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Welcome 10 yYour new,
improved Home Computing
Weekly. You'll find all vour
[avourite features — plus a
whole host more — in this new
look magazine from one of
Europe’s leading computer
publishers.

Now we're even bigger,
brighter and better. The
outlook’s sunny and the
prospects good. We're sure
vou'll notice the difference
and as always, we want to hear
whai vou think.

In this, the first new look
issue, we've got great articles
on;

Graphics: Jon Revis gives
you the low down on siate of
the art graphics packages. First
of a regular series.

Spectrum BASIC —  All
yvou've ever wanted to know
about programming — an idiot
proof guide to the workings ol
YOur computer

C64 tips — Stop ripping your
hair ouwt! How 1o avoid a
nervous breakdown when
programming vyour Commo-
dore,

David Thorpe, writer ol
Ocean’s Roval Birkdale game,
has just completed the titles for
the latest edinon of 4 Computer
Bulis

The titles follow the progress
of a golt ball from a rural scene
until it hits an office bullding.

David designed the screens,
but they were programmed by
Paul Owen, an’ Ocean program-
mer. Paul also wrote the
Spectrum  software that was
broadcast over Channel 47s test
card recently

Gallup chart
The one to

believe in

Readers’ page — Your
chance to tell the world about
your hi-scores — and have vour
mug-shot printed — plus
puzzles, rhymes and jokes.

Letlers — Now vyour
published work will automat-
ically win vou a prize. What are
you waiting for?

Reviews — A betier, brighter
up to date rundown on just how
good the latest releases are.

Programs — Listings for
most popular home computers
are a regular feature. And we
tell vou how each program is
constructed, so vou can alter
them as vou wish.

PLUS PLUS PLUS

Whether it's software, new
machines or the latest add-ons,
yvou'll read all about it in HCW
— the brightest and best weekly
on the market.

If vou want to make sure of a
copy. place a regular order with
your newsagent.

igger, |Premium

Bond

Secrecy worthy of MIS
surrounds the new exclusive
Jumes Bond game [from
Domark.

Mark Strachan, a Domark
director, would onlvy sav: *the

game will follow the film
exactly’. There will be four [ull
arcade games and cach will be
based on one of the stunts in the
film.

Domark’'s first game,
Eurcka! still has a prize ol
£25.000 for the first person (o
crack it. Mark revealed that ‘we
will continue 10 provide hooks
for people 1o grasp, like the
prize’, but he wouldn't reveal
7% *hook”

¢ strip

David Thorpe and Paul Owens

Meet George
New cartoon

First review
Dragontorc
from Hewson



FAST AND FURIOUS

ALL ACTION ICE HOCKEY

SLAPSHOT from Anirog is a two player, fast action, ice hockey program. Also
in this thrilling game there is included a smoothly running speech synthesis
system of the very highest quality. Before the actual game starts each player
must select an international hockey team to represent. After doing this you
must quickly and skilfully manoeuvre your man across the glistening ice
whilst your other team-mates move automatically around the rink waiting for
you to pass the puck to them. If you do manage to race past the opposing defence
then you have a chance to shoot for goal and score. However, you still have the
goalie to beat who is able to dive in all directions. Also included in this
amazingly quick and totally original game is the ability to actually physically
bodycheck your opponents. Never the less, do not be too aggressive otherwise
you could incur a “roughing penalty”, resulting in a faceoff in your own end,
giving the opposing side an easy chance of scoring. Also other extra features
available include: Pause mode, and three levels of play ranging from fast to
slow as well as a re-start option. Slapshot from Anirog is a totally original two
player game with lightning fast action never seen before on the Commodore 64.

Two J.S. Commodore 64 Cassette £8.95 Disk £10.95

Trade Enquiries: ANIROG SOFTWARE LTD. UNIT 10 VICTORIA IND. PARK VICTORIA ROAD DARTFORD KENT (0322)92513/8
Mail Order: B HIGH STREET HORLEY SURREY 24 HOUR CREDIT SALES HORLEY 02934 6083
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SOAPBOX

Is the era of the computer game
over?

As 1 go around and see the
software houses’ new products one
might be forgiven for believing that
there is an air of pessism becoming
common place.

One thing is certain. There will be
far fewer new games 1tus year than
there were in last year's |
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crop. A number of houses are pdan-
ing to release their games one by

Classified adsstarton.........cccoeviiiniennnns

one rather than in larger 5.
Some are even talking of releasmg
just four or five games of

last year's dozens.

Rather than showing the decline
of the game industry I believe that
this is a sign of it's maturity and
development. You don’t see record
companies releasing dozens of
albums and then only promoting
two or three.

With the trend towards games
linked to other products it looks as
if 1985 is going to be the vear of the
TV game. There are huge numbers

| SPECTRUM /

Back to BASICS ..............coocivnnenns
New idiot-proof guide to BA‘SIC pro,s_,mmnmu_,

AMSTRAD CPC464

Grid warrior .
Light cycles and pouur j'.l'ld\ combine in a great
game

of such games being pl 1 at this
very moment and it will soon be
commonplace for you to see
software from the latest being sold
alongside the sweatshirts and
soundtrack albums. Dave

If vou disagree with anything we
say from the soapbox, write fo us.
We give a prize for all the letters we
print, so let us have your thoughts
and ideas.

Disc drive for everyone ........................20
Amstrad disc drive gets a rave review
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ALLIGATA/HCW

SPECIAL
OFFER

HALF PRICE GAMES

By special arrangement with
Alligata, one of Britain’s leading
independent software houses, we
are able to offer you half price
software.

Using the voucher below you
can order any item from
Alligata’s catalogue at 50 per
cent discount, post free.

Commodore 64, Speetrum,
Amstrad CPC464, BBC, and
Electron - software for all these
machines can be yours at a
bargain price.

New releases include Defend
or Die for the Amstrad and
Hypercircuit for the C64.

Defend or Die is a faithful
version of the incredibly popular
arcade game, complete with
radar screens, mines, swarmers,
mutants and the troublesome
minelayers which cause so many
problems. Amstrad colours are
used to their fullest extent and
you won't believe the mind-
blowing sounds. Normally £7.95,
if you use our special voucher this
program will cost you less than
£4.

Hypercircuit gives you the
chance to travel round your
computer’s printed circuit board
defending the sensitive micro-
processor from evil micronasties.
You travel the wires, triggar-
finger ready to deal with all the
crazy inhabitants of this miniature
world: it's non-stop action — all
yours for less than £4,

SR R, TR R R e N

| name

Alligata was the first
company to sell compilation
cassettes of its own best-selling
programs at a premium price. A
Fistful of Fun, now on BBC and
Co4, adds to its popular
Chartbuster series. The BBC
fisttul contains Tarzan and
Bugblaster — both high selling
arcade games — and two brand
new titles: 3D Space Rider and

Growing Pains. Uncle Claude,
featuring a high technology
superstar, makes up the final
digit in the fist.

The C64 tape also packs in
five games: Loco, Son of Blagger
and Guardian - arcade favourites
- and two adventures: Aztec
Tomb Revisited and Haunted
House. These titles originally
sold for nearly £8 each, but on
this compilation tape they are
just £9.95 at shop price and by
using our voucher you save a
further £5. Both compilations are
available on disc at a mere £11.95
—£5.97 using our voucher.

This is a once only offer which
must close on May 31st 1985.
Only the voucher cut from HCW
may be used, no photocopies can
be accepted. If you would like a
copy of Alligata’s full catalogue
with details of all Alligata
products please send a large
stamped addressed envelope to
the offer address and one will be
mailed to you.

ADDRESS

I
l
: PROGRAMS REQUIRED (TITLE) _
l
!
|
|

Alligata Software,
1 Orange Street,

Sheffleld 51 aDw
(0742) 755796

MACHINE| PRICE

TOTAL




brink of receivership.

six months.

special price.
This will raise about

Company
get together

Marketing rights for the next
seven titles produced by Bug
Byte have been given o
Quicksilva.

Contrary to reports in the
press, this is not part of a take
over but simply a move that
makes the most of the expertise
of both companies.

The titles haven't all been
announced, but are thought to
include Bug Byte's new TV tie-
in program Automan and also
Turmoil, both scheduled for
release very soon.

The companies have had a
long association in the past, and
have been joint hosts of the
gmnuﬂl Quickbyte dinner. This
is an occasion when people in
the computer industry get
together and present rather
jokey awards to each other.
_Rod Cousens, managing
director of Quicksilva, said
‘One of Quicksilva’s functions
in the future will be to act as a
publisher of third party soft-
ware. The association between
Quicksilva and Bug Byte may
signal other areas of involve-
ment at a later stage.’

Quicksilva, Palmerston Park
Hse, 13 Palmerston Rd, South-
ampton SOI 1LL

At last, details are emerging of
the problems that have caused
Acorn to start teetering on the

Over production and high
stocks appear to have been the
major problems and this has
caused Acorn to make a loss of
nearly £11 million over the last

In order to bail the company
out of these difficulties there is
to be a rights issue of shares. All
those people who already own
shares can buy some more at a

£12
million so that the company can
carry on trading. Since Her-
mann Hauser and Chris Curry
hold 85.7 per cent of the shares,
they are eligible to buy the bulk
of the rights issue. Rather than
do this they have agreed to sell
all those shares and a few of

take control of the company.
As part of

structuri

and training;

industrial; business;

30 redundancies
announced.

Elementary
Dr Watson

Morriarty has met his maich.
Brothers Paul and David Cun-
ningham have become the first
people to sol a .
Holmes mystery 1
himself.

The mystery was in the form
of an adventure from
Melbourne House and it took
them three months 1o work
their way through the intricate
plot.

David commented: ‘We
thought that the Hobbit was
intricate, but Sherlock is even
more of a challenge and really
does require a lot of work.’

Super sleuths
meet

HOME COMPUTING WEEKLY § March 1985 Pagl.'S.

Acorn sprouts again

their existing ones to Olivetti.
Thus, Olivetti will have 50.1 per
cent of the shares and therefore

these changes the
new chairman of Acorn is to be
Dr Alexander Reid, who joined
the board some time ago and
has overlooked the change of
ownership and the financial re-

ng.

In the tguturc Acorn Compu-
ters Limited will be split into
four divisions. These will reflect
it's main markets; education
scientific and
and
consumer. This is expected to market,
reduce the company’s over-
heads and will mean that a
further 90 people will be made
redundant in addition tp the
already

Only time will tell if these

changes will make Acorn a
viable concern again. The
advantage of the new con-
nection with Olivetti is it’s
overseas marketing expertise.
Chris Curry commented: ‘We
particularly liked the proposal
from Olivetti because it adds a
valuable international dimen-
sion to our activities and
because we see an excellent fit
between our products and
theirs.”

This concern with overseas
markets is due to the company's
abortive attempts to break into
the American educational
which ended in
disaster, a cutting back of the
bulk of the American staff and
losses of over £2 million.

Acorn Computers, Fulbourne
Rd, Cherry Hinton, Cambridge

To mark their achievement
David and Paul were invited
down to London from their
home in Morpeth, Northum-
berland, and were treated to
lunch in the Sherlock Holmes

ant, which incorporates
| reproduction of the
fictional detective’s

a faith
famous
study.
The photograph shows them
in the study and despite their
amusement Mr Holmes appears
rather less than ple , unless
IImirc;n]]y is a bullet hole in his
d.

Melbourne Hou:
Richmond TW10 6

Castle Yard,
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BY GEORGE!

HOME COMPUTING WEEKL

offer this week.

versatile little creature. He
stands 16.8 cm tall and is
styled in grey, red and blue.

If you think he sounds like a
nice person to have around,
then read on, because in this
week's competition we're giving
away 10 of these attractive
robots, each worth around £25.
George is made by CGL and
is just one product from a wide
range of high technology toys
and games. CGL claims that
George is not only a toy, but
also an educational tool. David
Morein, CGL's managing direc-
tor, said: ‘This toy will be
teaching children to program
while they are playing a game
with him.’

George is a multi-talented
soul. He can go forwards,
backwards, hold, turn right,
turn left, curve left and right,
and even retrace his steps. He
also has three selectable gears
and nine time intervals. Any
action can be programmed step
by step and each can be

10 obedient little robots are on

friend George could keep you

company
George, the programmable
computer robot, is a

Y 5 March 1985

If you need a

also emits a light beam and
makes a robot-like sound.
George even has a demo
program so he can show off all
his skills.

As a learning aid, CGL
claims that George provides all
the fundamental features of an
expensive teaching system. He
has an in-built microprocessor
controller and a small keyboard
on the top of his head. This
control panel has 25 keys and,
according to CGL, it is
extremely simple to use and can
be taught to children aged four
and upwards. Dual motors take
care of traction and steering for
the rubber tyred wheels and a
built-in speaker provides beeps,
buzzes and light effects.

To win George you must
study the two short programs
printed on this page. Don’t
worry if you're no good at
programming. All you need to
do is count the number of
differences between the
programs — as you would in a
normal spot the difference
competition. If you like, you

can run the program. It will

written in very simple BASIC.
Remember there are only 10
winners so get your entry off as
soon as you can and you may be
one of the lucky ones.

How to enter

Study the two programs — there
are a number of differences
between them. Circle the
differences on program B. Fill in
the entry coupon and seal the
coupon and program in an
envelope. Write the number of
differences clearly on the back of
your envelope. Program A is the
version that will run if you type it
in.

Post your entry to: George Com-
petition, Home Computing
Weekly, No. | Golden Square,
London WIR 3AB. Entries must
arrive by first post on Friday 22
March, 1985.

You may enter as many times as
you wish, but each entry must be on
an official coupon — not a copy —
and sealed in a separate envelope.
Important: please follow carefully

the guidelines on entering —
incomplete coupons and entries
with no numbers on the back

cannot be considered. If yvou are a
winner, the coupon will be used as a
label to send your prize, so clear
writing is essential.

The rules

Entries will not be accepted from
employees of Argus Specialist Publica-
tions, Computer Games Limited, and
Alabaster Passmore & Sons. This
restriction also applies to employees'
families and agemts of the companies.
The How to Enter section forms part

work on most computers as it is

repeated up to nine times. He

of the rules.

1@DIN AC1@)
28CLS

38FOR ¥ = @ TO 10
40LET AlY)=15-Y

SONEXT X

&OFOR X = @ T2 1@
7APRINT TAB(A(X)):A
BONEXT Z

FOFOR I- @ TO 1@
10@PRINT TAD(A(1@+Z)) ;A%

25a$="Home Computing Weekly

Program A 1@DIM AC1@)

20CLs

S@ONEXT ¥

BONEXT X
FOFOR I= @

11@NEXT Z

11BNEXT ¥
:..._......._....._....__..
: eorge Competition g8
K Entry ¢ 'Pon
oy,
| Name
1
| Address__ .
1
|
|
I
I
e code
: Fﬂumb.r of differences found
-mnpineclmly and full i
to George Comperi . Hom Loare a wi o
l’ J:B (_'Inulns d:r::lii‘:r:; e _ijnpu[iu‘"a"g;r; :::“l“'m o S S Lodor
| ofsmtebion et i el Codr S ot o
o fi ing writing phy MFerencoy qorly
i & the number of differences n‘n ?Ps; :n;:lcr
|
1
]
I
[l

I
I
I
I
I
I
1
1
]

S

I
I
I
I
1
|
]
I
I
I
I
I
1

25A%="Home Computing Weekly"
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Micro Live

menu

Micro Live, BBC 2's computer
programme, will feature laser
discs connected to micros in the
next edition on Friday March
8th.

The system of recording
images onto the discs, which
can then be read by a laser, has
applications in industry,
education and leisure. The
programme will show how this
technology is applied in a
commercial picture library.

There is the possibility that a
new. Phillips system will even
make floppy discs obsolete, but @EgNe
LSRN ERCRERUIRUUEEUR computers and fruit was taken a
development. One project that ge further to with the
is already underway is the ' nt_that the Banana
BBC’s own Doomsday Project, interface has been
which will involve over 10,000
schools compiling a new version
of the Doomsday Book for the

Fruit cocktail

connection between

micro

already computer
Apple, Ma

900th anniversary of the h and Apricot, so bef
original. : g you will be able to hav

The book will be stored on [N EETEE TR At T og
laser discs, currently being [S—.

developed, which will interface
to a BBC computer and allow
you to go from a map of an area
to comments and photographs
of the people living there in
1985.

Other features of Micro Live
will include reviews of portable
computers and integrated soft-
ware, live subtitling for the
deaf, computer ergonomics and
robot table tennis.

There will also be a preview
of The Learning Machine, a
new series about the educational

This new interface is designed
to give the computer control of
it's environment and will be of
particular interest to teachers of
craft, design and technology.

The s will interface to
BBC, VIC or Commodore
64 computers and give a whole
array ol options. Th are

ht inputs to allow inte
control of the 16 output |
Eight ot o

these drive

Page 7

Going bananas

A speci feature of
interface is it's robust nature.
The unit has been designed for

hools and incorpor:
12e 0 rotection  de 3
These shc ensure that not
only the children, but also the

¢ safe from harm.

of this product is

not quite as strange as one

might think. There are 54 four

millimetre *Banan s on

the front. It is through these

sockets that the unit take
control.

Associates, Salter Rd,
avton Low Rd Ind ]
borough YOI 3UZ

Is it a bird?
No, it’s Super Gran

aspects of computing. This will
examine the effects of the
government scheme to put a
micro in every school.

Micro Live, Rm 811, Villiers
Hse, Ealing Broadway, London
W35 2PA

SuperGran
drops in

A surprise visitor to the recent
LET show was Super Gran, star
of the successful TV series.

. Tynesoft has signed a
licencing agreement with Tyne
Tees Television to produce a
game based on the character.
No details of the game have
emerged yet, but if she manages
to work as well for Tynesoft as
she does in her northern home
town, success should follow.

Tynesoft, Addison Ind Est,
Blaydon-upon-Wear, Tyne &
Wear NE2| 42E




THE FABULOUS

'CAsssﬂs . rou

r FOR EVERY CASSETTE 50 YOU ORDER
BEFORE 3fsf MA

MICROCLEAN is inll

Y 1985 You Wikl RECEIVE A

FREE cascade mizrozlesn szmses,

to remove

i oxide dcpmll left on the playback head by program tapes.
MICROCLEAN is so simple and quick to use yet it can greatly improve your computer's performance.

SPECTRUM 16k/48k or +
‘Incredibly frustrating!’ - that's lﬁe verdict on Cassette-50's
FROGGER. S he mast challenging
you'll find almost sx good as the arcade vers RGD
has you trying desperately to co
under attack. Plus 48 ather
featuring multi-coloured and w
Tull use of the Spectrum sound ca;
Munchar 13, Magratrap 6
14 Matareny Fi
15 Labyrinth n
18

Nim
Vaysger
Sherch Pad

e s =

17 Moce Track 30
18 Ski Res ]
19 Tashs i
0 Selar Ship 33 wm Diteace
Kaachaut 21, Tea Pins " Corphar
5 Bogges 1 Cw 5 Jrimabiln
10 Aleen Attach 5 b1 Barrel Jumg
11 Lunar Landing E1] Rrtusker
12 Mare Eater £ Space Miavian

ATARI

Munch, Munch . . . it's the MAZE EATER! Can you aat the ghosts
belore they eat you? Or would you rather chance it on the
MOTORWAY? Your Cas 50 is compatible with the 400/800
and BODXLIBOOXL series ATARI computers. Advanced featares
ude high-resslution graphics. sound, music and mized mode
ns. Many games are joystick compatible,

DRAGON 32
ht eycles of TRON, you'll love JETMOBILE -
r game feal g high speed graphics. M

sound and music. plus many games are joystick compatible

include smosoth scrolling, high resalution graphics,

COMMODORE 64

Only you can save Europe from destruction! It's ROCKET
LAUNCH, the thrilling war game that reproduces a Eu
More ambitious? Try rescuing crew under an ul
GALACTIC ATTACK and escaping back
two of the grest games on your Casset
resolution and user-defined graphics. spr

in,
sound and music

1. Mare Eater * 11 Bogpes 16 Quertake 18 Blach Hele

2 Galactic Artack 14 Poatosn 17, Siting Targer 19, Dysamite

15 Shr Jomg 10 Smash the 40 Da Yoot Sums

4 Hasgmar Wingan 41, Darby Dash

5 Qi Baney 19 Space Shgp A1 Space Search

5 Thin fee 30 Jet Flight 43, Usiwer

1 Orbater 31 Phaser 48 Rans

] 0 Matsrway 37 Intrede 45 Tasker

3 Force Foald 11 Interne 46 Parachate

] 1 Nim M Ghaats AT Jut Maksle
Tunned Escape 15 Sebmarines 40 Migh Nise
Baered Jumg 16 Rachet Luwach 45 The Frece
Canneotall Batsie 17 Planets 0. Exchange

VIiC-20

Will it be BALLOON DODGERS, or the prizewinning DUSTMAN
DANT Play these and 40 other fabulous games - including many
sutomatic double loaders - on your unexpa 3.5K VIC-20.
And with an BK* or 16K*° expansion ca you can choose
honal games i TAR TREK or SKULL CASTLE

ects user-defined graphics. super sound and music

APPLE

Can you land your jet with pothing but
guide you as you wrestle with the ¢
graphics make RADAR LANDIN thriller. And Cnmll 50
gives you 49 other great games to choose from including &
classic STAR TREK and blazing INFERND.

radar projecti
137 High-r

andget,

EXPRESS OEZ/VEQY-

rFREE
wih every Casse

af/g%g%;wc/em

Name —

Address

Country

Cascade Games Ltd., ~
1-3 Haywra Crescent,
Harrogate,
N. Yorkshire.
HG1 5BG.- ",

BBC A/B

An advanced computer like the BBC demands » sophisticated games
cassette. That's why Cassette 50 gives you full use of screen
modes with high resolution colowr graphics, user-defined graphics,
excellent seund and music, joystick compatibility and many high
speed games. HIGH RISE gives you the chance to beat a realistic
roulette wheel, with all the extras, and you'll need the fastest
reactions of all 1o beat IVASIVE ACTIOR trail across the
sereen in & frantic search lor oxygen, Wi and suparh
graphics this game is totally addictive

ELECTRON

Can your FORCE FIELD pratect the city from Alien Attack - or
maybe you have the skill 1o DYNAMITE the dam and flood enemy
arters! Fifty different games with high speed. high
resolution colowr graphics, user defined graphics and excellent
sound and music. Not to mention full use of screen modes. Fifty
fast-paced, fascinating games.

ZX81

Even a small computer gets more from Cas: 50! You can run
39 games on just the basic 1K ZXB1, while 11 more will play
with the addition of a 16K expansion pack. Where else could
you watch your radar instrumeats and judge your finsl approach
in games lske RADAR LANDING - a realtime flight simulator, or
enjoy the thrills of PSION ATTACK. Logical, tactical. mare.
srcade - all kinds of games on just one tage’

ORIC ATMOS

Have ».go ot GALACTIC ATTACK - you'll need fast reactions to
beat the invaders in this all-time favourite - or il you prafer you
can travel through space at warp | 9 in SPACE MISSION, »
tic 3.0 version of space war, s seen from the cockpit
of a spacecr,
With fitty
graphics, sound effects and

ORIC 1

It's the dreaded MAZE EATER! Can you safely negetiate your
lly tough! Or
speed version
ou'd rather leap
f exciting games
ring sound sffects and user-defined graphics.

M N NN SN SN S S G S SR S SRS SR S S S S S S S SR S S S -
Postage FREE. Goods will be despatched within 7 days.
|ei'\cicaas.:hoqmolf_l£ ==

postal order for |

or through any Post Office by TRANSCASH (Giro No. 655 6655)
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BACK TO BASICS

Colin Wilton-Davies
infroduces you to Spectrum BASIC with his
idiot-proof guide. It's easy to follow and gives you an
insight on how your machine works.
First of a regular series

The enemy dead lie all around
you, the treasure is yours and
the princess is safe. Safe from
you, anyway, as she’s not really
your type. The treasure looks
suspiciously yellow for gold,
and the excitement of zapping
aliens has worn thin. When you
reach this stage, you should
begin thinking about writing
your own programs. Whether
you want Lo “’Tilt‘ j_lili'l'lL'& or
something useful, this series is
for those of you who haven’t
given up, but wish the manual
was a bit thinner!

You'll know by now a bit
about the Spectrum keyboard,
like using the CAPS SHIFT and
SYMBOL SHIFT keys, and just
pressing the J key instead of
typing in LOAD. Now see what
happens if you press the P key;
instead of the word LOAD
which you get from the J key,
the word PRINT appears at the
bottom of the screen. This is a
good place to start learning to
program the Spectrum; no
matter what clever things are
going on inside the machine,
you won’t know if it doesn’t tell
you, and the PRINT statement
is a very versatile tool for giving
out information.

If you now press the ENTER
key, the Spectrum gives you
an ‘OK’ message and some
numbers; what you’ve done is
told it to PRINT nothing, so it
did exactly that and then said
‘OK’ meaning ‘That was done
as you said, what next?’;
computers are like that, very
simple minded. You don’t have
to be clever to write programs,
you really have to get down to
a very simple level and break
everything down into tiny steps.
Computers are, however, quite
good at arithmetic, and you can
use them like calculators.

Press the ENTER key again,
then the P, then 9, then SV (this
is my shorthand for ‘SYMBOL
SHIFT’ and V keys pressed
together’), then 7. You should
now be seeing the message
‘PRINT 9/7". Press the ENTER
key, and the Spectrum displays
“1.2857143" at the top of the
screen; it has divided 9 by 7 and
given you the result faster than
thought.

That was a short series of
instructions carried out, but not
yel a program; if you want that
result again, you have to give
the same instructions again. To
make it into a program, you
must give ‘LINE NUMBERS’
before each small group of
instructions. So press 1, then 0,
then 0 (these are zeroes), then
P, then 9, then SV then 7, then
ENTER. That should look like:

100 > PRINT 9/7

which is a very short program.
It is stored in memory, but
hasn’t done anything because
you haven't told it to. I said
computers were stupid, didn’t
17

To get the answer, you have
to RUN the program, which
you do by pressing R (see the
word ‘RUN’) and ENTER.
Same answer as before, and an
OK message. RUN it again and
again, and the same answer
comes up without your having
to repeat the instructions. This
is the essence of a program; it is
a stored list of instructions.

Not much use so far, though,
and not very appealing. Let's
improve it. Have you noticed
the *2' sign after the line
number? It’s a pointer to the
‘current line’, and if you press
Cl1 (CAPS SHIFT and 1), a
copy of this line appears at the

bottom of the screen for
EDITing; this has a flashing K
(a ‘K cursor’) to mark your
place in the line. You can move
the cursor left- or right by
pressing C5 or C8. Try left first,
then press 1 and ENTER. Now
you have a two-line program:

100 PRINT 9/7
1010 » PRINT 9/7

Rather than RUN this (I'm
sure you'll guess the result),
press C1 again and move the
cursor Right (C8) two places,
erase the 9 by pressing CO, then
type ‘11" (without quotes) and
ENTER. Your program now
reads:

100 PRINT 9/7
1010 » PRINT 11/7

and if you RUN it, you get

1.2857143
1.5714286

The Spectrum has executed
your instructions in sequence,
in the same order as the line
numbers. This is a general
property of BASIC programs.
Now EDIT again, changing
“1010° to “1000" and 11" to *10°,
lengthening the program to:

100 PRINT 9/7
1000 » PRINT 10/7
1010 PRINT 11/7

with your new line inserted in
the proper place for its number.
You can see the point of not
using consecutive line numbers;
if you leave gaps, you can insert
your afterthoughts! You can
also press C7 or C6 to move the
current line pointer up or down
to EDIT other lines, or you can
write new lines with numbers.
If you just type a line number




and ENTER, this has the effect
of erasing the whole line. Now
try EDITing each line to change
all the */’s to **'s (SB)s. The **’
is the ‘operator’ for muliplying,
just as '/’ is the operator for
division. In this way, you could
write a program to print out
your seven times table (or your
997 times table) on the screen,
but don’t.

There’s a better way to do
that, using a method of
counting. Get rid of your
program; the quick way is to
press A and ENTER — this
NEW instruction tells the
Spectrum that you want to write
a new program. Almost like
English, really. The screen
blackens, then clears to the
usual copyright message.

Before using the counting
method, I must mention the
idea of variables. These are like
house names in a street; the
names referring to the contents
of the houses. Variable names
are the names of memory
addresses with numbers as their

>
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contents. We are going to call a
variable ‘c’ because we are
going to count with it, and in
this case the Spectrum won't let
us use a longer name. The
technical term to call this kind
of counting is a FOR NEXT
loop, and we are going to count
from 1 to 12. Type 100, then
F,C,SL,1,12 without commas,
and you should get:

100 FOR ¢=1TO 12
in a similar way, enter

110 PRINT c*7
120 NEXT ¢

and when RUN, you will see the
answers to the seven times table
on the screen. The FOR state-

ment sets up the starting and
finishing limits for ‘c’, the
second line calculates and prints
the answer; the NEXT state-
ment adds 1 to the value of ‘c’
and checks to see if this has
exceeded the end limit. If it
hasn't, the Spectrum repeats
the calculation with the new
value of ‘¢’. When ‘¢’ does go
over the limit, execution passes
to the line following the NEXT
statement. There isn’t one, so
everything stops.

Put a blank cassette in your
recorder, wound forward a bit
to get past the leader. Now
press S,5P,S,E,V,E,N,SP, con-
nect the MIC socket on the
Spectrum to the MIC on the

recorder, disconnect the EAR
lead, press RECORD and
PLAY together, and the
ENTER key on the Spectrum.
This will SAVE ‘seven’ — your
program is now recorded on
cassette. Rewind, reconnect the
EAR lead, enter VERIFY (XSR
(X is shorthand for CAPS
SHIFT and SYMBOL SHIFT.
together))‘seven’. This
compares the program just
saved on tape with the program
in memory; if you don’t get an
OK message, SAVE again with
a different volume setting until
you do. We’ll make the
program more versatile next
time.

ATLANTIS. (Basic) Over B0 entirely
differont scenes. !.vwn has o title screen
while loading. Fully animated keyboard o
joystick, Can you discover the secret of 5.5
Attantis, Take a dive for [6.95

Telephone your order now

ADVENTUREMANIA. (Basic) The only
Tl cassetie game chosen by Games
Coemguiting listed in the Top 100 for 1984
Prabably the mast enjoyable graphic and
text advonture pvailoble, 30 )
Dungoons, Casincs, Comput

5.5 will lot you decide for y\\\l'sﬂll

BENEATH THE STARS (Basic) Multi

Space pame, 5 skill levels. See the rview

n Jan. msus of Garmes Computing. Only
[

the planet Spout

SNOUT OF SPOUT (Ext
planet Spout the inhabitants are ail ealled
Snout. Can you walk & Snout and save

Basic) On the

]
will want to compete. Take your marks.

Only [5.96.

TI-99/4A

W have lots of exciting games. Send 50p + SAE now for a copy of our 12 pa
catalogue. We now stock the entire Lantern range. All orders are sent FIRST CLASS
SAME DAY. (Games are post free inland. Oversaas B Europe £1.00 axtra per game. )

COMING SOON: COMING SOON: COMING SOON:

rrarucal and
for you

SHUTTLE ATTAK (Ext.) The most advanced Space flight simulator ever for the TI-
99/4A. The game everyone is waiting for.

PANIC (Basic) Fully animated arcade adventure. Another INTRIGUE challenge

Tel 05806 4726

INTRIGUE
SOFTWARE

Cranbrook Road, Tenterden, Kent TN30 6UJ

QUICKSHOT 1 JOYSTICK
TI-99/4A interfaced. £13.70
Gives fantastic control in
games like Atlantis
Spectrum/CBM Version £9.25
(Price includes 75p P & P}
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Home Entertainment Titles:

A-MAZE-ING (M) A variety of mazes, from simple to cat and mouse. 13 options and some 5200 different

variations
MIND CHALLENGERS (M)........2 challenge games. The first asks the player to mimic a series of notes [up to 64). The second

is a code breaking game using shapes and colours. (Ages 10+ £48-95 £7.85
MUNCH MAN (M) Manoeuvre the Munch Man through a maze to reach an energiser, but avoid being devoured by

4 Hoonos. Points are scored by connecting the passages by a continuous chain or capturing

the Hoonos whilst the Munch Man is energised £48:95 £14.95
HUNT THE WUMPUS (M) Seek the lair of the Wumpus in this exciting hunt through a maze of caverns and twisting

tunnels. Avoiding the perils and evaluating the clues aids your adventure through up to

12 levels
PARSEC (M) Fight off a variety of alien space craft as you lead your sguadron in defence of your

outposts.
OLDIES BUT GODDIES (1) (C). .. .Five exciting games: Word Scramble, Number Scramble, Noughts and Crosses, Biorythm

and Factor Four, [1 or 2 players)
OLDIES BUT GOODIES (2] [C)....Second in the seriess Hammurabi, Hidden Paris, Peg Jump, 3-D Noughts and Crosses

and Word Safari
THE ATTACK (M) Manoeuvre your ship to avoid and destroy the enemy “spores” and “aliens”. ...........
TOMBSTONE CITY (M) A 21st century ghost town, you are to stop the “monrgs” before they infest the earth. Beware!

They live off tumbleweed and humans. £18:95 £7.95
TI INVADERS (M) Protect the earth from the invading creatures. A one player game.
VIDEOD CHESS (M) Play the computer or someone else. You can choose the level of difficulty and even save

tha game to resume it later -£28-95 £19.95
VIDEO GAMES 1 (M) Aim at Potshot, be a wizard at Pinball or trap your opponent with doodle ....£49:95 £7.95
5 A Side Soccer (M)

Other Titles On Offer Include:

SAVAGE ISLAND SERIES (C) £6:895 £3.95
THE GOLDEN VOYAGE (C) £6:85 £3.95
ZERO ZAP (M) £7:85 £5.95

Home Management Titles:

MAILING LIST (D) Stores, alphabetizes, sorts or searches for mailing list information. Handles names,
addresses. telephone numbers and other related mailing information
PERSONAL FINANCIAL AIDS (C) Provides financial statement development programs on loan amortization schedules
depreciation computations and mortgage analysis
PERSONAL RECORD Create, maintain and utilise this home filing system. Can be used for insurance records,
KEEPING (M) car maintenance records, medical and dental records, birthdays etc £24.95

Education Titles:

BEGINNERS BASIC TUTOR (C)...Introducing programming concepts this includes eight lessons and a multiple choice
test to ensure UNderstanding. ... ... .ueiiaesisaeanansnssssansssanseiesaassninunes £6:95 £3.95
TEACH YOURSELF EXTENDED A progressive learning process aids the comprehension of this high-level
BASIC (C) language £3.95

Other Titles Include:

ELECTRICAL ENGINEERING LIBRARY (D) £9.95 =
STRUCTURAL ENGINEERING (D) £9.95

MARKET SIMULATION (C) £9.95

AKHTER COMPUTER GROUP AR By
28/29 BURNT MILL POSTAGE & PACKAGING £3
HARLOW

ESSEX =

CMVi20 2HU : = 0279 443525
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Dragontorc

Morag the Shapeshifter has
seized the crown of Dumnovia
and is out to find the other
four. This is how the scene is set
for Dragontorc, the sequel to
the Hewson Consultants best-
seller, Avalon.

A Torque is an ancient celtic
necklace that consists of many
strands twisted together
forming a band which is
decorated and worn around the
neck as a status symbol. The
Dragontorque was an ancient
magical symbol, possession of
which guaranteed rule of all the
British Isles.

We are told in a poem that
the Dragontorque was melted
down and made into the crowns
of the Five Kingdoms of Britain
in order that the Torque’s
power could be lessened. All
went well until Morag of the
North caused Death of the high
King Vortigern and stole his
crown as the first part of the
Torque. At this stage our hero,
Maroc, star of Avalon, enters
the game, called by the seal of
Merlin he is entrusted with the
defence of the realm and the
task of rescuing Merlin from
Morag.

The game is described as an
‘Adventure movie'. You have
control of Maroc and can move
him through the many locations
of the game by using a joystick.
The screen scrolls very
smoothly left and right, but
Maroc can also leave the screen
by up and down movement in
which case the screen is changed
instantly. The graphics are of a
very high quality and the screen
is very colourful with a
decorated border on display
permanently around it.

At the bottom of the screen is
the picture of a scroll which
contains all the spells that
Maroc knows, these may be
selected by scrolling the scroll
(what else?) by using the
joystick and pressing fire when
the correct spell title is opposite
a displayed arrow. When a spell

is selected you once again
control Maroc by joystick, so
that he may use the current
spell. As the game progresses
Maroc may pick up magical
items that will give him another
spell, if this happens the spell is
added to the scroll.

Another main feature of
Dragontorque is ‘Sensory
Animation’ which is what
Hewson have called their
unique form of creature
interaction. That is to say each
creature that Maroc meets in
the game has an attitude
towards him, e.g. hate, like,
distrust, etc., but this is not
fixed and changes, depending
upon Maroc’s actions. Thus
Maroc must use all the creatures
in the game if he is to succeed in
his mission.

You are able to save the game
at any stage which is useful as it
will take many hours of hard
work to solve Dragon torque
and thus rise from the lowest
Magician to the exalted Lore
Lord.

In conclusion I must say that
if you like this sort of game then
Dragontorc is for you, however
this game does take a lot of
getting used to and I wouldn't
recommend it to a beginner.

Publisher: Hewson Consultants
Address: Hewson Hse, 566

Milton Trading Estate, Milton,
Abingdon, Oxon OX14 4RX
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Accelerator

This is a great game at a great
price. I must confess a weakness
for shoot-"em-up alien zappers,
though [I've seen so many
they’re coming out of my ears!
— And I thought they were ear-
rings! Ed. — But this is super!

A multi-coloured loading
screen changes to reveal stars
scrolling in the background,
whilst you have the option to
select Interface Il controls, view
instructions, hi-score or points
table, then on into space. You
control your ship in all four
directions blasting as you go,
taking care to avoid space
mines. Your target is a wide
variety of alien ships, each in
waves. The more waves you
down, the trickier they become,
and the more points they're
worth, 20 waves in all.

What marks this out from
other games is the quality of the
graphics. The sprites are large,
flicker-free, and move with
great smoothness. The sound is
as good as you'll hear from the
Spectrum, and accompanies
explosions and zaps on the
screen. As each successive wave
succumbs to your blaster, the
screen whites out and a new
wave begins.

Now the best news of all! It’s
only £1.99! This is as good as
games four times the price; the
Spectrum hardware is virtually
taken to it’s limit. What more
can you ask? Why don't other
software houses offer the same
value? Buy two copies for your
collection if this is the sort of
game you like. You won’t be
disappointed with it. D.M.

Price: £1.99
Publisher: Century City

Address: 99 High St, Dudley,
W Midlands DY1 1QP
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Desk Diary
Cé64
Desk Diary claims it is a
powerful Diary Information

Management System. In essence
you can make diary entries by
date, you can maintain separate
pages of notes such as names
and addresses, and you can
search the information base for
the occurance of any string. In
addition you can import or
export files between Desk Diary
and Easy File, Easy Script and
Easy Calc.

It sounds good, but naturally
there are restrictions and your
attitude to this piece of software
will depend on how dedicated
you are to micros. In other
words 1 still think a traditional
handwritten diary is superior.

Your diary is maintained on a
separate data disc. The year is
divided into predetermined
quarters, i.e. Quarter I is always
1st January to 31st March, and
you set up your data disc for the
current quarter. Desk Diary
allows you to make entries on
up to 30 future appointments
beyond the current quarter.
These are carried forward
automatically when the next
quarter’s disc is set up. When
you make an entry against a
date you must remember to save
it to disc before returning to the
main menu.

While the main menu is
displayed, there is a window
situated at the top right hand
corner of the screen that
displays the appointment
entries over 10 days starting
from the previous Sunday. You
can scroll this window as
required. In the bottom corner
of the screen there is a real time
clock which you set when
starting up Desk Diary.

One of the options from the
main-menu is Desk Data. This

in effect passes you to 19 other
general purpose pages which
can contain information. As
supplied Desk Diary has these
pages already set up, partly for
your convenience and partly to
illustrate how they can be used.
Thus one page is set up for
conversion factors, another for
hotel details, another for your
tax details etc.

Any information held in
Desk Diary can be searched by
the Easy Analysis option. You
enter the text you are searching
for and a start date, or you can
search for a specified date and
retrieve it’s appointments page.
There is an option to print out
anything retrieved to a
Commodore printer (the system
hung outputting to my Epson).

Despite a few other features I
found it limiting and slow, so
my existing diary remains a
valued possession.

This needs a disc drive. L.C.

Publisher: AZAD

Address: 23 Chesham St, Lon-
don SWI1X 8NQ
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Spook Loot

This is another maze game with
walls built of bricks.

The five-minute load time
seems an eternity, with nothing
on the screen at all, apart from
the occasional message to let
you know that the program is
still loading.

Read error b is also indicated
far too often, which means
rewinding the tape and starting
all over again.

At the start of the game,
looking quite humanoid, you
are placed inside the maze and
can be moved around using
either the keyboard or a
joystick.

Your objective is to find all
the hidden treasures spread
throughout the 160 rooms. If
you achieve this part you then
have to locate the hidden
button to a secret passage, and
presumably the end of the

game.

I liked the original design of
the many evil spirits set on your
downfall. The only defence to
their repeated attacks is your
slow motion shotgun which
sprays a veritable hail of pellets
at all and sundry, reducing your
enemies to a cloud of dust.

The large, clear, smooth-
moving graphics make the
screen display pleasing, though
the walls of the maze soon
become claustrophobic.

As the attackers seem to
approach from the same
direction each time the game is
played, it becomes comparitiv-
ely easy to shoot to kill.

On the other hand, remem-
bering which room you are in is
no simple matter, nor is finding
all those rooms.

Having played the game for
an unhealthy length of time
with still only a quarter of them
located, this would seem the
ultimate challenge. D.H.

Publisher: Andtronic

Address: 28, Upper Bridge Rd,

Chelmsford, Essex
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Chopper Squad

Assemblng an aircraft whilst
dodging a seemingly endless
succession of aliens is no mean
feat.

Your task is to do just that

nine times over, piloting a
helicopter between three
landing pads.

The aero parts appear from
the top of the screen, and need
to be hastily collected and
deposited at the bottom right
hand corner.

To let you know how near
your task is to completion, each
aircraft is displayed at the top
of the screen, in it’s various
stages of completion. Armed
with a photon proton lazer
blazer, your rocket-powered
helicopter is manoeuvred
around using keys or joystick.

The wrap-around screen
allows movement from side
to side at great speed, in
your attempt to dodge the
ageressors,

An unsophisticated screen
display uses chunky graphics,
but the all important movement
around the screen is smooth and
rapid.

This one simple screen
becomes boring after a couple
of games, the progressivc
increase in the alien’s speed of
attack addmg some impetus as
each plane is assembled.

Coming from a major soft-
ware house, would-be purchas-
ers could be forgiven for
expecting more than this for
their money. The game offers
nothing either innovative or
original, lacking the addictive
quality of many competitively
priced programs.

Loading and playing instruc-
tions, along with a synopsis of
the story-line are all printed on
the cassette inlay. D.H.

Price: £6
Publisher: Interceptor Micros

Address: Lindon House, The
Green, Tadley, Hants

AMSTRAD Y55
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The Joffe Plan
Whereas the Psi-QQ program
from Mirrorsoft left me rather
cold, this seems to be of much
greater value. It’s a weight
reduction package which
actually treats you like a grown
up! First your height, weight,
age and sex are input and as a
result, your ideal weight range
is calculated. From that, a
target weight and the date by
which you should achieve it
are displayed. You can then
negotiate with your Spectrum as
to the target date and weight. If
you choose to go too fast, you
are warned about the dangers.

When you've settled your
targets, another program is
loaded which is a very detailed
questionnaire about your eating
habits. As a result of this a
personal plan is drawn up for
you, which makes simple, and
non-horrendous suggestions as
to how you should modify your
eating behaviour. Again, these
mods are negotiable.

You are then encouraged to
take a little more exercise,
again, nothing awful, but
enough to change your con-
sumption of energy. Finally,
you are told about penalties if
you are naughty and don’t stick
to the deal! How come? You
have to report in to your
Spectrum on certain days to let
it know how you’'re doing, and
it compares your results with
those previously saved to tape!

Excellent presentation
together with a good manual
and an approach to eating,
exercise and self control that
really does seem sensible
without being oppressive. You
might just succeed with this
where the boring traditional
diet fails. It’s easier to be honest
with a computer! D.M.

Price: £9.95
Publisher: Mirrosoft

Address: Holborn Circus, Lon-
don ECI 1DQ
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3D Skramble
Yes folks, you guessed it, here's
a revamped version of that old
favourite. In case some of you
haven't played skramble, you
pilot a space craft and must fly
through a series of caves
destroying missiles, fuel dumps,
etc. The last of the six stages
contains the power complex
which must be destroyed. As
you progress your fuel supply
falls. This can be replenished by
bombing fuel dumps.

This wversion uses diagonal
scrolling similar to Zaxxon and
Blue Max to give the 3D effect.
You fly down canyons and a
feeling of depth is given by each
object casting a shadow. The
size of shadow changes with the
object’s height above the
ground. Your passage is
impeded by missiles, flying
saucers and fire balls which
must be shot or avoided.

In light of the lack of origin-
ality of the plot, the value of
this game hinges on the
implementation. In fact, the 3D
effect isn't too bad. The
scrolling tends to be a little
jerky which does reduce the
effect but overall things aren’t
too bad. The fuel dumps and
other objects are nicely drawn
with a good solid feel. The
flying objects, such as saucers
and fire balls, flash with pretty

colours and are formidable
obstacles. The background
music is reasonably well

arranged but I found myself
turning it off after a while.

Overall, not a great game,
but at the price, not bad.

M.W.
Price: £6.95
Publisher: Livewire Software
Ltd

Address: Progress Hse, 31/33
Mount St, Manchester M3 6L.Q
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Monty Is Innocent

Latest in the saga of Monty
Mole is an arcade adventure in
which you guide Sam Stoat to
rescue Monty from the depths
of Scudmore Prison. Finding
Monty is one problem, rescuing
him is another!

You need guns from the
armoury, and keys which must
be returned to the governor's
office until you find the one to
fit Monty's cell. That sounds
straightforward until you see
the massed ranks of skeletons,
skulls, warders, ghosts and,
seemingly, millions of other
sundry chasers. Though you do
have the guns with which to
defend yourself, they only have
five shots, and even the bottles
of invisibility potion wear off
very quickly.

The graphics are excuted in
clever, multi-coloured 3-D; as a
result, you can go round and
behind things like pillars etc.
The old Spectrum attribute
problem does get in the way
every now and then, but, on
balance, the effect is good.
Levels, ladders, rooms, ropes,
courtyards, cells, even the gym
are illustrated. One of the most
fun things to do is to disappear
down a hole, to reappear some-
where else. It’s very impressive.

And it’s hard...very hard.
Even using a special version
with infinite lives, I still haven’t
fond Monty. The cell keys are
hard to come by, though
joystick control for Kempston
and Interface 2 makes steering
Sam easy enough.

Very well presented and
executed, good value for
money, and certainly plenty to
keep you occupied for quite
some time. There’s even a sweat
shirt offer too! D.M.
Price: £6.95
Publisher: Gremlin Graphics

Address: Alpha House, 10
Carver St, Sheffield S1 4FS
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Zulu
This is a maze type game, the
maze in this case being paths
through the jungle.

The jungle, like all jungles, is
quite large and it is easy to get
lost. There are 25 screens full of
jungle in which you seek a
priceless collection of 100 Zulu
masks. Naturally the Zulus are
not happy about this and are
constantly attacking.

You can overcome the Zulus
while your force field holds up.
In addition to this space age
concept there is a touch of
voodoo in the game. If you
accidently touch a cooking pot,
and there are many because
Zulus are hungry people, the
maze becomes invisible. The
only way to make the maze
visible again is to collect
another mask. If you touch a
second cooking pot instead,
you dematerialise which makes
it even more difficult to collect
masks.

The game can be played via
keyboard or joystick and has
four speeds. You can select and
change the speed of play any
time you wish. This is a nice
touch allowing those suffering
jet lag to settle in before getting
down to collecting in earnest.
The screen graphics were
acceptable without being out-
standing. More importantly,
the colour combinations used
were sensible allowing
everything’ to be seen. In
addition to the maze the screen
displayed the usual type of
status report on the highest
score, no of lives, no of masks
collected etc.

This game is good value at its
price and will provide quite a
few hours of happy hunting.
Price: £2.50
Publisher: Firebird
Address: Wellington Hse,
Upper St, Martin’s La, London
WC2H 9DL




Splat!

Computer games seem to have
gone through phases in imitat-
ing each other. A rash of space
zappers followed by pac-mazes
followed by platforms and
levels seems to have been the
pattern since 1982. How re-
freshing to review something
which can claim some
originality.

You control Zippy, a vaguely
froggy creature — but not
frogger — round a maze —
neither is it pac-man eating
grass. The maze is huge and
drawn very large, on which the
screen is just a window with a
nicely decorated frame. It all
seems very simple at the start,
until the maze starts moving
beneath the window, totally out
of your control. Not only must
you keep on eating the clumps
of grass, but you must now
avoid being trapped in the
maze, or catching the window
edge, because, if you do, Zippy
is splatted into so much
strawberry jam!

The window changes direc-
tion without warning, and blind
panic results! You really have to
be sharp. There are eight levels
altogether, each with new items
to collect and avoid. Getting
into each new level takes some
doing too! The hi-score table
and demo mode just heighten
your frustrations — or deter-
mination to win.

Graphics are very smooth,
and it’s good to see provision to
change the colours; very handy
for green-screen owners or
those with the dreaded
shimmering colour modulator.
My only real criticism is the
failure to exploit the sound
facilities fully; otherwise,
original, gripping and fun, but,
as with all Amstrad software, a
little too expensive. D.M.
Price: £8.95
Publisher: Amsoft
Address: 169, Kings Rd,
Brentwood, Essex CM14 4EF
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Supercode 3

If he achieves nothing else, the
author of this should get the
award for the most modest
software writer in the country.
According to the instructions,
this is the finest toolkit
available for any computer in
the world with four times as
many routines as any of it's
competitors.

What we have is a collection
of 152 machine code routines
which can be incorporated in
your own BASIC programs.
The range of the routines is
impressive covering graphics,
utilities, microdrive commands,
sound and many other bits and
pieces.

The presentation is faultless.
First there is a 31 page in-
struction booklet which
explains in detail what you get.
Second, there are demon-
stration programs which
describe the routines, give the
size of the routines and give
saving instructions. Many
demonstrations are included
showing what the routines will
do. Full details are given on
how to use the routines and
most are relocatable giving
maximum flexibility.

I won’t attempt to describe
each routine since space won’t
allow it. The graphic commands
include every conceivable scroll
you could want, fill commands,
border effects and many others.
Probably the strongest areas are
the microdrive routines, the
utilities for program protection,
program handling and de-
bugging.

Whilst I can’t agree with the
self acclaim given with this
package, | must admit that it’s
pretty good albeit a touch
pricey. The package will appeal
to the average user who wants
to use some snappy effects in
his programs but doesn’t want
to learn assembler. AW,
Price: £12.95
Publisher: CP Software
Address: 2 Glebe Rd, Uxbridge,
Middx UBS 2RD

_

Centre Court
A tennis simulation, and a
tricky one! You can watch the
computer play itself, play the
computer, or play a friend using
keyboard or joysticks. Having
selected an option, no instruc-
tions can be found too get out
of it! In the end, 1 discovered
the TAB key does the job. The
instructions are generally weak.

The game starts with a huge
racket bouncing a ball complete
with sound, then following
option choice, drawn onto the
court drawn in perspective to
give 3-D. The judges, umpire
and crowd are all there,
animated at various points. The
heads of the crowd follow the
action, and cheers resound after
each point scored. Even the
sound of the ball being hit is
here! The players are little more
than animated stick persons,
but they do run and serve well,
and ball movement is wvery
natural, albeit in slow motion;
if it were full speed, you’d never
score a point!

All the scoring conventions
are observed including tie-
breakers, but service and return
of the ball are rather different.
To serve, the fire button is
pushed once to throw the ball
into the air, and again to hit it.
The timing of this controls the
strength of service. To return,
the position of the player
together with the direction of
his movement determine both
strength and direction. It takes
a bit of getting used to, but
once done, a good game results.

Recorded only *‘load now-
play later mode;’ Centre Court
has reasonable graphics, clever
sound, and lasting appeal.

Price: £8.95
Publisher: Amsoft

Address: 169 Kings Rd,
Brentwood, Essex CM14 4EF
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‘0’ Level Maths
It was difficult to assess this
program fairly, as slack pro-
gramming occasionally leads to

the presentation of odd
questions with peculiar
equations.

Essentially this is an ‘O’ level
maths revision test, with two
passes being made through a
series of questions spanning a
number of topics in that
subject. Calculators may not be
used, but trigonometric tables
are permitted. The sparse
documentation does not say
whether tables of logarithms or,
the staple of exams, the slide
rule, are also allowed. Despite
some minor criticisms — the $
symbol could have been
redefined to £ — the program
achieves its aim.

It has been seven years since |
practised much of the maths
here, and some of it wasn’t even
taught in my day, but I still
managed to score about 38% on
both passes without pre-
paration. Perhaps parents
might be persuaded to try their
hand. Many of the questions
test, not so much your ability to
calculate, but rather your
understanding of the question
itself and of the subject.

For the price 1 found this
good value for money and of
use to the teenager who wishes
to revise at home. On its own it
is not comprehensive enough to
encompass everything needed
but it could form a valuable
part of a larger revision
programme — not program.
Good use has been made of the
graphics capability of the TI,
although the use of colour is not
s0 successful.

Price: £3
Publisher: Softi

Address: 14 Station Rd, Brough,
N Humberside z




Blagger
Blagger is a gem of a platforms
and levels game. A blagg being
a robbery, your task is to rifle
the safes — one in each room —
of the house. To crack them,
you need a series of keys which

are dotted around. In each
room is a weird assortment of
twisting whirling bits and bobs;
phones, skulls, prams, trolleys
...you name it! Using
keyboard or joystick move left,
right or jump.

The demo mode reveals all
the rooms, and the standard of
the graphics. The yardstick in
games like this tends to be
Manic Miner for the Spectrum.
Undoubtedly, this is superior,
with great detail and multi-
coloured moving objects.
Strangely, even with its
sophisticated graphic screen,
Blagger did display a hint of
flicker with some objects in
certain areas.

The best is yet to come
however; the music is magnifi-
cent! Rag time pianola a la
Scott Joplin; a masterpiece of
syncopation. Interestingly, the
music slows down when the
demo screen changes. Even so,
there’s still a channel left for an
echoing zap as you bite the dust
yet again!

This isn’t an easy game, but
once the bug bites you, you’ll
keep at it. I suspect you’ll need
a joystick to get into the hi-
score table. Very addictive, and
if you haven't heard what the
sound chip on your CPC can
do, then buy this for starters.
You won't be disappointed
even though the concept is
rather worn and the price,
typically for the CPC 464,
rather over the top. D.M.
Price: £8.95
Publisher: Amsoft
Address: 169 Kings Rd,
Brentwood, Essex, CM14 4EF
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Combat Lynx
According to the instruction
booklet this is probably the
most comprehensive real time
battle simulation ever written
for a home micro. It is also
probably the first written for
schizophrenics with four hands!

You control a lynx helicopter
and, depending on your pre-
dilection, can fly a number
of missions. For slaughter
merchants, you can simply
shoot all that moves. Those
with brains, on the other hand,
may prefer a more complex
option.

At the start of the mission,
you can select which arms are
loaded on your Lynx. The range
is quite overwhelming. Once
arming is complete, off you go.

The screen gives a view of the
control panel complete with the
view outside the windscreen.
The view of the terrain varies
with your bearing and height.
You have an unbelievable range
of controls covering
manipulation of the Lynx, a
map and firing weapons. Such
is the range that either two
joysticks or most of the
keyboard must be used. In all,
rather too much to memorise.

The most impressive feature
is the use of graphics. The view
through the screen is impres-
sively done with flicker free
movement. Similarly, the
instruments are clear and
frequently updated. Sound is
used to great effect providing
the mandatory explosion and
zapping noises.

This is a complex game which
will appeal to the war gamer
who enjoys a little arcade
action. The implementation of
the controls is over complex and

needs significant effort . to
master. AW,
Price: £8.95

Publisher: Durell
Address: Castle Lodge, Castle
Green, Taunton, Somerset
TAl 4AB

Detective
There's no getting away from it,
this is a computer version of the
board game Cluedo. The butler
has been murdered, his body
dumped, and it’s your job to
deduce the criminal from the
assembled guests, together with
the weapon and the location of
the dirty deed! Though you can
play on your own, it's better
with friends.

Each of you assumes the role
of one charaters, and the dice is
thrown for each player. This
determines the maximum num-
ber of moves you can make in
one turn. The character you
choose is shown as a little head,
finely drawn, and the playing
area is the plan of the house. As
you move into each room, you
may make an accusation as to
murderer and weapon for that
room. The computer responds,
showing you which, if any is
correct. You thus move about
the house and garden gaining
clues as to who didn’t do it, and
what they didn't do it with!
From this, you work out who
did, and with what.

Graphically this is good, with
nicely chosen colours and neat
movement. If you like Cluedo,
or indeed, not too complex
games of deduction, you’ll
enjoy this. I have to admit to
being biased, I find the original
very boring, though this is
better.

Instructions both written and
on screen are adequate, but
loading is in slow mode only.
Quite reasonable as a game, but
in my view not worth this sort
of price. £5.95 would be more
realistic, and that’s pushing it!

Price: £8.95
Publisher: Amsoft

Address: 169 Kings Rd,
Brentwood, Essex, CM14 4EF
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Bouncer

Bouncer uses very comical
characters in both appearance
and action giving the game a
sense of humour but one which
requires a surprising level of
skill.

The aim, is to bounce a figure
called Arthur up and down a
pyramid of cubes in an attempt
to land on each cube at least
once before being zapped by
spritely figures and coloured
balls.

When Arthur lands on each
cube it changes colour, but he
has to dodge coloured balls
which can kill. Some of these
balls change into snakes when
they reach the bottom of the
pyramid and then pursue him,
but if chasing sprites get too
close, Arthur can jump on to
one of two lifts to be
transported to the top of the
pyramid again. The lifts can
only be used once each but their
use does clear the streen of any
marauding monsters.

If he manages to land on all
the cubes a new screen of a
different colour is introduced
but he only has three lives so it
requires skill to move through
the wvarious levels of play.
However, as one progresses
through the game other creepy
crawlies come to pester Arthur
and one figure spends its time
undoing all Arthur’s work. As
always, only my daughters skill
enabled me to view these higher
levels of play.

It is a compulsive and highly
colourful game with many
subtle facets. Instructions are
adeguate and graphics
excellent. Good value.

Price: £9.95
Publishers: Acornsoft Ltd

Address: Betjeman Hse, 104
Hills Rd, Cambridge CB2 1LQ

BBC




Psychedelia

This is different. It’s not a
game, just something to enjoy.
As the instructions say, switch
on and freak out.

The program does to the
screen what a synthesiser does
to sound. Essentially you can
produce multi-coloured
patterns on the screen by
moving the joystick. But any
description is inadequate for
this, you have to see the effects
to appreciate them.

You have numerous controls
over the dynamics of the
display. For example you can
set the width of a line. When
you move the cursor across the
screen you leave a trail that

ripples smoothly through a
range of colours. You can
create starburst effects,

streamers, mirror images etc.

When first loaded sixteen
different effects are preset into
the top row of keys. Apart from
using these you can define your
own parameter settings and
store the settings on one of
these keys. You can record up
to half an hour’s worth of your
own generated light show on
tape. This can all be loaded
back into the memory to
provide a performance that
automatically repeats. You can
alter the parameters via the
keyboard during playback to
experiment further.

If you sit in the dark moving
the joystick in time to your
latest pop record yu have a light
show that beats any tame disco
lights.

Jeff Minter has done it again.
It's mesmerising, different and
good value for money. L.C.

Price: £7.95
Publisher: Llamasoft

Address: 49 Mount Pleasant,
Tadley, Hants

Congo Bongo
Those devious minds over in the
states never cease to come up
with new ideas for games. This
is a 3D blend of a number of
gaming concepts combined in a
jungle scenario. This wversion
comprises of two screens and is
in fact a weak cassette version
of an excellent disc based
Product.

On screen one you climb a
mountain and reach the Perch
of the monkey Congo. You
must avoid the coconuts Congo
throws at you, avoid falling in
the water and down a chasm.
Sundry monkeys leap around
trying to foil you.

In the second screen you
cross a river. To achieve this
you can use shrinking lily pads,
hippos and fish as stepping
stones. Again there are hazards
such as rhinos and hungry fish
to avoid. Complete both screens
and you start again with a
greater difficulty level.

The graphics are reasonable
but certainly not exceptional —
the disc based version with
Koala pad pictures is quite
outstanding. The sound seems
to comprise of just drums and
doesn't really get one going.
The animation of the various
creatures probably saves the
day but only just.

Overall, interest soon wanes.
Inevitably the problem of free
memory will limit the possi-
bilities but having said that, I've
seen better efforts given the
same constraints. More screens
or greater variety would have
saved the day on this one. At
the price, don’t bother.

M.W.
Price: £9.95
Publisher: US Gold

Address: Unit 10, The Parkway
Industrial Centre, Heneage St,
Birmingham B7 4YL
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Carry On Laughing
This is another variant on the
general theme of platform
games. In it you take the part of
Mr Livewire, the caretaker of St
Hexadecimal’s, a school with
more than its fair share of
delinquents. Your task is to
clean away graffiti, in the form
of crosses, from the walls whilst
avoiding the usual nasties.

There are nine screens
depicting different areas of the
school and arranged in a three
by three array. Each screen has
its own problems and requires
different tactics. Some screens
aren’t particularly imaginative
or new — there is a Kong style
screen in which you must avoid
rugby balls rolling down a series
of platforms. On completing a
screen you can move to the next
of your choice, and you can
repeat screens if you so desire.
All screens require the usual
combination of planning,
timing and dexterity. There is
not, however, a single solution
to any screen, SO you can ring
the changes if you want.

Graphically the game is
competent with reasonable
design of figures and passable
animation. The background
music is well arranged albeit
with the odd off note. Several
lengthy pieces are played with
sufficient variety to reduce
monotony. The play is inter-
spersed with the usual bells and
other noises.

Overall, not an earth shatter-
ing game although it’s not that
bad. The review copy gave
unpredictable loading and there
were occasional bugs which
gave unexpected results during
play. At the price, give it a try,

you might like it. M.W.
Price: £6.95

Publisher: Livewire Software
Ltd

Address: Progress Hse, 31-33
Mount St, Manchester M} 6LQ
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AMSTRAD CPC464 GAME

%> GRID WARRIOR

Light cycles,
power grids,
flashing

crystals —
they're all there,
in Stephen
Anderson's
game for the
Amstrad CPC464

As a grid warrior you control a
light cycle on the power grid by
using a joystick or keys a for
up, z down, o left and p right.

The object is to collect the
flashing power crystals while
avoiding the barriers and your
own trail. You are awarded an
extra warrior at 1,000 points.

If you complete a board with
more than 2,000 points then
you’ve beaten the grid.
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How it works
10-240 start screen
250-420 user chars and machine
code
430-480 print grid, set variables
690-910 main loop
920-970 machine code, crystal
data
980-1120 crash routine
1130-1230 death routine
1240-1310 finished board
1320-1430 escaped grid

Variables
h high score
byte machine code byte
a$,b$ grid string$
§ score
1 warriors remaining
x,¥ co-ordinates of warrior
count, flag keep track of game
stage
1a$ warrior

Hints on conversion
Leave out machine code and
replace lines 790 and 800 with a
screen$ or equivalent instruc-
tions.

10
20
30
40
S0
&0
70
= le]
g0
100
110
120
130
140
150
160
170
180
190
200

REM GRID WARRIDR
REM BY S.ANDERSON
REM START SCREEN
MODE 1

INK 1,20

INK 0,0

INK 2,2

INK 3,6,24

PAPER O

BORDER 2

CLS

PEN 1

LOCATE 15,1:PRINT"GRID WARRIOR"
PEN 2

LOCATE 15,2:PRINT"—
PEN 3

LOCATE 8, 10:PRINT"A=UP, Z=DOWN, D=LEFT, P=RIGHT"
LOCATE 15,12:PRINT"OR JOYSTICK"

PEN 2

LOCATE 7,18:PRINT"PRESS SPACE OR FIRE TO PLAY"

210 IF INKEY(47)=0 THEN 240

220
230
240
250
260
270
280
290
300
310
320
330
340
350
380
370
380
350
400
410

IF INKEY(7&6)=0 THEN 240

GOTO 210 .

h=0

REM RESTORE DATA AND SET UP U.D.C'S
RESTORE

SYMBOL AFTER 240

SYMBOL 240,192,192,254,245, 245,254, 192,192
SYMBOL 241,3,3,127,175,175,127,3,3

SYMBOL 242,24,34,40,34,40,60,255, 255
SYMBOL 243,255,255, 40, 60,36,40,36,24
SYMBOL 244,255,129,129, 129,129,129, 129, 255
SYMBOL 245,255, 153,189,153, 153, 189, 153,255
REM POKE MACHINE CODE IN PLACE

FOR f=30000 TO 30009

READ byte

POKE f,byte

MNEXT

FOR f=32000 TO 32022

READ byte

POKE f,byte

420 NEXT

430
440
450
460
470
480
430
S00
510
520
530
540
550
143
S&0
143
570

REM SET UP $ VARIABLES

a$=STRINGS (40,CHR$ (143))

b$=CHR% (143) +STRINGS (38, CHRS (244) ) +CHR$ (143)
s=0:1=3

PEN 1

CLS

PRINT a$;

FOR f=2 TO 20

PRINT b$;

NEXT

PRINT as$;

FOR f=1 TO 10

LOCATE INT{(RND#37)+2, INT(RND#12)+2:PRINT CHRS(
1+CHR$ (143)

LOCATE INT (RND#3&)+2, INT (RND*3)+156: PRINT CHRS$(
J+CHR$ (143)

NEXT

580 PEN 3

590
600
610
620
630
640
650
660
&70
&80
RIN
690
700
0)

710
1)

720
2)

730
3)

740
750
760
770
780
790
800

IF XE=34 AND YE=10 THEN RESTORE 940

FOR f=1 TOD &

READ xe,ye

LOCATE xe,ye:PRINT CHR$ (245);

NEXT

flag=0

®¥=203y=15

count=0

1las=CHRS (242)

LOCATE 1,22:PEN 1:PRINT"SCORE=":LOCATE 13,22:P
T"HIGH=":LOCATE 24,22:PRINT"WARRIORS="

REM MAIN LODOP

IF INKEY(27)=0 DR INKEY(75)=0 THEN la$=CHRS (24

IF INKEY(34)=0 OR INKEY(74)=0 THEN las$=CHRS (24
IF INKEY (6%)=0 OR INKEY(72)=0 THEN la$=CHR$ (24
IF INKEY(71)=0 DR INKEY(73)=0 THEN 1la$=CHRS$ (24
K2=y 3 y2=my

IF la$=CHR$(240) THEN x=x+1
IF las=CHR%(241) THEN x=x-1

IF 1a$=CHR$(242) THEN y=y-1
IF la$=CHR$(243) THEN y=y+1
LOCATE x,y
CALL 30000




810 IF PEEK(31000)=127 OR PEEK(31000)=143 THEN fla
g=1 ELSE flag=0

820 IF PEEK(31000)=245 THEN count=count+1:S0UND 2,
100,10,46:8=8+10: IF count=& THEN flag=2

830 PEN 2:PRINT las

B840 LOCATE x2,y2:PRINT CHR$(143)

B850 LOCATE 7,22:PEN 1:PRINT s

8460 LOCATE 18,22:PRINT h

865 LOCATE 33,22:PRINT 1

870 IF flag=1 THEN 990

880 IF flag=2 THEN 1250

890 SOUND 1, (x*20),2,5

900 IF s>1000 AND zx=0 THEN l=l1+1:zx=1:ENT 3,20,-5
,S:SOUND 2,150,100,7,0,3

10 60OTOD 700

920 REM MACHINE DATA

930 DATA &FS5S,%CD,%60,%BB,&21,%18,879,%77,4F1,CT
940 DATA &FS,%CS, &DS, &%ES, %06, %01, %3E, £00, &CD, %4D, &
BC, %06, 00, &3E, &00, &CD, +4D, %BC, &E1,%D1,%C1, &F1,&C?
950 REM CRYSTAL DATA

960 DATA 10,3,30,10,25,5,38,14,19,14,11,13

970 DATA 23,5,14,17,2,15,11,4,35,4,34,10

980 REM CRASH

990 INK 2,6,2

1000 LOCATE x,y:PEN Z:PRINT CHR$ (238)

1010 ENT 1,200,10,2:S0UND 2,300,400,5,0,1

1020 1=1-1

1030 IF 1=0 THEN 1140

1040 PEN 1

1050 FOR F=1 TO S50:CALL 32000:NEXT

1060 CLS

1070 IF L>1 THEN LOCATE 10,13:PRINT L;" WARRIORS L
EFT*

1080 IF L=1 THEN LOCATE 10,13:PRINT L:" WARRIDR LE
FT*

1090 LOCATE 1,1

1100 FOR F=1 TO 3000:NEXT

1110 INK 2,2
1120 GOTO 490
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1130 REM DEATH ROUTINE
1140 CLS

1150 PEN 1

1160 LOCATE S,10:PRINT"YOU FAILED TO ESCAPE"

1170 LDCATE 10,12:PRINT"YOU SCORED";s

1180 IF s>h THEN LOCATE 10,14:PRINT"NEW HIGHEST":h
=5

1190 LOCATE S, 146:PRINT"PRESS SPACE TO PLAY AGAIN"
1200 WHILE INKEY(47)<>0

1210 WEND

1220 INK 2,2

1230 GOTO 260

1240 REM NEXT BOARD

1250 FOR =500 TO 100 STEP —4:S0OUND 3,f,2,5:NEXT
1260 s=s+100

1270 CLS

1280 IF s>2000 THEN 1330

1290 LOCATE 10,13:PEN 1:PRINT"TRANSFORTED TO NEXT
BOARD"

1300 FOR F=1 TO 1000:NEXT

1310 GOTO 470

1320 REM ESCAPED

1330 PEN 1

1340 LOCATE 1,13:PRINT STRINGS (40,CHR% (244) )3
1350 LOCATE 18,5:FRINT" YOU*VE ESCAFED THE POW
ER GRID"

1360 LDCATE 36,11:PRINT"EXIT"

1370 PEN 2

1380 FOR F=1 TO 39

1390 LOCATE F,13:PRINT CHR$(143)+CHR® (240)

1400 SOUND 1,F#10,2,3:S0OUND 2,F#20,2,3:50UND 3,F*1
S5,2,3

1410 FOR G=1 TO 100:NEXT

1420 NEXT

1430 FCIR;I TO 2000:NEXT:CLS:PEN 1:60T0 1170




DISC DRIVE
FOR

EVERYONE

Even if you've never used a disc drive,

follow David Holme's rave review

Amstrad Disc Drive and
Interface DDI-1

As the vast majority of home
compuler OWINETS have never
used a disc system, this review is
couched in simple terms, being
specifically aimed at this
enormous market potential.

In appearance, the DDI-1 is a
grey box matching the other
Amstrad hardware. Somewhat
smaller than expected, but
nevertheless, a proper power
pack.

As a means of storing
programs and data — called
files — it can be likened to a
cassette tape recorder. However
the similarity ends there.

So fast is the response to your
RUN command, that the first
time it is difficult to believe
that the program has actually
loaded.

Programs over which .the
Datacorder took nearly 10
minutes are now only a few
seconds away.

There's 180K of storage space
on each side of the disc which
provides almost instantaneous
access to a considerable library
of programs.

Along with the DDI-1 is a
CP/M master system disc, on
the obverse side of which is

the Logo language program. A
comprehensive handbook is
also included.

In the excitement of actually
having the disc drive alongside
the computer, you will be temp-
ted to POKE around. Don’t do
it!

The instruction book is vital
reading; some considerable time
must be spent going through it
slowly and carefully. Only then
can your considerable invest-
ment be fully realised.

The three-inch floppy discs
are an unusual size and
consequently may not yet be on
sale in your high street shops.
So remember to order at least
two blanks when you order the
DDI-1.

I am prompted to suggest
that Amstrad purposely doesn’t
include any blank discs so that

you are forced to read the
handbook thoroughly whilst
waiting.

Amsdos 15 the resident disc
operating system. On switching

you'll be able to

on the disc drive, there are
several additional Amsdos
command words activated,
along with the ordinary BASIC
commands. These enable
instructions to be passed to the
disc drive from the keyboard.

Loading CP/M gives full
access (o the numerous
commands and routines,
allowing you to maximise on
the advantages of your disc
system.

The instruction manual
explains CP/M at some length.

Further advancement can be
gained from Soft 159 — A
Guide to CP/M, available from
Amsoft.

So that is the Amstrad disc
drive. A well constructed
electronic data store which
will delight you with its
performance.

Price: £199.95

Amstrad, Breniwood Hse, 169
Kings Rd, Brentwood, Essex







r crhecy is about to be
fulfilled. The Dead will rise

again to eat the flesh of the
living...

From the authors of ANT ATTACK,
Sandy White and Angela.

Softsolid 30* from smcemi
pendi

 Alltitles available fr:_o_r_n_-—

Telephone (0202) '

WARNING: These programs are uhl mwdhuhMKSIL\m Ltd's terms of tra itions of sale, copies of which are available on request
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From the pioneering days of
home computer games software
Quicksilva has been a major
force in the market. Since its
formation in 1981 Quicksilva
has gone from strength to
strength and built up a
formidable reputation as a
producer of quality, innovative
and commercially successful
software titles.

If 1984 was ‘the year of the
Game Lords’, 1985 will be ‘the
year the Game Lords conquer
the world', with new titles added
to the existing range, a wider
variety of computers catered for
and exciting new licencing
agreements and deals with book
publishers and tv characters—all
to be sold worldwide.

IN THE BEGINNING
Quicksilva came into being at
the beginning of the games
computer breakthrough. Nick
Lambert was the original
founder and, being an electronic
engineer by trade and a pub
video games fanatic by nature,
the idea of transferring his
favourite games onto home
computer was obvious. He was
the proud owner of a ZX80, and
later a ZX8l, and set about it
immediately.

Before moving heavily into
creating computer games
Quicksilva developed a variety
of peripherals and add-ons for
the ZX81 which were very well
received. But when the mail
order sales of games took off like
a rocket it was obvious that the
software path was the one to
follow in future.

So Quicksilva Ltd was
formed—the name coming from
Nick's favourite group,
Quicksilva Messenger Service.
Now there was no holding QS
back. With the advent of the first
colour home computer, the
Sinclair ZX Spectrum, more

programs and upgrades were
developed and launched.

In 1982 the release of
Timegate, the first ever truly 3D
computer game, was a significant
step in QS's progress. It heralded
them into the top league of
software producers. An office
move into larger premises
followed and Mark Eyles joined
Nick and John Hollis to
supervise marketing.

WH Smith had by now
realised the potential of the
games market and were selling
Spectrum computers through
their stores. Smiths approached
Quicksilva and asked if they
could sell their software in their
retail shops. A deal was struck
which marked a turning point in
the market and Quicksilva were
there first. Then Rod Cousens
joined to run the ‘business
strategy’ side of Quicksilva.

Now Quicksilva has
expanded into several
areas—more software titles for
more computers, more staff,
another office move, the
formation of the Software
Studios and a link-up with
record company CBS who are
now responsible for software
manufacture and distribution.

The Software Studios was
formed in 1983 and is the
company's specialist
development facility.
Quicksilva's aim in setting up
the Studios was to bring up the
standard of their games to a very
high quality, by investing in
sophisticated equipment and
programmers with extra special
skills. Games Designer was the
first product to come out of the
Software Studios and fulfilled all
Quicksilva's aims. It was the first
program of its kind, an
innovative concept which has
since been ‘borrowed’ by other
firms, as well as being a best
seller.
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It has always been Quicksilva's
policy to concentrate efforts on
developingastrongoverseassales
base and this, combined with the
strainwhichdemand forproducts
placed on manufacturing,
prompted Quicksilva to look for a
partner in this area. CBS fitted
the bill and now handle
manufacturing, distribution and
sales for Quicksilva, throughout
the world.

And as part of Quicksilva's
expansion across a range of
hardware they have agreements
with smaller firms such as
Salamander Software, Llamasoft
and New Generation Software to
convert their successful games
and market them. This strategy
will continue as QS sees itself as
a publishing house with its own
in-house resources as well as the
expertise of third parties and
their products.

Since its formation Quicksilva
has made sure that its presence
is felt in the market by
imaginative, aggressive
advertising campaigns, quality
products and regular
appearances at major computer
and electronics shows world-
wide, from Britain's Personal
Computer World Show, across
the Atlantic to the Consumer
Electronics Show and on to the
Far East for Singapore's
PerCompAsia exhibition.

At the end of May, 1984,
Quicksilva was bought by the
ArgusPressGroup, thepublishing
and communications arm of BET
(British Electric Traction
Company). And this ensured the
stability, security and growth
pattern of Quicksilva remained
intact at a time when the home
computer software business
became increasingly precarious.

Remember . . . Quicksilva
1985-the year the Game Lords
conquer the world.




This year Quicksilva are poised
« for further expansion and
| currently under way are several

exciting new projects within the -

software industry.

In constant search of original
material which appeals to the
now highly critical home
software audience Quicksilva
have teamed up with the
successful pop trio, The
Thompson Twins.

This liaison stemmed from a
partnership made with the
Twins in 1984 when they made
a flexi-disc together, around a
computer game, which
appeared on the front cover of
the computer games magazine,
Computer and Video Games.

Now the team have
undertaken to produce a fully
fledged game which will be on
sale through Quicksilva's dealer

network. At the moment it's still |

at the story board stage and the
end result promises to be an
arcade adventure strategy. The

program will feature some of the
Thompson Twins' music and the

game will revolve around some
antics that the Twins get up to.
This partnership with the
Thompson Twins is the first
link up with popular
recording artists, but
Quicksilva are keen

to follow it up with more games
involving a wider variety of
artists and stars. As this new
game is still in the very early
stages the actual release date has
not yet been decided. But it's
certainly one of Quicksilva's
most exciting new projects to
keep an eye on.

As part of Quicksilva's
promotional campaign during
1985 they have sponsored,
jointly with Sinclair Research,
the newly founded Observer
Newspaper's Home Computer
Championships.

{Q
This exciting competition .0
begins in April and entrants .’.’
stand to win an all expenses Q.’.

paid trip to the fantasy land

of Disney World in ..Q pos
America, as well as .”.‘ 0y
Sinclair's latest 5N




computer, the QL. The
competition centres on
| Quicksilva's adventure game
Xadom and all entrants must
answer correctly a number of
questions relating to the game.
Once all the entries have been
received there will be a selection
process whereby the judges will
come up with 16 finalists. The
lucky 16 will then attend the
competition finals to be held at
London's Metropole Hotel and
they will have to take partin a
play-off involving Xadom before
moving on to the next phase.
Eventually a top four set of final
finalists will emerge and the
overall winner will be arrived at

after another competition to do
with the Games Designer
product.

Throughout the competition
consolation prizes will be
awarded to the less successful
entrants, and every entrant will
be given a £1 voucher against
any Quicksilva software. These
vouchers will be redeemable in
any dealer shop, or retail outlet
stocking Quicksilva products.

Make sure you watch out for
the Observer Sunday Colour
supplement during April 1985
so that you don’t miss the
chance of a lifetime—a free trip
to Disney World.

As Quicksilva's reputation and
business has grown since its
formation so has the number of
staff it employs. Now there are
14 members of staff and the
company has, for the fourth
time, outgrown its offices.

For some time they have been
looking around the Southampton
area for alternative office
accommodation and are shortly
to move into the building.
Quicksilva's new address will
be: Carlton Lodge, Carlton
Crescent, Southampton.

As well as Quicksilva's own
brand name for its entire range
of games software, The Game
Lords, in 1983 they also
launched a range of educational
games under the label QED.
Although at the moment the
number of these titles is only a
few, Quicksilva is poised to
launch many more when they
feel the market is large enough
to justify them.

Even Quicksilva's educational
software has an element of fun
in the products and it is the
company's firm belief that all
their packages are essentially
‘recreational’. So the learning
process involved in educational
programs is made much easier
and appeals much more to
children.

Following the success of The
Snowman, that enchanting
program based on the famous
book of the same name by
Raymond Briggs, this year will
see similar projects launched.
The first planned is a game
about the slimey creature in the
very popular book, ‘Fungus the
Bogeyman' and will probably
follow some of his adventures in |
the book.

In addition to Quicksilva's tie-
ups with book publishers, plans
are also in the pipeline for
franchising both film titles and
music/recording artists. For
instance the company has
recently won the rights to
produce the program for the
film, Fantastic Voyage which
will be on sale from March this
year.

Many more exciting new
Quicksilva products will be on
their way during the course of
1985-and the ever-changing
nature of the software industry
means that you never know
what the next three months will
bring.



ATony Crowther/Quicksilva Production

BLACK THUNDER

' COMMODORE 64
Cassette £7:95 Disk £12:95
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MASTER MINDS.

PASS ALLTHE QUESTIONS
AND DISCOVER THE ANSWER...

M If you can write original programs, convert
from one machine to another and expect your
rewards to equal your effort then you may be the
person we are looking for.

M We require programmers proficient in machine
code on the Z80 senes, 68000 series, 6809, and
6502/6510 processors. We require games, utilities
and education programs on the Commodore 64,
Spectrum, QL, Electron, BBC, Atari, Memotech,
Dragon, Atmos and MSX computers.

M In return we are offering the right person the
opportunity to have their program released
throughout Europe by Quicksilva Ltd and
throughout the Americas by Quicksilva Inc., plus
the financial security that only we can offer and

the opportunity to join the greatest team in the
Universe!

M If you want to be associated with the top
software house then phone Paul on the hotline
today, it may be the start of a great future!

Software Houses

W Let us take away your Erob}ems and give you
the opportunity to get back to programming.

W Quicksilva can provide the financial security,
production, promotion, marketing and distribution
for all your needs.

For a frank discussion, in the strictest
confidence, phone Rod Cousens today on (0703)
26515.

We have all the answers.
Quicksilva Limited
Palmerston Park House, 13 Palmerston Road, Southampton Hampshire SO1 1LL
Telephone (0703) 26515 Telex 477889 QSILVA



|
| . A great action arcade

‘I game featuring

| helicopter and tank
battles, superhuman
crows and evil wizards.
Guaranteed to keep any
arcade fanatic happy
for hours.

Introducing three firsts
for the ZX Spectrum in

| this eerie arcade/

adventure—moveable,

Softsolid colour

graphics, simultaneous

two channel sound,

and compatibility with

| the versatile Midi

! Interface.

|

|

| A real time action
interactive film—
spectacular arcade and
adventure graphics.
Prove you are the
rightful ruler of Jasoom
by finding the fabled
Jasoomian diamond
and set right the evil
deeds of the murky
past.

Norman Warrior strikes
again in a challenging
adventure in search of

| the fabled Ba stone. No-

| one has come out of the

i dungeons, which

contain the stone,

alive-could

you be the

Software o

2000 AD's super comic
character Johnny Alpha
comes to life in the
game of the comic

story.

Search and Destroy
Agent Johnny Alpha
gets into some more
tricky trouble tracking
down renegade
Strontium Dogs. Only
you can see him to
safety across the deadly
Planet of Renegades.

The perfect graphics
program for your every
need. This graphically
amazing colour sketch
pad lets you go directly
to most printers.

Quicksilva bring you
the only officially
approved Spectrum
version of Atari's
tremendously
successful arcade game
hit.

o o
; ()
An excellent arcade/ .Q’
strategy game for the 0’”"0’."
Atari, which can be ’%’z.o
played entirely by £ X A
joystick. .0... .’Q’Q’






. (©) ERIC BRISTOW'’S

PRO-DARTS

A realistic and
addictive darts game

for the 48K Spectrum,
endorsed by the sport's

champion, crafty

Cockney Eric Bristow.

() GRYPHON

An arcade fairytale

featuring Gryphon, the

ultimate griffin. Help

him survive the threat
of the evil Id Monsters

who are after his
treasured horde of
gold . . .

READ WHAT
THE

PRESS SAY
ABOUT
QUICKSILVA
GAMES. ..

Which Micro &

Software Review:
‘Summer Games . . .
sets new standards for
graphics and
animation. The
opening sequence is
enough to make your
jaw drop—it's more like
watching a cartoon
than a computer game.

Yorkshire Evening
Press:

‘It's difficult to imagine.

a more impressive

arcade/strategy than

Quicksilva's Ant

Attack.

Northern Echo:
‘Black Thunder
(Quicksilva) is a
classic—fast, furious
and dynamic-and
among the best releases
of the year for
Commodore 64.

QUICKSILVA

PRESENTS

SUMMER GAMES

Superbly realistic
Olympic type games to
play—eight different
events to tackle,
opening and awards
ceremonies, action and
strategy in each event.
Graphically this game
is fabulous—buy it, see
it and believe it.

The ultimate arcade

@ game of skill and

strategy that will test

@<= vour mind to it's limits,

Zombie, Zombie—

‘Verdict: Annoyingly good'.

Strontium Dog, The
Killing- 'Verdict:
Compelling’.
‘Quicksilva's See-Saw
for the C64 is sheer fun'

. Verdict: Good for a
laugh'

¢ in full colour animated

graphics, special
‘earthquake’ feature,
superb sound and
seven levels of
difficulty.

Please turn to pl4 fora
complete Quicksilva
product list.

be a bit out of season,
but this Olympic sports
simulation can even
give Daley Thompson a
run for his money
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When Quicksilva first went into
operation it produced basic
games for the now crude ZX80,
followed smartly by the ZX81
and later progressed to the first
colour home computer,
Sinclair's ZX Spectrum.

It was natural for Quicksilva
to evolve as a ‘ZX' software
producer, largely because at the
time of Quicksilva's conception
the only home computer on sale
and at an affordable price was
the ZX80. Although remarkably
ahead of its time in terms of
price/performance, in
comparison to today's vast range
of home computers the ZX80
was extremely basic and had
limited, well practically no,
graphics capabilities.

But it was the only home
computer around. Not for long
though. Soon came Sinclair's
ZX8l, an improvement on the
80 but still with limitations, and
it quickly sold in huge numbers
but quality software was
lacking. Until Quicksilva arrived
on the scene, and software sales
took off in line with hardware

sales. When the Spectrum
superceded the 81, Quicksilva
were able to produce really
stunning games, and these too
sold in huge numbers along
with the hardware.

It was now obvious that it
made good business sense to
write software for the best
selling computer hardware. And
after the arrival of the Spectrum
on the home computer scene the
emergence of many other
similar computers—notably
Commodore Business Machines'
VIC 20 and Commodore 64, the
BBC Model B, Atari's range and
most recently the Japanese MSX
range of computers.

If a particular make of
computer sells well, they
support it—a common policy
among software suppliers.
Likewise when sales of a piece
of hardware die down, so do
software sales which is why
Quicksilva is no longer actively
promoting the ZX81, although
there are old stocks of the early
games which can be bought at
knock-down prices.

HARDWARE?

Quicksilva currently produces
software for the ZX Spectrum,
CBM 64, BBC B, Electron, Atari
and MSX. The majority of games
out now run on the Spectrum
and CBM 64 and with the 64
Quicksilva is keen to make use
of its superior sound facilities.
This year will see an expansion
of software products available
for the Atari and MSX range of
machines. In fact, discussions
are afoot between Quicksilva
and Atari to develop software for
Atari's 8 bit and 16 bit
computers as well as developing
material for use on 68000 chip
computers.

Already Quicksilva has
completed five conversions to
run on the MSX range of
computers now available. Titles
include The Snowman, Ant
Attack, Fred, Games Designer
and Boogaboo. Plans are already
under way to convert programs
for the Amstrad computer,
which has sold very well in
1984. Also work is now under
way on software for the second
generation of MSX computers.

Over the past couple of years
Quicksilva have made
agreements with other software
suppliers and hardware
manufacturers for conversion
rights in order to expand the
firm's software range and
coverage of computers.

So far deals have been struck
with Llamasoft, New Generation
Software and Salamander
Software to convert and market
their best selling games—
sometimes conversions are from
Spectrum to CBM 64 and vice
versa. This type of agreement is
to continue throughout 1985 so
you can expect to see on sale a
much broader range of third
party labels from Quicksilva and
a wider variety of computers
catered for.

11



QUICKSILVA'S GOLDEN
OLDIES...

Remember these past GAMES

super hits which | DESIGNER

zoomed to the top of | The game that allowed
many a Hall of Fame? - you to create your own
All these games are games. Another QS
evidence of QS's first. This simple to use

insistence on high
quality products.

program requires no
programming
knowledge, and with it
you can design your
own animated aliens,
ships, missiles and
explosions giving
smooth arcade quality.
Still highly popular and
available on a wide
range of computers.

THE SNOWMAN
Raymond Briggs' book
is brought enchantingly
to the screen. Build up
the complete
(= F iR e i Snowman, and clothe
! him before the mid-day
ANT ATTACK k sun melts him away.
Quicksilva's classic 1 TMSH.MBM Now at least 18 months
arcade game in . You'll get more than a old, The Snowman is
stunning Softsolid 3D load of rubbish in this still in great demand by
graphics. The Walled | amusing arcade game, a range of computer
City of Antescher, | originally developed by e
suspended in a time . New Generation
gone by, must now Software. Watch out for TIMEGATE
defend itself and its ant mad motorists, crazy Quicksilva's first ever
inhabitants from the | cyclists, and irate 3D computer game was
destructive couple He . housewives when a top-selling product of
and She. . emptying these bins. its time back in 1982.




-----

They came from out of th;e desert to
the lost city of Antescherand dlscov' T

stedfr %
the midst of the

The Walled City oFMS
a thousand, thousand ye

Great Desert inhabite by only the deadly Ants
who have made it their hzm )
Then one day He and She arrive to play theie -

farnes through the wind-swept streets, oustii
he Ants from their exclusive occupation. &%

But the City seems to have a presence, ah e
brooding entity which hangs over the buildings
and in some mysterlous way controls the destiny
of those below ..

ANTAITACK 3D

Turbo load Commodore 64

available from

QUIIGKSIVA

Quucksnlva Mail Order P.O. Box 6, Wimbome, Dorset 8A2‘Iv7PY ;‘elu(0202)§&( 8
: Selected bites available at v i 7
WHSMITH @’ mmm M

\\_\ »0i




SPECTRUM

QSP 0057 Games Designer

QSP 0058 Ant Attack

QSP 0063 The Snowman

QSP 0064 Fred

QSP 0076 Gatecrasher

QSP 00B0 Battlezone

QSP 0085 Eric Bristow

QSP 0095 Strontium Dog-The Killing
QSP 0096 Zombie, Zombie

QSP 0102 Bloodn 'n Guts (Fantastic

Voyage)

RELEASES FROM QUICKSILVA

COMMODORE 64
= QSC 0059 Ultisynth
QSC 0061 Boogaboo
QSC 0071 3D Tunnel
QSC 0072 Escape
E QSC 0073 Trashman
] QSC0077 Traffic
QSC 0078 Fred
QSC 0079 Ant Attack
QSC 0081 Summer Games (Cas)
QCD 0082 Summer Games (Disk)
QSC 0083 See-Saw
QSC 0088 The Snowman

STOP PRESS

Quicksilva's most recent
software releases. You can buy
them from any Quicksilva
distributor or dealer throughout
the country, or mail order direct

other form in this brochure.

Code No.

The above list contains details of

QSC 0089 Strontium Dog-The Death

£14.95 Gauntlet £7.95
£ 6.95 QSC 0090 Magic Micro Mission £ 7.95
£ 6.95 QCD 009! Castle of Jasoom £12.95
£ 6.95 QCD 0092 Dungeons of Ba £12.95
£ 695 QCD 0093 Doodle (Disk) £14.95
£ 695
£ 695 BBC
£ 6.95 QSB 0027 Music Processor £14.95
£ 6.95 QSB 0041 Beeb-Art £14.95
QSB 0067 Gatecrasher £ 6.95
£ 6.95 QSB 0070 Drum Kit £ 9.95
ELECTRON
£14.95 QSE 0068 Gatecrasher £ 6.95
£ 7.95 QSE 0069 Electro-Art £14.95
£ 7.95
£ 7.95 ATARI
£ 7.95 QAD 0094 Outpost (Disk) £12.95
£ 7.95
£ 7.95 MSX
£ 895 QSX 0097 Games Designer £9.95
£14.95 QSX 0098 Ant Attack £ 7.95
£19.95 QSX 0099 The Snowman £ 7.95
£ 7.95 b, QSX 0100 Fred £ 7.95
£ 7.95 QSX 0101 Boogaboo £ 7.95
from Quicksilva (see the coupon | Write to:
at the bottom of the page). Quicksilva Ltd, Palmerston Park
A list of old stock software at | House, 13 Palmerston Road,
discount prices for the ZX81, Southampton, Hampshire
VIC 20 and BBC computers is S01 1ILL.
available upon written request, Telephone (0703) 26515.

Game Title

[ wish to order the following games from QUICKSILVA. The games [ would like to buy are:

Price

I enclose a cheque/postal order for the total sum of: £

Please debit my Access/Barclaycard for the sumof: £

Mycardnumberis:[ N 51 i =

QUICKSILVA —~MAIL ORDER COUPON l

Hampshire SO1 ILL.

R N I I S Signature..............
Send this form to: Quicksilva Ltd, Palmerston Park House, 13 Palmerston Road, Southampton,

Important: Please use this form only if you are NOT a dealer. Your order will be invalid if you use any |

—-———————————_-*————_—_—_—————ﬂd



NEWS ON DEALER DEALS

Things are looking up for dealers who are wise enough to
keep a constant stock of Quicksilva software.

Quicksilva is on the look-out for
more outlets for its products,
other than those already
involved in CBS's distributor
network. Special discounts and
incentive schemes are either
operating now, or are shortly to
be introduced. These include:

—Spectal offer: for every 10
Quicksilva programs you take
dealers will get one free.

— Volume related discounts
(details available from
Quicksilva—make contact by
filling in and sending off the
Business Reply card overleaf).

— Special incentive competitions.

To be introduced this year. A
range of competitions open

exclusively to Quicksilva
dealers in which you could
win a fabulous dream holiday
—if you top the performance
figures from participating
Quicksilva dealers.

— Point of Sale material — high
quality, eye-catching posters
to draw attention to your shop
and Quicksilva's products.
Also calendars, scarves,
badges, hats and T-shirts are
given to dealers as part of
special sales campaigns fora

variety of Quicksilva products.

Quicksilva, through CBS, isa
firm believer in looking after its
dealers and distributors. That's
why Quicksilva formed, in
conjunction with Virgin

Software and Bug Byte, the
Software Sales Service. This
organ is responsible for
producing all Point of Sale
material and is there specifically
to provide an efficient service for
dealers.

Quicksilva wants to contact
you, and help you increase your
business by selling its products.
With Quicksilva's solid,
established reputation for
quality products and its secure
financial backing you cannot
afford not to take part in the
company's growth in 1985.

Simply complete the brief
questionnaire overleaf, tear off
the page, fold it as directed and
put it in your nearest post box as
soon as possible.

15



QUESTIONNAIRE-QUICKSILVA

QUESTIONNAIRE - QUICKSILVA
L W R atis VO COTPaNY RaIIEs T o L e e e h e b Ll o b i vinees

2 Whatisyouraddress? ... i i L e e e

3. Is your shop: a small independent/part of a retail chain?
4. Do you sell: computer hardware and software/other electrical goods?

5. If you already stock software, which computers do you cater for?
Spectrum [_]CBM 64 [ |BBC B[ JMSX [] Amstrad []

Any otherZlfsoawhichirnakeste. Je e e o lm s are e o o it e i ol e oobens
6. Have you ever been asked to stock Quicksilva software in the past? Yes [ | No [ ]

7. Do you currently stock any Quicksilva software? Yes [ ] No[]

8. Which category of software do you sell most of?

arcade games [_| adventure games [ ] utility programs [ | business programs [ | sports simulations [_]

‘space’ games[_|'non-space’ games [ ]

9. Would you like to receive further details of Quicksilva's discount and incentive schemes? Yes [ ] No[ ]
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HARDWARE

George is loveable, cute
— and controllable. He'll do what
you want, within reason, and he's

more than just a toy.
Jonathan Barry took him home to play

BY GEORGE!
ITS A ROBOT

George
£79.95

George is a robot: small,
friendly and rotund. He sits on
two wheels on the floor and
wanders around almost at your
whim and fancy. George
doesn’t need a computer — he
already has one in his head, a
special four-bit processor which
controls his every move.

This type of robot provides
an ideal opportunity for
children to understand what
programming is all about. This
is so well accepted now in
education that a number of
primary schools have robots
like George and use them with
very young children before they
use the computer. Programs are
fed into the robot by the
buttons on the top of his head
and a vast range of movement is
available.

Besides forwards and back-
wards George can turn left and
right, move at three different
speeds, called gears in the
manual, and he can even make
a great deal of noise. He has
two red eyes — could be some-
thing to do with his drinking
habits — and a strobescopic
guide light. The most dis-
appointing feature about him is
his hands don’t move.

With his 20 buttons he can be
programmed with up to 48
movements which take a period
of about one hour should you
want to wait that long for him
to do his tricks. Commands are
entered in the form of direction
then time. All commands can be
multiplied by any number so
that to get a walk of 27 seconds
you can enter either forward
nine times three or forward
three times nine. This has the
added advantage of teaching a
little about factors. The

8

numbers relate to time, so that
if you set George in high gear he
will go further each second than
when he is in a lower gear.

To get George to move at all
there are two commands avail-
able: the Go key and the
Recollect running key. The first
executes the program as you
have typed it in, whilst the
second runs the program as
typed and then runs it in reverse
order so that George should end
up back where he started from.
I use the word should because
on carpets there is a consider-
able degree of error.

George is well built, comes
with a humorously written
manual which covers all the
points and has already provided
many hours of fun in our
household. I have even been to
see the bank manager to ask if
he can make me a loan for
batteries, four pen cells and a 9v
type. e s
...And with his family

4
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USER DEFINE

9

CHARACTER

characters from code 32 to 126
are predefined. To see them all,
type:

FOR A% =32 TO 255:VDUAS:
NEXT { RETURN )

This set consists of the alpha-
bet in upper and lower case,
various punctuation marks and
numerics etc. (page 490 in the
User Guide for a complete list).
As you may know, characters
from ASCII code 224 to 255
may be defined by the user to be
of any shape he wants. These
are called user defined
characters, and for many
programs they are very useful
and provide that professional
touch. In this article, 1 will
explain the principle of
designing these.

Each character is made up of
a matrix of 8 x 8 dots.
Programming these involves
lighting up the appropriate dots
in this matrix using the VDU23
command. The first step is to
draw it on a suitable piece of
graph paper.

Take fig.1, a picture of an
alien, for example. This
character would be useful for a
shoot-’em-up! The character
must be converted into
numerical form that the Beeb
can understand. First replace
the blank squares by zeroes and
the filled squares by ones. Now
the alien should be as fig.2.
Each row represents a binary
(base 2) number in the range 0
to 255. Since the Beeb will only
accept numbers in base 10
(decimal) or base 16
(hexadecimal), these numbers
must be converted to base 10 or
16. To do this, each column is
given a value, starting with the

When the Beeb is switched on,’

In the first of

a series Shingo Sugiura explains the
basics of defining your own

characters

left most column with 128, the
next 64, the next 32, until the
right most column._

To convert a binary number
to decimal, you add the values
of each column that are filled
in. Having done so for all eight
rows, the values for each row
should be as shown in fig.3.
These numbers must be fed into
the computer using the VDU23
command. The user may
redefine ASCII codes from 224
to 255. The VDU23 is followed
by the ASCII code of the
character you wish to redefine
and then the eight values for
that character. Therefore, to
redefine character 224 to be the
little alien, type:

VDU23,224,195,66,126,21-
95255

126,129,129

You may display it by typing
PRINT CHR$(224) or VDU23.
Try it now, but don't forget,
you cannot display user defined
characters in MODET7 (since it
uses a special character set of
it’s own). Also, you can print
more than one user defined
character next to each other in
order to obtain giant user
defined characters.

As you see, although defining
characters is easy in principle, it
takes time and can be error
prone. In a future article, I will
describe a program which takes
the chore out of designing your
own characters. In the
meantime, | have designed a
few characters for you to play
around with.

Smiling face -

e a i, 00011000 =1&+8=24

e ¥R 00011000 =14&+8=24

ceatti, Ly 00011000 =1&+8=24

e it 00111100 =32+16+B+4=4L0
EoRNRR, ¥ 10111101 =128+32+16+8+4+1=1589
T T 10100101 =128+32+4+1=1465

L Bl bt T 10100101 =128+32+4+1=145
EEREEERE 11111111 =12B+464+432+1564B+44+2+1=255
Spaceship

LEEERER, 01111110 =684432+16+84+4+2=126
Fanassal 10000001 =128+1=129

B R 10100101 =128+32+4+1=165
Feesnna® 10000001 =128+1=129

FoE, L EL 10100101 =128+32+4+1=165
L, R 10011001 =128+1&6+8+1=153
Foaanah 10000001 =128+1=129

SRR, 01111110 fﬂ64+32+1&+ﬂ+4+2=12&

e MR, 00011100 =16+B8+4=28

caahEE,, 00011100 =1&+B+4=28

e 00001000 =8

HEEENEE 01111111 =&64432+16+8+442+1=127
aeanaaa 00001000 =8B

My 00010100 =4+156=20

et L%, 00100010 =32+2=34

¥.....% 01000001 =544]1=65

Mr. Stick
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Programs are always supplied on Use this cassette inlay card for your program
cassette and are accompanied by full Nemne
details of the program variables, how
the program works and any hints on
conversion you can offer. Please type — —
these details double spaced. Listings
are helpful but not essential. What is
vital is that the programs should be
completely error free, so please e e T
double check. Expansi fed =~
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complete and enclose the cassette
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Machine




ENTERPRISE

Three pairs of eyes focused in on
the Enterprise. Jonathan Barry,
seasoned computer user, had
different criteria to Genevieve King
and Marianne Johnson, two
complete novices. Experienced or
beginner — the end verdict was
much the same

Expert view
For a programmer the most
important feature of any

machine is the language that the
machine uses. My first job
therefore was to decide if the
BASIC that the Enterprise uses
is a modern and capable
language. There are certainly
a number of commands and
statements which aren’t present
in any other version for a home
computer. There are full
function defining commands
and a whole group of looping
commands that can test the
conditions at both the
beginning and the end of the
loops.

The range of built-in
functions is also vast, with over
80 such commands. In fact I
find this huge range of words
totally overwhelming. I know
that most programmers use

only a small range of words and
that having this vast range is,
theoretically at least, of great
advantage but [ feel that it
is likely to put as many
programmers off the language
as it is to excite them.
Wonderful programs have been
written with much less
developed languages and |1
wonder if here we have a prime
case of the law of diminishing
returns.

The manual is also rather less
than I had expected. The first
section is of a tutorial nature
with 144 pages of introduction
to the machine. This leaves just
60 pages for the reference
section and I feel that this is far
too little — all the syntax is
squashed into a very small space
indeed. The amount of detail is
far less than 1 had expected
both in terms of the language

and of the machine itself. There
is reference to a technical
manual, but this isn’t really
good enough. 1 am of the
opinion that if you've bought a
machine then you have the right
to information about it’s inner
workings without having to go
to even more expense.

Possibly the most upsetting
part of all is the error reporting
procedures. They are accessible
from BASIC with no problem
whatsoever and the messages
are of a reasonably explanatory
nature, but there is no detail
given in the manual about the
errors. Perhaps this, too, is in
the technical manual, but it

should have been in the
standard one. Information
about memory usage is

confined to just 13 lines and the
whole of the operating system is
dealt with in just two and a half
pages.

The machine is pleasant to
use with a good on-screen editor
which makes correction of
typing errors very simple
indeed. The picture is not as
crisp as | had expected on a
normal TV, although 1 believe
that this is much improved by
the use of a monitor.

The areas which are most
likely to excite new users are the
sound and graphics commands.
These are very well thoughtout




and you have control of almost
every aspect of the operation.
The sound command is follow-
ed by details of all the para-
meters you want to use and
instead of following a set syntax
standard you can use the para-
meters in almost any order
prefixing each one with it's
name. This means that you have
a very flexible, if wordy,
system.

Envelopes are fully definable
in almost every respect and with
254 of them I cann’t see anyone
running out of possibilities.
What I couldn’t ascertain was if
you had to set aside extra
memory for these envelopes.
There is control of pitch and
volume across a number of
phases and there can be
synchronised sound on a
number of channels too. As
there are two speakers and each
envelope can be set to send
different volumes to each
speaker there is the possibility
of writing some very sophistica-
ted music programs.

The graphics too are quite
exciting. You can set windows
for both text and graphics and
these can be accessed by using a
channel command from
BASIC. Each of these windows
can have a graphics BEAM to
either draw lines or move across
the screen without drawing. The
range of 256 colours can be an
exciting prospect, but with only
16 usable at any one time,
assuming that you want a
reasonable resolution too, this
changes the concept slightly.

There is no doubt that the
graphics chip, known affection-
ately as Nick, has a range of
features which aren’t available
anywhere else, but it is very
difficult to use this chip with
the information given in the
manual. I have the feeling that a
number of users will settle for
the default facilities instead.

The most disappointing
feature of the whole machine is
it’s lack of speed. To say that
the Enterprise is slow is too
kind. This can be seen when
you load almost any graphic
program but it’s particularly
poor with zombie-type games.

In a couple of simple tests
running the same program, the
Enterprise proved to be three
times slower than a BBC. On

s B D i e B P S

one test the BBC took less than
nine seconds whilst the Enter-
prise took over 30. This was
without any complicated arith-
metic or use of the internal
functions. If you’re program-
ming, this means you either
have to use machine code or be
very efficient in your use of
program lines.

Overall this is a nice machine
with a whole host of new and
exciting features, but without
the quality of support it
requires. 1 would like to see a
completely revised manual with
more for the beginner and more
for the advanced user. I would
also like to see the price fall to
about £130 as I feel that the
machine is unlikely to become
popular when it is placed in the
market against such a well
established machine as the
Commodore 64. J.B.

Setting up

The Enterprise comes in a
rather large box containing
everything you need to start you
off except a TV and a cassette
player. There were two booklets
and two manuals to contend
with, but the Setting Up guide
seemed to be the logical place to
start.

It is fairly comprehensive and
there was wvery little that we
could find wrong with it. Care-
fully following the instructions
the computer was connected up
with no problems.

The Setting Up guide con-
tains a description of the
computer and some very clear
diagrams which name all the
keys and sockets — which are in
fact very well marked on the
machine itself.

One small fault which
became obvious at this stage
was the fact that although the
guide described the cassette
connection lead as a lead with
four plugs at each end, it
transpired that there were in
fact two leads with two plugs at
either end. G.K.

The manual

The programming guide is a
229-page guide to programming
for the idiot and as such it falls

far short of it's objective.

The first program we tried
out was a very short graphics
program taken from the
manual. This worked perfectly
first time and we were able to
add an extra line to produce
a rather clever effect. The
graphics comprised a series of
ever decreasing circles which
perpetually changed colour and
the modification taken from the
manual caused the background
to flash through the spectrum.

Once achieved the program
modification was quite effective
but the manual presumes some
prior knowledge of editing
which tends to confuse the
absolute beginner. It instructs
the user to insert line 135,
Presuming that line 135 should
come between lines 130 and 140
we tried to position it there
using the insert key. We failed
and only later discovered that it
can be typed at the bottom of
the listing and is automatically
inserted at the correct position
by the computer.

Having got the first program
to run we then moved on to the
next listing in the book. This is
described as a program which
‘draws a multi-coloured tunnel
with exploding fireballs’. This
listing unfortunately contained
at least two errors: a semi-colon
instead of a colon and line 1000
numbered 100000. One of
HCW's experts helped sort out
the first problem and the second
rectified itself. However, the
program still failed to run and
gave out the message ‘missing
end of block” but nowhere in
the manual could we find any
explanation of this phenom-
enon.

Another error message we
received several times which
was nowhere explained in the
manual was ‘Cassette CRC
error’. Having searched the
manual for advice on how to
deal with this problem we once
again had to go to the experts
for help: the solution was to
adjust the volume or tone.

With obstacles like these the
time we spent using the Enter-
prise was incredibly frustrating.
We had approached the project
certain that we would be able
to cope with any reasonable
difficulties which might arise,

but unfortunately the problems
we encountered were largely
out of our hands. When we
managed to get programs (o run
they were quite entertaining and
interesting, but this was
outweighed, from a beginner’s
point of view, by the seeming
inability of the makers to cater
for the totally uninitiated. G.K.

Good looks

The Enterprise keyboard looks
quite stylish. It's grey, with
green control keys around the
traditional QWERTY keys,
blue function keys above the
numbers and a red stop key,
which, although highly visible,
is unlikely to be pressed in
error.

It's attractive and compact-
looking. The joystick is built in
at the bottom right hand
corner, and has a green knob.
This seems fairly flexible but
reaction is somewhat delayed.

ROM cartridges slot in on the
left hand side, while there’s
room for expansion on the right
hand, opposite, giving a nicely
symmetrical look. The whole of
the machine looks as if it's been
carefully designed for looks,
with compactness and simplic-
ity the key features.

The -rear end of the micro
houses the ports for printer and
tape recorder, etc. The reset
button is located at the far right
hand side at the back, and it's
easy to identify by touch alone.

From a touch-typist’s point
of view, the keyboard functions
are irritating. Most of the
commands are typed in upper
case, but you can't use the
normal shift keys, for example,
if you just want to type in one
letter in upper case. Instead you
must press CTRL and LOCK,
both with your left hand
fingers. This means that you
can’t press a key which is
normally covered by the left
hand at the same time, slowing
input down.

The keys have a mildly
unpleasant feel. They’re rather
scratchy, but are indented to
finger shape. Not ideal, like
a typewriter keyboard, but
passable. Response was good,
but from time to time uneven
touch didn't provide any
depression, whereas on a




normal typewriter there
wouldn't have been any
problems.

The function keys were great:
they did just what they were
supposed to do. Well displayed,
and with clear indicators of
their purpose, they're in an
ideal location.

On the whole, visually
impressive — although, inevit-
ably, plasticky — but the key-
board isn't prefect. Perhaps not
so important for non-touch
typists, but frustrating for those
who are. M.J.

Demo tape

We experienced enormous,
frustrating problems with the
demo tape. OK, so we were
complete computer no-nos to
begin with, but we're not

stupid.

The demonstration manual
should really be comprehensive.
Well, it's not. We were relying
on it heavily, and hadn’t vet
opened the user’s manual, but
there were a number of
problems we came across which
weren't touched on by the
booklet.

Firstly, we couldn’t get the
demo to load from the begin-
ning. This could have been our
fault, but the booklet really
wasn't specific enough. We
started off with Character
Definer, which we played
around with, and had some
gratifying results. We didn’t get
as far as using any of the
designs we made in any games,
though.

The demo manual is quite
good but does assume a certain
level of knowledge. Most things

are quite well explained, but
sometimes the text jumps
infuriatingly, just when you're
likely to come across a problem.

City Bomber was our first
game. Not bad, but rather slow.
We tried our best to alter the
speed, as the demo instructions
specified, but we just couldn’t

follow the steps. Too much
programming knowledge was
presupposed.

Fractals plots two little

designs — fine as a demo, but
when we came to program it
ourselves, we couldn’t work out
how to see the listing and
whether we needed to insert text
and if so how. Pehaps it sounds
easy if you know how, but it's
not a foregone conclusion.

We liked the Sketch Pad, and
the part where you could colour
in Pooh Bear. We got bored
very quickly with the Sliding

Squares puzzle, couldn’t find
the graphics modes, or Animan.
I'm afraid that’s as far as we
got, although other programs
on the tape include Stereo
Music, Word Processor and the
Interlace Driver.

I have to admit that our
frustration got the better of
us as far as seeing the demo
through to the end goes — and
we also nearly came to blows.
And it's not all our fault —
loading problems could have
been better explained, and
although hardened program-
mers may well think that
changing a program is child’s
play, it's not as obvious as
manual writers think. Unfor-
tunately, the demo was a very
discouraging introduction for
us novices to this attractive-
looking machine.

M.J.
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STATE OF THE
ART GRAPHICS

In today’s cut-throat world of
computer marketing, one of the
major selling points of a home
computer is it's graphics
capabilities. Does it have high
resolution, line drawing
graphics? How many colours
does it have? How many of
these can be displayed on the
screen at one time? In the early
days of the Pets and Tandys
these questions weren't even
dreamed of. In those days
graphics had to be built up from

market. What you can’t do with
the graphics on a BBC just isn’t
worth doing. If you want to
upset them just mention circles
— one glaring omission from
the graphics armoury of the
BBC is it's lack of a circle

In the example program
PROCcircle is called from line
20, the three numbers in the
attached brackets are the X and
Y co-ordinates and the radius of
the circle. These are passed to
the procedure at line 2000 and

In a new regular series, Jon Revis takes a closer
)loak at utility packages

using the statement: PROC
circle(posX%,posY %o, radius
%%). Parameters posX% and
posY % are the co-ordinates of
the centre of the circle and
radius% is the radius of the
circle. One point to remember is
that the procedure won’t work
if you aren’t in a graphics mode
e.g. 0,1,2,4, or 5.

The following procedure can
be called from anywhere within
one of your own programs
stored in their corresponding

10 MODE4
30 END
2000
2010
2020
2030
2040
2050
2060 YDUZ3,0;0;

2070 ENDFROC

NEXT circle

20 PROCcircle(640,512,300)

DEF PROCcircle(posX¥%,posYZ,radiusi)
VDUZ2'3, posX¥i; posYs;
MOVE O, radius¥%

FOR circle = O TO 2 % PI STEF PI/20

DRAW radius’ % SIN(circle),radius’Z % COS(circle)

solid or, if you were lucky,
shaded blocks which were
POKEd on to the screen.

As we now have all this new
technology at our fingertips it
would be nice to try and make
full use of it. It is my aim,
through this column, to get
beginners off the ground, and
maybe plant a few seeds of

inspiration for our more
advanced readers. y
Apart from producing

graphics the hard way we shall
be taking a look at some of the
utility packages, both software
and hardware, which are aimed
at making the computer artists’
life that little bit easier.

Beeb hint

Most BBC and Electron owners
will tell you their machine has
one of the best and most

comprehensive BASICs on the

OuUT &BCOO, 12 :
OUT %BDOO, 48 :
OuUT %BCOO, 13 :

OuUT %BDODO,0 =

REM Select register 12
REM Send wvalue to register
REM Select register 13

REM Send value to register




variables. The resultant circle is
drawn in the middle of the
screen and has a radius of 400
graphics units. An ideal way to
save the above procedure is to
use the *SPOOL and *EXEC
method which is described on
page 402 of the user guide.

OUT with Amstrad

The Amstrad’s video display is
under the control of a very
clever chip: the 6845 video chip.
Using the OUT statement you
too can manipulate the screen
display like a professional.
Registers 12 and 13 of the
chip normally contain the
values 48 and 0, respectively. By

altering these values a screen

display can be moved in all four
directions.

Watch the birdie!

MNew from Micro-Robotics we
have The Snap Camera for the
BBC. The device isa 7 x 5 cm
black box wupon which is
mounted a dinky little Pentax
lens. The camera is connected
to the Beeb via a two-metre
ribbon cable which plugs into
the user port.

The Snap is able to convert
images into a form which can be
displayed on your VDU by the
computer. The software
supplied allows the Snap to be
used in a variety of different
ways. The first of these
programs allows the on-screen
display of any object viewed by
the camera.

Unfortunately, the display is
only half a screen deep. The
image can be dumped to an
Epson printer at any time by
pressing the COPY key, but this
reduces the image further still.
Better results can be obtained
by listing the program and
substituting the screen dump
call with a call to a Computer
Concepts Printmaster ROM.

As with many peripherals,
they stand or fall with the
standard of the software
supplied. With this type of
device one would expect to be
able to save screens to disc or
tape for printing at a later date.
No such routine is provided in
any of the programs: this must
be supplied by the user. The
most impressive of the suite
of programs supplied produces
excellent full screen images in
eight shades of grey.

Despite it's limitations the
Snap is a snip at £115.

By using a series of loops and
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10 FOR N = 1 TO 10
20 PRINT "Hi There !"
30 NEXT N

40 OUT %BCOO, 13

SO FOR M = 1 TO 40
60 DUT XBDOO,M

70 FOR Z = 1 TO 100 3 NEXT Z : REM delay 1
20 NEXT M :
90 OUT &BCOO,12

100 OUT &BD0O,0 : REM Reset register to it’s or

altering the values of both
registers you get some
impressive effects.

The following short program
prints some text on the screen
and then scrolls it all to the left
by using a FOR/NEXT loop to
send values to register 13.




COMMODORE 64 UTILITY

SHORT BUT
SWEET
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12
2a
za
LE]
=2
=]
7
88
a9
198
118
128
132
140
150
€8
17@
180
19g
2en
28
220
23e
zae
2sa
260
270
BEL]
299
200
210
20
330
340
3=a
IES
370
380
292
aae
418
aze
438
aag
458
480
470

REM FOR CBME4 & MPSE01

DOFEMI ,4tPRINTHL

PRINT " MRBiE ' SFPER

PRINT " EMRLIRMEVERSE
FRINT " B8% TO END.
REM# ¢ ¢ x4CHIODSE

GOTG1Se
ITPUT™

GOTOL130

GCTo230

FRINT:POKEG4E ., D

AEne"

ML=MNL+1:G0TO300
REM# 2 #*CLEAR FREVIOUS

GOTO1S2

PRINT"S
GETK#t IFK$="* THEN4E®
RETURN

FPEMARS I ST AR ERR AR AR SR AR ERTERERRR SRS
FEM TYPE TO PRINTER BY J.S5.ROBINSON *

REMEs 4 44 a4 A3 04X R AR ARRF RN RRNRRRN D
POKES3288,21FOKES3E681, 10TNL=1
REMasx3xx0PEN FILE TO PRINTER®*kksssxs

REMts#s a3 sTITLE/MENUS S s ks s kst nnsons
PRINT " JB@E® TYFE TO PRINTER BY J.S.ROBiNSON B°
FRINT " iMSIIE STANDARD OR @DEOUBLE PRINT*®

OR @.WOLER CASE"

OF ENEDRMAL FIELD *

8:1:85 *

+ FOR CHAMGE .

TYPE TO BE PRIMTED®sskdnks
THEUT AR SSSEREEPEE RS ERRRRRRRREN  : (i TS
IFATS= "5 " THENFR 11T " INNENRENRERE TANDARD " tAT=15:6G0TO 138
IFATE= "0 THENPR INT “ INRERENRERO OUBLE “ tAT=14:60T0 198

"IBTH

SRR RRRRERERERRERRRE R BER R BIE]
IFBETS= "L "THENFR INT " INRERERRRENL FFPER " PR INTCHRSC142) 1 1BT=145:G0T0230
IFETE="L " THEMNFR INT " INRESENERENLOLER " tPRINTCHR$( 1431 1BT=171GOTO238

AR T T T e e
IFCTS="R* THENFR INT * INNEANERERERE VERSE "1 CT=181FF = |81 G0TO268
TFCT®= "N THENFR 11T * SNASANEERRRS ORMAL " 1 CT= 1461 FF =0 1GOTO280

FEM*4 444392 TYPE TO SCREEMN#sssssssss

FORZ=RTOMLIFR INT "H"J tNEXT

FOKE 193 ,FFIFOKELS, 11 INPUTASIPOKELIS ,BIPRINT
IFLEFT®(A%, | }=CHRE(S%S ) THENPR INT? I POKEB4E, 21 BOTO4PR :REM PRESS #KEY FOR CHANGE
IFA%="REQ *THENFRINT# 1 ICLOSE | tENDIREM TYPE 888 TO FINISH

IFLENCAS) 38 THENHL =ML+ 1
REM#szs4#42T/FE T3 PRINTER##sunssss
FRINTHI ,CHRS{AT I CHRE(BTICHRS(CT) A%

IFHL > 14 THENML = | t GOSUB4S®: GOTO59@

INPUTSs s knsns

FEINT SR SRSSRFI RO ERERRRRRRRRRRREERR] &
FEINT |RREERRRRRRIRRRRRRRRERRRRRERR] 2
FRINT 'ERRRRERRRDERBRSRESRDERRRRRRE] -,

REMEa s 4 ## v PALSE 24 ¥ kA KK AR ERARRKER
BPRESS ANY KEY TO CONTINUEZE*

This brief utility
may come in
really handy.
It's a very basic
word processor
by J S Robinson

7

L
,llll!....--

How it works
70 open 1;4, print #1
300 input AS
350 primt #1; AS
360 AS="'"

380 GOTO 300

POKE 19;1 turns off the **?"
prompt in the input AS$
routine :

POKE 19;0 resets immediately
to avoid an unpredictable
sereen

POKE 199;18 gives reversed
characters

POKE 199;0
characters

gives normal

Here's a short utility which is
like a primitive word processor.
Use it to print double height
text, print inverse characters
and type to printer.

Here are some points to note.
When you choose the type to be
printed, only single letter inputs
(those indicated in reverse in the
menu) are accepted. This letter
is then overlaid with the word in
full.

To begin a line with a number

of spaces, use a shifted space.

Pressing return on it's own
produces a blank line. You
can't use commas — these must
be replaced with semicolons.

The maximum number of
characters including spaces per
line is 79.

To change the type, press left
arrow followed by return and to
end all output type @@@,
followed by return.




Ever felt so
frustrated by
typing in

your own
programs that
you'd prefer
to be banging
your head
against a
proverbial brick
wall?

lain Murray
shows you how
to stop ripping
your hair out

STOP THE BRICK
WALL SYNDROME
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If you intent to do a lot of home
programming on the Commo-
dore 64, here are some general
and specific hints.

Firstly, learning to type
correctly is a great help in
keying in information quickly
and accurately. This involves
using certain fingers for certain
keys — miles better than two
fingers over the whole key-
board, no matter how fast they
are! Most secretarial books will
help here, and a number of
typing tutors which run on the
computer are available.

If you are typing in your own
programs, it is vital to have
them written down beforehand.
If you just sit down and start
typing, your program will
almost certainly be unnecesss-
arily complex, and you will
probably get lost and waste a lot
of time — so write it out first.
Also, put plenty of REM state-
ments into your program Sso
that you easily remember what
each bit of code does while
developing it, or if you come
back to it in the future. The
REMs can be removed once the
program is complete.

The 64’s BASIC does not
provide for automatic line
numbering or block deleting
functions, but FOR-NEXT
loops can come in very useful.
For instance type: [CLR] FOR
1=10 to 100 STEP 10 : PRINT
I : NEXT [RETURN] [HOME]
[CRSR DOWN] (words in
[square brackets] refer to single
key entries).

This will give you a set of line
numbers down the screen with
the cursor on the first one.
Repeated pressing of [Return]
will delete these lines from
memory, or you can move the
cursor past the number, ready
to type in a line of BASIC code.
Pressing [Return] will then
enter that line and put the

cursor on the next line number.

Once all the numbers have
been used, press [Home] and
edit the FOR-NEXT statement
to give you the next few
numbers. With a little practice,
this can save a lot of time.
Another useful tip is that if you
have two lines the same, or very
similar, then type one, enter it,
and then edit the line number to
give you the next line, and enter
it. Only one line is on the
screen, but if you LIST the
program, you will see the two
lines.

The maximum line length on
the 64 is two screen lines long
(80 characters), and if you type
anything more than this it won’t
be accepted when you enter the
line, which is rather annoying.
Fortunately, Commodore has
included a ‘shorthand entry’
capability into the machine.
Most keywords have an abbrev-

“iation, usually the first letter

followed by a ‘shifted’ second
letter (e.g. RUN is r ‘shifted U’
or rU), though PRINT, a
notable exception is just ‘?’.

The program is stored with
the keywords in this reduced
form to save memory, but they
are expanded automatically
when the program is LISTed.
Hence when a line is fully
expanded, it may be more than
the allowed 80 characters long.
This is fine if you don’t re-edit
the line, and if you do, the
keywords may need to be re-
shrunk to make the line less
than 80 characters long before
you press [Return]. This can be
very awkward and takes a bit of
getting used to. (A word of
warning here — avoid deleting
back from the bottom line of
the screen to the second bottom
line as very occasionally this
results in the computer ‘locking
up' and your program will be
lost.)

One very handy utility to
have is a toolkit with function

number of

key defining, a
which have been published. A

glance through the program
you're typing will show you
the most common words and
character groups in it. These
can then be defined on to the
computer’s function keys using
the toolkit, and as you type the
program, pressing the appropri-
ate function key will print the
full word or expression on the
screen instantly.

When typing in listings,
remember to SAVE vyour
programs regularly as you type,
and also while debugging the
finished listings, because if
you've made a mistake, the
computer may crash and your
program will be lost. Also,
number your versions of the
program so that you know the
most up-to-date one.

When typing in DATA state-
ments, zeroes can be missed out
(e.e. DATA 26,0,0,3,0,34,10
can be written as DATA 26,,,3,,
34,10). When all data has been
entered, SAVE and RUN the
program. If all is well (and there
are no checksum errors), delete
the last data item and reRUN —
you should now get an ‘OUT
OF DATA ERROR' message,
which tells you that you have
the correct number of data
items (remember to put the last
item back!). Having a checksum
(i.e. adding all your DATA
figures together and comparing
with a pre-calculated total) is
a virtualy foolproof way of
checking that the values of your
data are correct.

It is also useful with printed
listings to compare the
difference in line lengths
between your screen and the
printed page (e.g. if line 100 is
two characters longer than line
90 on the screen, but the
difference is four character
widths on the page, then you
must have made a mistake).

These simple tips should help
you enter programs into your
machine more quickly and
accurately, so get typing!
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vic
victory

May [ first congratulate you
on a great magazine. Un-
fortunately [ have just
discovered it, and 1 feel a bit
sad about missing the first 95,
but I have now ordered it and
I will definitely not miss any
more.

Anyway, | felt 1 should
write in case any owners of
VIC-20s had trouble with the
program on page 32 of issue
96. The problem is in line 700
(responds to joystick down).
All the right stuff printed!
Only in the wrong order. It
should read:

700 IF X X 8120 + C OR
PEEK (X + 22) = 2
THEN RETURN

I can assure other VIC-20
owners that it's worth typing
in the program. The game is a
good combination of thought
and luck. Well done, Gary
Todd.

Andrew Scott, Midlothian

P.S. Are back issues avail-
able?

Yes, back issues can be
obtained from Infonet, 10-13
Times House, 179 Marlowes,
Hemel Hempstead, Herts
HPI IBB

I must object to Alex Sonny’s
letter in HCW 97. All
computers have their
advantages and disadvan-
tages. It's not fair to say one
isaﬁm than the other. The
VIC-20 has good gra

and keyboard, while the BBC
has good sound and BASIC,
and the Spectrum has
excellent software support.

Still, I had my new
play with, although 1 e .0
jvait nearly three weeks to ge

it (suppliers take note).
into
U
.. and
ull of disjointed

Going
gone

A big thanks for being the
best value for money mag on
the market. It's interesting
from cover to cover and is of
special value to VIC-20
owners — of whom I am one
— because you support them
so well with your listings.
Please keep on putting them
in. 1 buy it every week but
have only one gripe.

The listings for the VIC-20
sometimes are so faint that I
can’t read them, or are you
fading them out to ma‘lch the
production of the VIC-20?

J A Sheppard, Balham

Cheap
tricks

I am a Spectrum user and |
must say that, like a lot of
people, 1 choose cheaper
software, and what better o
choose than Mastertronic.
Mastertronic now has a
wide range of £].99 games,
and they are all ace. | have

€ me! £

the i
!i_;‘.“mﬂM&rkl?
full of hj,
little min,

be me, but 1 dj ;
hard o oot 1 did find it rather.

at times tomake'omme'

symbols on your (g4

_In

BBC

both clear and

f no use 1o

Would it not be possible to
Ur printers to use the
berg printer and not

Your rath
=y QW'ills 1

the are good, g :
big software programs " be 'L

what be
¢ 800d as they are made out to

Disgusted!

Having just read the letter
headed Moans and Groans

R P Potterton
(HCW 98), I was disgusted. 1
own a C64 and look forward
to Tuesday when I can open
the pages to find a C64
program. Alas, there is not
always one there.

However I'm not so dis-
appointed that I have to write
letters and moan. If the only
reason, or should 1 say, the
main reason Mr P buys HCW
is for programs for the
(useless games computer) 48K
Spectrum, then he should go
and buy a specialist ZX
magazine as well.

Otherwise he shouldn’t get
upset if there isn’t a program.
So Mr Potterton, take my
advice and stop talking
balderdash and stop
moaning.

Neil Glew, Keyworth,

seven games from this range
including Bullseye, Gnasher
and Tank Trax.

I also want to give a vote of
thanks to British Telecom for
Firebird Software. | bought
Booty — it’s bootiful! The
graphics are great and the
sound is super,

Kevin Ringrose, Brix.
worth
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Lineage:
35p per word
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Semi display: £7.10 per single column centimetre
Ring for information on series bookings discounts.
All advernisements in this section must be prepaid.

Advertisements are accepled 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

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 Unformatted Disks 1 - 500+. Fast
security delivery service.
M records — a divislon of
OND LTD, 19 Sadiers Way
rd 5614 302 0992-551188

ﬁi

Make money with your micro. Send
stamp. BLS, Marlborough, Dairy-
lands Road, Church Lawton ST7
3EU

ORIC, ATMOS,
COMMODORE 64, LYNX
SOFTWARE LIBRARY
Over 150 Oric and 200
Commodore 64 titles.
Stamp for details:-

Les Wilson 100 Blenheim
Walk, Corby, Northants.

To hire a computer from Spectrum
48K upwards, please phone or write
1o Business & Computer Services,
294a, Caledonian Rd., London NI
IBA Tel. 01 607 0157

SPECTRUM
SOFTWARE HIRE
FR MEMBERSHIP

fetails send S ALE

All ||‘

S5.5.H. (HCW), 21 Chaceley Way,
Wilford, Nottingham NG11 TEG

ECLIPSE SOFTWARE
Spectrum Library
Ower 100 titles from 95p for t
membership for

SOFTWARE
FREEPOST, LEEDS LS12 4YY

1525

Commodore VIC graphic
printer. Slight use.
Contact Mr P Knowles,
(0734) 761094 after Spm.
for CBM 64/VIC-20.

£100 o.n.o.
Reading
Suitable

Hardware

CBM 64 VIC-20

TAPE TRANSFER —
DUAL CASSETTE INTERFACE
1i fer any cassetie
s DCL | inter
turbos, m/code, daia
n can be loaded it will
3 ¥ on a second datasette.
Send £10. n n\ & Trigsoft, Marshficld
House, 4 Burneit Place, Bradford BDS 91X
7 dav money back guarantee
f not 100% satisfied

FILI. THIS SPACE
N'T FORGET TO

I( ABOUT SERIES
DISCOUNTS!

*

BRC B/Electron/Dragon sofiware
library Membership £5.00.
Tapes 1 (+30p P&P). Stamp for
details. E. Tucker, (H) 58, Blen-
heim Walk, Corby, Northants.

FUZE
FUZED
DEFUZED
CONFUZED

sSoftware
Educational

Physics ‘0" Level for Amstrad.
Study program ‘Refraction
Diagrams’ by experienced teacher.
£4.99. H James, 5 Gains Road,
Portsmouth, PO4 OPJ. Tel: 0705
737090

Ray

A-Level Physics, Multichoice exam-
ination revision program by former
university lecturer., Based on
proven grammar school teaching
methods. 48K Spectrum  version
£5.95. Cheques/POs to: Dr J C
Hughes, 50 Leach Lane, St Helens,
Merseyside. WA9 4PU

Software

Games
TI-99/4A SOFTWARE

Any three fantastic games for only
£5. 39 vitles 10 choose from.
For full list 5.A.E. to:
BINBROOK SOFTWARE,
88 Cotterdale, Sutton Park,
Hull HU7 4AE

TI-99/4A

rs pe freefsae for bt

Fawcett Soﬂware ;

WANT TO BUY, SELL, SWOP?
PHONE BECKI ON
01-437-0699

L

12 Eastern Esplanade, Southend
Tel: 0702 62033/615809
Open 7 days a week

CLASSIFIED —RING

01-437 0699

nd all other intellect
rights and by
n consent of the vor

1

SINCLAIR
COMPUTER REPAIRS
Fast reliable repairs by experienced
1eers having serviced Sinclair computers
introduction of the ZXED. Our
all parts, labour, postage

*While-you-wait ser )
Spectrum £18.75
ZXEL £101.50, 16K RAM £9.95
Call or send with cheque or PO 10
TV Services of Cambridge Lid,
French's Road, Cambridge CB4 INP.
Telephone (0223) 311371,

Now available SPECTRUM XK
MEMORY EXPANSION SYSTEM
XK System Kit £15.95 inc VAT,

XK System Factory £20.95 inc VAT,

—HEMEL COMPUTER™ ]
CENTRE LTD.

For fasi reliable repair service

of vour 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 + E£1.60 p&p.

Hemel Computer Centre Lid.,
52 High St., Hemel Hempstead,
Herts HP1 JAF.
Tel: 0442 212436

MICRO-SERYV

The home computer repair specialist
in Scotland
BBC, SPECTRUM, VIC-20 AND ALL
PERIPHERALS. 3 MONTH
WARRANTY ON ALL REPAIRS
UNIT 4, Denny Workspace,
Denny, Scotland, FK6 6DW.
Tel: Denny (0324) 823468

Commodore repairs. By Commo-
dore approved engineers. Repair
prices — V1C-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: (D6286) 61696,

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

property nights therein belong o Argus
iniernatnional copynght conventins are

SANO2AL.49]




CLASSIFIED
ADVERTISEMENT —

Please place my advert in Home Computing Weekly for  weeks.
Please indicate number of insertions required.

ONLY 35p per word (mimmum charge 135 words)
CLASSIFIED DEPT., HOME COMPUTING WEEKLY,
1 Golden Square, London WIR 3AB
Tel: 01-437 0699
Name
Address
Tei. Mo, (1)

-= L] JES

o 1 —

TEXAS INSTRUMENTS
A HOME COMPUTER SYSTEM

APPOINTED
DEALER

¥ (B ¢

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

DUCKWORTH ADVENTURES

COLOSSAL CAVE ADVENTURE

by Peter Gerrard
The onginal and best fr: , HOW for the Amstad
and Commodore 64. Unlike oc:har versions, this game follows the onginal
layour, lete with all the traps and mazes, not to
mention the Troll, :he Draqun. the Pirate or the mystenous shadaury figure
You can't call until you have
quest! As a ¢ :o the f; h d, you are allowed Iu reswrect
yoursell twice. £7.95

ISLAND ADVENTURE
by Peter Gerrard

The setting for this fascinating adventure game for the Commodore 64 is a
desert island, on which you are stranded. Try to find your wav off the island,
avoiding monsters and other hostile inhab and

There is an option to save the current game status on tape. The game will
accept a wide variety of words and 1s onginally responsive. £7.95

MOUNTAIN PALACE ADVENTURE
by Joh.n D. Ryan
This for the A and C: 64 is set in a
long-lost palace in a distant land. You have heard rumours of the vast wealth
to be gained by anyone brave enough 1o enter the palace. Unfortunately, the
task rurns out to be more difficult than you imagined, as the palace has some
sinister inhabitants. Even the palace seems to have a mind of its own! There is
an option (0 save your progress on tape at any time.  £7.95

CASTLE DRACULA
by Ray Davies

Avallable for lha Amstrad, BBC 321{ i.nd the Commodore 64, this game stans

d village, i by Dracula’s sinister castle. Your
m:ssmn is 1o enter the castle and serve His Putrescence a well prepared
stake. There are many useful objects to be found along the way, and from
time to time the program can be persuaded 1o give you hints. There are 100
locations to explore and you have the option to save your progress on tape at
any ime. £7.95

Write in for a descriptive catalogue (with details of cassettes).

S

DUCKWORTH
The Old Piano Factory, 43 Gloucester Crescent, London NW1 7DY
Tel: 01-485 3484

OLYMPIAD

OTHER TITLES AVAILABLE FOR THE C.16 — RIG ATTACK £6.95 - LUNAR DOCKING
£6.95 - ZAP-EM £6.95. C.16 SOFTWARE STARTER PACK CONTAINING SHOOT-IT,
HOPP-IT, CLIMB-IT, MUNCH-IT - £14.95. AVAILABLE BY MAIL DIRECT FROM
TYNESOFT - JUST SEND REMITTANCE - POST AND PACKING FREE.
Tynesoft C Software, Addi Industrial Estate, Blaydon,
Tyne & Wear NE21 4ZE. 091 414 4611.

A .\ » L e A
PRPASISESE R
COMPUTER SOFTWARE

ADDISON INDUSTRIAL ESTATE, BLAY
TYNE & WEAR. TEL: (091) 414 4611.

DON-ON-TYNE,




Up and Coming

new column starts

our
regular look at the changes in

This

the chart, particularly those
programs in the lower reaches
of the top 50.

All change this week, with

Alien 8 rushing straight to
number one. It seems one
mythical being has ousted

another. Yes, after 13 weeks in
the chart, Ghostbusters has lost
the number one slot. Read a

review of this week’s number
one game elsewhere in this
issue.

There’s lots of activity in the
one-machine charts too. Five
re-entries to the Commodore
top 10 suggest a new winner
could fight it’s way out of the
crowd.

The BBC chart shows a
number of changes too, but
Castle Quest hasn’t managed to
push Elite from top position.
Both Quickie Egg, soon to have
a sequel, and 3D Grand Prix re-
enter after a break of some
weeks.

Raid over Moscow has made
a big jump in the Spectrum
chart, but not without
opposition. US Gold's
headquarters were picketed last
week by CND protestors who
felt the game encourages
military attitudes.

Biggest strides in the lower 30
were made by Castle Quest,
which managed to slink in at
number 35, closely followed by
Database’s Mini Office at 37.
This is quite an achievement for
a program destined for serious
use. It’s the only utility
program in the entire top 50 this
week.

Another first is the entry of a
Commodore 16 program:
Roller Kong inched in at
number 47. The recent change
in prices could make this a real
star of the future.

OFTWARE

Week Ending February 19, 1985
ﬁ ‘€§ %" %, % ‘@.v b %
o % % %
\? §‘ »\‘§ TITLE PUBLISHER % % %‘ % ‘é %0 % '&'
1 Alien 8 Ultimate .
\J 2 Ghostbusters Activision L] .
23 A 3 Raid over Moscow US Gold e e
RE 4 Impossible Mission CBS .
o Y 5 Daley Thompson’'s Decathlon Ocean L] .
4 v 6 Booty Firebird . .
11 A& 7 Hunchback Ocean . e 8 o @
2 Y 8 Zaxxon US Gold L e o e ®
5 v 9 Football Manager Addictive . L ) .
15 4 10 Match Day Ocean .
22 4 11 Combat Lynx Durell . . . .
20 4 12 Elite Acornsoft .
9 ¥ 13 Technician Ted Hewson L .
34 A 14 3D Starstrike Realtime L]
7 Y 15 Jet Set Willy Software Projects . . L
6 ¥ 16 Airwolf Elite .
18 4 17 Monty is Innocent Gremlin Graphics .
13 V¥ 1B Flight Path 737 Anirog . o o L
10 Y 19 Hunchback Il Ocean s o
8 Y 20 Manic Miner Software Projects . e ® . .
I 1
1 Alien 8 1 1  Impossible Mission
Ultimate CBS
2 2 2 Ghostbusters
= Activision
a 3 Combat Lynx 3  Daley Thompson's Decathlon
Durell Ocean
4  Match Day 4  Sabre Wulf 4  Raid Over Moscow
Ocean Ultimate US Gold
5 5  Eddie Kidd Jump Challenge 5  Frak!
Durell Satesoft
] 6  Chuckie Egg 6 Booty
ALF Firebird
7 7  Football Manager 7T I*;unchhaclt ]
Addictive Ocean
8 8  Blockbusters 8 Compat Lynx
Macsen Durell
9 Monty i Innucnnt 89  Grand Prix 3D 9  Select 1
Gremilin Software Invasion Computer Records
10 Dale Thumpson s Decathlon 10  Hunchback 10 Jet Set Willy
Ocean Software Projects

Compiled by Gallup for the industry’s weekly trade magazine, Computer and Software Retailing

For details contact John Sorrenti, Computer and Sofiware Retailing. No

1 Golden Square, London W1R 3AB. 01-437-0626




John Donovan
masters Killer Ge

Star joke
This week’s star joke comes
from Eddie Kidd, hero of
Martech’s Eddie Kidd Jump
Challenge.

There was this man parachut-
ing from an airplane. He jumps
out of the plane and whizzes
down through the air. He pulls
at the release cord, but his
parachute doesn’t open up. He
tugs frantically, but it's not
working.

As he bombs down towards
earth he sees a brown speck
moving towards him. He
realises it's a brown cloth cap,
and underneath it is a little
man.

‘How do you open a para-
chute?’ shouts the parachutist.
‘Look mate, 1 don't know,
can’t even mend a gas boiler’,
shouts the little man as he flies
past him.

If _\{ou‘vc got a birthday or
special occasion coming  up,
why not send a personalised
message, via your Amstrad
CPC4647 Hcrc'i how: type in
the listing below, inserting your
own personal message. By A R
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Name Game

Machine Score

Jon Chatten
John Donovan
Ekan

Mark Foster
lone Holmes
Alan Keane

Neil Rennie
Stuart Rodgers
R_;’cimrd Speed Pentathlon
Vincent Whitfield Parsec

Falcon Patrol
Killer Gorilla

TI Invaders
Chuckie Egg

Tombstone City
Eddie Kidd Jump Chall. BBC 30 cars

64 6025
BBC 33,700

TI-99/4A 204,850

T1-99/4A 12,650
270,125

Daley Thompson’s Decath, C64 33,538

TI-99/4A Discus: 99.97m

to feature that, too.

Grin ar

Special K

Hugh Bar nard, Tadley

What do you get if you make
A poached egg

T Simcox, Derby

Wealthy American tourist:
little British computer...
Assistant: Electron?
Wealthy American lou;isl:
Eric Waters, Solihull

Send your jokes to us at HCW, No. 1 Golden Square, London

WIR 3AB

bottom die?

Answer and explanation next

3.6 BORDER 1 PRPER Q:PEN 1

What do computers have for breakfast?

Puzzled? You will be

Iéioxi\ many spols should you be able to see on the blank die face?
ach row and line fits a pattern, so what’s the marking on the

d in your hi-scores to HCW. If you enclose a photo, we'll try

d bear

a copy of Chuckie E

Listen, Buddy, I wanna buy a great

Hell, no, | voted Democrat!

week.
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EXECUTIVE OFFICER
Direct, imaginative.
Cautious. Loyal

ICE OFFICER ENGINEERING OFFICER
iikeabie. Briflant — | Solid, G Physically Strong, Low LO.

IR0 OFFICER ENGINEER!
Cynical,
Potentially Rebellious

Withud, Ambitious,
Authoratitive, Resourcehid

NG OFFICER
Ly Rebellious,
Untrustwortty, Unflappable.

Featuring
the unique

Aree };r_;-“ Personality Control System
Software (roup
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The VISX Miér;o that's paic

Yamaha manufacture probably the most successful
range of electronic musical instruments in the world.
Their new CX5M Music Computer is no exception.

The CX5M is a fully-fledged MSX micro-computer
offering the exciting advantages of its breed; an ever-
growing array of standardised software, 16-colour
graphics, cassette and printer interfaces, twin joystick
ports and expansion slot.

But that's not all.

Inside the CX5 is a polyphonic, programmable FM
Digital synthesiser that can be played with its own music
keyboard or, via its industry-standard MIDI port, control a
network of compatible musical equipment.

In 1984 Yamaha's DX Series FM Synthesizers revolu-
tionised the voice of music synthesis with their stunning
reproduction of natural and electronic sounds. Now the
CX5 gives you that same musical fidelity simply by
hooking-up through your TV monitor or Hi-Fi system. For
the first time a computer is a real musical instrument.

_ Yamaha also offer a number of music-based software
ROMs. Music Macro for instance is designed specifically
for the computer hobbyist. It enables you to access the
CX5's superb FM sounds from MSX BASIC and from this,
program games and AV sequences using music and
soundieffects.ie = Loty

~ vides » an on-scri _musi al - 3 ) essive,

. -'-"eﬁfﬁf‘ﬁ‘.?f%?'a’sﬁste composition and arrangement.
So when you've completed your modern-day answer

to Beethoven's piano concerto... you could always start.s

cataloguing your record collection, work out your home
“aceounts and discover why you have th,al_nyg%%&,&g@m e
bank,l or_even, just sit-back-and play the fatest arcade

o v 2 S e 8T —

@mel




See and hear the CX5M
only at the following

its musical dues :};anhaha Hi-Tech Centres.

Yamaha CX5M - Outline Features

e CPU - Z80A; 32K ROM; 32K RAM; 16K VRAM

e 16-colour graphics

o MIDI (Musical Instrument Digital Interface)

e Programmable FM voice generator (46-voice, 8 -
octave, 8-note poly)

® Music keyboard split & swap - voice and mono/poly)

® B-yoice multi-timbral

e Built-in real-time performance recorder

® Auto-accompaniment with rhythm

® Yamaha Software ROMs: Musical €
FM Music Macro Blackbum: R
FM Music Composer Bournemout
FM Voicing Program Bristol:

DX7 Voicing Program
(Coming Soon) Cardiff
RX Rhythm Editor prghuiaii
4-track Real Time Sequencer Colchester:
® Price: From £534rrp (CX5M + YKO1 music keyboard)
g ® YK 10 music keyboard (full-size keys) also available

Cambridge: (

Yamaha CHASNM .- Hearmngis believing

= Mansfield
Middlesbrough:

1 Milton Keynes:
Newcastle-upon-T
Norwich: Cartsbro
Nottingham:
Peterborough

& Sunderland: Wi
Swanse

o Warrington: [
Wolverhampton

g[S O©YAMAHA

MUSICAL INSTRUMENTS

1 & MOUNT AVENUE, BLETCHLEY. MILTON KEYNES, BUCKS, MK1 LIE
& 0908 BA0202 24hr Ansaphone IDS08] 549222

SUre

" MName

Yamaha CX5Me= 'HEEI"‘iI‘"‘Ig isBeleving'
FREE@emonstration tape. Fillinthe

Coupon NOW! i
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‘lfound the action very fast and furious, especially when bei
attacked by jet fighters firing heat-seeking missiles. It real
gets the adrenalin going . . . Superb graphics that we ha
come to expect from USA imports. The attractive packagi
and first class presentation add up to a truly profession

Tom Hussey ‘:
YATTIIIfImn

".;.ll],

@ KEYBOARD OR JOYSTICK
CONTROL

@ REALISTIC HELICRAFT
CONTROLS

@ 360° SCROLLING SCREEN

@ UNLIMITED MISSILES & FUEL
SUPPLY

@ RADAR SCREEN

@ DAMAGE REPORTS & BOMB ” o Lg
LEVEL REPORTS
#¥eca ENEMY BATTLESHIP STATUS © .

. . =T A .'
REPORTS & BOMBER ATTACK %‘\“\% >

WARNINGS
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