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This may be the first Apple Il game that is copied for the arcade machines. s
RASTER BLASTER for the Apple Il and Apple Il Plus is so technically sophisticated and fun to
play that it is sure to attract the attention of the big arcade manufacturers. But you can get
it right now for your Apple.

\ | RASTER BLASTER

Video Pinball for the Apple I
See next month’s issue for full details.

i

Apple Il is a registered trademark of Apple Computer, Inc.
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Bubbling under, our December issue How will we
keep this off the streets for @ whale month

5 NEXT MONTH

MAILBAG
Your very own page, But do you have anythang 10 say

yed?

COMPETITIONS
Lan you &I an invader from a galaman? Can you

Sotve our free puzzie? Are you an arcade king? Then
you Could be 3 winner

GAMES NEWS
Al the lafest soffware for your computer

CHESS

From the lirst chess-playing machine to the most
recenl. Max Bramer checks out the compulerised
chess scene

ARCADE ACTION
Showing s0an on you local screens
pub and aCa0e games

OTHELLD
Compiters already have Ihe edge in this popular

I 1alest in

game. Tom Mapier ollers 1he hips

THE INVADERS
The aliens afe 35 mean as éver on a Nascom 2

_IvUPEH LI
Fake on your Apple al this updated siratégy game

RMNBOW PASSAGE
A tachical board game 15 beought to colouriul [He on
the Commodare VIC-20

THE MIBBLERS
are coming! And the tate of 3 town rests in your
hands in this imaginative Pel program

pag® ", L d-Jones an
Ephin Lo fering YOUZ

TARDT
The: miystenous lorerunnes ol our playing card pack

Become al one wilh fate on a Tandy

CITY BOMB :
Possibly he most wantonly destruclive compuber
game yel devised for Sinciair owners

TRENCH
Fly the Trench on youwr Afari and destroy the Death

Slar

Bn DODGEMS
The Acom compater's car is out to get wou. How long

gan you avod a collision?
MUSICAL HANGMAN

Good use of the Sharp's music and graphics bt can
you save the innocent man from the gallows?

GAME OF THE YEAR

We need your heip and we're not tod proud 1o
birite you! Discower the benelils of becoming 3 CEVG
contribulor

SOUNDS
Moises: musical. magecal and mysterious. Dawd

Annal ‘adds a lourth dimension to your mecro

THE BUGS
Mest our tribe of gremling thal you probably know
only 100 well already

VIDED SCREENS
All the mew cartridges for every TV video games
centre. Read before you by

MAINLINE
What is it like playing 2 game with the power of &

mainkrame behing 17 Alex Gabas finds ol

PRACTICAL PROGRAMMING

7 Is In owr Inleresis 10 turn you all into behes
programmers. Ted Ball will empt you further along
the: Basic trai

ADVENTURE
Wheatter you want fo write yaur own or st p 2y OiFes

peopies . Keith Campbes) looks <3l the magic behind
the mosi popular compuler game

CHRISTMAS PARADE

Mas! Christmas siockings will have a microprocessor

in them this Yuletide. We Sook critically at the new toy
generation

KIT KDRNER
A micro yiou have Buill yoursel! will Qive that

much more. salisfaction. Keith Mol oullines the
penelits and warns of he pitlalis

i PUIZLES AND CROSSWORD
! Boltles .ol champagne are up for gabs in our Mind
Routines probkem and Newers Crossword

GRAPHICS
The marks on the scregn — 50 ofien the mark

gond game
DOWN TO BASIC

L-:","'”ULI":'! peginners starl here Bul old hand i
nof pass by Moira Nomie's revealing ook at the most
widely used computer language

SOFTWARE REVIEWS

An adeenture wath real freasurel An alien invasion of
your spaceship! And many more

97 SOFTWARE GLOSEARY
Don't be thwarled by computerised jargon. i's all hare
in plain English
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Adda Computers Ltd., a major supplier of computer systems
to industry and business, have opened the Vic Centre in
West London. Here you can see, discuss and buy everything to do with

q\ the new VIC 20 persanal computer—in person or by mail, Hardware,
software, technical advice and information is available from an experienced
staff of experts. Even if you already own a VIC 20, get on our mailing list to
know about new developments. Remember—everything has the backing of

Adda's reputation, and there's a full 12-month warranty on all hardware
“ The Vic Gentre is easy to reach—Just off the A40, close to North Acton tube

station.
expandable system Ten ‘
=2

Not just a computer but a whole
AT ONLY £189-95 inc.VAT. Special cassette deck I

£44-95 inc.VAT.
-

The VIC 20 is a fully-fledged, easy-to-use computer. It's the core of
a great expandable system, with full-size keyboard operation
First-lime users can work it immediately with plug-in program
cartridges, using your own colour TV to get up to 24 colours on
screen, and three different sound tones. Or write your own programs
in BASIC. The VIC 20 lets you build a system as needs and budget
dictate. You can expand its memory to 32k Byte with Plug-in
modules, and transfer data to external storage unils. So the VIC 20
is more than just a personal computer—and its system will expand
to put it even further ahead

VIC 20 Dot Matrix Printer

Tractor-feed, 80 character-per-line, 30 characters-per-second printer,

£229.95inc! VAT
ViC-R5232 INTERFACE

VIC-LIGHT PEN

e

Fully implemented (true leveis)
AS232C-V24

BI-DIRECTIONAL INTERFACE

Allows Vic to work as Mainframe Terminal
Drive a Qumea Daisywheel or a Paper Tape
Punch etc. elc.

FEATURE This unit contains master power
supply which supports Vic's own supply
when carrying Memory Expansions
Cassette Drives, Light Pens, Printers etc

VIC-MEMORY 3K

Small size—low cost! mamory expansion
Plugs into Vic and reproduces memary-port
Can be used with ather expansions gives a
total of 6k user static ramon Vie

FEATURE This board allows Vic 1o move
Basic to begin al 1024 (S0400) as in Pet,
and enables the use of HIGH RESOLUTION
COLOUR GRAPHICS E40.25 incl VAT

VIC-TOOL KIT E28.75 incl VAT
For those who know tool kit on Pat we now
have same lacilities for Vic

Renumber, Auto, Append atc

This may be used with the stack VIC Rom
Switeh Board

VIC ROM SWITCH BOARD E40.25 incl VAT
An inexpensive unit which plugs direct on to Memory
Expansion Port of the VIC and allows the insertion of up

to 4 ROMS for games packs or toolkit aids, et

FEATURE. Simple software switch exchanges each pair of
F|Dr~']5 into VIC's ROM space allowing ‘clashing’ ROMS to be
usa

FEATURE. Plug-in zero force sockets are available as optional
extras to help eliminale pin damage to valuable ROMS

E96.35 incl VAT

TERAMS AND CONDITIONS: All goods sold subject fo Adda
terms and conditions of sale. Full details available

on request, but Include: 7 day maney back guarantes, Adda

12 month hardware warranty. Please allow 21days for delivery
Allow 7 days for personal cheques 1o be cleared, Quoted
prices are inclusive of VAT

SHOP ADDRESS: Adda Com
154 Victoria Road, Acton
OPEN: 10 arm—E pm (Tuesday

2rs Limited
n, W3 Tel 01-992 9904
Friday), 10 am—5

pm =aturday)

Goods Requirad Price

Add £2.00 p. & p. lor Tl i
orders under £50.00 e

MName kil
Address -

This high quality light pen works in bott
normal and Hi-Res modes on the Vic
allowing simple interaction with the Vic
withoul keyboard entry

Easy to program and easy io use

e.g. Menu selection. Non-keyboard entry
Teaching Games

FEATURE touch sansitive "Enter
o aliminate accidental entry

b
3
!
H
=

.

Contacts

uul-l'-'li':".
f £28.75 incl VAT

£14.95 incl VAT

e

VIC-Games Port Adaptor Cable ¥

games port plug
A two inlo one adaptor Tor use with both
oysticks and light pans. A must for thosa

who require tull control of games with

graphics ey

FEATURE low-cost High quality. Robust :

VIC JOYSTICK ] e,
Single i i ?\{,"
Hand-Held joystick units for games use [| 5(& = j
available in Pair or Single configuration r—

MN.B. (2 Singlas { A5 & pair x —

unless modifiad) £14.95

Le Stick £30.75 incl VAT

The ultimate joystick, One handed multi-direct

stick wilth built in fire button

ncl VAT

onal supar

cEfcilive

VIC software Each of these tapes £14.95 incl VAT
Codebreaker/Codemaker

¥ou |:.l|::|:.-' tha VIC ar the VIC plavs vou in this compulerised
varsion ol Mastermind

VIC Seawoll, VIC Trap and Bounce-out

3 fun games, a submarine shoot out, a baal the VIC and an
old favourite pub game. Good games with differant skil
Maonster Maze and Maths Hurdler

A Tun game with good colour and sound and a mental arithmet
learning game. Highly raled by everyone
Harder than you think

Ievalg

weé Rave shown il 1o

MAIL ORDER to: Adda Compulars Limited. FREEPOST. Landon
W13 0OBR or telephone y¢ r {24 hours a day) lo

01-892 9904 quoting your h.irf-._.La'f:'t,dHL; OR ACCESS

W
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COME DECEMBER

SOLVE THE CUBE
THE MICRO WAY

If you are still 43 billion moves
away from solving the all-
conquering Rubik Cube, the next
issue of Computer & Video
Games is a must.

We are publishing a computer-
ised solution to the puzzle which
captured a nation’s imagination.
So no matter how much you've
scrambled the six colours, just
feed the cube’s layout into the
microcomputer and it will pro-
vide you with a simple step-by-
step solution.

And if our free puzzle is caus-
ing you nightmares we’ll be
showing you the four mats put
mgether In g Way you may never
have thought to see them . .. sol-
ved!

But if you're busy trying to
work out a computerised solu-
tion and win one of our VIC-20
computers, perhaps you should
skip that page.

Among our games listings is a
seafaring thriller 'Round the
Horn, which recaptures the spirit
of the hazardous races around
Cape Horn by the American
clippers of the 1850s.

Triggered by the discovery of
gold at Sutter's Mill in Califor-
nia, the speedy clippers rushed
passengers and freight from the
eastern coast to the west — sail-
ing around the entire southern
continent on their way. You can
relive those pioneer days when
the fastest ships could name
their price.

Plus: Mini Golf, Chomp, Goal
and many more listings.

Also in our oh-so seasonal
December issue we will continue
our invaluable guide to the mic-
roprocessor controlled toys and
games which you and your chil-
dren could be playing with on
Christmas morning.

Don't buy that toy until you've
read our rundown of what to
expect from it.

The new year also promises to
be an exciting time in the arcade
games world with a new genera-
tion of machines due out. Make

sure you keep up to date with
your local screens.

The next three arcade graphics
creatures for our Taito space
invaders competition. And a sec-
ond chance to enter our arcade
player of the world finals.

Our first look at how to pro-
gram that increasingly popular
game of Go, another look at
improving your programming
skills with Down to Basic and
Practical Programming.

All this plus our very different
free giveaway template competi-
tion.

Make sure of your copy!!

-~

Name

Address _

Signed

NOW PLEASE POST TO:
Computer & Video Games Ltd.,

Subscription Department, Bretton Court, Bretton,
Peterborough PE3 8D2

SUBSCRIPTION

Please start me a sub
scription to Computer &
" Video Games and continue to
yme until | cance
| understand that | may stop my subscription
at any time and you will refund me the difterence
| enclose a cheque/P.O. for E10.00 (LK), Overseas
£20.00. Twelve issues a year. Cheques should be madse
payable to Computer & Video Games Lid
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IMICROAGE ELECTRONICS

135 HALE LANE EDGWARE MIDDLESEX HAS8 9QP
TEL:01-959 7119 TELEX. 8813241

We make a good deal a
good deal better

We stock the best products at the best prices then add
a personal or postal service and helpful advice.

THE

only

— OUTSTANDING
- £170 < ACORN ATOM
| . inc. VAT .
= - 7 ready built
R\
EREECSEET I T T T Cam

PLUS

2114 RAM sets - MUST GO
AT ONLY £2 each

STOP PRESS!
Now only £199 inc. VAT and postage
for the Seikosha uni-hammer printer.
96ASCII characters.

DAl personal computer 38K RAM

24K ROM

FOR THE
COMPUTER
MAN WHO

1<3% |

A< |

FEES ]
1433
-'3]

EERE )

The top range of games programs at rock bottom

ices,
o MISSILE COMMAND £27.50

fAsteroids available soon)

For all these things and more, come to Microage
at Edgware and browse, We are open Monday to
Saturday, from nine in the morning until late.

If you cannot pay us a visit, just telephone or send
a self addressed envelope for our mail order prices.

IMCRADAGE ELECTRONICS

135 Hale Lane, Edgware, Middlesex, HAB 9QFP TEL O1-958 7119

WisA

Main Line: Mill Hill Broadway |

Tube Station: Edgware
———— —

[
|
|

i-l-llllIIIIIIIIIIIIIIIIIIII
ENEEEEENEEEEEEEEPEEEEENEEEE
] [ ] |
58 SILICON CENTRE ==
(] L]
e L L}
L ] ] EEENER | 1
[ ] | EREEEERE = L] am
s& EEEEEEEEEN EER =N
[ ] ] SEEEEEEEEEE EEEEEER
[ ] | SEEEEEEEEEEEEEEEEER
L ] | =..IIIIIIIIIIII=======
EERER
LI EDINBURGH 11111
EEEEEER EEEEEER
AEEEEEEEEEEEEEEEEEEEEEEEEEn
—+ MAIL ORDER -
o Price list, order form on request "1 )
Bl  ATARI 400 (16k) gz90 HA
BB ATARI 800 (16k) es60 WN
BB ACORN ATOM (kit) 120 HB
Bl ACORN ATOM (ready built) €215 e
Bl VIDEO GENIE [16k) E299 Wl
1 ] GENIE W (18k) £33 me
BB 32k GENIE WDISK s
Bl Small Business System £952 WE
.. Mattel Intellivision, Electronic Games, Chess ..'
L 1) Software, Books, Accessories, etc -8
% {Please add 15% VAT) ==
== SILICON CENTRE T |
" 21 Comely Bank Road, Edinburgh 4 ..
1 Tel: 332 5277
== ELECTRONICS FOR THE 80'S “
IlllllIIIIIIIIIIIIIIIIIIII
SSEESNEEENEEEEEEEEEEEEEEES

Circle No. 103

%81 (18K) GAMES PACKS

These games are designed by Video Software Ltd and
are all completely original. All the games need the 16K
RAM pack. Program cassette and manual are sup-
plied. Programs are recorded twice on the cassette
with an accompanying commentary to teach you how
to use the program. Programs are written in standard
Sinclair BASIC with no machine code so you should
be able to add your own variations.

All games packs are priced at £3.95 to include VAT,
post and packing.

**indicates games which will run on ZX80 with BK
ROM.

To: Video Snftwarn Ltl:l Stune Lam: Klnuﬂr
Stourbridge, West Mtdlands DY7 6EQ.

FORCE-FIELD. Hostile UFDs attack a rm,- "-"nu control

the force field which destroys their bombs. Ani

mated ZX81 only 3.95

SPACE RACE Party game for up to eight players. '
Animated. ZXB1 anly 3.95
FDGTBALL LEAGUE For tha student of football |
Simulate an entire season’s play ol .05

TEST MATCH Faor the student of erie kl—ll! Su:=lnr-'r[ your

teams and see who wins, 3.95

STOCK MAHKFI’ Buy and sell your way to a fortune
Real time price changes ZX81 only 3.95
Please send me the itams ticked -al:mw*
| enclose cheque/postal order No: for £
Please allow 28 days for delivery

Mama:

Address:

On the 240 and 221 bus routes
Cirele No. 102
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ELECTRONIC GAMES

DLOUR EARTHIDGE DATABA T.V. GAME

' TELETEXT nss

nl--'- =*';;|-'

THIS NEW MODEL INCORPORATES
£255.00 !
*. J-.'JA.: \'.'.' H’RS Ser
I
> Nod mal hﬂw!’ﬂl‘uﬂ{l
e T — SARGOMN 7 5/ BORIS
M” [E ELE‘T‘:EHEHY 3 . Normal Price £273 7 | NOW £199 95

24 TUEEDDUR MATTEL T.V. GAME
ELECTRONI .
TEE e OLYMPIA Hwam BELL

ND'\'! F| D'-Jf 1-U' TD
- £39‘°’“ oy 18 9 v
L I| (£ sl bl Plays 24 different e
. - ':' e with eparate speed
JII F A : LT I"'-i- -' nt nd i I

*:36

aIaNRIE
I08RR08
JoeREaEn

Ineeene

HAND HELD G;;Eéns THE OLYMPIA — POST OFFICE APPROVED PRESTEL
gl g TELEPHONE ANSWERING MACHINE |  VIEWDATA

WITH REMOTE CALL-IN BLEEPER

rutactured by Oiympia '- Ma
m the UK, s fully POE IF | ‘I.I'F r

HAND HELD GAMES

GALAXY
1000

ﬁﬁf&’“fzzs 85 .

P, H|||'|| m m " | i\
rll
'I;:“"IIH "IN |||||||||h Ll ||||||.1kI i ||Fﬂ1l

AT P e el l" II"
T l [ [ * X, " - "
SILICA SHOP LIMITED 2%, oL || If""
1-4 The Mews, Hatherley Roasd, Sidoup, Kent DAT4 4DX 'Imllll'll "I '1|||||||II i
Telephons: 07-301 1111 or 01-308 1111
COMPUTER & VIDEO GAMES 7
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INNOYATIVE
TRS-80 SOFTWARE

FROM THE PROFESSIONALS

< -

SHUTTLE

=%

This program is a highly accurate computer simulation of the flight of the Space Shuttle Columbia from the
initial countdown through the launch period, the launch itself and into a stable orbit. The craft may be
manoeuvred within the orbit and then dropped out to finally fly through the atmosphere to a safe touchdown

The attraction of this simulation is its authenticity. So far as is possible, it follows the actual parameters of the
first Columbia flight with only one or two minor exceptions. The shuttle, of course, starts its flight pointed
vertically into the sky and carries a huge fuel tank to provide the fuel for its three main engines in addition to the
solid fuel rockets which provide the major thrust to lift it off the ground. Two minutes into the flight the rockets are
jettisoned, having burned all their fuel. The count-down for take off starts at T-20 seconds. At T-10 seconds the
shuttle motors start firing, but the shuttle remains tethered until T=0. When the shuttle blasts off, the pilot must
guide the craft into its orbit by controlling its attitude and track. A number of guidance controls are supplied,
together, of course, with control of the shuttle motors’ thrust.

The simulation may be started at one of three points in time: either at take off, at a point where the Columbia
is in a stable orbit round the earth, or finally, prior to landing. Measurements of speed, fuel and so on may be
selected for either Metric or Imperial measurements. All of the physical forces which acted upon the actual flight
are taken into account. One departure from fact has been included in that the two solid fuel rockets have had their
thrusts increased from 26 to 36 million Newtons so as to give the pilot an increased latitude for error. In other
words to make the take off easier.

A fascinating program, the more so because it follows fact so closely. Available for the Model | and
Maodel 11l TRS B0, Model | and Model |l Genie and on tape or disk. The tape version will run in 16K, the
disk in 32KK.

Tape version...............E14.85 Disk version....
Both inclusive of V.A.T. but plus 50p P & P (if ordered alone).

TRS-80 & VIDEO GENIE SOFTWARE CATALOGUE £1.00 [refundable] plus 50p postage

MOLIMERX LTD.

A. J. HARDING (MOLIMERX)

1 BUCKHURST ROAD, TOWN HALL SQUARE,
BEXHILL-ON-SEA, EAST SUSSEX,

TEL: [0424] 220391/ 223636 TELEX 86736 SOTEX G

Circle No. 106
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INNOYATIVE

TRS-80 SOFTWARE

We are pleased to be able to announce the commencement of a new series of Adventure games. The series
named ‘'Mysterious Adventures'' is written in machine language by B. Howarth, an English author. The first
episode is entitled ‘' The Golden Baton''. The scenario is that you have been sent by the ruler of your own land to
a strange province with the mission of discovering the whereabouts of the legendary Golden Baton of Ferrenuil,

King of the Ancient Elf Kingdom. The baton mysteriously disappeared several years ago and whilst others have
ventured to the land in an attempt to discover it, none have returned to tell their tale!

The program follows what has become the normal structure for Adventure programs. Like the original main
frame Adventure, directions can be designated by just the first letter of the compass point and commands may be
optionally entered with just the first three letters of the appropriate word. As usual provision is made for saving
the game at any stage and such standard commands as Help, Inventory, Score and Quit are all available
Experienced adventurers will inevitably draw comparisons between this series and that of Scott Adams. so we
will leave it to them to make their judgements! The only comment that we will make at this time is that we find it
quite invigorating to play an Adventure game by a different author as ocbviously they construct their stories
slightly differently. Mysterious Adventure 1, *'The Golden Baton’' is available on cassette for TRS-80 or Video
Genie machines of 16K or more and on disk for 32K up machines. It occupies a full 16K. The tape versions save
thair game to tape and the disk to disk. .

Tape version ..........E8.75 Disk version ..........£11.00
Both prices plus VAT and 75p P. & P.

TRS-80 & VIDEO GENIE SOFTWARE CATALOGUE £1.00 jrefundable) plus 50p postage

MOLIMERX LTD.

A. J. HARDING (MOLIMERX) —_— N
B

1 BUCKHURST ROAD, TOWN HALL SQUARE,
BEXHILL-ON-SEA, EAST SUSSEX.

TEL: [0424) 220391/ 223636 TELEX 86736 SOTEX G

Circle No. 107
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Acorn Atom

OLD FAVOURITES

INVADERS 12K, m/c, Gr.4, sound — The original and best

Sinclair ZX81

PROGRAM PACK 1

ffor 1K ZX87 & 8K ROM ZX80)

B eompact and esntartaining pro
grams for the unexpanded ZXB1,
including DIGICLOCK, CATCH,

PROGRAM PACK 3

ffor 1K ZX87 & 8K ROM ZX80)
Thraa arr'lgr(:ltgl\.- compact machine
coda programs with fast moving

Varsion £8.00 GOBBLER, REACTION TEST e L AUTO
PINBALL 6K, m/c, Gr.2, sound — packed with features, 1 HJéFTi'.HF'F'LD. Fantastic value at QI;IE:HESSPP?IZgﬁg}nfﬁr;:rg "
or 2 players £4.50 £3.50 g
?TJ"IU.:! TREK 12K, BASIC & m/c, sound, FP — Fantastic PROGRAM PACK 2
M EHTIG VETaR £5.00 ifor 16K ZX81) PROGRAM PACK 4
BREAKOUT 4K, m/c, Gr.1, sound This will keep you PRSP LA for 16K ZX8
frustrated for hours! £4.00 Four programs for the expanded or fO0% £

i 1 o, B ZX81 — OXO0 (against the ZXB1), Two highly entertaining and addic-.
FRUIT MECH'NE BK, BASIC & m/c, Gr.2, sound Spin PONTOOMN (against the ZX81), tive gamas for the expanded ZX81
ning reels, hold, I'degir etc, £4.00 FRUIT MACHINE {(with hold & written in machine code (8o they re
DISASSEMBLER 4K, BASIC — Invaluable machine code nudge), and BIO-RHYTHMS. ONLY fast) — ASTEROID BELT and SUR
aid £4.00 £3.50 ROUND. ONLY £4.50
UFO BOMB 7K, BASIC, sound — entertaining space game
with great sound effects £4.00 r-— ™
LUMNAR LANDER 12K, BASIC & m/c, Gr.4 — Gets harder as ZXAS MACHINE CODE ASSEMBLER
you get better — fantastic graphics £5 .50 For 16K ZX87T & 8K ROM ZX80
GOLF 6K, BASIC, FP — The only thing missing is the 13th Complete assembler. Assembles standard ZB0 mnemonics writ
holel £5.00 ten into REM statements. Ovenwrite protection. Occupies 5K,

Supplied on cassette, with written documentation
Amazing value at only £3.95!|

* NEW RELEASES *

Gr - — Hi 3
hﬁggﬂﬂzg:;g-fﬁﬁ:zl 2A, sound. FP — High rp;gj;ﬁ Perfectly complements the ZXAS assembler. Includes dissas-

BACKGAMMON 7K, BASIC — Challenge your Atom to a sembler, single-step, string search, block transfer and many
game — can you I}éat it? g £7.00 more useful routines all in one amazingly compact machine

*PLEASE NOTE — 50% of the takings from BACKGAM- cods program. SAE for detalls.
MON will be donated to LEUKAEMIA research and treat- MULTIFILE (16K ZX81 only)

ment, so please help Versatile multi filing s ith ¢ ; 3-
g} : purpose filing system, with complete documenta
LAST RUN 7K, BASIC, sound tion and 3 data cassettes. Many possible applications

ZXDB — The complete debugging program

- A compulsive game

requiring fast reactions and good nerves! £3.00 PRICE £17.50 £1.00 for doc yntat; (refundable against
RHINO & WIGGLE 10K, BASIC, sound. FP — Two highly \_pur{éﬁase] i L s
entertaining games for the price of one £5.00 i o

l
ALL OUR PRICES ARE INCLUSIVE!

All fiEure:re_rl'_éF to TOTAL memaory ;F;quired.

§ 98-100 THE ALBANY
f OLD HALL STREET
LIVERPOOL L3 9EP
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by
Peter Lafferty

“An excellent starting point David

for the newcomer” / (editor Perso Questions and Answers on Video
= Lomputer Waorl L'."," St‘:"\"l':‘ A MD“E‘}'
Whathet wour interast in vidao s in recording ‘homa movias of TV
programmes, playing games or receiving information by leletest or viewdata
gysiems, this book provides a lucid introducticon 19 an involved sub)ject

llustrated Paparback 1685 2 11imm 128 pages

Learning BASIC with Your

ADB 00583 ¥ T188

Sinclair ZX80
by Robin Norman

This book wll be of greal value io all 2 X80 owners. || contasns all the

nfarmation nece Sinclair ZX80 1o the full, plus 14 specially
written programmes naviilable elsswhere

lustrated Paperback 216 x 135mm 160 pages 04080101 7 E3X 505

ORDER NOW - from your local bookselle

orincase of difecully cut out this coupon and refurn
Patricia !'f.rlt.-u-“; "v‘-l:-lk--' ng Manager at the address below

Please send me copy/copies as marked above,
| encloseacheque/postalorder fort intotal payment

MName
Address

@ Gt [Pgeils) Newnes Technical Books .
: = \Borough Green,Sevenoaks,Kent TNIS 8PH , » 77
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NA C M THE KEYS OF KRAAL
(24K/B/G)
E"I\JL:U”J advaniure gamsa FLUS axciting
1 & 2 graphics '_'l-:|'l! 1 monsiers B demons i ieal
time, Swords Tlash, arrows My B spells home-i

Endiess houwrs of enjoyment  Save on tape £8 95

MATHSFACI{ (B/32K)
7 maths at ‘W level or above FeEse SEHPENT {MKJ‘IG]

I- i [
will be of e M/C. An interactive
lumction, Wwith " L

o IhiE Y r

i '; b e BK of incredible
T i amer excellance’
sgrpents & tha rauding
B special missions with almo

tings B.96

GALAXIAN ATTACK (MC/G)

Fast ML space game leatunng deving Galaxan
spacecralt. 10 speeds from Qood 1o impossble
MO Darners Tor prolectior Hi-score display

£8.95

WIDELY USED VERSION of thes computer asd
ed learming language. Beang adept al malching

: ; g long stnings, o has considerabde advantage

Spesd up your display of poel graphics, &4 over BASIC n mleraclive learming projects

-._-J--._E_ calk j from BASIC r-.‘lal:-p-_ﬂ.,'.-e- 2 ¥ i s tl_

SGUND E-HIP l"‘ MOrEIm up 1o A G esr mages B then update your VDU -

I annels. with music &8 sound -_-1"..-_.-._ Lhanges appear instantaneous Extensivie e&x
6.45 amples and iInstruchions supplied £8.95
SDUNU‘ CHIF INTERFACE BD&RD
to interface betwesn the PIO B the “MICRO-POWER" - Magazine for cassette-based systems.
; dy L e plugs sur >IJ'-| : o FPIO ISSLUES 1 & 2 NOW AVAILABLE ﬁ:*r_ﬁl'll !-.I T'IJJ\I ES B ""'lJ!'f'..i'.h"'.'.'\-l' lI‘E.I--: Bs
Nascom onnecions avalable. Sound genera ISSLES 3 & 4 AVAILABLE NOVIDEC ICE LISTS etc MOV youw can wrile then
i sstrated n MC. B Basic g Nt gl | LS L-Ch R | oy - Save comphex data fikes on cassette any CoT
13 60 -?.--ﬂ_n R NOW to secura your copies — | IMLY pination of stings, sting vanables, stnng a
DEMI’.} PHGEHA.M MCI 151 mode dirsct '-Jf!_:'F_" "'=I""hn|t;! E‘_IJ h"_" all FOUR] e rays, constanls, exXpressions, vanabbes or ar
Nip register making exer mgnialion SERIES AR II"I'L.'-"I - hands-on I 'I,"“ the rays. Defnable block sape, At 2400 BAL Wy
guTiplEa. Jnd ..'*' turns kevboard mto 7 o D&Eginming) NAS-5YS monitors revealed 1K blocks, 1000 numbers can be stored/ acces:
Lave 'peanc yving state of regsters B noles Also included — Featured articles, news from ed in less than 1 min Comprahgnssve manual B
5. 08 clubs, schools, letters to the Editor, queastons cir Gt tor optional aulomanc cassette dinv
A TA MANUAL 160 pages) Mo VAT £2.455 & answers! trol supphed E1/ ol

#** NASCOM 1 — Cottis Blandford cassette Please add 56p/order P B P + VAT @ 15%.
intarface for N2 format, reliability & fast load £14.90 Large (16%p) Sae for FULL CATALOGUE.
BK RAM reguired unless otherwise stated. 3

— Please state if Nascom TAPE Basic required. PROGRAM POWER

ALL PROGRAMS SUPPLIED ON CASSETTE IN 5, Wansley Road, ﬁ

CUTS/KANSAS CITY FORMAT. Leeds LS7 2LX.

e i e ———e

r’

B e - P e el - .

ASTROBIRDS (5k° + BK LUNAR LANDER (5K " & s
jraphics) 6K graphics) INVADER FORCE (5K it i e o R
incredible GALAXIAN style supertd high res. version BK. graphics) '-].“rl ,I HI.. - "
program with fantastic Long range scan, shor 4 Invader types + maother EE'E L SROUgh e 08 e e
siind  effects! Sergaming -.»n:,;n— SCan mted  Tual ship Great sound effects --u tl..g.rdbliru.d:) !L:”I;I o
TS5 swooping bird SUpp Land the module High score. & skill levels K ..lr_rl1”-,l_|“-I | |I|_-I l‘:hnrl_.-qlv;.-.ur I i .1
mar  Liad Biadly the hest WITH MErrmildem irmpa MCreasn f o - oot
e Joub ”:.h:,r_. £.s---95 AR P T D lfﬁ_gﬁ creasing difficulty. E£8.96 representation £6 .95

8 T~ 05, AN R = J

(- -‘\ TERRITORY + AZTEC (3K* + 2K graphics) 2 super

. C arcade games £5.95

MODE 4 VDU (3K +6K graphics A 0 R N DAMBUSTERS (3K* + 2K gr) Realistic bombing rads
OM VDU gnang 224 characters incl. upper X

Replaces AT : bouncing bombs, ack ack et E4.95
and lower case, inverted chars, and special gi 'thl 5

MIX text with MODE 4 GRAPHICS! DESIGN y ATO M ﬁ".ﬁﬁi SRR 97} SUPi SRR Sy é:i;!:
OWN charactars EE"}L" 1EN | ; I

ALIEN MAZE (RE* + 2K graphics) Escapa t

labrynth befare the beast eats you EE 95
4 e e e e \

/

Super RACETRACK TRANG "
STAR TREK (5K* + FLPt) 5K 4 6K gr DEMON DUNGEON (5K°) LABYRINTH/SLOT RACER
An “all-out” war with the Khn Qutstanding race simulation! Adventure game. Find the (BE* + BK gr
gons! BxB galaxy, long & short Dresign your own racetrack and treasure in the depihs of the Excellent 3D graphics showing
range scans, photon tor- then race against the clock dungeons. Beware the lurk WaES, Tumnings lc. Lompass
podeos, shield control, star Steenng -Ir'-rjl‘-:l.iiil:-!h_-!l-:'lll.:l' con ing demons whilst making -=_”'1|_'.'_: 20D map i in difficulty
hasas st £6.95 trols. Also BANG ‘monster vOur escape fﬁ.* AlLS0) arcade style dodgem
chase £6.95 G M £6.95

» R

, 9

. e 1N J

EXTRA MEMORY — Low power chips

as recommended by Acom 2 x 2174L £3.75 PHOG HAM POWER

- " A - =Myt Pleasi : Rhp/order P B P
WRITTEN ANY PROGRAMS? WE PAY 20% ROYALTIES! ,E-.a_.-%.;T“:.E lJ::-lE._u s 5, Wensley Hoad RARCLEYCARD
***SPECIAL OFFER — Deduct £1 per casselte Leeds LS/ 2LX
= = B " - e s o (]
Send Sae for FULL CATALOGUE . 10532) 683186 -

when ordening 2 of more.” " "

Circle No. 110

COMPUTER & VIDEQ GAMES 11




.

MICROCOMPUTER COMPONENTS

LOWEST PRICES — FASTEST DELIVERY

DEVICE

CPUs

BROS
ARSA

SUPPOAT CHIPS

T 4
A § 4

CAT CONTROLLERS

DATA CONVEATERS
744

By 1

REGULATORE

FRICE

l-l-u‘::'l“‘-'F
BRERE=3E

e 1 1|

EEEEEEERES

u

=Id--'

P 0 Dt S R SR L Rl e

EEREUEIBEEFRECEEERES

DEVICE
CAYSTALS

Ll
| 4

DIl SOCEETS

F

| 22 per
2l e
Al par

T4LE SERIES
T4 500

PRICE | DEVICE PRICE
| 4 [ e ]
100 'R ]
1.50 1.18
2 50 180
1.85 [ Bk
080
Q.34
0.a7 044
0.0 0.6
0.0 0.45
0.15 034
a.ar 034
21 | 0,34
0.2 034
035 &l i ]
[ F. ] aLs 74
T 4T
rai o
an 4 1]
[ B4 ¥
[ RF] 55
012 8.59
813
213
09.13
013 CMIOS 4000 '8 SERIES
0.13 ACKH) 012
014 o1 .13
0.15 0.13
e 0B
044 a7
0.13 0.55
0.1z .38
b 4 o.xs
0.4 0.4
(IR} ] a1y
L] 033
o1s L]
1z "]
'R L] [ dre]
Bt [T
1% [+~ ]
-] ors
(R F ] 58
o34 =X 1)
0.39 o.62
0.80 a7
0.59 @38
0.4 .18
015 0.99
0.18 0.30
0.2 0.55
a7 1.85
[ B ] 1,80
[ ] 0.1
Qa4 057
o 50 085
@.ro 054
e Aleid 058
.30 A0k 064
.80 Al 1.8
6.38 A0 [ T.1:]
0.34 AT 0 BH
044 A0H 054
025 Anda 030
0.5 Th @30
0.28 4051 058
0% L X
0.3% a0n] 0.59
0.5% 4054 1.20
1.0 oht 1.20
L] 161 0.8%
1. ] i8] 0.9%
[ F] FRITE: 0. 34
[ ] oar
&3 0.97
[-F 0.s
[- Iz -] 018
LR A0 'R
034 s
i i a7
0.39 a [ 1)
D.3s I [ ¥ 5}
034 [T
038 e
039 0,18
039 L
0.3 .89
0F .19
B&T 0.23
[ ] 0.3%
(i ] 1.99
ar o8a
L] a5 0.48
[T 7] a5L7 n8a
1.30 a5%4 148
[-E 1] an 148
255 4516 TS
foas 4578 [
058 4513 [ F. ]
0.39 4530 L]
0.39 4531 1.48
0.58 4533 1.20
085 L] .
0.80 4537 o
o 4578 (B
0. 4537 0.
1 ] did 1.39
o 45873 0.9
) ] A5R3 .89
o0 AN 045
034 556 0 54
1.80 FLTL 058
L))
[+ % ]
o | 8

OFFICIAL ORDERS WELCOME — QUANTITY DISCOUNTS AVAILABLE®

MIDWICH COMPUTER
COMPANY LIMITED,

Dept. CVG/1, Hewitt Houss,
Street, Bury 5t. Edmunds,

Northgate
Suffolk P33 THO.
Tal: (0284) 701321

All pricas sxchude Post and Pack
(58p on orders under £10) and VAT. All

orders despatc

hed on day of receipt

with full refund for cut of stock items

if requested.

CREDIT CARD ORDERS WELCOME (ACCESS AND VISA)
24 HOUR TELEPHONE SERVICE

12 COMPUTER & VIDEO GAMES
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VOLTMACE 1td.
DATABASE

ol N

GAMES
COMPUTER

B.E.A.B. MODEL
AVAILABLE

MORE THAN
300 GAME
VARIATIONS INCLUDING:
SPACE * WARFARE * SPORTS
EDUCATIONAL * BRAIN TEASERS

| MADE IN ENGLAND BY
| YWOLTMACE LTD
PARK DRIVE, BALDOCK, HERTS

Circle No, 112

TWICKENHAM

COMPUTER CENTRE LTD

With the best microcomputers available

@icepia 1L

(= commodore

GAMES FOR APPLE

Missile Defence
High Res Soccer
Alien Typhoon Etc.

. NEW! ADULTS ONLY.
SOFT PORN ADVENTURE

NEIW' ﬁﬁ.’fﬁ m B | £170.00 + VAT,

TWICKENHAM SS=—=
COMPUTER
CENTRE LIMITED

01 - 892 7896

01 -891 1612

72, Heath Road Twickenham Middlesex TW1 4BW
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LilN for ATARI

l.5|||_'T'r“'.‘lr'HL'Eﬁ

The World- beating
ATARI PERSONAL

COMPUTERS

3 consoles available

Atari 400 wnth 16K RAM (AF36P)

Atari 400 with 32K RAM (AF37S) £395
Atari 800 with 16K RAM (AFO2C) £645

[expandabla to 48K )

£345

Atari 400 Console

All con;sblas when cunnéctad to a standard UK colour (or
black and white) TV set can generate the most amazing

graphics you've ever seen.

Look at what you get:

#* Background colour, ploting colour, text
colour and border colour settable to any
one of 16 colours with B levels of
dluminance!

# \ideo display has upper and lower case
characters with true descenders, double
and guad size text and inverse video

# 57 Key keyboard (touch type on Atan 400}
and four function keys

* Full screen editing and four-way cursor
control

# 79 keystroke graphics and plottable points
up to 320 x 192 (160 x 96 only with BK
RAM).

* 40 character by 24 line display

# Extended graphics control and high speed
action using @ DMA chip with its own
character set

* Player missile graphics

* Four programmable sound generators can
be played indwidually or together and each
has 1785 possible sounds playable at any
one of eight volume settings, for game
sounds or music

* Full software control of pitch, timbre and
duration of notes in 4-octave range

* Four joystick or paddle ports, sounds
output to TV

* BASIC cartridge and 10K ROM operating
system and full documentation.

NRPLIM

Maplin Electronic Supplies Ltd
P.O. Box 3, Rayleigh, Essex
Tel: Spouthend (0702) 552911/564155

Circle No. 114

MORE HARDWARE
Atan 410 Cassette Recorder (AFZ8F  £50
Atar 810 Disk Drive |AFRDGG) £345

Atan 822 4} column Thermal
Pronter {AHME £265

Atan B50 Imterace (AF29GI £135
Joystick Controllers (AC3TSI £13.95
Paddhe Controllers [AC290GI £13.95
16X RAM Memory Module (AF08D  £65
MUCH MORE FOR ATARI COMING SOON

SDFTWAFIE
Lots and lots of amaang software for
Atan available NOW
# Word Processor + VISI-CALC
# ADVENTURE GAMES & Arcade Games
# Trek Games # ASSEMBLER &
DISASSEMBLER « FORTH # Teaching
# J0 GRAPHICS # Character Set
Generator
SEND S.AE NOW FOR OUR LEAFLET
| XHRIG)

LE STICK
For Atan Computer or Video Game
Replaces standard joystick, but much
gasier 1o use Internal motion detectors
sense hand movements. Large pushbufion
on 1op of Stck. Sgueeze Stick to Ireere
motion. & MUST for SPACE INVADERS
STAR RAIDERS B ASTERDIDS
ONLY £24.95 (ACA5Y]

MNote: CDrder codes shown i brackets
Prices firm until 14th November, 1981

and include VAT and Postage and Packing

[Errars excluded)

Atari 800 Console

&

SPECIAL PACKAGE OFFER

Disk-based system for £729 with LeStick
The Atari 400 Console

Special 32K RAM Module

Atari 810 Disk Orive

Oisk Operating System

Documentation

Interconnecting Leads

Everything in “Look at what you get Iist

Can any other computer on the market
piter all this at anythng hie this pr ce?

VERSAWRITER

x Bin. drawing board. Drawwng on
board s reproduced on TV via Atan with
12K RAM and Disk Drive. Closed areas
may be filled i with one of 3 colours. Text
may be added m any one of 4 fonts, Paint
brush mode: select size of brush and pant
away. & brush mode: shade i your
drawing - colour and densify 5 up 10 you
Pius many more features. Sae for price

and further detals

COMPUTER & VIDEC GAMES 13




i g NP IO IR S,

NOW AVAILABLE TO NON-MEMBERS....... TANGERINE USERS GROUP SOFTWARE LIBRARY
ASTEROIDS: M/C ¥/P G5 C Asuperbversionofthatpopulararcadegdams FULL graphice, TK action packed. HYFER-SPACE CONTROL FULLLEFT&
RIGHT ROTATION VARIABLE MANOEUVRING SFEEDS. TWO LEVELS OF PLAY. HIGH SCORE INDICATOR 41280
EEUTTLE LANDER: M/C K/B. G C Imagine yoursalf in the cockpit of NASA's Space Shuttle and this 7K FULL graphic game will keap you golng for hours
This is one of the best "Janding simulators’ we've sasn A1%.80
DIVE BOMBER: M/C E/P.G C Anothar CLASSIC example of what FULL graphics can offer (TK). Bea jump- st pilot and blast those laser aites if you can
Fefuel in flight Hadar guided anti-laser misslles. High level of difficulty A1l B0
BPACE INVASION: M/C. K/P. G §. C. You don't need to be told about this one. FULL graphics and scund (sound & control kit available from Tangerine
Computers Ltd ) This 2K program s & must in any library AB.00
EFACE FIGHTER: M/C& B G C This game is in FULL graphics and requires a stmple JOYSTICK or FUSHBUTTON CONTROL Just get your sights on the
marauding alien and blast him. | Connection diagram supplied) 6K &8.00
BCRLABBLE: B K/B C You're going to need a dictionary with this one. Some of the oldest games are well proven for family sntertainment
Two opposing teams battls it cut while Eric ksepa watch. TUG-ON-OFF-ON. Aa9.00
DEMOLITION: M/C E/P. G Our version of Breakout. For aingle boards or expandad gystams. [deal family game Listing &4 00 Cassette &8.00
NM: _ M/C K/P K/B G Our version of the famous matchstick game Cagssite &4.00
TANTYPE: B K/B C A compréhensive tutor using the computer as teacher Eight routines including data storage of excerglees. £10.00
HOME FINANCE: M/ C. frB-C-This is a comprehensive home accounts package incorporating user dafined facilities for files. An Aute Budgeting facility

Automatic processing of standing orders. Cheque numbering contral Bullt-in protection againet arcors. Sacurity protectad data This
program calculatss and flles the monthly balances for ELEVEN accounts, ten of which are user defined. This package comes complete

with a comprehensive manual and sample program. Bullt in medular form for later additions A17.00
Pack 1: M/C E/P. This pack is an ideal little pack for the single board fans. Non-graphic. Twe games, Moto-cross and Re- Action Hangman (with

usar defined library of wordas). Listing £500. Cassetie 48.80
Pack B: M/C. K/P MAZE & DRAW. For single board users. Watch the stupld Tanbug find his way out of 8 user defined maze.

DRAW around the seresn — pattarns or designs Listing £4 00 Cassetts A8.00
Pack 5: M/C K/B. C Twoutility programs for the expanded systams. TANSCRIBE 18 4 simple text editor, BASIC TRACE monitors the operation

of Basic progs., slowing them down and printing the lUne numbers AB.00
Pack &: M/C E/B C Non-graphic these two. Chase the Allens round the ecreen. A very simple and good fun program

Add to that Tw ompliment, which is a real brain teaser logic puzzis. 1K AR.00D

B = BASIC. M, C= MACHINE CODE. K/P= KEYPAD. K/B = KEYBOARD. G = GRAPHICS. 8= SOUND. C = CASSETTE L == LISTING
For more detalls of these programs. give us & ‘'TUG- RING' sometims. We pay top Brass, for top Class, programs

I Eprom Programmer: hgs;gn ¢d for the Microtan System, this kit contains power{ul software [or Automatic Programming. Kit £21.00. Send S A E. {or detalls

Mow available: TUG's own contribution 1o the Microtan System — Definition Graphics Board (156 » 256). Programmabls Graphic Moduls
£26.00 + VAT. Reverse Ascli Character Set in Eprom for P.G.M. L18, incl.

Prices quoted are for Non- Members; Members must deduct 86%. Bend B.A.E. for Membership details. Or give us a "TUG-HARD-RING'.
TANGERINE USERS GROUP LTD.
‘ 16, Iddesleigh Road, Charminster, Bournemouth, Dorset. BH3 7JR. (0202) 284383 |..... ¢«

e
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THE COMPUTER SHACKS

COME TO THE COTSWOLD’S OWN COMPUTER CENTRE FOR
VIC 20 AND ACORN ATOM

(! COMMODORE Both these popular and highly successful computers now in |

VIC stock at our superb new shop in the heart of the Cotswolds.

o

COME AND TRY—
BEFORE YOU BUY

Qur staff will be pleased to demonstrate these and many
other computers for you.

* 100 BOOK TITLES IN STOCK

w é{éﬁi\gs FOR: COMMODORE, ACORN, SHARP AND VIDEO

* STOCKIST: EPSON, CUMANA, SEIKOSHA, TANDY '
* 6 MONTHS INTEREST FREE CREDIT ON PURCHASES OVER £100.

THE C'IMWTER SH&CH 14 Pittville Street, Cheltenham, Glos. (0242)

584343.

Circle No.
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“MicroComputer Printout is the most
Imaginative journal in the industry” —
Chuck Peddle, Inventor of the PET

MicroComputer Printout has
always been No. 1 with PET
users. Now there is special
coverage of Apple, Sinclair,

and other popu-
lar systems, all
written in
straightforward
English. It s
quite unlike any
computer maga-
zine you've read
before. Which 1s
why we are
regularly quoted
in the national
press. Three re-
cent examples:
our report on
how a micro-
computer could
have aided the

Ripper investigation; then
there was the time we used
the VisiCalc program to pre-
dict the whereabouts of Lord

c?é

COMPUTING

Plug-iin ROMS for FET
m The Silicom Office Affair

A PLAIN MAN'S GUIDE TO
PERGOMNAL COMPUTING

Compaier fargon Expliiasd

6F0T Assembler the Easy Way
PET Problems Solved

Flus News. Gosaip, Programming

IS BIG BROTHER'S
COMPUTER

WATCHING YOU?

CITIZEN'S BAND

DO YOU NEED DISK?
85p

Lucan (Mozambique as it
emerged); and most recently,
our investigation into how
much the Government com-

puters know
about you, the
citizen (rather

too much as it
turned out).

During the past
year, Micro-
Computer Print-
out has pub-
lished major
state-of-the-art
reports on such
key topics as
communications
printers, multi-
user  systems,
CP/M and com-
puter books,

plus dozens of programming
articles, news analysis and
the best gossip column in the
business. Can you afford not

to subscribe?

Haywards Heath RHG16 3DH

Flease enter my subscription for 12 issues startingwith....................

[ JUKE11.40

| enclose cheque [ ]

[ ]Eire £IR15.60

[ 1Europe £17.40

issue

[ 1USA Airspeed $29

[ |Rest of World £16.50

Please send me a sample issuefor£1[ |

Barclaycard/Visa/Access/Eurocard orders accepted by telephone on 0635-201131

MName

Address: ........

CVG1181

COMPUTER & VIDEO GAMES

To: MicroComputer Printout, Magsub Ltd., Stuart House, Perrymount Road,



Acorn Atom

“:=1, Unique in concept —
£150 /¢ the home computer
il that grows as you do!
Special features include
*FULL SIZEDKEYBOARD
*ASSEMBLER

Simple to build, simple to operate AND BASIC

A powerful, full facility computer 4

with all the features wou Wl;ll."lj L%PUOLgEéIaSE

gxpect.

Just connect the assembled com- *HIGH RESOLUTION
puter 1o any domestic TV and  COLOUR GRAPHICS

poOwer source and you ara ready

to begin. cassette interface UHF TV out
Full-zized QWERTY keyboard put Full assembly instructions
6502 Microprocessor Rugged

injection-moulded case 2K RAM
8K HYPER-ROM 23 integrated

circuins and sockets Audio + VAT
AR RN

The Second Generation
Personal Computer
——

e
Highest peﬂormance«lowest price

*ARK |BOBOA) *Full ASCI Upper & Lower

*186 Colours or shades of Gray Character Set

*Multipla High Resolution Graphics *Unigue graphical — Sound
Modes (64 x 71, 129 x 159, 255 x 335) ':_'- ymmands for Smooth Music

- % EG3000 Seri
~ Video Genie -

WITH * 18K user RAM plus axtended 12K Microsoft BASIC in ROM *Fully TRS-B0 Leved I soft
ware compatible *Huge range of software aiready available *Self contained, PSU. UHF

modulator, and cassare *Simply plugs imo
video manitor or UHF TV "Full sxpansion 1o
'\ ; disks  and printer * Absolutely complate
. C—
1 i
\.-_’_’,/ 16K 1 + VAT
The most compact B0 column impact
graphic-dot printer available -

st fit into mains plug
at a very compact price

by seikosha

Graphics, Normal and
Double- Width Characters
can be printad on the
same lina, Pine Feed
Tractor is equipped as
standard
Two Line- Feed
Commands {1/6 and
1/9inch)
Print on Plain Paper with
harQ G f"'[H‘

“ontinuous Self-inking Ribbon for easy handling
Centronics type Parallel Interface standard

Wide Range of Optional Interface Boards
Self-Test Programme standard + VAT

et s L

boasts an overwhalming amount of
svailable sottwaers in BASIC, FOR Flﬂpp’f TﬂpB‘

TRAN, COBOL, and APL. Whatevar
your spplicaton Genaral Ladges The tapa that hEhﬂV'ﬂS

Accounts Receivable, Payroll, lnven - like a disk.
tory of Word Processing, SuperBrain Connects directly to TRS-80

i 1ops in s class level 2 keyboard. Operating and :{'_.I‘l.j:.|!'1r-r_rnmlrr (60 x 24} RAGOM fraquentis £
320K £1850 700K £2400 file handling software in ROM SR el (000 ooy g
1.5Mb £2750 8 commands add 12 powerful DAI Personal L :’*7 : £595
functions to level 2 BASIC. No bl
COMMODORE buttons, switches or volume Cumputer r VAT
COMPUTEHS contrals. Full contral of all tandar s
PET 8K £415 functions from keyboard or Paper Tlger 460 Byt Ih:“. _” ','_”" :'f
PET 16K £525 program. Maintains directory with Features like & specially developed mine wire “sisggersd column’ b A il o
:E$ 32K Eg up to 32 files on each tape at =--'1| acter with pest one pass of the |---I----.-- Jiwing a dense, figh quality print
m32 imace without reducing the units 160 ¢ p s, prnl spoet
DISK DRIVES for all TRS &0 ihgscioms
aodd poo & Video Genie owners mmable harizor

PRINTERS Izrg?t?n: £1 65

EPSON TXBOB (inc. IV/F & :
cable) £299 Vldﬁ_ﬂ : £1 70
EPSON MX80T 395 | Genie :

ANADEX DPBOOO £495 i
ANADEX DP9500 ¢aos | Please add £10 Securicor
delivery charge to all

ANADEX DP9501 £995
computers etc.

VIDEO MONITORS Plus 15% VAT on all prices.
10" BLACK & WHITE £85
10" GREEN SCREEN £95

PﬂPerTlger 560 £695 v

The Paper Tiger 560 the Firs) pr gies The gap beEfwes

datay whesl' tvipes offering guakty pranting at a relatrely low

Faull “width’' 137 codumn prinding ai 16 0% . & UNIWE NN wire “siagoered’ print head

a0l prnting, an inbudt tractor {sed and & host of splectabde Tesfures el if

srgdinary m

Facility il swpplie
Eiffes

Books &bits ... ..

Diskettes ribbons Paper

. |;|‘||!'_]=, (2174 x 2 1K} E4 pair
RS232 to Centronics interfaces £40 etc. etc
A variety of second-hand computer
l Q equipment usually available,
4 A spares, repairs and service

29 Belvedere, Lansdown Road, Bath, BAl 1SP

Telephone: (0225) 334659. After Hours: (0761) 33283
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TAPING THAT
SINCLAIR PROBLEM

Dear Sir,

Sinclair claims that the ZX81
will accept a tape input from any
cassette recorder with either a 4
ohm or 8 ohm output. This may
be true but for some reason I
have found it impossible to
reload my own programs once
they have been recorded. Why is
this?

Puzzled,

London N7.

Qur resident expert replies:
Most portable tape machines
these days have two sets of
inputs and outputs. One set will
be a 5-pin DIN standard socket.
This may be used to record from
the ZX81 but cannot be used to
reload. The other set will be a
pair of 3.5 millimetre jack sock-
ets. One will be for the micro-
phone and marked “"MIC" and the
other will, hopefully, be the 4
ohm or 8 chm output. This should
be used to load programs.

To begin with I had trouble
loading programs into the com-
puter once | had recorded them.
For some reason | was using the
same side of the jack-to-jack
plug lead supplied for reloading.
Only when I swapped them over
to the other lead did | realise that
one side was an open circuit, so
check both before throwing your

THIS is a page of opportunity. Well
sited in the magazine with plenty of
room for expansion and soon to
have lots of exciting places for
screen-tired eyes to visit.

With a little building up the
views should be good as well.

If you have a homeless letter
bubbling up inside you or even a
whole family of correspondence
looking for a nice area to settle.
Why not send them along to us at
Mailbag and we’ll do our best to
find a good home for them.

Problems, comments, ideas and
even criticism can find a place
here. If you are interested please
drop a line to; the editor, Computer
& Video Games, EMAP, Durrant
House, 8 Herbal Hill, London EC1R
5JD.

Well you didn't have much
chance to write to us before this
first issue so we put together some
letters of our own, by asking the
North London Computer Club for
two of the problems they have been
faced with and then providing
answers to them. It was all a bit
too easy so we hope you'll test us
some more in the future.

cassette machine out of the win-
dow!

Sinclair suggest that if you
cannot get the program to enter
you should vary the volume level
until the ZX81 accepts the signal.
Once you have pressed LOAD
and RETURN the computer will
wait forever or until it gets a

signal it recognises so you do not
have to hurry if you have a long
enough program on the tape.

If you are able to load a prog-
ram but find it corrupted try turn-
ing the volume level down as
this may be distorting the signal.
Also check the state of the bat-
teries, if you are using them, or,
preferably, use a mains adaptor
if you can.

INFURIATING
KIT CLANGER

Dear Sir,

One of the most infuriating
mistakes I have seen with kit
building is incorrect component
insertion.

Not only are components in the
wrong places but they are also
put in the wrong way round.
While excuses can be made for
components with unrecognis-
able markings e.g. capacitors,
diodes or transistors, they can-
not be made for chips especially
when boards are marked with
the layout.

Angry,

North London.

Our kit correspondent replies:

I too have found a problem with
chip identification recently
which has made me look again
at the subject. Most good kits or
self-assembly boards -are sup-
plied with a good diagram indi-
cating the correct position of
each chip. Some, however, do
not and just specity the end or
corner with the "dot” that corres-
ponds to pin l. This, in some
cases, is not enough.

Most chips are configured as
shown below. This shows a cut-
out, A, a recessed hole, B, and
the "dot”, C. Pin | is clearly indi-
cated by the "dot”, C. In figure 2,
however, C is omitted and the
recessed hole, B, could be mis-
taken for the "dot".

BO

bgl: BO (DA

FIG.1 FIG.2

The safest method | have
found is to combine A and C to
indicate the top of the chip and
depend on either if the other is
missing. Pin 1 is then always to
the left if the chip is pin down on
the table and the cutout, A,
and/or the “dot”, C, are away
from you.
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Imagine having a Taito space
invaders machine of your very
own. It could be the centrepiece
of your living room or plugged
into your bedroom.

That is the marvellous prize
which Taito has kindly put up for
the winners of the Know your
Creatures Competition. :

The arcade game industry rec-
ognises space invaders as a one-
off success and it is convinced
there will never be another game
like it. The way it caught peo-
ple’s imaginations make it a
classic of its kind. A success that
no amount of new machines will
ever repeat. If you win this prize
you will have more than just an

Do you know a space invader
from a galaxian? Or can you tell
an Asteroid spacecraft from a
Phoenix one?

If so then you could find your-
self owning a Taito space invad-
ers machine. Anyone who knows
his pub and arcade game
machine characters will be in
with a chance of showing off a
space invaders table to visiting
friends.

If you can put a name to the
three creatures shown below
then you will be well on your
way to having that prize in your
living room.

All you have to do is write
beside each picture below what
machine that particular creature
features in. For example if you

enthralling game in your living
room but a slice of the world's
leisure history.

Do you remember that first
game of space invaders? It was
probably back in 1979 when Bri-
tain first went space invaders
crazy. | can recall struggling
with the tactics of this bizarre
game in a South London pub.

Without any idea of whether it

think the first creature comes
from a Puckman or Mazeman
machine, then write either word
beside him — we will know what
you mean.

Then answer the gquestion
below in not more than 25 words
and cut out this section of the
magazine but do not post it yet.

Hang on to it! For in our
December and January issues
there will be another three
graphics characters and then
another three. When you think
you have all nine then send the
three sections back to us.

This gives you time to hunt
around your local arcade if there
is a creature you are not sure of
and make certain of the right
answer. The first correct answer
picked out of the hat will have
that space invaders table.

was worth shooting the flying
saucers that soared across the
top of the screen or whether |
should go for the space invaders
on the edge, or that bottom row, |
was wiped out long before the
first wall even looked like being
cleared.

Feeling certain 1 could
improve on my meagre score |
was already reaching for that
next 10p before I noticed that a
good number of coins had
already accumulated on top of
the machine and that half the
pub was lined up behind me
waiting to have a go.

It is a measure of just how
addictive space invaders is that |
scoured the pubs for another
machine for weeks.

My dream then was to have a
space invaders machine of my
very own, so that [ didn't have to
wait for a free machine in pubs
or keep travelling up to the bar
for my change.

Now for one lucky reader,
Taito — the name behind the
original space invaders craze
will make that dream come true.

With such an opportunity, you
could socon be rivalling the top
scores of the video game world
champions.

For details of the Know Your
Creature Competition, see
below.

KNOW YOUR CREATURES/1

B T

| THINK SPACE INVADERS PROVED SO POPULAR BECAUSE:

For details of Computer & Video Games competition rules see page 20.

Name
Address

Telephone:




THE LATEST, AND INDEED THE GREATEST
OF THE KANSAS ARCADE SERIES

ARCADE SCRAMBLE

Don't waste your time playing the simple starts to the Big Five games — get straight into the heavy action
with this brand-new multi-action, home grown ‘Arcade’ game.

Yes, it's the famous one of the Arcades, and the first time it's ever been achieved on a computer

Not that easy though, for without warning suddenly there's a squadron of enemy fighters heading straight at
you hell bent on your destruction. Then comes the ack-ack flung at you from the ground batteries to add to
your difficulties, and there's the cluster of blimps to make things even more difficult.

But the real nasties are the rockets, which the enemy blast at you, without warning, from the ground
installations.

Even if you manage to out-shoot, out-fight, out-manoeuvre that little lot, you still have the mountains to
negotiate which is a problem with the fighters streaming through the only available space.

But with this really unbelievable game, you have no less than six different controls at your fingertips, being
able to move your bomber forward, backward, up and down, whilst at the same time both firing your guns at
the enemy and bombing the installations.

And not only do you have infinite control over the bomber, but the ground and enemy installations
continuously unfold below, with valleys and mountains actually moving across the screen, giving an hitherto
undreamed of realism.

The installations include rocket launch pads, ack-ack batteries, forts, munition dumps and fuel dumps. You
do your damnedest to destroy these as they unfold below, so building up your score.

The famed Mike Chalk who created Arcade Invaders and U-Boat Strike, has teamed up with Chris Smyth to
create this fantastic machine language Arcade game.

There is so much happening it really is unbelievable with sound adding to the realism of this ultra-fast

moving game. £9.50
Programs are for the Tandy TRS B0 and Video Genie.  All prices are VAT paid and postage free. Same
ar
AN Sc
il

day return first class post service. All software fully guaranteed and in stock as we are the actual
publishers, not the retailers. Free catalogue upon request.
0246 B50357. KANSAS CITY SYSTEMS, UNIT 3, SUTTON SPRING WOOD, CHESTERFIELD 544 5XF.
Circle No. 118

Powerful high-speed FX702P computer using BASIC |anguage

# LCD alpha/numenc (dot mat-
rix) scrolling display (86
types)

* Variable input capacity from
32 functional program steps
with 88 independent
memaores, to 512 steps with

II - "':. — "'"- ."": g i *ﬁerr:?;:f::; program .reten
RS e : :
e S N G tion when switched off.

[=N-—-N—~N --N-N -]
- - N -]
oD oDooo

% Up to 10 pairs unconditional
jumps (GO10). Manual jump

# Conditional jumps and count
jumps. Indirect addressing

- # Up to 9 subroutines, Nesting
CASIO FX-702P ooooo possible up to 9 levels.
(R.R.P. £134.95] oOBDooDnBe % 50 built-in  scientific func-
ONLY £119.95 S R-R-0-0 tions, all usable in programs

% PAM (perfect Algebraic
Method] with 33 brackets at
11 levels

Available September

LCD scrolling display of alpha/numeric (dot matrix) characters
Input can be varied from 1680 program steps with 26 indepen-
dent memories to 80 program steps with 226 memories. (All
retained when switched D%L Up to 10 programs can be stored
{PO to P3). Subroutine: Nested up to 10 levels. FOR-NEXT loop-
ing: Nested up to 8 levels. Straightforward program debugging

omoa -

CASIO FX602P

(R.R.P. £84.95)
ONLY £74.95

* Ultra high-speed calcu-
lations.

 Frogram storage on cassette
tape using optional FA-1.

“ Compatible with FX-501/2P

by tracing. Efdmng by moving cursor. 55 built-in scientific and
statistical functions, can be incorporated in programs.
Program/data storage on cassette tape via optional FA-2 (avail : g?_fffg?:"}'?g ?:11%;0: aIrD%H
abie soon). Optional FP-10 mini printer and plugan KUOM modules v ‘ ‘ a
available soon. Two lithium batteries give approx. 200 '

hours continuous operation, with battery saving Auto Power Off
after approx. 6 minutes non-use. Dimensions: 17 x 165 x B2mm
(% x 672 x 3" ). Weight: 180g {6.30z).

EMPUS

Circle No. 119

# 2 lithium batteries. Approx. 660 hours continuous use.

Prices include V.A T and P & P Send your company ordar, chague, p.o. of phong
vour ACCESS or BARCLAYCARD number

DELIVERY NORMALLY BY RETURN POST
LEADING CASIO DISTRIBUTORS
DEPT. CVG

164/167 EAST ROAD, CAMBRIDGE, CcB11DB
TEL: 0223-312866
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If you are blasting more galax-
ians per 10p than anyone else
down your local . . . isn't it about
time you displayed this talent to
the world?

Whatever your favourite
machine, send us in your best
score and you could find yourseli
hailed as the Best Arcade Game
Player in the World.

In conjunction with Taito Elec-
tronics we are trying to find the
best galaxian-blaster, puckman
muncher, asteroid annihilator or
invader halter going — and give
him the acclaim he is due.

The competition is very easy to
enter, simply turn to the reader
reply card between pages 82 and
83 and fill it in. You will find a
section of questions on arcade
games which will give us a bet-
ter idea of what you want trom
arcade games and we, in turn,
can help manufacturers we come
in contact with, to provide those
sort of games.

Next fill in the machine you
wish to enter on and take the
card down to your local pub or
arcade. Put the best score you
can on the machine, ask the pub
or arcade owner to sign it and
send if off to us.

Should you find yourself pro-
ducing a disappointing score
simply try again.

If, after you have sent the card
off, you turn in an even better
score, don't kick yourself but just
buy the next issue of Computer &
Video Games and there will be
another entry form in there.

The highest scores on the 10
most popular machines will
appear in our Arcade Action sec-
tion to give the rest of the arcade
world something to aim at.

And the three top scorers on
the three most popular machines
we hear from by 1 January will
be invited to take part in our
Grand Arcade Game Final. So
don’t hide that expensively-
obtained talent under a bushel
— tell the world about it.
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Can you solve the tantalizing
puzzle attached to our front
cover?

There is a solution (you may
begin to doubt this after the first
three hours), but only one.

The aim of the puzzle is to set
out the four cards in a close
approximation of a square so
that two sides of each card lie

COMPETITION

COMPUTER & VIDED GAMES' many
free competitions are open to any-
one except EMAP employees and
their relatives.

Entries to our Mind Routines,
Nevera Crossword, Know Your
Creature, Free Puzzle Program,
Game of the Year and Arcade
Player of the World competitions,
should be sent to: COMPUTER &
VIDED GAMES, Durrant House, 8
Herbal Hill, London ECIR 5JB.
Judges’ decisions are final and no
correspondence can be entered into.

Send entries to Mind Routines
on a postcard and in all cases
please include a name, address
and, where possible, a phone
number — so we can lel you know
should you have won.

against one side of two others.
See the photograph above.

And the four places where
these cards meet must all match
up. That sounds easy enough
until you actually start work on
the puzzle and find that never
more than three sides seem to
match. This is where your mic-
rocamputer comes in.

If you can write a program on
whatever sort of machine you
own — or just ordinary Basic —
and send it in to us before 13
December then you'll be in with
a chance of winning a Commo-
dore VIC-20 colour computer.

We have three to give away to
the best programs that come in
betore that date.

We have a program to solve
the puzzle which will be printed
in our January issue. But for the
very frustrated we will be show-
ing a solved puzzle next month.

A panel of three judges will

sift through the programs you
send in and if yours is one of the
best then a VIC-20 computer will
be on its way to you.
Warning: Trying to do this puzzle
without a computer using the old
fashioned trial and error method
could result in hours of frustra-
tion.




Make the most of your
Sinclair ZX Computer...

Sinclair ZX

software
on cassette.

3.9—5 per cassette.

The unprecedented popularity of
the ZX Senes of Sinclair Personal
Computers has generated a large
volume of programs written by users.

Sinclair has undertaken to
publish the most elegant of these
on pre-recorded cassettes. Each
program is carefully vetted for
interest and quality, and then
grouped with other programs to
form a single-subject cassette.

Each cassetie costs £3.95

including VAT and p&p) and comes
complete with full instructions.

Although primarily designed
for the Sinclair ZX81, many of the
cassettes are suitable for running
on a Sinclair ZX80 -if fitted with a
replacement 8K BASIC ROM.

Some of the more elaborate
programs can be run onlyon a
Sinclair ZX Personal Computer
augmented by a 16K-byte add-on
RAM pack.

This RAM pack and the
replacement ROM are described
below. And the description of each
casserte makes it clear what
hardware is required.

8K BASIC ROM
The 8K BASIC ROM used in the
ZXB] is available to ZXB0 owners
as a drop-in replacement chip.
With the exception of animated
graphics, all the advanced features
of the ZX81 are now available ona
Z¥80-including the ability to run
much of the Sinclair ZX Software,
The ROM chip comes with a
new keyboard template, which can
be overlaid on the existing
kevboard in minutes, and a new
operating manual

16K-BYTE RAM pack
The 16K-byte RAM pack provides
16-times more memory in one
complete module. Compatible with
the 7X81 andthe ZX80, it can be used
for program storage oras a database.
The RAM pack simply plugs
into the existing expansion port on
the rear of a Sinclair ZX Personal
Computer.

Cassette 1-Games
For ZX8! (and ZX80 twith 8K
BASIC ROM)

ORBIT -vour space craft's
mission is to pickupaveryvaluable
cargo that's in orbit around a star.

SNIPER - vou're surrounded
by 40 of the enemy. How quickly
can yvou spot and shoot them when
they appear?

METEORS - your starship is
cruising through space when you
meet a meteor storm. How long can
vou dodge the deadly danger?

LIFE-].H.Conway's ‘Game of
Life' has achieved tremendous
populanty in the computing world,
Study the life, death and evolution
patterns of cells.

WOLFPACK - your naval
destrover 15 on a submarine hunt.
The depth charges are armed, but
must be fired with precision.

GOLF -what's vour handicap?
It's a tricky course but vou control
the strength of your shots.

Cassette 2-Junior
Education: 7-11-year-olds
For ZX&1 with 16K RAM pack

CRASH -simple addition-with
the added attraction of a car crash
if you get it wrong.

MULTIPLY -long multi-
plication with five levels of
difficulty. If the answer's wrong-
the solution is explained.

TRAIN - multiplication tests
against the computer. The winner's
train reaches the station first.

FRACTIONS - fracthons
explained at three levels of
difficulty. A ten-question test
completes the program.

ADDSUB - addition and
subtraction with three levels of
difficulty. Again, wrong answers
are followed by an explanation.

DIVISION —with five levels of
difficulty. Mistakes are explained
graphically, and a running score is
displayed.

SPELLING-up to 500 words
over five levels of difficulty. You
can even change the words vourself.

Cassette 3-Business and

Household
For ZX81 rand ZX 80 wwith 8K
BASIC ROM) wwith 16K RAM pack
TELEPHONE - setup yourown
computerised telephone directory
and address book. Changes,
additions and deletions of up to
50 entries are easy.
NOTE PAD-a powerful, easy-
to-run system for storing and

retrieving everyday information.
Use it as a diary, a catalogue, a
reminder system, or a directory.
BANK ACCOUNT -a
sophisticated financial recording
system with comprehensive
documentation. Use it at home to
keep track of *where the money
goes,’ and at work for expenses,
departmental budgets, etc.

Cassette 4-Games
For ZX81 (and ZX80 evith 8K
BASIC ROM) and 16K RAM pack

LUNAR LANDING -bring the
lunar module down from orbit to a
soft landing. You control attmude
and orbital direction - but watch the
fuel gauge! The screen displays vour
flight status-digitally and graphically.

TWENTYONE -a dice version
of Blackjack.

COMBAT -vou're on a suicide
space mission. You have only 12
missiles but the aliens have
unlimited strength. Can you take
12 of them with you?

SUBSTRIKE-on patrol, vour
frigate detects a pack of 10 enemy
subs. Can you depth-charge them
before thev torpedo you?

CODEBREAKER -the
computer thinks of a 4-digit number
which you have to guess inup to 10
tries. The logical approach is best!

MAYDAY - in answer to a distress
call, vou've narrowed down the
search area to 343 cubic kilometers
of deep space. Can you find the
astronaut before his life-support
system fails in 10 hours time?

Cassette 5-Junior
Education: 9-11-year-olds
For ZX81 (and ZX80 wwith 8K
BASIC ROM)

MATHS = tests arithmetic with
three levels of difficulty, and gives
yvour score out of 10,

BALANCE - tests understanding
of levers/fulcrum theory with a
series of graphic examples.

VOLUMES =*ves’ or ‘no’
answers from the computer to a
senes of cube volume calculations

AVERAGES —what's the average
height of vour class? The average
shoe size of vour family? The average
pocket money of your friends? The
zomputer plots a bar chart, and
distinguishes MEAN from MEDIAN.,

BASES - convert from decimal

base 10 to other bases of vour
choice in the range 210 9.

TEMP-Volumes, temperatures

—and their combinations.

How to order

Simply use the-order form below,
and either enclose a cheque or give
us the number of vour Access,
Barclavcard or Trustcard account.
Please allow 28 days for delivery
14-day money-hack option,

[ [ | - ||
ZX SOFTWARE

Sinclair Research Lid,
6 Kings Parade, Cambridge,
Cambs., CB21SN. Tel: 0276 66104.

To: Sinclair Research, FREEPOST 7, Cambridge, CH2 1YY Mleais primt |

| Please send me the items [ have indicated below

Item

| Oy | Code

21 Cassette 1 - Games

22 Cassete 2

23 Cassette 3- Business and Househaold

24 Casserre 4 - Games

5 Casserte 5= Junior Education
17 *EE BASIC ROM for ZXE0
] s1HE H.—"..".'.|'-.|L'L.|||::-‘"."'.K]u||_if'xl‘”|

Junior Education £3.95

£3.95
L L
£31.95
£19.95

£49.95

l'otal §

*Please add £2.95 1o tota] order value only if ordering ROM and/or RAM

l enclose a chegue/ O o Sinclair Research Lid for £

Please charge my Access*/Harclavcard Mrustcard no

“Plegse delete as .J.*I'!."Jg ahil
Name: Me/Mrs/ Miss
| Address

1
I
| |
| |
| i
| l
I I '|"|l'\-l:_1|1-.'.-'|'-.1.;k|||u iI.:;'-|I:I||.u|'!.I.' I 295 I
| |
I |
I |
I |
1
|
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1980 saw a genuine breakthrough -
the Sinclair ZX80, world's first com-
plete personal computer for under
£100. Not surprisingly, over 50,000
were sold.

In March 1981, the Sinclair lead
increased dramatically. For just
£69.95 the Sinclair ZX81 offers even
more advanced facilities at an even
lower price. Initially, even we were
surprised by the demand - over
50,000 in the first 3 months!

Today, the Sinclair ZX81 is the
heart of a computer system. You can
add 16-times more memory with the
ZX RAM pack. The ZX Printer offers
an unbeatable combination of
performance and price. And the ZX
Software library is growing every day.

Lower price: higher capability

With the ZX81, it's still very simple to
teach yourself computing, but the
ZX81 packs even greater working
capability than the ZX80.

It uses the same micro-processor,
but incorporates a new, more power-
ful 8K BASIC ROM - the ‘trained
intelligence’ of the computer. This
chip works in decimals, handles logs
and trig, allows you to plot graphs,
and builds up animated displays.

And the ZX81 incorporates other
operation refinements — the facility
to load and save named programs
on cassette, for example, and to
drive the new ZX Printer.

. New BASIC manual

Every ZXB1 comes with a comprehensive, specially- writtan

manual - a complete coursa in BASIC programming, from
first principles to complex programs.

the heart of a system
that grows with you.

Kit:
£49.%

Higher specification, lower price -
how’s it done?

Quite simply, by design. The ZX80
reduced the chips in a working
computer from 40 or so, to 21. The
ZX81reduces the 21to 4!

The secret lies in a totally new
master chip. Designed by Sinclair
and custom-built in Britain, this
unique chip replaces 18 chips from
the ZX80!

New, improved specification

® ZB0A micro-processor — new
faster version of the famous Z80
chip, widely recognised as the best
ever made.

® Unigue ‘one-touch’ key word
entry: the ZX81 eliminates a great
deal of tiresome typing. Key words
(RUN, LIST, PRINT, etc.) have their
own single-key entry.

@ Unique syntax-check and report
codes identify programming errors
immediately.

® Full range of mathematical and
scientific functions accurate to eight
decimal places.

® Graph-drawing and animated-
display facilities.

@ Multi-dimensional string and
numerical arrays.

® Up to 26 FOR/NEXT loops.

® Randomise function — useful for

games as well as serious applications.

@ Cassette LOAD and SAVE with
named programs.

® 1K-byte RAM expandable to 16K
bytes with Sinclair RAM pack.

@ Able to drive the new Sinclair
printer.

® Advanced 4-chip design: micro-
processor, ROM, RAM, plus master
chip - unigue, custom-built chip
replacing 18 ZX80 chips.

Built:
£69.%

Kit or built —it’s up to you!

You'll be surprised how easy the
ZX81 kit is to build: just four chips to
assemble (plus, of course the other
discrete components) —a few hours’
work with a fine-tipped soldering iron.
And you may already have a suitable
mains adaptor - 600 mA at9VvDC
nominal unregulated (supplied with
built version).

Kit and built versions come com-
plete with all leads to connect to
your TV (colour or black and white)
and cassette recorder.
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16K-byte RAM
pack for massive
add-on memory.

Designed as a complete module to
fit your Sinclair ZX80 or ZX81, the
RAM pack simply plugs into the
existing expansion port at the rear
of the computer to multiply your

Available now-
the IX Printer
foronly £49.%

Designed exclusively for use with
the ZX81 (and ZX80 with 8K BASIC
ROM), the printer offers full alpha-
numerics and highly sophisticated
graphics.

A special feature is COPY, which
prints out exactly what is on the
whole TV screen without the need
for further intructions.

How to order your ZX81

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

— — — — — — — — — —

rTn: Sinciair Research Ltd, FREEPOST 7, Cambridge, CE2 1YY.

At last you can have a hard copy
of your program listings —particularly
useful when writing or editing
programs.

And of course you can print out
your results for permanent records
or sending to a friend.

Printing speed is 50 characters
per second, with 32 characters per
line and 9 lines per vertical inch

The ZX Printer connectstothe rear
of your computer - using a stackable
connector so you can plug ina RAM
pack as well. A roll of paper (65 ft
long x 4 in wide) is supplied, along
with full instructions

by cheque, postal order, Access,
Barclaycard or Trustcard.

EITHER WAY - please allow up to

28 days for delivery. And there's a
14-day money-back option. We want
you to be satisfied beyond doubt -
andwe have no doubt that you will be.

data/program storage by 16! Order

Use it for long and complex Qty  Item Code | ltemprice | Total |
programs or as a personal datat_uase. P Ereiie 7% Porcoral Comoater e Prica Nciuass E 8
Yetit costs as little as half the price ZXB1 BASIC manus, axcludes malra adeptor, 12 49.95
of competitive additional memory. T Ready-assembled Sinclair ZX81 Personal Computer(s). |

With the RAM pack, you can | Price includes ZXB1 BASIC manual and mains adaptor 11 60.95
also run some of the more sophisti- | Mains Adaptor(s) (B00 mA at 9V DC nominal unregulated). | 8.95
cated ZX Software - the Business & | 16K-BYTE RAM pack 18 49.95
Household management systems | Sinclair ZX Printer | 21 49.95
for example. | BK BASIC ROM to fit ZX80 17 19.95

Post and Packing 2 g5
L1 Please tick if you require a VAT receipt TOTAL £

— | | — ||
Z X8I

6 Kings Parade, Cambridge, Cambs., CB2 15N.
Tel: (0276) 66104 & 212682,

*| enclose a cheque/postal order payable to Sinclair Research Ltd, for £
*Please charge to my Access/Barclaycard/Trusicard account no

*Please delete/complete as applicable

MName: MriMrs/Miss
Address:

— — — S s S e e S S S S — —
———— —— . — S — — — —
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Beam back to prehistoric times
when the land was covered in
swamps and terrifying dinosaurs
fought bloody battles to the
death.

That is the setting for one of
the games available for Tandy's
latest machine, the TRS-80 Col-
our computer. Called Dinowars
the 30 game is for two players,
or one player against the compu-
ter.

When you switch on the com-
puter — Tandy promises it will be
available this month — a pair of
dinosaurs flash up on the screen.
One is red, the other blue, Each
of the beasts is controlled by
a joystick and can be moved
backwards, forwards, to the left
and right. The picture on the
screen runs around so that the
monsters can walk off the screen
at one edge and reappear on the
other side.

4

BATTLE OF THE
PREHISTORIC GIANTS

With tails swishing the two
dinosaurs leap ferociously into
action when the button on the
joysticks is pressed. Then the
fight to the death begins com
plete with gruesome sound
effects.

The players have to man-
oeuvre their monsters into a
good position to kill each other.
To do that they have to plant a
lethal bite on the back of the
neck. If the dinosaur dies from
his wounds he literally drops
dead in front of your eyes. If a
monster dies the player in con-
trol of him loses 10 points.

One unusual feature is that the
dinosaurs can be killed when
they are off the screen. As you
can't actually see what they're
doing it's more a matter of luck
than judgement. It costs E£22.85
and is available from your local
Tandy store.

COMPUTER & VIDEO GAMES

TOWERING
INFERNO

They say there is no smoke with-
out fire and in Towering Inferno
it is truer than ever.
Recently produced for
Sharp MZ-BOK by Sharpsoft, the
game is definitely not for the

squeamish. The object is to find §

your way out of a multi-storey
building which is on its way to
being gutted by fire.

The only way out is to go
down to the bottom floor — you
are stuck on the 10th storey — or
to go up to the roof of the
building.

There is no time to panic on
your escape, As you make your
way from one floor entrance
across the room to the exit you
have to judge the gquickest way
to avoid the fast-spreading
flames. You control a man with
the cursor keys and have an aer-
ial view of each floor.

If you are not careful where
you tread you might find yourself
overcome temporarily by smoke

the

fumes. When that happens the
man under your control disap-
pears from the screen for a sec-
ond.

If you manage to reach the
roof it is not certain that you will
survive the ordeal. With luck a

helicopter will swoop down,
dropping a rope ladder to whisk
you away

If you reach the bottom and
emerge safely, an ambulance will
drive to the building and take you
away to recouperate in hospital
It costs £5.85

EAT OR
BE EATEN

An addictive new Pet game will
keep you glued to screens trying
to avoid fast-moving monsters

Avid fans of the Mazeman or
Puckman arcade game, who also
happen to own a Pet, will be
eager to try this rather different
version in their homes.

Called Super Glooper, the
object is to gobble-up as many
monsters as you can. A difficult
job bechuse they move very
quickly and can turn on a heel
suddenly while you are in hot
pursuit of them and without hesi-
tation will eat you up.

The hectic chase takes place
in a maze with points being
scored for swallowing-up dots
along the path and for monsters

which you catch up with and
manage to devour

The Gloopers travel that much
faster than you can go and the
game has been written in
machine code to give it extra
speed. It is available from Pet
software supplier Supersoft,
costing £8.00
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PERIL ON
THE SEABED

Not for the claustrophobic, Sea
Wolf recreates the perils of sub-
marine warfare complete with
mines tumbling off the decks of
enemy destroyers.

At war with an enemy fleet the
commander of the submarine
must shoot down ships sailing
above him on three different
levels. Coloured purple, red and
white the ships are worth vary-
ing number of points when they
are successfully destroyed.

Each ship moves at a different
pace, the fastest ones sailing at
the top of the screen farthest
away from the submarine making
it more difficult to get a direct
hit. Use a joystick to move the
submarine and the button to fire
an unlimited supply of torpedoes.

There are two levels of play
for beginners and expert shoot-

ers. The submarine commander
is firing against the clock which
ticks away from 60 seconds
down. A minute has never gone
s0 quickly.

But the commander has to
keep a wary eye out for des-
troyer mines released by enemy

shipping. These hover in the sea
blocking the path of torpedoes. If
a torpedo hits one by mistake it's
a wasted shot. Don't worry too
much about the mines because
they cannot sink down to your
level in the sea.

The ships sailing at the lowest

level (coloured white) are the
slowest moving and the easiest
target. They are only worth five
points at skill level one or 10
points at level two

Next up are smaller ships
which travel more quickly, The
red ships are worth more points,
15 at level one and 25 at level
two.

And ruling the waves at the
top of the screen are the smal-
lest and fastest ships in the fleet
They zip along, barely giving the
submarine commander time to
take aim let alone fire. These
purple coloured ships score 50
{level one) and 60 (level two)
They are the ones to go for to
boost your score. Once the score
reaches a magic BOD the time
limit is extended giving you
scope to shoot down more ships

The extras needed are a joy
stick, the game is supplied by
Adda Computer's VIC Centre
The cassette with two other
games on it costs £14.95,

CHESS ON
THE CHEAP

Computerised chess games have
now reached Christmas stocking
prices with the launch of Acet-
ronic's Electronic Chess.

Retailing at omly £24.95, 1t
compares very favourably with
other chess games on the mar-
ket, which can set you back any-
thing up to £500. And it includes
a lot of the standard features you
would expect.

The console looks like a poc-
ket calculator with a liquid crystal
display and keys representing
the pieces and numbered
squares of the board

But you will need to provide
your own board and pieces.

Only two levels of play but the
Electronic Chess owner can
choose to play black or white, or
— if he wishes — watch an
instructive game with the com-
puter playing against itself.

It will tell the player if he made
an illegal move and can delete
the move he made with a cancel

key. It also allows the player to
verify the positions at any stage
during the game and program in
opening variations using a spe-
cial key.

Other features include setting
up and removing individual
pieces and placing a game posi-
tion from which the computer
will continue to play,

This offers a good game to the
keen chess youngster who is
short of an opponent and will
help him improve his standard. It
will also fit into most family
budgets.

GO FOR
REAL GOLD

One computer game destined to
follow the success of Kit Thomas'
treasure book “"Masquerade” is
Goldrush.

“Masgquerade” was the book
which became a best-seller by
offering clues to a £5,000 piece of
jewellery in the shape of a hare.
Since it first appeared many
treasure hunters have dug up
various stately homes and
searched numerous river beds in
the mistaken belief that they
have solved the clues and will
find the treasure.

Whether Mr Micro's VIC game
Goldrush will keep its players
guessing for as long, we will
have to wait and see — but there
is no shortage of interested peo-
ple waiting to try solving the
problem.

The prize for the winner is real
gold nuggets provided by Mr

Micro.

The game is an Adventure
type based on the 1849 Califor-
nian gold-rush. Participants start
trekking across to California with
a number of clues to be found on
the way. Once there, you have to
stake & claim and try to find the
Golden Word.

First person to get in touch
with Mr Micro with the correct
word wins the gold.

A review appears on page 88

Coming soon for the just-
released Commodore VIC 20 is a
variety of new games including
versions of Puckman, the popular
arcade game, Galaxians, Cosmic
Jailbreak, Space Invaders and
Moon Lander. These were
scheduled for release in October
at the earliest and will be
covered in more detail in future
IS5UES,

FINGER ON
THE BUTTON

Polaris is the Tandy version of
the popular arcade game Mis-
sile Command.

The- player has fto protect
cities from an onslaught of bal-
listic missiles, alien space ships
and other extra-terrestrial
beings. Saving the cities from
obliteration is in your hands —
you control the ground base
where anti-ballistic missiles are
launched.

Polaris is designed to run on
the TRS-80 models but though
the game’s concept is exciting
without thé colour graphics
available on arcade games and
other microcomputers, it still
loses a lot of its attraction. It is
also expensive for a computer
game at £27.95 so only keen fans
of the original are likely to
spend that amount of money on
iit.

DEATH AMONG
THE STARS

An action-packed space game
which looks set to be a scorching
success is Starmines

It first reached Apple screens
in the States and has just been
released in the UK Take com
mand of a starship fighter on a
mission in the galaxy to defend
your own civilisation from the
threat of invasion

You control the starship flying
through hyperspace dodging
attacking missiles, meteontes,
and small spaceships all out to
get you. The action is fast and
you barely have time to press the
fire button to exterminate an
alien ship before a shower of
rocks falls at the speed of light
towards your ship.

To hit the objects you must
line them up in your sights and
press the fire button

The game follows in the Star
Raiders and Space Battle vein,
retails at £14.95.
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Tread warily to save your skin
when you are playing Minefield,
one of the latest games available
for the Acorn Atom.

In this game introduced by
Leeds software supplier Program
Power, the only protection is a
metal detector to pick out the
mines.

The minefield spreads across
the screen with the one safe
patch being your home square on
the far side of the field.

Dn the same tape, which costs
F5.95, are two other Atom games,
Snake and Awari. The first is a
variation on the barriers type
game. Two serpents grow in
length and the object is either to
cut off the opposing snake, or
make his snake cross over itself.

In the Atom version, the ser-
pent is trapped in a square box
which has electrified walls.
Numbers flash in the box and the
snake has to gobble-up as many
as possible. If he touches the
walls, or doubles back and
touches itself, 50,000 volts are
shot through his body. Like most
of these games it proves a good
test of your reactions.

The third game is another
computerised version of an
ancient African pebble game,
Awari. A strategy game for thin-
kers, the object is to win as many
pebbles from your opponent as
possible to dominate his terri-
tory.

Each player is given six pits on
which they place his pebbles.
Then in turn the pebbles are
moved according to certain rules.
The game finishes when one
player has put his stones on the
opponent’s territory.

Apple owners are invited to dice

with Death as opposed to Life in

a new game from Leisure Genius.

This new strategic game is
based loosely around the compu-
ter classic, Life, and involves
building-up cells until you can
dominate your opponents by
destroying them through disrup-
tion of their cell structures.

There are 10 cell structures to
play with and from which evolve
yOur owWn Universe.

Each player starts with a stock
of cells which they can choose
before the game kicks-off, First
you have to decide how many
cells each player is allowed and
then select the structures you
want to play with.

Also take into consideration
how quickly you want the cells to

THE OPPOSITE
OF LIFE

generate and the number of gen-
erations carried-out during the
multiplying period. It is for the
players to set the game rules.
Another option available is
sound.

A new chess game is out for the
dedicated enthusiast at the top
end of the Chess Challenger
range

This version's attributes lie in
its design and the capabilities
and scope for play.

There are 10 levels of difficulty
which the player selects going
right from beginner to expert. So
the ‘Decorator Challenger’ can be
used by inexperienced chess
players as a learning tool but still
give a good game to club players.

A book comes with the game
which lists 40 different chess
openings, with approximately
1200 book opening moves prog-
rammed in, The Decorator plays
gither black or white and is cap-
able of repeating all the positions
of the pieces left on the board at
any. stage of the game at the
press of a button in case the
player's memory fails him.

If the player gets stuck the
friendly Decorator will automati-

EXECUTIVE CHESS

cally suggest the best move the
player can make by doing a quick
assessment of the pieces posi-
tions.

This deluxe chess game is a
full size board concealing the
glectronics and microprocessor
but with an attractive playing
surface. It is made of hardwood,
stained to obtain the light and
dark colours. The pieces too are
made of the same wood and can
be stored in containers next to
the board. The calculator styled
keyboard console is also on the
same section.

The whole unit stands in a
carved frame with four small
legs.

But it is expensive, selling at
the moment for the grand price
of £395.95. Included in that price
is @ booklet of opening moves.

It is marketed in the UK by
Computer Games and is defi-
nitely the executive computer
chess set.
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The rules of the game are
complicated and therefore take
some getting used to but once
you have decided exactly what to
do and the conditions necessary
for cells to regenerate the game,
it is difficult to stop playing

Conditions for regeneration
must be three cells next to an
empty Space In that space a
new cell will pop up so you can
literally see your empire grow. If
a cell has two or three cells
positioned next to it, that cell is
safe and will survive, but if it has
fewer than two or more than
three the cell cannot cope and
will shrivel and die

The two players fight it out on
the screen, each placing cells in
desired positions. You can move
the cells into any position on the
screen, the idea being to get
them in the proper place to see
them regenerating.

It demands absolute concent-
ration to keep track of your cells
and those of your opponent. The
generation cycle begins when
both of you have finished placing
your cell structures

Once you have learnt how to
play Death you can wvary the
levels and intensity of the game
with the selection controls.
Made by the London-based firm
Leisure Genius, you get your
money's worth for £15.

TWO-IN-ONE
SPACGE TRIAL

Two popular arcade games, Mis
sile Command and Asteroids,
have been combined to transfer
to the Pet screen,

Called Meteorites, the aim of
the game 1S to protect seven
bases from a swarm of meteor-
ites descending from the
heavens.

The only way to survive is to
blast the rock showers with your
laser gun, but you will find that
often it serves only to shatter
the meteorites into even smaller

yet just as deadly — frag-
ments.

Altogether you have to fight-
off six waves of meteorite
storms, scoring points on the
way for each hit. Other hazards
to avoid are alien ships which
swoop down intermittently to
fire at the bases under your pro
tection. Shoot down one of those
and you score bonus points

Maeatearites is from the
Harrow-based firm Supersoft
who also supplied Hitchhikers
Guide to the Galaxy addicts two
months ago by producing a Pet
version of the Douglas Adams
book and TV senes




OF ALL the innumerable games
appearing on computers, large
and small, Chess is one of the
few which has a genuine exis-
tence in the same form outside
the computer environment. The
history of the ancient game cov-
ers many hundreds of years and,
indeed, among the first books
ever printed in English — by
Caxton — was one on Chess.

The success of computers in
making in-roads into the com-
plex field of intellectual
endeavour has been remark-
able, with the best programs
now performing at a level to
which few regular club or
county-level players could ever
aspire and beginning to cause
problems even for experienced
masters.

Exactly what has been
achieved, and what has not, will
be one of the perennial topics of
this series. In each issue I hope
to include a combination of his-
torical and background mater-
ial, together with up-to-date
reports on tournaments — par-
ticularly microcomputer tourna-
ments — and product reports.

The idea of a chess-playing
machine has a long history,
pre-dating that of the electronic
computer by many years. An
automatic chess-player built in
1769 by the Hungarian, Wolf-

By Max Bramer

gang Von Kempelen, was
demonstrated to the court of
Empress Maria Theresa of
Austria two centuries ago.

The automaton chess-player
was built in wood in the form of
the upper portion of the torsc of a
man, approximately life-size
and dressed in the clothing of a
Turk, complete with turban and
cloak. The tigure was seated ata
chest on which a chess-board
was placed. Before each game
the doors of the chest were
opened to reveal a complex col-
lection of gears, pulleys and lev-
ers.

During the game the oppo-
nent's moves were made on the
board in the usual way. with the
Turk’'s moves being played by
itself with its left hand.

Needless to say, Von Kempe-
len's Turk was no more than an
elaborate hoax, with @ man hid-
den inside the chest, detecting
the opponent’'s moves by means
of magnets and working the
Turk’'s arm by means of a panto-
graph, while being confined to a
small area lit by a candle.

Even knowing of the hoax, the
Turk remains an extremely
impressive invention. Not only
did the public demonstration
appear to show that the whole of
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the chest was either empty or
occupied by machinery, but the
engineering required to make
the hoax work was highly com-
plex, so much so that even those
scientists convinced that there
must be a hoax found it almost
impossible to explain how it was
achieved.

The Turk's secret survived
intact from 1769 to 1834. Twenty
years later the ingenious crea-
tion was destroyed by fire, its
final resting place being the
Chinese Museum in Philadel-
phia. The story of the Turk is told
in fascinating detail in The Great
Chess Automaton by Charles
Michael Carroll.

The second world microcomputer
championship was held in West
Germany in September, under the
auspices of both the International
Computer Chess Association (ICCA)
and the International Chess Federa-
tion (FIDE).

Here is the decisive game bet-
ween the first and second prize
winners from the first world mic-
rocomputer championship, played
in London last September.

. PK8, PK3: 11. OXQch, RXQ;

. P04, P-04; 12. B-03, B-02;

. N-O0B3, B-N5; 13. 0-0, QR-0Q1;

. P-K5, N-0B3; 14. QR-N1, B-B1;
0-N4, P-KN3; 15. B-KR6, R(B1)-K1;
N-B3, P-B4; 16. KR-K1, N-KN1:

. 0-N5, BXNch:  17. N-Nbch, K-K2;

. PXB, KN-K2; 18. B-N7, P-KR3;

. O-R6, K-B2; 19. N-R7, K-BZ;

10. B-KN5, 0-B1; 20. B-B6, NXB;

21. NXN, R-K2; 33. R-QN1, P-B3;
22. P-KR4, P-N3; 34. PXP, R-Q7d;
23. P-R5, P-KN4;  35. K-N1, B-R3;
24. P-N3, P-R3; 36. N-Q7, RXBP:
25. P-B3, N-R4; 37. PKbch, K-K1;
26. P-N4, P-N4;  38. N-B6ch, K-B1;
27. K-N2, N-B5; 39. N-O5, R-OR2;
28. BXN, OPXB; 40. PK7ch, K-K1;
29. PXP, PXP: 41. N-B6ch, K-B2;
30. P-05, B-N2; 42, P-KB=0Qch, K-N2;
31. R (N1}-Q1, B-B1; 43. O-N6ch, K-B1;
32. K-B2, P-R4; 44, RKB mate.
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Position after Black's 29th move

As an incentive to the ambiti
ous chess programmer, the
Fredkin Foundation of Cam-
bridge, Massachusetts has
recently established a prize of
$100,000 for the first computer
program to beat the world
human champion in a match.

Although the goal still seems
well out of reach, the improve-
ments made in the last few years
are most impressive. The
purpose-built chess machine
Belle — much larger than Sen-
sory Voice Challenger but prob-
ably still just qualifying as a
microcomputer — won the world
computer chess championship
convincingly in Linz last year
against computers of all sizes
and has since attained a perfor-
mance rating around 2,300 on the
U.S. Chess Federation scale, a
very high master rating.
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How do you go about putting
your name up in lights on the
high score chari of your favourite
machine?

Short of carrying pockets full
of 10p pieces down to your local

pub or arcade, is there any fas-
ter way to master the new video
game which has you hooked?

We think so and every month
in our Tips section we will be
giving advice that will keep
Computer & Video Games read-
ers ahead of the pack on the
popular arcade games of the
moment.

The tips will come from
gexperts who have already
worked their way inside the head
ol the game's programmer and

discovered ways of prolonging
each 10p's worth of life from a
particular machine.

No game is ever really mas-
tered but this column will give
practical ideas to help you sur-
vive as long as possible against
the indefatigable creatures that
inhabit every video games
cabinet.

In this issue we look at the
Mazeman also known as
Pacman and Puckman — type of
game. While next month we will
offer some hints on the difficult
game of Asteroids De Luxe.

In this same column we are
going to print machine “'slang’'.
Any terms or expressions you
and your friends use to describe
certain events or creations in a
game. One example is how
quickly Space Invaders became
known as ‘‘Green Meanies'.

Also on the irreverent side, et
us know about any programming
“bugs’’ on a machine. These are
areas on a game where the prog-
rammers have not foreseen thal
a certain sequence ol aclions
will produce a peculiar response
on the screen. Tell us about
these strange happenings and
how to recreate them.

The "Ghosts” that inhabit the
Mazeman type of arcade machine
go by many names but, whatever
you are invited to call them, most
players find a few more names of
their own

The machine itself varies in
title from Pacman, Puckman or
Picman to the more descriptive
Mazeman. But whatever the
name of the machine you have
been cussing over, the tips to
help you achieve a high score
remain the same. Here are some
“hints to help you increase your
fruit yield at the bottom of the
SCreen, _

Firstly it is important to
develop an opening strategy for
the early “walls” (each cleared
screen generates a new “wall”).
Study the early movements of
the ghosts and you will see that

e

Two interesting little program-
ming flaws can be found in the
Mazeman game. If you persuade
your friends to devote the money
for a little experimentation you
may be able to re-create them on
a screen.

It is possible to send an errant
pair of eyes flitting around the
area of screen just above the
ghosts’ base.

This can be achieved, some-
times, if you catch a ghost just as
he emerges from his base and
gat him. This must be attempted
garly in a wall, by eating a flash-
ing dot and then speeding to the
exit of the ghosts’ base, to con-
sume the ghost as he bounces
out.

It is also possible to turn the
ghosts bright orange. This often
occurs when you eat a ghost just
as he turns from a fiashing blue
consumable back to his normal
colour. Of course, trying this
automatically means you lost a
lite.
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these only vary if you go very
close to them. Experiment to find
a path which will each time keep
you clear of them for longest and
finally lead you, with the ghosts
in close pursuit, to a flashing dot.

Good tips for this are to clear
the bottom row as this is the
easiest place to get trapped. You
will only manage to do thisin the
first two walls. Then change your
route for the third wall but still
make sure you clear at least half
of that bottom line. The ghosts
speed up again for the fifth wall
50 a new opening strategy will
be needed for this one. Good
opening gambits leave both the
flashing dots at the bottom of the
screen to last — insurance for
the time you get caught with a
half-hmished wall.

When you come around to
those final few dots, be patient,
Key areas of the screen here are
the tunnel, through which you

travel much faster than the
Mazeman ghosts. If you can lead
three through here it should pro-
vide enough time to tidy up the
SCreen.

Another important area is the
network directly above the
ghosts' base. With a cool head
you can manoeuvre this part of
the maze with ghosts in close
attendance and still stay out of
danger — there is also a possibil-
ity of swooping down to swallow
a fruit when one appears.

When you do find yourself
trapped in a corner, (at the top
and bottom of the screen the
ghosts travel faster than you can)
a violent change of direction will
work wonders.

If the position looks really
hopeless a vigorous shake of the
lever can confuse the ghosts and
send them off in different direc-
tions. Remove drinks from on top
of the machine when employing

this tactic.

Now let me give you some
thing to aim for. After a run of
various fruits — worth more for
each wall — a creature | can only
describe as a “Galaxian” appears
on the screen. This wall, when
cleared, rewards you with an
intriguing little display involving
the red ghost

A collection of machine slang or
strange expressions overheard
while watching people play the
Mazeman variety of game. Com-
plete with a likely interpretation
of the meaning

® A monster munch eating all
four ghosts to score a 1,600 point
bonus

® An expensive fruit — caught
by a ghost after being tempted to
gat a fruit.

@ Get them in the nest — trying
to eat the ghosts while they are
still inside their base (a rather
pointless exercise as you can't
get in).

® Fangs in the backside job
escaping after a ghost seemed
certain to catch you.

Cosmic Avenger sends you off on

a hazardous mission, through
space and along undersea pas-
sages to destroy the enemy's
secret station.

Among the dangers you will
have to overcome are tanks,
U.F.0s mines, submarines, mis-
sile stations and the task is made
ever more difficult as you
approach the secret base.

The game is along the hnes of
Defender with your craft starting

off on the wide plains, facing
anti-aircraft fire from guns and
tanks.

The enemy's chase missiles
are fired from impressive installa-
tions built well off the ground or,
in the underwater caverns, from
rocky niches above you.

Their missiles will chase your
craft and their hit rate is ligh so
beware., U.F0s are another
menace of the air but are equip-
ped with radar to help you see
them approaching.

In the sea, the enemy’s sub-
marine missiles and his own subs
are just some of the problems, as
mines and depth bombs feature
along the route you have to take,

Depending on the malicious-
ness of your local arcade owner
you will find yourself with 2-5
lives and one of four levels of
difficulty
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Mastering the Omega Race will
number you among the known
galaxies’ elite space fighter
pilots.

For this training method was
invented originally by the Omega
Star System to make its pilots
the most respected force around,

Sitting in the cockpit of your
craft. the city of Komar pan-
oramically spread below you,
you must engage and destroy the
android forces and the mines
they have planted in your path.

The player uses a guidance
control knob to steer his craft
and a thrust button for force to
take his craft into the energy
field. As the alien droid fleet and
its mines fill your screen, pres-
sing the fire button sends out
deadly laser rays to destroy the
enemy targets

Photon and Vapor mines are
worth 350 and 500 points respec
tively, Droid Ships bning you
1,000 points and the Command
Ships 1,500.

Most dangerous is the enemy
Death Ship which appears at
random and has far greater
speed and manoeuvrability than
the rest of the targets. Its tactic
is to bump and demolish the
Omega Fighter

Bonus Omega Fighters are
awarded for high scores and top
scores are kept on the screen for
all to challenge. The backdrop of
this game, which is distributed
by Bally UK., is impressive but
the ship and mine graphics are
disappointing by present stan-
dards.

Monsters and magicians bring
fantasy to the world of arcade
games in the highly original
Wizard of Wor.

It also brings back the ping-
pong video games idea of letting
twao players loose on the controls
simultaneously, so giving the
feeling that this game is man
against man, rather than man
against machine

It does not dictate that you
have to fight one another and will
allow teamwork against the
strange monsters which inhabit
the Dungeons of Wor.

Players control a separate
squadron of “worriors” — blue or
yellow-clad humanoids dressed
in space suits and armed with
“unified field-disturbance rifles”.

They wenture out into the
dungeons, a maze of passages of
random design with escape
doors at either end, with a view
to destroying the monsters
which inhabit the labyrinths.

There are four kinds of mons-
ter plus the Wizard himself. The
blue Burwors are worth 100
points each and six of them
inhabit the first dungeon. When
all six are shot, yellow Garwors

200 points and often invisible
— and speedy red Thorwors —
500 points — join the battle,

When all are killed the next
maze appears containing more

[

THE FANTASY GENERATION

monsters to shoot or eat the
worriors. The opposing worriors
are also allowed to shoot one
another's men for 1,000 points,

This time a Worluk, the
Wizard's favourite, flies through
the dungeon when the last
Thorwor is shot. If either player
can shoot this creature before he
escapes it means double points
on the next dungeon.

That may prompt the Wizard to

Remember the evil Mekon? A
little green creature with & large
head who hovered on a saucer
and was to Dan Daré what the
Daleks are to Doctor Who.

Well, a similarly sinister crea-

ture — albeit with only one eya

- turns up in the new arcade
game of Space Fury 10 insult your
playing ability, boast of the
superiority of his battle forces
and generally give the player a
difficult time

At the end of the game he will
give his honest, if patronising,
opinion on what kind of opposi
tion you provided for him to test
his forces.

The game is similar to a colour-
ful asteroids except that the
opposition is provided by the
one-eyed monstrosity's battle
fleet.

These is a variety of whirling
dervishes which are harmless
until they have joined together to
form a larger space craft and will
then either ram your own craft or
fire an accurate orange bomb
towards you.

When you have demolished
his first collection of unlikely-
looking space ships with your

own rather ordinary craft, this
video Mekon expresses his sur
prise at your survival and
assures you that his next fleet
will finish the job.

One novel feature of the game
is that you are invited to dock
with a new spacecraft which will
help you tackle the next battle.

You dock with the craft you
think best-suited to the next con-
flict.

Plenty of scope for tactics in
this game so long as you can live
with being described as a
mediocre or, more commonly,
adequate, opponent.

This Sega game is distributed
over here by Alca Electronics of
Manchester

anpear, teleporting at magical
speed and hurling lightning bolts
at the players.

Throughout the game the
Wizard talks to the players over
the sounds of battle and a haunt-
ing melody which adds to the
dungeon mood.

A radar screen enables the
player to keep a check on invis-
ible monsters and this becomes
more critical as the dungeons
become more spacious.

A Midway game, distributed
here by Bally U.K., Wizard of Wor
has brought a new world of fan-
tasy to arcade games

BLUE WORRIOR
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By Tom Napier

LET us start by clearing-up the
terminology, Reversi is better
known these days as Othello but
that is a recent name for a game
the programming of Othello in
Reversi for at least 100 years.

I hope to give some guidelines
to the tactics of the game and
then show how a relatively
simple-minded Basic program
can play a reasonable game. I
believe that it is possible to write
an unbeatable Othello program
but that would require a larger
computer than most readers are
likely to have available and it
would have to be written in
Assembler language to be fast
enough to suit a human's idea of
reasonable thinking time.

If one rates games by the ratio
of the subtlety of their strategy to
the simplicity of their rules,
Othelle rates very high indeed.
Unlike most games which evolve
slowly from move to move, the
position of an Othello game can
change dramatically with a
single move.

Indeed, a good computer pro-
gram can beat even expert
human opponents regularly,
simply by being better-equipped
to keep track of a succession of
complex board positions.

A beginner, and a very simple
computer program, might play
by always looking for the move
which turns over the most oppos-
ing pieces. That strategy will
lose to any player with a little
experience because the Othello
player scon learns that what
matters in the early stages of the
game is not how many pieces
one has but where they are situ-
ated.

It is not until the last dozen or
so moves that sheer numbers of
pieces are important. What
matters is how useful a piece is
as a back-stop to help the cap-
ture of other pieces and how vul-
nerable it is to being captured.

That means that the board
corners are very important, for a
comner piece can never be cap-
. tured. Positions on the edge of
the board are also useful, since
they can be captured only by
other edge moves. A great deal

Reversi, now popular under the
trade name Othello, is a two player
game, played on an eight by eight
square board with 64 double sided
counters, let's suppose them to be

black and white. Each player
places a piece in turn with his own
colour uppermost. The first four
pieces are played on any of the
four centre squares of the board
but thereafter a piece can only be
placed next to an opponent’s piece
so as to create a line of one or
more adjacent opposing pieces
between the piece just played and
one of one’s own.

The intervening opposing pieces
are then turned over to exhibit
one's own colour. If more than one
line of pieces meet these condi-
tions at a single move then all the
‘trapped’ pieces are turned over.

If at any stage a player cannot
make a legal move he passes and
his opponent makes the next move.
If neither can make a legal move,
for example, when the board is full,
the game is over and the winner is
the player with the most pieces of
his colour visible on the board.
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of the strategy of Othello con-
sists of forcing your opponent
into a position where he is
obliged to move adjacent to an
edge or a corner and so allowing
you to establish a piece in one of
those strategic locations.

The correct positioning of
pieces along an edge so as to
minimise an opponent’s gains
requires considerable thought
on the part of either a human or

electronic player but a reason-
able game can be played by
adopting some fairly simple
tactics. These tactics can be
translated into estimating a
desirability figure for each
square on the board — much the
same as the points system in
chess. The idea is then to move
to achieve the highest sum of
desirables of all the captured
squares.

In essence, that is a one-move,
look-ahead strategy. A more
sophisticated program would
look ahead for many more
moves.

The figure shows the position
at an early stage of a typical
game. White has played first
and it is White's turn to play. He
has a choice of nine legal moves,
indicated by the numbered
squares. Of those, 1 and 9 would
capture one black piece; 2. 3. 4, 5
and 7 would capture two; B
would capture three; and &
would not only capture three
black pieces but would also
establish White on a
previously-unoccupied side.

Unfortunately, to play on 6
would be a fatal error, since
Black could move immediately
into the bottom left corner by
capturing the three white pieces
in the bottom row. That would
establish him in a very advan-
tageous position. Thus White's
only safe move is in square 9,
since that avoids the threat to his
pieces on the bottom row.

If this threat had not been pre-
sent the move at 6 would have
been the best choice, whereas a
move at 1, though on an edge
square, would have been rather
pointless since the piece placed
at 1 would be re-captured
immediately.

@ Next month this page will deal
with the problems of pro-
gramming a microcomputer to
play that increasingly popular
game of Go.

The January issue will feature
Bridge. Tom Napier will be back
to give you further insights into
the programming of Othello in
our February issue.
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home computer in the world.

Ve live in the age of computers.

Coming to terms with them and
enjoying them is part of coming to terms
with the twentieth century.

A few years ago, a computer would have
filed a fair-sized room. Now microtech-
nology has allowed Commodore to producea
home computer, the VIC 20, that’s no bigger
than a typewriter yet performs miracles.

FOR BUSINESS. OR PLEASURE.

VIC can keep your diary up to date.
Teach you mathematics. Play an enormous
range of video games. Even play a piece of
music to socothe your worried brow.

In fact, you and VIC can do almost
anything better. Keeping records of family
finances, sorting out and working out
household accounts, being one step ahead of
the bank manager or helping your own
business be more businesslike.

VICs THE BEST. BY FAR.

Can;rarﬂ mgacpular belief, computers
are really rather friendly VIC is particularly
easy to understand. Its what the computer
people call ‘user friendly’ The typewriter-
type keyboard is easy to use. It even tells
you about mistakes you might make.

If you're technically minded, heres a
reminder. VIC has a 5k memory expandable
to 29k. (That means you can put in an almost
endless amount of information.)

But what makes the VIC the best home
computer by far are features that are just not
available in most other home computers.
Features like colour, computer graphics and
sound.

PLUG IN AND YOU'RE OFF.

VIC plugs in to any television set, colour
or black and white, (We even fit a 13 amp

lug, so you can play with VIC right away)

ou don't have to learn a special language.

VIC speaks English, just like you. With the
help of our handbook, you will begin to feel
at home to the world of computers in no
time at all,

COMPUTER
SUPERMARKET'S
GUARANTEE.
Buy through Computer Supermarket
and you get exactly whats promised. We
guarantee you that.
Euer( machine is thoroughly
tested before it’s despatched.
And every machine is guaranteed
for twelve months on parts and
labour. (Not that you'll need it,
of course.)
In the unlikely event that you
don't want to keep your VIC,
just return it, in its origlnai

packaging, within 30 days and

refunded.

FREE PROGRAMS.
Apart from the more practical things
like accounting, and the more pleasurable

=
you'll find the best home com-
uter in the world will make the
your money will be completely world of difference to you and your family.

things like video games, you can put VIC to
literally hundreds of uses.

There are pre-recorded programs on
many different subjects. You can dewvelop
your own programs and store them by using
ordinary cassette tape.

The special Commodore cassette
deck is on offer at only £44.95. If you buy
VIC and the deck together we'll send you a
6 program pack to start you off that’s
absolutely free.

YOUR FUTURE WITH VIC.
Its a big step into the future.
Understanding the future.
Having fun in the future. Even
saving money in the future.
Every member of the family,
especially the young, will feel at
home with VIC right away So
send in the coupon. We're sure

Computer Supermarket Ltd., Unit 8,
Southfolds Road, Oakley Hay Industrial
Estate, Corby, Northants. Tel: (0536) 744015,
Reg. No. 2646589. Prestel No. 400400.

C‘L-"”'pl.ll.l?" !-;..;ru-rn'.a."ke[ Lid.. Unic 8 Southfolds Road. {:l:ikh“r H:l:r Imndustrial Eﬂ'.are. C :-Ft:-:r. MNorthants
lease accept my order for WIC 205 at £189.95 each inclusive of pack ng, carriage and insurance
I Please send me Cassette Decks ar £44.95 incl. Free & program cassette it VIC 20 and Cassette Deck ardered together I

e ———————

* Please debit my Access/Barclaycard/American Express/Diners Card. Account na.
il i | enclose Cheque/PO
I Please allow twenty-one days for delivery, *Credit Card orders can be telephoned to (U036) /44015 anytime

Marre: MrM™rs/Miss

I J"-f.‘:ir_!f'-'r

S:gr'alurr}

S WS ATEANT AESEY MR eS| COSED AR Gems] Sl S WA Mty md
Circle No. 122

COMPUTER & VIDEO GAMES 31



: 1 NT{IF
15 )5 :FR

BEO+48 TO 0G50+ I8
181 :POKE U-1,32
TO 18@:NEXT

T

9% FOR VU=2058+48 TO 20568+24 STEP -1

946 FOKE Vs 181:POKE U--lrﬂ?'F‘ﬂhiEU+1r32
27 FOR D=1 TO 18@sNEXT D

98 NEXT V gn:ﬁ;v
99 PORE 2058+24,32 '

166 FRINT"The obdect of the same is to destr-m: “the's
118 FRINT" advancing aleins hefore thay lnnd-Qﬂuamrth
128 PRINT"You hMave 3 hases to start with !ﬂd'i*‘@ﬁh a
138 FRINT"manase to score 1506 points vou u:li ﬁ" ol
148 PRINT"awarced an extra base" :
158 FRINT"The kevs which move wvour hase are f.hii* t'-i.i“i
168 PRINT"ht arrow to move your base right and 'hﬁl i g
170 PRINT"eft arrow to move yowr base left and the "7
1860 PRINT"srace bar to fire " :

198 INFUTY"PFRESS ANY KEY TO CONTINUE '"&N$

200 CLS

2380 FPRINT"LINESLINESLINESLINESLINESLINESL INESLINESLINESLLINESL. INESLINESLINESEL INES
LINEEIINEEJINELLIN&CLINLEL[NESLINF;LIHEJLINESLINEELINE L INESLINESL.INESLINESL.INEE
LINESL INESL INESLINESLINESLINESLINESL INESLINESLINES" }

231 FPRIMNT"LIMNESLINESLINESLINESLINESL INESL.INES"

248 FRINT "ANDFREFREFREY® seace shier scores random score"

250 PRINTLINESLINESLINESLINESLINESL INESL INESL INESL.INESLINESLINESLINESLINEEL INES
LINESL. INECLINESLINESLINESLINESLINESLINESLINESLINESLINESLINESLINESLINESLINESL INES
LINESL. INESL . INESLINESLINESLINESLINESL INESL. INESLINES" §

251 PWINT”LINEELINEELINEELINE¢LINEDLINEFLINEE"

240 PRINT"Toar row of aliens score =58 Foints" |
278 PRINT"L.INESLINESL.INESLINES LINESLINEELINE LINESLINESLINESLINESL INESL.INESL.INES
LINESLLINESLINESLINESL INESL. INESL INESLINESLINESL INESL.INESLINESLINESLINESLINESLINES
LINESI. INESI . INESLINESLINESI.INESLINESLINESLINESL INES"F

271 PRINT"LINESLIMNESL INESL INESL.INESLINESLINES"

2808 PRINT"Second vow of aleins score 30 points"

298 FRINTYLINESLINESLINESLINESLINECL INECSL INESLINESLINESLINESLINESL.INESL INESL.INES
LINESL INECL INESLINESLINECLINESLINESL. INESLINESLINESLINESLINESLINESLINESL INESL.INES
LIMESL INESL INESLINESLINESLINESLINESL. INESLINESLINES"

291 PRINT"LINESLINESLINESLINESLINESL INESL. INESY

206 FRINT"Third row of aliens score 15 points”

318 PRINTYLINESLINESL INESL. INESL INESLINESL INESLINESL INESLINESLINESLINESLINESL INES
LINESLINESLINESLINESL INESLLINESL INESLINESL INESL.INESL. INESL. INESL. INESL. INESL. TNESIL.INES
LINESLINESLINESLINESL INESLINESLINESLINESLINESLINES" ¥

311 PRINTYLINESLINESLINESL INESL. INESLINESLINES"

228 FPRINT"Bottom row of aliens score 18 roints"

2320 PRINT"LINESLINESLINESLINESLINECSLINESLINECELINESLINESZLINESLINESLINESLINESL INES
LINESLINESL. INESLINECSLINECLINESLINEEL INESL. INESLINESLINESLINESLINESLINESLLINESL INES
LINESLINESLINESLINESLINESLINESLINESLINESLINESLINES

231 PRINTYLINESLINESLINESLINESLINESL INESLINES"

33 INFPUT"FRESS ENTER TO CARRY ON"FC%

40 CLS:CLEAR 1880GB:DIM Al 21 3:5C=2058tHI=5464
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This is the game that needs no
introduction. Can you stop the
advance of the "green meanies”
from outer space.

Sat in your battle tank, dodg-
ing deadly fire from the oncom-
ing hordes of alien horrors. Dart-
ing out from behind your crumbl-
ing defence wall to zap one of
their leaders before he gets too
close.

The object of the game is to
destroy the advancing creatures

AT E
Flt bt |

Jo8 WIDTH

368 Be="Jl) )" sDd="\LINESTHEFLINES "

._”' | - ‘t

386 DIM I(&S»302)

298 FOR A=3328 TO 2348 LTEFP 2:READ B
4868 DOKE A-BENEXT:DORE 416863328

418 BAs$=" LETREAD "

4280 FOR aA=] T0O
428 FOR
448 FOR a=8 T0O
458 FOR aA=0
4460 BEN=3:FT=0

478 A%="SCORE = @
480 AS=A%+"BASESE

498 FPORKE
SBE FOR A=
218 FOR A=1 TOD 4:F0R B=13
5280 SCREEN AX11-S,B:=:FPRINT
538 BF=1:GOSUB 448

40 GOSUR S58:0G0T0D1786
558 ST=H:KE=0:F0R A=8

548

= -

w s READ

JsREALD

LEFT" sFOR

) 2:POKE

F

A% ArE JENEXT
A=1 TO 2:READ A%(Ar1 JINEXT
F{AYENEXT A
TO &:READ C(AISNEXT

SFACE
a=1 TO
ZRLS+ArASCICMIDS. ASrarl 2 IENEXT A
30 a+Ay 17D ENEXT
TO 14
BE¥ aNEXT

0 &:FOR
[¢AyHe B ) ITNTC RNDOC 1 %2 )
vl I ayBedl d=AXS+4E 0 AYPBy 2D

BATTLING

before they can land on the
Earth. You have three bases to
start with and if you manage to
score 1,500 points you will be
awarded an extra base.

The keys which move your
bases are the right arrow and the
left arrow and you fire by depre-
ssing the space bar.

INUADERSY "
LENC A% )

ErAa

B=@ TO 3

Bx24+2+1IH

o988 NEXT BEraA
S50H FOR Y=0 TO 2:FOR ¥=0 T0 &
&880 GOSUBR 1558

618 NEXT
&£280 ST=1¢1H=IH+1:1IF
438 KB=1:RETURN

IH» 4

&48 SCREEN EBF s LS2FPRINT
&58 IF HMFP»1 THEN &78
&6 SCREEN 1e1:PRINT

&78 MFP=MF+1:5CREEN

1r1sFPRINT

XeYiX=0:Y=0:EH=0:KB=1
THEN IH=4

BA% s tRETURN

"ANDFREF REFRE+"

CHES( 22 )%

&S88 1F MP=4% THEN MS=8

£98 RETURN

780 D=R:C=iISRl@)2IF C=@ THEMN RETLIFRN

1@ Il IEN 1 |

2l LE | It | HE®M | |

Fad IF C=32 anND SH=8 THEN =1 2O = B vy P12 i
746 IF BP+L<1 OR BF+D42 THEN D=3

7598 EBF=BF+D
7468 SCREEN
778 RETURN
7BB FiORk C=& T &21IF
98 FP=SC+5P(C C M eHIESHOC)
888 FOKE P-HI-»I2

i@ IF v 39 THEMN

BF s 1SePRINT

BETIC P

Ba%y

8298

GHIC )=8 THEN £56

This game by Terry Brown and
Karl Parker, runs on a Nascom 2
and is a good likeness of the
arcade game which gave its
name to a whola
machines.

The fate of the Earth is in your
hands.

The large area of this listing
which reads "LINES” is a Nas-
Basic "Reserve Word”. For each
“Lines” replace it with a CHR$
(152); graphics symbol.

genre of

HE INVADERS
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828 FORE F+154

8368 SH{C =SH(C 1 IF SHC
8413 SH(C)=@:FOKE P»J12
BS58 NEXT C

=

{1

A4 FOR C=@ TN &:TF SHEM VYA

878 NEXT C
88H BM=B:iRETURN
898 IF SH{(C))» 14 THEN %78

288 SCREEMN 1s15:PRINT CHRES®CLS )y

218 FOR T=1 TO SO@ENEXT

026 BN=EN-1:FORKE JF0&8+HN,32

G3@ SHCC =0
948 IF BN=f THEN 10B6

958 SCREEN BFPy1S5:PRINT BA%?:

2468 RETURN

78 FOR S=1 TO S:IF FEER(F)I=C(5) THEN 774

986 NEXT:COTO B48

90@ POKE PyC(S+1 :SHC )=0:0C0T0 856

1886 FOR Nel TO 1&52PRINT:NEX]

1618 SCREEN 1«7 :FRINT CHR®(Z7 )

1620 FRINT "THIS IS THE END OF CIVILIZATION "7

1838 PRINT "AS WE KNOW IT!™

1848 GOTO 151@
1858 F=SC+S5X+HI%XEF

1848 [F PEEK(F ¢332 THEN 1128
1878 IF PEEK(FP+HI )=25 THEN POKE F+HI»32
S

1888 FOKE F.25:25P=58F-121
1898 RETURN

1188 FOKE F,32:E5H=B:RETU
1118 BHM=B:RETURN

11280 FOR A=8 TO &:FOR B=80 TO 3
1138 IF I(AsEy»B){(B THEN 1290
1148 IF SF<{I(A+sB+2)-1 OR
1158 IF SX<{I(AvBel) OR SX)I(ArEr1)+4 THEN 1290
1168 SCREEM ICAsBrl)»ICArBEr2 )EFRINT D%y

1178 SCREEN ICA»Bel)rICA»Be2)+12PRINT" ./ TDEF A"

F

R

SPFYI(ABy2) THEN 12980

11868 FOR LDS=1T0O 28:NEXT DS

1198 SCREEM IC(AyBel)rICAsBey2 )EFPRINT " "
1208 SCREEN ICA+BEerl e ICAyBe2)+12FPRINT " s

1210 T=F(B)PT=FT+T

1228 1IF PT-T<(1588 AND PT=1588 THEN GOSUER 1580
1220 A%$=STR$(FT):FOR C=1 TO LEN A%)

1248 PORKE Z025+CASCIMIDSCAS-Cr1l ) )2NEXT C
1250 [<(ArB-s8)=-125H=0:2FPOKE F+HIl 32

12468 FOR A=0 TO 4:FOR B=@ TO 3

1276 IF I(AyBrB):=8 THEN RETURN

1288 NEXT B ASH=A:GOTO
1298 MNEXT Hsa

138@ IF FEEK(F =184 THEN1328
F+HI » 222 GOTOL348

1318 IF SF(13 THEMN POKE

| ol
]

%)

320 FPORE P+3I2:FPOKE F+HI»32
1323 FOR S=BTO&L&:IF SX=S5F(E)

1348 NEXT S
13568 SH(S )=@:8H=8:RETURN

1368 IF SF>B THEN S5H=8:RETURN
1378 T=INT(RNDC 10581 )sPT=FT+T )
1388 IF FPT-T{1588 AND FT;=1588 THEN GOSUB 1508

1298 A$=ETR$(FT):FOR C=1 TO

1488 FOKE Z@25+Cy ASCOCMIDSC AS» L1 ) 22NEXT C
1418 SCREEN 1»12PRINT CHR$C(Z7 )

1428 MS=8:RETURN
1438 BE=INT( RNDCL )X )

1448 1IF SH(ER)»@ THEN RETURN
x|

1458 FOR C=3 TO 8 STEF
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% THEMN B358

THEN RETILIRN

=-1 THEN 11086

THENL1 356

LENC A% )



THEINVADERS

1448 IF ICBHE.C.B)3=B THEN 1488

1478 NEXT CE:RETURN

1480 SHCERB )=I{ BBy Cr20+125F{ BE)=1{ BEEsCrl )+2
1498 BM=1:iRETURN

156868 FOKE 3848+ENy 178:BN=BEN+1:RETLURN

1518 SCREEN 18.%

1528 FRINT “"TYPE ‘ENTER” FOR ANDTHER GAME'
15380 A=USR(B)Y:IF A{>13 THEN 1538

1548 RUN

15580 IF ST=8 THEN 1730

1578 IF M5=1 THEN GOSUR 458

1588 IF MS=1 THEN GOSUR &5

1598 IF ME=1 THEN GOSUB &58

1488 IF KB=1 THEN GOSUB 788

1418 IF KEBE=1 THEN GOSUE 788

1428 IF KB=1 THEN GOSUR 788
1438 TIF BM=1 THEN GOSUE 788
1448 IF BM=1 THEN GOSUBR 7d8
1658 IF BM=1 THEN GOSUER 780
1448 IF RND(1 »»B.4 THEN GODSUER 1438
1678 IF EH=8 THEW 1718
1488 FOR Z=1 TO 14:=:IF 5H=8 THEN 1718
16968 GOSUR16856
1708 NEXT
1718 IF I(X»¥Y+838 THEN RETURN
1728 IF HMS=B AND RNIK1)»8.99 THEN MP=1l:2MS5=1
1738 SCREEN I(XeYel doI(X»Ye22)
48 PRINT A% 1eI0XHe YB3 )5 . -
1798 SCREEN It XsYel ipI(X»Ye2i+1
1768 FPRINT ASC2yICXeY @) 05
1778 RETURNM
1788 F=8

Bl

778 Ok V=3 TO B8 STEF L:FOR X=&% TO @8 STEF 1
1808 IF I{(X«7:B3{8B THEN 1848

1818 I{(XsYrB)=1l-I( XsY+@)

1828 I(Xs¥Y»1)=L{XeYsl )+M

1838 IF ICXsY»1)=2 OR I{XsYs1)=42 THEN F=1
1848 GOSUBR 13556

1858 NEXT X+Y

18568 1IF F=8 THEN 1788

1878 F=8 :
1888 FOR Y=32 TO B STEP ~1:FOR X=4 TD B8 STEFP -}
1898 IF I(X,Y+B3{8 THEN 19286

1980 TCXeYo2i=I( XYl )41

1918 IF I{XeYe22)=14 THEN F=1

1928 COSUR 1558

19368 SCREEN TiXeYrl dpICXeY 2

1948 FRINT " "y

1958 NEXT X

1968 NEXT Y

1978 IF F=1 THEM 1688

1998 M=-MeGOTD 1786

20808 DATA 28%9, 154813832, 8%5608y-1244

2818 DAaTA 25055,312.18351 160927 »-817%» 233
2828 DATA " LETJtREAD "»" VAL by

28368 DATA " LETtJREAD "+ hy VAL "

2840 DATA S58yZR0» 15108

2858 DATA 32201219 2052462 2289 32

Dk
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What would I dowith acomputer?

e HE LT

The first personal computer

tatonly £6995

You'll be surprised how much you
can do with a personal computer and even P “
more surprised at how hittle it costs, : ‘

We made it our business to find not only :
the best-value-for-money computer on the
market. but also the best books to enable you to
progress from a beginner to an advanced user.

And W.H. Smith is the only retail chain where you # [ T Prp—
can buy the incredible ZX381 - C'Z
_ I'he Sinclair ZXBlisan ml-?-rpim-unh!ua:;u_‘w"-'hh;h % ; Coanpates
why it can carry out programs you d normally expect from more : ' Cassette _
exXpensive compulers. ' | T y
Although the ZX81 is fast and powerful, its also simple to use .-_‘_[_ _”- ( omputer Cassette

Within hours vou can learn to run programs and within a week you
could be writing vour own complex programs. All vou need is yourown T
(any model that receives BBC2) and a cassette player when usimg
pre-programmed cassettes. And W.H. Smith have a range available from £3.95 each
So take vour first steps in computing at W.H. Smith and make vour life easier 1o run

WHSMITH

Aumilable 2 these hirisches omls \ltrimcham - Raaldon - Baedf

Hurgess H Bumiley  Cambr |

Eatirg |8 ([ Fask 1 . i Exeper o Ho ;
¥ K ingvweay - Lea 1 I bt = L]

& K w ] | i Ml T [F

[ il & Shal . 5 heprrpds p s )

A LY b Tl A 1] A
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HOME 1 VTAB 12: HTAB 71 PRINT
"ENTER # OF SECTIONS (2-8)1

i
210 BET A%y FOR WX = 2 T0 & IF

A% = GSTRS (MX) THEN PRINT
B$: HOME : 6OTD 230
220 NEXT 1 6070 210
230 FOR J = 3 7D &i8(0) = On NERT
WV = 018(1) = 631 FOR J = 3
T0 MX1B(J) = FN R(19) + 45
y MEXT 1 IF MI = 2 THEN §1(3)
= ()
240 WV = FN R(42) + 102 FOR ) =
1 T0 151 IF WV = NT(J) THEN

200

200
7%0 NEXT 15(2) = 63 - WY = On
BOSUB &80

260 HOME 1 HTAB 113 PRINT “WANT
70 60 FIRST? *j1 GOSUB 1140
270 BET A% IF A = *Y* THEN 300
280 IF A = "N" THEN 490
290 6070 270
100 WOME 1 HTAB 13x PRINT °IT'5
YOUR TURN."B$
310 FOR 1 =1 TO Wx IF TB(l) =
TE THEN FOR P = 1 TO 10003 MEXT
1 PRINT 1 HTAB 3: PRINT "1 6
UESS YOU WILL CHOOSE SECTIOM
"[* 1*pgBsy FOR P = 1 TO 45
001 NEXT 1 BOTD 340
120 MEXT 1 PRINT 1 WTABR 4 PRINT
"ENTER SECTION #, OR Q FOR £
Uity )
130 BET A%: IF A$ = Q" THEN TEXT
1 HOME 1 CLEAR » G0TD 520
340 FOR 1 =1 TO WXa IF A% = G5TR$
(1) AND S(1) THEN PRINT B%:
BOTD 360
150 WMEXT 1 BOTO 330
160 CS% = "%y FOR B = 5 T0 O STEP
= 11 IF 8B{I1,B) THEN CS% =
(66 + STRS (& - B) + * ™1 GOTO
380

]

370 CS% = C6% + *, °
180 MNEXT 1 POKE 34,151 HOME 1 HTAB
181 PRINT LEFT# (CE#,4)1 HTAB
18: PRINT MID$ (CG%,7,8)
3190 IF TB(I) = | THEN PRINT 1 HTAB
21 PRINT *NOT MUCH CHOICE' I
*LL MOVE FOR YOU. "Bsbs: GOSUB
11704WV = B(1181{1) = 01 GOSUB
4801 GOTD 470
400 PRINT 1 PRINT “THE PIECES IN
SECTION *j1;" ARE SHOWN ARD
VE."1 POKE 34,20
410 PRINT "ENTER YOUR MOVE AS 1-
3 ADJACENT DIGITS"» INPUT "I
N ASCENDING ORDER, & HIT "RE
TURN’ 1" ;A% IF LEFTS (A1)
= "Q" THEN TEXT 1 HOME : CLEAR
1 6OTOD 920
420 FOR J = | TD 15 IF LA (J) =
A% THEN 6GOSUB 820: BOTD 430
430 NEXT
440 HOME 1 FLASH 1 HTAB 51 PRINT
*THAT WOVE DOES NOT COMPUTE!

*1 NORMAL : PRINT » GOSUR 11
601 GOTOD 410

450 IF NOT OK THEN 440
450 WV = NT(J)e8(D) = 5(1) - MV: GOSUB

680

470 HOME : HTAB 61 PRINT "YOUR M

OVE 16 DISPLAYED ABOVE. "1 GOSUB

11401 FOR P = 1 TO 20001 NEXT
1 IF TR = 0 THEN B840
480 WY = (1 GOBUB &BO
490 HWOME 1 HTAB 141 PRINT "IT'5
MY TURN.*B$: PRINT 1 FOR P =
1 TD 15008 NEXT o IF 7B ¢ 5 OR
DF = 3 THEN 510
500 IF DF =1 OR ( RND (1) > .5 AND
TB » 7) THEN &40
510 POKE QL,QX: POKE @3, FN BIS(
1))y FOR J = 2 TD MXs POKE R
1, PEEK (Q3)s POKE @2, FN B
§{J))s CALL Q@61 MEXT JaSUM =
PEEK (@3)
520 IF NOT SUM AMD TB ( 5 THEN
FOR P = | TD 10002 NEXT 1 FLASH
y HOME 1 VTAB 151 WTABR 153 PRINT
*1 BIVE UP' *: GOSUB 11401 BOSUB
11701 MORMAL 1 GOTOD B40
530 IF NOT SUNM THEN &40
S40 IF TB ¢ 3 THEN MHTAB 31 PRINT
*SORRY ABOUT THIS MEXT MOVE,
BUT..."» BOSUB 11202 BOTO 3
&l
550 IF TB ¢ 5 THEN HTAB 31 PRINT
*1 DON'T THINK WUCH OF YOUR
CHANCES'*) BOSUB 1130
S0 FOR P = | TO 5001 NEXT » POKE
@1,5UM FOR I = 1 TO MX» POKE
@2, FN BIB(I))y CALL QBr IF

A
FN BIS(I)) » PEEK (Q3) THEN
380
§70 NEXT 1 STOP 1 REM PROGRAM ER
ROR
580 W6 = PEEK (R3)2 FOR J = 1 70
{5y GOSUB 8201 IF NOT OK THEN

800

590 IF FN BIS(I) - NTLJ)) = WG THEN
610

400 MNEXT 1 BTOP 1 REM PROGRAM ER
ROR

10 MV = NTLI8L1) = §L1) = M GOSUR
4801 HOME 1 HTAB 21 PRINT ®I
'WE REMOVED "TM" PIECE"j IF
TH » 1 THEN PRINT *§%)

520 PRINT * FROM SECTION *1*.": BGOSUB
{1403 FOR P = 1 TO 20001 MNEXT
1 IF TB = 0 THEN 1030

430 WV = 0» GOSUB 6801 BOTD 300

640 FOR P =1 TD 10001 NEXT

5% 1 = FN RIMX) ¢ 1y IF NOT 81
1) THEN &30
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e g
GANMES &
U | Get all the latest APPLE By
SeFtware GAM ES h |
ere: Why Wait — ATOMS in Stock
e Rl G AR L AN £18.95 Contact the ACORN SPECIALIST IN YORKSHIRE
Have your own pinball machine within the Apple Il i Haiiars
DD PRl . . R L T e £14.95 .
Bon’ th *ACORN GP-80 Printer + Cable £232.00
E‘%gérlft the apples eat you as you race up & down the | «ATOM Word Pack ROM £ 30.00
Bt GEoN L T n Ui TR e £18.95 ||| *ATOM Word Processor = Expanded ATOM +
Play pool on your Apple, improve your game. ‘GF'-H]+ ATOM Word Pack ROM + Cable Ea‘l?g.%
et Sl e SRR £24.95 Extra Memory per 1K :
The best adventure game yet. New Software from ACORNSOFT
. L L B Ll e IR e IO *GAME 1 Asteroids + Subhunt + Breakout E 1.5
There are Sneakers, Cyclops, Saucers, Fangs, *GAME 2 Dogfight + Mastermind + Zombie £ 11.50
H-Wings . . . and more *GAME 3 Rat trap + Lunar Lander + Black Box £ 11.50
RRRRRN .. (1, . o e s s e D *GAME4 Star trek + Four Row + Space Attack £ 11.60
Drive your car down the Autobahn, avoid collision if YGAMES Invaders +Wumpus + Risvers £ Hsﬂ
possible. *GAME 6 Dodgems + Simon + Amoeba £ 11.50
Epoch i e T ....£19.95 *GAME 7 Green Things + Ballistics + Snake £ 11.80
Guide your spaceship through the galaxy. Shoot down :ESPTEEDETJE:I:%&?:}EE;: ;;g;t;ms i H%
Lhe aliens, go through time warps, refuel on friendly *MATHS PACK 1.MATHS PACK 2. MATHS PACK 3. £ 11,80
s Fakias *UTILITY PACK 1. Disassembler + Fast COS + Renumber £ 11.50
SROTWREY. ciach «o &« 4 Hn Rl S win e v tn SREER + v v ] 0P : *ATOM DATABASE Versatile & efficient £ 11.50
The Warp Factor ............... s isesrreersarys £24.95 *PEEKO-Processor Simulates micro £ 11.50
This galaxy game is one of the trickiest on the market. *ATOM FORTH Full implementation £ 11.60
Cranuton IRRE: = . -l o s e Ve s e £17.95 *ATOM FORTH User's Guide £ 5.00
The latest in the Hi-res Adventure series. BOOKS
Pegasus B U O R S £17.95 * ATOM Business by J. Phipps £ B6.95
MissBaDafanes .......0 . ... ccrerrindasaunaises £17.95 *ATOM Business [Cassette) £ B8.63
Defend the cities against rocket attack. Three ground *The ATOM Magic Book £ 550
bases. *Getting Acquainted With Your ACORN ATOM £ 7.96
And of course we still have all your favourites: The k PRICES INCLUDE UK P&P + VAT WHERE APPLICABLE
Galactic Saga, Alien Rain, Alien Typhoon, Snoggle, Old- e o _/J
orf's Revenge, Draw Poker, The Wizard & the Princess . . .
& lots more. All prices plus VAT, postage & packing free. (-_ O e ELTEC SERVICES LIMITED 1\\
Dealer Enquiries welcome. . 232 MANNINGHAM LANE ;
Contact: VISA BRADFORD BD8& 7HH e
onware
’ K, T— TEL: 0274-491372 £y
15 Jocelyn Road Richmond TW9 2TJ
Tel: 01-948 0461
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FROM THE PUBLISHERS OF THE BEST
SELLING BOOKS FOB THE SICLAIH COMES:

Not Only W | Understanding
But AlSO. =, 5 e |l Your ZX81 ROM

e
PROGRAMS FOR THE 2;.1 A JoRo:
SINCLAIR ZX81...1

m OnIY-.dﬂes this book contain over

30 fully debugged and exciting programs,
every one of which will fit into the basic IK
memory of your Sinclair ZX81 —including
programs such as STAR WARS, LUNAR
LANDER, BLACKJACK, MINI ADVEN-
TURE, DRAUGHTS. BREAKOUT.

Plus special section: How to use machine
code routines in your BASIC programs.
by DR. |. LOGAN.,

Dr Logan was the first person to dissass
emble the Sinclair ZX80 Monitor and was
the co-author of the ZX80 COMPANION.

In UNDERSTANDING YOUR ZX81 ROM
Dr. Logan illustrates all the facilities of the
ZX81 Maonitor, how it works and how you
can use it in your own programs
A special section shows you how you can
squeeze more power into your ZXB1,
by using machine language and machine
language subroutines.

An essential book for those who really want
to understand the full working of the
SINCLAIR ZXB1.

Published by MELBOURNE HOUSE PUBLISHERS LTD

But

* Detailed explanation of how
these programs were wrtten

Lots of hints on how

yYOou can write exciting

programs for your

30 PROGRAMS
FOR THE

ZXB81. SINCLAIR Send Stamped, self-addressed envelope for FREE catalogue.

i - e - o o Em e Em Em s Em e o e e = s wm mm e
Ea‘:;’r“i;”;";mmqu;sace , THE ESSENTIAL SOFTWARE COMPANY (Visconti Lid] I
u::rt::wdu:;ly invaluable to 1 47 Brunswick Centre, London W1CN 1AF (01-837 3154) e :
the ZX81 owner. I [] Pisase rush me NOT ONLY 30 PROGRAMS FOR THE

* PEEKS and POKES 1 SINCLAIR Z2X81 1K. at £6.95 each I
and 2l the other : [ Please also rush UNDERSTANDING YOUR ZxXB81 ROM |
‘complicated’ func- by Dr. I. Logan at £8.95 |
IiI::-|‘|5_ are clearly , | enclose a cheque/postal order for £ +50p post and pack. |
explained. N — I
MUCH, MUCH Ad 1
MORE. .. - PGl i B e s R RS R, RO L TR
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Rainbow Passage is a first class
example of how a board game
can be brought to life on a com-
puter screen.

A simple strategy game, Rain-
bow Passage makes good use of
the Commodore VIC-20's colour
graphics facilities and the addi-
tion of appropriate sound etfects
give a dimension which card-
board games cannot match.

Your objective is simply to get
one of the diamond-shaped
pieces at the bottom of the
screen to the top of the board
before the computer can move
one of his tokens to the bottom.

Taking alternate turns, you
and the computer each move one
of your four tokens forwards,

RAINBOW
PASSAGE

either to the square directly in
front or the one diagonally lett or
right.

You go first and indicate
which piece you wish to move.
Then the computer asks which of
the three possible squares you
wish to move onto. The only rule
you have to follow is that the
colour of the square you move
onto must be the same as one of
the colours directly in front of a
computer piece.

These simple rules are the

foundation on which you will
build a cunning colour strategy.
Ideally you should select a route
to the other side of the board
which will always put the same
colour directly in front of you,
taking care first to position your
other three tokens so that they
are behind the same colour.

Should the idea of the compu-
ter beating you prove unbear-
able, fear not because the
understanding VIC will let you
cheat a little. But don't expect it
to go unnoticed.

Watch out when opposing
pieces get too close to one
another as the rules allow pieces
to be taken — although it is not
always good tactics. Also be
warned that if you move a piece
onto a square already occupied
by one of your pieces, you will be
penalised.

!

a7

I .
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1 REM RAINBOW PHSSHGE—-F“.
> REM (C2 I.H.STDHES..NR.HICED.LTD
- DIMBKK(iS:!B):FEQiS;IE?

S G=?53@iﬂ=384933 =36879:PﬂKEBp81FEIHT"1”

6 BL=289:D1=2153BK=ZEBLSD=EEB?Eiﬂ=SEE?SlH=358??

2 PRINT"O RATHBOW PRSSAGE "

= EE#I=1TGIE-FURJ=1TD12-HHK§1:JJ=RHD(1Jf5+1.4:HEhTJ:IGDBUBEEGTﬂil
2 REM

18 U=0

11 FORI=1TO12

12 P=G+89+22¥1

13 PDKEF:i@B:PUKEP+13:191

i4 FGRJ=1T012

13 FGEEJ+P:B@+123

16 PUKEJ*P+33?EE;BKE(I;J)

17 NEXTJ.1

i8 PRIHT"%HHHHH HBEDEFGHIJKL R

19 PRIHT“HM" 5 '~FDRI=65TD?5'-PRIHTCHRi(I) : NEXT

20 PRIHT“H"LEFTiiD$a1?)" W RETURN

21 REM

22 FDRI=1TDIETFERJ=1TD12‘FKEIaJ?=BE:HEKTJ;I

23 Fﬁi1;3)=BL1FE(145)=BL3FK(1:?)=EL3F3(1)9)=BL

24 FE(12;4}=DIZFEi12;E§=BI5FHﬂlE;B)=DITFK(IEa1B?=DI

25 GOSUBEEZGUSUBQE=POKESOJB=GDSUB?ETGBTDES

26 FUR¥=1TUIE

27 P=G+39+22¥K

28 FORZ=1T012

TURN

32 PRIHT“H“LEFTi(Di:IS)i1FDRI=1T044:PRIHT“ w; tNEXT

33 FDR1=1TGZB:GETH11HE2T

34 PRIHT“H“LEFT!(Di;18)“PDSSIBLE MOVES HRE-"?GDSUB4?ZPRIHTZPRIHTW1!1’N’ 1F YOuU’

RE STUCK
25 PRINT" que(i" TABC 162 " it'DURﬂIIIND'-.-’EIIIIILRUH o
GETH®: As=""THEN36

37 1FH!=“H“THEHRETURH
38 IFﬂi}“H“Dﬁﬁii"H“THEHSS
39 PRIHTHi:PRIHTTHBilﬁh“HEOL <
40 GETB$11FB$=“"THEN49
1 PRIHTB*&iIFBi}“L“0RB${"H"THEHPRIHT“H gt ; : GOTOD4@
42 PRINT:PRI NT"M"TABC162 "I, AEmA =R, !IIIIIZIFEZIIIIIﬂ?!I GHT *AREREE"

43 BETCi:IFC$=““THEN43

44 FRIHTCiiIFCiC}"U“HHDE*C}“L“HHDC${}"R“THEHGDSUBHE=GDTD35
45 GOTOSS

46 PRIHT“M" :FORI=1TO1@" PRINTTABC162" w:MEXT : RETURN

47 X=E=FORI=1T012=FDRJ=1T012

48 IFFZ(IaJ)=FLTHEHLE=BKE(I+1,Jﬁ=GDSUBEE
49 HEKTJ;I?RETURH

5@ C(X)=L21K=ﬂ+1

51 PRIHT“I“;=UNLZGDT052,53454;55,5615?;58
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operators
g0 to Newbear =

Newbear is the biggest Sharp dealer in the country.

Z- E
FOR THE MZ.80K HARDWARE GAMES BOOKS. WORD PROCESSING. EDUCATION
MZ80-K 48K RAM £410.00 | PRINTERS. DISCS. + THE LATEST MZ-80B!
MZB0-K 48K RAM ___£410.00 e 3
' MZBOK-FD DUAL DISC UNIT —£589.00 | animate . 550 GUESS WORD _ £5.50 RACING £5.50
M2B0K-P3 PRINTER __£385.00 | sLOCKADE £5.50 GUN ~ [5.50 RACETRACK £5.50
! i BOMBER — £5.50 HANGMAN _ £5.50 RAIDER £5.50
MZ8OK-105 SLOT 1/0 BOX —£87.00 BREAKOUT — £5.50 HEADON £5.50 REACTOR £5.50
BI-DIRECT. V24/RS232 CARD £99.50 | cameLor _ £550 HOME BUDGET _ £5.50 ROAD HUNTER . £8.00
UNIVERSAL 1/0 CARD __£A45.00 | CATCH 2000/INVADER — E5.50 HUNTER KILLER — [5.50 RHYMES — [5.50
| CHESS ~ £10.50 INTRUDER ~ £5.50 SHAPEMATCH - £5.50
RS232 1/0 BOX WITH ,PSU £64.95 COMBAT ~ £5.50 J.S. LINE4 — £5.50 SHARP DEMOIGRAPHICS) ,
| (SINGLE DIRECT NO /0 BOX REQD. OIP ONLY) CONCENTRATION  — 550 LARGEDISPLAY  — [5.50 ~ 1550
: - CRIBBAGE ~ £10.50 LIFE ~ [B.00 SHOWJUMPING ~ £5.50
UTILITY PACKAGES DISSASSEMBLER (ZEN COMPATIBLE) | DONKEY DERBY ~ £5.50 LUNAR _ £5.50 SNAKES & LADDERS - [5.50
APOLLD WORD PROCESSOR V1.9 — [10.50 | ELECTRONIC ORGAN - £5.50 LUNAR LANDER — [5.50 SPACE BATTLE £5.50
— £24.95 CRYSTAL BASIC — £40.00 | ENIGMA — £5.50 MAP OF ENGLAND £5.50 SPACE INVADERS £5.50
ANIMATE — [5.50 SUPERCOPY — [10.50 | EVASION — £5.50 MASTERMIND £5.50 SPACE PURSUIT £5.50
od B EXECUTIVE ~ £8.00 MIZ MAZE — [8.50 STAR TREK £5.50
EEEFEE;FIE[IFTSE;:;SE i ﬁg'gg :HL?S?EAE"[;:#L"SET&%H £33 EXPLORING AFRICA £5.50 MONKEY CLIMB £5.50 STOMPER ~ £5.50
: FALL OUT _ {550 MORTARATTACK  — [£5.50 SUBMARINE — £5.50
ARDENSOFT TOOLKIT  — £35.00 — 1050 | gioeparis _ {550 PATIENCE £5.50 SUPER FIRE £5.50
| CP/M (INCLUDES HARDWARE MOD., DDUBLE PRECISION BASIC FOR THE 4 INAROW — E5.50 POKER — [550 SUPER SIMON £5.50
CP/M DISC & FULL . MZBOK DISC SYSTEM ~ —  E4.00 | FRUIT MACHINE — {550 PONTOON — £550 SWORDMAN — £8.00
DOCUMENTATIONI — £150.00 PASCAL SP4015 (CASSETTE GRAPHICS/MUSIC PACK PRINCESS & MONSTER MAZE TANKWARPWALL £5.50
ZEN EDITDR/ASSEMBLER — £19.50 — £50.00 — 5,50 — £5.50 TEN PIN BOWLING £5.50
SHARP EDITOR/ASSEMBLER TYCOON _ {5.50 3D ~ £5.50 TRADER SMITH — £8.00
— £45.00 UF.0 - £5.50
;ﬁ';';’;’i,mm SDE T;PE‘“'Q?-E“ SEND EDUCATIONAL PAC BUSINESS PACKAGES
s S o FOR FULL ||rmevasunc aio - £19.50 STOCK CONTROL (DISC)  — £95.00
CATALUGUE CHILDRENS MATHS — E£5.50 MAILING LIST (DISC) — £18.50
ACCESSORIES PHONE FOR LATEST LIST MAILING LIST (CASSETTE) — £14.50

| MZ-80FD SERVICE MANUAL

MZB0-K MANUALS

MONITOR LISTING (COMMENTED)
BASIC 5025 MANUAL

MZ80-K SERVICE MANUAL
MZB0-10 SERVICE MANUAL
MZ-80P3 SERVICE MANUAL

MZB0-K DUST COVER -

£15.00
£7.00
£7.50
£5.00
£7.50
£10.00
£8.95

Please add V.A.T. to all prices

Newbear Limited. (Head Office) 40 Bartholomew Si.. Newbury, Berks.

Tel: (0635) 30505. Telex: B48-507 NCS
Newbear Limiled. First Floor Offices: Tivoli Centre, Coveniry Road,

Birmingham.
Tel: (021) T07-8255
Newbear Limited. Stockport Road, Cheadle Heath, Manchester.

Tel: (061) 491-2280
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I
vic

PASSAGE

<o PRINT"HITE"; ‘RETURN
=3 PRINT"@RED"; : RETURN
=3 PRINT"ACYAN'"; :RETURN
== PRINT"#PURPLE"; - RETURN
2 PRINT"SGREEN"; :RETURN £ &
7 PRINT"@BLUE" ; : RETURN v/ WV
58 PRINT"MvELLOW" ; : RETURH ! & =
59 H=HSC<H$}—641B=HSE{E$}—64 ) ' P
Zo IFC$="U"THENC=0 )
&1 IFC$="L"THENC=-1
2> IFC$="R"THENC=1
63 IFFZiH;B){}DITHEHGDSUBEETGDTDSS p
64 F#CA, BY=BK /
o e IFA-1=1THENPRINT"&OU WIM1 111" GOTO185 /
£& FrcA-1,B+C)=DI Y
67 F=E:FDRK=BTDBZ1FBK2EH*1;B+C)=E{H}THEHF=1 )
68 HEKTZIFF=1THEHF=E?GGTD?1
25 PRINTMEMCHEAT! '
7 PDKEH,153:PGHEw,15:GDSUB9? .
71 GDSUBiEB?GDSUBEﬁiGDTDéE
55 PRINT"Ze MY MOVE®
53 FORI=1T02000: NEXT 3
>4 PRINT" N n
75 Z=B:FDRI=1TD12:FDRJ=1TDIE /
76 IFFch,Jn=niTHEmecz>=Bmxa1-1JJ3:z=z+1
77 POHEv,?zpuKESD,RHnai>#1za+1za |
Sa NEXTJ,1:POKEY.® -
5a FORI=11TO1STEP-1
&3 FORJ=11TO1STEP-1
81 [FF%¢ 1, J>=BLTHENGOSUESS /
22 NEXTJ.1 y,
83 [ FK=BTHENPRINT " =ML 1 STUCK"
34 K=8:RETURN
85 K=8 =7
¢ FORZ=-1T01:FORQ=0TO3
87 IFEKH{I+1JJ+E}=GEEQETHEHFHEI_J3=EE=FHi1+1,J+E}=EL1J=1lm=3:2=i-K=1
a8 1FK=1THEHPunEv,9:ﬁmaua1aa
29 NEXTQ,Z . /
a9 GDSUEEE'-IFK=1HHDI=11THEHF’F:IHT“§I!1-'.EIEIF¢H‘1' [/YE WON!!":G0T0185
31 POKESO,@: IFK=1THENI=I Ny,
32 [FK=@THENPRINT " SIlSHIMIH L " A
23 FOR¥=1T01008 NEXT - Vo
54 PRINT"HeH " R
95 RETURN 5
a6 PRINT"#ME IMVALID MOVE! " -
a7 PRINT" =" ;

ORI=1TO11

a3 PRINTTREC162" " %
108 NEXT
1@1 FORZ=1T060008:NEXT
132 PRINT "M v : RETURN
103 PGHE?;15=FDR5=128TDEEB=PDKESD*S:NEHT?-
104 BOKEY @ : POKES, 8 RETURH
{95 FDRI=1TDE@:GDSUB1@3:HEHT1RUH

READY.



for s especid’

; ones — ones
ﬂ‘flﬂg o s} :_-,pl:_ﬂ J L
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e
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THE SHARP MZ-80K
HAS GOTITALL

i & R I LA
STOP PRESS... NOW AVAILABLE
BASIC COMPILER

—————

SHARPSHARP SHARP Sy,
SHARPSHARPSHARP SHARY

SHARPSHARP SHARP SHARF
SHARPSHARPSHARP SHARF

SHARPSHARPSHA

: RPSHA

::RPSHARPSHAHPSHAE:
RPSHARF‘SHAHPSHAR

I.'ADU‘:H&DDEH ' .-

vince its introduction the Sharp MZ-8B0K has proved to be

one of the most successtul and versatile microcomputer

systems around. Sharp now have a comprehensive range ol Fthere is no dealer in you 0d i Yo requ
oroducts reagdy to maks the powertul ML -BOK with its

Printer and Disc Dnves even more adaptabile
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THE NIBBLERS"

A FORI=32ZS42TORESTEF4Q - FORJ=ATOLIG POKEI+J, 32 HEXTJ :NEXTI

FORI=337V&67TOEE+40=TEP-1 FOKEI, 168 NEKTI

FRIMT " HAaaaxexhRERERRRRERPRITHE TOWN IS FLOGDEDE!
FEINT" tRERRRRRERRERRIAND [ 75 ALL YOUR FRULT '
FREINT"RRRRRRERRERRRINOUR SCORE IS ".SC
IFSC>TSTHEMTS=SC

A PRINT":epBPRRRRRRRRRRIETHE TOFP SCORE IS ":TS
PRINT " sialalaIe]e]nin]a]alnTnInInInIn{n]n oo ({0 la MO THER GRME?Y

3 POKE13E.8

GETR#

3 IFA$=""THEM:44
3 IFAF="Y"THEN3O

e B B R ey Wey y 1]
= 5 U0 00 =] Oy

M

n
= o e o | o W e

o Ot O et O O

= O O B D) Py o= S 00 00 =g Oy O i GO P = 5 00 00 = Oy
ot B I o I ot T e e e T )

=

M40 40 A0 A0 40 WD A0 A0 00 00 00 00 00 00 00 00 00 00 = =4 =J =4 =J =

Al

EMII
SC=5C+1

POKEM1, 16 :POKEMZ, 25 ' FORKK=135TO15TEP-1 : POKEM3., KK : NEXTKE :
FORI=BTO108STEF18
IFSC-1>3THENT SO
FOKE33332., (17182448
FOKEZZ333,(SC-12+453
3 RETURN
A NMEXTI

FORI=1TO1aa
PRINT"Z"
FRINT"D:npRERERRRSRBRBH I EELERS " (NEXTI
FRINT"AshBRRRRRRRIEEY FAUL JAY. 1381"

FRINT" a2 hap ke RRbhBRE | E<? (YA MO
GETA%: IFA$F=""THENZ1G

IFA$="Y"THENZ44

GOTO36

FRINT"Z0U ARRE THE mISs LE—LHUHCHIHG PN
FRIMNTYMOF A SsMALL IDUTCH TOWH. <A DUTCHY:»"

FRINT" X9 EIC?ILE LHHHLH MG MHMN (OR WOMAM- ="
FRINT"®IOE, IM CHSE YOU DOH-T ALREADY KNOW, "
FRINT"RIS TO FROTECT THE TOWMSS DIKE FROM"
FRINT"NsHIEBELERS FROM COUTER SPRCE ®!v

PRIMT"MTO LAUNCH A MISSILE.,FRESS d=2"

FRINT"®MTO DROF A BuME. FRE=S sSSPACER!

FRINT"RIF THE DIKE SHOULL EBE MIEBELED THROUGH"
PRINT"ETHE SURVIVING TOWNSFOLK WILL GFAE YOU *
PRINT"MEY THE #DAFFCDILSE AHD CAST You
PRINT"NRSUNDER ! ¢WMHATEVER THART MEANSY.GOOD LUCK. "
POKEL1S2.8:WARIT1SE, 1 ' POKEL1S2. 6
GOTOZ28

FOKEM1, @

: _mmu-mm
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1650 W=323+ (X-1)813: IFR=1PRINTON,* [°;
1660 IFR=2PRINTAN,* 11°;

1670 IFR=JPRINTAM,* 111%;

1680 IFR=APRINTAN,* 1V";

1690 IFR=SPRINTAN,* V*;

1700 IFR=6PRINTaN," VI';

1710 IFR=TPRINTaN," VII*;

1720 IFR=BPRINTaN,* VIII*;

1730 IFR=9PRINTAN," 11°;

1740 IFR=10PRINTON,* 1*;

1750 IFR=11PRINTON,* XI%

1760 IFR=12PRINTON,* XII%;

1770 IFR=13PRINTAN,* L111%;

1780 IFR=14PRINTON,* 1IV%;

1790 IFR=1SPRINTAM,* IV*;

1800 IFR=16PRINTON,* IVI*;

1810 IFR=17PRINTAN,® IVII*;

1820 IFR=1BPRINTAN, "XVIII®;

1830 IFR=19PRINTAN, " 111%;

1840 IFR=20PRINTAN," XI*;

1850 IFR=21PRINTAN,® XXI*;

1850 IFR=22PRINTAN," XXI1%;

1870 60701620

2000 REN 8 DATA FOR CARDS 1

2010 DATAL,S,NILL P,ONER

2020 DATAL,1,NENS OF A BUSINE,SS OPPORTUNITY
2030 DATAL, 2,0, 008

2040 DATAI, 3, REWARD, §

2050 DATA1,4,COMNUNICATION PR, OBLENS

2060 DATA2,S,REVELATION THROU,BH SCIENCE
2070 DATA2,1,SUCCESS IN BUSIN,ESS VENTURES
2080 DATA2,2,A WORK OF LO,VE

2090 DATA2,3,FINANCIAL BAIN T,HROUGH WORK
2100 DATA2,4,NARTYRDON AND ST,RENGTH

2110 DATA3,5,MARRIAGE OR ACTI,ON

2120 DATA,1,TAKE ACTION FOR ,THE FUTURE
2130 DATAS,2,RONANTIC ACTIVIT,Y

2140 DATA3,3,BAIN THROUGH SOC, IAL ACTIVITIES
2150 DATAS,4,ACTIVITY TO OVER,COME ADVERSITY
2160 DATAA,'S, ABUNDANT CREATIV,E ENERGY
2170 DATAM,1,SUCCESSFUL ENTER,PRISE

2180 DATAM, 2, RESOURCEFULNE, S8

2190 DATAM, 3, UNEXPECTED FINAN,CIAL GAIN
2200 DATA4, &, FINANCIAL REVERS, ES

2210 DATAS,S,HELP THROUGH INS,PIRATION
2220 DATAS,1,BAIN THROUGH SPE,CULATION
2230 DATAS,2,RESPONSIBILIT, Y

2240 DATAS, 3, PROFITABLE EVEN,T

2250 DATAS,4,0BSTACLES OVERCO,NE BY FALTH
2260 DATAG,S,STABILIZE EMOTIO,NS

2270 DATAG, 1, ANBITIO, N

2280 DATA,2,USE CREATIVE INA,GINATION
2290 DATA,3,PROFIT FRON SOCI,AL AFFAIRS
2300 DATA, 4, TENPTATION RELAT,ING TO BUSINESS
2310 DATAT,S,SUCCESS THROUGH , INTELL IBENCE
2320 DATAT,1,5PREAD OF CONSTR,UCTIVE IDEAS
2330 DATA7,2,RESOLUTION OF DO,MESTIC DISCORD
2340 DATAT,3,PROFIABLE VENTUR,E

2350 DATA7,4,PROGRESS AFTER C,ONFLICT

2360 DATAB,S,NODERATION IN AL,L THINGS
2370 DATAB, 1,BUSINESS INITIAT, IVE SUCCESS
2380 DATAB,2,BLEND OF PRACTIC,AL WITH IDEAL
2390 DATAB, 3, FINANCIAL PROBLE,NS

1640 PRINT@195+(0=1) 013, "MAJOR" ; tPRINT@258+ (X-1) 813, "ARCANUN" §

2400 DATAB, 4, STRUSBLE TO MAIN, TAIN BALANCE
2010 DATAS,5,W1SDON AND PRUDE,NCE
2420 DATA9,1,WISE AND PROFIAB,LE FRIENDSHIP
2430 DATA9,2,ENOTIONAL STABIL,ITY

2040 DATAS,3, INCREASE OF INCO,ME

2450 DATA9,4,L08S OF FRIENDSH, IP

2460 DATAL0,S,CHANGE OF FORTUN,E

2470 DATA10,1,A CHANGE IN STAT,US

2480 DATA10,2, INCONSISTANT ENO, TIONS

2490 DATAL0,3,FINANCAL LOSS AN,D GAIN
2500 DATA10, 4, UNCONVENTIONAL A,CTIONS
2510 DATAL1,5,MORAL FORCE,

2520 DATA12,5, DISAPPOINTMENT,

2530 DATA13,5,DEATH DR TRANSFD, RNATION
2540 DATAL4, 5, DILIGENCE TO REA,CH BOAL
2550 DATA1S,5,FATALITY OR BLAC,X MAGIC
2560 DATA16,5,ACCIDENT OR CATA,STROPHE
2570 DATA17,5,0VERCONING PROBL,EXS

2580 DATALB, S, DECEPTION,

2590 DATA19,5,HAPPINESS OR JOY,

2600 DATA20,5, AWAKENING OR RES,URRECTION
2610 DATAZ1,5,5UCCESS OR ATTAL, NNENT

2620 DATA22,5,SUFFERING FOLLOW,S SIN

2630 DATA13,1,0F AN ARIES TENP, ERAMENT
2640 DATAL3,2,0F A TAURUS TENP, ERAMENT
2650 DATA13,3,0F & GENINI TEMP, ERAMENT
2640 DATA13,4,0F A CANCER TENP, ERAMENT
2670 DATA12,1,0F A LED TENPERA, NENT

2680 DATA12,2,0F A VIRGO TEMPE,RANENT
2690 DATA12,3,0F & LIBRA TENPE,RANENT

2700 DATAL2,4,0F A SCORPIO TEN,PERAMENT
2710 DATA11,1,0F A SABITARIAN , TENPERAMENT
2720 DATAL1,2,0F A CAPRICORN T,ENPERANENT
2730 DATA11,3,0F AN AGUARIAN T,ENPERAMENT
2740 DATAL1,4,0F A PISCES TEWP,ERANENT
2750 DATAL4, 1, ADVANTAGEOUS THO,UBHTS

2760 DATA-14,1, THOUBHTS DPPOSE,D TO BUSINESS
2770 DATAL4, 2, THOUSHTS FOR PRO,MOTION
2780 DATA-14,2,PLANS AND DESIRE,S FOR DOMNFALL
2790 DATALA, 3, THOUGHTS TO INCR,EASE POSPERITY
2800 DATA-14,3,PLOTS FOR UNFAI,R ADVANTAGE
2810 DATALA, 4, SINCERE THOUGHT,S

2820 DATA-14,4,DECEIT AND LIES,

3000 REN 8 PRINT MESSAGES 4

3015 RESTORE: IFX=SPRINT2B97," (1) )

3020 IFX=APRINTSB33,"*(2) *

3030 IFX=3PRINTATER, " (3) *

3040 IFX=2PRINTAT05," (4) *;

3050 IFX=1PRINTa6A, " (5) *;

3060 1FS=560703120

3070 IFR)1060T03350

3080 READU,V, A8, BS

3090 IF (ReU) 3(8=V)60T03110

3100 BOTO3080

3110 PRINTAS;B%; :RETURN

3120 PRINT* (*; 3 IFR=1PRINT*THE MABUS";

3130 IFR=2PRINT*VEILED 1815*]

1140 IFR=3PRINT*ISIS UNVEILED®;

3150 IFR=APRINT*THE SOVEREIGN";

3160 IFR=SPRINT*THE HIEROPHANT*;

3170 [FR=6PRINT*THE TWD PATHS";

3180 IFR=TPRINT*THE CONQUEROR";

3190 IFR=BPRINT"THE BALANCE'j

3200 IFR=9PRINT*THE SAGE";
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SECRETS OF THE

1AR01

3210 IFR=10PRINT*THE WHEEL";

3220 1FR=11PRINT*THE ENCHANTRESS®;
31230 IFR=12PRINT"THE MARTYR";

J240 IFR=1IPRINT"THE REAPER";

3250 IFR=14PRINT*THE ALCHEMIST®;

3260 IFR=1SPRINT*THE BLACK MAGICIAN®:
3270 IFR=15PRINT*LIGHTNING"

3280 IFR=1TPRINT*STAR"; e
3290 IFR=18PRINT*NOON*; : !
3300 IFR=19PRINT*SUN"; S '
3310 IFR=20PRINT*SARCOPHABUS"

3320 IFR=21PRINT*ADEPT*;

3330 IFR=22PRINT*MATERIALIST*;

3340 PRINT®) *;3160T03080

3350 IFR=14B0T033%0

1360 IF(CAIL+X) 2018 ((R=11)+(R=13)))+((R=12) 8 (A(L+1){0))BOTOIIB0
3370 PRINT*A WOMAN *;:60T03080

3380 PRINT*A MAN *;:60703080

3390 Y=R: IFA(L+X) COY=0-Y

3400 READU,V, A%, B%: IF (U=Y) 3 (5=Y)60T03110

3410 GOTO3400

4000 REN ¢ START A NEW LAYOUT 8

4010 D=0:FORX=1TOTB:ALD#X)=1:NEXTY:L=78: FORU=1T0S: SOSUBL000: A (L+
U)=h (D) :NEXTU

4020 CLS:PRINT@12,CHRS (34);*YES AND NO"3CHRS (34)3* SPREAD USING
TAROT CARDS®;

4030 PRINT@192, "PLEASE ASK A QUESTION THAT CAN BE ANSNERED BY *;
CHRS (34) ; YES*;CHRS (34) ;" *;

4040 PRINT*DR *jCHRS (34) 3 *ND";CHRS (34)

4050 PRINTA320,"*;: INPUTAS:PRINTA576, CHRS (34) ; A%;

4053 IFRIGHTS(AS, 1) <>* 7" THENPRINT* 2" ; s Ag=As+" 7"

4056 PRINTCHRS (34)

4060 PRINTA704,*15 THIS YOUR QUESTION (YES OR NO)®j:INPUTIES

4070 IFX$="ND*B0TD4020

4075 IFX$="N*6OT04020

4080 GOSUBI100:FORX=STOISTEP-13IFX>0PRINTAST7, *HIT "ENTER' FOR C
ARD";: INPUTAS

4083 PRINTESTT," “3A(D)=AIL+X) sR=INT (ABS (A(D
11/10) :5=ABS (A(D) ) -101R

4090 BOSUB1S00:60SUBI000NEXTY: Y=0: FORY=1T0S: IFALL+X) Y0Y=Y+1
4100 TF(X=3) 8 (AILY) Y0) Y=Y+l

4110 NEXTX:PRINTS77,**;: IFY=IPRINT*THE ANSWER IS UNCERTAIN.";
4120 IFYCSPRINTTHE ANSWER IS *jCHRS (34);°ND";CHRS (3415,

4130 IFY)IPRINT*THE ANSMER 15 *jCHR®(34);°YES";CHRS (34);°.%;
4140 INPUT* (HIT "ENTER’ FOR ANOTHER READING)®jAS:RETURN

LE PEXDU
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PET HI-RES!

If you're a PET owner then there must have been a few occasions when you wished that
it had the graphics capabilities of the APPLE.

Of course there has been a high-resolution board around for some time — but only
now can you buy one for under £300. The HR-40 HIGH RESOLUTION GRAPHICS
BOARD offers maximum possible resolution (320 by 200), but costs just £149 plus VAT,
half the price of the competition! Because the HR-40 board was designed and
manufactured in Britain we've been able to keep the price down without restricting its
capabilities. And if you're really hard-up and a dab hand at soldering you might prefer to
wait for the kit version (due later this year) which will cost £99 plus VAT without
software.

The assembled board is supplied with 8k of RAM and utility software in EPROM, so
that PET's own RAM is entirely available to the user. Though the graphics RAM uses
addresses normally represented by the ROM sockets UD3 and UD4, these sockets are
duplicated on the HR-40 board and are software selectable. The board may be installed
WITHOUT SOLDERING OR TRACK-CUTTING!

At present the board will fit a standard PET or CBM computer with the nine inch
screen, but we hope to have a version for twelve inch models very soon. Write or
telephone for more details and up-to-date information.

SUPER GLOOPER

First in our new range of ARCADE style games for the PET, SUPER GLOOPER will have
you on the edge of your seat. Your task is to clear the screen of little dots scattered in a
maze, but WATCH OUT FOR THE GLOOPER EATERS, they're liable to escape from their
pen and come after you.

You've got to be very nimble with the eaters on your trail. Best bet is to make for one
of the four corners where (unless you've been there before) you will find a much larger
dot which refreshes the parts that other dots cannot reach! Now you've got the glooper
eaters on the run — catch one and you'll earn a bonus, but you must be quick, because
any moment they'll recover from their shock and come after YOU!

METEORITES

An all-action game in the style of INVADERS. Your mission — to defend seven moon
bases against a shower of meteorites by blasting them out of the sky. If you survive the
first wave there are five more to face, and then — well you'll find out! The graphics are
really superb — just watch the way that the ground shakes when a meteorite crashes
into the lunar surface.

SUPERSOFT arcade games are written in machine code for speed and run on all 40
column PETs with BASIC 2, 3 or 4. At just £8 plus VAT, they're really good value and you
won'’t find a more exhilarating game at any price! We've more great games on the way —
including some for the 8032 and VIC-20!

SUPERSOFT

First floor, 10-14 Canning Road,
Wealdstone, Harrow, Middlesex
Phone: 01-861 1166.

ASK FOR OUR FREE CATALOGUE!

Circle No. 129
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As you thrilled to Star

Wars back: in 1978 you

probably didn't realise

that you would be able to

partake in that climactic

battle- against the Death

Star just three years

later.

The object of this pro-

gram is to destroy the

Death Star by manoeuv-

ring your ship away from

the crosstire until you

reach the exhaust vent of

the artificial planet and

there you fire your

photon torpedoes down
the trench . . . hence the
name of the game.

At the beginning you
are already in the trench
flying down the corridor
at your ship’s top speed.

There are laser posts
located on the left and
right walls and on the
floor bottom.

These lasers flash by
you and fire on your ship
at random intervals. The
frequency of the fire from
the laser posts is deter-
mined by the level of dif-
ficulty you choose, (1-19),
with version No. 1 being
the hardest.

All three lasers will
aim independently. Each
will fire at the mid point
between you and the last
spot fired upon. So as
long as you keep your
ship moving away from
the three laser shots —
and keep track — you
should not get hit.

You will see the
number of miles you still
have to travel along the
Death Star's surface at
the bottom of the screen.
This will be further at the
more difficult levels of
play.

When the distance to
go reaches 20, the on-
board attack computer

be activated, the
lasers will stop firing at
you and the end of the
trench will come into
view. You now have to

Variables used in the
game are as follows
(please note that many
are used more than once,
or for more than one item

quickly line up the centre
(one pixel) of this screen
so well that the exhaust
vent is dead centre of
your sights.

When you approach
the last 30 miles, set your
ship close to the centre so
you can line up the
approaching target more
easily.

When everything is
lined up (you hope), fire
on the vent after the bot-
tom wall is below the
bottom of your sights and
the target is close
enough to be hit accu-
rately (the computer will
prompt you with ‘'Fire
Now!').

If you succeed in hit-
ting your target, you
must immediately pull
back on your joystick to
bring yourself up and out
of .the trench. Failure to
do this will mean your
mission ends with you
and the spacecraft splat-
tered all over the end of
the trench wall.

As you pull out of the

trench the screen will go ~

back to normal mode and
show a window view of
your ship moving out of
the trench, before switch-
ing to a rear view show-
ing the Death Star being

destroyed.
During your flight
down the trench,

remember that if you go
too close to the sides of
the corridor or the floor,
you will run into them
and be destroyed. Should
you go off the top of the
screen, you will be out of
the trench and your mis-
sion will be aborted, so a
steady hand is needed on
the controls.

storage or loop):

A Looping
(FOR-NEXT).

B RND GOSUB of
laser fire
dependant on ‘R'.

C Screen refresh

(redraw what was
erased by ship &
lasers),

D ‘X' Position of
upper-left laser

post.

E Y’ Position of
upper-left laser
post.

F ‘X" Position of
upper-right laser

post

G Y' Position of
upper-right laser
post & X' size of
the target wall.

H ‘X’ Position of
bottom laser post
& 'Y’ size of target
wall.

I "Y' Position of

bottom laser post.

Looping.

L Length of time
until ship runs

e

into wall,

R Input level of
ditficulty.

5 Miles left to
target.

U FOR-NEXT loops,
control var.,
colour locate var.

}Y{ Ship positioning.

Z Used as a
TRUE/FALSE var.
(eg. IF Z = 1 THEN
GOTO . . ..

STRIG Status of joystick
trigger.

]S Joystick
positioning status.

Z1 Used the same as
£3

L1 Looping (nested

- with ‘L’).
Nested loopin
with ‘U, A

I Wait looping —
nested with ‘U1’
above, 4
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(' REM THE TRENCH &/10/80

| REM BY TIM HAYS SEBREE’S COMPUTING

2 REM 454 Granite Ave., Monrovia, CA.
91016

1 REN When INPUTing this Progras, DON’
T leave unnecessary SPACES. You may ru
n over the progras LINE if you do.

4 REN Then the ATARI will NOT accept t
he line., Pay particular attention to t
he long lines FROM &0 TO 110,

S TRAP 10:GRAPHICS 0:POKE 752,1:F=901b
=201 H=1301 1=30: POKE 764,255:POSITION &
;1057 “INPUT LEVEL OF DIFFICULTY"

10 INPUT RiT=125-(ReS)1? "¢ Press TRI
BBER to start TRENCH #3*

20 IF STRIG(0)=1 THEN 20
30 GRAPHICS 7:POKE 752,1:COLOR 210=801
E=101Xs201Y=2017 *  MILES TD TARBET=
A0 FOR A=1 TO 25:PLOT RND(1)8B7+38,RND
(1)2183NEXT A1BOTD 110

50 PLOT X-5,Y1DRANTO X+3,Y2PLOT X-2,Y+
11DRANTO X,Y-2:DRANTD X+2,Y+1:RETURN
50 COLOR 2:PLOT 42,321 DRANTO 62, 48:PLO
T 47,241 DRANTO 47,55:PLOT 17,9:DRANTO
17,70:COLOR 4:PLOT 62,32:DRANTD k2,48
51 SOUND 1,90,8,8:1PLOT 47,24:DRANTD 47
,55:PLOT 17,9:DRANTO 17,70:COLOR TyPLO
T ﬂ,ﬂlﬂ*lﬂ+I}JElE=iE+Ti!EIDHHHTD D,E
42 IF DCX+5 THEN IF D>X-5 THEN IF E)Y-
2 THEN IF E{Y+2 THEN 400

43 COLOR 41PLOT 0,0:DRANTD D,EsSOUND |
40,0, 0sRETURN

70 COLOR 23PLOT 96,321 DRANTD 95,49:PLO
T 113,24:DRANTO 113,551PLOT 143, 9:DRAN
T0 145,72:COLOR 41PLOT 96,321 DRANTO 96
49

71 SOUND 1,60,8,81PLOT 113,24:DRANTO 1
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13,551PLOT 145,9:DRANTO 145,72:COLOR 3
tPLOT 159,01F=(F+X)/2:6=(5+Y)/2/DRANTO
F,6

72 IF (F)X-5 AND F(X+5 AND 63Y-2 AND 6

(Y+2) THEN 400

73 COLOR 41PLOT 159,0:DRANTO F,61SOUND
1,0,0,01RETURN

80 COLOR 2:PLOT 63,49:DRANTO 96,49:PL0

T 43,59:DRANTO 113,59:PLOT 18,713 DRANT

0 143,71:COLOR 43PLOT 63,491 DRANTO 96,

It

B1 SOUND 1,40,8,8:PLOT 43,59 DRANTO 11

3,59:PLOT 18,71:1DRANTO 143,711COLOR 3

PLOT 0,791H=(H+X) /231=(14Y) /2: DRANTO H
1

!

—

e A
3 1 R
T O

e BEy

D FCX+5 AND 1)Y-2 AND 1<Y+2) THEN 400
83 COLOR 4sPLOT 0,791 DRANTO H,14PLOT 1
59,79:DRANTO H, 11SOUND 1,0,0,0:RETURN
110 COLOR 1sPLOT 2,0sDRANTO 157,791PLD
T 0,01DRANTO 159,794PLOT 157,01 DRANTO
2,791PLOT 159,04 DRANTO 0,79
120 COLOR 3:PLOT 80,401PLOT 79,39:PLOT
79,40:PLOT 80, 39:C=0:SDUND O,RND(1) ¥
144,8,3

130 JS=BTICK(0)sIF JS=7 OR JS=b OR J5=
S THEN I=X+d3IF X>153 THEN 60TD 410
140 B=RND(0)$R1IF JS=11 OR JS=10 OR JS§
=9 THEN X=X-411F X(5 THEN GOTO 430

150 IF J5=14 OR JS=6 OR J5=10 THEN Y=Y
-2:1F Y(3 THEN 2 * DUT OF TRENCH' M1S
SI1ON ABORTED''®ysEND

160 T=T=0.51POKE 656, 01POKE 657,2317 1
NT{T)3* *1IF JS=13 OR J8=9 OR J8=3 THE
N Y=Y+211F ¥)77 THEN B0TD 420

LASER POST!'"

170 COLOR 2460SUB S0:IF B¢O,5 THEN 6OS
UB INT(RND(1)83) 810460

180 IF T(20 THEN BOTO 400

190 COLOR 4160SUB 501C=C+11IF C=5 THEN
BOTO 110

200 8070 130

300 TRAP 3101S0UND 0,99,8,8150UND 1,75
,8,8150UND 2,40,8,81S0UND 3,20,8,8

305 FOR L=1 TO 16:POKE 712,158 (RND(1)8
17) 1NEXT LsRETURN

310 FOR L=8 70 0 STEP -2:1FOR Li=1 10 8
tPOKE 712,158 (RND(1)817) sNEXT L1

320 SOUND 0,99,8,L150UND 1,75,8,L1S0UN
D 2,40,8,L350UND 3,20,8,LiNEXT LiPOKE
712,0

330 IF 21=10 THEN RETURN

380 2 *D0 YOU WISH TO RISK YOUR LIFE A

BAIN?*1POKE 764,255

390 IF PEEK(764)()255 THEN RUN

395 BOTD 390

400 BOSUB 30037 * YOU'VE BEEN HIT BY A

ey
r'ﬂ 1

401 BOSUB 300:FOR U=4 TO 203S0UND INTI

RND(1)84) RND{1)59,8,8

402 COLOR RMD(1)88:PLOT X,Y:DRAMTD RND

(1) 8159, RND(1) 879:PLOT X+U,Y+UsDRANTO

RND (1) 83¢X+U, Y-U-RND (1) 83

403 DRANTOD X-U+RND(1)83,Y-U-RND(1)83:D

RANTO I-H+HHDliiI3,T+H+HHﬁIlIlllﬂﬂﬁl]ﬂ
N+URND (1) 83, Y+U+RND (1) 43

404 POKE 712,UsNEXT U1BOTO 310

410 BOSUB 30017 * HIT THE RIBHT WALL'!

*JFOR U=150 TD B0 STEP -1:S0UND INT (RN
D(1)84),RND(1)8U,8,8

415 COLOR RND(1)#8sPLOT X,Y:DRANTO 1-R

ND (1) 845, 10+RND (1) 8851 POKE 712, LaNEXT

U180TD 310

420 GOSUB 30017 " RAN INTD THE TRENCH
BOTTOM''*1FOR U=150 TO 80 BTEP -1:SO0UN
D INT(RMD(1)84) RND(1)8U,8B,8

425 COLOR RND(1)#8:PLOT X,Y21POKE T12,U



- =

RELIVE THE

- GLIMAGTIG
FINAL BATTLE

- OF STAR WARS

sDRANTD RND (1) 8159, 40+RND (1) $393NEXT U
16070 310

430 GOSUB 30017 * HIT THE LEFT WALL''®
JFOR U=150 TD B0 STEP -1:SOUND INT (RND
(1)44) ,RND(1) 30,8, 8

435 COLOR RND(1)#B3PLOT X,YsPOKE 712,U
sDRANTO 1+RND(1)$45, 10+RND{1) B65INEXT
UiB0T0 310

400 FOR J=1 TO 161S0UND 2,30, 12, 43POKE

. .-.!."“ s -;5.1'1.- =¥ [
84,2:POKE B5,1:7 “ATTACK COMPUTER EN

GAGING*1SOUND 2,61,12,416=11hH=]

509 L=01TRAP 401:REN REVERSE VIDED LET
TERS

10 FOR U=l TO 134MEXT UrPOKE B4, 2:POK
E 85,117 "ATTACK COMPUTER ENBAGING®1N
E1T J

420 GRAPHICS 7:POKE 712,43:POKE 708,0:
POKE 710,255:7 * ATTACK COMPUTER ACTI
WATED! ! "sPOKE 709,103

630 COLOR 1:PLOT S&,501DRANTO 105,46010
RANTD 105,25:PLOT 0,43:DRANTD 1359,43:P
LOT 84,01 DRANTO 84,79

440 COLOR 2:FOR U=56 TD 98 STEP 71PLOT
U, 561 DRANTD U, S94MEXT UsFOR U=23 TO 3§
§ STEP &1PLOT 100,UsDRANTD 104, UsNEXT
U

450 SOUND 2,RND(1)811+4,8,316=6¢]1H=H+
11J8=8TICK10) s IF J8=7 DR J8=5 OR J5=é
THEN X=1-]

60 IF JS=11 OR J5=10 OR JB=9 THEN I=X

t

670 IF J8=13 OR J8=9 OR JS=3 THEN Y=Y+
1

673 IF STRIG(0)=0 THEN BOO

680 IF J5=14 OR J5=b OR J5=10 THEN Y=Y
-1

681 IF L=16 THEN ? * CLOBE ENOUGH TD 7
ARBET! FIRE nOw!' *

682 IF L>28 THEN ? * TOD LATE!! RAN IN

TO WALL!''*:B0SUB 300:B0TD 401

685 L=L+1160SUB 690:21=11605UB 69016070
630

690 COLOR 1:LOCATE X,Y,UsIF UX0 THEN C
OLOR 4

495 PLOT X,YsCOLOR Js1F 1 THEN COLOR 4
1120

700 PLOT X+46,Y+HiDRANTD X+6,Y-HiDRANTO
1-6,Y-HiDRANTD X-6,Y+HiDRANTO X+6,Y+H
710 PLOT 0,01DRANTO X-6,Y-HiPLOT 159,0
tDRANTD X+8,Y-HiPLOT 0,79:DRANTD X-8,Y
+HIPLOT 159,79:DRANTD X+6,Y+H

720 RETURN

800 IF L{15 THEN ? * FIRED TOO .S00N''"
16070 &80

810 SOUND 1,80,8,B:COLDR 14PLOT 27,79
DRANTO 84,43:DRANTD 137,79:1F X=84 AND
Y=41 THEN 850

820 7 " MISSED'' THE UNIVERSE 15 DODME

D!''*160T0 310

850 7 " THE SHOT 1S GOOD'''"sFOR J=1 T

0 9:SOUND 1,60, 12,41POKE B4,21POKE 85,

217 *PULL UP & OUT OF TRENCH!'®

B0 SOUND 1,122,12, 41 IF STICK(0)=13 TH

EN SOUND 1,0,0,018070 890

870 FOR U=1 TO 7aNEXT U

BBO POKE 84,21POKE 85,217 "PULL UP &

DUT OF TRENCH''*iNEXT JiL=3016070 482

890 FOR U=0 TO 79 STEP 41BRAPHICS 23iC

OLOR 2)PLOT 0,UsDRANTO 70,U/3+301PLOT

159, Us DRANTD 98,U/3+301PLOT 17,87:DRAN

T0 70,U/3+56

891 COLOR 13PLOT 72,43-U/3:DRANTO 96,4
3-U/31PLOT 84, 31-U/31 DRANTD B4, 55-U/3s

COLOR 2

B95 IF Ud4& THEN PLOT 0,U/3+231DRANTO
159, U/3¢23

900 PLOT 142,871 DRANTD 98,U/3+561PLOT
70,U/3+30:DRANTO 98,1/ 3+301 DRANTO 98,U

/34563 DRANTD 70,U/3+561 DRANTO 70,1U/3+3

0

910 NEXT UsBRAPHICS 73POKE 712,16:PLOT
0,79:DRANTD 40,651 DRANTO 80,601 DRANTO
119,45

920 DRANTO 159,793PLOT 73,621 DRANTD 79

,681DRANTO B1,791PLOT 75,621 DRANTO 81,

581 DRANTO 84,79

925 FOR Ui=1 TO 10250UND 2,61,10,41POK
E B4,21POKE B5,117 * AFT VIEN R
ANGE CRITICAL!''*)SOUND 2,123,104

927 FOR Ji=1 TO 163MEXT J1iPOKE 84, 24P
OKE B5,1:7 * AFT VIEW RANGE CRI
TICAL' '™ sPOKE 709, 158 (RND(1)817) sNEXT
Ut

930 FOR U=l TO 993POKE 709,158 (RND(1)8
I7)/NEXT UsBOSUB 3003FOR Us170 TO B0 §
TEP -13SOUND INT(RND(1)#4) ,RND(1)3U,8,
B

940 COLOR RND(1)881PLOT RND(1)8159,79s
POKE 712, U DRANTD RND(1) 8159, RND(1) 79
tNEXT Us11=101608UB 310

950 POKE 709,15:7 * CONGRATULATIONS!'
YOU'VE SAVED THE  UMIVERSE'''"

940 2 * DO YOU WISH TO PLAY AGAIN?"jiP
DKE 764,255

970 IF PEEK(764)¢)255 THEN RUN

980 6070 970
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0G.10000 }dodgens by John
iG.20
2G.a

3c.30
4G.b
SG.40 §

4C.c B

BG.d
2C. &0
10G.e
11G.70
12G.T
13G.80
19G:g
15G.70
14G.h
17IFG=14&;,G:h

Z05=5+SGN(T-5) |B=B%(4-5) jH=7+Bu5]G=2

Z21ah=A-E MH=HM-E] IFM<F;G=3
22G.1q

I0A=BE(4-5) jM=Bx5;C=14
31bBE=B+E jH=H-E} IFH<F i G=5
3269

405=5+SCHN(T-5) jA=Bx(4-5) jH=Bx5 | G=0

41cB=B+E;H=H-E;IFH<FiG=7
42G.q

SiE=BB-(8x(5-5)) ;M=B+Bx5;G=8

S1dA=A+EjH=M-E;IFM<F ;G=%
S52G.q

dyson (LEEDS)

HOW LONG CAN

405=5+SCN(T=5) ;E=88-(B%(5-5)) H=B+8x5;G=10 Yuu AW'“ TE

sdleA=A+E j H=H-E; IFH<FjG=11
42G.q

70A=104-(Bx(5=-5)) jH=885,G=12

71TE=B-E;M=H-E} IFH<F}G=13
72G.q

COMPUTER'S CAR,
HELL BENT ON

B05=5+SCNI(T-5)}A=104-(Bx(5-5)) H=Bn5]G=14

BlgE=B-E jM=M-E;IFM<F {G=135
BZG.q

FiBE=Bu({4-5) jH=9+8Bx5LC=14
91hA=A-E | H=M-E} IFM<F ;G=F
9ZG.a
lﬂn'PF'LEJTlerrT;FLDTlﬂ:UrH
10SIFX=A;IFY=B;G.20000
104IFV=A;IFH=BiG. 20000
110VsXiW=YIFZ;Z=0;G.C
120IF7¢E00Z2A#40=0,Z=F IR .
130MAITIHALIT}G.G

§0 COMPUTER & VIDEO GAMES

DEADLY COLLISION.

Dodgems is the Acorn Atom ver-

sion of the "“Head-on” collision
game. ‘

It's you against the computer,
can you outwit it? You are driving
a car around a circular series of
tracks in an anti-clockwise direc-
tion.

But who is that lunatic driving
around the same track clockwise?
An American? A lunatic with suic-
idal tendencies? No it's the com-
puter who is out to get you, betore
you can clear the screen of dots.

The screen is divided up into a
series of concentric circles with a
number of crossover points which



allow you to switch lanes to avoid
the computer's car.

These lanes are filled with dots
and the object of the game is to
run over as many dots as possible
before the inevitable crash. Every
dot adds to your score at the end
of the game. The computer can
switch lanes as well and it will be
trying to guess which one you will
be in as the two of you cross over
each circuit.

Your safest tactic is to wait until
the computer has already commit-
ted itself before switching to that
crucial lane — but don't leave it
too late!

lﬁﬁthﬂTl#,A,EIPLDTI#.C.DiE’ﬁFD=B:IFR.KH:R.
15SIFX=A}IFY=B;G.20000
140G.G
200Y=8x(&-T)jF.N=F TOB+B=T S.E}X=X+E;COS.piN.
EEUIFJ?{T+D}FJ?{T*H]=UEF=P+N:D=E—1$IFﬂ=ﬂiE-H
J00%=104-(8x(5-T)) }F.N=F TOB=T S.EfY=Y+E;GOS.piN.
32“1FJ?(T+5?;J?{T+5}=ﬂEP=P+H:DIU-1:IFD!UIG.H
350G0S .k
f00X=104=-(Bx(5-T)) }F.N=F TOB%T S+EjY=Y+E;GOS.p N,
G20IFJP(T+10)§J7(T+10)=0}F=P+Ni0O=0-1;IFO0=0;GC.u
E00Y=B8-{Bx{S-T))iF.N=F TOB+8=T S.EjX=X-E{GOS.piN.
SZ0IFJ?P(T+15) 1 JP{T+15)=0;FP=P+N;0=0-1;IF0=0;G.w
SS50GOS. k
&00Y=B8-(BX({5-T1)}F.N=F TOB+8=2T S.EjX=X-E;GOS.piN.
G20IFJ?(T+20) 4 J?24T+20)=0}FP=P+N}0=0-1}IFD=0;C.w
700X=0%(4-T)}F.MN=F TOB%T S.E];Y=Y-E}GOS.piN.
F20IFJ?(T+25) i J2(T+25)=0}F=P+Ni0=0-13IFD=0;G.w
730G0O5.k
BOOX=Bx{&-T)IF.N=F TOB=xT S.E}¥=Y-E}GOS.piN.
B20IFJ?(T+30) ;J?(T+30)=0;F=P+Ni0=0-1iIFO0=0;G.w
S00Y=Bx{A&-T)}F.N=F TOB+8=T S.EjX=X+E;GOS.piN.
S2OIFUP{T+35) 3 J7(T+35)=0}F=P+N}0=0-13IF0=0:G.w
50G0OS.k
1000G.200
2000kIF7H#E001R440=0;IFT:F;T=T-F
ZOL0IF?#E001<128IFTS5)T=T+F
2050R .
1DDHDDF#E;P=DIE=ﬂFDIHLB,IE*:‘L="G-112#9“:°1¢=L;71?!LHlFFFFKESﬁ
11110P.$12:D0F." "iU.C.=7}P."DODGEMS BY J.DYSON""'
11111IFF}F."YOUR SCORE WAS"(P-(43-D)x4)/8"°
11112IFP>1159}F.“HELL DONE TRY THIS"*;E=E=x2;LINK#FFE3;CG.11125
11113IFF=0}F."CTRL=IN SHIFT=0UT"""(ONLY FUNCTION IN :--- =
11114TIFF=0;F."-"*"THE CEMTRE OF GAF)i--- # ===+ rupEPT=SPEED" "’
1111SINFUT"SKILL LEVEL A,B,C"$Ij{sI+1=""]IF$I="A" E=1§6G.111Z5
111146IFS$I="B" E=2;G.11125
11117IFsI="C"E=4}6.11125
11118IFsI="C"E=8;G.11125
11120G.,11115
1112SCLEAR3;COLOURZ}F.N=12T048 5.8
11130M0OVECEB=N) , (4B=N)
11140FPLOT1,N,0}FLOTO,14,0;FLOTL,N,D
11150FLOT1,0,{N-8)}FLOTD,0,14;FLOTL,0,(N-8)
11140PLOTL,-N,0}FLOTO,-146,03PLOTL,-N,0
11170FLOT1,0,(8=N)FLOTD,0,=-16;PLOT1,0,(B=-N)
11180N.;HDUF44*4QIPLGTI-Zﬁ.ﬂFPLUTI-ﬂ-E:FLUTI,—E#.U:PLUTI.ﬂ.—ﬂ
IIEHBHDUEQpBIFfﬁ=ﬂTH4FF.E=ﬂTU5:PLDT?pH.UIH-:PLDTE.E.OEF.B-DTDE
1121 0FPLOT?,B,0}N. }FPLOTB,-104,BiN.
1122DHOUEH.ﬁéiF.ﬁ=DTDﬁ;F.E=BTDS:PLDT§-B¢U;H.iPLDTB-E-ﬂ:F.B“ﬂTDE
11230FLOT?,8,0}N, JFLOTE,-104,8iN,
11240X=54!Y=0}VU=X W=y} T=5}G=1}5=5}A=55]C=~1}F=1]F.R=1T01
11250H=5+R.1E:EDLDUR1}P=G:D=T.+?:F.J=DT040FH°J=I:H.:d-T.*?:D-#ﬁ
11300G.200
20000F .A=0TO400; P#E002=A}N.IN.R}}G.11110
20010wN.RIG.11110
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That old per-

ennial word-
guessing game Hangman is
given a new lease of life on
the Sharp MZ-80K by 13-year-
old Stephen Davidson ot
Aberdeen.

Using graphics and the
Sharp’s musical capabilities,
Stephen has produced a sim-
ple program that will help

while away the evening hours
and will challenge and
amuse your friends.

If you have a photographic
memory you might have to
ask a friend to program in the
DATA statement words.
Although there are enough
there to still keep you guess-
ing.

For those of you who have

MUSICAL MUSICAL MUSICAL MUSICAL

HANGIVI

166 FEM
1168 KEM |
| 1260 REM |
138 FEM | -
148 FEM | |25 .
158 RFEM i

Harna man

168 REM | STEVEH DAUVIDSOH

178 REM | I
REM
TEMPOS4: DIMMCE (25

b e i
L0
O e

A6 GOSUB420: GOSUESE0: GOSUE4DA: GUSUES W
218 FORI=1TOINT(SO+RHD<1 2+12:RERD EF:HEAT
228 FOR I=1 TO LEHKFE*=PDFF E3I554+41,42:HEXT

=y (%)

HT=48

i1
’ 248 GET A%: IFA$=""THEHZ4a
250 IFCASCCAFI<ESH+(ASCCAS ) »20 ) THENZ 38
268 FORI=1TO20: IFAS=MCE{(I>THENZ3E
. 278 HEXT
258 FOR K=1TOLENC(R$): IFA$=MID$C(R$,K,1)THEN GOSUB47A: IFSU=11THENZ48
298 MEXT: IFAT=1THENMUSIC"=C1ITDTE": GOTOZ38
Taa MUusIc D2"
710 MC=MC+1:MCEMCH=A$: POEESZ2324+(MC—-1 242, ASCLAF ) ~e4: [IFMC=7GUSUBS S0 END
20 GOSUBIZIO:GOTOZ236
330 YK=MC+7:LL$=LEFT${LI$, VKD :PRINTLLS: TRE$: H¥: FOKE431 4, 1K Uk (ex

340 FORDL=1TO188:HEXT:USECY1 »: RETURN
258 YE=14:LL$=LEFT$(LI$ YKI):FREINTLL®: TRE$: HE

T40 PRINT OO EOEREnonnnRnnRnnnnnne s TAE 185 "TFRIMTLLS: TRE$: HY

70 PRIMTLLE: "B":TRE$:HF::FORI=1TO1A: FﬂrE4514u10+1:u5k-de:HEFT:UGPITI-

388 PRINTLL#: ”““'THFf SHF:PRIMT"OZRI0E 'lHEnLEa:” The word was: "

396 PRIMT"S":TRBCZT):iR$:FORDL=1TO1806: HEXT: GOSUE1 13@: RETURN

408 FORYE=2TO1l4:LL#= LEFTkaIi.'f}'rFIHTlL s TAEF:HE:POKE4S1 4, 1a9+VEI USECES

418 FORDL=1TO186:MHEART : HERATYE

420 USRCTF1):PRINT " OOCEROEERERCERERnEnIRIE :T 18 u:“ "iPRINTLLS: TAE$: HY
438 FFIHTLL$ ”E”'THE$ HF#:FORI=1TO18: FOKE4S514. kI IUSECES Y HELET USR]

448 PRINTLL$: "B":TAEBF: SH$F:GOTO1178

458 rFIHT”m"" " iFORM=1TOZB:FEINTTH Sy 'tNEXT:RETURH

62 COMFUTER & VIDEC GAMES



never played Hangman, itis a
test of your vocabulary and
knowledge of word structure.
You are presented with a
series of empty spaces, which
represent a word the compu-
ter has committed to memory.

The computer then invites
you to guess one letter which
might be included in the
word. If the letter is there
somewhere then it appears in
the correct place on the
screen.

If it does not feature in this
word then the first struts of a
gallows are drawn on the

screen and the poor devil who
is about to be hung appeals
for aid.

Another letter and you
should have some clues about
the word's construction. For
example: a "G" as the penul-
timate letter suggests the "H”
would be a good guess for
that final place.

If you guess the word before
the victim is hung you notch

up a victory. If not then you
have his death on your con-
science. Stephen's victim
makes very passionate ap-
peals for your aid.

One helpful hint is that “E”
followed by “T" are the most
common letters in the English
alphabet.

466 IHT " OREREonEnnnnnann ' : :FORE=1TOS: FRINTTREC(1S»3 " '"tMEXT:RETUREN
474 Fr_ll E3554+K. HSCIHE ) —Ed4:AT=1:SUBE=S1IB+1: [FSUE=LEH{R$>THEMSU=11

450 MC$<C28-SUBE>=A$:RETURHN

498 H$=" | nEAnn ey QEEoEEOOOEND e CGESG0FFRDEEGEE FER IEGEEEE FEELLT
SEE HE=H$+"D32333 1 1023353 11 EEEEEES B E " Is="Q0RREEROERDnRR"

510 TAB$="cEEatnmmeie

@ CHE="0E . fEGAEn |- | BEEEE - DREEGAFFRIGESEE FEE IDGSEEE I 1IREEGEa"
0 SHE=SH$+" 1 1 E3333 1§ ) EEGGS T:fii E"

40 HIfg="[oounoooonnoenooooonnnD 182 122 100 63 63 OH HO '

s@ HIs="[popoonopooonnEnstEsccs I 05 O " ﬂ oa 0a .

&0 HK$="[Oonennn e e e e taa 105 IESEEd 03 03 855"

“@ HL$="[OoononnonnnannonnocCSSEEEes DGE IOG EE momen 05 e BEZ ":RETURN

=) !

0 T O oOn U0 OO oCn on O

ea PRIMT"EDOR":

a8 PRINT 333333331133 '
B3 FRIMT"E i&F | P
16 PRINT"® &F I .
28 PRINT"H & : =Horaman= ;
38 PRIMT"ESF I $
£48 PRIMNT"EF I Helrp'! 1 am about 3
658 PRINT"H JE: 5 N to be killed for "
668 FRINT"H @ @) a crime I did no