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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.

ARTIC COMPUTING LTD
Main Street, Brandesburmn, Dritt ield V025 8RL

Cheques and PO's payable to Artic Computing Ltd.
Deater enquiries welcome.
Access and Barclaycard welcome.

WARNING: These programs are sold according to
ARTIC COMPUTING 1TD's terms of trade and
conditions of saie Copi es ol which are available on
request

Send SA E (gin. x  Bin f o r  FREE catalogue of
our wide range at programs

1 . I .  E M
To Art ic  Computing Ltd, Main Street

%   Brandesburton, Driffi etd Y025 SRLPlease supply
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Wot about a bit  of British Orc? (o.48I

Ongoing Rev iew Situation tp.24/

ossisted by: RI CHARD 6
.311: JENNY PARROT„
DAVE EASTBURY, TO'

is a full-blown course in groovier game
graphics, all on a 7" Flex/disc. Just  off-
load to tape. LOAD and RUN, Full info p.11.
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DROP MONEY,111KE MAGAIME
SOME OF the best computer  games are the games we pl ay w t r a
games.  sor t i ng t he m  i nto fami l i es,  t r ac i ng l i neages , w or k i ng out
h o w  far  i nto space al l  the Kehg garnets Woul d str etCh I f l ai d end to

i t 's fun,  and i t fi l l s  an hour  or  two.
None t he l e s s  i n the end ther e  r eal l y  are onl y  two catAigories; one

Ls tha t  vast grousi w he r e  ( to quote f r om el sewher e i n thi s i ssue)
'1,1,ocIts of col our  hi t  each other ".  The other  is cal led Adventur e.
F e w  of you vr i l l  have come thi s  far  unscathed by thi s br anch of
computer  fantasay — TKE  br anch,  as i ts afi ci onados swear .
Adv e nt ur i ng traces i ts or i gi ns t he ough r ol e-pl ayi ng boar d games,
w h i c h  i n t ur n wer es t i m ul a t e d  i nto exi stence by fantasy
l i t e r a t ur e ;  w hi c h i tsel f  has a l ong and nobl e pedi gr ee (ask  any
El f ) .  Yet  i sn't i t cur i ous that  so many  Adventur e  plots are set i n ti le
same ageless medi aeval  uni ver se  (caves,  tr ol l s,  tr easur e,  and the
l i k e ) ?  -We'd be i nter es ted to hear  f r om anybody  who thi r i ks he
k now s  why .

Me a nw hi l e ,  have a cr ack at A D v E r v i n t x  x  ( p. 5 0 ) Lf  you suffer
f r om  Di gi t Fi dget,  tale i t i n easy bi te-si z ed por t i on cTONY TYLER

This Months Freebie...

MODEM LIVING: plug in, power up, and tap. Right? Wrong.
PETER SHELLEY. ex-Buzzocks guy sounds out the music progs.
THIS YEAR'S CHIP? The 68000 gives 32 bits of  bliss. We check it out.
ATARI  800XL;  latest salvo in the under-t  300 war We review it.
PLUS TYPE•IN GAMES LISTINGS; REVIEWS; LETTERS and MUCH,  MUCH MORE.

ritributors: PAULIN,
TEVE KENTON,  tn

'ON.  Art/Design: CENTr

•ites); PAUL RAMAALI  (ArCedes
I, RI CHARD TAYLOR, BF' ' ' 'e

,o10. GroupArt Editor: DOUC

Publishing Director: JOHN PURDIE

3D Rotating SPeCtrUM Graphics tp 76)

Computer War is Hell (p.72)
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ou k n o w  h o w  thes e t h ings  happen.
Bugs k ind of, y 'know,  c reep into the
system. In las t  month's  ish we  pub-
lished SAVE THE CITY. We said it was
for CBM 64, When all the t ime it  was
for, er, Vic-20.

The culprit has been shot.
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Long Good
Friday.

BUY ONE OF THESE.
AdMiloot

ROBOT TANK
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For use with the Atari' 2600'

There's an action-packed double bill
coming your way this Easter

Buy Pitfall!" Robot Tank:" River
RaidTheActivisionDecathlon:"EnduroT"
or Keystone Kapers
1
" a n d  
w e l l  
g i v e  
y o u

Spider Fighter,'" Oink! Plaque Attack'
Seaquesr or MegamaniaTM free.

That two great Activision

games for the price of one— M k  Itwice the action, twice the
WE PUT YOU

(The Atari 2 6 0 0
-  a n d  
V i d e o  
C o m p
u t e r  
S y s
t e m
-  
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SEAMIEST

PECLO WM i l l eamrvoloonemuntrfstukv

" Video Computer System:"

playing time. And that adds up to a very
long 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 Deben hams, and

all branches of Beatties
Model Shops.

GET ONE OF THESE FREE.

SION
IN THE GAME.
trademarks of Atari Inc.) ©1984 Activision UK Inc.
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WATCH OUT. therearehungry
eyes gaz ing a t  y our  Sinc lair
Spec t rum. '  Ha v i n g  p i c k e d
clean t he bones  o f  the dedi-
cated v i deo  g a me  mark e t ,
three o f  t he work l ' s  bigges t
video g a me  c ompanies  a r e
now looking for fresh meat.

AT THE Brit ish Toy and Hobby
Fair held in London earlier this
year, biggies  Atari.  Act iv is ion
and P a r k e r  a l l  announc ed
Spectrum v ers ions  o f  t he i r
top-selling t it les which wil l be
av ai lable i n  t h e  c o m i n g
months.

Parker rais ed several ey e-
brows by displaying ROM car-
tridge versions of their games
ut ilis ing t h e  c omparat iv e ly
new Sinc lair I nterf ace 2  —
they est imatearound 300,000
will be in  us e during 1984 .
Atari a n d  Ac t i v i s i on  h a v e
opt ed f o r  t h e  s t a n d a r d
cassette•based software.

As o f  go ing  t o  press  t he
situation looks like this: Atari
are fi rs t  o f f  t he  mark  wi t h
Spectrum edit ions of Pac Man,
Galaxian and Ms  Pac Man,  on
sale now or very soon.  Each
cassette carries a hef ty  price
tag of f  14.99 and it remains to

be seen if  the punters wil l pay
such a high price for the origi-
nal.  ' o f fi c i a l '  v e rs i ons  o f
games  t h a t  h a v e  a l r e a d y
spawned hundreds of clones in
the exist ing sof tware market .
(See ' Ha n d s  O f f  At ar is of t '
it em below - )

Parker h a v e  l is t ed De a t h
Star Bat t le,  Cl" Bert, Pope ye,
Star Wars and Gyruss as their
init ial of ferings  for the Spec
trum. All wil l  be on cart ridges
which wi l l  plug into the Inter-
face 2.

Only Act iv is ion are keeping
t ight -lipped about  t he i r  fi rs t
Spect rum tit les. Big K specu-
lates that  these mus t  inc lude
the enormously  successful Pit-
fall, Riv er Raid and Kaboom.
Again, no pric ing as yet for the
cassette format  software.

Having finally woken up to the fact that there are a lot  of dif ferent
home micros  about .  Giant  At ari is  thundering int o the sof tware
arena sowing terror wherever it goes.

Through its new Atarisof t  division it is targett ing Spectrum. BBC,
Electron, Commodore 64,  VIC 20 and TI -99/  4A machines wit h
official versions for most  of arcade superstars Pac-Man, Defender.
Dig Dug, Donkey Kong, Gataxian, et al.

With the release of the fi rst  Atarisof t  titles, Atari have intensified
their efforts to stop people ripping of f  their ideas.

Most of the big sof tware houses have been informed by letter, in
very clear terms, exactly which games Atari own or have exclusive
rights to (Battlezone, Moon Patrol, Defender,  etc)and that they will
take legal ac t ion t o s top anyone who,  "  . i m i t a t e s  the name,
gameplay o r  g raph ic s
-
,  o f  a n y  
o f  
t h e i r  
p r o p e r
t i e s .  
S i n
c e  
t h
i s

potent ially affects about 60 per cent of  the micro games market it
was no understatement when one major sof tware house was heard
to exc laim.  -
T h i s ' l l  
p u t  
t h e  
c a
t  
a m
o n
g  
t
h
e  
p i
g e
o n
s !
"  
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software houses, On the other hand, who did not  receive the let ter
were heard to say, "Hey !  What about  us?"

HANDS OFF ATARISOFT

1111113
1
45

1111P3
1
4,5

U. El-lime
-
9'

hi TARGET
SPECTRE)
.

"There's a good guarantee that the winner could enter the
millionaire class." So said Mark Eliot, the brains behind
the mega-big International Video Game of the
Year competition which has been running since earlier
this year.

No small-scale operation this, the competition is open
to anyone who can program a home computer game in
over 20 different countries around the world. The
winning game will be marketed throughout the computer-
literate world through various software houses and for
most micros. Not only that but the winner will be
announced on a big TV spectacular which will be
produced by Mark r e
g
e n t  o f  
t h e  
s t a r s )  
M c C o r
m a c k '
s

International Management Group. who are also responsi-
ble for the "Superstars" TV series. The programme will
be a celebration of micros and games." said Mark Eliot.
"We hope it will become an annual event — like 'Miss
World'!"

In addition to getting his lor her) mug on TV the winner
amit
,

will get 3100.000 (around E70,400) in cash plus 10 petvw
cent of world sales of the winning game. While not quite in
the million earner class from that game alone. Mark is
confident that the winner will clear the Big Mill from
subsequent games.

As of writing deals are still being made with leading
software houses and other interested parties. The
competition itself closes on May 31st so you've still got
time to order that Porsche and choose what gown you'llwear on TV.

HOW MANY
MACHINES

MAKE SENSE?
Around a quarter of a Mitiien.
That's t h e  thr eshol d fi gur e
believed to be used by giant LI .9
video games company Parker
before they consider transfer-
ring any of  their  games to a
particular computer.

Parker is reportedly building
up a  'stable' o f  Br i tish pr o-
grammers,  spur r ed o n .  n o
doubt,  by the fact that the recal•
citrant British youth spent EBO
million o n  ga m e s  sof twar e
during 1983.

RUBY GOES SOFT
British Telecom will soon be
piping games software into
up to 1  mil l ion homes i n
Britain t ha t  are currently
hooked i nto Rediffusion's
cable TV operation through a
new service called Game-
ster. For £9.95 a month (plus
a connection feel,  subacrib.
ers to Gamester will get a
Spectrum which will act as a
terminal anti a choice of up to
20  games, five of which will
be replaced each month,
Spectrum owners wi l l  getdiscounts.
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s moot h  c a r t oon  g raph ic s .
Captures all the action and the
adclictiveness o f  t h e  mu c h
c opied a r c a d e  c l a s s i c .
PENGY's frozen wasteland has
been ra ided b y  t he dreaded
Sno-Bees—the only way out is
to squash t hem wi t h  t he ice
blocks, Full of the original fea
tures, bonus  blocks, fl ashing
blocks, t unes ,  Key board  f
most joyst icks.  A N Y  SPEC-
TRUM.

100% m a c h t n e
code, f a s t  f u r io u s
arcade =hen. Shoot
the I N V A S I O N
FORCE before they
destroy yo u r  cit ie s
ar ld laser  bases . The
enemy attacks in  35
d if fe rent  t yp e s o f
space cra f t ,  e a c h
one faster and he r
der t o  h a .  V e r y
addictive w i t h  f a n
t a st ic g r a p h i c s
SPECTRUM NNW
-STACK LIGHT RIFLE
APPROVED B Y
STACK

DEALERS! FROM MOST GOOD
DISTRIBUTORS. TEL. 03727 20152

100% machine-code,
fast f u r io u s  a rc a d e
action. The treasures
of TUTA NK HA M UN
are awesome—but so
are the creatures that
guard themr Ex plore
-he pharaah's tomb, a
very la rge  lo v e r  4 0
screens) s e r ie s  o f
scrolling mazes sepa-
rated by locked doors.
Unlock the doors with
the keys, collec t  t he
treasures, a n d  b las t
the c reat ures  W i t h
yo u r  la se r s  o r  s m a r t
bomb Packed full o f
features a n d  ex c ite-
ment. " V e r y  a d d ic -
t ive" CRASH FEB. '84
48K S P E C T R U M
ONLY,

AVAILABLE NOW! AT MOST
GOOD COMPUTER SHOPS

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

• • I t  is impossktle to
• •  te l l  you everything

about the 50 games on
CASSETTE • 5 0  but they include
many types such as maze, arcade.
missile, tactical and logic games.
to suit most tastes in computer
game playing.
CASSETTE • 5 0  will appeal to
people of all ages and the games
will provide many hours of •
entertainment for all the family at
a fraction of the cost of other
computer games. •

EXPRESS DELIVERY-
ORDER NOW

Name

Address

Post Code

Country
Dealers &  Stockis ts  enquiries welcome.

(4)

Please send me by nation of post. Cassette 50 at E9 95
per tape I  enclose a checwoostal order for

, E m a d e  payable toCascade Games Ltd.
Please debit
m y  l i r l e N o . ,

SPECTRUM —  O RI C I
BBC At

10
1:cascade
Cl rr
a

FIRMA 1 • 1

,

ZX 81
ATARI

• . • •

VIC 20 r
—APPLE L 111

Cascade Games Ltd.,
Suite 4, 1 3  Haywra Crescent. Harrogate.
North Yorkshire, H61 513G. England
Telephone: (04231504526 B K  5134



THERE MUST BE WORSEW AYS
OF PASSING THE TIME DEPT-.
You play the games , but how
often do you check out the
packing?Connoisseurs ol the maca

-bre will be interested to learn
that Rabbit Software's lov abie-
bunny packing is produced —
commercially. — by resident
guests at HM prison. Worm-
wood Scrubs.

Absolutely nothing wrong in
Ds, of course. Companies are
Judy entitled to avail them-
selves ot good business rates,
and who would argue that
packing software into lovable-
bunny boxes is a better way for
prisoners to pass the time than
breaking rocks? it's iust that

• • well, the reported Wade' of
the packing team is none other
than DeflniS Nilsen.

Let's lust check those games
again •

SELF-STYLED 'House o f  Ideas'
Marvel Comics  have kerpowed
their way into the micro market by
signing a  l ic ens ing deal  wi t h
American soft ware house Adven-
ture International. The result  ol
this cosmic collaboration will be a
series of graphic adventures star-
ring Marv el mega-stars Spider-
Man, Captain America and The
Incredible Hulk.

This thank  team-up Inalit'S the
meet ing o f  t wo  o f  t he  mos t
infl uent ial forces in popular cul-
ture i n  recent years: Stan (
-
M r
Presents") Lee,  f a t her  o f  t he
Marvel-style of  comic and Scott
( "Mr  Adventure") Adams, father
of computer adventure games
software, who  heads Adventure
Internat ional

Graphics for the new games are
being produced by Mar vers own
team of  Bullpen artists giving the
adventures an 'authentic look'

Mighty  Ma r v e l  h a s  already
experimented w i t h  t h e  v ideo
game fi eld through Parker Video
Games. O f  t wo At ari  VCS car-
tridges announced early last year
only Spider-Marl has appeared to
date and his performance can be
said to be less than spectacular.
'Nul l  said?

The fi rs t  o f  the new graphic
adventures, The Incredible Hulk.
is due out in Britain f rom Adven-
ture Internat ional (U.K.) Ltd. i n
May. It will appear in formats told
most of the popular home micros.

AND NOW . . • THE SORD MG!
ps s  TI letrAN/Vil buy inscrutable oriental games? Computer Games
l t d  -- sole distributors of that promising c
u r i o s i t y  t h e  
S o r c / M 5  
- -

are br ingin
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set can't handle Moretothepoint ,  tat frorogiving upontriernachine
-  which has been widely criticised for its lack of on .board memory

-  CG4 have introduceo' their own-brand3.21( RAMpack for slightly
under t  70. Not  only that.
- C G L  a r e  
a l s o  
p l a n n M
g  
t o  
i l l C o r
p o r a t e

Sony 3'' microlloppy system (Os seen ( h e on the ACT Apricot) into the

M5.

Our Upgrading E v e r t  Writes: CGCs move amounts to a
well-thought-out rescue of  this hi-tech MOC171,,W WhiCh has SO/Sr
been hampered by a ludicrously /ow RAM and a discouragingprice.
The M5  haS second-to -none sprite facilit ies s o w 7 d
Don't  be surprised if  it starts to gain acceptance f rom now on —though it  would be better i I the a n d  superb

overall price could be inched down

still further
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CROOK START TO
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 worry ing about copyright
on computer software and how to
stop drongos ripping you of t  We
don't have that problem, not any
more. There is  no copyright on
software.

In a case involving Yank com-
pany App le  Comput er  a n d  a
bunch of  fellas  over here who
were making a look-alike micro, it
was ruled that programs cannot
be considered as "literary works -
under t he Aus t ralian Copyright
Act of 1968

Seems that literary works have
to give "e i t her  inf ormat ion o r
instruction or pleasure in the form
ol literary enjoyment".  Computer
programs are just a load of mind-
less instructions that control the
operations of a machine. Where's
the "literary enjoyment" in that?

So i f  you've got  a  sof tware
copyright p rob lem,  g i v e  o u r
wonderf u l  A u s t r a l i a n  l e g a l
system a call, You'll never have to
worry again. — Mery  Wombat.

CALIFORNIA
CHURLS
"MAKE it Simple. Hot and Deep." We felt like offering a prize
for the best explanation of this cryptic sentence, butour moral
integrity got the better of us. So we can tell you that this is the
official philosophy of U.S. West Coast games programmers,
Electronic Arts.

Through classy advertising, slick packing and the use of big
names in 'signatory software' (games supposedly conceived
by the stars), EA have established quite an up-market image
for themselves. They have also inspired an in-house solidarity
that i s rare i n a n industry wher e programmers change
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 wi thout 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 (ter sure, fer sure).
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LETTER FROM HUNGARY

by our own Correspondent
WE GAVE you fatcat Westerners Cube of

Rubik. Now — are you ready for WarsaW Pact
Software?

No Joking, comrades. Late last year Magyar VT
(roughly equivalent to your Channel 4) organise

competitions to discover computer
games-writing talent. Small problem here, as
due to incalculable benefits of ine,iibership of
COMECON,  Warsaw Pact and all, not more

than seventeen punters in all Hungary possess
computer of any sort. (Comrade I know nearly
bought Acorn one month ago but by time he

reach head of queue machine withdrawn from

1 1 1 P sal e.  Curious, this. He buy Commodore

instead).
Result, 1500 ideas come flooding on anyway as

storyboards. Seems as if freedom from
keyboard ownership no bad thing after all.

Originality high,
Now British companies Mirrorsoft and Ocean
selling prizewinning ideas Caesar the Cat and

Chinese Juggler. Hoping to make much
money. Kind British suggestion that 6 tons of

Oric-ls be airfreighted in damn fast refused by
Cultural Commissar. (Word here is. Party not
want to spoil good thing.) But as you say in

West, could be nice little earner.

EIGHT MILLION pounds That 's
what  Liverpool-based software
heroes Imaginecoined last year
according to co-founder and 50
per cent director Mark Butler

"Imagine 's just  a f ront , " he
told BIG K  t his  month.  -
Y o udon't see the half of what  goes
on be low t he surface We ' r e
making a fortune. My only prob-
lem is spending my share.
- A rec en t  e a r n e r  f o r  t h e
Scalise hous e has  been t he
commission —  f r o m might y
Apple — t o design the icono-
graphy of  the newly-launched
Macintosh computer,  I n addi-
tion I mag ine  hav e  fi nal is ed
blueprints f o r  a  t r ip le-6502
games machine to be built by A.
N. Other and possibly launched
later this year at a price roughly

half o f  t h e  Ac orn/ OL pr ic e
bracket. Nor is laser technology
neglected; t h e  company  has
plans for a cheap laser-storage
peripheral — again, tobe manu-
factured by somebody else.

In be t ween  s pending t h e
money, I ma g i n e  a r e  a l s o
expanding f as t ,  s ay s  But ler
Another 35 staff are due to be
added short ly  -  t h o u g h  not
programmers, But le r  empha-
sises that theso-called'ATearn'

six in all p l u s  the in-house
Sage IVs — can handle all that
line of work_

How does  he ,  personally ,
Spend his  share of the folding
(i.e. four Very Big Ones)? "I 'm
really i n t o  m y  c us t om -built
Harris 1 200 bike, You can do
wheelies at 100 mph." Oh.

10 INPUT INFO
20 GET CASH

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!

_
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Alone on the scene at th e momen t is A tari's Touch Tablet (made
by US,  We Co a s t  manufacturer Koala, who promise a CBM 64
version soon). handicapped by lack of  sof tware -- only  Atari is
support ing it at present.

Conversely, Suncom's  Ananat ion Station. due out later in the
year (available in the UK from Consumer Electrics). is reckoned to
be lining up a whole catalogue of ROM cartridges f rom paint ing
to games animation.

John Sale o f  Cons umer Elect ronics  is  sure o f  one thing,
though - T h e  graphics  pad is  going t o replace t he joyst ick,
especially at it comes down in price, enhancing the playabilitty of
most games. You can track objects  across the screen to givemuch wider and faster character cont rol. "

\

GARBAGE  IN,  GARBAGE  OUT
SOME PEOPLE will do any-
thing to get even dept.; which
former collabbo of Jeff Minter
has released a new game with
Liamasoft-sty le llamas get-
ting oiled by the central char-
acter? Answers on a postcard to
Interceptor Micros  T h e
above just the latest in a series
of needles at the famed camelo-
phile J u s t  where did Rabbit
Software aquire their Micro-
drive'? (Snigger, snigger)
The Shadow knows all, for he

walks by night.
Now it can be told dept.: one

of the directors o f  Voyager
Software is  R o y  Bu t le r ,
paterfamilias of the Family
Butler, which includes motor-
bike-loving Mark, of' Imagine
fame a n d  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

again, may not) be interested to
learn that Gyruss I a raster-
scan version of Tempest) was
designed and coded by  those
wizards o f  the binary digits,
U lt imate S p e a k i n g  o f
whom, don't be madly surprised
to see a 64 version of Jetpac
soon available..
. Overkill City: Softek's Tim
("The Doc") Langdell assures
us that a new upcomer from him
will contain 66 levels of play,
thus easily thrashing Minter's
Revenge o f  t h e  Camels

Norris McWhirter writes:
Yes. Roy , what our young
friend says is perfectly true: if
tangdell 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, Norris,
thank you .

THE SHADOW
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An arcade adventure of awe-
some proportions. T h e  ev il
powers of hell have scattered
the signs o f  ZODIAC in  the
400 chambers of THE ABYSS.
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these magical creations and
fight all the way by annihilating
all those who  stand in  your
way.

J.S. E 7 . 9 5

TRADE ENQUIRIES: ANIROG SOFTWARE A R T F O R D  KENT (0322) 92513. 8
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bubble bus
software

magical products
for your

Commodore

Flying Feathers

Bumping Buggies
Thrills and spills is what you'll get in this highly
, , ,
_
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

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.

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

If you have any trouble buying our products,
you may order direct from:

bubble bus software
87 High Street, Tonbridge

Kent TN9 1RX Tel: 0732 355962

In this highly original game you are the gamekeeper
on the lake trying to stop greedy eagles taking all

the fish. Two different methods with 4 skill levels
each are available for your shot gun. Specially
scored music with freeze frame ability, and for the
technically minded 10 sprites (yes, that's right.
there are only 8 on the 64).
High scores kept.
All machine code.

Only
E6,99

each

* * * * * * * * * * * * - A
\Were looking for top qualit)
programs for Spectrum,
BBC, Dragon and all makes
of popular micro's -  send
yours in today for a speedyevaluation.

* * * * * * * * * * * * i

bubble bus products are available from

LIGHTNING and SPECTRUM DEALERS, LASKY'S, GREENS SELECT
HMV SHOPS, JOHN MENZIES, GAMES WORKSHOPS, CENTRESOFT

H S MI THS  and PCS STOCKISTS_
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R RACE GAME
FOR THE 64!

CATACLYSM

Pure shoot-em-up arcade oction for the 64
ond unexpanded VIC! The Lunar city of

Erriam is under attack from the ships of
the Jovian empire, Their merciless

bombing will reduce your city to
pile o f  rubble, unless you can

hold them off. You are the
commander of the sole loser

defence base. Your mis-
sion - hold out for as

long as possible.

41'

RENAISSAti....; E 8 e 9 5  4 A D  TOAD k  9 5
THE MIND-BENDING STRATEGY T H E  BEST FROGGY GAME FOR THE 64

BOARD GAME OF OTHELLO! B A R  NONE!

WORD FEUD £ 7 . 9 5
This brilliantly conceived program combines the best
ports of arcade games with the best of educational
games, making o real family game that anyone who can
see the screen can participate in. You hove to find the
word that is hidden twice in the jumble of letters, then
guide your sights over one of the occurrences of it.

The first to find it wins! You can playby yourself or in
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players. Three difficulty levels ore included to suit
young and old alike!
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I  e r  k s nue e  1 a r s ,  g r ts  - •  -  •
I n g p k  I g e p s s f

ta ti l ts g e p b s e -  •  -  •  n  • -
I f o g a a c e u m n e n . r - . —
r h e l e t u r a s  * I r s e - • -
k m a n z e n i t  ' L a h t i
tb l i n s e k c s i d  • I N d h i n s s
* * *

n c o r t .  I G O O  b e n t  9 . 9 9 9

N' RUBBER

You o re  o n  en t ran t  in  t he g rea t
Intergalactic Four Seasons Death
Race!. You must tackle the Spring,
Summer, Autumn and  Win te r
sections with  the objective o f
running as many other cars as
possible o f f  the road. The op-
position is numerous, including
the indestructable but slow Tank
Cars, the tricky Deathmobiles and
many other Demon Drivers. You
have one advontage - your car
can fl y fo r a  limited distance,
allowing you to avoid hazards if
you're quick enough! All this and
mare makes Burnin
. R u b b e r  
t h e
car race of the century!

8 a Ftvvar e

(6cawite
64

This best-selling game for the VIC-20 is nowavailable on
the 641 Featuring the most intelligent and devious
monsters you have ever tried to avoid, the Bonzos, this
game is a  real joystick wrencher, Move Hans, the
handyman, up and down the loddersto pick upthe boxes
From the different levels.
But don't meet a Bonzo on the way!

BURNIN' RUBBER



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

ii

A V E k b 1 6 hati

XANAGRAMS
Over 5,000 permutations
in this game of skill for all
ages.
(Spectrum 16K148K BBC 'Be
Electron CBM 64)

POSTERN
Please write quantities required in boxes provided
and state computer type.

Name

Ad dress

W  M • 3 • 84
Post  t o  Postern Ltd. PO Box 2, Andoverstord, Cheltenham
Glos GL S4 5SW Postern .s atways on the look out for anv new
pmes you nught have developed

( POSTERN
10101 S cxr Arreasc N a

Please Postern
People post me!

)(anagrams

12
Dinky Digger

13
Pengwyn

PENGWYN
As the temperature rises,
strange happenings begin
in Pengwyn's frozen world.
(Spectrum 48K BBC 'B' Electron
CBM64 Spectra video).

retailers and all good multiples.-2
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110 011
120
130 0
140 0
ISO
160 R
170
180 F
190
200
210
2,20

1000
1010
1020
1025
1030
1036
1037
1040
1050
1060
1090
1100
110!
111(
112.
113.
114
115
116
111
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345 P A IN T 7 8 8 ( 5 , 3 4 1

400 IN P U T "FoRE GRouND C 0 1 ,.o U R ( 0 - 1 6 ) " ,c
410 IN P U T "BACKGROUND c OL o OR ( 1 2 8 - 1 4 1 1 " .6
420 :

470 REM I N I T T A G I Z A T / o N440 :
445 mOOR 2
480 REM s r r  COLOOR
490 V DU 1 8 . 0 . 0
500 V DU 1 8 . 0 . 8
510 REM S e T v A R IA B L e s
520 X C .6 4 0  :  TC A 5 1 2
530 A 1 , - 6 4 0  X R - 6 4 0540 9 0

550 REM DRAW M IDDLE  L I N E
560 m0YE 0 , 1 0 2 4  1  p L o 7  5 7 . / 2 8 0 , 0570 P L OT 8 7 , 1 2 8 0 , 1 0 2 4
580 moWE U . y c  m o V E  0 , 0

560 P L OT 8 5 . 1 2 8 0 , 4 c  P L O T  A 5 , 1 2 5 0 , 0600 2

610 REM M A I N  LOOP620 :

630 M o t t  M I T

640 K a t  1 ,7 1 5 ,Y  M o V E  E C ,Y e
650 P i e r  7 .2111 ,- 941 : P L o T660 GOTO 7 4 0
670 MoVE X C , I T

650 P L OT 3
• R L , Y . 2  
I  
P L
O T  
1 ,
X L
, F

590 5 o 9 5  X c , r e700 pL0T
710

imP(3T KEYS

740 I F  IN K E Y 1 - 2 6 )  TH E N  V . 9 - 1  r  GOTO 6 7 0
750 l r  I N K E Y 1
-
1 2 2 1  
T H E N  
Y r Y 4
1
F  
G O
T O  
6
3
0

760 G o t °  7 4 0
770 t u n

NB: The disc is NOT a floppy-
disc. I t  runs on any  record-
player. Y o u  mus t  play  t he
disc and record its contents
via direct  link on to cassette.
Then load t he cassette into
your Spec t rum or BBC com-
puter i n  t h e  no rma l  w a y
(instruct ions for loading can
also b e  f ound o n  t he  disc
itself). LIST the programs to
see the work ing.

This months free gift marks a new departure in freebie quality_ Instead of
serving you up yet another clone of Frogger or Kong a s  some other
periodicals do — the Big K Flexidisc provides what amounts to a do-it-yourself
course in advanced games graphics par ti cul ar l y 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 laserbolt mil-
lions of t imes  ,  and you have
(coloured) circles in f ront  of your
eyes a n d  t h e  TV  sc reen
doesn't look quite as straight as it
once did _ w h a t  next?

Whether y ou a re  t he  proud
owner of a Sinclair Spectrum or a
BBC microcomputer you have a
wealth of information lying neatly
behind the three programs. Delve
into *BOTTLES' and see how the
alien invaders  move so quickly
and smoothly across the screen,
see just  how the bott les wiggle
their way down the wall and crash
to the ground Find out how you
can draw smooth round circles
quickly wit h the 'CIRCLES' pro-
gram 'HORIZON' even gives you
the fi rst  part  of  your very own
Flight Simulator program!  And
it's all done in BASIC too n o
fancy machine code to catch you
out!

LIST t h e  programs  o n  t h e
screen cr on a printer if you have
one to see howthe variousanima-
lion ef fects  are achieved_ Us e
these simple graph its techn iques
in your own  programs or even
turn the alien spaceship into a
Sherman tank! Have a go.

Bottling it all up
The S y s t e m S o f t wa r e  p r o -
grammers have cleverly incorpo-
rated t h e  m a j o r  a n i ma t i o n
techniques used by BASIC pro.
grammers int o this  fast-moving
game_ Thes e inv olv e mov ing
USER DEFINE GRAPHICS char
acters around t he screen.  The
spaceship is 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
as one ordinary letter On the BBC
microcomputer t hes e  s pec ia l
characters are defined using the
VDU 2 3  command (lines  700-
850) On the Spectrum they are
define by POKEing numbers into
special memory  locat ions (lines
1000-11700,

C I R C L E
vARIABLER TA B LE  1 4 1110 REM

120 1
130 Pv& momg
140 Rzm
150 REM F
160 REM 0
110 HER R
150 R tM
190 REM V

210 REM INP UT COLOORS ,RA DIUS
200

1000 INP UT "FOREGROUND 0 0 1 . 0 0 R 0
-
2 r , F

22a CLS

1010 INP UT .11Ac tcP00511 C o L 0 0 1 1 1 0 - 3 1 ,5
1020 I N T O  ' TY P E  I N  RA TUS " .R
1025 I F  9 ,/5 1 2  o R  R ‘ O  THE N Go To  1 0 2 G
1030 MDOE 1
1036 vo il 1 4 , 0 ,
41037 REM M A N  BACKGR0014:7
1040 MOVE 0 , 1 0 2 4  t  P L OT 8 5 . 1 2 8 0 , 1 0 2 4
1050 MoVE 0 . 0  P L u T  5 5 . 1 2 8 0 , 0
1060 REM S E T VARIABLES
1090 V•6 4 0
11,00 4 C .5 1 2
1105 VDO 0 , 0 , r
1110 TOR 6 . 0  TO R
1120 1.50611:44.2-Y42
1130 P LOT 4 . ( K C - 0 .4 C 4 Y :P L OM
1140 P LOT 4 , ( 1 C - X ) ,TC - 1 1 P L OT
1150 %CRT
I I 6 0  00TO 1 0 0 0
1 1 7 0  E N D

1

USE

T r T i 0 G 4 ,
0 0 1
.
0 0 4

6 4 0 K0 1 1 , 0
0
L
0 0 1 , 1

RADIUS
CENTRE OF X
CENTRE O F  Y

Each of the User Defined Gra-
phics Charac ters  c an t hen b e
PR INTed d nywhere on the screen.
The BBC program neatlyarranges
these characters in STRINGS (eg.
SHIPS f or  t he alien spaceship)
ready for PRINTing on the screen
(lines 870-990) Note that CHR S8
and CHRS10 mean 'mov e t he
cursor back one character space'
and 'move the cursor clown one
character space'  respect ively.
The Spect rum program PRINTS
the characters as lower case let-
ters. Look at the way the space-
ship is PRINTed as 'kirn' and •nop'
in line 40_

Have y o u  not ic ed t ha t  t h e
spaceship is PRINTed with blanks
either side of it? When the ship is
moved across t he screen by  a
small amount  (always equal to or
less than onecharacter width)the
trailing b lank s  o f  background
colour cover its path. So it wipes
itself out s i m p l e  isn't it? Ani-
mation done this way can bo fast,
even in BASIC.

The falling bot t les cannot be
animated in the same way as the
spaceship because they 'wiggle'
(by changing cha racters) and they
must NOT WIPE OUT THE BRICK
WALL! S o  t he  programs  us e
another int eres t ing t ec hnique
called Exclusive-DR or XOR plot-
ting. Don't  give up yet: it 's not as
difficult as  i t  sounds! I t  s imply
means that  if  we PRINT exactly
the s ame thing TWICE I N THE
SAME PLACE using this  special
way of  plot t ing t hen t he back-
ground will re-appear exactly as it
was. Amaz ing isn't  i t  but  quite
easy since the computer does all
the hard work  for us, The BBC
microcomputer allows us to XOR
plot wi t h  t he GCOL statement
(line 410). The Spectrum has the
PRINT OVER c ommand whic h
does t h e  s a me  t h i n g  ( l i nes
3020.3025). Remember that the
bottle i s  PRI NTed TWI CE i n
exactly the same position and in
exactly the same way before it  is
moved further  down the wall.

One of the most useful tips for
SMOOTH animat ion is the use of
'frame blanking' to prevent flick-
ering of the moving object. This
point is quite often ignored even
in commercial programs! The TV
screen is refreshed every fi ft ieth
of a second and it is important to
plot the WHOLE object everytime.
In this program the PRINTing of
the alien spaceship actually waits
until the start of a newTV f ram& It
is so quick that we don't  not ice
any delay Again,  the microcom-
puter comes toour rescue and has
provided us with an easy way of
'frame blanking'. On the BBC we
can use t he Operat ing System
command 'FX19 (line 1260) and
on the Spectrum we use PAUSE 1
(line 40j.  Remove these state-
ments f rom your program to see
how important  they  really  are!
These s tatements  need t o  b e
placed carefully  wi t h in  BASI C
programs because o f  t he rela •
tively s low execution speed. The
best position is usually found by
trial anderror In the BBC program
the •  FX19 c ommand  c omes
AFTER plotting the spaceship!

Broadening your horizons
The Tilt ing Horizontal program
demonstrates the use of drawing
lines in foreground colour to move
the horizon down on theother. On
the BBC this is achieved using the
PLOT 1 and PLOT 3 commands
respectively The Spectrum pro-
gram u s e s  I NVERSE 0  a n d
INVERSE 1 in a similar manner.

Circle it
The CI RCL E  p r o g r a m  d e m o n -
strates how to fi ll a circle easily
without resort ing to the dread-
fully slow but widely used SIN and
COS functions. You might  like to
try  and fi nd a  quic k er way  t han
this! Best of luck!
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4 RE M I N S E R T  THE M A S  L I N E S  O F D A T A
,J RE M WORDS CA N B E  U P  T O  1 0  L E TTE RS
10 D I M  I t ( 1 ) , W $ ( 1 0 ) , A f ( 5 0 ) , B 1 ( 5 0 )
11 W I N - . 0 z L O S E = 0 : H 6 : G = 1 5
20 DA TA  R A I S E , R A I S E D , T R U N K , S T R I K E
21 D A T A  CURE , S URE , P URE , P I CTURE

DATA CA P TURE , DE FE ND, DY I NG , L Y I NG
2 3  DA TA  DRE A D, DE A F, HE A V E N, P A I D
24 D A T A  B U I L T , B U I L D , B U I L D I N G , C O N T E N T
2 5  D A T A  B A T T L E , R A T T L E , C A T T L E J I R E D
2 6  D A T A  K E TTL E , B O TTL E , CO RK , S O RE
27 D A T A  RA TE , FL A ME , FRA ME , S CRA P E
5 0  D A T A  CA T, RO A D, B RE A D, B A L L O O N
60 D A T A  S CHO O L , B O O K , G I RL , P E NCI L , DRA W
70 D A T A  B UTTE R, S P O O N, FO RK , P I L L O W
SO D A T A  L A S T
9 0  U=114. 1: READ W X : I F  W S < > " L A S T "  T H E N  GOTO
9 0
9 5  RE S TO RE I RE M CO UNTS  T H E  NUMBER O F
WORDS I N  DA TA
100 A l = " * A B CDCFG HI J I - L MNO P O RS TUV WX Y ZO "
101 R E M  At  I S  RE Q UI RE D O THE RWI S E  T O
SUBTRACT T H E  F I R S T  L E T T E R  CA US E S  A N
ERROR
110 G RA P HI CS  1
1 2 0  S . - - P E E K ( 5 6 0 ) + P E E K ( 5 6 1 ) * 2 5 6 1 - 4
125  P O K E  S - 1 , 7 1
130  P O K E  5 4 - 2 , 7 : P O v E  9 4 - 3 , 7

(m have been brought before this
court suspected qt
. 
t e r m i n a l  
i l l i t e r
a c y

aml as a result are going to It  N G  •
unless you can convince the

bench that you can spell good.
irst spell your own name. .."

"Pass."
"Haul away, me hearties...
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140 FO R W= 6  1 0  2 4 : P 0 V E  S 4 W, 8 : NE X T W
150 P O K E  S 4 2 5 1 6 5 : P O K E
S 4 2 6 , P E E K ( 5 6 0 ) : P O K E  6 4 2 7 , P E E K ‘ 5 6 1 )
160 S E TCO L O R 4 , 1 0 , 2
165 RE M 1 1 0  T O  1 6 0  S E TS  UP  D I S P L A Y
170 P O K E  9 7 , 2 : P O S I T I 0 N  2 , 0 1 ?
# 6 ; " n a n g m a n "
190 P O K E  8 7 , 1 1 P 0 S I T I O N  0 , 3 s ?
# 6 : " L E T T E R S "
200  P O S I T I O N  2 , 4 : 7  0 6 : " T R I E D "
209  RE M S E L E CT RANDOM WORD FRO M D A T A
2 1 0  FO R I = 1  T O  I N T ( R N D
( 0 ) * U )2 2 0  RE A D W t : N E X T  I
221 F O R  I = 1  T O  L E N 0 4 $ 1 s P O S 1 I I O N  1 1 + 1 , 0 : 7
4 1 6 ; " - " N E X T  I
2 3 0  X = 8 : Y = 3 : 0 = 0 : R = 0 : P = 0
249  RE M REMOVE S TRA Y  KEYBOARD I N P U T S
2 5 0  P O K E  7 6 4 , 2 5 5
3 0 0  I F  P E E K ( 7 6 4 ) = 2 5 5  T H E N  3 0 0
310  O P E N * 1 , 4 , 0 , E T
# 1 . K : I t = C H R S ( K ) : C L O S E  # 1 : R E M  RE A DS  L A s r
KEY P RE S S E D
3 2 0  FO R V = I  T O  L E N ( A t ) : I F  I $ = A - t ( V , V )
THEN
B I = A $ ( 1 , V -  )  :  PS ( L E NE B S ) 4 1  ) =AS ( V 4 i )  : G O T°
1 2 4 : RE M TA K E S  1 $  O UT O F  A t
321 N E X T  V
3 2 2  GOTO 3 0 0
3 2 4  A S = 8 *
3 3 0  X = X 1 - 1 : I F  X = 2 0  T H E N  X = 9 : Y = 4
3 4 0  P O K E  W O : P O S I T I O N  X , Y : 7  * 6 0 $
3 5 0  POKE 8 7 , 2
3 5 5  0 = P
360  FO R Z = 1  T O  L E N ( V 3 ) : I F  I S = W $ ( 7 . , Z )
THEN P O S I T I O N  1 1 4 Z , 0 7  S 6 s I t t O 0 6 UB 2 0 0 0
370 NE X T  7
774  RE M CHE CK  I F  WORD I S  COMPLETE
7 7 5  I F  P = L E N ( W V  T H E N  1 6 0 0
7 8 0  I F  P O  T H E N  : 0 0
410 FO R I = 0  T O  1 5 0 : S O U N D  0 , 1 0 0 4 1 , 1 0 , 1 5
420 NE X T I : S O U N D  0 , 0 , 0 , 0
4 2 5  POKE  8 7 1 7 t R = R + 1
4 7 0  O N R  GOTO

5
0
0
,
6
0
0
,
7
0
0
,
8
0
0
,
9
0
0
0
0
0
0
,
1
/
0
0
,
1
2
0
0
,
1
3
0
0
1

1 4 0 0 , 1 4 2 0 , 1
4 3 0
,
1 4 4 0 0 4 5 0 , 1
5 0 0

5 0 0  CO L O R 3 : P L O T  3 5 1 1 0 : DRA WTO  3 5 , 2 3 : G 0 T 0
3 0 0
6 0 0  COLOR 3 : P L O T  3 5 , 1 0 : D R A W T 0  2 8 1 1 0 : G O T O
3 0 0
7 0 0  CO L O R 3 : P L O T  3 1 1 1 0 1 DRA WT0  3 5 1 1 4 1 G 0 T 0
3 0 0
8 0 0  CO L O R 2 : P L O T  2 8 , 1 1 : 6 0 T 0  3 0 0
9 0 0  COLOR 1 : P L O T  2 7 , 1 2 : D R A W T O
2 9 1 1 2 : D R A 1 0  2 9 1 1 3 : D R A W T 0  2 7 , 1 3 : P L 0 T
2 8 , 1 4 : G O TO  3 0 0
1 0 0 0  CO L O N 3 : P L O T  2 6 1 1 5 : DRA WTO
2 6 , 2 0 : P L 0 1  2 7 , 1 5 : D R A W T 0  2 7 , 2 0 : P L O T
2 8 , 1 5 : DRA WTO  2 8 , 2 0 : P L O T  2 9 , 1 5 : D R A W T O
2 9 , 2 0
1 0 1 0  P L O T 3 0 , 1 5 I D R A W T O  3 0 , 2 0
1 0 2 0  GOTO 3 0 0
1 1 0 0  CO L O R 2 : P L O T  2 6 1 1 9 : DRA WTO
3 0 , 1 9 : P L O T  2 6 1 2 0 : D R A W T 0  3 0 1 2 0 1 0 RA WT0
3 0 , 2 2 : C O L 0 R  1 : P L O T  3 0 , 2 3 : P L O T  3 1 , 2 3 : 5 0 T 0
7 0 0
1200  CO L O R 2 : P L O T  2 6 1 2 1 : P L O T  2 6 1 2 2 : C 0 L 0 R
1 : P L O T 2 6 , 2 7 : P L 0 1  2 5 , 2 3 2 0 0 1 0  3 0 0
1300  CO L O R 3 : P L O T  2 5 1 1 5 : P L O T
2 4 , 1 5 : DRA WTO  2 4 1 1 9 : C 0 L 0 R  I s P L O T
2 4 , 2 0 6 0 1 0  3 0 0
1 4 0 0  CO L O R 3 : P L O T  3 1 , 1 5 : P L O T
3 2 , 1 5 : DRA WT0  3 2 1 1 9 : C 0 L 0 R  1 : P L O T  3 2 , 2 0
1 5 0 0  P O K E  8 7 , 2 : P O S I T I 0 N  3 , 1 : 7  * W I  W I N

" : W t : L O S E = L 0 S E 4 I F  L O S E A 3  T H E N
LOSE=0t H= H4 1 : G O TO  1 7 0 0
1 5 5 0  GOTO 1 7 0 0
1 6 0 0  POKE 8 7 , 2 : P O S I T I O N  0 6 ; " y o u
w i n  w e l l  d o n e  ! " : W I N = W I N - 4 1
1650  I F  W I N - 1 3  THE N WI N= 0 : G = G 4 1
1 7 0 0  P O S I T I O N  0 , 2 s ?  # 6 ; " p r e s s  S TA RT  t o
c a n t "
1 7 1 0  P O KE  9 7 1 1 : P O S I 1 I 0 N  0 , 3 C '  O W
SCORE"
1 7 2 0  P O S I T I O N  2 1 4 : v "  0 6 ; " m e  y o u "
1730  P O K E  8 7 1 3 : C 0 L 0 R  2 : P L O T  6 , 1 0 : D R A W T O
6 . 2 3 : P L O T  1 5 1 1 0 : D R A 1 O  1 5 , 2 3
1 7 4 0  I F  LOSE. >0  THE N CO L O R 3 : P L O T
H, 2 3 : DRA WTO  H , 2 4 - L 0 8 E
1 7 5 0  I F  W I N > 0  T H E N  CO L O R 3 P L Q 1
6 , 2 3 : DRA WT0  G , 2 4 - W I N
1 7 9 9  RE M WA I T  F O R  S TA RT K E Y
1 9 0 0  I F  P E E K ( 5 3 2 7 9 > 6  T H E N  1 8 0 0
1 8 2 5  RESTORE
1849  RE M CL E A R S CRE E N S TA RT A G A I N
1 8 5 0  7  " C " : G O T O  1 0 0
2 0 0 0  RE M * * S O UND FO R CO RRE CT ANSWER
2 0 1 0  FO R 1 = 1  T O  1 0 0 : S O UND 0 , I , 1 0 , 1 : N E X T

2 0 2 0  P =P 4 1 1 S O UND 0 , 0 , 0 , 0 : R E T U R N
3 0 0 0  WI N= WI N4 1 : P O K E  8 7 , 3 : C O L O R
3 : P O S I T I O N Y O U, 2 3 : DRA WTO  Y O U , 2 3 - W I N
3 0 1 0  I F  W I N = 1 2  THE N WI N=1 : Y O U=Y O U4 1
3 0 2 0  RE TURN
4 0 0 0  L O S E = L 0 S E 4 1 : P 0 KE 8 7 , 3 1 C O L O R
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P.O. Box 4, Ashboume, Derbyshire, CE6 1AO.Te1: (0335)42529

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

The date is 1236  T,A, That is to say, theone thousand, two hundred and thirty-sixth year of the 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 mosthideous acts of destruction,

You are a member of a small group of survivors dedicated to The Plan, to rid the Universe of Klartz
and his Dark Forces. From the century-long studyof The Plan libraryof timescans, it isclear 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, i f  sanctified by the Power of Light, would then radiate sufficient brilliance to
counter and eliminate the Lord of All Darkness,
Your group has finallyconstructerd a tiny one-man TimeCapsule, inwhich
you will be projected to seek out and recover the relics.
Strap yourself in and set out for the unknown!

Available for Dragon 32 I f 9.95)
Commodore 64 (Extended 120K

Graphics Version E9.55)
and Spectrum 48 (f 5.50)
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V20 ,  Vic 20, 81 = ZX 81, DR Dra gon 32, OR = Oric-1

u  u r a l l i s w —
SP AC 64 V20 81 OR OR Price

ATIC ATAC Ult imat e * £5.50
LUNAR J ETMAN Ult imat e * £5.50
PYRAMID Fantasy * f5_50
ANT ATTACK Guicksilva * L6 95
SNOOKER Visions * * * * £8.95
VALHALLA Legend * £14.95
KONG Ocean * £5.90
CHEQUERED FLAG Psion * £6.95
SPLATI incentive * £5.50
THE HOBBIT Melbourne * * * £14.95
MANIC MINER Bugbyte * £5.95
DEATH CHASE Micromega * £6.95
MR WIMPY Ocean * E6_90
THE ALCHEMIST I magine * E5,50
HUNCHBACK Ocean * * £6.90
FLIGHT SIMULATION Psion * £7.95
POOL CDS * £6.95
ARCADIA Imagine * * * f5_50
PENETRATOR Melbourne * £6.95
HUNTER KILLER Protek * E7.05
JET PAK Ultimate * * £5.50
FALCON PATROL Virgin * O M
METAGALACTIC LLAMAS Llamasof t * £6.00
3D TIME TREK Anirog * * E7.00
MOONBUGGY Anirog * 0 . 0 0
CRAZY KONG Interceptor * * 17 .00
HORACE AND THE SPIDERS Psion/Melbourne * £6.95
INTERNATIONAL FOOTBALL Commodore * £9.99
HOVVER BOVVER Llamasof t * £7.50
CHINA MINER Interceptor * 0 . 0 0

.- / Compiled by MRIB Comouter.mo

(I)
(21
(5)
(6)

117)
(3)

112)
(4)
)71

110)
(21)
(3p1
(14(

(8)
(—)
113)
(24)
I l l)

115)
(9)

(—)
118)

116)
(—)
(8)
•1

ANT ATTACK
(Quicksilve)

ATIC ATTACK (Ultimate)
ATTACK OF THE
MUTANT CAMELS
(Ilamasoft)
AIRSTRIKE It (English
Software)
BOOGA BOO
(
O
u
i
c
k
s
i
l
v
a
)

BONGO (Anirgo)

A monthly selection from the top-selling mail-order games

FOOTBALL MANAGER
(Addictive)
FUN-PAC (Virgin)
GALAX1ANS (Artic)
HALLS OF THE THINGS
(Crystal)

LUNAR RESCUE
(Lyversoft)
ROBOPODS (Virgin)
ROMMEL'S REVENGE
(Crystal)
SPACE PILOT (Anirog)

POLE POSITION (Atari)
Q-BERT [Parker)
FATHOM [Imagic)
BATTLE ZONE [Atari'
GALAXIAN [Atari]
TUTANKHAM (Parker)
RIVER RAID fActivisiont
DECATHLON lAclivisiord
JUNGLE HUNT (Atari)
SORCERER'S APPRENTICE 'Atari)
ENCINO [Activision]
ROBOT TANK lActivisioni
DIG DUG [Atari)
PHOENIX [Atari)
PLAGUE ATTACK lActivision)
PITFALL [Activision)
CENTIPEDE (Atari)
KANGAROO [Atari)
MOUSETRAP (CBS/Coleco)
WIZARD OF WOR ICBS/Colecal
FROGGER [Parker)
PAC MAN (Atari)
DONKEY KONG (CBS/Coleco
MS PAC MAN tAlatil
STAR WARS: JEW ARENA [Parker'
VANGUARD (Atari)
SPACE INVADERS [Atari]
OINK (Activision)
SEA QUEST [Activisiont

0  SOLAR STORM (Imagic)
Compiled by MRIB Computer.

0
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(Lyversoft)
TRANS YLVANIAN
TOWER (Richard
Shepherd)
URBAN UPSTART
(Richard Shepherd)
3D COMBAT ZONE
(Artic)
737 FLIGHT
SIMULATOR
(
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Now that Atar
iyour computer, oul

Forget ghostly

im itations. They need a  g h o s t  o tnot darken your screens a m o m e n t  longer. c
Because now you can play Atarisoffm games

on your own home computer. b
Pin-sharp graphics, quick slick movements li

- games that really challenge your skills. g
Games so close to our originals, it's like havingy

an 'Amusement Arcade" in your own living morn tt
SINCLAIR ZX SPECTRUM: A l l  AVAILABLE ON CASSETTE. OUT NOW—PAC-MAN: MS PAC-MAN, GALAXIAN: OUT SOON—DONKEY KONG: DIG DUGH• POLE
POSITIOV MOON PATROL B.B.C.MODELIWACORN ELECTRON: ALL AVAILABLE ON CASSETTE. OUT SOON — MS PACMAN: DONKEY KONG: DIG D U G .
,
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lake games forrivals don't stand
chance. we/ve written theprograms to suit your

Imputer's exact requirements.
Look at our extensive range of titles. We will

adding to this list so that you can expand your
wary of Atari games. After all why choose a
lost now that
)u can have
e real thing?

6.14,A111 M i n  ANERKA C .  kAtIL  iymic t  W A A A  A74111 4 T A R I  ANDOEDGICti R E G S  A N D  / N V ,
UGr' ROBOTRONS CENTIPEDE,' DEFENDER? OUT SOON-MS PAC•MAW GALAXIAIV JUNGLE HUNT,v MOON PATROLP POLE POSIT1OW SIARCATE;-• JOUST.°POSITIO I  99/4A: ALL AVAILABLE ON ROM CARTRIDGE. OUT NOW-PAC-MAN.

, D O N K E Y  K O N G :  D I G  
D L I G r
l  R O B O T R O W  
C E N T I P E D E ,
-  
D E F E N D E R : '  
S T A R G A T
C

N: ATARISOFT TM..MAN, r  further information, write to Atari International (UK) Inc., PO. Box 407, Blackhorse Road, London SE8 5_111.
CF C O R P  I  L A I D  AIL _ AWS r T RO NIZ S  I 9 , k ?  ••  TRA DE •  4 T T L E Z O M .  L I
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The Coleco Ada m is the all•singing, all-
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, i t seems as i f i t's  technically
very good indeed, as well as being excellent
value for  money (though on this, more
below). BOK 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 t o  pay) t o  the
outstanding library of ColecoVision ROM
game cartridges. I t looks pretty flash, too,
with the detachable, sculptured keyboard,
and the  multi-K stringy-floppy data stor-
age. All for around L
-
6 0 0 4 7 0 0 ?  
S e e m s  
t o o

good to be true,
Then again, the actual price has crept up

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. but
can it make popcorn? And it
not, why not?

Sis a nd J unior a l l  huddled round th e
smooth-looking system, screamingw i t h
glee as each pixel flickers. Is that going to
happen here? After all, the  basic Coleco
system i s  heavily games-based —  a nd
arcade games at that. Yet at the same time
the Adam offers an efficient but patronis-
ing (and 4 0 -c ol ) word processor. Wha t
single person do you know who will want
both t h e  fl a s he s t/  shallowest a rc a de
games a nd a word processor? Come  to
think o f  i t,  wha t family (British) do you
know w ho are still such novices to the
market that they will opt simultaneously for
what this  country  sees a s  t w o  wide ly
separate ends of the market at once?

Yes, i t 's  a n effi cient system. B u t  a t
f  700-odd quid? For that you can get a QL
plus a hi-res monitor; or an Elan plus a disc
drive plus a hi-res monitor; or  any other
combination of the  above. Ye t i t 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

r, be able to persuade lesParents to stump up
at least part of the cost for. Assuming you
want a printer, i t seems like a good buy.

Certainly CBS hope
you will think so.
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Summer is a-comin' in, the Special Relationship is dovve
resounds with the hoarse shrieks of rival hardware salnen
Americans have different ideas about the requiremenf
and lets you, the punter, decide for yourself.
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doWle Tube as usual and around the land the atmosphere
salelen promoting their wares. It seems as if Brits and

nerof computer garners. BIG K takes a look at the line-up
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ON, IT'S
A NEW ROM

THE NEW 48K Uric ATMOSIlves in
a stylishly modern black and red
plastic case of the same dimen-
sion as the original Uric-11. In fact
the two micros are almost exactly
the same. bar a better keyboard
and a new BASIC ROM on the
Atmos. Most software that runs on
the Oric-1 will run on the Almos.
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 ful l  travel
QWERTY keyboard and the new
colours the Atoms appears identi-
cal to the Uric-1 Irom the outside.
The same interfaces come out the
back: TV socket. RGB monitor.
cassette port, printer port, expan-
sion port and power socket, and
there is still the lamous built-in
loudspeaker, albeit a little quieter
than the explosive Uric- I sound
system. This also cures an impor-
tant 'bug' on the early Uric-1
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when the speaker tried to draw too
much current on loud noises the
screen 'shuddered badly, render-
ing it unreadable.

The new BASIC ROM that Uric
have developed — 1/1.1 instead of
the V1.0 used in the Dric-1 —
succeeds in squashing many bugs
and has several new commands,
including a VERIFY extension to
the CLOADcommand which checks
that what you've just saved
matches what's currently i n
memory: STORE and RECALL
which let you save and read varia-
bles and strings to tape: and the
Boolean algebra commands AND
OR and NOT.
Speed-up

The new cassette handling rou-
tine now prints up the filename
currently loading together with the
letter 8 or C (tar 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 Uric-1. scrolling was tortu-
ously slow, giving the whole com-
puter a  very unprofessional
appearance. The new scrolling
routine is very slick.

Reports: TON Y TYLER, A N D Y GREEN

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

Things missing that could-
/should have been included are a
built-in assembler a  la BBC. a
joystick port and a 'reset' switch
accessible without turning the
machine over!

The Uric-1 graphics were
slagged oil when it lirst came out

and, sad to say, the Almos is
little better. Although as the Almos
Demo Tape shows, two-colour gra-
phics are easy to implement and
give a resolution ol 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 Almos disc drive [which
we've seen. and it is very. very nice) using
3 inch rrecrodiscs, and the long awaited Motrn
— although 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 a t the
"lower" (i.e. games freaks') end
of the market. IBM, since their
entry into the pc market with the
now-definitive land pricey) PC
(senior), have come to dominate
the E2.000-plus end o f the
market; you can scarcely get a
personal computer oft the ground
in the USA !hese days without
advertising i t  a s  '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
E500 to 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
ol course the deservedly fabled
IBM after-sales service.

Infra-red? This means you can
sittwenty feet away from your TV
and still lap away. But at the
twenty feel can you see your TV
screen? Much sarcasm has
already been expended on this
apparent blunder. Another
hangup is lhe 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 000 over the odds for the
luxury of a useless feature (the
detachable keyboard) plus the
IBM name? Your guess is as good
as ours.

As for games. lmagic (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?

ri._, prAmil

Atari 800XL (USA)
Elan (GBR)
Atmos (GBR)

More than MOO

PRICES:

Coleco Adam
(USA)
IBM PC Junior
(USA)

Sinclair OL (GBR)

Under MOO

fai
They've been written off more times than Freddie Laker, but can stt
, h aweigh in with a sharp product at an affordable price. Besides. Atari e
a name of magic. t h e

What's new from the people who brought you the world's first (an h
astill best-selling — just) videogame system? Why the XL range, o

course; successors to the  4 0 0  / 800 range. Al l  the way from tit am
bottom-end, 161( (but expandable to 64) 600XL, through the 800X
(64K built-in), to the top-end 1450 XLD, with two built-in disc drives old
Currently on sale.. the Atari 800XL. i t s

Essentially, it's an 800 souped-up with a new, streamlined casini
and considerably more ROM. And what's wrong with that?Especia# an
when you consider tha t (unlike the  ill-fated and never launch& 8 0
1200). this means that the world's most extensive and flash shoo h
o'em u p  library is  yours for  the  asking (and, l e t i t  be  said, fi r e
paying-out).

1111111111111111111111111111111111111111111111111111111111111111111111111111111111111111111111



N t ,  0  I l
i :  1 1 6
'

can stit
Atar i is

-
r
s
t
(
a
n
e

nge, of
om the
800XL
drives

casing
?clal4

unchee
h shoot
id, th e

The 800XL's virtues are the virtues o f  its predecessor: a  6502
processor, ANTIC and GTIA chips giving you unparalleled graphics
abilities and up to  256  -  coun t  'ern — colours. I ts fa ilings are the
failings o f  its software I to  date): i.e., sha llow p lo t  fines, too  much
bang-bang. And if  Atari were keeping up their old-style Americana-
ism, that might be enough to  make you come over alitionalist. Bu t
they aren't. They've recently cleaned up their act to a great extent, and
have launched AtariSoft to cater for the wealth o f  software writ ing
talent presently to be found in the o r  UK G o o d  f o r
-
t h e m  —  a l o n e
among the US giants.

And if the guts of the new machine are very similar to the guts of the
old 800 w h a t ' s  wrong with  that? That computer was way ahead of
its time when launched, and is still second to none in its price bracket.

Our feeling is that, despite the apparent attractions o f the Adam,
and the Big Namesville o f  the I B M PC Junior, i t ' l l  st ill be the Atari
800XL which wi l l  keep the Stars and Stripes flying in most Brit ish
homes when all the shouting is over and all the salesmen have been
fired

They were the fi rst in — they may just be the last out.
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BEWARE OF THE BLACK REVOLUTIONARY
It's a fair ly  safe betthat once all the shouting has died away, the savants will remain of the opinion that the
Sinc la ir  Q I  is an exc iting and revolutionary  machine.

Consider t h e  s tatis tics : 1 2 8 K  R A M .  T he  6 8 0 0 8  3 2 - b i t  (near ly ) processor. Sleek  blac k  looks .
Microdrives as standard. And the price — which, at f  399, is obv ious ly  pitched agains t the Acorn ABC
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 s till — at time of wr it ing s o  new that it's not easyto predic t exactly who will do what with it.
128K seems to argue a fac ility  for giant adventure games a n d  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  connec tion, at  leas t one major  Br itish software company  we k now has sent all its
employed programmers  on a 68000 Assembler course. This processor certainly  seems to be thesta teof
the art, and the chip to get involved with over the next two years (goodbye Z80? Arrivederc i 6502?) , Yet
Uncle Clive has hedged some of his bets. The looks of the QL appear to indicate a long pent-up lus t on
Clive's part to get inarnongst all that small-business-user money .Whereas the extraordinary price makes
the machine w ith in  the reach — jus t — o f  games players. I t 's  probably  safe to say that Sinc lair  have
thrown a unique machine at the market and are wait ing to see which way it will land.

Agains t it: s lowish mic rodr ive technology, the s luggardly Sinc lair  mail-order system and the fact that
Motorola are currently  rejec ting 98% of  all 68008  chips coming off-a -da assembly lines, mak ing the
second-mentioned even more of a problem.

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

CAN YOU HEAR ME?
Without a doubt the most excitingly styled machine to
come on the market to date is the all-Brit ish Elan.

Style, you say, is OK — what else can it do?
How about 64K standard memory iactually 52K usable

RAM -  beat that, Commodore). How about stereo sound?
(Beat that everybody). Sound being perhaps the most
neglected of all computer facilities to date, it's safe tosay
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 Peri pheralitis in no uncertain terms.
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Recreational Computerist. Half the price of a 01_ (OK, half
the memory, too, but like all the new breed the Elan is
expandable). At all events it cuts the Commodore and the
Electron to pieces— on paper. We should point outthatat
time of writ ing we haven't laid claw on a single Elan key,
so there remains room for modification of th is and all
other views expressed above. But the looks of the thing
are enough to make anyonedrool — certainly itmakes the
CIL look like a briefcase. And the stereo sound facility —
perhaps this long-neglected dimension of games writing
(not t o  ment ion  o the r applications, su ch  a s  mu sic-
scoring) will now come into its own.

One to watch. And listen to.
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C O M P E T I T I O N  - C O M E T I T I O N -  CO N/ I P E TI T I

E IMPORTANT
Before sealing, copy out -  on the outside back of the envelope
the key letters of your ten answers in exactly the same order as
they appear  on your completed coupon. YOUR ENTRY MAY
NOT BE CONSI DERED IF THIS IS NOT DONE Do not enclose
any correspondence or matter other than the coupon

011.1.13d IAI 0 3  . N  01.111A CIO .N0 1 1 1 1 _ 3 clIA 1 0 3

WIN AN ATARI 800X
PLUS DISC DRIVE!

FREE TO ENTER

RULES
There is  no entry fee but each
attempt must he made on a proper
entry coupon cut from BIG K, and
must bear Eh e entrant's OWn name
and address.

All accepted ent ries  wi l l  he
examined, and the first prize will
he awarded to the entrants who, in
the opinion o f  the judges, has
shown thegreatest skill and judge-
ment in selecting the most apt or
amurate answers for the ten ques-
tions. Remaining prizes wi l l  be
awarded f or  the ten nex t  best
attempts, an no entrant may win
more than one prize. A l l  prizes
must be accepted as offered —
there c an b e  n o  alt ernat iv e
..iwards, cash or otherwise.

In the event of  a t ie for any
prize's), those tying will take part
in a postal eliminat ing contest to
determine such winner(s) or win.
ning order,

Entries arriv ing after the clos-
ing datewill not beconsidered,and
no responsibility can be accepted
for entries lost or delayed in the
post o r  elsewhere. Any  entries
received incompleted, illegible,
mutilated or altered or not comply-
Mg exactly with the instructions
and rules will be disqualified.

The competition is open to all
readers in Great Britain, Northern
Ireland. Eire, the Channel Islands
and I s le o f  Ma n  ot her t han
employees (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  a l l  other matters
affecting the competition, will by
final. No correspondence will be
entered into. Entry implies accep-
tance of  the rules as fi nal and
legally binding.

Winners will be notifed. and the
result will he published in a later
issue of BIG K.

ENTRY COUPON

The 800XL is the latest in the superb line,.
o f  Atari computers to be released in the
UK. I t  boasts an incredible 64K RAM,
smooth good looks, a HELP key a n d  it
gives you access to  the largest games
lib rary i n  existence_ Fif te e n  g raph ics
modes a llow you to address a palette of
256  co lou rs a t  one t ime  -  n o  o the r
computer offers you such a facility.

The 1  050 At a r i  Di s c  Dr i v e  i s  t he
perfect complement to the 800XL. With.:
law, stream lined looks. near-silent oper-
ation a n d  dua l-density capab ility,  i t
offers the most  advanced performance
available,

To w i n  a n  8 0 0 XL  p lu s  1 0 5 0  Disc
Drive. ju s t  comple te  the  questionaire
below t o  the  best  o f  your knowledge
(and ability).

Runners-up w i l l  rece ive  p rize s o f
Ata t iSo ft  games — wh ich  run on most
popular micros_

HOW TO ENTER
Below are ten far-f rom-diffi cult
questions about computers with
each a re  given t hree possible
answers; s imply decide which of
these mos t  apt ly  or  accurately
answers that question — A. B orC.

Write t he key  let ters of  your
chosen answers— in ink —in the
Spaces on  y our  ent ry  coupon,
each under its question number.
For example, if  you consider -
a nacronym of ATtractive American
Retail Inves tment " is  t he most
suitable a n s we r  f o r  ques t ion
No.1, put B in the first space. and
Soon for all ten.

Complete the coupon with your
own full name and address. and
post in a sealed envelope to: BIG
K/ ATARI  COMPETI TI ON,  5 5
EWER S TRE E T,  L O N D O N ,
SE99 6YP,  t o  arrive not  later
than Thursday, 31st May,1984_

BIG K/ATARI COMPETITION
2 3  4  5  6  7  8  9  1 0

I I  I  I I I  I
In entering this  compet it ion.  I agree to abide by the rules and
to accept the published result as final and legally bonding.

NAME
ADDRESS

Age if under 18 years

THESE ARE
THE

QU ESTION S...

(1) The word Atari  is
(a) the Japanese

equivalent for
Checkmate in the
game Go

(b) an acronym of
ATtractive
American Retail
Investment

(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
commands

(c) whatever the
HELP key is
programmed to
produce

(3) ATARI was founded
by...

(a) Caspar
Weinberger

(b) Nolan Bushnell
(c) Steven Jobs

(4) ATARI is a
wholly-owned
subsidiary of

(a) Warner
Communications

(b) Paramount
Pictures

(c) The Wall Street
Journal

(5) Silicon Valley is in...
(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) i t is already widely
understood

(b) i t is easy to learn
(c) i t  is under

constant
development

(8) Good games design
depends on...

(a) multi-colour
screen mixes

(b) high resolution
graphics

(c) imagination

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

(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) 1 6
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Author: Anton Hinxman
Hive-cave action!

Bettie Bee needs help
defending the hive_ Fight off
the invading swarms, battle
the bees and defend your
Queen,r

t7_

escomp
Itchy action!

Jump your way out of the
caves with Bugaboo the flea
but beware of the fearsome
Dragon as you jump around
the exotic vegetation.

48K SPECTR
COMMODORE 64

VIC 20 + 3K or 8K RAM
DRAGON

BBC MODEL

Aut
An enchanting game based

around episodes of Raymond
Bnggs' amazingly successful
hook.
48K SPEC

TIME GA
TUR
SKYH

UT •
ENER

r a f fl e

Ouicksilva proqr
HMV. -

• •
, W s ,  Computers for

Specialist computer stock
-

—
Authors: M. Preston,
P. Hunt, R. Rose, D. Moore.

A mythical graphic
adventure in the dark and
deadly halls of Earthstone
Castle. Battle Dragons,
Vampires, Sphinx, Zombies,
Skeletons, Gryphons and
other legendary beasts to
rescue the u t i f u l  Princess
Paula.

• •- 17. 95
.95

E5.95

rodealer,

Author. Sandy White
Baffle the Ants in the soft

solid 3D e t  Antescher

- • Author! John Hoilis
Authors: Mark & Richard
Authors: Steve Lee/Crortec
• 1 C  Andrew/Moen

Author: Dave M
All titles available from Ouicksliva Mall Order

P.O. Box 6, Wimborne Dorset BA21 71
2
Y.

48K SPECTRUM

)

Author: Indescomp
Action beneath the

Pyramids!
Fearless Fred the Intrepid
Archaeologist searches the
creepy catacombs below the
torrid tomb of 'Tootlecarmoon•
for the terrible treasures
amidst monstrous mummies,
ghastly ghosts, bats and rats!
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On the
trail of the

Hobbit Habit...
The Hobbit  comes in t he usual
Melbourne Ho u s e  c ardboard
package together wit h a paper-
back copy of  the book by J.R.R.
Tolkien. Like the origi nal Spectrm
version the Oric program boasts
high resolution pictures that are
'painted wh e n  you vis it  certain
locations in the adventure. Over
the past few months severe I 'Hob-
bits' have been released by Mel-
bourne H o u s e  f o r  v a r i o u s
computers However,  due to lack
of memory space the BBC version
doesn't  contain any graphics.

Graphics are only  two-colour
on Oric, unlike the 8-colour pic-
tures o n  the Spectrum. Th is
doesn't detract from the art much,
and the graphics are very nice to
look at. I  won' t  spoil the fun by
describing t he  game plan,  bu t

suffice tosay locations a nd people
f rom t h e  b o o k  m a k e  a n
appearance.

Talking of the people, the much
vaunted Animaction algorithm —
which supposedly lets  animals
and people interac t  wi t h  y ou
'physically' and verbally — -
t u r n sOut to be a disappointment. Thor-
in's vocabulary, for example, con-
sists of telling you to hurry up. or
sitting down while you're being
eaten byatrollandsinging of gold.

The HOBBIT— on any micro —
is a  s ignifi cant  advance ov er
simpler adventures  wr i t t en i n
BASIC, but  it doesn't. in my opin-
ion, come near any of the I WO-
COM s er ies .  F o r  O r i c ,  t h e
graphics are  v ery  good.  and I
guess even at  f 1  4.95 the pro-
gram is  wort h checking out.  —
A, G.
Game: THE HOBBIT
M a k e r :  MELBOURNE
HOUSE
Mach ine :  ORIC-I
Fo rma t :  cassette
Price :  .14•95
Rat ing :  ICK

N
House of Death is a non-graphic
adventure game set in an aban-
doned horror  mov ie s tudio,  a
locat ion br imming wi t h  poss i-
bilities_ Naturally ,  it ' s  a test  of
nerve as wel l  as logic. Half way
up the stairs, you are t old that
they are part icularly  rickety  at
this point. GO UP and you go up
— but  t ry  c oming down again
wit h any  t reasures  f r o m t h e
second fl oor T h e  treasures
themselves are out  of  the ordi-
nary. As you find yourself wand-

HREE TIMES A LOSER
Incomprehensible graphic 'adven-
ture' from the same team that
brought you Beyond the Cimeeon
Moon. a tarted down maze game.
Like Moon this is exceptionally
unfriendly. A shame really as the
scenario seems almost interest-
ing. You play a warrior in the realm
of Mandoor. With your firespout-
ing war sword you must vanquish
the dreaded denizens o f  the
combat arena before embarking on
a bold quest for the Eye of Dazmor.
All well and good you might think.
Unfortunately the game is almost
inaccessible. You're onlygranted a
vocabulary of sixteen words to
play with and the graphics them-
SPIVPS AIR hAftlinn I  couldn't m2ke

out what was meant to be happen-
ing most of the time_ I 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 trilogy. I've had more
interesting adventures shopping in
Neasden. — SIC
Game: ADVENTURE
TRILOGY
Ma ke r:  DRAGON DATA
LTD
Ma ch in e :  DRAG° $ 2
Fo rma t :  cassette D

r i e v i e
w e l

ering about  wear ing a  scuba
outfi t  a n d  a  werev v olf  mask .
c lutching a tadpole and a cake
marked "Eat  Me",  you feel the
author's  sense of  humour could
have been we l l  used on Game
For A  Laugh.  B u t  t here is  a
met hod in this madness (though
I have yet  to fi nd a use f or the
tadpole) and the zanier aspects
of  the adventure make it  all the
more distracting. While the dia-
logue can be somewhat  limited,
for a 48K game House of Death

offers the max imum entertain-
ment.  My  only  gripe. as a fan of
horror movies,  is  that  some of
the details  are drawn f rom the
general s t o r e  o f  adv ent ure
archetypes ,  a n d  t h e r e  s t i l l
remains a great  horror game to
be writ ten.  — P.R.
Game: HOUSE OF DEATH
Ma ke r:  TANSOFr
Mach ine :  ORIC-I
Fo rma t :  cassette
Price :  .9_99
Bat ing :  KK

Price :  ,7 .9 5
Rat ing :  none
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The inlay card speaks of Crazy
Nathan Wigglesworth, Flyer
Supreme, and his trusty pal T.C.
Barton undertaking ". ,  the bal-
loon trip of a l i fe ti
me '. O f  
t h e s e  
t w o

gentlemen I could find no sign. not
of the 'churches and skyscrapers'
they were supposed to fly over
[though they might appear in the
higher levels of the game'. All I
could find was a lazily swinoing
green balloon in a spiky labyrinth.
Hardly the trip of this or any otherlifetime.

Your task — should you decide
to accept i i  — is to guide the
balloon [one of six) safely through
the maze avoiding contact with any
of the surfaces. The slightest touch
— even by the basket — causes
the balloon spectacularly to deflate
and plunge to the ground.

This task is made more hazard-
ous by the ballon's swinging,
making i t a larger target, and
various mobile sharp things which
inhabit each of the 26 levels. There
are even magnets to pull the ballon
oft course and targets to aim for
which can net you extra points.

Crazy Balloon does little to
earn its name. The colours are
pretty, the sound is minimal and
the game play rarely climbs above
mildly frustrating.

As for Crazy Nathan and his pal
— they probably opted for the
latest in Highi simulation pro-
grams. —
Game: CRAZY BALLOON
Maker: SOFTWARE
FROJECTS
Machine: COMMODORE 64
Format: cassette
Price: 17 95
Rating: K

K =  Could Be Better
K K  =  Could Be Worse
K K K  =  UnaulDassable

DONNER
CND

METRO

LET'S FACE it, any aliens daring to invade Earth these days are in b-i-i-i-g
trouble! Fast, space-zapper games like Met ro Blitz here are spawning a
whole new race o f  hyper-re flexed beings wi t h  brilliant  hand-eye co-
ordination. Put  them in charge of  the laser batteries and we' ll have no
problems!

While we wait  Met ro Blitz is good practice at tackling overwhelming
odds. Alien craft are descending on the city in suicide raids that destroy
parts of the cityeach time one lands. You have command of a small, nimble
fighter with one mission only b l a s t  anything that moves,

At first glance the game looks limited with all the action taking place on
one screen and with no scrolling. However, wit h 24 attack waves and six
different types°, ahens there's plent y to keep you busy. Some aliens exhibit
deviousness by scrolling in from the side at high and low levels or releasing
hunter drones to follow your every move.

A generous 10 ships to start with means that you can survive for quite a
while before succumbing to the inevitable 'no win '  conclusion, Bonus
points and an extra ship are awarded for surviving each wave.

Met ro Blitz  looks and sounds good but, ult imately, ranks wit h all the
other space shoot-em-ups as fun unt il easily tired of. On the other hand, if
playing it can one day save the world, well  .  — R.B.
Game: METRO BLITZ
Maker: PSS
Machine: COMMODORE 64
Format: cassette
Price :  ,Z7.95
Rating: K

Not so much an adventure as Dungeons and Dragons with chips. Tho
familiar with the boxed version will recognise the format. Before you can se
off and vanquish the Demon Lord your character must be created. Various
values are assigned to strength, constitution and the like, and then hit points
and gold pieces allocated. Hit points represent the amount of damage your
character can withstand. Encounter a fiend and you'll have to select a weaponfrom your supplies and hope the computer dice rolls in your favour. Survival
being down to the number of hil points prevalent and the amount of damage.
rolled by the dice. Obviously the higher your points the more encounters'
you're likely to survivell's a tried and tested formula_

Having entered the dungeons you'll be given a menu of possible options:
Fight. go on, run, search or purchase supplies. The screen then details the
consequence of your actions. Action freaks will delight in the knowledge that:1there are filly-two species of nasty to conquer and there's a thoughtful
provision for both short and protracted expeditions. Some might prefer this
role-playing exercise to the more traditional adventure. For me it had only
limited appeal. I prefer brainteasers alongside the bloodletting.

Game: MONSTERS AND MAGI(
Maker: DRAGON DATA LTD
Machine: DRAGON 32
Format: cassette
Price :  S;7,95
Rating: KK
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Maker: DRAGON DATA
Machine: DRAGON 32
Format: cassette
Price: SW7D5
Mating: none

R I C E
1 1
4
1

The scenario is this: armed with
only a pis tol fi ring silver bullets
and the ability to open windows,
the good f riar has been charged
wi t h  s a n c t i f y i n g  Dr a c u l a • s
numerous castles. I suppose eve-
ryDrie is  by now used to fi nding
these f a n c i f u l  des c r i p t i ons
reduced t o  caricature graphics
arid stock game formats. Dracu-
fa's ReVenge i s  a  Snak es  &
Ladders type maze game, the best
of wh i c h  i s  Elevator i n  t h e
arcades I t s  s imple,  but  it 's fast
and the basic elements are clev-
erly plotted Whi le the characters
--- ghosts, werewolves,  the vam-
pire and the friar — are typically
crude, the changing light outside
the castle adds a splash of colour.
Letting in the daylight (by touch-
ing the ends of a corridor) will slay
the vampire,  t wi l ight  wi l l  des-
patch ghosts, but  once evening
falls there's no alternative but to
dodge unt il dawn comes. Dracu-
la's Revenge lacks a two-player
function, hut  the action is remar
-kably smooth and instantly addic-
tive. Side by  s ide wi t h  s imilar
cartridge games, suchasColeco's
Space Panic, you wouldn't  know
the difference. --
Game: DRACULA' S
REVENGE
Ma k e r: SOFTEK
Machine: ORIC-1
Fo rma t :  cassette
Price: i;et 95
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t h o  looks as if he's hadone over
- e  eight,  ar ound a nine hole
course_ Just line the tip of  his
club against the ball and then hit
your fire button, The longer you
hol d t he  but t on d o w n  t h e
greater the force o f  the put_
Thrilling indeed_ Unlike Poolthis

is one game which doesn't con-
vert well to the small screen and
only the most enthusiastic of
golfers here wil ifind anything of
interest here. The animati  —
hesitant and sound sparse..
sonally I 'd like. u r y  the
in the Ilea r  andf

I.

LOAM
LOAD!

LOAM
FUNNY HOW life imitates Art Just as
the US Navy put the giant World War il
battlewagon New Jersey back in
commission and sent il to lurk menac-
ingly all the coast of Lebanon. several
software companies obviously decided
that there's mileage in resuscitating
this obsolescent — but fascinating —
farm of naval warfare, where gun-
armed ironclads seek each other oul on
the high seas and, having found each
other, do their best to blow their
opponents out of the water.

Both MC Lothlorien [Dread -
noughts] and new Rye-based com-
pany Temptation [Admira l Gra f
Speei have elected to simulate actual
eras of battleship warfare. The first
goes fo r that most fascinating a l
epochs, the 1914-1B war, when mighty
Deets hunted each other over the
wintry North Sea. Temptation's alter-
ing reproduces the last cruise of the
pocket battleship Graf Spee_ Both
have 'search modes, with Dread-
noughts allocating you a pre-set
plolline and Graf Spee allowing you
to hunt the oceans rather like the
Thorn-EMI game Submarine Com-
mander. Of the two. the Lothiorien
search mode is themore realistic.since
it exactly reproduces the contusion and

fa poor visibility tor which that era ol
naval warfare was noted. However,
Dreadnoughts is lairly dull to look
at consisting essentially of menus and
— I have to say it — spreadsheets,
whereby you alter individual vessels'
speed and heading.

Dreadnoughts eventually gives
you a 'look •down' [Zeppelin?) view.
whereas the Temps opt tor a bridge
view, Combat sequences therefore are
tokenised on Dreadnoughts and •—
because al the BASIC programming —
tacky and wooden on Graf Spee. The
best thing about either game is the
capability at Dreadnoughts loallow
two players to alternate on the same
consule, so that what each player sees
(the other guy politely staring at the
wall meantime) is exactly what the
admiral would see

the Iwo, Dreadnoughts is the
more authentic overall and more visu-
ally boring; while Graf Spee is
precisely the other way around.
Neither address the contemporary
problem of rangelinding in any way.
Overall. I feel the ultimate naval war-
game has yet to c m
. . . 7  T . T .

""4111P
Game: DREADNOUGHTS
Maker: MC LOTHWRIEN
Machine- SPEC•attIM 48K
Fo rma t :  cassette
Pr i c e :  ,L5,95
Rating: KK

•tir'

Game: ADMIRAL GRAF
SPEE
Ma k e r: TEMPTA'rION
SOFTWARE
Machine: SPECTRUM 481
Fo rma t :  cassette
Price :  £5.95
Mating:
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B land  c l i mb i n g  g a m e  t h a t
suffers f rom gut less presenta-
t ion and lack of motivat ion. The
objec t  is to move across a screen
c lut tered wit h mov ing lifts, the
idea being t o  reach as  high a
fl oor as  possible.  Shou ld  y ou
manage to negot iate one fl oor a
lit t le y e l l o w c ube  w i l l  z oom
down and carry  you t o a new
floor. The  graphics ,  despite a
neat t it le screen, are very ordi-
nary. Curious ly  the documenta-
t ion which comes with the game
describes your pawn as a delec-
tive, indeed the diffi culty option
allows you to play either James
Bond o r  Ruc k  Furd,  b u t  t he
character looks more like a squat
John Wayne than a secret agent.
Presumably a stetson is e asier to
depict  t han a PPK. I t ' s  also a
game requiring verylit t le skill, as
success depends largely on the
random ar rangement  o f  t h e
mov ing lif t s .  Ve ry  h o  hum.  I
would be well cheesed off had I
shelled out hard-earned cash for

— S K.
Game: SHAFT
Ma k e r :  DRAGON DATA
Ma c hi ne :  DRAGON 32
Fo r ma t :  casset te
Pr i ce: „t7.95
Rat i ng:  none

Fo r ma t :  casset te
P11ce:4;9_95
Bating: KK

Extremely difficult successor to Airstrike 1 ba s i c a l l y  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 madeof theAtari800'sconsiderablegraphics,
and the by now common device of a movement window within the
horizontal scroll allows you a certain freedom of movement, A very nice
touch indeed istheprovision of subterraneanandoverhead branchesoff
the main tunnel ,  though actually getting the ship to negotiate the
entrance to any one of these taxed the abilitiesof even the most gung•ho
office denizens to the utmost (Le, we failed to do it even once). As it
stands, probably English Software 's best title: though it would ben ice if
Airstrike 3 l if there is one) could manage true bi-directional scrolling aleDefender. — T.T.

Game: AIRSTRIKE 2
Ma k e r: ENGLISH SOFTWARE
Machine: ATARI 400/800

Could Be Better
Could Be Worse
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Tired of  fl y ing your dinky  lit t le
Sinclair/ Psion Flight  Simulat ion
program? Ready f or  something
with a  bit  more musc le? Ho w
about an Fl  5 Eagle USAF air-
superiority jet fighter? Yours for
less than eight  quid wi t h  t his
program, guy .  N o  ques t ions
asked

Fighter Pilot is nothing short of
state-of-the-art s t u f f  f o r  t h e
Spectrum. A  really  impress ive
instrument panel  i s  displayed
along the lower port ion o f  t he
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
hi-res graphics.

The instrument panel itself  is
masterpiece o f  graphic s  w i t h
Scrolling and  ro l l ing  displays,
showing up those cop-out  a l l  -
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-
ings(bli nd and with cross-winds if
you like), fl ight (with or without
turbulence), combat practice and
actual air-to-air combat. It's even
fully aerobabc — looping the loop
is great funl

Instruments inc lude art ifi c ial
horizon, fl ight  computer,  radar,
compass, ILS, t hrus t  indicator
and ammo count .  Every thing
needed to track down the enemy
and give him a severe thrashing.

In fact there are so ma ny fea-
tures included in theprogram that
they cover t wo full informat ion
sheets and  mak e  fasc inat ing
reading

In reality Fighter Pilot can't be
regarded as 'just another compu-
ter game, it is a total experience,
It has been devised by experts in
the field of flight simulatorsaided
byguyswIlo fly planes likethe Fl 5
for a living

The program runs  i n  100'Xi
machine code and is compatible
with all the major joysticks. At the
moment it's in a class of its own
and I reckon it 'll take some beat-
ing. — R,8,
Game: FIGHTER PILOT
Maker : DI GI TAL
INTEGRATION
Machine: 48K SPECTRUM
Format :  cassette

ic e
:  
1
;
7
.
9
5

Rating: KECK
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IF YOU like arctic condit ions in the comfort  of  your own
home, then Freer'bees could be for you

Percy t he Penguin,  s t alwart  o f  t he ice cap,  has  his
territory invaded by Snowbeesand af ter choosing the idea I
ice blocks they lay their eggs deep within them. The eggs
hatch Out and the young Snowbees  chase poor Percy in a
determined effort  to kill him.

Percy i s  no t  t o o  pleased b y  these Snowbees  fi rs t
invading his territory and then trying to kill him, so he takes
evasive act ion by either destroying the ice blocks before
the eggs hatch out, o r  luring them to the perimeter fence.
which he has electrified, and f ry ing them. If he fails to kill
them wi t h in  a  certain period o f  t ime 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 makethis an enjoyable
and original program which,  whether you use keyboard or
joystick, should keep you amused for some t ime.
Game: FREE Z'BEES
Maker: SILVERSOFT
Machine: SPECTRUM 48
Format: cassette
Pr ic e :  ,Z5 95
Rat i ng:  ICK

SCROLLIN
GTO OBLIVION

It begins wit h decept ive calm. Ground missiles launch in
predictable fashion and fuel dumps abound like Pac Man
clones. Even with reckless flying you can rack up a healthy
score . . .  whic h is just as well considering the delights in
store. Thet  irst stage in this fine version of the arcade shoot
'em up is lit t le more than a t ravelogue before the main
feature, The action hots up considerably as you enter (cue
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) The Scramble System!

The De l  ender -like speed combined wit h a defi nite chal-
lenge t o penetrate lurt her is  iust  irresist ible.  There are
always new strategies t o t ry  as you f orge on wi t h  the
mission. Hav ing nuked out  the ground forces you'll enter
the cavern system. Here you'll encounter U105.  I used up
countless space -fighters at this stage. Like Flash Gordon
with delusions of grandeur I'd zip back and i orth , releasing
hails of  laser fi re,  before the inevitable collis ion wit h a
cavern wall.  I eventually sussed out that the only sure way
to wipe away the aliens was to hang back and fire steadily.
They 'd be drawn like moths to afl ame and mucho damage
was done with barely a fl ick of the wrist .

Then comes the real test, a hail of meteorites which are
hard to avoid and impossible to destroy. I 've yet to s
u r v i v e'ern and so haven't seen the fortress vvhich I'm assured lies
just around the corner .Vilhile less impressive than Penetra-
tor (for the Spectrum) this remains a neat implementat ion
ot t he  c lass ic  game.  The  graphics  are colourful,  t he
scrolling s moot h and t he challenge quot a gruesomely
high- Ace pilots can brag to theiririendSVia the hall ot iame
and there are opt ions for keyboard or joystick control.  Can
you beat the system?

WUWW:VaCRODEAL 0 - - - - ' . - -
Gara.e: SKRAMBLE

Macbine t DBACTON 32 /
Torren t :  cassette
Price: . i . 8 .
0 0B a t i n g t t
3 (
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loincloths were chilly, the  women were rough (I
think 1  've g o t  tha t the  right wa y  around) a nd
breakfast jus t wa s n't worth rising for.  Al l  tha trunning around and grunting, Sheeshl

They need all the help they can get. I mean. look at
Ugh, he'd be lost without us. In this refreshing twist
on an old theme. you have to guide Ugh up a hillside
to collect an armful of Pteranodon eggs (fry spar-
ingly and serve with mammoth pate). Naturally the
Pteranodon is far from happy about this and will try
to dissuade the  caveman with a shower of rocks.Hairy stuff.

Should you manage to liberate more than your fair
share of oeuls, the irate bird will enlist the aid of an
obese Tyrannosaurus Rex who'l l  come wobbling
from the  shrubbery w i th a  fearsome scowl. A
joystick really comes into its own here, as you 're
Chased up and down the  screen. The  dinosaurs
cavortings can be put pa id to with a carefully thrown
spear, but this requires much practice. I  spent a
great dea l  o f  the  tinne cheerfully throwing m y
weapon into thebush and running carelessly into the
arms of the dinosaur. Most annoying.

Wonderful things have been coaxed from the
Welsh micro's graphics and the sound is great. I
Particularly l iked the  dul l  crunch w he n you'rebrained by a falling rock!

There are progressive levels of difficulty (presum-
ably the Tyrannosaurus becomes more manic by the
screen) and enough on-screen lunacy to keep youbusy for weeks. Go for it! -- S A.G a m .  UGH
Maker: sorrEfc
machine: DRAGON 32
Pormat: cassette
Price: ,E6,98
Rating
: 
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Adventure games  al low you to
take on t he mant le  o f  many
powerful and dy namic  beings
and experience s t range a n d
exciting things .  B u t  a re  y o u
ready to become a worm? Not
just any old worm but  Wonder-
worm (t a,  da l )  w h o  h a s  a n
urgent appointment  t o  at t end
his unc le's  K lo rms day  pa r t y
(more wo r m jok es  t o  come).
Our ductile hero must leaves his
comfortable worm hole,  f ul l  of
wormhold items (see!) and fi nd
his way through terrible, worm-
destroying hazards to the party.
Despite its cutesy theme this is
not an easy adventure game.
Indeed, jus t  leav ing t he wo r m
hole requires some t hought  to

fi nd  t h e  s p e c i a l  k e y w o r d
needed t o  release y ou land i t
ain' t  's lither'  o r  •'craw(") Wo n -
de rworm runs mainly  in text but
has s ome g o o d  and  amus ing
graphics buried within it. Mos t
of  the standard adventure game
commands  are recognised with
LOOK and HELP being of  v ital
use. This  is a game with a sense
of  humour and a lot going for it.
Excuse me while work out / pow
to avoid being eaten by  a c ow
again. — R.B.
Game: WONDERWORM
Maker: HAVENSOPT
Machine: Spectrum 48K
Format: cassette
Rating: KKK
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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 Ob e r ,
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 about to get his
own TV show. Moral: cute round
characters sell video games.
See if you agree with this home,
Intellivision version of nert.

Like most good video games,
the idea is deceptively simple.
Hop Othert 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 •nastiesn about. They
chase 0*bert a l l  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
only way (Merl can escape his
deadly coils is to hop on one of
two flying discs which whisk
him to  safety while Coily
plunges to his doom.

Compared to  the original
arcade game. the Intellivision

graphics are. naturally, a bit
coarse but otherwise this ver-
sion remains remarkable faith-
ful to the original. The flying
discs spin colourfully, thesound
is good — ()tea even manages
to swear convincingly whe-
never he is caught. From the
outset control on this game is
not simple as Q•bert can only
hop in diagonal directions but
Intellivision's infamous control
discs compound this problem
and make a lot of practiceneces-
sary. Once mastered, though.
you'll find 0*bert more of a
challenge than you think. Looks
like another cute. round, lovable
figure is about to become a
home video game superstar!IV B.
Game: Q' BERT
Maker: PARKER
Ma ch in e :  INTELLIVISION
Format: ROM
Price: S;34.50 or less
Rating: KK

Don't be fooled! This game is not what it appears,
,thought I  had at last discovered Games Reviewers'
Paradise i n Hunter.  That place where games don't
scream at you all the time or sear youreyes with primary
colours. On the screen graceful, b i r d
-
l i k e  s h a p e s  
H o -

died serenely round a grid pattern. Soft,  pastel colour
tantilised my senses. I had control of what looked like a
yellow Vuican bomber. As I moved off round the grid
the shapes wafted after me, moving gently through the
mws- I potted a few easily. the next couple were a little
more tricky and the last one almost defied destruction.
On the next screen the shapes began to exhibit almost
animal cunning — weavin9. moving faster. A sneak
attack took out two of my lives. I could feel the prickly
sensation of tension building within me- By about the
fourth screen the tem/We realisation dawned --  there
was intelligence in this program! The bird-vermin were
moving faster and showing lightning reflexes at avoid-
ing my fire. l, the hunter. was being hunted! Curse you,
TerminallCurse your incrediblysmooth graphics great
sound a nd addictive gameplay,  I 'm  shattered —paradise has been lost. — R .

Gartle: ITEM
Maker: 
T E R M I
N A L  
s o n
v i t A
R E

Machine: C O
M M O D O R
E  6 4

Format: cassette
Price: .Z7,96
Rating: ICEGC

ICK
KICK

Could Be Better
Could Be Worse
Unsurpassable

Format: ROM
Price :  •Z24•95
Rat ing :  KKK

CIVAARr u n "
ome, home on the range, where the stars and the asteroids play a n d
ho could be more at home on the range than the B eamrider and his trusty

aser lariat. Dang ma britches, pards, if this ain't one of the meanest space
hoot-me-ups I  ever did see! You've got to stop a bunch of the orneriest
pace ow/hoots this side of the Crab Nebula takin' over the 99-level deep
estricter Shield round Earth. You can see that dang shield a-stretchin' way
ut in front of you. Them varmints starts as dots in the distance but come at
ou down the grid lines of the shield, a-growin' all the time. Wait till you see
he whites of their eyes before you start a-blastin' with your laser lariat.
ihaaa! Lookit them critters run! But it ain't over yet, son. They're smart
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°nibs, rhey71 also bring some 'friends' with 'cm. Just stand your ground,
on, and plug away_ Send15 of 'em to Boot Hilland you'llget a crack at their
g Boss craft. You'll need your torpedoes ter that sucker. You've only got
tee so make 'em count — and watch out ter them green blockers who'll
aw your fire. Blast the head critter and git bonus points.
But it don't stop there, nosirree. There's another sector and another and

well, the whole thing just gits faster and faster with a whole passel of
w dangers. This here Beamrider's a purdy-lookin' game with mighty fine

ound. Up to four of you rannies kin play and there's action a-plenty fer all.
o long, pards. I  gotta go save the rest of them 98  sectors. Beam me up,ncaid. — R B.
ame: BRAMRIDER
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CAN YOU BEAT OUR
GREAT GAMES
We've got the biggest (and best) selection of games
for the Commodore 64s We think they're unbeatable

L
a
m
: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 producingtop quality software
since 1978. So if you want •
the best, just remember our name •SUPERSOFT <S>

SUPERSOFT, Winchester House, Canning Road
s W e a l d s t o n e ,Harrow. Middlesex, HA3 75) Telephone: 01-861 1166



Orders by post to
41 Truro Road, St. Austell,

Cornwall PL25
Credit Card Hotline 0726 3456

Your mission is to penetrate the enemy
scramble system and destroy their

headquarters. You will start with three of
our latest Apacefighters equipped with

repeating cannon and twin bomb launcher.
If you succeed in evading the elaborate ground

delmces, you will arrive at the Cave where flying
becomes More difficult. In the cave are LIF0s, after

which you must aioid a hall of meteorites. Very few
pilots succeed this far, but if you do, then you must enter

the Fortress, followed by the Maze. If you manage to destroyEnemy Headquarters, then your reward will be a more
difficult mission! O n e  or two player game.
Machine Language, High Speed, Arcade Action. Full colour

graphics with sound. Keyboard or Joystick control.
Available on tape for

ORIC ELM) DRAGON 32 Ea
TANDY COLOUR tit

(Tandy colour version only available at Tandy Shops)
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Nationwide
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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
the scoring system?
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Availa e  m : -
Artie Computing Ltd.
Main Street,
Brandesburton
Driffield
YO25 8RG
Tel: 0401 43553
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P l e a s e  i n c l u d e  S . A . E .  f o r  r e t u r n  o f  y o u r  e n t r y .

MOUNTAIN

ENTRIES SHOULD BE SENT T O : -
MOUNTAIN V I DE O  COMPUTER COMPETI TI ON.  4 5  NEW OXFORD S T
LoNDON.  WC I .

TO WI N T H I S  E X CI TI NG  P RI ZE  'YOU MUST WRI TE  A  FAST MoVI NG ARCADE S TY L E  GAME BASED
ON ONE O F MOUNTAI N V I DE O ' S  TOP S E L L I NG  ANI MATED FEATURES: ' SPACE F I R E B I R D ' ,
'DRACULA O R  ' TE CHNO  P O L I CE ' .  E A CH GAME MUST B E  UNPUBLI SHED,  BUT CAN,  O F  COURSE
BE A N ADAPTI ON o F A  GAME THA T Y u U ALREADY HAVE DESI GNED.  S P A CE  FI RE B I RD LENDS
I TSELF TO  A  GALAXI AN STYLE GAME,  A ND DRACULA I S  ALREADY ( U I T E  POPULAR WI TH
ADVENTURE PROGRAMMERS. WHI L E  TECHNO P O L I CE ' S  HI G H- TE CH TA Nk  SHOULD PROVI DE
PLENTY OF SCOPE.  S P E CI A L  CONSI DERATI ON WI L L  B E  G I V E N TO  GAMES THA T ARE BOTH
ORI GI NAL I N  CO NCE P T A ND WELL RELATED TO  THE  T I T L E . A L L  THREE V I DE O  CASSETTES
ARE WI DELY A V A I L A B L E  THROUGH V I DE O  L I BFARYS, AND COMPETI TORS CAN ALSO O B TA I N
FULL SYNOPSI S O F EACH PLOT FROM MOUNTAI N V I DE ( '  AT THE  ADDRESS BELOW.  I N
ADDI TI ON T o  THE  EXCELLENT P RI ZE  MOUNTAI N WI L L  ARRANGE FO R THE  MARKETI NG O F
THE WI NNI NG  GAME E I THE R DI RE CTL Y  OR THROUGH A  LEADI NG COMPUTER SOFTWARE
HoUSE. WI TH FUL L  ROYALTI ES TO  THE CREATOR . A L L  E NTRI E S  MUST B E  ON CASSETTE,  A ND
DESIGNED FOR ONE O F THE  LEADI NG  HoME MI CRO COMPUTER SYSTEMS.  CLOSING DATE FOR
ALL E NTRI E S  I S  1 S T O FJ UNE  19134. T H E  F I N A L  DE CI S I O N WI L L  B E  MADE B Y  ' B I G  K ' S '
EDITOR . I O N Y  r i ' L E R AND PUBLI SHED I N  ' B I G
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Mountain's
DANIEL

BRA NT
- 
W i l l

'(be
Dracula?

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
4000 worth of said equipment as the overall priza

All the tempted tapper his 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 sit offerings from the Land of the Rising
Sun and Dracula, an animated 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 lull 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 Prciects, 45 New Oxford
St, London WC1. 1

.
-
,
1
(
t
1
1
1
1
)
1
1

. T A S  r t  r. . 1t'A.4
–
v.t

• • • • • -•  ,  4 -4 1 -

F
r
T
i
v
e
-
r
-
t
%

cp.

_ . , „ 4 4 4 : = = = •
—
• • • • • % 1  
_ _

ol   I I I  —

O. NHS= T c
,
"  H
S .  
1 1 3 4
,
3 )  
r =
3 0  
•
•  
•  
,
1

11,00
5 DIM
10 0 P...4  E:I t t  :

• ECCE 5 '3 2
,
3 0 . 0  
•  
F 9 1  
E  
5  
3 2
8

001
3
.11
,  
?
;

15 PR I M P CCLEHF38r, 00SLIE 97.0.)
POI<E 5 3 2 8 0 , 0
,
F r : a  5 3 2 6
-
1 . .

20 VM=52•FOKE P = i 0 0
F01:.EV .- 2 1 ;1 5
-
1 F  
T E R .

ooro zo
oe EE.PEEYI :2 0 3 :.
-
/ F  E E = 6 4  
T H E M  
1 . 1 =
0

-
D
=
C
F
.
,
F
1
=
0

le  I F  EE=2 3  THEM 0 .1 • 1 . .  3
2
-
0
I
F 
E
E
=
1
2 
T
H
E
M

3
,
a 
I
F 
E
E
=
4 
T
H
E
I
t  
I
.
.  
4
3

40 I F  EE=5  THEA 1  F m 0 , F 1 =
•
€
50 I F  EE•6  I
60 I F  EE =9 THEII :  0=0 -
F  1  =  :FOkE AD ,  9 • C9•E MI

,  - 1 7  
F O T  
E  
4 7 9 I
,

90 I F  G A  I t u  0
.
7 2 5 5  
R I D  
I  
F O T E  
0 ,
1 9

, FOKE
95 I F  0 7 0  HUD 0-3255 TICI I  r o t  E P-IF •

-0010TOTE I F .  I .:9
IVO 0=0+D I F  0 ::•  3. 8 THEN 6 =3 .8
202 I F  0 •(=-3 . 8 THEM 0 * -  9. 8
250 V=V+6  POPE V+ I  ,Y • I F y • • 4  INE111 00T

0 5 1 0 0
260 X=X+A:POrE
270 F=F-F1  : I F F ‘ :* 0  TwEN 0010 5 0 0 0
275 I i.=PEE)
,  (
V
4
3 1 .
,

277 I F  DIr=1. E P = 9  THEN 0 0 I 0  1 0 (0
278 PC I
,
E
2819 I F  F E E K
,
I V 4 3 1  
P = 1  
O P  
F E D
'  ,
v 4 .
3 1  
,
= 9

HEM &o r e  1980
100 OP=STR I (6 )
,  I F  
L E I K 0 1 ,
,
D 5  
I H E
I I  
0 1
k

EFTPIC1,5:
,?435 6 , 1

= 1 7
,
F 1 = 1 0
• F 2 = 1
2 8 • F 3
. : 1 9

0081.18 6 0 0 0
310 P P I I
,
I T
•
c R o r E •  
D O 4
I C 4
I "  
;  
V
C

CPIS ,
Y E L
L O H
I S T
E E D  
" •
,
• 4
;

920 PPIPIT'EHOTIE,DOMI74)";-EcvorrriF.,,Dir,.••5-.••••
3
,
3
0  
0
1
3
=
P
E
E
P
.
,
;
'
,
4
3
0
.
,

350 F0 1
,
1  
V . Z ,
K 1 ; ;
;
1 = : :
p p r
.

IF g 1 :=2 4 0  THEM -
I . Z 2 9355 I T  :1 3 =3 4  THEli



408 .
, H
= Y
A -
8 Y  
P
O
K
E
-

VAC=1114(LV)PH: K w E I 1  '

410 I F  YI K4 1 .5  AHD (Px1  14E11 F.:4 E
E - 0
-
, H =
2 5
5
,
C B
= 0

:00 00TO 100
cipe i r  & A  0 4  0 :4 .1  K W H  tOTO 1019

1005 GOTO 1100
1010 FOR 11=1 1 0  KEI.FOIE 4 0 4 0 , 1 3

'FOIE 2 0 4 0 ,1 !  F 1 4 1 1 1
.
1
,
F I K
,
1 4 5 0
,

. 0
' 2
•
2
0
r
P
O
=
4
,
F
4
= :
3

102! 0 0 5 0  W O  H E J  H  FCT 11=1 1 0  I5E4)
H E K T
,
F F I N
T " T C
L E A F
T "  
'
.
:
0 T
9  
1
1
0
1
0

1100 0 4 PF EK
,
V4 - 3 0 , .
WO I F  De5 OF 0=5+3  TABH.poro tzoo
!i2e t o  • 5  EJEF- t  POI  E

1122 .
• ;.A .;' 4 0  TAEH 'O.:FTC! 1 0 .
,.125

.
K
2
/
.
3 
F
C
C 
1
1
=
Y 
T
O 
1
1
0 
'
.
1
•
E
F
-
,

" I  FOF I n  T O  1 !  i i r J

1110 •
K,

215 -
FrF

4:20 Fbk 1.
7cP

L'•1
, 
,  
F
F
I
A
T
-
. .
.
A
0
1
1
E
,
D
O
W
H
9
'

.••: EF .EN TI L BAL •  L , T . "
AA,LEIED(TVOFFI"
•1 BC49:41000

TO 0  STBF-I
-
I
V
E
L
L
C
4
K
.
H
O
H
E
,
D
O
W
:
4
1
.

! r  n r r  P i T
,  ,

1r.3

• 1 . s r  1 . ' 1 0
IS itro.'.1

- K U - 1
.
1 0 1 E

KE::1 I I
FOKR

HE•1 T
.
H F 1  
1
4
v
=
I
1

,
1 
r
o

- ,
0  
T
O  
1
0
:

.1".FSKAHT114
-HK.A-1.1.-P2=2

r E000r11E
,
rT H

1
-
P
I
S
I
F
U
E
.

a

ounERI_A mw0-

FOR 11.1 T o  1 • 0  N E I
1350 PRIOT"IHOHE-D4819,FIOATI1211

13E0 PCCE V
4
1 , : I
.
3  
P O K
E

POKE ' , . .
4
2 1 , 1 5
-
6 F . O F
4 .  
H Y
= , -
C
,

1490 00TO 2 0
008 PRIAT"THOIE 1 1 3 I 1
1
2 , F I O H T 7 , F T i .

cvAm o u r o F  F U EL .C r io r F y
-ROTE YK2 1 , 0

7.1010 FOR I Pr l  TO 2000  AEA
-  t i  6 0 1 0  
1 !
5100 F
-
0 I • E  
F R
I N
T "
T H
O T
E -
D C
S M
2

FIOAT7,PVSIVOU FLEH OFF 1410  ;F t
,E.TR',OFF1'

5110 FOR 11.1 TO 2 0 0 0 .1 E7  4 :•1 T 0  I : .
5300 FCP W M  TO I  STEF-1  F OI E

POKE V4 4 .1 1 4 4
.
P1 4 A 
F 2 = L 2 5  
F 3 .
5

P4 .17  GOSUB 6000  N E j
5810 FOI E v + 2 1 , 0
,
P R I A T " r H G N E .
0 0 1 1 1 4 2 .

PIE4-1T5,AyS1TKIE YEATI  C-OT THEPE t
i T . E R I
,
O F F r

5320 FOR N=1  TO 2000  N U T  N
PROWICLEAPPrO070  11000

6000 POKE 0F41  F I XE HF F 1
-
F C C E  L F . L

FOR T . I  T o  P8 .POrE AF .A4  Fo vE
'NEXT T  PETUDI

8700 P R I 1
-
l T " E L L E
A R , D O 4
I N 3 1

YOU HAVE ACHIEVED THE HIGHE3T -
; C O 'E"

3710 PPII IT"flOWNITODAY FL EA•A EITTEF
ctI 4 AN E."

8720 TKPLIT"tD01111.PVSTNAME T AWF F r K.H T
HS=SC-KETOPH

r.80.8 POKE 2 0 4 0 .1 3 :F01E 2041,11
POKE 2 0 4 2 , 1 4 EOKI

?Ole v=5 3 2 4 p o L E

-
4
,
2
9
p
0
F
3
E
v
X
1  
P
o
T
E

9
;.100  FOR N =e  T o  6 2  FEAD A'FOrE ; 3 2

,
4 . A

NEXT
9110 FOR A=0  TO 62 'AERD A  F o lE 1 0 4
4
4 4 1 .E
,
1
1
5
4  
4
=
0  
T
O 
6
2  
F
E
A
D 
R
,
F
O
T
E  
3
9
6
-
4
4
.

•TIEzi•

• ;
,
1
1
7
,
Z
7  
1
1
=
0  
T
O  
6
2  
R
E
A
D  
•  
F
O
,
E

FtCE V, E1  FOKE V4-1,76 POKE V4 .2 .
POTE V 3 . 5 7  PEcE v+ 4 .7 1
F0KE Y
4
5 , 2 1
5

.-125 x=8 1  y .7 6  x1 .7 0
9126 ADKE Y + 6 , 5 0
,
F O I E  v
4
1 6 - 0

POKE V
4
7
,
2 1 2
.
V A = 2
5 5

9130 POKE V
4
2 3 , 2
,
P O K E  
V * 2
9 . 2  
F E
T U
F H

100 FPI111"(CLEAR,D018120T"
9510 PAI NT"rAwS) r F
,
. . 0 F F r

rFvS1
IFVOFF3 ( PV$ Br  ( F
.
V O F F 3 "

r.520 PPINT"ERVS3

,Pv0 FFI " C P , O F F ]
1
1
F
v
5
1

,
5
8
0 
F
A
I
l
i
r
"
T
R
V
S
1 
t
F
v
o
F
F
I
r

L F
-
9
O
F F
3 P  
(
P
Y
S
I  
1
.
Y
Q
F
F
I
P

1 1 M 1
1
1 A v o
F F )

9540 F R I T =  t A ' A f F )
TRY31 M C C F 1  r p v 6 )  rF vElp F a
r p v i i  ( P r ' W F 3 r

7550 R R I H 1
-
C F V
.
3 1  
T F N 5
F
C
1
7

EFATOFFI"

LAVSI C Ft .FFTFI PVS1
✓I V J  iRvo FFT ( A ' , S 1

956E1 P P I H T = 3
F r

TRYOFF1
CRYS1 •  (AVOF F )  E R ' . . e S 1
ERWFF.1 C a V 1 . 1  I F ' , 4 3 F K I •

9570 P R I A T " ( R V V
v o r r I
I R V O P F 1

IF:VS) ( P 4 S 3
CPVOFF3c I B P
.
4 5 3  
( P A I
F F I "

95$0 PF1NT"(RVB3 ( F V O F F ] r
TRIOSI E F V O F F 1
t k
.
. .
O
F
F
T  
N
P
V
5
1  
1
1
1
"
-
,
,
O
F
F
/
r
t
p
v
i
)

7190 P =
F
f 4 ; $ 3  
I F
V O
F F
I

✓ o l t s y $ 1  T R W i F F ICPVS3 T R VOF F I r  .CFV31 T P . - 1
-
V
s 1

IFVCIFF3r TR 1
2

VS3 f
.
. . O
F F
J "

?Gm FAI AT"(AvS)  c v , o p F r r  C A 9 5 . 1
TRYOFR3 IRV'S) I R V O F F T

( WS]  C I N O F F 1 P
CAWFFT" ( F A ' S )

9610 PAN T"(R VS)
IF--OFF)" FETUAII

9700 READ AW1 )4 -M 2 7 ,1 4 W.3 ,
-
F
O
P 
4
=
4 
T
O 
2
0 
S
T
E
P 
8

H Y
1
/
0 =
H Y
,
, T
1 -
3 >
* .
4 •
H V
0 1
4 -
1 I
4 4
Y (
1 1
• 1
- 3

I * .r
9701 H I1 4 0 2 3 0 1 4 y ( 1 1 + 2
-
3 1  • . 2 , N E c T
9705 PiAD  M A(1 ), 1 1 l<2 .1 , m A
,
3 .

FDA 4 .4  TO 2 0  ST EP
-
3  M I A N ) = 4 4
,
1 )

AN.A.D.M11.:2?
9710
9000 F l O y
,
= ' E R v S
M E R V O
F F T "

' F a ( L ! . " . "
9010 H = 1
,
F O R  
1 1 =
4  
T O  
2
0  
S
T
E
P

FOR I • L  T o  H :F.1 0 4 .-Fsu r)+FI N .2
,l iE( T  1

?e1.5 A t k / 1 4 1
,
- - F S ( 1 1 ) . • . '
9820 F a k 4 , 4 F a ( 4 ) ." 4 4 EXT  N
9830 READ Y D . . 1 ) . ' 0 \ 2
,
, Y D ( 3
,

9840 F0KE 54296 ,15  AD.54277 w F.5 4 zr6
W=5427845=54272
HY . Hv f t v >
,
RE TL I n i

:0000 D A T A
-
4 8 , 1 2 6
,
1 2 , 7 2 . . 6 t
,
.  
I

2 1 0 .2 0 6 .1 9 5 , 1 1 5 , 2 8 , 2 5 5 .,
248,63

10091D AT A 2 5 5 .2 5 2
I m o  DATA 1 0 4 ,1 9 8 .4 6 ,2 3 2 ,1 9 5 .4 7 .2 3 2 ,

198,47.255,255,255.112, 0 . W 6 1
,
, 2 5 5 .
252

10011 DATA 3 1
,
2 5 5
,
2 4 0

10020 DATA 1 5 , 1 1 0 , 2 4 0 , 3 , 2 3 1 .1 9 2 , 1 .1 :
. 1 2 0 .0 , 1 2 9 .0 , 0 , 1 2 9 , 0 '0 , 1 2 9 .0 , 3 .1

192
10020 DATA 2 8 , 0 , 5 6 •2 7 , 2 5 5 , 2 5 4 , 1 2 1

15'240
10031 DATA 1 2 9 , 1 5
10040 DATA 1270255,254 ,120 ,0 -:r0 ,12 t  •

3 0 . 1 1 2 . 0
,
1 4
,
1 1 2 4 , 1 4
,
1 1 2 . 0 . 1 4
. 1

•

•

t•••
-
,

•

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

1 1  the giant ships swooped in to release

their lender craft. The craft had to find
a way to get to the humans -  a thou •
off course meant destruction. Many
were destroyed in the attempt but one
got through. Will you be piloting that

U L L  craft? Type in this amazing program
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GAME NOTES
You must simply surround another player's brickwithyourown.  If there isa
space or a wall °none side the player cannot be surrounded. He willonlydie
if he is surrounded by four other bricks. You can also surround yourself, sobeware!

You can play safe by putting your bricksnear theedge of the walls or form
a ring of bricks wit h a space on the centre. The four in the ring can't  besurrounded but can surround others.

You can play a r isky game by luring other players intosquareswhichthey
think will surround you but actually surround them.

MO V E  1 2

MO UE  5  P L R Y E R  1

fEl

P L A Y E R  1 P L R Y E R  2  H F 1
4
, 5

E E N  K  I L  L E D  -

FM

MO V E  5  P L A Y E R  ' I

El

A fiendishly cunning strategy game for 2-4 players. Grab your bricks as they come down the chute and
l i r  o u t - b u i l d  your opponents by hemming them in. Last one in plays Yosser Hughes c a n  you do this job?

by Antony Trenker

yob.



THE AMERI CANS must  be
feeling pretty sick I n  rock
music, fi lms, TV and now

computer gaming, the spirit  of
True Brit  is showing.  Now Atari

has chosen a BritProg for its
fi rst internat ional release. Big K

managed too track down the
his tory-mak ing Briton

JUSTIN WH MAKER  is a
tall, bespectacled 18 year-
old fro m Staplehurst i n
Kent He exhibits a  calm
self-assurance ( " I  decided
that I'd  write a h i t game")
and realistic atti tude ( " I
wouldn't recommend tha t
anyone else leaves school at
16 and starts writing soft-
ware, they could be very
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 values, uti l ising the
excellent sound and gra-
phics capabilities o f  the
Atari Home Computer.

Justin's computer interest
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 th is he
learnt programming a n d
began writing his own pro-
grams straight away. He
left school when he was 16
with a  career as a  pro-
grammer fi r m l y  i n  h i s
sights. But it, wasn't that
easy. A long round of fruit-
less interviews left him with
a lot o f spare time on his
hands and, by this time, an
Atari 800 to play with. It was
then he decided to write his
"hit game".
THE THEME'S THE THING
Weeks were spent thinking
up ideas. "Eventual ly I
came up with the idea of—
instead o f  just having a
game, which is pretty mean-
ingless — to actually pro-
vide a theme. I chose raiding
a factory. So I designed the
first screen o f  the game
around getting into the fac-
tory, th e  middle screen
doing the raiding and the
last screen ge tti ng  o u t
again, I  bu i l t the  gameround 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 i f he
could show it to them.

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

•  L

Atari agreed to  see the
game and Justin journeyed
up to their Slough offices to
show it to them.
"They were struck by i t the
moment they saw i t ,"  he
says modestly. "Almost on
the fi rst day they said the
would release i t." A t  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 o n l y  t o  A ta r i
owners. Then a few weeks
later came the surprising
news that The Lone Raider
was going ou t 'mainline'
with th e  rest o f  Atari 's
catalogue.

"I w a s  dumbfounded,"
says Justin. "It was fantas-
tic because, u p  t o  then,
everything was so  select

38

with all the mainline stuff
being written in  America.
Everybody says th a t the
Americans are best and all
that but I'm sure the British
can do just as well."

Atari agreed to pay Justin
a royalty on each copy sold
in return for holding copy-
right and The Lone Raider
was launched w i th  great
ceremony a t  the  end o f
October, 1983. Initially the
game i s  o n l y  o n  sa l e
throughout Europe through
Atari International, b u t
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 fi rst
screen the Raider is 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 m u s t  b e  taken  i n
sequence. U n l i ke  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 n o
-
b o d y  
h a s  
d o n
e  
i t

yet, including Justin, who
claims only to have cracked
it ". b y  cheating"!
THE SOUND'S THE THING

The Lone Raider i s  an
immensely 'playable' game
involving the need for good
tactics as well as reflexes.
Sound is remarkablethough
the graphics are surpris-
ingly simple fo r  such a
machine. "Some people
write a game round a gra-
phic technique," Justi n
explained. "They don't care
about the play value. That
isn't the way to do it, Sound
is one of the most important
things in games because it
affects your subconscious as
opposed to  anything else.

ou can't ignore it. In  the
second level of my game the
droning sound really gets
you sweating!"

As is fairly clear by now.
Justin is a big fan of Atari
computers. "They're fantas-
tic," he says. "You can never
really maste r a n  A ta r i
because there are lots o f
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 f o r  B i g  K  readers,
Justin? "Get a book called
De Re Atari by Chris Craw-
ford. I f  you've got an Atari
micro you think you've just
got a basic micro. When you
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 p ro g ra mme r
working on converting some
of Ata r i '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 and Electron.

But what about a follow-
up to Raider? That'll be in
the works very soon and
Justin i s  saying 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 o n  software, you're
entitled to a few secrets!
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POCKET THIS WALLET
AND CALCULATOR.

THEN WORK OUT HOW
MUCH YOU'VE SAVED

• -  Wes tmins ter Bcrl• -Lc  41 Lothbury, London EC2P 2E1P
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NatWest
N O E

0 1 1 3 0 0
1111111111100
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When you open a savings account. you wont
to keep track of how much you've got in it_

That s why the first thing we give you when
you open a NatWest ON LINE account is a
calculator. A wafer-thin affair, straight out of
1985, with a continuous memory that keeps your
balance, even when the module is switched off.

Not that you want receive s i x
-
m o n t h l y

statements of your account. But as an ON LINE
Codeholder, you'll hove the chance to buy the
things you want through a special telephone
ordering system. And since you can't buy what
you can't afford, you'll need to know how much
you con spend before you pick up the phone.

The calculator comes in a stylish wallet,
along with your Codeholder card. On this cord
you will keep your personal number the one you
must quote when ordering items from the
exclusive catalogue you will olso receive upon
pining the scheme.

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

Of course, you don t hove ta buy from the
catalogue if you don't want to. Leave your
savings in your account and they will accumulate
interest.* And we won't deduct income tax from
the interest payments- unlike the building
societies.

As an ON LINE saver you will regularly
receive a special magazine contoining features
on music, careers and fashion.

You don't need a calculator to tell you that
all of this odds up to o pretty impressive
package.

To open a NatWest ON LINE account, you
need £5, of which £2 covers membership.

Drop into your local NatWest branch todayand do it.

(Al NatWest
The Action Bank

• •rrs1cgrx1s supplied tbrough the On Line system will be fult illed isy Empire Srores Ltd or 18 Canal Rood arodford Wt•• •  h i s  scheme is ovadat4e ta a ny applicant under the oge ci 19• For current interest rote pleose ask or your IcK-of NorWest



WHERE
GAMES GO WHEN THEY'RE
Answer: to the Doctor's SICK?

•• •

3  T h e  i nnar ds  o f  T I M E  P I LO T.
Beneath the tube are the TV transis-
tors and transformer. Left:

2  O P E N WIDE and
say AAARGH I
Battle-scared
machines consult

the Doc — actually a Tektronix
4650 oscilloscope. Most ailments
are simple: broken microswitches;
smashed cabinets and screens —
occasionally a burned-out ROM
as a result of cute (and
unprintable) tricks played by
various wiseacres.

There was nothing actuallyvvrong witn
this sturdy DEFENDER at all! In fact, it
had merely come i n for  i ts regular
three-month check-UP.  i ncl udi ng a

quick test of the colour balance_ "And how
are we feeling this time? Bombs still Smart-
ing? Mutati ons progressing satisfactorily?
Fine. Then if you'll just cough _ T h a n k  you.
I think you're fit enough to go out there and
take another  three months' bashing at the
h a
n d
s  
o
f  
d
e
m
e
n
t
e
d  
a
r
c
a
d
e  
f
r
e
a
k
s
.
"
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transis- PCBs for sound and display. CPU?

The good old DMA — pressed into
service in an upmarket capacity.

5  This BATTLE ZONE (above) had
its joystick panel wrenched
clean a wa y  b y  despe ra te
manoeuvering. Th e  M R  D O

lbelow) had a faulty power supply.
now updated to switch-mode.

Disney's Tron was a supremely weird
technollick. Everybody was too busy
gasping at the fact of megabuck com-
puter an imat ion  t o  no t ice  ju s t  h o w
weird. But when was the last t ime you
saw Ion ian battlecruisers? A n d  wh o
wou ld  e ve r have imag ined  th a t  th e
Insides of a computer would look like a
Trojan palace? The Tron game, like the
fi lm, was too weird, perhaps, to catch

on with  fans of the basic sp a ce -o rshoot.'em-up. And the neatest of the
four game Options --  the laser bike --
had the knack.was over too qu ickly even when you T h

The n e w I r o n  g a me  rect ifi es th e  y o
fr

diffuse appeal of the fi rst with  a single t o
360-degree game housed in  a wra p - D i
over console. Once inside this fantasy o r h
cabinet you're transported. 'Y o n  have d i f
been selected to serve on the games s t r
g rid  _  T h o s e  about to be thrashed c o n
salute you f u t

l

Your a rena  appears a  rectang le  w e i
viewed f rom the same perspective as t u r n

•  i f

snooker tables on the  TV, wi t h  you r
Opponent poised on  a hovering p la t-
fo rm at the far end. You have to th row
your th ree  d iscs t o  kn o ck h im o f f ,
a iming with  a marker that can be set a
tany point around the four walls, wh ile
dodging the  d iscs he 's th rowing .  A t
each stage, the  number o f  p la tforms
increases, and the  game gets no t  so
per i lousmuch faster as more mobile and more

Ultimate 3D Game
e d iscs bounce l ike  snooker balls

om the  wa lls  and re tu rn  to  you on
ur p latform. A t  stage five, the plat-
rrns begin to change height, making
sc Of  Iron the ult imate 3D game. In
er respects too, Discs  O f  Tron is

ferent: t h e  Mannerist  co lours and
ange h ierog lyph ics o f  the  up righ t
sole; the  reflex speed o f play, the

uristic O lymp ics o f  the game. I t ' s
rd bu t  I t 's wonderfu l. Wa lt  wou ldin his fridge if he knew,



DEFENDER IS THE quintessential
Atari VCS cartridge. It  has an appeal
that's lifted it far above the faddish pop-
ularity o f other games, and since its
release remains pretty much une-
qualled as the ultimate 2600 challenge.

The cart is an adaptation o f an
arcade monster fi rst unleashed by
Williams Electronics, a company until
then best known fo r  i ts  pinbal l
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 o f Invaders seem positively
homely. Arcades h a d  suddenly
become grim-faced arenas of merciless
gawping a t  those s l i ck wristed
Defender wizards who stood night
after night happily enveloped in a
dazzling display of pixels. I was jeal-
ous! I had no idea what was going on.
The sheer speed o f 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 Ata r i  announced the i r
acquisition of the title for the humble
VCS, I fairly groaned atthe prospect. I

mean, there was NO WAY such a killer
machine could be crammed into a cart.

Was there?
Thankfully I was wrong. Not only

did they cram i t in, they produced a
game with almost identical play to the
original! A ta r i  programmer Bob
Polar° achieved a minor miracle by
reducing 26 kilobytes o f 5 button, 1
joystick mayhem into the heart of a
Pang-sized ca r tr i dge . Indeed ,
Defender is — I guess — the single
most successful conversion i n  the
entire 2600 l ib rary. A  bona-fideclassic.

Armageddon
Earth i s  under attack. Hosti le

aliens, i ronical ly attracted b y  a
'friendship' signal beamed by us into
deep space, are descending in waves.
Civilisation i s  being razed to  the
ground. I t 's  l ike 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 ominous blips on your
scanner herald Armageddon. With a
defiant sigh your ship accelerates
across th e  horizon. I t ' s  time fo r
action

Defender's inherent challenge lies
in i ts cast. The aliens come in six
shapes: Bombers, Baiters, Landers,
Mutants, Pods a n d  Swarmers.
Bombers are the quiet types and cause
the least of problems. They tend to
drift quietly clown 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 unti l  either
they wipe you or you wipe them. Their
attack is both relentless and deadly.
They also manage to distract you from
the activities o f the Landers, whose
main aim is to kidnap the Humanoids
who live in the city below. Once kid-
napped a  Humanoid wi l l  be trans-
formed into a hideous mutant! Should
the Landers abduct all 5 humanoids
then you're in DEEP trouble, as the
earth is destroyed in an apocalypticmutant takeover.

Obviously yo u r  prime concern
throughout the game must be to pro-
tect the humanoids and prevent such a
catastrophe from happening. Pods are
considerably less fearsome; they just
float around the screen in a tempting
manner. However, should you suc-
cumb and blast one it'l l  erupt into a
fistful of heartseeking S
,
e r a n n e r s !  
B y

way of defence you have only lasers
and smart bombs. Defender is no gamefor cissi es.

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

The aliens have yet to pile on any
pressure and neat flying will enabl
you to crank up a respectable score
Remember to  kncok o u t the ion
Bomber immediately as th is elinn
mates any possibility of an accidenta
collision (very humiliating) and watch
out. for descending Landers. On th
lower levels they move at an unhurrie
pace and so are easily shadowed. Le
the Landers abduct the Humanoids
and then — as they ascend the screen
for home — blast 'ern. You'll be able to
catch the falling hume and claim 1,000
points per hit. Make the most of this
strategy here, though, as i t becomes
impossible on later screens.

From screen  th re e  onwards
Defender begins to play tough. Land•ers move about the screen with uncom-
fortable speed and the Baiters begin to
get ratty. Me, I always begin bysmart•
bombing the two pods. It's possible to
catch both with one hit and this saves
the hassle of outflying Swarmers later
on. Never — ever — skimp on the smart
bombs. They're easily replaced and
only foolish (or brilliant) pilots store
them. Just le t the suckers fl y. As
before, your main aim is to protect the
Humanoids. As soon as you hear the
garbled cry of a hume being kidnapped
check out the scanner and move. Only,
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.

Nerve-racking
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 ci ty is
vaporised i n  a  cheap° fl ash 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 (a
miraculous occurrence, I'm sure you'll
agree). The cart thoughtfully provides
Mutant training missions which'l l
help you practise fo r  th i s  nerve-
racking occurrence. Once again, work
carefully with your scanner and keep
on the move. Remember that a sudden
change in direction wil l  confuse the
scraggy beasts and so allow you time
to line up a healthy salvo of laser fire.
And, of course, if things get too hot you
can always hyperspace away. (The
wimp's way out.)

And so goes i t goes. The ultimate
challenge. Th e  appeal o f  A ta r i
Defender clearly goes far beyond that
of lesser shoot-'em-ups. I n  fact,the
complexities o f 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
you're nuts. It's the first true classic of
the video era. And the only cart guar-
anteed to make your feet sweat..

Play it in clean socks.
STEVE KEATON
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ATARI VCS OWNERS
LOOK AT THESE PRICES'
WE STOCK A RANGE OF OVER 200 ES CARTRIDGE;
AND 90 OF THEM ARE UNDER CIO - SEND FOR FREE CATALOGUE
Sihca Shop the leading mail order swc ialis ls  in the Video Game and Home Computer world are pleased to offer you some really amazing bargains We have a
range of over 200 cartridges to fi t your Atari VCS. over 90 of these are priced at under Ell), so there's plenty to choose from it you're looking for a bargain You
may well be wondering how we are able to offer so many cadridges at such good prices. Well, Silica Shop have now been specialising in Atari game software for
over 5 years and with a turnover of Et 5m and over 35 staff, we are able to make hulk purchases at lower prices than many of our competitors. We offer a 48 hour
delivery service on all software and Postage and Packing is totally free of charge Should you wish to obtain further details on our extensive cartridge range, we
have a 32 page illustrated catalogue available free of charge We are currently running a buy  one get one tree offer on many of the Activision. C.B.S and Parker
cartridges A ll offers are subtect to availability and full details can be found in our catalogue, so send for your copy now. It is  Our aim to never be knowingly
undersold, we will normally  match a competitors once providing they actually have the goods in stock Silica Shop runs an Independent Atari VCS owners club.
with regular mailings to over 35,000 members These mailings include detailed game reviews on the extensive range of Atari and third party cartridge releases. Sc
complete the coupon below and send us your order, or your request for a FREE copy of our catalogue and we will add your name to Our Atari VCS mailing listE•T. E4.95 *  MISSILE COMMAND E7.95
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And that's not all - look at the list below and see our other offers:
1,4.95 E 7 . 9 5  E 9 . 9 5  E 9 . 9 5   E l  4.95 E22.95 E27.95 E27.95

E.1

E5.95
Boxing
Freeway
Of a boom!

Laser Blast
Skiing
tampede
Tennis

E6.95
Air Sea Battle
Barnstorming
Brain Games

Bridge
Challenge Nexar
Chopper Conimnd
Demons to Diem

Grand Prix
Ice Hockey
Maze Craze
Night Driver
Slarmaster
Warlords

E7.95
Adventure
Breakout

Haunted House

Pinball [Video'
Soccer

Yars Revenge

China Syndrome
Gangster Alley
Master Builder
Planet Patrol

Raiders Lost Ark
Tape Worm
E9.95

30 Tic Tac Tut
Asteroids

Astro Attack
Basketball
Battlezone
Berzerk

Black Hole
Bowling
Capture
Casino

Checkers [Video'
Chess 'Meal

Circus
Codebreaker

Common Mutants
Dodge'Em

Dragonstomper
Dream Flight

Escape Mindmstr
Felix Return

Fireball
Fire Fighter

Forrest
Frogger ICI
Galactic
Galaxian

Gall
Ground Zero

Indy 500
Killer Satleilles

Labyrinth
Mafia

Magic Puzzle
Miniature Gott
Missile War
Ms Pacman

Olympics IVideol
Othello
Outlaw
Overkill
Pac Kong
Party Mix
Phoenix

Rabbit Transit
Sea Master
Skin Diver
Sky Diver

Sky Scraper
Space Eagle
Space Raider

Space Robot
Space War

Squirrel & Snail
Star Raiders

Suicide Mission
Super Breakout

Superman
Survival Island
Sword of Saros
Time Machine

Time Rare
Torn Boy

Trick Shot
E13.95

Combat
Math Gran Prix
Missile Control

Surfers Paradise
E14.95

Atlantis
Commando Attack

Cosmic Ark
Demon Attack
Dragonfire
Eggomania

Fathom
Gopher

Infernal Tower
Lost Luggage
No Escape

Octopus
Picnic

Racquetball
Riddle at Sphinx

Solar Storm

E18.95
Alpha Beam
Backgammon

Big Birds Egg CIO
Cookie Monster

Defender
Football IRealsott

SnoopyiRed Baron
Sorcerers Appren
Tennis IRealspist
Volleyball IR/soll

M O O
SupErsharg sr

E19.95
Jawbreaker
King Kong
Marauder

Miner 2049er
Polaris

Sky Jinks
Springer

Threshold

Demolition Herby
Jungle Hunt
Kangaroo
Ram It

Shark Attack
Space Invaders

Stargunner
Vanguard

E24.95
Fast Food

E25.95
Laser Gales

Moonsweeper
E27.95

ACTIVISION
BUY* ONE

GET ONE" FREE
Decathlon•
Endure

Keystone Kapers•
Megamanie*

Oink"
Pitfall*

Plague Attack"
River Raid
.
'
Robot Tank*
Sea guest"

Spider Fighter"

C.B.S.
BUY ANY TITLE
GET ONE FREE

Carnival"
Donkey Kong"

Donkey Kong Jot"
— Gott"

Mousetrap
Mr Do

Smurl"
Solar Fox"
Time Pilot
Venture"

Wizard of War"
Larson

E27.95
PARKER

BUY ANY TITLE
GET ONE" FREE
Action Force"

Amidar••
Empire Strks Back

Erogger
Jedi Arena"

Reactor'•
Sky Skipper"
Spiderman••

RECENT RELEASES
BUY ONE GET

ONE FREE OFFERS
DONUT APPLY

TO THIS SECTION
Centipede

Crystal Castles
Dig Dug
Frostbite
HERO.

Mario Brothers
Millipede

Moon Patrol
Par Man
Penge

Pitfall 0
Pole Position
Space Shuttle

E29.95
PARKER

BUY ONE AND
GET ANY"• FREE

CARTRIDGE
FROM E27 95

SECTION ON LEFT
Death Star Battle

Popeye
Super Cobra
Tutankham

n e n

ICA SHOP LIMITED, Dept BIGK 0584, 1-4 The Mews, Hatherley Road,
Sidcup, Kent, DAM 4DX Telephone: 01-309 1111 or 01-301 1111

O f  M E  MO E l l  I M E
t  ORDER FORM:

o Please send me a copy of your VCS catalogue
El I  already own all Atari VCS console
D I  am considering purchasing an Atari VCS console
ADDRESS:
Mr/M
Addre

s
/
M
i
s
s
•

IS:

Postcode

NE M I  OM N E

1111 1 1 1 1 1  . 1 1 1
To. SILICA SHOP LTD Dept  BIM< 0584. 1
-
4  T h e  M e w s ,  
H a l h e r l e y  
R o a d

Sidoup. Kent. 0A14 4DX Ter:  01 309 1111 or al 301 1111
LI Please send me the following goods:

Q T Y T I T L E

LI I  enclose a Cheque/P.O. payable to Silica Shop Ltd.
D CREDIT CARD - Please debit my Access/Barclaycard/

Visa/American Express/Diners Club Card
Card Numher:

1.11 M I  MEI  M E  M I  I =  M E
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2 0  GOSUB 2 4 0 0 : F O R  1 = 1  T O  2 0 0 0 ; N E X T
3 0  P R I N T " [ C L E A R , D O W N 3 ]

YOUR P I E C E S  A RE  DE NO TE D B Y
4 0  F R I N T " [ R I G H T 3 ] T H E  CO MP UTE R' S  B Y  7 0

5 0  PRI NT"ED4J WN1TO  CO NV E RT A  P I E C E  T O
YOUR S Y MB O L  Y O U

6 0  P RI NT" CRI G HT7 A MO S T T R A P  I T
-
H O R I Z O N

TA L L Y ,  V E R T I C A L L Y " ;
70 P R I N T "  O R  DI A G O NA L L Y  •  BETWEEN TWOU

.
8 0  P r I N T
•
C D O W N J
M O V E S  
A R
E  
E N
T E
R E
D  
A
S  
R

OW, CO L UMN -  E . G .
P R I N T " E R I G H T 3 3 F  5 ,  C  8  E T C . .  TO D E L
ETE T H E  F I R S T

100 P RI NT" E RI G HT3 3 CHA RA CTE R,
PRESS T H E  ' D E L '  K E Y .

110 P RI NT" E DO WN3 THE  WI NNE R I S  T H E  O NE
WI TH T H E  L A RG E S T

1 2 0  P RI NT" TRI G HT7 , ] RE S UL TA NT NUMB E R O F
P I E CE S .

130 P RI NT" CDO WNI I I F  Y O U CA NNO T MOVE
TYPE ' 0 ' . "

140  P R I N T " E D O W N J I F  Y O U CA NNO T MOVE
TYPE ' 0 ' .

5.0

150  P R I N T " L R I G H T 3 3 F O R  P L A Y I N G  L E V E L  -
TYPE ' L ' .

160  P R I N T " [ D O W N ] S T R I K E  A N Y  K E Y  T O  S T A
RT

170 U E T  A l :  I F  A 3 = " " T H E N  1 7 0
180  GOSUB 2 4 0 0 ; P R I N T " E D O W N 3 9 R I G H T 4 )

AT WHAT L E V E L  O F CO MP L E X I TY  DO  Y O U
EDOWN)

190  P R I M ]  S P C ( 9 ) ; " W I S H  T O  P L A Y  ( 1 , 2 ,

2 0 0  G E T Y i i ; N = R N D ( 1 ) : I F  Y $ e : " 1 " O R Y $ > " 3
"THE N 2 0 0

2 1 0  0 9 V A L ( Y ) : P R I N T " T C 1 E A R ] " ;
2 2 0  DV = " A B B CDE FG O L "
2 3 0  W $ = "
2 4 0  X = ( .
1
: 1
,
-
= 0 : A = Q
: B = 0 : 1  
J
0 :
H =
0 ;
1 1
1 -
0

: W=o
2 5 0  K
0
= 0 :
V 1
-
= 1 ; r
2 = 2 :
K B -
8

2 6 0  x s = " e
l l
:  
"  : V $
-
" E H O
M E , D
O W N
7
R 1 G H
1 5 3 "

2 7 0  D U :  ( F T  A ( S ) = I N T ( S A R N U ( 1 ) ) . 1
2 8 0  M 3 . = 0 : C 1 = 0 : C C = - 1 : R C S I O R E
2 9 0  FO R 1 = 1  T O  8 : F O R  J = 1  1 0  8

: Z Z ( 1 , J ) = 2 : R E ( D  W ( I . J ) ; r 4 ( 1 , 3 ) = 0
NEXT;  NEXT

3 0 0  Z Y . ( 4 . 4 ) = 0 : 7 7 . ( 4 . 5 ) = 1 ; r 4 ( 5 . 4 ) = 1

3 1 0  K = 1
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1,-0 F U R  1
-
= - 1  
I U  
1 : F
U R  
J -
= -
1  
1
0  
1

3 7 0  I F  1
-
4 0  
T H E
N  
I
F  
L I
= 1
' 0  
T
H
E
N  
3
5
0

3 4 0  0 7 . W . 1 ) = I : U X ( K , . ! ) = J : K = K I A
350  NE X T:  NEXT
360 DA 1 A  1 0 0 9
9
2 . 5 , 1 0 , 1 0 ,
1 0 , 1 0 , 2 . 5
4
1 0 0 0

770 DA TA  2 . 5 , . 0 0 1
q
. 1 1 , - 1 . . 1 . - 1 1
p
. 0 0 1 ,

2 . 5
2:80 DA TA  1 0 , . 1 1 . 1 . 1 4 1 , 1 , 1 . 1
1
. 1 1 , 1 0
.790 D A T A  1 0 , . 1
4
1 , 1 , 1 . 1 , . 1 ,
1 9

400  DA 1 A  1 0 . . 1 , 1 , 1 , 1 . 1 , . 1 , 1 0
419 DA TA  1 9 , . 1 1 , 1 . 1 , 1 , 1 . 1 . 1
4
. 1 1 , 1 0
420 DA TA  2 . 5 . . . 0 9 1 . . 1 1 , - 1 , - 1 . . 1 1 . . 0 0 1 ,

430 DA TA  1 9 0 0 . : . 5 , 1 0 , 1 0 . 1 0 , 1 0 4 ' 2 . 5 0 0 0 ( 1
440 FO R 1 - 7  1 0  6 : F O P  J = ;  1 0  6

: 1 7 . ( 1 , J ) = F 1 : N E X T : N E X T
450  P . -
-
0 : 0 = 1
460  GOSOB 9 1 0
470 P R I N T  V $ ;
480 I F  F N  A ( 2 ) = 2  T H E N  5 1 0
490 P R I N T " M Y  MOVE F I R S T "
500 M - 2 : 8 0 1 0  1 6 1 0
510 P RI N1 "Y O 1 J  HA V E  T H E  F I R S 1  MO V E
520  M = 1 : P R I N T  V W 1 D O W N Y T J Y O U R  MUV E  " ;

[ UP, RV S J  I R V O F F , ( E F T / " :
530  G E T A $ : 1 F  A $ - " A " O R  A $ ' " H " T H E N  I F

A t . '
.
;
.
" 9 "
A N
D  
A
$
c
"
L
"
T
H
E
N

540 P RI N1  A $ : "  " ; ; F O R  I n  1 0  1 0
IF A t - m o s i b s , ] , i ) r H E N  A=I

550 N E X I : I F  A = 9  T H E N  e300
560  I F  A = 1 0  T H E N  P R I N T " E H O M E ) " 0 4 $ : W t ;

V $ ; " L E V E L " ; C V : H 0 1 0  5 2 0
570 R R I N I " ( k V 8 1  I R V O F F , L E F T ) " ; ; O E T  A $

: I F  A $
,
" 0 " A
N D  
o
$  
" 9
" T
H F
N  
P
R
I
N
T  
A
$
;

: 0 = V A L ( A $ ) : 6 0 1 0  6 0 0
580 I F  P E E K ( . 5 1 5 ) 6 L i  T H E N  5 2 0
590 0 0 1 0  5
7
0
600 P RIMF" L HOME 1 " 0 0 0 .1 $ 0 4 $ ;
6 1 0  I F  A C , ' 9  THE N 6 5 9
620  M7 = 1 : 1 1 4 = 1 : 0 = 0 : D= P ; S . - 0 : 1 1 0 ; 0 "
,
- -
-
0

: P RI NT V $ ; " C H E C P I N G " : 6 0 1
-
0  1 6 7 0

6 3 0  I F  6 = 0  11-lEN M 4  9 : 6 ( _ l 1 0  1 6 1 0
6 4 0  P R I N T  V $ ; " S T O P  C H E W I N G  Y O U  CA N

MO V E " : 8 0 TO  5 2 0
6 5 0  I F  V . ( A , B ) = 2  T H E N  6 8 9
6 6 0  P RI NT" E HUME , DO WNI THA T S O UA RE  I S  0

CCUP I E D, FL E A S E  T R Y  A G A I N " ;
6 7 0  GOTO 5 7 0
6 8 0  0 = 0 ; D = P : M 3 = 0 : 1 1 4 - . 0 t X 9 8 6
6 9 0  H . - t o : H I - 1 ' 0 : 1 - 9
7 0
0  
F
O
R  
E
=
1  
I
.  
T
O  
1
,
8

7 1 0  M 1 = 1 P - ( E , r 1 N 1 = 1 _ 1 % ( E , K 2 1
7 2 0  I F  M .  K O  T H E N  1
-
4 ( A + 1 1 l . P I -
N 1 ) = 1 - 1

7 3 0  X = A : Y = D
7 4 9  X = X t M l : Y = Y 4 - N1
7 5 0  I F  X . K i  O R  x.)1-13 U h  Y < I ' l  U P  ‘ 1 K U  T

HEN 8 5 9
760 I F  r / . . ( X , Y  T H E N  e S Q
7 7 0  I F  n ( X , Y ) = D  1 H E N  7 4 0
7 8 0  X = X - M 1 : Y = Y - N 1
7 9 0  I F  X = A  A ND  Y = 8  T H E N  8 5 0
01)0 H
-
H i - K
1
. : H
1 -
,
. H 1
J -
W I
X .
Y )

8 1 9  I F  Xr-.1 O R  X
- ,
8  O R  
Y = I  
O R  
Y = 1
1  
T H
E N

T=1
8 2 0  I F  M- 1 , 0  T H E N  7 8 0
8 3 0  B O S UU 2 3 7 0
8 4 0  7 Z ( X . Y I = C : 0 0 1 0  7 8 9
8 5 0  NE X T
8 6 0  I F  11=0 THE N RE TURN
e 7 0  I F  H  0  -
T H E N  7 7 :
( A
q
8 ) = C : X . .
. . A : Y = 8

: 6 US U8  2 : : 7 0 : 1 O 1 0  1 1 2 0
8 8 9  P R I N T  V t ; " 1
-
U P ) T H A 1  
M O V E  
D O E
S  
N O
T

CAPTURE A N Y " ;
8 9 u  P R I N T '  O F  MY  P I E C E S
9 0 0  GOTO 5 2 0
9 1 0  P R I N T  V W L D O W N 2 ]  I  3  4

6 7  0 "
9 2 0  P R 1 N 1 " C R I G H T 4 1 " ; "  " ;
YZO FO R E = 1  1 0  7 : P R 1 N 1 "  1
" ; : N E X I9 4 0  P R I N T "  j "
9 5 0  FO R 1 = P l o  8
0 6 0  T R I N T "  " ; M I D $ ( 8 $ , 1 , 1 ) ;
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"
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s m
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-
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1 . 1

6 7  8 " : k E 1 U R N
1120  0 1
- -
C 1 + 1 1
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T H E N  
2 0
6 0
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54 MEGfi 3-Dimensional arcade strategy
on the 48K Spectrum— E6.95

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

Avokable

Also hum
MICROMEGA

DEATHCHASE
LUNA CRABS
HAUNTED HEDGES
STARC LAS H
AI E6.95
tor the
16K or 48K
Spectrum

Trade Enquiries
Mic rodeater
0727 34351
Websters
0483 62222

Tiger
051 420 8888
Pinnac le
3689 73141



It all began Wa •-back-vvhen with
two cats narne of Crowther and
lir oods. They were skiving from

the Stanford University,
ornia, who empCalif l o y e d  them,

and while d d a y ,  they
allying with a

monster mainframe one
got tapping • • . The result NVOS a
300K interactive storyline called
Colossal Cave, and within weeks

it beca n dme a bootleg hit. Since
then it growed a g r o w ed ,  and

today Adventure is the fastest-
developing form of computer
fantasy. You can be who you

want, ivhere you want and when
youg e t  outwant. But you'll find it

difficult to  a l i v e .

THE HOBBIT
(Melborne House)

The micro epic! Love i t  or
hate it, its stature is uriques
-tionable. Gasp a t the art-
work. Wo n d e r  a t  t h e
sophistication. Despair a t
the gameplay. I  svonder i f
Sherlock Holmes w i l l  be
more forgiving?A

STEVE KEA TON, 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,
dons his tiusty sword Cashurna

(geddit?) and introduces us to this
wide and wonderful world .  .

GREEDY GULCH
(Phipps Associates)

Yup. A  neat Western mys-
t e r y .  set in an old deserted
mining town. Can you and
your pa rdners discover that
dur) lost goldmine before
some pesty varmint plugsyou ful l  o ' buckshot?

ELN OR' S LAIR
(Quicksi l
vDefinitive, intelligent — i f

light-hearted — Sword andtha
Scorcery opus t ' s  gua-
ranteed to chi l , l  n d

l th r i l  a
amuse.  Go on, stomp on orc
today You know i t makes
s
e
n
s
e
.

'
A
T
I

1 1 1 1 1 1 1 [ 1 1
- - 1 1
:
1
1 H 1 1 1

THE DREADED mi nd -
bender can  ta k e  ma n y
lorms: It could be an uncros-
sable chasm or an indefatig-
able Dragon; an unpassable
giant or even an irate Black
Pudding. It could be any one
of many diabolical develop-
ments that. forces you to
grasp your hair and groan in
despair. Perhaps you're
incarcerated i n  so me
ghastly Goblin's dungeon
and can't get out? If so then
join the club. The Adven-
turer's Club. The cult of the

°MOWER
ADVENTURE

confused a n d  s l i g h t l yinsane.
Its members are easily

identified. They've withered
from late night explotation,
and have a  disconcerting
habit of breaking offconver-
sations and declaring some-
thing i nane  l i ke : " Th e
cheese! I can divert its atten-
tion with the cheese!" for no
apparent. reason. They're a
curious band. And rather
disturbingly t h e y ' r egrowing!

The adventure i s  fa s t
becoming a n  essentia l
ingredient in the microga-
mester's diet. More su bstan-
tial than the average arcade
test, i t'l l  tax and infuriate
you, challenging your imag-
ination like few things have
ever done before. And, as
you might imagine, i t could
well drive you nuts.

Needing several weeks to
digest, a  full-blown adven-
ture will transport a player
to an alternate reality where
only lateral thought. and a
trusty blade will guarantee
survival. It's a whole differ-
ent ball game from Invader
slaying.

Convention would almost
certainly set an adventure

M I S
S I O
N  
I :  
P
R
O
J
E
C
T

VOLCANO
(Mission software)

Superior secret agent saga
that pitches you against the
nuclear might of the Soviet
Bloc Piece o f  cake, ehcomrades?
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in some sub Gary Gygax
Dungeons and Dragons sce-
nario, peopled with orcs and
other 'orrors; however, a
great variety o f  locale i s
available. There's nothing
to stop you loading up an
adventure in the Wild West,
or on a hostile alien world or
even one within the confines
of Number Ten. The choice
is both bizarre and huge.
Newcomers to the club are
quite likely to feel swamped
by choice.

One's fi rst adventure is
always a memorable expe-
rience, The thrill of thequest

setting the scene fi r  your
subsequent mental collapse,
It's most important not to
get lumbered with a duffer
on your first outing, it could
scar you for life. A personal
favourite o f mine is NIEL-
NOR'S LAIR (which runs
on a  48K Spectrum from

Quicksilva). I t ' s  a  classi-
cally styled text adventure
that pits you against Zom-
bies, Ores, Goblins and
sundry in a chilling search
for the Black Wizard Velnor.

It seems the old goat has
taken refuge w i th in  th e
Goblin Labyrinth of Mount
Elk and is about to realise
his one great ambition, to
become a  true demon on
Earth, N a tu r a l l y  t h i scauses much consternation
amongst decent thinking
folks. Only you can thwart

his plan and save mankind!
It's a marvellous Sword and
Sorcery romp wi th  a  wrysense of humour.

The game allows you the
choice o f a character. You
can play a priest or a wizard
— both of which have spells
at their command — or a

rawny barbarian, who,
hile being shortchanged

n the smarts department,
an slug it out with the best

THE DUNGEON
MASTER (Crystal)

Authentic adaptation o f
Dungeons and Dragons, the
original role-playing fan-is end
tasy game. Play l e s s
and COT1 noisseurs will not be
disappoint
ed.

MAGIC MOUNTAIN
(Phipps Associates)

Dare you venture within the
bug-encrusted confines of a
treasure trove mountain?
thought as much. You guys
are so predictable!

1

THE LAST FR

of 'em. Naturally wishing to
emulate my own physica
prowess a n d  s ta tu re  I
played th e  game a s  the
latter. Th e  adventure i s  i l lOt
t " O hwonderfully scripted and
delightfully friendly, which
makes it an ideal initiation
for the newcomer. And while
not being exceptionally dif-
ficult i t  does possess a
number of those infuriating
mindbenders. The toughest
of which is without doubt
the crocodile infested river.

It's giving nothing away to
say that the log-like fiends,
have got to be fed in order for
you to pass. But with what? I
spent bloody ages puzzlingover it.

Having found both applesand flour I  concluded that
the only solution was to
bake the ravenous reptiles
an apple pie! Need less to say
this was way off beam. Thei
culinary bent was o f a fa
Cont inued on page 54

TH It: h Q S T LIES T
(Phipps Associates)

A medieval s t  with-  repforge 9  ue w i
d of solid gold. But be

warned: i t ' s  fearsomely
tough and not for the spine-less, Ca n  y ou

 d g o l d  fi n d  Merlin'shiden ?

ESPIONAGE  ISLAND
(Artie Computing)

Downed while on a  recon
-naissance mission, you
must penetrate the enemy
stronghold i n  a  v a i n
attempt to solve the myster
of the peril-fraught islana.
Oh, by the way, don't daily
with loose native women!

GOLDEN APPLE
(Arctic Computing)

Travel through a brace of
unrelated scenarios in this
bizarrely scripted searcfh or
a mystical goiden apple.
Starts easy— gets tough.

•
U M

l a t t i t
t
t
t
i a l i k
e
.  
I

C E N S IE
(Software projects)

Rntertalaing S P  escape
adventure th a t  has you
abandoned o n b
o a r d '  adecrepit space station; and

as you might expect, there's
only adi limited oxYgell k '  beBearn roe Lip ,I-Jeotty!

41.
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Returning t o  Earth L
Centauri, your teleport beam isrlti

pha
lkinterrupted by a weird glitch and

You fi nd yourself stranded in an 1
eerie, apparently deserted alien
city. As  you begin to investigate
Your surroundings you encounter

1 E d
a  
f r i
e n
d l y  
a
n
d
r
o i
d  
b
y  
n
a
m
e  
o
f

die. With his help you begin to
explore a maze of rooms, encoun-
tering oddly familiar objects and
diabolical dangers a t every turn.
Will you ever find a way to leave
tins alien world? Or will  you be

1  stranded forever i n  a n  endless
abyrinth — where perhaps you areot alone ...?
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Xtra Long Xtra good! Take Xtra care typing it in! We
suggest you arm yourself with plenty of coffee — and

• don't  try to get it all in one go. SAVE at frequentintervals as you go along.
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This s uperb a d v e n t u re  h a s  a  r a n d o m is e d

1 structure that g ives you a dif ferent game eachtime you play_ It also means you can collect
almost as many items as you can find, in an
infinite number of  rooms.  Needless t o 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  locat ion.  The
vocabulary is reasonably comprehensive for
the size of  the program and a  variet y  o f
responses are catered f or.  S o  inves t igate
while you explore a n d  if you get desperate,
try typing HELP
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Continued from page 49
more disgusting nature
than that!

Of course new adventur-
ers may well with tocut their
teeth on one of many text 'n'
graphic games currently
dominating th e  market;
after all, they certainly seem
in vogue a t  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 I
think they're particularly
bad, just BORING. Believe
me i t's no fun watching a
location slowly redraw itself
for the umpteenth time! I t
can put you off adventuring
FOR LIFE, if' not longer.

That said I'l l  now contra-
dict myself by recommend-
ing the texen'graphics o f
PROJECT VOLCANO (for
the Dragon 32 and 48K Spec-
trum from Mission Soft-
ware). It's the firstof a whole
slew o f games which you, as
a member o f  the Mission
Secret Agent Club, will be
invited t o  participate i n .
Apparently a top secret mis-
sile command centre has
been discovered hidden
below an extinct volcano on
the Rumanian and Yugosla-
vian border. I t  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 i s  enormous fun.
Says M i s s i o n ' s  h e a d
honcho, Brian Goldsbrough(otherwise known as Com-
mander Q): "We're inviting
players to become part of a
Secret Service, o ffering
them missions which wi l l
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 i s  the

loudly heralded T W I N
KINGDOM VALLEY (for
the Corn 64, BBC and Elec-
tron from Bug. Byte), Unlike
PROJECT V OL C A N O
which utilises a small gra-
phics window, VAL L EY
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, I
wonder where we're meant
to be now?" kind a situation,
A woolly adventure i f ever
there was one.
Customs

Adventuring i ts e l f  i s
something o f an art. The
game has evolved i ts own
rules a n d  customs, th e
awareness o f  which can
make a l l  th e  difference
between successful playingor total humiliation.

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

*Always ch e ck  y o u r
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 o r  violence
when encountering a crea-
ture, always op t fo r  the
former. Good  manners
sometimes r e a l )  r i c h
rewards. However, i f you'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 c ro ss !  A v o i d  t h e
obvious.

*Read signs, and i f  they
sound odd, say them outaloud.

*Examine o r  search
EVERYTHING. I t 's  there
for a reason.

*Wear whatever can be
worn. He lmets, g loves
flippers. Tog up well,

*Map your progress. This
is an absolute necessity. Use
graph paper i f you can and
mark each location with a
descriptive note. D ON 'T
attempt to draw the descrip-
tion of the locale, i t doesn't
work that way.

*Swear continuously.
Following a l l  th i s  and

you'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 o f  prime-time Satur-
day evening TV viewers. After
this videogames q u izsh o w
watching TV or playing your-
self w i l l  never be  the  same
again_

It's nothing to do with educa-
tion (a la Beeb), Or tradition. It's
got everything to do with fun •
and the future. What will begin
this coming autumn as a novel
quizshov; could well go on to
become t h e  fi rst -e ve r f u l l y
fledged interactive TV.

John Meade is  producer o f
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 coatingon what'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 f rom a  video-
game with both live studio film
and pre-shot location fi lm to
create asinglecollage. And they
decided fi rst to apply this tech-
nical genius wi t h  showman-

11

ord

ship and panache in  a  giant
leap towards Th e  (ultimate)
Game.

"I want competitors to be able
to play from their armchairs —
its technically possible today,"
said Lovering. " I t  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 keyboard playing

Writing y our  ow n Adv e n-
tures isn't as arduous as i t
used to be, thanks to a neat°
invention called The  Quill,
Commercial adventure pro-
grams written with the aid of
this remarkable system are
already appearing o n  th e
shelves.

DAVE RINI MER has been
getting his fingers inky

THE QUILL — price a  mere
E14.95 — is simply brilliant. It's
an "adventure system" tha t
provides you with all the neces-
sary mechanics of a text adven-
ture 2 2 5  possible locations,objects, events and so forth —
but leaves it up to you to decide
what the  locations are, how
they connect up, what objects to
find, whereto leave them and so
forth. In  short, you write your
own game. And that, frankly, is
more fun than playing most ofthem.

If, like me, you're fed up with
the standard sword 'n' sorcery,
k i l l - t h e -g o b l i n -fi n d - t h e .
treasure p lo t line ,  th e n  t h is
thing is a Godsend. I t  can be

a game fi rst o f f  — viewers at
home will see a split-screen o f
you playing thevideogame, and
the videogame screen action as
well. B u t  a n yb o d y  wh o ' s
watched darts on TV will know
that th is kind o f  presentation
can get pretty boring.

Next stop
The next step will be a televi-

sion fi rs t  anywhere i n  t h e
world, employingaQuanteldig-
itized graphics system, like that
used to annotate itemsin a flash
on News-at-Ten, or to create the
flying Channel Fo u r logo to
pick up the player's image from
the studio film and merge himor
her into a complete videogames
frame: t h e  Space Invaders
appear actually to  attack the
player.

To enhance the feelingof real-
ism, contestants on The Game
will he  dressed fo r whatever
period the videogame seeks to
depict. B u t  as you  can we ll
imagine it  will st ill look like a
badly cut fi lm montage. So a

anywhere a n d  in vo lve  any-
thing you want. You are limited
only by your imagination and
sense of humour and — let it be
said —  b y  ce rta in  b u ilt -in
parameters of the structure (on
which more later) tha t  are I
suppose necessary,

A friend and  I  spent two
happy afternoons recently writ.
ing a game based on a mutual
aquaintance wh o 's  a lwa ys
depressed, The object is to cheer
yourself up by visiting friends,
going shopping, dealing suc-
cessfully with  parents, coping
with your job and the like. Not
as simple as it sounds. Getting
into Marks & Sparks to buy the
thick a n d  cre a my yo g h u rtyou're going to need fateron can
be as d iffi cu lt  as bridg ing a
bottomless chasm o r  k i l l in g
that belligerent goblin, believe
me. Naturally, by the time we'd
finished i t  was crawling with
in-jokes a n d  comprehensible
only to about three other people
in the whole of Britain, but what
a hoot we had doing it.

Despite wh a t  t h e  manua l
says, there's no need to plan
everything out beforehand. In
fact it  seems to be more fun i f

F _ L L I A L I 1-1 k ;  1 =It A
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finishing touch wil l  be added:
scenery provided b y pre-shot
location fi lm which is added as
a third layer to  the digitized
Quantel frame.

The overall effect is one o f
"believable realism,"according
to producer Meade. I t  was his
job to shoot a pilot for TheGame
in January of this year in condi-
tions o f utmost secrecy. Th is
first programme, wh ich  w i l l
never be screened, was called
The Quest for Abigail a  spoof
on the Holy Grail titory,

Adventure
An Oxford-based games soft-

ware house called Insight Soft-
ware prepared a n  adventure
game especially fo r the pilot:
this adventure house is destined
to become a big name.

A live edition o f  The f..;ame
would e n ta il  th re e  d ist in ct
sequences wh ich  f o l lo w t h e
adventure. First of all the con-
testants 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 wi l l  pro-
ceed through the  adventure's

you start out with a vague idea
and slot, in the complexities as
they occur to you. Once you've
written two locations, for exam-
ple, there's nothing to stop you
slotting another in between.

"Have a nice day'
Attention to detail is of course
vital, and you continually have
to stop and run through it. The
pile of lists and maps you have
to keep can get a bit irksome, but
that's only one of a few minor
drawbacks. Another is the fact
that you can't change some of
the basic text: it 's always the
rather servile " I  a wa it  your
instructions", for example, and
the sign-off line is invariably a
sickly rejoinder "Have a nice
day". But these are quibbles,

Put a b it  o f  work in to The
Quill and you can write a game
as quick and slick as any on the
market. And if  you want to sell
one you've writ ten wit h  The
Quill, the author asks only that
you give his system a mentionsomewhere.

And now all the legwork has
been taken out of the writing,
maybe some more will go into
creating new types of scenarios
and problems. In other words,
maybe i t ' s  bye-bye t o  t h a t
bloody goblin.

R

machinations t o  uncover a
hidden secret., fi ght ing mons-
ters all the way, in theshapeof a
guest personality. And fina lly
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 theThom-
EMI Wren.) The choice of hard-

ware is likely to cause a battle
royal amongst the suppliers.
And Y T V  we re n ' t  sa y in g
whether I n s ig h t  wo u ld  b e
employed to write  or commis-
sion all of itsgames software, or
how it would be distributed.

What is clear is that the TV
station and an off-shoot of Hut-
ton's called Ven tech will collab-
orate to market each videogame
as it  is used in the show. And
Ventech would like the pair to
agree e i t h e r a  'YTV-logo•
machine o r  some standard
which could also be promoted as
an accompanying machine for
The Game.

When i t  comes down to the
nitty-gritty o f  marketing The
( lame detail becomes difficult to
find, wh i ls t  prognostications
about i t s  fu tu re  a re  mo re
forthcoming.

Ventech is  ta lking  to  tha t
Prism /Micronet/Transam con-
sor ti um w h i c h  i s  g e t t in g
involved in everything from the
mooted ITV games machine to
games so f tware  juke-boxes.
Prism made its millions selling
Sir Clive's baby mail-order.

But it isn't clear whether they
are trying to get the right to use
a cut-down version of that Wren
micro (a  b it  steep fo r games
players at i:1,000), or just access
to the Prestel-based 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 oft hat tech-
nology which makes The Game
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 anything into
people's living rooms. One day
there will be as many micros as
there are now TV in the living
room, so we have got to start
thinking about. how they might
work together. Th is could be
live, interactive television," he

In p rincip le  Micronet 800
could be a vehicle to link people
who have the  more popular
micros into the TV studio "live"
using ju s t  a n  inexpensive
modem and the telephone/Pres-
tel connection.

This basic network cou ld
accommodate up to a hundred
simultaneous players o f  The
Game. I  luttons took the possi-
bilities so seriously that they
looked in to all kinds of spin-off:
viewers' " live" response to pro-
grammes o r  advert ising  i s
under consideration: fa n cy
being able to  te ll politicians
where to  get off; o r alter the
ending of Coronation Street!

But o f  course th is kind  o f
two-way link could never be on
the same scaleas thelocal Cable
TV franchises due t o  sta rt
during 1985 — unless the broad-
cast T V  companies invest a
great deal more in digital tele-
phony, studio equipment and
the large controlling computer
systems like Quante!.

Interactive
Before they can begin to think

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 t h is  technical b reak-
through," was about the only
comment producer John Meade
had to make.

When th e  I T V  companies
finally agree t o  screen Th e
Game in  the  autumn i t  w i l l
probably replace th a t  a wfu l
quiz show '3-2.1', Dustybin and
all, More importantly it will bea
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 TheGame is
eventually played on, the spon-
sors could be looking at the kind
of perpendicular sales growth
that Acorn scaled after its link
to television. And  thankfu lly
micros won't just mean educa-
tion anymore T h e  Game
might n o t  even be remotely
good for you.
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EXPERIENCE THE DEVASTATING SOUND OF MICROSPEECH ON YOUR SPECTRUM
p EVERYONE FINDS IT FUN BECAUSE ITS EASY TO USE

(it says any word you want it to say)
I-I EXCLUSIVE TECHNOLOGY MEANS ALL SOUND IS NOW PUT THROUGH YOUR TV
p AND THE GAMES WITH SPEECH S P E A K  FOR THEMSELVES

U L T I M A T E _ L u n a r JetmanB U G BYTE-BirdsandtheBeesO C E A N M r Wimpy-HunchbackM o o n AlertCl UI CKSI LVAMi nedOut
ROMIK 3D Monster Chase Shark Attack Colour Clash MARTE CH Mastermind M O G U L ,  Las Vegas Lady CRY S TAL The Island

„DIGITAL FANTASIA-Mysterious Adventures (Parts 1-10) LYVERSOFT_Lunar  Rescue BRI TANNI A Grand Prix Driver C D S -  Time Bomb
A R C A D I A Mushr oomManiaP S S - B l a deAlleyM R MICRO_CrazyGolf_Punchy_HarlequinO k TRO NI CS Maziacs
(some of these games are new versions of original programs)

AND THIS ISN'T THE END OF ITI
NEW PROGRAMS FROM
POSTERN
VIRGIN

SALAMANDER
VISIONS

INCENTIVE
MIKROGEN

SOFTEK
ABBEX
ANIROG
AUTOMATA
HEWSON CONSULTANTS

RICHARD SHEPHERD
SOFTWARE PROJECTS
THOR

FANTASY
micnomAmA
m.C.LOTHLORIEN

WILL BE APPEARING SOON

AVAILABLE FROM COMPUTER DEALERS NATIONWIDE INCLUDING
COMET •  W .  H. SMITH J O H N  MENZIES WO O L WO R T H S G R E E N S  S P E C T R U M

You won't wait long when you order from us!
Send to: MICRO SPEECH OFFER,  P 0.130X 1, GATESHEAD NES l AJ
or telephone: NEWCASTLE (0632) 824683

Please send me  M I C R O  SPEECH units.

N a m e ,  e i  eari y

Address

Postcode

I enclose Cheque/Postal Order payable to "Micro Speech Offer"
or debit my Barclaycard/Access account No.
I understand n e t  I  can have M y  m one v  bacv  trothas 1 0  clays o f purchase i t I  a m  not de lign
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Signed Ret 1

COMPLETE DETAILS ARE ON OUR LEAFLET
PICK ONE UP FROM ANY STORE

C1101131414
pSPIEE:CH O N L Y  E 2 9 . 9 5  EACH

including , L)  FREE SPEECH GAME "MYSTIC TOWER"
COMPREHENSIVE MANUAL

DEMO CASSETTE
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An entertaining not  to ment ion
seabound version of that famil -
iar board game Clued°,  in which
you play a detective all at sea on
the luxury liner Pac ifi c  1'.  Any
chances of a mid-At lant ic  rom-
ance are rapidly sunk wit h t he
arrival of an ominous telegram.
It seems that there's a dastardly
plot todestroythelinerand all on
board, inc lud ing H R H  K i n g
David (gasp!). Th a t  f anat ic al
loon M r  Sinis t er h a s  s l unk
onboard disguised a s  a  pas -
senger and is at this very second
busy plant ing a n  ex p los iv e
device somewhere. Needless to
say you must deduce his identity
before t ime runs  out  and t he
ship's reduced to so much drif t -
wood. There are three riddles to
solve; the location of the bomb.
the objec t  i t ' s  dis guis ed a s
'bible? teapot p ram?)  and t he
identity of Mr Sinister himself .
Once you have these three ele
ments you use t he 'Sus pec t '
routine This will tell you if any of
your notions are correct.  How -
eve' i f  you st rike paydirt  t he
computer won' t  tell you whic h
element is right. You must solve
the mystery by deduction. It 's a
nicely executed idea,  w i t h  a
multi-player opt ion that  makes
it a winner in  t he f ami ly  f un
department. If you're into board
games this could be well wort h
investigating. — S.K.
Game: DEATH CRUISE
Maker: VIRGIN GAMES
Machine: DRACTON 32
Format: cassette
Price: £8.00
Rating: Ya(

Game: SHUITLEZAP
Maker: DRAGON DATA
Machine: DRAGON 32
Format: cassette
Price: S_,12 95
Rating: none

11P
1VOLGA

SPACEMAN
WHEN YOU overlook the
crude graphics; when you
overlook that this game is
for the unexpended VIC:
when you overlook the fact
that it has about as much to
do with cosmonauts as
black bread has to do with
pretzels; then Cosmonaut
isn't a bad game.

Elki t ' s  your basic running,
lumping,  standing still
game. To free your trapped
spacecraft you must
descend through several
stonntrooper-infested levels
and find the off
switch for the tractor beam,
Lifts conned the levels.
The stormtroopers shoot tokill.

OK for a wet afternoon R.B.
Game: COSMONAUT
Ma k e r: MELBOURNE
HOUSE
Machine; VIC 20
Format: cassette
Price: £5.96
Rating: K

From the momentthe go button
is t hum be d  Ba ndi t s  A t  3

'Clock shows its class. Two
figures break from flight HQ and
race for  their  biplanes which
leap into the air (at a touch of the
'climb' key)aftera shorttake-off
run. Then i t's each player for
himlor herlsell as the two planes
, gage in deadly dogfights,
, Onl y a shot to the propeller

Will down your enemy convinc-
ingly. As the loser ploughs into
the soil a gravestone marks his
demise. Accumulate enough of

ese a nd  y our  oppone nt s
nway l e ngt h i s  r educed

making t a k e of f s  deci dedl y
tricky. Nice touch. Seven kills
and you're the victor.

To this already good mix you
can add tasty ingredients like
flak, clouds,  airship obstacles
and night orday modes. all easily
called up from an options menu.
There's al so a  useful  single
player practice mode. I  would
have liked a  ful l  single player
option but Bandits is designed
for a nd best played by  t w o
people.

Bandits is one of those rare
games that can be classed as
sheer fun. I t looks good on the
screen (graphics limitations of
the electron aside), i s profes-
sionally presented and hese very
high level of play value. An abso-
lutely wizard game,  chaps.  —R B.

Gems: BANDITS AT
3 O'CLOCK
Maker: PROGRAM POWER
Machine: ELECTRON
Format: cassette
Price: £6.95
Rating: KICK

I VAS ONLY
OBEYINK ORDERS

Basically (Cyril) the idea is that you man a revolving 75mm AA
turret. Down on your head come the enemy paratroops Down on
your head come the enemy paratroops, dropping like leaves from
transporter planes_ Blast the swine!  Actually. there's a major
conceptual mistake here, since — for even the most bizarrely
homicidal maniac  — the very idea of pott ing paratroopers in
mid-air is extremely repugnant.

Anyway, a good touch nowemerges, since the revolving action
of the turret is very accomplished, that said, this is about theonly
aspect of the program it's easy to like (do bear in mindthis review
refers exclusively to the Commodore version, since we didn't like
Paratroopers enough to run the other versions). You have your
choice of mobile or static turrets, by the way.

Bug City emerges not far into the game Acertain combination
ot turret  movement and blasting causes an apparent momentary
crash Result :  death I  assume this is a bug, since there was no
apparent plot justification ' -

Every now and again a dirty  great tank rolls  through and
crushes you to pieces — the result  of allowing too many Red •±.
Devils to get themselves groundborne. 4

All in al l  an unsatisfactory game, wi t h a Nuremberg-sty le •
-

plotli ne and an unhappily bug -like habit at hanging up justwhen
You don't need it. As if you'll care — T.T.
Game: PARATROOPERS
Ma k e r :  RABBI T SOFTWARE
Machine: COMMODORE 64; V I C
-
2 0 ;  S P E C T R U M  
4 8 K

Fo rma t :  ca-sette
Price: 4;509
Rating: none K  =  Could Be Better

IOC =  Could Be Worse
KICK =  Unsurpassable

M E T

1
EACH

)WER"

WE FIFIVE BORE-OFF
Nal l  NA S A  nons ens e t ha t ' s
guaranteed t o  induc e interga-
lactic size yawns. As pilot  of the
s lowes t  s pac e  s hu t t l e  e v e r
bolted together you must  c rawl
into the upper atmoshpere and
disable a fl eet  o f  host ile alien
satellites, Presumably  by boring
them o u t  o f  t he shies, I t ' s  a
punishing task Shut t lezap is in
fact a  f u t u r i s t i c  c o u s i n  t o
Dragon Dat a ' s  o t he r  not able
dodo, Jumpjet .  As before a rea-
sonable concept  has been sunk
by the use of  Basic, which is far
too s low f or  this  k ind of  pro-
gram, But  like its predecessor it
f eat ures  s o m e  i mp r e s s i v e
speech synthesis. St range elec-
tronic c omment s  pes t er y o u
throughout  t he game.  I t ' s  like
having s omeone w i t h  a  b a d
t hroat  h a n g i n g  o v e r  y o u r
shoulder. A  p i t y  t he rout ines
couldn' t  have f ound then way
into a better game. Al l  in all, not
the right  stuff -  S . K .



Pete ("The Hat")
Neale (with Peter
Oh!son) of
Salamander
Software.
"Given as much moneyas I
wanted I 'd like a  system
large and powerf ul enough
to run the  biggest Dun-
geons &  Dragons c a m-
paign in the world!

"Firstly, the  CPU. This
would have to be extremely
fast to be able to cope with
the large number of people
participating in the game.
This CPU would be some-
thing based on theJoseph-
s o n  J u n c t i o n ,
super-cooled f o r  speed,
using lasers for  all I / O .
There would need to be at
least one of these for every
country, linked worldwide
by several satellites i n
geostationary orbit.  A t t -
ached to each CPU would
be a t least 1 gigabyte of
hard disk storage.

"At t h e  us e r  e nd  o f

things there would be an
intelligent colour graphics
terminal along the lines of
the BBC microcomputer.
Attached to this would be a
laser printer and laser disc.
The majority of communi-
cations with the computer
would b e  spoken s o  a
sophisticated voice recog-
nition module  would be
included, with a larger vo-
cabulary than most peo-
ple's a nd the  ability to
check syntax and correct
grammar. (Why not be fun
and educational a t  the
same time?) Output from
the computer would be
mostly by a speech synthe-
sis module, allowing for
inter-part arguments, and
stereo s o u n d  e f fe c ts
thrown i n .  Headphones
are, o f  course, optional
extras.

"Software is very impor-
tant As ide  from a l l  the
general driving software, a
nice touch would b e  a
'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 i m por ta n t  th i n g
would be a full-time team
of crack programmers to
keep the  system up and
running at all times. Arid,
of course, enough change
so that we  could all live
happily ever after "

Projected cost: Around El 0
billion not including cost
of satellite launch vehicles
or VATI.

"Working each  day wi t h
imagine's powerful Sage4
mini computer[l 2mb Win-
chester disk drive and 1 mb
RAN/lion which wedevelop
our games, makes coming
up with  a dream rig  d iffi -
cult. But I think that at this
time (would very much like
to h a ve  a  S in c la ir CY_
simply because i t ' s  t h e
68000 b a s e d  ma c h in e
with the  best instruction
set.

"To my  min d  the  CIL's
only drawback is the M ic-
roclrive storage system but
someone is bound to come
up with a 'proper' diskdrive
for it  so that won 't  worry
me too much.

"With the  basic 01_ I 'd
like a good quality monitor

Ian Weatherburn:
Imagine Software
programmer.
Author: Zip-Zap
and Alchemist for
the Spectrum.

and a prin ter — the inter-
face isalready built into the
01_ p lus,  o f  course, t h e
better f o r m  o f  s to ra g e
needed.

"The OL is of course still
a very new and unproved
machine but I like the look
of its graphics capabilities.
Although it's being pushed
as a business microthere's
a lot of talk aboutga mes for
it. Some people have spec-
ulated o n  'super' adven-
ture games, u t ilising  the
128K m e m o r y .  T h a t
remains to be seen. (
t h i n kthere'll be games equal to
at least the best level on the
Spectrum to start with and
then t h e y ' l l  imp ro ve  a s
p e o p l e  g a i n  m o r e
experience."

Prolected cost E1.000.00

1
1

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.

Greed Rating:
Disgusting
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Paul Walton:
computer
journalist.
''My dream mach ine 's a
reality; t h e  M B  G a me s
VectreN m i n i - a r c a d e
game. And  the  reason is
. . . immedia te  addiction to
their g ra p h ica l g a me s .
Why wa s I  lyrica l about
something wh ich  I  could
afford to  buy fo r myself?
Easy b e ca u se  it's a con-
ceptual leap forward over
other m i c r o  g a me s  i n
almost every department.
And because supporting it
is sure to bring on yet more
software for it

Projected cost: E150.00
[with software)

"Vectrex does wh a t  i t
does by concentrating on
those three ingredients for
which arcade games were
designed. a u d io -v isu a l
st imulation; 'su ckin g -in '
power to draw you in; and
absolute co n t ro l  o f  t h e
action.
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b r  V E CTo r Re so lu t io n
EXtra) graphics screen, a
powerfu l jo y s t i c k  c o n -
troller and  sound output
chips .  a n d  good  o l•
imagination!

•'You c a n  h a v e  y o u r
videodiscs —  I  k n o w
they're cartoons: that's not
reality. I  don't wan t  more
power, more memory — or
even more colour.

" I'm a  ma n  o f  modest
tastes."

(NB: Wa l t o n  o w n s  a
E2.000+ W a n g  W o r d -
processor E d . /

Justin Whittaker:
freelance
programmer.
Author: The Lone
Raider for Atari
Home Computers.
"Given unlimited cash rd
like t h e  top  o f  the  A ta ri
Home Computer range, the

450XL0 w i t h  b u i l t - i n
dual d isk drives (unfortu-
nately not on sale in Britain
yet). To that I'd add a very
high quality Sony monitor
and a n  Ata ri 1027  le t te r
quality printer.

" G ra p h ics  a r e  v e r y
important inwrit ing games
so to help mein that area
have Atari's Touch Tablet
and the 1020 four-colour
plotter, f o r  wo rk in g  o u t
designs and  prin t ing  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 lean
check it as I go along!

"To make my work even
easier I'll have a modem so
that I  won 't  have to  keep
travelling up to Atari's offi-
ces —  I ' ll lust  phone my
games in !  A  Winchester
disk d rive  wou ld  a lso be
nice so  that I  never need
buy another disk again.

" I 'll se t t le ,  t o o ,  f o r  a
really responsive Joystick_
One called Le Stick mild °,
It has no moving parts. You
just hold it, move your hand
around in the direction you
wish to  move the objects
on-screen a n d  me rcu ry
switches do the rest.

"Purely o n  t h e  hobby
side. I like music so I guess
I'll link in  a synthesiser to
my rig plus, 'or good mea-
sure, a  mu lt i-t rack mixe r
with  w h i c h  I  c a n  p la y
a r o u n d  w i t h  m y
compositions

"I th ink that'll do me for
now.
,
' Projected cost: E3.000+

Continued on next page
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Tony Tyler: Editor,
Big I(.
"I suppose it's  indicative
that what I ended up with

after throwing out a load
of junk I may tellyou — was
almost e qua l ly  div ided
between practical use and
poseworthiness.
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really no alternative to a
Notebook Computer (so-
called), of the Tandyor NEC
8 2 0 0  ty pe .  Com pute r
hacks have lately taken to
attending launches, trade
fairs, etc  with these lus-
cious gadgets  nonchal-
antly under the arm l i k e
a Shia militiaman with his
inevitable AK,47.

"I spend more time word
processing than I do play-
ing games, so my overall
requirement is for a usea-
ble wp system; then again I
do spend quite a lot of time
playing ga me s .  ma i nl y
adventures, so I also need
some mainline computing

Andy Green:
freelance
programmer and
journalist. Author:
Ultima Zone
(Tansoft) and Them
(Virgin) for Oric-1
''As a  machine code pro-
grammer I ' d  b a s e  m y
dream rig around the BBC
micro. I t ' s  b lind ing ly fast
and has plenty of interfa-
ces w i t h  wh ich  t o  co m-
mu n ica t e  w i t h  o t h e r
micros, A t o p  t h e  B e e b
would sit a high-resulution
monitor (f o r co lo u r g ra -
phics and 80-column text)
and on top of that a non
erasable lase r video disc
for storage, with  a couple
of gigabytes per LP sized
disc (who needs to erase a
program when you've got a
million megabytes to play
with?),

"Sticking out of the back
of the BBC would be a 7220
c o n t r o l l e d  G r a p h i c s
Engine_ A  1024  x  1 0 2 4
p ixe l s c r e e n  i n  2 5 6
colours, w i t h  h a rd wa re
zoom and pan controlled by
an Apple graphics tablet.
This wo u ld  be interfaced
through t h e  RS423  a n d
have custom software to
run it and wouldbe ideal for
p roducing  n e w  g a m e
sha e s and backgrounds
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mega-speed a sse mb le r,
writ ing  the code for a 6502
system is an easy as pie. A
Z80 a n d  1 6 0 3 2  second
processor (this is a dream,
right?) wo u ld  have o ther
cross assemblersfor allthe
popular CPUs,
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p o we re d ,  h a n d - h e l d ,
Microwrite r wi t h  6 4 K  o f
low p o we r CMO S  R A M
and a microfloppy drive as
a portable 'notepad', th e
contents of wh ich  can be
downloaded in to  the BBC
when I get home, o r even
through a built-in acoustic
modem d o wn  th e  phone
lines if I'm away

"All t h is  stu ff  is  either
available r i g h t  n o w  o r
could be  bu ilt  f rom parts
available now, Thecatch is

the bill. Dream on!"

Projected cost: E5.000.00

Greed Rating:
substantial

ability plus  commonality
since without that there's
not l ike ly  t o  b e  ma ny
adventure games for me to
play.

"It's the latter that rules
out t h e  A C T  Apr ic ot,
obvious choice as it is in
every other way. So I think
it has to be the Apple Ile
with a n 80-column card
and a brace of decent disc
drives. And a n excellent
daisywheel printer. And a
modem sol can be ready for
the day when anybody else
I know gets one. And a
colour plotter so that I can
arrange screen dumps of
all those graphic master-
pieces I  know I 'l l  ne v e r
write "

Projected cost: E3,500.00

Greed Rating:
sizeable
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Richard Burton:
computer innocent.
"When we'retalkingabout
my dream rig we're talking
about love at fi rst  sight. I
speak of a computer that is
yet to come (to Brita in) —
the Apple Macintosh.
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nerves o n t o  t h i s  l i t t l e
beauty that wa s it ,  Jack!
Everything —mon itor, pro-
cessor, disk drive -  came
packed in one neat plastic
box, Add the Imagewriter
(printer —  another nea t
box), a lovely keyboard, a nd
a cu te  l i t t le  mouse  and
there wa s  a l l  I  wanted,
Even th e  software, wo rd
p ro c e s s o r ,  g r a p h i c s
designer, sp re a d sh e e t ,
was bundled in  and ready

logo, It just looked sogood,
" I 'm sorry, but I'm one of

those people that can be
seduced by a nice piece of
design wo rk.  A  mach ine
can be as slow as syrup or
have a BASIC that requires
membership of ME NSA to
comprehend, b u t  i f  t h e
design i s  a e sth e t ica l ly
pleasing — it 's for me!

"As if I needed to be sold
any further, when  I actu-
ally go t  my  hands o n  a
Macintosh t h e  ro ma n ce
blossomed. I had the thing
up a n d  ru n n in g ,  d o in g
word processing, graphic
work  and  pr in t ing out  t he
results with in  20 minutes,
without e ve n  see ing  a n
instruction ma n u a l.  Th e
mouse co n t ro l le r c o m -
bined with on-screen sym-

bols m a d e  t h e  w h o l e
machine just  ooze 'user-
friendliness'. App le  have
even thoughtfully provided
a handy bag in towhichthe
Mac will pack,

"Okay, i t ' s  not a games
machine_ t a k e  a Spec-
trum and a Coleco vision to
fulfil those needs, Finally.
to justify my dream rig, I'll
have t h e  b e s t  mo d e m
money c a n  b u y,  access
codes t o  a l l  t h e  wo rld 's
largest d a ta b a n ks a n d
unlimited free use of Brit-
ish Te le co m' s  in t e rn a -
tional service!"

Projected cost: E5.000.00+

Greed Rating:
repellent
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features
*Avar

foist
*Corn
*Work
*  Choic

Instar
*  Built-i
*  Full or

utperforms any Spectrum interface
le unique Turbo interface from Ram gives you all these O r  call our credit card hot line on 02514 25252_ (Access and
— and more — in one unit: V i s a  welcome).
Tety of interfaces including Rom cartridges, two 9-way D plugs R a m  Electronics (Fleet) Ltd, 106 Fleet Road, Fleet, Hampshire
3ndard Kysticks, PLUS full expansion bus at rear G U 1 3  8PA
oatible with Kempston and Protek protocols.
s with latest Quickshot Mk II auto rapid-fire joysticks!
e of Rom cartridge or tape cassette software.
Tt program loading with cartridge software.
n power safety device — unique to Ram Turbo.
le year guarantee.

*Immediate availability — orders will be despatched within 28daysof receipt of order
*  Incredible value only/2295_

So don't wait around — simply complete
the coupon and send it to us today.

Please send me:
S p e c t r u m TurboInterface(s)ati22.95

+ El p+p (overseas orders /3 p +p)
QuiCkShot II Joystick(s) at 0.95
(Only when purchased with Turbo— normally/12.95 + 11 p+ p)

I enclose cheque/postal orderor charge my AccessNisa foci

E
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m
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Name
Address

Tel

li t

To: Ram Electronics Fleet) Ltd, )06 Fleet Road, Fleet. Hampshre GU13 8P4
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ONLY
£1.00

ON CASSET
E9.00

ON DISK

GET OFF MY GARDEN!!
FROM

I NTERCEPTOR
1 SOFTWARE
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USE, THE GREEN, TADLEY, HAMPSHIRE
TEL (07356) 71145
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B R I L L I A N T  B O D G E S

In the second of his tvvo-part series on
building and operating an EPROM
programmer, ANDY GREEN describes
how to give those bytes their marching
orders.

LAST MONTH'S art icle  des-
cribed hovvtobuildan EPROM
programmer f o r  t h e  A B C
micro; th is month 's tells you
how t o  organise yo u r o wn
assembly code programs so
they can be used in the side-
ways ROM system.

Note t h a t  t h e  s id e wa ys
ROMs a re n ' t  supported b y
operating syste ms o f  le s s
than 1.0, so 'suggest ifthere's
anybody le f t  wi t h  0.1 t h e n
grab a 1.2 quick: you can't use
discs o r  the  Wordwise  u p
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
is determined by a  la tch a t
&FE30, and operating system
commands e x it  t o  select a
particular ROM.

Although you can have up
to four sideways ROMs on the
standard BBC, the operating
system can handle up to 16,
and 'extende r'  boards a re
available with  empty sockets
to  m a k e  u p  t h e  f u l l
complement

Paged ROMs a re  used in
several ways by the BBC. One
is selected upon a 'hard' break
or p o we r u p  a s  be ing t h e
curren t  language  (u su a lly
BASIC). The language ROM is
selected b y  sca n n in g  t h e
ROMs from number 15 down
to 0, and using the fi rst lan-
guage found

Discs
Whenever t h e  language

wants to talk to an 10 device,
say discs, it asks the operating
system (w h i c h  i s  NE V E R
switched ou t ) t o  do  i t  The
operating system notes which
ROM called it up, and selects
an appropria te  specia lised
sideways ROM to do the dirty
work. Wh e n  th e  access i s
over, t h e  specia lised RO M
(the FILING SYSTEM ROM)
goes back t o  th e  operating
system, wh ich  reselects the
langauge RO M and re turns
back a s  i f  f ro m a  s imp le
subroutine.

For t h e  mo me n t ,  w e ' l l
assume you've got a machine
code p rog ram yo u  wa n t  t o
blow into EPROM and use in
your machine like you'd use
Wordwise. Y o u  c a n ' t  j u s t

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

So th e  fi rs t  twen ty-th irty
bytes of each ROM are given
over to answer s
t h e s e  
i m p o r -
tant questions,

Byte C o n t e n t s
00-02 JMP to language

entry
JMP to service entry
ROM type (use &81)
Copyright pointer
Version number of
ROM

09... T i t l e  string, printed
if this ROM is
selected as
language
Always
&00,&28,8443,&29
(C)
Copyright message,
terminated by an
&00 byte

The rest of the ROM is for
your program

The service entry is a litt le
more complicated. Whenever
anything we ird  o r moment-
ous happens inside your BBC,
the Operating System sees if
it can handle it itself, and if it
can't it asksthepaged ROMsif
they know anything about it.
Each ROM must have a little
routine to  answer questions
put to it  by the OS Th is sub-
p rog ram i s  t h e  s e rv i c e
routine.

All kinds of strange 'servi•
ces' are sent to the sideways
ROM system, b u t  on ly t wo
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Speech SUFFERERS
BBC o wn e rs w h o  add  a from hi-tech paranoia on this

speech synth to the ir micros or any  other subject should
also fi n a lly g e t  t o  u se  the write to:
mysterious masked 'hole' on ANDY GREEN
the left-hand side of the key-
board. Th is is  fo r use  wi t h
'serial R O M s  wh ic h  a ls o

BIG K, Room 2026,
IPC, King•s Reach Tower,
Stamford St,, SE1 9LS.

S H I M E M = 1 , 6 7 F F : L O M E M
&
4 6
S O : C L E A R : ? & P E
6

2 8 4 F F : ? & F E 6 0 = 0
: L O M E M .
-
. & 4 6 5 0 : S O C K
=
1
5

' 1 0 FORYOTO3 STEP2 :P%=&A0 1 :CDPTY%r.TRO
UT SEI:LOA#SOCk3STA&FEIKOILOY#01.EL L O A M
7 4 ) 0 0 S T A M 7 0 ) , Y J I N C
&
7 0
: E I N E P 7 4 + 4 : I N C & 7 1
: I

N C I 0 4 1 8 N E P % - f - 4 : I N C & 7 5 2
L O A & 7 0 : C M P & 7 E
I N E G L
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0
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IRTS;J:NEXT
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; '
0
% ; I F Y
% = 6 T H E N F R I N T T

AS(15 ,14 -W%/7), "Send ing" ;171470=L% M0 0 2 5 6 :
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need concern us, the •HELP
expansion se rvice  a n d  t h e
unrecognised '  c o mma n dservice.

Typing • HELPwill list allthe
ROMs c u r re n t l y  i n  y o u r
machine iwith  the exception
of BASIC ), so we 'll want our
new ROM to support this.

Whenever you type a *com-
mand, t h e  O S  se a rch e s
through its own litt le diction-
ary of * commands it  knows,
eg 'HELP, *TAPE, •FX. If the
command i s n ' t  f o u n d  i t
doesn't give up yet — it asks
the paged ROMs if they know
the unrecognised command.
Each ROM should respond to
its Own name in a *command:
for example Wordwise can be
called f rom BASIC by typing
•
W
O
R
D
W
I
S
E
.  
T
h
i
s  
w
a
s
n
'
t

understood by the OS, so  it
asked the paged ROMs if they
knew t h e  co mma n d ,  t h e
Wordwise ROM recognised it
and hence selected itse lf  as
the current language_

Service

Routine

FIG.
2

specific queries_ For example,
typing *HELP LITILS with  the
DFS RO M w i l l  t e l l  you  a l l
about t h e  DFS  u t ilit ies.  A
'HELP <Return> means the
ROM should respond with its
name only.

The X register contains the
ROM number that the OS is
currently looking at, from 0 to
15. Thecontents of theX and Y
r e g i s t e r s  s h o u l d  h e
preserved.

You should exit from a ser-
vice ro u t in e  u s in g  a  RTS
instruction with  the accumu-
lator set to zero if the service
was performed by th is ROM
and shouldn 't  be  offered to
any others_ If, as in the -
H E L Pinstruction, the  service was
performed b u t  sh o u ld  b e
offered to the rest of the paged
ROMs as well,  or the service
wasn't performed at all, the
accumulator should be  pre-
served at the va lue at which it
entered the service routine.

An example ROM identifier
The OS cornmunicateswith se c t io n  and service routine is

the service routine with  the g i v e n  in Fig.1
A,X and sometimes Y regis- S i d e w a y s  ROMs can a lso
ters. The Accumulator always b e  used i n  the  RO M fi ling
contains the ServiceType that s y s t e m mode. Yes, the ROM
is being requested. A  ze ro  fi l i n g  system! You can select it
indicates that another ROM b y  typing *ROM (like •TAPE,
has already answered the ser- * DI S C)a n d  it works rather like
vice call, and the OS is just t h e  tape fi ling  system, on ly
going through the rest of the y o u  Obviously can't save a ny-
ROMs as a matter of course_ t h i n g  to ROM,
An &04 indicates an unrecog-
nised •  command has been
made, and that the command
can be found att&F2),Y.

An &DB means the user has
just typed *HELP and can you
please announce  you rse lf ,
The rest of the line after the
•
H
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enabling the ROM to answer

work o n  t h e  R O M  fi l i n g
system b u t  a ren 't  accessed
the same wa y  as sideways
ROMs. Seria l ROMs should
be available shortly — that's
an 'Acorn shortly' a  new
word fo r 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 protocols in  the
exce llen t A d va n ce  U s e rs
Guide and Acorn do one o f
their great Application Notes
on the subject.

Millions
Before you rush off to look

up the data and manufacture
serial R O M s  i n  mi l l io n s ,
remember tha t  o n ly people
with the speech synth can use
the se ria l R O M  capability,
which a in ' t  many. This may
account fo r the reticence o f
Acorn re :  se ria l RO M so f t -
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  ru n  a s a  sideways
ROM i t  is more than a lit t le
wise to  p lug in  a  'sideways
RAM' so that every time you
make an alteration you don't
have to b low a new EPROM

An 8K wide  6264 RAM
chip i s  p in-compatib le t o  a
2764 EPROM a n d  ca n  b e
plugged into some sideways
ROM expander boards nota-
bly Watford Electronics' board
and the Sir Version 2 board.
You can 't  just  plug it  in to  a
normal sideways socket.

Sideways
The program in Fig.2 works

like the 'A' programs in Goad
Your Co d e  ( l a s t  mo n t h ),
assembling source fi les one
by one — only insteadof send-
ing t h e  ma ch in e  co d e  t o
another micro  or storing it on
disc, t h is  program stores i t
instead in  a  sideways RAM
chip. The socket number that
the ram chip is in  should be
put into the variable SOCK.

Note that the BBC will only
talk to ROMs that were in the
machine at the last BREAK, so
you ma y  have t o  h it  break
before the BBC will recognise
that your RAM-ROM exists.

Rum, eh?



FOR VIC 20
by H. _Cf,21_,J

lott don't haVe to be a
member ot a swish,
pricy gold club _not
that you'd want to —
in order to brandish, a
niblick tor whatever
they're calletit with
aplomb tor whatever It
‘st. Just type in the
prog, dust ott VOW
ball — an tee gill.

PROURAM:  M 1 N 1  U U L F

0 RE M A DA P TE D FO R V I C  B Y  H .  C O L E
10 0 = 3 6 8 7 5 : F O R  J = 0 - 1  T O  0 4 - 2 : P O K E  3 . 0

: NE X T: P O K E  J , 1 5
2 0  P R I N I " C C L E A R , D O W N 8 ] " T A B ( 6 ) " E R V 3 3

M I N I A T U R E " S P C ( I t ) " G O L F I R V O F F ) "
: FOR J = 1  T O  2 1 0 0 : N E X T

3 0  A $ = "  " : 8 $ = A $ 4 - " E L E F T 6 J "
: 1 = 8 0 R ( 2 ) / 2 : F R I N T " E C L E A R
g
R V 9 ,
DO WNI B I " A $ A $ A $ " 1 2  " ;

4 0  P R I N T " I R V S M I R E C T I O N  I R V U F F 3 " A $ "
ERV81 r 1 . 5 S T R E N G 1 H  I R V O F F J " A $ "
I RV S ) 9  r
o
l l  
3 " ;

5 0  P R I N T " L R ‘ .
7
8 3 H O L E  
I R V O F F
J O [ R V S
]

PAR I R V O F F 3  I R V S J
"  " "  S TRO V E
-
8  
E R V U F
F )  
I R V
S J

CRV 0 Fr
i
]  
[ R
V S
]  
r
o  
C
U
P
5
J
"

6 0  R = 3 0 7 2 0 : T = 6 7 4 1 : F = 1 : F O R  J = 3 8 7 9 6  1 0
3 8 9 0 5 : B = 0 : I F  F > 1 6  T H E N  B = 6

7 0  P O K E  3
9
B : F = F 4
- 1 : I F  
F =
2 3  
T
H
E
N  
F
=
1

8 0  NE X T: P O K E  8 1 8 5 . 1 6 0
9 0  P O K E  O t
-
4 , F E E K (
T ) : T = T 4
1 : M = P E E
K ( T )

: FOR 3 = 7 6 8 0  T O  8 0 7 5 : 0 = M
1 0 0  T = 1
-
4
-
1 : B = P
E E K ( T
) : I F  
E
K
G  
T
H
E
N  
M
=
B

: 0=11: GOTO 1 0 0
1 1 0  I F  T H E N  0 = 2 - 8 : G U T O  1 0 0
1 2 0  I F  B > 2 2 5  THE N K = T : T = 5 9 7 4 + 3 * 8

:GOTO 1 0 0
130 I F  B = 2 8  THE N 1 = K : G O TO  1 0 0
140 I F  8 > 1 2 8  THE N A = 1 6 0 : F = B - 1 2 9

:GOTO 1 7 0
150  I F  B ‹ 2 8  T H E N  A = F E E K ( 6 6 1 5 4 1 0 : F = 0

: 0 0 TO  1 7 0
160 8 = 8 - 9 : A = P E E I  ( 6 6 4 2 + 8 / 2 0 )

: F = 8
-
2 0 * I
N T (
8 / 2 0
)

170  FO R  B = J  T O  J + F : P O K E  B , A : P O K E
: N E X T : J = J + F : N E X I

180 P O K E  8 1 5 4 , P E E K ( T 4 - 1 ) : M = P E E K ( 1
4 -
2 )

: N=P E E K ( T- 4 3 ) : P O K E  8 1 4 7 , P E E K ( 8 1 4 7 ) + 1
126

190 F = 7 2 : W = F : X = M + R N D ( 1 ) / 2 : Y = N 4 R N D ( 1 ) / 2
: P = 7 6 5 7 4 2 2 4 N + M : K = P E E K ( P 4
-
R ) : P O K E  P , A
: POVE P + R . 1

2 0 0  P R I N T  T ( 8 ( 3 2 ) B $ " L D O W N ] " b $
: 0 0 8 UB  8 0 0 : P R I N T  T A B ( 3 2 ) ; : P O K E  0 , 0
: POFE 0 + 2 , 0

2 1 0  6 0 8 U B  8 3 0 : I F  3 - 1 3  T H E N  P R I N T " E U F 5 ]
" : G O I 0  2 0 0

2 2 0  B =
-
J * /
6 : P R
I N T "
L U P 5
1 "

: P R I NT  T A B ( 5 4 ) ; : P O K E  8 1 1 0 , 6 3
2 3 0  GOSUP 8 3 0 : I F  3
.
- 1 0 • T H E N  
P R I N T " L U
I - 5 1

" : P R I N T  r A B C 5 4 ) B $ ; : U O T O  2 3 0
2 4 0  POVE  0
,
2 3
2 : J = 1 0
* J
+ 7 . 1 * J *
R N D ( I I )
4 . 4

: C = C + 1 : E = E + 1 : 0 0 8 0 8  8 0 0
2 5 0  P R I N T " T R V 8 3 " A $ A $ A $ " 1 2  E U P 2 ) " : D = F

2 6 0  8 0 : P O K E  0 , 0 : P O I E  0 + 2 . 0
: I F  F = 3 2  T H E N  6 : A )

2 7 u  I F  F = 9 9  T H E N  4 1 0
2 8 0  I F  F = I 0 0  THE N 4 1 0
2 9 0  I F  F = 1 0 1  T H E N  4 5 0
ZOO I F  F = 1 0 3  THE N 4 7 0
3 1 0  I F  F = 7 8  O R F = 7 7  T H E N  5 9 0
3 2 0  I F  F = 2 3 3  THE N 5 3 0
3 3 u  I F  F = 2 2 3  1 H E N  5 1 0
3 4 0  I F  F = 1 0 5  T H E N  5 7 0
3 5 0  I F  F = 9 5  T H E N  5 5 0
3 6 0  I F  F = 1 7 4  O R  F = 2 1 8  THE N X = U

:GOTO 6 5 0
3 7 0  I F  F = I 6 0  T H E N  Y = V : 0 0 1 0  6 5 0
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380 I F  F = 8 1  T H E N  6 1 0
390 POKE 0 4 - 2 , 2 0 0 : I F  F m 1 0 2  THE N 4 9 0
400 I F  F - 1 2 7  T H E N  J = 0 : 8 = 3 : 0 0 T O  6 3 0
410 I F  C 0 S E I ) > = 0  O R Y — N> . 5  THE N 6 3 0
420 8 = - 8 : 0 0 1 0  6 2 0
430  I F  C O S ( B ) < = 0  O R Y — N < . 5  THE N 6 7 0
440 8 = - 8 : 0 0 1
.
0  6 2 0
450 I F  S I N U O , = 0  O R X — M> . 5  THE N 6 3 0
460 8 = - 1 * 8 : 0 0 T O  6 2 0
470 I F  S I N ( 8 ) e = 0  O R X — M< . 5  THE N 6 3 0
490  8 = - 1 1 ( 8 : 0 0 1 0  6 2 0
490 8 = 8
4 -
4 1 R N D
( 1 1 ) / 4
— /
8 : 3 = J
- 1 4

I F  J c l  T H E N  S = 4
5 0 0  0 0 1
-
0  
6 3 0

510  I F  C 0 S ( B ) • 2  A N D  S I N ( 8 / > — Z  0 0 1 0  6 3 0
5 2 0  GOTO 5 6 0
5 3 0  I F  S I N ( 8 ) < Z  A N D  C O S ( 8 ) < Z  0 0 1 0  6 3 0
5 4 0  GOTO 5 8 0
5 5 0  I F  C U S ( D ) › — Z  A N D  S I N ( D ) < Z  0 0 1 0  6 3 0
5 6 0  8 = / 2 - 8 : 0 0 1 0  6 2 o
5 7 0  I F  S I N ( B ) , '
,
— Z  A N D  
C U S ( E )
> — Z  
0 0
1 0  
6

30
5 8 0  B = 3 ) 1 / 2 - 8 : G O TO  6 2 0
590  I F  F = D  T H E N  6 3 u
6 0 0  O N F - 7 6  GOTO 5 6 0 , 5 8 0
6 1 0  P O K E  0 , 1 4 0 : J = 3 - 8 . : 8 = 8 - 1 - * R N D ( 1 I : / 9

— / 1 8 : I F  3 e 4  T H E N  8 = 2
6 2 0  P O K E  0 , 2 1 5 : J = J - 3
6 3 0  P O t E  D , W : P M E  P , A

: K = FE E K ( P + R) : P O K E
I F J < 1  T H E N  7 3 0

6 4 0  J = J
-
1 : V = Y
: U = X :
Y = Y + .
4 9 S C 0
S ( B )

: X = X 4 - . 4 9 S S / N( 8 )
6 5 0  M = I N T ( X ) : N = I N T ( Y ) : P = 7 6 5 7 + 2 2 * N- t - M

: A = F E E K ( 6 6 4 9 + I N T ( 2 * ( X — M ) ) - 1 - 2 * I N T ( 2 .

-••• • • • • • • • • , * - * * - - m • y f .
,
• • • - •

(Y—N)) /
6 6 0  I F  P = D  A ND A = 0  THE N 6 4 u
6 7 0  I F  N > 1 8  T H E N  Y = Y — . 5 : 0 0 I 0  6 5 0
6 0 0  I F  N < 1  T H E N  Y = Y + . 5 : 8 0 1 0  6 5 0
6 9 0  I F  M > 2 2  T H E N  X = X — . 5 : 0 0 1 0  6 5 0
7 0 0  I F  M U  T H E N  X = X + . 5 : 0 0 1 0  6 5 0
7 1 0  I F  T H E N  F = P E E K ( P /
7 2 0  GOTO 2 6 0
7 7 0  I F  8 = 2  THE N 7 7 0
7 4 0  I F  S = 4  T H E N  P R1 NT" E RV S J

YOU A RE  I N  S A N D E R V O F F . U P ) "
7 5 0  I F  5 = 3  THE N P R I N T " ( R V E ]

WATER — 1  S T R O K E L O P ] " : E = E + 1 : C = C + 1
: B =4 - 8 : 3 0 TO  6 4 0

7 6 0  GOTO 2 0 0
7 7 0  FO R J = 0  T O  9 : P O F E  0 . P E E K ( 6 6 2 2 4 - J )

: FOR 1 0  1 0 0 : N E X T : N E X 1
7 8 0  I F  P E E K ( 8 1 4 7 ) = 5 7  T H E N  P R I N T " [ H U M E ]

GAME O V E R " : E N D
7 9 0  C = 0 : 8 0 1 0  9 0
e o o  5 = 1 : I F  E > 9  1 H E N  S O
8 1 0  D = 9 : I F  C - 9  THE N 0 = 8
8 2 0  P R I N T  T A B C D / C  S P C C 5 ) E " E U P 5 J "

: RETURN
8 3 0  P S = " " : F O R  J = 1  T O  6
8 4 0  G E T F $ : I F  F $ = " " T H E N  8 4 0
8 5 0  I F  V A L ( F S ) = 0  A ND  F S < • " 0 " A N D  F $ < > "

. " THE N a 7 o
9 6 0  P S = P $
4
-
F S : P R I N T  
F S ; :
G O T
O  
9
2
0

8 7 0  I F  A S 0 ( F S ) < , . 2 0  T H E N  9 0 0
8 2 0  I F  3 = 1  T H E N  8 4 0
8 9 0  P R I N T "  [ L E F T 2 ]  E L E F T J " : : J = J - 2

: P S = L E F T S ( P S , L E N ( P S ) - 1 ) : 0 0 1 0  9 2 0
9 0 0  I F  A S C ( F S ) ( > 1 3  T H E N  8 4 u
9 1 u  P R I N T "  " : : J = 6
9 2 o  N E X T : P R I N 1 " " : J = V A L ( P S ) : R E T U R N



GOAD YOUR
CODE...

IN LAST mo n th s 'Goad Your
Code' we set up the 'A' assem-
bly contro l programs fo r the
BBC, and  examined h o w to
use t h e  assemb ly system,
This month we ' ll see how Co
connect up  your ABC to  an
Oric-1 o r 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 o n  th e
BBC itse lf  and the Oric /A t -
mos as a 'token' target micro.

The best  wa y  to  transfer
data between two computers
is to use a parallel interface.
This is a round ten timesfaster
than a n  RS 2 3 2  l i n k  a n d
almost e ve ry  mic ro  h a s  a
parallel interface of one sort
or ano ther wh i le  ve ry f e w
include RS232 as standard.

For the Uric or Atmos, then
you'll need two  20-way IDC
(In su la t io n  Disp la ce me n t
Connectors) sockets a n d  a
sharp scalpel Connect upone
socket to one end of the ribbon
cable, squeezing heavily with
pliers to close upthesocketon
the ribbon  cable. No te  the
little arrow which points to pin
one on the socket, and make
sure that the red stripe on the
ribbon cable goes to that pin.
This end is the end that goes to
the BBC's user port o n  the
underside o f  t h e  mach ine .
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 One.
Note tha t IDC sockets have
little bumps on one side, so
you can only insert them one
way.

Since the fi rst  art icle  was
written I  found out a  better
method o f  gett ing th e  data
into th e  Oric  o r  Atmos, so
you'll need to use the program
in Figure 3 as the 'A' program

(instead of the program in the
first a rt icle ) i f  you  a re  n o t
using the ABC as the target
machine.

Okay: a  quick overview of
what needs to happen to get
your program running on the
Uric. At the start of a session
you load in  a special down-
loader program into the O m
off cassette (details fo llow)
that e n a b le s t h e  U r i c  t o
receive data from the parallel
link we just built.

Whirring
Start up the 'A' program on

the BBC by pressing f9  then
f2. The disc drive should start
whirring as the 'A '  program
loads up each source file and
assemble i t .  A f t e r th e  d isc
drive sta rts up, press CAL-
4
9
7
0
0
-
•
-
:
1
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to execute t h e  downloader
program,

As the BBC assembles each
source Neon the second pass
it sends the object code down
the lead we just built into the
Uric, whe re  the downloader
program accepts each byte
and stores i t  in  the correct
location. When  it 's finished,
both the  BBC and the  Uric
return to their Basics. You can
now use the CALL statement
on th e  Oric  t o  execute the
code you've just downloaded
from the BBC. Its quite a good
feeling to  see your fast pro-
gram — all written on a BBC —
working on the Oriel

The downloader, written in
machine code, is  created by
typing i n  t h e  p ro g ra m i n
Figure 4  on the Oric. As you
can see from the listing, the
code that th is program pokes
in starts at 819700andgoeson
to 8[9789. Afte r running the
p r o g r a m ,  C S A V E
" D
•
' ,
A
#
9
7
0
0 ,
E
#
9
7
8
A  
t
o

make a  copy o f  the down .
loader to tape Fro m now on
you'll only have to CLOAD the
downloader f ro m tape  a n d
CALL49700 to use it.

(701

PAR
-
i
TWO

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

FIG1 Cutt i ng pattern for ORIC end of ribbon cable

FIG2 Fi tting position for 0111C end of ribbon cable
If you a re  writ ing  fo r the

BBC, then you won 't  have to
worry about such hassles as
special cables . _ t h e  object
code is stored on disc as it 's
assembled o n  t h e  second
pass, and  a ll loaded in  and
executed when you hit f4.

Right! No w the  assembly
System had been set up, let's
think about games in general.

Knowhow
FOR T H E  la s t  fi v e  yea rs,
almost all major new trendsin
computer gaming have been
set b y  the  arcade machine
manufacturers, t h e  co in-op
companies. Le t 's face a  .
most o f  the games available
for h o me  compu te rs h a ve
been nothing but pallid imita-
tions of the arcade originals.
From S p a c e  I n va d e rs  t o
Donkey Kong ,  t h e  co in -op
people made it first.

• • • •

111111111W

Recently several software
houses (notably Ulitmate and
Imagine) h a ve  brought ou t
'original' programs, but even
some of these bear more than
a lit t le  resemblance to  their
arcade s ib l in g s .  (A rcad ia ,
Eugene?)

Some people see the home
computer 'arcade -style' game
market dying very soon. They
do have a point — to a limited
degree. P e o p le  w i l t  ve ry
quickly t ire  o f  buying awfu l
Basic programs packaged in
pop a rt ,  b u t  I  suspect that
there will always be a niche in
the market for the new, good,
fast a n d  s l i c k ly  ba lanced
arcade-type game ,  a very
large niche.

With mo re  me mo ry  and
faster p rocesso rs available
each year, games are going to
become more and more corn•
plicated and much more i ntel-

Continued on page 8
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Q U I C K S H O T  &

Recognised a s  t h e  o n l y  t r u e  Ha r d wa r e
Programmed joy s t ic k  interfac e this  produc t
offers all t he features associated wit h  such a
design.
You can use a n y  Atari-c ompat ib le joys t ic k
controller wit h  any  s of tware f o r  y our Sinc-
Lair Spec trum or Z X81, not  jus t those wit h  ajoystick option.
Movement o f  t he joy s t ic k  is  recognised by
the c omputer ex ac t ly  t he  same as  pressing
the appropriate c ont ro l keys, and can there-
fore giv e t h e  mos t  immed ia t e  response t o
that mov ement .  The  hardware programmed
design wo rk s  w i t h  a l l  poss ible k ey -reading
methods, both BASIC and Mac hine Code.
Eight d irec t ional mov ement ,  w i t h  o r  wi t h -
out t h e  fi re  b u t t o n  be ing  pressed, c an he
achieved b y  o n l y  p ro g ra mmin g  t h e  le f t ,
right, u p ,  d o wn  and t i re  keys  required b y
the game.
Programming is achieved by a t wo-d ig it  code,
which is  lo o k e d  u p  o n  t h e  P rogramming
Chart supplied,  f o r  each direc t ion and fi ring
button. Thes e  t w o  numbers  a re  t h e n  s el-
ected o n  a  pa ir  o f  leads wh ic h  are c lipped
Onto appropriately  numbered s t rips  on theinterface.
Once confi gured this  can be mark ed on t o  a
Quick Re f e renc e  P ro g ra mmin g  Ca r d  f o r
storing wit h  t he game. As  the programming
is nor power dependent the interface can be
immediately  used when nex t  switched on.
The k ey board remains  f u lly  f unc t iona l and
can h e  used s imultaneous ly  w i t h  t h e  jo y -
stick.
An integral rear expans ion connec tor means
there is  no need t o  remov e the interfac e t o
connect other peripherals .
NB. A  rec en t  des ign  imp ro v e me n t  n o w
means that the AGI: Programmable Interface
works w i t h  t h e  n e w  Quic k s hot  r a p i d
"Aut o  Fire " feature.

Q u i c k s h o t
N E W  I M P R O V E °  G R I P :  B U I L T -  I N S T A B I L I Z I N G  S U C T I O N  C U P S

T R I G G E R  F I R E  B U T T O N :  R A P I D  A U T O  F I R E  S W I T C H  : T O P  F I R E -  B U T T O N
AGF Hardware,  B o g n o r  Regis, West Sussex P022 911Y. Telephone:  (0243) 823337_

ADDRESS

SEND C.W.O. (NO STAMP NEEDED) TO: A.G.F. HARDWARE, DEPT.BK,
FREEPOST, BOGNOR REGIS, WEST SUSSEX, P022 9BR.
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J O Y S T I C K  4
:0 ,„I N T E R F A C E  ()14

0N f o r

ADP"

S p e c t r u m

K E Y
F E A T U R E S
*  P ro g ra mma b le  design gives TO TA L  soft-

ware support.
•  A c c e p t s  A t a r i ,  Co mp e t i t io n  Pro,  Wic o,

Starfi ghter, Quick  Shot,  Le St ick  etc.
•  R e a r  ex tens ion c onnec tor f o r  a ll o t he r

add-ons.
*  F r e e  demo program and ins truc t ions .

It® JOYSTICK

PROGRAMMABLE INTERFACE
JOYSTICK(S)
PACK(S) QUICK REFERENCE CARDS

ZX81 0  Z X  SPECTRUM 0  Please tick
DEALER ENQUIRIES WELCOME E X P O R T  PRICES ON APPLICATION

P A C K  C O N T E N T S
S U P P L I E D
•  P ro g ra mma b le  Interface Modu le  as illus-

trated, c omplete w i t h  c lip-on p rog ram-
ming leads.

•  S e l f  adhesive programming chart detailing
how t o  defi ne whic h key is  s imulated by
UP, DO WN,  l. F I  f ,  RI G HT,  and FI RE .

•  O n e  pac k  o f  t en Q u ic k  Referenc e Pro-
gramming Cards  f o r  a l a  glance set t ing
to y o u r  games  requirements .

-

-

O N L Y

11 . 9 5
+ E l  P & P

ITEM PRICE

12.95
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27.95

1.0
0FINAL TOTAL
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4 P

•  1 2  mo n t h s  guarantee and  f u l l  wr i t t e n
ins truc tions.

FROM: MR/MRS/MISS P l e a s e  a l low up  t o  2 8  da y s  f o r  delivery .

TOTAL
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MAJOR-GENERAL Sir Jeremy Moore, OBE, MC
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 o f  force in pursuit  o f  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 o f  the Falkland
Islands "by about ten thousand other people", the
squaddies and sailors for whom he clearly has the
most 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— and trashing, let it be said—
the state of the kriegspiel art (so far).

The games we  chose t o  s how 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 faded to load, despite
having run perfectly the previous night. Alas. etc.)

General Moore tore into each game with a
vigour that — we suspect — was not wholly
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 thesepages.
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Moore, Falklands victor,

electronic
reviews some ,
kriegspiels. ._

-Obviously a  v e ry  S iln
game and I think a good one
start with_ T
h e a b i l
i t y  
t o  
s

what the enemy is doing is
great help! In  rea l war, o
studies t h e  enemy's move
ments a t  some considerati
length. Another feature wa
that clearly one's ovvn troops
recognise the ir Own side and
don't attack them — in  some
cases I had tWO Or more of rri.
units moving On to the same
grid square with  no trouble.
Which s a d l y  d o e s n ' t
always happen in real life_

• That deals with  the real-
ism of the thing The technol-
ogy? l ' r n  n o t  qua lifi ed  t o
express a n  op in ion, b u t  i t
seemed very good indeed."

[Avalon Hill)
Roman A r m y  g rid -syste m
tactical g a me  designed b y
Chris Crawfo rd .  Up  t o  ten
legions o f  varying qua lit ies
are matched, in hostile Gaul,
against twice the number of
barbarians, wh o se  co mp e -
tence o r otherwise can also
be specified. General Moore
started w i t h  th re e  leg ions
against six. stood o f f ,  f ro m
higher ground, a wild cavalry
assault, t h e n  decoyed and
annih ila ted i n  d e t a i l  t h e
remain ing  h a p le ss  A s t e -
rixes. I t  wa s  N o  Con test .

"I'm certainty not in favour of glamoris-
ing war, because the last thing war is is
glamorous. It's sordid and unpleasant. And
any game that didn't base itself round the
premise that war is both morally wrong and
generally undesirable would itself be wrong.
Nevertheless, wars do occasionally have to
be fought from time to time.

"I don't think any sort of game makes war
respectable. A s long as it is seen as a 20171e."
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ES- C O M P U T E R  G A M E S  - V IDEO C

Te ch n ica l ly  s u c c e s s f u l
transference o f  t h e  la rg e -
format st ra te g ic wa rg a me
onto one-half of a Spectrum
screen, Relatively shallow in
content, i t  nonethe less i s
visually e xce l le n t  ( f o r  a
S p e c t ru m)  o f f e r i n g  a
genuine zoom facility. Scrol-

(Imagine)
ling i s  a lso  ava ilab le  a n d
operationally smooth. Gen-
eral Mo o re  dabbled po lite ly
but t h e  g a me  t i t l e  it se lf ,
wh ich  for some reason keeps
reappearing via a sort of tick-
ertape device, made him vis-
ib ly restless. He thought his
son might enjoy Stonkers.

daftit211V
ritt Lhi"

You say this is a smaller and
cheaper computer? Well 'I 'M
sure it's very creditable but it's
not really in the same class as
the Others you've shown me_

IT h e l i n e  Y OU• V E  S E E N
SIONKING FOR 8 /WNW-ES
• • . comes up  on the -
tape.] What's the origin of thisword Stonke t i c k e r

rs? / don't lik

long enough e  it
very mach. I  don't think this
would hold my attenti thoughon for

 my son would iike it - l'rn sure

Also a  Crawford design —  in  fact i t  wa s chosen t c
-
)
. - . . •
\

)illustrate two stages of a single idea — Eastern Front has
the plotline of Tigers in the Snow— i.e. the 1941 German
invasion of Russia: Operation Barbarossa.

involved in the easyOur guest rapidly grew - t o - g r a s p
mechanics of this spectacular game: Guderian-like, he
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Legion game we began with, Although we only began

Red Army and drove through the Byelorussian plains

Eastern Front at the Training level and then moved on to

ry of the action weretowards Moscow. The sound and fu
accompanied by a fascinating commentary on

the Beginners' level, it had clearly become pretty compli-

the histon cal event.

cated already. Let alone what it would have been on the
highest level. This is not a game tha t you sit down anddoweekend, perhaps.in 2 0
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"Realism? It's very difficult to convey the pressure of
wartime decision-making without real people at the other

their voices on the telephone and so forth.
"As fo r the mora lity of playing Eastern Front or any

Other wargame, it's neither more nor less right or wrong
to play this rather than l'Attaque or various other boardgames - -  wh ich  I  don't th ink anybody
morally terrible, Even Ci
-,
c -.
,
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!
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_there was no escape, he had to enter the Vortex end bet on his skills!
He grabbed the manual controls and with determination fired both
upper deck gins_ EXCELLENT SOUND KEYBOARD Ofl JOYSTICK. BBC MODEL B
ALSO AVAILABLE ON ACORN ELECTRON CASSETTE FOR E7.95
INGIES WING

, he  glanced at his fue llave ls,  a  Pew mons e corlds oh I lyino lime . He
had to swing round through the burst of tiro to reach the Ducking platform.
he knew. in Iwo minutes the game Could be over. _  GRAPHICS, REALISTIC

COMBAT, SUPERB CONDITIONSAIBC MODEL B, ETAICASSETTE., E11415 DISK.
Spooks rt Spiders b e .

perhaps, very slowly, he could reach the cellar-quietly he sta
-
r iestE7.95 cAssEr r a,  m o s  DISK. b 7 1

0
1 1
1 1 1 0
4
, ,

Climbing down, his loot slipped as the giant snkkr dived tilwards him
SOUND EFFECTS, EXCELLENT GRAPHICS, BBC MOCItt B.
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Do you write your own
programmes? if youllave
an unusual programme
which can meet our
standards you could
earning more than E250 per
week. Why not take
advantage of our sought
after reputation. Write now!

upper

F-j •  Distributors, Multiple Sto
1110 Re ta i l e r  Group inquiries invited.

•  Available from WH Smith, HMV. all
Spectrum shops and over 500 relit

utiets in the U.K.
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 Let excitement invade your home computer!
Travel to Alpha Centauri. Enter the Vortex.
Command the ground missiles, or join the
shoot-out at the O.K. Corral!

GRIME
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speed of light his hand moved toward his holster, while a sixth sense warned him of the
floor window 3 0  ACTION. SOUNDEFFECTS
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• , he penciled the key, and the control MORRO( filled with the picture of bog
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their volcanic nest:decisively he dived le the left and Ms laser gun hint into action._
AcTioN EXPLOSIVE SOUND EFFECTS BBC MODEL Er t! 95 CASSETTE Ell 95 DISK

olo

II II

P
e
a
t  
1
0

(iAMES
VORTEX
VORTEX
TTh c
KA .  P

H A (
'  
N
T  
I
R

50 ROM A
O L N S
M
O
EA
-
, 
E
S  
' o
' i
d
,
' N
< ;

K5 &

1
,
5
p
I
D
E
R
s

caT -
.
"
A
P
L

-E l  T
R A C
K

•••
TRACK

I enclose my ObeduedrI O. tor E.
Name
Address

I am a Distributer/MallohatRetaileriDealer Reese contact me
i.Erlease delete veachever not aneacae/e/

SOFTWARE INVASION 5 0  E L BOROUGH STREET SOLITHFIELDS LONDON SWIII



Visually superb bu t  intensely complicated hex-based
D-Day simulation wh ich  gives you control o f virtually
every aspect of that giant amphibious operation of war —
and therefore o f  part icu lar interest (we  hoped) to  an
amphibious warfare specialist.

The reviewer was clearly very impressed indeed with
this state-'cif-the-art disc, unfortunately the accompany-
ing documentation, wh i le  r ich  a n d  varied i n  ma n y
non-essential ways, is short on actual play instructions,
We had to re •start the game more than once. At the tail
end of a five-hour reviewing sessioli we simply could not
ask Our guest to spend as much time on Normandy as he
would otherwise have liked. Normandy, he told us, came
closest of the four to providing anything like a genuine
general's eye view
.

V I D E O  G A M E S  0 C O M P U T

• fStrategic Simulations

•'4;1 •  I
11 1
1 •

--It seems ve ry complicated —  bu t  we 've  on ly been
involved in it for a couple of hoursand !certainly don't feel
well enough into rt to e able to make a judgment_ Some
parts of it would I think be particularly interesting — the
Planning fo r D -Day, for example. Once it  comes to the
actual battle it doesn't become any less enjoyable but itdoes become less realistic.
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Normandy that you would need a great dea I of time just tolearn how to play it,'•

ON COMPUT
' E R  Will? GAMES
As far tie serious s'italy goes; it seems to

me that some computer games would be
very awful to the professional who !s- got a
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fight ' l e  COO
 ilecit/Mg h  g e tow his a lot of value

raitsfies- Pv17/ perform
against an opponent's.-- by reconstructing
the combat on COM/Niter. You can also
usefully use computeralculate logistics
anti suppk But the OlOntelit s t a r t
dealing with s  to c

People y o u  ... there if no way acomputer can r e
p r e s e n t  
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Many computer games
depend entirely on good
graphics for playability.
I n  addition graphics pure
and simple are emerging
as the fastest developing
form of computer art. In
this fi rst of an occasional
tutor ial series. RICHARD
TAYLOR — designer of
CRL's ZX81 High
Resolution and, more
recently, the Fifth
games-writing extension
to Sinclair BASIC —
explains some routines
both ancient and modern
on the SINCLAIR
SPECTRUM.

Want to know how to
draw a 3D object on the
Spec and then rotate it?
Read on, Hackduff...

Moire
Pattern

10 FO R a = 0  T O  2 5 5
2 0  P LO T a
v
O : D R A
W  
O V
E R

1 ; 2 5 5 - 2 * a , 1 7 5
3 0  NE X T a
4 0  P LO T 0 , a :  DRAW O V E R
1 ; 2 5 5 , 1 7 5 - 2 * a
6 0  NE X T  a

Circular
Moire
Pattern

10 F O R  a = 0  T O  3 5 9
2 0  L E T  a n g l e = a / 1 8 0 * P I
3 0  P L O T  1 2 8 , 8 8
4 0  DRAW O VER  1 ; 8 7 * C 0 9
a n g 1 e , 8 7 * S I N  a n g l e
5 0  N E X T  a

THE COMPUTER o n  wh ich
this article concentrates is the
ZX Spectrum. Programs listed
here a re ,  except L ist ing  8 ,
short a n d  s imp le  and  lend
themselves we l l  t o  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, D R A W a n d  CIRCLE,
Matters are not helped by the
relatively sluggish speed o f
Sinclair BASIC which  makes
movement and animation dif-
ficult— and nigh impossible if
you intend to  animate more
than a  co u p le  o f  o b je cts
simultaneously.

The only real solution to this
fundamental p rob lem i s  t o
write  programs i n  mach ine
code fo r the  sake o f  speed.
Another possible alternative
is to  use a faster language,
such as FORTH or PASCAL, or
to use an extended version of
BASIC t h a t  i s  specifi ca lly
designed to handle animation
and movement,

Static
For these reasons I ' ll con-

centrate mainly on static dis-
p lays r a t h e r  t h a n  t h e i r
animated counterparts. Th e
four c o mma n d s  a n d  t h e
numerous mathematical and
graphical functions of Sinclair
BASIC represent about th e
minimal requirement to pro-
duce anyth ing wo rth y o f  a
machine like the Spectrum. A
surprisingly small amount of

Excellent

BASIC c a n  o f t e n  p ro d u ce
quite stunning displays.

Listing 1  i l lu st ra te s t h is
rather n ice ly.  Th is  s ix-l in e
BASIC program produces a
finely detailed regular pattern
which looks quite attractive
even w i t h o u t  t h e  u s e  o f
colour. The basic of the pro-
gram is the drawing of lines in
OVER 1  mode. A s  you w i l l
(naturally) recall from chapter
17 o f  t h e  BASIC manua l,
OVER alters the behaviour of
the g ra p h ic s  co mma n d s .
Instead of Just plotting a pin-
point b y  making  i t  t h e  in k
colour, irrespect ive  o f  t h e
pixel's previous stake, OVER 1
changes this so that a pixel is
set to the ink colour if it  was
previously the  paper co lour
and the other way about.

The u se  o f  OVER 1  c a n
produce some quite excellent
effects, especia lly i f  ma n y
lines are drawn in close prox-
imity to one another.

Listing 2 produces a similar
sort of pattern but it iscircular,
rather than the less inspiring
rectangular shape. The patt-
ern is created by the effects of
lines radiating from the centre
of the circle to its circumfer-
ence, a t  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 in teracting wi t h  one
another to leave, in the main,
just the  wh ite  paper colour.
The whit ish areas around the

Circles
10 CI RCLE
128,8E1,67: CI RCLE
1 2 8 , 8 0 , 4 4
20 FO R  O  T O  3 5 9
STEP 3 0
3 0  P LO T 1 2 8 , 0 0 :
DRAW 4 4 * C O S
( a / 1 8 0 * P I / , 4 4 * S I N
( a / 1 9 0 * P I ) , P I
40  DRAW 4 3 * C O S
I a / 1 0 0 * P I I , 4 3 * S I N
( a / 1 8 0 * P D , - 0 . 7 5 *
P I
5 0  NE X T a

Rosette

10 PLO T 1 2 8 , 8 8 2
FOR y = 0  T O  3 6 0
2 0  L E T  r = 8 7 * S I N
( 1 0 * y / 1 8 0 * P 1 )

3 0  DRAW 1 2 8 -1 - * C O S
( y / 1 8 0 * P I ) — P E E K

2
3
6
7
7
,
8
8
4
-
r
*
S
I
N

( y / 1 8 0 * P I ) — P E E K
2 3 6 7 0
4 0  N E X T  y
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edges of thecircle isca used by
the gaps between the  lines
drawn from the centre.

A u s e f u l  a d va n ta g e  o f
DRAW is the ability toproduce
curved l in e s  be tween  t w o
points. L isting 3  provides an
example o f  th is. You  migh t
notice a slight pause preced-
ing t h e  d ra win g  o f  e a ch
curved line. Th is represents
the time used by thecomputer
while it is 'number crunching'
in order to work out what the
line ma th e ma t ica l ly  lo o ks
like; something the computer
has to do before it canactually
draw the line.

Rosette
Listing 4 produces a sort of

rosette shape, The program's
slowish speed is a result of the
large amount of mathematics
that has to be done to produce
the shape, especially calcula-
tions involving SIN and COS
which a re  n o t  pa rt icu la rly
quick executing functions at
the best o f  t imes. L ist ing  5
produces a  de ta iled  sp ira l
pattern. A g a in ,  t h e  la rg e
usage o f  the  SIN and  COS
functions slow down the pro-
gram considerably.

In both listings 4 and 5 the
expressions PEEK 23677 and
PEEK 23678 are used. PEEK
23677 simply returns the cur-
rent x  coordinate and PEEK
23678 re turns the current y
coordinate. These  x  a n d  y
coordinates deta il th e  po int
from wh ich  the DRAW com-
mand wil l d raw a line. I f  you
are converting the programs

to another machine then you
will h a ve  t o  rep lace these
e x p r e s s i o n s  w i t h  a n
equivalent.

The sixth  list ing  is  a  pro-
gram wh ich  enables you to
draw re g u la r po lygons —
shapes bounded b y stra ight
lines o f  equal length. When
RUN, the program will prompt
you fo r the number of sides
the po lygon  sh o u ld  h a ve .
Numbers greater than about
20 resu lt  in  polygons wi t h
such sh o rt  l in e s  t h a t  t h e
shape looks more like a circle
than a polygon.

Listing 7  also constructs a
polygon b u t  t h is  t ime  each
point a t the end of a line  is
joined to everypoint at the end
of a line to produce a surpris-
ingty deta iled a n d  in trica te
pattern. Th is pattern can be
easily altered by having polyg-
ons with different numbers of
sides. Be careful in your selec-
Pons however a s  polygons
with less than about 5 sides
result in simple and uninter-
esting patterns.

Full 30
The final Program,shown in

listing 8 ,  d ra w s  w h a t  i s
termed a 'Body of Revolution'
in ful130 perspectiveandthen
preceeds to rotate it through
360 degrees a t  a  fast  rate,
using a 'memory eating' ani-
mation technique. Un fo rtu -
nately, this program will only
work on the 48K version of the
Spectrum. A  body of revolu-
tion i s  a n y  3 -d imensiona l

object wh ich  ca n  b e  sliced
vertically through its centre at
any angle and wi l l  resu lt  in
two identical slices. An exam-
ple of a body of revolution is a
bottle. This property, common
to a l l  bodies o f  revolution.
greatly simplifiesthe entering
of the shape intothe computer
via the keyboard and a 'so sim-
plifies the algorithm used for
constructing the object in 3D.

Profile
When the program is RUN

you have tobuild up a profile of
the o b je ct  b y  en te ring  a
sequence of x and y displace-
ments. Th e  y  displacement
must a lways be positive but
the x  displacement can  b e
negative o r  posit ive . B a s i-
cally, the numbers are relative
displacements (as used in the
DRAW command) f ro m th e
last point plotted (In it ia lly at
the bottom of the middle of the
screen) to the end of the line
you wish  to  draw. Although
the numbers are only rea lly
controlling the right handside
of the screen, a mirror image
is automatically drawn by the
computer on the left hand side
of the screen to help you get a
better idea of what the object
will look like. If you type 79,0,-
60,10,-5,25,50,10,-64,0,200
in reply to the prompts then a
suitable 3D object will be pro-
duced. In order to be surethat
the object w i l l  a lwa ys stay
with in the  boundnes o f  the
screen when drawn in 3D,the
total width of the object must

8

not exceed 80 pixels and the
height is limited to 50 pixels.
In th is way, you build up the
outline of the object.

After you have typed 200 in
reply to the request for the x
displacement, t h e  p ro g ra m
continues o n  in to  th e  next
stage. Your object is built up
on the screen in full 3D pers-
pective eight times. Each time
it h a s  b e e n  ro ta te d  v e ry
slightly compared to the pre-
vious construction. The pro-
gress then proceeds to rotate
the object at a quite fast and
smooth rate, using  a simp le
but ve ry  effective ma ch in e
code routine. All the machine
code does is  to recall 4K  o f
screen da ta  back on to  t h e
ma in screen at a veryfast rate,
making t h e  change appar-
ently instantaneous. Th e re
are eight such screens and as
each occupies 4K of memory,
a f u l l  3 2 K  i s  used fo r th is
purpose. Th is  explains wh y
the program will not fit on the
16K machine.

Expanding
Computer graphics is a very

wide subject that seems to be
rapidly expanding all the time
as new uses for graphics are
found and new techniques for
producing t h e m a re  d isco -
vered. The Spectrum is hardly
in t h e  co mp u te r g ra p h ics
league tab le bu t,  neverthe-
less, i t  i s  capable o f  some
quite advanced and sophisti-
cated work.

Next month: ATARI

10 I NP UT " N um be r
of s i d e s ?  " ; a
20 FO R b = 0  T O
3'59 S TE P  3 6 0 / a
30 L E T
s=128+87* CO S
i b / 1 8 0 * P I )
40 LE T
y=0 :0 -87 * S I N
0 0 / 1 8 0 * P I )
50 PLOT x , y :  I F
b<>0 THE N DRAW
l a s t x - x , l a s t y - y
60 LE T l a s t x = x :
LET l a s t y
,
m y
70 NEXT b
80 PLO T x , y ;
DRAW 2 1 5 - x , 8 8 - y

Spiral
10 P LO T 1 2 8 , 8 8 :
FOR y * O  TO  8 0 0 0
STEP 5
2 0  L E T
r . - 0 . 5 * I y / 1 8 0 * P 1 )
3 0  DRAW
1284-r *COS
( y / 1 8 0 * P I )  - P E E K
2 3 6 7 7 , 0 0 - f r e S I N
( y / 1 8 0 * P I )  - P E E K
2 3 6 7 8
40 NE X T y

Polygon

10 I NP UT -
N u m b e r  
o f
s i de s ? " v a
20 I F  a , 1  O R a ( ) I N T
a THE N GOTO 1 0
30 D I M  a I a , 2 ) :  L E T
c * I
40 FO R b * 0  TO  3 5 9
STEP 3 6 0 / a
50 LE T
a ( c , 1 1 * 1 2 8 4 C0 8
( b / 1 8 0 * P D * 8 7
60 LE T
a l c , 2 )=1 3 8 +S I N
( b / 1 8 0 * P I ) * 8 7
70 LE T CC.4•11 NE X T

80 FO R bm1 TO  a
90 FO R c • 1  TO  a
100 PLO T
a 1 b , 1 1
1
a ( b , 2 )
110 DRAW
o t c , 1 1 - o t b , 1 h a t c , 2
) - a ( b a )
120 NEXT c
130 NEXT b

ANOIL 411111111111t Ar t
1 0  C L E A R  0 0 0 0 0 .  P A P E R  7 .  I N K  0
C L 5
2 0  G O  S U B  9 0 0 0 ,  B O R D E R  7 ;  L E T

. * 6 0

2: LET 1,1:R
.
A
N ( J ,
1 8 0 * P
. 1 )

5 0  L E T  x = 0 ;  L E T  y = 0
6 0  P L O T  1 2 7 , 0 .  P L O T  1 2 6 , 0
7 0  I N P U T  .
. 1 C  
d I s p L
a c a m e
n t  
1 2
0 0

l o  e n d )  -
X X 2  
I F  
x x a
2 0 0  
T
H
E
N  
G
O

r o  1 0 0 0
SO I F  x 4 x x . r 0  O R  4 4 . x x : . 7 9  T H E N  G

0 T O
90 I NPUT —
9 
d i s p l a
c e m e n
t  -
. .
0 . 0

1 0 0  x r  y y t o  T H E N  a o  T O  9 0
1 1 0  I F  1
0 % . * 9 )
4 9  
T H
E N  
G
O  
T
O  
9
0

1 2 0  P L O T  1 2 3 a x , e  D R R I J  x x , y y
1 3 e  P L O T  1 2 7
-
X . 9
,  
[ ' M A U  
-
x x , W
e

1 4 0  L E T  4 = x + X X :  L E T  y = 9 * y y

x
:
:
:  
L
E
T  
a
S
=
a
1
1
1
.
O
H
R
S  
x
+
C
H
I
D  
R  
9

1 0 0 0  O L S  ›D I N  a ( 2 0 , 2
1 6 0  G O  T O  7 0

7
1 0 2 0  G O  S U S  2 0 0 0

1 0 0 S  (
1 2 6
" 8  
"
"

1 0 4 0  N E x T  a
1 0 5 0  F O R  a . 2 a e  T O  2 4 0  S T E P  1 6
1 0 6 0  P O K E  3 0 2 1 4 , 0 ,  R A N D O M I Z E  U 8 g

3 0 1 1 2
1 0 7 0  N E X T  a ,  G O  T O  1 0 6 0
2 0 0 0  F O R  b = 1  T O  L E N  S T E P  2
2 0 1 0  L E T  .
,
. - C O D E  
a m t
m :

7 0 3 0  L E T  1 0 =C OD E  3 S t b + 1 . 1:2 0 4 0  G O  S U S  3 0 0 0
2 0 5 0  N E X T  b
2 0 7 0  R E T U R N
3 0 0 0  F O R  c = 0  7 0  3 5 9  S T E P  1 8
3 0 1 0  L E T  d = c c . i 2 . 2
-
S 0 8 )

3 0 2 0  I F  c ) : . = 3 6 0  T H E N  L E T  d = c 1 - 3 5 0
3 0 3 0  L E T  p y = i a * Y
3 0 4 0  G O  S U B  4 0 0 0
3 0 5 0  N E X T  c
3 0 8 5  D R A W b x - x d . b y - 9 4
3 0 5 0  R E T U R N
4 .0 0 0  L E T  9 d = S I N  ( 1 1 ,
,
2 0 0 a P I i a x * C O 5

1 1 , 2 8 0 1 a P D
4 0 1 0  L E T  x d * C O S  ( . 1 , 1 0 0 a P X . . o x
4 0 2 0  L E T  x d = 1 2 0 * x d ,  L E T  9 a . 9 e 4 9 . 1
* p y4 0 3 0  I F  c = 0  T H E N  P L O T  x d . . . ) 4  L E T

b x . x d ,  L E T  a y . y d

t w
a
o
m
m
u  
)
4
,
1
-
P
E
E
K  
2
3
8
7
7
,
v
d
-
P
E
i
f
i
t

4 0 5 0  I F  b = 1  T H E N  P L O T  1 2 5 , 9 0 '  D R
RW x d - 1 2 0 1 , y d - 9 0 ;  G O  T O  4 0 7 0
4 0 6 0  P L O T  A 4 1 . E / 1 8 , 1 ) , a ( 1 . C .
,
1 8 . 2

I D R A W  x a - a t l i . c / 1 0 , 1 J . 9 d - o 1 1 1 4 . c .
,1 8 , 2 3
4 0 7 0  L E T  • f 1 o ( . " 1 8 , 1 ) . X d
4 0 8 0  L E T  a f 1 a c , 1 5 , 2 ) = Y 4
4 0 9 0  R E T U R N
8 0 0 0  P O K E  3 0 1 0 2 . 1 2 8 4 e a l 0
8 0 1 0  R R N D O H I Z E  L I S P  3 0 1 0 0
0 0 2 0  R E T U R N
9 0 0 0  R E S T O R E  9 5 0 0
9 0 1 0  F O R  3 = 0  T O  2 3
4 0 2 0  R E A D  b :  P O K E  a i o 3 0 1 0 0 , b
9 0 3 0  N E X T  •9040 RETURN
g n u !,  O R T A  1 7 , 0 , 0 , 3 3 , 0 . 6 4 , 1 . 0 , 1 0 ,
2 3 7 , 1 7 0 , 2 0 1
4 5 1 0  D A T R  3 3 , 0 , 0 , 1 7 , 0 , 5 4 . 1 . 0 . 1 5
,2 3 7 , 1 7 6 , 2 0 1
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Ever fancied yourself as a bud-
ding Van He!sing? Well  i f you
have this curious blend of maze
and adventure games could well
be o f  interest.  The  i dea ( of
course) is to climb the gloomy
tower, despatch the evil count
(yes, count) and help yourself to
his hard-earned loot. A piece of
cake? Not so •  The tower is all
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
am, spent simply hours wand-

ering aimlessly around the dun-
geon (level one j ust  trying to
find the exit, Level One is sup-
posed t o be the  easiest floor
and con sequentl y has no objects
to be found or obstacles to over.
come. T h e  resul t i s  a  qui te
tedious trek that all but destroys
your enthusiasm for the game.
There's a HELP feature which
enables you to consult a map
and so or ientate yourself but
even that proved of  little use.
The more I consulted the map,

JUST WAIT TILL THE SUN SETS
the further I seemed to get from
the exit. Perhaps I 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
to avoid.

Having negoti ated a l l  fi v e
levels you will finally come face
to fang wi th 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, a t  least adequate.  Happy
hunting! — S.K.

Game: TRANSYLVANIAN
TOWER
Maker: RICHARD
SHEPHERD SOFTWARE
Machine: DRAGON 32
Format: cassette
Price: £6.50
Rating: KK

Robot Riot is Pac Man in reverse.
The object of the game is to lay minesalongthecorridors

of  a robot  factory, where the robots are running amok and
the 'King Robot '  has taken over the control room, not only
on your fl oor but throughout  the whole building. Once the
total fl oor area has been mined,  the King Robot  will try to
escape by leaving the control room and you must enter the
control room. This ensures that all robots are destroyed on
the fl oor and that  you can travel to the next.

Sounds easy? Well, you do have to keep up your energy
levels by collec t ing power mites which are also travelling
around the corridors,  and dif ferent  types of  robots wi l l
either paralyse or kill you if  contact is made and more of
them appear as t ime goes on.

As of ten is the case, the s imple games are the best and
this game will get theadrena lin fl owing and give you plentyof 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 t he various levels t o t rap the
monsters. You then have to bang them on the head wit h
your pickaxe to ensure that they -
f a l l  t o  t h e i r  
d e a t h .  
I f  
y o u

leave them t rapped for too long they will change colour,
mak ing it more diffi cult  to destroy them.

From a programming point  of  v iew there is  lit t le t o
crit icise. The act ion fl ows  smoothly  and the graphics are
fine, and if  you do not already possess a similar game 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 RI OTMaker: siLvERsorr
Machine: SPECIERUM 48K
Fo r ma t :  casset te
Price: g5 95
Rating: ICK

V I D E O  G A M E S  a C O M P U T E R  (

IT'S MINE
MINE I
SAY!

Game: SAM SPADE
Maker: SILVERSOFT
Machine: SPECTRUM
Format: agsissette
Price: £
6 . 9 5Rating: K

THE RHONDDA WAS NEVER LIKE THIS...
Raiders o f  the los t  mine!  Your
search for thosea II-elusive power

--- modules (you know the onesi has
taken you to the Zoltan mine on
the distant planet of Zol 2. Arnaz•
ingly there's a power module to be
had on every level of the complex,
and only a f ew rusting droids to
outwit  in order to claim your prize.
Of course the SF scenario doesn't
really disguise the fact that this is
just another variant  on t he old
Panic game, but it certainlyaddsa
(sort of) logic to the proceedings.

Each level of the mine consists
of a number of platforms linkedby

ladders. The guardian robots are
easy to outwit at first. They're not
too bright and only patrol one of
the platforms. But  as you amass
modules  ( c u r i o u s l y  t h e y ' r e
shaped l i k e  t o p  ha t s ! )  t h e y
become dec idely  more  act ive.
Soon you 'redesperately clamber-
ing u p  and down  ladders  and
groaning loudly as you're sapped
for the umpteenth t ime As  in the
way w i t h  Panic -s ty le games ,
you're armed with a shovel (or in
this case laser) wit h whic h you
can dig holes  in t he platforms,
Careful t iming wi l l  s end y our

K  -  Could Be Better
K K  =  Could Be Worse
K K K  = Unsurpassable

clanking pursuers pl r iunet  ing tO
a lower level, or conversely yoill6
can dig your own escape routes.

Animat ion is smooth if  unin
pired and the action is pleasing
unrelent ing However,  !can't hel
feeling that the thing would hav
become even more playable had
included a joystick option Goc
fun though, —
Game: MONSPERS
M a k e r :  B la r I EK
Machine: DRAGON 32
Fo r ma t :  casset te
Price: £6.95
Rating: KK
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on the 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
use SCOPE will benefit beginner
and competent programmer.
You will handle all aspects of
Graphics, Sprites, Colour,
Sound, Music & Animation.
All in original super-fast
machine code.
COMMODORE 64
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ption• Good

*  Comprehensive Instruction
Manual *  Tape Demo Routines

*  Free Membership of SCOPE User's
Club *  Programmer's Hot-Line phone. es
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* Che c k  our multi-national network
for your nearest dealer
, Backed by an after-sales service
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1 1 1 . 1 1 m s  W r i t e  for details

F O R
Computer Hardware

and Software Nationwide

Low Prices B e s t  Service
at your local Big D e a l e r

11111111EMO.111 Micro-Management Head Office:
16 Princes Street, Ipswich, Suffolk

=mom wimilmto =  Telephone: 0473 219461
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The Big I n t e r n a t i o n a l  Dealer Network
Altringham
Pharmacy Computer Systems
Copeland
37 Stamford New Rood
AltrIngham
Cheshire WA4 1E13
061 928 0087

Beverley
Beverley Computer Centre

Windmill Passage
55 Lair gate
Beverley
N. Humbers tde
0482 &81911
Birmingham
The Mic ro Centre
1756 Pershore Road
Cotteridge
Birmingham
021 458 4564

Bishops StortfOrd
Computus (East Anglia)
3 Church Street
Bishops Stortford
Herts.
a rc  506802
Bolton
Selecta Video
5 Belmont Rood
Astiey Bridge
Bolton
Lancs.
0204 52804
Bridgend
Automation Services
412 Dun raven Place
Bridgend
Mid Glarn CR31 4NS
0556 3550
Brighton
Gamer
24 Gloucester Road
Brighton
Sussex
Cr273 698424
Bristol
Brensal Computers  Ltd
24 Park Rood
Bristol
0272 29418.8
Brixham
Computer Systems (Torbay)
Pump Street
Brixham
Devon
CSO45 6565
Bromley
Data Store

Chatterton Rood
Bromley
Kent BR2 9QN
01-46D 8991
k e y
Entertainment in Leisure
88 The Rock
Bury061 797 3463
Cambr idge
GCC Cambridge  Ltd
65 High Street
Sawslon
Cambridge
0223 835330
Canterbury
Canterbury Software Centre
9The Friars
Canterbury
Kent
0227 53531
Cardiff
Sieves Computer Centre
Castle Arcade
Cardiff
0222 41905

411.11111.•
M a r .

Chelmsford
Essex Computer Centre
216 Moulsham Street
Chelmsford
Essex
0245 358702
C h e s t e r - L e
-
S t r e e t
Knowledge Computer Centre
15 Northburns
Chester-LeiStreet
Co. Durham
0385881014
Colchester
Anglia Newsagents
Braintree Computer Centre
193 Lexden Rood
Colchester
0376 24922
Colchester
Capric orn Computers  Ltd
32 North Hill
Colchester
91 68471
County  Antrim
Everyman Computers
80 Chortorte Street
Ballymoney
Co. Antrim
N. I reland
02656 6211662658
Dartford
Anirog Computers
29 West Hill
Dartford Kent
032292513
Derby
Pest Byte Computers
10 Castlefi eids
London Road
Derby
0332 365280
Dover
Dover internat ional
Computer Centre
1819 The Charlton Arc ade
High Street
Dover Kent
0304 212433
Dyfed
Business informat ion System
Computer Centre
18 Riverside Market
Haverford West
Dyled
0437 277668228
Evesham
Evesham Micro Centre
Crown Courty ar0
I Bridges  Street
Evesham Worcs,
0386 49641
Hastings

The Computer Centre
37 Die Robertson Street
Hastings
East Sussex
0424 439190
Har penden
Hobby te
153 Grove Road
Harpenden
Herts
0587 3542
Heckmondwi ke
Thoughts and Crosses
37 Market Street
Heck mondwike
West Yorkshire
0924 402 337
Hemel Hempstead
Faxminster Ltd
25 Market  Square
Hemel Hemps tead
Herts,
0442 55044

111•111•111=11

High Wycombe
South Bucks Computer Centre
CIO Hull Loosiey & Pearce
12123 Oxford Rood
High Wycombe
Bucks.
0494 442341
Hernchurch
Comptel Computer Systems
112a North Street
Homchurch
Essex
04024 46741
Horsham

M i c r o  S to r e
13b West Street
Horsham
W. Sussex
0403 52297
Horsham
Orc hard Business Systems Ltd
34 East Street
Horsham
W. Sussex RH12 1HL
0403 68461
Ipswich
Brain wave
24 Crown Street
Ipswich
Suffolk
Ipswich 50965
Lancashire
Blackpool Computer Stores
179 Church Street
Blackpool
Lancashire FYI 3NX
0253 27091
L e rwic k
Tomorrows  World
20 Commerc ia l Road
Lerwick
Shetland Isles
0595 2145
London
Computers  of
Wigmore Street
S7 Wtgmore Street
London WIFI 9f P
01-486 0373
London
CLM flo Malmos
14.'16 Childs  Place
Earls Court
London
01.373 50006607
London
Cubegate Ltd
301 Edgware Road
London
01-836 9373
Mai denhead
Chiswick Organs
45 Nicholsons Walk
Maidenhead
0628 31765
Mar low
Citybench
24 Eton Place
Marlow
Bucks
06284 75244
Merseyside
Source Computers
4 Cross Lane
New-Le-Willows
mersey5 ide
092 524394
Milton Keynes
Landmark  Computer Ltd
Mic ro Land
Lrelherburn Court
Brunel Centre
Bletchley
Milton Keynes
0908 3-68018

Norwich
Abacus
12a Ponersgote
Norwich
Nortoik
0603 614441

Peteriee
General Northern Comput ing
8 W h
l t w o
r t h  
R
o
a
d

South West Ind. Estate
Peteriee
Durham
0783 860314

Preston
Format Computing67 Friar Gate
Preston
Lancs,
0772 561952

Rye
Tollgate Video
Tollgate Garage
New Win cheisea Rood
Rye
E. Sussex
Rye 223106

Scunthorpe
Ashby Computer Centre
186 Ashby High Street
Scunthorpe
S. Humberside
0724 871756

Southend
Estuary Software
261 Vic toria Avenue
Southend
Essex
0702 43568

Southal l
Twilistar Computers
17 Regina Road
Southall
Middx .
01-574 5271

St. Anstell
Computov is ion
4 Market Street
St. Anstell
0726 5297

Stirling
micro Store
38 The Arc ade
King Street
Stirling
Central Region
0786 64571

Stoke On Trent
Town Computer Centre
30 Town Rood
Hanley
Stoke On Trent
0782 287540

Stoneleigh
Diamond Duel Records
75 The Broadway
Stoneleigh
Surrey01-393 4944

Stourbridge
Inter= Systems
March Ill House
151 Worcester Road
W. Hagley
Stourieridge
W Mid lands
0562 885456

Stroud
The Model Shop
22 High Skeet
Stroud
Glos.
04536 5920

Whitley Boy
Video & Home Computers
Centre
3 Roxburgh House
Park Avenue
Whitley Bay
Tyne & Weor
0632 534725

W O lv e r h a m p t o n
Wolverhampton Computer
Centre
17.19 Lichfield Street
Wolverhampton WV1 lEA
0902 29907

Worthing
Worthing Computer Centre
32 Liverpool Road
Worthing
W. Sussex

CHECK WITH YOUR LOCAL DEALER FOR SPECIAL BARGAINS AND NEW PRODUCT RELEASES
(Ali products  normally  in stock but to prevent a wasted iourney phone your local dealer tirst before calling.  All prices inclusive of VAT)

Surbiton
Compulasolve Ltd
8 Central Parade
St. Marks Hill
Surbiton
Surrey
01 390 5135
Taunton
Sinewave Computer Services
Corporat ion Street
Taunton
Devon
0823 57526

Tewkesbury
Sabre Consultants Ltd
103 High Street
Tewkesbury
Glouces ter
0684 298866
Truro
Truro Micro Ltd
Unit 1 Bridge House
New Bridge Street
Truro
Cornwall
0872 40343

Uxbr idge
J.K.L. Computers
7 Windsor Street
UxbridgeMiddlesex UB8 1AB
0895 51815

Well ing
North Kent Computer Centre
5 2
,
5 4  
B
e
l
i
g
r
o
v
e  
R
o
a
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Welling
Bed ley
Kent DA16 3DY
01-301 2677

For your nearest European
Dealer telephone Belgium or
Holland
Solglum
Micro Management
BelgiumBallaerstraat 75
2018 Antwerp
Belgium
03-238 9284
Holland
Micro Management
Nedertands
Road Huisstraot 98 2406
An Alphen-aan-den-riin
01720 — 72580
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LAUNCH

(Screen1)

ENTRY

(Screen 3)

LASER CYCLE

APPROACH

s .  me mo  a on M . =

LAZE R CYCLE
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,
pause facility, demo mode.
BBC Model B - MSS!

HOW R  ,
To purchase any of the items above, simply till in the coupon below
with your requirements Make cheque/P.O. 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.

OVERSEAS OIIbERS
Please add E1.00 per game ordered_

Sgstem 3 Software
10 MARSHALSEA ROAD. LONEKIN. SE11HL

...Earth is threatened by an Empire Deathstar, can you penetrate its
defences and destroy it before it destroys you?

52K of pure machine code to give you 12 screens of 3D graphics, super
smooth 3D animation, unbelievable sound effects music, 4 skill levels

and hiscore table ..th i s 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 E9.991

*  FIRST 1000 ORDERS
RECEIVE 20% OFF

NEXT PURCHASE! *

COLONY 7

(Screen 6)

INTERCEPT MISSILES

VICTORY

COLONY 7
Colony 7 fast furious 3D action, as you

defend your colony's food stocks from the
space pirates! The only game to use graphics

9. Unbelievable 3D landscape!
ATARI 400/800/XL - E9.95

DURANIUM BARRIERS

(Screen 12 )
CAN YOU REACH I

* Dealer inquiries
call (01)908 0238

* Ex por t  Inquiries 111111k

e r4
,
_ -

s e l e c t e d  t i t l e s
available at Boots
and all good stores.

Post to:  SYSTEM 3 SOFTWARE,  10 MARSHALSEA ROAD, LOIN

Please send me the following items:

(No Req.) . . . .  ( N o .  Req.)
COLONY 7

(at 0. 95 - FOR ATARI)

Name
Address

(No. Peg.) D E A T H S T A R  INTERCEPTOR
(at E9.99 -COMMODORE 64)

Tel (DAY) T e l  (EVE)

LAZER CYC
(at E8 95 - BBC Model

00h



ER CYCLE
Model B)

GOAD YOUR CODE — Cont inued from page 70

ligent — and much more 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 t h e  fa cto rs i n  a  1 0 0 K
program.

So? The point is, the home
co mp u t e r p r o g r a m m i n g
market isbig enough for origi-
nal product authors, the 'One
Man Band peop le  wh o  can
get good product out quickly,
but who  have to  be genius-
types; and the lessonginal but
still e f fi c ie n t  p ro g ra mme rs
who can be integrated into a
team structure , , leaving th e
difficult new ideas to creative
person with in  the group. The
market w i l l  rap id ly squeeze
out the 100-line Basic games
and o th e r so rt s  o f  rushed
garbage.

One th ing  i s  certa in. th e
Mega-programs of tomorrow
won't j u s t  b e  text .  S o me -
where along the line someone
will wa n t  t o  p u t  tha t  h a lf -
megabyte of memory to good
use co n t ro l l in g  g ra p h ics :
moving graphics. And if  you
want a job in the games pro-
gramming side of things, you
had better know how.

That said, you st ill have to
start so me wh e re .  No •  one
starts off knowing Assembly
Code ,  a lmo st  everybody
starts w i t h  Basic. Learn ing
Assembly Code is  a  kind  o f
'First Gre a t  Test ' ,  l i ke  t h e
Spartans le a vin g  n e wb o rn
babies on  a  h illside  fo r the
night, the  idea being i f  you
make it through that, you can
make it  through anything. I f
you le a rn  i t  fl u e n t ly  a n d
become conversant with  the
way compu te rs a re  s t ru c -
tured, t h e n  ch a n ce s  a r e
you've enough determination
to b e  a  g o o d  g a m e s
programmer.

You'll need that degree o f
determination or stubborness
because only around 30  per
cent of the time spent making
a game is actually writing the
code: the rest is debugg ing the
accursed chunk you've just
typed in  T h i s  (no t  su rp ris-
ingly) c a n  g e t  ve ry ,  v e r y
boring. A  good idea is to see
the bug as a battle against you
and the computer. and maybe
to gel a litt le  angry, because
you are going to  need adre-
nalin to keep you going at two
in the  morn ing .  Th is  wa y,
when yo u  fi n a lly  su ss t h e
error, you've a small victory;

something to feel good about
while  yo u  d o  th e  next  b it .
Without these little moments
of in fan t ile  excitment, p ro -
g ramming  w o u l d  ra p id l y
degenera te  i n t o  t e d io u s
monotony.

However, use o f  th is trick
has i t s  u n fo rtu n a te  s id e .
because after a wh ile  some
programmers become so fu ll
of th e ir petty achievements
against the machine they are
of little use to anything but the
computer! This type of person
won't listen to any criticism be
it constructive or otherwise, a
dangerous position to be in.

The moral of the story is —
don't t re a t  people l ike  p ro -
grams — they don't like it.

I wish this wasn't true, but it
is: the one biggest thing that
goes towards making a game
really successful is the adver-
tising. There it  is. I f  you are
after the real money and fame
stick to  the  big boys. I f  you
want to be able to recognise
your own ga me from its adver-
tisements then don't.

Coder
THIS SERIES i s  g o in g  t o
assume you are already profi-
cient at assembly code on the
BBC mic ro ,  b u t  a re  o ve r-
whelmed b y the  thought o f
applying you r knowledge to
much mo re  than  fi lling  the
screen wi t h  stars etc. (Yes,
we've all been there, I think!)

I considered every line  o f
code I write  with  an explana-
tion, but this will bore most of
you to distraction and proba-
bly confuse the rest. To this

PARTS LIST:

2x 20-way IOC sockets
1 metre of 20-way ribbon cable

end, if you see something in a
program y o u  d o n ' t  u n d e r-
stand, type it  in , see what it
does, and t ry  find out what
each instruction in  the pro-
gram does towards what the
whole thing achieves. I f  th is
fails, write  me a letter.

Right: t o  business,  T h e
single most important routine
in your mega-game is going to
be the shape generator rou-
tine, s in ce  t h e  shapes a re
what everybody is looking at!

Think about i t  e v e r y
arcade game you've ever seen
can b e  boiled d o wn  in to  a
number of 'shapes' moving on
the screen and th ings hap-
pening wh e n  t h e y  co llide .

-
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90REM O R I C  DOWNLOADER CRE ATOR
1 0 0 D A T A l 2 0 , 1 6 9 , 0 , 1 4 1 ,
3
,
3
,
1 6 9 , 2 4 7 , 1 4 1 , 2

, 3 0 6 9 , 2 2 1 , 1 4 1 , 1 2 , 3 0
6 2
,
0
,
1 8 9 , 1 1 2

1 1 0 D A T A 1 5 1 , 1 5 7 , 1 2 8 , 1 8 7 ,
2 3 2
,
2 0 1 , 4 8 , 2 0 8 ,

2 4 5 , 3 2 , 9 1 , 1 5 1 , 2 0 1 , 1 , 2
4 0
,
4 8
,
3 2 , 9 1 , 1 5 1

1 2 0 D A T A 1 3 3 , 2 , 3 2 , 9 1 , 1 5
1
,
1 3 3
,
3 , 3 2 , 9 1 , 1 5 1

0 3 3 , 4 , 3 2 , 9 1 , 1 5 1 , 1
3 3
,
5
,
2 3 8 , 1 5 2 , 1 8 7

1 3 0 D A T A 3 2 , 9 1 , 1 5 1 , 1 4 5 ,
2
,
2 3 0
,
2 , 2 0 8 , 2 , 2 3 0

3 , 1 6 5 , 2 , 1 9 7 , 4 , 2 0 8 ,
2 3 9
,
1 6 5 , 3 , 1 9 7 , 5

1 4 0 D A T A 2 0 8 , 2 3 3 , 2 4 0 , 2 0 1 , 1
6 9
,
2 5 5 , 1 4 1 , 3 , 3

, 8 8 , 9 6 , 1 6 9 , 1 7 5 , 1 4 1 ,
0
,
3
0
6 9 , 1 9 1 , 1 4 1

1 5 0 D A T A 0 , 3 , 1 6 9 , 2 , 4 4 , 1 3 ,
3
,
2 4 0 , 2 5 1 , 1 7 3 , 1

, 3 , 9 6 , 6 8 , 1 1 1 , 1 1 9 , 1
1 0
,
1 0 8
,
1 1 1 , 9 7 , 1 0 0

1 6 0 D A T A 1 0 5 , 1 1 0 , 1 0 3 , 3 2 , 6
7
,
1 1 1 , 1 0 0 , 1 0 1 , 3

2 , 6 6 , 1 0 8 , 1 1 1 , 9 9 , 1 0
7
,
5 8
,
3 2 , 4 8

1 7 0 2 = 0 : F 0 R T 0 T O S E I 8 I R E A D A : P O K E #
9 7 0 0 4 - T , A:1 = Z I -A:NE X T
1 BO I F Z < > 1 4 6 6 6 T HE NP RI NT " E r r o r  i n  d a t a  s

t a t e m e n t s "

Sure, there  are  other rules,
like the movement patterns of
each shape which go to make
each game unique.

So, i t ' s  important t o  g e t
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.

Next month I 'll be present-
ing two meta-shape creation
utilities Both run on the RC.

I,FI G4 . Programt o createt heO RI C/ A TMO S
downloader at 819700

one creating Mshapes to work
on the BBC itself and theother
creating Mshapes tha t  w i l l
work on the Oric. There'll also
be the  fi rst  piece o f  source
code f o r  ' s p ra y in g '  a n y
Mshape a n ywh e re  o n  t h e
BBC or Oric screen, really fast
There'll also be the secret of
' smo o th -mo o v '  g r a p h i c s
revealed and the fi rst part of
t h e  e x a m p l e  g a m e ,
Mae/se-Dm
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with joystick
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Abbex Electronics 94
Activision 2
Addictive Games 91
AGE Hardware 71
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Atari 16/17
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More than fun and games!
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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

is included with an illustrated introductory
book, featuring the Mr.
Men. For ages 4 to 8
years. Available now on
cassette for the BBC B
Spectrum 48K and
Electron E8.95.

robot-making machine. With a
learning mode and a testing
mode, Robot Tables is a fun way

by Wicigt Softwa re
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to test mental arithmetic and nimble
fingers.

In Sum Vaders alien robots invade the
earth. Only quick thinking and fast reactions
can prevent them. 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 adult,

Robot Tables challenges the young
player to make a series of perfect robots.

Knowing your multiplication
tables is the key to controlling the

for early learners,
and more ad-
vanced children,
to master an
important and
often neglected
skill,

Available now on cassette for the
Spectrum 48K, Commodore 64. BBC B
and Electron E6.95 SAR

ECAT
by Andromeaa Soflware

eet Caesar, a cheeky young cat on
duty in a well-stocked larder. He's
kept busy chasing a gang of hungry

mice eating the family's food. Playing against
the clock, you guide Caesar along crowded
shelves to pounce on the mice.

A fast, colourful, all-action, arcade-style
game with catchy music and a best-score
record. Challenging for high-scoring arcade
addicts as well as great fun to play for the
novice. Available on cassette for the

Commodore 64 E8.95. •  NOW
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SOFTWARE FOR ALL THE FAMILY
To MIRRORSOFT PO Box 50. Bromley.
Kent BR2 9TT I  enciose a ctiequeiP0 or C m a d e  payable O r  please debit my ACCESSABARCLAYCAFIO tor the sum at EPlease send me the tollcming mnter t o  ' Readers' Account: Mirror Group Newspapers Ltd".
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Sometimes even
the best of friends

need something
new to say

to each other...

oo I want
To get that excited feeling back again.
Lots more software. But I can't afford it all the time.
Lots of new programs. I know all mine backwards.
To swap notes with other people who love computers.
To know more about computers. And to use what I know.
Most of all I want my computer to do more!
and I don't want
To have a lot of hassle.
Or spend a fortune.
Or have to tramp for miles to find it a l l . "

Prestel" and the Prestel symbol are trademarks of British Telecommsusleations.



You get
An amazing new world of fun and learning.
A system that puts more muscle into many
popular makes of micro.
Dozens of free computer programs and scores
of exclusive software bargains. Through your
own 'phone line. A whole sophisticated 2-way
communication system. Prester—the world's
biggest viewdata system, under your control.

and you don't have to
spend a fortune to get it all now.

London EC1R 3AD Tel: 01-278 3143.

E
would like full details on Micronet 800.

Name
Make/Model of Micro
Address_

Telephone
MICRONET 800, Scriptor Court. 155 Farring don Road.
London EC•IR 3AD Tel: 01-278 3141

_  B  K 5_1

M I  e t
MICRONET 800, Scriptor Court, 155 Farringdon Road, B o o

It's enough to blow the mind of any micro
•  One of the many faces on Prestel



Now you too can have the benefit of drawing your own applications by the simple use
of our NEW ZX Spectrum version of Gralpadl

THE GRAPPAD comes complete with Cassette
Programme, Special Keyboarq, Overlay, Plug, Light Pen
and, of course, a comprehensive manual full of tips and

instructions a l l  at the usual r i  a l i t y  expected from
RrrisH MICRO!

Oly. item x  VAT Inc VAT Total
ralpad CoG m p l e t e  r

2 5 . 0 0
0
3

C14 7 5 I

STARTING UP is
Connect the

rat s w i t c h  on your
trum and connect

the cassette player, type
"LOAD" and press

ENTER, then start the
cassette player, place
the keyboard overlay,

and by the time you are
ready, the ' 'MENU" will

flash 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 wilt
mprove your skills and give

•rou endless hours of
excitement!

4cri
adiElk

. 1 1 1 1
1
1 1
P
MI K
N o k

W i t

A HEGOTRON GROUP COMPANY
Unit 02, Penfold Works,
Impenal Way, Watford, HE RTS WD2 4YY
TEL: (0923)48222. TELEX; 945024

*  INQUIRE ABOUT BBC VERSION.

*  Dealer inquiries welcomed
*  Special discounts to educational

authorities & government
departments

*  Export inquiries invited

BRITISH MICRO
11
1
1

NIL  1 1

OW TO ORDER
BY TELEPHONE: (0923)48222
:I you are an Arr eric:an L,rpruNr.
Barclaycard, Oiner8 Club or Access Card
Holder simply telepbone us giving your
Card No_ Name, Address and aern(s)
required and your order will be
despatched within 48 hours!

Post to: BRITISH MICRO. UNIT 02, PENFOLD WORKS, I MPEPI1L
WAY WATFORD, HERTS. WD2 4YY,

.lease send me. GRAFPAD tor SINCLAIR SPECTRUM
0  BBC MODEL B J  CO M MODORE 64

It you require details of the above
versions please tick.

Postage, Packing  & Insurance
I enclose my cheque for /PO. E  T O T A L
I prefer to pay with my American Express, Barclaycard, Diners Cla.
Access Card.
(Please delete whichever is not applicable)
Card NO
Signature
Name
Address

• • .................. •

1 A dd res s  above must be the same as Card Holder

BY POST:
Simply fill in the coupon enclosyc
cheque/PO. made payable to
- 8MICRO or use the special secbce
Credit Card Holders and post re lit
address belowOVERSEAS ORDERS:
Please add El 0 per item ordered.

•••• ..............

E5 GO

• • = M ,
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FootballGame
Football Manager
Designed by Kevin Toms

Some of the features  of the game:
*  Matc hes  in 3D graphics
*  Transfer market *  Promotion and
relegat ion *  EA. Cup matches  *
Injury problems  *  Full league
tables  *  Four Divisions
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*  Pick your own team
for eac h match. *  As
many  seasons as you
like *  Manager ia l
rating *  7 skill levels
*  Save game fac ility .

ZX81 Char t
Hom e C OM p u tn g  Week tv

i 8  83 a n d  1 11 8 3

)erver ll For s genl srocia $4
,
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your heoeed notepaper  direct to
Out acldress

4
1
1
M
E
l
t

ATARI • COMMODORE 64
SPECTRUM • VIC 20

DRAGON • MEMOTECH
BBC • SORD M5 • ORIC

EPSON • SANYO • WREN
PLUS A WIDE RANCE OF

SOFTWARE. BOOKS & PERIPHERALS
ALL NOW AVAILABLE AT OUR

NEW STORE AT

71 EAST ST.
9 
B R I G H
T O N
SOFTWARE ALSO AVAILABLE AT OUR

71 EAST  ST B R A N C H
TEL.: 7 2 8  6 8 1

91

NEW
FOR THE CBM6 4

NEW
FOR THE CBM64

THE SPLAT CHALLENGE FOR THE CO MMO DO RE  64
E6 50

INCENTIVt )

TI

INCENTIVE SOFTWARE, 54 LONDON ST
READING RG1 4S0 ( 0 7 3 4  591678

lc,
A NEW EXPERIENCE IN GETTING RICH?'

INCENTIVE SOFTWARE LTD. 54 omkut  Street
Ittearbrig R (i I 4 S0  R e a d m g  I07341591678

THE SPLAT
CHALLENGE

48K SPECTRUM £550
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PLUS Over 700 Educational programs are •
covered as well.
Its the only guide to software programs for
the eight top Micros.
BBC- COMMODORE 64 • DRAGON • VIC 20. ORIC
ATARI 400/800 - SPECTRUM • DOM
Don't miss out on the wide choice.. GET

•

•
•

User Guido to Microcomputer SoftwaresoFrivage
INDEX 1984N92-E1•50

i r e !
?

In your
Newsagents

NOW

GAMES GAMES
GAMES!!
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.
Its packed full with GAMES Software—what
the games are and where to buy them.

DEALER ENQUIRIES
PHONE
(0438)
316561

3 MAGICAL GAMES FOR THE M

CRAZY CAVEMAN Jo u rn e y bac', to prenestonc
times I A tribe of cave dwellers sends out a hunting
party. but the men are scattered when they 43 e
ambushed by a huge sabre-toothed tegere You are
one o f  these hunters: a  tong way from shelter, you
begen t h e  hazardous trek home On  the way there are
many dangers, I-ke ROLLING ROCKS, DINOSAURS.
0 0 0 0 S AND PREHISTORIC BIRDS. E 6 . 5 0

S O F T W A R E

PI XI E P E T E  -  Deep d e vp  doem underground.
PIXIE PETE the pot -holer isdiggwq tor his sonmzat
You control this dauntless pixie. and must help h a l
deg hes own maze to escape from DESMOND THE
DRAGON for as long as Mssittle, but if  he comes
range qu ickly engage your HYDROLIC RAM PUMP
to blow hem up I f  you manage to destroy DESMOND
he will relurn to haunt you as GORGO THE GHOST
who causes marry probefems fOr PETE E 6
.
9 5

NEW RELEASE
for the 64!
ORANGE
SQUASH

BLUE MOON - You are the pilot o l an entergalacbc
spacecraft Yo u r M in iOri is to rescue a sester•ship
and her crew who are trapped on a hosaiie planet ano
to return with  them to the safety of the Blue Moon
However. ioiemeyeng across the vastness of space
there a le  many hazards to negotiate, such as the
deadly BLUE BOUNCERS, COMETS, BELL BIRDS.
M O O S  and TEMPO ALIENS E 6 . 5 0

Top prices paid for quality COMMODORE 64 programs
Games avai l abl e from all good computer  shops or direct from Merl in Softwar e at the address below.

ME RLI N SOFTWARE,  BUSI NESS AND TECHNOLOGY CENTRE,  BESSEMER DRIVE,  STEVENAGE,  HERTS.  SG1 2DX
TELEPHONE (0438) 316561

(L9
2)



At R&R we 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.
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DEALER ENQUIRIES WELCOME
R&R Software Ltd.
5 Russell Street, Gloucester GL1 1NE
Tel (0452) 502819

CALLING ALL PROGRAMMERS

for evaluation - NOW
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 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 lima The graphics are really excellent, well drawn and —
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. " C r a s h  Micro" —

An amazing piece of programming, a great program. A year ago we would not have believed it was possible to do this. —"Software Supermarket —

Available at WM. Smiths
Mail order and trade enquiries to:

Fantastic caw 64
Flight Simulation

A fabulous a nd realistic
flight simulation pecked with
hazards a nd  detai l  2 0
cOherent analog and digitai
controls reviewed by  a
professional pilot as 'it m y
enjoyable and challenging
diwiirsion which we test The
skiii o f  pi lots o f  a ny
standard. I  unhesitatingly
recommend this game to
Emma

The onl y  review s a i d
"Speech i s  effective and
must be ar the limit of spec-
trum capabetes graphics
We excellent and animation
superb- A  combination of
graphics. adventure maze
and chase games makes
This an unusual, fascinating
and addictive program
which MtiSt rank among the
spectrum classics.
lathre for mow)
,Graphics
Overall store

100%
100%
100%
RCN.

Home Computing Kooky



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.

Tm r sr r  LTD -  The Speclahsts

Naturally, everything we ye written tor
the 64 is evadable on either cassette or
disk
Selected titles available from
W H Smith, Boots. Menzies and all good
computer stoles
Mellor distributors include
Microdealer UK, Webers .  Centresoll
and P.0 S
All games are the exclusive copyrlght of
raskset l,imited. Al) rights are reserved
Be warned, Infringement of Those rpghtsan offence.
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We re only writ ing games, and were only writ ing for the 64. Rely on us to bring you the greatest games.the greatest concepts and the greatest value.

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 'ern. Pete trusts
Fred to defend him against the six-legged
Venusian pipe spiders and the hard case lobster
while he knocks out the plugs and restores the
flow. Full accompanying music and effects,
options and hi•score table.

JAMMIN•
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,
grab an instrument and jDill the band.

COSMIC CONVOY
just surviving is not good enough in this giant convoy. Control
three fighters at once, to defend the huge transporters as they ply
between the planets Only  those transports reaching planettall will
gain ga:actic credits, and no-one expects prommen for losing the

cassette
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See you at the P. C. G. SHOW
where else? stand 42

All available now on cassette or disk,

,

vitietry etx

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.

PIPTAUr

M
i
n
o
t

(,4

entire fleet. Which freighters must be sacrificed to get most cargo
to the next planet. Full sound options and hi-score table completethe arcade package.

E6.90
each e a c hE9.99

disk

THE MI6 STOPPIERE/



Two great gamesOD one tax

1

D E F U S I O N  Time is running out y o u  are onlyseconds 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

trapped. In the direst
emergency it is possible to

make a new path, but that
will take the one thing
you haven't got t i m e !
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What's slimy and nasty and
ties itself a n d  you
in knots?
You control the worm as it
grows and grows, relentlessly
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
your own path. But watch out
for the Bluebottles. You must
eat one to avoid crushing
yourself to death

NOW AVAILABLE D O U B L E S I O E HFROM YOUR MAIN

48K SPECTRUM O l E t e l
SOFTWARE RETAILER.
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AGALACTIC LLAMAS BATTLE AT
'THE EDGE OF TIME
A feet and Original oerna tor the unexpended VIC Challenging
and malteds w* , i t h  Mgood SOCSn d  a a unique game action and
itleogn, this promises to be the nwst exciting new 3 EX, VIC
game •

d packing

,,t
t
o

did HELL GATE
0  A " R I  HE LL GATE on the 84 Is certainly Poe REVENGE or

HOVER BOWER. being the VIC 20 code tweaked
in run on this system Heartiver we ate offering it el
a heroine. once to thoae who hke an unusual shoot
em-up fens oil Grwrisrmer and Matrix should wow
themselves and the game is challengng i tooth
Available for Comm-rah:lore 84 M O O  and VIC- 20 EG•

R ZONE 1 1
0 1 *e Later Zone -  an utterly NEW totally

masterplete of Video games design
n to control Ono spaceships at Onee. feel
EXHILARATION es, IOW keno hours ot

practice, you ithrensl the twit Shiba an that they
ixaction as a eni0Olb C O
-
o p t e r W e e  
t t e r n i  
F e e l

the raw POWER ne vou lunOlungel e t the electro
on and BLAST your enemies into expanding

sot SPACE JUNK it Feel the humiliation ss
armed BLAST slams ado the sale ol

remaining shicill Elk expansion required
•  her Cormovidane 84 E 7 .50  ant* VIC 2 0  Cla

4
4
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Finally true arcade quality on the
unexpended VIC
, S h o a t  
d o w n  
t h e

segmented GROIN  invading the grid
Beware of the code and rappers' The
awesome speed_ sound, and graphite
gVnee yQU the bon Mast available roe
kinexpanded VIC M ailablefr a  VIC-213
m o o  CommodOrt A l e n
4004%) E7.50

THE HOTTEST GAMES
FROM LLAMASOFT

LLAMASOF1 GAMES
LASKY S AND MANY WINER N

MATRIX
Jeff Min t ater has k e n  Gridirunrea -  th t r ie game a l
Wooed bestseller charts in USA and UK -  oral
created an awesome sequel.
Graphically Superb, It tee the . multiple screens tww
aliens and attack waves mystery bonuses, renevede
numerical., deflects fields diagonal tracking
Countdown/panic phase and much, much more
Packed into 20 mind- tapping slimis and

b y incredelthe wakebK mowed
Bet

REVENGE OF
MUTANT CAM
At last the long awaited
The Mutant Camels is available You era
Cantniting a ninety tool high, flaunt:mum
shielded l o w  welting death camel, leading

rebelhon egainst your evil Zweelan
Overlords the  gem, he a th.  beautiful
Smooth scrolling orsohica and no less Than
.
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 tn video aster*  The challenge ot
play will Iasi for mOntha es you bottle to sae
what a on th s t  e ne wawa.

and VIC-20 E 6.

'neon• ela h a m l e t s  beers
90 foot shi i n g  death climate
Can yOu Fly Manciotwf o v e r  the mountei

,destroy the Carnal. before thew
the burner I l  m u  alou must whatend withenno laser f
Alan UFOsi r estretches over 1(5 screen lengths end

• s c a nne r  1,i2 player actions and
unhelith P l a y  this genie and you'll never be able to

a too agein without getting en achy tr iggst finger! Awesome
ealbel Aveikible tot Corrunoclon) 64 0 ,5 0 1 .

HOVER BOWER
lltotally original arcade game tor C84 featuring outsteinoing sesobect end a
sound hack cr t w  a protests R i t m o  Woa d. Gordon Bonnet has

borrowed his neigNiour's
Air arto lanwireeetter M ow
yo u r Yeey t h ro n e  as
many of M a le  ta w .  as r
you can before the
pUreingnog ne ighbour

itettlirret his mower S at
your dog Onto the
neighbour to help you ous
oh tight wcas end don't
annoy the gardener Try
not to plough through Me
neat flower Wieser
Overheat your mower I

Awesome Games Softw
M a lw At  4 I N SEL I M PI Elm 'Po r it ra t a b -
- -
g irm a rd
i

49 MOUNT PLEASANT,
TADLEY, HANTS. RG26 6BN.

TELEPHONE: TADLEY I07356) 4478
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That's right, even the pirates will be dropping their duplicators to avenge

with excalibur in CaveIon, to join in the swinging fun with Hunchback, to attack with Android Two, jump for
their lives with Pogo, spin themselves dtzzy 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.
°melon C o m m . 6 4  6-90 Spectrum 5-90
Hunchback Spectr um,  Comm.64, Chic 6-90
Android Two C o m m o d o r e  &I 6-90
Pogo S p e c t r u m  5-90

s n

1000011 Chinese Juggler Spectrum 5-90 Comm,611 6-90
Eskimo Eddie S p e c t r u m  5-90
Mr. Wimpy B B C ,  Comm.6
1
1,  O r a
-  6 - 9 0

Spectmm 5-90
Ocean Software is available from selected branches of WOOL WORTH ,
i.tt I I  ! M I  I  A P .  
w h o  M e n z i e s .  
L A S K Y &  
R u m b e l o w s .

Spectrum Shops and all good software dealers trade enquirtes phone Ohl 812 70419
Ocean Software • Ralli Building • Stanley Street • Manchester M3 SFD • Tel: 061 832 9143


