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News & Reviews 
GAMES NEWS 16 
The James Gang is in town and gunning 
for you. and those l inle green men are 
slipping into then soccer gear (or the 
iniergalactic cup final. 

VIDEO SCREENS 28 
Our round-up of the best in joysticks, 
plus a look at what's go ing on out in 
deepest space w i t h our look at the 
Starmaster-rype games available for the 
Atari VCS 

ARCADE ACTION . . . 30 
Arrudar tips f rom our record breaker 
And how much of an improvement is 
Super Zaxxon, plus those arcade lop 
scorers 

SOFTWARE FORM 84 
All you wanted to know but were afraid 
to ask about getting your l isting pub-
lished m C&VC 

Listings 
DEFUSE 
Can you prevent an exp los ive si tuat ion get t ing oul of h a nd ? W e h o p e 

so — because if you don' t it's a p o c a l y p s e tune! A t om-powe red 

adventure o n the Texas TI9SM or 4a, 

POOL 36 
Here's your c u e to h e a d for the poo l hal l a n d p rac t i ce s o m e of your 

favourite tr ick shots. You' l l n e e d t h em all for this screen-siaed vers ion 

of the real th ing wri t ten for the Spec t rum . 

DIGGER 40 
The aliens are c om i ng , the a l iens a re c o m i n g ! Not aga in , I hear you 

cry! But this t ime you don' t blast (hem out of the skies. Y o u d i g t raps 

for the little monsters , ln terga lac t ic g a r d e n i n g o n your Sha rp MZ80K. 

f V - - - J&M4? :• 

• : • • ; x • V-;•-' -,v • •')•• t V i J v • • • •'.• - -« • • £K > 

TURBO CAR . . . 
Put the peda l to the meta l a n d z oom off o n a fast a n d furious race 

against t ime in your s upe r cha rged D r a g o n p o w e r e d supercar . 

ROCKFALL 59 
D o d g e t hose f a l l i n g s t o n e s a n d b o u l d e r s a s y o u a t t e m p t to s c a l e 

M o u n t BBC . 

POSITRON 60 
Is it an asteroid, is it a me teo ro i d no it's a Positron! These 

superheroes streak through s p a ce at the s p e e d of l ight to d e f e n d 

truth, justice a nd the right to have bu t tered c r umpe t s for tea! The on ly 

t roub le is they d o n t watch whe re they a re go ing . Fun a n d g a m e s on 

the ZX81. 

CONNECT 4 
The long-ha ired anc ien t is f aced wi th a "big p r o b l e m —- he just can't 

get those coun te rs m a t c h e d up ! C a n you he l p the o l d c h a p out be fo re 

h i s b r a i n g e t s b e f u d d l e d ? For V i d e o G e n i e a n d TRS-80 o w n e r s . 

DR WHO ADVENTURE 48 
Ano the r t ime, ano the r p l a c e the Doc tor is off o n ano ther time-trek 

a n d t h i s t i m e y o u c a n b e h i s t r a v e l l i n g c o m p a n i o n . T h i s t i m e 

t h e T a r d i s c o m e s i n t h e s h a p e o f a n A t a r i 400/800. 

SKI ING 54 
The air is c o l d a n d clear. The p is te is perfect . Every th ing is set fair for 

a fast d ownh i l l r ace o n your A tom . 

. . . 5 6 

Empire news.. 
Calling all you space tribe 
commanders: the galactic 
messengers axe reporting on 
the results of the first inter-
stellar conflicts on page 23. 

There is also word on the 
richest planetary systems 
over the last parsec and the 
latest on empire upheavals 
and the current peace 
treaties and warfare. 

If you have proved an able 
commander of space fleets 
then you may be in our top 10 
profit-makers. We also 
announce the overall cham-
pion of our first Seventh 
Empire conflict. 

An entry form for the next 
April issue turn of Seventh 
Empire is on page 11 and we 
announce our overall prize 
for the top Seventh Empire 
scorer for the first six 
months on page 22. 

Our Book of Reviews may 
already have tried to fall out 
of this issue. But if it's still to 
be found in the centre pages, 
youH find news of over 70 
professional software tapes, 
tried, tested and marked. 

featured 
MAILBAG 5 
The Spectrum v. BBC battle rages on. 
COMPETITION 11 
Bal ly s p i n b a l l w i z a r d s p i c k the i r 
winner. 
SEVENTH EMPIRE 22 
Chart your progress against the rest of 
the C. & V.C. readersh ip A Colour 
Genie goes to the best space comman-
der. 
BUGS 25 
Abandoning the micro, Snag takes to 
the l iv ing room door1 

CHESS 
GO 
Life and death wi th Al lan Scarf! 
PROJECTS 
Keith Mot i begins a new series 
GRAPHICS 
Garry Marshall experiments with col-
ourful patterns 
ADVENTURE 75 
Keith Campbel l falls in Love! 
WARPATH 76 
Ron Potion's exci t ing w i l d west battle IS 
tak ing shape wi th the posi t ioning of 
pieces on the board. 
PUZZLING . . . . 80 
Trevor Truran sets some challenges to 
be solved by bra in or computer 
MACHINE CODE . . . 86 

27 

65 

66 

72 
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TRAPPED IN THE MAZE 
OF DEATH THE 
VENOMOUS MISSILE 
IS ON YOUR PATH 
THERE'S NO HIDING. 
A High Speed. Nerve-rackmg 
Arcade Game lor the 
Unexpanded VIC. 
Just C6 inclusive. 

A SENSIBLY PRICED A T A R I 

SOFTWARE NOW A V A I L A B L E 
ATARI 400 /800 ( l 6k ) ' FROM TITAN CAVERNS 

ft 

r R O A D R U N N E R O N L Y £5 
In th i s r e m a r k a b l e g a m e y o u m u l t c o n t r o l E r i c , t h e R o a d R u n / i e r , t h r o u g h 
the " space w a r p o f v e h i c l e m o l e c u l a r , " a n d sa fe l y i n t o t h e g r a v i t y space lanes. 
W i t h ever inc reas ing levels o f p l a y , a super c o o l h e a d is n e e d e d t o c o n q u e r 
th is a d d i c t i v e m a c h i n e c o d e game 
Fo r arcade e n t h u s i a s t * e v e r y w h e r e . 

ANDROID ATTACK O N L Y £5 
The A n d r o i d s o f J u p i t e r (an ever g r o w i n g race) are o n y o u r p a t h in t h e mate 
o f t he lost Isle T h e y l o o k m o r e m e n a c i n g as each s e c o n d passes a n d w i l l 
a t tack w i t h o u t m e r c y R u n t o s tay a l i ve 

SPACE HOPPER O N L Y £5 
Once the re was invaders , t h e n P a c k m e n , n o w t h e r e ' s Space H o p p e r C a n y o u ' 
gu ide y o u r Space F r o g t h r o u g h the h u s t l e a n d b u s t l e o f space t r a f f i c w i t h o u t 
b e i n g c rushed b y i n t e r g a l a c t i c space t ra ins? Can y o u a v o i d b e i n g sho t b y 
h i d d e n laser guns a n d are y o u ab le t o h o p t h r o u g h t h e Space w a r p . I f y o u 
t h i n k y o u can o r d e r i l t o d a y * 

STAR WARS 11 O N L Y £5 
O n l y t he F o r c e can save y o u l l l I n t h i s p e r i l o u s j o u r n e y t h r o u g h l i m e a n d 
space, h a v i n g c o n q u e r e d t h e ev i l e m p i r e , y o u m u s t n o w f o l l o w L u k e ' s s teps 
a n d d e s t r o y as m a n y o f X a l a r ' s Ships as poss ib le . Y o u r a r m s are l i m i t e d a n d 
w i t h a s h o r t s u p p l y o f f u e l , t i m e is o f t h e essence, o n l y t h e f i t c a n s u r v i v e ; 
t h a t is if Jhe F o r c e o f T i t a n is w i t h y o u ! 

N A V A L ATTACK O N L Y £ 5 
W i t h s t u n n i n g G r a p h i c d i s p l a y o f m o u n t a i n s , g o l d e n beaches a n d d e e p b l u e 
seas, y o u are ass igned to a t t a c k a veh i c l e c o n v o y . Y o u r o n b o a r d g u n has a 
q u i t e u n i q u e Sight w h i c h a l l o w s y o u t o d e s t r o y y o u r ta rge t w i t h i n c r e d i b l e 
p rec i s i on . A t o t a l l y a d d i c t i v e g a m e t h a t w i l l leave y o u t r e m b l i n g w i t h 
e x c i t e m e n t . 

SPACE WARS/BATTLE ZONE O N L Y £5 
T w o very e x c i t i n g , h i r e s o l u t i o n , fast a c t i o n , t w o p l a y e r games t h a t can be 
p l ayed s i m u l t a n e o u s l y , f o r t he p r i c e o f o n e Space wars ( l i k e t h e a rcade 
game) is « t y p i c a l d o g f i g h t . I n B a t t l e Z o n e , a c o o l , t a c t i c a l head is n e e d e d t o 
o u t w i t y o u r o p p o n e n t . 

ALL GAMES RUN ON UNEXPANDED VIC 

« 7 * Enter the world of space adventure 
i . * 

. • » wi th this totally addictive, arcade 
game that wil l take a long time to outgrow, and 
one that does not cost the earth. 
Navigate your spaceship through rock caverns, past 
lazer fields, through rock valley and in to the. 
unknown. You wi l l have to see it to believe i t ! l 
Supplied on cassette wi th ful l instructions. 

Just 
£6 
inclusive 

§ 

GROUND FORCE 

ZX Spectrum 

jtef jri 

ZERO 
The Ground Forces have been destroyed 
so the air attack must begin and 
you're in control! 
A Superb Arcade Came for the 16k or -ttik Spectrum 

COMING SOON ORIC & JUPITER ACE SOFTWARE 
WRITE OR PHONE FOR DETAILS 

IMMEDIATE DELIVERY 
Please send me F Y ? ' 
I enc lose c h e q u e / P . O . f o r 
O R Please d e b i t m y Access N o 
Bare lay ca rd N o E x p i r y d a l e 
N a m e 
Address 

. . . . . . . . Post C o d e . . . . . . . 
Dealers D i s c o u n t A v a i l a b l e 
A C C E S S . H A H C L A Y C A K D O R D E R S W E L C O M E O N 2 4 h r 
A N S A P H O N K 0 2 4 9 G 5 3 8 J I o r m a i l t o : 
T I T A N P R O G R A M S , T H E C O M P U T E R 
P A L A C E , 4 6 M A R K E T P L A C E . 
C H I P P E N H A M , W I L T S H I R E S N 1 5 3 H U 

THE COMPUTER PALACE, 46 MARKET PLACE, 
CHIPPENHAM, WILTSHIRE SN15 3HU 



Please drop us a line at: Computer and Video Games. EMAP, Ourrant House. 8 Herbal Hill. London EC1R SJB 

SPECTRUM 
DEBATE... 
Dear Sir, 
I would like to make my own 
comments on the so-called 
BBC versus Spectrum conflict. 

Many people believe that 
the Spectrum is the greatest 
computer ever made, in the 
same way that they thought 
the ZX81 was a year ago. 

In fact the Spectrum is only 
one of many computers with 
features that are today 
regarded as standard. 

However, the ZX Spectrum 
has one advantage over all 
the rest — its pnce. It is a 
cheap computer. A "Jack of 
all trades" and master of 
none. 

Inevitably Sinclair's 
machine will become the 
most popular, greatly aided 
by his adverts that leave the 
readers with both a good 
impression of his machine and 
a bad impression of the rest. 

The BBC micro is a very 
powerful machine, no matter 
how much Sinclair and his 
fans will degrade it. If it was 
anything less, it would not 
have been chosen as the 
BBCs micro. 

Also, the designers of 
Acorn have taken great care 
to make sure their machine is 
not outdated in the future, 
and as a long term 
investment this machine is 
real value for money. 
David McKeran, 
Sunderland, 
Tyne and Wear. 

. . . GOES ON 
AND ON . . . 
Dear Sir, 
I am writing to you referring 
to the letter that a Mr. 
McAuley wrote m your 
December issue. As far as I 
can see anyone must be 
stupid at turning down an 
offer for a BBC Model A, 
even when a Sinclair 

Spectrum with all its extras is 
offered as an alternative. 

For just £60 extra the 
Model A can become a 
Model B and many more 
peripherals are instantly 
available. 

The Tube allows another 
processor to be added and 
so at least doubles 
processing speeds. Even 
without the second procesor 
the BBC is the 3rd fastest 
machine according to bench 
tests. 

Delivery has been stepped 
up immensely. A friend of 
mine ordered one only a 
week ago and it arrived 
yesterday. I bet Sinclair can't 
say that about his Spectrum 
or indeed any of his 
computers. My conclusion is 
that the BBC computer will 
still be in great demand by 
the year 2900. 

As for the Spectrum I 
expect that will be replaced 
by the ZX83 next year. 

If this letter were to be 
published I am sure it would 
give people something to 
think about. 
Tim Place, 
Thomborough, 
Buckinghamshire. 

I KNOW WHAT 
IS BEST! 
Dear Sir, 
Truly a remarkable 
breakthrough in computer 
magazines. I find your 
magazine fun to read and 
very entertaining, especially 
the software reviews. Is the 
BBC Defender the only game 
to get 10/10 for play ability? 

I write to you concerning 
the letter sent in by Mr Alan 
McAuley (December 1982) 
degrading the model A BBC. 

As far as 1 am concerned 
the Spectrum cannot match 
the BBC in any respect. It is 
the quality of the Beeb that 
puts it above the competitors. 
Mr S. S. Alg, 
Fulham, 
London. 

PRINTER WITH 
A PROBLEM 
Dear Sir, 
Having read in many mags 
that uncle Clive's production 
is now on schedule, has 
compelled me to put a finger 
or two to keyboard. 

It was last August, the 1st 
actually, best date for my 
credit cards, that I ordered 
my Spectrum 48K It arrived 
on the 11th November — less 
the printer. 

After a couple of phone 
calls it arrived about a week 
later. I'll be able to list some 
of my programmes I thought. 
Well, it listed 10 lines and 
stopped. 

So I sent the lot back. I 
received a letter asking me 
what I wanted them to do 
with the printer. Please return 
everything in working order I 
replied. 

That was on the 26th 
November 1982, and I am still 
waiting. 

I can quite understand why 
Clive has a production 
problem, obviously repairing 
more units than he is making. 
Kenneth C. Alford. 
Sheerness, 
Kent. 

COLOUR CODE 
FOR BBC 
Dear Sir, 
Congratulations on an 
excellent magazine. 

I find the reviews of 
software a great help in 
deciding what tc spend my 
money on. I am 

particularly looking forward 
to your "Seventh Empire-
competition which I have 
entered. 

I totally agree with M. D. 
Caballero's remarks about the 
ZX Spectrum leaflet, in my 
opinion the BBC model A and 
certainly the Atari 400 are 
miles better than the 
Spectrum — at least the BBC 
has a decent keyboard. 

As for the pathetic sound 
on the Spectrum being 
compared to the three 
channels on the BBC and the 
four on the At an I think it's 
ridiculous! 

As you might of guessed I 
am a BBC owner and 1 
wonder if you might be able 
to answer a question for me. 
Are there any Scott Adams 
adventure games available 
for the BBC B? 

You may also be interested 
to know that when using 
mode 2 graphics on the BBC 
B it is possible to get 255 
different shades of colours. 
The short program below will 
illustrate this. 
10 MODE 2 
20 GCOL RND(30), RND(255) 
30 PLOT 

85,RND( 1280).RND( 1024) 
40 GOTO 10 
The method only works if you 

have a number over about 20 
in the first half of the GCOL 

statement. 
Alan Winnett, 
Beccles, 
Suffolk. 
Editor's reply: Sorry Alan, 
I'm afraid that as yet none 
of Scott Adams popular , 
Adventures are available 
for the BBC micro. 



GAMES 
The DUNGEONS & DRAGONS® adventure 
role-playing game is the world's most popular 
role-playing game. It is also protected under 
Registered Trade Marks. TSR Hobbies Inc. are 
the owners of the marks and it is due to TSR's 
work and investment that the game enjoys its 
pre-eminent position. Understandably TSR 
will therefore defend its rights against all illegal 
use of the marks and/or the titles and salient 
parts of the products to which it refers. 

This advertisement stands as a formal notific-
ation to anyone using or intending to use any 
and all of TSR's trademarks that action will be 
taken against anyone who infringes these 
marks. 

If you wish to make any other enquiries, please 
write to TSR Hobb ies (UK) Ltd, The Mill, 
Rathmore Road, Cambridge CB1 4AD, or 
telephone 0223 212517. 

7m 
I TM 
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100 FREE PROGRAMS 
FROM SILICA SHOP — WITH EVERY PURCHASE OF AN 

ATARI 3 8 8 A 
I1978MJ.979I 

IjJJH LL 

ATARI PRICES REDUCED! 
We at Silica Shop are pleased to announce some 
fantastic reductions in the prices of the Atari 400 800 
personal computers We believe that the Atari at its 
new price will become the U K 's most popular per 
sonal computer and have therefore set up the Silica 
Atari Users Club This club already has a library of 
over 500 programs and wi th your purchase of a 400 
or 800 computer we wil l give you the first 100 free of 
charge There are also over 350 professionally writ 
ten games and uti l i ty programs, some are listed 
below. Complete the reply coupon and we'll send 
you full details. Alternatively give us a ring on 01-301 
1111 or 01-309 1111 

ATARI 400 
w i t h 16K £199 
ATARI 400 
with 32K £248 
ATARI 800 
with 16K £349 

400/800 SOFTWARE & PERIPHERALS 
Oon't buy a T V game' Buy an Atari 400 personal computer and a game cartridge and that's all you'l l need Later on you can buy the Basic 
Programming cartridge f£35) and try your hand at programming using the easy to learn BASIC language Or if you are interested in business 
applications, you can buy the Atari 800 + Disk Drive + Printer together with a selection of business packages 
Silica Shop have put together a full catalogue and price list giving details of all the peripherals as well as the extensive range of software that is now 
available lor the Atari 400 800. The Atari is now one of the best supported personal computers. Send NOW for Silica Shop's catalogue and price list 
as well as details on our users club. 
THE FOLLOWING IS JUST A SMALL SELECTION FROM THE RANGE OF ITEMS AVAILABLE: 
ACCESSOR IS 
Cabkt 
Ciwrw 

Jtrytticki La Stet JpytKk 
«.« 3uCP"n 

ACVtNTUflf IHI 
Scon Wrnii k4w 
Ho 1 Adwntu'rylnd 
Ho } Ady 
No 3 Moot imp 
No 4 Voodoo CAM 
Net Th* Count 
No« Snnr Ody 
No ,' Mviinr I wfl 
No 8 FVv»4atD 
No 9 OIKM Towi 
No 10 Say Itlarul I 
Ho II Sf, liim J 
No 17 Gotten Very 
An«M 
CMlytt̂ na 
GIIKW tmWfl 
GAck Tijdf 
lunar Land** 

Mquntaut Shool 
Hhvii 
star Flrta 
Sunday &0«l 

AUTOMATIC 
Simulations 
Cruth CiuMlb Cmp 
OlMim Ol Ryn 

Eya 
IrryaaaOn Of«n 
flu* ... M n^t 
R<ocnal 
Star 
r«nol»ol AftiTVB. 
UOO*r RaacAaa Apt 

BOOKS 
Bn« Hrl Manual 
Computy Atari DOS 
Cvnnto 0k Atari 
Compute Maoarina 
Da M, At* 
DOS Utrfitiw Lrtt 
OOSI Maui 
Mttc Av< BaoM 
Op Syttam L*tin« 
Wil*v Manual 

BUSINESS 
Calculator 
Databm Mima»amf 
Damnum Maaar 
iv ipni i 
Invoicing 
Librarian 
Molt A LOan Anal 
Nominal Ladgp 
Payroll 
PartOn«l Fin! M̂ nt 
PurCiaaa ladgrr 
Salat Ladfv 
Sltl l l lA 1 
Slot* Control 
TaW.nl I 
ViUCMt 
Waekty Plannar 
Word f*»oc*wv 

CflYHALHASI 
Sanwtti Tha (\r»n 
Fartinyland 3041 
Galactic Quait 
Houta Ot Uahar 
SandtOt Man 
Watarloo 
World War III 

IMNACflM? 
Alphi r,ghbK 
Chomp*h> 
CiyitUt 
Format Fuy 
Intrudar Alart 

MoonprnCw 
MavHf Mara 
Nommoai 
Rtn̂a of Tht Eiwp 
Span Till 
Spaca Trap 
Stud Pokar 
Tiipla Swudi 

EDUCATION 
from APX 

At at of Canada 
CubdyluHaa 
Elamamary fl,olo«v 
F rogmattar 
H<horv D<kory 
I nit Compte Dam 
Lamonada 
lattarman 

Mathi tat Ton 
Matrrc A hub Sotvg 
Mugwump 
Muire TarmtNotatn 
Muttcat Computer 
My Firtt Alph attar 
Numfcat Biati 
PolvcaK 
PryMJantt Ot U S 
Qui/ Mtl»> 
Staryyarw 
Starao JD Grapft<« 
Thraa Ft Math Syi 
Vidao Math Fiaih 
ffOrdmakar 

EOUCATIQN 
(ram ATARI 
Conw Frtnch 
Cony Garman 
Conv lufian 
Cany Spanil* 
Ei»i»y Oar 
E ur Opaan C & Capt 
Hangman 
Inyil To Frog I IjrS 
>. tiM • 

Composer 

Scram 
Statai h Capita** 
Touch Typing 

EMI SOFTWARE 
Bntidt Heritage 
Cr i btMga 'Oomlnoot 
Darts 
f uropaan Senna if 
tt̂ kory [><%tl'v 
Humpty Ounpty 
Jumbo Jrl Landar 
SnooLar a BiHiarrtt 
Submuni Commdr 
Supw Cuba* a Tilt 
Tournament Pool 

ENTERTAINMENT 
from AFX 
Ai»n Em 
Anthill 
Attan I 
Avalanche 
atbu 
Blackjack Caatno 
Block Buater 
Block €m Bl*n*oar Pool 

Cat! la 
OwiturKm 
Choclutr King 
Ch-nnta Pu'ila 
CodK'acW' 
Cantdy D-tVatta 
On Fokpr 
Dot Ova 
Domination 
OOMUIIII 
Eaatam Front 
Galanad a Hcfy Grl 
Grapti<v"Stjund 
J..-0 
Juka bo-
Loo* afiaao 
Mtnwv Miitti 
M.oaa Touch 
Minotaur 
Outlaw. MomTjar 
Ffttchool Gaiut 
Fro Buww.) 
Ĵlhovttr 
Habbotr 
Rntry II 
Saarnon Run 
74? LAndrnfl Simul 
Sown Carts Stud 

SJftry Atfvanturv 
Sol.ta-rp 
Spac* Ota 
Span Twk 
Sudani Patac* 
Tact Tryk 
Tatry 
W iardt CoH) 
Wirardl llivtnp 

ENTER rAllXMENT 
tr«n ATABl 
Altvrtwti 
Baik.it.a'l 
Black,ack 
Cantpada 
CMtl 
E minanintiil Kit 
Mimlr Cdcnmand 
Pac Man 
Span Invadan 
Star ftardari 
Supar Bryakout 
Valao Easal 

QN.1..INE SriTJMJ Crow fir* 

Miaâ n Attcroxt 
MoutJkattacii 
Thrayhold 
Ulrmrt/OoW Ft 
Wifard A Prtncwu 
PERIPHERALS 
Canlrontcy Prinkart 
Disk Orn* 
Epwm Ffmttfi 
Proflrwn Rmnfei 
RSJJ7 ln«ai»ata 
Tharma) PrMlar 
16K Mamory RAM 
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s 
How can Tangerine promise you a 

professional computer for only £99.95? 
Because, unlike most computer builders, 
we have designed the U-L.A. ourselves. 

This makes the ORIC-1 substantially more 
reliable and versatile to work with and 
what's more, at £99.96, you get a 
professional system well below the price of 

ORJC-1 

i • • a * a « • I > t + : 
1 2 3 4 5 6 7 8 9 9 " ~ \ 

Q W E R T Y U I O P [ { l 1 

A S O F G H J K L ; 

• n » t Z X C V B N M , 5 : ^ t / 

4 — 

(Please allow 28 days (or delivery) Subject to availability. 

Order your ORIC-1 direct from the designers 
BY POST: You can pay by cheque, postal BY PHONE: Just ring our telesales number 
order. ACCESS - BARCLAYCARD-VISA ELY (0353) 22711213/4 

all leading manufacturers. 
We can give you prompt service, quality, 

reliability and full technical backup: The 
ORtC Computer System will guarantee you 
that and more: 
• 8 colour graphic display {8 foreground + 8 
background) 
• 40 character by 28 line colour text display 
• High resolution graphics (240/200 pixels) 
240 across screen, 200 down 
• 96 User defined graphics symbols 
• Microsoft BASIC software 
• 6 octaves of music with Hi-Fi output and 
4 preset sound effects - Shoot, Explode, 
Ping, Zap 
• Centronics printer interface (compatible 
with a whole range of standard printers) 
• Optional Communications Modem 
(allowing access to 200,000 pages of 
PresteJ and direct link with other computers) 
• Typewriter style keyboard 
• Professionally written user manual by 
well-known computer authors 
• One Owner Magazine included with each 
ORIC 1 purchased 
• Tan-Forth supplied free with every mail 
order 48K Model 
• Extended Basic (BBC etc) available soon 
• Full range of business and leisure software 
coming shortly. 

Please delete/complete as applicable 
"I enclose a cheque/p o payable to TANGERINE 
COMPUTER SYSTEMS LTD For £ 
Please charge my Access. Barctaycard, Visa No 

f you require a VAT receipt please tick • 

Name 
Address 

Item 
ORIC-1 16KRAM 
ORIC-1 4BKRAM 

i Qty | Pncetnc. VAT | Total 
I I £9995 | 

J L 

Please send meafuN colour brochure • 
ORIC Communications Modern J 
ORIC Owner Magazine iBt-montftfyt^ 
Postage and packing j | 

£16995 [ 
£7900 J 
£1000 ] 

£ 5 9 5 
TANGERINE COMPUTER SYSTEMS LTD 3 Club Mews. By Cambs CB7 4NW TOTAL £ 



IAN FINDS A 
FRIEND 
Dear Sir, 
With reference to your 
Mailbag column in the 
January issue, and the request 
by Ian Bailey of Streatham, 
London. I am in the position 
to be of assistance to him as I 
own a TKS80 16K level II 
machine and line printer 111. 

If he wishes to forward the 
tapes of the programs to me I 
will list them for him and 
return them along with the 
listings. 
W. I. Temple. 
Glasgow. 
Editor's reply: There you 
axe Ian, C&VG readers are 
a useful bunch to know! 

BOMBER BACK 
ON TARGET 
Dear Sir, 
With reference to 
Confessions of a Bug. 
October 1982,1 have the 
reason why so many people 
enquired about the errors in 
the Atari Bomber program 
printed in September. 

Apparently, the program 
was written on a 400 which 
probably had only 16K or 
RAM. Bomber works 
perfectly for 16K machines, 
but problems arise when the 
memory is expanded. 

This is because screen 
RAM is located right at the 
top of memory and will 
therefore change when 
memory changes. 

In the program, all screen 
POKE locations are those for 
a 16K machine. I have a 32K 
800 and the program would 
not work for me. When I 
removed one of the 16K RAM 
packs, it worked perfectly. I 
therefore give amendments to 
the program, to allow the 
program to be run on non-
16K machines. 
Change: 10 GRAPHICS 1 + 16: 
B = 15965 to: 10 GRAPHICS 
1 + 16: RAM = PEEK 
(741)+256* PEEK (742)+33: 
B-RAM + 221 

The variable RAM now 
holds the address of the top 
left-hand comer of the 
screen. 

Now change, in the 
program, any occurrence of 
the addresses below to the 
expression on the right. 
15983=RAM-239 

15943-RAM +199 
15923-RAM +179 
16003-RAM 4 2549 
15965-RAM + 221 
15745 - RAM+1 
16205= RAM + 461 
15764 - RAM+ 20 
16183 RAM+ 439 
Christopher Simon, 
Clwyd, 
North Wales. 

SHIFTING 
MEMORIES 
Dear Sir, 
I am the satisfied owner of a 
Commodore Vic-20, but after 
having it for some months I 
feel the need to expand it. 
However this is causing me 
some concern as I have read 
that when memory cartridges 
are plugged into the Vic the 
memory shifts. Not only does 
it just shift when cartridges 
are inserted, but it just shifts 
differently when you have 5K, 
8K or above 8K. 

Does this mean that 
programs written for the 
unexpanded machine will not 
run on an expanded machine 
because of the shift? And also 
programmes that need an 
expansion of 8K will not run 
on a machine with a 16K 
pack even though there is 
plenty of memory? 
Jonathan Phillips, 
Lydney, 
Gloucestershire. 
Editor's reply: The answer 
to your first question is not 
without some programming. 
In answer to your second 
question — it would depend 
on the memory expansion 
board. 

SORTING OUT 
THE BUGS 
Dear Sir, 
I have found another bug in 
the ZX81 manual: Appendix 
A, the character set, starts:-
"The ZX80 character . . . " 

Is Uncle Clive pulling a fast 
one, or is it yet another bug? 
Andrew Park, 
Darlington, 
Co. Durham. 

QUESTIONS 
FOR VIC 
Dear Sir, 
As a reader from the first 
issue of your great magazine 
I decided it was time to write 
to you with a question! Is it 
possible to connect my VIC-
20 to Cefax or any other 
service? If so, how much? 
Neal Kovac, 
Ruddington, 
Nottingham. 
Editor's reply: It is possible 
to connect most 
microcomputers to the 
Prestel viewdata service of 
British Telecom. It is not 
really feasible to use one of 
the Cefax/Oracle teletext 
service of BBC/1TA. 

The Vic-20, unfortunately, 
is not the easiest system to 
interface for Prestel, as it 
only has 22 columns of the 
screen whereas Prestel 
needs 40. B & B computers 
of Bolton did manufacture a 
40-column adapter which 
could interface with Prestel 
— unfortunately Beelines, 
their supplier, has just gone 
bust. If you contact them 
though, they may still have 
some in stock. 

SWITCH TO 
STATESIDE 
Dear Sir, 

My son has outgrown his 
Sinclair ZX81 and is looking 
for another model. 

As we may be moving to 
the States in the next couple 
of years, are there any 
computers, besides the Atom, 
which are dual voltage and 
compatible with U.S. TV? He 
is somewhat interested in the 
BBC micro, but we suspect it 
is not dual voltage. 

1 might add that my son 
enjoys hours of pleasure with 
your magazine. No longer is 
he a TV addict — he's now a 
computer addict! 
J. Mansfield, 
Clayton, 
Newcastle.m 

Editor's reply: The U.S.A. 
and Europe use totally 
different TV systems. The 
problem of voltage is easily 
overcome with a 
transformer. Unfortunately 
there is also a difference in 
mains frequency, 60Hz in 
U.S.A., 50Hz in Europe. Only 

a mains frequency 
converter will overcome 
this, and their cost is 
around £100 + . 

It is possible to bring U.S. 
equipment to the U.K., and 
vice-versa if a transformer/ 
frequency converter is 
used. 

You will need to use a 
multiple standard TV set/ 
monitor though. These have 
both the European PAL 
colour TV standard and the 
U.Syjapanese NTSC 
standard on them. Again 
they are expensive and will 
cost about £50(V£600. Most 
radio/TV shops in London 
sell them and they are easy 
to get hold of. 

So, count on spending 
near £1,000 to enable you to 
move across the Atlantic. It 
may be cheaper to buy the 
appropriate system when 
you arrive! 

MISLEADING 
ADVENTURES? 
Dear Sir, 
I have recently purchased a 
BBC mode! B micro and 
several commercial games. 
Some of these games are 
excellent, Micro Power in 
particular. However, there are 
a lot of very boring games 
advertised that I consider are 
misrepresented. 

One Adventure game says 
"what next?" interminably and 
another "what shall I do 
now?" until you feel like 
throwing something at the 
set. There are some very 
good Adventure games, with 
humour but a lot are "user 
hostile", especially the "Ha, 
Ha you are dead" type. 

My chief reason for writing 
however is the 
misrepresentation in 
advertisements as to whether 
games have graphics and 
sound. Many imply this but 
are only word games. They 
should clearly state that there 
are no graphics. 

Even this is no guarantee 
as I have just returned a 
taped game to one of your 
larger advertisers asking for 
a refund for although the 
advert clearly states that the 
game has sound and 
graphics, but it does not. 
Allan H. Miles. 
Exeter. 
Devon. 
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C h r O m a s o n i ( f H a l l o f c I h n e N Q 1 0 
TH?"S1M'F0M COMFtm? B U f f " * * 
HA&ITAT'- LITTLE BEDROOM, m A U l / A 
ItJ THE SMALL HOMES. F/MAJ&S H i t  r * 
HAZPHAZ£ MIX CASH MAPE fW SELUhtf 
HOM£-MAPE $0FlW4&£ ATSCHOOL, 
PCES NOT MIX WELL WITH MEM0ET& 
OF OPPOSITE CURSOR. EA$JC*f SPOm>, AS ^ 
POCKETS &HL4E WITH PR068AM TAf&>. IMWZEP 
SPEECH, AS SOCJAL COMACT1$ CDKJFIUEP TV MONM. 
AT TUB COMPUTER CU4&- NEVER COMHAtR, 

r • 
• i 

WE'LL FIT 
YOU OUT 

\ Y 

I 
I 
I 
V 

AT CHROMASOVfC, W E W J m m P THE 
DEEPS Of m SPECIES OF USE 
HOWEVER RARE>AVC> CM) APVISE Ott 
THE&E& STSTEM70MAKE EVEk) < 
THE MOW SPECIAL OF &REEOS 70 
THRJVE. IF H6U CALL OS) C4S, WE 
WILL &E A&15 TO FIT HOM OUT 
I/O THE MOST PERSONAL OF WAft. 

AMCm STVCKEp/7EM? WE-HAVE-

VIC20N E W L O W PRICE £149 
VIC PRINTER 
£212.00 
80 Characters per »ne. 30 Characters 
per sec . Tractor Feed Doc matrix printer 

VIC SINGLE 
FLOPPY DISK 
OUR PRICE £286..' 

174KByte Storage 
Direct interface to VK 

Compatibility wi th 

DRAGON 32 
* 9 Colours 
* 32K RAM memory 

as standard, 
expandable to 64K 

* Extended Microsoft 
colour basic as standard 

* Typewriter 
Keyboard 

* 680")E CPU 
* Advance sound 

feature 
* 32 Columns 

x 16 Lines 
OUR PRICE 
C189 

,Hft KPSss manu — % 

VIC 
CASSETTE 
DECK 
£39.00 
Free cassette wi th 
6 programs supplied 

commodore 
-olour display 

nusic synthesiser __ —rioct 
- > 1 ) c t ^ , 

OUR 
PRICE 

COLOUR GENIE 
EG 2000 
P A L V E R S I O N 

* Typewriter 
Keyboard 

* 8 colours 
* Extended Microsoft 

colour t>ask standard 
* 16K RAM standard 

expandable to 3?K 
• Serial and Parallel I (0 Ports * CPU 280A;2 2 MH/ 
* 3 Sound Channels * 40 Columns x 24 Lines O 0 " £ 1 9 9 

t 

0RIC1 S i ^ j G P l O O A 
— SEIKOSHA 

RSOW. COMPUTERS 
48 JUNCTION RD, ARCHWAY 
i LONDON N19 5RD Telex 22568 

JMCS PAR. 

i'217 

tELEPHONE 

vjV&t&Ofai ' ? A faw -bun' 
$en& kr ce&ehr} 
Atbm bn 'vhrtQ cut ** 
CSrtQO* to Hw- 36, if 
W&i oftc Mf Hit! IfX! 
tiff tfjfoOKOflfOUSCiVZtt 

C*W. it) MSjQW 
buflA iw -fart enhttfi/t * 
CotfecfiM WfiekrfrM 

pfaMtx ui" 

0 1 2 6 3 9 4 9 3 / 5 

l am interested in a home computer. 
Please send me further details 

• VIC 20 • DRAGON 32 • COLOUR GENIE 
• ADD-ONS • SOFTWARE • 

I f ' M S O * BUSINtSS Aup>«n .n> ISW. v A I 
OewfrycruiTgnJ .tt COM tor f ovrt 

(Pti fl,<m 'jyt^rdoidrM wfkfyw 

NAME 

CV3 

ADDRESS 

I 
I 
I 
I 
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COMPETITION COMPETITION COMP 
TWO PINBALL 
WINNERS 

The Bally pinball competition which 
we set in our September issue has 
two winners not one. 

All the entries were despatched to 
the US where Sally's team of top 
pinballs and video game designers 
set about judging your entries and 
thoroughly enjoyed the job too. 

The entries were separated into 
the video game and pinball categor-
ies and such was the depth of im-
agination and careful thought which 
you had put into your ideas, that it 
took them lar longer than they had 
thought to come up with a winner. 

The result: a winner of each sec-
tion and several highly commendeds 
too. Our Pinball winner was Andrew 
Muir from Grove Road, Norwich with 
his game Alcatraz who wins a Bally 
pinball machine to take home and 
set up in his living room. 

Our most imaginative video game 
designer was 13-year-old Ian Boffin 
of Lych Way, Hansell, Woking, with 
his shark game Jaws. For Ian Bally 
have put up an extra prize of an 
Intellivision TV games centre. 

Congratulations to these two and 
C&VG will also be finding something 
for the entries which came second 
and third in each category too. Full 
details of the winning entries will 
appear next month. 

EMPIRES BECKON 
If you have already entered our Seventh 
Empire game, you do not need to re-
enter we will include you as soon as 
possible. But if you are new to C&VG 
and would like to enter fill in the form 
below and we will send you a rulebook 
and fleet starting positions for our next 
issue. 

Please include me in the Seventh Empire] 
game for April. 

I would like to name my tribe the | 

j My name it: | 

1 Address: I 

I I 

Tel: 

PUZZLING SOLUTIONS 
For those of you still struggling with 
the Puzzling problems on page 80, 
the answers are presented here. But 
please try them first, either in your 
head or by using a computer prog-
ram. 

Noah's problem with the ark of 
confused animals can be just as 
confusing for humans. In order of the 
first half the specimens are: 
Amoeba, Canary, Ferret, Iguana, Lo-
cust, Magpie, Oyster, Parrot, 
Shrimp, Spider, Turkey and a 
Weasel. 

The solution to On the Cards is 
that Dan took the card with "Vixen" 
written on it and Bob wrote "Surly". 

Turning the digits in our symbol 
sum into figures gives the following 
piece of arithmetic: 

598 
507 

8047 
9152 

And the correct solution to the 
Cross number problem is printed 
right: 

The Blooming Problem has been 
left in your capable hands until next 
month, by which time 10 of you 
should be the proud owners of a 
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Vulcan Electronics Hungarian Ring 
to puzzle over. Send your entries in 
by March 12 please. 

Finally, congratulations to the 
winners of our Space Attack problem 
set in January's Puzzling. A Ripper 
ol Ormskirk, Lanes: E Marten of 
Southall in Middlesex and G Holden 
of West Ealing, London; have all won 
a Computer Games' Galaxy Invader 
1000. 

Commiserations to the losers 
some of whom bounced wrongly or 
made other illegal moves. The best 
score was published last month. And 
thanks for the Gaudy Monster en-
tries. No prizes here but top scorer 
was Joan Lockett of Shrewsbury with 
559. 

A BUG CONFESSES ALL . . . 
They should have known better 
than to try and sneak a book of 
games past us. 

We slipped Snag Jnr. in there at 
the last moment to cause a bit of 
havoc with Red Alert on the Vic-20. 
It does not need the 16K of memory 
suggested in the write up and runs 
on a normal 3.5K machine. 

Several people couldn't get their 
Red Alert plane to fire missiles. A 
complete rundown on the instruc-
tions is: 

a —spacecraft goes up 
; —spacecraft goes down 
P —spacecraft goes left 

(backwards) 
* —spacecraft goes forwards 
Pressing shift drops the bombs 
Shift and the asterisk '""fires hori-

zontal missiles 
Those of you who called on Fruit 

Machine were having problems 
keeping the fruits in their boxes. 
We tracked this down to line 1. The 
final statement in this line reads 
"SR=36879". 

Dodgems for the BBC Model B 

runs on the 1.0 operating system 
machine and some of the com-
mands in this program will not run 
on the 0.1 machine. 

Texas owners are up in arms 
about the Pompeii listing which be-
came embroiled in an erupting vol-
cano. A call or letter to the C&VC 
offices will result in the hidden part 
of listing being made clear. 

T. Hitch got to grips with Keith 
Campbell's Adventure page. The 
block and line ranges in figure one 
should have read: Block 1, 10-50; 
Block 2, 50-100; Block 3, 100-450. 

Missile Command suffered from 
a couple of missing semi-colons but 
first people seemed to track these 
down: 210 was the offender. Each 
C4 in this line should be followed by 
a semi-colon. 

The editor has asked me to 
apologise for the lack of a Starweb 
write-up this month due to a space 
shortage. Also out went Next Month 
and the promised version of Donk-
ey Kong for the Vic-20, called 
Logger. This will appear in April. 

COMPETITION COMPETITION COMPi 



AN APOLOGY from 
Spectrum UK 

We'd l ike to apologise on behalf of al l 
SPECTRUM dealers and in lact our 
suppliers. Unprecedented demand has 
caused a severe shor tage of home 
computers nat ionwide This s i tuat ion 
is l iable to cont inue for a tew weeks, 
but a t t o o n a* new stocks are avai l -
able your local SPECTRUM dealer 
wi l l be among the first to have them. 

INTRODUCING 
SPECTRUM FACTS! 
Next to many ot our otleis, you'l l f ind .1 few 
line -. t jggi-d S P E C T R U M FACT W e pnde 
ou'sHves on providing you. the customer, 
v, 'h a genuine service as wolf as the 
lowest prices. O w e w. in! you to know 
that when you buy from j S P E C T r t U M 
dc.iicr vou'll get exactly the r ight M ic ro 
for your needs S P E C T R U M FACTS are 
there to clarify some ol the more obscure bits 
of Computer ' jaigon' so vou ' l l know 
exactly what each machine can do. 
SO LOOK OUT FOR YOUR SPECTRUM 
FACTS' 

Alter Sales core 
SPECTRUM tovit* ctnlitt mil fnmit that 
should your matim* 'go don" we will 9*1 it 
re*ei*| again at quickly as possible Wt alio 
ottir cur nded warranties at iratonablt puces 
too1 J>k toui SPECTRUM HOMl COMPUTER 
CEMTRt lor full detail). 

COMPUTER DEALERS) 

(or prospect ive Computer Dealers! ) 
If you wou ld l ike to know more about 
becoming a SPECTRUM APPOINTED 
OEALER on an exc lus ive area basis, 
please contact MIKE STERN or 
ALAN WARREN on (070731 34761 
SpMtiun (U.K.) 114.. 
BuMCMflfld. 
Wdwyn Garden City. Hem. 

COLOUR GENIE 
S 

Joysticks - -
16 K RAM - -
Printer Cable -

Ex. Inc. 
VAT VAT 

- £43.04 £49.49 
- £33.48 £38.50 
- £34.35 £39.50 

Her* it n tt>» Milu mal l i> geniut at colour' 
The new COLOUR GENIE Varum powerful and tophliticatetl COLOUR GRAPHICS, 

allowing VOU to cteate lull Scoiour Gamei. Diagrams and Chart) quickly and ump4y 
For <ti low SPECTRUM price, the Colour Genie It amannqly versatile Itt Powerful 

16K RAM miTHXY 'If-iundatole internally to 32KI meant FULL COLOUR video «amai ami 
POWERFUL COMPUTING with a lull m™»e of ineapeniive accessories 16K RAM pack. 
Joysticks lor TV gatn, Light Pen, Disk Drm jk) a Printer. 

But that's not HI the Colour Genie alto feature* a 16K ROM Memory .vnh 12B Upper 
and Lower car Colour Graph»cs Characters already stored, ptut sound, (professional type 
writer keyboard, 160x96 pixel resolution and interlacing with virtually any casaem 
recorder available. 

In ui*. it ) « straightforward at any, thank) to the uut of BASIC language ant) direct 
keyboard accessed colour commands 

The superb Colour Genie is at SPECTRUM now - check It out and see our Genius at 
work1 

VlSCOUNT-Taach yevrstlf Coleur Cams tt.tS 

Spectrum LOW Price 

£2244® 
SPECTRUM FACTS S T " .200 Bytss approx. 

Spectrum LOW price £ 1 6 9 
VISCOUNT - Teach yourself ORIC BASIC £6.95 

.95 
Inc 
VAT 

A superbly designed and engineered micro and 
great v a l u e - f o r m o n e y f r o m S P E C T R U M . Offer-
ing 48K R A M Colour - (8 foreground and 8 
background can be displayed at same time! 
High reso lu t ion graphics User def inab le Gra-
phics. Ful l sound (6 octavw of controllable 
sound. ) Easy to use keyboard w i t h mov ing keys. 
Standard Cent ron ics paral lel in ter face allows 
easy connection to a wide range of printers etc. 
Ask to see the new ORIC-1 at your local 
S P E C T R U M dealer today I 

Available late FEB. BBC language £17.95 inc vat 

SPECTRUM f ACTS mSsrS!SSm 

New! LYNX 

Spectrum LOW Price 

£225 INC 
VAT 

Ju)t look at thu super new LYNX Micro 
- en incredible 16K + 32K video ram 

and ttiat't expandable up to Or beyond 
96K For iutt £22500 INCLUDING 
VAT the L VNX it exceptionally versatile. 
All LYNX') -add-on' connection) are 
standard type*. The high definition 
colour graphics make it • top-value 
choice 'or the home or office (with 
expansion, the LYNX can become an SO 
characters-per-I Ine word processor 11 Take 
a look st the LYNX a memorable 
bargain from SPECTRUM, But please 
phone to check )tock position before 
mailing a journey as this new machine it 
bound to be in great demand 

SPECTRUM FACTS 
£195.65 ex vat Maximum user RAM 13,700 Bytes 

VISCOUNT —Teach yourself LYNX BASIC £6.95 1" »«» 

Outs tand ing value-for money ) The 
J U P I T E R A C E uses easy to under-
stand F O R T H language. Connects 
t o your o w n T V . 3K R A M 
expandable t o t 9 K . Ful l mov ing 
keyboard with auto repeat and 
caps lock. Ful l sound and c h u n k y 
graphics. Ideal for the home, 
office or schools etc. Supplied 
complete with mains adaptor, TV 
and cassette recorder connection 
leads etc. See it at your local 
S P E C T R U M dealer N O W ! 

Spectrum 
LOW price £89 . 9 5 v"T 

£78.22 amit 

SPECTRUM FACTS 
Max imum user RAM 
1,000 Bytes approx. 

I HOtl cm*f Mf t 11***1 plfar p»*>** ttlort matmf • jour • CO'IVCI M 1««n* ot to or*M I A Of 



HURRY! Limited stocks o n l y -

Il.b4lit.abte » I m <1 oMt £199-9Slitm SPICTRUM' Btililh 6u.lt and 
Mngnad <11 m »l U< •••) iipuuiit •Km to appaat lot <u.t« i t « 
t.at iitanwa ttolitKl HijMr aduanttd colom grapfcici Jell Ink 
at An IH ul»n Peatstlul Hinder* 32n RAM (aipandablo to MK 
Bitf- • 1 Colour s '•••1(11011 Oupiar • titandod V ticiol! ralour 
tASIC iv lUntnti M *«•«»(»< lound * tti 5 otlaaei l ib w n 
• fralmwai HtK ad.ting a 4 ematl lint j»io tmtf ra niti l • Pit 
•>n.oiat tu l i t i kivbeaid • Cintromci Par ailed pnMn interlace 
• r.pn<t pfogiammaf -hi iti« BASIC en Ihi mecktat it nailar to thai 
irunp D» ft:' riti coiling ] trniai tko i"tt • dm ali.011 a«T uiutll 
iK«tr • 'tandf d till ON UP! 

ATARI 80016K RAH 
TH* lop Wtdf̂  ATARI MO ft t fWm LOW LOW pf<* SFtC 
I RUM Hi Iht .<»*• htvmi Of bvww . • "np«|pp r erf 
EDUCATIONAL OAMtS tt RSONAi FlNANCf v i tlAIMSS fuV" 
•nd rt^Mlbi* M *r«1tj<*t 4 I»mwi.Hi »«tta*rd Iftfc. m«no.y 
• •(i«<iri*hw 10 4tK w|l>canw«»'M «i*> <n ATARI M**t*«»v Martwtoo PI 1 •*j>«nd 
•w* you bwiKl cpmcvw tviwn vow » »r*t*v. knowwif 
tHat -t mM grow. to yow tomofro** tt -J»» to* ttw bui««ti 
mm Ywcan«Hprmlatt proyammi nconli't i<* 4*>w»t mdmort 

Sensational N E W L O W Price 

.99 
IK3*1 

£399 INC. 
V.A.T. 

IC34T.I3 ..cluO.ng VAT) 

Spectrum 
LOW 
price E 199 .95 

INC. 
VAT 

(£173.67 exc. VAT) 
tx 
VAT 

ACCESSORIES 
JI)]Il[kl Ipai'j 
C i t u w L«ad 
CARTRIOGfS 
Bmik 
Ce»m « Irfroden 
MatetOidl 
GtiPIl Alttck 
C m Hunlor 
Stiff 'f 

Ctnmil.cn 
C A S S E T T E S 
Cjino iiiind 
Graptuc Animator 
Ours 1 

[17 JS 

cms 
CI7.3S 
£17 JJ 
t i l 70 
f17 3S 

IMC 
VAT 

£11 IS 
(7 70 

[ I I IS 
f I I IS 
[11 IS 
£24 IS 
[11 IS 

Minotaw Ct 91 £7 IS 
Eiamplti ftom 
Dragon Manual £ 6.91 E7.9S 

Ptrtonal finance (6 91 £7 IS 
Dragon Mounlam £6 91 £7 IS 
T,ping Tutor Ctlt £7 IS 
Black Sancium £t 91 £7 »S 

CI?3S [ I I IS 

(6 91 
Ct.11 
( t i l 

17 IS 
£3 IS 
£7 IS 

SPECTRUM 
FACTS 

M a x i m u m user R A M 
29.679 Bytis 

VISCOUNT Software for DRAGON Teach 
yourself Dragon Basic €6.95 

SPECTRUM FACTS 
M a x i m u m user R A M 

13,323 Bytes 

ATARI 400 
16K RAM 

£198.95 
INCLUDING V.A.T. 

(£173 excluding V.A.T.| 

SPECTRUM FACTS 
Max. user RAM 13,323 Bytes 

BASIC cartr idge extra 

£ 3 9 . 9 9 inc. VAT 
(C34.77 ex. VAT) 

A T A R I DISK DRIVE 
£299.00 
INCLUDING VAT. 

(£260 deluding VAT.) 

ACCESSORIES. BOOK & GAMES for ATARI 
EX mc 

Accanofita VAT VAT 
Thtimal Prinlif £173.00 [198 IS 
|(K RAM Pack (SI SI (tS 00 
Ptddloi [Paul (12 17 £13 11 
Jeriiukt IPM) £72 17 £13 II 
I 'D Calif (II 30 £12 11 
Pi inter Cab la (24 (11 M 
HSUlCCabU (11 74 (IS 00 
M«m|»l CaOla (21 74 (IS oo 
Thtrnui Papti [3 41 (4 00 
DOS 2 Maittt Oitktnrt (IS 12 (11 11 
S Blank Duktllai (13 11 (IS DO 
Powai Adapts) 400 100 Ji 1* S0070S (I3S [10 7S 
Vlini Adaptor [111 tS 30 
i Pi. Dw conntclor (2 17 (1 SB 
Boekt t Manuals 
Wittt Mattel (S 11 No VA1 
Banc Rolaxnct Manual (111 VA1 
DOS 2 Manual (i 2t No VAT 
Optialing Smltm Luting [10 41 No VAT 
0US Ulililiai lilting (347 Ne VAT 
Kornt Cemputai Prafrans Horn* Oltica 
Word Proctiur (Dukl (KtS (11 11 
Gropliil (13 03 (14 11 
Stitiitici 1 £)303 £14 11 
Tetehak I (1112 (ii n 
Mwtgjgr h Loan (13.13 (14 11 
Mirinolt Banc jOitkatial (S2 17 (SI 11 
Hsnt Stud, (Ca»*llt atcapl xhtro Itat.d 
ISV to programming 1 £17 31 (1111 
INV t« progroatnit*) 2 [1111 (11II 
IN V lo programing J £1111 £21 11 
Conaonatiiinal Fionclt (34 71 (31 11 
Convaitat'cnal Gfman (14 77 n i i i 
Ca.ituationai Italian , (34 11 (31 11 
Coneitatianal Spar.iti (34 77 £31 11 
twigy C/AH (13 03 £1* IS 

(X 
VAT 
f 13 03 
(13 03 
tl) 0) 
d ' II 
rn oj 
[17 II 
[31 3D 
(11 »J 

IMC 
VAf 
(14 tl 
[14 11 
(14 11 
( I I 11 
(14 II 
(Tl II 
m 11 
(74 11 

(wopein Cwnrriei A Capi 
HMfMH 
Kntgden* 
S u n 
Stalai S Capital) 
Touch Irping 
Mini Coatpoier (Cartridge I 
Pop Ooe»ntti*non Cartridge 
H«m« l a i n m a a i i t |C tnn ( | i eac.pt nImii 
tinted i 
AMHUdl 
I1U1IUI 
exkit i t (CotHtw) 
Caiwni at Man {Dm 
[ imm(i 
Comparter Oeil 
Vnni. Co*«a.d 
PACMa. 
Spat* iMftll 
Star fLaidera 
Si«t< Breake.1 
VldM CtMl 
Cnbboge 4 Ooatme 
tDl fUI I k « K J<| I H 
Hickory Oxter, Dork 
Programming language* 4 Aida 
i i u * t i n (dil« 
Alan l l IK C«Hid|i 
Mmt Auoaklor rOak) 
P<l*t lCe*tn«dt| 
Pilot itdocolwl 
(ntoftaiMi Kit iStai Hjntait M-n.l. 
Cs««MI»d4 Pan Joytlickll 

P1ty1.m11 Kit linn C*(l"4t* I 
Mmilil 

(21 H 
(21 73 
(13 » 
t?ioa 
l ) i H 
12) 73 
( I I ot 
(71 H 

si 
121 St 
(21 73 
(21 73 
(17 3S 
(17 3$ 
[If 31 

(34 27 
(34 27 
(S2 17 
lil 17 
(7111 

( I I 1* 
(7* II 
(14 11 
(II » 
(II 11 
(14 11 
(II « 
(11 11 
(21 11 
(11 11 
(14 II 
(14 11 
( I I IS 
(11 IS 
(11 IS 

(31 11 
(31 11 
(SI 11 
(SI 11 
( I I 11 

(idh m i l 

(43 4r (4111 

Commodore VIC 20 

VISCOUNT SUPER X2 
64K DYNAMIC 

RAM PACK for VIC-20 
EXCLUSIVE TO SPECTRUM! 

l)nb*l'0v«t>l*'but-tru«. now you Can up grade your 
VIC-20 (ror- 3 5K to • flWvl 67i RAM E âbl** 
tou to load up to S gam«« or programs at a lima A 
mil salad wntch one you wiati lo u»e Can b« used 
>n conjunction wiin older eapanaioni 10 increase 
total me-nory up 10 tsix-uung the VtC memory ex-
pansion board Tit* SUPER * ? Mill make your VIC-
20 tna biggest htti* micro in lo«n| 

Spectrum 
LOW p r i c e C 

([99 IS nc lading VAT) 

I I N C . 

Now a top quality home/business micro 
lor the pr ice ol a games machine. 

• Memory expandable to 32K " High 
resolut ion (ful l PET type) graphics * 16 
Screen colours and 8 border colours 
• Plugs in to your T V . or mon i to r • A d d 
Disk Drive & Printer for impressi\« 1 70K 
Byte system • Can act as an intel l igent 
terminal for a larger computer . 

Spectrum L O W Price P12990 
L I J L v " T e 

(£112.96 Exc lud ing VAT) 

SPECTRUM FACTS 
Maximum user RAM 

3,853 Bytes 

TEXAS TI99/4A 
/ 5 
11 " i 

SPECTRUM 
FACTS 

M a x i m u m 
user RAM 

14,500 
Bytes 

approx. 
• ltK HAM t*>pandabli Id 4!K) • Built in UK Bvta BASIC nt*rpr«tii • It B.I W«re 
piocttsor • I t Colour High Rtiolulio* fiaptuct • (item v« tjr-yt ol tc <d inn lellwsft 
command modulu a«*il*bl* Iroai gtn-ej to auMotmrat aidi 

1.95 " c MT 

(£134.74 
«T V A T ) 

commana maouin a*<niDir irom gi t i io »icnnrciti<a ami 

Spectrum LOW Price £ 1 5 4 
EX. INC. 

TEXAS PERIPHERALS VAT VAT Panel £23 45 £21.It 
Spaich Synthojuor C40.S0 £41 St Car Won £234] £2t IS 
Peripheral Eap. Sytttm 022.00 £14 30 Munchoan £23 43 £21 It 
One Cont. Card £124 30 £142 IS Adventure 8 Pirate £31 2t £3S IS 
0t>C. Drive £234 74 £268 IS Education 
RAM Eip Card CI 79.S J £201 SO Number Magic £12.13 £13 IS 
Matm pnnltr £347 78 f i l l IS Addition/Sebt 1 £23.43 £26 IS 
Sehware Entprtlinment Teach »outsell bogmnars 
Tl lairadprt £16 48 £11 IS BASIC £8 26 (1 SO 
Tombiloni City f l l.lt £22.IS Home Budget Management [19 9S £22 IS 
Attack C1IM £22 IS . . . and aiaay mora 

MORE SPECTRUM LOW PRICES I 
tPKiruo (>mew»> O t m km t w t w Itw Zk SpKtnim C a f . 1 . tor S«i» ' Haaaa't* L« 



A few examples from our 

Software Selection 
T H O R N EMI 

Sof tware lo r A t a r i 
Submarine Commander 
Jumbo Jet Pilot 
Soccer . . 
Kickback . . . . 
Home Financial Management 
D a m 
Snooker & Bi l l iard! 
Pool 
Cribbage & Dominoes 
Humpty Oumply/Jack & J i l l 
Hickory Dickory Dock Baa Baa 
Black Sheep . . . 
Brit ish Heritage Jigsaw 
Puzzles. Vol. 1 
British Heritage Jigsaw 
Puzzles, Vol 2 
European Scene Jigsaw 
Puzzles, Vol. I 
European Scene Jigsaw 
Puzzles. Vol. 2 
Super Cubes & Ti l l 
Figure Fun . 
Cupute 4 & Reversi 
Owariand Bull & Cow 
S o f t w a r e lo r C o m m o d o r e 
River Rescue 
Vic MUSIC C o m p o w 

I r e VAT 
£34 44 
£34 44 
£29 84 
£29 84 
£19 49 
£19 49 
£19 .49 
£19 49 
£14 89 
£14 89 

£14 89 

£14 89 

£14.89 

£14 89 

£14 89 
£14 89 
£14.19 
£14 89 
£14 89 

£25.24 
£25 24 

Vulcan Q / + £7 95 
Games Compendium Dl £7 .95 
Golf £ 7 9 5 

RABBIT 
S o l t w a r a tor Commodore 
VIC20 Inc. VAT 
Space Storm £6 49 
Ski Run £4 49 
Dune Buggy £4 49 
Super Worm £4 .49 
Jungle £4.49 
Cosmic Battle £4 .49 
Frogger |3K) £9 49 
Rabbit Functions £4 49 
Code Breaker £4 49 
Night Flight |3K) £4.49 
Rabbit Writer | I6K Cassette) £19 49 
Rabbit Base (16K Cassette) £14 49 
Myriad (3K) £9 49 
Chaiset/20 (3K) £4 49 
Skramble £9 49 
Space Phreeks £9 49 
Night Crawler £9 49 
Hopper £ 9 4 9 
Tank War £7 49 
Rabbit Base | I6K Onk) £16 49 
Rabbit Writer |16K Disk) £ 2 1 4 9 
Rabbit Calc (16K Cassette) £19 49 
Rabbit Calc |16K Disk) £ 2 1 4 9 

i t m 

CMWGL 

Sof tware for 2X81. Dragon 
and Spectrum Inc VAT 
Monster Mine (for ZX 81) £4.95 
Monster Mine (for Spectrum) £4.95 
Monster Mine (for Dragon) £7.95 
Space Mission (for 2 X 8 ! ) £4 95 
Space Mission (for Spectrum) £4.95 
Space Mission (tor Dragon). £7.95 
Dragon Golf £7 .95 
Dragon Character Generator £9.95 
Games. Pack I £7.95 
Games. Pack II C7 >5 

S A L A M A N D E R 

Games far Oragon 32 Inc. VAT 
Dragon Trek f 9 95 
Wizard War £7 95 

Plus many more at 
your local SPECTRUM 

f dealer — call in now 
and see! 

Soltware lot Sharp 
Electron 22622 
Cribbage . . . . 
Adventure . . . . 
Chess 
Map of UK 
Music Composei 
Junior Maths/Stepping Stones £6 33 
Home Budget £6.33 

A U D I O G E N I C 

£9 20 
£12 08 
£12 08 
£16 68 
£12 08 
£12 08 

Programs for VIC-20 Inc. Vat 
Amok . . . £6 95 
Alien Blitz £7 95 
Golf €7 95 
Spiders of Mars £19 95 
Sattel i te & Meteorites £19 95 
Bonzo £7.95 
Trashman £19 95 
Boss . . £14 95 
Tank Attack £19 95 
Word Craft 
Word Procesting package £125.00 t ^ 

BOOKS 
SELECTION F R O M THE C O M P U T E R 
B O O K S H O P 
30 How Basic lor the 8 B C Micro £5 95 
le t your B B .C. Micro Tiach 
You To Programme [ 6 45 
B B.C. Micio Revealed £7.15 
Over The Spectrum f B 95 
SO Games and Applications (or the 
2> Spectrum 14 55 
Programming The (502 f 9 95 
Ptogremming Your Zi Spectium d 95 
ZAP Pow8oomforlheVic2D £7.15 
The ZX Spectrum Eiplored f S . i l 
Vic Inavative Computing f S 9 5 
Mattering Machine Code on Your Z i l l £7.50 

The Z« Spectrum and hew to get 
the most trom il fb 95 
Easy Programming lor the ZX Spectrum t5 95 
30 Programififi lor tie 8 B C Micro [ 4 15 
CPM Handbook f 11 50 
Piogiamming the ZtO C11 95 
10 B t i t piagiammes lor the ZX Spectrum f 5 95 
Getting Aquamtad with your Vic 20 f 6 95 
Machine Code and Better Banc £7.50 
The Cambridge Colo hi 
Collection (Spectrum) £<15 

Vic Revealed 
Oe RE Atari 
ATARI Operating system luting 

£ 1 0 . 0 0 
£17 00 
£10.4] 

SEIKOSHA 
GP-100A Graphic Printer 

Now • top quality 
graphic printei a t e 
pr ice you con af ford The 
S E I K O S H A G P - 1 0 0 A Terr i f ic va lue 
i t under [ 2 0 0 from S P E C T R U M Standaid 
Centronics compatible interlace lot aesy lint op with mast micros. • Fu 
graphics capability • Printing speed 30 Chen tec • Double 
character output under soltwate control • Graphics, character and double 
width character can be intermned on same line • Paper width ad|aitahle 
up to 10" » tractor (eel • Print position aodiei iat le by ch««ter or *ot 

Spectrum LOW price £229 94 
VAT [ 1 1 1 I I ) 

Cables and Interfaces avai lable to f i t most MICROS. 

EPSON PRINTERS 
Chesea by S P E C T R U M lor their r e l i a b i l i t y , the superb new top quality 
graphic printers from EPSON New features include eaper A subscript, 
under l in ing It de la t ion II you're looking lot en « p . M a r k e t printer at a 
do w a - t a - e e r t h - p r i c e . call in and see the E P S O N range at SPECTRUM 

M o d a l 
MXS0T3 
MXIO F/T Type III 
MX 100 Type 111 
Please tee your SPECTRUM dialai lor 

prices Ol INTfRfAC£ CABLt options 

EX 
VAT 

(329 00 
[369 00 
£469 00 

SMITH CORONA TP-I 
The smi th co rona tp-i text pr in -
ter i s a m ic rop rocesso r con t -
r o l l e d h igh qua l i t y da isy w h e e l 
pr in ter wh i ch de l i ve rs fu l l y 
f o r m e d execu t i ve qua l i t y pr in t -
out at a speed ot 120 w o r d s per 
minu te It is a LOW coa l Daley 
whee l pr in ter w i th M ic rop ro -

cesso r E lec t ron ics , Ser ia l , par-
a l l e l or IEEE In te r lace ONLY £ 5 5 7 . 7 5 

C44S.0Q e x . VAT. 

ACCESSORIES 
SANYO Colour Monitor 

CDD3125N 
ONLY 

£228.85 inc. VAT 
( C 1 M OO e i . VAT) 

SANYO Etc. VAT Inc VAT 

SANYO 12' green monitor £79 00 £90 85 

Slim 3G Cassette Recorder £26 04 £29 95 
CTP3I31 14" Colour TV Set £199 96 £229 95 
CI 2 Cassettes £043 £0 50 
Single sided, single density disks £1 70 £1.95 
Oouble sided, double density disks £2 94 £3 38 
Single sided, double density double track disks £2 57 £2.17 
Disk head cleaner £1400 £18 10 
Single part 1 1 " * 9 , * printer paper, bo i of 2.000 
sheets £11 35 £13.05 

SDacuum CorrvuMT Cantm iwm no n m t M n « r Milt! tS# ZX Scwcv^m Cpr*«MW " W i l U V t i l try Smclw NHMdi Lid 



There's a Spectrum 
Centre near you. . . FREE! \ 

£75 WORTH 
of software^ 

with even MZ80A 
purchased 

SHARP MZ-80A 
Oa»k lop genius' th« aii-in-ona SHARP MZ-tOA. A personal computer des>gned 
• 'in the serious ub'r in mind ready to run the moment you gel II home Built-in 
•ey&oard CRT 9 d-spifty and cassette data storage with *SK RAM The BASIC 
«.th eilra useful additions otters quite a powerful micro for me home or business 
• 4* Byte ROM + 4BK Byte RAM * ?K Byte Video RAM • ASCII profiled 
keyboard numeric pad • 2 page Video RAM allows screen to be scrolled up 
or down • CP M available 

Spectrum 
LOW Price 

H»Mr Disks end Accessorial 
lor M280A 
Ton Hope* Disk Ueil |iac 10 
Carl Out Ca»l«| 
Single Fltppa 0>tk Unit (int. I D 
Card. Dili Cable I 
Ter.n On Ueit (self) 
Single floppy Ook Unit 
Cable let» 0 Ome 

£546 
Printers and Accessories 
for M210A MHOS and M280K 
80 Col Tiactor feed Punier me 
Cable. 10 Card & Ron 

.25 
Inc. VAT 
(C475.00 

e l . VAT) 

[M i 00 (856 75 

£400 00 £460 00 
£590 00 £171 SO 
£400 00 £460 00 

£25 30 £29 71 

£415 00 £477 25 

SPECTRUM FACTS 
Maximum user RAM 

32,000 Bytes approx. 

NEW ACCESSORIES 
from SPECTRUM 

P O I N T M A S T E R C o m p e t i t i o n J o y s t i c k 
{ F o r A T A R I a n d V I C C o m p u t e r s ) 

VISCOUNT 
M o t h e r b o a r d s f o r V I C 2 0 S t a n d a r d 
( U s e 2 o r m o r e c a r t r i d g e s a t a t i m e ) 
A s a b o v e , w i t h b u f f e r 
1 6 K R A M f o r V I C 2 0 
3 2 K R A M f o r V I C 2 0 

E x . 
V A T 

£ 1 3 . 0 0 

Inc. 
V AT 

£14.95 

£ 2 1 . 7 0 £24.95 

£ 2 6 . 0 0 £29.90 
£ 3 8 . 2 2 £43.95 
£ 5 8 . 2 2 £66.95 

CURRAH CHATTERBOX 
V o i c e S y n t h e s i s e r f o r V I C 2 0 

F u l l K e y b o a r d f o r A T A R I 4 0 0 

£ 4 9 . 9 5 £57.95 
N O W A V A I L A B L E 

SINCLAIR ZX-81 
S I N C L A I R Z X . £ 4 9 . 9 5 
1 6 K R A M pack £ 2 9 . 9 5 
Z X P r i n t e r . . £ 5 9 . 9 5 

COMeurta soonsno* 'WC •orrwARi 'on SINCUM* coaaeurtes VAT IUMIIDKIXI! rs se 
IS Sunn TBIO «4I RR»» 
LIL>A<ITH-TI:III FOIFT H OF U*«£ »*«« WUS C I*a< case 
COM'V̂ ACAIC • S> /«»• S» •* etnSONAi SANKINC SVSTIM 1«I 2XSI til « IHCI DVAOins • i s c u l i w t w IS » miAiout IH t i n rs m uucsrta<ZMt f » sa MIEOATNOYOS 1SI I*S1 <• •* HOOMHOl •»« Istl t» * 
FOO'lUk VAWGIH l » U l l C M 

CASstrres eon («i i rvet - i a eoAMts JOhiO" lOUCATIOfn BUSINESS a HOUSEHOLD 
K i l l b JUQGIMtST CAMIS JUMO« lOUCAtlON FAtAHV Ouil rvei io FAH1ASV GAMt S SFACI ««iOI«S f> BOMBERS Tvet — so sunn MOfiMtis nm i a TVM— eo 
• ACSGAMUION-HiCHT SIMULATION rvei— to tkGLlSH LlicnAluAf I 
(NGL'SH LiriHAruail GiOCnAeHV 
Hisroev i UATHS t 
MUSIC 1 INVINTIONSI 
SPIILHTGI ib-n TfAH OLOSL CMI»' • onnytMMS 

IS* Nan Mvwi f i d 

AB8RYSTWYTH 
AkarData at Gallaweri 
ur .« $i m o i t i t i i 
IJsst Oeewmi 
A L D E R S H O T 

DaviS Slunlali Ci«f«lii 
Caetre. SI Stelres Me 
Q2» 20110 lias! 0s*ai*el 

A L F R E T O N 
Caries Mar*. Bad It-JI I 
St 8223812628 
ASHFORD 
Atklerd Ceaipater Caatia 
2 Siatiea Piulr Clarendon Ha 
«U4j wtss 
B A N B U R Y 

CISHKI Pies. 2 (.harm I m 
(0204) 44040 
B A S I L D O N 

Cedlrer a. 28 32 last Walk 
TeaaUaii* 8248 2H32* 
B A S I N G S T O K E 

litker s. I. J Market Place 
024I22SJ1 

Sahwaia Plai. l i Ton Si 
C22401424 
B E D F O R D 

Stenad lid . Hi Midland Ad 
«t >4 41141 IJstl Upan.njl 
BIRMINGHAM 
Sheriaeeda. beat Wekleia 
Aitada 0212142211 

BOSTON 
laieteand Ci*r*i*<i 
ISDeipa.n lane 0284 44201 
|JM1 Qet*M«) 
BRADFORD 

Phetsteae. I8lkeeet>ea 
01/4 308401 

BRIDLINGTON 
Bndlisftas Canpatera 
Hindi* Si 
07ft? 25040 Saaaj 
BRIGHTON 

Cmpticmrw. I Untmi PU 

CAMBERLEV 
Calais AM* [Unit Uiapnie' 
Di..l.a«| 1ft Hifh Si 
iDltlftbftdl 
CAMBRIDGE 
SPLtd . HaKnfiPaiaaa 
1133ISOI' 
CANTERBURY 
K»Rt Micra Svitims Cor̂ im)! 
Kftuit i / fii*<* St OH n o w 
CARDIFF 
RasdallCar. It !2H.(tSi 
Anade 8122 31m 
CHELMSFORD 
Mails* Hareiaa ltd . 
ISrsaatieldMd |8>4S))Mi» 
C O V E N T R Y 
CBVBRIR| Mur* CTRLFT 
33»M&QttM«Si (07031̂ 1947 
D A R L I N G T O N 

MctlftiD* i irBWN. 
I02H9̂ O«I« I032M 
D E R B Y 

C I HactAaics. arCeware 
Ike tea. Ike Seal 81174*148 
D O N C A S T E R 
Inarstar Ceai*stei Caetre 
tlNatferSallk* 03Qi 8ft» 
D U N S T A B L E 

Oaraans, 1 II Box Walt 
OitI H1IS |O»en.«0 Soaal 
D U M F R I E S 
Vanaale. II Upina St 
QUI 444/ 
E D I N B U R G H 

Th* SihcM CtRtfB. 17 Anlifaa 
St 031 H! 4541 

G L A S G O W 
Victer Mama Lid.. M* Aijria 
St HUHfttift 

G L O U C E S T E R 
IkaMaaalSka*. » I! MartSgaia 
Si iMiMiNt ; 
C M 
K C Jekaia* Lt« 
72 (rialfata Hi*«.s*.d Caatia 
M»7 ««1 U.il U».»..,i 
GUILDFORD 
tka Baeai t j Saaa I i n 
1028/21 s a i l t l l i 
HARROW 
Cisei Arts I Micra laaievtai 
Oiailiaa} 24 Si Ana I He 
01 42'tut 
HATFIELD 
Miciawarle. 2 (raolod *« 
I028'2|84I32 
HITCHIN 

Ciam Arts. U>nn. <i|( 
IM IHftJ SS2S-: 
HORNCHURCH 
Ctaaaal Da« 114 H<fkSt 
H0 24 /s(n 
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WATCH THE 
SKIES FOR 
DROPOUTS! 

ALIEN DROPOUT 
Alien Dropout sounds like a 
leather jacketed, drug smoking, 
heavy music freak from the outer 
reaches of the galaxy. 

In fact there is nothing Bohe-
mian about these Dropouts. They 
pursue a calculated scheme to 
colonise your planet 

The insect-like aliens swoop 
into ten columns at the top of the 
screen — building up their forces 
for the Final attack. Once they fill 
a column with more than five 
aliens one of them swoops down 
— Galaxian style — and ex-
plodes on impact w i th the 
ground, throwing out deadly 
debris. * 

Armed only with a laser base 
your task is to shoot the aliens 
out of the columns before they 
amass suf f ic ient numbers to 
swarm towards you. 

The Dropouts are controlled 
by their leader — a giant butter-
fly-like alien who edges down 
the screen towards you when 
things are getting rough for his 
drone ships. 

Alien Dropouts is based on the 
arcade game Zygon and is the 

THOSE LITTLE 
GREEN 
FOOTBALLERS! 

latest addition to the Superior 
Software range of games for the 
BBC model B 

Also new from Superior is a 
fruit machine simulation wi th 
many of the features of the bar 
room favourite such as hold, 
nudge, and gamble. 

Both games are available now 
from the Leeds firm at £6.50 in-
clusive. 

OUT FOR THE 
COUNT IN 
CASTLEMATH 
CASTLEMATH 

You can't count out the Mad 
Maths Master of Castle Math.! 

This is an adventure game 
where you can only make pro-
gress by solving sums set for 
you. 

Once inside the castle, a vari-
ety of creatures pop up to set 
more sums to be solved and at 
different intervals. There are also 
a few surprises to keep your 
interest. 

Castlemath is the latest addi-
tion to the Audiogenic range of 
software for the Vic, and is de-
signed as a fun way of improving 
your maths. 

Also new from Audiogenic this 
month is a novel game entitled 
the Pit. You play the part of a 
bewildered workman who has to 
go from one side of the screen to 
the other picking up money bags 

all the time dodging a deadly 
deluge of hail which is pouring 
from the sky, 

Castiemath is available from 
the Reading-based firm at £8.95 
with The Pit at £7 95. 

1,11 Nil H'l 
TO 

MANOEUVRES 
MADE EASY 
IN TEXAS 
Wargames enthusiasts can 
spend hours setting up the battle 
and positioning their troops and 
armaments. 

Now there is a quicker way to 
enjoy the battle without the dan-
ger of losing any of the pieces or 
completely taking over the living 
room floor. 

Everything you need to play is 
stored on this latest computer 
program for the TI99/4a 

You can play against an oppo-
nent or pit your wits against the 
computer. 

Each time you play the compu-
ter randomly generates a map, 
so each game should be diffe-
rent. The rugged terrain is made 
up of woodland, hills, marshes, 
and open plains. 

Take it in turns to move one of 
your six guns to a new position 
or lob a shell at the enemy using 
the joystick. 

You must move all six guns in 
turn and the computer will tell 
you which one to move by mak-
ing it flash. 

Wargames is the latest game 
from TX Software of Harlow It is 
available on cassette at £6 from 
the Essex firm. 

TX's golf simulation has been 
bought by Thorn-EMI and will be 
released with their range of Tl 
software which will be launched 
later this year. 

If you are put oil taking a journey 
to the stars because you would 
miss that one precious Earthlmg 
pastime — soccer, then this 
latest game for the Vic reveals 
an encouraging discovery about 
aliens — they play football too. 

Alien Soccer is a weird com-
bination of some of the best ele-
ments of soccer and pinball. 

You control an alien Pal Jen-
nings who moves from right to 
left trying to stop the ball from 
crossing the goal line. 

Kick the ball up screen and it 
will rebound around a variety of 
obstacles notching up points for 
your team. 

Al ien Soccer is the latest 
game for the unexpanded Vic-20 
from Rabbit Software 

Also new from Rabbit this 
month are Krells and Myriad — 
space attack games for the un-
expanded Vic. 

These latest additions to the 
Rabbit Coinless Arcade Collec-
t ion retai l at £9 99 from the 
Harrow-based firm. 

MAN-EATER 
GUARDS THE 
CHALICE 
CHALICE OF KALMAR 

Your only guide in the quest for 
the Chalice of Kalmar are the 
occasional flashes of lightning 
which illuminate your way as you 
follow the winding path. 

If you go off the path you will 
be pushed back outside the tem-
ple walls 

Just to make things a little 
more interesting you are also 
being pursued by a man-eating 
monster. 

The B-side ol this cassette has 
a second game on it called Pen-
guin This is a straightforward 
shoot 'em down game involving a 
penguin. 

Chalice of Kalmar and Penguin 
run on the TI99/4a and are avail-
able from Apex sof tware of 
Brighton at £3.95. 
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THIS TOWN 
'AINT BIG 
ENOUGH 
i r s r r w 
It's high noon and the James 
gang are terrorising a sleepy 
western town. 

Can you bring gun law to the 
streets of your unhappy town? 

With your s h e r r i f s badge 
gleaming m the bright sunlight 
you step bravely forward. 

Who knows what may be lurk-
ing behind the shutters of the 
saloon, the undertakers, and the 
offices of the s tagecoach 
company. 

You'll need a quick finger on 
your trigger as the desperados 
appear from behind windows 
and walls to take pot shots at 
you. 

But shoot straight as the good 
people of the town are also in 
hiding and a stray bullet could 
easily kill any one of them. 

High Noon is the latest game 
from Abbex Software for the 
Sinclair Spectrum and runs in 16 
or 48K. 

Also new from Abbex this 
month is a classic Adventure 
entitled Austs Folley and a robot 
shoot-out game called Android 
Run. 

All three games are available 
from the London based firm at 
£4.95. 

CAN'T KILL 
A GOOD 
INVADER! 
SPACE INVADERS 

There's no getting away from 
Space Invaders — and a new 
version is due out this month for 
the BBC Model B. 

Using Mode 5 colour graphics, 
these Invaders are an accurate 
copy of the classic arcade game 
and even feature an auto-play 
demonstration mode to attract 
attention when no-one is actually 
playing i t 

Bug-Byte are also converting 
other arcade-proved games for 
the BBC micro. 

City Defence recaptures the 
thril ls of another arcade 

favourite. Missile Command. 
In this game the skies are not 

filled with vapour-trails of de-
scending missiles. A cluster of 
earthbound meteorites are 
headed down towards the cities. 

The other difference is that the 
defence of the cities is under-
taken by a steerable rocket 
which is launched by the player. 
Tactics in this game vary from 
the player who elects to defend 
all his cities to those who would 
rather concentrate on saving one 
from destruction. 

Threshold is a BBC version of 
the popular Apple game of the 
same name. 

Wave after wave of aliens 
have invaded the atmosphere 
and earth's defence is in your 
hands. The first wave trundles 
left-to-right across the screen 
with appropriate graphical and 
sound effects. 

If you survive that one a gal-
axian-type wave heads down the 
screen towards you. There are 
12 waves altogether, gradually 
increasing in deadliness. 

All the above games run on a 
BBC Model 8 and cost approxi-
mately £8. They are available 
from Liverpool-based Bug-Byte. 

Bug-Byte also has a Vic-20 
offering due out this month. Vic 
Scramble is faithful to the arcade 
original and runs on a basic 3.5K 
machine for £7. 

THE IDENTIKIT 
ALIENS ON 
THE RAMPAGE 

GLADIATORS 
A do-it-yourself alien kit is part ol 
the magic of Galactic Gladiators. 

This game of alien combat 
takes place in the deadly con-
f ines of a sealed off galaxy 
known as The Bubble. 

You take the part of a leader of 
a troop of aliens who are your 
warriors. This troop is made up 
of identikit creatures with attri-
butes like: strength, endurance, 
weapons, speed and skill. 

These are given an armour-
plating and weapons and sent off 
into combat. The stronger they 
are the more armour they can 
wear and weapons they can 
carry. 

The game runs on an Apple II 
or III and comes from the U.S. 
company of S.S.I, under the 
Rapid Fire label. It is available 
over here from Pete & Pam Com-
ers of Rossendale in Lanes, at a 
cost of £22 95. 

Pete & Pam Computers also 
have another Rapid Fire Apple 
game in their warehouse at the 
moment. Cytron Master is set in 
a galaxy where all disputes are 
sett led by robot ic creat ions 

rather than human or alien life-
forms. 

These robotic warr iors are 
known as Cytrons and those who 
pursue the life of commanding 
these creations are known as 
Cytron Masters. 

At his command, a Master will 
have such things as: laser blast-
ing cytrons, mine cytrons, guided 
missile cytrons and mobile bunk-
er cytrons. 

When two Cytron Masters are 
battling it out, their aim is to 
destroy their opponents' com-
mand centre. Only one top Cytron 
can survive. 

The game is for two players or 
for one player to try and match 
the computer's cytron genius. 

It is a fast and furious action 
game with three speed levels, so 
that beginners can learn the tac-
tics. Cytron Master retails at 
£22.95. 

EATING OUT 
DOWN AT 
THE SWAMP 

SWAMP CHOMPERS 
Swamp Chompers are not parti-
cularly attractive creations. But 
these mud-splattered inhabitants 
of the swamps of Muckedoo are 
your alter-egos in this new U.S. 
game for the Atari computers. 

Between your character and 
its feeding station is a swamp 
infested with alligators and other 
terrifying creatures Once you've 
left home, you have only 40 
seconds in which to reach the 
feeding station and then return 
home. 

If you make it across the 
swamp, jump into a f lying 
machine to travel to your food 
which contains the magic ingre-
dient to turn you into a swamp 
chomper, a creature capable of 
eating its former enemies. 

The transformation lasts |usi 
nine seconds - and special bats 
emerge who suck the blood from 
swamp chompers during that 
time. 

Ghosts also feature for extra 
chomping time. There are 13 
different screens to build your 
score up, each getting more diffi-
cult. 

It is available from Hale-
sowen-based Centresoft on cas-
sette or disc at a price of £21.95 
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Join the growing band 
of Adventurers who 
are enjoying these 
absorbing and stimu-
lating programs. Step 
into another world of 
Fantasy, Magic, Mys-
tery and Sorcery. Only 
your wits and cunning 
can ensure success in 
these scenarios! 

• WRITTEN IN 
ULTRA-FAST 
MACHINE CODE. 

• SAVE GAME 
FEATURE. 

• SPLIT SCREEN 
DISPLAY. 

1. THE GOLDEN BATON — Venture into a strange province of 
Sorcery and Evil Magic to recover the Golden Baton, a 
priceless artifact whose powers are said to bring great Health 
and Prosperity to the Land. 

2. THE TIME MACHINE — As a Newspaper reporter you are 
sent to investigate the eccentric professor who lives in the old 
house on the Moors. What is his secret and why is his house 
now deserted? 

3. ARROW OF DEATH (Pt. 1) — A blight has fallen on your 
homelands, the Baton has become tarnished and now radi-
ates a malevolent aura of Evil. Your mission is clear — trace 
the source of this Evil and destroy or be destroyed. This is 
the first pan of an Epic Adventure although each pan can be 
played as a stand alone scenario. 

4 ARROW OF DEATH (Pt. 2) — You now have the means to 
destroy your enemy but you are far from home and this 
land is strange to you. Can you cope with the deadly perils 
which approach you and have you the strength to see your 
mission through to the final conflict? 

5. ESCAPE FROM PULSAR 7 — Alone on a gigantic Space-
Freighter The rest of your crew have died horribly at the 
hands o( a mutated Zoo-Spectmen. Your only chance of 
escape is to reach the Frail Shutllecraft. But the lurking 
Monster is hungry and you are the only food it has left 

" Adventures 5, 6 

7. 

6. CIRCUS — Your Car has run out of Petrol on a lonely road 
miles from habitation. As you trudge relunctantly down the 
road in search of help you are suddenly confronted by an 
amazing sight in a nearby field is a Huge Circus tent' But 
this is no ordinary Circus as you will soon discover 
FEASIBILITY EXPERIMENT — Far across the gulfs ot time 
and space, a dying race of super-intelligent beings search the 
Universe for a Hero to save their existence At length their 
thoughts turn to planet Earth. You are chosen to be their 
saviour in a bizarre scenario where dealh is a mere thought 
away 
THE WIZARD OF AKYRZ — You are in the Royal Palace 
The King beseeches you to rescue his daughter from the evil 
wizard. If you succeed your reward will be priceless failure 
will bring certain death. 
PERSEUS.AND ANDROMEDA — Travel into the realms of 
ancient mythology Battle wuh grotesque monsters and super-
natural powers as you search for the hidden secrets of myth 
and legend. 

K y TEN LITTLE INDIANS — This mystery begins wilh a train 
E r i o . journey into a strange country. What secrets are held by Ihe 

strange country mansion? What meaning is attached to the 
strange idols? Maybe you will find out if you live long 
enough 

and 7 require 32K RAM 

wy 

Each adventure comes attractively packaged for just £8.95 inc. 
Now in stock for ATARI 400/800 £12.50 

Available soon for ZX SPECTRUM, ZX81 (16K), APPLE II. 

I l l 

O 
I I I 

SEND CHEQUE OR P.O. TO: 

DIGITAL 
FANTASIA DEPTDWL, 
24 NORBRECK ROAD, NORBRECK, BLACKPOOL, LANCASHIRE. 
Tel: (0253) 56279 
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BEAT OFF 
SWARMS 
OF BUGS 
BUG-OFF 

There's a whole swarm of the 
nastiest creepie-crawl ies all 
primed to ruin anybody's picnic 
in the new game Bug-Off, 

Your character is armed only 
with a water gun and he must 
fend-off the bugs by squirting 
them. 

Using a j o y s t i c k , y o u can 
Chase the bugs to any corner of 
the screen to finish them off. 

The game is for a 16K machine 
on cassette or 24K disc and 
costs £19 50 for the Atari 400 It 
comes from U.S. software house, 
Adventureland and is distributed 
over here by Calisto Computers 
of Birmingham. 

Out of the same stable comes 
Tootie Fruitie which is a Pacman-
type game — but this time with-
out a maze! 

Instead of gobbling dots, 
Tootie Fruitie challenges you to 
fruit, ice-cream and sweets, as 
you steer clear of the bugs. 

Available for the Atari in 16K 
cassette or 32K disc from Calisto, 
it also costs £19 50 

SECRETS 
DOWN IN 
THE DUNGEON 
Dungeons and Dragons comes to 
computerised life on the Dragon 
in a multi-level adventure from 
the keyboard of Bob Chapped. 

There are seven levels of 
dungeons in the Lord of the Dra-
gon, all filled with some of the 
nastiest creatures you would ex-
pect to find in the dank dark 
places — trolls, hobgoblins and 
werewolves. 

It is a combination of text and 
graphics from Item Limited, based 
at Fulmer, Buckinghamshire. 

Other offerings from Item in-
clude a quotation quiz game. 
Who Said That with some 68 
quotes to place. 

Nightmare Park has you 
rushing about in a gloomy city 
park dodging the horrors and 

irying to lead 
their deaths 

And Noah's Ark is another 
classic computer game con-
verted to the Dragon. The com-
puter is given some questions to 
ask about certain animals to de-
duce which one you are current-
ly thinking of. If it gets the 
answer wrong it questions you 
on how it might have guessed 
the animal correctly and learns 
new animals. 

This fascinating program 
shows simply how a computer 
can be taught and gives an in-
sight into the most basic artificial 
intelligence. 

All the programs run on the 
Dragon 32 computer and cost 
£5.95 except Who Said That 
which is a little cheaper at £3 95. 

A REAL MAN 
EXPLORES 
THE JUNGLE 
FLOYD 

It takes a man of real character 
to set off on a quest through a 
jungle infested by dangerous 
pygmies, hungry crocodiles and 
man-eating tigers . . . 

Such a man is Floyd of the 
Jungle and his mission is set 
among tropical vegetation in the 
Atari 400 He is tackl ing the 
jungle to save his girl from the 

pygmies, 
crocs and tigers 
in an arcade style romp 
in the style of Canyon Climber. 

Chopper Rescue is a scrolling 
scramble type game with bombs 
and missile bases and a heli-
copter. It is a multi-level game 
with a series of different chal-
lenges. 

And Hell-Cat Ace is World 
War Two action from the cockpit 
of an American fighter pilot. A 
flight simulator with plenty of 
Japanese rivals to tangle with 
above the Pacific Ocean. 

These three games all run on 
the Atari and come from MicroP-
ro Software in the U.S. They all 
cost £29.50 and are available 
from Calisto Computers in Bri-
tain. 

Calisto has also commissioned 
a U.K Battle-of-Britain version of 
Hell-Cat Ace, called Spitfire Ace 
which should appeal more to the 
U.K. audience. 

THE MANY 
ARMED 
MONSTER. . . 

clams are more dangerous. 
The Black Squid needs at least 

8K or RAM expansion on the 
Vic-20 and it costs £995 from 
Preston-based Channel 8 Soft-
ware. 

Also new from Channef 8 is a 
children's game of l-Spy which is 
aimed at the learning to read 
age-group. There are 10 topics in 
the text-based game, from which 
a child can choose to spy. 

Among these are f-Spy at the 
zoo, circus, farm, shops and high 
street. Like the children's game, 
the computer gives the player a 
letter and asks it to guess what 
could be seen beginning with 
that letter at the given situation 

It retails at £9.95 and runs on 
the Atari 400 and 800 

$ 

BLACK SQUID 
The Black Squid is a game of 
memory and menace on the sea* 
shore. 

It's a shore you may never see 
again as you swim desperately 
through the rocks and giant 
clams, dreading the tap of a 
black tentacle on your shoulder. 

The rocks are invisible in the 
murky waters, but everytime you 
hit one, that particular rock and 
all those you have previously hit 
flash up on the screen for a 
second. 

Memorise their position if you 
can because rocks distract the 
squid and if you can lead the 
dark beast into a lot of them, 
you'll have a better chance of 
making it to the sea 
shore at the top of the 
screen. The giant 



For trade eyes only. 
A message from Britain's 
leading distributors of 
Atari 400/800® software: 

Analog 

Big Five 

Bram Inc 

Broderbund 

Cavalier 

Datasoft 

Don't Ask 

As Softcell, we led the way in the supply of top-
quality software for Atari . 
flow, with a change of name to CentreSoft and 
a greatly expanded operation, we not only 
continue to lead the way for Atari software, but 
we also now supply high-quality software for 
the Vic 20, the Commodore 64 and the Texas 
Instruments range of microcomputers. Contact 
us now for more details. 

CentreSoft 
26 Great Cornbow, Halesowen, West 
Midlands B63 3AE. Tel.021-5508263 

We stock products from 

Adventure International 

English Software 

Epy* 

first Star 

Qamestar 

Oebein 

tie.s. 

1.05.1 

Infocom 

In home 

J V Software 

KByte 

On-Une 

PDI. 

Quality Software 

fleston 

Rockian 

Romox 

5anta Cruz 

5irius 

Strategic Simulations 

Synapse 

Syncro 

Wico 

Atari, Atari 400 and Atari 800 are registered trademarks of Atari Inc 
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upgrade to an 
ORIC-l 

1 6 c o l o u r s 
p r o f e s 

k e 
full 

r e a l s o u n 
• Superb styling 

• Choice of 16K or 48K 
RAM 

^ # Ergonomic keyboard with 57 
moving keys 

# 28 rows x 40 characters high resolution 
i Teletext/viewdata compatible graphics 

+ 6 octaves of reai sound plus Hi-Fi output 
# Centronics printer interface and cassette port 

# Comprehensive user manual 

FOR HOME, EDUCATION, BUSINESS & ENTHUSIASTS. 
F R O M 

99 .95 
OPTIONAL MODEM OFFERS COMPUTER PHONE LINK FOR: ELECTRONIC MAIL • TELESOFTWARE • PRESTEL 

C O M I N G S O O N . T O C O M P L E T E Y O U R S Y S T E M : O R I C M I C R O - D R I V E D I S C S & S P E E D P R I N T E R 

OR1C is no toy! Its professional keyboard, Basic language and extensive specification, will 
do all you expected of your home computer, plus a whole lot more. For home, educational, 
business and games use. 

If you're buying for the first time beware! Only ORIC computers offer full colour capability for under 
£100 and the most powerful and comprehensive micros in their price brackets. 

So whether you're just starting out, or upgrading existing equipment, make the professional decision 
and choose ORIC. Send for our comprehensive brochure NOW, or better still, order your ORIC today. 
^ ^ ^ ^ ^ ^ ^ ^ ^ ^ ^ ^ ^ ^ ^ ^ Delivery is around 28 days with a money back guarantee 

if you're not delighted. 
[ M ] [ B f l I Clip the coupon below, or call our 

A ^ ^ W ^ ^ P \ telesales number ASCOT (0990) 27641. 

/ 

The Real Computer System 
O R I C P R O D U C T S I N T E R N A T I O N A L L T D i S ^ ' l & ^ ^ s T ^ R < M d 

Phces ORtC-l 16KRAM £ 99 .95 
Indude ORKM48KRAM £169.95 

VAT ORIC Communjcabons Modem £ 79.95 
Postage and Packing £ 5.95 

Please charge my Access. Barclaycard TOTAL £ 

* Please delete/complete 
as applicable 
* I enclose a cheque/ 
PO. payable to 
ORIC PRODUCTS 
INTERNATIONAL 
LIMITED 
for £ 

Name 
Address I 

M i l 1 1 | 1 1 1 
M i l 1 1 l 1 1 1 
1 1 t 1 1 1 I 1 1 1 
M i l 1 1 1 I 1 
M i l 1 1 1 

1 _ L 

CVG 3 

I I I I I I I 1 I I I I 1 1 I 
II you require a brochure i—i 
please tick I I 
©Copyright ORIC PRODUCTS INTE RNATIONAL 1982 



OUR TOP 
COMMANDER 
Top space commander for turn 
one is Nicholas Tacticos who 
will be able to plan out future 
campaigns on a Colour Genie 
microcomputer. 

The Spartans' space fleets 
under Nicholas' control made full 
use of the Plunder command to 
notch up top profits of 2,586 
points. 

The Spartan pirates raided 
routes between Tubox and 
Dusup, Widan and Barov, Jims 
and Rivev, Soner and Widan, 
Wtdan and Opod to boost the 
score up. 

Our top 10 scorers for the first 
turn were: Nicholas from Sinclair 
Road, London W1; J. Pedley, 
Cambridge, 2374, D Mack, Farn-
borough, 2143, C Jennings, Ton-
bridge, 1992. A Youde, Leigh-on-
Sea, 1907, P Nevins, Warrington, 
1845: S Jones, Sheffield, 1795. P 
Schafer, Hythe, 1730. M Grant, 
Marden, 1652, and C Parker, Car-
shalton, 1628 

Other players didn't fare so 
well. But check up your own 
scores and the following list 
should show you how you fared: 
126 players scored 500+; 24 
players were between 400 and 
499; 46 between 300-399; 48 be-
tween 200-299 ; 75 between 100-
199; 461 between 0-199; and 1130 
players finished up making 
scores below 0! 

Nicholas takes a Colour Genie 
for his carefully considered 
Plundering of us poor merchants. 
The rest of you can lick your 
wounds and try to improve your 
scores on this next turn. We 
have all got a clean sheet to start 
our March turn. 

For the March issue's indi-
vidual winner we will provide 
three cassettes of games pro-
grams for his machine. Be it 
games centre or computer. 

Mike Singleton, who wrote the 
Seventh Empire program runs his 
own Play-By-Mail game. Star-
lord. And he is offering a free 
rule book and two free turns of 
Starlord to any Seventh Empire 
player. Just write to Mike at the 
address given in the Seventh 
Empire Rulebook and quote your 
Seventh Empire code number for 
an introduction to the galaxy of 
Starlord 

THE WONDER OF COLECOVISION 
If you're a fan of our Video 
Screens section you'll already 
have read about the new Cole-
covision Video Games system 
and how its graphics are going to 
change the face of TV games 
centres. 

Now, through Seventh Empire 
we're offering you a chance to 
see these marvellous Colecovi-
sion games at first hand in their 
own home 

A Colecovision plus software 
is the prize for the overall winner 
of our Seventh Empire competi-
tion. How long the Seventh 
Empire runs in C&VG depends on 

how popular it is, but if it is still 
being included in September of 
this year we'll present the Col-
ecovision to the player who has 
notched up the most points by 
then. 

As the first turn was really gust 
a chance to get to know the 
game and for us to check out the 
running times, the scores from 
that turn will not be included So 
starting from March the compu-
ter will add your scores and the 
top scorer by the time our August 
issue's turn has been processed 
will have won a Colecovision. 

With 32K of Rom and 17K of 

Ram, the Colecovision is closing 
the gap between TV games cen-
tres and microcomputers. It 
offers some marvellous detail in 
the graphics for several already 
successful arcade games which 
it features in its software cata-
logue Its versions of Donkey 
Kong. Zaxxon. Lady Bug and Tur-
bo are bound to be top sellers for 
the Colecovision Venture is not 
such a well-known arcade game 
in this country but with its 
dungeons and dragons theme it 
will also capture hearts. 

A worthy prize for our space 
fleet commander. 

CHECKING YOUR ORDERS 
Did you enter your Seventh 
Empire orders correctly? About 
30% of you had some teething 
problems understanding the 
rules of movement and entered a 
few invalid moves. 

Usually it was only one or two 
fleets that went astray. But if 
these stay "lost in space" it will 
affect your tribe's profit margins 
each turn. 

So before you enter your fleet 
positions for turn 2 check your 
fleets for turn 1. If you have made 
any mistakes for a fleet, these 
will have been converted into 
Stay orders, in both Movement 
Phases. 

Most common problems were 
from people not checking both 
orders against the Diplomatic Di-
agram to see whether they were 

at war or at peace with the 
empire they hoped to Attack, 
Trace or Move to. 

Remember a Trade or Move 
between warring empires cannot 
take place in one turn — even via 
a neutral empire. 

A word of warning about the 
Galactic Map this month as it 
only includes star numbers for 
players who took part this turn. 
Approximately another 10,500 
fleets will be added to the March 
figures randomly, before the next 
turn is processed. 

The Raid Penalty for this 
second turn is "2". 

And the deadline for orders is 
Wednesday February 23rd so 
hurry them into us. 

Only one player has an Impe-
rial Ship this turn. Colin Jennings 

is in charge of the Dead Empire's 
ship for March. 

Below is the Gateway Route 
profits table. The figures printed 
in white on black are the routes 
in which Plunderers made a pro-
fit. The black on white figures are 
routes on which Cargo runners 
made a profit. The table should 
be read by looking up the star 
you left in the vertical table and 
checking it against the star you 
moved to horizontally. The result-
ing figure tells whether the route 
profited pirates or merchants. 

If you still haven't entered The 
Seventh Empire you will find a 
form on page 11. Send all 
Seventh Empire correspondence 
to: The Seventh Empire, Compu-
ter & Video Games, 8 Herbal Hill, 
London EC1R 5JB 
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BATTLE 
REPORTS 
Sixty battles raged in the galaxy 
last turn and all were success-
fully repulsed. 

The most one-sided battle took 
place at Ixip where 272 defend-
ing fleets from the Sun Empire 
destroyed one attacking fleet 
from Bloodline-controlled Jadeg. 

The closest contest was at 
Olex where Pirate Empire fleets 
stormed in and 94 attackers were 
narrowly defeated by 107 defen-
ders. With the state of the 
Diplomatic Diagram this turn 
Olex may well fall earning rich 
pickings for the attackers. 

Several defending fleets suf-
fered damages to the better 
mounted attacks and notes of all 
bonuses are included below. 
Xokeg: defenders suffered - 1 
loss, Soner: defenders' loss - 2 
Vepor —2; Rurus: —2; Naxig 
- 2 ; Olex: - 1 ; Okap: - 1 
Jadeg. - 5 ; Kepar: —1; Yuses 
- 2 . Sidal: - 7 ; Hakub: - 2 
Minep: - 1 ; Girex: - 1 , Otan 
- 2 . The heaviest loss for the 
defenders came at Meden where 
the Sun Empire attackers from 
poor Rorul shared out a deficit of 
- 1 1 among the defending 
forces. 

Only three star system defen- The Galactic Map 
ders salvaged a profit from their success-
ful defence: those at Apel earned a 
Battle Bonus of 1; the Rolek defenders 
added the energy of rich Minep attackers 
to their score, a Battle Bonus of 1 and i 
Tuxus defenders also added one to their I 
profits. 

The only significant change in the I 
Diplomatic Diagram below is that the I 
Bloodline Empire and the Dead Empire' 
have negotiated a peace treaty — finally I 
forgiving that Ice Warrior for murdering | 
their emperor {C&VG December!. I 
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Orders in Block Caps please 

Name: 

Code No: Telephone No: . . . 

1 

Waier 
Empire D t i J i i i 

Empire 

Pirate 
Empire 

1st Movement phase 2nd Movement phase 

AT ACTION STAR ACTION STAR 

FLEET 1 a 

FLEET 2 

FLEET 3 

FLEET 4 

FLEET 5 

FLEET 6 
» 

FLEET 7 

The Diplomatic Diagram 

wish to move the Empire's Imperial Ship from to 

Please notify us separately of any change of address. J 



I 

Graph-it Intro to BASIC 1 

EUROPEAN COUNTRIES 
3 AND CAPITALS 3 
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Missile Command Basketball 

Computers tor people. Atari Home 
Computers are designed for use in the home 
by all the family. After all. you don't have 
to be a computer wizard to appreciate what 
breakthrough technology can mean.doyou? 

Atari does more. All home computers 
contain a microprocessor.. .ihe"c hip" that's so 
often in the news. But Atari Home Computers 
also have a special kind of chip, one that's 
custom-designed by experts to provide 
extraordinary capabilities. Which means that 
an Atari computer can do more for you. 

The Graphic I Hfferenee. In an Atari 
computer, a separate microprocessor 
operates what experts consider the finest 
colour display in the industry... without 
diminishing your Atari computer's capacity 
for work or play. 

So. whether you're using the Atari 
Home Computer program that monitors your 
investment portfolio or the Video Easel 
program that teaches design and perspective, 
the information shown on the screen isn't just 
more colourful, it's more complete. 

I Jear the difference. There's a separate 
chip that produces sound, too. It controls four 
built-in synthetic sound generators that can 
play simultaneously, producing everything 
from pure musical tones to explosion sounds. 

All work and no play? With separate 
systems for sound and colour, do we even 
have to say how much fun games like Space 
Invaders. Star Raiders and Missile Command 
are? These you'll have to see and hear 
to believe. 

I .earn everything from how to converse 
in French.German. Spanish and Italian to 
chess and touch typing All at your own pace 
from a teacher that never gels tired or 
impatient. Learning has never been more 
effective or more fun. 

A beginning, not an end. The Atari 
computer is built with one goal... the 
expansion of your world. And your family's 
world. It can speak several programming 
languages, an important extra. And it is 
expandable... 

To learn more about the amazing capa-
bilities of Atari Home Computers either visit 
your local dealer or fill in the coupon below. 

THE GRAPHIC DIFFERENCE BETWEEN 
ATARI COMPUTERS AND ALL THE OTHERS. 

WWW 

• ATARI 

c 

\ Please send me a FREE brochure, price list and the address I 
^ ofmy nearest stockist CVG? 

\ Name • • • I 

* Address I 

' Atari Internationtil(UK) Inc. 
\ Atari I louse. Railway Terrace. 
» Slough. Berks SLI 5BZ. 

_ \ For render, in Eire.send the 
L * coupon toe Omnitek Lid. 
' 7 45 Cookstown Estate. 
/ iulhtphcCo. Dublin. 

CVG 

A 
ATARI j 
^ ^ A tMrrw Conwiununoni Gamcun* I 

24 COMPUTER & VIDEO GAMES 



MAL FUNCTION SNAG JVfR 
T. HITCH 

SCREAMING 
FOUL 

tfftff.rtanKDoM 
MtC&Of. 

c3 

w v v y / * o r 
THE 
issue 

£3 

C>c 

ft: 
If 

THE BUGS /WE FORCED 
S&NCTV&Ry OF THf/R WRECKED MICRO 
TO FS^fJ> FVfZ mEtoSEt-VES 
A/V/biG ROOM PCOOR -

CE&VE THE 

Otsf THE 
^ f i ' v e FORGorrrN] 

1 VSHY 

Got yOOVf 
uv/jt , 0 7 f P/H.NOW _ _ 
I P J 

. £ 3 

V M f W - ' W S 
c / M P r r 

Mites, 

v r s (h 
AH. 

C o v e 
• ^ v 

VVv ' 

k 

SHAW-

fe 

v 

" s e K . 
19 SpfZ>&R 
OMG&df. 

b i 

ENTER THE 
PROGRAMHEA 

V/. 0 
a . 

t r s no usf 
A/OYS-

Ttte QE0XS HRVE 
GrObtE O 0 L . t > f 

mm 



M 
ATARI 

Cakisto Computers Ltd 
119 JOHN BRIGHT STREET 

BIRMINGHAM 
021-632 6458 

A 
ATARI 

ATARI 400 with Basic 
language 249.95 
without Basic language 
£199.95 

ATARI 800 
with Basic language 16K 
£399.95 

ATARI 400 48K 
INC BASIC £299.99 
4 £ 1 0 p & p 

ATARI 800 
with Basic language 48K 
£479.95 

PREPPIE 
Tee oft on this crazy green. Cross the alligator 
filled river to recover wayward golf balls. In this 
game danger lurks everywhere With 28 Atari 
colours and super graphics, this game will de-
light and thrill the gamester. 

Cassette £21.99 Disc £21.99 

TUTTI FRUTTI 
Savour a frutti feast With your famished fruit 
munching "hunger" bite a banana, gobble a 
grape or polish off a pear. But look out for the 
nasty bugs that would spoil the fun. In this 
colourful jungle feast you may even get a crack 
at the everlasting Tutti Fruttiness! 

Cassette £17.99 Disc £17.99 

SEA DRAGON 
Prepare to dive in your nuclear armed sub 
Guide your submarine through a labyrinth of 
passages and past underwater mountains Try 
to avoid webs of explosive mines that nse from 
the sea bottom With mine dropping ships 
above, deadly lasers and stalactites, try to reach 
your goal — destruction of the nuclear reactor. 
Will you succeed in this creative game? 

Cassette £25.49 Disc £25.49 

ZAXXON 
This sensational arcade game of 1982 is now available for use on 
your home computer system. Fly through a three dimensioned 
like playfield to attack the fortress and its deadly armoured Robot. 
Survive this battle and earn the ultimate challenge1 

Cassette C29.99 Disc £29.99 

ATARI 810 
Disc Drive with DOS 
£299.95 

ATARI 410 
Cassette Recorder 
£49.99 

UPGRADES 
for ATARI 400 
32K £75.00 48K £99.95 

850 
Interlace Module 
£135.00 

BUG OFF 
Here is the wackiest arcade style game yet. 
Your garden has fallen into a Florida sink hole 
where weird forces have released a bevy ol 
bizarre bugs. You must destroy them wrth pincer 
sharp graphics and colour and "your weapon 
DDT' — will you have time? 

Cassette £21.99 Disc £21.99 

ELIMINATOR 
Fans of this game — now it's available for the 
Atari 400 and 800. Pilot your Eliminator Craft 
over alien terrain and fight the hoards of 
marauding enemy ships Superlative graphics 
and realistic sounds make this arcade style 
game exciting to the end 

Cassette £17.99 Disc £17.99 

t 
f-

% 
f 

4 

STRATOS 
This is a kaleidoscope explosion of awesome 
graphics and other-worldly sounds beyond all 
arcade style games. Above futuristic Megopotis 
sweep a wave of alien craft releasing awesome 
weaponry — the terrifying matler ravagers1 With 
your joystick control of the Armageddon wave 
can you destroy Ihem in time? 

Cassette £25.49 Disc £25.49 

• 

ASTRO CHASE 
Here is the ultimate challenge Defend the Earth from an awe-
some attack by aliens. There is no escape from their force field 
set around our galaxy! They launch their attack vessels and the 
chase begins — avoid deadly lasers, destroy space mines — 
save the Earth from inevitable doom 

Cassette £26.50 Disc £26.50 

To: CALISTO COMPUTERS LTD. 119 JOHN BRIGHT STREET, BIRMINGHAM 
PLEASE ACCEPT MY ORDER FOR THE FOLLOWING PROGRAMS:-

Dmpatch to 
2 

Nam* ... 

Caiisto Computers Ltd. 
3 
4, , _ Addmi 
5 
Cheque No tor € enclosed. 
Please debit mv credit card ACCESSVISA No SPECIALISTS IN MICROCOMPUTERS AND SOFTWARE riease aeon mycrean cara A H - t i ^ v i b A NO. 119 JOHN BRIGHT STREET BIRMINGHAM Bt 18t 
Pnone ord«rt w«kom« on Oil-632 6468 Signed Uiephon* OM «32 64M 
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WISDOM OF 
THE MACHINES 
Computer chess has long been used by 
workers in the field of Artificial Intelli-
gence as a testbed for human reasoning 
and how it can be programmed into a 
computer. A useful spin-off has been a 
gain in knowledge and understanding 
of the game itself. 

Work at the Machine Intelligence Re-
search Unit at Edinburgh University in 
the last few years has focused on the 
endgame King and Knight against King 
and Rook (abbreviated to KRKN). 

Amongst those studying this ending 
have been two players of master 
strength — the Yugoslav player Ivan 
Bratko and U.S. master Danny Kopec. 

Unlike most endgames which have 
been studied by Artificial Intelligence 
researchers, KRKN is genuinely hard 
even for masters, although fortunately 
rare in practical play. 

Conventional wisdom states that the 
ending game is in general a fairly 
straightforward draw, but this turns out 
not to be true. 

As the game goes on both sides must 
take care to spot any possible forks. 

With the Rook's side (assumed to be 
white) to move, only a slight majority of 
legal positions are drawn. However, it is 
important for Black to stay in the centre 
of the board, because the won cases 
occur with the King in the corner. 

Here is an example of a difficult posi-

FlG 1 a b c d e f g h 

tion for the defending side with the King 
in the comer. 
White to play by 1. K-N6! 

If now 1 . . . . N-Blch; 2. K-B7. N-R2 
R-N8 mate. So Black must play 1. 
K-Nl; whereupon 

White wins by 2. R-N2! Now 2. 
K-Rl allows a lethal pin, (3. R-R2), 
Black must play 2 N-Blch; with the 

continuation 3. K-B6 ch, K-Rl; 4. K-B7 
with a rapid checkmate. Strangely 
enough, Black can draw if it is his move 
in figure 1. 

After 1 N-Bl; White has nothing 
better than 2. R-N3. Black now has the 

3. 

so 

astonishing drawing move 2 . . . . N-K2! 

There must be few masters who 
would p lay such a move with 
confidence. 

Now Black's Knight is separated from 
the King and there are mating threats to 
contend with. However, there is no way 
for White to exploit these facts. 

For example, if 3. K-N6, K-Nl; 4. K-
B5ch, K-B2 with a drawn position away 
from the corner. This example is taken 
from Advances in Computer Chess 2. 
publ ished by Edinburgh University 
Press in 1980, which contains two 
lengthy articles on the work of the 
Edinburgh team. 

Although their work had much more 
ambitious goals concerning how expert 
knowledge might be represented and 
stored in a computer, from a chess 
viewpoint alone it is quite remarkable. 
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Here is another of their examples (Black 
to move). 

Most strong players would surely 
now play 1 . . . . N-KB3 ch to bnng the 
King and Knight together (by N-R4 sub-
sequently). However, Black's only draw-
ing move is the apparently suicidal 
1 . . . . N-QB6ch. 

Work of this kind calls seriously into 
question the idea that the endgame is 
well understood at least by grand 
masters. 

Even for this four-piece endgame 
there are numerous previously unsus-
pected problems and even such an 
apparently definitive to me as Reuben 
Fine's Basic Chess Endings has clear-
cut errors as well as severe omissions. 

Figure 3 is an example of the text-
book lapsing (Black to move). 

This position is a variant of one which 
was first analysed in the ninth century. 
White can win in 14 moves. Black's first 
move is effectively forced: l.\.. N-R4 
ch; with the best play for both sides 
continuing 2. K-NS, N-N2. 

Now the textbook gives 3. R-KB 8 an 
exclamation mark, although R-K R5 is 
best and wins one move sooner. More 
seriously, Basic Chess Endings rejects 
3. R-KR7 because of 3 . . . . K-Nl; 4. K-N6 
"drawn". 

This is true but playing 4. K-B6 would 

win. After 3. R-KB8, Black's reply 3 

N-Q3 ch is forced. 

The textbook analysis continues 4. 
K-QB6, N-OB5; 5. R-Q8! The exclamation 
mark is Reuben Fine's, but in faci it is a 
sub-optimal move which extends the 

FIG 3 a b c d e f g h 

game a further 6 moves than necessary 
until White's eventual win is reached. 

Analysis of this kind shows that the 
textbook not only occasionally mis-
judges whether a position is won or 
drawn but frequently gives a move 
which is not the best. If this is the case 
with a four-piece endgame, the infalli-
bility of the rest of the textbook must be 
open to suspicion, to say the least! 

The question remains, how is it possi-
ble to write with such confidence of the 
best moves in positions which seem to 
defy expert analysis? 

Certainly the answer is not by analys-
ing the game out to a conclusion each 
time. There are positions where it takes 
White 27 moves to win (i.e. 27 White 
moves plus 26 Black moves). 

Assuming that each player has an 
average of 10 moves in every position, 
there would be 10 to the power 53 
variations to consider before making 
the first move. 

Nevertheless, the KRKN ending is 
now completely solved for every legal 
starting position. I shall return to this 
topic next month. 

BY MAX BRAMER 
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STICK-STAND 
The Stick-Stand was the 
cheapest and simplest product 
we tested. Basically it's a plas-
tic stand into which your stan-
dard Atari joystick tits snugly. 
You also get a little red ball 
which slips onto the top of the 
standard stick to improve the 
grip. 

Simple but effective. The 
wide-bottom base provides a 
good stable support for the 
stick — and that little red ball 
does improve payabi l i ty — 
especially when the on-screen 
a c t i o n gets fast and 
furious, w Made by 
the U . S . ^ V ^ f i rm Byte, 
the Stick- • Stand costs 
£7.95. 

TRACKBALL 

The Wico trackball is truly a 
video games gourmet control-
ler. 

Once you get used to this 
unusual method of control and 
develop some speed, it gives 
you unbelievable responsive-
ness and adds greatly to play-
ability of any game. 

Left and right commands are 
fairly easy to master but up 
and down movements are a 

little bit more difficult to con-
trol. You wil l have to readjust 
your Pacman technique 
accordingly! 

My one reservation with the 
trackball was with the fire but-
ton. This was part icular ly 
heavy and clicked unnecces-
sarily every time you released 
a missile. 

It would also have been an 
improvement to have a fire 
button in the top right hand 
corner as well as the top left 
for left-handed people. 

Getting the right joystick for your TV games centre is 
becoming as difficult as choosing the right squash 
racquet or set of golf clubs. 

Adverts claim all sorts of things for sticks — that 
they will increase your scores and turn you into a 
pro-player. 

We have already reported on the latest batch ol 
souped-up sticks now being imported into this country 
from the States and this month the C&VG staff sat 
down at our Atari VCS and played a few games using 
the sticks — purely for research you'll understand! . 

Here we bring you the results of our bench-tests on 
four of the new sticks — plus the novel Wico Trackball 
and the simple but effective Byte Stick-Stand. 

Our general impression was that these sticks add a 
great deal to your game and will prove a valuable 
addition to your games centre. 

Most of the sticks we tested were in the £15 • £25 
price range — less than one of the top of the range 
VCS cartridges. Pretty good value in our humble 
opinion. 

We would like to thank Silica Shop, of Sidcup, Kent, 
who supplied the sticks we tested, and import them 
from the States. 

The trackball does not come 
cheap. At £48 you would have 
to forgo one or two games 
which you have had your eyes 
on lor some time in order to 
pay for it. But in my opinion 
this would be well worth it. 

DATABASE 
It you are the proud owner of 
an Interton VC4OO0, Radofin, 
or Acetronic video games cen-
tre then you might not be quite 
so proud of the ever decreas-
ing range of games available. 

As these l i t t le -known 
machines have not generated 
the mass sales of, say the 
Atari, Phillips or Intellivision 
machines there is not a targe 
enough owner base to support 
independent software. It also 
means that the firms who pro-
duce the machines do not tend 
to produce a very wide range of 
games themselves. 

The situation has been im-
proved slightly by the produc-
tion of an adaptor from Volt-
mace which enables all soft-
ware for the Database system 
to be played on any 
of the above 
machines. 

The range of{ 
games for the 
Database is 
probably about 
the most up to 
date of these lesser 

known machines and includes 
versions of the popular arcade 
games Frogger and Pacman. 

The adaptor plugs into the 
software ports on the various 
machines and the Data base 
software is then inserted into 
it. 

The adaptor is available at 
£4.50 from the Batdock. Hert-
fordshire — based firm. 

LE STICK 
Le Stick from Datasoft is a 
real ly nice idea. A joystick 
without a base seems the 
easiest way to describe it. It 
works when the player tilts the 
stick in the direction he wants 
to move, and a pressure sensi-
tive "swi tch" inside the stick 
freezes the action i i the player 
squeezes it gently. 

As I've said before i t 's a 
really nice idea. However in 
practice — on a video games 
centre anyway — it's just not 
responsive enough. You really 
need a lot of practice to get it 
working as well as one of the 

regular design _ 
sticks. 

We tested it on 
maze and space-
type games and 
found it diff icult 
to keep control of 
the action — 
which, of course, 
is all important in 
TV games. 

Le Stick, which 
costs £24.95. 
may come 
into its own 
when i t 's 
used lor 
computer games — but unfor-
tunately our testers just 
couldn't give it the C&VG seal 
of approval — despite the nice 
design concept. 

STAR FIGHTER 
Suncom's Starfighter is de-
scribed by its makers as the 
ultimate joystick. Well, in our 
opinion, despite the two year 
warranty that comes with it, 
the stick fails to come up to 
this extravagant claim. 

The Starf ighter stick is 
short, stubby and difficult to 
get a good grip on — you'll 
soon be suffering from Astro 
Fighter thumb or some such 
aflliction that all video game 
players suffer from time to 
time. 

The fire button is not one of 
this stick's best features. It's 
slow and allows those aliens to 
escape too easily. 

As you've 
g u e s s e d 

is not one ol 
f a v o u r i t e 
costs 

p r o b a b l y 
Starfighter 
C& VG's 

st icks. It 
£19.95. 

WICO LEAD 

WICO STICKS 
The Wico Command Control 
range of joy sticks are the best 
known "gourmet s t icks" as 
they are termed in the U.S., 
where they are currently the 
number one sellers. 

There are two sticks in the 
range — the Red Ball stick and 
the Extended Lever stick. 

Both are highly responsive 
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and offer you a choice of two 
fire buttons. One is mounted at 
the top of the joystick itself and 
the other at 
those of 
to blast-
with Atari 

The Red 
is the dearer 
£27.95. The 
£6 less — 
was not 
f l ec ted j 

the base for 
you used 
ing away 
sticks. 

Ball joystick 
of the two at 
Lever stick is 
which I feel 

re-
.in extra 

responsiveness. 
Both Wico sticks are com-

patible with Atari VCS. Atari 
400 and 800 and the Commo-
dore Vic-20. i 

An adap-
ables the 
he plugged 
T 19 9 4 a , 
T R S • 8 0 
computers, 
produce an 
lead for 
sticks 

tor en-
sticks to 
into the 
Apple and 
home 
Wico also 
extension 

their 
which 

To get to your girl you must 
run along steel girders and up 
ladders while hopping over bar-
rels and fireballs that the gorilla 
is throwing down at you. 

Donkey Kong is one of a range 
of wel l known arcade t i t les 
which have been taken out of the 
arcade and converted to VCS 
format by the new video games 
company Coleco. 

Also released this month are 
Gorf — a space attack game. 

Wizard of Wor takes you down 
into the dungeons where you 
have to outwit and vapourise the 
wizards monsters. You have a 
radar device to help you negoti-

ate the constantly changing 
maze. 

Carnival is a simulation of a 
fairground shooting gallery. 
Blaze away at the clay pipes, 
dancing bears and sitting ducks. 

The Coleco range of VCS 
games wi l l be available from 
most major video games stock-
ists at around £28. 

Coming soon are Zaxxon, Tur-
bo, Lady Bug and Cosmic Aven-
ger. 

Most of Coleco's titles will 
shortly be available for the Intel-
livision machine and also for Col-
ecoVision's own machine which 
will be launched in the Spring. 

Tfiis year hundreds of car-
tridges for TV games centres 
will go on sale. Nol just new 
and original games but new 
versions of old favourites. 

The Atari VCS will continue 
to get the majority of the new 
releases as more people own 
Atari centres than any other 
machine and therefore there 
are greater potential sales. 

To help you make the besl 
choice when buying a new 
game CAVC will be reviewing 
similar games in one batch 
and picking the best one. 

GO WHERE OTHERS FEAR TO FLY 
STAR RAIDERS, STARMASTER, STAR VOYAGER 

is useful for those peo-
ple who like to sit in their 
armchair and play. It sells for 
£5.95. 

TAKE A MAD 
GORILLA 
HOME TODAY! 
DONKEY KONG 

If Mad Mario, a crazy gorilla and 
a beautiful blonde mean nothing 
to you then you have not played 
Donkey Kong. 

This hit arcade game is now 
available in cartridge form for 
Atari VCS owners. 

A couple of shops who man-
aged to gel hold of advance 
copies of the game before Christ-
mas sold out in a matter of days. 
Coleco have promised fresh sup-
plies for March. 

For the uninitiated you play the 
part of Mad Mario who is trying 
to rescue his girtfriend from the 
clutches of a gorilla. 

Nowhere is the competition for 
sales tougher than deep in 
space. You can do battle with the 
Krylons of Star Raiders, Zako-
rians of Star Voyager, and the 
Starfighters of Starmaster. 

These 3D space games from 
the big three VCS manufacturers 
Activision, Imagic and Atari are 
based on the same idea. 

You pilot a craft hurt l ing 
through space at breakneck 
speed. Your mission is to seek 
out the enemy 
ships and des-
troy them 
while avoiding 
their fire and 
p r o t e c t i n g 
your Star-
bases. 

The f irst 
cartr idge I 
plugged in 
was Atari Star 
Raiders. 

This is an 
i m p r e s s i v e 
package com-
plete wi th a 
touch-pad which plugs in to the 
right hand joystick socket on 
your VCS, and operates in con-
junction with the joystick. 

The touch pad controls five 
flight functions whilst the other 
joystick steers the ship and fires 
your photon torpedoes. 

You can call up the galactic 
map to see your position, your 
starbase, and the whereabouts 
of the Krylons. By pressing fore 
view you go back to the view 
from the cockpit of your ship. 

Hyperwarp sucks you through 
the galaxy at great speed to the 
space sector you have selected 
on the galactic map. 

The novel touch-pad add-on 
controls a tracking computer and 
protective force field, which you 
must learn to use selectively as 
they draw heavily on your fuel 
supply. 

Star Raiders is a most playable 
game. Difficult but addictive. At 
first it requires a lot of effort to 

m: 
m 

flB^^BBS • P ; 
Wgg&y -

" A G 

master all the controls. 
Imagic's Star Voyager is much 

easier to get the hang of. 
Apart from the oncoming 

aliens there are only three other 
controls to be watched — radar 
screen, energy level, and the 
number of enemy hits. 

Star Voyager is also easier 
because the aliens come at you 
in a uniform corkscrew move-
ment as opposed to the random 
dodging of Starmaster and Star 
Raiders. 

Star Voyager does have one 
unique feature. Every so often 
you get an audible signal telling 
you a star portal is in close 
proximity. 

You must fix your sights on this 
and fly towards it. 

As you get nearer the tiny 
square will grow larger and lar-
ger till it fills the screen which 
then flashes through a sequence 
of colours. When this is done you 
have then passed safely through 

a star portal 
Activision's 

Starmaster is 
the closest to 
the Atari ori-
ginal with a 
galactic map 
and an excel-
lent super-
speed simula-
tion. 

Starmaster 
has the best 
attack compu-
ter display of 
the three 
games. As you 

fly into a sector occupied by 
enemy ships the control panel 
turns red. Hits on the enemy 
cause the screen to flash red. 
Yellow flashes mean the enemy 
has scored a direct hit on your 
craft. 

Starmaster and Star Voyager 
both retail at around £25.00. 

For game presentation and 
sheer game play Slar Raiders at 
£29.95 is the best of the bunch. 
Although Starmaster gives the 
toughest fight. 
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ARCADE 
PIGGIES IN THE MIDDLE 
The secret of success at maze-
chase games is knowing what to 
expect of your pursuers. 

In the two screens of Amidar, 
the chasing warriors and cuddly 
toys are more predictable than 
most arcade pursuers — one 
goes around the outside of the 
rectangle f i l led screen (the 
tracker) and the other four (the 
Amidars) turn each time they 
come to a corner. 

Amtdar is a game of screen 
filling. A network of staggered 
rectangles provide the lines for 
your gorilla to travel on and each 
time you paint around a square it 
fills in, adding to your score. 

The first screen Amidars are 
warriors and your best tactic is 
to go to the bottom left-hand 
corner and clear that area. At 
this point all the Amidars are on 
fixed routes and remain so until 
you reach your next objective, 
the top right corner, when they 
all begin to follow you as best 
they can. 

Fill this corner whi le the 
tracker is at the top of the screen 
and follow it around the edge 
closely. Then Amidars won't cut 
in between you and the tracker. 

It w i l l lead you to the top 
left-hand corner. Clear that area 
and head for the screen centre 
to do the same there, before 
moving to the final corner. 

Leave the square in this cor-
ner until the Amidars are sur-
rounding you, then complete it. 
This will have the same effect as 

TIPS ON AMIDAR 
eating a Pacman energiser — 
the Amidars will turn blue and 
turn tail and can be eaten for 
bonus points. 

Don't blindly follow them, they 
are not any slower but aim to 
meet them head on. A dead Ami-
dar falls to the bottom of the 
screen and if it hits you on the 
way you'll lose a life. 

You have now earned a bonus 
screen, consisting of a rough 
maze connecting a female Ami-
dar, pink, piggish cuddly toy, at 
the top of the screen and a 
bunch of bananas at the bottom. 
Press the "jump" button as the 
pig reaches the entrance that 
leads to the bananas, for a 5,000 
point bonus. 

Amidar 's second screen 
proper turns you into a paint 
roller. The Amidars and tracker 
are all pink pigs and you can only 
get points for squares connected 
to one-another. 

Start by going right up the 
middle of the screen for 2,740 
points. You can then go to the 
four corners to turn the pigs 
yellow and chomp up a bonus. 

If the tracker comes off the 
outside loop during this screen, 
beware! Any second she is going 
to slip right onto your tail and 
stay there. Every time you clear 
all three screens, you get a 2,000 

point bonus, then it's back to the 
first screen with an extra Amidar. 

The "jump" button causes the 
Amidars to spin for a second and 
you can then pass through them. 
Press it only when right next to 
one, on a collision course and 
don't hold the button down, it 
repeats. 

You only get so many jumps 
each screen and you cannot 
afford to waste any of them, So, 
be positive. 

Extra lives come at 50,000. 
70,000 and every 500,000. 

BLINK AND DON'T MISS 
If you don't like being watched, 
you're in for a nervous time when 
you play Eyes — because they're 
everywhere! 

Small eyes haunt the screen 
maze, while their larger compat-
riots roam at wi l l and if they 
blink, you may well have looked 
your last upon this life. 

You also resemble an eye-like 
creature in this game and your 
task is to eat as many of the 
smaller eyes (Pacman fashion) 
as you can whi le t ravel l ing 
around the maze and clear the 
screen. 

When confronted by a larger 
specimen, your options are to 
fire quickly before it can turn to 
look in your direction or dodge 
out of its line of sight. 

Missiles from the eyes travel 
in a straight line. And while they 
do travel faster than you can run. 

EYES 
death is hardly instantaneous. It 
is possible to dodge around a 
corner and watch it pass harm-
lessly by. 

The secret of survival is not to 
get caught on a long corridor a 
few inches away from the 
nearest exit and not to be temp-
ted to fire at an eye in the mis-
taken belief that its death will 
stop the oncoming b u l l e t . . . it 
won't. 

The only safe way to fire at 
eyes, is before they have fully 
turned a corner. 

The game is played at a 
leisurely pace and appears a lot 
easier than it actually is. Killed 
eyes return to hunt a few brief 
seconds later and materialise on 
the outside corridors — so keep 
an eye out for them. 

A DRAGON AT 
THE END OF 
THE TUNNEL 
EEEEEE 
Super Zaxxon takes the graphics 
of its predecessor and improves 
the game. 

You still have to attack the 
blue space fortress, watching 
your shadow and altimeter to 
gauge position and height above 
the deadliest of arcade batteries 
Missile's, turret guns, tracking 
antennas and force fields bar 
your way and there's a small 
tunnel which must be entered 
low in the centre of the screen. 

This is made more awkward 
by having a missile launching 
pad just before the tunnel en-
t rance. The tunnel is a new 
Zaxxon feature which inhibits 
your altitude and makes the play-
er fight his way past planes, 
flying minelayers, self-destruct-
ing robot spacecraft and indes-
tructible mines. 

The final challenge is with a 
larger- than- l i fe f i re-breathing 
dragon. Only six hits into his fiery 
mouth can kill the dragon which 
dwarfs your attack vessel. 

The most useful firing you can 
do in Super Zaxxon is to help 
check your altitude and it still 
suffers from looking better than it 
plays. 
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The year of the mutant - that's 
what 1983 is turning out to be. 
Pinball manufacturers are 
plundering the video world for 
game themes and some strange 
hybrids are appearing. 

Williams have gone to that 
all-time arcade winner. Defen-
der, for a theme. Their latest 
pinball shown at the recent 
Amusement Trade Exhibition -
has mutants, swarmers and 
smart bombs built in to the game. 
And a complicated pin it is too. 

To start off with the machine 
has four buttons - one pair to 
operate the flippers, the other 
two with different functions. 

The second button on the 
right-hand side of the machine 
operates a lane change feature. 
The left hand button works a 
"kick-back" device - similar to a 
feature on early Bally games -
which saves a ball destined for 
oblivion down the out chute. You 
have to earn points to use it of 
course! 

There's also a mysterious 
Smart Bomb feature which our 
reviewer, Gary Flower of the Pin-
ball Owners Association didn't 
have time to fathom. It's also a 
multiball game which adds to the 
excitement. All in all a challeng-
ing and different pin. 

HAVE A BALL 
DOWN BELOW 
The joys of tunnelling are fully 
explored in the surrealistic world 
of Mr Do. 

Dig-Dug first tempted game-
sters below the surface, but Mr 
Do takes the best from that game 
theme and improves on it. 

Mr Do is a pixie-like creature 
with a magic ball who spends his 
time below ground being chased 
by some small hungry crimson 
dinosaurs. He runs through ex-
isting tunnels and can create 
new ones, only more slowly. 

The dinosaurs can also dig 
new passage-ways but prefer to 
chase you through tunnels of 
your own making. 

Large golden apples lie buried 
in this subterrannean world and 
these act like the rocks in Dig-

Dug. Tunnelling up underneath 
makes them rather shaky and a 
split second later they plummet 
down on top of anything follow 
ing you. 

When the dinosaurs get too 
close you can spin around and 
fire your magic ball at them. This 
bounces through the passage 
way and can knockout a whole 
herd of pursuing creatures if it 
hits the leading one. But they are 
only KD-ed briefly and your 
magic ball disappears for a num-
ber of seconds. 

AN ISLE SO NEAR 
S E E 

Come on in, the water 's . . er-
. . . interesting. Swimmer may 

look just like a plunge into the 
river in search of an idyllic isle 
but there's a lot lurking beneath 
the blue waters. 

Treasure island is what your 
Swimmer should be aiming for 
with the aid of an eight-way 
joystick and a dive button but 
there's a few problems going 
against the current. 

There's the driftwood for ex-
ample. And watch out for those 
curious turtles, they bite! You 
can gather the floating fruit for 
bonus points but keep a watch 
out for a monstrous crab, which 

THE RECORDS TUMBLE 

is waiting for you at the end of 
the third screen. 

Small guerri l la crabs also 
close in, fast and hungry and 
it's time to hit the dive button, 
hold your breath and swim 
under your adversaries. 

If you aim for a golden ring' 
floating amongst the enemies, it 
can turn your swimmer into a 
superman, invulnerable to your 
enemies, but only for so long 

Back to mere mortal and there 
are sly water spiders and vicious 
piranhas in the river. 

The aim is to defeat the host of 
predators and find the sanctuary 
of treasure island. 

I 

After a while the dinosaurs 
split up and start coming at you 
from different angles. When 
things get too close for comfort 
and even your magic ball can't 
keep them all at bay, then there 
is another answer. 

A flashing prize in the centre 
of the screen can be collected by 
Mr Do and this has the effect of 
disabling the dinosaurs. But in-
stead a whole host of new blue 
monsters with gnashing teeth 
appear at the top of the screen 
and come after you. 

These can also be KO-ed by 
the magic ball and will also tire in 
their chase and eventually give 
up to be replaced by the dino-
saurs again. 

The mazes are dotted with 
tempting red cherries which Mr 
Do must eat. Once all these have 
been cleared he is free to go 
onto the next screen full of yet 
more cherries, apples and dino-
saurs but with a different maze. 

The competition on high scores 
is really hotting up with some 
records changing hands almost 
daily. 

Tim Haywood's Pacman score 
has been the main victim of the 
host of new record scorers. It 
has now been doubled. 

Tony Eaton found his way into 
the local paper with a 1,674,500 
score. He munched his way 
through 138 screens and it took 
him two and a half hours. That 
beat most of the claimants for 
the Pacman record. 

But he was recently bettered 
by David Ross, a veteran of our 

1982 Best Arcade Game Player 
title. David rules the roost on the 
Isle of Wight with a score of 
2,934,470 

A humble editor offers 17,410 
on Pengo which was scored at 
the Amusements Trade Exhibi-
tion. It probably won't last for 
long. 

Other games which provided a 
torrent of response were: Ami-
dar (it'll be some time before 
anyone beats our current cham-
pion! Pheomx and Scramble. 

We're sti l l keen to receive 
some scores for I ron , Space 
Dungeon and Tutankham. 

SCRAMBLE 
2.332.230 

James Thomas 

TEMPEST 
1,080,260 

Paul Mitchell 

G0RF 
972,830 

Gary Miller 

GALAGA 
1,223.290 

Carl Warrington 

FAST FREDOIE 
1,279,110 

John Greggor 

FROGGER 
116.150 

Richard George 

DIG DUG 
999,990 

Tooba Zaidl 

DONKEY KONG 
428.300 
John Bull 

QlX 
263,820 

Sarabjit Singh 

CRUSH ROLLER 
471.530 

Alan Oowler 

PACMAN 
2.934.470 
David Ross 

AMIOAR 
782.010 

Adrian Eyre 

r o b o t r o n 
537.450 

David Ross 

PENGO 
17.410 

Terry Pratt 

PHEON1X 
488.330 

Martyn Monagham 
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DEFUSE 

BY J . DAV1E3 

* 0 00000000707 I F I F " > 
"0000243CrFFFFFKF"> 
" 0 0 0 0 0 0 0 0 F 0 E 0 F 8 F 8 " ) 
" IF If 0 7 0 7 0 7 0 7 3 F 3 F " ) 
" FBFE3E0E0E0E0F CF C" ) 
" 3 F 3 F 7 F 7 F 7 F 2 3 2 3 1 3 " ) 

REM 
REM 
REM 

REM SET CHARACTERS 
CALL CLEAR 
CALL CHAR<104 
CALL CHAR ( 1 0*j 
CALL CHAR<106 
CALL CHAR<107 
CALL CHAR<108 
CALL CHAR < 109 
CALL CHAR <110 
CALL CHAR <111 
CALL CHAR <112 
CALL CHAR <113 
CALL CHAR <114 
CALL CHAR<96t 
CALL CHAR<97» 
CALL COLOR<10 
CALL COLOR(9t 
CALL COLOR<12 
CALL COLOR<11 
RESTORE 

FOR 1=136 TO 144 
READ A* 
CALL CHAR < I . A * ) 
NEXT I 
DATA 0 0 1 0 3 0 1 0 1 0 1 0 1 0 3 8 . 

0038440408 1 0.?07C t 00384 404 1 80444 3 8 . 
0 0081828487C0808 . 007C4078R4044 ' «38 

"FFFFFFFF FF3C1G00" > 

"FCFCFEFEFEC4C4C8- > 
M 130B0B0707030FFF"> 

" " ) 

"C8D0P0E0C 0 C 0 F 0 F F " ) 

18183C5A9918244 2"> 

187E7E1618187EFF"> 

5 . 1 6 ) 

4 . 1 6 ) 

t 5 . 1 5 ) 

12.16) 

A chain of nuclear reactors is ready to explode — and only you 
can stop them! 

Your job is to defuse this potentially explosive situation by 
entering each reactor and shutting it down. 

The reactors appear at random, and you must steer your 
nuclear expert through them. This defuses the reactors — but 
gives your little man a radioactive trail which he must not cross. 

There's another snag too — the reactors must be defused in 
the right order — otherwise it's apocalypse time! 

The game features full colour graphics, sound effects and full 
instructions. It will run on a Texas TI99/4 or 4a no peripherals 
are needed. 
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I N S T R U C T I O N S " : 
THEN 4 5 0 E L S E 4 8 0 

THEN 4 3 0 
R E A C T O R S - * 

3 0 0 DATA 0 0 1 8 2 0 4 0 7 8 4 4 4 4 3 8 , 0 0 7 C 0 4 0 8 1 0 Z : 0 2 0 2 0 i 
0 0 * 8 4 4 4 4 3 8 4 4 4 4 3 8 * 007' /14 4 4 4 3 C 0 4 0 8 3 0 
3 9 0 DEF RAN (X > = I N T ( X * RND ) 1 
4 0 0 RANDOMIZE 
4 1 0 F C O L O U R - 1 6 
4 2 0 CALL C O L O R ( 1 6 i 9 i 9 ) 
4 3 0 I N P U T " D O YOU WANT 
4 4 0 I F S E G * ( O * , 1 i 1 ) = " Y " 
4 5 0 CALL CLEAR 
4 6 0 G0SU8 2 1 1 0 
4 7 0 GOTO 5 0 0 
4 8 0 I F S E G K O t . l i 1 ) < > " N 
4 9 0 REM S K I L L L E V E L - N a . 
5 0 0 CALL CLEAR 

5 1 0 I N P U T " G I V E YOUR S K I L L L E V E L 
( 1 TO 5 ) " I S K I L L 
5 1 5 S K = S K I L L + 4 

I F < S K > 9 ) + ( S K < 5 > THEN 5 1 0 
FOR 1 = 2 TO 8 
C A L L C O L O R ( I I 2 I 1 ) 
NEXT I 
REM BORDER 
C A L L CLEAR 
C A L L S C R E E N ( 1 6 ) 
C A L L H C H A R ( l i l i 1 5 2 t 3 2 J 
C A L L H C H A R ( 2 4 , 1 , 1 5 2 , 3 2 ) 
C A L L V C H A R ( 1 i 1 i 1 5 2 * 2 4 > 
C A L L V C H A R ( 1 , 3 2 , 1 5 2 » 2 4 > 
REM D I S P L A Y REACTORS 

5 2 0 
5 3 0 
5 4 0 
5 5 0 
5 6 0 
5 7 0 
5 8 0 
5 9 0 
600 
610 
620 
6 3 0 
6 4 0 
6 5 0 
660 
6 7 0 
6 8 0 
6 9 0 
7 0 0 
7 1 0 
7 2 0 
7 3 0 
7 4 0 
7 5 0 
7 6 0 
7 7 0 
800 
8 1 0 
820 
8 3 0 
8 4 0 
8 5 0 
860 
8 7 0 
880 
8 9 0 
9 0 0 
9 1 0 
9 2 0 
9 3 0 
9 4 0 
9 5 0 
9 6 0 
9 7 0 
9 8 0 
9 9 0 
1000 
1010 
1020 
1 0 3 0 
1 0 4 0 
1 0 5 0 
1 0 6 0 
1 0 7 0 
1080 
1 0 9 0 
1 1 0 0 
1 1 4 0 
I 1 5 0 
1 160 
1 1 7 0 
1 180 

C A L L C O L O R ( 3 , 1 6 , 5 ) 
C A L L COLOR ( 4 , 1 6 , 5 ) 
C A L L C O L O R ( 1 5 , 1 6 , 9 ) 
CALL COLOR ( 1 4 , 1 6 , 9 ) 

TO SK FOR R E A = 1 
R = R A N ( 2 2 ) 
C = R A N ( 3 2 ) 
REM CHECK AREA I S CLEAR 
FOR R S C A N = R - 1 TO R + 5 
FOR C S C A N = C - 1 TO C + 4 
CALL GCHAR ( R S C A N , C S C A N , G E T ) 
I F G E T 0 3 2 THEN 6 9 0 
NEXT CSCAN 
NEXT RSCAN 
C A L L H C H A R < R , C , 1 0 4 > 
C A L L H C H A R < R , C + l , 1 0 5 ) 
C A L L H C H A R { R , C + 2 , 1 0 6 > 
C A L L H C H A R ( R + l , C , 1 0 7 ) 
C A L L H C H A R ( R + l i C + 2 , 1 0 8 ) 
C A L L H C H A R ( R + 2 * C , 1 0 9 ) 
CALL H C H A R ( R + 2 , C + l , 1 1 0 > 
C A L L H C H A R < R + 2 , C + 2 , 1 1 1 > 
CALL H C H A R ( R + 3 , C , 1 1 2 ) 
C A L L HCHAR < R + 3 » C + 1 , 1 1 3 ) 
C A L L HCHAR( R + 3 , C + 2 » 1 1 4 ) 
C A L L H C H A R < R + l t C + l , 1 3 5 + R E A > 
C A L L S O U N D ( 2 0 0 , 8 0 0 , 0 ) 
C A L L S O U N D ( 1 0 0 , 7 5 0 , 0 ) 
NEXT REA 
REM 
REM THE GAME 
R = R A N ( 2 2 ) + 1 
C = R A N ( 3 0 ) + 1 
C A L L G C H A R ( R , C , G E T ) 

I F G E T 0 3 2 THEN 9 7 0 
C A L L H C H A R ( R , C , 9 6 > 
REM GET KEY AND MOVE 
C A L L K E Y ( 3 , K , S ) 
R T » R + ( K = 6 9 ) - ( K = » 8 8 ) 
CT = C+ < K « 8 3 ) - ( K = 6 8 ) 
C A L L G C H A R ( R T , C T , G E T > 
I F G E T = 1 1 3 THEN 1 1 8 0 
I F G E T = 1 2 0 THEN 1 4 1 0 
I F G E T < > 3 2 THEN 1 1 4 0 
CALL H C H A R < R , C , 1 2 0 > 
FCOLOUR«=25-FCOLOUR 
C A L L C O L O R ( 1 4 , F C O L O U R , 9 ) 
CALL C O L O R ( 1 5 , F C O L O U R , 9 ) 
GOTO 1 0 3 0 
REM DEFUSE 

1 bio 

1 4 4 0 
1 4 5 0 
1 4 6 0 
1 4 7 0 
1 4 8 0 
1 4 9 0 



Now, service as 
good as your Atari 

Now you can place your ATARI* in the ^Fsafest hands in the country. WeVe set up a national 
network of Independent Service Centres to service ATARI Video Computer Systems "and Home 
Computers, in or out of warranty. 

Each one has been inspected and the staff have been specially trained by us.So wherever you see 
the ATARI SERVICEu badge, yoi/ll also see some fast service. We're increasing the list all the time, so if 
there isn't currently one near you, call our Customer Relations Department on Slough (0753) 24561. 

Avon 
Mastercare Uphill Works, 
HawardenTerrace 
LarkhaR. 
Balh BAl 6RE 
Tel 022527517 
Bedfordshire 
Master care Service Centre. 
Windsor Road, 
Mile Road Ind Estate, 
Bed fo rd MK4 29X1 
Tel: 0234 46591 
Berkshire 
Atari Service Centre, 
Atari House.Repair Dept, 
Railway Terrace. Stough, 
Berkshire SL2 5BZ 
Tel 075333344 
Mastercare 
Ark wright Road. Reading. 
BerkshireRG2 0LX 
Tel 0734863186 
Buckinghamshire 
Mastercare 
653 London Road, 
Wycombe Marsh. 
High Wycombe. 
Bucks HPIHEH 
Tel: 0494 444704. 
Cheshire 

•AS WootonsASons, 
116EdlestonRoad, 
Crewe 
Cheshire CW2 7HD 
Tel 0270 214U8. 
Mastercare 
4 Ark might Road, 
Astmoor Industnal Estate, 
Runcorn, 
Cheshire WA71NV 
Tel 0928563772 

•Pooles (Electronic 
Specialists} Ltd. 
59 63 Station Road. 
Northvwch, 
Cheshire CW9 5LI 
Tel: 06063010 

Cleveland 
Mastercare Lustrum Ave, 
North Teesstde Ind. E state. 
Stockton on Tees. 
Cleveland TS18 21® 
Tel: 0642 616991 
Clwyd 
GP Video Systems. 
36 HenWos Street. 
Wrexham, Clwyd LL13 8*0 
Tel 0978264451 
Cornwall 
Mastercare, Vtan Road, 
Camborne 
Cornwall Tfil4 7TB 
Tel 0209714431 
Cumbria 
Mastercare 
Gitwilly Trading E state. 
Penrith. Cumbria CA111EH 
Tel 076862345 
Derbyshire 
Master care Gosforth Road. 
Osmaston Park Ind Est, 
Derby. Derbyshire 0E2 8HX 
Tel 0332 372221 
Devon 
Mastercare 
Venny Bridge Whipton, 
Exeter, Devon Ex4 8JG 
Tel 039266141. 
Dorset 
Mastercare 
75/77 Windham Road, 
Bournemouth, 
Dorset BH14RN 
Tel 0202 38347. 
Dyted 
Mastercare E lectnc House. 
Castle Street. 
Newcastle E mlyn SA38 9AF 
Tel 0239 710107. 

Essex 
Maplin Electronics 
SuppiiesLtd.UnifA; 
Oak Road South. Hadieigh, 
Benfleet,Essex SS7 2BB 
Tel: 0702 552911 
Mastercare Unit 4, 
Hanbury Rd. Chelmsford. 
Essex CM13AE 
Tel: 0245 83616 
Glamorgan South 
MastercareUmt 2. 
Ace Ind. Estate Ferry Rd, 
Grangetown, Cardiff. 
Sth Glamorgan cnvJl 
Tel 0222372254 
Grampian 
Mastercare, Tyock Ind E St., 
Elgin, Grampian IV301XY 
TeT 0343 3362 
Hampshire 
Mastercare Mill Brook 
Factory E state Mill Brook Rd, 
Southampton. 
Hampshire S091LQ 
Tel 0703 783133 
Microchips. 
46 48 St George* St., 
Winchester. 
Hampshire S023 88£ 
Tel-0962 55455 
Hereford & Worcester 
Mastercare St Mark's Close, 
Cherry Orchard, 
Worcester WK5 3DJ 
Tel 0905355921 
I I , , j . L ; 

Hertiorasnire 
Spectrum Service Centre 
2 Lordship Centre 
Howard Dr.Letchworth, 
Hertfordshire SG620F 
Tel 0462679548 

Isle of Wight 
Master care, 
Riverway, Newport, 
isle of Wight P030 5UX 
Tel 0983524447 
Kent 
Mastercare 57 Bower La., 
Maidstone Kent ME168t J 
Tel 0622 672921 
Micro Machines Ltd.. 
64 Burgale Canterbury, 
Kent C H 2HJ 
Tel 0227 69090 
Silica Shop Ltd, 
1 4 The Mews, Hatherley Rd. 
Sidcup.Kent DA14 4DX 
Tel 013091111 
Lancashire 
Norman Audio Ltd, 
51 Fishergate Preston, 
Lancashire PR! 86H 
Tel: 0772 53057 
Gemini Computer 
Servicing Ltd.. 
50 Newton Street. 
Manchester 1. 
Lancashire Ml 2EA 
Tel 061 236 3395. 
Mastercare 
Manchester Road, 
Manchester Road Ind 
Estate Bolton, Greater 
Manchester 8L32NJ 
Tel: 0204 21724 
Mastercare 18 Crook St, 
Preston, Lancashire PRl 5LS 
Tel: 0772 796435 
Leicestershire 
Mastercare, 
44 Kenilworlh Drive, 
Oadby. Leicester l£2StB 
Tel 0533 713368 

Lincolnshire 
Mastercare 
ISKmgsway. Lincoln. 
Lincoln shire LN58AH 
Tel 052228148 
Lothian 
Mastercare 4 Napier Sq, 
Houston Ind Estate 
Livingston, 
WLothian EHS4S0G 
Tet 050630251 
Midlands West 
Mastercare, 
Hampstead Ind Estate 
Old Walsall Road. 
Birmingham, 
West Midlands B4210U 
Tel 021 3585061 
Staffordshire 
Master care 
67/69 Ford Green Road, 
Smallthom, Stoke-on Trent. 
Staffordshire ST6INV 
Tel 078288617 
Strathclyde 
Mastercare C/0 Bridges. 
23 Washington Road, 
Abbotsinch Ind. E state. 
Paisley, Strathclyde Pft3 4tx 
Tel 041-887 7011 
Suffolk 
Mastercare Unit 9, 
Farthing Road, Spr ought on. 
Ipswich. Suffolk IP1 SAP 
Tel: 0473 47101 
Surrey 
Advanced Electronic 
Services Ltd , 
3WeakJstoneRoad, 
Kimpton Road E state 
Sutton. Surrey SM 3 9QN 
Tel: 01-641 4444 

Service that's as good as Atari. 
«ATAf l l andPei ign,Re*>r iU.K l m r H r t d M n a A s o l A t t n l f l C u n S i S f f v i c e m a r H o l A u r i t n t "VCSon^ 

J.S Simnett Computers Ltd, 
The Computer Shop. 
91 Acre Road, 
Kingston uponThames. 
Surrey KT2 6ES 
Tel 01 5463793 
Mastercare 
33/36 Fullerton Road, 
Croydon. Surrey CRO €J0 
Tel 01-6564711 
Sussex 
Gamer, 
24 Gloucester Road. 
Brighton, 
East Sussex BN14AQ 
Tel 0273698424 
Master care 12 Bear Yard, 
Ciiffe High St . Lewes, 
East Sussex BN 7 2BA 
Tel 079163241 
Yorkshire 
Mastercare 
MilltieldLane. 
Nether Poppleton. York. 
North YorksY026PB 
Tel 0904 794121 
Mastercare. 
Industrial Road. 
Carttonlnd Estate 
BarnsleyS/13PH 
Tel 0226 723242 
Frank Hepworth Ltd, 
9 Stainland Road. 
Greet land. Halifax. 
Yorkshire HX 4 8A0 
Tel 0422 72059 
Republic of Ireland 
Omnitek Ltd. 
45 Cookstown E state, 
tatlaghl Co. Dublin, Ireland 
Tel: (01) 521036 
Guernsey 
Guernsey Computers Ltd. 
33 Commercial Arcade, 
St Peter Port. Guernsey, 
Channel Islands 
Tel 048128738 
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1 5 0 0 
1 5 1 0 
1 3 2 0 
1 5 3 0 
1 5 4 0 
1 5 3 0 

1570 
1380 
1590 
1600 
1 6 1 0 
1620 
1630 
1640 
1630 
1660 
1670 
1680 
1690 
1 700 
1710 
1720 
1730 
1740 
1750 
1760 
1770 
1780 
1790 
1800 
1810 
1820 
1830 
1840 
1850 
1860 
1870 
1880 
1890 
1900 
1910 
1920 
1930 
1940 
1950 
1960 
1970 
1980 
1990 
2000 
2010 
2020 
2030 
2040 
2030 
2060 
2070 

FOR D « 1 
N E X T D 
N E X T I 
C A L L 
CALL 
C A L L 

TO 5 0 

COLOR ( 9 » 1 6 ) 
HC.HAR ' P t O i 9V ) 
G C H A R t t t + i i C « 6 E T ) 

I ' GET 1 0 5 THEN 1 5 8 0 
CAL t H C H A R ( R + 5 i C > 1 2 0 > 
GOSUB 1 7 3 0 
C A L L C L E A R 
C A L L C O L O R ( 3 . 2 » 1 ) 
C A L L COLOR< 4 , 2 , I ) 

YOU RAN OVFR Y< >UR T R f t l L " 

YOU H A V E D I E D " 
> S 5 

'WOULD YOU L I K E 
' ( Y E S OR N O ) " ; 

TO TRV A G A I N -

P R I N T 
P R I N T 
P R I N T 
P R I N T 
P R I N T 
N = 0 
I N P U T O * 
I F S E G * < < 5 * . l i 1 >*=" Y " THEN 4 3 0 
I F S E G » < 0 » , 1 . 1 > " " N " T H E N 1 7 2 0 
GOTO 1 6 8 0 
S T O P 
REM F U N E R A L MARCH 
RESTORE 1 8 0 0 
READ N O T E i D U R 
I F C N O T E = 0 > * C D U R = 0 > THEN 1 7 9 0 
C A L L S O U N D ( D U R . N O T E . O ) 
GOTO 1 7 5 0 
R E T U R N 
D A T A 2 9 4 . 4 0 0 . 2 9 4 . 3 0 0 . 2 9 4 . 2 4 0 , 2 9 4 , 3 0 0 . 
D A T A 3 3 0 , 3 5 0 . 2 9 4 . 3 5 0 . 2 9 4 , 3 0 0 . 2 7 7 . 3 5 0 , 
REM WRONG REACTOR 
FOR 1 = 1 TO 3 0 S T E P 2 
C A L L S O U N D C - 1 0 0 0 , - 7 . I ) 
F C 0 L 0 U R = 2 5 — F C O L O U R 
C A L L S C R E E N ( F C O L O U R ) 
N E X T I 

T H E ' 

C A L L S C R E E N ( 9 ) 
GOSUB 1 7 3 0 
C A L L C L E A R 
C A L L S C R E E N < 1 6 ) 
C A L L COLOR< 3 , 2 , 1 ) 
C A L L COLOR < 4 i 2 i 1 ) 
P R I N T " Y O U D E F U S E D THEM I N 
P R I N T ' WRONG O R D E R -
P R I N T s i " T H E Y A L L BLEW U P " 
P R I N T " Y O U WERE K I L L E D ' " 
GOTO 1 6 5 0 
REM S U C C E S S 
GOSUB 1 3 3 0 
C A L L C L E A R 
P R I N T " C O N G R A T U L A T I O N S " 
C A L L COLOR < 3» 2 . 1 ) 
C A L L C O L O R < 4 , 2 * U 
N = 0 
P R I N T t i n 
P R I N T " W E L L D O N E . . 

: " T H E N A T I O N " 
2 0 8 0 P R I N T : s 

GOTO I 6 * + 0 
REM I N S T R U C T I O N S 
FOR 1 = 2 TO B 
C A L L C O L O R < I , 1 6 , 5 > 

I 

S C R E E N * 5 ) 
C L E A R 

3 4 9 . 4 0 0 , 3 3 0 , 3 0 0 
2 9 4 , 5 0 0 . 0 , 0 

YOU J U S T S A V E D ' 

2 0 9 0 
2100 
2110 
2120 
2 1 3 0 
2 1 4 0 
2 1 3 0 
2160 
2 1 7 0 
2180 
2 1 9 0 
2200 
2210 
2220 
2 2 3 0 
2 2 4 0 
2 2 3 0 
2260 

NEXT 
C A L L 
C A L L 
R * l 
M * = " D E F U S E " 
GOSUe 2 5 6 0 
R = 2 
M * = " * » * * - » » * » " 
GOSUB 2 5 6 0 
R = 4 
M * = " D E F U S E THE N U C L E A R R E A C T O R S " 
GOSUe 2 5 6 0 
R = 5 
M * = ' E A C H ONE I S ABOUT TO E X P L O D E ' 

2 2 7 0 
2280 
2 2 9 0 
2 3 0 0 
2 3 1 0 
2 3 2 0 
2 3 3 0 
2 3 4 0 
2 3 5 0 
2 3 6 0 
2 3 7 0 
2 3 8 0 
2 3 9 0 
2 4 0 0 
2 4 1 0 
2 4 2 0 
2 4 3 0 
2 4 4 0 
2 4 5 0 
2 4 6 0 
2 4 7 0 
2 4 8 0 
2 4 « 0 
2 5 0 0 
2 5 1 0 
2 3 2 0 
2 5 3 0 
2 5 4 0 
2 5 5 0 
2 5 6 0 
2 5 7 0 
2 5 8 0 
2 5 9 0 
2600 
2610 

D E F U S E D BY M O V I N G " 

THE REACTORS L E G S ' 

D E F U S E D I N T H E " 

GOSUB 
R-=7 
M4 = * T H E Y ARE 
GOSUB 2 5 6 0 
R = 8 
M * = " U P B E T W E E N 
GOSUB 2 5 6 0 
R=>10 
M * = • T H E Y MUST B E 
GOSUB 2 5 6 0 
R= 1 1 

M t = " C O R R E C T ORDER 1 

GOSUB 2 5 6 0 
R = 1 4 
M*=" " BEWARE OF T HI 
GOSUB 2 5 6 0 
R = 1 5 
M * " W H I C H YOU L E A V E 
GOSUB 2 5 6 0 
R - 1 7 
M* " U S E T H E FOUR ARROW 
GOSUB 2 5 6 0 
R=20 
M i - " P R E S S ANY K E Y TO 
GOSUB 2 5 6 0 
C A L L KEY < 0 . K , S ) 
I F S=-0 T H E N 2 5 2 0 
R t TURN 
REM MESSAGE D I S P L A Y 
C = 1 6 - L E N < M * > / 2 
FOR 1 = 0 TO L E N ( M t ) 1 
C A L L H C H A R ( R , C + I , 1 5 2 > 
CALi HCHAR < R , C+ I . A S C ' S E G * < M t . I , : ) 
NEXT 1 1 

RETURN 

R A D I A T I O N T F t A l l 

B E H I N D " 

K E Y S ' 

P L A Y D E F U S E ' 



0 , 0 , "Ue i coaie T o P o 
By © u o n a t h . » n Y e o » a 

1 0 PHPER 7 : C L 5 : BORDER 7 : I N 
K 0 

2 0 P R I N T RT 
0 i J ! " ; RT 2 , 6 ; 
n s © " 

3 0 P R I N T RT 5 , 0,; " I n 3 t f U C t i O D i " 
j RT 6 , 0 ; „ " ; RT 9 , 0 , " X 
) U a i t F o r T h e C o « p u t e r T o B r e a f c " 

4-0 P R I N T RT 1 1 , 0 ; " 2 ) R i k F o r T h 
e B a l l O f Y o u r " ; R T 1 3 , 2 ; " G h o i c a 
" ; R T 1 5 . 2 ; " I n p u t R D i r e t i o n find 
S t r e n g t h . " ; R T 1 7 . .2 ; " P r e s s R e t u r n 

R n d Ua t ch " ; RT 20.. 5 ; " P r a s s R n y K 
c y To c o n t i n u e " 

5 0 B E E P R N D * . l , R M D f 5 0 : I F XNKC. 
Y $ = "*' T H E N GO TO 5 0 

9 0 BORDER 7 : P R P E R 7 : C L S : XM 
K 0 

1 0 0 FOR n « 0 T O 7 : RERD 3 : P O K E 
USR " a " : NEXT n 

1 1 0 DRTR B I N 0 0 1 1 1 1 0 0 , B I N 0 1 1 1 1 
1 1 0 , B I N 1 1 1 1 1 1 1 1 j B I N 1 1 1 1 1 1 1 1 , 6 1 
N 1 1 1 1 1 1 1 1 , B I N 1 1 1 1 1 1 1 1 , B I N S i l l 
1 1 1 0 . . B I N 0 0 1 1 1 1 0 0 

1 2 0 I N K 4 : P L O T 119. , 0 : DRAW 1 3 6 
. 0 : DRRU 0 , 1 6 6 : DRRU - 1 3 6 , 0 - . D R R 

U 0 , - 1 6 6 
1 3 0 I N K 4 : P L O T 1 3 6 , 7 : DRRU 1 0 4 

, 0 : P L O T 2 4 - 6 , 1 5 : DRRU 0 , 6 4 . . Pi_OT 
2 4 8 , 9 0 : DRRU 0 , 6 3 ; P L O T 1 2 6 , 1 5 . 
DRRU 0 . 6 4 . P L O T 1 2 6 , 9 0 : DRRU 0 , 

6 2 : P L O T 1 3 6 , 1 6 1 : DRRU 103. . O 
14.0 P L O T 1 3 4 . , 7 : DRRU - 6 , 8 , - P I : 

P L O T 2 3 9 , 7 : DRRU 9 , 6 . P I : P L O T 1 2 
5 , 8 0 ; DRRU 0 . 1 0 , - P I : P L O T 249 . . 6 0 

DRAU 0 , 1 0 , P I : PLOT 2 4 . 7 , 1 5 3 : DR 
RU - 8 , 8 , P I : P L O T 1 2 6 , 1 5 3 ; DRRU 6 
, 8 , - P I 

1 5 0 I N K 0 
1 6 0 P R I N T RT 3 , 2 3 ; I N K 1," 
1 7 0 P R I N T RT 1 4 . 2 3 ; I N K 2 ; " # " . ; R 

T 1 5 , 2 2 ; I N K 2 ; , , ® # * " ; R T 1 6 , 2 1 . ; I 
NK 2 ; " I N M " 

1 8 0 P L O T 4 3 , 8 0 : DRRU 0 , 5 0 : P L O T 
1 8 , 1 0 5 : DP.RU 5 0 , 0 
1 9 0 P L O T 1 9 . 8 0 : DRRU 5 0 . 5 0 : P L O 

T 1 9 , 1 2 6 : DRRU 5 0 , - 5 0 
2 0 0 P R I N T RT 5 , 5 . ; " 1 " . ; R T 5 .6. ; 

; RT 8 , 8 ; " 3 " . ; RT 1 2 , 6 ; " 4 " ; R T 1 2 , 5 . ; 
" 5 " ; R T 1 2 , 1 ; " 6 " ; RT 8 , 1.; f l 7 " . ; RT 5.. ^ . •« Q • # 

2 1 0 P R I N T RT 14 , 1.; " B 4 ». t s RT 1 5 
, l ; " L e f t " ; RT 1 7 , l ; " P o i n t s RT 1 6 
, l ; " L o s t " ; RT 14 , e ; " 1 0 " ; AT 17.. 6 . ; " 
0 " 

2 9 0 GO SUB 7 0 0 
3 0 0 L E T p o t t e d c u e = 1 2 6 0 : L E T b>-

= 1 0 : L E T p 1 = 0 : D I M g ( 1 0 ) : L E T C = 
1 3 : L E T d « 2 3 : L E T f « t U f n b l U . « 3 1 0 

L E T m i s s e d ba t t = 1 0 0 0 : L E T p o t t 
e d b a l l = 8 0 0 : L E T h i t s e c o n d r e d = 
6 5 0 : : D I M a ( 1 0 ) : L E T h i t r e d = 5 0 0 

L E T x = 1 3 : L E T y = 2 3 . L E T S = l : L 
ET S l - 0 

3 0 5 L E T 9 ( 3 ) -C : L E T 9 ( 5 ) s d 
3 1 0 I N P U T " D i r e c t i o n " , d : I N P U T 
" S t e n g t h 7 t o 4 0 s 1 
3 1 5 I F S i >4.0 OR S i <7 T H E N GO T O 
3 1 0 
3 1 6 L E T x » g ( 3 ) « : LET y = g t 5 i 
3 1 7 L E T S » 0 
3 2 0 I F d « l T H E N L E T X 1 • - 1 . I F d 

= 1 THEN L E T y 1 = 0 
3 2 5 I F d =2 T H E N LET x l = - l . I F d 

=2 THEN L E T y l = l 
3 3 0 I F d =3 T H E N LET x l = 0 . I F d = 

3 T H E N LET y l = l 
3 3 5 I F d =4 T H E N L E T X l = l : I F d = 

4 THEN L E T y l = l 
3 4 0 I F d =5 T H E N L E T K l = l : I F d = 

5 T H E N L E T y l = 0 
3 4 5 I F d =6 T H E N L E T x l = l : I F d «= 

6 T H E N L E T y l = - l 
3 5 0 I F d =7 T H E N L E T x l = 0 : I F d = 

7 T H E N L E T y l = - l 
3 5 5 I F d =8 T H E N LET X 1 = - 1 : I F d 

=8 THEN L E T 
4 0 0 P R I N T RT x , y . : I N K 1.; " • " . B E 

EP . 0 5 , 2 0 : P R I N T RT X , y ; " " : 
4 1 0 L E T X = X * X 1 : LET y = y + y 1 . L E T 
S = S + 1 : I F S =S 1 T H E N GO T O M i J S I 

d b a l l 
4 2 0 L E T b = R T T R ( X t X l . y + y K 
4 3 0 I F b » 6 0 RND y > = T H E N L E T 

y 1 = — 1 
4 3 5 I F b = 6 0 RND y ( = 1 7 T H E N L E T 

y 1 =1 
4 4 0 I F b = 6 0 RND X >19 T H E N L E T K 

1 - - 1 
4 4 5 I F b » 6 0 RND X C - 3 T H E N L E T K 

1 = 1 
4 5 0 I F b - 5 8 T H E N GO T O h i t r e d 
4 6 0 GO T O 1 2 0 0 
4 7 0 GO T O 4 0 0 
5 0 0 P R I N T RT x , y ; I N K L E 

X = X 2 : LET 
T 9 ( 3 ) « X : 1 LET g ( 5 > s = y 

510 LET X 2 = X + X 1 : LET 
y 2 = y + y l : LET y = y 2 

5 3 0 L E T S 2 = S 1 : L E T S = 0 
5 4 0 P R I N T RT K , V L I N K 2 ; . B E — w , , . i t VI i jn-f r R i r » 1 n i ft J » t ^ 

EP . 0 9 , 3 0 : P R I N T RT X , W, 
5 4 5 P R I N T RT I N K 1.; 

5 5 5 INK 0 
5 6 0 L E T b =RTTR ( X + X l , y * y l > : L E T 
b 1 =RTTP. ( X , y ) 
5 7 0 I F b = 5 8 T H E N GO T O h i t S«CO 

n d r e d 
5 9 0 I F 

1 = 1 
5 9 1 I F 

1 = - 1 
5 9 4 I F 

= 1 
5 9 5 I F 

1 « - 1 
6 0 0 I F 
PO t t e d 
6 0 2 I F 
p o t t e d 
6 0 4 I F 
p o t t e d 
6 0 6 I F 
p o t t e d 

b = 6 0 RND y c l 7 T H E N L E T V 

b = 6 0 RND y : -29 T H E N L E T V 

b = 6 0 RND K O T H E N L E T X l 

b « 6 0 RND XS-19 T H E N L E T K 

X = 2 0 RND y « 1 6 T H E N OO T O 
ba I I 
X = 2 0 RND y = 3 0 T H E N GO T O 
ba I I 
X = 1 1 RND y * 1 6 T H E N GO T O 

x t i i RND V = 3 0 T H E N GO T O 
b a l l 

6 0 8 I F X = 2 RND y - 16 T H E N GO T O 
p o t t e d b a l l 

6 1 0 I F X = 2 RND y = 3 0 T H E N GO T O 
p o t t e d b a l l 

6 1 8 L E T S = S + 1 
6 2 0 L E T X = X * X 1 : L E T M =u f y l : I F 

S = » 2 T H E N P R I N T * T X , y ; I N K St; 
" I F s =S 2 T H E N GO T O f t l U f O b i U 

6 3 0 GO T O 5 4 0 
g g i S ? i n k 2 ; 

%%% ^ § R T S = | 2 ? 0 1 3 : P * I N T AT n , 2 
3 ; INK 1 B E E P P R I N T 
f ft. 2 3 ; " : NEXT n : P R I N T R 

• TKJK *L • " A " 

7 1 0 P R I N + AT 1 4 , 2 3 . ; I N K 
T 1 5 , 2 2 ; INK 0 ; " " . ;RT 1 6 , 2 1 ; 1 
N 7 l i ; L E T a 1 = 0 . L E T b l = © 

[ I T a l i l N T ( S N D * 1 1 ^ 1 6 . L E T 
b l = I N T ( R N D * 1 6 ) + 3 : X F R T T R < b l , 

a l ) < > 5 6 T H E N GO TO 7 3 0 
7 3 5 B E E P . 1 , n _ 
74.0 P R I N T R t b l , a l . ; I N K 2 ; : 

NEXT n 
7 6 0 RETURN , _ _ 
8 0 0 R E S T O R E 8 0 0 : FOR n = l T O 1 7 : 
READ a 5 , b 5 : B E E P 1 5 , b 5 : NEXT n 
8 1 0 DRTR . l . , 9 , . l , 5 , . 1 . . 5 . 
5 , , 1 , 9 , . .1 if Jt m lm. % % • 4 J 

R 
1 3 , 

14 , 6 ; 

x 

1 2 , . 1 , 1 2 , . 2 , 9 , . 9 , 12 . . . 3 . 

' 8 2 0 L E T b l a b l - 1 : P R I N T RT 
hi t ' " " 

3 3 0 GO T O 3 1 0 —k 
9 9 2 I F b = 6 0 RND X > 1 9 T H E N L E T 

1 0 0 0 P R I N T H I 1 , 1 ; HrtPtP. 1.; I N K 
5 ; F L A S H l ; " M i s s e d " : FOR o - 0 T O 
5 0 : B E E P . l , n : NEXT n . P R I N T RT 
1 i j " 
1 0 1 0 L E T q ( 5 ) = R N D * 1 1 + 1 6 . L E T g 4 3 
) • ( R M D * 1 6 ) : P R I N T RT g ( 3 ' J , 9 ( 5 f 
; I N K 11 " # " . L E T P U P I + 2 
1 0 2 0 P R I N T RT 1 7 , 6 ; p i 
1 0 3 0 GO T O 3 1 0 
1 2 0 0 I F X = 2 0 RND 

p o t t e d cue 
1 2 0 S I F X = 2 0 RND 

p o t t e d cue 
1 2 1 0 I F X = l l RND 

p o t t e d cue 
1 2 1 5 I F X = 1 1 RND 

p o t t e d cue 
1 2 2 0 I F X = 2 RND u = 3 0 T H E N GO T O 
po 11 ed cue 
1 2 2 5 I F X = 2 RND y = 16 T H E N GO T O 
p o t t e d cue 
1 2 3 0 GO TO 4 7 0 

P R I N T R T 1 , 1 ; P R P E R 5 ; I N K 
0 ; " P o t t e d C u e '* . ; R T 3 . 3 ; P R P £ R 5 ; 
I N K 0 , " B A L L " • 

1 2 7 5 . FOR n = 0 T O 3 5 
^ RERD a , b : B E E P a ^ ' 4 , b + 1 2 : NEXT 

. 5 2 , 1 , 0 1 . . 3 , 1 S " 2 : 

o , 5 , . 5 , 3 , - 5 , 2 , 1 . 0 , . 7 5 , 7 . . . 2 5 , 6 , . 5 

1 2 7 6 P R I N T R T 1 , 1 ; " « , f t 
T" 3 3 " " ** * 
1 2 3 0 ~ G O T O 1 0 1 0 

y = 16 T H E N GO TC 

y = 3 0 T H E N GO TC 

y = 1 6 T H E N GO TC 

y=*30 T H E N GO TC 
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BV JOHNATHAN VEOMANS 
RUNS ON A SPECTRUM IN 48K 

P Fancy yourself as a bit of a pool-room 
hustler? Well, chalk-up your cue and 
get ready to pot a few balls as your 

Spectrum sets out to sharpen-up your 
skills. 

The computer sets the balls rolling 
by playing the break for you. Then you 

have to attempt to pot the balls by 
inputting the strength and direction of the cue 

ball. Once this is done you simply press Return 
and sit back and watch. Will your shot be on target? The 
computer keeps score throughout the game and tells you 
how many balls are left. 

The game puts all the colour and sound facilities of 
the Spectrum to good use — and provides pool players 

with the ideal way to practice those difficult shots. 

4 

© * 
W A 



For the best hardware, 
the best software. 

The BBC Microcomputer system is 

generally regarded to be the best micro in its 

price range you can lay your hands on. So, if 

you're thinking of buying one or already own 

one, you'll want to know about the software that's 

been specialty designed for it 

Not surprisingly, it's made bv Acorn so ft, 

the software division of \corn Computers Ltd., 

who designed and built the BBC Microcomputer. 

So naturally you can expect the highest quality 

software with the built-in ingenuity to fully 

exploit the BBC Micros potential. 

Further education for everyone. 

Creative Graphics,which inel udes t he book 

"Creative Graphics on the BBC Microcomputer* 

(price £17.45), provides 36 programs on cassette 

producing a spectacular range of pictures and 

patterns in full colour, including animated 

pictures, recursively-defined curves and three 

dimensional shapes. 

Word Sequencing (price £11.90) contains 

three word sequencing programs on cassette. 

Each program presents a series of jumbled 

words which must be arranged on screen to form 

jtOORNSfifT GRAPHICS * X * M S * T E S M E D U C A T I O N 

Creative Graphics I Word Sequencing 
torlhe Btk.' Wicrooompotw Modatj A and 0 k r f rw BBC Meroctynpuier MCKWI A and 8 

(33 
m I M f 

i f ; ; 
m 

either a proverb, nursery rhyme title or a 

sensible sentence. 

1 .earn more janguages. 

IJSP(price£24.35) is the fundamental 

language of artificial intelligence research. 

>»C0RNS6FT L A N G U A G E S 

USP 
tor «r» BBC Moo Mr Models A and B 

(i 
IOMMVWT K 

[uintiUM:* tttuum mi, 
iHUfcfl H I 
MIHS L IUI 
liMjrr <cn* x) •) 
lirro • (plus a m 
i Lot-r 

It consists of 5.5K of machine code interpreter, 

plus 3k of initialised LISP work-space 

containing utilities and constants. It comes 

complete with a book that introduces YOU to 

programming in LISP as well as some 

fascinating applications. 

FORTH (price £24.35) is a complete 

implementation of the FORTH language 

to the 1979 standard specification for the 

BB( 1 Microcomputer ModelB.Thismuch 

acclaimed programming language is 

also accompanied by a specially 

written hook explaining all you need 

to know. 

Mind-boggling games. 

Philosopher's Quest (price 

£9.95) is an advanced adventure 

in which you tell the computer 

what you want to do and it 
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jICORNSSFT G A M E S 

Philosopher's 
Quest 
far e * BBC Merooompul* Modei B 

y*CORNS£FT G A M E S 

Rocket Raid 
terma B8C Moocornputer MotM 8 

• o o r • i i 33140 ^ 
r u * i i H H V H ^ 

_ 

more bv send i ng for ou r 

free catalogue. 

How to get 

Acornsoft programs. 

I f you're a credit 

card holder and would 

like to buy cassettes of 

the programs shown in 

this advertisement,or 

if you would like to 

know the address of 

describes back in plain English your progress 

through a fascinating world of fiendish puzzles 

to be solved. 

Snapper (price £9.95) is a colourful game 

where you guide your "snapper" through the 

maze, eating dots and fruit and avoiding the 
tr p 

creatures that chase you. Complete with full 

sound effects-score and a ladder ol high scores. 

Rocket Raid (price £9.95) sends you on a 

mission to raid a heavily guarded Martian fuel 

depot.You must fly your rocket over mountains 

and through caverns,avoiding enemy missiles r C1 ^ 
and dodging convovs of deadly fizzers. 

~ ~ j J 

Increase vour business acumen. 

Desk l)iar\ (price £9.%) is an indispens-

able program that can hold a file of several 

hundred names.addresses and telephone 

numbers. 

And \ iew. a program that enables your 

machine,together with a printer, to operate as a 

fullvoperational word processor.) The program is 

in ROM, but can easily be fitted to most BBC 

Micros by vour local dealer.)You can find out 

your nearest stockist,just phone 01-200 0200. 

Alternatively,you can buy the cassettes 

directly by sending oil 
j J t? 

the order form below to: 
\cornsoft,c/o Vector 

Marketing, Denington 

Estate. Vt el lingborough. 

Northants NN82KL 

Also use t his form if you 

would like to receive 

the current free 

Vcornsoft catalogue. 

Please allow 28 

days for deliver v. 

n 

] red it (lard I folders. Ring 01-200 0200. 
— 

I o: AcornsofLe/o Vector Marketing, iJtwiiiif^on Kstate, 
>X«-Hingborough. Northants !\!N8 2RL. 
Please send ine the following:— (Code 

\i itrnMifl 
I'KIM.HWI m o ; y r w r r n n >t\i 

(inalivr Crupliio £17.15 (MIVOI/SHIMM) 

UordSi'qui'ni'inf! £ fW0 <SHHM»> 

I.I5P £24.35 (SHIj02/SBI*>t) 

FORTH £24,3$ SKUH/SBDO.i) 

Hufosplu-reQucal £9.95 (S»<0|) 

SnaopiT £«).<).r> (SBUrt) 

Hockrt Raid £«>.<>,r, (SIM^tl) 

[)<-*k Diary £9.9.r> (SRBOI) 

HUM 

I enclose PO/chequc payable to \eornsoft Ltd. Or charge 
my eredit card, 
(lard Number 
\ ltw\/1 (ifltTs/ \ i NI/VITM (I )t-|rlr) 

Please send me the Acorn soft brochure. Q 
Namr 
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4 -

Diggerflacti'on lakes place in a 
' dungeon of many levels. It'6 a fast 

test orwj l ls against pn alien creature 
with a gasty tendency to explode. 
' The alien .resembles .a flaming star 
and it plays cat and mouse with . 
your man as he tries to entice it into a 
carefully dug pit and trap it there. 

Because of the alien's explosive ability, you 
cannot afford to jness around hiding behind a hole in 
the vague hope that he wHl fall In. 

You have to go out and tempt him to rush at you and 
then dig your hdle swiftly while he's in full flight. 

* Just 30 seconds stand between you and 
destruction. So the game usually involves some 
pretty fast ladder climbing. Should you succeed in 
destroying the first star a second bnd th i rd. . . In 
fact a never-endirfg supply is available to do 
battle with. 

Like most of their genre, thesfe aliens' touch is 
deadly to us mortals. A simplified form of Alien 
Panic, this game is difficult to master and so, 
quite addictive. 

I jOSUBS'OO 
Z REM* t^ET-iJP4 * 
:".; ' F. INT '22 iCORE 

PRINT a 
a 
o 

i OOB 
iflaiMflf-IIVBI' F • a-

f* 

a 1 PRIMT* 
40 F R I N T " 
+5 PRINT" 
-:Ct PRINT : £ 

PRINT" B « 
10 PRINT' 3 3 

fRINT" « 3 
' 0 - R I N T ' 8 A -

P R I N T " a a 

SO P R I N T " a a 

PRINT" a a 
>0 ' RI NT" • '••< -
>5 FRINT" a 3" 

FRINT^ 3 -

k d V- ; IT » i n i H n i i i i » i n i t i i i » i M i i i i m i M i r 

1 1 : ^53243+13+40-1: FliRI «ST0S-140STEP -160» POKE I 
123:HEKT!TI*="000000" 

1 IS REM* • *H0VE*4 • 
;JO GETat:IFfi»='"THEHH$=e* 

O" 
3" 
a 

a . ' 
a a' 
a 3" 
a a * 

u 



133 
i . o 

i -t-
113 
144 
! 45 
i 46 
;30 
160 
163 
:66 
167 
1*0 
t?5 
200 
:o5 
- • 

-60 
: ro 
290 
300 
: i a 
313 
320 
350 
355 
360 
390 

M I L * ™ ^ ^ 3 7 1 > - « » - - J - > ̂ > > : C-FEEI <B+..> 
IFFEEK T D + M + 4 0 ) = 0 T H E N 1 8 0 0 
{FAf= u F"r t£M400 

If THEN20O A 
F O K E B + X . : O 2 
[ F C = 1 8 7 T H E N 1 0 0 0 

IF£f="> THEfUi=l 
IFB*»"J"THENN< 
r 1HT 3 2 " ' T«4B 14 >: " TI' IE: ' : I D S v T I I • 5• -

I r M U ' f < T i l . 5«2 • ~ ' 15"THEN100O 
GOTO130 
SEN^t t CLI - <• 
: =F'E£K 1B+X+40 • 
IFCCK :63> t 'C 163>T,HEN145 
FOR I ^ 1 T 0 4 ^ P O K E B + X » 1 6 3 * B ® B - 4 G J POKEB+X > 2 0 2 : M U S I C ' C I [ C D C " JF (EXT I 

P S E S T ' ' . O S E ^ - U W : . 2 0 - 2 I F O R I - 1 T 0 3 : P O K E B + X , 1 6 3 : B = B * 4 0 I P O K E B + X , 2 0 
; I US I C " C1 X D E •' I NEXT I J C - 1 6 3 : B L « " " : 3 0 T G 1 3 0 

IFN=*1 THEM350 , , , T 
I F F P E E K < B + X + 3 9 > 2 0 8 ' + '-FEEK I B * X - L ' « 1 & 3 J T H E N 1 4 5 
MUSIC""CISEC* 
P O K E B + X + 3 9 - 0 ' " t G G T 0 1 4 5 
I F P E E K C 3 + X + 4 1 , : 2 0 8 > + < P E E K C E + > ; + L ^ * L 6 3 ; T D E N L 4 5 
MUSIC " C 1 G E C " 
POt EB+X+-41 • 3 : f i *« " " iG0T0145 
R E N — F I L L , - 4 0 c , F H . l T H B l 4 3 e 

-113 JFFEEr B+X+35" >0THENl45 
115 M U S I C ' C I E G T C " TE. 
t i l l FOKEB«-a+39.20&:H*= :jOTO145 
4c.„"i I FREEH (B+X+41 • 0THEN 145 
455 MUSIC"IIEGTC 
460 • * EB+X+41, : e s : " * ijGTQ145 
500 IFM= 1THEN550 
5 1 0 X I > I N T < R N D < I ) * 3 8 ; ! B 8 » 5 3 3 2 B : « - 1 
---£) : . -LMT<RNT" 1 * 4 > • 1 6 0 S B B A 6 6 + C 
§ 5 0 P O K E B B + X X - I F X X X T H E N X X - X X + I 
3 6 0 I F X X >XTHENJ IJX«XX - 1 
5 6 5 JCFEEK , B B + X X > : Q O = P E E K ( B B O ^ 4 0 ) 
- 6 6 I F Q D - C T H B ) H = 0 : S C = S C U 0 1 P R I N T " O S 

R.-IRE : 1 •• 6 0 ! T I T = " 0 0 0 0 0 0 " : G 0 T U » 7 0 r 
566 
569 
r ro 

Ir £«202THEN100O 
I" ;Q*I63j«<BB B>THEM640 
IF ID=163>»<BB B>THEN680 
FOKEBB+ 4X,1O7:GOTO140 

PEM+*DOWN'+ 

EBB+XX,0:BB=BB+40: POkEBB+X. 1.187 
FOP I = IT03 J POKEBS+XX, 163: BB=BB+40:FOKE6B*XX, 107iUSR<62 >lNEXT I 

163:GOT0570 
£48 REM*+1'UP**+ 
650 FOFI»1T04:PQKEBB+XX*163:BB»BB-40iPOKEBB+XXf107:MUSIC"—CI"INEXTI 
660 30T0570 FOP I -1T03: MLSIC '-C0#6B#GM#GG#FF #EE#DD#CC": NEXT: GOTO 140 

P R I N T SSEEEEEEI—i i n i — i r - r - i 
I I I i w I I 

i.imuKO I I I I • I • r I » 
f: PINT "CESSES W I W J U k - l I 
rOR I = I TO100O:NEXT:TEMPO? 
r OR I = 1T06:F01 .E53380+ <1*48>.163 s FORII»1T0200:NEXT:MUSIC"CO":NEXT 
FOR I = i TO15:FOkE53655+1,283 sFOR 11 = 1TO2O0:NEXT:MUSIC'"CO": r tEXT:PO»E5362S.202 
FOP I = 1T06: POKE533S0 K I » 4 8 . 107:11USIC "FO": FOP 11 = 1 TO500:NEXT 
POtE53380+.I•40 • >163:NEXT 
FOF I = IT06: PCI E53621 +1 • 107:FORI I -1 Tj480: NEXT: MUSIC '"FO 1 r IF I -4T, i£N 14 -1 
IF 14=1 THEtIP0KE53667,0: PR INT"322 111 TfiB< 13> J ' tX'10*": 14=6 
P0KE33621+I•0:NEXT 
FOP 1 = 1T05 
FORI = 1TQ7i MUSIC""CO#BB#fiA#G&*FF#EE#ID#CC":HEX T:PRINT•SS22aS2CSSSC0PEI0" 
PRINTTflE: IP 'S "ESS:1 "JFOP I =lTO6O0:NEXTtL«SP ,'62 
f f IHTTflB< 10>; I THE GftftE I 1: FOF-1" t T0600:ME..T: U'6P e-2> 

1 IF RI = I T u : M E r : ' • g . 

u 
i 

i 
1 

670 
300 
302 
384 
305 
306 
318 
tit 
s i r 
31© 
319 
i-20 
525" 
326 
330 
340 
330 
355 
?O0 
?05 
510 

=20 
525 
330 
940 
430 
?35 
360 
?65 
366 
?70 
=30 
990 

FFTNTTAB<10 > 
PRI NT "The Jane i s t e t i n j d '^v jeon. The oisJtct t i *o j* ihe f 
PRINT" £tai- b e f o r * i t exp lodes .There i=> j 15 Socorro l t.-ut before the ": 
FFINT" itcir exl&lodei.To destroy the i ' -ar • JJ .ust J u a hole and 
PRINT ' the s ta r t o f a l l ana d i e . I t f o l l o w s «ou oind t« i t A c t j u l l / ' : 
PRINT" touches >ou - ins t cnu death folo<-<s. ' 
PR I NT "Q&S8SPRESS mNV KEN"' 
3ET0*: IFC'f=""THEN930 
PRINT'S*! T3B< 15>J " 0 1 I FOR I 1T0600: NEXT: U3F 62 
PRINTTfleaS • " I CONTROLS I " :,C0F I s 1T3680: MEXT» USR.62 
PRINTTft8( l5)J ' 1 -iFORI«ITO600iNEXTiUSP ,'62> 
PR INT'3";TflB<17> J"J*":CHR#<99>;•-» ' 

FRINT '3 ":TAB<17V. '0-DlB":USR<62>iPRlNT 2 ';TRBC 17>: "F-FILL ':U5Rvti: 
PRINT' 2"?TflB' !7>t "=PACE-UFSX-0W,:USRv62 
PRINT"222EEEPRESS r4NV KEV TO FLH' " 
GETf'f: IF['J=" "THEN9S0 
RETURN 

UTOO FORI=IT01000:NEXT:rEMP07SMUSIC"C4EGT0G£C-G_E-C" 

<005 rRIMT"SS0SC0RE">SC:PRINT"8Do /ou want anothei ia*«V H":FOR1*11010001NEXT 
!010 iETFf:IFF!"""THENlOtO 
1020 IFF*="V THENCLR:G0T05 
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BY KEITH HOOK 
RUNS ON A VIDEO GENIE 

OR TRS-80 LEVEL II IN 16K 
simple 

and anyone who can 
distinguish between num 
bers 1 to 8 can play it! The 
idea is to pit your wits 
against the computer and 
try to place lour ol your 
markers in such a way that 
they form a line either hori-
zontally, vertically or diago-
nally. 

This version contains a 
sound routine that is poked 
into memory and converted 
to machine language. 

There is no need to pro 
tect any memory when you 
run the game as I have used 
16478 onwards which is not 
used by the interpreter af-
ter power up. This saves 
memory as this location re-
sides within the part of 
memory that i$ normally 
saved by the Basic Interpre 
ter. 

A point to note is that any 
short language subroutine 
can be poked here. 

It you don't require sound 
delete lines 1515 through to 
1519 then delete all the 
V USRO calls. 

To use this sound routine 
you must have the Video 
Genie conversion kit instal-
led or through the external 
cassette socket by taking 
the plug which normally fits 
into the auxiliary socket ol 
the recorder and recon-
necting it to an external 
amplifier. Tandy TRS 80 us 
ers should have no problem. 

It CL8 
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1318 DATA203-127,18,76,69.62-1-211,255-16,254,69,62,2-211.253-16-234,13,194-98,6 
4.201 
1519 P0KE16526,94sP0KEl6527,64 
1540 PftlHT9521,"•##»##*####* CONNECT FOUR » »»*«*»** *M" 
tc45 PRINT: PPINTThE'1: 11 '"BASED OH MILTON BPADLEVS CONNECT FOUP" 
1546 FOPI 31TG2000S NEXT 
1550 F0Rl«lT016:PEttDG<I>SN£XTI 
1535 0ATA2, 128,503.1E22-1 -5*0.4500- 1E38-1 -80-1000• 1E16.2.500. "030 1E13 
1360 H*=CHPf(137>+CHfct" 143>+CHP*' 134) 
1365 C»=CHR*<143>+CHR*<143>+CHPS<143> 
1370 CLSs PPINT:PPINT"DO VOU NEED INSTPUCTIONS"t 
1575 IN*=INKE7i 
1580 IF ]N*="V"THENO=USP< 9O00> * GO T04000 
1585 IFI N*» " N " THENV»«USR (32100 >: GOTO30 
1390 GOTO1575 
2499 ' PPINT eORPD 
2300 GP*®" 64 SPACES 
2*1© PATA32,32-32-32-32- 32-32-191-128-45,45-45.128-191,128,45.45. !_f , I?1 i M , 
45-45-45,128,191•128-45-45,45-128-191-128 45-4545-128-1?)• i : ; J5 4E 4« ; . 191 
128-45.45-45.128-191 -128,45-45-45-128-191,32,32-32-32.32,32,t*: 3: 
2530 Q=UAPPTRvGP*> 
2548 P«PEEKCQ+2>*256+P£El" • 0+1 1 - 2640 REAOGR 
2330 F0PI=PTC<P+63 '650 POKEI - GP:N£XTI 
236© PEAD6F 2660 FOPI 
2570 PC*E1,GR 
2380 NEXT I 
2590 FOP I = 192TO640STEF'64 
2391 PRINTSI,GP*sNEXTI 
2600 FOFI»16071TO16119 
2610 REAOGR 
2620 FOfEI,GPJ NEXT 
2630 F0PI-16133T016183 

=16199T016205 
2670 PEA[>GF 
2680 POKEI-GRtNEXTl 
2690 POPI = 1624 2T016247 
2700 PErtC'GF 
2710 PC+EI.GF:r-OTI 
271? FOP I * 16263T016311 
2716 PEnDGF 
2717 POKEI-GP:NEXT 

1 / 
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2720 0ATA191,191,191,49,170,191.191,191•191,50,170-191.191,191,191,51 1 191,1? 
1,191,191.52.170.191,191,191-191-53,i70,191,191,191,191.54,17Q,191.191.191.191,5 
5,170.191,191.191.191,56,170,191,191,191 
1730 0ATA191,183.179,179,179,179,179,179,179.179 179,179-179,179-179.179.179,179 
.179-179.179,179.179.179,179,179.179-179-179-179 179-179,179.179,179,179,179,179 
.179,179.179-179,179,179,179,187,191,191 
2740 DATA191,191.191,191,159-135,128 
275G DATA139,175,191.191,191,191 
2"6Q DHTA189.159,135,129,128,128,128,128.128-128.128,12S»125,42,41,128,128,67 79 
• 78-78,69.67.84,128,12S,128,128.70,79-85,82•128-128,42,42,128,128-128,128,128-12 
8-128,128.128,130,139.175.190 
2770 F0RI«8TCilSTEP-l:FORJ«lTO8 
2771 PEADGC < I > J> 
2772 NEXTJiNEXTI 
2775 0ATA201,207- 213,219,225,231,237,243.265.271,277,283 - 289- 295,301 
,341,347,353 - 359,365,371,393,399,40?,411,417 - 423 - 429,435,457•463.469 
.493,499,521,527.533,539,545,551.557,563,585.591.597,603,609-615' -62 
e61,667.673,679,685 

2780 D«TN691 
2781 FORI»15378T0I5405 
2783 PEHDJIiPOVEI-JUMEXTI 
2785 DATA35,32,67,79,77.80,85,84,69.82,32,65,78,68,32,86,73,68,69 
2787 D*TA79,32,71,65,77.69.83,32,35 
2789 RETURN 
40O0 CLS! PRINTTAB<19.> "CONNECT FOUR" 
4018 PRINT:PRINT"THE GrtME CONSISTS OF PLACING 
":HtI" ON THE BOARD WITH THE" 
4020 PRINT" INTENT ION OF TRYING TO GET FOUR OF '/OUR MARKERS IN A ROW 
4030 PRINT" ' CRT ICALLY. H0PI20NTMLL7- OR DIAGONALLY. " 
4040 PRINT: PRINT-THE COMPUTER WILL PLUS' "tCf!" AND WILL TRV TO OUT-i 
4O50 PRINT- '/OU •! f " 
4060 PR I NT "THE COMPUTER PLAVS A 6000 SAME .... SO... WATCH OUT. " 
4070 PRINT:PRINT"NOW PRESS ANY KEY TO CONTINUE... " 
4080 IF INKEY*"""THEN4080ELSE50 
4999 'HUMAN M0».€ 
5000 PRINT5960."DO YOU WANT TO 00 FIRST ?"5 
5010 IN*"INKEY* 
5020 IFINf•"N" THEN'J«USR(8090):GOTO6008 
5030 IFIN*"""THEN5010 
5031 U»USR(31999> 
5O40 PRINT3960,CHR*<30>f 
5050 POKE 16537,0 
5060 PRINT3960,"PICK A NUMBER BETWEEN 1 & 8"J 
5070 IN**INKEVt 
5071 IFIN*=""THEN5070 
5080 X»UAL(1N«> 
5090 X«INT<X> 
5100 IFX>«1 AND X<»8 6OTO5130 
5110 PRINTS»960,CHP*>:30>! 

Y 



QUICKSILVA 
are proud to announce they 

are now marketing 

PIXEL GAMES 
TRADER 

A t r i l o g y o f 16K p r o g r a m m e s t h a t c o m b i n e t o g i v e 
a n e p i c 4 8 K g r a p h i c a d v e n t u r e . A s a g a l a c t i c t r ade r , 
y o u d e a l w i t h s o m e v e r y b i z a r r e c u s t o m e r s i n d e e d . 

W i l l y o u l ive t o te l l the t a l e ? 

PIXEL P O W E R A graphics workshop packed w i th useful 
features like Create, Amend, Save. V iew Set 
H A R V E S T E R A cut-throat strategy game for 2 to 4 players 
B R A I N S T O R M Can you get our three space explorers across 
a river of nasty goo wi thout Wowing their minds 

r ZX- 81 G A M E S 

Trader 
Subspace Striker + Zor 
Starquest + Encoun te r 
V I C 2 0 G A M E S 

Trader 
Subspace Striker + Z o r 
Starquest + Encoun te r 
Pixel Power 
H a r v e s t e r + B r a i n s t o r m 

Please send m e the games as t i cked 

Total c h e q u e / P O . enc losed 

" 1 

ZX-81 + 16K R A M £9.95 • 
ZX-81 + I6K R A M £3.95 • 
ZX-81 + I6K R A M £3.95 • 
V I C 2 0 + I6K R A M £14 9 5 • 
V I C 2 0 + 16K R A M £ 7 9 5 
V I C 2 0 + I6K R A M £7 95 • 
VIC 2 0 + I6K R A M £7.95 • 
V I C 2 0 + I6K R A M £7.95 • 

Cheque payable to QUICKSILVA 

Name. . 

A d d r e s s 

_ _ l 
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zxsmma 
from 

J.K.GREYE SOFTWARE LTD 
THE HEM GEHERRTIOn SOFTURRE HOUSE 
"Without question the finest machine code games available 

today". J.N. R O W L A N D Product Manager for W.H. SMITH. 

o r t f V t l M 
R O M I S H 

CiAMESTAPE 1 tor IK 
10 Game* incl ASTEROIDS UFO 
GUILLOTINE. KALEIDESCOPE etc 
PROBABLY THE BEST VALUE IN TAPt AVAILABLE. 

CODE. BOMBER 

We've don* m Ik. game* wtuch torn* of out competitor* „ 
require 16k to dot 

OAMtTAn 2 for 1H( ortfyCXM 
"STAAFIQWTER Superb machine code Space Battle Set 
•gainst * background of twinkling M n with *tunmng 
e i plo»,ons - rl you can hit the enemy* 
PYRAMID Can you move the PyrarrwJ? Make a nwttaka and 
il wilt collapse1 A Thinker* gam* 
AUnsr rhe ultimate Graphic O n ^ n m atd B Direct*** 10 
Memories SAVE. COPY RUBOUT CIS etc 

GAME ST A Pt 3 for 16K only [4 (6 
•CATACOMBS A Mult. l m i G'aphica Adventure tach 
level can contain up to 9 Room* 6 Passages 7 Monster*. 
Food Gold, Trap* Phantom* an E*it do the na i l m r i i 
and there' * an infinite n imta r of tevels 
NOTE This 4 NOT one of The nn r im ing turned taut 
Adventure* a* *otd elsewhere 
"An u c s i m l add* five game which trep you amu-ted 
for horn " COMPUTER ft viOfO GAWS 

GAME ST API 4lw1IK . 
•JO MONSTER MAg The Game to Top All 
Untohevable Graphic*1 Can you lmd your Hay through 

a T REX 

r« .H 
Other* 

the 
Mair> The EXIT is there t o r n M f « r i but than *o *• 
and It* after YOU1 Alt ,n 3D Irhe T REX w * actuary run 
toward* you *I Kjk perapective'l, you've never seen anything 
kke thn before' 
%3D MONSTER MA/t is the bell game / /lav* seen tor the 
ZXSt- COMPUTER b VIDEOGAMES 

'If / ftatf to choose /ust one programme to ."*vejj an euifmnte with the C^hMMI of 
rhe 2X81. then J K Grey* 1 30 MONSTER MAZt AfuuU be the nne tvrthovt doubt' 

ZX COMPUTING ~ M t r * M * i ( M b i t r POPULAR COMPUTING W T K l Y 

GAMEST API S for 1*K onfy £4.1 
•JD DEFENDER The Ullmwl* Space Game Supr- fast 
Mar.hine Code 30 version ol the Arcade lavounte You have 
to save your home planet I ron I f * ma>audng Alien Spacecraft 
Th» K all in 30. your viewncreen show* you the yiew out 
of your l ighten cockpit o * The backdrop move* when 
you turn, or fly up or down IB flight direction*I. |U*t at if you 
were really f ly ing ,tl But then YOU AREI The Enemy Saucer* 
will actually zoom toward* you m 30, and shoot you if you let them' You» rfcsplav 
•ncluda* Score. SNeld Strength. Altitude. Prourmty. Forward Rader and yom ytewwTeen. 
which show* your rotaDng home planet, backdrop of Star* Mnmnn Fipkworn 
Plasma Blasts your Photon Beams up to 4 Enemy Saucer* and of coune it* a* in 
fu i 301 
"Another 30 winner" SINCLAIR USER 

GAME STAPf • for IX r t I J 

"The best of Its Mint)" 

*MCAMOUT Super Faat Fu« Screen Display Game Your 
«u time lavoume wrth an added rwwt See how much Money 
you can wm and natch the pounds convert to Dollars A 
m Machine Code for Fa*t Action with 3 Speeds 2 Bat St/es 
and three angle* of rebound' The bet I BREAKOUT around 
and at this price you can't go wrong I 

WHICH MICRO & SOF TWARE RE Vlt Wj 

GAMES M A R K E D * INCL. MACHINE CODE. 
Prices include V A T and U.K. P & P. 

(Add appropriate Postage on Foreign Orders). Chcques/P.O.s to 

U.K. GREYE SOFTWARE LTD 
Dept VG16, Brendan Close, Oldland Common, Bristol BS15 6QE 

CREDIT CARD SALES: FOR INSTANT DESPATCH BY PHONE ONLY 
TEL: 01-930-9232 [9 «m I pmi 

If you prefer to tee before buying our range ol GAMEST APES 
• are (locked by the fo*ow>ng store* 
BUFFER MICHOSHOP 374A Slieatham High Rd London SW16 
GAMER 24 Gkxjcester Rd Brighton. 
GEORGES 88 Pert St . Bnstoi. Avon. 
MICROSTYLE 29 Belvedere. Lan*down Hd Bath Avon, 
MICROWARE 131 Melton Rd . Le«e*ter, 
SCREEN SCENE )44 Si Georges Rd Cheltenham. Gloa, 
W H SMITH 
ZEOXTRA 

Over 200 Computer Branches, 
— G School Lane. Kmaon. Bournemouth. Dorset 

T R A D E & EXPORT ENQUIRIES WELCOME 
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Program notes: 
Unes 2500 2580: Contain a 
dummy string GRS and the 
spaces between the quota-
tion marks must add up to 
64. This short routine is 
used to convert the dummy 
string and tilt it with graphic 
characters that are then 
used to PRWT <; rather than 
poke or set, and is lar quick 
er. 

Also, no OIAR statement is 
required for this string and 
does not need to be taken 
into account at the beginning 
of the programme. 
Control: H you want to ex-

5120 PRINT3960."SORRY 

periment with the compu 
ter's game try changing the 
first six values in line 1555. 
Lines 1560-1565 contain the 
graphic strings tor human 
piayer and the computer. 
CHRS (30) clears the print 
line instead of using 
>WNT«XX, 8TWN6S<X,""). 
which seems a rather long-
winded way of doing things. 

The computer takes any-
thing from 10 sees to 1 min 
to think about its move, 
especially at the beginning 
of the game because it has 
to calculate each position in 
the 6$ (8,8) array. 

ILLEGAL INPUT. "S JU-USR'.32000,>iFGRI = lTO400JNEXT:&OTO5060 

5130 R=P(X>!IFR>7THEN5110 
5131 U«USR<31900> 
5140 P'X>»P+l:R=R+l«G*':P,X>=H»!CR=GC<:R,X)s60SUe 9000 
5150 XS*H f i ISOSUB60 
5160 F0RD=1T04: IFA<D><:4THENGOTO5190ELSED=4 
5170 F0R1=IT06:PRINT5960,"<<<< 0. K YOU WIN !' 
5180 F0RJ=1TG1501NEXT 
5181 PRINT3960. " « « >-t i"=«USR':23476>iFORJ»tTO100 
:NEXTJ,I 
5182 GOTO10000 
5180 NEXTD 
519? 'COMPUTER M0UE 
t000 Pt.s0: PR INTS960. C HR*' 30 >! :PPINT3960, "THINK IMG ": s n*USRU2456> 
6010 U=0iJ-l 
6020 FOR P=lT06sR"R(P>+l 
6030 IFP'STHEN 6181 
6040 E=liXt-C*:F=0:X=R 
6045 G0SU860 
6050 F0RL-IT04:J<L>«0:ME) TL 
6060 F0RI-1T04:A«A<I>:IFA-F 3 I=4:GOT07010 
6070 a-A+KCI .i! JFGK4THEN 6090 
6080 E=E+4! J<A>«J<A.'+1 
609O NEXTI 
6100 F0RI=1T04iI)-lIIFW=-1THEN 6130 
6110 2=8*F+4*SGN<W>+I 
6120 E=E+G<Z:>+W*G<8*F+I> 
6130 NEl:TI 
6140 IF F=1 THEN 6155 
6150 F=liXf=H*!G0T06045 
6155 R-R+lJIFR>8THEN 6170 
6160 GOSU660 
6165 FORI=1T04: IFA<I>ATHENE =*2:N£XTI 
6170 IFE<UTHEN 6181 
6171 IFE>UTH£NO=ls GOTO6180 
6175 0=0*1: IF RND<0»>l'O THEN 6181 
6180 U=E:P6=P 
6181 NEXTP 
6185 IF P6 ©THEN 6200 
6190 PRINT3960,"** ITS 
6195 SOTO 10000 
6200 X=P6 
7000 PPINT3960.CHR*C30>: 
7010 PR 1NT®960."I AM GOING IN COLUMN 
7020 FORI = 1 TO1000:NEXT 
7030 ft=R'X> + 1!R<X)»P<X>+1 
7040 G»(R.X)=C* 
7050 X*=C* 
7055 CR=GC'.RrX): GOSUB9000 
7058 GOSUB60 
7060 FORI»1T04: 1FA< 1 X4THEN NEXTI :GOTO5040 
70c I I =4 
7065 RRINTii960.CHR*<30,>> 
7870 FORI"1TO8:PPINW60,"<<« SORRY i 
7075 FOR.'31 TO200: NEXT J 
7080 PRINTii960."< < HK' HAf 
7090 GOTO10000 
8000 NEXT I 
9000 IFG*(R,X>=H$THEN F«=H* 
9010 IFG»'.R,X:>=C* THEN Ft*C« 
9020 PRINTacR-F*::IFFf=HfTHENU=USR<256*78+150 >ELSEU»USR<256*10+120> 
9030 RETURN 
| 10O00 PRINTi>960-CHR$<30>J 
10010 PR I NTif960, " DO YOU WANT TO PLAY AGAIN ?" 
10020 IN**INKEV* 
10030 IF IN*=""THEN10020 
10048 IFIN*="N"THEN « >=USR'8900 >t END 
10050 U»USR< 7000)IU=USR<32000 '.'RUN 

ELSE PPIN T5960.CHR C'30 > J 
DRAW **"::U=USP<23199):F0R 1 = 1 TO 10O0:NEXT 

'»X::U-USR<:6012> 

WIN !U»USP<-8618> 

> " ? : V « U S R C 3 1 4 4 8 i : F O R J = 1 T Q I 0 0 : N E X T J , I 
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The assault on your 
senses has begun 
with a great . 
choice off games 
that have been 
created to give you 
a real challenge! 

< 
% 

r- — — — — — — — — — — — — 
Post r.ouoon row to Imagine Software, Masons Buildings, * 

• Exchange Street East, Liverpool, Merseyside 12 3PN. • 
™ Please rush me copies ol I tick box) ® 
I; Arcodia Q Schizoids [ ] Arcadia • Wacky Waiters 

|Tor any ZXSpectrum; (Tor ony Commodore VIC.-20) ' 
I 

t copies 

^Tor any Commodore VIC-20) 
I Please debit my Access/Barclaycord (delete as necessary) 

Card 
I Number 

| l enclose Cheque/PO for C. 

Nome 

Address. 

CVG3 

SUPERFAST CREDIT CARD SALES LINE: r . ' . J ' l J , ' . l 

051 236 6849 (24hrs) 

Any of these games for just 

£550 
E A C H 

including first class post, 
packing, VAT and an 
UNCONDITIONAL 
LIFETIME GUARANTEE 

When yoo buy Imagine Software you buy rt for life. If an 
Imagine Software product EVER fails to toad first time 
simply return it to Imagine for an instant free replacement. 
All orders despatched by first class post within 
24 hours of receipt. 
Why not put a first class stamp on 
your envelope and you will receive your 
order within 3 days of posting, 
Available from all good software outlets. 

dealership enquiries contact Made Butler 

Imagine Software, Masons Buildings, Exchange Street East, Liverpool, Merseyside 12 3PN. 
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DOCTOR WHO ADVENTURE 
I N S T R U C T I O N S 

2 0 DATA 2 8 , 8 , 2 8 , 6 2 , 9 3 , 2 8 , 2 0 , 2 0 
3 0 DATA 0 , 0 , 0 , 2 2 4 , 1 9 1 , 2 2 6 , 5 , 0 
4 0 DATA 0 , 0 , 0 , 6 4 , 2 5 5 , 6 4 , 0 , 0 
5 0 DATA 0 , 0 , 0 , 6 4 , 1 6 0 , 6 4 , 0 , 0 
6 0 DATA 0 , 0 , 0 , 2 2 4 , 1 6 0 , 2 2 4 , 1 6 , 0 
7 0 DATA 0 , 0 , 6 4 , 1 1 2 , 1 2 8 , 0 , 0 , 0 
8 0 DATA 0 , 0 , 3 2 , 8 0 , 2 4 8 , 0 , 0 , 0 
9 0 DATA 8 , 8 , 9 3 , 6 2 , 2 8 , 2 8 , 2 0 , 2 0 
1 0 0 DATA 0 , 2 2 4 , 3 2 , 3 2 , 3 8 , 3 6 , 3 6 , 6 0 
1 1 0 DATA 0 , 0 , 6 4 , 1 9 6 , 6 0 , 6 0 , 6 8 , 0 
1 2 0 DATA 0 , 1 2 7 , 1 2 7 , 1 2 7 , 0 , 2 4 7 , 2 4 7 , 2 4 7 
1 3 0 DATA 1 9 2 , 2 1 6 , 2 1 6 , 2 1 6 , 2 4 , 2 1 6 , 2 1 6 , 2 1 6 
1 4 0 DATA 3 , 2 7 , 2 7 , 2 7 , 2 4 , 2 7 , 2 7 , 2 7 
1 5 0 DATA 2 5 5 , 2 5 5 , 2 5 5 , 2 5 5 , 2 5 5 , 2 5 5 , 2 5 5 , 2 5 5 
1 6 0 DATA 3 , 6 , 1 2 , 2 4 , 4 8 , 9 6 , 1 9 2 , 1 2 8 
1 7 0 DATA 1 2 6 , 9 8 , 1 0 2 , 1 0 6 , 1 1 4 , 9 8 , 9 8 , 1 2 6 
1 8 0 DATA 2 4 , 5 6 , 2 4 , 2 4 , 2 4 , 2 4 , 6 0 , 1 2 6 
1 9 0 DATA 1 2 6 , 9 8 , 6 , 6 0 , 9 6 , 9 6 , 1 0 2 , 1 2 6 
2 0 0 DATA 1 2 6 , 1 0 2 , 6 , 2 8 , 6 , 6 , 1 0 2 , 1 2 6 
2 1 0 DATA 1 2 4 , 1 0 0 , 1 0 0 , 1 0 0 , 1 2 6 , 1 2 , 1 2 , 1 2 
2 2 0 DATA 1 2 6 , 6 4 , 6 4 , 1 2 4 , 6 , 1 0 2 , 1 0 2 , 6 0 
2 3 0 DATA 6 0 , 1 0 2 , 9 6 , 1 2 4 , 1 0 2 , 1 0 2 , 1 0 2 , 6 0 
2 4 0 DATA 1 2 6 , 9 8 , 9 8 , 1 2 , 2 4 , 2 4 , 2 4 , 2 4 
2 5 0 DATA 6 0 , 1 0 2 , 1 0 2 , 6 0 , 1 0 2 , 1 0 2 , 1 0 2 , 6 0 
2 6 0 DATA 6 2 , 9 8 , 9 8 , 9 8 , 6 2 , 6 , 6 , 6 

2 7 0 DATA 2 4 0 , 2 4 0 , 2 4 0 , 2 4 0 , 2 4 0 , 2 4 0 , 2 4 0 , 2 4 0 
2 8 0 DATA 1 5 , 1 5 , 1 5 , 1 5 , 1 5 , 1 5 , 1 5 , 1 5 
2 9 0 DATA 2 4 , 6 0 , 1 2 6 , 1 2 6 , 6 0 , 6 0 , 1 2 6 , 1 2 6 
3 0 0 DATA 0 , 0 , 1 2 6 , 0 , 0 , 1 2 6 , 0 , 0 
3 1 0 DATA 9 6 , 4 8 , 2 4 , 1 2 , 2 4 , 4 8 , 9 6 , 0 
3 2 0 DATA 1 2 6 , 1 0 2 , 6 , 3 0 , 2 4 , 2 4 , 0 , 2 4 
3 3 0 DATA 6 0 , 9 0 , 1 6 5 , 1 9 5 , 1 9 5 , 1 6 5 , 9 0 , 6 0 
3 4 0 DATA 0 , 6 0 , 1 0 2 , 1 0 2 , 1 2 6 , 1 0 2 , 1 0 2 , 0 

1 2 4 , 1 0 2 , 1 2 4 , 1 0 2 , 1 0 2 , 1 2 4 , 0 
6 0 , 1 0 2 , 9 6 , 9 6 , 1 0 2 , 6 0 , 0 
1 2 4 , 5 4 , 5 0 , 5 0 , 5 4 , 1 2 4 , 0 
1 2 6 , 9 6 , 1 2 0 , 9 6 , 1 0 2 , 1 2 6 , 0 
1 2 6 , 5 4 , 4 8 , 1 2 4 , 4 8 , 4 B , 0 
6 2 , 1 0 2 , 9 6 , 1 1 0 , 9 8 , 6 0 , 0 
1 0 2 , 1 0 2 , 1 2 6 , 1 0 2 , 1 0 2 , 1 0 2 , 0 
1 2 6 , 2 4 , 2 4 , 2 4 , 2 4 , 1 2 6 , 0 
1 2 6 , 1 2 , 1 2 , 7 6 , 1 0 8 , 5 6 , 0 
1 0 2 , 1 0 8 , 1 2 0 , 1 0 8 , 1 0 2 , 1 0 2 , 0 
4 8 , 4 B , 4 8 , 4 8 , 1 1 4 , 1 2 6 , 0 
9 9 , 1 1 9 , 1 2 7 , 1 0 7 , 9 9 , 9 9 , 0 
1 0 2 , 1 1 8 , 1 2 6 , 1 1 0 , 1 0 2 , 1 0 2 , 0 
6 0 , 1 0 2 , 1 0 2 , 1 0 2 , 1 0 2 , 6 0 , 0 
1 2 4 , 5 4 , 5 4 , 1 2 4 , 4 8 , 4 8 , 0 
6 0 , 9 8 , 9 8 , 1 0 6 , 1 0 0 , 5 8 , 0 
1 2 4 , 5 4 , 5 4 , 1 2 4 , 5 4 , 5 4 , 0 
6 2 , 9 6 , 6 0 , 6 , 1 0 2 , 6 0 , 0 
1 2 6 , 9 0 , 2 4 , 2 4 , 2 4 , 2 4 , 0 
1 0 2 , 1 0 2 , 1 0 2 , 1 0 2 , 1 0 2 , 6 0 , 0 
1 0 2 , 1 0 2 , 1 0 2 , 1 0 2 , 5 2 , 2 4 , 0 
9 8 , 9 8 , 1 0 6 , 1 2 6 , 1 1 8 , 1 0 2 , 0 
1 0 2 , 1 0 2 , 2 8 , 5 6 , 1 0 2 , 1 0 2 , 0 
1 0 2 , 1 0 2 , 6 2 , 6 , 1 0 2 , 6 0 , 0 
1 2 6 , 1 2 , 2 4 , 4 8 , 1 0 2 , 1 2 6 , 0 
1 1 2 , 9 6 , 9 6 , 9 6 , 9 6 , 1 1 2 , 0 

1 9 2 , 9 6 , 4 8 , 2 4 , 1 2 , 6 , 3 , 1 
3 0 , 6 , 6 , 6 , 6 , 3 0 , 0 

3 5 0 DATA 0 
3 6 0 DATA 0 
3 7 0 DATA 0 
3 8 0 DATA 0 
3 9 0 DATA 0 
4 0 0 DATA 0 
4 1 0 DATA 0 
4 2 0 DATA 0 
4 3 0 DATA 0 
4 4 0 DATA 0 
4 5 0 DATA 0 
4 6 0 DATA 0 
4 7 0 DATA 0 
4 8 0 DATA 0 
4 9 0 DATA 0 
5 0 0 DATA 0 
5 1 0 DATA 0 
5 2 0 DATA 0 
5 3 0 DATA 0 
5 4 0 DATA 0 
5 5 0 DATA 0 
5 6 0 DATA 0 
5 7 0 DATA 0 
5 8 0 DATA 0 
5 9 0 DATA 0 
6 0 0 DATA 0 
6 1 0 DATA 
6 2 0 DATA 0 
6 3 0 DATA 6 0 , 1 2 6 , 2 5 5 , 2 5 5 , 2 5 5 , 2 5 5 , 2 5 5 , 2 5 5 
6 4 0 DATA 0 , 0 , 3 , 6 0 , 1 9 2 , 0 , 0 , 0 
9 0 0 FOR T = 0 TO 5 0 3 : R E A D A : P O K E 1 4 8 5 6 + T , A 
: N E X T T 

1 0 0 0 G R A P H I C S 1 7 : P O K E 7 5 6 , 5 8 : P O K E 7 0 8 , 2 0 
: P O K E 7 0 9 , 1 9 8 : P 0 K E 7 1 0 , 1 4 8 : P O K E 7 1 1 , 5 5 : P 
OKE 7 1 2 , 2 6 : P O K E 7 5 2 , 1 
1 0 1 0 ? 1 * 6 : 7 # 6 ; " + + + + + + + + + + + + + + + + + + + + D o c T 
O r wHO a d V E n t U R e + + + + + + + + + + + + + + + + + + + + " • 

? # 6 ; " , i - " ; C H R « ( 1 2 9 ) » " + + + + + + + D O C T O R 

#6; 

1 0 4 0 7 

1 0 5 0 7 * 6 ; " 

1 0 6 0 7 # 6 ; " 

1 0 7 0 7 H 6 ; " 

1 0 8 0 7 # 6 ; " 

# 6 ; 

*6; 

7 # 6 ; 

N- ' ; C H R S < 2 ) i " + + + + + + + + + + K E Y . N 

S - " ; C H R « ( 3 ) ; " - KSWORD,S 

t - " ; C H R * ( 4 > ; i -R ING, t 

r - " ; C H R * < 5 ) ; " ••ROPE, r 

U - M ; C H R * ( 6 ) ; " + + + + + + R A Y G U N , U 

C - " ; C H R * ( 7 > ; " + + + T I M E D R I V E , C 

t - " ; C H R * < 6 0 ) ; " + + + M U M M Y C A S E , 

i - " ; C H R * ( 4 0 > J " + + + + + + + + M U M M Y , 

0 - M ; C H R * < 1 3 7 ) ; " 

N — " ; C H R * ( 4 2 ) ; 

KSNAKE 

KSPHINX , 

1 0 9 0 
t - " ; 
1 1 0 0 
i - " S 
1 1 10 
, 0 - " i 
1 1 2 0 . 7 # 6 ; " 
N - " ; 
1 1 3 0 7 # 6 ; " 
, 5 , 
1 1 4 0 7 # 6 ; *'-

G u g G E n h E I m " ; 
1 1 5 0 7 4*6; " + + + + + + + + + + + + + + + + + + + + L o a D I n g M 
A i n P R o g R A m + + + + + + + + + + + + + + + + + + + + " 
2 0 0 0 POKE 7 6 4 , 1 2 : C L 0 A D 

s — " ; C H R $ ( 1 6 1 ) ; " + + + + + + + M A S T E R 

+ + + + + + + + + + + + + + + • + + + 8 7 j E R e m Y 
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RUNS ON AN ATARI 400/800 IN 16K WITH JOYSTICK 

Or Who 
Adventure 

BY JEREMY GUGGENHIEM 
Another time, another place . . 
the Doctor is on the move again 
and this time you can become 
one ol his travelling companions. 

This graphics adventure is 
based on the classic sci-fi TV 
series Or Who. In it the good 
Ooctor is trapped on the planet 
Strardos IV in a pyramid built by 
his arch-enemy, the Master. 

The Master plans to destroy 
the planet and the Doctor — 
with a time bomb. He has stolen 
the Doctor's time drive unit from 
the Tardis — and without this the 
Doctor cannot escape the 
doomed planet. He must get it 
back — but he can only do this 
by killing the Master. 

You take the role of the Doctor 
— everything else is controlled 
by the computer. There are' 12 
rooms within the pyramid which 
you must explore in your attempt 
to escape. 

Some of the rooms contain 
things you will need to escape — 
some contain hazards which you 
must overcome. 

Objects you need are hidden 
tn mummy cases — but be care-
ful, some of the cases contain 
angry mummies who do not want 
to be disturbed! The position of 
mummies and mummy cases dif-
fers each t ime you play the 
game. 

You can drop an object you 
are carrying in an empty room by 
pressing the fire button on the 
joystick which you also use to 
control your movements. These 
obiects are replaced in mummy 
cases when you leave the room. 

The time left before the bomb 
explodes and the number of the 
room you are in are shown at the 
bottom of the screen. 

Obiects you will need in your 
escape bid are the key to the 
Master's Tardis, which is con-
tained in a mummy case some-
where in the pyramid; a sword 
from the High Priest s temple 
which will protect you against 
snakes and the Sphinx, a 
magic ring, which protects 
you against any stray 
thunderbolts; a rope, 

which will come in useful if you 
fall into any pits; a ray gun, 
which you will find in a pit, and 
your time drive which is in the 
Master's Tardis. 

Deadly dangers wh ich you 
must avoid or defeat if you are to 
survive include mummies and 
snakes. And don't leave the key 
in the Master's Tardrs — you'll 
never get back in! 
LOADING AND CL0ADING 

Because this program in-
cludes instructions which are 

shown while the other program 
is loading the loading and saving 
procedures are slightly different 
from normal. To load the program 
type: RUN " C : " land press 
RETURN! 

The program wi l l load and 
when ready will say "READY". 
You should then type "RUN" and 
the program will run. 

To save the instruction pro-
gram either load it off the tape by 
typing "CLOAD" instead of 
"RUN' C:"" and when it is ready 

type "SAVE"C:"" or write out 
the listing and type "SAVE "C:"". 

When the instructions have 
been saved (using SAVE "C:") 
you can save the main program, 
You do this by either writing out 
the listing of loading the program 
from tape and then, DIRECTLY 
after the instruction program, 
you CSAVE the program m the 
normal way. 

Now, when you RUN"C:" the 
instruction program, the program 
will immediately run without hav-
ing to type anything Then line 
2000 tells the computer to load 
the main program will still keep-
ing the inst ruct ions on the 
screen. 

There are two main advan-
tages of having the two different 
programs. The first is that the 
instructions can be read in plenty 
of time while you are waiting for 
the mam program to load. 

The second is that this method 
saves about 8 K of memory and a 
lot of time. This is because it 
creates a whole new custom 
character set before printing the 
instructions. The new set is kept 
in memory will you load the new 
program (even NEW does not 
affect it). 

The memory used for the char-
acter set and instruct ions is 
cleared when the other program 
toads but the character set stays 
intact . Also the immensely 
tedious time it takes to build a 
new set is forgotien as this is 
done automatical ly when the 
instructions load. 

However, there is a problem 
with the program, and this is that 
after 16-50 games (depending on 
their length) the character gen-
eration starts to get over written 
by RAM 

This seems impossible to 
solve. There may be a way but I 
do not know one perhaps some 
one out there can solve it?. 

The character set RAM is held 
as high up in memory as I can 
get it without upsetting the Dis 
play List. The only thing to do 
when this happens is to re-load 
the whole program 
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ATARI VCS CARTRIDGES 
from ^ p s N C O M 

The largest selection in the UK at lowest prices 
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Master Builder 
Turbo 

•v jeelc SOp per ite" Tttro or more tt«m$ Post oe S a stamp < ts Poncom 
Mail Order a Enquiries: 6 Tranby Drive. Gflmaby. S. Humba. 

Telephone (0472) 694196 Retail Shop 87-89 Pasture Street. Crimaby 

At last — a Printer for every Pocket! 

MICR0MAX — SPECIAL 
INTRODUCTORY OFFER 
ONLY £69 + VAT 

SPEED SELECTABLE . . . 
SERIAL OR PARALLEL 
INTERFACES AND 
CABLES AVAILABLE FOR: 
SINCLAIR ZX81 . . . 
SPECTRUM . . . VIC . . . 
DRAGON ETC . . . 

UP TO 24 STANDARD OR 
ENHANCED CHARACTERS 
PER LINE . . . 

s.a.e. ptease for details to 30 Lake Street. 
LEIGHTON BUZZARD, Beds. Tel: 0525 376600 
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BRINGS YOU 
THE PICK OP THE 

GAMES! 
GAMES- GAMES- GAMESI More and morecomputer games hit 
the market every month. BUT T H E Y O W TALL BE G O O D So-let 
LE1SUREMAIL short list the VERY BEST for you SeridSOp N O W for 
our big BEST OF THE BUNCH' catalogue We select TOP 
QUALITY SOFTWARE FOR YOUR ZXB1 - SPECTRUM - BBC 
MICRO - GENIE 2 - VIC 20 - DRAGON 32 - ATARI etc 

SPECIAL THIS MONTH 
N e w Generation ESCAPE for I6K Spectrum - voted by Sinclair 
User as best and most original game yet seen for Spectrum I Only 
£4.95 post paid Simply amazing graphics Also fabulous new 
release- 3 D TUNNEL- 16K and48K versions for Spectrum on one 
tape - £5.95. 

To:- LEISUREMAILIG/GJ, 69, Long Lane, London EC1A9EJ. 
mmt ^mm an* mam « ^mm HIB a a i ^mm m^m mmmm mm^m 
Please rush me your BUMPER CATALOGUE of TOP FUGHT 
GAMES. I enclose 50p (refundable first order] 

I I enclose £ for ., ESCAPE and/or 3D TUNNEL, plus 
free catalogue OR debit my ACCESS/ DINERS/ A M EX 
account number " 
Name:-
Address:-. | 

V ) 

I 
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5 CLR 
10 D IM R ( 1 2 ) , D ( 1 2 ) , X ( 1 5 ) , Y ( 1 5 ) 
5 6 DATA 1 1 0 , 0 , 1 1 1 0 . 0 , 1 0 1 0 , 0 , 1 0 0 0 , 1 , 1 0 1 , 5 
, 1 1 1 . 0 , 1 1 1 0 

60 DATA 0 , 1 0 0 0 , 4 , 1 , 2 , 1 , 7 , 1 1 , 6 , 1 0 0 0 , 8 , 1 , 1 
, 1 , - 1 , 1 , 0 , 0 , 0 , - 1 , 1 , - 1 , - 1 , - 1 , 0 , 0 , 0 . 0 , 1 , 0 , 

- 1 , 0 . 0 

8 0 FOR N = 1 TO 1 2 : R E A D A , B : D (N) = A : R (N> = B : 
NEXT N : F O R N = 5 TQ 1 5 : R E A D A , B : X ( N ) = A : Y ( N 
) = B : N E X T N 
9 0 T L - 3 0 : X = 9 : Y = 1 6 : Y R = 4 : 0 = 0 : S N = 1 : S L = 1 : P I = 
1 : M T = 0 : F O R T = 1 TO 4 : G O S U B 9 5 : R E A D A : R ( I ) 
= A : N E X T T : 6 0 T 0 3 0 0 
9 5 I = I N T ( R N D ( 0 ) * 7 ) + l : I F R ( I ) = 0 THEN RETU 
RN 
9 6 GOTO 9 5 : D A T A 1 0 , 1 1 , 1 4 , 1 5 
100 P O S I T I O N 0 , 2 2 : ? # 6 ; " d o c t o r w h o a d v e n 
t u r e T I M E L E F T = " : R E T U R N 
1 0 5 P O S I T I O N 1 9 , 2 2 : ? # 6 ; " T I M E L E F T = " 
:RETURN 
1 1 0 I F A AND Y = 0 THEN Y R = Y R - 1 : Y = 2 0 : G O T O 
3 0 0 
1 2 0 I F B AND X = 1 8 THEN Y R = Y R + 4 : X = 1 : G O T O 
3 0 0 
1 3 0 I F C AND Y = 2 1 THEN Y R = Y R + 1 : Y = 1 : G O T O 
3 0 0 
1 4 0 I F D AND X=0 THEN YR=YR—4:X= 1 7 : G O T O 
3 0 0 
1 5 0 RETURN 
1 6 0 T L = T L — O - 0 1 : P O S I T I O N 1 3 , 2 3 : ? # 6 ; T L ; " 
" : I F T L = I N T ( T L ) THEN T L = T L - 0 - 4 : I F T L < 0 . 0 
1 THEN 8 0 0 0 
1 7 0 RETURN 
1 8 0 P O S I T I O N X , Y : ? # 6 ; C H R * ( 1 2 9 ) ; : I F O TH 
EN ? # 6 ; C H R » ( 0 + 1 ) 
1 9 0 GOSUB 1 6 0 : X X = 0 : Y Y = 0 : Z = S T I C K < 0 ) : I F Z< 
15 THEN X X = X ( Z ) : Y Y = Y ( Z ) 
2 0 0 LOCATE X + X X , Y + Y Y , L : I F L > 4 2 AND L < 4 7 
THEN X X = 0 : Y Y = 0 
2 1 0 LOCATE X + X X + 1 , Y + Y Y , L : I F L > 4 2 AND L < 4 
7 THEN X X = 0 : Y Y = 0 
2 2 0 P O S I T I O N X , Y : ? # 6 ; " " : X = X + X X : Y = Y + Y Y 
:RETURN 
3 0 0 GRAPHICS 1 7 : P 0 K E 7 5 2 , 1 : P 0 K E 7 1 2 , 2 6 : P 
OKE 7 0 8 , 1 9 : P O K E 7 0 9 , 1 9 9 : P O K E 7 1 0 , 1 4 8 : P O K 
E 7 1 1 , 5 5 : P O K E 7 5 6 , 5 8 
3 1 0 COLOR 4 3 : P L O T 0 , 0 : D R A W T O 1 9 , 0 : P L O T 0 
, 2 1 : D R A W T O 1 9 , 2 1 : C O L O R 4 4 : P L O T 0 , 1 : D R A W T 
0 O , 2 0 : C O L O R 4 5 : P L 0 T 1 9 , 1 
3 2 0 DRAWTO 1 9 , 2 0 : D = D ( Y R ) : R = R ( Y R ) : C O L O R 0 
3 3 0 I F D / 1 0 0 0 > = 1 THEN A = 1 : P L 0 T 7 , 0 : D R A W T 
O 1 1 , 0 : D = D - 1 0 0 0 
3 4 0 I F D / 1 O 0 > = 1 THEN B = 1 : P L 0 T 1 9 , 8 : D R A W T 
O 1 9 , 1 2 : D = D - I 0 0 
3 5 0 I F D / 1 0 > = 1 THEN C = 1 : P L 0 T 7 , 2 1 : D R A W T 0 

1 1 , 2 1 : D = D - 1 0 
3 6 0 I F D THEN PLOT 0 , 8 : D R A W T O 0 , 1 2 
3 7 0 I F R THEN GOSUB ( R * 2 0 0 ) + 3 0 0 
3 8 0 GOSUB 1 0 0 
3 9 0 GOSUB 1 8 0 : G O S U B 1 1 0 : I F S T R I G ( 0 > OR O 
= 0 THEN 3 9 0 
4 1 0 SOUND 0 , 1 0 0 , 1 0 , 4 : R ( Y R ) = 0 + 7 : P 0 S I T I 0 N 
X + l , Y - l : ? # 6 ; C H R * ( 0 + 1 ) : 0 = 0 : S O U N D 0 , 0 , 0 , 0 
:GOTO 3 9 0 
5 0 0 FOR W=6 TO 1 3 : P O S I T I O N 8 , W : ? # 6 ; " ; . : 
**: NEXT W: POS I T I ON 8 , 6 : ? # 6 ; " " : P O S I T I O 
N 8 , 1 4 : ? # 6 ; " " 
5 1 0 COLOR 2 5 4 : P L O T 9 , 5 : P O S I T I O N 4 , 2 2 : ? # 
6 ; " y o u r t a r d i s " : G O S U B 1 0 5 
5 2 0 GOSUB 1 8 0 : G O S U B 1 1 0 : I F L < > 1 7 4 THEN 5 
20 
5 7 0 GOSUB 5 8 0 : ? # 6 ; " y o u r * c o n t r o l r o o m " : G 

OSUB 1 0 5 : X = 9 : Y = 2 0 : G O T O 6 0 0 
5 8 0 ? # 6 ; C H R * ( 1 2 5 ) : C O L O R 4 6 : P L O T 0 , 0 : D R A 
WTO 1 9 , 0 : D R A W T O 1 9 , 2 1 : D R A W T O 1 1 , 2 1 : P L O T 
7 , 2 1 : D R A W T O 0 , 2 1 : D R A W T O 0 , 0 
5 9 0 P O S I T I O N 8 , 1 0 : ? # 6 ; " / . \ : P O S I T I O N 8 , 
1 1 : ? # 6 ; " : P O S I T I O N 8 , 1 2 : ? # 6 J " \ . / " : P 
O S I T I O N 0 , 2 2 : R E T U R N 
6 0 0 GOSUB 1 8 0 : I F S T R I G ( 0 ) = O THEN 6 7 0 
6 1 0 I F Y < 2 1 THEN 6 0 0 
6 6 0 X = 9 : Y = 1 6 : G O T O 3 0 0 
6 7 0 I F 0 0 6 THEN P O S I T I O N 0 , 2 2 : ? # 6 ; " c a n 
t d r o p t h a t h e r e " : F O R N = 1 TO 5 0 0 : N E X T N : 
GOTO 5 7 0 
6 8 0 FOR N = 2 5 5 TO 0 STEP - 3 : P O K E 7 0 8 , N : P O 
KE 7 1 2 , 2 5 5 - N : P O K E 7 0 9 , R N D ( 0 ) » N : S O U N D 0 , N 
, 1 0 , 5 : S O U N D 1 , 2 5 5 - N , 1 0 , 3 
6 9 0 NEXT N : SOUND 1 , O , 0 , 0 : P O S I T I O N 5 , I S : ' * 

# 6 ; " s c o r e T L * 1 0 0 : G O T O 8 O 2 0 
7 0 0 FOR W=7 TO 1 4 : P O S I T I O N 9 , W : ? # 6 ; " . " : 
NEXT W : P O S I T I O N 8 , 1 5 : ? # 6 ; " ; . : " : P O S I T I O N 

8,6 
7 1 0 ? # 6 ; " ; . : " : P O S I T I O N 0 , 2 2 : ? « 6 ; " m a s t e 
r s t a r d i s " : G O S U B 1 0 5 
7 2 0 GOSUB 1 8 0 : G O S U B 1 1 0 : I F L < > 4 6 THEN 7 2 
0 
7 2 5 I F MT=0 AND O O l THEN P O S I T I O N 0 , 2 2 : 
? # 6 ; " n e e d a k e y t o g e t i n " : F O R N=1 TO 5 
0 0 : N E X T N : Y = 1 6 : G O T O 3 0 0 
7 3 0 GOSUB 5 8 0 : ? # 6 ; " m a s t e r s c o n t r o l r o o m 
" : G O S U B 1 0 5 : X = 9 : Y = 2 0 : Q = 1 7 : W = 1 0 
7 4 0 P O S I T I O N X , Y : ^ # 6 ; C H R * ( 1 2 9 ) : P O S I T I O N 

Q , W : ? # 6 ; C H R * ( 1 6 1 ) : I F O THEN P O S I T I O N X 
+ 1 , Y : ? # 6 ; C H R * ( 0 + 1 ) 
7 5 0 GOSUB 1 6 0 : Q Q = ( X >Q) — ( X < D ) : W W = ( Y > W ) — (Y 
< W ) : X X = 0 : Y Y = 0 : Z = S T I C K ( 0 ) : I F Z < 1 5 THEN XX 
= X ( Z ) : Y Y = Y ( Z ) 
7 6 0 LOCATE X + X X , Y + Y Y , L : I F L > 4 2 AND L < 4 7 
THEN X X = 0 : Y Y = 0 
7 7 0 LOCATE X + X X + 1 , Y + Y Y , L : I F L > 4 2 AND L < 4 
7 THEN X X = O : Y Y = 0 
7 B 0 LOCATE Q + Q O , W + W W , L : I F L = 1 2 9 THEN 8 5 0 
7 9 0 I F L = 6 THEN 8 2 0 
7 9 5 I F S T R I G ( 0 ) = 0 AND 0 = 1 THEN M T = 1 : O = 0 : 
P O S I T I O N X + l , Y - l : ? # 6 ; C H R « < 2 ) 
8 0 0 P O S I T I O N X , Y : ? # 6 ; " M : P O S I T I O N Q , W : 
? # 6 ; " " : X = X + X X : Y = Y + Y Y : Q = Q + Q Q : W = W + W W : I F 
Y < 2 1 THEN 7 4 0 
B I O X = 9 : Y = 1 7 : G O T O 3 0 0 
8 2 0 FOR T = 1 TO 3 : F O R N = 2 5 5 TO 0 STEP - 1 0 
:POKE 7 1 2 , N : S O U N D 0 , N , 1 0 , 5 : N E X T N : N E X T T 
: 0 = 6 : P O S I T I O N Q , W : ? # 6 ? " " 
8 3 0 SOUND 0 , 0 , 0 , 0 : P O K E 7 1 2 , 2 6 : P O S I T I O N 0 
, 2 1 : ? # 6 ; " m a s t e r i s d e a d y o u h a v e t h e t 
i m e d r i v e " 
B 4 0 FOR N = 0 TO 1 0 0 0 : N E X T N : R ( Y R ) = 0 : G O T O 
3 0 0 
8 5 0 P O S I T I O N 0 , 2 2 : ? # 6 ; " h e h a s k i l l e d y 
o u " : G O T O 8 0 0 0 
1 1 0 0 POKE 7 1 2 , 6 : ? # 6 ; C H R * ( 1 2 5 ) : W = 0 : C O L O R 

4 6 : F O R Q=5 TO 2 1 : P L O T 0 , 0 : D R A W T O W , 0 : P L 
OT 1 9 , Q : D R A W T O 1 9 - W , Q : X = 9 
1 1 1 0 W = W + ( Q - 5 ) / 8 : N E X T Q :POKE 7 1 0 , 1 0 : P O S I 
T I O N 3 , 2 2 : ? # 6 ; " a p i t " : G O S U B 1 0 5 : I F 0 = 4 
THEN P I = 0 
1 1 2 0 FOR Y = 0 TO 1 7 : P O S I T I O N X , Y : ? # 6 ; C H R 
* ( 1 2 9 ) » : I F O THEN ? # 6 ; C H R * ( 0 + 1 ) 
1 1 3 0 SOUND 0 , Y * 1 5 , 1 0 , 4 : G O S U B 1 6 0 : F O R T = 1 

TO 1 0 : N E X T T 
1 1 4 0 P O S I T I O N X , Y : ? # 6 ; " " : I F P I = 0 THEN 

P O S I T I O N X , Y : ? # 6 ; C H R S ( 1 8 6 ) 
1 1 5 0 NEXT Y : P O S I T I O N 0 , 2 2 : ? # 6 ; " a r a y g u 
n " : S O U N D 0 , O , 0 , 0 : F O R T = 1 TO 5 0 0 : N E X T T 
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ZX Spec t r x ^bYST lX ! vie 20 SOFTWARE 

FROM |NTERCEPTOR 

M 
ICROS 

INTERCEPTOR 
' g O F T W A R E 

At last, the ultimate in ZX add-ons has arrived. The unique 
board has been designed to take Atari* type or Commodore' 
type joystix. The board wil l take two joysticks+ which are 
software programable using the in statement on your 
Spectrum. Just add a few simple lines to your programs for 
true arcade action. Supplied with full instructions and 
demonstration cassette for only 

£15 .95 
TRADE ENQUIRIES WELCOME 
FOREIGN DISTRIBUTORS REQUIRED 

SOFTWARE FOR THE UNEXPANDED VIC 20 
FROG 

PUCKMAN 

FROG 
An amazing version of Frogger in the unex-
pended VIC 20. With diving turtle* and plenty 
of vehicle* to run you down. Fast action and high 
resolution graphics. Joystix or Keyboard control 

....£4,00 

PUCKMAN - MACHINE CODE 
The old favourite back again. Joystix or key-
board control. Fast action. High resolution 
colour graphics on the unexpended VIC 20 

ALIEN ATTACK 

K'^x 

. . . . £6 .00 

PENNY SLOT 
This program is designed around a penny slot 
machine and gives-true to I tie animated action 
Try your luck to win a lortune For Vic 20 With 
hold and nudge features lor only 

GALAXZIONS 

* -

....£4.50 

VIC BOMBER 
An extremely fast action Bomber game for the 
V« 20 With high resolution colour graphics 
Flatten the enemy city before il s loo late 

AL IEN ATTACK - MACHINE CODE 
You are under attack from an immense force. This 
program has various wayi for you to battle against 
giving en extra-terrestrial experience for any adven-
turous human being 

. . . . £6 .00 

VIC RESCUE - MACHINE CODE 
Your Planet is under attack by a fourth dimen-
sion and your only escape is by lunar pod to the 
mother ship. However you must first dodge your 
way through the Astroid belt and onto the land-
ing pad before returning home. Keyboard or 
Joyi t ix control, high resolution colour graphic* 

....£5.00 

GALAXZIONS - MACHINE CODE 
This is the most amazing alien game ever seen on 
the VIC 20. Galaxzions swarming in attack form-
ation to destroy your planet. The nearest program 
to the real arcade game for the unexpended VIC 20 

SPACE BUGS 

....£3.00 

Mr. Mrs, Miss 
Address 

i . l l l i l l t l i l l l i l . i . i . Mr. Mrs, Miss 
Address 1 . . 1 1 1 1 1 • 1 1 1 1 i 1 1 . i i t i i i i 

Quantity Item Unit Price Total 
Joystix Board (Spectrum) C S 9 5 
Galaxzions Vic 20 £7.00 
Space Bugs Vic 20 £4.00 
Frog Vic 20 £4.00 
Alien Attack Vic 20 £6.00 
Bomber Vic 20 £3.00 
Puckman Vic 20 £6.00 
Space travel Vic 20 £5.00 
Vic Rescue V>c 20 £5.00 
Penny Slot Vic 20 £4.50 
Wordhanger Atari £5.00 

Postage & Packing • SOP 
TOTAL 

Send order tor Interceptor Micro's. Lindon House. Please add P&P 
The Green, Tadley. Hants 

WORDHANGER 

....£7.00 

SPACE BUGS - MACHINE CODE 
Can you defend your planet f rom an alien invas-
ion. The Marauding bugs are swarming in for the 
ki l l . So keep on your toes, joystix or keyboard 

....£4.00 

ATARI 400 800 16* 
WOROHANGER 
A highly educational hangman game with 
vocabulary and 2 player or play against 
the computer option 

....£5.00 

JOYSTIX SHOWN NOT INCLUDED 

COMING SOON 

CRAZY KONG 
Unexpanded VIC 20 

FANTAZ1A 
Unexpanded Vic 20 

WATCH THIS SPACE 
-J 



1 1 6 0 P O S I T I O N 0 , 2 2 : I F P I THEN 7 # 6 ; " y o u 
a r e t r a p p e d " : G O T O 8 0 0 0 
1 1 7 0 7 # 6 ; " c l i m b u p t h e r o p e " : 0 = 5 : F O R Y= 
17 TO 0 S T E P — 1 : P O S I T I O N X , Y : ? # 6 ; C H R » ( 1 
2 9 ) J C H R * ( 6 ) 
1 1 8 0 GOSUB 1 6 0 : S O U N D 0 , Y * 1 5 , 1 0 , 4 : F 0 R T = 1 

TO 1 0 : N E X T T : P 0 S I T I 0 N X , Y : ? # 6 ! " " : N E X 
T Y : Y = 2 0 : Y R = 7 : G O T O 3 0 0 
1 3 0 0 ? # 6 ; C H R t ( 1 2 5 > : P O K E 7 1 2 , 1 9 4 : C O L O R 4 
6 : P L O T 0 , 2 1 : D R A W T Q 1 9 , 2 1 : F O R T = 0 TO 3 : P L 
OT 0 , T + 1 7 : D R A W T O T , T + 1 7 
1 3 1 0 PLOT 1 9 , T + 1 7 : D R A W T D 1 9 - T , T + 1 7 : N E X T 
T : P O S I T I O N 5 , 2 2 : ? # 6 ; " a s n a k e p i t " : G O S U B 

1 0 5 
1 3 2 0 M = 4 : H = M + < X > 5 ) * 1 0 : X = M : Q = 1 5 
1 3 3 0 P O S * T I O N X , 2 0 : 7 # 6 ; C H R * ( 1 2 9 ) ; : I F O 
THEN 7 # 6 ; C H R * ( 0 + 1 ) 
1 3 3 5 I F S L THEN P O S I T I O N Q , 2 0 : ? # 6 ; C H R * ( 
1 3 7 ) : Q Q = ( X > Q ) - ( X < Q ) 
1 3 4 0 GOSUB 1 6 0 : X X = 0 : Z = S T I C K ( 0 ) : I F Z < 1 5 T 
HEN X X = X ( Z ) 
1 3 5 0 I F X + X X = 3 OR X + X X - 1 5 THEN 1 4 0 0 
1 3 6 0 I F S L THEN L O C A T E Q + Q Q , 2 0 , L : I F L = 1 2 
9 THEN P O S I T I O N 2 , 2 2 : 7 # 6 ; " t h e s n a k e b i t 

y o u " : G O T O 8 0 0 0 
1 3 7 0 I F S L AND L = 3 THEN 1 4 5 0 
1 3 8 0 P O S I T I O N X , 2 0 : 7 # 6 ; " " : X = X + X X : I F S 
L THEN P O S I T I O N Q , 2 0 : 7 # 6 ; " " : Q = Q + Q Q 
1 3 9 0 FOR T = 1 TO 5 0 : N E X T T : G O T O 1 3 3 0 
1 4 0 0 FOR Y = 2 0 TO 1 6 S T E P - l : P O S I T I O N X , Y 
: 7 # 6 ; C H R * ( 1 2 9 ) ; : I F 0 > 1 THEN 7 # 6 ; C H R * ( 0 
+ 1) 
1 4 1 0 SOUND 0 , Y » 1 0 , 1 0 , 4 : F O R T = 1 TO 4 0 : N E X 
T T : S O U N D 0 , 0 , 0 , 0 : P O S I T I O N X , Y : 7 # 6 ; " " 
: X = X + X X : N E X T Y 
1 4 2 0 Y = 9 : Y R = Y R - ( X < 5 ) * 4 + ( X > 1 5 ) * 4 : M = ( X < 5 ) * 
1 7 + ( X > 1 5 ) * 1 : X = M : G O T O 3 0 0 
1 4 5 0 S L = 0 : P O S I T I O N 0 , 2 2 : 7 # 6 ; " y o u k i l l e d 

t h e s n a k e " : F O R T = 1 0 0 TO 2 0 0 : S O U N D 0 , T , 1 
0 , 4 : N E X T T : S O U N D 0 , 0 , 0 , 0 
1 4 6 0 P O S I T I O N Q , 2 0 : 7 # 6 ; " " : G O T O 1 3 8 0 
1 5 0 0 I F S N = 0 THEN 3 8 0 
1 5 1 0 Q = I N T ( R N D ( 0 ) * 8 ) + 1 0 : W = I N T ( R N D ( 0 ) » 1 5 ) 
+ 2 : P O S I T I O N 0 , 2 2 : 7 # 6 ; " a s p h i n x " : G O S U B 1 
0 5 
1 5 2 0 P O S I T I O N Q, W: *? # 6 ; C H R * ( 4 2 ) : POS I T I ON 

X , Y : 7 # 6 ; C H R * < 1 2 9 ) ; : I F O THEN 7 # 6 ; C H R * 
( 0 + 1 ) 
1 5 3 0 Q Q = ( Q < X ) — ( Q > X ) : W W = ( W < Y ) - ( W > Y ) : X X = 0 : 
Y Y = 0 : Z = S T I C K ( 0 ) : I F Z < 1 5 THEN X X = X ( Z ) : Y Y = 
Y ( Z ) 
1 5 4 0 LOCATE Q + Q Q , W + W W , L : I F L = 1 2 9 THEN 1 6 00 
1 5 5 0 GOSUB 1 1 0 : G O S U B 1 6 0 : I F L = 3 THEN 1 6 5 
0 
1 5 6 0 L O C A T E X + X X , Y + Y Y , L : I F L > 4 2 AND L < 4 6 

THEN X X = 0 : Y Y = 0 
1 5 7 0 L O C A T E X + X X + 1 , Y + Y Y , L : I F L > 4 2 AND L < 
4 6 THEN X X = 0 : Y Y = 0 
1 5 8 0 P O S I T I O N Q , W: 7 # 6 ; " " : Q=Q+QQ: W=W+WW 
: P O S I T I O N X , Y : 7 # 6 ; " " : X - X + X X : Y = Y + Y Y : G O 
TO 1 5 2 0 
1 6 0 0 P O S I T I O N 0 , 2 2 : 7 # 6 ; " t h e s p h i n x g o t 
y o u " : G O T O 8 0 0 0 
1 6 5 0 S N = 0 : P O S I T I O N 0 , 2 2 : 7 # 6 ? " t h e s p h i n x 

i s d e a d " : F O R T = 1 0 0 TO 2 0 0 : S O U N D 0 , T , 1 0 , 
4 : N E X T T : S O U N D 0 , 0 , 0 , 0 
1 6 6 0 FOR T = 0 TO 3 0 0 : N E X T T : G O T O 3 0 0 
1 7 0 0 COLOR 4 3 : P L O T 1 2 , 1 7 : D R A W T O 1 6 , 1 7 : P L 
OT 1 1 , 1 8 : D R A W T O 1 7 , 1 8 : C 0 L 0 R 1 6 3 : P L O T 1 0 , 
17 
1 7 1 0 COLOR 1 6 8 : P L O T 1 4 , 1 6 : P O S I T I O N 0 , 2 2 : 
7 # 6 ; " h i g h p r i e s t s t e m p i e " : G O S U B 1 0 5 : Q = 

1 3 : W = 1 6 
1 7 2 0 P O S I T I O N X , Y : 7 * 6 ; C H R * ( 1 2 9 ) ; : I F O T 
HEN 7 # 6 ; C H R * ( 0 + 1 ) 
1 7 3 0 P O S I T I O N Q , W : 7 # 6 ; C H R 4 ( 9 5 ) : X X = 0 : Y Y = 
0 : Z = S T I C K ( 0 ) : I F Z < 1 5 THEN X X = X ( Z ) : Y Y = Y ( Z 
) 
1 7 4 0 GOSUB 1 1 0 : G O S U B 1 6 0 : L O C A T E Q - 1 , W , L : 
I F L = 1 2 9 THEN 1 8 0 0 
1 7 4 5 I F X = 9 AND Y = 1 7 THEN 0 = 2 : P O S I T I O N 0 
, 2 2 : 7 # 6 i " y o u h a v e t h e s w o r d " 
1 7 6 0 L O C A T E X + X X , Y + Y Y , L : I F L > 4 2 AND L < 4 6 

THEN X X = 0 : Y Y = 0 
1 7 7 0 L O C A T E X + X X + 1 , Y + Y Y , L : I F L > 4 2 AND L < 
4 6 THEN X X = 0 : Y Y = O 
1 7 8 0 P O S I T I O N X , Y : 7 # 6 ; " " : P O S I T I O N Q,W 
: 7 * 6 ; " " : X = X + X X : Y = Y + Y Y : Q = Q - 1 : I F Q > 0 THE 
N 1 7 2 0 
1 7 9 0 G = 9 : W = Y : G O T O 1 7 2 0 
1 8 0 0 P O S I T I O N 0 , 2 2 : 7 # 6 ; " a l i g h t n i n g b o l 
t h i t y o u I F 0 0 3 THEN 8 0 0 0 
1 8 1 0 SOUND 0 , 2 0 0 , 1 0 , 4 : F 0 R T = 1 TO 3 0 0 : N E X 
T T : P O S I T I O N 0 , 2 2 : 7 # 6 ; " t h e r i n g s a v e d y 
o u " : S O U N D 0 , 0 , 0 , 0 
1 8 2 0 FOR T = 1 TO 3 0 0 : N E X T T : G O T O 3 0 0 
1 9 0 0 GOSUB 1 9 1 0 : 7 # 6 ; " m a s t e r s t a r d i s k e 
y " : G O T O 3 9 0 
1 9 1 0 P O S I T I O N 9 , 9 : 7 # 6 ; " < " : P O S I T I O N 0 , 2 2 
: 7 # 6 : " a mummy c a s e " : G O S U B 1 0 5 
1 9 2 0 GOSUB 1 8 0 : G O S U B 1 1 0 : I F X < > 8 OR Y < > 9 

THEN 1 9 1 0 
1 9 3 0 I F R = 1 4 OR R = 1 5 THEN 1 9 5 0 
1 9 4 0 v = 0 : 0 = R ( Y R ) - 7 : R ( Y R ) = V + 7 - ( V = 0 > » 7 : P O S 
I T I O N X , Y : 7 # 6 ; " " : Y = Y - 1 : P O S I T I O N 0 , 2 2 : 
GOSUB 3 0 0 0 : R E T U R N 
1 9 5 0 P O S I T I O N 8 , 2 2 : 7 # 6 ; " " : Q = U : W = 1 1 
1 9 6 0 P O S I T I O N Q , W : ? # 6 ; C H R * ( 4 0 ) : P O S I T I O N 

X , Y : 7 # 6 ; C H R * ( 1 2 9 ) ; : I F O THEN 7 # 6 ; C H R * 
(0+1 ) 
1 9 7 0 GOSUB 1 1 0 : G O S U B 1 6 0 : Z = S T I C K ( 0 ) : 0 0 = ( 
Q<X> — ( Q > X > : W W = ( W < Y ) — ( W > Y ) : X X = 0 : Y Y = 0 : I F Z 
< 1 5 THEN X X = X ( Z ) : Y Y = Y ( Z > 
1 9 8 0 L O C A T E X + X X , Y + Y Y , L : I F L > 4 2 AND L < 4 6 

THEN X X = 0 : Y Y = 0 
1 9 9 0 I F X=Q AND Y=W THEN P O S I T I O N 0 , 2 2 : 7 

# 6 ; " t h e mummy g o t y o u " : G O T O 8 0 0 0 
2 0 0 0 L O C A T E X + X X + 1 , Y + Y Y , L : I F L > 4 2 AND L < 
4 6 THEN X X = 0 : Y Y = 0 
2 0 1 0 P O S I T I O N Q , W : 7 # 6 ; " " :Q=Q+QQ:W=W+WW 
: P O S I T I D N X , Y : 7 * 6 ; " " : X = X + X X : Y = Y + Y Y : G O 
TO 1 9 6 0 
2 1 0 0 GOSUB 1 9 1 0 : 7 # 6 ; " a s w o r d " : G O T O 3 9 0 
2 3 0 0 GOSUB 1 9 1 0 : 7 # 6 ; " a m a g i c r i n g " : G O T O 

3 9 0 
2 5 0 0 GOSUB 1 9 1 0 : 7 # 6 ; " s o m e r o p e " : G O T O 3 9 
0 
2 7 0 0 GOSUB 1 9 1 0 : 7 # 6 ; " a r a y g u n " : G O T O 3 9 
0 
2 9 0 0 GOSUB 1 9 1 0 : 7 # 6 ; " t h e t i m e d r i v e u n i 
t " : G O T O 3 9 0 
3 0 0 0 7 # 6 ; " " : P O S I T I O 
N 0 , 2 2 : R E T U R N 
3 1 0 0 GOTO 1 9 1 0 
3 3 0 0 GOTO 1 9 1 0 
8 0 0 0 COLOR 4 3 : F O R W=21 TO 0 S T E P - 1 : F 0 R 
Q = 0 . TO 1 9 : S O U N D 0 , 2 5 5 , 1 0 , 4 : P L O T Q , W : S 0 U N 
D 0 , 0 , 0 , 0 : N E X T Q : N E X T W 
8 0 1 0 P O S I T I O N 5 , 5 : 7 # 6 ; " y o u l o s e " : 7 # 6 
; " t h e m a s t e r w i l l r u l e + + + t h e u n i v e r s e + 
+ " : G O S U B 1 0 0 
8 0 2 O P O S I T I O N 0 , 2 1 : 7 # 6 ; " p r e s s START t o 
b e g i n " : I F P E E K ( 5 3 2 7 9 ) < > 6 THEN 8 0 2 0 
8 0 3 0 RESTORE 5 6 : R ( 1 ) = 0 : R ( 2 ) = 0 : R < 6 ) = 0 : R ( 7 
) = 0 : R U N 
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0REM * * * * * * * * * * * * * * * * * * * * 
1REM * SKIING * 
2REM * S .J . HRRRIS * 
3REM * * * * * * * * * * * * * * * * * * * * 
8SEM NEEDS FIN ATOM UITH 5K PROGRRM RND 3K SCREEN MEMORY 
9P.S31 

18DIMLL 1 8, SS: 0, °P20, 0020, B32 > C32, -i-1 > SS2=-1 > F, X=1T02 .= DIMP-1 
19REF1 CHARACTER PLOT 
20CRSLA; RSLR • ASLR, TRX.; LDYS0; L10LDR£2S88,X, E0R£88 STRf £38),Y 
211 NX; TYR • CLC .i RDCS16> TRY; CMPf? 128, BNELL8, RTS 
26\SCR0LL SCREEN 
27 LL2LDR££31; STR£81 - LDR50, STR£80, • LL1LDYS128; LOW £86 ) ,Y j LDY®8 
28STR< £80Y;;INC£80;BNEL-1;INC£S1iLDfl£81iCMP5E8C;BNELL1;RTS 
29 LL i 0LDX28;=LL3LDAB,X j STftC,XiINX;CPXG16 
30BNELL3; RTS; * LL9LDfl£3£8; CMPQ253i BNELL4; LDRS0.. STA£328 
31STR335i 3TR862, STR889 > ' LL4CMP816 i BNELL5; LDRQ15, STR£328; = LL5RTS 
323; GOS. 8, C SS0LDfl2£60; STR£80; LDRf2£88.= STR£81; LOY60;STY£83 
33• SS1LDR< £88 >, Y; CMP@£FD .• 8NESS2; CPY£328J BMISS3DEC£83; JMPSS2 
34 SS31NC£83> SS2INY;;CPY®16;6NESS1; RTS 
•JC j 

36N..P=£2S30,GCS.20000;REM CHRRRCTERS 
— t !?C£Fg081010 • e ' 4a£FE302030 • ° ! 8*£3038 :S18 .• P ; 12=£28965834 
38P!16=£38381010iP!20=£28283854.P«24-£2C1R1C08iP!28=£4891R2C 
39P!32=£IF108808,F!36*£~F0C840C :P'48*£FE7E0E02 ;P144=£2820232 
40P!4C«£18181S08.P!52=£7E3C3C3Ci»i 56=£PPF• 7E7E•*!€6=£10180BFC 

41! £84=F • r . Xa0T315> X?B=8>X?C=8;N. ; P! 64=0.- F! 68=0 
42F.J=1T0D.Q=3,P.$12"FLAYER"J, IN.MJHRT IS YOUR NRME ",SPPJ 
4 3 C L E R R 3 ; F . X = £ S 1 0 0 7 O £ 8 D 0 0 S . 4 ; i !£B0«8 
^4G=8, V=2, ! £S4=P?£83=-1 
45-.X=76T0148S.c F!X=£FE;N.,P!72=£S2S2S£FE;P!80«£4040404.«P!84=4 
46P!88=£80FE02FE• 5!96=£2FE02FE;P1i£4=£2FCS202;P!168=2; P!132=4 
4TP! ll3=£.2PESe~c " ! l2£=£82FE30F£Jp! 128=£2&232FE;F ! 136=£82Fc£2::E 
48P! 144=£2FE82FE; P! 165=8; P! 172=£ 15fifl552R, P! 176=0 .• L=8 0=0: F=5 
49! 160=-1; !164=-1.-P!183=£54R35R00:P! 184=0;F! 188=£54RR5414 
58F. X=0TC15.• X?B=8IFX?C=£ X?B=7 
51N. .• :FR.R.^.10=1 Q=R»R,5il3; B?Qacl > B?<8+1 )»22;B?<Q+2)»23 
52IFR.R. ' .10-1.6?F=5; B?< F+3 >-5; F=F+R. '/A; F«( R. F ; G. 54 
53F. X" 1 TOR. R. Ji3; 7=fi. R. /i 16 j T?B-6; N . ; L I . SS7 
»4F.X=0TG15.^£8B=XJ?£6C=£8S;R=X?B,LI.UiN. 
55R=20. ?£8B=G>?£SC«£8Si IF?£S0016<128=CV«V-1; IFV<0V=0 
56L I . W.' IF?£E002S«64=0V=V+1 IFV>4V-4 
t -7N*5e 
59IFV«SG=G-1iN=55,GOS.di G.6c 
60IFV=1G=G-1 

The air is cold and clear. Below, the 
snow-clad mountain lies silent. The slopes 
shimmer in the harsh light of the sun The 
obstacle course you must navigate to re-
main champion is hidden from view by all 
this deceptive beauty. 

Taking a deep breath you thrust yourself 
forward, determined to smash all existing 
records. Snow sings beneath your skis as 
you bob and weave to miss trees and 
hidden patches of ice. Eyes ache as they 
strain to pick out the flags you must pass 
between. Each obstacle hit or flag missed 
earns you a penalty of five seconds. Can 
you do it in the time required to retain the 
crown? 

This game written for ihe 12K Atom 
includes all the exciting features of the 
popular arcade game. You can compete 
with up to sixteen other players. A run 
down of all the times is given at the end of 
each competition. During each individual 
run, time readout is displayed at the top 
right of the screen. 

The only controls used are SHIFT for left 
turns and REPT for right turns. 
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VARIABLES 
A: Passes parameters to machine code. 

I B : Contains the next row of characters to 
be printed. 

, C: Contains the last row of characters to 
be printed. 

I 0: Number of players. 
I F: Positions of next flags. 

G Position of skier across the screen. 
J; Player number. 
L: Distance down the slope. 
M String locations for names. 
N Line number (either 50 or 55) depending 

on whether skier moves or not 
0: Final score 
P Assembly position counter and start of 

characters. 
Q: Position of ice. 
R: Delay loop counter. 
T: Trees position. 
V: Direction of skier. 
W Address of character plot routine 
X General loop counter. 
LLx: Assembly labels. 
OOx. Times. 
PPx Name strings. 
SSx: Assembly labels. 

61IFV«3G«G+1 
62!FV«4G*G+1;N=55,GOS.d. G. 63 
6 3 L I . U 2 - I I . L L 1 8 
68L: .LLS 
70A=V•?£SC=£33•?£SE=G,U-?(£8850+0)>LI.339 
'1 IFU«233j ?£8E-0.: ?£8D=5 

72IFL'<255LI. LL6 • fl=5, L I . 3S6 
?3!F^£S3>6f i=5.LI .SS6 
75LI .SS9 
S0IFNO55L"L+1 
31R-1 ;L I .S36 
S2?£3B=G;>£3C=£38;fi=V ;L I .M,?£83=6 
S3LI.SS4 
5 9 ? £ 3 S = - I 
98IFL=100G.1900 
91G.N' * 
IO00«REN HIT OBJECT 
1010C:LL6LE)Y££FF; LL7LDX£80; = LLSDEXi8NELL8iL0A£8832 E0<?34 
101lSrP£BO02•INC£80;LDR£B0;CMFG255iBHELL7;RTS 
1028\PRIKT T IHE 
1021 « SS4LDAG£2A;STfi£3B:LDAfB£80 • STA£8C;LDA91;3Tft£80; SS5LDX£80 
1022LDA£B0*X.'LSRAj LSRAi LSRA;LSR^ CLC.iOC(S09- JSRUI _0X£SD ILJC£8B 
1023LDAEB0, X ; ANDS15. CLC ; ADCS09; JSRW> DEC£SD > I NC£8B ^DR£30 
1024Cf!PS£FF BNESS5,RTS 
1029\RDD ' A ' TO SCORE (BCD) 
1G30= 3S63ED i CLCADC£B0; STA£B8; LDRG0. R0C£81 STfl£8l. CLO, RTS 
1039\PRINT HEW LINE OF CHARS 
104C • S37L2X80; 3TX£3D. LDA2883/ STf-^w: U ^ K S - O .'•-lioC i&fccCs'tot 
1041 LDAS, XJSRW .= INC£3Bi INC£80• LDfl£SD • CMP816; BNESSS, RTS 
1049\REflD SCREEN UNDER SKIER 
105O S39LOX20; LDY£32S, STX£88, LDAIH88, STH£S1 .• > SS1COA-. £80 •, Y 
1851E0RS255*$TA£2CA8,XI INX, TYFL, CLC, ADCS16 • TRY. CDXS3 BNESS1C • R* " 
10683:R. 
1899REM REACHED BOTTOM 
1900!£3E«G+£8C00• F.X=iT012.- A * 3 u l . w i L I . L « _ 2 i , L I . W • w f l r ^ * r 

1901N.•O!£B8i£FFFF 
199900 
2 8 8 0 f l - ? : L I . w 1 £88«!£CB+16 tt-Jl.l* y f i l T ^ I T £38 £C37C XI.<1 
2S81P.*;2«PPJ , ,,YC'J MANAGED R TI'<E "SECONDS" 
D302P."<HI" THE 3FRCE BAR TO CONTINUE)' ' ;LI.£FFC3i CQJ-C-*. 
2580F.4i2"THE FINAL SCORES A R E " " 
2581F. J " 1 TOD;F.X= 1TO20-LENPFJ> F . " " - N . • P . IPP . AOCR E. 
:EEWW*. R«I TOIS.• W A R . 

P.VU MANY FLAYERS ut IFX:CRC>I6G.20000 
20061K"£cR00;F.X=1T0D.'FFX-M. .1*^+32 N. R. 

l K 
t 
i 

I 
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i 

powers 
attempt traff ic ° 
coming i f ytfu along the ; 

K p l s controlled,by 
ragon's " m ' ^ n d t f ' n " 

s. Jhe longejf yoiL^urvive 
tfie road the;i7ior$ points 

ouifearn. The aMttors high 
score stand.s.B\ 039 — can 
ah'yone beat it? 
Variables f '.v " • "JR. 
HI: hiBhicore. CR AStyl 

ad backgrfund.-" H 
FF; JiViicJth Of road. O L 

Ity level (1-5) YSi 
I Y 

position of ftoatl/B:?? 
arable to moi/e roarflelt. 

right or middle; 

i t) ROKfc&HFFDi' 
CLS0 

1(5 REM TURBUCRR 
«0 REM STfiRT 
itfi CLERR 100 
e>W HI-&00 H I * - 'KILROY" 
/0 CR"73 
K0 INPUI"SELECT UlFFICULTYt J-5>">DL' IK 
y0 e«-OIR»< 253 >+CHR«< *!48 ) 
100 PLRY " T255L25502" CL 'Y»16• R"4yt> > B- 1 
»10 FOR L - l TO 1E6 
1 U«( REEK< 1H15U >-<;47 >-< REtK< &H157 >-247 > 
1J0 t-Y-H. 
1*0 IF RNiX3>-<; THEN B-RND<3>-2 
lo0 H-M+B 
• U-518.3-<R+FF> L>«ft-47w 
lcB ••STRING*' C> L'R> C>*"STRING*< 1>,CR> 
i«0 IF 8>507-FF THEN B—1 ELSE IF ft<402.3 THEN B - l 
l.-»B IF RNCK3>+C>L-2 THEN Ph:lNT(Jfi*RN0<FF-l >-31, CHR*< RNtX 8 >*lfc-+127 >/ 
200 PR IN T ®4ti 1, £>• i PRINTER.STRING«<FF+1, 128>J ' RK1NI BR+FF + 1,1,* 
210 IF PEEK< 1024+YX>128 OR PECK<1025+Y><>128 THEN 2b0 
220 PRINT®Y , Y• M RLRX "C 
^'30 H-H+1' IF H«t>4 1HES H«1 » LR"RND( 8 >*16+12S 
240 NEXT 
, -50 GOTO 2 f 0 

T'—Y+G1 PR INTIS V, V • j = FOR K - i TO 20 > SOUNL> RNtX 150 > • 1 ' POKE 1024+V . RNiX 1 & >+130 
X. PRINT(iY> STRING*'' '<£• 23^ >> PLRY,•L4T402UfiDFGH03E,, 

d/V LLS3 PRINT"YCU SCORED'L"POINTS 
IF L>HI THEN GOSU6 300 
INPUT "DO YOU WRN r ANOTHER GOi Y/-N>"jH» IF LtKT»( Fl», I K>'N"THEN 70 ELSE tN£> 
FRINI PRINT"YUU HAVE BEATEN THE HIGH SCORE OF"HI "WHICH MRS HELD BY'HI* 
HI-L 
INPUT "PLERSfc ENTER YOUR NOME" i H I * ' I F LEN<;HI*»fe THEN J20 
RETURN 

NE 

JK- . 



SOFTWARE 
SOFTWARE FOR ALL presents programs for the people! Our list 

of original programs for the BBC. DRAGON, and SPECTRUM is 
growing every day! Reasonably priced. Ingenious use of 
programming. Excellent entertainment. These are the hallmarks of 
SOFTWARE FOR ALL. 

Order now for fast delivery or visit one of our dealers. There's big 
things happening for all computer users... That's why we're called 

SOFTWARE FOR ALL! 

V * GALACTIC^ 

PAIRS K 
A computerised versw ct • 
the original card game with \ 
HiResgraphics 

£ 6 . 4 5 

Two piayw game, 
features include 

exploration, 
drilling, employment 
and Price Wars. 32K 

POLAR BEAR 

You re in the control tower at Heathr cm ana rt s your |O0 
to control up to 79 a''i rai tafc.ngafi andr«g,of|usl 
passing through VERY ADDICTIVE - HIGHLY 
FRUSTRATING1 , , 

DMC0H32 £ 7 . 9 $ 

fcoucationai game tor 
B-i2-yaar-<Wsincofp 

smtpie maths tables 

32K 

£7.45 

ROUI OF FOUR 
Try to outwit your 

computer opponent In 
this game o!ski; Great 
J graphics BASIC and 

machine code 32K 

PHARAOHS TOMB 
ZX SPECTRUM I 

30 Mart Game 
and Adventure 

rolled intooneMBK 

£6.95 

SPACE KINGDOM 
Battle your way around the Planes to become n * r of me 
Gatay'Excateot use of graphics and sound 32K 

TIME TRAVELLER 

£7.95! 

Travel through over 100 
rooms in drtlerent times 
and tind the Key Pack to 
your own time 32K 

BBC MICRO 

CAR WARS ALIEN PLANET 
Two addictive graphics 
games Both BASIC 
and Machine Code 

32K 

£6.95 

ft 

£6.95 l i Z l 

ISLAND 
An adventure game in 

winch you hght your way 
through many obstacles to 

| escape 

^ ^ o i w c o H g l £ 6 . 9 5 

Utility Pack2 £7.45 
Disassembler, programcrunehandlexteditor 32K 

Figtittorsurviva-anan isiano inhabited by hungry 
dangerous cannibals BASIC and machine code 

program 
Name 
Address 

Please send me Please M my Access Barclayea'C Arr,<»« No 

Real tune adnnced Startrek bame 
Extra lac*ties include 
• 'probe satellites 

damage reports 
4 "on-ocard 
computer'1 

^SENDTODAY! Post to SOFTWARE FOR ALL. DeptCV 72 Nonn Street Romford Esse* or Phone <0708)6072'. 

I 

I 

SOFTWARE 
Reaseadd £1 00 P4P oer order 

Total 
I enclose Cheque/P 0 made payable to 
SOFTWARE FOR ALL "Programs for the people" 
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FOR OWNERS OF 
m T i m m ^ 

MICROCOMPUTERS 
Buying software for your computer is a gamble. Apart from 

the occasional review and, perhaps, a recommendation from 

a friend, you have precious little information upon which to 

base your purchasing decision. 

Advertisements and clever packaging can make the the 

worst programs appear tremendous. 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 month. Now there is a safe 

way of finding out about them. 

- free membership -
THE MICROCOMPUTER SOFTWARE CLUB was started 

to make software purchasing easier, cheaper, and less risky. 

Membership is completely free of charge, as is the monthly 

Newsletter. Every month members receive full details on 

the best and latest programs available for their computer 

and, simply and confidently, are able to order any of the 

programs they choose at substantially less than normal 

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. 

no obligation 
Members are not obliged to buy a fixed number of programs 

from The Club. They buy what they want when they want. 

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. 

— free Newsletter -
Our latest Newsletter offers programs from most 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. 

Remember, membership is completely free of charge and 

you are under no obligation to buy anything from The Club 

unless you really want to. If you own or use a ZX8K16K) . 

Spectrum( 16K or 48K), BBC (A or B). Dragon 32, or VIC 

(expanded or unexpanded), you should join THE CLUB. 

<J (O) 0 

THE MICROCOMPUTER SOFTWARE CLUB 

P.O.Box 166, Oxford, 0 X 2 9BJ, England. 

Free membership application 
Please accept my application and enrol me as a 
member of The Microcomputer Software Club. 1 
understand that membership is free of charge. 

As a member I will rcccive the Club Newsletter 
free of charge and will be entitled to benefit 
from any savings offered to members on selected 
programs for microcomputers. 1 may cancel my 
membership at any time. 

When completed, return form to:-

THE MICROCOMPUTER SOFTWARE CLUB 

P.O.Box 166, Oxford, OX2 9BJ, England. 
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NAME I 1 1 1 1 M I N I M I I 1 J 1 i l I I l M I I l 

ADDRESS 1 1 1 I 1 1 1 i 1 1 1 1 1 M i l 1 1 1 1 | 1 1 M l 

1 1 1 1 1 1 I t ! 1 1 i 1 I I 1 1 1 I I 1 1 1 1 I I 1 1 

CITY 1 1 1 1 1 M l l l l l l I I 1 1 1 I I 1 1 1 1 M I I 

POSTCODE 1 1 1 1 I M I N I I I M i l AGE (If under 18) 1 1 1 

COMPUTER MODEL 1 1 I I I I 1 I 1 I C O M P U T E R R A M \ I 1 

SIGNATURE 



INC47! i&OLP* fRTSt <-

Backfall 
O REM » • ROCKFALL BY D A V I D MCKERA^ 

1 0 P % - 4 C O O i « O P T O K S I D E SCPGl l 
2 0 LDY t t 4FF : STY 4 7 2 « I NY«ST Y474 ; ST Y4 7 0 
3 0 L D X « t « 7 B t S T X 4 7 3 i INX t S T X « 7 5 « S T X ( .7 l 
4 0 L D A » * 2 0 « S T A < 4 7 4 ) , Y « C L C > T Y A « A D C * i 2 B i TAY 
SO B C C P X - 9 t l N C 4 7 S : B P L P X - 1 3 S L D Y # e O O 
6 0 L D A < 4 7 0 > , Y i S T A < 4 7 2 > , Y i I N Y t & r j £ P * « s i J NC * 7 3 
7 0 I F H * < 0 T H E N H X « 0 
BO B * - A S C " 4 " I H I M E M - H I M E M - I 

lOO M0DE7 i V D U 2 3 ; 8 2 0 2 ; 0 ; 0 ; 0 ; 0 :ON ERROR GOTO 5 0 0 0 
1 1 0 P R O C B I G C R O C K F A L L " ) 
1 2 0 P R I N T ' " T H E OBJECT OF THE GAME I S TO TRY T O " 
1 3 0 P R I N T * " R E A C H THE RIGHT HAND EDGE OF THE SCREEN" 
1 4 0 P R I N T ' " W I T H O U T B E I N G H I T BY A P O L L I N G ROCK" 
I S O P R I N T * • " M O V E LEFT AND R IGHT BY PRESSING T H E " 
1 6 0 P R I N T " "ARROWED K E Y S " * ' * " P R E S S ANY KEY TO S T A R T " i x * t = G £ ' 
2 0 0 S * - 2 0 I X X X - O «X%»0 
2 1 0 R X - 2 7 t L X - O 
2 2 0 REM • • S * » D i a t t r i c e d o w n » c r » e n 
2 3 0 REM • • R * - P r o b « b i I i t y of r o c k 
2 4 0 REM » * C X = K e y r e p e a t s-peecJ 
3 0 0 V D U 2 8 , O , 2 4 , 3 9 , O : X X X = X X X + X * : S X = S * - 1 : I F S % = 8 T H E N S X = 9 
3 1 0 CUS t PR I NT TAB ( 0 , 2<t) "LONGEST " ; H X ; T A B < 2 0 ) " D I S T A N C E " ; X X * ; T A B ( 0 , 0 ) 
3 2 0 Y x = « 7 c 0 0 + S * * 4 0 : r >YX=BX t l . X » L X * . 
3 3 0 P R O C B I G < " L E V E L • - S T R * L % > 
3 5 0 T X - T I M E + 1 5 0 :REPEAT s U N T I L T I M E ~ T X 
3 6 0 R X - R X - 2 i P R I N T T A B < 1 0 , 3 > S T H 1 N G * < 6 0 , " " > 
3 7 0 M X = 2 5 5 : X X = 0 
5 0 0 REPEAT 
5 1 0 P X - R N D < 3 9 ) - 1 1 0 * « R N D < 3 8 - P X > 
5 2 0 VDUl 'S , PX, 2 3 , OX, O : P R I N T TAB < RND < 3 8 - o x > , 0 > ; 
5 3 0 ZX»YX«-XX : A * = ? 2 1 5 A N D 1 2 7 
5 4 0 I F A X O M X T H E N 6 0 0 ELSE 1 F C X = 0 T H E N 6 0 0 E L S E C X = C X - 1 J G 0 T 0 8 0 0 
6 0 0 M X - A * t C * " 2 t X « - X « - < A % * 1 2 1 > + < <A%=25>AND<XX>0>> 
6 1 0 1 F ? { Y X * XX > " 2 5 5 T H E N i G O T O S t O 
6 0 0 ? Z X * 3 2 s I F R N D < 3 0 ) > R-* THEN V D U 2 5 5 , 1 1 t E L S E V D U 3 2 , 11 
B i O Z X « ? < Y X + X X ) i 7 < YX*XX> =>&* 
8 2 0 «4 7 F D O = S T R * < X X X * X X > 
B30 U N T I L X X = 3 9 OR Z X = 2 5 S 
8 4 o I F Z X - 2 S 5 THEN IOOO 
9 0 0 F 0 R Z X - 1 T 0 3 9 i C A L L 4 C O O « F 0 H M * « 1 T 0 3 0 
3 1 0 N E X T M X , Z * 1 G D T 0 3 0 0 

j yOO "MYX + X % > - 6 4 t V D U 2 6 s P R O C B I G < " S P L A T > 
101O T X - T I H E + 1 5 0 t R E P E A T i U N T I L T I M E = T X 
1 < X X ' X X X » X * i C L S ! »F X 1 5 , O 
1 0 3 0 PRINT YOU REACHED A i I F X X X - H X ) 2 5 0 THEN PRINT STAGGERING • 
l ' j a O : H X - X X X ) J 5 0 THEN P R I N T " M E P S L Y 
1 0 5 0 PR I N T " D 1 S T A N C E OF " ; X X X ' " 
l < -60 i F X X X < H X THEN P R I N T ' T H E LONGEST RECORDED D I S T A N C E S " ; H X « B O T 0 2 0 0 0 
1 0 7 0 I F X X X = H X THEN PR I NT ' YOU EQUALED THE RECORD < B O T D 2 0 0 0 
1 0 8 0 PRI N T " Y O U BEAT THE R E C O R D ' " » H * - X X * 
^OOO A * ® 1 N K E Y * <1OOO) SGOTQIOO 
4 0 0 0 DEFPROCBIG<A*> i F 0 R Z X ' 3 T 0 4 
4 0 1 0 P R I N T T A B < 1 8 - L E N < A * ' / 2 , Z X > C H R * 1 4 1 A * C H R » 1 4 . 
4 0 2 0 NEXT IENDPROC 
SOOO V D U 2 3 ; 2 9 1 9 4 ; 0 ; 0 : 0 ; 0 , 2£> 
5 0 1 0 PRINT 
5 0 2 0 1 F E H R 0 17 THEN R-PORT IP=? I N 7 " »r» I i n r " :F.RL 

\ I Bi B 

MODEL A OR B IN 16K 
BY DAVID McKERAN 

Climbing mountains can be a 
dangerous pastime. There are 
many hazards — but the one 
most feared is an avalanche. A 
deluge of falling rocks can 
prove fa ta l . . . 

The object of this game is to 
steer your climber across the 
screen while avoiding the fall-
ing rocks. The rocks fall at 
different speeds and densities 
— becoming increasingly har-
der as you get towards the 
edge of the screen. Once 
across you are whisked away 
to begin a harder screen. 

The high score is not reset at 
the start of the game and may 
be cleared by entering H% = 0. 
Program notes 
Lines 10-60: set up the 
machine code routine to scroll 
the screen sideways. (CALL 
and COO). 
200-210: initialise variables at 
the start of a new game. 
300-370: set up next screen. 
500-830: plays the game until 
edge is reached or man is 
crushed. 
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II 

OSITRi 
RUNS ON ft ZX81 IN IBM 

U S CLS 
1 S 3 r O F . 

S L O U 
GOSUB 3. 
1_£T D = 1 L' 
LET D=21-CD*2) 
P O K E £ 2 ( ? P i i . D 

IS3-36 r255 

2 S O 0 1 . s ^ 

>=1 TO 11 
PRINT .... 
NEXT J 

ISO POKE 22000 . 4 
190 LET DF=i29tPEEK 

CEK 1639? 
200 POKE 22001.16 

POKE 220©= . 0 
POKE DF+PEEK 
D IM M $ ( 4 . 32) 
LET H$ il) = D 

E C + 
LET M$ 12) =" 

B B B r B 
250 LET M$(3)=" 

+ D B " 
M $ ( 4 . ) = " 
t B 
M = INT (RNDi4.+l; 
LL =INT t RMDS32+ 1 
H$(H) aH$(H^LL TO i tM$(H 

160 
170 

2 IS 
220 
2 3 0 

D + 
24-0 

+ D 
260 

B E + S2 

B B E E 

B S B 

B LET 
B S 
270 L E T 
230 LET 
290 LET 
.. TO LL) 
300 SCROLL 
310 PRINT H$ CM) 
32© LET XX=USR 22014 
330 PRINT RT 0,5;"NP:",U3h 2201 

S.lTflB 21; "L. . PEEK 22000 
3S0 LET" D$=INKEVJ 
360 IF 05="8" OR O$="0" THEN GO 

TO 500 
3SS POKE 22003.PEEK 22001 
370 IF 0$«"1" THEN POKE 22001.. P 

EEK 22001-1 
3S0 IF 0*="3" THEN POKE 22001.P 

EEK 22001+1 
390 IF PEEK 22001=1 THEN POKE 2 

2 0 0 1 . 2 
395 IF PEEK 22001=32 THEN POKE 

22001.31 
400 POKE DF+PEEK 22003-33.27 
4.10 IF PEEK (DF+PEEK 22031) =149 
THEN GOTO 1000 
4-20 POKE DF+PEEK 22001,53 
440 GOTO 270 
500 REM IlLRSER FIRING if 
510 LET HPaPEEK 22001-33+429 
5IS LET DF=DF-429 
520 IF 0$="S" THEN LET NP=HP+32 
530 IF 0Js"0" THEN LET MP=MP+34 
535 POKE 22004.PEEK (DF+HP) 
540 POKE OF+HP.ll 
550 IF PEEK 22004=149 THEN POKE 
C F + M P . 2 3 
560 'iF PEEK 22004=21 THEN POKE 

OF+MP.149 
590 POKE DF+MP.0 
600 IF PEEK 22004=21 THEN LET X 

X =USR 22022 
610 IF NOT (PEEK 22004=149 OR M 

P-INT (NP/33)*33=1 OR HP-INT CMP 
>33)#33=32 OR MP>693) THEN GOTO 
5 2 0 
620 PRINT RT 0 .5; "NP: USR 2201 

3 
625 LET DF =DF + 429 
630 GOTO 350 
1000 REM |1 EXPLOSIONfl 
1010 LET X=USR S00 
1020 POKE DF+PEEK 22001,23 
1030 PAUSE S 
104-0 POKE 164-37.255 
1050 LET X=USR SCC 

1060 
1070 
1060 
1090 
1100 
1110 
1 1 2 0 
1130 
1140 
1150 
1160 
1170 
1130 
1190 
1200 
1 2 1 0 
3 0 
1220 
2000 
2 0 1 0 
2020 
RD 
2030 
ED ••; 
2040 
2050 
20S0 
2070 
2030 
2090 

POKE 
POKE 
POKE 
POKE 
LET X 
PAUSE 
POKE 
POKE 
POKE 
POKE 
POKE 
PRUSE 
POKE 
POKE 
POKE 
PRINT 

DF+PEEK 22001+1.129 
DF+PEEK 22001-1.3 
DF+PEEK 22001+33.133 
DF+PEEK 22001-33.1 
=USR 300 

8 
164-37 ,255 
DF+PEEK 22001+1+33.134 
DF+PEEK 22001-1 +33'. 6 
DF+PEEK 22001-1-33.134 
DF+PEEK 22001+1-33.6 
13 

16437.255 
DF+PEEK 2200 1.8 
22000.PEEK 22000-1 
RT 1,31;"L:";PEEK 220 

IF PEEK 22000 THEM GOTO 270 
REM |J END PRINT 11 
PRINT RT 0.0:M $ (M ) 
PRINT " YOU ARE DE 

PRINT RT 20 
USR 220 10;" 
PRUSE 420130 
POKE 16437.255 
SCROLL 
SCROLL 
SCROLL 
PRINT RT 20.5; 

0.; " YOU TRRUELL 
NRNO-PRRSECS" 

*? RNOTHER GO 

(Y OR N) 

RUN 13© 

NSTRUCT 

T( T 
) 

2100 PRINT TAB 3: 
2 1 1 © PRUSE 4.2000' 
2120 POKE 16437.255 
2130 CLS 
2135 GOSUB 3140 
2140 IF INKEY$ < >"N'* THEN 
21SO STOP 
S000 REM | I INSTRUCT IONS 8 I 
3010 PRINT .,"1 I I If f 
IONS 11 1 I " I" 
3020 PRINT " 
i cet+i. • j . , f , . f^'.jf^ifcw t ."^Wmro Wl W WWWWWW'MIl 
3030 PRINT . . YOU HRUE GC T 
RRUEL THROUGH THE POSITRON-
FOR RS LONG RSYOU CRN. 
8040 PRINT YOU HRUE 4 LIUES. 
ERCH TIME YOU HIT R POSITRON YC 

U LOSE R LIFE." 
3050 PRINT .. , " OCCRSIONRL; PLUS 
SIGNS RPPERR ON THE SCREEF.. YOU 
MUST TRY TO ZRP THESE UITH YOU 

R LRSER. EUERVTIME YOU HIT ONE Y 
OUR SCORE IS INCRERSED BY 5 . " 
3 0 6 0 PRINT . , YOUR CURRENT SCOP 
E (NP) RND YOUR LIUES REMAINING 
ftRE DISPLAYED PT THE TOP OF THE 
SCREEN." 

3 0 7 0 PRINT RT 2 1 . 3 . " - P R E S S 
T O C O N T I N U E -
3030 PRUSE 4.2000 
3090 POKE 16437.255 
33 00 CLS 
oil© PRINT "B RND g MOUE YOU 
3 RND I 3 B E S D " 
3120-PRINT .. S RND ^ FIRE 
RND gRfij? 
3 1 4 - 0 L E T 5 = 2 2 0 1 0 
3 1 5 0 L E T M $ = " 0 1 0 0 0 0 C 5 2 R F B 5 S 2 3 2 2 F 
S 5 5 C 3 2 R F F 5 5 1 3 0 5 0 0 1 9 2 2 F B S B C 9 
= 1 S 0 FOR Nal T O L F : ; Mfc - I J 2 
: 1 7 0 POKE 5 , 1 6 * f . JDE •. N } +C 
O D E H $ F N + L > - 2 5 
3 1 3 0 L E T S = S + : 
3 1 9 0 N E X T N 
- 2 0 0 P F T U R N 
900C S R U E •RSTEROIDB" 
9 0 1 0 R U N 
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Sinclair ZX Spect 
16Kor 48K RAM... 
full-size moving-
key keyboard... 
colour and sound... 
high-resolution 
graphics... 
From only 
£125! 

First, there was the world-beating 
Sinclair ZX80. The first personal computer 
for under £100. * 

Then, the ZX81. With up to 16K RAM 
available, and the ZX Printer. Giving more 
power and more flexibility. Together, 
they've sold over 500,000 so far, to make 
Sinclair world leaders in personal 
computing And the ZX81 remains the 
ideal low-cost introduction to computing. 

Now there's the ZX Spectrum! With 
up to 48K of RAM A full-size moving-key 
keyboard. Vivid colour and sound. High-
resolution graphics. And a low price that's 
unrivalled. 

Professional power-
personal computer price! 

The ZX Spectrum incorporates all 
the proven features of the ZX81 But its 
new 16K BASIC ROM dramatically 
increases your computing power. 

You have access to a range of 8 
colours for foreground, background and 
border, together with a sound generator 
and high-resolution graphics. 

You have the facility to support 
separate data files. 

You have a choice of storage capa-
cities (governed by the amount of RAM). 
16K of RAM (which you can uprate later 
to 48K of RAM) or a massive 48K of RAM 

Yet the price of the Spectrum 16K 
is an amazing £125! Even the popular 
48K version costs only £175! 

You may decide to begin with the 
16K version. If so, you can still return it later 
for an upgrade. The cost? Around £60. 

Ready to use today, 
easy to expand tomorrow 

YourZX Spectrum comes with a mains 
adaptor and all the necessary leads to 
connect to most cassette recorders 
and TVs (colour or black and white). 

Employing Sinclair BASIC (now used 
in over 500,000 computers worldwide) 
the ZX Spectrum comes complete with 
two manuals which together represent a 
detailed course in BASIC programming. 
Whether you're a beginner or a competent 
programmer, you'll find them both of im-
mense help. Depending on your computer 
experience, you'll quickly be moving 
into the colourful world of ZX Spectrum 
professional-level computing. 

There's no need to stop there The 
ZX Printer-available now - is fully 
compatible with the ZX Spectrum. And 
later this year there will be Microdrives for 
massive amounts of extra on-line storage, 
plus an RS232 / network interface board. 

Key features of the 
Sinclair ZX Spectrum 
• Full co lour-8 colours each for 

foreground, background and border, 
plus flashing and brightness-intensity 
control. 

• Sound - BEEP command with variable 
pitch and duration 

• Massive RAM -16K or 48K 
• Full-size moving-key keyboard- all 

keys at normal typewriter pitch, with 
repeat facility on each key. 

• High-resolution-256 dots 
horizontally x 192 vertically, each 
individually addressable for true high-
resolution graphics. 

• ASCII character set-wi th upper- and 
lower-case characters. 

• Teletext-compatible - user software 
can generate 40 characters per line 
or other settings. 

• High speed LOAD & SAVE-16K in 100 
seconds via cassette, with VERIFY & 
MERGE for programs and separate 
data files. 

• Sinclair 16K extended BASIC-
incorporating unique one-touch' 
keyword entry, syntax check, and 
report codes 
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ZX Spectrum software on 
cassettes-available now 

The Spectrum software library is 
growing every day. Subjects include 
games, education, and business/ 
household management. Flight 
Simulation.. Chess...Planetoids... 
History...Inventions.. VU-CALC.. VU-3D 

Club Record Controller.. there is 
something for everyone. And they all 
make full use of the Spectrum's colour, 
sound, and graphics capabilities. You'll 
receive a detailed catalogue with your 
Spectrum. 

ZX Expansion Module 
This module incorporates the three 

functions of Microdrive controller, local 
area network, and RS232 interface. 
Connect it to your Spectrum and you can 
control up to eight Microdrives, 
communicate with other computers, and 
drive a wide range of printers. 

The potential is enormous, and the 
module will be available in the early part 
of 1983 for around £30 

i n d a l i -
Sinclair Research Ltd, Stanhope Road, 
Camberley, Surrey GU15 3PS. 
Tel: Camberley (0276) 685311. 

The ZX Printer-
available now 

Designed exclusively for use with the 
Sinclair ZX range of computers, the 
printer offers ZX Spectrum owners the full 
ASCII character set -including lower-case 
characters and high-resolution graphics. 

A special feature is COPY which 
prints out exactly what is on the whole TV 
screen without the need for further 
instructions Printing speed is 50 charac-
ters per second, with 32 characters 
per line and 9 lines per vertical inch 

The ZX Printer connects to the rear of 
your ZX Spectrum. A roll of paper (65ft 
long and 4in wide) is supplied, along with 
full instructions. Further supplies of paper 
are available in packs of five rolls. 

The ZX Microdrive-
coming soon 

The new Microdrives. designed 
especially for the ZX Spectrum, are set to 
change the face of personal computing 
by providing mass on line storage 

Each Microdrive can hold up to 100K 
bytes using a single interchangeable 
storage medium. 

The transfer rate is 16K bytes per 
second, with an average access time of 
3.5 seconds. And you'll be able to connect 
up to 8 Microdrives to your Spectrum via 
the ZX Expansion Module 

A remarkable breakthrough at a 
remarkable price The Microdrives will be 
available in the early part of 1983 for 
around £50 

How to order your ZX Spectrum 
BY PHONE-Access, Barclaycard or 

Trustcard holders can call 01-200 0200 for 
personal attention 24 hours a day, every 
day BY FREEPOST- use the no-stamp 
needed coupon below. You can pay by 
cheque, postal order, Barclaycard, 

Access or Trustcard 
EITHER WAY-please allow up to 28 

days for delivery. And there's a 14-day 
money-back option, of course We want 
you to be satisfied beyond doubt - and we 
have no doubt that you will be. 

To: Sinclair Research, FREEPOST, Camberley, Surrey, GUIS 3BR. Order 

Qty Item Code Item Price Total 
£ £ 

Sinclair ZX Spectrum-16K RAM version 100 125.00 
Sinclair ZX Spectrum - 48K RAM version 101 175.00 
Sinclair ZX Printer 27 59.95 
Printer paper (pack of 5 rolls) 16 11.95 
Postage and packing: orders under £100 28 2.95 

orders over £100 29 4.95 
Total £ 

Please tick if you require a VAT receipt 
*l enclose a cheque/postal order payable to Sinclair Research Ltd for £ 
'Please charge to my Access/Barclaycard/Trustcard account no. 
•Please delete/complete 
as applicable 
Signature 
PLEASE PRINT 
Name: Mr/Mrs/Miss 

I I I 

I I 1 I I I I I I I 
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l : FREEPOST-no s tamp needed. Prices apply to UK only. Export prices on application 
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BY ALLAN SCARFF 
In Go, unlike chess, materia) gains and 

losses are relatively unimportant when 

compared with other strategic matters. 

Chess reflects the western style of 

warfare based on direct power and 

strength. Go is more subtle, resembling 

guerilla warfare as waged in Vietnam 

by the Vietcong who used Go in the 

military training of their officers. 

While losing a group of stones may 

be disastrous, in some situations it can 

be positively beneficial. A good under-

standing of the status of each group on 

the board (or screen) is a prerequisite 

for making sound strategic decisions. 

So in this article we shall explore the 

basics of life and death. 

Two or more eyes are alive 
Consider the black group marked a in 

figure 1. Even though the outside in-

tersections are occupied by white, 

white can never play at points A1 and 

A3 (these points are examples of eyes) 

because the rules of Go prohibit more 

than one move at a time and ban 

suicide. 

The group marked b is more typical 

of a game situation. Although each eye 

is comprised of several intersections, 

allowing white to play inside them, the 

suicide rule will still prevent the capture 

of the black group. 

One eye or less is dead 
Consider the white group in figure 2. It 

has only one eye and cannot be given 

another because there is not enough 

space and the surrounding black group 

has two eyes and therefore cannot be 

killed. Note that black should not waste 

points by playing on the adjacent in-

tersections (marked with x's), while his 

opponent makes gains elsewhere. 

Critical groups 
Consider the black group marked a in 

figure 3. Lf black gets to play at A2, the 

Fig i. 
Unconditionally 

b Alive 

t » c * 1 r 4 m > 

f i g t . 
Unconditionally 
Qead 

Fig 3. 
Indeterminate 

Slalus 

group will live but if white manages to 

play there first, the group is likely to 

die. 

White can capture the group by con-

tinuing to play inside the eye (see the 

sequence given in figure 4). 

If the surrounding white group can be 

attacked it may be a race to kill or be 

killed. 

However, if white can make his sur-

rounding group unconditionally alive he 

can remove the one-eyed black group 

at the end of the game. 

It is slightly more difficult to judge the 

" p l a y e d 
elsewhere 

Fig 4 E(t stealing and capture sequence 

o o Fig S Large Eyes 

X X X X X 1 J 

status of the group marked b. If white 

plays inside first, can black still make 

two eyes? The answer is no. 

In fad this eye shape is known as the 

"hatchet five" and it is well known by 

most Go players that if white plays at the 

join of the handle to the axe head, the 

shape will eventually reduce to one eye. 

Of course if black plays there first he 

will be safe. 

In contrast to the previous two 

groups, the group marked c, though not 

yet strictly alive, is almost impossible to 

kill. Black has two choices as to where 

to play to form a second eye so he can 

afford to wait until white has played on 

one before replying on the other. 

When an eye is too big 
Consider figure 5. White has enough 

space to form a one-eyed group of his 

own inside the black group. The black 

group is not therefore unconditionally 

alive but is quite safe because he would 

have to ignore no fewer than nine 

moves in order to lose his group. 

However, the danger is greater the 

larger the eye space and the more 

white stones there are within it. To be 

absolutely safe the eye space must be a 

shape that cannot accommodate an 

opponent group with its own eye. 

Counting the eyes 
At least to start with, we need to radical-

ly simplify the problem to attempt a 

practical computer solution. One 

method can be outlined as follows: 

• Detect the eye spaces bounded by 

black stones, ignoring white stones. 

• Reject any space which is too big. 

• Reject any space not bounded by a 

single group of connected stones. 

• Count the eyes associated with each 

group. 

• Repeat the process for the white 

stones, ignoring black stones. 

Decisions decisions! 
Having determined the status of each 

group — even if only approximately — 

a whole universe of decision making is 

opened up. 

One simple but large improvement 

that can be made to our computer pro-

gram is the suppression of needless 

moves capturing already dying stones 

within eyes. But by examining the status 

of neighbouring groups, quite sophisti-

cated play can be devised. 

For instance, a policy of attacking 

large one-eyed or eyeless groups can 

be implemented. 

But there is no one golden strategy. 

The best Go programs balance and 

select between competing strategies. 

How such programs manage this is 

another story for another day! 



MORE THAN A 
WORD CAN SAY 
Welcome to the Projects page 
where I'll start on the development 
of projects which you have always 
wanted to build but have never real-
ly got around to. 

As with Kit Komer, I will be de-
scribing the constructional aspects, 
paying special attention to the 
laying out of the circuit. Unlike it, I 
will be showing you how to use the 
circuit to full advantage. 

There will be far more informa-
tive diagrams than in the past, pri-
marily to reduce my volume of typ-
ing. After all a picture is worth a 
thousand words! 

TAKING TIME . . . 
To start off with I have chosen the 

Motorola 6840 programmable timer 
module around which to design a 
usable circuit. 

We are all preoccupied with 
time. This design will go some way 
towards attaining the ideal from 
your computer. 

The programmable timer mod-
ule, (PTM), has three 16-bit binary 
counters which are addressed us-
ing a normal 8-bit data bus. 

How come? I hear you cry. Well, 
quite simply you store two sets of 
8-bits which the chip understands 
as one 16-bit set. 

One of the difficulties to over-

come is the fact that the timer would 
normally work off the clock of the 
computer. The 16-bit will be 
decreased by one on every clock 
cycle. 16-bit equals 64,000, or 
aroundabout that. 

With a 1MHz clock that is only 
64 milliseconds. Not very long, eh? 
To overcome that problem we just 
substitute a lower frequency clock 
instead. But more of that next month. 

In figure 1, you will see the pin 
assignment of the chip. The prob-
lem in hand is to design a suitable 
circuit for it, which will serve our 
requirements. 

It must be flexible enough so that 
there can be further development 
but also be compact enough to sit 
inside the popular keyboard size 
computers. 

Fortunately, most of these compu-
ters have either an edge connector 
or another type from which you can 
take the lines needed for this mod-
ule. 

As there is going to be only the 
one chip for the minimum circuit I 
would probably use stripboard. 
Otherwise I would be tempted to 
wirewrap on a form of Eurocard 
and to use up the extra space with 
other periferals. 

The chip requires a single 5-volt 
supply which is very convenient of 
them. The 8 data lines, 0-7, are 
there, of course, as well as two chip 
select lines. 

The "enable" pin is, in fact, the 

system clock. Each timer has three 
separate registers; a decrementing 
clock, a start tngger, and an output 
line for indicating that the time has 
elasped. 

There are three register lines 
with which to select the data and 
status registers. The last two lines 
are reset arid interrupt request. 

CHIPS AND PINS 
In figure 2 I have drawn a brief 

outline of the chip and to what the 
pins must be connected. Pins 1 and 
14 are obvious. The others may re-
quire a little explaining. 

The data lines, though, interface 
directly with those on the mam 
board. 

Working in number order 
around the chip after the ground pin 
we come to the second timer lines. 

Pin 2, the trigger line, or gate line 
sets counter 2 going as soon as the 
initialisation is complete. 

Pin 3, the output line, indicates 
when the period of timing is over 
and will drive 2 TTL loads. 

Pin 4, the clock input for timer 2 
defines the rate at which the binary 
number loaded into the timer is 
decremented. 

This clock rate can vary up to the 
'enable' clock which would normal-
ly be 1MHz. For most applications 
1kHz would be sufficient and give a 
maximum count time of about 1 
minute. 

By using a simple 555 timer chip 

Fig 1 Pin Assignment 

Pin 
1 GR0UN0 
2 TRIGGER 2 
3 OUTPUT 2 
4 CLOCK 2 
5 TRIGGER 3 
6 OUTPUT 3 
7 CLOCK 3 
8 RESET 
& INTERRUPT REQUEST 

10 REGISTER SELECT 0 
11 REGISTER SELECT 1 
12 REGISTER SELECT 2 
12 READ WRITE 
14 5 VOLT 

1 c z Z D 28 

2 c z 1 27 

3 tzz ZZJ 26 

4 C = } 25 

5 l H I D 24 

6 C Z ) 23 

7 d Z D 22 

8 d Z D 21 

9 C Z ZD zo 

i o C Z • 1 19 

u CZZ 118 

12 IZZ ~ ~ i 1 7 

13 nz — 1 16 

14 [ Z Z Z D i s 

Pin 
28 CLOCK 1 
27 OUTPUT 1 
26 TRIGGER 1 
25 DO 
24 D1 
23 02 
22 D3 
21 D4 
20 D5 
19 D6 
18 D7 
17 ENABLE (SYSTEM CLOCK) 
16 CHIP SELECT 1 
15 CHIP SELECT 0 
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THREE ADDRESS LINES, 
TO DEFINE REGISTER 
SELECT 

TRIGGER 2 

OUTPUT 2 

CLOCK2 

TRIGGER 3 

OUTPUT 3 

CLOCK3 < -

RESET 

TO IRQ 

TAKEN TO 
THE COMPUTER 
READ WRITE LINE 

Fig 2 Block Diagram 

1 28 

2 27 

3 26 

4 25 

S 24 

6 23 

7 22 

8 21 

9 20 

10 19 

11 18 

12 17 

13 16 

14 15 

00 

07 

CLOCK 1 

OUTPUT 1 

TRIGGER 1 

TO COMPUTER 

DATA BUS 

- > COMPUTER CLOCK IMM3 

A 
TWO AOO 

- f EG 15-16 
ADDRESS LINES 

5V 

or one of the new decimal divider 
chips almost any frequency can be 
defined. 

Pins 5, 6, 7 and, likeways, 26, 27 
and 28 I have explained in the last 
paragraph. 

The reset line, pin 8, does exactly 
that. It will, whenever activated, re-
set the counters to their initial 
values, which are held in on-chip 
memory. 

All that is then required is the 
triggers and the counters will start 
off, together, if required. The next 
pin, pin 9, houses the IRQ line, or 
interrupt request line, 

OLD ROUTINE... 
By setting a flag in one of the 

control registers (to be discussed 
later) the system interrupt will be 
activated as soon as any one of the 
clocks resets at zero. 

This will then initialise the micro-
processor's interrupt routine which 
is built into the system. 

Pins 10, 11 and 12 define, in sys-
tem memory where the timer re-
sides, along with pins 15 and 16. 

Pins 15 and 16 are the chip select 
1 and 0 respectively. CSO must be 
at zero and CS1 must be at one for 
the chip to be addressed. 

These two lines define the block 
in memory and the three register 
select lines define the location with-

in that block of the 8 registers. 
In this respect it works in a simi-

lar way to a periferal interface 
adapter, PIA. 

The read/write line works in ex-
actly the same way as it does in the 
rest of the system. For reference, 
the state of any of the registers may 
be read while the counter is in 
operation. This can be very helpful 
when setting up the counters for the 
first time. 

As I have said before, the enable 

at pin 17 is the synchronous clock 
for reading and writing data to and 
from the counters. 

It can, of course, be used for the 
tuners' clock if very short periods 
are required from the counters. 

If you are using a computer with a 
two phase clock this can be used 
directly with the counters. 

Unfortunately, these days many 
processors only require a single 
phase so I will indicate how to de-
rive the correct signal later. 
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VISION STORE South London's 
Largest Software 
Centre 

We are major stockists of sof tware for:— Atar i , Vic-20, 
Commodore 64, Dragon 32. Also sof tware for ZX81 and BBC. 

COMMODORE Vic-20 

Ttxan 
» r r i f » i I I 

5K 2 1K 
£ 1 3 7 . 9 5 £ 1 7 7 . 9 0 
inc Basic Inc Basic 

J ^^JLLV I ion m a g 
a 
i -

1 6K 
£ 1 8 9 . 9 5 

4 8 K 
£ 2 6 3 . 5 0 

Less Basic Less Basic 

Commodore 64 
P-64K Colour Computer 

in Stock Now 
£345 

Dragon 32 
Limited stocks available 

Come in for a Demo or send 
for our list . Full range of 

Software. 
# €198.95 

Vic Cassette £44.00 
Vic Printer £229.00 
Vic 154! Disk Drive £299.95 
16K RAM Pack £39.95 

Basic Cartridge 
Atari 800 I6K inc 
Basic 
Atari 800 48K 

£34.90 

£499.00 
£569.00 

A M A Z I N G O R I C - 1 

Colour Computer 48K 
Microsoft Basic 

£ 1 6 9 . 9 5 j 

VISION STORE 
Vision Store, 3 Eden Walk Precinct 
Kingston-on-Thames, Surrey. Tel: 01-546 8974 

I'M-'l^"-! Ask 
about our 

Credit 
Facilities 

Over 900 software programmes 
always in stock We carry 
probably the widest range with 
continuous demonstrations 

Mail Order/Export 
Send for our comprehensive hst 

We offer excellent pan exchange 
deals or cash for your old 
machine 

All prices include VAT 

ELECTRONEQUIP 
(Authorised BBC Dealer and Service Centre) 

SPECIAL OPENING OFFER DUE TO MOVE TO NEW PREMISES.ALL 
ORDERS RECEIVED DURING NEXT MONTH QUOTING REF C0MV C 
WILL BE ENTERED INTO A WEEKLY DRAW AND 2 CUSTOMERS IN 
EVERY 100 WILL RECEIVE THEIR GOODS FREE OF CHARGE. 

* THIS MONTHS SPECIAL OFFERS 
8BC1 BBC Micro Model A 299 00 
BBC2 BBC Micro Model B 399 00 
BBC3 BBC Model A Micro with 32K 333.50 
BBC4 BBC Model A Micro 32K & VIA 339 50 
BBC21 Upgrade Model A to B 99 82 
BBC27 Disc Upgrade for BBC B 109.25 
BBC30 14" Colour Monitor for BBC 286.25 
BBC33 BMC12A 12" BlackGreen Monitor 90 85 
BBC36" 14" Monitor/TV 80 columns 244.95 
BBC40 Cassette Recorder for BBC 29.90 
BBC41 Single 5.25" Disc Drive 100K 265.00 
BBC42 Dual 5.25" Disc Drive for BBC 447 00 
BBC45* New improved Cassette for BBC 35.88 
BBC48* Dual 800K low profile disc drives 897 00 
BBC49 5.25" Discs for BBC 40 80 tracks 2.20 
BBC50 Epson MX80T type 3 lor BBC 373.75 
BBC54* Daisy Wheel printer for BBC 558 90 
BBC70 Plinth/Stowage for BBC 29 90 

Large stocks. Prices inclusive of VAT. 
All prices inclusive of postage except micros €3 

Access and Barclaycard welcome 

E l e c t r o n e q u i p 
36-38 West Street. Fareham. Hants. P016 0JW. 

Tel: 0329 230670 

Great iau-aaj"? 
games ^ ^ 

for your Spectrum. 

\V 
W 

Sorcerer's Castle £5.50 
New from Mikro-Gen - takes you into a world ol magic and mystery 
Graphical position and a host of options with this exciting adventure 
game for the 48K Spectrum 

Scramble £5.50 
High-speed arcade game - the fastest available Thrust altitude, lire 
and bomb controls. For 16K or 48K Spectrum 

Masterchess £6.95 
The program for the real player - a powerful, adventurous and 
enjoyable chess game for the 48K Spectrum 

And for your ZX81: 
Scramble + Frogs + Pamimaze + ZX Chess + Breakout + Space 
Invaders + Asteroids + Tempest + IK Gamespack + Debug 
M ufpM h outfit H I Rknrj aw 13 95 I f l Clwu EBiO) 
M lh l»MIMMt<>* IM>On 01 mno Mt ont 
A HEM OC. ITOCFCRVL.V ITQFLI IR* M**/*' * H.M 
(nmtumt/f01 eaywUr 10 M » i » 6 » " . H ] >00 *Ov cx-v 

> 
24 Agar Crescent Bracknell Berks T012 2BK 
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WARNING: WILD GAME 
ESCAPES FROM ARCADES. 

Hairy gorillas chased by 
warriors, hordes of persistent 
pigs close on your tail and ̂  
you've just been turned 
into a paint roller? 

It could only be 
AmidaC the wild 
video game that 

at*TT«*i a* fcarem kxiMfyCo Ud and used t y Rakfr under oumoftvxon 

we've captured from the arcades 
so you can drive yourself rup the wall at home. 

Just a final warning. 
You have to be a little 

crazy to play Amidar But 
then, you have to be really 

crazy not to. 
VIDEO GAMES 
THEY HATE TO LET YOU WIN. 
For use wirh the Aran video computer system 



ORGANISED? 

: ^WjSI r n s m 

USE THIS ATTRACTIVE COLOURFUL 
SCOREBOARD 
— Lois ol space to record names, 

dates and highest scores 
— Establish the champion ol your 

family or neighbourhood 
— Features the most popular 

video games 
— Eraseable scoring service, 

special pencil included 

Both products available from REEDFOX LTD through Apollo Mail Order, PO Box 16, Clacton-on-Sea, Essex. 
I • Tel: 0255 422034 | _ • 

Please add £1.00 for post & packing 

4HMER 24 Gloucester Rd 
Tel: (0273) 698424 

BRIGHTON 

ATARI 

400 (ex BASIC) £164.35 
400 (mc BASIC) £206.00 
800 (mc BASIC) £326.00 

ATARI PACKAGE DEALS 
400 (16K) + BASIC + Recorder + Joystick + 5 Blank 

Cassettes + Free Programs £251.30 
400 (48K) + All above items £325.22 
800 (48K) + All above items £421.74 
800 (48K) + Disk Drive + Joystick + 3 Blank 

Disks + Demo Disk £626.09 

SHARP 
MZ80A £434 EPSON HX20 £402 
MZ80B £789 VIC20 £112.17 
PC1500 £135 GENIE I & II £289 
PC1251 £69.52 DRAGON 32 £173 
COMMODORE 64 £295 JUPITER ACE £78.22 
SPECTRUM (16K) £108.70 ZX81 £43.43 

(48K) £152.17 ORIC 1 (48K) £147.78 

Coming soon — Epson QXiO and Sharp 3500 

We also stock Peripherals and Software 
Books ana Magazines 

PLEASE ADD 15% VAT TO ALL PRICES 

T J G a u a r j j d i j u l ionU ( I ttM 4Mttio« 
o4 fHr IwfMv Mdvinrt 

K)MONlT(H Ml/( m) 
tOOCFtttOtn 

R , J I J SJJJJJ-JIJJJJ 
a * i j j i j j j j 

JO tUNNIL IHK a 4*K V*<uni«M> uu«l 
Ahu m rt.oiM «•' it» hml' tlww^ hdi 
l .^ir^ r<,jili 1 . t. 4,-rt.i, .i I 
. ,n rh. i ) r '»*4| | 

t*ii obtnl 1o you* iHvi IK WMWI 
Pr - I - L1 i i f J 
F Ftp M*rv 7$tti 

" - f l B B i l 
'X A B^Mflj I 

T i i i i i n f 

ffi/WfiK SPEC 7Raft 

GAMES 
FOR THE 

SPECTRUM 

* SCAFf. ' **qu.<«» <«"<» 
I.i" V- »>.,.• Ilit <t- *•,< rn̂f, it.-
gr#nd«1«nd pro»M*e» d-nouu'\ with iHm opportunity 
to i>«h behind the l i i ip l o* Mi o»er Atn (o ueoop 
rtiwn on y.iu Or** ,1 in* T.« • ,n• • I -uj" >»• 
•j«rr»t» wr for tt • ' " . v 
SINCLAIR USI H Pr*« 14 l<> ut\ I 6?-SPECTRUM 

For instant CREDIT CARD Sales by phone only ring 
01-930-9232 
Orders to: NEW GENERATION SOFTWARE deptQS*] 
FREEPOST (BS 3433) (no stamp required in UK) 
OLDLAND COMMON, BRISTOL BS1S 6BR 

Please send s.a.e. with all enquires and for lists of stock-
ists. TRADE ENQUIRIES WELCOME AT ADDRESS 
ABOVE. 
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The Goblin's time bombs are ticking 
away Even worse, his Super Bomb 
perches fiendishly on the High 
Voltage Tower The city is on its A 
knees. MBgL 

Can you save it from ^ 
destruction? 

Take home this video 
lame and take a chance ' 
wipp! Shoot your w e b ^ j 

and swing up the buildings 
s 

Thwippl Shoot again, escape The Goblin 
on his web-cutting jet glider Watch out! 

The Goblin and his warped gang of 
criminals are full of sneaky 
ways to cut your web and 

plunge you to the streets 
below Can you get to the 

W bombs in time? raur web fluid 
f is getting lower.. 

VIDEO GAMES 
THEY HATE TO LET YOU WIN. to reach the bombs. r For use with the Atari video computer system 

SPIDER-MAN "COPYRIGHT©1982 MARVEL COMICS GROUP A PVISION OF CADENCE INDUSTRIES CORPORATION ALL RIGHTS RESERVED 



II 

PLAY AROUND 
WITH PATTERNS 
Experimenting with the rules for 
generating patterns of movement 
can produce many intriguing dis-
plays — and here I aim to set out 
some of those rules for you to play 
around with. 

The pattern of movement of a 
point in a plane can be described 
by giving the position of the point at 
any time in terms of its initial posi-
tion and the time. 

If the initial position is given by 
the co-ordinates (XI, YI), and the 
current position by (XC. YC) then a 
typical way of giving the position at 
any time, T, is 
XC =XJ + T*YI 
XC=YI 

Note that the initial position cor-
responds to T=0, since this value 
for T gives 
XC=XI 
YC=YI 

That is to say that at T=0 the 
current position is the same as the 
initial position. 

The rules just given provide only 
one example of how the current 
position can be expressed in terms 
of the current time and the initial 
position. 

Since we can describe the move-
ment of a point in this way we can 
also deal with the pattern of move-
ment of a flat object by examining 
how the points that are joined by its 
edges behave. 

Next month we shall examine 
how solid, three-dimensional ob-
jects behave by applying the same 
idea to its corner points. 

F * 1 . 

If the way that the time is involved 
in the equations giving the patterns 
of movement is periodic, then the 
resulting pattern of movement will 
also be periodic. 

In other words, the shape will 
return to its original position after a 
period of time. It will then repeat its 
previous cycle of movement again. 

This is illustrated in figure 2, 
which was produced by using the 
rules 
XC-XI + YI*SIN(T) 
YC-YTCOS(T) 

The following program produces 
the initial shape of a square and 
three of its successive positions us-
ing the rules for movement given 
above. 

10 DIM XI (4), YI (4) 
20 FOR I- I TO 4 
30 READ XI (I), YI(I) 
40 DATA 1, 1, 1, 5, 5. 5. 5. 1 
50 FOR 1= 1 TO 4 
60 T = 0.1*(I-1) 
70 XX = XI (1) + T*YI(1) 
80 YY=YI(1) 
90 MOVE XX, YY 

100 FOR J=2 TO 4 
110 X=XI (J)+T*YI(J) 
120 Y=YI(J) 
130 DRAW X. Y 
140 NEXT J 
150 DRAW XX, YY 
160 NEXT I 

The resulting shapes are shown 
in figure 1. 

j H i l l 



* SUPER QUALITY SOFTWARE FROM ILAMASOFTU * 
(DESIGNER — JEFF MINTER) J JOYSTICK CONTROL 

VIC 20 
ABDUCTOR I l 14' i ' i J 
A dassc now spoco game1 ZAP the swirling alien hordes before they ram you and 
abduct your humartcwds1 Survive me assault tor long enough and you « get an extra stage on 
your spaceship with double firepower! Awesome unexpanded Vic Acton £6 00 • SOp 
PIP 
GRIDRUNNER IJI4YJ J 
Fnafty. true arcade quality on the unexpended VIC1 Shoot down the segmented OPIOIDS 
invading the grid Beware of the pods and tappers' The awsome speed, sound and 
graphics gives you the best blast available tor unexpended Vic WOO • SOp PAP. 
ANDES ATTACK (8K) E H 3 J 
Your spacecraft must attack the descending aliens and frustrate their evil intent Fly your 
Ran^et fighter over the Andes mountain range and protect your llamas from kidnap by 
hostile UP OS Features 5 kinds of UFO. controls include up, down, reverse, fire, thrust and 
smart bomb Entirely in madvne code Requires 8K expansion and roystick CB 00 . SOp 
PAP 
TRAXX M C (8K - EXPANSION) J 
This is VIC 20 cross breed between the now lamed Packman and the game Qutx . All m 
machine code, fast and lun with loystick controls, uses Hi-Res colour graphics 8K or larger 
expansion needed Only £6.00 • SOp P4P complete with Instructions. 
BLITZKRIEG 
As seen at the Commodore show and reviewed by the Daily Telegraph. Fly your Vulcan 
Bomber over the enemy city and destroy the buildings. 25 levels of play, uses Hi-Res colour 
graphics and plays Rule Britannia between waves Only C4.9S complete with Instruc-
tions 

THE VERY FIRST COMMODORE 64 GAMES 
ATTACK OF THE MUTANT CAMELS 
Planet earth needs you1 Hostile aliens have used genet-c tngwieenng to mutate camels 
from normally harmless beasts mto 90 loot high, neutronium shielded, laser spitting death 
camels" Can you fly your tiny, manoeuvrable fighter ovor the mountainous landscape to 
weaken and destroy the camels before they invade the human stronghold' You must 
withstand withering laser fire and alien UFOs. Game action stretches over 10 screen 
lengths and features superb scrolling, scanner. 1 2 player actions and unbelievable 
animation' Play this game and you II never be able to visit a too again without getting an 
Achy trigger finger1 Awesome m c action' £8.50 - sop PAP. 
ROX-64 

shower 

is a smash hit m the USA Now experience the ughlnmo-tast chaaeno* ol t r * and on the M 
Features 31 skill levels and excellent sound and graphics Sore trigger finger r» with every 
game1 C8.S0 + SOp PAP. 

SPECTRUM 
GRAPHICS CREATOR (16K) 
Not |ust another character editor! Allows you to de'me not only the 21 user definable 
characters Also allows you lo change the entire 96 charade' ASCII set Creates BYTES 
fries ready for you to toad IOIO your own programs includes advanced Reflect, inven Field 
commands etc Complete with tuH documentation. Bin the BIN statement and use Graphics 
Creator with its easy on-screen cursor editing £2.95 - SOp PAP. 
BOMBER (16K) 
Yes. a full feature version ol the popular gamo B i t / . supplied tor the 16K or 48K Spectrum 
For only C2.9S + SOp PAP 
HEADBANGER (48K) 
Colourful new game starring ChicO the headbanger who you must guide to ncties through 
an increasing shower of heavy metal Gain bonuses for headbanging but be sure to take an 
aspmn when the pam gets too much' Basic - m c to speed up action Great graphics, nice 

drive 
• H ^ ^ H HtowdH 
5 '> Start headbanging to-day and find out £4 95 NEW 

arvmation Will even arrve William Stuart systei 
output Can you attain the grade of Flocker Oast 

William Stuart system s voce synthesiser to produce »pe»ch 
>s One or will you be Bairy Maniiow Class 

SUPERDEFLEX (48K) 
Bounce Sid . the space invader, around the screen into the power pods, keeping away of 
course trom the devit who chases you around the screen. Steer with your Detlex shields, but 
beware the mmes or you may be buned alive' Superb graphics and fantastic sound on the 
48K Spectrum only Only C4.9S on cassette SOp PAP 

ATARI 400-800 
TURBOFLEX 
Superb ultra-last and totally new ba» game Uses ATARI s unique features to the full 
incorporates superb coloui sound effects ana uses Player M,ssiie graphic*. Tables lop 10 
scores along with Scorer s name £6.00 • 50p PAP. 
GRIDRUNNER MJUV1 J 
100% machme code version of the best seeing VIC COMMOOORE 64 game R u n on any 
ATARI (16 48K> Blinding speed and superb graphics Experience ATARI auanty without 
paying ATARI puces GRIDRUNNER tor ATARI is iust £8 SO Supplied on autcOoot 
cassette Discover the fastest and most exhilarating bias! em up game ever devised 
Only C8.S0 • SOp PAP. 

ZX81 
Rox is a challenging game involving the defence of your lunar base from a deadly meteor 

Rox-64 includes amazing sprite gra[ ' rij I 
awesome mothersh<» display if you win the ( 

(raphes displays and spacy sound effects, and an 
:• game Top 10 scores are tabled along with their 

• ame;. Th < program shows (ust what can be achieved using only Commodore-64 basic 
Study the listing and learn how to use sprites and sound on th<s outstanding machine 
E4.9S - SOp PAP 
GRIDRUNNER 64 
The No l best game for the Vic has been improved for your COMMODORE 641 Gndrunner 

CENTIPEDE (16K) 
the ORIGINAL game from the ORIGINAL author 
This ts the identical program to mat being sold by 
other companies for three times our price The 
game has received ecstatic reviews m the comput-
ing press. Program has 30 speed levels and ever 
increasing Centipede hordes Tables lop 10 
scores and names Why wan to pay more'' Only 
E19S • SOp PAP 

Please add 50p P&P with all orders 

LLAMASOFT 
SOFTWARE 

* OeptCVT. 
49 Mount Pleisail. 
T«4iey Htri i i 
RG2t 68N 
Tel 07356 4478 
Trite enquiries 
welcome. 

DO YOU PL A Y 
T. V. GAMES? 

If so, then why not send for details of our library of 
TV games cartridges for ATARI. INTELLIViSlON 
& PHILIPS Video Computer Games? 

WE ARE NOW ALSO INTRODUCING OUR LIB-
RARY OF CARTRIDGES FOR ATARI 400 800, 
VIC 20 & TEXAS TI99/4A. 

For only £10 Life Membership, we offer you the 
most comprehensive library of the above TV & 
computer games on a daily rental basis of only 25 
pence a day, with no postage and packing costs, 
and special discount purchase prices. 
We are also offering a quality free gift to anyone 
joining us within 21 days. 
So don't delay, send today for details of our fast 
growing Video & Computer Games Library, and 
get yourself a whole lotta fun! 

S.A.E. to E&E Enterprises Ltd, P.O. Box 8, Saltash, 
Cornwall PL12 6YU. 
Please include details ot the sysiem(s) owned 

/fv THE GREATEST PROGRAMMING 
^ ; AID SINCE FINGERS 

Cuts Down Program Entry Time 
How many hours 40 you spend de bugging 
program? 
How many times hart you traced a bug to a 
typing error7 

How many times hurt you wisher) tor another 
pair ot hands to keep your place in program 
listings'' 
How many times hare you had back-ache 
neck-acne and eye strain through copying 
listings at uncomfortable angles1 

THE EASIREADER FROM BUGBEAR 
Saves Hours In De-bugging time 

• Over 99't of bugs in programs copied from printout listings are the result ol tn l ry errors 
errors anyone with only one pur ol hands can make Even one mistake c m take hours lo 
trace 

The EASIREADER Minimises Bugs by Minimising Entry Errors 
• The attractive perspex stand can be positioned where most comfortable avoiding stil l 

necks and aching backs strain causes mistakes' 
• The specially designed cursor prevents skipping between complicated and similar looking 

imes *h.ie allowing you lo read through simple imes 
• The f ASIRCAOER keeps your place for !#o - , i ' )ed keyOoan} enlites i e wher ismg a 

Sinclair computer or just using the shift key 
• It will even <icjn Ihe olt-hon/ontal listings found in many magazines 
• The (ASIRt A0ER can handle ,i norrnji m jgafines up 10 A4 we Single sheets computer 

ptmtouis and mosi books 
HELP BANISH BUGS 

Make your programming easier and more comfortable 
, SA VE TIME AND EFFORT - A VOID FRUS TRA TI0N 

S e n d Tor y o u t E A S I R E A D E R n o w a i a s p e c i a l i n t r o d u c t o r y p r i c e of £ 1 2 . 9 9 
Please add £1 25 p&p 
BUGBEAR. DEPT.V3. NICHOLSON BUILDINGS. TEMPLETOWN SOUTH SHIELDS 
TYNE & WEAR NE33 5RZ 

BUOBEAO 1962 Pmem Penong No 12 3? n ft 
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MERSEYSIDE'S BIGGEST SOFTWARE STOCKISTS 

A M I G K W P O T A 
ATARI ATARI 

97 Detoe Drive. Park Hall. 
Stoke on-Trent. ST3 5RS 

c t^r^N Tel 10/821 330552 

OO0 

- > - ' 
^ - ^ J L B l y LOOK — ALL NEW 

PROGRAMS FOR THE FOLLOWING MACHINES: 
IK ZX81 GAMES PACK 1 A 2 
Maci rnj cod* versions ol Stunt Cycle. Demon Driver. Invaders and many more Simply 
tne oe-ii IK programs on me market £4.75 each inc. VAT a PAP 

Y O U RE O N A P L A T F O R M IN S P A C E 
A N D Y O U A R E L O S T IN AN A M A Z I N G 
30 MA2E F I N D Y O U R W A Y O U T BE 
F O R E Y O U R U N O U T O F E N E R G Y A N D 
A R E L O S T F O R E V E R F U L l U S E OF 
C O L O U R G R A P H I C S - S O U N D M C 
• BASIC E 7 50 inc VAT & P 4 P 

BBC MICROCOMPUTER A ' 4 B in 3?K 
BBC M,:ro 32K A of B BCEBCHASE A superb rendition ol an old favourite Slarv "g 
colour gtaph i and sOu^d Joystck Pman type game £7,50 inc VAT a PAP 
BSC Micro 32K Conned 4 Supert) sound and graphics M C Bat. CS 90 inc PAP 
BBC Micro 3?K A or B COOKBOOK WIZARDRY Show your wte just R>ow .MJIUF trie 
Beefc can be Over 35 recipw n cotou' £7.50 Inc. VAT A PAP Also ava Die (Of 
tr>e Spectrum 48K £7.50 inc. VAT A PAP 
BBC Micro A or B EDUCATIONAL lor Schools and Colleges HYDRAULICS 
Fundamentals of Area Volume Flo* etc (14 yrs* I ELECTRfc Fundamentals o< 
Current Resistance etc Ji4yrs + ) Eacb program sets random questions £5 50 each 
Inc VAT A PAP 
VIC 20 Unexpended CHICKEN RUN For the younger player Snoot the lone-, before 
"Mfy get your enitkens £5.50 Inc VAT A PAP. VIC » Uncupandod DAMBUSTER 
Careful or you WiN drown Slop the madman from breaking the mall £5.50 Inc. VAT A 
PAP 
VIC 20 (Uneipanded) SPACE SCRAMBLE Superb Scramble type game £€ 90 Inc 
VAT . PAP 
ATARI 400 800 16K FAMILY HANGMAN Up to 6 people play Large vocabulary Ol 
words and superb grapno and sound us* Joystick reQiwed MUST BE SEEN' £7 Inc, 
VAT A PAP 
WE ALSO OFFER HIGH OUALITY TUNED RECQROERS FOR MOST MICROS AT 
AN UNREPEATABLE PRICE OF £22 lr>c VAT A PAP 
WATCH THIS SPACE 
lor moie innovative solTware lor Spectrum. Vic & 64 Jup<ter Ace. etc 
All cheques P O 10 DATABASE SOFTWARE Add 50p Post and Packing Programs 
stocked at Coventry Micro Centre Computer Cabin. Srfverdale Slat!- Micromart. 
Kidderminsler Bursiem Compute'Centre. Staffs T P Electronic Supplies. Woistanlon 
Staffs and other good mero stores. 
Mail order only Export orders welcome Dealers wanted 
AH programs and goods guaranteed 1 year1 

AVAILABLE NOW 

ATARI 4 0 0 KEYBOARD £ 7 9 . 9 5 
4 0 0 48K UPGRADE £ 9 0 . 0 0 
THE HAPPY DISC MOD P 0 A 

NEW S O F T W A R E FOR 
16K Scott Adams Adventures 
Beannie Bopper (rom) 
Fast Eddie (rom) 
Fantastic Voyage (rom) 
Turmoil (rom) 
Cytron Masters 
Attack at Ep-cyq-4 
Fastchip 

THE ATARI 
Seadragon 
Fort Apocolypse 
Stratos 
Tuttie Fruiti 
Time Warp 
Way Out 
Tigers in the Snow 
Candy Factory 

OVER 200 TITLES AVAILABLE FROM ALL THE LEADING 
SOFTWARE HOUSES. 

AVAILABLE NOW . . . 
Over 50 programs for the DRAGON 32 30 Selected I ities 
for the VIC 20. Range of books and magazines for all three 
machines 

CALL OR WRITE FOR LATEST PRICE LISTS 

Tel 

MICROSPOT 
15 MOORFIELDS 

LIVERPOOL L2 2BQ 
051-236 6628 24hr Order l tne 

I 

M. C. LOTHLORIEN 
Fed up with Space Invaders? 
Fed up with moving N.S.E.W. in seemingly 

endless Adventure games? — then why not try our 
exciting range of challenging war games for the 
SPECTRUM 16K ZX81/DRAGON 32 
1. PRIVATEER. 

A brand new action-packed battle game for the 16K ZX81. How many enemy ships can you sink Will you be promoted to 
Admiral or discharged from the service? 
2. TYRANT OF ATHENS. 

Can you survive long enough lo turn Athens into (he most feared stale in the Mediterranean? Train troops, build warships, 
fight battles by land and sea against hostile Greek States and the vast Persian Empire. Many more features in this very addictive 
game Price: DRAGON £6.95 ZX81 £4.50 SPECTRUM £5.50 
3. ROMAN EMPIRE. 

Your aim is to conquer the hostile countries surrounding Rome. Build armies, appoint Generals and fight campaigns. This 
challenging game takes full account of morale, fighting efficiencies, leadership ability, etc 3 levels of play 

Price: ZX81 £4.50 Spectrum £5.50 
4. PELOPONNESIAN WAR. 

Set in Ancient Greece from 43l -404 BC, covenng the Great War between Athens and Sparta. Your goal is a final victory over 
the Spartans but you will need all your skill in a combination of diplomacy and military force before you even stand a chance. 3 levels of 
play Price ZX81 only £4.50 
5. SAMURAI WARRIOR. 

How would you have fared as a Samurai in 13th Century Japan? Face challenges from Samurai and bandits Are you a 
survivor? Or will you be forced to commit ritual suicide9 7 levels of play, a most fascinating game 

Price: DRAGON £6.95 ZX81 £4.50 Spectrum £5.50 
6. WARLOAD. 

A challenging game of analytical skill set in 13th century Japan. You control a village and must meet attacks from other 
armies, combat challenges from other warloads and their Samurai, attack and defeat pirates, make raids for gold or slaves and feed 
your village. Price: ZX81 £4.50. Dragon £6.95 

Cheques and POs please, made payable to M. C. LOTHLORIEN 
Dept. C3, 4 Granby Road, Cheadle Hulme, Cheadle, Cheshire SK8 6LS 
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BEWARE THE 
LOST NUMBERS 
I have already explained how to 
avoid renumbering your Adventure 
programs beyond recognition. 

However, when your game is 
complete it will be desirable to re-
number it, as it will look more pro-
fessional. 

Adventures have a particularly 
high number of GOTO and GOSUB 
statements. It is almost impossible 
to prove that all of these point to 
lines that exist. The chances are that 
you will have forgotten to write one 
of them! 

A side benefit of renumbering the 
program is that this will identify any 
Undefined Line errors without the 
need for exhaustive playing. The 
utility, when run, will list the lines 

BY KEITH CAMPBELL 
that ought to be there but have gone 
missing. 

Depending upon the Basic your 
machine runs, renumbering may 
also save some memory assuming 
you convert to smaller numbers. 

This will not be achieved by the 
line numbers themselves being 
smaller, since these will always use 
2 bytes each, however small. 

The saving comes when the Basic 
holds GOTO and GOSUB numbers 
in ASCII form, thus using 1 byte for 
each digit. 

Therefore, the smaller the num-
bers of the pointers, the less mem-
ory will be used. 

Having decided, then, to renum-
ber your program, when is the best 
time to do it? This will depend on 
what renumber facility you have. 

We're falling in love again 
The other evening I found myself in a 
green bedroom wearing pyjamas and 
carrying a handbag. 

Feeling somewhat weary I decided to 
have a shod snooze, so I undressed and 
hopped into bed. Imagine my embar-
rassment when, stark naked. I suddenly 
awoke in a crowded room where a party 
was in progress! 

All the guests turned and stared at me. 
and I froze to the spot. Regaining my 
senses, I returned with all haste to the 
bedroom, had a good wash, and feeling 
much better, put on the lovely silk dress 
I'd found in a trunk in the corner. 

There was no doubt that I looked 
fantastic in it. Good. I thought, putting on 
some make-up. Tom should find me 
quite seductive. 

Before you jump to any conclusions, 
let me explain that I was sitting in front 
of a computer, playing Love, an Adven-
ture for women. 

The action takes place in Poke Hall, 
and the object is to fall in love with a 
character called Tom. This Adventure 
runs on a ZX81 with 16K Rampack. 

I played it in a mixed group with 
Barbara, Steve and Peter, who provided 
the computer. I soon got the impression I 

was already in love with Tom. as I found 
his cigarette lighter in my handbag. 

Perhaps I ought to seduce him? Well, I 
obviously lacked a woman's intuition, 
because I couldn't even find Tom. 

Meanwhile, Barbara was busily sug-
gesting what clothes to wear and how to 
apply lipstick. 

Steve and I were by now getting a 
trifle bored, and thinking up some fairly 
direct suggestions, which, being gentle-
men. we refrained from mentioning in 
mixed company. 

The game is certainly very suggestive, 
but Peter took the tape home to examine 
the listing and assured me that there 
were no naughty words in the program. 

On the whole, Barbara felt that Love 
would be great fun played by a group of 
women. Personally. I would prefer to 
eavesdrop on those women than to 
actually play the game, but then it is 
advertised as an Adventure for women. 

Strange, isn't it, that in these days ol 
sexual equality, there are games espe-
cially for women, but not for men? Does 
this mean that all games not billed as 
for women' are suitable only for men? 

Love is available Irom Remsoft of 
George Street. Brighton. 

Some machines, for example the 
BBC, have the feature built in, as will 
most disc operating systems. 

On the other hand, machines like 
the TRS-80 require that a special 
program be pre-loaded before the 
Basic program which is to be re-
numbered. 

If your machine is this type, you 
will have to take into account the 
memory requirement for the utility, 
and ensure that your ever-growing 
Adventure is not too big before you 
renumber it! 

If it is not quite finished, then 
perhaps it will be best to renumber 
in two's to leave space for inser-
tions, otherwise renumber in one's. 

If you are getting very short on 
memory, you might find that you 
can load both programs as long as 
you don't try to run the Basic pro-
gram the renumber utility will 
probably not take up much more 
room than the space the Adventure 
requires to run in. 

Finally, if you have followed my 
convention for numbering REM-
arks, delete these before re-
numbering. 

Apart from giving you the 
extra space you might need, the 
REMarks will have lost their iden-
tifying last digit of 9 after renumber-
ing, and will be more difficult to 
locate. 
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Welcome back to the Wild West where 
you ' l l experience excitement and 
adventure on the Warpath) 

Here we continue to set out the rules 
lor this t h r i l l i ng conf l ict between 
Indians and the cavalry. 

Once the Board has been prepared, 
you wi l l be asked if you wish to review 
the Map. If you reply "Yes" , the map 
wil l scroll across the screen until you 
press "ENTER". 

Details of the numbers ot each type 
ol piece wi l l appear at the top ot the 
screen. The middle of the northern 
portion ol the map wi l l appear (the 
Troopers always move first) and play 
may commence. 
The order ol Play. 
a) The Troopers and the General move 
first. The player may move al l , some 
or none ol the men. 
b) All confl icts result ing from that 
movement are resolved. 
c) The Indians now repeat steps (a) 
and (b). 
d) These steps continue throughout the 
game until one of the winning condi-
tions is met. This may occur during 
either the movement or the combat 
phase. 

M H S promised, we will now 
discuss two important 
arrays: PTABLE and 

^ ^ ^ ^ TBOARD. Once we have 
L completed these, we can 

^ ^ ^ prepare the map and set-
up the pieces ready for play to start. 

PTABLE is an array of 50 by 3 and is 
dimensioned in line 780 as P(50,2). It 
contains information on each man i.e. 

Index 0: The position on the Board. 

Index 1: Type of piece trooper, 
bowman etc. 
Index 2: Attack flag. 
Index 0 will be set to zero when the 

man is eliminated. If a piece is in a 
temporary HOLD condit ion, it is 
negated. 

INBOARD is shown in figure 1, It is an 
array of 39 rows and 24 columns and is a 
representation of the map surrounded 
by a 4-byte border. 

This requires 936 "cel ls" and, if 
dimensioned in integer format, would 
need at least 1872 bytes (more if your 
computer does not have the DEFINI 
instruction). 

This wastes memory since no cell will 
hold a number greater than 255. Instead, 
I have reserved an area of 936 bytes 
starting at location 31669 (see line 1100). 
Since it is nol a dimensioned array the 

only way I can access it is by PEEK and 
POKE. 

When first initialised the centre is 
filled with 128*s and the border with 
99's. Each byte whose equivalent posi-
tion on the map is occupied by a peice 
is given the value of the index of that 
piece (i.e. from 1 to 50). Those occupied 
by the garrison or boulders are given 
the value of 60. 

The border is a useful feature. In the 
original KRIEGSPIEL, I carried out the 
calculations necessary to ensure that a 
piece was not attempting to move off 
the map. but this added to the time 
required to make a move. 

With a border, one need only check if 
the piece is stepping on to a 99, If he is 
then the move is illegal. 

Now we need another algorithm 
which relates IBOARD to BIGSCREEN. 
Given BL. the location of .the piece on 
IBOARD, it returns ML, the location on 
BIGSCREEN. This subroutine is m line 
320. It also returns V3 which is the 
location of the piece in memory. 

I think you will be able to see that 
since IBOARD is 24 columns wide and 
the first location is at 100, the variable O 
is the row number. If you look at BIG-
SCREEN, you will see that odd num-
bered rows are offset by 4; hence the 

Part three of Ron Potkin's wild west wargame series tells you how to set up the 
board. Although it is designed for a TRS-80, we hope there is sufficient detail to help 

you succeed in adding Warpath to your collection. 

LAYOUT OF THE INTERNAL BOARD 
Game ts played in the area bounded by the four corners 100.115,820 & 835 
It is initially lilted with 128 s 
The outer margin is filled with 99's 

1 1 • 1 1 3 1 5 * 7 1 9 11 11 12 13 14 15 1* 17 18 19 21 21 22 23 1 
11 21 25 2* 27 28 29 31 31 32 33 34 35 3* V S 39 4* 11 42 43 44 « 44 47 1 
11 m m 51 51 52 33 54 55 5* 57 58 59 6* 41 *2 43 M 65 * * 47 • 49 71 71 1 
11 n 73 74 75 7* n 71 79 « 81 82 n 14 B 8* 87 88 89 9* 91 92 t3 94 93 1 
11 it V 98 99 lit iti 112 1«3 1*4 115 114 117 1*8 119 111 ttl 112 113 114 115 11* 117 III lit 1 
S I in 121 122 123 124 125 12* 127 121 129 131 131 132 133 134 135 13* 137 13B 139 14* 141 142 l« 1 
4 I m 145 11* 117 148 149 151 151 152 153 154 IS 15* 137 158 139 l*t 1*1 1*2 1*3 1*4 1*5 16* 1*7 1 
7 I 168 169 17* 171 172 173 171 173 17* 177 178 179 18* 111 182 IE] 181 185 181 117 186 I8t 19* 191 | 
• I WI in 194 195 It* 197 198 ttt 2H 211 282 283 2*4 2B 214 217 7M 219 211 211 212 213 214 215 I 
* I 21* 217 211 219 221 211 2Z2 223 224 225 22* 227 228 229 231 231 232 233 731 235 23* 237 238 239 t 
11 1 2* 211 212 213 244 245 24* 247 218 219 251 HI 232 2S3 254 255 254 237 758 239 2*1 2*1 2*2 243 1 
11 1 2*1 2*5 2** 2*7 2*1 2*9 271 271 272 273 271 Z73 274 277 m 27V 28* 281 282 283 m 2B 28* 287 I 
1Z 1 m 299 29* 29! 292 273 294 295 29* 297 298 299 38* 3*1 3*2 3*3 3*4 3B 3*4 3*7 348 3*9 31* 311 I 
13 1 312 313 311 315 31* 317 318 319 m 321 322 323 324 323 32* 327 328 329 331 331 332 333 334 335 1 
H 1 134 337 331 339 341 341 342 343 344 345 31* 317 348 349 351 Bl 352 353 3M 335 35* 357 358 359 | 
15 1 36* 3*1 3*2 3*3 3*4 3*5 344 347 .-. 3*9 371 371 372 373 374 375 37* 377 378 37V m 381 387 363 1 
U 1 381 X 38* 3B7 { = 389 391 391 392 Jf3 394 395 394 397 398 399 441 HI 4*2 4*3 4*4 4B 41* «7 1 
17 1 we 4*9 111 111 412 413 414 415 41* 117 418 119 471 471 122 423 474 175 42* 427 428 129 431 431 1 
11 1 132 133 131 135 43* 437 438 439 441 HI 442 443 444 445 44* 447 448 449 451 451 «2 453 W 435 1 
» 1 15* 457 151 OT 4*t 441 442 443 4*4 1*5 44* 4*7 4*8 4*9 47* 471 477 173 474 473 47* 477 178 479 I 
21 1 48* 481 182 «3 «4 185 48* 487 408 199 494 491 492 493 494 495 49* 497 498 499 5*1 5tl 517 5*3 I 
21 1 5*1 515 5t* 5*7 5M 51* 511 511 512 513 511 SIS 51* 317 511 Sit 52* SI 522 523 324 B5 52* 527 I 
22 1 528 529 531 531 532 533 531 •J5 53* 517 538 539 54* 541 542 5*3 541 545 54* 547 5» 549 551 551 1 
23 1 552 553 SI 535 55* 557 558 35» 541 541 542 5*3 5*4 545 5*4 547 5*8 5*9 n 371 577 573 571 573 1 
H 1 574 577 578 579 58) 561 SB 583 564 SB •M 587 see 5B9 vn 5*1 592 593 SM 595 59* 397 598 599 I 
25 1 HO *ii 4*2 413 *H MS 6*6 117 M 4*9 611 *11 612 413 *14 415 41* *17 411 *I9 42* *21 422 623 | 
2* 1 421 625 *2* 427 628 429 431 131 *32 433 431 435 43* 437 638 439 *H 611 642 643 *44 145 64* 647 | 
27 | *4I 619 650 451 652 453 451 63 *5* 457 *S8 *59 44* 6*1 442 643 644 MS 4*4 647 **e 669 47* *7l I 
28 1 472 473 *71 475 47* 477 478 479 680 181 682 683 484 665 486 687 468 689 691 491 692 *93 694 «5 I 
2t 1 69* *97 698 499 7H 7(1 712 713 714 715 71* 717 718 719 711 711 712 713 714 715 71* 717 711 7 it r 
31 1 721 721 m 723 724 725 72* 727 728 72V 731 731 732 733 734 735 734 737 731 739 741 741 742 743 1 
31 1 711 715 71* 747 718 749 75* 731 732 753 731 735 73* 737 758 7» 7** 7*1 742 7*3 7M 7*5 7*4 7*7 1 
32 1 7*8 7*9 771 771 772 773 771 773 774 777 778 779 78* 781 782 783 784 7© 78* 787 18 719 791 791 I 
33 1 7*2 7*3 794 795 79* 797 798 799 M M 8(2 8*3 M4 8*5 814 8*7 848 8(9 111 811 112 813 811 815 1 
31 1 816 «7 810 819 821 821 822 823 821 825 82* 827 B28 829 r» 131 132 133 831 835 834 137 M 839 | 
35 1 84* HI 842 843 BH fH5 846 847 M 649 85* B51 862 853 154 855 354 857 85B 859 841 861 8*2 843 1 
36 I 8*1 845 a** 847 8*1 8*9 n 871 •7? 873 871 875 87* 877 178 879 881 881 63? 883 864 865 886 6B7 | 
37 I HI OT 891 891 892 893 894 895 89* 897 898 899 nt 9*1 912 13 W *B 9M 9*7 m 9*9 911 911 I 
a i 412 913 914 tis tl* 917 911 919 920 921 rn »23 924 923 974 9Z7 978 979 93* 931 937 933 931 935 | 

need for "O and 1". 

Provided the argument is less than 
32768, this faster and neater than "Q-
2xINT (0 / 2)". If X, the divisor, is a 
power of 2 the remainder can always be 
obtained by NUMBER AND (X - 1). 

Now that all four arrays are defined, 
we can review how they all fit togehter 
• The whole game is controlled by 
PTABLE which we run through sequen-
tially; troopers first followed by the 
Indians. 

• Read index 0 from PTABLE and 
obtain the location of that piece on 
B O A R D . If the location is zero, the 
piece has been eliminated go to the 
next piece. 
• Obtain the type of piece from index 
1, get the correct character from the H 
table and calculate the number of 
moves for the piece (variable MV). 
• Use BL to calculate ML from line 320. 
The machine language routine in X$( 1) 
is now used to calculate the rectangle to 
be selected from BIGSCREEN. 

• Display the rectangle and prompt 
the player for his move. We do this by 
alternately printing both the character 
and the number of moves at the position 
SP so that the piece flickers. 
+ Assume the player wants to move 
the piece and presses a number key. 
The hex he wants to move to (variable 
NX) is calculated and a check is made 
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on IBOARD to see if the hex is empty, if 
it is not, the program returns to the 
prompt. 

# If the move is legal several things 
happen: 

a) Print a CHRS( 128) — a space — on 
the screen at the old location. 
b) Print the character at the new 
location. 

c) Put 128 into position V3 on the 
IBOARD. 

d) Put the piece index into NX. 
e) Put the new location NX into index 
0 in PTABLE. 

0 Transfer WINDOW back to BIG-
SCREEN. 
The listing this month will put the 

men, boulders and garrison on the map. 
As usual, load the Basic program con-
taming both BICSCREEN and PIECES 
from the last two months. Type in the 
listing below. We can now delete lines 
821 and 2499 to 2610 — we no longer 
need the DEMONSTRATION DRIVER. 

Save the program before you run it. 
By the way: I hope you are keeping the 
"UNRUN" versions. If you have only 
saved the RUN versions, the program 
will still work but you will have to avoid 
editing the lines from 1540 to 1560. 

When you are asked for the scenario 
number, enter any number up to 9999. 
Type a number up to about 30 when 
asked to enter the number of boulders. 

Next month, we are going to describe 
the SEARCH routine which will give you 
the chance to study some more Z80 
machine language. 

• If you are having difficulties entering 
Warpath into your type of computer 
please write in and let us know. We'll 
be interested to find out what your 
problems are and help tailor the write-
up to offer advice on any computer 
which seems to be giving particularly 
difficult commands to translate. 

to be con t i nued 

next m o n t h 

WARPATH Part 3 — SET UP 

130 SV(K)=SV(K)+i:PC(I,B>=€L:PC(Ifl)=K:GOSUB380:PRDfTPSP,H(K);:G 

OSUBHO :roKEV3,i:G0SUB378 !I=I+1 ! RETURN 

110 I F K < > 5 T l € M O J i m S E S F ^ : f l l K H « ( 1 7 l ) : P m ^ + 3 t A i ; : R n U R H 
320 GMNT ( ( B L - 1 0 0 ) / 2 1 > : I T = 8 I 8 L - 8 0 0 - 6 1 * G H I < ( W © T ) :V3=€0+6L!RETUR 

N 

370 0=0!GOT0390 
380 O=i:COSUB320 
400 0=0:Gt)TCM2l 
110 0=i:G0SUB32B 
128 P=Bl!GOStJBl?0:SP=USR(H.+O>:P=ei:GOSUB19»:RETURN 
M l RETURN 'STUB 
830 CLS: INPUT "REVIEW MAP";A!IFLEm<A,i>=MYl,THENGOSUB850 
810 GOSUBSIOJGOTOBIO 
850 CLS! FORI=2211070 0STEP96! FOR J= OTQ15! BL=I+J t GGSUB111! IFDKEYK 
>""T1€NRETURNELSENEXT!NEXT!GOT085I 
840 p = e i : G O S U B I 9 9 : K = i : I = I : R 3 = 2 

8 7 0 READJ! I F J>0 TLOFF Q R X = J T O J * 5 0 1 S T E P 7 2 1 G O S U B 2 6 0 1 8 L = J L - 1 ! GOSU 

B130 : * X T : K = K + I : G O T O 8 7 I E L S E I = 2 A : K = I 

880 READGL! IFBL> 0 THENGOSUB1301GCT088OELSEIFBL=-1 T>£M(=K+1! G0T088 
I 
890 Et=797:a)SUB380:FQRJ=0T02:PRINTP388+J«8,OM(128)+OW(ie8)+ 
C«W (188); :P0KEBD+676+J,60 :t€XTj:PRINTM52,GT; : A = 0 « l { 191) SPRINT 
0512,A;:PRINTeA04,A;JPRINT0661,STRING!(6,176)JA|JPRINT0728,A; 
INT3788 ,C5 ;A ; :POKEB22+BO,6O:GOSUB37O 

900 READJ!IFJ>=OTlC#>OKEBtHJ,60!GOT0900 
910 IFMT<=OTHEH*ETURNELS£R3=195!FORI=1TOHT 

920 GOSUB260:8L=H0++#H8iINT(l#(/16):ff(BL=629)0R(BL=630)OR(BL>79 
5)OR(BL=653)T>€N920ELSEGOSUB320!IFPEEK(V3)OZTHEN920 
930 O=i:GOSUB39O:POKEV3,6O;PRINT0SP,C3; 
910 G O S U 8 3 7 O : G Q S U B I 3 O : P R I N T M T ; I ; : R C X N : P = E I : G O T O I 9 O 

1081 G05UB5200 
1085 RESTORE 
1086 R£tf»i:iFWO-128T*£Nie86 
1190 DATA1I2,110,138,-1 
1201 DATA206,213,215,201,178,182,179,181,155,158,130,131,108,109 
, 7 2 5 , 7 2 6 , 7 1 9 , 7 1 8 , 7 5 0 , 7 7 3 , 7 7 1 , 7 7 2 , 7 2 1 , - 1 

1210 DATA132,-2 
1220 DATA700,702,727,775,798,-I 

I 
c 

I 
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riday yotn 

Friday. March 11th sees the launch, of Britain's most 
exciting microcomputing publication. Big deal. 

You've heard all that before, eh? Over the last 
year, everybody and the cat's mother have 
been launching microcomputer 
publications. 

And most of them cost the 
better part of a quid I I . J | 

And the really good ones are rarer than hen's teeth. 
So here's the good news. 

• Personal Computer News is weekly. 
Around a hundred pages printed on glossy paper, 

much of it in full colour. 
* Personal Computer News is only 35p. 

3 i ' 

• Personal Computer News is edited by the largest 
editorial team working on any microcomputer publication 

in Britain. We have individual editors working on 
hardware, software, peripherals, features, 
listings and programs-fourteen of them in all. 

, A massive investment of talent and expertise 
With only one aim. To make PCN the finest 

microcomputing title in Europe.' 
• Our deadlines on news and features are short. 

That means we get to publish comprehensive hardware 
tests, software reviews, news and much else besides, 
weeks and weeks before monthly publications can hope 
to do so. (For example, this advertisement was prepared 
at the end of January and we'll be lucky to squeeze it in 
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the March i&ues of those monthlies brave eipugti to 
carry it. Get the point?) 

Personal Computer News will carry scoop reviews and 
tests in virtually every issue. 

Whatever your particular interest in the world of 
microcomputing. you'H find it first in PCN 
• Personal Computer News comes from the publishers 
of Personal Computer World. 

That means you can rest assured on the quality and 
independence of the editorial package. Certainly we need 
ads to be able to offer such a package for only 35p, but 
they won't be allowed to swamp the editorial content. 
• tvery-issue of Personal Computer News carries a pull 
out part-worR which wilt gradually build into a 

Comprehensive library on microcomputing. 
In addition, you'll find free Readers' Buy and Sell ads, a 

totally unique programs listing section for the more 
popular micros, Buyers' Guides, language article^ and 
much, much more. 
• We know you've heard it all before. So we re prepared ^ 
to put our money where our magazine is. 

Collect the first three issues of Personal Computer 
News. Return the coupons you'll find inside to the 
address published in the fourth issue and we ll send you 
back CI.00. 

Your first three issues will cost you only 5p. 
• Make Friday your day of discovery. Try Personal 
Computer News. The Complete Computing Weekly. 

m 
m • 



supermarket 

ATARI COMPUTER OWNERS 
Make the most of your Atari 400 800 by 
hiring from our Software Library. We offer 
a wide selection of the many games and 
adventures on the market for your com-
puter. 
For full details send a S.A.E. to Star Hire, 
P.O. Box 48, Brackne l l , Berks. 
RG12 4WD. 

DRAGON 32 SOFTWARE 
QuaMy software at sensible prices 

OG2 Caterpillar + Space Attack 
DG8 Wei WW Run • Breakout 
DG4 Haunted House 
DG11 Goblin Cave* (3-Dgraphcsl 
DGl2Gorl(hi-res graphics) . . . . - -

£2.95 
£3 95 
£3 95 
£4 95 
£4 95 
£495 DG6 FortwkWnCSy (adventure) 

Send cheque or P O lor first class return ol post 
service AH pnces include p i p Send s.a.e lor fcst 
APEX TRADING LTD (Dept CVG). 

115 Crescent Drive South. Brighton. BN2 6SB 
Tel. 0273 3689- Access Barclaycard welcome 

VIC-20 SOFTWARE £4 
VIC ASTEROIDS 

100% macfwe code with thrust, hypenpace. muR^le 
hots, double size screen, htgh score, etc . etc 

VIC INVADERS 
The meanest game of Space Invaders you 1 ever play 
Feature picked, with double size screen. fu-res. etc 

ASTRO SLED 
Pilot your sled through the 

with machine code tor 
space canyon 

highly addictive 

SPACE FIGHTER 
A machine code space dogfight simulator with hi re* 
etc Centre the elusive aken m your cross-hair sights 
Alt programs supplied on cassette, lor the unexpanded 

| VIC-20. at £4 each (post tree) Ptease state VIC-20 
I and mention Computer A Video Games when ordering 
I For more information, then send an SAE by 
|FREEPOST 

Dealer enquiries welcome. 

ARCADIA SOFTWARE. 
FREEPOST. Swansea SA3 4ZZ. 

EMPIRE OF THE RAITH LORDS 
C0UU) V0U FREE THE GALAXY fROM TYRANNY" CAN 
YOU UNO THE CLUES. AN0 SOLVE THE MYSTERY Of THE 
CRYSTAL Of HEUOS " 
A play by mail game and a race lor freedom in the 
search lor the crystal, which alone holds the key to the 
Rath Lords computer system, PLUS a valuable RE-
WARD lor the finder S A E lor more details P J. 
Sutton. Holmwood. Channels Hill. Wosttxiry on Trym. 
Bristol BS9 3HY 

"EFiminftLSCJFTUJAfiEl 

VIC20 GAMES CASSETTES 
TVtCl line Up 4f»ime Drivei 
TVtCZ Ma»Muncher Revets* 

£5 95 
£5 96 

SPECIAL OFFER _ 1 month only — SEE THIS ISSUE 
TV1C3 Shamble'was £7 9 5 - now £4 95 
TVIC4 Terminal Invaders £5 95 
TViCS Meteor Blaster £5 95 
NEW HOT POTATO' 
rviCC Onddet C795 
Coming soon — Adventure Games for the 16k VK20' 
DRAGON 37 Games Cassettes 
TDflAGI tine lip 4 £4 95 
Aa above availaWe at selected shops and by man order 
from 
Terminal Software 29 Church Lane. Prestwicti. Manchester 
M25SAJ 

TEXAS Tl 99/4A 
Cassette based software by Time Travels Inc 

Squadron Leader' 
Select your planes and bombs, watch fuel and 
effect of wind, avoid the enemy defences, try to 
destroy the target and if lucky land your planes. 
Makes full use of colour and sound and comes 
with detailed instruction booklet 
£6 (Inc p&p) 84 Meadow Wa 
Time Travels Inc STONE. Staffs 

ty, Walton. 
ST15 0JT 
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A MIX-UP IS ON THE CARDS 
Each of five boys wrote one of the 
words SURLY, THUMB, UNDER, 
VIXEN, WHACK on a card. Then 
each took a card one of the others 
had written. 

Bob wrote the word taken by 
Charlie; Al took the word written by 
the boy who took the word SURLY; 
Dan wrote the word taken by the 
boy who wrote the word VIXEN; Ed 
wrote the word taken by the boy 

A BLOOMING 
PROBLEM 
Farmer Nure has spent the last four 
years developing his unique plant. 
rosa patriotica, for show. 

Nature, after following a strictly 
logical path in selecting each petal's 
colour in successive blooms, then 
threw in an unseasonal frost and 
killed the fifth generation before it 
blossomed (see [E] below). 

Can you work out how it would 
have been coloured? 

We are giving away 10 Hungarian 
Rings to 10 Puzzling fanatics who can 
solve Farmer Nure's blooming prob-
lem before March 12th. 

Vulcan Electronics have put forward 
10 of their brain-teasing ring puzzles 
(pictured below) tor the first 10 solu-
tions out of the hat. Once jumbled up 
they may never be solved again. 

Just colour in the "E" bloom above 
and send it to: A Blooming Problem, 
Computer & Video Games, 8 Herbal 
Hill, London EC1R 5JB 

who wrote the word taken by Ed 
himself. 

In no case did the word a boy 
wrote and the word he took begin 
with consecutive letters. 

Now, if you've managed to follow 
all that, breathe in. don't panic, 
count to 10 and tell us the word 
written by Bob and the word on the 
card taken by Dan, 
Paul McClenon 
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FACING UP TO A CROSSNUMBER 
Just in case this is new to any of you 
present here today — the puzzle is 
similar to the crossword in that one 
digit is entered in each square in-
stead of one letter and numbers are 
formed Across and Down instead of 
words. 

The main differences are that in 
crossnumbers the clues can be 
much more inter-related and ini-
tially perplexing (B across — see g 
down; g down — see B across!) and, 
in this particular version, some of 
the clues are so deliberately vague 
as to require a calculator or short 
computer program to search for the 
one answer among several possi-
bilities. 

So. with one hand on the 
keyboard and t'other round the 
pencil, here we go . . . 
Clues: Capital letter refer to Across 
clues, lower case to Down clues. 

ACROSS 

A) The square of the last 2 digits of 
C. 

B) Prime cubed — the digits sum 
to the original prime. 

C) Prime cubed — all its digits are 
odd. 

D) O !! 
E) Factor of e. 
F) Fibonacci number which has 

consecutive digits. 
G) Multiple of 7. 
H) Digits add up to 16. 

J) F — twice a. 
K) Sum of the multiples of 3 be-

tween 100 and 200. 
L) All digits are even — they sum 

to 20. 
M) First 2 digits add up to the third. 
N) Cube — sum of the digits is a 

cube. 

DOWN 
a) Prime — see h. 
b) Difference between the sum of 

the first ten squares and the first 
10 primes (no, 1 is not a prime). 

c) All odd digits which sum to 18. 
d) Reversed, would be twice the 

square root of g. 
e) See E. 
f) See q. 
g) See q. 
h) Sum of several consecutive 

multiples of a, starting from 507. 
j) Difference between the first 2 

digits is one more than the last 
digit. 

k) Multiple of G reversed. 
1) Square — split in half gives two 

more squares. 
m) Cube squared plus a square 

cubed. 
n) Sum of the first 10 Fibonacci 

Numbers (1,1,2,3,5,...). 
p) Another Fibonacci Number. 
q) f+g. 

The solutions to the Puzzling brain-
teasers can be found on page 11. 

supermarket 

ATOM ADVENTURE I 
12k m c adventure Can you solve the 
puzzle ol the castle and obtain the key to 
ihe church or will you become a victim of 
"That MAN Send £5-00 all inclusive to: 
C. WEBSTER, 17 Tanners Court. St 
Martins Close, Norwich NR3 3HB 

VIDE OA C Tl VE 
(RENTALS) 

U M m g computer! or TV i * t * m r Oo you mtn any rrf t v 
• MAM 400800 
• WC » 
• WAGOU J i 
• AIAHI VCS 
• INTEUIVISJON 

PnMrm? 
Are ynu United k> the number ol g m ytxj due fci tie tx/ i 
CO*l Ot V lfNr*'? 
SoMtonitt 
wtiy flot try OW IWB 14JIY<» For a •)•» dally roflIM ypu ml Harra 
»*> chance lo «vnr any i w t a of ganws (ram out itvary 
Sendaas h*Aru*vto 
Videoectrve I Rao tali I. 
9 Albemarle Garden*. 
Gaul. Hill. Etu> K.J 60J 
Telephooe 01-611 M)S <ev*n>ne> and wee*end• I 

martech 

Publishers would like to hear Irom 
readers with a view to publishing their 
programs (or the Sinclair Spectrum in a 
forthcoming book. 
Reply to: The Editor. 
Castle House Publications Ltd. 
27 London Road. 
Tunbridge Wells, Kent TNI 1BX 

Tiring a I'tila ol ihe gamei on offer? Repeteive graphic* 
begwnwq to bcH« you' I w i a game that challenge* you' 
m.ty» and not juu your reneiee' fjicihng end ateortMng 
computer hoax) g o w lor 1 pteyo't (ZX81 and Spectrum i 
The UM ot a board and piece* allow* compiti vtuation* to 
develop Quickly and enable* you to vwdy the latent povi-oni 
without interruption wtiilit the computet concentrate* on 
other thing, 

••CONFVtCr - Voun low a ttewd and ma« an . •.-••y a* you 
March lot aw ed«antagc m a total war r v i w i g bran tne 
maclwwv (armle* wervh.o*. mrtefee) and i t * (mama I Woo 
market oil. piracy) ol ccrAct 

GALAXY CONFLICT HaiMr a -t ol El • • ».. t«/« trw 
the Eoncube* ol w t a Move Irom bndge to Mlg> taking M 
control and reteonubtty at you afcuggle lo protect your planet* 
and moon* and dmkoy thote ot Vw enemy 
Galtuy borne *eU new trend i S n u r U w fed B3i 

Attractively boxed games 
To rdude 16K / xa i Specvu* «BK programs on one 
cavwtte TM *tre board weco*. rule* T' t cam K I pAp 
Available at many retei ouOeti ^cw*ng w H Smith Cherjuca 
PO « Mertech Game*. 8 Otfllngburgn Road. Eaitbourne. 
EHI Sutter BNTO II¥ 
Tr«to enqunn welcome 

TEXAS TI99/4A 
TX WAR GAME U •• 1m t Tl Bit i- ' ixr mi 
available Graphics aio outstanding tactics, 
strategy and real time skill. Manoeuvre tanks 
and artillery across a terrain of woodland, 
marsh, lakes, hills and plains Capture enemy 
b.iS"s ;ind the high ground £6 inclusive 

TX SOFTWARE 
109 Abbotsweld. Harlow. Essex 

Atari Owners 
Our copyca t casse t te tape 
cop ies most mach ine coded 
tape. £14.95 inc. P + P 
Kopikat, 2 Bell Lane, 
Narborough. Leicester 
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supermarket 

VIDEO GAME T-SHIRTS 
Superb 5 colour screen-printed video game 
motif on quality poly cotton T-shirt imported 
trom U S A where they are this year s fashion 
craze Available for lirst time in U K Sizes> 
KKJS 10-12. 14-16 Adult S. M L, XL MotifsT-
shirt colour — Pacman White. Pacman Tan, 
Asteroids Black. Missile Command Blue (Not 
10-12|. Space invaders Black (Not 10-12). 
Oonkey Kong While Tempest Black (Not kids 
or S). Frogger White Only £4 50 {Inc P&P). 
£4 00 (Inc) kids sizes State alternative motil it 
poss Cheque P O to-Neil How. 3 Victoria 
Road. Leamington Spa. Warwicks. 

BROKEN YOUR TV COMPUTER 
JOYSTICK? 

ir.s-de you' (oysticfc handle is a white 
plastic insert (The mam cause ol failure I 
Stronger msen replacements now avail 
able Supplied with tu« (rttirvg instructions 

allowing you to be back in action m 
seconds 

Send £2.50 pair mc pip 
to 

Computer Supplies. 146 
Church Road. Boston. 
Line*. PE21 0JX 

CALLING ALL APPLE, 
ATARI & THS-80 

OWNERS 
Introducing SOFTSIDE , simply the best 
software magazine from America. Game 
and simulation listings, tutorials, reviews 
and much, much more, 

Send £21.00 for a six month subscription 
(inc. Postage) or £19,00 for six back 
issues (inc. Postage) or £3.50 + 50p 
postage for a sample issue 
This magazine MUST not be missed' 
Cheques and P.O. to T h e 48 Club ' , 29 
R idd lesdown Road. Pur ley, Surrey. 

MZ-80K SOFTWARE 

I m* dott and «rw<grtan but 
PAK-MAN CS 
Rurt a/ ourtd * man gotftwig up I 
Onin r* puriuxg monitor* 
DEFENOER E5 
Fly your O i« i gve> In* n. f« wndKjpO droicrymo *>• 
ATOM «RTH I W TOMJW 

FREE £20 CASH BACK OFFER I'OtU * l. iube «*» •• r*' r-.' " « l« or m-enoar | 
CiaguH MrtWt » R Mwi SuMSAt <a> or irqm rt<u*w n 

R'n'H Microtec, 32 Hazell Way, 
Stoke Poges, Bucks. SL2 4DD. 

ATARI 400 /800 SOFTWARE 
Why spend a lortune on software when you 
can hire ail the very latest released games etc 
at a most comprehensive tale7 We have an 
all-round selection ol disks, cassettes and car-
tridges awaiting your Atari 400 BOO Apply now 
and hire your first 2 games tree For full details 
send stamped addressed envelope or phone 
evenings 7pm-10pm or weekends (0783) 
286351 
Games & Software Library. 35 Tilbury Road, 
Thorney Close. Sunderland SR3 4PB. 

A library of cassettes and cartridges 
for you to hire. Please state compu-
ter and send SAE: Blaby Computer 
and Video Games. Crossways 
House. Lutterworth Road, Blaby. 
Leicester. Tel: (0533) 773641. 

NOAH'S MUDDLED MENAGERIE 
Just how Noah managed to land the 
Ark on Ararat is glossed over in all 
the literature. It can now be placed 
on record that he landed with a 
bump like that of a hanglider whose 
wing has prematurely folded. 

The result was to turn his 

DIFFERENT 
DIGIT CODE 

Each different symbol represents a 
different digit. And you can assume 
the obvious O is 0 and Q) is 1. 

Can you work out the value of the 
others to complete an addition sum? 

o © © 
• O 0 

e o 0 0 
0 0 <®> ® 

menagerie into a macedome his 
ZOO became, literally, an OOZ. 

Twelve of the six-letter speci-
mens had their letters re-arranged 
into alphabetical order and split in 
half. The two lists were then 
sploshed around in rather random 
fashion. 

Before Noah could lower the 
gangplank he had to match the cor-
rect parts and so order the letters 
that our familiar names re-appear, 
otherwise the world would be stuck 
with a HHRSTU instead of 
THRUSH! 

The whole of creation was at 
stake and if he didn't sort things out 
right now, the evolutionists would 
have a field day in the future. 

So he set to and did his best to 
give the world back a batch of 
animals it might be able to pro-
nounce. 

Can you give him a hand and tell 
him which 12 animals can be un-
loaded. 

BY TREVOR TRURAN 
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32K ram pack fop the VIC 20 * 
only p e n q c the most versatile ram 

X . p a c k f o r t h e V j c 2 0 . 

Switchable to 3K, 16K, 24K plus ram 1, 2, 3 or Block 5 for machine code or data statements. 

Also 3K ram pack £19.95, 8K ram pack £29.95, 16K ram pack £44.95, 4 slot Mother Board 
£24.95. All items slot directly into the back of your Vic 20. All prices include V.A.T. 

We stock software by Audiogenic, Commodore, Rabbit, P.C.S., Computer Room, Hi-Tech, 
Llamasoft, Interceptor, Romik and Bug Byte. Send S.A.E. for full list. 

Please send the fo l lowing: 

Qty. 

To Ram E lec t ron ics (Fleet) Ltd, 

32K ram pack @ £69.95 each 
106, Fleet Road. Fleet, Hants GU13 8PA 

(02514) 5658 

16K ram pack (a £44.95 each I enclose P.O. or cheque total £ 

8K ram pack <fi> £29.95 each Charge my ACCESS or BARCLAYCARD 

Account No 3K ram pack <«' £19.95 each 
Charge my ACCESS or BARCLAYCARD 

Account No 
Mother Board (a £24.95 each 

Mama 

Address 
PLUS £1.00 post & packaging per order 

Mama 

Address 

gnfT. r.ovs 

VIC A t t a c k ! 

M a c h i n e Code 
Joystick opffi 
TV I * 
RH.M— 
VIC 20 

soft toys 1 

"7 Games for 
VIC I Deluding -

THE DEEP 
CODE M A K E R 

soft toysjj 

B Games for 
3k expanded 
VIC — Lunar lander 

Casino 
Sxnon Says 
Mains Mm 
3-D Mtre 

( M T E u r l 

n&Uenture f o r 

16k VIC2Q 

soft toys 
Star Warp II 
A Fasl-Action R«ali<m« 
Spice Adventure (or 16k 

>ame 
i r aph ics^ 

rapHics 
ditor 

A tull ' leaturrd ui>I>Iv for 
Resolution cullom«se<t 

graphics in you' games 
r « in« VIC an* 
VIC oil* I t i i m h i i o 

* SUPERB programs - AMAZING value !! * 

Write or 'phone for your catalogue nqw. 

All prices include P&P 1 st class Send cheque/ PO to: 
I—"J—\f | +—/—\\ ft » 14, Lockharton Avenue, Edinburgh 

I u —t y C J EH14 1AZ T#). 031 443 2005 

DEALER ENQUIRIES WELCOME. 

A TOTALLY NEW AND ORIGINAL GAME 
FROM SOFTWARE FARM 
FOR 16K ZX81 

YOUR MISSION 
To penetrate the Witches Defences, Enter 
her Cavern and Destroy her wicked Heart 

THE WITCHES DEFENCES 
STALAGMITES AND STALACTITES which grow j i v< .r pail. 
Blasl a way through with your Lazer Cannon (but bev. ire a surpr se 
is in store fore you'I. 
VOLCANOES to get past alive - it you can* - an ever increasing 
amount of white-hot Larva to avo*d the closer you get TO the witches 
cavern. 
VAMPIRE BATS that Cling to your Ship, rr i. -,g your itr .i . .gg .1 
and finally vou are not carefull dragging you down to your 
destruction, 
CAVE INS should you htt the side of the c^ve with yi r I /pr Cannon 
or Bomb, part ol the roof w cave in on you "he greate* the 
landslides to avoid each time'. 
THE NEARER you get to the W tch.-; Cavern, !hi t 't ier r > ' . • 
she wil l throw al you at once. Should you survive ail of thern (h>gh y 
unlikely) then you must contend with the Witch herseitt Avoid being 
turned to stone by her spells while attempting to destroy her wicked 
Heart'. 

• 1 or 2 Players 
• Written entirely in Machine Code * Mystery Score positions to bomb 
• Hall of Fame • 5 Skill Levels 

DESTINED TO BECOME A CLASSIC) 
A N D O N L Y £ 5 . 9 5 

THE SOFTWARE FARM. DEPT CG. 
C H A I G O F A R M , B O T A N Y B A Y , T I N T E H N . GWENT ' Sf 
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C&VG SOFTWARE FORM 
Have you written a games program which you feel is just 
right for C&VG? 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 wil l 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 ol great help to beginners. 

Program name: 

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 £10 for each listing published and you 
could win our Programmer ol the Year Contest where we will 
try to turn the winner into a best-selling games author. 

Machine 
make: . . Model 

Other models it 
should run on: . 

Number of K 
needed to run it: 

Other equipment (joysticks. Extended 
Basic, add ons, etc.) needed to run it: . 

, Christian Sur-
Author S name: name: 

Address: 

Tel: Date: 

Type of game: 

Loading instructions: 
~ . .. (If not included Game instructions: [ n the listing) . . 

•Office use only 

Date received: Evaluator's comments 

Acknowledgement sent: 
Good enough 
to publish 

Needs some 
equa to r : tidying up 

Date sent out: 
Date due back: : Same game 

Needs to be returned to I I Date ^ 
author for alterations: sent: o n , n i s m i c r o 

Due to be published in 
issue of magazine. 

Wouldn't load 

• • • • • 
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3 
PUCKMAN FOR 16K ZX81 

BEAT T H A T HIGH SCOREI 
GOBBLE THOSE DOTS 
BEFORE THOSE MEANIES 
GOBBLE YOUI YOUR ONLY 
AIDES ARE FOUR "POWER 
PILLS" WHICH MAKE THE 
MEANIES EDIBLE. BUT 
NOT FOR LONG I 

• MACHINE CODED FOR FAST ACTION 
• EXTRA " G O B B L E R " FOR 10,000 POINTS 
• ON SCREEN SCORING 
• HIGH SCORE WITH "ENTER N A M E " FACIL ITY 
• UP TO 4 PLAYERS 

AN ANNOYINGLY FRUSTRATING GAME!F0R ONLY £5-95 

S T A Y A L I V E A S L O H G A S P O S S I B L E I N O P E N S P A C E F I L L E D W I T H F L Y I N G R O C K S 
SCOFK E V S H O O T I N G T H E M W H I C H A L S O C A U S E S T M t M T O B R E A K I N T O L O T S 
OF L I T T L E B I T S A N D M A K E S L I F E E V E N W O R S E * 

• M A C H I N E C O D E D FOR 
F AST A C T I O N 

• ON SCREEN SCORING 
• H I G H SCORE W I T H 

'ENTER NAME » AC1LITY 
• UP TO « P L A Y E R S 

• E X T R A SHIP FOH 1.000 PTS 
INOT AS EASY AS IT 
SOUNDS 11 

• SHIP UOVES JUST L IKE 
ARCADE VERSION 

• ROTATE LE f TfROTATE 
RIGHT/THRUST 

• H R E S IN A L L • 
D I R E C T I O N S 

• I N C R E A S I N G N U M B E R 
OF A S T E R O I D S 

• THREE ASTEWOIO SIZES 
• NASTY A L K N SPACE 

S H I P I F I R E S SACK II 

THIS GAME IS JUST AS BAD! - AND ONLY £5.95 
AN OFFER FOR REAL MASOCHISTS BOTH TAPESFOR £9.951 
MAIL ORDER ONLY-PLEASE MAKE CHEQUE/PO PAYABLE T 0 | 

THE SOFTWARE FARM DEPT CG. 
CRAIGO FARM. BOTANY BAY. T INTERN, GWENT ' 

NEW . BIGGER . .BETTER . . 

BUFFER 
MICRO 
SHOP 

WE HAVE NOW MOVED TO LARGER 
PREMISES AT 

310 STREATHAM HIGH ROAD 
LONDON SW16 

• • • • 

THE WORLD S OLDEST SINCLAIR ORIENTATED 
SOFTWARE SHOP PACKED WITH GOODIES FOR 

ZX81 & SPECTRUM 
Also available BBC, Dragon & Vic. 

* * * * 
OPEN 10.30 to 5.30 TUES. TO SATS. 

{CLOSED MONS.) * * * * 

Please send large SAE for catalogues and indicate for 
which computer 

Telephoned orders (Access or Visa cards) on: 
01-769 2887 

Please make cheques payable to Buffer Micro Ltd. 

SPECIAL FREE 
OFFER 

READ ON! 
COMMODORE 64 
THE LATEST COLOUR COMPUTER WITH 

64K MEMORY AND MUSIC SYNTHESIZER 

FEATURES 
Full Colour, Music Synthesizer, 
High Resolution Graphics with sprites for 3D effects, 
Full Size Typewriter Keyboard, Pet Basic. 

SPECIAL OFFERS AVAILABLE WHEN ORDERING 
FREE C2N DIGITAL CASSETTE DECK AND FREE 
JOYSTICK AND 5 DIGITAL CASSETTE TAPES OR 
JUST SEND £299.00 + CARRIAGE AND WE WILL PAY 
THE VAT 

THE FOLLOWING ITEMS NOW AVAILABLE 
i . VIC 64 Colour Sound Computer (64K) £299.00 + VAT 
ii. VIC 20 Colour Sound Computer £125.00 + VAT 
iii. VIC Joystick Control £6.52 + VAT 
iv. VIC single disk drive (170K) £260.00 + VAT 
v. VIC C2N Digital Cassette Deck £39.08 + VAT 

N8 Full 12 Months Pahs and Labour Warranty 

IBE K 
TOTAL £ 
+ CARRIAGE £ 3.45 

437 Stoney Stanton Road, + y^y £ 
Coventry. CV6 5EA, 
West Midland*. £ 
Tel: (0203) 661162 

•| enclose Cheque Postal Order for £ 
"Please charge my Barclaycard Access No. 

1 

'Delete as required 

Name: : 

Address: 

Signed: 

Or telephone order. cvoaw 
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MACHINE 
CODE 
DECISION MAKING 
AND THE MICRO 
The real power of computers comes 
from the way they can make decisions 
and perform different actions according 
to different values of the input data. 

We will now start to look at the "deci-
sion making instructions in assembly 
language. 

In Basic we have instructions of the 
form "IF condition THEN GOTO line 
number", where the condition may be a 
complicated expression involving arith-
metic. logical and comparison oper-
ators. 

In assembly language, however, the 
only conditions we can use directly 
involve the sign, zero, carry and over-
flow flags. 

The first type of conditional jump we 
are going to look at is the Branch or 
Relative Jump, and the instructions 
available on the 6502, 6809 and Z80 are 
listed in tables 1, 2 and 3. 

The only conditional jumps on the 
6502 are the eight branch instructions 
shown in table 1, but the 6809 and Z80 
have others which we will deal with 
later. 

In Basic we have to use line numbers 
to refer to the program instructions. In 
assembly language we use labels in-
stead of line numbers. 

The edit ing programs in some 
assemblers use line numbers but this is 
purely to keep the lines in the right 
order and it is impossible to refer to the 
line numbers in the assembly language 
program. 

The standards for 6502. 6809 and Z80 
assembly languages specify that labels 
may be up to six characters long, the 
first character must be alphabetic, and 

any subsequent characters may be 
alphabetic or numeric. 

Thus. START, FINISH. L99, A2B3. are 
valid labels but ?START, 9L, are invalid. 

Also, register names, opcode mne-
monics and other reserved words are 
usually not allowed as labels, but even 
when your assembler allows reserved 
words to be used as labels it is not good 
practice to use them 

Some Z80 assemblers require that a 
label must be followed by a colon. In 
this case it may be possible to use a 
reserved word as a label because the 
colon permits the assembler to disting-
uish between. 

For example, ADD: used as a label 
and ADD used as an opcode mnemonic. 

To see how we use labels with the 
branch or relative jump instructions, let 
us look at simple counting loops in the 
three assembly languages. 

table 1 
Hex Object Label Instruction 
Code 

6502 
A2 OA START LOX #10 
CA LOOP DEX 
DO F0 BNELOOP 

6809 
86 10 START LDA "10 
4A LOOP DECA 
26 F0 BNE LOOP 

Z80 
06 10 START LO B.10 
05 LOOP DEC 8 
20 F0 JR NZ. LOOP 

We start by setting a register to the 
initial value of the count, then decre-
ment the counter register. If the register 
is not zero we jump back to the decre-
ment instruction labelled LOOP 

When the counter register becomes 
zero, after 10 steps, the program will 
continue with the next instruction. 

The branch or relative jump instruc-

tion introduces a new addressing mode, 
relative addressing 

The second byte of the object code is 
a displacement specifying how many 
bytes to jump; regardless of the abso-
lute address of the instruction the jump 
will be to the address a specified num-
ber of bytes away. 

The displacement is a signed binary 
number, with values from 0 to 7F hex (o 
to 127 decimal) representing a forward 
jump and values from 80 to FF hex (128 
to 255 decimal) representing a back-
ward jump 

The absolute address, which is the 
destination of the relative jump, is calcu-
lated by taking the absolute address of 
the byte immediately following the rela-
tive jump instruction and adding the 
displacement, making allowance for the 
sign. 

In the examples above, if the first line 
began at address 1000 hex the second 
line would begin at 1002 hex, the third 
line would begin at 1003 hex and the 
address of the byte following the rela-
tive jump instruction would be 1005 hex. 

The value of FD hex for the displace-
ment, interpreted as a signed number, 
is equivalent to 3, so the destination 
address is 1005 + ( 3), or 1002. 

To illustrate a forward relative jump 
consider the following examples: 

Address 

6502 1050 
1052 

6809 

Z80 

Hex 
Otijcct 
Code 
90 2E 

24 2E 

30 2E 

Label Instruction 

8CC 0EST 

0IST ! ! 

BCC OEST 

DEST ! ; ; 

JR NC DEST 

1080 

1050 
1052 

1080 

1050 
1052 

1080 

The destination, 1080hex, is calcu-
lated by adding the displacement, 2E 
hex. to the address of the byte foliowmg 
the relative jump instruction, 1052 hex, 
or conversely the displacement is 
calculated by subtracting 1052 hex from 
1080 hex 

WITH A HOP, A 
SKIP AND JUMP! 

As well as these relative jumps we 
have absolute jumps, where the destina-
tion address is included in the instruc-
tion. 

The 280 instruction set includes con-
dit ional absolute jumps, which are 
shown m table 4. On the 6502 and 6809 
relative addressing is used for all con-

BY TED BALLi 
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MACHINE 
drnonal jumps, and in other addressing 
modes we have only the unconditional 
jump, with opcode mnemonic JMP. 

In assembly language we can write a 
label or a numeric value for the destina-
tion address, for example: 

6502 & 6809 

IMP £1000 
JMP START 

Z80 

JP 1000H 
JP NZ.START 

The object code format for the uncon-
ditional jump instructions is one byte for 
the opcode followed by two bytes for 
the operand. 

The operand appears in the usual 
format for a two byte operand, with the 
low byte first and the high byte second 
on the 6502 and Z80, and with the high 
byte first and the low byte second on 
the 6809. Thus we would have: 

Hex Object Code Source Code 
6502 4C 00 10 JMP S1000 
Z80 C3 00 10 JP 1000H 
6809 BD 10 00 JMP S1000 

FLAGS SIGNAL 
THE MESSAGE 

In order to use the conditional jumps 
we need to know how the other instruc-
tions affect the flags. It is not difficult to 
learn which flags are affected by va-
rious classes of instruction, but you will 
need to look this up in a reference 
manual at first. 

In most cases we only need to bother 
with the sign, zero and carry flags and it 
is usually quite easy to work out how 
these flags are affected by most instruc-
tions. 

However, there are complications 
when signed arithmetic is involved, and 
next month we will look more losely at 
the mechanics of signed binary arith-
metic, paying special attention to the 
values of the carry and overflow flags in 
the various cases that can arise. 

Mining 

BVr!abel 

fil/c l3bel 

Brn  lab*l 
Br? !abel 

8/Vc labe< 
S label 
B£0 label 

oranch it „, 

J S - ' f i J S - " 

I 
instruction 

label 
BRH label 
BH1 label 
BIS t a b * 
BCC label 
BUS labe 
BCS label 
BIO label 
BNE label 
BEQ 
BMC label 
BV/S label 

[ BPL label 
« BWl label 
B BGE label 

BLT label 
BGT labe 
B i t label 

6809 Branch Ins" 
Wean m 

Branch always 

^ W l o ' e t o t s a t n e 

B r a n c h W C a t * * * 

B f a n C K H PIUS V 
Branch I W ^ t q u a l 
Branch «t Gref ^ 

B r a n c h »l T h a n o r ' c 0 ( » SB. ^ r ^ - s r ^ ! . 

Hex ^ 
Code  ns l ruMon 
10 

20  J"'bei 
28 j«»Z, labe, 

30 JR Hn bel 
38 JR r ,abt>l 

label 

Waning* ^ 

° 9 * * m e m B & , 

instruction 

Table 4 
ZB0 Absolut® 

Meaning 

j p label 
jP HZ. 
IP i label 
JP HC. 
IPC label 
/p P0. label 
jP pt. ta^et 
J P p . labe l 
jP M. label 

J u m p tt Not Zero 
jump « 

J umP isiinPosittte 
jump » H J * «eaative 
jump « S l 9 0 
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INTEREST̂  
FREE 

CREDIT 
.NOW! 0N> a n d D r a g o n 

If your order contains over £120 worth of computer 
hardware apply now for interest free credit by telephoning: 
Mail-order; (0702) 552911. London Shop: 01-748 0926. 
Birmingham Shop: 021-356 7292 Southend Shop: 0702 
554000 or wri te to P.O. Box 3, Rayleigh, Essex SS6 8LP. 

You pay 10% down, then 10% per month for a further 
nine months (to nearest penny). Example: Atari 400 48K. 
Cash price £299. Credit terms: £29 90 down, then £29.90 
per month for nine months. Total £299. Credit quotations 
on request. This offer subject to approval wh ich can take up 
to 48 hours (APR = 0%). 

THE NEW COMMODORE 64 
The incredible new computer f rom Commodore comes 

wi th 64K RAM fittedl Plus 16 colours hi-res graphics, 
320 x 200 pixels, 4 0 columns by 25 lines, Z80 micro 
processor can be added — that means you can run C P / M 
software, 8 independently movable Sprites w i th collision 
detection, and a sound generator w i th 3 voices, 4 wave-
forms, envelope and filter to rival some dedicated music 
synthesisers. And all this at the most incredible price ever. 

(AF56L) Only £ 3 3 9 . 0 0 

DRAGON 32 

The amazing new British computer 
w i th a full-travel standard keyboard, 
a 16-bit microprocessor, 32K RAM 
fitted (expandable to 64K and later to 
256KM), 9 colours, hi-res graphics 
and Microsoft extended colour 
BASIC (the very best BASIC to learn 
with). It can be used w i th virtually 
any ordinary cassette recorder, it has 
a printer interface (Centronics-type), 
joysticks are available and it's in-
credible value for money. 
( A F 5 7 M ) Only £ 1 9 9 . 5 0 . 

Lots of new Dragon sof tware 
available 

THE A M A Z I N G ATARI COMPUTERS 
4 Consoles Available: 
Atari 400, 16K R A M (AF36P) £249.95 
Atari 400, 48K R A M (AF37S) £299.00 
Atari 800, 1 6K RAM (AF02C) £399 .00 
Atar i 800. 48K R A M (AF55K) £440.00 

* All above with BASIC & handbooks 
Carriage free, delivery next day 
by Datapost 

Other hardware 
Cassette Recorder 
Disk Drive 
Thermal Printer 
Epson MX80T Mk III 
Epson MX80F/T Mk III 
Printer Interlace for 400 
Printer Interface for 800 
Interface Module 
Versawnter 
16K RAM Module 
48K RAM Module for 4 0 0 I A F 4 4 X ) 

48K Upgrade for 400 (AF45YJ 
Floppy Disk (YX87U1 
Le Stick (AC45Y) 
Joystick Controllers (Pair} (AC37S) 
Paddle Controllers (Pair! IAC30H) 

(AF28F) f 50 00 
(AF06G) £299 95 
(AF04EI £265 00 
{AF38RI £399 95 
(AF40T) £447 35 
(AF41U) £59.95 
(AF42VI £59 95 
(AF29GI £135 00 
(AF43W) £199 95 
(AF08JI £55 00 

£99 95 
£75 00 

£2 50 
£24 95 
£13 95 
£13 95 

For full details ask lor our hardware laallet (XH54J) SAE appreciated 
JOIN THE U K ATARI COMPUTER OWNERS' CLUB 
An independent users' group Four issues ol tha club maga/me tor only 13 00' Address your subt^'piion in Ron 
issue 1 of lt>e club mage/me featured a tutorial on character set redefinition and contained a coiwtion of demonstration and 
games programs and lots more l*aue 2 featured a tutorial ortpliyer missile graphics an article about grapr • on computers a 
selection of members contributions to the program library and much more 

THE FINEST SELECTION OF ATARI SOFTWARE 
teec* trgiirf eiat̂ aiiM 
Cenwe*»e***i*l Frendi 
Conrerietenei Cenan 
C r w w w Seerueri 
Teutn tvtwe 

a Cat 
lire Ceurw** fc C*Me 

. • A I I] hreimi 
M, A ^ w 

Mtiiei Te 1 
IMUMA TO HIEI'-.'.'^ 3 
twdtaen ei^i—rw^ 3 

• b i . t at AfrffMUUft 
•riirt, Grrenm 
•0«e*** LrM» 
• M»u VtrKal Strew^ 
• *««• RIEE I»I a i«uvc 

teve i ire • ' f t 

tc iw Total < n n K let *G4S 1 139 94 
k i»* »04*a us as 
sc in V<yt>* I M H 2C l« >0490 /ISM 
IC IN TGWL D4»S -It >»• »G5TV t u n tc is* eoooA fit >•, tc •«• aoojt rtt » 10 U I I U U /7»9» 

TC W VIIOW (1994 
JC A« AOTRT (3194 ic » eiw tc <« km'm ri« to IC ]» IQU> 111 2S 

ic 1»« ecnir (mso ic 1** 904JM (14 40 ic is* eosw <i4so 
IC '«* BGOAT I I4U 
K i n Kotc res K ID .»• *B24» 111 40 

I Frnyir 
ID 17* TIJ9N /' l f * i 

Alan «r™,i r m n 
V.' tVrnil 

• W.II. More I1' 
fee* 1 
l^ewi f t r 900 Or V* it SialiktKt 
Û lvr-JM S ieen 

• H< -« . fluinw 
Atfirniurr QririM 
Galactic E«v> 
G J'4»lir t.MlP, 

• li^K, 
*Bmc* AJ M.J.. 
*i)*ip*tiifs«* 4,r A, • • $»•* Wari.o 
•Votef*. i 
• WS Sdem *PUnt1 I W i Siar t̂ eni •Jwu.nar te I' — « 
• C'vlh. Cr„n Wl IChvmp 
Hiturt Aware « Tr«, Anm UVen a GoMan r*M(i 

tcaiti 4*i vrjjv mM ID M« miw r J5oo tC »« RCOej f 14 so 
ID 4»» tn.rt* l i i t r i • era / 7» oo 
K t«a mtir / 14 ss 
• c ie« »GUG RTAIK IC iu tOH» (I* 9* 
II UK BGUM /TOSE 

l( u> IC- 17* 
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â ala'tm Chh> 

bibi • D'egor* * >lt> î MI Oul 
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THE NEW 
MAPSOFT CATALOGUE 
48 full colour pages of Atari, Dragon 
and VIC 20 hardware and software. 
A comprehensive guide to what's j 

available. Price £1. | 
THE NEW 
MAPLIN CATALOGUE 
contains full details of all the 
computers and most of the software 
shown here and much more. On 
sale now in all branches of WH. 
Smith price £1.25 Or send £1.50 to 
P.O. Box 3, Rayleigh, Essex 
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Hoffn Piogramt 
An catwrlla tiaun and raquna al wati S* a ipankion 
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ware now available 

Maplin Electronic Supplies Ltd., P.O. Box 3. Rayleigh, 
Essex. Tel: Southend (0702) 552911 /554155. 
Dtmonst rat ion B at our thopa NOW. S N the computer* in action at 
159-161 King St.. Hamm«r«mitt) W6 T«l: 01-748 0926 
284 London Road. Wa*tcliff-on-S*a. Esaax. Tat: (0702) BS4000 
Lynton Square. Parry Barr. Birmingham: Tel: (021) 366 7292. 
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ROMIK PROMISE 
A MINIMUM OF 
ONE NEW GAME 
EVERY MONTH 

Britain's leading games software house are proud to announce our new range of exciting games and other software lor 
Vic20, DRAGON and ZX81 (see panels) (Games for BBC. Spectrum and Atari available soon.) 

ALL ACTION GAMES CARRY A FREE ENTRY TO NATIONWIDE COMPETITIONS WITH FANTASTIC PRIZES 
ALL PROGRAMS ARE £9.99 

RRRTIRn RRIDER 
For uneipanded Vlc20 

Slum as cios< as you dar t to the surface of the planet 
devastating the Wariian c i tes destroying ammuni t ion dumps 
(gaming more t ime) shoot ing down the ground to » r missiles 

"A real teflon that ot the game " 

MOONS OF JUPITER 
For expanded Vic20, 3K. 8K or 16K 

You are the Commander ot a fleet of 
destroyers looking on from the safety of a 
mother ship, you send in one destroyer at 
a time to blast a passage through the 
MOONS OF JUPITER. Your destroyers 
have to dodge, and blast the U F O s . . . 
Watch out for the Gotogs they can 
smash your destroyers, but you cannot 
harm them. 
A MACHINE CODE ARCADE QUALITY GAME 

HMD TLHSTERS 
for uneipanded Vic20 

Four games to strelch your brain 
Bbdgtc fc Decipher Four Thought and Teaser are our com 
puter.sed versions of very popular h a m * games and lest 
your mental agdity and (k i l l lor many a long hour 

SUPER NINE 
ZX81 

NINE 1K GAMES 
1. CANYON 

2. ASTEROIDS 
3. ASTROBLASTER 

4. DEFENDER 
5. SQUASH 

6. SCRAMBLE 
7. SKETCH 

8. COSMIC RAIDER 
9. FOUR THOUGHT. . . 

SEA INVASION 
Unexpanded Vlc20 

Fight off the attacking sea creatures for as 
long as you can. Shoot the whale for a 
surprise score, watch out for the crabs, 
starfish and octopuses. 

* * m m 
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'jWTHESIZER 
For the uneipaflded VIC20 

The Vic Muliisound Synthesiser is very flexible and can 
be played in more ways than can ever be explained here, 
to create music and special effects For example create 
any tune, up to 255 notes (af lc following appropriate 
instructions) then press " F l Of "F3 then key ' 9 and 
enjoy the added effect Now hn " - nslen to the 
difference For a surprise - hit " - Now add a melody 
over the top — hit key ' 8 then "7 now play a melody, 
or experiment Have tun' 

STRATEGIC COMMAND 
OUR FIRST GAME FOR THE ORAGON 

A strategy game lor two prayers W J keep you active 
for many hours Air sea and land battles"1 

SHRRK RTTRCK 
For uneipended VICZO 

You are <n shark infested waters after being thrown 
overboard from a pirate ship Your only protection being 
an atomic net wench you trail behind you trying to cover 
all the vn£ile ocean and ensnare the sharks at the same 
time. Beware of stopping or covering your tracks for loo 
long, if you do. then the sharks w I escape and come 
ater you Watch out lor the ever increasing deadly o d o p 
(somtimes the sharks will eat part or an of one1) 
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"A rial action shot ot the game" 

NEW NEW NEW 

SPACE ATTACK 
For the unexpended Vic20 

SPACE ATTACK is • g a m e d (kill You as the pilot of an 
intergaiactic battleship have lo fght your way through 
wave after wave of various a l«n spaceships 

MACHINE CODE 
ARCAOE QUALITY CAME 

SPACE FORTRESS 
For the unexpanded VIC 20 

A machine COOT i ruda nudity gums BriMM ectior O M J U 
graphct ano K » A M r *mung vun0 •nod* VEM IN M U M by 
t>o diflemni f f t m d ahem iyp* or «Mn m 
Ov» you dw&oywJ»trw Hwn • tortren w M n - *M yew 

lo dmroy beloi« >r dtMppeart rto tiyportptc* 

OUR GAMES ARE AVAILABLE FROM ALL GOOD HOME 
COMPUTER SHOPS. INCLUDING: 

Mtcie C Inside Currys t t Birmingham (733 M05) Leeds (46601) Luton (42S079I Nottingham 14124551 Southampton 
1796761 inside Bridge's at Bristol (6S0501). New Maiden (01 949 2OT1). and at Leicester 1546224) London 101 -387 
92751. Manchester (834 0144) Chromasomc Electronics. 4( Junction Road Arclmay London N19 (01 263 9493 94951 
Maplln Electronic Supplies Ltd P 0 Boi 3. Raleigh Essei (0702 552911 554155) Gemini Electronics M Newton Street 
ott Piccadilly. Manchester (236 38831. Gamer. 24 Gloucester Road Brighton Onons Queensmere Slough 173211) 

Channel One. 174 High Street Hornclwch. Esses (756131 and Golden Cross Parade RocMord. Estei isaoibi i Twill 
Star Computer 17 Regtna Road Southall Data Auelle 44 Shroton Street London NWi Graham t Son i t Gortin 
Road Omagh N Ireland Ram Electronics 88 Fleet Road. Fleet Hants i5856| (ctleslon Electronics legge 
lane. Birmingham The Computer Centre, 14 Hemmels. Lairtdon Essei (0766 416155) Microspol ISMoortieldt 
Liverpool R Seedle 47 Woodlands Road Ansde II Lylham Si Annes Cambridge Computer Centre 1 Emmanuel 
Street. Cambridge Karlinda 4 Co . Elliott Road. Selly Oak. Birmingham The Sharp Computer Shop Melville 
Street. Lincoln Milequlp. 7AHare Lane. Gloucester (411(110) North West Business Machines Curate Street Great 
Harwood Lanes Instep Footwear. 23 King Street Great Yarmouth J A 0 .21 Market Avenue Plymouth 1669467) 

Metytlean. 92 Victoria Street. London SWi (01 828 TSIt) Melydean 137 The Strand London WC7101240 2321) 
Metyclean. 177 London Road Croydon (01 686 B676J All branches ol Latkeys Vic Centre 154 Victoria Road 

Adon W3 (01 992 9904) . A. C Systems Eieler Mlcrolradmg Birmingham Supenolv Harrow Anlrog 
Computers. Horley Surrey 1346083) Orwise Computers Harrow 1429 1060) Caiendlth Data Systems Soul* 
Norwood (656 69411 Software Master 30 Lincoln Road Birmingham Tomorrow s World Dublin Algray 
Software Bamsley (83199). . Computer 6 Business Systems. Nelson Lanes (0212 601191) Dyed Developments 
Oion. (08446 729) Leituronics Blackpool Computer Stores 10253 270911 Carlo* Radio Ltd Bedford (60447* 
Byte Shop Compulertand. Glasgow 1771 7409): Nottingham 1405761. Manchester (736 4737) Flrsi Byte Computers 
Main Centre. Derby (3652B0) Simmons Magee Computers Lid Twickenham (891 4477) Capital Computer 
Systems, lltord (553 3026) A 0 M Business Systems I V E Building Leicester IS4I923| Julia Ltd Bridge 
Near Canterbury. Kent (0227 6300831 Twickenham Computer Centre (01 892 7896) Kent Microcomputers 
Maidstone [0622 52784) J. S Slmnett Computers l id The Computer Shop Kingston (01 546 37931 Chns 
Denning Ltd Poole (0202 761859). Yorkshire Micro Computers Scarborough Yorts (0723 71136) Taylor Wilson 
Systems. Oakfield House. Station Road Domdge 

90 COMPUTER & VIDEO GAMES 



ATOM 
ACTION PACKED M/CODE ARCADE GAMES 
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< tjhrttrnt ( Ol tJlR stiphhi HWh A- Vlmc m-
— r f V HfcOr l4 SouAti FHn.lt T<'f kifr 

THE PROTECTOR £7 »AI reaJ*«i>. WaruM «nuAB« Art*li |MIK fvuUMr h* 
Ike AMI Defend nmm huitumul* fnw mwt**m mi Jr%tnn tfw 
A(wtm m tin* Inprr fm- * «*«» fja* pbwjr* 
wrt*.< rcf«a(Mttf lrvf r .nim tfcr.nl uk i -nkrciViin 
Hi»*.fc Y * n A ispr < AImiu Vmtul FJKII I.f< utJ 
<%icikm «m1c * ruplu.k ur mm- •< (he Ira j it* a »hi« (KlM| 

CENTIPEDE £6 
TW <ir«i «n.f i i-h« PV'*' turn ̂  lb* \*.>n> 
Mhnit vii «*« I Ik •ftolllM <.mi *» A mxli 'Iti llw itn.'fctv 4m 

AJ- mh«*Minf our |H*M VI Spjifi H|fi mJ Vu>i> TIh ibljltfl l«fe.t(*WI tfiml <«h %fckU JfkJ JMMI llkBfclBg Lie M't M»U 
LMTIIUU litfh vprtj t nk 4 * W J WU\n ml I.y 

PUCKMAN £5 tfcirol the »>rn Vffwen.4 thupfAjlar \it%mU n .h«wi ititw t « 
•li ifcr Jut* « ihe nun KM »JU4> aoi it* * » «• M 

l f. ..Irani Nac> t «c* 
" m k̂ 4 fr tr* • • Viwod 

t act* . |U> jikI like <h«H fnr-wi I 
car »nh tairr ib'Mi I ». «lirm »,«% 
tftan «s»j (nf 

SCORE 
0 0 0 2 0 0 

ALL I2K RAM 
PRICES INCLUDE P&P. FAST 2 DAY DESPATCH 

micromania 
14 LOWER HILL RD. EPSOM. SURREY. 

DRAGON 32 
NEW FROM 

TROJAN 
"SPACE TREK" 

Space Trek is an absorbing space wars game in real time which can be 
played In any of lour levels Special features include: 
Onboard battle computer Long range galaxy scanning 
A galaxy containing 100 quadrants Impulse and warp drive speeds 
Shield control and status reports 

THIS GAME IS A MUST FOR DRAGON USERS APPROVED BY 
DRAGON DATA LIMITED 

"THE TRQJANLIGHT P I N 
Plugs into joystick port 
Supplied with cassette of instructions 
A simple to use device for micro fans 

Send to: 
TROJAN PRODUCTS 

Dept. PCK 
166 DERLWYN, DUNVANT 

SWANSEA, WEST GLAM SA2 7PF 

PLEASE SEND 
Space Trek — I enclose cheque p o for £7.50 
Light Pen — I enclose cheque p o for C 10.00 
Both pnees include post & packing 

MR MRS 

ADDRESS 

• V 

THE LARGEST SELECTION 
OF GAMES IN THE WORLD 

We stock the BIG NAMES 
in Computers including 

ATARI 400/800 
SINCLAIR zx si 

ZXSPECTRUM 
VIC-64 

DRAGON MICRO 
and a wide range of 

independent 
SOFTWARE 

Mam Computer Branches 

Also at 

22 OXFORD STREET. London W 1 
439 OXFORD STREET, London W I 
52 WESTERN ROAD BRIGHTON 
184 REGENT STREET London W i 
254 REGENT STREET London W 1 

— V 
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SOFTWARE AUTHORS 

If you can write games or business 
software good enough for Atari, 

Commodore and Apple users, then 
contact English Software Company 

creators of "Airstrike" 

ENGLISH SOFTWARE 
company 

50 Newton St., Piccadilly, Manchester, Ml 2EA, 

Tel: 061 236 7259 

92 COMPUTER & VIDEO GAMES 



All Action Games Carry 
a FREE Entry to a 

NATIONWIDE 
Competition with 

PRIZES up to £5.000!!! 

M A R T I A N R A I D E R 

MARTIAN RAIDER 
For uneipanded Vic 70 

Stan as dosa at you dan lo the suitace cH 
" f t-JiWI ( I f . t h e W.irtan a t o t 
OesN eying ammunition a limps ( j j ' - tmg more 
t - re shooting down the groundlo- l i r mis 

S H A R K A T T A C K 

51 I f i / H ^ 
flj 5 B : 

j Y k " * / / ! n 
^ HrA«.£4j Hi 

SHARK ATTACK 
For uneipattded Vic 20 

You are shark nlested waters atler beng 
thrown ovetboa'd horn a P"ite ship Youi 
only protection b e v } an d o m e net which you 
trad Dei Td you i r y i g id cover an the viS'DK 
ocean and entvare the sharks at the same 
l me Bemre ol stopped or cover ng rtur 
tracks lor loo long - i f you do tr*en the 
sharks mi' escape and c i m t j l ler you Watch 
out lor tn* f v n ^creasing deadly octopuses 
isomel'mes the shams w eat part or atl ol 
on* ' l 

AT LAST VIC 20 OWNERS 
CAN OBTAIN 

ROMIK SOFTWARE 
RETURN OF POST!! 

VIDEO-VIEW 
Suitable tor keys o' joysticks 100% machine code fast action* 

EXCITING ARCADE GAMES 
FROM BRITAIN'S LEADING SOFTWARE HOUSE 

R O M I K P R O M I S E 
A M I N I M U M O F 
O N E N E W G A M E 
E V E R Y M O N T H 

ttlllllSOUNO SYNTHtSltt f l 
For I tic uitetpanded Vic 70 

The Vic Mi/ tsouod Synthesizer is »i?rv Hem 
D>e .vid can be payed in o w e ways than can 
ever be enplaned here to cieale music and 
special etiecls For example create any lune 
up lo 255 notes latter lo! owing appropmte 
•tstructionsi then press Ft 0( F3 then 

Key 3 and enioy the added elect No* hit 
kften lo she diHerentr For a surprise 

nt \ o « add a me*ody over me loi. 
hit key 8 then 7 — now play i meiudy 
or experiment Hivr tun' 

A Machine Code 
Arcade Quality tome 

SEA INVASION 
U n e i p t R d e d Vic 70 

Fight ot! i v attacking sea creatures lot as 
long as you can Shool Ibc whale lor a 
Surprise score walch oul lor Ifte ei i&s 
startish and octopuses 

M I N D TWISTERS 
For u n e i p a n d e d Vic 2 0 

Four games to stretch your brain 
Blackjack Decipher four Thought and Teas-
er aie out computerised v t r . ans ol very 
popular name games and will tesl your men 
!a jgility and "Jul lor many a long hour 

FREE OFFER — 3 C4 tapes with each game ordered 

ALL GAMES £9.99 inclusive ot VAT & P + P 
Send to: 

VIDEO-VIEW {Dept CVG), 
855 High Road. L o n d o n N12 8PT 

Mail Order only 

M O O N S O F J U P I T E R 

MOONS OF juptrcn 
For eipanOed Vic 70 JK. «K or 16K 

You are me Commander o' a Heft ol des 
iroyers looking on Irom the safety ol a mother 
Ship you send in one destroyer at a time 10 
blast a passage intough the MOONS OF 
JUPITER Youi desiroyet-. ruvt lo dodge 
and Mast the UFOs Wat:' out lor me 
Goiogs 'hey can smash your destroyers hot 
vou cmnoi harm thtr 

S P A C E 
F O R T R E S S 

Ihe llnexpanded 
Vic 20 

Whilst cruising through space a 
computer malfunction throws you 
oft course where you encounter 
the evil Systonan Space Foriress 
First you must battle with its 
various deadly defence forces, 
then destroy the Fortress before it 
puts up its shields and disappears 
into Hyper-Space 

= A. C> 

ON 
ATARI 
COMPUTERS 

M S I O C K ATARI 400/800 
COMPUTERS. 
C O M M O D O R E VtC & 64 
COMPUTERS. 

WtSTOCK ALL ATARI. ACTIVISION. 
PARKER. APOLLO. IMAGIC. 
SPECTRA VI SI ON & 
M NETWORK CARTRIDGES 

M STOCK C O M M O D O R E 
6 4 / V I C 
SOFTWARE 

" C A U T O P 
BEST 

p f l f c E S 

CALL 
B E S T 

pSfeS 

M SIOCK LOTS AND t o r s OF ATARI 
SOFTWARE 

AIRSTRIKE The atari 400 
• I N T R O D U C I N G THE NEW A R C A D E G A M E F O R A T A R I C O M P U T E R S 1 

• SUPERB SCROLLING GRAPHICS WITH O A / / 1 ING COLOURS < • MACHINE COOE 
PROGRAMME FOR ONE OR TWO PLAYFRS ' • MULTIPL I SK ILL LE VE LS FIGHT YOUR 
WAV THROUGH CAVERNS AND TuNNI L. S M l H ATTACKING MISSILES FUEL AND AMMO 
DUMPS TO CONTl ND WITH ' • AVAIL ABL E NOW ISK CASSETTE plu i 50 | iP & P 

E g Time Warp. Nautilus, 
Jumbo Jet Pilot. Apple, Panic. 
Centipede, Venus Voyager, Slime. 

Gorf, Alien Swarm. Preppie. Pacman. Embargo, Shamui , Frogger, 
Soccer!, Submarine Commander — plus many, many more tit les — 
Call now for our latest batch of detailed brochures' We wi l l keep 
you up to date on all the new sof tware releases!!! — Upgrade to 
35tC48K today ' 

New Atari 400 Keyboard — call today! 

WE SERVICE ALL 
ATARI & COMMODORE 

COMPUTERS 

i T in i l FAST NATIONWIDE 
indê ndeM MAIL ORDER 
SEKMC^tfj ON ALL PRODUCTS. 

D e p t . C . , 5 0 N e w t o n S t . . Off P i c c a d i l l y . M a n c h e s t e r M 1 2 E A . T e l : 0 6 1 - 2 3 6 3 0 8 3 0 6 1 - 2 3 6 7 2 5 9 

* COMPUTER CHESS GAMES 

1 
i N t E l U V i S i O N 

VIC G A M E 
C A R T R I D G E 

S A L E N O W O N 

COMMODORE 64 
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SOUND with SINCLAIR 
r MAKE AMAZING SOUND EFFECTS 

WITH YOUR ZX 81, 
TIMEX Sinclair 1000 
or SPECTRUM 

THE ZON X81 

£ 2 5 . 9 5 

V 

sfc 

t 

1 

r - n 

iOC»D&t»&VAT 
• The ZON SOUND UNIT t& completely self coritaired and especially 

designed 'of use with the ZX Si TlMEX Sinclair 1000 and Spectrum 
Corrputefs It (us' plugs In — no dismantling or soldering 

e No power pack Oattenes leads or other extras * 
• Manual Volixne Control on panel — ample volume troth hwH-in 

loudspeaker 
• Standard Smcii t6K Rd • pock or pr orer car bo pkKiged into 

ZONX Sound Unit without affecting normal computer opera'ion 
e Huge range ol possible sounds tor tiames Muse. Helicopters b o 

Space invaders Explosions. Gun-shots Drums Pianos lasers 
Organs. Boas Tunes Chords etc. or whatever you devise' 

• H full octaws Us«'-s 3-Chanrni mx • J ch*p giving programme control 
o> pitch, volume of tones and noise, all with envelope control 

e Easily added to existing games or programs using a tew simple 
BASIC tmes or machine code 

• ^o memory addresses u'-'id i O. mapped 
FULL instructions with many examples of how to obtain effects and 
the programmes, supplied. Fully guaranteed. British Made 
'Except wifh Spectrum, you need (he Spectrum Extension Board Oder 
Vo SCI PRICE £6 80 Inc. VAT. 
Payment may be made by Cheque. P O 
Giro No 388 7006 Postal Order or Cre-
dit Card 

Export orders Bank Cheque n-ftrna-
'•onal Money Order U S • r* C ver* 

BI-PAK CG ' 0 * » » 
N f̂t Shwi 

ActeHkvQAeccapM 
Brig 0920 J * lor 

A 
ATARI 

A L L I U i W DATA SEKVK ES 

1000a. Uxbndge Rd Hayes. Middx 
uw on 

B e t a F i g h t e r c a s s 1 5 . 5 0 d i s k i s . 9 5 

16k-thwart the aliens - fought against a 

31) Martian landscape - for 1 or 2 players. 

P i l o t cass 15.50 disk 18.95 

16k - real time- you art* in the cockpit of a 

light aircraft - now land it! 

S t r i p P o k e r d i s c 2 7 . 5 0 

40k-ultra hi-res graphics-too realistic to 

illustrate! What mother never told you 

about video games!!!! 

R e m e m b e r ! we \1 A K E 'em - never out 

of STCX'K-prompt despatch. 

A l l p k u 1 s i \ < 1 
VAT P & P I K H . 

DRAGON 32 AND BBC MODEL B SOFTWARE 

DRAGON-TREK £9 95 
A real time version of the classic space game featuring lull colour tactical 
status and long-range scanner displays hyperprobe. the Faerie Queen. 
Khngons and Kiingon commanders, traclor beams, enemy movement, black 
holes and much more Choose from ten levels ol difficulty and three sizes of 
galaxy Comes complete with 16-page flight manual JOYSTICK (1) RE-
QUIRED Dragon Data Approved 
WIZARD WAR £7 95 
A game ol magical combat between the Wizards of ihe Tn-Suns for 
supremacy of Ihe planet Xarg Both dexterity and deduction are needed in 
order lo outwit your opponent as spell is traded against spell Comes 
complete with 12-page illustrated spell book JOYSTICKS (2) REQUIRED 
Dragon Data Approved 
GOLF £7.95 
An accurale interpretation of the game of golf written by a keen club player 
Allows maich play between two players o; one player may play using the 
Slableford points system widely used lor competition golf Features full club 
selection, hazards out of bounds and player handicaps Dragon Data 
Approved 
GRAND PRIX £7.95 
Do you have the potential to be a champion Formula 1 driver? Find out when 
you race on these 8 famous Grand Prix tracks from around the world For 1 
or 2 players 2 joysticks required Dragon Data Approved 
G A M f S COMPENDIUM D1 £7 95 
Six great games for the whole family — Donkey Derby. Blackjack. Kingdom. 
Hunt ihe Wumpus. Noughts and Crosses and Lunar Lander Dragon Data 
Approved 
VULCAN NOUGHTS AND CROSSES £7.95 
A three-dimensional game of noughts and crosses for one or two players 
Also includes a zero player option where the machine plays itself Can you 
out-lhink your Dragon? Dragon Data Approved 

THE € D G GRAPHICS PACKAGE £24.95 
For t h e B B C M o d e l B M i c r o c o m p u t e r 

An advanced picture d raw ing sys tem deve loped by a f i rm of 
consu l t ing eng ineers lo the oil and utility industr ies wor ld-
wide. Uses casse t te tapes for sof tware and picture s torage 
and is cont ro l led ent i rely by normal keyboard input — no extra 
ha rdware required. The ma in sys tem features are 

* Picture d raw ing in m o d e 0, 1 or 2. 

* Actua l a n d Logica l colour c h a n g e s a l any t ime. 

* Drawing lunct ions: 
L ines, boxes, circles, arcs. test, shape repet i t ion 

* Draw ing aids: 
Gr id, elast ic band, save and h o m e cursor (5 posit ions). 

* Colour fill. 

* Text w i n d o w show ing x. y cursor posi t ion, length, angle, 
colour m e n u and current colour . 

* Sav ing and Load ing of p ic ture us ing casset te tapes 

* Multi-f i fe p ic tures faci l i tat ing very complex drawings 

* F lash ing c ross-ha i rs cursor . 

* User ins t ruc t ions prompts . 

T h i s p a c k a g e c o m e s c o m p l e t e w i th a 
sp i ra l b o u n d manua l . 

SEND SAE FOR CATALOGUE OF OUR FULL RANGE OF DRAGON AND BBC MODEL B SOFTWARE 

Cheques or postal t>rders payable to Salamander Software. 27 Ditchl lng Rise, Brighton. East Sussex BN1 4QL 
Tel: 0273 771942 

PLEASE ADD 50p P&P TO ALL ORDERS 
Programmers wanted: good royalties paid' Trade enquiries welcome 
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T O P Q U A L I T Y M A C H I N E - C O D E 
P R O G R A M S 

FOR THC 

BBCB 
M I C R O C O M P U T E R 

DISC-BASED SOFTWARE 
AVAILABLE NOW! 

At last high quality software is available on disc for the BBC microcompu-
ter now I 
Otif programs are ready for despatch on quality 5 25 inch discs al only r9 90 
for each program 

Alternatively, all six programs (together with a special menu-type selection 
program) can be supplied on one disc for jus! E49.90 

CENTIPEDE (32K) £6 SO ion casseflel [9 90 (en d<«J 
incredible arcade type game featuring mushrooms Hies. srvnts. snideis. and 
the centipedes of course ExcoHenl graphics and sound 6 skill levels, ht-
score. rankings. bonuses. and increasing difficulty as the spiders become 
more active and the mushrooms increase 

SPACE FIGHTER (32K) ft SO ion caisenel tS 90 Ion disci 
Arcade-style game based upon tealures Horn DEFENDER and SCRAMBLE 
S types ot menacing alien lire al you and may attempt to ram you Separate 
attack phases fuel dumps asteroids repealing laser cannon smark bombs 
hi-score. rankings. 6 skin levels, bonuses 

FRUIT MACHINE (32K) CB SO (on c m « t t t l 1.9 90 Ion dliu 
Probably the besi ttu'l macmne impiemental'ononthemarkot Tn is program 
has <t an HOLD NUDGE. GAMBLE moving reels. realistic truils and 
sound eltects multiple winning linos This is THE l»ml machine program lo 
buy 

S U P E R I O R TELEPHONE 

S O F T W A R E 0532-842714 
Dept. CVG1, 69 Leeds Road, Bramhope. Leeds. 

GALAXIANS (32K) lb Ml Ion cissctlc) [9 90 ion disci 
Fast action version of the popular arcade game 4 types or Gaiaimn 1*13 
initial screen formations) swoop down vidua»y or m groups ol Iwo or 
three 6 skill levels, hi-score. rankings, bonus laser base-, tncrr-.ivng 
difficulty, superb graphics and sound 

INVADERS (32K) r® 50 Ion cauatte) 19 90 ton dist' 
Superior version ol me OW classic arcade game including a lew extras *S 
marching invaders drop bombs that erode your defences jrv] 2 types of 
spaceship liy over releasing large bombs thai penetrate through your 
defences Hi-score, increasing difficulty, superb sound effects andqraphtes 

ALIEN DROPOUT (32K) tb M Ion caisattti E9 90 (on disc) 
Based upon Ihe arcade (tame ol ?YGON bui our version improves upon the 
original arcade game itself You have 10 shoot ihe aliens out ol their boxes" 
before the bo»es Ml up Once full the aliens fly down relentlessly, 
exploding as thoy nil the ground Suitable lor use wilh keyboard o> lOysbck 

Please add 50p per order lor P&P - lb <- VAl 

We pay 25% royalties lor high quality programs 
Dealer enquiries welcome 

C R E A T I V E S O F T W A R E C R E A T I V E S O F T W A R E C R E A T « 

GC 
<t 
5 

o CO 

ATARI 400/800 
SOFTWARE 

J o y s t i c k Con t ro l l e r 
for A tar i a n d 
C o m m o d o r e 

ec < 

5 

o 
to 

g & f t w & p e 
48 Harthp H i l l ^ N e w i n g t o n . S i t t ingbourne. Kent ME9 7NZ. 

JUST IMPORTED 
The STARFIGHTER' 
Joystick Controller has the 
following features: 
• More positive & 

accurate 
• Improves game ability 
• Less fatiguing 
• Longer cord 
• Easier to hold. 

(As reviewed in Compute'Analog maga/mel 
• S P E C I A L • SPECIAL * 

1 V 
m C/5 

XcirFkjhtor 

v> 
o 

<r> 
30 

3 

? £13 .95 ea ? 
E O R 1 
R Two for £26.00 R 
* SPECIAL • SPECIAL * 

Replaces the standard 
joystick for: 

ATARI 
400-800-VCS 

VIC-20 & TRS-80 
(Postage 4 Packing 75p ea) 

o Also available at competitive prices: ; 
£ • Games • Utility Software | 
s Software • Memory Boards: 
£ • Blank Diskettes • Books & 
s * Accessories Magazines 
«t Colour Sof tware catalogue available — £1 (deductible from ; 
J first order) : 
£ FOR FULL LIST OF A VAILABLE ITEMS PLEASE SEND STAMP 
O S 3 A U V 3 U D 3 U V M i d O S 3 A l l V 3 H 3 3 H V t t l d O S 3 A l i V 3 H ! 

STAR TREK 48K 
Rid the Galaxy of the evil 

Klingons. Protect your Star 
Bases from attack ("Easy to 

ptoy Difficult to beat 
Sinclair User Dec 82) 

16K SpectTum GOLF 
Hi Res Full colour yrophlcs 
A game for I or 2 players. 
Al l the features of a full sue 
course THE family game 

iReuiewed Sinclair User 
Oct 82) 

O N L Y £ 4 9 5 

P E P 
1HI PROGRAM ENHANCEMENT 
PACKAGE FOR THE 2X11 M«K) 
A W l * Of 4«tv 10 H>n*C(Kt« 
<rtu(cn«4<f*tigniid la trMttform yout 

B*tic p*OQr«m* 
• DEFINED SCR OIL REGION I una iq 
whaU ACfW • SCROLL uptN rtow 

• FILL SCREEN *nvth*r*(t«-
• CHANGE BACKGROUND 
• CHANGE FOREGROUND 

• INVERSE VIDEOS FLASH SCREEN 
• CLEAR SCREEN <*nhOutO»n«H>9 

pnnl portion 
SuppliedO" rtp+M.in 1 nil demo 
PROGRAMinrtuFUU "«Hu<tior» 

boot l*i 
ONLY £5 95 

O N L Y £ 3 . 7 5 

GNASHER 16K 
THE ULTIMATE MAZE 

G A M E Ghosts. Energy Pills. 
Bonus Fruit, Sound. Colour 
+ much more Starts easy. 

B e c o m e s Impossible 

O N L Y £4 95 

Send to R & R S O F T W A R E (CVG) 
34. Bourton Road. 
GLOUCESTER GL4 OLE 
Tel GLOS <0452) 502819 

48 HOUR DISPATCH 
Ooer»eo» + JO'f. please 
Large Dealer Discounts 
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ZX81 SPECTRUM DRAGON TANDY BBC 
16K 16/48 32 LEVEL 2 A/B 

AWARI 
The ancient African game of logic. It takes 2 
minutes to learn the rules but far longer to master 
the tactics. 
Select the 'Goat-herd' level of play and it's an 
addictive game for children (8 + ) that exercises (heir 
minds — not their laser fingers. 
Select the 'Witch-doctor* level and it's a threat to 
your sanity. We haven't beaten it and we wrote it! 

ADVENTURE 
Over 200 places to explore in this machine code 
game using advanced data compression techniques. 
No random elements — you will need skill, cunning 
and a sense of humour as you explore caves, forest 
and castles. 
Evade ruthless pursuers and overcome a host of 
obstacles. 
Multiple word commands and single letter abbrevia-
tions. 

£1000 IN PRIZES 
FANTASTIC VOYAGE 

(ZX81 16K ONLY) 
This real-time graphics simulation set inside the human 
body was written by a lecturer in anatomy. You are 
injected into the blood stream in your miniature sub-
marine. Navigate the arteries, veins and heart to the 
brain, where a blood clot must be destroyed. Features a 
real vascular map. You will be attacked by lymphocytes 
which must be destroyed using arcade game type 
graphics. Even-thing you do uses up precious energy. 
Three display formats — a lateral and frontal body scan 
plus blood vessel name, a close-up scan and a laser-sight 
for fighting lymphocytes. 

* * Buy both Awari and Adventure and enter the 
'Foilkadc Challenge' competition. 

Details with cassette or send SAE. 

ALL GAMES £5.95 EACH, 2 FOR £9.95, 
3 FOR £13.95 (ANY MIX) INCLUSIVE 

FOILKADE LTD 
DEPT PR53 

66 L I T T L E D E A N , Y A T E 
B R I S T O L B S 1 7 4 U Q 

SHARP 
WITH THE SHARP USER IN MIND 

SHARP MZ80 A 
£50 of games software 

FOR ONLY £499 INC VAT 
The free software may be chosen from our 1983 software catalogue 

SHARP MZ-BOSAEU Expansion Unit toi M2-80A tioooo J Q | N N 0 W ! _ -,933 SHARPSOFT USER NOTES (now 
SHARP MZ-80FB Dual Floppy Disc Doves tor MZ 80A complete with interface card. _ c u ^ _ . c ^ r \ n r \ 
CATMES. CP M OPERATING SYSTEM AND SHARP DISC BASIC AND MANUA C799.00 internat ional). Only £5.50 lor a UK subscr ip t ion and £10 00 
SHARP MZ-80B 64K RAW Micro Computer 320*200 High Res Screen Software O v e r s e a s . 
Z S F & S S & n * * Unit lor Mi 808 « Supporl.ng the Sharp MZ-80A MZ-80K a n d MZ0B C o m p u t e r s 
SHARP MZ-SOFB Quai Floppy Otsc Drives tor MZ SOB conwiete with mtertace card This 80 page (approx) publication is i s s u e d 3 l i m e s a yea r t a c n 
cables, CP M oporating system and Sharp D«C BASIC and MonUa c799.oo issue contains programs, programming t i ps and i n f o r m a t i o n , ra ther 
IHJRP Feed Printer than advertising commercially available p r o d u c t s 
SHARP MZSOPS socps Dot Matnx Tracts and Fnction Feed printer C47S.00 A l l Members have the opportunity o f p u r c a s h i n g , at c o m p e t i t i v e 
The SHARP M Z - M P4. PS and P6 PRINTERS come complete with interlace card - n peripherals and Software 
prmter ca t * , and ROM Juat sp~, fy which computer „ „ r e a r e d for. ^ A R P p s 0 F T U S E R J ^ Q J E Q tirst C a m e tn to e x i s t e n c e in 

£ ' s ^ ^ ^ ^ ^ l T s C r ^ ^ January 1981 and a limited number of b a c k issues a r P stitl 
available. 

SHARP PC 1500 POCKET COMPUTER AND ACCESSORIES , ^ ^ , ^ ^ ( £ g Q v e r s e a s ) 

SHARP PC isooPortet Computer £i49.« : 932 i s s u e s 4/5 6 £7 50 (£12 overseas) 
USSPCI "IS Complete with 2 Free MZ-80K A FORTH l a n g u a g e t a p e s 
SHARP CE 1504 colour pnnter dual compact cassette interface CURRENT MEMBERSHIP in e x c e s s Of 1.000 If i n dOUbt — Send 
SHARP CE 151 4K Add on memory module £49.95 
SHARP CE 152 Cassette Recorder Player £19 95 tor Oelai lS. 
SHARP CE 153 Add on Soft Card E79 95 * 
SHARPCE1SS8K add on memory module £T9 »5 NEW RELEASE 

Beginners Guide to using the SHARP MZ 80K and MZ-S0A Microcomputers 
£3.95 

ALL PRICES INCLUSIVE OF VAT 
Please serx) a stamped addressed envelope lor FULL software 
Hardware details or phone 01 • 73tf 8559 [2* tirJ| leaving your name, 
address and telephone number with particulars of your interest. 

SHARP 
WITH THE SHARP USER IN MIND 
SHARPSOFT LTD., CRISALLEN HOUSE. 2ND FLOOR. 86 90 PAUL STREET, 
LONDON EC2. TEL: 01-739 8559 
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It may repel 
extra-terrestrials, 

butcanit 
switch on the light 

in the loo? 

If you're getting bored playing 
games and running simple programs 
Electronics and Computing Monthly 
can show you how to put a lot of fun 
back into your micro. With the addition 
of some easy-to-build electronic 
circuits, your computer could drive 
much more than a TV screen. 

Like your Scalextric or train set. It 
could control the lights in your house, 
the central heating system, talk to the 
budgie while you're out and water the 
houseplants while you're away 

And you can build all these 
things yourself-the simple circuits for 
pennies rather than pounds. Each 
month Electronics and Computing 
magazine shows you how to 

expand your micro and gives you new 
ideas for computer fun. Project by 
project we add another dimension to 
your computer. 

In the latest issue we show you 
how to build an infra-red remote 
controller for your micro and what 
'dialogue programming' is all about. 

All you need is a hot soldering 
iron and a cool 75p. 

WHERE ELECTRONICS AND 
COMPUTING INTERFACE 
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supermarket... supermarket... supermarket... supermarket... 

ATARI 400 800 OWNERS 
A comprehensive library o l cassettes car-
tridges. discs 
Scores ol games and adventures etc . for you 
to hire lor your Atari Home Computer. 
All originals No copies 
Send SAE lor details to 

MIDLAND GAMES LIBRARY 
48 Read Way. Bishops Cleeve, 

Cheltenham. Glos 
Tel 0242-674960 6pm - 9pm only 

ZX81 & S P E C T R U M 
C A R R Y I N G C A S E S 

Keep your computer safe and 
ready for instant use: 

ONLY £14.90 4 C2.00 P&P 
Attractive Wack Itnisb and red interior Foam 
rubber protection Please send cheque P O 
to - WOODENTOPS. 91 St Michaels Rd, 
Northampton. 

TRS80 - VIDEO GENIE 
SOFTWARE 

DRAGON 32 or TANDY TRS-80 Colour? 
Lots of programs — lots of uselul hints and 
nformation EVERY single month in RAIN-
BOW an exciting new 200-page magazine 
from U S A 
Send £1 95 (plus large 56p s a e ) for sample 
ssue to ELKAN ELECTRONICS (Dept CVG). 
FREEPOST, 11 Bury New Road. Prestwich. 
Manchester M25 6LZ or telephone 061-796 
7613 (24 hour service) 

u u u i t couast 

SMCf WVAWBS 

COMPUTER 
GAMES 

SPECIAL OFfER FROM THE UK'S 
LEADING GAMES LIBRARY 

«w tm x»vJm a * " w <w Too emd is M m*' Not • you •cctcn our p ra tu m M v y n«*r 
w> an Hdy • cwcahanin <* mo w * scmei/i** o» 

Ju« aand you' nam* and aoo'M* lo &upa*̂  arc * oftui y>, your 
-'j.• or xfojw* earn* v* ti»« *** tf ciwe* w-n» 

SUPASOFT GAMES LIBRARY 
t Station Rd Hammerwich Walsall w Mid* 

YOU NEED NEVER BUY A VIDEO 
GAME AGAIN 

VORCON WARS 
A he* based play by mail computer modulated 
game for strategists and Sci-Fi buffs alike The 
playing area is the circumnavigate surface of 
the planet Vorcon, where you form alliances, 
battle and trade in your quest for nuclear 
domination Movement and tactics along your 
borders are true simulations of Ihe battle fron-
tier, but without random aspects For entry to 
4ih game send £1 50 which covers the first two 
turns and rule book, to J. Nicholson. 71 
Juniper. Birch Hill. Bracknell. Berks. 

Spectrum BBC 
GAMfSCASSimS 

zxai nn.iS-0*! ta gs 
Ovtctaan wagu* ta&t« Oama «t maciww oooa — »•««•« 

one 4 » hw Mil flanarvadiy pooji*' iPop Contp 
Wewdy, Orufaamx' SF (CWMI 

lH»JLynchmoe t i n 
£ letting mzfO garr* p>*r*ri Eicdltnt iat IK l*fndy lucll 
tun o&jcamnai too1 Anmctun mvKiHr scoring Good Xmts 
PUMW 
Spectrum IIS*) lyric nmota l» M 
At lor ZX6' »o> j u m uocsnwni at co*ou>. sound ma n,-tw 
wmbai 
vie 20|ufl*ip*nd*4)IniHm CAM 
MKT»wt«K «H0U' wund 
MC I . i l idftman C7 90 
rr» popular gctibw gin* H>->« colour uuid 

Our motto — quality not aiunhiy 
Price* aJI-mckinv* — fc*nl I it Ou t by r*tu/n I fflutf avv*rua» you vi mV on trw itMt, at nw aooat 

Bur mc on kw enrtwv wmct - a m Sotr\J 
Application* toltMil alio available 

z)(8i i6k ram r o p " 
Send i i « o jcvjuf of a* ow products 

Oapl CVG. M Farnwood 
A X - } j .4 " ^ S . CNM SKI 

O o f t w a r t f ^ B 

C2IS0 

16K ZX81/SPECTRUM 
DO YOU LIKE MONOPOLY? 

OUfl G A M E S WILL APPEAL TO YOU 

DALLAS A garvc of on <ri 1 m 
'©OUrfrt or Qî rhMmg QQftCm<#+ mt ft)Cr*om»«f JKK3 JH ot 
> ibrq rig* and no bu4dmg of pAtftotTW and p-p»i«net Cm »<Xi 
t w ove the t ^ g t nyr* 
AlfUlNI mull rv » on i t mr u' »<rc* t <>(tri*ie 
loan and fuel COfi(r*Ct* mrfftthf to buy Of charted and invt? i 
ot il<tf«ng »rv} me-"i»rienc* 
AUTOCHtF At MO j n n®y..» !o- . it >• on 
mMHi p'-cn myfi O* W4gc» ihd drv«J»#id» and 
lorocdst level* o< inflation 14 you §rm not lutcMtfu1 yoo wll 
be made lo '«ifln' 

FOR THE EXPERT 
prttNl SHOP Vfc o^mai ot a pnrt i j cotriiiany you have to 
<to<:ide or> Parting pap*' ilfrtfct u^utat on*, wf.'i v.hadul* 
C5 00 tor one. CB 50 lor any two £12 00 tor threa or 
CIS SO tor trie tour 

p ihh *UW comoutH type end 
ioUwh V r r 14 Langton Way 

London SE3 7TV 

We offer a great selection of games and utii 
ties Irom many leading software companies at 
reduced prices As a special introductory offer 
we are giving away, well almosi a software 
pack; on ii are a super variety ol 25 lull length 
programmes and all for only £7 501" Don I miss 
out — send lor our illustrated catalogue today, 
enclosing an $.a e 

SPARTAN SOFTWARE, 
Department CVG. 
9 Cotswold Terrace. 
Chipping Not ion. O ion . 
Telephone: (0608) 3059. 

SPECTRUM, SHARP MZ80K. MZ-80A 

SOFTWARE LIBRARY 
Low cost weekly hire of games, utilities, 
languages and educational programs 
from only 50p Send stamp for your 
FREE catalogue now to: Kernow Soft-
ware Library. 55 Eliot Drive. St. Ger-
mans. Saltash, Cornwall PL 12 5NL. 
* Please remember to slate machine 

STAINLESS SOFTWARE 
Sof tware for the Tl 99 4A Large 
i l lustrated catalogue. Imported & UK 
programs. 50p (Refundable on order) to: 
10 Alstone Road. Stockport, Cheshire. 
SK4 5AH 

— MAIL ORDER ONL Y — 

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 7DT. 

ADVERTISEMENT INDEX 

Quality software at sensible prices 
Caterpillar * Invader Ci 95 
Haunted House t- Wumpus £3 95 
Sorcerer s Castle + Lunar Landej £3 95 
3-0 Maze +• Towers ot Hanoi £3 95 
Chalice ol Kalmar • Penguin £3 95 
Forbidden City • Mastermind £4 95 
Pharaoh s Curse - 3-D 0 s 8, X s £4 95 
Devil s Island + Russian Roulette £4 95 
Goblin Caves + Anagram £4 95 
Send cfteque or P O tor hrsl class return ot post 
service All prices include pSp Send s a e "or list 
APEX TRADING LTD (Dep t . CVT) 

11S Cr*scant Drive Smth. Brighton 
BN2 6SB 

Tel 0273 36(94 Acceti Btrcliytartf welcome 

MZ-80K 
5 GAMES FOR £6 INCL. 

GAMES PACK 4 
Pinbell 
Dare-Devil (Uka Froggerl 
Encounter 
RaAtoad 
Biaclttaclt (American Pontoool 

GAMES PACK i 
Roadrunner 
Mart Monster 
Ajtptane 
Noughts. Cro*»et 
U 8o*i 

REMUS. 41 Saddtewood Avenue. 
Manchester M19 1QW 

CBM PFT PROGRAMS 
?0et 3080 4000 BOM c m M 
,AM(S • tUtORIAti ' UttLITtfS 

BUSMS5 tow".A" At. 
HUNDREDS OF TITLES TO CHOOSE FROM 
INCLUDING SOME YOU THOUGHT HAD GONE 

FOREVER (GOT COMPU THINK" 
S O F T W A R E F I R M W A R E H A R D W A R E 

Alt rut MAA4ES YOU KWCHV PlUSSQUt tX&TIHG WW IViCS 
Sand nainpiii lot catalogue' 

C O R A L S O F T IOEPT CVCI 
BS CECIL AVENUE HORNCMURCM ESSEX RM11 2NA 

UtllAN (JM. • 
_ „ Soie Ostrnbuftw* 

ft cent re 
Programs 

•INCLUDES FHFE VOUCHER WORTH UP TO CS 

Acornaott 
AUnan 
Atari 
Buffer Micro Shoo 
Bugbear 
&-Pa» 
Caksto Computers Lid 
Centre Soft 
Ctvomasonic Electronics 
Com Control 
Computooia 
Creative Software 
Databaso Software 
Dotal Fantasia 
E4E Enterprises 
Eiectronequip 
English Software 
FoiliuKte 
Gamer 
Games Centre 
Gemni Electronics 
ItMK Systems 
Imagine 
tnterceptor Micros 
J K Greys 
Letsur email 
Maphn 
McLotni McLothkyien 
Microcomputer Software Glut) 
Micromania 
MiCrOSpOt 
Mthtogeri 
New Generation Software 
One Products 
Palantir 
Pancom 
Parker Games 
Personal Computing News 
Ouicksriva 
Ram Electronics 
Reed Fo* 
Romik Software 
RSR Software 
Salamander Software 
Stiarpsoft 
Silica Shop 
Sinclair Research 
Soft Toys 
Software Farm 
Software For All 
Spectrav<sxxi 
Spectrum Group 
Superior Software 
Tangerine Computer Systems 
Titan Programs 
Trcxan Product* 
TSH Hobbies 
Video View Securities 
Vision Store 
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OUTSTANDING FEATURES 
Super strong nylon and steel 
c onst ruction. 

2 Special large video fire buttons, 
for right or left hand control. 

Arcade proven molded leaf switches 
insure incredible reliability. 

Large IV*" round knob and unique 
tapered shaft provide the ultimate 
in game player comforts. 

Co/n Contn 
Limited 



WHO ON EARTH 
COULD HAVE CONCEIVED 
QUICKSILVA SOFTWARE? 

T I M E - G A T E " ! . 
. - ^ y J HolHs 

THE UNBELIEVABLE SPACE/TIME 
ADVENTURE FROM QS I 

High speed graphics combined with electrify-* 
ing space adventure "make TIME-GATE the 
game of all games. . . . * 
Foil the ruling aliens by travelling back through 
time and blasting out their home planet. Fight 
3 D space battles on your journey, seeking the 
time gates that lead to year zero and the 
salvation of the human race. 
Features: AO — High speed graphics — 
versatile scanning — status and battle com-
puters — land & take-off frpm many planets 
— time-travel.— 5 skill levels —. score & 
rating plus free training program. 
S P E C T R U M 4 8 K 

W * T O R N A D O . . . 
, by Chartac 

ONLY AVAILABLE FROM OSI 
Mau^ ship is a Tornado. A craft specially de-
signed for use over the Rea Planet able to 
manoeuvre fast and effectively in the thin 
atmosphere. Now the end of Colony NAters is in 
sight, a final pocket of seething hate has 
been, located and is about to be eradicated, 
the last clan will shortly fall . . . If the mission 
is successful. . . 
Features: Full Colour High Res Graphics — 
Sound — Scoring — Ships Attacking — 3 
Typ6s of Ground Base — 2 Player Option — 
Increasing Speed — High Score — Pro-
gressive Difficulty — Random Landscapes — 
Explosions. jf':-

• J O Y S U f c P ' 

«« rv 
•seep ahpQi^ of __ 
F a s t o r e s : l - . - i G f i t r * ? 
Muncfoees Power Pills -

Tide D o o r s — Fru i t H igh 
leers - Bonus Munohy — 

. increas ing 1 Speed -S -

V 

ja laxlan 

A H t Ei ̂  I x t u H i ^ e r 
- GLOOPS! 

QuicfrSilva offer* Eipqfii i ' 
v era i o n n L - f ^ r ^ n ' j ^ . full 
e a t e r 'or, th is tapf.- fCsc 
the hell of ifcl 

CROAK A CRAWLA 
by J Field * I r i 

Save Cl int Frr»g f r o m "o 
messy f a t e Wtetch o u t fo r 
tho relentlessly approach-
ing t ruc jes t f i a t a re t i r g d 
of hedgehogs Look o u t 
for Che Crocod i le * , they 
are equally Frog- IJ^r igryh 
F e a t u r e s : Rrofts •*- L o r i e s , 
— Logs r T u r t f t A . ^ ^ f f a r e n t 

-

CrocoStes Slnkjni fcTjrLi j^, 
Progr essive DiWiculLy'-^r' 

A t t a c k 

Gg lour *Mode 
smplea suppl ied. 

CHESS PLAYER 
Uy f j W r t i n I h l t o n . 
Spctegh & Pt-rsyrvehfeV 

^ S l ' ' l f r ' *> 
SPEAKEASY 
txy . j HoMlS 
A d d dbudd at- s p e e c h tp.i 
you r f j r o g r a m 
j P C C T R U M 4 B K . 

METEOR STORM 
Spjgeph >>rtd Ar jpads A c t i o n 

SPACE INTRUDE 
M o u n t s and A r c a n e A Korr.Tm • r-ji Rrr 

Sti. If you oraA/o 
"you will b o able tq f ' rusr .ueV| 
Che Damse ls m j H ^ ^ ^ H ^ 
* lso t r a p p e d in A 

- F e o t u r u s : « L l i v te <pff SJIHV 
High 3 c h ' a , F*i -y • vspve- ] 

Di f f icu l ty ' - Trp&fif t&'i ,ns 
tJomsals in D i s t r r j r f — WIii] 
DettaOtnr — S n ' a A r e * 

c h e ' Z X 8 ' 1 

J*. r.. 

For the -ZXS'1 & \&K 
QS SCRAMBLE QS INVADERS 
QS ASTEROIDS QS DEFENOA r _ - V 

i - j g f T i : 
1 > 1 1 1 1 1 1 1 

# V $ A * 

TORNADO 
MAGIC WINDOW 
TIME GATE 
MINCO-OUT 
CHESS PLAYER 
SPEAKEASY 
METEOR STORM 
SPACE INVADERS 

OALAXIAN & SLOOPS 
CROAKA CRAWLA 
MUNCHEES 
OS SCRAMBLE 
OS INVADERS 
OS ASTEROIDS 
QS DEFENOA 

N E W I VIC SO 
NEW I 
NEW I 

NEW) 
NEWI 
NEW! 

ATARI 
SPECTRUM 48K 
SPECTRUM 4BK 
SPECTRUM 4QK 
SPECTRUM -4BK 
SPECTRUM 18K 
SPECTRUM 16K 

*3K RAM + J/S C5 9 5 
4 0 0 / S 0 0 f J/S GS 95 

ZXB1 
Z X 8 1 
ZXB1 
Z X 8 1 
Z X 8 1 
zxsi 
Z X 0 1 

16K 
16K 
1BK 
16K 
16K 
1 BK 
1BK 

EB95 
C4 95 1 
EBBS 
C4QB 
C4 95* 
e4 9B-

C4Q5 
C3 95 
£3 9 5 
£3 96 
£3 95 
£3 96 
£3 96 

PLEASE SEND ME THE GAMES AS TICKED 

NAME 

ADDRESS 

S E N D O R O E P T O : 
Q U I C K S I L V A . Q E P T C V , S B N O R T H A M R O A D 
S O U T H A M P T O N S O B O P B T E L : ( 0 7 0 3 ) 2 0 1 6 FREE KEYBOARD OVERLAY WITH THESE GAMES * 

AVAILABLE FROM BOOTS. W H SMITHS. MENZIES AND ALL LEADING COMPUTER STORE 



SPOOKYMAN 

Classic Games 
Adventure Games 
Maze Games. 
Space Attack 
Arcade Games 
Asteroids 
Scramble 
Flight Simulations. 
Sport Games 
Address File.. 
Games Glossary... 

FANTASY GAMES 

* * * * * * * * * * * * * * * * * * * * * * * * * * * * * * * * * * 



CLASSIC GAMES 

Computer & Video Games' very own 
contributor, John Ball, has come up 
with the goods on Sharpsoft's version 
of Othello. 

Complete with loud bleeps, every time 
it makes a move, the machine plays a 
very good standard of Reversi and 
defeated all my attempts to force it into 
submission. 

Even reading John's column on the 
subject and obeying his guidelines with 
regard to corner squares and under-
standing what the computer was up to 
didn't help. 

It had a particularly frustrating habit 
of turning the tables on me at the end of 
a game just as I thought I had un 
unbeatable position. 

The screen presentation is simple as 
Sharp graphics force it to be but 
simplicity suits Othello and it is a very 
playable game with a good response 
time. Only buy it if you can stand to be 
beaten. It costs £6.90. 
• Get t ing s ta r ted 7 
• Value 8 
• Payab i l i t y 9 

L -

SPECTRUM 

Reversi, or Othello as it is often called, 
is a nineteenth century game of ter-
ritorial acquisition. Strategy and skill 
are needed to win. 

Two versions of the game are cur-
rently available for the Sinclair Spec-
trum, and both run on the unexpanded 
machine. One is by Mine of Informa 
tion. tor Sinclair Research, and the 
other has been written by Microx, 
based at Worthing, Sussex. 

The Sinclair version comes in a very 
pleasant package, the cassette insert 
is colourful and packed with informa 
tion. Beginners should soon become 
well versed in the game by simply 
reading it. 

The program loaded without any 
problems and ran immediately. The 
game is fairly siandard, but with many 
interesting features. 

To begin with, there are nine skill 
levels, with a three second response 
time at level 1. 

You can challenge the computer, 
with either the Spectrum or yourself 
starting, or you may play against a 
friend with the computer acting as 
umpire. 

If you are a beginner, you may 

S a m ® 
The classic board games transfer well to computers who make better than 
average opponents on all the games dealt with here. 

But there is more to choosing a chess, backgammon, draughts or revarsl 
program, than picking one which will beat you every time. 

Most important in these programs are a display that Is clear and easy on 
the eye. coupled with pieces which can be easily recognised. Programs 
which use disturbing colour clashes or badly shaped pieces will hardly 
help a player trying to give careful study to a critical position. 

The program should also draw a player's attenlion to its move. Both an 
audio and visual signal should be included to let the player know It's 
moving and which piece it Is changing. 

A good response time Is crucial. II left to Its own devices for long enough 
most computers can come up with a good move. Bat long study should be 
the human player's prerogative - computers are used for their speed. 

Finally an easy-to-understand. and Implement, move input system will 
ensure that the program does not start gathering dust after the first tew 
tries. In chess It Is difficult to come up with anything better than E2-E4 but 
this can easily lead to a mistake which Is still a valid move and completely 
ruin a player's chances. 

Few programs allow the player to take a move back, try and find one that 
does. 

Other key things to question wilh regard to chess: does the program 
always respond to P-Q4 openings the same way? If so you're in lor a dull 
opening repertoire. Ooes it play lorced moves quickly? Ooes It keep Its 
head when things go wrong? Some programs jnsf give op on bad positions. 

TERRV PRATT 

review a sample game at your leisure. 
Half way through a game you may 
change sides, and at the end of one. 
you may review all the moves of the 
game. 

The graphics are fair, and there is 
even a facility to change border, paper 
and ink colours to your requirements. 
All in all. this is a most magnificent 
game. 

I wish I could say the same for the 
Microx version. The purchaser is 
greeted by a most unappealing 
package bearing the company's name 
and the program title. 

After sorting out the loading prob 
lems, which I have never had with any 
other cassettes, I was confronted with 
a page of confusing text which would 
leave the beginner completely 
bemused. 

The game itself has a rather uninter-
esting screen display, and makes 
average use of colour. 

When I tried the program on a mono-
chrome television set, the players' 
pieces were almost indistinguishable. 

The program is written in Basic, and 
there is only one skill level. The 
computer's moves are average, about 
equal to the moves of level one on the 
Sinclair cassette. 

The computer does not check if an 
opponent has had to pass, and if 
"enter" is pressed without a move 
being keyed in, your turn is overlooked. 

For my money, the Sinclair cassette 
has to be my choice. Microx Othello is 
no comparison to Sinclair Reversi, and 
I would not even consider purchasing 
it. Sinclair Reversi is available at 
£7.95 and Microx Othello at £3.50. 

Sinclair Reversi 
• Ge t t ing s ta r ted 
• Value 
• Play abi l i ty 

M ic rox Othe l lo 
• Get t ing s ta r ted 
• Value 
• Payab i l i t y 

L - . 

more serious chess enthusiast and 
perhaps not enough thought for the 
complete beginner lo help him around 
the little things most of us take for 
granted. It costs £6.95 and runs on the 
48K model. 
• Get t ing s ta r ted 6 
• Value 8 
• Payab i l i t y 5 

The growling gravelly voice of 
Quicksilva's Chess program does noi 
add much to the game. 

However, its sharp comments on the 
current state of play do give this 
program a slightly more human feel. 

There's a surge of pride each time it 
finds itself in more difficulties than it 
expected and says so on screen. And 
alter being roundly criticised for a queen 
sacrifice, "That was a pathetic move!" 
I enjoyed mating it five moves later all 
the more. 

The program does respond quickly at 
the lower levels but does not play a par-
ticularly good opening and has a 
tendency to capitulale utterly when 
things start going wrong. 

Still, it will give beginners a hard game 
and will probably hand out more 
beatings than ii takes. 

The presentation on the Spectrum is a 
problem and the screen takes some 
getting used to. With several of the 
pieces barely recognisable trom their 
board equivalents. While good chess 
players know (by colour and position) 
where the king and queen start a game, 
learners will not have such a clear idea. 

Probably a bit too gimmicky for the 

— 

The Spectrum's graphics face a severe 
test when asked to produce a good 
chess board with easily distinguished 
pieces. 

So far I have yel to see a board which 
is easy on the eye and doesn't have at 
least two piece symbols too close for 
comfort. The Psion game, which comes 
courtesy of Microgen, seems to have 
trouble with pawns and bishops and I 
had to look hard in some positions to 
spot a bishop hiding in a pawn chain. 

Given this problem and the usual 
difficulties with keying in the E2E4 
format, which usually causes me 
problems when keen to play a good 
move with black, it's a pity this game 
does not include a facility to allow you 
to change mistakes. 

Many an interesting position weni 
down the drain after I simply mis 
pressed a square and sent a rook, pawn 
or queen into a dangerous position 
instead of the one I intended 

Still this Psion tape is probably the 
best Spectrum chess around so if you 
can learn to live with these short 
comings, you will manage to get some 
decent games out of ii. 

The levels are 0-9 and levels one. two 
and three all play a fast and lair game. 

The program allows you to set up a 
board position to play from and I par 
ticularly enjoyed the chance to turn the 
screen position and moves so far onto 
the Spectrum printer. Current games 
can also be saved on cassette. The 
game costs £7.95. 
• Get t ing star ted 8 
• Value 8 
• Payab i l i t y 7 

lug Byte is offering the lowest priced 
Vic Chess game I have come across but 
you will already need to have at least 
16K worth of memory expansion on 
your basic machine. 

It also takes a step in the right 
direction by getting away from the over 
used notion of chess levels. Instead the 
Bug Byte programmers ask the player 
to input a three figure number from 
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0-9.99 to determine the play. 
The number before the decimal point 

is the number of moves it looks ahead at 
each position. The number after the 
point refers to the number of positions 
the computer will consider al each play. 

Of course if you start getting 
ambitious ihen ihe computer begins 
eating into huge amounts of time as it 
considers vast amounts of data before 
replying. In play at the lower end of the 
scale it produced some difficult to 
understand moves. 

The display ot the pieces is also a little 
simplistic and the king and queen 
symbols are initially confusing. It costs 
£7.00. 
• Get t ing s tar ted 9 
• Value 7 
• Payab i l i t y 5 

E « 
Boss plays chess on the Vic-20 only 
with the aid of an 8K expansion to the 
Basic memory. 

But it is a marvellous piece of soft 
ware with levels 0 to 9 taking you from 
a one second lo a four hour response 
time. 

There is a good book opening built into 
this program and it stayed within a 
known variation usually to the siith or 
eighth move on most familiar openings. 

Boss also scores on the display, which 
is more than just adequate — it is 
produced with a veritable flourish. It 
accepts entries in four key sirokes and 
will also run chess clocks on both 
players which offers the additional 
challenge of trying to beat the computer 
while taking less time than it does. 

A couple of criticisms though: it is 
difficult to spot the computer's last 
move as the pieces don't flash after 
moving and the tape was not a first time 
loader. It costs £14.99 and is 
distributed here by Audiogenic. 
• Get t ing s tar ted 6 
• Value 9 

Payab i l i t y 8 

E ¥ 
Chess in a 3.5K memory is what Com 
modore are offering for the basic 
Vic 20. 

The catch is that it comes in cartridge 
form with the attendant rise in price to 
£21.70. 

Bui you do get value for money. The 
game top scores in our getting started 
category with a simple plug in operation 
and a comprehensive booklel explaining 
what can and can't be done on each of 
the six possible levels. 

The program has a good pedigree, 
with the Sargon name behind it and is 
based on the Sargon II program first 
devised for the Apple. 

The board display is easily 
distinguished and the six levels well 

spaced out with an almost instantane 
ous response at the lowest level. 

It plays a good game and it's very hard 
to fault this well put together package 
except on the price. 
• Get t ing s ta r ted 10 
• Value 8 
• Payab i l i t y 7 

Artie's 1K Chess is an attempt to get a 
complex strategy game into the 
minimum of memory space and as such 
can only be a compromise. 

To make this compromise too much 
has had to be left out. You are not 
allowed to Castle, capture en passant 
or even promote your pawns and to 
crown it all even a victory is not ack 
nowledged by the computer. You'll have 
to spot it for yourself. 

The board is little more than an 8x8 
square of spaces and inverse spaces 
wilh the pieces represented by their 
initials either in white or black or in 
black on white. This is the cause of con 
fusion later in the game, when pieces 
have been forgotten. 

Worse still it keeps moving its pieces 
around the board while it makes up its 
tiny 1K mind what its next move will be. 

Still it does play chess - just - a con 
siderable achievement in IK. 

This is not so much a game as a feat 
of programming which, in itself, ought 
to make IK Chess a collector's item. It 
does just about succeed in playing chess 
but don't expect to play too many 
memorable games on it. Just admire the 
thought and dedication which made 
such a thing possible. 

A considerable achievement for only 
£2.95. 
• Get t ing s ta r ted 7 
• Value 8 
• Payab i l i t y 4 

Backgammon is a three thousand year-
old game of chance and skill for two 
people. This Psion/Sinclair version for 
the 16K ZX81. is most impressive, 

The cassette is well packaged, with 
the insert containing five pages of 
information including the history, rules 
and all other aspecls of the game of 
backgammon which are relevant to 
beginners and experts alike. 

The program loaded without much 
difficulty. 

There are four skill levels and the 
game can run in fast or slow mode. 
This simply means that if the computer 
is taking it's turn and it is in fast 
mode, the screen goes blank and it 
makes up its mind four times faster. 

The 81 plays an adequate game at 
level 1, and plays extremely well at 
level 4. 

The graphics are adequate, with 
normal and inverse 'O's representing 
the two players' pieces. Entry of 
moves is very simple, as is accepting 
or rejecting the doubling cube - which 
the computer controls very well. 

You only have to press one key, and 
the ZX81 always asks you to confirm 
your entries. 

Backgammon costs E5-95 from Sin-
clair Research. There is a Oice program 
on side B of the cassette. 
• Get t ing S tar ted 8 
• Value 8 
• Payab i l i t y 8 

hidden treasure. A sleeping dog guards 
the treasure rooms. This is a short 
graphic adventure - and allhough 
simple I found it quite addictive. 

It costs £5.95. 
• Get t ing s ta r ted 8 
• Value 7 
• Payab i l i t y 7 

If you're a keen Reversi - also known 
as Othello - player, you'll get extra 
value for money playing BBC Publica-
tions' version for the BBC Model A or B. 

The games of Galaxy, Gomoku and 
Mastermind are all included on the same 
tape, which goes under the name 
Strategy Games for the BSC micro. 

The Reversi game features a well 
produced but simple display and I found 
the move entry system of letters 
appearing in ail the legal positions very 
easy to cope with. The game plays to a 
high standard but is not unbeatable. 

With the other three games it's good 
value at £10. 
• Ge t t i ng s tar ted 8 
• Value 9 
• Payab i l i t y 8 

E 

Dragon Games 1 and 2 are tape com 
pendiums for this new micro from J. 
Morrison Micros of Leeds, 

All the games are written in Basic and 
a great deal can be learned by ihe 
would be games programmer who finds 
time to study the listings. 

Othello, on Dragon Games 1, plays a 
standard game but it does not give any 
instructions or rules. Breakout is the 
second game on this tape and in this 
version of the arcade machine you play 
against the clock to score as many 
points as possible. A conventional bat is 
nol used - you simply fire your 
projectile using the space bar. 

Moonlander is the third game on tape 
one and is a fairly good representation 
of this well-known computer game. 
Awari is a copy of the African national 
game, which for the uninitiated is 
played with pebbles. Numbers are used 
to display the counters, but like Othello 
you are not told how to play the game. 

The final program on Dragon Games 1 
is called Raffles. In it your task is to find 

Strip Poker is a game for the adults who 
are fed up with Space Invaders. Pacman 
and all the resi. More precisely it's a 
game for men as it features two model 
girls gambling their clothes in a 
computerised round of poker. 

Su2i and Melissa each have their own 
style of play. One is a skilled poker 
player the other is fairly inept. The game 
requires a large amount of memory — 
40K - and runs on the Atari 400/800 
with a disc drive. Versions will shortly 
be available for the Apple. 

For people who are iikely to be trying 
the game ou1 at work it has the sensible 
device of being able to black out the 
screen at any time. Useful if your boss 
lor the children!) turn up unexpectedly in 
the computer room! 

Strip Poker is manufactured by 
Allrian of Mayes, Middlesex and retails 
at £27.50. 
• Ge t t i ng s ta r ted 9 
• Value 6 
• Payab i l i t y 7 
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ADVENTURE GAMES 

This is your chance to play sleuth for an 
afternoon as you are challenged to solve 
the Murder At Awesome Hall. 

Colonel Awesome lies dead on the 
floor of his 20 room mansion. 

You must find out who did it, in which 
room, and with what murder weapon. 

Clues in the shape of an on-screen 
map of the mansion's first floor and 
ground floor. 

After entering a room pressing "0 " 
enables you to find out who or what is in 
a room. If any of the Colonel's associ 
ales are in the room you can question 
them. 

The computer will also give you a list 
of suspects, extra clues if you need 
them, and the solution for the 
completely exasperated. 

This game is not visually exciting and 
if you do not like solving puzzles can 
become rapidly boring. 

The game runs on a 16K Atari and is 
available from Calisto Computers at 
£14.95. 
• Get t ing s ta r ted 8 
• Value 5 
• Payab i l i t y 5 

Faust was a German who sold his soul 
to the devil, and hid many treasures. 

The player is led near to the 
treasures and must then find them. 
The creatures encountered in the quest 
are mutants from long ago. 

That is the setting of this game, 
which although mainly text, is accom 
panied by mini-pictures of the obiects 
as they are mentioned. 

The screen during play has varied 
colours, which combined with some 
simple sound effects make for a quite 
pleasing Adventure from Abbex of 

| London for the 16K Spectrum at £4.95. 
• Get t ing s ta r ted 10 
• Va lue 8 
• Payab i l i t y 8 

2 
This series of adveniures displayed as 
plain scrolling black text on a pale 
yellow background, the conversation 
scrolling continuously up the screen. 

In itself this is acceptable. But is 
spoiled by the fact that when a lot of 
conversation has been held at one place 

Adventure Is what all small boys - and most bigger ones - long for. 
Remember i l l those childhood book! that took you Into a world af excite-
ment and fantasy? Didn't you. like mo, wish you were one ol the Famous 
Five? 

Adventure gaming will take you one step nearer to your dreams. In the 
comfort of ynur own home. 

Originally written lor large mainframe computers, these games have 
now been brought to the masses via the micro. Adventures are being pub-
lished in ever increasing numbers for every popular machine. 

An Adventure game makes you the would-be hero. You move about from 
one location to another, examine things, pick up and manipulate obiects. 
and solve puzzles. But all the time danger lurks and hidden enemies may 
strike at any lime. 

Your goal may be anything Irom collecting priceless treasures to saving 
the world from disaster. You become part ol the story, the computer 
working to calculate what your actions will achieve within the plot devised 
by the author. 

Don't expect fancy graphics in an Adventure - although there are 
graphic Adventures. Expect words. Your imagination will provide the 
pictures - just like it does when you read a good book. And like a good 
book, you will find it just as difllcult to put down. 

When buying an Adventure first discover If the scenario and degree of 
complexity suit your tastes. Games reviews will help here. Find out il the 
speed of the game Is right lor you as there is » great deal of variation. 

From my experience a minimum ol 16k ol memory Is required lor a decent 
adventure and from there on up the bigger the better. A "save game" 
feature is useful as it enables you to return to a game where yon left it at a 
later stage without having to leave the machine running all night. 

It your computer has sound and colour these will enhance a game. Sot for 
the purist a good plot is enough. 

KEITH CAMPBELL 

and the location details have long since 
disappeared, there seems to be no way 
of recalling them. The lack of a cursor 
can also be confusing. 

Planet of Oeath, for the 16K 
Spectrum, sets you down on an alien 
planet where your space ship has been 
captured and disabled. You must find it 
and escape. 

The environment here seemed just like 
earth to me - very mundane. Most 
things I tried to do proved impossible or 
went unrecognised. A weak theme and 
frustrating game. 

Inca Curse, for the 48K Spectrum, 
places you in a South American jungle 
outside an Inca temple. This you must 
explore and return with as much 
treasure as possible. 

Quite a good game with plenty of 
exploring to do, and points to score, but 
a disaster from an educational point of 
view. 

Spelling is obviously not the author's 
strong point! I came across "vandels", 
an "armary", and "hyroglithics"! 

The publishers claim 3200 to be the 
maximum number of points lo have been 
scored to date. Could this be the total 
number of spelling errors in the game? 

In Ship of Doom which runs on the 
48K Spectrum you are in a space ship 
which has been drawn into an alien 
cruiser by a Gravitron beam. The aliens 
are rounding up humans to turn them 
into androids. 

Your mission — to press the main 
computer control button to free your 
ship. There are endless corridors and 
rooms to roam about, with some 
strange devices whose purposes are not 
obvious. 

The control button is easily found, but 
covered by seemingly unbreakable 
glass! Quite an interesting adventure, if 
SF is for you! 

Espionage Island, again for the 48K 
Spectrum, puts you under pressure from 
the slart. You are in an aircraft which 
has been shot at, and you can see a 
parachute and lever. Your mission is to 
find the secrel of Ihe island on which 
you were spying from above, but first 
you must get there. 

The island is populated by natives — 
and hides a guarded camp. 

Are the things you find in the 
wreckage of your aircraft a clue? Can 
you penetrate the camp? And will you 
be able to return to your aircraft carrier 
base? Quite an exciting Adventure. 

This series of adventures from Artie 
Computing of Hull, seems to improve 
alphabetically! I can hardly wait for 
Adventure 'E'. The Adventures cost 
£6.95 each. 
Planet of Dea th 
• Get t ing s ta r ted 10 
• Value 6 
• Payab i l i t y 3 
Ship of D o o m 
• Ge t t i ng s tar ted 10 

• Value 
• Payab i l i t y 

Inca Curse 
• Ge t t i ng s tar ted 
• Value 
• Payab i l i t y 

Espionage 
• Get t ing s ta r ted 
• Value 
• Payab i l i t y 

10 
6 
5 

10 
7 
7 

At last a realistic 007 adventure! The 
mode of play is quite different from 
most Adventure games, successfully 
recreating the world of James Bond on a 
computer. 

You are 007, of course, and M takes 
you to Q to choose your weapons. 

You then repeatedly select des 
tinations from a list of cities around the 
world and the micro takes you there. 

On arrival you may be offered a ride by 
a mysterious taxi, or given clues in the 
form of one letter of an anagram to 
enable you to solve where a missing jet 
with a nuclear bomb has disappeared to. 

Meanwhile, you must save London 
from a threat of destruction by Dr. 
Death. 

An original presentation, from 
Richard Shepherd Software of 
Maidenhead, with authentic feel' of a 
James Bond novel. It costs £6.50. 
• Ge t t i ng s tar ted 5 
• Value 7 
• Payab i l i t y 9 

3 
As The Hobbit loads, an illustrated title 
page is displayed, rather like the cover 
of a book. 

Indeed, the book The Hobbii by 
J.R.R. Tolkien is supplied as part of the 
package, and it is advisable to read 
this before playing, since the game 
follows the theme quite closely. 

Another booklet describing how to 
play the game is provided and includes 
hints on the plot and how "Inglish", 
the command language works. 

In play the screen is split in two. A 
"communication window" at the 
bottom scrolls independently from the 
"adventure window" above which 
gives details about the location and 
action. 

On his first visit to a location the 
player is rewarded with a colour illus-
tration of it. 

The action is continuous, since The 
Hobbit is played in real time. 

The creatures go about their 
business whilst the player is thinking. 

Whilst head-scratching is in progress 
it is quite likely that more messages 

w 
v f # / T V T W y T V W y T v / T \ 

^^ ̂ ^ ̂ ^ ̂ M^ Computer & Video Games Book of Reviews 



will appear on the screen, such as 
"Thorin goes east through the green 
door" or "Gandalf gives you the map". 
The publishers call this feaiure 
"Animaction", and it means there is no 
unique solution, the game being 
slightly different every time it is 
played. 

A charming Adventure, requiring con-
siderable time to complete. 

The Hobbit comes from Melbourne 
House for the 48K Spectrum at 
£14.95. 
• Get t ing s tar ted 10 
• Value 9 
• Play abil i ty 9 

3 
Pimania really IS different! It is a 
complete entertainments package! 

It all starts with a flashing picture of 
the Golden Sundial of Pi, a prize worih 
£6,000 offered to the first person to 
solve the puzzle. 

The player is accompanied by the Pi 
Man. who starts off by laughing 
himself silly, and proceeds to offer 
extremely disconcerting comments. 

The game offers a series of puzzles 
and clues, interspersed with funnies. 
Like a little man who for no reason 
walks boldly on to the screen and 
dances the Hokey Kokey to music, a 
dog that walks up to a tree and barks 
at it, and a commercial break offering 
Pimania tee shirts in grotesque colours 
and sizes which are all out of stock! 

So when the player gets thoroughly 
frustrated over a problem, the chances 
are that a good laugh is just around the 
corner. 

The computer program is comple 
mented by a catchy audio number on 
the reverse side of the tape, "Pimania" 
by Clair Sinclive and the Pimen. Show 
business, pork pies, and a deaf aid 
among other things feature in this. 

I suspect that there are clues hidden 
in every pan of the whole package, 
and that it will take a very long time to 
solve. 

One thing is certain — it will never 
bore anyone with a sense of humour! 

Pimania is available from Automata 
of Portsmouth and runs on Ihe 48K 
Spectrum and 16K ZX81. It costs £10 
for the Spectrum and £8 for the ZX81. 
• Get t ing s ta r ted 6 
• Value 10 
• Payabi l i ty 10 

Go adventuring on your Dragon in the 
Forbidden City in this text adventure 
produced by Apex Trading of Brighton. 

Loading instructions were supplied 
on computer printout paper and the 
packaging was poor. Loading was also 
difficult. The program is shorl, taking 
just over a minute to load once your 
computer accepts it-

It is a standard Adventure. The 
player has to enter a city, find a treas 
ure and escape. A short introduction to 
the game gives you three "key words" 
- the rest you must discover for your 
self. 

Your location is printed at the top of 
the screen and the input prompt "what 
now?" at the bottom. 

Various dangers encountered along 
the way include force fields, lasers and 
a mysterious green mist. 

As with all Adventure games once 
solved it becomes unplayable. Unfor-
tunately the game did not make full 
use of the Dragon's reasonable RAM. 
However it did provide some hours of 
amusement. Versions available for the 
Dragon at £4.95 and Tl 994a at 
£3.95. 
• Ge t t i ng s ta r ted 3 
• Value 6 
• Payab i l i t y 6 

3 
Goblin Caves, for the Dragon 32, comes 
from Apex Trading of Brighton and as 
with other tapes from this company the 
packaging was poor and loading 
presented some problems. 

The game is written in Basic and can 
be listed, so it might prove useful to any 
one who is learning the art of program 
ming. 

As tor the game itself, it's a 3D adven-
ture, the aim being to find and kill a 
monster with a fire arrow. The arrows 
are useful protection against any 
goblins you may come across. 

A view of the location you are in is 
drawn in hires graphics. This is re-
drawn after every move — and becomes 
annoying after a while. 

The player enters the 
direction he 

wishes to face and then presses the 'F' 
key to move forward. The space bar is 
used to fire arrows. 

As it stands this is a fair game, but im 
provements could be made. I would like 
to see the monsters and goblins repre-
sented graphically — instead of using 
text. I also feel it would be a better 
program if it was re-written in machine 
code. It costs £4.95. 
• Get t ing s ta r ted 6 
• Value 6 
• Payab i l i t y 6 

Softporn Adventure is like no other 
adventure game you have ever played 
before. Instead of dealing with trolls 
and wizards you are challenged to find 
and seduce three women. 

The key to the game is the amount of 
money you have on you. You start the 
game with a thousand dollars but this 
will not last you long as whisky costs a 
hundred dollars a shot and you will need 
to bribe the manager of the club to get 
into his seamy disco casino. The only 
way to build up your cash supply is to 
gamble a few dollars in the casino. 

If you are hoping for hi res graphics 
depicting scantily clad young women 
then Softporn Adventure is not for you. 
It's a text only adventure with only 
written results of your moves appearing 
on the screen. 

UK suppliers of Softporn Adventure 
are S8D Software in Richmond. It runs 
on a 48K Apple and costs £ 17.95 - far 
cheaper than a real night out in a seamy 
casino. 
• Get t ing s ta r ted 9 
• Value 6 
• Payab i l i t y 6 

Deadline enables you to play your 
favourite sleuth for an afternoon as you 
weigh up ihe clues in this superb crime 
solving adventure. 

You gel a complete dossier of a crime 
committed on the 7th June 1982 when | 
the wealthy industrialist Marshall 
Robner died of an overdose of Ebultion 
- an anti depression drug he had been 
taking for some time. But was it suicide 
or was it murder? 

Your brown folder contains all the 
documentary evidence. This includes 
the Coroner's report, a large black and 
white photograph of the scene of death 
with a white chalk line showing the 
position and outline of where the body 
had been found and a letter from Mr 
Marshall's Attornies. 

This immensely popular game in 
America is now available in the UK Irom 
Pete and Pam Computers running on 
an Apple II and retailing athe slightly 
expensive price of £39.25. 
• Get t ing s ta r ted 9 
• Value 4 
• Payab i l i t y 7 

The Goblins which gave their name to 
this Apple adventure, also serve as its 
most unique feature. 

While the player is challenged to pit 
his wits against a horde of horrible 
monsters and nasty traps, the Goblins 
hide in the countryside scenes — 
presented in hi res graphics. 

If the adventurer is found loitering too 
long in any particular location, the 
Goblin will rush in io the attack wilh a 
good chance of killing the poor soul off. 

The game comes from Highland 
Computer Services of the US and 
costs £15.95. But it has only brief 
instructions on the disc and far too 
many arbitrary deaths. 
• Ge t t i ng s tar ted 6 
• Value 7 
• Payab i l i t y f ^ ^ 7 



MAZE GAMES 

Based on Pacman but adding a few 
twists of its own comes this latest 
game from the business software firm 
Campbell Systems. 

Gulpman offers good instructions 
with a comprehensive list of game 
options. 

There were fifteen different mazes to 
choose from with an option to vary the 
speed of the Gulpman and his chasers. 

Another interesting feature is a laser 
gun with a limited amount of energy 
with which you can shoot the chasers. 

On the minus side Gulpman has pretty 
basic graphics. The Pacman, for 
example, moves around the maze 
without moving his legs. It would have 
been more convincing had the program 
simulated some sort of running motion. 

At £4.95 I found this the most play-
able of the batch of Spectrum maze 
games tested. The variety of mazes 
adds interest. 
• Get t ing s tar ted 9 
• Value 6 

Payab i l i t y 7 

E 
Spookyman sounds more like the title of 
a new horror comedy film than the name 
of the latest Pacman type game for the 
Sinclair Spectrum. 

Although the maze looks lairly good 
the Pacman somehow tailed to con-
vince. If you got caught by one of the 
ghosts the game pauses for an annoy * 
ingly long period. 

There is also a sad lack of shrinking 
and gobbling sounds and the character 
tstic gulp, gulp, gulp, as you clock 200 
then 400 and 800. An adequate game 
but far from exceptional, from Abbex of 
London at £4.95. 
• Get t ing s tar ted 6 
• Value 5 
• Payab i l i t y 4 

Mazeman from Abersoft is a particu 
larly fast version of Pacman. The speed 
improves the payability considerably -
just as it does in the arcade original with 
quick responses. 

One drawback with this version is 
that joysticks are not widely available 
as yet for the Spectrum and playing 
Pacman without a joystick is rather like 
Blackpool without the illuminations. 

Again on the minus side the game 
from the Oyfed based firm produced no 
sound effects, bonus fruits or flashing 
ghosts. 

Despite my reservations Mazeman 
was a reasonable version at under 
£5.00.1 found it difficult to walk away 

B®*®^ © s i ftBa® smcsmm 
Pacman may well be the last ol the great craze arcade games after much 
mega-hlts as Space Invaders. Asteroids, and Galaxlins. 

Greater competition and an ever increasing number of games releases 
h i s created a much greater variety in the arcades and lew. If any. 
definable trends. 

But there is an added dimension to the Pacman story. While the game 
was reaching fever pitch popularity In the US the home computer boom 
was also beginning to happen. The game was soon converted for the home 
computer and Is now an essential part of the games players collection. 

The game takes Its name Irom the Japanese verb Piku - meaning to eat 
- which aptly describes the simple task of steering a yellow chappie 
around a maze — gobbling up dots, bonus fruits, and power pills as you go. 

There are two types of computer maze game. Straight rlp-ofts of the 
Atari original and developments ol the basic theme which add a number of 
original features. 

Things to look tor when buying a straight copy at the Pacman game are 
bonus fruits, an authentic and steadily accelerating movement ot ghosts, 
multiplying bonus score lor ghost gobbling, and an accurately shaped 
maze. 

II your computer has joysticks then make sure your maze game works 
with them. And beware, playing Pacman without a joystick is rather like 
Itshing without a rod. 

If you opt for an original maze game avoid gimmicky graphics, but look 
tor extra features which genuinely improve Ihe payability of the game. 

A choice of different mazes is a useful bonus as It is good tun developing 
strategies and working out the best routes. 

EUGENE LACEY 
from! 
• Ge t t i ng s ta r ted 
• Value 
• Payab i l i t y 

8 
6 
5 

E 
Cute comic character Hungry Horace 
adds the sparkle to the Psion software 
maze game for the Sinclair Spectrum. 

In this episode he plays cat and mouse 
with the park attendants, stealing their 
sandwiches and eating their prize 
winning daisies. 

There is also an alarm bell which 
Horace just can't resist ringing, much to 
the annoyance of the park attendants. 

The maze was a little bit on the simple 
side and a common problem with 
Spectrum games is the absence ot a joy-
stick - particularly acute with maze 
games - slightly detracted from my 
enjoyment. 

With this one reservation my overall 
impression was of an amusing game 
wilh entertaining graphics and worth 
the £5 price tag. It comes from Mel-
bourne House originally but is sold by 
Psion. 
• Ge t t i ng s ta r ted 9 
• Value 8 
• Payab i l i t y 7 

E 
Spectrum Spectres adds a few novel 
twists to the maze race range of games 
available for the Sinclair Spectrum. 

You play the part of Eddie the elec-
trician lumbered with the unfortunate 
task of rewiring a mansion which is 
haunted by four ghosts. 

You travel through the corridors 
placing tight bulbs to score points. If you 
can touch one ol the four generators in 
the maze you can ihen send the ghosts 
back to under the stairwell to score 
bonus points. 

Once you have cleared a complete 
floor you can move upstairs to the next. 

There is an added twist in that the 
generators only have a limited amount 
of energy which is shown in points at 
the top of the screen, 

This is a most entertaining and colour-
ful maze game with variety in the mazes 
and game play. 

Spectrum Spectres is manufactured 
by Bug Byte at f5. 
• Get t ing s ta r ted 9 
• Value 8 
• Payab i l i t y 7 

colour encoder fitted) and some simplifi 
cation of the rules - you don't get the 
frurt in this game. 

When you have run over an energiser, 
Snapper's mouth falls open and he can 
then eat the ghosts until it shuts again. 

There is only a few seconds of ghost 
eating time available to you. 

The second game, Minotaur, has 
impressive graphics too. The obiect ol 
this game is to take all the gold bars 
from the boxes scattered around the 
maze and put them in a sate while avoid 
ing the Mmotaur who is out to catch and 
eat you. 

All this is done with 3-D pictures of 
the passages and various objects to be 
found in them. If you get completely 
lost, it's possible to call up a map ot the 
labyrinth to show where everything is. 

Another scheme for keeping track of 
events, is to mark the floor with a big 
cross so that you can remember where 
you've been. The game is difficult lo win 
and ends when you have put all five bars 
in the safe or finished up on the Mino 
taur menu 

The sound effects in this game tell 
how far away the Minotaur is - he 
growls when he is getting close. 

The third game on the tape is Babies, 
which has litlle to do with mazes. It is a 
close copy ot the LCD watch game, in 
which babies tump out of a burning 
building and must be caught before they 
hit the ground. 

The tape costs £11.50. 
• Ge t t i ng s ta r ted 9 
• Value 9 
• Payab i l i t y 8 

The ninth Atom games pack from 
Acornsoft rates as the best of the 
series. 

The three games on the cassette, 
Snapper. Minotaur and Babies, use 
graphics and sound effects to the 
utmost, showing just what can be 
achieved on the Atom. 

Snapper is a version of Pacman, 
simplified somewhat for the Atom. The 
changes include turning the ghost 
pursuers and the Snapper itself into 
circles (colour circles if you've got the 

The ttfcmpus kirks in his lair deep 
beneath the ground. In this labyrinth of 
caves he waits for the unwary to 
blunder in and present themselves as 
supper. 

This cave dweller is so deadly that 
none who have ever entered his caves 
have ever escaped. He wolfs them down 
so quickly they nevei have a chance. 

The Wumpus that dwells in the Texas 
Instruments Tl 99/4a cartridge is pretty 
typical of the species. 

The amazing thing is that there exists 
a breed of tough Mjmpus hunters who 
still warmer down into the depths and 
reckon to have a fair chance of killing 
the beast. 

Their only chance is to fire a special 
corner rounding arrow into the correct 
cave without actually entering it. As 
IMimpus hunters are only equipped with 
one arrow, they don't get a second 
chance. 

U i V ^ V ^ w 
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This seemingly hopeless task can be 
achieved by the more logical amongst us 
as the Wumpus leaves clues to its 
whereabouts. In fact every cavern 
within two caves of his lair bears the 
taint of the creature. 

By noting these, the player can often 
logically deduce the whereabouts of the 
creature. 

Other hazards in this maze of caverns 
and passages include slime pits which 
offer death jusl as certainly as the 
Wumpus itself and a bat who bears 
grudges against those who disturb it. 

This bat will suffer intruders once but, 
on entering his lair a second time, the 
player is grabbed and deposited else 
where in the complex. 

Among the different levels of the 
game, it is possible to attempt to track 
down the Wumpus in a particularly 
difficult and twisting series of tunnels. 
Or. the very brave may even elect to go 
Mimpus hunting blindfold. 

A computer maze game with a long 
history. Wumpus brings the art of logical 
deduction to life but offers a pinch of 
luck which means that sometimes the 
odds are with the Wumpus. If you like 
working out mastermind problems, 
you'll probably enjoy Vtompus-hunting. 

The cartridge costs £19.35 from 
Texas dealers. 
• Get t ing s tar ted 9 
• Value 7 
• Play abi l i ty 8 

Larry Bain is a plumber with the Rodent 
Rooster Plumbing Service who installs 
pipes throughout the levels of Rat Alley. 

This is a maze race game ot the 
Pacman type. Instead of ghosts you are 
chased by giant rats. 

To keep down the rats you are 
supplied with two cats and two traps. 
Trouble is the cats are scared motion-
less and the traps only hold the rats lor 
a few seconds. Although the cats will 
scare some of the rats there is a breed 
of super rats running around in this 
maze who will simply eat the cats. 

Periodically replacement cats and 
traps are dropped in the centre of the 
maze and these must be picked up 
quickly before they disappear. 

Once you have plumbed one maze 
completely, another maze commences 
with smarier rats. 

11 costs £22.95 from Gemini 
Electronics. 
• Ge t t i ng s ta r ted 8 
• Va lue 8 
• Playabi l i tv 8 

Atari Pacman is probably the most 
authentic arcade to home computer con-
version ever made, rivalling Acornsoft's 
Snapper and Commodore's Jelly 
Monsters. 

Books, records, T-shirts, telephones 
and even suspender belts have all been 
marketed in the US carrying a motif of 
the cute little yellow gobbler. 

Computer gamesters need no intro-
duction to Pacman but for the un 
initiated it is a case of running around a 
maze gobbling wafers, bonus fruits, and 
power pills whilst dodging the four 
ghosts that are in hot pursuit. 

Not to be played if you have an 
appointment. Pacman runs on an Atari 
400 or 800 and is available in cartridge 
formal from most Atari stockists al 
around the £30 mark. 
• Get t ing s ta r ted 9 
• Value 6 
• Payab i l i t y 9 

With the disappearance of Bug Byte's 
excellent version of Pacman for the Vic 
20 under the threat of legal action from 
Atari - the owners of the Pacman copy-
right - Puckman is one ot the tew 
authentic versions of the game left. 

Puckman has all the principle features 
of the arcade game. The ghosts chase 
you through a maze full of dots which 
you must eat up as you go along. If you 
eat the power pills in the corners of the 
maze you can eat the ghosts. 

Every so often a bunch of cherries 
appear in the centre of the maze which 
are worth a lot of extra points. 

The graphics are surprisingly clear 
considering that the game is written lor 
the unexpanded Vic. 

My main criticism is thai the Pacman 
is difficult to negotiate through the 
maze as the keys that move him tend to 
stick. 

Once you press a key to move him he 
will continue in that direction even 
when you take your finger off the key. 

Puckman is available from Morris 
Associates at £5 .50 . 
• Ge t t i ng s ta r ted 8 
• Value 7 
• Playabi l i ty 6 

0 

Acornsoft seem to be undertaking a 
one-company campaign to prove that 
the BBC is the best games machine 
around. 

They've proved their point to me. 
Snapper is a Pacman variation which is 
very dose to the arcade game and every 
bit as playable. 

Only keen arcade fans will notice the 
difference between Snapper and the 
original. It has a slightly different maze 
layout but the ghosts make life just as 
difficult around the new format. 

Fruits follow the arcade pattern and 
the Snapper still has tour corner 
energisers to run to in times of stress so 
he can turn the tables on his opponents. 

The tunnel leading off-screen is also 
there and you have a high score facility 
as well as the usual catchy tunes. Mar-
vellous arcade fare at £9.95. 
• Get t ing s tar ted 7 
• Value 8 
• Playabi l i ty 9 

Y 
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SPACE ATTACK 

i 

Pilot the Starblazer on a mission to 
destroy enemy radar bases which are 
ruining your chances of a successful 
mission. 

You can only bomb the bases from 
close range which is particularly 
difficult to do without crashing into the 
pylons. 

Points are also awarded for bombing 
the radar out buildings though you 
cannot fly on to the next part of the 
mission uniil you have destroyed all the 
radar dishes. 

Once the radar installations have been 
destroyed the Starblazer zooms up to 
the top right hand corner of the screen 
and mission two flashes up ihe message 
"destroy supersonic tank". This, alas, 
is easier said than done. 

First you musl dodge or shoot a 
barrage of missiles which fly ai you at 
great speed moving teft to right across 
the screen. If you survive this lot you 
then attempt 10 divebomb the super-
sonic tank which - maddeningly -
seems to be always out of your bombing 
range. 

A most addictive "shoot em out" 
game. 

Starblazer runs on an Apple II in 48K. 
II is available from Software House at 
£19. 
• Get t ing s tar ted 9 
• Value 7 
• Payabi l i ty 9 

A dual sensation of flight and speed are 
the two key attractions in a new 30-
Apple space game from America called 
Zenith. 

Your mission: defend the new space 
city which is being constructed to house 
the inhabitants of the old galaxy. The 
aliens are attacking. Spiralling towards 
you in colourful geometric shapes. 

You wrestle with the joystick in an 
attempt lo keep your ship steady, and 
get the aliens in your gun sights - as 
the chequered ground sways to and fro, 
zooming past beneath you. 

Zenith is produced by the new 
American software house Gebelli. 

The games impressive payability and 
superb graphics put it firmly in the 
highly recommended category with 
plenty of action. 

It is available in this country Irom 
S8D Software at £21.50. 
• Get t ing star ted 9 
• Value 8 
• Payabi l i ty 8 

} 

Science fiction buffs have explored the galaxies from the comfort ot their 
armchairs for docades thanks to authors Ilk* Michael Moorcock. Arthur C. 
Clarke and Frank Herbert. 

Now there Is an even easier way to stretch your Imagination out Into the 
stars - through the medium ot home computer space games. 

You are now the space hero battling against evil forces intent on the des-
truction ol the earth or event the universe. Pit your wits against alien 
beings with powers beyond Imagination. In tact imagination Is only limited 
to the typo of program that you can obtain for your micro. 

In this article we tall you some of the things to look out for when buying a 
computer space game. 

Whatever type of micro you own. you may be sure that there will be s 
number of space programs to choose Irom. 

Buying software by post means that you have to rely on advertisements 
when making your choice, but you can also choose from the ranks ot 
cassettes on display In local computer shops. And doa't forget that 
magazines, like Computer and Video Barnes publish games. 

It is not possible to recommend a set type of space game program as 
many of the features are matters of Individual choice. 

Straight forward attack games in the Spaco Invader vein still have a lot 
of appeal and some of the latest versions based on this theme are 
excellent. 

Programs are available to take you Into the realms ot space adventure 
whero deduction, strategy, memory and planning are as much a require-
ment as quick finger on the tire button. 

Micro versions of arcado games Ilka Defender and Galaxians. to name 
but two from a vast selection, are fast, colourlul, highly playable, and in 
tome recent cases extremely authentic versions of their arcade counter-
parts. 

With the advent of the new gonaration of low priced computers, high 
standards aro expected with this type of program. So look tor good pre-
sentation with clear instructions. 

Where applicable the program should have high score facilities as well 
as good use ot colour and sound. But the main points to took tor are excite-
ment and enjoyment without which the games will not hold you attention 
tor long. 

PAT NORRIS 

variety, then as large green birds which 
can lose wings without being affected. 
And finally in a mothership which 
contains a fuel cell. If this is blasted suc-
cessfully the timer resets and you can 
start all over again. 

Guaranteed to give you an aching 
wrist. Winged Avenger, unfortunately, 
doesn't leave much scope for tactics. It 
costs £6.95 for the ZX Spectrum. 
• Get t ing s tar ted 8 
• Value 6 
• Payab i l i t y 4 

For sheer frenetic action it's hard to 
beat conflict with the hordes ol Winged 
Avenger from Workforce. 

These outer space fleets dive out of 
the sky, scattering bombs in all direc-
tions and challenging you to match their 
fearsome fire. 

You are represented on the screen by a 
small laser base, with left and right 
controls plus fire and shield. 

A timer ticks down from 500 and you 
have to get rid of wave after wave of 
aliens. This can be done in two ways, by 
shooting them or by running into them 
while they spend time on the ground. 

Bolh are equally effective. But as the 
aliens have a tendency to swoop down 
at your position regularly, it is possible 
to build up quite a score by merely 
staying still and letting them crash 
against you - I have wiped out whole 
waves without touching the controls. 

There are speed levels from a sedate 0 
to a hectic 6 and the aliens come in 
three waves. First the small round 

E 

addictive game of space attack. 
Arcadia is produced by the new Liver 

pool software house Imagine and is 
also available for the uriexpanded Vic 
20. Both versions are availahle at 
£5.50. 
• Get t ing started 8 
• Value 8 
• Payab i l i t y 8 

Dragon Games 2 features Snake, 
Lander and Space Invaders. All three are 
written in machine code. The first two 
use the highest resolution and so are in 
black and white - but this does not 
affect the quality. 

Snake is similar to the arcade version. 
The aim is to gam as many points as 
possible by shooting the snakes. You 
move your man around the screen using 
the cursor keys. He fires when you 
press the space bar. An entertaining and 
addictive game. 

Lander is another interpretation ot an 
arcade game. It's a standard version 
which gives you the choice of two 
landing pads - worth differing amounts 
of points. The cursor keys are used to 
control the craft - and this requires a 
lot of skill and practice. I found mysell 
playing this game more than any other. 

I could suggest a changing landscape 
as an improvement - otherwise it's an 
excellent adaptation. 

Dragon users wili be pleased to see 
the classic video game — Space 
Invaders — up and running on their 
micro. Being in machine code, move 
ment of the alien invaders is smooth. 
Although not as good as Dragon Data's 
own version on ROM cartridge, it is 
better value for money. 

From J. Morrison Micros, it costs 
£5.95. 
• Get t ing s tar ted 9 
• Value 9 
• Payab i l i t y 8 

Arcadia is advertised as the "meanest 
shoot 'em up game ever" and it certainly 
does give you a wierd and wonderful 
assortment of aliens. 

They attack in eleven waves of 
progressive difficulty and come in 
different shapes and sizes. 

You can move from left to right across 
the bottom of the screen and also thrust 
forward. 

The game makes good use of the 
Spectrum's colour capabilities but most 
importantly it lives up to the advertise 
ment blurb and gives you a good 

Enclosed with my copy of Dragon Trek, 
produced by Salamander Software for 
the Dragon 32, was a short letter con 
taining the aims of the producers "to 
offer high quality professionally pack 
aged software at a reasonable cost." 

After a battle loading badly produced 
software from other companies I was 
sceptical about this claim. However. I 
am very pleased to say that my fears 
were unfounded. In fad I think Sal 
amander surpassed their aim. 

Dragon Trek came attractively pack-
aged with comprehensive instructions 
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in a thorough 16 page flight manual. 
This is a real lime version featuring 

full colour tactical status and long 
range scanner displays, hyperprobes, 
tractor beams and Klingons. A lot of 
work has gone into producing this 
tape! 

The various displays are all well 
designed and arranged — easy to read 
and understand. 

The aim of the game, of course, is to 
wipe out the Klingon fleet. Using 
various keys you can call on your long 
range scanner, call up a damage 
report, go into warp drive, or send youi 
hyperprobe on ahead of the Enterprise 
to see what's going on. 

On challenging a Klingon you can 
activate your defence screen and 
choose your weapons — phasers or 
photon torpedoes. Phaser fire is con 
trolled by your on board computer and 
you direct a torpedo using your 
joystick. 

When energy is running low docking 
with a siarbase will recharge them and 
replenish your weapons. 

Black holes and supernovas add 
extra hazards as you journey where no 
man has gone before. 

I find it difficult to fault this tape, 
but perhaps ihe explosions of Klingon 
ships could be a bit more dynamic. 

Excellent presentation along with 
good use of the Dragon's facilities left 
me thinking - why can't all software 
come up to this standard! 

At only £6.95 order your copy now 
- before they sell out! Sorry I have to 
go, my crew needs me . . . . 
• Get t ing s ta r ted 9 
• Value 9 
• Payab i l i t y 10 

board, but that is part of the skill of the 
game. 

If you are a keen Defender fan from 
way back (about 1980) and are still un-
convinced that the detail can be as close 
as I've outlined, let me assure you. 

The third wave often finds all three 
pods in smart-bombing position on the 
screen and the programmer has even 
included Swarmer "bleed" should you 
slightly miscalculate on this tactic. Mar 
vellous entertainment and pure 
addiction at £9.95. 
• Get t ing s ta r ted 8 
• Value 10 
• Payab i l i t y 10 

nvasion Force is an oiiginal and addic-
tive game from Artie Computing of 
Hull. You are under attack from an alien 
command ship with a fleet of bombers 
which form the advance wave. 

Below the ships is a wall, constantly 
moving from right to left obscuring your 
line of tire. 

Your mission is to destroy as many 
bombers as possible, earning 1000 
points for each one downed. Ultimately 
you will have to gun for the base itself 
but this is pretty well impossible. 

There are two levels of play - which 
is a bit ot a minus as I would have prefer-
red a third faster level. 

My only other criticism is that after 
each game you must go back to the in-
structions. It would be better if you 
could simply press a key to continue. 

Despite these drawbacks my overall 
impression was one of an Bnjoyable 
addictive game. It costs £3.95. 
• Ge t t i ng s ta r ted 9 
• Value 6 
• Payab i l i t y 7 

As close a copy of the brilliant arcade 
game of Defender as you are going to 
gei on a home computer. 

That's Acornsoft's Planetoids which 
runs on the BBC Model B. If anything, it 
is slightly faster than the arcade 
original. 

You have the scanner on the top ot the 
screen to show the entire planet 
surface, so sneaky landers can't grab 
humanotds away from the main action 
without your knowing. The aliens and 
the sound effects are faithfully repro-
duced and all the usual controls are 
there. 

These seven necessary keys to 
control your craft take some getting 
used to and in moments of extreme 
panic I still find my fingers thudding 
down on quite useless parts of the key 

spaceship. This choice of bases, 
however, has upset the local bug-eyed 
population and they are determined to 
send you back where you came from or 
destroy you in the attempt. The aliens 
launch swarms of ships to battle 
against your probe. 

One particularly outstanding feature 
of this game is the synchronisation of 
the graphics with a soundtrack on a 
separate voice recorder. This gives you 
a full briefing from Cape Canaveral the 
first time the game is played. 

There was a slight snag here though. 
It was not always easy to synchronise 
the voice tape with the play tape. 

Moonbase lo provides a fast machine 
code game with player missile graphics, 
redefined character sets, fine scrolling 
and impressive sound effects. 

The game has three phases. To secure 
each of the three moonbases, the player 
must pass a docking phase - impeded 
by swarms of aliens and the nearby 
moon - and if successful, transport to 
the surface of each moon for a phase 
which involves defending the base 
against more formations of aliens. 

In addition there are seven skill levels 
- from novice to galactic wizard - with 
variations in scoring and reserve ships. 
Some hidden features are also 
promised, although I never managed to 
survive long enough to experience them 

Moonbase lo runs on an Atari 400 or 
800 in 16K and requires a joystick con 
troler and can be obtained from Centre-
soft at £24.95. 
• Get t ing s ta r ted 6 
• Value 6 
• Payab i l i t y 8 

A space mayday message brings a swift 
response from your mother ship in Space 
Rescue. 

Five spherical life support pods are 
stranded on hazardous alien terrain in 
this Pet game and your job is to bring 
them safely aboard the ship. 

Out of the rescue hatch goes the 
ship's recovery shuttle which is control 
led by means of ihe Pet's keypad. The 
shuttle is released by pressing a "2" to 
move it planetwards and from this 
moment your score increases by one for 
every second you survive. 

To rescue a pod, ihe shuttle must be 
positioned immediately above it, and the 
"A" key pressed. This manoeuvre can 
be difficult on the higher skill levels 
since the shuttle moves quickly but the 
control key is responsive. 

Next, the shuttle should be guided to a 
position just above the mothership and 
the pod dropped through the rescue 
hatch by pressing "0". If you miss the 
pod drops back to the planet surface. 

On saving all five pods, you are invited 
to dock with the mothership tor a bonus 
of 500 points and then it's on to the 
next skill level to try and repeat your 
hard earned rescue. 

Supersoft has succeeded in creating 
another addictive game purely because 
it is so hard to master. It costs £8. 
• Ge t t i ng s tar ted 5 
• Value 7 
• Payab i l i t y 9 

Moonbase lo - pronounced eye-oh - is 
an arcade-style space game. It is 
actually a combination of three games 
- inspired by the recent flights of 
Voyager 2 to Jupiter. 
The "lo" in the game's title refers to 
one of the four major moons of the solar 
system's largest planet. Since Jupiter 
was discovered to be a large mass of in-
hospitable liquids and gasses. unsuit-
able tor landings. 
This game uses the moons lo, Europa 
and Ganymede as moonbases for your 9 
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NOVELTY GAMES 

10 

Can you throw the switch that stops 
the robot before he blasts you? That's 
the challenge issued by Viking 
Software of Bournemouth on their 
latest tape for the 8BC B - oddly 
enough called Robot! 

You control a little man being shot at 
by a big robot. Unfair, I hear you shout. 
The little man can save himself by 
dodging the robot until he gets to the 
bottom of the screen where there's an 
OFF switch which will immobilise the 
metal monster. 

This is an addictive game - although 
it's a bit slow having been written in 
Basic. It costs £4.95. 
• Get t ing star ted 7 
• Value 7 
• Payabi l i ty 7 

A belligerent old soldier refuses to leave 
his wartime enclave high in the Cannon 
Blitz Hills. 

For him the war still rages and he will 
shower anyone who passes below with 
cannon balls. You must dodge the 
cannon balls and escape to the next 
level where a balloon is waiting to carry 
you safely out of range. 

At the third level of this game you 
have to jump from platforms onto a 
moving escalator which takes your little 
man to the top of the hill where he can 
deal with the old soldier. 

A game of impressive graphics with 
obvious associations with the popular 
arcade game Donkey Kong. Cannon Ball 
Blitz is available from Spider Software 
at £19.95 on disc for the Apple II. 
• Get t ing star ted 9 
• Value 6 
• Payab i l i t y 6 

( o i m ' f e f i © s m s i & l 
The video games business In America his until quite recently been 
referred to i s the recession prool industry. 

Its astonishing growth over the last tew years has been due In lirge 
part to the wizardry and Imagination ot the games designers. 

As well at the ubiquitous "shoot-'em-up" spice games we hive hid 
exciting idventure games like Tutinkhim and Space Dungeon ind more 
recently sheer fantasy with Donkey Kong and Pengo. 

Most computer gamesters will be f imil i ir with Donkey Kong ind 
Frogger and versions based on these novelty games i ra now available 
tor most ot the populir micros. 

There Is no need to restrict your purchases to straight copies el 
arcade hits. Thare i re no rules for novelty games. The only restriction Is 
the breadth of Imiginition on the part ot the programmers ind game 
designers. 

Despite this t h e n are some common elements which you should look 
out for which will collectively contribute to a good game. 

6ood graphics are by definition crucial to the success ot novelty 
games. The characters must be cute or plausible, wall defined, and 
above all centnl to the general theme of the game. 

Sound effects can often make or break novelty games. Some of the 
new arcade machines excel here, such as Pengo for example, with a trio 
ol t ip dinclng baby penguins who do i little number lor you If you get i 
sufficiently high score. Your home computer will not be ible to provide i 
song and dance routine but providing the program is a good one. It 
should be able to produce soma impressive sound effects, and this is 
definitely something to look for when miking your purchise. 

Graphics, sound, and plot are i l l Importint elements of • good novelty 
gime but they can never compensite tor a game thit basically is not 
playable. Look for that little twist in a gime which will keep you coming 
back for more. 

EUGENE LACEY 

Pull the toystick down and you add 
height to his jump - push up and you 
stretch htm further. 

As Pogoman moves down the street 
past trees, office blocks and parked 
cars a number of obstacles appear in the 
road in front of him. All these must be 
jumped over in order for him to continue. 

The further he gets the more difficult 
the obstacles become. A bird swoops 
down from the sky to try to knock 
Pogoman off his stick. 

There is also a guard who rushes out 
from the right hand side of the screen to 
knock Pogoman down. Pogoman runs 
on Atari 400 or 800 with versions avail-
able on disc or cassette. 

II is imported into the UK by Calisto 
Computers of Birmingham and sells at 
around £20. 
• Get t ing s tar ted 9 
• Value 6 
• Payab i l i t y 8 

The sheriff is on your tail and you will 
need to drive smartly to give him the slip 
or make a spectacular leap across the 
river and watch his car nosedive into the 
water as he tries to follow you. 

Hazard Run is based on the popular 
American TV programme the Dukes of 
Hazard, 

The game is available from Adrian of 
Middlesex, running on the Atari 400 and 
800 and retailing at £21.50 for 
cassette and £24.95 for disc. 

A good novelty game if a little pricey. 
But it does allow you to relive the TV 
series. 
• Get t ing s tar ted 7 
• Value 5 
• Payab i l i t y 6 

Pogoman will make you jump with joy. 
The idea of the game is to make 
Pogoman jump up and put out the streel 
lights. Points are awarded tor each lamp 
blacked out. 

Move the joystick slightly to the right 
and Pogoman will do a little bunny hop. 

Those crazy Duke Boys have been 
making moonshine again and gunning 
the souped up General Lee around 
Hazard County leaving the sheriff in a 
spin. 

This game turns reckless driving into 
an indoor pursuit. 

You are at ihe wheel of the souped up 
Chewy as you drive through farmyards, 
lanes and twisting country roads. 

many of the advancing Black Riders as 
possible. To kill the Riders you must 
release a thunderbolt by pressing the 
shift key. Quickly release the key when 
the bolt is centred on a Black Rider -
this will explode the bolt - killing the 
Rider - which then glows red and dis 
appears. 

If you fail to release the key quickly 
enough the bolt will pass through your 
target and leave him unharmed. 

The graphics are most convincing -
particularly the galloping motion of the 
horses. 

A highly original and addictive game. 
Shadowfax is available from Postern 
Limited of Cheltenham at £9.00. 
• Get t ing star ted 8 
e Value 8 
e Payab i l i t y 8 

r? L i 

Shadowfa* brings one of the most 
exciting chapters of Lord of the Rings to 
the screens of your Vic computer. 

The game takes its name from Gan-
dalf's horse - the swiftest beast in 
Middle Earth. 

This is your chance to ride Shadowfax 
as you gallop against the Black Riders of 
Sauron - the Dark Lord of Mordor. 

The idea of the game is to shoot as 

Hopper is Frogger with a whole lot of 
differences. The game has undergone 
some Rabbit Software replanning on 
its way into 3.5K of memory tor the 
Vic 20. 

You still command a hopping creature 
and it still has to get over a busy road 
and across a log filled river to one of five 
bases in a bank to score, but there the 
similarities end. 

This poor amphibian also needs to 
negotiate parked cars on either side of 
the road, he has to avoid houses on s 
grassy verge in the middle of his adven 
ture and finally he has to swim the river 
avoiding the brown logs! 

All this and a quickly counting down 
time limit serve to make the game more 
difficult than the arcade original, but not 
as enjoyable. 

Hopper is rescued by some very suit 
able sound effects which sploodge him 
around the screen with such an air of 
dampness you feel he's leaving a soggy 
trail behind him. 

The parked cars and houses are im 
mobile, so add little to the game, five 
streams of iralfic on the load are easily 
crossed with the two lanes of brown 
speeders being quite infrequent. 

This leaves the river, which is where 
the difficulties start. It's seldom that a 
free white route leading to a home base 
becomes visible in the brown murk. 
When it does it's usually closed before 
you get across. So you're left hopping 
between the logs enclosed on all sides 
hoping a white space will appear above 
you. 

But this tactic fails down as you are 
not allowed to hop along the bank at the 
end to a home base. 

Hopper costs £9.99. 
• Get t ing s tar ted 9 
• Value 5 
• Payab i l i t y 4 

r r 
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ASTEROIDS 

Software for the Dragon 32 is gradually 
becoming available and arcade fans 
with one of these new microcomputers 
will be pleased to see two versions of 
video game favourites for their machine. 

Meteor Run - a version of arcade 
asteroids - and Breakout are two 
games on a tape titled Arcade Action 
produced by Apex Trading of Brighton. 

Loading instructions were supplied on 
a sheet of computer printout paper. The 
instructions were short and precise, but 
the packaging was poor. 

The cassette interface of the Dragon 
has always proved reliable but loading 
these games turned out to be a long 
struggle. Breakout defeated this 
reviewer - and on listening to the 
recording I found it to be really quiet. 

Meteor Run was also a struggle to 
load - it's a pity it wasn't worth the 
effort. It is a short program written in 
Basic. You control a space craft - using 
the left and right cursor keys — while 
dodging meteors represented by red 
graphic blocks. You have to shoot 
enemy ships using the space bar to fire 
your laser. 

It held my attention lor all of two 
minutes — but being in Basic it can be 
listed and may be helpful to beginners. 

All in all this was a very disappointing 
package - one not worth the £4.95 
price tag. 
• Get t ing s tar ted 2 
• Value 4 
• Playabil i ty 3 

Electric Pencil Company's version of 
Asteroids for the 2X81 is the best I have 
played. It has superb instructions, it is 
fast, has great graphics and good game 
options. 

The spaceship was cleverly repre 
sented by either an *A'. T , 'D' or X". 
Block symbols from keys Q, W, E and R 
were used for 45 degree angles. 

There are four sizes of Asteroids and 
these were just about right. Their speed 
varied during the game - getting pro-
gressively faster. 

The game has five speed levels. Level 
3 should satisfy all but ihose of you who 
score a billion points for 20p. 

There is an option for doubles or 
singles and the five top scores and 
names can be displayed. 

I F t e & m g ft® i 
Who can resist blowing up asteroids? To have them careering about In the 
privacy ot your own home Is sheer ecstacyl 

Bui what flavour do you prefer? This game has been multiplying at an 
alarming rate and with so many about how do you choose? 

The first consideration must surely be how last, there Is tittle point 
getting either a game that is so slow that it bores you to death or so fast 
you find It unplayable. 

Next consider the controls you are offered, rotate left, rotate right and 
fire are universal but what ot hyperspace and thrust? Is the thrust ol the 
move stop variety or a true Inertlal thrust (turn round and thrust to stop 
yourself moving). 

Then you may consider features: How many sizes of rock do you get? 
Two. three or more? How many saucers do you get. do they fire at you? 
Have you a wrap around screen? What does the game look like? Ooes It 
have hi-res graphics, colour? 

Does it have different attack waves (more rocks each wave)? Does the 
game have an attract mode, tull scoring, high score, bonus ship? 

Finally, does the game have any special features such as particularly 
outstanding graphics, sound or speech? 

A game that has most ol the above features Is likely to be fairly dose to 
the arcade original and give you hours ol entertainment. 

MARK EYLES 

chart - in true arcade style. 
You are also provided with a key 

board overlay which, although it seems 
just like a gimmick, is actually quite 
useful in Asteroids where you have 
five controls to concentrate on. 

A most playable and authentic 
version of the hit arcade game. 

The game runs on the Spectrum and 
is available from Quicksilva at £4.95. 
• Get t ing s tar ted 5 
• Value 7 
• Playabil i ty 8 

A great game lor one or more players, 
this version of Asteroids is manutac 
tured by the Electric Pencil Company 
at £3.95. 
• Get t ing s tar ted 8 
• Value 8 
• Playabii i ty 9 

Quicksilva Asteroids for the 2X81 got 
off to a bad start as it did not supply any 
game play instructions. 

After a lengthy process of key 
fumbling I managed to locate the 
correct controls and played a fairly 
average game. 

There were no alien saucers to shoot 
at for bonus points and the asteroids 
themselves were just clusters of 'O's. 

I found it difficult to tell which way I 
was facing as the ship is represented by 
a number from 18 - depending on 
which way you're facing. It will take 
you some time to master the controls, 

Responses are fairly fast and you can 
turn clockwise 17 or 4), anti clockwise 
(5 or 6). fire II or Ql and to thrust 
forward (2 or 8). 

Flash packaging fails to rescue a par-
ticularly mediocre version of this hit 
arcade game. Il costs £3.95. 
• Get t ing s tar ted 2 
• Value 5 
• Playabil i ty 5 

Armed with a photon cannon, your 
mission is to destroy the oncoming on-
slaught of rocks before they collide 
with your ship. 

The larger asteroids split into two 
when hit to the sound of a satisfying 
rumbling noise. These may be, in their 
turn, split to become two small 
asteroids which, if hit again, will 
become cosmic dust. 

You have a hyperspace button which 
will make you momentarily disappear 
and then randomly replace you some-
where on the screen. 

The game is reasonably fast with 
adequate sound effects. 

On the minus side the operating keys 
were ridiculously far apart and the ship 
would not turn quickly enough. 

A reasonable game but not without a 
few flaws. From Computer Concepts 
for £8.97. 
• Get t ing s tar ted 7 
• Value 4 
• Playabil i ty 4 

BBC n 

Asteroid Belt is a version of the 
popular arcade game asteroids for the 
BBC model B. 

Meteor Storm is a close copy of 
arcade asteroids for the Sinclair 
Spectrum. 

The asteroids were represented as 
geometrical • line drawings drifting 
weightiessly towards your ship. 

The game displayed clear instruc-
tions on the screen and also showed 
you the value of the various asteroids 
and flying saucers on the screen. 

The game kept a running total of the 
high score and also allowed you to 
enter the initials of the top 10 high 
scores of the session on a hall of fame 

Official Sinclair writers Psion have 
entered the battle for Spectrum 
asteroids with Planetoids. 

This game is not quite so close to 
the arcade original as the Quicksilva 
version though it is none the less 
impressive for this. 

The game has an excellent fire mech 
anism - the missiles could be fired in 
quick succession and reached their 
targets swiftly. The game had the 
essential five features - rotate right, 
rotate left, fire, thrust and hyperspace. 

This version also includes the 
missile spraying UFOs which really add 
spice to an Asteroids screen and 
usually warrant a torrent of abuse 
after one of their more successful 
excursions. 

One drawback was the lack of 
inertia on the thrust button. This 
makes the game slightly easier to play 
but would upset the purists who want 
to play arcade Asteroids on their own 
TV sets. 

Despite this one reservation, the 
game plays pretty good Asteroids and 
is a more than reasonable piece of 
software for £5.95. 
• Get t ing star ted 5 
• Value 6 
• Playabil i ty 7 

Softek Meteoroids is the third and 
final version of asteroids we tested. 

It too offers most of ihe features we 
have come to expect from ihe arcade 
original. 

However the Softek programmers 
have also tried to get away from the 
usual asteroid design of craggy white 
outline and little else inside. The 
Softek version leatures an admirable 
attempt to simulate the rocklike 
texture of asteroids. 

This version has been written lo work 
with some of the new Sped rum joy-
sticks. An adequate game of Asteroids. 
• Get t ing star ted 5 
• Value 5 
• Playabil i ty 6 
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SCRAMBLE 

12 

Choplifter is the fop selling game in the 
US for the Apple computer. 

Superb graphics and superior game 
play have shot it to the top of the 
charts. 

You play the part of a helicopter pilot 
on a mission to rescue hostages trapped 
inside enemy barracks deep inside 
hoslile territory. 

Each time you rescue a hostage the 
computer emits a high pitched bleep 
telling you that the hostage is safely 
aboard. 

You can only carry 16 hostages with 
out overloading the chopper so you will 
have to make more than one sortie into 
enemy territory. 

The number ol hostages rescued and 
tanks destroyed is recorded at the top 
of the screen. 

The game is best played with joy-
sticks although this reviewer played 
Quite an interesting game using paddles. 
The helicopter can fly backwards, 
forwards and sideways - leaning into a 
dive most realistically, it is also quite 
difficult to control and will take you 
some time to master just as a real 
helicopter would. 

A most addictive game and easy to 
see why it did so well across the 
Atlantic. 

The game is available from S.B.D. 
Software and costs £19.95. 
• Getting started 9 
• Value 7 
• Payability 8 

® 3 & ® W a y 

Scramble was one ot the hit games 
ol the post Space Invaders boom 
and still bangs on stubbornly to Its 
prime positions in arcades, pubs 
and motorway services. 

Its addlctlveness Is due to the 
challenge It sets you to get further. 
It's not how much you score that 
concerns the Scramble fan so much 
as how f i r he can gel. Can you get 
beyond the yellow zig-zaggers, or 
the red fireballs? Or have you got in-
to the maze yet, and II so how tar 
have you got Into it? Ultimately, 
have you shot the robot? This is the 
supreme test for Scramble aces 
who have successfully piloted their 
craft through the preliminary levels. 

Any computerised version of this 
popular arcade game should 
recreate this graded level of dif-
ficulty. This can be achieved by 
varying the speed ot the attacking 
aliens or the difficulty of the scroll-
ing terrain to be flown over. There 
must also be some final adversary 
like the robot In the arcade version. 
It is crucial to be able to move back-
wards and forwards as well as up 
and down. Scramble can only really 
be enjoyed with a joystick. A good 
version will enable you to bomb and 
shoot at the same time. 

EUGENE LACY 
in the open, then you enter the caverns 
and take on some aliens. In stage three 
you encounter the meteors and level 
tour has only a narrow channel to fly 
down. That was as far as i got (8.300 
points if you want to try and beat it). 

In all there are six phases to the game 
which requires a 16K Rampack and 
costs £3.95 from Colourmatic. 
• Getting started 9 
• Value 8 
• Payability 9 

Take up the Gauntlet and tackle a 
thrilling subterranean Scramble chal 
lenge for the ZX81. 

The object of the game is to fight your 
way through fortified caves with bombs 
and a laser gun. You start with three 
craft and get one more every 6.000 
points. These are controlled by: "0" key 
for up and back; "W" for up and 
forward: "A" down and back: "S" 
down and forward. 

"B" and "M" give you control over 
your guns and bombs, and the game is 
quite easy to get to grips with. 

You are actively encouraged to make a 
copy of the game but that hardly proved 
necessary as the game loaded every 
time and the instructions are also very 
clear. 

The first part of ihe game leaves you 

As it is, the flight control keys: fast, 
slow, the crucial up and down, are in the 
" + " position and take a lot of getting 
used to. The other controls are laser and 
bomb. 

You are faced with eight challenges in 
this thrilling and addictive game. First 
travel overland, bombing as much fuel 
as you can to keep energy up, blasting 
missiles and helicopters on the 
mountain ranges. 

In stage two the missiles fire back 
launching into the air, stage three takes 
place in the Wiggy tunnel and that's 
where I met most of my destructions. 
Stage four is set in the cavern, stage 
five on the meteor trail, stage six takes 
you over Rocket City, stage seven 
offers the dreaded city maze and finally 
a homing shot makes up the final 
challenge. 

A very valid attempt to reconstruct 
the arcade original. It costs £7.95. One 
bug though, a mistaken "shift" com-
bined with "CTRL" (all too easy con 
sidering the controls} and the game 
wanders into the murk of switched 
character sets. 
• Getting started 6 
• Value 8 
• Payab i l i t y 8 

Vic Skrambte from Terminal Software 
is a miracle of memory conservation. 
How it ever came to be crammed into 
the unexpanded Vic's 3.5K is a mystery 
to me. 

The Vic's clear graphics are used lo 
good effect with helicopters, planes, oil 
tanks and missiles ail convincing. My 
main quibble was that this game could 
not be played by joystick but with one 
control more than the average joystick 
can handle, that is perhaps under 
standable. 

You can customise your own 
Penetrator maze. The game allows you 
to build up your own scenario with radar 
installations, missiles, caverns and 
steep hillsides But it is a time coosum 
ing exercise so it's well worth saving 
the finished product. 

In view of all this effort on the part ot 
the marvellous Melbourne House pro 
grammars, it's a pity they didn't curb 
their keenness for presentation tech 
niques a little. 

The firing rockets and slow writing 
out of "Penetrator" is pleasant the first 
time but pales a little when you are keen 
to get on with the game and improve 
your score. 

But this is my only criticism of a well 
conceived piece of software. 

It runs on the 48K model and costs 
£6.95. 
• Getting started 9 
• Vatue 10 
• Payability 

'enetrator is my pick of Scramble type 
games tor the Spectrum. 

It succeeds in being immensely play 
able yet very difficult and horribly addic 
tive. 

Nice touches include a large number 
of radar scanners which constantly 
rotate as you fly over them. These are 
worth more than points, for unless you 
blow them up. they collect data about 
your flight plan and enable missiles and 
enemy paratroopers to track you more 
successfully. 

This is shown in a danger level 
indicator on your console. The more 
radar scanners left operative the more 
likely the missiles are to blow you from 
the sky. There is only one way to reduce 
the danger level, blowing up the 
enemy's neutron bomb store. Four 
stages to the game before you meet the 
neutron bomb HQ and try to return to 
base. 

Your controls are very responsive -
they need to be - up, down, thrust, 
brake, fire and bomb. 

There has been a lot of careful 
thought gone into the way Ihe controls 
work. Thrust and fire are on the same 
key but operate independently and the 
whole bottom row of the Spectrum key 
board is given over to bomb. 

Airsirike is a very well executed 
derivative of the popular arcade game 
Scramble. 

The obiect of the game is to pilot your 
spaceship through underground caverns 
while avoiding numerous obstacles lhat 
are placed in your flight path. 

The first obstacles to be overcome are 
surface-to-air missiles and the 
occasional floating mine On you way 
through this part ot the cavern you pick 
up more ammunition and fuel. In the 
second part of the cavern you may have 
to deal with a whole series of floating 
mines. 

Once through this part you come 
across a series ot airlocks. The only 
way to get past these is to shoot the 
middle out of them and manoeuvre your 
craft through the resuliing hole. You 
may also encounter the occasional 
enemy fighter who will try to shoot you 
down. 

Each level has a different colour and 
your craft carries less ammunition due 
to the higher gravity. 

This really is a most impressive game 
and the English Software Company are 
to be congratulated. 

Airstrike is available from Gemini 
Electronics at £19.95. The game runs 
on an Atari 400 and 800 in 16K with a 
disc version also available. 
• Getting started 8 
• Value 8 
• Payab i l i t y 8 
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FLIGHT SIMULATION 

If you have ever wondered what it feels 
like to be at the controls of a 747 
thundering across the Atlantic with a 
plane full of passengers then wonder no 
more and give it a try-

Jumbo Jet Pilot challenges you to 
take off, fly to a selected destination 
and touch the plane down safely again. 
Sounds easy? Well just you give it a try. 

There are nine different dials to keep a 
constant eye on. Altitude, compass, 
artificial horizon, pressure gauges, and 
the instrument landing system - all 
authentic flight controls. 

The game gives you two screen pres-
entations - the view from the cockpit 
with dials, and a map showing the 
layout of the airport and your 
destination. 

To begin you have to taxi the plane out 
on to the runway and then build up 
speed fo the take off. The sound effects 
are quite impressive during this part of 
the game as the roar of the engines build 
up when the plane gathers speed. 

My main criticism of the game is that 
it ts rather slow. Once you have suc-
cessfully taken off and correctly set the 
bearings lor the flight you could almost 
go and make a cup of tea. It was just like 
switching onto automatic pilot, which 
may be realistic, but personally I also 
found it a little boring. 

Again on the minus side, if you crash 
the plane you must go right back to the 
beginning, taxi out and take off all over 
again. It would have been better if you 
could resume where you left off or at 
least if it had a final approach option. 

An impressive piece of programming 
but I feel I could do better for my money. 

Jumbo Jet Pilot runs on Atari 400 or 
800 and is manufactured by Thorn EMI 
and available from Spectrum computer 
shops at E34.44. 
• Getting started 9 
• Value 5 
• Payab i l i t y 5 

The instrument panel comes into its 
own in Might Flight, because there's not 
much else to see out of the windscreen, 
it's all pitch black. 

In Hewson Consultants version of 
flight simulation you are faced with the 
problem of landing a light aircraft in the 
night. The screen ts divided into two 
with ihe bottom half being taken up by 

to& t M i u g 

Commercial flight simulators are 
used in the training ol airline pilots 
and are now so good that they 
provide a genuinely real ist ic 
simulation of flying In a let. 

These simulators use large 
computer sys tems and cost 
anything from > few million pounds 
upwards, but a more modest range 
of flight simulation programs for the 
home computer are now becoming 
available In the price range £5 to 
£501 

As with all software, paying a 
higher price will not necessarily buy 
you a higher quality program. Here 
are a few features to look for. 

Tho most technically difficult 
component of a flight simulator Is 
the representation of the outside 
world. This should include at least 
the horizon and a representation ot 
a runway - any additional features 
are a bonus. 

Landing a plane on a runway is the 
most exci t ing part ot flight 
simulators and it is important that 
this part Is done as well as possible. 

Home computers are not capable 
of displaying a real Instrument panel 
but It Is possible to create an 
Impression of a vast number of 
gauges and dials which give the feel 
of a real cockpit. Analog displays 
like gauges and dials In addition to 
digital displays are more authentic, 
interesting and easier to road. 

Landing a plane safely Is one of 
the most difficult tasks the pilot has 
to perioral and this should be 
accordingly difficult and instructive 
In a flight simulation. 

CHARLES DAVIES 

instrument readings, while the top half 
is given over to the view from the cock-
pit. This remains dark until the landing 
strip tights come into view. 

A very simplistic map shows the 
world outside as consisting of a range ot 
hills right across the screen at a height 
of 1,650 feet with one small valley to 
the west of the runway which itself 
runs east-west. 

Above 2,200 leet the airspace is very 
congested and there is a high risk of 
collision. 

Apart from the map there are six 
modes to try out: mode 0 is a demo 
shown over the last 2) miles of a 
successful approach; mode 1 leaves you 
nine miles from touchdown heading 
west, mode 2 is the same heading east; 
mode 3 leaves you heading north and 
mode 4 asks you to take off first. The 
final mode is on autopilot and shows 
you how it should be done but allows 

you to take over at any time. 
As in most simulations there is a 

wealth of controls and things to 
consider and it is initially very 
confusing. 

Raising and lowering the airplane's 
nose, checking on engine rpm, banking, 
lowering flaps and landing gear white 
checking constantly on your heading 
against the directional beacons, air-
speed, altitude and fuel. 

Still it is hardly the most complex of 
simulations and the night idea does give 
an excuse to bring the necessary 
memory down to 16K. It costs £5.95. 
• Getting started 8 
• Value 7 
• Payability 7 

Many of the features of Psion's 
Spectrum flight simulation are straight 
out of the cockpit of a Boeing 747. 

All information systems are displayed 
as dials just as in a real plane. These tell 
you your altitude, rate of climb, speed, 
wind and weather conditions, and your 
position. 

The program gives you two screen 
presentations. The first of these shows 
the view from the cockpit with the 
instruments described above in the 
lower half of the screen and the view of 
Ihe horizon in the top. 

The plane can be made to bank, roll, 
dive, climb and even loop the loop -
though you will have to be a pretty good 
pilot to make it do this. 

The second screen presentation 
shows a map with your plane flashing 
its rate or progress towards your 
chosen destination. The airports are 
represented as flashing beacons with 
the land and lakes shown. 

A masterful piece of programming and 
undoubtedly one of the best flight simu 
lations yet to be produced for a micro. 

Flight Simulation runs on a Spectrum 
in 48K and is available from larger 
branches of W H. Smith at £7.95. 
• Getting started 9 
• Value 
• Playability 

Flight Simulation is one of the besl 
programs I have ever seen for ihe 
Sinclair ZX81. 

After loading, which takes about six 
minutes, the program runs a check to 
see it it has loaded correctly. If it has 
you may proceed, if not, reload. 

The program places you in the pilot's 
seat of a twin-engined propeller plane 
searching for the airport beacons in poor 
visibiliiy. 

The game gives you three screen 
presentations. The view of the horizon 
as seen from the cockpit. A map of the 
Mediterranean with landing beacons 
and the position of your aircraft. 
Towards your final approach you can 
also request a visual display of the 
runway and landing lights, 

Newcomers to the game can start oft 
by just playing the final approach part of 
the game. It is a tough test of your skill 
and it will take you several attempts to 
touch down safely. More experienced 
pilots can select a number of extra 
difficulty features such as wind 
effects' and full feature'. 

When in the cockpit display the top 
half of the screen shows a view of the 
cockpit windows where you will see the 
horizon formed by the sky and the 
ground. As the altitude of the plane 
changes, so the visual horizon will move 
to display the effects of banking, diving 
and climbing. 

Flight Simulation runs on a 2X81 and 
is available from Psion's W. H. Smith 
outlets for £9.95. 
• Getting started 8 
• Value 9 
• Playability 9 

^^ ̂ ^ ̂ ^ ̂ M^ Computer & Video Games Book of Reviews ^ W w ^ w 
j T v . / t \ x ^ y / T \ x f r y j 



SPORT GAMES 

Mien Soccer is probably going to 
surprise most of its purchasers. 

The program for the Vic-20 claims to 
be "The wierdest game of soccer you've 
ever played". It lives up to that claim 
but not in the way the player would 
hope, being more reminiscent of pinball 
than football. 

The aliens are there all right, two blue 
ones on your side set about a goal's 
width apart and four green ones facing 
you on the far side of the screen. 

On the pitch itself are five large pink 
creatures which are unmovable and act 
much in the same way as bumpers on a 
pint able. 

A ball is served up, flicked on usually 
by the two sets of green invaders as 
they bounce up and down between the 
top and bottom of the screen, then 
bounces into the large pink variety fling 
ing about before heading it out towards 
your side of the screen which must be 
protected by your own two aliens. 

Send it back if you can, I certainly 
found it hard to use my two defenders 
to good effect and the game was over 
within seconds as a rule. There are live 
skill levels but level five looked impos 
sible and level one was quite hard 
enough. 

After a while leaping invaders appear 
on the screen creating further havoc. 

The good breakout or pong player may 
enjoy the game but it was beyond me 
and the title is sadly misleading. 

It costs £9.99 from Rabbit 
Software. 
• Getting started 7 
• Value 3 
• Payability 4 

A i r f e f m E ajodLmsLftfrsEis 
Most computers acquire a library ol sporls simulations after they hava 
been around tor some time. 

The Atari now has several sporls titles from standard soccar and 
basketball type games to mora unlikely indoor sporls such as darts and 
snooker. 

Graphics are important In sporls simulations. Look tor accurately 
marked pitches, thoughtful scaling, and authentic movements ol the ball. 

fn games that Involve a lot of running, look lor authentic simulation ol the 
running motion of the players. Nothing is more ridiculous than a player 
moving around a sports field without moving his legs. 

Gt course, computers are not yet sophisticated enough to reproduce all 
the elements of a game on a TV screen but they are easily capable of giving 
aa enjoyable game If the cartridge has been well though) out. 

ft should have two player options and also the facility to play against the 
computer when your friend is not around. 

The two player option If it is to ba really effective should allow tar 
simultaneous participation by two players. 

Finally, sound etlects are also important in sports simulations. Check to 
make sura the computer produces some audible signal whenever the ball is 
struck or kicked and also when a goal or point Is scored. Some ot the better 
sports simulations have authentic sounding effects such as a leather ball 
being kicked, or the sliding ot skis, even the cheering of the crowd has 
been incorporated in some games. 

All these things help to make a good game. The golden rule, however, as 
with buying all computer games, is to play them first whenever possible. 

EUGENE LACEY 
this game - the men's limbs move and 
the ball moves across court in slow arcs 
to give the impression of depth. 

Basketball runs on Atari 400 and 800 
and comes out of Atari catalogue in 
cartridge form or from Spectrum 
computer shops at £24.99. 
• Getting started 9 
• Value 6 
• Payability 6 
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The Harlem Globetrotters ihemselves 
would be hard pressed to pull off some 
of the incredible leaps and shots that 
are possible in Atari computer simulated 
Basketball. 

The game offers you five play options. 
You can take on the computer with one 
or two players or team up with a friend 
to play against the computer. 

Best of all play against a friend as the 
computer plays an extremely tough 
game of basketball. 

Your men are moved around the court 
using the joystick. Pressing the fire 
button will make your player leap or, if 
he's in possession of the ball, shoot at 
the basket. 

The graphics are quite impressive on 

Score the winner in the FA Cup final 
with this latest soccer simulation game 
and a little bit of imagination. 

You control up to four players moving 
them around ihe pilch with the joystick 
and depressing the fire button to shoot. 

Up to four players can be moved at 
any time - the player possessing the 
ball dictates which of the eleven players 
in the team can be moved. 

The depth and scale of the pitch are 
well recreated with players appearing 
at just about the right size. 

Sound effects are another plus for 
this game with the sound of a dull thud 
as the players strike the leather ball. 

A variety of game options increase the 
appeal of the game. You can select a 10 
minute, 30 minute, or 45 minute game 
against the computer or a friend. 

Soccer is manufactured by Thorn 
EMI for the Atari 400 and 800 and is 
available from Spectrum computer 
shops at £29.84. 
• Getting started 9 
• Value 8 
• Payability 8 

The track scrolls down the screen as 
you are shown an aerial view — 
including rooftops and trees. The track 
becomes increasingly more difficult. 

The sound effects are an impressive 
element of this game. The acceleration 
sounds are particularly convincing. 

The first maior obstacle you must 
negotiate is a fork junction with an oil 
slick on one side and clear track on the 
other. You must make a quick decision 
on your course and then accelerate 
away before the slick switches back 
under your tyres! 

Once through this you will have io 
steer over narrow bridges, wait at 
traffic lights, and dodge in and out of 
square green obstacles. 

When a minute has elapsed the game 
ends and you are given a score read out 
based on how far you got. 

TT Racer is the first of a range of 
sports simulations for Atari 400 and 
800 from Centaursoft at £19.95. 
£19.95. 
• Getting started 8 
• Value 5 
• Payability 7 

About the only thing missing from 
Thorn EMt's darts program is the TV 
commentator's shriek of, "Wun 
hundred and eightyyy!" 

The game, for the Atari 400,800. 
takes place inside a public house with a 
keen, and rather slim looking, darts 
player standing a regulation distance 
away from his board. 

When the game is in play, the 
marvellous graphics are added to by a 
close up of the board itself m the 
bottom right hand side of the screen 
with a hand hovering close by. 

An eye catching feature of this game 
is the sound effects which, if you hit a 
wire and bounce out. respond with a 
realistic chink and thud. 

You begin play by selecting a game 
from 301 to 901 and choosing a skill 
level between 0 and 9. The hand holding 
the dart hovers over the board and you 
have to judge carefully when to fire as 
the finger tip hits the part you think you 
need. 

Darts costs £19.95, expensive for a 
cassette despite the good packaging. 
• Getting started 9 
• Value 5 
• payability 9 

TT Racer brings you all the thrills and 
^pills of the Isle of Man super bike 
races. 

The game challenges you to race 
against the clock and see how far you 
can get along an obstacle filled race 
track. 

Push your joystick forward to acceler-
ate - but not too far or you will crash 
straight into the crowd losing time. 

If you like pretty pretty graphics then 
Horace Goes Skiing may be |ust the 
game for you. 

The cute comic book character was 
first introduced to Spectrum owners 
last year when Psion Software 
launched their Hungry Horace game. In 
that episode the mischievous little 
gobbler ale the park attendant's sand 
wiches and prize winning daisies. 

The game begins with Horace 
attempting to get across a busy road as 
lorries, vans and cars thunder by. You 
must get him to the other side of the 
road without getting him killed. You 
have three lives in which to do this. 

Once he is safely across the road he 
can pick up his skis from his shed, pul 
them on, hobble back across the road 
and then begin his attempt on the 
slalom. 

The first few flags are widely spaced 
and can be taken nice and gently. The 
game gets progressively difficult. 

Splendid graphics, an addictive game, 
and a lovable character in the shape of 
Horace all for £5. 

Horace Goes Skiing runs on a 
Spectrum in 16 or 48K and is distributed 
by Psion in W. H. Smiths. 
• Getting started 8 
• Value 8 
• Playabiiity 7 

L i 
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ADDRESS FILE 
Abbex Software 

20. Ashley Court, Great Northway, 
London NW4. 

Abersoft 
7 Maes Afallen. Bow Street, Oyfed 
SY24 5BA. 

Acornsoft 
4a Market Hill, Cambridge. CB2 3NJ. 

Adrian 
1000a Oxbridge Road, Hayes, Middx. 
UB4 ORL. 

Apex Software 
115 Crescent Drive, Brighton, Sussex 
BN2 6SB. 

Artie Computing 
396 James Reckitt Avenue, Hull, N. 
Humberside HUB OJA. 

Atari International 
Windsor House, 185 195 Ealing 
Road. Alperton, Wembley, Middx. 
(Any Atari Dealer) 

Audiogenic 
P0 Box 88. Reading, Berks. 

Automata Cartography 
65a Osbourne Road, Portsmouth, 
Hants. P05 31R. 

BBC Publications 
Broadcasting House, Portland Place, 
London W1. (Any BBC Dealer) 

Bridge Software 
36 Fernwood. Marple Bridge, 
Stockport. Cheshire. 

Bug Byte 
The Albany, Old Hall Slreet, Liverpool 
L3 9EG. 

Campbell Systems 
Rous Road, Buckhurst Hill, Essex IG9 
68L. 

Centaur Software 
6 Purcells Avenue, Edgware, Middx. 

Centresoft 
26 Great Cornbow, Halesowen, West 
Mids 66 33AE. 

Commodore 
675 A|ax Avenue, Trading Estate, 
Slough, Berks. (Any Commodore 
Dealer) 

Computer Concepts 
Dept. WM1, 16 Wayside, 
Chipperfield, Herts. WD4 9JJ. 

Electric Pencil Company 
1 Mount Vernon. Hull, N. Humberside. 

Gemini Electronics 
50 Newton Street, Manchester. 

Hewson Consultants 
60a St Mary's Street, Wallingford. 
Oxon. 0X10 OEL. 

Imagine Software 
Masons Buildings, Exchange Street 
East, Liverpool L2 3PN. 

Mac Games 
See Morris Associates for this 
address. 

Melbourne House 
131 Trafalgar Road, Greenwich, 
London SE10. 

Microx 
52 The Strand, Worthing, Sussex. 

Molimerx 
1 Buckhurst Road, Town Hall Square, 
Bexhillon-Sea, East Sussex. 

Morris Associates 
37 St Catherines Road, Baglam, Port 
Talbot, West Glam. SA12 8AJ. 

New Generation Software 
16 Brendon Close, Oldland Common, 
Bristol. 

Pete 8i Pam Computers 
New Hall Hey Road. Rawtenstall, 
Rossendale, Lanes. BB4 6JG. 

Here is a rundown of the 
categories our review team used 
to mark the games featured in this 
supplement. 

Each game received ratings in 
three categories. These are 
defined as "Getting started": 
problems loading the tape and a 
measure of how much help a 
cassette or disc gives, in making 
the game easily accessible to the 
buyer. 

"Value'' looks at the value for-

money question and takes into 
account whether the game utilises 
all the facilities of the machine, 
presentation and packaging. 

"Payability" refers to the 
enjoyment the game offers, 
whether it would hold the 
reviewers' interest or whether it is 
a good example of the type of 
game it is based on. 

Each mark was made oul of a 
possible 10 and we hope it will 
provide an accurate guide. 

Symbols guide 
The symbols beneath each review provide a quick check on whit you will 
need to run that particular game on your computer. See the details below: 

1. The game is available on cassette only. Not in disc or cartiidge 
form. 

2. The game is available in disc form only and not on cassette or 
cartridge. 

3. The game needs extra memory to run. For ZX81 owners this 
will mean a 16K Rampack. For Atom owners we will assume a 
fully expanded computer as the norm. 

4. The game uses a joystick. 

5. The game needs something extra plugged in the user port to 
run. This symbol has also been used to show cartridge only 
games. 

T 

Postern Limited 
P0 Box 2, Andoversford, Cheltenham, 
Glos. GL4 5SW. 

Program Power 
8l8a Regent Street. Chapel Allerton, 
Leeds LS7 4PE. 

Psion 
2 Hunts worth Mews, London NW1 
6DD. (Larger branches of W H 
Smith) 

Quicksilva 
92 Northern Road. Southampton S02 
0PB. 

Rabbit Software 
380 Station Road, Harrow. Middx, 

Salamander 
27 Ditchley Rise. Brighion, East 
Sussex BN1 401 

Sharpsoft 
86 90 Paul Street, London EC1. 

Softek 
329 Croxted Road. London SE24. 

Spider Software 
98 Avondale Road, South Croydon, 
Surrey. 

Supersoft 
Winchester House, Canning Road, 
Wealdstone, Harrow. Middx 

S B D Software 
15 Jocelyn Road. Richmond, Surrey 
TW9 2TJ. 

Terminal Software 
28 Church Lane, Prestwich, 
Manchester M25 5AJ. 

Texas Instruments 
Manton Lane, Bedford, Beds. MK41 
7PA (Any Texas Dealer) 

Thorn EMI 
Thorn EMI House, Upper St Martins 
Lane, London W1. (Any Atari Dealer) 

Viking Software 
2B New Road, Norihbourne. 
Bournemouth, Oorset BH10 70S. 

Workforce 
140 Wilsden Avenue, Luton, Beds. 
LU1 5HR. 
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GAMES GLOSSARY 
Asteroids 

The Asteroids came into the arcades 
courlesy of Atari. It features a small 
dart-shaped craft controlled by the 
player which can rotate left or right and 
thrust or fire in the direction it is facing. 

There is one further control, the panic 
button (hyperspacel which lets you 
travel to another pari of the screen 
chosen by the computer, 

The enemy is mainly made up of large 
asteroids which sweep across the 
screen in large deadly groups of rock. 
When blown up these break into smaller 
fragments worth extra points. 

There is extra danger supplied by two 
UFOs. The first larger creature you'll 
meet fairly early on. It tends to spray 
shots in all directions and often crashes 
into an asteroid. 

The smaller variety is far more deadly 
in its own shooting and also more diffi-
cult to hit. Each cleared screen means 
you start again with extra asteroids. 

Defender 
You can't expect to keep a finger on 
every control button in Defender or 
you'd end up in knots. 

The action, which takes place above 
an alient landscape, involves some 
seven control buttons and takes 
patience to gain proper mastery of your 
lone craft. 

That patience can be rewarded 
though, as Defender is challenging from 
the word "Go". The Defender craft can 
go: up, down, thrust forward, reverse 
direction, fire, smart bomb and hyper-
space. 

Ten humanoids wander on the land-
scape and these may fall prey to raiding 
alien creatures known as Landers. 
Landers pick up the humanoids and take 
them to the top of the screen. If they 
succeed in getting there the Landers 
turn into fearsome mutants hellbent on 
your destruction. 

In all there are six alien opponents. On 
top of Landers and Mutants, these are: 
Pods are quite harmless but coniain the 
small and persistent Swarmers; 
Bombers seed space with white bombs 
and Baiters only appear if you take too 
long clearing a screen ol the rest of the 
aliens. 

If all 10 humanoids are captured, the 
planet explodes and all remaining alien 
life attacks your craft at once. 

Defender games usually feature a 
small radar screen which shows what is 
going on at all parts of the planet 
surface. 

Frogger 
Frogger has spawned a whole hosl of 
computer games with a similar theme. 

This game features a frog hero who 

H you can tell a Pacman from a Delender and a Galaxlan from a Space 
Invader you probably know your way around computer games, 

But it some of the game terms we have used in this supplement, or In the 
Issue Itsell. are new to you, then this page should supply the answers. In 11 
we take some of the best known types ot computer game and describe how 
they are played and what features these games normally incorporate. 

So, 11 we claim that Penetrator is a "Scramble-type game" and that 
leaves you just as much In the dark about what to expect, then below there 
Is i lull description of Scramble to put you In the picture. 

must jump across a road and make his 
way across a river torrent to five frog 
holes in the bank. 

The busy road usually features five 
streams of traffic travelling in both 
directions at varying speeds, between 
which the player must hop his frog 
without wrapping it around any fenders 

Once across the road, the river can be 
crossed by leaping onto floating logs 
and onto the back of swimming turtles, 
until our frog can enter a vacant spot in 
the far bank. Turtles have a habit of 
diving though so don't let a frog dally 
too long on one. Being carried off the 
edge of the screen (by log or turtle) also 
results in a note in the funeral column of 
Amphibians' Weekly. 

When all five frog-holes have been 
filled, the game becomes more difficult 
with extra traffic being added to the 
road, snakes traversing the bank 
between road and river and alligators 
appearing instead of logs in the river. 

A timer running down on each frog 
also adds to the difficulties. The arcade 
original also featured a small lady frog 
who could be "picked up" on the logs 
and offered a lift home for a bonus. 
Other bonuses can be scored by 
entering a frog-hole in which a tasty fly 
meal has come to resi. 

Donkey Kong 
Donkey Kong is the strange name for a 
climbing and jumping game which 
features a starlet-grabbing monster 
gorilla. 

Often referred to as Crazy Kong or 
Crazy Climber in Ihe computer circles, it 
has only just found its way onto the 
home screen. 

The game features a gorilla holding a 
girl captive at the top of the screen and 
an intrepid hero (Mario the carpenter), 
who starts at the bottom of the screen. 

Between the two is a connecting net-
work of platforms and ladders up which 
Mario must run to achieve his rescue. 
Kong hurls barrels down the screen and 
Mario makes use of his "jump" button 
to leap over them. He can also grab a 
hammer and smash the barrels as they 
approach him. 

Once at the top of the screen a new 
complex is built with Mario, again 
starting from the bottom with a view to 
rescue. This time the screen features a 
series of conveyor belts and deadly fires 
which travel around on Ihe ladders and 
belts. 

Galaxians 
The Gaiaxians were the sons of Space 
Invaders. Instead of proceeding down 
the screen at a leisurely pace, they 
wavered at the top of the screen before 
swooping down in batches of two or 
three (or more often on a solo mission) 
firing bombs. 

The player has the usual left, right and 
fire controls on his laser base and must 
take care not to get trapped in a corner. 
He scores double points for a galaxian 
hit in mid swoop and there are bonus 
points for taking out the red fleet com 
manders, who usually descend flanked 
by their generals, dispersing bombs al 
such a rate that the first instinct is to 
flee for cover. 

That is the essence of Galaxians but 
with each destroyed platoon, new 
waves appear at screen top and their 
attacks become more frequent, more 
accurate and, all too often, more 
deadly! 

Pacman 
The ghostly world of Pacman is made up 
of a dot-filled maze, a hungry dot eater 
and four pursuing spectres. 

Pacman variations can be found under 
a whole range of titles from Vic men to 
Gobbleman, Snapper to Super Glooper 
and many others. Most dot eating 
games are related to it. 

The main character is the dot-eater, 
which travels around the maze, eating 
every dot he touches. His objective is to 
clear the screen of dots. He is hampered 
in this by the four chasing ghosts whose 
touch is lethal. 

The Pacman's main defence against 
the ghosts, who usually number four, 
are energiser dots. These pulse in the 
four corners of the maze and, upon 
being eaten, reverse the roles for a short 
while. 

This means that Pacman can turn the 
tables on the ghosts and eat them for 
bonus points. He is allowed only a few 
seconds of dominance before the usual 
hunter and hunted rules come back into 
operation. 

It is also usual lor fruits to appear on 
the screen occasionally and these too 
can be consumed by Pacman tor bonus 
points. When Pacman has cleared the 
screen, it refills with dots and the game 
restarts except that this time the ghosts 
are a little livelier and a new fruit. worth 
extra points, appears at this level. 

Scramble 
Scramble should have a big one way 
sign on its cabinet. The screen rolls from 
right to left, taking the player's craft 
along it into ever increasing danger. 

Scramble variations often contain the 
word "Mission" or "Attack" but there 
are some wierd and wonderful titles 
about. 

The player controls a craft heading 
right across the screen over hilly terrain. 
His craft can never turn around and opt 
out of its mission but he does have some 
control over his destiny. 

His controls are up and down, f asl and 
slow and he can both bomb and fire at 
his enemies. 

The Scrambler is not usually equipped 
with enough fuel to complete his task, 
but it is normal to obtain more fuel by 
bombing fuel tanks on the ground and so 
(mysteriously) replenish his own stocks. 

The enemies come in all shapes and 
sizes. Most common are missiles which 
fire up from the ground as your craft 
passes overhead and alien invader 
creatures which frequently inhabit 
caves and fly at the player's craft. 

The original Scramble game sent the 
player through a series of different ter 
rains with new challenges in each 
section. And most computer Scrambles 
attempt to duplicate this with a number 
of different stages. 

Scramble requires a cool head which 
can find Ihe right control in a crisis, but 
it makes an ideal computer game as 
success naturally leads to new and 
more difficult stages. 

Invaders 
Space Invaders staried the whole 
computer game craze back in 1977 and 
most gamers know the format back 
wards. Still, just a brief resume 

The invaders come in waves above 
the ground and move in rows across the 
screen one step at a time, firing missiles 
earthwards. 

When one row of the aliens reach an 
edge of the screen, the whole platoon 
lump down a line and return back the 
way they came. When they achieve 
their slow progression to the bottom of 
ihe screen, the game ends. 

The player controls a laser base which 
moves left to right and fires directly up 
from its position. His aim is to blow up 
the entire fleet before il reaches the 
bottom of the screen. 

Flying saucers move across the top ot 
the screen in both directions and can be 
hit for a mystery bonus score. In the 
arcade original, top saucer scores of 
300 were achieved by firing 22 shots 
before shooting at the first saucer, then 
firing 14 shots in between each 
subsequent saucer. Some computer 
versions have copied this technique. 16 
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