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The new Computer & Video Games
1984 Arcade Champion took his
crown in the closing stages of a nail-
biting contest at Xenon, a posh
nightclub in the heat of the West End
of London.

_ Seventeen arcade hotshots battled
it out on a sweltering August day
over a series of heats using Dragon's
Lair, Track & Field, Gyruss and Star
Wars.

Jools Holland, star presenter of The
Tube, Channel 4's pop show, then
invited the four finalists with the
highest scores on each machine to
tackle each other in a grand final on
Flicky — a brand new game unveiled
for the first time at the C&VG
championships. Flicky features a
mother duck and her chicks involved
in a series of death defying
adventures.

Mark Payne, elected by Jools to go

Mark Payne is the
1984 Computer &
Video Games
Champion! He won
the title in an action-
packed event at a
posh London
nightclub. Clare
Edgeley, C&VG's
Arcade ace, reports.

first, scored a magnificent 28,860 in
his five minute session, setting a
tough task for those to follow,

Stephen Munroe and Michael
Chilton found it a little more difficult
to control Flicky, the motor duck, and
her chicks and both came away with
some 14,000 points.

Finally, David Bushby played and
almost reached 28,000 — but the
whistle blew. Phew! A close finish
which left a beaming Mark Payne
from Redcar, Cleveland the C&VG
Champ!

Jools Helland presented Mark with
a table top version of Hunchback
provided by Taitel, who co-
sponsored the championships.

Taitel also presented Mark with a
new games cartridge for the machine
— Amazing Heart Attack. Mark will
be able to swap cartridges in his
prize machine for a different chal-

lenge. Two games in one. Not bad.

He'll also be able to go back to
Taitel for more cartridges for the
machine whenever he gets too good
at the games we provided!

Mark, who qualified for the final on
Track & Field with 64,660, suitably
dressed in a pair of running shorts
and trainers said, "I put this gear on
just in case I got too hot playing
Track & Field.

"I really enjoyed myself and I'm
glad I've won. I'll be looking around
for some new games to practise on to
enter into next year's championships.
I'll probably put Hunchback in my
bedroom!"

All the finalists went home with
special C&VG certificates, a hand
held pinball game and watch from
CGL and the soundtrack of Electric
Dreams — a brand new film release
from Virgin Films.




WELCOME TO THE YEAR BOOK

Congratulations! You are now
the lucky owner of the second
Computer & Video Games Year-
book and we hope you enjoy
what you'll find crammed into
these fun-packed pages. We've
attempted to bring you a lot of
new and exciting features — like
our tips on Dragon’s Lair and
playing strategy games. But
we've also included a few old
favourites this time, too — like
Bug Hunter's round-up of
programs that help you write
games and our top ten games
designers. There are some tried
and testing listings too, plus our
very special competition with an
MSX computer as the big prize.
So stop reading this and turn
the page — it's much more
interesting over there!

The =,
LISTINGS . -

SPACE WARP/OLi...ovueeeeenssessnnsenseeness8 DAVE

CELEBRITIES

Avoid crashing into the sun at all costs — and watch out
for the C&VG logo!

GREAT ESCAPE/CBM64 ...cccvvirrenssnsa1B
So you want to be a movie star? Try your hand at this
screen test.

ASTEROIDS/BBC .......ccociunnsnsessosencand

Will you make it through the centre of an asteroid field
to refuel your space craft?

captain?

junk metal in space?

» ZEPPELIN .......... _
Manoeuvrability is no easy task as you try to bomb six
munitions factories from your Zeppelin.

TEST MATCH/SPECTRUM............
Think you could do better than the England team

EILLER. ... .ocuvinvnvis
A defenceless little ball needs three lives, when it is
being chased by Killers and Super-Killers!.

SELVAGE ONE/VIC 20...ccc000ersassee::106

Any old iron? Any old iron? How are you at salvaging

.re80

ASTRO PIZZA /SPECTRUM..............116
Here is the recipe for an astro pizza. First, you must
catch your mutant vegetables . . .

OPERATION SEA WOLF/TEXAS .....124

GREENFIELD......4
Dave Greenfield, keyboard
player with the Stranglers,
gives us the lowdown on
his favourite games . . .

PAUL DANIELS..23
Ace magician, Paul
Daniels, tells us how he first
got hooked on computers.

VINCE CLARK ...69
Vince Clark, quite apart
from his interest in com-
puterised music, also has a
passion for video games.

TERRY JONES....86
We talk to ex-Monty Python
member, Terry Jones,
about his new Adventure
game, Erik the Viking.

THE THOMPSON
TWINS .............122

Find out more about the

amazing flexi-disc which
we gave away in October.

Can you protect this secret underwater defence
establishment from enemy submarines?
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CHARTING THE HITS! ..............

Ever wondered how we put together the Computer &
Video Games/Daily Mirror Top 30 games software
charts? Well, this is your lucky day!

BIRATEGY GRMES.............cco00000000:24

Mike Turner takes us back to the beginnings of strategy
and war games on computers which are currently
enjoying a boom.

THE GAMES DESIGNERS................. 26

We put faces to the names you've probably only seen
on the cassette inlay of your favourite game.

ADVENTURE FOR BEGINNERS........32
Never played an Adventure before? Why not start here
with Mike Turner's mini-Adventure for the Spectum.

=3l Once you've got the bug, you'll soon be looking for

B more!

4 BIEPACREILY oo ocvsitssonnmiussinsinbin — 1

| Mike Singleton's great computer moderated board
7] game had Spectrum owners gasping when we first

printed it back in March. Now Commodore 64 and BRC
owners can get involved in the dark world of interna-

tional espionage.

LETTER FROM JAPAN ......c.coovnvnennea 10
Our Japanese correspondent, Tom Sato, tells the story

behind Space Invaders — the game that launched a
new industry.

HOW TO BEAT DRAGON'S LAIR......72
C&VG's arcade expert tells you how to tackle the
famous laservideo game that heralded a whole new
generation of arcade games. Want to know how to help
Dirk the Daring rescue the beautiful princess from the
clutches of the fire breathing dragon? Then read on!

50 YOU WANT TO BE A BUG

HUMER llllllll LA AL R R R RN NN EEY] (LR R R R R RN TB
Fed up with bugs in your programs? Want to know how
to get rid of them? Then read the Bug Hunter guide to
program pest control!

DESIGNING YOUR OWN GAMES

The C&VG Bug Hunter takes time off from squashing
pests in programs to take a look at the new breed of
games designer utilities. You too could write a game
like Manic Miner!

THE YEAR’S TOP TEN GAMES..........88

These are the games that YOU made chart toppers
during '84 and the games that the C& VG team liked the
best out of the many hundreds of tapes that flooded into

our offices throughout the year.

Join Marcus, a latter day Alice Through The Looking
Glass, as he journeys beyond his computer screen into
the land of Berzerk! Find out how he copes with mutant
bytes, exploding sprites and that grumpy old Turtle.

OLYMPIC HOLIDAY WINNERS ......128
Take a trip to the USA with the lucky winners of C&VG's
grand Olympic holiday contest. Gavin and Nathan Cox
had an amazing time and sent us some of their holiday
snap shots to show you.

THE REGULARS

1,001 REASONS
WHY YOU SHOULD
READ C&VG........5

If you are a regular reader
of the top computer games
magazine, then you'll know
all this already — but it still
makes interesting reading!

GOLDEN JOY-

STICK AWARDS
PREVIEW............6
Last year saw the first
C&VG Golden Joystick
Award ceremony which
rewarded software houses
for originality and success.
Which games will win the
gold awards this year?

Pl T

THE ADVENTURE
HELPLINE .........12

Ace Adventurer Keith
Campbell often finds his
house full of mailbags
bursting with pleas for help
from fellow Adventurers
having tough times with
Trolls and other assorted
nasties. This is all about
how Keith answers those
appeals for help!

MINI-QUEST......14
Those of you who enjoyed
our Quo Vadis? gquest will
love this.

THE BUGS ....97,123
Where would C&VG be
without the Bugs?

PUZZLING........110

Trevor Truran brings you
Puzzaders, the only alien
invaders who could win

*1 Mastermind! Plus lots of
! mind boggling brain-

twisters.

TOP TEN

~{ ADVENTURES ..120

Our top adventurer makes
his choice and picks his ten
favourite fantasy games and
tells you why.
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Dave Gree
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moody Stranglers, always
produce an inevitable
computers. Growing up in Brighton i
spent a lot of time in amusement
gtarted collecting board games which

regularly.

He became good at chess, puzzles fascinated him

and he was quick to buy 2 TV video-game system

when they first available. At first, this was

only a simple " type but Dave later
ending up with the

of the type made

dingtons and Parkers, eventually led
i in particular

him into fantasy role playing game. in
Advanced Dungeons & Dragons.

He built up a circle of regular players and one of
these friends acquired a Sinclair ZX81 and began 10
write and play Adventure and strategy games on it.
Dave decided 10 look for a computer of his own. He
ic Atari VCS system and wanted something

with similar graphics for arcade games.
At that time, few computers could equal
range for colour oI sound and he was impressed
enough to buy an 800 model. Then followed a lond
period of mastering their Star Raiders cartridge!

“1 started using Basic the easy way, by copyind
programs from magazines!’, he recalls. “But there
were bugs in these and 1 didn't know enough to

correct them."

left little time to learn pIO-
he found that the Atari
being friendly and it
irlfri , Pam, persuaded
him to get a Sinclair Spectrum, (mainly because she
was fascinated by Pimani i
own programs.
Although he admits

finds a great de
Actually some of it comes
synthesisers he currently use

some kind of programming.
iscovered that the Spectrum

that he is still at a very
al of satisfaction doing
fairly naturally, as bo

keyboard didn't match the
D.K.Tronics replacement. He

ngg far 1 havent consciously

g what happens if 1
that. Then

plays agains

his dedicated glectronic €
He has between 40

software for the Spectrum, but fewer

favourite games currently are Oracles

hessboard.

Sinclair and C.
My main complaint about
misrepresenmtion. I've often

goftware
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Atari for serious use, so he
also added a

fitted a
Kempston joystick and finally a Cheetah speech unit
so that his programs could talk back to him! His problem is still time. H
i i tried to write a locations into an Adventure and then has 10 leave off.
jth me a lot, 50 she doesn't manage any

developed ideas from
if 1 do this and
e a

useable program,” he explains.
Dave plays far fewer arcade gap-and-pow style
arried a few

games than he used to — he always C
handheld electronic games around with him in the so, as a pilot, what does
. Now he tends to prefer the more studied “As a rule, I find the controls aren't as quick 10
challenge of a good computer strategy or Adventure respond as the real thing, although Fighter Pilot for the
game. Spectrum jsn't so bad, except on landing.”
uP'd rather pla arcade games in amusement He has most of the better ¥nown Adventure
arcades,” he says. “At home, I prefer games that need programs for both machines. includin Valhalla an
more thought.” Despite his chess ckills, he rarely of course, the Hobbit of which he says: “‘I've just about
inst the computer, being quite gatisfied with completed i, having killed the dragon and picked up
the treasure. 1 had a lot of trouble after that, but I now

s of commercial
for the Atari. His
Cave for the

rush, Crumble and Chomp on the Atari.

bought programs
find that they're

So,
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Dave Greenfield, keyboard player
with ex-punk pband, The Stranglers,

his time making
music. Dave often sits down ata
keyboard of the compute:ised kind to
play Adventure games. Adventure
programmer, MIKE TURNER, talked
to Dave about his obsession.

gtrategies or even arcade games! The other thing is
price. 1 can't see Why Atari stuff should need to cost
three or four times as much as the Spectrum

e seems 1o get only a few
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more than 1 do!’

Dave is very close to obtaining 2 pilot’s licence. He
only needs a few flying time, SO under-
standably he is extremely i in flight
simulation programs. He has three different examples

ink of them?

know how to get back home.’
Dave feels home computing has a great future.

of course, something supersedes them the
did the TV games. Computers will event:
nally be used to run the hat are Dave’s
future computing aspiza'tinns? “] hope to find time ¢

learn to use them pmperly&"
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So, you're now the proud owner of the Computer
& Video Games Yearbook. You either grabbed it
off the shelves because you are a regular reader
of the first and best fun computer magazine — or
because you simply liked the look of the cover!
Whatever made yom purchase this
publication, we’re glad you did. But remember,
what you find packed between the covers of this
Yearbook is just a sample of the delights to be
discovered in Computer & Video Games — the
magazine — each and every month.

Computer & Video Games was the first
magazine to appear which was devoted entirely
to computer games. That was well over two
years ago and, since then, several other
magazines have been quick to copy our style.

But we like to think we do it better than any of
the opposition. Who else brings you pro-
fessionally written listings by top programmers
like Matthew Smith — the man who had two
number one games hogging the C&VG/Daily
Mirror Top 30 for several weeks this year — and
the zany Jeff Minter of Mutant Camels fame?

And talking about the Top 30, which other
magazine has taken the games world as
seriously as C&VG?We were the first in the field
with a properly researched and truly inde-
pendent games software chart — developed with
the assistance of the Daily Mirror newspaper
and NOP Market Research, the leading research
company in this country. You can get up to date

under-
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nd time 10

news on the charts every other Saturday in the
Daily Mirror. The chart was also featured on
BBC’s Superstore and Saturday Morning Picture
Show during the summer.

No other magazine brings you competitions as
amazing as our terrific Olympic Holiday contest
— which you can read about on page 128 of this
Yearbook.

No other magazine brings you the latest games
news as quickly and — more often than not —
exclusively, as Computer & Video Games.

Who else has World Champion games players
on the games reviews staff? Both Atari world
champs, Andrew Brzezenski and Stuart Murray
review games for C&VG plus of course our
1983 Arcade Champion, Julian Rignall!

Then there’s Keith Campbell’s much praised
Adventure column — plus the extremely useful
Adventure Helpline which has saved many an
Adventurer from a fate worse than death.
Computer & Video Games is a must for
Adventure games fans everywhere!

In fact, C&VG is a must for any computer
gamer — whether you enjoy blasting aliens or
getting tough with Trolls. So if you've enjoyed
reading this Yearbook and fancy some more of
the same on a monthly basis during 1985, why
not rush down to your newsagent and place an
order for THE computer games magazine,
Computer & Video Games. ARccept no substitute!
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C&VG’S GOLDEN JOYSTICK AWARDS 1984 P !

Use this form to nominate your favourite games, software house or programmer. No nominations will
be accepted unless they come on this form. Send it to Computer & Video Games, Golden Joystick
Awards, Priory Court, 30-32 Farringdon Lane, London EC1R 3AU.

Game of the Year
R B O e i e T e R e e R R e e
7 e s B e e R e R S G e S e e e

Software House of the Year

First choice: . N daB i A A A b R A P L S e e L e e e e s s e e e
L R R S e e s
Best Original Game

B i T s e e T e B e e e e
Second choice:

Best Adventure Game
BT P R BNt - i i S s S5 o M s T B T T BT i e T e e e e
Second choice:

Best Strategy Game
First chmce .......... AR AR pm e s R T e e i i TR R e s L et T I e

Best Arcade-style Game
I e i Oy N O S WM ¢ oo e e, I P g T ine S Pttt e Eriin ks
e T BT T L e S e e R I NS e

Programmerofthe Year ............cc.ocoovvviviiieninninnnn
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The time has come to talk of many things. Of great
graphics, neat routines and above all, your favourite
games! Yes, it's Golden Joystick Award

time again. Time for you, the respected
Computer & Video Games reader, to sit

down and work out your nominations for

the best games of 1984.

The Computer & Video Games
Golden Joystick Awards are the only
awards made to the games software
industry decided exclusively by the
games player. And because of that
fact, the software houses regard our
awards as being among the most
worthwhile to receive.

You’ll find a form below which
details the categories and asks for

your choices. Fill it in and rush it off to

C&VG. We'll be announcing the date
and venue for the awards ceremony
shortly. Meanwhile, we’'ll give you a
better idea of what we want you to
think about when you make your
nominations.

Game of the Year — this is pretty easy
to work out. Any game, whether it's an
arcade-style shoot-out or a graphic
Adventure, qualifies for this award.
Software House of the Year—does
your favourite software house produce
high guality games? Does it offer good
after-sales service? Do you always look
out for a new game? If so—then enter
it here!

Best Original Game—again this is
pretty easy to explain. What's the most
exciting new game you've seen this
year which has a totally original
concept andlor design?

Best Adventure Game—text or graphic
Adventures can win their own Golden
Joystick Award for the first time this
year. How about The Hobbit? Or Lords
of Midnight?

Best Strategy Game —another new
category for 1984. This includes war
games, board game conversions,
simulations other than sports, and all
the original strategy games that are
zooming up the charts like Mugsy,
Psytron, and Worse Things Happen at
Sea.

et e b

Best Arcade-style game—found a great space shoot-
out? Or the ultimate version of Star Wars? Nominate it
now in this category designed exclusively

for computer games that first saw the
light of day somewhere in an arcade—or
look as if they should have done!
Programmer of the Year — The third
new category for the 1984 Awards.

This gives you the chance to show

your appreciation for all the hard
work that goes on behind the scenes
at YOUR favourite games designer.
Best Sports Simulation Game—1984
has been the year of the sports
simulation with dozens of games for
all the popular machines.

To mention a few that have charted in
the C&VG/Daily Mirror Top Thirty —

International Soccer, Basketball and

Match Point.

Jet Set Willy is out in front of the
Game of the Year Category, though
Fighter Pilot, Sabre Wulf and
Hunchback are all pulling up fast.
Software Projects are edging ahead
of last year's winner, Ultimate, in the
Software House of the Year category.
There is still plenty of time to vote,
though, as in all the categories. Other
companies doing well here are
Ocean, Llamasoft and Microdeal.

The Adventure Game category looks
like being one of the most fiercely
contested this year with Quesiprobe,
Twin Kingdom Valley and Lords of
Midnight making the running so far.
Original games nominated for a
Golden Joystick this year are
Trashman which is in the lead, with
Scuba Dive and Fred hot on his heels.
There is still bags of time to vote. So
sit down and have a good think and
fill out the form below. The closing
date for entries is 31st December
1984. Remember, it's your vote that
counts in the Golden Joystick
Awards, so make sure you use it.
Remember, we really NEED your
votes. Every one counts towards the
final result. Without you the awards
just wouldn’t happen.
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Here’s a real first for C&VG. This
game will keep you occupied

while you're waiting for some

- professional software to arrive
for your QL.

The game makes full use of
sound and graphics and even
prints the C& VG logo on screen
as well!

The object of the game is to
dock your ship with the fuel pod
in the shortest time. Don’t crash
into the sun, though, as this
means death for sure. You have
only a limited amount of fuel for
each mission.

Two graphics characters are
used for the ship and the fuel
pod. These are in line 720, which
is typed as CTRL-SHIFT W and
740, which is CTRL-SHIFT R.
The game runs in TV mode, so
press f2 when you have turned
yvour QL on.

RUNS ON A NEW ISSUE QL S YNBSS SN
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BY MICHAEL LEVERS 3 9 2 e
' 270
280

290

LOOF

300

310

=20

320

100 INSTRUCTIONS Z40
110 REFeat CONTROL_LODOF $:CU
120 VARIABLES g X0
130 SCREEN 350
140 MAIN_LOOF 60
150 GAME :OVER 370
160 END REFeat CONTROL _LOGR X,0,
170 DEFine PROCedure INSTRUCTIONS 380
180 S5%="SPACE WARF':MODE 25&: BORDER Q:BO =70
RDEREZ ,0: BORDERE£D,0: PAFER 0:SCALE 255,0, 400
O:LOGO:TITLES:CSIZIE 3,1:CLSEO:CLS: CURSOR 410
2,2:INKE 4:0VER 1:PRINT S IN § 420
kK &:CURSOR O,0:PRINT® ‘1 S¥1CS1IE K 7=
0,0 INK S:PRINT Copyright Mike Leve 430
rs 1984° 440
190 ¥Y=0:FOR X=0 TO 1 450
200 INK Z2#(X=0)+7#(X=1):1CURSOR 2%X,2B+X# 460
2:PRINTAN ' OBJECT: TO DODCEK YDUR SPACE SH 470
IF WITH'AN"THE FUEL UNIT ORBITING THE SU 480
M.’ 490
Z10 FRIMT\ USE LEFT/RIGHT ARROW KEYS TO RMD ¢




ALTER '\\ 'RADIUS OF OREBIT % UF/DOWN KEYS
IO N\ "ALTER SPEED. KEEP AN EYE ON YOUR F
BEL “\\"IF IT RUNS OUT YOU'RE DEAD'"™
220 END FOR X

£350 CSIZE O,1:INK 3:FLASH 1:PRINTA
SE FRESS SFPACE-BAR TO CONTIMUE 3
2840 CSIZE 0,0:FLASH ©

250 WAIT SPACE:HIGH=9999:HIGH®="0L 't H$=
N9 09

250 END DEFine

270 DEFine PROCedure WAIT SPACE

280 REFeat LODOFP

290 KEY$=INKEY$(0): IF KEY$= ‘THEN EXIT
LOOP

S00 END REFeat LOOP

310 END DEFine

220 DEFine PROCedure TITLES

230 CLS:CSIZE 3,1::0VER 1:FOR X=1 TO 80

240 CURSOR 280-(X-1)#2,X-1: INK 2:PRINT S
$ICURSOR 2B0-X#2,X: INK 7:PRINT S#%:BEEP O
,E.CHD,].,IE,];J},:J

350 END FOR X

360 INK 0:FDR X=0 TO 80

370 CURSOR 280—-X#2 ,X:PRINT S#$:BEEF 0,B0-
X,0,0,1,15,10,0

380 END FOR X

8 Oz BO 290 BEEP
A3 3 R 400 FOR X=0 TO 128
URSOR 410 INK RND(1 TO 3)
[ S%: TN 420 LINE 192,140 TO RND(412) ,RND(255): IN
S1ZE K 7:CURSOR 120,B0:PRINT S$
: Leve 430 BEEF O,-X*2,255,0,0,15,5
440 END FOR X
450 BEEF:FAUSE S0:PAUSE 100:CLS
2B+X % 860 END DEFine
CE SH 470 DEFine PROCedure VARIABLES
HE SU 480 RANDOMISE:SHIP%=20+RND (&0)
490 UNIT%=2Z0+RND(&0) :POS=PI:DEBR=0: SPD=(
s TO RND{1 TO S))/10

PLEA

":ii_f'fZJEQSEF: agt’

9500 IF SHIPLFUNITY%-8 AND SHIPY<UNITY+8 T
HEM GO TO 4%0

510 FUELZ=S5000:SX%=0: SYL=0: UX¥=03: U¥%=03N
OvVAYL=0

920 SHIFP_POS:UNIT_POS:SPEED=SE-2

530 END DEFine

540 DEFine PROCedure SHIF_FOS

S50 DSXYU=SXK:SXYU=212+SHIF%*SIN(POS)

S60 0SY¥X=5Y¥:SY =8B8+SHIFPX+C0OS (PDS)

570 END DEFine

S80 DEFine PROCedure UNIT POS

ST0 OUXYE=UX%iUXK=212+UNITL*SIN(DEGR)

S0 OUY YsbUy i Uy =88 +UNIF A2 COS4BESR)

&10 END DEFine

&20 DEFine PROCedure SCREEN

&30 OVER O:CLS: INKE£O,&:CSIZEL£0,3,1:ATEOQ,
O,0:FRINTEO; "FUEL: TIME: "z INKEOQ, 7
ATED, 0, 5:PRINTEQ; FUEL%.: ATED, O, 18:PRINTED

Qs O

Pl
o

&40 INEK 7:CURSOR 212,BB:PRINT "«
&50 FOR X=1 TO SO:POINT RND(414)
)

&60 END DEFine

&70 DEFine FROCedure MAIN_LODOF
&80 BEEF ©0,100,0,990,—-2.7.,10,10:5DATE 1%
84,1,1,0,0,0:REFeat LOOP

&90 FOR DEGR=0Q TD Z#F1 STEF SFD

700 UNIT_FOS:SHIP_POS

710 INK S:CURSOR 0OSX%,D8Y%:PRINT®

720 CURSDR SXX,SYXL:PRINT 7"

730 INK 4:CURSOR OUXX,0UYX3iPRINT

740 CURSOR UXX,UY%:PRINT '2°

730 IF (SX%A>UX%—3 AND SX¥i<UX¥%+3) AND (8Y
LRUYYE-3 AND SYE<UYXE+3Z) THEN D$=DATE$:THM3
=D#$(1& TO): RETurn

760 INKEO,71ATEQ,Q,6:FAPERED , 2% (FUEL%<20
00) :PRINTEQ: FUEL Y 't PAPERED ,O: FUELY=FU
EL%X-SFEED#100: IF FUEL%<1 THEN ATEQ,0,&:2P
APERED ,2: FRINTED: 'O ‘2 PAPERED ,D:RETurn
770 ATED,0,18:D#=DATE*:PRINTELO;D$(156 TO)
780 DVER -1:INK RND(1 TO 7):CURSOR 212,
B:PRINT "#X+ ' (RND(1 TO 3)):0VER 0:KEYX=COD
DE(INEEY#(0))

790 SHIPA=SHIP%+(KEY%=192)-{KEY¥%=200)
BOO SPEED=SFEED+SE-2# (KEY%=208)-SE-2# (KE
Yi=21&)

B10 IF SPEED<SE-2 THEN SPEED=SE-2

820 IF SPEED*>.5 THEN SPEED=.5

B30 IF SBHIP%Z<9 THEN NOVAXL=1:RETurn

840 IF SHIPY%>BO THEN SHIP%=BO
850 POS=FPDS+SPEEDYIF PODS>»>2#PI

+JRBRND (255

THEN POS=0

IHustration: Gary Wing
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| going to tell you next!

i

| many specialist computer
| dealers there were in the

| worked away at discovering
| the best and most accurate

THE TOP 30

HOW THE HITS ARE CHARTED

Every fortnight in computer shops all
over the country o big bright poster
materialises on their walls and causes a

| big stir in the wonderful world of

computer games, Why? Because it's the
Computer & Video Games/Daily Mirror
Top 30 Chart, that's why!

Our chart first storted oppearing
earlier this year. Since then, it's
established itselt as THE chart to watch.
It's the only truly independent Top 30 for
the computer gomes industry and is
compiled by one of the country’s leading
market research
companies NOP,

Why did CEVG
decide to start the
chart? Well, we thought
it was about time there
was a Top of the Pops to
bring all the razzmatazz
of the pop world to the
games scene!

How is the chart put
together by those
wizards with statistics at
NOP? That's what we're

When CEVG and the
Daily Mirror approached
NOP with the idea for the
chart, they quickly went
about discovering how

country. No easy task, as
you can imagine.

Further investigations of a
more technical kind
followed as the NOP wizards

method to calculate the top 30
computer games every
fortnight.

Then NOP recruited around
300 specialist computer gomes
shops — ranging from major stores to
independent shops — to help them in
their task.

The owners of these stores and shops
were presented with a special
CEVG/Daily Mirror chart diary which
they were asked to fill in, detoiling how
many games tapes they sell each
fortnight.

The diary asks them the name of each

| game they sell, who makes it, how

many machines the game works on and
just how many copies of the game are

| sold.

Each month in Computer &

Video Games and on the wall of

your favourite computer shop

you'll find a top 30 games

software chart. It's compiled for

Computer & Video Games by

National Opinion Polls. We

decided to tell you just how that

chart is put together!

On the Monday and Tuesday after the
end of each diary period, the NOP
telephone team swing into action. They
contact all the stores and shops on the
NOP hit list and write down all the
information about sales supplied by the
owners and managers of these 300 or so
computer games outlets,

This mass of information then goes to
the statisticians who collate and check it
— ond re-check it and check it again
before they are satisfied that the figures
are correct.

Finally, the chart for that particular
fortnight is drawn up and whisked by

motorcycle courier to the Computer &
Video -Games offices and the Daily
Mirror. This happens every other
Wednesday. Shortly afterwards, the
details of the new chart are rushed to a
nearby printer to be transformed into
the poster you see on the walls of your
local computer store.

The printers typeset the information
on the chart from NOP and then each
poster is surrounded by
illustrations of the
cassette inlays from
games in the charts or
just bubbling under —and
you can tell if it's the
genuine article by

looking for the
Computer & Video
Games and Daily
Mirror logos on the top!
Strangely enough,
there are absolutely
no computers involved
in the compilation of
our Top 30! All the
waork at NOP is
done by hond — and
human brain — which
they reckon is
the best and quickest
way of doing things.

In any event, you

can rely on the
fact that the
CE&VG/Daily Mirror
chart is the most
accurate reflection
of the top selling
gomes. The chart
also appears in
the Daily Mirror
every fortnight
and — we have to admit
it — they have the most up to
date chart each forinight! Becaouse
C&VG is a monthly magazine, our pro-
duction schedule means that we're
always o bit behind the newspaper
people. Throughout the summer, the
C&VG/Daily Mirror Top 30 chart was
also featured on BBC's Saturday Picture
Show every other Saturday. Presenter,
Mark Curry, gove a rundown of the Top
10 each fortnight.

Wherever you see the C&VG/Daily
Mirror Top 30 — in print, on our poster
or on TV — you can rest assured that it is
the most occurate, most up to date
games software chart to be found
anywhere. And we mean anywhere!
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ack in the days when the
Spectrum was but a twinkle in a
ZX81's eye, the first fun computer
magazine was born — Computer &
Video Games.
One of the features in that first issue

was a whole page devoted to
Adventure games, the introduction to
a series of programming tips, plus
reviews,

Writing a monthly programming
series had its difficulties. Each article
had to be complete in itself so as to
appeal to the occasional reader, yet
follow on from the previous one,
allowing the regular reader to get the
benefit of the series as a whole.

After some eighteen months, Terry
Pratt, founder editor of C&VG, told
me over a drink at a Christmas party
that he had decided to curtail that
part of my page — [ was to neatly
wind it up.

“After all," he said, “the circulation
has grown so much since we first
started, that most readersare outona
limb — they've missed too many of
the basic steps.”

He was right, of course, but I
headed home heavy of step and with
the prospect of a frugal New Year
ahead.

Later Terry noticed that I was
getting quite a considerable number
of letters asking for help in solving
Adventures, all unsolicited. C&VG's
policy was —and still is — to provide
first class reader-support in all fields
and Tenry suggested I started an
official Adventure Helpline.

So in June 1983, the Adventure
Helpline was launched. It was the
first in the field, later to be imitated
by other computer games magazines.

The letters I had been receiving
contained many tips as well as pleas
and I filed them neatly away, to
consult for clues when needed. I had
the feeling that making the Helpline
official might produce a substantial
increase in mail and I could see no
easy way of retrieving information
from files when, at a later date, there
might be many thick volumes.

Being a little obsessed with
computer games doesn't mean we at
C&VG can’t manipulate our devices
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In each and every issue of

Computer & Video Games Keith
Campbell, our ace Adventurer,
deals with appeals for help from
fellow Adventurers stuck in dark
dungeons or threatened by large
firebreathing dragons. This is the

story of how the Adventure
Helpline came to be — and how

Keith manages to deal with all
the piles of letters which are

gradually taking

to actually work for us, so I set about
writing a database program on my
Model III TRS-80, to help reference
the correspondence. Information
retrieval is, of course, one of the main
functions of a computer.

Sure enough, my prediction turned
into fact a couple of weeks after the
July issue appeared on the new-
stands. The Adventure corres-
pondence had increased almost
tenfold! Luckily I already had “the
technology" to manage it!

On to diskettes went all the details
— name and address, games on
subjects mentioned, category of
subject (tips, pleas and various other
categories), micro used, letter-
number (yes, they all had to be
numbered to find them again easily!)
and so on.

Many people seem to think that a
computer eliminates the personal
touch but, with the use of my new

over his house!

database, [ was able to check quickly
if a writer had written before. If he
had, within seconds I could locate his
previous letters and continue the
correspondence as if | were writing
to an old friend. Well, I was really, for
I consider all readers who write to
me to be friends and try to reply
accordingly.

That is no easy task when dealing
with dozens of letters each week, so
felt pleased that I was using my
computer to personalise replies,
rather than the opposite.

Three months later, so fast and
furious were letters arriving, that [
had to expand the disc files. To
reduce head movement, these had
been pre-allocated on the disc.

Disaster struck — I did the in-
excusable! I created new blank files
on a clean disc and wrote a short
routine to read records from drive 0
and write to drive 1. I accidentally
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switched the discs and wrote blank
records over the painstakingly built-
up name and address data! The
inexcusable was the fact that I had
failed to make a back-up copy before
commencing the operation!

It took nearly a fortnight to recover
— I had to go through the paper files
and type my way back in from
scratch!

This had to be done very carefully,
50 as to get the pointers right, else I
would have to type the other files
back in as welll When completed, it
came home to me just how valuable
the program was. I would not have
considered repeating all that typing if
1 wasn't getting a lot of use out of it!

THE POSTCARDS

Up to this time 1 had been replying
by letter typed on a word processor
(Scripsit — on which all my articles
are written). This meant printing the
letter and a file copy tied up the
computer, leaving me idle, or having
to constantly break my train of
thought by playing a review game on
another micro.

There were three options available
to overcome this — a hardware
spooler (a device which stores the
data waiting to be printed, thus
freeing the computer for less
mundane tasks), a second TRS-80
with drives, or postcards!

The first two options were very
expensive, whilst the third,
surprisingly, had other advantages.
They are quick to write by hand and
specially printed ones with tailor-
made artwork would, [ thought, make
an attractive personal greeting. So
the cards were printed and have
become the standard medium for all
but the longest answers.

As time went on, searching the
database to list letters on a particular
game often produced a long list,
involving leafing through numerous
fat loose-leaf files.

Many of the letters, when found,
didn't contain the particular clue I
needed and I felt there had to be a
more efficient way of getting to the
actual information needed.

COPING WITH THE CLUES

What was needed was another
database containing the tips
themselves. So I set about writing
another program. Into this goes
every worthwhile tip I come by, on
any game.

It might be thought that I am
unlikely to forget things like how to
get past the Adventureland bear, but
I still keep the well-remembered as
well as the obscure clues on file.

This allows me to save time by
automatically printing out a series of
clues for readers with multiple
problems and concentrate my time
on a personal message.

These programs have served me —

and you — and have proved very
much worth the time they took to
write, adapt, adopt and improve. But,
of course, they won't actually write
the letters — only people can do that.

P.COPPINS & S. MARSH

The story of the Helpline wouldn't be
complete without mentioning Paul
Coppins and Simon Marsh, the two
lads who help me cope with the ever-
increasing volume of mail.

Paul and Simon were recruited
from amongst the regular writers to
Helpline and do an outstanding job in
helping to keep the answers flowing.
The clues we pass on to those in
distress come from our own
experience and the carefully collated
tips sent in by readers. These are
freely given and not always
accompanied by a reciprocal plea for
help. Many are extremely detailed,
including maps and, in some cases,
complete solutions.

Finding an answer to some letters
can be extremely difficult and time
consuming. Like the time I spent a
whole Christmas aftermnoon playing
my way through Pyramid of Doom
just to answer one letter! I kept dying
and for the life of me couldn't
remember how [ had originally
solved the game!

Some letters are very gratifying to
read. One such just over a year ago
came from a reader who first bought
C&VG while he was considering
which computer to buy. He said he
has never missed an issue since and,
reading my review of Pyramid of
Doom, bought the game for his
recently acquired Atari.

He soon completed the whole Scott
Adams series and enclosed a sealed
envelope to pass on to a reader in
distress with Golden Voyage, ‘‘to put
back in some of the enjoyment which
you and the magazine have given me
in the past.”

I sent on that clue — toa P. Coppins
of Essex. He was too shy to use his
Christian name in those days! 1
looked the correspondence up
before writing this — and found a
coincidence. The letter was from a
W.H. Ferran of New Malden — home
town of a certain S. Marsh!

REBECCA CORWELET AL

Perhaps the most cruel and difficult
letter ever was an early Hobbit
problem. It was from a young lady —
Rebecca Corwel of Edgware. My
Hobbit knowledge was almost nil at
that time, so I put it to one side whilst
I pressed on with the rest of the pile.

A few weeks later, of course, it
surfaced and, full of guilt about
leaving the poor girl without an
answer for so long, [ spent frantic
hours searching through my then
undocumented file. I finally pieced
together an answer and replied in
grovelling tones of abject apology fer

the delay in writing back to her.

Two months later, I noticed a vast
envelope stuffed full of readers’
letters hanging on the C&VGC office
wall. It was labelled ‘‘Rebecca
Corwel letters''. I became suspicious
and asked Robert Schifreen, quite
casually, who she was.

“Qh, that's me! [ used it as a pen-
name in the Mailbag. Those are the
answers!"’ he replied chirpily.

“Are you a Hobbit player by any
chance?” 1 seethed. '"'Oh! I'd
forgotten about that! Yes, [ was stuck,
and I thought it would be a good way
of testing the Helpline!” 1 had
sweated blood over that reply!

It had gone in the office out-tray a
couple of yards from Robert's desk,
then downstairs for franking and
posting and was duly delivered on
his doormat in Edgware the following
day!

If you still have your copy of the
December 1983 issue of C&VG, you
might care to turn to the opening
paragraphs of my review of Circus.
You probably didn't realise it at the
time — [ was getting my own back!

Every now and then I get a good
laugh from a letter. Like one from a
pupil at a remote boarding school —
who shall be nameless to protect the
guilty, but he knows who [ mean!

He was bored to death by the lack
of any life in the locality — C&VG
always got delivered three weeks
late, if at all — and to cap it all he was
stuck in a boring Adventure.

He said that if I didn't help him,
he'd take up something really
interesting like reading a roll of
wallpaper. | ran off the reply by
feeding some cut-down wallpaper
into my printer!

Occasionally I get a letter that
irritates. Those are the ones that offer
tips for cash. Those readers get short
— but polite — shrift! We don't pay
for tips — and we don't charge for
them. The concept of the Helpline is
a free exchange of information
between Adventurers — given a bit
of momentum by Paul, Simon and
myself.

TYINGIT ALLUP

After our replies have been sent, I
re-read the letters for previously un-
recorded tips and add them to the
database. Finally, I load Scripsit and
go through the letters once again,
picking out the problems that proved
unanswerable and the tips sent in
response to previous pleas in the
magazine, for printing upside down
in my regular column.

But the story doesn't end there.
When it's time to write the next
Adventure Helpline page, I edit the
Scripsit text and remould my rough
notes into a readable article, to
appear about two months later.

And then the cycle starts all over
again!
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"What's your program of the day
then, Dan?" enquired Lizzie Thomas
of her diligent brother, Dan, huddled
over his keyboard, muttered some-
thing in reply which Liz did not catch.

She looked up from her own com-
puter and from the exciting new
historical adventure she was in the
process of composing and tried
again: “Hey! Genius! What are you
writing?"' “Shut up woman"', was the
rejoinder from the young biochem-
genetic engineer, intent on his next
line of code. “Now look what you've
made me do!" he exclaimed, “I've
gone and mis-spelt an important
word and the program's hung!"

His sister glanced at her own VDU
screen and said “Funny, so has
mine.” “What did you just type in?"
Dan mentioned the word and they
locked at each other in amazement,
“That just has to be one of the
greatest coincidences ever” said
Dan. “But look what's happening to
the screen” shouted Lizzie, pointing
frantically to her VDU, Dan, equally
stunned, was watching the screen im-
agery change from his familiar alpha-
numerics to a fantasy landscape
populated by mystic beings but with
curiously mortal expressions . . .

The Thomas Twins’ discovery was
a window into a fabled land created
by the incredible chance of typing
that magic word at precisely the
same instant. They looked and heard
a small rubber suited figure
announce:

"Now listen with care to WET-
SUITED WILLY,
Ignoring my message would be
really silly.
It's happened my friends: The
Word has been typed.
We're under inspection, their
screens have been wiped.
A careful review of the neatly drawn
pics
Will reveal two young GBs with
metals to mix
The name of this earliest alloy of
fame

Is the key which unlocks this in-

THE ALCHEMIST
(F AROANIA

credible game!
‘Twill give you, Dear Reader, the
start you deserve,

Tis the Word which the Twins

found to let them observe
The Alchemist’s caverns and all
that's there shown,

Success to your Quest and your

search for the stone”
Dan and Liz immediately shouted
"But we know the word!" but their
cry was in vain for no sound can
penetrate the scene . . .

But you, gentle quiz-solving per-
son, must write the Word in the place
appointed or find your effort's doom-
ed! Wait, though! Let us see what
new wonders appear on the Twins'
screens: A child-like figure, the
MANIC MINOR, appears from deep
within the cave and, pressing buttons
on a huge console, intones:

“The object of your true desire

Requires the keenest mind
To scan the scene for knowledge

won

From matrices designed
To run with ease a program bold,

A Symbol so defined
In days of yore well known to those

Who sought mutation's kind
Reward for diligence in crushing

rock

To leave pure Gold refined!

The Year-Book bids you write the
name

In modern terms assigned . . .”

The Thomas Twins could see at
once the method needed and set to
their keyboards with a will but Liz,
being more literary than mathematic-
ally inclined, soon gave up the fruit-
less task and turned to watch Dan's

acute perception produce a beautiful
symbol on his screen ... A little
feverish research soon gave them the
answer!

As they watched fascinated, the ,,
fur-capped figure of The Alchemist ;e
himself glowed bright in frent of his
furnace and their screens flickered

as Lucifer and Tipperary. Andy

Adept (for it is he — you can tell by

the fur hat) turned to them and

recited:

"Give me the name of the man and
the date

When first he was truly aware
Of the stuff he had made in his fur-

nace so late

(You must treat it with infinite

care!)

From their “window"”, the Twins
saw only one clue so perhaps our
clever readers will get there first . ..
After all, the Thomas's are not exactly
in the running for prizes! But again it
was Dan who got this one, Liz being
thwarted once more. To atone
however, she was far ahead when
Commodore Atari of The Imperial
Japanese Navy had finished his little
ditty . .,

"Some Peopas computas in homes

Some peopas go down big harrs

Pray games on machines velly fast
on the scleens

Prace is named flom whea Sticks
Liver farrs!"

But instantly from the depths of the

cave, a Puffer called Gine retorted:

(Ed's note: Puffers are low grade |

alchemist's assistants mainly [€

recruited from the ranks of failed T

BSc’s in chemistry and discarded

software writers — this one goes

around muttering “I'm a gine, I'm a

gine", so is known, of course, as The

Gine . ..)

"“That poem won't work, you slitty-
eyed Berk!

We must have the latties and longs

To pinpoint the peak where the
Alchemist's reek

Is produced from cowpatties and
pongs...!

Naturally, Liz, having grown up
BASIC with classical geography, was home
STPLNDARD and dry on this one. Dan's interest
L PRINT "awat: diverted to a sum he had spotted on
15 INPUT A$ s ':U‘E‘-’l‘?g : an oilcan (could this be the perfect
20 FORE =1T03 iiﬂ e LET B$ = MIDS (A§,B,1) base from which to construct the final
25 e o N 125 LET C = ASC (B$) - 17 - A clue?) But some strange jazzy music
32 s gs-_c i (a$,8,1) 130 LET B§ = CHR$ (C) brought their attention to MERLINN
% LET C$ = C$ + AS 135 LET C§ = C& + BS DRUMM chanting:
45 NEXT B 140 ““D“_ g T “I sign a quarter area!”
50 TRREDiw St CAN CRL 5. PR L Time had flown and, although the
i 155 LET €& = ™" Twins put their minds together as to
1 e 160 LET A = A+ 1 how this could help with the pro-
LET C = 0 165 IF A :E;"AT.‘FQ blem, Dan began to fret for his tea
70 GOTO 15 S e (highlight of his young life!), Finally, it
Pl cntsecd it 200 LET A = 0 was Liz who had sown the first seed
o If?xx--léo+1|153m 205 LET C =0 of a solution. Things in the music sug-
. PRINT "CEVC" 210 LET X -_0"“ gested a strong Latin influence and
90 PRINT : s she took a moment to reflect that the
5 35 0 v o et power alone could signify Elemental
95 GOTO ;ET = 230 PRINT forces. ..
100 GOSUB 200 235 RETURN
105 INPUT AS 999 EWD
110 IF LEN (A$) < > 3 THEN
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a beautiful

.. A little
e them the 1
| SPECTRUM BASIC
1 e " ",
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ront of his §F 20 por 8 = 1 T0 3 115 FOR B = 1 TO 3
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ry. Andy | 3 LET B$ = AS(B TO B) 130 LET BS = CHRS (C) KRM STT MOS NSV QOO QUW XQQ
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55 PRINT D 150 PRINT D . 1. LON LJQ
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otexactly § 95 gcoro 75 230 PRINT
it again it $100 Gosus 200 235 RETURN NTV VRS POT TPY ZSQ
Liz being §105 INPUT A$ 999 STOP
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ad when
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the UNIVERSAL GRAPHICS DEMONSTRATION
g and 2 REM AFPLE LINES 1008 LET X0 = CX+SIN(S)®(R+B):LET YO =CY+COS(S)*(R+B):
4 REM SPECTRUM LINES PLOT X0, YO
6 REM BEEB & ELECTRON LINES 1006 MOVE CX+SIN(S)*(R+B),CY+COS{S)*(R+B)
own up 10 REM COMMON LINES 1010 FOR A = 8 TO E STEP .1
as home 2B =4 1012 EPLOT TO CX+SIN(A)®(R+B),CY+COS(A)*(R+B)
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_ | 36 MopE & 1100 RETURN
the final 102 Re50:8=0:E=f. 3:Cx=100:CY=95
v music 108 LET R=B0;LET S=0:LET E=6.3:LET CX=128:LET CY =88 COMMODORE 64
106 R = 275:8 = 01E = 6.3:CX = 500:CY = 500
ERLINN 110 GOSUB 1000 10 REM COMMODORE & OTHER COMPUTERS
112 R=B5:8==-,78:Ex, T9:CX=100:CY=-U2 20 FOR A=1T030
118 LET R=75:LET S=2.35:LET E=3.92:LET CX=128:LET CY=205 10 PRINT
116 R = §25:8 = 2.35:E = 3.92:CX = 600:CY = 1200 40 NEXT A
ugh the ] 120 GosUB 1000 50 A§="=Qmmm====mm===0"
ler as to J 130 FOR B = 0 TO SA 60 Bf="=====0"
he 132 HPLOT 138+8,149 TO 138+B,191 70 C§="-00000000000000"
' pro- 138 PLOT 126 +B,5:DRAW 0,00 80 D§="===00-——---00"
' his tea 136 MOVE 310+B,875: DRAW 310+B,575 90 E$="—=m===—="
inally it 142 HPLOT 77 +B,0 TO 77+B,23 100 F§="=-==0========0"
Y, - 148 PLOT 75+8,172:DRAW 0, -24 110 G§="==0=mm=======0"
st seed | 186 MOVE B95+B,8B5:DRAW B95+B, 975 120 H§="-—-=Q======0"
sic sug- j 152 HPLOT 197+B.0 TO 157+8,23 130 PRINT A$: PRINT A§: PRINT A$: PRINT A§: PRINT G§:
e d 154 PLOT 182+B,172:DRAW 0,-23 PRINT F$: PRINT H$: PRINT B$: PRINT D$: PRINT G$:
an 156 MOVE 300,150+B:DRAW 900,150+B PRINT G$
that the 162 HPLOT 80,160+B TO 200,160+B 140 FOR A=1T0S5: PRINT A$: NEXT A
emental 164 PLOT 68,30+B:DRAW 120,0 150 PRINT G$: PRINT G$: PRINT D$: PRINT B§: PRINT E$:
| 166 MOVE 585+B,225:DRAW 585+B,25 PRINT C$: PRINT E$: PRINT E$: PRINT E$
170 NEXT B 160 GOTO 160
176 GOTO 176 200 END
200 GOTO 200 300 REM DASHES REPRESENT SPACES DO NOT TYPE MINUS
1000 FOR B = 0 TO SA SIGNS!
1002 HPLOT CX + SIN(S)®(R+B),CY+COS(8)*(R+B)
e T
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gician Paul
computer craze, as he's owned his
now and first got interested
‘before that.

"t geemed that every other person 1 got up on stage
was a computer programmer and I'd no idea what that
was at all. 1 think it's part of my job to be able to talk to
as many of the audience as possible about their jobs
and also | wanted to find out about computers out of
interest.

“Forayearl bought every magazine on the market,
ing in them and at the end I was none the

wiser, 1 don't know F then they Were

written by people who knew something for other
i for the likes of me

to teach people
French by showing them a book written entirely in
French, do you? But that's what they seemed to be

doing.

“Rnyway,
into a shop and caid, "“Look, there's
and 1 know nothing about th
assistant said, Have a ZX-80," and [ said, ‘No thanks, 1
know that much. 1 do want one with 2 keyboard."

] really believe 1 got very lucky because that guy
sold me an Atari 800 and that machine's been
gwitched on yirtually non-stop for about four years and
it's fine. And 1 mean non-stop — 1 literally leave it on
the whole time."

For his £1,000 Paul also acguired a disc drive, 2
cassette player and a few programs. In the meantime
he has added an Epson MX-80 printer, a puffer that
allows him to use the Atari and the printer simul-
tanecusly and @ couple of modems.

] love those .. when you start talking to other
with micros, that's when the fun starts. One of

i or less to England, but

with the other I've been plugger.l into the States an

everywhere. 1 also do a lot of letter-writing on the

Atari.”

“1 got into programming by typing in listings from
inesand I learned more from doing thata line at

a time and discovering what each one did than from
any book. . - certainly not the manual which1 couldn’t

understand. I'm delighted with the Atar and I'd only
get another micro oW if 1 could run the house with it
whenI'maway .. - you know, switch the lights on and

off and draw the curtains and things.

Paul loves games and had a hand
Daniels' Magic Adventure which was
months ago.

y's a traditional type Adventure but 1 also wanted it
to have games sections and a few tricks in it. Someone
else did the progmmm'm.g, but 1 gave him the story-
line, the jokes and devised the games that aré in it."”

» A&t one point you go to a magic show, for which you
need a real pack of cards. You cut the deck and thern,

ing a few guestions, the computer tells
clever! I'm also involved
in another piece of software that should be out soon
which consists entirely of magic tricks on the
computer written by someone in Cambridge who's a
magician, a programmer and a mathematician.”

We asked Paul about his favourite games.

] tell you what T've been using more than anything
lately and that's the Atari Touch Tablet and Atari
Artist. It is absolutely prilliant and 1 sit here for hours
just playing around withit. . . the shimmering rainbow
affect you can get is beautiful.”

sy all-time favourite joystick game, though, is one
called Sea Dragon by Russ Wetmore which has been

in writing Paul
puhlished a few

We all know that computers can

perform magic — pbut what happens
when a real magician gets his hands
on one? Mike Gerrard went to see ace
magic man and TV star, Paul Daniels,
who not only enjoys playing computer

games but also had a hand in writing

a computer Adventure.

You go through a series of
shooting mines and dodgind
sound and graphics are

excellent and really bring the best out of the Atari. |
have got through it to the end but only after hours an
hours at it. I've had more fan with this ‘than with

anything. In fact,
playing it which took me igni
my OWI. They're quite €asy to make, 1€ ly."

Paul says that his specially designed joysticks may
find their way onto the market, but the details for that
finalised vet He also mentioned a
he stumbled across
“But I'm not telling

out a couple of years.
undergmund passages,
things and so On. The

software protection device that
while designing his Adventure.
you what it ist”

We should have
their secrets.

known: magicians never reveal
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NAME: Christian Urghart L)
GAMES: Cavelon, Hunchback, Eskimo
Eddie, Transversion, Decathlon.
BORN: Brighton, 1967.

Most people’s first encounter with a home computer
is a pretty humble experience — a BBC model B, or
ZX Spectrum in the school computer room. Not so for
Christian Urquhart, Ocean's top programmer, who
went to school in Abu Dhabi. Things are slightly
larger there. It was on an IBM mainframe which we
used from terminals,” he recalls. “'I knew then that I
wanted to be a programmer, though I didn't imagine
I would be a full time games writer.”

Christian is presented with projects by Ocean and
does not have to think up ideas for games. ' Cavelon
is my favourite game which is licensed from the
arcade game by Jet Soft. Hunchback is also a
licensed game"'.

At 17, Christian is Ocean’s youngest programmer
and already has a string of best selling games under
his belt. This fact has not escaped his employers at
the Manchester-based firm — when C&VG called to
arrange this interview a spokesman said: “Oh no,
he's going to get so big headed"|
Favourite Food: Fish,

Favourite Drink: Lager,

Most Watched TV Programme: “‘I don't watch
much, but I do like a good film",

Favourite Computer Program: Ca velon, Sabre Wulf,
Dragon's Lair, the arcade game.

Countries Visited: Nigeria, Abu Dhabi

Favourite Pop Groups: Nik Kershaw, Frankie Goes
to Hollywood, Status Quo.

Ambitions: To own my own software company.
Worst game I've ever played: Krazy Kong by C
Tech.

The one thing about computing that most makes me
want to throw up: “A spike through the mains. It can

cause you to lose everything you've done over the
last few hours''.

NAME: Malcolm Evans

GAMES: Trashman, Knot in 3D, 3D
Tunnel, 3D Monster Maze.

BORN: Romford, Essex, 1954.

Malcolm Evans is a self confessed workaholic. "My
hobby is computing. When I want to relax, [ like to
sit down at the computer”,

This situation is not helped by the fact that New
Generation's offices are now situated at the bottom
of the garden.

Malcolm’s first contact with computers was in his
previous job when he worked on computer control
systems for jet engines.

Like many programmers now working full time on
writing games, Malcolm started off writing games in
his spare time as a hobby.

"My first games were for the ZX8] and were
published by a company called J.K. Greye.”

New Generation has since bought the rights to
these games and now publish them. Malcolm’s twin
brother, Rod, also works for the company, handling
the business side, leaving Malcolm free to
concentrate on games writing.

With Trashman I'and IIstill in the charts, the future
looks very bright for the dusthin software company,
Favourite Food: Curry.

Favourite Drink: Lager.

Most Watched TV Programme: Tomorrow's World.
Favourite Computer Program: Trashman.
Countries Visited: Scandinavia, the Canaries.
Ambitions: To continue to run my own company.
Pets: “I've got two children”

Favourite Musician: John Williams.

Worst game I've ever played: 3D Star Wars. “It
sounded good so I bought it. It was dreadful. The
company that made it has now gone out of
business".

The one thing about computing which most makes
me want to throw up: Frustration when my programs
won't do what I them to do!




NAME: Orlando
GAMES: Zalaga, Frak.
BORN: Unknown.

There are a lot of things we don't know about
Aardvark Software's Orlando. Like how old he is,
where he was born, what he eats for breakfast — all
the things that games players are dying to find out.

And why are you deprived of this essential
information? “I'm a very private person. [ don't want
my life to become public property,” says Orlando, in
his lazy London-Italian accent.

So what do we know about this wizard of the Beeb
keyboard. Well — we can tell you that he studying
something somewhere in England.

We also know that his motivation for writing Beeb
games that are better than Acornsoft’s is not only to
make money. “I enjoy writing games and playing
games. It's as simple as that,”” he says.

Orlando started out in computer games four years
ago when he wrote his first game on the Atom. “It
was called Hedgehog. 1 suppose you'd call it a
Frogger game now, although it was produced long
before Frogger went on sale''.

After that, he wrote an Invadersstyle game
“You've got to write an Invaders at some stage in
your life."

Favourite Food: Pizza Orlando.

Favourite Drink: Malibu and Babycham with a slice
of lemon, Guinness.

Most Watched TV Programme: "I don't watch the
telly really, although I occasionally plug in a video''.
Favourite Computer Program: Planetoid, Star
Raiders, Miner 2049'er.

Countries Visited: Lots.

Ambitions: To be happy, fulfilled and complete.
Favourite LP of all time: Go by XTC.

Worst game I've ever played: Bega's Bartle — the
arcade game.

The thing about computing that most makes me
want to throw up: “‘Computer illiteracy and stupidity
and people talking about artificial intellifence".




NAME: Andy Spencer |
GAMES: International Soccer, Basket-

ball, High Noon (with a partner).
BORN: 1960.

You would expect the programmer of two of the best
sports simulations ever written to be a keen foot-
baller or basketball player, but Andy Spencer is
neither.

“It's just coincidence . . . I'm not particularly keen
on football, I just wanted to have a go at representing
the game on computer”,

Unlike One on One, Electronic Arts rendition of
basketball, Andy's game features three players on
each side which enables the game to incorporate
passing, an essential feature of the real game,

"The first time I came across a computer was at the
technical college at which my dad taught during the
summer holidays. I sat down and played games and
became hooked."”

"Soon after, I bought a half share in a Pet and learn-
ed how to program. I wrote some games, one of
which was a noughts and crosses program. [ sent
them to Commodore but they did not get
published"'.

Andy now works full time as a programmer. “Well,
I wouldn't say full time but I don’t have another job, if
that's what you mean”. When he's not glued to a
VDU, he enjoys painting — pictures not walls.
Favourite Food: Fish and chips.

Favourite Drink: Cider.

Most Watched TV Programme: Spitting Image.
Favourite Computer Program: Aztec Challenge,
Forbidden Forest,

Countries Visited. France, Creece, Belgium,
Holland.

Ambitions: To travel the world,

Favourite Pop Group: The Smiths,

Worst game I've ever played: Pac Man.

The thing about computers that most makes me
want to throw up: Nothing in particular.

NAME: Tony Crowther
BORN: Sheffield, 1962,
GAMES: Loco, Killer Watt, Son of Blag-
ger, Potty Pidgeon, Monty Mole.

Tony Crowther wrote his first computer game for
Computer & Video Games only to have it turned
down by us two years ago.

"It was a Mastermind game with moving coloured
pages. [t ran on the Pet and I was absolutely thrilled
to bits with it",

Two years later it seems unlikely that any magazine
would turn down a Tony Crowther program.

“1 borrowed the Pet from a friend. I became hook-
ed and decided to buy a Vic. I really learned to pro-
gram on the Vic. [ wrote about eleven programs on
it. One of the games was a Galaxians which I was
really chuffed with."

Tony now works full time for Gremlin Graphics. "I
do most of my work at home, at night — it's easier to
work then. As well as writing programs for Gremlin,
I'm also a director of the company and spend quite a
lot of my time looking at other games we want to
publish.

Favourite Food: Nothing foreign.

Favourite Drink: Tetley’s Bitter.

Most Watched TV Programme: ‘I tend to watch
videos. | like The Evil Dead"

Favourite Computer Program: Frakon the BBC, En-
counter on the 64.

Countries Visited. Spain, France, Germany, Malta.
Pets: A cockatiel called Silver,

Favourite Pop Groups: Iron Maiden, Cheap Trick,
Jean Michel Jarre.

Ambitions: To be successful.

Worst game I've ever played: Super Copter (it's
supposed to be a chopper flight simulation. It's writ-
ten in Basic — a completely dreadful program) and
Psyclon by Rabbit,

The thing about computing that most makes me
want to throw up: The amount of time it takes up.
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NAME: Mike Singleton
GAMES: Lords of Midnight, 3Deep
Space, Shadowfax.

BORN: Wirral, Cheshire, 1951.

Ask most top games designers if they like playing
games and chances are you'll get the same answer:
“l don't really play them much. I only enjoy doing
the programming’’.

lejs is not the case with Lords of Midnight
de.m!g'net — Mike Singleton. "'l enjoy playing games.
Go is my current favourite. I think it's a real classic
game that will survive the test of time.”

Mike first became hooked on games as a board
gamer. He designed his own James Bond-style board
games when he was 13.

“I graduated to play-by-mail games when I got
hooked on an American game called Star Web in
I971. It only had 15 players and I eventually
managed to win the game two years later. I now run
my own play-by-mail game — Star Net — which had
over three thousand players at the last count.”
Favourite Food: Steak and chips.

Favourite Drink: Lager.

Most Watched TV Programme: Dr Who.

Favourite Computer Program: Lords of Midnight,
Defender.

Countries Visited: France, Switzerland, Spain,
Holland, Morocco.

Ambitions: To write a real classic game — the
computer equivalent of chess — a game that people
will still be playing long after I am dead and gone.
Pets: Two cats — Kim and Kerry.

Favourite Pop Groups: Pink Floyd, Deep Purple,
Led Zeppelin.

Worst game I've ever played: Invasion by ASP
Software,

The one thing about computing which most makes

NAME: Matthew Smith
GAMES: Manic Miner, Jet Set Willy.
BORN: Liverpool, 1965.

Matthew Smith is the most successful programmer in
our top ten line up. His Jer Set Willy topped the
C&VG / Daily Mirror Top Thirty for no less than four
months earlier this year.

With Manic Miner also selling well, and both
games now on the Commodore 64 as well as the
Spectrum, this 19-year-old Liverpudlian could well
turn out to be the richest teenager to come out of
Merseyside since Paul McCartney.

Matthew is not just one of Software Projects’ top
programmers. He is also on the board of directors of
the company.

Despite his executive status, Matthew comes
across more as a refugee from an illegal pop festival
than a director of a software company.

His soft spoken accent, completely devoid of any
trace of Scouse, puts you at your ease as he tells you
that he doesn'’t like television and enjoys listening to
Pink Floyd.

Like many games writers, Matthew had the
nocturnal approach to programming — sleeps all day
and works all night.

Favourite Food: I'm a gourmet, I like all sorts.
Favourite Drink: Southern Comfort in large
quantities,

Most Watched TV Programme: I don't like TV
much.

Favourite Computer Program: Ultima II by Sierra
On Line, Atic Atac, and Escape From Fractulus.
Countries Visited: Most of Europe and America.
HAmbitions: [ don’'t have many left though I'd like to
get into space.

Favourite pop groups: "'How many pages have you
got?"”

Worst game I've ever played: Ah Diddums!/

Pets: A cat called Big Cat and a dog called Zoey.
The one thing about computing that makes me want
to throw up: “'Magazines that rip-off my programs!”

me want to throw up: waiting for Sinclair equipment
to arrive.
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NAME: Jeff Minter.

GAMES: Gridrunner, Attack and
Revenge of the Mutant Camels,
Hovver Bover, Sheep in Space.
BORN: Reading, Berkshire in 1961.

Jeff learned Basic on the school Pet although was not
considered the local computer whizz, being denied
a place on the computing course. He was not the
school dunce either, learning A levels in Physics,
English, Maths and a university place. The academic
life did not suit Jeff and he found himself carpeted by
his tutor. A change of college and of courses
followed soon after,

It was during his time at college number two — Ox-
ford Polytechnic — that Jeff bought a Vic-20 and
learned machine code. Looking at the software avail-
able, Jeff was convinced he could do better and set
out to write a copy of the arcade game Defender on
his Vic. Encouraged by demand for his game Jeff
wrote another one — Traxx — and took them both to
the Barbican show where they sold well.

Now there was no looking back — and Llamasoft
was born — named after his favourite animals.

The game that really made Minter's name is
Gridrunner — a super fast shoot 'em up — which is
selling well in the US as well as in Britain, having
knocked Choplifter off the number one slot in the
American charts earlier in the year.

Favourite Food: Liver sausage sandwiches, burgers,
and most junk foods.

Favourite Drink: Coke, Guinness, and wine.

Most Watched TV Programme: Not the Nine
O'Clock News.

Favourite Computer Program: Hovver Bovver,
Repton, Stix.

Countries Visited: America, France, Spain.

Pets: Two Siamese cats and an Afghan hound called
Woody.

Ambitions: To writer better and better games.
Favourite Pop Groups: Pink Floyd, Genesis.

NAME: Dave Marshall.
GAMES: Fighter Pilot.
BORN: Longeaton, 1954,

Dave Marshall is not at all worried that his fledgling
company is becoming known as the flight simulation
specialists.

"“When I speak to games players at computer fairs,
they always want to know when the next simulation
is coming out, not whether we are going to do any-
thing else". Dave and his partner, Rod Swift, are so
committed to computerised flight that their next two
products will also be flight simulations — to add to
Night Gunner and Fighter Pilot.

With no less than nine flight simulations in the cur-
rent NOP Top Thirty, it is difficult to fault Digital's
commitment to this type of game.

Dave gave up a high-powered job with the
Ministry of Defence, where he worked on computer
flight control systems and travelled extensively, to
set up Digital Integration.

"I have no regrets . . . I always wanted to have my
own company. I am still friendly with the people [ us-
ed to work with and I think they slightly envy me.

Dave's first contact with computers came at Bath
University where he studied systems engineering on
a special MOD sponsored course. It was just a ter-
minal of a mainframe. My first real experience of
micros was when I bought a kit computer in 1976, It
was a very simple machine — made by National Semi
Conductor — you couldn’t do much with it.
Favourite Food: Pork in white wine sauce.
Favourite Drink: Southern Comfort.

Most Watched TV Program: MASH,
Favourite Computer Program: Fighter Pilot, Death
Chase.

Countries Visited: USA, Greece, Germany, France,
Yugoslavia.

Ambitions: To run a very successful company.
Pets: Only my eighteen month old son — Stephen.
Favourite Pop Groups: Jethro Tull, James Taylor,
Ralph McTell.
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Mustrations: John Higgins

ASTRO SP

BY.MIKE TURNER

Y

. - RUNS ON A SPECTRUM

Never played an Advendure before? Then you don’t know what you're missing!
Admittedly, they can be a bit daunting if you've never dealt with one — finding
the correct way to address your micro can cause a few problems. But once
you've been bitten by the bug, there will be nothing that will stop you plugging
into the darkest dungeon in search of fame, fortune and excitement. But just
how do you get started? Byplaying this mini-adventure written by MIKE
TURNER, that's how! Read on and discover the world of the Astrospy . . .

COMMUNICATION FOR ASTROSPY 0077 / CLASSIFIED TOP
SECRET

The Federation needs your help. A race of hostile aliens from a planet system far
beyond our galaxy has declared war. They have developed new secret weapons, code
named Asrrtrgur!. Federation scientists are anxious to obtain one of these super-
weapons o copy it. Fortunately, following a fierce space battle, the enemy were forced
to abandon a ship with an Astrogun on board. Your task is to get on board that ship and
take the Astrogun. Security systems are still operative on the ship, s0 your mission will

as usual — be extremely dangerous. A ship awaits you in Boarding Bay 23. It will
ferry you to the abandoned ship and then beam you aboard. From then on, you are on
your own Good luck! The security of the Federation is in your hands

END OF MESSAGE
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AT LAST.
AMAGAZINE
GEARED
ESPECIALLY

FOR THE
QL USER.
SUPRISINGLY

For the latest information on every QL hardware and

software release, turn to QL USER. Every month we
review the latest games, educational and business

packages, together with program listings, book

reviews and your readers’ letters. Plus, of course, hintsand <

tips on how to get the most from your QL. If you're a QL user,

choose the magazine written exclusively for your machine—QL USER.

Available on a monthly basis from all good newsagents.




DO NOT ENTERS

HOT ENGINE AR

1409 IF NOT rcc AND NOT rcy THEN —

G0 TO 14309 -.-3:'2'
i50Q GC SUB 1S@: IF qs="1" THEN i7an
G0 TO 1309 een b
1519 IF q%="2" THEHN GO TO 928 e i
§152¢ REM Shuttlie GuUr m
1830 CL3 : FRINT a%; "2" 'b% 1722
1543 PRINT "Shuttle Launch area’ RDER
155¢ PRINT “Steps Lead down 10 & g
parkted shutttie crafti, Are Y

gl go:ng to decend and 3et into

§t?". G0 S5UB 117@ IF ag="u" THE

N GD TO 1518

4SR0 PRINT “"Exit by which doo f

Mar 217"

_1;5?@ TF INKEY®&¢:"" THEN &0 TO 15

1582 LET as=INKEvVS g £=
ND gf¢>"'2" THEN GO TO 15382 Fi
i5a¢ oo SUB 15@: IF 4%="1" —
G0 TO 1320 =¥ o have e Ca
1602 GO TO o290 £S5V Astrogun and
= S S fE':!Er‘a?.ioh.
You will rece

i81@ IF ky THEW EC TO 1638

$E809 PRINT "vou can’t open its d
gor": G0 TO 156@
5638 PRINT "You ¢
£ 1n the CoCkP

i

L i e ; T -
1842 IF NOT tr THEN GO TO 158@ red CAR a1 70 8 S
1658 PRINT ". You read them. Do 255 LR enULEY 2=d--025" Beep 4
Ep0 wish to take pff? (¥ _or 5 23: HNEXT 7 PRUSE 5. H-IEJ:.-' ?EEE. 3
G0 SUB 1170: IF gq%="n" THEN GO| [T_ _ e iy
TO 15689 179@ IF -cysrces G
i66@ IF bo THEM PRINT Pk o T - e_ ek R TR SR T 4 99
B8Rt take off because”: GO TO 81] |1502 G0 TO 1590
H 13iQ IF we THEN B0 ToO =
2e70 1838 PRINT "% veo onle
i230 of ! can . read he Hz '-'__.""__::_I";I I'-._:. - = have 1t
them” ——=
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=8 GR=Gxeq . PEHEEIE? ELSE IF
1281FHs *
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,q,-.'scz = N oS

' Space, as 'ydu :
_ well know, is a & 5
danqeraus place. p
And we al Cnmputer

i ke it W U & Video Games are

PSR - here to alert you to all . ; e s
the dangers we.can find lurking * - Lt
out in the deep, dark universe. : 6’:_&;; ¢ 3

. You are the pilot of a spacecraft
on a routine refuelling mission to
a nearby space station.

- Blocking your way is a huge belt of
fast moving meteors and asteroids.
To reach the space station in_time,
- : you must pass right through the cenfm
e e "« * of the asteroid field, )
EETE . ; l Armed with only a single laser cannon, yau

must blast every single astéroid to spacg dust ;
before you can reach your destination. g
- Full instructions are included in the program listing.
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IT IS THE YEAR 1984 AND THANKFULLY
BIG BROTHER IS STILL JUST A DISTANT
NIGHTMARE. YET, A MENACE JUST AS
PERILOUS THREATENS THE WORLD....

[THE siNIsTER PROFESSOR
SCHWEINSTEIN !

WHEN DETONATED, IT SIMPLY
WIPES CLEAN THE MEMORIES
OF ANYONE WITHIN TEN MILES
OF THE EXPLOSION.

EVEN WHEN IT IS POING NOTHING,IT HAS A
TENDENCY TO CAUSE RANDOM OUTBREAKS
OF AMNESIA FOR MILES AROUND !

/ # S—

IN REALITY AN ANDROIP. ITS0
CLOSELY RESEMBLES A MAN THAT
IT IS VIRTUALLY UNDETECTABLE.

AL
g e o

£

%

! [
WITH THE HINPBOMB CONCEALED IN THE
MANDROIDS ABPOMEN, SCHWEINSTEIN IMAGINED
HE COULD BLACKMAIL THE WORLD.

O ettt

AFTER MANY YEARS OF SECRET
RESEARCH, SCHWEINSTEIN
SUCCEEDED IN CREATING WHAT
COULD BE THE ULTIMATE
WEAPON....

- A DEVICE HE CALLED
THE MINDBOMB !

HOWEVER JUST AS HIS CREATION WAS COMPLETE, AN
ACCIDENT OCCURED AND SEHHE.‘NSTEJ‘N BECAME THE
FIRST VICTIM OF HIS OWN WEAPON..

-
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HE FORGOT ABOUT THE MANDROID [ 4 S\ -
. - MEANWHILE , THE MANDROID 15
QR UHING BAAEOH:- - : ) WANDERING ACROSS EUROPE !

i

Ll 1

HE FORGOT ABOUT THE MiNpBomB Ane L
ITS REMOTE FIRING BUTTON. ... 7

THEY KNOW WHICH CITY IT I5 IN AT

ANY ONE TIME BY THE INCREASED
INCIDENCE OF AMNESIA.BEYOND THAT,
THEY CAN GO NO FURTHER IN

HE EVEN FORGOT ABOUT HIS TWO HOLLOW
TEETH, WHICH CONTAIN THE AMNESIA ANTIPOTE
ANP THE ENTIRE HISTORY OF HIS RESEARCHES
ON MICRO-PISK.

........

R
ALSO FORGOT ABOUT THE BLACKMAIL LET
E SENT TO THE BRITISH AND THE SOVIETS !
-
oy : ,

H
H
>

NOW MIE AND THE KGB ARE SEARCHING
DESPERATELY FOR SCHWEINSTEIN.HIS FIRING
BUTTON AND HIS HOMING BEACON.

/ F RSP R R RET ¢ AT .
[0 SCHWEINSTEIN 15 A BROKEN MAN, ROAMING THE URBAN
Ffeg Pl \//-PERNESS IN SEARCH OF HIS LOST IPENTITY. ...
S~ZLIW b Zil 1 A
s ?F - f .,’- 4 r . S5 I |I.I

WHICHEVER SIDE GAINS CONTROL OF
THE HOMING BEACON AND FIRING
BUTTON WILL FIND IT EASY TD WIPE
OUT THE ENEMY'S INTELLIGENCE
NETWORK COMPLETELY....

/!‘?

WHOEVER FINDPS HIM FIRST WILL

LONDON ANDC MOSCOW ARE IN P
DANGER OF LOSING THEIR MINDS |

a1

HAVE PULLEP OFF A TREMENPOUS
INTELLIGENCE COUP.




When you are asked to key in your
password, please ensure all the red
lights are out on your BBC keyboard
— and ensure they remain out while
you play the game.

Don't try to program the red
function keys — otherwise you'll
wipe out some of the machine code!




f times
business at the Iu:t [

I 'Md::,;:.-.h:ﬂ:::o that the ‘“‘friend rn: ;;r:.
s will be doing his worst to dﬂblo-:r::. .
il b bambooziement are the weapon i
i “.l.I smile or a subtie twitch of an .yo“- i
" h:: r:zd through your agents’ r.porl: r:n s
=::;’I‘ sellprsope ,oll.: " n't .l:::’l 'l'::ﬂ:g his hair

! e ar
"-I:i:'rl;:::?eulnly at you as if to say: “:::',
yosvafllon formy e 8L do Yoo o
e
mnul:nlail::ln:::’:-no, to give youv a few hints and

tips.

LESSON ONE:
I'S FOR YOU-HOO!

Until you have some idea of i,

L which agents are . to. b ' chiag where you
1ges is the ke .l- - 'w; 'hh‘fﬂﬂlﬁl‘l hl‘lﬁ

Europe, you are very likely to stations for your agents,
lose the 99me. Your gwn

YOou are quite likely 4o bump communicat
off

enemy agent,

enemy agents can be very routing me.

information that you can severely limited and it is the
lace

iferent city should only be once and for all

valuable Opportunities make sure have
and you ‘:‘;:n, 'l':ofuf. be s

LESSON FOUR:
DON'T PANIC

Never [ose your ¢
action with gl gu

men |

more profitably Spent  you know You can rely on into

gathering information and gaps or Suspect links in your
ions,

ne who is nos an Apprnprluinlr enough,

» Rotorious for j15 wealth
Don't forget that oven of sples, i a key centre for

through,
useful sqo long as You know Withoys @ man in Berlin, your

who they gre, They will be flexibility jn sending orders
gathering information too — and calling jn reports |g

hlunmtng an agent in o ollmln-fln' the opposition
done ofnmmty—-m waste Another essential task js 4o

tempting recourse during o crisis but

calm logical rh.i.-'rﬁr.r'ng will usually
find a quiet selution to the problem,
Remember Is Smiley, not Bond
who wins gt Treac-."rr:*r_-,-:




BBC TREACHERY

The reason for the Program being split
problem found on the
graphics modes,

is due to the ysual
BBC when you wish 1o use any colour

“TREACHERY" is the introduction program and displays
the title page and plays the anthems. More than this, it
defines the ham and sickle characters AND assembles

and is defined by CALL&DGD within the

However, X% must be defined os 21 for Mg and 35 for
KGB while Y% must be 21 ro 42 respectively (X% being the
number of notes and Y% the offset from £D00 to the start of
the data).

Although this sounds complex, the user need
he copies "TREACHERY" qs shown in
Program then CHAINs the main progra
which must be compacted

game,

not worry if
the listing. This
m “TREACHERY2"
as far as possible, This listing has
a spoce following the line numbers WHICH MUST BE
OMITTED IN THE ACTUAL GAME TYPED IN. All the lines left
in are necessary due to conditions or line calls,

i the user wishes to omit the sound at

each go, then

: CONVER

SION BY STEVE WILLIS

medifying line 113 1t 113IFP%;, 1GOSUB252 ELSE
GOSUB254 will achieve this. All REMs had to be removed to
save space and, although the user may insert some during
typing, they must be removed be

Also RENUMBER will fail

main program and, besides
major benefit by drastically

9 gome start time, The
DATA must be SAVEd into a

file called “TREDATA" (may be
changed by changing line 127). In order to do this, | have

written the program DATASAVE which will read all the

DATA and then SAVE 1o “TREDATA" which should

immediately follow “TREACHERY?2" on the user's tape,
Therefore the order is:

1). Type in and save “TREACHERY",

2). Type in and save "TREACHERY?Z",

3). Type in and save DATASAVE on another tape,

4). Load DATASAVE

3). Set up the tape recorder

the main tape.

6). Run DATASAVE which will instryct

tape recorder to sgve TREDATA,

7). Play the game!

at the end of TREACHERY? on

You to operate the

MAIN PROGRAM: TREACHERY 2

CLEAR: #F 14, i
B0TD118 S
FRIMITAEBLLl .4)CHR$ 149CHR$

SEETRING

|
=
wd

8 CLS: X¥i=0: ¥%=0:G0SUB1 13 : FORE Y
"INEXT ;
? PRINTTABY 7, : : e
HREF1ZZ"OFERAT IONAL FILE' e H—ull.lr_-. REF &
TRBio) "GRADE | ALCLESS l__'l’iﬂ. I‘F
FRINITARB(S, 20l CHRE - 1.3 _-.I. e -
GOSUBZ70: IFk: "a"0ORES z'GOTO1Z2
LE=LHR$ (ASC k4

IFC#L ' OF (PRIFRINTTAB(14,20)CHR$129Y 15

RE TUFRM ok i
FRINMITABLo .20 CHR$ 1 _-.5_+_+-?~r _
GUOSUBZ70: 1FF % “ANDASC (K&

ASC ~E) = S5PR NTTREB & LISTRINGEF(Z6,. "
EEORE 1) o . kB : "y . F(E |'q__||‘-[\l =5
LH H L] . tEI- T"TAR =] 1 "FRESS
TOCHEAD: P INT Bia ) "j NCOMING REFORT TRAB Lo, 1L
FROLCK z ¢ 1N 2 A ﬂ [} Re eSS

FRINTTAB 6,200 STRINGH (L7,

: GOSUBZ44H: agk=k%X: IFK3$=" "RE |iURN
. 21 FROCRANEK (ag¥) : IForank¥.

sNEXT: GOTOZ0 =)
253 IFASC{MID$ (F£:l .agi}

l.ag# .4 11J:F-'}-.!.an'-'..!=|_EF'H-iF:*.i-l_.aq'_f.}.
":"?'"_'J ':11'.:L=l.":llli—‘|¢;'-l_"._EF?'-1'.F1-‘1.30.’.'.1.'?

] b 2 : Vi Hia K=
26 MSA=ASC (\HID¥(F$(1,a0%) ,6,1) Fé&

a8g9%k! 4 7, B)+RIGHTE(F$F (1 ,ag¥%) , 1 .:I_
27 MIi=agi:MI¥=Flil:M4%=day}

agil) S,11)

$M&%

wn=1: #=18: IFF%=2 dei=25
ot g = aan) . L) stypei=1l:dei=1 :
28 fromi=ASCILEFT#(N% (ag “-,lep-i Dy )

29 FPRINTTAB(&LH,.B) X$iagXilz" TO

& ; SICHRF14IP$FFPE, L)
&)UFHR$1.350 U0

Y CgmM
e} ECF=CFE+EF:PRINI TAB (5+]

SFACE . COF Y :
L ZANDASC (Kd)

erankXANDASC (MIDE (FE
e S CERORT
PRINTTAB(&, 1w CHR$130OCHR$ 136 NO REFOR

¥ = =] [l - :FieA=ASC (MIDF (F§
1} tMSX j:. \F L;agil) s 3: 1)) | A {
L i B ASC (1 IDF F# (] 204 5y i Ho M 1k : ¥

(24 . CHR¥IS)CHRE 25

= o = sF+F 1SS TARI

(EA=STOZ20: FRINTTAB (1 ,K¥X) I_HFx'.l‘jﬂ'-rl'_.Hl- 1 5 __-\__Hi “4 l.;_, : :_-1:5— S

FORE X=5 - P 4ICHRF LI 7STRINGS « 54, CHR 4 2 44 CHR®S i A
FRIMITAB(1 .21 )CHR$1 CHR T PTG (L e ‘_

SOVECHR¥FI4FUHRF 24 NEXT
SECRET

- ) | =1}
CHR#1Z2ZUHREFL41IP$ IR i F:"F“. C
Heir1delbera Schweinstel

TaR( s
TAR (o)

tFDOREL=1T0&

L2 E$:MEXT: IFdayi= GE (PLY=CH
INCORRECT" :GOSUHL | Z: 0601010

RETURN" ;s CHR:F157
125607017
1) B05UEBs0

Ok

Ey FOR SYUOUR AGENT®

1.agi) 5,11 0BOT0O2Z

= { o
IS AVARILABLE"CHRF1IZ7: FURK =1 T i (s

=
-

]

L, 125 :60T027
1} +CHRFO+RIGHT#(F$ (1, ,agi} , 1 : 6OTO

Ml%=1& » & . il
'I'"F'.l{: AagL)=LEFT1$#iF§(]1 . ag¥) ,2)+MIDF (F$(}

= y O . - § & 3 i 4 F ;'.ulq
l:F¥(l,ag '=LEFT$(FF(1 ._II'_]J‘..\ ..‘l.' 'L.,}‘H'\-‘ tAS0E \MII F A
\ ; . — s I II‘ ¥ 1 i . oA+l
( 1 Q%) ! E G tEM1IL+CH £ 2 tCHREFMINACHR¥M4 L+CHREM +CHR
L) +RIGHT# (F ¥ LeyB20R) . )i ME HE$FI HF F

14) :GOSUBE7 : IFE$="%x"B0T020

L] " z - 1:-1_‘“’_;.3 L
t EA=1:MD%=3: PROCHEAD: FRINT TAB(&,8) " INCOMING RE
W MEY.=stacki-1: =31 PR %

1 FROCHEAD: PRINTTAB(&.,.B) 'IP-.»II__DI'IIT.JE
IFEX=1PRINTTABR(&, 10) "REFORT HAS
CEIVEL":GGTOL&

Y %=7:b05UBS4: GOTOL &

REFORT"
REEN

SENT BUT"TAEB(a,11)"i T HAS NOT BEEN RE




LIS

32 ELSE
noved to
e during
& gome,
leulated

rom the
ne. The
may be
| have
all the
should

EXT
ECRET

Bi9)C
nstea

GEMT ™

L]

3 M1%=A5 (M 1D¥(S#(MD% . MEY) . | 11 )2 M2%=A5C (M1 D# (5S4 (MD¥% , ME

(5S4 (MDL,.ME%) , - ¢ 1)} s MA%=ASE (MI D¥ (S$(MD%
*MEE=ASC (FiTD$ ( SFE(MDL.MEL) .5 1)

e

b 1FM1Y PPRINTTAR | &,

o7 YE=Y¥%41- GOSURE 3
~oBERE TN

‘B FRINTTAB&, v "Go to

FRINTTAB(S , v 2y v 11) " X¥(MS% s RE

40 PRINTTAB(G, vy "Search L WE MG
sk PURFT

G2 FFINT TAB(S,.YZ) '"Hide

47 PRINT TAB(&L, Y%
I TRETURN

44 PRINT 1AB{a.Y%) "Change status o o]

45 PF':IN['IﬁE_—II-‘_... r%)"Switech HOF I MG

46 FRINTTAE \o, Y%} "Expl ode

47 PRINT TaB &, v rRE(MSH o

A P L

captured!'
4B FRINMT TAB(& . v L) RE (MS¥%): located "

43 FRINTTAR (B, v%) "SCHWEINSTEIN WAS
in "1 WE(M&Y) s RE TLRN
50 PRINT TAB{&, v il |
RE TURN
i | FRINTTAB (&, y%y ] have not got
3 F'F\irﬂirisf-tr;.r?.? '‘Gopods have besn
FRINTTAB (&, v2) "Message stopped on
TA=Y4+1: IF MDE=1PRINT TAB(&, Y4
MEY=MS5% MDM=MD%~1 = GOSUB=4: RETURN
FRINTTAB (&, v%) 'Message pazsed an
I§="Y 1 Mat=0rs
{ AGENT" » GOSULZa8: MZ %=k "%
FRINTTAE (& . L RIGHT$1F3 (Fx.1).14)
I Bo to city TAB(&,17) "KEY 2
KEY 4 Steal obiect“TAB(&, 15) @
S?FRINTTﬁﬁxD.Jc-“+Ev & JTransfer ob
W8 "EEY 8 S tch BEACGN" TAR (6. 19)"KEY
6l GOSUBZ70- IFk${"y TORKEF 950 TOAG
82 Mix=Vai E#) : FOR} A=1TO9: FRINT TAB{(&
]‘HEL|5UE|!&|'3+VF|L_ KE) tM3E=P%: MAk=davi= M%
u'lFfH'ft}::‘F"Elﬂ".".TlSt IFF%=2 fromy=2s5
83 typei=o: deX=ASC(LEF T+ (N% (M2%) g L30)
64 PRINT"Go to « -« JM:BOTOFE
65 FRINT"Kil1 “ T = "':=BD&UHFB:M5}1.=ag'L

have got

(]

sy L)

nenoen oo
[l -

i
“~ Lr

Kill ag
kKEY: 5

" iFI'IJ";'1'_'.-_-'F-:[Ni1'n'+i;~|h:-.r".-i%'1t:r1liIF'l'-I'1'_'-Z'..])..k43:" ro

,FI._l_ IIJJII (!

sSEen

FROCHEAD: FRINT TAB(&, 8

s 24 1)) 2 M3%=ASC (M1 D#¥
SMEX) ;4,1)); MS%4=ASC (MiD¥ (S% (MD% L ME%L) ,5, 1))

"3 XFE(M2E)

TO ":RIGHT#% (PEMIX, 10,14
FELRHLL) s Y =y R+ :PRINTTAR(2, YRICHR¥SISTRINGS L34 ,CHR+ 44 ) CHR$

TiWE (MSK) sRETURN

TURN

rf:wuxwllmb-c.vhr”qrmm agent " Xf¥(MaX)

TREMSH) i RETURN
Iransfer ";REMSY) 2 rE=Y4+ s FRINT TAB(G,Y) "to agent

"3 B¥ (MS5E) s RE TURN
BEACOUN
MIND-BOME" .

“r 0% (M5
RETURM

S A S RINTTAE(S, vi) "in

:RETURN

TIWE(MoY) RETU

YE=EYR+ 1 PRINT TAB (&, ¥%) "1y "iWE(MAY) : RETUR

On s YA=YU+1: FRINTTAB (& S YR DEY MS¥s

"IREIMSE) ; r".~—r?.--l:F'F-:IMF‘H-‘-F_Hr:..w}'L‘ trom "z XE{(MALEY) s

A=Yh+1: PRINTTAR Lo, YRIR$ (MSX) : RE TURM
"2 RETURN
DAY "=M4%

'‘Contents not avallable":RETURN

DAY ":ma%:G07 054
P MOUTS0ING ORDERY TAB (&, 1() FRESS kEY FOR
1Y TO"CHR#$129: x% (M2%) =0
ent"Tak(s, |

Hige obiect®

1IeCt " TAB(&,17) "KEY 7

7 Explode MIND- BOMB™

"TAB{&, 11} "KEY

SY"EEY =earch citv'TAB(&,149

Change status® TAR (&

«1O+HY) STRINGS ( 24 s CIINEXT:PRINTTAE(&.1 1
=CHR¥M 1 %X+CHREM2 %+ CHREMZ %L+ CHREMSG L+ T HR FHMSY+
:GOSUBB7: IFK$="1 "GOTOS7 ELSERET LR

tPRINTTAB(11.11) CHR¥1Z1 X4 (M5%) : RE TURN

86 MS%=ASsC (LEFT# (N (M23%) «1) ) :PRINT"Search® CHRELIZ1WS (M5 = RETURN

&7 FRINT"Steal .
"1 60SUB78: M&k=agi: PRINTTAR (17
68 FRINT"Hide
&9 FHINT"Tran5+Er -

L =

70 F'F\fIHT"EhEiFIgE' status tp
1 PRINT"Swi tchHOMING BEACON , .
N

72 FRINT ‘Expl odeMIND—-BOME . »

4 X-l:k};=ﬂ:GDTD?5
74 l"FfINTTAEI't:.lEHa':‘._' "KEY "ikyzn

"I WE
5 NEXT

- "1 BOSUEB79: FRINTTAB(12Z,11 )CHR¥131R$ (MS%) TAB (6,12)"fram age

L2)CHR¥1Z1X$ (M&%) : RETURN

= .J:GDSUB?¢1FHINTTQELll.li}EHHiljlﬁ?EHShJ:RETURN

. .“:EDSUE79:FRINTTABt15.li}CHR$131H$(H513'Tﬁbﬁh'”to
..':EDSUH?B:Hﬁx=aqE:PRINTTHBElﬁ.l:}CHE$1311$(H&XJ:RETURN
.“:GDSUBBS:PRINTrﬁﬁtzﬁ.jl}EHﬁ$L31uftm52;:ﬁETUPw
.“:Gnsu984:FﬁlmT1Aan?.11~CH5513;D$<H51»:HET

agen

- "t RETURN
73 LT‘.=B:ME-?.=Q5I'_ (LEFTS (N$ (M2%) . 1) }:FOREX=1TD8: kK$=M1 D# (Y% (HS%)

vK%, 1) s IFKg="n

(ASC (K$) -54)

/6 BOSUBZ70: IF K#<{"1"ORK$>STR% (LX)BOTO74

_'- TURN
b 7B PRINTTAB (6,14) "PRESS
9 FI]F{I'-.?.=1TD'_"-; FPRINTTAE (&, 14+KXy "KEY
BU GOSUBZ70Crs IFES< "1 "ORKE " S"EOTOBO
81 MSi=vaL (K$)
82 Li=x EDSUEEQ:HETUHN
FORE%=1TDZ3- FRINTTAR (B, 12+KZ) "KEY
F"RINTTHEH:D. 13)"KEY 1

MS%=VAL (k%) : L¥*=2

ON"TAB (&, 1 4) "k EY

77 5‘]5UEB-5:§'I5'.—‘:=HSL'H'1£ DEIYE (ML) «VAL(K$) , 1)) —44:PRIN 'TAB(12,11 JEHRF1Z1WE (MS%) »

KEY FOR AGEMNT": GOsuB243; agi=kKi:L¥x=1 : GO0SUBBA: RETURN

TELSY Y:R$ (%) s NEXT

'3 KXg

YSEFKKL) sNEXT: GOTOoBO

OFF": GOSUBZ70: [Flkg< 1"ORK# "2 G50
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"FINEXT: RETURN agent key
age"TRBE(&6,14) "Dy press 5 i

Blag19)

"will end route
! =

s
agents.

B ..
800 JFKE=CHR$1
REOTOLOz

W01l GLUTO99

QDI2FE( :'1-.'”:_:
LOANDASC (MIDE
B=LECT S (F
W07 IFas
Blagy) ,aq,

.11“"':

- v
L S VSR B

KEYS 10 CONTROL THE AGENTS

(OMMAND KEY COMMAND KEY
Agent One (& Go To) Agent Papg

Agent Two (& K ill) 2 Agent Alpha

Agent Three (g Search) 3 Agent Sigrrg

Agent Four (& Steq ) 4 Agent Deltq

Agent Five (& Hide) 5 Agent Foxtrot

gent Seven (4 Status) 7 Agent Hote|

p

4

§

D

F

Agent Six (& Transfer) ¢ Agent Golf G
A H
“gent Eight (& Switch) g Agent Juliet J
! K
L

n

“gent Nine ( Explode) ¢ Agent King
gent Zerg 0  Agent Lima
"ent Quix Q  Conform Retuyr

‘9ent Winger W Agentzyy z
gent Echo E  Agent X-Ray X
jen! Romeg R Agent Charlie C
ent Tango T Agent Victor v
ent Yankeg Y Agent Bravo B
enf Uncle U Agent Noble N
nt Ivan I Agent Mike M

ent Oscay 0 Cancel Space




118 DIHP$(2.2),DE{E),E*IE).R$(3}.B${3.I$J,N$(3&:.F$(2.3b]
119 ME=STRINGH (i3 ,CHR$O) : FORK%.=1TO36z NE (KX =" TINEXT:FORKY®=1TOZ6: READAY .BRS
125 CH=RND(36) : IFASC (MIDE (N$(C¥%} , 2, 1)) < >3260TO123
124 N${CE}=EHR1CZ+EHH$Q2+CHH$EK+EHR$1+EHH$0:F$(1.EZ}=EHH$1+H$:IF(ﬁZ=lﬁNDBK=EP

RAX=0ANDBZ=1)F$ (1 ,C%) =CHR$3+M$: N+ (C%) =LEFT$ (N$ (C% « 5) +CHREZ+CHR$O
L23 F$(2,CA=F#$(1.C%L): IFCYL>26ANDCYL<32 MN$(CE)=CHR$I18+RIGHTS$ (N3 (CX) ,4)ELSEIFCHA>

1 ME(CL)=CHR$ZS+RIGHT$ (N$(C%) . 4)

126 NEhT:DIMGi(Z).DE(&.E?.51(4}.W$!26).K$t3bl.f$(2é).1$12h)
127 K!GPENIN"TREDQTH“:INFUTEX.Fiil.lJ,Pii?,l).?${1,2J,P$EE.E},Di\l!,DiiE},ES

) JEF(2) 0% (3) ,RF(1) ,RE(2) ,RE(T)

128 FDHKEzerEb:1NPUT£1,N$£HK},Y$(H1!,ZifKﬂ}:NEXT
1279 FORKY=1TOZ6&: INPUTEX , X$(KZ) : NEXT: CLOSEEX
152 davu=3:Stachx=l:Px=i:EDEUBIS4=EZi1}=RK:5:hwagﬁ=@:FDRJE=1TD§:BDSUBI??:NE3T

GOSUBLS4:btagkh=0:btlock=R%

153 GOSUBLS4: IFRX=btloc¥%BOTO153 ELSEbcag¥=0:bcloci=Ri:bcon¥=2: manl oc%=RND ( 24)
explodi=0:G0TO01&63

1594 RE=RND (26} : IFR%Z=180RR%=2560T0154

155 RETURN

156 GDEUBE:FHINTTQF(5.5!CHR$140LEFT${P¥(PE,1),4):"QGEHT % RANE DAY "idayk:¥i=

:khzszGth=4TDEG=IFHSE(HID$(N$1KE}.4.11)=GDRHSE(HID$(N$(K1?.PE+1,1J}=QGDTG153
157 HK=Q5C(HID$(N$(KEJ.FZ+1,1}}:PRINTTHE(Rx.VKPKf(HK);TﬁE(E+X%,YEIAK:Yﬁ=YZ+h

FY%h=18 Yi=7:%%=19
158 NEXT:G0TO14
159 BGEUES:PHINTTQBL5.53£HR$140LEFT$(P$(FE.l),4?;“HGENT REFDRTS DAY “sday¥i:Yd

?:1h=é:FDﬁhL=1TUZh:IFﬁSEﬁHIDi(NiIhX}.4.1?}=QGDT0162
160 FﬁDERHNLiFIW:IFDrankliEranthRorankh:erankkDRﬁSE(HIthF$uldth.5,1}P=GGDF

162 .

161 PHINTTHBEIE.YH:AtiHR}TﬁBiKﬁ*E}:QSE{HiDikF$il.h1},5,1)?:Y1=?2*1=IFY2=18 Y

JrX4=1l8
162 NEXT:BDTOLS
163 reportsi=0: G0OSUBRS
164 IFreports%=S0Rday%X=3G0TO170
155 FROCHEAD:PRINTTAB(&.8) "YESTERDAY S FIELD REFORTS"TAB(&.10) "KEY 1 List all

agents"TAB(13,.11) "and their rank"TAB(4.13)"KEY 2 List all apents with"TAB(13,

4)"reports to send and"TAB(13.15) "how many reports's:
166 PRINTTAB(&,17)"KEY 3 Call in a report"TAB(&6,1F)"KEY 4 Finish with report

s"TAB(13,20) "Give today's orders”

167 GOSUBZ70: ONVAL (K$)BOSUB156, 159,20 ELSEIFK$="4" BOTOL70 ELSE1&7

168 IFK#="I"reportsi=reportsi+i

169 GOTO144

170 ordersi=0

171 IFordersi%=3GO0TO17&

172 FROCHEAD: FRINTTAB{(&.8) "TODAY 'S ORDERS"TAB(&,10) "KEY 1 List all agents"TAS
(13,11)"and their rank"TAB(&6,13)"KEY. 2 Give an order"TAB(&,15)"KEY 3 Finish Wi
th orders"TAB(13,16) "Operations over"TAB(13,17) "until tomorrow"

173 GOSUB270: IFK$<"1"0ORK$>"3"60TO173

174 IFK$="1"G0OSUB1S&6:B0TO171

175 IFk#="2"G0OSUBS7:ordersi=orders’+1: 6070171

176 PYU=P¥%+1: IFFP%<360TD1&3

177 GDSUEI?B:davz=davz+l:FDHKZ=1TD]6:S$I1.hhﬁ=5$(2,kh}:S*EE,KK}=S$(3,KZ}:NEKE
5tack1=l:ﬁ$=5TRINEitlS.CHRiDE:FUHHZ=1TDE&:F$t1,KH)=F$(2¢HE):F$(2,EZ&=H10$&N¢W15
G 1) +MEINEXT: PX=1: G0TO1463

178 CLS:GOSUBS:FRINTTAB(&,5) "END OF DAY "1day¥%;" 's TREACHERY":G0OSUB199: FORK%=]
TD&:FDHJh=1TD5:DK(KI,JZ)=0=NEXT:NEXT=nUZ=Q:FDHHZ=1TDS&=DIK=HSEtHIEHTi(N$(KKJ.H'
: IFD1%=060T0180

179 nnX=n02+l:E$="12563"=FOR21=1T95:DZ{nux.lkézﬁSC(Mlﬁi£S$(3.DIE).VﬁLﬂHIDImi-
EK.E}l,l!}=NEXT:N$£H11=LEFT${N$(HX}.4J+CHR$0

1BO NEXT

181 YZ=7:FDHBZ=1TUnDh:DNﬁZiDZ.1)EDSU5211.239,330,23?.215,2204245.2ﬁ4,}F%ELE

ig2 NEXT:FDRKZ=1TD36:IFQSC{HIDiiF${2~KK),2,1))i}0 F#tE‘HX)=LEFT$\F$(E,K1),4)1
HHi(ﬁSE(HIDS(F$(24K1).5,1)}+1A+RIGHT$(F$(E.HE!.?J

183 NEXT:PRINTTAB(&,Y%) "3 davs ago SCHWEINSTEIM"TAB(&,YX+1)"was seen in " WE (S
%l4) ) s ¥ih=Y%+2: IFbcon%=260TO185

184 PRINTTAB(&6,Y%) “BEACON ON in ":W${bclock) : YA=Y%i+2 i

185 IFbtagi“=0G0TO186 ELSEFRINTTAB(&,Y%) "FIRING BUTTON detected"TAB(&6,Y%+1) "in
“iWE(Btlock) s YU=YY%+2

186 [Fexplodi=1G0TO194 ELSED%=VAL (MID$# (Z% (manloc¥%) ,bcloc¥%,1))

187 IFDU=0ANDbconX%=1GO0TOD193

48
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in secret locations and
neither are active. During
this stage of the game, the
Mandroid is moved about
the board by the computer
completely at random.
When the beacon is found
and switched on two things
will happen:
1) The beacon counter is
placed on the board in the
correct location.
2) The Mandroid is moved
randomly towards it — ie
to any city which takes it
nearer the homing beacon.
If the beacon is switched
off again, the Mandroid
moves entirely at random
once more.

HOW THE GAME

EADAY ,BX
NDEZ=0)0

SETFCH >3

23,21

P:NEX Tz

ND(2&5) 2]

Yk YiE=1
Toi1se
=Yu+1:=1

WORKS

In most board games, once
you have decided what to
do with a piece, you simply
pick it up and move it and
when something happens
to a piece, you get to know
about it immediately.

Ay % Y=
=0G0TO)

=18 Yi=

188 Na=0O:FORK %=1 TOB:
189 NEXT

190 R¥%=RND (N%)
191

IFMID# (v {manloci) s KAy 1)pmn

ME=NX+1

: IFbcon%=2 mani oci=AS
g . =2 "=RASC 1
f.--ﬁ:;E'.r“lulli'»i‘r"i-tmanlacxll e

¥{manloc¥%)

Treachery is quite
different.

Scattered across Europe
are 36 secref agents, some
of which you control, some
of which you think you con-
trol and some of which you
definitely don't control!

To get an agent to do
something, first you have
to send him a message
from HQ containing your
orders. And, if you want
any information from him,
he first has to send a
message to HQ containing
his report.

Any messages going be-
tween an agent and HQ
must be routed through a
continuous chain of agents
in adjoining cities. For in-
stance, to get a message
from Moscow to Tangier,
the shortest route would
be Istanbul-Athens-
Tangier and you could use
your agents in those cities
to pass on the message. Of
course, there are a large

.H?.;l)]—ﬁ‘i:ElDTDl‘?'_’u
L) ,bcloe¥, 1)) ~DAORVAL (MID

Cx=2560TD202

st all ) RE,1))—g4: IF ;
B(i3,1 PUEFICY) \belock, 1)) =D%B0Ta190 YITER IFVAL (MBS R G
=18 192 manlocu=c% i
193 PR (6. Y "
report $oa EE%!‘ILTHE.?E,IHNJJ MANDROID in “WE(manlock) : yy=yv 4z
AFSX( Feh QNDST’.!IJ;"- EED_ : 2 & i . =T fa T
WEIN "t WS (S (1)) TAR (L wo o, —2=dTOl6 ELSEFP%=5Y%(1)DIViZ:p b YY) e
B MESLOLD I TAB(S , YR+ 2)FE(PY, 1) s TAB (A V73" HAVE. D6, YX) “SCHWE INSTET
= BOSUBL 13:60TOISS » o E WON THE same
199 F|"IF{'¢'.-':_._]'[G'I—*'[EF P
; = “u Lo | =135 (k _'_.__i__s-'ll;e-- = 3 - iy
B R ris e e v e lF%=1) s NEXT: IF T e
B0 by TORKY=1T08: IFMIDS (Y8 (S%(1)) k7. 110 o " a9% >ORETURN
201 NEXT falh, 1)<, NZ=NZ+1
i 202 RE=RND (N} = C%=00r ¢ pre :
s TAB i ! -‘J--J-'-.-:.--H:-i_\ﬂi;l&:r\,-_t[._—‘--. 1 & X
ISl 3N Sa(1)) R¥E,1))-gd: IFCy=cw (= e
=h Wi &S SX (1) =C%: RETURN PaR%L 1)) n‘:.|4.IJ-L..f..vEf.\_wJ'ClE'L:.EIBQH

E.LI: Fi'igl'EEF'F-*"FlF\'ETL!FcNEl_SE:'aD_.".:U?. (0%,2): IFbtagxs
D.:jr:;-q[,;\;;l;:l T AB (&, ¥%) "MIND-BOME explodes in"Tr;!lEt"qu
k=18 ANloci=25 FY= “D 23 P T 6.
e S A=manlociDIVIZ:PRINT TAB(&.Y%)
206 Yi=Y7—| : FORE
207

195

%=1TO36: IFASC

- lFtt-:‘-._q'fFi'.?.b':an'-'. ~

208 IFbcagi=kYibecag%=o

._‘?l.“? IFEI:hu.al_:?Fr.2-.5-:hwa|:|'f=-J

210 NF (k%)=L EF (NS (k%) .=

S aﬂ-;!:,;-» .-,’:_};,:rjf -If_w':t (K% +3) +CHREO+RIGHT £ (NS (L) , 1) 2 NEX T:e:

I == SR AL A L) L A=0N (D% . 3 s IEASE (M TR ] a%) : =ORE

I;,a_me,H”._r,m,_an-,.,‘4'. P Y IFBSC FlLD-F-fNI-lagzi.-'
<12 IFbtag¥=an
213 IFbcagi=ag
::lf'f iFschwany=
£13 PF:I]‘-iTTs'-iE"_i-

{(LEFT# (N$ %) L 1) )¢

NEXT:z
Eq D)

=)

RK%=1
) , 133

$(C$,

EL SE ; S SipGias, ? A

4)+C 216 ag¥i=07% (0%, o, A ¢ i Bs e Lk it
, % = IFASC (MID% (N% lagZ) .4, 1) ) =0ORETURN
W (S agiGOTOZ228 ELSEschwag¥=ti:RE FURN

- *% 2a0%60TO228 ELSEbtag”=c T

B S Ag agA=0: RETURM
223 IFEEasg,._..--aq A460TD228 ELSELC agxi=0: RETURN
B (0%,2) 1 00%=0% (0% ., 3) : to%=0% (07 - 4}
252 fc?::QEfE;FT: tag%) , 4 + 1) y=00RASC aﬁl La; { Ni (toX)
B oC (N% (ag%)} , 1)) :teu=asC (LEFT# (N$(t

in

: IFagk=to%RETURN
+ 44 1)) =0RETURN
QR4 1)) IFMID% ¢ ¥ (FcX) s tex, 1) >

>ag% ob%=2:60T0z28
% 'f!_r;+1}w¢ {manloc¥%) : YA=Y%+2: IFman]
FF(PL,1); TAB(A,Y¥+1)"

HAVE WON

“man] cct THENNEXT

: ‘olodi=1:RETURN
» @3 1) ) =0RETURN ELSEN# (ag¥%)=CHR¢

ELSEONOb%E0TOZ1




24

223 ONob%GOT0224,225,224 ELSE STOP ' ‘i;i
224 IFschwag?.<>agXG0T0228 ELSEschwagX=to%: 5% (1)=tc%: GOTO227 | 24
225 Ffbtana.aQLuginzza ELSEbtagk=toX:btlock=tc%:50T022~ G0
226 ;;Tcaga=ﬁaghEUI0228 ELSEbcagi=to%:bclock=tey 23
€27 FH$(2,t0%)=LEFT$(F$(2.ta%) 1) +CHR$13+CHREob%+CHR : :
o - Ty <L L) 4 I+ ob%+CHR AtRIGHTS (F#(2 ¥ 4
<28 IFO%(D%L,1)=4XX%=to%ELSEXX%=a0Y TSR ST e A G 1‘?2’
229 (2.XX%)=LEFTH(F$( X%) ’ 25
;?: Z:;réﬁTé; EEFéfngt2¢XAA;.I:+EHH$14+CHR$nhK+RIBH1$iF$aZ.Ehz} 117 : RE TURN 23
craaarag 0% (0%, 2) 1 C%=0% (0%, 3) : IFASC (MID$ (N$ (ag% ) =ORETURN ELSEs]%=0: FORY |
el ek s DL, D# (N$(agX) ,4, 1) ) =ORETURN EL5E51A=m:FDRLET$E%i
231 NEXT: IFsl %<0 F#(2,a80%)=LEFT$ (F$ (2 s “HF: RF | r:
nimEr o a F$\L.agJ}.1)+LHR$12+EHH$hdav4+1~51K>+EHR$E1ET%E
b i A
:;‘: ;l;:;:’(i} -Ex.uDTD;’Hl ELSEIFschwag¥=0 SchwagX=agk: XX%=10 ELSEXX%=11 'RIN;'
ane ._,agAJﬁLEFT$1F$(¢,agA}.i}+EHR$XXE+EHR$1+CHR$CZ+HIEHT${F$nﬁ,agx}.ID}:H Ze
=
234 IFbtloci< >C%ORbtag¥%< »060TO23S ELSEF#$ ( i2oe

- i Chs 2C% (<3 35 ELSEF$(2,ag%) =LEFT$ (F$ (2. 20%} ) P1Z.5

__+I_:lthi-L,f.+FfIEnT:t{F$ (2,ag%}),10) tbtag¥i=aag% i : it 1‘-:"3
;:,; ii?glg;;; JSEE!;{:?E:T?:l.RETURN ELSEIFbcag¥=0 bcag}i=ag3{: XX¥%=10 ELSEXX%=11 44,8
23 ,ag¥%l= 2, ag% XX 3 3 { j :

2 ag }.1}+EHH$ﬁ£4+CHH$o+EHH$E£+RIEHT$\F$12,agxi.10):R . 71
2:? t i-:' -. r - -Fi = L7 - - - - - - - ‘::‘
2 IE;ﬁgfé?gffJ-D?ATDfLDﬂ.affag4=DAtDAq4J:IFaqz=tDXRETUHN ELSEGOSURZZ1 94,4

_ 238 IFas ¥ (F$(2,t0%) 42,13 )<>13RETURN ELSEF#(2,20%) =LEFT$ (F$(2,ag%, 1) +CHRE 27

S+RIGHT$(F$(2,ag%) ,12) : RETURN I 27
237 3g%=0%(0%,2) : to%=0%(D%.3) s [Fan’et nvr L

2y A A ARG B Qi=toXiRET C ! =£Q’ J0R

ASC (MID$ (N$ (to%) ,4,1) ) =ORETURN < T EEEIERRR e o8 L
<40 CA=ASC(LEFT$ (N$(ag%),1)): IFAS -

_ =ASC %) 4 1)) 2 SCILEFT$(N$ (to%) ,1) )< >CYR % ) =L R W

?$1N$\ECLJ.JJ+CHE$D+RIGHT$tNi(tu1>.1} 3 TR B
241 IFbtagZ=to%btag%=0 ?
242 IFbcagi=to%bcagi=0 :
<43 PRINTTAB(&.Y%) X$(to%) " i "2 YE=YY :

TGl RETURN. 7u) 3 1s eliminated FYL=YL+1: IFschwagi=tox schwagi=u:RE n:!
<44 agi=0%(0%,2) : on%=0% (0%.3) : [FASE (N$ {ag je ol

_ 244 ag 142 2DNA=0L(0X,35) : IFASC(MIDS (N$ (ag%) 4. 1)) =c “LSE X< i

,'.EE-‘-—;'-:IJDTD::}_-E ELSEbcon%=on%: RETURM ; : spartl g i'—LEtthcagfi“‘f”; on
245 aqn=ﬂﬂLD£,£}:pi1=Fh:Px=DKfDK,5P:IFHSC(MID#(N!{&QZ},4.1J? % gl

LSEFROCRANK (ag¥%) : Py=

number of alternative
routes for any message.
The only restriction on
your choice of route is that
only eight agents can be
used for one message.

So far, it seems simple
enough. There is,
however, a catch. Some of
the agents you use to pass
on the message may be
traitors, apparently your
agents but really under the
control of the enemy! If so,
nasty things can happen to
your message.

Firstly, the traitor will
memorize the message
and try to report its con-
tents to his own HQ on the
following day. Secondly,
your message might be
stopped altogether and
never reach its destina-
tion.

If the traitor intercepting
the message is ASLEEP, he
will pass your message on
along its chosen route; if
he is AWAKE or ACTIVE,
he will stop its progress
permanently.

It @ message is stopped,

50

iy Dl%: IFeranky
AU 3 +RIGHT# (N$ (ag%) , 1)

:RETURN

you may not get fo know
about it until it's too late.
In the case of orders, you
only know that they have
been sent out and, unless
the order has an obvious
and visible result such as
your agent moving to
another city, you will not
know for sure that it has
been carried out.

In the case of reports to
HQ, you are told that the
report has not actually ar-
rived but you still don't
know which agent in the
chain is the traitor.,

Things con get more
complicated still when the
traitor tries to report your
message back to his own
HQ. One of your agents
might intercept the
traitor's report and memo-
rize it to send back to your
HQ, When your agent tries
to send his report in . . .
well, it could go on
forever.

Fortunately, the agents
have limited memories
and messages about
messages about messages

ArorankiZRETURN

are only embedded to a
depth of three.

1) The British flag appears
on the screen and a Brit-
ish signature tune plays.
The MIé player is asked
to enter his clearance
code before he can ac-
cess the Top Secret
operational file.

2) MI6 reports: The MI6
player calls in yester-
day's reports from his
agents in the field. He
can call in to HQ a maxi-
mum of five reports. If a
report fails to arrive, it
still counts towards this
total. The player doesn‘t
have to call in a report it
he doesn't want to.

3) MI6 Orders: The MI&
player sends orders for
today to his agents in
the field. He can send a
maximum of three
orders but he can send
os few as he chooses,

4) The Russion flag ap-

ELSEN# (a0%) =LEFT# (N$ tag%) , 3) +CHR$D

ONE DAY OF |
TREACHERY r

=0 Pi=pl%:RETURN cHET;

pears on the screen o
the same sequence ¢
the MIé player's
followed by the K
player.
5) The end of the day. Th
computer memorizes o
of today’s messages ant
executes all of todays
order (or, at least,
ones that reached
agents concerned). The
it lists on the screena
events that are publi
knowledge.
6) The game moves on fg
the next day.
When one player is
ing the computer to call i
and send out his
messages, the other
player must be out of sigh!
of the screen, otherwise
he would see information
he's not entitled to.
Nene of the pieces on
the board should be moves
or removed until sfag
five, the end of the day. Al
this stage, both pla
can look at the screen,
they need do is follow

computer’s instructions as



246 DEFFROCRANMK (a%) : orank%=ASC (MID$ (N$(aX) ,Fi+l.1))zerank%=ASC {MID$ (N$(a%) . 4-P
%.1} ) : ENDFROC

248 GOSUBZ270: IFKE$=" "RETURN

289 IFK$:" "ANDE#<"{" KX=ASC(K$)-94:560 TOZS0ELSE IFK$:"/"ANDK$< "2 " K%=ASC(K$) -2
1:G0TO2S0ELSE GOTOZ248

250 IFASCIMID® (N$ (K%) «%.1))=0G0T0248 ELSERETURN

%) L 10) 251 DEFPROCHEAD: GOSUBS: FOREX=5TO&: FRINTTAB(0,K%) CHR$14 1CHR$ 1 49C} IR#SECHR$1355FC
BIFSIPZ,1)" DAY "iday%::NEXT:ENDFROC
ETURN 252 HIMEM=&57F O: MODES: vOUus5,19,0,7,0,0,0,19,1,7,0,0,0:6C0L0,131:CLG: GCOLO, 1:RES

O FOR %=

JORE260: FORI%=0TO30: READZY . X%, Y%: PLOTZ%, X%, Y%: NEXT: COLO, 01 FORI %=0T023: READZY . X%
ikt FLOTZY , X%, YX: NEXT: VDU19,0,4,0,0,0,19,1,1,0,0,0: D=GET : MODE7: RETURN

254 HIMEM=257F0:MODES: YDUS: GCOLO, 1: MOVEI20,690: PLOT4, 960, 690: PLOTES, 960, 2843 PL
814,520,264 PLOTAS ,, 320, 6901 GCOLO, 2: MOVE372, 642: PRINTCHR$224CHR$225: MOVES72 . 6103 P
RINTCHR$22E£CHR$227 : MOVED , 03 D=GET : MODE7 : RE TURN

*CHREC 1+

10) : RET 2&}DﬁTﬁd,324;55&,ﬁ,qﬁ44554.$5.964.464.4.324.404,95.3:4.554.%.hUJ.?14,4.5U2.31
'&Eﬁdﬂé.510.4.58m.714.55,av2.?l4,4.962.?14,4.?34,f14~85,?3m,3?8,95.EIL,SE4,EE¢?
10+CHR 4 EZ&J3.4.?I4.TLu.é.¥;4.bFE.85.518.5?8.55.552.575,85.334¢?14.49?703444
3Dl34794-’43.444.65.?944EDE.4.964‘330.85.??4.444,4,334.308.4,1m4.3@8.&5,552,4
11 “.ﬁm575.44d.4.5?&.43@.55.To4.3ﬁﬁ.¢.?é4.345.4,§m4.444.EE,?94.444,@,573.?14.4.38
10) :RET 4.W4.Ei.578.r0:,+.‘L;,F14.4.%u4.714.95,Ti:4cu:,4,?b4.b?ﬁ‘4.954,5?5
ELEDQ?HBS.BU#.Sja.+.3?4,5?5.4.3;4.57&,83.49&.576.4*334.444.4.324.3¢b.ﬂi.4”0.4
-44m.3&4.3nu.4.5?8.3ﬁ@.L5.5?&.43£.4.r13.43:.4.?1:.305,55.9o4,3nw
 +CHR$1 270 #FX21,0
271 K$=GET#:RETURN
I =00R
%) =1 EF which pieces have a| always loyal to the player

ew location and which
pleces need to be removed
from the board. (NB If the
Mindbomb explodes, all
Ihe agents in that city must
be eliminated.)

 PAS )

F . On his first turn, each
URN E Player enters a six-letter
CHR$0 arance code of his own

oice before accessing his
p secret file. The player
should make a very careful
2 of the code.

reen and | § |ne
Aler turn one, he won't

ence as|
rer's  is|
he KGB| unless he enters the

| code. This is to stop

day. The| I ithe other player trying to
rizes all| 2at by accessing his op-
ges and ponent’s file.

today's | | Because there is such a

ost, the|
ed the| c
d). Then |
een any |
- public|

of information going
ards and forwards
ch turn, we have includ-
a hard-copy option for
of the information
ges a player can access,
Once such a page is on
screen, by pressing

5 on fo I'

r is us-| (key Z) the player
 call in| get a copy of that page
t his| the ZX printer. If you
other| ven't got a printer, we
of sight | you keep pen and
erwise | handy to moke o

mation | of any important

 of information.

Ces on | |
moved | by

g THE AGENTS
lay, At | re are 36 agents in the
layers ond each agent has
2n. All o ranks, one his rank in

b, the other his rank in

w the Mi
fhe KGB. An agent is

NS as

he ranks highest with; this
player is his controller. The
agent is a traitor to the
player he ranks lowest
with; this player is known
as the dummy!

However, players are
only told by the computer
the rank each agent holds
in their own organisation,
So, at the start of the
game, they have no idea
which agents are really
theirs and which are
traitors!

Two numbers, MI6 rank
and KGB rank, define the
type of agent. The 36
agents are comprised as
follows:

1 4-3 MIé Master Spy

2 3-2 MI6 Triple Agents

4 2-1 M6 Double Agents
8 1-0 MIé Single Agents

6 0-0 Couriers under no
player’s control

1 3-4 KGB Master Spy

2 2-3 KGB Triple Agents

4 1-2 KGB Double Agents
8 0-1 KGB Single Agents

50, each side has 15
loyal agents and there are
six neutral pieces,
However, at the beginning
of the game, it will appear
to each player that he con-
trols one Master Spy, three
Triple Agents, six Double
Agents and 12 Single
Agents — a total of 22
agents! Seven of these
agents are, in fact, traitors
whose treachery may be
revealed later in the
game.
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) A&F renowned for quality games like the
fabulous Chuckie Egg now have 4 new games

; Spectrum, Beeb and Commodore user.

_CYLON ATTACK—
. Better than ever isometric perspective graphics|
SNARL-UP—Bumper to bumper frustration,
GUMSHOE—
Threatened girl needs you desperately.

ALPHA-BETH— The brain teaser with hazag

A&F Software, Unit 8, Canal Side Industrial E
™= Woodbine Street East, Rochdale, Lancs OL165
Telephone: 0706 341111



DATA SAVING PROGRAM

10 REM ————ae e e e e e s
20 REM DATAFILE CREATION FROGRAM
30 REM
40 MODE7: FRINT TAB(4,10) CHR#1Zg" FLACE a REWOUND BLANK TaAFE" - - CHR$130" IN YOUR C
ASSETTE RECORDEFR. MARK IT*»- TAB(12) CHR$&131 " "DATAFILE *»
S50 FRINTTAE ( 11,20) CHR#1 J6CHR%1 292"PLEASE WaIT"
o0 REM =———- e e e e
70 REM READ VarRIous STRINGS
B0 REM ————- St
90 DIM VE{12)
100 FDR K¥=1 TO 12: READVS (KX) s NEXT
110 REM i e g Lt e
120 REM READ C1 TIES AND AGENTS
150 REM ————.__
L) DIHH'—F[’E{BI..33'7{3&}.‘!’:!-'.'26)
S0 FORK%=1 TOZ2&: READWS ( KXY  X& (K% 2 NEXT
1&0 FUFH’-_K="’?TD-3|5: READX# (k%) INEXT
170 FORK%=1 TOZ4: F'EEFED‘."«T-(K'*.) NEXT
1BO REM e
190 REM CITY 7O CITY DISTANCE
200 REM -
210 DIMZ% (26) z NN¥%=2&: EX=1zag=nn :BF="4 2 Ni=0. FORK%=1 TO2686: 2% ¢ KL)=STRINGS ¥t o BEL L
P40 45T RINGE (24-K - S S
220 FORJ%=1 TOB: IFg%: LEN(YS$ (k%) ) J%=8: G601 0240 ELSE J¥=MID$ (vs (L) o T% s
230 LZ=ASC (J%) —64: 2% (K%L) = EFT$(2% (KR} JLE~1)4n 1"+RIGHTS$ (ZF(K%L) v 24-1%) 2 NA=N%.+1:84
F=hF tCHR$K Y : Bg =B¥+CHR$L %
240 NEXTs NEXT
250 NN}‘;=NNE+NZ: IF NNX=874 GOTO=S0
260 Cg="n :DE=""2 g =Nz N%E=0O: EX=E%+1: E+=STR$(E%)
270 FORI¥%=1 TONS%: E%=ASC (M1 DE{Aas, I%41)): J¥%=A5C (MID$(B$ s 1%, 1))
280 FORM%=1 TO0B: M¥=MI DE(YF(I%) ML 1) s IFME=" o Mi=8: GOTOZ10
270 L¥=ASC (M¥)-64: IFMIDs (ZFCKL) L% 1y<nn n GOTO310 ELSE 7% IKL)=LEFT$(Z% (k%) L%
”1?+E$+E‘IE‘-HT'—!‘- (ZF (K% s 26-L%)
IO NE=NY+ 1s C'—%’-=L',-f-+|:HR$h‘-’.= D¥E=D3% +CHR#L %
NEXT:NEXT: A¥=C%; Bf=Ds%: GOTO250

) REM SAVE DATAFILE oN TAFE

} VDU7:CLS
FElNFTﬁBlE.IOJBHH$130“PRESS RECORD ON CASSETTE" * 'CHR$130" THEN FRESS
T SAVE FILE" TAB (7) CHR$130"ONTG YOUR BLANK TAFE. '
70 D=GET: IF D<33o GOTo=70
' ON ERROR GOTD470
X*=0PENOUT " TREDATA"
0 FOR K%=1 TO L2:PRINTH#X , V$ (K%) s NEXT
D FOR E%=1 ToO Eb:PHINT#H.Nﬁfhx}.YttFE;.E$ihKi:NE<T
J FOR K%=1 TQO SEIPRINTHX , X$ (K%) s NEXT
30 CLOSE#X
VDU7:CcLs /
'PHINTTHE{E.10;EHR$131”STDP RECORDER AND REMOVE Tapg:
END
'CLDsE#x=CL5:PﬁINrTun4.1g;cnﬁs1365HH$1:¢"£ﬁﬁuﬁ, FLEASE CHECK LISTING':

REM - =
' REM VARIOUuS STRINGS
—— e
S0 DATA MIs LONLON CONTROL . & GE MOSCOW EENTRHL.ECHN.Z‘TISDKQE.LIL}. /ROBOTNIE /S5—20)

;m;m¢.HSLEEP.ﬁwﬁhL.HCT;VE.SEHNEINS]EIN.FIHINB BUTTON,HOMING BEACON
520 REM ———— e

930 REM C1 TIES & AGENTS

RUREN —— . ——

SSUDAT A AMSTERDAM . ALF HA . BEL GRADE + BRAVD , VIENNG +CHARL IE ,FARIS «DEL TA,DSL0, ECHDO WLI
SEON, FOX TROT , MADRID, BOLF, TANGIER ,HOTEL +WARSAW, IVAaN, ROME +JULIET

Se0 DATA ATHENS K ING, ISTANBUL s LIMA, BUCHAREST +MIEKE SOF 1A, NOELE , FRAGUE 10OSCAR, COP
ERHAGEN , FoF +REYEJAVIK ,QUIZ : LONDON , ROMED BRUSSELS, ST ERRA, BERLIN, TANGOD

_5Kﬂ0ﬁh§LE;jJNIL.UNELE.EUUQFEST.VICTHH.DHBL]N.NINTER.EUPEEH.i—RHf.HUSCQWvVQNF
BESSTOCKHOLM, 701

980 DATA EEHD.DHE,TND.FHFEE‘FGUF.F[UE.S?}.SE?EN.EIGHT‘EIME
SW'DHnaFraﬁ.uanJt.GuEJai.51xJGF,u:;ﬁw@.wRGH,RDJkHF,HFB.fvoer.thGDx,NLHGJB

;ﬂNHﬂLNEv.HLkB,I;CT.E;liﬁﬁ.UEM.Eﬁﬁﬁﬁﬁfw.ATDR.FIDEKDSH,YZEQ.IYHECD.GERF.TEJD.LH
VEZU, Uy 1







M2=RG: M3=P : M4=Dy-1 :
F$C1,RAG)=LEFT$(F$(1

FR=ASC(N$CAG. 1)) : Ty=1
PRINT " MDD SRR R

IFK$="X"THENdB®
ME=SK-1:M
PRINT"MBBRBIINCOMING
IFEC> 1 THEN4SS

PRINT" XBRBBBREPORT HAS BEEN

PRINT"NBBBBIIT HAS
¥Y=7 : GOSUBS0R:
REM

T=Y+1

7=Y+1:IFM1<10RM1>
PRINTLEFT$CYYS, Y+1)
PRINTLEFTS$CYYS, v+1
PPIHTLEFTIu??S;?+l‘
PRINTLEFT$CYYS, vY+1
PPIH7LEFT$E??$-T+I

PPIHTLEFTf(??$-¥+1
PRIHTLEFT$LV?£.?+ZJ
.DF"IHTLEFT!": YYE,Y+1

PEIHTLEFTE(?T$.5W!
PRINTLEFT$(YYs Y+1)
PRINTLEFT$(YY$, Y+1 )
PEINTLEF*$u??£-T+1
PRINTLEFT$<Y'YS, v+
PPEHTLEPTI,?V;,WT1;.
PRINTLEFTS<¥Ys, 41

ﬁ$=CHR$ﬂMl)+CHR5(M2)+CH?SQN3D+

ID=3:GOSUB100: PRINT'

MOT BEEM RECIEVED"
GOTD206
===IECODE MESSAGE===
MlnHEEtLEFthS$fML.MEk.1r;
M3=HSC:MID$£S${MDANEJ,3fL:J
H*=JSC£MID3(€$§MD;HE:
PRINTLEFTS(YY$,¥Y+1); "IDRRIE |
IFMI{IGTHEHFPIHTLEFTif?VS,?+1DZ
IFML>STHENPRINTLEF T#¢Yys Y+1)

} a
)
b M
PRINTLEFT$CYY$, Y+1);
B

»

HGP;4)+CHP$&REC{H[D$¢FS{1,HG
DE=18: IFP=2THENDE=25

i XSCAGY; " TO "iMIDSCPECP,1),5)
FRDRRERR PSP, 15"
REPORT"

SENT BUT"

GOTDZO6

NEﬁFQZfWIDEﬂS$fNUJM£“-2-2““
%4=PSC5HIDifE$kHD.HE*,4,J)“

+321)) M&=ASC{MID$(S$MD,ME).6,1)

"IPREBI" i MIDSCP$(M3, 1)
RS T :

-DHHIGDSUBSB5-618-515:62@:625;§35,E -
IFH!}IETHEHUNfﬂl—LEJUQSUBEEE 678,675,

17THENRETURN

Py
ook

1, 68
"
"NRBRIGO TO ";W$CMS) :RETURN
"INRBBKILL ";x$cMS) RETURN
"IRBBREERRCH "IHFCMS) :RETURN
"IBBBRISTEAL ";R$(MS)

————— %" :RETURN

-T:___.l‘: 4 1'.

IRERRFROM AGENT RECM
"NBBBBHIDE ";RE(MS) R
"IPBBBITRANSFER ";

T

=
M

"NRRBRITO AGEM
"NNRFREICHANGE S

p—_
=1 |

 "NRRRRENITCH HOMIMG
 "NRRRREXFLODE MIND
L "IRRBR S RECHMS Y " CRP
 "NREERRIIN " L$cME) (RE

i ..'..'u : P‘(:F (M5 ;"

PRIHT;EFT$ﬂTT$-?*1“.'

b PRINTLEFTS$CYY$, Y+1°
FPENTLEFTIK??t-?+iJ
i PRINTLEFT# ¢y
PRINTLEFT$CYYs, Y4+1)
PP:HTLEFTin?TL-JFi--
PPIH*;EFTII?-f.?+11;
FRIHTLEFTI*H?T.TLlJ-
IFMD=1THENFRIMTLEF
ME=MS ' MD=MD~1
PEIHTLEFTE'T?$,H+L
REM === i

s TWE

T+ ] ]

Ii-.=-| .

BETKS: IFK$=" EHE
IFK$>="A"ANDKEC=" 71 T

IFK‘}=“E‘"HHEK$,:;||3.--.-.

GOTO782

THCYYE, Y41
GOSUBSES RETURNH

"IRERRFROM

ME

; "IBBBRII HAYE NOT GOT" v

KBRBM" ;RECMS) :RETURN .
"INFRBIGO00S HAYE E
"MRRBRMESSAGE STO

e, Y "IhEEn

Y=Y+1

;M4
AVAILABLE"

IFHEC(HiﬁM2.4?1=DTHFHTE&

PRINT"ﬂHﬂHﬂHﬂmﬂlIIIIP'Jﬁ;ﬂ%&

PF'I?‘JT"D‘.IIFE'T' i

PRINT")RBBRRKEY 3:

PRINT"INBRBKEY =

PRINT"aBBRBKEY -

PRINT"RRBBKE v 5

GETKS'Irkif“l“Dﬁ%
714 M1=VAL(Kk$> FORK=1T
715 PRINT"smpBaI

716 ONVAL (K$)GOSUB730, 731, 732 3,
17 M3=P:m4=py ME=CHR$ M1 )+CHRS M2

?IEFF=1811FP:2THENFP=25

719 TY=0: DE=ASC(N$ (M2, 15

728 RETURN
25 REM ===PARAMETER SEL
BFS0 PRINT"GO TO

GO TC
SEARCH C
HIDE OB
CHANGE STATU
EXPLODE MIND

$>"9
1

O11:PRINTLEFTS$<YYE, 9+K)

:S25" TO ";RECM2)
FEINT")DBRRRKEY 2 KILL AGENT"
'RINT"IRBBBKEY 4 STERAL OBJECT"

‘FRINT"npRBRKEY & TRANSFER OBJECT"
CPRINT"MBMBRKEY 2: SWITCH BERCON®
JOME'

" NEXT - PRINT " eI e e B ;
, 737,740,742, 744
*+*CHR$ (M3)+CHR$ (M4 ) +CHR$ CMS ) +CHR$ ¢

e s ¢ 35

.'.1:' 1

THENTBEG

ECTION

GOTO?S@

EHRIEM4J+CHP$(N5?+CHESCMSJ
5.5-i))-ln+HIDiﬁF$ﬂ1JHSA,SJ



AN APPOINTMENT
NOTTO BE MISSED
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ton the 16th of
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game kme next month.
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extensive listings for the Sinclair Spectrum and
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731 PRINT"KILL +«« " GOSUB?60: MS=RG : PRINT"WIII“I“II";Xt(l‘l&‘-‘ ‘RETURN
732 MS=ASCIN$ (M2, 1)) ‘PRINT"SEARCH *; WECMS) : RETURN

733 PRINT"STEAL <+« " :GOSUB778: PRINT "Wlllllllllll";ﬁ!( M3

734 PRINT" PBBRFROM AGENT ., . " :GOSUB?60 : M6=AG

735 PRINT*" w.nlnlnlllllll" i K$CME) : RETURN

736 PRINT"HIDE . <+ " GOSUB77@: PRINT" IIIIIIIIII".ERS(HS) ‘RETURN
737 PRINT"TRANSFER +«« " :00SUB?70: PRI HT"mmllllllllllnll" iR$CMS)
738 PRINT" BBRBITO AGENT .., " : GOSUB?60@: M6=AG

739 PRINT" W’IIIIII“IIIII" s AECME) : RETURN

740 PRINT"CHANGE STATUS 10 ,,," ‘GOSUB78@: PRINT" SO LEFTS$(XX$,22);
741 PRINTQS$CMS) : RETURN

742 PRINT"SWITCH HOMING BEACON ,,,» -'GDSUB?SGZPRINT"W';LEFT#(KHL.?E)i
743 PRINTO$¢MS); » " ‘RETURN

744-PRINT" EXPLODE MIND-BOMB" : RETURN

750 L=8:MS=ASC(N$ (M2, 12 :FORK=1T08g: KE=MID$CY$C(MS), K, 1)

751 IFK$=" = THENL=K-1 : k=g: GOTO?753

;52 PRINTLEFT$(vys, 134K ; “MEBRRKEY" ;K ; "iW$CASCCKS)-64)
93 NEXT

735 BETKS: IFK$<" 1 "OEKS}RIGHTS(STR!F(L) + 1) THEN7SS
756 GOSUB?9S

757 MS=ASC(M] DECY$CMS), vAL (K$),1))-64:pPR] NT"WIIIIII.IIII“ ilECMS)
738 RETURN

733 REM ===kgy IN AGENT===
768 PRINT" BBMBFRESS KEY FOR RAGENT"
761 GETKS$: IFK$>="R"ANDK $ (= "2"THEHHG‘-'F|SL‘.(K!)—64 60TO765

762 IFK$>="gn ANDK$ =1gn THENRG=ASC(k$) ~21:60T0765
764 GOTO761

765 IFHSC(H!CHG;#)}=BTHEN?EI
6 L=1 ‘GOSUB795 : RETURN
769 REM ===kpy IN OBJECT===
778 FORK=1 TEISiPRINTLEFth'r“r'i; 13+4K>; "NRBBBKEY" K ; " "IRECK) :NEXT
773 GETKS: IFK$<" 1 "ORK$> " 3» THEN?73
774 MS=VAL (K$)
775 L=3: COSUB?95 : RETURN
779 REM m==KkEYy IN STATUS===
780 FCIRK=1T03-‘PRINTLEFT$(‘7"1‘$- 13+K) ; "nempBKEY " ; Ki" " Q$¢K) :NEXT
783 GETKS: IFK$<" 1 "ORK$>"3"THEN783
784 MS=VAL (ks> ‘GO0TO?P?S
785 REM ===kgy IN ON/OFF===
799 PRINT" PRRPKEY 1: gn» ‘PRINT"sBBBBKEY 2: OFF"
792 GETKS: IFK$<" 1 "ORK > non THEN792
793 MS=YAL(K$) L=2

795 FORK=1ToL : PRINTLEFTS$(yvs, 13+K) i "npmpm

" NEXT : RETURN
799 REM ===MESSAGE ROUTING===

K$<"B"ORK$>"gn

? IFK$=" "THENK$="%" .
808 L=8:G0SUB795: Ag=" v ‘N=8:G0T0811
818 GETKS: [FKg=" "THENL=g: GOSUB795: GOTogRe
811 IFK$}=“B“FIHIII<$C=“9"THEH!{“HSC(I#)—E‘I ‘G0TOB14
81z IFK$>="R"ANDK$ = "Z"THENK=ARSC (K¢ )=64:GOTO814
813 G0TOS1 0
8l4 IFHSC(N$CK_4))=BTHENSIB

13 C=ASC(N$ K, 12D ‘PRINTLEFT$(yvs, 14+NY; "NBBBBI" ; Xg () 0 o i WECCH
816 NeN+1 ‘AS=A$+CHRE (k) : IFC=DEAND¢ TY=10RK=M2) THENgZ2
817 IFNCOBTHENZ 19

818 PE‘INT"M&EI!I!WIIIIHTHIS ROUTE IS ToO LUNGE’"1FDRK=1TOIBGB-‘;EHT-‘L=B
I a

819 GOSUB795 - FRINT " SO B " GOTO8

820 GETKS: IFKg=" "THENS2@
821 G0T0B1p

822 L=8:GDSUB?95:PRINT"M!ImmumlnmEssnsE TO BE SENT VIR  ":FORKk=aTOR
83 PRINTLEF TS (Yy's, 164K ) ; "NOBBBI" FORJ=1T03: IFK¥3+ISNTHENNEXTJ, K : GOTO80>
AG=ASCCMIDS (RS, K#z+T. 1) ‘PRINTXSCAG) ;" " NEXTT. K
827 PRINTLEFTS (v's, 21) ; "sppmmpcey CLEAR, COPY OR RETURN"
831 GETKS: [FK$¢> "2 ANDR gy "ANDK $C3CHR$ < 13) THENS3
1932 IFK$=" "THEQRETURN
: CYYE, 21 ) map "
="Z"THENGOSUBSBGS

B3¢ IFK$=CHR$ ( 133'THEHF‘F!IHTLEFT&Z'IH”T'LEI>; "MEEBRMESSAGE IS BEING SENT™ ‘60TOS46
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1839 DHTH"MNHNMHMLKJHNMKHLHNMLJD"
163 DHTH“3226141418661111336631"
1635 DATR"JAJBG
1037 IATAR" 63366 631111113
9 REM ===VARIOUS STRINGS===
1945 DATA"MI6 LONDON CONTROL "
280 IATA"KGE MOSCOW CENTRAL"
1 ﬂﬁTH“SEHH.BISB/ﬂZ"
868 DHTH”LIQ./ROBUTNIK/S*ZB“
DHTH"UH"J"DFF"I"HSLEEP“J“HNBKE“J“HCTIVE“

- 'BﬂTH"BCHHEIHSTEIN";"FIRING BUTTON", "HOMING BERCON®
DHTH4:3;3;443:2;3;2

, M ===CITIES & RGENTS===
22 DATR"AMSTERDAM" , "ALPHA"
DATA"BELGRADE" , * BRAV("
9 IATA"YIENNA", "CHARL IE"
99 DATA"PARIS", "DELTR"
48 TATA"0SLO", "ECHO"
s DATR"LISBON" , "FOXTROT™
¢ DATR"MADRID", "GOLF "
% DATA" TANGIER" , "HOTEL »
DATA"WARSAW" , " [YRN"
DATA"ROME™, » JUL IET"
18 DATR"ATHENS" , "K ING"
{3 DATA" ISTANBUL ", “|_ IMA"
2 DRTA"BUCHAREST ", "MIKE"
% DATR"SOF IA", "NOBLE
8 DATA"PRAGUE" , " 0SCAR"
9 DATA"COPENHAGEN" , "PRPR"
® IRTA"REYKJIAYIK" , "gUTz»
% DATR"LONDON" , "ROMED ™
§ IATA"BRUSSELS ", "STERRA"
9 DATR"BERL IN", "TANGO"
2 DATA"HELSINKI ", "UNCLE"
® DATA"BUDAPEST" , "y ICTOR"
9 IRTA"DUBLIN" , "l INTER "
8 DATR"ZURICH" , "%-RAy»
iETTE:M?sEEﬂai " H'HHFZ{EE "
] STO M", "ZULy"
) DATR"ZERO", "ONE " , “TWO", "THREE" , "FOUR" , “F IVE", "SIX", "SEVEN", "EIGHT", "NIME"
3 DATR"PTSR WY OVMNKIC 4, MOYBIRT o, wSTYIGR ", "UZPRUG v
) DATA"WRGH ";"RDIKHF *, "KFG "
S DATR"VWOTPZ " "CBKGDX  » “NLHGJB Wt uWKNM e Ry
| DATR"MLK B = EIYCT ","EZITAR ", "UEW ", "EPASDGFW" , "ATDR
2 DATR"PIOCKDSA" , "vZEQ ","IYMBCO *,"QERF 4
| DATA"TCJD " ULMYIZU v, eUyIPE
===0AME START===
( 53231,15:P0K553239,15:PR1HT":mnunnlnrr REARCHER y"
T"MBBBBLIHEN THE ™KGBW AND SMIEW WAGE A WAR OF"
NT*MBBIITS THROUGH THE CAPITALS OF EUROPE, "
NT"MBNOTHING 15 SIMPLE!"
HEM ===READ SPRITE DATR===
LORK=B832T0894 : RERDL : POKEK, L : NEXT : POKE2840, 13
REH ===READ ‘TOP SECRET’ ===
DIMT$C3) :FORL=1T03: READT$CL) :NEXT
a5 ===CONSTRUCT FLAG STRINGS===<
JIMUSC2,14) :U$C1, 1)="1vg D e ey e
W1, 2)="30 NG vy g e gy woy
S8(1,3)="33 WG g i I Wiy wzy -
L4)="38 =g v gy way -
B(1,5)="33 WMo wl o way o
U$(1,6)=" 9 = "U$C1,9)=U$¢1,6)
U$(1,7)="19 B :U$C1,8)=Us$c1,7)




or an adjacent city. Your
agent must possess the
object.

CHANGE STATUS TO
(STATUS): Your agent is
ordered to become
ASLEEP, AWAKE or
ACTIVE. This order will on-
ly succeed if you are the
controller. If you are the
dummy, his status will not
change.

SWITCH BEACON (ON/
OFF): Your agent switches
the Homing Beacon on or
off. He must possess the
Beacon.

EXPLODE MIND-BOMB:
Your agent detonates the
Mind-bomb in the city
where the Mandroid is.
Your agent must possess

An agent can only obey
one order per turn. You
can attempt to give an
order to any agent you
choose, yours or not. You
can also attempt to give
orders that can‘t be carried
out. Such orders will be
sent os messages in the
normal way and may even
reach the agent
concerned.

All that will happen to
an order that can't be
obeyed is that the com-
puter will ignore it at the
end of the turn. You will
only get to know about it
indirectly from the fact
that the agent has not car-
ried it out.

The same applies to the

the Firing Button.

2080 Us(1,18)="34

2035 Us(1,13)="ra¥F

2100 Usdl,14)="29 "oF
2185 FORK=1TDI4=U£2; O eaaiiag
AL AL :
2138 XX¢=" llllllllll"“llllIllll.llll'llllllllllll
2135 REM ===READ MUSIC DATR===

2140 DIMNC17),Y$(2,2) :FORK=1TO017:RE

2125 Yys="au

L4t 4 mg:lm
2085 Us$(1,11)="8a 1 F Wa¥F,.
2899 Uscl,12)="28 w3 wI¥F

can given an impossible
rcute for a message if you
choose (or are careless).
The computer will not tell
you that the route is im-
possible. It will just move
the message as far as it
can along the route.

STARTING THE
GAME

When you RUN the pro-
gram, the British and Rus-
sian flags appear on the
screen and the two signa-
ture tunes play. There is
then a five minute or so
delay while the computer
works out the details of its
“telephone network”. We
suggest you use this time
to place the agents in their

routing of messages. You

it
Sil
Ky="Md

L g

2142 READVSCK, J) :NEXTJ. K

2150 P=2:X=4:Y=6:00S
2155 P=1:X=17:Y=10:0

===FLAGS & MUSIC===
3150 F2:x= UE900 : GOSUBSSA: FOR .
0SUES00: GOSUBSSE - FORK=1T010808 : NEXT
2160 REM ===READ VARIOUS STRINGS===
2165 DIMP$(2,2):READP$(1,1),
2170 DIMO$(2),0$(3),R$(3),5%(2,
2175 READRSC1),R$(2),R8(3) DINNECIE. 51
2189 FORK=27T031:N$CK, 1)=CHR$(18) :NEXT : FORK
2182 FORK=1T036:FORJ=2T0S: N$CK, J)=CHR$(32) -NEXTJ, K
2185 M$="":FORK=1TO13 ME=ME+CHRS(B) HERT : ZZ=RND
2199 C=INTCRNDC1)¥36)+1: IFASC
2195 N$(C,2)=CHR$(A) :N§(C,3)=

2219 REM ===READ CITIES & AGENTS===

2212 POKES328@, 12

2215 DIMW$C26), ®$(36) FORK=1T026 : READWS (K , X (K) i NEXT: FORK=27T036 : READX$ (KO
2220 MEXT :DIMY$(262:

2225 REM ===CITY TO

2230 DIMZ$(26,26) :NN=26:E=1:A$=""
2233 FURJ=1TG‘31J$=F‘1[Il$ﬁ‘-r‘$(l()':...:fr
2240 L=ASC(J$)-64:Z$(K,L)="1"N
2245 MEXTJ:MEXTK:POKES32889,11

2250 MN=NM+N: IFNN=26#26 THENPOKES3288,
2255 C$="":D$="":NS=N: N=0 E=E+1l (E$=MIDS$(
2257 K=ASC(MID$(RS$,1,1)): J=ASC(MIDS$

FORK=1T026 : RERDY$CK)
CITY DISTAMCE===

12:IFJ$="

2268 FORM=1T0S:M$=MID$(Y$(JI, M, 13" IFME="

2285 Dy=3:5K=1:P=1

2290 R=INT(RND(1>%¥26)+1: IFR=180RR

265 L=ASC(MS$)-64: [FZ$(K,L){>" "THENZ2275 .
%2?9 Z$ (K, Ly=E$ :N=N+1:C$=CE+CHRFCK) D$=D$+CHRECL ) ST
2275 NEXTM:NEXTI :A$=C$:B$=D$: POKES228@, INT(RNDC1)%2)+11:

2280 REM ===GAME START===

(B%,1,

starting positions and to

explain the rules to

pears on the screen

page.

enters his chosen cleo

begins. Note that t
game actually starts o
day three of the crisis. Th

fact it's to prevent neg
tive day numbers appes
ing
Schweinstein’'s position

to three days ago has tob
kept track of by the co

puter. Also note the

neither player can call i
reports on the first turn

Ny oy
YR W
e WG Oy

= U v
= wYEu v

" INEXT

ADNCK) :NEXT :FORK=1T02:FORJ=1T02
K=1T01088 : NEXT

P$¢2,1),P$(1,2),P$(2,2)
2 ( )JDS(E);Q${1)1Q$<2} :
v REHDE:(%: 36) :FORK=1T026: N$(K, 1)=CHR$(K) ' NEXT

FORK=32T036 : N$ (K, 1)=CHR$(25) :NEXT

1y:FORK=1T036 :RERDA. B
(M$<C,2))<>32THEN2190

CHRS(B)1F$(1:C>=EHR$(1)+{I$3H${ "
2208 IF(HEI.FIH]]B=B)DR(FI=BHHDB=1)THENF?ﬁ1.E?=EHR$(3)+M$~H$(C;4)—
2285 F$¢2,Co=F$(1,C) :N$(C,5)=CHRECA) ‘NEXKT:

HEXT

. B$="":N=B:FORK=1T026: 2§ (K, K)="0"

"THENJ=8:00T02245

=N+1:A$=AS$+CHRE(K) : B$=BS+CHRE (L)

15: 60702285 .
STR$(E),2) :FORI=1TONS

132
"THEMM=S : GOTO2273

=25THEH22909

2295 S¢1)=R:56=0:FORJ=1T0S: GOSUE7004: HERXT

2385 BT=08:BL=R

2300 R=INTC(RNDC1)%26)+1: IFR=

180RR=25THEM2388

C,4)=CHR$(1>
DIMG$<¢2),0¢6,5),504

there aren’t any to call i

BEC3)

CHR$¢3)

opponent (or yourself!).
When the gome is rgad
to go, the British flag o

the Top Secret documer
The MIi6 playe

ance code and the gam

might seem silly, but i

remember
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2310 R=INTC(RNDC1)K26)+1 : IFR=180RR=250RR=BT THEN2318@

: 2315 BC=0:BO=R:BN=2:ML=INT(RND(1) #2531 EX=8:G0T0SE00
s to your] =
rselfl). 3508 GOSUB1@ sMIDSCPECP, 1>, 1,4); "RANK / AGENT DAY";py
e is ready 3505 Y=7:X=6:FORK= .» (K. 4))=B0RASCCNS (K, P+1) )=BTHEN3ZSSA
' flog ap ¥ 3518 A=ASCcNscK, pr : VY, YH1D S LEFTS (KRS, X0 "R R; "7 5 X$CK) : ymys
een with 3515 IFY=18THENY=7:%=18
document| 3550 NEXTK:GOT0208
5 player 3395 REM ===LI1ST RGENT REPORTS===
en  clear: 3600 GOSUB1GG@:FRINT" WEBRI";MIDSCP$CP, 1),1,43; "AGENT REPORTS DRY™: Dy
e gamg 3685 ¥=7:X=€:FORK=1T036: [FASC (N$CK, 4 »=BTHEN3668
hat  the| %610 AU=ASCINSCK, P+1)) : ER=ASCNSCK, 4P )
tarts on 2615 IFAWNC=ERORASC(MIDSCF$C1, Ky, 5 1) )=0THEN3560
isis. This 3620 PRINTLEFTSCYYS, Y+1); LEFTS ¢ ks, ws KK ASCCMIDECFSCL,K) .S, 1))
b 3625 Y=¥'+1: IFY=18THENY=7 %=13
"t negdl 3660 NEXTK :GOTO20@
dored 4995 REM ===PLAYER TURN REPORTS===
mbed 5800 RP=0:GOSUB1S0
ition ol 5085 IFRP=STHENS10@
i 3918 GOSUB1@8 : IFDY=3THENS | aa .
e ol 5815 PRINT" PRBI" PSP, 1); e iDY PRINT" \NMBBBIVESTERDAY S FIELD REFORTS'
. 2026 PRINT"XMBMBBKEY 1: ST ALL AGENTS" : PRINT " ammpm| AND THEIR RANK"
S calt 0 2925 FRINT"XMBBBBKEY 2:L1ST AGENTS WITH":PRINT " sBBBBI REFORTS TO SEND AND"
dos 5630 FRINT " »mpmpy HOW MANY REFORTS™
call int{f | 2255 PRINT" mommmmKEY 3:CALL 1N A REPORT" : PRI

T"XMBBBREEY 4:FINISH WITH REPORTS"
3848 PRINT"nepap) GIVE TODAY’S ORDERS"

f 2945 GETKS: IFK$<" 1 "0RK$3 4" THENS R4S
| 2959 IFK$="1"THENGOSUE3500 : GOTOSRES
| 3255 IFK$="2"THENGDSUB3500: GOTOSpES
| 3352 1FK$="3"THENGOSUB400: RP=RP+1 : GOTOS0aS
| 2095 REM ===PLAYER TURN ORDERS===
| 5100 Au=op
| 5195 IFAW=3THENS1SE
5110 DOSUB19G: PRINT " SNIQUOOBRNBI" ;P (P, 1) ;" pays DY

5115 PRINT "MMBBRBITODAY S ORDERS" PRINT"XBRBBBKEY 1:[ 15T ALL AGENTS"

5128 PRINT"»pmpmi AND THEIR RANK" 'PRINT"XNBRBBKEY 2:GIVE AN ORDER"

3125 PRINT" xomBBBKEY 3:FINISH WITH ORDERS" ‘PRINT"hmmmpi OPERATIONS OVER"
3138 PRINT"apmami UNTIL TOMORROW"

5135 GETKS: IFK$<"1"0RK$>"3" THENS 1 35

Itde iFK$=="1"THEN063U33538 GO0TOS195

9145 IFI($="2"THEHGOSUB?GB ‘AW=AK+1:GOTOS105

3158 P=p+1:1F P{3THENSBGG

9195 REM ===END OF pRYy===

= 3200 GOSUBEGOA : DY=DY+1 : FORK=1T016: 51, K)=8$¢2,K) :5$¢2,K)=5$¢3,K) : NEXTK

3285 SK=1:M$="":FORK=1T013: M$=M$+CHRS (@) : NEXTK : FORK=1T036
5218 F$(1,K)=F$(2, K> F$C2,K)=N$ (K, 4)+M$ : NEXTK : P=1 ' G0T0S060

| 9995 REM ===EXECUTE ORDERS===
3809 GOSUB18@: PRINT “ZMMMBNBNEND OF DAY";DY; "N’S TREACHERY" : GOSIUB7000
£085 FORK=1T06:FORJ=1T0S: 0(K, J>=0: NEXTT K:NO=@: FORK=1T036
5910 01=ASCCNS(K,S)) : IFO1=0THENGD3S

- 6015 NOSNO+1:0CNO, 1)=RSCCLEFT$¢S$¢3,01), 1))
8028 OCNO, 2)=ASC(MIDS(S$(3, 01,3, 12 :0(ND, 3)=ASCCMIDS(S$¢3,015,3, 1))
5925 DCNO, 4)=ASCCMIDSCS$C3,015.4. 155 ‘0CND. S)=ASCCMIDS (S$¢3,015.5. 195

| 6830 N$(K,5)=CHR$¢@)

. 5835 NEXTK: v=7:FORO=1TOND : IFO(O, 1 »=9THENGOSUE? 100
6040 NEXTO:FORO=1TOND: IFOCO, 1 =1 THENGOSUB7260
- 8845 NEXTO:FORO=1TONO: IFOCD. 1 »=STHENGOSUB7360
- §856 NEXTO:FORO=1TONO IFOCO. | ) =6 THENGOSUB7460
foce N T0FORO=1TONO: IFOCO, 1)=3THENGOSUB Y200
6860 NEXTO:FORO=1TONO: IFO¢0. 1 )=4 THENGOSUB7£080
5965 NEXTO:FORD=1TONO: IFOCQ. | )=2THENGOSUB? 700
NEATO:FORO=1TONO : IF0(0, 1=8THENGOSUB 7500
8875 NEXTO:FORD=1TONO: IFO(D, 1 527 THENGOSUB792@
6080 NEXTO: FORK=1T036
goes IFASCKMIDS(F$(2.K),2, 1))=0THENSRSS
6800 Fl{E;I{JaLEFthFS(E.KJ,4)+CHR#(H$C(HI£I!£FS<2;!(:-JSJ1))+1)+MIIJ$(F$(2;K);EJ
2293 NEXTK:PRINTLEFTSCvYs, v41) ; " ABBBELS DAYS AGD SCWEINSTEIN®:y=y+1

6100 PRINTLEFTSCYYs, v+1) ; "amppBRAS SEEN IN ";W$(S(4)) :y=ys1
6105 IFBN=2THENG1 15

11 PRINTLEFTSCYYS, v+1) ; "BBBBIBEACON ON IN "iNSCBOY  Y=ys
BU15 IFET=0THENG 125

6128 PRINTLEFT$(vys, T+15; "NEBBBF IRING BUTTON DETECTED" : Y=y+1
6123 PRINTLEFT$¢ TYE. Y10 "peBBIIN ¢ ; W$CBL) :y=v+1




Wheat's in i

Open up Which Micro? & Software Review and you will discover a new dimensi 1ir
computing, featuring extensive reviews of the latest software and hardware,

program listings, topical features, competitions and a problem page. =
It's all written in the unbiased and informative manner Which

Micro? is renowned for. If you want to broaden your

computing horizons choose Which Micro? &

Software Review, the only magazine which can

pull you into the heart of the home computer
revolution.

— [IEERA

In February's batch of readers’ programs we mclude PrOgramiming

Istings for Spectrum, Oric and Commodore 64

owners, Those of you with Spectrums will be able 1o

learn about the moon wath Lunar Cycle or gamble away

on our frut machine Oric owners can desgn their

own shapes wath our useful character defiver while

Commaodore &4 owners can go it alone with Solitowre Send your pring
We do check the lstngs but occasionally a httle rt, 155 Farr

debugging may be requered But f you decide to send | together with a ca

us your program PLEASE try 1o ensure it's bug-free Please do not
We are looking for more good listngs and cannot return it.

POXE #28A, 1
POKE =2@C
TEXT :PAPERD : INK2
998 REM IMITIAL ISATION | GOSUE 128@ '"PRINT
939 : INPUT“MEMORY SIZE
189@ HIMEM ®17FF As=LEFTE(AS, 2) 5
IF A8~ 16" AND ASC 48

Available from your newsagent, or by completing and returning the coupon.

Please send me WHICH MICRO? & SOFTWARE REVIEW each month for
the next 12 months. [ enclose cheque/PO to the value of O £10.00 (UK)
Ll £15.00 (Overseas surface mail) O £22.00 (Air Mail Euro ¢ )

be made payable 1o
& SOFTWARE REVIEW
4 hour answering

Marker Harborough, Lejos,




6125 IFEX=1THENG200
6130 D=VHL(ZI(NL,BD))?IFD=BHHDBH=1THENEEBB
6135 HEBiFDEK=1TDB¢IFHID$(?$(HL);K,1)(}“ "THENN=N+1

MEXTK
REIHT<EHD(1)*H)+I!IFBH=2THEHHL=HSC(HID$(?$(ML}.R;1))"54500T06288
E=HSCEHID$(V$(HL),RJ1)-64)1IFVHL(Zi(CJBD))}=DTHEH514S
ML=C
PRINTLEFT$(yvys, Y+1). "MEBBMANDROID IN “;H$ML) : y=p4q
IFS(I){>18HHDS(IFC}ESTHEHEBB
IFSC1)<>18THENE32G
PRIHTLEFTt(??$,?+1ﬁJ"IIIIIEEHNEIHSTEIH IN LONDON": y=y4+2
PRIHTLEFTS(?VS;?+1);"iIIIIHIS HAYE WON THE GAME" : P=1
PRIHTLEFT!(??SJ?+1};"IIIIIBEHHEINSTEIN IN MOSCOW" : =
PRINTLEFT#(??$JV+1);"lllllnHE KGE HAYE WON THE GAME" : p=2
GDSUBSSBiﬁﬂTDSBSB
REM ===mOyE SCHUEINSTEIN===
FDRK=4T023TEP—1?S(K)=SCK~IP?HEHTiIFSG}BTHEHRETURH
H=E=FURK=1T083IFHIDi(?t{S(IB);KJI)C}" "THEHH=H+1
MNEXT
E=INT{END(I)$N)+1=C=RSCEMID$E?$(S(I}}JRJ1})-64
IFC=E(B)UEC=130RC=25THEN?BI5
SC12=C:RETURN
REM ===EXP|ODE MINDBOMB===
IFEX=1THENRETURN
HG=G(U;2)=IFBT()HGTHENDB=25GGTU?488
FRIHTLEFTiE??$;?+1}J"FIIIIHIHD-BDHB EXPLODES IN":y='41
PRIHTLEFT$(¥?$,?+1)5“IIIIIW;NS(ML)1?=¥+1
IFMLC> 18THENT 140

V=Y+I?PRIHTLEFT$(?9$J?+I}j“IIIIIFHE KGB HAYE WON THE GAME" : P=2: GOT06320
IFMLC>25THENT 1 S

Y=Y+1 :PRIHTLEFmWs,w:h;"rlullnzs HAYE WON THE GAME" : P=1: GOT0E230
FORK=1T036 : IFRSC(N$ ¢k, 13)COMLTHENT 1 70
MNE(K, 4 )=CHR$ @) IFBT=KTHENET=8
IFBC=KTHENEC=0
IFSG=KTHENSG=6
NEXTK :EX=1 :RETURN
REM ===G0 TO CITy===
9 AG=0¢0,2) :C=0¢0, 23 : IFASCCN$CAG, 4) )=0THENRETLRN
N$CAG, 1 )=CHR$( () : IFBT=AGTHENEL =C
IFEC=AGTHENBO=C
IFSG=AGTHENS (1 )=C
; F‘RIHTLEFH‘--:':‘H-’SJ'#L‘-;"illllli";:ﬁ'ﬁ:ﬁ'HG);" GO TO ";WecC); "H":¥=Y+1 :RETURN
7295 REM ===HIDE OBJECT===
0,2):0B=0¢0,3): IFASCINSCRG, 42 »=aATHENRETURN
10.7320,7330
C>AGTHENT 480
7315 S6=0:RETURN
7320 IFBTC>AGTHEN7430
7325 BT=0:RETURN
7330 IFBC<>AGTHEN?45p
11335 BC=0:RETURN
735 M ===TRANSFER OBJECT===
10908 AG=0¢0,2) :OB=0¢0, 3) TT=0¢0,4)5: IFAG=TTTHEMRETURN
74981 IFASC(NS(AG, 4> )=BORASC(N$CTT, 4) J=BTHENRE TURN
(802 FC=ASC(N$(AG, 1)) : TC=RSC(N$CTT, 1)) : IFZs¢FC, TCY>" 1 "THENRETURN
1495 ONOBGOTOD7410, 7420, 7430
(418 1FSGCORGTHEN7480
913 SG=TT:5¢1)=TC: GOTO7450
928 IFBTCO>RGTHEN7480
$%e9 BT=TT:BL=TC:GOTO7450
1438 [FBCCOAGTHENT?489
435 BC=TT:BO=TC
4356 FS{Z;TT)=LEFTS(F$(2,TT);IHCHRS(I-’3)+CHR$(OB)+CHR$(HG)+F‘11D$(F£c‘2;TT:-,S}
7435 RETURN
80 1F0C0, 1 )=4THEN7490
FS(21R0)=LEFT$(F$(2JHG),1)+CHR$(14)+CHR$(DB}+HID$(F‘$(24FIG}A)-'RETIJE‘H
F$C2, TT)=LEFT$(F$¢2,TT), 1 ')+CHR$':14)+CHR${UB)+MID${F$C2: TT),4) :RETURN
REM ===SEARCH CITy===
AG=0(0,2) :C=0¢0, 3 : IFASC(N$(AG, 4) >=BTHENRETURN
909 SL=0:FORK=3T02STEP-1 : IFSCK>=CTHENSL=K
218 NEXTK : IFSL=BTHEN?S2@
S F$(2,AG)=LEFT$(F$(2, AG), 1)+CHRS ¢ 12)+CHF:$(II'7'+I—SL}+I2HR$':C:I+HII|$CF$(2,HG), 5
IFS(1)<>CTHEN7S35 :




64

7521 IFS
7522 SG=HGiF$(2;HG)=LEFTS(F$(2JHG);1)+EHR¥(1@)+HID$(F$E24HG),3)=GUTD?525

7523 Fi(ZJHG)=LEFT$(F$<2:HG);1)+EHR${11)+HIE$(F$C2JHG);3}
7525 F5(2;HG)=LEFT$(F$(2)HG);2)+CHR$(1)+CHR$(C)+MID$(F
7538 IFBLS>CORBT{>OTHEN754@

7535 FS(Z;HG)=LEFT$§F$(2,HG)=1)+DHR$(1@3+CHR$(2)+&HR$CC)+MID$(F$(2,HﬁﬁJSPlBT=HG
7540 IFBO<>CORBM=1THENRETURN

7541 IFBCCO@THEN7S43

7542 BD=HG?F$(24HG)=LEFT$(F$(2,HG);1?+CHR$(1@)+H1D${FS(2;HG);3)TBOTD?545

7943 F$(2:H6}=LEFT$(F$C2JHG)J1?+EHR$C11)+HID$(F${2;HG}JQ)

7945 F$(2,AG)=LEFT$(F$(2,

7595 REM ===STEAL OBJECT===
7604 TT=U(D,2}1DB=D(0:3)1ﬁG=U(D;4)iIFHG=TTTHEHRETURH

GCYBTHEN?S23

$¢2,AG),S) :RETURN

HG)a2)+CHR$C3)+CHRS(C}+HIB$(F$EEJHG)-5)1RETURH.

7605 Gosu3?4e1:IFHSCcMIBschcz,TTa,z,1>>¢>13THEMRETURH
7610 F${2,HG)=LEFT${F$ﬁ2,HG)Jlﬁ+tHR$<15h+MID$(F${2)HG};3?iRETURN
7695 REM ===KILL AGENT===

5280 AG=0¢(0,2>:TT=0¢0,3) : IFAG=TTTHENRETURN

7705 [FHSC(H!(HGJ4))=BDEHSC(H${TT,4))=ETHEHRETUEH

7719 C=ASCCNS(AG, 1)) : IFASCCNSCTT, 17 ) (>CTHENRETURN

2715 IFASCCNSCTT, 1)3<>CTHENRETURN

5728 N$(TT,4)=CHR$(@): IFBT=TTTHENET=0

7725 IFBC=TTTHENBC=@

7730 1FSG=TTTHENSG=0

foas PRINTLEFTSCYYS, Y410 ; "MRBBRI  XECTT " 1S ELIMINRTED" : Y=Y
7795 REM ===SWITCH BEACON===

7800 ﬂ5=ucn,2>;HB=nan,3>:1Fﬁsccwsqae,4na=aTHEHRETURw

2895 IFBCCOAGTHENOB=32:G0TO7480

7810 BN=HB:RETURN

2895 REM ===CHANGE STATUS===

7900 RGﬂD(UJE}iPL=0<D;5}Z[FHSG(HSCHGJ4))=@THEHRETURH

7905 HN=HSC{H$(HG,PL+1}}fERﬂHSC(HS(HG;d—PL})iIFER}HHTHEHRETURN
2918 N$(AG,4)=CHR$(0(0,3) ) ‘RETURN
7995 REM ===SCREEN COPY=== K
2008 S1$=CHR$(1S) :PO$=CHR$(167 EYsS 10 ¢
5005 MF$=CHR$(145) :0PEN4. 4 PRINT&4 AGENTS
2010 FGREL=3T0212HS$=HF$fFDRRD=4T03@=SC=PEEKQEBE4+4B¥CL+RD} CoOMMAND

8048 IFSry=128THENSC=5C~128  RF=1:AS$=ASS+RYS Agent One

2045 IFSCC320RSCOISTHENAS=SC+E4: G0TOS060 Agent Tue (o S0 To)
2350 1FSC31ANDSCCE4THENAS=SC : GOTOSB60 ° (& Kill)
8055 1FSCO63ANDSCLIETHENAS=SC+32 Agent Fou: ot Seard,
8968 AS$=AS$+CHRS(AS? Agent o (& Steal)
a@ES IFRF=1THENRS$=AS$+RO$ RF=0 Agent siu A Hide)
2676 NEXTRD:PRINT#4,S1$;P0S$; "20";ASS Agent Se.

2686 MEXTCL:CLOSE4:RETURN irinys

+1 :RETURH

ONTROL 14

RERDY .
Agent Quiz

Agent wi
:Qenf Ed:;fer
gent Ro
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OLLOWS gent T
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i@ REM
12 REM

14 REI;'Iq P
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20 REM "W - et Aot o
I nemn — i o
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Computer and Video Games, Britain's most popular computer games
monthly, bring you two exciting new books for the Spectrum and
Commodore 64.

Each 100-page book contains up to 30 brand new games checked an
prepared by Computer and Video Game’s regular contributors.

At £4.99 - the best value on the market at all good bookshops from November

Please send me, post free .......... copies of the
Computer & Video Games Commodore Collection
Computer & Video Games Spectrum Collection

I enclose remittance of £...... at £4.99 per book, made payable to EMAP Books.
T e AR AR R T 2 S AJEISEE. .. o0l s T
cend thiscoupon to EMAP Boolts, = it
Bushfield House, Orton Centre, == ivsiseisssasssrisairen s

ratarborough, PESOUW.. e s s e .
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Terminal Software Games
are available from — o

International Retail Distributors Prism

Tial—Sweden John Menzies Bulldeg R & R ComputerGe

Ozisoft— Australia Dixons Software Express Centresoft SDL

Alpine—New Zealand  Makro ESD Elecironics Solomon & Peres

S.P.1.D.~France Selected Lewis's & Gordon Howson Tiger Distribution
Co-op Stores Lightning Twang

VL

Terminal Software, Derby House, Derby Street, Bury BLS ONW, England. Tel. 061-7614
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t was in the mid 1970s when
Nolan Bushnell, the founder of
the giant Atari company, first
thought up the idea of playing
games on a TV screen and
invented the first ever video
game, Pong. A few days after he
had delivered his latest inven-
tion to a customer, he had a
telephone call complaining that the
machine had broken down. It turned
out that people had fed in so many
coins that they jammed up the
machine!

His company, Atari, which means
“a hit" in Japanese, became a huge
success and Nolan Bushnell eventu-
ally sold it to the telecommunications
and film giant, Wammer Brothers, in a
multi-million dollar deal.

Meanwhile, in Japan, Atari tried to
sell the idea of video games to the
Japanese but without much success
because of lack of marketing
expertise in Japan. S0 Pong and
others went pretty well unnoticed in
Japan.

However, a number of existing
arcade companies saw a future in this
latest technological wizardry and
decided to invest in it. One such
company was Taito, the people who
created the original Space Invaders
game and launched the video game

boom which followed it soon after.

The story of Taito and Space
Invaders is an unusual one. Taito is a
Japanese company run by a Jewish
businessman who was bormn in
Odessa and educated in Japan. His
name is Mehile Cogan and he is now
64 years old.

He created the Taito trading
company back in 1953 to import juke
boxes and pinball machines from the
United States. During the booming
60s, his company grew. Within that
decade, his company built three
factories dotted around the country
and became the leading arcade
company in Japan.

When Atari came up with Pongand
other video games, Taito felt that the
time was right to invest in this new
technology.

Taito will not say exactly who
Space Invaders was developed by.
Space Invaders was never patented,
to protect its secrecy, and the origin
of the game is still shrouded in
mystery.

However, from what C&VG can
gather, the project was a joint
venture between Taito and an
American company which had the
technical know how to, produce
computer circuits.

The project started in the summer

THE STORY BEHIND

SPACE

INVADERS

The early hlstory of the arcade

Invaders and 1a'lL

re~ed a thousand

imitators onto the scene.
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of 1976. According to Madef
Velasquez, of Taito's Internatis
Affairs Division, the developm
team had lengthy discussions,
after day, as to what kind of a gané
create. They wanted to introduf
new concept into video games.

At that time, seience fiction mg
were all the rage in Japan.
wanted something to do with ¢
space with high speed action§
good sound effects.

Before Space Invaders came afg
there were a lot of two playera
games, such as tennis and co
shoot-outs. But the guality of
game really depended upon the
of one's opponent.

“Why not make the player
against the machine,"” said
member of staff. “Let’'s use a mi
processor so we Can progranm
machine to fight against the pla
said another. And from here
went on to draw up the bluep
Space Invaders with concepts it
revolutionary for that time.

You had the machine as
opponent and the game inv
shooting the enemy with a &
cannon in true science fiction &
The level of difficulty increase
you played, thus making the g
more challenging, and finally it
terrific sound effects.

The name Space Invaders
easily decided as the game inv
UFOs from outer space invading
planet Earth.

Development took a Yyea
complete. At that time, there
few arcade games which contain
microprocessor. The develop
team had to design the hardware|
software from scratch.

The program was finished in
summer of 1977 but it was nol
June 1978 that Taito finally rele
its product, It came a year aftef
release of the first Star Wars
and in the middle of the sci
fantasy boom. The timing was|
right.

At the product launch,
showed two arcade games, 3
Invaders and another game G
Blue Shark. Strangely the dealern
critics were not really enthus
about Space Invaders. The cor
was so different from anyl
previously seen and they could
quite work it out! Only a
machines were sold at the launch
then only for trial runs.

But the public knew better. 3
Invaders started to take off ina
spectacular way.

At the Amusement Machine 3
in October 1978, Taito received
times as many orders than theyg
possibly produce. Deda
demanded the machine Wi
seemed to eat their custon
money as soon as the gamé’
switched on.

(%
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$pace Invaders in action

One of the main reasons for the
sitcess was Taito's clever decision
b make two versions of the Space
Iaders machine — an upright
#ssion and a tabletop version. The
tibletop version did extremely well,

the upright machines, the

Spice Invaders tables could be

Paced in all sorts of places — such as

, Iestaurants and hotels — as
%ell as the customary arcade halls,

Café and restaurant owners
Eilised that, instead of having
fdinary tables, they could have
dice Invader tables which would
&m money with hardly any cost.

One of the newspaper cuttings
Wich Madalena Velasquez sent us
&ls what the Invader boom was like

lapan. The headline reads:
JPAN INVADED BY MONSTER
MYADERS!" and shows a picture ofa
pace Invader café packed with
Payers, People queued up for hours
0 play the Invaders while dealers

Heued up outside Taito's offices and
tiones to get more machines.

By the spring of 1979, the boom
T epidemic level. People
e hooked on the game and were
ipending vast amounts of money on
Infact, Japan started to run out of
Vyen coins! The May 13th issue of
ipan Economic News translates like

nvolved
a laser
n style.
ased as
e game
¥ it had

s
nvolved
ling the

ear (o
e wWere
taineda
opmenmt

S0 YEN COINS DISAPPEAR:
00,000 coins eaten nationwide.
ik of Japan strikes back"'.

pIhe Bank of Japan was forced to
three times as many (66,000,000)
¥en coins in the month of April
¢ of the increased demand
by Space Invaders,

ently, the Bank of Japan did
know why the demand for 100
coins was so high. So they sent
jtd esearch team to find out what

was going on. That was ironic since
they only had to walk into a tea house
to find out what was happening.
Some tea houses stopped serving tea
and instead provided spaces for
those money eating Invaders/

The fact that the Bank of Japan was
minting more coins and that Taito
was making a killing out of the game
spread some really wild rumours.
According to the Evening Fuji news-
paper, one disgruntled arcade hall
owner who couldn't get enough
supply of Invader machines told a
newspaper reporter that, because
Taito leased most of their machines,
the company got about 80 to 70
percent of the takings.

Every day, he said, 30 eight-ton
trucks delivered sacks and sacks of
100 yen coins to Taito's headquarters
from all over the country! Well,
following this lead, the reporter from
the Evening Fuji actually went to see
if the rumour was true but he couldn’t

find any trucks loaded with 100 yen
coins, let alone a garage large
enough to fit a single truck.

Just to make sure, this curious
reporter went to the local police
station to check it out. “100 yen
truck? No, we haven't seen anything
like that around here,” was the
answer he got.

5till, Taito did double its profits that
year and was said to have a turnover
of Y100,000,000 a day so, although the
rumour was unfounded, the amount
was probably pretty close to the
truth!

Space Invaders is the only game in
the world which created so much
social disorder. At the peak of the
boom, people were skiving off work
while teenagers stole money to play
the game. With the added troubles at
the Bank of Japan, the matter was
even discussed at the Japanese
Parliament.

However, the boom ended as
suddenly as it was started. By late
1879, it was all over in Japan and, by
1980, hardly anyone was playing the
game. Why? Well, people got too
good at the game and then became
bored with it. Besides, Galaxians and
Pac-Man came along and wiped out
the now out-dated Space Invaders,

Suddenly there was a glut of Space
Invaders machines everywhere in
Japan. What happened to them?

Well, You know what happened.
Taito exported them here and that's
when you started hearing those
strange noises coming out of your
local pub which heralded the
dawning of the age of the video
game!

The game that started it alll

= “~ SPACE
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were bold,
vicious,
of gold,

Rode off to rescue a beautiful princess
and found himself in all kinds of trouble.

Well I never was much good at poetry
anyway! Can you find a word that
rhymes with vicious? As you may
have guessed from all the talk about
knights, dragons and princesses,
we’re talking about Dragon’s Lair,
one of the first laser-disc games to
reach the UK. It will take you to a

A knight of steel with a heart

RAGONS LAIR

In days of old when knights

And dragons were mean and o -

land where literally anything can

happen!

the Daring dashes off to a

haunted castle to rescue a beau-
tiful princess who's being kept
prisoner by a ferocious dragon in the
murky depths of the castle.

The graphics — if you can call them
that — are beautifully drawn cartoon
animations. It's just like controlling
the action in your favourite cartoon.

Dragon's Lair is a game where it's
essential to know the right moves to
proceed through the game — it's not
one of those games where you can
merrily keep your finger on the
firebutton and hope desperately fora
really good hi-score!

The player has to react to situations
dictated by the computer. The
computer then plays out the move.
You dictate the direction Dirk should
take — the computer works out if it
was the right one!

For instance, if you want Dirk to run
forward, simply push the joystick
away from you and Dirk will move off
to the next scene where the next
decision has to be made.

Ray Raveneau, who works for
Kodak, is an ardent arcader in his
spare time and was one of the first
people I came across who was able
to complete Dragon’s Lair. Ray gave
us a demo of his prowess on this
addictive game and also a few tips to
help those who constantly get
splattered over walls, sucked into
mud pools or electrocuted by
thousands of volts.

If you're a complete novice at the
game, here are a few general points
to note. Whenever possible, direct
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The hero of Dragon’s Lair, Dirk

Dirk towards the flashes of light —
these generally indicate the direction
of his next move. However, occasion-
ally they're red herrings which will
certainly cause your demise should
Dirk follow the light.

Dirk often assumes a crouching
position indicating a move on your
part — the direction in which he is
looking will often tell you which way
to maove,

Always listen for the “ping"’ which
will sound whenever you have
pushed the joystick in the right
direction — you then know that the
move has been accepted. In certain
scenes where timing is not too
important, keep pushing the joystick
continually in the direction you want
Dirk to take. The “ping” is a great
help here in letting you know when
the right move's been made.

You will find when playing
Dragon’s Lair that you may have to
play the same scene twice — but the
second time and scene and therefore
your moves will be in reverse order.

It would be impossible, in the
space we've got, to describe in detail
every scene in Dragon’s Lairtogether
with the tips — there are so many
different paths the computer might
choose to get to the Dragon. How-
ever, you can expect to have to brave
approximately 30 different scenes to
complete the game. Each game you
play will have a slightly different
scenario. The scenes we have
chosen, therefore, are those that
come up fairly regularly during game
play.

Hole in the Wall: One of the first
scenes you'll come across when
beginning to play shows Dirk

_r!.mning down a corridor. He'll &t

enter a room with a bottle Iz
“Drink Me" or at the end of the ca
dor will be a brick wall with a laj
hole in the middle which is rapi
being bricked up. "
If it's the room, don't drink from!
poison bottle but push the joys
right towards the door — Dnl
then escape. If Dirk’'s ru
towards the hole in the wall, pu
wards and Dirk should dive Of
the hole just before the bricks b
it up.
The . Dirk is teetering on|
edge of a flaming chasm. There af
series of ropes hanging from
ceiling which he'll have to use
cross the chasm, Tarzan-style. A
rope swings towards Dirk, pus
joystick nght towards the mpe __
left if it's in reverse — and [
should jump succeasfull]r onto
Tope.
He'll have to use three ropes
cross the chasm. You should ¥
until the rope has reached
extent of its swing and Dirk
his arm before pushing the
right again. On the final swing
to leap off the rope to the far g
and to safety.
The Mechanical Horse: Ditk§
onto a mechanical horse v
abruptly springs to life and f;
in a most unhorse-like
races towards a pillar and
seems inevitable when a
flame appears to one side
pillar. This happens several
and you must push the joysti
from the flames, The horse v
swerve violently away and
towards another pillar whe
same thing happens. When tl
gallops straight towards an



¢ ¥all, push the joystick left away from

#¢ Falling Floor: Dirk races
drough an archway and onto a
ular, wooden platform. Horror of
ors! It starts to plummet on an
tdless journey down — stopping
With a knee-jerking jolt for a split
econd three times on the way down.
time it stops, you have the
e to push your joystick in the
irection Dirk is facing and he'll jump
nto a rickety catwalle,

i8¢ Giddy Gooms: As soon as the
biddy Goon appears — recognisable
little, purple, furry creature —
the sword button then move
joystick to the right. Dirk will
d up the stairs and encounter a
pair of Goons — wait until the Goons
iIe two or three steps away from Dirk
id press the sword button. Then
jush the joystick forwards.

e Lizard King: When the Lizard
ing raises his weapon over his head,
ush the joystick to the left. As Dirk
hes a wall, push the joystick
— this move is made when he
5 at the entrance between the
The instant he looks right, you
st move to the right. Dick repeats
5 move several times along the
fay until a pile of gold and his sword
Hin front of him. When you get to
5 point, push the joystick forward
N keep pressing the sword button
il Dirk has finished the Lizard King

0o Hapides: This is possibly the
siest section of Dragon’s Lair At
8 beginning of Dirk's journey,
il he tumbles into a floating
move the joystick left or right
s the flashes of light. When he
s Ye Olde Rapides, always
towards the darker vellow
of water — left and right
€ ments, Dirk will then hurtle
= ids the whirlpools, here you
steer him around the sides of
Ipcols where there is a wide
e of water to avoid being
into the vortex. At the end of
is a chain hanging from the
. Push the joystick forward

when the chain flashes and Dirk will
leap from the barrel and grab it,
The Ghostly Horseman: As soon as
Dirk appears in this scene, push the
joystick right. When the horseman
gallops towards him, wait until the
row of stakes beside Dirk spring up.
At this instant, push the joystick to the
left or right so that Dirk jumps to the
other side of the rcad. This must be
accomplished three times — twice to
avoid the horseman's sword and the
last time to escape completely.

Muod Monsters: In this sequence,
timing is not an important factor —
making the right moves is. When the

‘Mud Monsters have risen half-way

out of their mud pits, press the sword
button. However, Dirk is unsuccess-
ful and turns looking for an avenue of
escape. He's confronted by a mud-
pit. To escape, push the joystick
forward, and Dirk will jump towards
the flashes of light. When Dirk leaps
onto the bridge, ignore the flashes on
his left and right and continue to push
the joystick fowards.

The Skeleton HArtack: Dirk is
cautiously walking down a passage

with doors on either side of him.
Suddenly he’s attacked by a bunch of
bouncing skulls. As soon as this
happens, push the joystick forward
and Dirk will take a leap. When he
lands, hit the sword button. Black tar

then starts oozing towards him — at

which point, push the joystick
forward. Again Dirk will leap. When
he lands, push the sword button. Dirk
isin a half-crouch and is sheathing his
sword when once again he's con-
fronted by the tar. To escape, jump
through the doorway where he'll
meet some unfriendly Ghouls. To
despatch the Ghouls, hit the sword
button as socn as they show them-
selves. Phew!

The Giant Rollerballs: Dirk is run-
ning down a tunnel when a huge
black ball rolls down the tunnel
behind him. There's no escape — so
Dirk kicks up his heels and runs for
his life as the ball races down at him.
To save Dirk, wait until he stops
running and turns his head. Pull the
joystick back. This occurs several
times and each time you must pull the
joystick towards you. You will also
notice that the floor changes colour
as-Dirk .stops. When the section of
ground is a dark purple, get ready to
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push forward on the joystick the
instant a hole appears in front of him.

No, it's not the
latest pop group! In this scene Dirk is
confronted by paddles swinging on
two poles. The paths of the paddles
overlap as they swing in circles and
Dirk only has a micro-second to dive
between them. He times himself by
going into several semi-crouches and
then goes intc a deep half-crouch
which indicates that you should make
your move — forward! Once through
the bats, Dirk lands on his feet. Push
the sword button, as he is faced with
a huge spear. Branch-like tentacles
then reach out towards Dirk — no
doubt from some stray monster. To
escape, keep pulling back on the joy-
stick until you hear a “ping" or Dirk
starts moving away, then push
forward continuously until the same
things occur.

In this
scene, a huge Black Knight attempts
to turn Dirk into charcoal by sending
mega-volts of electricity through the
floor. Dirk has to leap away from the
current in several well timed moves.
There are seven moves to make in all
— right, left, forward, left, right, left,
right. Got it? The left and right moves
are made when the current threatens
to surround Dirk. Just before this
happens, make the appropriate move
by jumping towards that part of the
floor which has not been electrified,
When Dirk lands in front of the
knight, keep jabbing the sword
button to finish him off.

Dirk is
surrounded by a ring of fire. Hover-
ing overhead is a sword and mace,
The sword suddenly descends to
attack Dirk. When it is halfway
between Dirk and the height from
which it fell, punch the sword button.
The instance the mace begins to fall,
punch the sword button. In the next
scene, in this sequence of attacks,
Dirk is confronted by a flying anvil.
When the anvil rises, move Dirk to
either the left or right — that is, away
from the line of fire beside him and
consequently away from the path of
the anvil. A sword then rises out of a
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rack and heads for Dirk — press the
sword button. Escaping up a flight of
stairs, Dirk encounters a statue
coming to life — again punch the
sword button.

Dirk is standing on
a floor which is tilting up and down.
Wait until a light flashes to his right
then move the joystick back. When
Dirk jumps back, a trapdoor opens
beneath him. Push the joystick
forward and, when he lands, push the
joystick left.

In this scene, the
object is to avoid fissures in the
ground which threaten to swallow
Dirk. If a crack appears to his left or
right, jump Dirk in the opposite
direction. The movements are similar
to those in the Electrifying Knight
scene. Wherever a safe space
appears, move Dirk in that direction.
One more tip — don't wait for the
fissures to open up completely
before making a move.

Well, this is

folks! The moment you've all b

waiting for. There are several d -'

ent moves to make once you

reached the Dragon's Lair and befo
you can rescue the princess who
kept locked up in a glass bubble.

When Dirk first appears on

scene, you will see behind him
huge number of precious objec

balanced precariously upon o

another. As soon as they flash, mow

the joystick to the left. Dirk then ru
up to and stops in front of the D
At this point, move the joystick

again. He runs off and stops besid

another pile of objects. These w
flash — push to the left.

The next scene shows Dirk he
a tree about to be crushed against|
Wait until the Dragon makes f

attempts to crush Dirk. Before &
tries a third time, pull back on the jof
stick. The Princess then appearsa

screen — keep pushing the joysts
until you hear a "“ping"'.

Dirk takes refuge behind anoth
tree. Pull the joystick back before|
Dragon makes another attempt

crush him. The Princess appsil
again push forward until you hearl

"ping” and then keep pushing i
joystick to the right,

The next scene shows Dirk
away from the Dragon. As soon
you see the Magic Sword, push {
joystick to the right and then pre

the sword button. Continue punchisg

the sword button until Dirk lifts §
sword in front of him then push
joystick left until that familiar *pin|
is heard.

When Dirk completes his moy
press the sword button continuou:
until the machine clicks twice. {
have killed the Dragon and F
the Princess!!

So now you know how to beat
dragon. Dragon’s Lair is a brilli
game and we hope these tips §
help you make the most of it. So, u
your armous turns rusty — keep |
the dragon bashing!
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nZeppelin, the player
ontrols a German airship
Wnich moves automatic-

illy back and forth

i the screen,

The COPY key drops

b which

ds at an angle

1 the Zeppelin's

b hatch at the '
. of the -
ireraft. Only one

omb can be in mid-

ir at one time. You

t aim for one of the

X munitions factories

otted across the landscape.
iiting one factory scores
points but hitting all six
a bonus of another 600
s when a fresh screen
il six new factories is

up and down cursor
control the altitude at
the airship is flying —
is your only defence
st the missiles which
e being launched from
ind-based guns.

each fresh screen
Is a shorf pause which
in be eliminated by press-
g the space bar. This rest
ves the player time to ad-
5t to the next level.
Itis easier to bomb

e factories from a

W height and the

bs can be dropped
ore frequently, but
ere is less time to
noeuvre away

m the shells which

e fired more

equently.
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Being a Bug Hunter isn’t easy, you know.
So many new micros have arrived on the
i | shelves this year alone that it's getting <
7| hard to keep track of them all. Many people = ~__
" /\P; type in programs from games magazines like
Computer & Video Games. Occasionally, we have to
admit, an error creeps into one of our listings. More
often, though, the person typing the listing in makes i
small typing error. So, next time you have probler : wit
one of our games, read this before phoning Bug F
It may save you the cost of a phone call. LR

full or when the file is closed. If ~ number by poking into
RETURN WITHOUT you forget to close afile, then youmay it i /

GOSUB well lose the final block ofdata .  youll get the

Similar to NEXT WITHOUT OR. This
is a pair of statemants W must SYNTAX ERROR [ 3

oceur in order. puter e gl common” error
reaches a REMN b l not - :gsml:a?m:ﬁm ‘Of

encountered a GOSUB way, i t
- then you'll get thia errord _ g:;pﬁern; hﬁ;




? “\[I Y 24D sUBSCRIPT
W an array has been dimensioned with
- 4UIM statement but you are trying to
cess a part of the array which does
ol exist, For example, the line DIM
{100) will give array A 100 elements.
tyou then try to PRINT A(103) you'll
t bad SUBSCRIPT. The number in
= _the brackets is known as a sub-
® Jscript. If you get this error,
chock any lines which deal with
V1" armays, especially DIM lines,
i the computer prints an error
iessage when you type RUN, it
iotld be a very small typing error.
wen mistaking a comma for a full
could alter the way in which a
runs, So next time the
ler rejects an afternoon’s hard
ping and prints one of those rude
sages, check it with the list
ow. You never know, it could be
kthe solution.

But there are
‘BM 4

version of Basic allows. This is no
; pmbiamonaﬁpech-um.astherehnq :

NEXT WITHOUT FOR

A FOR-NEXT loop is a special part of
a Basic program. There must be a
FOR statement, then part of the
Pprogram and then a NEXT statement.
If the program comes across a NEXT
but has not been through the
matching FOR, then you'll get this
error. As well as incorrect typing of
the FOR and NEXT lines, it could be
that your COTOs and/or GOSUBs are
wrong. This might make the program
jump to a NEXT without going
through the FOR first.

ILLEGAL DIRECT

There are two ways to enter a Basic
statement. Either with a line number,
as part of a program, or without one,
This is known as immediate mode.
There are some commands, though,
which can't be entered in immediate
— or direct — mode but only as part
of a program. An example is the
INPUT command. If you try typing a
command in immediate mode which
can only be input as part of a
program, then you'll get this error.
Try typing INPUT A on your
computer and you'll see what I mean.

STRING TOO LONG

The program is trying to create a
string which is longer than the

clearing it first
this error. In

OUT OF DATA

This is one of the most

errors. In many Basic pr
you'll find lines with the word
at the beginning. These [
numbers or letters which |the
program needs to run, and whi¢h are
read into the program with a |
statement. Each time thereisa
it will get the next item fro
DATA line. But, if thereisa R
no more DATA left to be rea
get this error. If this happens,
the DATA lines to make
are typed correctly. Eac
DATA is separated by.#ee
you miss one of these ofit
merge two DATA ite
means that althou
there, it will app

ﬂw kit 3 »
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I |
The England Test team may not be doing
well this season, but '.rr.«:-:_'r_ s your chance et PIH 121 LET NO=1: PORE =4
" AL T e 3 Do0 T BORDER 7 DZoER B THIK. T
- h?c’la the West Indie Oon computer at a5l =0 SUB S5ag =P B
least. 2 :ELa 1 RESTORE ‘&
Perhaps you'll be able to convince the SERD & ;Elr-?é':? =0
MCC that a Spectrum -:'rmu'-f.! captain the ., + DRTE @,2,31
England b | 6@, 112,252,254 ,25
! an IE:l:'llll next season! EB
( You control the batsman who has to S-PRINT AT 1,5
il | battle his way to a centurv or s -t 4,7/ "ABY,AT 4,16
i 1s way to a century or so. Mark ag "
| White has come up with an entertaining 2 BESTURE 30
Ll -~ g i s 5 b
Al computerised version of our traditional za :EE, Hadiss BRAE %
1IN | 5 e ; g e = HD & FOKE |
Il summer game which will keep you 2@ bATa @,0,0,0,28,28,11,12,18
Ll enthralled for hours. The game includes $2.8,2@,38,86,132, 125, 32,224 .32
| @ P B MR e N 32,32,32,.32,8,8,2,0,8,0,0, 0,128
_ an end of match score card plus the 4@ DATH @,@,56,56, 3
: x . - =g Limih L, S == = = el
. option to choose the names of the 24 .56,248 35,368,356 :
| R N PR T s ey 5.0 MBBal L '
1 opposing teams. Full instructions are " 'sd poTtA S84.56 “1, 108,164
| included in the program. 5,102 ©.9,8,8 © _ 3 o
! So strap on your pads and prepare to el e 2 - '-
. i AL Do LEiH e 8
|. | score that century 3 _ 68 DATA 128 ,25:z,
i 3,1=22,64,32,156,8 ,a
| BY MARK WHITE B7 DATA ©.1,1 =2 .
| 88 DATA & 2,4 3 :
aya0 18 5 8 ,E - :
!g RUNS ON A SPECTRUM IN 16k 6.,16.,1 T 18, 4c
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Bid IF =15 OR f=18 THEHW LET b=
FEI | B3 2L S i : 7538 LET no=no+l
= §020 PRINT AT b, f; INK Z2;"K" P535 IF NO<¢2 THEN 80 TO 7548
Tt FOR g=1 70 pace: NEXT g Toaap IF St yalE] THEN YINT AT
B0ip PRINT AT b,f; " 7.0;88(1) ;" begat ";E8§i2;" by '
SpeS HEXT f sil)=212);" runs."”: GO TG 7508
B050 PRINT AT 11,7; INK B; "H" 7837 IF 51«3 (8) THEN PRINT AT
B0EQ FOR F=1 TO 1@: NEXT ¥ 7,8;58i2) ;" beat 251 " by *:
§070 FRINT AT 11,7; INK 2;" K© £(Bi-3L&)," runs G0 TO 7&62@
4} ' ﬁ? ig-'F: =1 TO 15: NEXT F T’bgg PF%J' AT 7.8 & Draw.": © F
76 PRINT AT 10,%;“E ";AT 11,4 o =
2 Be".. SEanR 7542 PRI 8,0
5029 PAUSE 1: PRUSE @ far the
E 800 PRINT AT 11.3;" "“;AT 1@.,13; 7S5@ PAUS
B eT 118t 7555 GO |
8100 G0 TO 100 . 756@ GO
3 7000 PRINT AT 10.5: "AD"; AT 11,4 7e0@2 PR
' e ' her gam
7005 GO SUB 21@ 0 TO 76 ‘
#3108 PRINT AT 11.2. "“Hud' 75108 IF INKEYS
=T §070 FOR B=1 TO 25: NEXT © 762@ IF INKEYS ‘
#9ep PRINT AT 7,1, "'Lucky, ball p 7E3@ GO0 _TO Voea
ffched offF wicket, ;AT 18,5, "E " 8580 LET pos=p0s+.45: PRINT AT 1
2= AT 14,4 9GF ¢ 117
9op FoR g9=1 TO 75: NEXT S 8518 PRINT AT 19,ppo=-1;" 0O0";AT 1
5 BAd PRINT AT Z,1;:" 1,pps-1;" @
T 8520 RETURHN
F g 2119 PRINT AT 11,2." ": PAUSE 1. S5@@ DIM =%(2,18): PRINT AT 9.8,
PALISE @: PRINT AT 11,13;" ;AT "TealE No.l 7Y
== e T 95192 INPUT LIME s$il]
#1080 30 TO 1@ 8529 PRINT AT 8,15; 2"
#5023 LET wickets=wickets+1l 2538 INPUT LINME s%i2!
7518 IF wickets=18 THEWN PRINT AT 9548 PRINT AT 9,8;" ;
B 7:s%(no) ;AT 9.5 "ALL OUT FOR 9SS@ PRINT AT 12.0;" FPress any &
A= fising}: S0 TO 7550 ey for the innings E
7515 PRINT AT 21,28; FRPER 4;WIC $il;
KETS 8568 PRUSE 1. PAUSE @
7525 RETLAN 8578 CLS
il o583 RETURN
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| o, you're fed up with playing other people’s
| games on your computer? You think you could
| \ do better? Well, why not try writing your own?
| With a good book on Basic by your side, it's
; not hard to write a simple game. But presentation is
| as important as the game itself. A good game also
has an intricate loading title screen and well
prites will be pretty familiar to any more about this area of graphic conter
anyone who's ever tried to programming, look through the the pa
write a game on a Com- books at your local micro shop. Or You
modore 64 or Atari. A sprite is |8 try your local library. It's surprising to the
just like a user defined graphics © how many good computing boolks messa
character which you can move any- = you'll find there. you g
where on the screen using simple If it's an entire game which you're You
commands from Basic. But a sprite trying to write, then you may find syster
is more than that. Special use for a games designer program, how 1
commands are included in the Basic & If you want to know what these each «
language to handle them and you | are all about, then dig out your copy You
can perform special functions with of C&VG of December 1983. You'l vocak
sprites which you can't do with find two fact-packed pages all about game
normal characters. . games designers in there, starting whick
One feature of the Commodore 64 | on page 30. Onc
is the ability to expand a sprite by a If music's your area, then you Adve
factor of two or to reduce it by the should be able to get some selec
same amount. This means that you reasonable sounds out of many o main
won't have to redesign the the micros around at the moment the Q
character. You just give the correct || The two machines most capable o casse
command to the computer and it producing decent tunes are Yo
will do the rest. probably the Atari and the Adve
A sprite on the CBM 64 is 24 x21 Commodore 64. These have four into
pixels and can be moved, through | sound channels and there are quite comr
special commands, like a single a few programs to help you great
character. It can also be moved program multi-part music. [f Ma
smoothly, pixel by pixel, in any percussion is your fancy, then the
direction. Quicksilva has a package for the actua
Beeb called Drum Kit. It won't make nothi
rogramming with sprites on you into a Stewart Copeland, but its make
the CBM 64 is complicated, great fun if you're into drums and play.
though. There are no special | things. you -
Basic words — just a long list of | Now, let's have a lock at some o not
POKEs. You can get round this with the programs designed specifically prog
various programs, including to help you in your programming. Drin.
Simon’s Basic. can
The Atari machines can have up irst, here's a treat for Gilsc
to five sprites. Again, it takes Adventure fans. The Quil
streams of POKEs to set them up is now available for
and to move them around the the Commodore 64. When this
screen. But if you're beginning to program was first launched for the
wonder why no machine has a Spectrum, it was one of the most
decent set of sprite commands, popular programming utilities of P!
then take a look at the Texas. around. The program is designedto Prog
Although TI Basic lacks the facility, help you write Adventure games. In fast
if you buy the Extended Basic the past, you had to be good at Th
cartridge, then you're in luck. Your ideas and programming in order fo IECE
machine will now have a full set of write a good Adventure, but now Con
sprite commands. you only need to have the ideasand worl
And wyou don't need a single the Quill will actually write the Th
POKE! To set up a sprite, use the program for you. arou
command SPRITE and to magnify it, Once you've loaded the program, cres
—=| use MAGNIFY. Colours of sprites 8 you use a special language to setup Sr.:
| are set with COLOR — it's an § the Adventure. The first thing thal whic
American machine, yvou'll §| you'llneed to doisto drawamapto writ
remember. If you want to find out ™ include all the locations and their cod
84
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S — BY DESIGN

1 designed sprites which take time. Luckily, though, j
uld many software houses are coming to our rescue
Fn? with programs designed to make programming
5 easier. Here, we take a look at some of the best of
n is these programs. But first we ask what exactly do
0 these programs do? And how do they do it? The
Bug Hunter reveals all!
aphics tontents. You also have to define makes Scope programs run a_ lot
h the the paths which link the locations. faster than if a similar program was
op. Or You can then add certain effects written in Basic. Scope is from ISP
orising to the program like, for example, a who are based in Basingstoke.
books message which will appear when | Once you have designed vyour
fou go into a certain room. ¥ game, it would be nice to give it a
you're You also have to set up a score % professional-looking title screen as
y find sstem so that the program knows f‘ used by most of the professional
ygram. bow many points to give you for software houses.
these gach object collected.
I cCOpy You can invent your own | creen machine is a screen
You'll weabulary, so you can allow the & editor for the Spectrum. It has
 about gime to understand any words | 19 commands to help
tarting which you want, you produce professional
Once you've completed your 8| screen displays for your games.
n you Adventure, then you can test it by ﬁ The main concept behind Forth is
some slecting the test option from the | defining words. Each word is a
any of main Quill menu. If all is well, then Forth command and can be used in
yment. the Quill will save your game on to a program. The beauty is that you
ble of tassette. 8 can extend the language by
s are You now have a complete B defining new words and these can
| the Adventure program which will load 8 simply be extensions of existing
> four mo your computer just like any § ones.
 quite tommercial program. Isn't that |8 To write a program, you keep
. you great? defining new words until, by typing
. 11 Many of the Adventures around in just one word, the program will run.
then the shops at the moment were
>r the atually written with Quill. There's hite Lightning, for
make nothing wrong with this as it doesn't the Spectrum by Oasis Soft-
>ut it's make them any harder or easier to ware, is a Forth system.
s and play. In fact, unless you were told, But it also has over 100 extra
jou wouldn't know that they were words designed specifically for
me of mot written by a professional programming fast-moving graphics
fically pogrammer. Denis Through the for games.
ing. Drinking Glass is an example. You A sprite creation program is also
¢n get more information from included so, if you're prepared to
t for Cilsoft, on 0446 7322765, sit down and learn a new language,
Quill you can produce some really
for raphics fans may be professional results with this
n this more interested in Scope than package. I've seen it demonstrated
or the Quill. Scope, from ISP, and it really is impressive.
most stands for Simple Compilation Of course, if it's just large pretty
lities: of Plain English and is a graphics # characters for a display you're after,
1ed to pogramming language for writing || then there’s DLAN from Campbell
es. In bstarcade-style games. ¢ systems. DLAN stands for Display
od at This is another program which has Language and will produce moving
der to kecently been launched on the displays on a Spectrum with a
. now Commodore 64 after proving its || choice of 11 character sets.
s and worth on the Spectrum. 8 Well, we've talked about a whole
= the The language has a vocabulary of & host of programs aimed at making
around 45 words which allow you to life simpler for someone who's
gram, ereate graphics and sound effects, trying to write his or her own game.
set up Scope is a compiled language If you need any more info, then give
g that Ihllch means that the programs you the company a ring. Or write to me
1ap to ¥nte are converted to machine at Bug Hunter. Good luck with the §
their tode before you run them. This programming!
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STAP TURN

e on the day Terry Jones mel computerised

1 was ther
Erik for the first timeina small room at Mosaic Publish-
ing's London offices.

the game and enjoyed the

Terry was intrigued by
way Pete Austin, of Leve
{heir Adventures, had converte
computer galne.

But first things
into his life.

Had it not

1 9 Computing, famed for
d his hero into a

first. 1 asked Terry how Erik came
ones, aged si%, itis

been fora certain Bill ]
would have come

her book nor game

likely that neit
into being.
Bill has an older sistel called Sally, whose father
i Feeling a bit left out, Bill

wrote her a fairy story.
decided it was high time Dad wrote one
. Dad dreamed up Erik, and wrote & serie
that turned into @ saga — and eventually a succ

lavishly {llustrated children’'s book.
But what about ? Had the ex-Pythonees

for him. 5o
g of stories
essful,

computers
icro before, 1 asked?
gctrum at home,’
fess to being an

' replied Terty
absolute

“Yag, we have a Sp
gyt 1 must con

computer illiterate!
#gally and Bill make the most use of our micro. 5o

you'll have 1o tell me what 1o do!"
the Spectrum and,

pete and Terry gat down facing
after a few moments explaining how an Adventure
game works, Pete started it off.
He then handed over to Terry, Who guided Erik
around the Viking farm and into the Creat Hall.
olutely intrigued by the graphics and

was abs
suddenly full of questions. iSo many pictures —
thing with pictures like t
wtensive text ames
r them, bemg their Games based on books have been one
of the trends of the last year. Erik the

P:tilztsipcpzitﬁﬁk imtlés jtﬁ: ahC};E;\Cp.r blem. It's all book by EK—MOII.W Lt fgi
— 1 ng-1nio- -cNu Q : &
yours.” Terry took ovVer again and had a go. He had m’en‘her Terry ]ones, was o_ne o i
taken easily to the Adventure playing and now proved them. C&VG's E.dventurer-m-(}hmf,
that ?3 c(}lﬁd 1:13 qll.li{';% a:m}l&embma:éw‘;en_lﬁnable to Keith Campheu’ met Terry and Erik
gett ough a por! On the ey oard, that 1S T

Eventually, Erik came upon the giant — and Terry and talkeﬂ about Vikings, pet fish,
Joved the picture! “Worth all the trouble getting there tech-fear and, of course, Adventures.

just to see him," he smiled.
le, 1 asked Terry

never seen any

micro.”
nowned for their e

Level 9 are Ie
and so Erik marks a departure fo
first venture into graphical Adventures.

h. “There, Terry  Viking, @

pation writing? wyyell I've
ths lecturing on Chaucer,’

Was Terry's main occu
members of the Python

Meanwhi why had he chosen the
name Erik for his hero — could it have been anything just spent the last six mon
to do with a pet fish? One featured in a famous Python he replied. ‘Do any other
cketch. “Never even crossed my mind!" Terry team have a micro?"’

" “iell, I'm not sure. But I think Terry Cilliam must

admitted — "mmIT, yes — Erik the half-Viking - . - .
’ ye — he's that sort!" he joked.
' Had there been close collaboration between Peté

and Terry during the adaptation of Erik? "No, not &
much as there chould have been,” admitted Pelf
ualthough we did speak 10 each other about it, And, &

course, Terry had a cop ; ]
In order to design and write Erik the Viking, Pé
ime in York, carrying o8

Austin spenta considerable 1
nto the subject at the recently discovers

research i
in that city.

Viking settlement 1
“ie have beel pretty thorough,’' he said, “and 18

may not realise it, bat all the pictures and text el
lly quite quthentic.”

ences in the game are rea

Terry had a confession t© make about WVikings:

don't really like them. Nasty bloodthirsty people!“
Erik might g0 some way toward altering peck

opinions Lbout Vikings — and maybe get M

people playing Adventure games. Even Tél

perhaps’?

T
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MICR MICRO

A PRACTICAL INTRODUCTION TO THE e A PRACTICAL INTRODUCTION TO THE
SPECTRUM BY PETE GERRARD COMMODORE 64 BY PETE GERRARD

Britain’s two most popular personal computers, the Commodore 64 and
Spectrum are covered from basic to semi-expert in Which Micro
magazine’s Handbooks.

Author Pete Gerrard, a regular columnist for Which Micro, has put together
dn accurate and practical guide to both computers, at £4.99 per book.

Many programs are included and both 160-page books are spiral bound for

€asy use and are available in all good bookshops from November or direct

res. through your letterbox by filling in the coupon below
1 I'W.a'

iCer,

wihon

r ------------------------------1

= Please send me, post free .......... copies of the =

= Which Micro Commodore 64 Handbook =

= Which Micro Spectrum Handbook =

= ...... at £4.99 per book, made payable to EMAP Books. :

i

: ............................ BRIQYOBS. | i e s e e i

| i

end this coupon to EMAP Books, ... i

| ]

EERESld House, Orion Guntiers «i+ il bindipdos pm oo oo :

| Peterborough, PE2 OUW. }

o




We asked the statisticians at NOP — compilerso
the UK’'s most accurate computer games chart -
to work out the Top Ten best selling games ¢
1984.

NOP stands for National Opinion Polls and i
the name of one of the top three marke
research companies in this country. The nam
may be familiar to some of you from the gener:
elections when opinion polis are all you eve
seem to hear about on the TV.

The expertise of NOP ensures that the C&VG
Daily Mirror Top Thirty is the number one chart
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2 FIGHTER PILOT

Fighter Pilot is the second best selling game of
'84 just pipping Manic Miner at the post.

A World War |l flight simulation incorporating
combat, this game rocketed Digital Integration
into the big league of games software houses.

Fighter Pilot’s programmer, Dave Marshall,
knows a thing or two about computers and aero-
planes, having worked on computer engine
control systems for jet liners. This expertise
comes across in the game which plays just as if
you were in a real aircraft,

Fighter Pilot precipitated a flight simulation
boom with several versions appearing from
dozens of companies trying to emulate Digital's
hit on other systems.

Since Fighter Pilot, Digital has launched three
more games — each one a success.
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"I SUGGEST YOU DO THAT," displayed
the green letters.

“lI DARE YOU", the synthesizer
continued, "PICK UP THE JOYSTICK."
Marcus did so and moved it forward. A
line moved up the screen.

Marcus wasn't very interested in his "Welcome. | am the A"“'.?&I’ﬂ.t?

Vo o e s - 7 S RIS =eipgtremEs wwiITSI I e | AT ED 0 |
tould nof write any programs. He loved amounts into numbers and back again,” |
the games, of course, his favourite being said a voice happily, "Please step

ferzerk — shooting all the headless beyond, but be careful as you cross the

androids. buffer."” ;
One morning, Marcus was playing this. Marcus stepped beyond and found :

He had just walked into an electrified himself in front of a sign saying 170 :

wall. Port. However, between him and the

"HA HA" said the computer, "WE GOT waterfront was a six-lane highway.

YOU NOW, GAME OVER.” One of the There were other doors similar to the

androids walked over and replaced one he had entered through, named ;

Marcus's score with zeroes. things like R.G.B., Out, Keyboard In, Disc |

“fOUR SCORE WAS NOUGHT." Marcus and Audio Out. Marcus started forward .

tuld contain himself no longer. across the road but jumped back as

‘CHEAT", he typed. something zoomed in front of him,

"WHO ARE YOU CALLING A CHEAT?" "Get yourself killed like that,” said a

‘RUN", answered Marcus, to get a new voice.

game. "Eh?" Marcus looked around.

"YOU'LL BE LUCKY." The screen suddenly “Down 'ere,"” it said. Marcus looked

thowed green lettering. down. On the floor was a large frog.

‘THERE'S A BUG IN THIS MACHINE." "Are you a bug?" asked Marcus.

Marcus knew that a bug was a mistake. "“Don’t be a fool,” snapped the offended

‘WHERE?"' he typed. frog. “Follow me, quickly!"

"COME AND FIND ME," said the voice He leapt into the road. Marcus followed,
synthesizer. dodging the traffic.

. "Now what?" asked Marcus.

3 "Just hop on a bus, but watch out for
)

F

! 1|l'i

TS TSI

the snake!" The frog cried, and hopped
onto a log which was floating down the
river.

Marcus heard a soft hiss. He turned to
see a snake-like queue of people by a
bus stop.

“Hello,” he said to a tall man made of
numbers who stood at the end.
""1306," grinned the man.

"Pardon?" asked Marcus.

"1306," repeated the man cheerfully,
"12," said a woman of 1s and 2s.

"0," giggled a rather fat little girl as
the bus came in sight. A sign on the
front proclaimed "Data Bus. RAM 02AF
via CPU". The line filed on, each
repeating one word or number. Marcus
followed.

©

T

RALLLLR | FYRLLLAR L

HIARUAD | LAy

RGP aL LLLRLI YT LR 000 e LA

% "Er excuse me," Marcus said to the

N driver. There was no reply so he sat

2, down. The bus drove first into a large
N city, then went round a roundabout and
e‘%: into a dark tunnel. Bats squeaked, toads

leapt in front of them.
"0", shrieked the little girl.
"GAME OVER," said someone happily.

99




"Whooooh," said a ghost.
Rats scurried along the top of the bus
and things clanked.

The bus stopped, Marcus nervously
followed the people out. They stood in a
large labyrinth. The entire floorspace
was covered in boxes with names on
them, such as XVECT, YVECT, XOTTO,
YSHOT. Marcus's travelling companions
each climbed into a box, pushing
someone else out. ""Chicken,” grumbled
a person who'd been usurped, whilst a
“Lucky" crowed over him. The evictees
all walked fearfully towards a small
dark opening. As they entered, there
were delighted munching and gulping
noises with the odd burp interspersed.
Marcus crept closer and peered in. Inside
was a large yellow head with a
monstrous pair of jaws.

"'‘Come in!" called the head, licking its
lips.

"“Er, I'd rather not,"” said Marcus.

The head laughed. "Who are you?" it
roared.

"Well, er, I'm Marcus."

rlwhu'?n

"I'm a boy."

"Oh," said the head pleasantly,
"Visitors. Don't get them here very
often.”

“I'm not surprised,” muttered Marcus.
""Good heavens, | don't eat people, old
boy. That's just old data."

"“"What?"

"Well you see, I'm garbage collecting.
It's my job, not that | don't partake of a
little number-crunching, mind you, but
my main purpose is to dispose of old and
unwanted information.”

"l see,"” said the relieved Marcus.
"Don’t go down there,"” pointed the
head with its tongue at where Marcus
was starting to go. "That's ghosted
Eprom. Take this door to the
interpreters.”

"Thanks," said Marcus, "Bye."

"Thanks for the visit,"” shouted the head
and departed.

Marcus entered the door. The room
beyond was incredibly long and thin. A
line of men sat from one end to the
other. Marcus approached the end man.
"“Hello," he said.

The man whispered to his next-door
neighbour, who in turn whispered to his
and so on down the line. A clerk at the
end wrote something on a slip of paper
and posted it through a letter box.
Seconds later he took an answer from it.
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He told the man at his end and the
message was whispered back up the
line.
“SYNTAX ERROR" announced the man.
"“Pardon?" said Marcus.
The message went down the line and
back.
“SYNTAX ERROR" repeated the man.
Marcus had an idea.
"PRINT HELLO" he said.
After the round trip the man said
IIHELLOII.

(Interlude in Reality)

Marcus’'s mother walked into the
computer room. "Marcus!" she called. He
was nowhere to be seen. She turned o

the computer, typed CLS: PRINT "DINNER

IS READY", and left.

A boy walked into the room. He
handed a telegram to the man and left,
Whisperers whispered, the clerk wrote,
and whisperers whispered again.
“DINNER IS READY" said the man.

"Oh thanks," said Marcus.

"SYNTAX ERROR'" announced the man,
after some discussion. Marcus left the
room by another door. He came to a
large square room filled with tables
which had numbers scratched on them.
short fat man stood up from the
armchair he had been sitting in.

"Hi," he said, "I'm the Base Converter
and these are my tables.”

"Hello, I'm Marcus,"” said Marcus, ""What
are your tables for?"

"Base conversion, of course!”

"What's that?"

W
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J 'Well, you work in base ten, don't you? "Sorry," said Marcus.
. But the computer works in base two, so | "Of course, as soon as someone invents
have to convert one into the other.” a machine that uses values instead of
s "But what is a base?'' burst out Marcus. numbers, I'm out of a job. Back to bases,
“Think of it this way. How many though!" He jumped on another table.
nd numbers before ten?” "“Things get even more complicated with
L "ﬂ'.'L'?::.’H'.‘il.Mﬂm nougnht ¢ There are {'husn sixteen), you have to use letters
ten single digit numbers before we get for single digit numbers, so ten becomes
to two digits, but if we were in base two A and twelve becomes C. See?"
++." here the Base Converter got up on Marcus gulped. "Sort of.”
o table and indicated it, 10 would be "Anything else?" asked the Base
equal to two because there would be Converter.
only two single digit numbers before it." "No thank you," replied Marcus.
d. He Marcus wondered if he could live to be a "Oh well," sighed the Converter. "Bye.
d to thousand by visiting base two. If you go that way, you'll find the
NNER "Why can't computers use base ten?" Compiler. It's faster than the
‘They can't, very stupid machines you Interpreter.”
left know. Just think, without me you would "Bye," said Marcus and exited.
i never be able to communicate with the He found himself on a pyramid of
ote, system. Marcus! Don't lean on the Octal, yellow boxes.
you'll smudge it.” \ "What are you doing here?" asked a
; voice.
Marcus turned to find himself looking at
;"' a pair of eyes, a long snout and two
- legs, with very little to hold them
. together. :
' "Well, er, I'm looking for a bug." "
b, B "You, debugging!" sneered the creature.
He indicated the pyramid.
| "What's Basic and what's Machine
- Code?" he demanded.
et "l don't know," admitted Marcus.

"£$%&* 11" said the creature. "“"Yellow's
Basic and Blue's Machine Code," and he

jumped off. Marcus was about to remark
that there were no blue blocks but he




saw that, as the creature jumped down,
the blocks he landed on turned blue.
Marcus started to jump down after him.
When he reached the bottom he found
the creature arguing with a truck driver.
As soon as he saw Marcus, he let out
shrieks of discontent and jumped onto a
spinning disc which gently rose up
towards the top of the pyramid. The
truck driver grinned.

"So you're the programmer who can't
program to save his life?"

"Yes," said Marcus, "who are you?"
“I'm the Loader, got to shift all these."
He indicated the pyramid. ""Give us a
hand and you can 'ave a lift."”

"OK'" said Marcus and climbed in.

"Oh! Where is that wretched child?"
exclaimed the wretched child's mother.
"Marcus! Dinner's getting cold."

“I hope he hasn't gone off with a
strange man in a lorry," she thought
worriedly.

Which was exactly what he had done.
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Marcus thanked the loader for the lift
and started walking towards the city |
centre. Suddenly he was grabbed from ]
behind. He saw a ring of the telegram
boys encircling him.
"Who is he?'" asked one.
"He's a spy. | saw him peeking at the
interpreter.”
"No, he's a bug. He was trying to mess
old Bert up. Let's debug him."
"Delete him!"
"Poke him out of existence!" they called
excitedly.
"“NO!" shrieked Marcus.
“Tell Lisa to take the Rat to the Basket,"
added some thoughtful soul.
"OK Bug, you're sentenced to immediate
termination. You may make one last
statement — if you tell the truth you
will be blasted out of existence, if you
lie..."

$

"What?"

"You will be nibbled alive by

centipedes!"

"This isn't true,"” moaned Marcus to o
himself. =
"CHEAT!" yelled the boys. @L‘

"Take him to the Arithmetic / Logic
Unit, to sort this out,"” one suggested.

"Right, you're coming with us!" they S~
agreed.
Another boy ran ahead whilst the
others, holding their prisoner, leisurely
proceeded towards a distant building. Me
They finally reached it, but found the PU
door locked. el
"Hello!" shouted the boys, knockingat} M
the door. Marcus started edging away bl
slowly. A messenger appeared at the bl
window. _th
"Here, let us in,"” shouted someone. . ;
"Can't,"” said the messenger, "Stuck. ou
We're going round and round in circles e
in here."” "W
"Why?" asked someone. we
"Unbreakable paradox, you fool!” 'lf'i'
"Oh," said a boy. 1
"Yes OH!!!" said the messenger, '"With yo
triple PLING! We've got infinite o
recursion. The stack's spilling B
everywhere. It's an untrappable error. If Me
we're not careful, we'll crash the "A
system!" Y
"What now?" H

"Get rid of the bug. QUICK!" th




 lift

. If

| Marcus turned and fled, the boys in hot
pursuit. Suddenly a red bolt of
olectricity shot past him and exploded.
| Marcus dodged left and was passed by 4
| blue bolt, seconds later. He made for a
‘blue stream and leaped onto o rock in
the middle.

"0i, scram!" said the rock, lifting itself
out of the water, "How would you like
me to sink?"

ell," said Marcus, realising that he
Wos in fact standing on the back of o
large turtle, "'not really."

“I'm not here,” said the Turtle, "to be
Your stepping stone. What's wrong with
your wings?'

"8ut | haven't any wings," complained
marcus.

“Are you sure?" asked the Turtle.

“Yes!" said Marcus, exasperated.

“Hmm," mused the Turtle. “sorry. |
thought you were somebody else.”

He obligingly swam to the shore and let
Marcus climb off. He then crawled onto
the bank.

"Who did you think | was?" asked
Marcus.

""No one important,” said the Turtle.
"Oh here they are. Push offl"

A number of bright translucent
creatures about 20 centimetres long
fluttered around on tiny scintillating
wings.

"Hello dear Turtle, and who is this?"
they called out shrilly.

"Not sulking | hope, dear Turtle,” one
said playfully. “"Now who is your
charming friend?"

"Nothing to do with you," said the
Turtle.

"Look!" said Marcus. “"What's that?"
He pointed to a hole, rather like a door,
in the air from which the strange
creatures had come. Above it was
written BERZERK.

"Oh don't go in there. Nasty, violent
place," they said, dissolving into fits of
giggles.

"Who are you?" asked Marcus.
"They're sprites,” said the Turtle
contempuously,

""Oh don't be jealous, dear Turtle. We
are only here to brighten up your life."
At this the sprites exploded in a
fabulous display of pyrotechnics and
then imploded. They repeated this o
number of times.

"We can add some colour to your cold,
slow world."”

This enraged the Turtle further.

"What do you mean, slow?" he said
coldly.

"'Of course not, dear Turtle," said the
sprites, looking shocked,

"But we only meant . . .”"

"Forget what you meant!"” growled the
Turtle.

“"Hey!" said Marcus. ""Can we go in?"
"If you want to, but | have to draw out
silly walls instead of sensible pictures,”
muttered the Turtle.

"We turn into lovely shapes and
coloured lights,” giggled the sprites.
"And we play at being big, bad androids
and shoot each other in a display of
explosions."”

Marcus had already reached the door.
They all entered but the Sprites
fluttered away and turned into
androids. The Turtle dashed round
leaving electrified walls behind and
finished by sealing the door. The
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androids marched on Marcus.

“Shoot them," said the Turtle.

“What with?" asked Marcus.

“Haven't you got a blaster?” asked the
Turtle.

“No!" said Marcus.

One of the androids shot an electricity
bolt at them which they both dodged.
"You try and lead them into walls, I'll
draw some more," the Turtle said and
dashed off. Marcus ducked another bolt
and darted between two androids. He
turned a corner and ahead saw the
Turtle drawing extra walls. An android
walked into a wall and exploded. The
sprite came and hovered above him.
"What fun,"” it laughed.

"If you like it,” said Marcus sourly.

He was beginning to feel like the
Turtle and was not sure he could trust
someone who had just tried to shoot
him.

"Well, my own fault | s'pose. Bit clumsy
that, walking into the hall. | say, do you
reckon Turtle's playing fair? Oh, 1's just
been shot by 6. Bad luck, Number 1."”
The ever increasing number of sprites
about his head chattered continuously.
Marcus noticed that a large smiling ball
was hovering over a wall. It slowly flew
towards him. He turned and just stopped
himself running into a wall. He could
back away no further. Evil Otto hung
there a bent and decrepit old man who
reminded Marcus of an insect dressed in
an old black gown. The man laughed
evilly.

"H H Hello," said Marcus.

The man persisted in malign giggling.

“Listen —"' growled the Turtle.
The man did not stop his fiendish cackle.
"Hey . . ." said a sprite nervously.

The man's face filled with anger. He
poked the sprite firmly on the chest.

It gurgled and disappeared. The rest of
the sprites turned invisible.

"Hmm'' muttered the man, pulling out a
black book.

“Don’'t let him peek at our address!"
came a voice from mid-air. Marcus
moved forward but he was too late. The
man pointed at nothing and there was
another pitiful gurgle.

"Stop it!" shouted Marcus.

"Stop it?" sneered the man. “"Why,
young man? | see no reason why |
should. You have no authority over me."
""Are you a bug?" asked Marcus. The Bug
beamed at him.

"Of course, old boy. Marvellous
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deduction,” he answered pleasantly.
"How do | get rid of it?" Marcus asked
the Turtle.

"Find out what it's trying," it hissed.
“I'll tell you what I'm trying!” shouted
the Bug.

“"What please?' asked Marcus.
"Look!" it yelled and opened a door.
Suddenly, something coloured and
flashing zoomed out of it.

"Mutant bytes!" exclaimed the Turtle.
"Yes. Straight through the 8-way
connector pins. Wham!”

"But the processors will fight!"

“Yup. And we'll win. An end to parallel
processing. Early retirement for the
CPU."

""The sooner this gets debugged the
better,"” said the Turtle.

There was a smashing crunch and
Marcus found himself alone with the Bug
in a vast empty white room.

"What . .. what happened?'’ asked
Marcus. The Bug was furious.
""Someone’s crashed the system,” it
yelled, jumping up and down. “"We're
disconnected.”

"How do we get out?" asked Marcus.
“We can’t, until we get reselected.
Unless someone has taken the cartridge
out. Then we're really stuck."”
EPILOGUE

"Marcus isn't home yet, is he?" asked

Marcus's mother.

"No." said his father.

“Where can he have got to?"

"1 don’t know. Has this computer been
on all day?"

"Oh, | don't know. Marcus was playing
with it. Shouldn't we go and find him?"
""Mm. This'll get hot, you know. You
must tell him to turn if off when he's not
using it.” He promptly did so, and put
the Berzerk cartridge back alongside
Pac-Man and Q*Bert.

It was dark. The Bug sat dejectedly.
“All those mutant bytes gone kerblam.
It'll take ages to redo all that.”

""How am | to get out?" moaned Marcus.
""No question of that now, you'll have to
wait until the cartridge is used again.
Then get on to the screen. Your friend
the Turtle should show you
how to do that.”

“So | just have
to wait until |
Dad plays Berzerk

again?' said ;
Marcus, much
cheered, and he
prepared for a
few days' wait.




o —g
..-»eﬁw i o
i




GDBUB?EBB
REME
REM¥
REME
REM®

SR i BRI

TR e

-3hsaBiee

cp GETYS:I
1F yE="

307012
a1 PRINT®

=

NEXT
PRINT
PRINT'

noel s s b R
) 1 R AR AR LR o Ry
) mm@'_ﬂ P
-

LT

=

&
{5

1FUT=
1FUT=

1
-3 o b T

L T B B
R a0
o R

o

SAVAGE

REME MARK
REME

REHM&E COPYRIGHT B4%
Rﬂﬂit!l!tilii!t!!#i
11 PRINTVAA" . POKE328B862.

SRTNT e GOSUETEY ﬁ%ﬁgg&‘&% ekl i

GnTO788
168 HEH*BQRDER&

=
Bz FORT=1T013
PRINT | 5

PRINT | eSer U -.ZI;‘.'E«",IF"F!.ESE- oF acEE By

) P
i
n
=
4

on

3 LI F
Fa P
a
L
-

JFUT=

o
a
;oM
- —
=
=
=z

OMNE

.,-.._"u

anta :
* : ._uﬁl o s )
¥ .

#*R*

Y
MANNT

|

el Ay
BN e

"I“Qb' S
"-"J\.}

248 PQHEEEB??,lEE

: 3""‘ <A 94_":-' ity

G

g
o - T
-. " - b

I . 2 I
e Ay o,

i
5,
il
o

®
“THENGQT@LE

3 lT1IIUM.rr"."t
= hnr‘fzunt-'
'11li\rq"n1"r‘t
LAT Ndscape
= :h.tln=t
-llv.g-

U = g

.
7 MARK

o2 WANNS

="
= THENAS= [ 1!
& THEMAS="

o o




HMEXTH :HEXTL
. pRINT LA (FO
PRINT'E
PRINT
R InT MRS T APTA
Hr‘mT"n.EIHSr‘—l_;-';-.-EE SHIP
JE‘ 1

I1T'“"\1F-uurl THE UN1 JERSE
R’Tr-iT"w'JL.L T 1MG SALVAGE !
; CiR(

g i F’Fr,il‘i'l' i~ & T E TR iy SHIP '
T BRI A MM RESS A KET '

77 PFM“M -

rog PRINT MEEEEFCD BC ~ELERATION DUES

bdrs PRINT "@TO GRA" ‘ITr MisT NOTY
@ PR m‘r“ﬁEA:EEIm e




725 FORT

1 =327

7:RETURN
gg11 RETURN

ap12 DATAZ24,2

3197 DATAZSS

gp16 DATAS,T a4z
8817 BﬁTﬁ?,iﬁ 3

=-aB DATARZSS, 255

71 TATALE, 16,1

LOAD! & PRESS RE TURN"
731 MNEM
3599 END

REHKDhTﬂ CHARS *

E E o)
2453 DATAZ, 127,

3156 IRTRR =

2458 DATAR,B

=7 =
157 A R a4,
8,8

T4

4154 LATAZ24, 25
2455 3%Tﬁ125;126

215% TATRE 2,88,
Litl T --pB,8,8.8.
9178 : _-a128,192, 224,224,
915; *h1a252.243,24a.24aJ

B@ 74,78, 8.4

= 482,

st 36,68,
. 26,428

x E
EBiB FORT=?1BET$?163+D ‘READE" (FOKE

.

1344231.25-,25
412?.63,3
555,255, 123,234,
o84 ,252,245,
,16,15,55,124,255
Qﬁrﬁa,a,a,a 16 :

'vsa PRiﬁT"Lar' Paﬁzseaea zaa:FR1N#u-T?PE

427,127, {27,255 ,25%
31491.63,255 255
gais 3HT9255.255 255 RS 200 255
3168 DATAL, 3,3,6/12
Sipi ﬁﬁ?ﬁiﬁ?; 231
=1pz DATALZS, 192,47
SiE3 bﬂIHZSS.LEB 67,231 :2%
ui1@4 DATAZSS, 255,235,
5185 TATAZSS 2 238,
ZiBb PRTH255425

oy

LG NERT

e, Tt
aren i

1,8.8.

158, iﬂZ 144,254

6@;126,125

126 .8

35 E'B 65 125\!‘:

195 2BT

195 ,8




SIUZNTTINGE

2 2
0

OCTOPOID ATTACK
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2 1 1
This mischievous Iﬂhnrha;th;n hﬂhl;l;ﬁﬁtor &'ninll ' BLUE " GREEN ’l BLUE IlGHEH IHHITE
spiral galaxy somew in vicinity o |

enjoys nothing more than setting a
civilization on its heels and enjoying the
YELLOW WHITE EUHPLE

Iutl»:putlglllcﬁcspumerinynurownworh. g

Octopoldlunhorougmyiumbladupthelaﬂenm

eiqhofﬂlhrur‘tvidoomdmmpmarﬁﬂumda RED m
program will result unless you can

re-arrange the letters of each and find the E

correct '

name. YELLOW ELLOW
Cmyousmounhsmgtmmﬁcklyamugh

tonpndhimonhhmyhe!mnhamrumg»
mgrourMM'lmmmgnp? L—

Yes, Earthling, you may well tremble in your
wellies. The aliens are back!

Thisﬁme.though,itisnmawiﬂnmofkey
hlmawhichwmnwmphmt. but strength
of brain power.

Alﬁmﬂiomhomahovehrﬂl.wuhne
muﬁafthamhmleftinhct,whichmr.
possibly, have tlmpowertoaxplodamehighﬂm
huhtgubehmﬂwylmdmdhunushtonhm.
But your supply of ammunition is limited.

Thunnmhﬂlnmhbox:homhw:nmnhou
remain to be fired from that base. .

Aho.thalluzmmmlemiousway.itabhm =
ingnoplr!oml.ltmtuvﬂ:iqhtorhrtadmmca
aquﬂ:othnnumbuotshoulehmthohanon
wlﬂchftilmdmgatthnﬁmsﬂmmmm.,

Shouldtlmdilunc-tohomnvadukeitlothe
end of the firing range, then it will bounce off that
ondmdmﬁnu&inﬂuoppodto direction until
the move is completed. '

Firing is automatic and happens sach
time the laser comes to rest at the end
of a move — and it will fire
whﬂhezthmitmtﬁendimcﬂy
above it or not.




THE MASTER OF MYNDE

any blood is spilt. The two warring factions set up
\ 1 } 1 1 2 Each colour is then assigned a power, by
. 0 1 2 0
= - wﬂpﬂumﬂuhm.(}mn,mua. Yellow, White,
i BLUE .llUE-IlﬂllEm Irums iILUE This means that a Red force defeats any colour
| the result.
REEN Groanild.hltodbynedbutduhlunoﬂm
weakest, which can do little except hope to be
| matched against another Purple.
purpLE | @ WHITE | [l BLUE | [RGREEN After a highly complicated process of guessing
and manoeuvring, the hidden forces are revealed
facing each other are compared and the lower
powered one is removed. The side having most
is the winner of that contest.
_ Unfortunately, you have chosen to call at an ill-
one side or the other.
Yuulmuhadmarﬂgumuwthﬂhwup
picture. The top number above a guess shows
how many of your choices are exactly right — the
tells you how many are the right colour but placed
in the wrong spot.
so decide who will wipe out what and therefore
~ which side will win?

a force of four units identified by colour.
opposing it — except another Red, where a tie is
I E ' Inm

aneew - - else in the line and so on down to Purple, the
and the consequences worked out. The two pegs
pegs left when all four pairs have been dealt with
judged moment and have no choice but to join
of each army and the results are shown in the
right colour in the right spot. The lower number
Can you work out how each force is laid out and

Peace has struck the
Empire and, provided the
Empire doesn't strike back,
itmay hold. As long, that is,
_ asthe eight ruling lords can

o carve up their slab of the
— Universe to the satisfaction

of one and all,

Being jealous guardians
of their own position, each
demands an equal sized
share of the interstellar
cake which can only be
H:mmr along the dotted

of space warp.

Furthermore

insists that, in his portion,
there must reside two

ies, one pulsar, one
quasar and one black hole.
Can you work out where
the lines should be drawn
to achieve eternal

tranquility?

VAN




VAN

RUNNING THE PROGRAM

The menu offers you three
choices: a new invasion force,
a repeat of the last invasion
force or a good night's sleep.

A new invasion force is
generated by random factors
— there may be anything from
0 to four aliens in any vertical
line and the number of shots in
each locker can vary from one
more than the number of
aliens to four more,

Thus there are 20 different
ways in which each column

can be set up and with seven
columns that is, umm ...
1,280,000,000 different
invasions for you to tackle!

Which ought to keep you
occupied for more than a
repeat of Dallas or two,

The second option permits
you to have another try at the _
last set-up. If you failed, you
can try to find a better line of
attack. If you succeeded, you
may care to try again and
improve your scoring by
reducing the number of shots
needed to wipe out the invad-
ing force.

If the family and friends are
anxious to have a go, then this
option allows each member of
the group to try the same
situation and you can see who
comes off best as a super-hero
by achieving the most aliens
killed off with the fewest shots
being fired.

In some of the situations
which arise by the random-
ness of the selection, it might
be that killing off all the aliens
is impossible.

To make a start, hit the letter
A to G of your choice to
position the laser for its first
shot

From then on, enter each
choice of move by hitting the
left cursor key or the right
cursor key. And may Einstein
speed your choosing!
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assistant doesn't

know where to

begin to work on a
map like that. All

she knows is that

the layout of figures is
made up from a
complete set of
dominoes and the

lines must be placed to
show the separate tiles.
Can you fill in the lines
in the picture for her
and show her the only
way the problem can
be solved?

This fearsome

figure from Mars

had his face de-

wrinkled when he

mistook a car-

wash for his wife's

furry pet and tried to

give it a cuddle.

Which is a pity

because he is due at a

monster party tonight and

wants to look his worst.
He has popped into an

ugly parlour and asked for

the lines to be re-drawn as

they were. The harrassed
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ALIEN MAZE

Your task, and by the way you only have a minute
before this page self-destructs, is to find a path
from the top of the square to the bottom.

Each cuddly alien figure has a meaning: up,
down, right or left, which takes you to the next
square. So if you can discover which face has
which meaning, then you will be able to choose
the correct square on the top line to start from and
find your way through and out from under the
bottom line.

But there is only one possible path. Can you
mark it in time?




ALY

BY MARK TUCK

You are the new chef of the Galactic Pizzeria. The
house speciality is the giant astropizza which is
made from the mutant vegetables which roam
throughout outer space.

To make an astropizza, they must be shot in the
right order, although points are scored for
everything hit, with the highest scores going for
hitting mushrooms.

The graphic display on the right of the screen

shows how far you have Progressed in making the
astropizza.
Your craft — Vino 1 —

RUNS ON A ZX SPECTRUM IN 16K

Is armed with plasma and
runs on cheap red wine which can be replenished
by shooting the passive wine glasses.

If you run out of plonk, Your ship will be unable
te move but will still be capable of firing plasma
bolits.

After the main program, there follows a short
three line program which, when listed, shows the
lines to change in order to use Kempston joysticks.

Delete line 50, 55 and 60 in the main program
and type MERGE. Press ENTER and start the
Joystick program.
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By Scott Adams, from Adventure
International.

For TRS-80, Apple, Atari, CBM 64,
BBC and Spectrum.

Claymorgue gets the number one
spot in my hit parade, for the sheer
enjoyment I have had from any
Adventure during the past year. It's
one of those games that keeps you at
the keyboard till the small hours,
when you are likely to be so thrilled
on making a new discovery that
you’ll feel it only right to awaken the
whole family and tell them about it!

Graphics versions are available for
some micros, but I had my own clear
mental image whilst playing a text
only version. Short crisp descriptions
and replies describe an adventure-
land of about three dozen locations,
but every word, every object and
every location is used to the full in
one of the most cleverly interlocked
puzzles [ have come across.

Set in and around a castle with an
enchanted moat, your objective is to
collect stars and to deposit them in a
treasure store — IF you can find it,
AND if you can get them all there| At
one point, I had almost a complete
galaxy awaiting storage and nowhere
to put them.

Sclve the mystery of the magic
fountain, the precarious chandelier,
the raised drawbridge and the
enchanted forest, with the help of a
variety of unusual spells. Many
problems have more than one
solution and, until you have
unravelled them all, the whole thing
won't knit together!

By Pete and Mike Austin, from
Level 9 Computing.

For BBC, CBM 64, Spectrum, Atari,
Oric, Lynx and Nascom.
Snowball is my second cheice, for its
realistic spine chilling effect,
coupled with its well planned setting.
Whilst playing it, I felt as if I was
taking part in a first class science
fiction film thriller.

The Adventure is set aboard a
spacecraft encapsulated in its own
fuel of frozen ammonia — Snowball 9.
The craft, en route to Eridani A with
200,000 sleeping colonists aboard, is

vast. There are said to be 7,000
different locations, although many of
these are lookalikes.

Purely text, this Adventure has
lengthy replies which very
effectively set the mood. You are
agent Kim Kimberley, woken from
cryogenic sleep because something
aboard has gone wrong. ... You
must save the Snowball.

Sinister robots called Nightingales
relentlessly pursue you as you
struggle to save the troubled ship.
The background is excellently
documented in an accompanying
booklet and effectively adds to the
realism of the scenario. “Everything
in Snowball has a use" is the claim in
the book.

As a bonus, the BBC version loads
to the strains of Vivaldi's Winter from
The Four Seasons.

By Brian Howarth. from Digital
Fantasia for BBC and Spectrum.
From Channel 8 Software for Atari,
CBM 64, Dragon 32,

From Molimerx Ltd for TRS-80,
Video Genie.

Another game chosen for its spine-
chilling realism, this one is a ghost
story set in a deserted circus.

Scott Adams' influence on Brian
Howarth comes through clearly in
this Adventure, one of the famous
Mysterious Adventure series. The
text is short and lends itself to a neat
puzzle — which isn't set until you
have triggered it in the right way,

In the meantime, you can try your
hand at taming tigers, feeding seals,
tightrope walking, acrobatics and
even being shot from a cannon! Who
is that clown and why does he dart off
every time you approach? Why won't
the generator work?

I liked it in text, but there are
graphics versions available for some
micros.

By Scott Adams, from Adventure
International.
For TRS-80, Apple, Atari, CBM,
BBC and Spectrum.

This one comes high on my list for
its innovative approach in combining

Marvel Comic superheroes with an -

excellent Adventure.

A Marvel comic comes with the
game and sets the scene. You start off
at a disadvantage, as Bruce Banner,
tied hand and foot to a chair. From
there on, the puzzles get meaner in
the tradition of all Scott’'s games, but
give great satisfaction when solved,

Where are all those gems you need .
to collect and how can they be
obtained? What is the meaning
behind the mysterious message told
you by Dr Strange and how do you
deal with a particularly nasty breed of
ant?

This game features what can only
be described as an optical illusion —
even in the text-only wersions

Everyone would like to become the
Hulk now and again, wouldn't they?
Well, this game gives you the
chance!

Since the 1984
yearbook was
published, our ace
Adventurer, Keith
Campbell, has been
adventuring through
an ever-increasing
catalogue of games.
Here he presents you
with his pick of the
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best games.
In compiling this

- topten, Keith has

. considered games

- thathe played for the
first time during the

. pastyear.
The ones listed

stand out as extra

special.

From Shards Software, for Dragon
. 32, BBC and Electron.
The fifth on the list deserves its place
Wl for its most unusual screen present-
% ation, coupled with its interesting
and humorous plot.
| Three separate programs make up
the whole package. Chapter 1, The
Buming Farmhouse, is a rather
tedious arcade-style Adventure.
Chapter 3, European Trek, is a game
that is fun to play, testing your
reactions, memory and ingenuity,
But Chapter 2, London Frolicks, is
. the real Adventure, and alone earns
Pettigrew its place in my honours list.
Travel the tube, dodge the London
traffic, gamble in an arcade — these
are just a few of the things you'll be
getting up to, jumping for a while
outside the normal Adventure format.

By Faint Hearted Franklin, from
Salamander Software.

For Dragon 32, BBC, and Oric.

For the slick talking private eye, Dan
Diamond, and for the wonderful new
idea of printing the picture on paper,
instead of programming it to display
on a cathode ray tube and clutter up
computer memory, I award 6th place
to Franklin's Tomb.

This is the first and best (so far?) ofa
series. An apparently run of the mill
Adventure get in a tomb turns out to
be something different when you get
deep underground. Solve the main
puzzle by solving the individual ones
and you'll be set to take on the next in
the series. Meanwhile, you'll get a
few smiles in the process!

And when you get stuck, browse
through the illustrated booklet to see
where you'd tried to go but couldn't
and wince at Dan's corny American
humour!

By Andy Mitchell, from Mikrograf.
For BBC.

Flint's Gold earns its place for giving
me the chance to sit back and be
entertained, relax with an Adventure,
and not to resent being killed!

With technicolour graphics, a
hompipe to set your feet a-tappin’
and stunningly realistic sound
effects, this zany game is described
as guaranteed to kill or cure sea
sickness, scurvy and beri-beri. You
have puzzles to solve and treasure to
collect, too!

How many boats are moored to the
jetty? Which one should you board?
What is the meaning of the
mysterious message whispered by a
dubious seaman in a dark back alley?

Heavily laced with fruity pirate
language, this game, an Adventure in
its own right, deliberately or not
spoofs the famous Pirate Adventure
— but nicely!

From Tandy for TRS-80 with disc
drive.

A mention for a good Adventure that
never took off and deserved to. Why

wasn't it converted for other micros?

Xenos starts you off on a highway
near a deserted gas station. Along
the road, should you decide to leave
the mysterious things at the gas
station for a while, is a small deserted
town. The rest is desert.

Where has everyone gone? What
lurks in the fish tank? Why not loot
the bank while you have the chance?
What strange things are going on out
there in the drying heat of the desert?
Will you survive to solve the
mystery?

By Peter Killworthy, from Acorn-
soft.

For BBC.

I want to complete this one — there's
some answers ['m dying to find out,
so it deserves a place on my list!

Your space ship has crash landed
and your mission is on a strange
planet. A fairly verbose text
Adventure, this one has some strange
devices just begging for answers
knocking around!

What earthly use is that robot that
putters about after you? What
mysteries are concealed within the
dome? Is there a need to traverse
what seems to be a maze — indeezd, is
there a way out? Another game, this
time solely for the BBC micro, that
would stand conversion to other
machines.

From HApplications Software
Specialities.

For Spectrum and Atari.

Denis makes the honours list as the
first game to be commercially
released, written on the Quill. A zany
political satire, Denis is original in
being written mainly in verse.

This is a fun game — take more than
ten moves without a swig of gin and
you've had it!

Chances are that you'll be a
headline in the Sun newspaper if you
fail in your mission — reaching the
cellar of the Gravedigger's Arms.

But first you must escape from
Maggie. What a dream — if only we
could! Perhaps that is what endeared
the game to me.
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AP TURI

After we decided just what we wanted to do with the
flexi-disc, a lot of things still had to be done. First, we
had to approach the Twins to see what they thought
about the idea. And luckily for us their reaction was
good.

After a me
we set about choosing a soO
the Adventure idea.,

After some long and hard deliberation, a recent hit
song, Doctor, Doctor was chosen.

e had to find some

Then came the d part — W
mers good enough to do the job and provide

pr
a high quality game for our demanding readers.

eting with the Twins' management team
ng which would fit in with

We decided to approach Quicksilva, the
Soumammon-hased goftware company with a repu-
1l crafted games — including

tation for producing we
an adaptation of The Snowman, the Christmas fairytale
by Raymond Briggs and Ant Attack, the stunning 3D

action game.
Rod Cousens and Mark Eyles at Quicksilva were as
e — and soon had a

excited about the idea as we Wer
rs working on Thomp-

couple of their top programme
son Twin Adventures for the Spectrum and Commo-
dore 64.

Here at C&VG we wanted graphics plus a good
Adventure game, that we could base a competition
around. After a couple of weeks' intensive work,

Quicksilva's programmers came up with the basis ofa
game based on the Twins' song.
The first screens were taken pack to the
Thompson's management for approval — and we got
the go—ahe:lg.l for the project. There we wWexe,
The ac flexi-disc was manufactured by 2
i in London who are well Compnte.r & Video
wondering just what to do with oux

company called Flexi Recordsin
¥mown for their work with computers. They transfer
and then make a metal -disc. Why not put an
someone said?

d to press the plastic Rdventure game on it,
e it an

dises which you got free with your copy of C&VG.
The early graphic screens showed the Twins on a Yeah, and why not mak
peach, in a forest andina dark cavermn. The idea of the adventure about pop-ntm? Itis a
?aa;ne was to find certain objects to getto the Doctor s motd after : said gomeone else!
where a potion was being ing t t to
pbrewed up. After adding the objects 10 the potion, Great, but who are we go g to ge ,
you discovered just what this mysterious brew was. do it? The Thompson | So that's
Clues could : yrics of the Doctor  how everyone who grabbed a copy of
Doctorsong — @ included at the start .
of the flexi-disc plus a special message o C&VG October's C&VG got a very swcm
readers from the Twins themselves. free gift.
The per?;n :11;0 so;ved haﬂ:lﬂ ﬁdvent\:rTa ﬁ:s;i:m The actual ﬂe,d..djsc was
very special p _ the chance to meet Tom,
fter one of their recent sell-out ma:.;lf;:;.t‘ad lg I?oeom:ﬁh?ocaned

and Joe backstage a
known to all C&VG well known for their work with

concerts.

! By now the winner will be well

[ readers. Unfortunately we can't tell you now as this

' Yearbook has to go to press long before the winner computers.
4 a great time — Read on for details . . -

was decided. I'm sure you ha
whoever you were!
. Hundreds of our readers flooded the Computer and
I Video Games offices with entries and telephone calls,
making this competition the most popu G has
ever organised. Next time we'll make the adventure a Turn which features Vince Clark, if you turn to page
bit more difficult g9. And more about POP groups and Edventures in
in the whole idea —  the interview with Dave Creentfield of the Stranglers
in computers and on page 4.
what they can do. Like all modermn POP bands, the Who knows — maybe 1986 will see more of your
Twins use computers on and off stage to help produce  favourite musicians working with computers Of
their own distinctive sound. producing computer games. 1f they do, you'll know
There's more about computers and music in the Star where to read about it first!

copy of the
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RUNS ON A TEXAS WITH TWO JOYSTICKS

As the captain of a hunter killer battle ship, your
job is to guard the entrance of a secret underwater
defence establishment.

Because of the huge amounts of time and money be-
ing ploughed into the defence factory in an attempt to
build the ultimate deterrent, there is only enough
money to keep a single ship on guard outside
the base making sure that no submarines slip past
the security net

.. The lack of money is so acute that even the number of

depth charges you have on board has been limited. So
you will have to be very careful with your aim.

BY MARK HAWKINS
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One minute Gavin Cox and his
brother, Nathan, were sitting quietly
with their Spectrum in the front room
of their home in Old Coulsdon, a
sleepy suburb of Croydon, just
outside London. The next they were
sitting in the Olympic Stadium in Los
Angeles watching the track and field
events and soaking up the sun!

That's what reading Computer &
Video Games does for you! Gavin
was the winner of our Automata-
Activision Olympic holiday
competition and the prize was a ten
day trip to Los Angeles — all
expenses paid — with tickets for the
top Olympic events and the
Executive Suite in the Sheraton Hotel
in Anaheim.

Gavin correctly identified all the
events of the decathlon from screen
shots of the Activision game featured
in the July issue of C&VG.
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This is the story of two
Computer & Video Games
readers who entered our great
Olympic competition and found
themselves on a flight to Los
Angeles, USA! They went to the
Olympics, Disneyland and had
the holiday of a lifetime — just
because they picked up C&VG.
Makes you think doesn't it? Next
time it could be you — but
meanwhile why not read all
about Gavin and Nathan's trip to

America?

He also came up with a nifty little
slogan all about C&VG which went
like this: ““Mega-Supa, Software
Smashing, Bad Game Bashing, Has
No Trash In, Ever So Dashin' —
magazine!"

Gavin came up to London to
receive his prize from the PiMan who
jogged up from Portsmouth specially
to present the tickets and £500
spending money from the Pi-Man's
very own bank account. Then a
couple of days later they were off —
flying high above the Atlantic toward
Los Angeles.

Once they arrived, they soon made
friends — many young Americans

admired their C&VG tee-shirts! They
visited Disneyland where they tried
out all the rides. Gavin's favourite
was Space Mountain — a really
space-age roller coaster with lasers
and death defying loops! Gavin and
his brother also visited Knott's Berry
Farm — a sort of Wild West theme
park — with more giant roller coaster
rides.

At the Olympics, the brothers saw
Carl Lewis make one of his record
breaking runs, watched the heart-
stopping finish to the Ladies’
Marathon and watched Daley
Thompson going for gold.

It was all over too quickly for the
two boys — who told C&VG
afterwards. "It was really great. We'd
like to go back one-day. Thanks
C&VG for such a great prizel"

Which only goes to show that the
biggest and best prizes are always in
Computer & Video Games.
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an you spot five differences? (Front and back insid
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