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GAMES NEWS . 16
Teach your Spectrum 11,000 words and
then let it beal you at Scrabble. Mad
Martha resurfaces in what promises io
be computer gaming's longest-running
soap cpera.
VIDEO GAMING 20
Up to four pages with a feature on Atari
soccer, Joystick Jury reviews and much
Mare News kicking off with a run-
dowmn of the new Supercharger range of
cassefte games

30

ARCADE ACTION
How do you rate against the world's
video-craziest nation. We chan some
US high scores for reference and look
at Tip Top — Donkey Kong in 3D,
REVIEWS 136
T.1's Parsec talks itself into our columns
and Ultimate have come up with arcade
winner in jetpac.
NEXT MONTH 140
There's news of our Summer Holiday
competition launched Next Month with
£5,000 as first prize

DONKEY KONG JUNIOR

stand the suspense!

SHOOT OUT

SPIKE ATTACK

acupuncture treatment.
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Son of KEong comes to the screens in glorous Spectrum colour in
search of his big daddy captured by the unscrupulous Mario. Can you

If you like taking potshots at those bobbing ducks at fairground
shooting galleries you'll love this game.

You'll have 1o get the point of this game quickly if you want to survive
the deadly alien spikes. For Dragon owners who enjoy a touch of

GHOST TRAP

You play a dangerous game when you go hunting the man-eating
ghosts, But it's*fun attempting to lure them into your deadly laser-
traps. A haunting experience for Vic owners.

im

Mystery and adventure on a planet time has passed by. Can you
discover the identity of the double agent sending secrets which could

undermine the Spectrum/ZX8] federation?

PLUS GAMES EXTRA

32

36

44

SQUONK
A battle of wits within the corridors of a lethal maze. A game oi
strategy and quick thinking for two players with joysticks. Plus the
“best title display” our reviewer has seen on an Atari.

METEOR 02
And now for the weather forecast, Meteor storms will be moving
across the country towards evening. You are advised to stay inside
and defend the city on your Texas II 89/4a.

CATCH a8
Why not take a day trip to the stars and drop off at a friendly planet?
That's what they said at the travel agents. What they didn't say was
that we'd have to drop off by parachute. | hope you BBC A owners are
ready with the nets!
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63

There's a new look to Video
Screens this month. For a start
we've changed its name to Video
Gaming and we've boosted it up
to four pages.

There you'll find news, com-
petitions, a full page of reviews
and a different feature every
month: kicking off with the tale
of the tail-less joystick. It starts
on page 20.

Pure computer buffs won't be
losing out though as we've
added extra pages — 32 of them
— dewvoted purely to listings, to
keep C&VG the best listings
magazine you can buy.

Donkey Kong and the brilliant
3D labyrinth will brighten up
Spectrum owners' lives; there's
3D Road Race and Frogger for
T.1. owners; Short Circuit on the
Sharp and a host of other games
for other computers.

MAILBAG 1
Editor with one-track biased mind
shock!

COMPETITION 10
CHESS 21
Botvinnik: a human chess champion
rumed computer master.

BUGS 28

Aqua antics as the Bugs' programmer

gets his hands on Sub Commander
SOFTWARE FORM 58
SCIENCE FICTION 112

Sci-Fi author David Langford i1s back
with an unlikely tale of Galactic Camals

SOFTWARE DISHSTERIS
16

A new column which gives readers the
chance 1o hit back at the industry
120

WARPATH
Sioux chiel or Cavalry General? The
final part of Ron Potkin's wargame
deals with combat.

122

MACHINE CODE
Ted Ball delves deeper imo the mys
teries of Machine Code

126

SEVENTH EMPIRE
It's back. The Seventh Empire rises
again with more tales of stellar gold,
pirates and space treachery

128

PUZZLING

Trevor Truran sels some more brain-
teasers

ADVENTURE
Two pages of Keith Campbell as he
checks out hobbits

133
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How computers “see” the real world
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Fun Games Programs I b Painting
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NOW BBC SOFTWARE
IS EASILY AVAILABLE AT
W.H.SMITH.

When it comes to software for the BBC Micro,
there’s no question who's right up your street. W. H. Smith.

Our range of software, from the leading software
houses* already covers some 40 programs. And it’s growing fast.

A comnsoft. BBC . Bug-Byte, Computer Concepts, Micropower,Superior Software, Quicksilva, A&F.

Tree of Knowledge : Music Processor Number Balance
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THE W.H.SMITH SPECTRUM TOP TEN

Chosen from our vast range of software for the Sinclair Spectrum
with particular reference to presentation, challenge, excitement

and value for money.

Title Producer KRAM Price
Vu-File Sinclair 16 £8.95
The Hobbit Sinclair 48 £14.95
Flight Simulation Sinclair 48 £795
Vu-3D Sinclair 48 £9.95
Hungry Horace Sinclair 16 £5.95
Horace Goes Skiing Sinclair 16 £5.95
Chess Sinclair 48 £795
JetPac Ultimate 16 £5.50
Penetrator Melbourne House 48 £6.95
Sentinel Abacus 16 £4.95
COMMODORE 64

Larger branches of W.H. Smith now also stock the Commodore 64
together with a wide range of the latest software.

WHSMITH

Prl correctat the ime of going to press. Subject o availability, At selected branches only,

"
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SOFTWARE WRITERS TRADE ENQUIRIES WELCOME,
We are looking for top class writers to join our
growing software team If you have written a GENEHOUS DISCOUNT
quahty game for VIC 20 SPECTRUM. DRAGON
32 ORIC 1 or COMMODORE 64. then contact us :
We pay top royalties for accepted programmes PAYMENT BY CHEQUE. P.O.. ACCESS/VISA
ANIROG SOFTWARE

26 BALCOMBE GARDENS
HORLEY. SURREY

Accrr-s—j

24 HR. CREDIT CARD SALES HORLEY (02934) 6083 Please enclose 50p post packaging per order.
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Please drop us a line at: Computer and Video Games, EMAP, Durrant House, 8 Herbal Hill, London EC1R 5JB.

PLAYING
BY MAIL

Dear Sir,

Due to being unbearably
bored during the last couple
of weeks, | have decided to
take part in a play-by-mail
game. | would be grateful if
you could give me the
addresses of people I should
contact to get further
information.

Steven Mill,

Broughty-Ferry,

Dundee.

Editor's reply: There are
several games you can
play, Steven. Starlord by
Mike Singleton, 1 Rake Hey
Close, Moreton, Wirral,
Merseyside, Vorcon Wars
by John Nicholson, 71
Juniper, Birch Hill,
Bracknell, Berks. Or for
free you can enter our own
Seventh Empire play-by-
mail game in the July issue.

LOW COST
SPECTRUM

Dear Sir,
I have just read that the ZX
Spectrum will be going down
in price. Does this mean that
it will now be cheaper to
convert my 16K Spectrum to
48K?
Simon Gill,
Bellbroughton,
West Midlands.
Editor's reply: The price of
the Spectrum goes down
from May 2 1983. A 16K
Spectrum will cost £99.99,
malking it the first under-
£100 colour micro to be
available. The 48K model is
reduced to £129.99. The cost
of an upgrade to 48K is
reduced from £60 to £40.
Orders for a Spectrum
placed by mail order after
BRpril T were frozen, so if
you ordered a Spectrum
after that date you should
be receiving a refund.

{ -
DEFENDED!
Dear Sir,
As a proud Atari 800 owner I
must complain strongly on
your review of the Defender
cartridge for this machine.

According to me, the
graphics are spectacular for
the 16K program and equal
to those of Acomnsoft's 32K
Defender program
(Planetoids) for the much
over-rated BBC in every way.

There is no question of
which is easier to play
because playing with six
keys at once on the BBC
keyboard is impossible.

Lastly, on the question of
the best quality software, it is
known in every home
computer selling nation that
the Atari has the most and
certainly the best quality
software of any available
computer and it does not only
come from Atari Inc. but from
a variety of companies.

It is not like the BBC where
you are restricted to
Acornsoft software if you
want programs of any
reasonable quality.

Paul Ippaso,
Barrow-on-Soar,
Leicester.

Editor's reply: Thanks for
your comments Paul, but as
a keen Defender fan I can
only defend my reviewer by
saying that I also prefer the
BBC version of Planetoids.
The action is more
reminiscent of the arcade
original and the screen
scrolls more neatly.

Also you don't mention
the fact that Atari's
Defender is much more
expensive than Planetoids.

Still, perhaps we have all
been spoilt by arcade
Defender anyway.

SPECTRUM
STICKS?

Dear Sir,

Can you get joysticks for the
Spectrum?

M. Law,

Sutton Coldfield,

West Midlands.

Editor's reply: There are
many companies selling
joystick interfaces for the
Spectrum. Try Fuller,
Kempston or AGF
Wardware. A Spectrum
Joystick review soon.

LOCATIONS,
ROUTINES. . .

Dear Sir,

I am writing to tell you about
some useful memory
locations and routines which
may be of some value to
those of your readers who
own a Sharp MZ-80K. They
are listed below.

POKE 10167,1 removes the
PEEK protect from Sharp
Basic.

Type SG when you switch on
and a beep will sound when
you hit a key.

Type S5 and the beep will
stap.

POKE 59555,0 will blank the
screen whilst retaining
anything on it and POKE
59555,1 will reactivate the
sSCreen.

PRINT AT X.Y; can be
simulated by POKE 4465,
X:POKE 4466, Y:PRINT
“character”.

POKE 4464,1 will go into the
small alphabet mode without
having to press sml/CAP.
POKE 10682,]1 before saving a
program will cause the
program to run automatically
after loading.

The location of the
keyboard buffer is 17828, but
this only holds the ASCl11
number of the key being
pressed if GET is issued
before hand, thus GET
A$:AS=CHRS (PEEK(17828) )
can be used in a program so
that movement of your ship
or whatever is continuous.

Finally to make a security
copy of Sharp Basic, simply
load the Basic and type POKE
10167,1: USR(33): USR(36) and
hit CR.

Ian Clarke,
Stoke on Trent,
Staffordshire.

REVERSI
REQUEST

Dear Sir,

I think it was in the March
1982 edition that Gordon
Stevens gave us an excellent
Reversi (Othello) program for
the ZXB81.

However, this used some
machine code and peeks for
which there does not seem to
be direct Spectrum
equivalents,

Any chance of a Spectrum
“conversion kit" for this very
good program? I want to try
to beat the swine!!

G. N. Thomne.

Welwick,

Hull.

Editor's reply: I suggest that
you try and get hold of a
ZX81 manual with all the
system addresses in. Most
of the variable names are
the same as those for the
Spectrum, and it's simply a
matter of replacing the
locations.
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SBD Summer Software

m Mission Asteroid E12.95 Legacy of Liylgamyn (3rd Scenarnio)
Mystery House £14.95 £26.95

Apple Panic £22.00 Mouskattack £22.00 Zorkl £29.95

Bandits £22.00 Napoleon's Campaign £45.00 Zorkll £29.95

Beer Run £17.95 Olympic Decathion £22.00 Zork Il = new £29.95

Blade of Blackpoole £2495 Pegasusli E19.95 AATARI

Cannonball Blitz £22.00 Pest Patrol £19.95

Canels & Cutthroats EZ9.95 Phantoms Five E17.95 Bandits (48K disk| £E22.00
Castle Waolfenstein £E2200 Photar £2200 Crossfire (disk or cass.) £19.95
Choplifter £2495  Pinball £2200 Cyclod (48K disk] £17.95
Computer Foosball £17.95  Pursuit of the Graf Spee £45.00 Frogger (disk or cass.| £22.00
Computer Air Combat £4500 President Elect £29.95 Golf (cass.) £1495
County Fair £2200 Repton £24.94 Jawbreaker [disk or cass.) £19.95

Cranston Manaor £22.00 Robot War £2995  Lunar Leeper |disk| £19.95
Crossfire £E19.95 SE.ULS £2995 Maurauder (disk| £22.00
Critical Mass — new £2495 Sargon ll Chess £2495 Mission Asteroid (disk) £14.95
Cytron Masters £2995  Scrabble £21.70 Mouskattack |disk] £22.00
David’s Midnight Magic £24.95 Skiing 3D £17.95 Snake Byte (48K disk) E17.95
Dark Crystal — new £2495  Snack Attack £22.00 Sneakers (48K disk) £17.95
Epoch £EZ2Z00 Snake Byte £E17.95 Space Eggs 48K disk] E17.95%
Escape from Rungistan £17.95 Sneakers £17.95 Soft Porn Adventure (disk) £19.95
Falcons £22.00 Soft Porn Adventure £1995 Threshold |disk) £2495
Flight Simulator £26.00 Space Eggs E17.95 Ulysees & the Golden Fleece  £24.95
Fly Wars £1795 Swashbuckler £24.95 Wall War — new £24.95
Free Fall £17.95 Threshoid £24.95 Way QOut (48K disk) £24.95
Frogger — new £2200 Time Zone £55.00 ‘\Wizard & Princess (disk] £22.00
Galactic Gladiators £25.95  Track Attack £22.00

Guadal Canal Campaign £4500 Twerps e179s IBM

Gorgon £2495 Type Attack £E2495 Call to Arms £24 95
Hadron £2200 Ulimall £37.50 Crossfire £19.95
Jawbreaker — new version £19.95 Ulysees & the Goelden Fleece £22.00 Frogger £22.00
Kabul Spy £2200 Way Out £2495 Mouskattack £22.00
Laff Pak £2200 Wavy Navy £22.00 Ulysees & the Golden Fleece £22.00
Lemmings £17.95 Wizard & the Princess £22.00 Wizardy £39.95
Lunar Leeper £19.95  Wizardy £2895 Zorkl £29.95
Marauder £22.00 Knights of Diamond (Znd Scenarig) Zork Il £2995
Minotaur £22.00 £21.00 Zorklll £29.95

FOR ACCESS/BARCLAYCARD ORDERS, | 108D Software, FREEPOST, OSIERS ROAD. LONDON SW18 1BR. |
o PHONE 8‘-’&“,3':'2\0;55“”5 ON | Telephone: 01-870 9275 |24 hours)/01-870 9386 |
u (24 P service) | Please send me the following items
| Descnption F'nw______v,m __er[,T I
Back-up your Software || - B A,
For the Apple | Rl |
= WILDCARD..........c.. .t ieiinnininn £99.00 ek " R
—COPY Il + : | Add 75p lor Postage and Packing 0.7% l
=BACKITUPR . .oeieiiiiinnes £55.00 | [} 1 enclose cheque/postal order for Grand Total | E _ |
= LOCKSMITH............ciiinniinn £70.00 made payable ta SBD Sofrware
For thie Al | [] Piease debit my Access/Barclaycard/Amex [delete as app.| Number x}
T
e NSKEY . o i T ey | L [TTTTITTITTITTITTIT ] expoae I
ame
For the IBM PC 1 Address I
=GOPY N PE il £35.00 J 20 |
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I own an Interton VC4000
video games console
marketed in the UK by
Hanimex Ltd, Could you
please inform me whether it
is, or will be, possible to in
some way connect (via an
interface or other means), the
console handsets to the
Sinclair ZX Spectrum which I
have just purchased.

Gary Wilson,

Colchester,

Essex.

Editor's reply: Most of the
joystick interfaces sold are
sticks with two
potentiometers inside. If the
Interton sticks are this type,
then its just a matter of
making sure that the wires
go to the correct pins.
Details should be provided
with each interface.

ATTACK ON
ATARI!

Dear Sir,

After reading your current
issue I find myself with
enough material for four or
five letters. I'll try and cram
the lot into ene, Lucky you.

BBC v Spectrum. All your
well heeled correspondents
with Model Bs seem to have
missed the point of the
original letter which was — if
£399 is all you have to spend
then a Spectrum plus
peripherals is better value
than a BBC with none.

I believe the letter then
went on "and ITV make the
best TV programs in the
wm‘_ "

Actually the best TV
programs on ITV are shown
on Channel 4. Draw your own
conclusions.

Atari v Colecovision. When
Atari were flinging writs at
Activision, their excuse was
that software was where the
money was and they wanted
to protect their markets.

I would have thought the
Coleco/Atari adaptor was
extremely unlikely to detract
from Atari's sales.

One therefore concludes
that they have a vested
interest in keeping their legal
dept. overworked.

Incidentally,ifthe pioneersof

record and film had adopted
the same attitude as Atari, |
very much doubt if there
would have been any Bros.
Wammner to own Atari in the
first place.

Atari v Imagic. Atari must
be daft if they think we can't
tell the difference between
Demon Attack and Phoenix. If
there is any similarty then it's
probably because they can't
fit arcade Phoenix into the
Atari's memory.

What's more, I'm getting
sick and tired of Atari
chucking writs at everybody.
If they don't cut it out, I'm not
going to buy any more of
their products. Intellivision
cartridges are cheaper
anyway. So there.

Interesting bit of news that.
Just one thing. Didn't I write
and tell you about them six or
seven months ago?

Deke Roberts,

Temple Cowley,

Oxford.

Editor's reply: But we had
to wait until they were
about to come out Deke!
Still, thanks for your views.

Dear Sir,

1 have recently upgraded my
Spectrum from 16 to 48K and
am now ready to take on the
gaming world.

Being a regular reader of
your magazine, since long
before 1 ever persuaded the
powers that be to buy me my
first computer, 1 am writing to
see if you need any more
help in compiling your
reviews section or testing
games.

I have a printer and will be
pushing for the marvellous
microdrive as soon as it
appears.

Rebecca Calwell,

Edgeware,

Middlesex.

Editor's reply: Yes Rebecca,
we can make use of your
talents we are still finding
we have more tapes than
our current resources can
cope with on four
microcomputers. These are
the , Vie-20,
Dragon 32 and BBC. If
anyone out there is
interested please write with
details of the equipment
you own.

Dear Sir,

I am writing to you
concerning the letter you
published in your May edition
from lain Reddick of
Kirkaldy, Fife, about C Tech's
Krazy Kong.

I would just like to say that
I totally agree with him. I also
believe that the advert is
meant to be misleading.

Sometimes I find it
impossible to load the 48K
version, but when [ do |
never seem to be able to
reach the final stage as every
time 1 complete a stage | lose
a life and, I assume, refurn to
the beginning. Could this be
a bug?

The game is very very fast
and definitely unplayable. 1
too waited for over a month
for my copy to arrive and
have also decided to return it
to C Tech with a letter of
complaint.

M. Yates,
Ilkeston,
Derbyshire.

Dear Sir,
I am writing to complain
through you to some of the
large Atari 400/800 software
producers. 1 have had my
computer for about nine
months and have only been
able to purchase two games
cartridges due to the really
high prices that are charged
for these items.

The price for a cassette

game for any other computer
such as the Vic-20 or ZX

Spectrum is about £5-£10
which seems very fair, but
nearly all Atari cassette
games are nearer or over the
£20 mark which I am sure
many other Atari 400/800
owners think is extravagant.

One of the reasons I
bought the Atari computer
was for its graphic
capabilities and I now find
that I can't afford games at
these prices.

Have you or any other
Atari 400/800 owners any
views on the matter? [ think
the Atari computers have
been out long enough for
games prices to be lowered
considerably.

Eddie Mitchell,

London,

NW8.

Editor's reply: Thanks for
your comments Eddie, I
agree that Atari software is
not so superior to other
micros that it justifies these
large prices. Perhaps other
Atari owners will give us
their views.

AMPLIFIED
SPECTRUM

Dear Sir,

I am an owner of a ZX
Spectrum and find that the
sound or lack of it irritates
me more than anything else.

.| But now I have discovered a
|| way of amplifying the sound

through the cassette
recorder. The sound coming
from the computer is still
present but additional sound
comes from the cassette
recorder,

To amplify the sound
through the cassette
recorder, the Spectrum's ear
plug should be plugged into
its socket on the machine.
The other earplug should be
plugged into the MIC socket
of the cassette recorder.

The cassette recorder is
then set to play and, then
PAUSED via a pause button
on the cassette recorder. The
sound output from the
cassette recorder can now be
controlled using the volume
control.

This ability to increase the
Spectrum sound improves all
games where sound plays a
prominent part and at times
Can even iImprove scores.
Sarbjit Gidda,

Spondon,
Derby.
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COMPETITION

VOTE FOR OUR
FIVE GOLDEN
JOYSTICKS

Five Golden Joysticks are the trea-
sured prizes which British software
houses will be competing for this
autumim.

Computer & Video Games is
sponsoring the Golden Joysticks
Awards which we hope will be-
come the Oscars of our games
industry.

This is your chance to nominate
a company which has given you
good service or earn due recogni-
tion for a game which has provided
hours of enjoyment.

We feel our industry is crying out
for quality games to be rewarded
and hope it will give our software
houses something to aim for
when they feel they have
come up with a winning
idea.

In America the Arkie
Awards tend to go to US soft-

1) Best Arcade Type

, By (Software house):

’ 2) Best Strategy Game:

’ By:
’ 3) Best Original Game:
’ By:

| 4) Software House of the Year: e

| 5) Game of the year:

Game:

ware companies and we felt it was
time that the best of British was
given the chance to prove itself.

A C&VG Golden Joystick will be
awarded in five categories and
announced during the Brainwave
consumer electronics exhibition in
November.

The five Joysticks
awarded as follows:
Best Arcade-style Game goes to the
cassette or cartridge which proves
itself the most addictive and

thrilling game in 1983.
Best Strategy Game is the title
bestowed on the finest casset-
te or cartridge to test the mind
rather than the trigger-finger.
The Best Original Game Idea is
an award close to the heart of
anyone who has written as
many Pacman reviews and
news stories as [ have. I
hope the award in-
spires companies
to introduce new
ideas.
Software House of
the Year goes to the
company which has won itself the

will be

(BLOCK CAPITALS PLEASE)

COMPETITION COMPET

best reputation for service, quality
game and entertaining adverts.

And finally the Game of the Year.
The most coveted Golden Joystick
awarded to the game which most
impresses the judges.

Initially we are leaving the judg-
ing up to you and want you to tell us
your nominations in any or all of the
categories. Don't feel you have to fill
in a category where you have not
seen anything worthy.

For the title Software House of the
Year, we will check out your sug-
gestions with the dealers and also
set some devious tests on the ser-
vice side for the main contenders.

And while the other Joysticks can
only be won by British-based com-
panies, we are leaving this category
open to overseas distributors.

We want your nominations in as
quickly as possible. So please cut
out the form below, fill in those
categories where you feel strongly
that a company deserves an award
and send it off to: The Golden Joy-
stick Awards, Computer & Video
Games, Durrant House, Herbal Hill,
London ECIR §]B.

SPACE, THE
LATE FINAL
CROSSWORD:!

High scores abounded on the Delta
Rocket to Venus as the crew whit-
tled away at the headline of the last
newspaper they saw on Earth.

Since Trevor Truran launched the
flight and the competition in our
May issue, pictures of the ACME
Spaghetti rocket filled with words
reduced from the headline “Major
Venus Flight" have been soaring
into the office.

Top scorer was Mrs | Dixon of
Glebe Road, Wickford in Essex with
1,260. Close on her heels was Gavin
Copeland of Ceder Road, Ayre with
1,200 and K Austin of Meades Lane,
Chesham Bucks with 1,180.

To these three we are sending a
Milton Bradley board game.

We are undertaking to provide
games cassettes for your home
computer if you can beat Trevor
Truran's devious dice problem on
page 96 of this issue.

We can'’t promise to provide your
first choice cassette but we'll do our
best. Please, include details of
which game for which computer
you would like as a prize.

COMPETI TION COMPETITION COMPET
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THE
ELECTRONS

ON FOR
BUG-BYTE

If you'd seen as many space invad-
ers come and go as our Bugs have,
you too would be longing for a new
kind of game.

They've been haunted by the
ghosts of long dead Pacmen until
they were sick of power pills;
swooped on by untold Galaxians
and Scrambled more craft against
mountainsides than they care to
remember.

At a recent meeting of the League
of Blasted Bugs, it was unanimously
decided to get right to the heart of
the problem of original computer
games ideas by asking Computer &
Video Games readers to write in
and tell us about the games they
would like to see on their compu-
ters. Give your ideal game a title
and that all-important theme.

Explain how the game would
run, the objectives and where

the skill comes in.

And who better than Bug-Byte,
one of Britain's best established
computer games companies to act
as patrons for this foray into unex-
plored gaming territory.

Liverpool based Bug-Byte are so
keen to pave the way for a new
breed of games that they have
undertaken to put up an Electron
computer — the long-awaited new
offering from Acorn Computers —
as a prize for the best idea.

They will also throw In any atten-
dent software which accompanies
the proposed July launch of the
Electron.

Acomn’s early promises for the
Electron include: BBC Basic, com-
patible with the BBC computer; a
standard typewriter keyboard; 32K
of RAM memory; eight colour
graphics; two character ranges of
either 20 or 40 characters per col-
umn down 25 rows; a screen resolu-
tion of 320 x 200 pixels for detailed
graphics; and a fully programmable
sound generator.

The prize goes to the writer of the
best new games idea we receive

into the C&VG offices by July 16th.
An added bonuse, if any of the top
20 entries are considered good
enough by Bug-Byte, is that they will
produce and market the game,
paying royalties to the authors.

As runners-up prizes, five en-
trants will be offered two software
cassettes from the Bug-Byte range
of BBC, Spectrum, ZX81, Oric and
Vic games. See the panel below for
details of how to enter and the
competition rules.

ARTIFACTOR
COLLECTS

Arkrai the artifact collector was the
winner of the free C&VG play-by-
mail game of Starweb.

The game came to a close this
month when Arkrai went above the
desired number of points to claim
victory over the 14 other empire
builders, berserkers, pirates,
apostles and merchants that peo-
pled the Starweb galaxy.

A full report from one of the
vanquished next month on C&VG's
competition pages.

HOW TO ENTER OUR ELECTRON CONTEST

To win Bug Byte's Electron, send
your games idea in with a title and
the themes.

Let us know what sort of game it is
and go into extra detail if it doesn't
fallinto the usual categories.

Remember we are looking for ori-
ginality so try to give your game a
new twist. A picture of the screen
display might help our judges to get

a better idea of the game, but it isn’t
necessary. Please don't skimp on
the detail, the more you explain how
it works on the computer the better.

Send it to: The Electron Competi-
tion, Computer & Video Games, Dur-
rant House, Herbal Hill, London
EC1R 5JB. :

All entries will be the property of
Bug-Byte and they reserve the right

to develop and market the idea on a
royalties basis. No employees of
EMAP, Bug-Byte or their relative
may enter the competition. The
judges’ decision is final and no cor-
respondence can be entered into.

The closing date is the 16th of July
and please ensure that all your
pieces of paper include your name
and address.

ITION COMPETITION COMPETITION




NEWS

from SPECTRUM

Sensational

TEXAS
OFFER!

Fantastic reductions
offers on the TEXAS TI-
99/4A see our ad. on next
double page for details.

See PRESTEL Page 600181
for up to date information

from SPECTRUM

NEW SPECTRUM

our address page! - there are
many new SPECTRUM dealers
hout the UK so there's a good
there’ll be a SPECTRUM

centre near you

ViC-20

Check

Package Offe

A sensational package offer
on this top selling micro. A
complete computer system
for only £139.99 - see our
advertisement for full details.

AFTER SALES CARE

SPECTRUM service centres will ensure that
should your machine ‘go down’ we will get it
runnrﬂg again as quickly as possible. We
s0 offer ';tandud warrantias al reason
s too! - ask your SPECTRUM
HOHE COMPUTEH CENTHE for full details

COMPUTER DEALERS

The SPECTRUM dealer list is virsally closed. If

re ge and you d like 18 join the waiting
li MIKE STEAN, Spectrum (UK.}
Lid, Burrewfislds, Welwyn Garden City, Herts.

Model ‘B’

MICRO

Was, this top salling Micro system (& now
available from your local SPECTRUM dealar
the BBC Model'B’ oHt-e-rmr:; 32K RAM plus a
full back-up of paripharals & softwara too’
It°s an Infinitely expandable machine, idea
for the home or business and is already
widely used lor educational purposeas In
schools -s0 the chances are your children
may already be well famillar with s
\ oparation, which mus! make It the (deal
\  cholce for the home too! So if you're
thinking of buying a micro you must take a
\ look at the BBC al your local
1.] SPECTRUM dealer NOW! - but just one
' word of warning, initially stocks will be
3

limited and demand is bound to ba
great, so please 'phone to check ihe

BBC ‘B’ with Disk Interface
£47050
BBC Disk Intarface Kit
£05.00
BBC qult Disk Drive 100K
£265.00
BBC Dual Disk Drive BOOK
£803.85
BBC Taps Recorder
£20.90
BBC Acorn Software Cassatte
based from
L e SR
BBC Disk baned softwiare
£11.50

Please Note!
SHARP MZ-80A

. A
'¢4i44-4;aﬂ MIA0A

-‘A-"

Desk top genius| the all-in-one SHARP MZI-80A. Ready te run the

of softwa re'

moment you gat it home, Buill-in keyboard. CRT. 97 display and cass
eiie data storage with 48K RAM. The BASIC with sxtra useful addiNens
effers quite @ powerlul micro for the home or business, ) 4K Byte ROM

48K Byte RAM - 2K B
enc pad [l 2

e Video RAM W ASCH profiled keyboard - num
page Video FAM allows screen te be serolled u|.| ar dawn

B CF'M available
Spectrum

Price Inl: !.I'JH
Floppy Disks and Accessories Cable for F/D Drive £29.79
fer MZBDA
Twin Floppy Disk unit (inc. 1/0 Printers and Accessories for

Card, Disk, Cable) [856.75 MIBOA, MZBOE & MZBOK

Twin Disk Unat (only) C6TE .50 B0 Col Tractor Feed Printer imc
Single Floppy Disk Unit. . [460.00 Cable, 1/0 Cord & Aom £477.25

Not i o carry every ahescined ben, Dleme phone before Mmaking a joumney

P At S
FREE!

£75 WORTH '

Frices correey an time of go

stock position belore making a journay

Spectrum Price

£39

We regret that there is a tremendous shorlage on all BBC
equipment — please phone your nearesl siore belore making
a Journey to check stock position.

INC. VAT

L

A superbly desi v and engineered micro and g
fram SPECTHUM Ofter 48K HAM Colour

background can be displayed ai same tima Hﬂﬁ i.nnluhnn

granhlcl Usaer definable Graphics Fuﬂ sound (6 octaves of
lable sound) Easy to use keyboard with mnvmg N: yi

St!l"ﬂ!l‘ﬂ Ceﬂ!ibrm:: parallel interface allows sasy

a8 wide ranga primters &t

Spectrum 95

Price Inc.

VAT

SPECTRUM FACTS

Maximum user RAM 47 BT0 Bytes

Text screen 28x40
High Resolution 240x200
Cassette Lead. Included




The powerful and
infinitely expandable

SINCLAIR

ZX SPECTRUM

Yes, this top selling micro is now available from
Spectrum in both 16K and 48K RAM. So now
there's no need to send by Mail Order - just cal
into your local SPECTRUM dealer and pick one
up. But just one word of warning: with this added

FL T i e

¥ ﬂi ' » ﬂ ] _ﬂ h ;avilabllrty ai\-aniage. stocks are bound to sell
i = = it soon!
sl g ol ;j;ciomr::z: siiimu 16K £99.95
el Rl - { SINCLAIR ZX SPECTRUM 48K - £129.9
e . ‘ ‘ 5 . . ,- L] # Spectrum Computer Cenfres have no cor tion what
R s o e o AR e

vids ]
&K For just £225.00 INC un
VAT the LYNX is excep- [ ]

tionally versatile. All LYNX's I

dard types. Tha

g e ek VISCOUNT - Teach SINCLAIR ZX

oifice (with expension. the ;‘:%“;5“” LYNX BASIC 16K RAM pack . . £29.95
haractars-perhine word or : inter . . . . E£39.95
pee T VLG e | SPECTRUM FACTS &5 e

LYNX nemofable Darga Mlaimin aesr B 179 T Computer Bookshop INC,

i SPECTRUM. B 1 F ¥ 3 = Software for Sinclair VAT

Computars
B

es.gs  Junion Educatior
£7.95 Farmily Ouiz

iy e Type—20

B E4.95

s | FH-PANDA
ses | 16K RAM PACK

ONLY £24.95

] 257 4=

A R
L Temfr falm~fe Imbr
jd PR P R P P

o e

& truly relable micro

SPECTRUM featuning =

GRAPHICS, allowing you I 3

Diagrams and charts quickly and simply. Powerful 16KK RAM

memory (expandable internally 2K) for FULL COLOUR

video games and POWERFUL COMPUTING with a full rz
B - EX RAM pack, Joysticks

games, Light Pen, Disk D and a Printer. The supert

Genia isat SPECTRUM now -check it put and see the G

al work

NEW Inc. VAT
Low Price £ 94.00

COLOUR GENIE ACCESSORIES
Vatic

Now from SPECTRUM - this top selling range of
printers renowned throughout the world for
their quality and reliability. If you're thinking of
adding a printer to your micro then you must
take a look at the MICROLINE range at
SPECTRUM -NOW! they're fantastic value-
for-money
Models available

MICROLINE Model 80 £259-%0

Joystics saie MICROLINE Model 82A £455-40
RN oot st Color G MICROLINE Model 92P £585-35
Genie Basic £6.95

SPECTRUM FACTS

Maximum user RAM ............... 14,200 Bytss |approx)

TOER BOPBEN cvsvacinssmsssssssnssansssnstsesnnsnnssns 24 x40

High Resclution. . 320 x 182

Conastte Lomd ......cococcciviiisnaisannisassnnsas Included

DRAGON

Incredible
Value-
for-
Money!

SMITH CORONA
n

——— T TEIEION T W

The = “‘"\._\_

new EPSON S
RX-BD and FX printers now avail- i :
able—check with your local SPEC & price yo
TRUM dealer NOW! intarface

Model TP-1
MC PO OB ST

s il
FX-80 Spectrum Price £503.70 Sec L i R I P —
RX-80 Spectrum Price £332.35 B e e inc. VAT

SPECTALM FACTS

BUABAC

“Spectrum g o o T
Price 115 “n
only £ INC. VAT 4 e o
MORE SPECTRUM LOW

G truain Compumr Centres have 00 connection whatsosvar with the 7 X-Spectrum Computs misr tectursd by Sinclalr Aesssrch Led

Foussa® Diage

1185
5 the et £
Progamimeng (he B ] i ot
Programmeng your ZX Specirum £75
ZAP Pow Boom lor the Vi 20

The FX Specir
e

m E

o e

)
e

£1043

PRICES (&




A few examples from our '

SOFTWARE |/

Selection

Fantastic'

NEW

\ ATARI 800

MNow this proven and tes
and 115 s100 at the 3
Home Micro lar gr
take you from learnir
rders, disk drives ar .-'I mor O
Suil your needs. S50 -‘ YOU'TE |Gokin 3 100

ATARI BOO with 4BK at SPECTRUM - NOW!
Sensational Price

A £299 95

INC.
V.A.T.

SPECTRUM
FACTS Neads owe &

TEXAS TI-99I ah

E ww fram SPECTRUM
the fabulnu!. TEXAS TI
29/4A Micr
super NEW LD'H PRIE‘E

A S Sy AEK RAM
. swecmuu
from independent software houses

Dure Buggy

ﬁ

I the ling

Maximum ussr RAM
Texi Screen

High Resolution
Cassette Lead

e e

ATARI 400

16K RAM

{&d o sma

R

S &.2.:, v.:j E Wg%“’

M R 9»/" St

PLUS A SLIPER FREE!
Dl et soise Lr
| R . v ety ‘_u:p(l”‘bg £99.10
N Oty e S T
Plus!
£14 .Nc' FRE E' SEHSATIONAL VALUE!
VA
L ]
e b m SPEECH e 1 4 9 - 9 5
BASIC car1.rrclge extra SYNTH ES'SER
£39.99 inc. VAT ora including
[E34.TT &u. VAT)
SANYO Colour Monitor HTI
SPECTRUM FACTS | [P LI F R E E '
2236-35 Mazimam uier RAM 13.323 Byles HECDR DER .
tne. VAT r.{h__n..::_.....:..uqr: T Sl ;ngegr of Joysticks B Beginners
b 1985 IC Tutor program B Connect
e et it | £49.95 | Four program ' £
it .‘\.mnu”ullnw any 6 Te
wara modulas
. : nlunlllgqlgg%@!vE ik oca _f‘,':_FfT"”” worth £ 50. 8 5

Ask your local SPECTRUM Dealer for details

SENSATIONAL VALUE!

T v

A complete computer system including

the VIC-20
Computer, a Cassette Unit, Introduction tlu BASIC cn"“nnnni ﬁ‘
part 1 -asimple explanation of computer programming

A tape of four computer programs -
Tune, Race & Hoppit. A fantastic deal! and great
value-for-money
SPECTRUM dealer NOW!! But Hurry' this is a limited

e

check it out at

offer anly while stocks last!

SPECTRUM PRICE ONLY

Blitz, Type-A-

your local

B

SRR

S

T

Powerful 64K RAM
A=

olour displays to mor
tor TV. High re
: graphics and 3-dimensior
: effect capability I
synt ser. Z80 additional

W %%‘f«em

£13999

iption

Spectrum Price

£345.00

S trism Comgser Cantre REve (a0 CONRETon whationes with the 25 Spectnsm Compuier marsiechared by Sncisr fassrch Lig




There’s a Spectrum Centre nearyou...

ABERYSTWYTH

ABINGDON
Ivor Fields Computers
21 Stert S0 0235 20207

ACCRINGTON

PV Computers, 184 Water 5

ALDERSHOT

David Saupders Computer
Centrs, 51 Station Ad

pisz

1013
sl

ALFRETON

GCorden Harwesd. B4

Sp 07TIRIZ0TH

BANBURY

Computer Plus, I Church Lane

BARROW-IN-
FURNESS

Barrow Compuier Centre

86 Cherch 51. 0229 38353
BASILDON
Ik

Godirey's. 1

w entre
BASINGSTOKE
Fighar's, 173 Market Place

BEDFORD
Stanad Ltd., 115 Midland Rd

BELFAST
Arhur Hobson Lid .

37 Great Wictoria St. 02 6

BIRMINGHAM
Sherwoods, Greal Weste
Mrcade. 021 236 7211
BOSTON

Fetwsound Compul
3

19 Qulpt e. 020 (1]

BERADFORD

Errecks Foto-Sonic House

AaWsen squane L

BRIGHTON

Capricorn. | Jueeni

BRISTOL

Brensal Camputers Ltd.
28 Park Row, 0272 19

IM 0 Computer Centre

BET! TAP

BURY (Lancs)

Micro-Nerth, 1 Broad 5t
Tel 067 787 5764

BURY
ST. EDMUNDS

Bury Computer Centre,

Tel. B61- 797 8764

CAMBERLEY

mera Arts | A
36 Hig

KPLtd., 12a Kings Parade
&B087

CANTERBURY

Kant Micro Systems 111
House. 17 Palace 5t 150200

Randall Cox, 18-17 High 5t
Arcade. 0221 311960

Maxton Hayman Lud.,

5 Broomlield A4, [0245) 154535
CHERTSEY

Cherzey Compuier Centra

1, Windsor Straet. 09378 64563

Thornguard Computer Systems
45 Penshy Ad. 051-342 7514

HITCHIN

{Micro Computer

Aeed Photography &

[“'gm’_‘ff"*- 117 High 5t The Computer Centre
0434 183373 ({Humberside) Ltd,, 76 Anlaby

Dakleal Computers Lid
100 Bowghicn. 0244 110093

COVENTRY

Caveniry Micio Centie,
33 Far Gosterd 51, (0203 58342

Brainwave, 24 Crown 51
twich | 047350965

Micreman, Unit 2. 128 Na

UL [ ISLE OF MAN |
CROYDON T. H. Calebourn Ltd.. 5761
¥ St. D

Cadcom Ltd, 36 Wi Douglas. 0624 3482
Mext door 1o Ma

|Just Opening

Abd 1L JERSEY
DARLINGTON Audie & Computer Centre

McKenna T Pats
101 B S0 Helier. 0534 74000

Vennals, 49 Foregate

1568 32175

R. Kilpatrick, P54E High 51

LEAMINGTON SPA

IC Computers, 41 Aessell 51

Vennals, 71 English
4547

Dormans, 711 Broad Walk

D&32 65515 0 244 | Ope an|

| epcware ____Miceos

Breaker 1-4, 130 High Steet Bass & Bligh, 4 Lower Bniggate
01-952 7488 a 0532 454451

EDINBURGH

The Silicon Centre., 6 Antigua

LEICESTER
tvoar 51

Balvoor

Tecnicare, The

dge. The Computer Centre at
D386 41484

ar A 6 Miiron Il.!_\mesMnslb.

EXMOUTH S e

Open Chanmel, 30 The Strand 3

03457 4408 [LINCOLN |
MKD Compu

GLASGOW Street. D521 !

P L1 TTLEHAMPTON
Alan Chase Ltd,, 38 High 5t
OO06S 56744545

The Model Shop,. /9-81 Narthgate

0457) 410693

Dakleal Computers Lid

LIVERFOO

Beaver Radio
0-2IW
051-70% 98398

3
D 2 LONDONDERRY
GRIMSBY Foyle Computer Systems
R. C. Jahnson Lid Bishap 5t. 0504-68337
LIVERPOOL (Aintree)
T Warbreck

Hargreaves,
Moos, 051-525

LONDON EB

McGowans, 134 Graham Ad

Hackney, 01-533 093
Deveon Camputer Cantre

HAMILTON 155 Moargate. 01-638 3338

Tom Dickson Computers, 8

Cadrow 5t 0658 183133

s Port, 04
GUILDFORD
The Madel Shop, 23 Swan Lane
O0772) 0483 39115

B30

Vic Ddden’s. § London Bdg. Walk

HARROW 01-403 1888
Camaera Arts (Micro Computer LONDON SE9
i a), 24 51 Amn’s Rd

54 Square Deal, 375 Footscray Ad
New Eltham. 01-853 1518

01-437 5489
HATFIELD

Microworld, 2 Crawford Rd
[07072) 64137

Castlehwrst Lid.. 152 Rye Lane
Peckham, 01-838 2205

Chelses Micros Lid..
14 Jerdan Place. 01-385 8454

Fasminster Lod, Computer &
Electrical Discount Cenire
15 Market Sguare. 0447 55044

HEREFORD LONDON N1
Melgray Hi-Tech Lid, 4% Broad | ASP Micro Systems, 185 Upper
St 0432 375737 S1..islington. 01-359 5085

Pt il aEnems Camry ewery advenaad imem, phiase phone teiore masking @ [ourney

fonoon nia i norwicH J| SOUTHPORT

Youngs Electronic t/a
Fieldmaster. 19 The §
I hgate

Castlehurst Ltd., 1291 High Rd
01-448 2780

LONDON NW3

Moviescope, 459 Kingshury Ad
London PWS, 01-204 6352

way

LONDON W1 OLDHAM .

| GTEE 5532

Devron, 4 Edgware Aoad
01-774 2373

i
LONDON W1

Computers ol Wigmare Street,
BT Wigmere 51. 014860373

Sonic Fote & Micre Center,
156 Tertenham Cowst Ad
1-580 5826

Colormatic Computers, 44
High &t 01-892 7611

Actom

Electroleisure, 120 Notting Hill
Gate.01-221 7025

LOUGHTON

Micro & Movie Channel
308 High Rd
01-508 1286

LOWESTOFT
dom Ad

John Wells,
Morth. D502

LUTON

Terry-Mare, 48 George 51

N582 2339142

Camera & Computer Centre

118 Mill 51, 08352 T46H

Lomax Lid., B Excha 1]
St Ann's Sq. 061 831

MANCHESTER GT

Mi. Micro Lud

MANCHESTERGTR

PAS

MANCHESTER GT

Wilding Lrd
Belion, D20 2

MANCHESTERGTR
Eccles
Home B Busingss Computers
4 way, Eccles Procinct

MARKET HARBOROUGH

Harborough Home Computers

7 Charch Streel. 1858 63066

MIDDLESBROUGH

McKenna & Brown.
190 Lintharpe Rd, DE42 248345

NEWCASTLE-ON-TYNE

Newcastle Camers
& Computer Mart, 16 Northum
berkand Ct. 0833 32 146
Surrey Micro Systems

51 00-542 0478

3N High
NEWPORT (Gwant)

Randall Cox, 118 Commarcial
51 0633 87378

NORTHAMPTON

Basic Computers & Systems
Ltd., 72 Kingstharpe Hallow
DG4 710740

NORTHWICH

Camera & Computer Contre
1 Town Sq. (DBOG| 45678

0

Sound Marketing,
52 5t Henedicts 51, 0803 BE

Cameo Computers, §/3/10
Tranity Walk, DEQZ 42917

Basic
13-41 Tres
West Bridg 02 B18711

Home & Business Compuiers
| Lad.. 54 Yarkshoe 5t

0&1-633 1608

OXFORD

Iwor Fields, 7 5t Ebbes Street

PAIGNTON

Deven Computers, 81 Uppes
Manor Rd

PEMBROKE

Randall Cox, 13 Main 51
(130 Bl876

PETERBOROUGH
Peterborough Communications
81 Midland Rd

PETERHEAD
North East Computers
1.3 Ellig 5. 0779 7950
PORTSMOUTH

Computer Corner, 161

Commescial Ad, 0705 837938
PORTSMOUTH
Waterlooville

GB Microland, 7 Oueens Prde

07014 58411

[
Micrt Gen, B | Buildings
Talbot Road, 08 A7730

The Computer Shap, 157 High
Strent. D707 44417

PRESTON

Wilding's, 48 Fishesgat

772 556750

Mieraway Computers, 19 ¥

David Saunders Compuier
Centre. & Yield Hall Pice

ROCHDALE
Home & Business Computers

15 Yarkshire 5t

ROTHERHAM

Henneth Whitehead

rhel 1594
RUGBY

The Rughy Micro Centre

Ernest Fielder Enmpur‘r':
Gorser St 0733 4588
EFFIELD
5 ior Systems Lid .,
178 West S1. 0742 755005
SHREWSBURY
Computerama, 13 Castie Gate
Tel: TEA [Ope
SKIPTON
Look & See, 45 Belmon
0758 BOOTE

SOUTHAMPTON

A.J. Parker & Son Lud
11 Portsmowth Ad., W
Southampton, 0703

Prices correct at time of going o press £ & O F

Central Computers,
Lord 51. 0704 35081
STAFFORD

Computerama, 53 Forgate 5t
0785) 41899

STEVENAGE

0. J. Computers
11 Town Sg
0438 &

5501
STIRLING
R. Kilpatrich, 58 Post 51

STOCKPORT

Wilding Lid
Stockport 06

STOKE-ON-TREN

Computerama, 11 M

ST. ALBANS (Herts)

Clarks Computer C

4 Yol yw 71752941

ST. AUSTELL

ABEC Computers,
hy House, § Lower dyimer Sg

0726 4461

TAUNTON

Grays, | S5t James 510823 7208¢

TEDDINGTON

Teddingion Camera Cenire,

Hrond S0 01-977 4716

Theiferd C B & Micres

2l Streei. DR47 1845
WALLINGTON

Surrey Micra Systems Lid .,
53 Waodente Rd, 01-647 5518

WARRINGTON

Wildings, 111 Bridge 1

0475 3

SAS Microsystems Lid
e Parade, High 5t

! Faililire
WESTBROMWICH
UeEnE ag

Bell & Jones, 19 O
K. & K. Computers, 11 Alfred

WHITEHAVEN
P. D Hendren, 15 King

Computer City. /8 Viciota A

Mesnes 5i

Swili ol Wilmslow. 4

es Pafade. 0823 340

1578

GT. YARMOUTH
Tony Hoed Eleciranic
162 Marke1 Gate Shopping Centie

4]
YORK
York Computer Centra
ade, 0904 641881
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SPECTRUM
GETS THE
BIG VOTE

Will she won't she? That's the
guestion being debated over
lunch, dinner and tea at West-
minster as 635 MPs try to work
out when Maggie will call the
General Election.

Some say June, some Septem-
ber, and others believe she'll
hang on to the New Year,

Whenever she does decide to
go to the country one thing is
clear. Spectrum owners will be
ready for her

This latest game for the Sin-
clair machine enables you to ex-
perience some of the excitement
of the great contest in your own
home.

Choose your favourite party —
either Labour, Conservative,
SOP, or Liberal. Communists,
Ecologists, and Official Raving
Loonatics need not apply. Once
you have picked your party you
are ready to play this computer
ised board game

As you move around the board
you land on squares which rep-
resent key constituencies in the
provinces. Depending on how
you place the important issues in
order of priority the seat will be
won or lost — with the computer
MEeasuring your answers against
the correct formula stored in its
memaory

To help you plan strategy the
computer also has a series of
opinion polls and charts which
can be called up to show you
your standing with the elector-
ate.

General Election runs on the
48K machine and is available
from Bug Byte of Liverpool at
£6.95.

If taking on the Iron Lady in a
tussle at the polls is not enough
excitement for you then Bug
Byte's other Spectrum release
this month will take you to hell
and back

Styx challenges you to get
safely across the river of the
underwaorld, rendevous with a
mysterious monk, and get back
across the river again. As you
travel you will have to do battle
with monsters of land and sea.

The games runs on the 16 or 48K
machine and is in the shops now
at £5.95.

Also in the Liverpool pipeline
is a new game for the Spectrum
called Manic Miner, Spectrum
Pool, and an original game for
the BBC 32K called Sea Lord.

SOME ANIMAL
MAGIC FOR
THE BEEB

CAROUSEL

Animals are the main characters
in Acornsoft's June releases.
There are ducks and owls for you
to take pot shots at in Carousel
— a simulation of the fairground
air rifle stall.

Take pot shots at these feath-
ered targets as they bob and
weave in front of your gun barrel.

Frogs also jump into the pic-
ture in Hopper — a Beeb version
of the popular arcade game

For those of you unfamiliar
with the game you have to get
your cute little frog safely across
a busy road and swirling river.
Both games run on the Model B
and are in the shops now at
£9.95.

A minimum of two games a
month have been promised by
the premier Cambridge-based
games people
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THEIR LIVES IN
YOUR HANDS!

The universal appeal of flight
simulation programs has resulted
in an increasing number of air
traffic control programs being
released.

The BBC model B is the latest
beneficiary of one of these
games from Software For All of
London,

The game enables you to try
your hand at one of the most high
pressured jobs of all — controll-
ing the landings and take-offs at
a busy airport.

In Area Radar Controller you
are responsible for two landing
strips. You must give information
to the pilots on altitude, wind
speed and other landing condi-

* tions.

Any slip-ups will be punished
with the sack so you will need all
the concentration you can mus-
ter if you want to make the grade
at this tough job.

The game is available now
from the Romford firm at £7.95.

Software For All are also tool-
ing up to write games for the
Dragon and have launched their
range with an Othello program.

HONEYMOON
WITH A MAD
WOMAN!

MARTHA'S RETURN

Remember the night poor little
hen-pecked Henry flipped and
blew the housekeeping on a
night of gambling and drinking at
one of the local sin bins.=

His bossy wife —
Mad Martha — didn't
like it one bit! Last
we heard she was
still chasing after him
with an axe. But now
we know how the
domestic story end-

—

"p

ed. Happily you'll be pleased 1o
know,

After a lengthy session with
the marriage guidance councillor
both parties agreed to forget
their differences and now marital
bliss has been restored to their
happy home,

For Henry's part he has
pledged to spend less time on
the golf-course, less money in
the bar, and never to darken the
doorway again of the Blue Lady
Casino.

Martha has also made a prom-
ise. To increase Henry's pocket
money and to restrict the usage
of the family axe to the chopping
of fire wood.

To cement the new bond
Martha and Henry are off on a
second honeymoon to Spain
where, according to C&VG's
Spanish correspondent, Martha
has a half-brother called Manuel
who is a waiter at the hotel they
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ware house called Ulimate Play
the Game. The company's first
offering for the Sinclair Spectrum
is a game called Jet Pac.

You have to assemble the
three sections of the rocket and
then fuel it and blast-off to the
next plant.

Jewels and gold are also to be
found on the planets and can be
picked up to score extra points.

You have a powerful jet pac on
your back and can fly all over the
screen searching for the various
bits of the space ship.

Two ledges, apparently sus-
pended in mid-air, make a good
resting place for your little man
as he continues his search.

No space game is complete
without a nasty tribe of aliens
out to get you and Jetpac is no
exception to this.

To protect yourself you are
armed with a powerful laser gun
which can fire left or right.

| played the game using the
keyboard but it must be much
better and easier to control the
action, with a joystick,

The game runs on any Sinclair
Spectrum and is available from
Ultimate Play the Game of Ashby
de la Zouch, Leicestershire, at
£5.50.

FRANTIC FUN

are booked in for the holiday.

But does Martha know about
this estranged member of her
family? Will Henry be able to stay
out of the Spanish gambling
dens? And has Martha packed a
precautionary axe amongst her
stays and corsets?

Will Mad Martha and Henry
become the Ken and Deidrie of
the computer games world?

All will be revealed in Mikro-
Gen's sequel to Mad Martha
which is lined up for release in
July

The company are not sure
what to call the game and a price
has yet to be decided, but it is
likely to be around the £6 mark
for the 48K Sinclair Spectrum.

REVVING UP
FOR THE
RALLYCROSS

Rallycross comes to the screen
of your computer in the shape of
this driving game for the Com-
modore 64.

You must drive your car as far
as you can along motorway, B-
road and dirt track sections,
avoiding the various hazards —
which include broken glass,

—— ey

invading, ghost gobbling adven

other traffic.

potholes, logs, avalanches and

A full dashboard display is
produced on the screen with

WITH

MONSTERS!
L

Spectrum Panic is the latest
game from Hewson Consultants
— the authors of Nightflite. It
runs on the 16 or 48k machines
and is in the shops now £4.95,

ture seeking, alien blasting front

yet for this new computer
Despite the shortage two

games have arrived on the

speedometer, fuel gauge and Also new from Hewson for Games News desk for this
mileage. Don't Panic! Just keep digging confirmed computer pilots is an machine. And although they
Motor Mania runs on the Com- hgles for those monsters and air traffic control simulation don't involve blasting aliens the
‘ modore 64 and is available from watch them tumble into the which enables you to try your games will make you think!

Audiogenic stockists at £8.95
Also released this month by
Audiogenic for the B4 is Renaiss-
ance — a version of Othello and
a chess program modestly called
Grand Master. Renaissance is
available at £8.95 and Grand

Master £17.95.

JOIN THE
| ARCADE
JET SET

A team of ex-arcade game
designers from Leicestershire
have come together to form a
brand new computer games soft-

traps. Then bonk them on the
head with your pick axe and you
are safel

Well — not quite safe, as
some of these monsters are
tougher than others. The easy
ones can quite easily be buried
by making them fall through one
level

The really tough old boots will
just get up and walk away if they
only fall through one level and
must be made to crash through
several

Sounds familiar? Arcade fans
will recognise this game as the
early classic coin operated game
— Alien Panic.

The game has now been con-
verted for home use by Sinclair
Spectrum 0wners.

hand at the nail biting job of
controlling the comings and
goings at a busy airport.

Adventure enthusiasts have
also been included in the latest
batch from Hewson in the shape
of a 48k graphic adventure called
the Quest. The program is avail-
able now at £7.95.

ORIC AT A
LOSS FOR
SOFTWARE

Alas poor Oric — your software
is thin on the ground. Not much
to choose from yet on the space

Awari is a computerised ver-
sion of the ancient African peb-
ble game. Several levels of play
enable you to play against a
friend or, if you're feeling confi-
dent, you can take on the compu-
ter at Witch Doctor level

For those unfamiliar with
Awari, it is based on a tribal
strategy game of moving pebbles
around a series of bowls

Another strategy game makes
up the second Kenema offering
Othello, dealt with in our columns
as Reversi, the counter capturing
game of skill, which computers
are particularly good at.

The games are available from
Kenema Associates Ltd, Worle,
Avon, at £6.50 for Othello and
£5.50 for Awari

=
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ON THE RACE
TRACK IN
THE DARK!

OVERDRIVE? '

Switch into overdrive with this
racing simulation for the Sinclair
Spectrum.

The game is still on the draw-
ing board but we can reveal that
you race a car through the night.
Red cats-eyes mark the borders
of the road. You control the car
using the keyboard, and face the
challenges of the race track.

The game is available from
Abbex Systems of London at
£5.95 although a final decision on
the game's title is yet to be made.

Also new from Abbex this
month is a deluxe version of
Galaxians for the 48K machine
and a 16/48K version of
the popular arcade
game — Scramble.

Abbex have also bran-
ched out onto other compu-
ters with their first game for
the Commodaore 64 — a flight
simulator at £7.95.

DON'T STICK
YOUR HEAD IN
THE SAND

In days of old when knights were
bold they rode around on
ostriches. Yes, ostriches. What's
that? You've never seen a knight
riding one of these bad-tempered
birds

Well, just look out for this
latest conversion of hit arcade
game — Joust

You play the part of the good
knight on his trusty ostrich armed
with a lance and doing battle
with the dark lords on their buz-
zards.

The Dark Lords are no easy
opponents as they have been
programmed to predict your next
move and lay traps to ensnare
you.

Softek have also looked to the
arcades for the idea behind their
second new game this month,

Called Firebirds — it is a shoot
'em up hybrid of arcade
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favourites — Phoenix and Fire-
birds.

An assortment of aliens have
to be wiped out before you get to
their home base

Joust and Firebirds run on the
Sinclair Spectrum in 16 or 48k
and are available fram London-
based Softek at £5.95 each.

Dragons meet Monsters in
Softeks first release for the fire-
spitting micro. The idea of the
game is to get your little man
safely through several levels to
the bottom of the screen and
pick up a power pill. Take this
safely back to your craft before
your oxygen runs out or you get
nabbed by one of the monsters.

Monsters is based on the
arcade game Panic, where you
have to dig holes for the mons-
ters with an ice axe. In this
Dragon conversion the pick axe

!IIIIIIIIIIIIIIl

is replaced with a laser gun

The game runs on the Dragon
32 and is available now from
Softek at £7.99.

KNOCK SPOTS
OFF YOUR
SPECTRUM!

Put on your cloth cap, clogs and
moleskin trousers and toddle off
to the Dog and Ferret for a game
of Dominoes.

Or, if its raining, stay at home
and take on your Spectrum with
this latest game from brand new
software house — Micromega.

The computer deals the domi-
noes and plays the double-six to
start the game.

Normal rules apply and you'd
better not cheat as the computer
has been programmed to spot
any dubious moves.

There is a strong flavour of the
casino in Micromega's other re
leases, including a Roulette cas-
sette and game called Monte
Carlo which features pontoon
and a version of the American
gangsters dice-rolling game —
Crap.

The games run on the Sinclair
Spectrum in 16 or 48K and are
available from the London-based
firm at £5.00.

MARIO MEETS
THE MAD APE
— AGAIN!

Mario and the ape are at it again
Fighting for the hand of a blonde
starlet.

If you've read Games News
hefare, you should know the
story-line backwards by now —
ape kidnaps girl, takes her to top
of steel fortress, gallant Italian
carpenter comes to rescue
armed with mallet

So what's new? A version of
the game for the BBC model B
that's what.

This version of Donkey Kong
from Micro Power of Leeds has
four screens and many of the
features of the arcade original
including barrels, fireballs, cus-

tard pies and moving elevators.

Other arcade game conver
sions for the Beeb include a
game called Painter which is a
version of the loony Amidar
with pigs, painrollers, and fierce
tribesmen

Scramble fans are also
catered for in the shape of Moon
Raiders. This scrolling shoot ‘em
up has six sectors which must be
flown through, complete with va
rious obstacles bomb and fire
and keep an eye on your fuel
gauge

The games are available now
from Leeds-based Micro Power
at £6.95 plus VAT running on the
BBC model B

JOIN TRON
INSIDE
THE MICRO

Tron is back inside the computer
— but this time it's not a fictional
machine but none other than
your Vic-20

Escape MCP is based on the
Walt Disney feature film and
challenges you to find your way
to the Master Control Program

To stop you doing this the
MCP is patrolled by robots who
do not need to follow the maze
like route of the silican chip that
you have to follow but can
zoom straight towards you

If batthing it out with the com
puterised baddies of the 21st
century is not enough excitement
for you and your Vic why not join
the Paratroopers

In this game you have to stop
a commando style raid by the
enemy who are dropping their
crack regiment into your terntory
from helicopters.

A batch of new games are
being released this month by
Rabbit including a Pacman-type
game called Pakacuda, Matter
Splatter an original arcade
style game which challenges you
to shoot barrels falling out of
holes in a wall, and a driving
game entitled Race Fun

The games are available now
from your local Rabbit stockist at
£5.95 for the unexpanded Vic

Escape MCP, and Pakacuda
are also available for the Com
modore 64
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ATARI VCS OWNERS

INCREASE THE PLAYING POWER
OF YOUR ATARI 2600 VCS

BY UP TO S0 TIMES

THE NEXT DIMENSION IN VIDEO GAMES PHASER PATROL (FREE!)
WHAT IS THE SUPERCHARGER? Phesar Patrol s & s

ridge slot of your Atari VTS nerease its game one featuring the int
t multiplies the VCS RAM memory by 49 and the other sho

times, from 128 1o 6 Thu S.Jr.m-cha r is umigue, in that it can accept programs | pame begins when ot
that have béen recorded on stand f audio cassette tapes. These are easier and less expensive ek and you belong to the
to develop and market than plug-in cartridges and cost considerably less| The Supercharger | them from reaching earth. The ge
15 suppli d jack plug which will plug into the earphone socket of | warp-hop from one sector to anott
any dor Supercharger lets you play games with high resolution weas the Dracon ships are, so

graphics, faster on, and far more comp |'9=|1', With b memary provided by the Supercharger you will now be it befare you go into battle. As well g

shble 1o play superior games which could not normally run on an unadapted Atari VCS because of its memaory limitations » Diraco the map shows yo

s, 1t w out
MULTI LOAD GAMES - For added complexity and depth T o e e
z rath to offer unigue Multi L |}n1 to attack,you can go on 1o the se
3 from the Mindma: weral Toads’ on field. On this screen you have
ve finished the fir of & fau &n palaxy 2acl and a control panel tc "
ther program giving a différent screen or type ol game play, thus keep you informed of your posit
in saveral distinct parts. This feature is particularly A one player game,
type games, Multi Load games offer complexity and highiy detailed action packed cassatie
wentional ROM cartridge game can currently compete with,

FF‘IEE CASSETTE - Phaser Patrol (Two screen game)

rcharger comes w-IP a highly acclaimed and award winning Phaser

e, gnd costs only £39.00 inciuding VAT
all the games are given balow, For furthar
plete and return the coupon below

T MUTANTS FROM SPACE
Single Load action from Starpath, just
a5 00N you begin this game you
will be or  attack. Your task is to
vapourize the mutant warriors befors
they owerrun your home planet. Up
o Tour can play and t sCreen kieps
track of the highest score. As well as
having nine difficulty levels and two

@ POwer

e screen tha

v of the vas

You are a |ung|e and able 1o juggle You are 1

anything from china plates 1o daggers! roc kit ship that

Your task in this Single Load game is from an alien at

to smash wall after wall of blocks as % o The invasic ., have
vou juggle with red hot FIREBALLS! P the courage and skill 1o save mank
When the ball comes down from the ' . A Single Load game, Eill

top of your sereen, catch it, and then is for 1 player 1..-.,[.“.

release 11 back &t the wall of blocks, satnings as wel &

speeds, Communist Mutants from
Space (it's full tithe), has got seweral
features which make it an exeiting
game cassette providing a variety of
options. The real skill in this game
howewer, is winning without using
the special features that i1 offers you

Price:£14.30+VAT=£16.45

You can score up to a million points|
And, if you get to proficient at one
pattarn of blocks, there are another
four to choose from| Up to 4 players
can take part in this game and up to
6 fireballs can appear on the screen at
once. Be sure you don't get burnad|

Price:£14.30+VAT=£16.45

Other features incl
indicator; a laser

which indicates the temper
your gun; a global radar sc

Price:£14.30+ VAT =£16.45

SUICIDE MISSION

Your migsion in this game i 10 thnnk
down, smaller than a speck of dust,
1o do bartle with a deadly killer virus
deep within a human bedy. Equipped
I MCroscopic submaring, haad

an infection, perilously close to
the heart, and towards & fight where
you heavily outnumbered, This is
arterial warfare at it% tingst, Fire at
one of the many germs, and it divides
into two. Fire again and the numbars
increase once more, A 1 or 2 player
game featuring protective shields and
mwo different shooting styles, Suicide
Mission has three difficulty options.

Price:£14.30+VAT=£16.45

DRAGONSTOMPER

Dragonstomper 13 one of Starpath's
Multi-Load coesseties. An adveniure
game, you've been swept through a
time tunnel, right back to the age of
warlocks and wizardry . ¥our mission
is to find the Amuler of the Druids
There are clues, but not all sasy ones
There are peaceful lakes and forests
gs wall as deadly perils and lurking
somawhere it 8 vary vengeful dragon.
There are many rewards along the
weiy', but few will reach the final goal.
The MULTI LOAD feature gives you
THREE seperate game segments, for
longer, more challenging gama play.

Price:£16.91+VAT=£19.45

ESCAPEIMINDMASTEH

this game i
Mindmaster’s |sboratory, where he
has held you as a specimen for

To win your freedom, "
through six 3-D

them being mo

last. The first 5 ze% have prot

10 solve and somy ¥ nte

tests. The sixth

speciall As tF

to load into your A

In & fast mowing market like video games, it is difficult 10 keep up to date with all the
developments that take place. With new programmes and accessories being introduced at
a fast rate by several different manufacturers, it is impossible to get all the information
you reguire from one manufacturer alona. It i3 for is reason, that we have st up
owriérs clubs for the more popular video games and home computers, 1o keep you fully
up to date with what is going on with your particular machina. As far as we know, Silica
Shop are the only company to offer such clubs, but that is not surprising since we are
the specialists. We currently have FREE clubs for the Atari WCS, Atari 400/800 home
€ erd, and Mattel Intellivision. Soon we will have clubs for Colecovision, Aguarius
and Vectrex. 50 if you own one of these machines, (il in the coupon oppasite, and we
vall gnrol you FREE OF CHARGE in the club relevant to your computar or video game

(=] (:“)1-3?9 1111
SANGREHUE
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SILICA SHOP LIMITED, Dept SCVG 0783,
1-4 The Mews, Hatherley Road, Sidcup, Kent, DA14 4DX
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Telephone: 01-309 1111 or 01-301 1111
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FREE LITERATURE

catalogues on the following

Please send me your FREE LITERATURE and
iTEems

OWNERS CLUB

| already ¢
me in your FREE club:

following products, please enrol

Mr Mirs/Miss
Address

Postcode

Imitials

SCVG 0783

L. I R 0 R RRRRRRNOYO

FREE LITERATURE




SUPERCHARGE A VCS

AND LOAD UP GAMES
FROM CASSETTE TAPES

The Starpath Supercharger is an
expansion card for the Atari VCS.
It does more than the standard
home computer Ram-pack as it
also enhances the graphics and
colour quality of the 2600.

The expander plugs into the
games port on the VCS, A lead
connects the supercharger to a
cassette recorder and the games
are loaded from tape.

Only tape-based games can
be loaded via the supercharger
and the expander does not add
anything to existing cartridge
games.

The really exciting possibility
opened up by the Supercharger-
is the prospect of a new range of
cheaper cassetie-based games.

The Supercharger itself comes
with a free game — Phaser Pat-
rol, which features impressive
Star Raiders type action.

Six games are so far offered in
the Starpath range: Phaser Pat-

STAR WARS
SWORD
MASTER

May the force be with you! You'll
need it when you enter the Jedi
Arena.

This latest release from Parker
Video Games for the Atari VCS is
based on the forthcoming addi-
tion to the Star Wars saga called
Revenge of the Jedi.

You take the part of a Jedi
knight battling the deadly Seeker
and an opponent of the Jedi
Arena. The Seeker is a remote
controlled ball-of-tricks which
sends out beams of laser fire.

Usually this laser fire is con-
trolled by the participants in this
fight to the finish — the two Jedi
knights, face to face across the
arena, blasting away at each
other in a bid to break down their
opponents force-field defence.

The knights guide the laser
blasts from the Seeker using
their Lightsabres — the Seeker's
blasts go in the direction the
sabre is pointing.

But the Seeker tends to go

e e S
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rol, Dragonstomper, Killer Satel-
lites, Communist Mutants From
Space, Fireball, Suicide Mission
and Escape From the Mindmas-
ter.

More games are in the pipe-
line from Starpath and the com-
pany are busy drumming up in-
terest in the Supercharger on the
part of some |leading American
games firms.

Don't expect miracles from the
Supercharger. Graphics and col-
our are undoubtedly better than
on some of the earlier VCS titles
— currently being sold off for as
little as £10 — but some of the
excellent colourful new games
currently being released — (Pit-
fall, Vanguard and Ms Pacman)
compare favourably with it.

The Supercharger also en-
ables more moving characters
on the screen than were pre-
viously possible on the 2600
though you would have to look

long and hard to notice this extra
capacity during game — play.

The most impressive feature of
the Supercharger is the multi-
load facility. This enables several
games to be stored on one cas-
sette. They can be played separ-
ately as one-offs or, can be play-
ed in sequence, as part of one
larger game.

Again in the Supercharger’s
favour it uses a quick automatic
load system. Each of the games |
tested, loaded in seconds first
time., None of the hit-or-miss
problems of loading cassette
games into some home compu-
ters.

The best example of the multi-
load facility is to be found on
Dragonstomper — an adventure
trilogy.

The first part of the game is
called, The Enchanted Country-
side. You are a traveller in this
land. Your objective is to build up

sufficient power and magic 1o
get into The Oppressed Village
In order to do this you will need
to vanquish the ghouls, spiders,
warriors, snakes and serpents in
the employ of the evil Dragon.

Gold is awarded for each suc-
cessful encounter with one of
your adversaries. When you
have built up all your resources
you can attempt to get over the
bridge into the Oppressed Vil-
lage.

If you are successful, the
second part of Dragonstomper is
then loaded and you find yourself
in the Oppressed Village.

Dragonstomper is the best
game in the current Superchar-
ger range and looks like becom-
ing a good seller as the penchant
for adventure games gains
momentum

The main drawback with sink-
ing your cash into adventure
games is that once you've solved

“wild” occasionally — zipping
around the arena sending out
lethal beams of energy that
neither of the knights can con-
trol! Then it's every man far him-
self.

You can either take on a com-
puter controlled enemy, or fight it
out with a friend using the Atari's
paddie-controllers.

Jedi Arena — the latest in
Parker's cartridges based on the
Star War movies — will be avail-
able from March and will sell at
around £29.95.

BACK FROM
THE DEAD!

Dracula is alive and well and
living in the Intellivision Video
Games Console.

The long fanged phantom from
Transylvannia has been haunting
the programming department of
Imagic Games — and now he
has bewitched them into pre-
serving his grizzly memory for
ever in silicone.

You can bring him to life by
plugging in this latest cartridge
for the Mattel Intellivision video
games centre.

The idea of the game is to sink
your fangs into as many helpless
victims as possible. Points are
awarded according to the num-
ber of pints of blood you can
consume,

Just as in the old films, Dracu-
la can take on the form of a bat
as well as a human. This is a
useful facility in this game as it
gnables you to move faster than
your victims.

It is not all in Dracula’s favour
though, as there are still some
good characters left in this god-
forsaken city. The constable
armed with a wooden stake, the
white wolf, and the vulture that
can successfully attack Dracula
when he appears as a bat,

lce Trek challenges you to
dodge a stampeding herd of cari-
bou, cross an ice-filled river, and
finally to meit the ice palace and
set free the Aurora Borealis to
light up the sky.

You play the part of Vali the
Avenger and your arch enemy in
Ice Trek is Kaltron the Terrible.
You will also meet in the course
of your adventure the Wildlife
Queen who fires her arrows at
Vali if he is forced to kill a

e
caribou.

The third game in this trio of
new releases from Imagic for the
Mattel Intellivision games centre
is Tropical Trouble — a jungle
adventure.

The idyllic holiday island turns
into a tropical nightmare when
your darling Doris is kidnapped
by the Beach Bruiser

In order to get her back — and
prove to her that you're not the
clumsy Clarence her mother al-
ways said you were run
through the jungle to find her
Dodge the boulders, coconuts,
falling lava, and hurled rocks as
you go.

Dracula, Ice Trek, and Tropical
Trouble are in the shops now at
around the £25 mark

LAUNCH
DATES
PUT BACK

Atari's new super-system, the
5200, has had its launch date put
back due to Atari setting up a
new production plant in Ireland.

The bad news for would-be
purchasers is that it is now un-
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them, there's not much incentive
to play them again.
Dragonstomper’s three games
in one should be enough to keep
even the most skilled adventurer
occupied for a very long time.
The multi-load facility is in-
corporated in another of the
highlights from the Supercharger
range — Escape From the Mind-
master. Its rare to see anything
new these days among the
plethora of new video games
hitting the shops. Mindmaster
provides the best evidence that
the designers’ ideas haven't
dried up
The idea of the game is to
outwit the mindmaster who has
trapped you in @ maze. A number
of intelligence tests — such as
fitting shapes into their right
holes will be presented and you
must get them right to proceed.
The maze itself is very im-
pressive — drawn in 30 with a

convincing simulation of depth
as you penetrate its corridors.

If you master the first maze the
multi-load device will then load
your second tougher test. There
are four mazes altogether on the
tape.

Two other reasonably good
games are Killer Satellites — a
scrolling shoot ‘'em up where you
have to protect a city being bom-
barded by an assortment of alien
bombs, ships and satellites.

The second game in the
reasonable category is Fireball
— a break out type game with
five versions to choose from. A
nice development of the basic
idea is the replacement of a bat
with a little character at the bot-
tom of the screen who must first
catch the ball and then throw it
back at the wall, aiming at the
brick he wishes to dislodge. If
you fail to catch the ball a large
hook on an elongated arm comes
out from the left hand side of the
screen and pulls your hand off.

In the not-so-hot category are
Suicide Mission and the ridicu-
lous Communist Mutants From
Space.

Suicide Mission is a version of

Asteroids — and a none too
impressive one at that. The col-
ours were watery and the screen
flickered constantly. The saucers
moved far too slowly and there
was no hyperspace button.

The scene-setting blurb for
this game tries to align the plot to
the film Fantastic Voyage —
pretty silly as anyone who plays
the game will know its supposed
to be Asteroids.

Communist

Mutants From

Space is a dull shoot "'em up. |
cleared screen after screen on
my first go.

C&VG verdict on the Super
charger — at £39.95 for the ex
pander plus Phaser Patrol a defi-
nite yes. Once you've got the
thing itself Dragonstomper and
Mindmaster will also look like
very attractive buys at £19.95
each. Fuller reviews will be in-
cluded in the Joystick Jury col-
umns, at a later date

—1_-"'—'

likely to be in the shops until the
winter.

Another delay is anticipated in
the VCS keyboard add-on which
turns your VCS into a home com-
puter. Andrew Swanston —
Atari's marketing and sales
director, told C&VG that the firm
would not be launching the
keyboard until there was a good
range of software available for it.

COSMIC
CREEPS

Jawbreaker sounds a far too apt
name for a Tigervision cartridge
but you shouldn’t conjure up pic-
tures of creaturas with mammaoth
fangs

The jaws in question belong to
you.

Tigervision is an established
name in video games in America
where they have launched
several titles — the best known
of which is the climbing game
Miner 2049°er.

The first cartridges compatible
with the British PAL electrical
frequency are King Kong and
Jawbreaker. No prizes for gues-

sing what King Kong is — but for
newcomers to video games the
main characters are an ape, a
girl and a gallant little chap who
tries to scale the skyscraper to
rescue her.

Jawbreaker brings back the
subject of food to the screen of
your television with a notion
which should appeal to every
youngster.

This is your chance to run riot
in a sweet factory eating away to
your heart's and belly’s desire.

You control a pair of chomping
teeth on a mission to clear the
screen of sweets. A quick brush
of the old fangs and your ready
to tuck into another screen full.

Yet more video game nosh to
be found in Fast Food but this
time for the savoury rather than
the sweet-toothed. There are
burgers, hot dogs, and French
fries just waiting to be chomped
in this brand new Telesys game.

Telesys second new game has
the wonderfully idiotic title —
Cosmic Creeps.

The idea of the game is to
rescue the Cosmic Kids from the
doomed planet before the Cos-
mic Creeps can get their nasty

little alien paws on them.

The games are available in
compatible PAL format from
Electronic Leisure Products of
Limerick, Ireland. They cost
£22.00 plus VAT.

SEGA RANGE
FOR ATARI

Leading Japanese arcade game
designers Sega are launching a
range of games for the Atarn VCS.

Sega are best known to
videogamers for the hit arcade
games Zaxxon and Frogger.

Their first offerings for the
VCS, which have been launched
in the States, are Tac-Scan and
Sub-Scan.

Tac-Scan may have been
spotted by some of you in your
local arcades but for the uniniti-
ated it is anextremely tough 3D
shoot "em up.

The three dimensional effect is
created by a never ending series
of concentric hexagons. You
control three Tac-Scan craft
flying through space which are
set upon by a deadly superfleet
from Ahm.

Also on the way from Sega is
Sub-Scan which is described as
a battle of wits on the high seas.

Mo date has yet been set for a
UK launch for the home video
games though they are bound to
come into the country sooner or
later as Sega already have a very
strong foothold in the country's
arcades.

Sega are likely to provide hot

competition for the leading video
games manufacturers as the
Sega designers have a reputa-
tion for producing hit games
which is the envy of the industry.
So arcade titles which are likely
to make winning conversions to
home systems may not be up for
grabs by the large firm’s licence
hunters.
@ The copyright case Atari had
pending on Imagic's Demon
Attack cartridge (see the April
issue of C&VG) has been settled
out of court. The result a stale-
mate.

And the court battle over the
Colecovision VCS conversion
module is settled too. With Col-
eco paying Atari royalties. It

ber.
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Save £5 hy leggi i dow!

Put a move on, and you can save a full £5 by buying the incredible Centipede"at of ¥

August 1st) So hurry,and be one of the first to play 19825 most popular arcade game at homf €
Systems”What's more it’s one of the games that will sort the men from the boys in the 19§ £
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on to the shops now. JI\.

yur very special pre-release price of only £24.99.(The price goes up to £29.99 on ATARI
ne,?,Cennpede is only from Atari® and exclusively for Atari Video Computer

83 Atari Player of the Year Competition:. Hm fun and m
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DRATS DRIVE
YOU CRAZY!

Crazy Chase must have got its
name because it drove Phillips
Videopac testers crazy.

You control a little blue disc
called the Munchkin which you
steer around a maze attempting
to eat segments from a snake's
tail.

You are pursued by a couple
of Drats who can cause the
Munchkin to shrink away to no-
thing if they catch it.

Points are awarded for each
segment consumed but if you
want to score really highly you
will also have to eat the Drats. In
order to do this you have to
catch them during the brief few
seconds they have changed col-
our after you have eaten a seg-
ment from the tail.

If that sounds easy then just
you give it a try. As you play, the
snake — or Dratapillar to use the
correct zoological term, gets fas-
ter and faster. The effect of this
is that you lose your speed advan-
tage and have to rely on sharp
cornering and planning to catch
the odd segment.

There are four Pac-Man style
escape tunnels which you can
run through to get to the other
side of the screen. But be careful
as the Drats can follow too,

This game is so tough that
high scores deserve a reward.
So if you've scored over 500 on
Crazy Chase send us a phofo of
the screen with the score and
our friends at Phillips will send
you one Videopac of your choice
fram the current range.

Only the first five entries to
reach the Computer and Video
Games office will win prizes.

Send your high score photos
to our Herbal Hill address which
you will find on page three of the

magazine. Please mark your en-

.U_

velope Crazy Chase Competition
and state the game you would
like to receive should you be a
winner.

I — [ T
0001777777 DDO1

THE VERDICT
A tough, addictive game and de-
finitely on the ‘must get’ list for
G7000 owners. Proof that Phil-
lips can make ‘em just as good
as anyone else.

Action: 44dd
Graphics: 444
Addiction: 4441
Theme: 444

COOKING UP
A NIGHT

The chef's nightmare comes true
in Burger Time as his ingredients
grow to life size and set off to eat
him.

The Intellivision action takes
place in a series of seven mazey
kitchen designs that will never
find their way into the ldeal
Home Exhibition.

As a fried egg, several toma-
toes and — later on — a pickle,
leap out of the frying pan and
start looking hungry, you have to
guide the chef around a maze of
platforms and ladders trying to
make burgers. The ingredients
react to your every move occa-
sionally despatching one of their
number to head you off but
usually following close on your
heels.

More docile ingredients, like
burgers, buns, lettuce and to-
mato slices lie ready for cooking

on platforms. As you run over
them they drop down a level,
pushing the next ingredient down
below them and gradually set-
tling to form a completed burger
at the bottom of the screen. Com-
plete all your burgers and you're
onto the next screen.

If the more active ingredients
get too close you can turn and
“pepper” them with a shake from
your pepper jar, putting them out
of the action for a while. You can
also squash them under dropped
buns for 100 points each or, for
even more points, tempt them
onto a bun behind you and then
drop it by stepping off. An addi-
tional bonus is that the bun will
then drop two levels.

French fries, coffee, ketchup
and ice cream appear on the
screen occasionally and can be
gobbled for points and extra pin-
ches of valuable pepper.

Burger Time is still a popular
arcade game and this Mattel
cartridge captures much of the
flavour of the original. It's harder
than it looks.

The key to good arcade games
is that while beginners can sur-
vive long enough to learn the
game, experts have early oppor-
tunities to show their paces and
boost their score: Burger Time is
a marvellous example.

THE VERDICT
The balance is just right and the
theme makes it a real winner. A
challenge from the word go.

Action: 44441
Graphics: FEV S
Addiction: 4ddddd
Theme: 4444l

GREAT BALLS
OF FIRE!

Things are hotting up on the
games front with a fire breathing
dragon to contend with in Im-
agic's latest release.

You play the part of the brave
prince who is attempting to get
into his father’s castle to rid it of
the evil dragons.

In order to get into the castle
you must first dash across the
bridge and into the freasure

games centre.

MACHINE MANUFACTURER
1 Phoenix Atari

2 PacMan Atari

3 Frogger Parker Brothers
4 Invaders  Atari

5 Pitfall Activision

TOI

All the above cartridges are prof e

room.

The prince can be made to
crouch by pulling back on the
joystick. Depressing the fire but-
ton makes him jump. For best
results run into the jump with
precise timing to clear the fire-
balls and gain extra ground.
Once safely into the treasure
room, you have to clear the
screen of diamonds, crowns,
goblets, jugs, harps, helmets,
lamps, and candelabra to score
points.

When you have collected all
the treasure you can make for
the escape exit at the top left-
hand corner of the screen.

But don't expect to take a
leisurely stroll around the trea-
sure room. There's a fire brea-
thing dragon in there as well,
who is programmed to track you
and fry you with fireballs.

There are seven dragons to
get past in order to master this
game and every time you clear
one treasure room you come up
against a tougher quicker dragon
in the next.

Dragonfire scores highest on
graphics. Those dragons look
pretty mean and their fire brea-
thing movement is impressive.

We tested the game on the
Atari VCS but the game is also
available in Mattell Intellivision
format.

The game is in the shops now
at £24.30 plus VAT for the Atan
version and £27.34 plus VAT for
the Mattel.

THE VERDICT
A tough, addictive game at the
first sitting. A slight gquestion
mark over the game's lasting
appeal. Once you've beaten that
seventh dragon what then?

Action: 444
Graphics: 114l
Addiction: 144
Theme: 44l
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MACHINE MANUFACTURER

6 Donkey Kong Coleco
7 Defender Atari
8 River Raid Activision
| (3 Demon Atk Image BIGGER BURGER PRIZE!
ari

P"”ﬂw for the Atari VCS home video

—-

LOOK
MUM, NO
WIRES!

The trouble with playing video
games on the conventional fami-
ly TV set is that the console has
to sit on the floor beneath the set
in the corner of the room.

To play you either have to sit
on the floor in front of the screen,
pull your chair up in front of it, or
make the wires stretch right
across the room to the sofa.

One attempt to get around this
problem is Wico's extension
cable which simply adds length
to your joystick wire. Although
this enables armchair play, it in-
creases the Spaghetti Junction
of wires.

Now there is a real solution to
the problem in the shape of the
world's first remote control joy-
stick.

The Cynex is the brainchild of
Sandy Goldnar who is also presi-
dent of the American-based firm.

The heart of the new joystick
is the warld's first radio chip
which enables objects to be
moved on screen at up to several
yards distance.

The stick has been on sale in
the US for several months now.

The large video games manu-
facturers have also been quick to
spot the potential of the remote
control stick and Atari have now
signed a deal to get first buying
opfion on any of Cynex's new
products.

Now that the radio chip has
been developed it will be a re-
latively short step to include the
controls inside the games system
itself and this is now the key
project for Cynex.

The remote control joystick is
imported into the UK by Dynavest
of London and will be in the
shops in June at around the £50
mark. For this you get two remote
control joysticks plus the control
box which connects to the Atari
VCS. The system is also compati-
ble with the Vic 20.

Don't miss next month's C&VG
for your chance to win a Cynex.

There are five Burgertime cartridges awaiting the most
imaginative Intellivision owners out there.
Burgertime brings a whole new meaning to the term

“fast food".

Artist Phil Littler has come up with his interpretation of a
super burger which would dwarf any of the varieties to be = =

found in high street outlets.

We want you to come up with a name for this beefiest
and brightest of burgers and write in to tell us what it

should be called.

Please send your .best suggestion into the Biggest
Burger Competition, Computer & Video Games, Durrant
House, Herbal Hill, London, EC1R.

The entry must be with us by July 16th and the five
Burgertime cariridges go to the five names which best
describe this mighty burger. Computer terms may or may
not influence the judges’ decision — but it's final anyway.
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WHERE NO GAMESTER HAS GONE BEFORE

You can enjoy travelling the
space sectors of Phaser Patrol
for yourself and start up your
own Supercharger collection by
entering our Atari quiz below.

The UK importers of the
Supercharger, Electronic Leisure
Products of Limerick, Ireland
have put up three Superchargers
with Phaser Patrol and two other
cassettes of your own choice to
be won in our competition.

All you have to do is tick the
correct answers to the following

questions about the Atari VCS
and some of its games,

Send your answers to Super-
charger Competition, 6 Meadow-
vale Close, Raneen, Limerick, Ire-
land. Please be sure and include
your name and address and a
telephone number so we can let
you know if you've won.

Also state the name of the two
other Supercharger cassettes
you would like to receive,

No employees of EMAP or
Electronics Leisure Products or

- — —

o eat

1) Pacman takes its name from:
a) A famous 19th Century ghost story O
b) The Japanese word Paku meaning:

SUPERCHARGED QUESTIONS

4) What stalks the riverbank in Frogger: |

a) A snake

O c) An ofter

c) The Japanese ball bearing game

b) A lady frog

their relatives is permitted to en-
ter the competition. And the
usual Computer & Video Games
competition rules apply.

The entries must be in by July
12th.

Simply fill in the coupon be-
low, cut it out and send it off to
the address above. Best of luck
and if more than three of you
answer all the guestions correct-
ly your ideas on the Superchar-
ger games question will decide
the prize-winners.

Pachinko O 5) Atari's world HQO is based in:
a) Slough O
2) Demon Attack has the following number of b) California O
attack waves featuring different aliens: c) Tokyo [
a) 26 O
b) 84 O
c) 230 O
What sort of game would you like to see on the
3) Pitfall was designed by: VCS in cassette form (not more than 24 words
a) David Crane T L e e TR Aok o |
b) Ernest Greystokes £
c) Henry Stanley LR R gl i |
o d [ e R g ey e e e ey L e O SRR U I A e T g
T R e e e e U e Sl e e iy i s g S |
..................................... : RTINS et :

If | win the two other cassettes | would like to own are:

I Dragon Stomper (I Fireball CJ Escape from the Mind Master ) Communist Mutants from Space O
Ll{lller Satellites (] Suicide Mission O

— — — — —
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SBD
PUBLICATIONS

w ATARI
£9.50 A

All About Applesoft
All About Pascal EI200  Atari Basic-Leaming by Using  E&.50
All About DOS £1200  Awari Software - The Book B3 E£12.50
Directory of Appleware B2-83 £11.95 Atari Graphics & Arcade DesignE12.50
Apple Connection E119S Atan Sound and Graphics E7.50
Apple Software — The Book 'B3 £1250 Astrology ET95
Apple Il Users Guide E£11.85  Games for the Atari £6.50
Apple Graphics & Haonw to Program Your Atarn £7.95
Ascade Design £12.50 FORTH on the Atan -

Apple Pascal - Hands On £1050  Learning by Using E6.50
Assembly Language EN1.95  Kids & the Atar| £14.95
Assemibly Lines E1295% Your Atari Computer E1095
Bag of Tricks E26.00

Beneath Appie DOS £12.50 VIC

Customn Apple E17.50 Kids & the Vic

Elementary Apple £11.50  The Player's Strategy Guide to
Executive Visicalc £9.95 Atari Vics Home Video Games

Haorw to Wiite an Apple Program £ 11.50 Tricks for Vics

Introuction to Wardstar E£10.95

Kicls & the Appie iiass IBM

LOGO for the Apple 1| E900 How towrite an

Mastering Visicalc E1L.95 IBM-PC Program

ffic r the Apple Vol | £1595 The Power of 123

Micro on the Apple Vol. 2 EI595  for the IBM-PC

Micro on the Appie Vol 3 EI1595 User's Handbook to

Mindstonms E695  the IBMIPC

E1250 IBM Personal Computer

ie Express Vol £1250  Aninroducton to

Nibble Express Val E13.50 Programming and Applications £13.55

Peeking Vol 1 The IBM/PC Guide £E25.00

(1978 fi | Apple] E1D.50 IBM's Personal Computer

Peeking Vol 2 |Que Onj £1250

k) Cau Appie| E£15.00 Your [BM Persanal Compurer

Peeking Vol 3 |Use, Applications, and Basic] E14.95
1980 Call Appie] £20.00

Peeking Vol. 4

(1981 Call Appie| £20.00
Power of Visicalc Viol. /2 £10.95 MISCELLAN EOUS
f E10.95 Warlock of Firetop Mountam E1.25
tof Multiplan £1095 Citadel of Chaos E1.25
f Supercalc E10.95 af Doom E1.25%
Real Estate E10.95 ary of Computers E295
ary of Microprocessors  £E2.25

Power of Vis
Survival Kit for !
Apple Computer Games E9.95 Dictionary of

Turtle Geometry E1250 Telecommuric ations E2.50

wWhart's Where .'n'."-r Apple £15.95 Dungeocns & Dragons E1.50

Guide o What's Where Elementary Commaodone &4 £E11.50

n the Apple £650  Elementary Timex/Sinclair £11.50
An addendurm to the old Pac Man £095
wversion of “What's Where Soul of New Machine

What If - A guide to Hardback L850

Computer Modeling E1395 Video Book £E4.95

To SBD Sofrware, FREEPOST, OSIERS ROAD, LONDON 5W18 1BR.
Telephone 01-870 9275 (24 hours), 01-870 9386
Please send me the following items

~ Total

75p for Postage & Packing

Grand Total

_. | enclose cheque/postal order made payable [o

SBD Software for &
[] Please debit my Access/Barclaycard/Amex |delete as app.| Number

CITTTITT LT TTITTITIT ) ewoae
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For the 16K or 48K

ORIC-1

So fast, it'll

FEATURES
® Written entirely
in MACHINE CODE
@ Over 50 skill levels
@ Random scoring spiders
® One or Two Player Option
® Hall of Fame @ Full colour and sound

Blast the fast moving centipede, as it snakes down towards
you, in the depths of the green forest. Score points by

shooting-up mushrooms and the deadly spiders. But beware

of the hungry PACPERSON, which will gobble anything in

es, until it is only a screaming blur of colour and sound.
o1 T Send cheque or P.O. for £5
; stating computer type and

FREEPOST, SWANSEA, SA3 4ZZ

ALLRIAN oo s

1000a, Uxbridge Rd, Hayes, Middx

A\

ATARI

Pilot cass 15.50 disk 18.95 |
16k - real time - you are in the cockpit of a |
light aircraft - now land it!

Beta Fighter  cass15.50 disk 18.95 |

16k - thwart the aliens - fought against a '

3D Martian landscape - for 1 or 2 players. |

Strip Poker disc 27.50
40k - ultra hi-res graphics-too realistic to
illustrate! What mother never told you
about video games!!!]

Drawpic |1 cass 24.50  disk 27.95
16k - utility - access ATARI graphics with ease
-a must for any programmer.

‘ Now upgraded - a powerful tool indeed!

ALL PRICES INCLUDE VAT,
P& P FREF
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THE RUSSIAN
GRANDMASTER

The most celebrated participant in the
computer chess field is undoubtedly the
Russian grandmaster Mikhail Botvinnik.

Botvinnik was world champion from
1948 to 1963 with two one-yvear breaks,
when he lost the championship first to
Smyslov and then to Tal, only to win
back the title in a return match a year
later each time,

Botvinnik was born in 1911 in the
Ukraine and until his retirement a few
years ago was a noted electrical en-
gineer as well as a chess grandmaster.
He attained the status of Soviet master
as long ago as 1927 and first won the
championship of the Soviet Union in
1931. He became well-known in the
West with his joint first place at the
Nottingham tournament in 1936,

Baotvinnil's career provides a bridge
between the almost mythical days of
Capablanca and Alekhine, 50 years ago
and the computerised chess of today.

THE PIONEER

»Since his retirement from active play
10 years ago, Botvinnik has concen-
trated increasingly on the latter, prepar-
ing his program which is known as
Fioneer. However, his interest goes
back much further to a time when he
was still a leading active player. As far
back as 1968, Botvinnik gave a lecture in
the Russian town of Vladimir in which
he described a chess master in terms
which have a strong computing flavour.
“A master in his play has two functions.
First of all he functions as a calculating
and solving mechanism because he has
to consider the possible moves and
analyse variations . . . A second function
is also very important — one's ability to
program oneself, to perfect one's indi-
vidual program... to modify it in a
constant research for improvement and
perfection. One can consider a player
who gives due attention to this aspect as
guiding himself by a definite program
or algorithm."”

Botvinnik saw the development of an
“artificial intellect” — an electronic
machine capable of playing chess — as
a major problem. If it could be
achieved, he said: "] foresee an unpre-
cedented period of popularity for the
game. When an electronic machine has
started playing chess and played it suc-
cessfully this will be such a momentous
event that every schoolboy will want to

know about it. In world history, it will
perhaps fall not far short in importance
of the discovery of fire.”

Botvinnik's book, Computers, Chess
and Long-range Planning, also
appeared in 1968. It is a very complex
mathematical representation of chess
introducing a number of ideas such as a
“generalised exchange” between differ-
ent kinds of advantage (such as material
and space), the attacking path of a
piece, the intangible value of an attack,
and the position estimate of a chess
position (which indicates when a posi-
tional sacrifice may be advantageous).

Although the original Russian title of
this work meant literally “An Algorithm
for Chess”, the text is far more of a
blueprint for a lifetime's study than an
algorithm.

CAPTURED SKILL

In April two years ago Botvinnik
came to London to speak at the
Advances in Computer Chess confer-
ence at Imperial College. (The next
conference is scheduled for April 1984).
In his lecture, Botvinnik stressed the
need for a program to examine only a
small number of positions at each turn
(preferably only one) and to restrict the
analysis for each move to approximate-
ly 50-60 well chosen positions in all, if
master play were ever to be achieved.
Thus the emphasis should be on select-
ing the positions to examine and eva-
luating them properly — exactly the
opposite approach to BELLE. Many ex-
perts believe that if Botvinnik's method
of representing the master's positional
and evaluative skill could be captured
in a program, this would be a major step
forward for computer chess.

Sadly, after many years of develop-
ment, Botvinnik's Pioneer has still not
appeared except in experimental form,
and it must be doubtful now that it ever
will. Perhaps grandmaster chess is too
complex a problem for the current state
of the chess programmers’ art — cer-
tainly much more tangible success has
been achieved by programs like BELLE
which search huge trees of variations

but understand almost nothing about
them:.
As an example of what Pioneer can
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achieve with a complex position, Figure
1 shows a famous position which Botvin-
nik (white) reached against Capablanca
at the Rotterdam tournament of 1938,

White to move can now choose be-
tween two strong-looking options 1.N-
R5ch and 1.B-R3. Botvinnik's analysis at
the time looked at 28 positions in total,
with an average branching factor (num-
ber of moves considered in each posi-
tion) of 1.13. Pioneer's analysis of the
position looks at 40 positions with a
branching factor of 1.05 and find the
variation:

1. B-R3, QxB: (If 1. ..
is strong)

2. N-RSch, PxN; 3. Q-Nb6ch, K-RIl;
4. QxNch, K-N1;

5. P-K7, Q-Bich; 6. K-B2, Q-QTch; 7. K-
N3, Q-Kéch; 8. K-R4, and now

White wins in all variations, e.g.
8...Q-K8ch; 9. KxP, Q-K7ch; 10. K-R4,
Q-KBch; 11. K-R3, Q-KE6ch: 12. P-N3.

It is easy to believe that BELLE would
also have found this variation, but it
might have needed to examine tens of
thousands of positions to do so! If you
want to know more about Botvinnik's
method, his 1981 conference paper is
published in Advances in Computer
Chess 3, edited by M R B Clarke (Perga-
mon Press, 1982) — but beware, it is far
from 7y easy reading!

TE-W

. Q-K1; 2. Q-B7ch




s===%.. MAL FUNCTION

w = T HITCH

SCREAMING
FOUL uP

O HEY HITCH!

" J 1
“J ...ﬂ JUR PROGRANMERS

i JUE my O
1r G i i 4

= &
73 M{é* SUBAHRRIN

cﬁﬂrnrbﬁf.

5
DECISION | Le
PMAKE
-

Co) ©

H GRERT tDER!

BE RIGHT WirkH YouJ %1
wwE~N (vE MENDED

: . < 9y, THIS BINBRY SNAKE! P
YT r've HERRD KB 75777, FEELING REMLY
N rwis 1s A REALY 2 ) avie TODRY!

SoPHISTICRTED

CMON LETS GET /w0
THE GRME BEFORE NE
\ S/RES WIS FIRST

: TORPEDD

WHART THE -
CHh!IC('?

HEE ! wee!
THIS ¢o FOXK NiM.
- SUNK 3y NIS

GROAN! .-r
rHRT USER

FRIENDLY RAML
e ¥

[

HE MUST HAVE
SNEAIKED INTO /5~
rHE SUB. .- TN LS
m GLvG) e

L T A TR % < o ;r’g so

- e P — . . 29 p

COR ! my sugs |7 \1‘“ : KQ SOPHISTICATED
wt] FIRING i 4 " +T PLAYS Jar
RN, 7~ DELENDANTLY)); A I TSELF!

N
. 3 "ﬁ‘:‘-’.-. -~ I i 5 »
NN e T R s ol et i P il A




A

programs for the BBC.

| Announcing more exciting \

\cornsoft is the software division of Acorn
Computers, the company that designed and built the
BBC Microcomputer. Here are four more exciting
programs, all designed to get the most from your BBC
Micro.

Starship Command (£9.95) isa demanding
high-resolution graphics game in which you
command a starship against attacking alien ships.
You control the forward drive and rotational thrust of
your ship, which is equipped with shields. long and
short-range scanners and a sector display of the stars
and alien .-illip:-'-.

Countdown to Doom (£9.95) is a race against
time as you strive to repair your damaged space ship
in the corrosive atmosphere on the planet
Doomawangara (Doom). Beat the clock or resign
yourself to a life in the wilderness of Doom.

Business Games (£9.95) is a cassette containing
= : =
two games designed for economics, business or

general studies teaching.

In Stokmark, up to eight players compete in
buying and selling shares aided by a screen display of
relevant market information.

In Telemark, players compete to dominate in
the manufacture and sale of televisions. The winner
is the one who makes the largest profit or controls
over half the total market.

Jars (£11.90) is an educational cassette suitable
for 7-13 year olds. The objective of the program is to
present, what are usually thought of as ]Illl‘t'l_‘.
numerical pmillt'm:-i. in a visual way. Jars of liquid are
used to visualize volume estimation and fraction
|1r{1hll'l'|'|.-', Success, partial success or failure is noted
by a scoring system and suitable comments.

Countdown
toDoom

Starship
Command

LU ¥ 3 Micr

Business Games

forthe BEC Microcomputer Models Aand B

How to get Acornsoft programs.

If you're a credit card holder and would like to
buy cassettes of the programs shown in this advertise-
ment, or if you would like to know the address of
your nearesi .-:I.m'i-;iz-;t._junl phum- O1-200 0200,

Alternatively, you can ||11} the cassettes directly
h}' sending off the order form below to:
Acornsoft, ¢/o Vector Marketing, Denington Estate,
Wellingborough, Northants NN8 2RL.

Also use this form if you would like to receive
the current free Acornsoft catalogue.

Please allow 28 llei_'-r:'- for delivery.

@ Credit Card Holders. Telephone 01-200 0200.

To: Acornsoft. ¢/o Vector '\'I;lrkn-lin;:. I 1t'l1iTI,r:IIH| Estate,
Wellingborough, Northants NN8 2ZRL.
Please send me the following:—

TOTAL s avnly

PPROGRAM PRICE QUANTITY
‘*1,|.r-|'|||-l ommand 995 SB;22
Countdown to Doom  £%495 SHGI0
Business Games K095 SREO3
Jars L1190 SBELS
TOFTAL
I enclose PO/cheque payable to Acornsoft Lid.
Or cha rEe my credit card.
Card Number
': \l“l'\'l'il‘l'r"--' \ =l 'l\l"'l"' Clll:llll
Please send me the Acornsoft brochure
Name
Address
Posteode
Signature CVG 7

resd Moo 1524763, VAT Mo, 215 8123 85

ACORNSEFT |
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U.S. STARS!

ARCADE HEROES

Mo tips or UK record breakers
this month but they'll be back
next issue with Donkey Kong
Junior and Mr Do planned for
coverage in the near future. i

Instead we're breaking away
to please readers like Mark
Lawrence from Dundee and
Trevor Billstead from Witham,
who both wrote wondering how
our charts compare with the
greatest video games playing na-
tion around — America.

So we're printing the charts as
taken from a U.S. magazine
Video Games so you can com-
pare them with the top scores in
your own arcades. Don’t be sur-
prised by the size of some of
them; record-breaking feats are
encouraged in the US. and
arcade owners are often per-
suaded to stay open so that a
local champ can make his bid for
national fame on a favourite
machine

| don't like 1o ask about the
problems involving going to the
lavatory but can only assume
that the Missile Command and
Robotron scorers mentioned
below must have cast-iron blad-

ﬂé""‘

Fs

ders or wvery
arcade owners.

Another way around the blad-
der problem is to beat the game
on a rota basis, as did five lads at
Stevenage Bowling Centre.
Simon Revill, Gary Murphy, Paul
Carter, Alan Stagg and Mark
Taylor recently battled their way

understanding

wr

e
{%

to 4,330,640 on Missile Command
before the machine was turned
off.

Mot guite in the U.S. class but
we'd like to hear of any similar
attempts. Please write to:
Arcade Action, Computer &
Video Games, Durrant House, 8
Herbal Hill, London EC1R 5JB.

Berzerk
119,340 Joel West
Kirksville, Mo.
Centipede
15,207,353 Darren Olson
Calgary, Alberta, Can.
Dig-Dug
3,462,760 Brian Doyle
Santee, Calif.

Donkey Kong Jr.
949,200 Matthew Brass
Ottumwa, la.
Frenzy
4,737,820 Rik Kelly
Kenosha, Wisc.
Galaga (level D)
12,753,570 Mike Lynn
Durham, N.C.
Gorf (six men)
704,590 John Chandler
Hobbs, N.M.
Gravitar

4,722,200 Raymond Mueller
Boulder, Col.

AMERICAN HEROES

Joust (level 5, 20,000 bonus,
new chip)
1,553,600 Joe Malasarte
Ottumwa, la.
Kangaroo
754,400 Sam Middleton
Panama City, Fla.
Millipede
785,827 Eric Ginner
Mountain View, Calif.
Missile Command
64,696,720 Jeff Stueve
Dayton, Oh.

Moon Patrol
977,480 Eric Ginner
Mountain View, Calif.
Ms. Pac-Man
286,410 Mike Lepkosky
Houston, Tex.
Pengo (4 men)
369,450 Mark Robichek

Durban, South Africa

0" bert
3,007,035 Richard Wilson
Woodbridge, Va.

Rally X
238,910 Joel West
Shelby, N.C.
Robotron
202,457,650 Mike Zack
West Bloomfield, Mich.
Stargate
70,283,000 Oscar Iglesias
Concord, Calif.
Super Cobra
198,470 Matt Brass
Helena, Mont.

. Tempest
4,706,540 David Plumer
Regina, Saska., Can.
Tron
4,036,171 Rick Maldanado
Westland, Mich.
Zaxxon
2,138,650 Eric Burch
N. Palm Beach, Fla.
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A JUNGLE

. REVENGE

A »m 3D

B Donkey Kong in three dimensions
- is the fascinating idea behind Tip

Top.

The game features a mis-
chievous gorilla with a nasty line
inpracticaljokes andadetermined
explorer out for revenge.

The explorer begins Tip Top
asleep in his tent when the goril-
la creeps up and sets fire to his
toe. Enraged, our stubborn hero,
pursues the creature through
four screens of jungle terrain,
over lakes and rivers, up hills and
over bridges.

Screen one sees the gorilla
stomping about on top of a cliff,
while at the bottom the explorer
begins his climb up to enact his
revenge. Like Donkey Kong's
Mario, he has the power to jump
or climb but his climbs are far
slower, scrambling over the next
parapet.

Small monkeys frolic around
the screen — seemingly harm-
|less — and the gorilla gently rolls
coconuts down the slope in time-
honoured fashion.

Across a bridge above a
waterfull, down a slippery slope
and jumping over a ravine, the
hunter is now close to his rival.
But watch those monkeys.

If four or more grab hold of the
explorer they lift him up and hoist
him over the nearest cliff. If,
instead, he finds the gorilla’s
hideout onto the next screen,

This features snakes and nar-
row strips of land by a lake
While screen three takes place
in a blue plain filled with small
holes and rampaging rhinos. The
holes are haunted by a cuddly
(but none-the-less deadly) critter
who may grab you as you dive in
to escape the rhino charges.

The final screen offers up a
large river full of logs, crocs and
hippos a vastly superior Frogger
with the hippos also travelling
across the river as well as up
and down it.

On this screen the gorilla fin-
ally gets his come-uppance as a
handy fire brand is set beneath
him.




ACTION

Our appeal for top pinball scores
brought a prompt reply from
Keith Hatton of Liverpool. He sent
us a detailed rundown of his top
scores on all the electronic
machines manufactured since
1976/77! They are all there —
Bally, Williams, Gottlieb, Stern
and Zaccaria — an amazing list
of over 40 machines played at
various locations around the
country.

There are too many top scores
to list here, but Keith reckons his
best scores include 7,241,510 on
Bally’s Fathom, 5,352,050 on
Medusa, also from Bally. Keith
racked up 7,421,770 on Gottlieb's
Spirit, 2,536,200 on Stern’s Sea-
witch, 7,104,690 on a Williams
Jungle Lord and 20,421,210 on
Zaccaria's Pinball Champ 82 at a
Liverpool arcade.

Keep the top scores coming in
please. .

Meanwhile on the new pin-
balls front Bally are bringing out
a baseball theme game called
Grand Slam. This can be played
by a combination of two or four
players — but other information
from the pinball giant about this
new release is thin on the
ground.

On the American scene Zac-

caria have introduced Pinball
Champ, a game which follows
the trend for personal hi-fi by
including a headphone plug
which allows players to listen to
comments from the machine!
Pinball Champ has an elevated
main ball runway which allows
an enlarged playfield within a
standard size cabinet.

The machine also includes a
spinning target alley where high-

speed shots collect high score

values.
Remember keep those high
scores coming inl

BEHIND ENEMY LINES

Behind enemy lines and armed
only with a gun and a few gre-
nades, your mission is to force
the opposing generals to surren-
der from their fort HQ.

You are, of course, single-
handed and will have to take on
whaole platoons of enemy snipers
and several crack panzer divi-
sions . . . It's enough to make
John Wayne think twice!

You start off on foot firing at
the enemy. You can hide behind
bushes as you battle your way up
the screen.

The opposition are also armed
with guns and grenades, they
make good use of bushes for
cover and they greatly outnum-
ber you,

Landmines are deadly and
have to be avoided in your rush
up to the panzer ranks.

Now your gun is useless and
you have to lob grenades at the
tanks and avoid their fire.

To put yourself on equal terms
you can make use of the odd
blue tank which the opposition
generals have carelessly left
lying around the battlefield
Tanks come in two varieties:
small and speedy or large and
well-armoured.

The larger tanks also offer
greater artillery fire but you have
to beware of grenades thrown
from fox-holes or the other tanks.
Two hits will disable your tank
but you can jump clear before
the final explosion and look for
your next tank.

When the fort is in sight, you
know your mission is nearly over.
Leaving the tank you can storm
the enemy HQ and try to lob a
grenade over the walls and into
the general’s conference centre.

If this is achieved, a wounded
general appears on the battle-
ments waving a white flag to
acknowledge your victory.

Front Line has been out for a
while already but has met with a

|

Ll

cool reception from arcade
players because it is initially
difficult to get past the snipers

This is a pity because the
action really takes off when you
climb inte your tank, worth
persevering with if you do get the
chance

AWAKEN
RUDELY!

BUCK ROGERS

Buck Rogers, frozen in space for
half a millennium, wakes up to
find himself ranged against the
forces from the Planet of Zoom

You can chronicle his adven-
tures as he tries to battle through
to take on the enemy source ship
in the first of a possible series of
video games, Buck Rogers and
Planet of Zoom.

It's space warfare as seen
from behind the twin jets of
Buck's ship with you at the
controls,

The battle begins in a heavily
armed channel of an artificial
planet, reminiscent of the Death
Star in the Star Wars saga
Enemy ships hurtle towards you
and the Buck Rogers in you, rises
to the challenge as your ship
twists away from Zoom's alien
ships, firing and dodging

A two-level speed control, a
pilot's joystick and a fire button
are at your fingertips as the
scenes change to deep space,
the formidable smasher tunnels
and the spires of Cosmic City.

The enemy ships come in all
shapes and sizes.

Anyone who has enjoyed the
TV series will be interested to
see just how it converts to the
video screen!
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third and fourth levels fruits appear.
send them plummeting to the jungle

Junior manages lo rescue his dad.

leap on to a vine.

Control keys are: “'5"=left,
o7 =yp, "V or “N"=jump.

Surprising how heroes suddenly become villains in the arcade
world. Take Mario for example. There he was in Donkey Kong
playing the gallant knight in a boiler suit racing to save the fair
maiden from the clutches of our favourite giant gorilla.

But here in the sequel to thal memarable battle of wits Mario
has become the villain. He has caged poor old K
to let him go. So litlle Kong Junior sets out to

ong and refuses
rescue his dad.

Donkey Kong Junior has to climb vines to reach the cage and
rescue his illustrious father. But there
tures called Snappers which dash around attempting to knock
little Kong off. Kong can jump over the Snappers as long as he
is facing them. Then there is the masty bird which will also
attempt to prevent Kong completing his mission. On the second,

are nasty jungle crea-

Kong can leap at these and
floor — if they hit a bird or

a Snapper then 100 points will be added to your score.
The number of Snappers increases gach time Donkey Kong

To climb a vine you must

position Kong Junior right beneath it, and move it. You cannot

“g"=right, *'6'=down,

HS-high score
S-score

LIVES—Ilives left
H—direction of man

Asﬂ_Snappershape

c-if 1, fruit hit bird or snapper
BIRD 1, BIRD Z — bird positions

COUNT—Screen number

X$—shape under bird i
CHECK—if 8, man falls off vine

A, B—Snapper positions
D—direction of Snapper

234JBJ1J 1;1
=1
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@ DATA

128, 128, 0

15, 44,24 ,2

36.96,112,0
éo

i28, 192?

1
bae 2*§12’5’

LS
i@i1@ LOoAD "

&5=0:

s@ DATA @,9,0,
@,248,244 ,244 ., 242,

1.8,.2,

B4 a2, 128,192,6
b9,48,2,@

i1 BATA 6,aggé115,54,2¢a,a,o,a

1328 TNK ©: PAPER 7: BORDER s: C

1 =
2 LET C=0: LEY
=

a6 , 240 ,240,96,24
is=2,12,6,14,1,

3
bATR’ 265,254,252 ,852,252.24
a. 248,248,255, 187,63,68,63,31,31

1
5@ DATA ©,1.,3
535948

4,122,240, 165,266
is8, 165,485

5'3.4,16,31,55,39,0
65 253:176,144,589,2 A
4,56,0,144,160,

123,

S 144
{92,986,

LY

DATA 2,2;141,2 4,22 53,287
s,15,24,48 48’ 162,263,243, 240,

4,1,3,6,7,128,64
e'2ba.8,16,48,12

xg=" “: LET BI
LET LIVES=3: LET

: LET
: POKE onpsS8,8: LET SNAPPERS
LET COUNT =1

EM DONKEY KONE_.R.

; 1 REM . 1983 ROBERT TURNER
1@ FOR a=14%07$ 164

oOR xX=
$ £ READ béx$nuz USR CHR$ a+x.,b
§ MEXT %: N a

LAYTh ©,9.9,8,15,15,8 15,91
% 47?27,111,26,45'96,1i2,iaé,a4,aé
H *o'e, 128,128,189




LET CHECK =@ LET X=16: LET
Irs LSy . DIn B1S: . Dirt At
— M p(5): IF SHNRPPERS>S THEN
.: NAFPPERS=5
oR U=1l TDO S LET AlW) =(S*
ET B[u3=1u§51+5
F Ws/2=INT iWs2) THEN LET R
"L LET (W) =-2
F Ws2<>INT tWs2) THEN LET
wyn: LET D) =2
EXT U
ET ﬂi53=14: LET B(S) =6: FOD
TO LIVES: INVERSE _1: PRINT
Q,U*E;“H“;HT El,HiE;“EC": H

PRINT AT 20 2@; “SCORE: ";5; A
9; " RE: ":HS: INVERSE
MY AT X,Y;“A“AT x+1,Y; "BC

FOR W=1 TO sNAPPERS: PRINT
W LBIW INK 1;RA$(W): NEXT

IF INKEYS:"B" THEN GO suB 4
LET H=1
IF IHKEY $="5" THEN GO SUB 4
LET H=@
IF INKEY $="7" THEN GO SUB 4

IF INKEY $="6" THEN GO SUB
iF INKEY S="N" OR INKEY $i="U"

TO 4180
¥ . aTTR (x,u-1)=58 THEN GO
INK' e;" . 4 TO S000
i -yl see@ FOR _W=1 TO SNAPPERS: PRINT
S AT &7 AT AW ,BIW ;" " LET B (W) =B(U)+
NS s O & B} ¢4 THEN LET B =AI(
Oy 35: LET D) =2: LET A% ="I"
Siee IF B(W) >29 THEN LET AW =A (
0y +S: LET DU =-2: LET AS(Y) ="J"
3110 IF _A(W) >1%8 THEN LET AW =4
3%3? PRINT AT AW BN INK 1; R
giaa TF ATTR (X,Y) <2184 THEN IF
BTTR (x+1,Y) =57 OR ATTR (X+1,Y+1
Y157 THEN GO _TO 7022
514@ BEEP .05, -40; NEXT W
316@ PRINT AT 20,26; INVERSE 1;5
" IF ATIR (X y3 =184’ THEN LET CHE
CK=CHECK +1
318686 IF ATTIR (X,Y) ¢>184 THEN LET

CHECK =@

2570 IF CHECK=8 THEN GO SUB 41030
=4 ET CHECK=2

5160 IF CHECK=0 AND sIRD2=3 THEN
Go TO seee
~39@ IF BIRD2=3 THEN L ET BIRD1=2
2 4S% (INT (RND#¥4)))

2200 PRINT AT BIRD1,BIRD2; " ": I
220 e ="0" THEN PRINT AT BIRD1,BIR

InK @ . " .
g 4;uﬂb"

2Y

i@e@ PRINT INK @;° w;  INK : P

T fur ik sy e D2 INK 4

Rt I B INK"?ng?'IﬂK Bahe LET BIRDZ=BIRDZLL; LET Xg="

f s e Satwt TR ) | I T ?h {BIRDA,BIRD2) =60 THE
; : : i N LET X$=0"

aga26 IF ATTR IEIRDl,BIRDEI=1E‘ T

)
HEN o °PRINT AT BIRD1 BIRDE INK 1|
: .T3IF BIRDR2<¢330@ THEN cb To 30|,




HARDWARE

Atari 400 with 16K RAM (AF36P) £149.99
Atari 400 with 48K RAM (AF375) £249 00*
Atari 800 with 48K RAM (AF02C) £299 99
All above with BASIC and handbooks

Atari Cassette Recorder

JoHan

ATARI

Attack At Ep-Cyg-4

‘Baja Buggies
Candy Factory
Claim Jumper
Defendear

-1E-16K-KF54J £34 85
-1C-16K-KB74R £22 95
-1D-32K-KFS53H £21.95
-1E-116K-KBETX £34 95

SELECTED SOFTWARE

COMMODORE 64

Temple Of Apshai (Part 1) -1D-B
Upper Reaches (Part 2) -1D-BC
Curse Of Ra (Part 3) 1D-B
Sword Of Fargoal 1D-BCED

Atari Disk Drive

48K RAM for Atari 400
48K Upgrade for 400

Commodore 64

16K RAM for VIC20

(AF28F) £5000 |
(AFOBG) £29695 R | Forth
{AF44X) £99.95 e
(AF45Y) £99.95 g
(AFS6L) £33900% | :
(AFS3H) £5995 R

“Hellfire Warnor
K-rary Shootout

Commodore Cassette (AF4BC) £44 95 M Shuttle
Commodore Disk Drive (AFS0E) £299 99 Pac-Man
Dragon 32 (AFSTM)C175.00 Paint

Dragon Joystick
Cassette Cable f

Picnic Paranoia

(BCS £
(BC3IOH)£14 *Pyepoie

or Dragon (BC31J) £2.95

Epson Printer MXBOF/T (AF40T) £447.35 EC-:I;:._ Speach Synth
MENTA (XG28F) £115.00 ‘Shamus

Floppy Disk

5 C12 Data Cassettes

Joystick Control
Joysticks (Pair)
Le Stick

Full details all above in MAPLIN catalogue

* Delivery next

(YXB7L) £2.50 Softporn Adventure

(AFB1R) £199 Starcross

ler (AC53H) £7 .50 _Synassembler
(AC3TS) £1395 R ‘4axxen
(ACasY) £2495 Ry S°T0

ik ]

day by Datapost

JD Supergraphics -
Plus over 280 other titles for Atari.

1E-16K-KF10L £20.95 Crush, Crumble & Chy 1D-BC
-1D-24K-¥ 129G £62 95 Jump Man 1
-1C-16K-KBBBY £2295 DRAGON
-1E-16K-KF1IM £2995  Barsark

-1E-16K-KB44X £34 95
1C-32K-KF02C £37 45 Dragon Trek
1E-BK-BOG3T £34 95 Galax Atax

-1C-1EK-KF22Y £27 50 Quest
-1E-8K-BOT 1IN £2995 Wizard War :
-1D-48K-KB22Y £20 95 Plus 30 other litles for Dragon
1E-16K-KF13P £34.95
“1C-1GR-KBOTE X1 35 ?ﬁfﬁzgzgraﬁm.
1E-16K-KF16S £29.85 R
10-32K-KB15R £47.19 :
-1E-16K-KBB0X £34 95
-1D-40K-BO338 £20 64
1D-32K-KB375 £2995
-1D-48K-KBB3E £38.95
1C-16K-KF20W £31.50  VIC20
10-32K-B094C £2995  Crush, Crumble & Chomp (+ 16K
-1D-32K-BQYS0 £29.95 1C-KK10L £20 75
-1D-32K-KB31J £29.95 Datestones Of Ryn { +16K) -1C-KK13P £1
1C-40K-B028G £31.85 Invasion Crion |+16K) 1C-KK
¥ Monster Maze 1E-KK1 =
Plattermania -1E-KK140) £2

Black Sanctum

BCA2A E6 85
BCS3IB £4 95

SD‘?::lhE.'IS'v (48K

The new hand-held
that ehminales the

You can learn the Microwriting technigue - — A

in less than an houwl

perfectly typed laxt

Cor

wiriter, prnte;
(AFE3T) £1,205 +

Available ONLY by
WESTCLIFF shop

* Delivery next day by Datapost

Microwriter (AFE2S) £485 + £72.75 VAT & . ]
> kete Word Processor Package !

£180.75 VAT "

W \\-\\\-:.{.\_ .

Princess & Frog -1E-KK165 £29 85
Rescue At Rigel (+16K) KKO8) £2075

word proce
need for a typis!

r and produce
the same day

rand lead)

mail order or from P L

AN

It your order contains over £120 worth of ;
computer hardware apply now for interest  fs
free credit by telephoning: Mail-order i
{0702) 552911, London Shop: 01-248 0826 S
Birmingham Shop: 021-356 7292 Southend \\“
shop: 0702 554000 or write to P.O. Box 3 R
Rayleigh, Essex S56 BLR

You pay 10% down, then 10% per month
for a further ning months (to nearest
peanny)

Credit quotations on request. This offer
subject 1o appro which can take up
to 48 hours (APR = 0B}

Ricochet | +BK} 180
Sword Of Fargoal [+ 18K 1C-KKOoK
Tank Arcade 1C-KH1BL £1

Plus B0 other titles for VIC20

*Disk versions also avalabie though price
and memary size may b f

Send sae now for our new software lealle
with details of all programs added since
Maplin calalogue.

Order As XH52G Issue 4,

R

A superb new home computer D
with one of the most powerful

colour video processors

available. An incredible 32

sprites simultanecusly

and 16K of RAM

dedicated to graphics

alone. Powerful 2804

(A 5MHz) main processor, Throe

lone generators and noise

generator all with envelope control like a

mini-synthesiser. Complete with BASIC and superb handbo
for beginners. All this for just £189.95 (AFB4U)

e

Mapsoft full colour

Price £1 incl. post. Maplin

catalogue contains
of all hardware and

software. On sale now in all

branches of W. H. 5
£1.25 or £1.50 incl
PO Box 3, Rayleigh

T
N
R
catalogue \:a\
full details L
lots of \
[
mith, price \

post from
, Essex

TS

Maplin Electronic Supplies Lid., Mail Order: P.O. Box 3, Rayleigh, Essex
SS6 BLA. Tel. Southend (0702) 552911 (Sales).

Demonstrations at our shops NOW,

159-161 King St., Hammersmith, W6. Tel. 01-T48 0926, 284, London
Road, Westcliff-on-Sea, Essex. Tel. (D702) 554000. Lynton Square, Perry
Barr, Bimingham. Tel. (021) 356 7292

All goods delivered in UK mainland carriage paid, but add 50p if total
order less than £5 except calalogues. Orders including items marked
delivery next day by Datapost.

Subject to avallability. All prices include VAT unless shown. Prices
correct at time of going 1o press.
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AT X+1.,Y
4BBD IF
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BY NIGEL PERCY

RUNS ON A SHARP MZ-80K IN 3K

USR calls and specialised Peeks and
Pokes
UOSR (68) __ Starts a sound after
a value other than zero has been
poked into locations 4514 or 4513

SR (71) — Stops the sound
BSE EBZ) — Emits a short beep
USR (3494) — Stops some of the

n noise when laser is fired
SP%?E 10167,1 — Switches 9ff the
peek protect on Sharp Basic to allow
Peek (17828)

PEEK (17828) — Returns the ASC
value of the current key being
pressed (for continuous movement

of laser) :

List of main variables -

TL — Time limit of game in seconds

Y — Random position of blocks

P — Target poke code

T — Position of target

X — Position of laser gun

P1 — Movement key input

Ti$ — Internal timer

F — Position of laser bullet

H — High score _

F§ — Mgssage which is flashed on
screen

36 COMPUTER & VIDEO GAMES

If you like taking pot shots at those
bobbing ducks and targets you find in
fairground shooting galleries you'll enjoy
this game. The object is to shoot down as
many targets within one minute as you
can. Each target is worth 100 points —
and if you shoot down all nine you’ll be
rewarded with a 500 point bonus and
another crack at the game. However, each
time you win an extra go the time limit
gets shorter. The targets are represented
by the numbers 1-9. They appear at
random among a “battlefield” of blocks. If
you hit a block with a blast from your
laser gun instead of a target number you
will lose 10 points — and valuable time.
Once one target is hit another appears to
take its place until you have destroyed all
nine. Your score and the high score are
displayed throughout the game.
You'll be hooked from the moment you

start blasting away — those targets have
an annoying habit of avoiding you!



PRINT”E”
FDRI=532&BTD

33327
FOKET <08 FOKE 1 +R20, 208
* NEXT
FOR =333

\EETUE4]6557EP40
PDLEI.:DE:PDPE!*S?.ZUB
NE X T

FDRI=ITD!IU

?aINTc?Eﬂ:RNDIIJ+SS
IF'F'EEP\':’\"II FOTHEN!E
F'DFE?’.&?:NEHT
FP=33
T=INI(?E
IFPEEK (T
24 F'I’_IJET.F"
< 1*54169:F-"E}PEI.31

24 GGSUE:?:IIS=“OOUDOH”
27 FRINT g SCORE,
28 GETRS: F1 =FPEEk ¢ 1782g) z
2% EFUQL{TI!
IFP]:&ETHENH=_ 3
31 i'}'F1=E|EITHE_NH r

288)

OlﬁwﬂclJiSIEEEJ
PR+ ,‘l.':THENEZ’

*G0Tozg
:E-':.':".‘ 5; Tag (23); "HIGH SCORE "tH:RE TURN
IFF'I=!_'I-THEN5?

=1 HDTDF“
52 IFF'l-:?bTHEN-'lE
33 50Toz?
34 FPOKEX, o

"
33 IF FEEK ¢ ¥ M) ¢ .-'_:-THFNF'UFEJ(. 3l
35 r=x+H;meex.31
37 IF INT (38R =1THENZS
I8 GE.'TEIF_’E
27 ONINT T4%RND ¢ 1)+1 JGD‘TU#U. 41, 42,43
40 M=) :GDTDQ‘Q
41 H=!;GGTU44

BOTOz7

=
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, those that don’t

The do's and don'ts of the new CGL M5 home
computer reveal why it is such a remarkable family
computer. Unrivalled in its range.

or those family members that do revel in creatin

their own personal computer proﬁrammes the M5 wil
test all their abilities. And teach them many more.

‘Alternatively for those that don’t want to become
?o involved in programming the M5 couldn't be more
J ! un,
iy W How can one computer be all things to all users —
from a sixty year old to a six year old?

Simply because the CGL M5 has been developed in Japan
as a sophisticated ‘add-on' computer system. With the back up of
| a unique software system.

As your computer abilities grow so the CGL M5 will expand to
meet them. One of the first things you'll discover about the M5 is
its amazing colour and graphic reproduction, whether
iy it's bringing life to your own animation or pre- programmed
I 85 . cassettes and cartridges.

: - . The graphic modes capability of the M5 is just one of the
: ; A features that sets this computer in a class of its own.
It also incorporates a mini-synthesiser. Slot in the Basic
G cartridge and you can compose to your ears’' delight.
e " The addition of a Basic F r:artrid%e lets you do more
. : complicated scientific, technical and arithmetical
A e . - applications. There's also the FALC cartridge which gives
SC -1 L L Bk - you an easy to use data management and family
s [n ST accuuntinﬁ packaghei.
And the CGL M5 is still growing. With an ever
expanding library of
— cassettes and cartridges.
Do yourself and your family a
service — don't buy a home
computer until you've found out

\ =,
\ b

more about the remarkable CGL M5, HOME

and those that mig.

e —————Co——

For full details and a technical specification of the new CGL M5

i send us this completed coupon. Apart from the full-colour brochure |
we'll also rush you the address of your nearest stockist. Be sure to
i see a demonstration. i
I The CGL M5. It might be the best family decision you'll make
for years. l
I Mame__ I
| Address . !
| el Ui Tel. No. I
| Post the completed coupon toComputer Games Limited, CGL House, |

Goldings Hill, Loughton, Essex IG10 2RR.

CwGEiTiea
L—____-_-_-_—_-'—_
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YOUR SEARCH FOR COMPUTER
& = AV GAMES ENDS HEREALT...

) MIGROSPOT

MERSEYSIDES LARGEST SOFTWARE STOCKISTS. We have
in stock over 400 ronrclsﬂcrr grammes all at highly competitive
prices and suitable for your Atari, Dragon or Vic 20 computer.
Ring us on our hotline NOW for a copy of our latest price list.
It's all you'll ever need!

Mﬁ VIiC 20 c= DRAGDNj_(u—;\@

Over 250 pro%rummes Over 70 programmes |Over 50 programmes

by more than in stock by in stock by
software houses. Imagine Bug-Byte Microdeal
R it Abacus
NEW ATARI PROGRAMMES | homk  rommodore |y, e Tothiorien
Up, up and away Posten Llamasoft |Romik
ﬁrﬁxmgn ) 48K Upgrade £90.00 |1 00" Dot
ner 2049 er pgrade x

Fort Apacc:lyg Atari 800 48K £399.00 :‘E‘S&-,E’.:‘:,fﬁ:;
Chopiiier (ROW Donkey King

Caterpillar

M

—gm You need look no further than B oo 4
'. MICROSPOT £1495
“ 15 Moorfields, Liverpool L2 28Q. e A
¥ Hotline: 051-236 6628 or Ata
ar—— =]
I__, \\I
LOTHLORIEN ‘A
WARMASTERS
ANNOUNCE 4 GREAT NEW TITLES
JOHNNY REB

This full-graphics wargama, for 1 of 2 p
o Id narated sii
. ||ur I'|I( g

i
o mlf A “Save Game" fac

PLAY THE : OMPUTER OR Ck I;--\LI [N(JL A FRIEND
Available for 48K SPECTRUM £5.50

HEDWEED

ax-g Ay B
.l!wul _ABLE FOR BBC I‘\-1""'DEL B £6.85

BA"I"I'LEZDNE EUDD

i Jl ar
oo \II( d battle ir [ B W

& }" -‘\-'\IInH['fJuHH M[|IlH|h‘4':

OTHER TITLES

WARLORD available for DRAGOMN: SPECTRUM 48K; ZXB1 16K, TANDY 32K COLOR; (COMING SOON FOR ATARI 48K & ORIC 1 4BK)
TYRANT OF ATHENS available lor DRAGON; SPECTRUM 16K; ZX81 16K; TANDY 32K COLOR
ROMAN EMPIRE available for DRAGON; SPECTRUM 168K; ZXB1 16K; TANDY 32K COLOR: ATARI 400 & 800 48K; AND NOW BBC MODEL B
SAMURAI WARRIOR available for DRAGON, SPECTRUM 16K, ZX81 16K
PRIVATEER available for a back 1o back cassette for both ZX81 16K & 48K SPECTRUM for only £4.50
PELOPONNESIAN WAR available for ZXB1 16K only

WARGAMES for— SPECTRAUM DRAGON T TANDY 32K | BBC ATARI ZX81 16K ORICT 48K
COLORA MODEL B 4D0/B00 48K
550 £6.95 ET.85 EB.95 £12.50 £4.50 COMING SOON

AVAILABLE FROM BETTER SOFTWARE SHOPS OR DIRECT BY MAIL ORDER
ACCESS NUMBER, CHEQUES OR POSTAL ORDERS PLEASE, PAYABLE TO:

M. C. LOTHLORIEN
DEPT. CVG, 4 GRANBY ROAD, CHEADLE HULME, CHESHIRE SK8 6LS ']
-

S0 S L G [ Y -
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Even at sale time everything at Laskys
remains the same - except the price. You get the
same wide range of top name modeils and the
unique opportunity to test and compare them
side by side, with specialist advice.

Just look at these savings on the widest
range of top name home computers available in
the High Street. Names like, Atari, Commodore,

ATARI 400 Home computer with 16K memory.
Sound generator. Good graphics and colour.

||‘!C1UdES 'Basic1 kit. Proy Prica§ Sale Price £ g i
ATARI 800 48K 19000298 £1 gﬂ,tg.e Gy
Home Computer -00 1 9
Atari B22 Printer 72900 179.00 £ 3 .90
f;?—.?vrr[l ?ﬂ‘[‘EII[E:IESH"(I‘hDAr::feBWI 32900 27g'm

Prav Price

£16990

Sale c"r-::lll k

« colour and sound

Sinclair, Oric, Jupiter and New Brain, plus a
comprehensive selection of compatible software
and peripherals.

And with our 14 day exchange, up to £1,000
Instant Credit” two year free guarantee * and
the back-up of Laskys service engineers, the
Micropoint Sale has to be the place to buy your
micro.

COMMODORE 64 A home computer with a full size
keyboard. Powerful 64K memory, sprite graphics,

Prev Pricaf  Sale Prical
> [3K RAM Expansion for VIC-20 T 2960 | 26.90
8K RAM Expansion for VIC-20 ; 3690 39.90

ORIC 48K A home computer with 48K RAM. Ergonomic

eyboard with 57 moving keys. Colour, sound and a hi fi

- . sound output. Teletext/Viewdata compatible graphics
> £149.90 5

NEWBRAIN MODEL AD An ideal personal/small
business computer 32K memaory, excellent graphics
and character set. Built-in one line display.

Prev. Picef  Sale Price £

[26560 [ 219.00 |

Newbrain Model A

afrl 2B

Sala Price

£249.00
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prev price. SINCLAIR SPECTRUM 48K with full colour and
£ 16990 sound. High resolution graphics. s, prcer  saie prices
: SalePrice | gSinclair Spectrum 16K 12400 | 99.90 |
£1 29_90 Sinclair Spectrum Printer | 5260 3990




at Laskys

Its the programs that make micros magic

ATARI FOR 400/800 RABBITT FOR VIC 20

Prav, Price Sale Price Prav. Price Sala Price Prav. Price ale Prica
Astrochase £2400 £19.90 Soccer £2000 £26.90 Annihilate £8990 E?LQO
Baja Buggys £2+00 £19.90 Stratos £2490 £21.90 Crossfire £990 £7.90
Choplifter £2980 £26.90 Submarine Frogger £980 £7.90
Claim Jump £29080 £26.90 Command £3400 £29.90 Graphics 64 £8080 £7.90
Compute 4 E14080 £12.90 SuperCubes £1480 £12.90 Grave Robbers64 £9:90 £7.90
Darts E1980 £17.90 Zaxxon £29980 £26.90 Hopper £900 £7.90
Escape from _ Krell £900 £7.90
Traam E++80 £15.90 ROMIK FOR VIC 20 Monopole 64 £990 £7.90
Figure Fun E+400 £12.90 Martian Raider £890 £7.90 Myriad £990 £7.90
Gorf £2990. £26.90 Moons of Jupiter £8:90 £7.90 Night Crawl £990. £7.90
Jumbo Jet E3400 £29.90 Multisynthesiser £88Q £7.90 Orbis £SQ0 £7.90
Kick Back £2800 £25.90 Power Blast £990 £7.90 Quackers £900 £7.90
Legionaire £26:00 £23.90 Shark Attack £900 £7.90 Skramble £990 £7.90
Miner 2049 £3400 £29.90 Space Attack £900 £7.90 :
Moonbase10 £2480 £19.90 Space Fortress £990 £7.90 BUG BYTE FOR VIC 20
Mutant Herd 2400 £21.90 Time Destination £990Q £7.90 Asteroids 600 £4.90
Picnic Paranoia £2980 £26.90 RABBITT FOR VIC 20 2 Cosmiads THO00 £4.90
Pool : E1900 £17.90 Gammon £6.90 £4.90
Preppie £2480 £19.90 Advent 64 £800 £7.90 Panic £600 £4.90
Protector 2 E2900 £26.90 Alien Soccer £99Q £7.90 pnotherVICIn : :
Seadragﬂﬂ £2400 £21.90 . i ) the Wall TE90 £4.90
Snooker : e LR | : ;

= SHER

. The Retail Dlwsmﬂ of Th! Ludbﬂﬂtt Group

i AP TN 2 e iy by B

-\lulgPLll'll:ﬂﬂ"'.".'.lLe'-‘l mpu ?El with peripharals and programs,
Full stock auallable at these branches: S st e

LUTON 182 Amdale Cantr CHESTER 7 The Forum SHEFFIELD 581 duunlﬂ Sreet LONDON 'El'}JG" Queansmaore Cente BllA THAMPTON
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Mustrated by: Terry Rogers

You'll have to get the point
quickly if you want to survive the
deadly alien spikes!

The aim of the game is to de-
fend the top layer of a 20 level
grid from these nasty spikes
which will zap you with electric-
ity should they reach your laser
base. The spikes radiate from the
centre of the screen and gradu-
ally move towards you — rising
through the many levels. You
move about on the top level
ready to blast the spikes using a
joystick controller. When you are
directly above a spike fire!

Points are scored for each
spike shot — more points are
awarded for a rapid destruction
of a spike. Once shot they fall
back to the centre to start rising
up at you once more.

As the game progresses the
spikes get faster and more
numerous — and are worth more
points. Beware — sometimes a
spike will rise up in the middle of
the screen where you will not be
able to see it — so you will have
to keep alert. The authors high
score is 8240 — can you beat it?

ga 1

11@
12@
138
148
15@

16@ L

178
18@
1980
bl
21a
220
238
24
258
260
27e
288
290
30
318
328
339
348
358
368
are
izl
290
428
418
420

PCLEARE

POKE&HFFD7 .9

GOTOZ2Z2@
LIHEEEB*EK:ZE*?I}P(IEB;lﬂﬂ)JPSET
58 L »
PLHY”TZEEUSHGEDDEHDEEE
FORI=1TON

INEﬁZB*HlpEB#YI)—(123;169};FRESET

Exi1=ANC 15 AND vi=RAY¢ 1> THEN12@

MEXTIL

RETURH

PLHY"TEBEDEBHGFEDCD4BHGFEDCDSBHGFEDCUEBHGFEDCU1BHGFEDC“

FNDDE4:5=SDREEN1;1
E#S*KZE—HZPIﬂL+D) :
K=K+1 1 IFK=STHEN k=@ DmD+1
=L+, 2
IFRHD(E?=1THEHH=N+1
Hﬁ{I)FRNﬂ(IS)*1=ﬁ7iI
C!nlr i .
PMDDE4JI'SCREEle1
RETURN -
LS PRINTE1E ngpIKE ATTACK : _ .
P;INT=FRINT”‘USE THE RIGHT JOYSTICK TO MOVE .
PRIMT: PRINT"ABOUT THE TOP LAYER PF THE GRIE.

PRINT :PRINT" WHEHM DIRECTLYEHB?fE A SPIKE

- T:PRINT" FIRE ! ¢ ol
;E§:T=PRIHT3PRIHT”PHEES sy* TO SHOW GRID AND STHRT
IF INKEYSS " " THEN Z88

LOSUBETE x # -
SEELFHH(HH)=iEB*HK{I?*lEB}ﬁHZu!h{a@+1:3

DEF FNE{HT}=CEB*HYGIJ—LBBDKHZ(I)!2@+IB@

D=2

FHDDE4;1'SEREEH1u1‘FCLSB
LIHE(E41:G)-QE§5;191ﬁuP5ETsBF
LIHEﬂ@;1@1}—{Eﬁ591913aF5ETFEF

FORI=1TO18@ _ : -
HH?I)=RHDﬁ133-1=H?£IJ=RND(16}—1=HZ&I:—m

NEXTI

M=1

P=PEEK( 65288 » :

H=IHTKJDT3TKﬁ@}f5.ESP

T=IHT(JUYSTH{1)£?J

P’RHDﬁlﬂ)*l’HZﬂI?ﬂﬂ

-
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el

438
442
458
468
474a
480

49@ 1

528
518
520
530
540

558
14
57@
sea
598
500
618
628
&3e
640
&7a

688 L

£90
7ea
718
7209
73@
748
7ea
760

1FP=126 OR p=254 THEM GOSUB4A
FEESETﬁEB*HIJEE*Ylﬁ

wimi: 1=y

pSET{EB*ﬁIJE@*T141)

FORI=1TON

IFHZ(I?-EETHEH54E

FRNDC 18-L 24D THEHHZ(I>=HZQIJ+1
LIHE&FHH(H%).FHEQHY)J-{IEB,1EB)FPSET
SUUHD1@*HZ(I}+1:1

HEWTI

GOTO4282
FLHV"T1@@01DDEFGHBBECDEFGHEDEDDEFGHED4
CDEFGHEUECQEFGHB"

FORJ=BTO28
CIRCLE(HKEIﬁ*E@;HY(I)*EG)szl
HMEXKTJ

FDRI‘lTDlaBE

PMUDE4»1‘5CREEH1J1

HEXTI
CLE'PRIHTEEEEJ"**ECUREF”ASJ”#I"
PUKE&HFFDEJB

END

PMDDE4-5’3CREEN1a1=PELSE
IHEEEﬁB;E)*(EﬁE;lQi54F5ET;EF
LINEﬁ@a139)”{255)191);?5ET;BF
FOR1=0TO1Z

FORJ=BTOS
LIHEﬁZB*IzE@*d)'(IEEJIGE?}PEET
LIHEQEB*IJB?‘(EB*I:19%);P3ET
LIHEQB:E@*J?-{E43;EB*J)JPSET
LINE(EQ#I;@)*ﬂEﬂ*I;lsa)nPsET
LINE(ﬂpEB*J)“(EG@;E@*J)JFSET
HEXTJ: 1

FDRI'ITUEEGB’HEKTI

RETURN




ATARI 400" with16K RAM



It's hard to know which set of figures is more
attractive. Certainly the ATARI 800™ Computer,
upgraded by an astonishing 32K and reduced by
£100, will have its admirers.

However, the ATARI 400™ Computer plus
free Programmer Kit for only £149.99 makes it
remarkable value for money, particularly when
you take into account its 16K RAM (on some com-
puters you'll be charged extra to upgrade to 16K).

It's even more remarkable when you look at
our computers feature by feature.

The Family Computer.

Before we designed them, we thought about
who was actually going to use them.

One day our computers might be playing
games; next, they're wrestling with household
budgets; teaching geography to an 8-year-old; or
printing letters.

In other words, we designed our computers
and software for as many applications as a
family has ideas. (Now the ATARI 800 Computer
has 48K RAM, there’s even more memory for even
more applications.)

Next we built in high-resolution graphics.
Inside our computers, we have a microprocessor
whose only job is to operate our graphics.

(All told, you can choose up to 16 different
colours in 16 intensities, which gives you a
spectrum of 256 different shades.)

[n fact, our computers divide the screen up
into 60,000 tiny points, each one of which can
be changed without affecting the other.

A friend not a fiend.

We also looked at ways to make computers
rather friendlier.

On the ATARI 400 Computer, we've incorpor-
ated touch-sensitive keys with ridges, so fingers
won' slip; on the ATARI 800 Computer, we have
keys much as youd find on a standard typewriter.

You can talk to your computer in a choice
of languages (five for the Atari 400, nine for the
Atari 800), including ATARI BASIC, using
software which you load in on cartridge, cassette,
or disk.

For our computers, we have one of the

famous games such as PAC-MAN', SPACE
INVADERS' and STAR RAIDERS]* winner
of the 1982 Game of the Year Award.
However, we also boast home
and office application software as well

largest software libraries in the world: every-
thing from speech synthesis to sophisticated
data management.

No doubt you know all about our

a & Warnar Com

Atari 400 and 800 Home Computer
Technical Specifications.

ColourCapabilities: Choose from 16 colours, and 16 intensities
(up to a total of 256 shades).

Sound: Fourindependent sound synthesisers for musical tones
and games sounds. Three and one half octaves. Vanable volume
and tone for each voice.

Display: Three text modes: 24 lines of 40 characters, double-
width characters, or double-height, double-width characters,
Nine graphic modes: from 40 columns by 24 rows up to 320
columns by 192 rows.

Memory: Includes a built-in 10K Read Only Memory (ROM)
Operating System with 48K Random Access Memory (ATARI
800) and 16K Random Access Memory (ATARI 400).
C.P.U.:6502B Microprocessor().56 micro-second cycle.1.8Mhz.
Special Features: Three customised integrated circuits.
Extended Graphics Functions: High-resolution graphics,
Multi-coloured characterset. Software screen switching. Mixed
text and graphics modes.

Multiple re-defined character sets. Player missile (sprite)
graphics. Fine screen scrolling in any direction. Changeable
colour registers. Smooth character movement.

Peripherals: A range of peripherals and accessories that are
available now:

as educational programs to satisfy the most
enquiring mind.

You can learn French, Spanish, German or
[talian on our computers and through our
unique ‘sound through’ system you'll hear the
language and learn it the way you learnt your
mother tongue. (Other computers will leave you
speechless.)

You can teach yourself touch typing,
compose and play your own music or teach a
child the alphabet.

Onanother program you can find out if your
current mortgage is giving you the best value for
money; while yet another program will answer a
question that has vexed mankind for generations:

“Where does all my money go?”

At the same time, the outstanding VisiCalc’
program is available for the ATARI 800 Computer.
Write your own programs.

As if all that isn't enough, through Atari’s
Program Exchange (APX), you can have access
toawide range of themostimaginative programs
written by our users.

Or you can learn to write your own

programs with the help of our ‘Invitation to
Programming™ series, using our unique‘sound
through’ system.
. Surprisingly, you won't have to plough
through a small library of manuals to do so,
since most of the series is on software,
not in hard books. Of course, we've

® always hadjustabouteverything you're
looking for in computers.
From today, wée've got even more.

nnnnnnn

More of what home computers are for.

®ATAR] and design. Regain UK. ™ Trademarks of Atari Inc. tPac-man and characters are trademarks of Nameo Ltd, tTrademark of Taito Amenca Corporation. *Trademark of Visi Corp







RUNS ON AN ATARI 400/800 IN 16K NEEDS TWO JOYSTICKS

I 1

IN days of old gladiators fought it out in o vast arena

in the future they will battle it out withi :

ing walls of a vast maze. o -

Once one lucky gladiator finds the er pill that
is hidden in th

“::; : : Ih;l.l-.'. .hn will be able to shatter

s a two-player battle set in a . T

players start off at opposite corners .:?:h. :ﬁ

power pill is in the centre. On touching the

pill you can meve faster and walk through the red

wells which appear randomly throughout the game.

BY GRAEME HUTCHINSON

The power pill only has a limited effect however,

and ofter a random period it will be repositioned in ———

the maze. Two pills may appear and either
can be
used. When a gladiator turns red he can kill his

the mm.:::hl:.u carry a deadly M.h“-.'
a
phrarhn:loﬂdlﬂslhuihcg-mhw.;.m
features a starting display which rivals anything we
have seen on the Atari — worth entering just for that.

-

e

5 BOTO 160@
8 REM #*PLAYER MOVEMENTS®*%*

1@ E=STIEK(@I:51=ETIEK11)

185 GOTO 190¢
199 REM #*COLLISION % COUNTER (1) %%

15 IF §=15 AND S51=15 THEN 19
16 SOUND 1,80,12,12

19 IF S=14 THEN y=Y¥-1:B=
4+Y)

2@é IF Sl=
1280+Y1)
25 IF S=11 THEN X=X—-5F1

%@ IF Si=11 THEN X1=X1-8P2

5 IF S5<>13 THEN 45

40 E:UER{DENN,PHBHS+1@24+Y):Y=Y+l

a5 IF S1<>13 THEN 55

ba{%] BﬂUSREDUNN,PMBQS+1EBG+Y11:Y1=Y1+1

USR (UP, PMBAS+102

14 THEN YlIYl—l:E=U5R{UP,FHEHS+

55 IF S=7 THENM X=X+SFP1
&9 IF S1=7 THEN X1=X1+SP2
61 POKE HPOSPO, X: FOKE HPOSF1,X1:S0UND 1,

175 wy=C(CINT

0,0,0
4> IF FLAB=1 THEN T=T+i:IF T>50@ THEN B9
°

635 W=W+1:1IF Ww>15¢ THEN GOSUB ki g

&5 IF PEEK (53252479 THEN 17@

s IF PEEK(53253}d?0 THEN 2Z0@

&8 IF PEEK (S3260) < >0 OR PEEK (532&1)< 7@
HEN 166

72 BOTO 1@

T

(RND(B}*E}+13*BJ+4:NX=¢1NT{LE
NDt@?*lll+4)*l@]-b

8¢ COLOR INT(RND (@) *2):
TO WI,NY+B:PLDT Wx-10,uW

PLOT WX,WY—8:DRAW
v:DRAWTO WX+1@,WY

: W=0:RETURN
99 REM #*COLLISION BETWEEN PLAYERS**

1ea IF PEEEK (53260) =4 THEN 150
1e1 IF PEEK (532&61)=4 THEN 160
168 REM *#**xPL./PL. DIFF. COLL.*%%*

1e9 IF PEEK (794) =25 THEN Z0®

119 IF PEEEK (795)=25 THEN 175
2 THEN Ce=Cce-1:C1=Cl-

111 IF PEEE (53260} =

1:POKE &57,13:7 C@:POKE 656,0:POKE 657,73
S:2 C1

112 IF ce=0 OR ci=0 THEN Ssee: GOSUB Z@e

12e GOTD 1e@0
149 REM **CLEAR F3 % CHANGE VARS.*#®

——

1Se PP1=PP1l+1:IF PP1=5S THEN SOUND 1,100,
1@, 10:CO=CO+1:POKE 656,0:

@:PP1=0
155 FOR pE=FPMBAS+153& TO FMBAS+1792: FOKE

2,@: NEXT 2: POKE ?@4,25:5P1=?:PUKE 53278,

@:FLAG=1:G0SUB 250:60TO 1@
159 REM **CLEAR P2 % CHANGE VARS.*¥

160 PP2=PP2+1:IF PP2

1:PP2=0
165 FOR O=PMBAS+1536 T0O PMB
@,0:NEXT Q:POKE 705,25:SP2=
@:FLAG=1:G0OSUB 250:60T0 10

AS+1792: POKE

(@) %%

POKE 657,13:2 C

-5 THEN SOUND 1, 1@@,
1@, 10:C1=C1+1: POKE &56,@:POKE 657,35:7 CH

2: POKE S3278,

|

170 REM #*#COLLISION & COUNTER
171 IF PEEK(704)=25 AND PEEK(S
EN POKE 53278,9:60T0 10

175 Ce=Ce—1:1IF Co=0 THEN 5900

180 POKE 656,0:POKE 657,13:7

e

3252)=1 TH

—=] 221 FOR N=2 TO 140:FOR I=15 TO ©:S0UND o

200 IF PEEK(705)=2

. =235 AND PEEK(S 3=
EE POKE 53278, e:60T0 10 i i R
204 Ci=Cl-1:1IF Ci1=0 THEN S00

205 GOSUB 309

219 POKE &56,0:FPOK 3

2 s @:POKE 657,35:7 C1:60T0 1oe

25@ FOR C=5&6 TO 156 STEP S:SOUND 1.C. 10
Ll " L]

:S;NESE C:SOUND 1,@,9,@: RETLRN

300 FOR C=15 T0 2 STEP —1:FOR 2=0 70 '5:S
3,250,6,C:NEXT Z:NEXT C:SOUND 3,0,

, @ RETURN s oot bt

S0e REM **GAME OVER ROUTINE*+

2240, 4, I:POKE 712,PEEK(
e KE 712 EE{SIT770) :NEXT H
;“N:SDUND @,ﬁ,ﬂ,ﬁ;FGhF 712 E’-Nuxl s
@2 IF Co=0 AND Cl=¢ : ¥4
Al =0 THEN 7 " T 3

b e THE BAT
=03 ?iﬁE;=ﬁ THEN 7 gl i
o i HEN C" PLAYER 2 IS THE WIN
s . “":B0TO SeS :
@4 IF Ci=2 THEN 7? * P YE
e EN FLAYER 1| IS THE WIN
E?E ?F"PRESE TRIG TO RESTART"
S1¢ STRIG =g - 5¢
= (@)=0 OR STRIG{(1)=0 THEN 150
515 607D Sie

A T
829 FLAG=0:T=0:SP1=1:SP2=1: X2=INT (RND(1)

=
#141)+53: Y2=INT (RND (

—-s Y£2=1 D1} %12 = -
i e £) +45: POKE 704,
810 RESTORE (1074):G0TO 1060
;gé :Srgl*FjH INITIALISATION®*

< ; 712,28:PP1=0:FPP2=¢
RS T z P¥ :PP2=0:CO=5:C1=5: HP
?$§0—54_48:HFDEP1=53249:H”05£:=z;ki-J-HF
1000 [=PEEK (106)-24:POKE S4279 T
1016 PMEAS=1%256 Zreh e
10260 FOR @=FPMBAS+1024 T

it 024 TO PMBAS+1792:POKE
ta3e POKE &56,0:SF1=1:8P2=11X=52;: Y=45: X1
=194:Y1=169: X2=123: Y2=108: POKE 53278 ¢
=i Y2=108: POKE 53278, 0:R
1040 POKE 704, 160:FPOK

Vs 3 :POKE 705, 160:P

?S:PDKE HPOSPO, X: FOKE HPOSP1 izFDLE e
-E?gE:DHE 559,62: POKE S3277,3:FOR G=0 TO
SiF FSHP:PDKE PMBAS+1024+Y+0, P: NEXT O

S @=0 TD 9:RE ': POKE PMBAS
Jr e AD F:POKE PMBAS+1286

+Y2+Q,F

18635 PDEE HPOSP2, X2:NEXT @

ig;g 3212 S,EQ,63,45,39,3@,51,33,33
 ois tatn 9,::,63,99.126,&0,24,36.6&
1080 POKE 53278, 01 60SUE 1100: 6088 1 30
o o >278,0: 60SUEB 1100:G0SUB 1130:
11ee UP=ADR(UPCODES$)

11i@ FOR I=UFP TO UP+20:READ B:POKE I B:N
s B:

- Co:GOSUB 30§98, 245,96

EXT I:RETURN
él;@ DﬁTﬁ 104,104,133, 204, 104,133,203
+1,177,203,1346, 145, 203, 200, 200 155 Iiig
5 ’ ¥ ¥

—— \

1060 FOR Q=8 TO B:READ P:POKE PMBAS+1534



- -

|

1130 DOWN=ADR (DOWNCODE$)
1149 FOR I=DOWN TO DOWN+20: READ B:FPOKE 1

-

| 1532 FOR Z=1 TO 24:READ A,B,C,D,E,F:PLOT

sEB:NEXT I:RETURN
115@¢ DATA 1@4,1@4,133,?@4,194,133,2@3,16
@, 10, 177,203, 200, 145, 203, 136, 136, 192, 255
. 208, 245, 94

1499 REM **GRAPHICS DISFLAY®*
1560 GRAPHICS 7:COLOR

1581 7 "LIVES LEFT=5S

ey N

151e RESTORE (1520):FDR Z=1 TO 15:READ A
+B,C,D:PLOT A,B:DRAWTO C,D:NEXT 2
1520 DATA 54,4,53,12, 14,36, 14,44, 54, 68, 5
4,76,104,48, 104, 76,34, 28, 34, 44, 104,52, 12
4,52,54,44,54, 60,54, 20,54, 34, 24, 44
1521 DATA 24,40,24,20,24,36, 104, 44, 104, &
@, 144,36, 154,364,134, 52,134, 60,94, 4. 94, 12
,94, 60,94, 48

LIVES LEFT

A, B: DRAWTO C,D:DRAWTO E,F:NEXT 2
1540 DATA 34,12,14,12,14,28,84,12,64,12,
&4,28,124,12,144,12, 144,28, 124,28, 114, 2
» 114,36, 104,356,104, 28, 94, 28, 94, 36

155¢ DATA 84,36,84,28, 44,28, 44,52,34, 52,
14,52, 14,68, 34, 68, 64,52, 64, 68,84, 68, 124,
&8, 144,68, 144,52, 54, 20, 54, 34, 74, 36

1560 DATA 94,20,74,20,74,35,94,12,104,12
»104,20,114,12, 114,20, 134,20, 124, 36, 134,
36,134,20,54,44,74,44,74,60,94, 52
157¢ DATA 94,&0,74,60,44,12,44,20,24, 20,

24, 60,44, 60,44, 68,84,52,84,44, 104,44, 114
sA4,144,44,144,36,134,460,114, 60
1588 DATA 114,68,4,4,154,4,154,76,4,4, 4,
76,154,766

1S9 GOTO 99¢

&£,19 3,2

26 DATA R,15,5,S,3,2
igv? DATA F‘:?_’;,E,131qp1ﬁ|691898!1:’?é1?
F,b,11,6,9,8,7,10,9,10,13,12,16,14, 18,
] ?

1922 DATA 19,19,21,19,23.1&,25,1,,;§,iép
17.7,19,9,F.19,11,F,17,13,F,15,11,F, 15,
L t B
. 2 P A, 21,5 F
7 F ety N L] L]
>3 paATA P,25,13,F,25,7,F,
1?;J1 F.17.1,17,7,P,15,9,F,14,7,F,12,4,F
L] L] ] i
,IQ;E:F,E,l,F,b,E.F,ﬂ,#,F.ﬁ,?
1836 DATA R,25,28,S,2,180 e ter i
1831 DATA P,2,7,2.13.4,1a,e,1a,r,é g1%s
9.21,18,23,16,P,B,7,6,9,F,6,11,F,8,13,F,
lé—lé,F.21,11,21,9,19,?,2,? o P g |
1832 DATA P,23,16,27,19,29,1 §Er e,k
‘_"j 7 F,ES.Q.F,Z‘i.:,F,lqgin_-E; L] ] g ¥
Lada fon .
4,4,F,2,7
1840 DATA R,15,59,5,1.155 sl
141 DATA P,2,13,2,19,19,19,21,18,23,16,
25 13,25,7 o
1842 DATF ' x.19,13,F,21,11,21,
- paTA P,2,19,2,13,19,13,F,
1?3 7.2 ,2:1:P.§5,?,F,23,4,F,21.2,F,19.
] » E
1.F, 2% P
1843 DATA P,20,13,F,2,13
1850 DATA H,:E,?E,?:ﬁaif: L e
1851  DATA P,2,7,2,13,4,16,6,18,
%871,18,:3,1&,25,13,?,5,713,3,g.$.11,F.B
13 -1,11,21,9,19,7,8,
13,F,19,13,F,21,11,21, 7 5
1852 DATA B, 25, 13,25,7,F.23,4,F,21,2,
i 1!F:Bs1-Fsé:29F14!a:F!217
2, _ 4
1850 DATA R,15,94,S,3,95 e
1841 DATA P,2,1,2,?,a,iu,;,Fg;a,1 G
.2s,13,F,19,13,F,13,7,25,7,F,25,1,F,

2,759,13,F; 2,13

Fal

160@ CLR :POKE 752,1:DIM DE(3Z},C(32),UF
EDDE${21),DﬂNNEDDES{EI}:TIHE=1@:PDKE ez,
©:GOSUB 1879:GOSUB 1486
161@ C$(15,15)=CHRS (22)
16280 X=USR(ADR (C%) , TIME)

1632 GRAPHICS 7+32:POKE 752, 1:SETCOLOR 2
,0,0

1| IG(1)=0 THEN 20900

|

l164@ 2 " A BAME FOR THE ATARI 400/80"
1642 7 by™

1644 2 "  BRAEME HUTCHESON (PRESS
TRIG) "

1659 FOR I=1 TO 7S@:IF STRIG(©)=@ OR STR

166@ NEXT I:POKE 77,254:G0T0 1600
1676 REM

1680 GRAFPHICS 23:SETCOLOR ©,@,0:SETCOLOR
1,0,14:SETCOLOR 2,0,@:SETCOLOR 4,0,0
1699 COLOR 2:FCOLOR=1

1700 RESTORE (1829)

171@ READ D$:IF ASC(D$)<&4 THEN 1800
1720 IF D$="P" THEN READ ROW,COLUMN:50SU
B 1B10:PLOT COLUMN,ROW:GOTO 1716

173@ IF D$="R" THEN READ RORIGIN, CORIGIN
:B60TO 171e

1740 IF D$="S" THEN READ VOICE,PITCH:S0OU
ND VOICE,PITCH, 19, 4:60T0 1710

175@ IF D$="D" THEN 171@

1760 IF D$="END" THEN RETURN

iy oo
2¢ DATA R,25,1186,5,2,7 y
igﬁ? DATA F:E.1,2,?,11,?.P.19.1?.1;,i;,?
19,2,19,2,13,F,8,13,F,11,7,P,19,19,25,
9.25.13.F, 19,13,F,16,7,25,7
4

e B

1872 DATA 25,1,F,2,1
1879 DATA END i

RESTORE (1 2y :
:ggg FOR I=1 TO 32:READ C:C%(I)=CHR$(C)
NEXT I
1980 RETURN

Z,5 7
164 164,104.?2,lbﬁ,q?,!b@,@.l
éqé?z?gfﬁﬁl,zé,141,22,268,141.1@.212.13&
;98 242,292,208,23?,194
19 ; 233 708,228,956
1911 DATA 56&,233,1, 7948, § & it e
2660 FOR N=@ TO S:EDUNQ N, @, ;16-? ki
EQPHICS ¢:POKE B2,2:PDKE 710,210:7 ?
g 8 SEUONK" Sl
zéie 2 :7 " SEUONKE is a two |::.1a~_.a|eralr_E .
le game set in a maze.The playfts
ited at opposite Fﬁrﬂers and n;re il
2615 7 "the Power Pillin the ce and.can
ouching the Pill youmove fggtﬁf
walk through RED walls,which ‘hautthe ¥
2p7@ 7 * appear randomly throug e
ame.Touch S Pills and YQT_?Thn a
ed you can Ki

Egvgulﬂﬁ:zﬂrrnppgnent by touching hlmi::
yo -touch any wall you also lose a

177@ IF D$<>"F" THEN 1710

178@ READ ROW,COLUMN:GOSUB 1819:PDSITION
COLUMN, ROW: POKE 745, FCOLOR

179@ XI0 18,#6,06,0,"S: ":PLOT COLUMN, ROW:
GOTO 1710

you
E-ll t

2036 ? "The Power Fill only has a limite
d effect and after a certain time - i

ie repositioned in the maze.";
2040 ?p”TwD Power Pills may appear an
d either can be used.wWhen a player ha

1860 ROW=VAL (D$) : READ COLUMN: GOSUB 181e:
DRAWTO COLUMN,ROW:G0TO 1716

1810 HDH=RDN+RGRIEIN:CDLUHN=EDLUMN+CURIE
IMN: RETURN

s lost all his lives the game";

S@ ? " is over." 13
Eg&e 2 .7 27 YPRESS TRIG. TO START":G60TO
Si1e

fea )
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ANOTHER FABULOUS B.B.C. PROGRAM FROM BRITAIN'S LEADING SOFTWARE HOUSE

o=

Pllo

ElREIEIE]

- - 5

Other programs available Swoop (B) £6.95/ WE ARE AUTHORISED DEALERS
Comrmand (B £6.95/Gatatti Commander FOR ACORN ATOM, BBC MICRO
B) £6.95/Filer E8.95/Ti k [B) £6.95/
Micro Budget £6.96/Moonraider (B) £6.95/ g = & DRAGON 32
Barrage (B] £6.95/Beebmon (B) £6.95/The cE
ler‘(ll\thl of La Coshe (B) £6.95.1
ot Y Deduct £1 par cassetie

| wihen ordernng

\ 1wo ar more * >

rder PRP &

\ Please Note:



10 REN <--NETEOR-->

20 REN (C)1983 TERRY IRWIN

30 REN IN TI BASIC FOR THE TI99/4A HONE COMPUTER
40 RESTORE 90
50 FOR 1=1 T0 5
40 READ DUR,NOTE
70 CALL SOUND(DUR,NOTE, 0) N
80 NEXT I

90 DATA 330,880,330,988,330,784,330,392,990,58
100 CALL CLEAR

110 TNPUT “DO YOU WANT INSTRUCTIONS?":Q$
120 TF SECS$(QS,1,1)="Y"" THEN 140

130 IF SEG$(Q8,1,1)O"N" THEN 110 1
140 GOSUB 4050

150 CALL CLEAR

160 GOSUB 3060

170 GOSUB 3220

180 TS=0

190 MET=0

200 SHD=0

210 HITS=0

220 DEAD=0

230 CALL SCREEN(S)

240 CALL COLOR(1,5,5)
250 CALL COLOR(3,16,14)
260 CALL COLOR(4,16,14)
270 CALL COLOR(13,16,1)
230 CALL COLOR(14,9,1)
290 CALL COLOR(9,2,16)
300 CALL COLOR(10,2,5)
310 CALL COLOR(11,2,5)
320 CALL COLOR(12,11,5)
330 CALL COLOR(S,14,14)
340 RANDONIZE

350 RESTORE 410

360 FOR T=91 T0 122
370 TF((I>91)%(1<96))+((1399)%(14104)) THEN 400
380 READ AS

390 CALL CHAR(T,A$)

400 NEXT I

410 DATA FFFFFFFFFFFFFFFF,FFFFFFFFFFFFFFFF FFFFCICICACIFFFF F
F9999FFFF9999FF ,FFEZE7CICIETETFF , AOCOFOF OF BFFFF 7F

420 DATA 01061E3CFCFBFOFO, 7F7F3F3F IF1FFDFB, EOEOEOF OFBFCFETF B
040783C3F 1FOFOF ,0103070F IFFFFFFE

430 DATA 0707070F 1F3F7FFE ,FEFEFCFCFBFBDF1F,1818181818181818,C
0FOFCFFFCFBD818, 030F 3FFFIF1F1B18

440 DATA 181B1818181B1F1F ,181818181818FBF8, FCFOEOCOCOC3FFFF ,0
0803181C387C7FF ,1F07070383E1FBFF

450 DATA 010204083070E040,804020100C0E0702,000000FF

460 REM CITY OUTLINE

470 CALL HCHAR(23,5,96,24)

430 CALL HCHAR(24,4,95)

490 CALL HCHAR(24,29,96,2)

S00 CALL HCHAR(24,5,91,24)

510 CALL VCHAR(21,5,97,2)

520 CALL VCHAR(21,5,97,2)

530 CALL VCHAR(21,6,97,2)

540 CALL VCHAR(17,9,97,8)

550 CALL VCHAR(20,11,97,3)

S40 CALL VCHAR(20,12,97,3)

570 CALL VCHAR(20,13,97,3)
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And now for the weather forecast. Heavy meteor
showers will spread from the West towards even-
ing and will cover the entire city area by mom-

ing ... Heavy weather indeeed! And for you, the
commander of the city defence systems this fore-
cast means a busy time ahead.

To fend off the meteor showers you are armed
with missiles and a defence shield which covers
the city area. Only one missile can be launched at
each meteor, and they are programmed to explode
near the falling lumps of rock — a direct hit may
not destroy a meteor.

You may use your defence shield for periods of
just 10 seconds at a time — which gives you a
chance to stop the destruction of your city should a
meteor slip past your missiles,

If enough meteors get through to penetrate the
city foundations then the nuclear power plant will
explode wiping out the entire population. There are
three skill levels and our review team said that
even the first is very difficult. The graphics are
excellent and — be warned — the game is very
addictive!




580 CALL yewaR

(18,25,97,5)
(16,27,97,7)
CALL VCHAR(15,28,97,7)

830 CALL VCHAR(17,3,112,3)
840 CALL VCHAR(17,31,112,3)
850 CALL VCHAR(20,3,99,5)
840 CALL VCHAR(20, 31,79,5)
870 CALL VCHAR(12,2,112,4)
880 CALL VCHAR(12,32,112,4)
890 CALL VCHAR(16,2,115)
900 CALL VCHAR(16,32,116)
910 CALL VCHAR(11,2,113)
920 CALL VCHAR(11,32,114)
930 CALL VCHAR(15,3,104)
940 CALL UCHAR(15,4,105)
950 CALL VCHAR(16,3,106)
940 CALL VCHAR(16,4,107)
970 CALL VCHAR(15,30,108;
980 AL VCHAR(!S,31,109)
990 CALL YCHAR(16,30,110)
1000 CALL VCHAR(16,31,111)
1010 REM METEOR

1020 CALL CHAR
(130,"00483410BE964122")

1030 CALL CHAR(133,"'00003030")
1040 CALL CHAR(134,''00000C0C'")
1050 CALL CHAR(137,''000000003030" )
1060 CALL CHAR(138,''000000000C0C")
1070 CALL HCHAR(24,4,48,4)

1080 CALL HCHAR(24,25,48,3)

1090 H=0

1100 FGR X=28 T0 5 STEP -1

1110 CALL SOUND

(500, 250,30,500,30,1000,30, -8, X+2)
1120 FOR T=134 T0 137 STEP 3
1130 CALL VCHAR(29-X,X,T)

1140 NEXT T

1150 MY=29-x

1160 CALL KEY(0,K,S)

1170 CODE=1

1180 IF S=0 THEN 1210

1190 IF K=48 THEN 1200 ELSE 1210
1200 COTO 2680

1210 CALL VCHAR(29-X,X,32)

1220 CALL CCHAR(30-X,X-1,D)

1230 IF <96 THEN 1440

1240 IF D>98 THEN 1440

1250 DEAD=DEAD+100

1260 GOSUB 4200

1270 IF D=97 THEN 1310

1280 CALL VCHAR(30-X,X-1,130)
1290 CALL VCHAR(30-X,X-1,117)
1300 GOTO 1370

1310 Y=30-X

1320 Z=X-1

1330 IF ((Z=9)%((Y23)%(1>16)))
THEN 1350

1340 GOTO 1290

1350 CALL VCHAR(Y,Z,130)

1350 CALL VCHAR(Y,Z,98)

1370 CALL SOUND(-800,-7,0)

1380 FOR DELAY=1 YO 200

1390 NEXT DELAY

1400 IF (30-X)=23 THEN 3440

1410 NET=HET+1

1420 IF NET><METEOR THEN 3420
1430 GOTO 1470

1440 CALL SOUND(-300,-7,0)

1450 CALL VCHAR(30-X,X-1,130)
14560 NEXT X

1470 FOR F=1 T0 108RND

1480 M=0

1490 SHD=0

1500 MET=MET+1

1510 IF MET>=METEOR THEN 3420
1520 X=INT(2B%RND)

1530 IF X<5 THEN 1520

1540 FOR Y=1 TO 24

1550 CALL SOUND
(~500,250,30,500,30,1000, 30, -8,27-Y)
1560 FOR T=133 TO 137 STEP 4
1570 CALL VCHAR(Y,X,T)

1580 MEXT T

1590 IF (SHD>0)%(SHD<S) THEN 2970

1600 HY=Y
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NOW AVAILABLE FROMW. H. SMITH & SON
AND JOHN MENZIES
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An adventurous game of
strategy and planning for
the 48K Spectrum

RICHARD SHEPHERD
SOFTWARE

adventure for the
I 40K Spectrum

RICHARD SHEPHERD
SOFTWARE

TRANSYLVANIAN TOWER EVEREST ASCENT
A spine chilling adventure .. enter via the dungeans . Canguer the world's highest peak in defiance of all the
navigate your way through 500 3-D rooms ... survive the obstacies, men and nature can throw at you ... survive

avalanches ... cross bottomless crevasses ... cope with
wayward Sherpas — but don’t run out of supplies!

Full save routine. 48K Spectrum. £6.50.

SWCOoping vampire bats ... reach the terrifying top
rid the world of the evil Count Kreepie!

Can you survive the top of The Tower?

Also available by mail order

SUPER SPY
B\ A global spy chase through complex puzzles,
coded messages and 3-D mazes. Follow Dr.
Death's trail ... locate his secretisland ... discover
B the entrance to his lair ... but it doesn’'t end
=3 there! A different solution every game. Full
save routine. 48K Spectrum. £6.50.

Full save routine for use during the hours
of daikness!
48K Spectrum. £6.50

Also available by mail order

SHIP OF THE LINE

Command, a sailing ship . juggle your g8
supplies, crew and firepower fearlessly
battle your way up the admiralty ladder, bribe
Sea Lords as necessaiy ... until you make First
Sea Lord! Full save routine. 48K Spectrum. £6.50.

- “‘-7"‘:;CZMW

k

RICHARD. St
SOFTWARE

48K TRANSYLVANLAN TOWER
48K SUPER 5PY

48K SHIP OF THE UNE
DEALER PACK

a) | encla
b) Debit my ACCES!

with the sum of E
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1610 CALL KEY(0,K,S)

1620 CODE=2

1630 IF S=0 THEN 1710

1640 IF K=48 THEN 1650 ELSE 1460
1650 GOTO 2680

1660 IF K=49 THEN 1670 ELSE 1580
1470 GOTO 2410

1680 IF K=50 THEN 190 ELSE 1710
1690 TS=TS+1

1700 GOTO 2970

1710 CALL VCHAR(Y,X,32)

1720 CALL GCHAR(Y+1,X,D)

1730 IF D<96 THEN 1960

1740 IF D=122 THEN 1810

1750 IF D>114 THEN 1740

1760 DEAD=DEAD+300

1770 COSUB 4200

1780 GOSUB 4200

1790 GOSUB 4200
1800 GOTO 1B40

1810 CALL VCHAR(Y+1,X,130)
1820 CALL VCHAR(Y+1,X,32)
1830 GOTO 1870

1840 CALL VCHAR(Y+1,X,130,2)
1850 CALL VCHAR(Y+1,X,32)

& [ 1900 For pecav=1 1o 200

1910 NEXT DELAY
1920 IF (Y+1)>=22 THEN 3640
1930 GOTO 1970
1940 CALL SOUND(-300,-7,0)
1950 CALL VCHAR(Y+1,X,130)
1960 NEXT Y
1970 NEXT F
1980 M=0
1990 FOR X=5 T0 28
2000 CALL SOUND(-500,250,30,500,
30,1000,30,-8,31-X)
2010 FOR T=133 T0 138 STEP 5
2020 CALL VCHAR(X-4,X,T)
2070 NEXT T
2040 HY=X-4
2050 CALL KEY(0,K,S)
2060 CODE=3
2070 IF 5=0 THEN 2100
2080 IF K=49 THEN 2090 ELSE 2100
2090 GOTO 2410
2100 CALL VCHAR(X-4,X,32)
2110 CALL GCHAR(X-3,X+1,D)
2120 IF D<94 THEN 2330
2130 IF D>98 THEN 2310
2140 DEAD=DEAD+100
2150 GOSUB 4200
2140 IF D=97 THEN 2180
2170 GOTO 2210
2180 Y=x-3
2190 Z=X+1
2200 IF ((Z=23)%(Y=22))+(((Z=24)
+(2=25))%((Y<23)%(Y>17))) THEN 2240
2210 CALL VCHAR(X-3,X+1,130)
2220 CALL VCHAR(X-3,X#1,119)
2230 COTO 2240
2240 CALL VCHAR(Y,Z,130)
2250 CALL VCHAR(Y,Z,98)
2250 CALL S0UND(-800,-7,0)
2270 FOR DELAY=1 T0 200
2280 NEXT DELAY
2290 IF (X-3)=23 THEN 3440
2300 G010 2340
2310 CALL SOUND(-300,-7,0)
2320 CALL VCHAR(X-3,X+1,130)
2330 NEXT X
2340 C=10%RND
2350 =0
2350 MET=MET+1
2370 IF MET>=METEOR THEN 3420
2380 IF C<1 THEN 1100
2390 IF C<6 THEN 1470
2400 IF C<=10 THEN 1990
2410 IF W=1 THEN 2420 ELSE 2430
2420 ON CODE GOTO 1210,1710,2100
2430 FOR L=1 TO 13 STEP 2
2440 CALL SOUND(-1000,10000,
L,5000,54,-6,5+L)

1860 CALL VCHAR(Y+2,X,118)

1870 CALL HCHAR(11,3,32,29)
1830 SHD=0

1890 CALL SOUND(-800,-7,0)

2450 CALL VCHAR(15-L,44L,120)
2450 CALL CCHAR(14-L,5+.,0)
2470 CALL GCHAR(14-L,4+L,R)
2480 CALL VCHAR(15-L,4+L,32)

2490 IF Q>127 THEN 2590
2500 IF R>127 THEN 2590
2510 IF (15-L)<HY THEN 2520
ELSE 2540

2520 TEST=1
2530 GOTD 25%0
2540 IF L=13 THEN 2590
2550 NEXT L

2560 M=H+1
2570 TEST=0
2580 ON CODE GOTO 1210,1710,2100
2590 CALL SOUND(-500,-6,0)
2400 CALL HCHAR(14-L,4+L,130,2)
2610 CALL HCHAR(14-L,4+.,32,2)
2620 IF TEST=1 THEN 2560

2630 IF L=13 THEN 2560
2640 H=0
2650 HITS=HITS+1
2660 GOSUB 4090

2670 ON CODE GOTO 1470,1970,2340
2680 IF K=1 THEN 2490 ELSE 2700
2690 ON CODE GOTO 1210,1710,2100
2700 FOR L=13 TO 1 STEP-2

2710 CALL SOUND(-1000,10000,13-L,
5000,18-L,-6,18-L)
2720 CALL VCHAR(1+L,16%.,121)
2730 CALL GCHAR(L,15+L,Q)

2740 CALL GCHAR(L,16+L,R)

2750 CALL VCHAR(1+L,16+L,32)
2760 1F §»127 THEN 2960

2770 IF R>127 THEW 2860

2780 IF (1+L)<NY THEN 2790 ELSE 2810
2790 TEST=1

2300 G0TO 2860

2810 IF L=1 THEN 2860

2820 NEXT L

2830 K=H+l

2040 TEST=0

2850 ON CODE GOTO 1210,1710,2100
2860 CALL SOUND(-500,-6,0)

2870 CALL HCHARIL,15+L,130,2)
2880 CALL HCHAR(L,15+L,32,2)
2890 IF TEST=1 THEN 2830

2900 IF L=1 THEN 2830

2910 HITS=HITS+1

2920 GOSUB 4090

2930 =0

2940 HET=NET+1

2950 IF MET>=METEOR THEN 3420
2960 ON CODE GOTO 1470,1970,2340
2970 IF (15=10)%(SHD=0) THEN
2980 ELSE 2990

2980 CALL SOUND(-500,1000,0)
2990 IF TS»=11 THEN 1710

3000 CALL HCHAR(11,3,122,29)
3010 SHD=SHD+1

3020 IF SHD<4 THEN 1710

3030 CALL HCHAR(11,3,32,29)
3040 SHD=0

3050 GOTO 1710 e
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3060 PRINT " SITUATION— YOU ARE IN  CONTROL OF YOU
R CITY DEFENCE SYSTEMS.''

3070 PRINT " KISSION--———— TO DEFEND  AGAINST A KETE
DR STORH."

3080 PRINT " CONTROLS-- PRESS 1’ FOR LEFT SILDIPRES

§'0" FOR RIGHT SILDIPRESS '2' FOR SHIELD."

3090 FOR DELAY=1 TO 3000

3100 HEXT DELAY

3110 GOSUB 4050

3120 PRINT " EQUIPHENT-——- 1. 2-LASER CON
TROLLED  NUCLEAR WISSILE SILUS (KEYS 0%1)."

3130 PRINT "'2. MAGNETIC SHIELD ABOVE  CITY (KEY 2)."

3140 GOSUB 4050

3150 PRINT " LIMITATIONS-- ‘1. DNLY 1 MISS
ILE CAN BE  LAUNCHED AT EACH METEOR."
3140 PRINT "2, THE SHIELD CAN BE USED  (IF AVAILABLE)

FOR 10,3SEC. BURSTS(MAX)."

3470 PRINT "3. A DIRECT HIT ON A METEOR MAY NOT ALWAYS
DISTROY IT-- WISSILES ARE SET T0 EXPLODE."

3180 PRINT "NEAR THE METEOR FOR KAXIMUM DESTRUCTIVE PO
m-"

3190 PRINT "4. IF THE CITY FOUNDATIONS ARE PENETRATED

THEN LTS NUCLEAR POWER PLANT WILL  EXPLODE."
3200 RETURN

3210 OSUD 4050

3220 PRINT "'SELECT LEVEL 1,2 OR 3 1-LIGHT STORM:

RIR A\ /; |
n -
INNEN W
nnan ]
Innnn ;
nnnn i
1N NN l lL__

11D-MODERATE STORM! | | 3-HEAVY STORM."
3230 GOSUB 4050 3570
3240 CALL KEY(0,K,S) 3580
3250 IF =0 THEN 3310
240 IF K=49 THEN 3350 3600
3270 IF K=50 THEN 3370

3280 IF K=51 THEN 3390

3290 IF K<49 THEN 3240

3300 IF K>51 THEN 3240

3310 FOR S=0 TO 30 STEP 2

3320 CALL SOUND(10,1108(5+1),5)

3330 NEXT 5

3340 COTD 3240

3350 METEDR=50

3360 GOTO 2400

3370 METEOR=100

3180 GOTD 3400

3390 HETEOR=150

7400 CALL CLEAR

3410 RETURN

3420 PRINT "THE CITY IS SAFE-GOOD WORK'"
3430 CALL COLOR(8,2,1)

3510 PRINT "PERCENTAGE WIT!i";HITS#100/METEOR; 2"
3520 PRINT

3530 PRINT "PRESS 'S' TD START
TERKINATE"

9540 CALL KEY(0,K,S)

7550 IF §=0 THEN 3400

3560 IF K=B3 THEN 40

2590 IF K)B4 THEN 3540

2510 CALL SOUND(10,1108(5+1),5)
3620 NEXT 8

3630 GOTO 3540

3440 FOR R=1 T0 10

3450 CALL SOUND(100,200,0,-1,10)
2640 CALL SOUND(100,400,0,~1,10)
3670 NEXT R

3480 CALL SOUND(4000,-7,0}
3490 CALL SCREEN(S)

3700 CALL COLOR(9,2,2)
4710 FOR DELAY=1 TO 90
720 NEXT DELAY

4730 FOR X=7 T0 10

9740 1F X=8 THEN 3800
3750 CALL COLOR(9,X,X)
3760 CALL COLOR(11,X,X)
770 CALL COLOR(10,X,X}
3780 FOR DELAY=1 TO 90

3440 CALL COLOR(3,2,1)
3450 CALL COLOR(4,2,1) 9790 NEXT DELAY
3800 NEXT X

o 2810 CALL COLOR(B,16,16)
By L 9820 CALL COLOR(Y,16,18)
iﬂg 2::‘} HETEORS INTERCEPTED! i"'jHITS 3330 CALL COLOR(11,16,16)

| L 16)
3500 PRINT 1840 CALL COLOR(10,15,

7850 FOR DELAY=1 10 %0
3840 NEXT DELAY

PRESS 'T* TO |2870 CALL SCREEN(16)

3890 CALL COLOR(1,16,16)
2890 FOR T=0 T0 30 STEP 2
7900 CALL SOUND(-500,-7,T)
3910 NEXT T

7920 TALL CLEAR

IF =84 THEN 3980
IF K{B3 THEN 3540

FDRS!QTUNST‘EPZ

3930 CALL COLOR(B,2,16)
3940 CALL COLOR(3,2,14)
3950 CALL COLOR(4,2,16)

3960 PRINT "YOUR C
BEEN DESTROYED' 1Y s

3970 GOTO 3490

3%80 FOR S=0 TO 30 STEP 2
3990 CALL SOUND(-50,230-(445),
30-5,2300-(4045) ,5)

4000 MEXT 5

4020 CALL SOUND(200,110,5)
4030 NEXT §

4040 END

4050 FOR A=0 TO 30 STEP S
4060 CALL SOUND(-99,698,4,1924,A)
4070 NEXT A

4080 RETURN

4090 CALL GCHAR(24,27,5)
4100 IF $=57 THEN 4130

4110 CALL HCHAR(24,27
4120 RETURN s

4130 CALL GCHAR(24,26,5)
4140 CALL HCHAR(24,27,48)
4150 CALL HCHAR(24,26,5+1)
4160 IF S=57 THEN 4180
4170 RETURN

4150 CALL HCHAR(24,25,49)
4190 RETURN

4200 CALL GCHAR(24,7,DD)
4210 IF DD=57 THEN 4240
4220 CALL HCHAR(24,7,DD+1)
4230 RETURN

4240 CALL GCHAR(24,6,DD)
4250 CALL HCHAR(24,7,48)
4260 CALL HCHAR(24,6,DD+1)
4270 RETURN
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LEAMASOFT
presents

MATRIX

"

SRIDRUNNER=,

VIC 20
LASERZONE (BK + E NEW J

Destroy the oncomeng ALIENS with your TWO independently controlled laser bases!
Lunge for the ELECTRO buttion and blast your enemies inlo expanding clowds of
SPACE JUNK! &n axhilarating and totally o ||1,1:ia||1u wiith & unigue systermn of control
fram a standard joystick. A mere £6.00 + 50p PAP.

ABDUCTOR J
A classic new space gama! ZAP the swirling alien hordes bafore they ram you — and
abduct your humanods! Survive the assaull for long enough and you'll get an extra
stage on your spaceship with double firepower! Awesome unexpanded Vic Action
£6.00 + 50p P&P.

GRIDRUNNER J
Finglly, true arcade guality on the unaxpandad VIC! Shoot down the segmented
DROIDS invading the grid. Beware of the pods and zappars! The awsome speead,
sound and graphics gives you the best blast available for unexpanded Vic. E5.00 + 50p
P&P.

ANDES ATTACK (BK)

Your spacetralft must attack the descending aliens and frusirate their avil intent, Fly
wour Ramget fighter ower the Andes mountain range and protect your llamas from
kidnap by hostile UFOs. Features 5 kinds of UFO, controts include up, down, reverse
fire, thrust &nd smart bomb. Entirely in machine code. Requires BK expansion and
joystick. £A.00 + 50p PAP.

TRAXX M/C (8K + EXPANSION)

This is VIC 20 cross breed between the now famed ‘Packman” and the game "‘Quix’. All
in machinge code, fas! and fun with joystick controls, uses Hi-Res colour graphics, BK or
larger expansion needed. Only £6.00 + 50p PAP complete with instructions.

THE VERY FIRST COMMODORE 64 GAMES

ATTACK OF THE MUTANT CAMELS

Planat earth needs you! Hostile aliens have used genatic angineering to mulate cameds
from normally harmiess beasts into 90 foot high, neutronium shielded, laser-spitting
death camels!! Can you fly your tiny, manoeuvrable fghter over the mouniainous
landscape o weaken and destroy the camels belore they invade the human sirong-
haild! You must withstand withering laser fire and alien UFQs. Game action sirelches
over 10 screen lengths and features suparb scrolling, scannar, 1/2 player actions and
unbalievable animaton! Play this game and you'll never be able to visit a 200 again
without getting an itchy trigger finger! Awesome m'c action! £8.50 + 50p P&P

ROX-64 K
Rax is a challenacng game |n\|o|u|r‘|g the dedance of your lunar base from & deadly
meteor shower, Fox-64 includes amazing sprite graphscs displays and spacy sound
affects, and an awesome 'mothership’ display ! you win the game. Top 10 scores are
tabled along with their names. This program shows just what can be achieved using
onty Commodore-64 basic. Study the Ilsllni and learn how to use sprites and sound on
this outstanding maching, £4.95 + 50p PAP,

GRIDRUNNER 64

The Mo, 1 best game for the Vic has been improved for your COMMODORE 84!
Gridrunner is a smash hit in the USA, Now experience the lightning-fast challenge of
the grid on the 64. Features 31 skill levels and excellent sound and graphics.
rigger finger free with every game! E5.00 + 50p P&P,

K = KEYBOARD

J = JOYSTICK CONTROL

PLEASE ADD 50p TO ALL ORDERS =l

FOR C64: £8.50

LLAMASOFT SOFTWARE
49 MOUNT PLEASANT,
TADLEY, HANTS.

07356 4478

SPECTRUM

GRAPHICS CREATOR (16K)

Mot just another character editor! Allows you 1o define not anly the 21 user definable
characlers. Also allows you to change the entire 96 character ASCIH set. Creates
BYTES files ready for you 1o ioad into your own programs. Includes advanced Reflact,
Inven, Field commands ete. Complete with full documentation. Bin the BIN statemant
and use Graphics Creator with iis easy on-screen cursor editing. £2.95 + 50p P&P

BOMBER (16K)
Yes, a full feature version of the popular game ‘Bitz’, supplied lor the 16K or 48K
Specirum. For only £2.95 + 50p P&P

HEADBANGER (48K) LED «
Colourful new game starring Chico the headbanger who you must gusde o fiches
throwgh an increasing shower of heavy metal. Gam bonuses for headbanging but be
sure 1o take an asprin when the pain gets oo much! Basic + mi'c to speed up action
Great graphics, nice animation. Will even drive William Stuar sysiem’s voice synthess
er 1o produce speech outpul. Can you attain the grade of "Rocker Class One’ or will you
be ‘Barry Manilow Class 57 Siart headbanging lo-day and find owt £4,95,

SUPERDEFLEX (48K) K
unce ‘Sid', the space invader, around the screen info the power pods, keapeng away
of course from the devil who chases you around the screen, Steer with your Deflex
shealds, but beware the mines or you may be buried alive! Superb graphics and
fantastic sound on the 48K Spectrum only ly £4.95 on cassetie + p P&P.

ATARI 400-800

GRIDRUNNER L= v
Now play the best selling VIC/CB4 game on your ATARI 400/B00, Any mamory see
{16-4BK). Basic carindge nof required — 100% machine code auloboot tape. Play this
awasomely last and addictive game on your Atarl. For only £8.50,

TURBOFLEX

Superb ultra-fast and tally new ball game. Uses ATARI'S unigue | Fids 1o the ull
Incorporates superb colour’'sownd effects and wses PlayerMissile graphics. Tables top
10 scores along with Scorer's name. £6.00 + 50p PAP.

ZX81

CENTIPEDE (16K)

The ORIGINAL game from the ORIGINAL author. This is the identical program to that
baing sold by other companies lor three times our price. The game has received
ecslalic revidws In the compuling press. Program has 30 speed levels and ever
imnﬁingsCanlipﬂde hordas. Tables top 10 scores and names. Why wait o pay more?
Only £1.95 + 50p P&P.

LLAMASOFT SOFTWARE

Dept cvc , 49 Mount Pleasant, Tadley,
Basingstoke. Hants. RG26 6BN

ﬁ adley 07356 4478
a2 TRADE ENGUIRIES WELCOME

COMPUTER & VIDEO GAMES
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MORE THAN JUST A PRETTY PACKET!

MATRIX (GRIDRUNNER 2)

FOR VIC-20 (8K) and Commodore 64

Jeff Minter has taken Gridrunner — the game that topped
bestseller charts in USA and UK — and created an
awesome sequal — MATRIX.
Graphically superb, it features multiple screens, new
aliens and attack waves, mystery bonuses, renegade
humanoids, deflexor fields, diagonal tracking, count-
down/panic phase and much, much more. . .
Packed into 20 mind-zapping zones and accompanied by
incredible sonics.

N.B. MATRIX REQUIRES A JOYSTICK :
FOR VIC-20: £6.00

MATRIX ENTER THE ZONE OF EXCELLENCE
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G & VG SOFTWARE FORM

Have you written a games program which you feel is just
right for C&VG? If so we have come up with a form to ensure
that we can test it out and give you our views on it, as
quickly as possible.

We would prefer a tape and listing but can work from just
a tape and will return it to you if it doesn't find its way into
the magazine. We will also need an additional sheet
explaining the game and its theme. And any documentation
like lists of variables or how certain routines are working,
would be of great help to beginners. Please make sure that
your name, address and the program name is on everything

Program namie: ... 00 o ciend b

Machine

PRGBS

Other models it
BRI UGN, i s niess s e s ey b

Other equipment (joysticks, Extended

Basic, add ons, etc.) neededtorunit: .................

Christian

RIEROES 680 2o ANST LS TR Ak b e s g

ADUEGEE: i e S

(If original
pleasesayso) ....

Type of game:

LOAdin@ INSUCtions:. .. . . . . citvasm e

(If not included

Game instructions: iy the listing) ..............

Office use only

Acknowledgement sent:

Name of

Needs to be returned to Date
author for alterations:

issue of magazine.

Dateveceived: ... .G iiiiiniii

A T e e L e e LT
BEIB SOOI . iivoviiiarsverimn bl
DR I N . o i e e e iin

BRI, o s o e S

PDUBTOLERIRSIRAIN . ... 0. v T,

you send us, including the cassette itself.

This form will merely help us to keep a check on your
game as it goes through our testing process and make sure
we have all the information we need to present it properly in
the magazine.

If you don’t want to cut up the magazine, we will accept
photocopies or close copies of this page. This form will be
appearing regularly in C&VG issues from now on.

Remember we pay £10 for each listing published and you
could win our Programmer of the Year Contest where we will
try to turn the winner into a best-selling games author.

Number of K
s OGSO TG IR T e R L

Evaluator's comments

Good enough
to publish

Needs some
tidying up

Mot worth
publishing

Same game
already published
on this micro

Wouldn't load
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24 HOUR ORDER SERYICE Tel (0242) 82741

SHADOWFAX

Fight the black riders whose touch i5
death. You must quide Shadowfax as
Gandalf's swift white horse braves the

dread riders of Sauron, Dark Lord of
Mordor. How many will your
thunderboits destroy? Magnificent
graphics.

Luke says — ""H's ;—-uﬁrkc The bettern you
s, .ﬁc &9«1&( challenge. ' 150" ts bear!

Do gou have e lightning-fasl eye o dear
Licke ar ks favoundle game?

SNAKE PIT

Imagine yoursell in a snake pit. The
snakes and their eg9s must be gobbled
up before the snakes eat the Gobbler
... who must eat the |ast egg before
the first snake. Eat the eggs, and more
snakes are freed to attack. Eat all the
snakes and the game begins again ...
but faster! Faster!

Luke 3 comment: " "Betten than Dacman. ¥ s
a weely fun game! 12570 994 ra gabble of
you want ta feal my bedf. Ger &7

Is Luke only a boy, or has
constant exposure to Postern
Imaginations Unlimited given him
new powers in the world of the
imaginations? Find the answer
yoursell with these new
Imaginations Unlimited

SIEGE

Watchfulness and skill protect your
castle from the encircling marauders in
this Siege. Drop rocks to dislodge
them, and their anger makes them
faster ... and faster! Are you fast
enough to hold them back from the
top of the wall? Speed your reflexes.

Loke dags — "B you cax 4 ".t.t_j' the
Glooms away as long as Tdid 7' 4360 to
beat! That's digficntt

Look for the IMAGIMATIONS UNLIMITED
;a:a gaad game ar Mma— Lok symbnl—onlyongamzsfrom?nslwrn-m
dagd -.c_;f &'s veall (. agmd &I st offer you a really super challenge!

soom, Tw leating lots more games for Available from many computer stores.

Thary ! ? Lo scck e lear To order by post please send your

wrn e Wil ll  cheaue, postal order or Access/Visa
from a big range of games — do wale card number with this coupon. s
fhese pages jor Dhe very besl in 94-::.:-" Yo: Posters Limited
Pncle ta mee itk yaun saper dconed, faa/’’ P.O. Box 2, Andoversford

*The scores quoted were achieved on a Spectium computer — O telephone; (0242) 82741
Different computers give different score potential, (24 hour order service) 4

(Trace enguiries. Teiephone (D45 18) 684, Beles 43594, Prestel 37745)
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" BOUGHT
ANY

INTERESTING

CASSETTE

BOXES LATELY

The Microcomputer Software Club exists to help home micro
users to buy good programs — not pretty boxes. Advertisements
and clever packaging can make the worst programs appear
tremendous. It is not until you have ‘gambled’ your money that
vou discover how good they really are. Some are only slightly
different to others you may already own; many are not as good
as you would be entitled to expect; and others are just a complete
waste of money. Of course, there are some excellent programs
around, and many more appear each month. Many thousands
of home micro users now find out about them easily, safely and
regularly. In addition, they are able to buy them at really low
prices. They are all members of the Microcomputer Software
Club.

FREE MEMBERSHIP

Membership of The Microcomputer Software Club would save
you money and trouble. Each month we thoroughly test and
evaluate the many programs issued by the growing number of
producers — including /K, Bug-Byte, A & F, Campbell, C-Tech,
Imagine, Lothlorien, DJK, Salamander, Bridge, and the smaller
companies that you may find it difficult to keep track of. If a
program is good, and it has got to be very good, it is recom-
mended to our members in the next issue of the Newsletter.

NO OBLIGATION

Members are not obliged to buy a fixed number of programs
from The Club. They buy what they want when they want.

Whether it is one program in a year or one a month, they know
that when they buy from THE MICROCOMPUTER SOFTWARE
CLUB they are buying the best programs at the best prices.

LARGE SAVINGS
ON TOPSOFTWARE

All programs are, at least, 10% cheaper than normal and, each
month, the best of the most recent software is made available to
members at 20% less than normal. Postage and packing is free
on orders of two or more progranis for delivery within the UK;
ordering and payment are simple, and quality is guaranteed.

FREE NEWSLETTER

Our latest Newsletter offers programs from most leading
suppliers —and from a few that, perhaps, you do not yet know. A
program has to be good, very good, before it is recommended to
members. It also has to be reliable and, even before the
members’ discount, it has to be good value for money. Subject
coverage includes adventure, arcade, education,
games, household applications, family games,
utilities and programming aids.

strategy
business,

CLUB EXPANDS TO INCLUDE
COMMODORE 64 AND ORIC
USERS

Two excellent new machines have just been added to our
coverage — the Commodore 64 and the Oric. Software for these
machines will be in our next Newsletter. Remember, member-
ship is completely free of charge and you are under no obliga-
tion to buy anything from the Club unless you really want to. If
you use a ZX81 (16k), Spectrum (16k or 48k), BBC (A or B),
Dragon 32, Vic (expanded or unexpanded), Commodore 64 or
Oric, you should join THE CLUB

J Ol INRILO DAY

THE MICROCOMPUTER SOFTWARE CLUB

e i

P.0.Box 166, Oxford, 0X2 9BJ, England.

MicreCeomputer SOFUN\AZARE

F—CLUJB

Free membership application

Please accept my application and enrol me as a member
of The Microcomputer Software Club, | understand that

membership is free of charge. NAME

As a member | will receive the Club Newslener free of ADDRESS

charge and will be entitled to benefit from any savings

offered to members on selected programs for micro-

computers. | may cancel my membership at any time, CITY
POSTCODE

THE MICROCOMPUTER SOFTWARE CLUB
| P.0.Box 166, Oxford, 0X2 9BJ, England.

AGE (If under 18)

COMPUTER MODEL

—

COMPUTER RAM

J
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* Extensive range of programs

* Fast reliable service

* Life membership

* Descriptive catalogue

* Fortnightly or monthly hire option

* Special offers several times a year

* P&P included in hire charges.

Membership fee £20 Hire charges:

Send £10 now and balance 2 weeks £3.00

with first order 4 weeks £5.00
— p— — — —‘

VIC 20 it

ATARI : PHILIPS

INTELLIVISION
CARTRIDGE LIBRARY

Authorised Dealer

Please send me on money back approval, my library catalogue
and membership card, along with order form, and if I'm not
satisfied within 2B days you will refund my money in full.

NAME

ADDRESS

11 i R

To: M.D.M. Home Computer Services Dept. 4, 20 Napier
Street, Nelson, Lancs. BB9 0SN.

TIVIC20 [] ATARI [ ] PHILIPS [] INTELLIVISION

VIC 20

DIGITAL

olso  CASSETTE DECK
COMMODORE AT A REALISTIC PRICE

+ PET : + £1.50
TRADE P 99 PEP
ENQUIRIES
WELCOME INCLUDING

5 FREE GAMES

Allow 7 Days Delivery

* Fully Compatible

* Designed by our Engineers —
NOT just an Interface unit

* All Cables Included

* Powered and controlled by your
computer — SIMPLY PLUG IN!

SPECTRUM
QUICKSHOT =
JOYSTICK

 Interfaced to plug straight
into SPECTRUM

s Compatible with most software
from: Quicksilva, Silversoft, Artic,
New Gen efc., efc,

* Other Programs
easily modified ONLY

* Full Instructions

aiarecss 1) 00 L-wf:j

for Atari/Commodore 4 F1 50 P&P

Deluse possne
.uuun- [
tution

CONLoUT gromee

onty£12.99 .+ r1.00PaP . 1oe urs g
* Intarface unit only available for use f? 1.99 Rublou: suction
with your own Ataritype Joystick only + E1.00PEP  (ibia cesnans
Credit Card Sales Line 2 hours TF E o] opesEten
| —
.-D‘Ttl 27HOPE STREET, HANLEY,

| ==ELECTRONICS /"0

SOUND with SINCLAIR

MAKE AMAZING SOUND EFFECTS
WITH YOUR ZX 81,
TIMEX Sinclair 1000
or SPECTRUM

THE ZON X 81

& No memory addresses used O mappead

s ‘ FULL instructions with many examples of how to obtain effécts and
the prngrummeu s:upplhad Fullv gul'rar‘lm British Made.

» Spectrum Extenszion Board Order

" PRICE £6.80 Inc. VAT.
/ Che

Access & VISA ocoephed
Ring 0820 1182 for
Immisdiahe desparch
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Programs Wanted

We market original, exciting and entertaining
games programs — preferably in Machine Code
— for the following Micros—

Atari - BBC - Commodore 64 and VIC 20 -
Dragon - Jupiter Ace - Oric 1 - Sinclair Spectrum
- Texas Instruments 99/4 A

INSTANT CASH plus ROYALTIES
When we accept a game for marketing we pay an
IMMEDIATE cash fee AND give royaltics.

If ¥YOU have a game which you think is a winner,
help it to become a success by letting our team
work for you. Help your ‘DREAM’ 1o come true!

Phone: BASINGSTOKE (0256) 25107
or write to: DREAM SOFTWARE, P.O. BOX &4,
BASINGSTOKE, HANTS. RG21 2LB

DREAM




/ém/ ‘

cst \

FROGGER (TI 99/4a) GROW (Acorn Atom).........cccceeucunune
3D ROAD RACER (Tl 99/4a) MUNCHERS (Sharp MZ-80K) 80
SPACE DODGE (Vic-20) SHORT CIRCUIT (Sharp MZ-80K)... 83
KRAZY KONG (Spectrum) DEFEND (BBC)
WORM CHASE (Dragon) GOLF (ZX81)
3D LABYRINTH (Spectrum) ZIG ZAG (Atari)
BOMBER ATTACK (Dragon) DRAUGHTS (Atari)

NIVEK'S INVADERS (Atari)




Amphibians Anonymous
are gathering on the far
bank of the River Wrap-
around to honour those
that didn't make it.

Frogs from across the
length and breadth of
Texas are homing in on
the river to take part in the
service to deceased
amphibia.

But there's a five lane

highway to cross and
tratfic is no respecter of
troggy limbs. And no frog
wants to meet his flatmate
when crossing the road.
Then there's the roaring
torrent known as River
Wraparound which must
be crossed with the aid of a

|

notoriously unreliable bus .

BY P. PHELBY
BASIC & JOYSTICKS '

service of turtles - you can
wait for ages then three
come at once!

The logs make things a
little easier but they travel
so fast it's difficult not to
get carried away.

Watch out for snakes and
alligators on route and
hope that you get to the

bank in time not to miss
the Top Toad's speech. . . it
starts when the timer on
the bottom of the screen
goes down to zero.

This arcade-speed action
game is played on the TI
with Extended Basic.

If you play with your
shift lock key up then
you'll have to change line
520 from K=121 to K =89.

64 COMPUTER & VIDEO GAMES
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BY P. BURROWS

You may not be able to
pass your driving test after
twelve sessions with this
Texas program butit's
worth typing in just for the
3D graphics.

You are seated at the
wheel and your view is of
the bonnet of the car seen
through the windscreen.
Cars are coming towards
you which you have to

avoid as best you can. @
The graphics are very AR

well programmed; the cars
start in the background as
small blobs and get larger
and more recognizable as
they approach you.

Use the Z and full stop
keys to move left and right
respectively and see how
much of the 100 mile
COUrSe YOou Can cover.

3D ROAD

66 COMPUTER & VIDEO GAMES
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RAIC 20

BY ALAN HALL

IN 3.5K

Space Dodge challenges
yvou to get your craft back
through a maze of shifting
meteors to the mothership.

The object of the game is
to get yourself to the home
“H" marker which repre-
sents the mothership
before your 35 second time
limit runs out.

On the way you can pick
up as many bonus points
in stellar fuel as yvou like
but don't leave it too late.
Avoid the meteor asterisks
and when you conquer
one phase you move onto
the next.

Each phase is more
difficult than the last.

TIME LIMIT

The time limit is 35
seconds and after 25, a war-
ning will appear in the top
right-hand corner of the
screen. If you still fail in
your quest the game stops
after 35 seconds and a bell
sounds.

FUEL

You start with 200 units
of fuel on board the ship
but it gets used up quickly.
Each move costs 5 points,

smart bombs take up 40 .’ move to make life more

units and Hyperspace
takes up 25. On hitting a
bonus, 20 units are lost but
more are gained.

In indicator in the top
lett-hand side of the screen
warns when fuel is low.

SCORING

When you eat a stellar
fuel dump, ascore of 10
points is notched up and
yvou add 20 points of fuel to
your reserves.

To get a bonus score you
must land on a 0" and as
you can only see this when
you move it is difficult to
add to your total in this
way.

When you hit the bonus
you add a random score to
your total and this flashes
up in the top of the screen
and the same amount of
fuel units is added to the
tanks.

HOME

Home is randomly
placed on the screen and
only flashes up when you

difficult. If you reach
Home before the time limit
is up then you move onto
the next phase.
CONTROLS
Movement and control of
the smart bomb and
hyperspace features is on

" the keyboard. The ship can

be moved up and down,
left and right and
diagonally. The diagonal
controls are the easiest to
find on the keyboard and
are self explanatory as "A",
g, 2", "K". Bhift com-
bined with the cursor keys
allow up, down and left
and right movement as the
arrows indicate. It takes
some practise to utilise
these controls easily. The
space bar works as a smart

bomb and the "'=""

signisa
Hyperspace.
SMART BOMBS

You only have three
smart bombs in each
phase controlled by the
space bar. It clears the

space around you by blow-
ing up asterisks on every
adjacent square. And
hyperspace allows you to
leave your present position
and move to a new random
position on the screen. But
beware when you use it,
you may land on an
asterisk.

TIPS

Make sure you know
where Home is at the start
of the phase so you can
find it quickly when time
falls short. Don't aim for
mammoth scores each
phase but leave yourself
with something in reserve
to get out of trouble. It's
very hard to destroy all 20
power pills in one phase,
don't risk it.

As soon as you see the
reversed "'T' head for
home. Don't over-use
hyperspace it will resultin
a nasty end. Landing on
the screen border results in
instant hyperspace as well.

A good score to aim for is
200 points but the author's
high score is 1,255 points in
five phases.

- SPACE DODGE

FRINT" s =
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BY T. BOONE

The mighty Kong has
been rampaging through
the arcades for some time -
but now you can allow this
not so cuddly gorilla into
your own home thanks te
KK addict Timothy Boone!

Tim has already written
a Kong program for the Pet
which we have printed but
now he has adapted his
interpretation of the
arcade game's fourth
screen - regarded as the
toughest screen of all - for
the Spectrum.

If you have not played
the game before, you don't
know what you're missing.
Kong, the gruesorme
gorilla.has grabbed the
girl and taken her to the
top of the Empire State
Building:

Jump-Man, so-called
because of his amazing
iumping ability, must try
to rescue her from Kong's
clutches.

The game takes up the
story in the attic section of
the building. When you
run the program you will
see Kong and the captured

girl at the top of the attic. ’ falling from a burnt ladder,
Eight plugs hold the attic’'s jumping off the rafters or
raftersiin place. talling through plug holes.
Jump-Man has to try te Do not go too close to
knock out these plugs by Kong's lair - you may
walking or jumping over regret it.
them. If you manage to The cursor keys give
knock out all eight plugs your walking and climbing
you send Kong crashing to . direction. 1" will cause
his doom and rescue the Jump-Man to jump left
girl. and "'0" will cause him to
The plugs are guarded jump right.
by four deadly moving A high score function is
fireballs - which you must included in the game. The
aveoid at all costs and high scorer's name being
which can also burn away printed in the HIGH BY
the top and bottom rungs box during the game.
of the ladders, restricting The program comes in
Jump-Man's movement. two parts. Load part one
For each plug removed (LOAD "GRAPHICS") and
you score 100 points. If you | run this program. The
conguer Kong you win the { computer will then set up
bonus and the level the 21 User-Defined
increases by one. The Graphics used in the
program then loops and game. When the program
you get another chance to  tells you to, load the game
challenge the king sized program (LOAD "KONG")
chimp. and run the game. You
You start with three lives should now see Kong

and can lose these in many holding a girl aloft and
challenging: HOW HIGH

ways: touching a fireball,

CAN YOU TRY? As in the
arcade game. You should
key in and run part one
then SAVE it and then key
in and run part two.

Aand B = vertical and
horizontal co-ordinates of
Jump-Man

8C = score (including the
bonuses BO); P = number
of plugs gone (if P = B then
the Spectrum goes into the
Kong fall routine.)
F1-F4and B1-B4 = posi-
tion of fireballs; B5-B8§ =
the random element of the
fireballs.

H$ = the name of the high
scorer. Ll = lives

(initially 3).

Lines 1-10 = setting up of
variables. 12-14 = walk and
climb sound. 100-300 =
fireball movement and kill
checks. 399-599 = scenary.
20-89 = main program
(Jump-Man movement
etc). 7000 = Jump-Man's
dying routine. 7100-7300 =
Kong's challenge.
7300-7700 = Kong fall and
death routine. 7800-7990 =
jumping subroutines.
8500-8600 = instructions.

E = LET RA=6@0: LET
INT A F: JAI| T e=@: LET r==2:
T 30@R: LET p=0: |
i¢ FOR =144 TO { 3: LET w=2119.
2 FOR o=@ TO ¢ ot LET =5
JSR CHRS f+n.z: BEEP *5@ 5 LET ri=6: =
NEXT n. MNEXT 1 =14: LET f4=17: 1
3@ PHPER S5: IMNK O EEP 2=7: LET b2=15: 4
.y LB FRINT RT 1@ SER 16 GO TO 362
CEFINED GRAPHICS SET 1= BEEF .P@03,20: BEEP .000s,1
3P . NOK LOAD THE 5: RETURN
1@@ DETA 153,90, 36 , 126 =, 2 15 DBEEF .9@08,35: RETURN
4. .6R0,.185,185 .15 ,.858,255, 1 -1 14 EBEEP .0®1.15: RETURN
»185,2558,185,129,129,122,123, 195 15 IF ATTR (a+1,b) =48 THEN PRI
255,104 ,120.48.62,63,15.7.3.24, NTIETI§+1,b; ¥NH 15:3'
122,66 ,153 153, 66,102,24,24,24,1 o RTTR (a-1,b)=4@ AND ATTR
255,24 ,216,168,12,24.24,125, 255 g e Qe FE AR -
;24,27 ,21,48 ,86,88,66,1=6.54.120 % el A HEN PRI
. 72,12 .24 ,24,1,255,24 55,255,128 NEL:7EB
.24.24,128,255,24 ,A52,255,1,1,2.
4,5,48,64 ,135,4,32,79,127,2,75,7 i, PR
?,?E,i§,1¢s,351_315,159.e:z 151 Lt i
44,1 At e o
e DATH 72,64 ,85,124.,.4,57,86,21 g—;ﬂ 15-3-,59
32,G,0,0,,14,008,60,60,8,50, 454, (2¥, 18, 1)
214_-254.-2381%59,%?;SIE,B,B;E! 48,2
48 ,252,252,57,125,125,55,53,8,3,7 A,
,255,519,255?2%5.255.L@.iz ias, THEN GO susB 1
156,199,130 ,250, 458, 9, i5e, 204, 22 o
.3@.12.124 .552. 240,524,192 4 THEN G0 auUB 3
87 IF INHE&s—“? ANLC ATTR (a-t
1 LET hi= LET HS$= GO SU  ,b)=p THEMN GO SUE 13
3 ssoa 28 IF INKEYS$="6" ANLD ATTR (a+t
2 LETY zc=2 ET Le=R LET Lis= , Bl =0 THEN GO SUB 14
3 30 LET a=2+(INKEYS="6" AND 52
3 GO TOo 7iae 1 AN ATTR (2+1,b) =41) - (INKEY §="°
S LET ni=9: LET f=4: LET &=7 7" AND 231 AND ATTR fa=-1.b)=41)
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THEN

.b3 <341 AND ATTR
- 7oea

“h
]
HQ
s b |
no

MR- M
LiJ

MO E

PRINT
A

IF a¢>c THEN PRINT
IF ATTR (a+1l,b) =40

(a+l1,bl) =47

a+2,.,b+1) =41
THEN PRINT
e
&

RT a,b;

BN
-2, b}

THEN

i
BT

GR
AT

="@" THEN GO 5SuUB

R

F INKEY$="1'" THEN
ET bo=bo-1@: GO TO 2
F BATTR ra+1(b+13=1 ia T
AT a+i.b+1,; IkNE :
1: LET sc=scCc+1@e
RETURN
IF ATTR {(a+i,b-11=11@&
AT a+l,b-1 INK 7; "
1: LET sc=sC+1082
RETURM
LET S=INT 1RHDs&3 E
RMND3) ET b7=INT =]
BE8=INT (RND*3)
IF bS5>1 THEN LET bS=-1
IF bB>1 THEN LET bE6=-1
IF b731 THEN LET b7=-1
IF b2>1 THEN LET b8=-1
LET bhi=bh1+bS: LET b2=b2
b3=b2+b7: LET b4=b43+5HE
ERINT BT §Fi,.bl-b5S," %
fF1,bl1+bS,;, PRAPER &; INK
1; “E™: LET bl=bl+bS: IF
bl1<1& THEN PRINT RT f1
LET bl=bl-bS*2: PRINT R
FLAaSH 1, | i
PRINMNT AT
F2. b2+b6;
v il R ACCR W
bz2<d4¢ TH
ET b2=b2
LES3H 1; "
PRINT AT , b3= i
FE,b3+b 7, AFER MK
1: "E": LET b3=b3 iF
bZ<«3 THEN PRINT 5 T
ET b3=b3-b7x2: F BT
LAsH 1, "EY
PRIMN =N 4, bi—-b3; o
Fi , bd+bE; FRFER B; IMNK
1i; "E": LET bd=b4+b8 IF
ba <@ THEN PRINT AT _ id.
ET bd=hda-b8:2: PRIMNT AT
LASH 1;"E"™
IF RATTR fa,b+l) >i20@ OR
-1) 31290 OR ATTR (a+ b1
¥TR (a2-1,bl3l12@ THEN GO

Y

hT
co-lD o
—kbk o M

"z

e

-

M - " -,_ ! - [ =
st T i~ fr cmoO0 -
i, & i wesgy meny 000
Mok - Ong 4 ¥ 0
- | a B 1 1 £ B
¥ b 7y = I Su C): =
" I -3 K e |1 F kel ) :
% - A gl e
+ TN i PR o T
A, 1 - M - ,_1 ..".- ._, w1 '-_:
1
& m
Nk

!
- I
v NZ BN

-

-

BT
v ME

r

= L3 0
W~W H N~ N

2 DE—IJ“ S

4 iy

; e, i AT
F ; F,E5;, "R ";R
Beg X b | 2 F 1 o -

INK f;H&%

47@ FOR X= TEO Li-1 PRIMNT N
salid HFEn NEXT x

S18 FPRIMNT RBT =21_.E IrK o Rare -
y=56 FOR x=m TO e S5TEP =i =0
48 A NEXT A LET y=8 FOR x=2
TO 38 STEP r GO SUB A MEXT

S4p LET x=1&: LET y3y=0 GO suB A
: LET yx=20: LET uy=8 GO SUE A L
ET x=15. LET y=1l1l: 60 SUB R LET
¥x=10: LET y=314: GO SUB A LET X
=2@: LET 4y=14: GO SUB A LET X=
5: LET y=17: GO SuUB A

ss5e¢ LET x=8: FOR 4=t TO r: FOR
d=ni TO i8 STEP n: PRINT AT 4Y.X,
INK m; BRIGHT t,;"IN': HNEXT Y LE
T x=22: NEXT 4: GO TO 18

BEEE FOR w=4 TO Y+n PRIMT AT 4
£; IHK 1;:"B": HEXT 4 LET y=y-1
RETURN
7885 FOR =F TO VAL " -16" STEP -
t: PRINT AT a-1,b oy PR IMN HT
a,b; ""H" IF ATTR ia+t,.b) {3qg RAND
ATTR (a+t,b) <>UAL 47 THEM GO T
D UARAL "7als"™

7010 LET a=a+t:

PRINT AT ni ,L'F!
e ENK DG YR
UAL "8 ,VURL 13"

VAL 8", ,VAL "17";"

4 prptiilnl = b AT S.,uRL o . NEXT X

'0.5 F‘F—'-‘_LNT Fi"' m,'.JFaL. raatst" NIRRT

A.URL "MA6Y " ‘AT g9 .,\ARL 14, IN

L t;'D” ar’ 9. UHL A U
;Gﬂﬂ HGEH g: INK &: FOR X =URL
STEP =F. PRINT AT &.,b.
FhﬁqH 1,”H“_ FRINT AT a,b; "H":
SEEP UARL ".01" ,X+t PRINT RT a,b
: PRINT Hz a,b; BEEP URAL
w: MNEXT X

COMPUTER & VIDEO GAMES 73




=

7838 FOR x=1t TO UAL “i158": PRINT
AT a,b; INK 7;"8": NEXT x: LET
E%fliﬂi. IF Li>e THEN GO TG VAL

732 PRINT AT UAL "i2",UAL "“11°:
“GAME GUER"™: INPUT INK e; “HIT <E
NTER> TO PLAY AGAIN...";K$: IF =
C>hi THEN LET hi==c: GO TO UAL -
7ase
7835 GO TO r
7858 CLS : PRINT AT UsaL 3" ,UAL
“&"; "CONGRATULATIONS-YOU HRE“'HT
VAL "1@",f,; "TODAY'S HIGH SCORER
! PLEASE";AT UAL "12",F, "ENTER ¥
DUR NAME (3 LETTERS) "™ : FOR x=t
TO VAL "3@": BEEP VAL “.1",RND3sy
AL 4B : NEXT x: INPUT HS%: LET H
$=HS{1 7O }\': GO TO r
71180 BORDER 4: PAPER 4: CLS :
INT AT _8,15; INK 2;"KL":RT 9.1
“MNY; AT 19,14; INK 5,'n ;AT _11
4; INK @ "DPB";RAT 12,14;" ST
6,13; "KRAZY ;AT 14,13 “KONG!
ggéﬁT Bi; " HOW HIGH CAN YOoUu

7132 BEE -4,-5: PAUSE 3: BEEFP .
2,=%: £E .2,-3: PAUSE =: BEEP

2,-3: PRUSE 2: BEEP .2.,8: PBRUSE
32: BEEF .3.-3: PAUSE 4: BEEP 1,
7140 PRUSE 258: GO TD 4

7382 PRINT AT a,b; PARAPER g9; o
7385 FOR vy=t TO 36' PRINT HTFBﬁB

e NEXT y:
Yy=17 TO 20: PRINT AT U.,ni; INK N
: "CECCCCCCCCCLL " : NEXT y

7318 LETY y=5: LET x=15: PRINT AT

y.x-1t;"0P&"; 3T y>t, -t,;, “"RST"
7315 FOR s=t TO VAL "i1@': PHINT
AT y+t x4+t," "AT vyt 2-1,;" ‘s AT
g, .x+t; "Uu; AT y,x—t;*b‘- BEEP UR
L *.@B".,.5 PHINT AT y. . x+t,;"a",AAT
U, X=1;"D"; gt M2, "T", AT g+t
X =t "R" BEEF’ VAL ".1",s-UARAL "1
8" : NEXT =

7E2@ FOR s=t TO UAL *"11": PRINT
AT u.x-1,; "DPU" ;AT 4+t .x-1; "D5U";
LET Y=y+1t: PRINT AT Yy=r  dx=-t;"

BEEP UAL ".2",-5: NEXT s5: BE
EP t,VUAL "-18"
7330 PRINT AT ni,8;
;AT 8,185; INH - - e
LET a=8: FDR b=8 TO
a,b; "F": PRINT AT a, b =X T B0
SUB 12: MNEXT b
7S48 PAUSE 158: PRINT AT 123,12;°
YOU WINT: PAUSE 18f: PRINT AT 13
»11; "THIS TIME™: PAUSE 1@d: PRIN
T AT 13.,8; FLASH t; "NOW TRY AGAI

7352 PRAUSE S2@: LET sc==Cc+bd: LE

T Le=Lle+t: GO TO n

7820 IF b>x»27 THEN RETURN

7825 IF RATTR ia+t, bl_m THEMN PRIN

T AT a+t,b; INK :,“ : LET p=p3t
LET Sc==C+1002

7638 BEEP .1.15 LET a=a-t LET

bE=b+t: PRINT AT a+t,b-t;" ": PRI

NT AT a,bk; INK e;"I": BEEP .1,20
IF ATTR i(a+r ,bl=w THEN PRINT PR

MK S:" ": LET pmpst: L

ET sc=5c+108

7835 IF ATTR (a,b-t)i=0 OR RATTR [
a+r,.b~-ti=0 THEN PRINT AT a+t.b-1
CUINK L vBv
7848 LET b=b#1l: PRINT AT a,b-t; "
Tl prtelh L
P «1,25: B3 =w THEN
PRI ; ; ; LET p
=p 4

784 AND ATT
Rt T a,b
-XJ

7TBS

/AT
NK

7685

RAPECTRUN ——

ia+ bh=313i420 THEHN PSTINT BT t o b
-1 IHH T "5
7a8s8 IF E=bl SND a=r1 OR
o a=f2 OR b=b3 AND a&a=f3
AND a=f4 THERNM GO TC 7000
7868 IF a=14 AND b»28 GR
> br26 UR a=8 OND b2 3
D 7eoada
7ESE GO TO 26
7918 IF b¢n THEN RETLRN
7915 IF RATTR i1a+t.,.b)l=w THEM FRI}
F A &+t ,b; INK 5:" > LET p=p+l
: LET sSc=3cCc+100
t 79380 BEEP .1.185: LET a=a-t LET
b=b-1t: PRINT AT a+t.b+t, PRT
NF PT a. b, JIHNE €;"d” BREEP . 28
: IF ATTR t(a+r ;b)) =wm THEN PRIMT A
T a4 .b; INK 5.;" LET p=p s+t L
ET sCc==c+100
7835 IF RTTR ia.b+li=0 IF » F {
247 b+t =0 THEN PRINT AT a+t,b+t
s o INK 1."B"
7940 LET b=b-t: PRINT RT a.b+t;’
: PRINT BT a.b, INK &, "Jd" EEE
F .1.,2%: IF ATTR (a8+fr,bl)=w THEM
PFRINT HE a7 .b; INK S5;" "“: LET p
=p+t: LET sc==sc+l12@
7945 IF ATTR (a+t,b+1) =0 AND ATI
R (a+r,;b+1) 1320 THEH PRINT AT a.,b
+t; . JTINK t;"EBE"
. *a5@ LET a=a+t LET b=b-t: PRINT
: B =1 . b " " PRINT AT a.b, I
{ NK e;:"6G": BEEFP .1.15
! 7958 IF ATTR (a,.b+tl =0 AMND ATTR
{2+ ,b+t) >0 THEN PRINT a-t,b
+t,; THK t.'B"
9858 IF b=bhl1l RND a2=f1 OR b=bz2 RN
D a=f2 DR b=b3 AND a=f32 OR b=b4d
AND a=Ff4 THEN GO TO 7@
7960 IF a=14 AND b«r 0OR a=11 AND
bB<F OR a=8 RAND b<m THEHN GO TO 7
a4
7990 GO TO =2e
85808 PRPER VAL "2": BORDER PI-PI
¥ INK VAL “?Y: BLS
¢+ 8940 PRINT AT PIAPI uUslL "1 ”hﬁ

AZY KONG", AT UAL 2" ,UAL "i1a4'";

AT INT PI,INT PI;*" by
TIM BOGHE ,Southampion'™

B558® PRINT AT UAL "B . UAL "“7'; K
EYBOARD COMMANDS: ;AT wAL =7",PIX
=P I; "CURSOR KEYS GIUE UHLh DIREC
TIONRT URL "9"  UnRl “"&";"1 = Ju
HP LEFT”;, AT uUAL “11“,Jﬁr g, "a
= MiMP STISHT"

855828 PRINT AT 185,@;"YOU SCORE i@
2 FOR ERCH PLUG wYOU KNOCEKE OUT,
AND WIN THE EBONUS IFYOU CONGUER
KDNGE. ;AT 21,3; BRIGHT 1, "PRESS
aNY KEY TO PLAY ...": IF INKEY$="
" THEN SO TO UARAL “"g8sSa2"™

556880 INK @: RETURMN

S6ae s5TOP

SCORE: @ HIGH: @ LEVEL - @
T

ﬁ
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R T

BY S. MURDIE

Can you get Willie Worm
into the safety of his hole
before hissing Sid Snake
catches him and invites
him to join him for lunch.
Willie is on the menul
Willie has to get back to his
hole using a series of
ladders - but slippery Sid
can do without these and
pursues the weary worm at
a frighteningly fast speed.

In dire emergencies
Willie can call on his
amazing ability to teleport
out of harms way. But the
number of times he can
use this talent is limited -
so they must be used with
care.

Can you keep the snake
from the worm's door? Or
is Willie doomed?

Full instructions are
included in the program.
So worm your way out of
this one if you can!

REM WORM CHHSE

woO

448

REM BY STEVEN MURDIE 458 CIRULECS, 11@2,5.3
33 REM FUR DRRAGON 32 450 FRINT(S,11@2.3.2
4@ REM ALL REME CRW BE DELETED A70 PUTCK, Y 2=( X+20,Y+Z2@ ). R, OR
@ REM SET UF GRAFHICS RARRAYS 480 LINE(R.3@:-C@, 381, PSET
@ DIMAC23,. 28 DIM L(29, 2@ 498 COLOR3. 1
'@ REM INSTRUCTIONS =@@ REM=-SETS KEYS TO UPPERLCASE
BE CLS PRINT"XWILLY WORM MEETS SID SHAKEX" 418 POKE329.25%
9@ PRINT"SID SHAKE WANTS TO EAT WILLY WORM., 2@
‘!? YO MUST PROTECT WILLY BY GUIDING =30 AND M@ THEN MexX-=19
HIS MOVES USING @' & ‘g FOR UP & DDWN RAMD =43 ' RND ML280 THEN Mep+l@
1 & *3’ FOR LEFT & RIGHT" k] " AND Me=17@ AMD Me3158 THEN YeY-1@ SOUNDZR@
10@ PRINT"WILLY CAN TELEPORT WITH THE *“T° KEY 5@ 0" AND XO=17@ RND ¥=315@ AND e
11@ PRINT",.BUT HE CAM OMLY TELEPORT % TIMES THEN YmY4+1@: SOU o1
120 PRINT=WILLY MUST USE THE LADDERS, SID DOESH'T HAVE TO" =@ IF INKEY®="T" AMD TE<S THENM MaRrD 2B X18
130 PRIMTWILLY CAM WIM IF HE REACHES HIS HOLE...BUT IF yaRNDI 17 V%10 TE=TE+1 PLAY"T12v3103
BID WIMNS. wvrnwsss ! 1i2i3:4:516)718,9:18:11.12
148 PRINT'HIT ANY KEY TO STRRT =@8@ REM CHECKE TO SEE IF YOU'WE HHOMN
158 REM DRANGE SCREEN 2s@ [F Xe=@ AND Y=10@ THEN PLAY T1202¥31:1:3,4:9
1658 SUREEME. 1 1 3 Sit 38831531 SCORE
'@ IF IMKEY®=""THEN 178 wsCORE+15@8 CLS2: LOTU73d
2@ CLSH EP0R IFYL@ THEW Y=0
i!; 9@ REM SNAKES POSITION £1@ REM DRAW SHAKE
280 A=0 B=30 620 CIRCLECA.BY: S, 3 PHINICR.B2, 2.4
218 REM YDUR PUSITIOM &3IA REM MOVE SMAKE
229 Mm@ Ym]14@ 548 IF Y4B THEM B=B-5
239 PMODES. ] &=@ IF ¥>B THEN B=B+3
24@ REM DRAW YOU L@ [F )R THEN RA=R+S
290 LIMEL 9%, 9%)-C 105,105 . FEET.BF 670 IF 'vmB AND X<RA THEN FA=R-3
268 GET(50,99>-C118.1182.R.G &R0 REM INCREMEMT SCORE
27@ REM RESET SCORE TQD ZERD £90 SCORE=SCORE+1@
2eid SLNRE=Q v Tea FEM CHECE TOD SEE IF YOU BFE CAL
238 PMODE3, 1-PCLS YOI ARE PLAY UERTH MERCH
308 REM DRAW LRDDER 1@ IF ¥=A AND Y=B THEN PLAY"01V31T2LALLLBLGLAB-ARGLF+L
t!i 1@ LINECD.@)=(@. 283, PSET 'LINE! 20,8 )-{ 2@. 2@ », PSET CLES® GOTO730
420 FORT=3TOLS STEP 5 i AP GOT04TR
338 LINECS,T3—t20.7).PSET i 739 PRINT'YOU SCOREL "SCORE" PDINTS.'
348 NENTT 4@ [F SCORE>MI THEM H1=SCORE
%@ GETC(@.@)»=(20.20).L.0 7=3 REM INCRERSES HI-SCORE IF SCORE IS BIGGER THAN IT
6@ PMODED, 1 'COLORZ, 1 PCLS'SCREEML.D /6@ PRINT"HI-SCORE="HI
7@ REM SET UP PLAY FIELD 77@ PRINT"AMOTHER GAME
8@ FORT=@TO13@ STEP 4@ 7HA FEM SETS KEYS TU UPPERURSE
9@ LINECD. T =( 293, T+2@2, FSET. BF r9@ POKE3ZF. 55
488 MNEMTT 108 As=THKE"Y
1@ FORT=2Q TO 17@ STEF 4@ H1@ IF AN THEM TE=@ GOTD B0
428 PUTC1%@, TI=C 178, T+202.L.0R H2@ IF AB="N" THEN END
430 MEXTT B39 LOTOBE22

REM DRAW HOLE
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BY M.

BEATON

(7]
Baifled, bothered, except clues on how to Screen presentation is ready to tackle the
bewildered? Then you escapel simple but effective. The mysteries of the maze.
must .@ie trapped in the 3D Atthe start of the game | azeis always displayed Commands used are;
Labyrinth. Even more puz- you are asked to select the F = forward one cell. R =
: 5 . from the back of the cell : !
zling than the Hampton size of the maze. Itis . i right 90 degrees, staying in
Court maze, more difficult always organised so that R it i the same cell. L = left 90
to get out of than the Bar-  one exitis at the top left on 52© UP to @ maximum of degrees etc. H = Help!
& bican centre and more the map which you can four cells in front. You'll Returns you to the map of
addictive than Dallas, this call up for advice. You start | soon get the hang of the the maze showing your
game has everything - at the bottom right. graphic display and be position.
() S FLASH @: BRIGHT 0: OJER @: 420 LET w=i+x2
INUVERSE @: BORDER o©: "—.':-'!'E? =:; JIM 430 LET b=mii.uy): GO SuUB 2000:
XK B8 CLS : PRINT AT 7,7:"3-D LAMN IF yi=-%x2 THEN LET a=1
YTRINTH" ;AT 9,19, "1982 - M.EBEATON 44@ IF v:@ AND w<m THEWN LET b=m
o ) £ (i ,vl: B0 SUB 2@@@: IF yil=x2 THE
7 FCR i=0 TO 7: POKE USSRk “a“+ N LET a=1
i.2ti POKE USSR "b"-Hl.E‘!‘f -i): P 492@ GO SUB 21@@: IF a=@ THEN GO
ODKE USSR "¢ +i,A PC'KE LSRR ™Md" +1 . SUB 27ae. G0 T =38
128: PDKE usm EV+a .. FDOHRE USSR 425 LET a=0: IF w>@ AND w<lL AND
“F" 43 ,A5: POKE USR “"g9"#: .252: PO v>@ AND v<m THEN LET b=m(w,v) :
“HE USSR "h''+i,8; OHKE USR i "iJE' =0 SUB Ze@0: IF x1=x2 THEHN LET a
@} =3 FORKE USSR "j"+i ,240 FPCOHRE !1_535.‘ =1
K" +i,129: POKE UGR LU+#1,243: P 498 IF v:@ AND vm THEN LET b-=m
QKE USR “"m™+i ,207: HNEXT it 13 ,¥1: 0 SUE 2008. IF xi=-x2 TH
1@ PDRE USR "e"+7,255:. POKE US EN LET a=
R “F“3+7.255: PoORE USSR "h",255. 497 IF a=1 DR {i=1 AND Y=2 AND
OKRE USSR “J"+7,255: POKE USSR k" ¥X2==11 THEN GO0 TO S5as
126: PORE USSR "k"+7,126 S0 GO SUB 2Z3@0: GO TO S536
1 DIM mii131.16): DIM aiax: DIM =215 GO SUER Z=E006
1010 LET :5="Ea. S3@ LET a=0: LET b=m (i .EJ GO S
LET c&=" T UB 2008: IF yl=x2 THEN LET a=1
28 INPUT “Length(2-16)7",u LE . S5S@ IF z>@ BND z<® THEN LET b=m
@ T U=sINT u: IF uel OR u»l& THEN G {i.,Z): GO SUB 288@8: IF Yl==x2 TH
T Za EN LET a=1
‘HE INPUT Hidth (2-1137".,t LET ? 56 GD SUB 2z00
;SJN‘.‘: 1: IF 1«2 CR t:11 THEN GO 6l@_IF a=0 THEN GO SuUuB 280@: GO
¢ 5 TO 7a@
S@ CLS FRINT AT &,1; "PLERSE &62@ LET a=0: IF w:@ PBND w<l AND
WRIT L'HIL-.. I CREATE THE";TRAB 11; Z>2 BND i THEN LET b=miw,zZ).
"LPB"H‘INTH" G0 SUB 20@8a: IF X1l=x2 THEHN LET 2
11@ RANLCGOMIZE LET x=INT (t-2}) =1
: LET 4=INT (uU-2) - ET mix,4y) =5 640 IF z>@ AND z:m THEHN ._F_T b=mn
12@ LET b=&: IF x<t THEN IF B {x {i.z): GO SUB 2Ze@8: IF xi1=-x2 TH
& +1.,49)=@8 THEN LET b=b+1: LET 3ib) EN LET a=1
=1 6@ IF a=1 THEN GO TO bg8a
14@ IF X >3) THEN IFr aix-2a Ul =& T &6 GO SUBR 2480. GO TO 7o
HEMN LET b=b+1 LET aitbti==5 S0 GO SUB zZe0@
S@ IF y<uv THEN IF mix.9y+12>=02 T 702 GO SUB Zeea
HEN LET b=b+1 LET alb)=3 705 LET a:@; IF w>@ AND w<\l THE
162 IF y:>1 THEN IF mix.uy-1i31=2 T N LET b=miw,y) GO SuUE 2e00: IF
HEN LET b=b+1;: LET aib) =4 Xl=xX2 THEN LET a=31
i@ IF b«»®@ THEN GO TO 23@ 1@ LET b=mi(i.y): GO SUB 2000
19 LET b=mix,4y): GO S5UB 2000 IF x1=-x2 THEN LET a=1
LET xl1=-x1: LET yi=-y1 720 IF w:>@ AND w<l AND a=1 THEN
o 202 IF x1=0 AND 4Y1=0@ THEN GO TO NEXT i
42 738 IF (x2=1 AND i<=9) OR (X2=-
2ie LET x=x+x1: LET y=y+yl: @GO 1 BND i>x=q) AND (a<>1 OR yY=<331) T
e ize HEN GC SUB ZSoe
232 LET b=a (INT (RND=zb)+1):.: GO Fd2 G0 To 111
SUE 200 752 LET q=y+yB2az= LET v=x-4y2. L
6@ LET x=x+x1: LET y=y+yi: LET JET zZ=xX3+4y2 X
mix,Yi=bh: GO TO 12@ 7E@ FOR i=y TO q9 STEP y2: LET =
348 LET L=t+1: LET m=u+1: LET =x ] =4 —-({i=-vyl ¥y2: GO SUB 3160
=t: LET y=u: LET x28==1: LET y2=0 ° 77@ LET w=i+uy2
ECRDER i: FPARAPER 4: CLS : GO sU 80@ LET b=mix,il): GO0 SUB 2008:
B 4202 IF x1=y2 OR (Y2=1 AND x=1 AND i=
@ | "3Se PRINT AT 1,11;“GOOD LUCK!"; - 1) IHEN-LET 225
AT 18,1, "PRESS ANY KEY": PAUSE i 8l1d IF v>@ AND w<zl THE‘\.‘ LET b=m
a iv,i1): GD SUB 2200 ; IF Ml==-yZ TH
278 CLS : INK 1: FDR i=0 TO 21: EN LET a3=1
PRINT AT i.Gi1:"N HEXT 1: INK 830 GO SUB Zi10D: IF a=@8 THEN GD
2 SUB Z270@8: GO TO 939
4@ IF x2=08 THEN G0 TO 756 a5@ LET a @: IF w>® AND w<m AND
405 LET qQ=x+x23%3: LET v=4+x2: L v>@ AND w<lL THEN LET b=m (v, w) :
ET Z2=y-x2 GO SueE .:E'EIE\ IF yi=y2 THEN LET =2
4108 FOR i=x TO g9 STEP x2: LET = =1
ﬁ =4 —-[i-X}#x2: GO SUB 3106 86@ IF v>8 PAND w<¢l THEHN LET b=m
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1=0: LET :l_l=
1 THEN LET
2 7THEN LE7J
3
4

THEN LET
THEN LET

@@ FOR J=c TOD d £
PRINT AT 2i-J. “s': IF a=0
J=9>»=-1 THEN PRIN“ AT 9-9.4d.

NEXT J: RETURN

FOR J=c TO d

PRINT AT 2i- IF
AND 5 -9>-1 TRk BRYAT ST -9
J

a NEKT J: RETURNM
@ LET n=d-C: FOR k=€ TO FR
8T E,.C: 581 TO n); "R HEHT k
RETURHM

LET n=3@-d: LET p=
TO §F: PRINT AT K.hi;"
P

BRED

nu

"o Tl
IR

(L] (3]
K ZWMHHNMH/%HH
[

o888 U5

“Snee=s0

&

NEXT k: RETURHN
RINT ﬂT F,Cc; " | = - |
l1: FOR .=e TO f-1: PRINT A
e TREXT
IF d-c:>2 TPEN LET Jj= -
d)-=1: LET n=d-c: FOR =
j: PRINT AT Kk,c.b%( TO n

A 4+ O e =R o
sUmE

P 4= A

r
o =
PRINT RT J. vy NEXT
@ IF d—-c>@ THEN LET J =20 -
s2+d)-1: LET =g -~ FOR k=
NJ PTINT HT R.P,“"“'ti(

FDR .=e TO f: P
NEXT 4: RETURN

29@g@ LET n=d+1: LET p=29-dx2: FO
k=g TO f: PRINT AT k,n,;b%s( TO
Y: NEXT k: RETURN
2008 PRINT BT F+l1,d+l;c$t( TO 29-
21 RETLURN
18@ LET a=@: LET c=16-215: LET
=16-2%t is-1) -1
112 LET f—Q@—d LE e=@: IF d4-B
-1 THEN LET e=d-8
12€@ RETURN
282 CLS : LET r=9-INT (L2 LE
p=15 INT (U -2)
205 UR k=1+¢ TO t+r PRINT AT
P 1P AT R,udlrp; NEXT K:;
OR _Kk=1+p TG UE . PPINT AT r.,k;
'SAT t+l14r ., k;" ¢ NEXT k
fa1@ oOUER 1 FDR k=1 TO t: FOR .
1 TO v
220 LET b=mik.,.): GO SUB 2000

B A Wrp-ddliv 0OLGDD

425 LET g9=k+r: LET h=j+P

4@27 PRINT RT g.h;’
4@30@ IF x1=1 THEN PRINT AT g.h;"
“iAT 9-1.h;
442 IF X1=-2 THtN PRINT AT 9.,h;
;AT g+1.h; "
t@q@ IF yi=1 THEN PRINT AT 9, s
‘AT sh=2;" "
2@6@ IF 51=—1 THEN PRINT AT s.h;
AT g.h+1; "
4@7@2 NEXT J: NEXT Kk
429@ IF x2=1 THEHN LET ig="v"
1@ IF x2=-1 THEN LET a1%="t1"
31@ IF u2=1 THEN LET ig$=":>"
128 IF y2=-1 THEN LET i1%="«"
132 PRINT FLASH 1:AT X+r, s &
FLASH QAT 1+r.,1+p; ‘: OVER @
: PRINT AT r,1+p;
414@ RETURN
So@@ DATA l1.6.0,-1.-1.,8,@,1
5@@@ BORDER 3: PRAPER S5: CLS PR
INT AT 7.3; "YOU HAVE ESCAPED FRO
M THE";TAB 11i; “"LABYRINTH": FOR 13

1 TO 428: MNEXT i: RUN
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BY G. BECK

Remember City Bomb -
the game that featured in a
very early issue of Com-
puter and Video Games?
Well it's back - bigger and
better and for the Dragon
32

You control a plane
steadily losing height
above a skyscraper city.
The only way you will be
able to land sately is to
clear a landing strip by
bombing the buildings
flat! If you manage to land
safely the city is rebuilt
with taller buildings
presenting you with a
tougher challenge.

It's a very addictive ver-
sion of this classic game,
making good use of sound
and colour graphics. Full
instructions are included
in the program.

BOMBER ATTACK

10 "EEEEFEFFEEEEEEE 430 XeRNDC3 ]

ce £ BOMBER £ . 468 COLORM, 1:'LIMECMI. ML 2= RND: 25% 2, RNDYS 19@ 3 2, PSET

@@ ‘€  ATTACK £ 478 PLAY"T25505801C" [T
40 '£ BY L.BECK £ l453 NE¥TT

<@ "€ 16 ~1- 83 £ §498 CLS'PRINT"HARD LUCK YOU CRASHED®

@ ‘EEEEFEEFEEEEEEE 300 PLAY"T402L4DLBDDL4DLEFLBEEDDCEL2D

7@ FOKEES4935,0 318 PRINT"YOU MANRLGED TO SCORE"SC) "POINTE"

2@ DIMBC 1S, T2, 87,72 528 IF SCOHI THEN HI=SC

90 SC=Q'HI=H] 'CLE' INPUT"DIFFICULTY ¢1=1@)>";A 530 PRINT"HIGH-SLORE" jH1) "PDINTS"

1é@ IFAX1@ OF R{@ THENSQ T4@ PRIMNT"ANOTHER GO ¥~ N)"

11@ PMODEZ, 1 ' SCREEMN1.@ ' PCLS S50 BEN=INKEY®' IFBS=""THENSS@

12@ PCLS3 SEQ@ IFBE<>"N"THEN GOTOS@ ELSE POKESS494.8 EMD

130 IIDR?N PLANE & BUILDING BLUCKXX 570 ‘*¥DROPPING OF BUMB & CONTIMUED

543 COLORZ, 1 'DRAW"BM1@, 10 BRIR2ZF2RSFIRIFIRILIZHIUS! MOYEMENT OF PLAMEXY éd
13@ PRINT(14,132.2.2 988 PSET(Q. Q1.3 Al QieQl+7  IFQ1>198

168 ?-3 Mg Nl=Z4 Miw]lg THENG=N+7 ' Q1=Mi+]  RETURN ELSEIFPPOINI(G, @1

178 GETIN,MI={HNi,Ml2,8.G M OITHENR=Q ' Ql=3] ' GOTOS7@ ELSE PSET(@.Q1.2)>

1880 COULOR4, 1 DRAW"BMS@, 5@, RFD7FLTUT" 550 COLOR3. 1 LINECMN.MI={N+7.M+7 3, PSET.BF

198 PRINTC33:532:4.4 ERD NeM+7 NimN1+7: [FN]1>2%5Z THENN®=D M=% MaM+7T

£@8 COLORZ, 1 DEAW"BMS2, 52, R3IDILIUIFL" Mli=Ml+7: IFN=RTHENSER

218 GET(3@,30)-(37.57).X%.G £18 IFPPOINMT(NI+1,.M1 ) »3THEN GOTO442

228 PCLB3 E28 PUT(M,M»~{N1,M1>:B,P3ET

238 "EXBET UP BUILDINGS®® &30 PLAY"T25304B010L"

248 FOR[=135TU23ISSTEPT 540 FURK=]1TUS@ NEXTK

5@ U=RNDCAXI@ ) Zu7XC INTLW@A7 2 ) &350 LOTOS8s “
260 FORT=19] TOL191-Z STEP-7 EE@ LIMNEC249.M=73=( 255, M1-7 ). PSET., BF 1 GOTOSR@

278 PUTCI, T=72=CI+7.T 2, %, PSET E7@ P=RNDCAII7 FORT=1TOP \
280 NEXTT E80 Tl=W]l 'Q1=RQ1+T:'IFQ1>19@ THENG@1=159

29@ MEKTI 698 COLORI, 1 'LINECE=3, T1=7={Q+3, {1 ). PSET,.BF SC=SC+10 I
338 Ne=@ Nl=]iSiMe] i Ml=7 7Ol IFQ1>18@ THEMRETURM

31@ ‘XFMOVEMENT OF PLANEX® 1@ COLOR3, 1 LIMECM, M= N+7.M+T 3, PSET, BF

328 COLORI, 1'LINECH, MI={N+T7,M+7 ), PEET, BF 728 Ne=N4T MaM NiskN1+7 Mi=M] IFNL>2%2 THEMHN=2

330 NeN+7 MuM NisNI+7 MisM] GeN+d  QIepML+] IFN] »2%2 V1SS MeMe7 M =]+ 7

THENN=@ Nim]5 MesM+7 mlepl+7 @ 738 IFPPOINTCHI+1.MI 3¢ *ITHEMGDTD44Q2

=h+3  Ql=gl+7 74@ IFN=@THENE2@

384 IF M1>159@ THENGOTOS1@ 7A@ FUTCM,M>»=CNL1,M1 2, B.PSET 6‘
358 [FH=@THEN428 {788 PLAY"T235018G"

6@ IFFPPOINTIM1+1.M13 >3 THENGUTO440 /7@ FORKe]TOS@ NEXTK

378 PUTCMN.MO)-CNL. ML 2. B.PSET 788 NEXTT

38 PLAY"T233502BC" 7598 RETURN

352 FORKS]TO7S NEXTK B2@ LIMEC24@,M-7 )—(2%%.M1-7 5. PSET.BF  LOTO720

4@0@ IFINKEY®C>""THEN PLAY"TZ3503RB" ' LOSUBSE@ 810 CLS'PRINT"CONGRATULATIONS YOU MANAGED TD LAND

4198 GUTO3Z@ 420 PRINT'ITS GOING TO GET HARDER NOW' »

428 LINEL Z4@.M=7 3=( 235, M1-F ), PSET.BF - GOTO334@ 832 PLAY"TI1A03BRGCBGGRBCLGGEBAG"

438 ‘' ¥XCRASHEX H4@ SCeSC+RMDO 100

448 FORT=1TOD1@28 B5Q R=R+1:/LOTO11@ 6‘
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It was just one of those
days. Nothing about it on
the breackfast-time weather
bulletins of course, butI
locked up at midday and
the skies were black with
alien postmen all ready to
deliver.

Well it locked as though
some huge galactic sorting
office in the sky had only
just discovered Earth and
we had several eons of
backpost as yet
undelivered - and they
were about to put things
right.

Laser bases are of little
use when the skies are full
of cartons from mail-order
firms.

Luckily a new idea, just
shown on Tomorrow's
World, for a mobile black
hole which can cope with
three on any well-known
breakfast cereal, looks like
coming to mankind's
rescue.

1REM
2REM JLSTORP 5:57

MFRKUS JAKOBSSON

In this game for the
Atom you must thwart
their plans and prevent the
boxes from landing. If you
{fail to do so they will
gradually grow into piles
until one reaches the top of
the screen. Once you allow
this to happen you might '
as well pack up and go
home for the game is over. '

Your only means of
defence is a mobile Black
Hole that will eat
anything. This is moved
from left to right by means
of the Shitt and Repeat
keys. Should you collide
with a Box side or hita
Pile, your hole is moved
upwards thereby limiting
your ability to stop the tall-
ing Boxes.

For those who like
experimenting, the sound |
effects can be altered by i
poking different values
into #81.

GROW

3REM S-z24821 L~DDEKPINGE

4REM SKEDEN
5P.&12"

GROW!THALERT o *

SHIF—TH; ||QIGHT et REPTHJ L
7IN."LEVEL 1-5"U; IFU>S0RUC

P.$11;LI.#FE22:G.7
SU=5-1)

{80 IMRR4,P-1;L=#BR02;P.%21.:L

28:RR8 LDAL:LDYHB1
38:RR1 LD¥#80
43:RR2 DEX;BNERRZ

SAEORE4,; STAL,DEY; BNERRLIRTS,1iP. %6

600=8

7OP.%12;F. I=0T031; I7T#B1EQ=#FF i N. ;

A=15:B=12;C=08;0=0

80F=A, R, %32;G=A, R, %200; G=-C;N=A.R, x90+G+36

SBTHEL=0;P."
2008G0S. a;C=C-1,G05.4
2021FU=5,G. 218
284F , I=1TOU WRIT i .
219F ., 1=1TOU; G0S. 2N,
2900, 289

8"Q

o s

' 330hD=A-1+( BX32); IFDTH3000=22R. A0 A=A-1,R.
34@IFF BR.BY4;B=B-1;C=10; J=10;K=20;M=3,G. e

45R.
SSBCD=H+2+(B*32):IF%?#BE@G=32H.H(?Q,H=H+1-P.
36006, 340

7BeF.I=) TO K S.M; 7#80=1;L1.RRO;N.;GOS.aiR,
3364F?#8@BB=32 H?ﬁ8986=32

381G74#0000=32
BH°IFF?ﬁBE¢G~24u,FTHPBBQLES ;GOS8 FG.k
383IFFT#3020= ?u;F-H R.%32:608.9

324 1FG748020=255; G7#2008=2355, 608, f:G. 1
SBSIFG?#EEEB=?E;G=H.P.232ﬁGDE.9
A86IFH7#BR20=255; NT#3008=235; GGE.F,G.m
3BT IFNTH#RO20=7E; N=A. R, %32:G0S

B9BF=F+32; G=0+32; N=h+32

4POF7THODOD=79; CTHODDD=79 ; NTHE0DDA=T3
4100G0S. a

430K,

500fJ=1:K=3;M=1:G.e

'51890=0+1; J=9;K=-33;M==18;P. 630, 0:G.e
{520k J=50; K=~50;M=~1;G0S.e; IFO>0; Q=0,P.0

‘525)=-18;k=18;M=1
'550L1,4FFE3;G0S.e:G.70

300aDT#E0B6=32; DTHBOO1=32
3051FTH#ED014430=0,;005.b
3101F7#EAD24H40=0,G0S.

3150=A+{ B¥32);D7#B8002=7E;D7#80081=7%

220R.

S4Bk IFFL97:0 h
S90F=A.R. %32,
SEA1IFGLO7:G

S79G=R.R. HS
3BBMIFN<9r;G
S98N=A.R.%32;

. 383
=

r-}\.
|;‘1'_'n‘|:‘135'1."l
in

3
. 387
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BY C. STANGROOM &
I. MACNAUGHTON

No games supplement
would be complete without
that little denizen of the
mazes. So here he is -
renamed and revamped for
the Sharp MZ80k!

Guide vour little
Muncher around his maze
home eating up points and
the Munchers favourite
snack called "Gulps".
These "Gulps'’ are
extremely important as
they guard you against the
attentions of those nasty
ghosts which also haunt
the corridors of the maze.

— e T =TT T T T T

&

I you manage to gobble }to find out! At the end of
down 20 "Gulps” the ghost Jeach game the top ten
which is chasing you will scores are displayed.
turn white with fear and

runs away. If you c:!!f:h Muncher around use the
and eat the ghost while he W A DandX ke :
e . . ¢ B, ys as in
is in this i.eu:_-stnckan state many MZ80k games.
the score is given and you F
get a new restocked maze. ' If you find the game too
Avoiding the ghostisa difficult then a useful tip is
difficult task and there are  to change the value of the
several surprise features variable P9in line 420
built into this program which specifies the
should you manage to number of "Gulps” that
chalk up a high score - must be munched before
which are best left for you the ghost turns white.

To move your little

MUN(".HER

[ | .:.',|!|,.
T20 s 5 0%)

MY =N s NEX TR

anu keu o E t end .’

"THENFRINT "I."':|||“||-| s M 5 EN

R 5 R

" = -
ERENT KEYE
L=

= IF As="

400

The author has
managed a high score of
258,000 - so that's the target
tor all you maze fans out
therel
Variables:

206, 207-ditferent ghosts.
46-fullstop. 202-man.
20B-grey walls.
191-""Gulps”. PEEK
(17828)- address contains
ASC code of key passed in
GET routine. 53248- screen
address (TOP LEFT).

The author says that
conversion to a Pet is easy
using the above variables.

an aw AW
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L
GG:GEOTO745

- £ ™ I §}
I1=1:d LLl=--40
OFEX
% IFFEEE (Q)=ATHENX |
FPEEE () =BTHENXX=1
FFEEE (@) =CTHENX [
FFE (N DTHEMNEK X |
X ‘EEE Xy =ETHEN x 13 |
I THERM O
| ITHENS
| THEMNF =F+1
r o=l HE NI T1%=""C0000 I1 |
I FLEEX ,
& JEEG(H)Y  F
( IEMNGE=_1 2 &30 175
{ iENGLh=E1: 607075
| lGh=11::G0T0O75
1)=E) X (FEEI GH)+]11)=E£) THENGG
- i (H) ==k 1) ¥ (FEEK (G (H) ~11)=E) THENGG
( =532 FOEF Hi—=iG5G, L)
FF i) ETHEMNG (HY)=GH{H) Galah=GNIGE) ¥4
ol { Y THEMZ I
F i 1% b THE M (B3 | |
- Mz F=i
| FaMNEXTI =g
| i FE P =00 0
o+ 1 1% 1000k )
i I, L)
I TS = FOR ] Ti)] ¥ 50 EF.J : FOEE45] [ 2 ISR ( &f
F L td TO1STEN sFPOKE4S 14, 1: USR(LHB) s NEX T
LSRR | )
F IR EMUNCHY
K1l o ORE ' G
LESL U5 (10) THENINMNP ML I% 01
[ ¥ | e it 1ENFR ] I I I i
N HS (10 THEN {0 = GUITO 204840
| [ E BT
EM xx%x% HALL 0OF FakMl LR R B
= LI 1
EE T
H MTHERM
M=H ha=t
ME ¥ T
S(53)=H L} B HE | |
ME=P% ( 1 Sh=NE ST NS b=
IEXTH1
RIMT"E | it TE
.;|..|i-'l i
RINT"&E" s N3 TAE(4) s HS(N) s TAB(Z2O) s NE (N
JEXTM
+ O (50701 0
tEM xkxx ITNSTREUCTION ¥R K
RINT"EZEEMUNCHERS. !
EHL% Buritten by
2. | BChris Stangroom
BEs="8lain MacNauchton"
= LEN(R1I$) :FRINTMIDS(B1%, N, 1} s2FOR]
IRIN TOLEN FRINTMIDS (B2%. N, 1)t FOR]
N o e A 1
FLRN [ Ml E) s FRINTMLD b, N, 1) OR1I=1
I LI M lnstruction I
IR IEXTHN
1 ¥
HE= I~ |
| i 1TSS ] = FEEL 7 FOR TEYA S50 Ef
IE X7 OEEM, ¢ I T SR |
| | b | SOS L BS SO0 O E SR = SOVSLIHE
M [N e 01 GOSLIESIO0: FPORESSS 7.5, 207 : GOSUGE:
FORM= 1 ZTOS3E FOEEN, 20 FQIRY 1 TODZS505TES
| | Il 4 IEXTN: USF 11 PLOEE £ | FE44&65,
PR o | LIk 1 | Wrcre N X1
(R MY THER 5280
USSR |
I I I R 1Rl | ot F e i
M 1 [ HE £ an ¥ Lj 1 have"
f T L5 t i L tiuarnm
In nod uo nist M as Rk s

l= i1z
J Il;
il 1]
l I T1:NEXTRH
i I 1= NI '™
s MEX T ]
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catch it. a new screen will
T |J ,| ,T, al controles ey "

WES

I..--,uI

|-|||I-'-|s|_

SOUTH. reos AnY Ked.s "
= s FPOKESS417.1%1

2 -l-.-|1"-""IIH_fl.'.'

lt‘** DEATE XXER
L ]

a0 DATa 1.,

| b P i D

S0 DATA 3, | L L 5y 4

LD DATA T I 4,
'y DATa 1. o

830 DATA .
LR DAETA .
o0 DATA i
r410 DATA 2.
420 DATA )
4730 DATA 4.
v FORN=1T
» DATA 13,17 8 B
ALD DATA, &&6,689, 71, 4 T8, %35,
) REM *®x%% FINIGH R¥%X
W FETURMN
SEM k¥ %% VARIATIONS S
~E M
REM * HOLES ¥
SR |J {TOINT (SEC /40000
"CIE II'I-- « F

Fad

| A

YEM ¥ NUMBER 0OF FUDS *
| (=l AL OO ) y

REM % TRAIL *

=i by

FORN=1TUOZ

[IFIMNT (S i-'-|||||.'|,_|.'.'|,||||_5-_|||.
NE X T

EEM % HOLFS BLOCEED LUF ¥

LFRND (1} 0, STHENFOKESI 729, 207
[F ( RMI | D21 X000 ul#lll....-.' IHENFOEESDS 340 ..,"fl.l L||i
IF (RND (1) <0. 2) ¥k (D<4) ¥ (U=44) THENFORES4087 4 44

Fil IF -.|'|!|:f|r||- TRININ '_.-_1||..i.._.|1-4|-[lz','--||_- Tl

4180 :.|||||4|||-

=) '_||;'-L|_,.:':.| +F % 100 =0

=] FOSUIEBES SO

SO007 IIJI. 1 TOSS

O08 ST=5T+]

Sh=5 20004+ X9 FT=i +1

[E FT=4 THEM FT=1:G0OT0O SliM

IFSEC || OO THERM ] ] [T141:5C=5I 1y
! -.|{|‘}c]||ll||lu|||

|-|; E44 22 PRINT"BEFPRESS .-.||,' EEY."
3E 15070

USK

FOR IIII— g 1 STEF—1

ST=5T 1

FOR N=255 TD 1 TEN T k]

FOKE #513,N:LUSK(68E)

MEXT M

MEXT NN

v 1 &I i Si ||||.:||-.\|-.-'--; | 1 2T =8
3200 REM ¥ W TARRT F s ITIONS %
'.|'||_:|||r||"]||||-

S220 E(N) = LP

} )+
11 STEP=1:2 IFE(I1=E (N} THENS 220

3 F

MNERTI

- 7] i.;|v,|1

5260 FEM X ST * l
5270 FORN=1TO4 (MY =DCE (M) ) s NEXTR H
S280 RETURN

SZT00 FORT=1TOS50 sNEXTT: RETLRMN

| (Z PLOO) o T LSS
62) 2 FORN=1TO25: READH (N) 2 H (N) =H (N) +SF000:NEX TN
10 DATA ”'.']."-.-' galie Ly V- PR )7 .87, FH0, 0l O/ 8. 700, &F0,
250 DATA 764,745,4 124 IL_||_.|l s Bk I _.-:'wj
20 FORN=] |IIJIJ""| Inlh (MY s NEX Th
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Fred's hazardous task. And
the author's highest score

& & In Short Circuit you are
c.h.mqad “.mh r&ptﬁ:lﬂ_lq Aa can be found on the edge Fred must not touch is 1,980 so try and beat 1_hc:t.
silicon chip from the in o onis, anything on his way up to Next month we publish
side. e P hel Fred must be guided the vitamin pills or he will the sequel " this : b

Your mission is to help through the chip using the be instantly fried by 10 called Repalran’s
Fred the Repmrr_n'?H 0400 k 5 billion volts. He mustalso Revenge. And the author
tify a short circuit in the s 2l Up-7 beware of the Sparx which has speeded up his sparx
wall of the chip. S Dp " I wander around the chip. and armed Fred with an (%]
@) | Thisisdoneby pmkl;:-q Left - Y A nice display awaits energy gun. . . don't miss it
up the pills of silicon chip (s e ld you complete Sharp owners.
repairing vitamins which i ~ p I T
NG (ST
} : 1 GOTO 9800
? &~ @ 2 GOTD 9500
= POKE 10147 14 TEMFQO
3 PRINT"E":FOR acy = O0: Y=Th
F=INT (79%RND (1) ) s cl-.E-.'?mv] i”'J' X=INT (49*%RND (1) ) .
5 NEX1] P
& PRINTTAE ( 17); "oownsnn - i
7 ERINTTAE(16) 3 “CTRCGTTSHORT
, S ERINT:PRINTTAB (175 % a0
? PRINTTAB(17) 5 o
1O PRINTTAB(17) 3
ﬂ@ 11 F—'HT.N!T&’—}EHJ!)‘:'
| 13 PRINT TABC17) 5 v /
‘ = 17 X i
19 FRINTTAB(17)3u " "iPRINTTAR (X) :
.;n_.l_] C .';;-;;.-Z.r 1ght Stuart wi deyr (7 ,,r.,' i
t& FOR B=1 10 1000:NEXT: UG ¢ 71 :
70 DIM j(agel SOtFRINT:NEXT: Anis ok
71 FOR C=0"TO 255:pP0ke . S14,C1USR ( 4k
7% MEC)=BN:BN=BNs] - 1914, C:USR (68) P
@ &5 FRIN
! F = =% jl . FEE] 3 ppa CE I I 1
| RINTT )3 "H K HOE BB wE e
g Ba A - 13 EE ¥ EFE] B B B E3
87 PRINTTAE(G] inii e B K3 k3 19 by g "
88 USRE (71 BXT) i "E B B B 1 ppe CT
' 50 PRINTA i seone TO1000:NEXT gy
100 PRINT" gy onE SCORE 5 HEs  ny X, TEMFO 7
110 FRINT "fy SO .
30 PRINT ™
) 140 PRINT" ;
150 PRINT" i
140 ’-I.:]‘r.]']" : v
170 PRINT" s Ssasmse: . !
180 FRINT . @ oddee] b R e
190 PRINT "33
200 J’F‘I” T B
, 210 FRINT" e o v 0 S e ¥ i
220 PRINT L FEER R
230 PRINT"i3q ok
[T :En rFF: INT" 3 o0
1 <00 PRINT " ggs e R T T : i
270 FR :rﬁ; e B L L e & el
280 PRINT" :
290 PRINT® g
300 PRINT "
"RINT "FI.:I':i'i?ﬂ’*'f‘i'l..'l. o
N 11T el bl ST T
tIMNT 1'!’.*-!'--:-:-'--:'=.".'- S il
INT e PR R R RS R aae AR EE R I Ty
LINT
INTTAR (= SHORT ™
L INTTAE (32) 3 *CTRCUTT»
! INT: FRIp TAB(3IZ) s vin s _u
-fNrTl’—\f_\:r_ a " ||..'r e '
INTTAE FOsgn
INTTAE(33) ¢ 0/ i
'INTT 3N gy g
INTT §U e
N
N H
[N H
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R

[conTivveD 2
o e
R

<

440 PRINTTAEB(Z3):"WIDER"™
441 REM ++14S8ET UF VYARIABLESTTTTY
(<=1 4462 MAN=SAFIO—-40
4453 A=207
4464 C=1
SO0 GOSUE 1000
p 520 GOTI (W
1000 GET A%
1001 OKE = 1
010 IF PE =K (1 I FOEE
1020 IF FEEE (1 73 | POKE
1 O35 IF FEEK (1 T4 | A OEE
1040 IF EEK (17828)=8% THEN FOKE
&@ | MaN, O MAN=MAN-40
T‘I.-l-.- | o O3 MAN=MAMN+1
MAN , O MAN=MAN+40
Man, Oz MAN=MAN-1
1042 USRKR(/1)
S50 POKE MAN, A
1051 OTO S000
1052 IF A=20&68 THEN GO 0 =i
} | =t { MErd+ 4 | HE W (9]
ik Man 40, O EF30T0 M=
(2% ] ILF (FEI MEN+ 1 Hl )
1} 'FEL Mk | ' THEM yOTO }
| 'EFEE € Mésk+ THERM GOTO [
f FEL (MAN-—-40 THEL T 0 L
[ L=

5 z i + 1
i F I ] THE }

| 1 OT0 300
i FOEE MA | r FPUE] 1AM

| 045 POKE MAN+1, 227 :FOFE MAN+Z,
=0 POKE Man, 144

i : ] Okl 1AN+40, 238: POKE MAN-40, Z.285
3 FOKE MARN+8O, E e FOEE MANM-—EL,
Lt Ok | iaN=1. 02 POEE MAN-Z,0
i (= ManN+1 . 0: FOEE MaR+ 2,1

|

"7 FOKE An+40, O FOEL
éﬁ 074 POKE MAN+80,0: FOKE b

y FOR C=1 TO 255:F0

i
i

|. F Si .I--,-in:.;.|._|-| HS =51

27 PRINTTAB(9) i "ANOTHER
| €0 | 3938 GET as
Ar="Y" THEN FRIMNT
\ FESYGOTE 15
210 ; As="N" THEN END
1 ] GBOTO A 1V
s00 [F (FPEEK (MAN=40) =4.5)
THEN FUOEE ian—40r, /1
MaMN=ManMN+40: A=2072 G0OT

1510 FPOEE MANLA
=S GOTO 104D

H W) C+1

(22 01 POEE MOC) O
S0 §; C HEM |
= i INMT ( 4#*KND 1))
=i FOEE M) i

| .!r III | )

BN—B0, O
3514.V0:

e MNEXT
kel )

:I [l
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BY J. McF ANE
ON MODEL A

| | 9

o KX

Arcade action for Beeb realistic sound and

space coptains with an eye Line the attacking ship ’c:nd you have just three graphics.

for the aliens, This is a ver- up in the sights of your ships to complete the task. There is on-screen

sion of that all-time arcade laser-blaster and fire away. There are three skill scoring and you get an

classic Defender. Flying If you score a hit the alien  levels to master - butdo extra ship at 1,000 points,

over the mountainous craft will explode into a not move above the first as well as a high score

terrain of your planet you million small fragments. until you have mastered tacility.

come upon an alien Those alien ships will keep the controls. The program The author's high score o ¢
invader swooping in for on coming until you have | usesthe ENVELOPE and is 1,500 on level three - can

the attack. wiped out the entire fleet - ' VDU commands to provide you better it!

DEFENDER

B £
1 @‘
= i s 2 *41
').' M P
> <
¥+ R
:." . el = =1
; .- i ¢
L4 + > & B> & %
|
D% 2 Pt \ R : s CHRE 236 1 B
EC%, Df%: PRINTCHRE 23 7 1CHRE 23 6 + B ETURN @u
\ -,- + 5 - - | F
N DA% <=
ONDO, 2, . = .

85 COMPUTER & VIDEO GAMES




|

A

oy

=

)

)

[T
@« &
& @

| e |

COMPUTER & VIDEO GAMES 87




This is a variation on the
usual golf programs in that
you don't have to battle
your way around an entire
course before you get ta
chip the ball into the holel

You'll find yourself on
the green ready to play
your final stroke. The
green is presented on
screen and the position of
the ball in relation to the
hole is shown. You have to
guess the distance and
type itin. If you miss the
green is represented and
you get another chance.

If you are successful
another green is drawn up.
The number of the gueen
you are playing and arun-
ning total of your score are
displayed on the screen.
Simple but nearly as
frustrating as the real
thing.

MAEANE

St LTI

T
T

e GOLF T

LET H=FI~-FPI
LET &S=PI-PI
LET Z=IMNT (RHD
FORrR J=0 TO Z
PRINT AT 21.J
MEXT «J

FOR J=Z+2 TO
PREINT =
NEXT. J

PRINT AT 20.8,
PRINT AT @.@&;"

LET S= 1
FOR =@ TO X
PRINT AT 20
PRINT AT 28
IEXT

IF ¥=Z+1 THE]
FOR J=1 TO SE€E
NEXT J

CLS

PRINT "END OF

' PRINT AT 18.5:. "

=

GAME

v OUR

TOTAL

rn

W
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BY DAVID JOHNSON
400/800

& Whose lousy idea was it m

anyway to go exploring
burnt out volecanoes in
Sicily.

"Oh - so its my fault is it
that the volcanoce should
blow, Il suppose your idea
was better was it? - our
&9 | tenth year in Bognor with
your mother and those
three mangy cats that she
just couldn’t possibly leave
with the neighbours like
everyone else does.”

“Thats right, bring my
mother into it - as soon as

something goes wrong its
Lo somehow always attribut-
able to my mother.”

Funnyisn'tit - how
people can arque about
mother-in-laws when their
being chased down a
mountain side by 3,000

tonnes of molten lava.
o (¥ Their fate lies in your
hands now as you control a
r small man desperate to
escape.
I There is a safe zone
I beckoning at the far end of

e TV

LA S S

EAR Y T e

the screer: and you must
guide this survivor to that
s zone before time runs out.

od If you make it to the safe
zone you go on to the next
level.
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At last this traditional
board game has been
transfered to the Atari -
and it will keep you
occupied for hours!

To start the game press

the piece that you want to

return. Always enter the
letter first. The computer
will then prompt you with
START on the right hand "XX TO?" (XX being the
side of the Atari keyboard. co-ordinates of the piece
You will then see the board you want moving). Enter
being drawn and the the position (co-ordinates)
pieces being placed on it. of the place where you
You are the darker pieces  want to move the piece.
at the bottom of the board. You will then see the
The computer will be the piece being moved. Aftera
lighter ones at the top.

To enter your move, you
type in the co-ordinates of

you will see the computer
make its move. It is then

REM #*#xPARESH SOLANET #x

REM ##xDRAUGHTS*%#

FPOKE 82,0:PDKE B3,39

4 GRAFPHICS 9:PDEKE 732, : L=4+PEEK (741)+25

LAPEEK (742):POSITION 3,4:7 “"DRAUGHTS" : FO

SITION 235,4:7 "hy paresh solanki " :SETCOL

OR 2,3,4:SETCOLOR 4,5,4

s pOSITION &,9:7 “Press START to begin p

lay":POKE L+4,7:POKE L+5,6

& IF PEEK (53279)< >4 THEN &

2 POKE 732,09

16 GRAPHICS 7:SETCOLOR 1,1,4:SETCOLOR 2,

%, 8:SETCOLOR ©,4,0:SETCOLOR 4,12,46=COLOR
1

11 PLOT 22,79:DRAWTO 22,75: DRAWTO 26, 75:

DRAWTO 26,79:PLOT 22,77:DRANTO 26,77

12 PLOT 31.,.79:DRAWTO 31,75:DRAWTO 34,75z

DRAWTD 34,77:PLOT 31,77:DRAWTO 35,77:DRA

WTDO 35,79:DRAWTO 31,7

1= PLOT 45.79:DRAWTOD 40,79:DRAWTO 4@, 75:

DRAWTD 45,75

14 PLOT 49,79:DRAWTO 4%,75:DRAWTO 51, 75:

DRAWTD S4,7&6:DRAWTOD S54,78:DRAWTO S51,7%:D

RAWTO 47,79

15 PLOT &3.79:DRAWTO S8, 79:DRAWTO 58, 75:

DRAWTO &3.75:PLOT 58,77:DRANWTO &2,77

14 PLOT &7.79:DRAWTO &7.75:DRAWTO 72, 75:

PLOT &7,77:DRAWTD 71,77

17 PLOT 82.75:DRAWTD 7&,75:DRAWTOD 7&,7%:

DRAWTD B82.79:DRAWTD 82,77:DRAWNTO 78,77
18 PLODT 85,75:DRAWTO 85,79:PLDOT %@,75:DR

AWTO 90,79:PLOT 85,77:DRAWTO 99,77

2¢ PLOT 12,3:DRAWTO 14,2:DRAWTO 14,7:FLO

T 12, 7:DRAWTO 16,7

21 PLOT 12,12:DRAWTD 1&6,12:DRAWTO 16,14:

DRAWTO 12,14:DRAWTO 12,16:DRAWTO 16,146

22 pPLOT 12.21:DRAWTO 14,21:DRAWTOD 16,25:

DRAWTO 12,25:PLOT 12,23:DRAWTD 14,23

2% PLOT 12,39:DRAWTO 12,32:DRAWTO 16, 32:

PLOT 1&,30:DRAWTO 146,34

24 PLOT 14,39:DRAWTOD 12,39:DRAWTD 12,.41:
DRAWTD 14,41:DRAWTO 16,43:DRAWTO 12,43
o5 pLOT 14,48:DRAWTO 12,48: DRAWTO 12,52:
DRAWTD 16,52:DRAWTO 16,59:DRAWTO 12,50
24 PLOT 12,57:DRAWTO 16,57: DRANWTO 12,61

LA b)) ==

move. eq AB and then press

delay of approx. 20 seconds

4

' the other end of the board,

i

.

BY PARESH SOLANKI
IN 400/800

to the computers pieces.

Only a king can move
backwards and if you
attempt to move a non-
king backwards you will
get an error message. Y ou
will then have to re-enter
your move.

Many error traps have
been included in the pro-
gram to stop you cheat-
ing. For example if you try
to move a piece belonging
to the computer, you will
be prompted with an error
message and have to type
in your move again!

your turn again.

You can take any of the
computer's pieces in the
normal manner - jump-
ing over the piece ontoa
vacant square. The com-
puter can do the same.
Multiple jumps are not
allowed.

If you manage to reach

the piece will be made a
king. You can recognise a
king because of the cross it
has between the four
corners. The same applies

27 PLOT 12.70:DRAWTO 14,79:DRAWTO 14, 4568:

DRAWTD 1Z2,68:DRAWTD 12,70:FPLOT 15.68:DRA

WTO 13,446:DRAWTO 15S,656: DRAWTO 15,48

29 FOR A=2e TO 74 STEP 18:FDR B=1@ TO 78
STEF 18

=3 FOR S=B TO B+B:PLOT A,S:DRAWTO A+B,S:

PLOT A+9.5-9:DRAWTO A+17,S5—-9:NEXT S

43 NEXT B:NEXT A

S@ PLOT 19,@:DRAWTO 92,0

40 DRAWTD 92.73:DRAWTO 19,73:DRAWTO 17,9
706 FOR C=4& TO 79:FOR A=22 TO 78 STEF 18
:COLOR 2:PLOT A.C:DRAWTO A+4,C

Be FLOT A+9,.C-9:DRAWTO A+13,C-9

85 FLOT A,C-1B:DRAWTD A+4,C-18

99 COLDOR 3:FLOT A,C-S54:DRAWTD A+4,C-54:P

LOT A+9.C-45:DRAWTO A+13,C-45:FLOT A+9,C
-&63:DRAWTO A+13,C-63:NEXT A:NEXT C

106 COM CHS (Z00) :CH$="A257A444A431AB18B1

&3BISOBRSS7E724C25464C443C430CB1 7D 162D349D5
14D 7 23E2SSE442EL29EBL16F 161F348FS535"

131 CHS(LEN(CH®)+1)="F722625464416428681

SH1&6O0HI47HSS4HT7 21"

1605 COM AS$(19) ,BE(10) M(2),B(10),C(1@):M
(1)=—4:M(2)=-7:DIM Mi1%(Z20Q)

104 FOR A=1 TO B:READ B:B(A)=B:NEXT A:DA

TAa 22,31,40,49,58,67,76,85

167 FOR A=1 TO B8:READ B:C(A)=B:NEXT A:DA

TA 7,16,25,34,43,52,61,7@

1908 M1$="1B822701740701465870157467024314612
T4951 226761 21856131 225230405229585228765

2I7I14334644943356743348543"

199 MIS(LEN(M1$)+1)="4422344240344258544
1746345031 2549492548467 2547852557221656401
bSSﬁHib54?6lb63310?hJﬂ?@?blth?bOﬂthl“
119 COM X{(BO):FOR A=1S TO &3:X(A)=9:1F A
s 68 GND A>44 AND A<>S1 AND A<>52 AND A
52 AND A<>S8 AND A< >S9 THEN X (A)=-1

120" IF A<45 AND A>33 AND A<>3B AND A< >39
AND A< >80 THEN X(A)=0

130 IF A<32 AND A>14 AND A 17 AND A<>20
AND A<>25 AND A<>26 AND A<>27 THEN X (A)
=1

149 NEXT A

145 FOR A=0 TO 14:X{(A)=F:NEXT A

156 REM #*#%ACCEPT FPLAYER™S MOVE#®¥*%

DRAU‘GHTS
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fuid

154 FOR CH=15 TO &3:1IF X(CH)>2 AND X (CH) ’ EN 3370

£%9 THEN 14@ 3360 NEXT M

195 NEXT CH:7? "YOU LOSE TUREKEY''!''!'":60T70 3379 N=N+1:1IF N<{=4&64 THEN 3009
1 00 >38@ IF C=@ THEN 3500
1600 PRINT "ENTER MOVE™:: INPUT A%$:7 A% " 3399 C=M(M):W=N+2#C:GO0TD =420
TO":;: INPUT B$:IF LEN(A$)<>2 OR LEN(B%) < Z419 C=—M(M) : W=N+2xC
‘!? &# 2 THEN GOSUEB &000:PRINT "MOVE NOT ACCEFPT 420 X(WiI=X(N)z X (N)=0: X (N+C) =0
ED":G0TO 15@ ‘ 343@ FOR Al=1 TO 192 STEFP &:IF vaL(MisA
141 GOSUB 7590:605UB 201@: IF X(P)<1 THEN 1.,A1+1))=N THEN Hi=VAL (M1%$(A1+2, A1+3Z))zH
GOSUER &00@:FPRINT "MD FIECE AT ":;A%:G0T0 ¢ 2=VAL (M1$(Al1+4_ A1+5))::60T0D 3459
5@ 3449 NEXT Al
142 IF P27 AND X{(F)<>2 THEM GOSUB &000:P 450 COLOR 1:A=H1:B=HZ2:G0SUB 2000
RINT “CAN"T MOVE BACEWARDS' NDO EING AT “ 3451 FOR Al=1 TO 192 STEP &:1IF VAL (M1$(A
iAE:6GOTOD 159 1,A1+1))=W THEN HI1=VAL (M1$(A1+2 . A1+3))1:H
e!; (2 167 IF ABS(P-Z)=6 THEN IF (ABS(P-2)) /&< 2=val (M1$s(Al+4,A1+5) ) :60TO 347
INT{{ABS(P—-2)/4)) THEN GOSUEB &4o0d:G0TO 1 3452 NEXT Al
5 347@ COLOR 3:A=H1:B=HZ2:F=H1:M=HZ2: GOSUB
1644 IF ABS(P-Z)=7 THEN IF (ABS(F-Z))/7 alalt]
INT{(ABS(FP-2)/7)) THEN GOSUB &@02:G0TO 1 2480 FOR Al=1 TO 192 STEF &:IF vAL (M1%(A
50 1.A1+1))=(N+C) THEN HI=VAL (M1%{(Al1+2 A1+
146 IF X(Z) G THEMN GOSUEB &0900:FPRINT B%; YY:HZ2=vAL (M1% (Al1l+4_ A1+5)):G0T0O 490
OCCUFPIED":G0OTOD 15é T481 NEXT Al
149 IF ABS(P-Z)>7 THEN 171% 2490 COLOR 1:A=H1:B=HZ2:G0SUB Z&00
& @ | 170 coto 179 | 491 GOTO S000
171 1F X(P+((Z-F}/2))>=0 THEN GOSUE &0e¢ )} 3500 FOR TR=1 TO 200
:PRINT "NO FIECE TO TAKE":60TO 15 3501 X=INT(RND(1)#*#48)+15zIF X(X) >=& THEN
172 X(P+{U(Z-PY/2))=0:TE=(P+{{(Z-FP)/2)):FD % E00
R TEST=1 TO 192 STEP &:IF TE=VAL (M1$(TES 35319 FOR M=1 TO 2:IF X{(X+M(M))=06 THEN C=
T, TEST+1})) THEN 175 M{M):60TO 3450
173 NEXT TEST 3520 IF X(X)==2 AND X(X-MI(M))=0 AND X-M(
174 GOTO 179 M)<&4 THEN C=—MI{M):60T0O 3&50
& @ 175 S1=VAL (M1$(TEST+2, TEST+3) ) :52=vAL (M1 l ISSO NEXT M
F(TEST+4,TEST+5) »:COLDOR 1:A=51:B=52:605U JI4HOQ NEXT TR:PRINT "1 GIVE UP'":G0TO 106
B Zeoo:60T0 179 1]
179 X1=ASC(A$(1,1)):X2=ASC(B%(1,1)) C 2650 W=X+CiN=X: X (W)=X(N):X(X)=0
180 X1=X1-44:X1=B({X1):X2=X2-44:X2=B({X2) IJ70@ FOR Al=1 TO 192 STEP &:IF VAL (M1%(A

190 Y1=C(VAL (AE(2,2))):¥2=C (VAL (B$(2,2)) 1.A41+1))=N THEN HI=VAL (M1$<(A1+2. A1+3)):H
} 2=VAL (M1$(A1+4,A1+5)) :6GOTO 3800
200 A=X1:B=¥1:COLOR 1:GOSUE 2000 t71e NEXT A1

210 A=X2:B=Y2:COLOR 2:G0SUB 2000 8060 COLOR 1:A=H1:B=H2:GOSUB 2000

& | 770 x(Z1=X(P):X(P)=0 2700 FOR Al=1 TD 192 STEF &:IF VAL (M1%(A
2Z0 IF I>59 AND Z<&4 THEN X(Z)=2 1,A1+1))=W THEN HI1=VAL (M1${(A1+2,A1+3)):H
221 GOSUB 7ooo 2=VAL (M1$(A1+4,A1+5) ) : 6OTO 4000
00 BOTO 3000 956 NEXT Al
2000 FOR UN=B-4 TO B:PLOT A,UN:DRAWTD A+ 4600 COLOR 3:A=H1:B=H2:F=Hl:M=HZ:GOSUE 2
4. UN:NEXT UN: RETURN felalal

20190 FOR WX=1 TO 128 STEF 4:IF A®=CHT (WX SO0 1F W>14 AND W<19 THEN X(W)=-7
JWE+1) THEN P=VAL (CH$ (WX+2,WX+3)):60T0 2 S0l GOSUB 70S@

od | 6 Aaq4o S01e 6O0TO 150
2020 NEXT WX 4020 FOR I=1 TO 100:S50UND &,36,36, 36:NEX

2040 FOR WX=1 TO 128 STEF 4:IF B$=CH$(WX 71 1.50UND @,@,@,0:RETURN
sWX+1) THEN Z=VAL (CH$ (WX+2,WX+3)}:60T0 2 7900 IF X(Z)=2 THEN COLOR 3:PLOT A,B:DRA

250 WTO A+4,E—-4:PLOT A+4,B:DRAWTO A,.B-4
2045 NEXT WX 7e10 RETURMN
2052 RETURN 7050 IF X{(W)=-2 THEN COLOR 2:PLOT F,M:DR
. JOoe FOR CH=15 TO &3:1IF X(CH)<® THEN 3090 ' aunTO F+4,M—-4:FLOT F+4,M:DRAWTO F,M—4
8 7040 RETURM
Gl 6 | 3001 NEXT CH:PRINT "YOU WIN BUSTER'!":B0T . 7500 IF ASC(A%$)>72 OR ASC(B$)>72 OR VAL (
» 0 10060 i A$(2,2)) 8 OR VAL(B$(2,2))>8 THEN PRINT
T008B C=0:N=15 “COORDINATES DO NOT EXIST!''":60TO 150
. 3009 IF X (N)>=0 THEN 3370 751¢ RETURN
2010 FOR M=1 TO 2:IF X(N)=-2 AND X {(N-M(M 9999 END
¥) >0 AND X (N-Z2*M(M))=0 THEN 3416 19009 7 "FRESS START TO REPLAY"
2047 IF X(N+M(M))=0@ THEN 3340 10016 IF PEEK (53279)<>46 THEN 1001¢
1048 IF X (N+M(M))=9 THEN 3340 10620 RUN

2350 IF X(M+M(M)) >a AND X (N+2#M(M))=0 TH
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BY P. PHELBY

Why is it that every time I
go for a spin in my laser
base hordes and hordes of
aliens start bombarding
me with missile fire.
Last week it was the
| Galaxercids, before that
| the Solar Saucers, and now
its the blasted Niveks.
And there's the Space
Skins and the Pluto Punks
- not that I mind them too
much - they dress a bit
weird and are hooked on
Martian mushrooms but
apart from that they keep
themselves to themselves.
No - its the likes of the
Niveks that annoy me -
mindless space vandals
each and every one. Liast
| week, for example, me and

K. GOULDING

L JE e

GOSUE 2000
C=i
L=
- v GRAFHICS ©
11 SETCOLOR 2,19,4

COLDOR 18:FLOT @,

NIVEKSI

a few other laser bases ’

were watching our Space

Sector quarter finals of the

Intergalactic Cup when,
two minutes before the
end, the sky above the
stadium was completely

Niveks spitting missile lire
down on to the pitch.

The refdroid appealed
for a cease fire over the
telescanner but the Niveks
weren't interested in the
Laserball anyway - it was
sheer violence they were
after. They could be the
death of that game.

S0 as you enter keep one
finger on the CTRL charac-
ter keys marked below.

blacked out by a swarm of '

COPY RIGHT (C)

1: DRAWTD 39,1

NVADERS

@6

FPOSITION Ax2 s

FOSITION ©,A+1:"
IF RND(9) >@.95 AND I<& THEN
IF STRIG(®)=0 THEN GOSUB =

T
ViV

¢ 6

AND D>1 THEN D=D-1

1 L=L+1 275 1F STICKE(@)=7 AND D<34& THEN D=D+1
15 COLDR z: PLOT 2,20:DRAWTO 37,20 286 POSITION D,22:7 " o
14 COLOR Z4:PLOT 2,19:DRAWTO 38,19 281 IF R=1 THEN 2030
20 FOKE 752, 1:POKE 7355,4 282 F=F+1
| T8 A=l ?8% IF F=4 THEN FOEE 700,%
40 C=0 84 IF F=8 THEN F=9:FOKE 795, ¢
€@ | 5o p=z0 285 IF A=13 THEN 1000 «6
Loy POSITION @,0:FOR I=1 TOD A*2:7 w=wg s NE 28B4 IF A=11 THEN SETCOLOR 2,3
i it a7 IF A=8 THEN SETCOLOR 2,2,14
70 POSITION 246,0:72 " 288 MEXT 1
8¢ FOR 1I=3 TO 38 STEF Z9¢ G0TO &0
9¢ POSITION I[,.2:7 *¢ S0 REM FIRING
99 NEXT 1 S05 IF ¢ THEM RETURN
146 FOR I=1 TO I3 STEPF 2 W7k
| 11 FOR J=A TO A+4& STEP 2 Sie COL
& 12¢ POSITION I,J:27 "w" 29 FOR J=21 TO 4 STEF 1 &ﬁ
130 NEXT J 539 LOCATE D+1,J,6
a3 MEXT 1 S4¢ SOUND @,1,46,.8
1650 FOR I=@ TO & STEF 2 6 PLOT D+1,J
! IF C=1 THEN 220 S60 IF [ THEN &OQ
Bo LOCATE B, A+1 . B ‘ 570 NEXT J
¢ IF B 2 THEN COLOR B:FPLOT 38,A+1:P0 *© &0¢ REM
ITION ©,3:27 "":POSITION @,A+F:7? ""1A=A+ 516 COLOR 3Z:PLOT D+1,21:DRAWTD D+1,J
ﬁﬁ) 121 i:POSITION @,A+L:72 "M™" &15 IF BG<>32 THEN FOR J=1@ TO 190 S5TEF 1 ﬁ@
195 IF [ =2 THEN FPOSITION A#2-3,@0:7 " Qs UMD ©,J+G, 190,B:NEXT J
17 SOUND ©,9,0,0
@@ FPOSITION @,a4+1:7 * * &20 IF 6=119 THEN 5=5+10
219 GOTO 2599 &30 IF G=47 THEN R=©:S51=S1+100: IF P=11% |
2@ LOCATE Z2,A+I1.B THEM S=5+16
| @ IF B 32 THEN COLOR :PLOT 2,A+1:POS &35 (G=119 OR G=42) AND S>© AND S5/568¢
ITION ©,3:27 ”":”'SITIUN B, A+ "M A=A+1 INT(S/4B80) THEN 1@
| «C=0:POSITION 1,A+1: " H£4¢ RETURN *
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1 B

1010
1e15S
1920
1036
1046
195@
1450
a7
v B
iage
1
1o9a
GO
111
112@

o

1140
2O
Zel1e
2020
;'l\ ',(.‘
o
2046
2050
= o
2070
2a8e
2096
2095
2109

o L
2210
et - |

o

SV S

o e

VT oy

?l" )
2246
2250
2260
22465
2270
227D
.. _- J’ ..f
2280
"nf,u,_\

Al
TRZ2e
0350
46
THE

% e %,
R{EF-te
a7
OB

11

REM INVASTON
GRAFHILS @
SETCOLOR 2,90,9
L=&+PEEK (781 )+25&4+FEEK (742)
POEKE L+2,7:PDKE L+5,462PDEKE 732, 1
FOKE 744,295
FOSITION @,2
"yOu'VE BEEN INVADED'®
FOSITION 29,4:7 "the earth is doome

POSITION @,4:7 "YOUR SCORE 18 "3i5+8

POSITION @,8:7 "DO YDU WANT ANOTHER

(Y OrR M) "

GET #2,A

IF A=8% THEN RUN

IF A<>78 THEN 7 "INPLUT (¥ DR N)":B0
1@

GRAPHICS ©:END

REM SFACE ATTALCE

N=INT(RND (@)} %131 %Z:NI=N:M=3:M1=M
R=1:P=32

COLOR P:PLOT M1.M1

IF M=19 THEN 2206

LOCATE N, ,M,F:5DUND 1, M*x1@ 19,8
COLDR 42:PLOT N,M:N1=N:M1=M

M=M+1

N=N+INT(RND{@)#*3) —1

IF N<2Z THEN N=2

IF N>38 THEN N=38

SOUND 1,9,0,0

GOTO 2&0

FOR V=19 TO 22

COLOR 42

IF N<S OR N>3Z4 THEN 228¢

PLOT N-=(V=19),V:DRAWTO N+(V-19) .,V
FOR X=1 TO S:S0UND 1,X#9,10,8B:NEXT

NEXT W

SOUND 1,0,0,0

FOR V=19 TO 22

COLOR 32

FLOT N—{(V-192) . V:DRAWTD N+{V-19) .,V
FOR X=1 TO 1@:MNEXT X

NEXT WV

FPLOT @,

IF D*N-2 ANMD D<N+3 THEN 1000
R=0:G0T0O 2Z2&4©

REM RULES

GRAPHICS @:FOKE B2,

POSITIDN 12,3:7 "NIVEK™S INVADERS"
POSITION 12,4:7 ""

FOSITION ©,7:7 "DO YOU WANT TO SEE

MWLES (Y OR N)?™

OPEN #2,6,0,"K:"

GET #2,6A

IF A=78 THEN RETURN

IF A<>89 THEN ? "INPUT (Y DR N}":BD

TO J0b4@

TOT0

100

S BUT

3110

GRAPHICS @

2 " THIS GAME 1S LIKE SPACE INVADER
THERE ARE SOME "3

? "DIFFERANCES. YDU HAVE TO SHOOT A

LL THE "w® SHAPED INVADERS™;

3120

3130

7 " BEFOREYDU GET DESTROYED"™
? :? “"THERE ARE 2 WAYS TO BE DESTRO

ER

YED! "

x14@
z15e
5166

IS AN

1176

REACHES" ;

L1B8e
§ o

z19e

EVERY"

A 1]

SCREEN"
"aMND CHANGES

2210
3220
* oy

FORCE™

1246
3250
5266
1276

TOR"
T280

TG

GE™

A0

SHIFS
"THEY ALWAYS

DE YOu*
: ARE

HIT BY A "»*™
INVADED™
THE GAME STARTS, THERE

OF THE SCREEN.WHEMN IT

YOU WILL BE INVADED!

ARROW MOVES CLOSER TO THE

HIT'S THE SIDE OF THE

DIRECTION"

REFPRESENTS THE ARTH"
REFPRESENTS THE INVASTON

SPACE BAR TO CONTINUE"

SOME ARGE ~° NEAR THE

SCREEN. THESE ARE THE MOTH

EEEF OUT OF YOUR RAN

THESE SHIFS WHICH INvYVA

WORTH 199 POINTS"

YOU CAN SHOOT THE INVA

COMPUTER & VIDEQ GAMES 9

WORTH 1© POINTS"




13b
0oT
=7

BE
IN!

241

T390 ? :7? :7? "PRESS THE SPACE BAR TO BEG

ey GET #2,A

TT5e 7 "yOU HAVE TO SHOOT THROUGH THEIR
BARRIERS™;

@ 2 “JUST ABOVE YDUR BLASTER AT THE F
OF "
@ 7 “THE SCREEN."

z3ZBo =? =7 "¥YOU HAVE ONLY 1 BLASTER S50 §

CAREFUL"™

)

RETURN

7T 7L
f
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&

Understanding Your Spectrum
A 1 y T

Spectrum Machane Language For
The Absolute Baginner

wif the ease and power of the

Commodore 64 Games Book

f Ih itware games box

et The Spectram

30 exciting programs and games
] and your Spectrum

RrORFAMImang hnts

“ Wk o |

INNOVATIVE f

{f
COMPUTIN
J Ch'ffard R“”’SH!S\.-

VI Imnovatrve

Computing .
The best selling game col

iﬂ!ll'l!:'li Dragon Mgteoric Progamming
Make y IC mele
this &

PO foe the VIC 20 written by ( X 5
haw to maxim Ramshaw Special easyto-read mac
= off your Dragon's impressive program listings. £6.95 £5.95

disassembied and explained.  £9.95 capabilitwes. £

I MEI_BOURNE HDUSE PUBUSH ERS Orders to: 131 Trafalgar Road, rm respondence to: Glebe Cottage Trade enquiries

Greenwich, London SE 10 tion Road. Cheddington welcome.

I O Please send me your free 48 page catalogue, Please send me Leighton Buzzard, BEDSLUT TNA

SPECTRUM DRAGON ORIC 1
l O Understanding Your Spectrum £795 O Enter the Dragon £5 95 O Meteoric Programming £E595

O Spectrum Machine Language
l {or The Absolute Beginner £6 95 'l'lc go . ’ . Al prices include VAT where apphcable
I O Owerthe Spectrum £6.95 O WIC Innovative Computing £6 95 4

O The Complete Spectrum ROM E

Disassembly £995 CO__M“OQOHE'_54 i i 80

O Spectrum Hardware Manual £5 05 O Commaoadore 64 Games Book £5 95 Please add BOp for postand pack £ -

I TOTAL £

All Melbourne House cassette saftware is uncondiionally guaranteed aganst malfunction
Access orders can be telephoned through on our 24 hour ansafone (01) BS8 7397 | CUG‘,’J
| enclose my chegue/ money arder for £

Please debit my Accesscard No. _ Expiry date. Signature

\

Posicode.

- MELBOURNE HOUSE PUBLISHERS

= Mame - Address I




¥
including first class post,
cking, VAT and an
NCONDITIONAL
LIFETIME GUARANTEE

® ceacH

When you buy Imagine Software you buy it for life. If an
Imagine Software product EVER fails to load first time

simply return it to Imagine for an instant free replacement.
All orders despatc by first class post within

24 hours of receipt. Subject to stock availability.
Why not put a first closs stamp on your envelope and you will
receive your order within 3 days of posting. Available from
W.H. Smiths, Boots, John Menzies, Dixons and all good
software outlets.

Dealership enquiries contact: P. . Finnegan on 051-236 0645

Imagine Software, Masons Buildings, Ex#




Livelylifts

(for any Commodore VICSEE

CrimeFightiz

(for any Commodors \lSErs)

rp-------------‘

ost coupon now to Imagine Software, Masons Buildings, I
' Exchange Sireet East, Liverpool, Mersayside L2 3PM.

Please rush me copies of [tick box| I _
[[] Arcadia [] Schizoids [] Arcadia [ Wacky Waiters .

I [ ] Ah Diddums [[] Catcha Snaicha
[ 1 Molar Maul | [[] Frantic

I [for any ZX Spectrum) |for any Commodore VIC-20)

Please debit my Access/Barclaycard |delete as necessary)
S [T T IIIIIIIIL]
MNumber = | L) |

l | enclose Cheque/PO for £

Name._

l Address T S

e
{""‘ SUPERFAST CREDIT CARD SALES LINE : E==20

I 051236 6849 (24hrs) =ae




RS

BY K. WARDLE :

i

RUN® ON A BBI:M:‘;:LMN IBI(

. down=F3, left- CRSRup/down, right--CHS

The alien space craft swoops low

over the planet. The captain is

looking for a dropping zone for 1
the passengers of his craft —

a bunch of happy aliens on a day

trip who didn’t realise that when the

tourscompany said they would be
dropped off somewhere they'd be dropped
off on parachutes! Still you have to make
the best of things and here come the day-
trippers leaping out into ae great unknown.
The good news is that thdie's someone to
meet them when they land — with a net to
help break the fall . . .

Your job is to help catch the little chaps
as ihey drop down toward the planet. You
are armed with a ne: and are allowed just
12 misses before the space-trippers start
worrying. The ship will gradually get lower
as time goes on — so you'll have less time
to catch the falling aliens. You can vary the
speed of the ship, the rate of descent of the
ship, and the speed the aliens whiz_ down
toward you as yqu get better at the¥:ame.

The controls are simple; up=F1,

lefurigt-.



¥t Tt |
ENDP ROE
DEF PROCE
Sh=p

A T|-|-Er4 ENE

PROR
ot d o] il

THEH F:'r.;-[“:, %

K B
THEN gag < B%)

B=

' 4 TH
EHDPRJQ EN PROCE
BEPF'F;_',-:-..I-_—_:

:E\E‘ B=py D¢ 20 5
rla Z

IF B
728 IF >

lijustration: Dorian Cross




@ U |
e ENDPROC
n'frpqln

240

1173 r'::r}""'r"'-"‘
I‘“i Fﬁ I'I"'r.'-df" 19

HF’$1 "1‘ "'
DDTuTruhgl‘
FRINTC HR®1 3.

hanTr =L BB g“‘.
= L1y

ﬁ FﬁthTuHr¢1ﬂ4
[ =] = 'rll'r- 'ﬂF:S* '\1|
.DJNT- lJI:I;“‘"'J
(=] =} 1f|T}‘I‘|F1‘-F' 2gup
PRINTCHRS >
C, E:‘Ir;Tl—Hg\EV"-._
340 PRINTCHRS 1 -
I5e menrrubs'

1469 1F I/'ﬂﬂﬁm %54

147a FRINT: 'FHP51H
1459 oecer

1500 15 o %<1 OR ms
1218 Qragryg i
1520 E'J["F"F""!f"

-

(Y -
'I‘,:-I

=11

THEN 1445

Rate of demp

>4 THEN 14sp




VIC<20 SOFTWARE FROM AMERICA £2:65 ..

FROGGER. Incredible animation in this high performance graphics experience. Frogs, trucks, cars,
boats, logs, turtles and lilypads all combine to give your brain a real workout. £4.95. mnnucI“HY
3D MAZE. The ultimate maze game features brain power not fire power. A visually breath-taking En
3-dimensional display with a tormenting time factor as the 4th dimension, £4.75.
:;le':'nr Y?F{: BLIITZ.. u: s:ﬁi;lst:es'f:etthm 1ne£:1;.-5way to safely land your nuclear bomber is tototally ANy 2 games £7.90
literate the city, bu 5 y it goes. £4.95. A

ny 4 games £12.95
ROBOT MOUSE. In this futuristic homicidal game you collect atomic cheese from the floor of the
space maze avoiding the mean malfunctioning androids who kill on contact. £4.50. A'“v b games £15.90

t L)

SPACE SHUTTLE. Test your reflexes to the maximum as you attempt to rescue dumb scientists from — lhat's Dl'l|'f
the lunar surface. Beware of the exploding asteroids in this hectic £2.65 each!
challenge. £4.50.

BUG DIVER. In this highly original game, as a mere beetle you've gotta MGNEV BAE“
be fast to avoid the angry carnivorous fish whilst stealing their precious
eqgs. Their favourite meal is raw beetle. So waltch out! £4.75. “mm&

I Please supply

NOW FOR THE FIRSTTIME IN UK. ..

Debit my Access/\Visa card (delete as necessary)

Card s .
Number

Six famous arcade quality games use machine code, Hi-res multi-color 18 LA Ll 5
| enclose cheque/PO for £

grafix, exciting sound effects, for any WIC-20, keyboard or joystick.

Available now in UK direct from manufacturer only thru our super fast mail

L__-_-_

order service, or 24hr credit card sales line. All games supplied on cassette Name -
with written money back guarantee,
Address
Galactic Soft
alaclic sortware | i
BN 046040744 (24hrs) ==
LAMBROOK RD. SHEPTON BEAUCHAMP. SOMERSET. TAT80LZ L O —

RAM PACKS FOR YOUR VIC 20

HARDWARE

32K switchable to 3K, 16K, 24K + hi-res. ........... A o P R Rl AR L e e BB 8 o ki £69.95
16K switchableto 3K . ... .. RSy - Tl e e S e eas B T | R D £19.95
4-slot motherboard .. ... B o e i e L ........E24.95, All slot directly into the back of your Vic 20.
SOFTWARE

Cartridges — Sargon Chess, Gorf, Omega Race, Forth, Choplifter ...............ooviionn, £24.95
Alien, Jelly Monsters, Mole Attack, Rat Race, RoadRace................ v SR e L R £19.95
Meteorites & Satellites, Spiders of Mars, Tank Atak, Cloudburst. . ................. e e R £17.50

Vic Tapes — Boss Chess (8K) £14.95, Bonzo (8K) £7.95, Grid Runner £6, Abductor £

Asteroids £7, Cosmiads £7, Moons of Jupiter £8.99, Shark Attack £9.99, Martian Raider £9.99, Vic Rescue £5,
Frog £4, Krazy Kong £6, Quackers £9.99, Skramble £9.93, Annihilator £9.99. Commodore 64 tapes — Grid
Runner £8.50, Star Trek £7, Mutant Camels £8.50, Krazy Kong £8.99, Alien Panic £8.99, Monopolee £9.99, Sprite
thtor £4.95, Adventure Pack 1 £9.99.

ALL PRICES INCLUDE VAT. Please add £1 post and packing for hardware, 50p for software. Overseas orders —
exclude VAT add £2 post and packing. m

w

ssssm To: RAM ELECTRONICS (FLEET) LTD.,
106 FLEET ROAD,

5=t : g FLEET, HANTS. GU13 8PA
ENGLAND.

Telephone (02514) 5858 (not Weds.)

Please send the following:

Fram: °
| enclose my cheque/PO for £

Charge my Access/Barclaycard number

Credit card or postal orders for goods by return =

post (1st class) TRADE ENQUIRIES WELCOME.
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GHOST TRAP

You play a dangerous game when you go in then the trap and a new ghost will appear in
search of man-eating ghosts — but the re- a different position on your screen. You
wards are high! must also steer clear of the traps
four aim is to lure the hungry ghosts into There are seven skill levels all with varying

dly laser traps. You'll be rewarded with speeds and numbers of ghosts to deal with.
nts The controls are; up=F1, down=F3,
. in a trap the ghost will disappear — left==CRSR up down, right=CRSR left/right.

(RONS ON A VIC-20 N 3.5K ]

.




T

Nustration: Dorian Cross

et
- M
nea
-«
b5 0N

1

]

=

300 = 0 O ) PO =0

aRec-m

H

HEMN Gui <

EiC80

IMNT (RMNDXES) #1
T (RN L

L - R

cLS
PRINT "YOU ARE NOW EEING TR

ANSPORTED T ZRL" "8 JU."
LET LEVEL=LEVEL+1
GOSUE Soba

CLS 5 _
IF STREMGTH:1i THEKWN GOTdO S50

FOR C=1 TO 10
PRINT RAs(C)

NEXT C

BRINT ;. " LEUEL "
PRINT “STRENGTH: ";
IF HC=1 THEN PRINT

KEY " N
okl PRINT ,."WHICH DIRECTION DO
Go."

GOSUEB 7esea

LET STRENGTH
LET Asis.AR)
LET A=asiA<>

; LEUEL
: STRENGTH
“yau HRU

I

=]

=5;REHST -
18 aNe B

“SoUT

A

302

ZAX:

| was sitting in my office enjoying a large Pangalacticgargleblas-
ter when the call came. | picked up the Visiviewer. It was the
chief.

“| want you to go to the planet Zax's V and investigate a
leak,” he growled. “I'm no plumber,” | replied. “Cut the wisec-
racks,” he snarled. “Just listen. We've been getting reports from
our man out on Zax that there’s o double-ogent operating —
and he’s selling Federation secrets to the Monotrons, Unfortu-
nately it looks as if the Monotrons got to our man before he
could find out the identity of the double agent. Now | want you
to find out who this guy is and stop him — permanently.”

“The only clue we have so far,” the chief said, continuing his
seemingly endless briefing, “is that the identity of the double
agent is stored in the memory of a computer on the top storey of
an office block in downtown Zaxville. That was the last message
our man managed to get out before they bumped him off. OK,
s0 now it's over to you . . .”

This is a graphics adventure which will have you baffled from

104 COMPUTER & VIDEO GAMES
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RUNS ON A SPECTRUM IN 16K
BY MARK LATTO

some fime. As the private-eye on the case your job is to get to
the top of that five storey office block and discover the name of
the double agent. Easy. Well, not quite. You may come across
guards as you make your way towards the computer — and
these are decidedly unfriendly.

Also, the only way to get from floor to floor is by lift. And
these lifts are locked and barred. Before you can go up you must
find the lift key in one of the five rooms on each floor. A time
consuming task. Beware of the tasty looking snacks you may find
in the rooms — no doubt left behind by the office workers. Some
may have been poisoned by Monotron spies.

Once you manage to reach the top floor you'll find the
computer Deep Throat ready to tell you the name of the double
agent. Well, almost ready. It appears that the double ogent has |
already been to the office before you — and has planted o |
bomb which you must defuse. |

Full instructions for this exciting adventure in the underworld
are included in the program. Here's locking at you kids . . .




H': —-{R:>2 AMND Bs=2"MHORTH";

S18 LET AAR=RA+ AB« 10 AND B85="E
AST") -(AR<>1 AND B$="UEST")

320 LET Cs=A%(A,AR)

325 IF C$=" " THEN LET STREMNGTH
=5TRENCGTH-25

338 LET ASiR,AR) :E

240 IF C$=" " 0OR Cg= B' THEN GO
TO 2ee

IS4 CLS

368 IF Ccs="E" THEN GOTO 252
378 IF LEVEL =MACHINE AND C%<>5T
R$ KEY AMND FC=@ THEN SOTOC 2888
38@ IF Cs%=57 RS KEY AND Lg EL<:«1@
THEN GOSUB Seaee

39@ IF LEur:t =-1p BMD CE=STRs COM

PUTER THEN GUTD 3538
ad.EHE! IF VAL C%<:KEY THEN GOTO S@

410 GOTO =208
SQQGPRINT "YOU HAUE ENTERED RGO

S1@ PRINT “ON LEVEL *“;LEUEL
S20 LET D=INT (RND%10} 51

S33 IF D=1 THEM PRINT “THE &
YOU RARE TN IS EMPTY Iﬁ

58 IF D=1 AND INKEY %="" THEN ©
oToO sSEe

S60 IF D=1 THEN GOTO =0

S78 GOTO 4580 -5580* (D>7) -S@0 = (D
]{d-'l +15@0% (D3 AND D<6) +2000* (D=6

1088 PRINT "“vOu HAUE ENTERED A R

H

ooM CONTAINING FGOD.YOU
HBRVE A STRENGTH OF “; STRENG
TH

1826 LET D=INT (RNDx3) +1

1838 IF D+¢3»2 THEN LET Efs="NOT PO
ISIONED "

1840 IF D=2 THEN LET B$="PCISION
ED™

1858 IF RND>.8 THEN LET B$="POIS
IONED ™

18668 IF RND>.8 THEN LET Es$="MNOT
POISIONED ™

iev@ IF FC=1 THEN PRINT “"THE FOD
o MACHINE SRAYS THAT THE FOOD IS
“.E%

1086 PRINT DO YOU WRNT TO RISK
EATING THE FOOD.*

1898 INPUT Bsg

11908 GOSUB 7080

111® IF B$="ND" THEN GOTOC zee
112@ IF D<>2 THEN PRINT "YOU ARE

LUCKY THE FOOD UWRS OK. YOQUR NE

U STRENGTH="; STRENGTH+12@+1@8@% (D
=3)

113@ IF D<¢>2 THEN LET STRENGTH=5
TREMGTH+108+120 % (D=3}

1i14@ IF C<+>2 THEN GOTO 1S5S0

115@ PRINT "UGH...IT uAas POISION
EC."

1168 LET 5TI—}‘ENG;H-_:3TR';:'N=,5'IH -1@@ -1
NT BRNCx100) +5

13 TO 159

15 ~ v Sl 5

S840 GOTO
250@ PRINT
PE

A i v

+ sy

TVVVVZOND
ADNADDMI 07
b b

b e b o
o o
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NOW FOR 16K ATARI

To: Channel B Software Limited, 51 Fishergate, Preston, Lancashire. PR1 BBH.
Please supply me with the following 16K Atari Games

B L TDDIORN £ ;... i rvisnadarpbad o koo s reamaha (£17.89 per Game)

Cheques should be made payable to Channel 8 Software Limited, Dﬂwqut Dﬂm;.i Dﬂfa.rDAm Dmmm
I you wish to pay by Credit card please snter your account number below:




2696 PRINT "YOU ARE AT THE LIFT
DO YOU HAUE THE KEY TO REMOUE TH
= BRRS :
SiaB INPUT E§
2710 GOIUBR Tod0
2720 IF B$="YES"” AND HC=1 THEN G
OTO 140
2730 IF B$="YES" THEN PRINT AT 2
1.68; MO YOU DOM“ T
2740 LET asi(q.ARA) = B
2745 LET STREMNGTH=STRENGTH-108-I
NT (RRND +30@)
272 LET A=A+1
2760 LET Ast(A,AR) =1
2776 GOTO 2oe
5888 PRINT " " . .
3801e PRINT AT S.&:“vOu HeuUS
D THE K
CROSS T! WA v
32 PR “FRONT OF THE
30 LET
3o FoRr
38 NEX
3 CL 5
RE
ER

3510 FOR D=1 T

0 S
3520 PRINT AT _7,7. 'ENEN ;AT 10,7
2.8 "HT BL.8" . IHT 9,8 2.
3530 IF RND (.93 THEN COTO 28580
3540 PRINT AT 7,7; "EESR" ;AT 10,7
. ;AT 8.8; ..5‘_...;“1- g‘.B;u_'..-

355@ RAND RND
5568 NEXT O
357@ GOTO 3710
5600 FOR E=1 TO 4
361@ PRINT AT 12
8+E,
ggﬂa NEXT E

5@ PRINT AT 12,7, " EEEE"
3640 GOTO =S40
3718 CLS
3720 LET C$=" (65536~ (PEEK 16436+
(256 ¥PEEK 16437))) ,58"
3738 FOR C=@ TO 9

R AT 12,

G “"DETONATION I
":Ec_.ﬂN 5"

302 THEN GOTO 396

N 3808 -UARAL e
g&l@ IF UAL

3822 INPUT B%

3838 IF LEN B%>2 OR B$il1) <"@" OR
_ﬁi‘[ 1) >"9" OR B§i(2)1 <"1 OR BS(2)
s THEN GDTO 3326

384@ IF VAL B%{(1) =D AND

1=E THEN GOTO 3870 VI SR
385@ PRINT AT VAL B%(2) ,vuAL Escl
)i LINT ((ABS (VAL B%i(2) -E) +AB5 |
URL B$:t1)-D)1 /211

3868 GOTO =500
3870 LET D=INT
3888 CLS
3598 PRINT
VAL C%;: "
%BBE

(RN x122a0a)

'DETDNFITIDN IN " 300 -
SECONDS

IF VAL C%>3@d0 THEN GOTQ 396

PRINT “"ENTER CODE NUMBER®
INPUT B3
IF B$:>5TR% D THEN “LO

39206
3916

3920 PRINT

HER U

3932 IF B$<STR$ D THEN PRINT “HI
HER" T ek
2046 IF B§=STR$ D THEN GOTO @

3941 PHIHTag; @,a;
395@ GOTO
396@ PRINT "YOU RAN OUT OF TIME

AND UERE KILLED."
397@ GOTO 8Stee
4@0@ PRINT "k

&
P.-'
PRINT AT S5.14; "YOU HFU__I*E FOU
igig ;TAB 14 ""GL.T._'.N GURRD" . T HT
1-14"CET READY TO ENTER" THE- 14"
NUMBER FROM',TRAE 1i6; o 5)

4323 FCOR C=1 TO 120
4830 NEXT C

449 FOR C=1i TO INT (RND#86)+5
APS@ LET D=INT (RND#5+1)
iB6R2 IF RND>».1 THEN PRINT BT 12,
15: "HE DOES ;D ¥
1870 PCGHE 16436 ,25S
& POKE 15437 ,25:
iggﬁ &;'Emé v g="" THEN GOTO_ 4090
Li10® IF INKEYS$<{>5TR$ O OR (65536
-{PEEK 16436+ (256%PEEK 1€43711}) ~
5@>1.5 THEN LET STREHNGTH=3TRENGT
H-D:10@
2418 NEXT ©
1120 GOTO =00 s L
15@@ LET D=INT (RND%7+1) 7 iy
A51® IF D<¢»7 THEN LET C=1I! SME
274+1) i R Y
452a IF D<{irx7 THEI =0 Sa e
53 ,IMT  “vOU HAUVE ENTERED A R
%E;ﬁ 5 CONTAINING A MATTER
TRANSPOR _
=y -'l_.hlr,..._.l_'—'._'u ;l
EE?\ LiF CTHEN COTC 454@
1S6Q LE 3 aE
1573 PR E SEEMN TRANSF
TRTED T =iE
5@ GOT
28 Lt
LET D=INT (RNLD:*S
Zg%? LE+ C§= ("WARLOCK™ AND D=0) +
“CENTRAUR” RMD D=1)+ ("ROC" RND C
LE?E["GRYPHGH” AND D=3) + ("HYDRA
D=4) e o
5223 PRINT “YOU ARE FRACED BY A
il s A y
B@3® PRINT AT 190,0; "Hl-- -— %=
@40 LET D=9 g
;%. LET E=INT (RHND*3} +1
iPUT BS = 2 _
SE%E %; VAL Bi E THEM LET D=D#+2+

LRND > .53

s@8@ IF D>19 THEN LET D=13

sE65B IF Uﬁl... E%s<>E THEN LET D= D-E

5100 IF D@ THEN L_ET =0

5110 F'RIHT aT 1@ 1, —————————————

————— .FlT 18 ,D; R

542 IF C«:@ =13 1) C&l._ THEM :oTO
]

ggga IF D=0 THEHN LET STRENGTH=8T

RENGTH-58*E ; s

Iﬁ?ﬁa IF D>»8& THEN FRINT ‘Y OouU HAUVE

DISTHO‘{EDE‘EQE ";CH

[ ¥ . . s

Ségg EEINT “wOuU ARE UNDER ATTACK

BY ROEQ GUuARLS . " &

5531 PRIMT "USE KEYS 5,8 AND ]

551@ FOR C=1 TO 22

5511 NEXT C

6512 CLS .

E515 LET 51=CO0OCE

55268 LET A1=51

55380 LET Vi=Rl=R1

BSA8 FOR C=U1 o TODE “E STEPFP

as

55580 PRIMT AT C,.RHNDzCODE 3 15
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I ES68 LE
| gggzusuf R1=R1+(INKEY$="8"3 - (INK
1 2 @ IF R1<ul T
il ES5 - THEMN LET -
.I. 2 @ IF INKEY$="G" THE‘NHéE—?é e
i 559@ PRINT AT CODE “s&- . A1 ®130 GOSUS 2008
b R $",A1-v1; ~ I |514@ PRINT TAB 5; "KEY";TAS §; .
= A, C o
| 5610 LET STREN -= 3158 PRINT .,"THE ROOMS...... (1
ggoxnun*zaaz GTH=STRENGTH-1@@-I [ 70 53", .., THE LIFT ococec Bl ) s 1
562@ PRINT "ONE OF THEM COT YOU (=18 .i"' e .+ »"THE PRASSAGES
5632 GOTO 1500 216@ GOSUE S000 .
) _sg FOR D=11 TO C-CODE "™ gTEp siga"PeINT THE 12:“"THE LIFT";TAB
' 5678 PRINT AT D,A1; 5188 PRINT .." ACROSS THE FRON
568@ IF PEEK (PEEK 15393 T OF THE LIFT ARE SOME METAL BAR
K_16399) =CODE “[" THen L Es-ofPEE |15, ON EACH LEUEL IS A KEY TO
- 5. S e N LET 51=51 REHDUERTHE EARS . THE BARS ARE
1318S ELECTRIFIED S0 _TRY NOT T
§70@ PRINT AT b  HEN GOTOC iS00 ELECTRIEIED  SITHOUT THE KEY.
B571@ PRINT AT D.,Q1:." = MCE IN THE LIFT YOuU HAVE 7O U
5728 NEXT D - it 21T 25 SECONDSFOR THE NEXTED FLO
gggg ?gTD s580 Ag TO BEE MADE.”
B$="YES" i 51980 GOSUB S88
?§§;u§gIN: S" OR B$="NO" THEN Bzeg PRINT TRAB 9;  "THE TOP FLOOR"
TTAE O - e—
OR NO™ AT 21,8; "TYPE IN YES 521 PRINT .." oM THE FLODR IS
@20 INPUT B A COMFUTER UWHICH WILL TELL YO
7830 PRINT AT 21.@: " 4 THE AGENTS NAME.BUT BEFORE YO
7 = v 7 GET THE NAMEYOU_MUST DISARM A
‘@40 GOTO 7800 SO0MB.FIRST YOUMUST FIND THE BOMD
7050 IF B$="NORTH" ON A 10%10 GRID (THE LOUER TH
OR B$="SOUTH" OR B&- uCS=.EAST" = MUMBER THE NEARER_YOU ARE) .TH
?EEERER $="WEST" THEN §N§vgu MUST ENTER THE CODE NUM
H,sguTHfggsﬁTng@ﬁgg;xva IN NORT 3520 GOSUB 9000
;ggg ggPUT B 3$gg PRINT TAB 9:"ZOLTOM GURRDS”™
INT A v : g; " 2
T 2.8, S24@ PRINT .." UHEN YOU ARE AT
7998 GOTO 7ese TRACKED BY A ZOLTON GUARD THE G
7188 CLS AL UILL DD AN _ACTION FROH 1 T
711@ PRINT “YOU HAU O 5 AND _YOU MUST PRESS THE SAM
ROL OF THE COMPUTER pae Lo, CONT E REY TO PROTECT YOUR SELF.
PRINT OUT THE INFR AND MADE IT (vyOU MUST BE GUICK)."
NEED . THE spe INFORMATION YoOU S25® PRINT ;" 1:222s2:-HIT _TO HER
7120 FOR C=1 TO o5 UANT IS *; ROND . L uaes PUNCH BODY" ,"3..00.n
713@ PRINT AT 3,16° @ et RIKE LEGS", "4....s-CUT ARMST
:16; "W";AT 3,16;" NS, ......5TAB WITH KNIFE”
7148 NEXT C E26@ GOSUB 2000
7158 PRINT s 3§79 PRINT TRB 12; "MONSTERS".TRB
P L 11 E-'-_ﬂ
2% o 3588 PRINT ,,"WHEN YDU ARE_SHOUN
W THE PICTURE BELOW YOU MUST ENT
oS ER A NUMBER FROM 1 TO 3.THIS M
e DUES ALONG THEFIRE BALL™, ..., "H--
- 2 e e il i
. A Eooe PRINT ., B----s:s22.2.70U",
H »+ "STRENGTH: "' ; STRENGT e s s sal RN MONSTER™, " #. .
717@ STOP e ieee-asTHE FIRE BRALL™
8800 LET A=S 85080 GO3UB 92290
gg?g LET AR=1 831@ PRINT TAB 14; "FDOD";TAB 14;
LET B=INT AMND=2==4s13 tia 2
14 42 (RND25+1) #102+164 as2@ PRINT ,,"YOU START OFF WITH
g EET D=1 A STRENGTH OF18@© BND CHAN GET M
s8i° Lel Kel gfE Bv EELANG 0P Bl 598" pTs ]
£ ' KEY=IN - ]
8820 FOR c=5 TO BignPES+1) ONED RAND THIS WILL MAKE YOUR_STR
Se22 LET A%(D,E)=CH ENGTH GO DOUN.IF YOU HAVE R STRE
S242 LET E=E+i R$ PEEK C NGTH OF @ THENYOU LOSE.”
Sece IF E=11 THEN LET D 5325 GOUSUB 20080
3635 AL F-il THEN Ler X3 5330 PRI i 7 13; "TUNNELS"; TR
Bose LET As(A,pA) = g~ 234@° PRINT ,.,"YOU_CAN DIG TUNNEL
B@98 RE i oc=0 5 BUT THIS USES UP SDME STREN
B510@ ors-nN STH (NOT MUCH) . "
8110 ras Baas PRINT ,.TAB 11;  ENEEESENE
310 PRINT TAB 12; “zax'- 5358 GOSUB_S600
A, ==S=m===" + ERX 8 U TAB ESED GOTO O
5115 PRINT " You AR EE@@ PRINT "YOU HAVE A _STRENGTH
IoOM LAU MRAN YOUR JOB % gt oo b OF ©. vDOU HAVE DIED UHILE
L_TO THE PLANET ZAaX sy ROJVE ON THE MISSION.YOU HAVE FAI
EIND OUT THE IDENTITY OF THE Ny LED. vOU REACHED LEVEL:";
: HO p T
IN_SECRETS TOTHE MONGTRONG o HT T 5516 IF LEUEL<9 THEN PRINT "ONLY
REeD ERINT THE IDENTITY OF T s;éEJ%EgEL, FLOORS TO GO.
99R OF A 18 STORY BLOCK OF PLATS 3800 P S
“ERcH FrooS ﬁggnv BLOCK OF FLATS 5008 PRINT ... .
LIFT OGN I7.* FIVE ROOMS AND A e NREY $ <> THEN GOTO 981
Se2@ IF INKEYS$="" TFHEN GOTO 9020
2930 CLS
S@a® CLS
3050 RETURN
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Another great game from Microdeal
the first of a new generation of fa
action, talking arcade games.
Mﬂnmrtnl'nach!rmtho
computer warns the androids

of an intruder “Intruder .
Alert”!! Now you can either
mfwhmﬁo«m

i ﬁu‘w-ﬁrh&uﬂ ;

] .
‘ dh? "1..,:"- _' *ti Hl ", ,1»

]
‘.'ﬂ..- '}“ﬂ'ia...* u!_Lx.t_d.-ﬁ_t_LM_‘ﬁ_

14 TRURO ROAD, ST. AUSTELL,

MICHODEAL

: MI@@@DBAL

CORNWALL, PL25 5JE. TEL: 0726-67676.

MicRODEAL







[f you want to know which
computer to buy, ask your expert.

Youknew itwould happen
some day. Some day, your child
would become smarter than you.

What you didn't expect
was that it would happen so
soon. To you, computers are a
mystery from the future.

But to your children, they
are a real source of excitement.
And they're happening now.

THE FIRST FAMILY

COMPUTER.

So what will this young
expert say when youaskwhich
computer to buy? First, make
sure that you have sufficient
power for your needs. Thatyour
computer is easy to learn, and
easy to use. And that it has a
challenging, entertaining and
expanding range of software.

The Dragon 32 is the first
computer specifically designed
for the family. And as such, we
feel that it meets even our
young experts stringent criteria.

The Dragon offers a truly
massive 32K RAM memory -
harnessed by the advanced
6809E microprocessor. This is
quite simply more than youre
ever likely to need - but it does
mean that your computer’s
capabilities can respond to

*TV not
included
in price.

your increasing ability as you
learn your way around.

And how quickly youll
learn. The Dragon'’s easy-to-

follow instruction manual helps.

But what will really get you
going is the fact that youll be
enjoying every minute.

And when it comes to
ease of use, the Dragons
professional-quality keyboard
makes your computer as
familiar as a typewriter.

SOFTWARE TO MATCH.

Dragon software offers a
great range of games - but that's
not all. Youll find educational
programs. Programs to help
you plan your money. Even
programswhichteachyouhow
to program.

And whether youre
playing or working, youll be

leaming more and more about
this increasingly important
new technology.

The Dragon 32 costs just
£175.007 For that, you get
all the features that your child
could ask for - which means just
one thing, Its a very grown-up
computer indeed.

SPECIFICATIONS

6809E MICROPROCESSOR.
Themost powerful eight bit processor
available.

32K RAM(as standard). Atleast twice
the memory of most similarly priced
machines.

EXTENDED MICROSOFT
COLOR BASIC (as standard).
Featuring: ADVANCED GRAPHICS
(set, line, circle, paint, print, draw,
rotate and print using). ADVANCED
SOUND 5 octaves, 255 tones.
AUTOMATIC CASSETTE
RECORDER CONTROL. FULL
EDITING withINSERT and DELETE.
PRINTERPORT (Centronics parallel.
9 COLOUR, 5 RESOLUTION
DISPLAY.
USE WITH ANY UH.E TV and/or
separate PA.L. monitor
PROFESSIONAL QUALITY KEY.
BOARD. Typewriter feel. Guaran-
teed for 20 million depressions.

JOYSTICK CONTROL PORTS,

DRAGON 32

The first familycomputer.
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Short of ideas for games?
Then why not try to pick the
brains of science fiction
authors. C&VG's very own
sci-fi author, David Langford
is back in action this month,
suggesting books which might
provide ideas as well as
coming up with an unusual
Tandy listing. Read-on as,
through the customary Langford
humour, a stellar horror rears
its ugly head in the . . .

Looking at computer games from the
weird and twisted viewpoint of a sci-
ence fiction writer has now resulted
in a camel. Why a camel? Ahh, be
patient, be patient.

SF authors are traditionally fond of
mathematical or scientific tricks and
games — anything to baffle and
amaze the readers. In the last year
I've had an overdose of the traditional
physics of space travel and super-
novae and black holes, thanks to writ-
ing reams about these things for two
novels. But you don’t see so much
pure mathematics in SF.

Of course there are exceplions.

Attack Of The

Rudy Rucker's White Light is a novel
all about mathematical infinity, tull of
peculiar number-theory jokes. At one
point the hero has to open a combina-
tion lock whose code number is pi,
and he stands there entering the digits
3.14159265358979 . . . and so on all
the way to infinity! ,

Piers Anthony keeps sticking
mathematical ideas into his oversized
SF novels — the worst outbreak being
in 0X, which tries ineffectively to use
the game of ‘Life”” as a plot device, to
the bafflement of most readers. And
writers like Barrington Bayley and
Jorge Luis Borges are very fond of

alactic

boggling you with strange mathema-
tical philosophies.

Borges' The Book of Sand features
a book with an infinite number of
pages, while Bayley's The Radius
Riders proves conclusively that
there’s more space inside the Earth
than there is outside.

Some mathematical problems are
deceptively simple. The famous four-
colour problem was to prove that any
map you draw can be coloured, using
no more than four colours, so that no
two adjacent countries on the map are
coloured the same. Sounds simple.
The 1976 proof ran to 900 pages and
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needed 1500 hours of computer time!

But why a camel? I'm coming to
that! Another simple-seeming puzzle
is known as the travelling salesman
problem: you can vary it from country
to country but it's usually put like this.

A salesman wants to tour the USA
by the shortest route which visits the
capital city of every state. What route
should he take?

This one tends to surprise people
by erupting into much bigger numbers
than expected, and you find that com-
puters would require endless years to
examine all the possible routes. (My
calculator says 3x10% routes for 50
cities. Work that out assuming the
computer considers one a second, or
one a nanosecond.)

However, you always knew you
were brighter than a computer, and
this is where the camels come in.
When you key in this simple game
program, camels start appearing ab-
put the screen, and by use of the
arrow keys you steer a rather disgust-
ing caterpillar-like ship into collisions
which wipe out the galactic camels
one by one.

If your lightning brain is up to it,
you should be able to pick efficient
camel-destroying routes which waste
minimum time. For every second you
waste allows more camels to appear
from the sinister depths of the hypers-
patial deserts.

Naturally, as this is a cruel uni-
verse we live in, it doesn't stay that
easy. From time to time, Galactic Pest
Control checks up on you to make sure

(amels!

you're doing your job of keeping the
camels down. If their scan reveals
more than about 12 camels at large in
the universe, you're ignominiously
pensioned off.

Life after surviving these checkups
is still no bed of roses, since after
each Galactic Pest Control scan the
vile camels start breeding a little
faster.

In the end, as with Space Invaders
and many another game, you'll go
under. But how hugely can you score
lirst?

The listing is for a TRS-80 Model 1
Level I, as usual. (I was going to buy

a Spectrum, but when | poked the keys
it felt just like squashing small dead
sea creatures, and | fled screaming.)
It doesn't have to be treated as a
perfect and polished program, and
can be tinkered with as much as you
like.

A {ew examples: Prefer boring old
space invaders to my fresh, exciting,
vibrant camels? Then alter the
graphics in line 40 say fo
CHRS(166) + CHRS(167) + CHRS(132).
* Want the camels to appear less
frequently to begin with? Give KC in
line 110 to a bigger value.

Want Galactic Pest Control to check
up more often, or less? The 0.03 in
line 370 is the probability that wiping
out any given camel will trigger a
Galatic Pest Control scan.

Want to alter the Permitted Number
0f Camels Left On screen? The current
figure allowed is the 12 in line 2060.

Do the camels eventually start com-

ing too ridiculously fast for you? The

10 in line 2080 is the minimum num-
ber of game cycles between camel
appearances, and you can easily sub-
stitute a bigger number. (A game
cycle is the time taken for the “'ship™
to move one unil.)

Want to rewrite the game so totally
and brilliantly that my own puny
efforts will be shown up for the empty,
worthless stuff that they are? OK, but
you're on your own!

A version of this “travelling sales-
man" problem appears quite
irrelevantly — in connection with star
travel in Robert Heinlein's latest effort
Friday. The book is however rather
low on camels.

Why camels? | thought you'd never
ask. Because, er, because — no, I'm
sorry. Another of the things you learn
from science fiction is that There Are
Riddles Of The Universe Which Man-

kind Can Never Hope To Solve.

Interstellar travel and galactic
camels are among these.

'! CRMEL INVAGERS Coburisht (0
Elg et up
DEFINT R-=
30 RANDOM | -
40 Co=Chrec
LS FRINTE4GS .
gg F"HINTGIESJCS
P‘RIHTQS4B."'f0UR MIss1oM -

disPlag. Litles, ebe,

David Lanafor d 1583

188 4CHREC 173 )1CHRge 129 -

56 FoRtL1RINT"USE ARROW KEVS To STEER coun VERSE FRON DREAD MAsmupne
2 L 4.

"Camel® gr BPhicg

"CAMEL IMVADERSY FORI=1TOzp00 HEXT

9% FORI=1TH ; i i 3
% g e ER YOUR MIGHTY BAMSHIP o1 ro oo, CPMELS|
3 HIES COLLISION Coumeg |
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e Ll 130 SETCT, 473 NENT & £ep
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K=K+1 IFK KL THENIZBEL S
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NO. 1 ADVENTURELAND

NO. 2 PIRATE ADVENTURE
NO. 3 MISSION IMPOSSIBLE
NO. 4 VOODOO CASTLE

NO. 5§ THE COUNT

NO. 6 STRANGE ODYSSEY
NO. 7 MYSTERY FUN HOUSE
NO. 8 PYRAMID OF DOOM

NO. 9 GHOST TOWN

NO. 10 SAVAGE ISLAND part 1
NO. 11 SAVAGE ISLAND part 2
NO. 12 GOLDEN VOYAGE
S.AG.A. 1 ADVENTURELAND
5.A.G.A 2 PIRATE ADVENTURE
SEA DRAGON

SEA DRAGON

STRATOS

STRATOS

THE CURSE OF CROWLEY MANOR
ESCAPE FROM TRAAM
EARTHOUAKE 1906

BASIC ROUTINES

BASIC ROUTINES

DISKEY

REAR GUARD

REAR GUARD

ELIMINATOR

ELIMINATOR

PREPPIE

PREPPIE

BUG OFF!

BUG OFF!

TREASURE QUEST

TUTTI FRUTTI

TUTTI FRUTTI

SUNDAY GOLF

WAR

STONE OF SISYPHUS

C.RI1S.

B-1 NUCLEAR BOMBER
LORDS OF KARMA
ANDROMEDA CONQUEST
DMIEPER RIVER LINE
EMPIRE OF THE OVERMIND
GUNS OF FORT DEFIANCE
LEGIONNAIRE

MOON PATROL

BLANET MINERS

G.F.S. SORCERESS

TANK ARKADE

MINER 2049er

CAVES OF DEATH
MURDER AT AWESOME HALL
BOMB HUNTER
TUMBLEBUGS

CANYONM CLIMBER
CANYOM CLIMBER
SHOOTING ARCADE
SHOOTING ARCADE
PACIFIC COAST HIGHWAY
PACIFIC COAST HIGHWAY
CLOWNS & BALLOONS
CLOWNS & BALLOONS
SANDS OF EGYPT

THE CONSTRUCTOR
ZAXXON

ZAXXON

GRAPHIC MASTER
GRAPHIC GENERATOR
BASIC COMPILER

TEXT WIZZARD

VENUS VOYAGER

CRUSH CRUMBLE & CHOMP
CRUSH CRUMBLE & CHOMP
ASTROCHASE
ASTROCHASE

ZORK 1

ZORK 2

ZORK 3

DEADLINE

STARCROSS

ACTION QUEST

GHOST ENCOUNTERS
KRAZY SHOOTOUT
K-STAR PATROL

K-RAZY KRITTERS

K-DOS

HELLCAT ACE

FLOYD OF THE JUNGLE
CHOPPER RESCUE
HELLCAT ACE

FLOYD OF THE JUNGLE
CHOPPER RESCUE
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SELECTION OF TOP QUALITY ATARI SOFTWARE HERE: —

17.89
17.99
17.99

MISSION ASTEROID
WIZZARD & THE PRINCESS
ULYSSES & THE GOLDEN FLEECE
FROGGER

FROGGER

GOLF CHALLENGE
THRESHOLD

PAINT

DE LUXE INVADERS

WIZARD OF WOR

GORF

TUTORIAL 1 DISPLAY LISTS
TUTORIAL 2 SCROLLING
TUTORIAL 3 PAGE FLIPPING
TUTORIAL 4 ANIMATION
TUTORIAL 5 PLAYER MISSILES
TUTORIAL 6 SOUND
TUTORIAL 7 DISC UTILITIES
SHAMUS

SHAMUS

PICNIC PARANOIA
PROTECTOR

PROTECTOR I

CLAIM JUMPER

CLAIM JUMPER

FORT APOCALYPSE
SURVIVOR

NAUTILUS

NAUTILUS

SLIME

SLIME

BANDITS

WAYOUT

FAST EDDIE

TURMOIL

FANTASTIC VOYAGE

STORY MACHINE

FACE MAKER

SNOOPER TROOPS |
SNOOPER TROOPS Il
BATTLE TREK

STAR WARRIOR

TEMPLE OF APSHAI

UPPER REACHES OF APSHAI
CURSE OF RA

RESCUE AT RIGEL
INVASION ORION
DATESTOMNES OF RYN
HOTFOOT

DARTS

SNOOKER & BILLIARDS
HOME FINANCIAL MANAGEMENT
FIGUREFUN

GALAXIAN

DEFENDER

CENTIPEDE

MISSILE COMMAND

SPACE INVADERS

STAR RAIDERS

ASTEROIDS

ASSEMBLER EDITOR

THE HOME FILING MANAGER
CONVERSATIONAL FRENCH
CONVERSATIONAL GERMAN
CONVERSATIONAL SPANISH
CONVERSATIONAL ITALIAN
MUSIC COMPOSER
CAVERNS OF MARS

Qix
NECROMANCER
AE

PREPPIE Il
SANDS OF EGYPT

THE PHARAOHS CURSE
CLOSE ASSAULT

E FACTOR

MELTDOWN

SPIDER INVASION

AZTEC CHALLENGE

STAR BLAZER

SUSPENDED

MOUNTAIN KING
BOULDERS & BOMBS
SPITFIRE ACE

WINGMAN

LUNAR LEEPER

THE NEXT STEP
MALRAUDER

MEMORY MAP TUTORIAL
INSTEDIT

REPTON

THE BLADE OF BLACKPOOLE
ALPHA SHIELD

LCalisio Computers Lid.

119 JOHN BRIGHT STREET, BIRMINGHAM. Tel: 021-632 6458

32K40K
32K/ 40K
48K




SOFTWARE FOR THE BBC, SINCLAIR ZX81/SPECTRUM & NEW BRAIN

ZX SPECTRUM PRICES ZX81 PRICES

TIMEGATE C 48K £6.95 ZX81 STARTREK C 1K £5.00
METEOR STORM C 18K 4.95 DAMSEL & THE BEAST C 1K 6.50
SPEAKEASY C 48K 4.95 MAZOQGS C 18K 10.00
THE CHESS PLAYER C 48K 6.95 INVADERS C 16K 4.60
ARCADIA C 16k 5.50 GOBBLEMAN C 18K 3.95
ASPECT (Editor/Assembiler) C 16K 9.00 ZXTK (Tool Kit) & 1K 6.90
THE HOBBIT C 48K 14.95 ZXDB (Disassembler/Debugger) c 1K 6.50
SPACE INTRUDERS C 16K 4.95

CRAZY BALLOONS C 16K 5.75

SPECTRAL INVADERS C 18K 5.00

SPECTRES C 16K 8.00

PAINTER C 16K 8.00

SCHIZOIDS C 16K 5.50

GOBBLEMAN C 16K 4.95 NEW SPECTRUM/BBC/ORIC SOFTWARE

BBC PRICES ORIC 48K

BBC FRUIT MACHINE 32K £5.80 GRAIL

BBC GOLF 32K 5.50 MORIA
BBC POLARIS 16K 5.50

MICRO DERBY 32K 5.50 BBC
BBC BACKGAMMON 16K 8.00 GOLF

16K 8.00 PAINTER
16K 8.00 GALAXY WARS

SPACE PIRATES
PHARAOHS TOMB

PLANES 16K 8.00 CHESS
INVADERS 16K 5.50 DISASSEMBLER
INVADERS 32K 7.50

STRATOBOMBER 16K 7.50 SPECTRUM
BEEBMUNCH 16K 6.50 MOLAR MAUL
FLAGS 16K 4.50 AH DIDDUMS
HYPERDRIVE 16K 6.50 JET PACK
3DM 16K 4.50 M-CODER

nooooOoOOnOOaaaann

AZE
STAR TREK, CANDY FLOSS CONFLICT

BOOKS

NEWBRAIN HARDWARE

COMPUTES FIRST BOOK OF ATARI £10.99

NEWBRAIN MODEL A 244.00 COMPUTES SECOND BOOK OF ATARI 10.99
NEWBRAIN MODEL AD 274.00 THE ATARI ASSEMBLER 10.35
EPROM BOX 63.25 BASIS EXERCISES FOR THE ATAR 10.45
BATTERY MODULE 74.75 NEWBRAIN TECHNICAL MANUAL 50.00
DE RE ATARI 17.00

PROGRAMMING THE 6502 10.75

PROGRAMMING THE Z80 11.95

PROGHAMMS&EJHE 6809 12.50

AR E STARTING FORT 14.35

ATAR AT KNDWO ggglﬁl DRAGON o 5.95

ATARI 400 (16K Standard) with Basic £149.99 35PR SFORTHED 4.95
ATARI (48K Standard) 800 299.99 THE BBC MICRO REVEALED 7.95
ATARI 810 (Disc Drive) 299,99 EASY PROGRAMMING FOR THE BBC MICRO 5.95
ATARI 410 (Cassette Recorder) 49.99 GAMES BBC COMPUTERS PLAY 6.95
32K EXPANSION for ATARI 400 60,00 BASIC PROGRAMMING FOR THE BBC 5.95
48K EXPANSION for ATARI 400 80.00 ASSEMBLY LANGUAGE PROGRAMMING FOR BBC 8.00
MOVING KEYBOARD for ATARI 400 59.95 THE ZX SPECTRUM — how to get the most 5.95
PAIR of ATARI JOYSTICKS 13.99 THE WORKING SPECTRUM 5.95
WICO JOYSTICK 27.05 SPECTRUM GRAPHICS 6.95
WICO TRACBALL 40 MACHINE CODE ROUTINES ZX SPECTRUM 5.95
20 PROGRAMS FOR ZX SPECTRUM 5.95

THE SPECTRUM GAMES COMPANION 5.95

THE SPECTRUM HANDBOOK 5.95

MAPPING THE ATARI 12.50

ATARI GRAPHICS 10.99

SINCLAIRS

16K SPECTRUM 99,95
48K SPECTRUM 129.95 BOOK ORDERS OVER £10 PLEASE ADD
E’,Ef‘&%: 32 ]Eg-gg £1.00 POST & PACKING

VIC 64

To: CALISTO COMPUTERS LTD, 119 JOHN BRIGHT STREET, BIRMINGHAM. -y L
PLEASE ACCEPT MY ORDER FOR THE FOLLOWING PROGRAMS:- Eahstn Eﬂmpute iIs =
Name

Address:

Cheque No. ...... IO o o A .. enclosed.

_ FE T iEna sl SPECIALISTS IN MICROCOMPUTERS AND SOFTWARE
Piease debit my credit card ACCESSVISA NO. ...........o i iiiiiiacineiassioss  39a 1OHN BRIGHT STREET, BIRMINGHAM B1 1BE
Phone orders welcome on 021-632 6458, SIgNBA *. .5 00ioeunseaaiinbisiansaeases  Telephane: 021-632 8458
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lhustration by Jon Davis

ey

Have you ever bought a program that failed
to live up to its promises?

Worse still a computer which defied the
advertisement copy and refused to reveal
its secrets...even refused to turn up for four
months.

Computer people are traditionally slow
to complain, they expect to be kept waiting
and they've been reared on promises and
launch dates that turned into “early pro-
duction difficulties” and distribution prob-
lems”.

But the C&VG postbag is gradually
swelling with complaints from readers and
the feeling is that while most computer
manufacturers are now making an effort
not to mislead prospective purchasers,
some software houses are still not living up
to their promises.

Sooner or later the wheat will be sorted
from the chaff but to speed that day along,
C&VG is going to come down hard on
cassettes and cartridges which are not up
to standard.

But we need your help. If you have
bought anything from the computer indus-
try which has really made you angry then
put your thoughts on paper

The column is titted "Great Software
Disasters” but you can write in about
computers (as Keith Ollett has done this
month) peripherals, computer books, or
anything which has angered you.

Far further details on how to make your
views felt read the panel below.

It may sound as though Great Software
Disasters is going to be the most destruc-
tive page so far unleashed on the computer
industry. But my hope is that it will be
welcomed by: those software houses who
are striving to keep quality high.

Those who have confessed to me in
quiet corners that they do release the odd
bad game because they know some un-
scrupulous rival would make a fortune from
it if they turned it away.

Those manufacturers who believe bad

computer.

And those of you who have suffered.

Agilric Bloodaxe is a delightful way to
start off this column, because it tempers
some hard-hitting criticism with humour
and the feeling that Keith is going to end up
very close to Aeilric in the end.

Oric too deserve credit for their positive
response to the piece and the help they
have since offered Keith.

software or peripherals reflect on their

It you have a genuine grievance about
any computer industry product write in to
Greal Software Disasters, Computer &
Video Games, Durrant House, Herbal
Hill London EC1R 5JB.

We can only publish your comments if
you give us a name and full address. A
phone number may help and the offend-
ing tape or article despatched will en-
able us to test it for ourselves but this is
not necessary.

We insist that the criticised company
be given a chance to reply to the criti-

cism before we publish.

The
Blooding
0i
AFILRIC °

BLOODAXE

OR
LEARNING
TO LIVE
WITH AN

ORIC

Ernest Peabrain was a ZX81, he lasted
about four months, changed his name
to Beanbrain when he was expanded
to 4K and is on permanent sabbatical
leave giving novices Hands On Experi-
ence. | never ask what he gets out of
it.

Jezebel came next, a 48K Sharp
MZ-80K, she has lasted about 16
months. Hers is the keyboard | know
best, for all its clatter. At the last
count, | had about six Basic dialects
and three Forth. Jezebel has every-
thing | want from a computer except a
decent keyboard, colour and three
channel sound.

| admit | was beguiled by the Oric
ads, the teaser articles in the compu-
ter press merely heated my ardour. Be
still my dancing pulse! So, in late
October, | ordered one. Well, the
royalties Jezebel had earnt me would
pay for it. .

In calmer moments, | mused on the
long and honourable pedigree of
Tangerine, no new hot shot outfit this,
sound expertise | thought, sound
financial backing, | thought.

By now, your ears will have been
filled with the woeful tales of those

who are Waiting for Oric. The sleep-
less nights, the phone engaged for
days on end, the bedwetting, the eter-
nal promise of delivery next week, the

-damnable “Fur Elise” everytime the

Oric switchboard put me on Hold.

Friends jeered at me in the street,
“Has Eric arrived yet?” | lost my appe-
tite, stopped shaving, wore the same
tie two days in a row, my work was
suffering.

On February 19th, Eric arrived. The
time since then has not been dull
Because of the placid and predictable
nature of the Oric Extended Basic
(v 1.0), Eric was soon changed to
Agilric Boodaxe, somehow the name
SEems more appropriate.

It is my firm opinion that those who
produce user manuals without indexes
should be smothered at birth, or at
least debarred from the company of
honest and trusting folk. Compassion
for the less privileged forbids me from
offering an opinion on those who
punctuate manuals with infantile and
unhelpful cartoons. Two sheets of
errata accompanied the manuals.

The machine itself is a sturdy thing,
not unpleasing to the eye, which
makes it both useful and decorative.
The keyboard has an unique feel (tac-
tile feedback) and is optionally noisy;
sadly, some keys are marred by a
tendency to remain depressed.

From cold start or power on or
whatever, you eventually get a little
message that tells you that you have
ORIC EXTENDED BASIC V1.0 and there
are 47870 BYTES FREE; if you enter
PRINT FRE(Q), you get 39421, which |
am assured is the amount of memary
available in bytes; but if you enter
GRAB followed by PRINT FRE(D) you
still only get 46588 bytes free and |
thought this was supposed to be a 48K
machine (which, according to my aba-
cus, is 49152 bytes). Someone has
been misled. 1

Itis a sad comment on Life or Death
or something, that the April issues of
some computer magazines are still
carrying advertisements which prom-
ise 16 colours on a 16K machine
delivered in 28 days and while I'm at it,
is it honest to describe 240 x 200 pixels
as high resolution?

Oric Basic is an idiosyncratic little
dialect, related on the distaff side to
Microsoft. In some respects it is a lazy
and sensuous thing, it does not insist
on LET for variables, or arrays of less
than 10 to be DIMmed, and will quite
happily accept PRINTing without semi-
colons.

You may have read that PLOT re-
places PRINT AT but this is not so.
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PLOT is a viper of a command which
will creep into your tent if you let it.

It is not easy to predict in which of
the eight colours it will print a string,
unless it is numeric, then it will be any
colour you like (as long as you like
green).

The STR$ command is a joy and a
delight. Get it to produce a string from
an integer between 1 and 9 and it will
produce a string two characters long!
The first character being the deceitful
CHR$(2) and the second your precious
number, even if you prune off the
deceitful CHRS$, you will still turn green
when you PLOT. Could a mere BEEB
boast such sophistication?

Getting Aeilric to produce all eight
colours of foreground and background
AND use double height and flashing
characters is a challenge to the intel-
lect perhaps equalled only to playing
Towers of Hanoi while blindfolded and
wearing boxing gloves.

Incidentally, the Oric does not boast
the full Teletext Alphamosaic charac-
ter set. WARNING: Teethmarks on the
casing may invalidate the guarantee.

The SOUND, MUSIC and PLAY com-
mands offer great scope for investiga-
tion. The Sound chapter of the manual
is one of the more Byzantine chapters,
omitting” to give any examples of the
SOUND command.

Although there are three music
channels spanning a magnificent six
octaves it is not easy to get each
music channel to do something dif-
ferent to the other two. Well, actually
you can get it to do this once or twice,
but you might be better employed with
the screen display or playing Towers
of Hanoi than attempting a three part
arrangement of Jesu, Joy of Man’'s
Desiring.

Which is a pity, as | was looking
forward to it. The on-board loud-
speaker was very loud and turned the
screen into porridge whenever it
ZAPped or PINGed, sadly it turned
dumb after three days, but it still blasts
away through the Hi-Fi and | can
control the volume on that.

There is a current fashion for neat
pot Basic (i.e. Structured Basic) as
opposed to shambler Basic (what |
write). There is a whole chapter de-
voted to this in the manual. Somehow |
feel they would have been better em-
ployed compiling an index. Structure is
fine if you have a BEEB or an MZ-80K
with Hudson MegaBasic, but if your
line length is restricted to around 80
characters you will be hardpushed to
produce a sizeable program which is
truly structured and running efficiently.

| still maintain that the most useful

programming tool is a large piece of
paper and a pencil with a rubber on
the end of it. It will be interesting to
see the promised BBC-type Basic, will
it be a true Structured Basic or just a
less hastily produced Microsoft type
perhaps with WHILE WEND.

There are a number of reserved
words buried in the Basic but not
mentioned in the manual, ore begins
JO and an INVERSE lurks in there
somewhere.

The omission of VERIFY is almost
criminal, given Aeilric’s unreliability
when saving programs even at 300
baud (super safe), and the lack of file
writing reading commands will surely
place immense restrictions on its ap-
plications.

| am frankly disappointed in the
Oric. Its Basic seems a hastily pro-
duced thing, as is the manual. The
advertising and brochures have been
misleading and at times dishonest. The
telesales staff have had to

spend months covering for .
this ill-conceived product
by promising delivery .

e .
-
"
i k

soon.

| could not in
honesty recommend this
machine to a beginner and an ex-
perienced user would be better
advised to buy a more thoughtfully
produced and supported product, even
if he or she would have to buy a
decent keyboard, or save up for some-
thing further up market.

CRI DE COEUR: Is there a manufac-
turer of popular home computers cap-
able of honest publicity and realistic
delivery dates?

Mr Dllett
ll:!\::wulad to say that things have changed

since you wroie your piece about Mlllri;c

no delivery problems and the manua s'

improved too (not least by the addition 0
n index).

: Oric have asked us 10 suggest that the
pest way of dealing with the problems you

int-

yperiencing is to make an appo
:::n:t: see sales director Peter Harding.
Now that they have closed down the mail

ration, you'll find it is child's
i play ge"‘ctinu through to them.
Just in case you need remind-
ing the number is Ascot 27686
T7575.

Tf' 2a.n-;mne else has Oric prob-
lems, please send the machines back
to Oric (if purchased tmm_'aheml for s:‘;
vicing (PO Box 162 Cambridge CB4 1 ]
__ pbviously this only applies 10
mail order customers. Anyone
with a fault on an Oric bought in
a shop should sent it or fake it
back to where it was pur-
chased with the request that ‘Il
is tested by thal company s
experts and, it necessary,

(7 @returned 1o Oric via them.
Qur thanks for cheering

SR« yp post-opening time,

!  you come to love and

Judith Patten.
On behalf of Oric.

Mr Ollett we do hope

enjoy Aeilric Bloodaxe.




Sinclair ZX Spect

. ZX Spectrum

R TR 5 RO A P R I iV Bl s e e SO O

GREEN vELL ow wHiTE
CAPS LOCK  TRUE VIDEOQ INY. VIDEO < GRAPHICS DELtTE

SIN COs TAN INT RKL STR§ {

READ

|
SYMBOL
SHIET

The growing range of Spectrum Software

You'll know already that the
Spectrum has generated an
enormous range of peripherals
and independent software. Our
own range is growing very fast
and is shown in the Sinclair
Software Catalogue - free with
every ZX Spectrum.
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Jum- news!

16K now
-95

£99

£129%

Atlast, a 16K colour computer
yith graphics for under £100!

Why have we done it?

Partly because the sheer
wlume of Spectrums sold (over
300,000 so far) has brought
down unit production costs.

And partly, of course,
because we hope you'll buy a
Sinclair computer—-and not
some competitor's promise!
We've all heard about colour
somputers breaking the £100
sarrier. Here's the computer
fhat's done it. A colour computer
with advanced graphics that's
iully supported, and widely
wvailable.

Right now, you can order a
Sinclair Spectrum at these
rices direct from Sinclair on
he order form below. And to
nake it even easier to handle

ligh-level computing at the

Previously £125.

8K now

Previously £175.

lowest possible price, we've

cut the cost of the printer, too.

At £39.95, it's almost
unbelievable!

At prices like these, there's
really no reason to wait.

[_TD Sinclair Research, FREEPOST, Camberley, Surrey, GU15 3BR Urda—l
] Qty Item Code Item Price Total
£ £
Sinclair ZX Spectrum — 16K RAM version 3000 899.895
Sinclair ZX Spectrum - 48K RAM version 3002 129.95
Sinclair ZX Printer 1014 39.95
Printer paper (pack of 5 rolls) 1008 1186
Postage and packing: orders under ES0 0028 285
orders over £80 0029 4 85
Total £

*| enclose a cheque/postal order payable to Sinclair Research Ltd for £
*Please charge to my Access/Barclaycard/Trustcard account no

*pPlease dalate/complete as applicable
Signature
Mame: MrikMrs/Miss

| Please tick if you require a VAT receipt
| Address

FREEPOST no a'larnu neaded

ZX Printer now
£39.95

How to order your ZX Spectrum
Access, Barclaycard or Trustcard holders
—call 01-200 0200 24 hours a day, every
day. By FREEPOST - use the coupon
below. Please allow up to 28 days for
delivery. 14-day money-back option.

sincCi=ir-
ZX Spectrum

Sinclair Research Ltd., Stanhope Road,
Camberley, Surrey, GU15 3PS.
Tel: 0276 685311, Reg no 1135105

Previously £59.95

— — — — — — — — T — — — — — — — —— —
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RULES OF COMBAT

Prior to combat, the attacker and
defender are awarded points.

1. They are allocated points as
described in Part 2, including points
for being adjacent to the General.
2. Pieces behind a boulder are
awarded an extra point at the three
hex range.

3. Pieces close to a boulder which is
not exactly between the attacker
and defender may or may not re-
ceive an extra point.

4. Garrison walls are similar to boul-
ders and provide the same cover.

COMBAT TABLE

To determine the outcome, the
computer selects a number from
one to six for the attacker and for
the defender if he is returning the
fire. If he is not returning the fire,
the defender is given one point. To
these scores are added the points
awarded above. The outcome is
shown in the table.

BOTH MISS:

DEFENDER ELIMINATED: Attacker scores more than 5.

ATTACKER ELIMINATED: Defender scores more than 5,

DEFENDER RETREATS: Attacker scores 4 or 5, defender scores less.
ATTACKER RETREATS: Defender scores 4 or 5, attacker scores less.
Any other scores,

OUTCOMES

A-RET:- The attacker is forced to
retreat 1 hex away from the direc-
tion of the defender. The directions
in which the attacker may move are
shown at the bottom of the screen. If
none is available, the attacker is
eliminated automatically.

If the combat was at | hex range,
the defender will flicker “ADV". If
“Y” is pressed, he may move into
the hex vacated by the attacker.
The following rules apply with
regard to the Flag:

1) If the attacker occupies the Flag
hex, he must retreat without the
Flag.

2) The defender may advance into
the empty Flag hex. This must be a
winning condition since only an In-

dian may advance into the Flag hex.
3) The General or a Trooper may
retreat into the Flag hex; Indians
may not.
4) The man occupying the Flag hex
may advance with the Flag.
A-ELM:- The attacker is eliminated
and removed from the map. The
defender may advance as de-
scribed above.
BOTH:- The attacker and the defen-
der are removed from the map.
D-RET:- The defender is forced to
retreat as described above and the
attacker may advance.
D-ELM:- The defender is eliminated
and removed from the map. The
attacker may advance.

This completes the rules.

WARPATH PART 7 — COMBAT

1280 L=L+1INEXT {IFPEEK(TE)=7RKATHENRETURN
1290 IFK7THENIFL2=1THENA=CHR$ (L1} }G="xAx"GOSUB4B0COTOLIZ0

20 IFTO<ITHENJ=1ELSES=5(TE-2)+1
30 FORT=J+1T0+4:PRINTESP, D(T) } SGOSUBS10HEXT PRINTRSP 0} §
4 ¥=PEEK(PK+7) $A=X4X2ZR(IMO03) -3 (X<A) ) IRETURN
50 KBCY)=BLIES(Y)=SPAKT (Y )=TP4G(Y)=FLIKV(Y)=VIIKR(Y) =07 IRETURN
40 SVITOY=SWITAX-1

110 T=03TFOLCXD1AND(XON (1) YAD(XOX(2) )THENT =1 RETURNEL SERET
URN

150 FORTI=TETOTR+FEEK (TB)-1STEP7 ;PRINTEPEEK (11+1)xZ56+PEER(TI+Z)
+4,CHR$ ( 128) § INEXT SRETURN

170 GOSUE2S0:COSUB4 10 TO=TPCOSUB20: GOSUBA00 POKEV3, ZiPCIHN, 0)=0
1G0TOA0

180 Y=1iGOSUBSD:BL=PC(TD, 0)iV3=B0+BL ISP=PEEK (PK+ 1 )RZSSHPEEK (FK+Z
)ATP=PC(TD, 1) iGOSUE140: Y=03GOTOSO

200 GOSUBAR:X (1)=XX(0)=X(1)-1iIFX(0)=0THENX(D)=4

210 X(2)=X (141 TFX(2)=TTHENX(2)=1

220 J=01FORI=0T02:%=X(1) {GOSUBS00: IF (NX-OZ)OR( (RE-3)AND (FL=0) AND
{NE=SF) JOR( (RE<3) AMDPLAND (NB=5F ) ) THENX (I )=—11J=J+1 INEXTELSEL=X:N
24

730 TFJ=3THENPRINT@E94, "NO RETREAT"CHR$(30)§ iGOSUB340: RETURNELSE
£="RET" {PRINT@BY6, "DIRECTION"CHR$(30) § {FORT=0TOZ: IFX(T) <OTHENNEX
TELSEPRINTX(I)} SNEXT

240 RETURN

750 BL=KB(Y) i SP=KS(Y) STP=KT(Y) IFL=G(Y)3V3=KV(Y) 109=KD(Y) IRETURN
780 MY )=-(KT(Y)=4)-(PCIMN, 1)=3)- (PEEK(PH+&)=3)R(FEEK(PR+4-Y) ) i1
FI4<24 THENI 0 DEL SEFORY=1T04  COSUBS00  IF (NX<51 ) THENIFPT (NX, 1)=5THE
MNOTI=N(Y)+1

90 NEXT

300 PRINTEAS&+64XY,ECY) JNCY )} "POINT (S)" § SNCY)=H(Y) +RND(6) }RETURN
350 M=K IY=11RETURN

340 HN=TD:Y=01RETURN

1230 GOSUB4103POKESH, K 1U=551P=5F 1GOSUB190:U=5E P=EL I COSUBL 70 U=1
4524P=87 1 COSUBL90 KI=USR (D)  IFPEEK(TB) =0THENRETURN

1240 K7=04FORT=TETOTE+PEEK (TE)=15TEP7 K7 =7~ (PEEK(I+6)=1) INEXT{I
FE7=0ANDPC (K, 1) =2 THENRETURN

1250 K&=05L2=01TP=PC(K,1) :GOSUE140:L=45 FORT=TETOTE+PEER(TE)-18T
EF7

1250 TF( (KTORTP=2)AMDPEEK (1+4)C1)OR(PC(PEEK(I+5) , 1)=6) THENKA=KS
+1{FOKET+5, 0:COTO1260

270 PRINTEPEEK (I+1)X2S4+PEEK(T+2)+4,CHRS (L) IL1=LILZ=L241

1300 G="WHD"}GOSUB440 | IFA=CHRS (13) THENIFKI THENGOSUBAT 01 GOTOL300E
LSEGOTO150

1310 TFA<"A"ORASCHRS (L-1) THENGOSUBA0:GOTOL300

1320 PH=TE+(ASC(A)-45)a7 | IFPEEK (PK+5)=0THENGOSUBAR0 :GOTO1300ELSE
TO=PEEK(PH+5) 1 GOSUE180

1330 A=" REPLY"!YD=1:PRINT@935,""; \IFPC(TD,2) THENFRINT CAN' T"AIG
DT01340EL SELFK7 THENFRINT “MUST"A GOTOL 350EL SETF TP=2THENPRINT "TOHA
HARKS CAN' T AIGOTOL360

1340 G="RTN" :COSUBAS0  TFAC" Y THENYD=1:G0T01360

1350 GOSUE340}GOSUBZRAPC(TD,2)=11YD=NID)

13460 GOSUB3S0IEL=HE(1) IGOSUBZE0 I RA-N(1)

1370 R72=01RE=VAL(MID$(C4, YD+9x(XA-1) , 1)} {PRINT@980, "RESULTE “}iG
DSUEL700

1380 GOSUB1S0

1370 ONREGOSUB1410,1430,1440,1450, 1440, 1480

1400 BL=KB({1) iPRINTEE3Z,CHRS (31 )} 1C0TO400

1410 GOSUB3SO{GOSUE17 0} IFKITHENRE TURN

1420 GOSUE340:GOTOIS00

1430 GOSUB3S0:GOSUE1S103C0TO1420

1440 RETURN

1450 GOSUE340:COSUBLSLO3COTOI47 0

1440 GOSUB340}GOSUBLT 0 :IFRITHENRETURN

1470 GOSUESS0:COTO1500

1480 GOSUE3S0IGOSUBLT T

1470 GOSUE3S0:C0TOLTE

1500 IFPEEK(PH+4)<>1 THENRE TURNEL SECOSUBZS0 | COSUBA101C="A0V" | GOS
UB440  TFA" Y THENAD DELSEPORERV 1-Y) KNI POKEV3, ZIPCCHN, 1) =HB(1-Y
11%2=1-Y iBL=KB(1-Y) :GOSUBA4 0 GOSUB330 : GOSUB160 :GOSUBSI0 :BL=KB(Y) )
GOSUBA00 : IFHN-ZATHENEL=KE:( 1-Y ) IGOTO31 DELSERETURN

1510 GOSUBAD0}X2=Y | COSUBZS50: GOSUBZ00  IF J=3THEN17 DELSETF J=ITHENK=
LiGOSUB3401G0T01530

1520 GOSUBA40 GOSUB 101 TFITHENLSZ20

1530 GDSUBSD04PT(MN, D) =HE!POKEVS, 21 FOKEVZ , HiN: GOSUB410: COSUBS10 IR
2=11G0SUES30IRZ=0:G0TO400

1580 REH Mot Used.

1590 REM Mot Used.

1700 IFRE<ITHENPRINTE (1) ;ELSEIF (RE=4)0R(RE=3) THENPRINTE (D)}

1710 IFRE=3THENPRINT"XHISSx" | ELSETFRE=4THENFRINT "BOTH" JE(2)}
1720 TF(RE=1)DR(RE=3)THENFRINTE(2)}

1730 IF(RE=2)0R(RE=4)THENFRINT" RETREATS";

1740 070340
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HE Happy Hunting
Grounds or Boot Hill get
ready to receive casual-
ties when the computer
goes into its combat
routine. In the final article in this
Warpath series, we look at how the
computer analyses a battle,

Last month I left you halfway
through the combat sequence and
slightly up in the air.

Prior to that, you had always been
able to type in the code and at least
be able to check it by running the
program. Last month this was not
possible.

The search routine is called in
line 1230 and it may be wise to omit
the statement K9=USR(0), while you
test the rest of the program.

When writing the routine I had to
set up very elaborate routines to
debug it.

Normally, these consist of first,
getting the code under control —

that is, looking for the silly errors
that clobber the whole of memory
— and secondly, ensuring that the
logic is correct.

It helped a great deal to write the
code in Basic first and then translate

it.

Note that the attacker is given
subscript 1 and the defender sub-
script 0. First, Y is set to 1 and all
attacker information is saved. A
similar set is then prepared for the
defender i.e.:

Having decided whether the de-

Attacker Defender
KB(1) KB(0)
K5(1) K5(0)
KT(1) KT(0)

G(1) G(0)
KV(1) KV(0)
KQ(1) KQ(1)

I[BOARD location
Video location
Character type
Character

Memory location
“Man in Flag hex" flag.

The figure below describes the
lines within the Combat sequences.
Follow this through with the coding.
Lines 1320 to 1500, however, require
more explanation.

Once an attack has been deter-
mined, a table is set up (see lines
180 and 50).

WARPOT -

Ron Potkin takes to the Warpath for the last time and deals with the rules of combat
(left) and the final piece of programming. If you have had any problems with the series

please write in.

740
COMBAT.
1230/40 COMBAT

Figure 1
Clear attack flags. Obtain location of each piece in turn. Gosub

Display WINDOW. Put Index in SK, SP into §§ and BL in

SB and call X$(16) — RANGE. if there are no attackers, return for next piece.
Calculate K7 — number of defenders at 1 hex range. If zero and man is a
tomahawk, attack is not possible — return.

1250/80 LETTER Print letters against defenders, but make sure tomahawks
only fight at one hex.

1290 AUTO If there is only one attack at 1 hex (variable L2) combat is
automatic so prompting is not necessary. Goto TEST.

1300/1310 WHO Flicker for decision and check input.

1320 TEST : Test input some more and set up table.

1330 REPLY : If defender has already fired or he is a tomahawk being
attacked at greater than 1 hex range, he cannot reply. If distance is 1 hex,
others must reply.

1340/50 RTN Prompt for return of fire. If he returns, determine his defence
points and set attack flag in PTABLE so that he cannot reply again.

1360 : Calculate attacker's points.

1370 ODDS Calculate result using C4 — the ODDS table.
1380 : Remove letters from screen.

1390 Whatever will be will be.

1400 Update BIGSCREEN and return to line 740.

1410 A-ELM

1430 A-RET

1440 MISS

1450 D-RET

1460 D-ELM

1480 BOTH eliminated.
1500 ADVANCE: If 1 hex range, winner may advance.

fender will (or can) return fire, the
combat points are calculated (See
line 280), N(Y) accumulates the
points. RANGE (in Basic) is used to
test whether a trooper is next to the
General for an extra point.

Note also how Y is used to calcu-
late who gets the benefit of cover.

Finally, line 300 prints the points on
the screen and adds to N(Y) a ran-
dom number from 1 to 6.

We can now calculate the result
using the ODDS table, C4, and print
it on the screen using the routine at
1700.

The elimination in lines 1410, 1460
and 1480 are handled by subroutine
170. Retreats are carried out by line
1510. These are again controlled by
Y=0orY=1

This is the seventh and last in the
Warpath series. When you have en-
tered this month's code, you will
have a working game up and run-
ning, ready for you to take over
either the cavalry or the indians and
lead them to victory against your
computer.

You will also have a complete set
of rules and hopefully a full know-
ledge and understanding of the
workings of this program.

Warpath has been in such detail
so you can convert it to your own
machine and you can take elements
of the listing and use them in your
OWTl Wargames.

It has been fun writing this series
and 1 hope you have enjoyed fol-
lowing it.
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CALLING ALL
THOSE GOSUBS!

Planning a series of GOSUBs which
call one-another up is usually one of
the first lessons and early thrills of
Basic programming.

But how does a machine code
program find its way through the
GOSUBs and RETURNs which still
make up a large chunk of every
program?

Last month I looked at the idea of
using the subroutines built into the
computer's ROM. This article will
tackle assembly language instruc-
tions associated with subroutines
and the mechanism used by the
microprocessor to keep track of
subroutine calls and returns.

The instructions for subroutine
calls and returns in machine code
work similarly to Basic but the call is
to a memory address instead of to a
line number.

Executing a subroutine call
makes the microprocessor continue
execution with the instruction at the
address specified in the call in-
struction, and a return instruction
makes the microprocessor go back
to the instruction following the sub-
routine call.

The 6502 has only one subroutine
call instruction, JSR, which can be
used only with absolute addressing,
and a corresponding return instruc-
tion, RTS.

The 6809 has three subroutine
call instructions; BSR and LBSR,
which are used with relative
addressing and take one-byte and
two-byte offsets respectively; and
JSR, which can be used with ex-
tended, direct page, and all in-
dexed addressing modes. The re-
turn instruction is RTS, but there is
also another way to perform a re-
turn, which we will look at later.

The Z80 subroutine call instruc-
tions all use absolute addressing.
The instructions available are:

CALL address (call unconditionally)

CALL NZ, address (call if Non-
Zero, i.e., if Z flag set)

CALL Z, address (call if Zero, i.e.,
if Z flag set)

CALL NC, address (call if No
Carry, ig., if C flag clear)

CALL C, address (call if Carry,
i.e., if C flag set)

BY TED BALL

CALL PO, address (call if Parity
Odd, j.e., if P/O flag clear)

CALL PE, address (call if Parity
Even, i.e., if P/O flag set)

CALL P, address (call if Positive,
ie., if S flag clear)

CALL M, address (call if Minus,
i.e, if S flag set)

When you use the conditional
CALL instructions the subroutine
will be executed only if the relevant
condition is satisfied, otherwise the
processor will skip to the next in-
struction after the CALL instruction.

The Z80 also has a similar set of
return instructions:

RET

RET NZ RET PO
RET Z RET PE
RET NC RET P

RET C RET M

R e SR

STACKING IN
STRUCTURE

In order to be able to get back to
the right instruction after executing
a subroutine the microprocessor
has to save the return address
somewhere. The 6502, 6809 and Z80
all use the same principle for saving
the address, but the details differ.

The method for saving return
addresses uses a data structure
called a stack, in which new items
are always put onto the end of the
stack and stored in the order they
were put, or pushed, onto the stack,
and items taken, or pulled, from the
stack come in the reverse order to
which they were pushed. This
allows subroutine calls inside sub-
routines to work properly, with a
return always going back to the
instruction following the last sub-
routine call executed.

The terminology for a stack can
be confusing; the last item pushed
onto a stack is called the top of
stack, but the three micropro-
cessors add to the stack down-
wards in memory, so the “top of
stack" is actually at the lowest
address.

When a subroutine call is ex-
ecuted the microprocessor stores
the return address in the two bytes
at the address referenced by the
Stack Pointer register (SP in the
6502 and Z80 and S in the 6809), and

decreases the Stack Pointer by two.
A return instruction does the oppo-
site, increasing the stack pointer by
two and putting the two-byte return
address into the Program Counter.

The three microprocessors also
have some instructions that may be
regarded as special types of sub-
routine calls,

The 6502 instruction BRK (Break)
saves the return address and the
status register on the stack, and
jumps to the address stored in
addresses $FFFE and $FFFF.

The 6809 has three “Software In-
terrupt” instructions, SWI, SWI2 and
SWI3, that save the return address
and all the processor registers ex-
cept Stack Pointer S on the S stack
and then jump to an address stored
in high memory. SWI jumps to the
address stored in $FFFA and
$FFFB, SWI2 jumps to the address
stored in $FFF4 and $FFF5, and
SWI3 jumps to the address stored in
$FFF2 and $FFF3.

The Z80 has the “Restart” instruc-
tions RST 0, RST 8, RST 10H, RST
18H, RST 20H, RST 28H, RST 30H,
RST 38H, which are equivalent to
CALL 0, CALL 8, etc., but use only
one byte instead of the three bytes
for a CALL instruction.

On ROM based computers the
addresses used by these instruc-
tions will be in the ROM and will
have been set up by the manufac-
turers. To use the instructions you
will have to find out how they have
been set up, either from the manual
or from books and magazine arti-
cles on specific computers.

As well as the stack being used
automatically to keep track of sub-
routines there are instructions that
allow you to push the processor
registers onto the stack and pull
from the stack into the processor
registers.

The 6502 has PHA, which pushes
the accumulator onto the stack, PLA
which pulls the top of stack into the
accumulator, PHP which pushes the
status register P onto the stack, and
PLP which pulls the top of stack into
the status register.

The 6809 has two Stack Pointer
registers, the hardware Stack Poin-
ter S which is used for subroutines
and interrupts, and the User Stack
Pointer U. The push and pull in-
structions are PULS, PULU, PSHS,
and PSHU, and the mnemonic must




be followed by a list of the registers
to be pushed or pulled. Any com-
bination of registers except the
stack pointer for the stack being
used may be pushed or pulled in
one instruction. For example, we
can have

PSHS A

PULS CC,PC
PSHU PC,Y X.DP
PULU AB,Y

The order the registers are
pushed onto the stack is PC, Uor §,
Y, X, DP, B, A, CC, and they are
pulled in the reverse order.
Although the assembly language
allows you to list the registers in a
push or pull instruction in any order
the actual push or pull order is
always the same.,

Note that including PC in the
operand of a PULS instruction to
pull a subroutine return address
into the program counter does ex-
actly the same as a RTS instruction,
and this programming trick is often
used to save putting in the RTS
instruction.

The Z80 push and pull instruc-
tions all work with two bytes at a
time. The instructions are PUSH BC,
PUSH DE, PUSH HL, PUSH AF, PUSH
[X, PUSH IY, POP BC, POP DE, POP
HL, POP AF, POP IX, POP IY.

When you are using subroutines
and push and pull instructions you
have to be careful to balance the
number of bytes pushed and pulled
between the execution of a sub-
routine call and the execution of the
return. For example, if you begin a
subroutine by pushing two bytes
onto the stack and pull four bytes
off the stack before the return, the
extra two bytes will be the return
address and when the return in-
struction is executed the processor
will jump to whatever address hap-
pened to be in the two top bytes of
the stack before the last subroutine
call. We can now go back to last
month’s “print a message” routines.

These routines were not written
to be used as subroutines, so if you
wanted to print several messages in
a program you would have to repeat
the whole code every time, As well
as changing the routines so they can
be used as subroutines there are
other improvements.

The 6502 and ZB0 routines last
month were rather complicated as
the 6502 does not have any 16-bit

registers and the Z80 does not have
any 16-bit compare instructions.

The routines can be made much
simpler by marking the end of each
message with an "O" instead of pro-
viding the length of the message.
With these changes the “print a
message” routines, where the mes-
sage may be of any length, become:
6502
Calling sequence:

MESSHI = MESSGE/256

MESSLO =  MESSGE-256-
*MESSHI

LDA MESSLO

STA MESSAD

LDA MESSHI

STA MESSAD+1

JSR PRMESS

“Print message” subroutine;
PRMESS LDY O
NEXTCH BEQ DONE
JSR OUTCH
INC MESSAD
BNE NEXTCH
INC MESSAD+1
JMP NEXCH
DONE RTS
Z80
Calling sequence:
LD HL,MESSGE
CALL PRMESS

"Prmt message” subroutine
PRMESS LD A, (HL)

RET Z
CALL OUTCH
INC HL
JR PRMESS
6809
Calling sequence
LDX MSSGE
JSR PRMESS

“Print message” subroutine
PRMESS LDA X+

MACHINE
CODE

BNE DONE
JSR OUTCH
BRA PRMESS
DONE RTS
There is another point that was
skimmed over last month. We
assumed that the routine OUTCH,
which prints the character whose
code is in the accumulator will not
change the contents of registers.
This is true in many computers,
but not in all. However, we can
ensure that none of the registers are
changed by saving the registers on
the stack before calling the ROM

-routine and restoring them after-

wards. If we call the ROM routine

that prints the accumulator PRINTA

we can write OUTCH routines that

g;esma the registers as follows:
02

OUTCH PHP
STA TEMP PLA
TXA TAY
PHA PLA
TYA TAX
PHA LDA TEMP
LDA TEMP PLP
JSR PRINTA  RTS

Z80

OUTCH PUSH AF POPIY
PUSH BC POP IX
PUSH DE POP HL
PUSH HL POP DE
PUSH IX POP BC
PUSH IY POP AF
CALL PRINTA RET

6809

OUTCH PSHU Y. X.DP,D,A,CC
JSR PRINTA
PULU CC,AD.DPXY
RTS

Note that we do not need to save
S as the ROM routine must leave S
unchanged after a subroutine call
and return, and that we can put D in
the push/pull list instead of A and B.

Before call instruction

Stg:lu >
pnter

f. e

Aftar call
instruction

Stack
pointer =
=+ previous
stack pointer — 2

Two byte refurn address
aE " 88 AR R e




GHEGI(I.IST TABLE

how they got on in the next issue

battles, trade routes or gateway

August issue.

If you are new to the concept of Seventh Empire and want to find
out how to make use of these two alien pages .
The Seventh Empire is a unique one-way plnv-h\r-mall game.
Readers send in their orders on the form opposite and then learn

. read on

of C&VG. There is no luck in the

Seventh Empire and the skill lies in guessing how other players
will have to move and taking advantage of the most profitable

jumps.

If you want to enter fill in the form below. But should you want
to use these pages on a more simple level we will be sefting an
additional competition for non-Seventh Empire players in our

endby Empire which a fleet's ¢

Compare new star to the star you left Moving orders
MOVE Does it belong to a triendly empire?
Is it 1 square away, either vartically,
norizontally ar diagonally?
TRADE Does it belong 1o & friendly empire?
Is it 1 square away er vertically,
harizontally or diagonally?
Is it a different star type?
RAID Is it 1 square away, vertically of s it the first movement
horizontally but mot diagonally? phase?
Does it beleng to an alien empire? Is it tollowed by a Return
ordar?
RETURMN Is the fleat Returning to a star Is it the secend movement
1o the same empire as it left o phasa?
movement phasa?
— =
Is it 1 square away, verucally or Does it lallow a Raid
horizontally but not diagonally? order?
ATTACK Does it belong to an enemy empire? If it's first movement
pha s it followed by a
Stay order?
Is it 1 square away, vertically or It it's second moveme
horizontally but not diagonal 7 phase, did Heel move in
! its own empire on first
movement phasa?
STAY Is fleat staying at present star? Was your first order
anything but a Raid order?
CARGO Does fleet start game turn at a Gateway | Has it only one order over
JUMP AND both movement phases?
PLUNDER
Does it move to a Gateway Star? Is the other movement
phase crosse 17
Is it a different Gateway S |
Fri urrent empire is not at war with

Enemy = Empire which a fleet’s currant empire is at war with
Same = Same empire as the ong you've left
Alien = A star belonging to an empire ather than the one you left
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it entered an illegal order
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Please include me in the Seventh
Empire Competition.

I name my tribe:

My name is:
Address . . . ..

Teie;:hnﬁé

Welcome back to galactic con-
flict as the mighty space empires
of our play-by-mail game clash
again

The fleets have been spread
through the galaxy by our
restored disc drives andthe action
is set to commence. You should
all have received a note of your
starting positions and personal
code number. If not ring us
guickly

To prevent losing new fleets in
space, you should take an im-
mediate copy of your code num-
ber for future reference

And when you have filled in
the form opposite then be sure
and keep a copy of it so you can
work out your space profits next
month — and also realise where
your next move will be starting
from

All orders must be back in the
C&VE offices by June 23rd 50 be
prampt in turning around your
first batch of orders

In case your rulebook is not o
hand, we have included a check
list chart and a run down of all
the possible moves

TAKE TO YOUR FLEETS

And the prize for the top scor-
er this turn is once again three
software cassettes for his micro
By the December issue we
should have an overall top scorer
for the first six months and he
will win himself the promised
Colecovision games centre

Remember to check your
orders against the checklist
chart to avoid errars which might
lose your fleet in space. Any
problems and your phonelines
are open on Friday afternoons
phone 278 6558,

Imperial fleets are going 10
belong to the seven players who
had control of them last time,
even though their fleets may not
be restricted to that particular
empire

D'Taans Empire: KGadman, Portlsaac
Sun Empire: R Archer, Taunton
Pirate Empire: P Nevins, Warrington
Bloodline Empire: 5. Birch, Whitby
Dead Empire: D Speight, Carlton
Amethyst Empire: B.M. Jones
Water Empire: S Chambers, Norwich

May the scourge of galactic
piracy never share your trade
routes

SEVENTH EMPIRE

Key ORDER MOVEMENT
‘MDDi

S STAY NONE

M MOVE TRAVE

T | TRADE TRAVEL
|R . |RAID ATTACK
| R RETURN |ATTACK
| A ATTACK |ATTACK

i JUMP GATEWAY
C CARGO  |GATEWAY
|P_ | PLUNDER

The key refers to the computer

write it out in full

MOVEMENT ORDERS

CONDITIONS

|Nr:-|-n
Between empires at p

Between stars of diffe it types
Ia"[i empires Jeace

tar of ahen empire (phase 1)

To star of onginal empire (phase 2}
Star of empire at war with ongina

empire
| Te another gateway star
.T'J another gateway star
To another gateway star

code for the order but you should
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STATE OF THE
BALAXY

A new galactic map has been
formatted by the Computer &
Video Games computer ready to
act on your orders. The map
includes fleet positions but no
trade index until you have started
your new trading missions.

But before you launch your
seven revitalised space fleets
back into the fray, digest the new
information given below.

The Raid Penalty for this turn
is 1 and that should be put into
your Raid equations.

The Diplomatic Diagram, given
below is as we last saw it in the
April issue. Those empires joined
by lines are at war with one
another and where two empires
are not joined, fleets can trade
and travel peacefully between
them. For example: D'Taan’s
empire is at war with only the
Water Empire and the Pirate
Empire this turn.

We have also included a-re-
minding diagram of the Star
Types and their trade values.

The form for the first turn of
the second Seventh Empire
series is included bottom right
and please remember that we
can only accept entries sent in
on that form — not photocopies.

Star type
¥ i 200
‘ Gem 150
O Energy 100
* Gateway 50
Star Types

The Diplomatic Diagram

The Galactic Map
Trade value |'_ T

Orders in Block Caps please |

1st Movement phase

.......... TelephoneNo: ...............

2nd Movement phase

AT ACTION | STAR ACTION | STAR

FLEET 1}

FLEET 3

FLEET 4

FLEET 5

FLEET 6

FLEET 7

|
|
' 1
FLEET 2
—]
|
|
|
|

| wish to movethe ........ Empire’s Imperial Ship from . ... to

Please notify us separately of any change of address. HJ

3



There's a huge choice of
micros around. Each with a
different ‘reason fo buy’.

One might have fantastic
graphics, but with a sound oufput
like a pebble ina fin can.

Another may win every
brownie point in the book on
gaomes. But with programming
difficulties that make your brain

oche (let alone your finger tips) . . .

For your micro, it's no good
having one star in the team. You
need all-round performance that
wins with fiying colours (all 16 of
them!). And backed by a

dealer network that

will help you explore the exciting
world of micros.

THAT'S COLOUR GENIE

QOwning one means that when

you want to do something new,
you won't have fo throw oway

SOFTWARE AVAILABLE

Fing fhe Diamand of Bolmarion

The Vlegon incicent

Enchanted Garden (requires 32K)

Tood Mania!

Spoce Fighters

Rocing Driver

Mysterious Adveniure Series {7 programs)
Imvoders from Spoce

Lifeboat & Moughts and Crosses
Round Toble (Adventure)

Murder ot Gosforth Hall {Like Cluedo)
Missile Sinke

CSAVERS (Genie 1 10 4 Basic Trans. )
Manitor 3

months or years of experience. And
spullﬂndmuﬁommmqu;'emm
you first buy a micro - you
develop new inferests immediately!

It means that once started,
mucmwﬂglﬂﬁﬁionamF
experienced programmer. From
fantastic games, fo professional
program applications.

SOUNDS CHALLENGING?

it's meant to! Because Colour
Genie is fast and powerful enough
to offer you the most exciting
challenges in enterfainment and
education, at home and at work.

PROGRAMMABLE
mz—muﬂpﬂnm
Microsoft* BASIC

heid in 16K ROM.

Colour Genie

128 programmable charocters
screen for text ond

128 pre-set graphics on

4 prograrmmable function in
each shift plus auto-repeat on G!”g;

And to help cure any of your

On 16K RAM, virtually 90% is
ovailable for you fo use. foa
ma&smm 32K
option. That indicates efficiency
and some very

It's not RAM size that
counts - it’s the usable
RAM that mafters!

ADAPTABLE

Screen text display is a full
40 across x 24 down. In this mode you
can build up to 128 complex graphic
shapes. Using the screen
resolution of 320 x 192

With up to 16 colours on screen
(8 colours and 8 hues), get the shapes
fo ‘'move’ over the screen with o 3D
effect. Or you can use full-screen high
graphics resolution at 160 across x 96
down in 4 colours with background
colour. -

In both modes, you
con mix upper and lower

Quite simply, More. .. . able

Available, and affordable!
Only£194

Send NOW for full details.

(including VAT)

File Hondling

C.G. Copy

waths Practice Program

CORPLAN (Business and Educational

Galactic Attack Solfware)
Mousamaze Chomacter Ganeralor (2 games on 1everse side)
Asteroid Mission Word Procassing




COMMANDABLE COMPOSABLE
SHAPE, SCALE, COLOUR, PAINT, Outstanding focility with 3 sound
i CIRCLE, FILL, PLOT —the list goes on generation channels. Independent or
with mare than BO others. simulfaneous with a full range of 8
Add more than 40 graphic, octaves on each channel fo give the
arithmefic and other functions. Youcan  synthesized sound of instruments such
50¢ fhe power behind H as drums, flute and harpsichord. A
5 Colour Genj bomb, a cor or a bird!

Programmable pitch, duration

and volume.

’ ife noise. Special effects.
your TV or Hi-Fi {wilh
picture on TV). SOUND
CAND

FLA

LOWE

COMPUIERS

Lowe Compulers’ t owe Electronics Lid.; Chesteriield Road, Bentley Bridge.
Matlock, Derbyshire DE4 bLE
Telephone: (0629)4057, 4996 Telex: 377482 LUWIFC G

MBI Cea 7 17 1 o ) 7T O NBCTOSOR nacw oo

e '\}

USEABLE

There's no shortage of action-
packed gomes ovoilable now, But as
your expertise develops, you'll find
Colour Genie software fo meet your
growing skills. From some of the best
writers around.

Education, music, business and
mary other applications.

Regular software updote lists,
Backed by Lowe Soft, the special Lowe
Computers software service. All you
need to get the most from your Colour

ENJOYABILE
Your optional Colour Genie
joysticks must be the best in the
business!

Slam them hard for explosive
screen oction. Touch them gently for
slow precision, They each use o 6-bit
chip and convert from normal

fo digifal response.
each stick has a buill-in
numeric pad 1o help build exciting two
: bicall

SHARE-ABLE
The Nafional Colour Genie Users’
nwﬂhfmmmb:wmmh
w‘ﬂhﬂ!hgﬁm}sm
software i mecnd
o sell your software on
8 Group's own label.

B QGDDOMuY

GUARANTEE-ABLE
Our optional 2-year breakdown
guarantee underlines the reliability ¢
Colour Genie. Only £16.50 from date
of purchase.

UNDERSTANDABLE

Far everytiody new 1o compulers,
all the technical words aréa bitof o
mystery. But for Colour Genig, you'll
find excellent books which 1ake you
from wiring in the plug fo how to get
the best from fhe computar!

Give us a call and we can update
you on curment fities

Happy computing!
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ANYTHING TO DECLARE?

These two passengers certainly have!

Among the rather weird collection of items in each suitcase there are two which
definitely do not belong with the rest. Can you deduce which pairs should be
removed for inspection by the Customs Officer? Perhaps, too, you can state how
these four contraband items are related to each other.

QUICK WEIGH IN MATRON

was surprised by a request to hop on the

THE LOWEST
DICE ROLL

Summer is now recognised medically
as the most dangerous season for us
members of the new species, fanaticus
computicus. It is the time when those
mere mortals we live alongside feel the
urge to remove a large quantity of their
outer clothing and leap about shouting
“thirty-fifteen”, “Howzat Umpire” and
“Mowed the lawn three times today!”

A strong urge comes upon us that we
should also be doing something ener-
getic and that the entire population is
becoming fit around us.

But take heed . . . it can be fatal to
kick the chair back and join in. A violent
bout of croquet can ruin that typing
finger. So here is a gentler way to move
a few muscles, stimulate the brain, and
s0 aid digestion.

Copy our diagram, making the
squares large enocugh to accommeodate
whatever size die your Monopoly set is
supplied with. Place the cube in the top
left square so that the 1 is on top and the
2 is facing you. In all standard dice the 3
will now be on the right. (Note: dice
other than standard are not allowed!)

A move is to roll the die by a quarter
turn into an adjacent square, across or
up or down — spinning diagonally over
a corner is forbidden. After the move fill
in the line you have just crossed with a

scales and be weighed. | had duly hopped
before | had even begun my mumbled
reason for being there — a desperale
attempt to unload about a tonne of un-
wanted Re****’s D****t into the ENT
waiting area.

Quite early into a recent hospital visit |
QO
\a_o50/

i
\ Stz /

And that explanation was cut short by a
fearsome matron who burned me to a crisp
with her acid enquiry as to whether |
always weighed myself with an overcoat

on. A A

it was some hours later that | realised A A )
what | should have done — dismounted,
carefully taken my coat off, folded it over
one arm and stepped back onto the scales

\ OO

again!

As it was | discarded the tonne and fled,
taking some small consolation in sending,
anonymously of course, this picture. If |
have read her correctly it will take her
some time to work out just how many
TRIANGLES are needed to make the third
pair of scales balance. Which should de-
lay the processing of my sample for a
week.

OO0 OO
aog

el

Readers of this magazine, however, are
only allowed thirty seconds to complete
this simple operation.
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As you proceed on this rolling tour of
the board you will gradually complete
the sides of the squares. When you
draw a line which finishes a square put
a number in it — that number being the
value showing on top of the die at the
time.

The square just completed will either
be the one the die is in or an adjacent
square — occasionally you can com-
plete two squares in one move; in which
case enter the top die number into each
square.

There is only one restriction on move-
ment; if possible you must roll so that a
new line is drawn — you may only roll
over a previously drawn line if there is
no other choice.

The exercise ends when you have
completed every square and your effort
can be measured by the sum of the
scores in the 12 squares

The challenge is to find the path
which scores the lowest fofall You may
record your moves by noting the initial
letter of the direction you move the die
gach time: Up, Down, Right, Left.

Entries should be written in the form
of a list of moves and include a copy of
the diagram with scores entered, and
the total claimed. Usual rules apply and
the editor's decision is final!

SEVENS UP

g LLAAE LA RAR AL LR LR L AR]
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When Paul Tutherwon gained his hat-
rick of detentions in one week
{awarded for his believed frivolous call-
ing out of “mangle” when asked to name
one kind of angle) it was decided to
make the punishment as ingenious as
his classroom answers.

He was given this word sum which is
so obviously correct that little develop-
ment seems possible.

But, since there are ten letters being
used and our counting system has ten

The solution to each of the fol-
lowing clues is an anagram of

from bottom left to
top right. The first is

five consecutive letters. When
you have found the twelve 5-

done for you.
Buck, or doe, in an alfresco
show.

OR DOE = RODEO
Consumed regularly by teena-

letter words, enter
them in the grid in R
such a way that the
seven first letters and O
the seven

end let-

ters both D
form

O

By Timeshrinker

R N R MRS O

gers.
Complies, on demand, with decibel level.
Bored Roman legions in part command.
Taking third place in entitlement.
So may we deck the poor lieutenant.

E One may have remarked upon such a detonation.
Restrain passion until the wedding, pleasel

Strike a light! It's out until further notice.

Quite material consequence for an awful telephonist.
The strange ritual of a jungle inhabitant.

Introducing a new cosmetic. Oil of the rose leal.

A MANGLED MATHS MESS

words when read

digits, 0 to 9, he was asked to replace
each letter by a digit and convert the
diagram into a calid addition sum.

As always, the same letter stands for
the same digit each time it appears and
there are no leading zeros allowed.

Supper is in half an hour and fish
fingers feature on the menu. Can you
give the erring but likable lad a hand
and tell him which letter represents
which digit?

By Roger Myers

SOLUTIONS I———
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SPACE SUIT

Rescue at Rigel appealed to me as a
title, so 1 sent off for it, looking forward
to an exciting sci-fi Adventure.

When the game arrived | waited with
eager anticipation for the cassette to
load, entranced by the illustration of a
scantily clad lady manacled to an alien
machine, being menaced by an over-
grown ant. Just behind the ant, blaster in
hand, was Sudden Smith, our hero, clad
in a space suit. That would be me, [
thought.

In the box with the cassette was a 32
page booklet. A quick perusal soon
revealed that here was something very
similar to Hellfire Warrior, (see C&VG,
April '82), a Dunjonquest game.

A list of single letter commands was
given, and a background story describ-
ing the objective — explore a hollow
asteroid base orbiting Rigel, and rescue
human prisoners by pressing “T" to
teleport them to a waiting space ship.
How exciting!

N

R
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In play the rooms were drawn on the
screen in slow motion, and movement
across the rooms, by hitting keys 1
“thru” 9 plus L and R, had all the urgen-
cy of a slug on the attack.

To the right of the graphic display, if
that it could be called, being entirely
symbolic, were the usual fatigue and
wounds statistics, with a couple of new
ones indicating power in the power
pack, and blaster bolts left.

The aliens, although looking like
crosses, were actually a race called
Tollahs — the superior ones being High
Tollahs. Probably an American attempt
at satire. If so, it left me cold, as did the
rest of the game.

If you like Dunjonquest games, fine,
but don't, like me, expect anything
different in this game. [ got the distinct
impression that the intricate back-
ground story in the book was written
around an existing formula to give it a
new lease of life.

Rescue at Rigel, costing over £20,
runs on cassette on a 32 K Atari or 16 K
TRS-80, and on disk on 48K Apple, 32K
Atari, or 32 K TRS-80. From Computer
Magic.

‘=

DWARVES WHO SPEAK ENGLISH

The parallel I drew a few months ago
between an Adventure game and a
story is exemplified in The Hobbit from
Melbourne House, which runs on a 48k
Spectrum.

The game is presented very much
like a book — the “front cover” with full
colour illustrated title is displayed whilst
the program loads.

The game is a fairly close representa-
tion of the book, which is itself supplied
as part of the package. The action of the
game takes place in over 50 of the
locations described in the book and
depicted on the map of Middle Earth.

On the first visit to a location, a full
colour picture of the surroundings un-
folds, adding to the impression of a
story-book game.

But the player should beware of gaz-
ing at the attractive pictures for too long
— another feature of the game is "Ani-
maction”, whereby the various crea-
tures go about their business inside the
computer.

Messages appear spontaneously on
the screen from time to time as a result
of this background activity, which has

an effect on the course of the game.
While you dither, don't be surprised to
see Gandalf or Thorin, up and leaving
either.

The possible commands are very
flexible. A language recognition prog-
ram called “Inglish" is incorporated,
and "ATTACK THE TROLL CARE-
FULLY WITH THE SWORD" is recog-
nised as easily as “RUN".

The game is linked to the story by a
16-page booklet which explains the
grammar and vocabulary of “Inglish”,
the split-screen mode of display, plus
hints and tips on playing the game. If
you are a Hobbit fan then you will enjoy
playing the book and reading the
game ... think?

The cassette costs £14.95 as it is sold
with a paperback version of the Tolkien
classic. If you don't know the story of
Bilbo, Gandalf, Gollum and the dwarves
and their epic journey across Middle
Earth, it will provide a few clues to
playing the game.

&
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MUCH SERY
IN SCOTT’S FUN
HOUSE

0K — | might as well admit it — I'm
beaten! | have tried Scott Adam's Mysfery
Fun House on and off for over a year, and
still haven't solved it, despite a recent
concerled attack.

Readers have been writing to me
desperate for help — and | have deliber-
ately delayed answering in the hope |
might find the solution. But now | feel it is
time to come clean . . . | can't solve this
mysiery.

In Fun House, the first problem is to get
inside, a devious ploy typical of Scott. The
clues are all there, and so with a sell-
congratulatory pat on the back | entered
the house.

After being chucked out a couple of
times by a bouncer, found how to stay
inside. Round | went pressing buttons and
pulling levers — all in search of the
missing plans! 3

| shot clay pigeons, met up with a
mermaid, got deaiened by a calliope, and
unlocked the secret of a trampoline and a

jr BY KEITH CAMPBELL |




YOU’RE NOT ALONE IN THE

It is comforting when stuck in an
Adventure to know you're not algne!
Many readers write in desperation for
help.

The inlereslipg point is that their
problems are fairly similar and tend to
revolve around a small number of
Adventures.

_F'erhaps these are the games intri-
gumghe:mugh to worry about! On this
page help with these sticking points |
often at hand! 4 s

| would like to help my mystery
nprrpspgndent, recognisable by his
‘ distinctive notepaper, who writes

variously as Bilbo from Bag End, and
geﬁuerare Adventurer from A Padded
ell!

I Turn the page upside down Bilbo, to

strange pair of spectacles. But what about
the second bolt? And how do you get your
fortune told?

Alistair Miller of Richmond can answer
the first question, but is still stuck, and
complains that the hinl sheet doesn't help
either! This is borne out by Simon Clarke
from Harpenden, who is not quite so far
into Fun House yet. He strongly recom-
mends not bothering with hint sheets
whose usefulness he describes with a
four-asterisk word.

Another Fun House sufferer is the Rev.
Dave Byrne of Kings Norton, trapped at the
bottom of a tank without even a mermaid
to coiffure!

So we're all stuck at different places —
and apparently all face insoluble prob-
lems. Surely if we're each capable of
ocercoming some of the difficulties which
others thought impossible, it is within

discover how to cross the river. And
please reveal your true identity next
time!

Many thanks to Geoff Philli
Lnndn_m NW3, who has enabled r?{: ?c:‘
re-exist in Philosopher's Quest. For all
those readers dying to know — it's
really quite simple — just think like a
philosopher!
~ Geoff also mentions that he feels
five seconds is a more realistic re-
Sponse time for an Adventure, since
one cannot physically travel from room
t_u room instantaneously. True, the first
time around this is accepiable — the
player is busy thinking ahead. But what
about the poor devil trying from scratch
for the 99th time, who knows his way
into the middle of the game like his

PADDED CELL '

each of our capabilities to reach the end?
Just a matier of perseverance!

Back to the keyboard, Adventurers! And
if I have any luck — I'll let you know!

Fun House runs on TRS-80, Video

Genie, Atari, Vic-20, Apple and Sorceror,
and is certainly one of Scott's most addic-
tively aggravating Adventures! Buy it if you
want a real challenge.
@ |f you are struggling with an adventure
and feel that you will never find a way
around the problem, then my own small
talents plus the might of C&VG's dedicated
adventure players may provide the
answer.

Write in to: Keith Campbell Adventure
Helpline, Computer & Video Games, Dur-
rant House, Herbal Hill, London EC1R 5JB.
If | don't know the answer then | can
alsways throw it open to the readers.

tw!ne limes table and hasn't saved a
Suitable version? Any views, Adventur-
ers? How often do you save your game
at the crucial moment?

Troubled readers requesting help
this maonth include two Bedlam play-
ers. Richard Jones can't get past a
guard dog and Simon Clarke wants to
know how to get the green key from the [ ]
electro-shock room,

_G. Keen from Down Under, has de-
signs on the demise of a gargoyle in
Tandy's Raaka-Tu. Can any readers
through me, help these troubled ex-
plorers to reach their goal?

And perhaps when you are similarly
stuck one day, someone else will pro-

vide the clues to help you move on to
the next room.

Please don't pick up a pen at the first
sign of a problem. You will only get a full
sense of achievement from a completed
adventure if you have solved every prob-
lem yourself. So before you write in, give
yourself a chance to solve the problem or
find another way around it. If you can't
succeed and half the adventure is never
played because you cannot find a way
round one particular problem then is the
time to write to the Adventure Helpline.

'SOME TIPS ON |

‘MY HINTS

| A tew months ago | wrote some coded
tips, and a decode program. A nurglbar
of readers had trouble with this. |
should have mentioned that the £ was
the printer's way of depicting a hash,
harp sign.

g énmg mgnhlnes gidn't have all the
features used and a CLEAR 1000 state-
ment was needed for a Tandy.

To avoid such problems in future, ‘1
will show clues upside down. Don't
twist the page it you don’t want help
with Hobbit, Adventureland and Savage

Island, Part 1.

e ————

HELP IS AT HAND
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Y ST DK
INTERFACE I

for ,

SpeCtrum
Joysticl

Interface
ONLY ¢5.99

Spectrum

sinclair ZX:;

| Allows you to use any Atari/Commodore type Joystick
' with the Spectrum. Simply plugs into the Spectrum.

P e e —— — — — — S S — — ‘KEYFEATUR_ES [
* Proven cursor key simulation for
¢ OYSTICK COMPATIBLE SOF Y UARE FROM \ | maximum software support I
PP
? | # Accepts Atari, Competition Pro, Wico, |
1 | Starfighter, Quick Shot, Le Stick, etc.
| ' MPYOFT st JOYSTCKS |
| | # Eight directions programmed in simple CONTROLLERS §— |
| | BASIC CIIETILTTY
] I FOR THE SPECTRUM * Res;lrxleusiuu connector for all other Aviam VIR |
! add-ons 1 8 Dy tials o et
A l | * Free demo program, ‘Video Graffiti® + full |
| . M
I | ORDER NOW! || === |
| I Astro Blaster 16K Quicksilva £495 | INTERFACE 1l COMPATIBLE SOFTWARE I
i I Blind Alley 16K Sunshine £495 | ' I | ZX SPECTRUM Hewson ... Nightflite |
Cosmic Guerilla 16K Crystal £595 | | Abbex .. : ?P'-}U!'-)’mﬂl'l Consultants :IIPEC\'T?ETR |
Cosmos 16K Abbex £595 > nvasion AZeChase |
F E I Cyber Rats | 6K Silversoft £595 I | e !-_Ialnur ICL Star T_""i !
' | | Cosmos (Man. Dock} [
* : :
il | ETX 16K Abbcl"‘ £595 | I The Android Run Imagine ... Zzoom |
I | Frenzy 16K Quicksilva £495 | * High Noon Micromania Ghost’s Revenge
I Frogger 16K DL £595 | , * ETX New Gener- H Escape £4.95
I Galaxians 16K Artic {495 | I | Abersoft .. Mazeman ation 3D Tunnel £5.95
| Gulpman 16K Campbell Sys. £4-95 | T!‘le '\ln\'izards Software | ; ]
; I Jet Pac 16K Ultimate £595 I Warriors Newsoft ..  Time Bandits |
I | O Joust 16K Softek £595 Apocolypse £ Products Spectral Maze |
| | ; Software ... Galactic Jailbreak Psion ... Flight Simulation |
I | Knotin 3D 48K Mew Gen £595 I Axis oL Lab}rrmth vU-3D I
| Mazernan 16K Anersoft £595 Blaby Comp. Quicksilva Meteor Storm
| | Meteoroids | 6K Softek £4:95 | &vVid .. Chopper Rescue Space Intruders |
I Might Flite | 6K Hewson Cons  £595 | I Gold Digger R+R Gnasher
! i PSSST 16K Ultimate £595 | Confusion Software Spectapede i
| I | 3D Tunnel | 6/4BK New Gen  £595 i I Campbell Silversoft ... 0 Ground Attack i
. | Time Gate 48K Quicksilva  £695 iy Gulpman g %gﬁ;"gia = :;:5-95 .
| I [0 Slippery Sid 16K Silversoft £595 | I Smml:ﬂf_ S Yoot .. Fomy Exp
| SPnck}rman 16K Abbex i‘jgg C.Tech L& SPECITL:!TI LATEST ADDIT“}N
I | Conversion Tape | Kempsoft I DIL Software__ Frogey New Generation Soﬂwl“-g
| Canversion Tapell  Kempsoft £495 | DK "Tronics [J 3D Tanx £4.95 Ll Knot in 3D £5.95
{ I | Spectrum Joystick interface only £/5-00 I | Meteoroids “PLUS 21 ZX81 Titles"
Please ik .1{-|[vnpr-.||:o boxes 5 = | State “AGF wversion™
Prices mnclisde PAP and VAT, Oversexs prices sdd £400 PAP Total £ I
I Cheques/Postal Orders should be made payable 1o Kempston (Micro) Electronics Lud FROM: MR/MRS/MISS =
ADDRESS
| MName Stgrature _ | TR T v = T
Addr k
B e SEND CW.0.IND STAM? NEEDED| TO: A G F. HARDWARE, DEPT.CVG L
II I TR E === I FREEPOST, BOGNDR REGIS, WEST SUSSEX, POZZ B8R
| Please debit my AccessViea® Account No e —_ary__ | imEm '_Ti!";.Fi;E-E___VD-'_IL
| . Ertyll [l i) " e | INTEAFACE MODULE I A 7 R (VG
; Kempston (Micro) Electronics Ltd, Dept CVG7 =P/ = weli=tie ] ;g:fj;;;ila_.g_uc_y_g O LiBT =
a | l 180a Bedford Road, Kempston, Bedford MK42 BBL SOFTWARE A5 TICKED ON LIST 5 i Tl =
| el e e B e i gl — - = e p— - m:f-ﬂ ;:m i::j::cmum o P:n::;:c:‘.l.““\ TN FINAL TOTAL L
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By Garry Marshall

MAKE SENSE OF WHAT YOUR MICRO “SEES”

Figure 1: look no edges but a recognisable shape.

A computer can make sense of
what it is seeing when it is pre-
sented with line drawings of simple
three-dimensional objects. It can
run a program that automatically
determines which edges jut out-
wards and which go inwards so that
the three-dimensional shape of an
object can be worked out from a
two-dimensional drawing of it.

Unfortunately, when the compu-
ter is seeing the real world it does
not see line drawings but, rather,
more or less what we see.

However, it is not too difficult to
reduce an ordinary image of a
scene containing three-dimensional
objects to a line drawing. A method
for doing this can be explained with
reference to figure 1.

An examination of this figure will
prove that the image shown in it has
no drawn edges. Yet the human
observer has no difficulty in detect-
ing its edges. Edges are perceived
wherever there is a sharp change in
the shade of grey.

A computer can be programmed
to detect the edges in a picture
using the same idea. An image of a

scene can be turned into a line
drawing in the following way.

1. Convert the image into numbers
by measuring the shade of grey in
each square of a grid covering the
image and compiling a correspond-
ing array of numbers.

This can be done by measuring
the intensity of the light reflected
from each square. The part around
the angle of the L in the L-shaped
object shown in figure 1 will give
the following array of numbers
when it is covered by a grid with §
rows and 5 columns.

10 |10 | 2 | 2 2

10 |10 | 2 | 2 6

10|(10|2|6 |6

0110|666 6

10 |10 |10 |10 |10

Light into numbers.

2. From this array of numbers find
another array giving the differences
between adjacent numbers both
horizontally and vertically. This
array will show differences in in-
tensity, which is what we are using
to detect edges. The new array is in
this case

0 8 0 0
0 8 0 4
0 B 4 0
0 4 0 0

0 0 0 0

3. Join adjacent entries with similar
values in this new array. The lines
obtained in this way should give
edges in the original scene. In our
case the following lines are
obtained

This gives the arrowhead junction
of lines that occurs in the part of the
object that we examined.

In this way a computer can be
programmed to see by running a
program to extract the edges from a
picture of a real-life scene and then
running a program to determine the
meaning of the line drawing formed
by the edges.

In a very general way, this is what
happens in the brain and eye when
we see things. It also helps to ex-
plain why we can recognise car-
toons and characatures so easily.

They are composed of lines, so
that edges are presented directly.
Consequently the brain does not
need to perform its usual first stage
of extracting edges, but can start its
work at a higher level than it can
with an ordinary picture.
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TIME DESTROYERS for the expanded Vic 20 (3K + |

COLOUR CLASH for the 1 6K Spectrum

E !T ATOM SMASHER for the BBC and unexpanded Vic .
‘ﬂ l‘ln I n n 183 SCORE HIOH 1121

Why? Because every single Romik action game is professionally
written in machine code to give you all the thrills and action of a
fast-moving arcade game. Every one recorded on top quality tape, most
of them playable either from the keyboard or with joysticks.

A lot of thought and development goes into every game —and we
guarantee no bugs to drive you mad, no infuriating gaps to interrupt
your fun.

Whether pitted against invaders from alien worlds, tracking
hungry sharks or frantically stalling the melt-down of a nuclear reactor
you can be sure that if it's a Romik game you'll have a battle on your
hands.The kind of battle that leaves no room for mistakes or hesitation.

L
-

PO\WER BLASTER for the unexpanded Vic 20

COMING SOON GAMES AVAILABLE NOW
omik Dromise at least one New ganm UrmupandedViCJﬂ
suer: menith - and soon there'll be Romik Martian Raider ot § 1k (f :
VETY th, and s00 e |l be kot =y e i [score BEFTRFuELERLEVELEBILIVESE
1M for the Atan and '1"=!"",-i|:"- | W ¢ Blactat Sra i 1
""I";1 ; .M'-' i
FREE cumrsf'molns Expanaedwc 20(3K 8K o 6
ame purchased bnnags a mee . Time De .'_|.:"' o
-l.-',-:'--"'i-|:'-'-:';-:-‘j.':! tohnd BBC (Model Aor B| g
. me Champior e free entry Nircks of Prey ATOMT SMasher g
e annual Romik Grand Master _Dragon =
T e Fart r '.I_' 5 [ ':"'rll'.| ju—
ALL THE ABOVE GAMES COST £9.99 aaasy
ZX81
'I'OF PRICES I'AI'IJ'. Super Nine -9 1K games f999 Tw==m
Me're always on the lookout fornew, top  Galactic Trooper [16K] £499 SPECTRA SMASH for the 16K Sp
ames for 16K OR 48K SPECTRUM
r tal e et s K i _,_;1'.: : ' ]l I'i:'."
(R i = |
iy Tz Cs T Dz
LD 0T _n 0~ ) LLTONNC I
For further details of all our games and a list of stockists M
complete the coupon and send it to: WM 3 e
Romik Software, 272 Argyll Avenue, Slough SL1 4HE s s mranae ittt e e T
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ELucky Dip!

& STRETCH YOUR
MIND & MICRO
WITH
MR.MICRO
GAMES
& ACCESSORIES

Have you ever eagerly loaded a new miging has undergone a
program only to discover that you've wasted complete ign so that before you buy
your hard earned cash? We know how you feel anything you know exactly what the package
—we've suffered too. contains, how it works and what the screen
Our company, Mr. Micro Ltd, has display will look like.
grown out of a passion for home computing, No lucky dip—we’ve got nothing to
an obsession that went far beyond a hobby. hide. All our programs are well
We are determined to ensure that all written, exciting and exhilarating,
programs and accessories which bear the designed to stretch your
Mr. Micro name are proven, tried, tested and capabilities to the full and
debugged and represent excellent value for extract every ounce of & B
money. After all we were in from the beginning performance from your |

and we have built ourselves a hard earned micro. A i ]i.”.

reputation in the world of home computing. ﬁii ﬂif

69 Partington Lane, Swinton, Manchester M27 3AL,
England. Telephone: 061728 2282
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Over 200 games available for you
to hire. Offering a wide range of
cassettes, cartridges and discs.
Many satisfied members already
hire their games from us, the BIG-
GEST and BEST Atari Library in the
country. All original games with ori-
ginal documentation — no copies.

MIDLAND GAMES LIBRARY, 48
Readway, Bishops Cleeve, Chel-
tenham, GLOS. Tel: 0242 674960
between 6 and Spm. Send s.a.e. for
details.

TI99/4A
FOUR GAMES ON ONE TAPE!
Gamaes Tape 1 £3.50
Wombat Washers, Cricket, Mines of Pluto, AN in TI
Basic. Leapfrog in exiended Basic.

Games Tape 2 £3.50
Hitmaker, Moonlandar, Monkey Man, Spacechase, AN
in extended Basic

Both tapes for only £B.50.

DATA-SOFT, 22 Si. Albans Tower, Iris Way,
Chingford, London E4 BRE.

b,

SOFTW
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TRS-80 a.[ :JéEEO GENIE: Sl
Dodgems ! oL -

Frogger (16K) i e £9.75
Kong (16K) .. £9.75
Muncher (16K) £9.75

SINCLAIR SPECTRUM
Bermuda Triangle (3'D" Adventure — 43!-(%
5

COLOUR GENIE
Frogger (16K) £9.75
(Al prices include VAT & P&P)
Always interested in programs for any of the above
machines
(25% Royaities given)

KRICON LTD.
11 Medway, Haillsham, East Sussex BN27 JHE ¥
(0323) B46110. i

50
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VIC 20, COMMODORE 64, ZX81, |

SPECTRUM

Full range quality software from games to B8

business

Hardware also available f

Access, Barclaycard available e

MPS Il E268 (Inc. VAT) ':“.

Enfield Communications Ltd. -

135 High Street, Ponders End, Enfield,
Middx EN3 4EB. 01-805 7434,

rd Sofftware
NEW RELEASES FOR DRAGON

ALIENS + £7es B
A machine coded Arcade presenied i high resclubion
praphics. Features 48 v . mother shep, 4 defenders par
wave, 4 shesids + bonus shelts Conbnuous desplay of scom
HfG FamE

DRAAGON STARTREK 845
A real fime vergion leaduring a 10 = 10 laxy, shesld ool
pholon WepanoRs, Satus ropors, signals received, palactic
search. scanner control, warp drive, star bases with docking,
black hols, planots and planet landiall, pulsars, novas. siars
asigroads, mabeors, shultles and shutfie docking and autmalicaly

g TLLve T

TSR

convenging and attacking KIngons. Foul kvets of diffeulty
Comes wilh instruction manual

Al prioes inclussve, mall oider, Chisgues Of postal i
orders o WILARD SOFTWARE. P.O. BOX 23, 3
DUNFERMLINE, FIFE KY11 5AW. :

Send 5.4 E. for ful program catalogue E Aﬂ

Ipswich, Suffolk IP1 6DA.

i TGO

ATARI 400/800 GAME
LUNAR COMBAT

High-res gra, and sound and full joystick con-
trol. An exciting tast action shootout game for
two players on cassette needing al least 32K
Only £10.00 inc. P+P. P/O's and cheques lo:
J.E. Simmaons,
3 5t Raphael Court, 26 Highfield Road,

=3 Nty

TRAGK DOWN THE
NASTY SIZZLING
ALIEN ENEMIES

Building your rocket and fuelling it is the
idea of the latest game from Ultimate.

The tape loaded successfully first time
and while the game was loading an im-
pressive title screen was displayed.

The game starts with a rocket ship in
three parts. This has to be assembled by
picking up each of the pieces in order and
dropping them onto the base segment
which is already in position at the bottom
of the screen.

Once the rocket assembly is complete,
you will need to get six fuel pods on board
by picking them up as they appear random-
ly on the screen and dropping them into the
craft.

When fuelled, you can board the ship
yourself and blast off to the next planet
where a similar task faces you.

If all this sounds too easy, then you
probably haven't heard about the
thousands of aliens who inhabit each
planet and are, "in desperate need of
blowing up”. You are equipped with a laser
weapon with which to do this and also a
jet-powered transport system strapped to
your back, hence the title. If you are hit by
an alien then you lose one of your four
lives. On the first screen the aliens are not
too difficult to avoid but on subsequent
planets they become more intelligent and
are able to track you with ever increasing
accuracy.

Jetpac is very playable, addictive and
original arcade type game. The graphics
- s .

are superb but the sound effects bore a
striking similarity to a pan of frying eggs
and bacon. By the time | reached the fourth
planet | was starving!

The choice of movement keys is well
thought out, although the program also
accepts a joystick from Kempston

Jetpac runs on any ZX Spectrum and is
for one or two players. It costs £5 from
Leicestershire-based Ultimate and comes
complete with a five year unconditional
guarantee which can't be bad.

@ Getting Started 9
® Value |
@ Playability 9

BUGS HINDER THE
GREAT COSMIC
ESCAPE

Escape from Orion is the first Donkey Kong
style game to come under the scrutiny of
our BBC reviewers.

As the first software house to attempt
such a complicated arcade to home con-
version Hopesoft are to be congratulated
for their pluck.

That is where the congratulations have
to end. The game fails on a number of
counts.

Although it gives you four screens of
graduated toughness they are not inter-
active.Whenyouhave completedscreenone
you do not automatically go on to screen
number two, but must go back to the menu
and select the next stage. Effectively it's
like playing four separate games

The next gripe is either as a result of a
bug or bad design. You cannot go up the

ladders that connect the various levels but g 4

iHustration: Jon Davis



AN

\d

lilustration: Jon Davis

Lk
||||\|||||||um||

I

I

can only descend to the bottom of the
SCreen.

This is most frustrating as when you get
to the bottom of certain screens you are
trapped through no lack of skill on your
part.

This problem is eliminated to some ex-
tent on the third screen which has twao lifts
connecting the floors.

Graphics-wise Escape from Orion is
adequate though not impressive. Your little
man arrives in his space craft and must
then run down the ladders callecting the
spanners which are dotted around the four
levels of play.

Every so often a green cat-like alien
appears at the side of the screen and flings
an object at you. These are easy to dodge
and they don’t track you down the ladders
as do the barrels in the arcade game.

To dodge objects press the space bar
to make your littie man hop over the
obstacles.

You also make him jump up to collect the
various items which he will need to make
good his escape.

| played the game with the keyboard but
it would be better with a joystick.

This could quite easily have been a good
game if one or two things mentioned had
been sorted out. As it stands we cannot
recommend it.

Escape from Orion runs on the BBC
model B and is available from Hopesoft of
Berkshire at £6.75.

@ Getting Started 8
® Value 3
@ Playability 4

HELP FILL THE
INTERGALACTIC
TRADE GAP . . .

You are Trentor a space merchant and
you're trade route lies between the six
moons of Meridien.

All but one of the moons i1s inhabited and
you begin the game with 1,000 credits to
buy fuel and stock.

The skilled trader will develop a compre-
hensive knowledge of the values of the
commodities in this space sector.

Petrochem is a liquified mineral with
lubricating properties and also a raw
material for the manufacture of Plasitron
on Alpha.

Munch is an organically derived food-
stuff available in sweet and savoury
varieties. Price fairly stable.

Synthomunch is pretty disgusting to eat
but highly nutritious and bought by the less
wealthy settlers.

Boosterspice is one of the black market
commaodities, It's a narcotic — a less

ARE SOFTWARE SOF
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refined form of Hi-Lyfe but with unpredict-
able side effects.

Gold is now of little value and used as an
anti-corrosive plating.

Raw fuel is the radioactive ore scattered
over the surface of Gamma. Refined and
liguified for hopper fuel.

All these prices are randomly generated
including your fuel so you must keep a
check on what you buy and the price you
pay, as you have to sell at a profit.

Trader is a game of fantastic graphics,
colour, with some nice tunes thrown in as
well.

The game is made up of three separate
16K programs which are played one after
the other.

It is supplied with a 16-page booklet,
which sets the scene for the game and
provides instructions.

Trader is now being marketed by Quick-
silva and is available for three computers:
ZX81 plus 16K, 48 Spectrum, and the Vic 20
with 16K.

The games are available from Quicksilva
stockists at £9.95 for the Spectrum and
ZX81 versions and £14.95 for the Vic 20.

@ Getting Started 9
® Value ]
@ Playability 6

SAVE BILL THE
WORM FROM
SUDDEN DEATH

MINED OUT

Your mission (should you decide to accept
it) is to rescue Bill the worm from his
enclosure on Level 7 of the minefield.

Well, I've played minefield games be-
fore, but this one for the Oragon 32 has a
novel approach. It is slickly presented on
screen, easily played with speed using the
cursar arrows, and has surprises, bonuses
and a few gimmicks thrown in.

Each level is slightly different, but the
basic theme is for the player to cross from
bottom to top of the screen, being warned
at each position how many mines are
adjacent to him. One false step and
Boom1!

The first two levels show the players
previous paths, and so he can move along
them with absolute safety. Things get more
difficult as the game progresses.

A nice feature is that at the end of each
level, the mines are shown, and the player
is treated to a selectable speed action
replay of his movements. Music and sound
effects suitably accompany the player's
actions. | liked it! Available from Quicksilva
of Southampton.

@ Getting Started 10
@ Value 8
@ Playability 10
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Figrvicrawie:
S Faghilis
Astorosds

Cyclons
£5 50 Tha Caatich
Pakacuoa
e 550 Escape MCP
Far any Vi WACKY WAITERS — £5 50
Wic + 8K
GCE'CSE Revision Courses all ai £9.50
Enilish-Chimsiry- Phopscs-Baology-Mathas-Halory -Geograohy
Al i (8- 1yrs) 950 Compuder Studes 950
Raading 5] Spabirg £9.50

Wic Chisa E7 00
Sweaed of Fargoai E1RTs
Crary Kong 7.5

Platiesrmania E24.70
Mo Attaick E1T86
Rat Race E1Ta8

Giraghics Gpeies Editor £8 50

Grave Robhada 850

Pakacuda £9550

Camropods £5.50

Pamc 64 £7 00
E7.00

Sond £1 for full colow catalogue ol Fundseds of it of sofware
far your Vie-CBMBA-Atar- Dy agon- Spectnam
ALL DRDERS DEALT WITH ON DAY OF RECEIFT

Chegues. P.0's o
BYTEWELL, 203 Court Rosd, Barry, South Glamorgan CF8
TEW, Talaphons (0446) 742481

ATARI 400/800 OWNERS

Comprehensive selection of cassette, disk and
cartridge games, available for hire, at lowast
rates available. 5.4 E, for details:

CASTLE GAMES LIBRARY, 44 AUGUSTA
CLOSE, ROCHDALE, LANCS OL12 BHT.
Tel: (0706) 58602

FREE SOFTWARE OFFER 11!

HURRY HURRY HURRY

£2() OF FREE SOFTWARE WITH ALL
64K MICRO/PROFESSOR MPF II's
PURCHASED FROM US.
MPF |l 64K

Full Size Keyboard
Thermal Printer E185.75
Joystick £14.95
Games Cassettes £4.99
Full range of action, business and educational
casseties. All prices include V. AT and FREE
DELIVERY in the LK.

Cheques and Postal Orders only or call in to:

CITY CB CENTRE
112 PITFIELD ST., LONDON N1.
Tel 01-739 9991/2.

£269.00
£38.26

ATARI 400/800 SOFTWARE

Why not try us for our wide range of Atari
computer games at some of the keenest
prices around.

We also operate a rental club for those
who do not wish to buy.

Please write or phone (4pm-10pm) price
list or rental club details to:-

D.J.B. SOFTWARE,

59, Woodland Ave., Hove, Sussex.
Tel: (0273) 502143.

TI 99/4A (16K)

Quality software on cassette
HEWMARNET — horse raoe simsdation |graphacs — fior wp 1o § players)
STARSHIP SUPERNOVA — pdwairluce o S@dce (willi Give [apd 16000
ESCAPE THE MUGBER — (graphics) (holds top 10 scares and searers)
OVERLORD — fulé your owe kingdom (compiets wih nitural disisies)
BOLF — — 1 in 4 players

— (graphics)
(bt}

AN programs oafy £4.95 asch (nc. ppl. S6nd SAE for kst

Send cheque'PD 1o: P J PROGRAMS (V),
2311 Albert Road, Jarrow NE32 5AS.
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SOFTWARE FOR
THE VIC AND
COMMODORE 64
Unexpanded VIC 20.
SKI-SUNDAY. Guide your skier down 1

forested course, through the slalom gates,
the many hazards, but watch out

nulti-colour, with
many sound e s and tunes. £5.50
JACKPOT. Own your own fruit machine,
just like the real thin n you win the
jackpot? You will be amazed by the
graphics, col 3 d many sound effects,
with nine ant gs, a full machinea
code program, a very compulsive game
£5.50

SWAG-MAN. Chase the bulli

¥ van round
cking up the
fuse the time
xt time and fuel
gffects, a very
game. For 3K expansion only. £5.50
DATABASE eate your own files and re
cords on tape £ Q

BANK MAMNAGER. Computerise your bank

00

zound

account £5
SUPER BANK MANAGER. A full feature ver
SI0 peds 3K expansion, but will run on
any memaory size £7.60
M/C SOFT. Machine code monitor and dis
assembler, any memo 1

CHARACTER EDITOR. W
dow facility £4.50

COMMODORE 64

LUNAR RESCUE. Qur version of that popu
lar arcade game, in ma: £7.50
M-C SOFT 64. Machine code monitor and

disassembler £7.50

£7.50
th our own win-

n available for the VIC and
1 for free brochure
l i ES WELCOME
CHEQUES/ P.O.'s TO .
MR CHIP SOFTWARE, Dept CVG,
1 Neville Place, Llandudno, Gwynedd
LL30 3BL

WANTED Good quality software, top royal
ties paid

S4:3) BBC VIC 20
PECTRUM DRAGON

Top games for the top micros, backed by
our personal service, Send two 2nd class
stamps for list and introductory offers
MicroWay, (Dept VG),
35 Grosvenor Avenue, Alsager,
Stoke-on-Trent ST7 2BZ.

ATARI 400/800 SOFTWARE

Why spend a fortune on software when you
can hire al very latest released games etc
at a most competitive rate? We have an all-
round selection ol disks, cassettes and car-
i€ 5 awaiting your Atari 400/800. Apply now
and hire your first 2 games free. For full details
send stampad addressed envelope or phona
avenings 7pm-10pm or weekends. (0783)
2BE351

Games & Software Club, 35 Tilbury Road,
Thorney Close, Sunderland SA3 4PB.

COLOUR GENIE
Creepy Crawly — satisfy your crawlies appe-
lite. 3 screens, axtra men, very addictive
Atomic — can you save your cities from
r dgastruction, hi-res grashlcs gamea.
ames with full colour and sound on one
tape for £5.50
Send 1o
TIMESOFT, 25 Cumberland Ave, Benfleet,
Essex SS7 SNU.
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A BLADE HUNTER
FINDS IT HARD TO
KEEP RUNNING

Blade of Blackpoole is one of those adven
ture games

You know the sort | mean. After travell-
ing a couple of moves North, South, East,
or West you come up against something
that you just can't shift, get past, kill, cajole
or bribe.

In the Blade these objects come in the
shape of an ugly man-eating plant, a boat
which cannot be rowed, sailed, or paddled,
a landslide which you cannot climb, tunnel
under, or walk around, and a patch of
quicksand which is determined not to let
you cross.

That's as far as | got. Heaven knows
what lies beyond.

So why can’t you sail the boat? I'm sarry
| can’t answer that.

All right then, so why can’t | climb the
landslide. I'm sorry, | can’t answer that.

That’s about as much advice as this
reviewer can offer on penetrating Black-
poole so | may as well tell you about the
plot and the graphics. Anyway, even if |
knew secrets, | wouldn't tell you.

Plot is strong. You are searching for the
magical sword of Myraglym. Rumour and
legend talk of a secret chamber near
Blackpoole in which the sword is said to
lie. Discovering the blade is only half the
battle. It must now be returned safely to its
rightful place on the alter from whence it
was stolen,

The lost blade is the source of great evil
in the world as men have taken up arms
against their fellow men in the quest for the
blade, their rightful vocations in the world
neglected, with the serpents and man
eating plants allowed to extend their evil
over the kingdom.

Fine, but who am 1?7 I'm sorry, | cant
answer that.

Graphics are reasonably good. The
game uses the window picture system at
the top of the screen with the text flashing
up beneath.

Tolkien-esque, with large expanses of
land, shrub-like trees and sparse vegeta-
tion — the illustrations enable you to easily
lose yourself in the mythical land of
Blackpoole

| liked this game, even if my novice's
lack of adventures know-how stopped me
getting very far into it. The important thing
is that the game captured my imagination
sufficiently to keep me coming back for
more,

Blade of Blackpoole runs on Atari 800
with 48K. It is available on disc from
Calisto of Birmingham, at £28.95

@ Getting started 8
® Value B
@ Playability 6

GCONTROLS HINDER
THE WOULD-BE
MISSILE KILLER

Another variation on the Missile Command
theme for the Dragon, but different enough
to be interesting. The player has a central
base from which he aims his defences
against beams gradually creeping down
the screen at angles, each aiming for one
of six cities also at the bottom of the
screen.

By maoving his joystick, the player moves
his sight, which he must accurately place
on the end of a moving beam and press the
button to destroy it.

Beams hitting a city will destroy it with a

jon: Dortan Cross
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suitable noise, beams being put out of
action reward the player with triumphant
music and points.

There are four levels of difficulty which
varied the speed at which the beams
descended. | found that only the easiest
level gave the player much chance.

This was because the defence sight
consisted of a flashing square which
seemed to be invisible more often than
seen. The joystick required only very slight
mavement 1o control the defence sights,
and overshoot was far too easy when the
sight was invisible. This made playing very
much a matter of guesswork.

An interesting game, but the weakness
in contral spoiled it. The game is available
from Shard Software of Brentwood, Essex
at £5.95

@ Getting started 10
@ Value 5
@ Playability b

ONE FOR THE
YOUNGER MICRO
GAMESTERS . . .

A compendium of ten simple games for the
Dragon 32 including noughts and crosses,
and, would you believe — computer con-
trolled musical chairs!

My first reaction to this tape was that
the games were rubbish — Noughts and
Crosses was a piece of cake to beat,
Anagram too complicated to control with a
time limit, and Snap was basically a se-
quence of numberswhichrequiredthespace
bar to be pressed if two of the same
number appeared consecutively. The
matches were so few that | nearly fell
asleep

However, the rest of the tape had Pin the
Tail on the Donkey, which required a blind-
folded player to operate the joystick,
guided by the pitch of a sound. Musical
Chairs controlled the cassette player, into
which a music tape had to be inserted.

Eventually, | came to the conclusion that
here was an excellent collection of party
games for younger children aged 5 to 9.

As some of the games seemed fairly
simple, not requiring the full memory avail-
able in the Dragon, | felt it was a pity that a
number of games were not merged into
fewer separate programs, to be called up
from a menu entry. This would have
avoided frustration whilst the favourite
game was found on the tape, or while each
was separately loaded. From Shard Soft-
ware of Brentwood, Essex, at £6.75.

@ Getting started 10
® Value 6
@ Playability B

ALIENS WILL GET
YOU IN THE END
SPACE SKIPPER!

If you enjoyed Scramble then you'll love
Parsec from Texas Instruments for the TI
99/4a computer. It's an all action scrolling
game on a solid state cartridge with 16 skill
levels which should satisfy even the most
demanding Scramble ace. And it talks to
you!

You control the Parsec patrol ship and
are confronted by a series of nasty aliens

all of which want to do you harm in the
worse possible way.

You blast away at the aliens as they
swoop past — and some of them have the
audacity to actually shoot back at you!

There are six types of aliens, ranging
from the relatively harmless Swoopers to
the really hateful Bynites, with a few
Saucers thrown in along the way for
good measure.

Once you have wiped out all waves of
the alien ships — no easy task this — then
you must face the dangers of an asteroid
belt. You must blast a path through with
your overworked laser cannon. Oh yes, &
nice touch is the overload factor on your
laser weapon, Should you think you can
fire away with gay abandon then you've
got a nasty shock coming. The cannon
can overheat and destroy your craft as
certainly as any alien missile

Then there's that synthesised voice
which warns you of attacking ships or
when your fuel is running low. The warning
often comes in handy during the more
difficult levels of the game — especially
when your joystick hand starts to seize-up
on the rather uncomfortable Texas joy
sticks. However the game will work without
the speech box.

Talking about refuelling. This is done by
guiding your ship through a refuelling tun-
nel on the planet's surface.

Second level play is similar to the first
except that alien ships have to be hit twice
to be destroyed. Also in level two the
Bynite ships become invisible when hit
once — but continue to fire at you until you
succeed in hitting them again. The voice
box comes in useful here too — it tells you
when a laser blast has hit the target!

Things get faster and more furious as
you progress through the different levels
making Parsec a challenging space shoot
out. The game will be available at Texas
dealers and will cost £31.00

@ Loading 10
@ Value 1
@ Playability 8
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SOFTWARE 2000

Az a new and fast-expan 1|I g London-
house, we I‘(.lJI“’ [

tull de I:nlf1 of game-play {an:
currantly _Jr.:.a:jL.c, with your r
Software 2000, -ld Fltzru\,r S!raet London Wi. Tel
01-388 1051, ext. 57

NORTHWISH
REQUIRE URGENTLY

Arcade type programs for Spectrum, Vic
20, Oric, Dragon and BBC Micro. We pay
top royalties or buy your copyright for
cash. National mail order and dealer
sales ensure you get the best reward for
your genius.

Write or call info

NORTHWISH LTD.
The Ground Floor, Ralli Buildings,
Stanley Street, Manchester M3 5FD

or Tel: 061 832 7049

ATARI PROGRAMMERS

Wae will pay handsome royalties for first
class original M/C programs for the
ATARI microcomputers, Send examples
on cassette to

ANDROMEDA SOFTWARE,
7 Frobisher Court, Hereford HR4 ONY
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Oapm Ahab

software

The Cap'n is looking for m'c programs for the
SPECTRUM. If you want 10 take advantage of
our professional marketing & advertising skills
sand your program on cassette 1o

CAP'N AHAB SOFTWARE,

35 EMBER COURT, WHITE ACRE,
COLINDALE, LONDON NW3.
We acknowledge all casselles received

supermarket ...

VIC 20 SOFTWARE LIBRARY

Peek & Poke Summer Special:

Free life meambership when you purchase
goods valued at £10 or over. Over 70 titles
available.

For full details write or phone

Peek & Poke Software Supplies, 110 Drum-
mond St., London NW1, Tel 01-380 1213/01-
651 2861.
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DON'T BUY ANOTHER CARTRIDGE!

Hire all the latest Atari VCS and Intellivision
games al low weekly rates. Send an SAE for
details of our extensive games library or call at
the shop. Fast friendly service

GAMESTERS
VIDEO GAMES CENTRE

382 Langsett Road, Sheffield 56 2UG
Tel: 336333

TH—99/4A SOFTWARE
All-graphics Games from
DARKLAW DESIGNS

Baby Cruncher - Space Machines
crunch babies and evade boneworm
+ Hi-soong il ity
fast Bction space shoot :,,!y..l\

Ti-Basic
Babry cruncher
ace

Er nﬂeﬂ Ensm — Turret Gunner +
f 4' ade vanants
i O style space aHacks FULL

Mayhem!

in the maze watch oul

Op pap

L e |1| £8.00 post free

Send cheque, P.O.'s, cash lo

Darklaw Designs. 51 Green Lane, Casile Brom-
wich, Birmingham, B36 DAY,

TEXAS T199/4A SOFTWARE

GM4 SMAKE graphics) £4 .95
GM5 HAUNTED HOUSE £4.95
GME SORCERER'S CASTLE £4.95
GM7T  3-D MAZE (graphics) £3.95
GM17 FORBIDDEN CITY £4.95
GM18 PHARAQH'S CURSE £4.95
GM21 CHALICE (graphics) £4.95
GM22 BOMBER I%raphlcsll £d4 85
THE TEXAS PROGRAM BODK £5.95

Please add 50p p&o to orders under £6. Over £6 post
free. Send cheque or P.O. or telephone with Access
Barclaycard for immediate despalch. Send s.a.e. lor
lisit
APEX SOFTWARE (CVT)
115, Crescent Drive South, Brighton BMN2 65B
Tel. Brighton (0273) 36894,

GRIFFIN GAMES-COMMODORE 64

Games Cassette: RAT MAZE, £6, includ-
ing post and packing. Real-time action;
escape from the Killer Rats. Assembler
£5, Sprite Editor £5.

KADUNA HOUSE, 32 BEECH AVE,
WORCESTER.

TEL: 0905 51936

__BUG HUNT |

For BBC Model B & Dragon 32

—Protect your garden from the deadly
bugs using your spray gun.
—M/c coded for fasl arcade action,
—Increasing level of difficulty
-On screen SCO“ITQ
—10 High scores with name facility.
—Great use of sound & graphics

ONLY £6.45 including p&p.

MRS SOFTWARE
28 Drumglass Ave., Bangor BT20 3HA

ATARI 400/800 OWNERS
WHY BE BORED?

Cassettes and cartridges at low ren-
tal fees, Send S.A.E. for details:
Scorpio Games Hire, 66 Morning-
ton Road, London E4 7DT.
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INTRODUCING THE
BUG HUNTER

There are times when computer
magazines lose sight of their main
cbjectives.

Here at C&VG we have been
guilty, more than once, of making
things difficult for our readers.
Texas owners who struggled with
Pompeii and Ski-ing will testify to
the problems they faced in reading
the listings on a far from suitable
background.

We're full of good intentions but
occasionally we get caught out and
then the letters from you ever-alert
readers flood in to tell us.

What you needed, we decided
was a reader on the inside. Some-
one who could watch over us and
malke sure that we didn't transgress.

As of next month Robert Schif-
reen takes up that post. Robert has
been a reader since day one and is
not going to be slow to take us to
task when things go wrong.

Robert has sifted through our July
programs with a magnifying glass,
double-checking our reviewers'
comments, and has pronounced
them free from bugs — Snag Junior
was caught sneaking in one and
quickly chased out!

But, from experience we know
that the Bugs will be doing their
utmost to get back in and to this end
we are giving Robert a regular
page.

Qur August issue starts the Bug
Hunter column. Robert will be in
residence each month, giving tips
on the games, telling you where we
fouled up.

Help is only a letter away if you
are having difficulties with a prog-
ram. And should you have a strong
idea for some machine advice you
would like us to print, then write to
Robert and he'll do his best to find
out himself or commission an article
from an expert.

. Now you readers have got a man
on the inside, you should really be
able to keep us on our toes. Make
good use of Bug Hunter and read
his first column next issue.
1 Laser disc technolo-
x" gy has found its way

"E into the arcades with

sy Astron  Belt  from
WUl Sega.

— If you are not
familiar with the ideas behind laser
disc games, it involves using real
film on a laser disc and a computer
which switches to the part of the

film which corresponds with the
player's actions.

So if he has just shot an alien
fighter craft, the piece of film show-
ing the craft exploding is flashed
onto the screen.

The arcade industry is predicting
that laser disc games are likely to
pave the way into the future. But
costs have still got to be brought
down and teething problems sorted
out.

Next month we check out Astron
Belt in Arcade Action and find out
what you can expect for your 40p.
— As grand prizes go

x" we've got one which

"E is five times grander
1557 than most,

We are running a
SUImMmer program-
ming competition with £5,000 up for
the first prize.

Birmingham's Calisto Software
are behind the competition as they
are trying to search out some home-
spun programming talent and
everyone who enters could be a
winner, ending up with a software
contract for their game.,

We launch the game in the Au-
gust issue and you will have three
months to come up with your win-
ner and send it in.

The first prize will be presented
at the November Brainwave con-
sumer electronics exhibition. The
competition is free to enter and
open to anyone.

All the details plus that all-impor-
tant entry form can be found in next
month's C&VG so, if you think
you've got a winning game in you,
make sure you get hold of an early
copy.

Ee———— This august journal
xf has some high

“E hopes for its August
issue and to that end
we have managed to
'i_' fill it with sparkling
gems on the programming front.

Pat Norris is back for Spectrum
owners with an interstellar warfare
game called Space War for the
tactically-minded among you.

One of the most original arcade-
type games we've ever seen has
come in on the Vic-20. Brick-up
involves the player in surrounding
and bricking in a particularly
deadly variety of alien. It's fast and




3 [ Sinclair Spectrum Atari 400/800
' 1 Flight Simulation (Psion) 1 Defender (Atari)
3 2 Hobbit (Melbourne House) 2 PacMan (Atari)
3 Penetrator (Melbourné - 3 Galaxians (Atari)
! 4 Transylvania TOWer (Dk Shp) 4 Zaxxon
5 3D Tanx (DK Tronics) 5 Qix (Mari)
3 & Horace Goes Skiing (Psion) 6 Miner 2049'er
7 Sentinel (Abacus) 7 Centipede (Atari)
" 8 Galaxians (Artic) B8 Astro Chase
i 9 3D Escape (New Generation) 9 Preppie
L 10 Chess (Psion) 10 Floyd of the Jungle
Y
al
Sl vic2— W x5 ]
st
d 1 Panic (Bug Byte) 1 Flight Simulation (Psign)
" 2 Alien Blitz (Audigenic) 2 08 Scramble (Quicksilva)
» 3 Asteroids (Bug Byte) 3 Monster Maze (New Gn)
n 4 Arcadia (Imagine) 4 Galaxians (Artig)
e 5 Cosmiads (Bug Byte) 5 Space Raiders (Psion)
v 6 Wacky Waiters (Imagine) : ::::fljps*'ﬂﬂl e
B- 7 Blitz (Commodore) P gunner (Digital Int)
1S 8 Alien Blitz (Audiogenic) ger (Abacus)
P 9 Skramble (Rabbit) 9 Asteroids (Silversof)
E, 10 Choplifter (Audiogenic) Lm Mazogs (Bug Byte)
d I

difficult and very addictive.

Sharp owners will be able to re-
new their aquaintance with Fred the
Repairman. This time Fred is faced
with faster sparks in the microchip
he is repairing. .. but he is armed
and ready for action.

There's a marvellous game called
Ladder Maze and Galactic Landers
and a breath of country air with Fox
and Hound. Will you be able to
outwit Farmer Brown's faithful
hound?

Then there's Bug Battle, an insect
invasion for Atom owners. But don't
rely on the fly spray — these bugs
are really mean!

All-in-all we're hoping to get the
summer holidays off to a warm start,
so dust off the computer and get
ready for action.

We were only entering into the
spirit of the thing after all.

But no matter, Oric owners
weren't impressed. It was T. Hitch's
idea anyway to add a few little
snake-like creatures to the Oric list-
ing last month but we upset a few
people.

The little snakes on the listing
should not be there at all. In line 30
turn the snake squiggle into a
closed quotes and ignore those at
the top of the listing.

Yours Mal.

COMPUTER GAMES TOP TEN

BBC Micro 32K

Escape from Orion
A superb new machine code arcade game
Your space ship has landed on a planat whare
you have lo collect supplies ve left, right
up, down and jump (ke Donkey Kong) 4
different screens, with a large variety of
hazards. Keyboard or joystick control. Lots of

options. Full colour Mode 2 graphics
Only £6.75

Xanadu Adventure

The best BBC Adventure. 1 or 2 playars. Over
100 locations. Very difficult. £7 75

HOPESOFT

Hope Cottage, Winterbourne,
Newbury, Berks RG16 8BB

VIDEO _GOHAIEI JOYSTICKS

wm

WACHOSFEC LT, 143 Batmalioch Fusd, Kduyth, Glagow, G865 34
Talsphona 0236 8321411

ATARI 400 & 800 computer owners

At last

real time full cols

€. 5. Software, 61 Redhouse Lane, Breadbury,
Stockport. Tel: 061-494 9183,

DEALER ENQUIRIES WELCOME

ATARI 300/800 OWNERS

Cassette to Disc Utility. Put as many as 10 of
your single load machine code lapes onlo one
disc. Works with mos! tapes Requires Jn
(Minimum) + disc £9 95

Copy Utility An advanced copier thal copies
virtually all basic or machine code, single-load
or double-load tapes with either long or short
interrecord gaps. Writtan in machine language
Supplied on Autoboot cassetie. £9.95
Cheques/P.O. to: W. ENTERPRISES, 49
Shrewley Crescent, Tile Cross, Birmingham
B33 OHU.

Starting in the August issue of CEVG we open
up our advertising pages to even tha smaligst
of budgets with

Microsell

— a cut above the average Classified section
we banish the boraedom with an aye-caiching
layout designed to give each ad. impact and
individuality. You can reach the clamouring
thousands for as little as 25p a word in this new
leature — swap your add-ons, profler your
peripherals, flog your machines, tapes, gran-
nes al"d Daf-’D15 [hfcq,gl'l a mag.'ul"r: reag l‘l.r'l[_]
a huge audience of people with identical wamnts
and interests! Simply fill out the coupon on
page 153 and return it to us by 16/6/83 1o calch
the August issue!
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| WA

Awailable now from:
Gemini Electronics,
Manchester.

Mail Order!).
Calisto, Bimingham.

DISTRIBUTION:
Norman Audio, Preston.

" Silica Shop, Kent. CALISTU
oma Brighton CENTRE SOFT
' : SOFTSEL C.P.

Microspot, Liverpool.
Microchips, Winchester.
Silicon Chip, Slough.
Hi-Fi Weston, Bristol
REW, London.

Silicon Centre, Edinburgh.
Godtireys, Basildon.
Games Centre, London.
Galaxy Video, Maidstone.
Spectrum Shops.

Vision Store, Sumey.

\

TRADE

I\

h‘AR‘ CW. Compuler Services,
Fo Rs Douglas, Isle of Man.
com G.P. Video, Wrexham,
Wootons, Crewe. W
Channel One, Essex. I
Mr. Micro, Manchester.
Dealers —Contact us mow!

32K CASSETTE!
DISK

Protect Earih's Military
Eqmprrn_-nl trodm tha
XENONS. Use your scoul
ship 1o allack, dock

with the DRONE, and
re-energisa’

100%: Machine Code

£14.95

RSTRIKE For The ATARI 400/800

IOLACING THE NEW ARCADE GAME FOR A TARI COMEL
G5 WITH DAL ZLING COLDURS
LE

LAYERS | @ 5
G CAVERNS AND TUNNELS WITH AT TAC 15341 FL
MTENDWITM | & AVAILABLE NOW 1K CASSETTE
VEK DISK | L

CASSETTE
Our mew characler Design and save beautilul
genarator lels you re-define multicoloured sprites, and
and shape your own character use them in your own
sets. Full editing programmas! Full editing
tacilities and I

documentation, 56.95 !;:cl.ls"n::n::ﬂon. 56.95

Available now from your local Atari and Commodore
64 dealer or direct by post. We are leading the way in
realistically priced software for ATARI and
Commeodore 64 computers and urgently require
programmers now. We will markel your programs in
Europe and the U.S5.A. Contact us today!

CASSETTE

\L-
16K CASSETTE DISK
Graphic Animated Adventure
—soek wands, swords,
pentacles and cups—avoid
deathiraps and Deimos

and Phobos! You must
survive and escape the

maze of tunnels

16K CASSETTE/ DISK

Real Time Graphic
Adventure—survive through
ditferent levels of play to caplure
the enchanted ring. Collect
weapons, armour and supplies—
banish the Time Lord lorever. Lions
and crosses will help you— follow

RI95 ot

ek £14.95

16K CASSETTE! DISK
Superb Multiple Screen
Landing Simulation —choose
your landing site, awoid
hazards, jand re-fuel!
Descend, mancevre and
saek all the landing pads —
ressive skill levels

Machine Cose. 518,95
L

Machine Code

ENGLISH SOF TWARE

) A c E CASSETTE Features include compan
: i A I1 IT] Niﬂ::s Ca::gllm-slv;:ng(e?';fon;sram i DEp 4 L A
THE ATAR' Displays contents of cgs:lﬂlu Of SCrien . 50 NEWTON STREET.
Werity tacility. Lists variables P it with i
y 3 PICCADILLY,

CASSETT
ENHANCER

Automatic line numbering.
Renumbers any basic program quickly,
Creates binary Hies on tape. Plus many,
many mone features

Use only dk of memaory g,- 95

i i
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ATAH

MANCHESTER M1 2EA
Tel.: 061-236 7259

M OF ATARI INX



ATARI 400/800,SINCLAIR g===""C0R
wtsmm CEEAT!WSION.VECTHEX, EBEST
COMMODORE VIC, 64 1}
COMPUTERS. PF“:ES
ALL ATARI, ACTIVISION,
PARKER, SPECTRAVISION| C"LL?TH
3 APOLLO, IMAGIC, MATTEL mcﬁl
v & coLeco caRrTRioGes. | PR -
' COMMODORE ~CALLFOR
64/VIC /SINCLAIR \ BEST_,
SOFTWARE PRICES!
LOTS AND LOTS OF ATARI
SOFTWARE. E.g. Zaxxon,
Nautilus, Jumbo Jet Pilot, Apple

CBS COLECOVISION — Panic, Centipede, Miner 2049er, Slime, Intruder, Alien

5149 Swarl:n, Preppis,'Paunan, Mathp.;ck, Ch;:lpliﬁer Fiom,

Soccer!, Airstrike — plus many, many more
— INCREDIBLE GRAPHICS ! 3 ) i 1
EXPANDS INTO A FULL MICRO- titles — Call now for our latest batch of detailed brochures !

We will keep you up to date on all the new software
Cﬁ#;Uggﬁfgg%éﬁ%ﬁﬂmmﬂs releases | | | — Upgrade to 32K/48K today !

YEAR| ON | Socuse BRI\
ZW‘“ ATARI | SERUiCE oeer ONALL

COMPUTERS 061-236 3395 PRODUCTS.

G@EMMIYIMN CLCCTH‘NHCJ

50 Newton St Off Piccadilly, Manchester M1 2EA. Tel: 061-236 3083/7259

ATARI VCS i ATARIA00 1\/isk
NEW ! coveurer TYPEWRITER Sl
T e ‘I'."I I-.l'--'l L. lJ. §
KEYBOARD

COMPUTER ! CALL NOW FOR DETAILS ! ! NOW IN STOCK AT

DONTMISS THIS INCREDIBLE OFFER!

50 GAMES £9- ?'5 /

n e
e

[

CASSETTE 50 FOH YOUH MICRO

NOW AVAILABLE FOR g2 __
Sincl=ir "’J""
SPELCTRLUM L¥YNX

ZXBYT 5o ok ORICA

DRAEBN ATAR, u T s.' SUPPLY CASSETTE 50 FOR
P.0. Box 96

‘tlpplq il QQBA,’H 53 Lincoln Grove,

Harrogate,
Cash paid for games — contact us now! N. Yorks. HG3 2UZ

CASCADEW.T.S. GROUP

.Ell'l:\.|- e cheques PO vabile
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CAN BE USED ON MORE GAMES
THAN ANY OTHER

FREE
EXCITING
GAME CcAssETTE

®The ONLY joystick to
accurately replace the keys
on your ZXSpectrum.Replaces
keys "QAZX," and keys
“5,8,7.8," with super
8 way arcade action
@Iinterface allows
an extra joystick
to be used for
dual stick games
@ Achieve higher
scores and
attain expert
skill levels

sinci=sir
ZX Spectrum

-

PLEASE AUSH ME THE ITEMS TICKED BELOW

HARDWARE
TE 122 SPECTRUM JOYSTICK E24.95
TE 123 EXTRA ADD ON JOYSTICK £7.95
SOFTWARE
TE 200 CASSETTE FORTH £10.05
GAMES SOFTWARE
TE 20 AN 1EK £E4.05
TE 20, TZ 16K
TE 203 BREAKOUT 18K
TE 204 SNAKE BYTE 16K
TE 205 BACKGAMMON 48K
PLEASE SEND ME DETAILS OF Zx81 & SPECTRUM ADD-ONS

BOST A PACKING

HARDWARE ADD BOg POST & PACKING
SOFTWARE POST FREE ALL PR S INCLUDE v A TOTAL

T ECTROMICS

HEQUES/POSTAL ORDERS MADE PAYABLE TO ANALL E
TOPAY BY ACCESS PLEASE GIVE YOLIR CARD NUMBER AND SIGNATURE
OR TELEPHOME DE1-775 4461

- || BN

ACCESS CARD NO

i

SIGNATURE

ADDRESS

Plaase Post To: THURNALL ELECTRONICS, 85 LIVERPOOL RD,

yer Spectrum
g £4,95

that matches developments in your skill as a ple
by becoming increasingly more devious, By of
to you the full range of options you can cho
to control your warrior through the maze. /
implementation of this program enables sy

artful =honus lives

FORTH: A full implementation, 1d
moving arcade type games. Allows
sound facilities of the Spectrum to
Microdrive enhancements will be m

Spectrum
14,95

4 save game routine as

ADVENTURE ONE: Features
the pame can take n
‘a remarkably good v

ZX81 £5,95

ymplete,

wSinclair User,

MAZEMAN: A fast action m/c game that reproduces Spectrum
the spirit of the original, £4,95
* .is very accurate and fast.' ... Which Micro?... ZX8154,45

CHESS 1.4: Ten levels of play with this m/c program
Good graphic screen display.
‘In a class of it's own.'

ZX81£5.95

... Your Compulter

INVADERS: Very fast m/c action. Includes mystery ZXB1£4 .45
ship and increasingly difficult screens,

CADISHEAD, MANCHESTER M30 5BG TEL: 081-T75 4481
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7 MAES AFALLEN, BOW ST,,DYFED, SY24 5BA
24hr Ansaphone 0970 828851 ﬂ




South London’s
Largest Software
Centre

For all your software requirements

/.= Come to Vision Store

We stock over 1 000 programs on cassette,
cartridge and dlf.k for all these Micro’s.
Atari. VIC-20. Commodore. BBC. Sinclair
Spectrum. ZX-81. Dragon. ORIC. Texas.
Epson. New Brain.

: "-.'-.'-.'-.'-.'.'-.'-:-.'-:3

3 Eden Walk Precinct, -
Kingston-on-Thames, Surrey.
Tel: 01-546 8974

by Dominic Wood

GHOST'S REVENGE [

The best maze-chaser game available for the Spectrum *Super-fast
machine code action *Excellent graphics *Full use of colour *Sound
effects and tunes "Normal or Invisible maze *Skill level selector,
novice to expert; this game cannot be beaten *Usual features, gobble
action, four ghosts, power pods that turn the ghosts blue, blue
ghosts give 400, 800, 1200, 1600 bonus points. Top score, for
Spectrum 16k or 48k. ONLY £5.95

< CYBOTRON

by Dominic Wood

New from Micromania, this has to be one of the best arcade type
games available for the Spectrum. Blast away the attacking robots
before they get you *Super-fast 100% machine code action
*Excellent, smooth full colour graphics "Explosive sound effects
*Four different types of robots *Deadly accurate bombs *With up
to 50 robots on screen at a time, this game cannot be beaten. Top
score, for Spectrum 16k or 48k. ONLY £5.95

PRICES ARE FULLY INCLUSIVE. GUARANTEED DESPATCH BY
1ST CLASS RETURN POST. TRADE INQUIRES WELCOME

’ : Send cash/cheque/PO to: Micromania. 14 Lower Hill Rd., Epsom,
M(‘ ::[R@(M(A.N Surrey, KT19 BLT. Please write clearly your Name, Address and
' - ’ -9 magazine & month this advert was seen in.
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technology equipment, as well as their game progremming expertise which s evident
froem the advanced gamas which have been produced for the Intellivision. Aguarius costs
£70 and comaes with mierasafi basic built in. It Is so simple to use that you'll be writing
your first programs within minutes of taking the machine out of its box, You can even
record the programs On your own cassette recorder at home, 50 yOu can use them again
a1 & later date. Most available domestic tape recorders are compatible with the Aguarius.

A POWERFUL

ZBOA processor and BK of built in ROM as well as 4K of RAM, which is user expandable
1o 52K. It has a display of 40x 24 characters, and a graphic resolution of 320x 192 with
a total character sat of 256 {including the complete ASCH set with upper and lower case
letters, numbers and additional graphic symbolsl. The keyboard has 489 full stroke
mowing keys, unlike some of the cheaper machines which have membrane keyboards.
The size of the machine lexcluding any of the additional peripherals), is 13" x6" x 2",

MACHINE: For all its simplicity, it is also very sophisticated. It has a

PERIPHERALS: It is very @asy to increase the capabilities of your Aquarius as all the
peripherals plug straight into one another. You can add a Printer, a Modem, a Data
Recorder, Mini Expander and other items. All of the peripherals are very easy 10 ingtall
and what is more, they're sasy 10 use, Bul the best news of all is, they Te eesy to afford,

CPM OPERATING CAPABILITY: The Aquarius is capable of being expanded to 52K
RAM and later in 1983 a disk drive will be available for it, with the commercial CPM
business operating systém. This will allow you sccess to one of the largest software
libraries in the world, with literally hundreds of programs available for you to use,

CARTRIDGES: Various sophisticated programs will be launched on plug in cartridges
such as a Visieale type spreadsheet and 8 word processor, In addition there will be
dozens of games and utilities and alternative languages such as

Logo, which combined with the built in microsoft basic gives an £7 9
unbestable combination of high guality programming ability.
MATTEL AQUARIUS — £68.70 + VAT = £79

THE CONSOLE: The CBS Colecovision video games systém has advanced technology
which produces superlative graphics resolution and excellent sound effects, The styling
of the console and hand controllers has been carefully researched; the consale is designed
to complement modern hi-téch equipment, and has clear festures for sasy operation.
The hand controllers aliow fingertip control via the B direction joystick, and festure 2
indapendant fire butions. The push button keyboard is used for game selection and for
game control with some cartridges. The hand controllers are detachabie and are eonnectad
1o six feet of welephone coil cable, storing neatly away in the console when not in usa,

ATARI EXPANSION MODULE: The Atari converter module allows Atari VCSE software
cartridges to be played on the Colecovision console, allowing owners the freedom to
purchase from the extensive range of Atari compatible cartridges. |t slso means that
exigting Atari owners can buy the CBS Colecovision games system without discarding
their software library, Silica Shop offer part exchange facilities if you wish 1o upgrade.

TURBO EXPANSION MODULE: The Turbo Driver Expansion Module allows you o
actually drive the vehicle that appears on your T.V. screen. The module consists of a
steering wheel, dashboard and accelerator pedal. One hand controller is mounted on the
dashboard to provide a gear change unit, The module comes complete with a Turbo
Driver cartridge, the first of several cartridges to make use of the module, which provides
all the action of sitting in the driving seat. This facility is unigue to CBS Colecovision.,

HOME COMPUTER EXPANSION MODULE: The Home Computer Module scheduled
Tor late 1983, sllows conversion of the games unit into &

sophisticated Home Computer. This flexibility of design £ 1 47
is an important feature of the CBS Colecovision System,
COLECOVISION - £127.82+ VAT =£147

st Ty bt ¢ O

~SE AVICLREFk RS
T

COLECOVISION

HOME COMPUTERS

AQUARIUS

AQUARIUS: The brand new Aguarius
ersonal Computer is part of Mattel
Electronics |atest developments in
advanced technology and offers full
home computing facilities, as well as
extensive gama play, using a wery
wide range of plug in cartridges.
Since Agquarius is a Mattel Electronics
product, it benafits by the company s
wide axperience of producing high

THE SYSTEM: The CBS Colecovision
offers naw standards in video game
play, The excellent graphics ané well
implernented with arcade titles such
a3 Zaxxon, Lady Bug, Gorf, Wizard
of Wor, Carnival, Mouse Trap and the
lovable Smurfs. The console comes
supplied with a thres screen arcade
quality version of DONKEY KONG.
Parker and other companies have also
announced ranges of cartridges for
Colecovision, to further enhance the
wide range of quality titles available
for this new television games machine.

]
© mabisg 1o B s ey
et [TV Cigerm ol Comumatem|
it dierqueta ¥ REE OF CHARE

M: With the Atari Personal
omputers, you can play the ultimate in
T.V. games, teach yourssl! new subjects

or skills, balance budgets, and even write
your own computer programs n Basic,

SPECIFICATIONS: Both the Atari 400
and can display in up 1o 18 colours,
gach with 16 intensities, They hawe four
independent sound synthesizers for music
tunes/game sounds, giving four octaves
wilth variable valurme and tone control on
your T.V.'s speaker, The display graphics
are of amazing quality, hawving a detalled resolution of 320 x192, comprising 24 lines of
40 eharacters, Atari parsonal computers have & standard 10K ROM operating system. In
addition the standard Atari 400 (£149) comes with 16K of RAM, and the sxpanded
varsion with 48K (£198), The Atari 800 (£299) comes with 48K as standard. Both the
400 and 800 are now supplied with a FREE £40 Basic Programming Kit, which includes
the Basic Programming Cartricige, as well a5 a 120 page Basic Reference Manual and the
184 page Self Teaching Manual by Bill Carris called ‘Ingide Atari Basic’, s0 you can begin
programming straight away , without buying any ‘extras’. Even & mains plug ks supplied!

OVER 500 PROGRAMS AVAILABLE: The Atari computirs aré supported by wall over

programs available for your use, & larger selection than you will find on any other
tebevision game ar home computer! The wide selection puts Atari way ahead of the
competition, Just fill in the coupon and we will be pleased to send you a full price list
which gives details of our renge of software available for entertainment, home sducation,
programming and home office use, We think you'll agree when we say it's guite impressive

100 FREE PROGRAMS FROM SILICA SHOP: If you buy your Atari Home Computer
From Silica Shop, you will recieve @ FAEE presentation pack of & casseties, containing
100 programs including games, utilities and demonstrations. A 16 page booklet giving full
details of all of these programs is available on request. I you heve slready purchased
your eomputer elsewhers you can buy the set of & cessettes for £30. What's mone, Silica
Shop offer a two year guarantee on all computers as well as a FREE joystick. This acds
up to a great offer that we believe can’t be beaten or matched by any of our compatitors

ATARI 400 16K — £129.57+VAT=£149
ATARI 400 48K — £172.17+VAT=£198
ATARI| B0OO 4BK — £260.00+VAT=£299

VECTREX

THE SYSTEM: Vectrex i a totally unigue Home
Arcade 5\':tﬁm. which has been exclusively designed and
enginesred 10 duplicate real arcade game play . Complete
with its ownm monitor digplay , Vectréx won't cause any
argumeants over the use of the family ‘s television because
it has its own built in screen .

JHE SCREEN: Vectrax does not use ordinary display
techniques, instead it uses vector scanning to control the
images on the screen. With this scanning method, the
gun only updates the area of the screen that has changed
whereas a normal T.V. re-transmits the ENTIRE screen
50 times a minute. 1t is this that gives Vectrax ity speed,
and means that very little computer power is reguired
for screen control, and the results provide very fast
regponding and clear images. These “Vector Graphics'
are used in several arcade games such ss Asteroids and
Battlezone, to give you incrédibly high resolution and
guality. Vectrex brings all of this from the arcade right
into your living room. The Vectrex screen is capable of
displaying 80 columns by 40 lines, which is significant
1o the axtentsive developments planned for the system

HCITING ; Vectrex has an sdvanced microprocessor
with more speed and power and exciting effects than many home video games syatems.

REAL ARCADE CONTROLS: Vectrex has a unigue centrol panel, similar to those used
n many real arcode games, with 4 concave action buttons and a full 360° self centering
joystick. This control panel has a 4 foot detachable cord for maximum player freedom

REAL ARCADE GRAPHICS: Vectrex has its own 8 inch vertical screen and unlike a
conventional T1.V. screen, uses advanced display technology to achieve brilliant, high
résolution imagery and superb game play never before possible. The Vectrex display
provides special effects too, such as 3-D rotation and zooming in and out, which a
regular T.V. cannot match. Using a black and white monitor, sach Vectrex game comes
supplied with its own coloured plastic screen overlay 10 add to the excitement of game
pley. The range of Vectrex cartridges (£21.85 each), gives a good selection of arcads
games such as Berzerk, Scramble, Rip-Off and Bomber Attack, Vectrex comes complete
with a fast paced Minestorm’ game built into memary,

cmmnzzeiz £ 149
01-309 1111
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SILICA SHOP LIMITED, Dept ZCVG 0783,
1-4 The Mews, Hatherley Road, Sidcup, Kent, DA14 4DX
Telephone: 01-309 1111 or 01-301 1111




VIDEO GAMES _
ATARI N\

ATARI VCS (2600) — THE NO 1 BRAND LEADER IN THE UK,

ATARI: The Atari Video Computer System known as the Atarl VCS or the 2600 has now
becoms the T.\W. game brand leader. In the UK. there are ower 700,000 owners of the
VICS with access to a range of over 200 different plug in cartridges, sach having a multwde
of different variations and difficulty levels, Every system comes complete with the main
console, two individual joystick controllers, a pair of paddie controllers, aerial splitter,
mains adaptor and a 27 game Combat cartridge. It gives you bright crisp graphics, realistic
sound effects and even specially designed circuits for the protection of your Talevision Sat.

SECONDHAND GAMES: We currently have several secondhand Atarl VCS units in stock
which we are salling for only £49 (ine VAT). This price includes the Console, with Combat

Cartridge and all the sccessories, as well as a 12 month guarantee.
We also have stocks of several secondhand cartridges many at half
price (all with 12 months guaranteal. We will normally buy back

B secondhand units and cartridges at one third of our standard price.

EXTENSIVE CARTRIDGE RANGE: The Atari YCS s so popular that in addition 1o
Atari's own cartridges, there are over 150 compatible cartridges, produced by at least &
dozen different third party manufacturers. Silica Shop hes one of the largest cartridge selections available In the UK. Our rangs of
over 200 titles |printed sither side of this eolumnl, ineludes items in stock now, as well as many of the new releases for later in 1983,

SILICA ATARI CLUB: Silica Shop has over 20 000 Atari VCS club mambers registered on our computer, As a specialist company
we are able 1o obtain advance information about new developments and send detailed catalogues to all of sur club members, anabling
them to evsluste new products before they buy. This is a totally FREE service, to receive your copies complete the coupon below,

SERVICE CENTRE: Atari International (UK) Inc has recently appointed Silica Shop as an authorised Atari Service Centre. This
means that we can now service your Atari VCS or 400/800 (under guarantee If applicable), whether or not you purchased it from us,

VCS COMPUTER KEYBOARD: A keyboard will soon be launched to convert the WCS into a fully programmable heme computer
For further details, join our club by completing the coupon below, We will then let you know whan further information is svailable,

STARPATH SUPERCHARGER: The supercharger plugs into the cartridge socket of vour VCS and expands its RAM almost 50 fold,
from 128 to 6,272 bytes, This increased memary adds vivid high resolution graphies capabilities and significantly lengthens the game

playing time. Supercharger has a range of multidoad games (a1 £19 45 each), these offer the facility to play 8
game in several distinct parts (great for adventures), the next section being loaded when you have completed £ 79

the previous one, thus enhancing the game play . For further information please complete the coupon below,

ATARI VCS CONSOLE- With Combat Cart & Accessories £68.70+VAT = £79.00

We stock @ wide range of accessories for the Atari VCS and 400/800 personal computers.
The same accessories can be used on the Commaodore VIC range of computers. Tha Wico
range can also be used with the Texss Instruments computers on purchasing a special

sdapror, To give you an idea of the range available, just take a look at the following list:
g M, 1 ?

Trackball LE STICK: A mercury filled joystick specially made :'T::Irn‘ :IE:IT;-'}"I:LDI"“"':::
by Wico for one handed operstion, with thumb fire button. 4 - ..F-- Lo - TV, gama which offers 1-0 graphics

QUICK - SHOT: This joystick features & contoured — quality for only £98, Esch cartridge
handle grip, thumb trigger and optional base fire F - ¥ o comes with 2 averlays which fit ower

button. It is supplied with 4 sure foot suction grips. the unique hand controller giving
easy directions for game play, Using

STARFIGHTER: Meat and compact with a amall ~ the handset’s control dise, objects
LI .
ditection stick. Metal interior for added strength, can be moved accurately in 16 directions giving a realistic simulation of lifelike mowement

VlDE:; EO:T:II‘:DZ Wl':f' : i Wico VOICE SYNTHESIS: The Intellivoice unit, price £49, is used with special cartricipes

rapier anale, this jovetic . where high guality synthesised male and fermale voices feature as part of the game play

is for one handed use. It has - Straight BT e S game play

¥ . i DOE RELEASES: Wiy not ® upean bk o juo i Marpel Drwnar

8 directional control which is similar to a jet fighter joystick. 5"5: Bl e -u-.l:'é%.-- EREE news bolletims s 16 '__',';,:T:f’;,,':.;,.f:.,,":'.\,{;.:‘,:.;m,'h:.:., :.l.*,,;.'_._ ang
i nirsy cartridgen ausilstie for she Matial, g 8 small s8l8000n 6o Ehissr o ligied belbvs

!_\:tlpg RED -Fﬁ%L : An arcade type jaystick with a red ball handle, Strick

it features ire button locations, one at the base and one on the Fire |Mgr.',.":..5?.‘:?|': -?-..T;::fs::f:.h‘::.:.‘::m;..l e snimin m-..-ov:m--.-- "f"""' :!.ll‘:‘llﬁl::—:':-::

stick. It comes supplied with 4 grip pads for easier table 10D use Huttan Bhse Pring, Carmival, Danikiry K oms, Garl, Mousetr .t s, Wiz

y ; Rewser. Dracuiln, | Bisar_ 5 . "

WICO STRAIGHT - STICK: The main feature of this A fe. demes Bona 07, Lerd i the Rings, Popeye, Q-Birt, Beaterini Str Wire. Sunr Cotn Ty

joystick is its arcade style, bat handle grip. It also has 2 -

fire buttons, Four grip pads included for table top use, \ CDMPUTkEH KEYBOARD: Inrdmtlr-'i::luwm I'B”R'fj ’-L!:t;er :hull :u l:uﬂr.h.nu their new
) a -key computer keyboard attachmant called ‘Lucky’ which is fully programmabie

WICO TRACKBALL: A true arcade style t_m:kull h:l-r 5 and has microsoft basic built in. It will transform your Master Componrent into a home

use with your Atari or Commadare VIC, This product is computer. The adaptor siso accepts 8 6 note palyphonic music

designed to give arcace control in your living room L ) synthesiser and full size 49-key piano keyboard that will make
12° EXTENSION LEAD: A 12" extension for Atari and learning music &s easy as playing games.
Atar] compatible joysticks for greater player fresdom. = MATTEL CONSOLE £85.22 + VAT = £98.00

VIDEO GAME CLUB| FREE LITERATURE

In a fast moving market like video games, it is difficult 1o keap up 1o date with all the
L A 8 B 0 &2 B B0 0 &0 § 0§ ™

developments that take place. With new programmes and sccessories being introduced at
8 fast rate by several different manufacturers, it is impossible to get all the information
you require from one manufacturer alone. It is for this reason, that we have set up
owners clubs for the more popular video games and home computers, to keep you fully
up 1o date with what iz going on with yvour particular machine. As far as we know, Silica
Shop are the only company to offer such elubs, but that is not surprising since we are
the specialists, We currently have FREE clubs for the Atari VCS, Atari 400/800 home
computers, snd Mattel Intallivision. Soon we will have clubs for Colecovision, Aquarius OWNERS CLUB — | already own the following products, please enrol
and Vectrex, 50 if you own one of these machines, fill in the coupon oppasite, and we me in your FREE cluby:

will enrol you FREE OF CHARGE in the club relevant to your computer or video game.

01-309 11111~ — —

SINCRE R ==
J ‘;ﬂm;}{:ﬂnm:ﬁ:{zie 0;33, L i B B B B 0
e st M FREE LITERATURE

FREE LITERATURE — Please send me your FREE LITERATURE and
catalogues on IHE 'nﬂntmng itermg
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— FLIGHT
BBCSEK//// ihf_’?‘lmy}l_mém

A new concept, & new classic

Wolfpack 111
BBC MICRO 32K

Combat brgling and program

SOMEBNMESs your first warning is a kan
bor bes FIRETI I\.Tllﬂhl.-'\".‘nc HOAT!
malerialise close at hand, You ang
dead!

palach a.||
KREMLIN 30 muiti level mare escads wih Gromiin Ko { Hanoom Peaceld Exploratar
Cipiion!

WORD PERFECT irendly and wersable B column word

DEALERS PHONE (0903} 206076 ROYALTIES DOC PAYS THE BEST FOR THE BEST

Orders to: Doctor Soft, 258 Coneygree Rd., Peterbaorough
MO axtras all prices fully inclusive

copias al 74T @ £6.85 Marme
copies of Woltpack £7.95 e
copias of Kremiin £6.95 Addres

copies of Word Perlect £9.85

& TOTAL £
{5 |

DOCTOR SOFT

AT ADVANCED SOFTWARE

E&@E@

An ATARI" Users Magazine

30000

ATARI 400/800 OWNERS

Would get more enjoyment from their computers if they
could read a magazine devoted entirely to Atari computers.
Now they can — with Page 6.

Page 6 has now reached its 4th issue and conlinues to
provide news, reviews, articles and program listings from
users in the U.K. and to bring you the best user group
programs from around the world — particularly from the
U.S.A.

Page 6 is published bi-monthly with Issue 4 due at the end
of June. The annual subscription from Issue 4 is £6.00
U.K./£8.00 Europe/£15.00 U.S.A./£16.50 elsewhere.

Issues 1, 2 and 3 are available (though in short supply) at
T0p each inc. p&p.

Page 6 has received praise from readers and retailers for
its presentation and valuable information. To find out what
you are missing subscribe now to: Page 6, 18 Underwood
Close, Parkside, Stafford. (Please make cheques payable
to Abacus).

PAGE 6 — 100% ATARI COMPUTING — PAGE &

STAR TREK 48K 16K Spectrum GOLF
Rid the Galaxy of the ewil Hi-Res Full colour graphics
Klingons, Protect your Star A game for 1 or 2 plavers

Bases from attack (“Easy to All the features of a full stze
play. Difficult to beat” course. THE family game
Sinclair User Dec '82) (Reviewed Si nclai

Uct &6£)

-

[/ ONLY £4.95

THE PROGRAM ENHANCEMENT
PACKAGE FOR THE Xx81 [18K)

GN&SHER lﬁl-(

THE ULTIMATE MAZE
GAME, Ghosis, Energy Pills
BaRiC progesmE

: :
DN S R L RRAION Bonus Fruit, S ml [. olour
whie scraen BSCAOLL up or dowr + much more
BFILLSCREEN any character Becomes ir
ECHANGE BACKGROUND
BCHANGE FOREGROUND
®INVERSE VIDED 8 FLASH SCREEN
BCLEARSCREEN withoul changing

ONLY £5.95
Send to R Sc R bCIFIWHHE (CVG) 48 HOUR DISPATCH

Ouverseas + 0% please
l””""”“ L4 OLE L: -rjc Dealer Discounts
LOS (0452] 502819
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BLABY COMPUTER GAMES

Announce new games for the following machines:

DRAGON 32 & TRS80 CC | SPECTRUM
LASER BLAST CONFUSION

You have only a
few shieids left
Gan you withstand
this constant bar-
rage from 1the
Klingons? 16k
£6.95

You are Ttolally
CONFUSED" and
are besng aftacked
from both sides by
the most nastiest
Aliens known in the
universe. 48K M/C
£4.95

GOLD DIGGER

Dig your way

PEAGCN 4]

e
PLANET CONQUEST

Land your Freighter

Ship safely and
then you may pro
ceed 10 your next
solar system. (Skill
evels, etc.) 16K
£6.95

LASER RUN
A nailhiting star
wars fype game.

16K £6.95. m <)

through the mine
and collect the
pold nuggets on
your way and
dislodge a rock
and kill a nugget
knasher. 48K
M/C £4.95

CHDPP'EH RESCUE

Scientists are
being entombed
under radio ac-
tive waste, can
you as a Helicop-
ter Pilot rescue
them all in time?
48K M/C £5.95

ATARI 32K RAM PACKS £59.95
DEALER ENQUIRIES WELCOME!

Blaby Computer and Video Games

Crossways House, Lutterworth Rd, Blaby, Leicester.
Telephone: 0533 TTW'I




Brace yourself fora

3;} =N FV ] ! M,
- u Jufiirars - '”hj

Lauaragluy-

'r.l..:ui gy

,.l.i....r Hauarit)ul
1 1\ Surtirare

XS ot i,
' FULL Selluas

. 'w(RF IN

[ 'H_f_{’ FNVOT
LAY |

EOR I6/48 K SPECTRLI EOR 16K 1F‘F."e LT

:II.'J TUNNEL - 15K 48KaSpecirum

30 DEFENDER® - 16K 7381
Fancy yourself as o spaceligh
Frl}-l if chance 1o find o I;w

30 MONSTER Ml.![' |ur. i il

¢ ultimate 10 mane

watch aut for the T Re
N wards you wi
Fast mowing machi
ONLY £4.95 “If | ha to choose just
one program 1o impress 2 udience
with the capabilities of tha ZX81, the
3D Monster Maze would be the cne
without doubt” Z¥ Computing

y, Fonanard ri |c|.r| #nd yaur
SEOM l]NI.'I' £4.95 “ Anpihes 30 wonner”
Sinclair User

30 Tunnel 16K/48K @ £5.95 inc Cheques'PO payable to New Generation Software
{ Escape @i £4.95 inc
Knot in 30 (= £5.95 inc.

MName

£4.95 inc Address

r 30 Defender
30 Monster Maze (¢ £495 inc.
| 1 Full Screen Breakout 6o £1.85 inc

Please tick box Total ine, __
New Generation Software FI'PEpDSI BS3433 Oldland Common Bristol BS15&BFI

All gamas written by Malcolm Evans-The 30 expert. For instant despatch phone 01-330 9232 and guote your credit mber
. — —— —— — — — — — rm— — —— m— — — r—

*These games have pressously been available from J K Greye Sofvware Lid

32K* RAM PACK FOR YOUR COMMODORE VIC 20

SPECIAL OFFER
CHOOSE ANY ONE OF THE FOLLOWING ‘GEMINI' SOFTWARE CASSETTES
REQUIRING 32K MEMORY EXPANSION:

1 — DATA BASE MANAGEMENT
2 — STOCK CONTROL

3 — MAILING LIST

4 — INVOICE STATEMENTS

5 — HOME ACCOUNTS

6 — COMMERCIAL ACCOUNTS

AND ADD A 32K RAM PACK BY PLUS 80 (rrp £69.95 FOR BOTH)
ONLY £59.99 (INCL)

CVG7 |
l, Freepost BS3433 Oldiand Comman
Brstol BS1568R

NAME
PLUS 80 LTD
31-33 LOWER ROAD ADDRESS ...
Harrow

Middx HA2 ODE ' e
01-423 6393 :132K IgﬁMSP_ACAK wlfl',h S.cgtware

(Generous dealer discounts)
‘Gives 28152 bytes
ALLOW 10-14 DAYS DELIVERY

32 RAM PACK on its own at £49.99
SOFTWARE onits own at £19.95
10203040506

16K RAM PACK at £37.99

| ENCLOSE CHEQUE/POFORE

COMPUTER & VIDEO GAMES
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At last! A joystick that works!

Cambridge Computing bring you the first intelligent joystick.

Works on all existing software — regardless of which
keys the program uses. No need for specially written
software. Features include:

® Compatible with:
Spectrum, ZX81, Jupiter Ace

@® 2 Fire buttons

® 8 Directions

® Plugs into edge connector

@® Joystick and Interface £26.00

Please send me..........joysticks @ £26.00 for the
Spectrum [0 Zx810J Jupiter Ace[]

Cheques and P.0O.s made payable to:

Cambridge Computing,

1 Benson Street, Cambridge CB4 30,

Dealer enquiries welcome please ring C P Lloyd on
Cambridge (0223) 522905

Add on
the Adman way

The Vic 20 really can speak, but only if
you use an ADMAN SPEECH SYNTHESISER
It's word power is endless as there is no set
vocabulary . Yet operation is simple, The 64
wnts ol cnglish speec g Pre-pro
grammed to et you put y own words
together as soon as you switch on, Just

magne . program  adventure games with
characters that can actually 1alk

Also for your Vie 20 there are BK and

16K HAM PACKS and the ADMAN 3

PORT EXPANSION MOTHER BOARD

With proven designs of the highest quality

they are the best wvalue for money around .‘

Available from Spectrum, Dixons and other major computer accessory shops | Please send me information on Adman Vic 20§

:Accessones :

Prices around : Ta find out more about these products, why "\I 18 ]
no + a lea c spep BEIED § Mame H

8k Ram Pack . s £39 95 1 take a ;'!.‘l.ir.m” Jurl falt rl'h synth t.hh'ii.r g t.U H H
16k Ram Pack. . . . . £49 .85 your local dealer and ask for it! Or post the coupor : Address i
Motherboard, . . . . . £19.95 Dept. C, Adman Electronics Ltd., Ripon Way, H :
Speech Synthesiser . . £49.95 Harrogate, N.Yorks, HG1 2AU, Tel. 0621 740972 | e 1
:. CvG/7/83 1

l Adman Electronics Ltd, 15 a member of the Adam Leisure Group PLC
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THE
MICRO-HOME
PROGRAMMING DESK

£33.40 INC. VAT.

FREE Ad SIZE DATA BOARD WITH
SPRING LOADED PLACE MARKER
FOR MISTAKE FREE PROGRAMMING

B Square steel tube with B Accepts micros up to 15"
wood/melamine shelves dee
and back panel B Col. TV up to 14’ screen

B Overall size 32" wide 18" g |deal for home/office or
deep 34 high school use

B Room for disc drive B Delivered boxed flat

N Full width shelt at back B Assembled with screw-
for cables etc. driver only. Time approx.

B Reg. design 15 mins.

CHEQUES P/O PAYABLE PHOME 061 973 1219

TO SALMO ENGINEERS

NAME ITEM PRICE
ADDRESS DESK INC. VAT, £33.40
P&P Each £ 6.00
TOTAL £35.40

SEND TO SALMO ENGINEERS,
REAR 49, CROSS STREET,
SALE, CHESHIRE.

DRAGON

Amazing £5.95

Mini Games Selection £5.95
Stockmarket £5.95

Surprise £8.45

Golden Apples £8.45
Scanner 13 £8.45

Planetary Trader £5.95
Alien Odyssey Parts | & || £9.95
Database £15

Bopswizzle £5.95

ZX81

Treasure Island £5.95
Biorythms £5.95
Spelling Tutor £5.95

SPECTRUM 48K
Master Code £6.50
Mystery Manor £6.50

TI9S/4A
Underground Adventure £8.45
Alone At Sea £6.50

K — 64 £6.50

— offer the following selection from our catalogue —

BAMBY SOFTWARE LEVERBURGH ISLE OF HARRIS PA83 3TX

|
i

J

Hi

SOFTWARE LIBRARY

FOR

SPECTRUM

Low cost weekly hire of the best arcade games, adventures,
utilities, languages and business programs.

® Membership only £6.00 for 12 months

® Program hiring from only 80p (pius 25p p&p).

® Free fully descriptive catalogue for members.

@ New litles constantly being added.

® Furchase new programs at discount prices.

® Return of post service.

® All tapes despatched using first class post.

@ We have full permission and licences from the leading
software publishers, to whom royalties are paid.

Compare these features with our competitors and you will see
why more Spectrum owners are joining the Kernow Software
Library. Join today by clipping the coupon below or send a
S.A_E. for further details.

[]YES, please send me my free catalogue and selection
sheet. | enclose my £6 cheque/Postal Order.

BN . . R T o b o S A
ADDRESS
TEL
Send fo:
KERNOW SOFTWARE LIBRARY
{Dept. CVG)
55 ELIOT DRIVE, ST GERMANS
SALTASH, CORNWALL PL12 5NL

=

|BAMBY SOFTWARE

JERMIAL SOFTWARE

— THE GAMES YOU'VE BEEN DYING
TO SEE!

FOR THE UNEXPANDED VIC-20

™IC 3 Skramble! £7.95
™vIC 4 Terminal Invaders £5.95
TVIC 5 Meteor Blaster £5.95
TVIC 6 Gridder £7.95
IC 7 Line Up 4/Reversi £7.95
TVIC 8 Get Lost! (3D Maze) £5.95
ADVENTURES FOR THE VIC-20

WITH 16K EXPANSION

TVIC 9 The Curse of the Werewolf £9.95
TVIC 10 Rescue from Castle Dread £9.95
TVIC 11 Magic Mirror (8k Expansion) £9.95
FOR THE DRAGON 32

TDRAGT Line Up 4 £4.95
NEW COMMODORE 64 PROGRAM

TC64-1 Super Skramble 9.95

Dealer Enquiries welcome.

MACHINE-CODE PROGRAMMERS WANTED!

We will pay up to £1000 for good, original pro-
grammes for any of the popular micros.
DEMAND our games at all good computer shops,
or buy mail order from:-

Terminal Software, Dept. CVG,

28 Church Lane, Prestwich,

Manchester M25 5AJ.

.
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supermarket... supermarket... supermarket... supermarket...

Gan you stop them?

Protect your dam from wave after
wave of enemy bombers. Different
skill levels, stunning graphics and
sound. A colourful arcade style game
for the Atari 400/800 with 32K and
the Oric 48K. (Please state which.)
£14.50 (inc. VAT + P&P)
Available only from

34 Field Road, Reading.

(Cheques & P.0.’s only)

Dealer enquiries welcome
Tel: (0734) 581682

ATARI BOOKS from
COMPUTE! MAGAZINE

EI'S FIRST BOOK OF ATARI

COMPUT
GRAPHICE
tutorials, programs and lots maore

£12.70

Games

MAPPING THE ATARI

A comprehensive source book and memory
guide £14.50
MNSIDE ATARI DOS

ncludes complete listings and detailed ex-
planations £17.95

Prices include p&p. Phone Access/Visa orders
welcome, or cheques/P.O.5 0

Wattord Technical Books

105 St Albans Road, Watford WD1 1RD

Tel: (0923) 23324

UPGRADE YOUR 16K ZX SPECTRUM TO 48K

SIMPLY FITS INTEAMALLY WITH WO SOLDERING ON
SERIES 2 MODELS. UNLIKE COMPETITORS, WE USE NO
REJECT COMPOMNENTS AND AN ADAPTOR P.C. BOARD TO
ACWIEVE RESULTS DESIGNED BY EX SINCLAIR EN-
GINEER. MODEL CP48 £23.9% INC. P&P ([EXPORT AND LK)
EX STOCK

32K MEMORY EXTENSION ONLY £23.95

CITADEL PRODUCTS LTD. TEL: 01-951 1848
DEFT CVG. 50 HIGH STREET, EDGWARE, MIDDLESEX HAB
TEP.

ATAR] 400 & 800 OWNERS

A comprehensive range of cassette and
cartridge games for you lo hire at very
low rates. Send S.A.E. to:
Number One Games Library
1 Cherry Holt Ave,
Heaton Mersey, Stockport,
Cheshire SK4 3PT.

 BROKEN \’TIGI( |

e happerings
y 10 ascape

H"\i-

r"lr

racetrack. 6K text, 2K

5. £4.00 inc
FOURTH DIMENSION SOFTWARE. 15
Killearn va, Ralston, Paisley PA1 3DG

STROHGEH |oys

16K 9 |gvels, graphics + sour
16K T levels, crack compuler s code

Ml I-I i
All cassefles based « £4.95-50p php sach
COMPUTER SUPPLIES

146 CHURCH ROAD
BOSTON, LINCS. PE21 0JX

ATTENTION
ATMII ‘IIIIIISII SERS

axtansive Il’ ary

tility tapa for neaw mambes & SAE
to -&MUSEMENTS UNLIMITF[’I .19 LESLIE
CRESCENT, ST. MICHAELS, TENTERDEN
KENT TN30 6BX.

Tel: (05806) 3830 (evenings)

CHRISTINE COMPUTING
TI99/4A SF'ECIALISTS

SDFIWJHE GAMES

£9.0
HARDWARE AVAILABLE
£3.9

LITERATURE

PROGRAMMES FOR
PET & COMMODORE 64
SOFTWARE FOR THE PET AND CBM64
I AFUF hEJH,fH : v £h.50

LONDON EXCHANGE 32K PET (Naw M B4 £6.50

BRIGHTON BEACH ROULETTE
A Rl

A

TEST MATCH SPECIAL /
£6.50

ASHLEY COMPUTER SERVICES,
5 Garden Street, Kirkham, Preston PR4 2TU
Telephone: (0772) BB6122.

- STUARY
s ESF— 42

MAHI EIIMFIHIER IIWHEHS

For tull details send a S A_E. to: Star Hire, P.O.
Box 48, Bracknell, Berks. RG12 4WD.

ZXBI ZXSPEC'IRUH

DRAGON 32-VIC-20-BBC

The very best mail order items '‘over the cou ner"
Games, Keyboards, Serious Programs, Rams,
Books, Periph

Is and much, much more!

Open 10.30 — 5 30 Tues

5. 0 5al (closed Mondays)

3o SIIlEMHMI Hl.IEiH ROAD, LONDON SW16
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A new name in and Sinclair software

HITCHHIKERS

GUIDE 'I'D THE

For S. LI, I-HH I'ti-“- Appie II on disg '-'16 85, Lamge :i."l“l on ol
soltware on display &l our shop
Walck #his space e frlune reieases

SPECIAL OFFER

for
ATARI 40(} 800 OWNERS
':x‘:':‘l“-u [ . _irom 'II-.-I
minute ¥ e .

Send s.a
Chamwaud Games 27 Warwick Ave
Quorn, Leics

Tel: 0509 412604

FIVICTORIAAVE SOUTHEND 0N SEA ESSEX)

10702 | 4¥568

p ARDVARK
e /\SDFTWAHE

Py which ROM v
* 0. for £5 & cassefe. LB lor bwo, 1o

I wark Sofware, 15 Queensberry Avenue
Hartiepood, Cleveland TS26 BNW

IX81 (16K) Space Shuttle
Game

Trade enquiries invited

COMPUTER GAMES
ouy 10p-A-DAY
ATARI VCS — 400 — 800

INTELLIVISION SPECTRUM
ZX81 — VIC20 [JHA(;D’\I

Ask

HOME noao'rs'
Thay wak! L
FREE DETAILS frodm
VIDEQ INTERNATIONAL (CVG)
287-291 High 5t Epping, Essex CM16 4DA




MAKE YOUR
CONTRIBUTION
TO SPECIAL
EDUCATION

"MORE EFFECTIVE

Robyn Frankham copes very well with her learning problems,

thanks to developments with computers in special educanon. Like

many other children, she now has the ability (0 communicat
with the aid of microelectronic devices which help her 1o write
essays, draw pictures ard most important of all, 1o gain her
independence.

Learning To Cope 83 Computers in Special Education
the second of this annual publication which presents the story ol

Robyn and how many other physically and mentally handicapped

children and adults are coping with their futures. Tremendou
progress is being made through the manufacture of specialised

devices and through the dedication of teachers and parent

Learning To Cope "83 looks at specialised compiter

hardware and software and brings vou the latest developments i
applications covering all aspects of special education. Read for
vourself how commitied people have developed and redesigned
new and existing equipment to help those in special educatior
help themselves
We can all help if we care enough
Learning To Cope "83 -
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1. All advertisements must be pre-paid (Cheques/PO’s made
payable to COMPUTER & VIDEO GAMES)

2. This section is for PRIVATE ADVERTISERS only. Trade
advertisers wishing to advertise in the “Supermarket” sec-
tion should contact MICK CASSELL on 11-278 6552.

3. Minimum of 15 words, maximum of 40 words allowed.

4 COMPUTER & VIDEO GAMES reserve the right not to
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Linsac's ZX Companion series has received excellent press
reviews:

“Far and away the best’ Your Computer

Thoughtfully written, detailed and illustrated with meaningful
programs ... outstandingly useful” EZUG

“The Spactrum Gamas Companion’ is the latest addition to the
series and is aimed at the games player and programmer alike
Twenty-one games designed specifically for the ZX Spectrum are

THE LARGEST SELECTION included, with clear instructions on entry and play. Each program

is explained fully with complete details on how it is designed and

OF GAMES l" THE ‘WOILII written. Introductory chapters show how to set up and use the
Spectrum and how to create your Own games Later sections

we StO'Ck the Blﬁ NnMES cover number games, word games, board games, simulation
games, dice games card

|n Computers |nCIud|ng games and grid games, If

you wantl 1o anjoy your

its secrets at the same
time then this is the

ZX Spectrum and learn
— book for you!

= DSl B
_ ATARI 400/800

Bob Maunder is co
author of 'The ZXB0
v oand authos

of "The ZXBE1

——— and avastrangeof — "o s o
independent Atari oty
Suﬁware The Spectrum Gamas

Companion is available

Main Computer Branches: 22 OXFORD STREET, London W.1.
439 OXFORD STREET, London W.1
52 WESTERN ROAD, Brighton
31 LISTER GATE, Nottingham ONLY LINSAC, (vc) 68 Barker Road,

Middlesbrough, Cleveland TS5 5ES

Bob Maunﬂ!l’ LIHSAC from good book shops,

or send £5.95 to

141 NEW STREET, Birmingham
Alsoat: 184 REGENT STREET, London W.1. | | E5-9'5_
254 REGENT STREET, London W.1. | Postage is froe within the LK

kk _Jj ISBEN 0 907211 02 X add £1 for Evrope or (2 57 outside Eurgpe

_. Everything for the Acorn and BBC microcomputer user.

ACORN USER EXHIBITION

¥ Cunard International Hotel e

The Acorn User Exhibition at the Admission charges: Adults £2 per
Cunard, Hammersmith will house the ticket, Children £1 per ticket.

largest display of Acorn products ever We have arranged for nearly every
assembled under one roof. It will be four exhibitor to redeem the cost of your ticket
days of non-stop entertainment and when you buy something from their stand.
education for parents and children alike. Group rates: 10% discount for parties

The new Electron, the second of 10 or more.
processors for the BBC micro, the BBC Buses: Frequent services from central
Buggy, all the new software and hardware  London.
will be on show. There'll be competitions, Tubes: Hammersmith Broadway
prizes, Acorn experts to answer your Metropolitan, District and Piccadilly lines.
technical questions, demonstrations and Car Parking: Several car parks in the
lots and lots of bargains., immediate area.

If you are an Acorn owner, or just For details of exhibition stands and
thinking about being one, you can't afford  advance ticket sales contact Computer
to miss it. Marketplace Ltd, 20 Orange Street,

pening hours: August 25th-27th, London WC2H 7ED. Tel: 01-930 1612.

=, 10am-7 pm; August 28th, 10am-4 pm.

e — e —— ———— i — —— —— — —

_EWPT\IEE BOOKING CDUPGmE:I'v queue — buy your tickets in advance
; :",\ Computer Marketplace Ltd, 20 Orange Street, London WC2H 7ED. I
Adult ticketsat £2 __ Childrens tickets at Ell

PN s Please send__
BN | enclose a cheque/postal order value £ . payable to Computer Marketplace L m'l

s b

Name_— Tt WIS _ LOLE _l
Address et = e i B T S -

CAVG/T
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ORICMON

A complete machine code manitor including
mnemonic assembler/disassembler, block
move and venfy, trace and slow-motion run
and full cassette handling, plus manual
£15.00 inc VAT and 90p postage and packing
16k or 48k

ORIC
SOFTWARE

y 4

ORIC MUNCH

Our best arcade game yet. Can you fight off
the ghosts, eat the power pills and catch the
eluswe fruit. An exciting game that will keep
you amused for hours

E7.95 inc VAT and 40p postage and packing
48k

3DLINK 4

A sat of new exciting and challenging games.
Hangman, Moonlander, Substrike, Roadrace
and 3D Noughts and Crosses.

£6.90 inc VAT and 40p postage and packing
48k

ansSor

HOUSE OF DEATH

If you were baffled by Zodiac you will be
terrified by House of Death. Can you dscover
the secret of the haunted house and escape
with your life?

£999 inc VAT and 40p postage and packing
48k

ORIC BASE

This is a database system used for the
maintenance of personal and small business
information. It is supplied on cassette with a
comprehensive manual. A sophisticated query
language is used to manipulate data and allow
reports to be printed, data to be sorted or
moved about and running totals to be kept. A
Macro command facility allows the creation of
application specific command strings which
can be used easily by non-technical
personnal. Requires a 48k machine

Price: £14.50 including VAT and 90p postage
and packing.

ZODIAC

A traditional adventure game in which the
player has to find the 12 cunningly hidden
signs of the Zodiac which lead him to greater
treasures. The player manipulates objects
through simple sentences which the program
can understand and can ask for his score at
any time. A save game feature is also
included. Requires a 48k machine.

Price: £9.99 included VAT and 40p postage
and packing.

ORIC-CHESS

Using high resolution graphics to display the
chess board this package will play a
challenging game of chess with five levels of
skill. The computer looks ahead for its own
moves plus its opponent’s. The skill level
dictates how far the computer looks ahead
although at the expanse of more time, Al
chess rules including Castiing and En Passant
are obeyed. Requires a 48k machine

Price: £9.99 including VAT and 40p postage
and packing.

ORIC FORTH

This is a cassette-based implementation of
FIG-FORTH, the language distributed by the
Forth Interest Group in the United States. It
has been extended to utilise the graphics and
sound capabilities of the Oric. It is supplied
with an editor and a full Forth assembler

A 98-page manual is included in the package
A demonstration music program I8 also
suppled. Requires a 48k machine

Price: £15.00 including VAT and 90p postage
and packing

ORIC OWNER MAGAZINE. £1

Why should you subscribe to ORIC OWNER?
Your Oric 1 is one of the most powerful
low-cost computers on the market today

Oric Owner is the only magazine totally
dedicated to the Onic and its supporting
hardware and software

From issue to issue Onic Owner is able 1o bring
you in-depth information on the Oric, advance
news on the latest add-ons, superb programs
to try and ‘behind the scenes’ interviews with
the engineers who designed it

If you wish to keep ahead of the latest
developments and news on the Oric then
Oric Owner 15 essential. At only £10 for a
year's subscription of 8 issues (E15 for
overseas readers) can you afford to be
without Oric Owner? TODAY!

Calling all Software Writers.

If you can write top qualty games, business or
utility software we want to haar from you
Haven't got an Oric? Convince us of your
capabslity and we will supply one!

Dealer Enquiries Welcome
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