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Spiders of Mars, Outworld and Cloudburst - three classic cartridge

; 8 K, Sp; 0 Cy,
games - now available on cassette! Bonzo and Kaktus, both bestsellers, Ohzq ey Sh; Pigle, Uty Oy
are now joined by the latest crazy mazey game - Shifty! From all major E?-Q,s 5‘29;3 Eq;g]’ w*"'ﬂ;—? Es‘gu"fnf 53‘1;5&”’*?
software shops everywhere. '55.95 5

These incredible games cassettes all require 8K minimum RAM
expansion. All prices include VAT andP. & F.

WRITE OR PHONE FOR FREE COLOUR CATALOGUES,
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Audiogenic, PO Box 88, Reading, Berks, England. Tel: (0734) 664646.
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HUMNT THE RAIDER for ATARI e A panoramic feel to armoured
= il warfare. There's never been
anything like it.

Pate Shelley reviews Music Progs
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Atari B00XL Review

A Big Hi To The Wonder Chip
Goad Your Code
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Say No To Your Neighbourhood
Tapeworm

Modern Living Special MODEM LIVING (page 48] is
Art For Alrtar's Sake ; e, here! Get wired up!

On-line Mews
Clasgic Games Of Our Time

Zip Code
Arcade Alley
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Win A Battlezone Arcade . . .. .

PETE SHELLEY {right) is the former
leader of the New Wave Romantics
The Buzzcocks — and probably the
maost computered-up of all pop
stars. Read his review of
computing music-writing progs on
page 66.

FRONT COVER: Global
Handshake by Ron Embleton
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NOW AT LAST!

Yes at last those
fantastic top selling games
for the Dragon are now available for
your Commodore 64. Avoid those Marauding
Moronians in “Cuthbert Goes Walkabout”. Fight for
- survival in “Cuthbert in the Jungle”or plunder the Moronians
planet in “Cuthbert in Space”. These great games are a “must”
for your software collection.

CASSETTE £8 EACH DISK £9.95 EACH

Mail Order Sales from ; ' e Dealers Contact

Microdeal Mail Order 41 Truro Rd, : %
St. Austell Comwall PL25 5JE 2@l M CROD L L T DU TION

Credit Card Sales Eﬁln D AT s or WEBSTERS SOFTWARE
Phone 0726 3456 . L CuaiXice — . 0483 62222

EAL

Selected Minrudeal Titles available from computer dealers nationwide or from larger branches of

4 John Menzies [Cas
Stores




CENSORSHIP:

AreYou Ready For !
Software Nasties?

SOFTWARE AUTHORS may
soon have to submit their
progs to scrutiny by an Offi
cial Censor — if a Parliamen-
tary Bill goes through as
expected next month.

This is happening because of
provisions in MP Graham
Bright's Video Recordings Bill,
designed to deal with so-called
Video MNasties, Bright's Bill
makes no distinction whatever
between computer programs and
movies on video

“I incorporated the software
clauses inthe Bill,” hetold BIG K,
“as a result of some obscene
videos imported by a Clacton
company last year.” Reminded
that the said videogames ware
never actually prosecuted for
chscenity and that they had
been cleared by HM Customs —
he said. "That's as may be. Just
don’t let anybody else try itallthe
samel”’

The Tory MP was also appar-
ently unaware that computer
programs can be transmitted in

| _tﬁﬁﬁfﬁ“ﬂﬁ?ﬂ |
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written form ("'l have to look
inte this™'), but reluctantly
conceded that his Bill has made
no provision for this at all.

So, if you've a penchant for
writing naughty software, pass it
along as a BASIC listing. BIG K
fancies that some interesting
legal arguments might present
themselves were a program list-
ing — itself containing no actual
obscenities — to be prosecuted
for Filth. In the meantime, we're
looking forward to seeing the
Censor spending his days
tapping in all those listing (in
Commodore BASIC?) the
mischievous might submit for
“approval” when the Bright Bill
becomes the Gloom Act. Be a
way of stitching up the system,
wouldn't it?

A further disturbing note: the
Video Recordings Bill treats Sex
and Violence as equally to be
deplored. What about the viol-
ence involved in offing lots of little
green men in spaceships? Will
that apply? We'll keep you posted

What's the Password Brothers?

HACKERS WITH line-busting
skills may soon find themselves
being approached by shady-
looking types in pinstripe trous-
ers offering sums of money in
exchange for their talents. This
is because as of August 1 the
Labour Party is renting itself a
piece of Micronet with a view to
using the database’s facilities to
communicate between various
party HQ's.

“We're alot more with-it than
the other parties,” claimed a
Labour Party HQ spokesperson.
“They would say that,w ouldn’t
they?"" scoffed an SDP-Liberal
lady., who went on to confess
that although the Alliance
would dearly like to try some-
thing of the same sort, the lack

rig’

COMputer

of centralisation might hamper
things.

Over at Smith Square the
Tories are already moderately
computered-up, with a main-
frame or two handling pinstripe
data on a secure landline. No
opportunities here for a little
constructive sabotage.

The piece of Micronet the
Brothers have rented is, of
course, locked and secure. Sure
it is. Meanwhile Labour have no
fears that Tory hackers will bust
into BrotherNet (or whatever
it's called) and lay a few eggs or
acquire interesting data (all of
which would be illegal under
new Tory proposals which have
Labour backing].

“The Tories haven'tgot anyb-

— e

ody clever enough to do that™
scoffed the Labour man. Prob-
ably true. But they've got
money, haven't thay?

USE YOUR IMAGINATION. ...
... and think up some
network names that
the political parties
might adopt if they were
all to go on-net. NO
POLITICAL PARTY
EXCLUDED! (But don't
go over the top — keep
it printable.)

CASH FOR THE BEST —
THE BIN FOR THE REST!

MORE NEWS PAGE 6

MERSEY BEAT: Imagine Software have the highest profile of any successful games
company in the UK. They also operate from the country’s most notoriously derelict

IN NEXT MONTH'S BIGK . . .

metropolis. We check out their style.

CONFESSIONS OF ACOMPUTER SNOB: Unrepentant prose from a loathsome elitist.

KEEP OUT! A watertight security prog for your Beeb.

Type-in games progs/Arcade Alley/News/Reviews/and much, much more.

BIG K. PLACE YOUR ORDER NOW. USE FORCE IF NECESSARY

(3)
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At R&Rwe believe
that value comes first,

and we make it our business
to ensure that we provide good
quality programs at realistic prices. ..

tor 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.

TITANIC

The Adventure Begins
[Far 4BK Spectrum Only
f tha VAKWC, Loopse the susker
| b el
T FAMILY

v and FREE Pop A

wnrf7.95

CHOPPER X-1

\Fer any 2% Specinam)
Yo camemand the Spacvum Chipger §-1 Genstap
Viear sis50n i5 fo reped iwading 4L and save the
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{Fv amg 73 Speginam)

Erjiry & game of goil i the comio of wour own homa
With |he chome of 3 9 o7 16 hoe pourse Ihe
challenge of Fairway . Rowgh Trees, Bunkers . Walg
& Green. Displays ar o reslidlic coow graphics
wih [l ceee cards Mo ben gamas: ane adim!

wie £3.75

GNASHER
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e 0f I DFigma

\pund o Larger o
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DEALER ENQUIRIES WELCOME

R&R Software Ltd.

5 Russell Street, Gloucester GL1 1NE.

Tel (0452) 502819

Starship and yurdsll’ Excellan)

T Edg

OTHER COMPUTERS?
Send S AE for a full list of qur
growng range of sottware
available tor ZX81 and now
ORIC-1Computers

§) CALLING ALL PROGRAMMERS . ..

VUWANTED Mew, Quality Software,
Send us your latest Program
for evaluation — NOW,

AVAILABLE FROM LEADING DEALERS NATIONWIDE

()
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CAN YOU BEAT OUR
GREAT GAMES

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

MORE THAN GAMES. ..

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

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

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

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




The lll-fated Vectr

Those Vanishing
Videogames

VECTREX |

GOES EX |

|-INTELLIVISION

THE VECTREX video game system is no more — it has bit
One. gone to that Great Arcade In The Sky.

Launched in the UK barely a vear ago, the unigue, self-contained
system (the only game system to use vector-scan graphics) came
late to a video game market dlready under heavy siege from the
snowballing computer phenomenon, Although computer-upgrade
add-ons were promised from its launch most of these never
appeared and Vectrex remained exclusively a games system. lroni
cally, the only move away from the games scene came earlier this
Year with the appearance of the Vectrex Light Pen, A case of too

little too late,

In America, Vectrex parent company Milton Bradley has stopped

production of the system and is dumping redundant stock at low
however, promised to continue SErVIcing units

prices, It has,
already sold.

As of going to press BIG K could get no concrete information aut

of MB's British operation. Vectrex S
that the system had been discontinued in the

- "We're reviewing our marketing

would only confirm
US but as far as MB UK goes

strategy”’ was all he'd say.

John Arundel of The Silica Shop, one of the first Vectrex outlets
In the country, was sorry to see the system go. "It's a shame it didnit
take off.” he said. "But itcame in at toohigha price” (around £149)
“and the market had already been est
Atari’s VCS at below the £100 mark "

So the videogame field is now left to the old, established, still-
selling Atari 2600, the add-ons-for-everything ColecoVision and

ps G7000 Videopac.
off this list is Intellivision. Supposedly ‘dead’
K 1), latest reports from America now indicate that

the is-it-alive-or-is-it-dead Phili

Deliberately lefi
(On-Line. BIG
the corpse is still thrashing

Mattel have sold the Intellivision part of the company off ta the
managers who used to run it. It remains to be sean if they will be

able to make a go of it or not.

I ]
IFFY ]
lenthe Big

ales Manager John Garner
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FACEIT,
YOU'RE ALL
WIMPS

HOW MANY manufacturers have
not spent somnambulent nights
searching for that essence of
thrill-power that makes a game
shift from the shelves like Kaolin
tablets after a night on the
Vindaloo?

And how many sociologists
have not felt compelled to let fall
the cdd treatise on how vicarious
video violence may be linked with
a rising crime rate? Cornish soft-
ware company Microdeal have
tried 1o grasp this walnut of life
they have had the brilliant idea of
asking games fans themselves
what motivates their interest

Microdeal distributed 2.000
questionnares in shops, obtain-
ing a 25% return rate. Respond
ents were asked to list a series of
characteristics of games in arder
of preference. Most popular
attribute was "4 Genuine Chal-
lenge’. Second came ‘Life-Like
Graphics', then ‘Dramatic Sound
Effects’. In sum, it seems that a

truly great game must have a
strong sensory input — and must

be demanding without being

(quite) impossible.

Strangely enough, 'Qutlet for
Aggression’ came a dismal last
on the list. This doesn’t surprise
us at BIG K, but it might disap-
point a few sociologists. And who
cares about them?
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LIKE THE first drafts of all the
best programs sewveral ‘bugs’
managed to creep into the
‘system’ of BIG K issue 1. Most
we spotted after it was too late to
do anything, and severely beat
ourselves about the head. Othars
we heard about via dozens of
good-natured phone calls. If you
were one of those callers — wall,
howdy doody.

Herewith a list of goofs,
glitches and groaners that
occurred in issue 1:

Brilfiant Bodges (p.75). The
address to send off to for the
Eprom Programmer kits was
missed out. Those still hot for a
‘Cheapo Epro’ should address all
their enguiries to BIG K(EPROM],
KING'S REACH TOWER, STAM-
FORD STREET, LONDON SE1
9L5. Send no money, you'll be
notified as to availability,

Reviews (p.30), The prices for the
two Imagine games, Alchemist and
Stonkers, were given as £6.95 when
everybody knows that all Imagine
games are [or were) £5.50. You can

probably pick these KKK-rated

beauties up for less than £4. Nostrs

culpa, Imagine.

Bomb Run {p.38.39). Frustrated

Oric owners add the following

lines to the listing for pure

happiness:

330 PRINT:PRINT “To do this, the

buildings belaw have got to be

demolished.”

355 PRINT:PRINT “Press ‘Cursar

Down’ key to release a bomb."
And type in these corrected

lines:-

520 J=K+1:G=XF=11FJ>26

THENRETURN

230 IFSCRN(G.J) =

911DHECHN|:G.J:I—93THENW—W

-

640 J=J+1:B=B+1:GOTO530
730 DATA 125,0,0, 0, 62, 31,
62 .0, 0

Contents (p.1). Demon Driver for
Commodore 647 Well, no. As it
says on the listing it's for the
Dragon.

Save the City (P.5859) Let's
hear it for our Star Goof! We had
lots of calls fram confused CEM
64 owners. No wonder. It was 3
Vic 20 program! Stay tuned for
upcoming rectification situations

{ongaing],

THIS SHOULD SCARE YA
BUT MY BUNKMATE
AS MALARIA

COMPUTER SUMMER Camps
8re now an institution For better
or worse? |s the accepted picture
[of hapuy. well-scrubbed teenage
Puterists SCstatically tapp.:ﬁl;;
away on I1BM pc’s) true? Oy is it
more a cage ufafnwsulkvprrsnn-
Brs mooadily thumping an
clapped-out PETs in a Nissen hut
while somewhere 5 tap s
dripping?
We here at BIG k would be jusy
iafnﬁ;najmd to find gut, -
1cH | e :
T monri,w*hwe You come in
dozen or sg weeks, ;
of you will find yourself in one or
another of these places - r'rl
many cases willingly. A we ask
15 when yay get home, write to
us and tell ug zj) abourt it, We'l
publish a selection of the best 3
little later on in the yaar L
Write 1o '
What | Did on My
Big K Magazine,
IPC Magazinas Ltd,
Kings Reach Tower (2028),
Stamfaord St., Landon SE1 aLs
Oh yves — and enclose a rnug;
be hacks herg a1
but we |ika a laugh as
much as anyone -

Haolidays,

MORE NEWS PAGE 11
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JUST WHEN
YOU THOUGHT
IT WAS SAFE
TO GO BACK INTO
THE JUNGLE.






Starring

PITFALL HARRY

And introducing
RHONDA & QUIICKCLAW

With
ANDEAN CONDORS$
VAMPIRE BATS
POISONOUS FROGS
ELECTRIC EELS
ALBINO $CORPIONS
And
CAVE RAT AS HIMSELF

Designed and directed by
David “Pitfall” Crane,

An ACTMSION Production

&==ACTIVISION.

For the Atari 2600, Atari
home computers, Colecovision,
Commodore 64 cassette and disk.
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SKILLS NO. 2: -~

THE BLUNT
INSTRUMENT

TOMNY BENYON

GARBAGE IN
GARBAGE OUT

By The Shadow

HIGH STREET Censorship Dept
following up a whisper that
K-Tel's ft's Only Rock 'n Rolf
game had been rejected by
everybody’'s favourite
newsagent (on account of
supposedly tasteless lyrics), The
Shadow got on the case, only
to be told that the chain store
concerned operate no
censorship policy “as such’
and that the K-Tel prog had
been deep-sixed on account of
its supposed crash-proneness;
K-Tel have now brought out a
CBM 64 version of said prog
anyway — and yes, the string
data store HAS been cleanad
up Funny, that .

Congrats to Acorn for the
current series of ads they're
running in the Qualities — The
Shadow particuarly likes tha
one where arregant Etonian
lypes pose coolly in front of a
row of Beebs while a gowned
Quelch-figure hovers in the
background; only troub'e is

who could possibly look at that
old creep and imagine for a
second that such a derelict
wiould ever know zilch about
computers? By the by, any
punters out there who have
The Goods on the real state of
computers-in-schools should
get in tauch with The Shadow
anonymity guaranteed .

Whoever was minding the
British Micros stand a1 the
recent BBC/Electron Users’
Show was certainly no expert
at Making Friends — though in
s own way he was guite
effective at Influencing
People . . . The Shadow has
feelings, too, you know And
speaking of feelings, MP
Graham Bright — the man
behind the new wave of
censorship was easily twice
as unpleasant on the phone as
our story {page 3) makes
ot

On a more cheerful note,
mucho thanks for kind words
about our first issue 1o John
Conquest at Time Out; John
Peel, and The Sunday Times,
The Shadow wishes to inform
the above that any scam he
may have been holding has
now been binned out of sheer
gratitude and brotherly love

am
(1)
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You've flattened cities with Jjets and fast WWIl bomb-
ers. Now introduce that oh-so-desirable antique touch
by flattening a city with a vintage biplane — the dis-
cerning metrocide’s equivalent of the London-to-
Brighton run. Switches off! Contact!
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A parasite is eating away at the bowels of the computer games
business. Soon, say some, tape piracy will have done what no
self-respecting parasite does and bumped off its host. Andthen it'll

dciid SAY NOTO YOUR

be no use moaning . . .

THIS ARTICLE was
kicked into being by a
weighty, slightly pond-
erous but without a
doubt serious-minded
‘Round Robin' recently
dispatched by the
mighty scousers
Imagine Software and
addressed to ‘The
Media’. i.e., us, and our
competitors.

The subject was tape piracy.

‘A cancer eating away at the
heart of the industry’ raved the
Imagine document. ‘Seven
illicit copies for every one sold!’,
User groups get it right
between the eves. ‘Mini produc-
tion lines stealing as many as
2000 copies of successful titles
al one gol’ is how theyre
described. It is, you might say,
a wrathful sereed,

Almost — but not quite —
gimultaneous with the Round
Robin was an announcement to
the effect that Imagine would
henceforth cut their prices to
£3.95 per — certainly a useful
and constructive anti-pirate
maove,

OK, it's perfectly too easy to
adopt a glib, laid-back position
and say, veah, well Imagine are
always making this big deal
about how much cash they've
got, right? What was it Mark
Butler said in this very mag
last month? “The higgest prob-
lem 1 have is in spending the
money’? So a few fatcats lose a
few hundred thou off the top of
their legendary millions? So
what?

Profit

Shortsighted, Murgatrovd,
very shortsighted. Yes, it's
perfectly true that Imagine's
ultra-high profile with regard
to profit ("We've just got
Eugene a Lotus Esprit”) makes
shrill complaints about loss of
profit look a hit. . . superfluous.
But really their success, or
style, has nothing whatever to
do with the substance or other-
wise of their case,

Have they got a caze?

We think they have,

Despite the fact that (when
you come to think about it)
nobody can possibly know
exactly how many pirate copies
circulate, or form anything but
a rough guess.

And despite the fact that the
Round Roﬁin urges us media
types to get our weight behind a
campalgn for ‘harsher
penalties’,

Despite all this, ves, they still
do have a very substantial
CHEBE,

LET'S FACE it, copving a
program written in BASIC is
not only easy, it's a vital and
necessary fleature of every
microcomputer. All vou do —
sorry about this, Mark, Bruce,
David and Ian and all at
Scouse House — ig press
BREAK (or ESCAPE on the
BBC) and then SAVE,

‘m not giving away any
secrets here; nor am [ condon-
ing any sort of rip-off, It's a
well-known technique and —
considering that everybody
wants backups of his own
progs — neither illegal nor
contemptible,

It's when you have the same
smart-ass. knocking out copy
after copy of the same game via
his Spectrum that vou have the
beginnings of a problem,

And when wvou have an
Arthur Daley figure sitting in a
Stepney basement, smoking a
fat ceegar while his custom
duplicator rolls off THOU-
SANDS of copies of a Hot Hit

then vou have a REAL
problem.

NEIGHBOURHOOD

Unlistable

OK, games in BASIC are
getting few and far between
these days (and a good thing
too). Machine code progs are
quite simply unlistable, and
therefore, to the home copyist,
uncopyahle,

Aren’t they? Well, no.

Well, surely all these
copyright-detection devices
wot we hear so much of must be
useful? Yes they are — but it's
almost always only a matter of
time before some attic-ridden
hacker shatters the midnight
calm of suburbia with a seream
of “GODDIT!" — and another
electronic equivalent of
Chubb’s safes has bitten the
dust.

Why bother? ‘Because it's
there’, says the ice-cool hacker,
choosing to regard what he
does as a sort of challenge, like
getting lost on the Cairngorms
in midwinter.

'l only made that one copy for
Wally!" says the aggrieved
Grange Hill Tyke — the kind of
lad who carries razorblades in
his Spectrum, “Wally wouldn't
have bought thatone anyway,”

(It's for sure Wally won't buy
it now.)

‘Pirate? Me?' savs the bage-
ment Arthur Dalev, as his
custom duplicators roll on
through the night. 'Well,
maybe vou have a point. Nice
little earner, though,’

What can be done about it
anyway?

Bringing the price down is
constructive (even if Imagine's
competitors howled like stuck
pigs). Continuing research into
ever-tougher copyright protec-
tion devices iz another useful
road, with short-term benefits at
least.

Imagine want a whole new
slew of laws, though. And the
trouble with Tough New Laws
is that they have a hahit of
catching only the easily
catchable. [ mean, who wants
to see our Grange Hill tyke —
immoral little cherub tho' he is
— arraigned before the Bloody
Assize and transported for life
{probably to Liverpool)?

And do we really want to

discourage the kind of inge-
niousness that leads experi-
menters to devise ways round
protection devices? Yes, and
o,

And vet something most defi-
nitely has tobedone. . _ifthose
Imagine figures are anvthing
like right. then the software
industry is bleeding to death.

The first thing is to make
sure all commercial listings are
in machine code; that way g
majority of copyers simply
have not the wherewithal to
copy. Unless they have ghetto
blasters with twin tape decks —
THEN vou need the protection
devices,

Magazines such as ours
should — must — hegin to
refuse ads for copier programs.
These products are ingenious
but have very few bona fide
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A third — sadly — is those
Tough New Laws, with cutouts
built in to protect the GHT from
penal servitude in Liverpool on
account of that one-off of
Alchemist he made for Wally.

(The Software guvs need all
the Wallies in the UK to stay in
business.)

What vou can do:

DON'T buy unmarked
cassettes,

DISCOURAGE wour user
group from wholesale piracy,
Be sniffy about itif vou have to.

DON'T rip anybody off. And
no excuses — we all know a rip-
off when it happens to us.
Apply the =ame moral
standards.

After all, vou could be
robbing someone you might
need one day,
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= OPSOGAMES sp|ac| 64 [vao o1 |oR foR | Price
Sy z " £6.95 (1) POLE POSITION (Atari)
4 [ CHEQUEREDFLAG i Sl £7.95 SUPER COBRA Parker
) MANIC MINER B‘l‘?' ":3 g £5.50 SPACE SHUTTLE (Activision)
' ATIC ATAC U-tlm?| tegration | * £7.95 POPEYE (Parker)
/) (0| FIGHTERPILOT 2 i <L «| £6.95 ENDURO (Activison)
SCUBA DIVE Dura * £5.50 Q-BERT (Parker)
LUNAR JETMAN u'tfma?a i £6.95 DEATH STAR BATTLE (Parker]
ANT ATTACK Sifsraice i £7.95 MARIO BROTHERS (Atari
FLIGHT SIMULATION Psion 3 £6.90 DIG DUG [Atar
HUNCHBACK aman it +| £8.00 MOON PATROL (Atar
SPACE SHUTTLE IIRCes 5 2 £5.50 FROGGER [Parker]
JET PACK Pt ; £5.50 BATTLE ZONE (Atar
STONKERS L’;’éﬂf"“ i £5.95 SNOOPY Vs THE RED BARON (Atari)
POOL 1 4 £5.95 KONG (CBS/Coleco)
JET SET WILLY SE’“““’“P'“.‘:’“““ : £5.95 :.#E{Aﬂhh:unl
BLUE THUNDER Richard Wilcox . S e
POGO U:.Eean hera * £5.95 TUTANKHAM (Parkes)
WHEELIE M“?ms-'f 4| £7.95 BIG BIRD EGG CATCH (Atari
BUGABOO Quicksilva A * | £14.95 GALAXIAN |Atari)
THE HOBBIT Eepipan 7 | | €830 JUNGLE HUNT (Ateri
MR WIMPY Ogean " £6.95 PACMAN [Atari)
DEATH CHASE Micromega : e oo SABURFS (CBS/Coeco
CHINESE JUGGLER ﬁ::;?ne . £5.50 KANGAROO {Atari)
THE ALCHEMIST : 7 i £6.95 STER MUNCH [Atari)
HORACE GOES SKIING Psion/Melbourne il i Eﬂiﬂ'ﬂ b
CRAZY KONG 'tf“:'pt“r ¢ £5.90 SORCERER'S APPRENTICE (Atar
KONG il ; £6.95 CENTIPEDE [Atar)
FRED (ksllva A £6.95 DECATHLON (Activision)
THE SNOWMAN E:;nd * £14.95 SPACE INVADERS (Atari)
VALHALLA : 7 £5.95 ivision)
HORACE AND THE SPIDER Psion/Melbourne Dmpﬂedﬂffmg:‘éﬁgﬁnmpum
— Compiled by MRIB Computer.
e
ADVENTURE LAND :
m:?r“r lnt&rnatiunal} E.lsm SEMIHQ WE" JACKPOT
CK -
(Quicksilva) M mail CJF"'E:!EI"“.. : B’B'Lﬁ':.‘,‘:f
BLAGGER A monthly select; i : o
(Alligata) IO Tom e 0 0lg o e %E{::"t;:‘lrr
BUMPING BUGGIES DARTS (Mr Chip) (Alligata)
Bubble Bus) FIGHTER PILOT FLYING FEATHERS LUNAR JETM
CHUCK-E-EGG (Bubble Bus : N
: (Digital Integration) (Ultimate)
(A&F Software) FIFTH (CRL) HELLGATE MEGAHAWK
- CONFRONTATION FLIGHT SIMULATOR (Llamasoft) (Big G)
_ (Lothlorien) Salamander) {HCIEH RESOLUTION MONSTERS
Acornsoﬂ]
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NEW! From Tandy -
e —
The TRS-80 Colour Computer 2

~

|
} 16K ﬁgi:d
Colour Computer 2

Inc. VAI

zr-zuz{
|
l

Features a Smart White Case and
Low Profile Typewriter-Style Keyboard!

TRS-80 16K Standard Colour Computer 2. Fasily 64K Extended BASIC Colour Computer. Gives 32K RAM.
attached to any TV - Program Pak cartridges let you battle  or 64K with optional OS-9 Disk Operating System.
starships in outer space - and lots more. But playing 26-3003B ... - ' £269.95
games is only the beginning. Your children can learn
| Mo maths or typing, enjoy literary classics or make glorious
computer “paintings”. Our entertaining instruction
manuals will have you writing programs with colour
| - displays and sound in no time! Colour BASICs simple
commands let you quickly produce drawings, diagrams
and charts. Choose from eight brilliant colours, create
o musical tones, solve problems, analyze data and much
more, then save your work on tape with an optional
cassette recorder, you can easily and quickly add a pair of
— joysticks and a printer. The standard colour BASIC
language includes data and string handling, dimensioned

arrays, maths functions and 9-digit numeric accuracy. Over 350 Stores
Includes comprehensive manual. And Dealers .
S30RE e £159.95 Nationwide |
16K Extended Colour Computer 2. All the features of

Standard BASIC, plus advanced programming capabilities

to create high-resolution colour graphics using simple Tandy Corporation (Branch UK), Tameway Tower, Bridge St.,
| one-line commands, 26-3027 ... £199.95 Walsall, West Midlands. WS1 1LA. Tel: 0922-648181

R S O N A SO Y O R T

[ | 1 | T T T T T

Who Is The Colour Computer For? It's ideal for :
anybody who wants to enjoy video gamesina system y
that can be used for many other household, business
and educational tasks. It's great for beginners who
want a computer that's easy to leam on - but not
limiting - and it's perfect for hobbyists who want a full-
features system with the opportunity for advanced
graphics and programming expansion.




S:x Great New Games For

_asselte Versions :|Df3b(
Pdpular Games!

Al

CRAZY PAINTER. A high-speed
arcade action game! Try your hand at
painting the floor! Sounds easy? Yes, if
the dogs, moths, caterpillars, boys,
balloons etc. don't keep walking over the
paint! Eight levels of difficulty. The catchy
tunes played while you paint will have
you “singing while you work”. Keyboard
or joystick controls. 26-7305

@ CUTHBERT GOES WALKABOUT.
uthbert must turn the lights of the lunar
landing pad on by walking across the
switches before the invading Moronians
get him. Watch him do his victory dance
before he tackles the next “pad” and
another, larger, set of invaders.
Superb colour graphics with  music.
Keyboard or joystick control. 26-7302

E [ SR L T [ iy

[B] SKRAMBLE. Your mission is to
penetrate the enemy's system and
desiroy their H.Q.. You will start with
three spacefighters equipped with
repeating cannon and twin bomb
launcher. If you succeed in evading the
elaborate defences, you will arrive at the
core where flying becomes more difficult.
Keyboard or joystick control. 26-7306

[E]

%j CUTHBERT GOES DIGGING.
uthbert is guarding the site for a new
launch pad. However the Moronians are
still determined to get him! One touch and
Cuthbert is electrocuted. The only way he
can kill them is to trap them in a hole and
hit them with his insulated hammer
before they escape. Keyboard or joystick
control. 26-7303

[C]| FROGGER. The popular arcade
game for the Tandy Colour Computer.
Safely manoeuvre the frog to its home
within the time allocated. Cross the
highway without getting run over and
cross the river without falling in. Avoid the
traffic, snakes, crocodiles and diving
turtles. For one or two players. Joysticks
optional. 26-7304

[FJCUTHBERT IN THE JUNGLE. A high
speed arcade action game with full colour
graphics! Cuthbert failed to overcome the
Moronians so he has been sent to the
jungle! He must fight his way out
collecting treasures, jumping pits and
swinging over alligators whilst being
aware of the killer scorpion. One joystick
required. 26-7301

Tandy Corporation (Branch UK),

Tameway Tower, Bridge Street,
Walsall, West Midlands, WS1 1LA.




STIK WITH ME, KID,
AND WE'LLZOOM IN
ON THE BIG TIME

FROM THE FOLKS WHO
BROUGHT YOU THE
BEEB. .. THE
MEGABEEB

ROBOCOM's BITSTICK
graphics device surfaced some
time last year in the Stales,
running on an Apple II. It was a
sort of glorified Joystick with a
control on the shafl that you can
twist to change the third
dimension.

Critics clasped it to their
collective bosom. Problem was,
like all Apple gear, it was a little
expensive , .,

Acorn have been promisigfm
‘glue on’ Second Processors fi
the BBC for some time now, [0
March one finally arrived. 0
There will eventually be thrdB
models: this one (the G5O
second processor], a Z80 wime
CP/M and a 16032 megaetd
gine. By far the most interestigA
will be the 16032 machine, biet
we'll have to wait a while unfiSe
we get our grubbies on that.
With a second processor, t
main BEBC computer only ge r
usad for the laborious and tim
consuming tasks like talking {;
disc drives, reading thyil
keyboard and drawing on
screen, while the extremely fa
add-on processor does all
hard work: arithmetic and sh
fling numbers. This sharing Gir
the workload means tha
graphics, for example, will wor
much faster, because as t
BBC is drawing a dot, th
second processor can be work
ing out where the next one |
going to go. Overall speed ba

Now ROBOCOM, makers oOn
the Bitstick, have bought out alhe
Acorn badge engineere
varsion for the BBC micro wr‘!FI
second processor. The soflwar
was already excellent {on thye

Apple). It just got a whole lyg,
belter. 0.0

You get sixteen ‘colouri™
(actually grey scaling) on Mod!™
1, and the most amazing cursc”
we've ever seen. Most systems 2
anything near the 'professiona?°
level support RUBBER BANDE"
ING. the ability to fix an origi™
and use the cursor to define th?c
endpoint of a line — bu! maos '©
systems only lel you rubbe di
band a LINE! Bitstick car’
rubberband tangent curves}’.]v!
circles . . . you name it! s

At the Acorn launch demonPT
stration, we were shown f
picture of an ocean liner. Usin B¢
Bitstick, we then zoomed in o 52
the prow — where we could rea 5y
the ship's name. Then w Pl
zoomed into the porthole nex! | 5
the name, revealing a cabin will S€
some cups and a slamp sitlin CO

§ AR AEE BhEEE 40 LS




THINGS THAT PLUG IN IN THE
{WGJ_'-IT. - . are usually called

'qu:pherafs’. That's why we call ‘em
widgets’. ANDY GREEN and TONY

TYLER investigate the ne
hopeful bolt-ons. . )

promisingdimproved by about 50%.
pcessorsfol The second processor
ime now. {rcontains a fast 6502 (3Mhz,
rrived, compared with 2ZMhz in the
illy be thre¢ BBC and 1Mhz in Oric and
(the 6502Commodore 64) and 64K of
a 280 wittmemaory. Note that 16K of that
2 megaen'B4K is ‘nicked’ to hold the
linteresting BASIC interpreter, but you still
jachine, butget left with 44Kof memory to
 while untiluse, even in mode 2.

; on that.

cessor, the. "Il is not Rosy in Acorn’s

igarden, . though . .. only
—programs that use documented
“T0OSBYTE and OSWORDS calls

::“_"”"Et‘h o interact with EVERYTHING
i i :- ill work on the second proces-
"';9“1:'" ft 2 sor. Big K happens to know that
s aﬁr thardly any games software
Eandshutl gets this criterion — they all

access the screen memory

maﬁnghuirﬂctw for extra speed. You
:':f?lh:'n-!r' an switch off the second
Tprocessor and do a hard reset,
"Got, thginough. to use the programs THIS DISC JUST SLIPPED IN
:nb:\:'lmrh ormally.
1ext one is  The 6502 version will set you WHILE "UNCLE’ Clive pursued his own solution to the problem of mass-
Il spead is back £199.00. — A.G.

storage less costly than the original computer, enterprising folk else-
where (actually Macronics Systems) gritted their teeth and settled for an
orthodox disc drive. Now it's arrived.

It's heavy and solid, black, and comes in two pieces — the interface box
makers of ona table. We then zoomed into and the actual drive unit, with the usual conger-eel of ribbon cable
ght out an he stamp . . . and so on. connecting the two. Drive mechanism is a Shugart SA200 which orga-
gineered Flatbed nises your data into 39 2816-byte tracks and 1 directory track. Starting-up

micro with : . . ‘
esoftware  The system can be made very automatically boots the operating firmware into the top end of RAM, and

t fon the accurate — more than enough reserves space forlbuffers and reserved variables.
whole Iol for draughtmanship use . .. Access to data is enabled by use of the LET command and the F$

0.01mm, though you would need i g i .
wotoure the Hithing plotir apfior — ai reserved variable (e.g. LET F$§="filename”). Filenames can be up to 6

11 on Mode [he moment it will only print out characters |Clﬂg.

ng cyragy O TAE SCOTARREHIRE By 410 Now for the shaming confession. We haven't— so far— got our heads
T F d e 0 t X

o i A w,”{h can . b -,m,";". = down with regard to this one. (We could have cobbled together some-
ofessional Al @ transpa : : : : ; ; ;

R BaND- ently' laid out at any angle) the thing but it wouldn't have done the widget justice). So . . . a full review of

i - whole syslem can be made very ; : f e R '
dr:f;‘::g:; SEEREa N Slara R sisioi wll what promises to be a highly promising product in next month's BIG K.

‘lateh onlo' the nearest dot. BLII we tht}ug ht }FDU Id |i|'{E.' to kan EDDUT -|t E|| thE same. — T.T.
There's more: a graphical disc
stick can Jireclory, object scaling, shear-
{ curvas. '™ filling (the fastest colourfill
it " I've ever seen) . . . If you've ever
considered using a compuler for
h demon- professional graphics go see
shown a this sysiem. You've fol to have a
ner. Using BBC B, dual disc drives, 6502
med in on Second processor, the Bilslick
could read System and a sparkjet printer or
Then we Plotter touse the Bitstick — you
ole nextfo should be able to gel a complete
cabin with set up for under £2000. Some
mp sitting comforl. — A.G.

bul mosi
u rubber

t‘.-! _:_rl-

Continues over page




[OTOEETS]

I i

il

, WONDERFUL

FOR THE HACK(ER)
ON THE MOVE

YES, we know the thing isn’t strictly

our province, but the widget is so
scrumptious, so absurdly wonderful
(and we like ours so much) that if we
didn’t get it in somewhere we'd have
to give it back! And that would never
do.
So ... for the discerning tape pir-
ate who operates from the back of a
Tranny and yet yearns to keep his
correspondence tidy, we present the
Brother EP-44 electronic typewriter.
Also the Brother EP-44 computer
printer. All in the same package.
Typewriter-wise, it's a dream. Al-
legedly dot-matrix, it produces su-
perior letter-quality type on thermal
or ordinary paper, with a whispering
quiet that puts even Epsons to
shame. You can type either directly
onto paper, or phrase-by-phrase
store-and-print, or you ‘can create
text (up to 4000 characters) directly D A
into memory, printing the whole e *::': non-standar® e suide, Djisc DOELOT 1S
thing out later. And yes, the mem- ; hal 5 ome:
ory is non-volatile.
You can also use the EP-44 as a
printer via its RS232 interface port,
and as a communications terminal.
It costs around £240.




We want BIG K to be as good a magazine as we can make it — and we need YOUR help.
Just answer as many of the questions below as you can by ticking the boxes, then send the
completed questionnaire to: BIG K (Readers Poll), IPC Magazines Ltd., Kings Reach Tower,

Stamford Street, London SE1.

We're also looking for volunteers to serve on our Readers’ Panel. Selected Panelists will be
sent each issue of BIG K in advance of its appearing in the shops ABSOLUTELY FREE OF
CHARGE. In return, we'll be keeping in touch with them, asking them their view on BIG K

itself plus other computer-related subjects.

Remember — it's YOUR views we're interested in.

1. Do you personalfly own a computer?

(10
1

Yes
No — | use someone else’s at home O 2
No — | use one somewhera alsa ]
No O

2. If you, personally, do not own a computer, are you planning to
buy ona?
(11)

Yes 1

MNo : 2

3. When you buy a computer game, what do you go for? Write in 1
tor first, 2 for second, 3 for third, etc.
Good plotline | (12)
Good graphics : (13)
Smooth machine code programming o {14)
Lots of colour/sound O (15)
"Playability" O (16)

4. About how much money per month, on average, do you spend
on software?

(17)

Less than £5 | 1

Between £5 and £10 2

More than £10 3

&. Which of the following, if any, do you understand?

BASIC B
Another high-level language O
Assembly language

Mo computer language o

6. If you had a sudden windfall of £200 to spend on computer
equipment, which of the following would you buy? Tick one only.
(19)

The best micro you could afford [ 1

A disc drive for your existing micro | 2

A printer O 3

THINKING NOW ABOUT BIG K;

7. What do you think of the first 3 issues of the magazine?

No.1 (20) No.2 (21) No.3 (22)
1 11 a1
o 2 02 a2

O3
O 4

Liked it very much
Cite liked it

Didn’t like it very much
Didn't see it

Return formsto: °

BIG K (Readers Poll),

IPC Magazines Ltd., Kings Reach Tower,
Stamford Street. London SE1.

8. For which of the following would you like to see more features,
program listings etc, in Big K? You may tick more than one.

Spectrum/ZX81
Commodore 64 Vie-20
BBC 'B’/Electron

Atari

Dragon 32

Oric/ Atmos

Other (WRITE IN)

9 In future issues of Big K. which of the following would you like to
see’?

More program listings in BASIC
Less program listings in BASIC
Program listings in other languages
Utility programs

10. Which other computer magazines, if any, do you ever buy?

Computer and Video Games
Personal Computer Games
Games Computing

Your Computer

Personal Computer World
Personal Computer Mews
Other (WRITE IN)

11. When you open computer magazine such as BIG K, which of
the following do you turn to first?

Program listings

Technical features

General interest features

Software reviews

Other (WRITE IN) )
- . |29)

12. Would you like to help us by participating in future surveys like
this as part of our Big K Readers’ Panel?

(30)
Yes (] 1
MNa O 2

Please fill in this coupon, cut out the whole page and send it to BIG
K etc.
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HEAVEN, FOR many con-
noisseurs of the cathode ray,
will consist of an eternity
spent in a darkened room
staring at a VDU of hideous
complexity. Throw in a real-
time Panic Situation, load
the shoulders of the screen-
gazer with awesome
responsibility — and you
have a vision of paradise
devoutly to be wished. By
some.

Certainly Mike Male enjoys his
work. His full-time, ‘real” work,
that is. As an Air Traffic Control-
ler at London's Heathrow air-
port, he is one of the geezers
whose “"Roger Delta Bravo hold
flight level one-zero-niner and
turn left on to heading two-fiver-
sixer” — type patter keeps the
airways over southern Britain
relatively free of falling aviation
debris.

The games he writes in his
‘spare’ time, mind you, suffer no
such inhibitions.

Male is 29, looks like long-lost
pop star Dave Clark (of the Five),
and has been an ATC for ten
years. "l wanted to be an airline

Tdon’t go in for tilting
horizons. I'd rather have
good daylight graphics.
But the most important
thing is instruments.

pilot, really,” he says, with barely
a trace of gloom. And as such he
trained, only to fail the course at
a late stage.

Flying, however, is one of
those occupations that holds
you for life. Male flies a great
deal in his spare time; works as
an ATC; and is shortly to pur-
chase his own aircraft.Are ATCs
paid that much, then? No. The
cash for the plane has come from
the proceeds of the computer
flight simulations Male has
written over the last two years
for Hewson Consultants: namely
Pilot (for ZX81), Nightflite
(Spectrum and BBC), Nightflite
2 (ditto) and now, natch, Heath-
row Air Traffic Controller,

Male started on the ZX81 and
wrote Pilot in BASIC — which
now appears to fill him with
embarrassment. He made the
inevitable simultaneous pro-
gression to Spectrum and Z80
Assembler; started from scratch
again with the original Night-
flite; and has now recently dis-
covered the Acorn BBC machine,
which has — needless to say —
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L MALE

Flight Simulation
writing has its own
problems and
specialities. MIKE
MALE, Air Traffic
Controller, brings
experience to the
job. TONY TYLER
interviews. .,

ravolutionised his program-
ming. Upwards.

What, in his view are the opti-
mum requirements for a sue-
cessful flight simulator — a
relatively new but fast-pro-
gressing sub-genre of computer
“game”?

"Basically, it all comes down
to the screen. The pilot view.
Enough has got to be in the pro-
gram so that when the natural
climax is reached — which is
always the landing, as it is for

real flight — the player feels he
has had a realistic experience.”
Male tends to reject the clas-
sic programming conundrum of
the Tilting Horizon ("it never
looks right anyway”) and con-
centrates on atmospheric views
{"enough objects on the ground
to enable pilot orientation") and
good, clear instrumentation.
“The most important single
instrument —in a program as in
real piloting — is the artificial
horizon; without this you can't
do any instrument flying at all.
You also need an altimeter and

an airspeed indicator — digital
readouts are OK, especially as
constructing a workable and
readible dial is wvirtually
impossible.”

The other main flaw (accord-
ing to Male) in most flight sim-
ulator programs is the difficulty
of building convincing daylight
graphics — “this is the thing |
want to do most of all. The
Microsoft program® (for IBM PC)

I absolutely hate
Adventures. And I've
never had ambition to
write anything like an

arcade game. Flying's my
thing.

“is the best I've seen in this
regard.”

Has he ever wanted to try his
hand at other genres of com-
puter games?

“l can't STAND adventures —
just not my sort of thing; and
I've never wanted to write
arcade games.” They're not his
sort of thing either. In fact,
except in one respect — his tan-
gible success — Male doesn’t
really conform to the rapidly-
growing stereotype. No glasses.
No zits. No manic unsociability.
He's just a guy who loves flying
and aeroplanes and knows a
great deal about them; and who
has put all of what he knows —
well, nearly all — into a progres-
sion of specialist “"games"” of
very high quality. And with the
ever increasing popularity of
flying simulators — one newie
per fortnight is our estimate —
you can see how a bloke on a
civil service pay grade can now
afford to buy his own plane.

Could you write a
Flight Simulator?

If you've got the blood of the
Red Baron in your veins and
reckon you can handle this
most demanding of pro-
gramming skills ... if your
horizons tilt and your instru-
ments work . . . if you know
the difference between an
altimeter and a cucumber
sandwich ... if your name
happens to be Biggles . . . if
any of these aeronautical
parameters apply then START
TAPPING. WE WANT TO HEAR
FROM YOU. LISTINGS IN BASIC
— FOR ANY MICRO. SEND ‘EM
IN. SOONEST. WE PAY. OVER
AND OUT.




Unlock Your Imagination

SCOPE Il e areceiw

A complete update of the original |
award winning product — with '
many Fantastic extras. Sprite
routines — Machine code Peek &
Poke. Will run your criginal program
totally independently.

Original SCOPE owners —send in your
old tape & £6.00 for a complete update
and new bumper size manual.

ftape or disc)
Not just a games
designer-this
remarkable product
will revolutionise
Siprogramming. Easy
to use, supplied with
gl bumper instruction
manual — tells you
everything you ! :
| ’ need to know. T : ;
've 3\ N7 Il COMMODORE 64 : ' : .NDEPEH -
el - ; OTALLY | Rt
o TRUE MACHINE CODE TO RUN TOTALY, o0, s/ o vemsortiot
SCOPE CO ¥ With SCOPE you Can WITte . scope Users cur LSS

: designeé unique Programmer’s
_ not just a games blish your own

G e code & pu '
truly orig inal machin 48K SPECTRUM MGl

s 2897, SPECTRUM SPRITES
in this y s Today's games need sprites.
: 28 Hera's everything you nead
try his ) to know about designing
Ry ey it _:_‘_ & and handling sprites. All

48K SPECTRUM

d CHARACTER GENERATOR

4 Another product essential for that unigue and
professional finish so impartant in today's pro-
3 grams. Design your own UDG's and complete
f \ #, character sets. 8 x 8 Pixel grid for easy design.
R = r & Includes 6 specially designed character sets.
" _— . P | s A e e Compatible with virtually all other machine

z sl '48 code software. Big manual tells you all you
write Ir's alf hare! . E895
not his J . ; 2?95 need to know. Too many extras to list here.

fact,
is tan-

loesn’t _‘-_f; M- The 48K SPECTRUM
apidly- P By e SCREEN MACHINE
lasses, F B ' B%  The definitive screen
ability. A - . LS editor for building and
s flyin B =iy A e assambling graphic lay-

a BRI L s outs &title pages. Includes

¥ The 48K, SPECTRUM
B MULTIFILE
2, The ultimate user friendly
g database, You design as many
& tailor made filing systems for
whatever purpose. Each protected
by your own secret security
. codes, Full instructions manual
&% includes FREE TAPE

for your first fila. E9.95

owWSs a i R : : many facilities essential

d who B : iy to produce really pro-
OWS — - S S a “ fessional screen layouts,
agres- E [ : it i ¥ Eyppliﬂd with biﬂ manual
as" of : i . with full instructions.
ith the

rity of
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%) MONSTERS&MAGIC o |1 BATTLE PLANET

e
S .
i _ - ; S‘Q‘ G_,, A classic adventure game Your mission is to fly
b : ‘a\j; requiring hard thinking & into the trench & launch
i) o T 7P quick reflexes. Puzzies to a plasma bolt into the
. solve and monsters to defend Battle Planets® heart.

all in real time. Being

modular— treasure and
experience can bea carried
forward. The first two
modules are Tregilith,

You must avoid Rebot

Fighters, Other Robot
Fighters will bombard
you, then the Robot
commander joins

Stronghold of The Giants the fight. He'is
and Temple of Citishior Superb 3-dimensional  invincibie!
1 E’-fng of the Undead. graphics — only for the Save Mankind!
3 nter at your peril most competent player —
of the . ! 2695 This game is one of the bast. £6.95 eece

s and

le this ' T iy, S, _ : :
f pro- P 2 ' , ] {xﬁql
your : ; ' - \ . o
nstru- - 21} =NY P : v
_ | - Tl Q?""‘b &
kiiow _ r{ . Hiin s o oo
an an ’ - N b Gd_'{;:@m-
mber o . ! e £ ¢$“®é*°%
name : Y . "
... if e AP
? N O o o
utical Y oS o 2
START - S "‘# G\}Q qﬁ‘ﬁd' d_-.'lf\-’-}ﬂc'% A
) HEAR P e st & 3
BASIC j J FRNL IR &, S &
D EM : : ! oy B O P bR b gt o ¢
ﬂvEH _ . B {;,:l'b b,z;:l. c/\)"-Te" D‘(?" \_}\&’ e -L‘S\q‘ %\D“" .
. h . | ; . i \}ﬂr. o G-‘PEI N?S‘r'ﬁ‘.;\\:}f *%‘?‘ 3 g :
* . -Ld"q' \\0-1'1 #{f\{}"ﬁ/\ ’}G;"\%?@ - o
4 .;_.f:.“@i] tﬁr:;ﬁfg’.@»'?“ ° /
o q\i,-\gp P % o0 " L
@ Fﬂ/@?" \}123"\({?- Q.E;a'u _, z
wﬂé"@@%‘f" & Sy 2
fj'*‘-:(f: 1”:@ ﬁ\ﬂ & - e



7=

INTERES
TING ATTEMPT to style a board game for the Spectr
um.

In City you
; get tochomp on a stogi
SHEh il TiI Y far i bber ’fle and play property developer

. — . DAWSON? SELL!

Starting with a b
i At ; ank balance of some £2
too easp ¥ ;;t:;jlzf;ﬂ else?) an d try and make aﬂn‘:‘:}g}:ﬂn r-?”._”:'“:i t
company and callo r;putar quickly assumes the guise ?h i
s a "Ef-'ﬂpﬁwn't;' c};f_:fmms to sabotage your consrr?m;nr:m
buﬁdfﬂgs 5 h B gﬂ"]e- Yﬂ‘u cCan arg . 5.
the re.faﬂveuﬁa.l‘f;: a’:ks' shops and factories all uﬂ;:h"f“;‘:err of
twalo pidniing, £  of each other. This necessitate ich effect
new ﬂﬂﬂn‘maﬁr b.'”":mnce the property value of r:uTunh imi'
lock can be sever| spanking
opponent bui rly shaken should i
iid a smelly old pub directly opposite, Decidedsy
. De y

snobby don't you think?

Each months r

5 ents are calcul.

fits asse ; culated, averdraft

s l;':;ﬂ:-fhefhere s provision for up tuaat ;::t:”ﬂd and pro-
desire for micro rﬂﬂfzshady developers. I've afwz rss : S
works s "-“Pffoﬂglrﬂ:veﬂar;:lﬁ somewhat curious burF misﬂ :?:;r:lha
i : . The game i o pt
Dng. Iiwonder I thuy W do & hoend vorsion. -0t

RIDE DAT DISC

THE DIMINUTIVE QsBert's tri- s you ['rnighli.rrtaginefr'lepn,':'-
angular stomping ground is the amid soon pecomes mighty
latest locale for Automata’s crowded.
ubiguitous hero. the Piman. Yep, By way of a preather you can
the little horror is busy causing

hop Bert onto ONe of two spin-
trouble for the hapless Bert as ning dizcs which'll return him to
he hops merrily about, ca8 a-

the peak of the pyramid. This
lessly colouring the great Pyra- the most spectacular
mid of Pi.

tine in the game. Bert
The gameplay

full pe rspective,
preftty familiar stuff. Ho

, maijestically through the air. It's
set apart from gther Spectrum genuinely impressive. At the end
[ some truly

Q+Bert clones by of each bash '-,-f::ju'rq given your
sp'lr‘gndi.dgraphi-:s.ﬂer't hasbeen  SCO over aldrml-:. in _t'he Auto-
skilfully drawn and his army of matabar,a nice ing touch.
assailanis are emoothly ani- Written 10 machine code {unu-
mated. Alongside Pi-nose you'll sual for Automata) the game
haveto cm‘.ténd with the Bounc- offers quality arcade thrills.
ing Ball brothers, Sid the sne e  Hardly c:rigiralal,: | know, but cer-
and Jas and Col (the authors?). tainly entertaining. — S5.K
Game: PI-BALLED C

Maker: AUTOMATA UK LTD
Machine: SPECTRUM 48K

I.}TU"u'iﬂE‘-E
graphic rou
is. of course, spins, in
it's

H ok ok ok kR Rk ok ko

**EMERGY =

 UNEXCITING ‘gray WN

E; (I'm growing slowly mﬁ?&

s .-ﬁ;.-"?"ﬂi set upon the crudely

ched planet of Zyro. Appar-

_ your ]

avsh ps has bnl:ln:;;:n:rll!l:g

! M!:Iﬂﬂi salvo of alien

1 fire. Miraculously, though

~an android has survived this

111&' | rizﬂl:ﬂ he now stands amid

the wrech age of the craft await-
ing further instructions.

th what transpires to be a

TURBO BREAKOUT

which is quite frequent consid-
ering you can have up to seven
onscreen at the same time, a
long purple crook snakes on
from stage left and drags your
man off by the throat.

It's all very nicely done. How-
ever, my curvy Breakout con-

noisseur reckons that despiteall

these visual niceties the games must try and

remain pretty easy-peasy as tin m?i"h"nbt?ma “mda%ﬂﬁggﬁlhﬂu

there's no variation of ball speed. i net and attempt to uulpi the

An astute observation | think. %2 » of the hostile blast. ve the

Even so the smart audio visuals ST

and competitive price make

Fireball a notable entry in the 5 &

fave old game stakes. — SK. -android
hite

Game: FIREBALL
Maker: gtarpath Corp.
Machine: Atari VCB with
gtarpath Sup ercharger g

THOSE WHO'VE considered
Atari’s Super Breakout the last
waord in bat and ball games
would do well to check out this
visually striking variation from
Starpath. The massive mamory
of the Starpath Supercharger
has enabled a num ber of artistic
changes to be made. The humble
bat has been transformed into 8
hi-res juggler and his balls (sic)
are now red hot.
Like other Breakouts there’s
room for 1te 4 players (no big
deal there) but here you're given
five neat game wariations,
including the frantic Cascade
which features no fewer than
five cavities, each with their own
eager-to-escape ball, and the
frustratingly difficult Migrating

Blocks which boast a ridicu- Format: Cassette
lously efficient celf-repairing  Price: £9.95
wall. When you miss a ball, Rating: KK
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HERE THEY COME AGAIN

| suppose it was inevitable. The Electron is a newmicroon the scene
and so a ripe new marketfor all the familiar game themes that have
already saturated the older and more established machines.

That said, Kamikaze is an early entry in the ‘Galaxian clone’ area
for the Electron, The space scenario has been replaced by a more

‘down to Earth’ seiting. Shapes approximating planes and helicop-
ters dive at a seagoing firing base. Other than that, play is virtually
identical to Galaxian.

The action is reasonably fast even on the slowest of the two
speeds. Graphics are average and sound is poor. It must ba the first
time |'ve come across a gun base that explodes silently|

Control is adequate with two choices of keyhoard layout (ohfora
joystick option on the Electron!). Instructions are sparse but there is
a good high score table that rates you from Nowvice to 'Superman’.

An OK game for the arcade freaks but I'm sure there is better to
come. — R.B.
Game: KAMIKAZE
Maker: AGF N3 / . ELECTRO
Machine: ELECTRON & @,
Format: casgette N L ne
Price: £7.90
Rating: K

B men-

Hmm, THIS is interesting: an
emasculated slice of vice for out-
of-pocket gamblers. Or, to be
more precise, a low key double
bill featuring that indefatigable
old pub dog, the fruit machine
and a version of the popular card
game, Blackjack.

The former boasts all the fea-
tures you'd expect from a qual-
ity Fruit such as nudge, hold and
gamble but it's cursed with a
cluttered screen layout and
some poor animation. Those all-
important reels refuse to scroll
the way reels should. They
merely change in flickering
sequence. It's far too crude a
display to really satiate the dis-
cerning punter,

The Blackjack program is
marginally more interesting. As
with Pontoon {or 21), the idea is
to break the bank with a five

YOU LOSE,
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Quick,
PAL ‘
card trick. The game’s a doddle N u rse

to play and the visuals are quite “ I A
neat, with the 'puter speedily the FAhy LY E
unveiling your hand as you
bravely twist. Unfortunately, s
though, there's no option to al't:r c re e ns !
the stakes. A 10p wager is man-
datory — not much help for us
strategic players. Not that it
would have made much differ-
ence anyway as |'m sure the deck
was rigged. Those smarmy 'You
Bust!” proclamations were far
too frequent to be kosher. Still | ':f"c:rujﬂ .r:lc*n:*uf to repel the bugs with your stun balls and repair
guess it's cheaper than a Grey- the -:‘_‘r_fpprng P before cumulative damage caus
hound to Vegas... — S.K. old thing to collapse into an undignified pile of nuts

Then, if you get the damage level down to around 12%., vou're

SCANNER

PAHALE
B =

|

|

l O e R T T e A

Game: .AS VEGAS transported to another dodgy robot. Some reward, hu

Maker: TEMPTATION The concept behind Microbot is refreshingly novel; unfortu-
SOFTWARE nately it's rather shafted by some sluggish gameplay. Your little
Machine: SERCTRUM 48K micro surgeon can only trundle about in first gear and conse-
Format: cassette quently the ensuing bug-battles are somewhat unexciting.
Price: 59058 shame. Still the graphics are very good indeed and there’s a

Rating: K wonderful selection of bugs to avoid. — S.K.

Game: MICROBOT
Maker: SOFTEE
Machine: SPECTRUM 48K



Hackers Against the Bomb ;

Interesting strategy game that has you don ning the somewhat perilous :
guise of a bomb disposal officer. As is your luck you've been called to
defuse one of those old wartime devices that are dug up with suchi'
alarming regularity. Even worse it's not one that you‘ve seen before and
50 you'll require all your skill and ingenuity to defuse it. Hairy stuff! Just
choose the correct items from your toalkit and decide what course to 7
take. The program enables you to view the unexploded device from
three angles before choosing from a menu of actions. Will you lift the
bomb upright with the hydraulic jack or clout it with the Copper
hammer? Nerves of steel are a necessity. Should you manage to make§,
any headway at all a help routine becomes available to guide you
through the trickiest moments. | most certainly will not be taking up
bomb disposal work full time. Almost every move | made resulted in a
loud raspberry which rather symbolically denoted my premature end.
Still for those of a methodical |not to mention suicidal) nature this might

HASSLE

Uninspiring text adventure that
1 dares you to venture into a dark
. | old castle in search of the legend-
. | ary Staff of Gomora. The program

1 boasts 120 locations but whether

{ yvou'll feel inclined to visit themall
after your initial tentative steps

A

e —

s iie—

Pshaw...—S.K. Although visually less exciting than some of the versions around for the game for those with an itchy
, Spectrum this features convincing sound effects and super smooth trigger-finger. It's superbly exe
i Game: CASTLE movement. My only real gripe is with its failure to display a score during cuted and breathtakingly smooth,
ADVENTURE play. Most of the usual Pool rules apply and | dare say regular players will —S.K. i
i Maker: VIRGIN GAMES find this a welcome supplement to their usual fix. — S.K.
f Machine: DRAGON 32 Game: WULT
1 Format: casastte - Maker: EAT,
Price: £6.95 s R Machine: DRAGON 32
\ :mone Machine: DRAGON 32 (%) Format: cassetie
Format: cassette . Price: £8.00
] Price: £28.00 Rating: KKK
Rating: KK

across the drawbridge is another
matter. | mean, there are so many

well provide amusement. — S.K.

: ; ' Game: UXB
faults with this Ithatl it almost Maker: VIRGIN GAMES
becomes deprassing listing them. 2

Machine: DRAGON 32

Atext adventure stands or falls by - : tte
its literacy. Locations should ba P:mlm: mt'mg"sﬁsa
clearly described and messages Ra = K]{
interesting. After all the more ting:

evocative the text the moreenjoy-
able the adventure's likely to
become. Unfortunately ‘Location:
An allure’ is not my idea of an
elaborate description, but it's
typical of Castle Adventure. Not
only is the text brief but it's pep-
pered with meaninglessarchitec-

tural jargon. | mean, what's an
Allure for God's sake? {Sounds
like a loose woman.) Even worse,
you are unable to act in any
satisfactory way within the pro-
grarm. Try something interesting
and you'll get the inevitable
response ‘Ehl What? Fardon?
Highly entertaining. Sudden
death also abounds. Fornoappar-
ent reason you'll trip over a
cassette recorder and break your
neck. What is a cassette recorder
doing in a gothic adventure? Why
are you given no indication of its
presence? The whole thing is
exceptionally tedious. This is one
guest most definitely not warth
girding your loins for, An Allurel

Perhaps one of the more curious game adaptations for the home micro is
that of Pool. Decidedly non-violent with nary an alien to be seen, this
pot-bellied perennial works surprisingly well. The pace is relaxed, lightning
reflexes are most definitely unnecessary, and the skill level pleasantly
high. The rules are also refreshingly simple. Just pot all your colours and
sink the eight ball before your opponent. Incidentally you will actuallyhave
to collar an opponent as thisPoolhas nocomputer playeroption. The actual
game is claverly simulated. Once you've selected the angle of your shot
using the joystick, acue ballisdisplayedat the top of the screenalong with a
power-bar indicator. This enables you to select notonly the strength of your
strike, but the amount of spin that you want to put on the ball. Master this
and you're well on your way to becoming a top hustler.

.

Yet another winner from the daz
zling digits of Ken Kalish, whg
almost singlehandedly has ele-
vated the standard of Dragon soft-
ware toarcade stature. This latest
release features all of his usuall .
trademarks — exceptional hi-res’
graphics, exciting sound and
invigorating gameplay.

There are three screens to sur
vive. The first features manic
vampire bats whodrop bombs and
divide into two if hit by your laser
fire, Knock one of these smaller
bats out and its twin will come
screaming down to ram you, it's
rather like a turbo-charged
Deman Attack only less fargiving.
Clear two screens of these and
you'll be rewarded with a robot
attack! Little tin-plated terrors
stomp down the centre of the:
screen disgorging death and des-
truction at every turn.

There arefive skilllevelstoplay.
Should you be foolhardy enough
to risk the upper levels there's 3
fair chance that you'll meet old
Nick himself{hence the title). Trua
to form he’ll wreak havoc with 8
brimstone bombardment that'l
rip up your starbase somethi
rotten. DevilAssaultis a feast of g
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VIES - COMPUTER GAMES ¢

Virgin have yet to produce any gen vinely outstanding games but
after their initial crop of certified stinkers Dr Franky seems
positively glowing. Martin Wheeler's game manages to remind
you of several arcade prototypes without drawing too-closely on
any one,

The task is to manoeuvre the inane, bespectacled doc th rough
various dungeons (nine screens in all}, each abrim with grim-
faced ghouls who obliterate him on touch. He can also be topped
by falling brick walls or run down by what looks like a miner's
caboose but if he manages to pocket the white phial on the top
left of each screen and get it to his dozing monster he can move
on to the next stage.

A simple three-key control lets him goleft, right or jump — and
since every screen is a maze of potholes and trapdoors our man
often goes on a kind of ingenuous hopscotch. The monsters are
pretty smart, though, and the ‘'magic hammers’ which dot the
screens are seldom of any use. Sparse sound and detailed, if
rather familiar, graphics make“this scientific Kong (its closest
counterpart) an amusing if unremarkable proposition. — R.C.

Game: DE FRANKY & THE Format: cassette
MONSTER Price: £5.95
Maker: VIRGII Rating: K
Machine: SPFECTRUM 48K

HE
OVERDID
THE

SPINACH

PASS THE
SICK BAG

A NOVEL twist on the familiar As-

teroids theme where in your trusty
spaceship suffers a radical refit and
becomes not unlike a minature sub-
marine. This is just as well as the
scenario has changed from outer to
inner space and those hurtling aster-
oids have become a deadly all-con-
suming virus, intent on infesting the
heart of your beloved VCS. Definitely
bad news.

It seems you have no choice but to
navigate the murky Atari blood-
stream and attempt to eradicate the
ghastly growth. Unfortunately the
odds are against you. The enemy is
pretty damn tough. Hit the main viral
colony and it'll divide into a sub-col-
ony, strike again and it'll shrink down
into a creeping crawling amoebic
sliver. Ugh. The graphics are very
good indeed, with the globular
amoebas being convincingly de-
picted, and the sound, while mod-
estly used, is quite effective. There's
no 'hyperspace’ facility (or equiva-
lent} but you're blessed with a very
handy trio of shields and two shoot-
ing styles.

Purists may well blanch, but| rather
prefer this ‘medical’ Asteroids to the
official Atari conversion, There's no
garish colours to contend
with .. . just very heavy action, Neat
stuff. —5.K

Game: SUICIDE MISSION
Maker: STARFPATH
CORPORATION

Machine: VOS + STARPATH
SUFERCHARGER

“Well blow me down, Olive,
What kind of a mesk has | gots
meselfl inta this time?”" The
answer., Popeye, old cartoon
chum, is a pretty neat video
game, based an a hit arade
game,

Those of us with long enough
memaories can remember
“Popeye’” as one of the best
animated cartoon shows on TV
fand I'm talking about the TV
showings of the original 1940°s
cartoons, not the banal modern
dross that still appears). That
quality of animation was a
feature of the arcacle game and.
thankfully. has not lost much in
transiation to the video game
medium

The game has Kong-like over-
tenes in that Ofive, at the top of
the screen. is throwing down
hearts, notes and cries for H-E-
L-P which Popeye has to catch
before they fall into the sea at

Game: POPEYE
| Maker: PARKEFER
Machine: COLECOVISION +
INTELLIVISION*
| Format: ROM
| Price: £34.50 each
s ERE( *Now also out
| Tor Fhilips Videopac gystem,
S350

the bottom. He does this by
racing along platforms at
various levels. connected by
stairs, ladders, etc.

Bluta (the stupid instruction
manual insists on calling him
‘Brutus’) constantly chases
after Popeye trying to knock
him off the platforms into the
sed. The Sea Hag appears occa-
sionally to hurl bottles which
Popeye has to punch out of the
way or be knocked off his feet.
Vultures have to be tackied in a
similar way

Paopeye, of course. has his

faithful can of spinach which he

—‘Cﬂﬂ chomp and gain several

seconds of Bluto-socking
| power, plus a few ather tricks
up his sleeve,

The whole game takes place
aver three different, beautifully
rendered screens and has more
features than you could shake a
Goon at and which make it very
addictive.

Of the two versions out from
Parker so far, the CofecoVision
edition comes closest to the
arcade original. Bluto. espe-
cially., is excellently characts-
rised. Coleco’s sound system is
more than up to the task of belt-
ing aut "I'm Paopeye the Sailor
Man™ whenever our one-eyed
fiero downs a can of spinach.

Intelfivision owners won't be
disappointed with their version
either. It's colourful and fast
fwould be more if not for those
notorious control discs).

Great game. Highly addictive.
Don’t pass it up. R.B.
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GRIDSTROLLER
BLUES

Sounds very scientific. But, like
Ocean’s rather more playable
Transversion, this swipes the
design idea of Gridrunner and
adds different mechanics.

lgnoring the low-budget
Moo k-style synopsis that
adarns one af Hewson's usual
awlul packages, your fingers
control a small fellow who z2ips
over a variety of patterned grids
coflecting erystals and fyou hope)
dodging the drord cannons that
guess your next move with
alarming accuracy.

screen. Not only are there some
weird fluctuations i speed,
there’s a time limit on each of

score off, and the whole game —
playalble really only with a joys-
tick — is very difficult, offering
little incentive to become more
expert,

Addictive in a pointfess
Piffling
are minor

way.
nd and a hall of fame
xtras. —R.C.

Game: DI-LITHIUM LIFT
Maker: HEWSON
CONSULTANTS
Machine: SPECTRUM
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Game: ESEITMO EDDIE

1o have to go
But the bears

v, and if mu

und. R.C.

:
AS PI'D
AS A
NEWT
\

Any program with a message that
reads “‘You naughty Pi-Man! I'm
going to have fo take away ten
points!” is obviously in trouible, but
this is even more solidly feeble than
that legend suggests.

Automata’s unloveable Pi-Man
stumbles down a high street full of
traffic and into as many pubs as you
can direct him, where he has to man-
oeuvre between pool players, crisp [°
packets and other drinkers in order ===
to slurp down all the pints on the bar
(actually they disappear with a ping).
Then he totters from the saloon back
on the street and does it all again.
And again. This is a pub craw! with-
out end.

You start off with 1000 points and
these are removed — penalties for

of way but the precept of the game
is (according to taste) either perni-
cious or merely coy. It certainly isn't
much fun to play and is rather unres-
ponsive on the keyboard. — R.C.

barging into other soaks, stepping in m% A
bar slops etc — until you're down to Machine: SPECTRUM 48K
zero, when you're told how many Format: cassette
jars Pi-Man has managed to consume. Price: £600
It's well animated in a modest sort Rating: K

ENTER THE Ehﬂlﬂﬂ:ﬂs i
HUNT THE TREASURE. .-
aAvO0ID THE TRAPS...

ATCHOUT
'.-qu R SKULL!

Dem Bones
Dem Bones

Just goes to show that there's still life in
an old idea treated right. Skulfis your basic
30 maze game but qussied up with awhole
lot of glossy touches that make it more
than halfway decent.

Game object is to negotiate an infinite-
level maze collecting treasure without los-
ing lives, so racking up the highest score
possible. Out to stop you deing this are all
manner of hazards; pitfalls, trapdoors,
portcullises and, of course, skulls,

These giant, creepy effigies {rendered
in superb hi-res graphics) lurk round cor-

ners and will suddenly appear in your path.
If you hold one or more crosses the skulls
will have gems set in their eye socket and
you can obtain these by ploughing through
the skull. But beware the skull with the
empty eyes ... confronting it will bring
your quest to a swift and bloody end.
What sets Skulf head and shoulders
above other 30 mazes is the attention to
detail Games Machine have lavished on
the game. Like the plan view of the whole
maze that appears on screen at the start of
gach game, showing where the treasure
lies and the skulls lurk, only to frustratingly
disintegrate before your eyes after a few

seconds It can be called back againatany  Format: cassette
time but will cost you 25 points. Price: 8695
Other noteworthy features include save ~ Rating: KK

and load facilities, printing out of screen
images and a unique option to ‘merge’ high
score tables.

Graphically Skull is very slick. 100%
machine code. Random maze generation.
Stunning screen wipes. The whole pre-
sentation smacks of professionalism. (Other
software houses please note.)

A very credible first effort from Games
Machine and hopefully a mark of the stand-
ard we can expect from future releases, —
RE.

Game: SKULL
Maker: GAMES MACHINE
Machine: SPECTRUM 48K
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AMPHIBIOPHOBIA

- || ‘mon everybody — let's get
(I\\' it there and squash those
B ogs! We'll show those Egyp-
S gl \ns that 20th Century video
yimers know how to handle
agues of frogs! Plagues? Waell,

last 2 years, involves stopping
frogs getting across a road and

a river to safety by running them

under as many vehicles
possible.

as

PARE‘ER
)
o

Of the two versions on offer ATARI Hdh?mor%gﬁﬁflﬁl'gm x
: gn T : Format: p ER
seems that way with Parker here, the ColecoVision Frogger Price: M
onverting their arcade super- talkes the trophy. Excellent Mﬂ;’ﬁsq'ﬁ &ach
el 1 10 every video game and sound, graphics and colour : KKK
il |0 mputer system imaginable, combine to make great game-
¢ ColecoVision and Atari Home

omputer owners are the latest
roups to get wversions of the
ame-that-spawned-a-
W ousand-tadpoles.  Frogger,

play that is only let down by the
system’s naff hand controllers.
Extra touches include creepy
looking snakes and a most
pleasing effect whenever a frog

Atari's edition is also graphi-
cally good and has the edge in
the sound department. Game
action is great and benefits

i ir those of you who've been gets trashed in the road. (| hate tick controllers that can fit the
/ 8 scationing in Belgium for the frogs — had you noticed?)
> i

Atari system. — R.B.
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Stop the presses! Hold the front page! Hi-res graphics on the ZXB81
without any additional hardware! Oh gosh, oh wow. Like truly
awsome, manl!
!

Seen on any other micro Forty Miner probably wouldn't excite
t of screen

much comment but what we have here seems to be a genuine
| break-th;:tugh in games software for the venerable ZX81.
Forty Miner i ic diggi & wher iner, ar
ts’ and purs | tunnalﬁing abmft ?2:‘ ngiisni;igﬁ?%?;n?rats areﬁnioytuar ::Irin tirea.lat?
; torth from ‘€S ot to the next | : g i ! :
b (ures o order tog and can | ening each of your three lives. You have two main weapons in your
merge’ high creat us fanatic in each section is pure bont axit | arsenal. You can cause small cave-ins to block their path or run
religto must get = he way .:llFl'rE'aSUf::! to bolt for Eheﬂret || over a snake’s nest, releasing it to get the rats (a game where
fick. 100% ?D:Emr.ﬂhfng else _ like when you s. There re 5!;_”15? |I snakes are on your side, whatever next?). Meanwhile, on the
jeneration. f;e:r:,m,rgd if nee y ﬂ,r_ he”-SpHWHt!ff v a:_r ickly but .I surface a nasty Gremlin is gradually working his way towards your
whale pre- r_:hrﬁl‘.'-wd py a hore ;’u trom ONe P to the video | tunnel entrance. If he gets into the mine you're finished!
o Kithee assages 19 o5 diciously in three ve;smrnsrfﬁ;’mc sound | : Cgile:lzt e?uugh nuggets and an entrance opens to the next,
use es far g ak arder level.
o Games muﬁ;:;f,kh JU;;E;E:::W wWins hrarélcifa*?f'e da dfh,]f,' ”E?;L;;fwri” | What is, of course amazing is that the whole game appears on
the stand- | amer The b:,la-,-';‘.lﬁ'm ie guperbly hics but iS painiu worstin | screen with graphics that wouldn't djs.gr_ace thg Spectrum. All the
| .|I d act The piay n has g rap rs. Atari comes und an \ elements of the game are rendered in detailed, recognisable
eleases. — ™ | mean. | :rp.'nwsmrmm the controllé for it with good Sisothe | shapes and move in relatively smooth, flicker-free action. The rats
| rhe:s lousy res n::“np.l'.lf put mak ;;.sth& p re”ﬂfesm'rfzﬂmauy { scurry, the snakes squirm and the miner runs and climbs. You
II the g;aph“"S P This one M ds raz ol her than ?r arpyou’ | almost expect colour and sound as a matter of coursa!
TNE | incredible sPee o 1] verfffeﬁ rse of Tutneve | Control is, well, all you can expect from ZX81 keyboard. But you
q:gﬁ '| only oNe f the :Prr;'r;uu} g, may! \ can re-define yvour own control keys, — R.B.
| " Whatever S acnine: ATARI VS | Geme:FORTYNINER  Format: cassette
| circuit *’f;;T NTE] {S{?’ |  Maker: SOFTWARE FARM Price: £595
| game: DAR KER JTDED mm[ﬂ‘{l}?ﬂm \ Machine: ZX8]
| W= rion 34,06 or 1ess 30 |
| .
|
|

Rating: KK
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URBO CHARGE
OUR SPECTRUM

Outperforms any Spectrum interface

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

# Avarietyof terfaces including Rom cartridges, two 9way Dplugs 14 gﬁﬁ Electronics (Fleet) Ltd, 106 Fleet Road, Fleet, Hampshire
for standard joysticks, PLUS full expansion bus at rear.

# Compatible with Kempston and Protek protocols. Please send me:
# Works with latest Quickshot Mk Il auto rapid-fire joysticks! e Sp;el'ctrum Turbo lnttle:l;facieis} at£2295
: , + +p (overseas orders £3p+
# Choice of Rom cartn_dge ur tape r:fassette software. Quir::shzl l Joystickis) at ; 95'3 J
% Instant program loading with cartridge software. (Only when purchased with Turbo —normally £12.95 + £1 p+p)
# Builtin power safety device — unique to Ram Turbo. I enclose cheque/postal order or charge my Access/Visa for: £
# Full one year guarantee,

ENE=
* Immediate availability — 24 Hr despatch on receipt of Name___
PO./ credit card details (cheques —seven days).

# Incredible value — only £22.95, 5 S S S5
So don't wait around — simply complete — H SN
the coupon and send it to us today. To: Ram Elecirorics Flet) Lid, 106 Flet Road. Fleet, Hampshire GUI38PA.

Trade and export enquiries welcome.







What can we say?

We're overwhelmed. Though we should just add that with Atarisoft, you can now play Pole Position’ on the

Commodore 64, BBC and Spectrum computers, as well as on all Atari® POLE POSITIO N

systems. Oh, and we're giving away free a Grand Prix kit and full colour %
wall chart with every game. from ATARISOFT

LOOK QUT FOR OTHER LEADING COMPUTER GAMES ON ATARISOFT. PRICES START FROM £14.99. TRADEMARK OF NAMCD, B TM ARE TRADEMARKS OF ATARI INC.



B GBER

. ueLcone TO . ) Guide Egbert, the Silicon Snake, around the room and

or qﬂ"' munch everything you can. Warning: Egbert moves N
VERY fast. Second Warning: touch your own tail or
the walls of the room and you FRY. Slitheron!

By STEVEN BARCLAY for SPECTRUM

n

GO SUE 7oOR: GO SUE SO0B

X
asile: : 8 CL5 : LET sc=@
pra9ran. 2 B0 _SuUBR 300
Anta 4 PAPER @: BORDER ©: CLS
1@ LFEFT a=18: LET B=13
28 _RRINT AT 1@,8; IMNK 4; PAPER
l; FLASH i, "FPRifRRE TO DIEV": F
DR O=1 TO S: FOR F=1 TQ S: GCEEP
1.2R,F: NEXT F: MEXT D: CLS
21 LE DR
2 PE EOFER

'34 LET M=19. FOR F=2 70 10 . Pr
INT AT F,2%2, PARPER 7; Inx = =-
25 PRINT AT F.,
;"R BEEP 1s25
36_PRINT AT M,
27 PRINT AT M.2; INK 2; PAFER
"E| . BEEP 1s25,F: LET M=M-1: N
EXT F
4@ LET q9=IMNT [(RND%16+21 +1
dl LET w=INT (RND#%25+32) +1
2 LET S=INT (RND%1@) +1
Iﬁﬁ IF 5=1 THEN LET Q%="g": LET
=4
Ia¢ IF S=2 THEN LET o%="9".: LET
MK =6
45 IF S=3 THEN LET @%="%". LET
Ik =5
&6 IF S=4 THEM LET Qf="Jgi": LET
Ihif =2
47 B0 SUE Eoo@
43 LET move=1

-
'l

42 PRIMNT AT 1,2; FPARAPER 7: INK
2; ", INK 2, PRPER 6; "SCORE="; s
C: PRINT AT 1.29: FPAPER 7., INK Z
"B BEEP 1-5,5: BEEP 1-5.5: BE
=F_1,5,5: BEEP 1-7.,7: BEEP 17,7

BEER 1.-.7.16G: BEEP 1-5.S5

o IF IMNKEY®="P" OR INREY 5="p"
THENM LET move=1

Sl IF INEKEY®="L*" 0OR INKEYS=""L"
THEMN LET move=2

22 IF IMNKEYS%="Z" OR IMKEEY $=""2"
THEMN LET move =03

o4 IF IMKEYS=''X% 09 IMHKEYE=‘'wx'"
THEM LET move=4

& IF move=1 THEHW LET a=a-1

3C+1@R; PEEP .90, S@: SEED .
: BEEP .29,30: BEEP .1%,55-
f=3 TQ 15: BEEP 1,180,10: BEEP .
@1.-85: PRINT AT f,3; PRPER 0"

. et NEXT
F: O TGO 46
9@ IF a=2 0OR a=19 0R b=2 0OR b=
22 THEN GO TO 288
o5 LET T=T-21
86 IF T<@ THEN GO TO 1068
18 GO To sa
208 PRINT AT 21.18; INK &, PRPE
2 2;"ARAGGGEHHH!": FOR f=-28 TOo 5
& BORDER 1: EBEEFP A.80,f: BDORDER
5: BEEP 1-120.f: BORDER ©: BEEPR
12150, F: NEXT F
202 FOR F=@2 TO 22: LET A=USR 32
B@: BEEP 158 .F: MEXT F
285 BORDER 1: FOR F=1 TO 290: PHE
PER B: CLS : PRPER 2: CLS : MEXT
F: PRAPER @&: (CLS=S LET J=INT (RH
=3

DxE) 41
=y PHPFER 1; INK

m

210 PRINT AT p
5. "¥YOU HRWE FRIEYD

"

g T ED YOURSELFt 1w
n T : g EE&TLET 2=IMT (RND31S@)+1: LET
AR B 110 : _ E=IN (RND #1503 +1
__.’;.---":I OH:E _;_aﬂ.;_.-_ : e W 23@ IMNK 4J: PLOT @,8: DRAW a.b
FREss g g dur o\ 231 PLOT 25S.@: DRAM -a.b

BREaK

LA ¥ Progveam ¢ RID




oy

N ? - | .
NS 77/4

sas PLOT 255,178: DRAW -a,-b
S5%2a PLOT @,175: DRAW a,-b
! S4P PRINT AT _1@,7; Inp 2i PRPER
&; "PRESS S TO RESTART ™
and 244 PRINT AT 19,8, INMK &; PRAPER
i; "PRESS ® 1O @QUIT!™ )
es Z&p PRINT AT 17,11; INK 1; PAPE
T |
258 EY g="5" = g =g " BT 2%, F- : &
3 THEN GO _TO 2 2EEp”, hdf (BPPER g; STER 47 ppyys
EE%NIFBI¥HE1§=;9” oR INKEYS="4" lava IFhiME:v:ExTIF L Sl YA
TH e o @ > gt . :
=78 GO TQ =2i1@ . SRER FoR Fo. THEN 6D To ap-
=8 Sop PAPER 1: BORDER 2: INK S: & - BEEP | @3, aas S2: BEE Z
B y =i! - et z = e e ] .
! S3@ PRINT AT 2,12, IMKE =) PRAPER l25a gﬁg;E 3 E%EE_'ﬂui,faf’iq
§ &5 FLASH 1; "EGBERT!"™ LS R @, paper’ 00 TO 2 LE
255 PRINT RT 4,3; "GUIDE YOUR =1 AERR PRINT 5 B INK ¢:
L ICON SNRKE {EGBERT) TOWH - T 0.0; “aAsn -
RDS THE FOOD LAy ing un THE ' S28 PRINT n Ars
FLODR. EGEERT WILL G 12828 pRINT L 1.8, A
PEE TUE yoUu 10e POINTS FOR EU . BT 2 @~ A
: F ERY  PIECE oF FoOD YoOu o 1258 PRINT & ARA  a
EP AN LAY RIS , FRCE _TIN!"™ Af T 3.&; &
348 PRINT AT a2,3; "STEER CLEAR 1235 pRINT 4 Hrsr .
OF THE WALLS FOR THEY ARE AARC AT 4.p; o o
ER MOT EXACTLY COLD, INDEED 1582 roInT ot # AR
= rHEY HRUVE BEEN KNOWN TO BE PAPER : o, 0T S. 048 ?
FER RATHER WARM AT TIMES , UNLESS LASH @rh LLHSn 40 g INE =
= THE THOUGHT OF 8EING SCORCH 4,25 A, pi INK 2; 7Tl PAPER '&; ' F
=0 OUT OF EXISTRANCE AP . PER @ 1hp. o B Flas
ER FEALS TO woOul" 131@ pPRINT 3 L4 Flash &
= 3s@ PRINT AT 20,.3: FPAPER 6. INK SRy AT 6,0; “n '
= || ey B o i P errr o R
et a) _ = i AU, IN e Y L
Sh i SR CREEEE lj“ﬂ FRINT AT o VAA AAA aaalNK S
-, 210" 5
ER 1343 AnINK 4 - AR et ‘
_ 260G Frbk Fzo T 21: PRINT AT F.08 AR#k; ?jﬂT_ﬂT n*ﬁ i ﬂ"nﬂﬁknz &
IHE _,"E“iﬂ_"_ F,i\i %l“.f_"EE’E‘\E\q'@@LEJE Ep ERE et | :I'."q-r:.-,“"g_‘_ ” 5 _.. i 0
EER L8832, ril =k AARTE 310 E i : e A g Hﬁﬂn—.‘
ER “a@a3.o@: BEEP .@83,1@: MNEXT P 136a PﬁENT i e 8 a
: N 8 _IF NOT IMKEY&®::"" THEN GQ T s T AT 11,0; "
RE7 BEEP 1-5.,5: BEEF 1-E.1%8 : NT RT 1z, X
27¢ PAPER @: BORDER @: CL23 138 PRINT Ea AR
375 PRINT AT 2,3, IHNK 4; "THERE 1398 PRINF oL 13,17; “au-
LET Is ﬁgTIgE %%EI¥ e E%E?%H i¢§§ FRINT ar 147357 N
, G AWAY F ) RIGH 1413 pR: R BT
LEY SAND CORMER 0OF THE SCREEM 120 PR;ﬁ; BY 1815 -QSANA
CURING |HE GHME ., SURUIL SDE rroine BT 1457 (RfAaas
LET E UNTIL THIS RERCHE 1 BB you
S @ AND,PROJIDING EGBERT
-ET HAS BEEN WELL FED 38+ F BLIT =
IECES OF FOOD) . MARUVEL
HEU?HHT you SEE BEFORE
R
JK, 230 PRINT AT 13,.3; INK 6;"THE ©
P ONTROLS ARE AS FOLLOWS: ™
{ 2 aas PRINT AT 15,3; INK B; "UPWAR
BE PS5z DOWNWARDS =L
?, i LEFIT = =
. 7 RIGHT =x" /_;J
P sa@ PRINT AT 20,2; INK 1. PAPER ('q
5. “PRE3S ANY KEY TO_CONTINUET Al
g She INR 2: FOR F=@ TO 21: PRINT -
; AT F,o@; "B";AT F,31;"H': BEEP .0
- 83,50: BEEP .003,4@8: BEEP .003,=
- a: ﬂEEP _ppa,20. BEEP .B@3,1@: H
: EXT
4QS PRINT AT @.a; IMNK 2 ; ' [ETERIRrET
ﬁ- -'E‘E'I_'E'l_'m LY L E ELEL @ EHELELE L =1 N 2 i
110 PRINT AT 21,0; INR 2; EEEEE - W
EE 3*.'5'“5“5“3’E'EHE'EJ'E'EEIEJEE!EJEI.L"HElEPE“EJEIEI . . o m’
115 THREY §="" THEN GO TO 4195
RS ii7 BEEP 1.5,5. DBEEFP 1,510
1o; FAPER B: BORDER 1: INK 1. F
:gn RIEHT 1: CLE
e igs PRINI HY b,u; U11PY: PLOT 2%
.127: DRAW _2e,.,0
= ifEs PLOT 25,125: DRAW 22,8
48 iz7 PLOT 25.,123: DRAY =zZ@.@
IR i3@ PRINT BT 1@,3;"ERCH TIME YU
b U BET SOME FooDr FOR EGE
iy ERT YOU START AT YOUR LAST
XT POSITION RAND BEGIN TO SLI
THER UPUWARRDS. a0 EE CARAREFU
b= L TO MOVE Dok G ICHLY WHEN
THIS HRPPEMNS! ™
435 PRINT AT 28@,5; INK &; PAPER
2T PPRESS ANY KEY TO PLAYY
710 IF INKEYS$="" THEN GD TO 440
3 4S@ RETURN
M2, 1p0@ IF sc>=320@ THEN GO TO 1259
:Eg ieip PRPER 1: BORDER 2: INK 4: T
AT _f
32 e s = s
e . NEXT
PH S0S0 FOR F=6 TO 13: PRINT RT F,1
XT 5: INK 6; "H": NEXT
R 134@ PRIMNT AT 8,13; PRAPER &; INK
ol = e Y
K 18504 PRINT AT 15,1, PRAPER 4, INK
@ “UNFORTUMATLY YOU LERE UNABLE
T TO SUBPRLY EGEERT WITH 8
SUFFICIENT BRUOUNT OF FULIL ., s
M EGBRERTS FRUSTRATION HE MISTO
aK YOU FOR R SRLTED PEANUT RAND
INSTANTLY DEUOURED YOU! WHAT
— A SHAME!™
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DARK HORSE or LA

PLUS POINT

Safe power
switch at rear

3

THE ATARI
computer is the natural
successor to the chunky,
tough 800 which has
served the company so
well for so long. As the
medium-range model in
the all-new XL series —
with the 600 (16K) and
the 1450XLD at either
extreme — it lines up
naturally against the
CBM 64/Electron price
bracket. Actual cost:
£249.99,

What do you get for the
money? More importantly,
how does it compare with its
immediate ancestor?

To begin with, the case has
been slimmed down, and var-
ious little items have been ti-
died up. There is no longer
any second cartridge slot:
more importantly, the Atari
BASIC is built-in to the ma-
chine, obviating the need for
the original BASIC ROM cart.
Joystick ports are reduced

Hl'll'll.llilihlﬁi

;%ﬁ\&ﬁMwh;,:.wéh;...-\m:.;..u.:;.:._.;- £ i
800XL

PLUS POINT
Cartridge ports
rationalised

to 1

MINUS POINT
| Extra ROM
| wasted with
'self-test’
routine

with earlier
Atari

PLUS POINT
single i/o
peripheral
port enables

‘daisy-chaining"’

PLUS POINT
new slimline
keyboard and
casing design

iihit:ll;titli:-ltll

computers

1

I

m

k
—§
PLUS PUI?‘

system

MINUS POINT
No RGB monitor
output

PLUS POINT
BASIC built-in

MINUS POINT

only accepted

Atari peripherals

trom four to two, and moved

from the front to the side of

the machine. The power
switch is now at the back,
along with the remaining pe-
ripheral ports.

The kevboard has been
changed in various subtle and
pleasing ways. The Atari logo
key remains, but is relabelled
with an anonymous graphic
(this key is used for shifting
into and out of inverse video).
More importantly, the
caps/lowercase system of the
old 400/800 series has been

I,I = :

The sleek 800XL is the latest machine to be
launched by a company which, years ago,

became a legend in its own lunchtime. Is it the
right product too late? TONY TYLER reviews . . .

scrapped; the new arrange-
ment resembles the BBC ar-
rangement — though an LED
to show when caps lock is on
would have been a good idea.
Otherwise the touch is light,
sensitive and positive, with
the keys falling nicely under
the hand.

The much publicised HELP
key is, of course, merely an
addition to the row of fune-
tion keys; these, in hrushed
aluminium, are arranged
vertically down the right
hand side replacing the old

Ik

vellow plastic gobstoppers of
yore. There are now four such
keys, all of which can be pro-
grammed via a PEEK (53279)
to achieve effects desired.

So much for externals. In-
ternally the circuitry has been
re-designed, though it still
owes most of its structure to
the earlier (800) chip choice
and layout. Most evident
change is in the size of the
ROM, which is now consider-
ably larger in order to accom-
modate the BASIC — though
why Atari had to go and throw

remodelle
CAPS LOCI
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ari 800XL  Technical Specification

ame: B00XL
aker: Atari

Colours: up to 256
Sound: five octaves, four

iy
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lemory: 64K (37 available in channels
Us PO N{free RAM) Price: £249.99 2
nodel led”
PS LOCK white taddress 14} block in the
tem middle of a rich blue back-
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educed to 2,

ved to side
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function key

xtra 'Help' |

rs of
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. pro-
1279)
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been
still
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hoice
dent
f the
ider-
COTTL-
yugh
Hrow

in the pretty but meaningless
and totally useless ‘Self-Test’
facility beats me. In fact, al-
though the machine is adver-
tised as possessing — and in
theory possesses — 64 Big K's
of memory, what vou get from
typing PRINT FRE(0) is 37
and a half,

Generally speaking —as a
dedicated 800 user — the op-
erating system does have a
different feel. The RESET key
(actually a ‘warm start’, non-
destructive facility) takes
slightly longer to do its stuff}
the SOUND statements pro-
duce slightly different effects
{a different sound chip?); and
the colours are more apt to
bleed — not up to snuff by 800
standards. Example: a pure

ground turned out yellowy-
pink. Not as precise as Atari
have accustomed us to expect.

Carping eriticisms over,
this is really an excellent ma-
chine; and for games writers,
I have to say (personal opin-
ion) it’s the best. 256 colours
fill the largest palette in
micro-dom. In the GTIA chip
modes — 9 through 15 — up
to 16 can be placed on the
screen In any combination.
The excellent Atari Player-
Missile graphics are un-
changed. 1 could only wish
they'd seized the opportunity
to clean up the BASIC.

Standard

Tread carefully here. Atari
BASIC is nowhere near as
unfriendly as Commodore’s
version. With its American
spelling (COLOR, ete), and its
abundance of POKEs and
PEEKs, and its hash-marked
device numbers, it looks like
what it is: standard U.S.
erade two Microsoft, neither
remarkably horrible nor par-
ticularly useful. Color, sorry
colour, is easily accessible
either through SETCOLOR
parameters or (much easier)
through POKEs. SOUND pa-
rameters are definitely eas-
ier to manipulate than
Commodore’s or especially
Acorn’s (and the sound itself
no whit less good in sub-
stance). But no RENUM-
BER? No REPEAT
UNTIL? None of the nuances
of ‘structure’ which have
slowly been ereeping into all
other BASICs (with the ex-
ception of Commodore’s), Cir-
cle routines are a grisly
mishmash of SIN and
COS(in); Fills, in BASIC, are
via the cumbersome all-pur-
pose special XI0O statement

The functional and tidy rear end. Of the Atari 800XL

itrom the top down, with only
certain shapes being accept-
able).
editor is a piece of eake to use
ii.e. it's unchanged). and the
line interpreter whacks in
with ERROR signals when-
ever your syntax gets
everywhichway.

Existing programs for Atari
computers will all run — so
far as 1 know; though ma-
chine code programs require
use of the OPTION key to
load.

A particularly nice facility

Mind wou, the screen-

placement. The 800XL has
nothing comparable to either
— Just a short guide in four
languages and a connect-up
booklet. No memory map.
None of the simpler PEEKS
and POKES. No colour chart,
No music register. Nothing,
in short, of any real use.
Peripherals are daisy-
chained from the single out-
put socket: this system (with
810 disc drive, cassette re-
corder and 1027 letter printer)
worked perfectly. The i/o
socket labelled ‘Monitor’ con-

‘This is really an excellent machine — the best for
games. | only wish they'd cleaned up the BASIC’ |

of the old 800 which thank-
fully has been retained is the
use of the RESET key to get
into direct mode and clear the
secreen without affecting the
RAM. For keeping track of the
state of variables during de-
bugging this is particularly
useful,

But there are some annoy-
ing things, too. Example: the
B00XL runs off a new, bulkier
transformer, which unfortu-
nately has no socket — as did
its predecessor — for the
power supply to the dedicated
cassette recorder. Nor will the
original (800 transformer
mate with the 800XL, Result:
vou now have to have a trans-
former for each peripheral vou
use (though I personally made
use of a 6v battery with the
cassette recorder’s power jack
sellotaped to the terminals —
such is the hi-tech life we all
lead). But the worst problem
is the documentation.

It beats me. it really does,
why Atari have had so much
problem getting a decent
manual together. Originally
the 800 was sold with a
dreary, maths-obsessed vol-

ume which was like O level
BASIC boringly taught by an
arithmetic teacher about to
drop dead from terminal ca-
tatonia. Then they changed it
ifor the better) to Bill Carris’
upbeat but slightly yukky re-

fusingly handles, no, not RGB
output (pity), but your Com-
modore-style TV output.
There iz also a mysterious
parallel bus.

In conclusion; the Atari
HOOXL 1s not a vast improve-
ment over the earlier 800; it
is a slight improvement. Bet-
ter styling, a better keyhoard
and rationalisation of the /o
ports are pluses, as is the pro-
vision of an extra function key
and the built-in BASIC. Es-
sentially it's still the same
machine but as the 500
was, and is, such an excellent
micro, I'm not surprised that
Atari took this decision. All
in all; the integration of an
outstanding design into a
whole family of computers s
an advance,

At £249.99 the 800XL is
significantly pricier than its
direct competition, the CBM
64 and the Electron. Is it suf-
ficiently better than these to

Justify the extra bucks? De-

pends what you want. It is
easier to program and has
better colour than the 64. It
has more memory than the
Electron, 1 should say, my-
self, that the price is just over
the top,

For all that, the BDOXL is a
superb micro based on tried
and trusted technology and an
indefatigable ancestor. Will it
sell? It deservesto. . .
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KOSMIC KANGA, a multi-screen, amazing, arcade standard original action game.
Featuring superbly animated graphics and packed full of arcade features.

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

gloves at the enemies.
Keyboard or most joystick. 48K SPECTRUM for most other
Computers soon.

ONLY £5.95 EACH

Available from most good software retailers,

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

MICROMANIA

DEALERS: 'PHONE MICRODEALER UK 0727 34351 OR MICROMANIA (03727)20152

48K Spectrum plus stack SLR
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THE VERY first contact
of any sort I had with
“ecomputer” was some
time ago now, when a
friend lent me an Intelli-
vision system with a few
random cartridges.

It was late; and outside the
windows of my small rustic
dwelling the wind howled
fitfully. Onscreen a small deter-
mined figure stalked manfully
through a labyrinth of endless
branching corridors, bow in
hand, All was silenee save for
my own increased breathing
and the oeccasional faraway
rumble of a sleeping Dragon —
and, of course, the wind,

A bat appeared. flapping
repulsively around my head.
Maddened, I shot it. Two
arrows left. Another bhat
appeared. | fled, precipitately
— straight into the lair of a
gilant rat, which made for me.
squeaking wickedly. Fumbling
in fear, I shot that too — but not
before my little man had turned
red with his own gore, having
taken a severe wound from the
oversized and malign rodent.

The Giant Snake got me just
around the next corner. Higs-
ing like a Fury, it came at me
with terrifying speed. One
arrow — my last — had no
effect. T fled. Too late, In my
terror, I messed up my exit .
and the serpent was on me.

A ferocious grunting ... a
convulsive struggle . . . and
what was left of my (viearious)
maortal soul went upin a coil of
sleam,

Shuddering with tension. |
set out with a new expedition
member, Surely he could make
the Cloudy Mountain. claim
the two lost halves of the
Crown of Kings, and declare
himself The Winner?

He didnt. Nor did his one
remaining pal.

I eventually got to bed at
4 a.m., having totally failed to
crack Advenced Dungeons and
Pragons on any level even the
ea=s1est.

If thi=s was the standard of
video games, | told myself, |
was going to enjov this new
diversion. Alas, it wasn't
(though | came to enjoy the
diversion anyway). In fact, as |
soon realised — and was later
to have confirmed by personal
experience (as well as others’

opinions} — this particular
game cartridge, crafted by
50mMe anonymous Mattel

keyboard slave for the Intellivi-
sion machine, was. and
remains, in a class of its own.

For the uninitiated, the game
places a three-man expedition

GAMES OF OUR TIME

#M* |

at the farside ofa Middle-sarth-
like map — different every time
— made up of mountains (bhoth
passable and impassable),
forests, rivers and fortress
walls. The mission of the team
is quite simply to cross the
landscape from left to right,
reach the fabled Cloudy Moun-
tain, enter it, and find the
halves of the Lost Crown.

To do this you steer your
team towards suitable moun-
tains, taking the obstacles as
they come and choosing your
own route. If a mountain is
enterable (i.e. crossable) it will
change eolour; if not, it won't.
and you have to find some other
Way,

No 2

Onee inside the mountain the
screen changes with a nerve.
stiffening ‘whoosh’., You are
inside the tunnel sysiem.
armed with three (count ‘em)
arrows and your wits. The
adventurer stays screen centre,
while the labyrinth scrolls
omnidirectionally. As he
advances, the tunnels light up
and stay lit (so vou can tell
where you've been before). Your
object is to find one of the tools
laxe, boat, key) which you will
need to complete the journey:
vou can find more arrows in a
quiver, You will also need to
find the wav out (a ladder),

Preventing you from CArry-
ing out these reasonable tasks
are bats. spiders, giant rats,
giant snakes, blobs, demons
and dragons. They are all
extremely nasty,

Bats flap and make you
panic but can otherwise cause
you httle harm. Shoot these
only when vou have g FeEnerons
surplus of arrows. Spiders
crawl slowly and are easily
avoided, though if they touch
vou they will claim an arrow for

each contact. Blobs move Very

slowly indeed, and can — must
— be avoided, since one touch is
instant death and they eannot
be shot. Rats can be offed with
one arrow — but snakes,
demons and dragons take two
iwinged dragons, which appear
only in the last mountain, take
three). They also move
extremely fast and will chase
yvou. Ever tried shooting while
running? Can't be done. You
must flee, find suitable terrain
tlong straight corridors are

ADVANCED DUN
AND DRAGONS

ideal), plant vour feet, aim care-
fully, and let the beastie have it
as it charges, Keep your nerve
and don't be ashamed to run for
it.

Additional touches emerge
as you get into the game. Mons-
ters will wake and make some
noise or other if they are
onscreen (whether wvisible op
not), thus allowing you to
deduce where they must be
lurking., Monsters will pursue
you for a surprisingly long
way, necessitating absolute
sureness of touch with the dise,
since these corridors twist and
turn alot; a hangup when some
foul creature is closing fast
bellowing, is certain death.
And, on the more difficult
levels of play (there are four),
even when vou run for it the
Things run faster than you, On
‘Hero’ level Dragons and
Demons and Snakes, in partic-
ular, attack with such devastzt.
ing speed that it become
absolutely essential to have a
good suss on where they are
before advacing. Then shoot
into the dark.

But when you finally do cross
all the mountain harriers and
reunite the two halves of the
Crown .., then there’'s an
immense feeling of satisfac-
tion, considerably enhanced by
a vast, reverberating chime of
solemn celebration which
almost outdoes the famous
long-distance chord at the end

GEONS

MATTEL

of the Beatles’ A Dav In The
Life,

Advanced Dungeons and
Dragons is an eerie, astonish-
Ing game, a piece of program-
ming wizardry and an
absolutely superb example of
overall game design (not at all
the same thing). In the heydey
of Intellivision’s fortunes in the
US (say, a vear ago) it was
rarely out of the ROM charts:
over here, its virtues are known
only to Intellivison owners ([
remain one of these, for the
sake of this game alone).

Unfortunately this situation
is not now likely to change,
More's the pity. The system has
been overtaken by events and
by technology — and fashion —
but it remains a very good
video game system indeed: not
s0 much on account of the hard-
ware (which, the disc apart, is
excellent), but for the remarka-
bly high standard of the soft.
ware. And of the latter, few [
think will argue if I claim
premier all-time place for the
Jewel in Mattel's Crown,

TONY TYLER
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DUCKWORTH
HOME COMPUTING

a new series

Al books writter by Peter Gerrard, former editer of Commaodare Computing
Internaiional, auther of two top-selling adventure games for the Commodore
&4, or by Kevin Bergin. Both are reqular contributors to Personal Computer
News, Which Micro? and Software Review

EXPLORING ADVENTURES

A complete leok at the fabulous world of Adventure Games for your computer
Starting with an introduction to adventures, and their early histary, it takes you
gently through the basic programming necessary before you can start writing
your own games, Inputing mformation, rocm mapping, movement, vocabulary,
and everything required 1o write an adventure game are explored in datal
There follow a number of adveniure scenancs, just to get started, and finally
three complete listings written especially for your machine, which will send
you off into wenderful worlds where almost anything can happen. The three
garnes listed in each bock are available on one cassette at £7.95. The complete
quide to advennire games: playing, writing and solving them. Peter Gerrard is
the author of Romik's two top-selling adventure games - Fools Gold and Tamb
of Xetops:

EXPLORING ADVENTURES OM THE COMMODORE 84 £6.85
EXFLORING ADVENTURES ON THE VIC™ 695
“Two of the games require I6K expanson and the thivd 525
EXPLORING ADVENTURES OM THE SPECTRUM 488 f685
EXPLORING ADVENTURES ON THE ORIC 44K £E35
EXFLORING ADVENTURES ON THE DRAGON EE 95
EXPLORING ADVENTIURES ON THE 8BC Model B L6A5
EXPLORING ADVENTURES ON THE ELECTRON E6.95

Other titles in the series include Using the Commodare 64, The Beginner's
Guide to Computers and Computing, Sprites & Sound on the 64, 12 Simple
Electronic Projects for the VIC, Will You Sl Love Me When I'm &4,
Advanced Basic & Machine Code Programming on the VIC, Advanced Basic
& Machine Cade Programming on the 64, as well as Pocke! Handbooks for
the VIC, 64, Dragon and BEC Mode! B.

Write in for a descripfive leaffes (with details of cassettes)

bt Mo
DUCEWORTH

The Old Piano Factory, 43 Gloucester Crescent, London NW 1 7TDY
Tel: 01-485 3484
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Football Mana

ger
Designed by Kevin Toms

Some of the features of the game:

* Matches in 3D graphics

* Transfer market * Promotion and

relegation * FA. Cup matches *
- |

tables « Four Divisions

&

Injury problems = Full league
B * Pick your own team

A A foreach match. » As
iy /n¥ ; many seasons as you
v = ' like * Managerial
o o

rating * 7 skill levels
1 * Save game facility.

il

* ZX81 Chart

Home Computling Weakly
1.8.83 and 1483

Commients aout the game fom press and o cushomans
FOOTHALL MANAGER 15 the Desl gome | nave val seen on ha

i specium ond my personal favounte of oil he gomes on any micro . To She ooy
_,l" QN if 5 on excellent view ol whal Gan be done in e ieid ol compuler gomes

# The: crowming glony of this gamee 15 Ma shor sat peeces of march hghlighs wisch show lifle
Ehck man unneng anound g pelch, shooting, detending and scoring I i 0 compubsive

P b peoote who cannd lake game sesmons of ¥ how's orso, which hoppened on ong

hapoy Sunday, will De grabahl io know thalt e is 9 s0we e fope’ oplien FOOTRALL

MANAGER has everylhing it could .. . The originaion Agdichywe Gomas, carqinly Gesanss he

neme " Raling: 1920 [Froclical Comousng - August 1983

SPECIALISTS IN SOFTWARE FOR THE BEC MODEL B

Animate your Basic programs with Arcade-speed Sprites

SIMONSOFT SPRITES
VERSION TWO

@ £12.95 each BBC Model B

Thes powarful and versatle ulility package s far and away the leader in the fiald of
graptacal ammation, bringaing FASTEST EVER screen mowemenlt 1o your own characier
designs, togather with & host of Special feateres and effects. SPRITES are user-defined
ghepes that can be controlled from any Basic program. They are mosed qusckly and
samgsly By calls to 8 meachene code routing which is located tagather with tha sprte IMBGES
i ot of your Basic program. The speed and somy ity of sprites is a boon o games
programmers and Lo those whao need o illustrate and animate thair woek,

Thi package includes two GENERATOR PROGRAMS which you USe Lo craate yaur awn
sprile designs. Al 16 logical colours are available in gach design, and &s you craate the
image it s stored wathin the Sprife rowstine. Sprite sizas ranga froma sangle pixel to the 24
a2 pel SUPERSPRAITE! Once you have designed 1he Spriles you need, the generitor
program may be erased from ke memory. Mo longer do you heva 1o spand ralf youor
program actually designing the shapes you need b usel

Once i heve designed your ovwn sprites, or used one of the ‘books’ i the LIBRARY OF
SPRITE DESIGNS provided. you are ready 1o aramate yvour program. To move a sprite, all
that neeads 1o be dane 5 o increment of decrament 1S pasition coordmates and call the
rowtine! T maching code 1akes care of 1he st Each sprite has TWO separate images
and if 1hese images are dosgned differently, instant animason effects are achiewed as
000 85 you move the sgritel Frogs wall bop and horses trot as each image 15 displayed
alterrativily in thy pined-by-potel movement across the screen, To give you an idea of the
spead of sprites. a sangle sprile moving ane pixal at a time can cross the whole screen m
036 of a4 seeondt

The package & distirguished by the amazing and revolutonary eatures that are offered
U 162 48 SPRITES may be on screen a2 any one time (12 separately desgned base sprites
asch with 3 independently moving clones) Tha incradibie enlargement facility allows up
to FIVE TIMES MAGNIFICATION of sprites, o that the sprites can suddenty loom out of
the screen in a 30 effect or aven ramain enlarged throughout the program, moving as
normal & COLLESION DETECTOR will report hack to Basic with the numbears of usar
defined directions. and sprites may ba allocaied 1o any of the paths. Wherewes (b sprite =
cakked it will automancelly rmove by the amosnt spacifiad by tha path

Pwenty differant routines allow any comb
nation of 1he aboe Teaturss, ot b with
EQR transfer |direct} ploting and tramsfer
platting wath backgrownd storage. replace
mient, Economese on Memory space by
choasing the roubiree with just tha features
you e N your program, Twad demon
Stration games, an introductory. program
and an excallant 32 page cobowsr manoal
are included in the package. Tha programs
are compatible with dscscassene-based
systemd, amd can e bought already on
40/ B0 track discs (please specity) for an ex
tra £3, Qwer onby plaa = DONT OPT FOR
AMYTHING LESS it 15 probably more e
pensve and cartainly waan't contain anyth-
ing 1he features of SIMONSOFT SPRITES
VERSIOMN TWO

Actusl strean photograph of “Dawil
Swarm”, & demo tape

SUPERFRUIT (32K) £5.95

Simply 1he bast. Full colour migh resolutsen
praphics. Sgenneng reels wih Chownon
Incradibile: gamble effects, hold, 3 1ypes of
pamble, swap  reels,  twooway  nadgs
nudge gamblas, con gule that shrinks
grons

great sound efects. Separate in-
struction program  Thig impdemeniation i
i class of 1S own

You would be fully jusofied in clarming
that il w befter than the real thing M
Fiald, Owford

Actual sereen photograph

ou ¢ CASTAWAY (32K) £8.95

» y
e s
é:.\_ﬁ-u“'rr The Three Island Adwventure

A& beautdully designed advaniure with a
waalth of pozzkes of logic, imisgEnation and
wil that Buald up into an ainguang paite
Tackle beanstalks, o
prigigh chaemistry e Lige
has been mede ol sound and Moede 7
graphics verdh {ull-screan paclures, sel in
variad ta&fiaim, Irom sand dunes io n
sions, ther adventure prowvides an excaling
range of kecatons through which the cas-
Dveiy mUst pass N osearch of priceless
treasures and cryphic clues. Tha antrancing
Il colgwr pictures will take vou desp nto
e wwor ld of the Three Islands in a way that
ther 1exi-only edventure never could

Actual screen photograph

FPlease order from

SIMONSOFT

25 TATHAM ROAD,
ABINGDON, OXON OX14 1QB

Tel: (0235) 24140

From software stockists nationwide, inc  GE) i | . .
e ———Ty 12 see B e [ e ek Al programs in stock NOW. Dealer enguiries welcome,
HE 18 5898 il e Dealars! For urgent slocks send
AU GEAAC] T ?m“ L ae your headed natepaper direct to PROGAAMMERS — we pay 30% ROVALTIES for EXCELLENT mactine code programs

(#)




To blazes with the
socialist aspirations of
Ordinary Working People!
Be a foetid capitalist! Play
the market! Survive a
general Election! Even an
Argentinian war! Exploit
your workforce, keep your
prices high and indulge your
taste for Coronas! Be a Faicat!
Rip off everybody! (Etc.)

N
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:"NO OF LORRYS"™ I DSUB 452

: 2 cO7T90 4o

. F‘H IHT _
i o st

-

2 PRINT TRE 1; "yOWL LRAYED OFF

fofo o | o fafa B B R

wmmmmﬂm#mummww

1B " HIORKERS™
1 PRINT THAB 1:"AND PHEYED "; (L
E: } #iloBeo; HEE-UHE‘-F.-?-}"' ;
& 2 LET HI=MI+1{iDL-D 1000}
gy 4 RETLURN
2 9 PRIMNT TAEB 1;:"vwOU CUT WAGES
1 =y B1-B: " AND®
& =5 T3 T SRETE Ny ey 451 PRINT TRB 1 “LOST ";SRziE1-f
5 -P_HF [ Y e R Wl 7 B " AN S5TRIKE DAYS™
= FHE LT HT H4+7 _.‘__:IE?; ¥ L Vo2 LET MI =I"II+SE\"TE;1"E
2 GOTD 110 S E5S RETURN
== PRINT AT 18,3; “LUAGES (£3.5S4&8 470 BEINT TSR 2 “vyols Lol cosT
D-11,g00) " : WOt POUNDS T
22% LET Bi=EK 472 PRIMT TRB 1. "HERKNT BRAD TURL
Z=5 IHNPUT B ITy coobDis A ¢
227 IF B<435660 0O EBE:11000 THEHN o 1273 PRINT TARE 1;"voOU WERE FORCE
CIT R oo D TD SPEND AR M
=3 EOsEUE = 474 PRINT TRB 1:“ "EXTRA “; (BEQ-F:
2535 BETURN =104 1; " ON GDUERTISIHG™
248 FRINT BT 18,3 "hits, ENELGVEL 475 LET HMI=MI+{(CEB-FJ 10431}
BI — gy 4T7TE RETURN
241 LET Pbi=D <S¢ FRIMNT TRE i:'"vwouw SPENT e T
242 INPUT D RE1IZEG. " Oh LDRHY“,THB 3, "REPRIFE §
250 IF D@ OR D:>152 THEM GOTO 2 5 b
32 #Z1 LET MI=MI+CRR=1ZEDL y
255 GOSuUE 3 402 RETURN
ZEE RETURM 425 PRINT AT Z20.1;:"TOTAL HMISC f
L =T 260 PRINT AT 15.3: "HAW MAT COST gl 3 s
i FER ITEHMISO-TFTE2) 22 IMPUT Is
63 IMPUT F 31l GCGOTO 8609
2E4 IF F<38&8 OR F:70 THEN GOTD =2 5302 GOSUB 000
=5 =10 PRINT AT 1.3:M%:" " s REsSULT
=b% GOSLE Fi
=00 EETURM S22 FPRINT AT 2.0 lsssaeeeee
S50 PRINT AT 18.3:"R.N.D (NGO L .. e S
oo = TANES" ,TAX
285 INFUT RND 2 THRGES T L DB
220 GOosSuUB 3 STRAL MATT D16
295 RETUEN
00 PHINT HT 15.3, "H>: PER ITEH ] ; "TRARSPORT ", (1
A (! (1~15) :
QT INPUT FAD kb 2 UHISC"  MI
205 IF AD <1 OR AD>1S THEN GDTO 5 a2 = ‘.Dg“ﬁ.miu M ath I
1010 el 1y iﬂ'!-fIHT ;;ﬁ- o 15.1-mu
GZPT GODEUE 3 S7S LET TOT=DiB+D+100+F+TAX+{ (1
=5 DETLURM T=CHAR x3000) +MI +RND
2180 EBETLEH ZE20 PRINT AT 1@.3;“TDTHL s TOT
408 LET R=IMNT {(ANDxZEl =30 PRINT 8T b B B = 5
1@1 LET Sl=f S ———— SNSRI
10 TF @<¢17 THEN GDTO 410 SOSBLET IT=in¢+1.53i11D*1au;-r
diin LET RI=RMNDFINT (RO 2 1% 117-A80011)
418 LET MILI=-TZ08 EEE PH{HT BT 12.38;: “"ITEMS SGLD
4158 s aaa:=CQ THEM GOT *AB-115-R5)
froSir ‘Goken SR T8@S PRINT AT 13,3; "R.N.D PROFIT
42@ GOSUEB 332 ;@H L ) i
425 PRINT AT 1@, 1; "0 vOU WUANT "Dlw INT AT 14,3; "8ROS%S PROPIT
T SPEMD IQP@Dd Of” 114 +hu
NI 428 PRINT AT 11 ,1; 8" LUORRAY v 7K ﬁ}l : _
427 IMPUT & 515 PRINT AT 16,3; "NET PROFIT",
1. 428 IF K21l -"n THEM 20TO 433 LIT*F+QU) -TOT
. 429 LET CAR=CAR+1 517 LET C=C+i{ (IT#F+2uU) -TOT)
=1 i3@ LET C=C-300a0 EZ@ INPUT Is
4323 2OSURs I0ad E25 GOsSUB 3Qan
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XANAGRAMS

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

ages.
Dle DIGGER (Spectrum 16K/48K BBC ‘B’

It's super-fast, furious and Electron CBM 64)

as mean as they come.
(Spectrum 48K)

PENGWYN

As the temperature rises,
strange happenings begin

y Please write guantities reguired in boxas provided

— I and state computer type.
: /’/ Nonjer=rms et = =t

> l Address

— I :
WM -3-84
I POST TO: Postern Litd, PO, Box 2, Andosersford C heltenham,

Ciles GL54 55W. Postern is always on the look out for any new
I games you might have developed

3 (§) POSTERN ..,

___or ACCess Mo

In Pengwyn’s frozen world.

(Spectrum 48K BBC ‘B’ Electron
CBM64 Spectra video).

Please Postern
People post me:

Xanagrams

|12

Dinky Digger

13

|
Pengwyn

S

g (£7.95 for oﬁ‘ersg_as mail order)
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S REM sssssssasHAIN BODY PROGRAMS # &%
10 BOSUB BOO0
15 DIH TE(25)1DIM FPE(DSIeDIM Y&11)
17 DIM LONG{2):0IM LAT(2)10IM COURSES
4} 1 MOVE=( ) SEARCH=0 TOME= %0
20 GOSUE 9900
100 EsT-lNTIRHDtﬂIiﬁﬂlﬁlﬁalﬂﬂNﬂE-lHTtH
NDCD) w50 ) + 150
103 BOSUB 1oow
1046 GOSUE 1055 GOSUR S0S0: GOSUB 1095
110 GDSUB =400
120 IF EST:RANGE THEN GOSUE S300: GOSUR
SILO:FRITI=FRITI+11GOSUR S340:B30SUB =311
01 GOTD 104
130 IF EST<{RANGE THEMN GOSUE =090:G0SUB
SS001GOSUR 52100 00SUD 53&0:G0T0 106
140 BOSUB SO70:GOSUP SX00:GOSUER 11000

GOSUB 53401 G0SUR 5500:00SUB 5210:B0SUB S
160

1&0
450
99q
1000
- A
1005

GOTO 106

END

REH #s25CREEN 2 COMBATsssssssansss
GRAFHICS 71POKE 752, 1150UMD S 250,

SHIF=BG1HOR1Z=S0FRITI=0

1010 POKE 708, |2:POKE 709,21POKE 10,0

1020 COLOR 1:FLOT 159,50:DRAWTO ©,5110R
AWID 0,0:POSITION O,501POKE 745, 1:X10 18
MG D0, "B

1030 COLOR 31FPLOT SHMIP,HORIZ

1040 FLOT 15%,95: DRAWTO 159,511 0RANTO O
SLIFOSITION O,951FOKE 765,31 X10 18,44,0
K0 5

o509 7 "wuge EMEHY IW SIGHT!"1FOR DEw=
1 TQ 250:NEXT: DE1 RETURN

1055 PORE 709,007 * EST1IMATE RANGE*

los0 7 "  (IMN OUO'S of yards!”

1070 INPUT GUESE: BASE=SO

LoBG 7 vty IF GUESS 200 THEN 7 "RANGE T
00 GREAT FOR YOUR GUNS!":B0T0 1070

1090 ? "RANGE ESTIMATED AT =;GUESS; "00
YARDS“1FOR DE=1 TO 2S0:NEXT DE:RETURN
LO9S IF FRITI=O THEW FRIMT “ENEMY 18 FI

RING!=: FOR DE=1 TO 350:NEXT DE
1110 1 IF STRIGIOI=0 THEN RETURN
1120 : GOTO 1140

4999 REM sessaas0FENING FIRE®®Nssnn
SO00 T KR FOKE 708,254 POKETOR, 2541 POK
E 710,254t REH *GUNFLASH=

J010 FOR DE=1 TO Z0uMEXT DE:POKE 708,12
1POKE 70%,2:POKE 710, 101REN ssRESTORE CO
LOURSa %«

5020 FOR MOL=1S TO O STEP -13:SOUND 0,50
s 0, V0L SOUND 1,47,0,Y00 1 SOUND 2,47 ,0,VOL
2030 FOR DE=1 TO ZS5iMEXT DEiMEXT VOL
SU40 FOR DE=1 TO So0:MEXT DEQRE[URN

SOS0 REMSs s #ausENEMY FIRES: Shsut s sssis
SO0 7 "N PUKE T0B,254:FDR DE=L TO 1%
MEXT DE:FOKE T0H,123FOIEE 709 ,254: COLODR

PROGRAMNOTES

If you achieve screen 2 you will sight
Kbnig at a range between 15000 and
20000 yards. Estimate range and fire
with the fire button, correcting the fall
of shot with the aid of spotting
reports. Kénig will narrow down the
range in a similar fashion, but once
she finds it she’ll hit and keep on
hitting till you're sunk. Warning: once
the Kénig's range is found (straddle),

she’ll weave by 100 yards in either
direction.

21PLOT SHIP ,HORIZ

S070 FDR DE=1 TO 200:NEXT DEIFPOKE 709,32
tCOLOR 3:1PLOT SHIP,HORIT

5080 RETURN

SUBES REMs=#sn#SHELL SFLASHES RISEsssnss
5090 HFLASH=INT (RND(0) #4651 +51 SPOUT = INT{
RED(O) &5 ) +B%5: SFRAY=GFL A5H

S100 FOKE 70%9,14:FOR COLUMN=1 TO 14
110 YA COLOR Z2eFPLOT SFOUT ,HASE+ 10
S130 FOR DE=1 T S5:BASE-1sMEXT COLUMN
3130 FLOT SPLASH,BASE+341DRANTO EFLACH,
BASE-22

5140 PLOT SPLASH +4 ,BASE+34:0RAWNTD SPLA
SH4  BAGE=221FLOT SPLASH+3 , BAGE+«T%; DRAMT
0 SPLASH+3 BACE-7%

S15¢ FLOT SPLASH+ 1, BASE+3%: DHAWTD SPLAS
H4 ]  BASE-25

=140 FLOT SPLASH+2 ,BASE+3%5) DRAWTO SFLAS
H+7 , BASE-27

Slal RETURN

S19% REM sessssssENEMY GALYVOwswsasss
5200 MARK=Q

S210 IF ESTCRANGE-T THEM EST=EST+10¢RET
UIRM

3220 IF EST!RAMGE+7 THEN EST=EST-10sRET
LR

S230 IF EST<=RANGE+7 AMD ESTIRANGE THEM

EST=EST-1i RETURN

5240 IF EST :=RANGE-T AND EST<RANGE THEM

EST=EST+11RETURN

S350 IF EST=RANGE THEN MARK=MARK+1:G0S
UB &000: RETURN

S27% REM #ssass[NCOMING SHELLS SEXsss#s

5300 FOR FPITCH=30 TO 55 STER 11 50UMD O,
FITCH,B,13: SOUND L,PITCH+7 . 10, i0nS0UMD 2
WPITCH-5,4,14

S310 FOR DE=1 TO #:NEXT DEiNEXT FITCH

5370 SOUND ©,0,0,0:50UND 1,0,0,0,r50UND
2,0,0, 0 RETURN

S350 REMesssuss sEXFLOGSIONS St ausssnnawnus

5340 FOR VWlL=15 TO | STEPR -1:50UND ©,50
« 0 VOL 1 SOUND 2,53,0,V0L: FOR DE=1 10 1mi
MEXT DE

S350 NEXT WOLy SOUND U0y Oy 0 SOUND 1,0,0
yOES0UND 2,0,0,0tRETURN

SE5T REM s#swsaREPORT GHOQT sesdsssssisn

5360 POKE 7Om,0

5362 IF BUESS<RANGE THEN 7 “%"; "RONGE *
1GUESS; "00 TOD SHORT!™:RE TURN

3345 IF GUESS:RANGE THEM 7 "R "RANGE ¥
1GUESS; 00 TOO GREAT! "t RETURN

5370 IF GUESS=RANGE THEN 7 "N "ETRADDL
E!*1GOSUB S380:HIT=HIT+1GOSUBR SO0 RETU
RN

5379 REHadsas4saENEMY WEAVESsssuassenay
SEB0 EH55E=INTTRH“iUP'ZJ#iIFUH DE=1 TO
SO01NEXT DE

5390 IF CHABE=2 THEM RANGE=RANGE+]

S400 IF CHASE=3 THEM RANGE=RAMNGE=1

5410 RETURN

5499 REM #ewsERASE SFLOSHEGssasssssssn
5300 FOR DE=1 TO A0IMNEXT DE

8505 FOR COLUMMN=1 TO &

3510 COLOR 1:PLOT SFOUT , BASE+7s DRAWTO 5
FOUT 1, BPASE+F:FON DE=1 TOD SIMEXT DE 1 BASE
=HASE+ Lt MEXT COLLMN

HORYANY

4520 FOR COLLMMN=1 TO 10

5530 COLOR 3:fFLOT SPOUT , BASE+9: DRAWTO 5
FOUT+1,BASE+91FOR DE=1 TO S1HEXT DE:BASE
=BASE+1INEXT COLUMM

3515 FOR COLUMN=1 TO 325

5540 COLOR 1:iPLOT SFLASH, HASE =45 DRAWTD

EFLASH+4 | BASE~a%S

S350 PASE-PASE+11FOR DE=1 10 S:iNEXT DE
SO0 MEXT COLUMM

=370 COLOR Z:FLOYT SFitAY,BASE-70:FLOT SP
RAY+2,BASE-&81 FLOT SFRAY+Z,BASE-&3:FLOT
EFRAY+4, BASE- 45

S5B0 FLOT SPRAY+Z,PBASE-601FLOT SFRAY4S,
BASE-SE1PLOT SPRAY,BASE-S7:FLOT SPRAY+S,
BASE-1E

S585 FLOT. SPRAY,BASE-S0: FLOT SERAY+Z,BA
EE-5J1FLOT SPRAY+4,BASE-%1

5587 FLOT EFRAY+2,BASE-4%iFLOT SPRAY+4,
BASE-43:FLOT SFRAY ,BOSE-39

5550 FOR COLUMN={TO Zo0

S600 COLOR LiFLOT SPLASH, BASE -45: BRAWTO
SFLASH+4 ,BASE~-45

=610 FOR DE=1 TO S5:WEXT DE;BASE=BASE+1
SL20 MNEXT COLUMN

S630 BASE=S(01FOR ERASE=1 ToO 21

S440 COLOR 1:PLOT SPLASH, BASE-43: DRAWTO
SFLASH+4 ,BASE=AX

S650 COLOR 3:FLOT SPLASH, BASE+1: DRAWTO
SFLASH+4 ,BASE+]

Sea0 BASE=DASE+]

S4B MEXT ERASE:FOKE 707, 2: RETURM

5999 REM #ass#34sdHIT REGUL TConsssanmsss

&000 FOKE 709,2

G010 IF HARK =1 THEM READ PEi7"7¢;=you
HAVE BEEW “jPs

G020 IF HIT =1 THEN RE&D 153 7%= *THE
EMEMY HAS BEEN " Ts

SO0 IF T#="SUMNIZ'™ THEN GOTOD 12000

040 IF PE="SUNMI" THEN COTO 15000

S80S0 DATA HII.HiT.DﬂHﬂEED.EL[GHiLY Dara
GED,BADLY DAMAGED,SET ON F1RE ,SEVERELY D
AHMAGED

SUL0 DATA SUMK '  SUMKY

G070 FOR DE=1 TO SOO:NEXT DEx 7"f “ s RETUR
L]

S HEM sessssanTITLE ECREENTwensssnms

8000 GRAFUHICS IBZWFORE 712, 1341FP0KE 7oa,
OIFOKE 710,14

BO1Q FOSITION T 218G "HLINT =

BOZO POSITION 7, 41784~ THE "

BOIO POSITION Tib178b; "RATDER"

BO4) FOR DE=] TO GO0 NEXT DE

HUN;

k



1 DRAWTO 5
I DEt BGSE
15 DROWTO
HEXT DE

nFLOT SP
-&3:PLOT

EFRAYsX,
SPRAY+3,

HaY+2, BS

EFRAY+A,

S1DRAWTO

=BAGE s 1

Z1DRAWTO
| DRAHTD

=]
EEEEE

7y You

T = THE

00

i1ile}

ILY DaMA
JERELY D

i "tRETLUR

SaERmEEE

OKE 708,

‘BOS0 POSITION L, L1057%a8) "PRESS START TO
FLAY™

B060 IF FEEKISIZ771=4 THEM RETURM

BOTO GOTO BOLD

2000 REM ssdssssHIDE AND SEEEs#ssananas
100 GRAFPHICS 3ZaPOKE 752,11PORE 712,134
rFOKE 712,134

110 POKE 708,0:REM ENEMY SHIF COLOUR
2120 FDRE 70%,14:REM YOUR SMIF COLOUR
140 LONGLI )= INTIRNDIO) «3F) s LAT LI b=INT Y
RMD (0 e19] t LONG (2 m INT (RND (O #EF) cLAT (2)
wNT (RND IO e 19

%145 IF MOVE=D OR MOVE=5 THEM HIDE=1:MO
YE=03 SEARCH=SERRCH+11 7"CATALINA SIGHTS E
HEHY ! ":G0TO 7149

9144 HIDE=3

149 [F SEARCH=& THEN GOSUB 20000:CLR:R
UM

950 COLOR HIDE:FLOT LONG(1),LAT(LYsCOL
DR 21PLOT LONGE2H ,LATL2)

G140 7 COURSE?(N,NE,E,5,EW,5E,M,NW o N
DNE) *

F170 INFUT COURSE®

5150 1F COURSE#="N" THEN GOSUB 9290:LAT
(2i=LAT (20 -1 GOTOD 9310

9200 IF COURSES="MNE™ THEN GOSUB F290:LA
TE2I=LATi21-11LONG (2}=LONGLZ21+121GOTO 93
0

9210 IF COURSE£#="E" THEW GOSUBR %270:L0ON
G2 =LOGI2)+1:GOTD 9310

2220 IF COURSES="EE" THEM GOSUB 290100
MEIZ)=LONG {2y + L LATR(2)=LAT (2} + 11 GOTO 93
10

9230 1IF COURSE#="5" THEN GOSUB F2%0uLAT
(21=LAT{2)+1:6OTO 7310

9740 IF COURSES$="EW= THEM GOEUE F290:1LA
TI21=LAT (2} +1LONG(2} =L ONG L2} - 11 GOTO 931
L]

9250 IF COURSES="W" THEN GOSUBR F270:L0N
BI2)=LONG(2)-1:G0TD 9310

QZ&0 IF COURSES="NW" THEM BOSUBR F270:0L0
NEIZ)=LONG (21 -1t LAT (2 =LAT (21 <12 GOTO 31
o

5270 IF COURSES=“MNONE" THEN GOTO %310
RS20 GOTO 2170

59290 COLOR 3:FLOT LONGO1) ,LATC(1MFLOT L
OME (21 ,LAT{2) :FOR DE=1 TO ZOO:NEXT DEz?~
ﬂ-

9300 SOUND O, TOWE,10,4:FOR DE=1 TO 100:
HEXT DE:SOUND 0,0,0,01 TONE=TONE-S5: RETLRN

§310 HUN=THT(RNDIO) 45} +1

9320 IF LONG(1}=39 THEN LDONG(1)=38

by NAUTICUS

9230 IF LONG(])=D THEN LOMGI1)=]

340 IF LAT{1 =19 THEM LATI(1)i=18

9350 IF LAT(1)=0 THEN LAT(1}=1

2355 IF LONG{2)<0 OR LONGI2] 339 OR LATI
21<0 DR LAT(2)21% THEN 7"5"™;"ILLEGAL HOV
E!™1GOTOD F170

R340 IF HUN=2 THEM LAT(1)=LATI{1)+1

9370 IF HUN=3 THEM LAT(1)=LATI(1}-1

9I80 IF HUN=4 THEM LONG(Ih=LDNGLI)+1

9390 IF HUM=5 THEN LONG{1NLONG{1}-1

2400 1F HUN=4& THEM LONG(I1)=LDNGLI1)-1=2LA

TilysLATIL -1

410 IF HUN=T7 THEN LONG(1)=LONSi{l}=1a1LA
Télb=LATII+1

420 IF HUN=B THEN LONG(1)i=LONGI{l)+]1:LA
TELh=mLAT(L)+1

430 IF HUM=% THEN LONG(1)=LOMGB{1)ILATI
1i=LAT(1)+1

5440 IF LONG{1)»=LONEI2}-1 AND LONGCI)L
=L ONE(2)+1 THEN BOTO 7450

9445 EOTO F4&0

9450 IF LATI1)>=LAT(2)-1 AMD LATI(1}{=LA
Ti2)+1 THEW GOTO 9500

F4460 MOVE=MOVE+1:GODTO F145

9500 COLOR 11PLOT LOMG{L),LAT(1)1COLOR
ZIPLOT LONGIZ2) ;LATIZ21a7?"5 " "CONTACT ' “sFO
R DE=| TO BOOiMEXT DEiRETURM

10999 REMsweus i sCLOBRERED ' #asraanananmn
11000 POLE JOB,00FOFKE 709 ,01FOKE 710,017
"R FOR DE=1 10 10:MNEXT DE1FOKE 70B,2548
POKE 709,254

11010 FOR DE={ TO 10¢NEXT DELPOKE 708,12
1FOKE 709, 142POKE 710,10

| 1020 RETURN

1179% REM ###s#ENEHMY BLOWS LUFs*sasssssss
12000 COLOR 12FPLOT SHIP,HORIZ

12010 POKE 70%,2534:COLOR 22FLOT BHIP,HOR
L § 4

12070 FOR DE=1 TO Z003NEXT DE

12023 FOR FLAME=]1 TO 3

12030 HORIZI=HORII-1

12040 PLOT SHIP,HORIZ

12050 FOR DE=1 10 100:NEXT DEINEXT FLAMHE
120%5 COLOR 1:FLOT SHIP,HOR1Z+3:FOR DE=1

TO 200:MEXT DE

12057 PLOT SHIP=1 ,HORIZ+3

12058 PLOT SHIP+1,HORIZ+3Z

12060 PLOT SHIP ,HORII+2:FOR DE=]1 TO S0iN
EXT DE

12070 PLOT BHIFP,HORII+1:FOR DE=1 TO S0xN
EXT DE

12080 PLOT SHIP,HORIZ'FOR DE=1 TO 30:NEX

T DE

12085 FOR SMOFE=1 10 10

12090 COLOR 31FLOT SHIP,HORIZ-3

12100° FOR DE=] TO 25:NEXT DE

12110 COLOR 11FLOT BHIP,HORIZ-3

12120 HORIZI=HORIZ=11NEXT SMOKE

12130 POKE 709,2

12140 SOUND 1,250,0, L1 SOUND2,249,0,1
12150 FOR DE=]1 TO 3IS0:NEXT DE :
12160 SOUND 1,0,0,0,350UND 2,0,0,0:SOUND
3,0,0,0 _
12170 7%y "THE ENEMY HAS BLOWN UP1"
12180 7"Y0OU HAVE SUCCEEDED IN PRESERVING
"y NTHE SEAWAYS OF THE EMPIRE"

121590 FOR DE=1 TO 4001NEXT DE

12200 7% "JOLLY WELL DONE!®

12210 GOSUE 20030:CLA:RUN

14957 REMassssnsSINKINGERsERsannununnans
15000 GRAPHICS 19:1POKE 708,0iPOKE 709,15
Z1POKE 710, 152:FOKE 752, 1

15010 SOUND 3,20,0,4 i

15020 FOR DE=1 TO 4%0)MEXT DE

15030 HORII=0:VERT=23

15040 COLOR 