive, a hi-speed

minicassette storage system for
BBC and Dragon

right over the mains trans-
former and right in front of
the monitor. Acorn tend to get
upset by people putting
things on top of their baby
and my own feelings about
keeping data storage media
near transformers move in
muchthe same direction. I've
had trouble with disc drives
when they get too close to
the monitor for much the
same season.

FAST LOAD

Ikon, the manufacturers,
had thoughtfully provided a
tape of games to demaon-
strate the speed at which
Ultradrive operates. Not good
— buried in the midst of this
lot were clones (if not actual
copies) of Acornsoft's Snap-
per, Monsters and Program
Power's Chess.

So just how fast isit? To a
large extent this depends on
where the file is on the tape.
The easiest way to demon-
strate this is with a few tim-
ings. Cataloguing the first
side of a tape took five
seconds. Fast. Turning over
to see what was on the other
side proved to be a different
story — nearly three min-
utes! This illustrates one of
Ultradrive's main problems.
Loading is very fast, only 15
seconds for Monster’s main
program to load — after it had
taken over a minute to find.
This, in itself is still not bad
when compared to cassettes
but it is possible for Ultrad-

rive to take much longer. The
problem lies in the fact that it
has to lock at the catalogue
before it knows where to look
an the tape. Consider a worst
possible case where the tape
is wound fully forward and
the program you want to load
is also at the end of the tape.
Three minutes are spent
twiddling thumbs until the
catalogue is found, followed
by a further three minutes
while it goes back to the end
of the tape to load. Admit-
tedly this is a worst case but
if you think about it it's not
that unusual. Supposing
you’re working on a piece of
software. Being a naturally
cautious person you save
your program at regular
intarvals in case it decides to
do a suicide number. Every
time you save it Ultradrive
goes to the catalogue, writes
the filename and any other
garbage it needs then goes
to wherever your program is
to save it. This process
repeats itself every time a
load or save is made. Unless
you make a point of using a
new tape so your program is
right next to the catalogue the
time saving is very little when
compared to cassette.

| definitely didn't like the
utilities. One or two of these

(REWIND, CAT, SWAP — far
swapping loops) are on
Ultradrive’'s ROM, Unfortu-
nataly, like the Acorn DFS, the
most often used commands,
RENAME, DELETE, ACCESS
and INFO, are on the utilities
tape — slow and inconven-
ient ta get at. To be of any
real use they should be
accessible from ROM where
they can’t interfere with any-
thing.

CHEAPER

By way of summary,
Ultradrive is reasonably good
but it could be better, The
main flaw is in the design of
the operating system with-
out resident utilities. Those
ontape aren't as comprehen-
sive as they should be either;
no BACKUP, COPY or COM-
PACT. But then | already use
discs so maybe I'm being
over-critical. It's easy to see
that Ultradrive is better than
cassette (what isn't) and at
£79.95 is up to £150 cheaper
than discs, once you've
forked out for the DFS. It all
depends an how short of cash
and how long on time you
arg. In spite of its shortcom-
ings it still works well.



MAIL ORDER
ADVERTISING

British Code of Advertising Practice

Advertisements in this publication are required to conform to the British Code of Advertising Practice.
In respect of mail order advertisements where money is paid inadvance, the code requires advertisers
to fulfil orders within 28 days, unless a longer delivery period is stated. Where proofs are returned
undamaged within seven days, the purchaser's money must be refunded. Please retain proof of
postage/despatch, as this may be needed.

Mail Order Protection Scheme

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

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

(2) You write to the Publisher of BIG K summarising the situation not earlier than 28 days from the
day you sent your order and not later than two 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 claims and what evidence of payment is required.

We guarantee to meet claims from readers made in accordance with the above procedance as soon
as possible after the Advertiser has been declared bankrupt or insolvent.

This guarantee covers only advance payment sent in direct response to an advertisement in this
magazine not, for example, payment made in response to catalogues etc, received as a result of
answering such advertisements. Classified advertisements are excluded.

AVALON HILL GAMES "™

Summer Season Silly Sale

CASSETTES & _ CASSETTES DISKS % DISKS
TITLE CURRENT OUR ATARI AFPPLE TRS 80 CBM ATARI APPLE
RETAIL PRICE MOT XL PET NOT XL
PRICE SERIES
Computer Acguire £14.95 £3.85 16K 16K 16K ABK,
Bomber Attack 11.95 3.85 16K 32K aK
Close Assault 21.95 6.495 A0K, ABK A3k 48K
Confiict 2500 11.9% 3.95 32K 16K 16K 16K b ADK 48K
Contraller 21.95 5.95 40K
Empire of the Overrmnd F5.95 .85 A,
Facts in Fives 18.95 4.95 43K
Flying Ace 168.95 595 16K K
Galaxy 14.95 4,95 16K TEK HEK 16K 48K
Gypsy 15.95 3.95 16K 7K
Knoackout 14.95 4,95 16K
Legionnairs 25.95 G.95 16K
Comp. Maj. League Basebill 18.95 435 16K
Moon Patro 18,95 4.95 16K
Road Racern/Bowler 11.95 3495 16K 2K
Shootout at DK Galaxy 14.95 4.95 TRK 3K 16K ak 37K
Space Statian Ziilu 14.95 4.95 32K 48K
Computer Stocks & Bonds 14.95 495 32K 32K 16K 16k A0%
Tank Arcade 11.95 3.95 16K 16K BK
Tanktics 2135 6.95 48K
Tetengard 19.85 6.95 daK
\'n:n‘:E 18.85 5.95 48K
Voyager 14.95 4,95 24K 32K 16K 32K
To: '
R. M THAD‘NG CO AccessVisa Card No. Your name & addrass
7% STONELEIGH AVE. Cheque/Postal Orderenclosed £...........  .......oooan R A R
ENFIELD, MIDDX. When ordering state computer and ... et e

Memory size. Where possible please ... .. oo i
give 2nd choice as stocks are limited ..o .
POST FREE REL
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Original adventure game, kill the Vampire and steel his treasure
before dawn breaks-each of the 40 chateau rooms are graphical
and hold many hidden secrets.

The PerfectCover

We have a team of some of the best designers in the profession %‘ﬁ';—‘ 'Wheeler Dgaler‘
producing colour advertisments for magazines as well as large - ?

£450
amounts of cassette covers and leaflets. " 5 § A

inance and Strategy game, Turn £15 inta 000 If you
Use Qur Talent

can!!! Avoid Police,Floods, Tax Inspectors and Loan Sharks-

Space Warrior
ALL Machine code Galaxian-

type game. Multi-Sereen Arcade

Action, with Training Mode.

o
’ L N Also Available

We also have a package deal especially formed to assist you to

If you want to succeed in being Rich! SPECTRUM 16K,
market your computer game cassettes with professional graphics Rush me the following Tapes: I
backed up by full colour printing and finishing services. BIChateau of the Undead £550 NAME
For details Call: 0245 41 2124, ODog Fight & Space Warrior f550 ADDRESS
. OWheeler-Dealer £4.50

By 1 —— Please (nclude 50p post & pack
. s : Tel

1 e - 5 __ TOTAL £
‘.. T m i L . et | LY Gl Please make all Cheques/P.Os For Tapes Payable to: dth Dimension
EELEZ L & B Yo Rush me the following Goodies:

W o %‘
0O T-Shirt/s No. Size Caol. £5.00 MNAME

O Sweat Shirts MNo. Size Col. fB50 ADDRESS
O American Baseball Caps Mo, £5.99

O More designs & Info Tel:

Post & Pack Included TOTAL £

Please make all Chegues For Shirts etc. Payable to- Pandora Dasign

ANY GAME PROGRAMMES? For free appraisal and assistance
with marketing, send tapes with full instructions to:

LIP-BLIP-BLIP

BLIP-BEEEEER
LIP-PEEEP-BI

BLEEP-BIBEB

4th Dimension,
Green Gables,
Blackmore End,

Nr. Braintree,
Essex. CM7 4DN.
Tel: 0371 - B50323.

. No.601
s, red white yel L/blue D/blue Green
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BACK INTHE US.A....

=

| CAN 20 MILLION V(S
WNERS BE WRONG ?

A QUICK glance at the Amer-
ican computer press tells you
a lot about the origins of our
own version. Like micropro-
cessor technology itself
microcomputer magazines
originated over There and
subsequently appeared over
Here, already having acquired
aformof recognised identity.

That the model has been
US-defined becomes appar-
ent by a quick glance at, say,
Byte. Byte's obvious editorial
aim is to rule the world {which
they all but do already, to
judge by the thickness of their
issues). Their chosen slant is
the Authoritative shtick. Clin-
ical, clearly laid-out and
above all voluminous, Byte
sails placidly along on a sea
of immense knowledgeabil-
ity, prestige, and consider-
able advertising revenue. ltis
the very model of a modern
micro magazine.

Also with a good reputa-
tion among magazine buyers
in the UK are Compute! and
Creative Computing, both of
which take a more relaxed
editorial ling, aiming gen-
erally to the “left” of Byte in
their (equally calculated]
unstuffiness, cheerful lay-
outs, and air of calm, know-
ing, expert, fair minded,
hippie self-confidence.

Although with a few minar
exceptions these three are the
US computer magazines
most highly rated in the UK
in fact there are a very great
number of other, not too dif-
ferent magazines, many of
which never get distributed
here. But to say many of them
are unlike anything you've
seen before would be to
overstate matters. There are:
business machine maga-
zines; general computing
magazines; hand-held per-
sonal computer magazines,;
soft magazines; dedicated-
machine magazines; educa-
tional titles, and game mag-
azines.

There are a lot of game
magazines, actually.

As we all have our defi-
nition of games magazines let
me say | mean magazines
who deal with “recreational

Noton yourlife, matey, tojudge by the profusion of U.5.
computer-game magazines—mostofthem really video-
gamemagsatheart. . . TONYTYLER perusesa sampleof

BIG K's transatlantic opposition,

e

computing”; any use of a
computer or computer-like
object to do anything spec-
tacular and involving, not
already defined as either
Business or Educational.
Leaving it at that (for now] in
the UK, what do we find in
the US? Proportionally nearly
three times as many games
magazines. And for this you
can blame the Atari VCS and
other videogame machines.

The fact is that, for Ameri-
cans, the Age of the Com-
puter began with the Atari
VCS — later on with the Intel-
livision, the Odyssey, the
Sega and of course the Coleco
as well. As a result they

o oGRMES FOR ATARI @

Blectroni
G L

underwent an entirely sepa-
rate stage — the great VCS
Diversion. By committing
millions of potential one-time
buyers to games consoles,
the salesmen ensured that the
real computer revolution in
America would come, for the
average American family, at
least a year late as a result.
Videogame culture — as a
genuine and recognised pre-
cursor to full-blown com-
puter culture — began with
Atari, lives on — still — with
ColecoVision, and in its two
years of wunchallenged
monopaly has spawned
several videogame maga-
zines. Examples are Elec-

tronic Games, Electronic Fun,
Joystick (since defunct), and
Vidiot (ditto) to name just a
few better-known.

The arrival {willy-nilly) of
the US computer revolution
has meant that survivors have
had to consider becoming
keyboard conscious, in mid-
stream as it were. Electronic
Games has for some time
now printed short utility pro-
grams for the US-favoured
computers. But chiefly
because they daren’t aban-
don the huge US videogame
ownership, even "Junior
Computer” mags continue to
raview and support video-
game stuff wholeheartedly.
Apart from that a list of their
contents would sound famil-
iar enough to British ears:
general features; software
reviews, some hardware;
standalones (big business in
the US), and arcades. To this
add occasional very short
utility programs for the half-
dozen most popular com-
puters; equally short games
listings; and movie/TV
reviews where appropriate. It
all sounds recognisable
enough stuff. On paper.

But there are differences.
American games mags carry
far less advertising than thair
British cousins, in general
have less pages and cost a
good deal more.

One thing you get for your
money is full colour through-
out; and | guess they need
the maney since they all have
staffs about three times the
size of British magazines.
Artwaork in these magazines
is often (though not always)
superb. Above all the flavour
is American.

ELECTRONIC
GAMES
Monthly; $2.95

The doyen, fatter than ever
now since the demise of its
chief rival. Original launch
diet (videogames, arcades,
standalones) still predomi-
nates, though computer fea-
tures have been increased
owver the last year or so. Spe-
cialises in imaginative
reviewing — every feature in
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EG is almost certain to be a
review of some sort — often
using artwork to romanticise
the limitations of the writing
{a little too Gee Whiz in
places, gang!) Averages 132
pages per issue, of which (in
our sample) 44 were adver-
tisements.

Verdict: The definitive
videogamer's magazine. Will
take the Pro 7800 seriously.

COMPUTER GAMES
Monthly; $3.00

Like EG, CG aims sguarely at
VCS country. ("We're talking
about those ten-year-olds™, a
company rep recently told our
man in Chicago). Half the
number of pages of its rival
and correspondingly less
advertisernents. Neverthe-
less paper quality is excellent
and of course full colour pre-
dominates. Layout is cheer-
ful and uneconomical by
British standards. Like EG,
uses The Review as all-pur-
pose feature device. Na com-
puter programs whatever —
wholly a software buyer's

magazine. Good writing;
especially good letters,

Verdict: smart, a bit pad-
ded, good print job, may find
life tough if videogame mar-
ket continues to go-down the
tube as predicted.

K POWER
Monthly; $1.95

Our American namealike, one
of the slimmest of our sam-
ple at 64 pages, nonetheless
takes the same definite step
up the evolutionary ladder (so
to speak) as EG by featuring
type-in programs for major
US computers and also
"support” features . . . all of
this, albeit, on a very modest
scale. Otherwise . . . the mix-
ture as before.
Verdict;
bland; untidy.

VIDEO GAMES
Monthly; $2.00

The mixture pretty much as
before — VG (can you think
of any unused 'G's'?) majors
by awhisker on arcades, with
ROM- and disc-based game

half-hearted;

BACKsTAGE wir
MASTER HQEEM“

reviews (in the usual various
guises) -predominating.
Nothing for tappers at all —
nothing remotely technical, in
fact. Average issue 80-odd
pages, the usual full colour
and airy layouts. Oursample,
interestingly, features a
respectful interview with
Molan Bushnell and a tough,
gritty, knowledgeable and
utterly ruthless demolition
job on the Timex-Sinclair
2068 (the US-packaged
Super-Spectrum}. Screen
shots and nice artwork round
it off.
Verdict:
Games.

As Computer

The above list represent the
bottom rung {as it were) of
our sample {in ‘seriousness’
terms). Next tier up finds us,
as it does in the UK, among
the dedicated-user maga-
zines. These naturally exist,
in great profusion, for all
major machines, and many
of them reach our shores to
compete directly for sales
with the home-grown pro-
duct.

However not all of them do
go on sale here. Forexample,
Atari have magazine support
in Britain, only not from
American magazines. Two
more Atarimags in our over-
all sample are Antic, which
subdescribes itself as The
Atari Resource(resourceful of
them); and Atari Connection
(perhaps the most uninspir-
ing name of the whole
bunch). Both are pricey at
three bucks, actually well-
presented and balanced, and
aimed clearly at the novice
{or relative novice, computer
user. You expect, and get,
quite long and easy pro-

ALAS,NO
LONGER
WITHUS...

Not all of the vast range of US
computer-game mags have
stayed the course. One of the
first, Electronic Fun (incorporat-
ing Computer and Video Games)
transformed itself into Com-
puter Fun a few months ago . . .
but lasted a mere two issues.
Mikrokids (pic), more or less the
US equivalent (in content if not
style) of our own dear departed
Load Runner, merged recently
with K-Power (see main text). It
suffered, as Load Runner suf-
fered, from a jovial, patronising,
educational tone and was —in a
word — just too juvenile for
words. So down the tube it went.

Then there was Joystick — in

grams, both games and utili-
ties, in Atari Basic — but
articles on, say, 6502,
Assembler or Adwventure
Parsing would be wildly over
the top of their mission pro-
file. Both magazines also fea-
ture general articles, often of
a 'speculative’ and ‘thought-
ful nature (i.e. padding).

As always it is all in four
colours and on good, thick
paper with a decent-bit of a
gloss to it. Anticis 100 pages,
Atari- Connection—a little
smaller at 80,

The single most irritating
thing about all of these mag-
azines (and there are many
others we haven't even men-
tioned) is that as far as they
and their huge readerships
are concerned the words
Spectrum or Acorn, Ulti-
mate, Minter and Smith, don’t
mean a thing. In Britain the
videogame machine was
relatively slow to arrive —
Sinclair's ZX80 was hard on
its heels. As a result dedi-
cated videogames never took
massive root here, as they did
in the States — they never
had time to. Would-be com-
puter types skipped that stage
altogether and went straight
into small, cheap micros,
cassettes and started pro-
gramming right away. It is
doubtful if a purely video-
game magazine could even
have survived in Britain.

American computer game
magazines are all intensely
respectable, and for an
American markat, well-
designed. And yet in Britain
no equivalent readership is
said to exist. There must be
something significant in this,
if | could only work out what
itis.

this writer’s view, probably the
best of the originals in both in
looks and style (even if it was as
videogame-dedicated as its
opposition). For twao years it gave
EG and EFa run and half for their
monay, but in circulation wars
there are seldom winners, only
losers, Joystick lost.




There's only one contender — and no contest — for
the USA's Computer of the Year: it's the Apple
Maclntosh. And although it's only been on sale for
less than six months, owners are already using it to
stretch a frontier or two. BIG K's MIKE GOLD, for
example, also a comics editor and originator (his
day job), has discovered Project Zero, the world’s
first comic produced entirely on a computer, art-
work and all. Here's how it was done . . .
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The artwork and lettering on this page
was done entirely on an Apple Macintosh
computer and an Apple Imagewriter dot-

COMPUTER GRAPHICS. They're nothing new
— people have been creating this sort of stuff
for years. But in order to do so, they had to
have constant access to a lot of expensive
equipment,

Until now. In January of this year, Apple
released the Maclntosh — a truly revolutionary
machine. For a grown-up computer, it is rela-
tively inexpensive. And unlike the other so-
called personal computers, the Mac is totally
graphics-orientated.

When the Mac came out, Apple introduced
two programs: a decent word-processing
package, and an extraordinary graphics pack-
age. Most people thought MacPaint was going
to be fun, but of little use. After they got their




:1“( Balcha
oz LAk
Ly ol gy N

WAE COming from
Revenswood
Tanks Glanl cistarns
Lhat were suppased
lo heve stored the
heal for Chicagoland's
greal Safar rlll-ul'J.
they'd baen--whai

Natian
Radecarated 1op

e plyeys
[.artn_|—[|rn¢-
In the Tanks

Se days you can't La|

Jul a specuiym--|

Ear
wnung

"u %W TATir
mosl thera,
C I you are g

PLEAS]
DORT

Tl O

boye from ke girls with-

| the

matrix printer. The brainwork and design
was done by Human Beings.
“M. Saenz & P. Gillis 1984.

hands on the program, they quickly changed
their minds.

In the hands of painter/comics artist Mike
Saenz, MacPaint became a tool to expand the
sense of wonder. Saenz is best known for his
work as an airbrush artist for Marvel Comics’
upmarket Epic lllustrated magazine; MacPaint
is about as far from an airbrush as a storytell-
ing artist can get.

Whereas Saenz's work speaks for itself, you
must remember that everything you see here
was created from the ground up: nobody ever
produced comics this way before. This work
represents Mike's efforts after owning a Mac-
Intosh for a mere five months.

In reviving his comic book story, Saenz

+

turned to his friend, fellow Chicagoan Peter
Gillis. A comics writer for five years, Gillis has
written the adventures of most Marvel super-
heroes, as well as a number of characters pub-
lished by leading independent comics publisher
First Comics — who have shown a great deal
of interest in Mike and Peter's efforts.

Their story — shown here still in develop-
ment stage and only tentatively entitled Zero
— was produced last July at the 1984 Chicago
Comicon comic art convention to considerable
acclaim. Fellow artists were scratching their
heads, and writers, editors, and fans alike gazed
upon Zero if they had just taken a good, hard
look at the future.

They most certainly had.

!
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BACK IN THE U

QUESTIONS

MIKE GOLD sums up the

State of the Nations

S50 WHY was the Consumer Electromics Show
soimpaortant?

By now, you've probably been Consumer
Electronics Showed to death. But retailer
response has a life-and-death impact upon
new products — and even upon old com-
panies,

The summer show, held in early June in
Chicago, is particularly impartant. Whereas
the winter show in Las Vegas is often better
attended, the summer show allows manu-
facturers to unveil their goodies in time for
Christmas orders: A majority of home elec-
tronics items — particularly games and low-
end computers — are sold during the |ast
three months of each year.

Mow that the show is behind us, what was
unveiled is no longer as important as how the
retailers reacted. Will they order it? Will they
push it? What are they stuck with from |ast
yaar?

Qf those items in the gaming and com
puters arena, CES:watchers had four
questions:

1) Does anybody care about the so-called
"dedicated machines” — those that only play
games?

2} Doesanybody who is not on Atari's pay-
roll actually believe they're still in the games
business?

3) Does anybody believe the Coleco Adam
is worth stockroom space?

4} And if Atari and Coleco are both on the
ropes, where's the action?

The answers were quite clear: no, not really,
no, and Commodore.

Nobody had much interest in hardware that
could only play garmes. Imagic stopped mak-
ing game carts for all Atari, Intellivision and
Coleco formats, concentrating on the C-64,
with a lesser interest in Apple, IBM, and the
VIC-20. The Coleco people must have been
thrilled at that one: while passing over Coleco,
Imagic was making software for a machine
six manths dead.

Indeed, only Parker Brathiers and Activision
were showing any real support for Atari and
Coleco — and neither company put a lot of
effort into the Adam, It should be noted Parker
and Activision — both with some interesting
sounding games — were producing their
wares in just about every conceivable format,
save Sinclair. The dedicated machine is an
itern of the past.

Atari made a strategic mistake. The show is

split up among Teur different buildings, with
most “hig boys™ inthe main facility. Thecom-
puters and games folks had their own build-
ing, but Atari, in a typical fit of corporate
megalamania, put its display in the mam plant.
Many retailers (or more appropriately, their
gamesicomputers buyers) never wenlt to the
big room, limiting their show leather ta their
own bulding. If Atan was playing Mountain,
many buyers just weren't interested in coming
to Mohammed

Perhaps it was just as well. Atari's hig
announcemant was its super new 7800 game
computer, with its ability to produce almost
arcade-quality graphics. Retailers who went
over to their exhibit generally told me the last
thing they wanted to see from Atari was
another dedicated machine: "Just what | need
— still anather format for Pac-Man. " one major
buyer told me bitterly.

“If Atari will advertisa it, | suppose I'll have
to stock it,” another buyer stated. “But believe
me, I'm not going to get stuck with a lot of
those things in my warehouse.”

No other software gamas manufacturer, as
of this date, has announced any supporl for
the 7800. Atariis out there all alone.

Asfor Coleco. . . well, it was so quiet at the
huge Adam exhibit, you could hear a stock-
holder's blood pressure surge. There was
some interest in Coleco’s new software, but
the Adam's an industry jokea.

Coleco just might hold an, but with their
basic game unit selling for $79.00, | wouldn't
bet the rent gnit,

So who's the winner? Commodore, hands
down. But they probably don’t believe it.

Everybody loves the C-64. Every software
manufacturer had its games available for the
C-64. All the educational stuff was being writ-
ten for the C-64. Other formats had varying
levels of suppart, but everybody — even Atari
— was backing the 64.

| doubt Commodore was all thal enthusias-
tic. Their big announcement, the “Plus/4" {the
renamed C-264) met a lot of scratched heads,
This new unit is nat an enhanced version of
the 84 — indeed, the graphics and sound are
inferior. What it is, is an inexpensive com-
puter with built-in word processor, spread-
sheet, database management, and business
graphics. But the Plus/d is to these functions
what your fingers are to a calculator: Any-
body whao needs a computer with those capa-
bilities quickly will realise that for a couple

()

hundred bucks more, they could buy a low-
end Apple or other, similar “real computer”.

But The Marketplace, the true basilica of
capitalism, patted Commodore on its head
and pointed at the goldmine: The Comma-
dore 84, The machine that, in spite of its age,
was the true winner of the Consumer Elec
tronic Show sweepstakes.

Seen Better Days . . . Atari's 5200 game player,
its BOOXL computer, and the long-discussed
AtariTel telephone terminal, Atari is making
notses like they're stll alive, but they haven't
manufactured a 200 player since February,
and the 600XL is selling like day-old hotcakes.
And nobody s actually talking about AtariTel,

Alse Seen Better Days . . . IBM's PCjr, and
even the mighty PC itself. Nobody's buying
the former, and the latter is fighting competi-
tion from every conceivable corner. IBM cut
the retail price on each nearly 25%, and the
PC's built-in memary had been doubled,

IBM’s new PC is likely to abandon the 54"
floppy, in favaur of the 3" Sony hard-shell
discussed in Apple’s Macintosh.

And while I'm onthe subject, IBM was hardly
pleasad to discaver Apple’s mueh-hally-
hooed Macintosh has become the fastest sell-
ing personal computer in history.

SWATESIIE
CLRATTER

Stateside Chatter: So what did | like at the
summer CES? Well, you have to take games
announcements with a grain of salt — the
gamaes are rarely as great as their prototypes

but | found the sgience fiction novel tig-ing
of interest. These include Hitchhiker's Guide
tothe Galaxy created, in part, by Hitchhiker's
guthor Douglas Adams), [saac Asimav's
Robots of Dawn, Ray Bradbury's Fahrenheit
451, and adaptations of novels by Arthur C.
Clarke, Robert Heinlein, and Larry Niven,

The game I'm having the most fun playing
is Penguin Software's Transylvania ... as
written for the Macintosh. Yes, that's right —
the one machine that is supposed to be use-
less for gamers. Well, it is great for adventure
gamers, and the Mac's enhanced black-and-
white graphics allows Transylvania for the
Mac to run rings around all other versions:

MNextmonth. .. Anything butthe Cansumer
Electronics Show
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ATA
LOOK AT THESE PHICES:

WE STOCK A RANGE OF OVER 200 VCS CARTRIDGES
AND 90 OF THEM ARE UNDER £10 - SEND FOR FREE CATALOGUE

Silica Shop the leading mail order specialists in the Video Game and Home Computer world are pleased to offer I i

range of over 200 cartridges to fit your Atari VCS, over 0 of these are priced at uﬂder £10, s0 tneEe's ainity b in.‘;‘.;:f?,:}":, ?ﬂ;i,?u:;nm?ngz:‘ga;ngs:ﬂ;i:aﬁ:
may well be wondering how we are able to offer so many cartridges at such good prices, Well, Silica Shop have now been specialising in Atari game software for
over 5 years and with a turnover of £1.5m and over 35 staff, we are able to make bulk purchases at lower prices than many of our competitors. We offer a 48 hour
delivery service on all software and Postage and Packing is totally free of charge. Should you wish to obtain further details on our extensive -cartridgg range, we
have a 32 page illustrated catalogue available free of charge. We are currently running a ‘buy one get one free’ offer on many of the Activision, C.B.S. and Pe'rker
cartridges. All offers are subject to availability and full details can be found in our catalogue, so send for your copy now. It is our aim to never be knowingly

undersold, we will normally match a competitors price providing they actually have the goods in stock. Silica Shop runs an Independent Atari VCS owners club,

game reviews on the extensive range of Atari and third party cartridge releases. So
a FREE copy of our catalogue and we will add your name to our Atari VCS mailing list.

E.T. £4.95 » MISSILE GOMMAND £7.95
RAIDERS OF THE LOST ARK £8.95

And that’s not all - look at the list below and see our other offers:

with regular mailings to over 35,000 members. These mailings include detailed
complete the coupon below and send us your order, or your request for

£4.95
ET

£5.95
o)

Rir Sea Battle
Barnstorming
Brain Games
Bridge
Challenge Nexar
Chopper Commnd
Demons to Diam
Grand Prix
lce Hockey
Maze Craze
Night Driver
Starmasier
Warlords

£7.95

Adventure
Breakout

Haunted House

SILICA SHOP LIMITED, Dept BIGK 0684, 1-4 The Mews, Hatherley Road,

£7.95

Mizsile Command
Pinball [Video]
Soccer
Yars Revenge

£8.95

China Syndrame
Bangster Alley
Master Builder

Planel Patrol

Raiders Lost Ark

Tape Worm

£9.95

30 Tic Tac Toe
Asleroids
Astrn Attack
Baskethall
Batilezone
Berzerk
Black Hole
Bowling
Caplure
Casing
Checkers |Video]
Chess [Video|
Circus
Codebreaker
Commun Mutants
Dodge’Em
Dragonslomper
Dream Flight

£9.95

£9.95

£14.95

£22.95

£27.95

£27.95

Escape Mindmstr
Felix Return
Fireball
Fire Fighter
Forrest
Frogger [g]
Galactic
Galaxian
Golf
Ground Zero

lndg 00
Killer Satielites
Labyrinth
Mafia
Magic Puzzle
Miniature Goll
Missile War
Mg Pacman
Diympics [Video]
Othello
Duilaw
Overkill
Pac Kong
Party Mix
Phoenix
Rabbit Transit
Sea Master
Skin Diver
Sky Diver
Sky Scraper
Space Eagle
Space Raider

Space Robot
pace War
Squirrel & Snail
Star Raiders
Sulcide Mission
Super Breakout
uperman
Survival Island
Sword of Saros
Time Machine
Time Race
Tom Boy
Trick Shot

£13.95

Combat
Math Gran Prix
Missile Conlrol

Surfers Paradise

£14.95

Atlantis
Commando Attack
Cosmic Ark
Demon Attack
Dragontire
Egoomania
Fathom
Gopher
Infernal Tower
Lozl Luggage
No Escape

Octopus
Picnic
Racguetball
Riddle of Sphinx
Solar Starm

£18.95

Alpha Beam

Backgammon
Big Birds Egg Cich

ookie Monster

Defender

Fouthall [Realspl)
Snoopy/Aed Baron
Sorcerers Appren
Tennis [Realspts)
Volleyball [R/spl]

£19.00

Supercharger

£19.95

Jawbreaker
King Kong
Marauder

Miner 2040er

Polaris

Sky Jinks
Springer
Threshold

Oemolition Herby
Jungle Hunt
Kangaroa
Ram it
Shark Attack
Space Invaders
Stargunner
Vanguard

£24.95

Fast Food

£25.95

Lager Gates
Moonsweeper

ACTIVISION
BUY* ONE
GET OME*" FREE
Decathion™
Enduro®
Keystone Kapers®
Megamania**
Dink**
Pitfall™
Plaque Attack**
River Raid*
Robot Tank*

Seaquest**
Spider Fighter**

C.B.5.
BUY ANY TITLE
GET DNE** FREE

Carnival™*
Donkey Kong**
Donkey Itnrlg nre*
Gorl*

Mousetrap
Mr Do
Smurt**
Solar Fox**
Time Pilat
Venture™*
Wizard of Wor*"
Zaxxon

£27.95

PARKER
BUY ANY TITLE
GET ONE** FREE

Action Force**
Amidar**
EmerFe Strks Back
rogger
Jedi?r%m"
Reactor**
Sky Skipper™*
Spiderman**

RECENT RELEASES
BUY ONE GET
ONE FREE OFFERS
D0 NOT APPLY
T0 THIS SECTION
Centipede
Crystal Castles
Dig Duy
Frosthite
HER.D.
Mario Brothers
Millipede
Maoon Palrol

Pole Position
Space Shuttle

£29.95

PARKER
BUY DNE AND
GET ANY** FREE
CARTRIDGE
FROM £27.95
SECTION ON LEFT

mmpsur Battle
peye
Super L{ms
Tutankham
0*Bert

Sidcup, Kent, DA14 4DX Telephone: 01-309 1111 or 01-301 1111

T L T T TTITTYS
ORDER FORM:

O Please send me a copy of your VCS catalogue

O | already own an Atari VCS console
O | am considering purchasing an Atari VCS console

ADDRESS:

MriMrsiMiss:
Address;

I N .y

Ta: SILICA SHOP LTD. Dept BIGK 0684, 1-4 The Mews, Hatherley Road,

Sidoup, Kent, DA14 4DX  Tel: 07 309 1111 or 01 301 1111
[l Please send me the following goods:

aTy

TITLE

O | enclose a Cheque/P.0. payable to Silica Shop Ltd.

1 CREDIT CARD - Please debit my Access/Barclaycard/
Visa/American Express/Diners Club Card

4 = =

P
ostcode Card Number: ... gLl



Let excitement invade your home computer! I Nv SIo “ 288

Travel to Alpha Centauri. Enter the Vortex.
Command the ground missiles, or join the
shoot-out at the 0.K. Corral!

o T B . e P

T

# arabbed the manual contrals an ) fired hoth
yper deck guns... ﬂw,m 13 DR JOYSTICK, BBC MODEL B
Al E’::!B‘Tﬂm

ALSO AVAILABLE DN CASS| R £7.95.

ERGLES WING

y gkﬂme._Hl v
gh 1H e i Docking plattorm, =
COMBAT, SUPERB GONDN : B b7 b CHSSETTE £11.05 DISK : - L
i NS, E 11 : -' '
SONDITIQNS, BEC. ML ‘ r i 9:‘ the BEE Mo Modkl B
Spooks G Spiders (1l S _
. . . perhaps, very slo he co
climbing 4"‘_
SOUND EFFECTS, EXC : 5 - MODE! T
£7.95 CASS r 211, A . e e '
HOW TO ORDE R ou (il foreh : . ‘
f" H e, HMEEE your nemnsl.bna:uur:'l [ T A ! -
o order et TR coupog below with youl mauirgmeniasmak ot RIS -

INI'.--‘--.. i |:-'.I-;II o |.'|.T:Pif-.1 3 nrllu.auI 7o 14 days foroelivery . B - W S .

ERSEAS S Pinane add $0,75p par G orgered o . S
ov D.P:m = Pl e add (:r__-_-'l- AT Lariare ol P ¥ Post to:
4 A5 - ¢ SOFTWARE INVASION 50 ELBOROUGH STREET SOUTHFIELDS LOMDON SW1Bsl

Do you write your own
programmas il youhnve

an unusual programmea

which can meetour =
standards you could be
earning more than £250 peL by
week. Why not take X :
advantage of our sought=
after reputation. Write now!

!




<= 2 0G THE CAVEMAN

gl

£7.95 BBC 32K, ELECTRON £9.95 DISC

OG is in a calamity, His territory has been laken aver by
dinosaurs that lay eggs at a really hectic rate. Og must
crush the brood before they hatch by jumping on to each
and every egg. 0g's problems are compounded by a pack
of slavering dinosaurs hungry for his blood — and on higher
levels by grand old Ma dinosaur herself. Og can use his
magic staff fo sel a trap, but time is precicus as Og knows
all too well. Big bonuses can be scored for jumping on fruit.
and an even bigger bonus for snalching a kiss from his
waiting cavewite

SUPERFRUIT
£5.95 BBC 32K, ELECTRON £7.95 DISC

Features full colour hi-res graphics, great sound efiects,
spinning reels, 5 = 4 display of fruit, "bounce’ as each reel
sellles, nudge box, nudge gambles, two-way nudges, swap
reels, hold reels. collect win, gamble any win, “'loser's gam-
ble” if first gamble is lost, Supergamble for the jackpot and
& coin pile that shrinks and grows with YOUr winnings.
Separate instruction program. This implementation is in a
class of its own,

Simply the best!

To order send cheque/P.O. to:

SIMONSOFT, 25 TATHAM ROAD,
ABINGDON, OXON OX14 1QB
TELEPHONE 0235 24140

Please state whether you have®a BBC or an
Electron computer.

MAKE SURE YOUR
HOME COMPUTER
WORKS... FOR
YEARS AND YEARS

Guarantee years of service from your home computer.
Protect your investment by joining the MICRC REPAIR CLUB.
After your warranty has run out can you afford the manufacturers’
repair charges which can be as high as £60 minimum?

THE MICRO REPAIR CLUB is a brand new organisation offering a
unigue scheme which guarantees that should your computer break
down, it will be repaired at absolutely no cost.

THE MICRO REPAIR CLUB has been formed to save you money
and ensure that your computer is in tip-top working condition for
years to come,

A one-year membership that guarantees all repairs to your
micro costs only £24.95, with an annual renewal of £14.95.

A two-year membership costs £35.95, three years £46.95,
For incredible value for money a four-year membership costs
only £57.95.

All prices are inclusive of VAT
THE MICRO REPAIR CLUB is backed by one of the world's largest
insurance groups and the actual repair work will be carried out by
Computeraid Services, a division of Thom EMI Information
Technology Lid.

There can be no greater protection. So if you own a Sinclair, BBC,
Acorn, Dragon, Commodore or any other home eom puter join the
Club by ringing the HOTLINE on 01-946 7777 or clip the Coupon
below and send it to:

Micro Repair Club Limited, Swan Court, Mansel Road, Wimbledon,
London SW139 4AA,

P would like to join the MICRO REPAIR CLUB for
forward to receiving my full membership pack.

| enclose a cheque for £24.95 |:| One year's membership*
£35.95 D Twoyears £46.94 D Three years £57.95 D Four years

years and look

Made payable to Micro Repair Club Limited *Please tick ralevant box
Please debit my Visa/Access card No: e

Mame _

Address = e
lown a _ home computer and it is in working arder




LISTING 1

Ext@nsion to Hi-res

REM :
;g REM Printing Routine
38 REM By Richard Taglok
49 REM

58 CLERR c4716

ea LET a=64?1?u

28 FOR 1=1 nggg -

t:ﬂg: i A .. —
zg EETLEH aEIEf}IHT (LEH 3%~/
H GO TO 208 » _ . ~

I:g FGR =1 TO LEHN gﬁ %TEPrds{r
119 LET x=CODE a0 o )-aB-TH( 38 C
‘a IIHII ) _ .
)129 LET y=C0DE Al c+l? 48
£c+1)}="ﬂ")
128 POKE aJ15%x+9
148 LET p=h+lefrd
158 LET s=a+l

THCaSE

s HEWT = o .
t?g IF wirt THEHW G0 TO (515!
199 MEXT 1

nmata DK - Mow load F

5 RIMT M
o Routine & Save sSTO

rinting
FZEB PRINT "ERRDR 10 1ine v 99B+
1418 .
E STL * 4 - oy o =
léég EL#H 5@6?;"3EB?UD@1;?;E;1?;
51 43 "EBECFiEZH. acl
11U4HBI?JE§BB&§” —-quEzgﬂadBFE
=15 -Eg?qﬁiﬁgaﬁﬁdﬁﬂﬁEE_r_ o L
EEZESEFE193Q31llFDPLdeE&M&gngh

o meE BESDOFD20FD" o
Tﬁiﬁtﬁﬁiﬂ B?BE’“gﬁFQH%EqﬁgzgggiE
2 GFFDZUFD2DFDBIFEGIFECIFERTD S
S OFEECFD1FFE | FFEGESFFOCESTASE0CC
FEH&EEBﬁDEHﬁEﬁIE@EPE%E&B@w 3
e R 32SEFE2ASE" e
TaégaﬁﬁTﬂ BEél,"FEE%@@FEEUb;ZE;g
é&FE?DCE@BGFB@EH?CQ%u%G5FE§#%EEE
EF@42258FECBFE$E2@3£§@FEEH¢H 22
o P EF BECDSFFEZASEFE2ZICFER1ZES
¥ P6CDSFFEZAS =
E?ﬂﬁﬁBFE?Dﬁraaex3cawepz;§eggtg§E
séFE?DaazaazaEFFeFazﬁaFEL9§ Sere
?CBCFEBBSBGEBEHFE?EES&FECBdﬁ

=211

: pp13c3beres” =
ZEQEEDHTH B445;“58FEL92H58FE?D3&

= AZE SP2ZCFB4EFED
z Z?CGFES&?FEBHdb633ﬂ ‘
?EEBE32§5EFEE911F2FDEJ$E5H11F9FE

EDBBBHFDCBE?BEH?CSFDEBﬁ?C62H58FE

= 91112FEZ2" _
fgggpggﬁéiﬁﬂla."QEECCBBEQHIEFEEE
e e
C3806A1 131FE320F JLL .

BEEH4F3HBE55FE162BQH3H5$FE4?JHBF

3FD46DS7E" ~ ;
?ggslgg$ﬂ 1546, " EBEdE@EEFB4Eﬂ43

LAST MONTH I presented a high
resolution printing program. This
time I'm going to continue (why
not?) by listing an addition to the
old routine which improves it so
that it can be used directly with
PRINT statements — in stark
contrast to having to use
unwieldy pokes and machine
code USH calls.

The augmentation to the orig-
inal pragram will alsa give it
same some new features, such
as actually being able to define
the colour the output is printed
in, a routine to help make the
flicker eminent in the first ver-
sion a thing of the past and to
‘allow you to Hi-Res print whole
strings of characters in one fell
sWoop.

As with the last program, this
also is written in machine code.
If, like the majarity of the com-
puterised population, you've got
an instinctive fear of MC, then
don'tworry; the program comes
nicely packaged in a BASIC for-
mat — listing 1 for 48K hackers
or the second listing for rela-
tively impoverished hackers of

5BFECBBBQBBQBB"

the 16K variety. The loader prog

also incorporates a checksum
routine, which should prevent

...In which RICHARD TAYLOR continues his
arcane and fearfully knowledgeable series on
Hi-res programming tools for Sinclair
Spectrum

any crashing machine code or
hex hassles.
Before | continue, | feel | should

warn you that you'll need to
muster a copy of last month's
prog from somewhere, [f you
didn't type it in, or the version
you did possess was mis-
laidferased/savaged by a mad
dog then you'll need to either
nick or cadge a copy. Failing that,
you'll need last month's mag and
some finger power. Once you've
sorted that out, you're ready to
type in this month's listing. After
you have RUN the program [and
waited a couple of minutes),
you'll get one of two messages;
aither one instructing you to load
the Hi-res printing program from
last month and then save or, for
the less fortunate, a message
informing you that there is an
error in a certain DATA state-
ment. If you do get the latter
message then I'm afraid that
you'll have to find the error in
the offending line and correct it
before trying your luck at re-run-
ning. Once you're successful you
can load the code from last
month's program with ‘LOAD
"CODE’ and then make a couple
of copies of the new program =

(@)

|




LISTING 2
18 REM
26 REM

yz@ F
148 L

ki
!

2

1418

21w

1@

o
-;? ‘_, f’ A

35 REM
4@ REM
=i CLERAR
ca LET
2 FOR
=0 LET

120 LET u

=t W

1508 LET 2
6@ NEXT
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with:-
SAVE “HRES PRNT2"CODE
64717,651 {for 48K hackers)
SAVE "HRES PRNT2'CODE
31948,651 (for 16K hackers)
Remember to VERIFY — it's
not hard to forget to connect the
MIC lead up when you save and
end up with a blank tape.
Now for a description of your
new program. First of all, you'll
need to start any program you
write utilising the routine with a
RANDOMIZE USR 64717 for 48K
owners or RANDOMIZE USR
31944 for 16K owners. You'll no
doubt be pleased to know that
this is the only machine code call
you'll need as the rest can be
controlled with the mare friendly
PRINT statement. After using this
call you won't be able to use a
ZX printer, if you're lucky (sic)
enough to have one, since any
output that is usually directed to
the printer, using LPRINT ar
LLIST, is diverted to the hi-res
print routine. After that, you can
output to the Hi-res routine with
a PRINT #3; command followed
by . .. what you want.
The syntax of the new style
PRINT statement is much the
same as a normal one except, of
course, everything is done in Hi-
res. As usual, you can use the
normal celour directives to
change colours but, although the
program will accept it, the
INVERSE directive has no effect.
You can use OVER, but its func-
tion is somewhat different to
normal. AT and TAB will work
but they need to be supplied with
Hi-res co-ordinates to work on
i.e. the range for row numbers is
@ to 175 and 0 to 255 for column
numbers. What you print is
defined in the usual way, either
as strings or as numbers, There's
no restrictions on doing maths
or doing a bit of string slicing in
the statements; you can even put
something like 1/COS (SQR ((x—
2%3) if you're mathematically
minded,
A simple example. The pro-
gram below will move an “0"
from the left to the right hand

side of the screen. With this, and
any other programs, 16K hack-
ers will have to change any
occurrence of USR 64717 to USR
31944,

10 RANDOMIZE USR 64717

20 FOR a=0TO 248

30 PRINT #3; AT 100,a;"0"

40 NEXT a

Listing 3 is in a high-res ver-
sion of the bouncing ball pro-
gram.

When you print strings of
characters, each successive
character is printed B pixels to
the right of the previous ong,
taking a new line if necessary, as
in normal PRINT statements.

Unlike normal print state-
ments, however, the Hi-res ones
won't ask you if you want to scroll
when the printing reaches the
bottom of the screen, they just
stop with a "5 Out of Screen”
error report. The use of printing
strings of characters is illus-
trated below, with a short
example which moves the word
'SPECTRUM' across the screen:-
10 RANDOMIZE USR 64717
20 FOR a=0TO 192
30 PRINT #3; INK RND7; AT

99,a; "SPECTRUM"
4D NEXT a

The operation of OVER in Hi-
res is somewhat different to its
normal operation. OVER is used
to implement the anti-flicker
device the program possesses.
What the anti-flicker routine does
is simply allow you to overprint
a redundant character with a
space and move it o a new posi-
tion a redundant character with
a space and move it to a new
position in one command. How-
ever, it is assured that you'll
never see the character inthe
intermediary stage of being
overprinted but not re-printed
(the cause of flicker). What you
dois, inthe PRINT #3 statement,
put AT (where the space is to be
printed — i.e. the character's old
position); OVER 1; AT (the new
position}; ‘‘{the character you
want to print]”. An example
would be PRINT #3; AT oldy,
oldx; OVER 1; AT y.x:"0". This
technique is used in listing 3 at

| - DATA 5213, " 18Le CIEH — ine 49.
: luéﬁcgﬂéﬂpﬁ?zﬂgiZEdDmﬁfé?iEE;ﬂ;E USHNG3 line 40
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i ?”Hngg#QL;422,"56?5“9iﬁf?%iegﬁﬁ S0 gy 25T olay=, 790 LeT
; 1 A48 - oEE BABERNRSERACE YT T 40 g il
: g@ﬂt?ﬂcﬁaﬁgﬂzﬁﬁ?ég;ngagﬁﬁ11F@FE IFLFRINT #3-g$T ?=‘2
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OW THIS is what | call a real
mputer game, one that
the Atari as a thinking
ine not just a big fast
storage bin for jumped-up
video games. You play the

rmans, the Atari (any
del] plays the Russians

, @s your team were the
ime losers, it takes
muchao brain strainto reverse

the result of the german inva-

ion of Russia. Even if ther
s a loony at head office,
Hums had some very

t boys on the job — you
have to do better than they

did.

Open the £15.95 box and
u get a ROM cartridge, a
v useful operational map
game area— Poland to
the Urals, Finland to the Cau-
asus — and possibly the
rstinstructions ever.

P

Plug in the cartridge and a
joy stick, switch on and you

et a small portion (about
th) of the map on screen
ich you scroll round to get
ther installments. There

are 1840 ‘squares’ on the map

but mast of the action will be
i the western half. Take a
g hard look at that patch
dark green Vs in the left
le. That's the dreaded
Pripet Marshes and they are
very bad news.

Selact offers you Learner,
ginner, Intermediate,
vanced, Expert 1941 and
rt 1942. With Learner you
get a single Panzer corps
while Uncle Joe had a milita

my standing pat on Mos-

. The 'object’ is to take
scow but the real idea is
the unit through the
various kinds of terrain to see

what happens. (It slows down
astically when it hits
rshes, forests and rivers,
t's what happens.) so the
esson you learn is to
keep ‘em in the open.

Place the cursor on any
it, fire, and its name and
rent status will appear at

bottom of the screen.

is in two parts, muster

No.5: EASTERN FRONT, 1941 (Atari)

EASTWARD HO!

and combat strengths. The
latter is the business end but
at advanced levels you have
to keep a sharp eye on the
balance in case panic sets in.
While firing, a Maltakreuz
(Maltese cross) appears over
German units; move the stick
in the direction you want the
squareheads to go and the
cross moves accordingly. You
can enter up to eight orders
at a time, changing direction
as often as you like, and little
green arrows flash along the
route with the cross at the
terminus,

Panzers moving unchal-
lenged across open country
can, in practice, only manage
seven orders a turn and that
kind of breakout stuff comes
much later, after you cross
tha Dnieper, so what with ter-
rain effect and the commies
the chances of all your orders
baing carried out are pretty
remote.

When you've run out of
ideas, get the vital sector on
screen, press Start and the
computer will execute as
much and as many of your

100

GANMES OF OUR TIME

orders as it thinks reason-
able. At the same time it'll
move the Russians, usually
to the same places, curse it.
Anything to mess you about.
All this happens to the sound
of muted heavy guns.

Beginner gives you 17 Ger-
mans while the computer, no
“fool, gives itself 32 Russians.
The sole object of this limited
{northern sector only} exer-
cise is 1o take Moscow. At all
levels a turn is a week and
Learner, Beginner and Inter-
mediate run from June 22 to
September 28 1941, Begin-
ner is best used to practice
co-ordination. It's-essential
not to create traffic jams,
blocking units in behind each
other, especially Panzers
which need plenty of elbow
raom.

This is where you learn
about the Pripet Marshes. Try
sending units through them
and see where it gets you.
Even at this level there are
inevitable, savage and cru-
cial battles round Minsk, Kiev
and Smolensk.

On to Intermediate and you

now have to take Moscow,
Lenigrad and Stalingrad with
30 crops, the godless Reds
fielding 66 armies. The front
Stretches from top to bottom
of the map and it's a lot more
work. Even so it's not really
difficult wyet and solid
methodical slugging should
sea you right.

Advanced is something
else again. You have 42 corps,
with reinforcements trickling
in through Poland, Rumania
and Hungary, a flashing
asterisk indicating awvailabil-
ity, plus two Finns waiting far
you to take Lenigrad, But the
Russians have 86 armies and
their two bast generals,
Autumn and Winter, the guys
who saw off Napoleon when
he tried this game. Mud sets
in on October 5 and every-
thing freezes over, the screen
going a ghastly white, on
November 2, only easing up
slightly just before the end of
the game, March 29 1942, To.
add to the fun you also have
to get to Gorky, Kuibishav,
Kazan and Krasnodar, way
out east, i
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BIG K GOES IMPERIAL ...

INTERACTIVE
BREAKTHROUGH-
OR LOGISTIC PAIN?

RICHARD BURTON checks out Empires.

LET ME tell you, this Galactic
Domination lark is real hard
graft. There are fleets to
build and dispatch, mining
operations to set up, battles
to be fought and alliances to
be formed. If that wasn't
enough there's the constant
threat of that awesome pan-
galactic entity known as the
Post Office to contend with.
Heavy stuff.

You're confused? | can dig
it. But what we have here is
one of the more unusual
offerings in the field of com-
puter games — Imperial
Software’s Empires. More
than a game really, since
Imperial refer to it as a
“...Fully interactive strat-
egy game". Interactive it cer-
tainly is with room for up to
six people (plus one umpire)
to play — none of whom
need ever meet any of the
others. Such a unique,
untypical games situation
comes about by each player
only having his or her own
part of the game to contend
with and communicating
with the others through the
umpire,

Let me explain. The basic
Empires kit comes in a card-
board box looking not unlike
a traditional board game.
Only a flash containing the
words “For 48K Spectrum”
gives away the true nature of
the game. Inside a styrofoam
tray contains four program
cassettes, 3 for the players
and one for the umpire, indi-
vidual player rulebooks plus
a larger Umpire's manual,
four cardboard Galactic
Maps and a large wodge of
small record cards to keep
track of individual move-
ments once the game really
gets into its stride. An Expan-
sion Kit (the first of several
that are promised) contains
3 more cassettes to bring the
player roster up to six plus

fresh supplies of Galactic
Maps, record cards, etc.

When you're a long way
from home you can never
have too many Galactic
Maps.

Once the basic kit has been
acquired three aspiring,
power-hungry tyrants, each
with access to a 48K Spec-
trum, are chosen at random
and supplied with one of the
player cassettes plus rule-
book and all the trimmings.
A fourth individual, who
knows where the true power
lies, takes the umpire’s cas-
sette and rulebook and all
four depart to their corners
{homes?) to prepare to inter-
galactic conflict.

NUMBERS

Depending on numbers
players find themselves as
either a human of the Feder-
ation of Earth, a reptillian
Warlord of Tyr or a mechani-
cal Robozon of Tyr. Each has
a home star system, a popu-
lation to protect and a
budget. However, regardless
of race, creed or date of
manufacture, the subse-
guent gameplay is the same.

First the program is loaded
and a name and security
code chosen which will stay
with the player throughout
the game. The Main File
gives three main options:
Military, Strategic and Min-
ing.

Military is to do with build-
ing ships (battlecruisers and
scout ships) and assigning
officers to them from a roster
supplied.

Strategic Command han-
dles all military and civilian
movement. Solar systems
can be scanned for informa-
tion before committing
farces to them. The on-
screen map matches the card
Galactic Maps supplied with
the game so that constant

checks on deployment of
forces can be kept.

Once all the data has been
fed in the player's first move
is complete. The data is
SAVEd onto a blank cassette
and given (sent?) to the
umpire. Depending on how
widely scattered the players
are, this is where the awe-
some cosmic power of the
Post Office could comein, by
sending important data into
the nearest black hole. A seri-
ous flaw in the system, we
think.

Assuming that all the play-
ers’ moves arrive safely and
before interest flags the
umpire, using his own
special program, evaluates
the total situation. He has
the power to resolve the out-
come of battles, communi-
cate with players
individually, even (sneaky
devil) send false data or gar-
bled messages.

Once battles have been
decided, claims staked, etc.,
the upcated blanks are
returned to the players ready
to begin the second move,

As the game progresses
alliances can be formed
between players, secret
messages exchanged, etc.
Be warned that Empires
could go on for a very long
time — games of months in
duration are not expected to
be uncommon.

The objective is simply to
trash every other race in the
universe and become the
Supreme Ruler. There are
only three ways to lose: If a
player's population drops
below a danger point (not
very likely); total bank-
ruptcy; or an enemy race
destroying a home planet's
defences (most likely).

Without doubt Imperial
Software have an extremely
impressive product in
Empires. It's state-of-the-art
in computer strategy games,
Their approach is thoroughly
professional. Screen graph-
ics are very good with fast,
menu-driven commands.
Empires is complex and
stimulating enough to keep
aplayer's attention fora long
time (it will need to) and has
the potential for expansion
(already started). But — it
has to be said — who will buy
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How Hardware
Influences
programming

HE MOTOROLA 68000

I chip on its own, un-

attached to anything,
would be as much use as a
dog's dinner. To make it use-
ful you have to attach mem-
ary {normally in the form of
RAM, ROM and EPROMSs) and
110 devices (often known as
‘Parts’).

The chip is connected to
these by what is commonly
known as a ‘Bus’, in actual
fact by three distinct busses,
‘Control’, ‘Data’ and
‘Address’,

The function of Address
Bus is to select the correct
‘slot’ or location. The func-
tion of the Data Busistocarry
data form/to the selected (by
the address bus) location.
Finally the Control Bus gov-
erns and monitors the state
of the micro hardware, espe-
cially the interaction between
memory and the 68000,

Each Bus is a collection of
electrical lines. Generally
speaking these lines can be
on or off (i.e., set or clear),
thus conveying binary infor-
mation. In the case of the Data
Bus these number 16 and are
numbered from 0 to 15. The
Address Bus has 23 lines and
they are numbered 1 to 23,

The Control Bus has many
different functions to per-
form in its role and each are
individually named such as
'DTACK’ and ‘UDS".
Those of you who know
about address lines may be

asking ‘what has happened
to Address line zero?' —
where the hardware starts to
affact the software. When
there isn't a zero address line
then a processor cannot
select odd numbered
addresses (binary remem-
berl because it cannot switch
on or off a non-existent line,
This therefore induces the
processor to think of the
mMemaory as occurring on even
boundaries. Because of this,
if you try and access odd
memaory via an Address Reg-
ister or the Proagram Counter
then an error will ocour, This
error is called an Address
Exception.

There are only 23 Address
lines emanating from the
68000 and 68010; the top
eight bits of the Program
Counter and Address Regis-
ters are thus superfluous, and
presumably are there only for
upward compatibility with
future Motorola 68000 based
products. Just to confuse
matters the 68008 chip (as
used in the Sinclair QL) only
has 20 Address lines, num-
bered 0 to 19, available from
the chip itself. This means
that only one(!) megabyte of
memory is directly address-
able if you are using the 68008
variety. Sharp-eyed readers
among you may notice that
there is an AQ address line;
this is because the 68008
reads its data in one-byte
chunks (there are only 8 Data

Bus lines). It still maintains
compatibility with the 68000
by forcing you to use even
address boundaries.

68000
Architecture

tains the Data Registers D0 to
D7, Address Registers A0 to
A7, a program counter and a
status register.

Data Registers

Data Registers are general
purpose registers. They can
operate on byte, word and
long word sized data. They
can be used as indexes in PC
and Address Register Indi-
rect addressing modes.
Unfortunately they cannaot
directly point to memory
locations.

Program

Counter

In the 68000 the Program
Counter is a 32-bits wide
Register. It functions as a
pointer to a memory address
where the next instruction ta

L PRESENT
D CORRECT

Supervisor
Mode

The Bits can be either Set or
Clear. The Status Register can
be maodified. What can be
modified depends on the
register itself — to be spe-
cific, it depends on the
Supervisor Flag. If it is set
then the 68000 is in Super-
visor Mode of processing,
otherwise User mode,

The difference between
these two modes is mainly
one of privilege. In Supervi-
sor Mode you are allowed to
execute any legal instruction.
In User Maode thera are a few
instructions you cannot exe-
cute, these being mainly
instructions that would allow
you to enter Suparvisor
Mode! If not in Supervisor

---Snaps BERNARD TURNER, dashing of a crisp
salute as he sums up his epic 3-porter on the 68000
Wonder Chip

be executed is contained.
Each time the 68000 wants to
start a new instruction it con-
sults the Program Counter
IPC) as to from where in
memaory it should fetch the
new instruction.

Status Register

The Status Register reflects
and influences the MPU as it
is processing. ltisonly 16 bits
in size and is distinctly separ-
able between its top and bot-
tom B bits. The top byte is
known as the System Byte.
The bottom byte is known as
the User Byte or Condition
Code Register.

Mode then it should only be
possible to enter it by an
Exception or by a ‘entrance’
made available to you by the
person who programmed the
Supervisor Mode partion.

Trace Mode
The most valuable bonus of
Supervisor Mode is its ability
to single-step through each
instruction. ‘Single-stepping’
is the execution of a single
instruction, then normally a
jump to @ monitor routine,
which allows you to examine
and modify processor regis-
ters. You can then execute the
next instruction and so on.
Single-stepping is initiated by
setting the Trace Bit (T) to one.




blue chip computers

* *
FREE POSTAGE AND PACKING ON ALL ORDERS OVER £10.00

ADD £1.00 TO ORDERS UNDER £10.00. UK MAINLAND ONLY
WESTERN EUROPE + 10%
ELSEWHERE + 15%

Grand Summer Sale SAL

We pride ourselves on a fast deliVery | qoxamers:

& customer satisfaction DEALER

TEXAS INSTRUMENTS TI99/44 G s VIC 20 CASSETTES
USUAL  SALE
PRICE  PRICE i PRICE  PRICE FROGGER 5.85 4.50
i 795 695 SUPER VADERS £.95 450
3 'r‘:vﬂs”siﬁnf s Coa, s CHARACTER GENERATOR 785 685 CENTROPODS 5.95 450
I c:ESS HER 2968 2605 BLASTERDIDS 785 6.95 ANTIMATTER SPLATTER 5.85 4,50
TI MUNCHMAN 1995 1795 SRR o To B THE CATCH 5.85 450
DONKEY KONG 2495 2195 BOUNER 285 b CRITTERS 6.95 4.50
PACK MAN 19.95 18.95 KONG 9.95 7.95 ENGLISH INVADERS 5,95 450
DEFENDER 15'95 18.95 LIOMEL AND THE LADDERS 8.95 785 PACCACUDA 5,95 4.50
; e
TI INVADERS 1495 13.85 A2 Gert L PADRL 5 o5 QUACKERS 5.85 4.50
Tl & & side SOCCER 10.95 995 MINIMEMORY
TI CARWARS 10,85 9.95 SNEAKIES 7.95 695 EXPANDED & OR 16K
TI ATTACK 1085 995 KIPPY NIGHTMARE 9.95 795
TI TOMBSTONE CITY 10.95 9.95 OTHELLO 695 5.95 MOVER MANIA 705 495
TI ZERD ZAP 10.95 9.95 TOAD GRAPHICS 695 5.95 BIRDS AND APPLE TREES 695 450
Ti MIND CHALLE NGE 10.95 9.95 DIYAD 695 5.95 ENGINE SHED 6.5 450
TI OLDIES BUT GOODIES 10,55 9.95 LUNAR RESCUE .55 4.50
TEACH YOURSELF BASIC 9.95 4.95 EYCLONS 5.55 4.50
TEACH YOURSELF EX BASIC 13.85 5.95 SIRSFECTRUM MYRAID 585 450
PROGRAMMING AIDS 1 10,95 B85 A S5 A CRITTERS 635 450
GAME WRITER PACK 59  ges  ELOCKADERUNNER 1% 4%
EARLY READING 10.95 9.95 ﬁﬁhgﬁﬁgn e COMMODORE 24
i T . = PACCACUDA 695 4395 SNOWBALL (ADVENT) 895 750
et M e in LANCER LORDS 535 485 COLLOSAL ADVENTURE 985 750
ADD AND SUBTRACT NO2 1095 9% BIRDS oo HUNGRY HORACE 785 550
LG ATOR MIC iy e POTTY PAINTER 695 495 QUASAR (BUCK ROGER) 805 5.95
NUMBER MAGIC 10'96 9'95 ALCHEMIST .95 460 ALIEN RESCUE 8.95 5.95
ALIEN ADDITION 10'95 9'35 PIN BALL WIZARD 7.95 485 WANDA 7.85 5.50
MINUS MISSION 10.85 945 JLINPIN JALK 5,56 4.50 QUAK ATTACK 7.95 5.50
METECR MULTIPLICATION 10.95 995 ESUAPEALCE 665 4.95 20iD5 7.95 5.50
DEMOLITION DIVISION 1095 9.9 UMALKERS 6.05 4.95 BUG SQUAD 735 550
CASSETTE CABLE LEAD e FOOTBALL MANAGER 6.95 450 SIREN CITY 785 550
: ; g GOLF 685 450 KONG 785 585
I
ngﬁ.'é;’fng' L T ——— HUNTER KILLER 895 495 ESCAPE M.C.P. 795 550
T T] SWITCHABLE PROGRAMME PARATROOPERS 785 550
S e JOYSTICK INTERFACE 2495  19.95 JUMPIN JACK 805 595
ADVENTURE MANIA 7.85 5.95 =y ;‘éi’;ﬁ:ﬁ %"‘;EPE% ; :g ggg
E‘QB’%‘?‘P e ; 32 E 32 Al Rom Cartridge ARMAGEDDON 7.95 5.50
WIDOWS REVENGE 7. 5.50
THE BLACK TOWER 5.95 5.50 SARGON CHESS i 706 i e o
RUNNER ON TREITON 555 550 S RATE LN - T L
BUILDER/MINEFIELD 5.85 5.5.10 SUPER LANDER 9.05 7.95 QUIZZER G.SE 4'95
THOLL KING 585 5.50 JUPITER LANDER 9.85 7.95 WORD WIZZARD 695 495
DADDIESHOTAOD 5.05 5.50 R HACE oE ae (b el awe =
FNCH BACK h 585 550 ROAD RACER 995 795 3.0 SPACE 695 495
Eg?g?;_ SWEEP ?:g g'gg MINE MADNESS 1995 11.95 ATTACK MUTANT CAMELS 7.50 495
: SUBMARINE COMMANDER B35 1785 REVENGE MUTANT CAMELS Y80 d5e
EXTENDED BASIC MOLE ATTACK 535 705
B s o 08 MACHINE CODE MONITER 3985 1905
FROGGIE 6.55 5,95
FROGLET/BATTLESHIPS 995 7.95
PEARL DIVER 7.95 695
QPERATION MOON 7.95 695
ASCOT STAKES 7.85 6.95 TO: BLUE CHIP COMPUTERS, 16 Clapgate Lane, WIGAN

Please sand ma

SEND CHEQUE OR POSTAL ORDER NOW TO:

BLUE CHIP COMPUTERS, 16 Clapgate Lane, Goose Green, Wigan WN3 GAN
STATING MAME, ADDRESS, TEL. No, & GOODS

REQUIRED. Address
OR PHONE TELE SALES ON WIGAN {0042) 495753
WITH YOUR ACCESS/BARCLAY CARD NO.

* General enguiries ring (0942) 322543

Mame

. Tel
lenciose a chequep. arder to the value of £




B.C. BILL

At the Dawn of Time when men were chauvinists and
women let them get away with it B.C. Bill ruled his
kingdom ....

You have to support a hungry and ever increasing
family and fight survival against the marauding
dinosaurs intent on eating you, your food and
wives.

Armed only with a club of wood you go into
battle to protect what is rightly yours!

ALL THESE GREAT GAMES ARE AVAILABLE FROM IMAGINE/BEAU JOLLY

SPECTRUM 48 ViC 20 DRAGON

SPE488 ZZOOM VIC201 ARCADIA DRA 3212 PEDRO

SPE483 ZIP ZAP VIC202 WACKY WAITERS DRA 3213 LEGGIT

SFE4810 STONKERS VIC203 CATCHA SNATCHA DRA 3214 COSMIC CRUISER

SPE4811 ALCHEMIST VIC204 BEWITCHED DRA 3215 B.C.BILL

SPE4812 PEDRO

SPE4814 COSMIC CRUISER COMMODORE 64 ELECTRON

SPE4815 B.C.BILL COMEB4T ARCADIA ETROM 12 PEDRO
COM6412 PEDRO

SPECTRUM 16K COM B4 14 COSMIC CRUISER ATAR|

SPE161 ARCADIA COMB&415 B.C.BILL

SPE165 AH DIDDUMS AR 15 Leste
SPE166 MOLAR MAUL

BBC 32
PE 167 MPING JACK
3 s i BBCB 12 PEDRO

BBCB 15 B.C. BILL

A Fantastic NEVWV Game from Gk

If you have any difficulty obtaining any of these games please write to:Beau-Jolly Ltd., 19A New Broadway, Ealing, London W5 5AW,
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THE

MICRO WORKSHOP

MICRO COMPUTER
SPECIALISTS

(Spectrum Group Member)

Software and hardware over the counter for Sin-
clair Spectrum, BBC, Vic-20, CBM-64,
AMSTRAD, Memotech, Atari, etc.
* COMPUTERS * RAMPACKS
* JOYSTICKS * BOOKS
* KEYBOARDS * DISCS
* TAPES * LIGHT PENS
* COMPONENTS *
Business/Serious Programs available
Located directly opposite Epsom Main Line
Station. Visit us or ring for friendly service. See
and try before you buy.

Overseas/Export orders welcome

Commodore 64

& BBC ‘Model B’.
Users NOW YOU CAN

JOIN IN THE FUN
OF KEVIN TOMS' No. 1 Football Game

Football Manager
. “s M Designed by Kevin Toms
Gares This outstanding game of

@ PyololicFive
it skill and strategy is
now widely available

- and you can join the
many thousands of
satisfied customers
who have purchased
the game.

Some of the features of the game:
® Matches in 3D graphics ® Transfer
market ® Promaotion and relegation
e F.A Cup matches @ Injury preblems
@ Full league tables ® Four Divisions
@ Pick your own team for each match

Action from the garme (CBM 64)

‘The Highlight sequences are pure
magic, And then you have to sit on
the sidelines and sweat it out! Com-

pletely fantastic. I want one! ® As many seasons as you like
Quate by Charlie Nicholas n - Mana gerial rating ® 7 skill levels
Reprinted from Big K ® Save game faeility

Prices: BEC Mode| B E1.95 '\\# /

Commodore 84  £1.95
Spectrum 48K EE.95
'\, u:u];\hlc from compater software siockists
ramanwide inclodeg selected branches of

ZX21 IBK £5.95

afm Bt |

Srategy Game of the Year, 1983
(Mami

Galden Joystick Awards
-

et
To arder by mail {(p&p free) send
chegques or postal order 1o

(N8 30 GRAFPHICS ARE NOT
INCLUDED IN THE ZX81 \I:Rhlu\l
y. Addictive Games
4 TA RICHMONDHILL, BOURNEMOUTH BH2 6HE

Overseas orders add £1.50
£

12 STATION APPROACH
EPSOM, SURREY
EPSOM 21533
PGSL pPe
49 Knightswoad p P G G s 3,
gLt Wi 6%s 5

OVER 500 PROGRAMS !
PLUS EDUCATIONAL & BUSINESS SOFTWARE

THIS MONTH'S SPECIAL OFFER:

10% OFF ANY PROGRAM
SELECTION RRP  OFFER
1 Tomado Low Level [Spec) f£59%5 f535
2 Tales of the Arabian Nights (CBM) £700 £630
3 Sabre Wulf{Spec) £99 £89%
4 Beach Head (CEM) £995 £895
5 War of the Worlds (Spec) E£95 £535
6 Trashman (64) [CBM)| £19 £715
7 World Cup (Spec| £ 695 £6.25
8 Valhalla (CBM) £14.95 £13.45
9 3D Tank Dual (Spec) E59 £535
10 Android 2 (CBM) £690 £620

We also stock over 500 programs for maost other machines
Send large SAE (A4 size| for a catalogue

HARDWARE
Muost printers available at excellent discounted prices
STAR EPSON -

ORDER FORM: Tick the program number required
10 20 30 40 5O 8O0 70 8l 9l 101
| enclose cheque/PO payabie to PGSL for £
NAME

ADDRESS

Postto PGSL, 49 Knightswood, 51 Johns, Woking, Susrey GU21 32U

The name of the
Game...




6, London
Bridge Walk
l . London SE1
Sat
Closed on Satur- TBIZ

days preceding Bank 01- 403 1988

Fnces correct at time of going to press EAOE
All offers subject to availabiliby

Soft ware.
Daft prices.

Software for the ZX Spectrum

S.R.P. OUR PRICE
S.R.P. OUR PRICE :
Missile Defence £5.95 £3,00 Knotin3D  £595 £3.00
All ASP Software£6.50 £4.00 3D Tunnel  £5.95 £3.00
StarTrek 3000 £5.95 £3.00  Rabbit Shoot £5.95 £3.00
Home Accounts£19.95 £12,9§  Nowotnik Puzzle£5.95 £3.00
Stock Control £19.95 £12,9§  Chequered Flag £6.95 £4.00

Database £19.95 £12.95 LazerZone £6.95 £3.00
Mailist £9.95 £12.95  Traxx £6.95 £3.00
Easiledger £19.95 £12,95 French Vocab £6.95 £4.00
Pedro £5.50 £3.00 Young Learner £6.95 £4.00
3D Haunted Astro-maths  £7.95 £4.00
Hedges ee9s £3.00 Star Reader  £7.95 £4.00

Use & learn  £9.95 £6.95 Chemistry £7.95 £4.00

Software for the Dragon |

ILP OUR PRICE S.H..P OUR PRICE

I.Zl":i'"’""“ £6.95 £3.00 Trace Race  £6.95 £3.00
UGH! £6.95 £3.00 StGecrse/Draponcess £3.00

Software for the oric

S.R.P. OUR PRICE S.R.P. DUR PRICE
Harrier Attack £6.95 £4.00 Starfighter £6.95 £4.00

Software for the BBC

5 R.P OUII PRICE

. Dictator £6.95....................£4.00
If you see these prices anywhere else don’t tell us, tell the Pohce' .

WE ALSO STOCK A WIDE RANGE OF OTHER SOFTWARE, PLEASE CALL IN & SEE

l‘ STAN
5 ____ : = GREDIT R o 'ratat e

5 ::: W ﬁ UP 10 | All mail order & phone enquiries to & London Bridge Walk 403 1988

[§ e | et | 4000 S l

e Wi T accepted by pogl o by tele-
AATLWAY oo A7 | phoneon01-403 1088 1. | UP t© £1000 instant Gredit

i 'l SRR O OITROTE W O B T g om o0 oo o him i o o0 w88 o e 8 L e g e e
40T 8833, during normal

@ H"{l‘?l .,.Mi,..gaﬁ.,u,;‘mgm w no | current Clearing Bank Ban- ; CCQ!E&.

%m ‘1 1 surcharge on anycreditcard | ers Card or Cradit Card for

8 B ordars, ientification. MaH Order cus-
s A.‘{“?%\"’-_‘/- ALL MAIL ORDERS to | tomars can appty for a Budget MA' L
¥ “mj-oq?m " - & London Bridge Walk, Account  Card -« please | ORD ER
~38 e Landon SE1 28X Siorid for BupEation .




I ETTERBASELE
i Letters to BIG E

THIS MONTH’S
ALL-PURPOSE
BIG HELLOTO...

Alan Odiam, David Jo

and Gudjon Runarsson from
lceland.

CATCH 22

RFREAaSELE TTERERE

agazines !
Kings Reach T
stamford Street
London SE19LS

HOW
MANY?

Just one groan about Big K
the amazing

Morthants.

@ No kidding? There were
supposed to be 43. (Heads
will roll . . ).

HOW
MUCH?

I b ht a Prism VT,
modem and
Presteland

ames at b-‘;lrg n pric
t! but then | disc

of £14 eve

the telepho

thinking of doing the s
remember you’ll need
MONEY.

DOUGLAS SPENSE,
Stockport.

The Shadow asked about the
real state of computers in
schools (issue #2), At Stow-
market High School we have
10 480Zs connected to a 380Z,
crammed into a tiny ex-
needlework room. These are
supposed to fulfil the needs
of over 1,000 of us. And as for
the state of ‘computer aware-
ness’ {let alone the prospect
of 'O levels] all we've got is
30 kids playing games.

In desperation, | wrote to
my LEA. They replied: "Com-

TONY BENYON

puters are advancing so rap
idly that there is little point in
trying to teach the subject to
children, as it will be different
in a waek.” Fair enough, But
in the '0" level Computer
Studies syllabus, it says you
must know all about binary,
hex and data encoeding etc.
So here | am stuck in catch
22. Isn’t the British Education
system wonderful?

ADRIAN HUNT,

Badley, Suffolk.

@® No.

KEYBOARD
SKILLS
No 4:

THE OVERHEAD HANG
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edited by NICKY XIKLUNA

BURN BABY BURN!

| want to know if any BBC
freaks out there have man-
aged to kill the dragon in Bug-
Byte's Twin Kingdom Valley.
Whatever | do, | get frazzled
by his fiery breath. | want to
kill him because of the mas-

ALUN PHILLIPS,

Merseyside.

® Beebed-up Dorkslayers
please assist. Meanwhile,
here are some Jet Set Willy
aficionados athirst to spill a
beanortwo . ..

ter key he posseses.

JSWTip1

TO GET the objects from the Conservatory roof, MERGE
the first part of the program, then CLEAR 32767: LOAD " "'
CODE. When this is loaded type in POKE 60231,0; POKE
42183,11: POKE 56876.4. The new version can be saved by
SAVE "Jetset” line 10 SAVE “JSW" CODE 32768,32768
GO TO 40. As there was a code in Manic Miner, there is
also one in Jet Set Willy. Go to the first landing and enter
WRITETYPER and enter combinations of numbers to travel
between rooms.

DAVID MAHON,

SWINTON, S. YORKS.

JSW Tip 2

FOR ENDLESS lives, follow thusly:

Type MERGE . Stop the tape when 0 0K, 0:1.Type |l (so
as to clear this line). Type in this line: 35 POKE 35899,0,
Now start the tape again.

To disable the ATTIC and BANYAN TREE bugs (This
enables you to get to the right hand side of the Banyan
Tree) follow these instructions:

Merge the program as above. Now type CLEAR 32767.
Type LOAD " " CODE. Start the tape again and let the
program load. Once loaded enter: POKE 60231,0: POKE
42183,11: POKE 59901,82 :POKE 568764. To play, enter
“"GOTO 40",

BILLY ARMSTRONG,
Sligo, N. Ireland.
® And now some Football Manager freaks . . .

ZIT DANDRUFF
— J'ACCUSE

So Zit Dandruff knocks the disaster!

Spectrum, eh? (Issue #4). He
really has no right to call him-
self a Computer Snob. Unless
the word Snob has changed
its meaning from “One who
looks down on those he con-
siders his inferiors” 1o “One
who is a wally”. Colour and
sound? The BBC can only
rustle up eight colours. And
as for that pimple of a
speaker! Three sound and
one noise channel, with a
feeble eight bit control! It's
just not good enough.
Butthen he just has to look
at the beast to know that he's
buying the Cortina of the
computing world. What a

If Zit Dandruff immediately
purchases an Atari, he may
yet be able to hold up his head
at the golf club. Okay? Yah!

Incidentally, the Atari book
you should have recom-
mended to A.C. Lowe (issus
#4) is "Your Atari Computer’
by lan Poole (published by
MeGraw-Hill). This book is
neither boring nor O.T.T. It
covers both elementary and
advanced Atari Basic, as well
as most of the pre-XL hard-
vware.

CHRIS BONE,

Watford.

® Er . . . and which machine
do you like, Chrs?

Pirate
Myth

off i

Yo,

THE WERESLUG,
Gastropodsville.

@ Forget all that — tell us
how you came to be called
"Wereslug'.

S & end
he match highllgh‘}h T:; ;E?amw
creen will chang® im
es

hance to score:
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OUR COMPETITIONS

The results are in! BIG K's first two Big Kompetitions have been
judged to be a great success, especially by a lucky few who have
kopped some ace prizes. Read on, Macduff...

BIG K Coleco competition

April issue. Eight features of the Coleco
Module 3 computer (Adam, to you) were
listed and entrants asked to place them
in order of appeal to the average home
user. The judges checked out the cou-
pons and decidad that the best order
submitted came from Gary Adams of
Farnworth, who put:
1-B,2-E, 3-L,4-A,5J,6-C, 7-K, 8-D.

Gary wins the Module 3 plus a Coleco-
Vision video game system to plug it into.
The same goes for Geoffrey Loveman of
Southampton, who submitted the next
best attempt.

Michael Hogburn of Reading carried
off the second prize of a ColecoVision
video game system plus Module 1 Atari

BIG K Atari competition

May issue. An Atari 800XL plus 1050
disc drive was the prize awaiting a win-
ner in this competition. Ten guestions
with multiple choice answers were
given. The best set of answers, in the
judges’ opinion, came from Don Murray
of London. He put: i

1-A, 2-C,3-B, 4-A, 5-A, 6-A, 7-A, 8-B,

9-B, 10-A.

Don wins the 800XL and disc drive
while 10 runners-up each receive prizes
of AtariSoft games to run on most of the
popular micros. All shoud by now have
been notified of their winnings.

Big Kongratulations to one and all.

More results koming soon (doncha
just love all these 'K’ jokes?).




Ever bought
a game that’s not as
good as its box?

Everybody has seen the home computer
game packs that sparkle with imaginative colour
and graphics, and lure buyers into the store,

Sadly, some who have bought have found that
the game sparkled less than the box. For, as more
and more companies jump on the home computer
bandwagon, ithecomes ever more likely that most
of the imagination and excitement is concen-
trated in the pack. Instead of playing a fast game.
you lose a fast buck. Or, more likely, several.

Yet games have become increasingly soph-
isticated. Scenarios are more varied, levels of play
have been increased, and high resolution colour
graphics capabilities are being used together with

dramatically improved sound effects. The trick is
to know which games are as good on screen as
they are on the pack.

Relax. Help is at hand. Logic 3, publishers of
the most effective self pacing programming
tutorials, have selected The Best Games for
Britain's top home computers.

So buy only the best. Send today for vour free
copy of The Best Games from Logic 3, and learn
how you could save £2.00 when you buy your
next computer game, If vou're a dealer, we won't
hold it against you — trade enquiries are
welcome,

Do it. Now.

Send the coupon.
Have a good game without being had.

F—— —_———— ———

| Please rush me my free copy of The Best Games. | already have/am

' thinkingof gettinga__ home computer.
| Name

| Address

| B
|

|

| County Postcode

—
|
|
I
I
|
I
I
I

BKQSH

—— —— — — — — —

LOGIC3

— THE KEY TO THE WORLD OF TOMORROW.

Logic 3 Ltd, Mountbatten House, Victoria Street, Windsor SL4 1HE

()
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NOW AVAILABLE FOR
(x commaodore &l;

50 GAMES ON ONE CASSETTE

DRAGON E?QEA.B Spectfum ‘cppla 'ATARI "ORIC1 - ZXx @81 . VIK= 20

r—_-——————_—-—-————_——

-7 Itis impossible to . Please send me by return of post, Cassette 50 at £9.95

db(:u't the 50 g;l:::ey;ﬂgnevarvthmq I EXPRESS DEL’VERY' per tape. | enclose a chequerpustar arder for I

. CASSETTE - 50 but they include ORDER NOW [g | E'_ade pay{a‘ble i

* many types such as maze, arcade, l L= | Cascade Games Ltd. I
missile, tactical and logic games, Please dehit | S  FRCI S TR S R o |
to suit most tastes in r‘umpum[ my P No. |, ) . . I
game playing. ; Address
CASSETTE - 50 wﬂl appe.sl to
people of all ages and the games

- will provide many hours of -~ -

. entertainment for all the family at l
a fraction of the cost of other
computer games, * X

Mame

sPeCTRUM [ | omic1[ ] 2xer[ | wic 1[ | nppLE —_| |
COMMOOORE 64 || oRacon| | atami| ] see f.F{J L]
Post Code '= Cascade Games Ltd., l
I Couttry Suite 4, 1-3 Haywra Crescent. Harrogate,
Casce North Yorkshire, HG1 5BG. England. I
Dealers & Stockists enqw'n'es welcome, * Oy Telephone: (0423) 604526, )




SPEECH
./ SUITABLE FOR THE
' commodore
nvow witH ULTRA LOAD FasT Loabing

I NTERCEPTOR
ICRO'S

LINDONHOWSEW THE GREEN, TADLEY, HAMPSHIRE
TEL (07356) 71145
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ﬁggg SPIE-CIF\L TRADE PACKAGE AVAILABLE.
£6.90

£6 90

OTHER MR. MICRO TITLES
AVAILABLE HOW: —
GOLD RUSH (VIC 20 -2 L L B

£135.90




