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DANCING FEATS.

Are you the next Rod Stewart, Stevie
Wonder, Paul McCartney or Louis
Armstrong? Find out with DANCING
FEATS the great new computer musical
composing and performing game from
Artic!

Blues! Jazz! Rock! Boogie! Experiment
with beat, style, tempo and endings to
produce your very own kind of music!

See as you play! Notes and chords
selected are displayed on the screen as
you perform to aid your composing skill!

Give it a try tonight at home and who

knows, you might end up at the Albert
Hall!

Commodore 64 £6.95

Now available for Commodore 64,
Planet of Death, Inca Curse, Ship of
Doom, Espionage Island and Mothership,
all at £6.95.

WARNING: These programs ane sold according to
ARTIC COMPUTING LTOD' terms of trade and

conditions of sale. Copies of which are available on
request.

. ’ .ﬁ.::cass.'Bamlaycard MNa.

Send S.A.E. (9in. x 6in.} for FREE catalogue of

1.

our wide range of programs.

Please delete or complete as applicable
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Win an Atari 8B00XL 22

This Month's Freebie...

is a full-blown course in groovier game
graphics, alfon a 7" Flexidisc. Just off-
load to tape, LOAD and RUN. Fullinfop.11.

MODEM LIVING: plug in, power up, and tap. Right? Wrong.
PETER SHELLEY: ex-Buzzocks guy sounds out the music

You know how these things happen.
Bugs kind of, y’know. creep into the
system. In last month's ish we pub-
lished SAVE THE CITY. We said it was

progs. for CBM B4, When all the time it was
THIS YEAR'S CHIP? The 68000 gives 32 bits of bliss. We check it out. for, er, Vic-20.

ATARI 800XL: latest salvo in the under-£300 war. We review it The culprit has been shot.

PLUS TYPE-IN GAMES LISTINGS; REVIEWS; LETTERS and MUCH, MUCH MORE.
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Long Good
Friday.

BUY ONE OF THESE.

AT AT lon

PITFALL! ROBOT TANK

For use with the Atari® 2600™ Video Computer System’”

Theresan action-packed double bill
coming your way this Easter.

Buy Pitfall!" Robot Tank;" River
Raid," The ActivisionDecathlon;"Enduro™
or Keystone Kapers™ and . we'll give you
Spider Fighter™ Oink!™ Plaque Attack™
Seaquest,” or Megamania™ — free,

Thats two great Activision
games for the price of one—
twice the action, twice the

GET ONE OF THESE FREE.

Flayin time. And that adds up to a very
ong Good Friday. And Saturday. And
Sunday. And Monday...
NB. Offer closes 30th April.
Available from your local dealer as
well as selected branches of Boots,
John Menzies, Woolworths,
Greens at Debenhams, and

Il b h f Beatti
aChVISION@ ModeiShops,

WE PUT YOU IN THE GAME.

(The Atari® 2600™ and Video Computer System™ are trademarks of Atari Inc) © 1984 Activision UK Inc.




WATCHOUT. there are hungry
eyes gazing at your Sinclair
Spectrum! Having picked
clean the bones of the dedi-
cated video game market,
three of the world's biggest
videa game companies are
now looking for fresh meat.

AT THE British Toy and Hobby
Fair held in London earlier this
year, biggies Atari, Activizion
and Parker all announced
Spectrum versions of their
top-selling titles which will be
available in the coming
months,

Parker raised several eye-
brows by displaying ROM car-
tridge versions of their games
utilising the comparatively
new Sinclair Interface 2 —
they estimate around 300,000
will be in use during 1984,
Atari and Activision have
opted for the standard
cassette-based software.

As of going to press the
situation looks like this: Atari
are first off the mark with
Spectrumeditions of Pac Man,
Galaxian and Ms Pac Man, on
sale now or very soon. Each
cassette carries a hefty price
tagof£14.99 anditremains to

[B18345

be seen if the punters will pay
such a high price for the origi-
nal, ‘official’ versions of
games that have already
spawned hundreds ofclonesin
the existing software market.
(See ‘Hands Off Atarisoft’
item below .)

Parker have listed Death
Star Battle, Q"Bert, Popeye,
Star Wars and Gyruss as their
initial offerings for the Spec-
trum. All will be on cartridges
which will plug into the Inter-
face 2.

Only Activision are keeping
tight-lipped about their first
Spectrum titles. Big X specu-
lates that these must include
the enormously successful Pit-
fall. River Raid and Kaboom.
Again, no pricing as yet for the
cassette format software.

WHO WANTS

TOBEA

MILLIONAIRE?

(WE DO!)

International
off the

..

HANDS OFF ATARISOFT

f different
act that there are a lot o
4|rri. is thundering into the software

ing finally woken up 10 the
E;:-mgmicrns about, Giant Ata

i wheraver it goes. ) &

' n;l}:i;:::; ?ti:fafx? .:htn risoft divisionit I!‘::I t?ﬁg;ié-tll_lr?ns ﬁf::ﬁﬂ 'sB\Eith
odore 64, VIC 20 an 93/4A 48 Mt

E:’??::ti;?':;efs?;:?fnr most of arcade superstars Pac-Man, Defen

i ; laxian, et al. ) ) 0
Dr‘gﬂﬂﬁgthen::a’:[ggymx;ﬁ%eﬁ;st Atarisoft titles, Atari have intensified

i le ripping off their ideas. )
th::ir eﬁn:‘t:hteubﬁit: spoﬂmg re houses have been info m.‘:gulyelfé::;} 1:2
g . tarms, exactly which games Atari own oF S
g e i rone. Moon Patrol, Defender. etcjandt £ s
rights to (Battlezone, s o fiami;

BUZBY GOES SOFT

British Telecom will soon be

piping games software fnto

up to T miftlion homes in

Britain that are currently

hooked into Rediffusion's

cable TV operationthrough a

new service called Game-

star. For £9.95 amonthiplus

a connection feel subscrib

ers to Gamestar will get a
Spectrum which will act as a |
terminal andachoice ofupto

20 games. five of which will

be replaced each month.
Spectrum owners will get

“‘Hey! What about us?"’ discounts. J

ad
take legal action to stop anyone who, " .. e in
gameplay or graph
potentially afftic:s a >
was no understatem
to exclaim, ‘This'll put the cat amnﬁg
software houses, on the other hand, w

were heard to say,



machine-code, super
srm:lmh cartoon graphics.
Captures all the action and the
addictiveness of the much
copied arcade classic.
PENGY's frozen wasteland has
been raided by the dreaded

1005 machimea
code, fast furious
arcade action. Shoot
the INVASION
FORCE before they
destroy your cities
and laser bases. Tha
anamy attacks in 35
different 1ypes of

100% machme-::::urle
fast furious arcade
action. The treasures
of TUTANMEKHAMUN
arg awesomma- |.'l'..|r.‘_-i':l
ara the creatures that
guard them! Explore
the pharaoah’s tamb, a
very large [over 40
screens)  series  of
scrolling mazes sepa-
rated by locked doars.
Unlock the doors with
the keys, collect the
treasures, and bDlast

Sno-Bees—the only way out is space crafl, each ‘B s the creatures with

one faster and har

H AEErS - f 1
dar 1o hil Very Wour lasers or smar

to squash them with the ice
blocks. Full of the original fea ! sddicires” with - Fan bhomb F‘a.::k.qu [ul!_q:-f
tures, bonus blocks, flashing %27 tastic graphics features and excita-

it SPECTAUM with [® ment, “Very addic-
blocks, tuneés. Keyboard 1 J STACK LIGHT RIFLE tive” CRASH FEB, 'Ba
most joysticks. ANY SPEC-

) f'-_F,'FqD”ED BY 4BK  SPECTRUM
TRLUM AR oMLY

DEALERS! FROM MOST GOOD AVAILABLE NOW! AT MOST
DISTRIBUTORS. TEL. 03727 20152 GOOD COMPUTER SHOPS

M@@@MANA

IF YOUR LOCAL DEALER DOESN'T STOCK MICROMANIA GAMES THEN ORDER DIRECT—24 HOUR FIRST-
CLASS DESPATCH. SEND CHEQUE/P.Q. TO: MICROMANIA, 14 Lower Hill Rd., EPSOM, Surrey KT19 8LT

mﬁﬂfousC - SSE?T

VALUE that's
out of thlS world

50 GAMES ON ONE CASSETTE

DRAGON  [J3(F4is Spectrum ' @appie’ ATARI 'ORIC1 Zx 81 . VK= 120

r-—————————

EXPRESS DELIVERY -

___----—__-1

Please send me by return of post, Cassette 50 at £9.95
pe-r tape. | enclose a chequa/postal order for

£ 1 made payable to
| Cascade Games Ltd.

AR P S =

* It is impossible to
 tell you everything
X .:bc-ut the 50 games on
. CASSETTE - 50 but they include
* many types such as maze, arcade, I ’ 7
missile cal and logic games, Please debit |
to suit most tastes in computer my I Nu.!
game playing Address
LASSETTE 50 will -leEdl to I SPECTAUM ORIC 1 7| wezo ]
people of all ages and the games : BB 48 ORAGON ATARI APPLE | |
will provide many hours of - d I .

ORDER NOW

Mame

entertainment for all the family at Post Code .a Cascade Gamaes Ltd.,
a fraction of the cost of other i Suite 4, 1-3 Haywra Crescent, Harrogate,
camputer games, © ) I ountry e MNorth Yorkshire, HG1 5BG. England

' Dealers & Stockists enquiries welcome. *5'm Telephone: (0423} 504526, BK 5/84

(4)

| )




STYLED House of |

AND Now

PES.-T-" Wzﬁ'-"l.--"lm

& ) ==, : .- i i
i Lid DUy inseor
! ; ~ 50/8 ot 1ECy LEEGhle nriamas
WELCOME TO K sole disyiprar >l 4300 oriongay g
AUSTRALIA Setcapy th8 7 1W Japapacat PTOMISIng cypio” COTPULer Gaeg
2NN, Mora s, e E GBS ey rn 2 the Sorg pre
s o 3 e, - T8 e 3 a . "':'-"l.'.f'.-"l.-’f-'i
V”""""{-"'-'."" Org f)r,.";-t-. Writles pyn (s
135 beon iy Farfen, =2 EVEN 04 r ok
- Y W, Rl FOr eriuy O3t artar
CGL Agve iy 1aely crip i "'L-“*lfifélgr;;;{;.,-}fl;:_ @ract ey

v, = ¥ O 3 . f. & e
e ey ; 15 5 136 e
der £70 Not oniy s -\.-"f-":l.":.'.-f{_;-l.v.',ll Bring :’rj;* of o board m Tine
g Y UMLECGE g, 0 92K RAag *
e L0 are g, Mpac
75 “G‘ffwmy SVEtan 1. € afsn ,r,--'i?f}.-'.wn:;r f»JJ.l:n S
J 5880 an il '
GI'J &4 tha i
¥ ; e 40T A,
Yol Uﬂgfadmg Ex C .-".»-”._;Jx,-t.r:-.r'_- inta the
oo ?Gr;;rl;.,r_ : fa the
-'bE' T AL, Fegry
: S ":""'f:"l'.-’-?n:-'rr.-[,-",*} fis F-LeCh rma s -
The M5 4 ¥ &l - ! Maching

AFar W
far :'.-":"i',-".rj.'f-"}./

oo Orate thea

- i O s to
. A

o

Don't 4 a5 SECOnGg 1 it it "llm’l"-"?/]."'lff<;.'_]{.,- 2 i Wikich has S0 Far
e LT *-l"l"'-’.-':"n's,c_-g i¥ it i Lt Sorite "r"'-'f',-l.l',.".-l,... £ h'rl'-r:{'l'r'.’r""Q-’:’J'-!);),.--.;f'
Lehy fr S 3 Starts SRR L 88 snd - AR ce
HELP YOURSELF ., St 1, Waold ha bettar i ' Gain apy Al Loerh Sound
PaL! I°M TIRED % urtfier, Erthe g AaNCe from Mo o
¥ on

e = f
€rall pripa Coe ha
¢ D i

OF SAYING YOU! : :
Fect e

CROOK STARTTO
A DINKUM INCOME

Dateline; Australia. Gidday. Here
in Aus, land of Melbourne House
and “The Hobbit”, we don't do
things by halves. You poms are
always worrying about copyright
on computer software and howto
stop drongos ripping you off. We B = A -
don’t have that problem, not any - ot 5 § ;
more. There is no copyright on : T —————— T
software,

In @ case invalving Yank com-
pany Apple Computer and a
bunch of fellas over here who
were making alook-alike micro, it
was ruled that programs cannot !
be considered as “literary works™ : merite : : = I A
under the Australian Copyright : : 4 La el
Actof 1968

Seems that literary works have
io give “either information or
instruction orpleasura in the form
of literary enjoyment’”. Computer
programs are just a load of mind-
less instructions that contral the the new graj
operations of a machine. Where's
the “literary enjoyment’” in that?

So if you've got a software
copyright problem, give our
wondarful Australian legal
system a call. You'll never have to
mrﬂr’ again.—M&fﬂ Wambﬂf i

THE PRISONER

Eﬂ.\,pl_..m‘_m. &
YRSEWAYS
“RE MUST E'._E‘u'u'i_mlb W
E'EEE.ESSIT'T} 1&%12:&%“? ﬁE‘E‘II'I
e gy the gatioa. :
| ‘e ""17.-115 t*,:uu check out the

LaT ﬁﬂ [
hre will be

that H:a'nlntl S e : :

punny pap_r:.hr__ 5 i C H U R LS ELECTRONIC ARTS ™

e e T e L B s -

COMTE l:_t W Prison. “"MAKE it Simple, Hotand Deep.'’' We felt like offering a prize
> ecrubs. for the best explanation of this cryptic sentence, butourmoral

wood 2C 'l'I: Zothing \ -y integrity got the better of us. Sowe can tell you that thisis the

Absolutely MO e ) \ official philosophy of U.5. Weast Coast games programmers,

1ig, of cout ik A= Electronic Arts.

i lil. .|!| ly entitled 10 aver o ¥.74J Through classy advertising, slick packing and the use of big
oo ..",;r_ of {]U'I:-'Ij HUSINES: e . names in 'signatory software’ (games supposedly conceived
S ho o would argut Lo by the stars), EA have established guite an up-market image
vare intolo - for themselves. They have alsoinspired an in-house solidarity
hetierway ik that is rare in an industry where programmers change
TR employers more often than they flip floppies.

Okay, you're desperate to find out the meaning of our
opening remarks, According to EA, ‘Simple’ means that you
can get into the program right away without the need for
complicated instructions. ‘'Hot’ means that the product™ . . .
Sizzles from hot graphics, hot sound and a tight design that
pushes your computer to the limits!"’ (oh, grody to the max,
man). And 'deep’ means software that has lasting value and

you'll enjoy for years, not days (fer sure, fer sure).

¢}
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EIGHT MILLION pounds. That's
what Liverpool-based software
heroesImaagine coined lastyear,
according to co-founder and 50
per cent director Mark Butler

“hmagine’s just a front,”' he
told BIG K this month. “You
don’t see the half of what goes
on below the surface, We're
making a fortune. My only prob-
lem is spending my share.”

A recemt earner for the
Scouse house has been the
commission — from mighty
Apple — to design the icono-
graphy of the newly-launched
Macintosh computer, In addi-
tion Imagine have finalized
blueprints for a triple-6502
games machine to be builtby A,
N. Other and possibly launched
later this year at a price roughly

10 INPUT INFO
20 GET CASH

Big K needs you!
Letters

Listings

Chat

SOME PEOPLE will do any-
:ﬁ?ﬂg to get even dept. v:rhlch
former collabbo of Jeff Minter
has released a new game with
Llamasoft-style llamas get-
ting offed by the central char-
acter? Answers on a posteard to
Interceptor Micros . .. The
above just the latest in a series
of needles at the famed camelo-
phile . . . Just where did Rabbit
Software aquire their Micro-
drive? (Snigger, snigger) . ..
The Shadow knows all, for he

half of the Acorn/0OL price
bracket. Noris laser technolagy
neglected: the company has
plans for a cheap laser-storage
peripheral — again, tobe manu-
factured by somebody else.

In between spending the

meney., Imagine are also
axpandrng fast, says Butler
Another 35 staff are due 1o be

added shortly — though not
programmers. Butler empha-
sisesthat theso-called A Team’
— 5ix in all — plus the in-house
Sage Vs — can handle all that
line of work.

How does he, personally,
spend his share of the folding
li.e. four Very Big Ones)? “I'm
really into my. custom-buiit
Harris 1200 bike. You can do
wheelias at 100 mph.” Oh,

Access our database and
get user-friendly cash if we
use your letter, listing or
whatever! Fire up your CPU
(brain-circuit) and act now.
The address is on the con-
tents page. We want to hear
from you. It gets so lonely in
these data banks!

GARBAGE IN, GARBAGE ouT

ra 5 r 1l Th t.
th?\:}:;tnufn be told dept.: one
of the directors of Voyager
Software is Hoy letha_er~

paterfamilias of the F a1n1l::.f

Butler, which includes motor-
bike-loving Mark, of Imagine
fame . . . and what newish com-
pany has now taken nervously
to ringing round 'puter mags to
check out the nature of upcom-
ing reviews before sending more
software out?

Arcade addicts may (or, then
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again, may not) be interested to
learn that Gyruss (a raster-
scan version of Tempest) was
designed and coded by those
wizards of the binary digits,
Ultimate Speaking of
whom, don't be madly :-clur]:rn.c,ed
to see a 64 version of Jetpac
soon available . . . o
Overkill City: Softek’s Tim
(“The Doc™) Langdell assures
us that a new upcomer from h:qm
will contain 66 levels uf pla;:,f
thus easily thrashing Minter's
Revenge of the Camels

Y. Suncom’g

the UK frapm mation
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M‘}\Im-rm McWhirter wntes:
Yes, Roy, what our young
friend says is perfectly true: i
Langdell pulls it off, he will
beat Minter, though mention
should be made here of a little-
known Caucasian shepherd who
is alleged to have re-scored the
original Super Pongout for no
less than 256 levels, this making
fullest use . . . Yes, yes, Norns,
thank vou . . .

THE SHADOW




An arcade adventure of &
some proportions. The e
powers of hell have aﬂattered :
the signs of ZODIAC in the
400 chambers of THE ABYSS.
You have to find and recover
these magical creations and

" fight all the way by annihilating
all thuse 0 stand in your
way. :

’-‘f**r‘.’ﬁ"'}ll.s_-; 3 £7.95

THADE ENQUIRIES. ANIROG SDFT"»"‘JA . T DAHTFDHD KENT (0322) 92513/8 i .
MAIL ORDER: 8 HIGH STREET HORLEY SU FEHE'Y 24 HDUR CREDIT CARD SALES. HORLEY 102934} @G&E 3 J
PAYMENT BY CHEQUE PO ACCESS VISA 50p POSTAGE SFFREKAGING L?ﬁ&ﬂ



can'tplay justone. ..
"0 =y Flying Feathers |

‘g-. In this highly original game you are the gamekeeper
_ . & on the lake trying to stop greedy eagles taking all
o hﬂﬁ the fish. Two ditferent methods with 4 skill levels
"ﬂ; W"y . * each are available for your shot gun. Specially
i - scored music with freeze frame ability, and for the

technically minded 10 sprites (yes, that's right,

... thereareonly8onthe 64).
' 'ﬁ"’ﬁiﬁ‘%*"“ s High scores kept.

1 i All machine code.

Bumping Buggies . 5"

Thrills and spills is what you’ll get in this highly a
addictive motor racing game. You'll be driving —

over some pretty hazardous terrain having to cope
with lakes, islands, rock formations and, not least,
other cars which are intent on making you crash.
Luckily you can vary your speed and line and you
have one ace up your sleeve — when you maintain
a sufficient speed you can jump over obstacles to
help you out of trouble. The track gets progressively = .
more difficult with 20 different patterns and = . 8
you have to cope with driving conditions

in the four seasons of the year.
Like most bubble bus classics, Bumping Buggies

has its own specially scored music and is in
machine code.

bubble bus
software

magical products
for your
_Commodore

For details of our complete range of products
for entertainment, home and business
send a stamped, addressed envelope.

% % % J 7 % & % % & A

We’re looking for top quali
programs for Spectrum,
BBC, Dragon and all makes
of popular micro’s - send

yours in today for a speedy
evaluation.

% % % %k %ok ok ok k k ok

If you have any trouble buying our products,

you may order direct from: bubble bus products are avallable from:
: LIGHTNING and SPECTRUM DEALERS, LASKY'S, GREENS, SELECTH
: bubble bus software ﬂ::w %ﬁps, JOHN MENZIES, GAMES WORKSHOPS, CENTRESOFT
- S 5 H SMITHS and PCS STOCKISTS, g
| 87 High Street, Tonbridge €2

Kent TN9 1RX Tel: 0732 355962



l MACHINE CODE 6',

GAMES ACTION

THE

e

MOTOR MANIA £8.95 RENAISSANCE £8.95 ROAD TOAD £5.95
THE CLASSIC CAR RACE GAME THE MIND-BENDING STRATEGY THE BEST FROGGY GAME FOR THE 64
' FOR THE 64! BOARD GAME OF OTHELLO! BAR NONE!
a e WORD FEUD £7.95
7 h |5'&‘ﬁi_"1 This brilliantly conceived program combines the best o
parts of orcade gomes with the best of educational sy

games, making a real family game that anyene who can
see the screen can participate in. You have to find the L
word that is hidden twice in the jumble of letters, then _ *zeh
guide your sights over one of the accurrences of it.

The first to find it wins! You can play by yourselforin
teams ogainst the computer, or against other
players. Three difficulty levels are included to suit
young and old alike!

BOMYC 54 : £7.95
This best-selling gome for the VIC-20 is nowavai lable on
the 64! Featuring the most intelligent and devious
nonsters you have ever tried to avoid, the Bonzos, this

ame is a real joystick wrencher. Move Hans, the
Em'vdxrrm _.,upuncl%};wﬁth&iludﬁ" Jerstopickupthe boxes
from the different levels. iAo

But don't meet a Bonzo onthe wayl

CATACLYSM £5.95 BURNIN’ RUBBER

Pure shoot-em-up arcade action for the 64  You are an entrant in the great
ond unexpanded VIC! The Lunor city of  Intergalactic Four Seasons Death
Erriam is under attack from the shipsof  Racel. You must tackle the Spring,
the Jovian empire. Their merciless Summer, Autumn and Winter
bombing will reduce yourcitytoa  sections with the objective of
pile of rubble, unless you can  running as many other cars as
hold them off. You are the possible off the rood. The op-
commander of the sole laser  position is numerous, including
defence base. Your mis-  the indestructable but slow Tank
sion - hold out for s Cars, the tricky Deathmobiles and
long as possible. many other Demon Drivers. You
®f p hove one advantage - your car
Q, \ L can fly for a limited distonce,
e o ollowing you to avoid hazards if
\ you're quick enough! All this and
more makes Burnin' Rubber the
car race of the century!

LECTED y
SOFT W,




DINKY DIGGER

It's super-fast, furious and
as mean as they come.
(Spectrum 48K)

XANAGRAMS

Over 5,000 permutations
in this game of skill for all
ages.

(Spectrum 16K/48K BBC ‘B
Electron CBM 64)

___'_,_,_.--'—’

Name

PENGWYN

As the temperature rises,
strange happenings begin

- In Pengwyn’ frozen world.
. (Spectrum 48K BBC ‘B’ Electron
364 Spectra video).

110 El
120 1
130 R
140 B
150 R
160 R
170 F
1RO F
190
20a

210

~ '.-.unll-_Jti-.i-

| 20

1000

— 1010

1020

Please write guantities required in boxes provided

—/,I and state computer fype.

Pleage Postern
People post me:

I Address

I garmes you might have developed

2§ POSTERN

I POXST TO- Postern Ltd., PO, Box 2. Andaversiord, Cheltenharm,
Clos GLS4 55W. Postern is abways on the kak out for any new

95each

l_Pric\e‘EQ.

— 1025

1030
Lola

| ipa¥
.i 10:40

1050
1060
1090
1160

-l 110"

1118
112
113

il3

s mail Drdﬁ

me§

__ OTACCESE Mo,

j €795 for oversea
. Ty

116

117
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This month’s free gift marks a new departure in freebie guality. Instead of
serving you up yet another clone of Frogger or Kong — as some other
periodicals do — the Big K Flexidisc provides what amounts to a do-it-yourself
course in advanced games graphics — particularly moving graphics, tilting
horizons (no Flight Simulator is complete without these) and circle fills,
DAVID ELLIS explains how to use the disc.

AFTER THE alien spaceship has
smashed the bottles off the wall
with its devastating laserbaolt mil-
lions of times . . . and you have
(colourad) circles in front of your
EByes and the TV screen
doesn’t look gquite as straight as it
once did . . , what next?

Whether you are the proud
owner of a Sinclair Spectrumora
BBC microcomputer you have a
wedlth of information lving neatly
hehind the three programs, Delve
into 'BOTTLES' and see how the

alien invaders move so quickly
and smoothly across the screen;
| see just how the bottles wiggle
| their way down the wall and crash
to the ground. Find out how you

can draw smooth round circles

quickly with the ‘CIRCLES™ pro-
gram. 'HORIZON' even gives you
the first part of your very own
Flight Simulator program! And
it's all done in BASIC too . . . no
fancy machine code to catch you
out!

LIST the programs on the
screen or on a printer if you have
onetoseehowthevariousanima-
tion effects are achieved. Use
these simple graphicstechnigues
im your own programs of even
turn the alien spaceship into a
Sherman tank! Have a go.

. Bottling itall up

The System Software pro-
grammers have cleverly incorpo-
rated the major animation
technigues used by BASIC pro
grammers into this fast-moving
game. These involve moving
USER DEFINE GRAPHICS char
acters around the screen, The
spaceship 1s made out of six char-
acter blocks and the bottles and
wall are made up of several more
characters. Each character occu-
pies the same space on the screen
asone ordinary letter, Onthe BEBC
microcomputer these special

characters are deflined using the
VDU 23 command (lines 700-
850}, On the Spectrum they are
define by POKEing numbers into

| special memory locations (lines
1000-11700.

pid VARIABLES TABLE KU

110 RER
1201 :

130 REM HAME i USE

e F 1 ?ﬂ?&‘aﬂ..l:c-l.{ll.m

¥ l=!I;:I'I B 1 BI-C'IEH.I:FILD-JE

lﬁg 1EM R 1 nAntu§ -

i R 4 | CEMTRE O

i:g ﬁzn ¥ | CERTRE OF |}

?ﬂ% ;n:n THPUT FOLOUIAS,RADTUS

e - ROURD cnlﬂunﬁu-lﬁ:.?
1080 b CEORECRELND CEIBUR(G-)" 1o
1 us" R

sgypE IH RALL:

iﬁig i?FEESJA ap B0 THEW GOTC 102
1030 HoODE i

036 voo 18,08
i““ " mjﬂug:qﬁmgﬁunhlzau,mu
o 1
1%;?1 Hrg:': ul.l:L 1 BLOT A5, 12600
1060 RER SET VARTABLES
1000 Ic»%:g

oo ¥oe
Hns you 1B, 0.F
1110 #OR ¥=0 TO th
o i e ,proT 1,4%2.0
1130 PLOT -ﬁ.l;:m:-x'l.tc*—!.ﬂm I
1140 PLOT 4, [No-%).¥C=T1

1150 HEXT
j160 coTo 1000
1170 ERD

Each of the User Defined Gra
phics Characters can then be
PRINTed anywhere onthe screen,
The BBC program neatlyarranges
these characters in STRINGS {eg.
SHIP% for the alien spaceship)
ready for FRINTing on the screen
(lines 870-290) Note that CHRSB
and CHRS$10 mean ‘'move the
cursor back one character space’
and ‘'mowve the cursor down one
character space’ respectivaly.
The Spectrum program PRINTS
the characters as lower case let-
ters. Look at the way the space-
ship is PRINTed as ‘klm” and ‘nop’
in line 40.

Have you noticed that the
spaceship is PRINTed with blanks
either side of it? When the ship is
moved across the screen by a
small amount {always equal to or
less than onecharacter width)the
trailing blanks of background
colour cover its path, So it wipes
itself out . . . simple isn't it? Ani-
mation done this way can ba fast,
gven in BASIC.

The falling bottles cannot be
amimated in the same way as the
spacaship because they ‘wiggle’
by changing characters)andthey
must NOT WIPE OUT THE BRICK
WALL! So the programs use
another interesting technigue
called Exclusive-0OR or X0R plot-
ting, Don't give up yet; it's not as
difficult as it sounds! It simply
means that if we PRINT exactly
the same thing TWICE IN THE
SAME PLACE using this special
way of plotting then the back-
ground will re-appear exactly asit
was. Amazing isn't it but quite
easy since the computer does all
the hard work for us. The BBC
microcomputer allows us to XOR
plot with the GCOL statement
iline 410). The Spectrum has the
PRINT OVER command which
does the same thing (lines
3020,3025). Remember that the
bottle is PRINTed TWICE in
exactly the same position and in
exactly the same way before itis
moved further down the wall,

%

One of the most useful tips for
SMOOTH animation is the use of
‘frame blanking’ 1o prevent flick
ering of the moving object. This
point is guite often ignored even
in commercial programs| The TV
screen is refreshed every fiftieth
of a second and it 1s important to
plot the WHOLE objecteverytime.
In this program the PRINTIng of
the alien spaceshipactuallywaits
until the startof a new TV frame! It
is 50 quick that we don’t notice
any delay. Again, the microcom-
puter comestoourrescueandhas
provided us with an easy way of
frame blanking'. On the BBC we
can use the Operating System
command “FX19 (line 1260) and
on the Spectrumwe use PAUSE 1
{line 40}, Remove these state-
ments from your program 1o seg
how impaortant they really are!
These statements need lo be
placed carefully within BASIC
programs because of the rela-
tively slow execution speed. The
best position is usually found by
trial anderror, Inthe BBC program
the *FX19 command comes
AFTER plotting the spaceship!

Broadening your horizons

The Tilting Horizontal program
demonstrates the use of drawing
[inesinforeground colour to move
the horizon down ontheother. On
the BBC thisis achieved using the
PLOT 1 and PLOT 3 commands
respactively. The Spectrum pro-

gram wuses INVERSE O and
INVERSE 1 in a similar manner.
Circle it

The CIRCLE program demon-
strates how to fill a circle easily
without resorting to the dread-
fully slow but widely used SIN and
COS functions. You might like to
try and find a quicker way than
this! Best of luck!

i

“OSUD Lonpon Tl Ho S

AN

NB: The disc is NOT afloppy-
disc. It runs on any record-
player. You must play the
disc and record its contents
via direct link on to cassette.
Then load the cassette into
your Spectrum or BBC com-
puter in the normal way
linstructions for loading can
also be found on the disc
itzself). LIST the programs to
see the working.
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ILLUSTRATION:
BRIAN WAGLAND

~ REM BY ALAN WOOD
= REM TO CHANGE THE WORDS JUST
4 REM INSERT THEM AS LINES OF DATA
< REM WORDS CAN BE UP Ta 10 LETTERS
10 DIM I$<11,N$L10},ﬂ$1503.Biiﬁﬁi

11 WIN=0:LOSE=01H=616=13

20 DATA HAIEE,RQIEED,THUNH,ETRIKE

21 DATA EURE,SURETPURE.PIETURE

22 DATA EQPTURE,DEFEND,D?INE,LYINE

23 DATA DREAD , DEAF , HEAVEN, PAID

24 DATA BUILT,EUILD,BUIEDINE,EGNTENT
25 DATA BﬁTTLE.RnTTLE,cﬁTTLE,TIREn

26 DATA VETTLE ,BOTTLE , CORK ,SORE

27 DATA RﬁTE,FLﬁHE.FRﬁHE,ECHﬁPE

50 DATA CAT .ROAD , BREAD , BALLOON

&0 DATA SCHDDL,BUDK,EIRL,FENCIL,BRHN
70 DATA EUTTEE,EPDDN,FDRK,PILLDH

go DATA LAST

o0 U=U+1:READ WH:IF W$< >"LAST" THEN BOTO
o

95 RESTORE:REM COUNTS THE NUMBER OF
WORDS IN DATA

100 ﬁ$=“#ﬁEEDEFEHIJKLHNUFEHSTUUHI?IH“
{01 REM # I8 REQUIRED OTHERWISE TO
SUBTRACT THE FIRST LETTER CAUSES AN
ERROR

110 BRAPHICS 1

120 EsPEEH(5b03+FEEH(5&1)*256+4

125 FOKE S-1,71
1=0 POKE S+2,7:FOKE 5+3,7

Y ou have been brought before this
court suspected of terminal illiteracy
and as a result are going (0 HANG,
laddie, unless you can convince the
pench that you can spell good.
“[irst: spell your own name. ..
“Pass.”
«laul away, me hearties . ..

L2
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by ALAN WOOD

180 FOR W=é& 10 24: FPOKE S+W,BiNEXT W
150 POKE g+25,65: POKE
S+?b,PEEK{5bﬂ}=PDKE g+27 ,FEEK1361)

160 SETCOLOR 4,10,2

165 REM 110 TO 160 SETS UP DISFLAY

170 FOKE E?,E:PEEITIDN 2,0:7

#&; "hangman"

190 POKE g7,1:POSITION 0,317
#b;”LETTERE”

200 POSITION 2,817 #6s "TRIEDY

209 REM SELECT RANDOM WORD FROM DATA
210 FOR 1=1 T0 INT (RND () #U)

220 READ W NEXT 1

221 FOR I=1 TO LEN(N#itPGEITIUN 11+41,0:7
Bhy =" 1 NEXT I

230 K=E:Y=3=E=G|R=G=P=D

249 REM REMOVE STRAY KEYBOARD INFUTS
250 FOKE 764,255

300 IF PEEK (7641 =255 THEN 300

z10 OFEN ﬂi,#,o,“ha“:EET
ﬂl.K:I$=GHR${K1tELDEE #1:REM READS LAST
KEY PRESSED

%20 FOR v=1 T0O LEN(A$): IF 1$=0%(V,\V)
THEN
B$=ﬁii1,u-t}:BiiLEN{E$}+1h=ﬁitU+1l:EDTD
z24:REM TAKES 1$ OUT OF A%

T21 NEXT V

322 GOTO 300

24 AS¥=EF

730 X=X+1:1IF ¥=20 THEN X=F: Y=4

340 POKE g7,1:POSITION K, ¥e? #6318

=50 POKE 87,2

355 O=F

=50 FOR I=1 10 LEN(W$) s IF 1$=W$(Z,1)
THEN FPOSITION 1147,0:7 #oy 141 GOSUB 2000
Z70 NEXT Z

=74 REM CHECK IF WORD 1S5 COMPLETE

375 IF p=LEN (WE) THEM 1600

=go IF P>@ THEN J00

4i0 FOR 1=0 TO 150: SOUND O.lﬂﬂ+1,l¢,15
420 NEXT 1:SOUND 0,0,0,0

425 POKE a7 ,3:R=R+1

470 ON R GOTO

5&0,600,?00,Eﬂ0,90@,1000,1100,1200,1300*

1&00,1420.1430,144011450,1500

500 COLDR S PLOT 35,10:BRQNTD SE,ES:EDTD

Z00

L00 COLOR Z:FLOT 35,10:DRQHTU EE,iﬂuﬁﬂTD

ZO0

700 COLOR Z:FLOT 31,10:DRRNTD 35,14=EDTD

200

go0 COLOR 2:FLOT 28,11=EDTD 300

00 COLOR 1:PLOT 2?,12=DHQNTU

29,12: DRAWTO 29 ,13: DRAWTO 27 ,13:FLOT

28,14: 6070 Z00

1000 COLOR T:FPLOT qulﬁlﬂﬂﬁNTﬂ

2&,20=PLDT 2?,1513HHHTU E?,ZG:PLDT

28.15=DRﬁNTD EB,EG=PLDT 2?115=DRQNTD

29,20

1010 FLOT 30,15:DRQHTD 0,20

1020 GOTAO TO0

1100 coLDR 2:PLOT 2&,1?:DRQNTD

3¢,19=PLGT 2&,20=DRQNTD SG,EﬂiﬁRﬁHTD

3ﬂ1221CDLDR 1:PLOT 30,23=FLDT 31.23=BDTD

ZO0

1200 COLOR Z2: PLOT Eh*21=PLDT Zﬁ,ZEIEDLDR

1:PLOT 2&,23:PLUT ES,EE:EDTD Z00

1200 COLOR I FLOT o5 15 PLOT

24 ,15: DRAWTO 24 ,19:COLOR 1:PLOT

p4,20:60T0 300

1400 COLOR ZsPLOT 31+15:PLDT

SE,IE:DRQHTD 32,1?:EDLDR 1:PLOT 32,20

1500 FOKE E?,E:PDEITIDN 0 % #4631 WIN
“;Ni:LDSE=LDEE+1=IF LOSE=13 THEN

LDSE=0:H=H+1:EDTG 1700

15=0 GOTO 1700

14600 FOKE B?,E:PDEITIDN 1,1:7 #65"you

win well done 1":HIN#N1N+1

1650 IF WIM>1Z THEM NIM=U:E=E+1

1700 POSITION 0,217 #63"Rress START to

cont"

1710 POKE ET*I=FDEITIDN 0,3:7 6"

SCORE"

{720 POSITION 2,4:7 Bboyime wou"

1730 FOKE B?*3=EDLDR 2:FPLOT b.lﬂ:DHﬁNTD

&.231FLOT 1511G=DRQWTG 15,25

1740 1IF LOSE>C THEN COLOR 3:PLOT

H,23: DRAWTO H,24-LOSE

1750 1F WIN>D THEN CcOLOaR F:PLOT

G,23: DRAWTO G,24-WIN

1799 REM WAIT FOR sTART KEY

1800 IF PEEH(ESE?Q}{}b THEM 1BOO

1825 RESTORE

1849 REM CLEAR SCREEN START ABALIN

1850 7 nin s GOTO 100

Sp00 REM *#SOUND FOR CORRECT ANSWER

2010 FOR 1=1 70 1003 SOUND 0,1,10,1tNEXT

I

n020 P=F+11S0UND 0,0,0,0:RETURN

X000 NIN=NIN+11PDKE E?,E:EULGH

z:POSITION YDU.ES:DRQHTU you ,23-WIN

010 IF WIN=12 THEN NIN=1:YGU=?UU+1 _i

2020 RETURN
4000 LDEE=LDEE+1|FDKE g7,3:COLOR 3




Dragon Dungeon
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9, |
KLA R TZ& the Dark Forces”

(A unique Multi-Adventure)
An interlinked series of adventures set in different time zones and on different planets

Thedateis1236T. A Thatisto say,theonethousand, two hundredandthirty-sixth vearofthe Time
After the rising Klartz, Lord of All Darkness. Little remains from the Time Before, except for a few
Isolated human colonies, scattered around the galaxy.

Legends tell of Klartz prowling the vast, empty reaches of space, sliding through the barriers of
time at will. Descending, like the hideous parody of a Greek God. into some unsuspecting era of

times past or futures to come, he would blend into the background while setting in train the most
hideous acts of destruction

You are a member of a small group of survivors dedicated to The Plan, torid the Universe of Klartz
andhisDarkForces. Fromthe century-longstudyof The Plan libraryoftimescans, itisclear that the
power of Klartz can only be broken in one way. Relics of his many victims throughout
time and space must be gathered together in a place unsullied by the Dark Forces. These
relics, if sanctified by the Power of Light, would then radiate sufficient brilliance to
counter and eliminate the Lord of All Darkness.

Your group hasfinallyconstructerdatiny one-man lime Capsule, inwhich
you will be projected to seek out and recover the relics.
trap yourself in and set out for the unknown!

Available for Dragon 32 (£9.95)
Commodore 64 (Extended 120K
Graphics Version £9.55)
and Spectrum 48 (£5.50)
“Quill” version.
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T0P30 GAMES e

SP = Spectrum, AC = Acorn, 64 = Commaodora 64,

I<EY V20 = Vic 20, 81 = ZX 81, DR = Dragon 32, OR = Oric-1

VIDEO GAMES ===

B R R A

SP| AG | 64 |v20l 81| DR | OR Price
in| ATIC ATAC Uktimate * £5.50 POLE POSITION [Atari)
121 LUNAR JETMAN Ultimate * £5.50 0-BERT [Parker)
i5 | PYRAMID Fantasy * £6.50 FATHOM [Imagic)
(61 | ANT ATTACK Quicksilva * £6.95 BATTLE ZONE ([Atari]
17| SNOOKER Visions e £8.95 GALAXIAN [Atari)
31| VALHALLA Legend * £1495 TUTANKHAM (Parker)
112 | KONG Ocean * £5.90 RIVER RAID [Activision)
4 | CHEQUERED FLAG Psion * £6.95 DECATHLON (Activision]
7 | SPLAT! Incentive * £5.50 JUNGLE HUNT (Atari)
10 | THE HOBBIT Melbourne *| x| *| £14.95 SORCERER'S APPRENTICE [Atari)
i21) | MANIC MINER Bugbyte * £h.95 ENDURD [Activision)
301 | DEATH CHASE Micromega * £6.95 ROBOT TANK [Activizion)
it4 | MR WIMPY Ocean * £6.90 DIG DUG [Atari)
{—1| THE ALCHEMIST Imagine * £5.50 PHOENIX (Atari)
—| HUNCHBACK Ocean * * £6.90 PLAGUE ATTACK [Activision)
& | FLIGHT SIMULATION Psion * £7.95 PITFALL (Activision]
i~ | POOL CcDs * £6.95 CENTIPEDE (Atari]
(13) | ARCADIA Imagine * * | * £5.50 KANGARDO ([Atari)
124) | PENETRATOR Melbourne * £6.95 MOUSETRAP (CBS/Coleco)
(11 | HUNTER KILLER Protek - £7.05 WIZARD OF WOR (CBS/Coleco)
— | JET PAK Ultimate * * £56.50 FROGGER (Parker)
115) | FALCON PATROL Virgin * £7.00 PAC MAN [Atari)
@ | METAGALACTIC LLAMAS Llamasoft * £6.00 DONKEY KONG [CBS/Coleco)
(—1| 3D TIME TREK Anirog > | £7.00 MS PAC MAN [Atari)
na | MOONBUGGY Anirog * £7.00 STAR WARS: JEDI ARENA (Parker)
) i— | CRAZY KONG Interceptor a | * £7.00 VANGUARD [Atari)
(16) | HORACE AND THE SPIDERS | Psion/Melbourne | £6.95 SPACE INVADERS [Atari]
) =) | INTERNATIONAL FOOTBALL | Commodore * £3:459 DINK [Activision)
& | HOVVER BOVVER Llamasoft * £7.50 SEA QUEST (Activision]
=1 | CHINA MINER Interceptor * £7.00 g SOLAR STORM (Imagic)
— Compiled by MRIB Computer, Compiled by MRIB Computer.
ANT ATTACK =1 :
(Quicksilva) ) SD EE""_'IQ WE"
ATIC ATTACK (Uttimate) 1) m Ell {HUNDEHHAWK
\TTACK OF THE DI’"‘C:,E[—- {Lyversoft)
MUTANT CAMELS A monthly sefection ot T THANSYLVA NIAN
B € top-selling mail-order games ;EWER (Richard
~ AIRSTRIKE |1 (Enq; FOOTBALL mohard)
~ SOoftware) ik ddictive) MANAGER LUNAR RESCUE ;TBAN UFST'“RT
- BOOGABOQ FUN-PAC (Virgin) (Lyversoft) 3Di:h;rd Shepherd) :
' (Quicksilya) GALAXIANS (Artic) :DBnPuns (Virgin) i MBAT ZoNE
_ BONGO (Anirgo E:?:-;SIUF THE THINGS m?::::{f‘-'s REVENGE 737 FLIGHT
a .
— B ) SPACE PILOT (Aniro SIMULATOR
: _ g) (Salamander)




Nowy that Atari
your computer, ou

Forget ghostly

imitations. They need a ghOSt Ot

i not darken your screens a moment longer.

Because now you can play Atarisoft™ games
on your own home computer. b

Pin-sharp graphics, quick slick movementsli
-games that really challenge your skills.

&
Gamessoclosetoour originals,itslike havingy
an "Amusement Arcade” in your own [iving room

SINCLAIR ZX SPECTRUM: ALL AVAILABLE ON CASSETTE. OUT NOW-PAC-MAN; MS PAC-MAN! GALAXIAN OUT SOON-DONKEY KONG DIG DUGE POLE
POSITION MOON PATROL® B.B.C. MODEL'B'YACORN ELECTRON: ALL AVAILABLE ON CASSETTE. OUT
BATTLE ZONE® COMMODORE VIC 20: ALl AVAILABLE ON ROM CARTRIDGE. QUT NOW-P

GALAXIAN POLE POSITIONS JUNGLE HUNTT MOON PATROLZ STARGATE® JOUST,

UGH
SOON - MS PAC-MAN DOMKEY KONG." DIG DUG! POLE POSITICHEGS
AC-MAN DONKEY KONG. DIG DUGE OUT SOON—-MS PAC-MAN
COMMODORE 64: ALL AVAILABLE ON ROM CARTRIDGE. OUT MOW - B

AC-MAN! Bl



"Gobble”

rinake games for
ur rivals don't stand
a chance. e o

. computers exact requirements.

1eS Look at our extensive range of titles. We will

be adding to this list so that you can expand your

1ts| library og Atar1 games. After all why choose a
ghost now that i N

ngjyou can have

mJthe real thing? 1

L UG ROBOTRON,® CENTIPEDE,” DEFENDER® QUT SOON-MS PAC-MAN! GALAXIAN; JUNGLE HUNTY MOON PATROLS POLE POSITIONZ STARGATES JOUST®
POSITIONSEL 99/4A: ALL AVAILABLE ON ROM CARTRIDGE. OUT NOW-PAC-MAN! DONKEY KONG: DIG DUGH ROBOTRONS CENTIPEDE” DEFENDER® STARGATE:
!

-MAN, Dor further information, write to Atari International (UK) Inc., PO. Box 407, Blackhorse Road, London SE8 EJHATARISOFT”




Summer is a-comin’ in, the Special Relationship is dowe 1
resounds with the hoarse shrieks of rival hardware salaen
Americans have different ideas about the requiremenf C¢
and lets you, the punter, decide for yourself.

dancing, all-in-one machine that came this
Spring from the US company that brought
you the world's most advanced videogame
system. How good is it?

Actually, it seems as if it's technically
very good indeed, as wellas being excellent
value for money (though on this, more
below). 80K RAM is nothing to sniff at; you
also get a daisywheel printer, built-in word
processing, and of course instant access
(provided you're willing to pay) to the
outstanding library of ColecoVision ROM
game cartridges. It looks pretty flash, too,
with the detachable, sculptured keyboard,
and the multi-K stringy-floppy data stor-
age. All for around £600-£7007? Seems too
good to be true,

Then again, the actual price has creptup
somewhat from last summer, when Coleco
announced the Adam system. Secondly,
it’s not at all sure that their suss of the Brit
Market will correspond with theadmittedly
potent US sale (the Adam is currently the
best-selling mid-price system in the USA).
Consider: in America the Adam is being
sold as a ‘family system’ — the acceptable
image being that of Mom, Paw, Gramps,

The Adam Complete (not
including monitor). Yes, bul
can it make popcorn? And if
not. why not?

R

A

Sic and Junior all huddled round the
smooth-looking system, screaming with
glee as each pixel flickers. Is that going to
happen here? After all, the basic Coleco
system is heavily games-based and
arcade games at that. Yet at the same time
the Adam offers an efficient but patronis-
ing (and 40-col) word processor. What
single person do you know who will want
both the flashest/shallowest arcade
games and a word processor? Come to
think of it, what family (British) do you
know who are still such novices to the
market that they will opt simultaneously for
what this country sees as two widely
separate ends of the market at once’

Yes, it's an efficient system. But at
£700-0dd quid? For that you can geta OL
plus a hi-res monitor; or an Elan plus a disc
drive plus a hi-res monitor; or any other
combination of the above. Yet it comes
with all that CBS clout, undoubtedly will
function without hangups. can be bought
off the shelf (no mail-order queueing), and
is an all-in-one package that you may well

» be able to persuade les Parents to stumpup

at least part of the cost for. Assuming you
want a printer, it seems like a good buy.
Certainly CBS hope

you will think so.

.-‘.:r"‘
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dowhe Tube as usual and around the land the atmosphere
salenen promoting their wares. It seems as if Brits and
nentf computer gamers. BIG K takes a look at the line-up
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Reports: TONY TYLER, ANDY GREEN
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ON, IT'S
A NEW ROM!

THE NEW 48K Dric ATMOS livesin
a stylishly modern black and red
plastic case of the same dimen-
sions as the original Oric-1. In fact
Ihe two micros are almost exactly
the same, bar a beiter keyboard
and a new BASIC ROM on the
Atmos. Most software that runs on
the Oric-1 will run on the Atmos,
although changes in way the Atmos
reads tapes means that BASIC
programs sometimes won't auto-
run upon loading — bad news for
programs that use Auto running as
copy protection .. .

Apart from the full travel
QWERTY keyboard and the new
colours the Atmos appears identi-
cal to the Oric-1 from the outside.

- The same interfaces come out the

back: TV socket, AGB monitor,

~ Gassette porl, printer port, expan-
~ sion port and power socket, and

there is still the famous built-in

~ loudspeaker, albeit a little quieter

~ Ihan the explosive Oric-1 sound

- system. This also cures an impor-

E- tant ‘bug’ on the early Oric-1 ...

when the speaker tried fo draw too
much current on loud noises the
screen ‘shuddered’ badly, render-
ing it unreadable.

The new BASIC ROM that Oric
have developed — V1.1 instead of
the V1.0 used in the Oric-1 —
succeeds in squashing many bugs
and has several new commands,
including a VERIFY extension to
the CLOADcommand whichchecks
that what you've just saved
matches what's currently in
memory; STORE and RECALL
which let you save and read varia-
bles and strings to tape; and the
Buolean algebra commands AND
OR and NOT.

Speed-up

The new cassetie handling rou-
tine now prints up the filename
currently loading together withthe
letter B or C (for Basic or machine
Code). This together with the abil-
ity to save individual variables to
tape is a vast improvement.

The best thing about the new
Basic is the sped-up scrolling. On
the Oric-1, scrolling was toriu-
ously slow, giving the whole com-
puter a wery unprofessional
appearance. The new scrollin
routine is very slick.

The original Oric-1 manual has
been variously described by Oric
personnel as ‘A joke’, (Groaning
sound) and 'Yes, I'm sorry about
that".1am pleased to report thatthe
new Atmos manual has improved
dramatically — in facto, it's one of
the best I've seen for a long time.

Things missing that could-
/should have been included are a
built-in assembler & fa BBC. a
joystick port and a ‘reset’ switch
accessible without turning the
machine aver!

The Oric-1 graphics were
slagged off when it first came out
... and, sad to say, the Atmos Is
little better. Although as the Atmos
Demo Tape shows, two-colour gra-
phics are easy to implement and
give a resolution of 240 by 200,
eight colour displays are a real
hassle and in some cases nigh on
impossible to implement. That
said, clever programming can still
give some very good graphics.

Add-ons to be expected shortly
include an Atmos disc drive [which
we've seen, and it is very, very nice) using
3 inchmicrodiscs, andthe long awaited Modem
— aithough don't expect that too soon,
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DETACHABLE \

THIS,

INFRA-RED
THAT

The IBM PC Junior — unoffi-
cially known hitherto as the
Peanut — represents Big Blue's
much-heralded shot at the
“lower” (i.e. games freaks’) end
of the market. IBM, since their
entry into the pc market with the
now-definitive [and pricey] PC
[senior], have come to dominate
the £2,000-plus end of the
market; you can scarcely get a
personal computer off the ground
in the USA these days without
advertising it as ‘IBM-
compatible’. What does this mean
for the PC Junior?

Again, like the Coleco Adam,
here we have a shot at the punter
who is thought to have more than
£500to spend —and is willing to
spend it. This seems to be a
phenomenon of the US market —
the idea that the Com 64/Atari
price bracket is now such small
beer that the next generation of
customers will willingly splash
out another monkey or two on a
machine that really adds nothing
to what you can already buy
except an infra-red keyboard and
of course the deservedly fabled
IBM after-sales service.

Infra-red? This means youcan
sittwenty feet away from your TV
and still tap away. But at the
twenty feet can you see your TV
screen? Much sarcasm  has
already been expended on this
apparent blunder. Another
hangup is the unlabelled key-
board (the idea being that you
buy overlays with various bits of
software). Will us perennially
broke Brits be prepared to lash
out £300 over the odds for the
luxury of a useless feature [the
detachable keyboard) plus the
IBM name? Your guess isas good
as ours.

As for games, Imagic (the US
ROM specialists] have signed a
megadeal to produce stuff for the
Junior, with the first carts being
premiered at the recent Las
Vegas CES show. Admittedly
they're good carts — but is this
what we really need at this stage
of the game?

rPHICES:

More than £500

Coleco Adam
(USA)

IBM PC Junior
(USA)

Sinclair QL (GBR)

W ynder £300

Atari 800XL (USA)
Elan (GBR)

kﬂtmns (GBR) K

FIRST IN — LAST ouw%

They've been written off more times than Freddie Laker, but can st fa
weigh in with a sharp product at an affordable price. Besides, Atari/
a name of magic.

What's new from the people who brought you the world s first {an |

still best-selling — just) videogame system? Why the XL range, ¢ ;.
course; successors to the 400/800 range. All the way from th an
bottom-end. 16K (but expandable to 64) 600XL, through the 800X
(64K built-in), to the top-end 1450 XLD. withtwo built-indisc drive: ,
Currently on sale: the Atari 800XL.

Essentially, it's an 800 souped-up with a new, streamlined casin
and considerably more ROM. And what s wrong withthat? Especial
when you consider that (unlike the ill-fated and never launch
1200). this means that the world’s most extensive and flash sho:
‘em up library is yours for the asking (and, let it be said, th e
paying-out),

A RO



BEWARE OF THE BLACK REVOLUTIONARY

It's a fairly safe betthatonceallthe shoutinghas died away, the savants will remain of the opinion that the
Sinclair QL is an exciting and revolutionary machine.

Consider the statistics: 128K RAM. The 68008 32-bit (nearly) processor. Sleek black looks.
Microdrives as standard. And the price — which, at £399, is obviously pitched against the Acorn BBC
machine. (This, despite its excellence and apparently unlimited expandability, is going to have to work a
whole lot harder from now on.)

The QL is still — at time of writing — so new thatit’s noteasy to predict exactlywho willdo what withit.
128K seems to argue a facility for giant adventure games — and with adventures now coming into their
own as they are, so much would seem to be an ace bet.

Its graphics abilities would also seem on paper to be superb, though again we have to say we haven't
seen them. In this connection, at least one major British software company we know has sent all its
employed programmers on a 68000 Assembler course. This processor certainly seems to be the state of
theart, and the chip to get involved with over the next two years (goodbye Z80? Arrivederci 65027). Yet
Uncle Clive has hedged some of his bets. The looks of the QL appear to indicate a long pent-up lust on
Clive's parttogetinamongstall thatsmall-business-usermoney. Whereastheextraordinary price makes
the machine within the reach — just — of games players. It’s probably safe to say that Sinclair have
thrown a unique machine at the market and are waiting to see which way it will land.

Against it: slowish microdrive technology, the sluggardly Sinclair mail-order system and the fact that
Motorola are currently rejecting 98% of all 68008 chips coming off-a-da assembly lines, making the
second-mentioned even more of a problem.

For it: outstanding value; unlimited possibilities in practically every sphere.

_.
CAN YOU HEAR ME? =

Without & doubt the most excitingly styled machine to | '
come on the market to date is the all-British Elan.

Style, you say, is OK — what else can it do?

How about 64K standard memory (actually 52K usable
RAM ~— beat that, Commodore). How about stereosound?
(Beat that everybody). Sound being perhaps the most
neglected of all computer facilities to date, it's safe to say
that by providing stereo, Elan have taken the games
possibilities up more than a notch. Another factor: the
built-in joystick (a facility shared by Spectravideo), which
does away with Peripheralitis in no uncertain terms.

At £200-0dd it's also priced well within the reach of the
Recreational Computerist. Half the price of a QL {OK, half
the memory, too, but like all the new breed the Elan is
expandable). Atall eventsitcuts the Commodore and the
Electron to pieces — on paper. We should pointoutthat at
time of writing we haven't laid claw on a single Elan key,
s0 there remains room for modification of this and all
other views expressed above. But the looks of the thing
are enough to make anyonedrool —certainlyitmakes the

can still
Atariis

st fani
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800X

~drives
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pecially
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The 800XL's virtues are the virtues of its predecessor: a 6502
processor, ANTIC and GTIA chips giving you unparalleled graphics
abilities and up to 256 — count "'em — colours. Its failings are the
failings of its software (to date): i.e., shallow plotlines. too much

ang-bang. And if Atari were keeping up their old-style Americano-
m, that might be enough to make you come over alltionalist. But
aren’t. They 'verecently cleaned up theiract to agreat extent, and
launched AtariSoft to cater for the wealth of software writing
talent presently to be found in the ol UK. Good for them — alane
amang the US giants.

Andifthe guts of the new machine are very similar to the gutsof the
old 800 . . . what's wrong with that? That computerwas way aheadof
its time when launched, and is still second to none inits price bracket.

Our feeling is that, despite the apparent attractions of the Adam,

d the Big Namesville of the IBM PC Junior, it'll still be the Atar

OXL which will keep the Stars and Stripes flying in most British

es when all the shouting is over and all the salesmen have been

They were the first in — they may just be the last out.

!lll‘*'

QL look like a briefcase. And the stereo sound facility —
perhaps this long-neglected dimension of games writing
(not to mention other applications, such as music-
scoring) will now come into its own.

One to watch. And listen to.

"_*’H:-‘.".




COMPETITION

s CONMPETITION-COMPETITION =

ONVIPETITION

MEBETITION-C

il

WIN AN ATARI 800X
PLUS DISC DRIVE!"

FREE TO ENTER <

RULES

There iz no entry fee but each
attempt must e made on a proper
entry coupon cut from BIG K, and
must bear the entrant’s own name
and address

All accepted entries will be
examined, and the first prize will
be awarded to the entrants who, in
the opinion of the judges, has
shown the greatest skill and judge-
ment in selecting the most apt or
accurate answers FI:]]" []li" ten I::luf'ﬁ
tions. Remaining prizes will he
awarded for the ten next best
attempts, an no entrant may win
more than one prize. All prizes
must be accepted as offered —
there can be no alternative
awards, cash or otherwise,

In the event of a tie for any
prize(s), those tying will take part
in a postal eliminating contest to
determine such winneris) or win-
ning order,

Entries arriving after the clos-
ing datewill not be considered, and
no responsibility ean be accepted
for entries lost or delaved in the
post or elsewhere, Any entries
received incompleted, illegible,
mutilated oraltered or not comply-
ing exactly with the instructions
and rules will be disqualified.

The competition is apen to all
readersin Great Britain, Northern
Ireland, Eire, the Channel Islands
and Isle of Man other than
employvees (and their families) of
IPC Magazines Ltd., Atari proper
title and the printers of BIG K,

Decisions of the judges, and of
the Editor in all other matters
affecting the competition, will be
final. No correspondence will he
entered into, Entry implies accep-
tance of the rules as final and
legally hinding.

Winners will be notifed, and the
result will be published in a later
imsue of BIG K.

| spaces on your entry coupon,

The 800XL is the latest in the superb fin
of Atari computers to be released in the
UK. It boasts an incredible 64K RAM.
smooth good looks, a HELP key — and it
gives you access to the largest games
library in existence. Fifteen graphics
modes allow you to address a palette of
256 colours at one time — no other
computer offers you such a facility.

The 1050 Atari Disc Drive is the .8
perfect complement to the 800XL. Wit
low, streamliinediooks, near-silentoper
ation and dual-density capability, o
offers the most advanced performance
dvaifable.

To win an 800XL plus 1050 Disc
Drive, just complete the questionaire
below to the best of your knowledge
fand ability).

Runners-up will receive prizes of
AtariSoft games — which run on most
popular micros.

HOW TO ENTER

Below are ten far-from-difficult
questions about computers with
each are given three possible
answers; simply decide which of
these most aptly or accurately
Enswas that question — A, B or

e ]

THESE ARE
THE

QUESTIONS...

(1) The word Atariis...
(a) the Japanese
equivalent for

Checkmate in the

‘Write the key letters of your
chosen answers— inink —in the

each undelr itsfquastinn number, game Go

For example, if you consider “an

acronym of ATtractive American (b) an acr onym of
Retail Investment” is the most ATtractive
suitable answer for question 3 :
No.1, put B in the first space, and American Retail
soon for all ten. Investment

Complete the coupon with your
own full name and address, and
post in a sealed envelope to: BIG
K/ATARI COMPETITION, 55
EWER STREET, LONDON,
SE99 6YP, to arrive not later
than Thursday, 31stMay, 1984.

(c) a term for falling
off a surfboard

(2) Pressing the "Help’
Key on an Atari XL
computer will get...
(a) the fire brigade!
(b) a list of the
operating system

(3) Silicon Valley is in. ..

IMPORTANT

py out .
your fen ans

CONPETITION

Before sealing. co,
| the key letters af i

. gppear on your .
| i‘:I'TE‘r!rT f;';!lr CONSIDERED IF THIS

any corresp onden

uteide back of the envelope commands
an the outside back 0T e fer as
nswers in exactly the same o/der o (c) whatever the
leted coupon. YOUR E clase i
b e s NOT DONE Da not enclose HELP key is
2 or matter -'JH;r:r than the coupon programmed to
syt produce
[ e e e s e e e . ENTRY COUPON ——l———-—-———l
e (3) ATARI was founded
__BIG K/ATARI COMPETITION ] by
(a) Caspar
B Weinberger

1 2 3 4 5 6 7 8 9

oL L1

In entering this competition, | agree to abide by therulesand
I to accept the published result as final and legally binding.

|

|

| ' 10
!

| ADDRESS

L e R I T iy e U EE R s owow L

@ @ E A e ow o

| Age if under 18 years ..........

"N W E s ® W NN E & B

R OE e om LR

{b) Nolan Bushnell
(c) Steven Jobs

(4) ATARlisa
wholly-owned
subsidiary of . . .
(a) Warner
Communications
(b) Paramount
Pictures
(c) The Wall Street
Journal

game...

(a) Southern
California

{b) Arizona

(c) Northern
California

(6) Disc Drives are
better than cassette due
to...
(a) faster loading
time
(b) greater reliability
(c) random access

(7) BASIC is favoured
for most home micros
because...
(a) itis already widely
understood
(b) itis easy to learn
{c) itis under
constant
development

(8) Good games design
depends on...
(@) multi-colour
screen mixes
(b) high resolution
graphics
(c) imagination

(9) Which of the
following did NOT start
life as an arcade

(a) Pac-Man
(b) Star Raiders
(c) Defender

(10) How many different
colours can an ATARI
home computer display
on screen . .,

(a) 256

{b) 128

(c) 16

MNOLLL S LAI OIS =N OIL| LIdIAO D "MNOLLLL SN O D = NOLLLL IO = N OILLLLIGINGD = NOILLLLISHIMANOD «NOLLLL =




P e
i T i L TR L]
fa, 45 L > 5. ;
'ﬁ.:f
i
@,
-

™. ..THEYEAR OF THE GAME LORDS.

BUGABOO (THEFLEA)  RAYMOND BRIGGS' DRAGONS BANE£6.95  FRED £6.95
£7.95 THE SNOWMAN £6.95 : \ _

STING 64 £7.95

ANT ATTACK £6.95
TIME GATE £6.95
PURPLE TURTLES Moore ;-
SKYHAWK Steve Lee  £7.95
ouT c: ¢ nilive
THE GENERATORS ' =" """ " "psas

NOILILIAINOD - NOILLLLISINODNOLLILSAINOD = NOLLILIGINOD - NOLLLLIJINDOD e NOLLILLIIND D < NOLLLLSc.

Quicksilva are available from: Boots, W.H. Smiths, J. Menzies, Microdealer,
m_ E_, Hamileys, John Lewis, Computers for All and all reputable
specialist computer stockists.



trail of the
Hobbit Habit ...

The Hobbit comes in the usual
Melbourne House cardboard
package together with a paper-
back copy of the book by J.R.R.
Talkien. Like the original Spectrm
version the Oric program boasts
high reselution pictures that are
‘painted’ when you visit certain
locations in the adventure. Over
the past fewwmonths several ‘Hob-
bits’ have been released by Mal-
bourne House for wvarious
computers. However, due to lack
of memaory space the BBC version
doesn’t contain any graphics.
Graphics are only two-colour
on Oric, unlike the 8-colour pic-
tures on the Spectrum. This
doesn‘tdetract from theartmuch,
and the graphics are very nice o
look at. | won't spoil the fun by
describing the game plan, but

suffice tosay locationsandpeople
from the book make an
Appearance.

Talking of the people, the much
vaunted Animaction algorithm —
which supposedly lets animails
and people interact with you
‘physically’ and verbally — turns
out to be a disappointment. Thor-
in'svocabulary, forexample, con-
sists of telling you to hurry up, or
sitting down while you're being
eaten by atrolland singing ofgold.

The HOBBIT —on any micro—
is a significant advance over
simpler adventures writlen in
BASIC, but itdossn't, in my opin-
ion, come near any of the INFO-
COM series. For Oric, the
graphics are wvery good, and |
guess even at £14.95 the pro-
gram i5 worth checking out. —
A.G.

Game: THE HOBBIT
Maker: MELBOURINE
HOUSE

Machine: ORIC-1
Format: cassetie
Price: £14 .95
Rating: KK

House of Death is a non-graphic
adventure game set in an aban-
doned horror movie studia, a
location brimming with possi-
bilities. Naturally, it's a test of
nerve as well as logic. Halfway
up the stairs, you are told that
they are particularly rickety at
this point. GO UP and you go up
— but try coming down again
with any treasures from the
second floor . . . The treasures
themselves are out of the ordi-
nary. As you find yourself warnd-

Incomprehensible graphic ‘adven-
ture’ from the same team that
brought you Beyond the Cimegon
Moon, a tarted down maze game.
Like Maon this is exceptionally
unfriendly. A shame really as the
stenario seems almost interest-
ing. You play awarrior in therealm
of Mandoor. With your firespout-
ing war sword you must vanquish
the dreaded denizens of the
combat arenabeforeembarkingon
a bold quest for the Eye of Dazmaor.
All well and good you might think.
Unfortunately the game is almost
inaccessible. You're only granteda
vocabulary of sixteen words to
play with and the graphics tham-:

selvesare baffling. [couldn't make

THREE TIMES A LOSER|

out what was meant to be happen-
ing most of the time. | mean, what
would you make of a screen that
depicted only a small red globe? It &
looked like a disembodied zit to

me. Serious adventures are
advised to steer well clear of this
supposed ftrilogy. I've had more
interesting adventuresshoppingin
Neasden. — S.K. '

TRILOG
Maker: DRAGON DATA

Machine: DRAGOI 32
Price: £7.95
Rating: none

I?EWIEWE ]
Hmharq Burig

LAUGH? [ Nearly,

ering about wearing a scuba
outfit and a werewolf mask,
clutching a tadpole and a cake
marked “Eat Me"’, you feel the
author’s sense of humour could
have been well used on Game
For A Laugh. But there /s a
methadin this madness (though
{ have yet to find a use for the
tadpole) and the zanier aspects
of the adventure make it all the
mare distracting. While the dia-
logue can be somewhat limited.
for a 48K game House of Death

L

offers the maximum entertain-
ment. My only gripe, as a fan of
haorror mowvies, is that some of
the details are drawn from tha
general store of adventure
archetypes, and there still
reémains a gréat horror game fo
be written. — P.R.

Game: HOUSE OF DEATH
Maker: TANSOFT
Machine: ORIC-1

Format: cassette

Price: £9.99

Rating: KK



- °VIDEO GAIVIES - COMPUTER GAMES ¢

K = (Could Be Better
Could Be Worse

KKK = Unsurpassable

LET'S FACE it, any aliens daring to invade Earth these daysareinh -:'—J'-.F-g_‘\
trouble! Fast, space-zapper games like Metro Blitz here are spawring a
whole new race of hyper-reflexed beings with brilfiant hand-eye co-
ordination. Put them in charge of the laser batteries and we'll have e
profbfems!

While we wait Metro Blitz is good practice at ta ckling overwhelming
odds. Alien craft are descending on the city in surcide raids that destray
parts of the city.each time one lands. You have command of s small nimbile
fightar with one mission only . . . blast anything that moves,

At first glance the game looks limited with all the action taking place on
one sereen and with no scrolfing. However, with 24 attack waves and £ix
different typesof aliensth ere’splentytokeepyoubusy. Some aliens exhibit
deviousness by scrolling in from the side at high and low levels or releasing
hunter drones to folfow your every move.

A generous 10 ships to start with means that vau can survive for guite a
while before succumbing to the inevitable ‘ne win® conclusion. Bonus
points and an extra ship are awarded for surviving each wave,

Metro Blitz looks and sounds good but, ultimately, ranks with afl the
other space shoot-em-ups as fun untileasily tired of. On the ather hand, if
playing it can one day save the world well . .. — R.B.

Game: METRO BLITZ
Maker: PS5

Machine: COMMODORE 84
Format: cassette

Price: £7.05

Rating: K

The inlay card speaks of Crazy
Nathan Wigglesworth, Flyer
Supreme. and his trusty pal T.C.
Barton undertaking . . . the hal-
Ioon trip of a lifetime”. Of thesetwo
gentlemen | could find no sign, not
of the ‘churches and skyscrapers”
. they were supposed fo fly over
ﬁ.ﬂ ||tlmuuh the!' might appear in the
that igher levels of the game). All |

be? It eould find was a lazily swinging
Zit to Hmnn balloon in a spiky labyrinth.
¢ flg I_fagin_lhrtha trip of this or any other
s ifetime.
mare Your task — should you decide
B"ﬂ'“ io accept it — is to guide the
& balloon [one of six) safely through
' the maze avoidin uuntantwiihanz
of the surfaces, The slightesttouc
— gven by the basket — causes
the balloon spectacularlytodeflate
and plunge to the ground.
T Ihs Iﬂsrl-lt ishrn.lal e more hazard-
ie , ous by the ballon's swinging,
rd?er making it a larger tgrgat.uand
r Urto®  various mobile sharpthings which
dMmbalj inhabit each of the 26 levels. There
Vler Areeven magnets to pull the ballon
( course and targets to aim for
eaton off d im f
rep which can net ﬁuu extra points.
n Crazy Balloon does little to
03swe/[§ eam its name. The colours are
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FUNNY HOW life imitates Arl. Just as
the US Navy pulthe gianl World War Il
battiewagon New Jersey back in
commission and send it to lurk menac-
ingly off the coast of Lebanon, several
software companies obviously decided
that there's mileage in resuscitating
this obsolescent — but fascinaling —
lorm of naval warfare, whera gun-
armed ironclads seek each other outon
the high seas and, having found each
other, do their best to blow iheir
opponents out of the water,

Both MC Lothlorien [Dread-

noughts] and new Rye-based com-
pany Templation |[Admiral Graf
Spee| have elected to simulate actual
eras of batlleship warfare. The lirsl
goes for that most fascinating of
epochs, the 1914-18 war, when mighty
fleets hunied each other over the
wintry North Sea. Temptation's offer-
ing reproduces the last cruise of the
pockel battleship Graf Spee. Both
have ‘search’ modes, with Dread-
noughts allocating you a pre-sel
plolline and Graf Spee allowing you
to hunt the oceans rather like the
Thorn-EMI game Submarine Com-
mander. 0f the two, the Lothlorien
search mode isthe more realistic, since
itexactly reproduces the confusionand
poor visibility for which that era of
naval warfare was noted. However,
Dreadnoughts is fairly dull to look
at consisting essentially of menus and
— | have to say it — spreadsheels,
whereby you alter individual vessels’
speed and heading.

Dreadnoughts eventually gives
you a ‘look-down’ [Zeppelin?) view,
whereas the Temps opl for a bridge
view. Combat sequences therefore are
lokenised on Dreadnoughts and —
because of the BASIC programming —
tacky and wooden on Graf Spee. The
best thing aboul either game is the
capability of Dreadnoughts toallow
wo players fo alternale on the same
consule, so that whal each player sees
[the other guy politely staring at the
wall meantime] is exactly what the
admiral would see.

01 the iwo, Dreadnoughts is the
more authentic overall and more visu-
ally boring; while Graf Spee is
precisely the other way around,
Meither address the contemporary
problem of rangefinding in any way.
Overall. | feel the ullimate naval war-
game has yel to come. — T.T. s
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Tired of flying your dinky little
Sinclair/Psion Flight Simulation
program? Ready for something
with a bit more muscle? How
gbout an F15 Eagle USAF air-
superiority jet fighter? Yours for
less than eight quid with this
program, guv. No guestions
asked

Fighter Pilot is nothing short of
stata-of-the-art stuff for the
Spectrum. A really impressive
instrument panel is displayed
along the lower portion of the
screen with a full 3D-effect cock
pit view taking up the rest of the
display. Runways and enemy air
craft are rendered in excellent
ni-res graphics,

The instrument panel itself is
masterpiece of graphics with
scrolling and rolling displays,
showing up those cop-out all
digital read outs of some other
simulations. It really conveys the
feel’ of being at the controls of a
real aircraft.

So what can it do? Pretty much
everything short of severely dam
aging any property or life, There
are options for take-offs and land-
ingsiblind and with cross-winds if
you like), flight (with or without
turbulence), combat practice and
actual air-to-air combat, It's even
fully aerchatic — looping the loop
15 great fun|

Instruments include artificial
horizon, flight computer, radar,
compass, LS, thrust indicator
and ammo count. Ewverything
needed to track down the enemy
and give him a severe thrashing

In fact there are so many fea
turesincluded inthe program that
they cover two full infarmation
sheets and make fascinating
reading

In reality Fighter Pilot can't be
regarded as ‘just another compu
ter game’, it is a total experignce,
It has been devised by experts in
the field of flight simulators aided
byguyswhao flyplanesliketheF15
for a living

The program runs in 100%
machine code and is compatible
with all the major joysticks. At the
moment it'sinaclassaofits own
8nd | reckon it'll take some beat
ing.—A.B.

Game: FIGHTER PILOT

Maker: DIGITATL

INTEGRATION

Machine: 48K SPECTRUM
: cagsetta

Price: £7.95

Rating: KKK

= Could Be Better
KK — CouldBeWorse
KKK Unsurpassable

HOIHUM

Biand climbing game that
suffers from gutless presenta-
tion and lack of motivation. The
objectis to moveacrossascreen
cluttered with moving lifts, the
idea being to reach as high a
floor as possible. Should you
manage to negotiate one floor a
little yellow cube will zoom
down and carry you to a new
floor. The graphics. despite a
neat title screen, are very ordi-
nary. Curiausly the documenta-
tion which comes with the game
describes your pawn as a detec-
tive, indeed the difficulty aption
allows you to play either James
Bond or Ruck Furd. but the
character looks more like asquat
John Wayne thanasecretagent.
Presumably a stetson iseasierto
depict than a PPK. It's also a
game reqguiring very little skill, as
success depends lfargely on the
random arrangement of the
moving Kfts. Very ha hum. |
would be well cheesed off had | E:

shelled out hard-earned cash forlle.
it. — 8.K.

Game: SHAFT

Maker: DRAGON DATA
Machine: DRAGON 32
Format: cassette
Price: £7.05
Rating: none

=25

Extremely difficult successor to Airstrike 7 — basically a very pretty
Scramble-type game where you fly a heavily armed ship down a series of
labyrinthine tunnels in order to reach your ultimate goal, a kind of alien
oil-rig. This you then attempt to blow away in the usual style.
Excellent usehasbeen made of the Atari 800 s con siderablegraphics,
and the by now common device of a movement window within the
horizontal scroll allows you a certain freedom of m ovement, A very nice
touchindeedisthe provision of subte rraneanand overhead branches off
the main tunnel . . . though actually getting the ship to negotiate the
entrance to any one of these taxed the abilitiesof e ven themostgung-ho
office denizens to the utmost ii.e. we failed to do it even once). As it
stands, probably English Software’s best title: thoughitwould benice if

Airstrike 3 (if there is one) could manage true bi-directional scrolling 4 /a
Defender. — T.T.

Game: ATRSTRIKE 2
Maker: ENGLISH SOFTWARE
Machine: ATARI 400,800

THESE BOOTS WERE
MADE FOR

ZONGING

Stop meifyou've haard thisone,
but there was this guy running
round inside a maze trying to
gather treasure but being
chasedby all sorts of nasty crea-
tures. What? You have heard it
before? Well_ here it is again/!

To be fair, Krystals of Zong is

ane of the better maze chase are potigns to teleport you to creaturs.
games around. There are eig't  otherrooms or make yourinvisi- You can’'t judge a book by its
levels, each with nine rooms  ble to the nasties. boots to help cover so don’t judge Krystals of

infested by snakes. bats. spiders
and mummias, The treasure is
locked in central compartments
accessed onfy by keys which
must be colfected from the var-

vou run faster (vital because this
game is slow), powerful swords
and maore. ft almost makes the
hassle to get them worthwhile.
As said. the actionizs sfow and

Zong by its theme. You might be
pleasantly surprised. — R.B.

fous rooms. There are also the graphics are nothing to Game: KRYSTALS OF ZONG
swords which temporarily give  scream about but there are S8V- Maker: P55 o, . ]
you the power to off your eral little touches that make the Machine: COMMODORE 64
DUFSUErs. game fun. These include the Format: cas

Surprisingly, some of this music and a cute little sequence Price: £795
treasure isactually useful. There  whenever you get caught by a Rating: KK
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Georgia
Captured

invading his territory and then trying to kill him, so he takes
avasive action by either destroying the ice blocks before
the eggs hatch out. or luring them to the perimeter fence,
which he has electrified, and frying them. If he fails to kill
them within a certain period of time and he has not
destroyed the eggs within all of the ice blocks, more hatch
out and his job becomes even harder.

In one of Silversoft’s best games for quite a while, good
graphics and smooth playing action make thisanenjoyable
and original program which, whethar you use keyboard or
joystick, should keep you amused for some time.

Game: FREEZ' BEES
Malker: SILVERSOFT
Machine: SPECTRUM 48
Format: cassatte

Steal the B ,

izard

are a re pro
ably the Tyran

Price: £595
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MY OATH! IT'S
THE CUBE!

In the beginning there was Pac
Man. He was a little round char-
acter that starred in a smash-hit
arcade video game. He was
considered so cute that he
spawned a rash of spin-off pro-
ducts and even got his own TV
show. Then came Q*bert,
another little round character,
with a big nose and little legs. He
too starred in a smash-hit video
game, was considered unbear-
ably cute and is aboutto gethis
own TV show. Moral: cute round
characters sell video games.
See if you agree with this home,
Intellivision version of Q*bert
Like most good video games,
the idea is deceptively simple,
Hop Q*bert up and down a
pyramid of ‘30" cubes changing
their colour as he lands on each
When the entire pyramid has
been changed it all starts again,
this time with a different colour.
But, of course, it ain't that easy!
There are ‘nasties’ about. They
chase Q*bert all over the
pyramid; red and purple balls to
squash him, creatures called
Ugg and Slick who jump on him
and change cube colours back
again, and Coily the snake. The

Adventure games allow you to
take on the mantle of many
powerful and dynamic beings
and experience strange and
‘exciting things. But are you
ready to become a worm? Naot
Just any old worm but Wonder-
worm (ta, dall who has an
Wrgent appointment to attend
his uncle’s Wormsday party
{more worm jokes to come).
- Our ductile haro must leaves his
comfortable worm hole, full of

find the special keyward
needed to release you fand it
ain’t “skither’ or ‘crawl’). Won-
derworm runs mainly in text but
has some good and amusing
graphics buried within it. Most
of the standard adventure game
commantls are recognised with
LOOK and HELP being of vital
use. This is a game with a sense
of humour and a lot gaing for it.
Excuse me while | work out how
to avoid being eaten by a cow

“;’f,;,’:;}f,ﬁfﬂﬁ:’:f{m’"d Ay B, only way Q*bert can escape his
ing hazards to the party. ~ ‘38me: WONDERWORM deadly coils is to hop on one of
Bspite its cutesy theme this js ~ Malker: HAVENSOFT two flying discs which whisk
an easy adventure game. Machine; Spectrum 48K him to safety while Coily
ed, just leaving the worm : cassette | e '
fequires some thought to  Rating: KKK piunges to his doom

Compared to the original
arcade game, the Intellivision

100D GAME...

-mbarrasing Dialect

ey

home on the range, where the stars and the asteroids play . . . and

sld be more at home on the range than the Beamrider and his trusty
lariat. Dang ma britches, pards, if this ain‘t one of the meanest space
-me-ups | ever did see! You've got to stop a bunch of the orneriest
owlhoots this side of the Crab Nebula takin® over the 99-level deep
icter Shield round Earth. You cansee that dang shield a-stretchin’ way
ont of you. Them varmints starts as dots in the distance but come at
the grid lines of the shield, a-growin’ alf the time. Wait till you see
s of their eyes before you start a-blastin’ with vour laser lariat.
Lookit them critters run! But it ain’t over yet, son. They're smart
be back a-buckin’ and a-weavin’ and blastin’ back at you withbig
They'll also bring some "friends’ with ‘em. Just stand vour ground,
lug away. Send 15 of ‘emto Boot Hilland vou’'llgetacrackattheir
s craft. You'll need your torpedoes fer that sucker. You've only got
 $0 make “em count — and watch out fer them green blockers who'll
fire. Blast the head critter and git bonus points. : :
't stop there, nosirree. There's another sectorand another and
the whole thing just gits faster and faster with a whole passel of
langers. Thishere Beamrider'sa purdy-lookin’game withmighty fine
. Up to four of you rannies kin play and there's action a-plenty fer all.
paﬁdé-; I gotta go save the rest of them 98 sectors. Beam me up,

GHIIIE:H TTamm
Makes. U}*FIEH.

graphics are, naturally, a bit
coarse but otherwise this ver-
sion remains remarkable faith-
ful to the original. The flying
discs spincolourfully, the sound
is good — Q*berteven manages
o swear convincingly whe-
never he is caught. From the
outset control on this game is
not simple as Q*bert can only
nop in diagonal directions but
Intellivision’s infamous control
discs compound this problem
and make alotof practice neces-
sary. Once mastered, though
you'll find @*bert more of a
challenge than you think. Looks
like another cute, round, lovable
figure is about to become a
home video game superstar!
R.B.

Game: Q" BERT

Maker: FPARKFER
Machine: INTELLIVISION
Format: ROM

Price: £34.50 or less
Rating: KK
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CAN YOU BEAT OUR
GREAT GAMES

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

MORE THAN GAMES...

Our FREE catalogue lists dozens of programs
for your Commodore 64 to help you run your business,

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

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

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




" Your missio;f’l; to penetrate the enemy
scramble system and destroy their

headquarters. You will start with three of
our latest spacefighters equipped with
¢ repeating cannon and twin bomb launcher.
" If you succeed in evading the elaborate ground
« & defences, you will arrive at the Cave where flying

y ' becomes Mmore difficult. In the cave are UFOs, after
« " which you must avoid a hail of meteorites. Very few
. 40 pilots succeed this far, but if you do, then you must enter
B %hﬁ Fortress, followed by the Maze. If you manage to destroy
& -Enemy Headquarters, then your reward will be a more
difficult mission! One or two player game.

Machine Language, High Speed, Arcade Action. Full colour

o ggraphics with sound. Keyboard or Joystick control.

-

Available on tape for

" ORIC £5.50 DRAGON 32 £8
.  TANDY COLOUR 8

‘&1 v 2 (Tandy colour version only available at Tandy Shops)

Orders by post to

41 Truro Road, St. Austell,
Cornwall PL25 5JE.

Credit Card Hotline 0726 3456

Selected Microdeal titles are

available from larger w

Stores and

Computer
Shops
Nationwide




It's no
picnic!

But if you go down to the woods today, will you help
Ted get his batteries?

Or will you get bovvered?
Or get the cocktail?

Will you ever reach the 8th round?

Come to that, will you ever work out
the scoring system?

£695

(Spectrum 48K)
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T@ WIN THIS EXCITING PRIZE YOU MUST WRITE A FAST MOVING ARCADE STYLE GAME BASED
UM ONE OF MOUNTAIN VIDECO'™S TOF SELLING ANIMATED FEATURES:'SPACE FIREBIRD',

EE AN ADAPTION OF A GAME THAT YoOU ALREADY HAVE DESIGNED. SPACE FIREBIRD LENDS
ITSELF TO A GALAXIAN STYLE GAME, aND DRACULA IS ALREADY GQUITE POPULAR WITH
ADVENTURE FROGKRAMMERS. WHILE TECHWO POLICE’'S HIGH-TECH TANK SHOULD PROVIDE
PLENTY OF SCOFE. SPFECIAL CONSIDERATION WILL PE GIVEM TO GAMES THAT ARE ROTH
URIGINAL IN CONCEFT AND WELL RELATED TO THE TITLE.ALL THREE VIDEO CASSETTES
ARE WIDELY AVAILABLE THROUGH VIDEG LIBRARYS,AND COMPETITORS CAN ALSC OBTAIN
FULL SYMOPEIS OF EACH PLOT FROM MOUNTAIN VWIDEG AT THE ADDRESS PELOMW. IN
ADDITION TO THE EXCELLENT PRIZE MOUNTAIN WILL ARRANGE FOR THE MARKETING OF
THE WINMING GAME EITHER DIRECTLY OR THROUGH A LEADING COMPUTER SOFTWARE
HOUSE.WITH FULL ROYALTIES T THE CREATOR .ALL ENTRIES MUST BE ON CASSETTE, AND
DESIGNED FOR ONE OF THE LEADING HOME MICRO COMPUTER SYSTEMS. CLOSING DATE FOR
ALL ENTRIES IS 1ST OF JUNE 1984. THE FINAL DECISION WILL PE MADE BY "BIG K'S’
EDITOR , TONY TYLER AND PUBLISHED IN 'BIG K'.

ENTRIES SHOULD BE SENT ToOf-
MOUNTAIN VIDED COMPUTER COMPETITION. 45 MNEW OXFORD ST
LONDON. WC1.

Flease include 5.A.E. for return of dour entry.,

TR T WO O

'DRACULA" OR "TECHNG FPOLICE®. EACH GAME MUST EE UNPUBLISHED,BUT CAN, OF COURSE [—

A Carloon Fanlasy




PROGRAM
EVERY
MOUNTAIN

PROGRAMMERS out there eager to score a
Commodore 64 plus peripherals can have their
chance — Mountain Video (the animation
specialists) are organising a competition with
£1,000 worth of said equipment as the overall prize.
All the tempted tapper has to do is design a
game program to complement any of Mountain's
three top-selling animated cartoon videos:
Techno Police and Space Firebird, two
amazing sci-fi offerings from the Land of the Rising
Sun and Dracula, an amimated adaptation of a
contemporary story featuring that well-known
bloodsucker, star of stage, screen and video

games.

Mountain Supremo Daniel Brant assures Big K
that his company will either market the
prizewinning game themselves or arrange for its
marketing — with full credit, royalties, etc., for the
lucky winner. Closing date for entries will be
Monday May 30.

Entry forms available from: Judy Sergeant,
Mountain Video (Special Projects, 45 New Oxford
St, London WCH.
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They came from out of space to answer
the desperate call for rescue:
humanoids trapped on a lonely moon
and menaced by a monster. One by one
the giant ships swooped in to release
their lander craft. The craft had to find
away to get to the humans — a thouw
off course meant destruction. Many
were destroyed in the attempt but one
jot through. Will you be pilating that

- U L aft? Type in this amazing program
and fight out if you've got The Right

- E 64 Stuff.
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A fiendishly cunning strategy game for 2-4 players. Grab your bricks as they come down t

by Antony Trenker

GAME NOTES

; i d: : rer'sbrickwithyourown. Ifthereisa
stsimply surround another player'sbrickwi n.H ;
il Jsa\-'-‘.runlﬁ --;r'l:rme side the player cannotbe surrounded. He u.illl 1.:|_ni~, d_le
urrounded by four other bricks. You can also surround yourself, so
newara! : = . L )
be':":'-u can play safe by putting your bricksnear th:.-edgﬁ of thewalls n?r.flc-::
a rlrh;q of bricks with a space on the centre. The four in the ring can't be
Sundhndedbutcan5unmuﬂdcnh§r5 o sans o :
You can play arisky game by luring other players into squareswhich they
think will surround you but actually surround them.

REM COPYRIGHT ©
ngawv TRENKER

19
EORDER @ FPAPER B: INK &
CLS

GO suB geg
LET d=1: LET a=17
PRINT AT 1,17:; INK P+2; INU
L d
PRINT AT 2,8, PAPER 7 “HOUE
2:5,)m, AT ®,.12; "PLAYER “"iP
BEEP .1,41
120 IF INKEY$="@" THEN IF d>3 T
1 G0 TO ~PB
THEN IF
=@ THEN PRINT AT 4,
=1: PRINT AT d.a:

INVERSE 1;
159 35 _INKEYS="8" THEN IF aTTR
PRINT AT T

iﬂE.a+1i=\"_'i T _.a}. -
T a=a+1: INT AT d.a; .
2 INUERSE <8 INK p+
SR T T HEN
d,a;
LET d=d-—1 T
(d+1.a3) =0 THEN PRINT F
LET d=d+1: PRINT AT d,a;
2; INUERSE 1:p
15 I1F IHKE‘T%:“{]" THEN SToOp
198 GO TO 16
208 LET P=p 4+1
218 iF—' P=no+1 THEN: LET p=1. LET
h=mn+
226 P k| EHEH GO TO o6

FOR s5=1 TpD 4
O=d+40: LET c=

I ATTR (o,c)=p OR ATTH (o,
THEN GO TO 350

? IF ATTR (D=1
8-1.€1=7 OR ATTR
(D+Y.¢c)=> OR ATTR 5
R ARTTR 1 =-1)=7 DR ATTHE
(O,.C+1) =" THEN GO TO

330 GO To sop
S50 NEXT s .y
39@ GO To 1" ¥ ,
EBB LET ditATTR {0,c))-2)=1
B82@ PRINT AT 0,20;  INK 7; PAPER
i "PLAYER “; (ATTR o.cy-23;" HR
S"iAT 1.20:"BEEN KILLED,™
830 BEEP 1, -4p
PRINT AT o0,c; INK 7; B
LET pe=p 21
IF p=no+1 THEN LET p=1
IF d(p)=1 THEN GO ToO BB
GO TO 1o
PRINT AT 2.0:

P QIR
mﬂmm@mmqm "

LM
=M=
IRV D741

M
Tm=
Moy

138 IF INK
d-1.,a)=@ T

¥ NT d.a;
2; INUVERSE 1;
149@ IF INKE ="8" THEN
RT

o
L

MOE SHEEMME-L_AYER 1

MOVE SHEEEENFLAYER 1
FOR d=3 TO o8

=
522 PRINT AT d,0,
825  NEXT o

838 PRINT AT 1,p;

-1 ol 1 gl: u.u

232 PRINT AT ©,0; INK

o DH‘ d=7 To is

(=11
942 PRINT AT d,8: TNk 7, "W ;AT
_rES_: ll.li

844" NEXT d

a=2 PRINT AT 11,10; INK 7 "I

360 LET p=21

872 INPUT INK 4;"NUMBER OF PEOP
LE PLAYING “ino

Q?‘SE IF no:4" DR no ¢2 '‘THE} GO To

974 DIM d4tno)

850 LET m=1

958 DATA —1,@;@_..‘[,1,.@;@, o |
299 GO To 1b
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THE AMERICANS must be
feeling pretty sick. In rock
music, films, TV and now
computer gaming, the spirit of
True Brit is showing. Now Atari
has chosen a BritProg for its
first international release. Big K
managed too track down the
history-making Briton . . .

JUSTIN WHITTAKER is a
tall, bespectacled 18 year-
old from Staplehurst in
Kent. He exhibits a calm
self-assurance (“I decided
that I'd write a hit game”)
and realistic attitude (*I
wouldn't recommend that
anyone else leaves school at
16 and starts writing soft-
ware, they could be wvery
disappointed”) towards his
work. All this is reflected in
The Lone Raider, Justin's
first game: a skilful blend of
action, excitement and good
play wvalues, utilising the
excellent sound and gra-
phics capabilities of the
Atari Home Computer.

Justin’s computerinterest
began at school with compu-
ter studies, a subject he
didn’t feel he was doing as
well as he should in. So he
went out and bought a ZX81
to help. Through this he
learnt programming and
began writing his own pro-
grams straight away. He
left school when he was 16
with a career as a pro-
grammer firmly in his
sights. But it wasn’t that
easy. A long round of fruit-
less interviews left him with
a lot of spare time on his
hands and, by this time, an
Atari 800 toplay with. [t was
then he decided to write his
“hit game”.

THE THEME'S THE THING
Weeks were spent thinking
up ideas. “Eventually 1
came up with the idea of —
instead of just having a
game, which is pretty mean-
ingless — to actually pro-
vide atheme. I choseraiding
a factory. So I designed the
first screen of the game
around Eetting into the fac-
tory, the middle screen
doing the raiding and the
last screen getting out
again. I built the game
round that.”

Four or five months of off
and on work passed before
the game was complete.
Justin then wrote to Atari’s
U.K. HQ) telling them about
the game and asking if he
could show it to them.

Why Atari and not some
British software house?
“Because 1 had an Atari
computer,” was the simple
reply. Oh.

Atari agreed to see the
game and Justin journeyed
up to their Slough offices to
show it to them.

“They were struck by it the

moment they saw it,” he
says modestly. “Almost on
the first day they said the
would release it.” At that
time, like many others writ-
ing independently for the
Atari, all Justin could hope
for was his game to be put
out by the APX (Atari Pro-
gram Exchange), a service
available only to Atari
owners. Then a few weeks
later came the surprising
news that The Lone Raider
was going out ‘mainline’
with the rest of Atari’s
catalogue.

was dumbfounded,”
says Justin. “It was fantas-
tic because, up to then,
everything was so select

with all the mainline stuff
being written in America.
Everybody says that the
Americans are best and all
that but I'm sure the British
can do just as well.”

Atar agreed to pay Justin
a royalty on each copy sold
in return for holding copy-
right and The Lone Raider
was launched with great
ceremony at the end of
October, 1983, Initially the
game is only on sale
throughout Europe through
Atari International, but
hopes are high for an even-
tual U.S. release.

THE GAME'S THE THING

The Lone Raider is a three-
stage game. On the first
screen the Raider 1s beamed
down from his mothership
and must destroy all the robot
guards to enter the power

factory.

There are ten ranks to
work through. The first five
can be selected but the last
five must be taken in
sequence., Unlike some
games Raider isn't endless.
If you can beat the tenth
rank (“almost impossible”
says Justin) there is a spe-
cial message and tune wait-
ing. But nobody has doneit
yet, including Justin, who
claims only to have eracked
it “. . . by cheating™"!

THE SOUND'S THE THING

The Lone Raider is an
immensely ‘playable’ game
involving the need for good
tactics as well as reflexes.
Sound isremarkablethough
the graphics are surpris-
ingly simple for such a
machine. “Some people
write a game round a gra-
phic technique,” Justin
explained. *They don’t care
about the play value. That
isn’'t the way to doit. Sound
15 one of the mostimportant
things in games because it
affects yoursubconscious as
opposed to anything else.
You can't ignore it. In the
second level of my game the
droning sound really gets
yvou sweating!”

As i fairly clear by now,
Justin is a big fan of Atari
computers. “They'refantas-
tic,”" hesays. “Youcannever
really master an Atari
because there are lots of
little things hidden inside.
You can get 255 colours on
the screen at once — what
other micro can do that?
There’s just so much poten-
tial that's not realised.”

Okay, so how about a few
tips for Big K readers,
Justin? “Get a book called
De Re Atari by Chris Craw-
ford. If you've got an Atari
micro you think yvou've just
got a basic micro. When vou
read that book your mind
will be blown when you rea-
lise what you've really got
your hands on!”

Justin was 17 when The
Lone Raider was released

last year. He's now 18 and a.

freelance programmer
working onconverting some
of Atari’s most popular
games to other home micros
for the new Atarisoft range.
When Big K spoke to him he
was working on Dig Dug for
the BBC anﬁ Electron.

But what about a follow-
up to Raider? That’ll be in
the works very soon and
Justin is sayving nothing
about it other than it will be
an arcade-style game. Fine.
When you're a ‘lone raider’
taking on the awesome task
of cracking the American
grip on software, you're
entitled to a few secrets!

Al
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POCKET THIS \WALLET
AND CALCULATOR
THEN WORK OUT HOW/
MUCH YOUVE

QR Gders Ioe goods supplied through the O Line systerm will e fullilled by Empire 5

Mohanal Westminster Bank PLC 41

SAVED

When you open g savings occount, you want
to keep track of how much you've got in it.

Thats why the first thing we give you when
you open a NatWest ON LINE account is @
calculator, A waterthin affair, straight out of
1985, with o continuous memory that keeps your
balance, even when the module is switched off,

Not that you won't receive six-monthly
staterments of your account, But as an OMN LINE
Codeholder, you Il have the chance to buy the
things you want through a special telephone
ardering system. And since you can't buy what
you can 't afford, you'll need to know how much

you can spend before you pick up the phane.

The calculator comes in g stylish wallet
along with your Codeholder card. On this card
you will keep your personal number - the one you
must quote when ordering items from the
exclusive catalogue you will also receive upeon
jcining the scheme,

The catalogue contains a wide range of
specially selected goodies, including electronic
games, cameras and even a parfable TV

Of course, you don't have to buy from the
cafalogue it you don't want to. Leave your
savings inyour account and they will accumulate
interest” And we won't deduct income tax from
the interest payments - unlike the building
SoCietes.

As an ON LINE saver, you will regularly
receive 0 speciol mogazine containing features
on music, careers and fashion.

You don't need a colculator to tell you that
oll of this adds up fo a pretty impressive
package.

To open a NatWest ON LINE account, you
need £3, of which £2 covers membership.

Crop into your local NatWest branch today

and do if,

«v NatWest
The Action Bank

15 SCheme s avinlatile 1o anyapplicant woder the ogeoct 19
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The innards of TIME PILOT.
Beneath the tube are the TV transis-
tors and transformer. Left:
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occasionally a burned-out ROM ) hands of demented a
as aresult of cute (and :
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Various wiseacres.
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1 This BATTLE Z0ONE (abowve) had
its joystick panel wrenched
clean away by desperate
manoeuvering. The MR DO
[below) had a faulty power supply,
now updated to switch-mode.
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DEFENDER IS THE quintessential
Atari VCS cartridge. It has an appeal
that’s lifted it far above the faddish pop-
ularity of other games, and since its
release remains pretty much une-
qualled as the ultimate 2600 challenge.

The cart is an adaptation of an
arcade monster first unleashed by
Williams Electronics, a company until
then best known for its pinball
machines. Defender strolled into the
arcades during the Christmas of 1980
and revolutionised coin-op warfare
overnight. It was the first game to bite
back! The ferocious attack of Baiters
and Swarmers made the old plodding
menace of Invaders seem positively
homely. Arcades had suddenly
become grim-faced arenasofmerciless
sz_awping at those slick wristed
Jefender wizards who stood night
after night happily enveloped in a
dazzling display of pixels. | was jeal-
ous! | had no idea what was going on,
The sheer speed of the thing was
overwhelming.

Fearsome Nature

Defender is an extremely complex
game to master. The cast is without
exception the most malevolent ever
assembled on a single video screen.
But when Atari announced their
acquisition of the title for the humble
VG5, I fairly groaned at the prospect. I

No.

1
DEFENDER

mean, there wasNOWAY such a killer
machine could be crammed into a cart.

Was there?

Thankfully 1 was wrong. Not only
did they cram it in, they produced a
game with almost identical play tothe
original! Atari programmer Bob
Polaro achieved a minor miracle by
reducing 26 kilobytes of 5 button, 1
joystick mayhem into the heart of a
Pong-sized cartridge. Indeed.
Defender is — | guess — the single
most successful conversion in the
entire 2600 library. A bona-fide
classie.

Armageddon

Earth is under attack. Hostile
aliens, ironically attracted by a
‘friendship’ signal beamed by us into
deep space, are descending in waves.
Civilisation is being razed to the
ground. It's like some George Pal
movie come to life, Only you, in the
cockpit of the Universal Space Ship
Defender , remain as the last line of
defence. Did I say defence? Wishful
thinking. Those ominousblips on your
scanner herald Armageddon. With a
defiant sigh wour ship accelerates
across the horizon. It's time for
action...

Defender’s inherent challenge lies
in its cast. The aliens come in six
shapes: Bombers, Baiters, Landers,
Mutants, Pods and Swarmers.
Bombers are the quiet types and cause
the least of problems. They tend to
drift quietly down the screen and are
quickly picked off. Baiters are just the
opposite. Their undramatic appear-
ance belies a fearsome nature. They'll
hunt you dogmatically until either
they wipe you or you wipe them. Their
attack 1s both relentless and deadly.
They also manage to distract vou from
the activities of the Landers, whose
main aim is to kidnap the Humanoids
who live in the city below. Once kid-
napped a Humanoid will be trans-
formed into a hideous mutant! Should
the Landers abduet all 5 humanoids
then you're in DEEP trouble, as the
earth is destroyed in an apocalyptic
mutant takeover.

Obviously your prime concern
throughout the game must be to pro-
tect the humanoids and preventsuch a
catastrophe from happening. Pods are
considerably less fearsome; they just
float around the screen in a tempting
manner. However, should you sue-
cumb and blast one it’ll erupt into a
fistful of heartseeking Swarmers! By
way of defence you have only lasers
and smart bombs. Defenderis no game
for cissies.

OK, now that you're fully briefedit's
time to shake some action. Screens 1
and 2 are regulation shoot-"em-ups.

T BAMES DF OLIR TIME

The aliens have yet to pile on an
pressure and neat flying will enahle
you to crank up a respectable score
Remember to kncok out the lone
Bomber immediately as this elimi
nates any possibility of an accidents
collision (very humiliating) and watch
out for descending Landers. On the
lower levelstheymoveatanunhurried
pace and so are easily shadowed. Let
the Landers abduct the Humanoids
and then — as they ascend the scree
for home — blast 'em. You'll beable to
catch the fallinghume and claim 1,000
points per hit. Make the most of this
strategy here, though, as it becomes
impossible on later sereens.
From screen three onwards
Defender begins to play tough. Land-
ers move about the sereen with uncom-
fortable speed and the Baiters begin ta
ﬁgt ratty. Me, I always begin bysma
mbing the two pods. It's possible to
catch both with one hit and this saves
the hassle of outflying Swarmers later
on. Never —ever —skimpon the smart
bombs. They're easily replaced and
only foolish (or brilliant) pilots store]
them. Just let the suckers fly. Asl
before, your main aim is to protect thel
Humanoids. As soon as you hear thell
garbled cry ofa hume beingkidnapped}
check out the secanner and move. E])Jnly, |
having shot the Lander and caught!
the hume, don't bother to put him|
down. As long as you've a Humanoid ;
clinging to your belly the population |
will be safe. The other Landers won't||
try to kidnap anyone else. '

C Nervessciny )

A peal of VCS thunder heralds the
Mutant takeover of Earth. This terri-
ble event occurs the moment those
filthy Landers succeed in abducting
your entire population. The city is
vaporised in a cheapo flash and
swarms of crimson Mutants loom on
the horizon. This is no time to panic as
you'll need to survive 4 screens of
Mutant Hell before Earth is restored r'{a
miraculous occurrence, I'm sure you’ll
agree). The cart thoughtfully provides
Nﬁtant training missions which’ll
help you practise for this nerve-
racking occurrence. Once again, work
carefully with your scanner and keep
on the move. Remember that a sudden
change in direction will confuse the
scraggy beasts and so allow you time
to line up a healthy salvo of laser fire.
And, of course, if things gettoo hot you
can always hyperspace away. (The
wimp’'s way out.)

And so goes it goes. The ultimate
challenge. The appeal of Atari
Defender clearly goes far beyond that
of lesser shoot-'em-ups. In fact,the
complexities of the onscreen action
can so absorb the player that it almost
becomes an intimate experience. Only
try and express that excitement to those
in the outside world and they'll think
yvou're nuts. It's the first true classic of
the video era. And the only cart guar-
anteed to make vour feet sweat.

Play it in ¢lean socks,

STEVE KEATON
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Silica Shop the leading mail order specialists in the Video Game and Home Computer world are

range of over 200 cartridges to fit your Atar VCS, over 90 of these are priced at under £10. so th
may well be wondering how we are able 1o offer so many cartridges at such good prices. Well 5
over 5 yedrs and with a turnover of £1.5m and over 35 stali, we are able to make bulk purchas
delivery service on all software and Postage and Packing is totally free of charge. Should
have a 32 page illustrated catalogue available free of charge. We are currently running a
cartridges. All offers are subject to availability and full details can be found in our .:}Htm{;.

undersold, we u_cili normally match a competitors price ﬂ-ru:u'.riﬂirj-g they actually have the goods in stock. Silica Shop runs an Independent Atari VC5 owners club
with regular mailings to over 35,000 members. These mailings include detailed game reviews on the extensive range of Atani and third party cartridge releases. So
complete the coupon below and send us your order, or your request for a FREE copy of aur catalogue and we will add your name to our Atari VCS mailimg st

E.T. £4.95 x MISSILE COMMAND £7.95
RAIDERS OF THE LOST ARK £8.95

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

£7.95

£9.95

£9.95

£14.95

£22.95

£27.95

ATA
00K AT THESE PHICES:

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

pleased lo offer you some really amazing bargains, We have a
ere’s plenty to choose from if you're looking for a bargain, You
Hlica Shop have now been specialising in Atari game software for
&5 al lower prices than many of our competitors. We offer a 48 hour
you wish 1o obtain further details on our extensive cartridge range, we
‘buy one get one free’ offer on many of the Activision, C.B.S. and Parker
gue, 50 send for your copy now. It is our aim to never be krowingly

£27.95

£4.95
ET
£5.95

Boxing
Freeway
Kaboomd

Laser Blast
Skiing
Stampede
Tennis

£6.95

Air Sea Batlle
Bamnslorming
Brain Games
Bridge
Challenge Mexar
Chopper Cammnd
Demons ta Diam
Grand Prix
lce Hockey
Maze Craze
Night Driver
Starmaster
Warlords

£7.95

Advenlire
Breakout

Haunted House

SILICA SHOP LIMITED, Dept BIGK 0584, 1-4 The Mews, Hatherley Road,

Mizzile Command
Pinball [Videa]
Soccer
Yars Revenge

£8.95

China Syndrome
Bangster Alley
Mazter Builder
Planet Patrol
Raiders Lozt Ark
Tape Worm

£9.95

30 Tic Tac Toe
Asteroids
Astro Aflack
Baskethall
Battlezone
Berzerk
Black Hole
Bowling
Capture
Casino
Checkers [Video]
Chess [Video]
Circus
Codebreaker
Commun Mutants
Dodge’'Em
Dragonstomper
Oream Flight

Escape Mindmstr
Felix Return
Fireball
Fire Fighter
Forrest
Frogger jc]
Galactic
Galaxian
Goll
Ground Zero
Indy &S00
Killer Sattelites
Labyrinth
Malia
Manic Puzzle
Miniature Goli
Mizsile War
Mz Pacman
Mympics [Video)
Othello
Dutlaw
Overkill
Pac Kong
Party Mix
Phoenix
Rabbit Transit
fea Master
Skin Diver
Sky Diver
Sky Scraper
Space Eagle
Space Raider

Space Robot
Space War
Squirrel & Snail
Slar Raiders
Suicide Mission
Super Breakout
Superman
Survival |sland
Sword of Sarns
Time Machine
Time Race
Tom Boy
Trick Shot

£13.95

Combal
Math Gran Prix
Missile Cantrol
Surfers Paradise

£14.95

Atlantis
Commando Aftack
Cosmic Ark
Demon Attack
Dragonfire
Eggomania
Fatham
Gopher
Infernal Tower
Lost Lugnage
No EsEang

Oclopus
Ficnic
Racquetball
Riddle of Sphinx
Solar Starm

£18.95

Alpha Beam
Backgamman
EiE Birds Ego Ctch
ookie Monster
Defender
Football |Realspit)
Snoopy/Red Baron
Sorcerers Appren
Tennis [Realspls)
Volleyball [R/spt)

£19.00

Supercharger

£19.95

Jawbreaker
King Konp
Marauder

Miner 204%er

Palaris

Sky Jinks
Springer
Threshald

Oemolition Herby
Jungle Hunt
Kangaroo
Ram It
Shark Attack
Space Invaders
Stargunner
Vanguard

£24.95

Fast Food

£25.95

Laser Gales
Moonsweeper

£27.35

ACTIVISION
BUY" DNE
GET ONE™ FREE
Decathion®
Enduro*
Keystone Kapers®
Megamania®*
Dink**
Pitiatl*
Plague Attack*"
River Raid”
Robot Tank®
Seaquesl™
Spider Fighter**

C.B.5.
BUY ANY TITLE
GET ONE"" FREE

Carnival**
Donkey Kong™*
Donkey Kong Jnr**
Gorf**

Mousetrap
Mr Do
Smurf**
Solar Fox™"
Time Pllot
Venture™*
Wizard of Wor**
Zaxxon

£27.95

PARKER
BUY ANY TITLE
GET DME** FREE

Action Force**
Amidar**
Empire Strks Back
Frogger
Jedi Areng**
Reactor**

Sky Skipper*"
Spiderman*

REGENT RELEASES
BUY ONE GET
ONE FREE OFFERS
00 NOT APPLY
TO THIS SECTION
Centipede
Crystal Castles
Dig Oug
Frosthite
H.E.R.D.
Mario Brothers
Millipede
Moon Patrol
Pac-Man
Pengo
Pitfall It
Pole Position
Space Shuttle

£29.95

PARKER
BUY OME AND
GET ANY** FREE
CARTRIDGE
FROM £27.95
SECTION DN LEFT
Death Star Batle
Popeye
Super Cobra
Tutankham
0" Bert

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

C A kR B B B B B |
ORDER FORM:
O Please send me a copy of your VCS catalogue

1 Ialready own an Atari VCS console
L1 I am considering purchasing an Atari VCS console

=

&

ADDRESS:

M/ Mrs/ Miss:
Address:

Postoode

Sidcup, Kent, DA14 40X Tel: 01 309 1111 or 01 301 1111
[l Please send me the following goods:

aTyY

TITLE

O | enclose a Cheque/P.0. payable to Silica Shop Ltd.
00 CREDIT CARD - Please debit my Access/Barclaycard/

Visa/American Express/Diners Club Card

Card Number: _
. R B R B R RROR R

Hew 3

CE L L P R T

Ta: SILICA SHOP LTD.. Dept BIGK 0584, 1-4 The Maws, Hatherley Road,
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GOs uﬁ 2800: FOR I=1 TD 2O000:MNEXT
FRINT"LCLEAR s DOWMNE]

YOLR FIECES GRE DEMOTED BY ﬂ
FPlN]”EhthT"*JTHr COMPUTER?S HY "

STEAT, 9y,

FRINT*CDOWNITO CONVERT A FIECE TO
YOUR SYMBOL YOU

FRINT"LRIGHT3IMUST TRAF IT-HORIZON
TALLY, VERTICALLY";

PRINT" OR DIAGONALLY - BETWEEN TWO

El

wla

FRINT" [DOWNIMOVES ARE ENTERED a5 R
OW, COLUMMN - E, 3.

PRINT"[RIGHT3IF S5, C 8 ETC..TO DEL
ETE THE FIRST

FRINY“[HIEHTEJEHHHQCTEH,

FRESS THE °DEL* KEY.
FEINT"[DOWNITHE WINNMER IS THE OnE
WITH THE LARGEST
FRINT"[LRIGHTIIRESULTANT MUMBER OF
FIECES.

FRINT"[DDOWNIIF YOU CAMNOT MOVE -
2 o A
140 PRIMT"CDOWNIIF YOU CANMNOT MOVE -

TYFE

TYFE

3 |:|,

150 PRINT"[RIGHTZIFOR FLAYING LEVEL

2

140 F’I—-.'].NT“’D!]HNJHTI"-"H' AMY KEY TO 5Ta

TYFPE *° L
RT
170 GET A%:

180 GOSUB 2400:PRINT" COOWME, RIGHT4]

AT WHAT
CDOWNT
FRINT
Y
200 GET

190

A&

IF Ag=""THEN

1

ran)

LEVEL OF cCome I..E.}f'I"“rr Ly ol

N=RMD(1): IF

"THENM 200
<10 CF=VAL (Y$) : PRINT I LEART" ;
""‘D BE="ARBCDEFGOL "
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._4'2."
s =0
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ZhA4 4 =0z Z%(4,5) =17
: 275, ) w0

P THCY Dy =

w15

LAy =1

. o B |

.|

!
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220 FOR I=--1 10 1:FQOR J==1 TO 1

330 IF I=E0 THENW IF Jd=KO THEN 350

S0 LK S 1) =T L Ok, 2 =d e K]

390 MEXT:MEXT

360 DATA 1000, 2.5, 10, 1, Lo 10, 205, 1000
370 DATA: oS00t o1y o 301y oy o THEL,

e O —
A |

ZED DATA
290 DETA
A0y DaTm
410 DAaTé
420 BATA

By e
e ow ol

430 DATA 1000,2.5,10,10,10,10,2

4840 FOR I=3 10 &:FOR J=2 TO &
s T, JY =kl s NEXT:NEXT

450 P=op =]

460 GOGSUE 910

470 PRIMNT Vi#;

480 IF FN A(2)=2 THEN 510

490 PRINT"MY MOVE FLRST®

SO0 H=2:E07T0 14610

L0 PRINT"YOU HAVE THE FIRST MOVE

920 M=1:PRINT V&;"L[DOWNZ2IYOUR MOVE “:
WE: "CUFP,RVS] CRVOFF , LEFTIY:

530 GET A%:IF A%<"A"0OR ﬁmh”H”]HLN IF
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o900 NEXT:IF A=%9 THEN &0
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SO0 PRINT"LHOME 1" Wds W Wiz
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the listing
below and
RUNE.
Please note—
Commodore

graphics have
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translated into
easy-to-under
stand commands

&30 IF G=0 THEN Ma=0:G0T0O 1410
SHA0 FRINT Ve "STOF CHEAT ING
HMOVE" : GOTO 520
L5000 IF 22X A, By=2 THEN &BO
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FRINT" _fm“
{10 o

FOR 1=
FRINT"  “;MID$ (B$,1,1);

YO Céak

[= 0

&0
AHEO
i o)
7
716
S0
7ol
P Th]
Pl tkl GR YrER T
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Continued on next page
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Also from
MICROMEGA:

DEATHCHASE
LUNA CRABS
HAUNTED HEDGES
STARCLASH

All £6.95

for the

16K or 48K
Spectrum

Trade Enquiries:

Microdealer
0727 34351

Websters
0483 52222

Tiger
051 420 8888

Pinnacle
D489 73144

3-Dimensional arcade strategy r"@?‘
on the 48K Spectrum— £6.9g =

Compatible with Kempston, Protek/AGF,
and Interface 2 joystick types.

cikcable at:

/
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STEVE KEATON, who’s been
playing the darn things with an
obsessiveness that borders on the
insane — ever since he was a little
bitty hack — girds up his loins,
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(geddit?) and introduces us to this
wide andwonderful world . . |
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insane.
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thing inane i
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apparent x n. They're a
curious band. And rather
disturbingly . . . they're

wing!

‘he adventure is
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ax and infuriate
you, challenging your imag-
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well drive vou nuts.
leeding several weeks to
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ture will transport s
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ent ball game from Invader
slayving.
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in some sub Gary Gygax
Dungeons and Dragons sce-
nario, peopled with ores and
other ‘orrors; however, a
great variety of locale is
available. There's nothing
to stop vou loading up an
adventure in the Wild West,
or on a hostile alien world or
even one withintheconfines
of Number Ten. The choice
15 both bizarre and huge.
Newcomers to the club are
quite likely to feel swamped
by choice.

One's first adventure is
always a memorable expe-
rience. The thrill of the quest

setting the scene for your
subsequent mental collapse.
[t's most important not to
get lumbered with a duffer
on your first outing, it could
scar you for life. A personal
favourite of mine is VEL-
NOR's LAIR (which runs

on a 48K Spectrum from

~4

N _ﬂinte‘d"

_

Quicksilva). It's a classi-
cally styled text adventure
that pits vou against Zom-
bies, Ores, Goblins and
sundry in a chilling search
for the Black Wizard Velnor.

[t seems the old goat has
taken refuge within the
Goblin Labyrinth of Mount
Elk and is about to realise
his one great ambition, to
become a true demon on
Farth. Naturally this
causes much consternation
amongst decent thinking
folks. Only you can thwart

his plan and save mankind!
It's a marvellous Sword and
Sorcery romp with a wry
sense of humour.

The game allows yvou the
choice of a character. You
can play a priest or a wizard
— both of which have spells
at their command — or a
brawny barbarian, who,
hile being shortchanged

g4 the smarts department,
aan slug it out with the best

of 'em. Naturally wishing to
emulate my own physica
prowess and stature [
played the game as the
latter. The adventure is
wonderfully scripted and
delightfully friendly, which
makes it an ideal initiation
for tile newcomer. An tilw F(liile
not being exceptionally dif- >
ficult it does possess a L5
number of those infuriating
mindbenders. The toughest
of which is without doubt
the crocodile infested river.

L

It's giving nothing away to
say that the log-like fiends _g#
have got to be fed in order for £§4
you to pass. Butwith what?1 [Eig
spent E]Uﬂd}’ ages puzzling §
over it.
Having found both apples i #|
and flour I concluded that
the only solution was to
bake the ravenous reptiles
an apple pie! Needlesstosay
this was way off beam. Thein
culinary bent was of a fag

Continued on page 54

fearg :
legg ¢ nd nog Tor Ome]
game. Play 18, othe [ "SS8. (gp the 8pin
;;E;nnmsaeurs willn hiddep, gazﬁ‘_;” find Meyjj,

1ONAG -
Downed whﬂe‘ﬂ;li .:?nr
Tl * nee mis 1 £
A st poneteate the e K
stronghold b cmys
attemptm?ffmught island.

the perl ]
[gh h},rt':;he way, don't da;'lly

with loose native W

g T- -




e T e AR P T L) Mo =swfiou

Wk e =
T MR ST Ty | — . . W = . [T

al

inf
50
tio
or
WO
th

VLWEh+ TL ~g0a - S T
=P 0w =M=~ 0T AL b HEN
0 0w -~~cm >uowe oog t:ome ;
= Lfdees= Lol gg G f=mr : 0
“ o oafL® D mne. - Ci e~ o
Lo = R L =am ol o8 oc
n ST WeTws P 1= - Ve B oa O
M ~ue O =IO C e LICA8 |k
H
ﬂ
F

R

7.7,:1,4,1,3,0.5,0.8,5,

bl 17
i L=
Lom=
=T
Rl B
=g ==
=
L
Bl =
wWe
i =l e
oAy
W =330
b b D LW
[

DA000.08040
b T T B T O]
0T D
ok bk

=1 TQ 13
“spate wpanu
4y of bronz
EoheES

ke
“bLroten video

“down',"wes
heap

fror
auth™

=5 #0NIowwesm agl MSGSwm
Wembm: 2 3 131 =wuLc 0L P = 0wl
Cliva ==|BCEC ~ = um T @ wh
wLacOdmL »WalOSm: 2 e [ =T ]
c 3 DM LS L T @ AR Smm- a0
AL MO AT ALY e G- | A MocLCche~(E
S MEMAY @@ L M2t sPwaX B oL -0m Ol *we® 8- F=acc-oc0
WML CmXeTUup=0- : E OVe: Zelilladdd: @ NCc: L@~ g: an o Tm Ul
UOENDaOD G ~t@desf e WLHANZ LA *@E B i Wemo ~ Ul om—T = T
M L= simBluee X o s LI A AOCUT = v @ STRUS =B O X G AllsacHuer- W
Colldmefi COW: ! v siosLud..8 g2 e sull-oa: & Mg sgx W Y g T Ol e Da
Pl Z 5000 e x @ OW s osgLd ~OB W LIS 1] | fxe
DETEAOw—: g RPOA-ES8 ~u00 4 OOCTMA: Wi =M O30 E ol s
mrr DW=l mOL D O% MWD I “WE o kg TIL: QLB O ~@=ZE
o Bouw "EHE 0 =—TU@ & L UTITAD Tl " -8
_ag: ST o e VCoe VUCTN £ TWas  “E DO o o
LITL ITEIN3~CCIZ~k«LIL kC: M |[~CMuHTT FavouCulLe~Dolre Fr#kUcccTT -
WL aE I-4LofUHBCAUHOEM »3 Cwu-uslHALY <00 TOG= OOl <dliHGTES G 6liHoE
el ve~Eoa0nralon: Ol-galolonm vadd Ja =] Oomors OO0 MUIEO-0
T ~lww ] W es=tz : pL@ il =< Tha & UcsxoHT c«o lal adad 3 o
clf2 PEWGmom: MEOG: OGIE: anmwud BESDUEC~0NEBruuLY ) wu=0ETE~ aH NS
XMW= QAL sl O et D PEO=afUEGL - MG vEHUNme L @ MOonN
A nf T - T - AP e g SrAEIEEAIA L0 eI s
P K e shad.iEtu:grnc Ud“"sEE

R
R
R
R

Ed

Y adwventuie
ces when enter
FOR a
FOR a=1 TO 7:
oF
it wrapper™
FOR B=1 ToO g2a

w?
u
=]
o)
T

Lo
e
a
USSR
UaR
us
us
us

r

=}
m
o
L |
i

B:E(m;ﬁ‘; 1!"J34Er
FOR a=1 TO 13:

B
#
skl
POKE
POKE

2,3):
POKE
POKE

148 DIM 13 :
HEXT &

ERD 4 ta);
171 RERD
172 RERD




[[]
L o LT
3

[T Jem LN
RO~ " ~An3mI

EHW =0T —~emeTn

FO00 M@l m<

WrY odewn-
LT ]

-k

e -, AT e L ER

ng Xtra goot:

Xtra Lo
uarm -,,r.-_}l,.lf‘s

suggest yo
don'ttry

This superb adventure has a randomised
structure thatgives youadifferentgameeach
time you play. It also means you can collect
almost as many items as you can find, in an
infinite number of rooms. Needless to say,
some may be of more use than others.

The game includes a replay option, instruc-
tions, on-screen score and hi-score, plus a
graphic visual of your current location. The
vocabulary is reasonably comprehensive for
the size of the program and a wvariety of
responses are catered for. So investigate
while you explore — and if you get desperate,
try typing HELP

180 DATA 7,182,088 .8,167, 189, 78,

o] ;
Qéal DATA 4,B84,65,132,168,37,.80,

182 DRATR 5,64 ,146,18,16,16,089, 1

e
13 DATH 4,84 ,188,169,19,144 ,80

iBd CATAH l.E&,&@.G7,SE,?E;EB,E?
i85 DATA 7,192,164 ,69,36,72,11=2

166 DRTA 2,1BB,228,71,40,40,144

;18
*igg CATA 31,240,244 ,79,40.,49,24
189 REM 2&1 Up Arrays et

1@ DIH i51232): POKE ESEHQ 4.0
LET hisco=@: DEF FH zf-}=INT TRMH
Diz) +1

1989 REM introduction

209 BORDER 1: PRPER 1: CLS : M
K &: PRINT INK 7;" UELCOME T
0 ALIEN CITY": PRUSE sS@

210 PRINT ""IMSTRUCTIOMS": PAUS
E 58: PRINT "We“re Llostl in & s&r
188 af rooms and must find a way
to gscape. Give B€ instruction
= dnd I'LL domy best L0 help, bu
L be a8 briefr"-

228 PRIMT “as possible (mostly,
one or two word orders). I fFoun
g SOne iteme lying around %bu ey
pant to collect.Some ook mo
re valuable"

L 2238 PRINT "thaph others. I also0
found that going batk the way I

CEME wOon~ 1 NOrpdLlly return He 1t
0 the room Iexpected.It s BN end
Agss WaArren.

240 PRUSE 185@8: PRIHT "SCDORING™
PAUSE B&: FRINT “"NHotice how 1he

Score changes as You investigat
T HISCORE i tovrad®™

2D PRINT "score diwvided by tat
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HISCORE.'

2606 1—"!-'-1'.-’5& 203 ; F'F!IH]' INK B; "I'm
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THEN FPRINT IMK G;RAT 21,8; "HDo mD
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299 REM locatlion s&£1 up
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=
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more disgusting nature

than that!
Of course new adventur-
ers may well withtocuttheir
teeth on one of many text 'n’
graphic games currently
dominating the market;
after all, they certainly seem
in wvogue at the moment.
However I would cheerfully
put my head on the line and
advise against it. Very few
of them are suitable for the
uninitiated, not because [
think they're particularly
bhad, just BORING. Believe
me it's no fun watching a
location slowly redraw itself
for the umpteenth time! It
can put you off adventuring
FOR LIFE, if not longer.
That said I'll now contra-
dict myself by recommend-
ing the text'n’'graphics of
PROJECT VOLCANO (for
the Dragon 32and 48K Spec-
trum from Mission Soft-
ware), It's the firstofawhole
slew of games which you, as
a member of the Mission
Secret Agent Club, will be
invited to participate in.
Apparently a top secret mis-
sile command centre has
been discovered hidden
below an extinet voleano on
the Rumanian and Yugosla-
vian border. It represents

the heart of a massive mis-
sile complex covering the
entire Soviet block and you,
as a budding Bond, have
volunteered to disable the
place.

The game comes complete
with an extensive briefing
kit and is enormous fun.
Says Mission's head
honcho, Brian Goldsbrough
{otherwise known as Com-
mander Q) “We're inviting
players to become part of a
Secret Service, offering
them missions which will
lead all over the world. It's
not like a one-off game, it's
an invitation into a role-
playing situation.”

Nicely drawn

Less impressive is the
loudly heralded TWIN
KINGDOM VALLEY (for
the Com 64, BBC and Elee-
tron from Bug-Byte). Unlike
PROJECT VOLCANO
which utilises a small gra-
phics window, VALLEY
etches oh-so-carefully over
the entire screen, and while

some locations are nicely
drawn a great percentage
are nigh on indecipherable.
Playing the thing rapidly
degenerates into a “Gee, |
wonder where we're meant
to be now?" kinda situation.
A woolly adventure if ever
there was one,

Customs

Adventuring itself is
something of an art. The
game has evolved its own
rules and customs, the
awareness of which can
make all the difference
between successful plaving
or total humiliation.

Here's a few simple tips to
help you on vour way:

*Always check your
inventory before embarking
on an adventure: you never
know what could be clutter-
ing up your pockets,

*If you're given the choice
of friendship or violence
when encountering a crea-
ture, always opt for the
former. Good manners
sometimes reap rich
rewards. However, if vou're

offered no such choice des-
patch the thing as soon as
possible, No point in play-
INg coy.

*Don’t believe all you see.
Should you see a rickety
bridge across a chasm, you
can bet it's not there to help
you cross! Avold the
obvious.

*Read signs, and if they
sound odd, say them out
aloud.

*Examine or search
EVERYTHING. It's there
for a reason.

*Wear whatever can be
worn. Helmets, gloves
ﬂil) ers. Tog up well,

E[Eil_‘l yvour progress, This
15 an absolute necessity, Use
graph paper if you can and
mark each location with a
descriptive note. DON'T
attempt to draw the descrip-
tion of the locale, it doesn't
work that way.

*Swear continuously.

Following all this and
yvou'll soon be in business.
The club’s an odd one, but
there's massive fun to be
had. Happy hunting, gang.

(%)
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THE GAME is coming — it's
going to be Tron's Revenge on
millions of prime-time Satur
day evening TV viewers. After
this videogames quizshow
watching TV or playing your-
self will never be the same
again.

It's nothing to do with educa-
tion (ala Beeb). Ortradition.It's
got everything to dowith fun ...
and the future. What will begin
thiz coming autumn as a novel
quizshow could well go on to
become the first-ever fully
fledged interactive TV,

John Meade is producer of

The Game at Yorkshire TV and
he would only give out a few
guarded hints to BIG K about
what to expect: “TV is such a
dirty game,” he explained. A
pilot programme was shot in
utmost secrecy. But Steve Lov-
ering, a creator of The Game's
concept, did peel back a little of

the protective coating onwhat's
already being called VTFX —or
the effects of modern TV,

What these men have done is
to put together the integrated
digital technology required to
merge signals from a video-
game with both live studio film
and preshot location film to
create asingle collage, And they
decided first to apply this tech-
nical genius with showman-

ship and panache in a giant
leap towards The fultimate)
Game,

“Iwant competitors to be able
te play from their armehaire —
its technically possible today,”
said Lovering. “It will happen
as the concept of The Game is
integrated at higher and higher
levels.” He's the creative direc-
tor with the giant Hutton Com-
pany {who design the ads), A
professional visionary,

Imagine the screen. You'll be
sitting at the keyhoard playing

a game first off — viewers at

home will see a split-screen of

vou playing the videogame, and
the videogame screen action as
well., But anvbodv who's
watched darts on TV will know
that this kind of presentation
can get preity boring,

Next stop

The next step will be a televi

sion first anywhere in the

world, employing aQuantel dig-
itized graphics system, like that
used to annotate itemsinaflash
on News-at-Ten, or tocreate the
flying Channel Four logo to
pick up the player's image from
the studiofilm and merge himor
her into a complete videogames
frame: the Space Invaders
appear actually to attack the
plaver.

Toenhanee the feeling of real-
ism, contestants on The Game
will be dressed fur whatever
period the videogame seeks to
depict. But as you can well
imagine it will still look like a
badly cut film montage. So a

Writing your own Adven-
tures isn't as arduous as it
used to be, thanks to a neato
invention called The Quill.
Commercial adventure pro-
grams written with the aid of
this remarkable system are
already appearing on the
shelves,

DAVE RIMMER has been
getting his fingers inky . . .

THE QUILL — price a mere
£14.95 — issimply brilliant. It's
an “adventure system” that
provides yvou with all the neces:
sary mechanics of a text adven-
ture — 225 possible locations,
objects, events and so forth —
but leaves it up to yvou to decide
what the locations are, how
they connect up, what objects to
find, whereto leave them andso
forth. In short, you write vour
own game, And that, frankly, is
more fun than playing most of
them.

If, like me, you're fed up with
the standard sword 'n’ sorcery,
kill-the-goblin-find-the-
treasure plotline, then this
thing is a Godsend. It can be

anywhere and involve any-
thing vou want. You are limited
only by your imagination and
sense of humour and — |et it be
said — by certain builtin
parameters of the structure (on
which more later) that are I
SUPPOSE Necessary,

A friend and [ spent two
happy afternoons recently writ-
ing a pame based on a mutual
aquaintance who's always
depressed. The ohjectis to cheer
vourself up by visiting friends,
gninrz shopping, dealing suc-
cesstully with parents, coping
with yvour job and the like, Not
as simple as it sounds. Getting
into Marks & Sparks to buy the
thick and creamy woghurt
rou're going to needlateron can
i)e as difficult as bridging a
bottomless chasm or kilﬁng
that belligerent goblin, believe
me. Naturally, by the time we'd
finished it was crawling with
injokes and comprehensible
only to about three other people
in the wholeof Britain, but what
a hoot we had doing it.

Despite what the manual
says, there's no need to plan
evervthing out beforehand. In
fact it seems to be more fun if

¥l URKE &
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finishing touch will be added:
seenery provided by pre-shot
loeation film which is added as
a third layer to the digitized
Quantel frame,

The overall effect i1z one of
“believable realism,” according
to producer Meade, [t was his
job to shoot a pilot for TheGame
inJanuaryofthis vear, in condi-
tions of utmost secrecy. This
first programme, which will
never be screened, was called
The Quest for Abigail — aspoof
on the Holy Grail story.

Adventure

An Oxford-based games soft-
ware house called Insight Soft-
ware prepared an adventure
game especially for the pilot:
this adventure houseis destined
to become a big name.

A live edition of The Game
would entail three distinet
sequences which follow the
adventure, First of all the con-
lestants must guess the period,
location or flavour of the story
— it might be anything from
outer space to the inside of a
molecule, Next, they will pro-
ceed through the adventure's

“you start out with a vague idea
and slot in the mmdjlexities as
they oecur to you. Once you've
written two locations, for exam:
ple, there’s nothing to stop vou
slotting another in between.

“Have a nice day”

Attention to detail is of course
vital, and you continually have

10 stop and run through 1t, The 1

pile of lists and maps you have

that's only one of a few minor
drawbacks. Another is the fact

the basic text: it's always the
rather servile “1 awail vour
Anstructions”, for example, and
the sign-off line is invariably a
sickly rejoinder “Have a nice
ﬂﬂig . But these are quibbles,

~Put a bit of work into The
Quill and you can write a game
a5 quick and slick as any on the
market. And if you want to sell

Quill, the author asks only that
you give his system a mention
somewhere.,

And now all the legwork has
been taken out of the writing,
some more will go into
eating new types of scenarios
g}mhlems. n other words,

e it's bye-bve to that

)

machinations to uncover a
hidden secret, fighting mons-
ters all theway, intheshapeofa
guest personality. And finally
they must work out just who is
the mystery personality,
Insight weren't saying which
micro The Quest for Abigail was
written for (though en educated
guess might settle as the Thorn-
EMI Wren,) The chotee of hard-

ware 18 likely to cause a battle
royal amongst the suppliers.
And YTV weren't saying
whether Insight would be
emploved to write or commis-
sion all of its games software, or
how it would be distributed.

What is clear is that the TV
station and an off-shoot of Hut-
ton’s called Ventech will collab-
orate to market each videogame
as it is used in the show. And
Ventech would like the pair to
agree either a 'YTV-logo'
machine or some standard
which could alsobe promoted as
an accompanying machine for
The Game.

When it comez down to the
nitty-gritty of marketing The
Crame detail becomes difficultto
find, whilst prognostications
about its future are more
forthcoming.

Ventech is talking to that
Prism/Micronet/ Tranzam con-
sortium which is getting
involved in evervthing from the
mooted ITV games machine to
games software juke-boxes.
Prism made its millions selling
Sir Clive's baby mail-order.

But itisn't clear whether they
are trying to get the right to use
acut-down version of that Wren
micro (a bit steep for games
players at £1,000), or just access
to the Prestel-bazed Micronet,
Whatever comes of this canoo
dling is sure to be a bit special,

As the prime distributor, Ven-
tech would be handling the sale

of software. But as a creative
ally, it would also be looking to
realise the potential of that tech-
nology which makes The Came
special for television,

Potential

Consider what Lovering had
to say about that potential: “I
see the TV as just another form
of access to a screen, with the
potential to bring anythinginto
people’s living rooms. One day
there will be as many miecros as
there are now TV in the living
room, so we have got to start
thinking about how they might
work together. Thizs could be
live, interactive television,” he
said.

In principle Micronet 800
could be a vehicle to link people
who have the more popular
micros inio the TV studio “live”
using just an inexpensive
modem and the telephone/Pres-
tel connection.

This basic network eould
accommodate up to a hundred
simultaneous players of The
Game. Huttons took the possi-
bilities so seriously that they
looked in to all kinds of spin-off:
viewers' “live” response to pro-
grammes or advertising is
under consideration: fancy
being able to tell politicians
where to get off: or alter the
ending of Coronation Street!

But of ecourse this kind of
two-way link could never be on
the samescaleasthelocal Cable
TV franchises due to start
during 1985 — unless the broad-
cast TV companies invest a
great deal more in digital tele-
phony, studio equipment and
the large controlling computer
systems like Quantel.

Interactive

Before they can begin tothink
about doing that they will need
some indication of how we, the
audience, react: now they look
like getting that chance with
The Game,

“We are thinking very, very
hard about the possibility for
interactive television, having
made this technical break-
through,” was about the only
comment producer John Meade
had to make.

When the ITV companies
finally agree to screen The
Game in the autumn it will
probably replace that awful

quiz show ‘3-2.1", Dustybin and
all. More importantly it willbea
major boost for the home com-
puter market and is destined to
become a prime-time advertis-
ing slot for them early on Satur-
day evening,

Whichever micro The Gameis

eventually plaved on, the spon-
sors could be looking at the kind
of perpendicular sales growth
that Acorn scaled after its link
to television. And thankfully
micros won't just mean educa-
tion anymore ...
might not even be remotely
good for vou.

The Game
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| VIDEO GAMES - COMPUTER GAM

™% 1VASONLY
OBEYIN K ORDERS transporter planes. Blast the swine! Actually, ther

An entertaining not to muntiqn
abound version of that famil-
arboard game Cluedo, in which

you play a detective all at seaon

the luxury liner ‘Pacific 1°. Any
ghances of a mid-Atlantic rom-
ance are rapidly sunk with the

ival of an ominous telegram.

I saems that there's a dastardly

[ httude;tm\rrhelinﬂrand all_on
poard, including HRH K!:'-_g
David (gasp!). That fanatical
loon Mr Sinister has slunk
onboard disguised &s a pas-
| senger and is at this very second
busy planting an explosive
| device somewhere. Ngeidle $s 10
say you must deduce hisidentity
‘hefore time runs out and ‘t_he
' ship’s reduced to so mu_ch drift-
" wood, There are three riddles to
| solve: the location of the bomb,
the object it's disguised as
[bible? teapot? pram?) a_nd the
jdentity of Mr Sinister himself.
Once you have these :thrae ela:
‘ments you use the E!..lspect
routine. This will tell you ifany of
your notions are correct. How -
aver, if you strike paydirt 1_he
gomputer won't tell you which
glement is right. You mu st so.'lv.re
the mystery by dr-,--:_!uctmn , _lt sa
nicely exa:ut&dl idea, with a
multi-player option that _rnakas
it a winner in the f;mlw fun
department. If you're into boar::
games this could be well wort
investigating. — S.K.

Game: DEATH CRULSE )

Maer: VIRGIN GAMES

Machine: DRAGON =8
t: casesetia

Price; £8.00

Rating: KX

Basically (Cyril] the idea is that you man a revolving 75mm Ab
turret. D nonyour head comett nemyparatroops. Downon
your h come the enemy paratroops, dropping like

a major
conceptual mistake he — for even the most bizarrely
homicidal maniac — the very idea of potting paratroopers in
mid-air is extremely repugnant.

Anyway dtouch nowemerges, sincethe revolving action
of the turr yaccomplished; that said, thisisaboutth
aspect of the program it's easy to like (dobear inmindthis revies
ersion, since wedidn't like

s @nough to run the other versions). You have your
vile or static turrets, by the way
Bug City emerges not farinto the game. Acertaincombination

of.turret movement and blasting causesan apparentmomentary |

sh. Result: death. | assume this is a bug, s
apparent plot justifi
Every now and

e there was no
In a dirty great tank rolls through and

£ I
with a Nuremberg-style
plotline and an unhappily bug-like habit of hanging up justwh
you don’t need it. As if you'll care. — T.T. [
: i |+ 4
Game: PARATROOPERS s
Maker: RABBIT SOFTWARE

L

ult of allowing too many Red II i

] B
Machine: COMMODORE 84: VIC-20; SFECTRIUM 48K LY

Format: cassette
Price: £5.00
i{ Rating: none Could Be Better
Could Be Worse
— Unsurpassable

T

A

Game: SHUTTLEZAP
Maker: DRAGON DATA
Machine: DRAGON 32
Format: caszsette
Price; £12.95

Rating: none

o Pt

WE HRVE BORE-OFF
Naff NASA nonsense that's
quaranteed to induce interga-
factic size yawns. Az pilot of the
slowest space shuttle ever
bolted together you must craw!
into the upper atmoshpere and
disable a fleet of hostile alien
satellites. Presumably by boring

VOLGA
SPACEMAN

WHEN YOU overiook the
crude graphics; when you
overloak that this game js
far the unexpanded Vic:
when you overlook the fact
that it has about as much to
do with cosmonauts as

black bread has to do with i :
pretzels; then Cosmonaut thenf:: out of the shies. Ir_.s‘ a
isn’t a bad game. punishing task. Shuttlezap is in

fact a futuristic cousin to
Dragon Data’s other notable
dodo. Jumpjet. As before a rea-
sonable concept has been sunk

It’s your basic running,
fumping. standing stilf
game. To free your trapped
spacecralft you must

descend through several by the use of Basic, which is far
stormtrooper-infested levels too sfow for this kind of pro-
and find the off gram. But like its predecessor it
switch for the tractor beam, i “."r_ R e

Lifmﬁﬂmfﬂ?ﬂm =4 es sam_e mmpressive
The stormtroopers shoot to speech synthesis. Strange elec-

kil tronic comments pester you

OK for a wet afternoon LA throughout the game. It's like
Game: COSMONAUT having someone with a bad
Malker: MELBOURNE throat hanging over your
HOUSE showldar. A pity the routines
Machine: VIC 20 couldn’t have found their way
Format: cassette into a better game. Al in all. not
Price: £5.905 the right stuff. — 5.K.

From the moment the go button
is thumbed Bandits Ar 3
OClock shows its class. Two
figures break from flight HQ and
race for their biplanes which
leap into the air (at a touch ofthe

‘climb’ key)afterashorttake-off
run. Then it's each player for
him|or her)self as the twoplanes
engage in deadly dogfights.

. Only a shot to the propelier
will down your enemy convine-
ingly. As the loser ploughs into
the soil a gravestone marks his
demise. Accumulate enough of
these and your opponent's
runway length is reduced
making takeoffs decidedly
tricky. Nice touch. Seven kills
and you're the victor,

==
STORE & HEEH W

E - e

To this already good mix you
can add tasty ingredients like
flak, clouds, airship obstacles
and nightorday modes, allea sily
called up from an options menu.
There’'s also a useful single
player practice mode. | would
have liked a full single player
option but Bandits is designed
for and best played by two
peoaple.

Bandits is one of those rare
games that can be classed as
sheer fun. It looks good on the
screen (graphics limitations of
the electron aside], is profes-
sionally presentedand hasavery
high level of play value. Anabsn-
lutely wizard game, chaps. —
R.B.

Game: BEANDITS AT

3 O'CLOCK

Maker: PROGRAM POWER
Machine: ELECTRON
Format: cassette

Price: £6.095

Rating: KKK




What would you buy if you could buy what you want —
money no object? We asked a panel of experts to unleash.
their imaginations — and their greed.

lan Weatherburn:
R Imagine Software
R o » ' programmer.
e Author: Zip-Zap
intelligent colour graphics -
terminal along the lines of and Alchemist for

the BBC microcomputer.
Attachediothis would be a
laser printer and laser disc.
The majority of communi- |
cations with the computer : £ e
would be spoken so a -

the Spectrum.

and a printer — the inter-
faceisalreadybuiltintothe
QL, plus, of course, the

Pete ("'The Hat"’)
Neale (with Peter
Ohlson) of
Salamander

Software.
“Givenas muchmoneyasl
wanted I'd like a system
large and powerfulenough
to run the biggest Dun-
geons & Dragons cam-
paign in the world!

“Firstly, the CPU. This
would have tobeextremely
fast to be able to copa with
the large number of people
participating in the game
This CPU would be some-
thing based on the Joseph-
sgon SJunidtiEgen,
super-cooled for speed,
using lasers for all 10
There would need to be at
least ane of these for every
country, linked worldwide
by several satellites in
geostationary orbit. Aftt
ached to each CPU would
be at least 1 gigabyte of
hard disk storage.

“At the user end of

 Disgusting

sophisticated voice recog
nition module would be
included, with a larger vo-
cabulary than most peo-
ple’'s and the ability to
check syntax and correct
grammar. (Why not be fun
and educational at the
same time?) Output from
the computer would be
mostly by a speech synthe-
sis. module, allowing for
inter-part arguments, and
sterec sound effects
thrown in. Headphones
are, of course, optional
extras.

“Software 1s very impor
tant. Aside from all the
general driving software, a
nice touc
‘Genuine People Personal-
ity’ generator which would
bestow individual person-
alities on all the monsters
and non-player characters
met.

“The last and possibly
most important thing
would be a full-time team
of crack programmers 1o
keep the system up and
running at all times, And,
of course, enough change
so that we could all live
happily ever after.”

Projected cost: Around £10
billion (not including cost
of satellite launch vehicles
or VAT].

Greed ﬁng:

A

i
O ?-{ww‘(

“Working each day with
Imagine’s powerful Sage 4
mini computer[12mbWin
chester disk drive and Tmb
RAaM] onwhichwedevelop
our games, makes coming
up with a dream rig diffi-
cult. But | think that at this
time ['would very muchlike
to have a Sinclair OL,
simply because it's the
68000 based machine
with the best instruction
set.

“To my mind the OL's
only drawback is the Mic-
rodrive storage system but
someone is bound to come
up with a ‘proper diskdrive
for it 50 that won't worry
me too much.

“With the basic QL I'd
like a good quality monitor

better form of storage
needed

“The QL is of course still
a very new and unproved
machine but | like the look
of its graphics capabilities.
Although it's being pushed
asabusiness microthere's
a lot of talk aboutgames for
it. Some people have spec-
ulated on ‘super’ adven-
ture games, utilising the
128K memory. That
remains to be seen. | think
there'll be games equal to
atleastthe bestlevelonthe
Spectrum to start withand
then theyll improve as
people gain more
experience.”

Projected cost: £1.000.00

Greed Rating: ‘
surprisingly low




Paul Walton:
computer
journalist.

"My dream machine’

reality; the MB
Vectrex mini-a

game. And the reason is

|mmnd|an—.~r-rfid|Lt|un to
their graphic
Why was |
something w ich | could
afford to hu'n..r fur rm,-wIT"
Easy — b ;
ceptual le:
other micro r_||.1 mes in
almost every department.
H.rui hpcam,n- 5 uppu rting |I

does what it
oncentrating on
ree ingredients for
which arcade games were
designed: audio-visual
stimulation; 'sucking-in’
power to draw you in; and
solute control of the
ac
“lIt's down to the vector
{or VECTor Resolution
EXtra) graphi creen,
powerful joystick con-
troller and sound output
chips ... and good ol
imagination!
“You can have vyour
g | know
¢ rea.artnn 15; that's
rPaHh, I drm t |"|r n

[r‘u a I'I'th'I of modest
tastes.”

(NB: Walton owns a
£2,000+ Wang Word-
processor. — Ed.)

Projected cost: £150.00
[with software)
Greed Rating: W
humble to the point |

|of absurdity 27

Justin Whittaker:
freelance
programmer.
Author: The Lone
Raider for Atari

Home Computers.

“Given unlimited cash I'd
like the top of the Atars
Home Computerrange, the
1450XLD  with built-in
dual disk drives (unfortu
nately not onsaleinBritain
yet). To that I'd add a very
high gquality Sony monitor
and an Atari 1027 letter
quﬂlit'y printer.

‘Graphics are very
important inwritinggames
sotohelpmeinthatareal'll
have Atari's Touch Tablat
and the 1020 four-colour
plotter, for working out
designs and printing out
screens,

"A speech synthesiser
would come in very handy
to de-bug my listings. I'd
get the computer to read
out the listing so that | can
check it as | go along!

“To make my work even
easier I'll have a modem sn
that | won't have to keep
travelling up to Atari's offi
ces — Il just phone my
games in! A Winchester
disk drive would also be
nice so that | never need
buy another disk again.

“I'll settle, too, for a
really responsive joystick
One called Le Stick will do.
Ithas no moving parts. You
just holdit, move your hand
around in the direction yvou
wish to move the ohjects
on-screen  and mercury
switches do the rest.

“Purely on the hobby
side, | like music sol guess
Fll link in a synthesiser to
my rig plus, *or good mea-
sure, a multi-track mixer
with which | can play
ground with my
compositions.

"l think that'll do me for
mows

Projected cost: £3,000+




Fia

Tony Tyler: Editor,
Big K.

“| suppose it's indicative
that what | ended up with
— after throwing out a load
of junk | may tellyou — was
almost equally divided
between practical use and
poseworthiness.

“For the latter there's
really no alternative to a
MNotebook Computer (so-
called), of the Tandyor NEC
8200 type. Computer
hacks have lately taken to
attending launches, trade
fairs, etc with these lus-
cious gadgets nonchal-
antly under the arm — like
a Shia militiaman with his
inevitable AK47

“| spend more time word
processing than | do play-
ing games, so my ove

tisforau
ble wp system; then ag
do spend.quite a lot of time
playing games, mainly
adventures, so | also need
some mainline computing

ability plus commanality
since without that there's
not hkely to be many
adventure games for me to
play

“It's the latter that rules
out the ACT Apricot,
obvious choice as it is in
every other way. So | think
it has to be the Apple lle
with an 80-column card
and a brace of decent disc
drives. And an excellent
daisywheel printer. And a
modem solcanbe ready for
the day when anybody else
| know gets one. And a
colour plotter so that | can
arrange screen dumps of
all those graphic master-
pieces | know 'l never
write,

Projected cost: £3,500.00

‘Greed Rating:
sizeable

Richard Burton:

computer innocent.

“When we're talkingabout
my dream rig we'retalking
about love at first sight. |
speak of a computer thatis
yet to come (to Britain)
the Apple Macintosh.
“When | clapped optic
nerves onto this little
beauty that was it, Jack!
Everything — monitor, pro-
cessor, disk drive — came
packed in one neat plastic
box. Add the /magewriter
{printer — another neat
box), a lovelykeyboard, and
a cute little mouse and
there was all | wanted.
Even the software, word
processor, graphics
designer, spreadsheet,
was bundled in and ready

e e e e e e

Andy Green:
freelance
programmer and
journalist. Author:
Ultima Zone
(Tansoft) and Them
(Virgin) for Oric-1.
"As a machine code pro-
grammer |'d base my
dream rig around the BEC
micro. It's blindingly fast
and has plenty of interfa-
ces with which to com-
municate with other
micros. Atop the Beeb
wouldsitahigh-resulution
monitor (for colour gra-
phics and 80-column text)
and on top of that a non
erasable laser video disc
for storage, with a couple
of gigabytes per LP sized
disc (who needs to erase a
program whenyou'vegota
million megabytes to play
with?).

"Sticking out of the back
of the BECwouldbea 7220
controlled Graphics
Engine. A 1024 x 1024
pixel screen in 256
colours, with hardware
zoom and pancontrolled by
an Apple graphics tablet,
This would be interfaced
through the R5423 and
have custom software to
runitandwouldbeidealfor
producing new game
shapes and backgrounds

o go. It just looked so good.
“I'm sorry, but!'m one of
those people that can be
seduced by a nice piece of
design work. A machine
can be as slow as syrup or
have a BASIC thatrequires
membership of MENSA to
comprehend, but if the
design is aesthetically
pleasing — it's for me!
“As il needed to be sold
any further, when | actu-
ally got my hands on a
Macintosh the romance
blossomed. | had the thing
up and running, doing
word processing, graphic
work and printing out the
results within 20 minutes,
without even seeing an
instruction manual. The
mouse controller com-
bined with on-screen sym

“Withthe Beeb'sbuilt-in
mega-speed assembler,
writing the code for a 6502
SYSLEM IS an easy as pie. A
Z80 and 16032 second
processor (this 1s a dream,
right?} would have other
crossassemblerstor allthe
popular CPUs,

“I'd use a battery-
powered, hand-held,
Microwriter with B4K of
low power CMOS RAM
and a microfloppy drive as
a portable 'notepad’, the
contents of which can be
downloaded into the BEC
whean | get home, or even
through a built-in acoustic
modem down the phone
lines if I'm away

“All this stuff is either
available right now or
could be built from parts
available now. The catch is

the bill. Dream on!”

Projected cost: £5,000.00
' Ereeﬁﬂ&tﬁ:};: |
substantial

bols made the whole
machine just ooze ‘user-
friendliness’. Apple have
even thoughtfully provided
a handy bag intowhich the
Mac will pack.

"Okay, it's not a games
machine. I'll take a Spec-
trum and a Colecovision to
fulfil those needs. Finally,
to justify my dream rig, I'll
have the best modem
money can buy, access
codes to all the world's
largest databanks and
unlimited free use of Brit-
ish Telecom’s interna-
tional service!”

Projected cost: £5.000.00+

| Greed Rating: ‘
_repellent




» IURBO CHARGE
*YOUR SPECTRUM
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Outperforms any Spectrum interface

The unique Turbo interface from Ram gives you all these Or call our credit card hot line on 02514 25252 (Access and
features — and more — in one unit: Visa welcome),

% Avanety of interfaces including Eum c_artridges, two Sway D plugs GUI3 g%rﬁn Electronics (Fleet) Ltd, 106 Fleet Road, Fleet, Hampshire
for standard joysticks, PLUS full expansion bus at rear

% Compatible with Kempston and Protek protocols, Please send me:

% Works with latest Quickshot Mk Il auto rapicfire joysticks! — Spectrum Turbo Interfacels) at £22.95

# Choice of Rom cartridge or tape cassette software. * &l pt-ploversaas oders £3p-+p)

- _ — Quickshat Il Joystick(s) at £9.95
## Instartt program loading with cartridge software. (Only when purchased with Turbo — normally £12.95 + £1 p+p)

% Buittin power safety device — unique to Ram Turbo. lenclose cheque/postal orderor charge my Access/Visafor £
i Full one year guarantee.

= Immediate availability — orders will be despatched within 28 days
of receipt of order;

% Incredible value — only £22.95, k } “ ==t T
- Sodon't wait around —simply complete = L —
the coupon and send it to us today;

To: Ram Electronics {Flest) Ltd, 106 Fleet Road, Fleet. Hampshire GUI3 BPA

Trade and export enquiries welcome.
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building an
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how to giv
orders.

of his Fwﬂﬂpa

eratin
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e those bytes

LAST MONTH'S article des-
cribed howtobuildan EPROM
programmer for the BBC
micro; this month's tells you
how to organise your own
assembly code programs so
they can be used in the side-
ways ROM system.

MNote that the sideways
ROMs aren't supported by
operating systems of less
than 1.0, solsuggestifthere’'s
anybody left with 0.1 then
graba 1.2 quick: you can't use
discs or the Wordwise up
system without one,

All sideways ROMs live in
the address range &8000 to
&BFFF, only onebeing ‘active’
at any one time. The number
of the ROM currently selected
15 determined by a latch at
&FE30, and operating system
commands exit to select a
particular ROM.

Although you can have up
to four sideways ROMs on the
standard BBC, the operating
system can handle up to 186,
and ‘extender’ boards are
available with empty sockets
to make up the full
complement,

Paged ROMs are used in
several ways by the BBC. One
is selected upon a ‘hard’ break
or power up as being the
current language (usually
BASIC). The language ROM is
selected by scanning the
ROMs from number 15 down
to 0, and using the first lan-
guage found.

Discs

Whenever the language
wants to talk to an 10 device,
say discs, it asksthe operating
system (which is MNEVER
switched out) to do it. The
operating system notes which
ROM called it up, and selects
an appropriate specialised
sideways ROM to do the dirty
work. When the access is
over, the specialised ROM
{the FILING SYSTEM ROM)
goes back to the operating
system, which reselects the
langauge ROM and returns
back as if from a simple
subroutine.

For the moment, we’'ll
assume you've got a machine
code program you want to
blow into EPROM and use in
your machine like you'd use
Wordwise. You can't just

rt series 0N
an EPROM

—_—
REEN descri
their marching ’/f:

o

plonk the code in and hope,
because the operating system
has to know some vital facts
aboutwhat the ROM isfor. Iz it
a language or a filing system
ROM? What's the name of the
ROM?

So the first twenty-thirty
bytes of each ROM are given
over to answer these impor-
tant questions.

Byte Contents

00-02  jyp to language
entry

03-05 JMP toservice entry

06 ROM type (use &81)

o7 Copyright pointer

o8 Version number of
ROM

09... Title string, printed
if this ROM is
selected as
language

o-xx+3 Always
&00,&28 B43,829
(C)

xXx+d Copyright message,
terminated by an
&00 byte

The rest of the ROM is for
your program.

The service entry is a little
more complicated. Whenever
anything weird or moment-
ous happens inside your BBC,
the Operating System sees if
it can handle it itself, and if it
can'titasksthe paged ROMsif
they know anything about it.
Each ROM must have a little
routine to answer questions
put to it by the OS5, This sub-
program is the service
routine,

All kinds of strange ‘servi-
ces’ are sent to the sideways
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need concern us, the *HELP
expansion service and the
unrecognised * command
service.

Typing *HELP will list allthe
ROMs currently in your
machine (with the exception
of BASIC ), so we'll want our
new ROM to support this

Whenever you typea * com-
mand, the O0S searches
through its own little diction-
ary of * commands it knows,
eg "HELP, *TAPE, *FX. If the
command isn't found it
doesn’t give up yet — it asks
the paged ROMs if they know
the unrecognised command.
Each ROM should respond to
itsown name ina *command:
for example Wordwise can be
called from BASIC by typing
"WORDWISE. This wasn't
understood by the 0S, so it
asked the paged ROMs if they
knew the command, the
Wardwise ROM recognised it
and hence selected itself as
the current language.

Service

The OS5 communicates with
the service routine with the
AX and sometimes Y regis-
ters. The Accumulator always
contains the Service Type that
IS being requested. A zero
indicates that another ROM
has already answeredthe ser-
vice call, and the OS is just
going through the rest of the
ROMs as a matter of course.
An &04 indicates an unrecog-
nised * command has been
made, and that the command
can be found at (&F2),Y.

An &09 means the userhas
i just typed *HELP and can you
“p please announce vyourself,
i The rest of the line after the
08 *HELP is pointedtoby(&F2),Y,
enabling the ROM to answer

e |

pl=]

AN L
ELP

NY: B
the
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an
tho

INY
out
LD

1 i
/ a

er

specific queries. For example,
typing *HELP UTILS with the
DFS ROM will tell you all
about the DFS utilities. A
*HELP <Return> means the
ROM should respond with its
name anly,

The X register contains the
ROM number that the 0OS iz
currently looking at, from O to
15. Thecontentsofthe Xand Y
registers should he
preserved.

Routine

You should exit from a ser-
vice routine using a RTS
instruction with the accumu-
lator set to zero if the service
was performed by this ROM
and shouldn’t be offered to
any others. If, as inthe *HELP
instruction, the service was
performed but should be
offered to the rest of the paged
ROMs as well, or the service
wasn't performed at all, the
accumulator should be pre-
sarved at the value at which it
entered the service routine.

An example ROM identifier
section and service routine is
given in Fig.1,

Sideways ROMs can also
be used in the ROM filing
system mode. Yes, the ROM
filing system! You canselect it
by typing *ROM (like *TAPE,
"DISC)anditworks rather like
the tape filing system, only
you obviously can’t save any-
thing to ROM.

Speech

BBC owners who add a
speach synth to their micros
also finally get to use the
mysterious masked ‘hole” on
the left-hand side of the key-
board. This is for use with
‘serial’ ROMs which also

LOMEM=8,4450; CLEAR -
2=4FF TEFESD=0; LOMEM=844%0, S0CK=1 E’ {iidoy

work on the ROM filing
system but aren’t accessed
the same way as sideways
ROMs. Serial ROMs should
be available shortly — that's
an "Acorn shortly’ . . . a new
word for eons — containing
extra word sata for the speech
system (which badly needs it),
as well as games and the like
from Acornsoft.

More data can be found on
serial ROM protocals in the
excellent Advance Users
Guide and Acorn do one of
their great Application Notes
on the subject.

Millions

Before you rush off to look
up the data and manufacture
serial ROMs in millions,
remember that only people
with the speech synthcan use
the serial ROM capability,
which ain’t many. This may
account for the reticence of
Acorn re: serial ROM soft-
ware (in sharp contrast to the
prompt and efficient service
they are justly renowned for)
Yeah. The moral of the story is
do your ROM software in side-
ways format for now.

When developing your soft-
ware to run as a sideways
ROM it is more than a little
wise to plug in a ‘sideways
RAM’ so that every time you
make an alteration you don't
have to blow a new EPROM
... An BK wide 6264 RAM
chip is pin-compatible to a
2764 EPROM and can be
plugged into some sideways
ROM expander boards nota-
blyWatfordElectronics' board
and the Sir Version 2 board.
You can’t just plug it into a
normal sideways socket.

Sideways

The program in Fig.2 works
like the "A’ programs in Goad
Your Code (last month),
assembling source files one
byone —onlyinstead ofsend-
ing the machine code to
another micro or storing it on
disc, this program stores it
instead in a sideways RAM
chip. The socket number that
the ram chip is in should be
putinto the variable SOCK.

Note that the BBC will only
talk to ROMs that were in the
machine atthe last BREAK so
you may have to hit break
before the BBC will recognise
that your RAM-ROM exists.

Rum, eh?

SUFFERERS
from hi-tech paranoia on this
or any other subject should

Write to:
ANDY GREEN
BIG K, Room 2028,
IPC, King's Reach Tower,
Stamford 5t, SE1 9LS,
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FROGRAM: MINI GUOLF

EM ADAFTED FOR WIC BY H. COLE

10 0=346875:FOR J=0-1 TO O0+2:FOKE J,0

tNEXT:FOKE J,15
PRINT"[CLEAR, DOWNE 1" TAB (&) "[RVS]
MINIATURE"SFC (15) "GOLFLRVOFF 1"
:FOR J=1 TO 2100:NEXT
Ag=" Y Be=A%+"[LEFT&l"
: Z=50R(2) /2: PRINT " [CLEAR, RVS,
DOWN1BI"ASABAS" 12 "3
PRINT"CRVSIDIRECTION CRVOFFI"A%"
[RYS] P"1.SSTRENGTH [RVOFF1"AS"
[RVS1T P 3"
PRINT"LRVSIHOLE [RVOFF IOLRVS]
FAR [RVOFF1 [RVS]I

w wes STROKES [RVOFF1  [RVS]
tRVOFP] [RVS] P& CUPS1"
R=30720: T=674%:F=1:FOR J=3879& 10
38905: B=0: IF F>14 THEN EB=&
FOKE J,B:F=F+1:1F F=23 THEN F=1
NEXT:POKE B185, 160
FOKE O+4, PEEK(T): T=T+1: M=FEEK (T)
(FOR J=7480 TO 8075:0=M

100 T=T+1:B=FEEK(T):IF B{B THEN M=E

:@=M:GE0TO 100

110 IF B41é THEN @=B-B:B0OTO 100
120 IF B>223 THEN K=T:T=5974+3%B

:GO0TO 100

IF B=28 THEN T=K:G0T0 100
IF B>128 THEN &=1&40:F=B-129
:GOTO 170
IF B<2B THENM A=FEEK (4&415+B):F=0
:80TO 170
B=B-%: &=FEEK {444 2+E/20)
tF=B-20¥INT(B/20)

170 FOR B=J TO J+F:POKE B,A:FOKE B+R,U

1B0 POKE B1S4,PEEK{T+1) tM=PEEK(T+J)

/,:.F"'l-

tNEXT: J=l+F: NEXT

:N=FEEK (T+3): POKE B147,FEEK(B147)+1
1 T=T+4:A=124

190 F=32:W=F:X=M+RND (1) /2:¥=N+RND (1) /2

1 P=7657+22%N+M: KE=FEEK (F+R) : FOKE F,A
: POKE P+R, 1

200 FRINT TAB(3IZ'Bs"LDOWMI"DE

: BOSUE BOO:PRINT TAB(32);:POKE 0,0
: FOKE 0+2, 0

210 GOSUB 830:IF J>13 THEN PRIMNT"L[UPSI

"1 ZOTO 200

220 B=-J%/4L:PRINT"LUFPS]1"

-

:PRINT TAEB(S54);:FOKE B130,63

S0 BGOSUR 830: IF Jr10* THEN FRINT"LUPS]

":FRINT TABIS4)B%$;::60T0 230

240 FOKE 0,232: J=10%J+2. 1 XJ¥RND(TI) +.4 |

tC=C+1:E=E+1: BOSUE B0

V=Y l=X

250 FRINT"[RVSI"ASASAS" 12 [UP2]": D=p E;

260 5=0:FOKE 0O,0:FOKE 0+2,0

:IF F=32 THEN &30

270 IF F=9%9 THEN 410

IF F=100 THEN 430

IF F=101 THEN 450 4
IF E=103 THEN 470

IF F=78 OR F=77 THEN 590

IF F=233 THEN 530
IF F=223 THEN 510
IF F=105 THEN 570
IF F=95 THEN S50
IF F=174 OR F=218 THEN X=U
:BOTO 650

IF F=140 THEN Y=V:GOTO &50




B+R, 2

471+1
(11 /2
E Fy&
a,0

CUPS]

[UFS]

IV+.4

380 IF F=81 THEN &10

370 POKE O0+2,200: IF F=102 THEN 4790

400 IF F=127 THEN J=0:5=3:G0T0 &30 _

410 IF COS{BR}>=0 0OR ¥Y-N>.5 THEN &30

420 B=-B:BOTO &Z0

430 IF COS(BY«<=0 UR Y=N<.5 THEN &30

440 B=-BR:30T0 &Z20

450 IF SIN(B) =0 OR X-M>.5 THEM &30

450 B=-1%B:GEOTO &20

470 IF SIN(B) <=0 0OR X-M<.5 THEN &30

480 B=-1¥B:60T0 420

490 B=R+¥RNDI(TI)/4-/8:J=0-14
:IF J«<1 THEN S=4

SO0 GOTO &30

510 IF COS(BY<Z aAaND SIN(B) »~ZI GOTO &30

920 B0TD S50

330 IF SIN(B)<Z AND COS(B)<Z BOTO &30

340 GOTO 580

350 IF COS(B)>~ZI AND SIN(E)<Z BOTO &30

5S40 B=/Z2-B:BOTO &20

970 IF SIN(B)>-Z AND CUOS{(E)»-7 GOTO &
30

580 B=3x/2=-B:GE0T0O 420

5390 IF FP=D THEN &30

&0 ON F=74& GBOTO 540,580

610 FOKE 0,140:J=J3-8. : B=B+¥RND(TI) /9
=-/1B8:IF J<4 THEMN S5=2

520 POEE 0,215:J=J-3

630 POKE D, W:POKE D+R,E:POKE F,A
tK=FEEK (F+R} :FOKE P+R, 1:tlWsFeD=F:i=8
:IF J<1 THEN 730

&40 J=J-1:V=Y:l=X: Y=Y+ 49%COS(E)
s =Nt . 4FESIN(R)

G330 M=INT (X)) sN=INT(Y) :P=74857+228MN+M
tA=FEEK (464F+INT (2% (X=M) ) +2 K INT (2%

&40 IF P=D AMD A=C THEN &40

&70 IF N>1B THEN Y=¥Y-,5:80T0 A&%0

&80 IF M<1l THEMN Y=Y+.5:807T0 &S50 _

490 IF M>22 THEN X=X-.5:6G07T0 &50

700 1F M<1l THEN X=X+.5:30T0 &50

710 IF P4<>*D THENM F=FEEK (F)

720 GOTO 2460

20 IF S=2 THEN 770

740 IF S=4 THEMN PRINT"L[RWS]
¥YOU ARE IN SAMDLRVOFF,UFI"

750 IF S5=3 THEN PRINT"L[RVS]
WATER - | STROKELUPI":E=E+1:0C=C+1
:B=+B: G070 &40

740 GOTO 200

770 FOR J=0 TO %;:POFE L FEEE (&4224+3)
tFOR K=1 TO 100:NEXT:MNEXT

780 IF PEEK(B147)=57 THEN FPRINT"L[HIME I
GAME OVYER":END

790 C=0:607T0 90

800 S=1:1F EX9? THEN S=0

Bid D=%:1IF L»% THEW D=8

BZ0 PRINT TAB(D)C SPC(S)E"LUPS]Y
tRETURN

8i0 PH="":FOR J=1 TO &

B4 GET F#:lF FH=""THEN B840

830 IF VAL(F$)=0 AND F$<>"O"AND F&<
« "THEN B70

B&0 Fe=FE+FE:FRINT F%$;:G0T0 920

870 IF ASC(F$) <220 THEN 00

830 1IF J=1 THEN 84O

B?0C FRINT" CLEFTZ21 [LEFT1";:Jd=3-2
iFE=LEFTH (F$,LEN(F$)=1) :6GOTO %20

OO0 IF ASCIF$I<>13 THEN 8B40

210 PRINT" "::d=4

P20 NEXT:PRINT"": I=VAL{F$) : RETURN
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'GOAD
CODE...

YOUR /7

.. . the 6502 Way. In the second part
of ANDY GREEN's series, he shows
you how to adapt BBC code for ORIC.

—

IN LAST month's ‘Goad Your
Code’ we setupthe 'A' assem-
bly control programs for the
BBC, and examined how to
use the assembly system.
This month we’ll see how to
| Connect up your BBC to an
| Oric-1 or Atmos, and make a
start on the example game,
For reasons of space it's been
decided to drop the Comma
dore 64 as a target micro and
instead concentrate on the
BBC itself and the Oric/At-
mos as a token’ target micro
The best way to transfer
| data between two computers
| s to use a parallel interface.
This isaroundtentimesfaster
than an RS5232 link and
almost every micro has a
parallel interface of one sort
or another while very few
include RS232 as standard,
For the Oric or Atmos, then
youll need two 20-way IDC
(Insulation Displacement
Connectors) sockets and a
‘ sharp scalpel. Connect upone
sockettooneendoftheribbon
cable, squeezing heavily with
plierstoclose upthesocketon
| the ribbon cable. Note the
little arrow which pointstopin
| one on the socket, and make
| sure that the red stripe on the
ribbon cable goes to that pin
Thisendistheendthatgoesto
the BBC's user port on the
underside of the machine.
Now take the other end and
slice it up as a Figure 1, fitting
it into the other IDC socket as
shown in Figure 2.

Bumps

The second socket goes to
the 'Printer’ port on the Oric,
Note that IDC sockets have
little bumps on one side, so
you can oniy insert them onea
way.

Since the first article was
written | found out a better
method of getting the data
into the Oric or Atmos, so
you'll need to use the program
in Figure 3 as the ‘A’ program

(instead of the program in the
first article) if vou are not
using the BBC as the target
machine,

Okay; a gquick overview of
what needs to happen to get
YOur program running on the
Oric. At the start of a session
yvou load in a special down-
loader program into the Oric
off cassette (details follow)
that enables the Oric to
receive data from the parallel
link we just built

Whirring

Start up the A’ program on
the BBC by pressing f9 then
t2. The dise drive should start
whirring as the ‘A’ program
loads up each source file and
assemble it. After the disc
drive starts up, press CAL-
HI700="Return= on the Oric
to execute the downloader
program

Asthe BBC assembleseach
source file on the second pass
it sends the object code down
the lead we just built into the
Cric, where the downloader
program accepts each byte
and stores it in the correct
location. When it's finished,
both the BBC and the Oric
return to their Basics. Youcan
now use the CALL statement
on the Oric to execute the
code you've just downloaded
fromthe BBC. It's quite a good
feeling to see your first pro-
gram —allwrittenona BBC —
working on the Oricl

The downloader, written in
machine code, is created by
typing in the program in
Figure 4 on the Oric. As you
can see from the listing, the
code that this program pokes
instartsat&9700andgoeson
to &9789. After running the
program, CSAVE
DT VAH9T00,ER978BA to
make a copy of the down
loader to tape. From now on
you'll only have to CLOAD the
downloader from tape and
CALLAI700 to use it,

FIG 1. Cutting pattern for ORIC end of ribbon cable

NN

FIG 2. Fitting position for ORIC end of ribbon cable

If you are writing for the
BEC, then you won't have to
worry about such hassles as
special cables . . | the object
code is stored on disc as it's
assembled on the second
pass, and all loaded in and
exacuted when you hit fd.

Right! Now the assembly
system had been set up, let's
think about games in general.

Knowhow

FOR THE last five vyears,
almost all major new trendsin
computer gaming have been
se! by the arcade machine
manufacturers, the eoin-op
companies. Let's face it
most of the games available
for home computers have
been nothing but pallid imita-
tions of the arcade originals.
From Space Invaders to
Donkey Kong, the coin-op
people made it first,

Recently several software
houses (notably Ulitmate and
Imagine) have brought out |
‘ariginal® programs, but even
some of these bear mare than
a little resemblance to their
arcade siblings. (Arcadia,
Eugene?)

Some people see the home
computer ‘arcade-style game
market dying very soon. They
do have a point — to a limited
degree. People will wvery
quickly tire of buying awful
Basic programs packaged in
pop art, but | suspect that
there will always be a nichein
the market for the new, good,
fast and slickly balanced
arcade-type game | a very
large niche.

With more memory and
faster processors available
each year, games are going to
become more and more com-
plicated and much moreintel-

W

Continued on page &
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PROGRAMMABLE
JOYSTICK *,
INTERFACE ™

S
Spe

for S

ctrum °

Works with
QUICKSHOT Il & or 2X8 eackconTENTS

TRACKBALL

Recognised as the only true Hardware
Programmed joystick interface this produet
offers all the features associated with such a
design,

You can use amy Atari-compatible joystick
controller with any software for your Sine-
lair Spectrum or ZX81, not just those witha
Joystick option,

Movement of the joystick is recognised by
the computer exactly the same as pressing
the appropriate control keys, and can there-
fore give the most immediate response to
that movement. The hardware programmed
design works with all possible key-reading
methods, both BASIC and Machine Code,

Eight directional movement, with or with-
out the fire button being pressed, can be
achieved by only programming the left,
fght, up, down and fire kevs required by

SUPPLIED

Programmable Interface Module as illus-
trated, complete with clip-on program-
ming leads.

& Self adhesive programming chart detailing
how to define which key is simulated by
UP, DOWN, LEFT, RIGHT, and FIRE.

& One pack of tem Quick Reference Pro-
gramming Cards for at-a-glance setting
[0 Your games requirements.

r I'I-l--ﬁ-n_'q.:-.. ) I]

the game, o 3 PR ey |||
Programming is achieved by a two-digit code, T T
which is looked up on the Programming = -
Chart supplied, for each direction and firing 4 '
button. These two numbers are then sel- = =

ected on a pair of leads which are clipped
onto appropriately numbered strips on the
interface,

Once -:u:unﬁtgun:d this can be marked onto a
Cuick Reference Programming Card for
storing with the game. As the programming
is not power dependent the interface can be
immediately used when next switched on, KEY
The keyboard remains fully functional and FEATURES
can be used simultanecusly with the joy-

& 12 months guarantee and full written
instructions,

A

B e O
ony T Y
Lol

stick. * Programmable design gives TOTAL soft- i |
An integral rear expansion connector means wiae SUPRSEE. i . . 11-95 b "j. ! ——
there is no need to remove the interface to  * Accepts Atari, Competition Pro, Wico, s fid
connect other peripherals. Starfighter, Quick Shot, Le Stick etc, +£1 PpEP \ J
NB. A recent design improvement now * Rear extension connector for all other =
means that the AGF Programmable Interface add-ons, = = ‘j J L
warks with the new Quickshot 1 rapid *  Free demo program and instructions. o }""" ,’55’- — :
“Auto Fire" feature, 5 r:.‘v;" L f!_,f"/\x
F i —— | Y
G. i I < T
uickshot Il JovysTick -~ ) /¢
NEW IMPROVED GRIP : BUILT-IN STABILIZING SUCTION CUPS S
TRIGGER FIRE BUTTON : RAPID AUTO FIRE SWITCH : TOP FIH:_E*“Ei.JTTﬂﬁI N/
AGF Hardware, Bognor Regis, West Sussex PO22 9BY. Telephone: (0243) 823337, o
FROM: MR/MRS/MISS Please allow up to 28 days for delivery.
ADDRESS
SEND C.W.0. (NO STAMP NEEDED) TO: A.G.F. HARDWARE, DEPT.BK,
FREEPOST, BOGNOR REGIS, WEST SUSSEX, PO22 9BR.
aTy ITEM ITEM PRICE TOTAL
PROGRAMMABLE INTERFACE 27.95
JOYSTICKIS) 12,95
PACK(S) QUICK REFERENCE CARDS 1.00
zx810 ZX SPECTRUM [0 Please tick FINAL TOTAL
DEALER ENQUIRIES WELCOME EXPORT PRICES ON APPLICATION




(General Sir Jeremy
Moore, Falklands victor,
reviews some
electronic

N Vo= ¥ 3
4 P", S '

MAJOR-GENFRAL Sir Jeremy Moore, OBE. MIC
and Bar, was the Royal Marines amphibious and
winter warfare specialist chosen to command
the UK Land Forces in the 1982 campaign to
retake the Falkland Islands from Argentina. That
campaign was hailed as a brilliant and humanit-
arian use of force in pursuit of a legitimate
political objective, and General Moore himself
was widely seen as one of its major architects —
though, as he is the first to point out. he was
assisted in the repossession of the Falkland
Islands “by abouttenthousand other people”, the
squaddies and sailorsforwhom he clearlyhasthe
maost enormous respect.

It was therefore with some understandable
hesitation that we approached him with the idea
of asking him to visit BIG K's offices and play —
and then review — a few representative compu-
ter war games. To our delight he readily agreed,
and as a result spent a February afternoon and
evening taking on— andtrashing, let it be said —
the state of the kriegspiel art (so far).

The games we chose to show him were
Legionaire (Avalon Hill): Stonkers (Imagine);
Eastern Front (Atari), and Battle of Normandy
(Strategic Simulations): one ROM, two cassettes,
and a disc. (We were also planning to show
Computer War and Confrontation, but the
former went astray in the post and the latter, by
Lothlorien, unfortunately failed to load despite
having runperfectly the previous night. Alas, etc.)

General Moore tore into each game with a
vigour that — we suspect — was not whally
martial. (We think he enjoyed himself.) You can
read his comments on each game, as well as one
or two other related matters, elsewhere on these
pages.

(Avalon Hill) ggfﬁ;'ﬁhgfﬁ L3 very 5o E
Roman Army grid-system Start with 'r|f,i|(__f:-c",c"f’f*’0-'*e
tactical game designed by What the enemy iimj["'- .
Chris Crawford. Up to ten areat help) |n il :;fU'I"Iy 5
legions of varying qualities Studies the L-':ne-:-l Jar, of
are matched, in hostile Gaul, NeNLS at gorre o V'S moyal

- ] w g -

against twice the number of length AHDI.E];, ‘F:"-f_'ffﬁ'rmi:.',
barbarians, whose compe- that clear), one’s “dlure wag
tence or otherwise can also 'eCogniga f}:‘elf.nmflﬂlrr-! Hroopga
be specified. General Moore don’t attack i N sig = 3
started with three legions Lases | hag two U'r r" N s¢
against six, stood off, from Units Moving an + "?
higher ground, a wild cavalry grd square w.;l-ﬂ the same
assault, then decoyed and Which _ sadl., O trouble,
annihilated in detail the always happer |i = doesn'
remaining hapless Aste- That deals w0\ life
rixes. It was No Contest. 'SM of the f-'r.-r:m r;r1.[r1f’,’*"“f
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ON THE ETHICS OF IT ALL
“I'm certainly not in favour of glamoris- |
ing war, because the last thing war is is R
glamorous. It’s sordid and unpleasant. And [
any game that didn’t base itself round the s
premise that war is both morally wrong and | §
generally undesirable would itself be wrong. i
Nevertheless, wars do occasionally have to | 3
be fought from time to time. y

“I don’t think any sort of game makes war ks
respectable. As long as it is seen as a game.”
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STONKERS -~

Technically successful
transference of the large-
format strategic wargame
onto one-half of a Spectrum
screen. Relatively shallow in
content, it nonetheless is
visually excellent (for a
Spectrum) offering a
genuine zoom facility. Scrol-

)"

ling is also available and
operationally smooth. Gen-
eral Moore dabbled politely
but the game title itself,
which forsomereasonkeeps
reappearing via a sortoftick-
ertape device, made him vis-
ibly restless. He thought his
son might enjoy Stonkers.
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Let excitement invade your home computer!
Travel to Alpha Centauri. Enter the Vortex.

INVASION L LB
Command the ground missiles, or join the

shoot-out at the 0.K. Corral! T

ators, Multipl
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ere was no escape, he had lo enter the X and bet on his skills!

8 grabbed the manual controls and with dete tion fired both

pper deck guns... EXCELLENT SOUND KEYBOARD OR JOYSTICK, BBC MODEL B
ALS0 AVAILABLE ON ACORN ELECTROMN CASSETTE FOR £7.95.

EAGLES WING e,
... he glanced at his fuelTavels, a few conds | m time. He
had to swing round threo buist of dh ] %ing platform,
 he knew, in twe minutes t gam-r?ld_h vor . o ICS, REALISTIC
COMBAT, SUPERB CONDITION .!aq.uggfi.' £7.95 CASSETTE, £11.95 DISK.

Spuoks § Spiders o

£ } R
... perhaps, lowly, he could reach the callar— :
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£7.95 CASSETTE, £11.95 DISK. " ©
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SOFTWARE INVASION 50 ELBOROUGH STREET SOUTHFIELDS LONDON Swilfiies
Do you write your own AN TORTY ?
program fl youhave o
an unusual programme
whichcan meetour £

standards youcouldbe

earning more than £250 per
week, Why not take
advantage of our sought ]
after reputation. Write now!
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[Strategic Simulations

Visually superb but intensely complicated hex-based
D-Day simulation which gives you control of virtually
every aspect of that giant amphibious operation of war —
and therefore of particular interest (we hoped) to an
amphibious warfare specialist.

The reviewer was clearly very impressed indeed with
this state‘of-the-art disc; unfortunately the accompany-
ing documeritation, while rich and varied in many
non-essential ways, 1s short on actual play instructions,
We had to re-start the gaime more than once. At the tail
end of a five-hour reviewing session we simply could not
ask our guest to spend as much time on Normandy as he
would otherwise have liked. Mormandy, hetold us, came
closest of the four to providing anything like a genuine
general’s eye view

"It seems ver
.o eemS Very complicated
invalved i S ofhourea t We've only beer
we;l *:rm Ln : t fr_rr a Couple of hours ang I f‘:mtajl;'rr'r_jg -I'H "hw”
S i grlrnt_m 't 10 e able to make r'j.J_IJd[]F‘I"F' e
planﬁmq furJE}hE: bi_.'rhujnk_ be Particularly Ir'lif.?il‘-F—";':'llFJ:. rllt St_rrr_'r!_'e
Rt at oD for r':.:-j ay, !Gl; example. Oncea |t-r;;rr Irr1]I_t[:“:
“ U3l battle NI Decome any legs aminar . 2 the
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10 FOR a=0 TD 255

20 PLOT a,0:DRAW OVER
1;255-2%a,175

30 NEXT a

40 PLOT 0,a: DRAW OVER
13255,175-2%a

&0 NEXT a

10 FOR a=0 TO 359
20 LET angle=a/180%PI
30 PLOT 128,88

40 DRAW OVER 1:;87%C0OS
angle,B87#SIN angle

290 NEXT a

Lo T e P I L e B T ey b e

THE COMPUTER on which
this article concentratesisthe
ZX Spectrum. Programs listed
here are, except Listing 8,
short and simple and lend
themselves well to conver-
sion to other machines. The
rest will work equally well on
both 16K and 48K machines.

Sinclair BASIC has a rather
limited vocabulary of graphic
commands — namely PRINT,
PLOT, DRAW and CIRCLE.
Matters are not helped by the
relatively sluggish speed of
Sinclair BASIC which makes
movement and animation dif-
ficult —and nigh impossible if
you intend to animate mare
than a couple of objects
simultaneously.

The only real solution tothis
fundamental problem is to
write programs in machine
code for the sake of speed.
Another possible alternative
is to use a faster language,
such as FORTH or PASCAL, or
to use an extended version of
BASIC that is specifically
designed to handle animation
and movement.

Static

For these reasons I'll con-
centrate mainly on static dis-
plays rather than their
animated counterparts. The
four commands and the
numerous mathematical and
graphical functionsof Sinclair
BASIC represent about the
minimal requirement to pro-
duce anything worthy of a
machine like the Spectrum. A
surprisingly small amount of

4

Rosette

10 PLOT 128,88z
FOR y=0 TD 360
20 LET r=87%SIN
(10%y/180%P1)

30 DRAW 128+r*COS

(y/180%P1)—-PEEK
23677 ,B84r *SIN
(y/1B0#P1) —PEEK
23678

40 NEXT y

))f

BASIC can often produce
guite stunning displays.

Listing 1 illustrates this
rather nicely. This six-line
BASIC program produces a
finely detailed regular pattern
which looks quite attractive
even without the use of
colour. The basic of the pro-
gramis the drawing of lines in
OVER 1 mode. As you will
(naturally) recall from chapter
17 of the BASIC manual,
OVER alters the behaviour of
the graphics commands.
Instead of just plotting a pin-
point by making it the ink
colour, irrespective of the
pixel's previous stake, OVER 1
changes this so that a pixel is
set to the ink colour if it was
previously the paper colour
and the other way about.

Excellent

The use of OVER 1 can
produce some quite excellent
effects, especially if many
lines are drawn in close prox-
imity to one another,

Listing 2 produces a similar
sort of patternbutitiscircular,
rather than the less inspiring
rectangular shape. The patt-
ern is created by the effects of
linesradiating fromthe centre
of the circle to its circumfer-
ence, at a one-degree spac-
ing; 360 lines in all, The white
area around the centre of the
circle is caused by the numer-
ous lines originating from the
centre interacting with one
another to leave, in the main,
just the white paper colour.
The whitish areas around the

Circles

10 CIRCLE
128,88,87:
128,88,44
20 FOR a=0 TO 359
STEP 30

30 PLOT 128,88:
DRAW 44#C0S
(a/1BO%P1) ,44%SIN
(a/1B0%PI) ,PI

40 DRAW 43=C0S
ta/1BO%PI) ,43%SIN
{a/1B0#PI) ,—0.75%
PI

50 NEXT a

CIRCLE




roduce edgesofthecircleiscausedby  to another machine then you  object which can be sliced not exceed 80 pixels and the
5. the gaps between the lines will have to replace these verticallythrough itscentreat  height is limited to 50 pixels.
s this drawn from the centre. expressions with an any angle and will result in In this way, you build up the
ix-line A useful advantage of equivalent. two identical slices. Anexam-  outline of the object.
ices a DRAW is the ability toproduce The sixth listing is a pro-  ple of a body of revolution is a After you have typed 200 in
attern curved lines between two gram which enables you to  bottle. This property, common  reply to the request for the x
ractive points. Listing 3 provides an  draw regular polygons — to all bodies of revolution, displacement, the program
se  of example of this. You might shapes bounded by straight greatlysimplifiestheentering continues on into the next
e pro- notice a slight pause preced-  lines of equal length. When  oftheshapeintothecomputer  stage. Your object is built up
inesin ing the drawing of each RUN,theprogramwillprompt viathe keyboardandalsosim-  on the screen in full 3D pers-
- will curved line. This represents you for the number of sides plifies the algorithm used for  pective eight times. Each time
hapter thetime usedbythecomputer the polygon should have. constructing the object in 3D. it has been rotated very
anual, while itis ‘'numbercrunching’ MNumbers greater than about slightly compared to the pre-
our of in order to work out whatthe 20 result in polygons with : vious construction. The pro-
ands. line mathematically looks such short lines that the Prl]fllﬂ gress then proceeds to rotate
a pin- like; something the computer  shape looks more like a circle When the program is RUN  the object at a quite fast and
1fe ink has to do before itcanactually ~ than a polygon. you havetobuildupaprofileof ~ SmMooth rate, using a simple
I'l.,fEtl:? draw the line. Ij.rstlngg‘fl'tsﬁ_ coqstructsz the object by entering a but very effective machine
VER HUSE“.E polygon bu is time eac sequence of x andy displace-  ©ode routine. All the machine
ixel is point at the end_ of a line is ments. The y displacement code does is to recall 4K of
'} Was Listing 4 produces asortof Joinedtoeverypointattheend st always be positive but  Screen data back onto the
-olour rosette shape. The program’s ~ ©f a line to produce a surpris-  the x displacement can be Mainscreenataveryfastrate,
L slowish speedisaresultofthe  ingly detailed and intricate  pagative or positive. Basi- Making the change appar-
large amount of mathematics  Pattern. This pattern can be  cajjy thenumbersarerelative  €ntly instantaneous. There
that has tobe donetoproduce  ©asilyalteredbyhavingpolyg-  displacements (as used inthe  are eight such screens and as
| can the shape, especially calcula-  ©NS W|thd|fferar‘!tnumbﬂrsuf DRAW command) from the ©€a8ch occupies 4K of memory,
ellent tions involving SIN and COS  Sides.Becarefulinyourselec- a5t point plotted (Initially at @ full 32K is used for this
many which are not particularly tions however as polygons thehottom ofthemiddleofthe  Purpose. This explains why
prox- quick executing functions at  With less than about 5 sides  ggreen) 1o the end of the line  the program will not fit on the
the best of times. Listing 5 result in simple and uninter- vy wish to draw. Although 16K machine.
milar produces a detailed spiral ©Stingpatterns. the numbers are only really Expandin
cular, pattern. Again, the large controlling the right handside g
iring usage of the SIN and COS Full 30 of the screen, a mirror image Computer graphicsis a very
patt- functions slow down the pro- is automatically drawn by the  wide subject that seems to be
cts of gram considerably. Thefinalprogram,shownin computeronthelefthandside  rapidly expanding all the time
entre In both listings 4 and 5 the  listing 8, draws what is ofthescreento helpyougeta as new uses for graphics are
nfer- expressions PEEK 23677 and  termed a '‘Body of Revolution®  better idea of what the object  found and new techniques for
Spac- PEEK 23678 are used. PEEK  infull3Dperspectiveandthen  will look like. If youtype 79,0,-  producing them are disco-
vhite 23677 simplyreturnsthecur-  preceeds to rotate it through  60,10,-5,25,50,10,-64,0,200  vered. The Spectrum is hardly
f the rent x coordinate and PEEK 360 degrees at a fast rate, inreplytothepromptsthena in the computer graphics
mer- 23678 returns the current y  using a ‘'memory eating’ ani-  suitable 3D object will be pro- league table but, neverthe-
nthe coordinate. These x and y mation technique. Unfortu- duced.Inordertobesurethat less, it is capable of some
one coordinates detail the point  nately, this program will only  the object will always stay quite advanced and sophisti-
Ta'rn, from which the DRAW com-  workonthe 48Kversionofthe  within the boundries of the cated work,
four, mand will draw a line. If you  Spectrum. A body of revolu- screenwhen drawnin 3D, the
1the are converting the programs  tion is any 3-dimensional total width of the object must HE!I mﬂnlh' ATAH,
s!]iral CLEAR B000: PAPER 7: IMK @
0 SUB #209; BORLDER 7 LET
10 PLOT 12B8,BB8: 3 LET is=5IN (i~ 18@#PI)
LE : FOR y=0 TO 8000 LT %8 LET 335, LeT y=o
ETEF 5 o AL BB PLOT i.E'?,B: EBLOT ARB D
o T | A Fa INPUT X displacement (200
3599 I,r" S 20 LET et 38 Snal "ixx: IF xxa2D@ THEN GO
i} . : r.l 4 r=0.5*l’.y}'iEGGF‘II :", = g% g; X+xNN i@ OR x+x¥ 78 THEN &
= _ % 30 DRAMW < 188 IF Su<o THEN G0 TH 98 %Y
] : 1284 #C0S T 110 IF wusy»48 THEN 20 TO 98
: ] L, \ i=e PLD’F I.E‘-Bﬂlhll: DRAL =X .44
W LR - ) Iys1B0RFTY ~REEK e 128 LET xzxenn’ LET Goysgy >
\ < 23577 ,88+r *SIN > 15¢ LET as=assCrifs xICHAS
= iy /1B08PI) —PEEK 1849 CLS : DIH ai28,2)
1N 23678 1828 C8Rsba®2000
Se 40 NEXT vy 1838 p,5U0 Boes
-}EEE ?E;‘T.::‘au TO E4@ STER 16
:ng?lgam: F0ll4;a:; RANCOMIZIE USSR
10 INPUT "Number of 2008 FOR bei 10 LEN 88 STEP 2
sides? "ja 2830 LET y=CODE 38 (bsa)
20 IF a,l OR a<>INT 2 60 sUs "sess
a THEN GOTO 10 S RETURN
30 DIM ata,2)1 LET 2038 LET Goce|D.B50a o 2®
, 10 INFUT "Mumber cmi 3820 IF d3=36@ THEW LET d=d-360
' of sides? ";a 40 FOR b=0 TO 359 200 ﬁgﬁf‘ﬁ 4860
~ 20 FOR b=0 TO : ETEP 3&0/a 3858 DRAW bx-xd, by-ud
4 I59 STEFP 340/a 50 LET 1??3155:':!?-3!!4 fd -10@sPI} a4 ¥COB
5 0 LET alec,1)=128+C0O8 49108 LET xd=COS (d/iS@eRIlex
x=128+87+C0S . (b/180%P1) %87 T el s ol
= &0 LET 43308 IF_" ¢=0 THEN PLOT xd.wd: LET
. (b/1BO%FPT) ‘; bxexd: LET bg-!d 2
40 LET I{E-IEI"E-'E‘PEIH ;g;.gﬂnnnu xd=FPEEK BABTT,yd-FPEEK
D y=8+874SIN / (b/180sP1) 487 3886,17 873, THSN BLOT 138,301 DX
(b/1BO*PT) i :""' BT £kl NEAT i A2 LA TIPS P MR E R v
: S0 PLOT =,y: IF o
b¢>0 THEN DRAW \_\ i % Eg: h:: :g a
lastx—x,lasty-y i 100 PLﬂ: -
&0 LET lastu=u: tb.1) ib.2)
LET lasty= o a
¥y 110 DRAW a+30100.b
70 NEXT b atc,1)-atb,1) ,ale,2
¥ L] ¥ ¥
80 PLOT He¥i 1-alb.2) o T,0,08,33,0.64,1.0,108,
DRAW 215-x ,88- Fﬂlfgﬂn . 2210 L8+8%%5,0,0,27,0,64,1.0, 16
it 120 NEXT ¢ 5516 pAfA 32,0.0,17,8.64,1.0.16,

130 MNEXT b
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Robot Riot is Pac Man in reverse.

The object of the game is to lay minesalong the corridors
of a robot factory, where the robotsare running amok and
the "King Robot’ has taken over the control room, not only
on your floor but throughout the whole building. Once the
total floor area has been mined, the King Robot will try to
escape by leaving the control room and you must enter the
eontrol room. This ensures that all robots are destroyedon
the floor and that yvou can travel to the next.

Sounds easy? Well, you do have to keep up your energy
levels by collecting power mites which are also travelling
around the corridors, and different types of robots will
either paralyse or kill you if contact is made and more of

them appear as time goes on.

As often is the case, the simple games are the best and
this game will get the adrenalin flowing and give you plenty

of entertainment,

Least original of recent Silversoft releases is Sam Spade, a
Panic/Donkey Kong type game, where you have to run up
ladders and dig holes on the various levels 10 trap the
monsters. You then have to bang them on the head with
your pickaxe to ensure that they fall to their death. If you
leave them trapped for too long they will change colour,
making it more difficult to destroy them.

From a programming point of view there is little to
criticise. The action flows smoothly and the graphics are
fine, and if you do not already possess asimilargame then
this is as good as the best available. However. it is rather
late in the day to come out with this new version no matter

how good. — D.C.

Game: ROBOT RIOT Game: SALM SFADE
Maker: SILVERSOFT Maker: SILVERSOFT
Machine: SPECTHUM 48K Machina: SPECTRUM
Format: cassette Format: caszstis
Price: £595 Price: £6.05

Rating: KK

TS MIN
— MINE|
SAY!

E

Rating: K

THE RHONDDA WAS NEVER LIKE THIS...

Raiders of the lost minel Your
search for those all-elusive power

~~ _ —modules (you know the ones) has
(-

taken you to the Zoltian mine on
the distant planet of Zol 2. Amaz
ingly there's a power module to be
had on every level of the complex,
and only a few rusting droids to
outwit in order to claimyour prize.
Of course the SF scenariodoesn't
really disguise the fact that thisis
just another variant on the ald
Fa-m'cgame,!JLl'lit{:t':rtainl',-'adcfsa
(sort of) logic to the procesdings.
Each level of the mine consists

2fa number of platforms linked by

KK
t{!ﬂ{ — Unsurpassable

= Could Be Better
= Could Be Worse

ladders. The guardian robots are
Basy to outwit at first. They're nat
too bright and only patrol one of
the platfarms. But as you amass
modules (curiously they're
shaped like top hatsl) they
become decidely more active
Soon you'redesperately clamber
ing up and down ladders and
groaning loudly as you're sapped
for the umpteenth time. As in the
way with Panic-style games.
you're armed with a shovel (or in
this case laser) with which you
can dig holes in the platforms
Careful timing will send your

JUST WAIT TILL

Ever fancied yourself as a bud-
ding Van Helsing? Well if vou
have this curious blend of maze
and adventure games could well
be of interest. The idea (of
course) is to climb the gloomy
tower, despatch the evil count
(ves, count) and help yourself to
his hard-earmed loot. A piece of
cake? Notso. . . The towerisall
of five storeys high and each
level consists of one hundred
rooms all of which look the
same. The whole thing is excep-
tionally confusing.

I, fearless vampire hunter that
I am, spent simply hours wand-
ering aimlessly around the dun-
geon (level one) just trying to
find the exit. Level One is sup-
posed to be the easiest floor
and consequently has no objects
to be found or obstacles to over-
come. The result is a quite
tedious trek that all but de stroys
your enthusiasm for the game.
There's a HELP feature which
enables you to consult a map

and so orientate yourself but
even that proved of little use
The more | consulted the map,

clanking pursuers plummeting g
a8 lower level, or conversely youk
can dig your own escape routes.
Animation is smoath if unins
pired and the action is pleasingk
unrelenting. However, | can't hel
feeling that the thing would hay
become even more playable hadi
included a joystick option, Good
fun though... — S.K.
Game: MONSTERS
Maker: SOFTEE
Machine: DRAGON 32
Format: cassette
Price: £6.95
Rating: KK

THE SUN SETS

the further | seemed to get from
the exit. Perhaps | was walking
backwards? Anyway once past
the first floor things begin to
look up. There are daggers and
magic apples to be found, as
well as patrolling vampire bats
1o avoid.

Having negotiated all five
levels you will finally come face
to fang with the vampire lord.
Only one of the weapons you'll
have collected will kill him — so
choose wisely. The game fea-
tures a SAVE routine which is
invaluable if you don't want to
end up back on level one and the
audio visuals are, if not spectac-
ular, at least adequata. Happy
hunting! — S.K.

Game: TRANSYLVANIAN
TOWER

Maker: RICHARD
SHEPHERD S0F
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ur Imagination

— HIS REMARKABLE PRODUCT
will revolutionise programming
© °onthe Commodore 64. By using
the simple plain English commands
you can now write and publish your
own games to compete with the
professionals. Powerful yet easy to

- WITH SCOPE YOU CAN WRITE TRULY | US€ SCOPE will benefit beginner
. ORIGINAL MACHINE CODE ACTION! | and competent programmer.

F— You will handle allaspects of
/ £ A\ _..L.,'f:} / Graphics, Sprites, Colour,

 Unlock Yo

) Sound, Music & Animation.
@, | | Allin original super-fast
L £ machine code.

* Comprehensive Instruction
Manual * Tape Demo Routines
* Free Membership of SCOPE User’s |
Club * Programmer’s Hot-Line phone.

gy



_ — * Europe’s No 1 group of retail outlets
SR GRS * Chect our muttnationai network

for your nearest dealer

+ Backed by an after-sales service
second fo none

+ Up to £4,000 instant credit
Write for detalls

FOR
| Computer Hardware
> and Soﬂare Nationwide

e

Low Prices — Best Service

at yourlocal Big === Dealer

e amm— MiCTO-Management Head Office:

16 Princes Street, Ipswich, Suffolk
T e— e Telephone: 0473 219461




Altringham
hurmuﬂ; Computer Systems

alan
%umford New Road
Altringham
Cheshire WA4 1EB
041 928 00&a7

Beverley

Baverley Computer Centre
1 Windmill Passoge

55 Lairgate

Baveriey

N. Humberside

0482 BB1541

Birmingham

The Micro Cenfre
4754 Parshore Road
Cotteridge
Birmingham

021 4564

Bishops Stortford
Computus (East Anglia)
3 Church Street

Bishops Stortford

Herts.

Boiton

Selecta Video

2 Baimont Road
Astlay Bridge

Balton

Lancs.

204 52804
Eridgend
Automation Services
42 Dunraven Place
Bridgend

Mid Glam CR31 4NS
0454 3550

Brighten

Eamer

24 Gloucester Road
Brighton

SussEx

273

Bristol
frensal Computers Lid
24 Park Roag

Brixham

Computer Systemns [Tarbay)
Fump Street
Brixham

Data Store

& Chaotterton Road
Bramley

Kent BRZ 9QIN

M-440 8991

Bury

Entertainment in Leisure
EThe Rock

N???? 3463
Cambridge
GCC Cambridge Lid

&6 High Street
on

Combridge

0223 835330

Canferbury

Canterbury Software Centre

¥ The Friars
Canterbury
Kent

0227 53531
Caorditf

Steves Compuler Centre
- Castle Arcode

Chelmsford

Essex Computer Centre
216 Moulsham Street
Chelmsiord

Eszex

0245 358702

Chester-Le-Street
Knowledge Computer Centre
15 Northburns
Chester-Le-Stresat

Cao, Durham

0385 881014

Colchester

Anglia Mewsagents
Braintree Computer Centre
193 Lexden Road
Colchester

0376 24922

Coichester

Capricorn Computers Lid
32 North Hill

Colchester

o 68471

County Anirirn
Everyman Compulers
80 Charlotte Street
Ballymoney

Co, Antrim

N. Ireland

02656 62116/62658

Dartford

Anirog Computers
29 West Hill
Dartfard Kent
0322 92513
Derby

First Byte Computers
10 Castlefields
London Road
Derby

0332 3565280

Dover

Dover International
Computer Centre

18/19 The Charlton Arcade
High Street

Dover Kent

0304 212433

Dyfed

Business information Systern
Computer Centre

18 Riverside Market
Hoverford West

Dytad

0437 277668228
Evesham

Evesham Micro Centre
Crown Courtyard

1 Bridges Street

Evesham Wores,

0384 495441

Hastings

The Computer Cenfre
37 Die Robeartson Street
Hastings

Ecist Sussex

0424 439190

Harpenden
Hobbyte

153 Grove Road
HHquenden

erts
(587 3542

Heckmondwike
Thoughts and Crosses
37 Market Street
Heckmondwike

West Yorkshire

0924 402 337

Hemel Hempstead
Faxminster Ltd

25 Market Sguare
Hemel Hempstead
Herts.

(442 55044

High Wycombe

South Bucks Computer Centre

cio Hull Loosley & Pearce
121123 Oxord Rood

High Wycombe

Bucks.

0494 442311

Hormmchurch

Comptel Computer Systems
112a North Streat
Hornchurch

Essex

04024 44744

Horsham
Micro Store
13b Wast Street
Horsham

W. Sussex

0403 52297

Horsham

Orchard Business Systems Lid
34 East Street

Harsham

W, Sussex RH12 1HL

0403 584584

ipswich
Bralnwave

24 Crown Street
ipswich

Suffolk

Ipswich 50945

Lancashire

Blackpool Computer Stores
179 Church Street
Blackpool

Lancashire FY1 3NX

0253 27094

Lerwick

Tomorrow's Waorld

20 Commercial Road
Lerwick

Shetland lsles

0595 2445

Lendon
Computers ol
Wigmaore Strest
87 Wigmore Street
Londan W1H FP
01-485 0373
London

CLM tla Matmios
14/16 Childs Place
Ecrls Court
London

1-373 500014807

London
Cubegate Lid

01-836 9373

Maidenhead
Chiswick Organs
45 Nicholsons Walk
Maidenhead
D428 34765
Mariow
Citybench

2/4 Eton Ploce
Marlow

Bucks

06284 75244

Merseyside
Source Computers
4 Cross Lane
Mew-Le-Willows

Mer ide

o2 55315394

Milton Keynes
Landmark Computer Lid
Micro Land

Lietherburn Court
Brunel Centre

Bieichley

Milton Keynes

0508 368048

Norwich
Abacus

12a Potlersgate
Morwich
Moriolk

0503 614444

Paeteriee

Ganeral Northern Computing

8 Whitworth Road
South West Ind, Estate
Peterles

Durharm

0783 860314

Preston

Format Computing
&7 Friar Gate
Praston

Lancs.

0772 561952

Rye

Toligate Video

Tollgate Garage

ﬁw Winchelsea Road
@

E. Sussex
Rye 223106

scunthorpe

Ashby Computer Centra
185 Ashby High Street
Scunthorpa

8. Humberside

0724 871756

Southend

Estuary Software

261 Victoria Avenue
Southend

Essex

0702 43568

Southall

Twillstar Computers
17 Regina Road
Southall

Mididx.

01-574 5271

S1. Anstell
Computavision
4 Market Street
3. Anstell

0726 5297

Stirling
Micro Store

38 The Arcade
King Street
Stirling

Central Region
0785 64571

Stoke On Trent
Town Computer Cenira
30 Town Road

Hanlay

Stoke On Trent

0782 287540

Stoneleigh

Diamond Duel Records
75 The Broadway
Stoneleigh

Surrey

M-393 4944

Stourbridge
Inferac Systems
Marchill House

151 Worcester Rood
W. Hagley
Stourbridge

W. Midlands

0542 BB5454

International Dealer Network

Stroud

The Model Shop
22 High Street
Sroud

=los.

045346 5920

Surbiton
Computasolve Lid
& Central Parade
St Marks Hill
Surbiton

Surrey

01 390 5135

Taunton

Sinewave Computer Services
Corporation Street

Taunton

Devon

0823 57524

Tewkesbury

Sabre Consultants Ld
103 High Street
Tewkesbury
Sloucester

D&BA 298866

Truro

Trurc Micro Lid
Unit 1 Bridge House
Mew Bridge Street
Truro

Cornwall

0872 40043

Uxbridge
JKL Com
7 Windsaor
Lhbridge
Middlesex UBS 1AB
0895 51815

Welling

Morth Kent Computer Centre
52/54 Beligrova

Welling

Bediay

Kent DA16 3DY

01-301 2477

Whitley Bay

Video & Home Computers
Cenfre

3 Roxburgh House

Park Avenuea

Whitley Bay

Tyne & Wear

0532 534725

Walverhampton
Wolverhampton Computer
Cenfre
1719 Lichiield Street
Wolverhaompton Wyt 1EA
0202 20907

Worthing

Worthing Computer Cantre
32 Liverpool Road
Worthing

W. Sussex

uters
freet

For your nearest European
Dealer telephone Belgium or
Holland

Belgium

Micre Management
Balgium

Ballaerstraat 75

2018 Antwerp

Belgium

03-238 7284

Holland

Micro Managemeant
Nederlands

Rood Huisstraal 98 2406
Ah Alphan-can-den-iin
01720 — 72580

CHECK WITH YOUR LOCAL DEALER FOR SPECIAL BARGAINS AND NEW PRODUCT RELEASES

(Al products normally In stock but fo prevent a wasted journey phone yourlocal dedler first before calling. All prices inclusive of VAT



LAUNCH

(Screent)
APPROACH
‘S .
o E
R LR LN SeSELAE 8 S SUENEE
(Screen 2)
ENTRY

(Screen 3)
LASERCYCLE
i | 7 =
] ] -
! i_' | .. |ﬂ_ﬂ| e -
¢ L]
L} L] =i
e £ s - TR LAZER CYCLE
e ... The M.C.P. has selected you to ride on the
deadly grid; two screens of strategy and
= action, multiple skill levels, hi-score table.
T pause facility, demo mode.
BBC Model B - £8.95!

To purchase any of the items above, simply fill in the coupon below
with your requirements. Make cheque/PO payable to

SYSTEM 3 SOFTWARE LTD and post to the address below.

Please allow 7 to 14 days for delivery. All prices inclusive of P&P and

15% VAT

Flease add £1.00 per game ordered.

DURANIUM BARRIERS

(Screend)

INTERCEPT MISSILES

VICTORY

...Earth is threatened by an Empire Deathstar. can you penetrate its
defences and destroy it before it destroys you? e
52K of pure machine code to give you 12 screens of 3D araphics, super -
smooth 3D animation, unbelievable sound effects music, 4 skill levels

and hiscore table . . .this is the ultimate challenge?

This game has to be played to be believed! You have not
seen what the Commodore 64 is capable of until you have
played Deathstar Interceptor! - Commodore 64

Available now at £9,99!

COLOMNY 7

COLONY 7
- Colony 7 fast furious 30 action, as you
defend your colony's foad stocks from the
space pirates! The only game to use graphics
9. Unbelievable 3D landscape!
ATARI 400/800/XL - £9.95

Tel (DAY)

(Screen12)

CAN YOU REACHIT!
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. GOAD YOUR CODE — Continued from page 70

ligent — and much mare fun
to play. Games will have to be
written by teams more often,
since one poor programmer
won't be able to keep track of
all the factors in a 100K
program

30? The point is, the home
computer programming
market is big enough for origi-
nal product authors, the 'One
Man Band' people who can
get good product out quickly,
but who have to be genius-
lypes; andthelessoriginal but
still efficient programmers
who can be integrated into a
team structure, leaving the
difficult new ideas to creative
person within the group. The
market will rapidly squeeze
out the 100-line Basic games
and other sorts of rushed
garbage,

One thing is certain: the
Mega-programs of tomorrow
won't just be text. Some-
where along the line someone
will want to put that half-
megabyte of memory to good
use controlling graphics:
moving graphics. And if you
want a job in the games pro
gramming side of things, you
had better know howy,

That said, you still have to
start somewhere. No-one
starts off knowing Assembly
Code ... almost everybody
starts with Basic. Learning
Assembly Code is a kind of
‘First Great Test, like the
Spartans leaving newborn
babies on a hillside for the
night, the idea being if you
make it through that, you can
make it through anything. If
you learn it fluently and
become conversant with the
way computers are struc-
tured, then chances are
you've enough determination
lo be a good games
programmer,

Stubborn

You'll need that degree of
determination or stubborness
because only around 30 per
cent of the time spent making
a game is actually writing the
code:therestisdebugging the
accursed chunk you've just
typed in. This (not surpris
ingly) can get wvery, very
boring. A good idea is to see
the bug as a battle againstyou
and the computer, and maybe
o get a little angry, because
you are going to need adre-
nalin to keep you going at two
in the morning. This way,
when you finally suss the

| error, you've a small victory,

something to feel good about
while you do the next bit.
Without these little moments
of infantile excitment, pro-
gramming would rapidly
degenerate into tedious
monotony.

However, use of this trick
has its unfortunate side,
because after a while some
programmers become so full
of their petty achievements
against the machine they are
of little use to anythingbutthe
computer! This type of person
won't listen toanycriticismbe
it constructive or otherwise, a
dangerous position to be in.

The maoral of the story is —
don’t treat people like pro-
grams — they don't like it

l'wish thiswasnttrue, butit
15: the one biggest thing that
goes towards making a game
really successful isthe adver-
tising. There it i1s. If you are
after the real moneyand fame
stick to the big boys. If you
want to be able to recognise
your owngame from its adver-
tisemants then don't

Coder

THIS SERIES is going to
assume you are already profi-
cient at assembly code on the
BBC micro, but are over-
whelmed by the thought of
applying your knowledge to
much more than filling the
screan with stars etc. (Yes,
we 've all been there, | think!)

| considered every line of
code | write with an explana
tion, but this will bore most of

&FE&C:RTS

AB(1S, 1+Wx/7)
VESEJI?&?4#B]
320

3&HIF?3-4THE
520A%=1, NYZ%s

PRINTTAB (g

ECLEQHI?&FEﬁa

2 =LFF

ﬁ.?&FE&zugpp'?&FE5H=&;;&FEéD-
BB@START =g,

(P&FE&LC) ORy

1 D%=8A10
210. TROUT gej %=D%: [OPTYy,
220. x@

LDA#2;: g5R
Dﬂ&?i:JEREEND_ SEND: Lpas,
SEND: Lpyag  -DA%721JSRSEND

23, x1

?H'JERSEND:L
1LDAL73, g5k

&721BNE
25@. SEND
El:8T X&FEs@, LDA#LCE,

240.X2 LDAL71;cMp
T CMP

BIT&FE&D: Beng

STAWFEsC, LDA#SEE;: g TA

27@: 1t NEXT

EEHHDDE?I PR INT LT NUH

L%=P%1 Wi
gIHFILEtan EXOMPLan

WAL T IF "
3.'E‘IIF-'LEF-'T1!1mnt..lZi-*"+‘I AND ?:;;:};:::ﬁ?ﬂ
A

F=(YE<>q) 49 W=
2 =Wi+7: 080 L
1E@@", O%=t4800, PAGE=g 1 EE;: ED%

TABESB'HJImeI

i "'ﬂ*"' N

3S@PRINT

35560To32p

6: B0TO3eS
CﬁLLEEND]ﬂ:IN

E:E 3. New ORIC "A" prog anZ}

—

—=—

9@REM ORIC DOWNLOADER CREATOR

1@@DATA128,169,0,141,3,3,169,247,141,2
3
L]

11@DATA151,157,128,1
245,32,?1,151,2a1,1,24m,4a,32,q1.121 -

12@DATA133,2,32,91,151,133,3,32,91,

141,12,3,162,0,189,112

1&?[2211 9?1232‘251.4E‘EEE|

you to distraction and proba-
bly confuse the rest, To this

PARTS LIST:

2x 20-way I0C sockets
| metre of 20-way ribbon cable

end, if you see something ina
program vou don't under-
stand, type it in, see what it

,13%,4,32,91,151,133,5,238,152,187

,3,165,2,197,4,208,239,165,3,197,5

.88,96,169,175,141,8,3,169,191,141

,3,96,68,111,119,110,108,111,57, 1002
16@DATA1DS,110,1@3,32
2.66,108,111,99,107,58,32,48

. 7=Z+A:NEXT

13@DATAS2,91,151,145,2,230,2,208,2,230
14mnﬂTn2aa,233,24m.zai.159,255.141,3,3:}ﬁ
iEEDﬁTnE,3,159,2,44,13,3,245,251,1?3,1Ejf
,57,111,1@m,1m1,3;§*

17@7=0: FORT=0TO#88: READA: POKE#S7@B+T ;A |

doges, and try find out what
each instruction in the pro-

tatements"

{BRIFZ<>14666THENPRINT "Error in data s ";-L

FIG 4. Pragram to create the ORIC/ ATMOS

gram does towards what the
whole thing achieves. If this
fails, write me a letter.

Right. to business, The
single mostimportant routine
INyour mega-game is going lo
be the shape generator rou-
tine, since the shapes are
what everybody is looking at!

Think about it . .. every
arcade game you 've ever seen
can be boiled down into a
number of 'shapes’ movingon
the screen and things hap-
pening when they collide.

el

Sure, there are other rules,
like the movement patterns of
each shape which go to make
each game unique.

So, it's important to get
some nice looking blocks of
colour in there! From now on
I'll refer to these shapes, e.g.,
the base in Space Invaders as
meta-shapes or Mshapes.

Mext month I'll be present-
ing two meta-shape creation
utilities. Both run on the BBC,

*

downloaderat &9700

one creating Mshapes towork
onthe BBC itselfand the other
creating Mshapes that will
work on the Oric. There'll also
be the first piece of source
code for ‘spraying’ any
Mshape anywhere on the
BBC or Oricscreen, reallyfast
There’ll also be the secret of
‘smooth-moov’ graphics
revealed and the first part of

the example game.j

Maelstrom




O JE=54272: GOSUB 9000

1 PRINT"LCELEAR, YELLLOWI"

o POKE 2280, O: FOKE 535281,0

10 REM #%% SURRDUND x4

20 DIM XA44),¥YC4),Cea), i1l

30 FOR I=1 TO 4:READ KLY ¥EXIY, (1)
sMNEXT

40 FOR I=0 TO 11:READ DI} :NEXT

S FOR I=1 TO 4%40:FPE=F%+" 8 NEXT

&0 UL=102:CL=1&50:F=40; FP=8B4: =01 M¥=2%
sMyY=24

70 US=7:Chufsl=.9&4: V=1 =T :R=1: [|=4
r85=1024

BO PRIMNT"CCLEARIDO YOU WANT INSTRUCTI
OMs" s

B2 GET A%:IF As=""THEN 8%

85 IF LEFT$ (A%, V)< 2"Y"THEN 100

84 PRINT

20 GOSUER &0000

100 PRIMT: INFUT"LDOWNIWANT 4 FAST,
MEDIUM, OR SLOW GAME":4%

150 A%=|_EFTH (A%, V)

140 TL=40

170 IF AS="F"THEMN TL=7

180 IF A%="M"THEM TL=70

200 GOSUE 10000

220 T=RND(-TI)

240 UD=2;:CD=2:C=0

260 UM=10:UY¥Y=7:CX=29:Cy=17

270 UA=S5+UX+FRUY: CA=S+CX+FRTY

500 REM GETAS

501 BJI=PEEK(S&4320}:IF BJI=127 THEN A%=

BI=123 THEN Ag="4"
BJ=119 THEN At="4"
B.J=12& THENM aA%=vg"
Bd=125 THEM #Ag=4won
ABC"ZVOR ASE"EH"THEN &00
530 D=(ASC(A%)—48) /L
2990 IF IMT(DV<>D THEN &00
=70 UD=D
&0 BOSUR 7000
&40 IF FEEK{(AY< P THEN C=0C+V
S0 POEE Ua,UL:FOKE ua+JE, 13
740 POKE A,C(UD) :FOKE A+JE,B
BOO UA=A:UX=X::UY=Y
100G TZ=TI1
1030 GOSUR 7100:B=A:305U8 7010
1060 IF((PEEK (B)AND FEEE(A))=F)AND (RN
DOVI<W) THEN 1400
1080 T=INT(L¥RND (V) I+RE{(CD-)
LGS0 H=D{T}):6=D{T+V)
1110 GOSUB 7120:B=A: E30SUB 7020
1130 IF{(FEEK(B}AND FEEE (&) y=F THEN 15
Qo
1140 IF H<>E THEN H=G:60T0 1110
1300 GOSUBR 7010
1320 IF PEEE(AY=P THEN 1&00
1400 T=INT(LERND (V) P +R% (CD—WY)
1420 H=DIT) :G=D(T+\W)
1450 GASUB 7020
1470 IF FEEKE (&Y=F THEN 1590
1480 IF H<»E THEM H=G:G0T0O 1440
1590 CD=H
1500 IF PEEEA{AY<HF THEM C=0+l
1750 POKE CA,CL:POKE Ca+dB, 15
1740 POKE A,CICD):POKE A+dB, 4
1820 CA=ACX=X:CY=Y
2000 IF C*»Z THEN SO0
2020 IF TI-TZ<TL THEN 2020
2040 GOTO 500
2000 FRINT"LHOME, RVS] g
205 IF CxW THEN S200
S030 CO=5+1
S040 PRINT"Y O U":
S050 GO0TO S&H00

ILLUSTRATION: ROBIN SMITH

T

runs on COMMODORE 64
with joystick




5200 IF CrL THEM S400
. D230 Us=US+1
J240 FPRINT"& 4 . v;
S3250 GOTO 5800
SO0 US=US+Y: DE=Lg+y)
3420 POEE A,214
3440 PRINT"B O T H":

S600 PRINT" CRAS HERD 1 =
S610 PRINT™ [LEFT1S]

YOU="US; "&4.="Cg

5620 FOR I=1 TO 10:6ET Ak:pMNEYT

J630 GET A%:IF At=""THEN S&30

S640 BOTO 150

7000 X=UX:Y=UY:D=UD:BOTO 8000

7010 X=CX:Y=CY:D=CD:G0TO BOOO

7020 X=CX:Y¥=CY:D=H:GOTO 8000

7100 X=CX-+X(CD) : Y=C¥+Y (CD) : D=CD
:GOTO 8O0

F120 HTHK+K{H?:Ymtf+YtH?:D:H:EDWD B000

BOOO X=RE+X (D) :¥Yeyey (D)

BO1O IF X<Z THEN Y=M¥

8020 IF %:MYX THEN X=2

BOZO IF ¥<Z THEMN Y=aMy

B4 IF Y:MY THEN y=3

BOSO A=S+X+Fxy

8100 RETURN

FOOO PDRKE S32E0, 10: POKE 93281, 10
PRINT"LCLLEAR]"; : BOSUE 9100
:PRINT" [HOME , DOWNLZ, BLACK 1" s

FOO1 A= A m

2002 FOR N=1 TO LENM{AS)

:FRE$=MIDS (A$,N, 1) : IF PR&="0"THEN F
RE="[RVS1 [RVOFF1"

FO03 BOSUB 9140:FPRINT PR&:: NEXT N

214 As=" A UP, LEFT1,/LUF, LEFT 1,
LLEFTEJJELEFTEJJEUF,LEVT];LUP,LEFTJ
fﬂﬂJEDDHNJELDDHN.LEPFJHEDUNN,LEFT]
:1DGHN5LEF1JJ;JLUP,LEFTJJLUP,LEFT]
o LUF, LEFT 14 UF, LEF T 1,%%5 DOWN, LEET ]
"LDOWN, LEF T 1L DOWNM, LEFT 1,20 DOWN
LEFTIW"[UP, LEFT14*CUF, LEF T 1,8 CLEFT ]

PO05T FOR N=1 TO LEN(A%$)
:PRE=MID% (A$. M, 1) : IF PR&="STHEN P
RE="LRYVS]1 [RVOFF]I"

FU04E GOSUE F1&0:FRINT FRE: :NEXT
S010 ﬁit“[LEFT.UPiﬂ[UP.IEFI]f:rlDUNN,
LEFT];[DUHM.LEFT]JHDDHH,LEFYTJ

[DDNN]J{!UP,LEFT]H!Uﬁ,LbFT]ﬁﬂEUP,

LEFTZ 1" LUF, LEFT 1%L DOWN, LEFT 1,2
LDOWN, LEFT I DOWN, LEFT 14 DOWN I
e LU, LEFT1ALUR, LEFT 1 UF, LEET ]
WHLUP, LEFT 38"

015 FOR N=1 TO LEN(AS)
*PRE=MIDS (A%, N, 1) : IF PR$=""THEN P
F$="[RYS] [RVOFE]"

7016 BUOSUBE 91&60:PRINT PR$::NEXT N

2020 AS="[LEFTIMILEFT2 18 LLEFT2 18
[LEFTE]JELEFT.DUHMJﬂtLEFT,DUHN]ﬂ
LLEFT . DOWN 1 o0 DO ] g1 8,88

FO2Z3 FOR N=1 TO LEN{(4%)
PRE=MIDS (A%, N, 1) : IF FRE$="@ THEN P
RE="[RVYS]1 [RYOFF1"

POL6 GOSUE F160:FRINT FRE::NEXT N
POT0 ﬁﬁr“EUP,LEFTJJFHP,LFFT]#[UP,LEFTH

:LUF,LEFTJffrf[UDMM.LEFTJJ[DDHN,
LEFTT?[DGMN,LEFT]#iDHHN,LEF1]J%%HH'
ELEFTE.UP,LEFTnﬂtuP,LEF!EJEUP,LEF1J
o LUP, LEFT 1% "L DOWN 1L DOWN, LEFT 1,8
CDOWN, LEFT 1

O35 FOR N=1 TO LEN{f%)
tPRE=MIDE (A% N, 1) : IF FR$="MTHEN P
FE="[RVS]1 L[RVOFFI"

FO346 GOSUER R140:PRINT FPRE: :NEXT N

U0 Ad=" [UP ] """

055 FOR N=1 TO LEM(AS)
tPRE=MID% (A%,M, 1) : IF PR$=""THEN P

%

et
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Bde="LRVS] [CRVOFFI1"
FOS4 GOSLE 150:FPRIMNT PR o MEYT N
YOS GOSUR 2145 GOSLIE S0
tFOR T=1 T 10000 MEXT
tPRINT" CYELLOWI™ = RIE TLIRM
H1o) PERINT " [HOME SOOEML S, RIGHTS ]
CELACK IR Bl LIE 1 ISR Bl ACK
[RYS 1M '
FL10 FRINI"LRIGHTS LRYS, BLLIE ]
. [RVOFF , BLACE I 0
FLI20 PRINT"CRIEHTS] CELUE, WS
CBLUE] [BELUE] [RVOFFE, BLACK 1S
130 PRIMNTYIRLGHTY ] q:,ll.:l‘i BwS, BLLIE]
LRYOFF 1
2140 FRIMNT"ILRIGHTS I
P150 PRINTY LRIGHTY. BL&CK T ﬂtlﬂ H.
155 RETURN
2140 RETLRRM
185 B (1) =252: B (9 =230 B (31 =251
s B (4 =254 Ao POFE 17514 JB. 15
sPOKE 1743+105 I
FL70 FOR M=1 TO S:F0FR &=1 T0 4
tFERKE 17481, B34 tPOEE 174683, B (&)
:FOR T=1 TO 159:NEET T
F1EC MEXT Az MNEXT M= RETLER
F200 FOR M=1024 TO 1024+424: POEE N, 47
tFEEE M+dB, O POKE M-—1, 3
tFOR T=1 TO 200:NEST TENEXT N
F2O0T POEE 17481, BJI01) s POED 17435, Bd 1)
G205 M=pM+d0
2210 FOR T=h=1 TO M+ig40x100—1 STER 40
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P IF FPEEK AT=40) <542 THEN POKE T-40,

52

FE2E0 FOR A=1 TO 1503:HMEYT S:hEXT T

L2500 NeEN-40:FOR T=h 70 held:FOCE T,42
: FOREE T tdB, 01 FOEE 1-—1 5%
tFOR A=1 TO 200:pEXT asMEET T

F230 POEE T-1,32: RETLEN

1a0dad REM DRAW BOUMDERY

1O0L0) PRINT"LCLEAR ., BLLE 1™ FisFs:FEsFds
LEFTS (P, MX) "LLEFT, IM5] TP ERVOFF,
GREEN] "2

110y RETLIRRK

0000 DATA 0,1,22,-1. B0, LoD, B2 0=,
AP

SO100 OAaTa F,.2.3 R T N B S O I Ml

HO0O00D FRIMNT"LCLEAR ] [RWS]
W R a P AR OWNMND F &y oo

SO010 PRINT™L DO ] FTHE QBJECT 0O
THE GAME 1S 10O TEGRV

HOO20 FRIMNT"THE COMFUTER. YOLUR sl
MakER STARTS In":

GUOZ2E FRIMT"THE UFFER LEFT FART OF TH
E SCREEMR: "3

ROI0 FRINT"  YOuU COWMTROL I 1"tr'i MOTI
O WI THE JO0YSTICE (IN PORT 2

HO040 FPRINT"
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by Primer Educational Softwara

he ever-popular Mr. Men help prepare
young children for reading with four
simple and absorbing games designed
to exercise essential skills as well as entertain.
An easy-to-use, colour-coded key guide
Isincluded with anillustrated introductory
g book, featuring the Mr.

e I~ Men. Forages4to8
years. Available now on
| cassette forthe BBC B,
Spectrum 48K and
Electron £8.95,

Ui
ERTURING!

by Widgit Software

T WO mind-stretching, space-age games

to test mental arithmetic and nimble
fingers.

In Sum Vaders alien robots invade the
earth. Only quick thinking and fast reactions
can preventthem. Several levels of difficulty
and a two-player game with a handicap
option make Sum Vaders equally testing for
all family members, from 8 years to aduit,

Robot Tables challengesthe young

More than fun and games!

player to make a series of perfect robots.
Knowing your multiplication

e

forearlylearners, B
and more ad- e,
vanced children, .
to master an
important and
often neglected
skill.

Available now on cassette for the
Spectrum 48K, Commodore 64, BBC B

eet Caesar, a cheeky young cat on

duty in a well-stocked larder. He's
mice eating the family's food. Playing against
the clock, you guide Caesar along crowded

A fast, colourful, all-action, arcade-style

game with catchy music and a best-score
addicts as well as great fun to play for the
novice. Available on cassette for the

and Electron £6.95.

by Andromeda Software
M kept busy chasing a gang of hungry
shelves to pounce on the mice.
record. Challenging for high-scoring arcade
Commodore 64 £8.95. -~ ¥

fand packageig, MIBROGSN T programs ane avasahis
Vi Smath i Boors AN aiher issaiig soltvare siocisls
Hone (822 3580

tables is the key to controlling the

- -

| H

robot-making machine. With a
learning mode and a testing
mode, Robot Tablesis a fun way

ED - O N N e e e . . .
To MIRRORSOFT, PO Box 50, Bromiey,

=_F
SOFTWARE FOR ALL THE FAMILY

.-l'_ = i —

l Kent BR2 91T | enclose a cheque/PO for € made payable Or please debit my ACCESS/BARCLAYCARD for the sumaf® I
Please send me the following (emter 10 “Readers’ Account: Mirror Group Newspapers Lt gardne 1 TT T 1 HE . ] I | | BK1

I number required ofeachitemin Sgectrum | BBCH | Elecion | CBMe4 | lunderstand that my l
the space provided) Price | &BK[01 | 03 i | WS | remittance will be BUGRENIE e e S
| First Staps with the My Men MMET) | R4S | ' ' held an my behalfin ¥

l I iiick Thlﬂkﬁglm'l_l T £6a5 1 [|1|:-. baDkEGEﬂUM dime eRmaL Ry ¥ v I

| Cassa the Cat (CCO1) | £95 _ :L“a”;?n‘igggiﬂn“' Address A 0, ¢
| Caesar the: Cat (GCIH) | B685 | despatched el . Pastcode

L Oter appies o Greant Bntan nd Eite anly Plaase aliow usio 20 days bor delvary in e UK MIBRORSDFT = et race mark of Mireor Boup Kewspagers L i, Co. Reg. Wu: WABE0 Rey D#fos: Holbom Cicus, Losdon 01
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Sometimes even

the best of friends

need something
new to say

fo each other...

**| want

To get that excited feeling back again.

Lots more software. But | can't afford it all the time.
Lots of new programs. | know all mine backwards.

To swap notes with other people who love com puters.
To know more about computers. And to use what | know,
Most of all | want my computer to do more!

and | don’t want

To have a lot of hassle.
Or spend a fortune.
Or have to tramp for miles to find it all. ®®

Prestel™ and the Prestel symbol are trademarks of British Telecommunications.
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| would like full details on Micronet 800.

You get

own ‘phone line. A whole sophisticated 2-way
communication system. Prestel®-the world’s
biggest viewdata system, under your control.

and you don’t have to L

spend a fortune to get it all now. m i

MICRONET 800, Scriptor Court, 155 Farringdon Road,
London EC1R 3AD Tel: 01-278 3143.

I |
| Name__ |
An amazing new world of fun and learning. | Make/Model of Micro I
A system that puts more muscle into many . I
popular makes of micro. [ PRaNRS—— |
Dozens of free computer programs and scores | |
of exclusive software bargains. Through your | ;
| Telephone__ |
I |
| |

MICRONET 800, Scriptor Court, 155 Farringdon Road,
London EC1R 3AD Tel: 01-278 3143,

It's enough to blow the mind of any micro

’ One of the many faces on Prestel




| GRAFPAD

for Sinclair Spectrum . . . Drawing into the future!

Now you too can have the benefit of draw ng your own applications by the simple use

of our NEW ZX Spectrum version of Grafpad!

THE GRAFPAD comes complete with Cassette
Programme, Special Keyboard, Overlay P ug, Light Pen
dnd, of course, a comprehensive manual full of tips and
instructions . . . all atthe usUakbighguality expected from
- \BRITISH MICRO!

STARTING UPis

47 simple. Connect the

#Grafpgd, switch on your

ﬁﬁ?rum and connect

- : = the cassette player, type

= 'LOAD" and press
_—— ENTER, then start the
cassette player, place
the keybaard overfay,
and by the time you are
ready, the “"MEMNL" will
fiash on to your screen!
Usage? Well there is . . .

AS MANY USES AS YOU CAN IMAGINE
by first following our easy manual, then, in
no time, you will be able to utilise as you
Think best!

A UNIQUE PRODUCT that will
mprove your skills and give

Size you endless hours of
25mim height gxciternent!
S5mm widsh

260 depth

welhi 1,2k 1gross)

OW TO ORDER

. 5 BY TELEPHOME:
* Dealer inquiries welcomed M you &

* Special discounts to educational C .
authorities & government OVERSEAS ORDERS:
departments 5! Please add £10 per lem crderad;

* Export inquiries invited

BRITISH MICRO

A HEGOTRON GROUP COMPANY 'y e s T.mﬁ- :
|' Unit Q2, Penfold Works, [ ¥ . PrE1CEE0. DAY with My » ant B ycard, Diners Cluli

A rd, HERTS WD2 4YY
) 48222, TELEX: 946024

* INQUIRE ABOUT BBC VERSION.



SPLAT!

‘P”

Football Mana

ger
Designed by Kevin Toms

Some of the features of the game:
* Matches in 3D graphics
* Transfer market * Promotion and
relegation » FA. Cup matches *
Injury problems = Full league y

* Pick your own team

tables * Four Divisions
I P 5 foreach matich. * As

i many seqasons as you
- like * Managerial
- g rating * 7 skill levels

- * Save game facility.

(/.f*" = - * ZX81 Chart
Im Home Computing Weakly
..jj 16831 and 11183

Comments aboul the game from press and Sur customerns
A TFOOTEALL MANAGER i 1he Desl game | nowve yal saan on e
FE Specthum and my Personal lovognte of oil e gamesonany micin. | To ite ordinary
A7 DEan it an eacalient view of whal con be done in ne eld of computar gamas
,_..'f"; ha clowning glory ol this game is fe short set paeces ol malch nicyh show i

NEW
FOR THE CBM64

THE SPLAT CHALLENGE FOR THE COMMODORE 64
£6.50

shck men ninning Gicund o pilch, shoofng celending and sconng T Wi
Qame bl peoplg wWho canned bake game sessons of B hows or 5o, which hoppenad on one
nopDy Sunday will be grodelul Ao kndew thal there is o save lo lope’ eption FOOTEALL
MAKMGER nos evaryming i could | The oeigeaia, Addictive Gamas, cerainly dessre e
rame.” Raling 19 20 (Frachcal Compuling = Augustt#a3]

s e

From software stockists nationwide, inc  €E) Fensemn | ~\ ‘ , | |
i ?ﬁfﬁ'ﬁ“ o Eg :g Tauel & ol e Dealers! For urgent stocks send INCEMNTIVE INCENTIVE %GF T-":"u ARE, 54 .[ [].N D(__] M 5.1-
T ARCIIOND a1 yourheaded nafepoper direct 1o READING RG14S0 (0734) 591678

BOURNEMCUTH BHG S+ ouroddress
e

ARMER

== ™

ATARI ¢ COMMODORE 64
SPECTRUM e VIC 20
DRAGON  MEMOTECH
BBC ¢ SORD M5 ¢ ORIC
EPSON * SANYO ¢ WREN
PLUS A WIDE RANGE OF
SOFTWARE, BOOKS & PERIPHERALS

ALL NOW AVAILABLE AT OUR
NEW STORE AT

71 EAST ST., BRIGHTON

nolosing ywour
e 0. BRITISH
| saclion far
st o the

irdered,

{PERIAL

SOFTWARE ALSO AVAILABLE AT OUR
71 EAST ST. BRANCH
TEL.: 728 681

48K SPECTRUM £5.50

INCENTIVE SOFTWARE LTD, 54 London Street,
Readig RGY 450 Tel: Readmg (0734} 591678




PLUS Over 700 Educational programs are
covered as well.

It's the only guide to software programs for
the eight top Micros.

BBC-COMMODORE 64 - DRAGON - VIC 20- ORIC
ATARI 400/800- SPECTRUM - ZX81

ey GAM GAM Es Don't miss out on the wide choice...GET
GAM Es N

OVER 1,500 GAMES TO PLAY

Software Index is the NEW magazine guide
to the Hundreds of Software Programs
available in shops and by post.

It's packed full with GAMES Software—what
the games are and where to buy them.

Newsagents |

NOw

NEW RELEASE
for the 64!
ORANGE
SQUASH

DEALER ENQUIRIES
PHONE
(0438)

316561

SOFTWARE

3 MAGICAL GAMES FOR THE 64

PIRIE PE‘I'E

LF, PO, M R
PEH FYTE M PT-SOLEN
il TR R L LETE
Tkl PO WL AN T

o COMMBIODORE (5 » somimi

Far e
Eﬂmm[{ﬂ B PR TICN F O CRMAOIFIN B LMD JOTATICN

CRAZY CAVEMAN - Journey back to prehistoric PIXIE PETE - Desp deep down underground BLUE MOON - You are the pilat of aniniergalactic
times! A tribe of cave dwellers sands out a hunting PIXIE PETE the poi-holer is diggmng for his sunia spacecrafi. Your missian i5 (o rescus a sister-ship
party, but the men are scattered when they are Ynurmn trof this daurtiess poxie, and must "-E'_I‘l:l iy and her crew who are trappsed an a hostile planeat and
ambushed by 8 huge sabre-toothed tigar! Yo ; 4 his own maze 1o escape from DESMOMND THE L 5 2

: ' & sanre-teothed tiger! You are DRAGON tar as long a5 possible, bul if he comes m to return with therm 1o the satety of the Blue Moar
0g o theRt Numiers: .2 korg wy fram Ehelter, you range: quickly angage your HYDROLIC AAM PLMP Howewer, journeying across the vastness of space
begin the hazardous trek home. On theway there are to blow him up. If vou PEMAGE [ lJL'isJ;DESMDNE there are many hazards to negotiate, such as the
many dangers, like AOLLING ROCKS, DINOSALURS, he will return to haunt you as GORGO THE GHOST deadly BLWE BOUNCERS, COMETS, BELL BIRDS,
DOD0S AND PREHISTORIC BIRDS £6.50 who causes many probsems lor PETE £6.95 DROIDS and TECOM ALIENS £6.50

Top prices paid for quality COMMODORE 64 programs
Games available from all good computer shops or direct from Merlin Software at the address below.

MERLIN SOFTWARE, BUSINESS AND TECHNOLOGY CENTRE, BESSEMER DRIVE, STEVENAGE, HERTS. 5G1 2DX
TELEPHONE (0438) 316561




At R&Rwe believe

that value comes first,

and we make it our business

to ensure that we provide good

quality programs at realistic prices . ..

for your enjoyment.

ALL ARCADE GAMES NORMALLY HAVE

CHOICE OF KEYBOARD OR JOYSTICK CONTROL.
Should you have difficulty in obtaining our products
from your local Dealer please send cheque or Postal
Order indicating titles required, for return of post service.

GALAXY WARLORDS

(Fer amy 2 Spactrum |

JUNIOR ARITHMETIC

iy X Speciumy

SPECTIPEDE

(Fof iy T Soecirum| For any I8 Specinam)

CHOPPER X-1

1 Chapper -1 Gore
U MEEEN 1 % repsl madng lorces a v
earih. & aciion packed ongna game & lul machin
]

AP Eﬁ-ﬁu

femy sarshps Boin yoo
S ate Sheerably. The enem M
M ul' Pl oolour achos grapfes and sound T

REP EE.EU

An gacaFent paucahonal program for 6-0 g sids
TRt fun sy 1 ieaim and pracice Addike
SunEEcian, Mulipicaon anc Dnicion Mislaess
I BClEd Bnd sspiaingd . g wis 3 rufning

i 08 COFTRC] answers - £4‘95

R dlod A1 pos)

Eryery thee 10l of 1his fudl macheng code arcade gime
Bate o knep 1he Spécipede ai ey bul walch ot
Tox i very unprediCialie Spater which is oul 1D el you
F¥ 10 2 plarars wim lop soone and on aCteEn igh

ver £5.50

GOLF

For gy 2% Soecinem|

- raghn: i
with full spoee Eands Ko bwn games ae aee!

RAF 53,75

GNASHER

any £ Speciium|

The ' LIMgus BCa08 Mmape name milh |
cOm aclion Eeledler

Eatup all e dais b

1hemi I an ey p

Irem! HoEs of adhches full

Wl 0N SEEE B And

tagh sore Lape-SaeE Capahdny

" wae £4.95

DEALER ENQUIRIES WELCOME

RE&R Software Lid.

5 Russell Street, Gloucester GL1 1NE.

STAR TREK

P 48K Specingm gnk)

pgerainn Space. Me
and yoursel!! Excaden|

._.I|r_ln-.|l ARE Eq. . 95

OTHER COMPUTERS?

S SAF for 3 gl s ol o QITRAITE] 13na [
Scttwin naw deaihie for U1 and ORIC | Comguiens

9 CALLING ALL PROGRAMMERS . ..

SOFTWARE “'-| WANTED New, Quality Software.
F Send us your latest Program
Tel (0452) 502819 for evaluation — NOW,

AVAILABLE FROM LEADING DEALERS NATIONWIDE
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WHAT THE EXPERTS SAY _

its wealth of detail is amazing. One of the busiest games for a long time. The
animated. A complicated, demanding game which I can't see losing its appeal for a long time. Krakatoa is both addictive and
hard to play. It takes ages to get any good and the scope for getting better scores each time is enormous — very good, highly

recommended. Game of the month.

An amazing piece of programming, a great program. A year ago we would not have believed it was possible to do this.

graphics are really excellent, well drawn and —

“Crash Micro” —

“Software Supermarket —

The only review said
“Spesch is sffective and
must be at the limit of spec-
trum capabilities, graphics

and addictive program

which must rank among the

spactrum classics.

Value for money 10006

Graphics 100

Owverall score 100%
HCW

Homs Computing Waekly

£595

re ,‘._.
Available at W.H. Smiths

Mail order and trade enquiries to:
I T e ey TN I il - UACEatt MR o, (Seeit | e b o 0 o T B O @ L ML | S |

Fantastic CBM 64 —
Flight Simulation

A fabulous and reaistic ——
flight simulation packed with
hazards and detall. 20
diffevent analog and digital
controls raviewed by a

skill of pilots of any ——
standard. | unhesitatingly
recommend this game o
anyone. 1

£7.50




= TaSkSet &l PR ke

We're only writing games, and we're only writing for the 64. Rely on s to bri ng you the greatest games,
the greatest concepts and the greatest value.

The complete deep
space saga. A radical
Joystick action can bring
inspired flexibility and a
horrific kill-rate. The
outstanding graphics
include highly detailed
craft and lots more than
eight sprites at once. A
full music and effects
sound track
accompanies the action.
All these features
combine with player
options and a top 20 hi-
score table to set new
standards in hi-tech
slaughter.

A brand new character
game. Poor old Bozo, all
he has to do is to get
home after a night out
with the lads. That's
easy until a wobble
becomes a lurch and a
stagger. Later into the
night, all rules go out of
the window as he
disbelieves what's
happening in front of his
blood-shot eyes. An epic
journey with ultra-
smooth graphics and
sprites which run rings
round normal games.

SUPER PIPELINE

Keep the pipeline open. Foreman Fred and
Plumber Pete have their work cut out. The evil
ladderman drops metal wedges to plug the
pipeline - and only Pete can fix 'em. Pete trusts
Fred to defend him against the six-legged
Venusian pipe spiders and the hard case Io bster
while he knocks out the plugs and restores the
flow. Full accompanying music and effects,
options and hi-score table,

JAMMIN'

Unlike anything else, a totally musical game yet
highly colourful. Guide Rankin' Rodney through
the top 20 mazes — each with an interactive rock
sound track. Gather the instruments and make a
band but watch out for bum-notes, dischord and
that most deadly effect — distortion. If you've

never heard the full music capabilities of the 64,

K :

PELINE

t_'l'

grab an insirument and join the band. DIGITAL MI /

COSMIC CONVOY

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

gain galactic credits, and no-one expects promotion for losing the

TASKSET LTD — The Specialists tt disk
Naturally, everything we've written for casselle

the &4 is available on either cassette or
disk

Ezlected titles available from:

W H Smith, Bocts, Menzies and all good
computer stores

Major distributars include
Microdealer UK, Websters, Cantresof
and P.C .5,

All games are the exclusive coppright of
Taskset Limited. All rights are reserved

Be warned, infringement of those rights
iz an offence.

& MCMLXXXTY TASKSET LTD | 13 High Street, Bridlington, Yorks YOI6 4PR. 0262-73798

See you at the P.C. G. SHOW
where else? stand 42




! Two sreat sames
ON ONE tapE€

| DE FUSION seconds from an explosive experience.

A live bomb ticks menacingly as you try to get near enough to defuse it. |
Unfortunately your path is littered with Booby Traps. To say nothing of a |
very determined Hit Man, who follows your every move as you race to
stop havoc and devastation.

To further confuse you, you may only use each path |
' once. So take care you don't get

v trapped. Inthe direst
emergency it is possible to
make a new path, but that
will take the one thing
you haven’t got . . . time!

What's slimy and nasty and
ties itself . . . and you
in knots?

You control the worm as it
grows and grows, relentlessly i
filling the screen with its
segments. Take care to keep
clear of your own tail, as
contact means certain doom.

Only by exactly locating the
Black Segments can you cross il
your own path. But watch out
for the Bluebottles. You must
eat one to avoid crushing
yourself to death . . .

NOW AVAILABLE 0
FROM YOUR MAIN UOUBLESIDER S8
SOFTWARE RETAILER.

4K srectrum  @Ketel
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THE HOTTEST GAMES IN TOWN
‘ FROM LLAMASOFT

1“;‘-‘-‘;-_?:-5#““--—-.—-—“--?_*____ R ——— - . et

| T
/ H ( ';:"l‘l" .I:'t ‘ HELL TE Jaff Mlnlclrfas takoin Gridhr ih emie it
l A ' HELL GATE &n iha 54 ia cartainly no REVENGE or R s e e 1
.«\m > HOVER BOVVER, bising thi VIC 20 code nvesied Kingit S CE EA WA UK 0
l " | N - - o run on this system: Howeser we e oMEriog it et r.l'ﬁntn-.ﬂ R A TR S50k
) u-tf A Bargain price 10 thosg wiho like an unisunl shoat S L e Bl
j { R -".:* e am-up, fans of Gn.{lrl:nnn-r and Matrix Shauld &ngoy BT PR M. TPy HolLs e, e S e
i = T o Y o E thernsalves and the gamea i chalianging to-all, AR SRR o T IR, xilagonal e g
R D - j_p"f =% . AR o re 5 E5.00 and VIC 0 6 CounbEow n pER G phaes @nd mugh, mich mong
; i*a o R !-." 1 e for Commimadare Tkt - ! Fackad intd 20 mind-z pppdng zones and
) Sl aceampanied by incredibis SOnics

l‘““\i LA "vk! "F"F. "f‘ BE mapansimn rogied

2 b Avnitabbe for Commmosars 54 £ 7.50 snd VIC-20 8.
Wt LASER ZONE !
g s t o Experience Lasar fone — an aiterly MEYW torally
A i | T ORIGINAL masterpiscs of Video games-sesign
e o) ;!_ ;’ Learn 1o contrd two speceships at once: Fasl
| "" 11 | e EXHILARATION as, after long hours of
| A 'H..} o i, rh proclics, yau contnal 1he two ships 5o that they
/ y ':Ift ' function a8 8 smonth, co-operative tearm| Feal
>y "_ ('] B I 'I" the raw POWER as yau lamge forthe aleciro
1 i" iy 4 A tautton ond BLAST your enermies into sxpandsng
[ ke | ] elouds of SPACE JUNKI! Feel the humiliation as
| Fi 1 " Aj.b" i a carglessty saned BLAST shams mio the side of
i Ve u. | vour st reraining shiphl 85 expanstan regiuirad
J 5 f Avaitable for Commodens B4 .50 and vic- 20 £8.
oy
R METAGALACTIC LLAMAS BATTLE AT W
4\ THE EDGE OF TIME
1 A Fast and onginal gamn for the enecpanded YIC. Chalbanging

and colpiarful, with good sanics and a unigue gemeaction and - - -
dissign, thi promisas 10 b tha mast oeciting w355 VIC m of the
gaarie since the introdustion of GRIDALKENER neaerly a H'HETE-*%E Planet sarth fesds youl Hogtile aliens have e genetso
= anginaanng to muisie camets from ooemodly haomless beasts into
90 fpod hngh, reutronom shisiged. [aser gpitting daeth camats!
Zan you Hy wour liny, manasidrable fighter ovar this madnainous
lmndiscapn to weakanand dastroy the camsls befare they immde
the hurnans stroaghoddl You must withstand witharing laser fire and
align UFDs Gameachon siretches over 10 soreen |engths and
Feaiures Ll.rpﬁ;b seralfing, scamnmer 172 pléyer actens and
unbaliev il ansmanont Play this game and yoa'll never be able to
vissl @ 2o again without gettirg sn Achy trigger fingar] Awnessomes
rmic actianl AvailEble for Commodoe 54 fa’.ﬁﬂ.

HOVER BOVVER

A totally prigingd oncade game for. CEA featuring outstanding gragincs and 8

sound track crested by a professional Piame Wisard: Gondon Beansthas
horrowed his neighbour's

‘ GRIDRUNNER ' -q r Ajr-3o [swnmower Mow
Finably True arcpde qualidy on the WOLT WiEy ENrough os
wnexpanded VIGT Shoat down the " o rmarry af the 168 dawns as

segmented DRCIOS invadmyg 1he grid ¥ o Gan Imh;.ra the
Beware of 1he pods and rappers! The v‘L FETRUNTIG RO
rEtrigas Rig mdsear Sal

aweshrma gpead. sound, and grapheis
fiwas you tha besi bast peailable o
wnpspanded VIC. Available for VIE- 20
£5.00 Commadore 84 £5.00 Atari
a0matd £7.50

Woir dog ando tha
neighbour o hielp you 0w
o tight spots and don't
anndy ihe gandener Try
nat b plough Rraugh the
neat fiowar beds or
oyerhaat yaur mdwed |

REVENGE OF THE
MUTANT CAMELS

Al lagt the bpng awaited sequel te Alieck of
thea Mistent Comels is avadatbibs, You aro
cu.-.|r§lﬂ|-q & nimaty ool high, neabronium
ahiat tazar speiting death camel; laading
o rebaliian againgl pour avil Zzyaxian
avedords The gamn features beautiful
srmaoth scrolling graghecs and no less 1han
A2 diledant arlack waves, mors thih any
gama n video histong The challengs of
play will lagt for reonths 05 wou batile to see

what's on the o wave, Awesome Games Software

SIEA I

S sl TR

R B e, s
X 49 MOUNT PLEASANT,
' All orders add LLAMASOFT GAMES NoW N2 TADLEY, HANTS. RG26 6BN.

TELEPHONE: TADLEY (07356) 4478

§0p postage and packing  LASKYS AND MANY OTHER RETAILERS




That's right, even the pirates will be dropping their duplicators to avenge
with excalibur in Cavelon, to join in the swinging fun with Hunchback, to attack with Android Two, jump for
their lives with Pogo, spin themselves dizzy with Chinese Juggler, they'll just crack-up with
Eskimo Eddie's Arctic action and there will be no stopping the captain once he gets his
hook on Mr. Wimpy that zany burger battle. Don't you miss all the Ocean action get
down to your local dealer now and join in the fun and games.

Cavelon Comm. 64 6-90 Spectrum 5-90 -- Chinese Juggler Spectrum 5-90 Comim, 64 6-90
Hunchback  Spectrum, Comm. 64, Oric 6-90 . .. = .. Eskimo Eddie Spectrum 590
Android Two Commodore 64 690 8 *L *'* Mr. Wimpy BBEC, Comm &4, Onc 6-90
Pogo spectrum 5-90 : - Spectrum 5-90
Oheean Sofvware s availdable from selected branches of WOOLWORTH W H sMITH _ﬁ@ John Menzses, LASKYS Rumbelows,
Spectrum Shops and afl goad saltware dealers, Trade enguiries phone 061 8372 7049

Ocean Software ' Ralli Building - Stanley Street - Manchester M3 5FD - Tel: 061 832 9143



