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At least 20%off, up to 30%off all your favourite
video games -  that's the unbeatable price
promise when you join the Video Games Club.

No commitments, just buy what you want,
when you want -  always at the guaranteed
lowest prices in the UK!* Plus regular special
offers for Life Members like chess computers,
LED and LCD hand•held games, radio watches
-  always at least 20% off! Life Membership
costs just E25, one-year Trial Membership just
E7.50. Join today, and start saving!

ATARI APOLLO
PAC MAN
YAR'S REVENGE
DEFENDER
BERZERK
E23.47 + P&P

SPACE CAVERN
SHARK ATTACK
E17.40+ P&P

ATARI SYSTEMS — JUST LOOK AT THE SAVINGS YOU
GET AS A LIFE MEMBER!
Atari VCS o n l y  £87.95!
AND ON THE ATARI 400 AND BOO, YOU GET FREE
MERCHANDISE WORTH 15% OF THE VALUE OF YOUR
PURCHASE from a selected range of software and controls!
Atari 400 £199.99 -  with free merchandise worth £29.99!
Atari 800 C499.99 - with free merchandise worth £74.99!
PLUS 'Le Stick' hand-controlleronly E 20.99!
COD available on 400 and 800 il preferred!
UPGRADE NOW! WE'LL GIVE YOU £ 2 5
WHEN YOU TRADE-IN YOUR VCS FOR
AN ATARI 4 0 0  OR 8 0 0  HOME
COMPUTER!

WE'LL TAKE YOUR OLD GAMES,
TOO!

Free P&P on all Atari Computers!

AcTsrsiom. PARKER
STARMASTER
CHOPPER CIAND
ICE HOCKEY
BARNSTORMING
E18,06 + P&P

STAR WARS
ROGGER

E23.47 + P&P

SPECIAL INTRODUCTORY OFFERS
TO ALL NEW LIFE MEMBERS!
FREE Hungarian Rings puzzle
wort h 0. 99.  plus FREE
10,000.000,000 puzzle worth 0. 99!
Plus FREE ENTRY to the Video
Games Club Compet it ion -
out of  every 1.000 new Life Members.
one will win a complete Atari-compatible
library of 71 cartridges worth
E1.500! JOIN TODAY!

i m  m e  a i m o n o  i m i m •
Please enrol me for
Life Membership a  E25
1 yr Trial Membership a  E7.50
(delete where applicable),

1  I am over 18. I enclose EName _
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For lurlhe r inlorma hon send 9 " x 8  sta m p e d  a d d re sse d  envelope

FREE LIFE MEMBERSHIP!
INTRODUCE•10 NEW LIFE

MEMBERS AND GET YOUR E25
LIFE MEMBERSHI P BACK IN

VIDEO GAMES CLUB
MERCHANDISE OF YOUR

CHOICE!
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Dept CvG1Video Games Club,
FREEPOST, London E5 98R
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Dept CVO, Video Games Club,
FREEPOST, London E5 9Ba
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GAMES NEWS 1 8
Take a quiet ride in the country with
those nice Duke boys aboard the
General bee, and solve the mystery of
the Tune  Gate.
VIDEO SCREENS 2 8
E.T. fever is sweeping the country. and
we're ironing in, plus news of the awe-
some System X
ARCADE ACTION 3 0
If ever a game captured the heart of all
editor, Pengo is it He wanted to change
this columns name to Antarttc Action
after playing the "Game of '83“, but we
persuaded him to find room for some
Dig-Dug tips too.
REVIEWS •  9 8
There's a round up of asteroid games
for the Spectrum. plus Vic chess,
NEXT MONTH

1 1 1 .  Listings
SUBMARINE HUNTER
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32
Take your helicopter out over the icy seas and tackle the enemy
hidden below the waves. Your task is to seek out and destroy the
Alan subs but keep a wary eye on their protective destroyers
NIBBLERS 3 8
Yes, its those little creatures with the big appetite back again in this
special adaptation of our Game of the Year, written this time for the
Vic-20.
DRAGON'S TEETH 42
In days of old when knights were bold t h e y  never had to use a
table tennis bat to fight dragons with! There's no time for chivalry
here — lust aim for the fire breathing beasties molars arid knock
them out Dentistry made easy on your Dragon.

BULLION SNATCH 45
Psst! Want to grab a gold record? Well  here's your chance. Sneak
around a maze and bag the bullion on your Acorn Atom,
CURSE OF THE AZTEC TOMB 4 6
In the darkest recesses of an ancient tomb there is a treasure so
mysterious that it is only mentioned In whispers, Only LX8 I owners
will be brave enough ,
TUNNEL RUN
Zapping through narrow runnels in your Pet.
CAVE FLIGHT
On a mission to save your planet from an energy crisis your space
freighter is striken with a terminal illness. Dare you program this
game into your BBC micro!

GALAXIANS 5 6
Arcade alien action for Spectrum owners as a convoy of nasty being!,
sweeps across the universe with one aim in mind. To wipe you out .
CRITICAL MASS   5 8
Overcrowding could prove fatal in this board game which really goe
s
;
with a bang. Explosive intellectual action for TRS-80 owners,
MZ-LUDO •  6 : : •
Tactics and quick thinking are what you need to beat the computer at
its own game on the Sharp MZ-BOK.
TARGET 6 8
For Texas TI 9 9
,
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Just w he n al l  seems lost that
c a v a l r y  bugl e  s ounds  a nd
the I ndi ans take flight.

But  t ha t  m a y  be  t r ue  o f
fi l ms but  don' t  expect  i t  i n
our Warpath game.

Ron Pot kin is  serialising
his thr i l l i ng w i l d west  w a r
game  i n  s uc h a  w a y  as t o
i mpr ove y our  own pr ogr am-
mi ng skil ls.

Ron i s  a  sel f -confessed
memor y mi ser  a nd a  Br i ton
whose games ear ned a  spe-
cial  pr omi nence  i n the  US's
micro computer  i nfancy.

At  t he  e nd  o f  t he  ser ies,
y oul l  not  onl y  have  a  game
whi ch John Wayne  woul d ex-
cel  i n ,  b u t  e n o u g h  k now -
l edge and a wor ki ng base on
which to  bui l d  y our  ow n
wargame scenarios.

Turn to page 88 and take to
the Warpath.

reatures
MAILBAG  7
Talking points, ups and advice
CO MPETIT IO N 1 0
Win a place among the LIK's profes
-sional games designers
SEVEN EMPIRES 1 6
Our unique ga m a  competition starts
next month bui  here's a  chance to
check-out the  rule s
BUGS 2 5
T. Hitch tangles with the Graphic Real-
time Organic Prograintmng Espres-
SiOnS language
CHESS   2 7
Max Bramer goes by the book
PUZZLING 7 2
Three hand-held space mvaders are up
for gra bs if  you ca n shoot down ours
BRIDGE 7 5
Alan Hiroo holds a  branch search
meeting
MACHINE CODE 7 8
Inside the trucroprocessor  with Ted
Ball
ADVENTURE  8 2
Deve loping a  plot. Ke ith Ca mpbe ll puts
a few verbs in the melting pot
WARPATH  8 8
The start of our genes on wargarning.
GRAPHICS 9 7
C a rty M a rsh a ll re a d s b e t we e n  t h e
Lines, with some rudimentary animation
t echruques
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BEFRIEND AN
ALIEN TO D AY

In Space Watch we
first invited you to
befriend the aliens,
long before anyone
had seen a pirated

copy of that E.T. character.
Now our science fiction special-

ist, David Langford takes the dip-
lomacy before galactic destruction
line a step further with Taming The
Invaders.

This really is a game with a mes-
sage, i n  fact there's lots o f mes-
sages, all sent by you — the player
— to the teeming millions o f con-
fused space creatures thronging
our atmosphere.

There's getting to be so many of
the little green devils out there that
they'll soon be in danger of pollut-

110
1

The Seventh Empire wi l l  be at
war as from the February issue of
Computer & Video Games a n d
we want you to get involved in
the conflict.

A rulebook is on the way to all
of you who have so far entered
this unique play-by-mail game
but the rules are also briefly out-
lined for the curious on pages 16
and 17 of this issue.

If you haven't yet sent in your
entry form then please fill in the
form below straight away and
despatch it to us. Because of the
strange deadlines imposed upon
us by Christmas holidays, only
those forms which reach us by
December 21st wi l l  be entered
for the first round of the game in
our February issue. Any entries
which arrive later w i l l  be  in-
cluded in the March issue game
of Seventh Empire.

The Seventh Empire is a uni-
que gamelcompetition which will
only cost you the price of a stamp
each month. Specially designed

My name is:
Address
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ing the atmosphere. Can you suc-
cessfully find the alien code to per-
suade them your species is intel-
ligent? I s  this asking too much of
C&VG readers? No, of course not!

Follow the second article in our
Warpath series, which not only
promises to tidy up and speed up
your programming, but also gives
you a fully-fledged Wild West war-
game at the end of the article.

There's also some classic games
waiting for you between the covers:
Crazy Kong relives the thrills o f a
well-known arcade game; Escape
from the Pyramids of Mars; Over the
Orchard Wal l ; Airl ine Pilot; Golf:
Pompeii and many more.

You will notice that
the February issue
of C o m p u te r  &
Video G a m e s
stands out a  l i ttle

more on the news-stands.

Na
l LOM

THE SEVENTH EMPIRE GOES TO WAR
for C&VG by Mike Singleton, the
inventor o f Britain's top compu-
ter-moderated-game, Starloard,
it can be played by up to 10,000
readers.

There wi l l  be  a winner each
month and an overal l  winner
over the entire run of the game.
The winner o f our fi rst turn in
February will win a Colour Genie
home computer.

Every player wil l  control one
of the galaxy's many tribes with
seven space fleets to  despatch
around the star system. He wil l
hire his fleets out as mercenaries
to take part in the conflicts be-
tween r i va l  empires, choose
plum planets rich in resources to
raid, commit acts o f piracy on
rival fleets or trade his way up to
a high score by careful watching
of the galactic fortunes and com-
modities.

The game is moderated by a
Commodore Pet computer at our
end but there is no luck in the
play, on ly ski l l , foresight and

Please include me in the Seventh Empire Competition:1
The name of the tribe I will play in the game is:

•

This is because it is not alone on
the shelf but closely closetted with
a friend, The C&VG Book of Games.

Forty-eight pages of games for all
the popu la r computers, ti gh tl y
packed into one super free supple-
ment to  ensure that the Christmas
micro is put to good use_

Of course we  won't be  cutting
down the usual high quality content
of the magazine, we've just been
working specially hard, looking out
and testing extra programs for the
Book o f Games and we hope you
think that it's been worthwhile.

Let us name just a few: Star Trek.
Snakes, Ghosts, Victorian Sewers,
3D Maze. Space Attack, Golf, Word
Find, Magic Square, Red Alert and
others too numerous to mention. Be
sure and get your free Book o f
Games. Newsagents have been
warned to  expect the rush from
Saturday January 15_

sheer an ima l  cunning. Ea ch
month a new galactic map will be
published in C&VG to show ship
numbers at each star system and
help you work out your tribe's
profits.

We will also publish battle re-
ports which may have changed
the face o f the galactic map. A
diplomatic diagram which wi l l
show h o w  the  empires have
reacted to  wars and ra id ing
ships, which empires are cur-
rently at peace and which have
declared war.

Information on where the im-
perial ships are travelling to and
a Gateway chart which will show
which o f the 600 o r  so routes
were hi t b y  pirates. From this
information you wi l l  be able to
piece together your score for the
turn.

At our end the computer will
come up with a top 10 high scor-
ers for that issue. Scores will vary
from several thousand points
amassed to  minus figures fo r
those who traded badly.

Send the form below to: The
Seventh Empire, Computer &
Video Games, Durant House, 8,
Herbal Hill, London EC IR 5JB.

Several o f you sent in entries
on letters and other pieces o f
paper last month and we de-
cided to accept them, but i f you
are a new entrant please send off
this form on the left cut out at the
dotted line.

4 COMPUTER & VIDEO GAMES
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This Christmas there's a good time for all at
Computers for All!
A full range of the worlds best micros for you to
give up watching Television programmes and
start writing computer programs!
There's still time to pick up a borgoin by calling
at our shop or phoning your credit card order.
But do it straight away!
Everybody is after a new computer this
Christmas h o w  about you?
INSTANT CREDIT AVAILABLE FOR
CALLERS WITH CHEQUE OR CREDIT
CARD

BC MICRO
R3119 00

COMPUTERS
itim= _r
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l F 1
1

ATARI 800
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r
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£ 3 9 9 9 5
r  .  _ .... 1-1

11
Post today, phone, or call at our shop
Post to Computers tar All (V), 72 North Street, Pomford,
Essex Telephone: (0708) 752862
Please rush me the following equipment:

URIC 48K
BBC MICRO (B)
DRAGON 32
MPF II
ATARI 400
ATARI 800

@ £169.95 (inc VAT)
©  E399.00 (Inc VAT)
©  £199.50 (Inc VA
©  U70 00 (inc VA
©  E199.95 (inc VAT)
©  E399 95 (inc VAT)

Please add Post and Packing to all orders @ E3 00
NAME

ADDRESS

Remittance enclosed
Please bill my Access/Barclaycard/Amex
Card No:

"THE SHOP WHERE PEOPLE MA TTER ]
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48 Junction Road, Archway,
LONDON N19 SRO
TERMS OF BUSINESS: All prices IrK 15% VA I
Deirvery charged at Cost Prices valid for cover date or this mag•
Access and Barclaycard orders Welcome

CAOSETIE
S

VI C  SINGLE
F L O PPY DISK
 OUR PR1C E E  2 8 6 . 0 0  V
,  F r e e174K Byte  Storage Direct C A S S E T T E  ta

w
s-
lilt  n e

Interface to ViC Direct D E C K  6  programs
Compatibility wen t  39.00 urIcalleld

printer

ACCESSORIES FOR YOUR VIC20
Super E spande w e s e k r oon cArtrKspr E  3 1 . 0 0
rrograrrvners Aid Cartridge E  2 8 . 0 0
Machine code Moretor Cartridge £ 2 8 . 0 0
8X RAM Cartridge t 3 9 • 0 0  i t *  1 3 , i n d g e  € 6 7 . 0 0• - -

TONS OF
SOFTWARE

For a  ropy of oso
VIC list conta ining

everything
you need for the
VIC computer.

send us
your coupon

N a m

48 JUNCTION RD, ARCHWAY, LONDON N195RD Telex 22568

VIC PRINTER
-  E 2 1 2 . 0 0

80 Charar6ers per line .
30 Cnatacters per sec
Tractor Feed Dor matrix
printer

EG 2000
PAL VERSION
*  8  colours

*  16K RAM standard,
expandable to 32K

*  Extended Microsoft
colour basic
standard

*  Typewriter
Keyboard

*  CPU: Z80Al2•2 MHz
*  3 Sound Channels
*  40  Columns x

24 Lines
*  Serial and Parallel I/O Ports

OUR PRICE E 1 9 9

6 C O M P U T E R  & VIDEO CAME L

NAME:

am interested in a home computer
Please send me fur the r  de ta in

0  VIC 20 L i  DRAG O N 32 0  COLOUR GENIE
ADD-ONS L i  S O F
-
R A / A R E

ADDRESS

Pla ss*  se re  ere we re  . . . . . . . . . .
I unclose cirincsmi tpOistAl ° r ote for  . . . . . . .
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BIRTHDAY
BOUQUET!
Dear Editor,
Happy first birthday from one
of the countless satisfied
readers — and shame on you
for not mentioning it
yourselves!

Yes, it was one year ago
that Computer and Video
Games first hit our news
stands. And what a year it's
been! Twelve excellent
games programs for the
Atom, Fabulous articles and
artwork, great reviews and
your little cartoon Bugs
provide good humour
(despite their nasty habits).

I hope you continue for
many more years to come
with your very high standards
of publishing. And as long as
you keep printing games for
the Atom you'll have at least
one loyal reader.
Keith Robertson,
Carshalton,
Surrey

PIMANIA
MANIAC!
Dear Su,
I am a Pimaniac! And I'm
answering your call in the
November issue. First, let me
say that Pirnama is absolutely
fantastic — and with the
golden sundial as its prize I
have become completely
hooked on it.

It might be useful for other
readers to note that the way
to move around the world  of
the Piman is completely
logical, i f  you take good
notice of the clues given just
after you get into the
program. Unless you spot this
you could be wasting days
going up b lind alleys!

The Piman isn't really as
horrible as he makes out, if
you learn to treat h im right.
You'll have to learn what
takes his fancy in different
parts of his world, and what
upsets him.

To tell the truth I still

Please drop us a line at: Computer and Video Games, (MAP. Durrant House, 8 Herbal Hill, London EC1R

haven't got a clue where the
sundial is   b u t  as long as
Pimania continues to keep
me rolling about with
laughter I  don't care.

My friends who have other
machines want to know for
what other micros Pimania
will be produced and when.

While I think that it  is good
that you will be giving
readers hints and tips in  your
pages. I hope you don't g ive
too much away — it's taken
some of us a long time to
work out the mysteries of
Pimania.

Well done Computer and
Video Games for bringing us
news of Pimania first!! Keep
up the good work.
Raurie Morris,
Streatham,
London.
Editor's reply: The micros
next in line for Pimania are
the Dragon 32 and BBC
Model B planned sometime
for the Ne w  Year .

AND HERE'S
ANOTHER!
Dear Pi-men,
Does the line the Panama
song "I haven't got a lot of
hair" re fer to Clive Sinclair,
and is the world  of the Piman
inside uncle Clive's head?
Also is it the man himself in
the background at the end of
the song? Also is it Ian Dury
who does the vocals?

Does the can of worms
refer to one of your earlier
sets of games and can I use
the megaphone anywhere? Is
the Pi symbol significant?

Lastly, when the Piman
tries to sell me a tee-shirt, is
this part of the game or are
you just trying to get more
money out of me? By the way.
I have become completely
addicted to the search for the
golden sundial of Pimania.
and I'll find it if  it's the last
thing I  do!!
Jennie Barran.
Kowloon,
Hong Kong.
Editor's reply: Here are the
answers to your questions
from Automata.
No.
Who knows what's inside
Clive's head?
If we had asked him to the
recording studios he would
have turned up 18 weeks
late!
No comment.
Yes.
Yes.
Totally!
Of course it's for more
money.

SOFTWARE
WORRIES . . .
Dear Sir,
I own a 32K Alan 400. I 'm
becoming very concerned
about the service being
offered by some software
firms. Quite a number of
firms are offering
programmes for the Atari
knowing, and freely admitting
that they have no stocks at all
of the material and in some
cases they do not even have
a delivery date for when
stocks will be available.

In some cases the problem
is that the fi rm, in all
innocence has misjudged
demand o r has been let
down by a supplier.
However, in some cases
Failure to supply appears so
common that the suspicion
must arise that virtually no
stocks are held and the firm
waits for a customer's order

QUESTIONS
ANSWERED

before contacting the
wholesaler.

Having parted with your
money, getting hardware
repaired or defective
software replaced is not easy.
At the time of writing my
Atari has been away a month
having a "minor" fault
repaired.
M. P. Nicholson,
Bridgwater,
Somerset,

Dear Sir.
I have a few questions to ask
about the 7181. The first
question is whether or not
you can invert the screen so
it prints black on white and if
so how do you do it? Also
there is the question o f where
you can get a cheap hi-res
graphics from?

I have thought of a great
idea! Wh y don't you have a
place in  your magazine
where people can send in
small programs they have
written for small amounts of
money?

Finally. I am thinking of
buying a ZX Spectrum and
selling my ZXEI I_ What would
be the highest amount of
money I could get for it?
J. Morton,
Bishop Auckland
Co. Durham
Editor's reply: To invert the
screen, try  the graphics
toolldt from jitS Software or
even the 4K graphics ROM
from DK 'Tronics. This will
also provide hi-res
graphics. Kayne also do a
cheap hi-res graphics
board.

Many of our contributors
tell us we already pay
"small amounts of money"
but i f anyone would like to
send in small routines for
getting around certain
problems we will look at
the possibility of starting up
such a page. Finally. i  think
you could expect around
E25 for you X281 Mx
Morton.
COMPUTER & VIDEO GAMES
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Shiva Publishing Limited
4 Church Lane, Nantwich, Cheshire CW5 5RQ

Telephone: (0270) 628272

Hampers wi l l  be dispatched from
1st December onwards.

Please send me a S P E CTRUM hamper, at E l  5.75

Please send me a Z X81 hamper, at E14,75

I wish to make up my own hamper with the
following, at E10.50

l wish to order 1 or  2 items only, at the normal
published price:

-  _ ORDER FORM _  —
Tick here

El
ADDRESS

By ide, StPwart & Robin Jones
Easy Programming for the ZX Spectrum
Computer Puzzles: For  Spectrum & ZX81
Machine Code and Better Basic
Cassette. Spectrum Special 1
By Mart in Wren-Hilton
Games to Play on your ZX Spectrum

Publahed
PFICP

ES.g5
12.50
17.50
E4_95

El .95

By Ian Stewart & Robon Jones
PEEK, POKE, BYTE & RAM:
Basic Programming for  the ZX81 f  4.95
Computer Puzzles: For  Spectrum & ZX81 E 2 . 5 0
Machine Code and Better Basic C 7 , 5 0
By Marton Wren-Hilton
The ZX81 Add-on Book .
E 5 . 5 0

All books and cassettes are also available individually
at the normal published prices.

Order the complete hamper and
save yourself a packet!

Or make up your  own with any 3  items
for E10.50 (incl. p. &

Offer open until 31st January 1983
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THANKS FROM
A TEXAN!
Dear Sir,
A b ig  thank-you Computer
and Video Games for a
program for my TI 99/4a. I
am now buying your
magazine not just skimming
through it at a bookstall! I  am
certain many T.I. owners.
there are a lot of us out here,
will be doing likewise.

Will you be inviting
programs suitable fo r the TI
99.'4 or 99,.'4a? Stay on the
Texas bandwagon.
Bernard Bailey,
Althome,
Essex
Editor's reply: We are
always interested in  new
and orig inal programs
Bernard. How about sending
us some o f  your ideas.

MAGAZINE
MOANS .  .
Dear Sir.
I read with interest your
article on the TI 9914a home
computer, but the reference
to the 99'er magazine at the
conclusion of the article was
of particular interest — and
inaccurate. I  would like  to
take this opportunity to
inform you and your readers
that MPI of Cambridge Road,
Barking are no longer
supplying 99'er magazines
and would urge them not to
part with any money.

MPI said that they were
returrung my subscription.
That was in August and I'm
still waiting!!

I would like to add that
since February I received
only two 99'er magazines
from MPI which in my book
is absolutely terrible service.
M. K. Needham,
Penarth,
South Glamorgan.

SPECTRUM
SHOWDOWN
Dear Sir,
I feel it is up to BBC and
Atari owners to voice their
feelings about some of the
facts contained in the Sinclair
Spectrum brochure inserted
in many computer magazines.

For any person about to
buy a computer, I  can assure
you that the extra money

spend in the purchasing an
Atari 400 or a BBC micro  is
money well spent. Below, are
some facts that are incorrect
or omitted from the Spectrum
brochure.

I own an Atari 400, and I
have used a BBC, and they
are amazing machines. Their
graphics resolution is far
superior to the Spectrums,
and the comparison of the
BBC and Atari's four sound
channel to the Spectrum's
channel (all one of them), is
absolutely ridiculous.

The brochure cla ims that
the Atari computer can only
present five colours on the
screen at once. This is not
true. Three of Atari's fourteen
graphics mode support 16
colours or luminances on a
16360 point array, without the
intervention of the Atari's
second micro, ANTIC.

Using ANTIC, it is possible
to have all 128 colour

luminance combinations on a
61440 array. ANTIC also
offers fine scrolling windows,
player missile graphics.
display list interrupts etc.

Any combination of the
fourteen graphics modes can
be mixed on the screen, and
all this leaves the 6502 almost
totally free to execute the
user's program.

Sinclair's brochure also
omits the fact that the Atari
has eight easily accessible A
to D ports, four joystick ports
(which can be used as
outputs as we ll) and a
cartridge slot for ROM based
software.

This removes the necessity
of the Sinclair computers
expensive Christmas-tree
arrangement of add on that

have to be purchased to
bring the basic machine up to
the standard of most
computers.

I'm sure that the cost of
adding colour graphics,
sound channels, A  to D,
Hi-res graphics and a neat
case to house the
arrangement, to any of
Sinclair's computers would
easily outprice the £199 that
the Atari 400 costs, not to
mention the amount of
processor time available from
a single micro  that has to
look after all of this.
M. D. Caballero,
Rains gate
Kent.

MICRO VADER
MUDDLE
Dear Six,

am still struggling with your
July issue's Microvaders

program for the DE81. I  have
noted the corrections which
you published in your August
issue but I  am still not getting
it working. In particular line
18 is quite hard to read and I
think my erro r may be in
that.
W. Davison,
Scotland.
Editor's reply: Some people
do seem to have had
difficulty with 1Vlicrovaders,
despite the other way we
suggested they approach
the p rog ram in  our August
Issue's Confessions o f  a
Bug. L ine  18 may be the
cause of the problem.
The third line of line 18
reads: '0028BA00% This is
correct but people are
mistaking the 'B' with an '8'.

L i
PRINTING
PROBLEMS
Dear Sir,
I have a TRS-80 16K level 2
and have made quite a few
good programs which I want
to send in to your magazine.
However, I  have no printer
and since most of them want
the program printed out I
have a problem.

So is there anyone out
there who could print out the
program for me?
Ian Bailey,
Streatham.
London.

SINCLAIR
SOLUTIONS
Dear Sir,
I have recently purchased a
Sinclair Z,X81 and only just
getting involved in the fun of
operating it. It is a
tremendous piece of
equipment especially fo r its
price. We  are very limited
here in the options available.

Even the range of cassette
programs is very limited. I I I
had the finance available I
would certainly like  to set up
a completely Sinclair based
computer shop here in
Christchurch.

However, back to reality. I
read in your July issue —
Mailbag the problem that D.
McRiner was having with
'Edit' on the M I .  It seemed
related to time the computer
had been on but could it be
the problem experienced
with the a  when you are
running close to its memory
limit?

If this is the case then
would suggest the following:
1. Place cursor at the line
requiring edit.
2, Depress 'CLS• then
'NEWLINE'.
3. Depress 'SHIFT/EDIT'
together.

This will clear the screen
and put the line that requires
edit at the bottom.

Your magazine is excellent
and very useful over here
with the lack of software
games etc. I  am currently
waiting the arrival of my 16K
RAM and then I will be able
to really get into some clever
material!
John Mitchell,
Christchurch,
New Zealand.

COMPUTER & VIDEO GAMES 9



COULD YOU BE
A WINNER?
To turn your games program into a
household name you need to  be
four kinds of expert.

You'll need to be an expert pro-
grammer and inventive designer in
the first place.

Then there's the question of the
manufacturing expertise necessary
to ensure the quality o f the tapes
will give the best possible load for
your prospective purchasers.

Marketing expertise will help put
the best package around the tape
and make sure that the program
gets maximum exposure in the right
media. Advertisements must be de-
signed for real impact and a know-
ledge o f which specialist press to
place them in. would be handy.

And how about distributing the
cassettes once  th e  purchaser's
appetite has been whetted. Getting
them i n to  the  computer dealer
shops, setting up a mail-order sys-
tem.

Never realised how much work
these software houses have to put in
eh?

Well that's the promise we are
tethering to  our new Games Pro-
gram of the Year Competition.

Starting in our December issue
we are careful ly si fting through
your games listings, looking out for
that program we  consider to  be
something special. And come next
November we will take the writer of
the best games program we receive
and hawk both him and his program
around.

We will take him to a top software
house and  g e t  the i r  advice o n
tidying he  program up, securing it
against software pirates, giving i t
that final professional polish.

We'll have a top audio company
brought in, to bring out the copies of
your tape in prime condition ready
for loading.

The next stage in  the program
hype wil l  be to  have a marketing
company design an  advert and
advise on cassette packaging. Our
top reviewers wi l l  help compose
the instructions on the inside leaf of
the packaging.

And then we'll throw the entire
weight o f  Computer and Video
Carnes behind the program and an
advertising campaign in other corn-

puter magazines aimed at giving it
maximum exposure over the whole
marketplace.

We'll have the cassette distri -
buted, set up a mail order system to
deal with its sale. And at the end of
the month, having fully emersed our
winner in the tricks of the trade and
given his cassette the sort of treat-
ment even top  software houses
would struggle to equal C&VGs top
programmer will be able to sit back
over Christmas and wait fo r  the
money to come rolling in.

So start work on your next con-
tribution to our games listing pages
as soon as possible... after-all last
year's winner, Nibblers, was pub-
lished in the very first issue!

MEET
THE

ARKRAIDER
DUSTMAN

ur readers spe e  o conipu-
ler moderated sp u s .  Starweb
•is still producing n g  reports 01
galactic intrigue.

ThIs month we publish one we
received from one of the universe's
more distinguished beings, Arkraider
the artefact collector. His' tale ot
space pirate harassment of the galac-
tic innocents is narrated by Jenny
Parsons.

It's a  hard life for a bumbling old
fossil l ike me, you know, trundling
around the universe collecting up
unattended artefacts. Well i f  others
are careless enough to leave them
lying about

By t h e  w a y ,  I ' m  Arkra ider,
archaeologist extraordinaire —  a
sort o f  galactic dustman. M y  sole
aim is to load rare treasures on to
my somewhat battle-scarred and

- • • • •

dilapidated fleets and creep off to
some planet where I can gloat over
my acquisitions.

Trouble is, there are constant in-
terruptions. P i r a te s !  D a s ta rd l y
bands o f  do-badders, a l w a ys
plundering, more  evi l  than Long
John Silver and Captain Hook com-
bined.

The universe is plagued b y  an
overdose of bad guys. Berserkers,
intent o n  blowing m y  world  t o
smithereens a n d  send ing  v a s t
hordes o f  rampaging robots t o
terrify m y  peace-loving people.
Empire Builders, fiendish, power-
hungry magnates on perpetual ego-
trips. They remind me of the Amer-
ican Presidents o n  Earth, years
ago

But, I  digress. There are some
half-way decent chaps about. Mer-
chants, fo r  example. Hyperspace
hypermarketeers, these a re  rela-
tively harmless.

Mind you, like all salesmen, once
they get their foot i n  the door
The Apostles are pretty bearable
too, although, when I  arnve home
after a gruelling voyage, to find my
people i n  the  g r i p  o f  rel igious
mania, i t becomes very wearing.

I've had some experiences in my
time. Once I  found a  wonderful
prize, the fabled and mystical Black
Box! I m b u e d  w i t h  l egenda ry
powers, was I in luck? No. I wasn't.
It disappeared, before my incredu-
lous eyes. Vanished into the great
void. On  more than one occasion
I've been ambushed e n  route to
some fabulous jewel and le ft fo r
dead.

What's that you said? The Ancient
Pyramid has been sighted on the
other side of the galaxy? I'm off!
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TIM THE INVENTOR'S FOUR-WHEELED WINNER
Buggy is a  design for a machine
code arcade-type game requiring
skill and quick thinking.

It is the invention of Tim Selkirk
of Bunny in  Nottingham and was
judged to be the pick of the bunch
of program ideas sent in by you for
our September Design a  Sinclair
Program Competition.

Tim has won for himself a set of
five ZX81 Psion cassette games and
a Sinclair printer.

He has also earned the chance of
a tr i p  down to  London to  look
around Psion's software house and
see their game design team in ac-
tion and talk about Buggy with them.

Charles Davis of Psion, who was
part of the judges panel who check-
ed over the entries for the competi-
tion explained the strengths demon-
strated by Buggy.

We thought we'd catch a few of you
out wi th our sneaky Mastermind
Competition in November but you
were up to the challenge.

The vast majority of entrants spot-
ted that Puzzle C had been altered
to make it possible.

First three out of the hat with all
four answers correct were: George
Stout, The Walk, Potters Bar, Herts;
Ivor Davies, Bryn Road, Brynaman,
Dyfed, and Robert Funai, Cra ig
Court, Girvan, Ayrshire.

Congratulations and Invicta Elec-
tronic Masterminds are on the way.

If you can shoot down the invad-

A

0 0 6 0 ,

A

I
o
n

D oo
n

CI C I

CI C In

Don

CS eh e l  1 3 ,

"We felt Buggy deserved to win
because Tim had considered the
practicalities o f putting his game
onto a computer, in some detail.

"He clearly appreciated what
could and could not be done and
went further and suggested details
of th e  appl ication. H e  has de -
veloped the makings of an amusing
and exciting game. The presenta-
tion is excellent and Buggy certainly
has a realistic potential."

The Buggy in the title, moves over
a scrol l ing landscape which in-
cludes a series of water jumps. The
track is produced randomly at the
right-hand side of the screen and by
changing gear and speed the car
manoeuvres over the terrain, pick-
ing up speed for the water jumps.

Although the idea sounds similar
to one of the current arcade games,

PUZZLING SOLUTIONS
ers in Space Attack on this month's
Puzzling pages, you could w in  a
Computer Games' hand-held space
invader game. We  want your en-
tries in by January 14th at the latest
and the first three with the lowest
possible solutions wi l l  receive the
prizes. Full details on page 72.

Right, for those of you who com-
plained that they read the Novem-
ber issue's Puzzling answers before
they got a  chance to  try the puz-
zle r e a d  no further! At least until

its way o f  coping with the lump
problems is quite original and Tim
has gone into some depth working
out the best way to  approach the
problems involved in the game.

Buggy sounds a fascinating game,
and i f anyone out there would like
to try and use Tim's many diagrams,
flow-chart and extensive thoughts
on the game, to turn it into a work-
ing p ro g ra m, p l e a se  se n d  a
stamped addressed envelope into
us and we wil l  dispatch a copy of
Buggy rules to you.

Four runners-up in the competi-
tion will also receive the five Psion
Z,X81 cassettes as a prize.

The runners-up are: Maggot Man-
ia by Paul Dobson; Hang Glider by
Bernard Isherwood; Tightrope Wal-
ker b y  D.M. Harris; and Strategic
Command by Ben Bryant.

you have glanced a t our Gaudy
Monster and Ornnidose brain-teas-
ers.

If you're still with us I assume you
have already looked at pages 72
and 73. Here is a sample solution for
Gaudy Monster which scores 516
points, let us know i f you have a
better score.

And left axe the dominoes, suc-
cessfully pieced together from Mr
Wheel's diagram.

TION COMPETITION COMPETITION C
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NewSpectrum Centres now at
HORNCHURCH

ROCHFORD
CT. YARMOUTH
NEW MALDEN
LONDON WI

and just opening or
opening s oon in
DUMFRIES

IPSWICH YORK
LONDON 5E15
KILMARNOCK
We won't

be beaten on
pdce!

SPECTRUM i s  a  rapidly esparidmg group o t
independent retailers who specialise ffi  selling
home reminders. Om group policy is simple -  WE
WOIrT BE BEATEN ON PRICE! -  au, BULK
BUYING ensures this_ We select amd buy the best
dad pass the savings on to YOU. the customer.
lee GUARANTEE that it you lipid an item clumsily
adveitrsed and in stock at another dealer, and at a
better pica titan ours W E  WILL MATCH THAT
PRICE ON THE SPOT

After Sales care
SPECTRUM service  centres w ill ensure M e i
should your machine 'go down' w e  w i l l  ge t i t
reams' stem me eimicale as pateible We also
otter orteaded wa rra nt's' at reasonable prices
toot- ask yowl SPECTRUM HOME COMPUTER
CENTRE for Full wails

COMPUTER DEALERSI

or prospective Computer  Dealers!)
If you WOUld like to know mor a b o u t
becoming a SPECTRUM APPOINTED
DEALER on an exclusive area bai ls,
please c onta c t  M I K E  S T E R N  o r
ALAN WARREN on it/7073i 34761
Spectrum ill k )  Ltd •
brevoitheld.
Welwyn Gordon City. H erta

CommodoreVIC-20
r.o

Sensational NEW LOW price

El
VIC C2N ca rstilr
VIC Printer
VIC Smole Floppy disk
drive i51")
3K RAM
8K RAM
16K RAM top catirrage
Super top H i Res
cartridge
Joystick
Games paddles

Now a top quality home/business micro for the
price of a games machine.

(E121 .65 Exluding VAT)
Ems VAT Inc VAT

[3100 139.16
(18590 (212.73

1700 83 C2 9 9  95
E74.00 C 2 7  60
134.00 1 3 9  I D
(59.00 1 6 7  15

12750 1 7 1 4 3
16 52 ( 7 5 0

fl l  74 1 1 3  50

Progiannno,, Aid cart
Machine Code
Bagrc

GOONS
learn Computer Programming With
the Commodore VIE 1 1 . 9 5
WIC Revealed ,  • f t  0 00
WIC 2 0  Pion  R e m ise s
Guide ! l a  95
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,
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Just Arriving
Limi t ed s tocks  are jus t  arr iv ing of  this  super

new mic ro.  J us t  look  wha t  it  ot ters !

•  64K Ram •  Z80 processor option
•  Dedicated v ideo chip •  Spr ite gra-
phics •  Mus ic  synthes izer U  Pres tel
link  •  H igh resolution graphics (320 x
200) 1 6  colours and lots more..

Spectrum LOW price11111• INC.
VAT

(299.99 excluding VAT)

.90
INCLUDING

VAT

Eac VAT
M I D
E27.50
11310

lac. VAT
131.63
131.63
114 95

Ile VAT
No VAT

No VAT
No VAT

The  V P C • 2 0  r e pr a r ge oht s u p e r b  v a l u e - t o r i n o n e y
from SPEC T R U M . A  t ru ly e xpa nda b le  compute r
system wh ich  ca n be  a s sim p le  or a s Complex a s
y our  n e e d s  r e qu i r e  I d e a l  a a  a  h o m e  m i c r o  w i th  a
large number of educational and loM•S cartridges
a va ila ble  E q u a l l y .  w i t h  a d d it io n a l m e m o r y
expansion, a  disc drive and printer, 11 becomes
suitable as a  small barainass system, powerful
enough for  stock control  book-keeping a nd
payroll generation
•  M e mory e xpa nda ble  to  3 2 K •  N igh  re solution
(Nall PET  type ) g ra ph ics •  16  Scre e n co lours a nd
El border colours.  Plugs in to your TV. or monitor
•  Add Disk Drive & Printer lor impressive 170K
Byte system •  Can act as an Intelligent terminal
tor a  la rg e
,  c •
- ,
r
, ,
, o u t e r
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SUPER X2
64K DYNAMIC

RAM PACK for VIC-20
EXCLUSIVE TO SPECTRUM!
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still s e le c t whic h or te  you wis h to  u s .  C a r t be  us e d
1ru coniunchon with  othe r e ve rm o re  to incre a se
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%ATARI w h e n  you purchase an WATARI 800
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Here's a  t remendous  opportunit y  t o  t rade i n  y our  o ld  Mic ro
Computer a! SPECTRUM and take a lul l  £40 off  the price of  the
superb ATARI 800. Yes. for a  strictly limited period. SPECTRUM
will allow E40 tor any micro, your ZX-81 (or even your I BM' )  etc.,
whatever the  a ge  whatever  t he  condi tion,  w he n tr aded-i n
against a new ATARI  800. The ATARI  800 features a t ypewrit er
keyboard for last and easy data entry I t  has a 16K memory  that
can be eas ily  expanded t o 48K wi t h  convenient ,  s lop-in ATARI
Memory Modules .  So y ou hav e more  power  av ai lable t o  run
more sophist icated programmes  Th e  ATARI  BOO is  ex pandable
which means  y ou c an  bu i ld  t he  c omput er s y s t em y ou  wa n t
today, knowing that  i t  wi l l  grow to meet  your needs  t omorrow.
You c an add printers ,  programme recorders ,  d is k  driv es  and
more. Call into your nearest  SPECTRUM cert ro and ask  to see
the ATARI BOO today

Sensational NEW LOW Price

( C3 4 7 . 8 2  e x c l udi ng V AT)

•99
INC.

V.A.T.

Additional
Louie Tont
Program Recorder
Di sk Dl iVE
Thermal Pointer
Inierlace Module,
Accessories
16k Ram Pack

New! LYNX 48
Just look at this super new LYNX Micro -  an incredible 48K or memory as
standard and that's expandabl e to 96K,  128K,  or  even 196K! For  just
E225.00 INCLUDING VAT the LYNX is exceptional  value and exceptional ly
versatile. Al l  LYNX's  'add-on'  connecti ons a r e  standar d types.  T h e
massive memory and high defini tion colour graphics make it a  top-value
choice for the home or office (wit h 128K of RAM,  the LYNX can bec ome an
80 charac ters -per-line word  proc es s or! ) Tak e  a  look  a t  t he  LYNX -  a
memorable bargain tram SPECTRUM,  but pl ease phone to check stock
posit ion before mak ing a journey  as this  new mac hine is  bound to be in
great demand.
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£198.95
INCLUDING V.A.T.

((173 excluding V.A.T.)

Other ATARI equipment

t-LILL RANGE OF SOFTWARE AVAILABLE
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ATARI
THERMAL PRI NTER

£198.95
INCLUDING V.A.T.

((173 excluding V.A..T.)
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, T h i s  otter is tor
a limited period

only.
(Offer Ends Der, 74th 19821

INCLUDING V.A.T.
((260 excluding Vi LT. )

SEE OuR 'SOFTWARE BEST SELLERS'
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MORE SPECTRUM LOW PRICES Lir
• r In e t t i o n  AehatS0-ever t h e  p (  S p ø h u n t  Cor nol th- r  • t  L ,  i r t ,  la., k w . .

\ I o
nATARI
DISK DRIVE
£299.00

Including
VAT



ecmtruni
SOFTWARE
The lest Sellers from Spectrum •

For ATARI
Coraidoes I n c  VAT
Rawl SUBMARINE COMMANDER E 3 4 . 3 4
N M ' JUMBO J11 PILOT 1 3 4 . 4 4

LIAR RAIDERS ( 2 9  99
MISSILE COMMAND 1 2 9 . 9 9
CENTIPEDE 1 2 9 . 1 9
PAC MAN 1 2 9 . 9 9
Cagnetta
EASTERN FRONT 1941 1 : 2 2  50
INVITATION to PROGRAMMING tPart I I  . E 1 9 . 9 9
INVITATION to PROGRAMMING ( N I  7I E 2 2 . 9 9
INVITATION to PROGRAMMING IPart 31 / 2 2 . 9 9
SNOOKER A BILLIARDS f  19.49

1DARTS 1 1 9 4 9

For VIC-20
Cartrodoes
STAR BATTLE . 1 1 9 , 9 5
JELLY MONSTERS 1 1 9  95
ADVENTURE LAND 1 2 4  95
PIRATE COVE 1 2 4  95
SARGON II CHESS 1 2 4  sb
MOLE ATTACK 1 1 9  SS
Cassettes
INVITATION to BASIC IParl I /
iNVITATIDN to BASIC IPart 2)
SUPER WORM
SPACE STORM
FEIOGGER •
BBC 'MASTERMIND
01112 MASI (A
NIGHT FLIGHT
MYRIAD

For DRAGON
Cartridges
COSMIC INVADERS E I S  95
GHOST ATTACK 1 2 4 . 9 5
CAVE HUNTER E 1 9 . 9 5
STAR SHIP CHAMILION 1 1 1 1 5

Stop Press
Coming soon in '83

ORIC 48K
M i n i  ACE

Check with your local
SPECTRUM lor further details

1
-
1
4
.
9
6

114 95
14 49
t fi 49
f 9 49
19 99
19 99
E4 49
1
-
9
,
4
9

C I l l ' s
QUEST
MADNESS and the MINOTAUR
SELECTION of GAMES
DRAGON MOUNTAIN.
FLAG
SELECTION of UTILITIES

For SHARP MZ-103-A
Cassettes
PAP. MAN
FROGGER
FENDER
TOMBS of KARMAK
GOLLUM
ASTEROIDS
MZ OTHELLO
BOMBER
SPACE INVADERS
CHESS

For TEXAS
Cartridges
TI INVADERS
BLASTO
MORICHMAN
CHESS
ATTACK
ZERO ?AP
SOCCER
C t t t t t  los
OLDIES but GOODIES i l l
OLDIES but GOODIES (2)

For S I NCLAI R
FLIGHT SIMULATION
SPACE RAIDERS & BOMBER
Plus a largo selection of games from

Plus many many more at your local SPECTRUM dealer

SINCLAIR ZX-81
Now available from SPEC-
TRUM centres the top sell-

ing SINCLAIR ZX81 no VATSION E 4 9 . 9 5
16K RAM pack E29.95
1X Printer E59.95

Cassettes available from E3.95 please
ask y our  local  S P E CTRUM  de a l e r  f o r
details.

NASCOM
SPECIAL EDITION

7•ic computer anthusiast i t  you're .L,o king for a
machine to lake you may beyond the sphere of a normal
micro then you need look no further than thr NASCOM
SPECIAL EDITION.

SoectrumA9y1
i
,aric! 
E 4 9 4 . 7 1 1
1
,

48K RAM Plug in board E149"
•no VA 1

NOW!

Inc VAT

E7.96
17.95
17.1fi
f  7.95
E7.95
17.15

C9.20
19.20
16 33
19.70
19.20
ES 70

112 OS
15.33
ffi 33

116 68

118.95
122.95
126 95
E3S 9S
£22.95
122 9S
(22.95

19 50

£9.95
14.75
£3.95

SEIKOSHA
GP-100A Graphic Printer

Hum a lop quality
irraphic printer at a
price you can allord. The
SEIKOSHA GP-100A Te rrible  voles
at under C200 lion
,  
S P E C T R
U M ,  
S t a n
d a r d

Centralises eompatible l o t  o a r link-up with most micros •  Full
graphics capability •  Prolong speed 3 0  cha t te r. •  Double width
character output under software comual •  Graphics character and double
width character out he 'mora lityf on tame line •  Paper nridin adrustable
up to I D
-  
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Spectrum LOW price E189
1)
,?„Pf
(
7;11n
3
c
b

Also E X .
Available V A TGM me ,11)r
VIC-20) E 1 9 9 . 0 0
GP2SOX Skin E230.00
Optional Inte rims for
GP•100A,GP iJOVC
RS232 E I D . D D
VIET A I S O  00

EPSON PRINTERS
Clasen by SPECTRUM for their re lia bility. the superb nen imp qua lity
graphic prinreis from EPSON h e w  lealutos include super & subscript
underlining & de le llin,  I I  you re looking Ini an up-niarket enater a t a
dawn la  earth price,  ca ll in  and sae the EPSON range i t  SPECTRUM.

EX I N C .
Model V A T  V A T
MXBD•13 1 ' 3 2 9 0 0  1371 .35
Maill) 1  Type  III 1 3 6 9  011 1424 .35
MK100 Type I I I  1 4 6 9 0 0  E539 .35
Please a re  ya m SPECTRUM dealet

prices D I  INTIRFACE•CABIE o c'  •  •

SANYO •  E n o  VAT I t  VAT
Sim 30 Cassino Recorder NI  labe
mill Plasma and Greguel [ 2 6 0 4
CII 3106 I C  Colour TV Set 1 1 6 9
3 6ACCUTRAX
112 C a t t i t i e l  ( 0 . 4 3  E D  S D
Sresgle t a l l  double density disksitor
Commodore. Alan,. Apple, Tandy e tc. 1 1  10 ( I  I S
Doable sided, double deeply disks
ilor Sharp and Suparbraini E 2  ( 3 . 3 0
Single aided doubla density double track
disks N a sco m  and Commodore SOSO 12 39 M S S
Disk Bank InI.rlonkn.g Ennio'
,  d i s k e t t e s  
1 3  
9 1  
f 4  
5 0

Ds) ha.) cleans, 1 1 3 0 0  E H  95
5,eele pa il I V  a Si" printer papal.
boa ot 2200 sheets 1 1 0 . 3 9

We stock an osteesive r vise  et W h e l p  TO L•
Nero are rust Pea to abet your apperire
Clailki Handbook
OOP(
Programming tha /SO
Programming ta t 6502
You; h i t t  Co mp u te r
BASIC Handbook l2nd ediliont
,4
,
2 
o
f  
C
o
m
p
u
t
e
r  
G
a
m
e
s

Atari Basic
Basic ''BASIC•
BASIC Compuier Gamts
BASIC Computer Programs tor Business (VOL

ACCESSORIES

E21.95
E221.95

E l l i s

N u r al l  , l o te i ,  c a w /  e vo i ly ad e ri rl  mud fl e e s,  p l e ase  p h o ao  b H o m  rmaik,n g  n  g O litn alv -  P ri ce s c w i n o  at  r , a , a  o l  g o i n g  t o  p re ss E

INC E X ,  I N C .
VAT V A T  V A T

AP 1%1 SERIAL 1 4 5 0 0  E S T  7 5
C225.111S APPLE
1254 SO GRAPHIC E S S  SO ( I I  15

VIDECI GENIE 1 3 6  10 1 4 1  4 0
Cables 1er BBC

180 50  M I C R O ,  ACORN
(69.00 EIRA5ON O S  1 2 1  95

1 PRINCE 11' GreenMonitor

0.E

i s  V A T
Purity I i  M o n o t ,  M I  00
Sanyo 12'
. S M  
1 2 0
1  
M
O
O

Sanyo I C  SCM 1411
Celine 1 3 5 0  00

sa

a
a

ONLY
E98.00

Inc V AT
(f84.00 era. VAT)

wAt
Ell 00
fi t  ID

1402 SO



1 Sensational SCOOP Offer!
LESS THAN WHOLESALE PRICE!

SHARP P0-1211
d

Here 's a  tremendous SCOOP OFFER from
SPECTRUM I n e  SH AR P PC.1211  Po cke t
Computer, a  ready-to-use se t  up comple te
with printer 8 a  cassette Inte rlace . And ALL
for a n  a ma zing E95.90 e x. V AT . T H AT 'S
LESS THAN WHOLESALE PR I C E' Em p lo y.
in BASI C  language. C o m p le x inte re st rates,
budget, sta tistics,  e ngine e ring a nd a rchite c-
tural formula e  ca n  b e  h a n d le d  q u ickly a n d
e a sily. Connects to a lm o st  a n y casse t te  re co r-
der. 11 you're  looking f o r a  p o cke t  compute r
you must la ke  a  lo o k a t  th is se nsa t iona l ot te r
from SPECTRUM -  FIRST!

Spectrum LOW price E59.95

SHARP PUIPHERALS FOR E X C .  I N C
MZIOA V A T  V A T
Twin nappy disk unit lint. I i0  car
diskette. Manual I  tablet
Tam Peppy did unit lb .')  only
Shale floppy disk unit a lly
Floppy MO interlace ca ll
Floppy disk cable
Vatter diskette and namisi..
Exparturie mit I  disk drive et
punter'   ( 1 0 0 . 0 0

Pocket Computer
complete with

Cassette/Printer interface

DODD I n a l o o l o
(E/  113 I Z 1  1=1 L-1 GO EZ1 a l  1=1 l •  i n

CZ1 CZ) I Z/  C t i 1  E U  U.2 l i t  g l o r p o u n
( 3  L Z a  CI

E68.42
in c. V A T

.111
Incredible

Value hen Sound t
h ONLY.9

E•• to AT
M O H  Inc

VAT

S  COMPLETE.•  1111

SHARP PC-1211
Pocket computer complete with CE-121

Cassette Interface
•  ideal for SCHOOL. OFFICE or HOME uso •  High
performance hiections * ilk east to tiollifotootl BASIC
language •  Cassette Interlace allows easy connection
to &watt ley tape recorder for storage of programmes
and date e tc. 11111 24 Digit atphanumeric dot mobil
d spa. •  F r p  many inert log features.

0
1
01111P° F R E E l

s
INN •

C75 WORTH '
of software• • • e o • • • • • • • • - •
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SHARP MZ-BOA
Desk top perdue - the all-In-one SHARP PAZ-10A, t• toosi,c.a 1 cnrr.pUier designed
with the  se rious use r in mind re a d y to run oho mome nt you got I I  horn•. Bu ilt - in
keyboard. CRT 9
-  d i s p l a y  
a n d  
C a s s
e t t e  
d a
t a  
s t o
r a g
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w
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A
s
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with extra  useful additions,  offe rs quite  a  powerful micro for the home or busine ss,
•  EIK Byt e  R OM  ,  AO K Byt e  R AM  2 K  Byt e  Vid e o  R AM  •  ASC I I  profile d
keyboard n u m e r i c  pa d •  2  pa ge  Vide o R AM  a llows *Crown to be  scro lle d up
or d o w n  •  CP 2M

Spectrum LOW price E415.00
d. Y Z B J  PS PneINT

f409.00 71112.35 M1110 Pg Printer
M O 00 (1 7 1 .5 0  M it it l P4 Primer
(MO 00 ( M O  00 Prim o  Inte rim
110000 E l  IS 00 P 4  Cable
f24.00 1 2 7 .5 0  Universal Interface Caid
(31.01 ( 3 5 0 5  Assembler Topes A Mongols.

FOOS
CI'S 01) M U R K to MZIOX Converter Tose

Price M c
Y.A.T.

ES11_11
EXC, I N C
VAT V A T

(34900 1401,30
£409.00 (4 7 1 .3 5
E745,00
(30.01) [ 3 4  SO
0300 1 3 1  SS
145.00 1 5 1  0 0
142,00 l a g  30
(115.00 1117.05
E10.000 ( 1 1 .Sb

1 1 1 .
1 1 6
1 1 1
1 1 1
1 . 1 1
1
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There's a Spectrum
Centre near you •

auFfirrois
G e r d .  Harwood. E i./1
St 1)113132021

ASHF ORD
Ashierd Computer Ceatre.
2 Station Parade Clarendon rid
07142 44955

BAN BU R Y
CsIdtpoist Pies, I  Churdh L
10195155890
BASI L D O N

Getibrey's- 24-32 East Nam
11.1, Cent
,
. 
O M  
2 5 9
3 7 9

BAS I N G S T O KE
hikes's, 1 3  Tedrhel Nara
0251112079

OIAT H
Software Pies, IE
02H 81676

BI RMI NG HAM
Sherweads. CmiiWelton.
Arcade 071 715 1211

B R A D F O R D

Phet  i f  I:S•astids
0214 308i99
B
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I
G
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Cdpfigess.1 Onstns
O M  29634

CAMBERLEY
W e ' r e  Arta illic it Compel'.
Diettionl 26 High Si
(0 4 5 8 4 8

C AM BR I D G E
RP Ltd.. 124 Soli, Pidsps
07231101)

C AN T ER BU R Y
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CARDI FF
Ruston C . .  Id 27 H6gr
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C H EL M SF O R D
Meeten14.Endie Ltd

erd ornrin Id Rd 0 2  411 15095

C O V E N T R Y

Ceyeetry M  tote U nite .
13 rat Gnsidid SI 10703151941
DARLINGTON

M c K e e . & B r e tt
02 Random@ t032515944
Jest °minimal
DERBY

C I  E lectra. cc I t  Ciudad&
Theme. The Sent 0
3 3 2 1 4 1 6 0DONCASTER
tr o l le r .  O u s e . .  Centre
13 tirrherh•li Rd 0 3 0 2  02I35

DUMFRI ES
V•nsals, tn g h s h  St,
0 3 .•  4547 'Just 4..1141!
EDINBURGH

the 1 6 1 , . .  Ceotre 6  7 Amigo*
St 011 SS
, 
4 5 4 5GLASGOW
Vtater Nome Ltd 3 4 1  argyle
St 041 771 1911

GLOUCESTER
DoeMedel Shea 29 61 Rambo.*
51 014521 104691
GUILDFORD

The Model Mee. 23 Seas La .
10701211413 31115

HARROW
CalItd. Arta ,M,oliCanower
Der heel 7 4
5 4  
A n n ' ,  
R d

DI 4 2
7  
5 4
4 1

H AT F I EL D
Micir•werld. 2 Crearlord Rd
101022184131
H OR N C H U R C H

Chnnel Ond. 1 /4 Hesk
040 24 15513

H U LL
tSe C 0 Fir parer Centre
( itsisistr•A• )  Ltd.. 16 Amish.
Si .04521 26/5/

H YD E
RUC 213 215,4,5.41Si
OM 156 L935

IPSWICH
lit• inwe y e . S t
Wisn.ns Sacii,
K i t  M A R N I O C K

vaarials. 019 Fortino
Gibe 31174 Joni Ootemll
L EED S

less I  high. 4 mower gr iper .
0512 414411

L EI C EST ER
revegs. 411 42 Psis°, SI
05335447/i

I O N D O N  SE1
Vic Added •s• 6 Lemon edu Walk
01 407 4131 h
a i l  
C l o e n i
n g i

L ON D ON  SE9
$410aft 13 .I . 1
1 5  I  
D o t s u
a y  
R d

New iltnam GI 9591515

L O N D O N  S E T S

Cestlehotst Ltd., 152 Ity•
Peckham Gil 539 7751
l i u t t  Up e rse g
, L ON D ON  N i
ASP M are i m a m .  16b Upper
SI Wing len 01 319 9014

I O N  D ON  N .2 0
Cestishoost Ltd : 4 1  Ilhih
01 4 4 0  ) 3 0

I O N D O N  W I
Omen, 4 Eageote Reed
Di 224 31.ii

LONDON INT'
e l e ct i o l e i e u r•  I  o  e t i d
bale DI I l l  1029

M AC C L ESF I EL D
Om e r .  & Computer Centre

le Min St 0 6 2 1 0 4 0

M AN C H EST ER
Lemma UO..1  [ethane St..
St. Ana's Se tral 1326141
Mr. Nitro lid.,  IS Parnagioa
Lieu Sondem 011 2212217
open That F  S a t  .1.110 p

MIDDLESBROUGH
McKenna& S r . . , . ,
ISO Loninol se itt 0542 24434
NEWCASTLE U N  TVNE

N•yytestle COMPS
Cleddled • e r t,  I I  Northam

Autand Cl 0632322461

N E W  M A I D E N

S e tt .  Micro S eldom.
32 H h  Sr 1  947 III?!

NORTHAMPTON
Masa Cewouters S ystsons
ltd.,  22 knogithorae Rollos
0404 710140

Up to f1000 I NS TANT CREDI T eolith •
SPEC T R U M  C H AR G E C AR D
n I h  d S P E CTRUM  CITA RGE C APID .5 u choose the  ctodtt
1 m.t ho suit 1
1 0 1 2  r  
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.r.to 1200 cre dit. Asii your n a a fi . SPECTRUM C OM .
M ITE R CE NTRE  In ,  wr itte n de  twit on how to  apply  lo i
year SPECTRUM CIIARSECARD - NOW!

'pica! APR 30 135hj

COMPUTER DEALER$!
ior prespectiue Computer Clealers'i

It l o t  u w . u i d  l i k e  to .  k  no* m o r e  a b o u t b e to n
,  g  aSPECTRUM APPOINTED DEALER on an extholowe area
baton. plea te  toniac1 M IK E  S T E
R N  c o  A L A N  
V V A P I R E N
1010111 34701
S pecliumR . )  Ltd B u tr o w i te l d .  We lwy n Garden City .
Herta

S pectrum Computer  C o n t i .  ham!! 1,11 COILILOCIDon whatscrevet wi th  the  IX - S pe c tr um  C om pute t manuia  otured by S inclair  Re- ,- .0 k W .

NORTH WICH
Cameras Compete, Canute.
3 Tiara So ,010•154211
NO TTI NG HAM

C e nt.  C om pa ny  a il 10
Vt•1S 0502 Q M

OLD H AM
llama
S  
B e
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C
o
m
a  
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Lid i n  t i e . .  The Mall
I I I Ileitis St 011 13111(11

PAI G N T O N
Pin u p  Cemp111• 1 .
M an *  Rd 1011011 526313

P E M B R O K E

Readell Coe. 14 M i .  St
044 641 2 1 1

P R E S T O N

V iddie l i ,  49 Ilitaelgatt
cr;2 41.6110

READ! INC.
Durti Sadefilen Catopeter
Centre. 1 Yield Mall Plee
O n e  h i O T t i

R
O
C
H
F
O
R
D

Cheese! Oso I I  Lfifiden udti
Parade. Atoingeon Rd
0707 4411455

R U G B Y

The fleshy l i tr e  Castro
o iinege- 4 St r t i c 7 2

ST. AUSTELL
A l
l  
C  
C
o
m
p
l
i
e
r
s

11 enrokstone lId 112211 66413
ST AF F O R D

C o m o . . . m e  51 largete
691

Ti  DOING TON
'M odems
-
, 4 1  
B r e
e d  
S t

Di e i l  423

WALLINGTON
Suits, Micro System-still
53 naoataie Rd 01 6475436

WATFORD
SRA Micreetrettee ( Id
91 The P are.. fi lo
0123 26102

WEST BROMWICH
t ell &ammo 31 butient So
021 5510510
W I D N ES

C•mpitter Qty . ! I  V itiate Rd
OSI 4203333
WIGAN

W i t . . .  Ltd .11 M U M , Si
0 1 4 / 441S2

W O KI N G
14•reots, 71 11  Conmsrust * d i
04462 51041

WOR C  E S T I R
Dome Went% Ltd , 1 Idisrsnan
Hoots H IS  St DIOS 2 2551

GT_ YARMO UTH
Teo., H e .  I teal ream
26A M ad e .  Gale  Shoppe o Ldners
04t1)143

YORK
Veto Clem w e t  COMM

Stodsodi•  ktb d e  1 1 0 4  6411112
i7ntr nean eq.

V.A.T.
You m i l  see M a i  w e  quote  ou, prices
bath including VAT and eactudial VAT

is holds. I S% to soddenly up-1de
yew b ill but a lso ma ims us,  g r im
easier to compare with ow competitors.

MAIL ORDER
* n e n  o l  L e m ,  I s  M A I L  O R D E R  n u e
Welts ox EAST! moos SECuRICOR
DELIVERY io otly white  to the  B r itis h
Isles A s h  your neaten' S P E CTRUM
de a l.  I d r  hujeihipo de ta ils  e l  l im e  e l
on doffing.



'News Sire! The alliance be-
tween the Water Empire and the
Sun Beings has crumbled, war is
declared.

Three of your fleets are cur-
rently in Water Empire systems
encircling sun-rich R o la  this
could be the chance you have
yearned for Other tribes affi li-
ated to the Water Empire also
feel the time is right, shall I give
the orders to grab our share of
Rolekian plunder?

The galaxy of the Seventh
Empire is torn by war and piracy.
The merchants are as coldly cal-
culating as  the war  fl eets.
Playing off warring empires
against one-another, a cunning
commander can keep his tribe in

THE SEVENTH EMPIRE
There are a 100 named stars in
the galaxy, arranged on a 10x10
square grid, representing major
centres of galactic society.

Each star system belongs to
one o f  seven empires: Wa te r
(blue), Bloodline (red), Sun (yel-
low), Amythest (purple), Dead
(brown), D ' I a a n ' s  S c ie n c e
Empire (green) and the Pirate
Empire (orange).

There are four types of stars:
Gateway Sta rs provide rap id
transgalactic movement; Energy
Stars contain planets rich in the
stellar energy used for ordinary
inter-system space travel: Gem
Stars produce the amythest-like
crystals which are used to har-
ness stellar energy; and Elixir or
Life Stars contain the sun polyps
which can turn unusable planets
into those capable of supporting
life.

Each player has seven star-
fleets under his control and each
of these is considered the prop-
erty of the empire from whose
star it starts its turn. A player can
have sta rsh ips i n  a s  ma n y
empires a s he wants and b y
sending these ships on missions
from star-to-star, he tries to build
up his profits.

GAME TURNS
A simple turn sheet must be sent
in by the player, every month
which records where he wants
his fl ee ts t o  t ra ve l t o .  A n d
whether each one should be in-
volved in  battle, piracy, trade,
raiding or just moving from star-
to-star

16 COMPUTER & VIDEO GAMES

profit But he must keep a close
eye on the way the diplomatic
wheels are turning, how other
tribes fleets are responding.

He must know when to plunge
into the risks of battle and try to
alter the galactic map and he
must use the Gateways wisely,
running merchandise or raiding
the profitable routes.

The Seventh Empire is a new
way to play a game, It is quite
unique in the history of pub-
lishing. computing and gaming.
This one-way play-by-Mail gam-
ing is  the brainchild of Mike
Singleton who runs Britain's top
computer moderated game,
Starlord.

The players send in orders for

These orders are processed
by computer so that a ll move-
ment happens simultaneously. A
printout o f the galactic map is
produced, each player's ind i-
vidual record updated and the
winner of that turn found. •

From the information given in
that issue of the magazine, the
player can calculate what hap-
pened to  h is sh ips and wha t
profit he made.

You should keep a  copy o f
your moves for this purpose The
computer keeps its own records
but if you miscalculate, you could
be playing wit h  delusions o f
grandeur

STAR TYPES
The four star types are repre-
sented by different symbols on
the galactic map and each has a
trade value: Gateway Star --- 50,
Energy —100, Gem Star =  150
and Elixir Star = 200. Each star is
in a  square on  the map, the
colour o f  the square indicates
which empire it belongs to.

Stars represent whole sys-
tems which have been colonised
and each o f  the 100 is consi-
dered by traders to be specialist
at provid ing one o f  the  fou r
galactic commodities which pro-
duce re a l  p rofi ts.  A  symbo l
shows which star type each is.

The star name is  what you
should use in  your orders to
show how you intend to move.
Other data on the star includes
the number of ships in that star
system at the end of a turn lbot-
tom left). And in the bottom right

their fleets by post but get feed-
back through the pages of this
magazine and it can cater from
Iwo to 10,000 players. At our
end its  run by a Pet computer
and all the player's orders are
input into it each month.

It works out how their interac-
tion allects the galaxy's 100 cen-
tres of population and industry.
The result is  displayed in the
following month's issue by use of
a map showing how the fleets
have moved. This is not informa-
tion on each individual fleet but
the numbers to be found on each
star and how that has altered its
trade index. With a diplomatic
diagram showing h o w  t h e
empires are shaping up for war:

is a  number representing the
Trade Index of the star for that
turn, from which you calculate
your profits (see example)

AT WAR
he seven empires are con-

tinually at war with one another.
This is  represented b y  a  d i-
plomatic diagram concocted of
seven different coloured circles.
It will be printed each month to
show the empires at peace and
those at war.

When two circles are joined
by a line, those empires are at
war with each other the follow-
ing turn. Two empires, whose
circles a re  no t joined are  a t
peace with one another,

The d ip lo ma t ic  d i a g ra m
changes according to  the last
turn's events. Eve ry e mp ire
checks on how many ships from
each of the other empires, raided
its stars. It then declares war on
the empire which did the most
raiding of its territory.

This empire responds by de-
claring war also. If there are two
empires guilty of equal raiding
then war is not declared. Careful
study will help here.

The diplomatic diagram is im-
portant because it  restricts the
moves a player's fleets can make
on the following turn. Trade and
Movement cannot o ccu r be-
tween stars at two  empires a t
war.

Likewise, a  fleet cannot be
given an Attack order that moves
it between the  sta rs o f  two
empires at peace.

a Gateway route table displaying
the profits on each route and
some battle reports from the
areas of galactic conflict, the
player can find out exactly how
his fleets fared and plan out his
next movement commands.

The rules are set out briefly
here, but each Seventh Empire
player will be sent a detailed
rulebook before the game gets
underway in our February Issue.
You'll find it easy to understand
the rules and simple to play but
very difficult to win and work out
tactically. Remember, there is
no luck in The Seventh Empire
— only foresight and galactic
understanding! An entry form is
on page 4_

MOVING OUT
Each game turn consists of two
movement phases. I n  e a ch
movement phase you can move
any or all of your fleets, so each
ship has up to  two movement
orders. There are  three basic
ways to move.
11 Travel Mode: A fleet moves to
any adjacent star, horizontally,
vertically or  diagonally. This
mode is  used in Trade or  in
Movement. This mode takes one
phase to complete.
2) Attack Mode: A  fleet moves
to any adjacent star, horizontally
or vertically but not diagonally.
This mode is used in Raid or in
Attack. This mode takes one
phase to complete isee exam-
ple).
3) Gateway Mode: A fleet moves
from any Gateway Star to any
other Gateway Star. This mode is
used in  Cargo (gateway trade),
Jump (gateway movement) or in
Plunder. Unlike the other modes
of movement, th is mode takes
two phases to complete

TRADING
The star Trade Index is the key to
most profit in the game of The
Seventh Empire.

Each star is  given a fresh
Trade Index each turn. A number
of factors come into the calcula-
tion. Let's consider one star.
1) The to ta l number o f  fleets
leaving the star on Trade mis-
sions on both phases of the turn
is the number of Buyers.



ZI The total number o f  fleets
arriving a t  the sta r on Trade
missions on both phases of the
turn is the number of Sellers.
31 Each star already has a Trade
Value by virtue of its star type.
41 Trade Index = Trade Value x
Buyers S e l le rs .

The trade index is used when
calculating the profit to be made
on a Trade mission, Trading from
star A to star B:
PROFIT =  TRADE INDEX 8  —
TRADE INDEX A.

If you go from a star with a low
Trade Index to a  star with  a
higher Trade Index, you make a
profit. If you do it the other way
round, you make a  loss! (see
example.)

Gateway trade (Cargo) does
not influence the Trade Index
and profits on this are calculated
differently. You can still do ordin-
ary Trade with a gateway star,
however.
On each turn, an overall Raid
Penalty is announced. It is used
in calculating losses due to dam-
age during a  raid on an alien
empire's star. It varies according
to the number of players in the
game, we will announce it each
issue.

DESTINATION ACTION DESTINATION ACTION

FLEET I  AT: Lull Os tot Raid Lunn ReturnRe
BATTLE ORDERS

Battles will be rare each game
turn, but some obvious targets
will present themselves each
month. And, if successful, these
can change the galactic map.

A fl ee t trave lling  f ro m i t s
empire to a warring empire can
be given an Attack or Raid order.
If an Attack order is given on the
first movement phase, no subse-
quent order can be given to that
fleet

A fleet can only be given an
Attack order on as second move-
ment phase if it stayed in its own
empire on the first phase. In both
cases the Attack mode of move-
ment is used. Fleets on  Attack
orders stay a t  the  s ta r they
attack (see example).

The resu lt  o f  an At tack is
calculated as follows:
II Defending ships =  number of
owning empire's ships at end of
turn.
2, Attacking ships =  number of
alien ships from all empires there
on Attack o rde rs f ro m bo th
movement phases.
3) The defender's ships are com-
pared with the attacker's ships.
Whoever has the most, wins. In
the cases of a draw, the defen-
der wins.

All the fleets o f  a ll the a t -
tackers and the defenders be-
come the fleets of the victor. Any
fleets from the losing empires

lose all their profits. Fleets on the
victors side gain an additional
Battle Bonus.

FLEET ACTION
As we l l  a s  moving  between
stars, a  fleet is a lso given an
Action order. These are as fol-
lows:-
Move — no action, just move-
ment.
Trade — taking goods from one
star to another.
Raid —  p lundering a n  a lien
empire's star.
Return — returning from a raid to
own empire's star.
Attack — moving to  an enemy
empire's ster for battle.

There are also the following
actions which can  take place
when using the Gateway Mode
of movement:-

Fig

FUNUS

13 808 79 400

VEPOZ O A T O T
0

68 600 1 6  600

YANOK
48 458

HEZOO

72 112

Fie 1
1st Movement phase

tween two stars. No p ra t  or loss
will be made. Move orders can-
not be given to a fleet travelling
between two stars of empires at
war.
A fleet travelling from a star of its
own empire to  the star o f  an
alien empire can be given Raid
orders. I t  must use the Attack
Mode of movement and the Raid
order must be given on the first
phase o f  movement. On  the
second phase of movement the
player must give a Return order
to the ship, in which it must go to
a s t a r belonging t o  i t s  o wn
empire.

Profits are calculated as fol-
lows:-
I  =  Trade Index of raided star.
F =- Fleets at raided star at end
of turn.
R =  Raid Penalty.
Profit =  I  — x  R)

Znd Movement pha s e

In the esernple above are six star systems These
a e  sin  11111 Pri close  prosornity whose We i*
systems are capable o t  supporting kte in  such
guantiry that the system is  consnlered a  trade
Centre

the m a w  system in l ig  I  i s  a Gateway star
represaMed by Me asterak rn the centre The 12
number reoresents 12 fleets currently based on
'genets m the syetem and the Trade Indes a  112
in  this turn

Fonts end Ilapiss are both Eb e l stars trepre-
senteti by the heart symbol) so no trade can lake
place when a ship moves between them In travel
mode 1 is possible in  move between Hued and
hidde The lust  movement phase will take your
Seel to Lelia And then onto Nolte in the ste.ond
movement phase

homes Lelia, Vostok ana Hued are a ll in  the

Jump — no action, just move-
(rent
Cargo — taking special goods on
a particular route.
Plunder — piracy on any ships
on the same route.
Trade orders can be given to any
fleet moving in Travel mode be
tween two stars. The profit made
by this action is  calculated by
subtracting the trade index of the
star the ship is leaving from the
trade index i t  is going to. For
example, going from A to RH
Profit =  Trade Index B —Trade
Index A

Trade orders cannot be given
to a fleet travelling between two
stars of empires at war, nor can
they be given to a ship travelling
between stars of the same type.
Move orders can be given to any
fleet moving in Travel mode be-

Bin adow imp ire  I t  a  sh ip a t  Fumes wants I t
ailed, Octa l Wa te r Erne .*  I I  must travel on
Attack Monk I t  011%Di gO dagonally so  must
pass through tu lip  lust Even though %tepee le
the Dead Ernpue and th is d  currently at p u ce
with the Bloodlines. that empire will net allow an
anaceing Bloodline vessel to  pass through I s
syStern on the way to attack Deal i t  a U lla  heat
wahes to  algid n o w t  i t s  lu st  order w il l  be
OESTINATION Oatol_ ACTION sa id . I ts second
movement phone will comsat ot DESTINATION
Luke ACTION• Return 'hours 21

Ou II has an knergy par trade value ot ICC 12
al the 16 ships which are there tha  turn are
Buyers end only two ships left to se ll So  the
trade Index tor Datot Mos turn is 100.11-2 000
But a ship arriving t ro ll Yews/ which also has e
trade value el 600 will not make am prom on the
trip as 500 5011- 0

Return orders can only and must
be given to a fleet which has just
made a  raid. I t  is like a  Move
order, carrying no profit, but it
must be made on the second
phase of movement and move-
ment must be in Attack Mode. It
must also be made to a star of
the same empire as the star the
fleet started  i t s  tu rn  a t  (see
example).
Rattles can either profit the de-
fender or the attacker. Fleets on
the losing side lose a ll profits.
Victors gam an additional bonus.
Bonus =  Lasers' total profits/
number of winner's fleets.

The Battle Bonus will be noted
for each turn in the Battle Re-
ports section.

If an attacker wins then each
fleet profits as follows:-
Profit — Trade  Index o f  sta r

attacke ,  B
A Stay order 1!. . . ;  that, staying
at a planet. Any illegal order will
be changed to a stay order and
no profit gained.

Stay orders have no effect on
trade o r profits but may effect
battle.

GATEWAYS
A fleet moving in  Gateway

Mode between two stars can be
given Cargo orders. This order
has nothing to do with the normal
Trade Index o f  the  Gateway
Stars. The profit is calculated as
follows:-
Profit =  1000/Sqr (number o f
fleets using same trade route).

lithe route a fleet is taking is
Plundered all profits are lost.

With Jump orders no profit or
loss is made — it simply moves!

A fleet moving in  Gateway
Mode between two stars can be
given Plunder orders. I f  any
other fleets are trading on the
same route they lose a ll their
profits. If no ships are trading on
the same route then the Plunder-
ing fleet gets no profit Any profit
from piracy is calculated as fol-
lows:-
Profit = total traders' prolitinum-
ber of pirates on route
The Gateway Route Table is a
reference guide to  the profits
made by taking a particular gate-
way-gateway route. The star of
departure is  given by the ro w
and the sta r o f  destination is
given b y the  co lumn. Cross-
referencing these, you will find
the box corresponding to travel
between those two stars in that
particular direction. This is the
gateway rou te  Th e  box wi l l
show one of two things:-
i l l  Black figures on white back-
ground — Gateway Trade Profit
— no pirates on route.
(2) White figures on black back-
ground -  Pirate Profit — the
profit each pirate on the route
makes. Traders get no profit.

Each empire is run by vast com-
puters, crossing the galaxy in
huge ships which react to the
data the tribes put into them
They are invulnerable and, if at a
star, that star cannot be taken in
battle. They do not trade, battle
or raid and can never end their
turn in an alien empire's system.

Any fleet ending its turn at the
same star as an Imperial Ship
will have its profits doubled.

The richest p layer in  each
empire takes control of the im-
perial ships that turn. But there is
one condition, the only players
considered a re  ones whose
fleets all belong to that empire.
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SAVE THE
FINAL FEW
HUMANOIDS
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ABDUCTOR
The aliens are out to capture the
Past six remaining humanoids on
planet X and it  is your task to
stop them.

They swirl down towards you
looping-the-loop •--- l ike  bugs
hovering around a lamp shade —
and then swoop down and grab
one of the humanoids.

The humanoid is then carried
dangling from the alien craft up
towards the top o f  the screen
where he comes to a sticky end.
The aliens having extracted a ll
the vital organs for experimental
purposes then toss the sku ll
down towards the planet's sur-
face.

The a lie n s a t t a ck i n  fi v e
waves. If you manage to survive
to t h e  fi f t h  wa v e  y o u  a re
awarded an extra gun — which
you will need as the aliens multi-
ply in numbers and also become
much fa ste r and d if fi cu lt  to
shoot.

When the last humanoid has
been abducted that marks the
end of the human race so you
are charged with a weighty task.

Abductor runs on an unex-
panded Vic-20 and is the latest
addition to the Llamasoft range
of software for the Commodore
machine.

It sells at £6.00 inclusive from
the Hampshire-based firm.

MISSION TO
FIND THE
GATEWAY .  .
TIME GATE

A four dimensional game is the
manufacturer's proud boast on
the cover o f  th is latest space
game for the Spectrum.

Your mission is to travel back
through t ime  t o  destroy t h e
enemy before they hatch their
evil plot of intergalactic tyranny.

The game displays the view
from the cockpit as your ship
hurtles through space past stars.

MIEMEMMOP

IEMP
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oink
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planets, galaxies and ultimately
towards the Time Gate.

Once through th is you  ca n
attempt to shoot the aliens who
appear momentarily in  front a t
you.

You a re  armed with  photon
torpedoes which you must fire at
the aliens to destroy them.

The ship is equipped with im•
pressive flight and battle control
computers.

Short range radar enables you
to train your photon torpedoes
accurately on the aliens.

Long range radar shows you
the number of aliens in any given
galaxy and their positions.

There is also a jump drive which
enables you to race through time.

The game comes complete
with a keyboard overlay to sim-
plify the playing buttons on the
computer.

The ships computer records the
level of damage sustained and the
number of aliens downed. There is
a lo t to concentrate on so only
experienced space pilots need
apply.

Time Gate is the latest game
from Quicksilva of Southampton.
It runs on a Sinclair Spectrum in
48K and costs £6.95
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IMPROVING
YOUR TUNNEL
VISION
SO TUNNEL

3D Tunnel is the latest offering
from 30 expert Malcolm Evans,
the man behind 30 Monster and
30 Defender — the J. K. Greye
games that have sold more than
thirty-thousand tapes between
them.

The 30 effect is created by a
sequence o f  ever decreasing
squares which your craft passes
through, creating the effect o f
depth as the squares appear to
disappear into the distance on
your screen.

As you pass through the tun-
nel a number of adversaries will
attempt to  stop you. You wi l l
have to deal with rats, bats, rab-
bits and even an express train
hurtling towards you from the
depths of the tunnel.

You can shoot these obstacles
or try to dodge them.

3D Tunnel runs on a  Sinclair
Spectrum in  48K or 16K and is
available from New Generation
Software of Bristol at £5 95,

THIS COULD
BE A
REAL BOA!
SNAKES

Snakes Introduces you to a wrig-
gling maze of the colourful but
deadly creatures. You are in con-
trol of a grinning blob and using
this yo u  mu st  o u twit  seven
menacing snakes which wriggle
and twist  around the  screen

At the start of the game, the
screen is  fi lled with  tiny eggs
which your blob rnust consume

• 1 0 • 1 .

• • • •
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THE ACTION
PACKED
PACKAGE!

• • • • • ,.

to score points. The snakes are
walled in  by lines of eggs but
these are soon consumed by the
red snake thus releasing the
other snakes.

The action is  now fast and
furious as the snakes chase after
you hungry for a nice 'Lucy blob
When a ll the eggs have been
consumed phase t wo  o f  the
game commences

Now it is the turn of the blob to
get its revenge as it can now eat
the snakes To  do this it  must
land on  a  sn a ke s t a i l  f ro m
whence it  wil l  chomp it s  way
along the entire length o f  the
snake to gain 200 points.
The b l o b  i s  mo v e d  u s in g
either a joystick or the keyboard.

Snakes ru n s o n  a n  unex•
panded Vic-20 and is the latest
addition to the Postern range of
games. I t  is available from the
Cheltenham-based company a t
rt  99

GAMES PACK 2
inree games for under a fiver is
this latest value-for-money pack-
age offered for the ZX81.

The games are all action pack-
ed — City Bomb places you on a
bombing ra id  over a  deserted
city with the mission to destroy
as much of it as possible.

30 Battle places you a t the
cockpit o f  Starblazer Cruiser
hurtling through space a t  the
speed of light. You are attacked
by alien death ships which are
spinning towards you intent on
your destruction.

Gridball is a  two player type
tennis game — with both players
operating their players with the
keypad control keys Th e  cas-
sette is available from JAS Soft-
ware of Worthing at £4.95

• • • • = g 1 .
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COME FLY
1 FASTER

WITH US!
ASTRO CHASE

Astra Chase adds a number of
new features to the space war
type game.

You are the astronaut aboard
an inter-galactic spacecraft and
the aliens are attacking.

But they are not just attacking
from the  space immediately
around your planet but from
throughout the entire universe.

This greater distance necessi-
tates the simulation of greater
flight distances created by the
innovation of something called
Single Thrust Propulsion. This
enable the ship to fly fast over
great distances whilst still able
to manoeuvre and fire a t the
attackers,

Astro Chase is a recently im-
ported game from the U.S. for the
Atari 400 or 800. It is sold in this
country by Gemini Electronics of
Manchester at £19.95.

Also new from Gemini this
month is a 3D driving game cal
led Baja Buggies.

You are driving across the
desert steering to avoid the on-
coming traffic.

The road weaves its  way
across the yellow sand as the
sun blazes away in the sea blue
sky The screen also displays the
speedometer.

The game requires 16K of
memory and costs E19_95.

JOIN BILBO
ON HIS
DRAGON HUNT
DIE HOBBIT

The Hobbit — J.R.R_ Tolkien's
masterwork of imagination and
lyrical prose has been converted
to the computer.

Your mission is to seek Out the
evil Dragon and return the trea-
sure he hoards back home.

As a secondary concern, you
must look after Thonn the Dwarf
and protect him. Should he be
killed during the adventure, it is
most unlikely you will be able to

• N M?=lo
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survive the dangers ahead of you.
You will meet many of your

favourite characters from the
book including Gandall, Thonn,
Gollum, the  Elves, and many
others. Each of these characters
has the ability to make decisions,
interact, and communicate not
only with the player but also with
the other characters.

The program is part graphic
part Adventure game.

The Hobbit runs on a Sinclair
Spectrum in 48K. It comes com-
plete with a full colour instruc-
tion manual and a  copy of the
book, The Hobbit,

The package is available a t
04.95 from Melbourne House
publishers of Leighton Buzzard.

WHAT A LOAD
OF RUBBISH!
TRASHMAN

Trashman is the latest variation
on the Pacman theme leaturing
giant flies, garbage and you as
the unfortunate dustman with the
lob of clearing up all the mess.

You a re  a  trash collector
scouring the city streets to pick
up the various garbage which is
represented on the screen as a
series of dots.

There are a number ol added
dangers for your dustman to be
aware of. A super-breed of giant
flies have sprung up feeding on
the debris. These (lies have
grown to man eating proportions
and are beginning to change
their diet to include the local
population as well as the gar-
bage.

To fight the flies the council
have invested in a fleet ol remote
control garbage collectors in the
hope of removing the flies diet of
garbage.

There are also six green trash
cans placed around the  city
streets. I f you pick up one of
these the flies are temporarily
weakened and you can run them
over with your trash truck. But
you will have to be quick as the
flies are not weakened for long

Occasionally a  bit of bonus
rubbish appears at the centre of
the screen for which you can
earn bonus points if you manage
to pick it up.

Trashman is the new cartridge
game from Audiogenic for the
Vic-20. I t is available at 09.95
from the Reading based firm or
from any Vic dealer.
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DR. DEATH
MEETS
MR BOND
SHAKEN NOT STIRRED

Secret agent 007 comes to the
screen of your computer
. The game kicks oft in true
Bond style with an action packed
scene in which a let carrying a
nuclear missile is stolen by the
baddies. Your mission is to locate
the missile and neutralise it

The game introduces the evil
Docto'r Death who is holding the
world to ransom.

The missile is tudden.in a three
dimensional maze in Doctor
Death's under water lair.

The maze is patrolled by Paws
who i s  Doctor De a ths  top
henchman.

With sheer luck or bond - -
like professionalism you may
reach the missile control room
All you have to do now is crack
the secret code.

Shaken but not Stirred runs on
Sinclair Spectrum in 48K and
costs E6 .50  f r o m  Ric ha rd
Shepherd Software of Maiden
head

MISSION TO
DESTROY THE
DEATH STAR
SPACE WAR

There is a strong flavour of Star
Wars in this latest game for the
new Dragon computer

You are at the controls of the
sole-surviving star fighter on a
mission to penetrate the Death
Star defences and destroy it.

Enemy fighters are circling the
Death Star and may blast you
with their torpedoes at any time.

It is not only enemy fighters
you have to worry about There is
also a black hole with a strong
gravitational pull.

The space around the Death
Star is  littered with invisible
space mines which can only be
detected by listening carefully
for a sonic alert which they will
emit before they explode.

Space War is available from
Microdeal of Bodmm, Cornwall,
at E8.00.
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SOFTWARE FOR ALL presents programs for the people! Our list
of original programs for the BBC, DRAGON, and SPECTRUM is
growing every day! Reasonably priced. Ingenious use of
programming. Excellent entertainment. These are the hallmarks of
SOFTWARE FOR ALL.

Order now for fast delivery or visit one of our dealers. There's big
things happening for all computer users Th a t ' s  why we're called

SOFTWARE FOR ALL!

•
SFACE KINGDOM
Battle your way around the Planets lc be r u l e r  of the
Gataxy Excellent used graphics and sound 32K

B8C MICRO

Fast
arcade .type action garne
with iii-Res 0:deur and sound
Na
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POLAR BEAR
Educational game tor
12•year .oidsinco
,
p

— s o n d l e  rnaMs tables

CAR WARS/ALIEN PLANET
Two addictive graphic,
games both BAStC
and Machine Code

ZOMBIE ISLAND
Figni •or s avival on an island in haDited Dy hungry
dangerouS cannibals BASIC and machine code

crown,

BEEMEK
Real lime advanced Stair It ek Game
Extra facilities inchJdit
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TIME TRAVELLER
rooms in dinerent times.
and lina the key back to
your ow n time, 32K

IBC MICRO
E6.95

Utility Pack I
memor ,  • 3 2 K

CONTROLLER

Utility Pack 2 f7 .45

(./ r - *
„
s
.

4 Fir GAL ACT IC.. •
sec MICRO •  I NT RUDER-  *  *  v *  I V  '‘'- *  •  '• • •
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Name
Address

Please send me:

Two player game
%Mures include

exploration
drilling employment
and Price Wars 32K

5.95
- ROW OF FOUR

Try to outwit your
computer opponent in

this game o sicillGreal
graphics BASIC and

machine code 32K

£645

An adventur7 -
e  i nwnich you light your way

through many obstacles lo
escape

Please acid E 00  P&P per order
IOU!

I enc,ose Cnedue .•P 0 mace p‘ay 3 Ole to
SOFTWARE FOR ALL

18.95

4110• E N E n

e
0
:
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PAIRS
4 compulepsed version oi
the Ofiginal card g a rn e
w
irr i
Hi Res orapsits

E6.45
AREA RADAR

•
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3D Maze Gene
and Adventure
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4
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:tea sLanner

OIOIt  0 . 9 5
PHARAOHS T OMe

E6.95
)£1.45
'
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/ S E N D  TODAY! Post to SOFTWARE FOR ALL. Debt CV. 12 North Streel. FterntOra Essex or Phone t 0 1 0
,
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Please dill my Access/Barclaycard/Amex No

SOFTWARE im
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"Programs for the people" q
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METAL MEN

BLOOD!
ROBOT

Robot is the blood sport of the
future. You are the human prey in
this cruel entertainment

You are pursued around an
arena by a  kille r robot. I f  the
robot catches up with you you
are viciously done to death by
being jumped on by three tons of
mechanical gladiator.

The robot is also armed with a
plasma gun which will not kill
you outright with  the fi rst shot
but weakens and s lo ws you
down I f  you suffer more than a
few shots it's all over.

In order to  avoid a  messy
death you must reach the robot's
remote control box situated in
the bottom right hand corner of
the arena and switch it off,

If you manage to do this you
can open the door of the arena
and stride out a free man.

Just to make things a  lit t le
more interesting for the specta-
tors and a little more dangerous
for you the arena is covered with
several hidden mines which will
blow you or the robot to bits if
you put a foot in the wrong place.

Robot runs on a BBC Model B
and is available from Bourne-
mouth based Viking Software at
E4.95.

Also new from Viking th is
month for the BBC Model B is an
action sp a ce  g a me  ca l le d
Spacefight, a  breakout type
game called Break-Up and a two
player game ca lle d  Skwosh
which will run on a Model A. The
games cost f3 95

PROWLING
THE MEAN
STREETS .  .
DEADLINE

I  Deadline is the latest crime solv-
ing mystery game to be imported

.§ from the U.S.
The package comes as a corn-

P§- le t e  dossier of a crime commit-
ted on the lth July 1982 when the

E wealthy industrialist Marshall

•
,
1
•
•
•

• 1=M M IE ,

•

dir

Robner d ied o f  an overdose
of Ebullion a n  anti-depression
drug he  had been taking fo r
some time. But was it suicide or
was it murder?

That's for you to work out and
you have only twelve hours to do
it.

You get a brown folder con-
taining all the documentary evi-
dence. This includes the Coron-
ers report, a  large black and
white photograph of the scene of
death with  a  wh ite  chalk line
showing the position and outline
of where  the  body had been
found, a  le t te r f rom Mr  Ma r-
shall's Attorneys, the Inspectors
casebook comple te  wi t h  e x-
cerpts from an  interview with
Mrs Robner, some fingerprints
and an official memo, a lab re-
port, and even samples o f  the
tablets which were the cause of
death.

Deadline became the number
one best selling Apple game
when i t  wa s released in  the
States in July,

The game is available in this
country from Lancashire based
Pete and Pam Computers. It runs
on an Apple II and costs £39.25

• • • • • • • • •
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HOT TIME IN
THE OLD TOWN
TONIGHT!
FIREBIRD

A firebird is flying across the city
setting fire to buildings and ter-
rorising a defenceless populace.

You play the part of a fireman
trying to  extinguish the flames
and rescue the inhabitants o f
blazing tenements.

In order to rescue the unfor•
tunate victims of the bird from
another world you have to climb
a ladder to  where the trapped
people are screaming fo r help.

The game comes on cartridge
for the Atari 400 and 800 and
retails a t  £29.95. I t  is available
from Manchester based Gernt7.
Electronics.

.=E IMIN P

BREAK
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FAMOUS FIVE
OUT

FOR BBC
GALAXIANS

Five new arcade favourites have
recently been launched by a new
software house manufacturing
exclusively for the BBC Model B.

A Galaxians cassette is  on
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xian swooping down individually
or in groups of two or three.

The game features six skill
levels, with a hi-score recorder
which ranks in numerical order
the various high scores of the
session.

Bonus bases are awarded for
higher scores although the game
gets increasingly difficult — just
as in the arcade game,

Space Fighter is a hybrid com-
bining some of the best features
of the arcade classics Scramble
and Defender.

A souped-up version of Space
Invaders is offered with  a  few
extra features thrown in to add
interest. The flying saucers for
example drop powerful bombs
which wreak untold havoc o n
your laser bases.

Centipede i s  a lso  o f fe red
featuring many features o f the
arcade version — mushrooms,
snails, fl ies, spiders, and the
centipede itself.

The games all run on the BBC
Model B and cost £6.50 each or
f5.50 each when you order two
or more cassettes.

They are available from new
Leeds-based firm, Superior Soft-
ware.
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At seventy fathoms the only light
comes from your Sonar, steadily tracking
the advancing enemy fleet_

Suddenly they're above, dropping
depth charges. You could dive. But how
close is the sea bed? You could attack. But
how many torpedos are left? And your
oxygen. Isn't it dangerously low?

'
1 . 0 0

t i l l
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Submarine Commander' is one of 21
challenging new home computer games
from THORN EMI, for use with Atari
400/800 or Corn modore VIC 20. Like our
'Jumbo Jet Pilot' it's more a real-life
simulator than a game

But our programs aren't all work and
no play. 'River Rescue: 'Kickback and
Soccer' are all-action games. 'Pool' and
'Darts' will suit armchair sportsmen.

And whilst budding Beethovens play
the 'VIC Music Composer,' would-be
Chancellors can work on their budgets
with 'Home Financial Management:We
also have educational puzzles for children
that will puzzle adults at higher skill levels.

But there'sone simple idea behind all
our titles.They're designed for players who
expect more of a challenge from a video

game than creatures from
outer-space can provide. Now,
are you sitting comfortably?
The woricfs greatest TV games.VIDEO
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Available from all branches of Laskys
(Nationwide), Micro C at Curry s, and all other

leading Computer software outlets
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Scram

Intro to BASIC I

EUROPEAN C O U N T R I ES
3 A N D  C A P I T A L S  3oz-HENTOKw
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European Countries

Missile Command B a s k e t b a l l

3.7 million reasons why the Atari Home
Computer is  something to see. The display
screen used with our computers is composed
of 192 horizontal lines, each containing 320
dots. Delivering colour and luminosity
instructions to each dot for a second requires
33 million cycles...a lot of work for the normal
6502 processor.

That's why the Atari computer has
equipped its 6502 with its own electronic
assistant. It's called ANTIC. and it handles all
the display work, leaving the 6502 free to
handle the rest. What this means to you is
uncompromisingly spectacular display
capabilities without loss of computer power
needed to carry out the demands of your
program.

That's a quality you just don't find in
ordinary home computers. And its one of the
reasons some computer experts say that
Atari computers are so far ahead of their time.

There's more...which is what you'd
expect from Atari Language The Atari Home
Computer uses several programming
languages to give the user maximum control
of its extraordinary capabilities.
Microsoft BASIC and Atari BASIC are under-
stood and spoken by the Atari computer.
You'll also find our Assembler Editor cartridge
indispensable for machine language
programming.

Sound. An Atari computer has four soun d
generators. or voices, activated by a separate
microchip. This leaves the principal micro-
processor chips free to perform other tasks.
And you can take full advantage of this -
c a p a -bility which is designed for easy programming.

C h o w  Atari Home Computers have
been designed to make change and expansion
easy. The Atari computer has a modular
operating system that can be easily replaced as
new technology develops. If you need it.
memory expansion requires no more than
inserting additional RAM modules.* And the
Atari ROM cartridge system also makes it easy
to change languages. In short, your Atari
computer won't become obsolete by future
developments.., because it already
incorporates the future.

$1tarigi , To learn more about the
amazing capabilities of Atari }Ionic Compu-
ters, either visit your local dealer or fill in the
coupon below,

ME GRAPHIC DIFFERENCE BETWEEN
ATARI COMPUTERS AND ALL THE OTHERS.

V
A
%

SAIRri , ! i p u t e t  ofti,

7
P
l
e
a
s
e  
s
e
n
d  
m
e  
F
R
E
E  
a  
b
r
o
c
h
u
r
e
,  
p
r
i
c
e  
l
i
s
t  
a
n
d  
I  
h
e  
a
d
d
r
e
t
7
1

\  o f my nearest stocIdst.
Name

\  Address

X Atari International (UK) Inc.
1 Windsor HseJ85-IS Ealing

/  Road,Alperton.Wetnbley.
z _  Middlesex.
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TLI 1 0  A d v e n t u r e l6k
STAR WARP II
A fast-action real-time space adventure — choose a
ship to suit your style and explore Space for the
Confederacy_ Face dozens o f  Alien ships and in
hundreds of  planetary systems With Hyperspace,
Star Bases A  real test of skill'! E 8

THE LAIR
Explore the 700+ caverns of The Lair seeking the
fabled Treasure. But be careful — the caves are
inhabited with Orcs. Sprites. Balroos and l i t t l e
blue men! E 8

Soft Toys 2 — Games for 6.5k
TniS is what they thought at COMMODORE. Casino
— 'A new idea E x c e l l e n t  graphics Simon — 'A
new use of music that can be enioyed by the entire
family. Lunar  Lander — 'Excellent graphics'. Maths
Maze — For ages 3 to 93.' Hangman — One of the
better Hangman par ies  '

* SPECIAL OFFER! *
FREE arcade game on cassette (worth E5) when you order two

or more Soft Toys cassettes belore 31 1.83
Write or phone NOW for a catalogue

All prices include P&P 1st class. Send cheque/PO to'
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Chess
Computer

News
CHESS COMPUTER NEW
S 1 5  a  t
u i l  3 2 -
p a g e  
l e p o n  
o n  
t h e  
l e a d i
n g  
c h e
s ,

computers, with the latest test results, full lists of the dilletent features of each
machine, the recommended best buys for different needs, and lowest prices
Current issue 95p Iplus 25p P&P r etur n posh

TO GET YOUR CHESS COMPUTER NEWS FAST
*  Call in and pick up your copy - and see the computers at the same time -
at our London showroom, COMPETENCE, The Chess Computer Specialists
263A Eversholt Street, London NW1 1BA lone minute south of Mrimington
Crescent tube station) Mon-En l(lam-Spit, Sat loam-3pin
*  Or well get your copy to you by return post It you telephone us your
Access ot Barclaycard number on 0 1
,
3 8 0  0 6 6 6 . 0 r  
m a i l  
y o u r  
c h e q u e  
o r  
P O

with the form below
For any information about chess computers you can call us on 01.380 0666
Only Competence offers you 21 days to thoroughly nicige the machine tot
yourself at home It VO LI return the machine within 21 flays C. ,mpetenc e
will refund you the full purchase once

And remember, we can also get your computer to you Ee
t
i r e t u r n  p o s t  w i t h  
o u r

special Competence Mail Order Service, Cut out this ad or future reference
and to show to interested friends

NAME

ADDRESS

1 )A
TE

i enclose cheque/PO tor 0  El 20 (current nsuel OR please debit
Access / Barclaycard number

Ret CVG2

MICHAEL ORWIN'S ZX131 CASSETTES
The best software (b various authors) at low • rices

QUOTES
"Michael Orwin's E5 Cassette Two is  very

good value. It contains 10 stolid well designed
games which work, offer plenty of variety and
choice, and are fun."

from the ZX Software review
in Your Computer, May '82 issue,

"I had your Invaders-React cassette . 1
was delighted with this first cassette."

P. Rubython, London NWT°

"I have been intending to write to you for
some days to say how much I enjoy the games
on 'Cassette One' which you supplied me with
earlier this month." E .  I f  London SW4

.1 previously bought your Cassette One
and consider it to be good value for money!"

Richard Ross-Langley,
Managing Director,

Mine of information Ltd

CASSETTE 1
leleven lk  programs)

machine code
.React. Invaders, Phantom aliens, Maze of death,
Planet 'ander, Bouncing letters, Bug splat.
Basic:
!Ching, Mastermind, Robots, Basic Hangman.
PLUS Large screen versions of  Invaders and
Maze of Death, ready for when you get 16k.
Cassette 1 costs f3.80

CASSETTE 2
Ten games in Basic for 16k ZX81
Cassette Two contains Reversi, Awan,  Laser
Bases, Word Mastermind, Rectangles, Crash,
Roulette, Pontoon, Penny Shoot and Gun Com-
mand,
Cassette 2 costs £5.

CASSETTE 3
8 programs for 16k 1)(81
STARSHIP TROJAN

=

Repair your Starship before
disaster strikes. Hazards in-

: = 1 0  chide asphyxiation, radiation,
escaped biological s pec i -
mens and plunging into a Su-
pernova

STARTRER This version of the well known space
adventure game features variable Khngon mobil-
ity, and graphic photo torpedo tracking.
PRINCESS OF KRAAL
An adventure game.
BATTLE Strategy game for 1 to 4 players.
KALABRIASZ World's silliest card game, full of
pointless complicated rules.
CUBE Rubik Cube simulator, with lots of func-
tions including 'Backstop'.
SECRET MESSAGES This message coding prog-
ram is very hap lame if,
MARTIAN CRICKET A simple but addictive game
(totally unlike Earth cricket) in machine code.
The speed is variable, and its top speed is very
fast
Cassette 3 costs £5,

Recorded on quality cassettes, sent by first class post, from:

CASSETTE 4
8 games for 164
ZX-SCRAMBLE imachine code)

Cassette 4 costs f5.

4111

Michael Orwin, 26 Brownlow Rd., Willesden, London NIA/10 901 (mall order only please)

Bomb and shoot your way through thi • •  t f
,
ed

caves
GUNFIGHT I N V A D E R S
(machine code) ( m a c h i n e  codel

FUNGALOIDS (machine code.'
GALAXY INVADERS (machine code)
Fleets of swooping and diving alien craft.
SNAKEBITE (machine code)
Eat the snake before it eats you Variable spe,m
(very fast at top speedl
LIFE Imachine code)
A ZX81 version of the well known game
30 TIC-TAC-TOE (Basic)
Played on a 4 4  x 4 board, this is a game for the
brain. It is very hard to beat the computer at it.
7 of the 8 games are in machine code, because
this is much faster than Basic. (Some of these
games were previously available from J Stead
man).

SPECTRUM SOFTWARE WANTED



Ticrucy
GOING BY
THE BOOK
I have described Ken Thompson's
invention BELLE in  previous arti-
cles. I t  (or she?) is a  special-pur-
pose machine built solely for play-
ing chess, and won the third world
Computer Chess Championship
held at Linz two years ago with a
score o f  4 /5 .

The deve lopment sp e e d  o f
BELLE is as impressive as its subse-
quent results. The initial design was
in February 1980 at which point its
components (1,700 chips) were
ordered. BELLE's fi rst move was
made in  July 1980 and only two
months later it won the world cham-
pionship!

The machine generates a  can-
didate move  i n  j ust o ve r  o n e
two-millionth o f a second and can
examine 160,000 posi tions p e r
second.

The opening "book' comprises
300,000 positions (compared with an
estimated 200,000 positions in each
volume o f the Encyclopaedia o f
Chess Openings. The entire book is
scanned in one and a half seconds.

BELLE's offi cial  rating i s  now
around 2150, but improving its per
formance further is prohibitively
difficult.

It is remarkable that the philoso-
phy behind BELLE (fast and exten-
sive searching of variations) is the
exact opposite to that adopted by
Mikhail Botvirmik, who as well as
being a computer chess researcher
for many years was three times
world (human) champion.

His conference talk (see panel)
on "Decision making and compu-
ters" stressed the important o f ex-
amining only a  small number o f
positions at each turn -  preferably
only one -  and to restrict the analy-
sis for each move to approximately
50-60 -  well chosen -  positions in
all.

Only by this means. in Botvinnik's
view, can master play be achieved.
Botvirmik's program "Pioneer" has
been a  long time in development
but may well be a major advance
when it appears. Sadly it seems that
there i s  virtually no  other USSR

As well as a hatiby and a game, compu-
ter chess has hang served as a vehicle for
serious research in computer science,
especially the branch known as arhhcial
intelligence which is largely concerned
with the methods by which people solve
problems requiring complex reasoning.

There has even been a  series of
academic conferences on the subject
and the papers from the most recent one
are soon to appear in book form under
the title Advances in Computer Chess, 3
to be published by Pergamon Press-and
edited, as before, by Michael Clarke, a
researcher at Queen Mary College,
London.

The conference itself was held last
Easter at Imperial College. London and
attracted delegates from nine countries
as well as speakers from no fewer than
seven.

The first two conference talks were by
Ivan Bratko, a Yugoslavian, and Don
Beal from Queen Mary College who have
been independently investigating the
question "why are valuations of posi-
tions based on deep analysis more reli-
able than "static" ones made without
any analysis?"

This seems obvious (and If it were not
so, most chess playing programs are
carrying out a vast amount of calculation
for nothing), but it is tantalisingly diffi-
cult to answer precisely. At last, an
explanation (or. at least, a partial one)
has been found and is given in the book.

Other theoretical papers at the con-
ference dealt with different aspects of
searching trees of variations, forms of
automatic learning, long-range position-
al planning, measuring the "informa-
tion" contained in a chess position, and
psychological experiments on both peo-
ple and machines.

Iwo of the most interesting papers at
the conference were presented by Ken
Thomson. of Bell Laboratories, and
Mikhail Botvinnik who was making a rare
visit to Britain from the USSR.
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work on  computer chess in pro-
gress at present.

The Kaissa program which won
the world championship in 1974 has
not been developed much since.

Although some of the conference
papers are far from simple for the
uninitiated to understand, Advances
in Computer Chess, 3  and the two
earlier volumes, published by Edin-
burgh University Press, are the best
available works for the serious stu-
dent of the topic.

The next conference is due in
1984. Wil l  computers have reached
master level by then?

To conclude, here i s  a  game
played on the evening of the confer-
ence between Danny Kopec -  a
U.S. Master and former Scottish
champion -  and BCP, a good ex-
ample of a well-developed and re-
latively strong program.

Danny Kopec was playing BCP
and an early version of BELLE -  30
times slower than the current one -
simultaneously.

BCP (While) versos O. Kopec (Black)
1. P-K4. P-K3: 2. P-04. P-0B4:
The "Franco-Sicilian" defence. Black's
strategic aim is t o  confuse White" and
he succeeds. BCP is now out of the book
3. N-K83. PA); 4. QxP
An attempt at originality
.4.... N
-
0 8 3 ;  
5 .  
0 -
0 3
,  
B
-
B
4
:  
6
.  
N
-
B
3
.

N-B3: 7. B-KB4, 0-N3: 8. N-01, P-04: 9
P P .  N P -  10. B-K3. N • ft; 11. P •
N. B
-
0 2 .  
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development.
12. B-K2. N-N5: 13, 0
-
8 3 ?  0
-
0 :  
( F i g  
1 . )

White is lost, Black threatens 14.
N ORP immediately. White's Queen
Bishop Pawn is vulnerable and a Knight
move to 04 is also dangerous.
14. N-K5, B-R5, 15. 8
-
0 3 ,
White's only possible counterplay is 15
N-0B4.
15,.., N-04;
Overlooking 15. N  OBPch.
16 0-B4, 0-R4ch; 17. P-83. OR-131:
18. 0-R4. P-84:
A typical computer game. White is
totally lost but keeps finding counterplay
19. N-B4, 0-B2: 20. P-0N3. B-Kl; 21.
P-R4, N K P :
22. N(B4) x  N, B x  N; 23. N B .
0 ElPch: 24. K-K2, Q-N7ch:
25. N-B2?, R  N c h ;  26, B R
0 •  Bch; 27, K-KB1, B
-
B 3 :
28. 0-N5, P-KB5l: 29. R-Kl. P-66
and Don Beal resigned for his program.

BY MAX MAWR
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E.T. MEETS THE F.B.I.
All I  want to  do is get home.
That's poor old ET's lament in the
latest Steven Spielberg block-
buster in which the friendly alien
from outer space does his best to
get b a ck t o  h is  fa mily  a n d
friends.

Trouble is every time ET tries
to do just that those 'Earthling
Aliens' conspire to stop him.

The man from the FBI tries to
lock him up for the protection of
the good citizens of the US.

The scientist wants to get him
back to his laboratory to carry
out all sorts of gruesome experi-
ments.

ET soon finds that the only
person he can trust on the inhos-
pitable planet Earth is schoolboy
Eliot.

Now you can become ET's
friend and help him get home in
this latest game from Atari for
the VCS.

The idea of the game 1 to find
the three pieces o f  i n t e r -
planetary telephone and then
call up h is ship to  come and
rescue him.

Whilst co n d u c t in g  y o u r
search, manoeuvring ET around
the screen using the joystick, you
can also pick up pieces of candy
which appear periodically in the
centre of the screen.

As well as earning you extra
points these pieces of candy are
also vital in helping you locate
the th ird  section o f  the tele-
phone.

The game is controlled by nine
power zone symbols which are
constantly changing a n d  o n
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E.T.
which you must keep a sharp eye
as they dictate what you can and
cannot do at any given stage in
the game.

The game has three difficulty
levels. The simplest of these fea-
tures just ET and his little friend
Eliot searching fo r the various
bits of the telephone.

Game two introduces the gov-
ernment agent who is trying to
arrest ET and chases him.

For really skilled players level
three introduces another baddie
to deal with in  the shape o f a
scientist who will haul ET back to
his laboratory.

ET will be in the shops before
Christmas to  coincide with  the
film going on general release. It
costs £29.95.

The long awaited successor lc
Atari's successful VCS machine
is about to be released in the US.

The 5200 will be in the shops in
the U.S. this Christmas at around
the £150 mark Dubbed System X
when prototypes were shown to
journalists the machine has 48K
of computer memory enabling it
to produce "state of the art"
graphics.

the aim was to produce video
games to be played on a domes-
tic TV set of the same high qual-
ity as the coin operated games of
the arcades, and according to
out sources, the fi rst  wave o f
games, which includes Pacman
and Centipede, do have the fine
graphic detail one associates
with the pay-per-play devices.

Before Ata ri  owners s ta rt
rushing out to the shops to en-
quire about this new machine
there are two drawbacks that
must be mentioned first. Most
importantly Atari have so far said
nothing about a UK launch date
for the  5200. Indeed a n Atari
spokesman told C&VG: " W e
don't want to talk about that yet".

Secondly the present range of
Atari VCS games will not be com-
patible with the new system. I t
has been rumoured in  the U.S
that an adaptor which would en-
able VCS games to be played on
the 5200 is also to be produced

, 1 • . 1 1
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SECRETS OF SYSTEM)(
ATARI 5200

but th is has so  ta r no t  bean
confirmed.

If there is some uncertainty
about when Atari will launch
their new machine in the U.K.
there is no doubt about the debut
of another exciting video games
system from America —  the
Colecovision.

The graphics a re  n o t  on ly
more detailed than conventional
systems but they are also cap-
able o f  producing more on-
screen movement, greatly en-
hancing the  playability of the
popular space-battle genre o f
video games.

Coleco have insured the sys-
tem against obsolescence in the
fast moving video games market
by making it capable of being up
dated with a planned programme
of add-ons. The first of these add
ons will be an adaptor which will
enable a n y existing cartridge
produced for the VCS to be play-
ed on the Colecovision.

The Machine will be launched
with an exciting range of games.
Arcade smash h its like Donkey
Kong (with the manic gorilla, and
captured starlet), Zaxxon and
Goff have both been converted.

The Colecovision is expected
to be in the shops by next April
but no news on price yet.

• • 1 1 .
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WHO'S NOT
A P R Y
BOY THEN!
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SPACE VULTURES
Space Vultures are  a  vicious
breed of birdlike aliens who can
fly through space without the aid
of space ship. They will attack
any old planet that takes their
fancy on their strange inter-
galactic migration.

Nobody seems to know where
they are going, or for what pur-
pose, but then it does not really
matter to you — the lone pilot of
the sole remaining planetary De-
fender Ship.

Your duty is clear. Shoot down
the aliens before they shoot you
and colonise your planet for their
evil bird-like overlords.

The vultures attack in groups
of three, hovering around the
screen and then homing in  on
your space ship.

You are armed with an energy
shield which will protect you for
a few seconds, enabling you to
survive a head-on collision with
the aliens and shrug off their
laser fire.

If you survive the first wave of
Vultures you are then challenged
by th e  supe r b irds wh o  a re
several times the size o f  their
predecessors and who attack in
waves of three.

These superior adversaries
take more than one direct hit to
finish oft, They swoop down
straight towards your ship bom-
barding you with missiles. You
will need t o  shoot fast and
accurately to down them before
they down you.

One drawback that Defender
Ship pilots very quickly have to
come to terms with is the slow-
ness of the ships missiles. They
jerk very awkwardly skywards.

Despite this the Vultures are
still pretty easy to deal with. This
particular Defender Ship pilot
managed to shoot down wave
after wave of them on his second
go_

Space Vultures is  the latest
game for the new Hanimex HMG
2650. The game is available from
Haremex stockists a t  approx
imately E20.
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BRIGHT NEW YEAR FOR VIDEO FANS
Every other TV commercial these
days seems to  be  advertising
either video games centres o r
extra cartridges to go with them.

One spin off from this hotting
up of competition is that prices in
the high street shops are begin-
ning to fall.

The Interton VC400 can now
be snapped up for less than E50
which includes a free Space In-
vaders cartridge. The price o f
additional cartridges f o r  t h is
machine are also down in price.

It is as well to issue a word of
warning about t h is  mach ine
however. Hanimex have recently
introduced a  new machine t o
replace the Interton — the HMG
2650. There will therefore be no
new games for the Interton once
current supplies have sold out.

DOWN THE CORRIDOR OF DANGER
You are a  secret agent on a
mission to infiltrate a top secret
fortress.

Armed with a powerful laser
gun you can shoot the mechan-
ical guards of the fortress who
are chasing you. You can also
duck down by pulling back the
joystick to crouch beneath the
guards' lasers.

The screen shows five corri-
dors, one on top o f the other,
with six connecting lifts.

The idea of the game is to get
your little man to  the highest
corridor and then safely back
down again.

Precision timing is needed to
fudge lust the right spin second

Not that only machines which
are being phased out are falling
in price. Phillips have recently
announced th a t  they w i l l  b e
chopping E30 o f f  the price  o f
their G7000 to help them compete
with Atari in the Christmas shop-
ping spree. New price 00.

Mattel is tight lipped on the
subject o f  p rice  cu ts t o  the ir
Intellivision machine wh ich  i s
now selling for £59. It is unlikely
that they will be able to maintain
this price fo r too much longer.
Many o f  t h e  dea le rs h a ve
already felt it  necessary to lop
£20 off this price. Even at E139
the machine is  competing no t
only with  other TV games-cen-
tres but with half a dozen micro-

INFILTRATE
to jump on one of the lifts which
pump up and down automatically
like pistons in a steam engine.

Once on a  l i f t  you have to
watch carefully for the positions
of the mechanical guards as a
blast of laser fire is their usual
greeting to anything unexpected
emerging from a  different floor
level.

Infiltrate can  b e  played b y
one o r two players and is the
latest addition t o  the  Apollo
range of games for the Atari VCS.

Also new from Apollo for the
pre-Christmas shopping rush is a

NAME MA N U F A C T U R ER
Dungeons and Dragons MattelMattel

Atari
Mattel
ACNViSMO
Mattel
Atari
Mari
Mattel
Parker

MACHINE
1 Intellivision
2 Intellivision S u b  Hunt
3 Atari .  D e f e n d e r
4 Intellivision N i g h t  Stalker
5 Atari S t a r m a s t e r
5 Intellivision L o c k  'n' Chase
7 Atari B e r t e r k
B Atad P a c M a n
9 Intellivision U t o p i a

le Atari F r O g g e r
The above top ten represents the sales of cartridges during the

The dominance of Mattel games as being due to a backlog of
month of October,

delayed releases in that month. people bought a number of Mattel
titles they had been waiting for for some time.

The retailers are expecting the November chart to show a
completely changed picture. Watch out for next months top ten.
Will your favourite be in the charts?

• I M O 4ME

GAMES CENTRES
,omputers many with  superior
graphics and a wider and cheap-
er range of games available.

Even Atari, who currently head
the field with sales of their VCS,
will find i t  difficult to  resist a
price cut in the new year as the
prices of micro computers looks
set to tumble.

The price of cartridges too is
likely to come down more in line
with prices in  the U.S. where
games cartridges are roughly a
third of the price they sell for in
the U.K.

So although it is not an option
open t o  Father Christmas the
wise buyer may do better b y
saving h i s  money u n t i l  t h e
Spring.

nail-biting traffic control game
called Final Approach.

This is your chance to suffer
the tension in a simulation of one
of the world's most high press-
ured jobs.

Planes are taking off and land-
ing at an international airport. I t
is your lob to see that the incom-
ing traffic gets down safely with-
out colliding with countless out-
going flights. Sounds easy? Just
you give it  a try. And remember
many of the vvorld's most serious
air disasters have been traced
back to a ir traffic control blun-
ders and that the average a ir
traffic controller retires with an
ulcer before the age of 40!

Also new this month on the
Apollo label is  a  slightly less
serious game called Wabbit

You are an honest hard-work-
ing farmer trying to protect your
crops from a  family o f thieving
rabbits who live in  a  series of
burrows in your carrot field.

Every time their big ears pop
up from one o f the holes you
throw one of your rotten eggs at
them in an attempt to stink them
out o f their honeycombed hide
Out.

The Apollo range of games are
imported into this country from
the US by Vulcan Electronics of
London. They are currently in the
shops at E24.95.
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PENGO IS REALLY COOL!
It is poss
to an a
will trove
game of '
Imel to

E s  set.
Four lucky
m have so f

of coin-operarated
their verdict is unan s
go is the U N  tip for 1983.

First read-on and then go and
pester your local arcade owner to get
hold of a Pengo machine.

the &VG
this cutest
ames and

udge
e by

Brrrrl Deep in the confines of the
frosty b lu e  ma ze  Pengo i s
pushing his way out of trouble.

His flippers may not be much
good for flying but they sure pack
a punch on the Antartic ice-rink
he knows as home.

This frozen wasteland is made
up o f  a  random maze co n -
structed out of blue ice blocks.
Pengo starts in  the centre and
the villains of the piece, the sno-
bees, set off from the corners.

The sno-bees' sting is deadly
and Pengo is  helpless in  any
bee-to-beak confrontation, b u t
this flightless sea-fowl can move
the ice-blocks around with a hef-
ty push. And  woe  betide any
sno-bee who gets caught behind
a block.

Burger time is the fast food game
to keep a  budding chef on h is
toes.

Picture the scene: the eggs,
sausages and pickles are revolt-
ing in the kitchens.

You take the part of a  chef,
whose only hope is to trap your
edible enemies in  the burgers
you are busy making.

A series of burger bridges are
constructed among the platforms
and ladders which make up your
kitchen. Every t ime  yo u  ru n
across a  burger, piece o f  bun,
cheese, tomato o r  lettuce, i t
drops closer to the dish the com-
plete burger should end up on.

As you run across the piece of
cheese, fo r example, i t  drops

8
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lay below it, down too. Gradually
a complete burger is built up, but

t a  good player wi l l  add eggs,
sausages and pickles to that bur-
ger by catching these items of

E food between layers.
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PENN
That i s  the  essence o f  tht:

game, Pengo must wipe out each
swarm of sno-bees before they
can run him to ground.

Each screenful o f  sno-bees
consists of some which become
instantly active and others dis-
guised as ice blocks. These can
be pecked to  death by Pengo
before they "wake up".

Unlike t h e  Pacman ghosts,
sno-bees are somewhat hapha-
zard in their pursuit although one
will occassionally g ive dogged
chase to Pengo.

But while not unduly aggres•
sive, these cute little villains can
usually spot a waiting penguin a
mile off and will try to approach
on the wrong side o f  the ice
block, thus robbing Pengo of his
ammunition.

They are helped in this by their
ability to chisel through the ice-
blocks and Pengo shares th is
ability when he needs to get out
of a tight corner.

There is  a  lo t  more to  th is
game, like making the sno-bees
dizzy and scoring big bonuses by
squashing two with one block or
using the indestructible blocks.

Pengo is a  game apart, with

BURGER TIME
This is done by running across

a piece of burger when closely
followed b y an  enemy.

When things get too hot fo r
you, a quick sprinkle of pepper
from you r p o t  w i l l  stop  t h e
enemy.

French f ries and  ice-cream
cones will add to the pepper you
have left in your container.

111
1
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wonderful graphics, delightful
characterisation, plenty of scope
to work out your own tactics and
a catchy melody.

But if  there's one over-riding
reason why Pengo will take off,
it's down to that feeling of satis-
faction you ge t when an  ice
block picks up speed and knocks
all the wind out o f a surprised
sno-bee I

BURGERS HAVE YOU IN A PICKLE
Like Donkey Kong, the game is

divided into different screens, so
that once you have completed
the burgers on one screen, a
more difficult one will appear

Burger Time has a  charm all
its own and enjoys the benefits
of only having a loystick and one
button control. The idea behind it
is simple , i t s  implementation
more difficult than you  would
think possible,

••

THE SUICIDAL
STOCKBROKER
WALL STREET CRASH

The great Wall Street crash is
happening all over again.

As fi re chief it 's your job to
catch the suicidal stock brokers
as they try to end it all in one
final desperate leap.

Once safely pouched in a
safety blanket the danger is not
over as they must be bounced
into a waiting ambulance. A good
player wi l l  manage i t  in  two
bounces, a  beginner may well
see his stockbroker bouncing off
screen or lust straight up again

And the Dow Jones Index is
falling all the time. Each broker
who reaches a n  ambulance
helps light up the bank and six
will enable you to move onto the
next stage of the game.

This is a  long maze where
money bags have been hidden.
These must be collected and de-
posited in a  safe. Tanks chase
you through the maze

The action continues in these
modes alternately with more
tanks and more brokers being
added By  the time you reach
three suicidal stock marketeers,
a helicopter has appeared and it
is possible to achieve a bonus by
shooting a  saved broker sky-
wards into it.



ON THE ROAD
TO RUIN ON
THE MOON
MOON PATROL

The moon's surface is an mhos
prtable place, pitted with craters
and also boasting an atmosphere
heaving with aliens.

In Moon Patrol a moon buggy
is y o u r  responsibility a s  i t
traverses a  lu n a r landscape
across the screen.

You are armed with a fire but
ton and a lump stick to overcome
most of the hazards that come
your way.

The a liens hovering above
your craft are the main source of
danger in this game.

By pushing your fi re button
you can launch a  missile sky-
wards t o  t ry  and bring them
down.

But take care  to  avoid the
bombs they are dropping moon-
wards to bring about your des-
truction.

Their bombs may also leave
dangerous pits in the moon sur-
face and these have to be noted
and duly jumped.

The alien attackers take on
three forms, there are obstacles
across the surface which have to
be blown up. Land mines, erupt-
ing volcanoes a n d  low-flying
planes add to the tension.

If you survive the beginners'
course there  i s  a  champion
course waiting to challenge you.

Moon Patrol is a simple game
with easy to tackle controls and
an obvious game objective, but it
is not among the best o f  the
'cent batcl
-
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SOMETHING
NASTY IN
THE GARDEN

DIG-DUG TIPS
The Dig-Dug score clock turns
over at 999,990 but that needn't
be the  l imit  fo r a  dedicated
player.

Although th is score  seems
beyond belief to a beginner, it is
really just a  matter of knowing
the short cuts.

Beginners tunnel their way up
to a  monster (e ithe r a  l i re .
breathing Fygar or a less danger-
ous Pookal, fire their pump gun,
pump the creature to death and
then move onto the next victim.

Using th is  technique i t  i s
possible to  clea r round after
round but i t  has several d is-
advantages: it stops being effec-
tive at the higher rounds; i t  is
very time consuming; i t  gener-
ates far less points as the fruit is
not always recovered.

A better technique is to find
your way beneath a  rock, wait
for some monsters, squash them,
tunnel through to the next rock,
squash some more, grab the fruit
And then finish off the monsters.

Try and reach the rock before
the ringing noise sounds as this
releases the monsters.

Should monsters block you off
from the next rock there is a
technique for killing them.

After dropping the fi rst rock
tunnel yourself close to the main
tunnel but not actually breaking
through into it. Two millimetres is
enough to  use your pump on
passing monsters who cannot

get your man. Always app oach
the tunnel horizontally as more
points accrue f rom monsters
tackled this way. When only two
monsters remain move to  the
next rock, use it, thus making the
fruit appear: grab it and finish off
the final monster.

Fygars killed horizontally are
worth double points and another
way to bump up the points is to
pump monsters in  the  lo we r
areas of the screen.

It is divided into four horizontal
layers Points scored for a mon-
ster depend on which area he is
finished off in. For example, a
Pooka is worth 500 points if he is
killed in the bottom layer.

When pumping a  monster,
push towards them as this will
inflate them faster.

A tip for rock tunnelling is to
leave a  notch below the hori-
zontal entrance to the vertical
tunnel. This notch wi l l  ensure
that no monsters escape.

Nuneaton Dig-Dug champion.
Tooba Zaidi, who compiled these
tips fo r us, offers some other
information for top players: most
rounds that can be displayed are
99; if  you squash all eight mon•
sters a  15,000 point bonus is
achieved and a f te r the  32nd
round any successful pattern you
devise will work for the next 50
rounds at least

The latest casualty of improving
arcade scores i s  Atari's Cen-
tipede. Three players have now
come forward to  reach 999,999
and I gather that it is possible to
go we ll over the clock on this
machine — and so it seems time
to close this file down.

Only one contender for turning
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Grab your bicycle clips and head
for your nearest arcade — Ral-
ly's BMX is heading your way!
This latest pinball from the Amer-
ican giant is based on the new
cycling craze ,  b icycle  mo to -
cross

BMX continues Bally's return
to the table that requires quite a
lot o f  skill t o  master i t  B MX
features two levels and colour-
coded targets — like the recently
released Spectrum. There's also
a mysterious magnetic device on
the top level

A novel feature of this novel
machine are the devices which
save a ball which finds its way
down the chute. There a  two
additional b u t to n s a longside
those which control the flippers
and these work two  "shields"
which catch the lost ba ll and
send it back into play -- but you
can only use them lust so often!

THE VIDEO WIZARDS
the c lo c k  o v e r  a t  D i g  Dug
though. Tooba Zaidi, who wrote
the t ips is  our highest scorer
here. Tooba also claims top spot
on the  Tempest machine S t il l
awaiting sco re s  o n :  S p a ce
Dungeon and Robotron.
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Perhaps it's just the rhythmic
"plink" of the sonar bouncing
off the qnemy hull, or maybe
that tomblike silence which
adds to the tension between
depth charge blasts but sub-
marine films always have that
much more atmosphere than
any other war movies.

Sub Hunter lets you par-
take in the thrill of an under-

water naval bat t le  b u t
luckily for the claustrophobic,
your role is acted out above
the Briny.

The submarines may be
running silent and deep but
your mission is to seek them
out and blow 'em up.

Your he l icop ter  h o ve r s
above the waves, while the
enemy uses them to dnrige

and hide from your bombs.
The submarines are not

alone though.
A fleet of destroyers is on

hand to give covering fire and
try to blast you out of the sky.

Points are scored for suc-
cessful b o m b in g  o f  d e s -
.troyers and for  the destruc-
tion of the enemy subs.
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10 GOTO 8 8 0 0
2098  RE M * * J O Y S T I a  CO NTRO L  * *
2099  RE M * *  F O R  HE L I CO P TE R * *
2100  S = S T I C K ( 0 )
2102  GOSUB 6 0 0 0
2103  GOSUB 7 0 0 0
2 1 0 4  I F  S T R I G ( 0 ) = 0  T HE N 5 0 0 0
2105  I F  S = 1 5  T HE N 2 1 0 0
2 1 1 0  1 = 0 : 0 = 0
2 1 2 0  1 = C S = 5 / 4 - ( S = 7 ) + ( S = 6 )
-
( 6 = 1 0 )
-
( S = 1 1 )
-
(
5
=
9
)

2 1 3 0  D = ( S = 5 ) - 1 - ( S = 9 ) - 1 - ( S = 1 3 )
-
( S = 6 )
-
( S =
1 4
)
-
( S =
1 0
)

2 1 4 0  I F  T = 0  THE N 2 1 7 0
2 1 4 2  I F  T = 1  T H E N  2 1 5 0
2 1 4 5  GOTO 2 1 6 0
2 1 5 0  X=X4 -4 :PCME 5 3 2 5 1 . X : 1 F  X > = 2 5 0  T HE N X = 2 5 0
2 1 5 5  GOTO 2 1 7 0
2 1 6 0  X = X - 3 : P O K E  5 3 2 5 1 , X : I F  X e 8  T H E N  X = 8
2 1 7 0  I F  D = 0  T HE N 2 1 0 0
2172  I F  D = I  T H E N  2 1 7 9
2175  GOTO 2 1 9 9
2179  I F  Y = 4 0  T H E N  2 1 0 0
2180  F O R  1 = 7  T O  0  S T E P  - 1 : P O K E  P M B A S E 4 - 8 9 6 - 0 - Y - 1 - I , P E E ( P M B A S E
4
8 9 5
4 -
Y
4 -
I N E X T  1

2 1 9 0  Y = Y + 1
2195  GOTO 2 1 0 0
2199  I F  Y = 4  T HE N 2 1 0 0
2200  F O R I = 0  T O  7 : P O V E  P MB A S E -1 -8 9 5 4 -Y +I ,P E E K (P MB A S E 4 -8 9 6 4 -Y +I ):NE X T I
2210  Y = Y - 1
2220  GOTO 2 1 0 0
4999  RE M * * H E L I C O P T E R  M I S S I L E  C O N T R O L * *
5 0 0 0  R = Y 4 - 5 : S S = X
- 4 -
3 : P O K E  
P M B A S E
+ 3 8 4 4 - R .
1 9 2 : P O K E  
5 3 2
5 5 ,
S 5

5 0 0 5  MS L = MS L -1 : G O S UB  7 8 0 0
5 0 1 0  R = R + 1 : M = P E E ( 5 3 2 5 1 )
5 0 1 5  GOSUB 6 0 0 0 : G O S UB  7 0 0 0
5 0 2 0  I F  R > = 9 5  O R  5 5
,
5  O R  
5 5 > 2 2 6  
O R  
M = 2  
O R  
M =
3  
O
R  
P E E K (
5 7 . 2 7
9 ) = 3  
T
H
E
N  
G
O
S
U
B  
7 6
0 0
: 6

OTO 2 1 0 5
5 0 3 0  P O K E  P M B A S E + 3 8 3
4 -
R , 0 : F O K E  
P M B A S E 4 - 3 8 4
4 - R ,
1 9 2 : S O U N D  
3 , 5 0 4 -
( Y + R ) /
2 . 1 0 , 8

5 0 4 0  I F  S T I C K ( 0 ) 7  T H E N  S S = S S 4
-
1 : P O K E  5 3 2 5 5 . 5 5
5 0 5 0  I F  S T I C K ( 0 ) = 1 1  T H E N  S S = S S -1 : P O K E  5 3 2 5 5 . S S
5 0 6 0  P O K E  5 3 2 5 5 . S S
5 0 7 0  GOTO 5 0 1 0
5 9 9 9  RE M * * S U B MA R I N E  C O N T R O L * *
6 0 0 0  E=E1-1
6 0 1 0  J = P E E K ( 5 3 2 5 9 ) : I F  E <
.
1  T H E N  
E = 0

6 0 2 0  I F  E  1 8 5  T H E N  GOTO 6 1 0 0
6 0 3 0  P O K E  5 3 2 4 9 , E : I F  J = 1 0  T H E N  HI TS = HI TS 4 -1 : G O S UB  7 6 0 0 : G O T O  6 0 6 0
6 0 4 0  K = K + 1 : 1 F  K > = 2 0 - M S L  T H E N  P O K E  6 2 3 , 2 : F O R  A = 1  T O  1 0 : N E X T  A : P O K E  6 2 3 , 4 0 , = 0
6 0 5 0  RE TURN
6 0 6 0  F O R A = 2 5 0  T O  1 0 0  S T E P  - 1 : S O U N D  0 , 2 0 0 . 8 , A / 1 7 : N E X T  A : S O UND 0 , 0 , 0 , 0 : E = 0
6 0 7 0  GOSUB 7 8 0 0
6 0 8 0  RE TURN
6 1 0 0  P OK E  6 2 3 , 2 : F O R  A = 1  T O  5 0 : P O K E  7 0 5 , 1 4 : S O U N D  2 , 5 0 , 1 0 . 8 : S O U N D  0 , 7 5 . 1 0 , 8 : N E X T  A
6 1 1 0  S OUND 2 , 0
9
0 , 0 : S O U N D  
0 , 0
9
0
9
0 : P O K E  
7 0 5 . 8 8
: E = 0 : H
O M E = H
O M E
4 -
1 : G O S U
B  
7 8
0 0
: R
E T
U R
N

6 9 9 9  RE M * * DE S T RO Y E R MO V E ME NT* *
7 0 0 0  I F  3 = I 2  T H E N  M=2 : DS T=DS TA -1 : G O S UB  7 3 5 0 : G O S UB  7 6 0 0 : 6 0 1 0  7 0 3 0
7 0 1 0  0 = 0 - 1 : I F  0 = 0  T HE N 0 = 1 8 0
7012  COL OR 0 1 X X = I N T ( R N D ( 0 ) * 1 3 0 ) : P L O T  X X , 5 9 : C 0 L O R  3 : X X = I N T ( R N D ( 0 ) * 1 3 0 ) : P L O T  X X , 5 9
7 0 1 5  GOTO 7 2 0 0
7 0 2 0  P OK E  5 3 2 5 0 . 0 : R E T U R N
7030  F O R  R = 7 1  T O  7 5
7040  S OUND 0 , 2 2 0 , 1 2 . 6 : F O R  A = 5  T O  0  S T E P  - 1 : P O K E  PMBASE4-7684-R-PA.PEEK(PMBASE-1-7674-R
÷A ) : N E X T  A
7050  F O R  C T = 1  T O  5 0 : N E X T  C T
7 0 6 0  NE X T  R
7070  0 = 1 8 0 : P O K E  5 3 2 5 0 , 0 : S O U N D  0 , 0 , 0 , 0  •
7080  FO R R = 7 5  T O  7 1  S T E P  - 1
7090  F O R A = 0  T O  6 : P O K E  P M B A S E 4 - 7 6 7 4 - R I - 4 . P E E K ( P M B A S E 4 - 7 6 8
4 -
R + A ) : N E X T  A
7100  NE X T  R
7105  GOSUB 7 8 0 0
7110  RE TURN
' 1 9 9  RE M * * DE S TRO Y E R M I S S I L E S * *
7
2
0
0  
I
F  
F
I
R
E
=
1  
T
H
E
N  
7
2
4
0
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ALSTOP HERBAL
M A K  FOR ATARI GAMES ATARI

AT SPECIAL PRICES
Apple Panic D/C 24..16K 19.95 Picnic Paranoia D/C 32116K 22.95
Choplifter 48K 22.95 Claim Jumper DiC 32K 22.95
Track Attack 32K 18,95 Fort Apocalypse 01/C 32K 22.95
Davids Midnite Magic 48K 22.95 Reptilian DIC 32K 22.95
Serpentine 48K 18.95 Zork I, II & Ill 32K 26.50
Star Blazer 32K 20.95 Deadline 32K 32.95
Deadly Secrets 48K 22,95 Starcross 32K 26.50
Stella Shuttle D/C 3216K 19.95 Abuse 40K 12,95
Genetic Drift DC 3216K 19.95 S.A.M. Voice Synth. 16K 38.95
Labyrinth D/C 32•16K 19.95 Micropainter 48K 22.95
Sea Fox 48K 19.95 Sands of Egypt 16K 26.95
Wizard of Wor 32K 22_95 O'Reilleys Mine D/C 16K 22.95
Deluxe Space Invaders 16K 22.95 Rosen Brigade 16K 22.95
Gort 16K 22,95 Fathoms 40 48K 22.95
Astro chase DIC 24 .

1 6
K

19_95 Canyon Climber D/C 16K 19.95
Cosmic Squeeze D/C 24 16K 19.95 Frogger DC 32/16K 22.50
Plattermania ROM 8K 27.95 Bandits 48K 22.50
Monster Maze ROM 8K 27.95 Twerps 48K 22.50
Star Warrior 32K 26.95 Wayout 48K 22.50
Sentinel 1 D/C 24/16K 19.95 Beanie Bopper ROM 22.50
Guardians of the Gorn DiC 24 '16K 19.95 Deadly Duck ROM 22.50
K-Razy Antics ROM 8K 27.50 Tigers in the Snow DC 48/32K 27.50
K-Star Patrol ROM 8K 27.50 Cosmic Balance 48K 27.50
K-Razy Kritters ROM 8K 27.50 Sea Dragon DC 24/16K 22.50
K-Razy Antics ROM 8K 27.50 Stratos DIC 24/16K 22.50
Firebird ROM 8K 27.50 Space Challenge D/C 24/16K 19.95
Embargo ROM 8K 27.50 King Arthur's Heir 32K 19,50
Baia Buggies D/C 24 16K 19.95 32K RAM board 400/800 machines 59.50
Crypts of the Undead 32K 19.50 Fast Chip ROM 27.95
Escape from Vulcans Isle 32K 19.50 Atari 400 keyboard (in-home) 79 95
Protector D/C 32K 22.95

E
r
a
:  
S
O
F
T
-
D
E
A
L

48 BROADWAY GROVE,
ST. JOHNS. WORCESTER WE2 5EY

Please send me the following items:
1
2
3
4
5
6

I enclose my cheque for E   A d d  60p postipacking for each item
Please debit my Access card no.
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Despatch to:

Name

Address

SOFT OEN_ -7



7.2 Io  I F  0  1 5 0  O R  0  4 0  T H E N  7 0 2 0
7 2 2 0  6 O = R N D ( 0 ) * 1 0 0 : I F  6 0 9 5  T H E N  F I R E = 1 : G O T O  7 2 4 0
7 2 3
.
0  
G
O
T
O  
7
0
2
0

7 2 4 0  I F  S T A RT = 1  T H E N  7 2 6 0
7250  S T A R T = 1 : U = 0 : V = 6 8
7 2 6 0  P O K E  PMBASE4 -3 8 4 4 -V ,0
7 2 7 0  I F  X 5 U  T H E N  U = U + R N D ( 0 )
7 2 8 0  I F  X - , U  T HE N U = U - 1 - ( U - X ) / 8 0
7 2 9 0  V = V - 1 : I F  V 4 . 1 0 <Y  O R  V = 0  O R  U = 0  O R U = 2 5 5  T HE N GOSUB 7 3 5 0
7 3 0 0  H I T = P E E K ( 5 3 2 5 8 ) : I F  H I T > O  T H E N  GOSUB 7 3 5 0 : S O S U B  7 5 0 0
7 3 0 5  I F  S T A R T = 0  T HE N GOTO 7 0 2 0
7 3 0 7  S O UND 3 , V , 1 0
9
7
7 3 1 0  P OK E  P M B A S E -
1
- 3 8 4
4 -
V , 4 8 : P O K E  
5 3 2 5 4 ,
U

7 3 2 0  GOTO 7 0 2 0
7 3 4 9  RE M * * DE S TRO Y E R M I S S I L E  E N D * *
7 3 5 0  F I R E = 0 : S T A R T = O : P O K E  5 3 2 5 4 , 0 : P O K E  P 1 DA S E 4 -7 8 4 4 -V .0 :S OUND 3 , 0 , 0 , 0
7 3 5 5  P OK E  7 7 , 0
7 3 6 0  GOTO 7 0 2 0
7 4 9 9  RE M * * C L E A R  H E L I C O P T E R * *
7 5 0 0  GOS Uit  7 6 0 0 : M = 3
7 5 0 5  F O R  A = 1  T O  5 0 : P O K E  7 0 7 , 0 : P O K E  7 0 7 , 1 4 : S O U N D  0 , 2 0 0 , 8 0 5 N E X T  A
7 5 1 0  S OUND 0 , 0 , 0 , 0 : P O K E  7 0 7 , 5 4 : X = 4 5 : P O K E  5 3 2 5 1 , X
7 5 2 0  M S L = 2 0 : H E L = H E L - 1 : I F  H E L = 0  T H E N  GOSUB 7 3 5 0 : G O S UB  7 8 0 0 : G O T O  8 0 0 0
7 5 3 0  GOSUB 7 8 0 0
7 5 9 9  RE M * *  HE L I CO P TE R M I S S I L E  E N D  * *
7 6 0 0  S OUND 3 , 0
$
0 , 0 : P O K E  
5 3 2 7 8 ,
0 : P O K E  
5 3 2 5
5 , 0 :
P O K E  
P M B A
S E - 1 -
3 8 3 - 0
- R ,
0 : R = 9
5

7 6 2 0  I F  MS L = 0  T H E N  7 5 1 0
7 6 3 0  RE TURN
7 7 9 9  RE M * * P R I N T  S C O R E * *
7 8 0 0  P OK E  7 5 2 , 1
7 8 1 0  P 1 5 = ( H I T S * 2 5 0 ) - ( H O M E * 5 0 ) - 1 - ( D S T * 1 0 0 ) w_A

COMPUTER & VIDEO GAMES 3 5



PIMANIA

AUTOMATA Ltd. ( C )
85a Osborne Road
Portsmouth POS 3L
England

. THE ADVENTURE GAME THAT'S FOR REAL! E6 ,000  PRIZE!

•, , , ,
,
W 
'

Will you be the first to locate the Golden Sundial of Pi in time and space, and be
rewarded with the original? Exquisitely crafted by the winner of the De Beers
Diamond International Award, from gold, diamond and the most precious of the
earth's riches.
PIMAN IA - where saxophones turn into hangliders, where music meets madness
and where the Pi Man rules supreme! He'll talk with you, he'll befriend you, he'll
betray you, he'll even do the Hokey-Kokeyl Animated cartoon graphics! Full
musical score! Spectacular colour and sound effects!* Includes free hit single
"Pimania", with vocals by Clair Sinclive and the Pi-Men!
It could take you a week to play, i t could take you a lifetime! M A N I A ,
" the best evidence that computer gaming has come of age . .  an adventure
enthusiast's dream!" (Computer & Video Games)

An investment a t  £ 1 0  (48K Spectrum)* C 8 ( 1 6 K  Z.X81)

°LUMBER th
I I  EillifICULTURAL NI_ LONDON WI



7850 " '  " S U B S  DESTROYED " ; : ' )  H I T S ; : ?  "  H E L I C O P T E R ' " ; : ?  HE t
7855  ?  " S U B S  HOME " ; : ?  H O M E ; : ?  "  M I S S I L E S  " ; : ?  MS L
7860  ?  " DE S TROY E RS  S UNK  " ; : ?  D S T ; : ?  "  P O I N T S  " ; : ?  P T S
7870  RE TURN
8 0 0 0  RE S TORE
8 0 0 2  P O K E  5 3 2 7 7 , 0 : P O K E  5 3 2 4 8 , 0 : P O K E  5 3 2 4 9 , 0 : P M E  5 3 2 5 0 , 0 : P O K E  5 3 2 5 1 , 0
8 0 0 5  G RA P HI CS  2 + 1 6
8 0 1 0  ?  * 6 ; "  " : "  4 0 6 ; "  " : ?  $ . 6 ; "  T H E  E N D " : ?  0 6 : "  "
8 0 1 5  F O R  A = 1  T O  2 0 0 : N E X T  A : G R A P H I C S  2 + 1 6
8 0 2 0  ?  $ 1 6 ; " YOU S A NK  " ; : ,  * 6 : D S T : "  * 6 : "  D E S T R O Y E R S "
8 0 3 0  ?  * 6 ; " Y O U  B L E W U P  " ; : ?  * 6 ; H I T S : "  * 6 ; "  S U B M A R I N E S "
8 0 4 0  ?  * 6 ; " A N D  SCORED " ; : - '  * 6 ; P T S :
2  # 6 ; "  
P O I N T S "
8 0 5 0  '  * 6 ; "  "
8 0 6 0  I F  P T S < 2 0 0 0  T HE N 8 0 7 0
8061 I F  P T S < 8 0 0 0  T HE N 8 0 8 0
8 0 6 2  I F  P T S < 1 5 0 0 0  T H E N  8 0 9 0
8063  "  * 6 ; " p e r f e c t l "  w e l l  d o n e " : G O T O  8 0 9 5
8070  * 6 : " p e r h a p s  y o u  h a d  t h e  j o y s t i c k  u p s i d e  d o w n " : G O T O  8 0 9 5
8 0 8 0  ?  * 6 ; "  n o t  b a d '  t r y  a g a i n " : G O T O  8 0 9 5
8090  ?  i t 6 ; "  v e r y  g o o d "
8 0 9 5  ?  * 6 : " P R E S S  S T A R T  T O  P L A Y  A G A I N "
8 1 0 0  I F  P E E K ( 5 3 2 7 9 ) < > 6  T H E N  8 1 0 0
8110  GOTO 1 0
8800  G RA P HI CS  2 + 1 6 : P O S I T I O N  0 . 4 : ?  * 6 ; "  s u b m a r i n e  h u n t e r " : P O S I T I O N  0 , 6 : ?  # 6 ; "
BY HUGH DE NHOL M"
8 8 1 0  P O S I T I O N  0 , 1 0 : ?  * 6 ; " p r e s s  s t a r t  t o  b e g i n "
8 8 5 0  I F  P E E K ( 5 3 2 7 9 ) < ) 6  T H E N  8 8 5 0
8 9 0 0  RE M * * E S T A B L I S H  B A CK G RO UND* *
8901 R E M  * * A N D  P L A Y E R S * *
8 9 0 5  G RA P HI CS  7
8 9 1 0  COL OR 1 : S E TCO L O R 0 , 0 , 1 5 : S E T C O L O R  4 . 9 . 1 0
8 9 2 0  P L O T  3 5 , 1 0 : D R A WT O  3 8 , 1 0 : P L O T  3 3
4
1 1 : D R A W T O  
4 0 , 1 1 : P L O T  3 2
9
1 2 : D R A W T O  
4 2 , 1 2

8 9 3 0  P L O T  3 0 , 1 3 : D R A WT O  4 3 . 1 3 : P L O T  2 9 , 1 4 : D R A WT O  4 5 . 1 4 : P L O T  2 7 , 1 5 : D R A WT O  4 8 . 1 5
8 9 3 5  P L O T  2 8 , 1 6 : D R A WT O  4 7 , 1 6 : P L O T  2 9 , 1 7 : D R A WT O  4 5 , 1 7 : P L O T  3 1 . 1 8 : D R A WT O  4 4 , 1 8
8 9 4 0  P L O T  3 3 , 1 9 : D R A WT O  4 2 , 1 9 : P L O T  3 4 , 2 0 : D R A WT O  4 1 , 2 0 : P L O T  3 6 . 2 1 : D R A WT O  4 0 , 2 1
8 9 4 5  P L O T  9 7 , 2 : D R A WT O  1 0 1 , 2 : P L O T  9 5 , 3 : D R A WT O  1 0 2 , 3 : P L O T  9 3 . 4 : D R A WT O  1 0 3 , 4 : P L O T  9
2 ,5 :DRA WTO  1 0 4 , 5
8 9 5 0  P L O T  9 1 , 6 : D R A WT O  1 0 7 . 6 : P L O T  9 0 , 7 : D R A WT O  1 1 1 , 7 : P L O T  9 0 . 8 : D R A WT O  1 1 3 , 8 : P L O T  8
9 . 9 : DRA WTO  1 1 4 . 9
2 9 6 0  P L O T  9 0 , 1 0 : D R A WT O  1 1 5 , 1 0 : P L O T  9 0 , 1 1 : D R A WT O  1 1 5 , 1 1 : P L O T  9 1 , 1 2 : D R A WT O  1 1 4 , 1 2 :
PLOT 9 2 . 1 3 : D R A WT O  1 1 3 , 1 3  •
8 9 7 0  P L O T  9 3 , 1 4 : D R A WT O  1 1 2 , 1 4 : P L O T  9 3 , 1 5 : D R A WT O  1 1 1 , 1 5 : P L O T  9 5 , 1 6 : D R A WT O  1 0 9 , 1 6 :
PLOT 9 7 , 1 7 : D R A WT O  1 0 7 . 1 7
8 9 7 5  P L O T  7 2 , 2 0 : D R A WT O  7 5 , 2 0 : P L O T  7 0 , 2 1 : D R A WT O  7 6 , 2 1 : P L O T  6 8 , 2 2 : D R A WT O  7 8 , 2 2 : P L O

6 7 , 2 3 : DRA WTO  7 9 , 2 3
8 9 8 0  P L O T  6 8 , 2 4 : D R A WT O  7 8 , 2 4 : P L O T  6 9 , 2 5 : D R A WT O  7 6 , 2 5 : P L O T  7 1 , 2 6 : D R A WT O  7 5 , 2 6 : P L O
I  7 2 , 2 7 : D R A WT O  7 4 , 2 7
9 0 1 0  COL OR 3 : S E TCO L O R 2 , 8 , 4
9 0 2 0  F O R Y = 6 0  T O  7 9 : P L O T  0 , Y : D R A WT O  1 5 9 , Y : N E X T  Y
9 0 3 0  F O R C T 1  T O  8 0 : X X = I N T ( R N D ( 0 ) * 1 6 0 ) : P L O T  X X , 5 9 : N E X T  C T
9 0 3 5  COL OR 2 : S E TCO L O R 1 , 1 2 , 1 0 : F O R  Y Y = 5 8  T O  7 0 : P L O T  1 3 0 . Y Y : D R A WT O  1 5 9 , Y Y : N E X T  Y Y
9 0 3 7  F O R  Y Y = 7 1  T O  7 9 : P L O T  1 5 7 , Y Y : D R A WT O  1 5 9 , Y Y : N E X T  Y Y : P L O T  0 , 7 9 : D R A WT O  1 5 9 , 7 9
9 0 4 0  Y Y = 5 7 : F O R  X X = 1 3 0  T O  1 5 9 : L = R N D ( 0 ) * 2 : Y Y = Y Y - L : P L O T  X X , 5 7 : D R A WT O  X X , Y Y : N E X T  X X
9 0 4 2  H E L = 3 : M S L = 2 0 : H I T S = 0 : H O M E = 0 : D S T = 0
9 0 4 5  P O K E  7 5 2 , 1 : "  : "  " P L E A S E  W A I T  W H I L E  I  B U I L D  Y O U R " : "  "  H E L I C O P T E R "
9 0 5 0  P O K E  6 2 3 , 4
9 0 5 5  P O K E  5 5 9 . 4 6 : P O K E  7 0 7 , 5 2
9 0 6 0  X = 4 7 : Y = 5 : E = 0 : 0 1 8 0
9 0 7 0  A = P E E K (1 0 6 ) - 2 4 : P O K E  5 4 2 7 9 , A : P M B A S E = 2 5 6 * A
9 0 8 0  F O R  8 = P MB A S E + 3 8 4  T O  P MB A S E + 1 0 2 4 : P O K E  8 , 0 : N E X T  8 : P O K E  5 3 2 7 7 , 3
9 0 9 0  F O R 8 = P MB A S E + 8 9 6 + Y  T O  P MB A S E + 9 0 2 + Y : RE A D A : P O K E  8 , A : N E X T
9 1 0 0  D A T A  1 2 7 , 8 , 1 9 0 , 2 5 1 , 6 2 , 3 6 , 1 2 6
9 1 1 0  P O K E  5 3 2 5 1 , X
9 1 2 0  F O R  8 = P M8 A S E + 7 3 0  T O  P MB A S E + 7 3 4 : RE A D A : P O K E  B , A : N E X T
9 1 3 0  D A T A  8 , 8 , 1 2 6 , 1 2 7 , 6 2
9 1 4 0  P OK E  5 3 2 5 7 . 1 : P O K E  7 0 5 , 8 8 : P O K E  5 3 2 4 9 , E
9 1 5 0  F O R 8 = P MB A S E + 8 3 9  T O  P MB A S E + 8 4 3 : RE A D A : P O K E  8 , A : N E X T
9 1 6 0  D A T A  1 6 , 5 8 , 2 5 5 , 1 2 7 , 6 2
9 1 7 0  P O K E  5 3 2 5 8 , 1 : P O K E  5 3 2 4 8 , 0 : P O K E  7 0 6 , 2
9 1 7 5  GOSUB 7 8 0 0
9 1 8 0  GOTO 2 1 0 0

COMPUTER & VIDEO GAMES 3 7



Some nasty al ien dam-
busters are out to knock a
big ho l e  i n  y o u r  l oca l
dam and  o n l y  you  can
stop t h e m !  T h e  a l i e n
ships— code named Nib-
blers — can only be stop-
ped b y  a  w e l l  p l a ce d
bomb from your fighter.
If you  miss the  Nibbler
will blast a bi t out o f the
clam, weakening i t. Th is
is a game for one player
adapted from Paul Jay's
prizewinning p r o g r a m
which won him the Com-

puter and Video Games
Program of the Year com-
petition

The Nibbler appears on
the right hand side of the
screen and moves across
towards the dam. To stop
the N ibb le r and launch
your s h i p  y o u  h i t  t h e
space bar. When you are
directly above the  nasty
alien you press the space
bar aga in  t o  bomb.

If t h e  c o m p u te r  h a s
been expanded and  s o
has extra  me mo ry  yo u

could use the user-defin-
able graphics cababi l i ty
of the Vic to improve the
game. I f  so then the fo l -
lowing routine should be
added a t the end o f  the
program, a n d  l i n e  3
changed to:
3 P R I N T  C H R S ( 1 4 )
-GOSUB 1000
1000 FOR I –  0  TO 1024
1010 POKE 5 1 2 0  +  I ,

PEEK (32768 +  I) :
NEXT I

1020 FOR I -- 0  TO 1024:
READ A

1030 IF A = 1 THEN 1070
1040 POKE 6144 +  I ,  A :

NEXT
1050 DATA 56, 124, 230,

3, 3, 230, 124, 56
1060 D ATA 24, 60, 102,

231, 166, 24, 35, 68
1070 POKE 36869, 253:

POKE 36866, PEEK
(36866) OR 128

1080 RETURN
If the  above program i s
used then the pokes and
peeks w i l l  h a v e  t o  b e
changed — 60 to 128 and
62 to 129.



I REMCONCAT
2 P R I N T " 3 " : 0 = - 3 2
3 P R I N T C H R S ( 1 4 )
4 P O K E 3 6 8 7 9 , 2 3 7 : P 0 K E 3 6 8 7 8 , 1 5
5 F O R M = 7 6 8 0 T 0 7 7 0 1 : P O K E M , 2 2 4 : N E T
6 F O R M = 7 7 0 2 1 0 8 1 6 4 S T E P 2 2 : P O K E M , 2 2 4 : P O K E M
4 .
2 1
,
2 2
4
:
1 4

7 FO RM= 1 ;l 1 6 4 1 0 8 1 8 5 :P O KE NL2 2 4 :NE X T
8 F O RB= 1 T 0 5
9 F 0 1 E 3 6 0 7 5 , 2 0 0 : P 0 I - E 3 6 8 7 6 r 0
10 F O R L = 1 T 0 5 0 0 : N E
,
: " T
15 P R I N T "  garideretqDleltaglikP11101,4" : F O R P = 1 T 0 2 0 0  :NEXT
2 0  P R I N T " - , " ; ; F O R P = I T 0 2 0 0 : N E X T
2 5  P R I N 1 " 1 " : : F O R P = 1 T 0 2 0 0 : N E X T
2 7  P P I N T " 1 " ; ; F O R P = 1 T 0 2 0 0 : 1 1 E T
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4 0  P P I N T " _ " : : F O R P = 1 T 0 2 0 0 : N E T
50  P R I N 1 " 4 0 " : :F O R P = 1 T 0 2 0 0 :N E X T
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-
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.
0 2 0 0 : N r

6 8  NE::1
-6 9  P 0 1 4 E 3 6 8 7 9 . , 2 5 :RO KE 3 6 8 7 6 , 0
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8 0  P R I N T " I L  1 0  H I 1  1 H E  ,
I B B L E P S "90  P P I N1 " BE F O RE  1 H E Y  D E S T R O Y " :1 P I N 1
100 P R I N T  "THE I J A1 1 . " :P k I N1
110 P R I N T "  I H E  CONTROLS  A R E : "  :P R I N T
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140 P R I N T "  l I T  A  K E Y  T O  CO NT I NUE "
150 G E T F a : I F A S = " " T H E N 1 5 0
151 P O K E 3 6 8 7 9 1 9 1
155 P R I N T " "
156 F O R M = 8 1 . 6 4 T 0 8 1 0 5 : P O I
,
E M . , 2 4 : P u f E 1 1
1 .
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: l
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4 -
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* SUPER QUALITY SOFTWARE FROM LIAMASOFT!!
VIC 20

ABDUCTOR
A M e m  new space game! ZAP the swirling alien hordes before they ram you —  and
abduel your humanoids! Survive the assault for king enough and you II get an extra stage on
your speOeShip with double firepower! Awesome unexpended Vic Action

40 COMPUTER & VIDEO GAMES •

(DESIGNER — JEFF MINTER)

NEW

GRIDRUNNER N E W  J
Finalty, true arcade quality on the unexpended VIC
,  S h o o t  d o w n  
t h e  
s e g m e n t e d  
D R O I D S

invading the  grid Be wa re  of the  pods and rappers
,  T h e  a w s o m e  
s p e e d .  
s O u n d  
a n d

graphics gives you the best blast available for unexpended Vic
ANDES ATTACK (8K, REPLACES DEFENDA) N E W  J
Your spacecraft must attack the descending aliens and fruatt ale their evil intent Fly your
Barnet lighter over the Andes mountain range and protect your llamas from kidnap by
hostile UFOS_ Features 5 kinda ot UFO. controis include up, down, reverse, tire, thrust and
smart bomb Entire ly in machine Cede. Requires 8 K expansion and lOyStick. £600  -  5 0 p
P&P.
TRAXX MC a K + EXPANSION)
This is VC  20 cross breed between the now tamed 'Pactimen a nd the game Ouur Al l  in
machine code. last and tun with loystick controis. uses Hi-Res colour graphics 8 K or larger
expansion needed. Only E6.00 5 0 p  P I P  complete with instructions.
RATMANI (BK EXPANSION)
Arcither amazing game from Ltamasoftl! You are the man under attack by the deadly rats as
they tall from the sky You must dodge the arrows to get to the rats and then squash them
with your hammer before they dig under the platform on which yOu stand, and mutate into
devils. Fast action with great graphics to make an extremely addictive game 8 K or larger
memory expansion needed Hi-Res colour graphics, in machine code. Only E5_00 •  50p
P&P complete with InetruCikane.
BREAKOLITiDEFLEX
Unexpandled package a  full feature version of the popular arcade Breakout plus a  new
concept in computer games. Deem'
,  B a t h  
p r o g r a m s  
o n  
o n e  
c a s s e t t
e  
o n l y  
t a m
.

BLITZKRIEG
As seen at the Commodore show and reinewed by the Daily Telegraph F ly your Vulcan
Bomber over the enemy city and destroy the buildings. 25 levels of ;play. uses Hi-Res colour
graphics and plays Rule Britannia between waves. Only £4.95 complete with Instruc-
bons.
GAME GRAPHICS EDITOR
L.:reale your very own custom characters for the onexpanded VIC 20. up to 34 characters
min facilities such a s reflect and save on cassette etc.

T R A D E R  A  trilogy of I 6K programmes that
combine to give an epic 48K graphic adventure. As a
galactic trader, you deal wi th some very bizarre
customers indeed Wi l l  you live to tell the tale? lX81
E 10.50 VIC20 E IS 50 itape or disc).

S U B S P A C E  S T R I K E R  O u r  top selling, big
screen graphic game Wit h  your deadly Antimat
torpedoes, you unleash havoc in the Federation
spacelanes and try to dive back to the safety of
subspace, fast. 7X81 E5.50. VIC2O E9.50. I 6K.

S T A R O U E S T  A  voyage of discovery and
adventure in the cosmos. With  the help of your
onboard computer, you seek a habitable planet amidst
the perils of deep space. ZX81 E5.50.VIC20 E9.50. 16K.

E N C O U N T E R  W o u l d  you know what to do if
you en(Ountered extra-terrestial beings? In this
adventure, you are snatched off the Earth and the
space invaders play V a i l  ZX8I E5.50.VIC20 E9.50. I 6K•

Z O R  B a t t l e  of the robots. Fight for survival in this
action-packed strategy game. Megajoules of destructive
energy in a futuristic duel. Da i l  E5_50. VIC20.E9.50. 16K

SPECTRUM

ATARI 400-800

ZX81
CENTIPEDE I 1 6K)
the ORIGINAL game Nom the ORIGINAL author.
This is the identical program to that being sold by
other companies for three times our price . The
game has received ecstatic reviews in the comput
ing press. Program has 30 Weed levels and ever
increasing Centipede horde s. Ta ble s t o p  1 0
scores and names. Why wait to pay more'? Only
£1.95 -  5 0 o P&P.

= JOYSTICK CONTROL

GRAPHICS CREATOR (18K)
Nol just another character editor' Allows you to define ne t only the 21 use r Cleanable
characters. Also allows you to change the entire 98 character ASCII set Creates BYTES
Files ready for you to load int0 VOW own programs. Includes achanoad Reflect Invert, Feld
commands etc. Complete with full documentation. Bon the BIN statement and use Graphics
Creator with ets easy co-screen cursor editing e zois 5 0 p  P&P.
BOMBER (16k)
Yes, a  full Mature •iersior of the popular game Betz supplied for the 1 OM of ASK Spectrum
For only E2.93 5 0 p  P&P.
ROX III (16K1
Blast the falling meteors as they invade your planet cruise missiles are your only defence in
this worth of disaster I I  they break through the crust a l your planet then your Me support
systems will fa il An  addictive garne with fast action a nd great graphics. 1 6 K or 4 8 x
Spectrum only £2.95 5 0 0  PI P.
SUPERDEFLEX (48K)
Bounce 'Sid'. the space invader, around the screen into the power pods, keeping away of
course from the devil who chases you around the screen Steer with your Defies shields but
beware the mines or you may be buried alive! Supeen grapritcs and la nta s ic  sound on the

Soe ct•
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TURBOR.EX
Superb uera-fath end totaay new ball game U se s ATARIS unique features to the full
Incorporates superb co lo u r
-
so u n d  e l e c t s  
a r i d  
u s e s  
P l a y e
r  
M i s s i
l e  
g r a p
h i c s  
T a b
l e s  
l
o
p  
1
0

scores along with Scoter's name C5•00 -  SOp PI P.
GRAPHICSCHARACTER CREATOR
Now yOu Can define your aan custom character sets, or ecli existing sets Results are fully
displayed on screen in modes°. 1 .2  Special features include reflect invert Gave character
sets etc Supplied on cassette with data sheet only E8.00 •  5 0 p PI P.

LLAMASOFT
SOFTWARE

4-eDept CW5
:  1 5  Mount Pleasant,

j Z  la dle y Hants

8026 68N
Tel 07356-4479
Thee entwines
welcome

Please add 50p P&P with all orders

And now for the big picture.
P I X E L  P O W E R  A t  last it is easy to create your

o wn  custom characters on the 8K plus expanded
VIC20. A graphics workshop packed with  useful
features like Create, Amend, Save, V iew Set. E9.50.
Refreshes the pixels that other programmes can't reach.
(See Pixel Power in action in Trader and Subspace Striker)

H A R V E S T E R  R e a p  your reward in the
Booster spice fields around the planet  Delta.  A  cut-
t hroat  strategy game for 2 to 4 players for the
unex panded VIC20.  E4.50

B R A I N S T O R M  T h e  telepathic emissions of the
friendly Psions can wreck a human brain. Can you get
our three space explorers across a river of nasty goo
without b lowing their minds. Unexpanded VIC20.E4.50.

G U I T A R P I X  1 F o r  the VIC20 owner who  wants
to play the guitar. The first of a series that shows how
to t une the guitar and demons t rates  some element ary
chords Unexpanded VIC20. E4.50.
Send SAE

, f o r  more details. PIXEL
Pixe l Pro d u ct io n S 3 9  R ip le y Gdns. L o n d o n  SW 14 a l-IF
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10 RE M DRAGON'S TEETH BY C. GORDON
20 GOSUB 230
30 BX -BX -i - (JOYSTK (0) <2 0  AND BX>13) — (JOYSTK(0)>40) AND BX<27):

PRINTru
, 
4 1 6  
4  
D X
,  
B
$
;  
: R
E
T
U
R
N

40 GOSUB 30
50 T P -BP + BD:  IF TP>1503 THEN 120 ELSE IF PEEK (TP)=128 THEN POKE BP,

128 :POKE TP, 131: B P -  TP: GOSUB 30: GOTO 40
60 GOSUB 30
70 I F PEEK (TP)=245 THEN BD--BD + 2: GOTO 40
80 I F PEEK (TP )-1 4 0  THEN BD= -3 2 + (B13=31) — (BD=33): IF S C-MX  ,
6 0  T H E NMX -S C: GOSUB 330 :GOTO 40 ELSE GOTO 40
90 I F  PEEK(TP).--143 AND PEEK(TP)- 230 THEN POKE T 1
2
. 1 2 8 : S C - S C

:PRINT(4489,";:PRINT USING "-# # # " ;S C::S O UND
160,1:BD=32-(ABS(BD)=31)-1-(ABS(BD)=33):GOT040

100 I F PEEK(TP).---255 THEN B D = ( - B D ) - 1 - 2 * ( B 0 • - • - 3 2 ) - 2 * ( B D >
-
3 2 ) : G O T O  4 0
110 I F  PEEK(TP)=250 THEN BD= BD-2 :G O TO  40
120 S OUND 3, 10:POKE BP,1 2 8 :BL=BL-1 :IF B L - 0  THEN 270 ELSE

PRINT4509,'"• ;:PRINT LISING"#";131-;
130 PRINTra'416,STRINGS(32,128);
140 GOTO 180
150 CLSO:CLEAR200:PRINT6/0,STRINGS(32,255);:FOR 1=0 TO 448 STEP 32:

PRINT(al,CHRS(245)::PRINT0T11-31,CHRS(250);:NEXT 1
160 GOSUB 330
170 S C= 0 :BL= 5
180 BP=1 2 1 7 +RND(1 0 ):B0 =3 3
190 PRINT@483, "SCORE";:PRINT4503,"BALLS";:PRINT(4 509," ";:PRINT

USING"#";131-;
200 B$ =CHRS(128)+STRINGS(3.140)+CHRS(128):BX=10:PRINT(0.416+BX.BS:
210 GOSUB 30:IF(PEEK(65280)AND 1 )>0  THEN 210
220 GOTO 40
230 CLS:PRINT6i6 ."DRAGON'S TEETH":?:? Y OU ARE CONFRONTED BY A

HORRIBLE DRAGON AND YOU ARE ONLY EQUIPPED WITH A BAT AND FIVE
BALLS. ":PRINT "YOU WILL HAVE TO KNOCK OUT MOST OF ITS TEETH TO
SURVIVE"

240 P R I N T : P R I N T
-
H I T  A N Y  
K E Y  
T O  
S T A R
T "

250 IF I N K E Y S - -
-
T H E N  2 5 0
260 GOT0150
270 CLS
280 PRINT USING"YOUR FINAL SCORE I S # # # # " ;S C
290 F=0:PRINT6/ 448. "WANT ANOTHER G AME ?"
300 ZS=INKEYS:IF Z$ - '" '  THEN 300
310 I F  2 $ ="N"  AND F=0  THEN PRINTr(i416,"DOES

ANYONE ELSE":F=1:GOTO 300 ELSE IF Z S - -
-
" N "
THEN CLS:END

320 GOTO 150
330 FO R 1 -65  TO 161 STEP 32:PRINT STRINGS(30,

(143-(1-1)/2));:NEXT I:RETURN
340 E N D

42 COMPUTER & VIDEO GAMES

DRAGONS RCM
I f you thought fighting dragons was all about knights in armour, giant
broadswords and maidens in distress you've got another think coming!
All you really need to vanquish one of these fire-breathing reptiles is a
table-tennis bat and five tennis-balls. Yes, really! And you don't even
have to be John McEnroe to do it!

You are confronted by a particularly nasty looking dragon with a set of
razor sharp teeth that make Jaws look like Albert Steptoe. Al l  you have
to do to survive is knock out the dragon's teeth using the bat and balls.
Easy huh! This is breakout with a difference — it bites back.' Only brave
dentists need apply
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ZX Spectrum

PUCKMAN

VC RESCUE

*-

as

2 earth shattering
games at fantastic prices

JOYSTIX SHOWN NOT INCLUDED

I NTERCEPTOR
SOFTWARE

VIC 20 Unexpanotic

SPACE BUGS -  M ACHINE  CODE
Can you defend tour  Menet front an alien insollanat• The  Marauding bugi are swarming in for  the k i l l
So keep on your toes. loymix or k e y boa r d- - ..4 4 .0 0

GALAKZIONS — MACHINE CODE
This vs the most amazing alien genre ever seen on the Vic 20 Ge lemons swarnung In attack formetion
to deetroy your planet The  nearest program to the reel arcade game for the unexpended
20

F HOG
An amiumg varliiOn a t Fr own in M e unempswided V ic 20. W i th  drying tuned and plenty of vehicles to
nen you doses. Fa s t action and tugh resolution graphics. Joystix or keyboerd control E a  00

ALIEN ATTACK — MACHINE CODE
vou e e  under enedir from an immense force T h e  program has various Wini tor you to battle against
giving an extraterrestrial experience for any adventurous human being I t  00

VIC elDkeeER •
An estrernely M P  action °umber gene for the V ic 20. W O  nigh reeolutum colour graphcs F la tte n
rne enemy city before as too late. 1 3 0 0

PUOCMAN M A C H I N E  CODE
The old favourite back s pin. J oy nix  or  keyboard control. Fe e t action. H igh resolution c olor  graphict
m the unexpended V ic 20_,..... 16 .00

SPACE TR A V E L  M A C H IN E  CODE
Zap yo u r w a y  th ro u g h  th e  m yri ad  o f in vad in g  alian s to  w r e n .  A e y b o a rd  o r ' w i t . ,  0 0 .1 1
,
0 1 1 ,  h i g h  r a g
nairt10
,
1 
c o l
o u r  
g r
a p
h i
c k
_ _
_ _
. E
5 .
0 0

VIC RESCUE -  M ACHINE  CODE
Your Planet is under attack by a fourth dimension and your only metre 1  by lunar non to  the MOSher
ship. However you roust first dodge your way through the  Astroid belt and onto the tanning pad before
returning Nome. K e y bowd or J a m ie  control. high resolution colour graphics 6 6 . 0 0

V/C 20 3  k Expention
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the  p ig s O n g  o f t wo  M ayan s ch o ice  a l  d isiPS ari th  K o ra  Shee t S a t  yo u  at  th e  l e th  _ f a  9 9

vuOrsDHANGE
A h ig h ly adoCalhona

SPECTRUM 161. or llek

STAR SNAKE
A novel games idea m e noe uv r e  the make around the screen toa s t the stems but watch i t or you may eat

ATARI 4001E 0  16

,win , . 1 0  s r d  2  o la,e •  o t  p l ay ag e -n il  th e  co mp u te .  o p tio n

URGENTLY REQUIRED
Software and hardware projects fo r all micro computers. I f  you
have wri tten a program or designed an add-on then we will pay
top cash or the highest royalties, S o  send in a demo now to :
Interceptor Micro's, Lindon House, The Green, Tadley, Hants.

•I s a  re giste re d t ra de  m a rk o f  At a r i  in c. i s  •  re giste re d t ra d e  m a rk o f  C o m m o d o re  Busine ss M a ch ine s

k o f  s i n e w ,  R e s e a r c h  L t d .•  I s a  re giste re d t ra de  m a r

JOYSTIX
FROM INTERCEPTOR

M I CRO 'S

At last, the ultimate in ZX
add-ons has arrived. The
unique board has been design-
ed to take Atar i* type or
Commodore' type joystix
The board will take two joy-
sticks+ which are software
programable using the in
statement on your Spectrum.
Just add a few simple lines
to your programs for  true
arcade action. Supplied with
full instructions and demon-
stration cassette for  only

E18-95

TRADE ENQUIRIES WELCOME
FOREIGN DISTRIBUTORS REQUIRED

LINDON HOUSE, THE GREEN,
TADLEY, HANTS.

5
t
h

ZX M CROFA I 11

nuantIty

DECEMBR 18thE
NEW HORTICULTURAL HALL LONDON SW j

Mr. Mns M iss
Address

Send order to:
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SPaCe Bogs Vic 20
Frog Vic 2 0
A .e n A ft, .  •  ti . t.  2 0
Bomber V ic 2 0
Rickman Vic 2 0  •
Space travel Vic 20
Vic Rescue Vic 20
Golf i3k Exp) Vtc 20
Star Snake  Soectrum
Wordhanges Ata ri
Postage & packing
. •  T O T A L

ltern
Price

H e  95
£7 l i l t

C4.00
(400
I h  DC

0 .0 0
(6 .00
BOO
MOO
C4 99
CI 99
t5  00
CO 50

Interceptor M icro's,  Lindon
The Green. Tadlent, Hants

Total

E0.50
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119 JOHN BRIGHT STREET

A T A R I  B I R M I N G H A M
021-632 6458 A T A R I '  I
,

TUTTI FRUTTI
WAR

32k (Cl)
32% (Cl)

E19.50
E19.50

DARTS
CRIBBAGE & DOMINOES

18k (c) £ 1 9
.
5 0
16k (c) ( 1 9 5 0

CHOPPER RESCUE
HELLCAT ACE
FLOYD OF THE JUNGLEBATTLE TREK

3214 Id)
324 id )
32*
32% (d)

E29.50
E29 50
E29.50
1:22SO

BRITISH JIGSAW PUZZLES
EUROPEAN JIGSAW PUZZLES
NURSERY RHYMES I
NURSERY RHYMES II

154. (c) E 1 9 . 5 0
164. (c) C I 9  SO
16k (cl E l i  50
164 (c) E 1 9  50

THE GRANITE POINT GHOST 484 (d i E36 80

E49.99

THE DISAPPEARING DOLPHIN 48% (d) E36 80 ACCESSORIES

ATARI 800

STORY MACHINE 4814 (d i £28.60 terk RAM 15001 E40.00
FACEMAKER 484 (d) E213,60 15% RAM BOARD 113001 E65.00
CHRISTIMS SAMPLER 484 (d) E24 50 324 RAM PACK 16001 E115 00
ASTRO CHASE
ASTRO CHASE

324 (c)
324 (d)

£26.50
E213,50

32k UPGRADE 14001
DOS 2 MASTER DISKETTE

E69 95
£21 95

SKIING 184 (c) E19.95
TT RACER 1814 Cc) E19.95 BOOKS AND MANUALS

OE R A ATARI M O O
MASTER MEMORY MAP E4 95

ADVENTURE GAM ES
ADVENTURELAND 244 (c) £16.50 GENERAL SOFTWARE
PIRATE ADVENTURE 24% Cc) E16.50 WORD PROCESSOR 19965
MISSION IMPOSSIBLE 24% (c) C16.50 INVITATION TO PROGRAMMING 1 E15 95
V0 0 0 0 0  CASTLE 244 (CI El6  50 INVITATION TO PROGRAMMING 3 E22 95
THE COUNT 24* (CI E1650 CONVERSATIONAL FRENCH E39 95
STRANGE ODYSSEY 244 (c) 0 6  50 CONVERSATIONAL GERMAN E39 95
MYSTERY FUNHOUSE 244 (Cl E16.50 CONVERSATIONAL IT/ ILAN C39 95
PYRAMID OF DOOM 244 (Cl £16.60 CONVERSATIONAL SPANISH E39.95
GHOST TOWN 24k (c) E16.50 MINI WORD PROCESSOR 3214 (Cl E 9  95
SAVAGE ISLAND PART I
SAVAGE ISLAND PART II

24k (c)
24k (c)

E18.50
E1650 KIDS I

KIDS II
113k (c) ( 9 9 5
18k (c) E 9 . 9 5

GOLDEN VOYAGE 244 Cc) E16 50 BOBS BUSINESS 164 (C) E 9 . 9 5
ZORk I 324 (d) E30.95 GRAPHICS MACHINE IdI E l 3  50
ZORK II 324 Id) C30 95 PLAYER PIANO 164 (c) E 9 . 9 5
DEADLINE 32/4 id ) (3950 MICROPAINTER 48% (Cl) £ 2 5 . 5 0
BOMB HUNTER 164 Cc) E17.95 GRAPHIC MASTER 48k (dI ( 2 9  10
CAVES OF DEATH 324 (c) E19.95 GRAPHIC GENERATOR 324 (d) E 1 8 2 0
ADVENTURE HINTS E S.95 S A M 32k (d) E 4 3 . 7 0

ABUSE 48% Id) E 1 4  50
GAMES SOFTWARE
COMPUTER CHESS ROM E24.50

HOME FINANCIAL MANAGEMENT
MICROSOFT BASIC

154 (CI E 1 9 . 9 9
481‘ Id) £ 5 9 . 9 9

VIDEO EASEL
STAR FLITE
STAR FLITE

ROM
324 lc)
4(1k Id)

(24 50
E113.50
(2025

TUTORIALS
DISPLAY LISTS 164 (c) E 1 3 . 9 5

SUNDAY GOLF
GALACTIC TRADER
GALACTIC EMPIRE
MISSION ASTEROID
WIZARD & PRINCESS
ULYSSES & THE GOLDEN FLEECE
CROSSFIRE

161t lc)
324 IC)
324 IC)
40k (d i
404 (d i

(Cl)
32k (Cl)

E12.50
M A O
£16.50
E22.25
E29.50
C31 .95
E23.95

HORIZONTAL & VERTICAL
SCROLLING

PAGE FLIPPING
BASICS OF ANIMATION
PLAYER MISSILE GRAPHICS
SOUNDS
DISK UTILITIES

164 (c) E 1 3 . 9 5
16% (c) E 1 3 . 9 5
184 (c) ( 1 3 9 5
324 (Cl E l i '  95

(1395
324 (d) C 1 9  95

MOUSATTACK 324 (1) E31.50
THRESHOLD 40k (d) E3I 9 5 BUSINESS AND UTILITIES
ACTION GUEST 1 6 k  (c) or 321t (d)
ANALOG ADVENTURER 3 2 %  Id)

E19.50
E
1
6
•
9
9

CCA DATA MANAGEMENT
TEXT WIZARD

(d) E 1 0 1  00
(99.95

CRYPTS OF TERROR
CRYPTS OF TERROR

I64 lc)
324

E21.96
E25.50

3-0 SUPERGRAPHICS
KOOS

40k ( t o r d i (3 9  99
E53 95

CRUSH CRUM BLE. CHOMP
RICOCHET

32% (c)
184 (c)

E22.45
E14,95

MACRO ASSEMBLER 404 (C) E S I  50
4014 id ) C 5 5  50

STAR WARRIOR
TEMPLE OF APSHAi

324 (c)
32% Cc)

E29,95
E29.95

MACHINE LANGUARE MONITOR I Tik (c) ( 2 5
9 5 (d) E30.135

UPPER REACHES OF APSHAt 32k (ci E14 95 MONKEY WRENCH (800 ONLY) ROM E 5 I  50
RESCUE AT  RIGEL 3214 E22 45 MEMORY TEST 164 (c) E 7 . 9 5
INVASION ORION 2414 (c) E18 75 BASIC ROUTINES 184 (c) ( 1 9 5 0
DATESTONES OF RYN 324 CC) (14.95 BASIC ROUTINES 241 (d) ( 1 9 6 0
MURDER AT AWESOM E HALL 64 Cc) E12.95 C R I S 324 icli ( 1 7 1  20
TOURNAMENT & BAt L  PrkI L 164 ic) E19.50 DiSkEY 324 ;d i E 3 8  50

ATARI 800 810 ATARI 410
with Basic language 16K

i
A
T
A
R
I

Disc Drive with DOS II Cassette Recorder
C399.95 E299.95 E49.99

ATARI 800 UPGRADES 850
with Basic language 48K for ATARI 400 Interlace Module
E479.95 32K E75.00 48K £99.95 E135.00

ATARI 400 with Basic
language 249.95
without Basic language
£19995

ATARI 400 48K
INC BASIC £299.99
+E10 p & p

GAMES
ASTEROIDS
BASKETBALL
MISSILE COMMAND
PAC M AN
SPACE INVADERS
SUPER BREAKOUT
CENTIPEDE
SUBMARINE COMMANDER
JUMBO JET PILOT
SOCCER
KICKBACK
MOUNTAIN SHOOT
DEFLECTIONS
ANGLE WORMS
LUNAR LANDER
REARGUARD
REARGUARD
JAW BREAKER
PROGGER
PROTECTOR
CHICKEN
DODGE RACER
KRAZY SHOOTOUT
SHOOTING GALLERY
RACE IN SPACE
GHOST HUNTER
GHOST HUNTER
ALIEN SWARM
ALIEN SWARM
HOTFOOT
GALACTIC CHASE
GALACTIC CHASE
AIR STRIKE
AIR STRIKE
SHAMUS
NAUTILUS
c i o w N s  a  BALLOONS
TUMBLEBUGS
TRACK ATTACK
PACIFIC COAST HIGHWAY
CANYON CLIMBER
CHOPLIFTER
PREPPIE
APPLE PANIC
SLIME
SNOOKER & BILLIARDS
DARTS
GHOST ENCOUNTERS
FIGURE FUN
COMPUTE 4  and REVERSI
OWARI B U L L  & COW
EASTERN FRONT
SPACE GAM ES
BUG OFF
BUG OFF
COMBAT
COMBAT
EL IMINAT OR
ELIMINATOR
STRATOS
STRATOS
SEA DRAGON
SEA DRAGON
TUTTI FRUTTI

ROM E 2 9 . 9 5
ROM E 2 4 . 5 0
ROM £ 2 9 . 9 5
ROM £ 2 9 9 5
ROM E 2 9 . 9 5
ROM £ 2 4 . 5 0
ROM E 2 9 . 9 9
ROM E 3 4 . 9 9
ROM E 3 4 , 9 9
ROM E 2 9  99
ROM £ 2 9 . 9 9
I6k (c) C 1 2 . 5 0
16k E 1 2  50
I84 (c) E 1 2 . 5 0
244 E 1 2 . 5 0
16% ( 1 8 5 0
32k (d) E 1 8 . 5 0
184 (Cot d) £23.95
(c o r d) E 3 1 . 5 0
32k (c or d) E25.50
16k (c or d) £25.50
16k Ic or d) E25.50
ROM E 2 9 . 9 5
16k (c) E 1 6 . 7 5
16k (c) E l °  75
16k (c) £ 1 9 . 9 5
32k (d) E  19 95
16% (c) E 2 1  95
32k (d) E 2 5 , 5 0
I64 (c) ( 7 5 0
I64 (c) E 1 5 . 9 5
32k Id) E 2 0 . 2 5
164 IcI  E 1 9 . 9 5
324 (d) E 1 9 . 9 5

16% (CI or 32% (d) E2 5 .5 0
324 (c or di (2 5 5 0
le k (c or d) F21 80
24k (0) E 2 1  .00
32k Id) £ 2 1 . 6 0

16k (c) or 32It (d) E2 1
lek (c) of 32k (0) E2 1 .8 0

48% (d) E 2 5 . 5 0
16k (c) or 32k Id) E1 9 .9 5

32% (Cl) E 2 1 . 8 0
24k (c) E 2 5  50
164 (c) E 1 9  99
164 (c) £ 1 9 . 9 9

161(1c) 0021( (d) E1 9 .9 5
184 (c) E 1 4 . 9 9
164 4c) E 1 4 , 9 9
I64 I cI  ( 1 4 . 9 9
I84 (c) E 2 4 . 5 0
16k (c) E 1 6 . 9 5
16k (c) E 1 9 . 5 0
24k (d) E 1 9  50
244 (c) E 3 8  50
24k (Cl) £ 3 8 . 5 0
181( (c) E 1 9 . 5 0
32k (d) E 1 9 . 5 0
16k (c) E 2 6 . 9 5
32% Id) E 2 6 . 9 5
164 (c) E 2 8 . 9 5
324 ICI) E
2 6
-
9 5

K-5 r i 9 f 5 0

To; CALISTO COMPUTERS LTD, 119 JOHN BRIGHT STREET, BIRMINGHAM
PLEASE ACCEPT MY ORDER FOR THE FOLLOWING PROGRAMS:
-1.
2.
3.
4.
5.
Cheque No.  F o r  t    e n c l o s e d .
Please debit  my  c redit  card ACCESSVISA No,

Phone o rders we lcome on  021-632 8458. S i g n e d

44 COMPUTER & VIDEO GAMES

Osep•tch to

Name

A ddr es s

Calisto Compuiers Lid.

SPECIALISTS IN MICROCOMPUTERS AND SOFTWARE
119 JOHN BRIGHT STREET, BIRMINGHAM B1 1BE
Yeteritton• 021-632 6158
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6 D I M 7 2 5 0 ;M .0 ;0 =l1 3 0 0
2

2 8 0 I F 7 Z =1 1 5  G . c

7 W =0 ;L =3 ;R =3 ;C =5 0 ;0 =3 5 0 .
1 ,
0

2 8 5 I F  O =L A3  AN D  M .1 2 7 ;q =3 5 ;P .g 7 ;? Z =1 2 7 ;Z =L 8 1 1 3 8 i0 =1 1 4 - 2 0 0
13 Z =L 8 0 2 1 ;X =0 2 9 0 T I =3 2 ;7 7 :
14 7 . 2 2 = L 8 0 F 5 ; F . A . - 0

0
1 0 ; Z Z A = Z
2 2 4
A i N .

2 9 5 I F M =0  G . z

15 F . A = 1 1 T 0 2 5 ;Z Z A = L 8 0 6 2 ;N . ;F . A = 2 0 1 0 5 0 ;Z Z A . L 8 0 b $
6
A • 2 6 ;N .

2 9 6 I FM -1  R .
17 7 2 0
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( . R
I B E
; f 1
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1 = L
8
1 0
A ; G
= 4

3 0 0 0 .2 0 0

18 I F R ) 5 0  R =5 0 3 8 0 zF .Y=2 1 OR
2 0 I F1 i=1 5 0 0  U =2 0 0 0 4 0 0  A=AR SR N 0 7 4 4 .0 1 1 I FA.1  X . - 3 2
21 W . W 4 0 ; I F U = :

.
0 0 0  
L = L . 1

401 I F A=2  X = 3 2
22 P .g 1 2 ' "5 C 0 R E  " W " " L 1 V E S 4 0 2 I F A=3  X = - 1
23 F .A=1 T 0 1 0 0 ;W AI T ;N . 4 0 3 I F A=4  X = 1
24 U =0 4 0 5 "W Y . 1 2
8 0 G . * 4 0 6 I F ( 7 ( Z Z Y .X ) =L F F ) 0 R ( ? ( Z Z Y . I .X ) =1 2 7 ) 0 .4 1 0
9 0 P.1 f1 2 4 0 7 I F V 2 X 0 0 4 8 0 0 0 ) AN D ( Z .V F .X C E 8 I F F ) L Y .4 1 1 N .X .

1 0 0 F . A = I 1 0 0 O 3 = A . R . 3 5 1 0
4
1 1 3 7 L 8 0 0 0 = L 1
?
F ; N .

4 1 0 7:7-Y=42
1 1 0 F .A=4 8 0 0 0  T O  4 8 0 1 E ;? A=L F F ;N . ;F .A=.e .8 0 1 F  T O  1 .8 1 F F  S .  3 2 ; 4 1 6 M =1 ;G 0 5 .2 0 0

7 a . I FF;N. 4 1 8 N .
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112 F .A.L 8 0 0 0  T O  L O I D E  S . 3 2 ;? A = L F F ;N . 4 2 0 7 7 .2 0 =3 2 0 Z 2 :1 .3 2 ;Z Z O .L L 0 4 0 ;7 2 1 =4 Z 1 M 4
1 1 9 F . A = I T 0 5 ; 1 5 = A . R . 5 1 0

4 -
1 0 3 U 8 0 0 0 = 1 1 5 ; N .

4 3 0 = 0 . 4 2 ; 7 2 2 1 . 4 2
1 2 0 M 8 1 0 4 =1 2 7 4 4 0 I F ( Z Z I . L 8 1 5 A) O R ( 4 4 1 =L 5 1 0 A) ;1 4 . V . - 1 ;G . G . - 1
131 A . 0 443 N.
2 0 0 L I N K R R O 430 G .2 0 0
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215 I F T Z =4 2  G . b 7 1 0 P 4 1 2

,
0 r . A
. I T o
t 6 q P
. 0 7
1
, " y o
u t r e  
d e
a t
i 2
I S
1 1
1 1
1 1
1 /
1 1
.
1 "
; N
.
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3 2
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8 0 0 c1 )=1 A3 ;1 1 =U 4 .1 0 0 ;G.2 9 0
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2 6 0 I F 7 z =4 2  0 . b 1 0 1 0 ( ;I R R O  JS R  L F K7 1 ;S T Y  A 8 0 ;R T S ; )
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;
0
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BY STEPHEN MAYFROIDT8111,Liaj SNATtto
Psssst! Wa nt to  ge t a  gold
record? A criminal one that
is. No i ts  not a  Bucks Fizz
number, stupid! I 'm  ta lk ing
about real gold bars. All  you
have to do is find your way
around a maze, pick up five
gold bars and deposit them
In a safe. Nothing to it. Well,
there could be a  few minor

problems. L i k e  the  guards
who roa m the  maze. The y
can be a bit nasty at times —
lethal in fact. But only i f you
get o n  the  w rong s ide  o f
them. T h e  s a f e  i s  a l s o
guarded by two sentries. But
that shouldn't put you off —
just think of all that gold!

Scoring is as follows:

100 points are  awarded for
picking a gold bar up.

200 points are  awarded for
placing i t in the safe.

500 bonus points 1  extra
live are awarded for pick-
ing up and depositing the
five gold bars in the safe
separately.
Once a l l  th e  go l d  ba rs

have been removed off the
screen, "A" should be press-
ed — a new level of skill will
be prepared, and your score
and number of lives wil l  be
displayed.

The controls are —  1.1' to
move up, 'N' to move down,
'W to move left, • t o  move
right.

COMPUTER & VIDEO GAMES 4 5
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Somewhere in the Mountains of the Moon there lies an ancient Aztec temple. Inside this
crumbling ruin there is a treasure so strange, so valuable and so cunningly hidden that

bounty hunters from a l l  over the world have been lured to take up the challenge to
discover it.

But so far none have managed to unearth the treasure from its ancient resting place.
They have all fallen victim to the Curse of the Aztec Tomb. There are many

unmentionable dangers for the would-be treasure hunter to overcome once he steps into
the musty depths of the tomb and the only clue to the treasure's hiding place is a curious

4 5  G O T °  9 5 0 0
5 0  L E T  X = 2 8
5 5  L E T  M = 1
6 0  L E T  Y = 2 , 8
6 5  L E T  1 1 = 0
7 0  L E T  8 = 1 0 0 0
7 5  L E T  1 1 = 0
8 0  L E T  V = 0
9 0  G O 5 U 6  9 0 0 0

1 0 0  G O 5 U 6  2 Z 0 1 2 3
2 8 0  P R I N T  A T  A - 1 , C - 1 ; "

I F  R = 2 2 .  T H E N  G 0 5 1 J 8
2 9 0  P P I N T  A T  A , C
-
0
-

3 0 0  L E T  5 = 5 - 2 5
3 0 3  L E T  A = 4 4 1
3 0 5  L E T  C = C + 1
3 3 3  I F  A = Y  A N D  C
-
= X  T H E

0 0
3 5 0  P R I N T  A T  Y
s
X s " - p
-

3 6 0  I F  _ I N K E Y $ =
-
1
-  T H E N

0 0
3 7 0  I F  I N K E Y $ = " 0
-  M E N0
5 0 0  G O T O  2 7 0

2 0 0 0  L E T  R = 3
2 e 1 0  L E T  0 = 1 3
2 0 2 0  R E T U R N
3 0 0 0  L . E T
3 0 0 5  L E T  5 = 5 4 . 1 0 0
3 0 1 0  L E T  Y = Y - 1
3 0 1 5  P R Z N T  A T  Y 4 1 , X 4 2 . ; "
3 0 1 7  I F  Y = 2  T H E N  G O T O  3 5 0 0
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Aztec symbol — which looks strangely like a modern dollar sign. But you'll have to

struggle to even find that
This is an adventure game based almost entirely on graphics and you have to explore the
scene presented to you on the screen. The only controls you have are the k e y  which is
the walk command and the '0' key which can be used to make your explorer, represented

by a plus sign, jump over any obstacles.
You start the game at the base of the mountain and the entrance to the tomb is on the far

side. Once you are at the base of the mountain there is no turning back
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OUT NOW
Software for your
BBC Computer
Make the most of your BBC Microcomputer with
this exciting new range of BBC software packs.
Featuring colour, sound, movement and superb
graphics, they cover a wide range of applications
-  from painting, drawing and home finance to
sophisticated video games. Two of the packs
include programs demonstrated in The Computer
Programme on BBC tv.
Each of these high-quality  software packages
contains a pre-recorded program cassette and a
comprehensive handbook.

Home F inanc e •  Ear ly  Lear n ing
Fun G ames  •  Games  o f  St r a tegy

Pa in t ing  •  D r a w in g  •  Mus ic
The C ompu t e r  Pr og r amme Pr ogr ams  Vol.  1
The C ompu t e r  Pr og r amme Pr ogr ams  Vol.  2

Price f10.00 (inc. VAT) each

ON SALE
WHERE YOU
SEE THIS
SIGN

BBC)•••42,•
,
,c
kikl.
>s

:
.. :,,

cSOFT

THE REAL
SOFTWARE FOR
YOUR BBC
COMPUTER

Published by British Broadcasting Corporation

48 COMPUTER & VIDEO GAMES

DOUBLE AGENT
mic Graphics Adventure. With sound)

THE EXTERMINATOR
(Fast action KC arcade style game)

ALGRAV SOFTWARE
Please put me on your mailing list.

Name

£12.95

Your mission is to steal the secret plans. As a master
of disguise y ou mus t  choose one  very  carefully
before enter ing the enemy H.Q. Don' t  rush, don' t
dawdle, for  either will raise suspicion. If  challenged
you may be able to bluff, flee or fi ght. You may also
be taken to the cells where your disguise will help,
won't it?

BUY THE TWO PROGRAMMES

DOUBLE AGENT Et
EXTERMINATOR

for E19.95
and get a FREE copy of MOONBASE RESCUE iidaiue 5.951

This offer Valid until 3Ist January, 19B1

E7.95

Stage 1
Kill the birds. Your  ship has 8 directions of  fi re

Remember they like their eggs. They have a helper. .
wa tch  out!

Stage 2
Now the birds have gone, it will be easy. All you do

is pick them off  the ground and return them to the
'Safe area' for  elimination. Wait  w h a t  was that
Look out ! !  It's two robo....AGGGGGH

Address

Town/City

Machine  M e m o r y   D i s k s

Signed

"'OA LGRAY 1
)
§

RLEPOST ALG RA1
Algray House, 33 Bradbury Street, 8 1 1 8  1 8Barnsley, South Yorkshire.-( : )  0 03, go 8.......... ....... . .  •••••.,•  0 0
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Meanwhile b ack  i n
space t h e  l ong
and winding tunnel
faces our brave astro-
naut trapped deep in
the heart o f  a  very

, unfriendly planet.
You have to steer a

ship through the tun-
nel avoiding outcrops
of rock an d  deadly
mines. T o  keep th e

TUN
N
EL 
R
U
N

5 RE M * * * * * * * * * * *  TUNNEL-RUN * 4 * * * * * * 4
6RE M ** *  OCT.1992 BY NEIL STEVENSON****
10 PRINT"n":FORA=32768T032807TOKEA,160:NEXT
20 FORA=32807T033767STEP40:POKEA,160:NEXT
30 FORA=30767T033728STEP-1TOKEA;160:NEXT
40 FORA=3072ST032728STEP-40TOKEA,160:NEXT
50PRINT"0.110U00% M M1M 010 MOM t  V a l t  t  t  WM"
60 PRINT " M M  I t U  0  1S0 M t .  0$m. S  t a l  0  I t 100"70 PRINT " O M  1.. N ra  m t  1M m9:,,,,: vwn %  m w  Irar"
71 FRINT"OWELY YOUR SHIP(V) THROUGH THE WINDING";
72 PRINT"MMNM TUNNEL ,AVOIDING MINES(*) AND
73 PRINT"MIPTAITCROPS OF ROCK.HAVIGATE THROUGH"
74 PRINT"MODETHE FUEL GATE5(8-i l) FOR A 'BONUS."
75 PRINT"VMO 4 - M O V E  LEFT 6-MOVE RIGHT"W  I N P76 P R I N T " O U T  WIDTH OF TONNEL(0-IMPOSSISLE"

77 PRINT"MMTO 9-EASY8 0ETAVGG,TYAL(Al):IFGG(30R0G)11THEN78
79 GG=GC*
2100 PRINT"n":13=33272:PRINT"SIKAIKKOKOKROMPIPPIRKWYJNKC":REM*25 CURSOR DOWNS*
110 t--:33748FORA=HT0H-(40*12)STEP-401POYEA,160:NEXT
115 FORA=H+GOTOH4-06-(40*12)8TEP-4CvPOKER,160:NEXT
1210 POKEG,02: POKEH ,160:POKEH4-130,160:PRINT":POKEG,
100 IFFEEV(04,40.3<)32THEN500
140 SC=3C4-1
150 IFPEEK.(151.--41THENPOVEG,320=6+1:60T0240
160 IFPEEK(151)=421HENPOKEG,32:G=G-VG0T0240
170 A=INT(RND(1)*8)+1
175 IFA=1ANDW233728THEOH.--H-1GOT0120
180 IFA1THENH--'H-4-1:0010120
190 IFFirz2ANDH<(03767-GO)THEHH=H4-1:00T0120
700 IFP=2THENHTM-1:GOT0120
1:10 IFA=0THENCH=H+INT(RND(1)*00-a)-1-3RUKEN,s1

P
O
K
E
C
H
4
-
6
4
:
P
O
K
E
C
H
+
2
,
S
1
0
0
T
0
1
2
0

.7'20 IFAtt4THENPOKEH-1-1,160:POKEHA-2,160TOKEH-4-3,
1 6 0 0 0 T
0 1 2 0200 IFFV=5THENPOKEH-4-00-i,160TOVEH4G0-2,160P
O
K
E
H
+
G
G
-
3
,
1
6
0
1
3
0
T
0
1
2
0

n 1  FI:t=6THENP0KER4INT(RND(1)*G0-3)-1-0,90A3010120
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ship flying you must
navigate through fuel
gates w h i c h  yo u ' l l
find tucked away in
the tunnel.

There i s  a  h i g h
score featu re  b u i l t
into the program and
you c a n  a l t e r  t h e
width of the tunnel as
you get more skilful

at navigating through
the tortuous twi sts
and tu rns.  Contro l
keys are ' 4
1  f o r  
l e f t
and 1
6'  
f o
r  
r i
g h
t .

So now i t's all up
to yo u  —  ar e  yo u
a space-age a r t f u l
dodger?

1

RUNS ON A

3000 SERIES PET
IN 8K
BY NEIL STEVENSON



A = I N T ( R N D (
1 )
*
2 ) + 1 1 0 0 T 0 1
7 5

_140 IFPEEK(0)Q32ORPEEKO+40)032THEN500

500 IFFEEK(G)=64OPPEEK(54-40)=64THENPOKEG+40,32:SC.:-SC-4-10:0070170
510 FORA=1T010;POKEG,160:FORB.,.1T05tYNEXT:r;OKEG,321FORE.:1T050INC4T!HEXT

L50 POKE0,22:60T11170

S20 POKE0,32:1-1-=1-1.+111FLLnTHEN540

560 PPINT"1001114101110r;:FORA1T0217PRINTMIDS(8$,A,1);FORE=1T0100!NEXT:NEX7

530 OnT0100
540 PRINT".001,1511%"
S50 AX=" 3  A M C  O V E

570 FORA=1T02000:NEAT
5S0 PRINT"M"
590 IFSC)HSTHE0630
600 PRI NT " Agnelli%
610 PRINT"VA
S20 PRINT"WC
621 P O K E 1 0W I F A X

,
= " " T H
E
N 6 2 5

S C = 0 : 1 . 1 =
0 : 0 0 T 0 1 0

YOU SCORED "SC"  POINTS!!
THE HIGH-SCORE I S  "HS

PRESS ANY VEY TO CONTINUE.
5••

625 OET

"

630 PRINT"I l626A t t t  M t  1 t t ! W  V  M t  W  • rMW M t  V W ;
640 PRINT " t  :,....$ t w t  tw. 1 . t t  t  t o p *  t  A  t  t$-At t::*"650 PRINT .mwm 1 Iwo a m o , z  maa rAm m m.,..;
660 PRINT"AWOU HAVE GOT RH m a : n o °  "SC" POINTS! ! "
670 PRINT"1114 T O D A Y ' S  HIGHEST SCORE!!"
680 PRINT"A0 P R E S S  ANY KEY TO CONTINUE"
684 POKE158,0:HSSC
685 GETWIFAI..--""THEN685
686 LL=0:SC=OGOT010



1 - ,
; D
D E
7

2 F % = 0
3 E N V E L O P E 1 , 1 , - 2 6  6 , - 2 6 , 2 5 5 , 2 5 5 , 2 5 5 , 5 0 , 0 , 0 ,  4 9 , u
4 E N V E L O P E 2 , 1 , 1 , 1 , 1 , 1 0 , 1 0 , 8 0 , 1 0 0 ,
-
1 , 0 , 0 , 1 0 0 , 0

10 P R O C I N I T
11 M O D E 7 0 ( % = 1 : V D U 2 3 ; 8 2 0 2 ; 0 ; 0 ; 0 ;
15 S O U N D 1 , 1 , 2 5 5 , 2 5 5
2 0  P R I N T T A B ( 0 , 2 1 ) " C A V E  F L I G H T "
3 0  U P = 2 : D O W N 1 5
4 0  X = 1 0 : F O R I % = 0 T 0 2 0 : P R I N T T A B ( 0 , 1 % 1 C H R * ( A 9 1 ) : N E X T
4 5  T I M E = 0
4 6  RE P E A T
47 F O R I % = 0 T 0 2 0 : P R I N T T A B ( 3 9 , 1 % > "  " : N E X T
4 8  I F F % ( 4 0  T H E N  T I M E = 0
5 0  F O R I % = O T O U P : P R I N T T A B ( 3 9 , 1 % > C H R S ( 2 5 5 N E X T
6 0  FO RI % =DO WN 1 0 2 0 : P R I N T T A B ( 3 9 , 1 % ) C H R S ( 2 5 5 ) : N E X T
70 P R I N T T A B ( 1 , X ) "
8 0  A S = I N K E Y S ( 0 ) : I F A S = " A "  A N D  X > 2  T H E N  X = X - 1
9 0  I F A S = " Z "  A N D  X ( 2 0  T H E N  X = X + 1

1 0 0  J %=HI MEMA-3A-40* X : J %=' ' J %
1 1 0  I F  J % = 2 5 5  O R T I M E > 1 0 0 0  T H E N  3 0 0 0
1 2 0  I F  J % = A S C ( " * " )  T H E N  T I M E = 0 : S O U N D 2 , 2 , 1 0 0 , 2 0
1 2 3  I F  R N D ( 1 0 ) 1  T H E N  P R I N T T A B ( 3 7 , R N D ( D 0 W N - U P ) + U P ) C H R S (
/ 1 8 1 A - R N D ( 8 ) ) ; " * " ; C H R S ( 8 . 9 1
)124  Y%=Y%-s -1 : I FY%=30  T H E N  P R I N T T A B ( 3 7 , R N D ( D O W N - U P ) + U P > C H
RS( ;  " * "  ;CHR% (8,91 ) : N
1 % = 11 2 5  C A L L  S T A R T
127  P R I N T T A B ( 1 , X ) C H R $ ( 2 4 4 ) ; C H R S ( 2 4 0 )
1 3 0  P R I N T T A B ( 0 , 2 2 ) " T I M E  L E F T  " ; 1 0 - ( T I M E  D I V  1 0 0 ) ; "
1 4 0  P R I N T T A B ( 0 , 2 3 ) " D I S T .  TRA V E L L E D: " ; F% : F% = F% - 4 - 1
1 5 0  U P = U P 4 - R N D C 3 ) - 2 : D O W N = D O W N A
-
R N D ( 3 )
-
2 : I F D O W N 5  T H E N  
D O W

N=DOWN-4-RND(5>
1 6 0 I F  U P > 1 5  T H E N  U P = U P - R N D ( 5 )
170 I F  U P O T H E N U P - 1
1 7 5 I F  DO WN> 1 9  T H E N  DO WN= 1 9
177 I F  DOWN(=UPA-2  T H E N  DO WN=UP +4
1 8 0 U N T I L  F A L S E

2 0 0 0 DE FP RO CI NI T
2 0 1 0 DI M X  1 4 0
2 0 2 0 FORPASS=OTO2 S T E P 2
2 0 3 0 P%=X 2 1 3 0 STA HI MEMA-119 , X
2 0 4 0 4OPT P A S S 2 1 4 0 LDA HI MEMA-160 , X
2 0 5 0 . S TA RT L D X  * 2 2 1 5 0 STA HI MEMA-159 , X
2 0 6 0 . P P  L D A  H I M E M , X 2 1 6 0 LDA HI MEMA-200 , X
2 0 7 0 STA H I M E M - 1 , X 2 1 7 0 STA HI MEMA-199 , X
2 0 8 0 LDA HI ME MA - 4 0 , X 2 1 8 0 LDA HI MEMA-240 , X
2 0 9 0 S I P  H I M E m + 3 9 , x 2 1 9 0 STA HI MEMA-239 , X
2 1 0 0 LDA H I M E M + 8 0 , X 2 2 0 0 LDA HI MEMA-280 , X
2 1 1 0 STA H I M E M + 7 9 , X 2 2 1 0 S I P HI MEMA-279 , X
2 1 2 0 LDA HI ME MA - 1 2 0 , X 2 2 2 0 LDA HI MEMA-320 , X

2 2 3 0 STA HI MEM-1-319, X
2 3 8 0 LDA HI ME MA - 6 4 0 , X 2 2 4 0 LIDA' HI MEMA-360 , X
2 3 9 0 STA HI ME M- I - 6 3 9 , X 2 2 5 0 S I P HI MEM4- 359 , X
2 4 0 0 LOA HI MEM-P-680 , X 2 2 6 0 LDA HI ME m+ 4 0 0 , x
2 4 1 0 S I P  H I M E M + 6 7 9 , X 2 2 7 0 S I P HI MEMA-399 , X
2 4 2 0 LDA HI ME MA - 7 2 0 , X 2 2 8 0 LOP HI MEMA-440 , X
2 4 3 0 STA HI ME MA - 7 1 9 , X 2 2 9 0 STA HI MEMA-439 , X
2 4 4 0 LDA HI ME MA - 7 6 0 , X 2 3 0 0 LOP HI MEMA-480 , X
2 4 5 0 STA HI ME MA - 7 5 9 , X 2 3 1 0 STA HI MEMA-473 , X

_2460 LDA HI ME MA - 8 0 0 , X 2 3 2 0 LDA HI MEMA-520 , X
2 4 6 5 STA HI ME MA - 7 9 9 , X 2 3 3 0 STA HI MEMA-519 , X
2 4 7 0 I NX 2 5 4 0 LDA HI MEMA-560 , X
2 4 8 0 CPX * 4 0 2 3 5 0 STA HI MEMA-559 , X
2 4 9 0 BED P 2 3 6 0 LDA HI ME m+ 6 0 0 , X
2 5 0 0 JMP P P 2 3 7 0 STA HI MEMA-599 , X
2 5 1 0 . P
2 5 1 5
2 5 2 0 NEXT P A S S
2 5 4 0 ENDPROC
3 0 0 0 P R I N T

1
A B ( 1 0
,
1 1 ) " G
A m E

OVER"
3 0 0 1 P R I N T T A B ( 9 , 1 2 ) C H R S ( & 8 7 > ; " Y O U R  S CO RE  " ; F %
3 0 0 2 P R I N T T A B ( 9 , 1 3 ) C H R S ( G 8 7 ) ' H I G H  S CO RE  " ; H %
3 0 0 3 I FF5 0 1 4 9 .  T H E N  P R I N I T I P B ( 8 , 1 4 ) C H R S ( 1 W 7 ) ; C H R S ( 8 8 8

1
; " Y O U

Pt

GOT T H E  H I G H  S C O R E ! ! " : H % = F %
3 0 0 5  * F X 1 ,
77010 FO R  T n  1 0 0 0 N E X T : R U N
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CAI
RUNS ON A BBC
MODEL A 81 B IN 1BR
BY S. R. BLACKBURN

The year is 2094. A ll  reserves
of e n e r g y  h a v e  b e e n  e x -
hausted and the people of  the
Earth have had to resort to a
new source of  power Z y d o -
mium. This is an element twice
as heavy as uranium and can
only be found deep in the heart
of P la ne t  Jo. E v e r y  y e a r  a
brave space pilot is sent to Io
to fl y  through the  dangerous
cave s y s te m  a n d  c ol le c t  a
supply o f  Zydomiurn crystals

whic h, s t r a nge ly ,  fl o a t
weightless in  the  caverns
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Earth or Mars.
This y e a r  y ou,  a s  a n  a c e

pilot f r om  t he  C & V G space
fleet, have been chosen for the
task. You have negotiated the
caverns, collected the crystals
and are making your way back
to the surface.

Suddenly a ll the alarms that
can go off in your ship do just
that. Lights are flashing, bells
ringing, and beepers beeping.
The automatic navigation sys-
tem cuts out, the power control
system explodes in a  mass of
sparks, a nd every  other  sys-
tem a pa r t  f r om  l i f e  suppor t
also c uts  out .  Y our  s hip  i s
careering through the caverns
at breakneck speed —  and a ll

you c a n  d o  i s  m a noe uv r e
around the rocky outcrops and
hope for  the best!

Your ship only  has enough
fuel for 10 seconds more fl ight
time. You c a n recharge y our
engines by  fl y ing through the
floating patches of  Zydomium
crystals but  y ou  must ha v e
quick reactions to steer your
wa y  i n t o  t h e  c r y s ta ls  a n d
avoid t he  v e r y  solid cavern
walls. H ow long can you sur-
vive?

The ship is controlled using
the 'A '  k e y  for  up and 'Z' for
down. The  distance you have
travelled a nd how much fue l
you have left will be displayed
at the  bottom of  the  screen.
Your fue l does not  start run-

rang o u t  u n t i l  y o u r  s c or e
reaches 40.

The wa lls  of  the cave w i l l
never quite close up but long
diagonal pa s s a ge wa y s  a r e
common. These may seem im-
possible to fl y  through but a ll
the caverns are  navigable. A
score of over 2,000 puts you in
the space ace class!
Variables
F%—distance travelled.
1Mo—high score.
Y%—counter  for  pos it ion o f
red stars.
I—used in delay loops.
X—vertical position of ship.
DOWN—position of cave floor.
UP—position of cave ceiling.
AS—used for  input o f  move-
ment.
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Sinclair ZX Spectr
16K or 48K RAM...
full-size moving-
key keyboard...
colour and sound...
high-resolution
graphics...
From only
1125!

First, there was the world-beating
Sinclair ZX80. The first personal computer
for under E100.

Then, the ZX81. With up to 16K RAM
available, and the ZX Printer. Giving more
power and more flexibility. Together,
they've sold over 500,000 so far, to make
Sinclair world leaders in personal
computing. And the ZX81 remains the
ideal low-cost introduction to computing.

Now there's the ZX Spectrum! With
up to 48K of RAM. A full-size moving-key
keyboard. Vivid colour and sound. High-
resolution graphics. And a low price that's
unrivalled.

Professional power-
personal computer price!

The ZX Spectrum incorporates all
the proven features of the ZX81. But its
newl6K BASIC ROM dramatically
increases your computing power.

You have access to a range of 8
colours for foreground, background and
border, together with a sound generator
and high-resolution graphics.

You have the facility to support
separate data files.

You have a choice of storage capa-
cities (governed by the amount of RAM).
16K of RAM (which you can uprate later
to 48K of RAM) or a massive 48K of RAM.

Yet the price of the Spectrum 16K
is an amazing £125! Even the popular
48K version costs only £175'

You may decide to begin with the
16K version. If so, you can still return it later
for an upgrade. The cost? Around L 60.
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ZX Spectrum
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Ready to use today,
easy to expand tomorrow

Your ZX Spectrum comes with a mains
adaptor and all the necessary leads to
connect to most cassette recorders
and TVs (colour or black and white).

Employing Sinclair BASIC (now used
in over 500,000 computers worldwide)
the ZX Spectrum comes complete with
two manuals which together represent a
detailed course in BASIC programming.
Whether you're a beginner or a competent
programmer, you'll find them both of im-
mense help. Depending on your computer
experience, you'll quickly be moving
into the colourful world of ZX Spectrum
professional-level computing.

There's no need to stop there. The
ZX Printer-available now- is fully
compatible with the ZX Spectrum. And
later this year there will be Microdrives for
massive amounts of extra on-line storage.
plus an RS232 /network interface board.

Key features of the
Sinclair ZX Spectrum
•  Full colour-8 colours each for

foreground, background and border,
plus flashing and brightness-intensity
control

•  Sound - BEEP command with variable
pitch and duration.

•  Massive RAM -16K or 48K.

•  Full-size moving-key keyboard- all
keys at normal typewriter pitch, with
repeat facility on each key.

•  High-resolution-256 dots
horizontally x 192 vertically, each
individually addressable for true high-
resolution graphics.

•  ASCII character set -with upper- and
lower-case characters.

•  Teletext-compatible- user software
can generate 40 characters per line
or other settings.

•  High speed LOAD & SAVE -16K in 100
seconds via cassette, with VERIFY&
MERGE for programs and separate
data files.

•  Sinclairl6K extended BASIC-
incorporating unique 'one-touch'
keyword entry, syntax check, and
report codes.



ZX Spectrum software on
assettes -available now

The first 21 software cassettes are
now available directly from Sinclair
Produced by ICL and Psion, subjects
include games, education, and business/
household management. Galactic
Invasion.. .Flight Simulation ...Chess...
History ...Inventions_ VU-CALC
_47 programs in all. There's something
for everyone, and they all make full use
of the Spectrum's colour, sound and
graphics capabilities. You'll receive a
detailed catalogue with your Spectrum.

RS232 /network
interface board

This interface, available later this
year. will enable you to connect your
ZX Spectrum to a whole host of printers.
terminals and other computers.

The potential is enormous. And the
astonishingly low price of only E20 is
Dossible only because the operating
systems are already designed into the
ROM. 'Name: Mr/Mrs/Miss 1 1 1 1 1 1 1 1

Item Price T o t a l

Sinclair ZX Spectrum-16K RAM version 100 125.00
Sinclair ZX Spectrum -48K RAM version 101 175.00
Sinclair ZX Printer

I I I 1 1 1

28

1 ,
'Address 1 1 1 1 1 1 1 1 1 1 1

4,95
Total sta

1 I 1 I 1 1 I
1 1 1 1 1 1 1 1 1 1 1 1 I

I
I
.

1 l I 1 1 1 I
1 1 1 1  1 1 1 1 1 1 1 1 1 1 1 1 1 I 1 1 1 1 CliGoo1 I

Oty I t e m Code Item Price T o t a l

Sinclair ZX Spectrum-16K RAM version 100 125.00
Sinclair ZX Spectrum -48K RAM version 101 175.00
Sinclair ZX Printer 27 59.95
Printer paper (pack of 5 rolls) 16 11.95
Postage and packing: orders under E100 28 2.95

orders over E100 29 4,95
Total sta

Sinclair Research Ltd, Stanhope Road,
Camberley, Surrey GU15 3PS.
Tel: Camberley (0276) 685311.

The ZX Printer-
available now

Designed exclusively for use with the
Sinclair ZX range of computers, the
printer offers ZX Spectrum owners the full
ASCII character set-including lower-case
characters and high-resolution graphics.

A special feature is COPY which
prints out exactly what is on the whole TV
screen without the need for further
instructions. Printing speed is 50 charac-
ters per second, with 32 characters
per line and 9 lines per vertical inch.

The ZX Printer connects to the rear of
your ZX Spectrum. A roll of paper (65ft
long and 4in wide) is supplied, along with
full instructions. Further supplies of paper
are available in packs of five rolls.

How to order your ZX Spectrum
BY PHONE-Access, Barclaycard or

Trustcard holders can call 01-200 0200 for
personal attention 24 hours a day, every
day. BY FREEPOST-use the no-stamp
needed coupon below. You can pay by
cheque, postal order, Barclaycard,

The ZX Microdrive -
coming soon

The new Microdrives, designed
especially for the ZX Spectrum, are set to
change the face of personal computing.

Each Microdrive is capable of holding
up to 100K bytes using a single inter-
changeable microlloppy.

The transfer rate is 16K bytes per
second, with average access time of 3,5
seconds. And you'll be able to connect up
to 8 ZX Microdrives to your ZX Spectrum.

All the BASIC commands required for
the Microdrives are included on the
Spectrum

A remarkable breakthrough at a
remarkable price. The Microdrives are
available later this year, for around E 50.

Access or Trustcard.
EITHER WAY-please allow up to 28

days for delivery. And there's a 14-day
money-back option, of course. We want
you to be satisfied beyond doubt -and we
have no doubt that you will be.

R
d
:  
S
i
n
c
l
a
i
r  
R
e
s
e
a
r
c
h
,  
F
R
E
E
P
O
S
T
.  
C
a
m
b
e
r
l
e
y
,  
S
u
r
r
e
y
,  
G
U
I
S  
3
B
R

Please tick if you require a VAT receipt El]
enclose a cheque/postal order payable to Sinclair Research Ltd for E

*Please charge to my Access/Barclaycard/Trustcard account no.
•Please delete/complete
as applicable
[Signature
PLEASE PRINT

Ord .
e
—
r1

1

FREEPOST- no stamp needed. P r i c e s  apply to UK only, E x p o r t  prices on application.
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From out o f  the deepest recesses of space comes a convoy
of aliens bent on destruction — your destruction! Can you
halt the ir determined advance?

This is a version o f  arcade Galaxians, complete with
those nasty swooping cra f t  wh ich  d ive down at you f rom
the skies. To make scoring harder in  th is version you can
only shoot these d iving  aliens — and not the ones in  the
convoy.

Key '1' moves your laser base left, key '3' right. Use '0' to
fire. The h igh score so far, cla imed by the author, is 4100.
Can you do better?
TABLE OF VARIABLES
Alien  1:-

H: Horizontal position
AS: Character(s)
ID: Direct ion  ( -1  fo r left; 1 fo r righ t)

OH: Previous horizonta l pos. o f  alien.
Alien 2:-

L: horizontal position
B$: Character(s)

1DL: Direct ion (see above)
OL: previous horizontal pos, o f  alien.

A: High score
s: Current score

Y: Horizontal pos. o f  convoy.
D: Direct ion of convoy (see above)
P: Position of laser base.
V: FOR N E X T  loop: height of aliens.

W: Current wave  No.
WS: Flags string: shows No. o f  wave s on screen — 51.
DI: Temporary d irect ion variab le .

CS: Convoy character string.

RUNS ON A SPECTRUM IN 16K



1 R E M
2  R E M
3  R E M  S P E C T R U M  S A L A X I R N E
4  R E M  g )  C . D .  F i s h e r  5 / 1 w a f5  R E M
e  R E M  4
7  R E M
5  R E M

1 0  B O R D E R  0 :  P A P E R  0 :  I N K  7 :  C .

1 1  P R I N T  A T  1 0
0
1 0 ,  
F L A S H  
l i " P
t

s a s e  w a i t . "
1 2  G O  S U B  1 0 0 0
1 3  G O  $ U F .  5 0 0 0
1 4  R A N D O M I Z E
1 5  L E T  a = 0
1 9  L E T  s = 0
2 0  L E T  w = 1 :  L E T  w s = " F F F F F F F F P F

F F F F F F F F F F F F "
2 5  L E T  D = I
2 6  L E T  y = 2
2 7  L E T  g $ =
-  O P  
O P  
O P  
O
P  
O
P  
O
P
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1 5 5  L E T  h = h - t - d i
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- i d :  L E T  h = 3 0 * ( 1 ) 1 5 ) :  G O  T O  1 5 0
1 5 9  L E T  d i = t I N T  t R N D * 2 ) + 1 ) * i d 1
1 6 0  L E T  L = t + d i
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RUNS ON A 118-80 IN 3K BY PRIM MILLEN
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RLX =1 T0 6
40 FO RLY = 1 T0 6
5 0  R E A D C A ( L X , L Y )
6 0  N E X T L Y : N E X T L X
70 F O R L X = 1 T 0 6 : F O R L Y 1 T 0 6
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2 0  D I M M A ( 6 , 6 ) , L ( S , 6 ) , C A ( 6 7 6 / , P P ( 6 , 6 ) : A S ( 0 ) = C H R S ( 1 8 3 ) + C H R S (HRS (1 5 7 )
30 F O

100  F0 RX = 1 5 4 , 8 8 T0 1 5 5 4 7
110  FORY =OTO7 6 8 S TE P 1 2 8
120  POKEX-01,1140
1 3 0  N E X T Y
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1 5 ( FO RX = 0 T0 1 2 0 S TE P 2 0
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"1 6 7 ) :
A s
( 1
) = C H
R S ( 1
7 4 ) +
C

Here's a  r ea l l y  explosive
board game. You'l l  have to
be really careful not to start
off a chain reaction which
will l i teral ly wipe you out!

I t's a  tw o  p l ayer  gam e
based on a board game cal-
led Explosion — difficult to
play on a  board but tai lor
made fo r  the TRS-80.  Y ou
are presented w i th  a  6 x  6
grid and each player in turn
introduces one of his coun-
ters ei ther onto an  em pty
square or a square occupied

by one or more of his own
counters.  Ho wever ,  e a c h
square has a point at which
critical mass is reached and
fi ssion o c c u r s .  C o r n e r
squares explode when two
counters are on them, side
squares explode when con-
taining three counters, cen-
tral squares go up when four
counters o c c u p y  t h e i r
space.

When an explosion occurs
the counters on the explod-
jng square are  distributed

across t h e  b o a r d .  A n y
enemy counters on the lat-
ter square are captured and
become counters belonging
to the mover. Should receiv-
ing squares attai n cri tical
mass further explosions will
result.

An y  p l a y e r  h av i n g  no
counters l eft a t  the end of
his opponent's move is the
loser. T h e gam e has some
interesting sound effects
which can  be enjoyed via
the cassette port.
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5 4 0  P R I N T @ P P ( T X 7 T Y ) , M R ( T X , T Y ) ; : P R I N T @ P P ( T X , T Y / 4 - 4 , 4 ) 5 ( X ) ;
5 5 0  I F M A ( T X , T Y C A ( T X , T Y ) T H E N G O S U P 3 0 0 : 6 0 T 0 4 0 0 E L S E G O T 0 5 0 0
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760  I FV G = 1 THE NRE TURN
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1140  P RI NT" S Q UARE  ARE  D I S T R I B U T E D  T O  I T S  NE IGHBOURS .  A N Y  E NE MY "
1 1 5 0  P R I N T " P I E C E S  O N T H E  L A T T E R  SQUARE ARE  CAP TURE D AND BECOME"
1160  P R I N T " P I E C E S  O F  T H E  MOVER.  S HO UL D ( ( R E C E I V I N G ) )  S Q UARE S "
1170 P R I N T " A T T A I N  C R I T I C A L  MAS S  T HE N FURTHE R E X P LO S I O NS  RE S ULT"
1180  P R I N T : P R I N T " A N Y  P LAY E R H A V I N G  N D  P I E C E S  L E F T  A T  T H E  E N D  O F  T H E "1190  P RI NT" O P P O NE NT'S  T URN LO S E S .  " : P R I N T

1200  P R I N T " T H E  GAME CO NTAI NS  S OUND E FFE CTS  WH I C H  MAY  B E  E N J O Y E D ( ) ' .1210 P R I N T " V I A  T H E  CAS S E TTE  P O R T . " : P R I N T
1220  P RI NT" P RE S S  ANY  KE Y  T O  COMMENCE"
1230 A S = I N K E Y S : I F A S " " T H E N 1 2 3 0 E L S E  RE TURN1250 E ND
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Risk high stakes end pit your wits
nunintrit t h e  ch e ss g e n e  w it h  p e rso n a lit y

st e n ch  e n d  cle rve e ta t rig  Che e k Skills
4E C H E S S  P L AY E R  co st s POSS.

Wheel o f f e rin g  you  m o re
a k e i — l b e i r e ;  a n lo ym e n t

ForatAirtlie : Ba ke  a vo w,  a n a lyse ,  co p e s
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F e a t u r e s  4  alien types.
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expl odi ng aliens, bonus  bese
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hy pe r s pe c e .  s ound e f f e c t s
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Quick
thinking, a n
eye f o r  t h e  m a i n
chance and a  grasp of  tactics
are what you need to beat the
computer at this adaptation of
the famous board game Ludo.
It may seen simple at first but
your Sharp will  prove a  tough
opponent in this battle of wits.
If you fancy a more even battle
why not take on a friend — the
program allows for  two play-
ers to take part.

All the  normal rules of  the
board game apply here — and
the computer  w i l l  not  a l low
you to cheat!

There's a  nice graphic dice
to control a l l  the  moves a nd
you simply use the 'Space' key
to get it rolling.

62 COMPUTER & VIDEO GAMES

Re-
member i f
you manage to land on
an opponent's counter —  rep-
resented on the Sharp board by
graphic characters — it sends
him r i g h t  b a c k  w h e r e  h e
started from —  a  ve r y  satis-
fying move!

For those who can't remem-
ber the childhood tactics of the
game, it's a ll a question of de-
c iding whic h  pie c e  t o  pus h
along in front.

I tend towards a one-out, all-
out strategy but  w i l l  le t  y ou
develop your own tactics to

get
your f o u r
counters home fastest.

You will need to get an exact
move to finish on, so there's a
lit t le  l u c k  inv o lv e d  a t  t h e
death but  you' ll just have  to
trust your  Sharp not to cheat
on its dice throws.

It's dur ing games l ik e  this
that y ou r e a lly  notice  those
Shift-y keys the Sharp has!!!

100 M S = "
—
B O C D E
F G A B
—
C
—
D
—
E
—
F
—
G
—
A
-
8
1
" : T E M P
0 6
: M U S I C
M
S
:
M S
:
M S

110 P = 5 3 2 4 8 : S = 7 1 : 0 = 4 6 : D I M A ( U ) , E ( 0 ) . C ( 4 ) , D ( 4 ) . K ( 4 ) , L ( 4 ) , F ( 4 ) . 1 2 1 ( 4 ) . N ( 4 )
120 F O R E 1 = 1 T O U : R E A D A ( B ) : N E X T B : F O R F =
1
T O U : R E A D E
( F ) : N E X T F

130 F O R C =1 T 0 4 : R EA M ( C ) : N EXT C : F 0 R 0 =1 T 0 4 : R EA D L ( D ) : N EXT D : G O T 0 1 7 0
140 P O K E 4 4 6 6 . T : P R I N T T A B ( 2 6 ) : S P C ( 1 3
)
: P R I N T "
2
T
A B ( 2 6 S P C ( 1 3 )

150 PO I  E 4 4 6 6 . T T : P R I N T T A B ( 2 6 ) : S P C ( 1
3
) : P R I N T " ; T A
B ( 2 6 )
;
S P C ( 1 3 )

160 P G W E 4 4 6 6 . 1 0 : F O R I = 1 T 0 5 : P R I N T T A B ( 3 0 ) ; S P C ( 6 N E X T I : R E T U R N
170 F O R D =1 T 0 4 : F ( D ) =D : B ( D ) =D : N EXT D
180 PRINT"BEESOBBC H o w  m an y  p l a y e r s  - /  ( 1  o r  2 ) "
190 G E T P L : 1 F ( P L  1 ) - f ( P L > 2 ) T H E N 1 9 0
200  P R I N T " E " : I F P L = 2 T H E N P R I N T " P l a y e r  1 " : P R I N T "
210  P 0 K E 4 4 6 6 . 3 : I N P U T " E n t e r  y o u r  n a m e :  " : A S : L A = L E N ( A S ) : I F L W 1 4 T H E N 2
3 0220  G O SUB290: G O T 0210
2 3 0  I F P L =1 T H E N 2 7 0
240  P R I N T " C C U P l a y e r  2 " : P R I N T "
2 5 0  P O I E 4 4 6 6 . 9 : I N P U T " E n t e r  y o u r  n a m e :  " : E l $ : L 8 = L E N ( B $ ) : I F L E
1 , -
. 1
4
T H E N
2 7 0

260  6 0 9 U 8 2 9 0 : 6 0 T 0 2 5 0
270  P R I N T " U S E P r e s s  ' S P A C E '  t o  t h r o w  t h e  d i c e . "
280  P R I N T " . 1 I f  y o u  t h r o w  a  6  y o u  g e t  a n o t h e r  g o . " : F 0 R I = O T 0 5 0 0 : N E X T I : G 0 T 0 3
0 02 9 0  PR INT "raT o o  l o n g  1 1 " ; S P C ( 2 8 ) : F O R I = 0 T 0 1 0 0 0 : N E X T I : P R I N T
P
C
( 3 9 ) : R E T U R N

300  P R I N T '  88B * *  P r e s s  a n y  k e y  t o  s t a r t  * * "
310  G E T X S : I F X S " T H E N 3 1 0
320  T = 6 : T T = 1 7 : G O S U B 1 3 2 0 : G = I N T
(
R N D
( 1 )
*
2 4 - 1
0 :
1
F G
= 2 T H E N 5 5 0

3 3 0  I F G =2 T H EN 5 6 0
339  REM MMVIMPV PLAYER 1  NMHMki l
340  V = 0 : T = 6 : T 1 = 1 7 : G O S U B 1 4 0 :
6 0
S U
8 7 7 0

350  F O R D = 1 T 0 4 : 1 F ( 8 ( 0 )
-
1
-
) W 4 J T H E N N E X T D :
6
O S U B
8 9 0
:
G O T 0 4 8 0

360  M = P E E 1
,
( P
- 4 -
A ( 8 ( 1 ) )
+ X ) )

370  I F ( M = 6 7 ) 4 - ( M = 1 0 8 ) - 4 - ( M = 2 0 8 ) + ( M =
7 4 )
T
1
E N N E X T D :
6 0 S U B 8 9 0 : G O T 0 4 8 0

380  G O SUB820 •
390  I F ( B ( D ) + X )  A J T H EN G O SU B 8 5 0 : 6 0 T 0 3
8 0400  M=PEE/  ( P 4 - A ( B ( D ) - 0 - X ) ) : F O R J = 1 T 0 4 : I F M = K ( J
)
T H E N G O S U B
8 5 0 : G O T 0 3 8 0

4 1 0  N EXT J
420  F O R C = 1 T 0 4 : I F M = L ( C ) T H E N
5 2 0430  NEXT C
440  U S R ( 6 2 ) : G O S U B 5
(
X
450  F O R B = 4 3 1 0 U : F O R J = 1 T 0 4 : I F P E U ( P + A
(
B
) ) = 1 , (
J
)
T
H E N V = V + 1

RUNS ON A SHARP Wil-SOK IN 32K

• • • = n •



460  N EXT J: N EXT B
470  I F V
-
‘ 3 T H E
N 9 1 0

4 8 0  I F X = 6 T H E N 7 4 0
490  G = 2 : 8 0 T 0 5 5 0
5 0 0  P 0 K E P - P A ( B ( D ) ) . 0 : 8 ( D ) = 8 ( D ) + X : F O R Z = 0 T 0 9 :  1 ,

P O K E P +A ( 8 ( D ) ) . 0 : F O R I =O T 0 5 0 : N E X T I
510  P O K E P +A ( 8 ( D ) ) , K ( D ) : F O R I =O T 0 5 0 : N E X T I : N E X T Z : R E T U R N
520 M U S I C "
-
D 1 8
-
D G 3 " : G O S
U B 5 0 0

570  F O R B = 1 T 0 4 : I F P E E K ( P + E ( B ) ) = O T H E N P O V E P A
-
E ( B ) , M : F ( C ) = B : G O T 0 4 5 0
540  N EXT B
550  I F P L = 1 T H E N 9 3 0
559  REM VIIIMEINN PL AYER 2  1.114AMM
560 W=0 : T =1 7 : T T =6 : G O S U B 1 4 0 : 0 0 S U 8 7 7 0
570  F O R D =1 T 0 4 : I F ( F ( D ) +X) , U T H EN N EXT D : 6 O SU B 8 9 0 : G O T 0 7 0 0
580  N = P E E K ( P + E ( F ( D )
-
4
-
X ) )

590  I F ( N = 6 5 ) - 1 - ( N = 8 7 ) . 4 ( N = 6 8 )
-
4 -
( N = 7 0 ) T H E N N E X T D : G 0 5 U 8 8 9 0 :
6 0 T 0 7 0 0

600  6 0 8 U 8 8 2 0
610  IF ( F ( D ) +X) >U T H EN G O SU E1850: G O T 0600
6 2 0  N =PEEK ( P+E( F ( D ) +X) ) : F O R J =1 7 0 4 : I F N =L ( J ) T H EN G O SU B 8 5 Q : G O T 0 6 0 0
630  N EXT J
640  F O R C =1 T 0 4 : I F N =P( C ) T H EN 7 4 0
6 5 0  NEXT C
660  U S R ( 6 2 ) : 6 0 S U 8 7 2 0
670  F O R F =4 7 T 0 U : F O R J =1 T 0 4 : I F PEEK ( P+E( F ) ) =L ( J ) T H EN W=W+1
6 8 0  N EXT J: N EXT F
690  I EW3 7 T H EN 9 1 0
700 I F X = 6 T H E N 5 6 0
710  6 = 1 : G 0 T 0 7 4 0
720 P O K E P + E ( F ( D ) ) . 0 : F ( D ) = F ( D ) + X : F O R Z = O T 0 9 : P O P E P + E ( F ( D ) ) , 0 : F O R I = O T 0 5 0 : N E X T I
770  P O K E P +E ( F ( D ) ) , L ( D ) : F O R I =O T 0 5 0 : N E X T I : N E X T Z : R E T U R N
740  M U S I C "
-
D 1 B
-
D G 3 " :
6 0 S U B 7 2 0

750 F O R F = 1 T 0 4 : I F F E E F ( P + A ( F ) ) = O T H E N P O K E P + A ( F ) . N : 8 ( C ) = F : 6 O T
0 6 7
0
760  N EXT F
770  P0 K E4 4 6 6 , T : PR I N T T A B ( 7 0 ) : " T H R O W"
780 F O R I = 0 T 0 9 : N E X T I : P R I N T " 0 " ; T A B ( 3 0 ) ; S P C ( 5 )
790 G E T X S : I F X S =" " T H E N 7 7 0
800  G O T 0 1 1 8 0
810  RETURN
820  P D - E 4 4 6 6 , T : P R I N T T A B ( 2 6 ) : " W h i c h  p i e c e  ? "
830  6 E T D : I F ( 9 1
,
1 ) 4 -
( D ' 4 ) T H E N 8 3 0

840  P R I N T T A B ( 3 1 ) ; " 8 " ; D : R E T U R N
850  P O E 4 4 6 6 , T : P R I N T T A B ( 2 6 ) : S P C ( 1 3 ) : M U S I C " 6 1 - D 6 - D G - D " : F O R Z = 0 T O 9
860  P O I - E 4 4 6 6 . T : P R I N T T A B ( 2 8 ) ; " I L L E G A L  " " : F O R I = O T 0 2 5 : N E X T I
870  P R I N T " ; T A B ( 2 6 ) : S P C ( 1 3 ) : F O R I = O T 0 2 5 : N E X T I : N E X T Z
880  P R I N T " 8 " ; T A B ( 2 6 ) : S P C ( 1 3 ) : R E T U R N
890 M U S I C " G I - D G - D G - D ' : P O K E 4 4 6 6 , T : P R I N T T A D ( 2 6 ) Y o u  c a n ' t  g a l "
900  F O R Z =1T 01500: N EXT Z : R ET U R N
910 M U S I C M S : M $ 0 $ : P 0 K E 4 4 6 6 . T : P R I N T T A B ( 2 6 ) ; "  Y O U  W I N  1
! ! " : G O T 0 1 1 2 0920  F O RZ =O T 050o u : NEXT Z : RET URN
929 REM NAIMMIN COMPUTER NMPAHMH
930 W=0: T =17 : T T =6 : G O S1J8140 : G O T 01180
940  F O R D = 1 T 0 4 : I F ( F ( D ) + X ) =
,
, U T H E N N ( D ) = P E E K ( P
+ E ( F ( D )
- 1 -
X ) )

950  F O R C =1 T 0 4 : 1 F N ( D ) =K ( C ) T H EN 1 0 6 0
960 NEXT C: NEXT D
970  F O R D = 1 T 0 4 : I F ( ( F ( 0 ) + X ) = ( U ) A ( N ( D ) = 0 ) T H E N U S R ( 6 2 ) : G O S U B 1 0 4 0 : G 0 T 0 9 9 0
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For your Tandy IRS-80 and Video Genie
DRACULA ISLAND

We ye capitulated! So many peopie have asked tor a Kansas quality Aoyenture, that
finally. here it is.

This has all the ingredients of the traditional adventure plus an involved plot, which
will take a great deal of solving.

The aim is to get rid of Dracula, but of course you have to find him, and at the same
time have the correct objects at the correct time all the way throughout, otherwise you
will not get very far.

There are countless locations, objects and happenings, with the game operated in
the normal way  with either s ingle key entries for the regular used words and the
program operated with two separate words throughout.

The programmer says it  will take on average three weeks to solve! But  unlike
normal adventures, this one can be saved to tape, thus allowing you to load the saved
data, and so resume at the same place and t ime and with the same objects as you
previously left the game.

Needless to say, as our very first adventure, its  a good one. I ts machine language
of course!

ask to
Chop Ulu 0

1 / 1 7 1 A  I f  you have a BBC Micro g e ton our  SSC prograrn  Ma i l i ng  lis t  - -
and see the difference!

HOME T E R  SOFTWARE
FOR ATARI 40(1800 T H O R N  EMI

I
,
r
,
a
v
e
r
n
s  
o
r  
M
a
t
s  
,
.  
1
2
9  
9
5
-  
p
&
p

Centtcede A E 2 9  95 • Du , , n m a n d e r
Pactnan R E 2 9  95+p&p ,....-

I  St a r Raiders A E 2 9  95+ p&p u t h '
1
'

Pool

THE BEST THIRD PARTY SOFTWARE
Snme C
D  
M
a
c
o
n  
h
a
t
t
a

SharNS C
D  
S
e
a  
F
o
k  
0  
l
a  
S
e
r
m
s  
S
t
o
c
k
e
d PRICES

Cam Vo w  Svn 0  S t e l l a ,  Snurne O'C

VIDEO GAME OFTVVARE

INC

OV1
PROMPT DESPATCH

64 COMPUTER & VIDEO GAMES

E34 95- p&p

E 3 4  95 - p&
p

E29 95 p&p
E19 95-p&p
EIS 95- p&p

Murioman A
I i  invaders Ft
Car Wars A
Chess A
Adventure C
MISS1Dn ImpeSSible C
Sewage Island I & C
Pytanuct ot Doom C
Adventure & P
,
r a t e

£9.50

t l -
K
U
M  
C
i
=
C
A
S
S
E
T
T
E  
D  
-
D
I
S
K

TEXAS

FOR ATARI A C T I V I S I O N  F O R  IN TELLIVON
ISI

I  E l  E 2 9  95 • P&P Ba rn sto rm e r C 2 4  95 -p&p Space Spation E 2 9  9 5
,  p & p

Soiat Sailor E 2 9  95 - p&P
Starrnaster L 1 4  95 + p&p I r o n  2 E 1 9  95-p&EJ

Star AJ J, T , £ 2 9  95-P&P P it f a ll 0 4  us- 9
Lp  B 1 7  B o m b e r  E 2 9  
9 5 +  p &

I  r ,

VolleyOall C 2 9  95 -P&P Paeg io tnan ,  E 2 4  95 • p&p Dungeons 10 Dragons E 1 9  g t  +
Defender p & r ;
Yan s Revenue 1 2
2
1  S  
•  -
1
p
)
e
&
q
i  
P A C
K E R  
B R
O
S

FROM MAGIC
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Recognised brand leader in microcomputer software T h e  only  company giv ing a
I ifetime unconditional guarantee and assured return fi rs t c lass post service.citnsas

Kansas City Systems, Unit 3, Sutton Springs Wood, Chesterfield, 544 5XF. Tel. 0246 850357

C3995-
95-p&r

E24 95- p&LE26 95-9U
E24 95. p,St
E39 95

r_ m a s s m ,  ,• • .• um_
I NOW YOU HAVE YOUR
'HOME COPIPUTER/V1DEO OAHE I

OMP Software s t ow( '  F u l l  range of Texas
for SINCLAIR ZX81 Educat ional Programmes

From E9 95
E26 95 +p&p r e  a n  i m p
CM 95. Pilt B R I N G  oR • • • •  1
•
1  t i l l  s
t
.

E24 95-P8r P o s r  T i fi s  •

E . T
I S

HERE! 1

DISCOUNT 1
;.J.ALI ONLY jWH T ABOUT THE SOFTWARE?

N O W1111- v S T O c K

rExAf199
f1999

BONUS
p ( s o

N u n -  cw o u t
i

F t i a T i t "

ALS , -
0
' •  
s u
r r
o N
.  
S
U
R
R
E
Y  
L
A
N
D
A
U  
E
L
E
C
T
R
O
N
I
C
S  
(
D
e
p
t  
c
m  
)
L
I
O
N  
H
O
U
S
E
,

Or I 4  ,  ,  , I -
. -
. 7 '  •  A .
,
,  
I  ,
4 1 '  
T - '
i l  
;  
-  
I  
: - .
. . ;  
•
-
_
•
-
;  
i  
A  
,
1 1
- - -
i c  
6
4

- - - -
r 5 1
0  
1
9
0  
K

, - - - -
-
r .  
2 1
5  
H
I
G
H  
S
T
R
E
E
T
.  
T
E
M
P
O
.

ENSI NGTON HI GH ST
- - - -  1 1 3 1  0
1 -
6 4
3  5494 
l i t l i t 7 T o r r i n n u m  
C O U R T  
R O A D ,  
L O N D O
N  
W I
.  -
. . - - -
1
-
.
-
- - - - - - - -  
L O N
D O N
.  
W
8  
'
M
I  
0 1
- 9
3 7  
0
2
9
1

F
O
R



980 N EXT D : G O T 0 1 1 0 0
990 F O R F =43T 0U :F O R D D =1T 04 :

I F P E E 1
-
( P 4 E ( F
) ) = L ( D
D ) T H E
N W = W 4
1

1000 N EXT D D :N EXT F
1010 I F W 3 T H E N 1 1 1 0
1020 I F X = 6 T H E N 9 3 0
1030 6 = 1 : 6 0 1 0 3 4 0
1040 P O I
-
E P 4 E (
F ( D ) 0 :
F ( D ) =
F ( D )
+ X : F O
R 1 = 0 T
0 9 : P 0 1
. E P
+ E ( F (
D ) ) .
0 : F O R
I = O T 0
5 0 : N E
X T 1

1050 F O 1 E P 4 E ( F ( D ) ) , L ( D ) : F O R I = O T 0 5 0 : N E X T I : N E X T Z : R E T U R N
1060 M U S I C "
-
D 1 B
-
D 6 3 " :
6 O S U B 1 0 4
0

1070 F O R E 1 = 1 T 0 4 : I F F E E 1
.
( P -
F A ( B ) ) = O T H E N P O I I E P
+ A ( B ) . N ( D ) : B ( C ) = 8 : G O T
0 9 9 0

1080 N EXT B
1090 M U S I C " G l - D G - D G - D "
1100 F O I - E 4 4 6 6 , 1 7 : P R I N T T A B ( 2 7 ) : " C a n ' t  g o  " : F O R Z = 1 T 0 1 5 0 0 : N E X T Z : 3 0 T 0 1 0 2 0
1110 M U S I C M $ ; M S : M S : P O K E 4 4 6 6 , 1 7 : P R I N T T A B ( 2 6 ) ; "  I  W I N  ! ! ' "
1120 F 0 R Z =1 T 0 5 0 0 0 : N E X T Z
1130 P R I N T " E U E 8 = E D o  y o u  w a n t  a n o t h e r  g a m e  ( 1  o r  N )  ? "
1140 G E T X S : I F X S = " " T H E N 1 1 4 0
1150 I F X S = " / " T H E N 1 7 0
1160 I F X S = " N " T H E N P R I N T " E " : E N D
1170 6 0 1 0 1 1 4 0
1179 R EM r i t s 4 4 ]  D I C E  M I
-
4 M 1
1180 H =0 : F 0 R X =1 T 0 6 : G 0 S U B 1 2 0 0 : N E X T X
1190 H = 1 : X = I N T ( R N D ( 1 ) 4 ( 6 + 1 )
1200 O N X G O T 0 1 2 1 0 , 1 2 2 0 , 1 2 3 0 . 1 2 4 0 . 1 2 5 0 , 1 2 7 0
1210 6 O S U B 1 4 0 : P 0 K E P 4 5 1 2 . 8 : G 0 T 0 1 2 9 0
1220 G O S U B 1 6 0 : P O K E P 4 4 7 3 , S : P O K E P 4 - 5 5 1 , 5 : 6 0 1 0 1 2 9 0
1230 G O SU B1 6 0 : PO KEP+4 3 4 . 5 : PO KEP- 0 - 5 1 2 . 9 : P0 1 EP+5 9 0 . 8 : G O T 0 1 2 9 0
1240 G 0 S U B 1 6 0 : P O K E P
-
1 - 4 3 0 . 6 : P O I E P 4 - 4 3 4
,
8 : P O L E P - 1 - 5 9 0 , 6 : P M
E P - 4 - 5 9 4 , 8 : G O T O 1 2
9 0

1250 G O SU B160
1260 P O / Z P + 4 3 0 . 6 : P O K E P 4 4 3 4 . 8 : P O K E P 4 - 5 1 2 . 8 : P 0 1 E P 4 - 5 9 0 , 6 : P O K E P 4 - 5 9 4 , S : 0 0 1 0 1 2 9 0
1270 G O S U E : 1 6 0 : P 0 I E P 4
.
4 3 0 . S : P O I E P 4 - 4 3 4 , 9 : P
O r E P 4 . 5 1 0 . 8 : P 0 I E P 4 - 5
1 4 , 8 : P 0 K E P 4 5 9 0 . S

1280 P0 1 - EP- 4 - 5 9 4 . 6 : 6 0 1 0 1 2 9 0
1290 IFH=O THENRETURN
1300 I F ( P L = 1 ) * ( G = 2 ) T H E N 9 4 0
1310 6 0 1 0 8 1 0
1320  P R I N T ' ' ;
1330  P R I N T " ,  , , , , ,  ,  ,  ,  1 " : T A B ( 3 2 - I N T ( L A / 2 ) ) ; A S
1340 P R I M
- 1
' 1 1 1 1 1 1  
I  
1 1 1 1
1 1 " : T
A 8 ( 3 2
-
I N T ( L
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2 ) ) ;
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. -
" ; : N E X T I : R R I N T "
-
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1360 P R I N T "  "  "  1  i  %  n  0 "
1370 P R I N T "  1  4  S I  I  1  1  2  3  4 "
1380 P R I N T "  1 - 1  f - - 1 T
1390 P R I N T "  I H I A 1  1  1 "
1400 P R I N T " 1 - 1  "  "
1410 P R I N T "  I " .  IT I 1  1 "
1420 P R I N T "  I - 1  I  f  I
1430 P R I N T "  l D  I  H O M E  1  1
1440 P R I N T "  1  d 1 1  1  I "

1450 P R I N T "  1 1 1 1 4 -  1  1 "
1460 P R I N T "    I . "  1  I
p p1470 P R I N T "  1  1
1480 P R I N T "  m  • r

-
-
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-
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1490 F R I N T "  H O M E  1 4 . 1 • 1  1  1
1500 P R I N T "  1 - 1  I  I  I  I  F - 1 "
1510 P R I N T "  1 4  I  1 8 1 4 . 1  1 ' 1
1520 P R I N T "  1 - 4  1 - 1 "
=--"'" P R I N T "  1  1 A 1 0 1  1  1 "

1540 P R I N T "
1550 P R I N T "  1  I T  4 .  1  1 "
1560 P R I N T " 1  1 1 1  .  1  I  1  1 "
1570 P R I N T " !  I 1 1 1 1 1 1 1 1 1 1 1  •  •  4 .
1580 P R I N T " "   1  2  3  4 M "
1590 P R I N T " 8 8 8 0 8 " : I F ( P L = 1 ) * ( L A = < 9 ) T H E N P R I N T T A B ( 1 7 - I N T ( L A / 2 ) ) ; A S : G O T 0 1 6 2 0
1600 I F P L = 1 T H E N P R I N T T A B ( 1 6 ) : " Y O U " : 6 0 T 0 1 6 2 0
1610 P R I N T T A B ( 1 4 ) : " P L A Y E R  1 "
1620 P 0 K E 4 4 6 6 , 1 9
1630 I F P L = 2 T H E N P R I N T T A B ( 4 ) : " P L A Y E R  2 " : P R I N T " B " ; T A B ( 3 2 - I N T ( L B / 2 ) ) ; B $
1640 I F P L = 2 T H E N P R I N T T A B ( 3 2 - I N T ( L E 1 / 2 ) ) ; : F O R I = 1 T O L B - 1 : P R I N T "
-
" ; : N E X T I : P R I N T "
-
"

1650 I F F L =1 T H EN PR I N T " C C EC O MPU T ER " : PR I N T T AD ( 2 8 ) ; " 8 C 0 MPU T ER S
1660 RETURN 0
1670 D A T A 2 0 7 , 2 8 7 , 3 6 7 . 3 6 9 , 3 7 1 , 2 9 1 . 2 1 1 . 1 3 1 . 5 1 . 4 9 , 4 7 , 4 5 . 4 3 , 4 1 , 1 2 1 , 2 0 1 , 2 8 1 , 3 6 1
1680 D A T A 4 4 1 , 5 2 1 , 6 0 1 , 6 8 1 . 7 6 1 , 8 4 1 . 9 2 1 . 9 2 3 . 9 2 5 . 9 2 7 . 9 2 9 . 9 3 1 . 9 3 3 . 9 3 5 . 9 3 7 , 9 3 9 , 9 4 1  2
1690 D A T A 9 4 3 , 8 6 3 , 7 8 3 . 7 0 3 , 6 2 3 . 5 4 3 , 4 6 3 , 4 6 1 , 4 5 9 , 4 5 7 . 4 5 5  8
1700 D A T A 7 7 7 , 6 9 7 . 6 1 7 . 6 1 5 , 6 1 7 , 6 9 3 . 7 7 3 . 8 5 3 , 9 3 3 , 9 3 5 . 9 7 7 , 9 3 9 . 9 4 1 . 9 4 3 , 8 6 3 , 7 8 3 , 7 0 3
1710 D A T A 6 2 3 , 5 4 3 , 4 6 3 , 3 8 3 . 3 0 3 . 2 2 3 . 1 4 3 . 6 3 , 6 1 , 5 9 . 5 7 , 5 5 . 5 3 . 5 1 . 4 9 , 4 7 . 4 5 . 4 3 . 4 1 , 1 2 1
1720 D A T A 2 0 1 . 2 8 1 . 3 6 1 , 4 4 1 , 5 2 1 . 5 2 3 , 5 2 5 , 5 2 7 . 5 2 9
1730 D A T A 6 7 . 1 0 8 . 2 0 8 , 7 4 , 6 5 , 9 3 . 6 8 . 7 0  a
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DOS E L T E C  SERVICES LTD L ;
BBC MICRO COMPUTERS

BBC Model -
A "  ( i n  
s t o c
k  
n o
w )    
E
2
9
9
.
0
0

BBC Model 'B" (in stock now)   E 3 9 9 . 0 0
BBC Model "A" Plus extra 16K IrlernorY   E 3 3 0 . 0 0

16K Hitachi memory (as fitted by ACORN)

FULL UPGRADE KIT (Genuine ACORN issue)   E 9 0 . 0 0
UPGRADE KIT lilting charge E10.00

14" Full colour MONITOR (used in BBC computer programmes) E309.35
12" Green Screen MONITOR   E 1 2 6 . 0 0
RG8 Monitor lead   E 5 . 0 0
Monitor leads   E 5 . 0 0
Cassette Recorder (recommended)   E 2 8 . 0 0
Cassette lead (7 pin DIN/3 jacks PLUS matching

resistor for reliable saving)   E 5 . 0 0
Blank Cassettes SCOTCH 3M C-10   E 0 . 6 0

SOFTWARE

E31 00

BOOKS
NEC 30hr Basic   E 5 . 5 0
Practical Programmes lor the BBC Computer Johnson-Davies E 5 . 9 5
Basic Programming on the BBC Microcomputer Cryer   0 . 9 5

WIDE RANGE OF BOOKS on the PROGRAMMING of the 6502
SEND SAE FOR OUR BOOK LIST

16K Hitachi memory (as fitted by ACORN)   E 3 1 . 0 0
FULL UPGRADE KIT (Genuine ACORN issue)   E 9 0 _ 0 0
UPGRADE KIT titling charge   E 1 0 . 0 0

PRINTERS
Seikosha GP100A .  _ _ E 2 2 5 . 0 0
EPSON MX60 FIT III   E 3 9 0 . 0 0
EPSON MX100 HT III   E 5 3 0 . 0 0
SMITH CORONA Daisy Wheel Printer .  . E 5 5 7 . 0 0
Printer Cable   E 1 8 . 4 0

ATOM NIICROCOMPUTER
Extra Memory (21140   p e r  K E2.20
Floating point ROM E 2 1 . 0 0
ACORN 96K DiskPack   E 3 4 3 _ 0 0
Disk Buffer Pack   0 1 1 0
DISATOM SUPER ROM -  The most powerful toolkit yet E29•85
4 Socket software utility switch E 2 2 . 9 5

Sinclair (UK) Software cassettes 1-7   f r o m  E395
AGENTS for BUG BYTE software
AGENTS for PROGRAM POWER software
FULL RANGE of ACORNSOFT BBC CASSETTES   a l l  E9.95
ELTEC PRO-DIS Disassembler   E 6 , 8 5  P r i c e s  are VAT INCLUSIVE
BEEBSTICK -- Fully proportional joystick for drawing and games E29•95 P & P  MOO for orders under E100.00:

SEND SAE FOR OUR SOFTWARE PRICE LIST O r d e r s  over E100.00 add £10.00 for a Securicor Delivery

ELTEC SERVICES LTD
231 Manningham Lane. Bradford 131/8 7HH Tel: t0274i 491372

OPEN Mon-Fri Sarri•5pm Sat Sam-12 noon,

M. C. LOTHLORIEN
SPECTRUMS and DRAGONS!

(not forgetting ZX81)

3. PELOPONNESIAN WAR.
Set in Ancient Greece from 4 3 1
-
4 0 4  B C ,  
c o v e r i n g  
t h e  
g r e a t  
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b e t w e
e n  
A t h e
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i

victory over the Spartans but you will need all your skill in a combination of diplomacy and military force before you even
stand a chance, 3  levels of play. P r i c e  ZX81 o n ly  £4.50
4. SAMURAI WARRIOR.

Set 4  centuries before the fi lm "Shogun" you can discover how you would have fared as a  Samurai in  13th
Century Japan. Face challenges from Samurai and bandits A re  you a survivor O r  will you be forced to commit ritual
suicide? 7 levels of play. A most fascinating game. •  Pr ic e:  DRAGON E6.95 ZX81 E4.50 Spectrum E5.50
5. WARLORD.

Have you got the opportunism and strategic ability to control a village and army like the Warlords of Old Japan?
Rule your subjects, trade for food, attack pirates and make raids for gold and slaves. As if this were not enough you must
also face combat challenges from other Warlords and their Samurai and defeat attacks from their armies. Dragon version
uses HIR graphics for a map of Japan for pirate battles and graphics for Samurai and land battlesPrice: DRAGON E6.95 2181 E4.50

A fantastic range of 16K games, each complete with fully comprehensive instructions

1. TYRANT OF ATHENS.
Can you survive long enough to turn Athens into the most feared state in the Mediterranean?

Train troops, build warships, fight battles by land and sea against hostile Greek States and the vast Persian Empire.
Many more features in this very addictive game. Dragon version uses high resolution graphics to produce a map of the E
Mediterranean on which the naval battles are fought. P r i c e :  DRAGON E6.95 ZX81 E4.50 SPECTRUM £5.50
2. ROMAN EMPIRE.

Your a im is  to  conquer the hostile countries surrounding Rome. Build  armies, appoint Generals and ligh t
campaigns. This challenging game takes full account of morale, fighting efficiencies. leadership ability. etc. 3 levels of play.Price: ZX131 E4.50. Spectrum E5.50

Cheques and POs please, made payable to: M. C. LOTHLORIEN,
Dept. CI, 4 Granby Road, Cheadle Hulme, Cheadle, Cheshire SK8 6LS
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100 FREE PROGRAMS
FROM SILICA SHOP -  WITH EVERY PURCHASE OF ANATA 1288

400/800 SOFTWARE &  PERIPHERALS
Don't buy  a T.sit game
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Programming cart ridge IE35l and t ry  y our hand at programming us ing the easy to learn BASIC language, Or if  you are interes ted in business
applications, you can buy  the Atari 800 *  Disk  Drive + Printer together with a selection of  business packages
Silica Shop have put together a lull catalogue and price list giv ing details  of all the peripherals  as well as the extensive range of software that is DOVIo
available for the Atari 400 800. The Atari is now one of the best supported personal computers. Send NOW far Silica Shops  catalogue and price list
as well as details  on our users c lub
THE FOLLOWING IS JUST A SMALL SELECTION FROM THE RANGE OF ITEMS AVAILABLE:
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ATARI PRICES REDUCED!
We at  Silic a Shop are pleased t o  armoonLe s ubie
fantastic reductions in the prices of the Atari 400..800
personal computers  W e  believe that the Atari at  its
new price wil l  become the U.K.'s mos t popular per-
sonal computer and have therefore set up the Silica
Atari Users  Club. This  c lub already  has a library  of
over 500 programs  and with your purchase of  a 400
or BOO computer we will give you the fi rst 100 free
charge. There are also over 350 profess ionally  writ
ten games  and  u t i l i t y  programs ,  s ome are lis ted
below. Complete the reply  c oupon and we ' l l  send
you full details. Alternat ively  give us a ring on 01-30'
1111 o r  01-3091111,
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100 REM • * * TX  SOFTWARE***
110 REM R.MATTHEWS (1 9 8 2 )
120 REM * * * * * * * * * * * * * * * * *
130 DIM A ( 3 2 ) : :  A ( 1 ) , A ( 2 A ( 3 ) , A ( 3 1 ) , A ( 3 0 ) , 8 ( 3 1 ) , A ( 3 2 ) = 2 5
140 RANDOMIZE : :  CALL MAGNIFY(3 ):: CALL C OL OR (9 ,2 ,6 ,1 1 ,1 ,5 ,1 3 ,1 ,1 )
145 CALL SCREEN(G) : :  CALL IN STR U C TION S
(
PN
)

150 A l l =  180C0FFEFFF3F78"8,RPTS("0",22)&"FCFEFE8"
160 A2S="00011F3F3F3F0F7FFFEFFED5557F00000080EOFFE0E080FEFFFEFE5454FC"
170 ASS="FFFF"
180 A4S=RPTS("01,16)&"293B7FEFFF7F7F3F"&RPTS("0",16)&"80E0F5FEFFEFFFF1C"
190 85$="293B7FFFFF7F7F3F0707030303070F7F80E0F5F5FFEFFFECFCEOCOCOCOEOFOFF"
200 A6S="34599D45B5AC7CBF7EFF7EFFCA425149"
210 A 7 S = "E 0 4 0 4 0
4 0
"
220 A8$="7F7F66667F7F6666"
230 A9S="FEFE6666FEFE6666"
235 CALL CHAR(96,A1S,108,A2S,112,A3$,116,A4S,120,A5S)
236 CALL CHAR(124,A6S,104,A7S,132,A8S,128,A9$)
240 CALL CLEAR : :  FOR J=4  TO 2 8  STEP 2  : :  H T = I N T ( R N D *
1 0 ) + 1245 CALL VC H AR <2 4 -H T,J ,1 3 H T)  : :C A L L  VCHAR(24-HT,J+1,128,HT)
250 A(J ) ,A (J+1 )=2 4 -H T : :  NEXT J  : :  CALL C OL OR (1 3 ,2 ,6 ) ::  CALL HCHAR(24,1 ,112,32)
260 CALL SPR ITE(# 2 ,9 6 ,5 ,1 0 ,1 ,0 ,3 5 )
265 CALL S P R I T E ( # 4 , 1 0 8 1 7 8 , 1 0 0 , 0 , 5 , # 5 , 1 0 8 , 1 1 , 1 7 8 , 2 0 , 0 , 5 )
266 CALL S P R ITE ( # 6 ,1 0 8 .1 2 7 8 ,1 8 0 ,0 ,5 )
270 CALL K E Y ( 1 ,K ,S ) : :  I F  S  THEN GOSUB 2 8 0  E L S E  S C = S C
-
P H
271 GOTO 2 7 0
280 CALL POSITION(#2,X1Y) : :C AL L  LOCATE(#200-1,Y)
285 CALL SPR ITE(# 3 ,1 0 4 ,1 6 ,X ,Y ,5 0 ,0 ) : :  CL=INT<Y/8 .01 )+1  X 1 = I N T ( X / 8 . 0 1 ) + 3
290 I F  CL<4 OR CL>30 THEN 3 3 0
300 CALL COINC(ALL ,C):: I F  C  THEN 3 6 0  ELSE CALL P O S I T I O N ( #
3 ,
X
,
Y
)

305 I F  X)1 8 4  THEN 3 3 0  ELSE R14=INT(X/8.01)+1 : :  I F  RW<A(CL) THEN 3 0 0
310 CALL S P R ITE ( # 3 ,1 2 4 ,2 ,X ,Y , - 2 0 ,0 ) : :  CALL S O U N D (
-
2 0
0 , - 5 , 0 )

315 CALL VCHAR(RW-2,CL,32,3) A < C L ) = R W + 1
320 S C = S C
4 .
1 0  : :  
D I S P
L A Y  
A T (
1 , 1
) : S
C

3?.0 CALL DELSPRITE(#3):: I F  X l <1 6  THEN RETURN
40 FOR J = 4  TO 2 9  : :  I F  A(J )<X1  THEN 3 8 0

0 NEXT •  R E T U R N
!.:E1 CALL SPR ITE(# 3 ,1 1 6 ,1 6 ,1 7 6 ,Y ,0 ,0 ) : :  CALL SOUND(-500 ,-5 ,0 )

365 SC=SC4.(75-RW)*4 : :  DISPLAY A T ( 1 , / ) : S C
370 CALL PATTERN<#3,120):: I F  RND<.5 THEN 3 6 0  ELSE 3 3 0
380 CALL SOUND(-4000 ,-3 ,0 ,400 ,0 )
385 FOR DEL=1 TO 1500  : :  NEXT DEL ::R U N
390 STOP
400 SUB INSTRUCTIONS(PN) = :  CALL CLEAR
410 DISPLAY AT(1 ,8 ) :"TARGET" : :  DISPLAY A T ( 2 , 8 )
-
"
420 DISPLAY AT(5 ,1 ) : "U SE ANY KEY TO DROP BOMB."
430 DISPLAY AT(9,1):"CHOOSE OPTION PLEASE"
440 DISPLAY AT(13,1):"EASY OP TION TA B ( 2 6 ) ; " < l ) "
450 DISPLAY AT(15 ,1 ) :"HARD OPTION"
460 DISPLAY AT(16 ,1 ):"<NEGATIVE SC OR IN G)";TAB<26 ) ;"(2 )"
470 CALL KEY ( 0 , K Y , S T ) : :  CALL SOUNDC-20,900,20):: I F  6T=0  THEN 4 7 0
480 I F  KY=49 OR KY=50 THEN P N = K Y
-
4 9  E L S E  4 7 0
500 SUBEND
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S01 REM LINES 1 5 0  TO 2 1 0  DEFINE CHARACTERS . .  EXPERIMENT HERE!
iSIO REM A l S . .  PLANE

70 REM A 2 $ . .  TANK
-
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. ;0  REM A4$,A5$,F16$.. EXPLOSIONS
650 REM A7 S ..  BOMB
560 REM A8 S,A9 4 % .BU IL D IN
3 5-
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E:0 REM SPRITE #2..PLANE
O REM SPRITES #4,#5,4$6..TANKS
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REM INCREASE DIFFICULTY LEVEL BY INCREASING SPEED OF SPR ITE(* 2 )
725 REM ALSO HEIGHT OF BUILDINGS CAN B E  CHANGED I N  L IN E 2 4 0
-
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REM ARRAY ' A O  KEEPS CHECK OF HEIGHT OF EACH BUILDING
740 REM AS AN ALTERNATIVE TO 'R U N ' I N  3 8 5  YOU CAN CHECK FOR HIGHEST SCORE TO
750 REM DATE ..HIGHEST=MAX(SC)HIGHEST) AND GOTO 2 4 0  .  HIGHEST SCORE CAN THEN
760 REM BE DISPLAYED
800 REM ALL REMS MAY BE DELETED
900 END

FEAPY.
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You are the pilot of  a jet
fi ghter o n  a  kam ikaz e
mission. Yo u r task is to
bornb a city Occupied b y
enemy troops and cause
as much destruction as
possible before your jet  b
crashes into the fl aming b
ruins. En em y tanks a re  a l
racing through the c i t y  m
streets an d  t hese must  c r
also be destroyed before m

they manage to find sh
ter. They can only be
When yo u r  bombs h a
cleared gaps in the builings.

Rut all the time you ar
lasting aw ay at the cit
elow yo u r jet  i s  /osin
titude —  and it's Only
after o f  t ime before i
ashes — so you have to
ove f a s t  t o  complete

el- y o u r  mission.
hit P r o g r a m  notes: A ' S  to
ve A 9 $  d e fi n e  c h a r a c t e r
d- s h a p e s .  Mi skey i n g  w i l l

not affect the running o f
e t h e  program — but it will
y p r o d u c e  some odd shapes!
g A  variab le  A( 31)  is  de-
a fi n e d  t w ice in  l in e  130.
t T h i s  is unnecessaryone o f  them a n dmay be de-

leted before copying.
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Let Commodore
expand

your horizons.
VIC 20 is the finest home

computer that money can buy.
And the better you get to know

it, the more confident, adventurous
and ambitious you'll become.

You'll want to take advantage
of the vast range of VIC software:
a superb and constantly-growing
selection of programs, embracing
business systems, entertainment,
education and many applications
in the home.

Every program in the series
has been designed by experts, and
chosen for its quality and value
for money.

VIC business software covers
a wide ran
g
e o f  
a p p l
i c a t i
o n s ,  
i n
c l
u d
-

ing spreac-sheet analysis, stock
control, information handling and
word-processing.

A mind-blowing range of
games including Scott Adams'
world-famous 'Adventure' series.

Advanced space games, includ-
ing the sophisticated 'Omega Race

Learn subjects as diverse as
English Language, programming,
and biology

And 'home' software ranges
from IQ tests to Robert Carrier
menus.

In addition, there is a range
of VIC software, like programmers'
aids and graphics packages-
70 COMPUTER & VIDEO GAMES

to add to your understanding and
enjoyment of computers and
computing.

There's even a special 'VicSoft'
Club for \TIC 20 enthusiasts,
with many advantages including
special offers to club members.



V I C  s o f t w a r e  e x p a n d  y o u r  r  •  Fo r  more information, a catalogue of VIC softwareand details of your local retailers or dealers please phone orhorizons. And your mind, t h e  coupon and send to:The Commodore Information Centre,
675 Ajax Avenue, S1ouh, Berkshire SI- I 4BG.PRICES RANGE FROM 14.99 to 124.95 INC. VAT T e l e p h o n e :  Slough j0753I 79292_

c o m m o d o r e
VIC 20

Name
, MR PAW., /MISS
,Address

Postcode
V C C V G  01183



CAN YOU
STEM THE
ALIEN TIDE?

Example Iof bounce ! 5 •  44.•-)
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If all the arcade aliens were joined
tentacle to antenna the line would
stretch very nearly from Hazelbury
Plunknett to furthest Wollumboola-
wonga.

The link can be completed pro-
vided you and your trusty laser can
give the deep fried treatment to
these, the latest misguided mons-
ters who have crossed the Cosmos
in the belief that Earth is their new
paradise.

The puzzle can be  solved b y
hand and brain right here on the
page (may we recommend a piece
of thin paper laid on top, so that
several attempts can be  carried
out?) or a program can be written
which wil l  achieve the task in the
most efficient manner.
To begin: place your gun on any of
the fi xing positions A  to  F  and
loose of f  a  shot. This, as in  a l l
future fi rin g s,  w i l l  h a v e  t w o
effects: One alien  lying on that
vert ical l in e w i l l  b e  destroyed
and that fi ring position will have
its value (shown by the number)
reduced b y one. En t er the n ew
value in the grid below the firing
range and prepare to move.

After each shot you must move
your gun the distance in  squares
equal to its current value. You can
move to right or left but must pro-
ceed in  one direction unless the
value of the square would take you
beyond the firing range.

In this case you "bounce" back
from the end square, as our sample
picture shows.

At the end of your move you must
fire the laser and reduce the value
of that square by 1 even though
there may be no aliens to shoot at.
You must be sure never to land on a
square and reduce its value to zero
as you will then be stuck and the
rest o f the gang wil l  land — with
consequences dire to the future of
the human race.

True success wi l l  only come i f
you can complete the task in  the

72 COMPUTER & VIDEO GAMES

lowest possible number of moves.
Remember this is no easy entang-

lement with a  bunch o f alien E.T.
wets, but the future o f  this very
Earth is at stake. Realising the grav-
ity of the situation, the editor of this
magazine feels prompted to reward
three space-war heroes who find
the correct solution.

Try a few rough attempts first to
work out how the aliens move.

Send your lowest solution to
Space Attack Competition Compu-
ter & Video Games, Durrant House.
8, Herbal Hil l, London ECIR 5113.
before January 12. The first three
out o f the hat wi l l  win hand-held
space invader machines.

If you can beat the Puzzling pages'
space invaders, then you could have a
chance to tackle invaders on the Galaxy
Wader 1000.

Three o f  Computer Games Ltd's
h an d
-
h eld  
s p
a c
e  
i n
v a
d e
r  
g
a
m
e
s  
a
r
e  
u
p

for grabs for the first three answers
with the best solutions out of the hat.

The Galaxy Invader has three skill
levels, two colour graphic display and
scores up to 999 with extra missile
stations for scores over 700

Make sure your entry is with us
before January 12th 1983



DEFEAT THIS
WORDY HORROR
This relic (right) from the primor-
dial past is in urgent need of taming
before it leaves its dark unfathomed
cave and starts chewing up  fa i r
damsels, post office towers and
Clive Sinclair.

To do this, drop one letter from
those used in the line above and
arrange the remaining letters to
form a word or words.

Words. to be valid fodder for our
toothsome fiend, must be o f three
letters o r more and must be bold
type entries in Charnbers's Twen-
tieth Century Dictionary, Revised
Edition.

Words must not overlap along the
line and must be separated by a
bar. A word once used must not be
repeated on any subsequent line.

Each line scores the total of all the
letter values which appear in it. The
letter values are shown above the
top line. So keeping "Y" in is worth
extra points.

A bonus can be scored for each
word which is of five or more letters
and is equal to  the length o f the
word; a five-letter word gains five
extra points and so on.

When you have entered the score
for each line add on the sum of your
bonuses to give the final grand total
— the greater that is, the  more
peaceful the leviathan.

A 1
E 1
1 1  
F
3
1

This somewhat bizarre ti tle  i s  a
direct indication as to  just what is
the problem below — dominoes
have been scrambled.

Not that the event caused any
grief to Ephraim Wheel, rather the
opposite.

He was so  del ighted that h is

II 4
A

8

UNSCRAMBLE THE ONMIDOSE

D o

7 12 1015
YINA

9 6 2

BONUS

3  VALUE
R SCORE

77

daughter, Daisy, had managed to
arrange her complete set of picture
pairs into a six by five rectangle that
he qu i ckl y d rew  the  layout fo r
posterity.

It mattered not that the girl  had
paid scant regard to the usual rule
that adjacent dominoes should have
the same picture touching, at a few
days over 18 months, it was a mira-
cle to the proud father that geomet-
ric genius had manifested itself at
so early an age.

Hence, as we have remarked, the
quick drawing • . , To o  quick, i n
fact, as Ephraim has omitted the
lines w h i ch  show the  separate
dominoes.

It is not too difficult a task to find
the unique way in which the cards
were laid out, bearing in mind that
with 5  di fferent pictures, a l l  the
different arrangements of possible
pairs are present somewhere.

Can you draw the dividing lines
and so complete the picture fo r
Ephraim?

The solutions to these two puzzles
and the winners of our November
Mastermind competition can be
found on page 11 of this issue. Try
them before you look out an answer.

041111010 •  E l  o r n  I
l V a d o m o1 H
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ALL I2K RAM
PRICES INCLUDE MP. FAST 2 DAY DESPATCH

m i c r o m a n i a
14 LOWER HILL RD. EPSOM. SURREY.

ZX131 SPECTRUM DRAGON TANDY BBC
16K 1 6 / 4 8  T R S  COLOR L E V E L  2 A / B
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ACTION PACKED M/CODE ARCADE GAMES

This real-time graphics adventure set inside the human body
was written by a lecturer in anatomy. You are injected into the
blood stream in  your miniature submarine. Navigate the
arteries, veins and heart to the brain, where a blood clot must
bc destroyed. Features a  real vascular map. You w ill be
attacked by lymphocytes which must be destroyed using arcade
game type graphics. Everything you do uses up precious
energy. Three display formats — a lateral and frontal body scan
plus blood vessel name, a close-up scan and a laser-sight for
fighting lymphocytes.

I A L L  GAMES E5.95 EACH, 2 FOR 0.95, 3 FOR 03.95

1 (ANY MIX)  INCLUSIVE.

-do•

•

•  •  •  •  •  •  OPP
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*  The ancient African game of logic. It takes 2 minutes to I
learn the rules but far longer to master the tactics.
*  Select the 'Goat-herd' level of play and it's an addictive
game for childre.r48-1-) that exercises their minds — not their I
laser fingers.
*  Select the 'Witch-doctor' level and it's a threat to your I
sanity. We haven't beaten it and we wrote it!

ADVENTURE
*  Over 200 places to explore in this machine code game
using advanced data compression techniques.
*  No random elements — you will need skill, cunning and a
sense of humour as you explore caves, forest and castles.
*  Evade ruthless pursuers and overcome a host of obstacles.
*  Multiple word commands and single letter abbreviations.

* *  Buy both Awari and Adventure and enter the •Foilkade
Challenge' competition. Details with cassette or send SAE.

FOILKADE LTD E 1  000 IN P R I Z E



DEALING WITH
THE DOUBLE-
DUMMY POSER
In my last article I talked about the
possibilities of running an exhaus-
tive search to tackle the play in the
sort of bridge problem where *you
can see all four hands —  the so-
called —  o r  rather misnamed —
double-dummy problem.

As I had suggested, i f the prob-
lem involves only five or six cards
per player, then absolutely all the
legitimate sequences of play can be
inspected. As soon as you advance
to larger numbers o f  cards (l ike
thirteen per player?) then the com-
putation becomes too massive for
present day machines, even huge
main-frames le t alone a  personal
machine. And I am looking on the
bright side!

The sort o f problem that comes
along in real life involves you — as
declarer — seeing only dummy. If
asked how best to play the hand, an
exhaustive search would involve
creating and testing a l l  possible
ways of distributing the opponents'
twenty-six cards between them!

It all sounds impossible complex,
but there are simplifying routes to
be considered. Suppose the compu-
ter is set a problem involving all 52
cards but where the target i s  to
make all thirteen tricks.

It would be completely lunatic to
explore all o f the avenues o f play
which started w i th  th e  declarer
managing to lose the first trick.

It is the old story — i f you want to
look at all the possibilities the pro-
gramming is easy — it just takes a
few centuries to run.

How infuriating to have a power
failure in 2342 AD when one of your
descendants was nearly there! But
perhaps i t wouldn't worry you too
much!

But a  more sophisticated p ro -
gram, taking many times longer to
write, should reduce the size of the
calculation b y  several , i n d e e d
many, orders of magnitude.

Try this very simple example — a
double squeeze i n  a  three-card
ending:

Perhaps your bridge memories don't go
back as far as mine but in the late
1930's Ely Culberlson sponsored Auto-
Bridge, In other words, bridge for one
player.

The idea was neat and simple — you
slipped one of a number of master
charts into a flat container with a num-
ber of metal hatches on the top. you
opened your thirteen hatches and saw
your hand. You decided on a bid, you
opened another hatch to see if you had
made the right bid.

If you hadn't, you read the manual to
see where you had gone wrong and
made the right bid instead. Then you
opened your left hand opponent's first
bidding hatch, found out what he had
done, looked at your partner's bid and
then your right hand opponents bid.
Now your next decision — right, carry
on: wrong, correct — and so on.

Then the play started after you had
reached the approved contract. You
opened the first card hatch on your left
and saw the opening lead, inspected
dummy —  thirteen more hatches to
open. Yo u  carried o n .  logically

enough. by deciding on your play to
each trick before opening the appropri-
ate hatch to see it you were right or
wrong,

I suppose it might have been thought
of as the Charles Babbage contribution
to computerised bridge.

Now back to the 19130's. After the
personal computer that plays bridge.
came a logical step, It you have your
own machine then for a relatively small
sum you can buy a plug-in addition to
your store — ROM. of course — that
contains the raw material of a large
number of hands, rather exciting colour
graphics. sensible bidding for the
hands and sensible play.

The plug-in board —  produced by
Intelligent Software for Tandy or com-
patible machines —  doesn't play
bridge — it just sees it you can, for it
knows the hands and has been pre-
programmed to cope with whatever you
try.

The release dale is December 1.
More details when I have had a chance
to p lay with t he package more
thoroughly.

BY ALAN HIRON

With South on lead and clubs as
trumps i t is easy for the human —
play the Ace of Clubs.

If West discards H A you are
home and dry. So West parts with
SI. dummy with the new useless HK
and now East is squeezed.

Here it was relatively easy to look
at all the possibilities as they were
as few.

But as South requi red a l l  the
tricks, i t would be time-wasting to
examine all the sequences of play
starting with a low spade from both
South and North.

You see the  point? Far more
programming but less computation.

You can try to  be too sophisti-
cated. You remember the story of
the chess computer that made a
silly looking move, watched by and
sneered a t  b y  many top-ranking
human players?

Only later analysis proved that
the machine was right in the sense
that any alternative would have lost
more quickly.

Who knows? Maybe exhaustive
searches will still produce hitherto
unknown and exciting plays on the
bridge scene. Watch this space.
Computer and Video Games hopes
to bring you them first!
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The amaz ing n e w  Br it ish c om-
puter w ith a full- travel s tandard
keyboard, a  16-bit microproces-
sor, 32K RAM fi tted (expandable
to 6 4 K and  later  to  256KII) , 9
colours, h i - r e s  gr aph ic s  a n d
Microsoft extended colour BASIC
(the very  bes t  BASIC t o  lear n
with). It can be used with virtually
any ordinary cassette recorder, it
has a pr inter  interface (Centron-
ics-type), joysticks ar e available
and i t ' s  inc r ed ib le  v a lu e  f o r
money. (AF571M) Only £199.50
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76 COMPUTER & VIDEO GAMES

If your order contains  over f  '120 wor th of  computer
hardware apply now for interest free credit by telephoning:
Mail-order: (0702) 552911. London Shop: 01-748 0926.
Birmingham Shop: 021-356 7292. Southend Shop 0702
554000 or wr ite to P.O. Box 3, Rayleigh, Essex SS6 8LR

You pay 10% down, then 10% per month for a fur ther
nine months  (to nearest penny). Example: VIC2O Colour
Computer. Cas h Pr ic e E169.99. Cr edit  terms : E16.99
down then f  17 per month for nine months: Total £169.99
.Credit quotations on request.
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THE A M A Z I N G  ATARI  COMPUTERS
4 Cons ol e s  Ava i l abl e :
Atar i  4 0 0  w i t h  1 6 K  R A M

Atar i  4 0 0  w i t h  4 8 K  R A M

Atari  800 wi th 16K RAM

Atari  800 wi th 48K RAM

* AB above wi th BASI C &
Other hardware
Cassette Recorder
Disk Drive
Thermal Printer
Epson MX8OT Mk III
Epson MX80F/ T Mk
Printer interface for 400
Printer Interface for 800
Interface Module
Versawriter
16K RAM Module
48K RAM Module for 400 (AF44X) 1125.35
48K Upgrade for 400 1 4 F 4 5 Y 1  t 7 5 . 0 0
fl oppy D•sk 4 y x 8 7 u i  f  2 50
Le Stick i 4 C 4 5
,
1 1  
E 2 4  
9 5

Joystick Controllers  (Pair) (AC3781 / 1 3  95
Paddle Controllers  (Pair) lA C301
-
11  f  1 3  
9 5

For full deta ils e ta  for our hardware leaflet I XI M 4 JI  SAE appreciated
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THE N E W  COMMODORE 64
The incredible new computer from Commodore comes

with 64K RAM fi tted! Plus  16 colours, hi- res  graphics,
320 x  200  pixels, 4 0  columns  by  2 5  lines , Z 80 mic ro
processor can be added -  that means you can run CP/M
software, 8 independently  movable Sprites with collis ion
detection, and a sound generator w ith 3 voices, 4  wave-
forms, envelope and fi lter to r ival some dedicated music
synthesisers. And all this at the most incredible price ever.

(AF56L) Only  f  339.00

(A1;36P)
£249. 95

(AF37S)
£319. 00

(AFO2C)
£399 . 00

(AF55K)
£490 . 00

handbooks

(AF28F) ( 5 0 . 0 0
1AFO6G) t2 9 9  95
(4F04E1 E265 00
(AF388) [3 9 9  95
1AFEM E447 35
(4F411J) f  59 95
(4F42V) ( 5 9  95
OV29G) f  1 35 00
tAF43Wi / 1 9 9  95
(AF08,1) 1 . 5 5
(
0

ATAPI
- -

a
r
.
l
i
'
l  
.  
•

1-1 1  1  _L
-,

\oommosmommoolow'

/  komorEtemortmektilip Ikienekeklikookinta

e3 ATM

4. a t  re• -
a/4 •  a  La  1111 44
, 4. a  e a  an

4991

a

-  • M e l .

r
-
-

a

a



(Subject to approval
which can take up to 48

hours) (APR Crici)

Neirdererre SoIngeloCiak Casseme f•  4 4 : E 1 3 1 1 1  1 1 9 9 4
VIC20 •  A14711 1199 VIC Sloth CirSia:01 Cita•nte t A C I P A C t  1 1 1  95
C 21
,
1 
C
e
l l
e
. .  
L
i
n
o  
l
4
1
.
4
1
1
4
:
1

1
,
5
1  
9
5

VIC FM  Dm 1 4 4 : 9 9 0 I  ( 2 1 9 5
VIC Wetter 1 4 1 4 9 0 1 ( 23000 SAC 1

,
9 9 9
,  
D
M  
H
M
I  
I
A
4
:
9
6
1
1  
(
7
1
9
5

VIC O n  Dime L A I V X 1396 00 VW %SPAIN. Ctosiordo IN C  ( 1 9 9 5
314 RAM Cettritspe 1 A 1 S 1 1 7 12995
911 1
1
1 A
M  
L
e t
i t
i o
b
e  
1
3
.
1
9
2
G
t
,

( 4 4
9 5

Erliremlort 44:6E I  Gc t 0  Lwow Memworit
t 64 RAM Cwirtdie
, 
1 A 1 6
3 e i 7

174 95 Al l  C . S .
,
. 1 1 .  
m e
n d  
a
n
d  
e o
q u
o i
•  
i
i  
W
e
s
t  
O
K  
.
.
.
p
a
/
S
t
a
i
n

m e s s n l i
.kstwbeht and Prvrtarrr

E n • I s e :  I  i n • W i t s  W E S I G Al
5mir4e .rovrt•or i i r . C 3 3 o 1 4 12 Metbomierts I  I A C S I N OS)
Pwr or _Forsucks I A C 1 7 S 1 113 99 154$15•44,m4s 2 0 9 ( C 0 1 (9.99
L e  Sl i tor I S I 4 : 4 4
9
1

12495 13mlims 9 1 1 C 0 1 9 ( 964
Pstr of PetAlle. 4 4 4 : 3 0 9 1 1 11396

CPI O ns I t t ra  4 1 1 1 C O 2 ( ( 964
PKVI PCS 1 6 ( 0 3 0 19 99

Poesseeitoung Asd Cidtmdio•• Coning.
, 
S t u d
e r .  
1
9
4
:
0
1
6

19 95
Supt. Imtande, 3 6  RAM eco I••: i n Cidrov SW'S I  BC. OW 1 3 9 .

tACSILIt /11
I 5 C 0 6 0 19 99

Prograintnibe Aid Aubilioned commends Anthenta S o l  to I I  !um woo 19C07154 f t  913
h•nrison Key psour.enrsong err oACS5r I  3. 95 R99c9

,
111 
1 9
,  
9  
I
Q  
I
I  
w
e
n  
e
i
n  
1
1
5
C
0
9
J

( 999
Matson. Cut% Sloontor I A C 5 9 4 , 1 ( 3195 Geootal nutstedtpe Iwo 9 . .  11 tow WM

MCCON 19 99
Softwero la ll 3K unless stated)
introbtroben to BASIC Casettes

Spr•r.r1 ror r e m  ,
3 1 9 1  r f I C  
I l k

99

Pe, i I A (  57Mt 11494 Hon,. P r o , . . . .
Pao,  2  A C S O N : ( 1195 95 A

,
,  
o
t
t
a
.
b
.
i
t
.  
1
1
1
0
1
.
0  
S
a
d  
:
n
e
w
s
,
p
I
l
p
u
s
,  
U 
n
e
a
n
n
e
r
,

rt . s t ri s ts
Gem. Progrmrts C h n i t e l n e f  I I • C  I  I M 1111
Arenuim C4111
,
411.1 
I A C
S / P

11995 K n o w  V o w  0 1 . n  1
0  
A K  
M i

1995
519' 9M410 Contu143r L 4 4 : 9 0 0 119 96 Amm 10 O K  1319 1999
Suove Sku Cadsid9. I A C A l ( 1995 l n o w s  V e t e  O m r .  e n a t t n n t s  I O C  1 4 CI t I 09
Jens Monate
,
. 
C , B , I 4
9 0  
1 A
C 9
7 1

/19 95 The8068.1 C o w  Fmcds NIttni• Penne.
Al i e n  C O M  A N  l 4 4 : 6 3 1 119 95 , B C

I S R
(9911

5upee Leman
, 
C e r t r e
b ,  
1 4
C 6
4 1 .
1

( 1995 VIC Mcmos M armot 1 1 4 : 1 1 1 1 ( 989
Fined Rave Cielsolg• i A C 6 5 V 11998 ViC Rood 1.1•••• 9 .129.9a. Code 1  77 /1 1 6
Ran Rare Ceetritse t A C 6 1 9 1 119 96 Gerben• nanne
Ebb Camila* I A C 5 7 / 1 (4 99 into: D e s i g n .  1 1 1 C 1 9 1 1919
Mole Anwit Ca/midge A 4 : 9 9 0 (24 96 BBC A . .  The 1 boos I B C  2090 ( 999
4chorwurnIattel Caritelue 1 4 4 : 1 1 1 6 1 124 95 906 MametimitAl ( 9 "
Pe 21e Co.'. CorttAltso 124 15 Maui.' mod adeimonal 4349.011 Ilemmateloe

2"inspoembieEertrulkoe ( A C 8  71/ (74 95 Caro I  i N C 2 2 9 11 SO
Voodoo Castle Catiridge A C O l i n 124 95 Om. 2 1 1 C 2 3 A 1730
(no c(n•m C odtas /24 95 01e  3 1 1 1 4 : 2 4 9 12 SO
5 1 4 0 9 9  2  Cr i m e  F e l t  'c a p O K  ? L I 124 95 Dela 4 i 1 4 : 2 6 1 12 9 0
God Califtdo• t A C I O * 124 95

i . e . . . . ,  mum,  s d d , i s m o t  S i o n . a t
,
S I  1 ' n o M
, 1
1
,
0 9 1 1

Omega Rac• C•olledeto I A C O I V 122 96 Veirse F . .  1 9 C 2 1 1 4 3 (2 1K'
Another 1-IC.', Th. Wall Casmrie M utt 1 1 4 : 1  TS 12 50

MC 7814 ( 7 0 0 900
,
9 
&  
C
a
m
a
s  
1
1
1
1
C
2
8
1
1

( 230
VIC Punic Ceesatie 1 4 C  794_ ( 7

1
3
0

r vv . I V  i 9 6 2 9 0 ( 240
Cumniods C ostatle I A C / 9 2 1 1 1200
1 1 1 :5 1 0
,
9 m bn 
C o s
m i  
1 .
3 1
4  
1  
' A
C I
D I
C

( 700 &Kee Above VOC
VIC Men Csitelie A C 8 2 0 t 1700 LasH M ost/19mo, on lee VIC 1WA31.11 1 3 9 0
VIC Asternets Cematie I A C e 3 E
,

1700 V1C 114s444414 1 4
,
9 3 4 3 2 1 1
1 1  
W O
O

e •
,
, ,
g
e
a
c
n
n
a
n  
M
.
1
0
.
0
.
4
•

Mamma Pociatamts Guide r 5 5 0 4 3 1 1  1 9 9 9
,  O t s .  I. '
,
A wl  
I A C 9
2 4 1

124 9
,

d55A44C1 1 1 0 1 0

CREDIT
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LEARNING A NEW
LANGUAGE
We have already looked at some back-
ground material on binary numbers and
the structure  o f  a  compute r system.
Although there  w i l l  b e  mo re  o f  th is
background ma te ria l la t e r on ,  t h is
month we  wi l l  be  dealing with  micro -
processors and some, simple assembly
language instructions.

To understand assembly language
we n e e d  t o  lo o k  in s id e  the  mic ro -
processor. Figures 1, 2 and 3 show the
internal reg iste rs (me mo ry locations
and working storage) of the 6502, 6809.
and Z80 processors.

Some registers hold an eight-bit bin-
ary number and others a 16-bit b inary
number, a n d  a l l  instruct ions use o r
operate on the contents o f at least one
register.

There are many differences between
the th ree  processors in  the  number,
names and uses o f  the registers, bu t
there a re  similarit ies among the main
registers.

The P ro g ra m Counter,  PC, ke e p s
track o f  the address o f  the instruction
currently be ing  executed, and is  up-
dated automatically eve ry t ime  an in -
struction is executed.

The Stack Pointer (S in the 6502 and
6809, SF in the Z80) is used to keep track
of subroutine calls and returns.

Although these registers are very im-
portant in  the operation of the proces-
sor, they can be ignored in elementary
programming

The most important registers to  the
programmer are the accumulator. A (or
two very similar accumulators A  and B
in the 6809) and the flags (called P for
Processor Status Register in  the 6502,
CC for Condition Code Register in  the
6809. arid F for Flags in the Z80).

The accumulator is used for perform-
ing arithmetic and log ica l operations.
and although some of these operations
can be  ca rried  out in  o ther registers
there are  some operations wh ich  can
only be carried out in an accumulator.

The flags record information about a
binary number o r about the result of a
calculation, and are used in binary arith-
metic and  in  cond it iona l jumps (the
equivalent o f  IF T H E N  GOTO I N
Basic).

The other registers differ greatly be-
tween the three processors, and will be
introduced slowly throughout this series

The first instructions we are going to
look at move data between the registers
and the memory. You wi l l  remember

BY TED BALL
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from last month that a memory location
is selected by 16 address lines and can
be specified by a 16-bit binary number
(equivalent to  a  hexadecimal number
from 0  to  FFFF o r a  decimal number
from 0  to  65535) and  each me mo ry
location conta ins e igh t -b its o f  da ta
(equivalent to  a  hexadecimal number
from 010 FF or a decimal number from 0
to 255).

Because the assembly languages are
so different we will look at the proces-
sors individually.

1111"11M111111r1111111•1111
THE 6502 AND
MNEMONICS
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The 6502 uses the mnemonics LDA,
LDX, LDY (LD being an abbreviation for
load) in instructions that fetch data from
memory into the registers A. X. Y, and
STA, STX, STY (ST being an abbrevia-
tion for STore) in instructions that fetch
data from the registers into memory.

As well as the opcode mnemonic we
need an operand to indicate the mem-
ory locat ion invo lved. Th e  6502 has
several addressing modes, wh ich  are
methods of specifying the memory loca-
tion o r register involved in  an instmc•
tion, and we will begin by looking at two
of these addressing modes, immediate
and absolute.

In immediate addressing the actual
data is included in the instruction, and a
hash sign, # ,  is placed in  front o f  the
data to show that it  is immediate data_
Thus, we may write:
LDA #22
LDA 0416
LDX #$10
LDY #$10

The assembly language allows us to
use several different notations for writ -
ing numbers. Two of these are shown in

ACCOMULTOIR

INDEX REGMTER

INDEX REGISTER

PROGRAM COUNTER

STACK POINTER

PROCESSOR STATUS REG

CARAT  1  T R U E
ZIA 0 I  RE S ULT ZERO
MO DISABLE I  DIS ABLE
DEEMIAL MOOE I  TR U E
BRA COMMAND

OVERFLOW - T R U E

NEGATIVE 1  - K O

the examples above; decimal numbers.
which are writ ten in  the ordinary way
with no distinguishing marks, and hex-
adecimal. wh ich  a re  distinguished b y
being preceded b y the dollar sign. S.
Thus 22 and $16 represent the same
number.

Note that, because the registers A, •
and Y contain eight-bits the operand in
an immediate mode instruction must be
an eight-bit number (0 to FF hex, or 0 to
255 decimal).

The result o f  these instructions is to
replace whatever was in the register by
the value specified in  the instruction.
Obviously, we  cannot use immedia te
addressing with  the store instructions
STA, STX. STY, because there is nothing
to tell us where to store the number.

In absolute addressing we  specify a
memory location. The load instructions
the contents of the memory location into
a register, and the store instructions put
the contents o f  the  reg iste r in to  the
memory location.

The instruction LDA $1000 takes the
eight-bits f ro m me mo ry location 1000
hex and puts them into the accumulator,
while STX $1000 takes the e ight-b its
from re g iste r X  and pu ts them in to
memory location 1000 hex. Note that we
need f o u r h e x  d ig i t s  t o  sp e cif y  a n
address.

There are  also instructions to  move
data between the registers: TAX (Trans-
fer contents o f  A  to X), TXA (Transfer
contents of X to A), TAY (Transfer con-
tents o f  A  to  Y ),  and  TY A  (transfer
contents of A to Y).

In all these instructions only the des-
tination (register or memory location) is
changed; the source data remains the
same- Thus, LDA $1000 leaves the con-
tents o f  me mo ry  loca t ion  $1000 un-
changed, STX $1000 leaves the contents
of the X  register unchanged, and ' rYA
leaves the  contents o f  the Y  reg ister
unchanged.
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GETTING FAMILIAR
WITH THE 6809
The 6809 assembly language is  ve ry
similar to the 6502 assembly language.
We write decimal numbers in the usual
way with  no  disunguishing mark, and
precede hexadecimal numbers with  a
dollar sign.

We have  th e  opcode  mnemon ics
liDB, LDD. M U .  LDS. LDX. and

LDY to load data from memory into the
processor registers, and STA, sm.  STD.
STU, STS, STX and STY to store data
from the processor registers into mem-
ory. The mnemonic must be followed by
art operand to specify the memory loca-
tion to be used.

Like the 6502. the 6809 has a number
of addressing modes which a llow the
memory location or register involved in
an instruction to be specified.

The simplest addressing modes are
immediate addressing where the data is
contained in  the  instruction, and e x-
tended addressing, where the memory
location to be used is contained in  the
instruction_

Examples o f  imme d ia te  mo d e  in -
structions are
LDA *2 2
LBD #$16
LDD #$1234
LDX #$1000

The hash sig n  is  used to  ind ica te
immediate addressing; decima l num-
bers are written with  no distinguishing
sign, a n d  hexadecimal numbers a re
preceded by the s i g n .  Thus I DA  #22
means "load the decimal number 22 into
accumulator A'', LDB #S16 means "load
the hexadecimal number 16 into accu-
mulator B", and  L DX  #$1000 means
load  the hexadecimal number 1000 into
register X .

The two accumulators, A  and B. each
contain eight-bits, so the operand must
be an eight-bit binary number (equiva-
lent from 0 to 255).

The 16-bit accumulator D is actually
the t wo  e igh t-b it  accumulators co m-
bined, with A being the high order part
and B be ing  the  lo w o rd e r part; the
instruction LDD $1234 thus means "load
the hexadecimal number 12 into accu-
mulator A  and load  the hexadecimal
number 34 into accumulator B''.

The operand in  a  L DD instruction
must always be a I6-b it number, and if
we were to write  LDD I ,  the result o f
this instruction would be to put 0 in  A
and 1 in B. The registers U, S, X. Y, are
16 bits long and take a 16 bit immediate
operand.

Some extended mo d e  instruct ions
are:
LDA $1000
LDD $1000
LDY $1000

L DA  $1000 t ak es  t he eight -bit s  f r om
memory  loc at ion  1000 h e x  a n d  loads
them into accumulator A. A  16-bit load
instruction cannot, o f  course, take 16-
bits from an eight-bit memory location,
so it  uses t wo  consecutive e igh t-b it
memory locations.

Thus LDY $1000 loads the Y register
with the contents o f  memory locations
$1000 and $10001, the contents of loca-
tion $1000 becoming the high order part
of Y and the contents of $1001 becoming
the low order part of Y.

Similarly, LDD $1000 loads the con-
tents o f  location $1000 into A  and the
contents of $1001 into B.

The sto re  instructions in  extended
mode wo rk  in  the opposite d irect ion

from the corresponding load Ma t rix
lions.

Thus, STA $1000 puts the eight-bits
from accumulator A  into memory loca-
tion $1000, STD $1000 puts the eight-bus
from A into memory location $1000 and
the eight bits from B into memory loca-
tion $1001, and STU $1000 puts the 16-
bits from U into memory locations $1000
and $1001.

We cannot use immediate addressing
with  s t o re  inst ruct ions,  a s  t h is  i s
meaningless.

As well as the load and store instruc-
tions, which move data between regis-
ters and memory we have the TFR and
EXG instructions which move data be-
tween registers.

The operand with these instructions
has the form rl, r2 where rl and r2 may
be any two registers of the same length.

Thus we can write TFR A, B which
transfers the contents of A  to B leaving
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SPECTRUM COMPUTER GROUP MEMBER
(MAIL ORDER)
171 HIGH STREET
HORNCHURCH.
ESSEX, 01021 75613

17 GOLDEN CROSS PARADE.
(MANSION GARDENS).
ASHINGDON ROAD,
ROCHR)110, U R  5404155

WE PROUDLY PRESENT,
FOR THE VIC 20

THE INTERNATIONALLY SUCCESSFUL MYSTERIOUS
ADVENTURES

These superbly written,  Machine Code Adventures have bean
enjoyed by TRS80 VIDEO GENIE owners in Snitain for we ll over
a ye a r now a nd a re  currently taking the  U .S. b y SWI M  t h e
Author has now implemented these absorbing programs on the
COMMODORE VIC 70 FITTED WITH 8K RAM  PACK.

ALL ADVENTURES IN THIS SERIES INCLUDE:
Split screen displa y. Ultra  la st Machine  co d . response. Save
game t o  cassette NOM A& Simple  two word command e ntry.
approx. 1 0  Locations to vied. 30  Citiects to  manipulate. 7 0  nt
more "problems' t o  Overcome

ADVENTURES PRESENTLY AVAILABLE:
1) THE GOLDEN BATON — venture 131133 a  strange province 01

danger and e vil rriatnc to retrieve the stolen Baton of King
Ferrenua.

2) THE TIME MACHINE —  As a  newspaper reporter you have
been sent to the old house on the moors to invedigate  the
eccentric Dr. Potter

31 ARROW OF DEATH (Part —  In t1;is first part of  this e pic
Adventure you must find and destroy the source ol the evil
blight which has befallen your homelands.

These are the lost [Mee of a canes which could ultimately total
more than 70 Adventures.

WARNINGI —  On ly suprom• courage a nd lo w cunning ca n
ensure eventual success on these dangerous missions

NOW AVAILABLE
Excape from Pulsar 7 C i r c u s
Arrow of Death Part 2 F e a s i b i l i t y  Experiment
SEND CHEQUE OR P.O. FOR JUST 19 95 INC. VAT •  5 0 p POST
& PACKING TO
Also available for BBC and Atari S o o n  available for
Commodore 64
Memory expansion — phone for prices
Dealer enquiries mvited
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A unchanged, or TFR X, Y which trans-
fers the contents o f  X  to Y  leaving X
unchanged, but we cannot have TFR A,
X because A is an eight-bit register and
X is a 16 bit register.

Similarly, we  can  writ e  EXG A.  B
which exchanges the contents of A and
B, o r EXG U, Y  which exchanges the
contents of U and Y, but not EXG A, U.
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THE REGISTERS IN
THE Z80
If you  lo o k a t  fi gure  3, showing  the
registers in  the Z80 you wi l l  see that
there are a total of 22 registers. We are
not going to look at all these at once, but
we wi l l  begin with  the most important
the accumulator A, and the registers B,
C, D, E, H and L.

The instructions to  move data f ro m
memory to registers, f rom registers to
memory, and between registers all have
the form LD destination, source.

There are several ways of specifying
the destination and source, leading a
number o f  d ifferent groups o f  LD in -
structions.

We can load data directly into a reg-
ister by an instruction like  LD A, 10 or
LD H, 15H. Note that a decimal number
is writ ten  in  the normal way, wh ile  a

hexadecimal number must be followed
by the letter H.

Thus, L D A ,  10 loads the d e cima l
number 10 into register A. and LD H,
15H loads the hexadecimal number 15
into register H.

We can load an eight-bit number (0 to
FT hex or 0 to 255 decimal) into any of
the registers A. B. C, D. E, H, L, in  this
way. We can also treat the register pairs
BC, DE, HL as if  each pair was a single
16-bit register, and write, fo r example,
LD BC, 1000H. This loads the hex num-
ber 10 into B and the hex number 0 into
C.

M A C H I N E
'CODE

We can also load a register or regis-
ter pa ir from data in memory. Thus, LD
A. (1000H) loads the  e ight-b its f ro m
memory location 1000H into the accu-
mulator A.

When we  load a  register pa ir f rom
memory, we  must, o f  course, use two
memory locations. LD HL, (1000H) loads
the contents o f memory location 1000H
into register L and the contents of mem-
ory location 1001H into register H.

Note that the h igh order part o f  the
register pairs BC, DE, HL is B, D, H and
the low order part is C, E, L, respective-
ly, but when we load two memory loca-
tions in to a  reg ister pa ir the o rd e r is
reversed.

If we  have 34H in  memory location
1000H and  12H in  me mo ry  loca t ion
100IH, the instruction L D BC, (1000H)

puts 34H in  C  and I 2 H in  B, but the
register pair BC wil l be treated as if  it
contained 1234H.

We can store data from registers into
memory by instructions of the form LD
(1000H), A  o r  L D  (1000H), BC.  L D
(1000H), A  puts the e ight-b it number
from A into memory location 1000H, arid
LD (1000H), BC puts the I6 -b it  number
from register pair BC into memory loca-
tions 1000H and 10011-1, with  the 8 b its
from C going in to  location 1000H and
the eight-bits from B going into location
1001H.

There is also a group of instructions
of the f o rm L D reg iste r 1, reg iste r 2
which move data between eight-bit reg-
isters; fo r example LD A. C moves the
contents of C into A.

However, we cannot move data from
one register pa ir into another register
pair in a single instruction; if we wish to
copy the data from BC into DE we must
use two instructions, LD D, B and E, C.

A ve ry important fo rm of the LD in-
struction uses a register pair as a poin-
ter to a memory location. For example,
if HL contains 1000H (10H in H and 00H
in L) the instruction LD A. (HL) puts the
contents of memory location 1000H into
the accumulator A, and the instruction
LEI (HL), A  puts the contents o f  A into
memory location 1000H.

Next month we will continue by look-
ing at arithmetic instructions.
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PLOT OF THE
GAME OF THE
BOOK .  .
An adventure game is very similar
to a  story in that it  must have a
theme. The  extent to which the
game differs from a  book is the
degree of interaction with the plot.

This can vary from the player
having no choice but to guess or
deduce the correct commands, to
allowing multiple choices of action
at every turn.

In other words, the  plot may
branch endlessly. In a  book, the
outcome is fixed. In real life there is
an infinite choice of actions, each
with vastly differing results. A n
adventure game fallc between these
two extremes.

Perhaps this explains the popu-
larity of Adventure, it is fiction in
which the reader participates and
affects the outcome.

Depending on the player's ac-
tions he can change the storyline to
a certain extent.

A verb is the key to an action. We
can look at a ll the different cir-
cumstances in which the verb may
be uttered, and vary the outcome
accordingly. The greater the num-
ber o f  different circumstances
which can change the effect of us-
ing a particular verb the nearer the
game will be to real life.

Of course, on a  micro this will
have a definite limit, but with cun-
ning we can disguise that limit to a
certain extent. Let us take as an
example the  word LOOK, often
synonymous with EXAMINE in an
adventure, LOOK AROUND has the

potential to produce a different rep-
ly for every location, and then some
more, giving additional clues about
hidden features, such as a secret
exit, whilst LOOK HOLE may pro-
duce a reply like "I see a bottle of
r u m
"
. It may be arranged for the bottle
to then be displayed as a  normal
visible object.

The outcome of the game will be
affected, since it might be that with-
out the rum a pirate will not be so
helpful, and this might eventually be
crucial to the game.

The program code to achieve
these multiple replies can be re-
latively short:
3999 REM L O O K  (EXAMINE)

4000 IF K2 < >  (code for AROUND)
THEN 4500
4010 O N  P N  GOTO 4100,4110,
4120,4190 e t c .
4100 LET 01$ -  "THERE'S A BOAT
ON THE HORIZON' : GOT0100
4110 LET 01S = "I SEE A SECRET
PASSAGE" : GOT0100
4120 e t c .
4190 LET ()IS =  "I SEE NOTHING
SPECIAL" : GOT0100

This last line is the reply dreaded
by all Scott Adams fans, and is the
default line where no specific reply
is required,

LOOK (object) implies EXAMINE
and requires a different approach.
First we  must check whether the
object is in the player's current in-
ventory, or  i f  it is  visible in the
player's current location. Assuming.
=there are 30 objects in the game,
then:

4500 IF K2 >  30 THEN 41300 : REM
SUBSCRIPT IN RANGE FOR 4510
4510 IF P(K2) < >  50 AND P(K2) < >
LN THEN LET 01$ =  " I  DON'T
SEE IT HERE" : GOTO 100
4520 O N  K 2  GOTO 4530,4190.
4540,4190,4550 , e t c ,
4530 LET 01$ = "IT SAYS: BEWARE
THE S L E E P I N G  D R A GON " :
GOT01000
4540 LET 0 3  =  "THERE ARE 2
LEVERS —  R ED  &  GREEN"
GOT0100
4550 e t c

Note the use of the existing de-
fault line to avoid writing it twice.
Line 4500 checks that K2 isn't grea-
ter than the highest permissible
subscript set by the DIMension of
the array P.

You can thus see that the limit to
the different response to LOOK are
set only by the computer memory
available and the author's imagina-
tion!

BEWARE THE RIGELIAN HOUND
Strange Odyssey is yet another of Scott
Adams' offerings, and has a  science
fiction theme. The hardy adventurer
finds himsell in a broken down space-
ship somewhere on the sudace of the
moon.

A good space traveller will of course
know what precautions to take and how
to use low gravity to advantage. A good
adventurer will need similar insight!

Armed with a phaser it is quite likely
that the explorer will come to an alien
room and discover the way to travel to
stange worlds. He might visit, for exam-
ple. an intergalactic zoo and become the
prey of a Higelian dia•ice hound — not a
beast to endear itself to any but the most
devoted of dog-lovers!

Or he might get trapped in a methane
snow storm and run out of oxygen. The
object is to collect treasures of ancient
alien civilisations and store them —
where? Ah-ha! Can you get there? Can
you mend your crippled ship? And can
you climb slime trees?

This game. as might be expected from
Scott, is  not easy, but it  is fun. It
simulates many features from science
fiction books and movies — It you are a
science fiction fan you should find your
way around easily enough!

Strange Odyssey is written in machine
code, and versions are available for the
IRS-80, Video Genie. Apple, Sorcerer
and Atari computers, Thanks to Mr.
Harding of Molimerx for the review copy.
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PROTECT YO UR P RO G RAMME S  W I TH THI S  RE CHARG E ABLE  BATTE RY  PACK

AT LAST! The answer to one of the major problems facing personai
computer programmers and users: —  POOR MAI NS SUPPLIES
CAUSING HAVOC,  WHI LE YOU SPEND HOURS TRYI NG TO
ENTER YOUR CAREFULLY PREPARED PROGRAMMES.
Now Adaptors and Eliminators, who have produced nearly 70(to of all
ZX Mains Adaptors, bring you BATTPACK — a  rechargeable Bv
NI-Cad battery pack and transient suppressor, housed in a com-
plementary black ABS case that simply plugs into your ZX adaptor in
seconds.
BATTPACK ensures the voltage into your ZX computer never drops
below 9v, thereby eliminating the possibility of a programme crash
because of a split second mains dropout! (One cycle is all it needs!)
BATTPACK also suppresses transients and W I  us ing carefully
selected capacitors. Your ZX Adaptor keeps the BATTPACK at full
charge even when in use —so its always ready for emergencies_
Even in the event of a full power cut BATTPACK will run your ZX
computer f or at  leas t  30 minutes  giv ing y ou t ime t o save your
programme on a cassette or print a hard copy on your ZX printer.
B ATTP ACK comes complete with all connecting leads and is ready
for use.
ORDER NOW — SAVE NOT ONLY YOUR PROGRAMMES BUT
ALSO YOUR TEMPER!!

MAIL ORDER ONLY PLEASE ALLOW 28 DAYS FOR DELIVERY

•  Lansdowne Computer
Centre have one of the
largest ranges of Software for
the ATARI 400 800 in the South.A
ATA R I

timtditel=m1=k
1Palsol aaabed lac

5 Holdenhurv  Road,  Bournemouth,  Dorset
Telephone.  Bournemout h 20165
(Showroom loc at ed abov e
Stewart  Greens The Chemis t )

FOR Z X 81 AND SPECTRUM

•  AJAR) 400 (16k)
from E199.
•  32k and 48k
upgrades available.
•  Choose from our
extensive range
including:

Santa Cruz, Adventure
International, Data Soft
Infocom, On Line, Synapse,
In Home Software, Automated
Simulations.

L A N S D O W N E
COMPUTER CE 0 ME

COMPUTERS
(AND OTHER MODELS USING 9v DC ADAPTORS)

ADAPTORS AND ELIMINATORS LTD 14THAMES ST LOUTH LiNCS

PLEASE SUPPLY ( O T Y )  t i m t t r : 7 1 K  /
AT E13•95each PL US El 40  pip
I ENCLOSE CHEQUE POSTAL ORDER FOR E
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Please rush me full details of
your superb range of
Software including mall
order form.
Name:
Address:

Tel, No
Tick Box

E l  l am interested in details ofthe Atari 400 800 home
computer range includingaccessories.

I am interested in

make of computer. Please send
me details,

CVG1/83J1
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news and reviews of  those games tapes you've
always wanted to know about, plus special fea-
tures on the latest trends in the exciting world of
computers and gaming.

If  you would like to catch up on what's been
going on in  the pages of  Computer and Video
Games over the past months why not send off for
some back issues? It's easy to do.

Just send details of the copies you want with your
name and address, plus a che-
que o r  p o st al  o r d e r
made p a y a b l e  t o
Computer &  Video
Games t o  C & V G
Back Issues, Com-
petition House, Far-
don R d . ,  M a r k e t
Harborough,
Leicestershire.
Each issue costs El
including post and
packing.

:A COMPUTER & VIDEO GAMES
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Want to look tough? Well, when
you w ear a  Computer and Video
Games T-shirt no-one is going to
kick sand in your face! There are
three designs to choose from. One
is discreet lit t le number with the
C&VG logo on the front in  deli-
cate shades of red and black. The
Bugs feature large on our other
two offerings. One features Snag
Junior in glorious bright blue with
the w ords "Watch  out-there's a
Bug about" writ  large. Screaming
Foul Up has managed to fi nd his
way onto our third shirt  in  bril-
liant yellow  and green with the
slogan 'There's no polite word for
something that bugs!"

The T-shirts come in four sizes,
Extra Small, Small, medium and
large, and cost E2.65 plus 30p for
post and packing. Checruessand or
PO's (not cash) should be sent to:
Computer an d  Video  Games T -
shirt Of fer, 10-12 Victoria Road,
Northampton.

ECOMPUTER & VIDEO GAMES T-SHIRT OFFER
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1 T-shuts cost E2 6S plus aap p&p Cheque& P Os payable to Computer & Video Games T-shirt oder.
OFFER APPLIES UAL only

lease return Co Computer & Video Gaines T-shirt otter, 'Oda  Victona Road_ Northampton. PLEASE ALLOW UP TO 28 DAYS FOR DELIVERY
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\  I t s  so easy and tidy wi th the Easi-
• •  b i n d  b i n d e r  t o  fi l e  y o u r  cop ies

away. Each b inder i s designed to
hold 12  issues and i s  attractively
bound and blocked wi th the COM-
PUTER & VIDEO GAMES logo. Price
U.K. E4.25 including postage, pack-
ing and V.A.T. Overseas orders add
25p per binder.
Nat. Giro No. 5157552,
Please a l l ow  3 4  weeks fo r  fu lfi l -
ment o f  o rde r. Paymen t b y  AC-
CESS:BARCLAYCARD VISA. Send
coupon below detailing credit card
no. and signature. Wh y n o t place
your o rde r  now? Send th e  com-
pleted coupon be low w i th  remi tt-
ance payable to:-

Eosibind Ltd. .4 Uxbr idge St..
•  •  L o n d o n ,  We  7SZ•
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COMPUTERS Devon, (0752) 23042

GAMES FOR SHARP MZ804.1 and B

•  OIL STRIKE. Try and become an
oil tycoon. A, B & K.

•  SPACE MISSION. A & K. Destroy
aliens.

•  SQUASH. A & K. Real time. 3
levels.

•  MARAUDERS A  & K. Learn to
survive.

•  NUMBER ADVANCE. A  &  K.
Addictive'

•  AIR BOMBER A & K. 4 Levels of
play.

•  CODE BREAKER. A & K. 7  skill
levels — deduction.

•  FOOTBALL LEAGUE. A, B & K. 4
English divisions

•  ADDRESS'TEL BOOK. A. B & K
200 records.

•  MUNCHIE MEN A  & K
The answer to Pacman

ALL GAMES E4.99 each.
Inc VAT & P+P.

All prices Inc
VAT and Delivery
ACCFSSIIINDISAMDEVISA

ATARI
.10001100

16K
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-
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From ME.  Evans the author of the highly acclaimed 3D MONS-
TER MAZE and 3D DEFENDER for t he ZX81 c omes  TWO
GAMES FOR THE SPECTRUM
3 0  TU N N E L  ( 16A  &  41lIX ver s ions  on one  loge?
What lies down in  the depths ot me TUNNEL/
Flying bats, leaping toads, sp iders ,  and  ra ts'
mayt3a Perhaps morel You  Will have to  avoid
the wails of the TUNNEL a s 4 weaves up and
down and sa le  to st ile  to tend out A l l  in  3 D o l
course
r n o t  i n  16K  v er s ion)

ESCAPE (runs in  16K1
Can ycki ESCAPE from the maze inhabited by 5
hunting Dinosaurs, including a  Pteranodon Mal
soars over the maze to swoop down on you.
Oneo  M e  bear and most o vu la r games we

nave seen Of  rho? SPECTRUM so  M r' SINC-
LAIR US E R

Available mid-Jan.
el igulhes  woex.orne a t  ak l i f 17
,
., B e l o w

Adv rilwst-J13!)-Li La i : J
-
4114

Professionally  Writ t en and Produc ed
Software for the Home Computer

I
.

Send to: NEW GENERATION SOFTWARE, FREEPOST
(13S3433), Oldland Common,  BRISTOL BS15 6BR (no stamp
regd. in UK) or for I NSTANT CREDIT CARD sales ring 01-930
9232. S.a.e. with enquiries please.

Mr Mrs Miss

0 • 1 1 1 1 .
,Please send me o f  3D TUNNEL   o f  ESCAPE,

at E4.95 each (Inc p•13,p and VAT). I enclose cheque P.0

Address  . . . . . . . .
Post Code

CVG
•
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•  6 octaves of real sound plus Hi-Fi output
•  Centronics printer interface and cassette port
•  Comprehensive user manual
OPTIONAL MODEM OFFERS COMPUTER PHONE LINK FOR

•  ELECTRONIC MAIL •  TELESOFTWARE •  PRESTEL
COMING SOON, TO COMPLETE YOUR SYSTEM: ORIC MICRO-DRIVE DISCS G SPEED PRINTER

FOR HOME: The ORIC-1 is the professional alternative for home computing.
•Superbly styled, the 57 key layout is based upon computers costing many times more

an the O M ,  and will help the whole family to learn and understand computing,
• ht from day one. The ORIC incorporates an improved version of Basic

or ease of programming and use. For the enthusiasts the computer has laser
ps, explosions, etc. pre-programmed for games use, with Hi-F1

utput for incredible effect. The communications Modem win
allow •Telesoftware", message sending, and Prestel use.

FOR BUSINESS: The ORIC-1 is the answer to many
day to day problems. Software is becoming available for
yroll, accounts, stock-control, and many more systems

help your day to day business organising and control.
addition, the ORIC COMMUNICATIONS MODEM will

allow you to access up to 200,000 pages of Prestel
information, to send and receive 'electronic mail',
to book hotels, and flights (and pay for them) and to
look at the latest stock-market and share indexes.

In short the ORIC-1 is a must for all businesses
large or small.

HOW TO ORDER YOUR ORIC-1: By phone:
Just ring our telesales number Ascot (0990) 27641.

48y post You can pay by cheque, postal order
ACCESS — BARCLAYCARD —AMEX — DINERS.
(Please allow 28 days for delivety).
Money bock if not satisfied.
G Copyright ORIC PRODUCTS INTERNATIONAL 1982

•  Choice of 16K RAM or massive 48K RAM
•  Er onomic k •  • ard with 57 movin k e  s
•  28 roiws x 40 characters hi h  resolution
•  Teletext/viewdata compatable graphics
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WARPATH Part 1 —  BIGSCREEN

10 D010760
190 R=PAND2551POKEU,R1PCCEU41,(P-R)/2562ETURN
390 SPISR(ML+0)1RETURN
430 F1INTH96,CHRS(31);1PRINTe896,""11RETUR1
440 X.FEUJVARP1R(X$0.0).1.2)12564.REEKWAWTR(X$N1)
-
41)1REI1EN
760 CLEAR1501R=272101U=165611GC3U8190
771 C L E A R 1 0 0 1 C L S T E r I N T E
t
I - V , X - 2 1 D E F S T R A p C -
H 1 D E E D B L A 1 R A N D O M

790 GOSUE1540
791 GOSUE73000 'DELETE LATER
820 as:xisuell00a.1
921 caTono 'DCLETE LITER
Sac RETURN -
S T I J L0 RETURN 'STUL
1100 N9=277011EZz316691SY.32605:RN=S9+1:RU=RN+122753115S=275
2615E=2752.21TD=27344
1110 RO K E RU, 2 3 5 1 V r2 1 G O S UE 1 i0 1 O RD+1 1 P
-
4 1 G O S UB 1 9 0 1 P O K E 1 U4 3 , 2 0 1 1 I =
RU01
PAO V=11GOSUS44C217111kA4.19a1P=RU1G33UE190:U=U+2.21GOSUE190
1160 V=31GOSUB4401U=165261P:X1GOSUB19010USR(0)
1170 cLs:z.129:cosu950:G13suu86e:RETLIN
1540 X$(1)r"AAAAAAAAAAEMEMMUCCCCIMCDODOODDODDEEEEEEEEEEFF
11-111-i-f-i-CGDGCGDGCCHHH-111-HHHIIIIIIIIIIJWJJJkIJIMDDITYXLILLU_
LLIIMMHMMMHMMMNNNNNNWANDOOD000000PfffffffRP00000000OORRRRRRRRRR
SSSSSSSESSITTITTTTTILIMUUWWWVWMIWWWWAMO&MYY"
17:0XE2)="AAAAAMAAAPECE8BESEKCCCCCCCCCD00"
1560 X$(3)="AAAAAAAAAAMBEEBLECOCCCCCCCCDOODDDDOODEEEEEEEEEEFF
FTTTIF
11690 RETURN
2000 'THE FT/LOWING CODE WILL BENTUALLY BE DElETED
2
4
9
9  
'
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2500 U=16526:P=81:GCGUE190
12 CLS:PRINTE)20EI1.SCREEN DEMO"

FORML=176T02632STEP88:0z1:GCSLC390:PRINT@SP,";
2510 IrML.2000THEICKINTCHRSI1i0)+CHRS(191)+CHRS(191);
2512 IFML3700THENFRINTCHRC183:+CHRS(187)4CHRS(110)1
2520 0=01GOSUB3901NEXTML
2580 FORML=176T02632STEPI4
2586 GOSUE1301PRINTB89a,"ML=
2590 0=11GOSt13901FORJ=IT01001NEXTJ
2600 IFINKEYS,""TWAEND
2610 oulmumionsa
29%
'7.999 DATA MOW( CODE
3000 DATA C 1 4 7 F
t
0 A , E 5 , 7 D
1
E 6 , F E ,
6 F , E 6 , 7 F . I F
, C B , 2 5 , C B .
1 1 , 4 1

3001 DATA A F , 6 7 , 5 7 , 7 9 , F E , I C , 2 8 , 0 E
1
F E , 5 L , 3 0 , 0 E , D 6 , 1 8 , 5 F O E
3002 DATA 9C,18,MIE001,10,C6,8i,18,04,1E08,C6,3C,6F,78
3003 DATA FE,06,30,0C,D5,16,01,15111E00,19,10,FDpD101434
3004 DATA D5,1100,01,19,D1,FE,19,38,19,D6,19,D5,47,16
#
01
3005 DATA 1 5 , 1 E , 4 0
t
1 9 , 1 0 , F D , D 1 , E
5 , 2 6
1
0 A , 2 E , 0 1 , 2 D ,
1 9 , E 5 , D 1

3006 DATA E 1 , 2 1 3 . 1 1 , D 6 4 5 , 4 7 , E 5 , D 5
1
E 1 , 1 6 , 0 1 , 1 5 , 1 E
t
8 D , 1 9 , 1 0

3007 DATA FD,E5,D1,E1,7C,E6,0F,67,C1,E5,D5,21,35,6C,19,EB
3008 DATA 79,E6,01,21,84,3G,06,0B,G5,06,01,05,0E,38,87,28
3009 DATA 0 1 , E B , E D , B 0 , 2 8 , 0 1
t
E R , 0 6 , 1 1 , 0 5 , 0 E ,
0 8 , 0 9 , 0 6 , 1 8 , 1 3

3010 DATA 1 0 , F D , C 1 , 1 0 , E 2
o
E 1 , 0 6 , 0 7 , A F , C B ,
1 C , C B , 1 0 , C B
t
l F , 1 0

3011 DATA F13,06,03pCB,3F,10,FC,E5,01,30,0E,21.45,3C,16,03
3012 DATA 1E,01,1D,CD,6A,7F,23,23,23,10,F8,E1
t
7D,06,0B
4
OE

1013 DATA 3 0 , 2 1 p B 1 p 3 C , 1 6 , 0 1
t
1 5 , 1 E
t
3 C , 0 2 , 6 A , 7 F , 1 6 , 0 1 , 1 5
1
1 E

3014 DATA 3F,19,10,F3tE1tC3,9A,OA,XX
3015 DATA C 5 , 3 G , F 0 6 , 0 1 , 0 5 , F E
t
0 A , 3 8 , 0 5 , D 6 , 0 A , 0 4 , 1 8 , F 7
t
F 5

3016 DATA 78,131,77,19,77,23,F1,81,77,37,3F,EDp52,77,F1,C1
3017 DATA C9,XX
3018 DATA 21,17,6C,11,18,6C41,28,13t36t80,ED,B0,21A,7E
3019 DATA 1 1 , B 6 , 7 B
4
O E ,
6 3 , 3 6 . 6 3 , E D , B
0 , 2 1 , F 9 , 7 E ,
1 1 , F A J E O E

3020 DATA 63,36t63,E0,B0,21t29,7C,06,1EtC5,06,08,36,63,23
3021 DATA 10 ,F8 ,DE,10 ,09 ,C1 ,10
1
F2 ,C9 ,XX
3500 RESTORE
3510 READWIEMS "MACHINE CODE"T103510
3998
3999 'LOADER
1000 LMV"..232 33 57"
1005 CW"....21547 3810 5377"
1020 F O R I 4 T 0 3 1 J = V A L ( M I D C L N S , 3 * I
#
3 ) ) 1 I F J A E N O 3 ( 1 / ) T H E N G O S U 1 1 u
401NEXTELSENEXT
1030 IRTHENSTOPELSE5000
1010 1RINT"M";1.11 IS ";LENOMI));"GHARAGTERS LONG -SHOULD BE
";J:K=11RETURN
5000 FCRI=1T03
5E0 GSZ=VAL(MIDSULS,51I,5))1LAAIALthIDS(LNS,34,3/)1SUM:01J=01
V=I1GOSUS440
5030 READA5 IFAS="WTHEN5120
5035 IFJ=LNTHENPRINT"TOO MANY DATA ITEMS "MOT05017
5040 IF(0,)"22")ANXLEN(0)=2)THEM5050
5045 FRINT"ERROR IN DATA ITEN"401;
5047 PRINTTOR XSCIL")"1S1OP
5050 D A 3 C ( L E F T S ( A S
t
1 ) ) - 4 1 3 1 8 % . A S C ( R I
G H T S ( A S , 1 ) ) - 4 8

5052 IFBIAORCX,0TWN5015
5055 AZ=16*(CWI(C7A))+62441B91
5057 IFAZUORAL255THEA5045
5070 SL1:SUM-fAX:POKEOJA:J=J+1
5110 P1INT0.J;1GOTO5030
5120 IFJ:ANTHEMPUMT"TOD FEW DATA ITEMS 1:GOT050i7ELSLUSUMOC
SZEVEWRINT"CHECE SUM ERROR "1DOT05047
5130 XXI I
5150 RETUEN

Figure 1:
The hex is the best servant of wargarnes
whether they are on boards or compu-
ters as it  overcomes the advantage of
diagonal movement.

iiiostrotions Jon Davie
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West sce n a rio .  A
group of troopers are
making t h e i r  w a y
through Indian coun-
try to relieve a belea-

guered garrison- They win if their flag is
carried successfully to  the gates. The
Indians, on the other hand, are intent on
removing the garrison from their terri-
tory. They win  by capturing either the
garrison's headquarters o r the flag.

Whilst the troopers have the greater
firepower, th is is  matched b y  the in -
creased mobility o f the Indians so that
the game is fa irly evenly balanced. It is
a relatively simple wargarne. The rules.
by modern wargame standards, are not
complex but despite this it can produce
interesting situations.

This is your chance to change history
and be  remembered as the hero that
saved Fort Cheragick! Or perhaps you
would prefer to be known as the Indian
Chief that saved the West and kept his
tribe out o f the reservations,

In this series of articles I am going to
explain some of the techniques used to
develop my wargames using Warpath
as a  typ ica l example. Although it  was
written f o r  the  TRS-80 Level I I ,  i t  i s
intended to  provide sufficient detail to
enable it to be modified for any compu-
ter. As we  progress we  wil l introduce
the rules of play and list further routines
until we  have a complete wargame. As
well a s taking  pa rt  in  an  interesting
project, i t  is  hoped you wi l l  fi nd  the
ideas helpful in your own programming.

First, a n  explanation i s  necessary.
Warpath contains 174 lines in multiples
of 10 (i.e. from 10 to 1740). To avoid any
subsequent confusion, every line will be
printed exact ly a s i t  appears i n  the
program. Th is  w i l l  me a n  tha t occa -
sionally lines will include references to
subroutines which, i f  they a re  not re -
levant t o  the  cu rren t  art icle , a re  not
listed. To ensure that the program runs
properly without them. I  have simp ly

added a RETURN at the appropriate line
with the remark, 'STUB". See lines 860
and 950 for examples. These will even
tually be filled out and completed.

For those o f  you who are unfamiliar
with wargames, let me first describe the
hex. Most games are played on a board
divided into squares so that pieces may
move in  four or, o r  i f  you include d i-
agonals, e ight directions. But squares
are a problem in wargames because a
piece moving diagonally wil l,  in  fact,
move further than a piece moving, say,
North or West.

This difficulty has been overcome by
dividing a map into regular hexagons,
or "hex" for short (see figure 1). Whilst
the number o f  possible d irections is

W A R P A T H
More than just a wargame. Ron Potkin's series develops into a thrilling wild west conflict

but also teaches some advanced programming techniques.
reduced t o  six,  yo u  w i l l  see that a l l
distances are equal. I have adopted the
hex as standard in  a ll my  wargames
with the exception of Turret and Track,
which uses squares.

We axe going to start by describing
Bigscreen and Window. These are the
basic e lements o f  the  p ro g ra m a n d
were designed s o  that severa l •war-
games could be devised (Kreigspiel
and Up Periscop& use the same mod-
ule). Instead of an area of 120 hex which
fills the video screen, the map is held in
a separate part of memory and only the
relevant section appears on the screen.
This large map is called Bigscreen and
contains 31 rows of 128 print locations.
The video is regarded as a  Window

looking over a portion of the map.
Bigscreen is an array o f  3968 bytes

and can ho ld  a  ma p  o f  496 hex (see
figure 2). The  numbers represent the
first print position for the pieces. Figure
3 shows the layout o f  the Window. I t
starts at the print location 132 and con-
sists of 11 rows of 56 bytes leaving room
for messages and the map co-ordinates.
It displays at any time an exact image of
a portion of the map.

You should examine both arrays
carefully and, in particular, note the way
that the hex are laid out. We will discuss
them in more detail later when we look
at the movement of pieces. I n  a  pro-
gram of this nature many of the routines
are concerned with searching the hex.

COMPUTER & VIDEO GAMES 8 9
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ATARI

Haz ar d  Ru n  c a s s  21.50 disk 24.95
16k-all machine code- drive cross country and
make the final jump- real high-res action!

Golden Gl oves c a s s  20.50 disk 23.95
24k -all graphics action boxing challenge -
for 1 or 2 players.

Pilot

A L L M A N  DAr A  SERVICE!
,1000a. Uxbridge Rd, Hayes, Middx,ue..10A,

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

I IL  L E M
,NEW CATALOGUE -

OVER 3 5  TITLES &
SPECIAL OFFEa s
,

Drawpi c c a s s  24.50 disk 27.95
16k- utility- access ATARI graphics with ease
-a must for any programmer.

CRE ATIV E S OFTWARE CRE ATIV E S OFTWARE CRE ATIV

eresigive
ttonon re

ATARI 400/800
SOFTWARE

48 Hartlip Hill, Newington, Sittingbourne, Kent ME9 7NZ.
BAJA BUGGIES (161, C
, E 2 2  9 5  
—  
T e s t  
y o u r  
d e s e
r t  
& w
i g  
s t u
n s  
"
I
n

ASTRO CHASE (30r C OI  E20 50 Ar c a d e  Action a l its best
GORF 3 2 x (3) 125.95 — No need to play it in the Arcades

CHOPLIFTER (413h.0/ E21 95 — A 343 hetgioploir rescue arcade game m
BANDITS 1481Dl E22 95 T h e  lemmata experience tor Arcade Action a
.PICNIC PARANOI A 132k.CI E23.95 A n  Arcade name %Oh a  chtlerence —

PROTECTOR II 1 2 5 .
0  c l t  E 2 3  
9 5  
—  
S u p e r s
o r  
v e r s
i o n  
P
I  
o n d
m a l  
P r o
t e c
t o r

- OTHER TITLES

Sorts/are expected to be available by Ian lime  e l putlicatiom
PREPPIE i 15x C; E 1 6  95 N EAR  GUARD ittA CI
GHOST HUNTER 116ii C/ E D I  45 ALI EN  GARDEN Ille RI
CRYPT OF THE UNDEAD 00ADI E 1 9 . 9 5  M AC K ATTACK (321.0I
STELLAR SHUTTLE I lEn Ci E 1 9 . 5 0  BU G  ATTACK .15k C'321 DI
CANYON CLIMBER i:16Ir C)116;.01 E18 95 SHOOTING ARCADE 116k CD)
PACIFIC COAST HIGHWAY (I61 OD) E18.95 CLOWNS A BALLOONS 062 VOI
TUMBLEBUGS '24 DI C I 8  95 ANDRONEDA 124k 01
PATHFINDER t.32• DI c 2 2  50 M AS I
-
R i f f  i  1 6 b  1
,
3 2 1  D I

VENUS VDTAGERitfili C 32k d) 0 8  95 T I M E WARP 116X 03.21 DI
GHOST ENCOUNTERS II6k COI C l  8 95 WIZARD OF WON (161.0I
FROGGER ;IF* C 321 DI £ 2 1  95 THRESHOLD 140k Oi
lAwiREANER 116k COI 1 I 8  50 MOUSKATTACK 1321 DI
DE LUXE INVADERS (16k DI E 2 1  95 ANTI SUB PATROA 116k 0)
SNAKE BYTE i 48X DI E 1 8  95 CYCLOD i4/314 11
;
i
SPACE EGGS olak.DI E l B  95 ;SNEAKERS 148101
CHICKEN 161.C.BI C 2 3  95 SLI M E 1;41k CiDI
CLAIM JUMPER 1
1
6 1 r 1
7 , ! .  
E 2
3  
W
I  
S H
A M
U S  
?
l i
n  
C
'
E
h

SPECIAL OFFER: FREE BLANK DISKETTE WITH ANY TWO
DISK GAMES ORDERED (OFFER ENDS JAN 31)

UTILITIES ETC.
SAM . SYNTHESISER I lbk
GRAPHIC MASTER D I
LE STICK
WICO TRACKBALL

£37 9$
£27 95
E21 9$
£39 95

MICRO PAINTER 481.04
K-DOS ,
3 2 kSANTA CRUZ TUTORIALS (1814..C)
VOICE BOX

COLOUR SOFTWARE CATALOGUE AVAILABLE E l  OD 'Deductible Itorn lirs1 order,

FOR FULL LIST OF AVAILABLE SOFTWARE. PLEASE SEND STAMP.

HAPPY XMAS
TO ALL OUR CUSTOMERS

Please allow 28 clays for deevery Postage sic 4541 per them
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ALL PRICES INCE.,
VAT - P & P  FREE.

•.1 I  PI 7 1 . •  1-11
, I . I P

El5 75
E24 95
E19 50
£19.
El 9 ' :
EIS 95
£25 95
t ie  50
(18 95
E24 95
125 95
125.95
C18 9fi

95
C18 9f,
E23 95
C21 95

E22 95
C47•5(1
£12.95
£9995

cos

-et

053AID131 i133HVM.1 .40S3AliV3H3113 iffAHOS3ALLV
3
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)

comp4tin9trends
Innowt ions

appiszations
wftware
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rebourcero
report5
surveys

yec4ciers vretAis
editorkAl o
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l y b m

book revle
workshop ideci5,

EGiuccit ionai
— CompAtin3

Add d all up and what have you got?
The o*  publicztion voth
comprehensive coverage of the
educational computing scene. So
whatever your responsibility in this
field

Educational Computing should be
at the top of your 'essential reading'

To be inf ormed— be sum

Don't Simply hope you'll clisOlMs
well-thumbed copy of & W O W
CompiAing in your library or staff
room. Subscribe today and receive
your own personal copy 10 times a
Year
,Eckmtkmall Computing The best
publicabon in its field ...by a long
chalk

Post the  coupuri be low to  E ducational Computing. NIAGS UII ( S ubscription
Services) Ltd.  D a k tie ld H ous e , P errymount R oa d H e y wa r d '  H e a th W e s t
Sussex 111418 31411 P lease send subscription payment. only to this address
Subscription enquiries
Contact Veroruce Herne on 54444 459158

Please start me a eubscriptio
-
n t o  E c ) u c e t  
i o n &  
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it to the until I cancel I  understood that I may slop my Subliertption al any time
and you will rotund me the balance
I enclose a cheque tot Eta 622 oversees), Ten issues 2 yew
Cheques should be made payable to EducatrOnel Computing
Name P o s i t i o n
ESSECIDIIshrnent
Ad d re ss
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Right now we have to t ry and relate
the Bigscreen positions to the Window.
If a piece is at location ML on Bigscreen,
how do we decide what part of the map
should appear in  the Window? In  the
wargame, it is desirable that the current
piece being moved be in the centre of
the Window so that it  can "see" in  a ll
directions.

An algorithm is needed which, given
ML t h e  location on the Bigscreen, will
calculate: N 7  —  the  address o f  the
top-left co rn e r o f  the  se lected re c -
tangle, and SF — the position at which
the p iece  wi l l  appear on  the screen.
Unless the piece is near the edge of the
map, SP will be 476.

The fo llowing routine w i l l  pe rfo rm
these calculations:

Z= 128:R= MLAND 127:0= INT(ML/ 128)
IFR<arritENSP- 1 3 2
,
-
R M = O E L S E I F R

--92THENSP- 60 + R147=72ELSESP - 156:
N7 =R- 24
IFQ<6THENSP=SP+64*()AETURNELSE
SP =SP + 320
IFQ>24THENSP- SP -4- 64*(0- 25):N7
-  N7+ 2560.RE'rURNELSEN7 - N7 + Z*
(Q-5):RETURN

Looks complicated, doesn't it? Try it.
Type the lines in. INPUT various values
for ML and PRINT out the values SP and

1 1  9  1 6  n  5 6  6 4  7 2  M  8 8  9 6  1 1 4  1 1 2  1 2 1  1
11 i n  I N  1 1 8  1 5 6  1 6 4  1 7 2  1 8 1  1 0 3  1 9 6  2 1 4  2 1 2  2 2 1  7 8  2 3 6  2 4 4  2 5 2
21 256 N A  2 7 2  1 1 0  2 9 1  2 9 6  3 1 4  3 1 2  3 2 1  r e  3 3 6  3 4 4  3 5 2  3 6 1  m a  3 2 6  1
71 3 8 1 3  3 1 6  1 0 4  1 1 2  1 2 0  1 2 1  9 3 6  4 4 4  1 5 2  4 6 1  4 6 8  4 7 6  4 1 4  1 9 2  5 1 1  5 1 6
AI 512 V I  5 2 9  5 3 6  5 4 4  5 5 2  5 6 0  5 6 0  5 7 6  5 3 4  5 9 2  a l l  6 1 6  6 1 6  6 2 4  6 3 2

1 6 4 4  K Z  6 6 0  6 4 8  0 6  6 6 9  6 9 2  7 0 0  7 1 1  7 1 6  7 2 4  7 3 2  7 1 0  Y l e  7 5 8  7 4 4
, 761  7 7 6  7 9 1  7 1 2  9 1 1  M B  8 1 6  8 2 1  8 3 2  1 9 1  9 4 8  e l s  1 6 4  8 7 2  8 0 0  ,  8 9 3  1

tal 9 1 8  9 1 6  9 2 4  9 3 2  9 1 4  9 4 1 3  9 5 6  1 6 4  r r z  9 6 0  9 1 6  9 9 6  l o l l  1 0 1 2  l e l
111124 I l r  1 1 4 4  1 1 1 8  1 1 5 6  1 1 6 4  1 1 7 2  1 1 8 1  1 1 8 8  1 1 9 6  1 1 0 1  1 1 1 2  1 1 2 1  1 1 2 8  ! n 6  1 1 4 4  I
91 1 1 5 6  1 1 6 4  1 1 7 2  1 1 1 1  1 1 8 8  1 1 9 6  W M  1 2 1 7  1 2 2 8  1 2 2 1  1 2 1 6  1 2 1 4  1 2 5 2  1 2 6 1  1 2 6 8  1 2 7 6
1011291 I N N  1 2 9 6  1 3 1 4  1 3 1 2  1 3 2 1  1 3 2 6  1 3 3 6  1 1 4 4  1 3 5 2  1 3 6 1  1 3 6 3  1 3 7 6  1 3 8 1  1 3 1 2  1 4 1 1  1
11 1 1 4 1 2  1 1 2 1  1 4 2 1  1 4 3 6  1 4 4 1  1 4 5 2  1 4 6 6  1 1 6 1  1 4 7 6  1 1 1 4  1 4 9 2  1 5 1 0  1 5 4 1  4 1 6  1 5 2 1  1 5 3 2
12 lino 1 9 1 4  1 5 5 7  1 5 6 1  1 5 6 8  1 5 7 6  1 5 1 1  1 5 9 2  1 6 1 1  1 6 0 0  L fi l a  1 6 2 4  1 6 3 2  1 6 1 0  1 6 4 6  1 6 5 6  1
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Figure 2

I I  2  3  A  5  6  7  1  9  1 1  1 1  1 2  1 3  1
,
1  1 5  1 1  1 7  
t O  1 9  
2 1  2 1  
2 2  
M  
1 5  
2 1  
N I  
Z 1  
3 1  
3 1

132 1 1 0  1 4 8  1 5 6  1 6 1  1 7 2  1 9 0
200 2 0 8  2 1 6  2 2 1  2 3 2  7 4 0

260

772
-

Figure  3

L."68 276 2 8 4  2 9 2

712. 7 2 0  7 2 8  7 3 6 6141

300 3 0 8
328 3 3 6  3 4 4  3 5 2  3 6 0  3 6 8

3138 3 9 6  1 0 4  1 1 2  4 2 0  4 2 9  4 3 6
456 4 6 4  1 7 2  4 8 0  4 8 8  4 9 6  ,  504

516 5 2 1  5 3 2  5 4 0  5 4 8  5 5 6  5 6 4
584 5 9 2  6 0 0  6 0 9  6 1 6  6 2 4  6 3 2

644 6 5 2  6 6 0  6 6 8  6 7 6  6 8 4  6 9 2
,

780 7 8 8  7 9 6  8 0 1  9 1 7  E r a
760

N7. Most of the routine is spent check-
ing to see if the piece is near the edge.

Once we  have made the calculation,
the correct part of the map is transfer-
red to the Window and after we have
carried out the player's move, the up-
dated image is transferred back to the
map I t  is, of course, very important that
we do not d isturb ML  during this pro-
cess.

Unfortunately, transferring the map to
the Win d o w o r  copying the  Win d o w
back to  the map is very slow in  Basic
and so we must use machine language
to perform these functions. Never used
this before? We ll,  don 't wo rry;  I  a m
going to make it as straightforward as I
can so that you can't go wrong.

Strings a re  used in  the p rogram to
save memory. Compared with  DA TA
statements and other methods of using
machine language in  Basic programs,
strings a re  ve ry  efficient in  te rms o f
convenience, time and space. In gener-
al, an 80% saving is realistic -  yo u  can
see th is b y  comparing the  length o f
lines 3000 to 3021 with the length of lines
1540 to 1560 which will eventually con-
tain the  DATA.  However, strings d o
have disadvantages: the lines contain-
ing them cannot be edited or listed and
neither 3 4  n o r ze ro  should b e  used
since these have specia l meanings to
the Basic editor.

In the Basic list ing that fo llows we
shall use DA TA  to  create a  string o f
machine language and  then delete i t
from the program. For those of you that
want t o  understand the machine lan-
guage contained in the DATA, a section
of the coding which performs the algo-
rithm above is shown in  figure 4. You
can see that the second column matches
the DATA statements.

The program contains a loader which
converts the code held in DATA state-
ments to strings and a driver to demon-
strate the Bigscreen routine. It is impor-
tant to fi ll XS(1) with exactly 232 charac-
ters, X$(2) with  33 and XS(3) with  57.
You will find that the editor will refuse to
accept line 1540 in one shot (the limit is
240 characters including the line num-
ber), so type as much as you can and
then enter the EDIT mode and press X.
You wil l  be able to add the additional
characters a t  th e  end, Fina lly,  ma ke
sure you save the program.

When you run it, there will be a pause
while the strings are created. The pro-
grain wi l l  stop i f  it d iscovers errors in
the DATA lines. XS(3) is used to clear
the Bigscreen by loading each byte with
128, Do not use the space (or 32) if you
intend using graphics since you cannot
manipulate the pixels. X$(I ) is used to
get the appropriate rectangle, a charac-
ter is printed in  the Window and then
LS(1) is used again to put it  back.

Finally, the  Bigscreen with  its con .
tents a n d  co-o rd ina tes i s  sc ro l le d
across the  Window. Press ENTER to
stop the scrolling.

Al] lines up to 1740 which are multi-
ples o f  10 a re  extracts f rom the wa r-
game. Eventually, all other lines can be
deleted but we wil l keep them until all
the strings are complete. Finally, here

COMPUTER e5, VIDEO GAMES 9 1



MERSEYSIDE'S BIGGEST SOFTWARE STOCKIST

Microspot
ATARI 400 16K £199.99
ATARI 400 48K E279.99
ATARI 800 16K E399.99
DRAGON 32 E199.00

KEYBOARD FOR ATARI 400 E79.99
ATARI SOFTWARE . . OV E R 200 IN STOCK
INCLUDING Bandits, Choplifter. Venus Voya-
ger. Picnic Paranoia, Claim Jumper. Call for
latest software.
VIC 20 SOFTWARE.. M ind Twisters, Martian
Raider, S p a c e  S t orm,  Sk ramble,  S p a c e
Phreeks, Night Crawler.
BUG BYTE SOFTWARE — Call for latest.
DRAGON 3 2  E s c a p e ,  Slipper, Defence
Programs, Packs 1, 2 & 3, Scarfman, Planet
Invasion, Light Pen, Alcatraz. Space Monopoly,
Mansion Adventure, Jerusalem Adventure.
Ring for latest.

MICROSPOT
15 Moortield

Liverpool CL2 2130
Tel: 051-236 6628
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ATARI VCS CARTRIDGES
from *  I m a N C O M

The largest selection in the UK ,  a t  lowest prices
New releases
AL L ,
OefrI0115 to Diamonds 1 7  95
Star c i e l
,
d e N
WIC push turtoo keyboard)

Pula
Megarnania 2 1  95
Aeolic]
irtipproach

eVabbil
L a r l
.
i t r i  
i o
n

Threslioid
Javihreaitel
5oncir2vikp1ri
Gangster Alley
Planet Patrol
Near
Cross Force
Tapeworm
China Syndrome

Street Racer
Soot Breakout
Warlords
Pete Soccer
Superman
Reese releases
Atari
Defender
Bei7erk
Wars Revenge
Pac Man
Haunted House
tEttla Ark
Attaries
Fire Fighter
Riddle of tne Solent
Demon Attack
Trick Snot
Star Voyage
,

Parker Srti5
•es Back

29 95 F l o g g e r
Elate AgeEncounter at L5
WareAcli
Airlock
Bugs
SSSnake

a
.Worm War

Bean Boiler
23 95 F a i l  Eddie
23 95 D e a d y  Duck

Turmoil
21 9 5  A l
i
e
n

24 95 c o t e c g
24 95 D o n k e y  Kong
24.95 V e n t u r e
24 95 M o u s e  Trap
24 95 Ca rn iv a l
Xmas Salvors

21 95

21 95
21 95

12 95
20 95
20 95
20 95
20 115

26.95
24 95
24 513
27 95
17.95

21 95
21.95
1B 95
21 95
21 95
1B 95
21 95

L t u n
Slot Racer
Space War
AdVtifitUlti

O
O
a
o
p
p
e
r  
C
o
m
m
a
n
d

Star Master
Ice Hockey
Grand Poe
Stampede
Batmiorming

2
7 
9
5

27 95

2195
21 95
21 95
21 95
2195

26 95
26 95
2695
2395
2895
2695
.27 95
27 95
27 9
527 9.

15 95
16 95
12 95nr

21.95
21 95
21 9'
21 9
,16 9 '
21 9 '

e
c
e  
J
o
c
t
e
y  
2
1  
9
5

licerviaion
Rang KrAg 2 3  9••
&olLi
W e
-
C h
a s
t  
7
1
9
5

Space Cavern 2 1  95
Coming SOOrl, Porker Bros: Amicar, Super Cobra. Reactor. Spider Man Spe ctre t+
soon; M as te r  B udder
-
. G l a c t k r .  
T a c t i c ,  
M a n
g e  
T i g e r
v i s i o
n s  
R i
v e
.  
P a
t r
o l
,  
M a r
a - .
. , d
e '

A tar i  R a i d e r s  a t  the  Las t A r k  C o i e 0 0 ;  Tu r bo

P os iape 04c: 543 per  ,refn T w o  or  m or e i tem s  P os t Fr e t
, S e n d  S A E  r o
,  k s t s  
p a r s c o m

Mall Order IS Enquiries': 8  Tranby Drive . Grimsby,  S Rumba .
Teleptione: r0472' 694196 Re ta il Stop  • 87-89 Pasture Street. Grimsby

MAKE YOUR
CONTRIBUTION
TO SPECIAL
EDUCATION
MORE EFFECTIVE
Robyn Frankhain copes very well wit h her learning problems,
thanks to developments with computers in special education. Like
many other children, she now has the ability to communicate
with the aid of  microelectronic devices which help her to write
essays, draw pictures and most important  o f  all,  to gain her
independence.

Learning To Cope '81 — Computers  in Special Education, is
the second of  this annual publicat ion which presents the story of
Robyn and how many  other physically and mentally handicapped
children and adults are coping with their futures. Tremendous
progress is being made through the manufacture of  specialised
devices and through the dedicat ion of  teachers and parents.

Learning To Cope '83 looks at specialised computer
hardware and software and brings you the latest developments in
applications covering all aspects of  special education. Read for
yourself how commit ted people have developed and redesigned
new and existing equipment to help those in special education
help themseles.

s .

We can all help i f  we care enough.
Learning To Cope '83 — Computers In Special Educat ion £2

PStaw klmal mc a,o ro , o l I  ramn g  I l  C ope -  latapc_ de c, Sp e scaS I din.aloec
I en(Lcmc •  chexpc( 1 . ! • a b i r  lc. 1 -4ac.cw,cucl I  mcnycAolkg ti l l  (2  I  o ts
, ,
i (4 h . (4  P & P .

Sapyrd
I .  (  ((e r • . ,  m CIL ft . I  Chit ,losdke n I  C i l l  ' I I I



are a few notes on some of the lines in
the program:

Line 10 —  Wh y  d o  I  pe rfo rm th is
GOTO 760? I have learnt that it is a good
idea to  pu t my  subroutines near the
beginning o f  the program. There  a re
two reasons for this.

•  The interpreter searches fo r line
numbers f ro m th e  beg inn ing o f  th e
program and so it is marginally faster. I
experimented with this in a program on
the 7181 and  found that I  cou ld  save
several seconds by moving a subroutine
from line 9000 to line 20.
•  It saves space. GOSUB50000 costs
bytes but GOSUBSO on ly costs 3.
You will discover that 1 am a byte-
miser and wi l l  try anything if I
can save a few bytes as a result.
You can see therefore that b y
jumping to line 760, I leave room for
subroutines.

Line ISO — POKES U and 114- 1 with
the value of P which must be between 0
and 32767. POKE is  a  marvellous in -
struction to try out on a friend, but wait
until he has typed out a long program
without a single SAVE!

Line 390 — 0  is the GETPUT nag If
0 =  I copy BIGSGREEN to WINDOW: if
0 = 0  copy WINDOW to  BIGSCREEN.
Don't fo rg e t  tha t  although USR w i l l

00001 ; I CAPE 0 0610 D5 00120 /OA PUSil DE
00002 0011 111101 00436 LD 0E,3200
00113 1 CALCULATE N7 N1) SP 0044 19 16110 N3D HL,DE ;SP.Sp+320
01004 0045 01 00450 POP DE
00005 1446 F(19 00460 CP 2

6
1
1

;Is 11)24
0000 00011 CM 0 ;X$11, ROUTINE 0140 3819 00470 JR CABO ;NO
7F6A 00011 XEN Lou 7F6AH ;ADDRESS CIF SUBROUTINE X112) 004A 0619 00480 all3 2D
605 81112 N9 ECU 277110 :SEE LINE 1100 IN BASIC PROC. 014C D5 00190 P1JS11 DE
0011 037F0A 00021 CALL $A7FN 0010 17 66500 LD 13,A
0003(5 00030 PUSH i t 001E 1681 00510 LD Dpl
0004 M 11140 10 A,L 0050 15 00520 DEC D
1105 Eiit 00050 AHD OM ;REMOVE FLAG 1051 1E40 80530 LD E,6100007 6F 04060 LD L,4 0153 19 00510 XEN ADO iL,DE
0108 (67F 00070 AND 07FH 1151 10FD 00550 COW XEN
010A IF 40690 LD C,A ;THIS IS voRIABLE 0056 D1 00560 POP DE ; S P = S P

4
6 1 2 ( 0 -
2 5 )

ORB 12E25 81090 I A L 0057 ES 00576 PUSH HL
1100 C814 Olite RI. it 0058 260A 00580 U) N

t
1
0
0

111F 44 01110 ID B,H ;THIS IS VARIABLE 8 005A 2E01 00590 LD L,1
1011 I f 10120 XOR A 00512 zo 10600 DEC L
1111 67 40131

,
Lo HpA 005919 81610 ADD 01,0E ;K744742560

1012 57 04140 ID 0,A 005(125 00621 PuSH i t
1113 79 01150 LD A,C 005F D1 00630 POP DE
1114 FE1C 00161 CP 28) ;IS Nt28? 0060 El 00610 PDF
1116 380E 01171 JR CFI ;YES 0461 2811 00650 JR 2,X80
1110 FE'S 00180 CP Sr'J) ;IS 11177 0663 0605 00660 XBO SLE 5
111A 300F 01191 JR NC,XBJ ;YES 0065 47 10670 ID BA
18IC 0618 00200 SUE 24D 0066(5 11680 FUSH i t
611E 5F 00211 ID (,4 187M9-24 0067 05 08690 FtEN Di
061F 3E912 00220 10 Ap1560 ;SP =156 1068 El 00700 PCP HL
1021 1818 00230 0069 1611 00718 LD 0,1
4023 1E11 0.210 t8/ LD E1 1R IS LESS THAN 20 8168 15 00720 DEC 0
012510 00256 DEC E 1$7.0 88612 1E80 00730 LD (,128) THIS IS vicALE Z
0026 C684 00260 too R,13212. 1SP.132iR 0.6E-19 10740 XBP ADO 4.,0E
3178 1804 00270 JR XBE 0041 18FD 11750 &KZ XBP
002A 1E48 1102130 XEJ LD E,720 P47.72 0071(5 00760 PUSI
00212 ciac sena ADO 4,610 1SP=61+8 1172 DI 06770 PCP DE 11474N7+20(0-5,
002F 6F 11310 U4( LD Lat 5073(1 00780 KT i t
002F 78 11310 LD Alp 0074 7C 66790 X1 LD
1031 F116 10320 CP 6 ;IS 11K6

1
0075 E61F 01000 OFN

1832 301C 10330 JR NC,X91 ;NO 0077 67 00810 LD HpA
1034 05 10340 PUSH DE 1170 Cl 04821 POP BC ;On TOt FLAG
1135 1611 00350 LD 0,1 0179 (5 00830 PUSH it ;SP PIC pu cALCLLATED
0037 15 00361 DEC 0174 06 00840 Pim DE ;SAVE &FM NEEDED,
SOB 1E40 00371 LD E,640 007821356C 00850 LD HL,N9 rilt Mi m i c  PUIS OR GEIS
0134 19 00380 XEt ADD HL,DE 007E 19 00860 ADO it,DE M t  BE SCREEN No HUNTS
SSiIWO 00390 DJa XBL 007F EE 00870 EX CE,HL ;Tit COORDINATES
0113D 01 00400 FIF DE :SP7SP.6100 00110 01180 END
I l l  !Km 00110 611 xBO 00000 TOTAL EKORS

W A R P A T H
to be continued

next month

accept only one argument up to 32767,
you can use compound arguments. In
this case, I  want to  pass the variables
ML and O. Since ML  ranges from 0  to
3968 in steps of 8, I am able to use Bit 0
as the GET/PUT flag

Line 440 — Obtain the address of the
string in  X,S(V). I f  your computer has
VARPTR then rejoice! It's missing on the
Z.X81 wh ich  makes using machine lan•
g
-
u
a
g
e  
s
o
m
e
w
h
a
t  
c
u
m
b
e
r
s
o
m
e
.

Line 760 - Se ts MEMORY SIZE. You
must u se  CL E A R b e fo re  a n d  a f te r
GOSUB 190. This method avoids having
to remember the  size each t ime  the
program is  run. Many types o f  Basic
already have this built in.

Line 1110 — The machine language
routines often ca ll other routines. This
would involve POKING new addresses
each time the program is run and could
cause problems with  34 and zero. In
stead, a  fixed jump table is used (see
variable RU) and its address coded into
the routines.

Once you understand the principles,
experiment with the routine. Remember
that ML must always be an even number
otherwise it will upset the GETIPUT flag.
Next month I  shall continue with  the
Internal Board  and  the  Piece  Tab le
which looks at the make-up of the caval
ry garrison and indian tribe.
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CHRISTMAS
ONCE AYEAR GAMES
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video game cartridges for use with
the Atari Video Computer System

STARMASTEIr
You are cruising through an empty part of the

galaxy, but squadrons of enemy starfighters are
threatening your four friendly starbases. You call
up your Galactic Chart and plot a course to
intercept. Warping through hyperspace en route
you avoid deadly showers of meteorites. Now your
gunsight is flashing and the enemy is near. You
destroy them with your laser cannon but your
computer read-out tells you that their fire has
destroyed your shields and drained your energy
94 COMPUTER & VIDEO GAMES

reserves.
Again you call up the Galactic Chart and plot a

course to your starbase. You dock, and your
damage is repaired. your energy banks replenished.
Back you go to re-engage the enemy.

Now you have some idea of the astonishing
realism and excitement of this Space Odyssey.

CHOPPER COMMAND'
A convoy of trucks is ferrying vital medical

supplies through the arid desert. You are flying
escort in your helicopter gunship.

Suddenly a flight of enemy machines shows
up on your long range scanner and you head in to
attack with your laser cannon. They reply with
deadly multi-warhead missiles. You start with
two choppers in reserve, and add another for each
10.000 points scored, up to a maximum of six.



COMES BUT
AS GREAT AS THESE
LIFETIME.

THE PURCHASE OF YOUR
NEXT CARTRIDGE WHEN YOU

JOIN THE ACTIVISION FUN CLUB
Free membership Discount tokens.

Requiar magazine. A host of
competitions to enter and events in

which to participate.
Complete the coupon below

You'll need to move very fast to destroy this
enemy. for the more you shoot down, the faster
they get. So even though your chopper is really
manoeuvrable (a touch on the joystick sends it into
an instantaneous 180° turn) you'll find the
opposing helicopters and jets very difficult to
defeat It's by no means easy. It requires lots of
strategy and lightning reflexes and that's why
'Chopper Command' is destined to become one of
the all-time video game classics.

STARMASTERIto and COPPER COMMAND
just two of the great ACTIVISION''' range of video
game cartridges for use with the Atari' • Video
Computer System e Each and every ACTIVISION'
tcartridge features an outstanding game concept
and the quality of the graphics just has to be seen
to be believed. So get along to your local video
game stockist and see the range demonstrated.
*Man and Video Computer System a re  trademarks of Atari Inc

r CGL Activision
Fun Club, FREEPOST.
Loughton. Essex
IGIO1BR. (No stamp
required). Tel: Kathy Leonard
on 0628-72448/32839.
Please register me as a member
of the Activision Fun Club. I understand that membership I
is entirely free and entitles me to a 50p cash rebate token. I
a free regular magazine and the opportunity to
participate in special Activision competitions,
First Name(s)
Surname

Age (tick one) 11 or under 1 2 - 1 7  1 8 - 2 5  LI
Address

Postcode

'Bringing leisure to life'

26 or over L
n , J  IFH

IEj
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BBC Microcomputer or Acorn Atom
• A c o r n s o f t  is the software

division of Acorn Computers.
designers and manufacturers, of the
BBC Micro and Atom. We know
better than anyone the capability of
the machines, we know how to get
the very best from the hardware. And
we have produced a range of
exciting games, exacting business
and useful household software.
The Biggest Range Available

Acornsoft software ranges from
authentic arcade games like
Snapper to Algebraic Manipulation
to Desk Diary to other languages like
FORTH and LISP Striking colour,
amazing sound effects and powerful

graphics are all used to the full. And it
does not stop there. There Ls a
complete range of manuals,
accessories and plug-in ROMs.
Free Brochures

Just clip the coupon or write to
us and we will rush our catalogue
absolutely free Can't wait for the post
ring 01-930 1614 now! Don't delay—
do it today. Let Acornsoft help you
get the best from our machine and
open the doors to your imagination.
Acornsoft and Atom arc registered
trade marks of Acorn Computers Ild_

ACORNSOFT
-LA Market Hill,
CAMBRIDGE CB2

•••sivi
i
".
1 1 1

YOU'VE SEEN THE PICTURES, NOW SEND FOR THE WORDS

F
e
a
s
c  
r
u
s
h  
m
c

my free
l i terature from
Acorrisoft..
E l  Atom
E J  R B C .  P I C A I C  t i c k

Nam e

Address

L
o
s
i
c
o
d
e

e- MYSTERIOUS 111
-
1
1
1
-  
A
D
V
E
N
T
U
R
E
S

Join the growing band of Adventurers who are
anioying these absorbing and stimulating pro-
grams. Stop into another world of Fantasy,
Magic. Mystery and Sorcery Only your wits
and cunning can ensure success in these
scenarios!

1 T H E  G O LDE N BATO N —  Venture into a
strange province of Sorcery and Evil Magic to
recover the Golden Baton, a priceless artifact
whose powers are said to bring great Health
and Prosperity to the Land

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

3. ARROW OF DEATH (Pt. I I  —  A blight has
fallen on your homelands, the Baton has be-
come tarnished and now radiates a malevolent
aura of Evil. Your mission is clear — trace the
source of this Evil and destroy o r  be
destroyed Thi s  is the first part of an Epic
Adventure although each part can be played as
a stand alone scenario_

4 ARRO W OF DEATH (PI 2 )  — You now have
the means to destroy your enemy b u t  you
are tar from home and this land is strange to
you Can you cope with the deadly perils which
approach you and have you the strength to see
your MISS4On through to the final conflict?

Each adventure comes attractively packaged for just E8 95 oric
Now in stock for ATARI 400800 E12 50

Available soon for ZX SPECTRUM, 2X131 (16K), APPLE

FOR BBC MICROCOMPUTER
MODELS A & B*

•  WRITTEN IN ULTRA-FAST MACHINE CODE
•  SAVE GAME FEATURE
•  SPLIT SCREEN DISPLAY
•  SOUND AND GRAPHICS ON ADVENTURES

5, 6, & 7

5, ESCAPE FRO M PULSAR 7  —  Alone on a
gigantic Space-Freighter T h e  rest of your
crew have died horribly a t  the hands of a
mutated Zoo•Specimen. Your  only chance of
escape is to reach the Frail Shutt:teleran But the
lurking Monster is hungry and you are the only
food it has left

6. CIRCUS — Your Car has run Out of Petrol on a
lonely road miles from habitation As you trudge
reluctantly down the road in search of help you
are suddenly confronted by  a n  amaz ing
sight i n  a nearby field is a Huge Circus tent!
But this is no ordinary Circus as you will soon
discover,

7 FEASIBILITY EXPERIMENT — Far across the
gulfs of time and space, a dying race of super-
intelligent beings search the Universe for a
Hero to save their existence A t  length their
thoughts turn to planet Earth You we Chosen to
be their saviour in a  bizarre scenario where
death is a mere thought away

• Aaventures 5 . 6  a nd 7  require 321( RAM

SEND CHEQUE OR P.O. TO:
D I G I T A L
F A N T A S I A  D E F T  OWL.
24 NORBRECI4 ROAD, NORBRECK, BLACKPOOL. LANCASHIRE.
Tel (02531 58279



To produce graphics that move, a
technique known as "in-between-
ing" can be used to  automatically
give the stages i n  an  animated
sequence.

As its name suggests, when given
starting and finishing pictures, the
technique w i l l  p rovide  a l l  th e
frames in between, and in the cor-
rect order. This method has been
used in one form or another to help
automate the production of cartoon

Computers have been adopted to
relieve artists of the routine tasks of
creating the in-between frames for
many sequences.

To begin with a simple example,
the frame that is half way between a
square and a tall thin rectangle can
be constructed as shown in figure
The dashed lines show the paths
from the points on the first frame to
the corresponding points on the last
frame. The frame that is half way
between the fi rst and the last is
virtually half way along these paths.

IN-BETWEEN
THE LINES

The in-between frame in this ex-
ample has the shape that we would
expect. I t  has been produced en-
tirely by geometric means, and any
number of in-between frames could
have been generated in essentially
the same way. I t  only remains to
develop a program to carry out the
same process.

In writing the program, we must
first decide how a picture is to be
stored, since we must provide the
initial and final pictures. We can do
this by storing the column and row
positions of every point that has to

be joined up in order to draw the
picture in two arrays.

We shall store the column and
row positions respectively for the
first picture in the arrays XF and YF,
and for the last picture in the arrays
XL and YL.

The following program will then
draw the first frame, an in-between
frame half way between the fi rst
and last frames, and then the last
frame. I t  assumes that the frames
are each drawn by joining 25 points,
but this number can be changed
throughout to any other.
10 DIM

XF(25).YF(25),XL(25),YL(25)
20 REM ENTER COLUMN AND

ROW POSITIONS
30 REM FOR FIRST AND LAST

FRAMES
100 R EM DRAW FIRST FRAME
110 MOVE XF(1),YE(1)
120 FOR j= 2 TO 25
130 DRAW XF(I),YF(J)140 NEXT
200 REM DRAW IN-BETWEEN
FRAME
210 MOVE (XF(I)+ n o w

2,(YE(1)=Y141))/2
220 FOR I = 2 TO 25

230 DRAW (XF(I) XL(I))
/2,(YRI)+YL(I))/2

240 NEXT
400 REM DRAW LAST FRAME
410 MOVE XL(1),YL( 1)
420 FOR j=2 TO 25
430 DRAW XL(J),YL(J)
440 NEXT

Fi
qThe program can be developed

further to  d raw  any number o f
frames in between the first and the
last. The program is written so that
the user can enter the number o f
in-between frames that is required.
The program is obtained by replac-
ing all the lines with line numbers in
the two-hundreds in  the previous
program wi th  the following seg-
ment.
200 REM DRAW ANY NUMBER

OF IN-BETWEEN FRAMES
210 INPUT "NUMBER OF IN-
BETWEEN FRAMES",NF
220 FOR I= I TO NF
230 X =MR 1)*(NF 1.-I)+ XL( 1 )*1).'
(11F+ I)
240 Y=C[F(1)*(NF.- 1-I)+ YL(I)•
(14F+ I)
250 MOVE X,Y
260 FOR J=2 TO 25
270 X  = (XF(I)*(NF + 1-1)+XL(J)*Iy
(NF-f- 1)
280 Y=(YF(J)*(NF+1—I)+1'14)•I)/
( N r
-  
I )
290 DRAW X,Y
300 NEXT
310 NEXT I

The sequence shown in figure 2
was produced with this program. In
order to  generate realistic sequ-
ences, the initial and final frames
should n o t  b e  t o o  d issimi lar.
However, w h e n  v e r y  d i ffe ren t
frames are used for the first and last
ones, some very interesting, and
sometimes artistic, results can be
obtained.

BY GABBY MARSHALL
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REPLAY OF THE
HOSTAGE RESCUE
ON THE APPLE

E••

CHOPLIFTER
Choplifter is the top selling game in the US
for the Apple right now.
• I n  it you play the part of a helicopter pilot
on a mission to rescue hostages trapped
inside enemy barracks deep inside hostile
tervitory.

The game has obvious associations with
the Iranian hostage affair with the helicop-
ters crashing in the desert, and the hos-
tages running helplessly towards the heli-
copter, with enemy tanks in hot pursuit. No
mention is made of the affair of course in
the interest of good taste, but whatever
Choplitters associations it is undoubtedly
an impressive game.

The graphics are superb. The running
motion of the hostages has been excellent-
ly simulated as has the flight of the helicop-
ter.

Golden Gloves is all about the noble art ol
boxing. You can either take control of a
boxer and fight a friend or the computer.

The computer will also fight an exhibi-
tion match with itself.

After naming your boxer the screen
switches to a  view of the ringside. Your
fighter is in the left hand corner, The bell
rings and you come out fighting.

You guide your boxer with the joystick.
Moving it left or right moves your boxer
across the screen. Pulling it down makes
him duck and pushing i t up makes him
unleash his best uppercut. Pressing the
trigger button allows him to jab.

The computer boxer — Rocky — is a
mean and hard hitter. You will have to be
on your toes to avoid the knockout.

Indeed it takes a  good fighter to last
more than one round with him. If you do get
knocked down the count starts and if you
are still on the canvas at ten then you have
lost and you are asked for a rematch.

It you manage to avoid •a knockout and
go through the three, two minute rounds
then the winner is the player with the most
points. These are awarded lor the number
of punches that are landed and the number
of times your opponent has been on the
canvas.

Golden Gloves is a colourful game and

• • = •

• • - a t . •
01• =1011•

Each time you rescue a  hostage the

THIS ONE WILL GO DOWN FIGHTING

computer emits a high-pitched bleep teiiing
you that the hostage is safely aboard.

You can on ly carry sixteen hostages
without overloading the chopper so you
will have to make more than one sortie into
enemy territory.

The number of hostages rescued and
tanks destroyed is recorded at the top at
the screen.

Advanced pilots will have to deal with jet
fighters called up by the enemy when a
chopper pilot is being a little too successful
in liberating the hostages.

The game is best played with joysticks
although the  reviewer played quite an
interesting game using paddles. The heli-
copter can fly backwards forwards and
sideways — leaning into a dive most realis-
tically. I t  is also quite difficult to control
and will take you some time to master just
as a real helicopter would.

Choplifter is manufactured by US Apple
games specialists Broderbund. The game
is imported into the UK by SBD Software of
Richmond and can be purchased at E19 95
plus VAT from the London firm.
•  Getting started 9
•  Playability 8
•  Value for money 7

GOLDEN GLOVES
the figures of the boxers are nicely ani-
mated. However I think I would tire of it
quickly.

It was very difficult to get beyond the
first round let alone the third and it seemed
all too easy to get a knockout.

Golden Gloves is for the Atari 400100
and costs £20.50 from Allrian, Hayes,
Middlesex
•  Getting started 9
•  Value 5
•  Playability 5

• M t a a a
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ALL THE KING'S
MEN PLAYING
AROUND WITH VIC
VC CHESS

So you want to play chess on the Vic? Well
we looked up three ways of turning the
Vic-20 into a chess opponent.

Let's start with  Commodore's offering,
Sargon I I ,  wh ich  comes a t  £21.10
cartridge form and has the advantage ot
not needing any additional memory

The board display is easily distinguished
and it does offer the most comprehensive
set of instructions for use.

Chess is the sort of familiar game which
you need a lot of instruction on and the
Sargon II package does give a very com-
plete rundown on its six levels.

Sargon II has a good response time and
also plays a very fair opening without ever
suggesting it  had any book theory cram-
med into its memory.

Contrary to chess players who feel that
a machine should be judged on the number
of different levels i t  boasts, six is quite
enough and probably more than most
chess players wi l l  find a  use for.

It is hard to  fault this well-presented
cartridge except on price which does not
compare favourably with its two rivals, but
remember that both o f  these wil l need
additional memory to play. I t  is available
from all good Commodore dealers.
•  Getting Started 10
•  Value 8
•  Playability 7

4 1 1 • 1 1 0

IME
1 •
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Boss is a  chess phenomenon, How its
German programmers managed to get it to
play as well as it  does on just the basic
Vic-20 and an 8K memory expansion is
beyond me.

It has nought-to-nine levels o f  p lay
which take you from a one second to lour
hours response time but my own favourite
was le ve l 2  wh ich  responded in  fi ve
seconds on average

There is a  good book opening under-
standing bu ilt  into th is program and i t
followed a Sicilian Defence through to the
sixth move before attempting the unusual,

Perhaps the most impressive thing about
Boss was that i t  never seemed to stop
trying in a game and even when I had given
games up as draws it still attempted to gain
something positive from the positions.

Boss' display is the best of the three and
it accepts four key move entries. I t  also
runs independent chess clocks on both
players and offers the additional challenge
of trying to beat it  while only taking five
seconds per move.

On the minus side: it  is difficult to spot
the moves as the pieces don't flash, there
are some terse instructions and it displays
the mate and stalemate comments in Ger-
man, Also it  took me three loads the first
time to get it into a Vic. It costs £14.99 from
Reading-based Audiogenic,
•  Getting started 6
• Value 9
• Playability 8
Bug-Bytes advantage is on the price side
but it  has also done away with the over-
used notion of chess levels.

It also offers a  menu enabling you to
change how far the computer looks ahead,
list out the moves made, set up chosen
positions or save the current position.

The tape loaded first time everytime but
you need a full extra 16K's worth of mem-
ory to play it.

The Bug•Byte's display was the least
impressive with the King and Queen sym-
bols initially confusing

The program gets around the need for
levels by letting the player input a three
figure number from 0 to 9.99.

The number before the decimal point is
the moves it looks ahead, the number after
refers to the number of moves the compu-
ter will consider at each play

Playing the Sicilian Defence this pro-
gram also went "Out of book" after two
moves

From Liverpool-based Bug-Byte at £1
•  Getting started 9
•  Value 7
•  Playability 5
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ATARI V.C.S. ENNISIASTS
New Cartridges Cut Price

(Pacrnan 'Defender £26.50)

PLUS Second Hand Service —
Buy and Sell

PLUS First Class Hire Service

S.A.E. full details:
MELRICA AGENCIES
271 Stanstead Road,
Bishop's Stort ford, Herts. CM23 2BT.

AIAR1 V I C
For Atan: F o r  Vet
Attack Fo t te  (32k) C a s s e t t e  1 —  Scramble,
Cavos 1 9  Sk. T a n k  B e t t e
G R  8 Lunar Lander 1 9  51.. Maze Trail
Ant Matter C a s s e t t e  2  A m e r c e d
I te rud  1 3 0 ,  t a n k  Ba the  3 .5 k.
Xesect S i e  M a ck
Any 3 lc, E3 E a c h  casseti.• lo4 E3

Cheques P I )  payable to A .  Goacher,
16 Mostyn Street. Dukinfield SK16 53S.

Send SAE hoc details 1 1 6 7

BBC MICRO: Landfall *
S e r p e n t

ZX SPECTRUM Sheepwalk
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COME AND SEE OUR
WIDE RANGE OF GAMES FOR
DRAGON 32 & M a n  K

SEIKOSHA PRINTERS E210
Inc VAT

3rd Floor, 20.28 Whitehorse Road
Croydon. Surrey CR9 2H0

VIC GAMES COMPENOMM
I
2 Target Blast
3 De ith t rack
4 Bu d g e  Catch
5 Air  Attack

GoAE-soK
o, 
E
5

6 Drutp.tut.
7 Demolition
8 Hemat ite
9 Duck Shoot

10 Etecubon
HIRES COLOUR GRAPHICS AND SOUND

M o le so t l
43 Hillc res t  Drive,
Beverley HLI17 7JL

COMPUTER & VIDEO GAMES -99



ingina i adventure games on cassette
DG4 Haunted House ( 3 . 9 5
DGS Treasure Outs? E 3 . 9 5
DG8 Forbidden City ( 4  95
D137 Pharaohs Curse E 4  95

All prices include Oro Send sa e  for lire
APEX TRADING LTD (Dept. CVG).

115 Crescent Drive South, Brighton 8N2 8 S9 .
, Tel 0 2 7 3  36094 Acce ss Barclaycard welcome

3-D Maze Towers 0  Hanoi E3 95
Sorcerers Castle Lunar Lander E3.95
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E3 95
Treasure Quest Four in a Row C3 95
Poehidden DityMaelermind E3 95
Pharaoh's Curse 3-D Os and Xs C3 95
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SPECIAL CHRISTMAS OFFERS
FOR THE SPECTRUM AND THE
ZX81
SPECTREK -  A Fantastic real tome adventure
in deep space tor the 48K Spectrum Trav el
between star sectors and destroy the KlIngOnS
by priasers or photon torpedoes Features  in-
clude onboard computers, damage reports and
iong range sensors Only E5

DEATH STAR ATTACK & MEMORY MATCH
— Two programs for the 15K ZX81 O ne  a test
of skull and speed arid the other a  test col
memory Both ternItc fun and both on one
cassette tor only ES.

Send cheque P 0  t o  S ATE LLI TE  SO FT-
WARE LTD., BROCKHAM. HYDE LANE.
DANBURY, ESSEX

NIZ8OK
HELICOPTER RUN. Ivkwing lanescape A  game of
rescue, atlacti and defence E4  50
DUELLIST. An  interactive program D u e ls using
swords or Ke pis for one or two players Various levels
it difficulty E5 .00 .
Both games 0 0  Price s include postage.
C 1  p  H AVER S,  1 7  Rectory Road. wokingham.
Barks FIG11 1131L Te l (07311 7
0 3 0 9 9

ATARI 400/800 OWNERS
A comprehensive library of cassettes. car-
tridges. discs
Scores of games and adventures etc for  you
to hire tor your Atari Home Computer.

Se rd SAE for de ta ils in
MIDLAND GAMES LIBRARY

48 Read Way, Bishops Cieeve,
Ciheitenham G in s

TEXAS TI9014A SOFTWARE
.a ly  software on catiSette, giving excellent value tea
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Send s.a.e. for complete iist All prices include pap

APEX TRADING LTD (nept. CVG),
115 Crescent Drive  South, Onghton 8N2 5 SB
Tel. 0273 38894 Acce ss Barclaycard welcome

100 COMPUTER & VIDEO GAMES
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Asteroids became one of the craze games
of the early 1980's after the worldwide
successes of such mega-games as Space
Invaders and Galaxians.

It is considerably more difficult than
those earlier games, where you had really
only two controls to worry about. Asteroids
added hyperspace, thrust, rotate left, ro -
tate right and fire.

The game places you in control of space
ship being bombarded b y a  shower o f
meteorites that come at you relentlessly
from the four corners of the screen.

Using your controls you must spin your
ship around to shoot the asteroids.

You can also dodge in front or behind
the rocks using the thrust button.

If things ge t  a  lit t le  too ho t  and a
collision seems certain the  hyperspace
button wi l l  make you  momentarily d is-
appear and then replace you at random on
the screen. But this could prove as.danoer-

ous as blasting away at the oncoming role!
Extra points can be earned by shooting

down the mystery flying saucers which
spin in and out of the asteroids.

We tested versions of the game so far
available for the Sinclair Spectrum.

Meteor Storm was the closest to  the
arcade version o f  the three games we
tested. The asteroids were represented as
geometrical line drawings drifting weight-
lessly towards your ship.

The game displayed clear instructions
on the screen and also showed you the
value of the various asteroids and flying
saucers on the screen.

All three games kept a running total of
the high scores but Quicksilva's Meteor
Storm took you a stage further than this
enabling you to enter the initials of the top
ten high scorers of the session.

This version also provides you with  a
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MASTERING THE ROGUE ROCKS
ASTEROIDS

keyboard overlay which, although it seems
just like a gimmick, is actually quite useful
in Asteroids-type games where you have
up to five controls to concentrate on.

My main criticism of Meteor Storm is
that the thrust button has inertia, causing
you to drift helplessly towards an asteroid.
frantically rotating and thrusting

Sinclair's o f fi c ia l so f twa re  writ e rs ,
PStOrl, entered the field with  Planetoids.
This is not as close to the arcade game as
the Quicksilva version though the graphics
are no less Impressive for this.

Planetoids had the best fire mechanism
of the three games tested. The missiles
could be tired in  quick succession and
reached their targets swiftly.

The final version tested was Meteoroids

from the new software writers — Softek.
This was riot as good a version of the

game as the others played An  admirable
attempt had been made to  simulate the
rock-like texture of the asteroids but this
did n o t  work.  They looked more  l ike
chewed up pieces of bubble gum,

There was really not much to choose
between the other two — though for my E5
the Quicksilva version is marginally better
because of its extra facilities and graphics.
Meteor Storm
•  Getting started 5
•  Value 3
•  Playability 8
Meteoroids
•  Getting started 5
•  Value 5
•  Playability 6
Planetoids
•  Getting started 5
•  Value 6
•  Playability 7
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DEFINITELY NOT
THE BEST GAMES
IN THE WORLD
ICI GAMES PACK

ICL Games Packs numbers one to four for
the Sinclair Spectrum are proving to be
consistently unpopular with the C&VG re-
view team.

Games Pack Three received a mere Iwo
out of ten fo r playability in these review
pages together with  some particularly
harsh criticism of the games graphics. This
month we test the playability and value for
money of Packs One, Two and Four.

Games Pack One features four games
previously available for the ZX-81. The best
of these is Racetrack a familiar steer your
car around the racetrack type game.

Labyrinth is a very poor maze game and
can only be recommended to people who
enjoy improving games

Martian Knockout is the token action
space game on th is pack. I  say token
because the game is about as playable as
a Frisbee in a hurricane.

Skiales is the final offering on Games
Pack One and if  you are inclined to think
that this may be a cheaper way of playing
the game then forget it.

Airstrike is a very well executed derivative
of the popular arcade game Scramble.

The object of the game is to pilot your
spaceship through underground caverns
while avoiding numerous obstacles that
are placed in your flight path.

The first obstacles to be overcome are
surface to air missiles and the occasional
floating mine. On your way through th is
part of the cavern you can pick up more
ammunition and fuel. In the second part of
the cavern you may have to deal with a
whole series of floating mines.

Once through this pan you come across
a series of airlocks. The only way to get
past these is to shoot the middle Out of
them and manoeuvre your craft through
the resulting hole.

.11E 0 = 1 E 1 E 0 0
011. •  1 1 ,
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Games Pack Two kicked off with Galac-
tic Invasion a  game that is practically
identical to Martian Knockout.

Drop a Brick, the second game on this
pack is a very poor attempt at the popular
video game — Breakout

Colour Doodle is  a  so  so  children's
colouring game.

The saving grace of Games Pack Two is
the final game, Train Race. This is a gamb-
ling game fo r three players with  each
player picking a train of a certain colour.

Games Pack Four was the best of the
three I tested. Docking the Space Ship is a
fairly mediocre version of Lunar Lander.

Journey into Danger is much better. This
is a mini-Adventure complete with all the
features which you would normally associ-
ate with a  much larger program.

Invasion from Jupiter is a  pretty poor
space shoot-out game.

The Great Escape is the final game on
this cassette and good fun it is too.
Games Pack One
•  Getting Started 9
•  Value 3
•  Playability 3
Games Pack Two
•  Getting Started 9
•  Value 4
•  Playability 4
Games Pack Four
•  Getting Started 9
•  Value 5
•  Playability 5

AN IMPRESSIVE ARCADE CLONE
AIRSTRIKE
Just to make things a little more exciting

you may also come across the occasional
fighter trying to shoot you down.

Each level has a  different colour and
your craft carries less ammunition due to
the higher gravity.

This really is a  most impressive game
and the English Software Company are to
be congratulated

Airstrike is available from Gemini Elec-
tronics of Manchester at 09.95. The game
runs on an Atari 400 and NO in 16K with a
disk version also available.
•  Getting Started 8
•  Value 8
•  Playability
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*  5 0 %  ROYALTIES *
50% roy a lt ies  p a id  o n  V ic  20  and A t o m
programmes  W e  also sell programmes  at
reasonable prices  and do  a lis t ing serv ice
We also sell C60 cassettes
Send S.A.E. to CP ,  Whi te Services, Dept.
C ompute r &  So f t w a re . 7 6  U xb rid g e  R oa d .
Hanwell,  W7

*  N E W  COMPANY *

16K Z X61/SPECT RUM
DO YOU LIKE MONOPOLY?

OUR GAMES WILL APPEAL TO YOU
DALLAS A  game of oni ruipotation in Texas D e c,
s•ons a re  required on  purchasing conoss.sions. Ine
moyenteni and its,  of dolling rigs, arid the bolding of
plalorms and pipelines Ca n you take-over the Ewing
Empire,
A M I N E .  Yo u  m u st d e cid e  o n  n u mb e r o f ai rcraft  to  o p e iate
e sn  an d  fue l co n tre cts wh e th e r to  b u y o r ch arte r e n d  W e , .
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Got a DRAGON 32 or TANDY
colour computer?

Then you need your own monthly magazine
"RAINBOW" lot colour computer users Send
£1.50 and large s .a e t o r  s ample issue t o
ELKAN E LE CTRO NI CS  ( D e p t  C V G ) .
FREEPOST. 20  Bury New Road. Prestwich,
Manchester M25 BLZ. Telephone 061.798
7613 (24-hour service)
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QUALITY PROGRAMS
For BBC  and VIC M ictos-16k
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ATOM ADVENTURE I
12k rive adventure. Can you solve the
puzzle of the castle and obtain the key to
the church or will y ou bec ome a v ic t im of
That MAN".  Send E8.(10 all inclusive to:

C. WEBSTER, 17 Tanners Court, St
Martins Close, Norwich NR3 31-113_



South London's Largest
Micro Computer

COMMODORE VIC 20

Krazy Kongt
Dodge Kong's barrell's as you
climb the stairs.
STD VIC. Joysticks. £ 6 . 9 9
Exter mi nator !
Blast the centipede while
dodging the spider amongst the
toadstools. Fast action.
STD VIC Joysticks C 6 • 9 9
Anti -spl atter -matter !
Make space invaders look like
childs play, superb graphics
SIDVIC. Joysticks 1 6 . 9 9
%Altman
Choose one to three ghosts
STD VIC Joysticks C 6 . 9 9

N e w  Vic Sof tw are
Escape ILabyrinthl
Dodge Cars
Bomber
Invasion
Raceway
Alien Panick
Quirk
Target
Search

Ne w EMI Cartridges
River Rescue
Music Composer

Send for VIC price list.

€6•99
E6.99
€6.99
€6.99
€6.99
C6.99
E6.99
16.99
€6.99

E24.95
€24 . 95
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THE AMAZING ORIC
Colour Computer
*  40  Columns x  28  rows.
*  Microsoft  Basic

Language.
*  8  Foreground +  8

Background Colours.
*  Built-in Sound

Synthesiser.
*  High Res Graphics.
•  Teletext-Prestel

Compatible.
48K Mic rosoft Basic
8. Forti € 1 6 9 . 0 5

I 6K Microsoft
Basic
32K Mic rosoft
Basic

Phone!

€139.95
Come in for  a Demons tration

D r a g o n  3 2 K  -  Limited Stocks Available.
New Software coming in all the time Instant  A c c e s s /

Credit  B a r c l a y c a r dAvailable

subject  to r lstatus
N ow  available
EMI Submarine Commander, EMI Jumbo
-
Jet
Lender, incredible Games for Atari.3 Eden Walk Precinct,

Shamus
Preppie
Beta Fighter
Mouskattack
Hazard Run
Jumbo Jet Pilot
Golden Gloves
Pacific Coast
Highway
Canyon Climber
Choplif ter
My First
Alphabet
Rasterblaster
Submarine
Commander

N e w  At ari
O D
CID

Rom

CID
CID

E21.80
E19.95
£18. 50
£31. 50
(21 . 50
(35. 95
£20. 50

£21.80
£21. 80
125. 50

D £ 2 9 . 9 5
D £ 2 2 . 9 5

Ram £35 . 95

Sof tw are
Slime
Rearguard
Micropainter
Shooting Arcade
Protector
Naut ilus
Chicken
F rogger
Crush, Crumble,
Chomp
Temple of
Apshat
EMI Darts
EMI Soccer

All Prices inc. VAT

C/D
C/D

C/D

C/D
CID
O D

£21.80
£15.50
f  25.50
f21. 80
f21. 80
£21. 80
121. 80
631. 50

C/D 1E22.95

O D £ 3 0 . 9 5
C £ 1 9 . 9 5
Rom C29. 95

v i s o N  s l a m  Kingston-on-Thames, Surrey.Tel: 01-546 8974

Sinclair ZX81
E49.95
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Over 900 software programmes always in stock.
We carry probably the widest range withcontinuous demonstrations.

Cased
typewriter
keyboard €29.95
16K RAM E29.95
Printer € 5 9 . 9 5

We offer excellent part exchange deals or cast
for your old machine

Mail Order -  send for our co m p reh er
i
p ive  l i s t .

5K
E137.95*
Inc basic.

5K + 16K
E185.95*
Inc bas ic

*includes 5 Free programmes
€44.00 V I C  Disk Drive

€229.00 N e w  LowPrice E 2 9 9 . 9 5
16K RAM Pack € 4 9 . 9 5

Commodore 64, 64K Colour Computer €345.00

VIC Cassette
VIC Printer13:0
Main Commodore Dealer
f o r  N e w  SOO series, New 700 series. Business

Computers

102 COMPUTER & VIDEO GAMES

16K
E199.95
Less Basic

32K
E249.95
Less Basic

ATARI 400
PSlPlIiIlIIIlIIU 1 11 III
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Basic Cartridge €34.90
Atari 410Cassette €49.00

basic € 3 9 9 . 0 0  Atar i 810 Disk
Atari 800 16K Inc

Atari 800 48K inc D r i v e  E 2 9 9 . 0 0
basic € 4 6 9 . 9 5  Atari  822 Printer €199.95

Plus Daisy Wheel and Dot Matrix  printers
for the Atari range.

1113:3 At a r i  400 Typewriter keyboard. Direct easy
replacement for standard keyboard € 7 8 . 9 5

ageWilVam



ZX81 Et SPECTRUM KEYBOARDS
COMPLETE WITH LUXURY
CASE FOR ONLY
E37.95 INC. V.A.T.
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These h igh ly professional keyboards incorporate executive buttons
similar to  those used on top qua lity computers. A  repeat key
facilita tes entering of characters much faster than is possible with  a
conventional keyboard, thus making it part icu larly ideal fo r cursor
contro l and erasing. A t t ract ive  black p lastic mou lded case. Supplied with
12" fl exib le  ribbon cable for connection in to  your compute r.  N o t  to be co n fu se d
with toy keyboards currently on the market. Other attributes as reviewed by
Tim Hartnell, ZX Computing/Interface.

ZXBI 4K GRAPHICS BOARD
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Allan Shops

E A A  P OWE R N t F

(29.95

16K 81 SOFTWARE
3D/ 3D LABYRI NTH

A cubit maze that
has corridors which
may go left, right, up
and down. ( 5 . 9 5
4K Tool  Kit full of utilities to aid the programmer
in constructing and de-bugging E. PROM version
for use with graphics ROM. ( 9 . 9 5

OTHER KAVDE HARDWARE/SOFTWARE

Please show f S O  P&P too all l ltddwa te  We  tar all softwa.e

R A MP A C K S  W i t h  a difference
Kayde Rampacks are exceptionally stable. They
don't overheat,  lose memory, wobble or cause you
to lose your program. They are fully compatible with
all accessories and need no extra power,  and
therefore Will run efficiently on existing Sinclair
power supply. Simply plug them straight into the
user port at the rear of your computer .  Top quality
massive add-on memory only:

(29.95 for 16K ZX81 Rampack and
(48.95 for 32K Spectr um Rampack

FLEXIBLE RAN1PACK RIBBON CONNECTOR
only E12.95

• T O :  KAYDE ELECTRONIC SYSTEMS LTD,
• D E P T . C v G •  T H E  CONGE, GREAT YARMOUTH.

NORFOLK NR30 1PJ
PLtA•APRip,1

16K G RAP HI CS  S O FTWARE
PECKMAN -  T h e  only true ZX version of the
popular arcade game.
SPACE I NVADERS
anywhere.
CENTIPEDE " I n  a l l / thi nk this is the best

pr esented movi ng
gr aphi c pr ogr amme
I 've yet seen" -
Phil Garrott,
INTERFACE

ES.% each
Graphtc S oftwa r e  can only
be used wi th  a Graphics
board

A&

vie 2
03

SEND FOR A FREE CATALOGUE STATING TYPE OF COMPUTER.

worase delete c o n
-
I p s o - to o

applienble

The best version available

VI C 20 S O FTWARE
THE KAYDE VALLEY
OTHELLO
TWINKLE TWINKLE
KAYDE PECKMAN
APPOLO 8
SPACE ATTACK
PLUS MANY MORE
All 0 . 9 5  E ACH

Overseas please add 12.50 p Et p for all hardware and 75p for all software. All hardware comes fully built and
tested and complete with a 14 day money back option. PRICES isoict unt V A

KAYDE ELECTRONIC SYSTEMS LTD.
THE CONGE, GREAT YARMOUTH,  NORFOLK NR30 1PJ

lerA T E L :  0493 57867 TELEX: 975 247 CHATCOM G. . . . . . .  . . . . . .  . . . . .  •
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SiSA D O N ' T  FORGET YOUR CAN ALWAYS ORDER ON
THE TELEPHONE WITH YOUR CREDIT CARD
DEALERS WELCOME.
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let the
DRAGON 32
fire your
imagination

for only E199.50
Plus E5 Post & Packing

No other computer offers
you all these features
at any price
•  3 2 K  RAM MEMORY
•  PROFESSIONAL STANDARD KEYBOARD
•  1  YEAR WARRANTY
•  9  DISPLAY COLOURS
•  5  DISPLAY RESOLUTIONS
•  EXCEPTIONAL GRAPHICS CONTROL
•  5  OCTAVE SOUND GENERATOR
•  D IR EC T MUSIC COMMANDS
•  REAL-TIME CLOCK/TIMER
•  MICROSOFT EXTENDED COLOUR BASIC
•  PLUG-IN  CARTRIDGES AVAILABLE
•  CENTRONICS PARALLEL PRINTER PORT
•  SOCKETS FOR JOYSTICKS
•  SOCKETS FOR FULL CASSETTE CONTROL
•  EXCELLENT CASSETTE FILE HANDLING
•  C OMB IN ED  AUDIO/DATA INPUT FACILITY
•  A U D IO OUTPUT VIA TN.
•  EXPANDABLE TO 64K RAM
•  POWERFUL 6809E MICROPROCESSOR
•  FREE 160 PAGE TRAINING MANUAL
•  BRITISH  MADE

Available  now  from:
ComServe
98 TAV1STOCK STREET. BEDFORD MK402RX.
TELEPHONE: BEDFORD (0234)216749

104 COMPUTER & VIDEO GAMES

In stock now
at Twickenham's
official BBC/Acor
dealer & service
centre

BUY BEST
BUY BRITISH
BUY THE BBC

MODEL A E299•00
MODEL B E399 00

plus all the extras:
Printers + Monitors + Disk Drives
+ Cassette Drives + Software + Books
PLUS VIC-20 Cassette decks, games
cartridges, &  tapes in stock!

Always avai lable a  w i de r ange ot micros.
softwar e,  pr inter s,  per i pher al s and books
—Send SAE for  latest listsTWICKENHAM

COMPUTER CENTRE LTD
12 HIM NI Teidastile MidIsTWi IRS 1 1 1 9 6 / 0 1
-
8 9 1  1 5 1 2 ) yotis

hte
i

C O M 1 2 11 t e t  3

INCREDIBLE VALUE
VIC 20 only E 1 2 5
Commodore 64 only E260
Dragon 32 only E M I

VIC C2N Cassette E 3 4 . 0 0  V I C  3K RAM Pack 123 .00
VIC 1540 Disk Drive E250.00 V I C  8K RAM Pack E35.00
VIC 1515 Printer E 1 8 0 _ 0 0  V I C  16K RAM Pack E56.00
103/4 Discount off all cartridges and cassettes trom.

*  Commodore
*  Bug Byte
•  Audiogenics
*  Rabbit
*  P l u s  a great  new g a me  -  CANNI BAL

Please phone for a full list of all the wide range of items we
stock.

All prices are exclusive of VAT.
Fast mail order service from:

Yorkshire Microcomputers
28 Ramshill Road. Scarborough.

Tel: (0723) 78136



E.T. A.
A DEFENCELESS EXTRA-TERRESTRIAL HAS CRASH-LAM ON EARTH. ONLY
YOU CA/I HELP HIM, E . T .  IS LOST. AFRAID AND IS SUFFERING FROM
WILSIA. YO U MUST DISCOVER WHAT HE LOOKS LIKE. HELP HIM TO
Roue n HIS NAME.AND FIND HIS SPACE CRAFT,REFORE THE WILD DOGS
ARO EVIL RILITARY CATCH HIM.

FULL CARTOON GRAPHICS, COLOUR AHD SOUND. -
E . T . A  -  T H E  
P 2 O G R A M
NAT CIWIIINES ADVENTURE GAMING WITH ARCADE ACTION -  WITH A NEW
CHALICW,;: DERV TIME VCC PLAY. FRCM THE CREATORS OF 'PIMANIA'.

18/c 48k Sinclair Spectrum; 15(ind.)

AUTOMATA Ltd. (C)
65a Osborne Road,
Portsmouth, PO5 R

1

G
G
D
&
H

'AcODP[
THE LARGEST SELECTION
OF GAMES IN THE WORLD

Choose f rom the wide
range of
ATARI

COMPATIBLE
SOFTWARE
Also in stock

SINCLAIR DWI and
coming soon SPECTRUM

and a wide range of
independent

SOFTWARE
Maori Computer Branches. 220XFORD STREET. London WI .

439 0 )(FORD STREET, London WI ,
52 WESTERN ROAD. BRIGHTON_

Also at
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254 REGENT STREET, London WI .

hot stuff!
DRAGON32

for only E199.50
Plus E.,5 Post & Packing

I have a burning desire for the
DRAGON 32 — Please send me:
El DRAGON 32 COMPUTER - E199_50
DRAGON PLUG-IN SOFTWARE
LI Berserk - E19.95 E l  Ghost Attack. £24.95
Li Meteroids - E19.95 0  Cave Hunter - E19.95
0  Cosmic Invaders - E19.95 El Tube Frenzy - E1995
El Starship Chameleon - E19.95

DRAGON CASSETTE SOFTWARE
Li Special selection 1 - E7.95 El Special Selection 2 - E7.95
El Quest - E7.95 E l  Graphic Animator - E795
0  Computavoice • E7.95 E l  Mazerace C7_95
0  Madness & Minataur £7.95
El Examples from manual - E7.95
DRAGON PERIPHERALS
El Pair of Joysticks - *219_99 E l  Cassette Cable - E7.95

Ad d  L5 Posi P a •  long Ira DRAGON 32 -  i  fel. actestisies1

I I  I Il l 1 I i
*Please debit my Barclaycard/Access account with

I enclose Cheque/P.O. for
•DeIet. M appkable

Name:
Address:

ComServe

1

98 TAVISTOCK STREET. BEDFORD MK40 2RX.
TELEPHONE: BEDFORD (0234) 216749

CVG

COMPUTER & VIDEO GAMES 1 0 5



MORE IDEAS THA
MORE PROGRAMS THA

LESS MONEY THA
, K\QI

‘k) 4N'

PROGRAMS FOR EDUCATION, HOME, BUSINESS, AND GAMES -  FOP
SINCLAIR, BBC, RESEARCH MACHINES, APPLE, COMMODORE,

ACT SIRIUS, TRS-80, IBM, ICL, and more each month.
, M 4 1 1 1 , • • •

HOW THE MICRONET 800 SERVICE WORKS:
Most micros connect by o
standard DIN plug and
CO-CDC lol cable to an ociaptor.
They're portable, so you can
use the system wherever you
put your computer and
telephone.

Simply dial Micronet's number
and enter your subscriber
number into the keyboard. A
'welcome to Micronet'
message appears on the
screen.
You're on-line to one of the
worlds largest databases.

PRES ILL
MICRONET 800
thousands of ideas— pocked
pages - games, education,
business software, club new
and information.

-

- - #

computer's memory ju st  switch
off the telephone link at your
keyboard and replace the receiver.

When you hove oil the information
rou need o r  you've finisheddownloading' software to your



ATHINK-TANK.
W A SOFTWARE HOUSE.
01 YOU'D EXPECT.

Whether you bought your computer for
games, business, or education, you can spend a
lot of time wondering what to do with it. And then
spend a lot of money on packaged games and
applications software.

NOW you can bring your computer to life -
economically - by joining the amazing new
MICRONET 800 service: a vast database with
hundreds of FREE games, plus business and
education software, computer news, special offers
and 'big prize' opportunities for you to compete
against the system a n d  win!

MICRON ET 800 is packed with ideas and
information. And there's no waiting - you get
programs straight down the phone line! Updates on
operating systems... school and college programs

•  Free Tolosobware• Indexed by subject and by
name of micro, a huge selection can be loaded
down onto your computer.
•  Eckicattonal E *change Library Schools and
colleges are already preparing to display programs
written by students and teachers, so many can
benefit from them easily and economically.
•  Appl,Cationl Guide. Quick-reference guide by
subject and by micro name shows you owolloble
applications software. You con move from the guide
to further details held on the system F you wish_
•  Demonstrations Check through the features of
the software pockages that interest you - privotely
and without obligation. Order only if you're sure it's
what you need.
•  P...irchase •Downloaciable Soh.nrt• man
y'telesoftware' programs con be bought from the
system and loaded down direct to your micro. But

MICRON ET 800 is o completely new service
and well be adding to it all the time. Find out
more about what Micronet 800 has in store for

/ \  (/

m i c r o n e t
B O O

IT BRINGS YOUR
COMPUTER TO LIFE!

don't worry - there's plenty of warning if any
MICRONET service you're plonning to use carries a
charge.
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allows you to exchange messages with other Prestel
or MKronet users. Messages ore held securely and
only you cars collect them.
•  ik•Int,I. ii,u•,2 For on odditional subscription you
con operate your own bulletin board - club news,
For example, like tips, swap-shop for second-bond
items and so on.
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need to send a message to another Micron& user -
call the Mitronet 800 service by phone and well
send the message for you
•  f  • • •  Over 200,000 pages of information on
British Telecom's established service. facts and
advice on finance, business, entertainment, features

SOUNDS FANTASTIC? THAT'S JUST THE START!

gobble man ...invaders... business
packages. They're constantly renewed.
And hundreds of them are free: you simply turn
on your micro, dial up MICRON El 800 and
LOAD.

Sounds expensive? Here's the surprise!
All you pay for is a low-cost adaptor (in most

cases just 49) to link your computer to your
telephone, plus a MICRONET 800 subscription of
about El per week. Then, via your computer and
telephone line you will be able to access over
30,000 ideas-packed 'pages' of the MICRONET
800 service, and call down the software you want
to your own computer! Look at just a FEW of the
services already available on Micronet for you to
call on:

and even direct bookings for trovel, holidays, etc,
•  Ploc luo rrld So, i
.
, , , t p ( i v  
A  
c o r n i o n
t l y

updated reference source - covering product
comparisons, software reviews. dealership and price
detoils and oil the 'best buy' information.
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magazine, including jobs and closubed ads.
you've read on °Mode that interests you, through
MICRONET you can find out about the
manufacturer. the dealers, the prices, and even
order the product via your micro!
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and many others like ALCC, BASUG, ICPUG, TUG,
TRS 80 UG, will maintain their news and reference
service ort Micronel.
•  n,q P M t c r o n e t  offers a range 01
games and quizzes to keep you entertained and
involved - and there'll be big prizes tool

you: return thiscoupon TODAY and we'll send you
a FREE FACTS FOLDER on Micronet 800 services
and details of how you can join! X

-
1

Send to: MICRONET 800, Petersham House, 57a Hatton Gorden,
London EC I 8 1 DT. I
0  Yes, I am interested in the MICRONET 800 service. Please keep me 2 1

in touch with developments and send me details of the low-cost 8 1
Micronet 800 adaptor. 81

El I am interested in earning money on software I develop for the system. 1
Business uses CI Educational uses DIam interested in: Home uses

Name
Address

T e l e p h o n e

Type of c omputer_ A



TOSHIBA DOUBLE MED/DOUBLE
Down 5 , S R  BRINES

P lease n o te :
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Stenclard dra t drives The s e  can be  used a s
stogie s •dec V s ingle denS i ty  d o u b l e  s i d e d
,s ingle densay  or  double s ided 'elounte denSITY
depending On  th e  hos t c om pute r  d is k  inter -
lac e Com patib le  w i th  m os t m ic r o - c om pu len
e g V I D E O  GE N IE .  A T O M  I R S 8 0  B B C
COMPUTER S U P E R  B R A IN  N A S C O M  e tc
etc  I f  ' A w l  as  doub le  s •ded• •00uNe dens i ty
then the  storage capacity  is 3  5 M AGABIT
DRIVE r untor m attedi , tr ac k  denS ity  is  4 8  Tb i
and can daisy chitin up  to  4  & Iv e s  9 0  day
warranty
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1191 •  V A T  -  E 228.85
•• B O s e d  o r i M  P o w
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'  5 1 1 0 fl i y

E369 •  V A T  E 4 2 4  35
2 C 4 0 4 0  £ 1 5  •  V A T  £ 1 7 . 2 5

QU A N TITY  P R IC E S  O N  A P P LIC A TION

MITSUBISHI
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Ohe ems Wive °rev ••  t 2 1 1  •  V AT -  E2S1

leo this M T* .  •  E 4 2 1  •  VAT E M T  3S
h e  cataect eve Ircaws s ws ,1 2 4 1 •  VAT E n t  35

N al Wt.-LI * or  lio•or iV .iW. E459 -  V AT E S T /  AS
CA.• DO tollv•  e • l e s .  C I E S  • V AT • E4 64 each
D'E •  •  -  • U M  •  TA T -  £ 2 .N  each

monomer
EPSON TYPE 3 PRINTERS..

MX80 T
-
3
•  .,_nt_tr'nn 8 0  CPS. super and sub-
scripts. auto underlining, tractor lead,.32
print fools. BI•directsonal printing, logic
seeking. 9 it 9 mains hop res graphics
Centronoc pa ra lle l in te riaci-i
Price Only E 2 9 9  • VAT 0 4 3 . 8 5
MX80 FfT•3
As a b OVO b u t  w i t h  t ra ct o r  o r  f r ict io n
paper t e e d

£ 3 2 5 V A T = E373_75
MX100-3
136 columns. 1 0 0  CPS,  a l l  other
features of MX80 plus true descenders.
adjustable paper width up to 15 inches.
friction or tractor teed cenfronic parallel
'Med
Price E 4 2 9  i n l a  £ 4 9 3 . 3 5
OKI MICROLINE PRINTERS

•'CS
M IC R OLIN E  8 0 : t  . 5 0  •
CPS M ohan and pin teed U nd i te tl .
gr aphits . Centr or k c s  par al lel tr aer t.i
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£319 •  V A T  £ 3 6 6 . 8 5

MEC 8023 PRINTER
c ,  d . j  c u iJ ihns . b I . U i o 1 u r 0 i tr iCtiOn

••• r e g  high feS i t nd block Orantues.
s p a c i n g  d '
,  t • r d .
1 0
,

• .7 0 0 2 3  E 2 8 5  •  V A T  E 3 3 2 . 2 8

T199/411 16 BIT MICROCOMPUTER

This microcomputer is based on TMS9900 18 bit microprocessor.
II includes 16K RAM, 16 colour high resolution graphic (192 x 256)
The screen display is 32 characters, 24 lines I I -BASIC. Full size
keyboard. For Software there are about 1000 Programs to choose
trom. There are a lot of peripherals available e.g. Disk Drives, Disk
Interface, Speech Synthesizer. Extra RAM Addit ional Languages

PASCAL. TI -COCO, ASSEMBLER)
Please send a large S.A.E. for  lull price list.

GUARANTEED LOWEST PRICES
We guarantee that our prices are the lowest on the market. If
you can line any item advertised and in stock at k3ss than our

price we will match that price
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SEIKOSHA OP SERIES
GRAPHIC PRINTERS
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GP IIJQA centronic parallel inieda, • .

C1111 •  VAT  C2 0 5 .0 5
GP• DCV O Vic 2 0  inter lace

1119 •  V A T  ( 2 8 8 . 0 5
GP-2511I New 50 CPS 80 CO
,
Ufti r

lot teed true  descenders 6 4  user Oetined
cnarec ters  d o u b l e  he ight and  ,
o r  d o u b l ewidth CheraCters 5  a 8 dOt metric, parailel
and serial (115232i inter lace
r ,  •  - x  £ 2 1 9  •  V A T  E 2 5 1 .1 1 5

SMITH-CORONA
TP-1 MST WHEEL PRINTER
T P - i  T e x t  F r  1114t• •  i t i r C u t , '
,  •  •c ontr o l led h i g h  q u a l i t y  d a i s y  w h e t  1
Printer wh ich  g ives better diyahly print
out at 120 words per inmate Ease t.'
drop- in r i b b o n  CaS S etteS  a n d  d u e h
c ha nge  snap- on daisy  print whee tsa r t
.tw o  add i ti ona l  s tanda r d  te a tu r e s  T P - '
is a va ila b le  w i t h  e i t h e r  C e n t ro n
parallel PS232 serial or IEEE intertaci
,'please  s pe c ify  th e  o n e  y ou teEsurre 1
This m a tte s  a  c om pa tib le  w i th  B B C
IPSO°. DRAGON NASOOM. PET and
lots o l  o t h e r co m p u t e rs Ad d it io n a l
daisy wheels•ot 10 dinerenr typestyles
are available S  A E tor twine r de ta ii.

TP-1 PRICE E429 • VAT
AO•laional Print E 7  SO •  V AT mach
ReoLacernent n o b  ••• E 2  '  V A T eac h

PtliCE  1.111195 whoch
inc ludes  •  ESO r a lund
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Lhibien ol /  years upward
,
'

• 5  Opersong M odes  Icy builditsg
spottencr and word recognition skids

• Exparifiabie rei• p l u g  in mostures
' U s e s  4  C  s a e  b a l te r e s  m o t
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CO MPUTER PAPER
PLAIN SaN(34.1 PART f  AWOL •

g-rin E l  •  V A T £ 1 0 . 3 5  per 100 the fts
M IN IM U M  ORDE R 2006 S HE E TS '

T199/4A SOFTWARE
SOLID STATE SOFTWARE M ODULE S '

I k-1 ..4 .3 0 v, .  E I S  -  V A T  1 E 1 7 2 5
Vtle • ti C . . .  I  -  , t u t  .  V A T  C . 2 0  70
tend Cr ilemirr , E I C  •  V AT E l l  SOcot •  V AT E 2 0  70
Coomm Fun, l i e  • V AT 1 2 0 .7 0
Soccer  L e i s  •  V AT 1 2 0 .7 0
torwarony , . T. I I I  •• VAT E 2 0  70
Wumpos CIE-  VAT fl e  70
Zero Zap E I S  -  VAT E 2 0  70
Alt.,'  E I S  •  V AT E 2 0  yo
Oast, E I S  •  V AT E 2 0  70
I tn i le .  .  E l l  •  V A T  E l o  yo

E li •  V AT E s s i o
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PArrichrnen .•  .. E 2 2  •  V A T £ 1 5  30
Oless ....... ...... 1 2 1  •  V AT 1 3 2 .2 0
smernure A N a i r  E S S  • V AT C M  20
ADDITIONAL ADVENTURE PROGRAMS •

, Use mit. Ao..stot....i, sto,s,i,,
kihersore Land.. ... .. .  E ta •  V AT -  Calk To
shwice Imp3sebie..... .  C II •  y e
,  t  , - • -  ,  'vomits.] Castle „  C I S  •  V AT 1 ,2 0  to
Ine Cokes ... -  , ( IS -  V A T s 2 0  TO
Strange Odyssey • t i e  •  V A T • E n  to
karriav,  Fun  H o w .  a l a  •  V A T  E 2 0 . 7 0
I•yramlotl F i n  Ho ts. ,  C l a  •  V A T  E 2 0 . 7 0
iihost Torre, ,  ,  •  1 1 4  • V AT •  ETC 70
satope wand 115 11 . 1 2 2  • V AT ,  E31.30
iloisar  'enrage •  . .  fl a  .  V A T -  C20 70, ' ' -
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PROFESSIONAL MONITORS
• GR E E N  M ON ITOR  i d  g r e e n  monitor s
oath comikAire and Venn ,
n o t i t  S t A l A b l e  
e t
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elost computer s
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SMI  201 BMW' nvicour E lit •  V A T'  E102.35
• COLOUR MONITORS 14 ColOui
c:ys. RCA or corrvoSite and sin.
-  m P e tS C M IIN  Normal res sno doll. i s m  -  V AT
-;CMIrIM madiurn-res 600 diii•.c.131 • VAT

4.• .fi gh,re, l o i s  V I P S  -  V A T

A K H T E R  I N S T R U M E N T S  L T D .
OEPT CVG, UNI T 19, ARLINGHYDE ESTATE, SOUTH ROAD, HARLOW. ESSEX, UK CM20 282

TEL: H A R LO W  (0279) 412639 T E L E X :  995801 - A18
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FM-WIRELESS
INTERCOM

T o u ch  a l l n a i l v e  T A L K
CALL abut LOCK  controis
Jo& plug into mains no .n
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locked l o o p  FIr l  c ircure'r ,
gave n o t .  tree  °emetic..
Wei in mutomatic seueicr
,Use a s  many m o o n s  A ,
ye w l i ke  P r i c e  DO
, S t a t i o nV S  •  V AT E 17.211

,••• s t y m y . " ,
£25 •  V A T E 3 2  20

CORDLESS PHONES
NO1 licensibre in UK

•

LONG RANGE TELEPHONE
This, is a  long range t2
-
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a i d e ,
.

raion p h o n e  wi t h  in trtEO IT .  lacih h y b e twe iSfl  Do rr
able ha nd  s e t a nd  the  ba s e  s ta tor
, Y o u  c a rreceive air inc wrung c ut end dial out a n y w h e r e
on th e  woad hor n the  hand Sel hor n any  toc aloo.
w i th .  5  mile  radsys of your horni, a . C311
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LON G RANGE  E X TE NS ION P HONE
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the hous e or tr om  the geese' , R I ,  disk' and m a le
calls horn the Nand set a r i p
,
o •
Snort Range  Te lephone , C GS  •  V A T  E 7 1 1 .3 5
40 MOLE R AN GE CAR TELEPHONE
This  m obi le  ' H o p s o n /  las  in to  y our  c a l  a n d
abies you to tecerve and M aar  (
-
0 1 1 1 1 0 V i r e e h a T e
in t h e  wtO th il I t t an  A  ,• - • 4 0  M AO  f act i va  0 1  , , , - , ,
home or offi ce (us, a n t e n n e l

f I -  V A T  ,  E 1374 25C l r  .

SILENT ALARM/POCIRT PARER

D O S

c•wite..1 4 A A  I r :t Ha •
rn•eet arId m im e  pogo ftlativtr i The  bar
,has c onnec tor s  to r  M o t  c ontac ts  a n t i  ,
lianSarS 2  vibration e inem' , are ockidard I I  has a
range et 7 miles Ideal Icy proteceon ot erhele or pro
.rway P ower remerementi rer Itentreate
, A  1 2 'Nor iicens ible U K
P RICE   ( 1 1  •  V A T E 8 9  70
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£344 •  V AT
C4011 •  V A T
M S  •  V AT
LIE  •  V AT

• D R A GON  -
• Ripper  IR/r eam '  16K  Cessehe

110 •  V AT •  111 10
• Space Trader IISK comae,. 1 4  •  V AT •  11_10
• Alcatraz 18K cassette  E l  •  V A T 0 E 1 0

Escape 18K cassette L I  •  V A T -  0 0
' M anson koverewe 18K cassetri-

• V A T E S  00
• V IC  21 •
• RicOthel N oe l  C a tle tt*  a i l  •  V AT C 1 2  IS
• King Armors Her  INOvl Cataalle

KIT •  V A T •  CISAIS
' ATARI

Spine Byte 48K DNA.. I I ?  •  V AT •  £11.56
Cyclos 484 D I A _  1 1 7  •  V A T '  C IS  SS•

• Space Eggs 48K D•si E l l  •  V AT •  C I L I A
• Sneakers 40K reel C l ?  •  V AT •  M I S

' Welded 48k  D•s•
• Bandits 48K DM , U S  •  V AT -  L23  00

122 •  V AT -  £15.30
• Fast Eddy Car
, 
( 1 7  
•  
V A
T  
-  
t 1
1 .
5 5

E l? •  V A T •  E llIS S• Ceara'
, 
0 0 0
,  
C a
n .

• Worrn Wet ' C a r l . , .  1 1 7  •  V AT -
• S e toff ClOpper Cad fl y  •  V AT1 1 1 1 .5 5
• APPLE'
• Tardoics Mist D isk_  C I S  •  V A T £ 1 1 . 2 5
• IstitOtCS 4811 Cass £ 1 3  •  V AT C 1 4 .1 1
• S t Nuclear Bomber tisk LASS

COS I •  V AT •  1E10.13
• mov ie , Campaign Ibig C a s ,

11.50 •  V A T 1 1 0 , 1 3
- hom e s *  I h e  Cass. •• E e l s  •  V A T -  £10.93
• Co n l I KI 2 5 0 0  1 6 5  c a t s . 1 0 9 0  •• V A T  •  C I O  9 3
• Mame S hoes 1614 C a s t tal..50 •  V AT 1 1 0  *3
• No rth  AnaiNIIC CO nVO N R ad e /  1
6 K  c e s , 12_10 •  V AT •  1 1 0  83
• Computer  Acquire l e a  Cass

( I I  •  V AT -  112.15
• Gaiety  16K Cess E S T  •  V AT 112- 115
• Guns oI Foil N k om o.  48it Cass

e l l  •  V AT •  r i s e s
• Lod  nt Kamm 32K C s n.  I I I  •  V A T •  E12_115
• Voyager 32K Cass . . .  a l l  •  V A T C U S S
• Dn•eper Rivet Line 481e D s ,

.... R i v e r  Line 48K Cas t,' "  V A T  •  117.25
113 •  V AT C 1 4 . 1 1

OR D E R IN G I N F O R M A T I O N  A l l  01CIOTS wh ic h  a ( i m n p a n y  a
cheque im cash are C A R R IA GE  FRE E  IUK °sty)  On 11101tory ceders a

carriage ,  its or !ovate° total is aoolicabk-
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'Without question the finest machine code games available
t oday "  J . N .  ROWLAND Product Manager for W.H. SMITH.

GAM EI TAPE 1 to r 101 o n t y
ID Ga m e s i n c l  ASTER OI D S,  U F O . C OD E,  so m n FR
GUILLOTINE, X ALEIDESCOPE, etc,
PROSAISM THE BE$T VALUE lb  TAPE AVAJLAILE.

We ye done in  t k ,  games wh ich some o f  our competitorsrequire lek to dot

GAMISTAPIE 3 fo i l i t  o n l y  M EI
C A TA C ON IS E  A  M u l t i  Lev el Gr ap fu r s  A dv en tu r e  E a c h

level can  contain up  t o  9  Rooms, I  Passages 7  Monsters,
Food. Go ld . Traps. Phantoms. On Exit  I t o  the nest  level)
and there's an infinite number of bevels.
NOTE T h i s  i s  N OT  o n e  o f  th e  nacesnartly  larreted l e s t
Adventures is sold elsewhere
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Unbeltevatee Graphics! Can you find your way through the
Maze The EXIT is there somewhere. but then so it  a T REX.
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Ma this before
,' 3 D  M ON S TE R  M A ZE  us th e  bes t gam e h a v e  s een Ara th e

E a t .  C O M PU T ER  Et VIDEO GAMES
I had to  c hoos e los t one orosittemene to  trnocess ar , ethltenc e w i th  f t , .  capaiwirtres o f

the t h e n  J . K. Gc oy e' s  3 0  M ONS TE R M A ZE  m ould be  th e  one  wethout d o u b t
EX COM P UTING -
B r i t o n t ,  
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GIAMESTAPt Sloe HIS ( m a y  £4.15
.110 DEFENDER Th e  Lthimate Source Game. Su p e r f a st
Macrune Code 30  version o f  the Arcade favourite Yo u  have
to slam your home planet from the mitaistimg Alien So•ow:a ll
This t s a ll in  30 ,  you r viewscreen shows you  the we e  out
of your tighten S cockpit window. The backdrop moves when
You turn, on fl y up or clown I I  Right clarectiored. Net es if  you
were really flying it Out Mitt, YOU ARE The  Enemy Saucers
will actually tooth y o u  in  3D a n d  shoot you  if  you le t  Thatn• You r display
includes Score, Shield Strength, Altitude. ProsortaPy, FOrwaid Radar end your vinfrescresn.
which shows your rotating home planet, backdrop o f  Stars. Meteors. Eip losions.
Puente Blasts. your Photon Beams. op to a  Enemy Saucers and 01 course its a ll in
Full 30 '
"AnoMor 30 wrnner". •  S I N C L A I R  USER

"The best of I ts kInd'•

GAMEETAPE 2 for I lk    o n l y  ELIS
• S TA ttR OH TE R  S uper b  machone r o d e  S p a r e  B a tt l e  S e t
against a  background o r  re ina ling  sta rs,  w i t h  stunn ing
explosions -  i f  you can hit the s”snwl
p 'snAm m  Can you trove the Pyramid 7 M ike  •  mistake and
it will coilisutel A Thinkers genie.
ARTIST the  ultimate Graphic Designers aid B  CleertiOns.
memories SAVE. COPY. RUIOUT. CLS. etc.

GAMESTAPE I to.' lit   o n l y  fi l l

•81REAKOLIT S u p t..  Fa s t  Fu l l  S c r een Dis play  0 a c c
e  Y o u rall time ravounte with ao added tw ist  Sea NINN much Money
you can win and witch the pounds convert to  Dollars. All
in Machine Code lot Fast Action with 3  Speeds. 2  Set Sires
end three angles of rebound
, T h e  b e s t  
8 R E A S O U
1  
a r o u n
d

and at this once you can't go wrong'
WHICH MICRO & SOFTWARE REVIEW

GAMES MARKED • INCL.  MACHINE CODE.
Prices include VAT and U.K. P. & P.

I Add appropriate Postage on Foreign Order i .  Cheques/P•as to

...LK_ G R E V E  S O F T W A R E  L T D
Dept mG I 6. Brendan Close, Oldland Common,  Bristol BS15 60E

CREDIT CARD SALES: FOR INSTANT DESPATCH, BY PHONE ONLY
TEL 01430,9232 r9 am -1pm)

If you peeler to Me before buytng , our range of GA T A P E S
siock.dby the following stores

BUFFER M1CROSHOP  3 1 4 A  Streatham High Rd L
o n d o n  S W  l e24 Gloucester Rd., Bochton,

89 Para 51 Bra ga . Avon
1S Belvedere. Lanadown Rd Ba th. Avon,
131 Melton Rd Leicester;
14451 Geo,ges Rd Cheltehharo. &los,
Over 200 Compu
te r 
S t e n c h e
s ;

5 School Lane, Simon. Bournemouth. Dome

GAMER
GEORGES
MICROSTYLE
MICRO WARE
SCREEN SCENE
Wit  SM I TH
ZE OXTRA

TRADE & EXPORT ENQUIRIES WELCOME

Three New
Video Games

from PCP
For Young and Old Alike

Theme: Headbanger enjoys being hit on the
head by hammers falling from the sky but
collapses if hit by too many without an asprin
hitting as well. At the same time Headbanger
tries to grab money bags. A brick wall on the
screen is gradually  knocked down by the
hammers as the player attempts to strike
Headbanger and to reach the money bags.
Action: Points  for head collis ions  and money
bags, plus 'pain meter' for head-to-hammer or
asprin-to-head collis ions  and for money bags
stowed.
Price: E9.95 incl. V.A.T.

Rox
Theme: Rocks fall from the sky and the player
tries to blast them with miss iles  before they
hit the ground.
Action: Scores are awarded for hits and
'secret bonuses'.
Price: E5.95 incl. V.A.T.

3D Maze
Theme: The player attempts to escape from
the maze which is shown in perspective view_
Action: Ratings are scored for the time taken
to find the exit from the maze.
Price: E4.95 incl. V.A.T.

•  Dealer enquiries welcome

PERSONAL COMPUTER PALACE
4
-
6  
C
A
S
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S
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E
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u I ø  READING. BERKSTel. (0734) 589249

Please send me ( O ( y )  Headbanger @ E9.95 (inc. VAT.)
( Q t y ) Ro x@ E4.95each(incl.V.A.T.)( Q t y ) 3 DMaze
@ E5.95 each (inc. VAT.) Add 50p for postage and
packing on each order. I enclose my cheque/postal order
No m a d e  payable to Personal Computer
Palace or debit my Access/Barclaycard No.

Address
1

Name IBILOCKCAPITALSPLEASEt

COMPUTER & VIDEO GAMES 1 0 9



.1• • •

"'IP-i5Azc
WE PROUDLY PRESENT THESE ALL NEW PROGRAMMES
FOR THE FOLLOWING MACHINES.
1 GAMES PACK 1 FO R ZX81 —  1K OR MORE

This exciting all machine code games pack includes such tavountes as
INVADERS, BREAKOUT. SQUASH as well as  MESSAGE WRITER.
DEMON DRIVER and a superb version 01 AIR SEA RESCUE S P E -
CIAL PRICE E CM inc VAT •  P&P

2 GAMES PACK 2 FOR 2X81 —  1K OR MORE
It you thought that Games Pack I  was  incredible this pack will amaze
you A l l  mac hine c ode versions ot  J UMP JOCKEY. ASTEROIDS.
INVADERS (Pt 2). STUNT CYCLE. OXO. ENTERPRISE and SKETCH
programmes. All Games Pack games are last and exciting SPECIAL
PRICE t4.75 inc VAT P & P

97 Defoe Drive,
Park
Stoke-on-Trent,
ST3 SHS

This is a brand new program' You re
on a platform in space and you are lost
in an amazing 3-0 maze Find your
way DUI belore you run out of energy
and are lost forever Th is  program
makes full use of colour graphics -
with sound Basic and M code E7.50
Inc VAT •  P&P08C MICROCOMPUTER A• & 0

-
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k

We can now offer high quality Tense' cassette recorders for use with most
micros ie .  V181, Spectrum. BBC. Jupiter Ace. Acorn Atom etc. at  an
unrepealable price of E22 00 Inc VAT *  P&P
P&P on all items 50p

Watch this space tor Spectrum, Vic. Jupiter Ace, Commodore 84 program-
mes Al l  c he que s
,
P O ,  t o  
D A T A B
A S E  
S O F T
W A R E
,

Dealers wanted nationwide — Tel (O W) 330552
MAIL ORDER ONLY EXPORT ORDERS WELCOME

ALL PROGRAMS AND GOODS GUARAN f EED I  YFAR

ElecTronics&comp
o
liting

Electronics & Comput i ng Mont hl y
is Britain's FIRST electronics and computer applications

magazine
Electronics & Comput i ng Mont hl y

IS designed for the technically aware computer enthusiast
Ei ectr onks & Comput i ng Mont hl y

has a un ique  b lend  o f  t heory ,  projec ts ,  s o f t wa re  a n d
product reviews, plus science and general features on a

w id e  v ariet y  o f  topics
Electronics & Comput i ng Mont hl y

keeps you fully  informed on changes in computer
technology

Electronics & Comput ing  Mo n t h ly
is at your

newsagent
now

s

110 COMPUTER 8, VIDEO GAMES

VICIAGRAPH-PLOT WINDOW
The above photographs  show VICTAGRAPH PLOT WI NDOW
and a full demons t rat ion RUN on ATARI 400. GA13. Have you
got PLOT,  DRA W,  DRA W TO  o r  s imi la r  t o  a n  abs olut e
co-ordinate?
Could you draw the above screen display?
Without  us ing graphpaper?
Place your drawing in the VICTAGRAPH and you are ready to
plot  all the points, us ing the movable window mask and easy
to read scale. Plot  0 , 0  in each corner and a fully  adjustable
window to 320,200 w o r k i n g  area 13in x Bin total size 17in
x 12in approx.  NOT SUITABLE FOR ZX SPECTRUMS DRAW.

Total price £7. Cheque:PO to VICTA CERAMICS

UK ONLY U K  ONLY
V1CTA CERAMICS (CVG)

6a BOW STREET, RUGELEY, STAFFS WS15 2PT

N SIR COMPUTERS LTDX
P
U
T
E
R

Agents for torch and Acorn Compilers
BBC MICROCOMPUTERS — DIRECT FROM STOCK
Model A   E 2 9 9 . 0 0
Model A + 32k Ram + VIA   £ 3 2 9 . 0 0
Model B   E 3 9 9  00
Upgrade of your model A to model B   £ 1 0 0 . 0 0
BBC single disc drive   £ 2 4 9 . 0 0
BBC dual disc drive   0 8 9 . 0 0
(suitable disc drives also in stock)

TORCH Z80 disc pack   E 8 9 5 . 0 0
(800k, dual disc drive with CP/N compatible
Z80 second processor for the BBC model B;
interfacing included)

EPSON MX80 fit type free   E 3 7 0 . 0 0
BMC 14in. colour monitor   E 2 6 0 . 0 0
Black & Green Monitor   E 8 5 . 0 0

All current Bug Byte and Program Power Software for a
BBC micro now in stock.
All prices are inclusive of VAT.
Please add £7.50 for delivery by Interlink.

SIR COMPUTERS
38 Dan-y-Coed Road

Cyncoed, Cardiff
Tel: (0222) 759015



VIDEO GAME 1-SKIRTS
Superb 5-colour screen-printed video
game mot i f  on  quality poly,cotton
T-shirt. Imported f rom U.S.A. where
they are this year's fashion craze.
Available for first time in U.K.

..
4.
1

= I P  .1 1 1 1

SIZES
Kids: 10-12 (27"-29"), 14-16 (30"-32
-
) .
Adult: S. M. L. XL.
MOTIFSIT-SHIRT COLOUR
Pacman White, Pacmanjan, AsteroidsBlack, Missile
Command Blue (not 10-12). Space I n vad ers
/
B lack  ( n o t
10-12), Donkey Kong.White. Tempest.Black (not kids or
small), FroggerWhite.
ONLY E4.50 (Inc P&P) E4 (Inc.) Kids Sizes.
State alternative motif if possible.
Orders despatched within 3 days.
Cheque P.O. to:
NEIL HOW, 3 VICTORIA ROAD, LEAMINGTON SPA,

WAR WICKS.

CASSETTE 13 - HY P E RDRI V E
A new,  ver y addi cti ve m a c hi ne  c ode  ar cade
game.  G u i d e  y our  l aser  t a nk s  a r ound t h e
networ k o f  passages  des t r oy i ng t h e  dr one
Al i ens-  but beware.  evil  O TTO  lies in wai t!
Only E5. 95 inc. M o d e l  B (or A4-32K)

FOR M OD EL S A AN D  8
ON E: S T A R  T R EK (Bk8  Ga la xy,  Klin g o n s. Ph a se rs e t c.)  a n d
CANDY FL OSS. t h e  t remendous n e w g a m e  e ve ryo n e  i s  t a lkin g
about
,Only £6.95 Inc.
TWO: HANGMAN. KRYPTOGRAM DI CE.  BEETLE. GRAND
NATIONAL and MUSIC.
Only £3.95 Inc.
TH R EE: MUTANT INVADERS (arcade game). Can you dest roy the
Mutants b e f o r e  t h e y  d e s t r o y  y o u  w i t h  t h e i r  ra d io a ct ivit y
BREAKOUT (arcade ga rne t  Su p e rb  version ,  6  ski l l  le ve ls. 1  o r  2
players
Only 85.95 Inc.
EI GHT: M o d e l A  invade rs A  su p e rb  f u ll fea tu re  m a ch in e  co d e
ie ld e st  co lour g raph ics versupn of the  popular arcade game
On ly t 4 .9 5  I n c.

FOR M OD EL  B ONL Y (A-4-32K)
FOUR: BEEP-BEEB, Excellent version of the popular Simon'
game V e r y  m u ch  e n jo ye d  b y  ch ild re n ,  g re a t  f u n  a t  p a rt ie s!
Includes the cho ice  of the number of co lou rs and sounds
Only C3_95 For model e (or A-4-328)
FIVE: BE EBMUNC H (arcade game). Our version of the 'Pacmen
•game Tre m e n d o u S ve rsio n  co n t a in in g  m u it t -g h n sts t e m p t in g
fruit& superpoints, screams etc
Only £5.95 inc.

SPECTRUM
NEWS FROM
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SP48 S P 8 0
32K Memory extension 6 4 K  Memory extension
grying total or 4.RI
, . 1 1
,
. r a d e a b l e  
t o  
S P 8
0 )

E25 E 5 0
!loth the SP4EI and the SHE fit inside the Spectrum case, are fully compatible with all
'11)Cialr add-ons rZX Pnnter. RS232. Microdrive etc a r e  very low in power consumption
'equate no sofdering, are easy to fit and rernDve and carry our full guarantee

Transfer your ZXBI BASIC
ind r n a c n e
c o
p n r x r n
Z  
-
9
,
0
0

data onto your
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.**-PP '
P t

,Ailth the fabulous rie4  t

This superb piece of software enatires your Spectrum to LOAD prograrm from ZXBI lapn
And automatically converts them to •
S p e c t r u M e t e '  
r e a d y  
f o r  
n o r m a l  
S p e C t r u
M  
S A V E i
n g

ORDERS & ENQUIRIES%end s a e P U N  catalogue to
Ex:tont:1m froboks trilarKtio Ilcuse 14 Derwril Claw r
t , 4 % 1  H A M  I  
a r d e l i t t ,  4 1 I T  
T i
,  0 1 - 4 7
1  I J O S

Prpcei include VAT P k U s r  11CIE y o u  ' N u tt
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•  LATEST CASSETTES •

£10

CAS S E TTE  14 - S TRATO BO MBE R
Another  ne w  hi ghl y  col our ful  m a c hi ne  c ode
ar cade game.  Ca n you k e e p t he  e ne m y  fl eet
at ba y  l ong e nough  t o  des t r oy  t he  nuc l e a r
reactor o f  the  rogue  S ta r  S hi p  be fore  i t
destroys your  home pl anet? Super b Graphics.
Only E03.85 inc.  M o d e l  B (or A + 32K)

SI X: S U P E R  H AN GM AN . T h e  sp e c ia l  f e a t u re  i s  t h e  h ig h -
resolut ion an imated man. M a rve l a t  t h e  de ta il o f  h is Clothing and
witness h is impat ience! Conta ins many categories.
Only C3-95 Inc.
SEVEN : 3 D  M AZE. Ba t t le  aga inst  t h e  clo ck t o  escape  f rom the
mare. with  the  computer showing yo u r vie w  in  3•CI each  st e p  you
take'
Only £3.95 inc.
N I N E: Conta ins Model 13 invaders A  superb tu ll feature adaptation
of the  arcade 'Space Invaders' game Pla y  normal game at  choose
from the  many opt ions
Only C6-913 Inc.
TEN: Wordpro Cassette based word Processor for Epson or
Seikosha p rin t e rs Fe a tu re s rig h t  hand  iuslifi ca t ion ,  a lte r,  de le te
insert e tc e t c . Complete with manual
Only £9.95 inc.
ELEVEN: ATLANTIS. The superb last action underwater arcade
game. Th is game features a ll the usua l At lan t is/Scramble  features
-  gu ide  you r submarine Nau t ilus a long the undersea landscape to
reach your u lt imate goal -  At lant is.
Only C6_95 Inc_
TWELVE: FLAGS. This model B for A+32ICI Program uses hires
colour g raph ics to  d isp lay world  flags and te st s you r geography a t
the Same t ime
,  H a v e  
t u n  
w h i l
e  
t e a
m i n
g .

Only C3-95 Inc.
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COMPUTER KITI IEPIRM5 DIVISION

404 EDGWARE RD, LONDON W2  lE D
T E L :  0 1 - 4 0 2  6 8 2 2  R E T A I L  SALES& DEMONSTRATIONS

MICROTAN 65
kohuntatt AS d She .SO0 advanced
aseerlet @spendable micro
carpe l. rialable i t
else hamlets is be Sit
most rest effective
.

Etectienst Today
Inteinatranal held.

mammoth survey pikes
TM randy Woman 65

WINS COMPUTER CI ASS
,

STARTER
KITS

HALF PRICE OFFER
KITS LIST PRICE
£79.95 loci

OUR PRICE E39,95
ince post paid
BUILT UNITS
E49 95 Incl.

MICROTAN M I  CONTENTS
High quality. plated thru ho le  printed circu it  board. so lder resist  and silk
screened component ident ifica t ion  6 5 0 7  m icroprocessor. 1 K m o n it o r
TANBLIG. N o w  w it h  'V Bu g . 1 K R AM  f o r use r programme, St ick and
display memory. VDU alphanumeric d isp lay of 16 rows by 32 characters.
MICROTAN 6 5  system  fi le  b inde r. 1 3 6  page, bound,  u se rs ha rdware
software re t inue ' w it h  construct iona l de ta ils and Sample progammes
Logic and discrete components to  f u lly repand M1CROTAN 55
The MICROTAN 8 5  k i t  h a s w o n  widespread •o cla im  f o r  i t s  su p e rb
presentation We  pay attention t o  deta il.

DRAG O N- 32
COMPUTER
0 9 9 . 0 0
inc. I
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in stock E49.95

DELIVERY EX-STOCK POST PAID MAIL ORDERS to:
1112 Paddington Green. London W2.

NEW FROM MR MICRO
V.S.L. —  You may be familiar with some of the many
tune playing programs available for the Vic but we now
offer something which takes the Vic to new musical and
sound heights. V I C S O UND L ANGUAGE o r V.S.L.
gives full control over the sound envelope of its attack.
sustain and decay and volume. In fact. V.S.L. converts
the Vic into a sound synthesizer. Once loaded the new
fully tokenized command can be incorporated into other
programs to  make  sound effects effective and music
musical. Th e  package includes versions fo r any e x-
panded V ic ,  sa mp le  pe rfo rmances a n d  instruct ion
manual. E10.95 Inc VAT.
VIC T I N Y
.
, B A S I C  
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5
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2

code. Sub-set of BASIC supports all floating point opera-
tions. Compiler listing optional if  you have memory (8k
exp). Req. 3k-8k expander. C15_95 Inc VAT
Mr Micro  a re  pleased to  announce the following new
releases in our popular Vic Value Series_

VIC VALUE NO 2
Alphasquare. Switchback
Rayflection, Micromind —E6.95 Inc VAT

VIC VALUE NO 3
2 player chess and chess clock, Joygen
Aten Scanner, Martian Defence — E6.95 Inc VAT

Send SAE fo r our latest catalogue. Fo r 24 hour tele-
phone ordering service with Access or Visa ring 061 728
2282. O r  send c h e q u e
,
P . 0  t o  
M R  
M I C R O  
L T D .  
6 9

PART1NGTON LANE, SWINTON. MANCHESTER M27
3AL•
WE A RE  N O W A  ME MB E R O F  THE  S P E CTRUM
COMPUTER GROUP. O UR RETAIL  SHOP IS  NO W
OPEN. W E  L O O K  F O RWA RD T O  S E E I NG  Y O U
THERE.
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Masterches
the program
for the
real player!
iron
L I U  ria
the leaden
iri ZX games

—
EASILY OWE OF THE MOST POWERFUL
CHESS PROGRAMS AVAILABLE
The makers of the original ZX Chess have now
produced the most adventurous and enjoyable
chess program you can buy for your Spectrum M V O
Ten levels of play +graphic display of board 4 can change sides oi
level in midgame + set board to any position + scrolling
history of moves + copy display & history to printer at any time
+ can save game at any point + displays your moves and the
computer's + PLUS tournament-style Chess Clock on reverse!
lor 48K only
Other great ZX programs from Mikro-Gen:
Space Invaders *  Breakout *  Bomber *  Scramble *  Frog
Paxman *  Sorcerer's Castle *  Debug A l i  on cassette *en ilowy case

E3.115 Nth

ONLY
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24 Aga; Crescent Bracknell Berk s fI612 28K Tel Bracknell 103411 27311

Elect ronequip
(Authorised BBC Dealer and Service Centre)

BBC Micro Model A
BBC Micro Model B
BBC Model A Micro with 32K
BBC Model A Micro 32K Er VIA
Upgrade Model A to B
Disc Upgrade for BBC B
14" Colour Monitor for BBC
BMC 14" Colour Monitor
BMC12A 12
- 
B l a c k  
/
G r e
e n  
M o n
i t o
r

Karga 12" Black !Green Monitor
Karga 12" Black lAmbre Monitor
Cassette Recorder for BBC
Single 5 25
- D i s c  
D r i v
e  
1 0
0 K

Single 5.25" Disc Drive 200K
5.25" Discs for BBC 40/80 tracks
Epson MX8OT type 3 for BBC
Epson MX8OF T type 3 for BBC
Plinth Stowage for BBC
Cassette lead for BBC
Printer lead for BBC
Dragon 32K Micro
Sekosa GP100A Printer for Dragon
Joysticks for Dragon
Cartridges for Dragon
Atom assembled 12kram
Atom kit 12Kram
New Atom 1.8A Power Supply
5.25" Disc Drive for Atom 1100K)

Large stocks. Prices inclusive of  VAT.
All prices inclusive of postage except Micros 0. 00

All upgrades etc. are fitted free of  charge and the compuli!,
fully retested. Credit  cards not  accepted for ABC micro• •

ACORN
C MITER

BBC1
BBC2
BBC3
BBC4
BBC21
BBC27
BBC30
BBC31
BBC33
BBC34
BBC35
BBC40
BBC41
BBC42
BBC49
BBC50
BBC51
BBC70
BBC80
BBC95
DRG1
DRG50
DRG60
DRGirx
ATM2
ATM1 1
ATM26
ATM41

299 0(1
399.00
338_30
345,00
115.00
92.(Xl

287.50
258 75
90 85

113 85
1 13 85
29.90

265.00
328.90

2.20
373.75
396.75
29.90
4.60

17.25
196.50
228.75

19.95
19.55

184.00
149.50

9_66
335-50

Electronequip D O B
West •-i'eet Porichester lA27 •Jpr. HtiEtt• H e m s P016  SIE l e i  0  3 , s 5 3 5 4



ZX81ISPECTRUM
ARCADE GAMES

ZX INVASION FORCE

S i •
N i  
\ I  
a
X
8
1
)

Use your skill to fire through
the energy band to destroy
the menacing alien ship —
E3.95
SPEC INVADERS
SPEC GOBBLEMAN
These exciting high-
speed classic games

incorporate hi•resolutiongraphics and
sound to bring you the best in arcade
action at only E4.95 each (16148K)

SPEC FROG 5/SHOWDOWN
( 6/48K)
Hop across the dangerous
road avoldinq the lethal cars,
then lorries. Go back to the

wild west for a gunfight battle amongst
cacti and wagons. Features include
western music E4.95

NAMTIR RAIDERS fZX81I
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arcade game with four
separate groups of attackers_
E3.95

Gobblem an also available for M I  at E l m

UTILITIES
TOOLKIT
Nine powerful new functions for

your ZX81 (inc luding re-number
lines tgolo, gosub). program merge,

string finding and replacemeni. E5_95
SPEC BUG
A 30 in I machine code tool and disassembler
for your ZX Spectrum E815
ZX BUG
A 30 in 1 machine code tool and disassembler
for your ZX61. E595

Improve your machine
code programs with this

new 48K Spectrum
Assembler

Just released by Arlic , this new profess ional
quality  assembler is also available for 16K
%Yet and features:—
* Word-processor-like text editor. •  High-
speed, versatile Iwo-pass mnemonic
assembler with labels and detailed error
trapping. Will assemble to any address.
* Essential support fac ilit ies  such as
memory-edit, register inspectimodify  and
search for de-bugging. •  Full output to
ZX-printer. •  Memory-status
report and comprehensive
user-manual. ONLY

f 9  95

THE ULTIMATE ADVENTURE FOR THE
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SPECTRUMPX81 for only E9.95
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Your eccentric father has
left you E10,000 in his will.
In order to claim your
windfall you must solve twelve clues and gain access to a bank
account in which the money has actually been deposited. Be the
first to crack the puzzle and the prize is yours! Plus you will win
two tickets to the city of the secret KRAKITT" vault location. The
prize money is increased weekly. A telephone number will be
supplied so you have the opportunity to find out just how much
you could win.

DON'T MISS YOUR CHANCE TO WIN A FORTUNE
1

% L E S  AV AILABLE
FROM ARTIC

ALWAYS AHEAD WITH ZX81/SPECTRUM SOFTWARE

RTIC 1
ARTIC COMPUTING LTD.

Cheques & P.O made payabie to: Artic Computing Limited Dealer enquiries welcome
Please state whether your orde rs tOr Zxa I or Spectrum Send S A E Sin x  a im for catalogue V O N A

p,oVENTlit
i

GAIVIES k
3 / 4 INCA CURSE

tAktvenl uto S i
In a jungle clearing
you come across an
ancient Inca temple.
Your miss ion to
enter, collect the
treasure and escape
alive But beware'

Includes a cassette save routine E6.00
SHIP OF DOOMIA,Nonture C)
You are unavoidably drawn to an alien cruiser
Can you reach the control room and free
yourself? Or will they get you fi rst? Includes
a cassette save routine. MOO
ESPIONAGE ISLAND' Adventure 01
While on a reconnaisance miss ion your plane
loses control and you are forced to land
Can you survive and escape with the is land's
hidden secret? MOO
PLANET OF DEATH (Adventure A) 16/48K
You fi nd yourself stranded on an inhabited
alien planet. Can you reach your ship and
escape? MOO

R E D U C E D  C)

ose
i A
E
L
E
4

) U S
I I Z
t
(  
4
8
K  
k
a

S p E C T  Rtj
a
,  7 ; r

wiaklaVe I

E 2
9 -
9
5

Supplied on cosset te
with editor cassette,

user manuals  and keyboard overlay ZX Forth
combines  the s implic ity  of basic with the
Speed of machine code

A
GREAT
CHESS
GAME FOR
YOUR ZXal
OR SPECTRUM

ZX FORTH

*SPECTRUM
CHESS 461(

ZX CHESSI
Very popular machine code program, with six
levels of play and an analys is  Option Av ailable
lorZX81 E13.50
ZX CHESS II
A new improved version. with a faster response
time, seven levels of play, analys is  option and on
addit ion a recommended move option. E9_95
Z X  .
1 K  
C
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SPECTRUMA AVOICE CHESS
This incredible  on,grani ta lks yo,
through yur r  game

II te l ls  you its  move r e c om m e nds  a move, and
conta ins  a range of lace l,ous  c om m e nts  The  ge m
,is based on the  highly  successuoi l) (  Chess it anc

o f  l e te rt  ru ! t i e  C h r i s
,
, a c  
•  , ,
!  
E S '  
9 5

vvInryvvvvvvIrryvvvvvvvvvvvvvvvvvy
SPECTRUM CHESS now only E945ow O n  a n

To: Arttc Computing Lid , 396 James Rtick itt AVIPOUP
Hull. N Humberside. HU8 CLIA

Please supply.

Cheque / ix  tota l a m ount enclosed

Name

Address

I =  1 = 1  M E P  I M m m i
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BBC
MICRO
INSTANT
MACHINE
CODE!
Yes, i t s  true. ins tant mac hine code fr om a good
subset of BBC BASIC. Type your  BASIC program
into y o u r  m o d e l  B  B B C  M ic r o ,  t r i g g e r  t h e
compiler , and  y our  pr ogr am is  changed a lmos t
ins tantaneous ly  into superfas t mac hine code.
For 0 4 . 9 5  y o u  g e t :  Cas s ette v er s ion  o f  t h e
complete c ompiler  (along w it h  a vers ion o f  the
c ompiler  for  use w ith  discs, ready  for  when y ou
upgrade, the disc  v ers ion being dubbed on  the
cassette a f te r  t h e  cassette v ers ion) ;  c omp le t e
c ompiler  lis t ing;  ex tens iv e doc umentat ion a n d
instructions. The c ompiler  was wr itten by Jeremy
Ruston

THE BBC MICRO
REVEALED
By Jeremy Ruston

. .dest ined t o become the bible of  all BBC mic roc omput er
Jsers.. .• I Personal Comput ing Today). If you've mastered the
manual,  then this  book is  for you J us t  1'7 95

LET YOUR BBC MICRO TEACH YOU TO
PROGRAM
By Tim Hartnell

takes you further into the c loudy areas of the BBC machine
than any thing else I 've yet  seen.  ( C o m p u t e r  and Video
Games). If you're just start ing out  in the world of  programm-
ing, t hen  t h is  book  i s  t he  o n e  f o r  y ou.  For t y  c omplet e
programs,  inc luding Othello/Revers i,  Piano and a  hos t  o f
dramat ic  graphic  demos.  Just  E6,45

Interface, Dept  CVG
44-46 Earls Court Road, London W8 6EJ
Please send mdc

( )  I NSTANT BBC MACHI NE CODE-tape and book - E U 95

( I  THE BBC MICRO REVEALED-Ruston-E7 95

(I  LET YOUR BBC MI CRO TEACH YOU TO  PROGRAM -
Hartnel l -E6 45

I enclose E

Name

Address

114 COMPUTER & VIDEO GAMES

A retailer for Sinclair accessories in the
Yorkshire/ Lancashire/Humberside area.
We are situated close to the M1 Er M62
motorways and offering easy parking.

As well as a complete range of hard and
software, our service department can
repair, modify  or fi t a wide range of

accessories.

For further details of  these and many other
services phone:

PHILIP COPLEY
on

0924 272 545
Manufacturers of accessories looking for a

retailer in our area are invited to contact us.
SPECTRUM SOFTWARE/HARDWARE

AVAILABLE NOW

Hours of business:
MONDAY to SATURDAY, lOsm to 8pm

ADVERTISEMENT INDEX
Acornsoft   9 6
Adaptors and Eliminators   8 3
Akhler Instruments   1 0 8
Aigray   4 8
Wan   9 0
Arlie Computing   1 1 3
Atari   2 4
Automata   3 6 / 1 0 5
BBC Publications   4 8
Calisto Computers   4 4
Channel 1 Software   8 0
Chromasonic Electronics   6
Commodore   7 0 / 7 1
Competence   2 6
Computer Games Ltd   9 4 1 9 5
Computers For All   5
Comserve   1 0 4 / 1 0 5
P. Copley Hi-Fi   1 1 4
Creative Software   9 0
Database Software   1 1 0
Digital Fantasia   9 6
East London Robotics   1 1 1
Electronequip   1 1 2
Ellec Services   6 6
Foilkade Ltd   7 4
Games Centre   1 0 5

K Greye Software   1 0 9
Henry's Radio   1 1 2
How Leisure   1 1 1
IJK Software   1 1 1
Interceptor Micros   4 3
Interface   1 1 4
imagine   1 1 5
Kansas City Systems   6 4
Kayde Electronic Systems   1 0 3

Landau Electronics   6 4
Unsdown Computers   8 3
Leisuronics   8 0
Liamasoft Software   4 0
M C Lottilorien   6 6
Maplin   7 6 / 7 7
Micromania   7 4
Micronet .  . . . . . . . . .  106/107
Microspot   9 2
Mikro-gen   1 1 2
Mr Micro   1 1 2
New Generation Software   8 5
Oric Products   8 6 / 8 7
M Orwin   2 6
Pancom   9 2
Personal Computer Palace   1 0 9
Pixel   4 0
Plymouth Computers   8 5
Ouicksilva   6 1
Romik Software   0 1 3 C
Shiva Publishing   8
Silica Shop   6 1
Sinclair Research   5 4 1 5 5
SIR Computers . . . . . . .  1 1 0
Soft Deal     3 4
Soft Toys     2 6
Software For All   2 0
Spectrum   1 2 / 1 3 / 1 4 1 1 5
Thorn EMI   2 2 1 2 3
Titan Programs   8 5
Twickenham Computer Centre 1 0 4
Victa Ceramics   1 1 0
Video Games Club   2
Vision Store   1 0 2
Yorkshire Microcomputers 1 0 4



IMAGINE
a company brought into being
by top professional
programmers, graphic
designers and software
marketing specialists.
A company dedicated to the
highest quality software and
customer service in the world.

ARCADIA
me name of the game
especially created to be the
fastest, meanest, most
addictive shoot 'em up game
you've ever desired. Wove
after wove of the most
loathsome and deadly aliens
billow hypnotically towards
your space fighter with deadly
intent. But then you hove dual
Plasma Disruptors and an Ion
Thrust Drive haven't you

ZXSPECTRUM
(16K or 48K)
100% machine code with 12
different alien types, incredible
animation and explosive
effects, sound arid the fastest,
smoothest hi-res graphics everl

VIC-20
(any memory size)
100°/0 machine code with eight
different alien types, smooth hi-
res multicolour graphics and
animation, narrow ployfield
and sensational sound effects.
Keyboard or joystick.
Game design and software by
D. H. Lawson.

ARCADIA
For any ZXSPECTRUM or
VIC-20 Just

which includes first class
postage and packing, VAT.,
and on UNCONDITIONAL
LIFETIME GUARANTEE.

When you buyARCADIA
you buy it for life. If on Imagine
software product EVER fails to
load first time simply return it to
Imagine for an instant free
replacement.

ALL ORDERS DISPATCHED BY
FIRST CLASS POST WITHIN
24 HOURS OF RECEIPT.

Imagine Software
Masons Buildings, Exchange Street East,

Liverpool, Merseyside L2 3PN.
SUPERFAST CREDIT CARD SALES UNE :
051236 6849 (24hrs)t VISA

Why not put o first class stomp on your order and you will
receive ARCADIA within 3 days of posting Please allow for
Xmas postl

Post coupon now to:
Imagine Software
Masons Buildings, Exchange Street East,
Liverpool, Merseyside L2 3PN.
Please r
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Any ZX Spectrum [ ]
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•Pleose debit my Borclaycord/Access
I enclose Cheque/P.O. for
*Delete as applicable
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P i t   2 4  Church Street, Slough, SI-1 IPT. Telephone: Slough (STD0753) 71535

BRITAIN's LEADING GAMES SOFTWARE HOUSE ARE
PROUD TO ANNOUNCE OUR NEW RANGE OF EXCITING
GAMES & OTHER SOFTWARE FOR THE V I C Q  SPECTRUM

S F '  N  & AT V  , N
ALL ACTION GAMES CARRY A FREE ENTRY TO NATIONWIDE COMPETITIONS WITH FANTASTIC PRIZES

SEA INVASION
FOR THE UNEXPANDED VIC 20

Fight off the attacking sea creatures for
as long as you can. Shoot the whale for
a su rp rise  score . Wa t ch  ou t  fo r the
crabs, starfish, & octopi

W W I  RAIDER
FOR UNEXPANOED VIC 20

Skim as  close as  you dare to the surface of the
Planet. devastating the Martian cities. destroying
ammunition dumps (gaining more time). shooting
down the ground t o  a ir miss iles  and t i F  O s
dodging or blasting the meteorites

alo

110111111mas
A REAL ACTION SHOT OF THE GAME'

M r  TWISTERS
FOR UNEXPANDED VIC 20

FOUR GAMES TO STRETCH YOUR BRAIN
Blackjack, Dec ipher, Four Thought  and Teaser
are our computerised vers ions  of very popular
home games  and wil l tes t  y our mental agility
and sk ill for many a long hour.

ROBOT P A NI C  A  FA NTA S TIC
HIGH SPEED GAME ON CARTRIDGE
THE P RI CE  I S  Y E T  T O  B E  A N -
NOUNCED, B U T  A R O U N D
£16
. SUPER NINE

NINE 1K GAMES
1 C A N Y O N  2 A S T E R O I D S
3 AS TRO BLAS TE R 4. . DEFENDER
5 S Q U A S H  6 S C R A M B L E
7 S K E T C H  8 C O S M I C  RAIDER
9 F O U R  THOUGHT.

SFORK ATTACK
FOR UNEXPANDED VIC 20

You are in shark infested waters after being thrown
overboard from a pirate ship Your only protection
tieing an atomic net  which you trail behind you,
trying to cover all the visible ocean and ensnare the
sharks at  the same t ime Beware of  stopping or
covering your tracks for too long. if you do. then the
sharks will escape and come after you Watch out
for the ever increasing deadly octopi (sometimes
the sharks will eat part or all of one!).

MOONS OF JUPITER
FOR EXPANDED VIC 20, 3K. 8K OR 16K

.
0 
•

You a re  the commander o f  a  fleet o f
destroyers. ,  L o o k in g  o n  f ro m th e
safety of mother ship, you send in one
destroyer at a  t ime to blast a passage
through t h e  moons o f  Jupiter. Y o u r
destroyers have to dodge. and blast the

Watch o u t  f o r  t h e
'Gologs', t h e y can  sma sh  yo u r des-
troyers, but you cannot harm them

rt

4-••

"A REAL ACTION SHOT OF THE GAME
-
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LDLLK
FOR THE UNEXPANDED VIC 20

The Vic Multisound Synthesiser is very
flexible and can be played in more ways
than ca n  eve r b e  explained here, to
create music and special effects. Fo r
example, create  any tune, up. to 255
notes (a f te r fo llowing appropriate in -
structions), then p ress " F t "  o r "F3" ,
then ke y  -
9 "  
a n d  
e n i
o y  
t h
e  
a d
d e
d

effect. No w hit " ,  listen to the differ-
ence, Fo r a  surprise — hit "—" .  No w
add a melody over the top— hit key -
8 "then " 7
-  —  
n o
w  
p l
a
y  
a  
m
e
l
o
d
y
,  
o
r

experiment. Have fun!

SPACE ATTACK
FOR THE UNE xPANCED VIC 20

Space attack is a game of skill, you, as
the pilot o f  an intergalactic battleship,
have to  fight your wa y through wave
after wave of various ahen space ships

Our games are aveillible trom all good home computt
shops. including, al l  Lasky.  br anch's.  Micro C.  insic
Currys at: Birmingham (233 1105). Leeds (446601). Lulls
(425079), Nottingham (412455). Southampton (29676), IF
side Bridgers at Br istol  (650501), New Malden (10414
2091), a nd at: Leicester  (546224). London (387 2275
Manchester (834 0144), Micro-C, Chromasonic
Mos, 48 Junction Road. Archway, London N19 5410 (0'
263 9493283 9495, Telex 22568), Mapiin Electronic Sig
plies Ltd.  P.O.  Box  3 ,  Rayleigh. Essex (0702 55291
564155), Gemini Electronics, 50 Newton Street. Ott Pico,
dilly, 'Manchester M1  2 E A (061-238 3083).  Garner. 2
Gloucester Road. Brighton (696424), Vic Centre, 154 ifir
toria Road, Acton, London W3 (01-992 9904). Mirtyclea
137 The  Strand, London WC2 (01-240 2321), Metycler
177 London Road, Croydon (01-686 8826), Metyclean.
Victoria Street,  London 5 W 1  (01 -828  2511).  Dixon
Oueensmere. Slough 232111 Channel One, 174 High Sire,
Homchurch. Essex (756131 5  Golden Cross Parade. Rocr
lord, E13.58x (540455) Twill Star Computer. 17 Regina Roe
Southall b e t a  Assene, 44 Shrotor, Street, London NW1
Graham & Son, 51 Godin Road, Omagh, N Ireland R a
Electronics, 88  Fleet Road. Fleet. Hants (5858) Ecclessi
Electronics, Legge Lane, Birmingham T h e  Computer Ce
Ire, 14 Hemmeis. Landon Essex (0268 418155). MicrOsp
15 Moortields. Liverpooi H  Seedie,  47  Woodlands Roe
,Ansdell, Lytham St Armes C a m br i dge  Computer Cent.e
Emmanuel Street. Cambridge K a r l i nda  & Co. Elliott Roa
Sisti
s
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le Street. Lincoln M i l e q u i p .  7 a  Hare Lane Giouc t-, '
(411010) Isianh West Business Machines. Curate S t
,
-
Great Harwood. Lanai I n s t e p  Footwear. 23 King
Great Yarmouth J  A D 2 1  Market Avenue Plyr n
(669462) A  C Sys tems . Exeter M ic r o t r a d in g ,  Berri
ham S u p e r s o f t .  Harrow A m m o  Computers. Hon.
-Surrey (346083) W y l l i e  Computers. Har r ow
1060) C a v e n d i s h  Data Systems. South Norwood 16:
8941) S o f t w a r e  Master. 30 Lincoln Road. a r m
Tomorrows World,  Dub lin  A i g r a y  Sof tware
(83199) C o m p u t e r  & Business Systems Nelson Lan(
(02826011911 D y a d  Developments, Oxon 106446 729)
Letsureonics Blackpool Computer Stores (0253 27091)
Carlow Radio Ltd. Bedford (60447) B y t e  Shop
land Glasgow (221 7409) Nottingham (40576)
(236 4737) F r e t  Byte Computers Ma i n Centre. Gart
(365280) S a r i m o n s  Magee Computers Ltd, U M W * *
(891 4 4 7 7 )  C a p i t a l  Computer  Systems. Wor d 0 5
3026; A  0  M Business Systems, L V,E Building. Le t t
ter (548923).  J u l e a  Ltd. Bridge Near Canterbury. Ke
(0227 830083) T w i c k e n h a m  Computer Centre (0145
78981 K e n t  Microcomputers. Maidstone (0822 52784)

S Simnett Computers Ltd The  Computer Shop. Kelpie
(01-5463793) C h r i s  Denning Ltd. Poole (0202 761859)
Yorkshire Micr o Computers. Scarborough. Yanks 107:
781361

Or

ONE RILL TIME, FULLY EXPERIENCED MACHINE CODE PROGRAMMER WANTED URGENTLY


