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sSchool
phone-in

Computers are once more
making news in the field of
education. Two rival computer
networks are to be set up which
will make it possible for all
Britain's secondary schools 1o
be linked via the telephone.

The Prestel Information
Service will be launched on Ist
January 1985, Richard Hope of"
Prestel said: “It has been
developed over the whole of this
year and will be extremely
important 1o schools in three
particular areas!’

The first is its link with
ECCTIS, the Open Univeérsity's
databank. This contains
information about courses
available at all Britain's
universities, polyvtechnics,
colleges and institutes of further
education.

It will also enable schools 10
download educational telesoft-
ware so that curriculum infor-
mation can be exchanged

Continwed on page 4

Rent a game

Next time you pop in to your
local video shop, why not take
home a computer game for the
evening? It should cost you
about 50p and you'll be able to
choose from a range of arcade
games for the Spectrum and
Commodore.

Wildest Dreams, the
company behind the operation,
was set up to rent out specially
written games through video
outlets. Together with PSS, it
is making available an initial
range of seven titles, and aims
1o have reached 4,000 video
outlets in the next few months.

George Armstrong, product
manager, explained how the

. company came to be formed.

*Chris Kilburn, my partner,
realised that there was a gap in
the software market for rental
through video shops. He has
social connections with one of
the directors of PSS, and since
we didn't want to be renting out
other peaple’s tapes, we set up a
deal with PSS 1o release games
exclusively for rental)’

And Wildest Dreams doesn™t
present a threat to the industry,

Continued on page 4



Orders to:

Melbourne House Publishers
39 Milton Trading Estate
Abingdon, Oxon 0X14 4TD

Correspandence to:
Church Yard

Tring

Hertfordshire HP23 5LU

All Melbourne House cassette software
is unconditionally guaranteed
against malfunction.

Trade enquiries welcome.

[C] Please send me your free catalogue.
Please send me:

SPECTRUM SOFTWARE
) SirLancelot IGK& 48K . ..........oo0ons
] Spectrum Sherlock 48K ... ...

[ Spectrum Hampstead 48K . .
[ Spectrum Sports Hero 48K .. .............
[ Spectrum Mugsy 48K .. ..
[ Spectrum Penetrator 43K . .
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] HURG. 48K . :
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[ Melbourne Draw 48K ... ........ Vi
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COMMODORE 64 SOFTWARE
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7 Commodore 64 Sherlock .. ...

[ Commodore 64 Hampstead .. .. ..

] Commodore 64 The Hobbit ..............
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[0 Commodore 64 Hungry Horace . ........
0 Commodore 64 Horace Goes Skiing
[ Commodore 64 FORTH .........
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[ BBC The Hobbit, ModelB ...............
[ BBC/Electron Classic Adventure . ...
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include graphics
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At last, a game all Spectrum owners can
enjoy — 24 exciting screens that will prove
challenging, infuriating and, even worse,
madly addictive!

Sir Lancelot must storm the castle,
undaunted by such dangers as birds,
bouncing balls, dogs, stars (and even
cooking pots with legs??!!),

Your task is to collect the various precious
objects scattered throughout the castle — a
task that sounds easier than it is.

"LANCE o7

Great animation and high resolution make
this the game to beat.

* Arcade/strategy
24 screens

Up to 7 aliens per screen
Moving stairways
Suitable for all ages
100% machine code
For any Spectrum
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From front page

according to Mr Armstrong.
“There’s room for expensive,
full-priced games and budget
ones. We will be in direct
competition with the budget-
priced ranges’’

One problem which immedi-
ately springs to mind is software
piracy. But Mr Armstrong
believes that computer games
rental could help solve the
problem of software theft.

“We're legitimising the
whole rental thing)’ he said.
“We're doing something to try
to control piracy and we're
catering for people who just
want an evening's entertain-
ment., In fact, commercial
piracy will be impossible since
the games won’t ever be sold, so
if we see pirated versions for
sale it will be obvious they've
been illegally copied!’

Mr Armstrong claims that the
reaction to his scheme has been
“tremendous’! And his launch
range is only the beginning:
““This is definitely an on-going
situation)” he said. ‘‘We're
looking around for more titles
and we will be expanding our
range.' The campaign will be
!Jacked by nationwide advertis-
ing.

Martin Alper,
director of Mastertronic,
market leaders in low-cost
tapes, commented: *‘It’s a load
of nonsense. They are intending
to rent these tapes at 50p a
night, yet it will take people
time to get used to the game. |
think at 50p to rent the
company will lose money
because it will cost them money
to process the rental!’

He also pointed out that most
people want to attain a certain
level of skill on their games,
which usually takes some time.
“In the end I think it will cost
more than buying]’ he said.

managing

Wildest Dreams, PO Box 84,
Coventry

From front page

between schools through the
telephone from one computer
to another.

Pupils using this sort of
service will gain valuable
experience in the use of new
technology which will be
important to them long after
they leave the classroom
environment. The service will
almost certainly become well
established in schools. The
breadth of information it can
contain is enormous.’

_The rival to Prestel's service

is called’ Times Network and is | 8

also due to be launched very
500N.

Times Network offers a
similar service and Steve Bacon,
education adviser, said: ‘““Now
pupils will learn to use the
technology they’ll meet as soon
as they leave school for the high
street of business!’

So far 4,000 schools have
agreed to join the scheme and it
is hoped that the new networks
will also attract teachers who
have had no experience working
with computers.

Chris Knowles, of Prestel
said: ““It's like one window
in a department store. The
education facilities will draw
the schools in"!

Prestel, Prestel Headguarters,
Telephone Hse, Temple Ave,
London EC4Y OHL

Times Network, The Times, 200
Gray's Inn Rd, London WCIX
8EZ

Computer
dateline

THE Computer Advisory Service
is a new organization which
operates a Dateline type of set-up
with the aim of matching you with
the perfect computer.
Atacostof£6, youranswerstoa
questionnaire will be fed into a
computer (what else?) and the
computer chooses your soul mate
for you.
Computer Advisory Service, 16
Birkdale Dr, Leeds LS17 78Z

forests, cities and volcanic moun-
tains. There are more than 3,000
scenes, each with colourful 3-D
graphics, as well as 360 degree
scrolling so that you can look all
around you.

The challenge of Aztec is to
interpret a strange, disturbing
dream. You must restore the lost
sun to your world.

Includedin the purchase price of
£7.95 is a full-colour poster with a
spell-breaker, instruction booklet
and keyboard overlay. Available
on the Spectrum, Aztec is
Microdrive-compatible.

Two further releases from Hill
MacGibbon are King Arthur's

It's time for
bed . .. said
Zebedee

ALTHOUGH rumours have
been abounding for a number of
weeks, CRL has only now
officially released The Magic
Roundabout for the Spectrum.

Based on the original TV
program, written by Serge
Danon, the game revolves
around Dougal’s attempts to
build a sugar house, He is not
helped by his fellow characters,
who persist in eating the sugar
cubes to get energy,

CRL is promoting this game as
a non-violent arcade game —
“nobody gets killed” and the
game is now available at £6.95.
Commodore version will follow
shortly.
CRL, CRL Hse, 9 Kings Yd,
Carpenter’s Rd, London
E152HD

Import games at lower prices

SYSTEM 3 has acquired the rights to software produced by Califor- Studland St, London W6 9JT

nian company Tronix. Three games, Motocross, Juice and Suicide

Strike, will be released for the Commodore 64 at £7.95. Normal

import price is £24.95.

According to System 3, most
American software is released
over here in the £9.95 price brac-
ket, so this company is breaking
new ground. Mark Cale, managing
director of System 3, negotiated
the deal with Derek McLeash of
Tronix and has plans to release the
range of MSX, Amstrad and
spectrum.

Motocross is self-explanatory;
Juice is a Flip and Flop-type game
in which you control Eddison the
kinetic android, while in Suicide
Strike you must destroy enemy
radar bases before they destroy
you, in a Buck Rogers-type

e.
ystem 3, Southbank Hse, Black
Prince Rd, London SE1

Money changes hands between Derek
mcLeash of Tronix and Mark Cale of
ystem 3
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Quest and Gun Dogs. The for-
mer's an adventure, while Gun
Dogs is an arcade game. King
Arthur’s Quest features 3,200-
plus scenes and your quest is to
free the realm of an icy mist issue
by anice-dragon. All the usual fea-
tures — spells, unicorns, dragons
— are included.

In Gun Dogs you must shoot
down flying game and guide your
retriever across the landscape to
fetch the bird. Mind out, though —
there are numerous obstacles and
dangers to avoid.

Hill MacGibbon, 92 Fleet Si,
London EC4 1YD

CBM 64
BASIC

BREDEN'S BASIC, for the
Commodore 64 costs £39.95
and, according to Visions, the
manufacturers, incorporates
high resolution colour
graphics, structured
programming techniques,
multi-colour graphics, user
defined character graphies,
music and sound synthesis and
toolkit facilities.

With 135 commands, Visions
is claiming that Breden’s
BASIC is the most
comprehensive BASIC
available for the Commodore.
Available on disc and tape,
Breden’s BASIC runs on less
than 8K, leaving you plenty of
room for program
development.

The program is accompanies
by a manual as well as a user
registration document which
enables you to update your
software as and when Visions
brings out new releases.
Visions, 1 Felgate Mews,




expand your

Do youwant to

Home computing isn't all fun and games.
The Mirrorsoft Home Discovery series of
software programs can help broaden your
knowledge and experience or even assist you

to lose weight.

KNOW YOUR OWN PSI-Q

How strong are your Psi powers? This intriguing and
comprehensive package, by Prof Hans Eysenck and Carl
Sargent is based on their book published by Michael
Joseph. It checks for and helps develop latent Psi ability in
individuals or groups of individuals — notably clairvoyance,
recognition of hidden objects or symbols, and precognition,
foretelling future events.

On cassette for the CBM64, Spectrum 48K, BBCB,
Electron. £995

KNOW YOUR OWN PERSONALITY

A fascinating way to get through to the ‘real’ you.
Devised by Prof Hans Eysenck and Dr. Glenn Wilson from
their Pelican book of the same name. You'll get a clearer
insight into yourself, and others too.

On cassette for the Spectrum 48K, BECB,
Electron. £9.95.

STAR SEEKER

Published in association with the London Planet-
arium. This pair of programs, written by Dr. Paul Phillips
FRAS, brings the magic of the heavens into your home.

Star Seeker accurately plots the most prominent
stars from any position on Earth; at any time in this or the
next century. You can obtain information on individual
stars, and draw constellations. Solar System plots Planets
and Halley's Comet, with us next year!

On cassette for the BBC B (Spectrum 48K and
CBMB4 versions coming soon). £9.95

MASTERMIND

Adapted from the well known BBC TV quiz game,
this program lets you take the chair for general
knowledge and special subject questions. It comes with
two sets of each. Up to four players. Further low-cost
packs of questions comir%soon.

On cassette for the Spectrum 48K, BBC B,
Electron. £995

THE JOFFE PLAN

A’no-diet’ personal weight control program. Prof
Joffe's Plan awards credits or penalties based on
progress to a target weight agreed between the user and
the computer. Food is the best reward for an over-eater.
So credits earmed allow you to indulge a favourite dish.
Penalties mean less food, more exercise.

On cassette for the CBM64, Spectrum 48K, BBCB,
Electron. £995

Also available: Mastermind QUIZMASTER - Set
your own questions to run on the Mastermind program.
On cassette for the Spectrum 48K, BBC B, Electron. £595

== === =
SOFTWARE FORALL THE FAMILY

Available from Boots, W, H. Smith, Spectrum and all
good software stockists. Write for free catalogue to:
Mirrorsoft, Holbom Circus, London, EC1P 1DQ.



Python saga

TERRY Jones, star of Monty Python, signed copies of his t

adventure game The Saga of Erik the V[Inng at W.H. Smith

recently.

Based an his book of the same
name, the adventure is produced
by Mosaic Publishing.

“It's a real extension of the
book, not a retelling of the story”,
said Terry Jones. “‘Playing the
game, even [ don’t know what’s
going to happen next”

Amstrad version of the game
will be available next month, while
the Spectrum, BBC and Com-
modore versions are currently
retailing at £9.95. Included in the
prlcc is a 20-page booklet, contain-

extracts from the book.
asa:d Publishing, 187 Upper
St, Islington, London N1 IR

Terry Jones eating his new software

Texas special

FOUR games for the TI-99/4A
have been released in time for
Christmas. They are: Santa and
the Goblins, Quasimodo —
both £7.95 — Snout of Spout
and Shuttle Attack, both £5.95.
If you send 50p to Intrigue,
you will receive a catalogue
which shows sereen shots so
that you can see the game
before you buy it.
Intrigue, Cranbrook Rd,
Tenterden, Kent TN30 6UJ

Duo games
bonus

ANIROG is branching out into
duotapes — software which can be
played on both the Commodore 64
and VIC-20. Kong, Flight Path
747 are old favourites now avail-
able for both machines, and new
releases include Las Vegas, Tom
Thumb and Minipedes.

Part of the reason for this
innovation is so that users can
upgrade from a VIC-20to a 64 and
still use the same software.
Anirog, 29 West Hill, Dartford,
Kent DAl 2EL

Bring back
the sun

AZTEC — Hunt for the Sun God
is the title of a new adventure game
released by Hill MacGibbon. Pro-
moted as one of its range of
*Games to stretch the mind,” the
company claims thatit’s a game of
imagination and logic suitable for
all the family.

You can wander at will through

a South American landscape of

Santa’s spree

[T MAY seem early days, but Icon hasreleased Merry Xmas Santa —
“‘an extravanganza of arcade action and fun”. according to Icon.

Santa’s task is to deliver pre-
sents to all good children.
However, he has hazards to
encounter, such as marauding
snowmen, flying snowballs and
dropping icicles. But Santa has
some treats in store: he can eat as
much cake, plum pudding and
sherry as he can on his travels.

Merry Xmas Santa costs £5.95
on Spectrum and £7.95 on BBC/
Electron.

Ultron and Wongo are two
arcade games also released by
Icon at the same time. Both cost
£7.95 on the BBC/Electron.
Icon, 65 High St, Gosforth, Tyne
andWear NE3 444

Steve Davis
stars on your
screen

SNOOKER superstar Steve
Davis has signed a contract with
CDS to produce a new snooker
game. Steve Davis Snooker, for
the Spectrum, is Microspeech-
compatible and follows on the
heels of Pool. CDS states that it
spent a considerable amount of
money on researching and
developing the game, and Mike
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Lamb, author of Pool, wrote the
program.

Features include reset previous
facility, accurately definable spin,
infinitely variable speeds and
highest break table. Commodore,
BBC and MSX versions are
scheduled for release soon, and the
Commodore version will also be
Microspeech-compatible.

Tomake the launch CDS will be
running a snooker competition,
while Steve Davis will be making
three personal appearances at
chain stores to promote his
games.

CDS, Silver hse, Silver St
Doncaster DN1 1HL

MEﬁk&eVikim

organise, operate and maintain a
cassette driven micro™,
according to Rexel.

Rexel, Gatehouse Rd,
Aylesbury, Bucks HP19 3DT

Briefly

audiogenic is moving into business
software with its Professional
Series for the Commodore 64.
There are three new releases:
Micro Magpie Database, Micro
Swift Spreadsheet and Micro
Wordcraft Word Processor. At
£39.95, £19.95 and £24.95,
Audiogenic is stating that these
programs are “a price break-
through in business software,
making it possible, for the first
time, for home users to enjoy the
benefits and convenience of the
computerised office.”
Audiogenic, 39 Suttons Indus-
trial Park, London Rd, Reading,
Berks RG6 1AZ

Stocking filler

HERE'’S an idea for stocking-
fillers — if Father Christmas can
afford £11.50, that is: the Rexel
home computer starter kit. What
you get is a cassette
demagnetiser and cleaner,
cassette cleaning solution,
programmer’s pad and pencil,
and template.

Packed in a PVC wallet with
full instructions, the kit *‘contains
all the basic essentials needed to

THE Scottish Home Computer
and Electronics Show will be held
at the Anderston Exhibiton
Centre in Glasgow from Friday
November 9 to Sunday November
11. It’s the second year the exhibi-
tion has been held, and Acorn will
bedisplayingits Plus 3 software. A
computer swop shop will be held,
and entrance costs £1 for adults
and 50p for children.

Scottish Home Computer and
Electronics Show, Anderston
Exhibition Centre, Glasgow G2
7PH




You’'ll never dream a program
could be this good!!!

Join Wally in his nightmare

Sensational Software from

MIKBUSGEN

44 The Broadway, Bracknell. Tel: (0344) 427317
Available for Commodore 84 and Spectrum 48K
AVAILABLE FOR SPECTRUM 48K at £6.95

AND CBM 64 at £7.95
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“KNIGHTLORE”, “UNDERWURLDE", “SABRE WULF”, and “STAFF OF KARNATH" recommended retail
price £9.95 inc VAT. Available from W.H.SMITH, BOOTS, J.MENZIES, WOOLWORTHS and all good
software retail outlets. Also available from ULTIMATE PLAY THE GAME, The Green,
Ashby-de-la-Zouch, Leicestershire LE6 5JU (P&P are included) Tel: 0530 411485




Track down
that money

LAUNCHED at a champagne
breakfast on October 31,
Eureka! is an adventure game
with the incentive of a £25,000
prize at the end of it. Released
by Domark, the game involves
five adventures and the
ultimate aim is to discover the
mystery telephone number —
dial this number and you will
all the money.

Domark is a new company
formed by Dominic Wheatley
and Mark Strachan, and has its
background in advertising. An
extensive national promotional
campaign will no doubt stir up
public interest. The company
claims that Eureka! will occupy
well over 300K of memory,
making it the largest computer
game ever sold in this country.

At the launch a French
version was being displayed
and the game will also be
marketed in the USA, Canada
and Europe. Available on the
Spectrum and Commodore,
Eureka! costs £14.95 on tape
and £16.45 on disc.

Domark, 228 Munster Rd,
London SW6

Eureka It's pots of money

You could be Y
On OUF Pages; wraniitinklletis

We welcome pro%rarlntsﬁ a:tlcles and '::lps F:om ;
our readers. If you feel that your work meets our
standards, please submit it to us for V t t ¥
consideration for publication. a er lsemel‘l Sr)
e Programs must always be sent on cassette. B :

Listings are helpful, but not necessary. t ‘X? lles.
Check carefully that they are bug-free. Ll‘ 11(’" 1 O
include details of what your program does,

how it works, variables you have used and Every week millions of advertisements
hints on conversion. appear in print,on posters or in the cinema.
e Articles on using home computers should Most of them comply with the rules i3
be no longer than 2,000 words. Don't worry contained in the British Code of Advertising
about your \;wrlt'l:rw i'?-t";'tf = lustt t“r'!r fotkegg Prctice
to the style in HCW. Articles most likely to R AR ST i
published will help our readers make better But some of fhl(‘!'l‘i break the rules and
use of their micros by giving useful ideas, warrant your complaints.
possibly with programming examples. We will If you're not sure about which ones they
convert any sketched lllustrations into are, however, drop us a line and we'll send you

finished artwork.

e Tips are short articles, and brief
programming routines. Your hints can aid

an abridged copy of the Advertising Code.

Then. if an advertisement bothers
other computer users. vou, you'll be justified in bothering us.
The Advertising Standards Authority.
All submissions will be acknowledged and the 3 : S hars etk
copyright in such works which will pass to If an advertisement is wrong, were here to p ‘ righ :
Argus Specialist Publications Ltd will be paid ASA Ltd, Dept 2 Brook House, Torrington Place, London WCIE 7THN
for at competitive rates.
Keep a copy of your work and include an SAE. This space is donated in the interests of high standards of advertising.

Label everything clearly and give a daytime
and home phone number if you can.
All work for consideration should be sent to:

Paul Liptrot, Home Computing Weekly,
No.1 Goiden Square, London W1R 3AB HOME COMPUTING WEEKLY 13 November 1984 Page 9
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This is a program to introduce
you to the ancient art of
numerology.

Many people throughout the
ages have believed that numbers
can have a profound effect
upon people’s lives, Why not
try out this program and see
whether you agree with them?

For the program to be most

| effective you must type in the

name by which people usually
call you. So if your name is
David but you are normally
addressed as Dave then use
Dave for the purposes of this
program.

Once you have typed in your
name the computer will give
you your personal number and
an analysis of the general
characteristics of your

How it works

10 GOSUB to title screen

120 prompt for input

130-160 remove individual letters
of name

170-270 convert letters to values

290-410 add integers to provide
personal number

430 prints personal number,
reads and prints character
analysis

560-590 another GO routine

600-660 introduction

personality.

Will you agree with your
computer's assessment of your
character? Will you find out
new facts about yourself? The
only way to find out is to type in
the listing.

Psychology

Get your computer to analyse VOIIII" character. Iimpossibie?
Not with Dave Edward’'s Dragon program

100 GOSUB &0
118 CLS: T=0: 5=.
120 PRINT@1460,"

$
130 B$=A¥

160 C$=LEFT#$(n%,1)

BE YOUR FULL NAME OR A

1 REM ####%#NUMEROLGEY * % %%
2 REM**BY DAVE EDWr.

78 C.19B84##

ASE ENTER THE NAME THAT

140 FORI=LEN(A$) TO 1STEP-1
15@ A$=RIGHT# (A$,I)

170 IF C#="A"DRC#$="J"DORC#="S"THEN L=1

YOU NORMALLY USE.
NICKNAME OR BOTH. ":PRINT:PRINT"

THIS CAN
“s: INPUT A
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IF C$="B"OR C#$="K"DRC#="T"THEN C=2

IFC$="C"DORC$="L"0ORC$="U"THENC=3

IF C#$="D"ORC$="M"DRC$="V"THENC=4

IF C$="E"ORC$="N"OR C$="W"THENC=5

IFC$="F"DRC#$="0D"0RC$="X"THENC=6

IFC$="G"DRC$="P"OR C#$="Y"THEN C=7

IF C$="H"DRC$="Q"ORC#="Z"THENC=8

IF C$="I"DRC$="R"THEN C=9

S=5+C

C=0

NEXT I

IFS<1@ THEN41@

IFS<1B@THENII2

Z=INT (57100)

S=5-(Z%108)

X=INT(S5/1@)

T=Z+X

S=S-(10%X)

T=T+S

IF T<1@ THEN 428

T2=INT(T/10@)

S2=T—(T2*1@)
428 T=T2+52:60T0420

T=S
420 CLS
43@ PRINT@L4," ";BS$
440 PRINT @96," YOUR LUCKY NUMBER IS ";T
45@ PRINT @128," THIS SHOWS THAT YOU ARE"
468 C$(1)=" A CLEAR THINKER AND A LIVELY PERSON, VERY AMBITIOUS, BUT
0 VERY IMPATIENT." : ;
470 C$(2)=" A CAUTIOUS,HARDWDORKING TYPE OF PERSON, NOT A KEEN LEADER."
480 C$(3)=" AN EXTROVERT AT HEART. GREAT ENTERTAINER, BUT APT TO BE
IT LAZY."
490 C$(4)=" A RELIABLE,CALM PERSON. YOU ARE A HOME-LOVER BUT TEND TO
SARCASIC AND JEALOUS"™
508 C$(S5)=" A HOT-HEADED PERSONAND VERY TALKATIVE. NOT VERYGOOD AT
ERATING OTHERS." :
518 C$(&6)=" A LOVER DF PEACE AND QUIET. ROMANTIC BUT TOD TRUSTING
OTHERS. "
520 C$(7)=" A DREAMER AND A LONER. BUT ALSO INVENTIVE OFTEN RUITE
LLIANT."
530 C$(B)=" A DETERMINED PLANNER. OFTEN RUDE AND AGGRESSIVE BUT ALSO
ANCIALLY SUCCESFUL"
540 C$(9)=" A TOLERANT AND COMPASSIONATE PERSON. HARD WORKING AND KEEN
VELLER." :
550 PRINTCS$(T)

PRINT:PRINT:PRINT” DO YOU WANT ANOTHER GO(Y/N)"

A$=INKEY$: IF A$="" THENS70

IF A$="Y" THEN 110
59@ IF A$="N" THEN END ELSE 570

CLS:PRINT @ 42, "numerology"”
&61@ PRINT:PRINT® NUMEROLOGISTS CLAIM THAT YOU CAN DISCOVER A LOT ABOUT

YOUR CHARACTER BY USING THE ANCIENT SCIENCE OF NUMBERS. USING METHODS

KNOWN TO THE ANCIENT CHINESE, THIS PROGRAM WILL CALCULATE YOUR"
628 PRINT" PERSONAL NUMBER AND THEN GIVE YOU A CHARACTER ANALYSE"
&30 PRINT:PRINT" press any key to continue”
&4@ SCREEN @,1
650 A$=INKEY$: IFA$=""THEN&5O
660 RETURN




Turmoil
48K Spectrum
£6.95

Bug-Byte, Mulberry Hse, Can-
ning Place, Liverpool

The title is a play on words
because the object of the game is
to fill an oil can from a
constantly dripping source.

Once the screen is filled it is
taken to the bottom of the
screen, and the action of
emptying builds up & car.

When the car is fully built up it
moves off onto the next screen.
Each screen is made up of floors,
or levels, with ladders, ropes,
spring loaded platforms etc. All
the time you are attempting Lo
fill the oil can.

Some Arabs, wielding wicked
looking scimitars, are after you.
Once your paths collide there is a
fierce scuffle, and you afre

Micro  Power, Sheepscar Hse,
Sheepscar St South, Leeds LS
1AD

The object of this game is 1o steal
£250,000 in diamonds. A sense
of humour lies behind the
. Pcreation of this game as vou
- control your man collecting the 8
Avaluables and deposit them at the
bank or shop whilst avoiding the *
Henrys or Percys! There ar;..
Smileys which can help you and,
police cars which can be a’
nuisance. Your opponent
deadly.

sty

This game is unusual because

it is a two player game with a

pracricv: option just 1o get used to
e T .

However, once you've mastcred
‘Jihe movements vou need an
opponent and there is no version
againsi thc computer. Just as
well as it’s difficult enough as it
is.

The keyboard version is as
good as it can be with two hands
at opposite eénds and there is an
to define your own
keys. Otherwise the
joystick version is preferable.

Al the beginning of the |;mme
you can change some of the

variables to give you an
arcade game with only the ones.
9%,

unlimited supply of bullets.
screen, Very enjovable.  MLP. =
T5%

A\
! instructions

graphics
value for money

* k Kk X

An all aection, high speed.
90
90%
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Plutonium
Plunder
32K BBC £6.95

. Program Power, Sheepscar St

romptly disposed of. Another
it Bond s South, Leeds

thing to bear in mind is that the
Arabs like things to be tidy, If
there ar¢ tools lving around it isa
good idea to gather them up. I
found the game playable, but not

If you are the kind of games
player who likes to show off your
by, lightning reflexes, your planning

what I would call addictive. B.B. and foresight then this could be
quite a treat for you.
instructions 100% This game 1§ just a little too
playability 75%% hard and fast with rather too
graphics 85% much happening at once, Itstarts
value for money 80% in a familiar way with a number

of blocks to move around or
crush while you are pursued by
four angry gnomes. The
instructions suggest you should
first get rid of them and 1 concur;
crushing them with a block is the
most effective method.

After this you must move three
radioactive cannisters around the
screen and through a gap into a

Money,
money,
money

Money, oil, plutonium
diamonds — they're all
desirable resources and they
all feature in this set of new
software reviewed especially
for you

Tom Pinone, 14 Granby Ave,
Harpenden, Herts ALS 5QR

Your companions cuss and
shoot a lot — good poker players
but bad losers.

The display is excellent, with
each player's remaining moncy
and bets shown, and facility 1o
speed up or slow play.

It's some years since 1 last
played poker but, if the betting
level is five and I raise ten,
shouldn't | have to put five plus
ten into the pot, not just ten.

This aside, | had fun for a
while and losing doesn't hurt
vour pocket. It's a change from
?,apping.

With vour back pay burning a
hole in vour jeans, you ride into
Tucson and tie up outside
Molly's Saloon. Inside, you see
Maut Dillon, Black Jake, the
mayor, Billy the Kid, Joshua
Smith and Doc Holliday playing
poker.

Dropping your 51000 on the
table, vou draw up a chair,

The rules are simple. You have
five cards and you see or raise

).C.

until raising stops, discard and instructions 0%
draw up 1o 3 cards, then see or playability 85%
raise until the showdown. Molily graphics T0%
offers advice when asked and the value for money %o

instructions and prompts are
enough to teach you the
rudiments if vou didn't know
how to play.

EEKLY 13 November 1984
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pen. Unfortunately there is a
gate across the gap to slow you
down and time is of the essence.
If you 1ake too long the number
of blocks starts to multiply at an
alarming rate. Any further dilly-
dallying causes the walls
containing the *“‘nuclids’’ to
break down and the megapods'*
10 appear, at which point life
becomes rather a transitory
experience.

Good graphics and ideas but
just too much, for me at least.

D.C.
instructions 0%
playability 80%a
graphics 85%
value for money 75%

* k K X

Moneybo
Dfﬂﬁ'%ﬂ 32

éa

Harris Micro, 49 Alexandra Rd,
Hounslow, Middx TW3 4HP

The problem encountered on the
cassetie version of this program,
the inability to report file loading
errors and abort in a reasonable
manner, no longer exists with
this disc version, Coupled with
speed of access this presents itself
a powerful and versatile
package
This program epables you to
create a file with its own account
structure, limited only by the
capacity of the disc. You can
make a VAT analysis of your
transactions, work out your
budgeting requirements and get a
forecast over a staied period.

You can operate your accounts i
over a normal calendar vear with
the option of continuing given
your current balances.

The display and layout isin the|
highest resolution black on buff.

i

The program uses a 42 column
by 24 row screen with upper and
lower case leuering with an
option to print all information. |}
One has to spend time getting
used to the system but the 24
page manual is clear and
provides helpful hints. When 1
transferred my accounts to this |
was amazed at how effectively
and clearly it presented them in a
systematic fashion. This needs a
Dragon disc drive.

.P.§

instructions 90%
ease of use L
graphics 07y
value for money 95%

* Kk Kk Kk *k




WILDEST DREAMS

Softwa’e enta

Just a couple of questions for the computer gamer .....

1. When did you buy your last computer game?
2. How often have you played it?

THANKS =y | | MAYBE I'LL
* 3 ONLY TRY RENTAL
DAD HIGHLEY Adli
EXPENSIVE NEFEWERE.
GAMES .
-~

)

|

-.BUT NOTH A FLOGS IT TO DARREN NEXT
S i DOOR WHO DOES A ROARING
TRADE IN 2ND HAND GAMES

LITTLE JOHNNYS POCKET MONEY
DAY

ALL THESE
B PROGRAMS TO
=“% CARRY HOME

THANKS

ZAP) SMILES!!
ANYWAY X

LITTLE ROGERS SPENDING BUT HE'S HEARD OF WILDEST S0 HE GETS LOADS OF AND HAS A BRILL TIME,
MONEY IS A BIT LESS DREAMS SOFTWARE RENTAL PROGRAMS FOR HIS MONEY

Buying software can seem a pretty bad deal when you pay £5.99 for only a couple of
hours play.

Well, now you can visit the Circus, help King Clive in his dungeon, beat the computer
on your Lazer Byke, explore deep space, eat your way through a cheese warehouse
and get totally infuriated by the Mazeball, all for less than the price of one new
cassette.

How? well, if you go down to your Video dealer today, you're in for a big surprise. He
can hire you a Wildest Dream rental cassette for your Spectrum or Commodore 64,
featuring one of these games, at a very reasonable price (say about one tenth the price
of a good recent game ...)

And its not somebody else’s old stock were trying to hire you. These are all brand new
games that you've neverseen before in the shops - and youwon’tsee them inthe shops
later.

Only through your local Video dealer can you hire Wildest Dreams rental software.

CONTACT:- Chris Kilburn
WILDEST DREAMS

P.O. BOX 84,
COVENTRY.

Tel: (0203) 663085




How it works
50-80 change colour, turn to
text mode, clear top line
110-150 music and instructions
740-890  change colour, plot
wall, rocks and humans
900-910 plot start and destina-
tion
920-1070 plot score and number
of moves left
180-1130 movement of your
object, sound when you move
1132  starts different sheet if
escape key pressed
1140-1170 check if hit anything,
points etc.
1190 checks if any moves left
1200-1220 plot more rocks
2000-2080 define characters
4000-4370 print final score after
collision with rock
end of maze, add
bonus to score and play tune
run out of moves,
print score, play tune, option
of another game

Variables

G, T vour position

D,F position of humans
Mo moves
Sc score
U bonus

Es8868hEs

186

REM

ERRARERRRARRRE ARG RERAD D
- -
##% Save program first #=
- -
P T e —

PAPER @: INK7
WAIT10@: TEXT:CLS

REM

##% CLER TOP LINE ##s

FOR L=480@0T048@39: POKEL ,32: NEXT
REM we# INSTRUCTIONS AND MUSIC sws
CLS:POKE#N26A, 18
FORX=48040T04816@8STEPAR
POKEX , 203 NEXTX

PLOT 13,1,"
PLOT 13,2,

GET-0OUT*
BGET-0UT*

PLOT 13,1,CHR$ (1@)

PLOT 13,2,CHR$(1@)

PLOT @,5,CHR® (14@)
PRINT:PRINT:PRINT: PRINT: PRINT

PRINTSPC(1@) "By Karl Hardman*

PRINT:PRINT" Go about the maze picking up the"
PRINT"humans, 20@ points are awarded for"
PRINT"these. Each time you reach the end of"
?RIN’I’"thl maze you are given a bonus."

PRINT"BEWARE of the rocks and the outer "
PRINT"wall. You are given 55 moves to *
PRINT"complete the maze and collect as"
PRINT"many humans as you can."
PRINT:PRINT" " " * E
PRINT:PRINT" /"
PRINT:PRINT""Z"*
PRINT: PRINT" "X "
FOR X=1TOD2@
READ B

PLAY 7,0,5,10000
MUSIC 1,3,B,8:WAIT20

MUSIC 2,4,B,0:WAIT20

MUSIC 3,5,B,0:WAITZ0

NEXT:PLAY @,0,0,2

DATA 3,5,1,3,5,56,8,8,5,5,3,46,5,3,1,5,6,8,10,6
PLOT &,25,CHR$(10)+"Press 'SPACE’ to continue
PLOT &,26,CHR$(12)+"Press °‘SPACE’' to continue."
GOSUBZ22a

REPEAT:UNTIL KEY$="® *

SC=@:M0=55

REM ##% PLOT WALL #*#=

CLS:PAPER 7:INK@

= puter wall.”
= rocks."”

= you."

= humans. "

]
&
L]




§3383882883833

00
-
ms

528
38
48
58
F60
978
SE8
9@

1808
i21@

pERLEAd

8
s

L

O=3:Y=21

FOR H=2TO3&

PLOT H,2,"!":PLOT H,22," ! "z NEXT

FOR V=2T021

PLOT 2,V,"!":PLOT3I&,V, " ! "t NEXT

REM ### PLOT ROCKS w#s=

FOR H=1TO75

J=INT(RND(1)#19)+3

B=INT (RND (1) #33)+3

PLOT 6,J,"@"

NEXT

REM ### PLOT HUMANS ses

FOR M=1TO4@

F=INT(RND(1)#19)+3

D=INT(RND (1) #33)+3

PLOT D,F,"#"

MNEXT

REM s#% PLOT START AND END OF MAZE s=w

PLOT 34,1,"END"

PLOT 2,23,"START"

REM as#s PLOT MOVES AND SCORE #=#

PLOT1@®,23," MOVES *

PLOT1@,24," MOVES "

PLOT 22,23," SCORE-:"

PLOT 22,24," SCORE-:"

PLOT 16,23,STR$(MO)

PLOT 1&,24,STR$ (MO}

PLOT 16,23,10

PLOT 16,24,10

PLOT 35,3,254

PLOT1@,23,10

PLOT1@,24,10

PLOT 22,23,10

PLOT 22,24,180

PLOT 3@,23,5TR$(SC)

PLOT 3@,24,STR$(SC)-

PLOT O,Y,"&"

IF SCRN(D-1,Y)=38THENPLOTO-1,Y,32

IF SCRN(D+1,Y)=38THENPLOTO+1,Y,32

IF SCRN(D,Y-1)=38THENPLOTO,Y-1,32

IF BGRNlO.V#I.!'SBTmDTCI.Yd-l,SZ
e

" "THEN Y=y-1:CALLWFAFA: WAITS: CALLWFE1@: 0=
IF K$="/"THEN y=Y+1:CALL#FAFA: WAITS: CALL#FB1@: MO=
IF K$="Z*THEN DO=0-1:CALL#FAFA: NAITS: CALL#FB10: MO=
IF K$="X"THEN M"‘ilﬁﬂl.L’Fﬁﬂ!MlTSlOﬂ-l—.FBlB:m-

IF K$=CHR$(27) THENGOTO748
REM ### CHECK IF YOU HIT ANYTHING w=wes
IF SCRN(D,Y) =3STHENSC=5C+20@: SOUND1 ,55@,0: PLAY1,@

IF SCRN(D,Y)=44THEN EXPLODE: WAIT20@: GOTOD 400@
IF SCRN(O,Y)=3I3THEN EXPLODE: WAITZ0@: GO0TO 4000
IF SCRN(D,Y)=254THEN GOTO 5000

IF MO<1@THEN PLOT 18,23," ":PLOT18,24," *
IF MO=@THEN WAIT10@:60T0 S508
J=INT(RND (1) #19)+3

G=INT (RND (1) #33)+3

REM ##= DEFINE WALL #=&

FOR C=44344T045351:READZ: POKEC, 23 NEXT
DATA &1,41,08,55,55,8,51,561

FDR M=4&34@TD46367: READN: POKEM,N: NEXT
REM ##% YOU #=s

DATA 14,14,4,53,4,14,18,27

REM ### DEFINE HUMANS ###

FOR B=46384T0A46391:READ ViPOKEB,ViNEXT
DATA 12,12,18,45,45,18,12,12

REM #=#% DEFINE ROCK ###

FOR L=46592T045555: READK: POKEL , K3 NEXT
DATA 12,20,35,41,34,34,41,50

RETURN
REM ##% YOU CRASHED #w%

4278
4358

CLS: PAPER@: INK7

PLOT12,3," HARD-LUCK"

PLOT12,4," HARD-LUCK"

PLOT12,3,10

PLOT12,4,10

PLOTZ,7,CHR$(1)+"You have collided with some rock

GOSUB 6158
PLOT 8,9,CHR$(S)+"Your final score is"
PRIN?IPRINTIPRINTIPRINT:PRINTIFﬁlﬂT:PﬂlNT:Pﬂ!NT:P

| RINT:PRINT:PRINT

PRINTSPC(13);5C; "points"
PLOT 7,15,CHR$(14@)+" Press 'SPACE’ to play again

*3 SC=0: MO=55

4368
4378
4999

sa1a
5820

K$=KEYS$

REPEAT:UNTIL KEY$=" “:GOTO 74@
REM ### END OF MAZE #=»=
WAITZ@8:CLS

PAPER @

13,3," WELL DONE"
13,4,% WELL DONE"
13,3,18
13,4,10
Us=MD+* 128+ (1828)
LET SC=5SC+U
PLOT 9,7,CHR$(1)+"You have a bonus of "
PRINTIPR!N‘I':PRINT:PRINTIPRINT:PRINT:PR}NT!PRINT:P

PRINTSPC (13) ;U “points”
PLOT1®,11,CHR$ (1) +"Your score is now"
PRINT: PRINT: PRINT:PRINTSPC(13) ;5C; "points”
FOR Z=1TD12

IF Z=12THEN FOR Z=11TOI1STEP-1

PLAY 7,0,5, 10000

music 1,3,2,0

MUSIC 2,4,1,0

music 3,5,1,0

WAIT1S:NEXTZ

PLAY®,0,0,0

MO=SS: WAIT18@: G0TO 742

REM ### RAN OUT OF MOVES w#=w

PAPER @1 INK7:CLS

PLOT

12,4,18

6,6,CHR$ (2)+"You have ran out of moves"
PLOT 9,8,CHR$(&)+"Your final score is "
PRlNTtP‘RINT:PRIN‘I’IPRINT:PRINTIPRINTlPRINTIPRINTlP

RINT:PRINT

PRINTSPC (14) ;5C; *points":BOSUB&1SO
MO=55: SC=8

PLOTS,12,CHR$(1)+"Do you want another go (Yy/my ™
BET K%

IF K$="N"THEN CALLW#F420

IF K$="Y*"THEN GOTO 74@ ELSE GOTO 561@
AS="666678BLE56"

FOR J=1TO11

A=ASC (MID$ (A%,J,1))-48

IF J=20RJ=30RJ=STHEN WAIT 42

IF J=&0RJI=BORI=1BTHEN WAIT4@

Music 2,2,X,8

MUSIC 3,3,X,08

PLAY 46,0,5,90:WAIT1A

-
author - Karl Hardman.
-
age — 15. -
-
Magherafelt N.Ireland.ss
-

date - 1Bth April 1984,
-

g33agaades




TI-99/4A ATHLETES AMSTRAD AND SPECTRUM

MICRO 1Q 1000 MULTICHOICE
QUESTIONS/ANSWERS

RETURN OF THE JEDI —
SPECTRUM

s EXCELLENT ARCADE GAME

WITH 8 SPEED LEVELS
INTRIGUE PENTATHLON BEAT THE HIGH SCORE AND WIN

Compete In: Compete Against . A CASH PRIZE

100 Metres The INTRIGUE Athlete in
1500 Metres this fully animated Athletic

Long Jump Event. Keep in trim without AVAILABLE SHORTLY:

High Jump leaving your armchair.

Discus DRAWING PROGRAM FOR THE

£5.95 Return Post FREE
AMSTRAD 64
IF YOU WANT TO COMPETE BUT WANT MORE DETAILS

RING THE INTRIGUE HOTLINE NOW — Tel: 05806 4726 ALL £5.50 INCL P&P. CHEQUES OR

THE GREATEST NAME  SEND 50p FOR A COPY POs ONLY TO:
IN TI GAMES OF OUR 12 PAGE
CATALOGUE WITH

SCREEN SHOTS M. K. CIRCUITS
DIRIGOE ' 116 SOUTH PARADE
Cranbrook Road, Tenterden, Kent TN30 6UJ GRIMSBY

AMSTRAD C 34 SOF TWWARE
COMMODORE 64 SPECTAUM , THE ROYAL QUEST te.95
oun ane o228 Can you discover the object of
e P M "85 SAeRockwouues LY your quest and then complete
GHOSTBUSTERS. 1095 8% GiEcexMACHINA 1500 10 it? A classic text only adventure,
ACTIVISION ALL OTHER TITLES 595 T80 L & 4 Pt
JETBETWILLY 730 575 napkSTAR s with dozens of problems to
M SALA BIM 99 6% SABRE WULF [
S1hie poKER 93 T35 DALEYTHOUPSONDECATHLON gm 4 keep you perplexed for weeks.
FETIRON 84 1% s WHITELIGHTNING wwm s Features include save game
ANKH 8§95 72  LOADSOFMIONIGHT S facility and very large
e B 18 ik vocabulary.
TALES OF ARABIAN NIGHTS 700 5 s e
DALEY THOMPSON DECATHLON 794 a TRASHMAN 5 't
DECATHLON, S 7es LOMTERmLOT.. I s ROLLABALL £6.95
MONTY MOLE 79 &K IC ADVENTURE L] 8 . .
SOLO FLIGHT 14-95 1100 VALHALLA w8 A challenging game of skill,
TRAGHMAN 84 78 & MONTYMOLE. 9 & . 1 .
YALIAULR ne FULLTHROTTLE w5 relying on quick wits and
BITEALLN y . 7 UMDERWULDE e 8w steady nerves. Can you keep
i Y B8 e i ik the ROLLABALL in motion?
NATO COMMANGER k- E ANERRAID 19 23 All you have to do is slide a piece of track in its path to
%&Eﬁf&‘i;«-mums §5 ST 8 divert it, trouble is the tracks always disappear when
T 8 TE SRt i the ROLLABALL moves over them. A very addictive
WAVOE. Sk . 7 E%ou“ﬁ%#iundlumn[ : s 5 one player game.
SUSOG08 neveia Th ER  DmveecouiAS: : THE MOORS CHALLENGE £6.95
JORNADOLOW LIVER . 1 5% hoTaowch warmoat = 3 2 3
ATk B el & Anancientgame of strategy and cunning. ‘Capture’ all
ZAOON W o7 POLTERGEET et your opponents counters to win. Play against your
ﬁ:‘:‘:ﬁﬁi“ : ‘“; E E‘ P REVENGENUNCHBACK 10 l Amstrad CPC 464 at any l_)f five SI_(Ill levels, from simple
ShEniockrioliEs o T s & to advanced or play against a friend, rou can even
i TR ARV BB & make the computer play against itself.
i LR ]
* % * SPECIAL OFFER* * *
BPECIAL OFFER 3 P e = . . .
= BuR gﬂ]::;f'%"frwgﬂ':_ﬂiig For a limited period only * Timeslip Software will be
SPECTRUMASK ... . S EAEE NI ik VDUEORDEE giving away one free title with every two titles
KEVPSTON T4PE ITERFACE. " EXCEEDS £50 YOU GET purchased, so hurry send cheque/P.0.’s payable to ...
QUICKSHOT m JOYSTICK et }l; : X ‘IJ'!"O FURTHER DiSC_OUNT
ounsace usm  SEND CHEQUESIPO TO TIMESLIP SOFTWARE
ISIATGSSSEC N, 94 LEATHER LANE. LONDON ECt T2 OLD PRIMARY SCHOOL
PLEASE STATE WHICH MICRO STONEYBURN, WEST LOTHIAN EH47 8AP
* Offer ends 31st November 1984
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Avalon
48K Spectrum
£7.95

56b Milton Trading Est, Milton,
Abingdon, Oxon OX14 4RX

Avalon, it transpires, is a hill on
an island, and this graphic
adventure game is all about
exploring the rooms set into the
hill. The character who you
guide throughout the adventure
is your astral projection, Maroc,
which floats about in response to
your commands.

Occasionally you may come
across a ‘‘servant’ spell which
gives you control over a sprite.
As the name suggests, the servant
sprite assumes a lot of the hard
work for you, opening doors,
picking up objects etc.

Although [ haven’t been
through them all, there are eight
levels, and the eighth level is your

& ™ %

Fantasia
Diamond
32K BBC/
Electron £7.95

Hewson Consultants, 56b Milton

Trading Est, Milton, Abingdon,
Oxon

'This is a text-only adventure
\game and this cassette can be
used by both BBC and Electron.
/| There is little doubt that it’s one
of those fantasy based games
which, of late, appears to be less ,
popular than they were a couple ’
of years ago. It has all the usual* /]
ingredients: text, puzzles,:
problems and, thank goodness, a__
good portion of humour.

What is rather special is its
excellent vocabulary of over 300
words and its use of full sentence
decoding. This means that you
can give double instructions or
highly specific instructions with-
in the one command.

1 have to admit that I find this
much more satisfactory than the
usual noun/verb combination
and feel that this is one feature
which weighs heavily in its
‘ favour.

There are a number of poor

i
features however, the most
important being the screen
presentation. This is quite plain
and although it has a split screen,

1 don't feel that this is very well &

used. | really cannot see why the
room descriptions should scroll.

off the screen, meaning that you |
yhave to keep using the LOOK
command. D.Ci
instructions
playability 80%
-1
Y
&

\ graphics
\value for money

95%,
55%

75%

ultimate goal. This is where the
Lord of Chaos hides — the real
villain of the plot. Once you get
the hang of it guiding the astral
projection is easy, although some
of the doors may be locked, in
which case you will need a key.
Of course, various adversaries
are waiting to pounce on you,
and deplete your energy level.

If you like graphic adventure
games with a challenge then 1
think you will like this. B.B.

instructions 100%
playability 90%
graphics 100%

value for money

* Kk Kk Kk Kk

CBM 64 £14.95

(£16.45 disc)

Eureka is a gigantic adventure

= game. It spans five eras from

-_J prehistoric times to modern.
Each is a game in itself but they
are also linked by a common
theme.

. The screen in the adventures is
split into two. The upper part has

i come very good hi-resolution
pictures on it, while the lower
part contains a description of the
current situation. The music
introducing each game is very
authentic for the period and the
sound effects used during the
game are also good.

: I played part of the Roman
Italy adventure though 1 didn’t
get very far. | came across
Androcles and the lion and
removed the thorn from the

lion's paw. Whenever 1 came

FSIEE T e

thorn in his paw; very strange.

8th Day, 18 Flaxhill, Moreton,
Wirral L46 TUH

If you thought good software at
a cheap price was impossible, try
this! Faerie is a text adventure
written with The Quill. It comes
with excellent instructions on the
B-Side, explaining the scenario
and what an adventure is.

The game is described as a
surrealistic fantasy, and is a little
similar to Alice's Wonderland.
You start with strange lights
dancing around you. You wave
the aspen wand and you are in
fairy land. Wander through
fields, talk with characters and
try to unravel the mystery of
this Midsummer Nights Fantasy.
Descriptions are long and
atmospheric: a bee flies by from

Venture into
the
unknown

Here's a selection of the latest
adventure games which have
been tried and tested by our

trusty panel

back to the lion he'd got another

1 enjoyed Celtic Britain more.
1 fought a wolf barehanded, and
won. Eventually [ got shot by a
gun. The Celts were always an
advanced race.

These adventures are good,
but spoilt by the parsing which
allows only a limited response to
situations. The game comes with
a book of associated riddles and
clues and the first person to solve
Eureka before 31st December

1985 wins £25,000. L.C,
instructions 50%
playability 60%
graphics 70%
value for money 60%

. -

'/

time to time or a little voice sings
in your ear. However, the
sandman might send you
a-dreaming or you may end up
buried alive.

8th Day say the game is
advanced difficulty. L is also
charming and a lot of fun. It
made me laugh. There is a save
option, but if you want help you
will have to send for a hint sheet.
A wonderful game. Buy it, you
won't be disappointed.

instructions 100%
playability 90%,
display 80%
value for money 100%

* Kk Kk Kk Kk

8th Day, 18 Flaxhill, Moreton,
Wirral L46 TUH

Ice Station Zero is an all text
adventure written with the Quill,
It has excellent on tape
instructions. A madman is
holding the world at ransom!
Only you can save us by battling
through the icy dangers of the
artic and reaching his secret
hideout. You will have to take on

~dsuch obstacles as glaciers, yeti,

snow ploughs and polar bears,
plus the inevitable sub zero
temperatures.

Descriptions are long and
atmospheric. You start outside a

snow covered tent. Wolves howl |
M across the frozen plains. There

are plenty of locations to
explore, and many objects to
experiment with. There is quite a
large vocabulary. Help gives the

response ‘You're a bit off the:

beaten track to expect help|
around here!" — the author has a
sense of humour.

A hint sheet is available from
Eighth Day, although the
difficulty rating is ‘for beginners!
There are still a few tricky
problems to solve. How do you
get the primus stove for killing
the yeti?

1 enjoyed playing this game. It
is addictive and fun, and at such
an incredible price the value is

hard to beat. P.S.
instructions 100%s
playability 85%
graphics 80%

value for money 100%

* k Kk Kk X
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PROGRAMMING FEATURE

One of the biggest problems
faced by programmers is
software piracy. Consequently,
a number of tricks are used to
foil the copying and examina-
tion of software, 1 thought
it might be of interest to
describe some of the commoner
wheezes.

irst the bad news, It is
impossible to prevent copying
of cassette-based software since
audio methods can be used.
Assuming that the opposition is
not going to use such methods,
there are several ways with
which you can protect your
software.

The most impregnable
program is obviously machine
code. It can, however, be
disassembled — or can it?
There are certain op codes, not
implemented on the 6502,
which, when used, perform
simple jumps. Normal disass-
emblers cannot handle non-
standard op codes, so this is one
way of keeping prying eyes out
of your code.

Many programmers use
BASIC which, unfortunately, is
easier to look at. The secret is to
use a tweak to prevent listing of
the program by some means.
One common method is to
disable the RUN/STOP and
RESTORE buttons to prevent
access to the routine. To work
effectively, however, such
measures must be used with an
auto-run tweak.

OK, so how do we disable the
vital keys? The usual tweak is:

POKE 788,194

This moves the IRQ vector so
that the RUN/STOP is not
checked. It has the dis-
advantage that the jiffy clock is
stopped and it cannot be used if
you have an add-on cartridge
activated. A better trick is:

POKE 808,144

This moves the ““Test STOP"
vector and has no nasty side-
effects (except preventing listing
...which we want anyway). The
RESTORE button can be
sorted with:

POKE 37150,2

OK, you've sorted the
keyboard. Next come the anti-
list tricks. The stop test vector
tweak is one way. The other is:

POKE 775,200

This moves the ‘print tokens'
link. I've often heard that
changing the BASIC link bytes
is a good technique. This will
,certainly make the program un-
listable, but since BASIC is

How to
protect your
programs

Software piracy is a threat to
all programmers. There are a
number of tricks of the trade
which will help make life
harder for the software thief
— Allen Webb lets you in on
some of the secrets

rebuilt on loading, this method
has limited value.

Auto-running a program is a
handy technique. Some soft-
ware uses a machine code
routine which sits in page 3 and
alters the BASIC warm start
and thus force auto run. I won't
give details since it would be
unfair on the software houses
concerned. A simpler method is
a small machine code routine
(or BASIC using invisible lines)
to push 131 (the character string
for SHIFT/RUN STOP) into
the keyboard buffer

e.g. POKE 631,131: POKE 198,
1

This will load and run the next
program on the tape. The best
way of making software diffi-
cult to crack is to use several
programs each running the
next. You would normally
check in some way that the
previous program has been run.

e.g.
1 machine code kills
RUN/STOP and RES-
TORE, prints a code in
RAM and auto runs
program 2.
Program 2 BASIC checks that
the correct code from

program 1 is in RAM and
resets with SYS64802 if
program | has not been run.

Add a colon to the end and type
REM. Type two sets of quotes
and press insert once for every
character in the line, including
the quotes (in this case 17
times). Press delete the same
number of times and press
return. Now list the line.
It then runs with loading of
further prgrams as required.
It then runs with loading of
further programs as required.
This sort of scheme breaks
down if program 2 is loaded but
not run. Clearly you must hide
the lines which check for the
hidden code in some way. Enter
the invisible line. This type of
line uses deletes embedded in a
REM to erase itself on listing. A
message is often added to assist
the deception. Consider the line

10 SYS(1024)

One last problem is to
prevent copying. The tweak is
an invisible character at the
front of the name under which
the program is saved. Any non-
printing character string will
do, e.g.

08 = CHRS$(2)+ “filename’’:
SAVE 0%

On loading, location 833 will
contain the first character. You
can therefore test to see if the
program name is correct. This
will trap any manual copying
made by the inexperienced.

These techniques cannot
guarantee protection, but they
make life rather difficult.
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99 REM
100 GOSUB 700
110 GOSUB S00
199 REM

Variables
n,m,l count variables in FOR...
NEXT loops. If first level,
variable = n. If two nested,
variables are m,n; if three:
l.l'l'l.lil. Se:iel lines 350-370
length length of note sequence
up, down, left, right key codes
for these actions: use either
joystick or cursor keys
pause empty loop for time delay
off key not pressed or joystick
moved
off key not pressed or joystick
not moved
answer box number in test
number box number in playback
colour, note, box array for each
box number/note sequence
praise$ rating given at end of

game

ok$ proceed message (fire or
copy)

ok code for fire or copy

(proceed)

fire code for fire button

copy code for oo'py key

level level of difficulty (1 to 99:
1 is fastest, 99 is slowest)

Amstrad Simon

Input guesses & process them
200 PEN &:CLS:LOCATE 2,2:PRINT “"ENTER ":PRINT " YOUR

210 GOSUB 1200:B0SUB 1100
220 FOR n=1 TO length

230
y=off)
240
250
260
270
280
290

ght)=press) THEN 290

300
316
NEXT n

INK answer,?:SOUND 129,0
IF answer<>box(n) THEN 400

IF length<20 THEN 110
REM

Won game !!

1/8/84

How it works
100 GOSUB initialisation
110 GOSUB play sequence
200-330 input guesses, process

them

210 GOSUB proceed and score
routine, GOSUB title routine

220-320 FOR... NEXT loop to
read each key, flash square
and make associated sound.
If sequence incorrect, jumps
to ‘wrong answer’ routine 400
Note: in Amstrad BASIC, it's
OK to jump out of FOR...
NEXT loops: se¢ F.3 of
Amstrad's Concise BASIC
Specification Manual for
details

330 checks if game has been won

340-39%0 game won routine.
Flashes all boxes and sounds
in a kaleidoscope effect.
Resets colours. GOSUB 1200
proceed routine, GOSUBs
part of initialisation routine
890, then goes to 110

400-470 if answer wrong, plays
correct sequence and gives
rating

increases sequence

length by one and then plays

full setsuence

530-600 play sequence

700-1010 initialisation

700 defines all variables used as
integers, mainly to save
computer memory

710-740  sets up arrays for

PEN B:CLS:LOCATE 1,3:PRINT "PERFECT":PRINT:PRINT "ANSWER"
FOR 1=1 TO S:FOR m=0 TO 26

FOR n=1 TO S:INK n,m+n::NEXT n:SOUND 1,m#*%.8:SO0UND 2,255-m»9.8

NEXT m,1

FOR n=1 TD 4:INK n,9:NEXT n

INK S5,0:60SUB 1200:60SUB B90:60T0 110

REM

Wrong answer & correct sequence

PEN 7:CLS:LOCATE 2,2:PRINT "WRONG":RESTORE 1410

IF length=1 THEN praise#=" SILLY":G0TO 450

FOR n=0 TO length/3-1
READ praise#

colours and notes used in
data statement at 1400

760-850 sets up all text windows,
links them to associated
papers and sets all colours
used in the game

860 redirects all print statements
to central window

870-880 draws screen

890-900  prints message for
choosing input method,
either fire button or copy key

910  seeds random number
generator so each sequence
will be different and initial-
ises some of the variables
used in the program

920-930 waits for fire button or
copy key to be pressed and
sets message printed by
proceed routine (1200) and
variables for up, down, left
right etc accordingly

940-1000 allows user to set game
level (1 to 99), 1 being the
fastest

1100-1130 prints title in central
window

1200-1240 prints score and waits
for user to press fire button/
copy key as defined at 930

1300-1310 routine which waits
until user takes finger off
button before pr ing. In
this way, slow operators do
not skip program segments

1400 data for colours and
sounds

1410 data for ratings

David & Brian Lewis

":PRINT " GUESS"

IF (INKEY (up)=off AND INKEY (down)=off AND INKEY (left)=off AND INKEY (right
THEN 230

IF INKEY (up)=press THEN answer=1
IF INKEY (down)=press THEN answer=4

IF INKEY(left)=press THEN answer=2

IF INKEY(right)=press THEN answer=3 '

INK answer ,colour (answer):SOUND 1,note(answer),999,7
IF (INKEY (up)=press OR INKEY (down)=press OR INKEY (lefti=press OR INKEY(ri




AMSTRAD PROGRAMMING

NEXT n
PEN &:LDCATE 1,5:PRINT praise#:LO0CATE 2,46:PRINT "SCORE":GOSUB 1200
PEN &:CLS:LOCATE 1,3:PRINT "CORRECT":PRINT "PATTERN"
GOSUB 530:G0SUB 1200:G0SUB 890:G0OTO 110
REM FPlay sequence '
PEN &:CLS:LOCATE 1,2:PRINT "FOLLOW ":PRINT " THIS ":PRINT "PATTERN"
length=length+1l:box (length)=RND (1) #3+1
GOSUB 1200:G0SUB 1100
FOR n=1 TO length
number=box (n)
SOUND 1,note(number) ,999,7: INK number ,colour (number )
FOR pause=1 TO level#100:NEXT pause
SOUND 129,0: INK number ,%
FOR pause=1 TO level#10:NEXT pause
NEXT n )
RETURN
REM Initialisation & key definitions
DEFINT a-z
DIM box (20) ,note(4) ,colour (4)
FOR n=1 TO 4
READ colour (n) ,note(n)
NEXT n
MODE ©
BORDER O:INK 0,0:CLS
WINDOW #1,7,13,1,8
WINDOW #2,1,6,9,17
WINDOW #3,14,20,9,17
WINDOW #4,7,13,18,25
WINDOW #5,7,13,9,17
FOR n=1 TD 5
INK n,?:PAFPER #n,n:CLS #n
NEXT .
INK S5,0:INK &,4:INK 7,8:INK 8,26
WINDDW SWAP S
PLOT 0,127,8:DRAW &39,127:DRAWN &39,272:DRAW 0,272:DRAW 0,127
PLOT 190,399:DRAW 416,399:DRAW 414,0:DRAW 190,0:DRAW 190,399
PEN 6:CLS:G0SUB 1300:LOCATE 2,2:PRINT "PRESS":LOCATE 3,6:PRINT "OR"
PEN 7:LOCATE 2,4:PRINT "COPY":LOCATE 2,B:PRINT "FIRE"
RANDOMIZE TIME:length=0:fire=7b4:copy=7:aff=—1:press=0
IF (INKEY (fire)=off AND INKEY (copy)=off) THEN 920
IF INKEY(fire)=press THEN ok#="FIRE":ok=fire:up=72:down=73:1eft=74:right=75
ELSE ok#="COPY":ok=copy:up=0:down=2:1left=8:right

PEN &6:CLS:LOCATE 2,4:PRINT "LEVEL":level=10
PEN 7:G0SUB 1300:L0OCATE 2,8:PRINT ok#:PRINT "UP,DOWN"
WHILE INKEY (ok)=off
IF INKEY (up)=press THEN level=level+1:IF level >99 THEN level=9%
IF INKEY (down)=press THEN level=level-1:IF level<l THEN level=1
PEN 7:LOCATE 2,5:PRINT level
WEND
RETURN
REM Title screen
CLS:PEN 7
LOCATE 1,4:PRINT "AMSTRAD"
LOCATE 2,56:PRINT "SIMON"
RETURN
REM Proceed routine &% score
GOSUB 1300
PEN 7:LDCATE 2,8:PRINT ok#$
PEN 9:LOCATE 2,9:PRINT length;
IF INKEY (ok)=off THEN 1230
RETURN
REM Fingers off !
IF INKEY (ok)=press THEN 1300
RETURN
REM Colours, sounds & ratings
DATA 24,100,46,300,2,500,19,700
DATA " POOR"," SO-SO","AVERAGE"," GOOD","V. GOOD"," SUBERB","




son of Blagger
32K BBC £7.95

Alligata, | Orange St, Sheffield
up your mental maps and then
try them out by trial and error.
There are a number of passive
and active guards within the
building, ranging from moving
floors to killer owls. My
particubar favourite is the deadly
vegetables but then | never did

Blagger was one of my favourite
games of lasi year and, as it also
proved popular with others,
Alligata has brought out a
sequel. The storyline is to some
extent the same as in Blagger
except that there is a slight twist.

Here, rather than finding eat my greens as a little boy, A
money by collecting keys, the hit. D.C.
purpose is to find 2 route around
the complex National Security instructions 65%
Headquarters. There are still playability 90%
kevs to find and collect but these  graphics 85%
are incidental to the mental value for money 85%

activity of working out a safe
route.

The twist is that unlike normal
ladders and levels games, in this
one you are only allowed 1o sec a
small section of the building at
any one time, You have to build

* * Kk %k

Magic Micro
Mission
CBM 64 £7.95

uicksilva, PO Box 6, Wim-
borne, Darset BA21 7PY

Apparently this two-part game is
based on graphics used ina TV
programme produced by
Central. 1 haven't seen the
-flprogramme, but if the game is

Eqanything to go by then | haven't
Amissed much. v
The first part of the **mission’ °
is to participate in an uninspired ‘

and rather dull shoot-the-aliens 3
game with black blobs meander-
ing about a tiny screen while the =
background pluses in techni-
colour. Although technically
quite good, it remains a tedious
rask.

In part two, you are invited 1o
steer the robot Zog through a
printed circuit maze while being
pursued by RAM chips and two '
— or is it four? resistors. The
aim is to pick up *‘faulty ROM
“chips'” off the board and car
}\. them back to the mother ship

Strontium Do
and The Dea
Gauntlet

CBM 64 £7.95

,"—Quicksilvn. Palmerston Park
Hse, 13 Palmerston Rd, South-
ampton SOI ILL

(sic). Again quite smooth

graphics but the lacks
originality.

This game would be best suited
to younger players as it lacks the
pace and style dedicated game-
players look for. The sound is
too impressive either,
colour and smoothf”
a are handled;
professionally. Judging from thel -
quality of some other Quicksilva
games, thisisa bitof a Icpdg\»\!\,

game

This is yet another of those
casséttes with bright green labels
and leader tape which we
associate with Quicksilva. 1 must
admit to liking their cassette
packaging although it is wasted
on a game like this one.

The object of the game is to
guide your man through a long
planet surface, avoiding the
various beasts, rocks, etc. You
have a facility to fire at anything
which gets in your way — this
helps play quite a lot.

The screen layout trys to givea
3D type of effect. This is fine

except that each object moves as

instructions

ygraphics
value for money

'

Off the wall

These games have a touch of
novelty, an element of
originality. Read our
reviewers' thoughts before
you buy

¥ T
Jinn Genie
CEM 64 £8.95

Micromega, 230-236 Lavender
Hill, London SW1l ILE

table and fast load.

The feature that 1 found most
novel was the dual movement
control on screen one. Our hero
on the magic carpet is armed
with a Shere of Oblivion.
Normally you move him, but
pressing fire switches control to

e

Once upon a time I'd have gone
overboard about a game like
this. But the yardstick by which
games are rated nowadays has
. improved so much that | was the sphere enabling you to
impressed, but not overwhelmed. intercept and destroy your

there are enough variations on attackers. As a result you have 1o
standard themes in the three develop a balance between
screens tomake it interesting. On  dodging and attacking in quite a
the first you pilot a magic carpet. unique manner. Perhaps it's

On the second you scramble worth buying just for that. B.J.

round treflis-work and window

ledges, and on the third it’s instructions 88%

stairways between different playability 82%,

floors. graphics 85%
This sequence repeats with the  value for money T0%

action getting faster and more
furious as you go.

There's a keyboard/joystick
choice, clear instructions, a
pause key, but no high score

In Search Of
Angeils
48K Spectrum
£1.75

8th Day, 18 Flaxhill, Moreton,
Wirral L46 TUH

In this budget priced, text only
adventure, you play the part of]
Cobol, a James Bond type secret
agent. You must solve the
mystery of a stolen communica-
tions satellite and the connected
death of & C.LLA. agent. You
P¥start in London — you can either
wleo by taxi to Heathrow airport
“ gand catch a plane to Brazil —
the only place you can go to from
London) or go to the British
embassy. Here, your boss Omega
will give you a Ferrari with built
in guided missiles. This is
necessary in Brazil as a variety of|
people will try to kill you.

This is not of the
standard as other 8th Day
adventures. The game leads you
to doing what the author wants.
You have no choice. You cnnnmf
explore very much, which is half
the fun of adventures. You often
cannot go back to previous
locations, indicating poor use of
The Quill with which it was
obviously written.

The game is too easy and I do
not recommend it even ai the
cheap price. Try another game
from the same series. The
instructions are excellent,  P.8.

if it is flat and ruins the idea of
adding depth. A radar at the
bottom of the display shows the
area you are currently in.

This is obviously meant for
children and not advanced
joystick-destroying games
freaks. The one thing which 1|
find slightly disturbing here is
that the cassette has two
extremely sharp prongs sticking
out of it which can easily cut any
unaware fingers. K.I.

instructions 30% 80%%
playability 45%
graphics 604 value for money 60%

value for money
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Mirrarsoft, Holborn Circus,
London ECIP 1DQ

I must confess to having been put
off this game by the difficulty 1
had in loading it. My poor
Commodore does not like the
Speedy Loading system it
employs. A game would have to
be very good indeed 1o
compensate for such severe
loading problems. This one just
doesn't make it.

The objective is. to build a
hotel on an island paradise, by
picking up bricks with & heli-

copter, then placing them in
position. Earthgquakes,
hurricanes, foods or other

disasters undo much of your
good work. The building targets
you set are uncomfortably high,
and my chances of meeting them
seemed remote.

Scorpio Gamesworld, 11 Fennel
St, Manchester M4 300

The most astonishing thing|
about this game is its low price,
considering that it is a
professionally written good
quality game.

The scenario is that you take *
the persona of Builder Ben, a
small hard-hatted figure who has
to scale a brick wall to collects
tools with which to build houses.,
Intent on thwarting his plans are”

him, a green brick-beetle which
flies about, and a pink one-ton
weight. Each is animated very
well in sprite colours,

Having successfully gathered
three tools, Ben goes on to build
4 house. On a coloured
scaffolding, he scales ladders and”

N

F" literal downfall. This time helpin|
-;‘lhc form of shields protect him
from the marauding hardware.

‘t  Builder Ben is a well-written
game with good graphics and
passable sound. Even at a
standard price it would be fairly
good, but its low cost makes it an
offer you can’t refuse. I would
probably get bored with it-
eventually but it's well worth as
Iry. D.A,

60%
65
65%
95,

: IHS(I‘I.ICUORS

value for money

his foreman who throws rocks athy.

collects bricks which drop down
to form rather dubious
dwellings. Again the militant
tools march about intent on his|

The instructions and the
demonstration game, suggest
that the skill lies in correctly
positioning your bricks so as to
minimise the damage done to the
building, but I found that 1o be
the lease of my worries — the
hard part was manoeuvring the
helicopter into position to pick
the bricks up: a frustratingly

tricky task.
I liked the demonstration
game, and the fact that two

people can play at once if you
have two joysticks, but the game
itself has limited appeal. M.N.

instructions 60%
playability 509
graphics T5%
value for money S0,

Quicksilva,

ampton SOI ILL

lasting interest ar all.

saw.

-~ Program Power, Sheepscar St,
+ South Leeds

Of all the games I have played
recently this is the one at which |
am most successful, but, rather
than give me the impression that
. this must be a good program, |
am of the opinion that it doesn’t

i ABTEIT ALETNET. .

the fruit left at the base. Added
to this are bonus letters: which
you must capture and which give
you an extra life while falling
apples kill the chasers.

Graphics ‘are good and clear
but the lack of a high score chart
is surprising. Overall, just a little
too tame for most arcade freaks I

Building on -*I
good 4
foundations

Build a hotel on an island
paradise, avoid rockfalls... it's
a hive of industry

CBM 64 £7.95

Palmerston  Park
Hse, 13 Palmerston Rd, South-

contain the addictive element feel. LG,
which a great game requires.

Copying an arcade game instructions 807y
which has a similar name, the playability 70%,
aim is to wander around graphics T15%
underground eating cherries. value for money T0%

You are a wizard, thank
goodness, and have a crystal ball
to bounce against the umphs,
diggers and maras which chase
you, after emerging from their
central base. The umphs follow
the tunnels, the diggers take the
fastest path possible and the
maras only pursue you if you eat

Felix meets
the Evil
Weevils

32K BBC £6.95

Program Power, Sheepscar St

South, Leeds

This is a winner and what’s more
it has a measure of originality
which is missing from many
recent releases. Like the previous
titles which feature Felix, you
control a little man with a great
propensity for falling over dead.
The aim is to rid the factory of
athc evil weevils which wiggle
" glaround the place at a surprising
rate of knots. The factory is full
of conveyor belts which take the!
product — ball bearings — from
the site of their creation to the
despatch department. Unfortun-|
ately the ball bearings are rather
fethal and tend to shorten your
life expectancy.

Added to this it is very easy to
fall off a moving belt and this
too is a rather terminall
occurence. To help you there isf
anti-weevil spray (just enough in
each can for one squirt), a lever
to change the belt direction and

over the wall te rescue the
members of the brotherhood.
A fast-loading system is used

to load the game — it seems quite

Quicksilva is insulting our intelli-
gence by producing a game like A
See-Saw. The principle is so
simple and has absolutely no

The screen consists of 1wo
towers, one at either side, and a
wall of blocks between them. At
the bottom of the screen is a see-

An Evil Lord walks from side
to side at the top of the wall and

cffective and no problems
occured.

small point worth
mentioning is that the cassetie
case supplied with the game has
two extremely sharp edges on it;
these are unnecessary and serve
no function but could easily cuta
child.

instructions 25%
playability 25%
graphics 60%

30%

oxygen bottles.

Graphics are great and very
smooth, the screens are attractive
and well laid out and the
addictive magic of a winner is

obvious. Watch out for the
super-weevils which hide in the
tubes! D.C
instructions 85%%
playability 100%
graphics 100%
value for money 95%e

value for money

pushes the blocks down on to the
see-saw, If anything is on the
other end it may get propelled
upwards and over the wall. As
objects My up, green ghouls catch
them. Once all the green ghouls
have caught a block and are off
the screen you should try to get

EEEEEI
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CHARTACTION

QUICKSILVA TOP 20 — SEPT 1984.
NAME MACHINE  PRICE

£14595
£1995

9%

6 “Strontium Dog
7 ‘Ba

13 Gatecrasher
14 Fred
15 Deumn Kit
16 Ant Attack
The Snowrman
1B Tralfic
19 Electro Art
20 Doodle - CBM 64 Disk -

‘New Release
W T T e

SEE SAW

Amazing fantasy Arcade game.
Commodore 64

Turbo Cassette £7.95

Raymond Brigg’s
THE SNOWMAN
Commodore 64
Turbo Cassette £7.95

| All titles available from
| Quicksilva Mail Order,
1 P.0. Box 6, Wimborne,
| Dorset BA21 7PY.

| Tel: (0202) 891744.

3D ANT ATTACK

They came from out of the
desert to the lost city of
Antescher and discovered the
HORROR of the ANTS...

3D Action — Commodore 64

s Turbo Cassette £8.95

Qutstanding animated sports.
Commodore 64 twin Turbo
Cassette £14.95

Disc £19.95

Disc Software for your
Commodore 64

Interactive films featuring
‘Norman the Warrior'.

CASTLE OF JASOOM £12.95
DUNGEONS OF BA £12.95

DOODLE
The perfect graphics program
for your needs £14.95

BATTLEZONE

BLOOD & GUTS A

A fantastic fight to the death within
your own bloodstream!

48K Spectrum £6.95

STRONTIUM DOG >
The Killing

48K Spectrum £6.95
The Death Gauntlet
Commodore 64 :
Turbo Cassette £7.95

hUlCKSILV}\ PRESE
ERIC BRIS SENTS ™




TI-99/4F

Meteor

Dodge the meteors to dock the ship in this fast-moving game
written by Martin Gohrey

As commander of a space vessel
in the depths of a peril-filled
galaxy you must attempt to
dock your craft with the
mothership.

Sounds easy? It would be if it
wasn't for the meteors., They
come thick and fast and it
requires all your experience
of commanding spaceships to .
achieve a successful docking Variables
whilst dodging the on-coming ;‘(:Bl‘llz_ Tifﬁz;ﬂc;‘ij;h score
me‘eors- -y SCO d 2N SC

If you're really skilled and
manage to achieve the high

score then you also have the How i Worlis

chance to enter your name. Use | | 110-150 set variables

S for right and O for left. 160-200 initialise characters
So have a go and look out for | | 210-270 print title screen

the meteors. 370-540 set up game screen

550 starts game

560 displays scores

570-600 check for key and
coincidence

610-640 move left routine

650-680 move right routine

690-710 coincidence check

720-730 docking check

740-770 game over routine

T780-820 reset variables

830-840 restart games

860-920 successful docking and
speed up

100 CALL CLERE

230 CALL COLOR(D, 16,22

110 HC=0 240 NERT I

120 ':il_‘=|:1 250 CALL COLORCZ,13-12

130 D= 260 CALL CLERE

140 E= 15 270 CALL SCR

150 A=10 _ 280 DISPLAY A "METEOR

160 CALL CHARL99, "3
170 CALL CHRR{4Z,
ao"a :
1280 CALL CHARC9T,"00043A412ERZ40 Y 1954"

HTTHFH”

4,12)BEEP:
ﬁ“EEF?’” hUHFE

30 210 DISPLAY Z2BEEFP: "THE RIM
190 CALL CHAR<22."FFEDEFFFSAFFAS OF THE hHNE 1ES

SA" 320 DISPLAY AT<10,4>BEEP:"TO DOC
200 CALL CHAR(9E, “"OZOZ0505") YOUR "FHI'EI RAFT"

210 FOR D=1 TO 12 30 DISPLAY ATC1Z2.33BEEP:"WITH T
220 CALL MOTIONC#1.0,00 HE MOTHERSHIF EBUT"
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attack

240 DISPLAY ATC14,42BEEF:

“AYOID

: THE METEORS!!!"

260 CALL
N 3e0
370 CALL
280 CALL 5
350 CALL
400 CHLL
212

410 CALL

3
420 CALL
—fi2

430 CALL
E>

440 CALL
DrB:‘

450 CALL
A

450 CAHLL
A

470 CALL
+H2

420 CHLL
D>

490 CHLL
0,03

S00 CALL
9|:|_1" 3
510 CALL
0:A>

520 CALL
0,-=D>
530 CALL
' I

54“ CALL
ﬁln |HLL
N 5350

570 CALL

(ALL.CH::
LL MOTIOMCH#1.-7.02

350 DISPLAY ATC17.432BEEF: "PEESS
ANY KEY TO BEGIN"

KEY¢O.K.S33: IF S=0 THE

ELEHF

1,120.0

-FFITE #F_;;;,ﬁf
SPRITE(#1.96,14,170,120
SPRITECHZ.97, 7. 10.10.0;
SPRITECH#3,97.5, 20,50, 0.
SPRITECH#4.97. 15,40, 100,
SPRITECH#S:937-7-60:1.0,-
SPRITEC#E,97.5, 70, 10,0,
SPRITEC#7,97.15.70,50.0
SPRITEC#2.97.5, 130, 1,0
SPRITEC#2,97.7, 130. 100,
CPOTTCA #1097 15, 140,50
SPRITEC#11,97.7.1320,80.
SPRITEC#12,97.5, 160,30,
SPRITEC#12,937,5,50, 1,0,
SPRITEC#14,99:12,90,1,0

KEYCO-K,53:: IF 5=0 THE

Se0 DISPLAY ATC24.12:"SCORE ":SC
DISPLAY ATC24, 1222 "HI ":HC:"

-n 11 DISPLAY AT(:

245 19)1 A8

KEY<O.:K,S»:: CALL COINC
IF C=-1 THEM 720 22 CA

IF 5=0 THEN

&30
520
590 IF k=383
&00 GOTO 70
510 CALL MOTIOMCH#1.-7.-F2
620 CALL COIMCCALL.C
620 IF C=-1 THEN 720
&40 BOTO 570
&350 CALL MOTIOMCH1.-7.73
&60 CALL COINCOALL.CX
670 IF C=-1 THEN 720

&80 GOTO 570

£90 CALL COIMC{ALL.CX

700 IF C=-1 THEN 7z0

710 cO0T7T0 570
720 CALL COINCO#H1.#28.15.C2
720 IF C=-1 THEHN 280
740 CALL =SOUMDC1000.-5.02
raoLEais DEL-PEITE.#lJ
70 DISPLAY ATC12,82BEEF:
DCEF"
I_I IllQFLF‘II| HT 14 |
HH? KEY"
el D=18
790 EBE=15
200 A=10
210 IF SCrHC

“GAME

JBEEF: "FRESS

THEN 230

YiO,K,Sx:: IF S=0 THE

:4H hDTD a5
250 5070 850

360 A=A+1

a70 B=B+1

280 D=D+1

290 SC=SC+1

200 CALL SOUNDC100, 110,032

210 CALL SPRITEC#1.96, 14,170,120

t] D 3 |:| 2

920 G070 350

930 HC=5C

240 DISFLAY AT 131723 "

No.1 ENTERE %YOUR

HAME"

a50 ACCEPT AT.Z4:;192BEEFP: A%

250 GOTO 220

YO EANE
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U.S. Gold, Unit 10, The Park-
way Ind Centre, Heneage St,
Birmingham B7 4LY

This is the official version of this
arcade classic for the CBM 64,
and very classy it is too. The 3D
graphics are excellent, showing
your spacecraft, complete with
shadow to enable you to judge its
position accurately, flying over
asteroid cities and through deep
space. Sound effects are pretty
good too.

| was immensely impressed by
the load sequence. Now that fast-
load systems are more or less
standard on CBM games, U.S.
Gold has gone one better to give
you a title screen, signature tune
— Stars and Stripes Forever —
and countdown of the number of
blocks remaining while the game
loads.

Storm Warrior
CBM 64 £7.95

Front Runner, K-Soft Distribu-
tion, 620 Western Ave, London
W3

Front Runner describes this
game as a “‘fast-moving graphics
adventure’! It has 12 screens and
five levels of play, utilising
a massive 58K of RAM. My
JFlopinion is that it is a total waste
“Jjof time and thought just looking
Aat it.

The screen is fairly dark K ~
although the occasional flash of ?

lightning may appear in the*
background. The graphics are,
not of a very high quality. Most
games look addictive to watch
and have any viewers anxiety
waiting for a go. While showing
a friend Storm Warrior 1 was
informed that it was boring — he
didn’t want a go either,

Play ranges from hitting an
energy sphere around the screen
and fighting off enemies to
% dodging boulders.

‘A The instructions waffled on
*_quite a bit and didn’t get straight
to the point. A mention of the
last seven screens is made but
you are not told what to do —
dperhaps the author got fed up
playing after screen five and gave
up.

I wasn't very impressed with
this game and would not
recommend it as fun or
enjoyable to play. K.l
+instructions
playability
graphics
value for money

-

R

20%
30%
25%
20%
1]
<

The game itself is all that a
good arcade game should be:
simple enough not to demoralise
beginners too much, yet
sophisticated enough to
challenge arcade aces. Once you
have learnt to negotiate the first
asteroid city successfully, you
can go back and see how many
more of the encmg gun emplace-
ments, tanks and radar towers
you can destroy. Having learnt

how to fly through deep space

dodging the enemy fighters, you
can try your hand at shooting
them instead.

My only regret is that it isn't
British!

instructions 80%
playability 90%
graphics 100%
value for money 90%

* k Kk Kk X

It's war!
Can you |
survive?

These games all have one
in common — you're in a

thing

hostlle situation with enemies
around you

Melbourne Hse,
4= Richmond TW10 6TF

Step back in time and become a
knight in shining armour! You
are Sir Lancelot and must
explore twenty-four rooms of a
cnslle To reach the next screen

you have

Sir Lancelot

Castle Yard,

to collect several

arcade adventure. The important
difference is that this game will
run on any Spectrum. This is

> Quicksilva, PO Box 6, Wim-
borne, Dorset BA21 7PY

This popular 3D maze game has
been converted for the 64 from
the original Spectrum version,
and seems to have benefitted
from the change.

For those hermits who don’t
know the game, the idea is to
steer a boy or girl — your choice
— through the 3D city of

The graphics on this version
are exceptional, with the facility
to view the scene from four
different angles. The city is
drawn with crystal clarity, and
the game itself is fast and
challenging. :

It requires some practice to get
the best out of Ant Attack, but is
is well worth it. My only criticism
is that the sound is virtually non-
existent, a probable carry-over
from its Spectrum counterpart,
and that the instructions are a bit

Antescer, a strangely abstract limited. D.A.
place of geometric solids, to

rescue a member of the opposite instructions 40%
sex trapped somewhere within. playability 80%
To hinder your attempts the city graphics 90%
is crawling with deadly ants value for money 75%

* Kk Kk K

which chase and bite you.
Twenty bites signals your being
“eaten alive’’ You do however
have a supply of bombs which
are effective against the insects.

~ . -

T T

Beach Head )

48K Spectrum |
£7.95

U.S. Gold, Unit 10, The Park-
way Ind Centre, Heneage St,
Birmingham BT 4LY

This is the first game | have seen
advertised as “‘all American soft-
ware” and I hope it's not the
last. Once loaded, you go!
through the usual preliminaries:
redefine control keys (a good
feature), choice of joystick, and
skill level, etc.

For one or two players, this
game begins with a map of the
general area. A formation of
wddots shows the enemy fleet
position, flashing dots indicate
your position, while a flashing
square indicates a hidden
passage. Should you choose the
passage, you must navigate
rocks, mines and torpedoes. |

My favourite is going straight
to the enemy position. This
pitches you into a battle against
enemy bombers which take off
from both ends of distant
aircraft carriers. Your defence is:
a pair of guns in front of youl
which move left, right, up and
down, and of course, fire. Alter-
ing the elevation will alter the
range in a very realistic manner.

Having gone through that
phase you then have a battle
against enemy ships. The final
phase is the barttle for the
beaches, against tanks. Very
positive response to the keyboard
controls, and a very addictive
game. Super!

Indeed Sinclair are discontinuing
advertising it soon anyway.

Still, the game is pretty good.
The graphlcs are startlingly
smooth, definitely up to
standard, and very fast. The
aliens are well defined although
there are not very many varieties
due to memory limitations.

Colour is very good, there is a
wonderful opening tune, but why
does it have to play the funeral
march very slowly every time you
lose a life? This mars the
playability.

This is a good game, fast
enough to be addictive, and a

must buy for 16K owners. PB.S. instructions 100%%
> ! playability 100%
instructions 95% graphics 100%%
playability 80% value for money 75%
graphics 80%

value for money 70% * %k Kk Kk &

* Kk k X
- TR R -
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flashing objects, by leaping
about on platforms and
moving staircases. Out to stop
you, of course, are a time timit,
birds, dogs, pacmen and cooking
pots with legs.
Here we have yet another
a remarkahle programming
, but 1 wor ho
many 16K owners remain.

Tl ST



ATARI PROGRAMMING

One of the things which
beginners find most difficult
when they write programs in
assembly language is input/
output, i.e. printing text to
screen, reading from the
keyboard or cassette, and so on.
On some computers, you have
to read books and magazines
until you find out the address of
a_ROM subroutine which you
can call to do the job you want
to do. However, what happens
if a new version of the ROM is
brought out and your ROM
routine is now at a different
address? It’s tough luck if your
program was a best selling
game, as it won't run on the
new ROM.

Some computers, notably
Atari and Commodore, get
around this problem by
featuring a central operating
system to take care of input/
output. On such machines all
you need do is connect a
‘channel’ to the device of your
choice (say the screen). Then
vou send or receive characters
using that channel, and the
central operating system makes
sure that these characters are
sent to (or come from) the
appropriate device (the screen
in this case).

The beauty of this system is
that you can write a program
without regard to where its
input will come from, or where
its output will go. Once your
program (say it’s a word
processor) is written it’s simply
a matter of connecting the
channels to the appropriate
device (so your outpul may go
to either screen or printer, and
your input may come from
cither keyboard or disc, for
example).

This article explains how to
use the Atari's central operating
system (called CIO, for central
input output) to send and
receive data to and from devices
(screen, cassette, etc.) from
assembly language. Since most
of you will already be familiar
with Atari BASIC, let's use that
as a starting point. You should
note, however, that CIO isnot a
part of BASIC (in fact it is quite
possible to use CIO without
BASIC or any other cartridge in
place). There is, however, a
great similarity between using
BASIC's PUT and GET
commands and the way CIO
works. This isn’t surprising
really, since BASIC uses CIO
for these commands!

Suppose you wanted to
translate the following BASIC
to assembley language:

10 CLOSE #1: OPEN #1,8,
“E:': REM OPEN A
CHANNEL TO THE
SCREEN EDITOR

20 PRINT #1;*SOME

How to use
Atari
operating
system

This technical article by Frank
O'Dwyer, shows you how to
use your operating system to
send and receive data. You'll
need an Assembler/Editor
cartridge

TEXT: REM PRINT A
STRING TO THE
SCREEN

30 CLOSE #1: REM CLOSE
THE CHANNEL SINCE
WE’RE FINISHED

The code to CLOSE a
channel is given in Listing 2, but
first look at Listing 1 and Table
1. Listing 1 is the start of the
assembly language equivalent to
the BASIC program and defines
the important constants for use
with CIO. The entry point for
CIO is $E456. Table 1 shows
the command codes for the
operations CIO can perform
(close channel, open channel,
put characters, etc). These are
the same as BASIC's XI0
command values, and it's worth
looking up the BASIC manual
for clarification (especially on
the FILL command).

Line 1080 of the code to
CLOSE a channel (Listing 2)
designates the channel in use
($10 denotes channel one, $20
channel two, $30 channel three,
etc). It is essential that the X
register is used for this since
CIO expects the channel
number in the X register. Line
1090 loads the accumulator
with the command code for
‘close channel, and line 1100
stores this in the command code
location for channel 1. Line
1100 actually calls CIO to close
the channel.

Now we need some code to
OPEN a channel. Listing 3 does
this. Again, the X register is
loaded with the channel number
($10 since we are using channel
1). Line 1140 loads the
accumulator with the command
code for ‘open channel’ and
line 1150 stores it in the
command code location (where
CIO will look for it), Lines 1150
to 1190 store the ‘8’ and *0’
from OPEN #1,8,0,“E:" into

the special locations reserved
for this purpose.

Designating the device name
(‘E:*") is a little more tricky.
First, we must set up the string
“E:" in memory. This will be
done later on in the program;
for now assume that the place
where this happens is labelled
NAME in the Assembly
language. Next, we must store
the low and high bytes of the
address of this string in the
special CIO locations used for
this purpose. Lines 1200 to 1230
do this. Finally, line 1240 calls
Cl0 to do the OPEN.,

Finally, we must PRINT the
string *‘SOME TEXT."” to the
channel and close the channel
again. Listing 4 contains the
assembly language to do this.
As always, the X register is
loaded with the channel number
(line 1260). Lines 1270 and 1280
instruct CIO to ‘Put a text
record! This requires some
explanation. A text record
differs from a binary record in
that it may be terminated by a
carriage return (character code
155). With a binary record,
exactly the number of
characters you request are
output fromy your string, so if
you say thefe are 20 characters
in your string then 20 characters
will be output regardless of how
many carriage returns are
present,

With a text record, if you say
there are 20 characters in the
string then up fo 20 characters
will be output, with output
stopping if there is a carriage
return in the string. It is often
handy to say there are 65535
characters in a string, and to
terminate it with a carriage
return, since it saves you having
to count the characters.

Lines 1290 to 1320 store the
address of the string (or text
record) into the buffer address
locations used by CIO, while

lines 1330 to 1350 store 65535 as
the string length (by storing a
255 as both high and low byte,
giving the maximum number
that two bytes may hold, 65535,
or 255*256 + 255) As explained
above, the string is not really
65535 characters long, but this
doesn’t matter since we will
terminate it with a carriage
return.

Finally, line 1360 calls CIO to
do the donkey work of
outputting to the string. Lines
1380 to 1410 close the channel
as before. The BRK command
is simply to return control to the
monitor when the program
finishes if you are using the
Atari Assembler/Editor
cartridge. It should have a
similar effect with any monitor
program for machine language.
If you want to try the example
out just assemble it to page 6(**
$600) and type the following
commands while in the Assem-
bler/Editor cartridge:

BUG (to enter monitor)
C600 (to run machine language)

The example program sends:

the string to the screen editor

device (*‘E:""), but it is just as.

easy to send it to casselte
(**C:") or a screen lext mode
(*S:""). Simply change the
device name string to *“C:"" or
“8;"*, or any other device name
as appropriate.

To input data from a device,
use the same approach, except
instead of giving CIO an
address of a string to output
you give it the address of a
memory area where you want
CIO to put the characters it gets
from the device. Naturally, you

also use the command codes for:

“‘get text record’) etc. rather
than the codes for “‘put text
record’] etc. Also, you would
use a 4 isntead of an 8 when
translating OPEN #1,8,0,“E:"}
indicating that you want to do
input instead of output.

In fact, the OPEN command
(and its assembly language
equivalent) allows you to do
more than select whether you
want INPUT or OUTPUT. The

parameters AUX]1 (correspond-

ing to the 8 in OPEN #1,8,0,
“E:"y allow you to specify
options on a particular device.
For example, if you are using

the screen (*‘S:'") then Aux2|

lets you specify the graphics
mode you want to use, allowing

you to switch graphics modes |

from machine language! See
Table 2 for a complete list of
effects possible with AUXI1 and
AUX2.

Finally, a few miscellancous
notes on using CIO, When

call C1O, (using JSR ClO) the

case may arise where the

operation you want to do is |

g
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| 1320 STA BU

[.hling 2
Rontlne to close a channel

o .
1080 LD)( #3510 ;select channel
1090 LDA #12 ;code to close a [}

channel

| 1100 STA COMMAND, X ;store
in command location for [}t

channel 1
1110 JSR CIO ;call CIO to close
channel

Listing 3
Routine to open a channel

1120 ; i
1130 LDX #3810 ;select channel ||

one
1140 LDA #3 ;code for open

] channel
1150 STA COMMAND, X ;store |
in command location for |

channel 1

1160 LDA #8 :'8' in OPEN |[|

#1,8,0,"E:"
1170 ' STA AUXILX ;store in

memory
‘0" in OPEN

8,0, il
3 !190 STﬁ AUX2,X ;store in ||
i 1200 LDA #ANAME&255 ;low

byte of device name

1 1210° STA BUFFER,X ;store in

buffer address (low) .

1220 LDA #NAME/256 :high
byte of device name

1230 STA BUFFER + 1,X ;store
in buffer address (high)

1240 JSR CIO ;call C1O to open
channel

Listing 4
Routine to print string to channel
250 ;

i}
1260 LDX #3810 ;use channel one
1270 LDA #9 ;put text code
1280 STA COMMAND,X ;store
in command location

| 1290 LDA #MESS&255 ;low

byte of message address

| 1300° STA BUFFER,X ;store in

buffer address (low)

| 1310 LDA #MESS/256 ;high

byte of message address

in buffer address (high)

11330 LDA #255 ;dummy mes-

age length (more than
needed

) 1
1340 STA BUFLEN X ;low byte |

of message length
1350 STA BUFI..EN'] ,X ;high
byte of message length

1| 1360° JSR CIO ;call CIO to put

Listing 1
Setting up constants

I0CBO COMMAND
LOCATION

1020 COMMAND=8§344 ;
IOCBO BUFFER ADDRESS |

1030 BUFLEN =$348 ;I0CBO
BUFFER LENGTH

1040  AUXI1=8$34A ;IOCBO
AUXILLIARY BYTE 1

1050 AUX2=$34B ;IOCBO |||

AUXILLIARY BYTE 2

1060 CIO=SE4s6:CIO ENTRY (] | minated with carriag

POINT

text

1370 ; |
1380 LDX #510 ;close channe

one : !
1000 ; || 1390 LDA #12 ;code for close
1010 COMMAND=8342 ; [}

channel

| 1400 STA COMMAND,X ;store

in command location

| | 1410 JSR CIO :close channel

1420 ;
1430 BRK sreturn to monitor

le"“ NAME .BYTE “E:" ;name
of device (screen editor *'E:"")

1460 MESS .BYTE “SOME
TEXT.”",155 ;message, ter-
minated with ‘carriage

R*1,X ;store

able
XI0 Command values to store
in COMMAND,X

| Value Command

3 open channel
5 get text record (line)
7 get binary record (buffer)
9 put text record (line)
put binary record (buffer)
close channel
channel status
rename disc file
delete disc file
lock disc file
unlock disc file
point
note
254 format disc
7 get character (buffer length set
to zero, uses accumulator)
11 put character (buffer length

| set to zero, uses accumulator) Hi
| 17 draw line (display handler) [
| 18 fill area (display handler) [}
32 output partial block (RS232) |
34 control RTS,XMT,DTR ||

(R5232)

1| 36 baud, stop bits, word size

(RS232)

i 38 translation mode (RS232)

40 concurrent mode (RS232)

Table 2
AUX1 and AUX2 values
for OPEN

Purpose
read (input)
write (output)

read
read directory
write new file

append to old | !

file

read and write |

file (update
file)

screen output

keyboard input
and screen
output
screen  input
and output

keyboard read

printer

RS232

printer

write

concurrent read |
block write 1

concurrent write[f

concurrent read |
and write

clear screen, no
text window,
write

clear screen, no

text window, [I&

read and write
clear screen,
text window,
write

clear screen,
text window,
read and write
write

read and write
text window,
write

text window,
read and write

Purpose
sets short inter-
record gaps (as
in CSAVE)

sideways print-
ing

normal printing
wide printing

selects graphics |
mode. If zero is [
used, then the
AUXI1 options
for clear screen |}
etc. are ignored |
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COLOUR SHOW
FOR DRAGON AND TANDY USERS

SATURDAY 17TH AND SUNDAY 18TH NOVEMBER
10 A.M. UNTIL 6 P.M.
THE ROYAL HORTICULTURAL HALLS

If you own a Dragon or Tandy colour If you want to miss the queues just clip the
computer this is your show. coupon below.

The first ever show organised in the Computer Marketplace (Exhibitions) Ltd. Part
United Kingdom for these machines. of the Rushworth Dales Group, 20 Orange

All the very latest hardware, software, Street, London WC2H 7ED.

interfaces and peripherals will be there.

Your chance to get up to date, try and buy

all thats new. HOW TO GET THERE

The Royal Horticultural Halls are just off
Victoria Street a few minutes walk from
Victoria or Parliament Square.

We'll also be organising events and
competitions with great prizes. The
manufacturers will be staffing advice
centres to help with all your queries. Buses 11,24,29,70,76 and 88 runup

Exhibitors will have special offers on Victoricirast;

their products so you can save money too! Mainline stations; Waterloo, Charing
Large gangways and comfortable rest Cross and¥iStoria.

areas will make sure you can see Underground stations; St. James park
everything and sit in comfort when you (District and Circle lines), Victoria (District,
want. Circle and Victoria lines).

This will be a show for the whole family, There is an NCP car park in Abingdon
plenfy to see and plenty to do. Street, a few minutes away.

To Computer Marketplace (Exhibitions) Ltd, 20 Orange Street, London WC2H 7ED.

(qty) adult tickets at £2 each and
6809 colour show. |enclose cheque to the value of £__

Please rush me (gty) tickets for under sixteen year olds at £1 each for the

Name

Address e
Postcode Telephone 6809 s the registered nome of Motorola Ltd.

(© Certain Advertising Ltd 01-930 1612
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SOLID STATE SOFTWARE
TEXAS INSTRUMENTS

Software for the TI-99/4A

CASSETTE SOFTWARE
PARCO Software

MODUI.ES UNDER E10!
*Zaro zap

*Video Games 1
*Tombstone City
*Connect 4

*Chisholm Trail

*Car Wars

*The Attack
*A-maze-ing

*H

4 games in lab

VIRGIN Gumes

*OUR PRICE £9.95
AT.M!ISDFT for TI-93/4A

*AI.L FOUR ABOVE
+ FREE BASIC TUTOR
CASSETTE..£18.00

n stock

+many more lapes i

For a free price 'ist and further information send a s.a.e. fo:

4 DORSET PLACE, NEW STREET, HONITON
DEVON EX14 8QS. TELEPHONE (0404) 44425

Access orders taken by telephone.
All prices are inclusive VAT and p&p.

* ¥ X X X ¥ ¥ ¥ ¥ ¥
SAVE...SAVE...SAVE
DISCOUNT COMPUTERS AND SOFTWARE

BBC Model B + Cassette recorder + Five games ...£385
Acorn BlectrOn.... .ot cnsmssnnpsssnsssassnsas Aesui/lomncst £184
Sinclair Spectrum 48K + six games.
BBC Model B Disc Drive from.......cccvuvniinnnes £]49 50
e T ) R R A AT T )
Prices include VAT & P&P.
DISCOUNT SOFTWARE FOR ATARI * BBC
CBM 64 » VIC-20 » SPECTRUM *
ORIC 1 = TEXAS 99/4A

Send no money. For free list send SAE stating
machine type to:

* % % % % % %

47 Broom Land, Levenshulme, Manchester

RAMTOP MI192TX or telephone 061-442 5603
¥ ¥ B ¥ X X ¥ X ¥ ¥ ¥

n.Games That Shine

ARE FOR THE TI99 4A
LABLE...NEW FULL COLOUR Pacx\f

*

# WONKEY WARLOCK
Guide Wonkey Warlock
through the dragons lair
collecting weapons and
spelly in order 1o defeat
him. § screens of

“Y incredible graphics. An

+ absolute must for every
Texas owner!

CRAZY CAVER

You are Crazy Caver
and must face a myriad
of hazards, Run, jump,
swing on stalagmites,

\, dodge, leap over pits,
arrows and balls of fire.
Superb graphics and
animation. A game you
can't stop playing

4 HAFFENDEN ROAD TENTERDEN KENT
TN30 6QD.,'Send cheque or postal order to'

LANTERN
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ULTRAKIT <5

The most powerful toolkit yet for ZX BASIC. All the features
you will ever need; AUTO insert, full RENUMBER, block
DELETE, CLOCK, ALARM, error trapping, break trapping.
Full TRACE with single-step and much, much more. Makes
ZX BASIC easy-to-use and powerful.

DEVPAC -

An excellent assembler, an advanced line-editor, a compre-
hensive disassembler and a superb ‘front panel’ debugger
all in one package. Used b‘y many leading software houses to
write their games. “Buy it!" Adam Denning 1984.

PASCAL s

A powerful and almost full implementation of Pascal - not a
Tiny Pascal A valugble educational and development fool,
programs typically run 40 times faster than a BASIC equivalent.
Spectrum version includes Turtle Graphics package. * I haven't
seen any other compiler that could match Hisoft's Pascal”

HISOFT

180 High Street North
Dunstable, Beds. LUG 1AT
Tel: (0582) 696421

THE ULTIMATE POOLS PREDICTION PROGRAM

DATABASE F sa Pools
prediction aid. It comes complete with the largest database
available - 23000 matches over 10 years. The database updates
antomatically as results come in.

PREDICTS Not just SCOREDRAWS, but AWAYS, HOMES
and NO SCORES.

® SUCCESSFUL SELEC
significantly better than chance.

ADAPTABLE Probabilities are given on gvery fixtre -
choose as many selections as you need for your bet. The
precise prediction formula can be set by the user - you can
develop and test your own unique method.

SIMPLE DATA ENTRY Al English and Scottish team names
are inthe typeinthe rumbars from
to produce fixture list automatically (see below).
DISC/MICRODRIVE COMPATIBLE Al versions (except Apple and [EM) are supplied
on tape, with simpla Tor

(Th results lied with the h, start 3
AVAILABLE FOR Spectrum (48K), Commodare 64, VIC 20 (+ 16K), AMSTRAD
CPC 464, BBC B, Atari (48K), ZX81 (16K), Dragon, Apple II, IBM pc

PRICE 215 .00 (all inclusive)

. 'ln more struggling for hours to ﬂu l)h-

FIXGEN 84/5 et i e computer. FIXGEN has bee:
programmed with all English and Scottish

fixtures for 19848, Simply type in the date, and the full fixture list is

generated in seconds. Fully compatible with Poolswinner

POOLSWINNER with FIXGEN £16.50 (all inclusive)

Fixgen alone £5.50

that P f

1o disc

system. Using information from
be d

daily newspapers or Spomna Life’,
.,dn.mu detailing b and

jockeys, and effect of :hc draw for all British courses. {Flat & National Hunt )
AVAILABLE FOR Spectnam (48K), Commodore 64, B8C (8), Dragon. Atari (48K), Apple 1l

PRICE £12.50 (all inclusive)

AVAILABLE (RETURN OF POST) FROM
s gy e—— B

phone 24 hrs

phone 24 hrs
37 COUNCILLOR LANE, CHEADLE, CHESHIRE. & 061-428 7425

SOFI'WARE




Letters

. they have no advantage over The other thing that T want | shook it and none of the keys of place in their software
Everyone's the normal ones. to comment on is the problem | fell out! collection for years to come,
s best There are very few original | that John Ramsbottom wrote I think your review was Incidentally, all Atarisoft
IS Des computer games for people to unfair to us Spectrum + | titles for the Spectrum are

How 1 ?rec with J. Ince
(HCW 85)! The letters page
is usually a bination of

play as a group. I think that, as
there are so many excellent

‘ain't I great’ and ‘'my com-
puter’s better than yours, so
there!” Having worked my
way through four different
computers, I reckon most
people just don't appreciate
their varied qualities.

1 started on a ZX81 (who
didn't?) which was suitable
for a beginner who wasn't
sure if computing would be for
her. Once I got better
(slightly) at programming, I
switched to a TI-99/4A
‘What a lovely machine to use
but, oh! the price of games etc.
and hardware. I just couldn’t
afford to keep it up. The kids
were cheaper to raise.

So on to everyone's love/
hate the Spectrum. We goton
fine till it broke down. Two
months later I was back in
business, for a grand total of
four weeks. No way was 1
going to wait, not two months,
but four, for a replacement.
"Twas a fun machine but not
good enough. What next?

What, but a CBM 647
Fingers crossed that this one
stays put. Uptonow I'mmore
than happy with it. Of course
it has fauits. They all have,
and they all have good points
wo. So less arguments bet-
ween owners please. We all
own the best, or we'd have a
different one wouldn't we?

Congrats on a good mag
and roll on the adventure
page. Keep up the good
work, HCW.

Liz Tomlinson, Havant

Last Christmas my parents
bought a Spectrum 48K for
the whole family and since
then we have had some really
great evenings using our com-
puter and have never regret-
ted getting it.
owever, sometimes we
get very fed up that so many
games are only for one or two
layers. There do not seem to
that many games for more
than two players and this
means that we don't use the
computer together as much as
we'd like.

I think the software houses
are missing out on a large
section ofthe software market
by neglecting user families
who want to enjoy the great
possibilities of their micro
together. Why aren't there
more games with the family
in mind?

We have already the
board game versions of things
like Scrabble and Kensington
so we are very reluctant to
spend more money on the
computer versions in case

progr they _really
should try and cater for us.

Apart from this one snag
would recommend any family
to get a computer for
Christmas. My parents say
that they are really surprised
that they enjoy using a micro
so much, There was nothing
like that around for young
people of their generation.

At first 1 think they were a
bit wary about it because they
were afraid that they wouldn't
understand how to use it but
soon they were very at home
with it.

I think that people under

gut in his letter to HCW

1 have a Commodore 64
which my grandparents gave
me for my birthday during the
summer and since I got it I
have had hours of enjoyment
and, I believe, I have learnt
(and am still learning) a very
useful skill.

My parents really support
mein this and I find it amazing
that anyone could disapprove
of such a useful hobby.

If John Ramsbottom
wasn't using his computer
after school then he could be
getting in all kinds of trouble
as some young people do. I
think his mother and father
should be glad that he is

twenty should realise how | spending his time so well and
lucky they are to live at the | they should look upon itasan
beginning of the Is il forthefume.
age. Perhaps a Enod ution
Think how much you | would be for his parents to
would have missed if youhad | buy him some educational

been bomn just ten years
earlier.

Graham Busfield,
Portsmouth

Iam writing as one of HCW’s
older readers. I am married
and have three sons, all in
their teens. Recently my
husband and I bought them a
computer so that they could
learn what I consider to be a
very useful hobby.

Unfortunately they are
rather put out because every
time they go to use the micro
(it is an Amstrad CPC 464)
they find Mum sitting there. I
am learning to program and
can already help them out
withtheir problems in this and
they are quite amazed at my
cleverness.

I think that more people of
my generation should try this
fascinating hobby. Many of
my friends have never even
touched a computer. (Some
don't even know what one
looks like!)

1 started getting HCW for
the boys to read but now they
rarely get firstlook atitsince I
am always fastest to the front
door when it arrives on a
Tuesday moming.

Please keep up the good
work, HCW, and don't forget
about your older readers.

Mrs Jane McCarthy,
Southampton

! am writing to congratulate

HCW onissue 86 of this great
magazine, I was thrilled when
the bumper issue dropped
through my letter box! I hope
this will continue.

software for Christmas. 1
know that there is a lot of it
about and I have heard that
there are even exam revision
programs on the market so
surely that would solve the
probliem of his homework.
Anyway, thanks for listen-
ing to my opinions, HCW,
and keep up the good work.

Joanna Waller, Derby

h
ussies

Without doubt, HCW is the
best magazine in Australia, if
not the world! The trouble is,
it takes so long to get down
under, Would you believe the
latestissue hereis No. 70 July
10-167

I can proudly say that
Australia has the best text
adventure games in the world.
They are not your dreary
“‘You're in a room' type

games.

All feature graphics and a
wry sense of humour. One
ﬁnnl software house is

lountain Valley Software,
Although a Victorian based
firm I'm sure they would be
glad to receive overseas
enquiries. Their address is
P.O. Box 407, Boronia, 3155
Victoria, Australia.

I can highly recommend
their games.

Stuart Ulhorn, Victoria,
Australia

for

pectrum

I get HCW every week and
for 45p it is great value for
money.

1own a Spectrum + and I
feel I must point out that the
review in HCW 85 was a bit
harsh on this computer.

1 turned it upside down and

owners but I must agree that
the manual is ace.

G.L. Notts, Nuthall

Dear

CBM 64
Why is Commodore 64
software so highly priced?
That's what I want to know.
ggectmm owners pay up to

.00 less and even Amstrad
and MSX owners will find
that they pay a quid less than
us poor long-suffering CBM
64 owners.

1 think it's incredible that
some games cost about a ten-
ner when dear old Com-
modore brought out the
1 i d. ’ 'ﬂh—u i 1
Football on cartridge for this
price. Stay below £7.00 and
that’s about right.

Even better, go below that
o a fiver in line with
records.

On the subject of price,
Mastertronic  should have
been  originally named
Masterchronic. After some
terrible releases, Master-
tronic has come back to form
with the really brilliant
Chiller. For £1.99 with five
screens, a loading screen, ace
music and a great game it's
fantastic value. Who needs
£9.99 software with super

cheapos that aren't so
cheap?

Andy Clarke, Baddesley
Ensor

says —
I refer to the letter that
appeared in HCW 85 from a
very angry Mike Curtis, who
paid £15 for a software title
and was disappointed. I don’t
blame him, he hasn’t got the

nuine  Atarisoft  Pole

ition.

If Mr Curtis would like to
tell me where he obtained
what appears to be a very
poor rip-off of Pole Position, I
would be more than delighted
to pass the details on to our
lawyers!

Atarisoft Pole Position for
the Spectrum has only been
released this week and retails
at £7.99. It is similar to the
arcade version. Itis written in
100% machine code. It fea-
ture gear changes and you can
drive off the roads. There are
also road signs and other cars
upon the circuit...not forget-
ting the incredible start grid.

Atari product is quality
product, and further to Mr
Curtis’ eventual advice to
readers, I would advise every
Spectrum owner to purchase
a copy of Atarisoft Pole
Position — it will take pride

distinctly  packaged in
cassette library cases with a
blue/green insert. If anyone
suspects that they have
bought a rip-off of an original
Atari product, I would be
grateful if they would
contact me.

Jon Dean, Computer Pro-
duct Manager, Atari House,
Slough, Berkshire.

1 am one of the lucky many to
have a Dk'tronics keyboard.

The statement in HCW 85
was very true about the Spec-
trum +’s keyboard is not bet-
ter than Dk’tronics. But like
owners of the Spectrum +, I,
too, am having trouble with
the expansion slot, because [
cannot use the Kempston
Joystick Interface. Apart
from that I recommend it to
anyone.

Thanks for a great
magazine at a great price.

Gary Wilding, Thornden
Texas

tale

[ am writing to you because of
two things which have
appeared in H.C.W. on the
following dates: the 1st May
84 (no 60) and the 19th June
(no 67).

Both of these things were to
do with the Texas, one was a
free tape offer and the other a
Texas club. Being a TI-99/
4A owner 1 sent for the tape
and to become a member of
the T1 club. Itis now over five
months since I sent away for
the tape and I still haven’t had
a reply from them yet.

By the way, I should point
out they were at the same -

At 1 Wi

Street, London.
Thank you and keep the
good work up H.C.W.

David Tomkinson, Hull

Correction

In HCW 86 in the Spectrum
programming articleonpage
30: the fourth column, start-
ing from 'CHARS with the
commands’ should follow on
from the first column
‘Finally alter the value of.
Column two should follow
on from the end of four and
column three should follow
this, ending with the two
POKES at the top of
column four.

We hope that this had not
caused too much confusion
Jfor Spectrum owners. It did
JSor us!
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SPECTRUR

Stop that
ronaway

What a headache! Not only
must you build a bridge to
prevent the express falling in
the ravine, but you must aiso

dodge enemy fire. David Trillwood and Gary Jowett bring this

Mission: to rescue the runaway

game of co-ordination to you

Orient Express and its p -
gers. Resources: helicopter,
winch, bricks and manpower.
Danger: the train risks being
derailed and falling off the
viaduct into the ravine, losing
its cargo.

Can you save the day? You
must quickly and nimbly build
up the bridge, so that the train
can pass over it and maintain all
its passengers in safety.

Full instructions are given on
screen. Happy bridge building!

Variables
r,z DIM statement for explos-
i,a,b,d, FOR...NEXT loop
¥$ question variable

I,k winch
zx check if brick is on
viaduct

p velocity of train

y co-ordinate of helicopter

go  decision variable, decide
when train moves

x co-ordinate of helicopter

m,n co-ordinate of train

h height of rope

sheet sheet you're on

J position of tank’s target

Listing

How it works
1-18 variables, graphics
19-200 setting screen
500-590 main program
1000-1050 data for graphics

ing if crashed
2500-2530 on to next sheet
3000-3100 instruction
3500-3540 tank fire
4000-4030 rtransport brick

2000-2099 moving train, check-

Screen dump

traint

Hints on conversion
Here are some explanations to
help you convert this program.
BEEP Spectrum sound com-

man
PLOT, DRAW graphics com-
mands, used in vector form
PRINT AT prints character at
specified screen position
ATTR command to check if
two squares hit each other

]

ND#30): NEXT i
2 LET sheet=1
3 FOR i=USR "a"

1 DIM r(10): DIM z(10):

4 INPUT "Do you want instructions
S5 IF y$="n" OR y#="N" THEN GO TO 8

FOR i=1 TO

TO USR "u"+7:

READ user:
(Y/N)."3y¥

10: LET r(i)=INT (RND%20):

POKE i,user: NEXT i

LET z(i)=INT (R
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e VLY

r
!
é’

F

Sra s e 1)

& GO SUB 3000

8 LET f=0: LET zx=0: LET p=0: LET y=0: LET go=0: LET x=é: LET m=29: LET n=9:
LET h=120

? BORDER S5: CLS

10 REM

11 REM GRAPHICS

12 REM

13 REM

14 REM

15 REM

16 REM

17 REM
* 18 REM

19 PRINT INK 13AT x,y;"<I": INK O PRINT AT n,m;"Hino"

20 INK 2: FOR a=S TO 26 STEP 3: FOR b=11 TO 14: PRINT PAPER &;AT b,a;"E8": NE

J K L
IJdJEBEL

BCDE
E CD

o>

F
E

Mo
(i
&

NOFRQ
N OB

1 =~

u
Bl 2

X
12
m ¢

T b: NEXT a

30 INK 4: FOR a=17 TO 20: FOR b=0 TO 31: PRINT AT a,b;"B": NEXT b: NEXT a

40 FOR b=0 TO 31 STEP 3: PRINT AT 1&,b;"Hl": NEXT b

45 INK O: FOR b=0 TO 31: PRINT AT 21,b3;"E": NEXT b

50 INK 1: FOR b=16 TO 21: PRINT PAPER 4;AT ,15;"CDk": NEXT b

60 INK 4: PRINT AT 13,0; "H";AT 14,0; "HE";AT 13,31;"HW";AT 14,30; "EM";AT 15,0;
ll.
;AT 15,29; "HEN"; AT 16,2; "W"3;AT 16,29;"W"

&5 PRINT INK O; PAPER 4;AT 19,0;"k"

70 INK 4: PRINT PAPER 2;AT 12,0;"E";AT 14,2;"E";AT 14,29;"E";AT 12,313"E";
PA >
PER 73AT 13,13;"E";AT 15,33 "E";AT 15,28;"E";AT 13,30;"E";AT 146,4; "M";AT 16,273"|

80 INK 2: PRINT PAPER &6;AT 10,0;"8";AT 10,28;"A";AT 11,0;"8";AT 11,2;"8";AT
1
2,2;"A";AT 13,2;"8";AT 11,31;"8";AT 11,29;"A";AT 12,29;"A";AT 13,29;"8";AT 10,
29

s"aaa"
90 INK 2: FOR a=3 TO 27 STEP 3: PRINT AT 11,a;"GH": NEXT a
100 INK O: PRINT AT 0,0;"POSO0 DIST10 POT22 BRICK M YN

YNBRICK BELOW B LEVEL OF WIN 00

COPTER TRAIN VOT 99"
105 PRINT AT 4.27:95+ (S¥sheet)
110 PRINT INK 2;AT 4,73"."; INK 1;AT 4,15;"."
111 PLOT 0,132: DRAW 255,0
112 PLOT 177,133: DRAW 0,14
113 PLOT 41,147: DRAW 214,0: PLOT 41,147: DRAW 0,5: DRAW —41,0
114 PLOT 0,133: DRAW 0,42: PLOT 255,175: DRAW 0,-42
115 PLOT 1,144: DRAW 78,0: DRAW 0,3: DRAW 34,0: DRAW 0,-3: DRAW 118,0: DRAW 0,-
4: DRAW 23,0: PLOT 113,163: DRAW 0,-15: PLOT 113,1&4B: DRAW 0,7
114 PLOT 47,164: DRAW 0,11: PLOT 187,164: DRAW 0,11
20 INVERSE 0O: OVER O
500 LET go=go+i: IF RND>.98 THEN GO SUB 3500
501 IF go=100+p THEN GO SUB 2000
S02 IF INKEY$="m" OR INKEY$="3" THEN LET h=h—1:.LET k=0: GO SUB 550
503 IF INKEY$="k" OR INKEY$="4" THEN LET h=h+1: LET k=1: GO SUB 550
S04 IF h<119 THEN GO TD S00
S06 IF INKEY$="z" DR INKEY$="1" OR INKEY$="5" THEN GO SUB 4000
507 IF INKEY$="x" DR INKEY$="2" THEN GO TO 520
510 GO TO S00
520 PRINT AT 7,y+1;" ";AT 8,y+1;" ";AT 7,31;" “;AT B8,31;" "
S21 PRINT AT x,y;" ": LET y=y+1: IF y=31 THEN LET y=0
522 PRINT AT 0,3;y: IF y<10 THEN PRINT AT 0,3;"0";y
524 PRINT INK 13AT x,y;"JI"
525 PRINT AT O,11;y—(m+1): IF y—(m+1)=0 THEN PRINT AT 0,12;" "
526 IF y—(m+1)3>-10 AND y—(m+1)<10 THEN PRINT AT 0,13;" "
527 IF y-(m+1)>0 AND y-(m+1)<9 THEN PRINT AT 0,12;" "
528 PRINT AT 0,18;m+1: IF m+1<10 THEN PRINT AT 0,18;"0";m+1
529 IF f=1 THEN PRINT INK 2;AT 0,30;"® "
530 IF f=1 THEN PRINT AT 7,y+1;"U"; INK 2; PAPER &;AT B,y+1;"8"
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TS L SR RS T AR R T i R S
PROGRAM

i A
3009 POKE 23692,-1: PRINT *°" BRIDBE BUILDER"''" WRITTEN BY DT & BJ 1983 "
‘‘mag ACME'S CHEIF BRIDBE BUILDER IT IS YOUR JOB TO COMPLETE A VIADUCT BEFOR

E A RUNAWAY TRAIN COMES THROUGH."

3010 PRINT ‘"BUT YOU ARE DN THE ENEMYS® LAND AND ONE OF THEIR DESTRUCTIVE <« TAN

KS IS TRYING TO DESTROY YOUR HANDYWORK."
3020 PRINT " THE KEYS....," '" X-MOVE HELICOPTER FOWARDS M-LOWER W

INCH K—HIGHER WINCH Z-DROP BRICK"

3030 PRINT "PRESS ANY KEY TO CONTINUE": PAUSE O

3040 PRINT “"OR YOU CAN USE A SINCLAIR JOYSTICK." """ JOYSTICK CONTROLS
#'m  UP-WINCH UP DOWN-WINCH DOWN RIGHT-ACCEL
ERATE HELICOPTER FIRE/LEFT-DROF BRICK" 3 #
3050 PRINT "PRESS ANY KEY TO PLAY....,"""" BRIDGE BUILDER"

3090 PAUSE O

3100 RETURN

3500 IF m>=5 THEN GO TO 3507

3505 RETURN

3507 PRINT AT 18,13 INK 73 PAPER 4;"L"

3508 FOR i=1 TO S: NEXT i

3510 BEEP .01,.1

3520 LET J=INT (RND#*S)+1

3530 PRINT AT 10,m—iz" "

3535 PRINT AT 18,13 INK 4;"H" :
3540 RETURN 2

4000 IF f=0 THEN RETURN

4010 FOR a=8 TO 10: IF ATTR (a+l,y+1)=50 DR ATTR (a+l,y+1)=55 THEN GO TO 4030
4015 PRINT AT a,y+1; INK 2; PAPER &3"A": FOR i=1 TO S: NEXT i: PRINT AT a,y+1;"

s NEXT a

4017 PRINT INK 25 PAPER &4;AT 10,y+1;"8"

4020 LET =0: PRINT AT 7,y+1;" ": RETURN

4030 PRINT INK 23 PAPER &3AT a,y+1;"8": LET f=0: PRINT AT 7,y+1;" ": RETURN

2, <CASSETTE

FABUI.OU

- VALUE thats
out of this world

50 GAMES S ON ONE CASSETTE

It is impossible to tell.yrm everything 3 NOW AVAILABLE FOR c'm &t ELECTRON Atmos

about the 50 games on 7 4 A - 3 20
B o vt ke DRAGON [JE3[Far Spectrum ‘q:lplu ATARI ‘ORIC-1 zx &1 . V=20

many types such as maze, arcade O EE s B D I EEn Eas G Sae e SE S SN S S e —1

Al
4o " . @ i Please send me by return of post, Cassette 50 at £9.95
missile, tactical and logic games. I EXPRESS DELIVERY - per tape. | enclose a cheque/postal order for I
to suit most tastes in computer ORDER Now R, = ble
made payable to
game playing. I £ l Cascﬂg: Games Ltd. I

CASSETTE - 50 will appeal to e
Ph,ls.edebat — R e e

people of all ages and the games Name 4 = e %
will provide many hours of ' i ol my "Nn

entertainment for all the family at l T Y COMMODORE 64 [ ] \IE .!EI 0HIC-‘ BBC B l
a traction of the cost of other _ —_— SPECTRUM | ELECTRON e APPLE
computer games I oI _ Post:Cotde s Mnﬁl ATMOS || DRAGON

- . G gascsge 1Garnes Ltd., c
% oy - it 3 Haywra Crescent, Harrogate.
WE PAY TOP PRICES I - T North Yorkshire, HG1 680, Engj.nd""'

FOR TOP QUALITY GAMES | Tttuiddiagiiiog - Telephone: (0423) 504526. HowaatIEs
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NON=-ARCADE

1 Elite Acornsoft BBC(1)
2 Sherlock Melbourne Hse Spectrum (3)

Spectrum (2)

ARCADE

1 Daley Thompson
Decathlon Ocean
S Projects
U.s. Gold
Gremiin
purell
Quicksliva
Mikro-Gen
Elite
u.s. Gold
U.s. Gold

Spectrum (1)
Spectrum (4)
Spectrum (3)
Spectrum (2)
Spectrum (8)
CBM 64 (-)

Spectrum (-}
Spectrum (5)
CBM 64 (6)

CEM 64 (9)

2 JetSet willy

3 Beach Head

4 Monty Mole

5 Combat Lynx

6 Summer Games
7 PyJamarama

8 Kokotonl WiIf
9 Zaxxon
10 Spitfire Ace

3 Twin
Kingdom Valley

4 American
Football

5 Hampstead
6 Deus ex Machina

7 American
Football

7 All or Nothing
9 Star Trader
10 World Cup
Football

Bug-Byte

Mind Games
Meibourne Hse
Automata

Spectrum (4)
Spectrum (6)
Spectrum (5)

CEM 64 (B)
Spectrum (9}
CBM 64 (10}

Mind Games
Abbex
Bug-Byte

Artic

CBM 64 (7)

Pie
*

Compiled with the assistance of Britain’s leading software distributors,

SPECTRUM

1 Daley Thompsons
Decathion Ocean (1)

2Travel with
Trashman New Generation (-}
3Lords of Midnight Beyond (-
4Tormado Low Level Vortex (100
Scavelon Ocean ()
6 Dark Star Crystal (-}
7Valkyrie 17 Palace (-)
= Scuba Dive Martech (-}
SMatchpoint Sinclair (6)

10Full Throttie Micromega ()

COMMNODORE 6%

1Football Manager Addictive Games (-

2Flight Path 737 Anirog ()

3Trollle Wallle interceptor (-}

AKensington Lelsure Genlus ()

5Psytron Beyond (-)

6Sherlock Melbourne Hse (1)

7 Cluedo Leisure Genlus ()

8international

soccer

9Fort Apocalypse

105pitfire Ace

CBM (-}
Centresoft ()
Centresoft (-)

1 Hunchback
25krambile

= MrDig

4chuckie Egg
SCuthbert In Space
GKriegsplel
7Dragon Chess

8RIng of Darkness
9Sprite Magic
= Sprint

including: Pinnacle, SDL, PCE, Websters, PCS and Software Centre.

| pRAGON 52 |

Ocean (1)
Microdeal (2)
Microdeal (4)
A&FB)
Microdeal (3)
Beyond (5)

Dasis Software (-)
Wintersoft (7)
Knight (-}

Dasls (9)

Vic=-20
1Flight 015 Cralg Commun (3)

2Perlis of Willy S Projects (-
3Duck Shoot Mastertronic (2)

BBC

1Football Manager Addictive Games (-)
2s5crabble Lelsure Genlus (3)

4Computer War
= Max

6Wizard and the
Princess

7Phantom Attack
8Jet Pac
95nooker

Creatlve Sparks ()
Anirog (4)

Melbourne Hse (-)
Mastertronic (8)
Ultimate (9)
Visions (5)

Beau Jolly (-}

3Frak

acastie of Gems
SElite

GRubble Trouble

7Mini Office
8Ghouls
9Kilier Gorllla
= Jet Pac

Aardvark (5)

MRM (4)
Acornsoft (-}
Micropower (-}
Database (7}
Micropower (-}
Precision Micro (9)
Uitimate (1)

1 Black Crystal

2Krazy Kong

3Invaders

4Hopper

SPlanet Raider

6 Toolkit

7 Krypton Ordeal

8walk the Plank

9cChess il
10Esplonage Island

Ccompiled by W. H. Smith and Websters. Figures in brackets are last week’s positions.

PS5(2)
PsS5(1)
Quicksliva (3)
PS5(3)

Novus (3)
Sinclair (9)
Novus (6)
Novus(7)
Artic (10
Sinciair (8)




ATARI PROGRAM

Change the

This fast-moving arcade game stars you changing colours of

the pyramid. Watch out, though — Coily the snake is
By Gareth Wakefield

out to get you!

In this fast-moving arcade game
you play the part of HCWbert,
a funny looking creature with a
long nose.

Your task is to change the

colour of every cube of the

pyramid shown on the screen.
The most frustrating thing, p
your enemy who comes in
shape of a snake called Coily.
He has a habit of changing the
cubes back to their original
colour. There is also asghball
rolling down the p ; nid
only on the colouredicl

If you have to Jump off 1
pyramid then you must start, {he
whole process again.

If you.press the EIRE buft
then it will paj M
pressing STA&
OPTION durfng:“&‘ e
abort it.

- Wn‘; es
Xﬂ%ﬂ? S bf HCWhbert
B cosgrdinates of snake
(.T.D cvordinatcs of ball

fiting up UDG
‘Cubes coloured
‘lflluc uf HCW

800-805  subroutine to print
HCWhbert

810-815  subroutine to print
score

820-825 subroutine to print
snake

840-845 subroutine to print ball

850-860 subroutine to pause
game

1050-1075 move snake down

right

1100-1125 move snake down
left

2000-2270 bonus and tune for
completed pyramid

'] 2800-2835 killed by ball

2900-2960 killed by snake

3000-3075 fall off pyramid

3100-3370  game over, title
screen, instructions

far uscr de ed characters,, q‘_h

line being ol % 8 ch

POSITION selééts@ plage
the Sereen g 10 the co-
ordinates- [ g it R

POSITION 5] |
LOCATE retrieves data slufgg‘
at a specific screen locatig

name e.g. LOCATE 5,9,PP.

luminence of the chosen colour
register e.g. SETCOLOUR
1,6,10 sets register 1 to hue 6 and
luminence 10.

which is then put in a variable || | 650-700
| | 700-725
SETCOLOUR sets the hue and |

M
155 rcdcﬁneohuim s
e
15, mober ol
3164 ] Ch;g?:akt €Oo- nlﬁn-

£ _ 0
5{}5 515 “small sound snbmul.'inc
53&53&"@\{& ball left_ 4

572 ball ri
ke

move
m
right

115-150 move HCWberl down
feft

750-775 mave HCWbert up right

T715-795 move HCWhbert up left

bBut av

the sna
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= e T e s e e S SR R LN s e
ATARI PR

1 REM ##### HCWBERT ##aaas 532 IF PP=147 THEN 470

2 REM #% BY B.WAKEFIELD ## 534 C=C+1:D=D+1:6805UB B4@

3 REM #xasune 1986 #rutess 53& POSITION C-1,D-1:PRINT #&;CHRS (42)

1@ BRAPHICS @i1HI=@ 538 6070 s@e

15 PA=(PEEK (742) ) #256-512: PB=PA 565 IF PA=3 OR P@=4 OR PA=5 DR P@=4 THEN 2800

2@ FOR J=0 TO 23:POKE PA+J,@:NEXT J 567 IF PR=1&7 THEN 470

2% PA=PA+1&61FOR X=1 TO 23 549 C=C-1:D=D+1:B0SUB B4@

30 PA=PA+B 570 POSITION C+1,D-1:PRINT #&;CHRS$(42)

35 FOR J=@ TO 7:READ DiPOKE PA+J,DiNEXT J 572 BOTO See

4@ NEXT X 402 LOCATE A+1,B-1,PP

5@ DATA 115,255,238,252,248,120,40,60 602 IF PP=3 OR PP=4 DR PP=5 OR PP=& THEN 2900

55 DATA 206,255,111,63,31,30,20,40 612 A=A+1:1B=B-1

60 DATA 112,248,236,254,25%5, 123,408,460 615 IF PP=42 THEN COUNT=COUNT-1:SC=SC-25

&% DATA 14,31,55,127,255,222,20,60 4625 BOSUB B2@:POSITION A-1,B+1:PRINT #&;CHR#(41):6
7@ DATA 248,100,138,50,56,60,546,40 0T0 430

75 DATA &0,124,243,247,255,255,124,60 645 RETURN

B0 DATA 24,36,66,129,129,195,165,153 ‘ &5@ LOCATE A-1,B-1,PP

B85 DATA 24,60,126,255,255,255,189,153 455 IF PP=3 OR PP=4 DR PP=5 OR PP=& THEN 2920

99 DATA 145,145,145,145,145,82,52,24 665 A=A-1;B=B-1 3

92 DATA 73,42,0,99,0,42,73,0 67@ IF PP=42 THEN COUNT=COUNT-1:SC=8C-25

95 DATA 9,0,238,136,232,40,238,0 475 BOSUB B20:POSITION A+1,B+1:PRINT #$&6jCHR$(41):6
10@ DATA @,0,238,170,172,170,234,0 oTO 430

185 DATA 0,B,224,128,224,128,224,0 700 LOCATE X+1,Y+1,PP

110 DATA 0,60,182,102,1256,126,126,60 705 IF PP<>41 AND PP<>42 THEN 3000

115 DATA @,120,248,24,24,24,126,126 710 XmX+1sY=Y+1

120 DATA @,124,252,12,24,48,124,126 715 IF PP=41 THEN SC=SC+25: COUNT=COUNT+1

125 DATA @,124,254,6,60,56,254,124 72@ MOVE=S5:B0SUB 80@:1POSITION X-1,Y-11PRINT #&;CHR
130 DATA @,192,204,204,254,12,12,12 $(42) 160TO 453

135 DATA @,252,192,192,252,b,6,252 725 LOCATE X-1,Y+1,PP

140 DATA @,24,48,96,252,204,206,124 738 IF PP<>41 AND PP<>42 THEN 3200

145 DATA @,126,126,12,12,24,24,24 735 X=mX—13YmY+1

150 DATA @,6@,78,110,40,78,110,60 740 IF PP=41 THEN SC=SC+25: COUNT=COUNT+1

155 DATA 0,460,78,110,62,6,4,6 745 MOVE=&:BOSUB B802:POSITION X+1,Y-1:PRINT #&;CHR
17@ GOTO 3200 $(42) :B0TO 453

200 SC=P:LE=2:LI=3 750 LOCATE X+1,Y-1,PP

205 BRAPHICS 2+16 755 IF PP<>41 AND PP<>42 THEN 3022

215 POKE 756, INT (PB/256) 740 XwmX+1gYmy-1

250 ? #6;")":1SETCOLOR 4,7,14:SETCOLOR @,LE,1@:8ETC 765 IF PP=41 THEN SC=SC+2%5:COUNT=COUNT+1

OLOR 1,3,6:8ETCOLOR 2,6,2:SETCOLOR 3,12,10 77@ MOVE=3:B0SUB B@@:POSITION X—1,Y+1:PRINT #&;CHR
26@ N=2:V=0:COUNT=@ $(42)160TD 453

265 FOR T=9-V TO 9+V STEP 2 775 LOCATE X-1,Y-1,PP

27@ POSITION T,N:? #&6;CHR$(41)aNEXT T 780 IF PP<>41 AND PP<>42 THEN 3000

275 Vmi+11 NuN+1 785 X=X-13Y=Y-1

28@ IF V=8 THEN 320 798 IF PP=41 THEN SC=SC+253 COUNT=COUNT+1

285 BOTO 265 795 MOVE=4:B0SUE B@@:POSITION X+1,Y+1:PRINT #&;CHR
300 N=3:V=0 #(42) :B0TD 453

385 FOR T=9-V TO 9+V STEP 2 880 POSITION X,Y:PRINT #&;CHRS (MOVE)

310 POSITION T,N:? #6;CHR$(43) sNEXT T 882 IF COUNT>33 THEN 2000

315 V=V+1:N=N+1 B85 RETURN

320 IF V=7 THEN 35@ 812 POSITION 1,@:PRINT #&;"-./ “;SC

325 BOTO 3B5 815 RETURN

350 X=9:Y=2 820 POSITION A,B:iPRINT #&;CHR$(147)

355 A=3:B=8:C=%:D=2: QU=0: JI=0 825 RETURN

356 FOR @=15 TO 15+(LI-2):POSITION Q@,1:PRINT #&;CH 842 POSITION C,D:PRINT #&;CHRS (136)

R$(4) ; sNEXT G:PRINT #&;" B4%5 RETURN

357 IF LI=1 THEN POSITION 15,1:PRINT #&;" " 85@ SOUND 1,126,10,15:FOR T=1 TO S@:NEXT T:SOUND 1
360 MOVE=S:B0SUB B@@:G0SUB B820:B0SUB 810:60T0 430 ,8,0,08

345 BOSUB 810 855 IF STRIG(@)=@ THEN SOUND 1,126,1@,15:FOR T=1 T
370 IF INT(RND(@)#LE)+1=2 THEN 43@ 0 S@:NEXT T:SOUND 1,@,@,8:RETURN

420 IF X>A AND Y<BE THEN &@20 B840 BOTO BSS

425 IF X<A AND Y<B THEN &5@ 1@5@ LOCATE A+1,B+1,PP

41@ IF X>A AND Y>B THEN 105@ 1255 IF PP=3 OR PP=4 DR PP=5 DR PP=& THEN 2920
415 IF X<A AND Y<B THEN 1100 1065 A=A+11B=B+1

430 IF PEEK(S53279)<>7 THEN 3120 1878 IF PP=42 THEN COUNT=COUNT-1:SC=SC-25

431 IF COUNT>2 THEN GOSUE B4@ 1075 BOSUB B2@:POSITION A-1,B-1:PRINT #&;CHR$(41):
432 IF STRIG(@)=@ THEN GOSUB BS5@ 80TO 438

434 IF STICK(@)=5 THEN BOSUB 5@5:80T0 700 110@ LOCATE A-1,B+1,PP

435 IF STICK(@)=9 THEN GOSUE S@5:80T0 725 1125 IF PP=3 OR PP=4 OR PP=5 DR PP=4& THEN 2922
440 IF STICK(@)=4 THEN BOSUB S@5:60T0 750 1115 A=A—13B=B+1

445 IF STICK(@)=1@ THEN BGOSUB S@5:80T0 775 1128 IF PP=42 THEN COUNT=COUNT-1:SC=SC-25

450 IF COUNT<S OR QU< (20/LE) THEN QU=QU+1:GOSUB B1 1125 BOSUB B820:POSITION A+1,B-1:1PRINT #&jCHR#(41):
2:80TO 430 BOTO 432

451 J1=1 2000 POSITION X,Y:PRINT #&;CHRS (42) 1RESTORE 2100
453 IF JI=@ THEN GOSUB B81@:60T0 430 2005 READ V:IF V=—1 THEN 2050

455 LOCATE C+1,D+1,PP:LOCATE C-1,D+1,PQ 201@ READ D:SOUND 1,V,10,15

456 IF PP=42 AND PE=42 THEN 520 2015 FOR N=1 TO D:NEXT N:SOUND 1,0,2,0

440 IF PP<>41 AND PP<>32 THEN 530 2020 60TO 2085

4565 IF PR<>41 AND PE<>32 THEN 545 2050 BONUS=LE#*2@

47@ POSITION C,D:PRINT #&jCHR#$(42)1C=%:D=2 2055 FOR T=1 TO BONUS

500 QU=0:60T0 365 2068 SC=SC+10@:B0SUB 810

585 FOR T=32 TO 251 STEP 20 20465 SOUND 1,63,1@,15:SOUND 1,0,0,0

51@ SOUND 1,T,1@,15:NEXT T:SOUND 1,2,0,0 207@ NEXT T:FOR N=1 TO 20@:NEXT N

515 RETURN 20875 IF LE<15 THEN LE=LE+1

52@ L=INT(RND(@)#2)+1 2080 GOTO 205

525 ON L BOTO 530,565 2100 DATA 72,30,63,90,72,30,81,90,72,30,53,38,72,3
532 IF PP=3 OR PP=4 OR PP=5 OR PP=4 THEN 2800 e,81,90,91,15,81,15,72,30,63,30
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2185 DATA 47,30,53,39,48,30,53,38,72,30,81,30,43,1
20,-1

2270 BOTO 3365

2800 POSITION C,D:PRINT #&5CHRS (42) 1 C=X:D=Y: GOSUB
840

28@5 SOUND 1,126,10,15

281@ FOR H=1 TO 25:1NEXT H

2815 SOUND 1,@,8,0:SO0UND 1,251,1@8,15

2820 FOR H=1 TO S@:NEXT HiSOUND 1,0,0,0

2838 POSITION A,BiPRINT #&;CHR$ (41)

2835 BOTO 2950

2980 POSITION A,BiPRINT #&;CHRS (41)1A=X:B=Y:BOSUB
82@

2985 SOUND 1,251,1@,15:FOR H=1 TO 251NEXT H

291@ SOUND 1,0,8,@:SDUND 1,126,18,15:FOR H=1 TO 50
sNEXT HiSOUND 1,0,8,8

2915 POSITION C,DiPRINT #&)CHRS$ (42)

295@ POSITION X,Y:PRINT #&;CHRS$(12)

2955 FOR H=251 TO 45 STEP -18:1SOUND 1,H,1@,15:NEXT
Hi1SOUND 1,0,0,0

2968 BOTD 3180

3200 IF PP=167 THEN 2900

3005 IF PP=13& THEN 2800

3018 PRINT #é5"3"

3915 GOSUB B0@

3828 FOR T=1 TO S:FOR N=3 TO &

3@25 MOVE=N:BGOSUB B@@:FOR H=1 TO SiNEXT H

3838 NEXT N:NEXT T

3835 SO0=40

3248 FOR T=Y TO 11

3245 POSITION X,T:PRINT #&jCHR$(S):POSITION X,T-12
PRINT #&;" *

3@%@ SOUND 1,80,18,15:FOR H=1 TO 1@:NEXT H

3055 SO=S0+20:NEXT T

396@ SOUND 1,08,8,2:POSITION X,1@:PRINT #&;" "
3965 LI=LI-1:1F LI=@ THEN 3120

3@75 6OTO 250

3100 LI=LI-1

31@5 IF LI=@ THEN 3120

311@ GOTO 355

3128 BRAPHICS 2+16:SETCOLOR 4,3,14

3125 POSITION 5,3:1PRINT #6&j "BAME OVER"

3138 IF SC>HI THEN POSITION 4,6:PRINT #&;"YOU ARE
THE":PRINT #&6;* SUPREME NOSER":HI=SC

3135 FOR T=1 TO 20@:1NEXT T

3200 BRAPHICS 2+14:1SETCOLOR 4,2,14

3285 PRINT #é;" HCWBERT"

3210 PRINT #&;* BY G.WAKEFIELD"

3215 PRINT #6:PRINT #6:PRINT #&;"SCORE "jSC

3220 PRINT #é; "HISCORE "jHI

3225 PRINT #&:PRINT #&; "PLAY BAME
3230 PRINT #é; "INSTRUCTIONSLSELECT1"
3240 IF PEEK(53279)=6 THEN 200

3245 IF PEEK(53279)=5 THEN 3300
325@ BOTO 3240

3300 GRAPHICS @:SETCOLOR 2,3,14:SETCOLOR 1,@,5:PO0K

CSTARTI™

E 752,1
33205 7 " @#BERT BY GARETH WAKEFIELD 1984"
3310 ? 3?7 " INSTRUCTIONS"

3315 7 17 " YOU ARE G#BERT,A SMALL CREATURE WITH
A VERY LARGE NOSE.YDUR HOME IS A"

332@ 7 "PYRAMID AND YOUR HOBBY IS CHANGING ALL
THE SGUARES ON THE PYRAMID INTD"

3325 ? "A DIFFERENT COLOUR.WHEN YOU JUMP ON A SQUA
RE IT WILL CHANBE COLOUR."

3330 7 " UNFORTUNATELY COILY THE SNAKE ALSO LIVE
8 ON THE PYRAMID AND HIS HOBBY"

3335 7 "IS CHASING Q#BERTS AND EATING THEM. HE W
ILL ALBO CHANGE THE SQUARES THAT"

3340 7 "YOU HAVE COLOURED IN BACK INTO THEIR ORIG
INAL COLOUR.WATCH OUT ALSO FOR A"

3345 7 "BALL THAT ROLLS DOWN THE PYRAMID.IF You
JUMP OFF THE PYRAMID YOU LOSE A "

3I35@ 7 “LIFE AND MUST BEBIN TO COLOUR THE PYRA
MID FROM THE BEGINNING AGAIN!'"

3355 7 " WHEN ALL THE SQUARES ARE COLOURED THEN
YOU B0 OFF TO ANOTHER PYRAMID."

3368 7 ™ PRESS START"

3345 IF PEEK(53279)=& THEN POKE 752,@:507T0 200
337@ BOTO 3365

LINKWORD

o o \?ﬁ
POPI S

“A quick way of learning - quicker
than the printed page”.
Mike McCann, Your Computer.

“It took 12 hours to teach a regime that
would normally take 40 hours”.

Peter Marsh, Training Manager,
Thomson Holidays.

“Vivid mental images are used as
unforgettable memory joggers”.
Jane Bird, Sunday Times.

“Before you know it, you are “We found the course great fun and at

constructing your own sentences”. the end a surprisingly large amount
Mike MeCann. Your Computer had sunk in",
Which Micro?
“Even a confirmed look - out of the
windower like me found “Undoubtedly the link 1

concentrating on the course very  are the most interesting, most

enjoyable , . . of those considered”.

Sally Clark. Computer Choice jon Chambers, Next
“The vocabulary sticks in your mind
effortlessly”. “An outst
Sally Clark, Computer Choice. Personal Computer World.
FOR SCHOOLWORK FOR BUSINESS
FOR HOLIDAYS FOR ALL AGES
Linkword Language Courses are published on
Machine Publisher Machine Publisher
B.B.C.(B) .Acornsoft Amstrad Protek
Sirius ACT. Spectrum  Silversoft
Apricot’ ACT. C.BM.64  Audiogenic
Apple ACT. Vic 20 Audiogenic
IBM.PC. ACT Oric Tansoft
QL Protek Electron Acornsoft
All versions contain a programme
an audio tape and glossary.
(Prices from £12.95)
Versions available from

Boots, Smiths and leading retailers.

For further information write to:
Linkword, 41 Walter Road, Swansea.
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Spirit of the
Stones
CBM 64 £14.99

Commodore, 1 Hunter's Way,
Weldon, Corby, Northants
NN17 1QX

Spirit of the Stones is a program
and 37-page book which tells the
story of a hidden treasure and
contains clues to locating its
whereabouts on the Isle of
Wight, The inclusion of the book
presumably justifies the high
price.

The program is a mixture of a
treasure hunt and arcade action.
You wander round the Isle of
Wight in search of 40 single
diamonds and one large one.
There are 21 locations and the
inside of each location is like a
new level in an arcade game. You
have to avoid evil spirits, climb
ladders, jump over gaps elc. to

RoIlf Harris’
Picture Builder
CBM 64 £9.95

Commodore, 675 Ajax Ave,
Slough Trading Est, Slough,
Berks SL1 4BG

This package consists of two
cassettes; the Picture Builder
program, and a selection of
i produced with it.
all of the sample ®
Lllpictures was a time-consuming
procedure — three of them are |
shown on the packaging. Surely
it would have been easier to show?
them all leaving out the second,
1ape.

The sample pictures give you a
good idea of what can be
achieved if you have patience
and skill. They are block
graphics pictures, half produced
with the CBM character set and
half with a special set contained
in the program. The CBM
i are better than

portrait of Rolf, for instance —
are barely recognisable.

The pictures are drawn with a
joystick, by selecting a colour
:and a character from those
gshown on the screen. Then you
move the cursor to the required
position and press the fire
ibutton. The procedure is simple,
my children managed to produce
some patterns,
pictures,

k

though not’

for

Instructions
\saving the finished pictures on
)'tape or disc, and for re-loading
them with or without the original
M.N.

are given

j

seek out the diamonds or clues.

Throughout the game your
strength is weakened by attacks
from creatures on the island and
in the buildings, and you have
only a limited time.

Apart from the enjoyment of
the game, on solving the clues
you can write in and claim
against a prize fund.

I found the arcade-type
situations quite enjoyable but I
would need to be very dedicated
to bother solving the clues. The
music, while good, is annoying
after a time. Verdict: too dear if

you want an action game. L.C.
instructions T0%
playability 60%
graphics T0%

value for money 50%a

W
- -
Pick and miXx Q’”’

Jasper
48K Spectrum
£6.95

Micromega, 230-236 Lavender
Hill, London SW11 ILE

Jasper the mouse must walk,
jump and swing his way through
22 screens fraught with danger,
to find the key to his house and
eventual safety within, There’s a
lot more to it than you first
think, since there is a problem
solving/adventure element in-
volved.

Jasper can pick up and hold up
to five objects, which can be used

later. If you do not plan
carefully, you may have to trek
back to previous location to

collect a much needed object.
The cassette has a demo mode
which allows you to view all the
screens in turn. 1 was so
captivated by the superb
animation

Choose something from this
mixed bunch of new titles.
There's something for
everyone

Micro Power, Sheepscar Hse,
Sheepscar St South, Leeds LS7
1AD

This is a quiz type program on
the theme of Europe that might
appeal to the parent who believes
the micro has a reputation to live

up to at home. I would be
disturbed to find it being
seriously used at school as it

attempts to cover a lot of ground
in a superficial way.

The program uses a multiple
choice format colourfully
presented at the bottom of a high
resolution map of Europe. A
flashing cursor points to the part
in question and asks you to
identify it in the first instance.
Questions are asked about 34
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countries. There are five levels of
difficulty which affect the time
allowed to answer rather than the
nature of the question. Marks
are given as a percentage on
request or at the end of a round
of 40 questions.

The program covers such areas
as capital cities, industries,
famous persons, currency and
population. It seemed very
repetitive and limited in scope
even though the database may be
extensive,

There is also the problem of
slow loading time: the instruc-
tions, data and screen each load
separately. M.P.

instructions 100%
case of use 100%
graphics 30%
value for money 30%

nnd__flicker free.
N

A

sprites, I found this entertain-
ment enough, without bothering
to play the game. The movement
of animals, throughout is first
class. It is so accurately
observed, 1 wondered whether a
zoologist had written the
programme.

When you finally obtain the
key I think your troubles are only
about to begin, since Jasper's
house is located under an active
volcano puffing out red-hot balls
of lava. -

It's well worth releasing the
moths from your wallet for this

one. M.B.
instructions 0%
playability 90%
graphics 100%
value for money 92%

* k k Kk k

1 AT AL

interdictor
Pilot
CBM 64 £17.95

Supersoft, Hse,
Canning Wealdstone,

Winchester
Rd,

If you are looking for a gentle
introduction to flight simulators,
then you had better keep looking
— this new space flight simulator
is dauntingly complex.

It comes with a 48 page

instruction manual, which goes
into great detail about the theory
behind the spacecraft and its
«j weaponry, the various types of

craft you are likely to meet, and

susceptibility and interpretation
of the instruments and displays.

However, such basic points as
how to load and run
program, and
combinations of keys you need,
are dealt with sketchily if at all.

You cannot, as | discovered,
simply flick through the manual
while the program loads. Unlike
most CBM 64 tapes these days, it
doesn't fast-load. You can't
hope to pick up what to do as
you go along. This program
requires a considerable

get anything out of it.
This is one for the real
enthusiast and if, unlike me, you

are sufficiently enthusiastic
about similators to -spend this
much money on one, you may
well find it a good buy. M.N.
instructions 60
playability 50%
graphics T0%
value for money 40%,

the working principles, damage

investment of time if vou are to§

thej
which kg

I



COMPETITION

Win Death Star
Interceptor, plus
a matching poster

System 3

Software

CBM 64 and Spectrum 48K owners

have a

eat chance to win

software and a poster from System 3

IN THIS week’s competition
30 people will win a great prize
package from System 3
Software. The package con-
sists of a copy of System 3’s
chart bestseller Death Star
Interceptor for the Com-
modore 64 priced at £9.99 or
Spectrum 48K priced at£7.95.
There’s also a matching poster
worth £3.50.

System 3 is a fairly new software
company, formed only last February.
Death Star Interceptor is System 3's
first release and there are plenty more
on the way. A Spectrum version of
Deathstar Interceptor is due out on
12th November and on the same da
three brand new American games wil
be launched, all at £7.95.

The three new games are called
Motocross, Suicide Strike and Juice,
all for the Commodore 64. System 3
intend to convert all their titles for the
Spectrum, Amstrad and MSX.

Death Star Interceptor is a classic

space game. Set in 4021 A.D., it tells
the tale of the dreadful threat to the
existence of the earth from the evil

ands.

Earth has refused to supply any
more slaves to work in the terrible Aix
mines. The life expectancy of anyone
condemnedtothisfateisonly fivedays.
Now the Ardand Empire is taking
revenge on the revolutionary people of
earth and sending one of its Death Stars
to obliterate the planet.

There is only one way to prevent the
destruction of the earth. A single
earth pilot must penetrate the Death
Star's defence of forcefields, laser
turrets and fighter craft and score a
direct hit on the reactor’s exhaust part
at the heart of the star. If the fighter
succeeds, the reactor will go nova tak-
ing the entire Death Star with it.

ou are the fighter pilot who has
been mzsned to this dangerous
mission you must not fail.

The competition is one of our regular
spot the difference type of puzzles so
the format should be familiar, Hurry up
mdpu:‘&en to paperif you wantto save
the world.

How to enter
Study the two cartoons — there are a num-
ber of differences between them. Circle the
differences on cartoon B and seal the car-
toon and coupon in an envelope. Write
clearly the number of differences you found
on the back of the envelope.

Post your entry to Deathstar Competi-
tion, Home Computing Weekly, No. 1
Golden Square, London W1R 3
close at first post on Friday November

. Entries

Important: Please follow carefully the
Ak 7 ing— i 1
coupons and entries in envelopes with no
numbers on the back cannotbe considered. If

uare a winner, the coupon willbe used asa
abel to send your prize so clear writing is
essential.

The rules

Entries will not be acce; from employees
of Argus Specialist Pum?;dalions. System 3
ot LU ATl P

23rd 1984, ons,
Youmay enteras many times as you wish, | This restriction also applies to employees’
but each entry must on an official | families and sfms of the companies.
coupon — not a copy — and sealed in a The How to Enter section forms partofthe
separate envelope. rules,
| Death Star Competition
Entry Coupon
Name
Address
post code
Number of differ found
Type of computer
Complete clearly and tully — if you are a prizewinner this will act as a label. Post to: Death Star

Competition, Home Computing Weekly, No. 1 Golden Square, London W IR 3AB. Closing
date: first post, Friday 16 November 1984, Don't forget to follow closely the advice in the How o
Enter section, including writing the number of differences on the back of your envelope.
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COMMODORE 64 FEATURE

David Rees
shows you how
to link up your
commodore
with the rest of
the universe

Detecting
the outside
worild

One aspect of the Commodore
64 which is neglected by many
users is its ability to interface
with the outside world. The
major reason for this is
expense: all the modems sold or
the circuits that have been
published in electronic
magazines have been designed
for the user port and cost well
into double figures. They are
useful for control applications,
which make them very worth
while, but for the first time user
or someone starting to learn
about the machine’s facilities,
these interfaces are normally
considered to be a large extra
expense.

The solution may be found

Listing

by looking around the corner of
the computer, at the control
ports. These may be difficult to
use to control the outside world
(the output current is low), but
there is the novelty of receiving
new channels of information.

The first problem is to find
a plug for these ports. Old
joystick or paddle plugs will do,
but they do not connect to all
the pins you will use. Plugs are
almost impossible to buy so I
had to make my own. To make
a simple plug, take nine one-
inch long pieces of thin drinking
straws. Stick them together into
the correct shape by placing
them into one of the ports and
wrapping Sellotape around the
exposed surface (glue can later
be added for rigidity).

4@ HEATH
5@ EMD

166
DATA141,
DATAL
DATAL:
DATAL
DATAZ
DATAHIL
DATAL12E,
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Through each hold thread a
piece of cable with a long length
of exposed wire (Maplins hook
up wire is ideal). Fold the
exposed wire in half, one end
going within the tube for pin
contact, and the other end
being stuck to the outside of the
tube with Sellotape. Make sure
none of the wires touch, and if
contact is faulty put small
pieces of foil or wire inside the
tube. Finally, wrap Sellotape
around the leading edge of the
plug until there is a snug fit
between it and the port.

Next, you must read the
values coming in from the port.
There are two types of inputs:
digital (on or off as with the
joystick) and analogue (a
variable value as produced by a
paddle). Digital signals are
received through pins 0 to 4 and
pin 6 (see the user guide P141)
and are switched when these
pins are connected to pin 8. To
read these values, PEEK
locations 56320 and 56321 (one
byte per port) where the first
five bits of each location give
the five pin values, an on
bit meaning the pin is not
connected.

The analogue ports behave
somewhat differently. To create
signals, connect the analogue
pins (5 and 9) to +5 Volts (pin
7). These pins measure
resistance between themselves
and the power source, so the
value read varies between zero
and 255, and is found at

locations 54297 and 54298 (one
byte per pin).

As you can see, there are four
paddle pins, and only two bytes
to read them with, creating a
problem. This is solved by
location 56320. Bits 6 and 7
determine which port the
resistance data is received from.
However, changing these values
interferes with keyboard
reading, and as values are
received so quickly BASIC is
too slow to be used to read the
last two paddles. Machine code
is needed, and a short routine is
listed here. To run the routine,
use SYS 49152, and the byte
values of the four pins may be
PEEKed from locations 251 to
254 inclusive.

To use the analogue pins you
will need a potentiometer with a
resistance of 470 K ohms. A
three-pin rotary potentiometer
is best (and cheapest!) for initial
experimentation. To use it,
simply connect the centre pin to
one of the outer pins and
connect the two outer pins to
the port as described above.

Now you are ready to open
up a whole new world to your
computer, ranging from quick,
simple uses (e.g. using potentio-
meters to control sprites or
music) to the more diverse
(sensing open windows with a
switch, for fuel saving or as an
alarm). The range of uses is
endless, and all you need is
imagination, programming
sense and some cable.




Orders To:

Melbourne House Publishers
39 Milton Trading Estate
Abingdon, Oxon 0X14 4TD

Correspondence to:
Church Yard

Tring

Hertfordshire HP23 5LU

All Melbourne House cassette software
is unconditionally guaranteed
against malfunction.

Trade enquiries welcome.

[ Please send me your free catalogue.
Please send me:

COMMODORE 64 SOFTWARE

O Zim Sala Bim i
Castle of Terror

[ Commodore 64 Sherlock

[ Commodore £4 Hampstead

0 Commodore &4 The Hobbit

Commodore 64 Classic Adventure .. .
Commodore 64 Hungry Horace
Commodore 64 Horace Goes Skiing
Commodore 64 FORTH

ACOS.+ :

Commodore 64 Penetrator

SPECTRUM SOFTWARE

[ Spectrum Sherlock 48K 3
] Spectrum Hampstead 48K . .
[ Spectrum Sports Hero 48K

7 Spectrum Mugsy 43K

] Spectrum Penetrator 48K

] Spectrum The Hobbit 48K

] HURG. 48K

] Spectrum Classic Adventure 48K
[ Melbourne Draw 48K

[ Abersaft FORTH 48K

[ Sir Lancelot 16K & 48K

BBC SOFTWARE

[J BBC The Hobbit, Model B
[] BBC/Electron Classic Adventure

£9.95
.£9.95

-£1495

£9.95
£14.95
£6.95
£5.95
595
£14.95
£8.95

195

£14.95
£9.95

..£6.95

£6.95
£6.95
£14.95
£14.95
.£6.95
LEBG5
£14.95
£5.95

£14.95
L £6.95

Al versions of ‘The Hobbit' are identical with regard to the adventure
program. Due to memory kmitations. BBL cassette version does not

inciude graphics
£
Please add B0p for post & pack £

TOTAL £

I enclose my [] chegue
[ meney order for E

Please debit my Access card No

Expiry Date
Signature
Name

Address

Posteode

Access orders can be
telephaned throwgh on our
24-hour ansafone (0235) B3 5001

[ Howizs ]

Poan sl mOTHING s
LooE

U tan sie WOt

& SPLCIAl

Zim Sala Bim — a totally new adventure experience!

This program has it all:
* Smooth, arcade-style graphics.

* [Every location brilliantly displayed in 3-dimensional

graphics.

* Murder, mystery and adventure in the malicious

Sultan's kingdom.

* Exciting challenging problems full of variety and

intrigue.

Melbourne House

LooK

e

Zim Sala Bim brings to the Commaodore 64 a new thrilling
experience — you move your character through the
Arabian desert and hopefully the Sultan's seemingly
impenetrable palace by using joystick or cursor controls.
Every object and obstacle is immediately graphically
illustrated, and you will need all your adventuring skills to
overcome the Sultan's evil influence!

Draw your sword and prepare to meet your fate!

s

/
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HOME COMPUTING WEEKLY CLASSIFIED

Lineage:
35p per word

B =

Semi display: £7.10 per single column centimetre
Ring for information on series bookings discounts.
All advertisements in this section must be prepaid.

Advertisements are accepted subject to the terms and
conditions printed on the advertisement rate card (available on request).

 \ 01

-437 0699
EXT 342.

)] Send your requirements to:
Becki Wilson
ASP LTD.
1 Golden Square,
London WIR 3AB

Situations

Vacant

Contract programmers required for
a wide variety of work. A full
agency service is offered and top
fees paid. Please send details of
experience and other relevant
information 1o S.0.S. P.O. Box
138, London E1 9PW

MONITOR OURLIT\" PICTURE

u 5|=
nd SAE
g nputer type to
Solar Computer Products, PO Box 4,
Monmouth, Gwent, NP5 47W
Tel: 0600 860661

fer UE‘ZEI'IE.

EARN MONEY!!!

Selling high quality software to your

friends, shops etc., top games at
bargain prices.
ALL ORIGINALS
TEL: D1-52 58 (EVES AND W'ENDS)

PROGRAMS WANTED
50% bases
We will arrange packing, marketing
and distribution.
S.AE. 1o NCS UK Ltd.,
(Dept HCW), 24 Edward Road,
Walthamstow, London E17 6LU

FILL THIS SPACE
* DON'T FORGET TO

ASK ABOUT SERIES
DISCOUNTS!

Atari: International Club: mail
order only. You can have world
famous cassettes for £6 maximum.
Hurry!! ‘‘Sous-les-vignes'’
CH-1264 Cheserex, Switzerland.

WEEKEND COMPUTER COURSES

Residential {£75) and 1
places are available on
and \l.mh

RE ((485) 70865
10 12 per weekend
50 book now!

DUPLICATION

jbs records
COMPUTER PROGRAMS

REAL-TIME or (Slow) HIGH-SPEED
Professional Cassette Duplication and
Blanks | 1000 +. Computer printed
Cassetie Labels. BBC Disk Duplication
and Unformatied Disks 1 - 500+ . Fasi
security delivery service.

{hs records — a division of
FILTERBOND LTD, 19 Sadiers vl'ag'd
Hertford SG14 D2 0992-5511

ORIC/ATMOS
software library
Over 150 titles. 2 weeks hire £1.
Membership £5. Stamp for list.

Les Wiison (0), 100 Blenheim
Walk, Corby, Northants.

Oric - Atmos - Spectrum Library
free membership two weeks hire £1
s.a.e. to Hire-soft, 113 Broomfield
Road, Marsh, Huddersfield.

COMMODORE 64
Software library
Over 200 titles. 2 weeks hire £1.
Membership £5. Stamp for list.
Les Wilson (C), 100 Blenhelm
walk, Corby, Northants.

To hire a computer from Spectrum
48K upwards, please phone or write
to Business & Computer Services,
294a, Caledonian Rd., London N1
IBA Tel. 01 607 0157

VIC-20/CBM 64 SOFTWARE HIRE
Free membershipl!!

Dozens of titles (e.g. 3D Time Trek,
Pharoah's Tomb) from 60p per
week. Send SAE for your Hirekit to:
Vic-20 Software Hire (HCW), 242 Ransom
Road, Mapperley, Nottingham.

State which machine please.

BBC B/Electron/Dragon software
library — Membership £5.00. —
Tapes 1 (+30p P&P). Stamp for
details. E. Tucker, (H) 58, Blen-
heim Walk, Corby, Northants.

T-Shirts and Sweatshirts
Spectrum Invader
I'm User Friendly
Have you seen my Peripherals?
Zap 'em Monster Games
Role players do it in dungeons
100% cotton T-shirts in white or sky
£3.50 each inclusive
Poly-cotion Sweatshirts in grey £5.99 cach
inclusive, small, medium, large and
extra large sizes,

Mail Order only from:

One Per Cent Screens, Unit 12, Star Lane
Estate, Great Wakering, Essex.

ORIC

Account book — Personal Finance :lactap,c

Picture Book — Colourful spelling pnmc !‘m
young children
Story Book — Challenging game 1o nlnv]orl
reading skills 4,
Available for Oric | or Atmos
HCW review & & % W
For details phone 0923 53482 or
write to:— SOFTBACKS (dept HCW)
FREEPOST, WATFORD, WD1 8FP

TI-99/4A SOFTWARE
ROBACTIVE — You control a robot in
a mine, must collect barrel of
uranlum, avoiding varlous hazards.
ROBACTIVE — 100% extended basic.
Requires joystick. Only available by
mail order.

Send cheque/P.0. for £6.00
including p +p to:
ABSOLUTE, 8 Chapel Lane,
Houghton, Cambs. PE17 2AY

Software
Applications

Speedy load: Halve your waiting
time! This short program lets you
SAVE/LOAD at 3000 baud. Easy
to use. Cassette (48K) £2.95. Ness
Micro System, Main St., Muir of
Ord, Ross-shire.

SOFTWARE
GAMES

SOFTWARE BARGAINS!!!

COMMODORE &4 SPECTRUM
Lgnd Valhalla £9.90 [.Thomp.Dec £4.90

Macbeth £12.90 Manic Miner 4,50
D.Thomp.Dec £5.50 Lgnd Valhalla £9.90
Zaxxon £71.90 Thorile £4.90
Blackhawk £6.50 Fiball Mngr E5.25)
Hunchback  £4.90 Lords of Mid. £6.90
Flight Pth 737 £5.50 Jet Set Willy  £4.30
Nato Cmdo.. £7.90 Hunchback  £4.90
3D Time Trek £4.50 Black Crystal £5.90
Strip Poker  £7.90 Monty Mole  £5.30
Evil Death £5.50 Blackhawk £5.90|
Rock 'nRoll  £1.530

50 games on one chssetle £7.90|

Mail orders only. S.A.E. for full price list.
POs/cheques to
NCS UK Lud.,
(Dept HCW), 24 Edward Road,
Walthamstow, London E17 6LU

[ SPECTRUM 48K
UPPER SCHOOL ADVENTURE

A new textural adventure game, the intrepld

success seeking exam candidate. Can you

make the grade? £4.95 from B Jackson, 21

Rowan Way, New Balderton, Newark,
MNotis NG24 JJ\L Like 1o see your work
published? S.A.F

Fﬂl! SALE

Clearance sale on Commodore,
Dragon and Spectrum software.
For list: Sunrise Software, 25
Gaitside Drive, Aberdeen ABl 7TBH
Phone (0224) 37348,

BOOK THIS SPACE NOW!

RING 01-437-0699

by the Law of Copyrigh
1s Lid and any reproductio

ticles, plans, drawings and programs

T
e Moonbase 5 i
YOU WONT BELIEVE THE TEXAS CAN RUN
THS FAST, THREE ACTION PACKED ALIEN
ZAPPING GAMES IN ONEyy, g1.00 ind

Fawcett Software saermr
61 HOWDALE ROAD ,HULL. LIST

MW

SOFTWARE AGENTS

If you are a good programmer you probab}y need an
agent. Call Bath 60717 or write to:
6 Quarry Rock Gardens, Claverton Down Road
Bath, Avon BA2 6EF

and all copyright and all other intellectual property. nights therein belong to Argus
| property rights and by virtue of international copyright conventions arc
juires the prior written consent of the company

SSNO26-49491
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[ . unEx Texas T!ggffo&‘
e
£2:95 incl pp
Fawceft Software

61 Howdale Rd, HULL.

SAE for
L fudl list

PUBLISHER WANTED

3D computer game for a Spectrum
48K for sale. There are 10 levels and
112 colours through 64 different
shapes. It is all 3D and machine code.
Phone Mr Farhang-Mehr 01-354-1584
to make an appointment for demon-
stration and its details.

— TI-99/4A SOFTWARE—

Any three fantastic games for only
£5. 39 titles to choose from.
For full list 5.AE. 10:
BINBROOK SOFTWARE,
88 Cotterdale, Sutton Park,

TI-99/4A

Software
TEXAS TI-99/4A — ]

ALL THESE GREAT GAMES FOR YOUR
TI-99/4A COMPUTER ARE IN Ti BASIC,
HAVE FULL GRAPHICS AND A HALL OF

FAME. PRICES INCLUDE P +P.
Cassette 1 Boozy Blii/Diggit........ E4.50
Cass. 2 Galaxios/Alien Madness...E4.50
Cassette 3 Oil Panic/ Jet Plane.....E4.50

Make all cheques/POs payable to:—
MRJ, 64 Reva Road, Broodgreen,
Liverpool L14 6UB

Hull HU7 4AE

DISCOUNT SOFTWARE

US GOLD SPECTRUM
Commodore 84 War of Worlds £6.45
Kosmic Kanga .£5.25
Full Throttle ...£5.95
Trashman ...... £5.25
Gilligans Gold .£5.25
Frank N Stein. . £5.25

Frbddn Fores: .£7.75
Aztec Chllnge..£7.75
Slinky .veovenrn . £7.75
Cvrns Khafta [‘ 'I‘

Baule Zone.....£6.75
Danger Mouse £5.95
Snokie. TLL...ovsersren £5.25

Wrath Magra.£10.75
All games tested for loading prior to
despatch. Cheques/PO's to:—
MAILCENTA (HCW)
38 Alder Road, Belper,
Derbyshire DES 1LP

- New Software Publisher Needs-
Your Spectrum Masterpiece.

Send tape plus S.ALE. 1o
D. J. WEST

16 STEMP STRFFT
SHEFFIELD S11 8BE

WANTED — PROGRAMS!!
Have you written any original, high
standard arcade/educational games? If you
have, and you are finding it hard 1o break
into the market, then send your games 1o
us, and we will arrange marketing and

distribution or you. Mark it:

FAQ  Gregory Bartlett, Big Thinker
Disiribution, High View, Somerton HHI,
Langpori, Somersel.  Tel: Somerton 73748,

TED

[~ MICRO SOFTWARE ——
MICRO PRICES

Spectrum Commodore 64
Moonsweeper  5.65 D.T.Decath 5,65
D.T.Decath 4.99  Fiball Mngr 5
Ftball Mngr 5.15 ZagaMission 5.75

Also books and sccessories
SAE for full lists: State your micro

POSTELL MAIL ORDER

(HCW), 11 Bilboe Road
Bilston, ui Midlands WV14 8EE

Original Amstrad CPC 464 basic
programs. We particularly want
games of about the standard of
magazine listings. Write with full
details and tape — no listings, please
Write in confidence to: Amstrad
Basic Programs (HCW), 23 Egerton Rd

5th, Choriton, Manchester M21 1YP

WANT TO BUY, SELL, SWOP?

PHONE BECKI ON
01-437-0699

CLASSIFIED
ADVERTISEMENT —

NATIONWIDE SHOPS & DEALERS

S

1ERSET

N\ Z
= PHOENIX =

w SOFTWARE w»
CENTRE

MAIL ORDER SOFTWARE
BBC SPECTRUM ETC.
Phoenix Software Centre
88 Huish, Yeovil, Somerset
Tol: 0936 21724

RAINBOW
COMPUTER CENTRE

Massive range of software in stock
for BBC, COM &4, V 3
SPECTRUM, DRAGON,
ELECTRON, ZX81.
Huge stocks of peripherals
(Jowsticks, Interfaces, Cassetie units,
Paddles. Introduction series,
Reference Guides etc).
Open Monday-Sunday 9am-8pm
Any visa accepted
For the largest selection of hardware
and software in the area contact:
VICTORIA ROAD, YEOVIL, SOMERSET
TEL: 0935 26678

CLASSIFIED —RING

01-437 0699

DO YOU OFFER A REPAIR
SERVICE? WHY NOT
ADVERTISE IN OUR

REPAIRS 'N’' SPARES
REGISTER.
PHONE 01 437 0699
FOR DETAILS.

MICRO-SERY

The home computer repair specialist
in Scotland

BBC, SPECTRUM, VIC-20 AND ALL
PERIPHER. .

WARRANTY OF
UNIT 4, [)enn\ “orhpucc
Denny, Scotland, FK6 6DW.

Tel: Denny (0324) 823468

Tel: 01-437 0699
Name

Address

Tei. No. (Day)

k]
VLA
-—

[ SRR B |
o o s !
'? 18 |9 |
[ e ) 3 2 ]
e | ]

Please place my advert in Home Computing Weekly for
Please indicate number of insertions required.

weeks.

ONLY 35p per word (minimum charge 15 words)
CLASSIFIED DEPT., HOME COMPUTING WEEKLY,
1 Golden Square, London WIR 3AB

.~

Commodore repairs. By Commo-
dore approved engineers. Repair
prices — VIC-20 modulators £6.50,
VIC-20 from £14.50, CBM 64 from
£18.00, C2N from £7.00, printers,
disk, etc. For more details write or
tel. G.C. Bunce & Son. 36 Burling-
ton Road, Burnham, Bucks SLI
TBQ. Tel: (06286) 61696.

— HEMEL COMPUTER™]
CENTRE LTD.

For fast reliable repair service
of your SPECTRUM, BBC,
DRAGON, ATARI and
COMMODORE computers. e.g.
Send your 16/48K Spectrum to
us and we will repair and return
it for £20 + £1.60 p&p.
Hemel Computer Centre Lid.,
52 High St., Hemel Hempstead,
Herts HP1 3AF.

Tel: 0442 212436
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REPAIRS ‘N’ SPARES REGISTER

Repairs — ZX81 — Spectrum. Fast,
reliable repairs by experienced
engineers, having serviced Sinclair
computers since the introduction of
the ZX80. Our price is inclusive of
all parts, labour, postage and VAT
irrespective of ‘fault. *No hidden
charges. *While-you-wait service
available. Spectrum £18.75. ZX8I
£11.50. 16K Ram £9.95. Call or
send with cheque or P.O. to:
T V Services of Cambridge Ltd,
French's Road. Cambridge CB4
INP. Tel (0223) 311371.

We offer repairs and spares*
for Sinclair, Commodore,
Atari and all other makes.
Part exchange and second

hand computer services
available.

STATION ELECTRICAL, Coastal
Rd, Hestbank, Lancaster LA2

' 6HN TEL: 0524 824519

* WANTED x
BUYERS FOR THIS SPACE

OFFERS TO BECKI ON
01-437-0699




COMMODORE 64 BIZARRE ACTION

METAGALACTIC LLAMAS
BATTLE AT THE EDGE OF TIME

ALSO CBM 64

et i AT e e Y= TR

g .' 49 MOUNT PLEASANT TADLEY BASINGSTOKE HANTS



Tired of games that have only
a few screens or force you to follow strict levels?
Well despair no more!! In Time Bandit, you virtually create your
own game! You can choose from “twenty” places throughout the
game, with more than “fifteen” distinct variations and levels of
difficulty in each place; this means over 300 different variations!!
You must use the “Time-Gates” to travel to each of the 3 different
Worlds of Time, each containing a multitude of colourful and unique
adventuring areas. Visit the medieval Dungeons of Fantasy World.
recapture the days of yesteryear in Western World, and reach for the
Stars in Future World. Do battle with the Evil Guardians,
Looking Lurkers, Angry Almo, and the Killer Smurphs!!
Find the keys and escape with the treasures of time.

-n Crisp Graphics, Full Colour Animation, Great Sound,

\ 300 Screens and 100% machine code;
“ its all Here!!!

Requires 1 Joystick

Tandy colour version requires 32K non-extended basic and is available only a fani!yétores.

Mail Order Sales from ~ - Dealers Contact
Microdeal Mail Order 41 Truro Rd, ~ £ 8\ ° MICRODEAL DISTRIBUTION

St. Austell Comwall PL25 5JE . 0726 73456
1 — TIGER TRADER 0925 55222
Credit Card Sales FTY (™= G0 ¥ &3 S A, TWANG WHOLESALE 0734 580200
Phone 0726 73456  WFECAL - -

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

m

Stores






