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arcade games"
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ZX Spectrum
and VIC 20
Featuring-
•  Hi-Resolution Graphics
•  Sensational Sound Effects
•  Authentic Arcade Action
•  Machine Code Thrills
ANY G AME JUST Includ ing  V.A.T.,
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DISTANT CREDIT CARD SALES
LINE (24 HOURS)

FREEPOST MANCHESTER M3 8BB

061-832 9143
Dealer enquiries invited

'POST
SPECTRUM GAMES. FREEPOST MANCBESTER M3 8BB

Please rush me a copy of -
Any a  Spectrum

Monster Muncher
Rocket Command
Road Frog
Cosmic Intruders
Frenzy
Caterpilla
Penetrator

or please debit my Access Card No.

NAME

\  ADDRESS

Any VIC 20
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I enclose cheque/P.O. for

FREEPOST NO STAMP NECESSARY

SPECIAL OFFER -
SAVE ON THREE -
SAVE 0 .00  ON ANT
THREE GAMES -
PAY ONLY E13.50
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GAMES NEWS 1 6
Teach your Spectrum 11,000 words and
then let it  beat you at Scrabble, Mad
Martha resurfaces in what promises to
be computer gatrungt longest-rurming
soap opera,
VIDEO GAMING 2 0
Up t o  lo u r pages with  a feature on  At a r i
soccer,  jo yst ick ju ry re vie ws and m u ch
more n e w s k i c k i n g  o f f  w it h  a  ru n -
down of the new Supercharger range of
cassette games
ARCADE ACTION 3 0
How do you rate against the world's
video-craziest nation. We chart some
US high scores for reference and look
at Tip Top -  Donkey Kong in 3D.
REVIEWS 1 3 6
I t ' s  Parsec ta lks Itself into ou r co lumns
and Ult imate have come up w it h  a rcade
winne r in  je tpac.
NEXT MONTH 1 4 0
There's n e w s o f  o u r Su m m e r H o lid a y
competition launched Next Month with
1-5.000 as first prize.

DONKEY KONG JUNIOR
Son of  Kong comes to the screens in glorious Spectrum colour in
search of his big daddy captured by the unscrupulous Maria Can you
stand the suspense!
SHOOT OUT   3 6
If you like taking potshots at  those bobbing ducks at  fairground
shooting galleries you'll love this game.
SPIKE ATTACK 4 4
Youll have to get the point of this game quickly if you want to survive
the deadly alien spikes. For Dragon owners who enjoy a touch of
acupuncture treatment
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SQUONK   4 8
A batt le of  wits within the corridors of  a lethal maze. A  game o
strategy and quick thinking for two players with joysticks. Plus the
"best title display" our rev iewer has seen on an Atan_
METEOR 5 2
And now for the weather forecast. Meteor storms wi l l  be mov ing
across the country towards evening. You are advised to stay inside
and defend the city on your Texas II 99/ 4a.
CATCH ,  . . . . . .  9 8
Why not take a day trip to the stars and drop off at a friendly planet?
That's what they said at the travel agents. What  they didn't  say was
that we'd have to drop off by parachute. I hope you BBC A owners are
ready with the nets!.

GHOST TRAP 1 0 2
You play a dangerous game when you go hunting the man-eating
ghosts. But it's- fun attempting to lure them into your deadly laser-
traps. A haunting experience for Vic owners.
ZAX V 1 0 4
Mystery and adventure on a planet tune has passed by. Can you
discover the identity of the double agent sending secrets which could
undermine the Spectrum1I8 I federation?
PLUS GAMES EXTRA 6 3

COVW David Senn Nese Issue !sly l

— 1 1
1

There's a  ne w  l ook to Vi deo
Screens this month. For  a start
we've changed its name to Video
Gaming and we've boosted it up
to four pages.

There you'l l  fi nd news, com-
petitions, a full  page of reviews
and a  di ffer ent feature ever y
month: kicking off with the tale
of the tail-less joystick. I t starts
on page 20.

Pure computer buffs won't be
losing Out t hough a s  w e 'v e
added extra pages — 32 of them
— devoted purely to listings, to
keep CI SVG the best l i stings
magazine you can buy.

Donkey Kong and the brilliant
3D l abyr i nth wi l l  br i ghten up
Spectrum owners' l ives: there's
3D Road Race and Frogger for
T.I. owners; Short Circuit on the
Sharp and a host of other games
for other computers.

MAILBAG
Editor with one-track biased
shock!
CO MPETIT IO N
CHESS

7
mind

10
27

Botvinruk a  human chess champion
turned computer master
.BUGS 2 8
Aqua a n t ics a s t h e  Ru g s p ro g ra m m e r
gets his hands on Sub Commander
.SOFTWARE FORM 5 8
SCIENCE FICTION 1 1 2
Sci-fi author David Langford LS back
with an unlikely tale of Galactic Camels
SOFTWARE DISASTERS

116
A new column which gives readers the
chance to hit back at the industry
.WARPATH 1 2 0
Sioux chief  or Cavalry  General'  The
fi nal part  o f  Ron Potk in's  wargame
de:ds with combat.
MACHINE CODE 1 2 2
Ted Ball delves deeper into the myd-
tones of Machine Code
SEVENTH EMPIRE 1 2 6
It's bac k  Th e  Seventh Empire rises
again with more tales of stellar gold.
pirates and space treachery
PUZZLING 1 2 8
Trevor Truran sets some more brain-
teasers
ADVENTURE 1 3 0
Two pages of  Keith Campbell as he
checks out hobbits.
GRAPHICS   1 3 3
How computers ''see'' the real world

Editor Terry Pratt. Sta ll write r Eugene Lacey Editoria l assistant Clare Eduele, Reader urrrin,  ! •  S c h t h e e n ,  Art  editor Lind. Freeman, Designer Lynda Skerry,
Production editor Tim Metcalfe. Advertisement manager Rita Lewis, Advertising executives Louise Matthews M ick   Ad ve r t ise m e n t  assistant Louise Flockbart,
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NOW BBC SOFTWARE
IS EASILYAVAILABLE AT

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

Our range of software, from the leading software
houses*, already covers some 40 programs. And it's growing fast
*A comso ft, BBC. Bug-Byte, Com puter Concepts, Micropower,Superior Software •Quicksilva,
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Music ProcessorN u m b e r  Balance
Quicksilva 0 4 . 9 5  A c o m s o f t



THE W. H. SMITH SPECTRUM TOP TEN
Chosen from our vast range of software for the Sinclair Spectrum
with particular reference to presentation, challenge, excitement
and value for money.
Title P r o d u c e r  K  RAM Pr ice
Vu-File S i n c l a i r  1 6  £ 8 . 9 5
The Hobbit S i n c l a i r  4 8  £ 1 4 . 9 5
Flight Simulation S i n c l a i r  4 8  0 . 9 5
Vu-3D S i n c l a i r  4 8  E 9 . 9 5
Hung!)
, 
H o r
a c e  
S i
n c
l a
i r  
1
6  
£
5
.
9
5

Horace Goes Skiing Sinclair 1 6  £ 5 . 9 5
Chess S i n c l a i r  4 8  0 . 9 5
Jet Pac U l t i m a t e  1 6  £ 5 . 5 0
Penetrator M e l b o u r n e  House 48 E 6 . 9 5
Sentinel A b a c u s  1 6  £ 4 . 9 5

COMMODORE 64
Larger branches of WE. Smith now also stock the Commodore 64
together with a wide range of the latest software.
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XENO

JS V I C  2 0  1 6 1 (  V '  90

CAVERN FIGHTER
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d e st ro yin g  e n e m y m issiie  la u n ch e rs f u e l  d u m p s
and a i r b o r n e  t i r e  s a u c e r s  F o u r  s n i p s  r i-5
co m p le t e  m iss io n  1 0  sk i l l  le ve ls

K B ' J S  V I C  2 0  U n c a p .  E 5 .9 5

CRAWLER
' A i i  M  C .  w4 -.1 • 5 .0 .r
, i  C 4 ,
, , ,
1 1 1 ; 3 4
-
• d 4  
H o r n
i n g  
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d e r
s

m u sh ro o m  l a y i n g  t l e a s  a n d  m u l t i - d i r e c t io n
t rave l m a ke s t h is g a m e  f a s t  a n d  t u r io u s w i t h  10
shill le i ,P
,
SJS V I C  2 0  U n e x p .  E5 .9 5

PHARAOHS TOMB
On ce  yo u  e n t e r t h e  On ly w a y o u t  is  w it h  t h e  a id
00 a  k e y  w h i c h  u n l o c k s  t h e  m y s t e r y  o f  t h e
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ancien t  Eg yp t ia n s s o  p a in st a kin g ly b u i l t  O n e
talse m o ve  a n d  y o u  w i l l  m e e t  t h e  sa m e  fa te  a s
befe ll o t h e r  t o m b  r o b b e r s  o ve r  t h o u sa n d s Of
years A  m u lt i - scre e n  b ig  g ra p h ica l  a d ve n t u re
w iih  M  C  m o ve m e n t s

KB V I C  2 0  1 6 K  E 5 . 9 5

SEVEN PROGRAMS (VOL 1)
-• es ' o e  f a m i l y .  Board

f! s  E o n
-
D e r ,  
S l a l o m ,  
B o u n c
e

L •  e r ,  Memo' ' ,  and Snake.

KB V I C  20 U n e x p  £ 5 9 5

SEVEN PROGRAMS (VOL 2)
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t n C l i "  a n d  fi n a l l y  a t l a c k  t h e  p o w e r
, . r o l e c t e d  b y  a  f o r c e  fi e l d  r • • • • ,,,r ,nuOus
Iment  b y  g u a rd ia n s a n d  b l f -  1 ,1riind  b y

su icid a l sp a ce  , h ip s 7 ,  , i  g a m e
ill a rca d ia n s

dr t a r, u  .•

We are looking  fo r top  class write rs to  jo in  ou r
growing so f twa re  team I f  y o u  h a ve  writ t e n  a
quality game fo r VIC 20 S P E CTRUM DRA G O N
32 O RI C I o r COMMODORE 64 then  contact us
We pay top royalties fo r accepted programmes

ducLotihouck
VISA
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Access

24 HA CRE DI T CARE/ SALES HOFI LET (02934)60E13

VIC 2 0

KRAZY KONG
An  E- XPAN D E• D  scre e n  la r g e  g ra p h ics r o l l in g
b a rre ls h a m m e r  fi r e b a l l s  l i f t s  h a n d b a g s a n d
u m b re lla s a s yo u  t r y  t o  re scu e  the d a m se l Ko n g
has a b d u cle ct  Sp e c t a cu la r  co l la p se  o f  Ko n g  5
la ir i n  t h e  f o u r t h  scre e n  U s e s  a l l  2 1 5  o f  yo u r
e xp a n d e d  V i c  f o r  t h i s  1 0 0 %  M C  t h r i l l e r
Co m p le t e  w it h  h ig h  sco r e  t a h le

16K £7 9 0

NEW
An  e x c i l i n 4  4 a m e  b a :, e d  o n  t h e  a r c . i,
- i m ePAINTER which combines fast driiry
strategy, Giant inserts hiding under the old
paint surface are released by  y our  paint  40
.brush. You reguire fast ac t ion and c luvk
t h in k in g  t o  o u t w i t  t h e m  a n d  fi n ish  t h e  p a n e l
The game is 100 percent machine code and
HI-RES, graphics also includes HI-score and
running score with brilliant  sound effects.
KB JS V I C  20 U N E X P  E5.95

DOTMAN
Ghosts chase you as you try to eat the dots and
co lle ct  p o in t s Y o u  ca n  t u rn  t h e  t a b le s o n  t h e m
by e a t in g  t h e  p i l ls  D o n  t  f o rg e t  t h e  g h o st s h a ve
been g ive n  in t e l l ig e n ce  a n d  w i l l  t r y  t o  co r n e r
yo u  T h i s  f e a t u re  m a ke s D o lm a n  e xc i t in g  a n d
challenging A l l  M
C  g a m e  
c o m p l
e t e  
w i t
h

running and highest scores and tunnels
JS:KEI V I C  20 U n e x p  E5.95

ZOK'S K IN GD OM
Yo u r s t a r cr ia se r  b a d l y  d a m a g e d  i n  a  m e t e o r
st o rm  is f o rce d  t o  cra sh  la n d  o n  the  p lane t  ru le d
by 20K a  t ime space generated image of
Dracula You are challenged to a battle of wits
and e n d u ra n ce  as the  ba t t le  lo r  su rviva t  st a rt s in
earnest  i n  t h i s  b i g  m u l t i - sc r e e n  g r a p h i c a l
adven tu re  i n  h i - r e s  g r a p h ics  a n d  M  C  m o v e -
ments

r S t
V I
C  20 Unexp E5 95 KE1'..IS 
V I C  
2 0  
1 6 K  
E 5 • 9
5

SOFTWARE

FROGRUN
Po p u
,
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b r illia n t  c o l o u r  g r a p h i c s  a n d  s o u n d  e l l e c i
Features in c lu d e  sn a ke s c r o c o d i l e s  l a d y  f rog•,
Turt les c a r s  l o r r i e s  a n d  in g s

K81.11S V I C  2 0  u n e x p .  £ 5 . 9 5
KEVJS S P E C T R U M  16Ki40K 1E4.95

COMMODORE 64 ( 5 9 5

DRACULA
Count Dracula is  asleep somewhere it ,
castle He rises at midnight and you most !mil
h im  a n d  d r ive  a sla ke  t h ro u g h  h is heart  bolotte
, h ir ise s A  m u lt i - scre e n  g ra p h ic a d ve n t u re

K B  V I C  2 0  3 K  E5 • 9 5

TINY TOT'S SEVEN
.•  ,  g a m e s  p a c k  f o r  yo u n g e r  ch i ld r e n  w i l l

r i  • —  c o l o u r  g r a p h i c s  a n d  s o u n d  e f f e c t .
Eve iyb o d y s f a vo u r it e  Sim o n  p lu s  Su p e r  Sn a t
, s and X5 Word Jum r le Bomber Ouch St .

,
„ •

and M a d  D r ive rs
KB S P E C T R U M  1 1 1 1 4 / 4 1 K  1 4 .
9 5KB V I C  20 L i n e s ' ,  E5, 95
3D TIME TREK

2•IJ a o r r
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,
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6 .
1 t
,  
A i
r l
i u
u g
n  
1
5
.
1
0
1
,

wo u n d e d  y o u  a r e  d e t e rm in e d  1 0  s e e k  a n r :
d e st ro y t h e  m a ra u d in g  sp a ce  p ira t e s w h o  h a vi
now d isp e rse d  a ro u n d  t h e  g a la xy i n  se a rch  Cit
f resh  p r e y  A  b r i l l i a n t  St a r t r e k  g a m e  w i t h  a
d it le re n ce  s p e c i a c i d a r  3 D  g ra p h ics a n d  ,
P a la rcade  a ct io n s

JS

i s

i s

GALACTIC
ABDUCTORS

A sh in n in g  a ct io n  p a cke d  d a f t
,w h ich  uSes a ll o f  yo u r  T V  SClrekiri
for t h e  Su p e rb  la rg e  a n im a l '
,draPhiCli Giant Space Hawks wh,

,and weave in intricate patterns a
, they d r o p  t h e i r  d e a d l y  h o m i n g

m in e s w h ich  w i l l  d e st r o y yo u r  r in se  o r,
r o n t a ct  W h i l e  yo u  a re  b u sy d e f e n d in g
, o u rse lf  t h e  H a w ks w i l l  f e e d  o n  yo u r
h e lp le ss p o p u la t io n  r e t u r n i n g  o n t
,
,

the ir s k u l l s  A l l  M C  d a m e  co m p le t i .
w ith  h ig h  sco r e  t a b le  t h a t  w i l l  b l o w

y r u i r  M i n d  * M t  1 5  g r a p t u r
,  a n d  s o u n d effect.

VIC 20 1 6 K  1 7  90

VfC 2 0  1 5 K  E 5 , 9 5

COMMODORE 54 1 5  95

S O F T W A R E  W R I T E R S  T R A D E  ENQUIRIES WELCOME.
GENEROUS DISCOUNT

PAYMENT BY CHEQUE. P.O., ACCESS/VISA
ANIROG SOFTWARE
26 BALCOMBE GARDENS
HORLEY. SURREY

Please enclose 5 0 p pos t pa c k a gi ng pe r  orde r .



PLAYING
BY MAIL
Dear Sir,
Due to being unbearably
bored during the last couple
of weeks, I have decided to
take part in a play-by-mail
game. I would be grateful if
you could give me the
addresses of people I should
contact to get further
information.
Steven Mill,
Broughty-Ferry,
Dundee.
Editor's reply: There are
several games you can
play, Steven. Starlord by
Mike Singleton, I  Rake Hey
Close, Moreton, Wirral,
Merseyside, Vorcon Wars
by John Nicholson, 71
Juniper, Birch Hill,
Bracknell, Berks. Or for
free you can enter our own
Seventh Empire play-by-
mail game in the July issue.

LOW COST
SPECTRUM
Dear Sir,
I have just read that the 7 I
Spectrum will be going down
in price. Does this mean that
it will now be cheaper to
convert my 16K Spectrum to
48K?
Sutton Gill,
Bellbroughton,
West Midlands.
Editor's reply: The price of
the Spectrum goes down
from Ma y  2 1983. A 16K
Spectrum will cost E99.99,
making it the first under-
L100 colour micro to be
available. The 48K model is
reduced to £129.99. The cost
of an upgrade to 48K is
reduced from E60 to E40.

Orders for a Spectrum
placed by mail order after
April 7 were frozen, so if
you ordered a Spectrum
alter that date you should
be receiving a refund.

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

According to me, the
graphics are spectacular for
the I6K program and equal
to those of Acornsoft's 32K
Defender program
(Planetoids) for the much
over-rated BBC in every way.

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

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

It is not like the BBC where
you are restricted to
Acomsoft software if you
want programs of any
reasonable quality.
Paul Ippaso,
Barrow-on-Soar,
Leicester.

SPECTRUM
STICKS?

LOCATIONS,
ROUTINES. . .

Please drop us a line at Computer and Video Games, [MAP, Durrant House, 8 Herbal Hill. London ECIR 5..18

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

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

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

Dear Sir,
Can you get joysticks for the
Spectrum?
M. Law,
Sutton Caldfield,
West Midlands.
Editor's reply: There are
many companies selling
joystick i nter faces for  the
Spectrum. Try  Fuller,
Kempston or AGF
Wardware. A Spectrum
Joystick review soon.

Dear Sir,
I am writing to tell you about
some useful memory
locations and routines which
may be of some value to
those of your readers who
own a Sharp MZ-80K. They
are listed below.
POKE 10167,1 removes the
PEEK protect from Sharp
Basic.
Type SG when you switch on
and a beep will sound when
you hit a key.
Type SS and the beep will
stop.
POKE 59555,0 will blank the
screen whilst retaining
anything on it and POKE
59555,1 will reactivate the
screen.

REVERSI
REQUEST

PRINT AT X,Y; can be
simulated by POKE 4465,
X:POKE 4466, Y:PRINT
"character".
POKE 4464,1 will go into the
small alphabet mode without
havmg to press striliCAP.
POKE 10682.1 before saving a
program will cause the
program to run automatically
after loading.

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

Finally to make a security
copy of Sharp Basic. simply
load the Basic and type POKE
10167.1: USR(33): USR(36) and
hit CR.
Ian Clarke,
Stoke on Trent,
Staffordshire,

Dear Sir,
I think it was in the March
1982 edition that Gordon
Stevens gave us an excellent
Reversi (Othello) program for
the ZX8I.

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

Any chance of a Spectrum
"conversion kit" for this very
good program? I  want to try
to beat the swine!!
G. N, Thorne.
Welwick,
Hull.
Editor's reply: I  suggest that
you try and get hold of a
7-X81 manua l  w i th al l  the
system addresses in.  Most
of  the var i abl e names are
the same as those for  the
Spectrum,  and i t's si mpl y a
matter of replacing the
locations.
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SBD Summer Software

Description Price VAT ' Total

Apple Panic E22.00
Mystery House E 1 4 . 9 5
Mouskattack E 2 2 . 0 0

E26 95
Zork I E 2 9  95

Bandits E22.00 Napoleons Campaign [ 4 5 . 0 0

i

h

E17.95 Olympic Decathlon E 2 2 _ 0 0 Zork III - new E 2 9  95
Blade of Blackpoole E24.95 Pegasus II E 1 9  95

AATARI

Add 1 5 p
-
f o r 
P c 1 V
, t 9 r  
a 1
1 1
1  
P a
c k
i n
g

E22.00

4
0.75

0  I  enclose cheque
, p o s t a l  
o c c l e r  
t o r  
G r a
n d  
T o
t a
l

E29.95

S a p p Mission P6 terold I  i.95 Legdcy of  Lly iyamyn l3r1 r. c riario)

Apple Panic E22.00
Mystery House E 1 4 . 9 5
Mouskattack E 2 2 . 0 0

E26 95
Zork I E 2 9  95

Bandits E22.00 Napoleons Campaign [ 4 5 . 0 0 Zork II E 2 9  95
Beer Run E17.95 Olympic Decathlon E 2 2 _ 0 0 Zork III - new E 2 9  95
Blade of Blackpoole E24.95 Pegasus II E 1 9  95

AATARICannonball Blitz E22.00 Pest Patrol E 1 9 . 9 5
Cartels & Cutthroats E29.95 Phantoms Five E  1 7.95 Kindits I48K disk) E 2 2 . 0 0
Castle Wolfenstein E 22 00 PhOtar E 2 2 . 0 0 Crossfire (disk or cass.) E 1 9 . 9 5
Choplifter E24 95 Pinball E 2 2 , 0 0 Cyclod 148K disk) E  I 7 95
Computer Foos ball E 1 795 Pursuit of the Graf Spee E 4 5  00 Frogger (disk or cass.) ( 2 2 . 0 0
Computer Air Combat E45.00 President Elect E 2 9 . 9 5 Golf Icass I E  14 95
County Fan E22.00 Replan E 2 4  94 Jawbreaker (disk or cass ) E  I 9 95
Cranston Manor E22,00 Robot War E 2 9 . 9 5 Lunar Leeper (disk) E 1 9 . 9 5
Crossfire E19,95 S.E.U_I.S. 1 _ 2 9 . 9 5 Maurauder 'disk) E 2 2 . 0 0
Critical Mass - new E24 95 Sargon II Chess E 2 4  95 Mission Asteroid (disk) [ 1 4 . 9 5
Cytron Masters E29.95 Scrabble E 2 1 . 7 0 Mouskattack (disk) E 2 2 . 0 0
David's Midnight Magic E24 95 Skiing 3D E 1 7  95 Snake Byte (48K disk) E 1 7 . 9 5
Dark Crystal -  new E24.95 Snack Attack E 2 2 . 0 0 Sneakers (48K disk) E l  7 95
Epoch E22 00 Snake Byte E  I 7 95 Space Eggs 148K disk) 1 1 7  95
Escape from Rungistan E 7  95 Sneakers E 1 7 . 9 5 Soft Porn Adventure (disk) E  I 9 95
Falcons E22 00 Soft Porn Adventure E  I 9 95 Threshold (disk) E 2 4 . 9 5
Flight Simulator E26.00 Space Eggs E  1 7 95 Ulysees & the Golden Fleece E 2 4 . 9 5
Fly Wars E 1 7 95 Swashbuckler E 2 4  95 Wall War - new E 2 4  95
Free Fall E I 795 Threshold E 2 4  95 Way Out (48K disk) E 2 4  95
Frogger - new E22 00 Time Zone [ . 5 5 0 0 Wizard & Princess (disk) E 2 2  00
Galactic Gladiators E25 95 Track Attack E 2 2 . 0 0
Guadal Canal Campaign E45.00 Twerps E 1 7  95 I BM
Gorgon E24 95 Type Attack E 2 4 _ 9 5 Call to Arms E 2 4  95
Hadron E22 00 Ultima II E 3 7  50 Crossfire E l 9  95
Jawbreaker - new version E 19 95 Ulysees & the Golden Fleece E 2 2 .0 0 Frogger E 2 2 . 0 0
Kabul Spy [2200 Way Out E  24 95 Mouskattac k E 2 2 . 0 0
Laff Pak E22.00 Wavy Navy E 2 2  00 Ulysees & the Golden Fleece E 2 2  00
Lemmings E 1 7 95 Wizard & the Princess 1 _ 2 2 . 0 0 Wizardy E 3 9 . 9 5
Lunar Leeper E19.95 Wizardy E 2 8 , 9 5 lo rk I E 2 9  95
Marauder E22.00 Knights of Diamond (2nd Scenario! Zork II £ 2 9 . 9 5
Minotaur E22 00 E2 I 00 Zork ill E 2 9 . 9 t

,

FOR ACCESS;BARCLAYCARD ORDERS,
P HO NE  OUR G AME UNE  O N

01-870 9275
(24 hour service(

Back-up your Software
For the  A p p le

-  WI L DCA RD £ 9 9 . 0 0
-  COP Y  II +     C 3 5 . 0 0
-  B A CK  IT UP   E 5 5 . 0 0
- L O C K S M I T H    E 7 1 1 0 0

Fo r the  A ta ri
-  DISKEY £ 3 6 . 0 0

Fo r the  IB M P C
-  CO P Y  II PC £ 3 5 . 0 0

8 COMPUTER & VIDEO GAMES

Name
Address

kj SISD Software,  FREEPOST, OSIERS ROAD.  LO NDO N SW18 I  BR.

Telephone: 01-870 9275124 hour s)/01-870 9386
Please send me the fo llowing  items

male payable to SBD Software
n  Please {kW my AccessearcidycimdfArnex 'delete as app.
) N u m b e rME •  O M
E
N  
M I  
1 1 1 1  
I M  
•  
•
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INTERTON
INTERFACE
Dear Sir
I own an Interion VC4000
video games console
marketed in the UK by
Hanirnex Ltd. Could you
please inform me whether it
is. or will be, possible to in
some way connect (via an
interface or other means), the
console handsets to the
Sinclair 71( Spectrum which I
have just purchased.
Cary Wilson,
Colchester,
Essex.
Editor's reply: Most of the
joystick interfaces sold are
sticks with two
potentiometers inside. I f  the
Interton sticks are this type,
then its just a matter of
making sure that the wires
go to the correct pins.
Details should be provided
with each interface.

ATTACK ON
ATARI!
Dear Sir,
After reading your current
issue I find myself with
enough material for four or
five letters. 111 try and cram
the lot into one. Lucky you.

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

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

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

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

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

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

Incidentally,ifthepioneersof

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

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

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

Interesting bit of news that.
Just one thing. Didn't I write
and tell you about them six or
seven months ago?
Deke Roberts,
Temple Cowley,
Oxford,
Editor's reply: But we had
to wait until they were
about to come out Deka!
Still, thanks for your views.

WE NEED
REVIEWERS
Dear Sir,
I have recently upgraded my
Spectrum from 16 to 48K and
am now ready to take on the
gaming world.

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

I have a printer and will be
pushing for the marvellous
microdrive as soon as it
appears.
Rebecca Colwell.
Edge ware,
Middlesex.
Editor's reply: Yes Rebecca,
we can make use of your
talents we are still finding
we have more tapes than
our current resources can
cope with on four
microcomputers. These are
the Spectrum, Vic-20,
Dragon 32 and BBC.
anyone out there is
interested please write with
details of the equipment
y o u  o w n ,

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

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

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

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

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

The price for a cassette
game for any other computer
such as the Vic-20 or ZX

Spectrum is about i5-i10
which seems very fair, but
nearly all Atari cassette
games are nearer or over the
£20 mark which I am sure
many other Atari 4001800
owners think is extravagant.

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

Have you or any other
Atari 400/800 owners any
views on the matter? I  think
the Atari computers have
been out long enough for
games prices to be lowered
considerably.
Eddie Mitchell,
London.
NW9,
Editor's reply: Thanks for
your comments Eddie. I
agree that Atari software is
not so superior to other
micros that it justifies these
large prices. Perhaps other
Atari owners will give us
their views.

AMPLIFIED
SPECTRUM
Dear Sir,
I am art owner of a ZX
Spectrum and find that the
sound or lack of it irritates
me more than anything else.
But now I have discovered a
way of amplifying the sound
through the cassette
recorder. The sound coming
from the computer is still
present but additional sound
comes from the cassette
recorder.

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

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

This ability to increase the
Spectrum sound improves all
games where sound plays a
prominent part and at times
can even improve scores.
Sorbflt Gidda,
Spondon,
Derby.
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COMPETITION COMPETITION COMPET
VOTE FOR OUR
FIVE GOLDEN
JOYSTICKS
Five Golden Joysticks are the trea-
sured prizes which British software
houses will be  competing for this
auturnm,

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

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

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

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

Please— a
—
c
c
e
p
t  
t
h
e

(BLOCK CAPITALS PLEASE)

1) Best Arcade Type Game:

; By (Software house):

I 2 )  Best Strategy Game:
By:

1 3 )  Best Original Game:
I B
Y
:1 4 )  Software House of the Year:
1 5 )  Game of the Year: . . .

I B y:
Name:

Address:

following nominations
Awards.

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

A C&VG Golden Joystick will be
awarded i n  fi ve categories and
announced during the Brainwave
consumer electronics exhibition in
November,

The fi v e  Joysticks w i l l  b e
awarded as follows:
Best Arcade-style Game goes to the
cassette or cartridge which proves

itself the most addictive and
thrilling game in 1983.
Best Strategy Game is the title
bestowed on the finest casset-
te or cartridge to test the mind
rather than the trigger-finger.
The Best Original Game Idea is

an award close to the heart of
anyone who has written a s

many Pacman reviews and
news stories as I  have. I

hope the award in-
spires companies
to introduce new
ideas.

Software House of
the Year goes to the

company which has won itself the

tor
—

the Golden Joystick I

1

best reputation for service, quality
game and entertaining adverts.

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

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

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

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

We want your nominations in as
quickly as possible. So please cut
out the form below, fi ll in those
categories where you feel strongly
that a company deserves an award
and send it off to: The Golden Joy-
stick Awards, Computer &  Video
Games, Durrant House, Herbal Hill,
London EC IR 5JB.

SPACE, THE
LATE FINAL
CROSSWORD!
High scores abounded on the Delta
Rocket to Venus as the crew whit-
tled away at the headline of the last
newspaper they saw on Earth,

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

Top scorer was Mrs j  Dixon of
Glebe Road, Wickford in Essex with
1,260. Close on her heels was Gavin
Copeland of Ceder Road, Ayre with
1,200 and K Austin of Meades Lane,
Chesham Bucks with 1.180,

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

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

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

COMPETITION COMPETITION COMP
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THE
ELECTRONS
ON FOR
BUG-BYTE
If you'd seen as many space invad-
ers come and go as our Bugs have,
you too would be longing for a new
kind of game.

They've been haunted b y  th e
ghosts o f long dead Pacmen until
they were  s i ck  o f  power pi l ls:
swooped on  b y  untold Galaxians
arid Scrambled more craft against
mountainsides than they care to
remember.

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

Explain how the game would
run, th e  objectives and where

- •  • -
the skill comes in.

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

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

They will also throw in any atten-
dent software which accompanies
the proposed July launch o f  the
Electron.

Acorn's early promises fo r  the
Electron include: BBC Basic, com-
patible wi th the BBC computer; a
standard typewriter keyboard: 32K
of R A M  memory; e i g h t co lour
graphics: two character ranges o f
either 20 or 40 characters per col-
umn down 25 rows; a screen resolu-
tion of 320 x  200 pixels for detailed
graphics; and a fully programmable
sound generator.

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

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

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

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

The game came to  a  close this
month when Arkrai went above the
desired number of points to claim
victory over the 14 other empire
builders, b e rse rke rs , p i ra te s ,
apostles and merchants that peo-
pled the Starweb galaxy.

A fu l l  report from one o f  the
vanquished next month on C&VG's
competition pages.

HOW TO ENTER OUR ELECTRON CONTEST
To Win Bug Bytes Electron, send
your games idea in with a title and
the themes.

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

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

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

Send it to: The Electron Competi-
tion, Computer & Video Games, Dur-
rant House, Herbal Hi l l , London
EC1R 5.18.

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

to develop and market the idea on a
royalties basis. No employees o f
EMAP. Bug-Byte o r  their relative
may enter the competition Th e
judges • decision is final and no cor-
respondence can be entered into.

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

frioN COMPETITION COMPETITION C
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"M E WNEWS
from SPECTRUM
Sensational

TEXAS
OFFER!

Fantastic r e d u c t i o n s  &
offers o n  t h e  T EXA S T I -
99/4A see our ad. on  next
double page for details.

PRESTEL
See PRESTEL Page 600181
for u p  t o  dat e information
from SPECTRUM

NEW SPECTRUM
MEMBERS

Check our  address page
,  -  t h e r e  
a r e
many n e w  S P E C T R U M  d e a l e r s
throughout the UK so there's a good
chance ther e 'l l  b e  a  S P E C T R U M
centre near  you

VIC-20
Package Offer!
A sensational package offer
on this top selling micro. A
complete computer system
for only  £ 1 3 9 . 9 9  -  s e e  o u r
advertisement for full details.

AFTER SALES CARE
SPECTRUM  service  centres will ensure that
Should your machine 'go down we  will ge t It
running again as quickly as possible. We
also otter extended warranties al reason-
able prices to -  ask your SPECTRUM
HOME COMPUTER CENTRE to
, s u l l  d e t a i t sCOMPUTER DEALERS

I lit SPECTRUM dialer 1,31 is virtually closed.
'ON area is free and you'd like to o n  the waiting
lip. plasm whie to MIKE STERN, Spectrum i t  .)
Ltd, Ihrtrowflolds, Wolwyri Garden City,  Sorts.
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80C '0 ' with D isk inte rface
£470.50

BBC Disk Interface kit
£95.00

88C Single  D isk Drive  lOOK
E265.00

BBC D ua l D isk Drive  BOOK
E1103.95

80C t a p s Recorder
£29.90

BEIC Acorn Software  Causerie
based from

BBC D isk based •oftwerie

. E11.50

Please Note!
SHARP 111Z-80A

Floppy Drake  and A a t e
lot AMOR
la w Floppy Disk unit linc.1)0

Card. Oise Cable) E 1 5 5  75
twirl Disk Unit lonlyi 1 8 7 8  50
Single llo rn  O,sk Be t  M O  BO
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-.mammas 1 1 1 1
Beak top w o o s I the a il-In-ono SHARP M t  -80A, Ready ta run Ilia
MOMOIIII ye s sot i l  bow. Built  in keyboard CRT 9
-  d i s p l a y  a n d  
c a u -
TIr dais droop with 411X RAM . The BASIC with extra useful additions.

Avis quilt a powerful micro lot the home or business •  ak Byre ROM
48K Byte RAM 2 0 (  Byle Video RAM AS C I I  profiled keyboard n u m
eric pad •  2Date Video RAM allows screen to be scrolled up or down
•  ce im available

Spectrum E546.25
P r i c e  I n c  VAT

Cable far FlO Orire 1 2 1  71

Printers and ACCVSSOCISS for
MZEIA, U1888 & M i n k
81:1 Col Tractor Feed Printer inc
. Cable I / 0  Cud & Brim 1477.26
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available from your loca l SPEC TR U M  dealer
-the BBC  M o d o l'B' °ke ring  3 2 k R AM  p lu s.
full b a cku p  of pe riphe re ls & softwa re  too'
Ira an infi n ite ly e xpe nda ble  meChirus. idea l

1 f o r  the  h o m e  o r  b u sin e ss a nd is a lre a dy
widely use d for e duca t iona l purpose s I n
schoo ls -
s o  
t h e  
c h a
n c e
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y
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k m a y  already be well  /emitter with l is
\ o p e r a t io n ,  wh ich  m u ll ma ke  it  the  ide a l

ChOiCe for the hom e too. So if you're
'. thinking of buying. micro you must take a

look a t  t h e  S S C  S i  y o u r  l o c a l

)

SPECTRUM dealer NOWT but  lust one
word o f  wa rning in it ia lly stocks will be
limited and demand is bound to be
greet, so please 'phone to check the

s t o c k positionbeforemakinga journey.

Spectrum Price
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S p ectru m
Pri ce

SPECTRUM FACTS
Maximum user RAM
Text screen
High Resolution
Cassette Lead,

A superbly designed and engineered micro and greet value-for money
from SPECTRUM . Ottering 4.111( RAM  Colour • IS foreground and 8
background ca n  b e  disprove d a t  som e  hm e l H ig h  re so lu t iongraphics Use r definable  Gra phics. F u ll sound 10 octaves of con-
trollable sound)  E a sy  t o  u se  ke yboa rd  w it h  m o vin g  ke ys.Stondard Ce ntronics penelloi imorte ct  a llows , t , w , -
n r i n r - ! ,
,  t o
a w‘cle range of printers e lc

47,870 Bytes
28x40

240x200
Included



The powerful and
infinitely expandableLYNX
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Just look a t this supe r ne w
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de n/ types. The high defi nition
colour graphics make it a topvalue choice for the home or
office ,e , th exoention. t h e
LYNX c a r  be come  a n  BO
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LYNX -  a  memorable  b a
,
q a i n
from SPECTRUM. But please
Deane to check stock oosinon
beForernsking S ioueney as thismachine b o u n d  t o  b e  i n
great demand

NEW
Low Price E l l
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t e v e r. s re  'E C M . %  I n CI L I .  , PO N,
, s 0 e c e  Po w e rf u l  . . . e k e s ?  SSO O A. ?
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•• t o w e d . ,  •  •
? s a n d e d  
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lu• •  •  . ? .  oeSee l l
,  I S .  
I u n e S

S pe c t r um  Pr i ce5.00
VA

VI SCOUNT -  T e a c h
yourself LY NX  BAS I C
C6. 95
S P E CTRUM FACTS
Maximum user RAM 1  3,700

Bytes la pproxl
Text Screen 2 4  A 30
High Re solution 2 8 5  a  2 4 8
I •  -, - Lead

COLOUR GENIE

Iruly r e l i a b l e  m i c r o  a n d  h i g h l y  r e c o m m e n d e d  b y
SPECTRUM feat u nng powerful and sophistica ted COLOUR
GRAPHICS. a llowing yo u  t o  cre a te  fu ll 8 -co lour Ga me s
Diagrams and charts quickly and simply Powe rful 1 8 KK RAM
memory 'expandable inte rna lly to  32K1 for FULL C OLOU R
video games and POWERFUL COMPUTING with a lull range
of .nexpensrre accessories: 1 6 K RAM  pa ck JOysticks for TV
games, Light Pen, Dish Dove and a Printe r The  superb Colour
Gerite islet SPECTRUM now -che ck it out and see the Genius
it  work'
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.00
C OLOU R  OR M E  A C C E S S OR IE S
Joysticks 1 _ 4 9  49
16K RAM  E 3 8  50
Printer Intertace C 3 9  95
VISCOUNT Teach yourse lf Colour
Genie Ba sic C 6  95
SPECTRUM  FAC TS
M a ximum use r R AM   1 4 , 2 0 0  Byt e s le p e r
-
o i l
Test scre e n  2 4 2 4 0
Nigh R •so lu t toe   3 2 0  i  1 9 2
Ce sse tte  Le a d  I n c l u d e d

DRAGON

11111111111w
Incredible

Value-
for-

Money!
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Yes, this top selling micro is now available from
Spectrum in both 16K and 48K RAM.  S o  now
there's no need to send by Mail Order - just call
Into your local SPECTRUM dealer and pick one
up. But  just one word of warning: with this added
avilability advantage,  stocks are bound to sell
fas t-  so m ake it soon'

SINCLAIR ZX SPECTRUM 16K -  199.95
SINCLAIR ZX SPECTRUM 48K -  £129.95

Spectrum Computer Centres have no connection what
soave, with the ZX -S pe i
-
r r um  
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,  0 a
,
t u r e d  
h i •

sinciair Research Ltd

S I N C L A I R  Z X  •
1 8 K  R A N I  p a c k
Z X  P r i n t e r  -  •  •
Lor nput• r  B ook • hoo I N C .
S oftwa r e  for  S inc4eir V A T
Cormput• rs
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C5_95

uueipm 7  1K ZAS1
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The
new E P S O N
RX-I0 and FX printers now avail-
able - check with your local SPEC-
TRUM dealer NOW, •
FX-80 Spectrum Price £503. 70
RX-80 Spectrum Price £332.35
S E L
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BOOKSHOP
30 Moor lia-sic to VW BBC WOO
Lei sow BBC M a o te te  Yeti ID cararao.me
BSC Mims Revealed
Ow the Spectrum
60 Game.; and applicator. IA  the 11 Spectoon
arcgoasursng the 5502Prapammm9 Yow Df soft-fru.
zAp Poo Boom Is  ire Vie 29
The /X Spectrum IlOwed
Vic inwal,n Cmitiore
Uasaririç mactwe Cad, .0 are l
i
p

.rnoire-tors ereassoosor earth tee Z ANNA,

£ 4 9 . 9 5
C 2 9 - 9 5

• I C 1 1 9 - 9 S
Junior tiauLetiue C 3  91,
BUSUI•el b  HmaahoiLl ( 5 . 9 1
S t.!' fs Jud9ernen1 Gyhefi  ( 3 9 9
Jun01 teluelation ( 3
9 6Fir itly  Our i f  3 9 5
Tyoe— ZO
Fantaly Ga m in C 6 • 7 6
Space RaKtiers b  Bomoeis £ 4 . 7 5
T vo e
-
4 0
Super P ioora rns Nos. 1
T vp e
-
4 0
Fittelioammon
Fiohi S ,mulation
TY O0 - 6 0
Enseise Liietature I
English Lorriatole 2
Geogra
Hislore
M aiht •

ES 45
E645
IF 95ES 95
Ea 95
co 95
IS 95
IF 95
rs 95
ES 95
El 5C

BOOKS

ES 96

(S 9 6
C5 9 5

CA 95
1 6 9 5
f 6  95
1 6 9 5
CA 95

OKI MICROLINE Printers
Now from S P E CTRUM - this top sel l ing range of
printers r e now ne d t hr oughout  t he  wor l d for
thei r  qual i ty and rel iabi l i ty.  If you're thinking of

a ddi ng a  pr i nte r  t o  y our  m i c r o t h e n  y ou  m us t
take a  l ook  a t  t h e  MI CRO I LI NE  r a nge  a t
S P E CTRUM -NOW!  they're fantasti c val ue-

for -money
Models avai lable

MICRO LINE Model 80 E 2 5 9 . "
MICROLINE Model 82A E455•"
MICROLINE Model 92P E585-
35

SEINOSNA

Now a 100 Quality grapOrt prmtetr a t
a onc e  y ou can a ffor d Ceatroneca

interface c o n n e c ts  e a s i l y  seamMeek microsOS
S pectrum onc e  C 2 2 9 • 9 4  Inc
vAT Cables I n t e d e ce s available
I ,  m os t miCroS

Cu r s p e l e t  nsanNuSiebarect by  3 t r i d . i t  SI I I ISOVCS L i d

r
1
-

ZX-PANDA
6K R A M PA C K

ONLY £24.95

SMITH CORONA

4 1 / 1
1 P

Mod•l TP-1m..0,0c.asor commood
cookidvdatay wheel tinnier at a LOW
coat I ron' SPECTRUM Serial, 1
Parallel or IEEE Intectar e
S pectrum L O W  price £ 5 5 7 . 7 5Inc VAT

The I t  Seettioni and how to are
Ire mast i n n  it
F asy elopiarsomg tor the ZX Spectrum

Prwiramrnes tor Me BBC Micro
CX1la nehribeall
P•upemering the ZOO
ill Betz PFC9 Wenn to Ihr DC Spectrum
:rtftrIKI aCmaireed tote inks' Vrt 26
viacome ccde a r t Bette Basic
're Carhendce C a w  Collector
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E5 9S
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C750
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EIO 00
£1700
EIO

MORE SPECTRUM LOW PRICES I l ir



SOFTWARE
Selection

from i nde pe nde nt  softwar e hous e s
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INV 5Crec don I n c  VAT
Monster Mire ihy ta e l i E 4  95
Monster Mine Ocir Steeple% 4  95
amber /eine Ow D r a wl 7 9 5
Space Mrsszo itor 1161i E l  95
Mace Mews lite Spectrassi E4 95
Mace M ums (lot Orarponi E l  95
Drape G I ! E l  95
Dumas Chwacte Gerwara E l l  95

SALAMANDER

Games rot Drags. 32
Draw Tres
Ward Weer
Vulcan 0
Games Coneeneciin 01

S odom tor Commodore
VIC20

&Pace S ir
—

A few examples from our

IL v A l
E34 44
C34 44
17984
E n  84

EI9 49
Et9 49
( 1 9
4 9t1 9  49
E l9 49
t14 69

25

E2S 24
( 7 5
7 4

inc VAT
1995
1795
( 795
1795

RAIREET

Inc V a l
1699
14 99

ACCESSORIES
SANYO Col our  Moni tor

COI :03125Na

£286.35
I M P° l a t  va t
s o p  li •  2 , t o t -  , . .  , •  ,
Sidn 16 Came* AK stew E 2 9  95
CI 2 Cassettes E O M
Simla Mad dose* Semra
PrakS itios al 10i E 2 1  25
WANE Wed tioubfe density
dsks aloe ce 10' E 3 3  RI
Nd t ,
t t 2
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Dune Buggf
Super Whom
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9
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Jwsete E 4
Ccorini_ Salle 1 4  99
froggrilig 1499
Rabbit conclurs E l  99
Code grease 1499
Night Foote 13111 g g
Parlsi Writer
(lb.% Cassette. E l g g g
Reboil ease ita k  Cassette' C M  99

E9 gg
(499
E9 99
E9 99
t9  49
t9  99
t  7 99

Myriad 1161
Charsel.'20 13Xi
Skrante
Space Phreeks
Night Crawler
Copier
lank * a t

AURA

Software kr  Skop
t WPM
, 
2 7 6
2 2

Cribbage
Adventure
Cues,

AUDIOGENIC

Progrwro Sol VIC-20

Alen Blitz
Golf
Spiders ul Man,
Santee I Alloteentes
tionio
Treshrran
0055
fare Attack
Word Craft
7min Prccelsirse pao,age

damakh
t ATARI 8 0 0

Inc VAT
E6 95
t7  95
t7  95

t 19 95
[19 95

E7 95
£ 1 9
9 50 4 9 5
E ll 95

C125 r
-

Plus inertly more at yati
, SPECTRUM ricer

,-cap at new R.7 SOY

E9 2if
£1208
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VI SO

Single part 11 C ilv • • printer
pacer, box of 2000 steels E 1 3  05
VIC Accesscees nom Oscuted
PdtatortrbOard wiehout Rutter E 2 4
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KA RAM Pack E 4 3  05
3211 RAM Pack C 6 6  95
UK RAM Peck 1 1 1 4 9 4
Adenow Ch ath e
,
t* *

SENSATIONAL VALUE!

•
LOW it

Price #
4 1 ! . . 1 0

CIO

S P E CTRum  THI Sous• •  i l u  M aximum Lie r  RAM

f

F A C T S
I l i g h  
R e s
o l u t
i o n

CllSO T IP t e ad

ATA
p I
R A
I 0 0

NOW ONLY

9
.
9
5

INC
VAT

including F R EE
Programming Kit

B A S IC  c a r tr i d g e  e x tr a
£39.99 inc. VAT

tE 34 7 7  we V A I l

SPECTRUM FACTS
NatiMuM user RAM I  325 bytes
lath basic Cartridge
lest Screen 1 4  •  4 0
Hi ss RISO lo tid ll 3 2 0 ,  I I ?
Cassette ha d  h e e d s  cam Recot del

ATARI DISK DRIVE
£ 2 9 9 .0 0  M

Now th is p roven a n d  tested  mach ine  h a s been upgraded to  a m a ssive  418K R AM
and its still at the amazing LOW price olt399•29 irom SPECTRUM. ii's an ideal
Home M icro tor graphics,  educationa l a nd personal finance  e tc u se  it a nd it will
take you Prom learning up to a sma ll busine ss use  Yo u  can add printers,  program
recorders, d isk drive s and more, to expand your micro as and when you went, lo
suit your needs. So  it you're  looking tor a  lop of the  line  micro you must se e  the
ATARI  BOO w it h  413K a t  SPEC TR U M  N O W .

Sensational Price

TEXAS TI-99/4A
•

w
•••• . •  .  2 .  • m

„,••••
,

FREE'•
•  SPEECH

SYNTHESISER
or a

TI
CASSETTE
RECORDER

e a ch  w o r t h

E49.95
Wh e n  yo u  b u y a n y 6 Te xa s

So f t wa re  m o d u le s
Ask y o u r  l o c a l  S P E C T R U M

,  d e l c y l s

Commodore VIC-20 'Package Deal'
A c om pl e te  c om pute r  system  including the V I C-2 0
Com puter ,  a  Cassette  Uni t,  I ntr oduc t i on to BAS I C
p a r t  1  -  a  s im p le  e xp la n a t io n  Of  C o m p u t e r  p r o g r a m m in g
A ta pe  of  four  c om pute r  pr ogr am s • Bl i tz ,  Type-A.
Tune,  Ra c e  a  Hoppi t :  A  fantasti c  dea l !  a nd gr ea t
value-for -m oney -  c h e c k  i t  o u t  a l  y o u r  l oc a l
S P E CTRUM dealer  N O W !  But Hurry! this is a l im i ted
offer  only whi le stocks last!

S P E CTRUM P RI CE  ONLYE
1
3
9
.
9
9

Univ irurn Cobl..novv, C r i m  u .  p o  bogie ., bob Ivobbtbvesdb su m u s n g  SpoHtte r
, C o o l d . t o ,  I m o ,  % b t u  
n o v i  b v  
F U N O W C h  
L t d

E2

including

INC
V.A.T.

37.339 Bytos
24. 40

320.• 132
ft!!r ts  I a n  Recnrclor

SPECTRUM
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T
E
X
A
S

9 1 1 1 4 A H o r n e  M i c r o  i t  a
super NEW LOW PRICE •
PLUS! A  SUPER FREE!
otter W o r t h  E 5 0 .0 5
'wh ich  m e a n s yo u 're  e f fec-
tively only paying C111•10
for your  TEXAS TI99/4A
microi Hurryl offer closes
June 3 0 th

SENSATIONAL VALUE!

£149 .95
FREE!

.95

•  P a i r  o f  Joysticks •  Beginners
BASIC Tutor  program •  Conne c t
Four  pr ogr amworth £50.85

A ,it y o u r  loc a l  S P E C TR U M  D a a lo r  to r  d o to d s

COMMODORE 64

Powerful brik RAM
4 0 - co lo u r  d i s p l a y s  t o  m o n •
tor T V  H i g h  r esol uti on
. traphics and 3-dimensional
,
4
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synthesiser. Z8 0  additional
processor option
Spectrum Price

C 3 1 5
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There's a Spectrum Centre near you • •
AloofData at Gallows's,
23 Pm St 0970815522

Ivor hold' Computer',
21 Sort St 0235 /110?

PO Computers, 354 Water Si
0254 3652
1 3 2 6
1
1David Satioders Computer
Corfu', Si 'ta t  Iv Fd
0252 n u n

ALF RETON
Grackle Harwood. 69.11 High
St OM  837078

CHE LMS FO RD HE S WALL LO NDO N N14 NO RW I CH
Manisa Hayman Ltd
5 Bruomlield Ad i02451 354515

Thernguard Computes System,
46 Feels by A6.051.34115113

Youngs Electronic Vs'
Holden stir. 'IS tiro Broodway
Ike Immo*, Southgate
01142 5519

Sound Maireeting,
52 Sr hereduts St 0603 551715

C HE RTSE Y H ITCH IN NO TTI NG HAM
Chantey Computer Contra,
I . Windsor Stroll 09328 64663

Calnota Atts lItirtro Computer
0tr con I. 60A Hermitage Hi
046/59285

LO NDO N N.20 Cameo Computer'. 0.1,10
Inn l,
' A  
a i
s  
0
6
0
2  
4
2
9
1
2

CHE S HAM Costlobtorsi Ltd 1291 High Rd.
DI 446 m u

Reed Photography A
Computer', 113 High St
04
•
4  
:
8
3
3
f
l

HULL NO TTI NG HAM
Ine complain Como
illunetterside) Ltd., 26 Aufreh
eRoad 10482126297

LO NDO N NW 9 Basic
3941 I tem tioralevaid,
Weal Bridgolord 0602 119713

Mosioscaps. 459 0,;nusbury Rd
London P W9. 01 2946352CHE S TE R

Dottiest Computers Ltd.
Ion Boughton 0244 310099

I LFO RD LO NDO N IN1 O LD H A M
Prot Laterpikoss, I rentroway
o w  to Sainsburyel
Hulti Rd 01 553 0144

Revlon, 4  Edgware Road
01 22423/3

I O N DON WE
Computers et Wigmere Sitter
67 eir.uinoie St 111 4119 0371

Ho me  &  B l i t i a l l i  CarDi V al i ca
Ltd • 54 Torkshue St..
081 633 1901

CO V E NTRY
Coventry Micro Coat's.
33 Far Goolotd S1.102031589
4
1

I P S WI CH O X FO RD
CREWE Broinwenve. 14 S i

3413 50965
lyur Fields. 7 St ibises Strati
7235 11707

BANBURY Micronesia.. 11011 1 l a  Nantne
,Rd 0110 216014 LO NDO N W I

ISLE O F M A N PA IG N TON
Computer Ph i. 1 Church Lane
10295 554
.
-
.
W

Sonic Fit.  I  Mikis Crow,
Ott h a m  Comt Rd.

1 500 5026
CRO Y DO N Weimar!" Ltd 51 61

mei& St Douglas 0624 34132
t.,tt Opening
.
,

Ritmo Computers, 61 tippet
Mn.'.. lid  11,111031526303Carecom ltd. 96 Pribitgrtt Cooler

Mort door to Mrt.Onnaltls;
Cl 685339)

BARRO W-I N-
FURN ESS LO NDO N W 3 P E MBRO KE

JERSEY
Borrow Compunor Cootie.
96 :hutch St 0279 36153

GodIrly " 2932 test Walk.
'own Santee 0268165379

Fisher's. 2 3 Morsel ?loco
0156 22079

DARLI NG TO N Colormatic Compuiers. 44 R a n d a l l  Coes
St Ac n e  0 1  992 1611 C 9 4  668 79..6Audio & Computer Castro

Peter S t
1 Hebei 5614 140130

McKenna& Brown.
132 licuttgate 10325,59144 LO NDO N W11 P E TE RBO RO UG H

D E R B Y  K I L M A R N O C K itectrelerswo. 120 Nailing H I
Sete 01 221 1019

Peterborough Communes/areas
51 edidiaeed Rd
0733 41057C 1 Elostionios. at Comma v e n n o l c  49 Forowo

1 Thorpe. Ine Spot 0331 35045E 1 7 1 , l S LO UG HTO N
P E TE RHE ADDUM FRI E S KI RCALDY Micro & Movie Channel

309 11.gh
01•508 1 1 1

Norihl i n t  Computers
I 1  E l is Si 0 .7 9  ?M COvereats, 71 En61,0

1 036/4547
It hapa irick ,  4 l  Hugh
• ie.

BATH ° U N S T A B L E  L E A M I N G T O N  S P A LO WE S TO FT P O RTS MO UTH
Ullma n Plus. 12 Tare Si Cotillions. /  11 Broad Walk. I C  Computors. 41Ressell SIANS i1587 ASSIS 0 9 2 6  39244 sUpolungSoorq

Jibe Wills,  44 London Rd.
North 0502 3142

Computer Comm 261
17
7
05 
9
3
3
9
3
6

BEDFO RD EDG WARE L E E D S LUTO N P O RTS MO UTH
Wo lo o lo o vi l l•Hasid Ltd.. 115 Midland Rd

023.4 49341 Brooker 1-4. 130 High Street A m &  OttoL. 4 Lower Briggelo
81 t
-
, J  
-
3
2
4
5
4
4
Y

Yam Mote, 49 George SI ,
1191 113'
,
1
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GENERAL ELECTION
Will she won't she? That's the
question being debated ove r
lunch, dinner and tea at West-
minster as 635 MPs try to work
Out when Maggie wil l ca ll the
General Election.

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

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

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

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

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

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

General Election runs on the
48K machine and is  available
from Bug Byte o f  Liverpool a t
£6.95.

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

▪ S t y x  challenges you to  get
8 sa fe ly across the rive r o f  the
O • underworld, rendevous with  a

mysterious monk, and get back
O across the river again. As you

travel you will have to do battlea with monsters of land and sea.
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The games runs on the 18 or 48K
machine and is in the shops now
at E5.95.

Also in  the Liverpool pipeline
is a new game for the Spectrum
called Manic Miner, Spectrum
Pool, and an original game fo r
the BBC 32K called Sea Lord.
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SOME ANIMAL
MAGIC FOR
THE BEEB
CAROUSEL

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

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

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

For those o f  you unfamiliar
with the game you have to get
your cute little frog safely across
a busy road and swirling river.
Bath games run on the Model B
and a re  in  the shops now a t
E9.95.

A minimum o f  two games a
month have been promised by
the premier Cambridge-based
games people.

YOUR

I M E I •  • • • • • • • • ••

THEIR LIVES IN
HANDS!

RADAR CONTROL
The universal appeal o f  fl ight
simulation programs has resulted
in an increasing number of a ir
traffic control programs being
released.

The BBC model B is the latest
beneficiary o f  o n e  o f  these
games from Software For All of
London.

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

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

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

The game is  available now
from the Romford firm at E7.95.

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

HONEYMOON
WITH A MAD
WOMAN!
MARTHA'S RETURN

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

His bossy wife  —
Mad Martha — didn't
like i t  one b it !  Last
we heard she  wa s
still chasing after him
with an axe But now
we kn o w h o w the
domestic story end-

• 1 1 ,

• • •

r i i , y u u i  tie pleased to
know.

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

For He n ry 's p a r t  h e  h a s
pledged to  spend less time on
the golf-course, less money in
the bar, and never to darken the
doorway again of the Blue Lady
Casino.

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

To cemen t  th e  n e w bond
Martha and Henry are off on a
second honeymoon to  Spain
where, according t o  C&VG's
Spanish correspondent, Martha
has a half-brother called Manuel
who is a waiter at the hotel they

• .=
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i i
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are booked in for the holiday.
But does Martha know about

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

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

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

The company a re  no t sure
what to call the game and a price
has yet to be decided, but it  is
likely to be around the a  mark
for the 48K Sinclair Spectrum.

REVVING UP
FOR THE
RALLYCROSS
MOTOR MANIA

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

You must drive your car as far
as you can along motorway. B-
road and d irt  t rack sections,
avoiding the various hazards —
which include broken g lass,
potholes, logs, avalanches and
other traffic.

A fu ll dashboard display is
produced on the screen with
speedometer, fuel gauge and
mileage.

Motor Mania runs on the Com-
modore 54 and is available from
Audiogenic stockists at £8.95.

Also released this month by
Audiogenic for the 54 is Renaiss-
ance — a version of Othello and
a chess program modestly called
Grand Master. Renaissance is
available a t  £8.95 and Grand
Master f17 95,

JOIN THE
ARCADE
JET SET
JET PAC

A team o f  ex-arcade game
designers from Leicestershire
have come together to form a
brand new computer games soft-
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ware house called Ultimate Play
the Game. The company's fi rst
offering for the Sinclair Spectrum
is a game called Jet Pac.

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

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

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

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

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

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

I played the game using the
keyboard but i t  must be much
better and easier to control the
action, with a joystick.

The game runs on any Sinclair
Spectrum and is available from
Ultimate Play the Game of Ashby
de la Zouch, Leicestershire, a t
E5.50.

FRANTIC FUN
WITH
MONSTERS!

- • • • • •

PANIC
Don't Panic! Just keep digging
holes fo r those monsters and
watch th e m tumble  in to  the
traps. Then bank them on the
head with your pick axe and you
are safe!

Well —  not qu ite  safe, a s
some o f  these monsters a re
tougher than others. The easy
ones can quite easily be buried
by making them tall through one
level.

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

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

The game has now been con-
verted for home use by Sinclair
Spectrum owners,

• • • • = •

Spectrum Panic is the latest
game from Hewson Consultants
— the authors o f  Nightflite. I t
runs on the 16 or 48k machines,
and is in the shops now £495.

Also new from Hewson fo r
confirmed computer pilots is an
air t ra ffi c con tro l simu la t ion
which enables you to  t ry your
hand a t  the na il b iting job o f
controlling th e  comings a n d
goings at a busy airport.

Adventure enthusiasts have
also been included in the latest
batch from Hewson in the shape
of a 48k graphic adventure called
the Guest. The program is avail-
able now at E7.95.

ORM AT A
LOSS FOR
SOFTWARE
AWARI

Alas poor Oric y o u r  software
is thin on the ground. Not much
to choose from yet on the space

• , 1 m p
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invading, ghost cobbling adven-
ture seeking, alien blasting front
yet for this new computer,

Despite t h e  shortage t wo
games have arrived on the
Games News desk for this
machine. A n d  although they
don't involve blasting aliens the
games will make you think!

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

For those  un familia r w i t h
Awari, i t  is based on a  triba l
strategy game of moving pebbles
around a series of bowls

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

The games are available from
Kenema Associates Ltd, Worle,
Avon, a t  £650 fo r Othello and
£5.50 for Awan.
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ON THE RACE
TRACK IN
THE DARK!
OVERDRIVE?

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

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

The game is available from
Abbex Systems of London a t
£5.95 although a final decision on
the game's title is yet to be made.

Also new from Abbex this
month is a  deluxe version of
Galaxians for the 48K machine
and a  16148K version of
the popula r  a rc a de
game — Scramble.

Abbex have also bran-
ched out onto other compu-
ters with their first game for
the Commodore 64 — a flight
simulator at 0.95.

DON'T STICK
YOUR HEAD IN
THE SAND
JOUST

• M E I •  M I M I E M

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

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

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

The Dark Lords are no easy
opponents as they have been
programmed to predict your next

a move and lay traps to ensnare
8 You•

Softek have also looked to the
arcades for the idea behind theircg second new game this month.

Called Firebirds — it is a shoot
'em u p  h yb r id  o f  a rca d e

• • • • , •

•
•,a •
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favourites — Phoenix and Fire
bads.

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

Joust and Firebirds run on the
Sinclair Spectrum in 16 or 48k
and are available from London-
based Softek at f5.95 each.

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

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

E l•

is replaced with a laser gun.
The game runs on the Dragon

32 and is available now from
Sottek at 17.99.

KNOCK SPOTS
OFF YOUR
SPECTRUM!
DOMINOES

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

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

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

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

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

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

MARIO MEETS
THE MAD APE

AGAIN!
DONKEY KONG

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

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

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

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

m r a I t n
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tard pies and moving elevators
Other arcade game conver-

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

Scramble fa ns  a r e  a l s o
catered for in the shape of Moon
Raiders. This scrolling shoot 'em
up has six sectors which must be
flown through, complete with va
rious obstacles — bomb and fire
and keep an eye on your fuel
gauge.

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

JOIN IRON
INSIDE
THE MICRO
ESCAPE MCP

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

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

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

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

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

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

The games are available now
from your local Rabbit stockist at
E5.95 for the unexpanded Vic.

Escape MCP, and Pakacuda
are also available for the Corn
modore 64.
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THE NEXT DIMENSION IN VIDEO GAMES
WHAT IS THE SUPERCHARGER?
The Supercharger plugs d irect ly in to  the cartridge slOt o f  yo u r At a ri VCS t o  increase it s game
playing p o we r. Wit h  special d ig ita l electeonics, i t  m u lt ip lies the  VC S R AM  memory b y  4 9
times, f ro m  12E1 t o  6272  bytes. The  Supercharger is unique, in  tha t  i t  can accept programs
that have been reCOrrted on standard audio cassette tape l. These are easier and less expensive
to develop and marke t  than p lug  •in cactndges and cost considerably less! The Supercharger
is supplied w it h  a  standard cable and  jack p lug  wh ich  w i l l  p lug  in to  the earphone socket o f
any domest ic cassette tape recorder. Supercharger le ts yo u  Pla y games with  h igh resolut ion

graphics, faster act ion,  and fa r more co m p le xit y. With  the ext ra  memory provided b y the Supercharger yOu w ill n o w  be
able to  p lay superior games wh ich cou ld  not no rma lly run on an unadapted Ata ri VCS because o f  its memory lim ita t ions.

MULTI LOAD GAMES Forlicided complexity and depth
Cassette rape a llows Starpath t o  o f fe r un ique M u lt i Load games. Games like
Dragonstornper a n d  Escape f ro m  the  Mindmaster include several lo a d s o n
one cassette. When yo u  have fin ished the  fi rst  pe rt  o f  a  game, you  can then
load a n o t h e r program g iving a  d ille re n t  screen Or t yp e  o f  game p la y,  thus
continuing t h e  game i n  severa l d ist in ct  p a rt s T h i s  feature is p a rt icu la rly
useful i n  adventure t yp e  games. M u lt i  L o a d  games o f f e r co m p le xit y and
depth that  n o  conventional ROM  cartridge game can cu rren t ly compete w it h .

FREE CASSETTE -  Phaser Patrol (Two screen game)
The Supercharger comes w it h  a  h igh ly accla imed and award winn ing  Phaser

Patrol game. and costs o n ly E39 .00  includ ing  VAT . 0 3 9
Details o r a ll t he  games w e  given be low. Fo r further
details, complete arid re turn the coupon be low.

MUTANTS FROM SPACE
Single Load act ion f rom Strapath, lust
as soon as yo u  begin t h is game yo u
will be  under a t t a ck. Yo u r task is to
vapounze the mutant  warrio rs before
they overrun  yo u r  hom e p lane t . U p
to four can pla y and the screen keeps
track of  the  highest score_ As we ll as
having n ine  d if fi cu lt y leve ls end t wo
speeds, C o m m u n ist  M u t a n t s f r o m
Space l ie s  f u l l  t i t le ' ,  has go t  several
features w h ich  m a ke  i t  a n  e xcit in g
game cassette p rovid ing  a  va rie t y o f
opt ions. Th e  rea l s k i l l  i n  t h is game
however, i s  w in n in g  w it h o u t  u sin g
the special features that it  o f fe rs you
Price:E 14,30+ VAT E l  6.45
SUICIDE MISSION
Y our  m is s ion i n  th i s  gam e is  t o  s h r ink
clown, smaller than a  speck o f  dust,
to d o  ba t t le  w it h  a deadly kille r virus
deep w it h in  a human b o d y. Equipped
with a  m icroscop ic submarine, heed
for a n infe ction,  perilously close  t o
the heart,  and towards a  fight where
vou are heavily outnumbered. Th is i t
arterial warfa re  a t  i t  fi n e s t  F o e  a t
one o f  the many germs, and it  d ivides
into t w o . Fire  again and the numbers
increase o n ce  m o re . A  I  o r  2  p layer
game featuring pro tect ive shields and
two d if ferent  shoot ing styles, Suicide
Mission has !M ee  d if fi cu lt y o p t io n s.
Price: El 4.30+ VAT-
. E 1 6 . 4 5
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Your task in  t h is Single Load game is
to smash wa ll a fter wa ll o f  blocks as
you juggle with red hot F I R EBALLS!
When the  ba ll comes down from the
top o f  yo u r screen, catch it ,  and then
release i t  b a c k  a t  t h e  w a l l  o f  b l o c k s .
You can  score up t o  a m illio n  po in tst
And, I f  yo u  ge t  t o  p rofi cien t  a t  one
pattern o f  b lo cks,  there are another
four to  choose from' U p to 4  players
can take  part in  this game and up to
6 fi reballs can appear or, the  screen at
once. Be  sure yo u  don 't  get burned!
Price: 14.30+ VAT =E16.45
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DR AGONSTOMPER
Dr aguns to inper  i s  o n e  o f  E t a r p a t h t
M u l t i - L o a d  c as s ettes . A n  a d v e n tu r e
game, yo u 've  been swept  th rough  a
time tunne l,  righ t  b a ck t o  the age o f
warlocks and w iza rd ry. Yo u r MbS11011
IS t o  fi n d  t h e  Am u le t  o f  the Dru id s.
There are clues, but no t  a ll easy ones.
There are peace lu l lakes and fo rests
as w e l l  a s d e a d ly p e rils and  lu rkin g
somewhere is a  ve ry vengeful dragon.
There a re  m a n y rewards a long  t h e
way b u t  f e w w ill teach the fi na l goal
The M U L TI  L O AD  feature gives you
THREE seperate game segments, f o r
longer, m o re  challenging game Pla y
.Price:E16.91+ VAT =E19.45

PHASER PATROL (FREE!)
Phaser Pe t ro l i s  a  sing le lo a d  game wh ich  is FR EE w it h
the Supercharger u n it . A  space game, it  has t wo  screens,
one fea tu ring  t h e  in te rga lact ic ba t t lefi e ld ,  I WO * ,  le f t ! ,
and t h e  o the r showing a  Secto r M a p  (b e lo w righ t ) T h e
game begins when ih e  devious 'Dracons' brunch a surprise
attack a n d  yo u  belong t o  t h e  fo rceh  hs e„e t-  m u s t  p r ev en t
them I  rom reaching earth . The  sector map enables you  t o
warp-hop f ro rn  one sector t o  smother and it  also te lls you
in wha t  areas t h e  Dracon  sh ips are,  so  yo u  w i l l  need t o
refer t o  i t  before you  go in to  battle_ As we ll as te llin g  you
the lo ca t io n  o f  t h e  Deacons, t h e  m op  shoves yo u  where
your stattases are, these can  ba il yo u  ou t  i f  yo u  get in t o
any t ro u b le . Wh e n  y o u  hove  decided  o n  t h e  sector o f
Drecons t o  a t tackNou can go on t o  the second screen. the
batt lefield. O n  t h is screen yo u  have a  vie w  o f  t h e  VY. •
galaxy shoed and a  control panel to  —
keep yo u  in fo rmed  o f  yo u r posit ion .
A one  p layer game, Phaser Pat ro l is a
highly detailed action pecked cassette

•

a t t
KILLER SATELLITES
You are the o n ly test p ilo t  o f  the one
rocket shop that can protect the earth
from on alien attack of molten metal
The in va sio n  h a s started,  have yo u
the courage and 00110 saws mankind?
A Single  Load game, Kille r Satellites
is f o r  1  p la ye r featuring 2  d if fi cu lt y
Settings as we ll as a 'rep id  lire '  mode
Other features in clu d e  •  f u e l le ve l
indicator,  a  lase r overheat  m o n it o r
w h i c h  i n d i c a te s  t h e  te m p e r a tu r e  0 1
your gun ,  a global radar scanner and
an energy barrie r,  wh ich  can be used
to p ro tect  yo u  horn  SOM• of the alien
prosecutes b u t  no t  a ll o f  thern i
Price:E14.30+ VAT =E16.45

ESCAPE/MI  ND MAST E R
A M u l t i  L o a d  cassette, yo u r t a sk in
this game Is t o  escape f ro m  the  alien
Mindmaster 'II la b o ra t o ry,  w h e re  h e
has he ld  yo u  as a specimen f o r study
To w in  yo u r freedom, yo u  must peee
through six 3 - 0  mazes, w it h  each o f
them b e in g  MOTO co m p le x than  t h e
last T h e  first 5  mazes have problems
t o  s olv e e n d  some surpr ise in te l l i genc e
tests. T h e  sixth  ma ze  is something
oeciall As  this game is too compies
, load into your Ata ri a t one time, it
'ads i n  F O U R  d i f f e r e n t  s e c ti o n l i .  a• 'attire o f  t h e  e xt ra  p la y Dosser o f

Starpath M ULTI  L OAD  cessettes
Price:E16,91+ VAT E'19.45

VIDEO GAME CLUB
In a  fast moving market like  video games, it  is d if fi cu lt  t o  keep u p  t o  date w it h  a ll the
developments that take place, With new programmes and accessories being introduced at
a fast ra te b y several dif ferent manufacturers, i t  is impossib le t o  get a ll the in format ion
you requ ire  f ro m  one manufacturer a lone I t  i s  f o r  t h is reason, t h a t  w e  have set u p
owner s  c lubs  fo r  th e  m or e  popu la r  v i d e o  gam es  a n d  h o m e  c om pu te r s , to  k eep  y o u  fu l l y
up t o  date w it h  what  is going on w it h  you r part icu lar machine. Ast e r as we kn o w.
Shop are the o n ly company t o  of fer such clubs,  bu t  tha t  is  no t  surprising since we  a r,
the specralists. We  currently have FREE clubs for the  Ata ri VCS,  Ata ri 400 /800  home
computers, and Martel Imellivisrons Soon we  will have clubs for COI•COViSS011, Aquarius
and  V i l l e ttek . S o  i f  y o u  o w e  o n e  i f  thes e m ac hines , t i l l  i n  t h e  c o u p o n  o p p o s i te ,  and  w e
w i l l  e n r o l  y o u  FR E E  O F  C H A R GE  i n  th e  c lub  ! r )  v o w '  r r y t• pu te r  o r  v ideo q v
,  ,
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SILICA SHOP LIMITED, De pt SCVG 0783,
1-4 The Mews, Hatherley Road,  Sidcup, Kent,  D A M  4DX

Telephone:  01  3 0 9  1111 o r  01 301 1111
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FREE L I TER ATU R E -Ple a se  send me your FR EE LI TER ATU R E and
catalogues on the following items:

OWNERS CL U8  -  I  We e d y Own the  fo llowing  products,  please en ro l
me in  yo u r FR EE clu b :

M r /M r s /M is s
Address

P os tc ode

Ini tr als • Surname:

SCVG 0783

FREE LITERATURE



SUPERCHARGE A VCS
AND LOAD UP GAMES
FROM CASSETTE TAPES

The Starpath Supercharger is an ro l,  Dragonstomper, Killer Satel-
expansion card for the Atari VCS. lites,  Communist Mutants From

It does more than the standard Space, Fireball, Suicide Mission
home computer Ram-pack as it  and  Escape From the Mindmas-
also enhances the graphics and te r.
colour quality of the 2600. M o r e  games are in the pipe-

The expander plugs into the l in e  from Starpath and the cam-
games port on the VCS. A  lead pany are busy drumming up in -
connects the supercharger to a terest in the Supercharger on the
cassette recorder and the games p a rt  of some leading American
are loaded from tape g a m e s  firms.

Only tape-based games can D o n ' t  expect miracles from the
be loaded via the supercharger Supercharger, Graphics and col-
and the expander does not add o u r are undoubtedly better than
anything t o  existing cartridge o n  some of the earlier VCS titles
games —  currently being sold off for as

The really exciting possibility lit t le  as EIO — but some of the
opened up by the Supercharger- excellent colourful n e w games
is the prospect of a new range of currently being released — (Pit-
cheaper cassette-based games- f a l l ,  Vanguard and Ms Pacman)

The Supercharger itself comes compare favourably with it.
with a free game — Phaser Pat- T h e  Supercharger a lso  e n -
rol, which features impressive ables more moving characters
Star Raiders type action. o n  the screen than were  pre-

Six games are so far offered in viously possible o n  t h e  2600
the Starpath range: Phaser Pat- though you would have to  look

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

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

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

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

The knights guide the laser
blasts f rom the Seeker using
their lightsabres — the Seeker's
blasts go in  the direction the
sabre is pointing.

But the Seeker tends to  go

20 COMPUTER & VIDEO GAMES
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around the arena sending out
lethal beams o f  energy tha t
neither of the knights can con-
trol! Then it's every man for him-
self.

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

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

BACK FROM
THE DEAD!
Dracula is  alive and we ll and
living in  the Intellivision Video
Games Console.

The long fanged phantom from
Transylvannia has been haunting
the programming department of
lmagic Games — and now he
has bewitched them in to  p re -
serving h is grizzly memory fo r
ever in silicone.

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

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

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

Again in  the Supercharger's
favour it uses a quick automatic
load system. Each of the games I
tested, loaded in  seconds fi rst
time. None o f  the  hit-or-miss
problems o f  loading cassette
games into some home compu-
ters.

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

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

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

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

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

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

You play the part of Vali the
Avenger and your arch enemy in
Ice Trek is Kaltron the Terrible.
You will also meet in the course
of your adventure the Wild life
Queen who fires her arrows at
Vah i f  he  i s  forced t o  k i l l  a

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

Gold is awarded for each suc-
cessful encounter with  one o f
your adversaries. Wh e n  y o u
have built up all your resources
you can attempt to get over the
bridge into the Oppressed Vil-
lage.

If yo u  a re  successful, t h e
second part of Dragonstomper is
then loaded and you find yourself
in the Oppressed Village.

Dragonstomper i s  t h e  b e st
game in the current Superchar-
ger range and looks like becom-
ing a good seller as the penchant
for adventure g a me s g a in s
momentum.

The main drawback with sink•
mg you r cash in to  adventure
games is that once you've solved

caribou.
The third game in this trio of

new releases from Imagic for the
Mattel Intellivision games centre
is Tropical Trouble — a  Jungle
adventure,

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

In order together back a n d
prove to her that you're not the
clumsy Clarence her mother al-
ways sa id  you  we re  —  ru n
through the jungle to  find her
Dodge the boulders, coconuts,
falling lava, and hurled rocks as
you go.

Dracula, Ice Trek, and Tropical
Trouble are in the shops now at
around the E25 mark.

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

The bad news fo r would-be
purchasers is that it is now un-
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them, there's not much incentive
to play them again.

Dragonstomper's three games
in one should be enough to keep
even the most skilled adventurer
occupied for a very long time.

The multi-load facility is  in -
corporated i n  another o f  th e
highlights from the Supercharger
range — Escape From the Mind-
master. Its rare to see anything
new these d a ys among t h e
plethora of new video games
hitting the shops. Mindmaster
provides the best evidence that
the designers' ideas haven't
dried up.

The idea of the game is to
outwit the mindmaster who has
trapped you in a maze. A number
of intelligence tests — such as
fitting shapes in to  the ir righ t
holes will be presented and you
must get them right to proceed.

The maze itse lf is  ve ry im-
pressive — drawn in 3D with a

likely to be in the shops until the
winter.

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

Jawbreaker sounds a far too apt
name for a Tigervision cartridge
but you shouldn't conjure up pic-
tures of creatures with mammoth
fangs

The jaws in question belong to
you,

Tigervision is an established
name in video games in America
where they have launched
several titles — the best known
of which is the climbing game
Miner 21:149'er.

The first cartridges compatible
with the British PAL electrical
frequency are King Kong and
Jawbreaker. No prizes for gues-
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convincing simulation o f  depth
as you penetrate its corridors.

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

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

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

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

Suicide Mission is a version of

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

Jawbreaker brings back the
subject of food to the screen of
your television wi t h  a  notion
which should appeal t o  every
youngster.

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

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

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

Telesys second new game has
the wonderfully id iotic t it le  —
Cosmic Creeps.

The idea o f  the game is  to
rescue the Cosmic Kids from the
doomed planet before the Cos-
mic Creeps can get their nasty
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Asteroids a n d  a
impressive one at that. The col-
ours were watery and the screen
flickered constantly. The saucers
moved far too slowly and there
was no hyperspace button.

The scene-setting b lu rb  f o r
this game tries to align the plot to
the fi lm Fantastic Voyage —
pretty silly as anyone who plays
the game will know its supposed
to be Asteroids

Communist Mu t a n t s  F r o m

none too

little alien paws on them.
The games a re  available in

compatible P A L  fo rma t  f ro m
Electronic Leisure Products o f
Limerick, Ire land. Th e y  c o s t
E22.00 plus VAT.

SEGA RANGE
FOR ATARI
Leading Japanese arcade game
designers Sega are launching a
range of games for the Atari VCS.

Sega a r e  b e s t  kn o wn  t o
videogamers for the hit arcade
games Zaxxon and Frogger.

Their fi rst  offerings f o r the
VCS, which have been launched
in the States, are Tac-Scan and
Sub-Scan.

Tac-Scan may have been
spotted by some of you in your
local arcades but for the uniniti-
ated it is a n
-
e x t r e m e
l y  
t o u
g h  
3
D

shoot Pem
The three dimensional effect is

created by a never ending series
of concentric hexagons. Y o u
control th ree  Tac-Scan c ra f t
flying through space which are
set upon by a deadly superfleet
from Ahm.

M a n .
. 1 1 L

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

C&VG verdict on the Super-
charger — at E39.95 for the ex-
pander plus Phaser Patrol a defi-
nite yes. Once you've got the
thing itself Dragonstomper and
Mindmaster will also look like
very attractive buys at fl  9.95
each. Fuller reviews will be in-
cluded in the Joystick Jury col-
umns, at a later date

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

No date has yet been set for a
UK launch fo r the home video
games though they are bound to
come into the country sooner or
later as Sega already have a very
strong foothold in the country's
arcades.

Sega are likely to provide hot
competition for the leading video
games manufacturers a s  t h e
Sega designers have a  reputa-
tion for producing hit games
which is the envy of the industry.
So arcade titles which are likely
to make winning conversions to
home systems may not be up for
grabs by the large firm's licence
hunters.
•  The copyright case Atari had
pending o n  lmagic's Demon
Attack cartridge (see the April
issue of CAVG) has been settled
out of court. The result a stale-
mate.

And the court battle over the
Colecovision VCS conversion
module is settled too. With Col-
eco paying Atari royalties. It
should be in the UK by Septem-
ber.

COMPUTER & VIDEO GAMES 2 1
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Save 25 by legging it dO
vi

Put a move on, and you can save a full £5 by buying the incredible CentipecVat o v
August 1st.) So hurry, and be one of the first to play 1982's most popular arcade game at ho
Systems7What's more it's one of the games that will sort the men from the boys in the 19'
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in to the shops now. AL
3ur very special pre-release price of only £24.99. (The price goes up to £29.99 on ATARI'
ie j  Centipede is only from Atari
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P83iAtari Player of the Year Competition. M o r e  fun and game&
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Action: 4.11
Graphics: 11.11
Addiction: 1 1 1 1 1
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DRATS DRIVE
YOU CRAZY!
Crazy Chase must have got its
name because i t drove Phillips
Videopac testers crazy.

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

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

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

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

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

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

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

Send your high score photos
to our Herbal Hill address which
you will find on page three of the
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magazine. Please mark your en-
velope Crazy Chase Competition
and state the game you would
like to receive should you be a
winner.
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THE VERDICT
A tough, addictive game and de-
finitely on the 'must get' list for
67000 owners. Proof that Phil-
lips can make 'em just as good
as anyone else.
Action: 1 1 1 1
Graphics: 1 1 1
Addiction: 1 1  1
Theme: 1 1 1

COOKING UP
A NIGHTMARE

A

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

If the more active ingredients
get too close you can turn and
"pepper
- 
t h e
m  
w i
t h  
a  
s
h
a
k
e  
f
r
o
m

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

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

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

The key to good arcade games
is that while beginners can sur-
vive long enough to learn the
game, experts have early oppor-
tunities to show their paces and
boost their score
- B u r g e r  
T i m e  
i s

a marvellous example.

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

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

As a fried egg, several toma-
toes and — later on — a pickle, G R E A T  B A L L S
leap out of the frying pan and
start looking hungry, you have to
guide the chef around a maze of Things are hotting up on the
platforms and ladders trying to games front with a fire breathing
make burgers. The ingredients dragon to contend with in Im-
react to your every move occa- agic's latest release.
slangy despatching one of their Y o u  play the part of the brave
number to head you off but prince who is attempting to get
usually following close on your into his father's castle to rid it of
heels. t h e  evil dragons.

More docile ingredients, like I n  order to get into the castle
burgers, buns, lettuce and to- y ou must first dash across the
mato slices he ready for cooking bridge  and into the  treasure

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

THE

OF FIRE!

MACHINE MANUFACTURER
1 Phoenix A t a r i
2 PacMan A t a r i
3 Frogger P a r k e r  Brothers
4 Invaders A t a r i
5 Pitfall A c t i v i s i o n

All the above cartridges are
games centre,

room.
The prince can be made to

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

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

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

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

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

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

The game is in the shops now
at E24.30 plus VAT for the Atari
version and £21.34 plus VAT for
the Mattel,

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

at the

procce



prods

MACHINE MANUFACTURER
6 Donkey Kong Coleco
7 Defender A t a r i
8 River Raid Act ivision
9 Demon Attack Imagic

10 Beaerk A t a r i

:ed for the Atari VCS home video

LOOK
MUM, NO
WIRES!
The trouble with  playing video
games on the conventional fami-
ly TV set is that the console has
to sit on the floor beneath the set
in the corner of the room.

To play you either have to sit
on the floor in front of the screen,
pull your chair up in front of it, or
make the wire s stre tch righ t
across the room to the sofa.

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

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

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

The heart of the new ioystick
is the world 's fi rst  radio ch ip
which enables objects to  be
moved on screen at up to several
yards distance.

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

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

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

The remote control joystick is
imported into the UK by Dynavest
of London and wil l  be in  the
shops in June at around the f50
mark. For this you get two remote
control joysticks plus the control
box which connects to the Atari
VCS. The system is also compati-
ble with the Vic 20,

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

10
,

BIGGER BURGER PRIZE!
There are live  Burgertime cartridges awaiting the most
imaginative Intellivision owners out there.

Burgertime brings a whole new meaning to the term
'fast food
-
.

Artist Phil Littler has come up with his interpretation of a
super burger which would dwarf any of the varieties to be
found in high street outlets,

We want you to come up with a name for this beefiest
and brightest of burgers and write  in  to te ll us what i t
should be called.

Please send your .best suggestion in to  the Biggest
Burger Competition, Coniputer &  Video Games, Durrant
House, Herbal Hill,  London, ECM.

The entry must be with us by July 16th and the five
Burgertime cartridges go to the five names which best
describe this mighty burger. Computer terms may or may
not influence the judges decision — but it's final anyway.

WHERE NO GAMESTER HAS GONE BEFORE
You c a n  en joy  t rav e l l ing t h e
space sectors of Phaser Patrol
for yourself and start up your
own Supercharger collection by
entering our Atari quiz below.

The UK  imp o rte rs o f  t h e
Supercharger, Electronic Leisure
Products o f  L imerick, Ire land
have put up three Superchargers
with Phaser Patrol and two other
cassettes of your own choice to
be won in our competition.

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

I 1 )

cl The Japanese ball bearing game
Pachinko

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

2) Demon Attack has the following number of
attack waves featuring different aliens:
a) 26
b) 84
C) 230

3) Pitfall was designed by:
a) David Crane
b) Ernest Greystokes
c) Henry Stanley

My name is:
Address:

SUPERCHARGED QUESTIONS

1

questions about the Atari VCS
and some of its games.

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

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

No employees o f  EMAP o r
Electronics Leisure Products o r

.anh. A w n .

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

The entries must be in by July
12th.

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

4) What stalks the riverbank in Frogger:
a) A snake
b) A lady frog
c) An otter

0

ci
0

5) Atari's world HO is based in:
a) Slough
b) California
c) Tokyo

What sort of game would you like to see on the
VCS in cassette form (not more than 24 words
please):

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

I Dragon Stomper E Fireball C Escape from the Mind Master 0  Communist Mutants from Space
[_Killer Satellites 0  Suicide Mission 0

COMPUTER & VIDEO GAMES 2 5
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P U B L I C A T I O N S

Al About Appiesoft L 9 . 5 0
All About Pascal E l 2  00
All About DOS E 1 2 . 0 0
Directory of Appleware 82-83 E l  1-95
Apple Connection E l  1.95
Apple Software- The Book '83 E 12 SO
Apple Users Guide I  1 85
Apple Graphics &
Arcade Design E  12 50
Apple Pascal - Hands On 1 1 0 . 5 0
Assembly Language E  I I 95
Assembly Lines [ 1 2 . 9 5
Bag &Incas E 2 6  00
Beneath Appre DOS E  1 2_ SO
Custom Apple E l  7 50
Elementary Apple E  1 LSO
Ekecutwe Visrcalc E 9  95
How to Write an Apple Program E II 50
introuction to Wordstar ( 1 0  95
Kids & the Apple E  14 95
LOGOfortheApplell 1 9 0 0
Mastering Visrcalc k  I 1 95
Micro on the Apple Vol_ 5 _ 9 5
Micro on the Apple Vol 2  E  5  95
Micro on the Apple Vol.) E l  5 95
Mindstorms 1 6  95
Nibble Express Vol_ 1 E  I 2 50
Nibble Express Vol 2  I I  2.50
Nibble Express Vol, 3 £ 1 3 5 0
Peeking Vol, 1
'1978 Call Apple) 1 1 0 . 5 0
Peeking Vol. 2
11979 Call Apple' E 1 5 . 0 0
Peeking Vot 3
11 960 Call Appel ( 2 0 _ 0 0
Peeking Vol 4
11981 Call Apple 1 E 1 0 _ 0 0
Power of Visicalc Vol 112 E  10 95
Power of Visiptot E 1 0 . 9 5
Power of Mumplan E 1 0 9 5
Power of Supercalc E  10.95
Power of VisilReal Estate E 1 0 . 9 5
Surma? Kit for
Apple Computer Games 1 9 9 5
- Jrtle Geornevy E  12 50
What's Where in the Apple E
Guide to What's Where
• n the Apple E 6 . 5 0

An addendum to the old
version of "m ats Where"

What If - A guide to
Computer Modeling E  13 95

1 1 1 1 1 1 1 1 1 [ 1 1 1 1 1 1 1
Name
Address

A M R !
Alan Basic-learning by Using E 6 . 5 0
Atari Software - The Book B3 E12.50
Atari Graphics & Arcade Design E 12-50
Aran Sound and Graphics E  7.50
Aseology ( 7 9 5
Games for the Atari ( 6 5 0
I-low to Program Your Atari [ 7 . 9 5
FORTH on the Atari -
Learning Oy Using ( 6 _ 5 0
/Cids & the Atari [ 1 4 9 5
Your Atari Computer E  1 0,95

V I C
Kds & the Vic ( 1 4  95
The Player's Strategy Guide to
Atari VIC5 Home Video Games ( I  SO
Tricks fo! 7  9c

I BM
How to write an
IBM-PC Program £ 1  1.50
The Power of 123
for the IBM-PC 1 1 0 9 5
User's Handbook to
the IBM,
,
PC 
E  
1
2  
5
0

IBM Personal Computer
.An introduction to
Programming and Applications [13.55
The I BM
,
P C 
G u i
d e  
1
2
5
0
0

IBM's Personal Computer
lOue On) E l  2 50
Your IBM Personal Computer
iUse
. 
A
p
p l
i c
a t
i o
n
s  
a
n
d  
B
a
w
l  
1
4
9
5

MISCELLANEOUS
Warlock of Fitetop Mountain
Citadel of Chaos
Forest of Doom
Dictionary of Computers
Dictionary of Microprocessors
Dictionary of
Telecommunications
Dungeons & Dragons
Elementary Commodore 64
Elementary TimearSinc law
PaC M a n
Soul of New Machine

Hardback 1850
 Video Boot

Exp Date

k 1.25
E 1 25
(I  25
1795
1225

E2 SO
El 50

El 1 50
( I I  50
LO 95

(495

'o SOD Software, FREEPOST, OVERS ROAD,  LO NDO N SW18 1 BR
Telephone 01-870 9275124 hour .  01-870 9386
PleaSe send me the fol l owi ng /terns

Product

Add 75p fan Postage 8, Packing

Dry Price Total

0,75
Grand Ict E

0  I enclose cheque
. p o s t a l  
o r d e r  
m a d e  
p a y a
b l e  
I
C

SSD Software for E
Please debit My Access/Bat( layCald ?Amex 'delete as apo NurriLrl

Ala
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For the 16K or 48K
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MSo fast, it'll

take your
breath away.
only
FEATURES
•  Written entirely

m MACHINE CODE
•  Over 50 skill levels

•  Random scoring spiders
•  One or Two Player Option

•  Hall of Fame •  Full colour and sound
•  Bonus lives every 12000 points •  Deadly PACPERSON attacks

Blest the fast moving centipede, as it Noakes down towarth
you, in the depth. of the green forest. Score points by

shooting-up mushrooms and the deadly spider. But beware
of the hungry PACPERSON, which will gobble anything to
Its path. The higher your score rises, the faster the action

becomes, until it is only a screaming War of colour anti sound.
end cheque or P 0  tot £5 50 (postage

stating computer type and memory sae to
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1000a, Uxbridge Rd. Hayes, N./kith(

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

cass 15.50 disk 18.95
16k -thwart the aliens- fought against a
3D Martian landscape - for I  or 2 players.

Strip Poker d i s c  27.50
40k- ultra hi-res graphics -too realistic to
illustrate! What mother never told you
about video games !!!!

Drawp i c  I  I c a s s  24.50 disk 27.95
16k - utility- access ATARI graphics with ease
-a must for any programmer.
Now upgraded - a powerful tool indeed!
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THE RUSSIAN
GRANDMASTER

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

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

Botvinnik wa s b o rn  in  1911 i n  the
Ukraine and until h is retirement a few
years ago was a  noted e lectrica l en-
gineer as we ll as a chess grandmaster.
He attained the status o f Soviet master
as long ago as 1927 and fi rst won  the
championship o f  the Soviet Union in
1931. He  became we ll-kn o wn  in  the
West wit h  h is jo in t  fi rst  p lace  a t  the
Nottingham tournament in 1936.

Botvirmik's career provides a bridge
between the  almost myth ica l days o f
Capablanca and Alekhine, 50 years ago
and the computerised chess of today.

THE PIONEER
'Since his retirement from active play

10 years ago. Bonfi rmik has concen-
trated increasingly on the latter, prepar-
ing h is p ro g ra m wh ich  is  kn o wn  as
Pioneer. Howeve r,  h is  in te rest goes
back much further to a t ime when he
was still a leading active player. As far
back as 1968, Botvirmik gave a lecture in
the Russian town of V lad imir in  which
he described a chess master in  terms
which have a strong computing flavour.
"A master in his play has two functions.
First of all he functions as a calculating
and solving mechanism because he has
to consider the possib le  moves and
analyse variations A  second function
is also very important — one's ability to
program oneself, to perfect one's indi-
vidual p rog ram t o  mo d ify i t  in  a
constant research for improvement and
perfection. One can consider a  p layer
who gives due attention to this aspect as
guiding himself by a definite program
or algorithm."

Botvinnik saw the development of an
"art ifi cia l in te llect"  —  a n  e lect ron ic
machine capable of playing chess — as
a m a j o r  p ro b le m.  I f  i t  c o u ld  b e
achieved, he said: "I foresee an unpre-
cedented period  o f  popularity fo r the
game. When an electronic machine has
started playing chess and played it suc-
cessfully this will be such a momentous
event that every schoolboy will want to

know about it. In  world  history, i t  wi l l
perhaps fa ll not far short in importance
of the discovery of r u e

Botvirmik's book. Computers, Chess
and L o n g -r a n g e  P l a nni ng,  a l s o
appeared in  1968. It is a very complex
mathematical representation o f  chess
introducing a number of ideas such as a
"generalised exchange" between differ-
ent kinds of advantage (such as material
and space), the  a t tacking  path  o f  a
piece, the intangible value of an attack,
and the posit ion estimate o f  a chess
position (which indicates when a posi-
tional sacrifice may be advantageous).

Although the original Russian title of
this work meant literally A n  Algorithm
for Chess", the  text  is fa r more  o f  a
blueprint fo r a lifetime's study than an
algorithm.

CAPTURED SKILL
In A p r i l  t wo  yea rs ago  Bo tvinn ik

came t o  L o n d o n  t o  sp e a k  a t  t h e
Advances in  Computer Chess confer-
ence a t  Imp e ria l College. (Th e  next
conference is scheduled for April 1984).
In h is lecture, Botvirin ik stressed the
need fo r a program to examine only a
small number of positions at each turn
(preferably only one) and to restrict the
analysis for each move to approximate-
ly 50-60 we ll chosen positions in  all, i f
master p lay were ever to be achieved.
Thus the emphasis should be on select-
ing the positions to  examine and eva-
luating them p rope rly —  exact ly the
opposite approach to BELLE. Many ex-
perts believe that if  Botvinnik's method
of representing the master's positional
and evaluative skill could be captured
in a program, this would be a major step
forward for computer chess.

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

but understand almost nothing about
them

As an example of what Pioneer can

7
6
5

3
2

a b c d e  g
hachieve with a complex position. Figure

1 shows a famous position which Botvin-
nik (white) reached against Capablanca
at the Rotterdam tournament of 1938.

White to move can now choose be-
tween two strong-looking options 1.N-
R5ch and 11-R3. Botvinnik's analysis at
the time looked at 28 positions in total,
with an average branching factor (num-
ber o f moves considered in each posi-
tion) o f  1.13. Pioneers analysis o f  the
position looks a t 40 positions with  a
branching factor o f  1.05 and fi nd the
variation.:
1. B-R3, 0xB: (I f  1. 0 - K 1 :  2. 0-B7ch
is strong)
2. N-R5ch ,  P x N ;  3 .  0 -N5 ch ,  K -R1 ;
4, OxNch, K-N1;
5, P-K7, 0-Bach; 6. K-B2, 0-Q7ch; 7. K-
N3, 0-K6ch; 8, K-R4, and now

White  win s  i n  a l l  va ria t ions.  e .g .
8 Q - K 8 c h ;  9_ la P .  0 -K lch ;  10. K-R4.
Q-K8ch: I I .  K-R3, Q-K6ch; 12. P-N3.

It is easy to believe that BELLE would
also have found th is variation, bu t  i t
might have needed to examine tens of
thousands o f  positions to do so! I f  you
want to  kn o w more  about Botvinnik's
method, h is 1981 conference paper is
published in Advances in Computer
Chess 3, edited by M R B Clarke (Perga-
mon Press. 1982) — but beware, it is far
from '  e a s y  reading!

:!;T;liTAT,;;)



1/
4
1
/

1
-
1
V
E  
H
E  
R
A
D

-

r  hi/ I S  de? R E  y  ,so pHisr, corED
& A W E

• m  V
rolgPebo5

SrsoPPEDf

6RS P !
ratuvsp pRoopdb

• • i r t  -  •
i g r r A C k I N G

6 R e g r  / D E R !
/3 ;  A Z/6 H r  w / T
-
H  y o u

wnocov A t E N D 6 - 1 )
r lois  BIN0914y spb•Piet./

Awl e
011 L /
-
0

V .; d

.,011p5/2„vde , / - -

D ER V eel
r / P R G E r  FOR

H i S  SO O !

/ NS I DE  T WE
M I C R 0 . •

HE  141UST i i
fl v eS I I E I M O D  r o
r 'NE  S U E

6 4 - '

GET mir *Pt
,Talk4P

O F F !

MAI -  F U N C T I O N  S N A G  ..7NR
T. HITCH

C'AION 4 E  TS & E T  / / v r o
ro• G R A v e  6 C 4 Q E- M E
t
e
/
R
a
s  
x
v
i
e
s
r

o oc.6 Lti

SCREANIING
FOUL LJP

re / V E Y  M I T CH(j
O UR PR o G R A N PI

tk% C r o w v &/cu./9y rev  r
S u  1 9 NoP RINF
CA9R r A  ipaidF ,

FAPNCY S O M E
A l e4

couivr
/ N  • - / ' A 4 '

F E E L I N G
i f  v/g_ r o D t 9 y (

S I G H !
i r s  S O
$oP#1IS r  IcATED
/ r  pLool•s  3 Y

I T S E L F !



1

Announcing more exciting
programs for the BBC.

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

Starship Command (9.95) is a d e m a
n d i n ghigh-resolution graphics game in which you

command a starship against attacking alien ships.
You control the forward d
r i v e  a n d  
r o t a t i o n a l  
I  
I  
r u s t  
o f

your ship, which is equipped with shields, long and
short-range scanners and a sector display of t h • stars
and alien ships.

Countdown to Doom (0.95) is a race against
time as you strive to repair your damaged space ship
in the corrosive atmosphere on the planet
Doomawangara (Doom). Beat the clock or resign
yourself to a life in the wilderness of Doom.

Business Games (9.95) is a cassette containing
two games designed for economics, business or
general studies teaching.

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

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

Jars (01.90) is an educational cassette suitable
for 7-13 year olds. The objective of the program is to
present. what are usually thought of as purely
numerical problems, in a visual way. Jars of liquid are
used to visualise volume estimation and fraction
problems. Success. partial success or failute is noted
by a scoring system and suitable comments. Jam E l L g O•

ACCRNSIIIFT ' N

Jars
'A00•1

I low to  get Aeornsoft  programs.
If you're a credit card holder and would like to

buy cassettes of the programs shown in this advertise-
ment, or if you would like to know the address of
your nearest stockist, just phone 01-200 0200.

Alternatively, you can buy the cassettes directly
by sending off the order form below to:
Aeornsoft, c/o Vector Marketing, Denington Estate.
Wellingborough, Northants NN8 211L.

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

Please allow 28 days for delivery'.
I t  Credit Card Holders.Telep hone 0I-200 0200.

[TO: kcornsoft.cio Vector Marketing. Denington Estate:1
Wellingborough. Northants NN8
Please send me the following:—
mutat %m P R I C E  Q I V r I T N
Starshir Command g9.Q.5
Countdown to I )oom gq.g5
Huai nes, Ganwe 0 . 9 5

TOTAL

I enclose PO/cheque payable to Acornsoft Ltd.
Or charge my credit card.
Card Number
Ammt/Dinend Aiwa/Arrest, ttirlete)
Please send me the Acomsoft brochuren
Name
Addre,4

Postcode
Signature c m c i a

Regi,t,o41 NO. 1524763. lirr No. 215 8123 95

ACORN SOFT

(11.gmir
v• romoll

n o r gogth)

S141;22
SlIG1
1
1
SIEW03
SIRE15
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CHECKOUT
U.S. STARS
ARCADE HEROES

No tips o r UK record breakers
this month but they'll be back
next issue with  Donkey Kong
Junior and Mr  Do planned fo r
coverage in the near future.

Instead we're breaking away
to please readers l ike  Ma rk
Lawrence f ro m Dundee a n d
Trevor B i l 'stead f rom Witham,
who both wrote wondering how
our charts compare wit h  t h e
greatest video games playing na-
tion around — America.

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

I don't like to  ask about the
problems involving going to the
lavatory but can  on ly assume
that the Missile Command and
Robotron sco re rs  mentioned
below must have cast-iron blad-

30 COMPUTER & VIDEO GAMES

understandingders o r  v e r y
arcade Owners.

Another way around the blad-
der problem is to beat the game
on a rota basis, as did five lads at
Stevenage B o w l i n g  Ce n t re .
Simon Bevil!, Gary Murphy, Paul
Carter, A lan  Stagg and  Ma rk
Taylor recently battled their way

JUNGLE
4:
.
1 
R
E
V
E
N
G
E

IN 3D

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

Not quite in the U.S. class but
we'd like to hear of any similar
attempts. P le a se  w r i t e  t o :
Arcade Action, Computer &
Video Games, Ourrant House, 8
Herbal Hill, London K I R  5,IB.

Berzerk
119,340 Joel West

Kirksville, Mo.
Centipede

15,207,353 Darren Olson
Calgary, Alberta, Can,

Dig-Dug
3.462,160 Brian Doyle

Santee. Calif.
Donkey Kong Jr.

949.200 Matthew Brass
Oftumwa. la.

Frenzy
4,737.820 Rik Kelly

Kenosha. Wisc.
Galaga (level D)

12.753.570 Mike Lynn
Durham, N.C.
God (six men)

704.590 John Chandler
Hobbs, N.M.

Gravitar
4 722,200 Raymond Mueller

Boulder, Col.

AMERICAN HEROES
Joust (level 5, 20.000 bonus,

new chip)
1,553.600 Joe Malasade

Ottumwa, la.
Kangaroo

754.400 Sam Middleton
Panama City, Fla.

Millipede
785.827 Eric Ginner

Mountain View. Calif.
Missile Command

64.696.720 Jeff Stueve
Dayton. Oh.
Moon Patrol

577,480 Eric Ginner
Mountain View, Calif.

Ms. Pac-Man
286,410 Mike Lepkosky

Houston. Tex.
Pengo (4 men)

369,450 Mark Robichek
Durban, South Africa

O•bert
3,007.035 Richard Wilson

Woodbridge, Va.
Rally X

238,910 Joel West
Shelby. N.C.

Robotron
202,457.650 Mike Zack
West Bloomfield, Mich.

Stargate
70.283.000 Oscar Iglesias

Concord, Calif.
Super Cobra

198,470 Matt Brass
Helena, Mont.

Tempest
4.706,540 David Plumer
Regina, Saska., Can.

Tron
4,036.171 Rick Maldanado

Westland. Mich.
laxxon

2,138.650 Eric Burch
N. Palm Beach, Fla.

ID
TIP TOP

Donkey Kong in three dimensions
is the fascinating idea behind Tip
Top.

The game features a  mis-
chievous gorilla with a nasty line
in practical jokes and a determined
explorer out for revenge.

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

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

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

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

If four or more grab hold of the
explorer they lift him up and hoist
him over the nearest clif f .  11,
instead, he  finds the gorilla 's
hideout onto the next screen.

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

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

On this screen the gorilla fin-
ally gets his come-uppance as a
handy fire brand is set beneath
him.
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Our appeal for top pinball scores
brought a  prompt rep ly f rom
Keith Hatton of Liverpool. He sent
us a detailed rundown of his top
scores on  a l l  the  e lectron ic
machines manufactured since
19761771 They are a ll there —
Bally, Williams, Gottlieb, Stern
and Zaccaria — an amazing list
of over 40 machines played a t
various locations around the
country.

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

Keep the top scores coming in
please.

Meanwhile on the new pin-
balls front Bally are bringing out
a baseball theme game called
Grand Slam. This can be played
by a combination of two or four
players — but other information
from the pinball giant about this
new re lease i s  t h in  o n  t h e
ground.

On the American scene la c -

111
caria have introduced Pinball
Champ, a  game which follows
the trend fo r personal h i-fi  by
including a  headphone p lug
which allows players to listen to
comments f rom the machine!
Pinball Champ has an elevated
main ball runway which allows
an enlarged playfield with in  a
standard size cabinet.

The machine also includes a
spinning target alley where high-
speed shots collect high score
values.

Remember keep those high
scores coming in!

BEHIND
FRONT LINE

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

You are ,  o f  course, single-
handed and will have to take on
whole platoons of enemy snipers
and several crack panzer divi-
sions ,  I t ' s  enough to make
John Wayne think twice!

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

The opposition are also armed
with guns and grenades, they
make good use o f  bushes fo r
cover and they greatly outnum-
ber you.

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

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

0  IN

ENEMY LINES
To put yourself on equal terms

you can make use o f the odd
blue tank which the opposition
generals have care lessly le f t
lying a round  th e  batt lefie ld .
Tanks come in  two  varieties:
small and speedy or large and
well-armoured.

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

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

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

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

cool reception f r o m  a rca d e
players because i t  i s  in it ia lly
difficult to get past the snipers.

This is  a  p ity because the
action really takes off when you
climb in to  yo u r tank, wo rt h
persevering with if you do get the
chance

AWAKEN
RUDELY!
BUCK ROGERS

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

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

It's space warfare as seen
from behind the  twin  je ts o f
Buck's sh ip  wit h  you a t  the
controls,

The battle begins in a heavily
armed channel o f  an artificia l
planet, reminiscent of the Death
Star in  the  Sta r Wa rs saga.
Enemy ships hurtle towards you
and the Buck Rogers in you, rises
to the challenge as your ship
twists away from Zoom's alien
ships, firing and dodging.

A two-level speed control, a
pilot's joystick and a fire button
are a t  your fingertips as the
scenes change to  deep space,
the formidable smasher tunnels
and the spires of Cosmic City.

The enemy ships come in all
shapes and sizes.

Anyone who has enjoyed the
TV series will be interested to
see just how it  converts to the
video screen!
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DOMES' NON •N1R.
I I

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

But here in the sequel to that memorable battle of wits Mario
has become the villain. He has caged poor old Kong and reluses
to let him go. So little Kong Junior sets out to rescue his dad

Donkey Kong Junior has to climb vines to reach the cage and
rescue his illustrious father. But there are nasty jungle crea-
tures called Snappers which dash around attempting to knock
little Kong oil. Kong can jump over the Snappers as long as he
is facing them. Then there is the nasty bird which will also
attempt to prevent Kong completing his mission. On the second.
third and fourth levels fruits appear. Kong can leap at these and
send them plummeting to the jungle floor — it they hit a bird or
a Snapper then 100 points will be added to your score.

The number of Snappers increases each time Donkey Kong
Junior manages to rescue his dad. To climb a vine you must
position Kong Junior right beneath it, and move it. You cannot
leap on to a vine.

Control keys are: "5"–lett, "8"=right, " 5 " -
-
d o w n .

"7"–up, "V" or "N"-jump

32 COMPUTER & VIDEO GAMES

HS-high score
S-score
C-if 1, fruit hit bird or snapper
BIRD 1, BIRD 2 — bird positions
LIVES—lives left
H—direction of man
COUNT—Screen number
XS—shape under bird
CHECK—if 8, man falls off vine
A,B—Snapper positions
AS—Snapper shape
D—direction of Snapper

5 0  D A T A  0 , 0 , 0 / 9 6 , e 4 0 , 2 4 0 , 9 6 , 2 4 1
0 , 2 4 8 , 2 4 4 , 2 4 4 ,
2 4 2 , 1 5 2 , 1 2 , 6 , 1
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2 , 4 , 0 , 1 , 1 ,
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2 4 0 , 2 4 8 , 2 S 5 , 1 2
7 , 6 3 , 6
a
, 6 3 , 3 1 , 3 1

51
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2
,
0
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0 , 0
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ATARI
Attack At Ep-Cyg-4

•Bapa Buggies
Candy Factory
Claim Jumper
Defender
Forth

•Frogger
Galaxtan
Gorf
Hellfi re Warrior
K-razy ShGotout

•Moon Shuttle
Pac-Man
Paint
Picnic Paranoia

•Preppie
Our
SAM Speech Synth

'Shamus
SoIlporn Adventure
Starcross
Synassernbler

•Zaxxon
Zork I
Zork II
Zork

-I  E-16K-KF54J E34 95
-1 C-16K -KB74R E22 95
-1D-32K-KF531.-1 £21 95

-1 E-116K-KB67X E34 95
•1E-I6K-KFICIL E29 95
-1 D-24K-YL29G E62 95
-1C-16K -K B68Y E22 95
-IE-16K-KFI IM £29.95
-1 E-16K.KE144X E34 95
-1C-32K-KFO2C E27 45

-1 E-8K-B063T E34 95
-1C-16K-KF22Y E27 50
-1E-8K-B071N E29 95

-ID-48K-KB22Y E29 95
-1E-16K-KFI3P E34 95

-1C-16K-KBO7H £21 95
-1E-16K-KF16S E29 95
-ID-32K-KB15R E47 19
-1E-16K-KB9OX E34 95
- I 0-40K -8093B f20 64
-1D-32K-KB37S E29 95
-1 D-48K -K BEI3E E38.95
-1C-16K-KF2OW £31 50
-1D-32K-8094C E29 95
-10-32K-B095D E29,95
-1 0-32K-KB31J E29 95

•3D-Supergraphics  -1C-40K-B029G f_31 95
Plus over 280 other tides for Atari

AL
ATARr Send sae now for our new software leafl et

with details  o t  a ll programs  added s ince
Maplin catalogue
Order As XH52G Issue 4

= N N W

A superb new home computer
with one of the most powerful
colour video processors
available An incredible 32
sprites simultaneously
and I6K of RAM
dedicated to graphics
alone Powerful Z80A
(3 5MHz) main processor Threi-
tone generators and noise
generator all with envelope control like ;-t
mini-synthesiser Complete wit h  BASIC dr,:  superb handbooks
for beginners A ll  this for just 0 8 9  95 (AFF4U)

HARDWARE
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MICROWRITER
The new hand-melt:1 word processor
that eliminates the need for a typist
You can learn the Micrownting technique
in less than an hour and produce
perfectly typed text the same day
Microwriter (AF62S) E485 • E72 75 VA t
Complete Word Processor Package
(Mtcrownter printer and lead)
(AF63T) E1,205 + E180 75 VAT *
Available ONLY by mail order or from
WESTCLIFF shop
*  Delivery  next day by  Datapost

If your order contains over E120 worth of
computer hardware apply now for Interest
free credit by telephoning Mail-order
.(0702)552911 London Shop. 01-248 0926
Birmingham Shop 021-356 7292 Southend
shop 0702 554000 or write to P 0  Box  3,
Rayleigh, Essex 556 8Lfl .
You pay 10% down. then 10% per month
for a further nine months (to nearest
penny)
Credit quotations on request. This  offer
subpect to approval which can take up
to 48 hours IAPR - 0%)

SELECTED SOFTWARE

Mapsolt tub colour catalogue
Price El inc l pos t.  Maplin
catalogue contains full details
of all hardware and lots of
software O n  sale now in all
branches of W H Smith, price
El 25 or El 50 inc l pos t  from
PO Box 3, Rayleigh. Essex

AUTHORISED ATARI
SERVICE CENTRE

The brilliant new colour computer
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COMMODORE 64
Temple Of Apshai I Part 1) -1 D-0C57M E r  45
Upper Reaches (Part 2) - I D - B C 5 B N  E13 80
•
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-Sword Of Fargoal I D - B C 6 0 0  E20 75
Crush Crumble & Chomp •  1 D-8C6 I R E20 75
Jump Man - I  El-BC62S E27 45
DRAGON
Berserk -  1 E-BC32K E19 95
Black Sanctum - 1 C - B C 7 8 K  E7 95
Dragon Trek - 1 C - B C 8 2 D  E9 95
Galax Attax - 1 E - B C 7 9 I  E19 95
Ouest - I  C-BC41U E7 95
Wizard War - 1 C - B C 8 3 E  E7 95
Plus 30 other titles for Dragon
SPECTRUM

he Hobbit 4431‹•1 'C-BC88V EU 95
Timegate (48K) - 1C-BC89W 9 5
Space Intruders (16K) - I C
-
1 3 0 3 0 X  
E 4  
9 5

Meteor Storm I I6K) -IC-BC91Y E4 95
Chess Player (48K) -IC-BC92A E6 95

-I  C
-
B C
9 3
E 1  
E
4  
9
5

Speakeasy (48K i
VIC20
Crush Crumble& Chomp (+16K)

IC-KKIOL E20 75
Datestones Of Ryn ( +16K) -1C•KKI3P E13 80
Invasion Orion (• 16K) - 1 C - K K I 2 N  El 7 25
Monster Maze - I E - K K I I M  127 45
Plaftermania - 1 E - K K 1 4 0  E27 45
Princess & Frog - 1 E - 1 ( K 1 6 S  E29 95
Rescue At Rigel ( • 16K) -1 C-K K O 8 J  f.20 75
Ricochet (.8K) - I C - K K 1 5 R  E13 80
Sword Of Fargoal (.16K) - I  C-KKO9K E20 75
Tank Arcade

-12CO-KHIell E ll 95Plus 80 other Idles for VIC
• Drsk vers ions also available though price
and memory  size may be rt illerent
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Maplin Electronic Supplies Ltd , Mail Order P.O Box  3. Rayleigh. Essex
SS6 SLR. Tel Southend (0702) 552911 (Sales).
Demonstrations at our shops NOW.
159-161 K ing  St.. Hammersmith,  W6. Tel.  01448 0926, 284. London
Road. Westcliff-on-Sea, Essex_ Tel. (0702) 554000. Lynton Square. Perry
Barr. Birmingham. Tel. 1021) 356 7292.
All goods delivered in UK mainland carriage paid, but add 50p if  total
order less than E5 except catalogues. Orders inc luding items mark ed* .
delivery next day by  Datapost.
Subject t o  availabiNty. A l l  prices  inc lude VAT unless shown Pric es
correct at time of going to press
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USR calls and specialised Peeks and
Pokes
USR (68) —  Starts a sound after
a value other than zero has been
poked into locations 4514 or 4513
USR (71) —  Stops the sound
USR (62) —  Emits a short beep
USR (3494) —  Stops some of the
screen noise when laser is fired
POKE 10167,1— Switches off the
peek protect on Sharp Basic to allow
Peek (17828)
PEEK (17828) —  Returns the ASC
value of the current key being
pressed (for continuous movement
of laser)
List of main variables
TL —  Time limit of game in seconds
Y —  Random position of blocks
P —  Target poke code
T —  Position of target
X —  Position of laser gun
P1 —  Movement key input
TIS —  Internal timer
F —  Position of laser bullet
H —  High score
FS —  Message which is flashed on

screen
36 COMPUTER & VIDEO GAMES

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

You'll be hooked from the moment you
start blasting away — those targets have
an annoying habit of avoiding you!

i
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those thaldon't

H O M E  CO M P U

and those that might:

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

For those family members that do revel in creating
their own personal computer programmes the M5 will
test all their abilities. And teach them many more.

Alternatively for those that don't want to become
so involved in programming the M5 couldn't be more
fun.

41116 H o w  can one computer be all things to all users —
from a sixty year old to a six year old?

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

As your computer abilities grow so the CGL M5 will expand to
meet them. One of the first things you'll discover about the M5 is

its amazing colour and graphic reproduction, whether
it's bringing life to your own animation or pre- programmed
cassettes and cartridges.

The graphic modes capability of the Pi.45 is just one of the
features that sets this computer in a class of its own.

It also incorporates a mini-synthesiser. Slot in the Basic
G cartridge and you can compose to your ears' delight.
The addition of a Basic F cartridge lets you do more
complicated scientific, technical and arithmetical
applications. There's also the FALC cartridge which gives
you an easy to use data management and family
accounting package.

And the CGL M5 is still growing. With an ever
expanding library of
cassettes and cartridges.

Do yourself and your family a
service — don't buy a home
computer until you've found out
more about the remarkable CGL M5.

For full details and a technical specification of the new CGL M5
I s e n d  us this completed coupon. Apart from the full-colour brochurewe'll also rush you the address of your nearest stockist. Be sure to
I s e e  a demonstration.

The CGL M5. It might be the best family decision you'll make
I f o r  years.

I P o s t  the completed coupon toComputer Games Limited CU House
Goldings Hill, Loughton, Essex IGIO 2RR, cv.,

=
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COMPUTER & VIDEO GAMES 3 9



42 M w - 4 0 : 6 O 1 0 4 443 1 4 )
44 P O KE T, 0

45 I F F E E K ( T O T H E N P O k E T , P t G O T 0 2 8
46 I FT+M)5 4 0 8 9 THE NFO V E T. P ;G O T0 2 84 7  Tw T+M:P O k E T. P :G O T0 2 94 0  Fw X - 4 0

49 P O KE F•0

Si, I FFE E P : ( F - 4 0 ) ( > 0 TH E N 5 3
51 F= F- 4 0 : U S R ( 3 4 9 4 1 1 P O K E F. 1 2 1
5 2  P O KE 4 5 1 4 . 1 i US R( 6 8 1 : US R( 7 1 ) : G O T0 4 953 I FFE E K 1 F- 4 0 / w 2 0 8 TH E N 3 9

56 FO RDLw I T0 3 0
55 S w S +1 0 0 :8 0 8 U8 2 7
54 I F F E E k ( F - 4 0 ) 6 7 T H E N P O K E F 0 1 S = S - 1 0 : 6 0 8 U 8 2 7 1 8 0 T 0 3 9

6 0  Tw I N 7 ( 7 8 0 4 R N D ( 1 ) 4 5 3 2 8 8 1
5 P w 1 F P w 4 2 T H E N 6 3

58 P O KE T. 0

57

9 P + 1 :

 P O W E T . I N T ( 5 0 * R N D ( 1 ) + / 8 8 ) : P O k E 4 3 1 3 , I N T ( 2 5 3 * R N D ( 1 ) + 1 )
: U S R ( 6 8
) : N E X T : U S R ( 7 1 )

61 I FFE E K ( T) . ( > 0 TH E N 6 0
6 2 P O K E T ,
P : 8 0 1
-
0 2 8

63 F S . -

64 P RI NT"N":G O S UB8 5WELL DO NE

65 PRINT"CIWELL DONE Y O U HAVE DESTOYED ALL T H E "
66 P R1 NI "8 TARG E TS  AND YO U HAVE RE CI E V E D A  BO NUS"6 7  P RI NT"UO F 5 0 0  P O ZNTS AND A N  E X TRA G O . "6 9  P RI NTI TI T6 9  T L w T L - . I O : I F T L < I O T H E N T L = 1 0PR

71 G O T0 7 070 G ETAI I I :I FASw " " TH E N I OESS I S P ACE 1  k E Y  FO R E X TRA G O "
72 Fi l l . "

73 P RI NT"I X ":G O S U895YOU HAV E  RUN OUT O F  T I M E . .

74 P R/ NT"M&AD L u c e ! , !  Y O U HAVE RUN O UT O F T I M E "76 / FS >HTHE NHw S73 P R/ NT"BBUT Y O U S C O R E D S : "  P O I N TS "
77 S w O :TLw 6 0

79 G E TA1J I FAS = ""THE N7 978 P RI NT"UDO  YO U WANT ANOTHER GAME ( Y  O R N ) "8 0  I FAS w "Y "THE NI O
81 1 FA S . " N " TH E N 8 3e 2  G O T079

a 5  F O R / . 1 T 0 5
84 E ND

9 3  P RI NT'O U9 2 9 BDU2 D3 9 1 1 ":TABt9 / 0 "THANKS  FO R PLAYING86 PRINT"ODUODUBODUDIWcFS:USR(62)8 7  FORDLm 11-0150INEXT8 8  P R I N T" E "

9 9  FO RDL=1 T0 1 5 0 :NE X T
90 NE X TI :RE TURN

91 P R I N T " M " I 1 AB( 1 4 / 1 " . S HO O T O U T ' "92 P R I N T T A B ( 1 4 ) ; "

9.3 P R/ NT"11  T h e  ° b i g o t  o f  t h i s  ga m e  i s  t o  s h o o t "
94P R I N T " I l a s  m any  t a r g e t s  ( e a c h  w o r t h  1 0 0  p o i n t s ) "
95  P R I N T " D i n  1  m i n u t e .  T h e  t a r g e t s  a r e  r e p r e s e n t e d
96 P R I N T " b y  t h e  num be r s  1 - 9  d e p e n d i n g  o n  how "97 P R/ NT"a m a nY  Y O U h a v e  s h o t  d o w n . "

98 P R I N T " U l f  y o u  s h o o t  a l l  n i n e  i n  o n e  m i n u t e "
99 P R I N T " e y o u  w i l l  r e c e i v e  a  b o n u s  o f  5 0 0  P O l i ntS "
100 P R I N T" U a nd am  e x t r a  g o  -  e v e r y  t i m e  y o u "
101 P R I N T ' a r e c e i v e  a n  e x t r a  g o  y o u r  t i m e  l i m i t "
102 PR/ NT"1/ w 111 d e c r e a s e  b y  t e n  s e c o n d s . "104 G E TAS : I FAS w "

105 a o r o t o 4  " T H E N 1 0 6103 P RI NT"DP RE S S  ( S P A C E /  FO R FURTHE R I NS TRUCTI O NS "

1 0 6  P R I N T "  108 PRINT"4107 P R I N T " a f o l i o w 1 n g  k e y s i - "MTo m ov e  y o u r  l a s e r  b a s e  y o u  u s e  t h e "
A -  L E F T D -

109 P RI NT"I l Y ou u s e  k e y  ' L
.  t o  fi r e  
t h e  
L a s e r

 R I G H T"

110 P R I N T" D The  t a r g e t s  a r e  m ov i ng  r a n d o m l y  i n  a "
I I I  P RI NT"O m a z e  w h i c h  a s  m a de  u p  o f  • m r s  a n d "  a b e a m . "
112 P R I N T" ne a c h  t i m e  y o u  d e s t r o y  o n e  o f  t h e s e "
1 1 3  P
R I N
T • O
b l  115 
P R /
N T " 1
1

114 P R I N T " U t e n  p o i n t s . "oc k s  y o u r  s c o r e  i s  d e c r e m e n t e d  b y "

P R E S S  I S P ACE  116 GETAS:IFASw" "THENRETURNJ T O  P LAY "217 G O T0 1 1 6



Pim

ATAM VIC 20
Over 250 programmes Over 70 programmes
by more than 50 In stock bysoftware houses. Imagine Bug-ByteRabbit Commodore
NEW ATARI PROGRAMMES Romik T h o r n
Up, up and away
Zaxxon Postern Llamasoft
Miner 2049 er 48K Upgrade £90.00
Fort Apocalypse Atari 800 48K E399.00
Choplifter (ROM)

WAFIGAMES SPECTRUM DRAGON TANDY 32K BBC ATARI lX61 1 6 K OflaCt MIK
COLOR MODEL 8 400 BOO 4a14

ES SO E6.95 E7.95 ES 95 ( 12 .50 E4 SO COMING SOON

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

M. C. LOTHLORIEN
DEPT. CVG, 4 GRANBY ROAD. CHEADLE HULME. CHESHIRE SK8 5LS

Ask
4.„„

„

I
-
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 I .YOUR SEARCH FOR COMPUTER

MERSEYSIDES LARGEST SOFTWARE STOCKISTS. We have
_ • ,  I n  stock over 400 fantastic programmes all at highly competitive
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You need look no further than
MICROSPOT

# 4 1 0 1  15  Moorfields, Liverpool L2 2BQ,Hotline: 051-236 6628

AP
-DRAGON – p

—
s )
Over 50 programmes
In stock by
Microdeal
Abacus

lothlorien
Romik
Dragon Data
NEW DRAGON
PROGRAMMES
Donkey King
Caterpillar
Maths Tutor
Earth Rescue £14.95

For Atari

GAMES ENDS HERE AT.

•••••••••

LOTHLORIEN
WARMASTERS

ANNOUNCE 4 GREAT NEW TITLES
JOHNNY RES
This full-graphic
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graphics battlefield which is generated slightly differently each game Ea ch  side selects as force ot infantry. caviery
and artillery with which it must capture the enemy's flag Yo u  have lull keyboard command of all movement and lire
controls. A Sa ve  Game
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PLAY THE COMPUTER OR CHALLENGE A FRIEND
Available tor 46K SPECTRUM E5.50.

RED WEED
Can you  save London from the MARTIANS'
,  T h r e e  p o w e r f u l  
M a r t o n  
w a r  
m a c h i n e s  
a r e  
a d v a n c
i n g  
o n

whilst semi-sentient REDWEED threatens to  immobilise a ll your lighting units as a grows across the map Th e
game is played On a  graphiosompetiekt On which you have lu ll cursor COntrot lo move your tanks, aornathrowers
etc 1 5  levels of play will test your tactical abetters.
AVAILABLE FOR 48K SPECTRUM ES SO

PARAS
You have command of a small parachute force (hand picked by m issed) which MIS been dropped behind enemy
Imes to capture an important river crossing. Keyboard command allows you to manoeuvre and fight on the modified
has-gtid baniefieid Yo u  can play Oh m  a standard or a SOCtleotall yetS,On Of the g
a m e  w i t h  s e v e r a l  l e v e l s  
o r  o l A v

AVAILABLE FOR BBC MODEL B E6.95
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;• a  selection o f  tanks. intantry m issile  launchers etc. with  which you have to  destroy an  a t  powerful comiLh,
-
,

controlled battle machine Wi l l  you achieve your mission before if  escapes to threaten the whole wo rld '
AVAILABLE FOR BBC MODEL B £0 95.

O THE R TI TLE S
WARLORD available for DRAGON; SPECTRUM 48K; 2X01 16K; TANDY 32K COLOR: (COMING SOON FOR ATARI 48K & ORIC I  48K).
TYRANT OF A THE NS  available k ir DRAGON. SPECTRUM 16K. Z)(81 16K. TANDY 32K COLOR
ROMAN EMPIRE available tor DRAGON. SPECTRUM 16K: 2)(81 16K: TANDY 32K COLOR: ATARI 400 & 800 48K: AND NOW BBC MODEL B
SAMURAI WARRIOR available Icor DRAGON, SPECTRUM 16K: 2)(81 16K;
PRIVATEER avadab
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Even at sale time everything at Laskys
remains the same — except  the price. You get the
same wide range of top name models and the
unique opportunity to test and compare them
side by side, with specialist advice.

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

COMMODO
- • • • • • • • • - • ''

ATARI 400 Home computer with 16K memory.
Sound generator. Good graphics and colour.
Includes 'Basic' kit, P r e y  Pnce E Sole Pncee

ATAR I 800 48K
Home Computer
Atari 822 Printer
Atari 810 Disk Drive
,only Compatiblewll4i M an 8001

399-00,

749-00.

298.00
179.coo
279.00
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Prey N  ce

E339-09
319.00

Pre,. P r ice

El 29.90

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

Prey Price  S a l e  PncelE

Newbrain Model A 1 1 1 _ 1 9 - 0 0 -  2 1 9 - 0 0  I  2 4 9 . 0 0

E

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

And with our 14 day exchange, up to E1,000
Instant Credit!' two year free guarantee A and
the back-up of Laskys service engineers, the
Micropoint Sale has to be the place to buy your
micro.

COMMODORE 64 A home computer with a full size
keyboard. Powerful 64K memory, sprite graphics.
colour and sound. N e e  Pr,coE Sere Pnce E

3K RAM Expansion for VIC-20
8K RAM Expansion for VIC-20

26.1ao
3990

Prey Price

E 1 9 9 : 9 a
Sole PeCe

E139.90

7
C
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'

ORII
E1-69,90_ O R I C  48K A home computer with 48K RAM. ErgonomicSelo Price k e y b o a r d  with 57 moving keys. Colour, sound and a hi fi
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ATMI FOR 400/800
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,Full stock

LONDON
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available at
LUTON 117 arwitito Chem
HEWING Trier Steel

471-3 Orlere Strew WI 11/10SIONE 79-11 West Shell

."•21*A1•21
2

BRIGHTON 151.2 Weelere Reel
BRISTOL M•20 Perim Stwell

BROWLEY 77 MAN Squaw GEOLICESTER 25 &eget, Street
IONGSTON Elea M e l EIMINNININIAM 19-21 empotebon St

these
CHESTER 7 Tee Igen
MANCHESTER Amdahl Cadre
NEWCASTLE -IPPON TYNE
11 terethumbertend St
NOIONGKAM S a ll ie  Roe
PETERBOROUGH Duseterte Centre
PR ESMN Guldkall Weeds

SHERRIE' Slieepold Street
Mat 10e Cone/ Shut
LIVERPOOL 33 Dell Street
EDINBURGH 4 St James Cute
GLASGOW 9143 Buchman Sege
CIR DOTE 122 Omen Street

LONDON
251 beeettem Court Real WI
387 trigwera Rose W2
157 hoer Street EC7
Guiders Green Rose RPM
COLCHESTER 13 form Swage
CROYDON Ikethaft Centre

are evadable from these branches
SOUGH Clueersamere Carew
MOTOR° Chartw Piece
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Rommtip sowth woo_
SOUTNEND 785-7C0 M ANI  VIII
LEICESTER 45 MOW
Rece South

NOR1)I8M111111
71 Nampo SONO
O O R O l8 .lp S.
WOWERNIAIFION
30 Verikue
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-
9 7 9 4 0 .
Crossfire E 9 7 9 0
Frogger M 9 0
Graphics 64 E
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Hopper
Krell
Monopole 64
Myriad
Night Crawl
Orbis
Quackers
Skramble
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Astrochase
Baja Buggys
Choplifter
Claim Jump
Compute 4
Darts
Escape from
Traam
Figure Fun
Gorf
Jumbo Jet
Kick Back
Legionaire
Miner 2049
Moonbase 10
Mutant Herd
Picnic Paranoia
Pool
Preppie
Protector 2
Seadragon
Snooker
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Soccer
Stratos
Submarine
Command
Super Cubes
Zaxxon
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RABBIT1 FOR VIC 20

CHECK OUT OUR COMPREHENSIVE RANGE_

branches:

29-90. 2 7 . 9 0
29790_ E 7 . 9 0

s The Rettsil DiVial041 of The locibroke Group
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A range of home/ hoolayist computers with peripherals and pcograme
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You'll ha v e  t o  ge t  t he  point
quickly if you want to survive the
deadly alien spikes!

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

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

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

10 PCLEAR8
20 P O K E I H F F D
7 , 030 G O T 022
040 L I N E( 2 0 4 X1 , 2 0 * Y1 ) ( 1 2 0 , 1 0 0 ) J PSET
50 L I N E‹ 20*X1 , 20 *Y1 ) - c120 , 100 ) ) PR ESET
60 PLAY"T25505AGGDDBADCEE"
70 FORI=1TON
80 I F X1 =A X<I )  AND Ylw A YC I )  THEN120
90 NEXT I

120 PLAY"T200058AGFEDCO4BAGFEDCO38AGFEDCO28AGFED00188GFEDC"
110 RETURN

130 PMODE4,5:SCREEN1,1
140 S=544,20- 82) *( L - 00)
150 K=K+1,IFK=5THEN K=0:D=D+1
160 L = L + . 2
170 IFRND(B)=1THENN=N+1
180 F IX( I ) =RND( 13) *11AY( 1) =RND( 10>- . .1 ' AZ I ) =0
190 CM=""
200 PMODE4'1ISCREENI ,1
210 RETURN
220 CLS'PRINT1210,"SPIKE ATTACK"
230 PRINT:PRINT" USE THE RIGHT JOYSTICK TO MOVE"
240 PRINT'PRINT"ABOUT THE TOP LAYER OF THE G R ID ."
250 PRINT:PRINT" W H E N  DIRECTLY ABOVE A  SPIKE"
260 PRINT:PRINT" F I R E  ! "
270 PRINT:PRINT:PRINT"PRESS ' Y '  T O  SHOW G RID AND START"
280 IF INKEYWO."Y" THEN 2 8 0
290 G05U8670
300 DEF F N WA X) =( 20 *F I X( I ) - 120 ) *A Z ( I ) / 2 0 4 - 1 2 0
310 DEF FNE(R Y) =‹ 2 0 *A Y<I ) - 1 0 0 ) *A 2 ( I ) / 2 0 . 4 1 0 0
320 D =2
330 PMODE4,1,SCREEN1,11PCLSO
340 L I N E( 2 4 1 , 0 ) - ( 2 5 5 , 1 9 1 ) ' PSET , B F
350 L I N EC O 3181 ) - ( 255191 ) , PSET , B F
360 FO RI=1T010
370 A X<I ) =R N D <I 3 ) - 1 . A Y( I ) =R N D ( 10 ) * - 1 : 8Z ( I ) =0
380 NEXT I
J90 N=1
400 P = P E E K ( 6 5 2
8 0 )410 X=IN T ( JO YST K ( 0) /5 .25>
420 Y=IN T ( JO YST K ( 1) /7 )

SPIKE ATIACK
44 COMPUTER & VIDEO GAMES



430 I F P=1 2 6  OR P=254  THEN GOSU840
440 PRE$ETc2010(1,20*Y1)
450 X 1 = X ' Y
1 =
Y
460 PSET ( 2 0 *X1 , 2 0 *Y1 , 1 )
470 FORI=1TON
480 IF AZ ( I ) =20T HEN540
490 IFRND(10-1-)<L) T H EN A Z ( I>=82( I ) +1
500 L INEJ: F NA( RX) ,F N6( 8Y) ) . *( 120,100) ,P5ET
510 SO UND1001Z ( I ) +1,1
520 NEXTI
530 GOT0400
540 PLAY"T10001ODEFOR802CDEFGA803CDEFGA804

CDEFGH805CDEFGH
B
"

550 FORJ=0T020
560 C I R C L E( R X( I ) *2 0 , F re c i ) *2 0 ) , J , 1
570 NEXT'.)
580 FORI=1T01000
590 PMODE4,5:SCREEN11
600 PMODE4,1'SCREEN1J1
610 NEXT I
620 CL $,PRINT R263Ju X*SCO RE="8in **"
630 POKE&HFFD6,0
640 END
670 PMODE4,5:SCREEN1,1:PCLSO
6 8
0
L
I
N
E
(
2
4
0
J
1
)
-
.
(
2
5
5
,
1
9
1
1
,
P
E
E
T
,
E
F

690 L I N E ( 0 , 1 8 0 ) ( 2 5 1 9 1 ) , P S E T , 8 F
700 FORI=0T012
710 FOR-1=0TO
9720 L I N E( 2 0 X1 , 2 0 *J ) - ( 1 2 0 ' 1 0 0 ) , PSET
730 L I N E ( 2 0 * 1 ) ( 2 0 * 1 , 1 8 0 ) , P S E T
740 L I N E ( 0 2 0 * J ) - • ( 2 4 0 , 2 0 * J ) , P S E T
750 L I N E 2 0 * - 1 , 0 ) . . - ( 2 0 * I , 1 8 0 ) P S E T
760 L I N E ( 0 , 2 0 * J ) ( 2 4 0 , 2 0 * J ) , P S E T
770 N EXT J
,
I
780 F O R I = I T 0 2 0 0 N E X T I
790 RETURN

BY MARK WOOLRICH

/  RUNS ON DRAGON 32 IN 32K
/  WITH JOYSTICK

COMPUTER & VIDEO GAMES 4 5



Less

et e e  619 (--•   F R  EP 111
e
f
!
!
!
!
"  
)  
a
)    
J  
j  
E
)
.  
1
!
!
!
!
!
!
1

a m p c J  L I I
i  
(  j  
j 4  
C j i  
E
B  
f
e '
•

*Cia   ) Ea) El9

ATARI 800m upgraded from 16K to 48K RAM
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It's hard to know which set of figures is more
attractive. Certainly the ATARI 800" Computer,
upgraded by an astonishing 32K and reduced by
2100, will have its admirers.

However, the ATARI 400
1
" C o m p u t e r  
p l u s

free Programmer Kit for only .2149.99 makes it
remarkable value for money, particularly when
you take into account its 16K RAM (on some com-
puters you'll be charged extra to upgrade tol6K).

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

The Family Computer.
Before we designed them, we thought about

who was actually going to use them.
One day our computers might be playing

games; next, they're wrestling with household
budgets; teaching geography to an 8-year-old; or
printing letters.

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

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

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

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

A friend not a fiend.
We also looked at ways to make computers

rather friendlier.
On the ATARI 400 Computer, we've incorpor-

ated touch-sensitive keys with ridges, so fingers
won't slip; on the ATARI 800 Computer, we have
keys much as you'd find on a standard typewriter.

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

For our computers, we have one of the
largest software libraries in the world: every-
thing from speech synthesis to sophisticated
data management.

No doubt you know all about our
famous games such as PAC-MAN; SPACE
INVADERS and STAR RAIDERS!" wirmer
of the 1982 Game of the Year Award.

However, we also boast home
and office application software as well
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More of what home computers are for.

Atari 400 and 800 Home Computer
Technical Specifications.

ColourCapabilities:Choose from 16 colours, and 16 intensities
(up to a total of 256 shades).
Sound:Four independent sound synthesisers for musical tones
and games sounds.Three and one half octaves. Variable volume
and tone for each voice.
Display: Three text modes: 24 lines of 40 characters, double
width characters, or double-height, double-width characters,
Nine graphic modes: from 40 columns by 24 rows up to 320
columns by 192 rows.
Memory: Includes a built-in 10K Read Only Memory (ROM)
Operating System with 48K Random Access Memory (ATARI
800) and 16K Random Access Memory (ATARI 400).
C.P.U.: 6502B M ic mprocessor 0.56 micm-second cycle.1.8Mhz.
Special Features: Three customised integrated circuits.
Extended Graphics Functions: High-resolution graphics.
M ulti- coloured c haracter set. Software screen switching. Mixed
text and graphics modes.
Multiple re-defined character sets. Player missile (sprite)
graphics. Fine screen scrolling in any direction. Changeable
colour registers. Smooth character movement.
Peripherals: A range of peripherals and accessories that are
available now.

as educational programs
enquiring mind.

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

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

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

"Where does all my money go?:'
At the same time, the outstanding VisiCale

program is available for the ATARI 800 Computer
Write your own programs.

As if all that isn't enough, through Atari's
Program Exchange (APX), you can have access
to a wide range of the most imaginative programs
written by our users.

Or you can learn to write your own
programs with the help of our 'Invitation to
Programming" ' series, using our unique'sound
through' system.

Surprisingly, you won't have to plough
through a small library of manuals to do so,

since most of the series is on software,
not in hard books. Of course, we've

I  0 always had just about ev eryth i ng you're
looking for in computers.

From today, we've got even more.

to satisfy the most

0 ATARI and design_ Reg,in UK. T
0
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RUNS ON AN ATARI 400/800 IN 16K NEEDS TWO JOYSTICKS

IN days of old gladiators fought it out in a vast arena.
In the future they will battle it out within the confin-
ing walls of a vast maze.

Once one lucky gladiator finds the power pill that
is hidden in  the maz e he w il l  b e ab le to  shatter
walls with a single blow.

This is a  two-player bat t le set  in  a  maz e. The
players start  of f  a t  opposite corners and  the al l
bnportant power pill is in the centre. On touching the
pill you can move faster and walk through the red
walls which appear randomly throughout the game.

5 G O TO  1 6 0 0
9 RE M  * * P L A Y E R  MO V E ME NTS * *
10 S = S T I C K ( 0 ) : S
1
= S T I C K
( 1 )

15 I F  5 = 1 5  A N D  S 1 = 1 5  T H E N  1 9
16 S O UND 1 , 8 0 , 1 2 , 1
219 I F  9 = 1 4  T H E N  Y = Y - 1 : B = U S R ( U P , P M B A S + I O 2
4-01)

0  I F  S 1 = 1 4  T H E N  Y 1 = Y 1 - 1 : B = U 5 R ( U P , P M B A S - I
1 2 8 0 0 ( 1 )
2 5  I F  5 = 1 1  T H E N  X = X - S P 1
3 0  I F  S 1 = 1 1  T H E N  X 1 = X I
-
9 P 2
3 5  I F  S < > 1 3  T H E N  4 5
40  B = U S R ( D O W N , P M B A S + 1 0 2 4 - 0 1 ) : Y = Y + 1
4 5  I F  S I < > 1 3  T H E N  5 5

0  B= US R( D0 WN, P MBAS - 0 - 1 2 8 0 - 0 / 1 ) : Y 1 = Y 1 + 1
5 5  I F  S = 7  T H E N  X = X + S P 1
6 0  I F  5 I = 7  T H E N  X 1 = X 1
4 -
S P 2
61 P O K E  HP O S P O , X : P O KE  H P O S P 1 , X 1 : 9 O U N D  I ,
0 , 0 , 0
6 2  I F  F L A G = 1  T H E N  T = T + 1 : I F  T > 5 0 0  T H E N  8 0

6 7  W = W + 1 : I F  W > I 5 0  T H E N  G O S UB 7 5
6 5  I F  P E E K ( 5 3 2 5 2 ) < > 0  T H E N  1 7 0
6 6  I F  P E E K ( 5 3 2 5 3 ) < > 0  T H E N  2 0 0
6 8  I F  P E E K ( 5 3 2 6 0 ) < > 0  O R  P E E K ( 5 : 2 6 1 )
, ,
>
0

HEN 1 0 0
7 2  G O TO  1 0
75 W Y = ( ( I N T ( R N D ( 0 ) * 8 ) + 1 ) * 8 ) + 4 : W X = ( I N T ( t R
N D ( 0 ) * 1 1 ) + 4 ) *
1 0 ) - 6130 CO LO R I N T ( R N D ( 0 ) * 2 ) : P L O T  W X , W Y - B : D R A W
TO WX 7 WY - 1 - 8 : P L0 T W X - 1 0 , W Y : D R A W T 0  W X + 1 0 , W Y
. W= 0 : RE TURN
9 9  RE M * * C O L L I S I O N  BE TWE E N P L A Y E R S * *
1 0 0  I F  P E E K ( 5 3 2 6 0 ) = 4  T H E N  1 5 0
101 I F  P E E K ( 5 3 2 6 1 ) = 4  T H E N  1 6 0
1 0 8  R E M  * * * * P L . / P L .  D I F F .  C O L L . * * * *
1 0 9  I F  P E E K ( 7 0 4 ) = 2 5  T H E N  2 0 0
1 1 0  I F  P E E K ( 7 0 5 ) = 2 5  T H E N  1 7 5
111 I F  P E E K ( 5 3 2 6 0 ) = 2  T H E N  C 0 = C 0
-
1 : C 1 =
0 1 -

1 : P O t E  6 5 7 , 1 3 "  C O : P O K E  6 5 6 , 0 : P O K E  6 5 7 , =
5 :
7  
C
l

1 1 2  I F  C O = 0  O R  C 1 = 0  T H E N  5 0 0 : G O S U B  3 0 0
1 2 0  G O TO  1 0 0 0
1 4 9  R E M  * * C L E A R  P 3  &  CHANG E  V A R S . * *
1 5 0  P P I = P P 1 + 1 : I F  P P I = 5  T H E N  S O UND 1 , 1 0 0 .
1 0 , 1 0 : C 0 = C 0 + 1 : P 0 KE 6 5 6 , 0 : P O K E  6 5 7 , 1 3 :
?  C0 : P P 1 = 0
1 5 5  F O R  0 = P M B A S + 1 5 = 6  T O  P M E A S + 1 7 9 2 : P O K E
0 , 0 : N E X T  0 : P O K E  7 0 4 , 2 5 : S P 1 = 2 : P 0 KE 5 3 2 7 8 ,
0 : F L A G = I : 6 0 S U B  2 5 0 : G O T O  1 0
1 5 9  R E M  * * C L E A R  P 3  &  CHANG E  V A R S . * *
1 6 0  P P 2 = P P 2 + 1 : I F  P P 2 = 5  T H E N  S O UND 1 , 1 0 0 ,
1 0 , 1 0 : C 1 = C 1 + 1 : P O K E  6 5 6 , 0 : P O K E  6 5 7 , 3 5 ?  C
1 : P P 2 = 0
1 6 5  F O R  0 = P M B A S + 1 5 3 6  T O  P M B A S + 1 7 9 2 : P O K E
0 , 0 : N E X T  0 : P O K E  7 0 5 , 2 5 : S P 2 = 2 : P 0 KE 5 = 2 7 8 .

0 : F L A G = I : G O S U B 2 5 0 : G O T O 1 0
1 7 0  RE M * * C O L L I S I O N  &  CO UNTE R ( 0 ) * *
171 I F  P E E K ( 7 0 4 ) = 2 5  A N D  P E E K ( 5 3 2 5 2 ) = 1  T H
EN P O KE  5 3 2 7 8 , 0 6 0 T 0  1 0

1 7 5 C 0 = C 0 - 1 : I F C 0 = 0 T H E N 5 0 0
1 8 0  P O KE  6 5 6 , 0 : P O K E  6 5 7 , 1 3 ?  CO : G O S UB 3 0

BY GRAEME HUTCHINSON
The power pill only has a  limited effect however,

and after a random period it will be repositioned in
the maze. Two pills may appear and either con be
used. When a  gladiator turns red  h e can ki l l  his
opponent. But he must stay away from the walls of
the maze as these carry a  deadly charge. When a
player has lost all his lives the game is over. Squonk
features a starting display which rivals anything we
have seen on the Atari -  worth entering lust for that.

-.• .• • • • • •

1 8 5  o O T O  1 0 0 0
1 9 9  R E M  * * C O L L I S I O N  &  C O U N T E R  ( 1 ) * *
2 0 0  I F  P E E K ( 7 0 5 ) = 2 5  A N D  P E E K ( 5 3 2 5 3 ) = I  T H
EN P O KE  5 3 2 7 8 , 0 : G 0 T O  1 0
2 0 4  C 1 = C 1 - 1 : I F  C 1 = 0  T H E N  5 0 0
2 0 5  G O S UB 3 0 0
2 1 0  P O KE  6 5 6 , 0 : P O K E  6 5 7 , 3 5 : "  C l : G O T O  1 0 0
0

2 5 0  F O R  C = 5 6  T O  1 5 6  S T E P  5 : S O U N D  I , C . 1 0 ,
1 0 : N E X T  C : S O U N D  1 , 0 , 0 , 0 : R E T U R N
3 0 0  F O R  C = 1 5  T O  2  S T E P  -
1 : F O R  Z = 0  
T O  
5 : 5

OUND 3 , 2 5 0 , 6 , C : N E X T  Z : N E X T  C : S O U N D  = 0 3 , 0
,O : R E T U R N
5 0 0  R E M  * * G A M E  O V E R  R O U T I N E * *
5 0 1  F O R  N = 0  T O  1 6 0 : F O R  Z = I 5  T O  0 : S O U N D  0
,2 4 0 , 4 , Z : P O K E  7
1 2 , P E E K 5 :
7 7 0 ) : N E X T  
Z : N
E X

T N : S O U N D  0 , 0 , 0 , 0 : P O K E  7 1 2 , 2 8
5 0 2  I F  0 0 = 0  A N D  0 1 = 0  T H E N  "  "  T H E  B A T T L E

I S  DRAWN " : G O T O  5 0 5
5 0 3  I F  0 0 = 0  T H E N  "  P L A Y E R  2  I S  T H E  W I N
NER " : G O T O  5 0 5
5 0 4  I F  C 1 = 0  T H E N  ?  "  P L A Y E R  I  I S  T H E  W I N
NER
5 0 f  "  " P R E S S  T R I G  T O  R E S T A R T "
5 1 0  I F  S T R I G ( 0 ) = 0  O R  S T R I G ( 1 ) = 0  T H E N  1 5 0

I I

0
5 1 5  G O TO  5 1 0
8 0 0  F L A G = 0 : T = 0 : S P 1 = 1 : S P 2 = 1 : X 2 = I N T ( R N D ( 1 )
* 1 4 1 ) - 0 - 5 3
: Y 2 = I N T ( R
N D ( 1 ) * 1 2 6
) + 4 5 : P O K E  
7 0
4 .

1 0 : P O K E  7 0 5 , 1 6 0
8 1 0  RE S TO RE  ( 1 0 7 4 ) : G O T O  1 0 6 0
8 9 9  R E M  * * F / M  I N I T I A L I S A T I O N * *
9 0 0  P O KE  7 1 2 , 2 8 : P P 1 = 0 : P P 2 = 0 : C 0 = 5 : C 1 = 5 : H P
O S P O
= 5
=
2 4 8
: H F O
S P 1 =
5 = 2 4
9 : H P
O S P 2
= 5 3 2
5 0

1 0 0 0  1 = P E E K ( 1 0 6 ) - 2 4 : P O K E  5 4 2 7 c 0 , 1
1 1 0 1 0  P M E A S = I * 2 5 6
) 1 0 2 0  F O R  0 = P M B A S + 1 0 2 4  T O  P M E A S
4
- 1 7 9 2 : P O Y E

0 , 0 : N E X T  0
1 0 = 0  P O KE  6 5 6 9 0 : S P I = 1 : 5 p 2 = 1 : X = 5 2 : Y = 4 5 : X 1
=
1
9
4
:
Y
1
=
1
6
9
:
X
2
=
1
2
=
:
Y
2
=
1
0
8
:
P
O
K
E  
5
3
2
7
8
,
0
:
R

ES TORE
1 0 4 0  P O KE  7 0 4 , 1 6 0 : P O K E  7 0 5 , I 6 0 : P O K E  7 0 6 .
2 5 : P O KE  H P O S P O , X : F O K E  H P O S P I , X 1
1 0 4 5  P O KE  5 5 9 , 6 2 : P O K E  5 = 2 7 7 , 3 : F O R  0 = 0  T O

B: RE AD P : P O K E  P M B A S
4
1 0 2 4
4 -
Y 4 4 1 , p : N E X T  
0

1 0 5 0  F O R  0 = 0  T O  8 : R E A D  P : P O K E  P MBAS 4 - 1 2 8 0
4 -
Y
1
4
- 0
,
P
:
N
E
X
T  
0

1 0 6 0  F O R  0 = 0  T O  8 : R E A D  P : P O K E  P MBAS 4 - 1 5 3 6
4-Y24-0, P
1 0 6 5  P O KE  H P O S P 2 , X 2 : N E X T  0
1 0 7 0  D A T A  0 , 3 0 , 6 3 , 4 5 , 3 0 , 3 0 , 5 1 , 3 3 , 3 3
1 0 7 2  D A T A  0 , 2 4 , 6 0 , 9 0 , 1 2 6 , 6 0 , 2 4 , 3 6 , 6 6
1 0 7 4  D A T A  0 , 2 4 , 1 2 6 , 6 6 , 2 1 9 , 1 9 5 , 9 4 , 1 2 6 , 2 4
1 0 8 0  P O KE  5 = 2 7 8 , 0 : G O S U B  1 1 0 0 : G O S U B  1 1 3 0 :
GOTO 1 0
1 1 0 0  U P = A D R ( U P C O D E S )

1 1 1 0  F O R  I = U P  T O  UP 4 - 2 0 : RE AD B : P O K E  I , B : N
E X T I : R E T U R N

1 1 2 0  D A T A  1 0 4 , 1 0 4 , 1 3 3 , 2 0 4 , 1 0 4 , 1 3 3 , 2 0 3 , 1 6
0 , 1 , 1 7 7
,
2 0 3
,
1 3 6
,
1 4
5 . 2 0 3 , 2
0 0 , 2 0 0 ,
1 9 2 , 1 1
9
2

0 8 . 2 4 5 , 9 6

4M •

O M =



1

1 1 3 0  DO WN=ADR( DO WNCO DE S )
1 1 4 0  F O R  I = D O W N  T O  DO WN4 - 2 0 . RE AD B : F O K E  I
. N E X T  I : R E T U R N

1 1 5 0  D A T A  1 0 4 , 1 0 4 , 1 3 3 , 2 0 4 , 1 0 4 , 1 3 3 , 2 0 3 , 1 6
0 0 0 , 1 7 7 , 2 0 3 , 2 0 0
,
1 4 5
,
2 0 3 , 1 3 6 , 1 3 6 , 1 9 2
, 2 5 5

, 2 0 8 , 2 4 5 , 9 6
1 4 9 9 R E M * * G R A P H I C S D I S P L A Y * *

1 5 0 0  G R A P H I C S  7 : C O L O R  3
1501  - •  " L I V E S  L E F T = 5
= 5 "

1 5 1 0  RE S TO RE  ( 1 5 2 0 ) : F O R  Z
-
1  T O  
1 5 : R E A D  
A

. 8 , C , D : P L O T  A, 1 3 : DRAWTO  C , D : N E X T  Z
1 5 2 0  D A T A  5 4 , 4 . 5 4 , 1 2 , 1 4 , 3 6 , 1 4 , 4 4 . 5 4 . 6 8 , 5
4 , 7 6 , 1 0 4 , 6 8 , 1 0 4
,
7 6
,
3
4 , 2 8 , 3 4 , 4 4 , 1 0 4 ,
5 2 , 1 2

4 , 5 2 , 5 4
,
4 4
,
5 4
,
6
0 , 5 4 , 2 0
,
5 4 , 3 6 , 2
4 , 4 4

1 5 2 1  D A T A  2 4 , 6 0 , 2 4 , 2 0 , 2 4 , 3 6 , 1 0 4 , 4 4 , 1 0 4 , 6
0 , 1 4 4 , 3 6 , 1 5 4 , 3 6
,
1 3 4
,
5 2 , 1 3 4 , 6 0 , 9 4 , 4 ,
9 4 . 1 2

, 9 4 , 6 0 , 9 4 , 6 8
1 5 3 0  F O R  Z = 1  T O  2 4 : R E A D  A , B , C , D . E , F : P L O T
A, B: DRAWTO  C , D : D R A W T O  E , F : N E X T  Z

1 5 4 0  D A T A  3 4 , 1 2 , 1 4 , 1 2 , 1 4 , 2 8 , 8 4 . 1 2 , 6 4 , 1 2 ,
6 4 , 2 8 , 1 2 4 , 1 2
,
1 4 4
.
1 2
,
1 4 4 , 2 8 , 1 2 4 , 2
8 , 1 1 4 , 2 8

0 1 4 , 3 6
,
1 0 4
,
3
6 . 1 0 4 ,
2 8 , 9 4 ,
2 8 , 9 4 ,
3 6

1 5 5 0  D A T A  8 4 , 3 6 , 8 4 , 2 8 , 4 4 , 2 8 , 4 4 , 5 2 , 3 4 , 5 2 ,
1 4 , 5 2 , 1 4 , 6 8
,
3 4
,
6 8
,
6 4
,
5 2 . 6 4 , 6 1 3 , 8
4 , 6 8 . 1 2 4 ,

6 8 , 1 4 4
,
6 8
,
1 4 4
,
5 2 , 5 4 ,
2 0 , 5 4 .
3 6 , 7 4 ,
3 6

1 5 6 0  D A T A  9 4 , 2 0 , 7 4 , 2 0 . 7 4 , 3 6 , 9 4 . 1 2 , 1 0 4 , 1 2
0 0 4 , 2 0 , 1 1 4 , 1 2
.
1 1 4
.
2
0 , 1 3 4 , 2 0 , 1 2 4 ,
3 6 , 1 3 4 ,

3 6
.
1 3
4
.
2 0
,
5 4
9 4
4 ,
7 4
,
4 4
.
7 4
,
6 0
,
9 4
.
5 2

1 5 7 0  D A T A  9 4 , 6 0 , 7 4 , 6 0 . 4 4 , 1 2 , 4 4 , 2 0 , 2 4 , 2 0 ,
2 4 , 6 0 , 4 4
.
6 0
.
4 4
,
6 8
.
8
4 , 5 2 . 8 4 .
4 4 , 1 0 4 , 4
4 . 1 1 4

, 4 4 , 1 4 4
,
4 4
,
1 4 4
,
3 6 , 1 3 4 ,
6 0 . 1 1 4 ,
6 0

1 5 8 0  D A T A  1 1 4 , 6 8 , 4 . 4 , 1 5 4 , 4 , 1 5 4 , 7 6 . 4 , 4 . 4 .
7 6 , 1 5 4 , 7 6
1 5 9 0  G O TO  9 0 0

1 6 0 0  C L R  : P O K E  7 5 2 , 1 : D I M  D $ ( 3 ) , C $ ( 3 2 ) , U P
C O D E S ( 2 1 ) , D O W N C O D E S ( 2 1 ) : T I M E = 1 0 : P O K E  8 2 .
0 : G O S UB 1 8 7 9 : 6 O 5 U B  1 6 8 0
1 6 1 0  C S ( 1 5 , 1 5 ) = C H R S ( 2 2 )
1 6 2 0  X = U S R ( A D R ( C S ) . T I M E )
1 6 3 0  G R A P H I C S  7 + 3 2 : P O K E  7
5 2 , 1 : S E T C O L O R  
2
, 0 , 0
1 6 4 0  ?  "  A  G AME  F O R  T H E  A T A R I  4 0 0 / 8 0 0 "
1 6 4 2  ?  "  b y "
1 6 4 4  ?  "  G R A E M E  HUTCHE S O N

T R I G ) "

1 6 5 0  F O R  I = 1  T O  7 5 0 : I F  S T R / G ( 0 ) = 0  O R  S I P
1 9 ( 1 ) = 0  T H E N  2 0 0 0
1 6 6 0  N E X T  I : P O K E  7 7 . 2 5 4 : G O T O  1 6 0 0
1 6 7 0  RE M

1 6 8 0  G R A P H I C S  2 3 : S E T C O L O R  0 , 0 , 0 : S E T C O L O R
1 , 0 , 1 4 : S E T C O L O R  2 , 0 , 0 : S E T C O L O R  4 , 0 , 0

1 6 9 0  CO LO R 2 : F C O L O R = 1
1 7 0 0  RE S TO RE  ( 1 8 2 0 )
1 7 1 0  R E A D  D S : I F  A S C ( D $ ) < 6 4  T H E N  1 E 1 0 0
1 7 2 0  I F  D S P "  T H E N  R E A D  RO W, CO LUMN: G O S U

1 8 1 0 : P L O T  CO LUMN, RO W: G O TO  1 7 1 0
1 7 3 0  I F  D S = " R "  T H E N  R E A D  R O R I G I N , C O R I G I N
:GOTO 1 7 1 0

1 7 4 0  I F  D S S "  T H E N  R E A D  V O I C E , P I T C H : S O U
ND V O I C E , P I T C H 0 0 , 6 : G O T O  1 7 1 0
1 7 5 0  I F  D S = " D "  T H E N  1 7 1 0
1 7 6 0  I F  D S = " E N D "  T H E N  R E T U R N
1 7 7 0  I F  D S < > " F "  T H E N  1 7 1 0
1 7 8 0  R E A D  RO W, CO LUMN: G O S UB 1 1 3 1 0 : P O S I T I O N
COLUMN, ROW: POKE 7 6 5 , F C O L O R

1 7 9 0  X I D  1 8 0 1 6 , 0 , 0 , 8 : • : P L O T  CO LUMN, RO W:GOTO 1 7 1 0

1 8 0 0  R O W = V A L ( D S ) : R E A D  CO LUMN: G O S UB 1 0 1 0 :
DRAWTO CO LUMN, RO W: G O TO  1 7 1 0

1 8 1 v  RO W= RO W+ RO RI G I N: CO LUMN= CO LUMWO O RI GI N:  RETURN

L I V E S  L E F T
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•
•
•
•
1
E
,

1 8 2 0  D A T A  R , 1 5 , 5 , 8 , 3 , 2 0
51821  D A T A  P , 2 , 7 , 2 0 3 , 4 , 1 6 , 4 4 ,
1 8
,
8
0
9 , 8 0 3

. F , 6 0 1 , 6 , 9 , 8 , 7 0 0 ,
9
0
0
,
1 3 , 1 2 , 1 6 , 1 4 , 1 8 , 1

6 , 1 9
1 8 2 2  D A T A  1 9 , 1 9 , 2 1 , 1 8 , 2 3 , 1
6
,
2 5
,
1 3
,
2 5 , 7 , P

. 1 7 , 7 , 1 9 , 9 , F . 1 9 , 1 1 , F ,
1 7
,
1 3 ,
F
, 1 5 , 1 1 , F , 1 5 ,

1 8 2 3  D A T A  P , 2 5 , 1 3 , F , 2 5 , 7 , F ,
2 3
,
4
. F ,
2 1 , 2 , F

, 1 9 , 1 , F , 1 7 , 1 , 1 7 ,
7
, P ,
1 5 , 9 ,
F
, 1 4 , 7 , F , 1 2 , 4 , F

. 1 0 , 2 , F , 8 , 1 , F , 6 ,
2
, F ,
4
.
4 ,
F
, 2 , 7

1 8 3 0  D A T A  R , 2 5 , 2 8 , 8 , 2 ,
1 8 01E331 D A T A  P , 2 , 7 , 2 , 1 3 , 4 , 1 6 , 6 ,
1 8
,
8
,
1 9 , 1 9 , 1

2 1 , 1 8 , 2 3 , 1 6 , P , 8 , 7 , 6 9
9
, F ,
6
,
1 1 ,
F
, 8 , 1 3 , F .

1 9 , 1 3 , F , 2 1 , 1 1 , 2
1
,
9
,
1 9
,
7 , 8 , 7

1 8 3 2  D A T A  P , 2 3 , 1 6 , 2 7 , 1 9 , 2
9
,
1 6
, F ,
2 5 , 1 3 , F
.

2 5 , 7 , F , 2 3 , 4 , F , 2 1 , 2 , F ,
1 9
,
1
. F
, 8 , 1 , F , 6 , 2 , F ,

4 , 4 , F , 2 , 7
1 8 4 0  D A T A  R 0 5 , 5 0 , 8 , 1 . 1 5
51 8 4 1  D A T A  P , 2 , 1 3 , 2 , 1 9 , 1 9 . 1
9
,
2 1
,
1 8
.
2 3 , 1 6
.

2 5 , 1 7 , 2 5 ,
71 8 4 2  D A T A  P , 2 , 1 9 , 2 , 1 3 , 1 9 ,
1 3
, F ,
2 1
,
1 1 , 2 1 , 9

, 1 9 , 7 , 2 , 7 , 2 , 1 , P , 2 5 ,
7
, F ,
2 3 , 4 ,
F
, 2 1 , 2 , F , 1 9 .

1 , F , 2 , 1
1 8 4 3  D A T A  P , 2 0 , 1 3 , F , 2 ,
1 31 8 5 0  D A T A  R , 2 5 , 7 2 , 5 , 0 ,
1 2 01 8 5 1  D A T A  P , 2 , 7 , 2 , 1 3 , 4 0 6 , 6 ,
1 8 , 8 0 9 , 1 9 , 19 , 2 1 , 1 8 , 2 3 , 1 6 , 2 5 ,
1 3
, P ,
8 , 7 , 6 , 9 , F , 6 , 1 1 , F .
8

0 3 , F . 1 9 , 1 3 , F , 2 1 , 1
1
,
2 1
,
9
0
9 , 7 , 8 , 7

1 8 5 2  D A T A  P , 2 5 , 1 3 , 2 5 , 7 , F , 2 3 ,
4
, F ,
2 1
,
2 ,
F
, 1

9 , 1 , F , 8 0 , F , 6 , 2 , F ,
4
,
4 ,
F
, 2 , 7

1 8 6 0  D A T A  R , 1 5 , 9 4 , S , 3 , 9 5
1861 D A I A  P , 2 , 1 , 2 , 7 , 8 , 1 3 , 2 ,
1 3
.
2
,
1 9 , 2 5 , 1 9

, 2 5 , 1 7 , F , 1 9 , 1 3 , F , 1 3 ,
7
,
2 5
,
7 ,
F .
2 5 , 1 , F ,
2 3 1 .

, 7 , 9 , 1 3 , F , 2 ,
1 31 9 7 0  D A T A  R , 2 5 , 1 1 6 , 8 , 2 ,

7 01871  D A T A  P , 2 0 , 2 , 7 0 1 , 7 , P .
1 9
,
1 9
.
1 3 , 1 4 , 1 3

. 1 9 , 2 0 9 , 2 , 1 3 , F , 8 , 1 3 , F ,
1 1
,
7 ,
P .
1 9 , 1 9 , 2 5 0

9 , 2 5 , 1 7 , F , 1 9 , 1 3 , F ,
1 6
,
7
,
2 5 , 7

11372 D A T A  2 5 , 1 , F , 2 , 1
1 8 7 9  D A T A  E N D
1 8 8 0  RE S TO RE  ( 1 9 1 0 )
1 8 9 0  F O R  1 = 1  T O  3 2 : R E A D  C : C S ( I ) = C H R S ( C
)
:
NE X T I
1 9 0 0  R E T U R N
1 9 1 0  D A T A  1 0 4 , 1 0 4 , 1 0 4 , 7 2 , 1 6 2 ,
5 7
,
1 6 0 , 0 , 1 7

3 , 0 , 2 1 0 , 1 0 1 , 2 0 , 1 4 1 , 2
2
,
2 0 8 , 1 4 1 , 1 0 , 2 1 2 , 1 3 6

, 2 0 8 , 2 4 2 , 2 0 2 , 2 0
8
,
2 3 7
,
1 0 4

1 9 1 1  D A T A  5 6 , 2 3 3 , 1 , 2 0 8 ,
2 2 8
,
9 6

2 0 0 0  F O R  N = 0  T O  7 : S O U N D  N , 0 , 0 , 0 : N E X T  N : G
RAP HI CS  0 : P O K E  8 2 , 2 : P O K E  7 1 0 , 2 1 0 : 2  " > " : ?

: ?  "  S O U O N K "
2 0 1 0  ?  : ?  "  S O U O N K  i s  a  t w o  p l a y e r  b a t t
l e  g a m e  s e t  i n  a  m a z e . T h e  p l a y e r s  a r e  s
i t e d  a t  o p p o s i t e  c o r n e r s  a n d  " /
2 0 1 5  -
I  
" t h
e  
P
o
w
e r  
P
i
l
l
i
n  
t
h
e  
c
e
n
t
r
e
.
O
n  
t

o u c h i n g  t h e  P i l l  y o u m o v e  f a s t e r  a n d  c a n
w a l k  t h r o u g h  R E D  w a l l s . w h i c h " ;
2 0 2 0  ?  "  a p p e a r  r a n d o m l y  t h r o u g h o u t t h e  g
a m e . T o u c h  5  P i l l s  a n d  y o u  g a i n  a  l i f e . W h
e n c o l o u r e d  r e d  y o u  c a n  k i l l "
2 0 2 5  " y o u r  o p p o n e n t  b y  t o u c h i n g  h i m .  I f

y ou  t o u c h  a n y  w a l l  y o u  a l s o  l o s e  a  l i f
e . "
2 0 7 0  ?  " T h e  P o w e r  P i l l  o n l y  h a s  a  l i m i t e

e f f e c t  a n d  a f t e r  a  c e r t a i n  t i m e  i t
i s  r e p o s i t i o n e d  I n  t h e  m a z e . " :

2 0 4 0  ?  " T w o  P o w e r  P i l l s  m a y  a p p e a r  a n
d e i t h e r  c a n  b e  u s e d . W h e n  a  p l a y e r  h a

l o s t  a l l  h i s  l i v e s  t h e  g a m e " ;
2 0 5 0  "  i s  o v e r . "
2 0 6 0  ?  : ?  : ?  " P R E S S  T R I G .  T O  S T A R T " : G O T O

5 1 0
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Other programs available Swoop  (11) (6 .95 i
Croaker 48)06.95/Chess (El) E6 95/Laser
Command (El) e6 95/Gab/chic Commander

E6 95/Filer ES 551l1metrek IBI E6 95
,Micro Budget Ea 951Vtoonraider I BI E6

Barrage lEll E6 95/Beetsmon (81(6 95,The
Labrynthe of La Coshe (B) E6.95/Draw FBI
E8,95/VVurld Geography (8) C5 95.•
Spacem are I B ES 95/Munchyman 1595.
Seek t  5 9 5 1  Idorado Gold (0) M .9 6 /
Dissessernbler E5 95/Constellstion Ell IS 95
Junior Ma'am Pack ( B ) 1
.
5 , 9 5 / W h e r e ?  
( 6 )

f5.95.ePainter (13) E5.95.•Chemistrv 48)E5.95.•
Physics BI  E5,95 ...Cavemen Adventure (B)

5 95/Astro Nav•gator ( B) Ea 95iStartrak le  95
Reversi I (4.98/Redersi 2 IRIC4.95/Roolone (8) f4.9.

1 Writ ten any Pro w.,  W e  pay 20%fo il3  r R O N  PROGRAM
-

W E ARE AUTHORISED DEALERS
FOR ACORN ATOM, BBC MICRO

& DRAGON 32
MICRO POWER LTD
.Dept C l/ G 7
8/110 REGENT STREET.
CHAPEL ALLERTON.
LEEDS LS7 4PF
Tel (0537)683166 or 696343

add5 .  d rd e r PS P •  VAT  a l 15%
Please Note:
Al
l 
p
r
o
g
r
a
m
s  
a
r
e  
n
o
w  
a
v
a
i
l
a
b
l
e  
a
t  
a
l
l  
g
o
o
d

dealers  or direct f rom MICRO POWER UP'

•11116,Wa

Once again, Killer Gorilla holds captive a
young and beautiful heiress. Is the age of
CHIVALRY dead? Answer the maiden's
cries for help and scale the ironwork
tower. Race along Girders, Climb
Ladders, Jump Gaps, Leap onto
moving Elevators and Career along
Conveyors. Dodge or jump the
rolling barrels or grab a hammer
and smash a few. Watch out for
the fireballs and iron beams
hurled with animal passion.
Sensational, full feature machine
code arcade game with four
phases, increasing difficutty and
speed, bonus points and the high
standard of graphics yet
achieved on the BBC mic
Only E6 9



10 REM <--METEOR-->
20 REM ( 01983  TERRY IRWIN
30 REM I N  1
.
1 
B A S I
C  
F O
R  
T H
E  
T I 9
9 / 4
A  
H
O
M
E  
C O
M P
U T
E R

40 RESTORE 90
50 FOR 1=1 TO 5
60 READ DUR,NOTE
70 CALL SOUND(DOP,NOTE,O)
80 NEXT I
90 DATA 330,880,330,988,330,784,330,392,990,58
100 CALL CLEAR
110 INPUT "DO YOU WANT INSTRUCTIONS?":0
120 IF SEUNS,1,11="11" THEN 140
130 IF SEG(OS,1,1)<>"N" THEN 110 ELSE 17
140 COSUB 4050
150 CALL CLEAR
160 GOSUB 30L0
170 COSUB 3220
180 TS=0
190 MET-0
200 SHD:0
210 HITS=0
220 DEAD:0
230 CALL SCREEN(S)
240 CALL COCOR(1,5,5)
250 CALL COLOR(3,16,14)
260 CALL COLOR(4,16,14)
270 CALL COLOR(13,16,1)
230 CALL C0LOR(14,9,1)
290 CALL COLOR(9,2,16)
300 CALL COLOR(I0,2,5)
310 CALL COLOR(11,2,5)
320 CAll COLOR(12,11,5)
330 CALL. COLOR(8,14,14)
340 RANDOMIZE
350 RESTORE 410
360 FOR 1=91 TO 122
370 IF(CI>91)*(I<96)MII>99111(1004)) THEN 400
380 READ AS
390 CALL CHAR(I,AS)
400 NEXT I
410 DATA FFFFEFFFEFFFFFFF,FFEFFFFFFFFFFEFF,FFFFC3C3C3C3FFFF,F
F99991IFF9999FF,FFE7E7C3C3E7E71F,10C0F0F0F8FFFF71
420 DATA 01061E3CFCF8F0F0,7F7F3F3F1F1FFDF8,E0E0E0F0F8FCFE7F,8
060783C3F1F0F0F,0103070F1FFEFFFF
430 DATA 0707070F1F3F7FFE,FEFEFCFCF8F8DFIF,1818181818181818,C
OFOFCIFFCF8D810,030F3fFF3F1F1818
440 DATA 1818181818181FIF,181818181818F818,FCF0E000COC39FFF,0
0803181C38717F1,1F07070383E1FBFF
450 DATA 010204083070E040,804020100C0E0702,000000FF
460 REM CITY OUTLINE
470 CALL HCHAR( 23,5
1
96,24)
400 CALL ANAR(24,4,94)
490 CALL HCHAR(24,29,96,2)
500 CALL HCHARI24,5,91,241
510 CALL VCHAR(21,5,97,2)
520 CALL 1CHAR(21,5,97,2)
530 CALL VCHAR(21,6,97,2)
540 CALL VCHAR(17,9,97,6)
550 CALL WCHAR(20,11,97,3)
560 CALL VCH4R(20,12,97,3)
570 CALL VCHARI20,13,97,31

52 COMPUTER & VIDEO GAMES

' • Y IRWIN

)11f 4  i* g i b  o f
i
lAnd now for the weather forecast. Heavy meteor

showers will spread from the West towards even-
ing and will  cover the entire city area by  morn-
ing H e a v y  weather indeeed! And for you, the
commander of the city defence systems this fore-
cast means a busy time ahead.

To fend off the meteor showers you are armed
with missiles and a  defence shield which covers
the city area. Only one missile can be launched at
each meteor, and they are programmed to explode
near the falling lumps of rock — a direct hit may
not destroy a meteor.

You may use your defence shield for periods of
just 10 seconds a t a  time —  which gives you a
chance to stop the destruction of your city should a
meteor slip past your missiles.

I f enough meteors get through to penetrate the
city foundations then the nuclear power plant will
explode wiping out the entire population. There are
three skill levels and our review team said that
even the  first is very difficult. The  graphics are
excellent and —  be warned — the game is very
addictive!



NV
-

•

580 CALL VCHAR(20,14,97,3)
590 CALL VC4AR(20,I5,97,3)
600 CALL VChAR(15,18,97,8)
610 CALL VCHAR(15,19,97,8)
620 CALL VCHAR(18,21,97,5)
630 CALL VC84R(22/22,97)
640 CALL VCAAR(22,23,97)
650 CALL VCHAR(18,24,97,5)
660 CALL VCHAR(18,25,97,5)
670 CALL VCHAR(16,27,97,7)
680 CALL VCHAR(16,28,97,7)
690 CALL VCHAR(14,6,98,7)
700 CALL VCHAR(14p7,9819)
710 CALL VCHAR(14,8,99)
120 CALL VCHAR(14,9,78,3)
730 CALL VCHAR(15,11,98,5)
740 CALL VCHAR(15,I2,98,5)
750 CALL VCHAR(16,15,98,4/
760 C411 VCHAR(16,16,9d,7)
770 CALL VCHAR(14,23,98,8)
780 CALL VCHAR(14,24,98,4)
790 CALL VCHAR(14,25,98,4)
800 CALL VCHAR(14,26,98,9)
810 CALL VO41*(14,27,980)820 REM LASERS

830 CALL VCHAR(17,3,112,3)
840 CALL YCHAR(17,31,112,3)
850 CALL VCHAR(20,3,99,5)
860 CALL VCHAR(20, 31,99,5)
870 CALL VC H A R (1 2
/
2 0 1 2 ,4 )
880 CALL VCHAR(12,32,112,4)
890 CALL VCHAR(142
9
115)
900 CALL VCHAR(16,32,116)
910 CALL VCHAR(11,2,113)
920 CAI L VCHAR(11,32,114)
930 CALL VCHAR(15,3,104)
940 CALL VCHAR(15,4,105)
950 CALL VCHAR(16,3,106)
960 CALL WHAP116,4,107)
970 CALL VCHAR(1500,108;
980 CALL VCHAR(15,31,109)
990 CALL VCHAR(16,30,110)
1000 CALL VC:MR(16,31,110
1010 REM METEOR
1020 CALL CHAR
(130,00483410BE964122")

1030 CALL CHAR(133,"00003030")
1040 CALL CHAR(134,"00000C0C")
1050 CALL LiAR(137,"000000003030")
1060 CALL CHAR(138,000000000C0C")
1070 CALL HCHAR(24,6,48,4)
1080 CALL HCHAR(24,25,48,3)
1090 M:0
1100 FOR X=28 TO 5 STEP -1
1110 CALL SOUND
( - 5 0 0
,
2 5 0
,
3 0
, 5 0 ) ,
3 0 , 1
0 0 0 ,
3 0 , - 8
, X + 2 )

1120 FOR 1=134 TO 137 STEP 3
1130 CALL VCHAR(29-)0,T)
1140 NEXT
1150 MY=29 -X
1160 CALL KEY(0,K,S)
1170 CODE:1
1,80 IF S=0 THEN 1210
1190 IF K.48 THEN 1200 ELSE 1210
1200 COTO 2680
1210 CALL VCHAR(29-X,X,32)
1220 CALL CCHAR(30-X,X -1,D)
1230 IF D<96 THEN 1460
1240 IF D>98 THEN 1440
1250 DEAD*E4D+100
1260 GOSUB 4200
1270 IF D=97 THEN 1310
1280 CALL VCHAR(30-X,X -1,130)
1290 CALL VCHAR(30 -JO -1,117)
1300 COTO 1370
1310 Y=30 -X
1320 ZEX -1
1330 IF ((Z=9)*11T(23)1(1)16)))
THEN 1350
1340 GOIO 1290
1350 CALL VCHAR(Y,2,130)
1360 CALL VCHAR(I,1,94)
1370 CALL SOUND( -800, -7,0)
1380 FOR DELAYul TO 200
1390 NEXT DELAY
1400 IF (30-X).23 THEN 3640
1410 MET=MET+1
1420 IF MET>=METEOR THEN 3420
1430 COTO 1470
1440 CALL SOUND( -300, -7,0)
1450 CALL VCHAR(30-X,X1,130)
1460 NEXT X
1470 FOR Fal TO 10KRND
1480 0.0
1490 SHD=0
1500 MET.MET41
1510 IF MET)=METEOR THEN 3420
1520 X=INT(284IRND)
1530 IF X<5 THEM 1520
1540 FOR Y.1 TO 24
1550 CALL SOUND
(-500,250,30,500,30,1000,30,
-
8,27
-
T)

1560 FOR 1=133 TO 137 STEP 4
1570 CALL OCHAR(I,X,I)
1580 NEXT
1590 IF (S4ID>0)*(SHD<5) THEN 2970
1600 MY=T

COMPUTER & VIDEO GAMES 5 3



TRANSYLVANIAN TOWER
A spine chilling adventure e nt e r  via the dungeons
navigate your way through 500 3-D rooms survive the
swooping vampire bats r e a c h the terrifying top a n d
nd the world of the evil Count Kreepiel
Can you survive the top of The Tower?
Full save routine for uce during the hours
Of dal knessl
48K Spectrum. €6.50.

AOC EVEREST ASCENT at (b.50
M K TRANSYLVANIAN TOWNIE ne 1610
ASK SUPER SPY at EL M
41it sH r  OF M O L ie at U LM
DEALER PAOC

DISCOUNT
TOTAL

Also avai lable by mail order

SHIP OF THE LINE
Command, a sailing ship Juggle  your
supplies, crew and firepower fearlessly
battle your way up the idmiralty ladder, bribe
Sea Lords as necessa,y u n t i l  you make First
Sea LordlFull save routine 48K Spectrum €6.50.

t)ta.sietS &elle/Lc% ao.t aunt'. .1v. to. quit- C r e d i t  Car d Hotl i ne  0628'11107

All prtkrAms Are stAil ',orate
, I  t o  
t n e  .  ,
r •  
I N V  
t h e y  
M A
y  
' N a
t  
b
y  
w ) ,
, t y  
G
I  
U A
L *  
o
r

DIP lenisose De tent i•trett Puts tes4o4 g  w•e ra te r cat uLriort vinthou; ine  written permission
tlf P l A r d  S te ple ldi

EVEREST ASCENT
Conquer the world's highest peak in defiance of all the
obstacles, men and nature can throw at you survive
avalanches cross  bottomless crevasses c o p e  witn
wayward Sherpas — but don't run out of supplies?
Full save routine 48K Spectrum 1.6.50_

Also avai lable by mail order

SUPER SPY
A global spy chase through complex puzzles,

coded messages and 3-0 mazes. Follow Dr.
!Death's trail loc a te  his secret island discover

the entrance to his lair b u t  it doesn't end
there
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save routine. 48K Spectrum. €6.50.

An adventurous game of
strategy and planning for
the 48K Spectrum
RICHARD SHEPHERD
SOFTWARE

OM I =  MO I M P
OUY TWO GET E I OFF

D I S C O U N T : S it (  THREE GET C.2 OFF
BUY FOUR GET E3 OFF

ALL PRICES INCLUDE
VAT IS ENPST CLASS UK POSTAGE

OVERSEAS ORDERS ADO S O  FON AIR MAIL

1

al I enclose castlicheque/P .O payaOle to W o o d  S repbettl S oltwoe
b) Debet my ACCESS/VISA Carel No
srAth the sum of E S i g n a t u r e

ADDRESS

SEND IMMEDIATEIY TO RICKARD SHEPHERD SOFTWARE
FIEFFPOST )r.o stamp needed', MAIDENHEAD SERKS Sib CRY
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1610 CALL KEY(O,K,S)
1620 CODE=2
1630 IF S=0 THEN 1710
1640 IF K=48 THEM 1650 ELSE 1660
1650 COTO 2680
1660 IF K=49 THEN 1670 ELSE 1680
1670 COTO 2410
1680 IF K=50 THEN 1690 ELSE 1710
1690 TS4S4.1
1700 COTO 2970
1710 CALL 0CHAR(Y,X,32)
1720 CALL CCHARIY4140/
1730 IF D<96 THEN 1960
1740 IF D=122 THEN 1810
1750 IF D>I16 THEN 1940
1760 DEAD=DEAD4300
1770 COSUB 4200
1780 GOSUB 4200
1790 COSO8 4200
1800 COTO 1840
1810 CALL VCHARIY+1,X,130/
1820 CALL VCHAR(Y+1,X,32)
1830 COTO 1870
1840 CALL VCHAR(Y+1,X,130,2)
1850 CALL VCRAR(Y+1,X,32)
1860 CALL VCHARIY+2,X,118)
1870 CALL HCHAR(11,3,32,29)
1880 SHD=0
1890 CALL SOUND(-800,-7,0)

1900 FOR DELAY=1 TO 200
1910 NEXT DELAY
1920 IF (Y44)>=22 THEN 3640
1930 COTO 1970
1940 CALL SOUNDI-300,-7,0)
1950 CALL VCHARIY41,X,130)
1960 NEXT Y
1970 NEXT F
1980 P.O
1990 FOR X=5 TO 28
2000 CALL S O U N D (
-
5 0 0 , 2 5 0 , 3 0 , 5 0
0 ,

3 0
,
1
0 0
0 ,
3 0
, -
8 ,
3 1
.
1 )

2010 FOR T=133 TO 138 STEP 5
2020 CALL VCHARIX4,X,T)
2030 NEXT T
2040 MY=X-4
2050 CALL KEY(0,K,S)
2060 CODE=3
2070 IF S=0 THEN 2100
2080 IF K=49 THEN 2090 ELSE 2100
2090 COTO 2410
2100 CALL VCHAR(X4,X,32)
2110 CALL GCHAR(X-3,X+1,D)
2120 IF D<96 THEN 2330
2130 IF D>98 THEN 2310
2140 DEAD=DEAD4100
2150 GOSUB 420
2160 IF D=97 THEN 2180
2170 COTO 2210
2180 Y=X-3
2190 2=01
2200 IF I ( 2 = 2 3 )
1 1
( Y = 2 2 ) )
+ I I ( 2 = 2 4 )

“Z=25/)*I(Y<23)1(Y)17))) THEN 2240
2210 CALL VCHAR(X-3,X+1,130)
2220 CALL VCHAR(X-1101,119)
2230 COTO 2260
2240 CALL VCHARIY,7,130)
2250 CALL VCHAR(Y,2,98)
2260 CALL SOUND(-800,-7,0/
2270 FOR DELAY=1 TO 200
2280 NEXT DELAY
2290 IF ( X •
.
3 ) = 2 3  
T H E
N  
3 6 4
0

2300 COTO 2340
2310 CALL SOUNDI-300
1
-7,0)
2320 CALL WARIX3,01,130)
2330 NEXT X
2340 CAORND
2350 M=0
2360 MET=MET+1
2370 IF MET>=METEOR THEN 3420
2380 IF C<1 THEN 1100
2390 IF C<6 THEN 1470
2400 IF C<=10 THEN 1990
2410 IF M=1 THEN 2420 ELSE 2430
2420 ON CODE COTO 1210,1710,2100
2430 FOR L=1 TO 13 STEP 2
2440 CALL SOUNDI-1000,10000,
L,5000,5+1,-6,541)
2450 CALL VCHARI15-L,444,120)
2460 CALL CCHARI14-L,514.4)
2470 CALL GCHARI14-L,44.L,R)
2480 CALL VCHARI15.-L
p
4+1,32)

2490 IF P127 THEN 2590
2500 IF R>127 THEN 2590
2510 IF (15-L)<MY THEN 2520
ELSE 2540
2520 TEST4
2530 GOTO 2590
2540 IF L=I3 THEN 2590
2550 NEXT L
2560 M401
2570 TEST=0
2580 ON CODE GOTO 1210,1710,2100
2590 CALL SOOND(-500,
-
6,0)
2600 CALL HCHAR(14-1,4+1.,130,2)
2610 CALL HCHARI14-L,4fL,32,2/
2620 IF TEST=1 THEN 2560
2630 IF L=I3 THEN 2560
2640 h=0
2650 HITS=HITS
4-
1
2660 COMB 4090
2670 ON CODE COTO 1470,1970,2340
2680 IF M=1 THEN 2690 ELSE 2700
2690 ON CODE COTO 1210,1710
'
2100
2700 FOR L.I3 TO 1 STEP-2
2710 CALL SOUND(-4000,10000,134,
5000,18-L,-6,18-1..)
2720 CALL 0CHAR(101.,16*L,121)
2730 CALL CCHAR(L,1541.,Q)
2740 CALL GCHAR(L,164L,R)
2750 CALL VCHAR(14.1.06
4.
L,32)
2760 IF Q>127 THEN 2460
2770 IF R>I27 THEN 2860
2180 IF (t+L)<MY THEN 2790 ELSE 2410
2790 TEST=1
2300 GOTO 2860
2810 IF L*1 THEN 2860
2820 NEXT L
2830 M=01
2840 TEST
-
:0
2850 ON CODE COTO 1210,1710,2100
2860 CALL SOUND(-500,-6,0)
2870 CALL (HARIL,15+1.,130,2/
2880 CALL HEHARIL,15.41.,32,2)
2890 IF TEST=1 THEN 2830
2900 IF L*I THEN 2830
2910 HITS=HITS+I
2920 GOSUB 4090
2930 M=0
2940 MET=MET41
2950 IF MET>=METEOR THEN 3420
2960 ON CODE GOTO 1470,070,2340
2970 IF (TS=10)*(SHD=0) THEN
2980 ELSE 2990
2980 CALL SOONE-500,1000,0)
2990 IF TS>=11 THEN 1710
3000 CALL HCHAR(11,3,122,29)
3010 SHD=SHD41
3020 IF SHD<4 THEN 1710
3030 CALL HCHAR(11,3,32,29)
3040 SHD=0
3050 COTO 1710 11-N

ILA
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CONTROL OF YOU3060 PRINT " SITUATION
--- Y O U  
A R E  
I N

R CITY DEFENCE SYSTEMS."
3070 PRINT " MISSION -
-  T O  
D E F E N D
OR STORM."
3080 PRINT " CONTROLS-- PRESS P1' FOR
5'0' FOR RIGHT SILO:PRESS '2 '  FOR
3090 FOR DELAY=1 TO 3000
3100 NEXT DELAY
3110 (OSOB 4050
3120 PRINT "  EQUIPMENT
--TROLLED NUCLEAR MISSILE SILOS
3130 PRINT "2. MAGNETIC SHIELD ABOVE
3140 OOSUB 4050
3150 PRINT " LIMITATIONS
--ILE CAN BE LAUNCHED AT EACH METEOR
3160 PRINT "2. THE SHIELD CAN BE USED
FOR 10,3SEC. RURSTS(MAX)."

3170 PRINT "3. A DIRECT HIT ON A METEOR MAY NOT ALWAYS
DISTROY IT-- MISSILES ARE SET TO EXPLODE."
3180 PRINT "NEAR THE METEOR FOR MAXIMUM DESTRUCTIVE PO
WER."
3190 PRINT "4. IF THE CITY FOUNDATIONS ARE PENETRATED
THEN ITS NUCLEAR POWER PLANT WILL EXPLODE."
3200 RETURN
3210 GOSUD 4050
3220 PRINT "SELECT LEVEL 1,2 OR
:t2-MODERATE STORM 3-HEAVY STORM."
3230 GOSUB 4050
1240 CALL KEY(0,K,S)
3250 IF S=0 THEN 3310
3260 IF K=49 THEN 3350
3270 IF K=50 THEN 3370
3280 IF K=51 THEN 3390
3290 IF K<49 THEN 3240
3300 IF K>51 THEN 3240
3310 FOR S=0 TO 30 STEP 2
3320 CALL SOUND(10,110*(S+1),S)
3330 NEXT S
3340 COTO 3240
3350 ME1EOR=50
3360 GOTO 3400
3370 METEOR=100
3380 GOTO 3400
3390 METEOR=150
3400 CALL CLEAR
3410 RETURN
3420 PRINT "THE CITY IS SAFE-GOOD WORK!"
3430 CALL COLOR(8,24)
3440 CALL COLOR(3,2,1)
3450 CALL COLOR(4,2,1)
3460 PRINT
3470 PRINT 'PEOPLE KILLED";DEAD
3440 PRINT
3490 PRINT "METEORS INTERCEPTED ";HITS
3500 PRINT
3510 PRINT 'PERCENTAGE HITWINITS*100/METEOWX"
3520 PRINT
3530 PRINT "PRESS
TERMINATE"
3540 CALL KEY(0,K,S)
3550 IF S=0 THEM 3600
3560 IF K=83 THEN 40

AGAINST A METE

LEFT SILO:PRES
SHIELD."

1. 2-LASER CON
(KEYS 011)."

CITY (KEY 2)."

1. ONLY 1 MISS
.
1
'

(IF AVAILABLE)

3 1 - L I G H T  STORM:

PRESS T O

ini
innu
lnnon
innnn
innnn

3570 IF K=84 THEN 3980
3580 IF KK83 THEN 3540
3590 IF K>84 THEN 3540
3600 FOR 9=0 TO 30 STEP 2
3610 CALL SOUND(10,110116+1),S)
3420 NEXT S
3630 GOTO 3540
3640 FOR R=1 TO 10
3650 CALL SOOND(100,200,0,-1110)
3660 CALL SOUND(100,400,0,-1110)
3670 NEXT R
3680 CALL SOU4D(4000, -7,0)
3690 CALL SCREEN(5)
3700 CALL COLOR(9,2,
2)3710 FOR DELAY=1 TO 90
3720 NEXT DELAY
3730 FOR X=7 TO 10
3740 IF X=8 THEN 3800
3750 CALL COLOR(9,X0()
3760 CALL CO1OR(11,X,X
)3770 CALL COLOR(10,X,X
)3780 FOR DELAY=1 TO 90
3790 NEXT DELAY
3800 NEXT X
3810 CALL COLOR(8,16,
16)3820 CALL flOLOR(9,16,
16)3830 CALL COLOR(11,16,16)
3840 CALL COLOR(10,1
6
,
16)

3850 FOR DELAIgi TO 90
3860 NEXT DELAY
3870 CALL SCREEN(16)
3880 CALL COLOR(1,16,161
3890 FOR T=0 TO 30 STEP 2
3900 CALL SOUN0(-500,-7,11
3910 NEXT T
3920 CALL CLEAR

17111111

3930 CALL C010R(8,2,16)
3940 CALL C(L0R(3,2,16)
3950 CALL COL1]R(4,2,16)
3960 PRINT "YOUR CITY HAS
BEEN DESTROYED"
39/0 GOTO 3490
3980 FOR 5=0 TO 30 STEP 2
3990 CALL SOUND(-50,230-(4*S),
30-S,2300-(40*S),S)
4000 NEXT S
4010 FOR S=0 TO 30 STEP 5
4020 CALL SOUND(200,110,S)
4030 NEXT S
4040 END
4050 FOR A=0 TO 30 STEP 5
4060 CALL S O U N D (
-
9 9 , 6 9 8 , A ,
1 9 2 4 , A )

4070 NEXT A
4080 RETURN
4090 CALL CCHAR(24,27,5)
4100 IF S=57 THEN 4130
4110 CALL HCHAR(24,27,S+1)
4120 RETURN
4130 CALL GCHAR(24,26,S)
4140 CALL HCHAR(24
1
21,48)
4150 CALL HCHAR(24,26,S*1)
4160 IF S=57 THEN 4180
4170 RETURN
4150 CALL HCKAR(24,25,49)
4190 RETURN
4200 CALL GCHAR(24,7,DD)
4210 IF DD.'57 THEN 4240
4220 CALL HCHAR(24,7,DD+1)
4230 RETURN
4240 CALL GCHAR(24,6,DD)
4250 CALL HCHAR(24,7,48)
4260 CALL HCHAR(24,6,E01)
4270 RETURN
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VIC 20
LASERZONE (8K+) N E W  J
Destroy the oneorning ALIENS with your TWO independently controlled laser bases'
Lunge fo r tae ELECTRO button and b last  your enemies into expanding clouds o f
SPACE JUNK' An exhilarating and totally original garne with a unique System ol control
from a  standard roysbck A  mere E6_00 -  Sep  P&P.
ABDUCTOR
A classic new space game! ZAP the swirling alien hordes beicas they ram you — and
abduct your humanoids
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stage on  your spaceship with  double firepower' Awesome unexpended Vic Action,
E5,00 -  sop PAP,
GRIDRUNNER
Finally t ru e  arcade quality o n  the  unexpended V C "  Shoot down the segmented
DlIOIDS invading the grid . Beware o f  the pods and zappers' The  awsorne speed,
sound and graphics Toes you the best blast available for unexpended Vic E5.00 5 0 p
P&P,
ANDES ATTACK (8K)
Your spacetiart must attack lee  descending aliens and frustrate their evil intent. Fly
your Rarreet Nahter over t rio  Andes mountain range and protect your llamas from
kidnap by hostile UFOs. Features 5 kirldS Of UFO. controls include up. down. reverse
lire th rust  and smart bomb En t ire ty in  machine code. Requires 8 K expansion and
pystick EILOO S O p  PAP,
TRAXX MC (8K -4- EXPANSION)
This is ViC 2e cross breed between the now tamed Packman arid  the game 'Gum A l l
in machine code, last and tun with joystick controls IASIRS Hi-Res colour graphics 8 K Or
- ,
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THE VERY FIRST COMMODORE 64 GAMES
ATTACK OF THE MUTANT CAMELS
Planet earth needs you' Hostile aliens have used genetic engineer gig to mutate curneis
from normally harmless beasts into 90  toot high, neutronoum shielded, laser-spitting
dealt came ls
,
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landscape to weaken and destroy the camels before they invade the human strong.
hold
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over 10 screen lengths and features superb Scrolling, scanner. 1 2  player actions and
unbelievable animation
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ROX-64
Rox is a  challenging game involving the defiant), o t  your lunar base from a  dead:y
meteor shower Rox-64 includes amazing sprite graphics displays arid spacy sound
effects. a rid  an awesome .
m o t h e r s h o  
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tabled atong met their names. Th is program shows lust what can be achieved using
onty Commodore-64 basic. Study the listing and learn how to use sprites and sound on
this outstanding machine, £4.96 •  SOp PAP.
G RI DRUNNE R 64
The No  1  best  game to r the Vic t ies been improved fo r your OOMMODOFIE 5 4 '
Gndrunner is a  smash hit  in  the USA No w experience the lightning-fast challenge of
the grid On the 64 Features 31 slue leve ls and excellent sound and 7aphiCS So re
trigger finger free with every game
, E 3 e 0  S O p  
P & P . JOYSTICK CONTROL

K = KEYBOARD4
1
' 
'

RDERS11

FOR VIC-20 (8K) and Commodore 64
Jeff Minter has taken Gridrunner — the game that topped
bestseller charts in  USA and UK —  and created an
awesome sequal — MATRIX.
Graphically superb, i t  features multiple screens, new
aliens and attack waves, mystery bonuses, renegade
humanoids, deflexor fields, diagonal tracking. count-
down/panic phase and much, much more. .
.Packed into 20 mind-zapping zones and accompanied by
incredible sonics.

N.B. MATRIX REQUIRES A JOYSTICK •
FOR VIC-20: E6.00 M k  C64: E8.50

MATRIX ENTER THE ZONE OF EXCELLENCE
LLAMASOFT SOFTWARE

49 MOUNT PLEASANT,
TADLEY, HANTS.

07356 4478

PECTRUM
GRAPHICS CREATOR (16K)
Not Just another character editor Allo ws you to define not onty the 21 user definable
characters At so  a llows you  t o  (Stange the entire 96  character ASCI I  se t  Crea tes
BYTES files ready for you to load into your own programs InCludeS advanced Reflect,
invert, Field commands etc. Complete with fu ll dooumentation. Bin  the BIN statement
and use Graphics Creator with its easy on-screen cursor editing £ 2 9 5  5 0 p  PAP

BOMBER (16K)
Yes, a  lu ll feature version o r the popular game Blit z su p p lie d  in r the 16K o r rtak
Spectrum F o r  Only E2,95 5 0 p  P&P

HEADBANGER (48K) N E W  K
Colourful new game starring Chico the headbanger wh o  you must guide t o  riches

through an  increasing shower of heavy metal. Gam bonuses for n e a d =i n g  but besure to take an aspen when the pain gets too much' Bailie -  m e t e  u p  action.
Great graphics, nice animation. Will even dnve William Stuart system s voice synthesis-
er to produce Speed, output Can  you attain the grade oil Recker Class One o r will you
be Ba rry Manilow Class S
.
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SUPERDEFLEX (46K) N E W
Bounce Sid . the space mvader, around the screen into the power pods, keepmg away
of course from the dent who chases you around the screen Stee r with your DeMex
Shields. bu t  beware the  mines o f  yo u  may b e  buried a live . Superb graphics and
fantastic sound on the 48K Spectrum only On ly  E4.95 on cassette •  5 0 p  P&P,

ATARI 400-800
GRIDRUNNER N E W  j
Now play the best selling VIC.C.64 game on your ATARI 400600 An y memory eZe
I16-48K) Ba sic cartrege not required -  100% machine code autoboot tape Pla y this
awesomely fast and addictive game on your Atari F o r  o n ly E1.50,

TURBOFLEX
Superb ultra-fast anti totally new ball game Use s ATARI s unique features to the t u t
Incorporates superb colour sound effects and uses Player 'lassie  graph-C
-
S Y
s b k e s  t o p

II) scores along Wah Score rs name E6,00 -  So p  P&P

ZX81
CENTIPEDE (16K)
The ORIGINAL game from the ORIGINAL author This is the K t
,
en t ic a t  p r o g r a m  t o  
t h a t

being so ld  b y other companies fo r three t imes our price . Th e  game has received
ecstatic reviews in the computing press Program has X  Speed levels and ever
increasing Centipede hordes. Tables lop 10 scores and names Wh y wail to pay mole?
Only  CLOS  *  5 0 p  P OP ,

LLAMASOFT SOFTWARE
Dept L VG ,  49 Mount Pleasant Tadley
Basingstoke Hants,  RG26 6 BN
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C & VG SOFTWARE FORM
Have you written a games program which you feel is just
right for CSEVG? If so we have come up with a form to ensure
that we can test it out and give you our views on it, as
quickly as possible.

We would prefer a tape and listing but can work from just
a tape and will return it to you if it doesn't find its way into
the magazine. We will also need an additional sheet
explaining the game and its theme. And any documentation
like lists of variables or how certain routines are working,
would be of great help to beginners. Please make sure that
your name, address and the program name is on everything

Program name:
Machine
make:

Other models it
should run on:

Other equipment (joysticks, Extended
Basic, add ons, etc.) needed to run it:

Christian S u r -Author's name:  n a m e '

Address
.

Type of game: Of originalplease say so)

Loading instructions
. (If not includedGame instructions: in the listing)

Date received:

Acknowledgement sent:
Name of
evaluator:

Date sent out:
Date due back*
Needs to be returned to
author for alterations:

Due to be published in
issue of magazine.

58 COMPUTER & VIDEO GAMES

Tel:

Date
sent:

Office use only

you send us, including the cassette itself.
This form will merely help us to keep a check on your

game as it goes through our testing process and make sure
we have all the information we need to present it properly in
the magazine.

If you don't want to cut up the magazine, we will accept
photocopies or close copies of this page. This form will be
appearing regularly in C&VG issues from now on.

Remember we pay E10 for each listing published and you
could win our Programmer of the Year Contest where we will
try to turn the winner into a best-selling games author.

Model

Number of K
needed to run it:

Date:

Evaluator's comments

Good enough
to publish
Needs some
tidying up
Not worth
publishing

Same game
already published
on this micro

Wouldn't load

1
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• •  0100114

• •  44444

SHADOWFAX
Fight the black riders whose touch is
death You must guide Shadowtax as
Ganda:Ws swift white horse braves the
dread riders of Sauron, Dark Lord of
Nkxdor. How many will your
thunderbolts destroy? magnificent
graphics

SNAKE PIT
Imagine yourself in a snake pit. The
snakes and their eggs must be gobbled
up before the snakes eat the Gobbler
..• who must eat the last egg before
the first snake. Eat the eggs, and more
snakes are freed to attack. Eat all the
snakes and the game begins again
but faster' Faster'

SIEGE
Watchfulness and skill protect your
castle from the encircling marauders in
this Siege. Drop rocks to dislodge
them, and their anger makes them
faster a n d  faster! Are you fast
enough to hold them back from the
top of the wall? Speed your reflexes.

Ti M OM S quoted were achieved ort a Spectrums computer -
Deferent computers !ere derriere score potential C24 hour order service)

Look for the IMAGINATIONS UNLIMITED
symbol — only on games from Postern — to
offer you a really super challenge!
Available from many computer stores.
To order by post please send your
cheque, postal order or Access/Visa
card number with this coupon. mmillaw
To: Postern Limited

P.O. Box S?, Andoverstord
Cheltenham, Glos. G154 5SW

or telephone: (0242) 82741

P THE
CHALLENGE OF T E R N ' S
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17.
LD

iLD

• 0 1 4 0  0 .  -
4

M N  M e  ISMS U P S
E N D

M N  M N  M O S
WINO N M I  = I I  E N O

M E W O M  N M I  M E M

Is Luke only a boy, or has
constant exposure to Postern
Imaginations Unlimited given him
new powers in the world of the
imaginations? Fund the answer
yourself with these new
imaginations Unlimited
games.
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BOUGHT
ANY

INTERESTING
CASSETTE

BOXES LATELY
The Microcomputer Software Club exists to help home micro
users to buy good programs -  noi pretty boxes, Advertisements
and clever packaging can make the worst programs appear
iremendous. It is not until you have 'gambled' your money that
you discover how good they really are. Some are only slightly
different to others you may already own; many are not as good
as you would be entitled to expect; and others are just a complete
waste of money. Of course, there are some excellent programs
around, and many more appear each month. Many thousands
of home micro users now find out about them easily, safely and
regularly. In addition, they are able to buy them at really low
prices. They are all members of the Microcomputer Software
Club.

FREE MEMBERSHIP
Membership of The Microcomputer Software Club would save
you money and trouble. Each month we thoroughly test and
evaluate the many programs issued by the growing number of
producers - including IIK, Bug-Byte, A & F, Campbell, C-Tech,
Imagine, Lothlorien, DOC Salamander, Bridge, and the smaller
ompanies that you may find it difficult to keep track of. If a

program is good, and it has got to be very good, it is recom-
mended to our members in the next issue of the Newsletter.

NO OBLIGATION
Members are not obliged to buy a fixed number of programs
from The Club. They buy what they want when they want.
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Please accept ms application and enrol file ciS a member
of The microcomputer software Club, I understdrwl that
membership is free of charge.

As a member I will receive the Club Newsletter free of
charge and will be entitled to benefit from any savings
ofiered to members on wlected programs for micro-
computers I  may cancel my membership at any time.

THE MICROCOMPUTER SOFTWARE CLUB

CITY

Whether it is one program in a year or one a month, they know
that when they buy from THE MICROCOMPUTER SOFTWARE
CLUB they are buying the best programs at the best prices.

LARGE SAVINGS
ON TOP SOFTWARE

All programs are, at least, 10% cheaper than normal and, each
month, the best of the most recent software is made available to
members at 20% less than normal. Postage and packing is free
on orders of two or more programs for delivery within the UK;
ordering and payment are simple, and quality is guaranteed.

FREE NEWSLETTER
Our latest Newsletter offers programs from must leading
suppliers —and from a few that, perhaps, you do not yet know. A
program has to be good, very good, before it is recommended to
members. It  also has to be reliable and, even before the
members' discount, it has to be good value for money. Subject
coverage includes adventure, arcade, education, strategy
games, household applications, family games, business,
utilities and programming aids.

CLUB EXPANDS TO INCLUDE
COMMODORE 64 AND ORIC

USERS
Two excellent new machines have just been added to our
coverage -  the Commodore 64 and the Oric. Software for these
machines will be in our next Newsletter. Remember, member-
ship is completely free of charge and you are under no obliga-
tion to buy anything from the Club unless you really want to. If
you use a ZX81 (16k), Spectrum (16k or 48k), BBC (A or B),
Dragon 32, Vic (expanded or unexpanded), Commodore 64 en
Oric, you should join THE CLUB.

POSTCODE

sP.O.Box 166, Oxford, 0X2 91U, England, C O M P U T E R  MODEL

ircol
THE MICROCOMPUTER SOFTWARE CLUB
P.O.Box 166, Oxford, 0X2 9I3J, England.

NAME

ADDRESS

AGE Of under 18)
COMPUTER RAM

COMPUTER & VIDE() GAMES
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VIC 20
ATARI : PHILIPS
INTELLI VISION

CARTRIDGE LIBRARY
Authorised Dealer

*  Extensive range of programs
*  Fast reliable service
*  Life membership
*  Descriptive catalogue
*  Fortnightly or monthly hire option
*  Special offers several times a year
*  P&P included in hire charges.
Membership fee E20 H i r e  charges:
Send E10 now and balance 2  weeks E 3 . 0 0
with first order. 4  weeks E 5 . 0 0

Please send me on money back approval, my  library catalogue
and membership card, along wit h order form,  and if  I 'm not
satisfied within 28 days you will refund my money in lull.
NAME . . . . . .

ADDRESS

T e l

To: W O W  Home Computer Services Dept. 4, 20 Napier
Street, Nelson, Lancs. B89 OSN.
Ei VIC 20 L I  ATARI E i  PHILIPS [ 1 ]  INTELLIVISION

SOUND with SINCLAIR
MAKE AMAZING SOUND EFFECTS
WITH YOUR ZX 81,
TIMEX Sinclair 1000
or SPECTRUM

THE ZON X81
E25.95

A  - incl p&p & VA
•  Th e  ZON SOUND UNIT ,s , F A
-
T O  c . o , t a i r e o  
u ' . p u c  
t a l l y

Zito
01

0

designed tOr uSe with the i S  BI  t iM EX Sinclair ICKX) and Spectrum
Computers I t  Kist p u g s r i  — no clismenthng or soldering

•  N o  power pack. batteries. leads or other e xt ra s
'• Manual Volume Control on panel — ample v o l u m e  ' r p m  
b u i l t - i n

lOudspeaker
•  Slandard Sincia ir —  1 8 K Flampack o r printer ca n  be  pkigged in t °

ZONX Sound Unit without arect ing normal computer Operation
• Hu g e  range or possrbie sounds tor iiames. Music. He/coolers. Sci

Space Invaders. Exp losions. Gu n  ShOts. Drums,  Planes,  Lase rs.
Organs. Bess. Tunes Chords e t c. o r whatever you devise!

•  8  lu ll octaves Use s 3-Channel sound ch ip  giving programme control
of prtch vo lume of tones and rsaiSe, a ll swirl envelope control

•  Ea sily added 10 exist ing games o r  p rcgrams using  a  few sim p le
• BASIC l in e s or machine code

•  N o  michary addresses used I  0  mapped
FULL in sit u ct io n s with  msny examples o f  how to  obtain I d le d *  and
this programmes, supp lied  F u l ly  guaranteed. Elt ilish  Made
'Escept e st  Sp e c
,
rD m  y o u  
' W e d  
t h e  
S p e c
t r u m  
E A t
e n s i
o r  
B o
a r
d  
O r
c i
e ,

No $ ET PR I C E C8.(10 in c. VAT.

Payment may be made by Cheque, P 0
Giro No 3 8 8  7006 Posta l Order o r Cie
dil Card

Export orders:- Ba n k Cheque. In lerna
hone! Money Order, U S •  o r St e rt in g

ESPEPAKr a t
c a
r  
P
.
O  
l
a
s  
S
.

Wiri S ind.Wee. Helm.

*MSS I  VISA moored
Ring OCKIi 342 lod
immediate diciarreri

62 COMPUTER & VIDEO GAMES

CASSETTE DECKV I C 2  D I G I T A L
A T A REALISTIC PRICE

1 7 Q -  E 2 9  1 1  50
, g 99 PepINCLUDING

ALSO
COMMODORE

64
+ P E T

TRADE
ENO WRIES
WELCOME

SPECTRUM
QUICKSHOT
JOYSTICK
• I nter faced to plug straight

i nto S P E CTRUM
• Com pati bl e  wi th m ost softw ar e

fr om : Quick viva, Si lversoft,  Ani c,
N e w  Gen etc.,  etc.

• Other  Programs O N L Y
easily m odi fi e d

• Full Instructions
• Quick shot

Crada Card Sales lane 24 haws

- m
1 1
2
0 A
T
E
L

Al l ow  7 Days Delivery
• Fully Compatible

• Designed by our Engineers
NO T just an Interface unit

• All Cables Included
• Powered and controlled by your
computer — SIMPLY' PLUG MI

"••

L 1.P •  I  , • • • •

c . e . g n

E/9.99

CO rl y •I l l e ondi
gy p .  We n .
M AI O .

for  Atar i  /Com m odor e +  f 1
.
5 0  p &  p
. 4 E 1 2 . 9 9  t i .  00 P&P
• Interface unit only available for use £ 1 1 . 9 9
with your own Atar i  rype Joystick only + f  1.00 P&P

DO W .
,  
p o
t . .
.

rma. ufveo hee

r u p
S l a b .  h • r ,
. De t  • lino%

1001 c o d

t O n g . 1
,  
I F •
C • •

2 7 H OPE STREET, H AN LEY,
aped i .  dot .7 i. 9
, , , ,
b a l o
g
b e  
S T O
K E  
O
N  
T R
E N
T

T T  "— .•  T E L  0 7 8 2  27381S

Programs Wanted
We market original, exciting and entertaining

games programs — preferably in Machine Code
— for the following Micros—

Atari • BBC • Commodore 64 and VIC 20 •
Dragon • Jupiter Ace - One 1 • Sinclair Spectrum

• Texas Instruments 99/4A

INSTANT CASH plus ROYALTIES
When we accept a game for marketing we pay an

IMMEDIATE cash fee AND give royalties.

If YOU have a game which you think is a winner.
help it to become a sUCCeS5 by letting our team

work tor you. Help your 'DREAM to  come true!

Phone: BASINGSTOKE (0256) 25107
or write to: DREAM SOFTWARE, P.O. BOX 64,
BASINGSTOKE, HANTS. RG21 2L8

DREAM



FROGGER (TI 99/43) 6 4  GR OW (Acorn Atom) 7 9
3D ROAD RACER (TI 99/4a) 6 6  MUNCHERS (Sharp MZ-80K) 8 0
SPACE DODGE (Vic-20) 7 0  SHORT CIRCUIT (Sharp MZ-80K)... 83

KRAZY KONG (Spectrum) 7 2  DEFEND (BBC) 8 6
WORM CHASE (Dragon) 7 5  GOLF (ZX81) 8 8
3D LABYRINTH (Spectrum) 7 6  Z IG ZAG (Atari) 8 9
BOMBER ATTACK (Dragon) 7 8  DRAUGHTS (Atari) 9 0

NIVEK'S INVADERS (Atari) 9 2

C O N T E N T S
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4199I4A
Amphibians  Anonymous
are gathering on the far
bank of the River Wrap-
around to honour those
that didn't make it,

Frogs from across the
length and breadth of
Texas are homing in on
the river to take part in the
service to deceased
amphibia .

But there's a five lane

I T )  DISPLAY A T ( 1 0 9 6 ) :
-
T
f
i
G
G
E
R 
-  
7
:  
D
I
S
P
L
A
'
'  
•
I
a
'
4  
•

- - -
N D
E D  
R
E
Q
U
I
R
E
i
i
'

D IPL AY ATi:,1496):"JOYSTIC
PrOUIRE
7
1"

.
4 
F
O
P 
A
=
1 
T
O 
S
O
O 
:
:  
N
E
X
T 
A

DIPL AY A T ( t i f
,
9 4 ) : " p r o q r a
m  
1

P P  h i t ,
-
y •

FOR i i=1 T O 1:!00 : :  NEXT A
7,?5 CALL CLEAR 1 :  DISPLAY AT<195

IWTRUCTIONS "  D I S R L A
R T ( 1 :
-
- 1 9 0 ;
" U E  
J O
Y T
I C
K  
T
O  
C
R
O
S

.DIPLAY AT(1.7i9D:"THEN USE F
IRE BUTTON TO HOP LOGS"
127 D17:-PI AY AT(2091) : "**-K,  AIM  FO
R REAR OF LOGS
130 DISPLAY AT(2297) : "PRESS ANY
KEY" : :  i A L L  KFY(09K950: :  I F  :
7
: = 0

THEN 13(1
135 CALL CLEAR C A L _  5.:rREEW.12

DISPLAY A r 5 9 4 ) :
-
R R E S S  
K E Y  
F

OR SKIL L  LEVEL
DISPLAY AT ( 7 9 8 ) : " 1  T O 4 "

137 DISPLAY AT(994) : "HIGHER NUMB
EPS GIVE F AT ER T R A F F I C  AND L E
T
- 
F
R
O
G
:
7
"
.
"

138 ACCEPT AT ( 1 2 9 s ) I Z E( 1 ) VAL I n A
TE( "1234") :SK$ 3 K = V A L ( 3 K 1 )

CALL CLEAR : :  CALL SCREEN(
-
,
1
T)

:::P=2-FSK : !  F R G = 1 0 - K
150 CALL C H A R ( 1 1 2 9
-
F F F F F F F F F F F F F
F F F
-
1 1 1
1 ' 0
0
1 1
0 0 0
0 0 0
0 0 0
0 0 0
0 " )

160 r AL L  rHAR(1209"00000000000R7
F 7 r 7 F 7 7 7 F 7 :
7 -
t 0 0 0 0 0 0 0 0 0 0
0 0 0 0 0 0 1 M F F

FF7F3FFFF5200000000")
170 CALL r H A R ( 1 2 4 9
-
0 0 0 0 0 0 0 0 0 0 s O F
-
P
7
F
F
E
F
F
F
7
2
:
0
0
0
0
n
0
0
0
0
0
0
0
E
0
2
0
2
V
O
F

EUFF1;1;5f:i5r00000000")

highway  to cross and s e r v i c e  of turtles - you can
traffic is no respecter of w a i t  for ages then three
froggy limbs. And no frog c o m e  at once
1wants to meet his flatmate T h e  logs make things a
when crossing the road. l i t t l e  easier but they travel

The n there's the roaring s o  fast it's difficult not to
torrent known as River j  get carried away.
Wraparound which must W a t c h  out for snakes and
be crossed with the aid of a a l l iga tors  on route and
notoriously unreliable bus , hope  that you get to theFROGGER

CALL Li_EAR -
C P E a
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1

BY P. PHELBY

WITH EXTENDED
BASIC & JOYSTICKS

bank in time not to miss
the Top Toad's speech. „  it
starts when the timer on
the bottom of the screen
goes down to zero.

This arcade-speed action
game is played on the TI
with Extended Basic.

If you play with your
shift lock key up then
you'll  have to change line
520 from K=121 to K -
8 9 .

7 2 3 : 2 F G 7 W
- 7
'
4C4FCE0F
190 CALI.

CAL.
ri000

O•.  0 0 0 0
210 CALL
ClE1F0D0F
1C78E0E0E.
-220 CALL

230 CALL
7F")
240 CALL CHARk''s.-
00"
250 CALL CHAR(1
,,FF")
2E0 CALL CH
00")
2•0 CALL COLOR (192919091;91989891
99J891915692)
280 CALL HCHAR( 129199592 ) : :  CAL
L ;iCHAR(2391995932)
290 FOR 11=3 TO 1 0
D9 1 9 1 1 2 9 2 ) : :  NEXT D
300 FOR A=3 TO 4  : :  CALL COLORo:i
91691) : :  NEXT A
AO CALL H C H A R ( 1 9 1 9 1 1 3
,
3 2 ) : :  C A L
L H C H A R ( L 9 1 9 1 . 1 3
,
3 2 ) : :  C A L L  
H C H A R

(11919113932)
320 FOR T O  3 2  STEP 2

HCHAR(1790995):: NEXT 0
330 DISPLAY AT(1912) :FRG
340 CALL MA15NIFY(3)
350 CALL SPRITE(#1'1289491789100

',

00007FF2
JO0i__NOOCOEOBEE

r )

000'3075527233
1 00C0E0AAE4C4F

0000000002024
1 .
I 0
0
0
0
0
0
0
0
0
0
8

4
0
9
-
0
0
0
0
0
0
2
0
3

00000000040r11.
-
1'

•00")
AOFF0000000OFF

'00000000707727

7' F27; '770000000

- 0 0 0 0  o 0000EE E E 4

-"FFE4EE0E000000

CALL HCHAF

• :  C A L

CALL PRITE(#1S9124911917910
5 i t i  1 9 1 2 4  1 1 1 1  7 9  0 2 * : 7 - : P )
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370 L.  _
..1,SP5=
380 (7.: 1 2 4 , 1 1
,
7 r ;
! 0 ! SP)
390 C AL L  P R I T E  1 2 0 4 1 1 5 4 9 , 9 0
! 0 ! • -
.
.
5 * S
P * ] 4
1 1 2
4
,  :
=
7
,
4 1
1
- ,
, R
1 0
1 2
‹ : P

400 C A L L  ' ' ' . :PR ITE(#
0 5 5 < P )
410 C A L L  • : : : P R I T E ( # 3 1 9 9 5 1 0 !
,
1 1 3
,
1 0 0

9
0
9
6
*
S
P
!  
#
6
1
'
9
9  
1
4
,  
1
1
3
5
5
0
!  
0
5
6
*
S
P
)

4E:0 CALL :3F‘F:ITE (#4! 99! 55161120! 0
9 - 4
, ,
S P
5 1
-
1 7
,
9 9
5 1
2
,
1 6
1 , 1
0 0
4 0 !  
-
4
*
S
P
)

430 CALL SPF I T E( # 5 , 9 9 ' 1 2 1 4 5 1 1 0 0
171
9 
#
3
!  
9
9
1
1
6
,
1
4
5
1
5
0
!  
0
!  
-
6
*
S
P

EL -
• ,

'97

CALL P O 3 I T I O N ( # 1 ! H 4 _ , 1 ) : :  I F  H
THEN C A L L  M O T I O N ( # 1 5 0 1 0 ) : :
L O C A T U # 1 4 8 1 N J ) : :  G O T O  5 8 0

CALL J O Y V ( 1 ! X 5 Y ) : :  I F  A
=0 THEN CALL PATTERN(#15128)

ELSE CALL PF,TTER4(#1,1:D2)
460 CALL MOTION(#14-ABS(Y*4)5X4

470 C A L L  C O I N C H L L 5 G ) : :  I F  3 = 0  T
HEN 4 4 0  E L E  4 8 0
- C A L L  S O U N D ( 1 0 0 5 - 5 5 1 ) : :  C A L L

T I O N ( * .
,
0 , 0 ) : :  
C A
L L  
C O
L O
R ( #
1 ! 9

FOR 6 =1 . T O  2 0 0  : :  N E X T  G
RG=FR3-1 A T ( 1 1 2

5 I F  F R 6 = 0  TH E N  5 1 0  E L S E  5 5 :0
510 C A L L  D E L P R I T E ( A L L ) : :  C A L L  C
LEAR : :  C A L L  ! : . O L O R ( 8 5 2 , 1 ) : :  C A L L

SCPEEN(15 D 1 7 : P L A Y  R T ( 8 4 4 ) : " N
0 FROGS L E F I  T O  P L A Y  A G A I N

Y /N '
5 i A  C A L L  K E “ . 0 ! 1 * !
-
.
7
0 : :  I F  
S = 0  
T H E

N 5 2 0  EL':*.i.E I F  K = 1 2 1  TH E N  R U N

1

-11 C A L
. .
.  
0  
E .
# 1
4 1
( 0
4 1
0 0
) : :  
L
-

-
O
L
O
P
,
4
1  
:
:  
G
O
T
O 
4
4
0

540 F P 6 = F L
7
3 + 1  . .  
D I : P
L A Y  
A T .
1
,
1 2

r:FPG : 1  -
-
- . i  
+ 1  
: :  
I F  
1 =
1 2  
T
H
E
N  
1

000 E L : E  :F= :P 4 .1 .
5.!11 C A L L  M OTION  # 2 4 0 4 5 : P 4 # 3 4 0 4 6
-  : P 4 * 4
,  . : I  -
- 4
-  :
• P  
* 6 4
0 4 6
,
; •
7
_ ?
,  
#
7  
4  
l
i
g  
-
4

-
:
P 
,  
#
5
,  
)
c  
-
-
-
P
*
E
:
g  
O
.  
-
6
P 
,

560 C A L L  M O T I O N . # 1 0
,
0 4 S P 4 # 1 3 4 0
.
-
-
_
P
,
#
1
4
4
0
,
2
-
=
P
4
#
1
8
4
0
4
2
-
:
P
4
#
1
9
4
0
4

2 . . ' .C P 4 # 1 9 4 0 4 2
-
1 F  # 2 0 4 0
, -
F
,
# 2 1 4 0 -
-

-
-
_
P
.

5
-
0  
R
I
F  
G
=
1  
T
O 
:
0
0  
:
;  
'
Z
I
T  
G 
:
:

CALL 1 . 0 1
-
H T E
,
# 1 4 i 7 0
,
1 0 0
,
: :  
C
A
L L  
C

DLOPf#1  :  G O T O  4 4 0
58'? C A L L  u 0 = I T I O N
,
# 1 4 H 4 J .
591.. C A L L  ,
E .
,
1 4 1  
1 4 : 1
,
: :  
I
F  
3
1
=
0

THEN C A L L  P R T T E R N k # 1 4 1 2 8
,
: :  G O T O

580 E L : E  F A L L  P A T T E P N . # 1 4 1 . 3 2 . : :
A=0

61)0 F L . a  . ;  H = H - 1 6  : :  C A L L  L OC r i
-E A t l 4 H 4 J  ; '  I F  H = 1  TH E N  C A L L  C OL
0 1
7
' 4
1 4
1 f
: :  
G
O
T
O  
5
4
0

610  C A L L  C O I N C . H L L 4 G ) : :  I F  G  0
THEN 6 2 0  E L I E  I F  H = 8 1  TH E N  F L = 0

SOTO 5 8 n  ELOE F L=0  : :  GOTO 4 2
0
620  I F  F L = 1  TH E N  5 3 0
630  I F  J .4 - 3 - :P  2 5 6  TH EN  F L = 0
010  4 8 0
640  ON  ,
H - 1 J .  
1 6  
G O
T O  
6 5 n
4 6 6
0 4 6
7 1 .
1

4 6 8 0 ,6 5 0
650  A = 2 - : P  :  C A L L  L O C A T E
,
# 1
,
H
,
J

< R I : :  C A L L  M O T I O N ' # 1 4 0 4 A
,
: :  F L =
1 : :  C A L L  Z U 4 D
,
1 0 4 3 0 0 1 . 1 4 1
: :  
G O T

0 5 8 0
660 A = : P  : :  C A L L  L O C A T E O * 1
,
H 4 J -
-

F ' : :  C A L L  t I E T I O N 1 # 1 4 0
,
1
7
1
,
: :  F L = . .

CALL -
O U 4
D ( 1
0 5 3
0 0 0
,
1
)
: :  
G
O
T
T

580
670 R= -
-
7
. '  :
:  
C A
L L  
L O
C A
T E
1 # 1
4 H
,
_

4 - I P . : :  C H L L  M OTION ( # 1 4 0 4 A ) : :  F L =
1 : :  CALL  : O UND. 1 0 4 3 0 0 0 4 1
,
: :  G E F
0 580
680 A=2 * : P  : :  CAL L  LOCATE414H4J
4 - 1 F
,
: :  
C
A
L
L  
M
O
T I
0
N
. #
1
4
0 ,
A
. :
:  
F
L
=

1 : :  C A L L  . D U N D . 1 0 4 3 n 0 0 4 1 ) :  G O T
-  5 2 0
_00U C A L -  C L EAR  : :  C A L L  CHAPSET
1010 D I:PL I-C . A T  2 4 1 1 : " Y O U  H AVE C
_MPLETED A L L  T H E  L C P E E N : "
1012 D I : . P L M  A T  4 4 1 1 : " N O U  T R Y  A G
AIN  BU T I O N  T  1  I L L  A N Y  F R O G : '  : :

PuN 135
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You may not be able to
pass your driving test after
twelve sessions with this
Texas program but it's
worth typing in just for the
3D graphics.

You are seated at the
wheel and your view is of
the bonnet of the car seen
through the windscreen.
Cars are coming towards
you which you have to

200

3 D  R O A D  RACE
IF
E. 1
IF

CA
,n — ,
rt.— 1

- GOMB

RAL-E"
iq rUB

190 R=2
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Li Li

'
- G O =  Jr
,
: r
. 5 1 7 .

R = 4

avoid as best you can.
The  graphics are very

well programmed; the cars
start in the background as
small blobs arid get larger
and more recognizable as
they approach you.

Use the Z and full  stop
keys to move left and right
respectively and see how
muc h of the  100 mile
course you can cover.

WANT

THEN 600

M $ =
-
' - ' 0
U  
W
E  
T
H
E  
D
R
I
V
E
R  
O
F  
A

•GO:DjE:
R=5
M $ =
—
U U r
e i  
F
O
I
T
I
O
N

THE"
1
7
1
1
r
U
l
l

F.E.
M $ = ' !
-
A R  
B O
N N
E T  
1
: C
O
O
P "

GErlik: 5E0
10 R=R

M$="TO NOVE F O R  LEFT

-
.
3
H
O
W
N

GEF-1_1 5 2 0
R=9
M$=•AND >  FOR RIGHT"
'
,
;
0
:
7
1
5
f
:  
5
a
0

3 R = 1 1
M$='":"0 ri0D13F THE ON COMING T

GTHJD 5au
400 R=1
-
: ,
4 i0  M$= -1:FER YOUR VIEIJ

1

1

)0

4!..)0
41:,0'

= A
FOR
CALL
CALL

NEXT
CALL
CALI
FE
ChL

1
2
1
1
0  
R
A
N
.

ci X=6
CALI
FOR
C
NE,

670 REM
CALL

FE
9

Ali
.
:  
0

80")
690 CALL
0 !

CALL
8 • , !
710 CALL
01 -
720 REM
7?0 CALL

T A  CALL

750 CALL CIAFR L 8
,
" F F F F F F F F F
F F F
-
-
-

FFF')
711,0 REM c h a i -
77:.; CALL ,
H 1
. .
- P 1 :
-
. ;
6 " 0 0 . 3
C 4 2 7 E 5
A F F E

REM c ' "  rid : a r  r  • S
FOP T U  1 4 7

R E H
CF-L

SE
.-
;•:
! 
N
E
:  
,

DATi
,

1$= "
GOST
R=I7

GM T
FOR
NEXT
GOTO

BY P. BURROWS

_ IRNEY"

TO 5 0 0

7701 0)

C
1

road c h a r z
'"FFFEFCFSF0E0C9

L H I ' 1 1 4 9 " F F 7 F : 3 F
-
1 F
-
O F 0 7 0

L H i l F
.
. .
4 9 " F
F F E F
C F 8 F
0 E 0 C
0

CHFR(56"FF7F3F1F0F070?

s
: F
. -
i 1
=
7
R
Y
,
1 :
2
5 "
F
F
F
F
F
F
F
F
F
F
F
F
F
F

CHER4!"FFFFFFFFFFFFFF

A$)

F J  BEGIN"

-  I  -

.
J
.
1
0
0
0
F
I
I
C
:
0
!
,
0
0
0
0
1
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(*)

t-,c-

c
.

r -  -

i

OR

RE
CE
NE

7
,
7  
-
;
;
:
f  
4
:
7

r.

"
FL-: -  ,  8 7

I L A  READ - -
1100 CFL1 : 1 A $ )
1110 NE
112u RE

FE- -
1J RE

_ 50 CAL• -  Fi$)
•
-
1
6
0 
N
E 
r

1170 R E
,
_ : _ _ F
E

1180 FOR
1190 READ A i
i-EIH CALL CNA!: : A S )
1210 NE:
2
. T  C
1220 PRINT

Tfl

j i-:FrFL

h c h a r ;
R5

- -
0
:
7
:
1
-
0
O
F
F
F
F

1.1i1:FCCC'E1E1
-
7
F
F
F
F
-
F
E
R
7
R
7
C
P
-

1 4 .
-
. f :
,
0 E
1 R
, 0
0
0 0
F

• • • 7 1 ;
7
0 1 8 5 1
:
3 1 8 1 2
1 8 1 8
F

! " -
-
T I
F F
F T
-
F F
F F
F F
E F
F 9
F

F 'FFFFFFF1FEFFFF9F0F0

- 1 1 9

PRIW: "  OC J 0 0 0 0 1
ocl00000a'
1240 PRINT c  I )0001
0000n00Y

PRINT

5

k

k 2
0

:r.1- ABC x b c

1270 N

12R0
-
1
r  
2
0
0
0
0
"

1290 PRINT
-
L
T 
2
0
0
0
"

r 0 0  PRINT

1 PRINT
20"

1• _ J  RRINf
A•

PR.W
RP.8

PRWT

1.50 PRINT

PRINi

14oa CALL
1410 N E T
1420 REM
1430 CAL_
1440 REM
1450 R=7
14A0
1470 CALL
14:::0 CALL
1490 CALL
1500 CALL
1510 C = ! 8
1.52 tr:FILL
1530 r AL L
1540 CALL

CALL
l'f-60 REM
1570 CALI
1 5
-
- :
1 0  
R
E
M

1590 CALL
REM

lk lo  rALL
l o  REM
1630 CALL
164O REM

CAL
LlEA0 REH

1E70 CALL
16R0 r AL L
1690 CALL

64

SI

t
!

00001

0001

001

01

1:1:70 PRINT
1::-JSo PRINT
1390 FOR W
-
( = 1

7

PQQR

STTS

UVVW

HHHHHHHHX88688

HHHHHHHHXXX837

HHHHHHHHXXX83.__

ACHAR(SKY14,128s27)

fi r s t  c a r
W 4 A R ( 1 7 1 3 6 )
Araw 2 n d  c a r

HCHAR(R5C'144)
1-1[HAR(RC-1-11145)
HCHAR(R+11C'146)
HCHAR(R+11C+1'147)

HCHAR(R,C152)
HCHAR(R.C+115:0
HCHAR(RA-15Cy154)
HCHARKR-1-1,C-F1'155.1
1
'
13 s k y
Cr I L DR<1 7 . 1 )
14 fi r s t  c a r
COLDR14,8 ,3)
2 3 r a s s  1
COLOR'.2!3515
.
)
3 gras-r. 2
COLOR(31415)
11 w h i t e  l i n e  1
COLOR(10516'16)
12 w b i t P  l i n P  2
COLOR(12115'15)
COLOR(812'2)
COLOR(f:02
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. 4  1.:112640,2640

- 1
THEN 1910

4:

J
:
3
0

•••• •
I 0

154J5)
J .J15 . )

'---' n4 rt

' 1 < ,

iHEN 2140
THEN 2100

7 0  )

GOT:. 0
CALL _ P J R ( 1
4
F , 1 5 ' J
CAI! O R ( 4 . 2 ' 2 )
DIR=
GUM   •FJ
CALL
CALL
DIR=H
CALL CLL3R( 515515 )
CAL Cr I L O R( 7 ! C1 5 )
IF - =
-
1  
T
H
E
N  
2
2
1
1
1

1
7
,
0
U
3  
2
6
4
0

CALL CELOR..7 ,1515)
CALL : 1 J M D ( - 5 1 5 6 0 !
,
0 )

1
2P40
CA 7 -
1 1
.
2 ?
1
; 02280

R = I N R N D ) + 1
22100 CALL COLOR(14'Co
2 1 0  I F  RH.  THEN 2 3 3 0
2320 CALL :
7
, : D U N D (
- 7 - :
9 1 0 0 0 0 )

IF R 1  THEN 2:::50
-
2
3
4
0  
1
;
0
2
:
:  
I
J  
.
2  
t
;
4
0

22150 CALL COLOR 1 4  81
CALL COLOR(11:0C'15)
IF R.:1 THEN
GOS:U3 2640
CALL G O L O R 1 5 5 1 5 )
rA LL CDLOR;:SINC'lc
.
1)

24 I F  RK2 THEN 2 4 4 0
GET:_B
1
7
,
U
T
U 
P
5
5
0

CALL. K
IF K=90 THEN

2460 I F  K=4E: THEN
2470 GOTO 2550

CALL COIORc16'15!t15)
CALL COLDRA'L. . c . . )
DI R-1

2510 1
7
1 0 T O
25i70 CALL CDLOR.:4115'15)

CALI cr ILPRISt .252)
2540 DIR=!
.
. !

2:72is

2420
2490

qv.
r  ot
:
A

IF ( R A N = 1 )  THEN
IF . . . [ R = a )
-
“ R A N = 3 ) T
H E N

RETURN
REM m k w
,
:
,  : a
r  
2

IF 1  LE' . : 220  THEN 2290

CONTINUED

2520
2480

2 8 9 1 '
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CL•
-'

4 0

•-
i

:
2E20 D I R

1:10r0 ,
2840 CALL:

EJT:

L c2

T1R r:'1151FE a 15)
_ T i p  ,, : —5 5 77

( F !  A N
=
2 )  
T H
E N  
2
8
9
0

IF L  ( R A N = 4 )  THEN 2890

CALL,  4,• .  _
i t i

D R  ! _ • 0 41 2 9 1 5 1
5  )LT• 0  , ,

IF t ' !
,
=1

I ' 41; THEN 27f:•,0
0 THEN 2:300

COL.17: 4 5 1 5 )
- 1 5 ), .•

• 1 5 5 1 5 )
•,  2516516)

0

1
.
7
i r BONE

1

PR ' ' ' T
.
O U  
" I "  
_  
"  
M  
I  
L
E
:
:
:  
•

701

, 0

P'?40

EN
Ffl 1  TEl 3 0  OTEP
CAL L P E E N  (2)
CALL sOUND ( - 1 0 0 0 5
-
7 5  I )
CA'L D1REEN (16)
NECAL
T

CREEN (15)
M IL E:M IL EO/4
CALL CLEAR
PRINT "Yr iU MANAGED TO GET"
PRINT

2'..7
1
0 
P
R
I
N
T  
M
I
L
E
;
"
M
I
L
E
S
"

3000 PR I NT
3010 PRINT -
n o m  
T H E  
R O A
D "

3020 PRINT "BEFORE CRAOH I NG "
END

3040 REM m  u
1 7
) E
T
O
R
E  
:
:
3
1  
0  
0

- •'-
FLAD NOTE J DUP.
IF %NOTE= Ij ( D U R =  0) THEN

1
-
1

: 4 1 : 1 0 E 1

CALL SOUrdi ,
I D U R 5 N
O T E 5 0 )
GOTO Of : ,0
D A T A  2 9 4 5  1 5  0 5 ' J : 9 4 1 1
5  0 ! 1 2 9 4  a  
1 5

21:"00,4•;45 7: 0 0 5 2 9 4 5 1
9
(
1
5 2 9 4  a  1 5

4 5 5  1
.
-1 : I  :
I ]  
7
;
0 0
1  
4 9
4 1
7
;
0 0
y  
f
:
V
9
2
1  
1
5

t 2  9 !  I
DA T F1 2 4 9  1 5  0 9 7:49 5  0 9 3  09 15

••  !I 1
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,
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Space Dodge challenges
you to get your craft back
through a maze of shifting
meteors to the mothership.

The object of the game is
to get yourself to the home
"H" marker which repre-
sents the mothership
before your 35 second time
limit  runs out.

On the way you can pick
up as many  bonus points
in stellar fuel as you like
but don't leave it too late.
Avoid the meteor asterisks
and when you conquer
one phase you move onto
the next.

Each phase is more
diffi cult than the last,

T IME LIMIT
The time limit  is 35

seconds and after 25, a war-
ning will appear in the top
r ight-hand corner of the
screen. If you s till fail in
your quest the game stops
after 35 seconds and a bell
sounds,

FUEL
You start with 200 units

of fuel on board the ship
but it gets used up quick ly .
Each move costs 5 points,

S PA C E  D O D G E

.1
1

41
142
!44
145
146
147
148
1
5
0
160
165
166
167
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Ur - r  i
(AIRS l i -
POKE:
POVE
-FT] ;
IF T i
FL.F.
IF FL

f ,
:F 1 1 1 "
IF A S " N•
IF F4"...-"•"
IF A S . "A "

smart bombs take up 40
units  and Hyperspace
takes up 25. On hit t ing a
bonus, 20 units  are lost but
more are gained.

In indicator  in the top
left-hand side of the screen
warns when fuel is low.

SCORING
When you eat a stellar

fuel dump, a score of 10
points is notched up and
you add 20 points  of fuel to
your reserves.

To get a bonus score you
must land on a " 0 "  and as
you can only  see this when
you move it is diffi cult to
add to your total in this
way.

When you hit the bonus
you add a random score to
your total and this flashes
up in the top of the screen
and the same amount of
fuel units  is added to the
tanks.

HOME
Home is randomly

placed on the screen and
only  flashes up when you

4, 2FO RT= O TU2 0 0  N U T  P0VE36874,0 00T0400
1600RF
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. .
1 • 1
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=
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,
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.
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p
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•
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5
"
T
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E
N 
F
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I
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T
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T
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000085" THEN 4:F
1
0
FL :50 THEN FFI t tT"z ia_P"

- THEN F F I N T
1 1
; 1 = f
1
1 1
1 1

1-1ENFFINT"OUDEMFTYm" f -
7
- : • R T . 0 7 0 2 0 0 0THEli

THE11
THEN
THEtt

PRINT"OWIF, "
• HEN I ?,0-

R.F14-1 ,
: ; O T
C ,
1 1 4

R=H-1 C.107:1114
1=F1+2 GOT0114

GOT0114

move to make life more1
diffi cult. If you reach
Home before the time limit
is up then you move onto
the next phase.

CONTROLS
Movement and control of

the smart bomb and
hyperspace features is on

' the keyboard. The ship can
be moved up and down,
left and r ight and
diagonally_ The diagonal
controls are the easiest to
fi nd on the keyboard and
are self explanatory as "A",
"S", "Z", "X" .  Shift com-
bined with the cursor keys
allow up, down and left
and r ight movement as the

I
a
r
r
o
w
s  
i
n
d
i
c
a
t
e
_  
I
t  
t
a
k
e
s

some practise to utilise
these controls easily. The

i space bar works as a smart
. bomb and the "= " sign is a

Hyperspace.
SMART BOMBS

You only  have three
smart bombs in each
phase controlled by the
space bar. It clears the

•
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NEXT

BY ALAN HALL
IN 3.5K

FL-0  6-0TO2O6

space around you by blow-
ing up asterisks on every
adjacent square. And
hyperspace allows you to
leave your present position
and move to a new random
pos ition on the screen. But
beware when you use it.
you may  land on an
asterisk.

TIPS
Make sure you know

where Home is at the start
of the phase so you can
fi nd it quick ly  when time
falls short. Don't aim for
mammoth scores each
phase but leave yourself
w ith something in reserve
to get out of trouble. It's
very hard to destroy all 20
power pills  in one phase,
don't risk it.

As soon as you see the
reversed -
T "  
h e a d  
f o r

home. Don't over-use
hyperspace it will result in
a nasty end. Landing on
the screen border results in
instant hyperspace as well.

A good score to aim for is
ZOO points  but the author's
high score is 1,255 points in
fi v e phas es .
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166 I F  A i
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170 I F  A.1-.. '=" THEN . : 4
180 I F  A 4 . " 1 "  THEN P
-
1 . 1 :
,  1 J  
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IF A. . "14" THEN A.F1- 1 1 4
 13 j r  A t = " = "  THEN 0
,
0 1
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199 FOPu.0702000 NEXT P O K E 3 6
7
3 7 7
200 PI A1A, 42 FOK1A+1,32 POWEA-1..  FO K E A - 2 2 . 3 2

201 FOKEA4.23,77 FOK1A-23,77
202 FO P T2 5 5  TO 12.8 61EF-1 F01136877 T FORI . OT030 NE • I I
203 FOPUOT02000 NE: 1 PC4E36877. 0
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-
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3 2  
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1
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'1:111A4-23.32 6 1 : . . r A t 1 : 1 0 0 0  F0PT=OT02000 N U T
PCcL:43679 r r : N I " n m m a k i o T  J r  r ULL'
POK136879,25 FFI NT"ai i4Plat eou OOT FLOWN UF
-PFINT"PMHAFT
FFINT'ESECORE" Y ,
4
F O I N T S "
PRINT"oNYOU 1. 6TED THROUGTH " . F  " F H A S E
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PF INT " PINHIT E Y "
POKEI943,OswAiT190
,
1
00TO 0
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7
5 . 0
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-
N E X T
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-
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340 FPINT"MNISCOFE".Y."POINTS"
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r j Fa E 1 3 8 . 0
PPINT"PIPHIT ANY KEY FOP

.70 POKE198.0 14;17196.1
:.;i0 6070 4
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0
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.
1 3
,
7 7 .
7  N U T  
F 0 1 1 3 6 6 7 7 .
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P
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The mighty  Kong has
been rampaging through
the arcades for some time -

72 COMPUTEA & VIDEO GAMES

BY T- BOONE
IN 16K

CAN Y OU TRY? As in the
arcade game. You should
key in and run part one

but now you can allow this g i r l  trt the top of the  attic. f a l l i n g  from a burnt ladder, t h e n  SAVE it and then key
not so cuddly gorilla into E i g h t  plugs hold the attic's j u m p i n g  off the rafters or i n  and run part two.
your own home thanks to r a f t e r s  in place, f a l l i n g  through plug holes. A  and B = vertical and
KK addict Timothy  Boone! J u m p - M a n  has to try to D o  not go too close to h o r i z o n t a l  co-ordinates of

Ti m has already written k n o c k  out these plugs by K o n g ' s  lair - you may J u m p - M a n
a Kong program for the Pet w a l k i ng  or jumping over r e g r e t  it. S C  - score (inc luding the
which we have printed but t h e m .  If you manage to T h e  cursor keys give b o n u s e s  BO); P = numbe r
now he has adapted his k n o c k  out all e ight plugs y o u r  walking and c l imbing o f  plugs gone (if P = 8  then
interpretation of the y o u  send Kong crashing to , direction. "1" will cause t h e  Spectrum goes into the
arcade ga me s  fourth h i s  doom and rescue the J u m p - M a n  to jump left K o n g  fall routine.)
screen - regarded as the g i r l .  a n d  "0" will cause him to F 1 - 1
-
4  a n d  B I - B 4  =  p o s i -
toughest screen of all -  for T h e  plugs are guarded j u m p  right. t i o n  of fireballs; B5-B8 -
the Spectrum. b y  four deadly moving A  high score function is t h e  random element of the

If you have not played fi r e b a l l s  -  which you must i n c l u d e d  in the game. The  fi re ba l l s .
the game before, you don't a v o i d  at all costs and h i g h  scorer's name being H $  -= the  name of the high
know what you're missing. w h i c h  can also burn away p r i n t e d  in the HI G H BY s c o r e r .  LI  =  lives
Kong, the gruesome t h e  top and bottom rungs b o x  during the game. ( i n i t i a l l y  3).
gorilla,has grabbed the o f  the ladders. restricting T h e  program comes in L i n e s  1-10 = setting up of
girl and taken her to the J u m p - M a n ' s  movement, t w o  parts. Load part one v a r i a b l e s .  12-14 -  walk  and
top of the Empire State F o r  each plug removed ( L O A D  "GRAP HICS " ) and c l i m b  sound. 100-300 =
Building, y o u  score 100 points. I f you r u n  this program. The  fi r e b a l l  movement and kill

Jump-Man,  so-called c o n q u e r  Kong you win the c o m p u t e r  will then set up c h e c k s .  399-599 -  scenary.
because of his amazing b o n u s  and the level t h e  21 User-Defined 2 0 - 8 9  -  ma i n program
jumping ability, must try i n c r e a s e s  by one, The  !  Graphics used in the ( J u m p - M a n  movement
to rescue her from Kong's p r o g r a m  then loops and I  game. Whe n the program e t c ) .  7000 -  J um p-Ma ns
clutches, y o u  get another chance to t e l l s  you to, load the game d y i n g  routine. 7100-7300 =

The  game takes up the c h a l l e n g e  the k ing sized p r o g r a m  (LO AD " KO NG " ) K o n g 's  challenge.
story in the attic section of c h i m p .  a n d  run the game. You 7 3 0 0 - 7 7 0 0  =  Kong fall and
the building. Whe n you Y o u  start with three lives s h o u l d  now see Kong d e a t h  routine. 7800-7990 =
run the program you will a n d  can lose these in many  h o l d i n g  a girl aloft and j u m p i n g  subroutines.
see Kong and the captured w a y s :  touching a fireball, c h a l l e n g i n g  H O W  HIGH 8 5 0 0 -8 6 0 0  -  instructions.
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F L A S H  t ; " X " .  P R I N T  A T  a , b ;
-
H " :

D E E P  V A L  " . 0 1 " , x + t :  P R I N T  A T  a , b
; " 0
, -
:  
P
R
I
N
T  
A
T  
a
,
b
;
-  
-
:  
S
E
E
P  
U
A
L

-
.
0
1
.
.
t
N
:  
N
E
X
T  
X

i , 2
7
;
-
n
-

4 . 0 0  P R I N T  P T  m , e ;  I N K  n ; "
" ; A T  m , 1 8 ;  I N K  n ;
-" ; J A T  n i  e '  I N K  n ; "

C 5 ; "  " ;  I N K  n , " c " ;
I N K  C .  a m o M r
.
;  I N K  
n ,
-  
C  
C

• -
1 6114

to)

60)

t i e
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Cie
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4 1
1
E
C
T 1
11
11
11

7030 FOR x = t  T O  V AL -
1 5 0
-
:  P R I N T  
I  ( a
+ , b - :  
, >
o  
T H
E N  
P
,
,
-
/ T  
- -
t ,
b

AT a , b ;  I N K  r ;
-
0 " :  
N E X T  
x :  
L E
Y  
I
N
K  
-
8 '

L i = t i - 1 .  I F  t i > e  THE N GO T O JAL  7 8 5 6  I F  b = b 1  AND a = f 1  OR t  : 7
,
2  A N

a = f2  j R  b = b 3  AND a = f 3  : = b 4
7032 P RI NT  AT  VAL -
1 2
-
, V A L  -
1 1
-
;  
• z i N D  
a z .
,
f
,
L .  
T H
E N  
G
O  
T
O  
7 0
0 3

" G A M E  O V E R
-
:  
I N P U T  
I N
K  
e ;
-
H I T  
‹
E  
7
8
6
0  
I
F  
a
=
j
4  
r
I
N
D  
b
)
2
2
k  
O
R  
,  
1
1  
A
N

"TER ) T O  PLAY A G A I N . . .
-
; K $ :  I F  s  
b
,
2 6  
a = 8  
A N
D  
r .
2 4

c>hi T HE N L E T  h i = s c :  G O  T O V RL "  0  7 0 0 07 0 5 0
-  
7
8
9
0  
G
O  
T
O  
2
0

7035 GO T O r  I 9 1 0  I F  b n  THE N RETURN
7050 CLS  P R I N 7  A T  V AL -
0 " , V A L  
I 7 9 1 5  
I F  
A T T R  
. a
+ t , b ) l a
t v  
T H E
N  
P R
I

-
5
-
;
-
C
O
N
G
R
A
T
U
L
A
T
I
O
N
S
-
Y
O
U  
A
R
E
-
;
A
T  
1
T  
A
T  
a
-
F
t
,
b
;  
I
N
M  
:
7
.
;
"  
"
:  
L
E
T  
p
=
p
+
t

VAL -
1 0
-
, f ;
-
T O
D A
Y
-
5  
H
I
G
H  
S
C
O
R
E
R  
•  
L
E
T  
s
4
.
=
c
+
1
0
0

! P L E A 5 E
—
j
A T  
V A L  
-
1 2
-
, f ;
-
E N T E
R  
Y  
'
7
9
3
0  
B
E
E
P  
.
1
,
1
5
:  
L
E
T  
a
=
a
-
t
:  
L
E
T

DUR NAME ( 3  L E T T E R S )
-
; ;  F O R  
x = t  
b = b - t :  
P R I N
T  
A T  
a
+ t , b
+ t , "  
"
-  
P
R
I

TO V AL -
3 0
-
:  
B E
E P  
V
A
L  
•
•
.
1 " ,
R N
D *
V  
N
T  
A
T  
I
N
X  
e
;
-
0
"  
B
E
E
P  
-
1
,
2
0

AL -
4 0
" :  
N
E
X
T  
x
:  
I
N
P
U
T  
H
S
:  
L
E
T  
K
1  
=  
I
F  
R
T
T
R  
(
a
+
i
,
b
)
=
w  
T
H
E
N  
?
R
I
N
I

$= H$(1 T O  3 )
-  G O  
T O  
r  
T  
I
N
K  
S
;
"  
•
•  
L
E
T  
P
=
p
-
k
t
.  
L

7110 80kDE R 4 :  P AP E R 4 :  c L S  P R  E T  c c
-
= ! - ; + 1 0 0

I N T  A T  8 , 1 5 ;  I N K  2 ;
-
K L " ; A T  
9 , 1 5 ;  
7 2 5  
I F  
A T T
R  
i a , b
+ 1 ) .
0  
t

"MN";AT 1 0 , 1 4 ;  I N K  5 ;
-
1 4
-
; A T  1 1 , 1  
a t + f , b
+ = 0  
T H E
N  
P R I
N T  
A
T  
a
+ t ,
b + t

4; I N K  0 ;
-
D P 0
-
; A T  
1 2 ,
1 4 ;
-  
5 T
-
; A
T  
;  
I
N
F  
t
;
"
5
-

6 , 1 3 , " K R A Z Y
-
; A T  
1 4 , 1 3 ; "
K O N G 1 "
:  
7 9
4 0  
L
E
T  
b =
b -
t :  
P
R
I
N
T  
A
T  
a
,
b
+
t
,
'

P R I N T  I t 1 ;
-  
H O
U  
H I
G H  
C
A
N  
Y
O
U  
-
:  
P
R
I
N
T  
A
T  
a
,
b
,  
I
N
K  
e
,
"
,
1
-
:  
B
E
E

T R Y
-
'  
P  
.
1
,
2
5
:  
I
F  
A
T
T
R  
(
a
+
r
,
b
0
=
w  
T
H
E
N

7 1 3 0  B E E P  . 4 , - 5 :  P A U S E  3 :  B E E P  •  P R I N T  A T  I N  F S ;
-  - :  L E T  p2 , - 3  B A  . 2 , - 3 '  P A U S E  3 :  O L E P  = p + t ;  L E T  s c = s c + 1 0 0
. 2 , - 3 :  P A U S E  2 :  B E E P  . 2 , 0 ;  P A U S E  I  7 9 4 5  I F  R T T R  ( 3 + t , b + t ) = 0  A N D  A T T

2 :  B E E P  • 3 , - 3 :  P A U S E  4 :  B E E P  1 ,  I  R  ( a + r . b + t ) < J 0  T H E N  P R I N T  A T  a , b
3  f  + t ;  I N K  t ;
-
1 5 "

7 1 4 0  P A U S E  2 5 0 ;  G O  T O  4  ,  7 9 5 0  L E T  a = a + t :  L E T  b = b - t :  P R I N T
7 3 0 2  P R I N T  A T  e , b ;  P A P E R  y i "  -  ,  A T  a - t , b + t ; "  " :  P R I N T  A T  a , b ,  I
7 3 0 5  F O R  y = t  T O  1 5 ;  P R I N T  A T  y , E )  N K  e
-
G
-
:  B E E P  . 1 , 1 5

- ;  NE X T  y .  F O R  i  7 9 5 5  I F  RT T R ( a , b + t ) = o  AND ATTR
g
• 
=
1
7 
T
O 
2
0
;  
P
R
I
N
T 
A
T 
y
,
n
i
;  
I
N
K 
n 
b
+
t
)
<
>
0 
T
H
E
N 
P
R
I
N
T 
A
T 
a
-
t
,
b

;
-
C
C
C
C
C
L
-
C
C
O
C
C
C
C
-
;  
N
E
X
T  
y  
+
t
,  
I
N
K  
t
,
-
B
-

7 3 1 0  L E T  y = 5 :  L E T  x = 1 5 :  P R I N T  A T  7 9 5 8  I F  b = b 1  A N D  a = 1 1  O R  b = b 2  A N
y  ,  t  O P Q " ;  A T  y + t , x - t ;  -
R S T "  
D  , a . . f 2  
D R  
b = b 3  
A N D  
a = f
3  
O
P  
b =
b 4

7 3 1 5  F O R  s = t  T O  V A L  -
1 0
-
:  P R I N T  
A N D  
a = r 4  
T H E
N  
G
O  
T
O  
7 0
0 0

A T  y + t , x + t ,
-  -
; A T  y
+ t , x -
t ;
-  -
; R
T  
7
9
6
0  
I
F  
a
=
1
4  
A
N
D  
b
<
r  
O
R  
a
=
1
1  
A
N
D

y , x + t ;
-
U " ; A T  
y , x
-
t ; "
D " :  
B
E
E
P  
V
A  
b
<
f  
O
R  
a
=
8  
A
N
D  
b
<
1
6  
T
H
E
N  
G
O  
T
O  
7

L " . 0 8 " , s :  P R I N T  A T  y , x + t i
-
0 " , A T  Z O O

9 , x - t ;
-
0 " ; ; A
T  y
+ t ,
x
+ 1 ;
" 7 "
; A T  
y
+
t  
I  
7
9
9
0  
G
O  
T
O  
2
0

,X - t ;
-
R
-
:  
B
E
E
P  
V
A
L  
"
.
1
-
,
s
-
U
A
L  
-
1  
1  
8
5
0
0  
P
A
P
E
R  
V
A
L  
-
2
"
-  
B
O
R
D
E
R  
P
I
-
P
I

3"- NE X T  $  ;  I N X  UAL -
7
-
:  C L S

7 3 2 0  F O R  s = t  T O  V A L  -
1 1
-
;  P R I N T  
8 5 1 0  
P R I N
T  
A T  
P I /
P I , V
A L  -
1 0 "
-
K R

A T  y . x - t ;
-
D P U " , A T  
y + t , x -
t ;
-
D S U
-
:  
A
Z
Y  
K O
N G
' ;
A T  
V
A
L  
-
2
"
;
V
A
L  
-
1
0
-
;  
.
m

L E T  y = y + t :  P R I N T  A T  y - r  x - t ; "  m i l m m m i n = m i m m - ; R T  I N T  P I , I N T  P T , "  b y
- :  B E E P  V A L  -
. 2
-
, - s :  
N E X T  
s :  
B
E  
T _
T h  
B O L : .
N E , S
o o t h a
m p t o
n
-

E P  t , V R L  -
- 1 5
-  
3
5
5
0  
P
R
I
N
T  
A
T  
V
A
L  
*
5
-
,
V
A
L  
"
7
"
;
-
K

7 3 3 0  P R I N T  A T  n i , 1 3 ;  I N K  n ; 1 1 1 1 . 1 . 1 1 1  E Y B O A R D  C O M M A N D S : " , A T  V A L  -
7 " , P I " ; A T  8 , 1 5 ,  I N K  7 ;  * A *  •  - P I ;  " C U R S O R  K E Y S  G I V E  W A L K  D I R E C
.
L
E
T  
a
=
8
:  
F
O
R 
b
=
8  
T
O 
1
4
:  
P
R
I
N
T  
A
T  
T
I
O
N
"
;
A
T  
V
A
L  
-
9
-
1
V
A
L  
-
8
-
;
"
1  
=

a , b ;
-
F
-
;  
P
R
I
N
T  
A
T  
a
,
b
-
1
;
"  
"
:  
G
O  
H
P  
L
E
F
T
"
;
A
T  
J
A
L  
'
1
1
-
,
V
A
L  
"
8
'
•
;
"
0

S U B  1 2 :  N E X T  b  =  J U M P  R I G H T
-7 3 4 0  P A U S E  2 5 0 :  P R I N T  A T  1 3 , 1 2 ;

-  5 5 5 2  P R I N T  
A T  1 5 , 0 ;
-
Y O U  
S C O R E  
1 0

Y O U  W I N " .  P A U S E  1 0 0 .  P R I N T  A T  1 3  Z i  F O R  E A C H  P L U G  Y O U  K N O C K  O U T ,
,1 1 , " T H I S  T I M E " :  P A U S E  1 0 0 :  P R I N  A N D  W I N  T H E  B O N U S  I F Y O U  C O N Q U E R

T  A T  1 3 , 8 ;  F L A S H  t ; " N O W  T R Y  A G R I  K O N G .
-
; A T  2 1 , 3 ;  B R I G H T  
1 ; " P R E S S

A N Y  K E Y  T O  P L A Y . . .
-
-  I F  
I N K E Y S =
-

7 3 0  P A U S E  5 0 0 :  L E T  s c . = -
,
. c + 1
,
0 .  L E  -  
T H E N  
G O  
T O  
V A L  
" 6 5 6 2
-

✓ t e = t e + t :  G O  T O  n  8 5 8 0  I N K  0 :  R E T U R N
7 8 2 0  I F  b > 2 7  T H E N  R E T U R N  8 5 0 0  S T O P
7 8 2 5  I F  R T T R  f a + t , b ) = 1 6  T H E N  P R I M
T  A T  a + t , b ;  I N K  5 ; "  - :  L E T  p :
-
p + t

: L E T  s c - . c + 1 0 0
7 8 3 0  B E E P ;  . 1 , 1 5 :  L E T  a = a - t :  L E T
b = b + t :  P R I N T  A T  a + t , b - t ;
-  - ;  P R II T  A T  a , b ;  I N K  e ;
-
I
-
:  
B E E P  
. 1 , 2 0

• I F  R T T R  ( a + r , b ) = w  T H E N  P R I N T  A
T  a + r , b ;  I N K  S ;
-  - :  
L E T  
p = p + t
-  
L

E T  s c = s c + 1 0 0
7 5 3 5  I F  R T T R  ( a , b - t ) = o  O R  A T T R  (
a + r , b - t ) = 0  T H E N  P R I N T  A T  a + t , b - 1
; I N K  t ; " 8
-7 5 4 0  L E T  b = b + t :  P R I N T  A T  a , b - t ;
- " :  P R I N T  A T  a , b ;  I N K  e ; " 1

-
:  B E E

P  . 1 , 2 5 :  I F  A T T R  ( a + r , b J = W  T H E N  i
P R I N T  A T  a + r , b ;  I N K  5 ; "  - :  L E T  p
= p + t :  L E T  s c = s c + 1 0 0
7 8 4 5  I F  R T T R  t a + t , b - t ) = 0  A N D  R T T
R ( a - i - r
e
b - t o  
T H E
N  
P R
I N
T  
A
T  
a
,
b

- t ;  I N K  t ; " 8 "
7 8 5 0  L E T  a = a + t :  L E T  b = b + t :  P R I N T

A T  a - t , b - t ; "  " :  P R I N T  A T  a , b ;  I
N K  e ; " F " :  B E E P  . 1 , 1 5
7 5 5 5  I F  A T T R  i a , b - t  A N D  A T T R
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Can you get Willie Worm
into the safety of his hole
before hissing Sid Snake
catches him and invites
him to join him for lunch.
Willieis  on the me nu'
Willie has to get back to his
hole using a series of
ladders - but slippery Sid
can do without these and
pursues the weary worm at
a frighteningly fast speed.

In dire emergencies
Willie can call on his
amazing ability to teleport
out of harms way. But the
number of times he can
use this talent is l imited -
so they must be used with
care.

Can you keep the snake
from the worms  door? Or
is Willie doomed?

Full instructions are
included in the program.
So worm your way out of
this one if you can!

W O R M  C H A S E1
le  REM  WORM cH N E .
ee R E  m BY  ST EVEN  moR D I E

REM F U R  DRAGON 3 2
40 R EM  AL L  REM'S C AN  BE  D ELETED
50 R Em SET  U P  GR APH I C S AR R AYS
6e O im A.2 8 , 2 0 )  D I M  L(2 1 2 1 .2 e )
70 R EM  I N STR U C TI ON S
se
, 
C
L
s  
P
R
I
N
T
-
K
W
I
L
L
Y  
w
O
R
M  
M
E
E
T
S  
S
I
D  
s
N
A
K
E
T
"

90 PR I N T "$ 1 0  SN AKE WAN TS T O  E AT  w I L L Y  W O R M .
YOU MUST PROTECT W I L L Y  B Y  G U I D I N G
H I S M OVES U SI N G ' 8  4 .  ' 0 '  F O R  U P  I .  DOWN AH D

i•  11, ' 3 '  F O R  L EF T  S. R I G H T "
100 PR I N T "WI L L Y C AN  TELEPOR T W I T H  T H E ' T '  K E Y "
110 P R I N T ". .BU T  H E  C AN  ON LY TELEPOR T 5  T I M E S "
120 PR I H T "WI L L Y M UST U SE T H E L AVU ER S, SI D  D O E S N ' T  H AvE  T O "
1.10 PR I H T "w I L L Y L AN  WI N  I F  H E  PER C H ES H I S  H O L E — O U T  I F
S W  WI N S
140 PR I N T "H I T  R N V KE Y  T O
150 R EM  ORANGE SGR EEN
ISO SL R EEN 0
,
1
176 I F  I N K E Y 8
4 —
I 1 - 4 E N  
1 7 0

IHO C L S4
198 R EM  SN AKES PO SI T I O N
ZOO 1.0.e.a...3e

REm f o u R  PO SI T I O N
Zed X . .0  Y4 1 4 8
Z / 8  AM OD E3 .1  PCL_S
24(1 REM  DRAW YOU
250 L I N U 9 5  9 5 ) - ( 1 0 5 , 1 0 5 )
,
P E E T
,
O F

260 G E T ( 9 0 , 9 8 ) - r I l L 1 1 8
)
. A
,
C

Z7 6  • E A  R ESET SC OR E T O  Z ER O
200 SC O R E
4
0
3 0  P A C K
-
J . 1  
P C L
S

300 REM  DRAW LADDER
310 L I N E
,
0 )
-
( 0  
2 0 ) .
P S E
T  
L I N
E 2 8
.
0 ) -
( 2 0  
2
0
.
R
S
E
T

/ 2 0  F O R T
4
1 T 0 1 5  
S T E
P  
5

ja 0  L j N E ( 0 . 7 ) - ( 2 1 0
,
1 )
,
P s E T

A40 N EKT T
350 1 E T ( 0  0 ) - ( 2 0  2 0 )
,
L , G
360 Pm OvE3 .1  C O L O R 2 , I
,
P C L S
,
5 C R E E N I  8

J'13 REM  s v  U P  P L AY  F I E L D
J198 F o w r • e r o i s e  S T E P  4 6
3 / 0  L I N E ( 8 , T ) - ( 2 5 5 , T 4 2 0 ) , P S E T  B F
400 N EKTT

FORTRZO T O  1 7 8  ST EP 4 8
420 PU T (  1 5 0 , T  ) - (  1 7 8 . T4 2 0
410 N E ) T r

BTAR1

440 R EM  DRAW H OLE
450  C I R L L E < 5
,
1 1 0  5  
3

460  F A I N 1 ( 5 , 1 1 0 )
,
j
,
3

470 P U T ( X , Y ) - 0 ( 4 . 2 0 . Y .
1
. 2 8 )
,
A
,
O R

460 L I N E ( 0 . 3 0 ) . - ( 8
,
3 0 )
,
P S E T

490  C U L OR 3 .I
500
1 
R
E
M
-
S
E
T
S  
K
E
Y
S  
T
O  
U
P
P
E
R
L
A
S
E

11( PO KE3 2 9 , Z 5 5
520 R OH I N KEY8
53e  I F  A m . "1 "  AN D  0 0 4  T H EN  X P K - I 0
140  I F  A8 4 "3 " AN D  X ( 2 0 0  cH EN  l .
x . i 0550  I F  A8 4 "0 " AN D  ) 0 4 1 7 0  AN D  1 4 ) 1 5 0  TH EN  Y 4 Y - I 8  5 OU N O2 8 6 .:
"joSe I F  A 8 • "0 "  AN D  X (
4
1 7 0  
A N D  ) '
4
) 1 5 0  
A N D  
Y c 1 7
0

THEN ' e . Y . l e  S O U N D 8
,
1
5 / 6  I F  I N K E Y 8 T "  AN D  T E t 5  TH EN  K 4 R H D
1
2 6 ) 4 1 0
Y M M Y 1 7 4 1 0  T E .1 E
4
.1  
P L A Y " T I 2 v 3
1 0 3
,

l i d j 3 i 4 . 5 J S J 7 4 8
,
9 i 1 1 9 J 1 1 1 2 "
180  R EM  CHECK T O  SEE I F  Y O U ' V E  W O N
5 9 0  I F  x 4 0  AN D  Y
4
1 0 8  T H E N  
P L A y
-
1 1 2 0 2 v 3 !
,
1

1 J 3 , 4 . 5
,
1 J 4
,
5 A  
1 . 3
, 1 "  
S T
O R
E

4 F . C O R E
4
1 5 0 8
.
C L S 2 G O
T O
7 3 1 1

6.00 / F YC O  TH EN  1 . .0
6 1 0  REM  DRAW SN AKE
bde  P H I N I
,
A . 8 )
,
. /

630  R EM  mOvE SN SKE
b40 I F  Y e 6  T N EN  0 "0 - 5
650  I F  ,
0 8  
T H E
N  
9 -
B H
5

t b e  I F  X.AR  TH EN  A4 A4 5
6P0 I F  Y 4 8  AN D  W A  T H EN  R .0 1 - 5
690  R EM  INCREmEmT SC OR E
690 S C O P E
4
S C U R E
4
. 1 0

700 R EM  CHECK T O  S E E  I F  YO U  AR E C AU GH T .I F
)UU AR E P L AY  D EATH  M A R C H

LO I F  V 4 A AN D  , . 4
B T H E N  
P L A Y " D I V
9 1 T 2 L 4 G
G L 6 G G L
4
8

CLS0 GOT0 7 3 0
t2 0  G0 1 0 4 7 8
7A0 p R / N T "Yu U  SCOREL. "SC O R E" P O I N T S ."
(4 0  I P  scu R E> m t  T H EN  H I 4 S 1
-
. :0 R E
75e REM  I N C R EASES H I - SC O PE I F  S C O P E  I S  BI GGER  TH AN  I T
/ 6 6  p R I N T H N I - SC OR E.'N I
770 R R I N I "R N OTH ER  GAM E"
7H8 R EM  SET S KEYS T O  U P F E R
1
.4
,
E

790 POKE3 2 9  2 5 1
400 AO4 I N KEY6

u10 I F  A8 4 "Y " T H EN  1 5  GOTO 8 0
1/1;d0 I F  N e m "N " T H EN  EN D
838 GOT0 8 0 8
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Baffled, bothered,
bewildered? Then you
must be trapped in the 3 D
Labyrinth. Even more puz-
zling than the Ha mpton
Court maze, more difficult
to get out of than the Bar-
bican centre and more
addictive than Dallas, this
game has everything -

5  F L R 5 M  0 :  B R I G A T  0 :  0 . _ i L R  0 :
I N V E R 5 E  O .  B O R D E R  E l :  P A P E R  2 ;  : E N

C L S  P R I N T  A T  7 , 7 ;
-
3 - D  J _ R e

Y R I N T H ' , A 4 T  g , 1 0 ,
-
1 9 0 2  -  
M . B E R T
O N

3 D  L A B Y R I N T H
7  F O R  i = 0  T O  7 :  P O K E  U S  P " a
-
4
-

1 , 2 t i
-  
P O
K E  
U
5
R  
" b
” i
-
i ,
2 t
( 7
- 1
) .  
P

OKE  U 5 R  " c " 4 - i , 1 :  P O K E  U 5 R
1 2 0 :  P O K E  L I A R  " e " i - 4 , 0 .
" f
-
4
-
i ,
1
5
:  
P
O
K
E  
U
S
R  
"
g
"
4
-
2
5
2
-
,
P
0

LISP " h  0 :  P O K E  US T-: i  " 4
-
. 1  ,

-
1
:  
P
O
K
E 
U
S
R 
” 
j  
" 
,  
2
4
0
:  
P
O
K
E 
U
5
R

1 2 .9 .  P O K E  Li f: . R P
r IKE  U E R  -
m " fi ,
2 0 7 ;  
N E
X T  
i

1 0  P O K E  L I S P  " e " 4 - 7 , 2 5 5 .  P O K E  U S
" 1
-
4 -
7 ,
2
5
5 .  
P
O
K
E  
U
5
R  
"
h
-
4
a
*
s
.  
P

OKE U 5 R  " j " . . - 7 , 2 5 5  P O K E  U 5 R  " k " ,
1 2 6 ;  P O K E  U 5 R  “ k “ - 1 - 7 , 1 2 5

1 5  D I M  m f 1 1 , 1 6 ) .  a . 1 1 ) :  ! D I M
A * ( 1 ) :  L E
-
1 . 1 : 1
1 . 1 . 1
"

. L E T  c s = "
2 0  I N P U T  " L e n g t h t 2 - 1 6 )
-
1
-
J
U :  L E

r  u = I N T  u ;  u t 2  O R  u > 1 5  T H E N  G0  T O  2 0
4 0  I N P U T  " W 1 d t h ( 2 - 1 1 ) ? "  L E T

t = I N T  t .  I F  t 2  O R  t . ‘ 1 1  T H E N  G OT O  4 0
5 0  O L 5  •  P R I N T  P T  0 , 1 ,
-
P L E A 5 E

4 A I T  W H I L E  I  C R E A T E  T H E " ; T A 8  1 1 ," L A B Y R I N T H "
1 1 0  R A N D O M I Z E  :  L E T  x = I N T  ( t / 2 )

: L E T  y = I N T  ( t ) / 2 ) :  L E T  m ( x , y ) = 5
1 2 0  L E T  b = 0 :  I F  x c t  T H E N  I F  m ( x .

4 - 1 . S 0 = 0  T H E N  L E T  b = b + 1 :  L E T  a ( b )=1
1 4 0  I F  T H E N  l r  T

0
1
E
N  
L
E
T  
L
.
.
=  
:  
L
E
T  
a  
(
b
)  
=
2

1 5 0  I F  v < t )  T H E N  I F  19( x , y + 1 ) = 0  T
t l E N L E T  b = b 4 - 1 :  L E T  a 1 b ) - 3

1 6 0  I F  y > 1  T H E N  I F  m ( x , v - 1 ) = 0  T
HE N L E T  b = b 4 - 1 .  L E T  a ( b )
-
= 4

1 5 0  I F  b < > 0  T H E N  G O  T O  2 3 0
1 9 0  L E T  b = m ( x , y ) .  G O  5 U B  2 0 0 0 ;

L E T  x 1 = - x l .  L E T  y 1 = - y 1
2 0 0  I F  x 1 = 0  A N D  y 1 = 0  T H E N  G O  T O3 4 0
2 1 0  L E T  x = x 4 - x 1 ;  L E T  y = y - f y l .  G Or o  1 2 0
2 0 0  L E T  b = a ( I N T  ( A N D * 1 0 4 - 1 ) .  G O

5 UB 2 0 0 0
2 6 0  L E T  x = x + x l :  L E T  g = y 4 - 9 1 :  L E T
r o ( x , y = b :  G O  T O  1 2 0
3 4 0  L E T  L = t 4 - 1 :  L E T  m = u 4 - 1 :  L E T  x

= t :  L E T  y = u :  L E T  x 2 = - 1 ;  L E T  u 2 = 0
- B O R D E R  I :  P A P E R  4 :  O L 5  :  G O  S U4 0 0 0

3 5 0  P R I N T  A T  1 , 1 1 ;
-
G O O D  
L U C K ! “ ;

1 0 , 1 0 ;
-
P R E 5 5  
A N
Y  
K E
Y "
:  
P
A
U
S
E

3 7 0  C L 5  :  I N K  1 :  F O R  i  = 0  T O  2 1  :
P R I N T  A T  i 3 1 " . "  N E X T  i  I N K
4 0 0  I F  x 2 = 0  T H E N  G O  T O  7 5 0
4 0 5  L E T  q  = x  3 :  L E T  v  = y  -o-x 2  :

E T  z = y - x 2
4 1 0  F O R  i x  T O  q  S T E P  x 2 ;  L E T

= *
-
i i
-
X )
*
X
2 :  
G
O  
S
U
B  
0
1
0
0
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except clues on how to
escape!

At the start of the game
you are asked to select the
size of the maze. I t is
always organised so that
one exit is at the top left on
the map which you can f o u r  cells in front. You'l l

call up for advice. You start I soon get the hang of theat the bottom right. graphic display and be

4 2 0  L E T  w -1 4 - ; , : . 2
4 3 0  L E T  b = •  ta  ,  St) ;  G O  S uE s  2 0 0 0 :

I F  y 1 = - x 2  T H E N  L E T  a = 1
4 4 0  I F  v ) 0  A N D  v < a )  T H E N  L E T  b = m

( i , v ) :  G O  S U B  2 0 0 0 :  I F  v 1 = x 2  T H EN L E T  a = 1
4 9 0  G O  5 0 B  2 1 0 0 .  I F  3 = 0  r H E N  G O
S UB 2 7 0 0 .  G O  T O  5 3 0

/4 9 5  L E T  a = 0 .  I F  k o ) 0  A N D  w o c t  A N DH. v > 0  A N D  v < m  T E N  L E T  b = m ( w , v ) :
GO S U B  2 0 0 0 :  I F  x 1 = x 2  T H E N  L E T  a

i 4 9 6  I F  v i i l  A N D  v < m  T H E N  L _ E T  b = m
( t i , v ) :  0 0  S U B  d2 1 2 1 0 .  I r  x 1 = - x 2  T ME N L E T  a = 1

4 g ,  I F  a = 1  O R  ( i = 1  A N D  v = 2  A N D
x 2
-
- 1
)  
T
H
E
N  
G
O  
T
O  
5
1
5

5 6 0  G O  S U B  2 3 0 0 :  G O  T O  5 3 0
5 1 5  G O  S U B  2 5 0 0
5 3 0  L E T  a = 0 :  L E T  b = m 1 i , v ) ;  G O  5

UB 2 0 0 0 :  I F  y l = x 2  T H E N  L E T  a = 1
. 5 5 0  I F  z ) 0  A N D  z s m  T H E N  L E T  b = m

/
fi , z ) ;  G O  S U B  2 0 0 0 :  I F  y 1 = - > < 2  T M

E N L E T  . 3 = 1
5 8 0  G O  S U B  2 2 0 0

• 6 1 0  I F  a = 0  T H E N  G O  S U B  2 3 0 0 .  G OTO  7 0 0
6 2 0  L E T  4 3 0 ;  I F  w > 0  A N D  v c t  A N D
z : . 0  A N D  2 _
1
1 -  1
-
E N  
L E
T  
b = m i
( 4 1 ,
2 ) .

GO S U B  2 0 0 0 :  I F  x l = x 2  T H E N  L E T  a= 1
6 4 0  I F  z > 0  A N D  z < m  T H E N  L E T  b = m

( I , Z ) ;  G O  S U E ;  2 0 0 0 .  I F  : 4 1 = - x 2  T ME N L E T  z t . - 1
6 5 0  I F  a = 1  T H E N  G O  T O  I z e l a
6 6 0  G O  S U B  2 4 0 0 .  G O  T O  7 0 0
5 0 0  G O  S U B  2 6 0 0
7 0 0  G O  S U B  3 0 0 0
7 0 5  L E T  a = 0 ;  I F  ( 0 ) 0  A N D  t o c t  T H E

N L E T  b = m 1 1 » , y ) ;  G O  S U B  2 0 0 0 .  I F
x 1 = x 2  T H E N  L E T  a
-
m i .

7 1 0  L E T  b = a ( I , Y ) ;  G O  S U E  2 0 0 0 .
I F  x 1 = - x 2  T H E N  L E T  a = 1

7 2 0  I F  w > 0  A N D  b . « 1  A N D  a = 1  T H E NN E X T  i
7 0 0  I F  ( x 2 = 1  A N D  i < = q )  O R  1 x 2 = -

1 A N D  I . = q )  H N D  1 1 < > 1  O R  y < > 1 )  T
H E N  G O  S U B  2 0 0

7 4 0  G O  T O  1 1 0 1
7 5 0  L E T  q =
4
4 4 - Y 2 * 3 :  
L E
T  
v = x
-
y 2 :  
L

E T  z = x + y 2
7 6 0  F O R  i = y  T O  q  S T E P  y 2 :  L E T

= 4 - ( 1 - 9 ) * y 2 :  G O  S U B  3 1 0 0
7 7 0  L E T  w = i + 9 2
8 0 0  L E T  b = m x , i ) ;  G O  S U B  2 0 0 0 :

I F  X l = y 2  O R  ( y 2 = 1  A N D  x = 1  A N D  i =
1 )  T H E N  L E T  a = 1

( 8 1 0  I F  v > 0  A N D  v < t  T H E N  L E T  b = m
f v , i ) :  G O  S U B  2 0 0 0 .  Z r  x 1 = - y 2  T ME N L E T  a = 1

8 3 0  G O  S U B  2 1 0 0 .  I F  a = 0  T H E N  G O
S UB 2 7 0 0 :  G O  T O  g 3 0
8 5 0  L E T  a = 0 :  I F  v > 0  A N D  t o r n  A N D
v > 0  A N D  v < L  T H E N  L E T  b = v ( v , v ) .

GO S U B  2 0 0 0 ;  I F  y 1 = y 2  T H E N  L E T  a=I .
8 6 0  I F  v > 0  A N D  v c t  T H E N  L E T  b = m

Screen presentation is
simple but effective. The
maze is always displayed
from the back of the cell
you are in - and you can
see up to a ma x imum of

BY M. BEATON
IN 16K

111=11•11111EMI!!
ready to tackle the
mysteries of the maze.

Commands  used are;
F =  forward one cell. R -
right 90 degrees, staying in
the same cell. L = left90
degrees etc. H -  Help!
Returns you to the  map of
the maze showing your
position

(v)
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( v , i ) :  G O  5 U 6  2 0 0 0 :  I F  9 1 = - 9 2  T H
EN L E T  a = 1

5 7 0  I F  a = 1  T H E N  G O  T O  9 0 0
3 0 0  G O  S U E  2 3 0 0 .  G u  T O  9 3 0
9 0 0  G O  5 U 5  2 5 0 0
9 3 0  L E T  a = 0 :  L E T  b = r o i x , 1 ) .  L A : k  5

US 2 0 0 0 .  I F  x 1 = - L 4 2  O R  ( 4 2 = - 1  A N D
x = 1  A N D  1 = 1 )  T H E N  L E I  a l
9 5 0  I F  z > 0  A N D  z < I  T H E N  L E T  b = M

I Z , i ) :  G O  S U B  2 0 0 0 ;  I F  x 1 = y 2  T H E
N L E T  a = 1

9 6 0  G O  S U B  2 2 0 0
9 7 0  I F  a = 0  T H E N  G O  S U B  2 5 0 0 :  G O
TO 1 0 6 0900 LE T  a = 0 :  I F  t o> 0 AND 111<ls A NDz>0 AND z r t  T HE N L E T  b = m ( z . 0 ) .GO 5UB  2 0 0 0 :  I F  y 1 = y 2  THEN LET a

1000 I F  . ; " : 0 AND z < L  THE N ; _L i  b = mGO S Ub 2 0 0 0 :  I F  y 1 = - 9 2  T H
EN L E T  a = 1
1 0 1 0  I F  a = 1  T H E N  G O  T O  1 0 4 0
1 0 2 0  G O  S U B  2 4 0 0 :  G O  T O  1 0 6 0
1 0 4 0  G O  S U E  2 6 0 0
1 0 6 0  G O  S U E  3 0 0 0
1 0 7 0  L E T  a = 0 :  I F  t o > 0  A N D  us<m) T H E
N L E T  b = m ( x ) w ) :  G O  5 U 5  2 0 0 0 :  I F
y 1 = y 2  T H E N  L E T  a = 1
1 0 8 0  L E T  b = m ( x , i ) :  G O  6 J E  2 0 0 0 :
I F  y 1 = - y 2  T H E N  L E T  a = 1
1 0 9 0  I F  w > 0  A N D  w o n  A N D  a = 1  T H E N

NE X T  i
1 1 0 0  I F  ( y 2 = 1  A h D  i N = q )  O R  ( g a = -
1 A N D  i > =
- ,
q  
T H E
N  
G
O  
5
U
E  
2
9
0
0

1 1 0 1  I F  x . c > 1  O R  y ( > 1  T H E N  G O  T O
1 1 0 7
1 1 0 2  I F  x 2 = - 1  T H E N  P R I N T  A T  0 , 1 3

1 , 1 2 , "  I E X I T I  " ; A T  2 , 1 3"
i 1 0 3  I F  y 2 = - 1  T H E N  P R I N T  A T  5 , 2 5
; " O U T > "1 1 0 7  I F  x = t  A N D  y=1 .#  T H E N  P R I N T  A
I  7 , 5 ; " Y O U  A P E  A T  T H E  S T A R T
--
1
1
1
0  
R
E
Z
•
T
O
R
E 
.  
F
O
R 
1
:
1  
T
C
.  
4
_  
P
E
A

D x l , q 1 :  I F  x l = x 2  A N D  9 1 = 1 4 2  T H E N
GO T O  1 1 3 0

1 1 2 0  N E X T  1
1 1 3 0  I N P U T  " W h a t  I S  g o u r  m o v e  ? "

GO T O  1 1 4 0
1 1 3 5  I N P U T  -
L e f t , R i g
h t , F o r w a
r d  
o

r  H e L p ? " ; 1 $
1 1 4 0  I F  1 $ = " r "  O R  i S r :
-
R "  T H E N  
L E

T 1 = 1 + 1 .  G O  T O  1 1 9 0
1 1 5 0  I F  2 $ = " L '  O R  1 $ =
-
L '  T H E N  
L E

T 1 = 1 - 1 :  G O  T O  1 1 9 0
1 1 6 0  I F  1 $ = " r , '  O R  1 $ = " H ”  T H E N

5 U 5  4 0 0 0 .  G O  T O  1 1 3 0
1 1 7 0  I F  1 $ = " f "  O R  1 $ = " F "  T H E N

TO  1 3 2 0
1 1 8 0  G O  T O  1 1 3 5
1 1 9 0  I F  L = 5  T H E N  L E T  1 = 1
1 2 0 0  I F  1 = 0  T H E N  L E T  1 = 4
1 3 0 0  R E S T O R E  :  F O R  1 = 1  T O  i :  R E P
D x 2 , y 2 :  N E X T  A
1 3 1 0  G O  T O  3 7 0
1 3 2 0  L E T  x = x 4 - x 2 :  L E T  y = y + y 2
1 3 3 0  I F  x 1  A N D  y = 1  T H E N  0 0  T O  6
0 0 0
1 3 4 0  I F  x 4 1  O R  x > t  O R  y < 1  O R  y > u

T H E N  G O  T O  1 4 3 0
1 3 5 0  L E T  2 = 0
1 3 6 0  I F  y 2 - 0  T H E N  G O  T O  1 4 0 0
1 3 7 0  L E T  b = m 1 x , y ) :  G O  S U E  2 0 0 0 :
I F  y l = y 2  T H E N  L E T  a = 1
1 3 8 0  L E T  b = m ( x
o
y - y 2 ) : _  
C O  
5 U 6  
2 0
0

0 :  I F  y 1 = - 9 2  T H E N  L E T  a = 2
1 3 9 0  G O  T O  1 4 2 0
1 4 0 0  L E T  b = m ( x o y ) .  G O  5 U E  2 0 0 0 :
I F  x 1 = x 2  T H E N  L E T  a = 1
1 4 2 0  L E T  b - m t x - x 2 , y ) :  G O  s u e  2 0 0
0 :  I F  x 1 = - x 2  T H E N  L E T  a = 1
1 4 2 0  I F  3 = 1  -
T H E N  
G O  
T O  
3 7 0

1 4 3 0  L E T  x = x - x 2 :  L E T  y = y - y 2
1 4 4 0  P R I N T  A T  7 , 4 ; " Y O U  C A N ' T  ' I O U
E T H I S  W A Y "
1 4 5 0  G O  T O  1 1 3 0

GO

GO

•

1

2 0 0 0  L E T  x 1 = 0 :  L E T  y 1 = 0
2 0 0 5  I F  b = 1  T H E N  L E T  x 1
,
1
2 0 1 0  I F  b = 2  T H E N  L E T  x l •  - 1
2 0 2 0  I F  b = 3  T H E N  L E T  W 1 = 1
2 0 3 0  I F  b = 4  T H E N  L E T  y 1 = - 1
2 0 4 0  R E T U R N
2 1 0 0  F O R  j = c  T O  d
2 1 1 0  P R I N T  A T  2 1 - j , j ; " _ /
-  I F  a = 0A N D  j - 9 > - 1  T H E N  P R I N T  A T  J - 9 , j ;

2 1 2 0  N E X T  j :  R E T U R N
2 2 0 0  F O R  j = C  T O  d
2 2 1 0  P R I N T  A T  2 1 - J , . 3 0 - j  " \ "  I F
a = 0  A N D  j - 9 > - 1  T H E N  P R I
N
T  A T  J - 9
1
_
3
0
-
j
;
-
/
"

2 2 2 0  N E X T  R E T U R N
2 3 0 0  L E T  n = d - c ;  F O R  X = s
-  T O  f :  
P R
I N T  A T  K , c ; b $ (  T O  n ) ; " . " :  N E X T  K

R E T U R N
2 4 0 0  L E I  n = 3 0 - d :  L E T  p = d - c .  F O R
k = e  T O  t .  P R I N T  A T  K f t / I S
-
1 1 " ; - 1 : 0 0 i  T
0  p ) :  N E X T  k :  R E T U R N
2 5 0 0  P R I N T  A T  f , c ; "
+ c  T O  F O R  j = e  T O  f - 1 .  P R I N T  A
T  j
e
d ;
" N
" :  
N
E
X
T  
j

2 5 1 0  I F  d - c > . . ,  T H E N  L E T  j = 2 0 - ( ( d -
c ) / 2 + d ) - 1  L E T  n = d - c :  F O R  k = 1 1 - _ , 1

T O  j :  P R I N T  A T  k , c ; b $ (  T O  n ) ; " 1 1
" :  N E X T  k
2 5 2 0  R E T U R N
2 6 0 0  L E T  p = 3 0 - d :  P R I N T  A T  f , p ; " 1 .
- ( T O d - c + 1 ) _ , F O R j = e T O
I - 1 :  P R I N T  A T  j
j
p ; " 8
-  
N E X T  
j

2 6 1 0  I F  d - c > O  T H E N  L E T  j = 2 0 - ( ( d -
c ) / 2 + d ) - 1 :  L E T  n = d - c .  F O R  k = 1 1 - j

T O  j :  P R I N T  A T  k , p , " 1 1 1 " ; b S t  T O  n
) .  N E X T  K
2 6 2 0  R E T U R N
2 7 0 0  F O R  j = e  T O  f .  P R I N T  A T  j , d ,
"  I " :  N E X T  j :  R E T U R N
2 5 0 0  L E T  r = 3 0 - d :  F O R  j = e  T O  f .  P
R I N T  A T  j , r ; 1  " .  N E X T  j .  R E T U R N
2 9 0 0  L E T  n = d + 1 : L  L E T  p = 2 9 - d * 2 :  F O

k = e  T O  f :  P R I N T  A T  k , n ; b $ (  T O
p ) L  N E X T  k :  R E T U R N3 0 0 0  P R I N T  A T  1 4 - 1 , d 4 - 1 ; C S t  T O  2 9 -
d * 2 ) :  R E T U R N
3 1 0 0  L E T  3 = 0 .  L E T  L E T
d = 1 6 - 2 1 i s - 1
1 - 13 1 1 0  L E T  f = 2 0 - d :  L E T  e = 0 :  I F  d - S
> - 1  T H E N  L E T  e = d - 5
3 1 2 0  R E T U R N
4 0 0 0  C L : 5  L E T  r = 9 - I N T  ( t / 2 ) :  L E
T  p = 1 5 - I N T  ( u / 2 )
4 0 0 5  F O R  K = l + r  T O  t + r :  P R I N T  A T

 I" ,  A T  k , u + . 1 4 1 1  N E X T  k :
F O R  X = l + p  T O  u t E .  P R I N T  A T  r , k ; "; A T  t + 1 + r , k ,  ” :  N E X T  k
4 : 0 1 0  O V E R  1 :  F O R  K = 1  T O  t :  F O R  j
=1  T O  U
4 0 2 0  L E T  b = m ( K , j )  G O  S U E  2 0 0 0
4 0 2 5  L E T  g = k + r :  L E T  h = j + p
* 0 2 7  P R I N T  A T  9 , h ; " 0
-1 -0 3 0  I F  x 1 = 1  T H E N  P R I N T  A T  g , n ; "• " ; A T
4 0 4 0  I F  X 1 = - 1  T H E N  P R I N T  A T  g , h ;
"  -
, A
T  
g
+
1
,
h
;
"  
-

f & f 5 0  I F  y 1 = 1  T H E N  P R I N T  A T  g , h ; ". ; A T  g
,
h
-
l i
-  
r

4 0 5 0  I F  y 1 = - 1  T H E N  P R I N T  A T  g , h ;
"  j " ; A T  y , h + 1 ;
-
1  -
4 0 7 0  N E X T  j :  N E X T  k
4 0 9 0  I F  x 2 = 2  T H E N  L E T  i l l = ” V
-4 1 0 0  I F  x 2 = - 1  T H E N  L E T  1 $ = " t .
-4 1 1 0  I F  y 2 = 1  T H E N  L E T  1 $ = " > - •
4 1 2 0  I F  y 2 = - 1  T H E N  L E T  i $ =
-
<
-

4 1 3 0  P R I N T  F L A S H  1 ; A T  2 - r / Y + P ; i $
; F L A S H  0 1 ; A T  l + r , 1
.
. + p ; "  - :  
O V E R  
0

P R I N T  A T  r , l + p ; *
4 1 4 0  R E T U R N
5 0 0 0  D A T A  1 ' 0 , 0 f - 1 , - 1 ' 0 , 0 , 1
5 0 0 0  D O R D E R  3 .  P A P E R  5 :  C L 5  .  P R
I N T  A T  7 , 3 , " Y O U  H A V E  E S C A P E D  F R O

T H E " ; T A B  1 1 , " L R E Y R I N T H " :  F O R  i
= I  T O  4 0 0 :  N E X T  i :  R U N
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Re me mb e r City Bo mb  -
the game that fea tured in  a
ve ry early issue of Co m-
puter and Video Games?
We ll i t s  back -  b igger and
better and for the Dra g o n
32,

You con t ro l a p lane
stead ily losing  h e ig h t
above a skyscraper city.
The on ly wa y you  wi l l  be
able to land  safe ly is to
clear a landing strip by
b o mb in g  the b u ild in g s
flat! I f  you manage  to land
safely the city is rebuilt
wit h  ta lle r b u ild in g s
present ing  you  wit h  a
tougher cha llenge.

I f s  a ve ry add ict ive  ver-
sion of th is classic game,
ma k in g  good use of sound
and colour graphics. Full
instructions are included
in the program.

B O M B E R  AT TA C K
ae ' E f f t f E f E fi f fi f f
Zid ' f  B O M B E k
50 ' 1  H T T A C K
4 '  ' t  S Y  ( i . BE CK E
50 ' f  1 6  ( 1 (  8 3  f
68 ' t i f f f fi f f f f E f f E
78 P uKE 6 5 4 9 5 , 0
de D I M B ( 1 5 , 7 ) . K c 7 , 7 )
90 S C . . . 0
,
H I M I . C L
S
,
I N P U T " D
I P -
F I L U L T Y  
( 1
- 1
0 )
'
,
A

l e e  I F F 4
,
1 e 1  
O R  
W
O  
T H
E N
9 0

110 P m O D E 3 . 1
,
5 C , R E E N I , O .
P C L 5

120 P CL5 5
• * * R A W  PLANE &  BUI LDI NG  BLO CK* *

140 C U L O P
2 , 1 .
D R R W E I M
1 0
.
1
a ; U P I P 2 F
2 R 5 F 1 R 3
F I R I L 1 2 H
1 O 3 "

150 P R I N T ( 1 4 , 1 3 ) , 2 , 2
160 N w 9
,
M • 5
1
. N 1
1
. 2 4
,
M 1 g . 1 6

170  L , E T ( N A M ) - ( N I , M 1 ) , 9 , G
180 C U L O R 4
,
1 . D R A W " B
M 5 0 , 5 0 J R 7
D 7 L 7 U 7 "

1 , 0  P M 1 N T ( 5 3 5 ) , 4 , 4
e00 CO LO R2, 1 D R A W 8 M 5 2 , 5 2 R 5 D 5 L 3 U 5 F 1 "
e l 0  G E T
(
.
5 0 . 5 0 )
-
( 5 7 , 5 7
) , X , G

2 2 0  P CL8 5
eala 'W * S E T O P  BUI L(J I NG S * *
240  FO WI RI 5TO 235S TE P 7
et@ U w R N D 4 A * 1 0 ) . Zw 7 * ( I N T( 1 2 / 7 ) )
260 FOR1w191 7 0 1 9 I - Z  S TE P - 7
270 P u 1 ( I , 1 - 7 ) - ( I . 1 . 7 , 7 ) , K , P S E T
250 N E T T
290 NE X TI
Joe N . a
,
m 1 • 1
5
,
m . t . m
1 . 7

310 '* * RO V E ME NT O F P LRNE * *
3z a c oLom 3 , 1  L I NE ( N , m ) - ( N - 1 . 7 , M 4 7 ) , P S E T, BF
330 N e N
4
.
7 • M w 4
1 • N I .
0 7 f M 1
4 . M 1  
U • N
.
0 . 4
.
0 i w
m 1 .
1 . 1  
I
F
N
1
>
2
5
2

TNENNw0,
N 1 w 1 1
' m
4
P M - 4 .
7 • M l d
. M 1 . 7
. 0

. N
4
5 .
0
1 .
.
0
1
+
7

348 I F  m l > 1 9 0  THE NG O TO 8 1 0
J50 I FNw O TNE N420
360 I F P P O I N T ( N 1 • 1 , M 1 ) ( ) 5  THENG UT0440
-
J
7
0 
P
U
T
(
N
,
M
)
-
(
N
1
,
M
1
'
,
B
.
P
S
h
T

380 P LRY "T2 5 5 0 2 BC"
390 FoRKalTomNE).TK
4e0  I F I N K E Y O W " T N E N  P LAY "TZ5 5 0 3 AB".  ( 4 S U 8 5 8 0
410 G O T0320
420 L I N E ( 2 4 0 . M - 7 ) - ( 2 5 5 . m 1 - 7 ) P S E T , B F
4:10 'W. / CRAS H* *
440 FO RT4 1 T0 1 0 0
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BY G. BECK

450 X . . RNO (3 )+1
. 4 6 0  C O L O R K .
1
t L I N E C N I
,
M 1 ) - ( R N D r .
2 5 5 ) , R N V < I 9
0 ) ) , P S E 7

/
4
(
0  
P
L
A
Y
"
T
2
5
5
0
5
8
0
I
C
"

480 N E ) I T
490 L L S
,
P R I N T
" H A R D  
L O
C K  
Y
O
U  
C R
A S
H E
D '

: 5 0 0  P L A Y
-
T
4
0 2 L
4
D L 8 D D L 4
D L 6 F L U E
E D D C I L 2
D "

510 P RI NT"Y O u RRNRGED TO  S C O R E " J S C P O I N TS "
520 I F  S C> HI  THE N N I
-
S C
540 P RI NT"NI G N-5 CO RE "•w l •"P O I NTS "
540 PRI NT"ANO TNER GO ( Y / N ) "
5 ' 0  B O • I N K E Y O ' I F B M .
0
" T H E N 5 5 0
560  I FE W . >"N"TME N GOT0915.ELSE P O KE 6 5 4 9 4 , a  E ND
570  '* * DRO P P I NG  O F BONS I  CO NTI NUED
MOVEMENT O F P LANE * *
580  P S E T ( 0
,
0 1
,
J ) • W a G i  
B l o O
1
4
7  
I F a
l ) 1
9 0

T N E N O w N
4
- 7
,
G 1 w M 1 . 0
. 1  
R E T
U R N  
E L S
E I F
P P O
I N 1
( 0 , 0
1

. : )5THE NG W2. 01001G 0TO 670  E LS E  P S E T ( 0
,
Q 1 )

• 9 0  C O L O P 3
,
1 . L I N E N . M
0 - ( N + 7 . m
+ 7 ) , P S E T .
8 F

600  N o . N . 7
,
N 1 w N 1 + 7
,
1 F N I ) 2 5 2  
T H E N N
.
0 , N 1 .
1 5 , m .
m .
8 . 7 .

M l . m 1
4
7 . I F N
w O T H
E N 6 S
0

610  I F P P U I N T ( N 1 4 1 , M 1 )
1
, > 5 7 H E N  4 0 1
-
0 4 4 0

620  P U T < N , M ) . ( N I , M 1 ) , B , P 9 E T
630  P LAY "T2 5 5 0 4 8 0 1 f . "
840  F u R K • I T 0 5 0  NEKTK
t 5 0  W T O 5 8 8
660 L I N E ( 2
4
0 . M
- 7
)
-
c 2 5 5 . M 1 -
7 ) . P 9 E 1 ,
8 F
,
G O T 0 6 0 0

6 / 0  P w R N D < A ) * 7
,
F O R T w I T O P
6a0 r 1 . . . O 1
,
1 4 / . 0 4 4 7
-
: I F O I Y
,
1 9 0  
T H E
N G 1
.
1 9 0

t,90 CO LO R5, 1  L I N E ( W
-
3
,
T 1
-
7 )
-
( 0 . 3 , 0 1 )
,
P S E T , B F
,
S C 0 S C 4 . 1 0

708 I F Q 1
-
A 1 s e  
T H E
N R E
T U R
N

e l a  CO LO P3, 1  LI NE (N, M) - (N4 . 7 . R. 0 . 7 ) , P S E T, BF
( 2 0  NoN4. 7 . M. M. N1w N147 Ml e M1  I F N 1 ) 2 5 2  THE NNo0
N I . 1 5  r w 1 + 7  M 1
4
1 1 1 4 . 7
730 I F P P O I N T < N 1
. 1
1 . M 1 ) < ) 5 T H E N G
O T 0 4 4 0

7443 IFFO.OTHEN900
'7 5 0  F u T ( N
,
m > -
( N I , M 1 ) ,
B , P 5 E T

760 P L T I
-
T 2 5 5 0 1
1 9 O "

/ 7 0  FO RK•I T0 5 0 •NE X TK
780 NE )(TT
790 RETURN
800  L I N V
,
2
4
0
,
M
-
7 )
-
( 2 5 5
,
M 1 - 7 ) , P
S E T , 8 F  
L .
0 7
0 7
2 0

810  CLP RI NT"CO NG RATULATI O NS  YOU MANAGED TO  L A N D '
820  P R I N T '  ITS GOINr ,  TO  G E T NARVER NOW"
930  PLAY"T1005BAG8GGA6CGGBAG"

f41 S C • S c
4
R M V 1 0
0 )

et.0 A
0
1
1
1 + 1  
r .
O 1
0 1
1 0
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It was just one of those
days. Nothing about it on
the breakfast-time weather
bulletins of course, but I
looked up at midday  and
the skies were black with
alien postmen all ready to
deliver.

Well it looked as though
some huge galactic sorting
office in the sky had only
just discovered Earth and
we had several eons of
backpost as yet
undelivered a n d  they
were about to put things
right.

Laser bases are of litt le
use when the skies are full
of cartons from mail-order
firms.

Luck ily  a new idea, just
shown on Tomorrow's
World, for a mobile black
hole which can cope with
three on any well-known
breakfast cereal, looks like
coming to mank ind's
rescue. i n t o  -81.

In this  game for the
Atom you must thwart
their  plans and prevent the
boxes from landing. If you
fail to do so they will
gradually  grow into piles
unt il one reaches the top of
the screen. Once you allow
this  to happen you might
as well pack up and go
home for the game is over.

Your only  means of
defence is a mobile Black
Hole that w ill eat
any thing. This  is moved
from left to r ight by means
of the Shift and Repeat
keys. Should you collide
with a Box side or hit a
Pile, your hole is moved
upwards thereby limit ing
your ability  to stop the fall-
ing Boxes.

For those who like
exper imenting, the sound i
effects can be altered by 7
pok ing different values

G R 9 1 N
1REM MPRKUS JAKOBSSON
2REM 3LSTORP 5  57
3REM S-24021 L\DDEK\PINGE
4REM SWEDEN
5P.S12" G R O " L E F T  -
SHIFT"'"RIGHT -  R EPT"" '71N."LEVEL 1-5"wirompu<1,
P . $ 1 1 , L I . V E 2 2
,
G . 7
9U=5-U

10DIMRP4,P-1,L=S13002,P.$21,E
20 PRO LDALLDYS81
30 RR1 LWOW,
40 RP 2 DEX.BMERR2
50EORN,STAL,DEY,BNEPRI,RTSA,P.SE
600=0
70P.$12.F.1=0T031.1?0O1E0=WF;N.J
A=15,8=12,C=0,'D=0
8 0 F = A . R . % 3 2 , G = R . R . % 2 0 0 , G =
-
G ; N = R . R . % E
4
0
4 .
G
. 4 -
3 0

9 0
7
4 4
E
1 =
0 J
P .
"  
0
"
Q

200GOS.a,C=C-1)GOS.d
202IFU=5,G.210
204F.I=1TOU,WPIT.N.
210F.I=ITOU)GOS.8.N.
290G.200
300aD/#8000=32)D?S8001=32
3 0 5 I F
1
1 1 8 0
0 1 $ 0
= 0  
G O
S .
b

310IP?S8002g.S40=0,GOS.c
315D=R+( 0 3 2 ) , C 0 S 8 0 0 0 = 7 6
,
0
1
# 8 0 0 1 = 7 6

220R.

(le

33010D=A-14.(6*32),IFEPSO000=32A.AWA=R-1.R.
3 4 0 1 F C < O A . B > 4 , 6 = 1 3 - 1
,
C = 1 0 . J = 1 0 , K = 2 0 , M o 3
,
G . e

345R.
3506=R+24.(8*32);IFVS800032A.R<30.8=8+1
,
R.
360G.340
370eF.10J TO K S . M ,
7
0 8 0 = I A . I . R R 0 ,
N . . G O S . a  
R .

3 8 0 6 F
-
4 8 0 0 0
= 3 2 4
N /
S 8 0 0
0 = 3 2

381G?S8000=02
382IFF?S8020=255,F48000=255,G05J,G.k
3831Fre08020=76,F=A.R.%32.GOS.9
3 8 4 1 F G
1
4 8 0 2 0 =
2 5 5 , r 2
S 8 0 0 0 =
2 5 5 , G O
S J , G . 1

3 8 5 1 F G
7
S S 0 2 0 =
7 6 , G = A
. P .
% 3 2 , G
O S . 9

3 8 6 1 F M
1
S 8 0 2 0 =
2 5 5 , N
7
S 8 0 0 0 =
2 5 5 , G O
S J , G . m

3 8 7 1 W
7
S 8 0 2 0
= 7 6 , N
= P . P .
% 3 2
,
G O S . 9

3 9 0 F = F 4 - 3 2 , G =
1
7 0 - 3 2 , N = N
4
- 3 2

4 0 0 F 1 4 8 0 0 0 = 7 9 , G
1
S 8 0 0 0 = 7 9 , W # 8 0 0
0 = 7 9

410GOS.a
490R.
5004'J=1,K=3,M=1,G.e
' 5 1 0 9 0 = 0 + 1 ; J = 9 , K = - 3 9 , M = - 1 8
,
P . S 3 0 , 0 , G . e
520hJ=50;K=-50,M=-1,GOS.e,IFO>041=0,P.0
5 2 5 J - 1 0 ,V = 1 0
,
M = 1

1
5
S
O
L
I
.
*
F
F
E
3
)
G
O
S
.
e
,
G
.
7
0

540k1FF<971G.h
550F=A.R.%32.G.383
56011n<97,G.M
570G=A.R.%32,G.385
580m1FM<97,G.h
.590N=R.R.%32,G.387

BY MARKUS JACOBSON

COMPUTER & VIDEO GAMES 79

(Eap)

4)

60)



t e

tie

tie

tw)

No games supplement
would be complete without
that little denizen of the
mazes. So here he is -
renamed and revamped for
the Sharp MZ80k1

Guide your little
Munc he r around his maze
home eating up points and
the Munchers  favourite
snack called "Gulps".
These "Gulps" are
extremely important as
they guard you against the
attentions of those nasty
ghosts which also ha unt
the corridors of the maze.

7.0

80 COMPUTER & VIDEO GAMES

If you manage to gobble
down 20 "Gulps" the ghost
which is chasing you will
turn white  with fear and
runs away. I f you catch
and eat the ghost while he
is in this fear-stricken state
the score is given and you
get a new restocked maze.

Avoiding the ghost is a
difficult task and there are
several surprise features
built into this program
should you manage to
chalk up a high score -
which are best left for you

M U N C H E R S1
I G 0 5 L I E C 0 )  1 1 , j  1 ,  I

2 TEMPO 7 6
MUSICEBAG AG F EDRO RC2"

10 0 I M G ( 4 ) . 0 ( 4 ) , E ( 4 ) , H S ( 1 0 ) . N $
( 1 0 )G ( 1 ) = 5 3 7 0 4 : G

.
( 2 ) = 5 3 3 2 0 : 6 (
3 ) = 5 4 1
6 6
:
0
(
4 )
=
5 4 1 7 0
: X
9 = 0
:
1

16 F 4 J R N = 1 1 0 4 : P L N ) = 6 ( N ) : N E X T N
0 =1
P R i N T " U P r e s s  A n y  k e y  o r  F .  t o  e n d . "
G E T A $ : I F A $ = " E " T H E N P R I N T " E T h a n k y o u . " : E N D
I F A $ = " " T H E N 3 2
A l l i = " A " : A 2 $ = " D " : 4 5 $ = " W " : A
4
$ = " X "
P R I N T " E U S L  D I F F E R E N T  k E Y S ? "
G E 1 A $ : 1 F A $ = " " T H E N 9 2
1 F A $ = " N " T H E N 9 H

.
4
4 
'
I
N
P
U
T 
"
E
W
E
S
T 
V
E
Y
? 
"
:
A
l
$

.
e
,
t
i  
I
N
P
U
T 
4
8
E
A
S
T 
r
E
N
? 
"
:
,
A
2
$

Yo I N P U T  " U N O R T H  K E Y ?  " A ' ! . $
9 7  I N P U T  " H S O U T H  K E Y ?  " : A 4 $
9 8  A = A S C ( A l $ 0 : 6 = A S C ( A 2 $ ) : C = A S C ( A
3 4 0
: D = A S C
(
A
4
$
)

1 0 0  P R I N T  " 8 8 8 M U N C H E R S . "
1 1 0  P R I N T  " 8 P r e s s  A N Y  K E Y . "
120  G E T  A $ : I F  A $ = " "  T H E N  1 2 0
130 R E M  * * * *  DRA W M A Z E  * * * *
135 P R I N 1
140 P R I N T  "  !4J'Av. .  . . . . . . . . . .  * • . . . . . . .
1 5 0  F R  I Ni  "  Og• N r e
,
U M * .  
fi M P A M M W .  
W O .  
m s s I M M
1 0 0 . .  
N O M
M O N
A .

160  P R I N T  . . . . . . .  ;
1 70 P R  I NT "  M A N .  WAANktMg. V . • O a t i k # M.  010130NOWli.
1 8 0  P R  I  N T  "    • . * 4 L  N'rs
,
• •  •  •  •  •  
•  •  •  
•  •  
•  •  
•   
•

19(P P R  INI  "  O W I E W A N W i l i M .  A .  U.  NO WNA MP A MY A WV A L  a .  :2i:io PR I NI "  - 4 . .  . . . . . . . .  —
2 10 P R  I N ' '  l i W A .  Y 0 1
,
0 . 1 0 . 1 4 g i f A A
M .

2 2 0  P R  I N T  "    • f f , • W   " a •  * " :
.! 70 P R  I "   .  .  •  .  N  . . . .  ;

PR
I  
N
T  
"  
-  
•  
.  
4
1
•
.
—  
.
.
.
.
.  
.  
•
*
.

_ P R  I N1 "  A i N e z • .  g . • A - s O I N W A .  a t 4 N i M
I N T  "  ▪  .    A 4 1 4 1 .  r g 0 .

2 8 0  P R I N T "  . . . . .  . . . . . . . . . . . .  . . . . . .
2 9 0  P R  I N "  ▪  M A O .  0144. A l l O S P A M I A .

1 P R I N T
:510 P R  I NT "  YaL Wit
▪ i A  • - z •  •  
F A M O  
•  
~ W M
.  
• . • •  
•  
O n e i K
W : t 0 ;
§  
•  
•  
1 4 0 1
1 0
,
*  
•

x 0  "

0 P R I M  "  .    4 i f t .  :
, P R I N T  "  W A M O N I I C I M Y .  Otos044 1104§.

_:•.•10 P R  I N "  . . . . . . . . . . .  . . .
1 . . . . .35

1
) 
P
R  
N
-
r  
"  
w
o
o
m
.  
~
w
o
w
*
.  
;

:
,
-
.
6
c
)  
P
R 
I  
" 
.  
.
.
.
.
.    
•

'3 7 P R  I N I "  '  M i g a i i a a W M A g O i g O I N i n k 0 ~ A M P A W A M W O W A
i
i
: f t

7
q
.
3
0  
G
O
T
0
4
0
0
0

to find out! At the end of
each game the top ten
scores are displayed.

To move your little
Munc he r  around use the
W. A. D and X  keys as in
many MZ80k games.

I
I
f  
y
o
u  
f
i
n
d  
t
h
e  
g
a
m
e  
t
o
o

difficult then a useful tip is
to change the value of the
variable P9 in line 420
which specifies the
numbe r of "Gulps" that
must be munc he d before
the ghost turns white.

OK 4 6
4
0
#  
V
,
*

. V

BY C. STANGROOM &

I. MACNALIGHTON

1:13311111•11M1
The author has

managed a high score of
258,000 - so that's the target
for all you maze fans out
there!
Variables:
206, 207-different ghosts.
46-fullstop. 202-man.
208-grey walls.
191-"Gulps". PEEK
(17828)- address contains
ASC code of key passed in
GET routine. 53248- screen
address (TOP LEFT).

The  author says that
conversion to a Pet is easy
using the above variables. (.4
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44m) RE M * * * *  V A R 1 A b L E S  * * * *
410  X = 5 . 7 2 9 .
-
3 : Y = 2 0 2 : 0 =
1 7 8 2 8 : E = 2 0
8 : 1 - = 0 /

1 = 1 : J = - 1 : f = 4 0 : L = - 4 0 : M = 3 0 : 1 = 1 0 : V = 1 9 1 : P = 0 : P - . . '  - 0 : G = 2 0 6 : T 1 = 1 1 4 ( 0 * 1 . 5 )
4 3 0  I I = 1 : J 1 = - 1 : f 1 = 4 u : L 1 = - 4 0
440  F O 1 E x . Y
500  G E 1 x $ : I F F E E t ( 0 ) = H 1 H E N X x = 4
5 2 0  I F P E E K ( 0 ) = D I H E N X X = 1
530  I F P L E V ( 0 ) = C 1 H L W X = L
'I  1 F P F E f  ( U ) = D 1 H L N X X = I

x - f x X : I F F E E )  ( x ) = E 1 H L N X X - X X : 0 0 1
1
0 6 2 1

I F P E E t e (X )= F T H E N 2 0 0 0
1 F P E E ( X ) = U T H E N S C = S C + T
I P P E E f (X )= V I HE NP = 1 - ' 1 -1
1 F ( P = P 9 ) * ( 1 2 =
0
) T H E N F = G : T I S
= " 0 0 0 0 0 0 " :
1 1 =
-
1 1 : J 1 = -
J 1 : t 1 = - 1 1 : L 1 =
- L I : M =  
M
:
1  
1

tOKL X - X X . 0 : P O I E X . Y
I F U R H = 1 T U O : P 0 / 1 1 0 ( H ) . F

, l u  1 F G ( H )  X
-
I
-
M 1 H E N G G
= L 1 : 0 0 1 0
,
7
5 0

7
2
0  
I
F
G
(
H
)  
X
-
M
1
H
E
N
G
G
=
1
1
:
6
0
1
0
7
5
0

I F 6 ( H )  X T H E N 6 6 = T I : 6 0 I 0 7 5 0
40  G 6 = J 1 : 8 0 1 " O 7 5 0

745 I F W E L F  ( 6 ( H ) + 1 1 ) = E ) * ( P E E K ( G ( H ) f - I 1 ) = E ) T H E N G 0 - - J 1 : ( 3 0 1 0 7 5 0
7
4
7  
I
F  
(
P
E
E
t
(
G
(
H
)
-
1
,
-
1
)
=
E
)
*
(
P
E
E
1
.
-
(
G
(
H
)
-
I
1
)
=
E
)
T
H
E
N
G
G
=
1
1

750 G ( H ) = G ( H ) + G G : P 0 f E  6 ( H ) - G 6 . 1 1
78(0 I I P E E I  ( G ( H ) ) = E 1 H E N G ( H ) = G ( H ) - 6 6 : 1 5 0 = S G N ( G G ) * 4 1 - G G : G 0 1
-
0 7 4 5
1
9
0  
l
i
P
E
E
f
.
(
5
(
H
)
)
:
Y
1
H
F
N
2
t
t
(
1
t
i

5 1 1 - 0 - = 1 ) * ( V A L ( 1 1 $ )  = T I ) T H E N F = 2 0 / : 1 2 = 0 : I 1 = - I I : J 1 = - J I :
• - - 1 1 : L 1 = - L I : M = - M : P = 0

P 0 I E G ( H ) . F : N E X 1 U : G O I 0 5 0 0
I F F = 2 0 6 1 H E N 5 0 0 0

05  S L = S C - f - I I * 1 0 0 0 0 0 0
9 r = S C W * 1 0 0
F 0 R J = u T U 5 : F O R I = I T O J * 5 0 S I E P J : P M E 4 5 1 4 . I : U S R ( 6 0 ) : N E X T I , J
F O R J = 2 5 5 1 0 1 S T E P
-
3 : P O K E 4 5 1 4 . J : U S
R ( 6 8 ) : N E X I J

U S R ( 7 1 )
u P R I N I  D M M U N ( H ' " "

• P R I N T " S S I O R E  =  " : b C
1 1 -S C J A S (1 0 )T H E N I N P U T " N o ME
-
'  " : 1 4 $ ( 1 0 )
I F L E N ( N $ ( 1 0 ) )  1 5 T H E N F R I N T " 1 0 0  L O N U . . . ( M A X  1 5 ) " : 6 0 1 0 2 0 3 0

-  I F S C  H 5 ( 1 0 ) T H E N H S ( 1 0 ) = S C : G O T 0 2 0 4 0
MUS I C " CDE E E T G O O C"
6 0 t 0 2 - 1
-
, 0

.4() R E M * * * *  H A I L  O F  r(-4 ML  * * * *
• P O R S 1 = 1 1 0 9 : M = 0

F O R9 2 = b 1 1 0 1 0
'0  I F H S ( S 2 ) - = M T H E N
-
2 0 9 0

10  M = H S t S 2 ) : S , = . 5 2
q 0  N E X T S 2

• 0 0  H S ( S 3 ) = H S ( S 1 ) : H S ( b 1 ) = M
10 N S = N S ( S 3 ) : N S ( S 3 ) = N S ( S 1 ) : N S ( S 1 ) = N I
,120 NE X T S 1

P R I N T H E H a I I  o f  F a m e . . . . "
140 F O R N = 1 1 0 1 0

. 1 5 0  P R I N I " n " ; N : " . " : T A I
-
1 ( 4 ) : H S t N ) : T A E I ( 2 0 ) : N
S ( N )

160 N E R T N
- 1 / 0  S C = 0 : 0 0 T 0 1 0
3000  RE M * * * *  I N b T R U C T I O N S  * * * *
3 0 1 0  P R I N T " E n E M U N C H E R S . "
-
u
2
0  
L
(
1
1
,
=
"
n
W
r
i
t
t
e
n  
b
y

' 0 7 0  E 2 I
,
t
- -
- " 2 C h r i
s  
S t a
n g r
o o
m

3040 E t : $ = " n I a i n  M a L N a u n h t o n "
3050 F O R N = I T U L E N ( H 1 S ) : F R I N T M I D S ( B I S . N . 1 ) ; . : F U R I = 1 T 0 2 0 : N E X T I : N E X 1 N : P R I N I
3 0 6 0  F O F N = 1 T O L E N ( B 2 S ) : P R I N I M I L A ( b 2 S . N . 1 ) : : F O R T = I T 0 2 0 : N E X T I : N E X I N : P R I N T
3063 P R I N T  'BmicArAuft&"
3065  F O R N = 1 T U L F N ( D 3 4 ) : P h I N T M I D $ ( 1
-
1 3 $ , N ,
1 ) : F O R I = J T 0 2 0 : N E X T I : N E X r N

*.)10 P R I N 1 " U U H U E E N E I n s t r u c t i o n s '  4
,
1 -
1
/ I \ O "

1P90 F O R N = I T O 5 o o : N E X I N
• 1
,
1
0  
F
A
-
T
A
%

110 I t A $ - " " I H L N , 1 0 0
.:1120 F 0 R N = 5 6 0 8 T 0 5 _ 7 . 6 1 3 : F O K E N , 2 0 7 : F O R T = 1 1 0 2 5 0 S 1 E F 5 0 : P 0 1
,
. E 4 5 1 4 , T 1 J 5 R ( 6 8 /
3130 N E X I I : P O I E N . u : N E X T N : U S P ( 7 1 )
-
1
-
1
1 
F
0
E
-
E
5
3
5
7
3
,
2
0
/
G
O
s
U
R
5
S
0
0
:
P
O
I
E
5
3
1
-
J
/
3
,
0
:
0
1
)
S
U
E
1
5
-
1
1
1
0
0
:
1
0
f
E
5
'
1
5
-
7
3
,
2
0
7
:
6
0
b
U
b
5
:
1
0
0

P O r E 5 3 5 3 3 , 0 : G O S U B 5
-
L 0 7 0 : P O P E 5 1 5 7 3 . 2 0 7
: G O S U I - 1 5 0 0 : P 0 f L 5 3
5 / 7 . 0 : G O S U B 5 3 0 0

F O R N = 5 : 6 1
-
1
-
0 5 : • ; : P 0 1
, -
E N . . . . !
0 / : F 0 k 1 -
,
1 1  
0 2 5 ( )
S T E P 5
0 : P t A
L 4 5 1 4
, 1
-
: U S R (
6 9 ) : N
E X 1 1

317,5 P 0 E E N , O : N E X I N : U S R ( 6 8 ) : P 0 1 1 - 4 4 6 5 . 0 : P 0 I E 4 4 6 6 . 9 : P R I N T " G  0  O D  L U C  1
,
"

3177 U S R ( 7 1 ) : F O R N - 1 1 1 . 1 1 0 o w N E ) ( 1
3 1 4 u  I V A S = " N " T H L N : . 2 8 0
3145  U f 3 R ( 7 1 )
3150 P R I N T  " E I n s t r u c t i o n s . "
7160 P R I N T  ' R u n  f r o m  t h e  G H0 8 1  (  )  e a t  t h e  d o t s "
' 1 ' 0  P R I N T  "U.Pf  G U L P S  (  ) .  A s  s o o n  a s  Y o u  h a v e "

1
1
0  
P
R
I
N
T  
"
n
e
a
t
e
n  
2
0  
G
U
L
P
S
.  
t
h
e  
G
h
o
s
t  
t
u
r
n
s
"

70 P R I N I  " n W H I T E  a n d  Y o u  m u s t  c h a s e  I t . "
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RR114 2 1 i  y O U  c . . i c h  i t .  a  n e w  s c r e e n  w i l l "
3 2 1
0  
P
R
I
N
I  
2
a
p
p
e
a
r
.  
N
o
r
m
a
l  
c
o
n
t
r
o
l
s  
a
r
e
:  
"

3 2 2 0  P R I N I  2 i )  - - -  W E S T . "
7 2 3 0  P R I N I  2 D  -  -  E A S T . "
' 2 4 0  P R I N T  " U W  N O R T H . "
2 5 0  P R I N T  " 2 X  - - -  S O U T H .  F r e s s  A n o  K e y . "
2.60 P 0 T E 5 3 3 4 8 . 2 0 7 : P M E
5 7
.
4 1 7
.
1 ( 4 1

' .270  G E T A S : I F A $ = '  1 H E N _
,
2 7
0

3 2 8 0  R E M * * * *  D A T A  * * * *
3 2 9 0  D I M H ( 2 5 ) . F ( 1 0
0 )
. 1
4 -
_ % : .
)

3 3 0 0  U S R ( 6 2 ) : F O R N = 1 1 - 0 2 5 : P E A D H ( N ) : H ( N ) = H ( N ) 4 5 3 u 0 0 : N E X T N
' 3 1 0  D A T A  7 5 1 . 9 - 7 5 . 5 4 2 . 7 . 7 6 , 9 7 . ' , 9 9 7 . 9 8 7 . 9 8 0 . 6 8 1 , 6 7 6 . 7 0 0 . 9 5 . 5 9 5 . 3 4 7 , - , 5 5 . 6 2 2 . 7 6 7
3 3 2 0  D A T A  1 6 4 . 7 6 5 . 4 9 8 . 4 1 8 . 4 2 4 4
5 1 6 , 1 0 7 1
.
7 8 5

3 3 3 0  F O R N = I T 0 1 0 0 : R E A D R ( N ) : N E X T N  / -
3 3 4 u  D A T A  1 . 1 . 1 . 1 . 2 . 2 . 2 . 1 .
1 r
. .
3

3 3 5 0  D A T A  3 . . 1 . 4 , 1 . 4 . 1 . 4 . : . 1
- 7
6
0  
D
A
1
A  
3
.
4
.
4
.
2
.
2
.
1
.
4
.
1
.
4
.

-
'
4
1
D
A
T
A 
1
,
1
.
7
.
2
.
-
3
,
7
,
4
.
4
.
2
.
-

6 4  3 0  D A T A  2 . 1 . 1 . 4 , 4 . 1 .
7
. 4 ,
2 , 3

7fl D A T A  3 . 3 . 2 . 3 . 4 . 4 . . 1 .
1
.
2

4(m) D A T A  2 , 2 . 2 . 3 , 4 . 1 . 4 .
4
.
1
. f

v 4 I 0  D A T A  2 . 3 . 4 . 2 . 3 , 4 ,
-
3 .
2
.
3
.
4

3 4 2 0  D A T A  1 , 1 . 1 , 2 , 2 . 2 . 3 . 3 ,
3
.
4

3 4 3 0  D A T A  4 . 4 , 2 , 2 , 3 . 7 . . 2 . 2 .
3
.
2

.7440 F O R N = 1 1 U 2 7 : R E A D 1 ( N
)
: N E X T N
7 4 5 u  D A T A  1 3 , 1 7 . 2 0 . 2 6 . 3 0 . 3 . 3 4 . 7 , 9 . 4 0 . 4 2 . 4 7 . 4 9 . 5 3 . 5 9 , 6 i 1 , 6 1 . :
3 4 6 0  D A 1 A  6 6 . 6 9 . 1 1 , 7 4 . 7 8
9
9 3 . 9 4 .
9 7
,
9 8 , 1 u u

3 4 7 0  R E M * * * *  F I N I S H  * * * *
614 3484) R E T U R N

4 0 0 0  R E M * * * *  V A R I A T I O N S  * * * *
44)10 R E M
4 0 2 0  R E M *  H O L E S  *
4 0 3 0  F O R N = 1 1 0 I N fi S L / 4
1 ) 0 0 0 )4 u 4 0  F0 I < E 1 -1 (1 0 . 4 6
4 0 5 0  N E X T N
4 0 6 0  R E M  *  NUMB E R O F  P U D S  *
4 0 7 0  0 = P ( I N T ( S C / I 0 0 0
0
)
)

4 0 8 0  R E M *  T R A I L  *
4 0 9 0  U = 4 6

6 4  4 1 0 0  H A R N = 1 T 0 2 7
4 1 1 0  E F I N T ( S C / 1 0 0 0 0 ) = T
(
N ) T H E N U
= 2 0 7

4 1 - u  N E X T N
4 1 3 0  R E M  *  H O L E S  B L O C I E D  U P  *
4 1 4 0  I E R N D ( 1 ) - 0 . 5 1 H E N F O K E 5
3
/
2 9
.
2 0 7

4154) ] F ( R N D ( 1 )  0 . 2 ) * ( 0 < 4 ) * ( U = 4 6 ) 1 H E N R O T E 5 7 ) 4 0 7 . 4 e 1 0 O 1 . E 5 3 4 u 9 . 4 6
4161) I F ( R N D ( 1 )  u . . . ) * ( 0 < 4 ) * ( U = 4 6 ) T H E N P 0 1 - , E 5 4 0 8 7 , 4 6 : P O I E 5 4 4 1 8 9 . 4 6
4 1 7 u  I F 3 C + I I * 1 0 0 0 0 4 1 0  ' 5 0 0 0 1 P 0 T HE NX 9 = 1 o u UO
4 1 8 0  G O T  0
4 0 ' )-
.
0
0
0  
5
1
=
0
:
S
C
=
5
C
-
4
-
F
*
1
W
:
1
'
2
=
0

6 4  6 0 5 U B 5 2 0 0007 F O R N N = 1 1 0 5 5
.08 S T= 8 1 4 -1

' 0 1 0  F O R N = 2 5 5 T O 1 S T E P
-
S T *
2

5 0 2 0  P 0 I - E 4 5 1 3 , N : U S R (
6 8 )5 0 3 0  N E X T N
5 0 3 5  N E X T N N
5 0 4 5  S E = S C - 1 - 2 0 0 0 ÷ X 9 : F T = F T
4 - 15 0 4 6  I F  F T = 4  T H E N  F T = 1 : G O T O  5 1 0 0
5 0 4 7  I F S C  1 u u u u u 0 T H E N I I = 1 1
4
1 : G C = S C
- 1 0 0 0 0 0 0

5 0 4 8  P R I N T " O E C S C O R E  " : S C 4 - 1 I * 1 0 0 0 0 0 0
5 0 5 0  U S R ( 7 1 ) : S T =
05 0 6 0  P O T E 4 4 6 6 . 2 3 : P R I N 1 " 2 E P R E S S  A N Y  I . E Y . "
5 0 7 0  G E T A $ : I F A S = " " T H E N 5 u
7 05 0 8 0  1 J 9 R ( 6 2 ) : 6 0 1 0 1 : 0
5 1 0 0  F O R  N N = 5 5  T O  1  S T E P - 1
5 1 1 0  S T = S T - 1
5 1 2 0  F O R  N = 2 5 5  T O  1  S TE T- - S 1 * 2
5 1 3 0  P O F E  4 5 1 3 . N : U 9 R i 6 8 )
5 1 4 u  NE X T  N
5 1 5 0  N E X T  N N

6
1
,
1  
5
1
6
o  
S
C
=
S
C
-
4
-
1
0
u
0
0
4
-
X
9
:
F
1
=
1
:
0
1
1
1
0  
5
0
4
7

5 2 0 o  R E M S T A R T  P O S I T I O N S  *
5 2 1 0  F O R N = I T O 4

5 2 4 0

5 2 2 0  E ( N ) =  1 .I N T ( R N D ( 1 ) * 4 ) 1
5 2 3 0  F O R I = N - I T O 1 S T E P
-
1 : I F E
1 1 ) =
E
(
N
I
I H E N
5 2 2 0

NEXT
5 2 5 0  N E X T N
5 2 6 0  R E M *  S WA P  *

F O R N = I T 0 4 : 6 ( N ) = D ( E
(
N )
)
: N E X
1
N

5 2 8 0  R E T U R N
614  5
7
0 0  
F O
R T
= 1
1 1
1
0
: N E
X T  
T  
:  
R
E
T
U
R
N
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In Short Circuit you are
charged with repairing a
silicon chip from the in-
side.

Your mission is to help
Fred the Repairman to rec-
tify a short circuit in the
wall of the chip.

This is done by picking
up the pills of silicon chip
repairing vitamins which

can be found on the edge
of screen.

Fred must be guided
through the chip using the
keys:

U p - 7
Down -
Left
Right - I

S H O R T  C I R C U I T
1 G O TO  9 6 0 o
2 GOTO 9 5 0 0
-F• P O KE  1 0 1 6 7 ,  1 : TEMPO 7

4 P R  INT"IE" : FOR A = 1  I
-
0  1 0 0 :  
X = I N T  
( 4 9 * R N
D  
( 1  
)  
) :

Y=-
-
I 
N
T  
(  
7
9
-
1
0
-
R
N
D  
(  
1  
)  
)

:S E T Y .  X,J N E X T
6 P R  I NT TAB (1 7 )  ; "028112I/CSHORT"
7 P R I N T
-
I
-
A [ 1 ( 1 6 )  
;  
" C I
R C U
I T "

8 F ' ' R I N T : P R I N T T A B ( 1 7 ) ;  "---Vi --"9 P R  I NTIAB ( 1'7) ; "z'a30.,';"
10 P R  I NT I AB ( 1 7 ) ; "o•'"%.0"
11 P R I N T I A B  (1 7 )  ; ",-- '--•--,"
13 P R  I NITAB (1 7 )  ; •"•, e's•
14 P R I N T T A B  (1 7 )  ; " • ----'• " :P R I N T T A B  (3 ) ;
" ( C ) c o p y r i g h t  s t u a r t  w i d e r ( 7 . 6 . 8 2 ) "
15 F O R  6 = 1  T O  1 0 0 0 : N E X T : U S R ( 7 1 ) : S C = 0 : T = 070  D I M  M ( 2 5 5 )16 F O R  X = 1  T O  5 0 : F R I N 1 : N E X T : R N = 5 3 5 4 0

71 F O R  C
. ,
4 0  
T O  
2 5 5
: P O
K E  
4 5
1 4 ,
C :
U S
R (
6 8 )

72 M(C)= BN:E N= 8 N4 . 173 NE WT
74 P R I N T " R "

8 3  P R  IN T TAP ( 9 ) ; " 2B2f3t4A-,. P r k l  4 4 4  P i t t ,  I A  V I "
8 4  P R  I NT I AB ( 9 ) ; "Pl PI  ti l  F A  PI  I f  t  I ' I t l
-  t i r85  P R  I NT TAB (9 )  ; "Ps i r  Mi /  M I A  ti l  P I  P I  C r
86  P R  INTTAB (9 )  ; " p r t .  ti l  1 4  v i  1,4 r t  I A  0
8 7  P R  I NT TAB C 9 ) • '' Fl k:-/ rsti.ri kr.1 LA M T '  l a  k i l "8 8  U S R ( 7 1 ) : F O R  LiV=1  1 0 1 0
0 0 : N E X T  G V90  P RI NT" NnT1  S C O R E  H I - S C O R E " ; H S ; "  " - X S : T E M P O100 P R I N T  " Aok r - - - - - - - - -  - - - - - - -110
120  P R I N T "
1 3 0  P R I N T  ' ' ' '
140  P R  INT "::.-,
15c) P R  INT " :!,. 0 "
160  P R I N T " .  ; • , -

1 70 P R  I NI  " 4  • 'r i t.Firriv ,P le  k f , i W t . i l . "180 P R  I N T " 0
190 P RI NT" . AM 0 "2 0 0  P R  INT "0 M

"2 2 0  P R I N T '
2 1 0  P R  I NT "

 0 4 4 1 c * MA-V 1 4 4 1  r i p s : v m m t t v F  : : : ! • •2 4 0  P R I N T "
2 5 0  P R  I NT ":.'. I l z ' l
2 7 0  P R  / NT " 02 6 0  P R  INT ":AlliP WV,41g)tPagir40144*.44 -45P 0."
2 8 0  P R I N T '    .0 • ; - , 1
'290  P R I  NT " ',
-
s; 
:
s
:
4
0

3 0 0  P R I  NT" 0

3 1 0  P R I N T  "P.143.141:11100(108411804.••00114044*/54444"3 3 0  P R I N T  "In"3'20 P R  INT " 1 4 4 1 4 - 1 4
4 I 1 4 1 4 " 3 1 1 .  
I -  
C I A V E t r n i t i
l fi r "

3:35 P R I N T
3 4 0  P R I N T  TAB (3 3 )  ; "SHORT"
3 5 0  P R I NT - I A [1 (3 '2 ) ;  " C I R C U I T "
3 6 0  P R I N T :P R I N T -T A B  (3 3 )  ; "•-•.•'%./ ---"3 7 0  P R  INTTAB (3 3 )  ;
3 8 0  P R  INTTAB C33) ; " 0 /  ‘ 0 "3 9 0  P R I N . / T A B  (.33)
4 0 0  P R  I NT TAB ( 3.3) ; " % ill'a .,'"
4 1 0  P R  I NTTAB (
.
3 3 )  ;  
"  . - - - - -
" '  "

4 1 5  P R I N T
4'20 P
R I N
T T A
B ( 3
3 ) ;  
"
B
Y
"

4 3 0  P k  I NTIAB (3:3) ; "S TUART"

Fred must not touch
any thing on his way up to
the v itamin pills or he will
be instantly  fried by 10
billion volts. He must also
beware of the Sparx which
wander around the chip.

A nice display awaits
you should you complete

BY S. WIDER

Fred's hazardous task. Ana
the author's highest score
is 1,980 so try and beat that.

Next month we publish
the sequel to this game
called Repairman's
Revenge. And the author
has speeded up his sparx
and armed Fred with an
energy gun. . .  don't miss it
Sharp owners.

7

COMPUTER & VIDEO GAMES 83

(14

tie

tie

6I4



;

1

twi

to)

4 6 0  F R I N T T A B ( 7 3 ) W I 0 E R "
461 R E M  T I T S E T  U P  V A R I A B L E S t t t t "
4 6 2  M A N = 5 6 9 7 5
-
4 0
4 6 3  A = 2 0 7
4 6 4  C = 1
5 0 0  GOE U8  1 0 0 0
5 2 0  GOTO 5 0 0
1000  G E T  A S
1 0
0
1  
P
O
K
E  
4
5
1
4
.
2
5
5
:
U
S
R
(
6
8
)

1010  I F  F E E K ( 1 7 8 2 8 ) - . 5 5  T H E N  P O K E
1 0 2 0  I F  E E E K ( 1 / 8 2 8 ) = 7 3  T H E N  P O K E
1030  I F  P E E K ( 1 7 8 2 8 ) = 7 4  T H E N  P O K E
1
0
4
0  
I
F  
F
E
E
K
(
1
7
8
2
C
)
=
8
9  
T
H
E
N  
P
O
K
E

M A N . 0 : M A N = M A N
-
4
0

MA N.0 :MA N=MA N+1
MA N. 0 : MA N= MA N+ 4 0
MA N . 0 : MA N = MA N
-
1
1042  U S R ( 7 1 )
1050  F O I E  M A N . A
1051 G O TO  5 0 0
01052 I F  A = 2 0 6  T H E N  GOTO 7 . 5 0 0
1
4
0
5
5  
I
F
(
K
E
L
I
I
M
A
N
4
4
0
)  
'
1
,
I
H
E
N  
A
=
2
0
6
:

M A N A - 4
0
.
0
: G O T O  
6 0
0
0 : M
0 =
0

1
0
a
0  
I
F
t
I
E
E
K
4
M
A
N
4
-
1
)  
u
/
f
H
L
N  
G
O
I
0

1070  1 F ( P E E K ( M A N
-
1 )  
0 ) T H E
N  
G O T O  
2 0 ( )
i .

1080  I F ( P E F I  (MA N- I -4
0
,  0 / M E N  
G O T O  
3 0 0
0

1090  I F ( P E E I  ( M A N
-
4 ) )  0 /
F H E N  
G O T O  
5 0 0
0

1100 RE TURN
1956 I F  A = 2 0 7  T H E N  GOTO 1 0 5 5
3 0 0 0  F O R 8 = 2 0 6  1 0  2 0 7
3001  P O K E  4 5 1 4 . 2 0 0 : U S R ( 6 8 )
3 0 1 0  P O K E  M A N . 8
1025  C= C+ 1
1 0 2 6  I F  C ; 5 0  T H E N  3 0 4
0 07..0 N E X T  B
5 0 5 5  GOTO 3 0 0 0
.040  P OK E  M A N - 1 . 2 . : 7 : F O t E  M A N
-
2 . 2 2 7

3 0 4 5  P O K E  MA N)-1 . 2 2 7 : P O K E  MA N+ , , ! . 2 2 7
3 0 5 0  P UK E  M A N . 1 6 6
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Arcade action for Beeb
space captains with an eye
for the aliens. This is a ver-
sion of that a ll-time arcade
classic Defender. Fly ing
over the mounta inous
terrain of your planet you
come upon an alien
invader swooping in for
the attack.
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Line  the attacking ship
up in the sights of your
laser-blaster and fire away.
If you score a hit the alien
craft will explode into a
mill ion small fragments.
Those alien ships will keep
on coming unti l  you have
wiped out the entire fleet -

and you have iust three
ships to complete the task.

There are three skill
levels to master - but do
not move above the first
unti l  you have mastered
the controls. The  program
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BY J. McFARLANE
ON MODEL A
IN 32K

realistic sound and
graphics.

There  is on-screen
scoring and you get an
extra ship at 1,000 points.
as well as a high score
facility.

The  author's  high score
is 1,500 on level three - can
you better it!

• k  •

,

• 2 3 ,

5
p
0
,
0
,
(

2 6 , 0  1EH%,

HONsii'lcz :  E
:ENVELOPE.

HY. . ) o o t V O L 5 t p E S • l o P E 9 6 0 : * F X 1 2 , 0
' 1 HZ2 3 1 +"  " 1 0 , 1 ) C - 1 ; C L S : I N P U T '

* —
M i
c h  
1
,  
.  
:
1
F
L
E
*
M
,
c
1  
0
R
L
E
V
%
)
,
3  
T
H
E
N
7
0

* FX 1 1 , 1
O NL E V % G 0 S U1 3 8 3 0 , 8 4 0 , 8 5 u

1 0 0  V D U
2 3
:
8
2 0 2 ; 0 :
0 : 0 ; s P
R 0 C T E
R R

110  * F X 2 5 , 0
120 R = R N D ( 4 ) 1 0 N R  C 0 1
3
1 _
1
1 3 2 8 0 , 2 9 0 , 3 0 0 0 1
0

1 3 0  B O N % =
-
R N D ( 2 0 ) :
1 F H O N
% = 1  
P R I N T
T A 1 3 (
0 , 3 ) "
D o u b 2
e  
p o i
n t s
! ! "
1 1 3
0 N
% =

2 E L 5 E I E B O N% = 3  P R I N T T A R ( 0 , 3 ) " M y s t e r y  p o i n t s / 1 " : 1 3 0 N % = R N 1 ; ( 4 )  E L SE BON%=2
140  C C O L
4
,
3
: M O V E A
? . . , H
% : P R I N
T A 0 : 1 F R
( 3  
M O V
E C
4
/
0 . 1
P , _

150  I F R = 2 P R I N T B O  S O U N D 3 , 7 , 2 0 , 2 5 5  E L S  E I F F
3
= 1 P R I N T U $ : S O U N O 3 , 3 , 1 0 0

, 2 5 5
1 6 0  PROCYOU:  I F  A L I E N .
,  0  
P R O C A L  
:  E X  
=  
0

1 7 0  C O T 0 1 6 0
11411 T I L 2 V T , D n r y 0 T 1

190 G C0 1 - 1 , 0  I M O V E A ,
,
. . 1 3 , 0 :  I N T A
$  :  
I N  
R E A ,
Y  
)  
:  
1 F Z
% =  
"  
H S *
, . .  
B S
% +  
1
E
L

S E F a =  "1, " BS%= BS%- 1Et.S EI F ZS
.
= "  A "  A S % =  
A S ' ; ‘ . + 4  
E L S E I F Z , g =  
" S  
"  
A S % =  
A S
% - 1

2 0 0  * FY ( 1 5 , 1
2 1 0  1 FA S % > 9 0  ASc . = 90 ELSEI EA5%<E1S% AS%1.1S'er.
2 2 0  I FEJ S%>10  B S % = 1 0  E L S E I FE I S % < - 2 0  /35%,= - 2 0
2 3 0  13",.=R9.+BS%s
2 1 0  1 F A % ) = 1 2 5 0  A N D  E X = 0  T H E N 1 0 0  E L S E I FE N. C=0  O R 13%>=1000  T H E N 5 7
0 E L S  E FA %  , 1250TEI DI N50=31 iENDPRQC
2 5 0  C C O L 4 , 3  :MOVEA%,Bc. •, , IPRINTA,1:  1 PZ5'3'=" " A N D E X = 0  A N D A L I  EN=0 GOTO330

2 b 0  I F / M t C % * 3 2  A N D 1 3 % - 1 6 4 1 A ,  A N O M - 1 6 > D % - 3 2  THE 2 ' 5 7 02 7 0  E NDFRO C
2 8 0  (7%4. 1200 t t r , =RND(  5 0 0 ) +  100 RE TURN
2 9 0  C, ,
,
=  
1 2 0
0  
I  
D ' ,
,
0 =  
R
N  
D
.
(  
5
0
0
)
+  
/  
0
0  
R
E
T
U
R
N

3 0 0  CO S UB 3 2 0 : MO V E C9 0 . M:  PR I NTCHR$ 2 3 5  CHR$ 2 3 6  : RETURN
3 1 0  CO S UB 3 2 0  MOVEC%.  13•30: PR I NTCHRZ 237 ; CHR$ 238 : P ET1JRN
3 2 0  C = 1 1 1 0 : 1 ) 1 0 = X + 3 3  RE TURN
3 3 0  M O  V E A 9 o +  , 1 3 % - . 1  3
G C O L
,
1 p 3 : D R A W 1 2 8 C P , D 9
. - - 1 6  
S O U N
D 1  
,  
- 1 5 ,
2 0 0 ,
1  
:
S
O

UND2 1 5 , 2 0 5 , 1  G C O L 1 , 0  DRA WN.
,
, , +  6 4  ,  E i " , ; -  
1 6  : I F E 3 ' 3 0 -
1 6 4 D %  
A N D B % -

32  ANDA%<=C% THE N3 4 0 E L S E E NDP RO C
3 4 0  S O L N D
0 , 2
,
5
,
5 0
: P R O C S C
: P R O C E X
P ( C
% , M , - 1 * (
R = ) ) - 2 * (
R = 2  
O
R  
R
=
3

OR R = 1 )  ) : ENDPROC
3 5 0  DE FP RO CA L
3 6 0  O N R  G O T 0 4 0 0 , 3 7 0 , 1 6 0 , 4 1 0
3 7 0  G C O L
4 , 0 1
M O V E C Z
. M T P R I
N T B $ 1 C
% = C % -
C P
% : I F D
% 4 1 3 %  
0 %
= D
X
+ C
R
%  
E
L
S
E

tie

to) 4

40 4

tie 4

tvi 4

6)4



ts)

tie 64

1

tie Oe

D%=D%-CR%

FI RE3 8 0  G C0 1 , 4 , 3 1 MO V E C% , D% : P RI NTR$ : I I RNO ( FR% ) = 1  A N D  C%>A% TRENPROCA
3 9 0  ENDPROC

TRENC%=C%-CR%4 n o  G c 0 1 1 , 0 : M r i v i r , D : P R I N T C , 8 : 1 F C % < A %  THENC%=Cc;c0-Ck E L S L I I - C > A %
• 1 0  I F M 4 8 %  D%=D%-CR% E L S E I FD% 4 B %  D%=-D%-PCR

120 G CO L 4 , 3 : MO V E C% , D% : P RI NTc $ : 1 FC% <A % - 1 - 1 0 0  A N D  C% > A % - 1 0 0  A N D  M <1 1 % 4
-
1 0 0  
A
N
D  
0
%
> 1
3
%
- 1
0 0  
T
R
E
N
8
1
0

1 3 0  ENDPROC
4 4 0  I F9%. (0%TRENENDPROC

150 A A X = R N D ( 1 2 8 0 ) : M O V E A A X . 1 3 % : P R I N T C H E V ( R N D ( 5 0 ) + 1 3 0 ) : I F A A X - 1 6 < A %A A Y - 1 6 > A % - 3 2  THE N5 7 0 E L S E E NDP R0 C
IFD%‘13% A N D P N D ( 5 ) = 1  T H 0 \ 1 4 8 0UNDPROr

180 R S % = R N D ( 1 4 0 ) : M O V E C % , 0 t O r . 7 0 L 4 . 3 : D P A W A R S X 1 % : S O U N D ) , - 1 5 , 2 5
.
1
N
D
2  
I  
5
.  
2
5
0
,  
1  
:
(
.
1
C
O
1
1  
,
0  
1
4
.
!
A
W
(
'
W
,  
:  
T
F
P
S  
r
,
T
R
E
N
5
7
0

L1\:DPROC
ENDPROr

• DFFP RO CTE RR

I F S % > / 0 0 0  A NDB O NS FM=0  L I V ! = L 1 M - 1 - / I L I V X = L I V X + C H R $ 2 3 0 4 - C H R g 2 3 1
5 3 0  I F S % > 1 0 0 0  D0 NS H% r 1
5 4 0  V D 0 4 , 2 0 : C L S : C O L O U R
; " R i
-
s c o
r e =
" ; R
% ; "  
"
;
A

0 1 1 0 0
S T E P
1 0 0 : X
= R N D
( 1 0 )

N D (
1 0
)
*
3 2 -
2 t A
L T
E N
= 0

5 4 5  I FA % > 1 0 0 0 THE NA W= 1 0
5 5 0  ENDPROC
5fi 0  I F1 3 % <=0  11%=10 E L S E
5 7 0  * F X 1 5 , 0
5 8 0  SOUNDO , 2 , 4 , 5 0
590 mr1 9 ,0 ,R ,o ,(1 .0 ,1 4
m -
1 6
s o
R
A
w
R
N
D (
1 2
8 0
) .
R
N I

out " I / 1 i u - 1 , 1 9 , 0 .
6 1 0  L I V % = L I V % -
6 2 0  * F X 1 2 , 0
6 2 5  CO L O UR3
6 3 0  P R I N T T A R ( )
/ L T I M E = 1 0 : N E X T
RI S C
6 4 0  * F X 1 1 , 1
6 5 0  P R I N T I I T A I I
0

)
(
'
0
?
4
1
:
N
E
X
T

7 , 0 , 0
t
0 , 1 , ;
1 : L I V $ = L E F T X

0 , 5 1 ; 1 F O R N
: P R I N T "  " : P R

3 : P R I N T T A B ( 0 , 1 ) ; " S c o r e r " ; S % ; "  " : L I V $ ; "
111$;" " 0 3 8 $ : V D 1 1 5 : M O V E 0 , 0 1 O C O L 0 , 2 : F O R M % = O T
* 3 2 - 2 : D R A W M % , X : N
E X T : D R A W 1 2 0 0 , X : D
R A W 1 3 0 0 , R

E L S E I F A 4 - 1 0  A % = 1 2 0 0

I FB W> = 1 0 0 0  M = 9 9 0

, . i
. 0
,
0 ,
0 ,
6 :
O
G
O
T
,
0 ,
1
: F
O
R N
%
=
1 T
0
5 0
1 1
M
O
V
E
A
%
+
i 2
,

(
L
I
V
$
,
L
I
V
•
A
.
*
3
-
.
1
)
:
I
F
L
I
V
%
>
O
T
H
E
N
9
4
0

I T 0 9 : ( E A D U
$
: P R
I N
1
Q $ ; I T I M L
-
. .
0 : R E P E A T U
N 7

I N T " T A B ( I 0 ) ; " S c o r e = " ; S % : 1 1 , 5 % > H %  P RO C

(
1
0
)
"
P
r
e
s
s  
S  
t
o  
s
t
a
r
t
.
"
:
R
E
P
E
A
T
U
N
T
I
L
G
E
T
X
=
"
S
"
:
G
O
T
O
6

6 6 0  DE FP RO CE X P ( 1 4 1 , W2 , W3 )
6 7 0  * F X 1 5 , 0

6 8 0  E X =1 : FO RN% =1 T0 5 : MO V E C% , D3 / 4 : S W=RND( 5 0 ) +1 3 0 1 P RI NTCHRX S W: 1 FW3 =T
H
E
N
M
O
V
E
C
%
+
3
2
,
D
X
:
P
R
I
N
T
C
H
R
Z
S
W

6 9 0  P RO CY 0 0 : NE X T: A L I E N= 1 : E Y = 0 : CCO L 4 , 0 : MO V E C% , D% : P RI NTCRR$ S W: E NDPROC
7 0 0  DE FP RO CA FI RE

7 1 0  M O V E C % , 0 % - 1 6 : G C O L 4 , 3 : D R A W 0 , 0 % - 1 6 : S W I N D 1 , - 1 , 2 5 5 , 1 : S O U N D 2 t -
ELSEENDPROC5 , 2 5 0 , 1 : CCO L 4 , 0 : DRA WC% . D% - 1 6 : I FD% - 1 6 4 1 1 %  A ND D W - 1 6 > B % - 3 2  T H E N 7 2
7 2 0  G O T 0 5 7 0
7 3 0  DE FP RO CS C

7 4 0  I F R = 1  s%, ---sz -i-PT%*BoN% E L S E I F R = 2  S%=-S%.1-PT%*2*80N% E L S E I F R = 3E L
5
E
S
%
= S
%
+ 3
0 *
R
O
N
%

7 5 0  V DU4 : P RI NTTA 1 3 ( 6 • 1 ) ; S % 1 V D0 5 : E NDP RO C
7 6 0  DE FP RO CHI S C
7 7 0  *
1 X 1
5 , 0
7 8 0  P R I N T " T A B ( 1 0 ) ; • 1 1 i - s r o r e ! ! "

7 9 0  P R I NTTA B ( 3 , 1 4 ) 1 : 1 1 3 B $ = S TRO ( L E V % ) : E NP UT" P 1 e a s e  e n t e r  y o u r  n a m e
. " , A l l
a
: I F
L E N (
A A
$ ) >
4
T R E N
A A
$ = L E
F M A A
$ , 4 )

8 0 0  RN=S % : E NDP RO C
8 1 0  * F X 1 5 , 0

8 2 0  S O U N D 0 , 2 , 4 , 5 0 1 F O R N W A - I T 0 5 0 : M O V E C 1 6 , 1 3 % - 1 6 : D R A W R N D ( / 2 8 0 ) . R N D. ,
• .
2
-  
•  
:
N
E
'  
:
i

: f  2 0 :  RE TURN
8
4
0  
M
Y
!
,
=  
1
5  
t  
C  
=  
'  
F
P
4
=  
8  
:  
P
r
r
l
.
=  
o  
s  
R
E
T
U
R
N

,
'169tiv

•••••••
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•I 1  :  FW;v= 1 t i :  :  I  Lli •
t.(I I M E = 0  RE P E A TUNT E i r
•
t i L l ' . !
, -
. c
5 0 0
: P R I N T T A B O . • -
t . . I V , L * 2 ,  
1

V I )1
-
5  
:
C
O
T
O  
1  
0
(
J

8 7 0  DE FP RO CI NS T

t t 80 P R I N T • T A I 3 ( 1 5 ) ; " H F I C  D e f e n d " : P R I N T " y o u  h a v e  t h r e e  s h i p s . I .  m o
v es  y o u  d o w n , " '  " K  m o v e s  y o u  u p , p r e s s  A  t o  i n c r e a s e  s p e e d "  ' " a n d

S t o  s l o w  d o w n ( N . B  NO T  s t o p ) . " '  ' " Y o u  r a n  m o v e  t h r o u g h  t h e  m o u n
t a i n • " ' " w i t h o u t  e x p l o d i n a , b u t  d o  n o t  o o  t o o  f a r "
Ft90 P R I N T " u p  o r  d o w n . P r e s s  s p a c c  b u r  t o  f  " y o u  fl y  t h r
o u c h  d e b r i t ,  y o u  w i l l  e x p l o d e . " ' " L e v e l  l c -  t h e  ( • a t - : i n s t  ,  e v e l
i s  t h e " " " h a r d e s t . l h e r e  a r c  m or e  p u i n t ! -
,  i n  l e o  
1  : " ' " I h a n  
i n  
t h

n o t h e r  l e v e l s . T o p  1 0 0 o  f o r  u n " ' " n x t r u  s n i p . "
9 0 0  P P I N T
1
" P r e s s  
• S I  
t o  
c o n t
i n u t
: • .  
•  
' " ,
1
„ M r
F a r
l a n
e  
1 9
8 2
. "
: R
E P
E A
T

LINT I  LGET%
-,
- "  S  
"

9 1 0  I : L S : P R I N T '  ' A i ; "  Y o u r  s h i p • " " B $ ; "  A l i e n  s h i p  . Mov es  a b o u t
and fi r e s " '  ' " a t  y o u . " " C $ ; "  D e a t h  s a t e l l i t e . M o v e s  i n  c l o s e  a n d
" " " e x p l o d e s . " " C H I R 3 1 2 3 5 ; C H R $ 2 3 6 "  R a d a r  b a s e  . F i r e s  a c c u r a t e  m i s
s i l i e s " " " a t  o v e r h e a d  s h i p s . " " r _ H R . 5 ( 2 3 7 ; C H I 0 t 2 3 8 ;
9 2 0  P R I N T ; "  A A  q u n . F i r e s  fl a k  a t  o v e r h e a d  s h i p s . " : P R I N T " P r e s s
S t o  s t a r t . " )  I RE P E A TUNTI L E E T% = " 3 "
9 3 0  ENDPROC
9 4 0  RE P E A TUNT1 L A DV A L  ( - 5  ) = I 5 : 5 0  I  F13% 41 00 13%.  200
9 5 0  GOTO 0 0
9 6 0  D A T A G , A , M . E , "  " , 0 , V , E , R
9 7 0  MODE]  : COTOSO

GOLF
6 4  T h i s  is a variation on the

usual golf programs in that
you don't have to battle
your way around an entire
course before you get to
chip the ball into the hole!

You'l l  find yourself on
the green ready to play

t
i
e 
y
o
u
r  
f
i
n
a
l  
s
t
r
o
k
e
-  
T
h
e

green is presented on
screen and the position of
the ball in relation to the
hole is shown. You have to
guess the distance and
type it in. If you miss the
green is represented and
you get another chance.

I f  y ou  are s uc c es s f u l
another green is drawn up.
The number of the gir.een
you are playing and a-run-
ning total of your score are
displayed on the screen-
S i mpl e  but  near l y  as
fr ustr at i ng as the real
thi ng.
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CONTINUED

BY Y. BARRINGTON

IN l k

1 R E M  " G O L F "
1 0  L E T  H = P I / P I
1 1  L E T  5 = P I - P I
2 0  L E T  Z = I N T  ( R N O * 2 2 ) + 1 6
3 0  F O R  J = 0  T O  Z
4 0  P R I N T  A T  2 1 . . . , J , " J a
• -0  N E X T  J
F O  F O R  J = Z + 2  T O  3 1
7 n  P P I N T  P T  2 ] 3 , ' A i ,
; 50  N E X T  3

P R I N T  A T  2 0
0
0 , " 0 '

8 7  P R I N T  A T  0 , 0 ; " H O L E
8 8  P R I N T
8 0  P R I N T  " N O
9 0  I N P U T  X
c,E. L E T  5 = 5 4 1

1 0 0  F O R  3 = 0  T O  X
1 0 5  P R I N T  A T  2 0 , J - 1
1 1 0  P R I N T  A T  2 0 , 3 ,
-
0
1 2 0  N E X T  J
1 3 0  I F  X = 2 : 4 - 1  T H E N  1 7 .3 TO
1 3 2  F O R  3 = 1  T O  3 0
1 3 4  N E X T  J
1 3 6  C L 5
1 4 0  G O T O  2 0
5 0 0  P R I N T  A T  2 1 , X
-
0
-

S O S  P R I N T  P T  2 0 , X , "  -
5 1 0  L E T  H = 1 1 4 - 1
5 2 0  F O R  J = 1  T O
F. :30 N E X T  J
5 3 1  I F  H = 1 0

C L S
5 4 0  G O T O  2 0
6 0 0  C L 5
6 1 0  P R I N T
6 2 0  P R I N T

A 5  -
5

O F

T H E N  G O T O

• %
-
r 1
1
7 0
1 S
E
E .

5 0 0

5 0 0

H

" E N D  O F  G i F I N E "
A T  1 0 . .  5. ; " Y O U R  T O T A L

* a ;



1

(*)

tie

tie

2

1

tw)

(1.

Whose lousy idea was it
anyway to go exploring
burnt out volcanoes in
Sicily.

"Oh - so its my fault is it
that the volcanoe should
blow, I suppose your idea
was better was it? - our
tenth year in Bognor with
your mother and those
three mangy cats that she
just couldn't possibly leave
with the neighbours like
everyone else does."

"Thats right, bring my
mother into it - as soon as
something goes wrong its
somehow always attribut-
able to my mother."

Funny isn't it - how
people can argue about
mother-in-laws when their
being chased down a
mountain side by 3,000
tonnes of molten lava.

Their fate lies in your
hands now as you control a
small man desperate to
escape.

There is a safe zone
beckoning at the far end of
the screen and you must
guide this survivor to that
zone before time runs out.
If you make it to the safe
zone you go on to the next
level.

5 T  I ME -  6 0 0
10 P R I N T  " W H A T  L E V E L  !

Z I G  Z A G

0 . 0

01
WANT -  I  1 U  5 ?  I S  t . 0 : I E
1 1 W U  1 (
l a  G RA RHI CS  5
11 1 ) =1  C O L C I R  1 - ! L 1 . J  1 2 . 2 :

PLOT 0 . 0 :  DRA W T O  7 9 ,  0 :
I v y
,
:  
D
R
A
W  
1
0  
/
9
.
,  
1
1
1
.
1
1  
/
V
,  
2
,
1
1
:

DRAW 1 0  • .  7
-
•q
18 P L O T  0 .  '
, 4 4
:  
D R A W  
T O

LOLUR
Xm 77

FOR I -  1  1 U
4 0  L E T X1R141 . )  ( 1 )
5 0  L E T  1=k 1 . 11 )  1  )

X 1 = I NI  ( x l * 7 9 )
' OLEI  i l = 1 1 4 1 0 ' 1 4 - 3 9 )
'5 P L O T X I .  YI

NEX r 1
, • IF s i  - 1 4  T H E N  D - I

611L1 ( 0 )  -
. 1  1  
H E N  
D =
2

1 1
,
1 1
F  
S
T
I
L
L  
(
0
)  
-
,
1
1
,  
T
H
E
N

120 S U E T  ( , . )  - 7  T H E N  E)-
1,
-
;
-
, !  
I
F  
D
=
1  
T
H
E
N  
-  
I

124 I F  D = 2  T H E N  y . -ty4,1

1I

BY DAVID JOHNSON
400/800
IN 16K

TO

, . . . . ,
0
0 e
- - - -
- 7 7 .
*
I • • •  
•

'
r•

a I F  D  ! H E N  ,  1
IF D = 1  1 H E  N *  1
I F X  7 9  O R X .  1 T H E N  1.10 T O  2
0
0 0 0

140 Y  3 9  U P  y  1  T H E N  6 0  T O  2 0
0
0 0
I '  L U C A 1 E  x  t
I I F  T H E N  u U  1 0  3 0 0 0
157 T I M E  -  T I M E -  I
15o  i F  I  i t *  - 0  H i E N  b U  1  u 4 0 0 0
159 P R I N 1  " 1  I ME -  -
t  1  I M E1601 I F  1- 0  I  I lEN B O  I  U 2 0 0 0
1 / 0  L UL O R F  LO1 X .  Y:  CO L O R 1
I ou 6 0  T O  200
. 0 0 0  P U k  1

01 R U N
. 0
0  
S
C
R
E
E
N  
S
C
R
E
E
N
*
1

Lei I F  S CRE E N =  T H E N  B O  T O  3 0 7 0
120 130 T U  1 6

0 F O R  1 =  i  1 U  l u :  F R I N T " W E L L  D u N L " :
1 * f t • 3
-
1  
1
0  
I  
u
:  
P
R  
I
N
1

NE . I  J :  N E X T  I
(-0.1

LND
4 0 0 0  FO R  I =  1  T O  1 0 :  R R  1 NI

YOU R A N  O UT O F T I M E "
1 0 1 0  N E  X T 1 :  E N D

t u t  P R I N T  " C R A S H " :  N E X T  1
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At last this traditional
board game has been
transfered to the Atari -
and it will keep you
occupied for hours!

To start the game press
S TART on the right hand
side of the Atari keyboard.
You will then see the board
being drawn and the
pieces being placed on it.
You are the darker pieces
at the bottom of the board.
The  computer will be the
lighter ones at the top.

To enter your move, you
type in the co-ordinates of

1 R E M  * * * P A R E S H  S O L A N P I * * *
2  RE M * * * D R A U G H T S * * *

POKE 8 2 . 0 : P O K E  8 3 , 3 9
4 G R A P H I C S  ' : P O K E  7 5 2 . 1 : L = 6 4 - P E E K ( 7 4 1 ) +
2 56 * P E E K ( 7 4 2 ) : P O S I T I O N  " D R A U G H T S P O
S I T I O N  2 3 . 4 :
- )  " b y  
p a r e
s h  
s o l a
n k i "
: S E T
C O L

OR 2 . 3 , 4 : S E T C O L O R  4 . 3 . 4
P O S I T I O N  6 . 9 :
-
?  
" P r e s s  
S T A
R T  
t
o  
b e
g i
n  
p

l a y " : P O K E  L 4 - 4 . 7 : P O K E
6 I F  P E E E ( 5 3 2 7 9 T h  T H E N  6
9 P O K E  7 5 2 . 0
10 G R A P H I C S  7 : S E T C O L O R  1 , 1 . 4 : S E T C O L O R  2 .
3 , 8 : S E T C O L O R  0 . 4 , 0 : S E T C O L O R  4 . 1 2 , 6 : C O L O R

1
11 P L O T  2 2 . 7 9 : D R A W T O  2 2 , 7 5 : D R A W T O  2 6 . 7 5 :
DRAWTO 2 6 . 7 9 : P L O T  2 2 , 7 7 : D R A W T O  2 6 , 7 7
12 P L O T  3 1 . 7 9 : D R A W T O  3 1 . 7 5 : D R A W T O  3 4 . 7 5 :
DPAWTO 3 4 . 7 7 : P L O T  3 1 , 7 7 : D R A W T O  3 5 . 7 7 : D R A
WTO 3 5 , 7 9 : D R A W T O  3 1 , 7 9
13 P L O T  4 5 , 7 9 : D R A W T O  4 0 . 7 9 : D R A W T O  4 0 , 7 5 :
DRAWTO 4 5 , 7 5
14 P L O T  4 9 , 7 9 : D R A W T O  4 9 . 7 5 : D R A W T O  5 1 . 7 5 :
DRAWTO 5 4 , 7 6 : D R A W T O  5 4 . 7 8 : D R A W T O  5 1 , 7 9 : 0
RAWTO 4 9 , 7 9
15 P L O T  6 3 . 7 9 : D R A W T O  5 8 . 7 9 : D R A W T O  5 8 . 7 5 :
DRAWTO 6 3 . 7 5 : P L O T  5 8 , 7 7 : D R A W T O  6 2 , 7 7
16 P L O T  6 7 . 7 9 : D R A W T O  6 7 . 7 5 : D R A W T O  7 2 . 7 5 :
PLOT 6 7 , 7 7 : D P A W T O  7 1 . 7 7
17 P L O T  8 2 . 7 5 : D R A W T O  7 6 , 7 5 : D R A W T O  7 6 . 7 9 :
DRAWTO 8 2 . 7 9 : D R A W T O  8 2 , 7 7 : D R A W T O  7 8 . 7 7
18 P L O T  8 5 , 7 5 : D R A W T O  8 5 , 7 9 : P L O T  9 0 , 7 5 : D R
AWTO 9 0 . 7 9 : P L O T  8 5 , 7 7 : D R A W T O  9 0 . 7 7
2 0  P L O T  1 2 . 3 : D R A W T O  1 4 . 3 : D R A W T O  1 4 , 7 : P L O
T 1 2 . 7 : D R A W T O  1 6 . 7
21 P L O T  1 2 , 1 2 : D R A W T O  1 6 . 1 2 : D R A W T O  1 6 , 1 4 :
DRAWTO 1 2 , 1 4 : D R A W T O  1 2 . 1 6 : D R A W T O  1 6 , 1 6
2 2  P L O T  1 2 . 2 1 : D R A W T O  1 6 , 2 1 : D R A W T O  1 6 . 2 5 :
DRAWTO 1 2 , 2 5 : P L O T  1 2 . 2 3 : D R A W T O  1 6 . 2 3
2 7  P L O T  1 2 , 3 0 : D R A W T O  1 2 . 3 2 : D R A W T O  1 6
9
3 2 :
PLOT 1 6 , 3 0 : D R A W T O  1 6
9
3 4
24  P L O T  1 6 , 3 9 : D R A W T O  1 2 . 3 9 : D R A W T O  1 2 . 4 1 :
DRAWTO 1 6 , 4 1 : D R A W T O  1 6 , 4 3 : D R A W T O  1 2 . 4 3
2 5  P L O T  1 6 . 4 8 : D R A W T O  1 2 , 4 8 : D R A W T O  1 2 . 5 2 :
DRAWTO 1 6 , 5 2 : D R A W T O  1 6 . 5 0 : D R A W T O  1 2 , 5 0
2 6  P L O T  1 2 . 5 7 : D R A W T O  1 6 . 5 7 : D R A W T O  1 2 . 6 1
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the piece that you want to
move. eg A6 and then press
return. Always enter the
letter first. The  computer
will then prompt you wi th
" X X  TO?" (X X  being the
co-ordinates of the piece

you want moving).  Enter M u l t i p l e  jumps are not Ithe position (co-ordinates) a l l o w e d .
of the place where you I f  you manage to reach
want to move the piece. t h e  other end of the board,

0

You will then see the t h e  piece will be made a
piece being moved. After a k i n g .  You can recognise a
delay of approx. 20 seconds k i n g  because of the cross it
you will see the computer h a s  between the four
make its move. I t is then c o r n e r s .  The  same applies

D R A U G H T S1

1

your turn again.
You can take any of the

computer's pieces in the
normal manner - jump-
ing over the piece onto a
vacant square. The  com-
puter can do the same.

2 7  P L O T  1 2 . 7 0 : D R A W T O  1 6 . 7 0 : D R A W 1 O  1 6 . 6 3 :
ORAWTO 1 2 , 6 8 : D R A W T O  1 2 . 7 0 : P L O T  1 3 . 6 8 : D R A
WTO 1 3 . 6 6 : D R A W T O  1 5 . 6 6 : D R A W T O  1 5 . 6 8
2 9  F O R  A = 2 0  T O  7 4  S T E P  1 8 : F O R  B = 1 0  T O  7 8

S TE P  l e
3 0  F O R  S = B  T O  8 + - 8 : P L O T  A . S : D R A W T O
PLOT A 4 - 9 . 5 - 9 : D R A W T O  A 4 1 7 , S - 9 : N E X T  S
4 0  N E X T  B : N E X T  A
5 0  P L O T  1 9 . 0 : D R A W T O  9 2 , 0
6 0  DRAWTO  9 2 . 7 3 : D R A W T O  1 9 . 7 3 : D R A W T O  1 9 , 0
7 0  F O R  C = 6 6  T O  7 0 : F O R  A = 2 2  T O  7 8  S T E P  1 8
: CO LO R 2 : P L O T  A . C : D R A W T O
BO P L O T  A 4 - 9 . C - 9 : D R A W T O  A 4 - 1 3 , C - 9
8 5  P L O T  A , C - 1 8 : D R A W T O  A 4 - 4 , C - 1 8
9 0  CO LO R 3 : P L O 1  A . C - 5 4 : D R A W T O  A 4 - 4 . C - 5 4 : P
LOT A + 9 . C - 4 5 : D R A W T O  A 4 - 1 3 . C - 4 5 : P L O T
- 6 3 : DRAWTO  A + 1 3 . C - 6 3 : N E X T  A : N E X T  C
1 0 0  CO M C H S ( 3 0 0 ) : C H 4 = " A 2 5 7 A 4 4 4 A 6 3 1 A 8 1 8 8
16 3 8 3 5 0 8 5 3 7 8 7 2 4 C 2 5 6 C 4 4 3 C 6 3 0 C 8 1 7 D 1 6 2 D 3 4 9 D 5
3 6 D 7 2 3 E 2 5 5 E 4 4 2 E 6 2 9 E 8 1 6 F 1 6 1 F
3
4
8
F
5 3 5
"

101 C H S ( L E N ( C H S ) + 1 ) = " F 7 2 2 G 2 5 4 6 4 4 1 6 6 2 8
6
8 1
5 H 1 6 0 H 3 4 7 H 5 3 4 H 7 2 1 "
1 0 5  CO M A S ( 1 0 ) . 8 $ ( 1 0 ) . M ( 2 ) . 8 ( 1 0 ) , C ( 1 0 ) : M
( 1 ) = - 6 : M ( 2 ) = - 7 : D I M  M I S ( 2 0 0 )
1 0 6  F O R  A = 1  T O  8 : R E A D  B : B ( A ) = B : N E X T  A : D A
TA 2 2 , 3 1 . 4 0 . 4 9 . 5 8 , 6 7 . 7 6 . 8 5
1 0 7  F O R  A = 1  T O  8 : R E A D  B : C ( A ) = B : N E X T  A : D A
TA 7 . 1 6 , 2 5 . 3 4 . 4 3 , 5 2 , 6 1 . 7 0
1 0 8  M I $ = " 1 8 2 2 7 0 1 7 4 0 7 0 1 6 5 8 7 0 1 5 7 6 7
0 2 4 3 1 6 1 23 4 9 6 1 2 2 6 7 6 1 2 1 8 5 6 1 3 1 2 2 5 2 3
0 4 0 5 2 2 9 5 8 5 2 2 8 7 6 52 3 7 3 1 4 3 3 6 4 9 4 3 3 5 6 7 4 3
4 0 5 4 3
"
1 0 9  M 1 S ( L E N ( M 1 S ) + 1 ) = 4 4 2 2 3 4
4
3
4 0 3 4 4 2 5 8 3 4 4

1 7 6 3 4 5 0 3 1 2 5 4 9 4 9 2 5 4 0 6 7 2 5 4 7 8
5 2 5 5 7 2 2 1 6 5 6 4 0 16 5 5 5 8 1 6 5 4 7 6 1 6 6 3 3 1 0 7 6 2 4 9 0 7 6 1
6 7 0 7 6 0 8 5 0 7 )
"
1 1 9  CO M X ( 8 0 ) : F O R  A = 1 5  T O  6 3 : X ( A ) = 9 : I F  A
< 6 4  A N D  P O 4 6  A N D  A < > 5 I  A N D  A < > 5 2  A N D  A <
5 3  A N D  A < > 5 8  A N D  A < > 5 9  T H E N  X ( A ) = - 1
1 2 0  I F  1 : 4 5  A N D  A , 3 3  A N D  A > 3 8  A N D  0 4 ) 3 9

AND 4
,
— ) 4
0  
T H
E
N  
X
(
A
)
=
0

1 3 0  I F  A ( , 3 2  A N D  A > I 4  A N D  A < > 1 9  A N D  A < > 2 0
AND A < > 2 5  A N D  W \ 2 6  A N D  A ( > 2 7  T H E N  X ( A )

=1
1 4 0  N E X T  A
1 4 5  F O R  A = 0  T O  1 4 : X ( A ) = 9 : N E X T  A
1 5 0  R E M  * * * A C C E P T  P L A Y E R ' S  M O V E * * *

to the computers pieces
Only  a king can move

backwards and if you
attempt to move a non-
king backwards you will
get an error message. You
will then have to re-enter
your move.

Ma ny  error traps have
been included in the pro-
gram to stop you cheat-
ing. For example if you try
to move a piece belonging
to the computer, you will
be prompted with an error
message and have to type
in your move again!

BY PARESH SOLANKI
IN 400/800

t4 4

k  4
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61
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tze

ie

64 (le

(s)

1 6
1
4

6o)

1  154 FOR CH=15 TO 63:IF X(CH)>0 AND X(CH) E N  3 3 9 09 T H E N  1 6 0  = 3 6 0  N E X T  M
155 N E X T  C H : ' '  " Y O U  L O S E  T U R E E Y ' ' ! " : G O T O  3 3 7 0  N= N- 4 - 1 : I F  W = 6 4  T H E N  3 0 0 9
1 0 0 0 0  3 3 8 0  I F  C = 0  T H E N  3 5 0 0
160 P R I N T  " E N T E R  M O V E " ; : I N P U T  A T  A $ ; "  3 3 9 0  C= M( M) : W= N- 4 - 2 * C: G O TO  3 4 2 0
T O " : : I N P U T  B $ : I F  L E N ( A $ ) 4 , - 2  O R  1  E N ( B $ ) e , ?  3 4 1 0  C = - M ( M ) : W = N - 4 - 2 * C
2 T H E N  G O S UB 6 0 0 0 : P R I N T  " M O V E  N O T  A C C E P T  1 4 2 0  X ( W ) = X ( N ) : X ( N ) = 0 : X ( W C ) = 0
E D": G O TO  1 5 0  3 4 3 0  F O R  A 1 = 1  T O  1 9 2  S T E P  6 : I F  V A L ( M I S ( A
161 G O S UB 7 5 0 0 : G O S U B  2 0 1 0 : I F  X ( P )  I  T H E N  1 . A 1 + 1 ) ) = N  T H E N  H I = V A L ( M 1 $ ( A 1 + 2 . A 1 4 - 1 ) ) : H

GOSUB 6 0 0 0 : P R I N T  " N O  P I E C E  A T  " ; A $ : G O T O  4  2 = V A L ( M 1 $ ( A 1 + 4 , A 1 + 5 ) ) : G O T O  3 4 5 0
150

162 I F  P > Z  A N D  X ( P )
, —
; ‘ 2  T H E N  
G O S U B  
6 0 0 0 :
P

R/ NT " C A N ' T  MO V E  BACKWARDS  N O  K I N G  A T
; AS : G O TO  1 5 0
163 I F  A B S ( P - Z ) = 6  T H E N  I F  ( A B S ( P - Z ) ) / 6 <
I N T ( A B S ( P - Z ) / 6 ) )  T H E N  G O S UB 6 0 0 0 : G O T O  1
5 0
164 I F  A B S ( P - Z ) = 7  T H E N  I F  ( A B S ( P - Z ) ) / 7 < ,
I N T ( t A B S ( P - Z ) / 7 ) )  T H E N  G O S UB 6 0 0 0 : G O T O  1
5 0
166  I F  X ( Z )
-
> 0  
T H E N  
G O S
U B  
6 0 0
0 : P
R I N
T  
B
S
;

" O C C U P I E D " : G O T O  1 5 0
169 I F  A B S ( P - Z ) - 7  T H E N  1 7 1  3 4 9 0  CO LO R 1 : A = H 1 : B = H 2 : G O S U B  2 0 0 0
1 7 0  G O TO  1 7 9  A  3 4 9 1  G O T O  5 0 0 0
1
7
1  
I
F  
X
(
P
.
0
.
(
(
Z
-
P
)
/
2
)
)
>
=
0  
T
H
E
N 
G
O
S
U
B 
6
0
0
0  
i  
1
5
0
0  
F
O
R 
T
R
=
1  
T
O 
2
0
0

: P R I N T  " N O  P I E C E  T O  T A K E " : G O T O  1 5 0  3 5 0 1  X = I N T ( R N D ( 1 ) * 4 8 ) + 1 5 : I F  X ( X )  = 0  T H E N
1 7 2  X ( P + ( ( Z - P ) / 2 ) ) = 0 : T E = ( P - 0 - ( ( Z - P ) / 2 ) ) : F 0  3 6 0 0
R T E S T = I  T O  1 9 2  S T E P  6 : I F  T E = V A L ( M I S ( T E S  3 5 1 0  F O R  M = 1  T O  2 : I F  X ( X + M ( M ) ) = 0  T H E N  C =
T . TE S T4 - 1 ) )  T H E N  1 7 5  M ( M ) : G O T O  3 6 5 0
1 7 3  N E X T  T E S T  3 5 2 0  I F  X ( X ) = - 2  A N D  X ( X - M ( M ) ) = 0  A N D  X - M (
1 7 4  G O TO  1 7 9  M ) . 6 4  T H E N  C = - M ( M ) : G O T O  3 6 5 0
1
7
5  
S
I
=
V
A
L
(
M
1
$
(
T
E
S
T
4
2
.
T
E
5
T
-
0
-
3
)
)
:
S
2
=
V
A
L
4
M
1  
3
5
5
0  
N
E
X
T  
M

$ ( T E S T + 4 . T E S T 4 5 ) ) : C O L O R  1 : A = 5 I : B = 5 2 : G O S U  3 6 0 0  N E X T  T R : P R I N T  " I  G I V E  U P ' " : G O T O  1 0 0
B 2 0 0 0 : G O T O  1 7 9  0 0
1
7
9  
X
I
-
A
5
C
(
A
$
(
1
.
1
)
)
:
X
2
=
A
S
C
(
B
$
(
1
.
1
)
1  
3
6
5
0  
W
=
X
+
C
:
N
=
X
:
X
(
W
)
=
X
(
N
)
:
X
(
X
)
=
0

180  X 1 = X 1 - 6 4 : X 1 = B ( X 1 ) : X 2 = X 2 - 6 4 : X 2 = B ( X 2 )  3 7 0 0  F O R  A 1 = 1  T O  1 9 2  S T E P  6 : I F  V A L ( M I S ( A
1 9 0  Y 1 = C ( V A L ( A $ ( 2 . 2 ) ) ) : Y 2 = C ( V A L ( B $ ( 2 . 2 ) )  1
9
A 1 + 1 ) ) = N  T H E N  
H I = V A L ( M 1 $
( A 1 4 - 2 . A 1 + 3 ) ) : H

2 = V 4 L ( M I S ( A 1 -
1
- 4 . A 1 + 5 ) ) : G O T
O  
3 8 0 0

2 0 0  A = X I : B = Y 1 : C O L O R  1 : G O S U B  2 0 0 0  3 7 1 0  N E X T  A l
2 1 0  R = X 2 : 8 = Y 2 : C O L O R  2 : 6 O S U B  2 0 0 0  3 8 0 0  CO LO R 1 : A = H 1 : B = H 2 : G O S U B  2 0 0 0
2 2 0  X ( Z ) = X ( P ) : X ( P ) = 0  3 9 0 0  F O R  4 1 = 1  T O  1 9 2  S T E P  6 : I F  V A L ( M I S ( A
2 3 0  I F  Z > 5 9  A N D  Z  6 4  T H E N  X ( Z ) = 2  1
9
A 1 + 1 ) ) = W  
T H E N  
H 1 = V A L ( M I S ( A 1 +
2 . A 1 4 - 3 ) ) : H

231 G O S UB 7 0 0 0  2 = V A L ( M I S ( A 1 + 4 . A 1 4 - 5 ) ) : G O T O  4 0 0 0
3 0 0  G O TO  3 0 0 0  3 9 5 0  N E X T  A l
2 0 0 0  F O R  U N = B - 4  T O  B : P L O T  A . U N : D R A W T O  A +  4 0 0 0  CO LO R 3 : A = H 1 : 8 - 1 4 2 : F = H 1 : M = H 2 : G O S U B  2
4 . U N : N E X T  U N : R E T U R N  0 0 0
2 0 1 0  F O R  W X = I  T O  1 2 8  S T E P  4 : I F  A$=C1-1$(WX 5 0 0 0  I F  W  1 4  A N D  W  1 9  T H E N  X ( W ) = - 2
.14/X4-1) T H E N  P = V AL( CH$ ( W0 0 - 2 , WX - 4 - 3 ) ) : G O TO  2
0 4 0
2 0 2 0  N E X T  WX
2 0 4 0  F O R  W X = I  T O  1 2 8  S T E P  4 : I F  B S = C H , ( W X
, WX4. 1) T H E N  Z = V A L ( C H S ( W X + 2 , W X + 3 ) ) : G O T O  2
0 5 0
2 0 4 5  N E X T  WX
2 0 5 0  R E T U R N
-
0
0
0  
F
O
R 
C
H
=
1
5  
T
O 
6
3
:
I
F  
X
(
C
H
)
<
0  
T
H
E
N 
3
0
0  
A
W
T
O 
F
4
.
4
.
M
-
4
:
P
L
O
T  
F
.
4
4
.
M
:
D
R
A
W
T
O 
F
M
-
4

8 7 0 6 0  R E T U R N
3001  N E X T  C H : P R I N T  " Y O U  W I N  B U S T E R ' " : G O T  7 5 0 0  I F  A S C ( A $ ) ) 7 2  O R  A S C ( B $ )  ,
7 2  O R  V A L (0 1 0 0 0 0  ,  A $ ( 2 . 2 ) )  ,
B  O R  V A L ( B $ ( 2 , 2 ) ) > 8  
T H E N  
P R I N T

3 0 0 8  C = 0 : N = 1 5  " C O O R D I N A T E S  D O  N O T  E X I S T ! " : G O T O  1 5 0
3 0 0 9  I F  X ( N ) > = 0  T H E N  3 3 7 0  7 5 1 0  R E T U R N
3 0 1 0  F O R  M = 1  T O  2 : I F  X ( N ) - 2  A N D  X ( N - M ( M  9 9 9 9  E N D
) ) > 0  A N D  X ( N - 2 * M ( M ) ) = 0  T H E N  3 4 1 0  1 0 0 0 0  2  " P R E S S  S T A R T  T O  R E P L A Y "
3 0 4 7  I F  X ( W M ( M ) ) = 0  T H E N  7 3 6 0  1 0 0 1 0  I F  P E E K ( 5 3 2 7 9 ) < > 6  T H E N  1 0 0 1 0
3 0 4 8  I F  X ( N + M ( M ) ) = 9  T H E N  1 7 6 0  1 0 0 2 0  R U N
3 3 5 0  I F  X ( N + M ( M ) ) ; 0  A N D  X ( N + 2 * M ( M ) ) = 0  T H

3 4 4 0  N E X T  A l
3 4 5 0  CO LO R 1 : A = H 1 : B = H 2 : G O 5 U B  2 0 0 0
3 4 5 1  F O R  4 I = 1  T O  1
9
2  S T E P  
6 : I F  
V A L ( M 1
$ ( A

1 . A 1 + 1 ) ) = W  T H E N  H I = V A L ( M 1 $ ( A 1 4 - 2 . A 1 - 4 - 3 ) ) : 1 1
2 = V A L ( M I S ( A 1 - 4 - 4 . A 1 + 5 ) ) : G O T O  3 4 7 0
3 4 5 2  N E X T  A l
3 4 7 0  CO LO R 3 : A = H 1 : B = H 2 : F = H I : M = H 2 : G O S U B  2
0 0 0
3 4 8 0  F O R  A 1 = 1  T O  1 9 2  S T E P  6 : I F  V A L ( M I S ( A
1 . A 1 4 - 1 ) ) = ( N + C )  T H E N  H I = V A L ( M 1 $ ( A 1 4 - 2 , A 1 4 - 3

!
)
)
:
H
2
=
V
A
L
(
M
I
S
(
A
1
-
4
-
4
.
4
4
1
+
5
)
)
:
G
O
T
O  
3
4
9
0

3 4 8 1  N E X T  A l

5 0 0 1  G O S UB  7 0 5 0
5 0 1 0  G O TO  1 5 0
6 0 0 0  F O R  I = 1  T O  1 0 0 : S O U N D  0 , 3 6 , 3 6 , 3 6 : N E X
T I : S O U N D  0 . 0 , 0 . 0 : R E T U R N
7 0 0 0  I F  X ( Z ) 2  T H E N  CO LO R 3 : P L O T  A , B : D R A
WTO A + 4 . B - 4 : P L O T  A + 4 „ B : D R A W T O  A B - 4
7 0 1 0  R E T U R N
7 0 5 0  I F  X ( W ) = - 2  T H E N  CO LO R 2 : P L O T  F . M : D R
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Why is it that every time I
go for a spin in my laser
base hordes and hordes of
aliens start bombarding
me with missile fire.

Last week it was the
Galaxeroids, before that
the Solar Saucers, and now
its the blasted Niveks.

And there's the Space
Skins and the Pluto Punks
- not that I mind them too
much - they dress a bit
weird and are hooked on
Martian mushrooms but
apart from that they keep
themselves to themselves.

No - its the likes of the
Niveks that annoy me -
mindless space vandals
each and every one. Last
week, for example. me and

a few other laser base-
were watching our Space
Sector quarter finals of the
Intergalactic Cup when,
two minutes before the
end, the sky above the
stadium was completely
blacked out by a swarm of
Niveks spitting missile fire
down on to the pitch.

The refdroid appealed
for a cease fire over the
telescanner but the Niveks
weren't interested in the
Laserball anyway - it was
sheer violence they were
after. They could be the
death of that game

So as you enter keep one
finger on the CTRL charac-
ter keys marked below-

N I V E K S
0 R E M  K . G O U L D I N G  C O P Y  R I G H T  ( C /

6 / 6 / 8 2
1 G O S UB  7 0 0 0

S = 0
7 L
-
3
10 G R A P H I C S  0
I I  S E TCO LO R 2 , 1 0 , 4
12 CO LO R 1 8 : P L O T  0 , 1 : D R A W T O  3 9 , 1
13  L = L + 1
15 CO LO R 2 3 : P L O T  2 , 2 0 : D P A W T O  3 7 . 2 0
16  CO LO R 2 4 : P L O T  2 , 1 9 : D R A W T O  3 8 , 1 9
2 0  P O L E  7 5 2 , 1 : P O K E  7 5 5 , 4
3 0  A = L
4 0  C = 0
5 0  D = 2 0
6 0  P O S I T I O N  0 , 0 : F O R  1 = 1  T O  A * 2 : "  " ; : N E
XT " > "
7 0  P O S I T I O N  2 6 . 0 : "
8 0  F O R  1 = 7  T O  3 8  S T E P  3
9 0  P O S I T I O N  I . 2 : "
9 5  N E X T  I
1 0 0  F O R  I = 1  T O  3 3  S T E P  2

tts4 1 1 0  F O R  J = A  T O  A + 6  S T E P  21 2 0  P O S I T I O N  " w "
1 7 0  N E X T  J
1 4 0  NE WT 1
1 6 0  F O R  1 = 0  T O  6  S T E P
1
7
0  
I
F  
C
=
1  
I
H
E
N  
2
2
0

1 8 0  L O C A T E  3 8 . A + I . 8
1 9 0  I F  B  '
,
7 2  
T H E N  
C O L
O R  
B :
P L
O T  
3 8
, A
+ I
: P
O

S I T I O N  " " : P O S I T I O N  0 , A + 9 :
- )  " " : A = A +1 : C = 1 : P O S I T I O N  0 . A + 1 :
-1 9 5  I F  El  3 2  T H E N  P O S I T I O N  A * 2 - 3 , 0 :
-
'
-"

2 0 0  P O S I T I O N  0 , A + I :
2 1 0  G O TO  2 5 0
7 2 0  L O C A T E  2 . A + I . B
2 7 0  I F  B , \ 3 2  T H E N  CO LO R
I T I O N  0 , 3 :
-  
" " : P O
S I T I O
N

tily)  : C = 0 : P O S I T I O N  1 , 4 + I :  "
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B : P LO T 2 , A + I : P O 5
0 . A + 9 : '  " " : A = A + 1

1

BY P. PHELBY
WITH EXTENDED
BASIC & JOYSTICKS

ikIVADERS
I F 8 1 > 3 2  T H E N  P O S I T I O N  A . ,  3 , 0 40

4 0  P O S I T I O N  0 , A + 1 : 7  " " "
i O  I F  R N D ( 0 ) , - 0 . 9 5  A N D  1 - , 6  T H E N  2 0 0 0
6 0  I F  S T R I G ( 0 ) = 0  T H E N  G O S UB 5 0 0

2'65 i = K + 1
2 7 0  I F  S T I C K ( 0 ) = 1 1  A N D  D  1  T H E N  D = D - 1
27:3 P O KE  1 9
9
1 ) + 3
2 7 5  I F  S T I C K  ( 0 ) = 7  A N D  D , 3 6  T H E N  D = D + 1
2 8 0  P O S I T I O N  D , 2 2 : "
2 8 1  I F  R = 1  T H E N  2 0 3 0
2 8 2  F = F + 1
2 8 7  I F  F - - 4  T H E N  P O KE  7 5 5 . 4
2 8 4  I F  F = 8  T H E N  F = 0 : P C R E  7 5 5 , 0
2 8 5  I F  A = 1 3  T H E N  1 0 0 0
= 8 6  I F  A = 1 1  T H E N  S E TCO LO R
2 8 7  I F  A = 8  T H E N  S E TCO LO R 2 , 2 . 4
2 8 8  N E X T  I
2 9 0  G O TO  1 6 0
5 0 0  R E M  F I R I N G
5 0 5  I F  L
-
3  
T H E
N  
R E
T U
R N

5 0 7  K = 0
5 1 0  CO LO R
5 2 0  F O R  J - 2 1  T O  4  S T E P  - 1
5 7 0  L O C A T E  D + 1 , J . G
5 4 0  S O UND 0 . 3 . 6 . 8
5 5 0  P L O T  D * 1 , J
5 6 0  I F  G  ' 7 . 2  T H E N  6 0 0
5 7 0  N E X T  J
6 0 0  R E M
6 1 0  CO LO R 3 2 : P L O T  D + 1 . 2 1 : D R A W T O  D + 1 . J
6 1 5  I F  6 - ,  ,
3 2  
T H E N  
F O R  
J =
1 0  
T
O  
1
0
0  
S
T
E
P  
1

, 0 : S O U N D  0 . 3 + 6 , 1 0
9
E : N E X T  J

6 1 7  S O UND 0 , 0 , 0 , 0
6 2 0  I F  G = 1 1 9  T H E N  5 = 9 + 1 0
6 3 0  I F  0 = 4 7  T H E N  R = 0 : S I = S 1 + 1 0 0 : I F  P = 1 1 9
THEN S = S + 1 0
6 3 5  I F  ( 6 = 1 1 9  O R  G = 4 2 )
= I N T ( S / 6 8 0 )  T H E N  1 0
6 4 0  R E T U R N

• 1

AND S > 0  A N D  S / 6 8 0
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tle tip)

kag)

1 k i e

I .

1 0 0 0  RE M I N V A S I O N
1 0 1 0  G R A P H I C S  0
1 0 1 5  S E TCO L O R 2 , 0 . 0
1 0 2 0  L = 6 4 - P E E K ( 7 4 1 ) 4 - 2 5 6 * P E E K ( 7 4 2 )
1 0 7 0  P O K E  L 4 - 2
9
7 : P O I
,
E  
L 4 - 5 , 6
: P O K E  
7 5 2
9
1

1 0 4 0  P O K E  7 6 4 . 2 5 5
1 0 5 0  P O S I T I O N  0 . 2
1 0 6 0  -  " Y O U ' V E  B E E N  I N V A D E D "
1 0 7 0  P O S I T I O N  2 0 , 4 : "  " t h e  e a r t h  I s  d o o m e
d.
1 0 8 0  P O S I T I O N  0 , 6 :
7  " Y O U R  
S C O R E  
I S  
" ; S
+ S

1
1 0 9 0  P O S I T I O N  0 . 8 :
7  " D O  
Y O U  
W A N T  
A N O T
H E R

GO ( V  O R  N ) "
1 1 1 0  G E T  # 2 , A
1 1 2 0  I F  A = 8 9  T H E N  R U N
1 1 7 0  I F  A  7
8  
T H E N  
-  
" I N
P U T  
(
Y  
O
R  
N )
" :
G O

TO 1 1 1 0
1 1 4 0  G R A P H I C S  0 : E N D
2 0 0 0  R E M  S P A C E  A T T A C K
2 0 1 0  N = I N T ( R N D ( 0 ) * 1 3 ) * 3 : N I = N : M = = : M I = M
2 0 2 0  R = 1 : P = 3 2
2 0 3 0  CO L O R P : P L O T  N l . M 1
2 0 3 5  I F  M = 1 9  T H E N  2 2 0 0
2 0 4 0  L O C A T E  N , M . P : S O U N D  1 , M * 1 0 , 1 0 . 8
2 0 5 0  CO L O R 4 2 : P L O T  N , M : N I = N : M 1 = M
2 0 6 0  M= M+ 1
2 0
7
0  
N
=
N
+
I
N
T
(
R
N
D
(
0
)
*
=
)
-
I

: 0 8 0  I F  N  2  T H E N  N = 2
2 0 9 0  I F  N B  T H E N  N = 3 8
2 0 9 5  S O UND 1 , 0 . 0 . 0
2 1 0 0  G O TO  2 6 0
2 2 0 0  F O R  V = I 9  T O  2 2
2 2 1 0  CO L O R 4 2
2 2 2 0  I F  N  5  O R  W
-
3 4  T H E N  
2 2 8 0

2 2 2 2  P L O T  N - ( V - 1 9 ) . V : D R A W T O  N + ( V - 1 9 ) . V
2 2 2 5  F O R  X = 1  T O  5 : S O U N D  1 , X * 9 , 1 0 , 8 : N E X T
X
2 2 3 0  N E X T  V
2 2 3 5  S O UND 1 , 0 , 0
9
0
2 2 4 0  F O R  V = I 9  T O  2 2
2 2 5 0  CO L O R 3 2
2 2 6 0  P L O T  N - ( V - 1 9 ) . V : D R A W T O  N + ( 1 - 1 9 ) . V
2 2 6 5  F O R  X = 1  T O  1 0 : N E X T  X
: 2 7 0  N E X T  V

PLOT 0 , 0
. 2 7 7  I F  D  N - 5  A N D  D ' N + 3  T H E N  1 0 0 0
2 2 8 0  R = 0 : G O T O  2 6 0
-
0
0
0  
R
E
M 
R
U
L
E
S

-
0
1
0  
G
R
A
P
H
I
C
S 
0
:
P
O
K
E 
8
2
.
0

-
0
2
0  
F
O
S
I
T
I
O
N 
1
2
9
3
:
7  
"
N
I
V
E
'
S  
I
N
V
A
D
E
R
S
"

3 0 3 0  P O S I T I O N  I 2 , 4 : "
3 0 4 0  P O S I T I O N  0 . 7 :
2  " D O  
Y O U  
W A N T  
T O  
S E
E

THE R U L E S  ( Y  O R  N )
2
"
3 0 5 0  O P E N # 2 . 6 . 0 . " : "
3 0 6 0  G E T  # 2 , A
3 0 7 0  I F  A =
7
8  
T H E N  
R E T
U R N

Y E D "
= 1 4 0  7  : "  " 1 .  G E T  H I T  B Y  A  ' i t ' "
7 1 5 0  "  " 2 .  G E T  I N V A D E D "
3 1 6 0  7  : "  : "  " W H E N  T H E  G A ME  S T A R T S .  THERE

I S  A N  A RRO W"
1 1 7 0  "  " A T  T H E  T O P  O F  T H E  S CRE E N. WHE N I f

RE A CHE S " ;
3 1 8 0  2  " T H E  T H E N  Y O U  W I L L  B E  I N V A D E D '

3 1 9 0  2  " T H E  A RRO W MO V E S  CL O S E R  T O  T H E
E V E RY "

3 2 0 0  " T I M E  A  ' t i "  H I T S  T H E  S I D E  O F  T H E
S CRE E N"

3 2 1 0  7  " A N D  CHA NG E S  D I R E C T I O N "
3 2 2 0  : '  " T H E  R E P R E S E N T S  T H E  E A R T H "
3 2 3 0  2  " T H E  ' "  R E P R E S E N T S  T H E  I N V A S I O N
FO RCE "
3 2 4 0  2  :
2  
" P R E
S S  
S P
A C
E  
B
A
R  
T
O  
C
O
N T
I N
U
E "

7 2 5 0  G E T  # 2 . A

i
—
6
0  
G
R
A
P
H
I
C
S  
0

2 7 0  -  " T H E R E  A R E  S O ME  L A R G E  "  N E A R  T H E
TO P "

7 2 8 0  '
7  
" O
F  
T
H
E  
S
C
R
E
E
N
.  
T
H
E
S
E  
A
R
E  
T
H
E  
M
O
T
H

3 0 8 0  I F  o
2
1  - 8 9  
T H
E N  
" I
N P
U T  
(
V  
O
R  
N
)
"
:
6
0  
E
R  
S
H
I
P
S
"

TO 3 0 6 0  ,  3 2 9 0  ?  T H E Y  A L W A Y S  K E E P  O U T  O F  Y O U R  R A N
3 0 9 0  G R A P H I C S  0  G E "
3 1 0 0  "  T H I S  G A ME  I S  L I K E  S P A C E  I N V A D E R
S B U T  T H E R E  A R E  S O ME  " ;
3 1 1 0  " D I F F E R A N C E S . Y O U  H A V E  T O  S H O O T  A
L L  T H E  ' w '  S H A P E D  I N V A D E R S " ;
3 1 2 0  "  B E FO RE Y O U G E T  D E S T R O Y E D "
7 1 3 0  : -  " T H E R E  A R E  2  WA Y S  T O  B E  D E S T R O

7 3 0 0  2  " A N D  I T  I S  T H E S E  S H I P S  W H I C H  I N v A
DE Y O U "

-  : -  " T H E  ' w  A P E  WO RTH 1 0  P O I N T S "
3 3 3 0  "  " T H E  ' l c '  A R E  WO RTH 1 0 0  P O I N T S "
3 3 4 0  '  : -  " B E F O R E  Y O U  C A N  S HO O T T H E  I N V A
DERS,  •
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SPech um Machine Legume For
The Ms°late Beginner

Discover the ease and power 00 I t..
Spectrums own language with this boa.

Includes sOeci tic examples, sell teiit
dueitions a nd an original arcade game

£6.95

Spectriem Hardware Memel
The au! hor explains exec tly what
6 inside the Spectrum, and how

gratis lu ll circuit diagrams,
deta iled e oplanat ions, and

construction protects £5 .95

,  Ly
4
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s A r
t
a
t t e
. c t i
o 60__>

1

SPECTRUM
MACHINE
LANGUAGE
FOR THE
ABSOLUTE
BEGINNER

tteooftg
,

The Complete Spectrum ROM Drtarrarnbe,
This boos is tor the serious
programmer who wants to
get right to the heart of the
Spectrum Every routine
disasserrhied and ex olained E 9  95

iera'al

Eater Me Dragon
A iresh and h is *  creative
c i o n  01 read y macie
programs which will leaCh you
how tomer. anise the entire range
01 your Dragon's impressive
capabilities 6 5 9 5

T H
E  
'

PWS
r C k
0 U 1p N G E

S

0.4. The %whim
30 exciting programs arid games
to test you and your Spectrum
plus many programmong hints
and tips ton F.6.95

IC laneminie

r
-
-
-

Coalman -
The best selling game torlec lion
ice the VIC 20 written by Clifford
Ramshaw. Spec ial easy to react
program listings E6  95

1171
UNDERSTANDING
YOUR SPECTRUM

DR. IAN LOGAN
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Prorparnaling
Make your Oric, meteoric war.
t his exc iling collection of games
and utility programs Includes
machine language programs'
C5•95

Linder standing 'oar Spectra.
A complete overview or the remarkable
Spectrum for both BASIC and ma  h e
language otograrnosong by the
distinguished Dr tan Logan f  7 95

Etwomorket M Cows Rook
The best software games D(.C
ewer written tor pour Comma
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maximum use of the
Commodore h4's sophistical
features £5.95
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MELBOURNE HOUSE PUBLISHERS Orders to: 131Tratalgar Road. c
o
,

Greenwich. London SE 10 , s p o r K l e n c e  tu 6
,
e t . . e  C O V i a g e  T r a

Station Road , Checldington, d e  enqu 1 rtes
O P e a s e  send me you, Ores 48 r.0,..
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SPECTRUM
E 7 95 0  l ilei the Dr
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DRAGON O R I C  1
O Understanding Your Spectrum E 5  95 1 0  Meteoric Programming
0  Spectrum Machine!. anguage '

lor The Absolute Beginner E f y  95
O N e t  the Spectru m E 6  95
0  The  Complete Spectrum ROM

Disassembly E 9  95
O Spectrum Hardware Manual E  5 95

VIC 20
o  VIC Innovative Computing
COMMODORE 64
O Commodore 64 Games Book

All Melbourne House cassette software is unconditionally guaranteed against malfunction
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I enclose my c heoue /money order for E

Please debit my Access c ard No  ( s p r y  date

Name  A d d r e s s

- P ostcode

Signature

All paces include VAT where applicable

E5 95 P l e a s e  add B00 for post and pack E

E6 95

TOTAL t

L5 95

I g i

MELBOURNE HOUSE PUBLISHERS y a w - - 1



1

Any a these games for just
including first class post,
pocking, VAT and an
UNCONDITIONAL
LIFETIME GUARANTEE

•  E A C H

When you buy Imagine Software you buy it for life_ If an
Imagine Software product EVER fails to load first time
simply return it to Imogine for an instant free replacement.
All orders despatched by first class post within
24 hours of receipt. Subfrtct to stock availability.
Why not put a first class stamp on your envelope and you will
receive your order within 3 days of posting. Available from
WH. Smiths, Boots, John Menzies, Disons and all good
softwore outlets.

Dealership enquiries contact: P. J. Finnegan on 051-236 0645

gt
4

Ado
for ony CON

or on)*

Imagine Software, Masons Buildings, Ewe



w any
VIC
. 
2
m) With

livelytifts
- - ( f o r  any Commodore VI

t
,

•

gs, Exch4Street East, Liverpool, Merseyside L2 3PN.

(for any Commodore V101

EMI ME IMO EN OM MEI E M I  I N  1 1 1
•  Post coupon now to Imagine Software, Masons Buildings, 1 1•  Exchange Street East, Liverpool, Merseyside L2 3PN.

Please rush me copies of (tick box)

cvG I
L o o m  ai m molotom m oo m m jnn om

CREDIT CARD SALES UNE: -WOML-r I
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4
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Ittommosintanatotostat

D  Arcadia []Schizoids
El Ah Diddums
D  Molar Maul
(for any ZX Spectrum)

With
Crime

(for any Commodore

LI Arcadia Wa c k y  Waiters
LI Catcha Snatch°

Frantic
(for any Commodore VIC-20)

Please debit my Access/Barclaycard (delete as necessary)
Cord
Number

I enclose Cheque/PO for E
Name
Address
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BY K. t i l
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di
The alien space craft swoops low
over the planet. The captain is
looking for a dropping zone for
the passengers of his craft —
a bunch of happy aliens on a day
trip who didn't realise that when the
tour-company said they would be
dropped off somewhere they'd be dropped
off on parachutes! Still you have to make
the best of things and here come the day-
trippers leaping out into 2 0  great unknown.
The good news is that ttaM's someone to
meet them when they land — with a net to
help break the fall

Your job is to help catch the little chaps
as they drop down toward the planet. You
are armed with a ne: and are allowed just
12 misses before the space-trippers start
worrying. The ship will gradually get lower
as time goes on -  so you'll have less time
to catch the falling aliens. You can vary the
speed of the ship, the rate of descent of the
ship, and the speed the aliens d o w n
toward you as ycoi get better at t h t t  ame.

The controls err simple; up=F1,
ck)wn=F.3, left CRSRup.down. right=CRS
left rigt.t.

•

LO * TV 2 5 5
RO *K E Y 1 ;MG.7 0 tM
30 MODE?
40 VOU23;8202J0J01 ;0 .
50 D I M  1%(.5>
60 PROCT
70 PROCS
SO REFER,*
90 REPEST

100 PROCM
110 PROCW
120 PROCY
130 PROCM
140 PROCN

50 PROCZ
160 r4=F7/.4.1

1170 1JNTILG741.0 OR F%x.0%
i lS O  I F  G%<=0 THEN 2 5 0

Nk."
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3
2

210 . -,Z%-0 -4 0220
230

240 UNTI L  0
250 FOR Ft%1  T O

0 NEXT 2 5
260 S O U N D , R N O ( 1 5 5 ) + 9 9 , 2
27
280 END
290 DEFPROCM
3oe * F X / 5 , 1
310 X%ftY%
320 I F  I N K E Y ( -5 5 )

Y%<3262.!, THEN
330 I F  I NK E Y < -5 6 )

Y%>32661 THE N

340 7X%=32
350 X%T2=32
360 7Y%--24
370 Y%?1=240
380 Y%72-250
390 ENCIPPOC
400 DEFPRocp
410 c ; % 0
420 -,://? Ei%=1 T O
430 I F  TVE1%)=0440 NEXT

450 I F  S! . -.0  THEN ENDPROC4
7
6
0

4 0  S O UND1 , -1 0 , 4 3 , 2480 ENDPROC
490 DEFPROCN
500 FOp  8,1.:=1 T O  5
510 I F  T H E N
520 ? ( T e % ) ) 3 2
530 T t < P % )T % (  8%) -1-40540 7,7.7-us%>)-lei

550 / F  T%(E1%)>32624
560 I F  TV,0%)e,-32664570 G%ftG%-1

!.5ela 7,:'TVE1%))m-3
590 2  T,
%:(8%)0600 S OUND0 , -1 5 0 5 ,5

610 FR/ NTTP D(2 6 0 2 4 )J "  N i C % ; "
620 7 3 2 7 0 4 (RNI X 7 )4 . 1 2 8 )630 NEXT

640 ENDPROC
650 DEFFROCY
660 8%=RND(0.50

670 I F  8%me4 THEN P R O PGee ENDPROC
690 DEFFROCZ
700 13%=RND,:20)

•
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8
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H
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=
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72e / F  2'71>E% THEN
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740 . ! 1 3 2
750 Z:Imr2%-s-H-I1

760T H E N  ? 2 % 1 9 5



770 I F  W.m.-1 THEO TZ* 4 2 S 0
700 ENDFROC
190 DEFPROCK(U%)
000 FOR 11%.,0 TO 2
010 I F  ..0.+Fr/.01-4(1_1%) THEN 8 7 0
020 le,%011Cm.i
SSO S O UND2 . -1 5 , W0 t 2 . 3
040 TY.(U71.)c.0
950 P R I N T T F 8 (0 , 2 4 ) ; r 4 ;
060 T3 2 6 2 4 WP W1 )-1 -1 4 4 )
870 NEXT
600 ENDPROC
090 DEFFROCW
900 PS%=TIME
910 REPEPT
920 UNTI L  TimE.AT441.. . / .
920 ENDPROC
940 DEFFROCS
950 CL S
960 FOR Fl%=1 TO  5
970 TY I P ! / . . . 0
900 NEXT
990 n = 3 1 7 9 4

1000 ' r1 . S 2 6 4 0
1010 D%=S11S6
1020 E%=31022
1030 FY.=0
1040 1 7 , 1 2
1050 14'4=1
1060 K%a101
1070 FOR P%=31744 TO S 2 6 6 4  STEP40
1000 7 P R N D ( 7 " 4 - 1 4 4 )
1090 NEXT
1100 7Nt%=2.45
1110 Y%'1=24,0
1120 T%72=250
1130 P RI NTTP 6 1 . 1 , 2 4 ))" S co re , "
1140 F RI NT T P S (2 0 , 2 4 ) ; " L i v e s 7

SODPWAC_
11110 75.5FP,CT rN,..i

4/.
1
1

zfb.1170 PPINTTP8(.14 )CMPS131CHP0(141"CRTCH"
1180 P RI NTTA 8 (1 4 , 8 )CHP *1 3 1 NRS / 4 1 " Cn TCH"

\

1190 Y l . g I NK E Y (5 0 0 )1200 CL S

t ,

/2 1 0  P P / NT " CHR$ 1 3 0 " / n  t h i s  g a me  t h e  o b j e c t i v e  i s  •

1220 P P INTCHP S 1 3 0 " P re ve n t  t h e  f a l l i n g  o b j e c t s  Pr-0v \
1230 P R/ NT CHP $ 1 3 0 " h i t t i n g  t h e  g r o u n d " '

1240 PRINTCHP*1 3 4 " To  d o  t h i A  Y o u  mu s t  c a t c h  t h e m a l l - \\...,/ 2 5 0  P P INTCHP $ 1 3 4 " wit h  y o u r  n e t .  T o  h e l p  y o u "
1 2 0  PP INTCHPS1 3 4 " in  t h i s  t a s k  y o u  A r e  a l l o w e d  1 2 "
1270 F P I N T C H P * / 9 4 " / i v e s .  H o w e v e r  t h e  P l a n e  d r o P P i r 9  t h e " ;12eo P P / NTCHP S 1 3 4 " o b je c t s  w i l l  d e c e n d  a s  t i m e  g o e s  o n " '1290 P r  Nr CHp1113/"To mo ve  t h e  n e t  u s e  t h e "

/3 0 0  P P I NTCHP S 1 3 1 " f o l lo win g  c o n t r o / s ; "1310 PP/NTC4P$11.39"P -  r i g h t "
1320 PPINTCHR*1 2 9 " 0  -  / e f t

1330 PPINTOHPS132" Press t h e  r e d  k e Y " CHP * 1 2 9 " fl ' CHP * 1 3 2 " s t  t h e  e n d o r  a
1340 PPINTCHPS132"game t o  r e s t a r t " "

12S0 PP INTCHP$ 1 3 6 " Pre ss a n Y  k e s  t o  c o n t i n u e ' ' g G E T

1360 CL S

1370 P P / N T " " C H P $ 1 3 3 " E n t e r  t h e  d i f fi c u l t y  l e v e l s  f o r , "
1380 P P I NT" CHP S 1 3 0 " P / a n e  d e c e n t  < 1  -  f a s t ,  t o  3  -  s l o w ) "

1390 WI=GET
1400 .071:9%-48

1410 I P  g V 1  O P  g % )3  THEN 1 3 9 01420 0%-2.0*9%

1430 P P I NT" CHP * 1 2 9 " 8 P e e d  < 0  -  f a s t ,  t o  4  -  s l o w ) "
1440 I ! t rzCET
1450 1.7--.1%--48

1 4 0  r r  I V O  OP /"..:>4 THEN 1 4 4 0

1470 P P I NT " CHP * 1 3 1 " P a t e  o f  d ro P  ( 1  -  P a s t ,  t o  4  -  s l o w ) "

1480 07-.GET
1490 0 7 -.0 %-4 8

/ 0 0  I F  O V I  O P  0%.sA4 THEN 1 4 8 01510 0%0%4:4
1520 ENDrRoc



FROMViCc20 SOFTWARE FROM AMERICA E2.65 eachGAMES

Any 2 games £7.90
Any 4 games £12.95
Any 6 games E15.90

FROGGER. Incredible animation in this high performance graphics experience Frogs  trucks. cars
coats. logs, turtles and litypads all combine to give your brain a real workout £4.95.

3D MAZE. The ultimate maze game features brain power not lire power A  visually breath-taking
3-dimensional display with a tormenting t ime factor as the 4th dimension. E4•75.

NEW YORK BLITZ. II seems a shame that the only way to safely land your nuclear bomber is to totally
obliterate the city. but that's the way it goes £4.95.

ROBOT MOUSE. In thts futuristic homicidal game you collect atomic cheese from the fl oor of i
space maze avoiding the mean malfunctioning androids who kill on contact £4.50.

SPACE SHUTTLE. Test your reflexes to the maximum as you attempt to rescue dumb scientists from
the lunar surface. Beware of  the exploding asteroids in  this  hectic
challenge E4.50.

NOW FOR THE FIRST TIME IN UK

Six famous  arcade qualit y  games  us e mac hine code,  H i  res mult i-c olor
grafix• exc it ing sound effects, f o r any VIC ,20, keyboard or joystick.
Available now in UK direc t f rom manufacturer Only Oyu our super fas t  ma il
order serv ice,  or 24hr credit card sales line. All games supplied on cassette
with writ ten money  back guarantee.

Galactic Software
_AMBROOK RO S HE P TON BEAUCHAMP S OM E RS E T TA 1 9 0 1 2

BUG DIVER. In this highly onginal game. as a mere beetle you've gotta
be last to avoid the angry carnivorous fish whilst stealing their precious
eggs. Their favourite meal is raw beetle S o  waich out! £4.75.

Please supply

Debit my  Access Visa card (delete n e c e s s a r y  I
Card
Number   1 1 1 1 1 1 1 1 1 7 . 1 ]

I enclose cheque 'PO for t

Name

Address

AltW 0460 40744 (24hrs)

in six pac

INTRODUCTORY
OFFER

— that's only
£2.65 each!

MONEY BACK
GUARANTEE

RAM PACKS FOR YOUR VIC 20
HARDWARE
32K switchable to 3K, 16K, 24K + hi-res. E 6 9 . 9 5
16K svvitchable to 3K   1 4 4 . 9 5  8 K    E 2 9 . 9 5  3 K   E l  9 95
4-slot motherboard   E 2 4 . 9 5 .  All slot directly into the back of your Vic 20,

SOFTWARE
Cartridges S a r g o n  Chess, Gorf, Omega Race, Forth, Choplifter   E 2 4 . 9 5
Alien, Jelly Monsters, Mole Attack, Rat Race, Road Race  E 1 9 . 9 5
Meteorites & Satellites, Spiders of Mars, Tank Atak, Cloudburst  E 1 7 . 5 0
Vic Tapes — Boss Chess (8K) E14.95, Bonzo (8K) E7.95, Grid Runner E6, Abductor E6
Asteroids 17, Cosmiads E7. Moons of Jupiter E9.99, Shark Attack E9.99, Martian Raider E9.99, Vic Rescue £5,
Frog E4, Krazy Kong E6, Quackers E9,99, Skramble E9.99, Annihilator  E9.99. Commodore 64 tapes — Grid

unner E8.50, Star Trek E7, Mutant Camels E8.50, Krazy Kong E8.99, Alien Panic €8.99, Monopolee 19.99, Sprite
-
t
o
r  
E
4
•
9
5
,  
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k 
1 
E
9
.
9
9
.

ALL PRICES INCLUDE VAT. Please add El post and packing for hardware, 50p for software. Overseas orders —
exclude VAT add E2 post and packing.

Please send the following:

I enclose my c heque1
3
0 f o r
Charge my Access Barclaycard number

Credit card or  postal orders for  goods by  return
post (1st class)

IMACLAWAID

VISA To: RAM ELECTRONICS (FLEET i LTD.,
106 FLEET ROAD,
FLEET, HANTS. GU13 8PA
ENGLAND.

Telephone (02514) 5858 not  Weds.)

From: •

TRADE ENQUIRIES WELCOME. CvG 0/

N
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-  FOKE198,0 •
POKEP+0,60 POKEP+O-4-C.0

• F O R K I T O N R • R = 0 ; 8 = 0 : F O K E Y
(
K
) + Y < K > , 3 2

IFP)X<K)THEN8=22 G0T0240
IPP<XCIOTHEN5=-2Z GOT0240
TPOW(K\THENV=1 00T0240
IFO<Y(K)THENR=-1 00T0240
IFFEEK(V(K>O<K)+R+S)<>32ANDFEEI  . . i . . Y . K- . + 3 + R) 6 0 THE N3 6 0

IRREEK<Y(K)+X(I 0 +
3 4 4 ) 0 3 2 T H E
N S "

C.F=0

P O V E V < K ) + X < K )
5 9
' G P
= 1

255 IFOR=ITHENPOKEY<K.,+X(K)*C:.HIK•GOT!::42.0
Z60POKEY..K-)A-R+X(Ki+S•42:POKES0.220•FORD=IT01090 NEXT•POKES0.0

- •  ZS O  RRINT":10014MMIGAME OVER"
300 IFSK>NSTNENHSaSK:PRINT"YOU fERT THE HIOA"
310 PRINT4PYOU SCORED " , 3
1 (320 PRINT"AMMIPICASHIT ANY KEY°
1.30 ROKE19* 1 A: 1 1 T1 9 8 .
1340 50T03

POKEP4.04P.42 GOSUF2000 GOT0280
360 SK=SKI-20•FOFEV(K)+X<K),S2:00SUE2000 IFPEEK(V00+X<K)-14.+S•

. . 6 1 TNE NO O T
0 5 0 0380 Y ( K ) = I N T < 1 8 * R N D I

) ) + 1390 ', . .1(K)=INT(20404D<I ))+1'W.K)sSCR-i -<224X(K))
400 I P R E E K ( X < K )
4
Y < K
) ) 0 3 2 T H E N 3 8 0

410 P C C E - X K ) * Y < K ) . 5
9 .
P O K E
K - 4 - C . 4 4 K )

420 NEXTK
430 GOTOSO
50e p c i i , E K ) . 1
,
x ( o + R
. 0 9
)
, 3 2

501 M=I NT(4404RND<I ))47724:I FFEEK(M)032THEN501
502 POKEM,61•POKEM-i-C,2 GOT0380

• 1 0 0 0  FOKE51.255:ROKE52 2 7  P 0 V E 5 2 5 5 . P O K E
5 6 , 2 7: 1 8 1 0  FORKm0T0463 FOi•E71684-K,FEEK<32768+K) 14EXTK

1015 FORK=7552T07631 REFIDA POKEK,A NEXT
1016 DRTAl 26 , 126 , 102 , 102 , 102 , 102 , 126 , 126 , 56 , 56 , Z4 . 24 . 24 . 24 , 60 . 60
1017 DRTP126, 126 . 6 . 126 , 126 . 96 , 126 , 126 . 126 . 126 , 6 , 126 , 126 , 6 . 126 , 126
1018 DATR96. 96 , 108•108 , 126 . 126 , 12 , 12 , 126 , 126 . 96 . 126 , 126 , 6 , 126 , 126

• 1 0 1 9  DATAl 26, 126. 96 . 126J126. 102J126, 126. 126. 126. 102, 12 , 24 , 48 , 48 . 48
1020 RORK.7632T07663:FEADATOKEK,A•NEXTK
1021 DATAl 26 . 126 , 102 . 126 . 126 , 102 , 126 , 126 , 126 , 126 . 102 . 126p126, 6 . 126 . 126
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You play a dangerous game whel u  gc
search of man-eating ghosts — but the
wards ar h !

o lure the hungry ghosts inlo
°urn be rewarded with

host will disappear —

BY MARK DA

trap and a new ghost will appear in
a dint n t  position on your screen. You
must also steer clear of the traps.
There are seven skill levels all with varying
speeds and numbers of ghosts to deal with.
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ZAKS
I was sitting in my office enjoying a large Pangolacticgargleblas-
ter when the call came. I picked up the Visiviewer. It was the
chief.

"I want you to go to the planet Zax's V and investigate a
leak" he growled. "I'm no plumber," I replied. "Cut the wisec-
racks," he snarled. "Just listen. We've been getting reports from
our man out on Zax that there's a double-agent operating —
and he's selling Federation secrets to the Monotrons. Unfortu-
nately it looks as if the Monotrons got to our man before he
could find out the identity of the double agent. Now I want you
to find out who this guy is and stop him permanently."

"The only clue we have so far," the chief said, continuing his
seemingly endless briefing, "is that the identity of the double
agent is stored in the memory of a computer on the top storey of
an office block in downtown Zaxville. That was the last message
our man managed to get out before they bumped him off. OK,
so now its over to you . . "

This is a graphics adventure which will have you baffled from
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some time. As the private-eye on the case your iob is to get to
the top of that five storey office block and discover the name of
the double agent. Easy. Well, not quite. You may come across
guards as you make your way towards the computer a n d
these ore decidedly unfriendly.

Also, the only way to get from floor to floor is by lift. And
these lifts are locked and barred. Before you can go up you must
find the lift key in one of the five rooms on each floor. A time
consuming task. Beware of the tasty looking snocks you may find
in the rooms n o  doubt left behind by the office workers. Some
may have been poisoned by Monotron spies.

Once you manage to reach the top floor you'll find the
computer Deep Throat ready to tell you the name of the double
agent. Well, almost ready. It appears that the double agent has
already been to the office before you a n d  has planted a
bomb which you must defuse.

Full instructions for this exciting adventure in the underworld
are included in the program. Here's looking at you kids
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*SAVE GAME FEATURE
*OPTIONAL COLOUR ZONE DISPLAY

THE GOLDEN BATON
ARROW OF DEATH Pt 'I
ARROW OF DEATH Pt 2 IESCAPE FROM PULSAR 7
FEASIBILITY EXPERIMENT I
THE TIME MACHINE I
CIRCUS I
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To: Channel 8 Software Limited, 51 Fishergate, Preston. Lancashire. PRI  8BH.
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NAME

ADDRESS

I enclose E ( ( 1 7 9 9  per Game)
Cheques should be made payable to Channel 8 Software Limited. L I  ChequeDPotrat Of r i e r
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Another great game from Microdeal
the first of a new generation of fas
action, talking arcade games.
At the start of each frame the
computer warns the androids
of an intruder "Intruder
Alert"!! Now you can either
run for the nearest doorway,
escape and be called a
"Coward:or chase, shoot

wipe out the andro
If you hit one it wi
a GHOST ANDROID,

andering thru wal
course are elect-

rified f a t a l  effect on
you t o u c h e d ! !  Should
you t h e  screen the
corn. s n e e r s  "I'll get
you next time". Wi l l  it'?

All Cassettes 18 éI1i
AVAILABLE FROM DRAGON i t
SEND 1st S T A M P  FOR 0 FREE SO
FOR 3 2  8, TANDY O F  COM

1
MPO•01,1141.

got
117111111111

MICRODE
14 TRURO ROAD, ST. AUSTELL,
CORNWALL, PL25 5JE. TEL: 0726-67676.





If you want to know which
computer to buy ask your expert.

SPECIFICATIONS
6809E MICROPROCESSOR
The most powerful eight bit processor
available.
32K RAM (as standard). At least twice
the memory of most similarly priced
machines.
EXTENDED MICROSOFT
COLOR BASIC as standard).
Featuring: ADVANCED GRAPHICS
(set, line, circle, paint, print, draw,
rotate and print using). ADVANCED
SOUND 5 octaves, 255 tones.
AUTOMATIC CASSEI
-
I E
RECORDER CONTROL. FULL
EDITING with INSERT and DEI .ETE
PRINTERPORT (Centronics parallel).

9 COLOUR. 5 RESOLUTION

I
D
I
S
P
L
A
Y
.

USE WITH ANY UHF TV and/or
separate PAL. monitor
PROFESSIONAL QUALITY KEY-
BOARD. Typewriter feel Guaran-
teed for 20 million depressions.

; JOYSTICK CONTROL PORTS.

You knew it would happen
some day. Some day your child
would become smarter than you.

What you diddt expect
was that it would happen so
soon. To you. computers are a
mystery from the future.

But to your children, they
are a real source of excitement.
And they're happening now

THE FIRST FAMILY
COMPUTER.
So what will this young

expert say when you ask which
computer to buy? First, make
sure that you have sufficient
power foryour needs.lhat your
computer is easy to learn, and
easy to use. And that it has a
challenging. entertaining and
expanding range of software.

The Dragon 32 is the first
computer specifically designed
for the family. And as such, we
feel that it meets even our
young expert's stringent criteria

The Dragon offers a truly
massive 32K RAM memory -
harnessed by the advanced
6809E microprocessor. This is
quite simply more than you're
ever likely to need - but it does
mean that your computer's
capabilities can respond to

4
/
1
1
1
/
1
1
1

your increasing ability as you
learn your way around.

And how quickly you'll
learn. The Dragons easy-to-
follow instruction manual helps.
But what will really get you
going is the fact that you'll be
enjoying every minute.

And when it comes to
ease of use, the Dragon's
professional-quality keyboard
makes your computer as
familiar as a typewriter.

SOFTWARE TO MATCH.
Dragon software offers a

great range of games - but that's
not all. You'll find educational
programs. Programs to help
you plan your money. Even
programswhich teach you how
to program.

And whether yodre
playing or working. you'll be

'TV not
included
in price.

- IM M E M E ICM

learning more and more about
this increasingly important
new technology

The Dragon 32 costs just
f.175.007 For that, you get
all the features that your child
could ask for - which means just
one thing. It's a very grown-up
computer indeed.

DRAGON 32
The first familycomputa
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Short of ideas for games?
Then why not try to pick the
brains of science fiction
authors. C&I/G's very own
sci-li author, David Langford
is back in action this month,
suggesting books which might
provide ideas as well as
coming up with an unusual
Tandy listing. Read-on as,
through the customary Langford
humour, a stellar horror rears
its ugly head in the

Looking at computer games from the
weird and twisted viewpoint of a sci-
ence fiction writer has now resulted
in a camel. Why a camel? Ahh. be
patient, be patient.

SF authors are traditionally fond of
mathematical or scientific tricks and
games —  anything to baffle and
amaze the readers. In the last year
I've had an overdose of the traditional
physics of space travel and super-
novae and black holes, thanks to writ-
ing reams about these things for two
novels. But you don't see so much
pure mathematics in SF.

Of course there are exceptions.

I 12 COMPUTER & VIDEO GAMES

Attack Of The
Galactic

Rudy Rucker's White Light is a novel
all about mathematical infinity, full of
peculiar number-theory jokes. At one
point the hero has to open a combina-
tion lock whose code number is pi.
and he stands there entering the digits
3.14159265358979 • a n d  so on all
the way to infinity!

Piers Anthony keeps sticking
mathematical ideas into his oversized
SF novels — the worst outbreak being
in OX, which tries ineffectively to use
the game of "Life" as a plot device, to
the battlement of most readers. And
writers like Barrington Bayley and
Jorge Luis Borges are very fond of

boggling you with strange mathema-
tical philosophies.

Borges' The Book of Sand features
a book with an infinite number of
pages, while Bayley's The Radius
Riders proves conclusively tha t
there's more space inside the Earth
than there is outside.

Some mathematical problems are
deceptively simple. The famous four-
colour problem was to prove that any
map you draw can be coloured, using
no more than four colours, so that no
two adjacent countries on the map are
coloured the same. Sounds simple.
The 1976 proof ran to 900 pages and



needed 1500 hours of computer time!
But why a camel? I'm coming to

that! Another simple-seeming puzzle
is known as the travelling salesman
problem: you can vary it from country
lo country but its usually put like this.

A salesman wants to tour the USA
by the shortest route which visits the
capital city of every state. What route
should he take?

This one tends to surprise people
by erupting into much bigger numbers
than expected. and you find that com-
puters would require endless years to
examine all the possible routes. (My
calculator says 3)(10
64 r o u t e s  
f o r  
5 0

cities. Work that out assuming the
computer considers one a second. or
one a nanosecond.)

However, you always knew you
were brighter than a computer. and
this is where the camels come in.
When you key in this simple game
program. camels start appearing ab-
out the screen. and by use of the
arrow keys you steer a rather disgust-
ing caterpillar-like ship into collisions
which wipe out the galactic camels
one by one.

It your lightning brain is up to it,
you should be able to pick efficient
camel-destroying routes which waste
minimum time. For every second you
waste allows more camels to appear
from the sinister depths of the hypers-
patial deserts.

Naturally, as this is a  cruel uni-
verse we live in, it doesn't stay that
easy. From time to time. Galactic Pest
Control checks up on you to make sureCamels.
you're doing your job of keeping the
camels down. If  their scan reveals
more than about 12 camels at large in
the universe, you're ignominiously
pensioned off.

Life after surviving these checkups
is still no bed of roses, since alter
each Galactic Pest Control scan the
vile camels start breeding a  little
faster.

In the end. as with Space Invaders
and many another game. you'll go
under. But how hugely can you score
first?

The listing is for a TRS-80 Model 1
Level II. as usual. (I was going to buy

a Spectrum, but when I poked the keys
it felt just like squashing small dead
sea creatures. and I fled screaming.)
It doesn't have to be treated as a
perfect and polished program, and
can be tinkered with as much as you
like.

A Lew examples: Prefer boring old
space invaders to my fresh, exciting,
vibrant camels? Then a lter  t he
graphics i n  line  4 0  —  say t o
CHRS(166)+ CHRS(167)+CHRS(132).
• Want the camels to appear less
frequently to begin with? Give KC in
line 110 to a bigger value.

Want Galactic Pest Control to check
up more often. or less? The 0.03 in
line 370 is the probability that wiping
out any given camel will trigger a
Galatic Pest Control scan.

Want to alter the Permitted Number
Of Camels Left On screen? The current
figure allowed is the 12 in line 2060.

Do the camels eventually start com-
ing too ridiculously fast for you? The

10 in line 2080 is the minimum num-
ber of game cycles between camel
appearances, and you can easily sub-
stitute a  bigger number. (A  game
cycle is the time taken for the "ship"
to move one unit.)

Want to rewrite the game so totally
and brilliantly that my own puny
efforts will be shown up for the empty.
worthless stuff that they are? OK. but
you're on your own!

A version of this "travelling sales-
man" problem appears —  quite
irrelevantly — in connection with star
travel in Robert Heinlein's latest ettod
Friday. The book is however rather
low on camels.

Why camels? I thought you'd never
ask. Because, er, because — no. I'm
sorry. Another of the things you learn
from science fiction is that There Are
Riddles Of The Universe Which Man-
kind Can Never Hope To Solve.

Interstellar travel and galactic
camels are among these.
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Eelist Computers Ltd.

48K 21.95
32K 29.95
40K 24.95
16K 19,95
32K 21.95
48K 28.95
4 : 28.95

PA 24,95

119 JOHN BRIGHT STREET, BIRMINGHAM, Tel: 021-632 6458

SELECTION OF TOP
NO. 1 ADVENTURELAND
NO. 2 PIRATE ADVENTURE
NO. 3 MISSION IMPOSSIBLE
NO. 4  VOODOO CASTLE
NO. 5  THE COUNT
NO 6  STRANGE ODYSSEY
NO 7  MYSTERY FUN HOUSE
NO. 8 PYRAMID OF DOOM
NO. 9 GHOST TOWN
NO 10  SAVAGE ISLAND part 1
NO 11 SAVAGE ISLAND part 2
NO. 12 GOLDEN VOYAGE
S.A.G.A. 1 ADVENTURELAND
S A G A .  2 PIRATE ADVENTURE
SEA DRAGON
SEA DRAGON
STRATOS
STRATOS
THE CURSE OF CROWLEY MANOR
ESCAPE FROM TRAAM
EARTHQUAKE 1906
BASIC ROUTINES
BASIC ROUTINES
DISKEY
REAR GUARD
REAR GUARD
ELIMINATOR
ELIMINATOR
PREPPIE
PREPPIE
BUG O M
BUG O H(
TREASURE QUEST
TUTTI FRuTr i
TUTTI FR u r n
SUNDAY GOLF
WAR
STONE OF SISYPHUS
C.R.I.S.
B-I NUCLEAR BOMBER
LORDS OF KARMA
ANDROMEDA CONQUEST
DNIEPER RIVER LINE
EMPIRE OF THE ()VERMIN°
GUNS OF FORT DEFIANCE
LEGIONNAIRE
MOON PATROL
PLANET MINERS
G.F S. SORCERESS
TANK ARKADE
MINER 2049er
CAVES OF DEATH
MURDER AT AWESOME HALL
BOMB HUNTER
TUMBLE BUGS
CANYON CLIMBER
CANYON CLIMBER
SHOOTING ARCADE
SHOOTING ARCADE
PACIFIC COAST HIGHWAY
PACIFIC COAST HIGHWAY
CLOWNS & BALLOONS
CLOWNS & BALLOONS
SANDS OF EGYPT
THE CONSTRUCTOR
ZAXXON
ZAXXON
GRAPHIC MASTER
GRAPHIC GENERATOR
BASIC COMPILER
TEXT WIZZARD
VENUS VOYAGER
CRUSH CRUMBLE &  CHOMP
CRUSH CRUMBLE &  CHOMP
ASTROCHASE
ASTROCHASE
ZORK 1
ZORK 2
ZORK 3
DEADLINE
STARCROSS
ACTION QUEST
GHOST ENCOUNTERS
KRAZY SHOOTOUT
K-STAR PATROL
K-HAZY XRITTERS
K -DOS
HELLCAT ACE
FLOYD OF THE JUNGLE
CHOPPER RESCUE
HELLCAT ACE
FLOYD OF THE JUNGLE
CHOPPER RESCUE

QUALITY ATARI SO
C 2 4 K
C 2 4 K
C 2 4 K
C 2 4 K
C 2 4 K
C 2 4 K
C 2 4 K
C 2 4 K
C 2 4 K
C 2 4 K
C 2 4 K
C 2 4 K
D 4 8 K
D 4 8 K
C 1 6 K
D 3 2 K
D 3 2 K
C 1 6 K
C 1 6 K
C 1 6 K
C 1 6 K
C 1 6 K
D 3 2 K
D 3 2 K
C 1 6 K
D 3 2 K
C 1 6 K
D 3 2 K
C 1 6 K
D 3 2 K
C 1 6 K
D 3 2 K
C 1 6 K
C 1 6 K
D 3 2 K
C 1 6 K
D 3 2 K
D 4 0 K
D 3 2 k
C 1 6 K
C 4 8 K
C 3 2 K
C 4 8 K
C 4 8 K
C 3 2 K
C 1 6 K
C 1 6 X
C 3 2 K
C 4 8 K
C 1 6 K
R 1 6 K
C 3 2 K
C 1 6 K
C 1 6 K
D 3 2 K
C 1 6 K
D 3 2 K
C 1 6 K
D 3 2 K
C 1 6 K
D 3 2 K
C 1 6 K
D 3 2 K
O 1 6 K
D 4 S K
C 1 6 K
D 3 2 K
D 4 8 K
D 3 2 K
D 4 8 K
D 3 2 K
C I 6 K
C 3 2 K
D 3 2 K
C 3 2 K
D 3 2 K
D 3 2 K
D 3 2 K
O 3 2 K
O 3 2 K
O 3 2 K
C 1 6 K
C 1 6 X
R 1 6 K
A 1 6 K
A 1 6 K
D 3 2 K
C 3 2 K
C 3 2 K
C 3 2 K
D 4 8 K
D 3 2 K
o 3 2 K

FTWARE HERE: -
17.99 M I S S I O N  ASTEROID
17.99 W I Z Z A R D  & THE PRINCESS
17.99 U L Y S S E S  & THE GOLDEN FLEECE
17,99 F R O G G E R
17.99 F R O G G E R
17.99 G O L F  CHALLENGE
17.99 T H R E S H O L D
17.99 P A I N T
17.99 D E  LUXE INVADERS
17.99 W I Z A R D  OF WOR
17.99 G O R E
17.99 T U T O R I A L  1 DISPLAY LISTS
28,99 T U T O R I A L  2 SCROLLING
28.99 T U T O R I A L  3 PAGE FLIPPING
25.49 T U T O R I A L  4 ANIMATION
25.49 T U T O R I A L  5 PLAYER MISSILES
25.49 T U T O R I A L  6 SOUND
25.49 T U T O R I A L  7 DISC UTILITIES
17,99 S H A M U S
17,99 S H A M U S
17.99 P I C N I C  PARANOIA
17.99 P R O T E C T O R
17.99 P R O T E C T O R  II
35.99 C L A I M  JUMPER
14.49 C L A I M  JUMPER
17 99 F O R T  APOCALYPSE
17 99 S U R V I V O R
17.99 N A U T I L U S
21.99 N A U T I L U S
21.99 S L I M E
21.99 S L I M E
21.99 B A N D I T S
10.99 W A Y O U T
17.99 F A S T  EDDIE
17.99 T U R M O I L
10.99 F A N T A S T I C  VOYAGE
17.99 S T O R Y  MACHINE
25.49 F A C E  MAKER
79.99 S N O O P E R  TROOPS I
11,95 S N O O P E R  TROOPS II
14.95 B A T T L E  TREK
13.45 S T A R  WARRIOR
18.95 T E M P L E  OF APSHAI
21.95 U P P E R  REACHES OF APSHAI
14.95 C U R S E  OF RA
25.95 R E S C U E  AT RIGEL
18.95 I N V A S I O N  ORION
11,95 D A T E S T O N E S  OF RYN
21.95 H O T F O O T
11.95 D A R T S
29.99 S N O O K E R  & BILLIARDS
19_95 H O M E  FINANCIAL MANAGEMENT
12.95 F I G U R E F U N
16.50 G A L A X I A N
21.95 D E F E N D E R
21.95 C E N T I P E D E
21.95 M I S S I L E  CO MMAND
21.95 S P A C E  INVADERS
21.95 S T A R  RAIDERS
21.95 A S T E R O I D S
21.95 A S S E M B L E R  EDITOR
21,95 T H E  HOME FILING MANAGER
21.95 C O N V E R S A T I O N A L  FRENCH
29.95 C O N V E R S A T I O N A L  GERMAN
24.95 C O N V E R S A T I O N A L  SPANISH
29,99 C O N V E R S A T I O N A L  ITALIAN
29.99 M U S I C  COMPOSER
29,95 C A V E R N S  OF MARS
19,95 O I X
75.95 N E C R O M A N C E R
75.95 A  E
19.95 P R E P P I E  II
21.95 S A N D S  OF EGYPT
21.95 T H E  PHARAOHS CURSE
26.50 C L O S E  ASSAULT
26.50 E  FACTOR
29_95 M E L T D O W N
29 95 S P I D E R  INVASION
29 95 A Z T E C  CHALLENGE
37.95 S T A R  BLAZER
29.95 S U S P f  NDED
14.95 M O U N T A I N  KING
14,95 B O U L D E R S  & BOMBS
29.95 S P I T F I R E  ACE
29.95 V Y I N G M A N
29.95 L U N A R  LEEPER
54.95 T H E  NEXT STEP
27.50 M A U R A U D E R
27,50 M E M O R Y  MAP TUTORIAL
27.50 I N S T E D I T
27.50 R E P T O N
27.50 T H E  BLADE OF BLACKPOOLE
27.50 A L P H A  SHIELD

D 4 8 1 (  2 1 . 9 5
D 4 8 K  2 4 . 9 5
D 4 8 K  2 9 . 9 5
C 1 6 K  2 4 . 9 5
D 3 2 K  2 4 . 9 5
C 1 6 K  1 9 . 9 5
D 4 8 K  2 9 . 9 5
D 4 8 K  2 7 . 5 0
R 1 6 K  2 9 _ 9 5
R 1 6 K  2 9 . 9 5
R 1 6 K  2 9 . 9 5
C 1 6 K  1 7 . 9 5
C 1 6 K  1 7 . 9 5
C 1 6 K  1 7 . 9 5
C 1 6 K  1 7  95
C 3 2 K  1 9 9 6
C 1 6 K  1 7  95
D 3 2 K  1 9 . 9 5
C 1 6 K  2 6 . 5 0
D 3 2 K  2 6 , 5 0
C 1 6 K  2 6 _ 5 0
C 3 2 K  2 6 . 5 0
D 3 2 K  2 6 . 5 0
C 1 6 K  2 6 . 5 0
D 3 2 K  2 6 . 5 0
C 3 2 K  2 6 . 5 0
C 1 6 K  2 6 . 5 0
C 3 2 K  2 6  50
D 3 2 K  2 6 _ 5 0
C 3 2 K  2 6 . 5 0
D 3 2 K  2 6  50
D 4 8 K  2 6 . 5 0
D 4 8 K  2 9 . 9 5
R 1 6 K  2 6 . 5 0
fi 1 6 K  2 6 . 5 0
A 1 6 K  2 6 , 5 0
D 4 8 K  2 6  50
D 4 8 K  2 8  60
D 4 8 K  3 6 . 8 0
D 4 8 K  3 6 . 8 0
D 3 2 K  7 0
9 5C 3 2 K  2 9 . 9 5
C 3 2 K  2 9 . 9 5
C 3 2 K  1 4 . 9 5
C 3 2 K  1 4 . 9 5
C 3 2 K  2 2 . 4 5
C 3 2 K  1 8 . 7 5
C 3 2 K  1 4 . 9 5
C 1 6 K  7 . 5 0
C 1 6 K  1 9  99
C 1 6 K  1 9  99
C 1 6 K  1 9 , 9 9
C 1 6 K  1 4 , 9 9

I6K 2 9 . 9 9
A 1 6 K  2 9 . 9 9
R 1 6 K  2 9 . 9 9
R 1 6 K  2 9 . 9 9
A 1 6 K  2 9 _ 9 9
R 1 6 K  2 9  99
•  I 6 K  2 9  99
R 1 6 X  3 9 . 9 9
D 1 6 K  3 9 . 9 9
C 1 6 K  3 9 . 9 9
C 1 6 K  3 9 . 9 9
C 1 6 K  3 9 . 9 9
C I 6 K  3 9 . 9 9
A 1 6 K  3 5 . 9 9
D 1 6 K  2 9 . 9 9
R 1 6 K  2 9 . 9 9
C 3 2 K  2 6 . 5 0
D 4 8 K  2 5 . 9 5
C 1 6 K  2 5 . 4 9
D 1 6 K  2 7  • 95
C 3 2 K  2 4 , 9 5
D 3 2 K  1 9 . 9 5
C 1 6 K  1 1 9 6
C 1 6 K  1 1 _ 9 5
C 1 6 K  1 1 . 9 5
C 1 6 K  1 2 . 9 5
D 4 8 K  2 5 . 9 5
D 3 2 X  2 9 . 9 5
ROM 16X 2 9  95
ROM 16K 7 9 9 5
C 3 2 1 ( 4 0 X  25_95
C 3 2 K 4 0 K  25.95
D
D
D
C D
D
D
D
ROM
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SOFTWARE FOR THE BBC, SINCLAIR ZX81/SPECTRUM & NEW BRAIN
ZX SPECTRUM PRICES

TIME GATE
METEOR STORM
SPEAKEASY
THE CHESS PLAYER
ARCADIA
ASPECT (EditorAssembler)
THE HOBBIT
SPACE INTRUDERS
CRAZY BALLOONS
SPECTRAL INVADERS
SPECTRES
PAINTER
SCHIZOIDS
GOBBLE MAN

BBC PRICES
BBC FRUIT MACHINE
BBC GOLF
BBC POLARIS
MICRO DERBY
BBC BACKGAMMON
SPACE PIRATES
PHARAOHS TOMB
PLANES
INVADERS
INVADERS
STRATOBOMBER
BEEBMUNCH
FLAGS
HYPERDRIVE
3-D MAZE
STAR TREK, CANDY FLOSS

48K
16K
48K
48K
16k
16K
48K
16K
16K
16K
16K
16K
16K
16K

32K
32K
16K
32K
16K
16K
16K
16K
16K
32K
16K
16K
16K
16K
16K
16K

E6.95
4.95
4.95
6.95
5.50
9,00

14.95
4_95
5.75
5.00
8,00
8.00
5.50
4.95

£5.50
5.50
5.50
5.50
8.00
8,00
8.00
8.00
5.50
7.50
7.50
6.50
4.50
6.50
4.50
6_50

1X81 PRICES
ZX81 STARTREK
DAMSEL & THE BEAST
MAZOGS
INVADERS
GOBBLE MAN
ZXTK (Tool Kit)
ZXDB (Disassembler Debugger)

ORIC 48K
GRAIL
MORIA

BBC
GOLF
PAINTER
GALAXY WARS
CHESS
DISASSEMBLER

SPECTRUM
MOLAR MAUL
AH DI DDUMS
JET PACK
M-CODER
CONFLICT

1K
1K

16K
16K
16K

1K
1K

NEW SPECTRUM/BBOORIC SOFTWARE

15.00
6.50

10.00
4.60
3.95
6.90
6.50

6.95
6.95

£5.50
8,00
7,50
8.00
6.95

5.50
5.50
5.50
8.95

11.95

NEWBRAIN MODEL A
NEWBRAIN MODEL AD
EPROM BOX
BATTERY MODULE

16K SPECTRUM
48K SPECTRUM
DRAGON 32
ORIC 48K
VIC 64

NEWBRAIN HARDWARE

ATARI HARDWARE

ATARI 400 (16K Standard) with Basic
ATARI (48K Standard) 800
ATARI 810 (Disc Drive)
ATARI 410 (Cassette Recorder)
32K EXPANSION for ATARI 400
48K EXPANSION for ATARI 400
MOVING KEYBOARD for ATARI 400
PAIR of ATARI JOYSTICKS
WICO JOYSTICK
WICO TRACBALL

SINCLAIRS

244.00
274.00
63.25
74.75

E149.99
299.99
299.99
49.99
60,00
80.00
59.95
13.99
27.95
49.99

99.95
129,95
175,00
169.95
343.85

BOOKS

COMPUTESCOMPUTES FIRST BOOK OF ATARI
COMPUTES SECOND BOOK OF ATARI
THE ATARI ASSEMBLER
BASIS EXERCISES FOR THE ATARI
NEWBRAIN TECHNICAL MANUAL
DE RE ATARI
PROGRAMMING THE 6502
PROGRAMMING THE Z80
PROGRAMMING THE 6809
STARTING FORTH
KNOW YOUR DRAGON
35 PROGRAMS FOR THE DRAGON
THE BBC MICRO REVEALED
EASY PROGRAMMING FOR THE BBC MICRO
GAMES BBC COMPUTERS PLAY 6 . 9 5
BASIC PROGRAMMING FOR THE BBC 5 . 9 5
ASSEMBLY LANGUAGE PROGRAMMING FOR BBC 8 . 0 0
THE ZX SPECTRUM -  how to get the most 5 . 9 5
THE WORKING SPECTRUM 5 . 9 5
SPECTRUM GRAPHICS 6 . 9 5
40 MACHINE CODE ROUTINES ZX SPECTRUM 5 . 9 5
20 PROGRAMS FOR ZX SPECTRUM 5 . 9 5
THE SPECTRUM GAMES COMPANION 5 . 9 5
THE SPECTRUM HANDBOOK 5 . 9 5
MAPPING THE ATARI  1 2 . 5 0
ATARI GRAPHICS 1 0 . 9 9

BOOK ORDERS OVER E10 PLEASE ADD
E1.00 POST & PACKING

C10_99
10.99
10.35
10.45
50.00
17.00
10.75
11.95
12.50
14.35
5,95
4.95
7.95
5.95

To: CALISTO COMPUTERS LTD, 119 JOHN BRIGHT STREET, BIRMINGHAM
PLEASE ACCEPT MY ORDER FOR THE FOLLOWING PROGRAMS
1
2_
3
4
5.
Cheque No.  f o r
Please debit my credit card ACCESSV1SA No.
Phome orders  weecorne on  0 2 1
-
6 3 2  6 4 5 8 .  
S i g n e d *

e n c l o s e d .

Colisio Cocriputers Lid.
Despatch to

N a m e  •

McNees;

SPECIALISTS IN MICROCOMPUTERS AND SOFTWARE
119 JOHN BRIGHT STREET, BIRMINGHAM 81 1BE
latephone. 021.632 W e
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Have you ever bought a program that failed
to live up to its promises?

Worse still a computer which defied the
advertisement copy and refused to reveal
its sec rets.._even refused to turn up for four
months.

Computer people are traditionally slow
to complain, they expect to be kept waiting
and they've been reared on promises and
launch dates that turned into "early pro-
duction difficulties" and distribution prob-
lems".

But the C&VG postbag is  gradually
swelling with complaints from readers and
the feeling is  that while most computer
manufacturers are now making an effort
not to mislead prospective purchasers,
some software houses are still not living up
to their promises.

Sooner or later the wheat will be sorted
from the chaff but to speed that day along,
C&VG is going to come down hard on
cassettes and cartridges which are not up
to standard.

But we need your help_ I f  you have
bought anything from the computer indus-
try which has really made you angry then
put your thoughts on paper

The column is titled "Great Software
Disasters" but you can write in about
computers (as Keith 01lett has done this
month) peripherals, computer books, or
anything which has angered you.

For further details on how to make your
views felt read the panel below.

It may sound as though Great Software
Disasters is going to be the most destruc-
tive page so far unleashed on the compttter
industry. But my hope is  that it  will be
welcomed by: those software houses who
are striving to keep quality high.

Those who have confessed to me in
quiet corners that they do release the odd
bad game because they know some un-
scrupulous rival would make a fortune from
it if they turned it away.

Those manufacturers who believe bad
software or  peripherals reflect on their
computer.

And those of you who have suffered.
Aeilric Bloodaxe is a delightful way to

start off this column, because it tempers
some hard-hitting criticism with humour
and the feeling that Keith is going to end up
very close to Aeitric in the end.

Uric too deserve credit for their positive
response to the piece and the help they
have since offered Keith,

If you have a genuine grievance about
any computer industry product write in to
Great Software Disasters, Computer &
Video Games, Durrant House, Herbal
Hill London ECtli 5JEL

We can only publish your comments if
you give us a name and full address. A
phone number may help and the offend-
ing tape or article despatched will en-
able us to test it for ourselves but this is
not necessary.

We insist that the criticised company
be given a chance to reply to the criti-
cism before we publish.
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it,

The
Blooding

Of
ARLIN

BLOODANE
OR

LEARNING
TO LIVE

WITH AN
ORIC

Ernest Peabrain was a ZX81, he lasted
about four months, changed his name
to Beanbrain when he was expanded
to 4K and is on permanent sabbatical
leave giving novices Hands On Experi-
ence. I never ask what he gets out of

Jezebel came next, a  48K Sharp
MZ-80K, she has lasted about 16
months. Hers is the keyboard I know
best, for all i ts clatter. A t the last
count, I had about six Basic dialects
and three Forth, Jezebel has every-
thing I want from a computer except a
decent keyboard, colour and three
channel sound.

I admit I was beguiled by the Uric
ads, the teaser articles in the compu-
ter press merely heated my ardour. Be
still my dancing pulse! So, i n  late
October, I  ordered one. Well, the
royalties Jezebel had earnt me would
pay for it.

In calmer moments, I mused on the
long and  honourable pedigree o f
Tangerine, no new hot shot outfit this,
sound expertise I  thought, sound
financial backing, I thought.

By now, your ears will have been
filled with the woeful tales of those

who are Waiting for Uric. The sleep-
less nights, the phone engaged for
days on end, the bedwetting, the eter-
nal promise of delivery next week, the
damnable "Fur Elise" everytime the
Om switchboard put me on Hold.

Friends jeered at me in the street,
"Has Eric arrived yet?" I lost my appe-
tite, stopped shaving, wore the same
tie two days in a row, my work was
suffering.

On February 19th, Eric arrived. The
time since then has not been dull.
Because of the placid and predictable
nature o f  the Uric Extended Basic
Iv 1.0), Eric was soon changed to
AelIric Boodaxe, somehow the name
seems more appropriate.

It is my firm opinion that those who
produce user manuals without indexes
should be smothered a t birth, or at
least debarred from the company of
honest and trusting folk. Compassion
for the less privileged forbids me from
offering a n  opinion o n  those who
punctuate manuals with infantile and
unhelpful cartoons. Two sheets o f
errata accompanied the manuals.

The machine itself is a sturdy thing,
not unpleasing t o  the  eye, which
makes i t both useful and decorative.
The keyboard has an unique feel (tac-
tile feedback) and is optionally noisy;
sadly, some keys are marred by a
tendency to remain depressed.

From cold start o r  power on o r
whatever, you eventually get a little
message that tells you that you have
URIC EXTENDED BASIC V1.0 and there
are 47870 BYTES FREE; i f  you enter
PRINT FRE(0), you get 39421, which I
am assured is the amount of memory
available in  bytes; but i f you enter
GRAB followed by PRINT FRE(0) you
still only get 46588 bytes free and I
thought this was supposed to be a 48K
machine (which, according to my aba-
cus, i s  49152 bytes). Someone has
been misled

It is a sad comment on Life or Death
or something, that the April issues of
some computer magazines are still
carrying advertisements which prom-
ise 16 colours on  a  I6 K machine
delivered in 28 days and while I'm at it,
is it honest to describe 240 x 200 pixels
as high resolution?

Oric Basic is an idiosyncratic little
dialect, related on the distaff side to
Microsoft. In some respects it is a lazy
and sensuous thing, i t does not insist
on LET for variables, or arrays of less
than 10 to be DIMmed, and will quite
happily accept PRINTing without semi-
colons.

You may have read that PLOT re-
places PRINT AT but this is not so



PLOT is a viper of a command which
will creep into your tent if you let it.

It is not easy to predict in which of
the eight colours it will print a string,
unless it is numeric, then it will be any
colour you like (as long as you like
green I.

The SIRS command is a joy and a
delight. Get it to produce a string from
an integer between 1 and 9 and it will
produce a string two characters long!
The first character being the deceitful
CHRS(2) and the second your precious
number, even i f  you prune o ff the
deceitful CHU, you will still turn green
when you PLOT, Could a mere BEES
boast such sophistication?

Getting Aeilric to produce all eight
colours of foreground and background
AND use double height and flashing
characters is a challenge to the intel-
lect perhaps equalled only to playing
Towers of Hanoi while blindfolded and
wearing boxing gloves.

Incidentally, the Oric does not boast
the full Teletext Alphamosaic charac-
ter set. WARNING: Teethmarks on the
casing may invalidate the guarantee.

The SOUND, MUSIC and PLAY com-
mands offer great scope for investiga-
tion. The Sound chapter of the manual
is one of the more Byzantine chapters,
omitting' to give any examples of the
SOUND command.

Although there are  three music
channels spanning a magnificent six
octaves i t  is not easy to  get each
music channel to  do something dif-
ferent to the other two. Well, actually
you can get it to do this once or twice,
but you might be better employed with
the screen display or playing Towers
of Hanoi than attempting a three part
arrangement of Jesu, Joy of Mans
Desiring.

Which is a  pity, as I was looking
forward to  i t. The on-board loud-
speaker was very loud and turned the
screen in to  porridge whenever i t
ZAPped o r  PINGed, sadly i t  turned
dumb after three days, but it still blasts
away through the Hi-Fi and I  can
control the volume on that.

There is a current fashion for neat
pot Basic li.e. Structured Basic) as
opposed to  shambler Basic (what I
write). There is a whole chapter de-
voted to this in the manual. Somehow I
feel they would have been better em-
ployed compiling an index. Structure is
fine if you have a BEES or an MZ-BOK
with Hudson MegaBasic, but i f your
line length is restricted to around 80
characters you will be hardpushed to
produce a sizeable program which is
truly structured and running efficiently.

I still maintain that the most useful

programming tool is a large piece of
paper and a pencil with a rubber on
the end of it. It will be interesting to
see the promised BBC-type Basic, will
it be a true Structured Basic or just a
less hastily produced Microsoft type
perhaps with WHILE WEND.

There are a  number o f reserved
words buried in  the Basic but not
mentioned in the manual, one begins
JO and an INVERSE lurks in  there
somewhere.

The omission o f VERIFY is almost
criminal, given Aeilric's unreliability
when saving programs even a t 300
baud (super satel, and the lack of file
writing reading commands will surely
place immense restrictions on its ap-
plications.

I am frankly disappointed i n  the
Uric, Its Basic seems a hastily pro-
duced thing, as is the manual. The
advertising and brochures have been
misleading and at times dishonest. The
telesales staff have had to
spend months covering for
this ill-conceived product
by promising delivery
soon.

I could not in
honesty recommend th is
machine to a beginner and an ex-
perienced u se r  would b e  better
advised to  buy a  more thoughtfully
produced and supported product, even
if he o r  she would have to  buy a
decent keyboard, or save up for some-
thing further up market.

CBI DE CUE UP: Is there a manufac-
turer of popular home computers cap-
able of honest publicity and realistic
delivery dates?
Dear Mr Often
I'm glad to say that things have changed
since you wrote your piece about Aeilric
no delivery problems and the manual is
improved too (not least by the addition 01
an index).

Uric have asked us to suggest that the
best way of dealing with the problems you
are experiencing is to make an appoint
-ment to see sales director Peter Harding.
Now that they have closed down the mail
order operation, you'll find il is child's

play getting through to them.
Just in case you need remind
-ing the number is Ascot 27686

or 27575.
II anyone else has Uric prob-

lems, please send the machines back
to Oric (if purchased trom them) for ser-
vicing (PO Box 162 Cambridge C64 -
P H )— obviously this only applies to

mail order customers. Anyone
with a fault on an Uric bought in

a shop should sent it or take it
back to where it was pur-

chased with the request that it
is tested by that company's
experts and, if  necessary,

•returned to Oric via them.
Our thanks for cheering
up post-opening time.

Mr 0110 we do hope
you come to love and
enioy AeiltiCBlO0da1e
Judith Patten.
On behalf of Oric.



Sinclair ZX Sped
I

ZX Spectrum

GREEN
CAPS LOCK T R U E  VIDEO I N V  VIDEO

COS

READ R E S T O R E
AT N

DATA,

OPEN

INT

VE RIF V

1
I. PRINT

PAPER

N

4
:
3

Y E LLOW

)5IL M O V E  E R A S E

AND S T R  S C H R S

MERGE

ABS

L LIST

BRIGHT

CIRCLE V A L  S
IN KEY S

OVER

CAT F O R M A T

CODE P E E K  T A B

INVERSE

OUT

USA

SCREENS A I
.  I  N

The growing range of Spectrum Software
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You'll know already that the
Spectrum has generated an
enormous range of peripherals
and independent software. Our
own range is growing very fast
and is shown in the Sinclair
Software Catalogue— tree with
every ZX Spectrum.
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At last, a 16K colour computer
with graphics for under E100!

Why have we done it?
Partly because the sheer

volume of Spectrums sold (over
300,000 so far) has brought
down unit production costs.

And partly, of course,
because we hope you'll buy a
Sinclair computer-and not
some competitor's promise!
'Ne've all heard about colour
computers breaking the E100
barrier. Here's the computer
tat's done it. A colour computer
with advanced graphics that's
tully supported, and widely
available.

Right now, you can order a
Sinclair Spectrum at these
prices direct from Sinclair on
+le order form below. And to
lake it even easier to handle
nigh-level computing at the

lowest possible price, we've
cut the cost of the printer, too.
At E,39.95, it's almost
unbelievable!

At prices like these, there's
really no reason to wait.
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Please tick if you require a VAT receipt
•I enclose a cheque/postal order payable to Sinclair Research Ltd for L
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How to order your ZX Spectrum
Access, Barclaycard or Trustcard holders
-call 01-200 0200 24 hours a day, every
day. By FREEPOST - use the coupon
below. Please allow up to 28 days tor
delivery.14-day. money-back option.

E i n = i m i r
-ZX Spectrum
Sinclair Research Ltd., Stanhope Road,
Camberley. Surrey, G1.115 3PS.
Tel: 0276 685311. Reg no 1135105

Item Price

Sinclair ZX Spectrum-16K RAM version  3 0 0 0  9 9  95
Sinclair ZX Spectrum-48K RAM version 3 0 0 2  1 2 9 , 9 5
Sinclair ZX Printer 1 0 1 4  3 9 , 9 5
Printer paper (pack of 5 rolls)  1 0 0 8  1 1 , 9 5
Postage and packing: orders under E90 0 0 2 8   2 . 9 5

orders over £90  0 0 2 9   4 . 9 5

O r d e 7 1
Total

Total E

I t _ L J• Please de la te comple te  as applicable  L I

1 Signature
2:tamel Mr/Mrs/Miss

I P LE AS E  PRINT

L Address
1 1 1 1 1 1 1 1

I 1  !  !  I
FREEPOST-no stamp needed. P r i c e s  apply to UK only.
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Export prices on appl ication_i
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RULES OF COMBAT

Prior to combat, the attacker and
defender are awarded points.
1. They are allocated points as
described in Part 2, including points
for being adjacent to the General.
2. Pieces behind a  boulder are
awarded an extra point at the three
hex range.
3. Pieces close to a boulder which is
not exactly between the attacker
and defender may or may not re-
ceive an extra point.
4. Garrison walls are similar to boul-
ders and provide the same cover.

COMBAT TABLE

To determine the outcome, the
computer selects a  number from
one to six for the attacker and for
the defender if he is returning the
fire. If  he is not returning the fire,
the defender is given one point. To
these scores are added the points
awarded above. The  outcome is
shown in the table_

120 compuTER & VIDEO GAMES

DEFENDER ELIMINATED: Attacker scores more than 5.
ATTACKER ELIMINATED: Defender scores more than 5
DEFENDER RETREATS: Attacker  scores 4 or 5, defender scores less.
ATTACKER RETREATS: Defender  scores 4 or 5, attacker scores less.
BOTH MISS: A n y  other scores.

A-RET:- The attacker is forced to
retreat I  hex away from the direc-
tion of the defender. The directions
in which the attacker may move are
shown at the bottom of the screen. If
none is available, the attacker is
eliminated automatically.

If the combat was at I hex range,
the defender will flicker "ADV". If

is pressed, he may move into
the hex vacated by  the attacker.
The following rules apply with
regard to the Flag:
I) If the attacker occupies the Flag
hex, he must retreat without the
nag.
2) The defender may advance into
the empty Flag hex. This must be a
winning condition since only an In-

OUTCOMES

than may advance into the Flag hex.
3) The General or a Trooper may
retreat into the Flag hex; Indians
may not.
4) The man occupying the Flag hex
may advance with the Flag.
A-ELM:- The attacker is eliminated
and removed from the map. The
defender may advance as  de-
scribed above.
BOTH:- The attacker and the defen-
der are removed from the map.
D-RET:- The defender is forced to
retreat as described above and the
attacker may advance.
D-ELM:- The defender is eliminated
and removed from the map. The
attacker may advance.

Thi s compl e tes  the rules.

WARPATH PART 7 C O M B A T
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HE H a p p y  H u n t i n g
Grounds or Boot Hill get
ready to receive casual-
ties when the computer
goes i n to  i t s  comba t

routine. In  the final article in  this
Warpath series, we look at how the
computer analyses a battle.

Last month I  l e ft you  halfway
through the combat sequence and
slightly up in the air.

Prior to that, you had always been
able to type in the code and at least
be able to check i t by running the
program Last month this was not
possible.

The search routine is called in
line 1230 and it may be wise to omit
the statement K9=LISR(0), while you
test the rest of the program.

When writing the routine I had to
set up very elaborate routines to
debug it.

Normally, these consist o f first,
getting the code under control —

that is, looking for the silly errors
that clobber the whole of memory
— and secondly, ensuring that the
logic is correct.

It helped a great deal to write the
code in Basic first and then translate
it.

Attacker
ICBM
KS(l)
ICT(1)

G(1)
KV(1)
K0(1)

Defender
KB(0)
KS(0)
KT(0)
G(0)

ICV(0)
KQ(1)

IBOARD location
Video location
Character type
Character
Memory location
"Man in Flag hex" flag.

The figure below describes the
lines within the Combat sequences.
Follow this through with the coding.
Lines 1320 to 1500, however, require
more explanation.

Once an attack has been deter-
mined, a  table is set up (see lines
180 and 50).

Figure 1

740 :  Clear attack flags. Obtain location 131 each piece in turn. Gosub
COMBAT.
1230 40 COMBAT :  Display WINDOW. Put Index in SK, SP into SS and Bt. in
SB and call XS(16) RANGE. if there are no attackers, return for next piece.
Calculate K7 — number of defenders at 1 hex range. II zero and man is a
tomahawk, attack is not possible — return.
1250 80 LETTER :  Pr int letters against defenders, but make sure tomahawks
only fight at one hex.
1290 AUTO :  I f  there is only one attack at 1 hex (variable 12) combat Is
automatic so prompting is not necessary. Gob o TEST.
13001310 WHO :  Flicker for decision and check input.
1320 TEST :  Test input some more and set up table.
1330 REPLY :  11 defender has already tired or he is a tomahawk being
attacked at greater than 1 hex range, he cannot reply. If distance is 1 hex,
others must reply.
1340/50 RTN :  Prompt for return of fire. II he returns, determine his defence
points and set attack flag in PTABLE so that he cannot reply again.
1360 :  Calculate attacker's points.
1370 ODDS :  Calculate result using C4 — the ODDS table.
1380 :  Remove letters from screen.
1390 :  Whatever will be will be.
1400 :  Update BIGSCREEN and return to line 740.
1410 A-ELM
1430 A-RET
1440 MISS
1450 D-RET
1460 D-ELM
1480 BOTH eliminated.
1500 ADVANCE: 11 1 hex range, winner may advance.

Note that the attacker i s  given
subscript 1 and the defender sub-
script O. First, Y is set to 1 and all
attacker information is saved. A
similar set is then prepared for the
defender i.e.:

Having decided whether the de-

fender will (or can) return fire, the
combat points are calculated (See
line 280), N(Y) accumulates the
points. RANGE (in Basic) is used to
test whether a trooper is next to the
General for an extra point.

Note also how Y is used to calcu-
late who gets the benefit of cover.

W A R P A T H
Ron Potkin takes to the Warpath for the last time and deals with the rules of combat

(left) and the final piece of programming. If  you have had any problems with the series
please write in.

Finally, line 300 prints the points on
the screen and adds to N(Y) a ran-
dom number from 1 to 6.

We can now calculate the result
using the ODDS table, C4, and print
it on the screen using the routine at
1700.

The elimination in lines 1410, 1460
and 1480 are handled by subroutine
170. Retreats are carried out by line
1510. These are again controlled by
1
1
-
-
-
-
0  
o
r  
Y
=
1
.

This is the seventh and last in the
Warpath series. When you have en-
tered this month's code, you wil l
have a working game up and run-
ning, ready fo r you to  take over
either the cavalry or the indians and
lead them to  victory against your
computer.

You will also have a complete set
of rules and hopefully a full know-
ledge and understanding o f the
workings of this program.

Warpath has been in such detail
so you can convert i t to your own
machine and you can take elements
of the listing and use them in your
own wargames.

It has been fun writing this series
and I  hope you have enjoyed fol-
lowing it.

COMPUTER & VIDEO GAMES 121



MACHINE
CODE
CALLING ALL
THOSE GOSUBS!
Planning a series of GOSUBs which
call one-another up is usually one of
the first lessons and early thrills of
Basic programming.

But how does a  machine code
program find i ts way through the
GOSUBs and RETURNs which stil l
make up a  large chunk o f every
program?

Last month I looked at the idea of
using the subroutines built into the
computer's ROM. This article wi l l
tackle assembly language instruc-
tions associated with subroutines
and the mechanism used b y  the
microprocessor to  keep track o f
subroutine calls and returns.

The instructions fo r  subroutine
calls and returns in machine code
work similarly to Basic but the call is
to a memory address instead of to a
line number.

Executing a  subroutine  c a l l
makes the microprocessor continue
execution with the instruction at the
address specified in  the cal l  in-
struction, and a  return instruction
makes the microprocessor go back
to the instruction following the sub-
routine call.

The 6502 has only one subroutine
call instruction, JSR, which can be
used only with absolute addressing,
and a corresponding return instruc-
tion, RTS.

The 6809 has three subroutine
call instructions; BSR and LBSR,
which a r e  u se d  w i t h  re la ti ve
addressing and take one-byte and
two-byte offsets respectively; and
JSR, which can be used with ex-
tended, d i rect page, and a l l  in-
dexed addressing modes. The re-
turn instruction is RTS, but there is
also another way to perform a re-
turn, which we will look at later.

The Z80 subroutine call instruc-
tions al l  use absolute addressing.
The instructions available are:
CALL address (call unconditionally)
CALL NZ, address (call i f Non-

Zero, i.e., i f Z flag set)
CALL Z, address (call i f Zero, i.e..

if Z flag set)
CALL NC, address (call i f No

Carry, i f  C flag clear)
CALL C, address (call i f Carry,

i.e., i f C flag set)
BY TED BALL

CALL PO, address (call i f Parity
Odd, te., i f P/O flag clear)

CALL PE, address (call i f Parity
Even, i.e., i f 1
3
,
1
0  fl a g  
s e t )

CALL P. address (call i f Positive,
i.e.. i f S flag clear)

CALL M, address (call if Minus,
i.e., i f S flag set)

When you use the conditional
CALL instructions the subroutine
will be executed only if the relevant
condition is satisfied, otherwise the
processor will skip to the next in-
struction after the CALL instruction.

The Z80 also has a similar set of
return instructions:

RET
RET NZ
RET Z
RET NC
RET C

I M F

STACKING I N
STRUCTURE

RET PO
RET PE
RET P
RET M
111

In order to be able to get back to
the right instruction after executing
a subroutine the microprocessor
has to  save the  re turn  address
somewhere. The 6502, 6809 and Z80
all use the same principle for saving
the address, but the details differ

The method fo r  saving return
addresses uses a  data structure
called a stack, in which new items
are always put onto the end of the
stack and stored in the order they
were put, or pushed, onto the stack,
and items taken, or pulled, from the
stack come in the reverse order to
which they w e re  pushed. Th i s
allows subroutine calls inside sub-
routines to  work properly, wi th a
return always going back to  the
instruction following the last sub-
routine call executed.

The terminology for a stack can
be confusing; the last item pushed
onto a  stack is called the top o f
stack, b u t  th e  th ree  micropro-
cessors add  to  the stack down-
wards i n  memory, so the "top o f
stack" i s  actual ly a t the  lowest
address.

When a  subroutine cal l  i s ex-
ecuted the microprocessor stores
the return address in the two bytes
at the address referenced b y  the
Stack Pointer register (SP in  the
6502 and Z80 and S in the 6809), and

decreases the Stack Pointer by two.
A return instruction does the oppo-
site, increasing the stack pointer by
two and putting the two-byte return
address into the Program Counter.

The three microprocessors also
have some instructions that may be
regarded as special types o f sub-
routine calls.

The 6502 instruction BRK (Break)
saves the return address and the
status register on the stack, and
jumps to  the address stored in
addresses $FITE and $FTFT.

The 6809 has three "Software In-
terrupt" instructions, SWI. SWI2 and
SWI3, that save the return address
and all the processor registers ex-
cept Stack Pointer S on the S stack
and then jump to an address stored
in high memory. SWI jumps to the
address s to re d  i n  $FFFA a n d

SWI2 jumps to the address
stored i n  $FTTA and $FFT5, and
SWI3 jumps to the address stored in
$F1T2 and $FTT3.

The Z80 has the "Restart" instruc-
tions RST 0, RST 8, RST 10H, RST
18H, RST 20H, RST 28H, RST 30H,
RST 38H, which are equivalent to
CALL 0, CALL 8, etc., but use only
one byte instead of the three bytes
for a CALL instruction.

On ROM based computers the
addresses used by these instruc-
tions wil l  be in the ROM and will
have been set up by the manufac-
turers. To use the instructions you
will have to find out how they have
been set up, either from the manual
or from books and magazine arti-
cles on specific computers.

As well as the stack being used
automatically to keep track of sub-
routines there are instructions that
allow you to  push the processor
registers onto the stack and pull
from the stack into the processor
registers.

The 6502 has PHA, which pushes
the accumulator onto the stack, PLA
which pulls the top of stack into the
accumulator. PHP which pushes the
status register P onto the stack, and
PLP which pulls the top of stack into
the status register.

The 6809 has two Stack Pointer
registers, the hardware Stack Poin-
ter S which is used for subroutines
and interrupts, and the User Stack
Pointer U. The push and pull in-
structions are PULS, PULU, PSHS,
and PSHU, and the mnemonic must
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be followed by a list of the registers
to be pushed or pulled. Any com-
bination o f registers except the
stack pointer for the stack being
used may be pushed or pulled in
one instruction. For example, we
can have
PSHS A
PULS CC.PC
PSHU PC,Y,X,DP
PULU A,B,Y

The o rd e r  th e  reg isters a re
pushed onto the stack is PC, U or S,
Y, X, DP, B, A, CC, and they are
pulled i n  t h e  re ve rse  o rd e r .
Although the assembly language
allows you to list the registers in a
push or pull instruction in any order
the actual push o r  pul l  order is
always the same.

Note that including PC i n  the
operand o f a  PULS instruction to
pull a  subroutine return address
into the program counter does ex-
actly the same as a RTS instruction,
and this programming trick is often
used to  save putting in  the RTS
instruction.

The Z80 push and pul l  instruc-
tions all work with two bytes at a
time. The instructions are PUSH BC,
PUSH DE, PUSH HL, PUSH AF, PUSH
IX, PUSH IY, POP BC, POP DE, POP
HL, POP AF, POP IX, POP i f .

When you are using subroutines
and push and pull instructions you
have to be careful to balance the
number of bytes pushed and pulled
between the execution o f a  sub-
routine call and the execution of the
return. For example, i f you begin a
subroutine b y  pushing two bytes
onto the stack and pull four bytes
off the stack before the return, the
extra two bytes wi l l  be the return
address and when the return in-
struction is executed the processor
will jump to whatever address hap-
pened to be in the two top bytes of
the stack before the last subroutine
call. We can now go back to last
month's "print a message" routines.

These routines were not written
to be used as subroutines, so i f you
wanted to print several messages in
a program you would have to repeat
the whole code every time. As well
as changing the routines so they can
be used as subroutines there are
other improvements.

The 6502 and Z80 routines last
month were rather complicated as
the 6502 does not have any 16-bit

registers and the Z80 does not have
any 16-bit compare instructions.

The routines can be made much
simpler by marking the end of each
message with an "0" instead of pro-
viding the length o f the message.
With these changes the "prin t a
message" routines, where the mes-
sage may be of any length, become:
6502
Calling sequence:

MESSHI =  MESSGE/256
MESSLO M E S S G E - 2 5 6 -

*MESSHI
LDA MESSLO
STA MESSAD
LDA MESSHI
STA MESSAD + 1
JSR PRMESS

"Print message" subroutine:
PRMESS L D Y  0
NEXTCH BEQ DONE

ISR OUTCH
INC MESSAD
BNE NEXTCH
INC MESSAD + I
IMP NEXCH

DONE R T S
Z80
Calling sequence:

LD HL,MESSGE
CALL PRMESS

"Print message" subroutine
PR/VIESS L D  A, (HL)

RET Z
CALL OUTCH

INC HL
JR PRMESS

6809
Calling sequence

LDX MSSGE
JSR PRMESS

"Print message" subroutine
PRMESS L D A  ,X+

BNE DONE
ISR DUTCH
BRA PRMESS

DONE R T S
There is another point that was

skimmed o ve r  l ast month. W e
assumed that the routine (DUTCH,
which prints the character whose
code is in the accumulator will not
change the contents of registers.

This is true in many computers,
but no t i n  all. However, we  can
ensure that none of the registers are
changed by saving the registers on
the stack before calling the ROM
routine and restoring them after-
wards. I f  we call the ROM routine
that prints the accumulator PRINTA
we can write OUTCH routines that
preserve the registers as follows:
6502
OUTCH PHP

STA TEMP P L A
TXA T A Y
PHA P L A
TYA T A X
PHA L D A  TEMP
W A  TEMP P L P
JSR PRINTA R ' r S

Z80
OUTCH PUSH AF

PUSH BC
PUSH DE
PUSH HL
PUSH IX
PUSH IY
CALL PRINTA

POP rY
POP IX
POP HL
POP DE
POP BC
POP A l
RET

6809
OUTCH PSHU Y,X,DP,D,A,CC

ISR PRINTA
PULU CC,A,D,DP,X,Y
RTS

Note that we do not need to save
S as the ROM routine must leave S
unchanged after a  subroutine call
and return, and that we can put D in
the push/pull list instead of A and B.

Slack
prHoler

Relate call ,o1S1tetliCel

addresses

low
addresses

altar  call
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MOVE D o e s  it belong to a friendly empire'
Is it 1 square away, either vertically,
horizontally or diagonally'

TRADE D o e s  it belong to a friendly empire'
Is it I square away, either vertically,
horizontally or diagonally'
Is it a different star type?

RAID I S  it 1 square away, vertically or
horizontally but not diagonally'

Is it the first movement
phase
)

Does it belong to an alien empire' Is it followed by a Return
order'

RETURN I s  the fleet Returning to a star belonging
to the sails  empire as it left on the first
movement phase'

is it the second movement
phase'

Is it I  square away, vertically or
horizontally but not diagonally'

Does it follow a Raid
order'

ATTACK D o e s  it belong to an enemy empire' I l
l
s  
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r
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phase, is it followed by a
Stay order'

Is it  I  Square away,  vertica lly or
horizontally but not diagonally'

If it's second movement
phase, did fleet move in
its own empire on first
movement phase'

STAY I s  fleet staying at present star' Was your first order
anything but a Raid older'

CARGO, D o e s  fleet start game turn at a Gateway
JUMP AND Star"
PLUNDER

Has it only one order over
both movement phases'

Does it move to a Gateway Star? Is the other movement
phase crossed out'

Is it a different Gateway Soul

To star of original empire (phase 2)

—
S STAY NONE None
M MOVE TRAVEL Between empires at peace
I TRADE TRAVEL Between stars of different types

and empires at peace
R • RAID ATTACK Star of alien empire (phase 11
R RETURN ATTACK To star of original empire (phase 2)
A ATTACK ATTACK Star of empire at war with original

empire
J JUMP GATEWAY To another gateway star
C CARGO GATEWAY To another gateway star
P PLUNDER GATEWAY To another gateway stary

CHECKLIST TABLE
Corn are new stdr m e  sta you left Moving orders

Friendly = Empire which a fleet's current empire is not at war with,
Enemy E m p i r e  which a fleet's current empire is at war with,
Same = Same empire as the one you've left
Alien = A star belonging to an empire other than the one you left
The Checklist Chart is one way of ensuring mat you have not entered an illegal order
which may result in one of your fleets becoming lost in space.

Whatever movement orders you have given each of your seven fleets, they should
be checked against this chart An d  if you can answer "Ye s" to each of the questions
set out there, then the move is a va lid one

If you come  up with a  "N o " then the onie f is illega l in that context. In order to
prompt ''Ye s" answers, some of the questions are phrased in an unusual way. The
only one which ma y cause confusion is "We s your first order anything other than a
Raid order?" This is asked because no Raid order can be  followed by a Stay cud&

ANOTHER CHANCE TO ENTER
If the Seventh Empire appeals to you we still have a batch of rulebooks ready to send
out N o  guarantees I 'm afraid but we ll put you ready should any of the ?I, •MO fleets
currently on the map, drop out. Send in the form be low

Please include me in the Seventh
I Empire Competition.

name my tribe:

My name is:
I Address

Telephone

Ou
,

111

II you are new to the concept of Seventh Empire and want to find
out how to make use of these two alien pages r e a d  on

The Seventh Empire is a unique one-way play-by-mail game.
Readers send in their orders on the form opposite and ihen learn
how they got on in the next issue of CA VG, There is no luck in the
Seventh Empire and the skill lies in guessing how other players
will have to move and taking advantage of the most profitable
battles, trade routes or gateway jumps.

II you want to enter fi ll in the form below. But should you want
to use these pages on a more simple level we will be setting an
additional competition fo r non-Seventh Empire players in  our
August issue.

TAKE TO YOUR FLEETS
Welcome back to galactic con-
flict as the mighty space empires
of our play-by-mail game clash
again.

The fleets have been spread
through t h e  g a la xy b y  o u r
restored disc drives and the action
is set to commence. You should
all have received a note of your
starting positions and personal
code number. I f  no t  rin g  u s
quickly.

To prevent losing new fleets in
space, you should take an im-
mediate copy of your code num-
ber for future reference.

And when you have filled in
the form opposite then be sure
and keep a copy of it so you can
work Out your space profits next
month — and also realise where
your next move will be starting
from.

All orders must be back in the
C&VG offices by June 23rd so be
prompt in  turning around your
first batch of orders,

In case your rulebook is not to
hand, we have included a check
list chart and a run down of all
the possible moves.

Key

SEVENTH EMPIRE MOVEMENT ORDERS

ORDER M O V E M E N T
MODE

AItir ,'!1-•1!N

And the prize for the top scor-
er this turn is once again three
software cassettes for his micro
By th e  December issue  w e
should have an overall top scorer
for the fi rst six months and he
will win  himself the promised
Colecovision games centre.

Remember t o  ch e ck  yo u r
orders against the  checklist
chart to avoid errors which might
lose your fleet in  space. Any
problems and your phonehnes
are open on Friday afternoons,
phone 278 6558.

Imperial fleets are going to
belong to the seven players who
had control of them last time,
even though their fleets may not
be restricted to that particular
empire.

D'Iaans'Empire7KDadman,Port Isaac
Sun Empire R Archer, Taunton
Pirate Empire. P Nevins, Warrington
Bloodline Empire: S Birch, Whitby
Dead Empire D Speight, Carlton
Amethyst Empire: B.M. Jones, Ow
Water Empire: S Chambers. Norwich

May the scourge o f galactic
piracy never share your trade
routes

CONDITIONS

The key refers to the computer code for the order but you should
write it Out in full

I f
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STATE OF THE
GALAXY
A new galactic map has been
formatted by the Computer &
Video Games computer ready to
act on your orders. The map
includes fleet positions but no
trade index until you have started
your new trading missions.

But before you launch your
seven revitalised space fleets
back into the fray, digest the new
Information given below,

The Raid Penalty for this turn
is I and that should be put into
your Raid equations.

The Diplomatic Diagram, given
below is as we last saw it in the
April issue. Those empires ioined
by lines are  a t  wa r with  one
another and where two empires
are not joined, fleets can trade
and travel peacefully between
them. For example: D'Taan's
empire is at war with only the
Water Empire and the Pirate
Empire this turn.

We have also included a- re-
minding d iagram o f  the  Sta r
Types and their trade values.

The form for the first turn of
the second Seventh Emp ire
series is included bottom right
and please remember that we
can only accept entries sent in
on that form — not photocopies.

Star Types

Star type T r a d e  value I
- -Elixir 2 0 0

Gem 1 5 0

Energy 1 0 0

Gateway 5 0

The Diplomatic Diagram

aam ,
Empire

The Galactic Map

Name:

Code No:   T e l e p h o n e  No:

FLEET 1

FLEET 5

FLEET 6

FLEET 7

ACTION STAR ACTION STAR

FLEET 2

FLEET 3

FLEET 4

AT

Orders in Block Caps please

1st Movemen t  phase 2 n d  Movemen t  phase

Empire 's Imperia l Ship f rom   t o' I  wish to move the

Please notify us separately of any change of address.



There's a huge choice of
micros around Eoch with a
different 'reason to buy

One might have fantastic
graphics, but with a sound output
like a pebble in a tin can

Molter may win every
brconie point in the book on
games But with programming
difficulties that make your brain
ache (let alone your finger tips) •

For your micro, it's no good
hcmng one star in the tecrn
need all-round performance that
wins with flying colours (all 16 of
them'). And backed tyy a
knowledgeable dealer network that
will help you explore the exciting
world of micros

THAT'S COLOUR GENIE
Owning one means that when

you wont to do something new,
you won't have to tfircw cwoy

months or years of experience And
you'll find that for WhatENer reason
you first buy a micro - you'll
dewlap new interests immediately!

It means that once stoned,
you can progress to be an
experienced programmer From
fantastic games, to professional
program applications

SOUNDS CHALLENGING?
It's meant to' Because Colour

Genie is fast and powerful enough
to oiler you the most exciting
challenges in entertainment and
education, at home and at work

PROGRAMMABLE
Fast 1-80 chip with very pro-

grammoble Microsoft* BASIC Extended
held in 16K ROM

128 programmable characters
with programmable screen for text and
display Plus 128 pre- set grapnics on
the keyboard

4 programmable function keys in
each shift plus auto-repeat on all 63
keys

And to help cure any of your
programming togs - Colour Genie has
a full, powerful editing facility'

MEMORABLE
On 16K RAM. velually 90% is

cmxtable for you to use Rising to a
staggering 95% with the 32K RAM
option That indicates design efficiency
and some very experienced
progrcimming

l t 's
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counts - its the usable
RAM Mat matters'

ADAPTABLE
Screen text displays a full

40 across x 24 down In this mode you
con told up to 128 complex graphic
shapes Using me highest screen
resolution of 320 x 192

With up to 16 colourS on saw*,
(8 colours and 8 hues) get the shapes
to 'MCM3' MIK the screen with a 30
effect Or you can use full-semen high
graphics resolution at 160 across x 96
down in 4 colours with tocligraund
colour

In both modes you
can mix upper ond tower
case text with graphics

SOFTWARE AVAILABLE
Diarrono ol Scirnorion

The Vegon inckdent
Enchantecl Garden (requires 321()
'Food 6109i0 I
SCIOOS FighletS
Racing Driver
Mystenaus Adventure Sefle5 ( 7 programs)
Imoders ttorr. Space
the Damper
Cosmic 10,00
Zen Editor/ Assembler /Debugger
German

GIOPOCS
Ihe Ederrntrxeor •
;-oilress E y j i
Iss Dem

Goube Agent

Musk
Electr:rlic Orgur
Break-Out (Joystclis
Mom Code Toner
Mode)

LEARNABLE
Colour Genie men
comes wilt 2 manuals
A ne v i
-
te e s  
g u i
d e  
a
n
d

one to take you through
tirst steps of BAstc
Erigksh shormorla

that the computer under
stands (shown nere

contr oner si
l
l

optional

Colour Genie
Quite simply More •  able

Available
/ a n d  
a f f
o r d
a b l
e !

Only E194
(Including VAT)

Send NOW for full details.

Vim

Lifeboat & Noughts ond Crosses
Round table (orithenture)
Murder al Gostorth rioll (Eike Cluedo)
Missile Stnke
Galactic Attack
Mousemoze
Astetoid Mission
CSAARS (Genre 1 to 4 Etosic trans)
Monitor 3

File Handling
C G Copy • A  -
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Moths Proctice Progrcen • a i d

,  -

sortware)
character fierifyakx (2 games on reverSe side) 1 1 1 1
Word Processing a . .
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, C O L O U R ,  PAINT,
, Pt —the list goes on

re than 80 others
Add more than 40 graphic,

lenthmetic and other functions You can
tee the power behi
Colour Gen

Outstanding foci lity with 3 sound
generation channels Independent or
simultaneous with a lull range of 8
octaves on each channel to gee the
synthesized sound of instruments such
as drums, flute and harpsichord A
bomb, a car or a bird

Programmable pitch, duration
and volume

de noise Special eftects
Full enveloping Plays through

your TV or Hi-Fi (Oh
picture on TV) SOUND

D PLAY commands

There's no shortage of action-
packed games available now. But as
your expertise develops, you'll find
Colour Genie software to meet your
growing skills From some of the best
writers around

Education, music, business and
many other applications

Regular software update lists
Backed by Lowe Soft, the special Lowe
Computers software service All you
need to get the most from your Colour
Genie

ENJOYABLE
Your optional Colour Genie

joysticks must be the best in the
business

Skin them hard for explosive
screen action Touch Mem gently for
slow precision They each use a 6-bit
chip and convert from normal
analogue to digital response

And each stick has a built-in
numeric pod to help build exciting two
player applications

SHARE-ABLE
The National Colour Genie Users'

Group welcomes you Free magazine
every month for the beginner and the
pro Where to gel software Its own
software library User experiences and
the opportunity to sell yoior software On

!be Group s own label

LOOP CumpuletS I owe Electronsks Ltd Chesterbekl Rood, Bentley Bridge
Matlock, Derbyshire DE4 5LE

leteptione (0629) 4057, 4995 Telex 37748; LOW! FC C

9\

V I E W
GUARANTEE -
A B L EOur optional 2

-
y e a r  
b r e a k
d o w n

guarantee underlines the reliability of
Odour Genie. Only 16.50 from dole
of purchase

UNDERSTANDABLE
For everybody new to computers,

all the technical words are a bit of a
mystery But ler Colour Genie, you'll
find excellent books whicri lake you
from wiring in Me plug to how to get
the best from ttie coimouter

Gati us a call and we can update
you on current tiries

Happy computing
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ANYTHING TO DECLARE?
These two passengers certainly have!
Among the rather weird collection of items in each suitcase there are two which
definitely do not belong with the rest. Can you deduce which pairs should be
removed for inspection by the Customs Officer? Perhaps, too, you can state how
these four contraband items are related to each other.

QUICK WEIGH IN MATRON
Guile early into a recent hospital visit I
was surprised by a request to hop on the
scales and be weighed. I had duly hopped
before I  had even begun my mumbled
reason for being there — a desperate
attempt to unload about a tonne of un-
wanted R e ' s  0 * *
—
t  i n t o  
t h e  
E N T

waiting area.
And that explanation was cut short by a

fearsome matron who burned me to a crisp
with her acid enquiry as to whether I
always weighed myself with an overcoat
on.

It was some hours later that I realised
what I should have done — dismounted,
carefully taken my coat off, folded it over
one arm and stepped back onto the scales
again!

As It was I discarded the tonne and fled,
taking some small consolation in sending,
anonymously of course. this picture. If  I
have read her correctly It  will take her
some time to work out lust how many
TRIANGLES are needed to make the third
pair of scales balance. Which should de-
lay the processing of my sample for a
week.

Readers of this magazine, however, are
only allowed thirty seconds to complete
this simple operation.

128 COMPUTER & VIDEO GAMES
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THE LOWEST
DICE ROLL
Summer is now recognised medically
as the most dangerous season for us
members of the new species, fanaticus
computicus_ I t  is the t ime when those
mere mortals we live alongside feel the
urge to remove a large quantity of their
outer clothing and leap about shouting
"thirty-fifteen", "Howzat Umpi re  and
"Mowed the lawn three times today!"

A strong urge comes upon us that we
should also be doing something ener-
getic and that the entire population is
becoming fit around us.

But take heed i t  can be fatal to
kick the chair back and join in. A violent
bout of croquet can ruin that typing
finger. So here is a gentler way to move
a few muscles, stimulate the brain, and
so aid digestion.

Copy o u r  dia gra m,  ma k ing the
squares large enough to accommodate
whatever size die your Monopoly set is
supplied with. Place the cube in the top
left square so that the I is on top and the
2 is facing you. In all standard dice the 3
will now be  on the right. (Note: dice
other than standard are not allowed!)

A move is to roll the die by a quarter
turn into an adjacent square, across or
up or down — spinning diagonally over
a corner is forbidden. After the move fill
in the line you have just crossed with a
pen.

0
0D

0  0 E
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the board you will gradually complete
the sides of the squares. Whe n you
draw a line which finishes a square put
a number in it — that number being the
value showing on top of the die at the
tune.

The square just completed will either
be the one the die is in or an adjacent
square -  occasionally you can com-
plete two squares in one move: in which
case enter the top die number into each
square.

There is only one restriction on move-
ment: if possible you must roll so that a
new line is drawn — you may only roll
over a previously drawn line if there is
no other choice.

The exercise ends when you have
completed every square and your effort
can be measured by  the sum of the
scores in the 12 squares

The challenge is  to fi nd the  path
which scores the lowest total! You may
record your moves by noting the initial
letter of the direction you move the the
each time: Up, Down, Right, Left.

Entries should be written in the form
of a list of moves and include a copy of
the diagram with scores entered, and
the total claimed. Usual rules apply and
the editor's decision is final!

SEVENS UP
The solution to each of the fol-
lowing clues is an anagram of
five consecutive letters. When
you have found the twelve S-
iemer words, e nte r
them in the  grid in
such a  way that the
seven first letters and
the seven
end l e t -
ters both
form

0

By Tirneshrmicer

= O M  11 Mil •
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A MANGLED MATHS MESS
When Paul Tutherwon gained his hat-
rick o f  de tentions  i n  o n e  w e e k
(awarded for his believed frivolous call-
ing out of "mangle"when asked to name
one kind of angle) it was decided to
make the punishment as ingenious as
his classroom answers.

He was given this word sum which is
so obviously correct that little develop-
ment seems possible.

But, since there are ten letters being
used and our counting system has ten

words w h e n  r e a d
4 f r o m bottom l e f t t o

top right. The first is
d o n e for you.
or doe, in an alfrescoBuck.

show.
OR DOE =  RODEO

C o n s u m e d regularlyb y teena-
gers.

Complies, on demand, with decibel level.
Bored Roman legions in part command.
Taking third place in entitlement.
So may we deck the poor lieutenant.

One may have remarked upon such a detonation.
Restrain passion until the wedding, please!
Strike a light! It's out until further notice. •
Quite material consequence for an awful telephonist.
The strange ritual of a jungle inhabitant.

Introducing a new cosmetic. Oil of the rose leaf.

digits, 0 to 9, he was asked to replace
each letter by a  digit and convert the
diagram into a calid addition sum_

As always, the same letter stands for
the same digit each time it appears and
there are no leading zeros allowed.

Supper is in half an hour and fish
fingers feature on the menu. Can you
give the erring but likable lad a hand
and tell him which letter represents
which digit?
By Roger Myers
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SAD I N  M Y
SPACE SUIT
Rescue at Rige l appealed to  me  as a
title, so I  sent off for it, looking forward
to an exciting sci-fi  Adventure.

When the game arrived I waited with
eager anticipation fo r the cassette to
load, entranced b y the illustration o f  a
scantily clad lady manacled to an alien
machine, be ing menaced b y  an over-
grown ant. Just behind the ant, blaster in
hand, was Sudden Smith, our hero, clad
in a  space suit. That wou ld  be  me, I
thought.

In the box with the cassette was a 32
page bookle t.  A  q u ick perusal soon
revealed that here was something very
similar to Hellfire Warrior.  (see C&VG,
April '82). a Dunjoncruest game.

A list of single letter commands was
given, and a background story describ-
ing the objective — explore a hollow
asteroid base orbiting Rigel, and rescue
human p risoners b y  p ressing  " T"  to
teleport them to a waiting space ship.
How exciting!
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In play the rooms were drawn on the
screen in  slow motion, and movement
across the  rooms,  b y  h it t ing  ke ys 1
"thru" 9 plus L and R. had all the urgen-
cy of a slug on the attack.

To the right of the graphic display, if
that it  could be called, being entirely
symbolic, were the usual fatigue and
wounds statistics, with  a couple of new
ones ind ica t ing  p o we r in  the  p o we r
pack, and blaster bolts left.

The a liens,  a lthough lo o kin g  l i k e
crosses, we re  actua lly a  race  ca lled
Tollahs — the superior ones being High
Tollahs. Probably an American attempt
at satire. I f  so, it left me cold, as did the
rest of the game.

If you like  Dtmionquest games, fine,
but don 't ,  l i k e  me ,  e xp e ct  anyth ing
different in  this game. I  got the distinct
impression  tha t  t h e  in t rica te  b a ck-
ground story in  the book was writ ten
around an existing formula to give it  a
new lease of life.

Rescue a t  Rigel, cost ing  o ve r E20,
runs on cassette on a 32 K Atari or 16 K
TRS-80, and on d isk on 48K Apple, 32K
Atari, o r  32 K TRS-80. From Computer
Magic

DWARVES WHO SPEAK ENGLISH
The parallel I  d rew a few months ago
between an  Adven tu re  game and  a
story is exemplified in The Hobbit from
Melbourne House, which runs on a 48k
Spectrum.

The game is  presented ve ry much
like a book — the "front cover" with full
colour illustrated title is displayed whilst
the program loads.

The game is a fairly close representa-
tion of the book, which is itself supplied
as part of the package. The action of the
game takes p lace  in  o ve r 50 o f  the
locations described in  the b o o k and
depicted on the map of Middle Earth.

On the fi rst visit to a location, a  fu ll
colour picture o f  the surroundings un-
folds, add ing  to  the impression o f  a
story-book game.

But the player should beware of gaz-
ing at the attractive pictures for too long
— another feature of the game is "Ani-

maction", whe reby the various crea-
tures go about their business inside the
computer.

Messages appear spontaneously on
the screen from time to time as a result
of this background activity, wh ich  has
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an effect on  the course o f  the game.
While you dither, don't be surprised to
see Gandalf o r Thorin, up and leaving
either,

The possib le  commands a re  ve ry
flexible. A  language recognition prog-
ram ca lled  " Ing lish"  is  incorporated,
and " A TTA CK  THE  TROL L  CARE-
FULLY WITH THE SWORD" is recog-
nised as easily as "RUN".

The game is linked to the story by a
16-page bookle t  wh ich  exp la ins the
grammar and vocabulary o f  "Inglish",
the split-screen mode of display, plus
hints and tips on playing the game. I f
you are a Hobbit fan then you will enjoy
p laying t h e  b o o k  a n d  re a d in g  t h e
game I  think?

The cassette costs £14.95 as it is sold
with a paperback version of the Tolkien
classic. I f  you don't know the story o f
Bilbo, Gandalf, C o l l =  and the dwarves
and the ir e p ic journey across Mid d le
Earth, i t  w i l l  p rovide  a  f e w clues to
playing the game.

MUCH MISERY
IN SCOTT'S FUN
HOUSE
OK — I might as well admit it  — I'm
beaten! I have tried Scott Adam's Mystery
Fun House on and oft for over a year, and
still haven't solved It, despite a recent
concerted attack.

Readers have been wr iting to me
desperate tor help — and I have deliber-
ately delayed answering in the hope I
might find the solution. But now I feel it is
time to come clean , I  can't solve this
mystery,

In Fun House, the first problem is to get
inside, a devious ploy typical of Scott. The
clues are all there, and so with a sell-
congratulatory pat on the back I entered
the house.

After being chucked Out a couple of
times by a bouncer, found how to stay
inside. Round I went pressing buttons and
pulling levers — all in  search of the
missing plans!

I shot clay pigeons, met up with a
mermaid, got deafened by a calliope, and
unlocked the secret of a trampoline and a
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YOU'RE NOT ALONE IN  THE PADDED CELL
It is comforting when stuck in an
Adventure to know you're not alone!
Many readers write in desperation for
help,

The interesting point is that their
problems are fairly similar and lend to
revolve around a small number of
Adventures.

Perhaps these are the games intri-
guing enough to worry about! On this
page help with these sticking points isoften at hand!

I would like to help my mystery
correspondent, recognisable by his
distinctive notepaper, who writes
variously as Bilbo from Bag End, and
Desperate Adventurer from A Padded
Cell!

Turn the page upside down Bilbo, to

strange pair of spectacles. But what about
the second bolt? And how do you get your
fortune told?

Alistair Miller of Richmond can answer
the first question, but is still stuck. and
complains that the hint sheet doesn't help
either! This is borne out by Simon Clarke
from Harpenden. who is not quite so far
into Fun House yet. He strongly recom-
mends not bothering with hint sheets
whose usefulness he describes with a
four-asterisk word.

Another Fun House sufferer is the Rev.
Dave Byrne of Kings Norton. trapped at the
bottom of a tank without even a mermaid
to coiffure!

So were all stuck at different places —
and apparently all face insoluble prob-
lems. Surety if we're each capable of
ocercoming some of the difficulties which
others thought impossible, it  is within

discover how to cross the river. And
please reveal your true identity nexttime!

Many thanks to Geoff Phillips of
London NW9, who has enabled me to
re-exist in Philosopher's Quest. For all
those readers dying to know — it's
really quite simple — just think like a
Philosopher'

Geoff also mentions that he feels
five seconds is a more realistic re-
sponse time for an Adventure, since
one cannot physically travel from room
to room instantaneously. True, the first
time around this is acceptable — the
player is busy thinking ahead. But what
about the poor devil trying from scratch
for the 99th time, who knows his way
Into the middle of the game like his

each of our capabilities to reach the end?
Just a matter of perseverance!

Back to the keyboard. Adventurers! And
if I have any luck — I'll let you know!

Fun House runs on TRS-80, Video
Genie, Atari, Vic-20. Apple and Sorceror,
and is certainly one of Scott's most addic-
tively aggravating Adventures! Buy it if you
want a real challenge.
•  If you are struggling with an adventure
and feel that you will never find a way
around the problem, then my own small
talents plus the might of Cd VG' s dedicated
adventure players may provide the
answer.

Write in to: Keith Campbell Adventure
Helpline. Computer & Video Games, Dur-
rant House, Herbal Hill. London EC1R 5JB.
If I  don't know the answer then I  can
alsways throw it open to the readers.

twice times table and hasn't saved a
suitable version? Any views, Adventur-
ers? How often do you save your game
at the crucial moment?

Troubled readers requesting help
this month include two Bedlam play-
ers. Richard Jones can't get past a
guard dog and Simon Clarke wants to
know how to get the green key from the
electro-shock room.

G. Keen from Down Under, has de-
signs on the demise of a gargoyle in
Tandy's Raaka-Tu. Can any readers,
through me. help these troubled ex-
plorers to reach their goal?

And perhaps when you are similarly
stuck one day, someone else will pro-
vide the clues to help you move on to
the next room.

Please don't pick up a pen at the first
sign of a problem. You will only gel a full
sense of achievement from a completed
adventure if you have solved every prob-
lem yourself. So before you write in. give
yourself a chance to solve the problem or
find another way around it. If  you can't
succeed and half the adventure is never
played because you cannot find a way
round one particular problem then is the
time to write to the Adventure Helpline.

SOME TIPS ON
M Y  HINTS
A few months ago I wrote some coded
tips. and a decode program. A number

' of readers had trouble with this. I
should have mentioned that the E was
the printer's way of depicting a hash.
or sharp sign.

Some machines didn't have all the
features used and a CLEAR 1000 state-
ment was needed for a Tandy.

To avoid such problems in future. I
will show clues upside down- Don't
twist the page it you don't want help
with Hobbil, Adventureland and Savage
Island. Part 1.
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l i t  SPECTRUM Hewson Nightflite
Abbex • Spookyman

• I nvasi on
Consultants Specvaders

Mazechase
Harrier ICL Star Trail
Cosmos

SOFTWARE AS TICKED ON LIS T

(Man. Dock)
The Android Run Imagine lzoom

• Hi gh Noon Micmmania Ghost's Revenge
ETX New Gener- Escape £ 4 . 9 3

Abersoft Mazeman ation 3D Tunnel £ 5 . 9 5
The Wizards Software
Warriors Newsuft Time Bandits

Apocolypse Products Spectral Maze
Software Galactic Jailbreak Psion Right Simulation

Labyrinth V D-  3D
Blaby Comp. Ouicksilva Meteor Storm
it Chopper Rescue Space Intruders

Gold Digger R + R Gnasher
Confusion Software Spectapede

Campbell Silversoft Ground Attack
Systems Guipman 0 Cyber Rats £595
ODS Micro Vectis Pony Express
Systems Leapfrog Software Vec-Man
C.Tech Spec man LATEST ADDI TI ON
DJL Software Froggy New Generation Software
DK Tronics LI  3D Tanx £4.95 0 Knot in 3D £5.95

Meteoroids "PLUS 21 ZX81 Titles"
• &ar e "A GF version"

c lv •  I T E M ITEM PRICE TOTAL
INTERFACE M ODULE ' a s s
J O
T S
T I
C
K (
S )

754
SOFTWARE AS TICKED ON LIS T

- SOFTWARE AS TICKED ON LIST

1

Allows you to use any Atari/Commodore type Joystick
with the Spectrum. Simply plugs into the Spectrum.

Complete with 12 months' guarantee.
doom.

JOYSTICK COMPATIBLE SOFTWARE FROM )I I E M
P 5
O F T

FOR THE SPECTRUM
ORDER NOW!

O Astro Blaster
O Blind Alley

Cosmic Guerilla
O Cosmos
•  Cyber Rats
•  ETX
O Frenzy

Frogger
-  Galaxians
E Gulprnan
O JetPac
O joust
O Knot in 3D
O Mazeman
0  Meteoroids
O Night  Hite
O PSSST
O 3D Tunnel
O  Time Gate
O Slippery Sid
•  Spookyrnan
0  Converuon Tape I
O Conversion Tape II

16K Quicksilva
16K Sunshine
I 6K Crystal
16K Abbex
16K Silversoft
I 6K Abbex
I 6K Quicksilva
16K qt..
16K Art ic
16K Campbell Sys.
I 6K Ultimate
I6K Softek
48K New Gen
I 6K Abersoh
I 6K Softek
I 6K Hewson Corn
16K Ultimate
I 6/48K New Gen
48K Quicicsilva
I 6K Silversoft
I 6K Abbey
Kempsoft
Kempsoft

O Spectrum joystick interface only LIS 00

L4 95
L4 95
t5 95
t5 95
L5 95
L5 95
L4 95
L5-95
L4 95
L4 95
L5 95
L5 95
45 95
LS 95
L4 95
(595
t5 95
L5 95
L6 95
LS 95
L4 95
(4 95
£4.95

Please tick approonate bowel
Preen include P&P * Id  VAT O v e
,
S e a S  p r K t s  3 4
,
1  1 4  
C O  
P O  
M U !  
t

Cheques!Postal Orders stiouki be made payable to  Kempston (Micro) Electronics Ltd

Name  S i g n a t u r e
Address

M EM . ,

=1:11:1111

Please debit my ActessNaa• Account No
L i l t  I  I  I J I  I  1  1  I  1  I
Kempston (Micro) Electronics Ltd, Dept CVG7 De• lett
180a Bedford Road.  Kempston,  Bedford MK42 881_
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sinclair Z  X Spectrum

KEY FEATURES
*  Proven c urs or key s imula t ion f o r

maximum software suppor t
*  Accepts Atar i ,  Competi tion Pro, Wico,

Starfighter, Quick Shot,  Le Stick, etc.
*  Second Joystick facil i ty
*  Eight directions programmed in simple

BASIC
*  Rear extension connector  for  all other

add-ons
*  Free demo program. 'V i deo Graffi ti ' *  ful l

instructions
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MAKE SENSE OF WHAT YOUR MICRO "SEES"

Figure 1: look no edges but a recognisable shape.

A computer can make sense o f
what i t  i s seeing when i t i s pre-
sented with line drawings of simple
three-dimensional objects. I t  can
run a  program that automatically
determines which edges jut out-
wards and which go inwards so that
the three-dimensional shape o f an
object can be worked out from a
two-dimensional drawing of it.

Unfortunately, when the compu-
ter is seeing the real world it does
not see line drawings but, rather,
more or less what we see.

However, i t is not too difficult to
reduce an ordinary image o f  a
scene containing three-dimensional
objects to a line drawing. A method
for doing this can be explained with
reference to figure

An examination of this figure will
prove that the image shown in it has
no drawn edges. Yet the human
observer has no difficulty in detect-
ing its edges. Edges are perceived
wherever there is a sharp change in
the shade of grey.

A computer can be programmed
to detect the edges in  a  picture
using the same idea. An image of a

scene can be  turned into a  l ine
drawing in the following way.
1. Convert the image into numbers
by measuring the shade of grey in
each square of a grid covering the
image and compiling a correspond-
ing array of numbers.

This can be done by measuring
the intensity of the light reflected
from each square. The part around
the angle of the L in the L-shaped
object shown in figure I  will give
the following array of numbers
when it is covered by a grid with 5
rows and 5 columns.

Light into numbers.

2. From this array of numbers find
another array giving the differences
between adjacent numbers both
horizontally and vertical ly. This
array wi l l  show differences in in-
tensity, which is what we are using
to detect edges. The new array is in
this case

a Join adjacent entries with similar
values in this new array. The lines
obtained in this way should give
edges in the original scene. In our
case t h e  following line s  a r e
obtained

This gives the arrowhead junction
of lines that occurs in the part of the
object that we examined.

In this way a  computer can be
programmed to  see by running a
program to extract the edges from a
picture of a real-life scene and then
running a program to determine the
meaning of the line drawing formed
by the edges.

In a very general way, this is what
happens in the brain and eye when
we see things. It also helps to ex-
plain why we can recognise car-
toons and characatures so easily.

They are composed o f lines, so
that edges are presented directly
Consequently the brain does not
need to perform its usual first stage
of extracting edges, but can start its
work at a  higher level than i t can
with an ordinary picture.
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GAMES THAT ARE
HARD TO BEAT

Why? Because every single Romik action game is professionally
written in machine code to give you all the thrills and action of a
fast-moving arcade game. Every one recorded on top quality tape. most
of them playable either from the keyboard or with joysticks.

A lot of thought and development goes into every game - and we
guarantee no bugs to drive you mad, no infuriating gaps to interrupt
your fun.

Whether pitted against invaders from alien worlds, tracking
hungry sharks or frantically stalling the melt-down of a nuclear reactor
you can be sure that if its a Romik game you'll have a battle on your
hands. The kind of battle that leaves no room for mistakes or hesitation.

CO MI NG  S OON
Roma( p ro r r i l
s e  a t  
l e a s t  
o n e  
n e
w  
g a
m e

every month, and soon there'll be Romik
games  for the A!,:tri ; Ind Lynx computers

FREE CO MP E TI TI O NS
Every actor game purchaseU LririySa  free
entry into the national competition to find
the Supreme Champion, and free entry
into the annual Romik Grand Master
competition with its fantastic prizes

T O P  PRICES PAIDWere always on the lookout for new, top
quality machine code arcade games for
any machine If you have what you
consider a marketable game, let us know.
Nobody pays higher royalties than we do.

For further details of all our games and a list of stockists
complete the coupon and send it to:
Romik Software, 272 Argyll Avenue, Slough SL1 4HE
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G AME S  AV AI LABLE  N O W
Une x pa nde d VIC 20

Martian Raider S h a r k  Attack
Sea Invasion A t o m  Smasher
Power Blaster S p a c e  Attack
Space Fortress M i n d  Twisters

Mukisound Synthesiser
E x p a n d e d  VIC 20 3K, fit< or 16KI

Time Destroyers M o o n s  of Jupiter
BBC Model A ot RI
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Dragon

ALL THE ABO V E  GAMES COST E 9.99
7.X81

Super Nine-9  IK garne. E 9 9 9
Galactic Trooper (l6Kl E 4 . 9 9

16K OR 48K SPECTRUM
Colour Clash E 7  99
Galactic Trooper E 5  99
3D Monster Maze E 6 . 9 9
Spectra Smash (plus Breakout) i . 6 • 9 9
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Have you ever eagerly loaded a new
program only to discover that you've wasted
your hard earned cash? We know how you feel
—we've suffered too.

Our company, Mr. Micro Ltd, has
grown out of a passion for home computing,
an obsession that went far beyond a hobby.

We are determined to ensure that all
programs and accessories which bear the
Mr. Micro name are proven, tried, tested and
debugged and represent excellent value for
money. After all we were in from the beginning
and we have built ourselves a hard earned
reputation in the world of home computing

Our packaging has undergone a
complete re-design so that before you buy
anything you know exactly what the package
contains, how it works and what the screen
display will look like.

No lucky dip—we've got nothing to
hide, All our programs are well
written, exciting and exhilarating,
designed to stretch your
capabilities to the full and
extract every ounce of
performance from your

.•••• ,
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0 MORE LUCKY Dip!
STRETCH YOUR
MIND & MICRO

WITH
MR. MICRO

GAMES
& ACCESSORIES
Mysterious Island V i c  20 16 K £ 9 . 9 0

Your graph's adventure begins alter
escaping from prnon in a hot air balloon -
try to land ii on Mystenous bland, then the
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Killer Bees • floank Natives • Hidden Clues
•  Force Fields • Capture the Nautilus • Full
Graphic Dnplay • Several Games lead to
Earning finial • Separate Practice Program
•  Includes Blank Data Tape to store the game
to play later
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and lightning reflexes All successful
achentum can claim a unique peraosudiwd
award by sending Mr Micro their final
position ai the end id the pme-i For use with
Commodore Va 20, tbk expansion. by
kiysock or keyboard),
Itamdam V i c  ZO £ 1 3 . 9 0

Pus accessory enables rin cr. WM Which
WOtkid normalls• only work with 3k expansion
to work with Ilk or ink CV111t61011 RAMDAM
Imes having to buy a 3k peck if you already
own An 8k or 16k. With kAMDAM and a
Commodore 1.6k repetition all known tape
pones will run on your Vic 20. • Includes
Memory Test Program • Free 6
-
5k p a n e

• MICROVADERS be use with Joysticks
Harchy S p e c t r u m  4lik L I A O

Guide Quastmodo over the ramparts to
rescue Esmeralda Leap flarnm, dodge arrows
and ring the bells •  Amazingly gird graphics
•  Fins Arcade ACt101) a YOUT be surprised at
what your MKTO is capable i fs V
c
n•

dernandmg
Dragon Tamer D r a g o n  t2

Allows Atan type and other digital
joysticks to be used with the DTZKOrt giving
better response and more control For the tint
lime your Dragon will be atilt to reflect your
true skills •  Achieve higher penes scores •
Less Frustration.

Plus To ensure maximum value,
Dragon lamer includes two original games Inc
use With digital toystickr
Goldrush V i c  20 3.5k 1 . 6 . 9 0

This graphic adventure program was the
first in the world to oiler real gold Inc the
successful adventurer. An idea which has been
much copied hut FICWI equalled, • Fun •
Educational • Chalinipng • lues Puzzles
•  Searthes • Fast Reaction Game

Should you experience air, difficulty in
obtaining Mr. Micm products from ritit local
dialer they ire available prat tree direct from
Mr. Micro.

Send your remits:at to
Mr. Micro lAd. 69 Parunglon Lane
, S
a
l a
t a a
.

Manchester M27 3AL.
Cleques should be nude payable to

Mr. Micro Ltd Please Ante* 28days Its
delivery.
Note to dealers

You should benefit greatly by etockatal
the Mr. Micro range of sobware and
accounts. For fun her details telephone
len Gregory at Mt Micro without delay

TRADE DISTRIBUTION BY
P.C.S.

Vas tb,.Sculmhow• l im it Ind Fai.,
Bondi IltEmi, Lwow D ur o. ,  L1 0 , ,  BB oink

Tel, 02"...1iWIZIII

COMPUTER & VIDEO GAMES 1 3 5



supermarket
ATARI 4101800 OWNERS

Over 200 games available for you
lo hire. Offering a  wide range of
cassettes, cartridges a nd discs.
Many satisfied members already
hire their games from us, the BIG-
GEST and BEST Atari Library in the
country. All original games with ori-
ginal documentation — no copies.
MIDLAND GAME S  LIBRARY,  4 8
Readway, Bishops Cleeve, Che l -
tenham, GLOS. Tel: 0242 674960
between 6 and 9pm Send s.a.e for
details.

T I 9 9
,
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FOUR GAM ES ON ONE TAPE.
GilMeg Tape 1 £ 3 . 5 0
Nombre Washers, Cricket, M ines oil Pluto AS in TI
Basic Leapfrog in extended Basic.
Games Tape 2
r r
,
i r
n
a
k
e
r  
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n
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,  
M
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m
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rt extended a rmc
BoIn rapes ror orey CS SO.
DATA•SOFT• 2 2  Bt .  Alb a n s Towe r,  I n a  W a y.
Chtngtord. London ES BR&

£3.50
Snacact
,
r. 
A s

SOFTWARE
IRS-80 VIDEO GENIE:
Dodgems (16K)
Frogger (16K)
Kong (16K)
Muncher (16K)SINCLAIR SPECTRUM
Bermuda Triangle (3•D Adventur e-48K)

C.5 50

19 75
C9 75
C9 75
C9 75

COLOUR GENIE
Frogger (1 6 K)   £ 9 . 7 5

(All prices inciude VAT & P&P)
Always interested in programs tor  arty oil the  above

machmers
1.25% Royathes given)

KRICON LTD.
11 Medway, Hallsham, Ea st Sussex 8N27 3HE

(0323)  846110

VIC 20, COMMODORE 64, ZX81,
SPECTRUM

Full range quality software from games
business

Hardware also available
Access, Barclaycard available

SAPS!' (269 (Inc. VAT)
Enfield Communications Ltd.

135 High Street, Ponders End, Enfield
Middx EN3 4E5 01 805 7434•

s

I t I c a r d  S o l i  w a r t
, NEW RELEASES FOR DRAGON
aLIENS • v i e

raachene coded Arcade ,
g a m e  
u t e r e e r r i e d  
h g h  
r e s o l u
b o n

7aphca Features 48 enisele*s. wither  thg.  4  dellendaos pee
whs.. 4  shaPell •  beware shakes COnlaraoun aNgsl
, 0  1  s s o r sions° owe
OfeeGOO1 STAFITAIEK C I A S
a roe none uototoo neaeurona 4 10 x  10  gailoy ohmid control,
uncann lOrporloos rdatus We e ' s  signals 'accrued,
search Kanner  control, warp &a te  star 6ases w.Pte = %
C
.
Nam ogres, pontos and planet nandloa pulsars, nova& sums
ootwoga matelots, xrkenex and shutalo soctiroa ens auto...abet*,
r _ O n v e l 9 n 9  a n d  s i t s c h I n g  S l i n g O n e  F o u r  l a v e r s  d d a c o n eCocoas anti, insealcoon 'aerator •

AS p r I t e l  r i de e i ne s ,  M I  Ce l l a r,  c h e q u e s  O r  w s t i i i
cwiers to WIZARD SOFTWARE, P .O. S OX  23,
DIANIFERMUNE. F i n  KTI1

• 5.6. E •  i • •
1

ATARI 400/800 GAME
LUNAR COMBAT

High-res gra, and sound and full toystick con-
trol An exciting fast action shoolOut game lot
two players on cassette needing at least 32K.
Only t i  0.00 inc P-t-P. R a s  and cheques to:
J.E. Simmons,
3 St Raphael Court, 26  Hightield Road.
Ipswich, Suffolk I N  6DA.

1,36 COMPUTER & VIDEO GAMES

W A U F  S C I P T I M A D F  S f I P T I M A D P  c n•
• • • 1 2 1 1
,

, • • •

,N M E • E .•

EIMP

•

•
,
1
1

. • k •

• • = 1 1
,
•

•  ,
1
1
1
1
1 •
•

ME E

TRACK DOWN THE
NASTY SIZZLING
ALIEN ENEMIES
JETPAC

Building your rocket and fuelling it is the
idea of the latest game from Ultimate.

The tape loaded successfully first time
and while the game was loading an im-
pressive title screen was displayed.

The game starts with a  rocket ship in
three parts. This has to be assembled by
picking up each of the pieces in order and
dropping them onto the base segment
which is already in position at the bottom
of the screen.

Once the rocket assembly is complete,
you will need to get six fuel pods on board
by picking them up as they appear random-
ly on the screen and dropping them into the
craft.

When fuelled, you can board the ship
yourself and blast off to the next planet
where a similar task laces you.

If all this sounds too easy, then you
probably ha v e n't he a rd a bout t h e
thousands of aliens who inhabit each
planet and are, "in desperate need of
blowing up". You are equipped with a laser
weapon with which to do this and also a
jet-powered transport system strapped to
your back, hence the title. If you are hit by
an alien then you lose one of your four
lives. On the first screen the aliens are not
too difficult to avoid but on subsequent
planets they become more intelligent and
are able to track you with ever increasing
accuracy.

Jetpac is very playable, addictive and
nriginal arcade type game The graphics

• • • •

• • • •

• 1 1
,
•

. 1 • •

• . • •

.E IMMIIM=ft

e i onomp

. 1 1 • 1 1 .

• E • M i •

are superb but the sound effects bore a
striking similarity to a pan of frying eggs
and bacon. By the time I reached the fourth
planet I was starving!

The choice of movement keys is well
thought out, although the program also
accepts a joystick from Kempston.

Jetpac runs on any ZX Spectrum and is
for one or two players. I t costs £5 from
Leicestershire-based Ultimate and comes
complete with  a  five year unconditional
guarantee which can't be bad.
•  Getting Started 9
•  Value 9
•  Playability 9

BUGS HINDER THE
GREAT COSMIC
ESCAPE
ESCAPE FROM ORION

Escape from Orion is the first Donkey Kong
style game to come under the scrutiny of
our BBC reviewers.

As the first software house to attempt
such a complicated arcade to home con-
version Hopesoft are to be congratulated
for their pluck.

That is where the congratulations have
to end. The game fails on a  number of
counts.

Although i t gives you four screens of
graduated toughness they are not inter-
active.Whenyouhavecompletedscreenone
you do not automatically go on to screen
number two, but must go back to the menu
and select the next stage. Effectively it's
like playing four separate games.

The next gripe is either as a result of a
bug or bad design. You cannot go up the
ladders that connect the various levels hi; ,_A

•••••Mb
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PURCHASED FROM US.
folP1 II 64K E269.00
Full Size Keyboard E36.25
'hermat Printer £185.75
Joystick E14.95
Games Cassettes E4 99
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INTERGALACTIC
TRADE GAP .  .
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can only descend to  the bottom o f  the
screen.

This is most frustrating as when you get
to the bottom of certain screens you are
trapped through no lack of skill on your
part.

This problem is eliminated to some ex-
tent on the third screen which has two lilts
connecting the floors.

Graphics-wise Escape from Orion is
adequate though not impressive. Your little
man arrives in his space craft and must
then run down the ladders collecting the
spanners which are dotted around the four
levels of play.

Every so often a  green cat-like alien
appears at the side of the screen and flings
an object at you. These are easy to dodge
and they don't track you down the ladders
as do the barrels in the arcade game.

To dodge objects press the space bar
to make you r lit t le  man hop over the
obstacles.

You also make him jump up to collect the
various items which he will need to make
good his escape.

I played the game with the keyboard but
it would be better with a joystick.

This could quite easily have been a good
game if one or two things mentioned had
been sorted out. As it  stands we cannot
recommend it.

Escape from Orion runs on the BBC
model B and is available from Hopesolt of
Berkshire at £6.75.
•  Getting Started 8
•  Value 3
•  Playability 4

TRADER
You are Trentur a  space merchant and
you're trade route lies between the six
moons of Mendien.

All but one of the moons is inhabited and
you begin the game with 1,000 credits to
buy fuel and stock.

The skilled trader will develop a compre-
hensive knowledge of the values o f  the
commodities in this space sector.

Petrochem is a  liquified mineral with
lubricating properties and also a  ra w
material for the manufacture of Plasitron
on Alpha.

Munch is an organically derived food-
stuff available in  swee t  and savoury
varieties. Price fairly stable.

Synthomunch is pretty disgusting to eat
but highly nutritious and bought by the less
wealthy settlers.

Boosterspice is one of the black market
commodities I t s  a  narcotic —  a  less

MIle
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refined form of Hi-lyfe but with unpredict
able side effects.

Gold is now of little value and used as an
anti-corrosive plating.

Raw fuel is the radioactive ore scattered
over the surface of Gamma. Refined and
liquified for hopper fuel.

All these prices are randomly generated
including your fuel so you must keep a
check on what you buy and the price you
pay, as you have to sell at a profit.

Trader is a game of fantastic graphics
colour, with some nice tunes thrown in as
well.

The game is made up of three separatE
16K programs which are played one after
the other.

It is supplied with  a  16-page booklet,
which sets the scene for the game and
provides instructions,

Trader is now being marketed by Quick-
silva and is available for three computers.
ZX81 plus 16K, 48 Spectrum, and the Vic 20
with 16K.
The games are available from Quicksilva
stockists a t  f 9  95 fo r the Spectrum and
ZX81 versions and f14•95 for the Vic 20.
•  Getting Started 9
•  Value 6
•  Playability 6

SAVE BILL THE
WORM FROM
SUDDEN DEATH
MINED OUT

Your mission (should you decide to accept
it) is  to  rescue B ill the worm from his
enclosure on Level 7 of the minefield.

Well, I've played minefield games be-
fore, but this one for the Dragon 32 has a
novel approach. It is slickly presented on
'screen, easily played with speed using the
cursor arrows, and has surprises, bonuses
and a few gimmicks thrown in.

Each level is slightly different, but the
basic theme is for the player to cross from
bottom to top of the screen, being warned
at each position how many mines a re
adjacent t o  h im.  One fa lse  step  a n d
BOOM!!

The first two levels show the players
previous paths, and so he can move along
them with absolute safety. Things get more
difficult as the game progresses.

A nice feature is that at the end ofeach
level, the mines are shown, and the player
is treated to  a  selectable speed action
replay of his movements Music and sound
effects suitably accompany the player's
actions. I liked ill Available from Quicksilva
of Southampton.
•  Getting Started
•  Value
•  Playability

10
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ATARI 401800 OWNERS
Comprehensive selection of cassette. disk and
cartridge games. avallabk i tor hire, at  iowest
rates available S.A E t o r details

CASTLE GAMES LIBRARY, 44 AUGUSTA
CLOSE, RO CHDALE ,  LANCS 0 L1 2  6HI
Tel: (0706) 59602

WI  SOFTWARE OFFER Ill
HURRY H U R R Y  H U R R Y
V A  O F FREE SOFTWARE WI TH ALL4
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Full r a n g e  o f a c tion ,  bus tne S s  a r id e duc a tiona l
cassettes A ll prices include V A T and FREE
DELIVERY in the UK
Cheques and Postal Orders only or call tr)

CITY CB CENTRE
112 RI ME L( )  ST.. LONDON Ni .

Tel 01-739 999112.

ATARI 4001300 SOFTWARE
Why not try us for our wide range oi Atari
computer games at some of the keenest
prices around,
We also operate a rental club for those
who do not wish to buy
Please write or phone (4pm-lOpmi once
!1st o r  r e n t a l  c l u b  d e t a i l s  t o :
-D J.B. SOFTWARE,
59, Woodland Ave., Hove, Sussex
Tel: (0273) 502143.

TI 9 9 4 A  (16K)
Quality software on cassette
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STAASHIP 19,(151113VA — Apanture 0 lok t twin son tape Meow)
ESCAPE THE WOODEN — rgrgihresi lholds too 10 ttorn kno te.towsl
09011.0140 -  y o u r  oho ionoloe, leceltheto Nrmth 'tidies' M u f t i '
SOO _  ur ghc h — 110 4 ottyini
NUCLEAR MAIT111 -  ..514Neti
MIND MON OWN OUSINEIN M e l )
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supermarket „.
SOFTWARE FOR

THE VIC AND
COMMODORE 64

Unexpended VIC 20.
SKI-SUNDAY. G uide y our sk ier d o wn  the
forested course, through the s lalom gates,
avoiding the many  hazards, but  watch out
for the ice
POLARIS. You are in c ommand of  a nuc lear
sub, des t roy  as  ma n y  enemy  s hips  and
planes wit h  y ou r mis s iles  in  90 seconds,
score 400 points  and receive an ex t ra 30
seconds on patrol.
Both these games are in mult i-c olour,  with
many sound effects and tunes. £5.50.
JACKPOT. O wn  y our o wn  f ru it  mac hine,
lust lik e t he  rea l t h ing,  cart y ou  w in  t he
lackpot1 Y o u  w i l l  b e  am az ed b y  t he
graphics, colours, and many sound effects.
with nine different tunes, a  ful l  machine
zlode program,  a  v ery  c ompuls iv e game
E5.50
SWAG•MAN. Chase the bullion v an round
the streets of  New  York,  picking up the
swag, but beware you must defuse the time
bombs, t o  ga in  ex t ra t ime  and fuel,  f u l l
-
.
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game Fo r  3K expans ion only , E5.50.
DATABASE. Create y our own fi les  and re-
:ords on tape 11.50
BANK MANAGER. Computerise your  bank
account 15.00
SUPER BANK MANAGER. A full feature ver-
sion, needs 3K expans ion, but  wi l l  run on
any memory  size E7.50
M C  SOFT. Mac hine code monit or and dis-
3 sse m b le r,  a n y  m e m o r y  s ize  1 7 .5 0
CHARACTER EDITOR. Wi th our  own win-
dow fac ility  £4.50

COMMODORE 64
LUNAR RESCUE. Our vers ion of  that popu•
•ar arcade game, in machine code E7.50
M
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disassembler E7.50

2X81 B B C  V I C  20
SPECTRUM D R A G O N

Other s of tware av ailable f o r t he VIC and
Commodore 64, send for free brochure.

DEALER ENQUIRIES WELCOME
CHEQUES• P 0.'s  TO

MR CHIP SOFTWARE. Dept CVG.
1 Neville Place, Llandudno, Gwynedd

LL30 3BL
WANTED Good quality  software, top royal-

Top games for the top micros, backed by
our personal service, Send two 2nd class
stamps for list and introductory offers.

MicroWay. (Dept VG).
35 Grosvenor Avenue, Alsager.

Stoke-on-Trent ST7 20Z.

ATARI 4001800 SOFTWARE
Why spend a  fortune on software when you
can hire all the very latest released games etc
at a most competitive rate? We have an a -
round selection of  disks. cassettes and car-
Ifidges awaiting your Atari 400:800. Apply now
and hire your first 2 games free. For full details
send stamped addressed envelope or phone
evenings 7pm-lO pm o r  weekends . (0783)
286351
Games a  Sof tware Club,  35 Tilbury  Road,
Thorney Close, Sunderland SA3 4PB,

• = • • • = a
- CO LO UR GENI E

Creepy Crawly  — satisfy your crawlies appe
tite. 3 screens, extra men, very addictive
Atomic  —  c an  y ou s av e y our c it ies  f rom
nuclear destruction, h i
-
r e s  
g r a p h i c s  
g a m e

Both games with full colour and sound on "rip
tape tor 15.511
Send to
TIMESOFT, 25 Cumberland Ave. Benttem.
Essex S 7  SNI.S•
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A BLADE HUNTER
FINDS IT HARD TO
KEEP RUNNING
BLADES OF BLACKPOOLE

Blade of Blackpoole is one of those adven-
ture games.

You know the sort I mean. After travell-
ing a couple of moves North, South, East
or West you come up against something
that you just can't shift, get past, kill, cajole
or bribe.

In the Blade these objects come in the
shape of an ugly man-eating plant, a boat
which cannot be rowed, sailed, or paddled,
a landslide which you cannot climb, tunnel
under, o r wa lk around, and a  patch o f
quicksand which is determined not to let
you Cross.

That's as far as I  got. Heaven knows
what lies beyond.

So why can't you sail the boat? I'm sorry
I can't answer that.

All right then, so why can't I climb the
landslide. I'm sorry, I can't answer that.

That's about as much advice as this
reviewer can offer on penetrating Black-
poole so I may as well tell you about the
plot and the graphics. Anyway, even if  I
knew secrets, I wouldn't tell you.

Plot is strong. You are searching for the
magical sword of Myraglym. Rumour and
legend ta lk o f  a  secret chamber near
Blackpoole in which the sword is said to
lie. Discovering the blade is only half the
battle. It must now be returned safely to its
rightful place on the alter from whence it
was stolen.

O M EN=
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The lost blade is the source of great evil
on the world as men have taken up arms
against their fellow men in the quest for the
blade, their rightful vocations in the world
neglected, with  the serpents and man-
eating plants allowed to extend their evil
over the kingdom.

Fine, but who am I? I 'm sorry, I  can't
answer that.

Graphics a re  reasonably good. The
game uses the window picture system at
the top of the screen with the text flashing
up beneath.

Tolkien-esque, with  large expanses of
land, shrub-like trees and sparse vegeta-
tion — the illustrations enable you to easily
lose yourself i n  t h e  mythical land  o f
Blackpoole.

I liked this game, even i f  my novice's
lack of adventures know-how stopped me
getting very far into it. The important thing
is that the game captured my Imagination
sufficiently to  keep me coming back for
more.

Blade of Blackpool° runs on Atari 800
with 48K. I t  i s  available o n  d isc f rom
Calisto of Birmingham, at E28 95
•  Getting started 8
•  Value 6
•  Playability 6

CONTROLS HINDER
THE WOULD-BE
MISSILE KILLER
CITY DEFENCE

Another variation on the Missile Command
theme for the Dragon, but different enough
to be interesting. The player has a central
base from which  he a ims h is defences
against beams gradually creeping down
the screen at angles, each aiming for one
of six cit ies also a t  the bottom o f  the
screen.

By moving his joystick, the player moves
his sight, which he must accurately place
on the end of a moving beam and press the
button to destroy it.

Beams hitting a city will destroy it with a
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•  Getting started 10 •  Loading 10
•  Value 6 •  Value 7
•  Playability 8 •  Playability 8
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suitable noise, beams being put out o f
action reward the player with triumphant
music and points.

There are four levels of difficulty which
vaned the speed a t  wh ich  the  beams
descended. I  found that only the easiest
level gave the player much chance.

This was because the defence sight
consisted o f  a  flashing square wh ich
seemed to  be invisible more often than
seen. The joystick required only very slight
movement to control the defence sights,
and overshoot was far too easy when the
sight was invisible. This made playing very
much a matter of guesswork.

An interesting game, but the weakness
in control spoiled it. The game is available
from Shard Software of Brentwood, Essex
at f5,95
•  Getting started 1 0
•  Value 5
•  Playability 6

ONE FOR THE
YOUNGER MICRO
GAMESTERS
FUN AND GAMES

A compendium of ten simple games for the
Dragon 32 including noughts and crosses,
and, would you believe — computer con-
trolled musical chairs!

My first reaction to this tape was that
the games were rubbish — Noughts and
Crosses wa s a  piece o f  cake to  beat,
Anagram too complicated to control with a
time lima, and Snap was basically a se-
quence of numbers which required the space
bar to  be  pressed i f  two  o f  the same
number appeared consecutively. T h e
matches were so  few that I  nearly fe ll
asleep.

However, the rest of the tape had Pin the
Tail on the Donkey, which required a blind-
folded p layer t o  operate t h e  joystick,
guided by the pitch of a sound. Musical
Chairs controlled the cassette player, into
which a music tape had to be inserted.

Eventually. I came to the conclusion that
here was an excellent collection of party
games for younger children aged 5 to 9.

As some o f the games seemed fairly
simple, not requiring the full memory avail-
able on the Dragon, I felt it was a pity that a
number o l games were not merged into
fewer separate programs, to be called up
from a  menu entry- Th is would have
avoided frustration wh ilst  the  favourite
game was found on the tape, or while each
was separately loaded. From Shard Soft-
ware of Brentwood, Essex, at £6.15.

• r o
• • •

• , = = =
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ALIENS WILL GET
YOU IN THE END
SPACE SKIPPER!

• • • • • • • • •

PARSEC
If you enjoyed Scramble then you'll ieve
Parsec from Texas Instruments for the TI
99/4a computer. It's an all action scrolling
game on a solid state cartridge with 16 skill
levels which should satisfy even the most
demanding Scramble ace. And it  talks to
you!

You control the Parsec patrol ship and
are confronted by a series of nasty aliens
— all of which want to do you harm in the
worse possible way.

You blast away at the aliens as they
swoop past a n d  some of them have the
audacity to actually shoot back at you!

There are six types of aliens, ranging
tram the relatively harmless Swoopers to
the rea lly hateful Bynites, with  a  f e w
Saucers thrown in  along the  wa y  f o r
good measure.

Once you have wiped out all waves of
the alien ships — no easy task this — then
you must face the dangers of an asteroid
belt. You must blast a  path through with
your overworked laser cannon. Oh yes, a
nice touch is the overload factor on your
laser weapon. Should you think you can
fire away with gay abandon then you've
got a  nasty shock coming Th e  cannon
can overheat and destroy your craft as
certainly as any alien missile.

Then there 's that synthesised vo ice
which warns you o f  attacking ships o r
when your fuel is running low. The warning
often comes in  handy during the more
difficult levels of the game — especially
when your joystick hand starts to seize-up
on the rather uncomfortable Texas joy-
sticks. However the game will work without
the speech box.

Talking about refuelling. This is done by
guiding your ship through a refuelling tun-
nel on the planet's surface.

Second level play is similar to the first
except that alien ships have to be hit twice
to be destroyed. Also in  level two  the
Bynite ships become invisible when h it
once — but continue to fire at you until you
succeed in hitting them again. The voice
box comes in useful here too — it tells you
when a laser blast has hit the target!

Things get faster and more furious as
you progress through the different levels
making Parsec a challenging space shoot
out. The game will be available at Texas
dealers and will cost £31.00

writen'sell
SOFTWARE 2000

As a  new and fast-expanding London-based sofhware
t
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,•d sales experitse we will turn your software into cm ',
intough distributcm in central London the  USA and trie
mddle East Please  send a m ay 01 your camels) wIll)
lull details o f  game play (and arty other work you aire

pr oduong i  w i th  p u t  n a m e  and  addreSS
Software 2000, 48 Fitzroy Street, London WI . Te l
01.388 1051 e e l 5 7

N O R T H  WISH
REQUIRE URGENT L Y

Arcade type programs for Spectrum, Vic
20, Oric, Dragon and BBC Micro. We pay
lop royalt ies  or  buy  your copyright for
cash. Nat ional mai l  order and dealer
sales ensure you get the best reward for
our genius.

Write or call into
NORTHWISH LTD.

The Ground Floor, Rail' Buildings.
Stanley Street, Manchester  M3 SR)

or Tel: 061 832 7049

ATARI PROGRAMMERS
We will pay handsome royalties for first
class original M C  programs fo r the
ATARI microcomputers. Send examples
on cassette to

ANDROMEDA SOFTWARE
7 Frobisher Court .  Hereford HH
,
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Cairn Ahabsoft ware

the Cap'n is looking for m c programs tor the
SPECTRUM If you want to take advantage of
our professional marketing & advertising skills.
send your program on cassette to

CAP'N A H A B  SO FTWARE,
35 E M BE R COURT. W H I T E  ACRE,

COLINDALE, L O N D O N  NW9.
-- W e  a ckn o wle d g e  a ll c a s s i l l e c  ,
c f c e . v e
,supermarket se.
VIC 20 SOFTWARE LIBRARY
Peek & Poke Summer Special:
Free iite membership when you purchase
[pods valued at (10 or over Over 70 lilies
available.
For full delaels write or phono
Peek & Poke Software Supplies, 110 Drum-
mond St., London NW1. Tel 01-380 1213111-
651 2 8 6 1
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supermarket .„
DON'T BUY ANOTHER CARTRIDGE!

Hif e all toe latest Atari VCS and intelimsion
games at low weekly rates Send an SAE tor
details of our extensive games library or call at
the shop F a st  frie ndly Se rvice

GAMESTERS
VIDEO GAMES CENTRE

382 Le:eget:ft Road, Sheffield 86 21.10Tel: 336333

II-994A SOFTWARE
All-graphics Games from

DARKLAW DESIGNS
111.8esic — Baby Cruncher -  Spe c*  Machine*
Baby c runcher  c r u n c h  babies  and ev ade bonewor m
ties hypersbace H I • sco re  •  etcreasing difticuity
Space Machines — Iasi — action apace shoot-oiA with
3 skill leyiNs
Extended Be e k T u r r e t  Gunner •  Mayhem!
2 fast acbon arcade vanants

ar ret Gu n n e t  -  3 0  s ty l e  s p a c e  a n a i :k s  F U L L
SPRITE GRAPHICS
Mayhem a v o i d  the robots in the maze - wa tch
the wails are electrified
,Each cassette E3,95 •• 50p p&p
4 games on I  cassette tor E800 post tree
Secci cheque, P 0  s. cash to
Darklaw Desisins,  51  Gre e n Lane . Ca stle  Brom-
wich. Birmingham. 836  PAY

TEXAS T199/4A SOFJW
AfGPM SNAKE (graphics:GM5 HAUNTED HOUSE

GM6 SORCERER'S CASTLE
GM?' 3-D MAZE (graphics)
Gkil 7 FORBIDDEN CITY
GM18 PHARAOH'S CURSE
GM21 CHALICE fgraphiCSI
3M22 BOMBER (graphics)
THE TEXAS PROGRAM BOOK

£4 95
£4 95
£4 95
E3 95
Ett 95
E4 95
E4 95
Cif 95
E5 95

PMese add sop paio to orders under E6 Ove r co post
tree Se nd cheque or P.O.o r  telephone with Access
Barclaycard tor immediate despatch Se nd s a s toriist

APEX SOFTWARE (CVT)
115, L.rescent Drive  South. Brighton 8 N2  6S8

Tel B r i g h t o n  032734 36694

GRIFFIN GAMES COMMODORE
Games Cassette I I AT MAZE, Lb. includ-
ing post and packing. Real-time action
escape from the Killer Rats, Assembler
£5. Sprite Editor £5.
KADUNA HOUSE, 32 BEECH AVE.
WORCESTER.
TEL: 0905 51936

BUG HUNT
or BUG Model B & Dragon 32

—Protect your garden from the deaaiy
bugs using your spray gun.

—Mc coded for fast arcade action.
—Increasing level of difficulty.
—On screen scorin9.
—10 High scores with name facility.
—Great use of sound & graphics_
-
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MRS SOFTWARE
28 Drumglass Ave Ba ngor  EIT20 3HA

ATARI 400/800 OWNERS
WHY BE BORED?

Cassettes and cartridges at low ren-
tal fees. Send S.A.E. for  details:
Scorpio Games Hire. 66 Morning-
ton Road. London E4 71)T.

140 COMPUTER & VIDEO GAMES

INTRODUCING THE
BUG HUNTER

There are  times when computer
magazines lose sight o f their main
objectives.

Here a t  C&VG w e  have been
guilty, more than once, o f making
things d i ffi cul t f o r  o u r  readers.
Texas owners who struggled with
Pompeii and Ski-ing will testify to
the problems they faced in reading
the listings on a  far from suitable
background.

We're full of good intentions but
occasionally we get caught out and
then the letters from you ever-alert
readers flood in to tell us.

What you needed, we decided
was a reader on the inside. Some-
one who could watch over us and
make sure that we didn't transgress.

As o f next month Robert Schif-
reen takes up that post. Robert has
been a reader since day one and is
not going to be slow to take us to
task when things go wrong.

Robert has sifted through our July
programs with a magnifying glass,
double-checking o u r  reviewers'
comments, a n d  has pronounced
them free from bugs — Snag Junior
was caught sneaking i n  one and
quickly chased out!

But, from experience we  know
that the Bugs wi l l  be  doing their
utmost to get back in and to this end
we a re  giving Robert a  regular
page.

Our August issue starts the Bug
Hunter column. Robert wi l l  be  in
residence each month, giving tips
on the games, telling you where we
fouled up.

Help is only a letter away i f you
are having difficulties with a prog-
ram. And should you have a strong
idea for some machine advice you
would like us to print, then write to
Robert and he'll do his best to find
out himself or commission an article
from an expert.
, N o w  you readers have got a man
on the inside, you should really be
able to keep us on our toes, Make
good use o f Bug Hunter and read
his first column next issue.
L a s e r disctechnolo-

gy has found its way
into the arcades with
Astron B e l t  f r o m

O l t s e
g
a ,

•  I f  y o u  a r e  n o t
familiar with the ideas behind laser
disc games, i t  involves us ing real
fi lm on a laser disc and a computer
which switches to the part o f the

I NEXT
tarn which corresponds wi th  the
player's actions.

So i f  he has just shot an alien
fighter craft, the piece of film show-
ing the craft exploding is flashed
onto the screen.

The arcade industry is predicting
that laser disc games are likely to
pave the way into the future. But
costs have sti l l  got to  be brought
down and teething problems sorted
out.

Next month we check out Astron
Belt in Arcade Action and find out
what you can expect for your 40p.

– - A s  grand prizes go
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summer p rog ram-
ming competition with E5,000 up for
the first prize.

Birmingham's Cal isto Software
are behind the competition as they
are trying to search out some home-
spun programming ta l e n t a n d
everyone who enters could be a
winner, ending up with a software
contract for their game.

We launch the game in the Au-
gust issue and you will have three
months to come up with your win-
ner and send it in.

The first prize will be presented
at the  November Brainwave con-
sumer electronics exhibition. The
competition i s  free to  enter and
open to anyone.

All the details plus that all-impor-
tant entry form can be found in next
month's D W G  so , i f  you  th ink
you've got a winning game in you,
make sure you get hold of an early
copy.

This august journal

N E X T  h a s  s o m e  h i g hhopes for its August
issue and to that end

I', w e  have managed to
fill i t with sparkling

gems on the programming front.
Pat Norris is back for Spectrum

owners with an interstellar warfare
game called Space Wa r  fo r  the
tactically-minded among you.

One of the most original arcade-
type games we've ever seen has
come i n  on  the  Vic-20. Brick-up
involves the player in surrounding
and b r i cking  i n  a  particularly
deadly variety of alien. It's fast and
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difficult and very addictive.
Sharp owners w ill be able to re-

new their acruaintance with Fred the
Repairman. This  time Fred is faced
with faster sparks in the mic rochip
he is repair ing.. b u t  he is  armed
and ready for action.

There's a marvellous game called
Ladder Maze and Galactic Landers
and a breath of country air  with Fox
and Hound. W i l l  y ou b e  ab le  t o
outwit F a r m e r  B r o w n s  f a i t h f u l
hound?

Then there's Bug Battle, an insect
invasion for Atom owners. But don't
rely on the fl y spray — these bugs
are really  mean!

All- in-all we're hoping to get the
summer holidays off to a warm start.
so dust o f f  the computer  and get
ready for action.

COMPUTER GAMES TOP TEN

1 Hight Simulation (Psion)
2 Hobbit (Melbourne House)
3 Penetrator (Melbourne House)
4 Transylvania Tower (Ok Shp)
5 30 Tamt (01( Tronics)
6 Horace Goes Skiing (Psion)
7 Sentinel (Abacus)

8 GaiaXial lS (Ar tic)

9 3D Escape (New Generation)
10 Chess (Psion)

1 Flight Simulation (Psion)
2 OS Scramble (Ouicksiltia)
3 Monster Maze (New fin)
4 Galaxians (Artic)
5 Space Raiders (Psion)
6 Chess (P MIli

7 hlightgunner (Digital Int)
8 Avenger (Abacus)
9 Asteroids (SiIverson)

10 Mazogs (Bug Byte)

Vic 20
1 Panic (Bug Byte)
2 Alien Blitz (Audigenic)
3 Asteroids (Bug Byte)
4 Arcadia (Imagine)
5 Cosmiads (Bug Byte)
6 Wacky Waiters (Imagine)
1 Blitz (Commodore)
8 Alien Blitz (Audiogenic)
9 Skramble (Rabbit)

10 Choplitter (Audiogenic)

)1-1

Contession
s 0

6
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a 
B
a
g

We w e r e  on ly  enter ing in t o  t h e
spirit of the thing after all.

But n o  mat te r ,  U r i c  o w n e r s
weren't impressed. It was T. Hitch's
idea any way  t o  a d d  a  f e w  l i t t le
snake-like creatures to the Uric  list-
ing last month but we upset a few
people.

The l i t t le  snakes o n  the  lis t ing
should not be there at a l  In line 30
turn t h e  s nak e s quigg le  i n t o  a
closed quotes and ignore those at
the top of the lis ting.

Yours Mal.

Atari 400/800
1 Delender (Atari)
2 PacMan (Atari)
3 Galaxians (Atari)
4 Zenon
5 Olic (Atari)
6 Miner 2049'er
7 Centipede (Atari)
8 Astro Chase
9 Preppie

10 Floyd of the Jungle

supermarket a.,
BBC Micro 32K

Escape from Orion
A superb new machine code arcade game
Your space ship has landed on a planet where
you have to collect supplies Mov e left. right,
up. down  and  pump (lik e Donkey  Korwp 4
different sc reens . wi t h  a  la rge  variety  o f
hazards Keyboard or poystick control Lots  of

Options Fu ll colour Mode 2 graphics
Only E6 75

Xanadu Adventure
The best BBC Adventure 1 or 2 players Over

100 locations Very  diPicull £ 7  75

HOPESOFT
Hope  Cottage ,  Wi nter bour ne.

Newbur y,  Ber ks  RG 16  BBB

VIDEO COMMAND JOYSTICKS
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ATARI 400 A 808 computer owners
Al las t reap tim e lu l l  c olour  g r e w ..
not des* only
THE SEARCH — over 100 screens to wander through
doing battle and making friends in the quest to find your
goai. Full save game facadesCOMPUTER COMMANC a t  action rhultescreer
adventure Pilot your Roto-droicts in a lest dech hark.
,'o save yourself and your planet
E14.95 each inc VAT  and pap. Please state cassette
f 16Kt or disk 132K1 Send cheque or P 0 payable

S Software
C S .  Softwa re . 6 1  Re dhouse  La ne . Oredbury,
Stockport. Te l 0 6 1 4 9 4  9163.

DEALLR ENOWM ES WELCOME

ATARI 400/800 OWNERS
Cassette to Disc Utility. Pkil ci.b many as lb ot
your !Jingle load machine code tapes Onto One

Works with most tapes  Requires  32k
•' ' m o m )  4  OIS C  C 9  9 5

Copy Utility An advanced copier that copies
virtually all basic Or machine code. single-load
or double-load tapes with either long or short
interrecord gaps Written in machine language
Supplied on Autoboot cassette E9 95
Cheques P.O t o  W .  ENTERPRISES.  49
Shrewley Crescent. Tile Cross. Birmingham
633 OKI.

Starting in the August issue ol GING we open
up our advertising pages to even the smallest
of budgets with

Microsell
— a cut above the ave',Ige Glassrlied section.
we banish the boredom with an eye.catching
layout designed to give each ad impact and
individuality Y o u  c an reach the c lamouring
thousands for as little as 25p a word in this new
feature —  s wap y our add-ons. proffer your
peripherals. hog your machines, tapes. gran.
fl ies and parrots through a magazine reaching
a huge audience of people with identical wants
and interests! Simply  t ill Out the coupon On
page 153 and return it to us by 16
,
5 8 3  t o  
c a t c h

th e  A u q u S t  i s s u e
,
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N . \ N I  I  I  t u t ,  G e m i n i  Electronics.
Manchester.

Availabie now from:

Et•IGI.ISTI T (Speedy Mail Order!).
Calisto. Birmingham.
Norman Audio. Preston.
Silica Shop, Kent.
Micro C.
Garner, Brighton,
Microspol, Liverpool

I  .   I  "  4 1 1 1  S i l i c o n  Chip, Slough.

Microchips. Winchester

Silicon Centre, Edinburgh.

Hi-Fi Weston, Bristo4
R EW, London.

I I . .  e t P L O S I 9 0  u g g
o o m m o n  G o d i r e y s .  
B a s i l d o n .

Games Centre. London.
Galaxy Video, Maidstone
Spectrum Shops.
Vision Store, Surrey.

4 1 1  4 1 1 1  8  4 1 3 ( 1  1 ‘ .  w  —  C . W .  Computer Services,/ri3IRciitAtuit,
 Douglas. Isle at Man.

OP, Video. Wrexham
Woolons, Crewe.
Channel One Essex.

Dealers—Contact us now
,

Model Shop. Stroud.

Mr Micro, Manchester. A T A R I

"AIRSTRIKE
•  I N F RO DUCIPL . I N t  ELEA ARCADE  GAM E  EO M A A R I  LUNIPLfil I KS
•  SKIVE ELIII SCHO E I N C  CRAM ER:SIKKIM  ELAZZL INC COL O WLS •  IOWA MAL IKINF  CO DE
PRO GRAM M E F O R OPEL U K  I M O  PL AYERS •  M L R I  IPIL  SKIL L  I  E V I L S  F I C H T  Y O UR
M AY EMRO UGEE CAYIRPES ANC 0 0 E /  LS WIT H AT  A C K  IPOG F S FURL APED AM M O
WIM PS E0  COMTE MO MI PEE •  A y A l l  ABL 1 NO M  1 1 4 1  CASSE T I f  I o t A15K DISKI D  11•1•95

N E W  1 ( N
E I N

16K CASSETTE) DISK
Superb Multiple Screen
Landing Simulation—choose
your landing site, avoid
hazardsJand re-tuet•
Descend. manoevre and
seek all the Landing pads—
progressive skill levels
abound. tog%
Machine Code E 1 4 . 9 5rtiekA C•• •  • ,

THE ATARI
CASSETTE
ENHANCER

C AS S E T T E  f  eatorlis ,rictude
Names cassellesaved programs
Searches and loads named program
Displays contents of cassette on scree,'
Verity facility. Lists variables.
Automatic line numbering
Renumbers any basic program quickly
Creates binary files on tape Plus many
many more leatunts.
Use only ak of memory E 7
.
9 5

rna.rr•ur„
,
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18K CASSETTE) DISK
Graphic Animated Adventure
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pentacles and cups—avoid
deathtraps and Deimos
and Phobos
,  Y o u  
m u s
t

survive and escape the
maze of tunnels E14.95

16K CASSETTE) DISK
Real Time Graphic
Adventure—survive through
different levels of piay to capture
the enchanted ring. Collect
weapons, armour and supplies—
banish the Time Lord looever. Lions
and crosses will help you — follow
the clues! Full save game teatures
on both cassette
ana disk E
H
"  
a t

" W •

CASSETTE
Ow new character
generator le ts you r e
-
d e fi n e
and shape your own character
sets. Full editing

Facilities and f . 6 . 9 5documentation.

ENGLISH SOS- I WARE

TRADE
DISTRIBUTION:
CALISTO
CENTRE SOFT
SOFTSEL C.P.A
L

3 2K CASSETTE)
DISK
Protect Earths  Military
Equipment front the
XENON& Use your scout
ship to attack. dock
with the DRONE, and
rearnergoset
IOU'.. Machine Code

E14.95

CASSETTE
Design and save beauli lul
multicoloured sprites, end
use them in your own
programmes! Full editing
facilities and
documentation. E 6 . 9 5

Available now from your local Alan and Commodore
64 dealer or direct by post. We are leading the way in
realistically priced software tor ATARI and
Commodore 64 computers and urgently require
programmers now. We will market your programs in
Europe and the U S A Contact us today'

ENGLISH SOE !WARE
companq
DEA
50 NEWTON STREET,
PICCADILLY,
MANCHESTER MI 2EA
Tel. 061-236 7259
AMIV LS A TM  OF AI M (  eFoC



WE MCIATARI 4001800.SINCL AIR
CRE AT IVISION.VECTREX
COMMODORE VIC, 64
COMPUTERS,
ALL ATARI,  ACTIVISION,
PARKER, SPECTRAVISION.
APOLLO, !MAGIC, MATTEL
& C OL FC0 C AR T R I D G ES.

COMMODORE
64/VIC /SINCLAIR
SOFTWARE
LOTS AND LOTS OF ATARI
SOFTWARE. E.g. Zaxxon,
Nautilus, Jumbo Jet Pilot, Apple

Panic, Centipede, Miner 2049er, Slime, Intruder, Alien
Swarm, Preppie, Pacrnan, Mathpack, Choplifter Rom,
Soccer!, Airstrike — plus many, many more
titles — Call now for our latest batch of detailed brochures !
We will keep you up to date on all the new software
releases I I —  Upgrade to 32K/48K today !

Gr .
4 f  •

; I  pp.
•ob•

INEW! ME
CONV E RTS  Y OU R  A I A H I  I N T O  A  RE AL

COM P UTE R I  C A L L  N OW FOR  D E TA IL

CBS COLECOVISION —

E149
— INCREDIBLE GRAPHICS!
EXPANDS INTO A FULL MICRO-
COMPUTER,SUPPLIED COMPLETE
WITH DONKEY KONG !

O N  W E  SERVICE ALL ATARI&

A T A R I  COMMOOORE COMPUTERSSERVICE DEPT :
COMPUTERS 0 6 1 - 2 3 6  3395

WE STOCK
WE STOCK
WE MCI

acmri 111 stactmo nolc
FAST NATIONWIDE

MAIL ORDER
ON ALL

PRODUCTS.

50 Newton St.,011 Piccadilly, Manchester MI 2EA. Tel:061-236 3083/ 1259
ATARI 400
TYPEWRITER  r 50KEYBOARD

NOW IN STOCK AT dko

CREATIVISION
*4EaTirtlE04

NOW AVAILABLE FOR
VICK J!)
LY NX

i r i c I i r
S P E C T R U M
l X 8 1

GALACTIC A l  TACK
SPACE M IS S
,
ON
LUNAR LANDER
PLASMA B M  T
S IARTRE K
RADAR LANDING
ATTACKER
GALACTIC DOGFIGHT
ZrON ATTACK
IVASIVE ACTION
OX 0
BOGGLES
PONTOON
SKI JUMP
HANGMAN
TILD
T HI N I CE

Cash paid lot games — contact us now!
CAS CADE  U  I  S  G R O U P

MAZE EATER
ORBIT TER
/POTORWAT
FORCE FIE LD
NITA
TUNNEL ESCAPE
BARREL JUMP
CANNOM IALIBATTLE
OvE E IIAxE
S ITTING TARGE T
SMASH THE WINDOWS
SPACE SHIP
JE TFLIGHT
PHASE A
INTRUDE R
INFERNO

SUBMARINES
ROCKET LAUNCH
PLANETS
BLACK HOLErreNAM I
TfDO YOUR SUMS
DERIP, DASH
SPACE SEARCH
UNIVERSE
RATS
TANKER
PARACHUTE
JETMOBIL E
HIGH RISE
THE FORCE
EXCHANGE

mommompomoummoolmel

P.O. Box 95,
53 Lincoln Grove,
Harrogale,
N. Yorks. HG3 20Z

I trIck.e cheque/PO novable to Ul  •

Mdress

COMPUTER & VIDEO GAMES 1 4 3



"74 70lotee4
fmtedtec
4

CAN BE USED ON MORE GAMES
THAN ANY OTHER

*TREE*
EXCITING

GAME CASSETTE
WITH EACH

SPECTRUM JOYSTICK
ORDERED

•The ONLY joystick to
accurately replace the keys
on your ZXSpectrum.Replaces

keys"0,A2,X," and keys
"5,6.7,8," with super
8 way arcade action
•Interface allows
an extra joystick
to be used for

dual stick games
OAchieve higher
scores and
attain expert
skill levels

For
mi r n i= 1
-zx Spectrum

P tE A S E  R U S H  M E  TH E  ITE M S  TIC K E D  B E L OW

HARDWARE
. T E i  22 SPECTRUM JOYSTICK E 2 4 , 9 5
: T E 123 EXTRA ADD ON JOYSTICK E 7 . 9 5

SOFTWARE
•=, T E 2CO CASSETTE FORTH E I O  95
GAMES SOFTWARE
•  T E  201 S P E CM A N 16K  E 4  95

TE 202 BLITZ 16K E 4  95
•  T E 203 BREAKOUT 16K E 4  95
:)  T E 204 SNAKE BYTE 16K E 4 • 9 5
O T E ZOS BACKGAMMON ASK C 7  95
7  PL EASE SEND ME DETAILS OF zx&I  &  SPECTRUM ADO-OHS

POST $ PACKINGHARDwARE ADO 11011 POST $  PACKING
SOFTWARE POST FREE A I L  PRiCES INCLUDE v  A t  T O T A L

CHECrUESiPOSIAL ORDERS M ADE PAYABLE TO THU:M ALL ELECTRONICS
TO PAV BY ACCESS PLEASE GIV E  TOU R  CA RD NUM B E R A N D  S IGN A •

OR TELEPHONE 061-775 4461
M M .  E I . A . •

b•AJ A C C E S S  CARD N OAA-Ams
S I G N A
T U R EADDRESS

Please Post To: TH U R N ALL ELEC TR ON I C S. 9 5  LI VER POOL R D .
CADI SHEAD,  M AN C H ESTER  NI30 SEIG T E L : 0 6 1 •7 7 5  4481
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THE WIZARDS WARRIORS: A fast moving game
that matches developments in your skill as a player
by becoming increasingly more devious. By offering
to you the full range of options you can choose how
to control your warrior through the maze. A  full
implementation of this program enables such features
as a continuous series of sound effects, arcade quality
graphics, double-point scoring, and-for the very
artful -bonus lives.

FORTH: A full implementation. Ideal for writing fast
moving arcade type games_ Allows the full colour and
sound facilities of the Spectrum to be used. Future
Microdrive enhancements will be made available.

ADVENTURE ONE: Features a save game routine as
the game can take months to complete.
'a remarkably good version.. ..well worth the money.'

...Sinclair User...

MAZEMAN: A fast action mic game that reproduces
the spirit of the original.

is very accurate and fast.' . . .Which Micro?...

CHESS 1.4: Ten levels of play with this mie program.
Good graphic screen display.
'In a class of it's own_' Y o u r  Computer...

INVADERS: Very fast mie action. Includes mystery
ship and increasingly difficult screens.
7 MAES AFALLEN, BOW ST., DYFED, SY211 5BA
24hr  Ans aphone 0970  828851

S p e c t r u m
£4.95

Spectrum
14,95

ZX81 £5.95

Spectrum
£4.95

ZX81 C 4
•
4 5ZX81 E5•95

ZX81 Ee445



V O N  STORESouth London's
Largest Software
Centre

0 0 0 . o . w e v . •
f t o m . o . 4

•  •  1 1 0 • • •
•  • • •

W e stockover1 , 0 0 0 programsoncassette,
cartridge and disk for all these Micro's.

Atari. VIC-20. Commodore. BBC. Sinclair
Spectrum. ZX-81. Dragon. °R IC . Texas.

Epson. New Brain.
. 0 1 1 , 0 1 1 1 0 0 0 0 0 0 0 0. 0 0 0 0 0 0 0 0 0 0

For all your software requirements
/ \  Come to Vision Store
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3 Eden Walk Precinc
v i s i o N  s r c I R E t ,  V o
l
ro l
l i

Kingston-on-Thames, Surre
Tel: 01-546 8974

Pe tw o • • • ,

o n o l l o o l o n o m
. o n n u n n o m o

m n i n n o n n
m a t i o n n o n o

i t s p e c i r
GHOSTS REVENGE

by Dominic Wood
The best maze-chaser game available for  the Spectrum •
S u p e r - f a s tmachine code action •  Excellent graphics *
F u l l  u s e  o f  
c o l o u r  
' S o u n d

effects and tunes •
N o r m a l  
o r  
I n v i s i b
l e  
m a z
e  
' S k
i l l  
l e
v e
l  
s e l
e c t
o r ,

novice to expert: this game cannot be beaten *
U s u a l  f e a t u r e s ,  
g o b b l e
action, four  ghosts, power pods tha t turn the  ghosts blue, blue
ghosts give 400, 800 ,  1200, 1 6 0 0  bonus points. T o p  score, for
Spectrum 16k or 48k. O N L Y  E5.95

? E Y E D
-
F R I ]

by Dominic Wood
New from Micromania, this has to be one of the best arcade type
games available for the  Spectrum. Blast away the attacking robots
before th e y  ge t  y o u  'Super-fast 1 0 0 %  machine code  action
*
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to 50  robots on screen at a time, this game cannot be beaten. Top
score, for Spectrum 16k or 48k. O N L Y  E5.95'

PRCES ARE FILLY INCLUSIVE. GUARANTEED DESPATCH BY
1 ST CLASS RETURN POST. TRADE INQUIRES WELCOME
MICROMANIA n
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AQUARIUS
AQU AR I U S: The brand new Aquarius
P T
,
r i ,
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-
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Electronics la te st  deve lopments i n
advanced technology a nd offe rs fu ll
home computing facilities,  as we ll as
extensive ga me  p la y,  using a  ve ry
wide ra nge  o f  p lu g  i n  cartridges_
Since Aquarius is a Mattel Electronics
product, it  benefits by the company's
wide experience o f  producing high

technology equipment. as we ll as the ir game programming expertise which ia  evident
from the advanced games which have been produced for the inte llivision. Aquarius coats
E79 and cornet with microsoft basic built in . I t s  so simple to use that you'll be writing
your first programs within minutes of  taking the  machine out of its b o x. You can even
record the programs on your own cassette recorder a t home, so you Can use them again
at a  later date. Most available domestic tape recorders are compatible with the Aquarius.
A POWERFUL. M AC H I N E: F o r a ll it s simplicity,  it  is a lso very sophisticated. I t  has a
280A processor and 8IC of built in ROM  at well as AK of RAM ,  which is user expandable
to 6 2 K. I t  has a  display o f  4 0 *  24 characters, and a graphic resolution of 3 2 0 .1 9 2  with
a tota l character set of 256 lincluding the complete ASCI I  set with upper and lower case
letters, numbers a nd additional gra phic symboisl. The  ke yboa rd has 4 9  f u ll stroke
moving ke ys,  unlike  some of  the  cheaper machines which have membrane keyboards.
The size  DI the  inechine lexcluding any of  the  additional peripheralst, is 1 3 " x 6 " x
PERIPHERALS; I t  is very easy to  incesase the cepabilities of  your Aquarius as a ll the
peripherals plug stra ight into one  another. Yo u  ca n add a  Printe r,  a  Modern, •  Da ta
Recorder, M in
,  
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CPM OPER ATI N G C APABI L I T Y; The  Aqua rius is capable of  being expanded to 5 2 K
RAM and la te r in  1983  a  disk drive  will be available for it ,  with the  commercia l CPM
business operating system. T h is w ill a llow you access t o  one o f  the  largest software
iibraries in  the  world,  with  lite ra lly hundreds o f  programs evadable I ce  yo u  t o  use
CARTRIDGES: Va rious sophisticated programs will be  launched on plug in cartridges
such a s a  Visice ic type  spreadsheet a nd a  word processor. I n  addition there  will be
dozens o f  games and utilitie s and alternative languages such as
Logo, which combined with the  built  in microsoft basic gives an
unbeatable combination o f  high qua lity programming a b ility
.MATTEL AQUARIUS — E68.70 + VAT E 7 9
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COLECOVISION
THE SY,STEM
,  T h e  
C B S  
C o l e c
o v i s i
o n

offers ne w standards in  video game
play, The  excellent graphics are we ll
implemented with  arcade tit le s such
as Za xxon,  Lody Bug,  GLIM'. Wizard
if Wa r,  Carnival, Mouse Trap and the

levable Simurls. The  console  comes
supplied wit h  a  thre e  screen arcade
quality version o f  D ON KEY KON G
Parker and other companies have elso
announced ranges o f  cartridges I ce
Colecovision, t o  further enhance the
wide range o l qua lity title s available
tor this new television gain es machine.

THE CONSOLE. The  C BS Colecovisioe ,,,Jec, games system has advanced technology
which pr och.bC el superlative graphics resolution and excellent sound effects. The  styling
of the console and hand controllers has been carefully researched; the console is designed
to complement modern h i ,
t e c h  
e q u i p m e n t ,  
a n d  
h a s  
c l e a
r  
f e a t u
r e s  
f o
r  
e a
s y  
o p e r
a t i o
n .

The hand controlle rs a llow fingertip control via  the  B direction joystick,  and feature 2
independent t ire  buttons. The  push button keyboard is used for game selection and for
game control with some cartrickles. The hand controllers are detachable and are connected
to six feet of  telephone coil cable, storing neatly away in  the  console when not in  use.
ATARI  EXPAN SI ON  M OD U LE: The  Ata ri converter module allows Ata ri VCS software
cartridges t o  be  played on  the  Colecovision console . a llowing owners the  freedom to
purchase from the  extensive range o f  Ata ri compatible  cartridges. I t  a lso means tha t
existing Ata ri owners can buy the  C BS Colecovision games system without discarding
their software libra ry. Silica  Shop offe r pert exchange facilities if  you wish to upgrade.
TURBO EXPAN SI ON  M OD U L E: The  Turbo Drive r Expansion Module  a llows you so
actually drive  the  vehicle  tha t appears on yo u r T V .  screen. The module consists of  a
steering wheel, daartboard and accelerator pedal. One hand controller is mounted on the
dashboard t o  provide a  gear change unit ,  The  module  comes complete with  a  Turbo
Driver cartridge, the first of several cartridges to make use of the module, which provides
all the  action o f  sitting in the  driving seat. This fa cility is unique to CBS Colecovision.
HOME COM PUTER EXPAN SI ON  M OD U L E: The  Home Computer Module scheduled
I &  la te  1983, allows conversion of the games unit into a

sopeisticated Horne Computer. This fle xibility of desige E 1 4 7
is an important feature of the CBS Colecosulon System
COLECOVISION - E127.82 + VAT E 1 4 7
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r ATARI 4 0 0 / 8 0 0
1014400

NEW LOW PRICES
ATAR I  400 /300; With the Ata ri Peewee
Compete's, you can pla y the ultimate in
T.V. garnet, teach yourself ne w subtects
or skills,  balance budgets. and *van write
yasir myroo, c om pute r  programs  in  Basic.

SPECIFICATIONS: Both the  Ata ri 400
and BOO can display in  up to 16 colours,
each with  1 6  intensities. They have four
independent sound synthesizers for music
tunes/game sounds,  spying four octaves
with variable volume and tone control on
your 'Va t's speaker, The display grephici

are of  amazing gual, ty,  haring a  detailed resolution of 320  x 192, comprising 24 lines of
40 characters. Ata ri personal computers have a  standard 1 0 K R OM  operating system I n
addition the  standard Ata ri 4 0 0  I f  149) comes with  I S K o f  R AM ,  and the  expanded
version with 4 8 K 1E1981. The  Ata ri 8 0 0  1E2991 comes with  4 8 K a t standard. Both the
400 and 8 0 0  are now supplied with a FR EE E40 Basic Programming Kit ,  which includes
the Basic Programming Cartridge, as we ll as a 120 page Basic Reference Manual and the
184 page Se ll Teaching Manual by 8•111Carris called •Inside Ata ri Basic',  so you can begin
programming straight away,  without buying any 'extras*  Eve n a  mains plug is supplied'
OVER 5 0 0  PROGRAM S AVAI L AN L E: The  Ata ri computers era supported by nee over
SOO programs available tor your use, a  larger *election than you will fi nd on any other
television game o r  home computer? The  wide  selection puts Ata ri n a y ahead o f  t b •
competition. Just fi ll in  the coupon and we  will be pleased to send you a  full price  lost
which gives details of our reeve of software available for entertainment, horns education,
programming and home office use. We think you'll agree when emery it's quite imdteasier
100 FR EE PR OGR AM S FR OM  SI LI CA SH OP: I f  you buy your Ate r
,  H o m e  C o m p u t e rfrom Silica  Shop, you will renew, a  FR EE presentation pack o f  6  CaSeettel, commuting
100 programs including gernes,utitities arid demoretratione A 16 Page booklet thleng full
details o f  a ll o f  those PrOgrams is available on  'swe a t  I f  you have already purchased
your computer elsewhere you can buy the set of 6  cassettes for E30 What's more. Silica
Shop offe r a  two year guarantee on a ll computers as well as •  FREE toystick T h e  adds
up to a great urfe i M a t we believe can't be beaten or matched by any of out ornp•••••nr,

ATARI 400 16K — 1 1 2 9 . 5 7 + V AT = 1 1 4 9 E  1 4 9
ATARI 400 48K — E172.17+VAT=E198
ATARI 800 48K — E260.00 + VAT =E299d

1 :0 0 .
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THE SYST EM : Ve e p , *  i s  a  t o t a lly unique  H ome
Arcade System, which has been exclusively designed and
engineered to  duplicate real arcade game Pla y. Complete
with its own monitor display,  Va ctre x won't cause any
arguments over the use of the family's television because
it has its own built in  screen.
THE SCREEN,  Ve ctra x does not use  ordinary display
techniques. instead it uses vector scanning so control the
images o n  the  screen W it h  th is scanning method, the
gun only updates the area of the screen that has changed.
whereas a  normal T .V . re  -transmits the ENTIRE screen
50 times a  minute  I t  is Ind that gives %remise ias speed,
and means tha t ve ry lit t le  computer power is required
for screen control,  a nd the  results provide  ve ry le st
respoecting a nd cle a r m a ge .. These  * Vector Graphics'
are used in  several arcade games such as Asteroids and
Battalions, to  give  you incie dibly high rasotution and
quality. Ve ctre x brings a ll of  this trom t ile  arced* right
Into your living room. The  Vectrex screen is capable of
displaying 8 0  columns b y 4 0  lines, which is significant
to the  extensive developments planned for the system

EXCITiNG_ 5 QW4 P§   AND ELECTRONI CS: Ve ctre x has a n envenced microprocessor
with more  speed and power and exciting effects than many home video games systems
REAL AR C AD E CONTROLS:  Vectre* has a unique control panel, similar to those used
in many rea l arcade games, with 4  concave action buttons and a full 3 6 0 ' Self centering
joystick. This control panel has a  4  foot detachable cord far maximum player freedom
REAL AR C AD E GR APH I C S
,  V e c t r e x  
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resolution imagery a nd superb game pray never be lote  possible . The  %tactic. &spe w
provides specia l e fle cts too ,  such as 3 .0  rota tion a nd zooming in  and out,  which a
regular T N  cannot match. Using a  bla ck and whit*  monitor,  each Vactrex eeme comes
supplied with its own coloured plastic screen overlay to  add so the excitement of game
play. The  range o f  Ve ttre x cartridges 1 E2 1 9 5  each), gives a  good selection of  arcade
games such as Berzerk,  Scramble. R ip-Off  and Bomber Atta ck,  VaCtrOX COMM complete
With a  fast paced la ine storm' game built into memory

VEC TR EX,  ', M e lnik has a n advanced sta te -of -the •Ort 1 1 .  4 9
microprocessor with  more speed than other 1 .V. games

,VECTREX — E129.57 +  VAT E149 .00

VECTREX

r1 0 1 0 1 - 3 0 9  1111
1

' 10
11
11
1
11
1  
a
l
t

11 11i"
11,

,
,
,
9
1
1
1
1

li
r
"

SILICA SHOP LIMITED, Dept ZCVG 0783.
1-4 The Mews, Hatheday Road, Sidcup, Kent, 0A14 4DX

Telephone: 01-309 1111 or  01-301 1111
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ATARI VCS  (2600) —  THE NO 1 BRAND LEADtR__ JN_THE
AT AR l; The  Ata ri Vide o Computer System known as the Ata ri VCS t h e  2600 has now
become the  T N .  game brand leader. I n  the  U .K. there ere over 700.000 owners of  the
VCS with aCtara to a range of over 200 different plug in cartridges, each herring a multitude

chfferent variations and difficulty levels, Eve ry 'tote m comes complete with the  main
console, two  inclivKkie l loyst ick controllers. •  pa ir o f  paddle Con oile r's. seria l splitter,
mains adaptor and a  27  game Combat cartridge. I t  gives you bright crisp graphics. realistic
sound affects and even specially designed circuits for the protection of your Television Set.
SECONDHAND GAM ES: W e  currently here several wicondhend Ata ri VCS units in stock
which we are selling for only £49 lin t  VAT  I , This price includes the Console. with Combat
Cartridge end a ll the mccemories, a t we ll as a 12 month guarantee
We also have stocks of several secondhand cartridges many at halt
price fa ll with 1 2  months guaranteel. We will norma lly buy back
secondhand units and cartridges at one third of our standard price .

EXTEN SI VE C AR TR I D GE R AN GE: T h e  Ata ri VC S IS so Popular tha t in  addition t o
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over 2 0 0  titles Counted either side of this column),  Includes item*  in stock now, as well as many of the new WOOERS for later in 1983.

SILICA AT AR I  CLUB,  Silica  Shop has over 20,000 Ata ri VC S club members regittered On our computee. As a specialist company
ore are able to obtain advance information about new developments and send detailed catalogues to a ll of our club members, enabling
them to  evaluate ne w products before the y buy. This is a tota lly FR EE service, to  receive your copies complete the coupon below.
SERVICE C EN TR E: A t w i  International KI K)  I nc has recently appointed Silica  Shop as on authorised Ata ri Service Centre. This
MOM OS that C.,  can now service your Ata ri VCS or 400/800 (under guarantee if applicalstel, whether or not you purchased it from us.

VCS COM PUTER KEYBO AR D i A  keyboard will soon be  Munched to convert the  VCS into a fu lly programmable home computer.
For further details, poin our club by completing the coupon below. We will then le t you know when further information is available.
STARPATH SUPERCHARGER; The  supercharger plugs into the cartridge socket of your VCS end expends its R AM  almost SO fold.
from 1 2 8  to 6,272 bytes T h is increased memory adds vivid high resolution graphics capabilities end significantly lengthens the game
playing time . Supercharge. has a  range of multi amid ;tomes (at £19.15 each), these offer the Facility to play a
game in  several dratinet parts 'great for echrentuteal. the next section being loaded when you have completed
the previous one, thus enhancing the game play. For further information please complete the coupon below
ATARI VCS CONSOLE- With Combat Cart 8t Accessories E68.70+VAT=E79.00 7 9
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ACCESSORIES
We stock a wide range ot accessories lor the Ata ri VCS and 400/800 134PPDOOl computers.
The swiss accessories can be used on the Commodore VI C  range of computers. The Wico
range can a lso be  used with  the  Texas Instruments COMOUterS on purchasing a special
adaptor. To give you an ,dea of the range available. lu ll take a look at the following list:

Trackball L E  STI C K; A  mercury fille d loystick specially MIOCIO
by Wire  f o r  one handed operation. with  thumb fire  button.

QUICK -  SH OT: T h is jo ysfck features a  contoured
handle grip ,  thumb trigger a nd optiona l base fi re
button. I t  is supplied with  4  sure foot suction grips.
STAR FI GH TEB: N e a l a nd  compact w it h  a  sma ll
direction t i c k  M e t a l inte rior f o r  added strength.
VI DEO COM M AND,  With  a
tapered handle,  O i l  loystick
is for one handed use. I t  has

a directtonal control which is simila r t o  a  je t  fighter loyst ick
w ico  RED -BALL: An arcade type joystick with a red ball handle.
it feature, 2  fire  button locations, one at the base and one on the
slick I t  comes supplied with 4  grip pads tor easier table top i.e .
INICO STR AI GH T •  ST I C K; The  rnSir
,  f e a t u r e  o f  
t h i s
joystick is its arcade style ,  bat handle grip. I t  also has 2
fa t buttOnS. Four grip pads included for table  top use
WICO T R AC KBAL L : A  true  arcade style  ttrackbail for
use with your Ata ri or Commodore VI C . This product is
designed t o  give  arcade controt in  yo u r living room,
12 EXTEN SI ON  L EAD : A  1 2 ' (retention for Ata ri and
Ateri
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VIDEO GAME CLUB
In a tate moving merest like  video games. it  PI difficult to  keep up to date with a ll the
developments that take  place. With new programmes and accessories twine introduced at
a tett 'a le  by several different manufacturers, it  is impossible to  get a ll the information
you require  f rom  one  manufacturer a lone . I t  is fo r this n inon ,  tha t we  have set u p
owners clubs tot the  more popular video gamei and home computers, to keep you fu lly
up to date with what is going on with your particular machine. As far as we know,  Silica
Shop are the  only company to offe r such clubs,  but tha t is not surprising since WO are
the specialists. We  currently have FR EE clubs for the Ata ri VCS,  Ata ri 400,800 home
computers, and Matte l Intallivision_ Soon we  will has clu b s tor C011seraelaiOn, Aquarius
and VeCtirell. 5 0  I I  you own one of these machines. fi ll in  the  coupon opposite, and we

L u l l  ROMA you FREE OF CHARGE in the club relevant to your computer or video garne
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SILICA SHOP LIMITED, Dept ZCVG 0783,
1-4 The Mews, Hatherley Road, Sidcup, Kent. DAlitt 4DX

Telephone: 01-309 1111 or  01-301 1111

M ES

M AT T E L
I NTELLI VISION

M ATTEL I N TELLI VI SI ON ,  I h o
Mettel w ile s U011 is a most versatile
T.V. game which offers 3 D  graphics

t f  q u a lit y foe 01117/ £00. Each cartridgecomes with 2 overlays Much fit over
the unique  hand controlle r giving
easy darectiorto for gem. play. Using

ere .____ t h e  handieva control die t,  oba cts
can be moved accurately in 116 d ire ct
io n ,  g i v i n g  a  
r e a l i s t i c  
s i m u l a t i o n  
o f  
l i f e l i k
e  
m o v e m
e n t

VOICE SYN TH ESI S: T h e  Inte llivoice  unit,  price  (4 9 ,  is used with  speciel cartridges
where high Quality synthesised mate and tempt*  voices feature as part of the geme
, p l a yM i l  M AT E L L  CAe re i t i d e  I t E S L A S I C  we r  nog V O W . ,  thot c . o t  mo lo  o wl lok. Pm S o . .  Mame
, G o o n , 'n u b  . 0  lo O lv.  o n  E n g  "'Pin* . 0 . 0 0 1  and IG p o p  co1oloPM1 M O V I I I “ . . . . Ap p l o  ro o m..  Tomo moo moo b . opm
n.mov co o  410.1 av . i wi .  I  or soe I W O ,  a . .  •  Pooll t o t e r . .  Ire e . M .  4  I . . . ' ,  toplom

m e r r a t  , An ctc Soma". e a t e r  T O W ilvag  1 1 . . . . o .  Ch o .. Clomiv l i . . . . . .  L . .  1 0 .1 .0 , . . . . .  x 1 .4 mvo C. . . .
•I  soo Shot. S O.  S O .  S m .  P lum.. Vomon, v s . . ,  Otv .S .4  U S IV IS ID IS  Ksssmo I r a . .  ,
O
4
1 0 0  S N O N O O 1 0
p i
e .
. .

e s,.. Prngi . r0 0 0 rml. Don kov Mono. G P sto o m Pod. r o p .  Po o rt. So lo  F a. ,  T are ,  vo n .. . . .  A wa rd . /  W . ,  1 . . . . . .
Soso, Drervic i t .  Took . P 40. Buss_ SONONCUlt, &RAW., •  Sammons 1.isowe toavolo. Wol,i. et.rw

AMO UR. 41n00s l l o o .  0 0 7 . L o rd  no to o  1 1 . r. ,  P o w . ,  0  O .  S v
a
d p 0 0 0 ,  p o  O . . . .  
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COMPUTER KEYBO AR D : I n  July/August 1983 ,  Matte l w ill be  launching the ir ne w
19ki.V. 49 -key computer keyboard attachment called 'Lucky' which is fully programmable
and has micmsoft basic built  in I t  will transform yOur Master Component into a home
computer_ The adaptor also accepts a 6  note polyphonic music
synthesiser and full t ire  4 9 -ke y piano keyboard that win make
learning music as env.
,  a s  
p l a y i n g  
g a r W l .

MATTEL CONSOLE E85.22 + VAT E9 8 .0 0L

.11
1

£98.
FREE LITERATURE'

O n •  M I  M o

4rne •  No ow no 1m um E m  no on im mow

FREE L I TER ATU R E —Please land rral your FREE L I T E R
A T U R E  i s n ' tcatalogues on he lTr ov or og  M IM S .

OWNERS CLUB -  I  alroady own the  following p i oducts. please onrot
me in your FR EE club•

M r/Ws/M IN:   I n i t i a l s  _____ Surna me  ... . . . . .  . . . . . . . .
Addis's,

Postcode: ZCVG 0783

FREE LITERATURi .
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A new concept, a  new classic

Wolfpack I I I
BBC MICRO 32K

Combat bre ling and proglam
"Sometimes your first warning Ls a Lancing disria
,tor beam stniung from beyond — scietetiMes they
materiatise close at nand You are either quick or
dead.
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Ohaenolon P e e r co mb at rtmlYd e d  b y d e a l  i b u t re scu e  requal 009911401 H atai e n  e ase  ste al ,
;wlarb e  ware
,KREM L IN 3 0  mu tti a i r  m a n ,  etC1110 , ws,  (Ro man  Ko ch tlat
, S t a i n d w d  F 4 n r i d a r n  
0 0 a c e i t A  
L k o k r a t o r .

Came ,.
1100141:1 P an n i C T  Ine lvtly and  wrsab l e  911 take 0 1  wo re  v o c a l ' s .  l a m  L a lo t
BEALE RS PHONE 1091131 206076 ROYALTIES DOC PAYS THE BEST FOP THE BEST
Otlera  to: Doctor SoN, a m  Coneygnse Ad_ Peterborough
4 0  e a l ras  al l  p ri ce s tu i fy In CIL iSive

copies of 7 4 7  , ,  E6  95 N a m e
CaPieS at % N o n a &  £1.95
copies of k r e m l i n  E6 95 A d d r e s s
comes of Word Perfect E9 95

TOTAL C

DOCTOR SOFT
ADVANCED SOFTWARE

STAR TREK 48K
Rid the Galaxy of the evil

Klingons. Protect your Star
Rases from attach: ("Easy Zr'

play. Difficallto beat"
Sim-lair User Dec '82)

P-E-P
!$E  P ROGRAM  ENHANCEMENT
PACKAGE FOR THE DUBE ( 1610
.  S ite  oh mass to um Froictmon code
•otainestimugned totrmstorrn yOulf

orogclittM
•  DEFINE D SCROLL REGION I Um to

yututPuscrimo ' ,S CROLL wow 'loon
SHILL SCREEN foie cAmmtet
• CHANGE  BACKGROUND
"'CHANGE FORE GROUND

•  'AVERSE VIDEO I  FLASH scREErd
• c  LEAR SCREEN 'A.M .,'  cuo”94so
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zx
SPECTRUM

148 COMPUTER 41 VIDEO GAMES

16K Spectrum GOLF
Hi Res Full colour graphics.
A game for 1 or 2 players,
All the features of a lull size
course THE  family game.

(Reviewed Sinclair User
Oct '82)

2.
-
)

95

ONLY E3.75

,
GNASHER 16K

THE ULTIMATE MAZE
GAME Ghosts. Energy Pill,
Bonus Fruit. Sound, Colour
+ much more Starts easy
. Becomes impossible

oA

Y
-
2
•
•
•

ONLY E4.95

send to R  & Ft SOFTWARE 110/0 4 8  HOUR DISPATCH
34 Bourtott Road. O v e r s e a s  +10%  please
GLOUCESTER GL4 11LE L a r g e  Dealer Discounts
Tel: GLOS (04521 502819
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e t  A n  A T A R I  U s e r s  Ma ga z i ne

3 0 0 0 0
ATARI 400/800 OWNERS
Would get more enjoyment from their computers If they
could read a magazine devoted entirely to Atari computers.
Now they can — with Page 5.

Page 6 has now reached Its 4th issue and continues to
provide news, reviews, articles and program listings Irom
users in the U.K. and to bring you the best user group
programs from around the world — particularly from the
U.S.A.

Page 6 is published bi-monthly with Issue 4 due at the end
of June, The annual subscription Born Issue 4 is MOO
LLK.18.00 Europe/05.00 LLS.A.S16,50 elsewhere.
Issues 1, 2 and 3 are available (though in short supply) at
70p each inc. p&p.

Page 6 has received praise from readers and retailers (or
its presentation and valuable information. To find out what
you are missing subscribe now to: Page 6. 18 Underwood
Close. Parkside, Stafford. (Please make cheques payable
to Abacus).

PAGE 6 -  100% ATARI COMPUTING -  PAGE 6

BLABY COMPUTER GAMES
Announce new games for the following machines
DRAGON 32 A 1OS80 CC
LASER BLAST

PLANET CONQUEST
Land your Freighter
Ship safely a nd
then you may pro-
ceed to your next
solar system (Skill
Wvels, etc I  1 1 K
E111_95

LASER RUN
A nailbitmg star
wars type game.
16K 16.95.

You have only a
few shields left
Can you withstand
this constant bar-
rage f r om  t h e
Klingons? 1 6 k
t6 95

SPECTRUM
CONFUSION

GOLD DIGGER

! IP
4-1(4

ATARI 32K RAM PACKS E59 95
DEALER ENQUIRIES WELCOME
,

YOU a r e  t o t a l ly
CONFUSED" and

are being attacked
'rom both sides by
the most nastiest
kkens known in the
.,fuverse ASK Mt
EA.'S

Dig your  way
through the mine
and collect the
gold nuggets on
your way and
dislodge a rock
and kill a nugget
knasber 4 8 K
MC E4.95

CHOPPER RESCUE
Scientists a r e
being entombed
under radio ac-
tive waste, can
you as a Helicop-
ter Pilot rescue
them all in time?
48K Mt  (5.95

Baby Computer and Video Games
Cr ossways House,  Lut te r wor th Rd,  Ol aby,  Lei cester .

Te l ephone:  0533  773641



Brace yourself for a
new generation of software
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oho sere and nerve What fres ro the
depths of the tunnel
, F l y i n o  
b a t s
;earang toads, scurryrng (MS. craw...Mg
w a r t  all appear in the depths 01 the
wowing brnnet The MK verson also
Nies a surprise in morel ONLY ESSE
Compathie with Kempeon and AG+
Iowan:as -
3 0  
T u n n
e l  
c o n
t a r
n s  
s
o
m
e

&The most ompressrve graohrcs you're
key to see on the Spectrum"
Computer and M a o Garnet

ark- -

ESCAPE I  61( Spec IRA
,You V need plenty of stemma to escape
the ttroosaur ntested maze You'll have
to frnd the axe and break out or ems
maze, but the Inceratopt will be
lOOkrng for you and the Pteranodon
could swoop down cm you et any lune
ONLY TKOS One  of the best and mast
ontarnal games we have aeon tor the
Spectrum so far' Swirlier Llier

"tamer.
_woo

Cx)fl ' C4 7 v c r i/ / / / - / /  / A d
SO OEFENOER" I  OK 11131
Fonc't Yourself as a spacirlighter/
Ikere's your chance to trod out how
good you would be rn delending your
home planet A  fast moving machine
code game rn 30 with meteors stars.
explosrons. plasma Masts. photon
beams and of course &hen space c rah
to look out fort Your cockpl display
writ show shield strength. ahrtude
provisory. forward rader end r e ,stole ONLY VIES Aholhol 30 ammo,
Sinclair User

WASTES MAZE

r-,-,,-, o r  7%/o
SO MONSTER MAZE I fi K

,The h l a l e  30 mate game tor your
ZNal not only do you have to trod your
way out 04 the elate but you'll hovel*
watch out for the I  Rex -  it Veal actually
ton towards you M ien it see* yeti
,Fast movrng machine code grapNcs
ONLY ECM 'it I hart to choose lust
one program to rmprets an audenc
wed
, 
t h
e  
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3D Monster' Maze would be the one
vethout doubt'
. Z I K  
C o m p u
t i n gC n e o u e s . P 0 payabletoNewGenerationSoftware

N a m e
A d d r e s s

/  L i  30 Tunnel 161018K i i  E535 Inc
I E  Escape rir Ea 95

7  Knot in 30 fa E5.95 Inc
!•  130 Defender i iEl.95inc

- 3D Monster Maze 4
, E 4 . 9 5  
I n c .

E Full Screen Breakout f t  95 mc
Please lick box T o t a l  Inc

New Generation Software Freepost BS3433 Oldland Common Bristol 8515 6BR
All genres vortten by Malcolm E v a ns
-
The  3 0  e x p e r t  
f o r  
i n s t a n t  
d e s p a t c h  
p h o n
e  
D I  
9 3
3  
9 2 3
2  
a n
d  
Q u o
t e  
y o
u r  
c r e
d i t  
c o
r a  
n u
m b
e r

••ar   r — r a r
•These garnet have prewously been avertable from I  K Greve Software Ltd

C VG 7

-
FULL
SCREEN

FOR M  DWI
FULL SCREEN BREAKOUT' I t  M I
Yeu've probably played breakout hems
bid never z ett the rmeneve of fts
one
, 
S
i t  
h
o
e
r  
m
u
c
h  
m
o
r
a
y  
y
o
u  
c
a
n

win and waittl the tunas& convert to
duller; 3  speeds 2 baA wee and 3
angles of rebound all in machine cola
ONLY El Si 'Be v of itz M i c h
!Acta and Software Rev**

* th e se  g ae e ls h ave  p d e v
,
O u l l y  b e e r .
.,,t,leale from I  K Grey* Software Ltd

Freepost 8S3433 Oldland Common
Bristol BS15 68R

32K* RAM PACK FOR YOUR COMMODORE VIC 20
SPECIAL OFFER

CHOOSE ANY ONE OF THE FOLLOWING 'GEMINI' SOFTWARE CASSETTES
REQUIRING 32K MEMORY EXPANSION:

1 D A T A  BASE MANAGEMENT
2 S T O C K  CONTROL
3 -  MAILING LIST
4 I N V O I C E  STATEMENTS
5 H O M E  ACCOUNTS
6 C O M M E R C I A L  ACCOUNTS
AND ADD A 32K RAM PACK BY PLUS 80 (rrp £69.95 FOR BOTH)

ONLY E59.99 (INCL)
PLUS 80 LTD
31-33 LOWER ROAD
Harrow
Middx HA2 ODE
01-423 6393
(Generous dealer discounts)

'Gives 28159 bytes

ALLOW 10-14 DAYS DELIVERY

NAME

ADDRESS

32K RAM PACK with Software
1 E  2 IT 3 1114 r 5 1 6
1 32 RAM PACK on its own at E49.99
SOFTWARE on its own at E19.95
1 ! , 2  3 E 4  5 0 6
16K RAM PACK at E37.99
ENCLOSE CHEQUE PO FOR E

COMPUTER & VIDEO GAMES 1 4 9



At last! A joystick that works!
Cambridge Computing bring you the first intelligent joystick.

Add on
the A d m a n  way

The Vic 20  ui'.iii L. ,u,  speak b u t  only if
you use an ADMAN SPEECH SYNTHESISER
It's word power is endless as there is no set
vocabulary Y e t  operation is simple. The 64
elements o f  Engl ish speech a r e  pre-pro•
grarnmed t o  let y ou  put  your  ow n words
together as  soon as y o u  swi tch on  J us t
imagine .._program adventur e  gam es w i t h
characters that can actually talk
,

Also for  your  V i c  2 0  there are BK and
16K R A M  P ACKS  a n d  t h e  A D M A N  3
PORT E X P ANS I O N M O T H E R  B O A R D .
With proven designs of  the  highest qual i ty
they are the best value for  money around

Available from Spectrum, DPKOFIS and other major computer accessory shops

Prices around:
Bk Ram Pack   E 3 9 . 9 5
16k Ram Pack  E 4 9 . 9 5
Motherboard  0 9 . 9 5
Speech Synthesiser ,  E 49 . 95

Adman Electronics Li d

150 COMPUTER & VIDEO GAMES

To fi nd out m or e about these products, why
not take a lead from our  speech synthesiser ..go to
your iC)Cel dealer and ask for  i l l  Or Post the coupon

Dept. C. Adman Electronics Li d„  Ripon Way.
Harrogate, N.Yorks, HG1 2AU.  Tel, 0621 740972 —  -

is a member of Ihe Adam Leisure Group PLC

Works o n  all existing software — regardless of  which
keys the  program uses. N o need for  specially written
software. Features include:

•  Compatible with:
Spectrum, D(81 , Jupiter Ace

•  2 Fire buttons
•  8 Directions
•  Plugs into edge connector
• Joystick and Interface E26.00

Name

Address

Please send m e  j o y s t i c k s  @  E26 .00  f o r  the
Spectrum El Z X 8 1  El Jupiter Ac e D
Cheques and P.O.s made payable to:
Cambridge Computing,
1 Benson Street, Cambridge CB4 30.J.
Dealer enquiries welcome please ring C P Lloyd on
Cambridge (0223) 522905

The Vic aO
speaks out!

1
Please send m e information on Adm an Vic 20
Accessories

Nome

Addr ess__

CVG/7 /83



Low cost weekly  hire of the best arcade games. advents, languages and business programs.ures,utilitie
; •  Membership only MOO for 12 months
1 •  Program hiring from only 80p (plus 25p p&p).

•  Free fully descriptive catalogue for members.
•  New titles constantly being added.
•  Purchase new programs at discount prices.
•  Return of post service.
•  All tapes despatched using hrst class post.
•  We hav e f ul l  permiss ion and  licences f rom t he leading

software publishers, to whom royalties are paid.
Compare these features with our competitors and you will see
why more Spectrum owners are joining the Kernow Software
Library. Join today by  clipping the coupon below or send a
S A E.  for further details.

El YES, please send me  my  f ree catalogue and select ion
sheet. I  enclose my E6 chequeiPostal Order.

BAMBY SOFTWARE LEVERBURGH ISLE OF HARRIS PA83 3TX
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wo o d me l a mi n e
and
Overall
deep
Room
Full
for
Reg.

THE
MICRO-HOME

DESK
03.40 INC. VAT.
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FREE AA SIZE DATA BOARD M TH
SPRING LOADED PLACE MARKER
FOR MISTAKE FREE PROGRAMMING

Accepts mic ros  up to 15"
dee pr
Col. TV up to 14 scr een
Ideal f o r  home' ofl ic e  o r
school use
Delivered boxed flat
Assembled wi th screw-
driver only.  Time approx.
15 mins .

PROGRAMMING

steel t ube  wi t h  •
shelves

back panel  I I
size 32" wide 18 •

34 h i g h
for disc drive •

width shel f at  back •
cables etc.

des ign
CHEQUES P 0 PAYABLE P H O N E  061 973 1219
TO sAilvt0 ENGINEERS

NAME I T E M  PRICE

ADDRESS D E S K  INC. VAT. £ 3 3 . 4 0
P&P Each E  6.00
TOTAL £ 3 9 . 4 0

SEND TO SALMO ENGINEERS,
REAR 49, CROSS STREET.
SALE. CHESHIRE,

,

0

NAME

S v l b A T A - V l b
4
K A A r R b A b A
b A r a t i v I E " a l
b A M 1 0
1
,
R a o l i o N o t t o
b A b
A
I V I V I V R e
K
- A
b A r
R
e l

SOFTWARE LIBRARY
FOR

SPECTRUM

ADDRESS

TEL

Send to:

KERNOW SOFTWARE LIBRARY
(Dept. CVG)

55 ELIOT DRIVE. ST GERMANS
SALTASH. CORNWALL PL12 5NL

4 - 4 4 0 1 1 .4 0 1 0 4 4 , 4
- 1 f r
A l a r e e l I N - T i e l l A "
A i r l i r A l b e l l o -
T 4 - 4 , 4 1 r
i e
R e q e , , ,
K I  4 . 4 6
, T E .
4 1 . 4 . 4 ,

1

DRAGON
Amazing 15.95
Min i Games Selection 15.95
Stockmarket 15-95
Surpr is e  03. 45
Go lden  A p p l e s  18. 45
Sc anner  13 18. 45
Planetary Trader 15-95
Alien Odyssey Parts I &  II 19.95
Database E15
Bopswizzle 15.95

ZX81
Treasure Island 15.95
Bio rythms E5,95
Spe l l i ng  Tu t o r  15. 95

SPECTRUM 48K
Master Code 16.50
My s t ery  Ma n o r  E6. 50

1
.
1
9
9
/
4
A

Underground Adventure E13.45
Alone At Sea E6.50
K 6 4  E6.50

1
-
E
R
1
1
1
1
1
1
1
U
_  
S
O
F
T
U
J
I
W
I
E

TOE GAMES YOU'VE BEEN DYING
TO SEE!

FOR THE UNEXPANDED VIC-20
TVIC 3  Skra mb l e !
TVIC 4  Te r m i n a l  Invaders
TVIC 5  M e t e o r  Blaster
TVIC 6  Gr i d d e r
TVIC 7  L i n e  Up 4iReversi
WIC 8  G e t  Lost! (3D Maze)
ADVENTURES FOR THE VIC-20
WITH 16K EXPANSION
TVIC 9  T h e  Curse of the Werewolf
TVIC 10 R e s c u e  from Castle Dread
WIC 11 M a g i c  Mirror (8k Expansion)
FOR THE DRAGON 32
TDRAG1 Line Up 4
NEW COMMODORE 64 PROGRAM
TC64-1 S u p e r  Skramble
Dealer Enquiries velcome
MACNINE•CON PROGRAMMERS WANTED!
We Will pay up to E1000 for good, original pro
grammes for any of the popular micros.
DEMAND our games at all good computer shops
or buy mail order from:-
Terminal Software, Dept. CVG.
28 Church Lane, Prestwich,
Manchester M25

E7.95
E5,95
E5.95
E7.95
E7.95
E5.95

£9.95
E9.95
E9.95

E4 95

9.95

COMPUTER & VIDEO GAMES 151

BAMBY SOFTWARE LEVERBURGH ISLE OF HARRIS PA83 3TX



upermarket„. supermarket... supermarket... supermarket...

Can you stop them?
Protect y our c lam f rom wav e attef
wave of enemy bombers. Differeni
skill levels, stunning graphics and
sound. A colourful arcade style game
tor the Atari 4011'800 with 32K and
he Uric 48K. (Please state which.
E14.50 (inc. VAT + P&P)
Available only from:
D. FROST SUPPLIES LTD
34 Field Road. Reading.
Cheques & P 0 's only)

Dealer enquiries welcome
Tel: (07341 581682

UPGRADE YOUR I lk  ZX SPECTRUM TO 48X
saIMPLY FITS  INTERNALLY w r n r  M O SOLDERING O N
SEAMS 2  MODELS UNLIKE  COMPETITORS. WE  USE I C
REJECT COMPONENTS MMI AN ADAPTCM P C BOARD TO
ACHIEVE RE S ULTS  DE S IGNE D B T  E X  S latcLmR E N-
GINEER. MODEL CP Is £23.11 INC. P IP  4EXPORT AND
EX STOCK

.72X MEMORY EXTENSION ONLY £23.95
CITADEL PRODUCTS LTD. T EL : 0 1
,
9 5 1  1 1 1 4 1
DEPT CVG 5 0  HIGH STREET. LOG WARE. MIDDLESEX HAS

ATOM
ADVENTURE investigate strange happenir•gs
in the old country manor — then try to escape
12K Full  machine code E6 00 inc.
SAFARI. Battle through the steaming jungle ,n
search of the lost city. I  2K Basic Machin
code 0 . 0 0  Inc
HMO, A version Of Bruce Forsyth s popular TV
card game 6K text. 6K graphics. E4.00 inc
RACE. A chance lor up to six players to spend
a day at the Atom racetrack 6 K  text, 21<
graphics, E4.00 inc
FOURTH DI ME NS I O N S O FTW ARE ,  I S
K Itearm ()r ive ,  R a lst o n  Pa is le y  P A  1 3 D G .

ATARI COMPUTER OWNERS
Make the most of your Alan 400.800 by hiring
prom our Software Library. W e  otter a  wide
selectton of the many games and adventures
on the market for your computer
For full details Send a S A.E. to Star  Hire. P.O.
Box 48, Bracknell. Berks. R012 4WD.

152 COMPUTER & VIDEO GAMES

ZXIIII-VESPECTRUM•
DRAGON 31•VIC-20418C

open itti 30 -  530 Tues to •  , % t e s t i  ,  ,
310 STREATHAM HIGH ROAD, LONDON SIN 16

The very best mail order items over the counter
' Games. Keyboards, Serious Programs. Rams,

Books, Peripherals and much, much more!
FAST MAIL ORDER SERVICE PsIONE 01-759 2617

WITIA ACCFCSNISIt (24hr anSatOnm
' •  •  •  ' N O  (slate  s '

H M I  BOOKS from
COMPUTE! MAGAZINE

COMPUTErS FI RST BOOK O F  ATARI
GRAPHICS
Games, lotonals, programs and lots more

, E 1 2  70
MAPPING THE ATARI
A comprehensive source book and memory

El 4 50guide
INSIDE ATARI DOS
Includes complete listings and
pianations

detailed ex-
El 7 95

Prices include p&p. Phone ACCeSs
-
V i sa o r d e r s
welcome, or chequevP.O.s to
Wailord Technical Books
105 St  Alb a n s R o a d  Wa t f o rd  WID1 1 H D

Tel (0923) 23324

ATARI 400 & 800 OWNERS
A comprehensive r ange of cassette and
cartridge games for you to hire at  very
low rates. Send S.A.E. to:

Number One Games Library
1 Cherry Holt Ave,

Heaton Mersey, Stockport,
Cheshire 5K4 3PT.

BROKEN JOYSTICK
STRONGER loyst,ca  inse rt replace -
Manta supplied with  5
u i l  F i t t i n g  
M I N E -
lions. 3  YEAR GUARANTEE. £2.50 pa.
,inc 04,0
SOFTWARE FOR ATARI  ( M I  400 900

Nuclear Delence 1 6 K  —  9  levels gmcinics -  sound
Mastermind 1 6 K  —  1  leyets crack computer's cod
,Hangman
Anagram I S K  t a r p  varAbularv graphcs
ClarvIer 1 6 9  L i b l i l y  program
Red
, 
,
i
n

All casseneS based • £ 4  95- SOF p lc  each
COMPUTER SUPPLIES
146 CHURCH ROAD
BOSTON, LINCS. PE21 OJX
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Mearoes -  Defend your tots reel,
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r/ekaer -  A noes  Star Coas,
VIC saeoette 3 16 5 8  ISK I Lailniet - - d iS aS ee
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Ole t d a t a  y e s '
logrOck reed
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ATTENTION
ATARI 4001800 USERS

40 per year or £25 per ) year allows you to
ici,an up to 50 games of your choice from our
extensive library on tape. disk or  rom Fr ee
ut ility t a p e  f o r n e w  m e m b e rs s e n d  la rg e  SAE
to: AMUSEMENTS UNLIMITED, 49 LESLIE
CRESCENT. ST, MICHAELS. TENTERDEN,
KENT TN30 6BX.

Tel; (05806) 3830 (evenings)
DIS1 P  c i V w 1

CHRISTINE COMPUTING
TI99i4A SPECIALISTS

SOFTWARE GAMES CCS O i  Noon Sea CCSOP
Code Break C C S0 3  Ast ro  Fkgreer C C SO4  Bla st

Iti CCS05 Corer' At C150 each. 2 for CS 50 or 3 Tor
ES 00
HARDWARE AVAI LABLE •  Stogie  cassene lead
E3 95
LITE R A TU R E  l a  ta pe  a n d  book le t,  C C L O 1

Handy Sub-Programs C C L 0 2  PYogremovng fo r
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'ItyletS4 eseSCPPI.O.K C h e q u e  P  0  w i l l  or der
iimice Close. Walk:int Hefts

PROGRAMMES FOR
PET & COMMODORE 64

SOFTWARE FOR THE PET ANO C8M64
LEAGUE SOCCER 321t PET •  • S O
fealures 92 League Teems
Corneehlions, Fe rn  Selection • s .  Et c Co d e  ye w
chosen Team to League and
LONDON EXCHANGE 32K PET i Nen Rom land CAM 64 MEM
Invest your money n  any at the 233 CoMpaniestommorr-
lies and &deism to dain a controlling interest in 16 at
Britain s major Companies
,BRIGHTON ilEACHROULM I  16K PET if tee  Rom) and
-
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'.'aice your fortune on the spin ot a ehee or by haniong your
e Cream Van around Bedouin twin dud regard for suot
,..nsatners au) Maurauding Etednantsti

TEST MATCH SPECIAL 32K PET t New Rom) and CAM 54
LIS 50
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ASHLEY COMPUTER SERVICES.
5 Garden Street. Kmkttem Pre ston PRA 21U

Te l e p h o n e . 10772)  6136122.

SPECIAL OFFER
for

ATARI 400/800 OWNERS
Hire your first 2  games free from our
extensive range of software. Up to the
minute releases available. Apply nowo
Send s.a.e t or
Charnwood Games,  27 Warwick Ave.,
Quorn, Leics
Tel: 0509 412604

1X81 (16K) Space Shuttle
Game

Fly y o u r  sh u t t le  f r o m  o .a n e t  t o  p la n e t . b u t
peware of the hazards, and watch your ! t i e
Also includes two other games Only E4 95 inc
.p&p FRO M Sigma Software. 43 Sedge Fen,
Lakenheath. Brandon Suffolk

Trade ertquories krwited

COMPUTER GAMES
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ATARI VCS 4 0 0  — BOO
INTELLIVISION SPECTRUM

ZX81 —  VIC20 DRAGON
Ask tor details ot our

I HOME ROBOTS]
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FREE DETAILS frOrn.
VIDEO INTEFINKnoputt_ (CVO),
297-291 Hig h  St  Ep p in g . Emma C O M  4DA•



CONDITIONS _

6

7 8

9 10

11 12

13 14

15 16

17 18

19 20

(Please continue on a separate sheet where
necessary)

A TOTAL OF W O R D S  (a 25p EACH

Addresses must be included in the total of words, o

Please write your advertisement in the box provided

1 A l l  advertisements must be pre-paid (Cheques/PO's made
payable to COMPUTER & VIDEO GAMES)

2 This  section is for PRIVATE ADVERTISERS only. Trade
advertisers wishing to advertise in the "Supermarket" sec-
tion should contact MICK CASSELL on 01-278 6552.

3 Minimum of 15 words. maximum of 40 words allowed.

4 COMPUTER & VIDEO GAMES reserve the right not to
accept an advertisement.

I enclose an ad. to be placed in the following issues:
(State which months)
At a cost of C   p e r  issue, total E
NAME   T E L .  NO.
ADDRESS

"MICROSELL". C&VG: 8 HERBAL HILL. LONDON EC1R 5JB,

MAKE YOUR
CONTRIBUTION
TO SPECIAL
EDUCATION
MORE EFFECTIVE
Robyn Frankham copes very well with her learning problems,
thanks to devebprrients with computers in special education. Like
many other children, she now has the ability to communicate
with the aid of  microeleit ronic  devices which help her to write
essays, draw pictures and most important  or all, to gain her
independence.

Learning To Cope •gl — Computers  in Special Educat ion. is
the second of  this annual publicat ion which presents the story of
Robyn and how many other physically and mentally handicapped
children and adults are coping with their futures. Tremendous
progress is being made through the manufacture of  specialised
des ices and through the dedication of  teachers and parents.

I earning To Cope '83 looks at specialised comp t er
hardware and software and brings you the latest developments in
applications covering all aspects of  special education. Read for
yourself how 'committed people have developed and redesigned
Ile% and existing equipment to help those in special education
help t
h e m
s e l
v e s
.

We can all help i f  we care enough.
Learning To Cope '83 — Computers in Special Education £2

1.1 , p 4  I  O r e  '1 . •  W I W I !
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MICROSELL M I C R O S E L L I .  . MUMOSELL •  MICROSELL MI C R O S E L L

COMPUTER & VIDEO GAMES 1 5 3



Gt DtHN1/4,ENTgriT
THE LARGEST SELECTION
OF GAMES IN THE WORLD
We stock the BIG NAMES
in Computers including

1 . X SPECTRUM
ZX81

A T A R I 400/800
a n d a v a s t r an g eo f

independent Atari
Software

Main Computer Branches:

154 COMPUTER & VIDEO GAMES

22 OXFORD STREET, London W I .
439 OXFORD STREET, London W.1.
52 WESTERN ROAD, Brighton
31 LISTER GATE. Not t ingham.
141 NEW STREET. B irmingham.

Also at,' 1 9 4  REGENT STREET, London W.I .
254 REGENT STREET, London W 1.

Bo
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u
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d
e
l

Linsac's Z X  Compan ion  s eries  h a s  rec eiv ed ex c ellent  p r e s
a l l
A
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Thoughtfully  writ t en ,  det a iled a n d  illus t rated wi t h  meaningfu l
programs o u t s t a n d i n g l y  us eful
- E Z U G'T
Sih e  S pec t rum Games  Co mp a n io n '  is  the latest addit ion to the
 T
it

and is  a imed at  the games  player and programmer alike
wenty -one games des igned specifi cally for the ZX Spec trum are
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is explained fully  wit h  complete details  on how it  is  designed and
aitten. Int roduc tory  chapters  s how h o w t o set up  and use the
pec trum and  h o w t o  c reate y our o w n  games  L a t e r  sections
over numbe r  games ,  w o r d  games ,  b o a rd  games ,  s imulat ion

games, dice games, card
games and grid garrbes I f

you want  to enjoy  your
ZX Spec t rum and learn
its secrets at the same

time then this  is  the
book for you
,Bob Maunder is co

author o f  'Th e  lX8 0
Companoon' and  authioi

of • The r o c
Companion
. H e  
a s

Senior Lecturer
Computer Science  a  1
Teessele Polytechrec

hoicks a n  M Sc degree Ir.
Computer Science,  and

is a  Member o f  the
Brit ish Computer

Sr ic  t y

The Spec t rum Games
Com pani on is availabl
,h r n  g o o d  b o o k sh o p s,

or send f  5.95 to.

ONLY
E 5 •
9 5I SBN 0  907211 0 2  X

LINSAC. (vc,) 68 Barker Road,
Middlesbrough,Cleveland TS5 5ES

Postage ts tree within the U K
arid 1 1 for Europe or 17 50 outsocte Europe

Everything for the Acorn and BBC microcomputer user.ACORN USER EXHIBITION
W
I
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The Acorn User Exhibition at the
Cunard, Hammersmith will house the
largest display of Acorn products ever
assembled under one roof. It will be four
days of non-stop entertainment and
education for parents and children alike.

The new Electron, the second
processors for the BBC micro, the BBC
Buggy, all the new software and hardware
will be on show; There'll be competitions,
prizes, Acorn experts to answer your
technical questions, demonstrations and
lots and lots of bargains.

If you are an Acorn owner, or just
thinking about being one, you can't afford
to miss it.
-4 Opening hours: August 25th-27th,4 - 10  am-7 pm; August 28th, 10am-4 pm

Hammersmith,
25-28 August 1983

Admission charges: Adults E2 per
ticket, Children El per ticket.

We have arranged for nearly every
exhibitor to redeem the cost of your ticket
when you buy something from their stand.

Group rates: 10% discount for parties
of 10 or more.

Buses: Frequent services from central
London.

Tubes: Hammersmith Broadway •
Metropolitan, District and Piccadilly lines.

Car Parking: Several car parks in the
immediate area.

For details of exhibition stands and
advance ticket sales contact Computer
Marketplace Ltd, 20 Orange Street,
London WC2H 7E0. Tel: 01-930 1612.

ADVANCE BOOKING COUPON Miss the queue b u y your tickets in advance.
Computer Marketplace Ltd, 20 Orange Street, London WC2H 7E0.

Please send A d u l t  tickets at E2 _ C h i l d r e n s  tickets at El
I enclose a cheque,' postal order value E p a y a b l e  to Computer Marketplace Ltd

Name
Address
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ORKMON
A complete machine code monitor including
mnemonic assembleridisassembier. block
move and verily, trace and slow-motion run
and full cassette handling. plus manual
El 5.00 ono VAT and 90p postage and packing
16k cx 48/k

• 1 1
1
0 • 0
0 0
1 1

ORIC MUNCH
Our best arcade game yet Can you fight off

the ghosts, eat the power pills and catch the t oelusive fruit An exciting game that will keep
you amused for hours

E.7.95 inc VAT and 40p postage and packing 1 1 048/k

0 0 0 0 s a a a
3D LINK 4
A set of new exciting and challenging games
Hangman. Moonlander. Substrike Roadrace
and 30 Noughts and Crosses.
E6.90 Inc VAT and 40p postage and packing
443k

HOUSE OF DEATH
If you were baffled by Zodiac you will be
terrified by House of Death Can you discover
the secret of the haunted house and escape
with your life"
E9 99 Inc VAT and 40p postage arid packing
4Bk

OR$C BASE
This is a database system used tor the
maintenance of personal and small business
information It is supplied on cassette with a
comprehensive manual A sophisticated query
language is used to manipulate data and allow
retorts to be printed, data to be sorted or
moved about and running totals to be kept A
Macro command facility allows the creation of
application specific command strings which
can be used easily by non-technical
personnel Requires a 48k machine
Price El 4 50 including VAT and 900 Postage
and packing

ZODIAC
A traditional adventure game in which the
player has to find the 12 cunningly hidden
signs of the Zodiac which lead him to greater
treasures The player manipulates °boots
through simple sentences which the program
can understand and can ask for his score at
any time A save game feature is also
included Requires a 48k machine
Price E9.99 included VAT and 40p postage
and packing.

ORIOCHESS
Using high resolution graphics to display the
chess board this package will play a
challenging game of chess with five levels of
skill The computer looks ahead for its own
moves plus its opponents. The skill level
dictates how far the computer books ahead
although at the expense of more time All
chess rules including Castling and En Passant
are obeyed Requires a 48k machine
Price E9 99 including VAT and 40p postage
and packing

ORIC FORTH
This is a cassette-based implementation of
FIG-FORTH. the language distributed by the
Form Interest Group in the United States It
has been extended to utilise the graphics and
sound capabilities of the Ono It is supplied
with an editor and a full Forth assemtder
.A 96-page manual is included in the package
A demonstration music program is also
supplied Requires a 48k machine
Price. El CC including VAT and 90p postage
and packing.

ORIC OWNER MAGAZINE. EIO
Why should you subscribe to ° MO WE R?
Your Ono I is one of the most powerful
low-cost computers on the market today
Ono Owner is the only magazine totally
dedicated to the Ono and its supporting
hardware and software
From issue to issue Orr Owner is able to bring
you in-depth information on the Oro. advance
news on the latest add-ons. supeM programs
to try and behind the scenes interviews with
the engineers who designed it
It you wish to keep ahead of the latest
developments and news on the Onc then
Ono Owner is essential At only E10 for a
year s subscnption of 6 issues lE1 5 ex
overseas readers' can you afford to be
without Ono Owner? StA3SCRIBE TODAY
,
Calling all Software Writers.
If you can write top quality games. business or
utility software we want to hear from you
Haven't got an One? Convince us of your
capabdity and we will supply one!

Dealer Enquiries Welcome

Please SOPA me
O W  FORTH  a t
ORIC BASE a t
ZODIAC a t
ORIC-CHESS a t
ortiC NON a t
HOUSE OF DEATH a t
30 LINK 4 a t
ORIC MUNCH a l
O W  OWNER MAGAZINE at

0 5 0 0
Et 4 50
E 9 .9 9
E 9 .9 9
E15.00
E 9 .9 9
E 6 .9 0
E 7 .9 5
E10.00
TOTAL

1.4.4nti ly •  Please include money for postage
This amount varies oath each item

Please a llow 78 days tor de livery
All cheques payable to.
TANSOFT LTD
3 CLUB M EWS
ELY
C AW S
CEI7 4NW
Please send me latest price I .si

Nar r
,
e

AcIckeal



for any
Commodore VIC-20

for
Commodore VIC-20

Ary  of 'hese qrx r

• EACH
5 0  including first class post,

pocking, VAT and on
UNCONDITIONAL
LIFETIME GUARANTEE

you buy Imagine Software you louli t• tr,r
imagine Software product  EVER fails to

recii0Cement
e simply return it to Imagine for an

All orders despatched by first class post within
24 hours of receipt.  Subject to stock availabil i ty.
Why not put a  first class stamp on your enve4ope and

t h e  n a m e  w i l l  receive your order within 3 days of posting7 variable from W H Smiths. Boots t rihn Menzies. Dixons

o f  t h e  g a m e  a n d  all good software Dr.,t,ef•-•Dealer enquines contac t
- C o l i n  
S t o k e s  
o n  
0 5 1 - 2 3
6  
0 6 4
6

Imagine Software, Masons Buildings, Exchange Street East, Liverpool, Merseyside 12 3PN


