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Sweet Talke

Inside your
Ider, brighter,
etter HCW . ..

II The row over distribution of Atan
_{computers 15 so far not affecting
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major high street stores

Two of Atari’s main distribu
tors, TBD and Lightning, are re-
fusing to stock the new Atari
range. Lightning's Ray Laren said:
“In view of the way the market is
going, they are making unaccept-
able demands.” And TBD%s Joe
Woods went on: “They were
.|-km;._: us o commit ourselves to
excessive amounts of stock.”

However, the split was on both
sides, according to Rob Harding of
Atari. He said: ““We had dis-
cussions with both TBD and
Lightning and decided w pan
mutually.”

But a spokeswoman for the
WH Smith chain was confident

. Ml
Alari IMXE=ofT to a bad start
that there would be no shortage of
Ataris in the shops. She said: “We
are not experiencing any difficul-
tics at the moment. We have suf-

TOP NOTCH!

Brsail Hits Vol

ATARI "
SMASHHITS

T Cokossen P

ficient stock of computers, disc
drives and cassette recorders, and
we anticipate that the situation will
remain the same.”

US Gold:

US Gold last week launched a new
game based on the exploits of
World War I heroes, the dam-
busters, 38 years after the historic
raid 1ok place

World War 11 is a popular theme
for games. Mirrorsoft recently
rclcased Spitfire 40 and Acornsof
produced Aviator, while Alligata
also brought out a dambusters
game

The US Gold version allows the
player 1o act as any member of the
crew of the Lancaster used to drop
the bouncing bombs on the Eder,
Sorpe and Moehne dams in the

Ruhr valley, in industrial
Germany

The Dambusters s being
backed by a massive advenising
campaign and the package in-
cludes a poster, hanging mobile
and a model Lancaster offer from
Aurfix. US Gold says that the game
15 endorsed by 617 Squadron, the
RAF unit which flew the dan-
ECTOUS Mission.

Al a launch at the Bomber
Command Museum in Hendon, a
spokesman said: “More than a
game—more than a simulation—
it’s just like the real thing™ Let's
hope not!

It's the real thing?

Dracula on
Zombie Island
Amstrad game

Keep on

trucking on
your Tl

Read before
you buy
Book reviews

In depth:

The save option
on your BBC
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Book reviews

ialist Publications Ltd.
sare, London WIR 3AB. 01-437

c F s ‘r .. - '-:'.:.:'.-.f.v..-"-‘;- _E 4 3
BASIC LIVING by Jon Wedge and Jim Barker

HMM... THIS ASSEMELY MY FINAL, FINAL OFFER - TWENTY FOUNDS
CASH TO WRITE THE ROUTINE FOR HIM !
- /
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Eamon receives his certificate from Dragontorc author Steve
Turner

First past the post

Hewson Consultants’ latest adventure, Dragontorc, has been
completed by Eamon McGing of Camberley.

He finished the game at 11.30pm, April 7 — only six days after
he bought it.

Eamon thinks that the game is extremely addictive. He said:

*“The more problems 1 solved, the more I wanted to go on playing
it.*?

Hewson will provide Draggntorc clues for all players who send
an s.a.e.

Hewson Consultants, 7 Graham Close, Blewbury, Oxon OX11
9QE

Music to your ears | music, adjust the tuning and
select different musical instru-
ment sounds.

The new ROM-based sofi-
ware has additional features
and uses the computer’s
memory to the full.

The software costs £29.95
and is supplied complete with
manual.

New powerful ROM-based
software for the BBC is being
developed for the Echo three-
octave musical keyboard,
according to LVL the makers.
The Echo Music Keyboard is
supplied inclusive with an
existing: disc- or cassette-based
software. This software allows
the user to change octave, play

LVL, Scientific Hse, Bridge St,
Sandiacre, Notts NG10 5BA
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Auction
for famine aid

Saturday 15 June is the date set
for the computer industry’s
auction in support of the
Ethiopian famine appeal. The
venue is the GLC County Hall
and the auction will last from
Ilam to Spm.

Many leading sofltware
houses have donated software
for the occasion, including US
Gold, Pitman, Gilsoft and
Argus. It is hoped that it will be
the biggest computer auction

held and will boost the
ady raised by the

If you have any software or
hardware you no longer need or
want then
good ¢

€
Computer Trade Weekl
Specialist Retail Press, Busine
Technology Centre, Besse
Dri Stevenage, Herts SGI

Print in colour

Bizzell Computers has

announced the availability of a

four-colour printer/plotter for

£399 including VAT, post and
Xi

The printer/plotter prints
vertically or horizontally in text
and in four directions in
graphics.

The machine can be used in
conjunction with a micro for
graphs, drawings, symbols,
axes, geometric patterns,
charts, diagrams, circuits,
computer art, flow charts, 3-D
and contours.

Bizzell Computers, Walnut
Tree Hse, Forncett S5t Peter,
Norwich NR16 THR

The Echo keyboard




Play football with
Bobby

Brothers has just

announced the launch of Bobby 5 ._ - . 5 ¢ Is it a bird?
o .

ton Soccer. The company p
claims that it is the most - s Is it a man?
realistic computer soccer ne : = o ; i 9 i
vet. The launch is timed 10 tie in e =5 ;?;:ler JL‘:HT"';?;";; tnof ::%2":;
with the 1985 cup final. 3 i 3 - the éu}npuler screen

Bobby Charlton said: **I1 am = e ¥ Originally to be roduced for
not just endorsing this game, 3 ; i the ng and Speclrllllm the game

have be olved in its % ; is being written in America
conception giving guidance and e By ; for the new Bevond Ilabel

and am of the opinion e Monolith l*'xpcclefl price oflhé
will be one of the most : ; cassette and disc version is
r compuler games ever Ei £9.95, ;
!‘-r%dum_i- = 5 ; The action will all be arcade
3obby  Charlton Soccer s style with cartoon characters
available for the BBC and y ulating the screen. This
Electron and will shortly be E?gade Et e wi“ﬂ:h. lhls
converted for the C64 and backhone} of Monoelitll‘:
Spectrum. It costs £11.99. releases. Bill Delaney,
: , managing director of Beyond,
Holiday Brothers, 172 Finney Bobby Charlton scores again? suggegleg that all Mm’mIilh
Lane, Heald Green, Cheadle, games would be capable of
Cheshire SK8 3PU ‘‘instantaneous play’’ whereas
Beyond releases would have
more ‘‘meat’’.

The official launch of the,
new label will come on June
26th with the release of Quake
Minus One for the C64 and
Rockford’s Riot for C64 and
Spectrum. Rockford is a sequel
to Bolderdash and has the
original version on the other
side of the tape free.

Mr Delaney sees Superman as
just the beginning of a whole
series of comic character games
f, T and is already talking about
, \ Supergirl and even Superdog
sequels. ‘*The mind boggles at
the possibilities’’, he claimed.

Take off in an
airship

Fuji Film Floppy Discs are
being backed by an cxcumg
competition. Fuji Film is
offering 50 people the trip of a
lifetime — in an airship.
Entrants in the free draw are
required to leave their telephone
number on the special teledata
number 01 200 0200 and asked
to state the location from which
they would like to take off.
There are seven locations:
London, Leicester, Leeds,
Manchester, Birmingham,
Bristol and Portsmouth.
Winners will be picked out of
a hat by darts champions Eric
Bristow and Maureen Flowers
on Tuesday 28 May 1985. No
purchase of Fuji Film Floppy
Discs is necessary to enter.

Fuji competition takes off Beyond Software, 3rd Floor,
Lector Ct, 151 Farringdon Rd,

London ECIR 3AD

Atari users can now take
advantage of all Prestel
facilities. Miracle Technology
announced that this can b
made possible with its new
Multi-Viewterm/Datatari
modem interface and software
package.

The interface and disc-based
software also gives users access
to electronic mail, telex,
database and user-to-user
communications. It also allows
telesoftware downloading.

The package can be used with
Atari models 400, 800, 600XL,
800XL, 65 XE, GSEM 65XEP_
and 130XI. It costs £59.95.

Miracle Technology, St Peters
St, Ipswich IP1 1XB

Fuji Photo Film, Cresta Hse,
Swiss Cottage, 125 Finchley
Rd, London NW3 6HJ
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Software update

Activision has just released another conversion of the immensely
popular Ghostbusters, this time for the MSX. Activision is
hoping the MSX version will rocket to the top of the charts as its
C64 and Spectrum predecessors did.

Yet another Hunchback game has been released, this time by
US Gold and Ocean. Originally produced by Synsoft in the USA,
the game is for the C64 and is called Quasimodo. It is being billed
by US Gold as *‘the most unique Hunchback-type game ever
produced’’.

this game and is aiming it at VIC-20 users who have recently been
“‘starved of really good new software.”

Title Machine Price Publisher
Quasimodo C64 £9.95 US Gold
Ghostbusters MSX £11.99 Activision
Lazy Jones MSX £8.95 Terminal
Cavefighter VIC-20 £5.95 Bubble Bus
Falcon Patrol 11 Spectrum £6.95 Virgin
Strangeloop C64 £8.95 Virgin

Jet Boot Jack Amstrad £8.95 Amsoft

Master of the Lamps £10.99 Activision

Investment Monitor

Hustler Cl6 £7.95 Bubble Bus
Confuzion Amstrad/

C64/BBC/

Electron £6.95 Incentive

Bobby Charlton Soccer C64/Spec

Beta-Accounts BBC £25 Clares
Jump Jet Amstrad/
BBC/Cl16/

VIC/Spec £9.95 Anirog

Herbert’s Dummy Run  Spec/C64 £9.95 Mikro-Gen

Printers and
monitors

A new range of peripherals and |
cables has recently been |
launched for the Enterprise 64. |
These are a colour monitor,

EP80+ dot matrix printer and

a joystick interface.

The printer is manufactured
under the Enterprise label by
Mannesman Tally and costs
£239.95. The colour monitor is
made by Microvitec and costs
£349.95, while the joystick
interface is £9.95.

Enterprise has also produced
a colour/sound monitor cable,
parallel printer cable and a
serial/networking cable.

Mike Shirley, commercial
director of Enterprise
commented: ‘‘Anything with an
Enterprise label has to be of the
highest quality to conform with
the standards of the machine
itself. The printer and monitor
do just that.” p

Enterprise Computers, 59
Rumﬁ Sq, London WC1 4HP |

B New Enterprise dot matrix printer

The VIC-20 is also getting a look in this week with a new game
from Bubble Bus entitled Cavefighter. Bubble Bus claims a lot for

Spectrum £12.00 Michael Slatford

£11.95 Holiday Brotherg

A The Enterprise colour monit



SPEAK EAS

There are 20 speech 3AB. The closing date is8 first | If ﬂou a:carvti}n?err, the coupon
post on Friday 7 June, 1985. will act as a label for your prize,
’yrﬂhes‘her‘ to be You may enter as many times | so clear writing is essential.
won in our as you wish, bt;} ealch entry
must be on an official coupon
Dk'tronics = 100 Gy = Adibsalecin L B Zt'.' '::h:m ted from
Compe ”ffoﬂ separate envelope. employees of Argus Spﬂ:intlj:t Publica-
Important: please follow | tions, Dk'tronics and Alabaster Pass-
carefully the guidelines on | more & Sons. This restriction also applies
f you've ever wished to entering — incomplete coupons L(;:’m;l?g;us families and agents of the
I have a chat with your | and entries with no numbers on 1< Hiowto Ente: section) fomms part
computer then don't lhel‘lz_aik_cannol be considered. | of the rules.
despair because if you enter our 1 T e e e R
great competition you could be ’W ORDGBLTR NoP L | J -;
in with a chance to win a| {3 | A RV
Dk’tronics synthesizer. i ELTTOINSTSZ Z D OI
These synthesizers are very IK NH T £
easy to use and you don’t need i1 QiR B! Q@ LT VPNI O l':
any programming experience at iR D ORI L S PNCC EB T il
all. Each contains detailed I'N I Mo A C,
instructions so that you can use I UTHDVWL A X X R E!
it to its full capabilities. There | 'l | P N P | o g g |
are_also many games now I L JKBTNGBI
available which can be made IND C I QR s WVMLLCA ]
much more enjoyable by using : 1l 0X ¢ z U o
them with a speech synthesizer. H CBADAENYVY R R x:
Does this sound tempting? L BQ s c
I KoL KT T el
Then read on. NG L k!
3 5 s 1 1
This week we're offering 20 |M I NNUO I ¢ R OB NZNII HI
speech synthesizers from ID T § R
Dk'tronics in our easy to enter [ | GLUBLGCN,] R S A v,l
word square competition. There | L H U K
will be prizes for Amstrad | { ABSRI-AAGMONW
CPC464, C64 and Spectrum |'DXBFIEOFKKQUR |
owners. Each winner will wina | 1o Ao g s u D,
speech synthesizer compatible | | XV O ) D BT S L EP sI
with his/her own computer. O EN 1
TheAmstradhCEC;gdsyﬁ- vxp':;llanzl.olJMLm
thesizer is worth £39.95, the V I M s 1
Ezpccgtrumdonecis valued i; D N ECARL O] 1
4.95 and the C64 type wou ’
cost you £29.95 in the shops. Dk’tronics Competition
How to enter Nam oy Coupon
Study the wordsquare. There S
are a number of speech related Address
words hidden in it. When you
have found as many as you can,
circle them clearly on the
wordsquare and fill in the
coupon clearly and carefully. e e g :
Don’t forget to tell us which Pos)._codle _—
kind of computer you own. . Number of words found

Write clearly the number of
words you found on the back of
the envelope.

Post your entry to Dk’tronics
Competition, Home
Computing Weekly, No.l

Golden Square, London WIR
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Type of computer owner — Cé4 / Amstrad / Spectrum

Complete cleary and fully — jf i it {Pl e w')
OFpiete cleary tly You are a winner this will act i
wlggikma{i'?un&ﬂlfxgm Home Computing Weekly, N:‘Ti 5:&'« yﬁlﬂr‘ i
s Howllo n;.ﬁw:ﬂn:::,_ F:!ddl_y June 7, 1985. Don't forget to follow :‘rosgl';ur?nﬂr
e il b Including writing the number of words you have found




Margaret Norman

_‘_-_‘-_--‘ﬁ-_-'-—-—-.
has been throwing her voice — and —~— ——

\

Cheetah Sweet Talker talked back

Sweet Talker

This is the newest speech syn-
thesiser on the market for the
Commodore 64. It is allophone-
based and produces intelligible,
though not very clear, speech at
a lower price than most of its
competitors.

Allophone-based synthesisers
produce a selection of vowel
and consonant sounds which
can be strung together to make
whole words and sentences.
They are more versatile than
word-based synthesisers — it
should be possible to program
them to say just about anything
— but as the range of allo-
phones offered is inevitably
smaller than the range of differ-
ent sounds in the English.lang-
uage, the words can only be
approximated. The resultant
speech has an unmistakably
non-human sound to it, and
you have to concentrate quite
hard to understand what is
being said. This unit actually
sounds very similar to the
Currah synthesiser, which uses
the same system.

The device is a small box,
about three inches square and
an inch thick, made in beige
plastic to match the computer.
It plugs into the user port, and
has a lead coming from it which
plugs into the eight-pin DIN
socket. The sound is relayed by
this lead through the television
speaker. It looks quite elegant,
but as it is plugged in at the
back of the computer it is barely
noticeable in use.

The package includes a dem-
onstration tape, which gives a
brief spoken introduction to the
unit and instructions on how to
program it, with a printed
version appearing on screen in
case you find the speech hard to
understand. The program is
written in BASIC, so you can
list it and copy parts of it to use
in your own programs. There is
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also an instruction leaflet,
which contains a table of
allophones available and a
listing of a program to say the
word *“‘cheetah’’.

Most synthesisers are sur-
prisingly easy to program. This
one is harder than most, as you
have to type in a loader routine
about 10 lines long as well as the
speech data, and numbers
rather than mnemonics are used
to identify the allophones.
When you have decided what
you want the unit to say, you
have to select the appropriate
allophones from the 60 or so
available, look up the number
of each of these in the table,
then enter the numbers in a
DATA statement.

Selecting the right allophones
is the hardest part, and a certain
amount of trial and error is
necessary to get good results.
There are, for example, six dif-
ferent allophones to produce an
“a” sound — the sounds used
in extract, talking, lapel, state-
ment, farm and hair — and no
less than seven for *‘o’’. The
same allophone is used for the
“a" in talking and the “0" in
song, which don’t sound at all
alike to me!

The programming instruc-
tions are less comprehensive
than 1 would have liked. The
program listed on the leaflet is
rather oddly arranged; it has the
data for the loader routine at
the beginning, and the routine
itself at the end, with the speech
data sandwiched between the
two. A clearly defined routine
which could simply be tacked
on to the end of any program
using speech would be much
more useful. One line reads:
POKE 54295,8: REM SET
VOLUME, but anyone familiar
with the sound facilities of the
C64 will know that it is actually
location 54296 which controls
the volume, not 54295!

The instructions given on the
demonstration tape are not
repeated on the leaflet, no ad-
vice is given on how to vary the
volume of the speech, and no
suggestions for applications are
included. It would have been
better if the demonstration tape
had included a program which
didn’t merely demonstrate the
speech, but actually used it.

It is unlikely that much com-
mercial software using this unit
will be available, so it will
appeal more to programmers
than to games players, and poor
though the instructions are,
they do give sufficient informa-
tion to enable a competent
BASIC programmer to use the
unit successfully. There are a
good many possible applica-
tions for speech synthesisers;
they can be used to give verbal
prompts in business programs,
to give warnings of attacks in
arcade games, to enable charac-
ters in adventures to speak, to
provide instructions in educa-
tional programs for children
who can’t yet read, for speaking
clock programs, spelling tests,
and lots more.

If you are willing and able to
write your own programs to
make use of it, then this
package represents a good buy.
Its quality and price compare
well with those of other syn-
thesisers on the market, it is
acceptably easy to use, and the
intelligibility of the speech
should be adequate for most
purposes.

Price: £24.95
Publisher: Cheetah Marketing

Address: 24 Ray St, London
ECIR 3DJ




The Single Source Solution for
ALL Computer Communications.

Modem House are pleased to announce the following special
offers, available from your local dealer, or direct by mail.

Micro Packs

All micro packs include all necessary items
to turn your micro into a communicating machine

Open the door to a whole new waorld.

Spectrum (all models)

VTX 5000 modem iy e e sesegr o 49,95
_Optional extras for use with VTX 5000

User to User software (on cassette) ... . RIS il M 0]
Ascii format software to Imktobulletlnbcardsetc s e ot EEO8

MICRO PACKS

BBCB:micropacks s i v o et o s e e sy ED9.96
Commodore64mncropack gt S e e et L £ 0996
Commodore Petrangn i ... ol rhi sl e s e S s, o, 9995
Applellrangeexcludmg!lc s Y e e R e e (£989:95
Applellc ... ... .. i e A IR s 1E129:85
Dragon32&64 it A T R - s TR o S ER0G6
Tandy Model 1 & 11l ... ... . i ... £99.95
MSX machines mc{udmgword processor and database £199.95
ACT Apricot B e P iy o S S £179.95
ACTSINUS L ot e o TR o ey, Lot aaf Se et e sl £179.95
Victor9000 ... .. e 7ok Ay b R eyl ) il £179.95
IBMPC&mostcompatnbles WL T i i o oA g st £179.95
Dec Rainbow 100 1 ST e R B L il ) L S £179.95

4 ¥ Sinclair QL Complete Comminications Pack 4 ¥
including V21/V23 Auto Answer Modem

P.O.A.
MODEMS

Modem1 000 Sor . tanalil . COiste e, (W I5s e b tieale U £4095
Modam2000:8. 5.5 iy ofiidenan J Sl o iRkt 0y e | £64:85
Talemnod 3 Pl b i e L e e 1113995
Teletext Adaptors

TTX 2000 (Spectrum all models) £129.95
Optional Extras & Sparos

BBC(Micronet) ROmM ..ii oas il vttt wes oralis g tunntinlos eats Svsoions, £19:00
IBMPCColourRom: -t ko il o s ol £ 50
IBM PC Monochrome ROm ... ... ... .. oo vii cee ve eee vee oo .o £67.50
IBMPCHerculeB ROM: ... icivviiin can: son aihimiamas was von sis el EDT-0G
Leads ... ... e SR R S e O e e ety ARG

A complete range of multi baud rate modems are also available at prices
ranging from just over £100 to over £2,000. We think it is the biggest
stockholding in Europe. Just ring:

Modem House
Computer Communication Consuitants.
lolanthe Drive,
Exeter.
Tel: 0392 69295

i




MOUNTAIN
PALACE
ADVENTURE

_lo| n [\)\ n

Colossal Cave
Adventure
Mountain Palace
Adventure
Castle Dracula

I've chosen to review these
together as they are written
using the same programming
technigues, use the same screen
format, come from the same
publisher, and are the same
price!

Peter Gerrard’s book, re-
viewed recently in HCW, gives
all the programming details.
The programs are all BASIC,
using a combination of colours
and windows in Mode 1. There
are no pictures only text, but to
my mind, this is an advantage if
the descriptions are good. The
BASIC is fast enough, though
the interpretation of your input
is crude. Verb-noun is about the
limit, and you can ask to
examine an object described
only to be told it isn't there:

Loading is odd too. Instead
of SAVING the program with
suppressed file names, thus
allowing uninterrupted loading,
two of these require you to stay
with your machine, and press
PLAY at various points, so
goodbye tea making. Even
stranger, Colossal Cave
Adventure has no save game
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facility, so you start from the
start each time you play;
distinctly odd!

I must admit to not being an
adventure fanatic. The idea of
sitting down to map the product
of someone else’s imagination
bores me to tears. But I do
appreciate inventiveness and
humour. This is Castle
Dracula’s strongpoint. It's the
terrible “*so you fancy yourself
as a great adventurer type, do
you?" flavour. Your computer
eyes and ears in the castle also
wears a hearing aid on
occasions, which is no great
help. Your aim is to light-
heartedly offer his Countliness
a rare stake. This appealed to
me, and is quite hard enough
for someone starting out on
adventuring. Fun!

Mountain Palace Adventure
shows a little more style after
it’s loaded, reminiscent of the
early magazine listing displays
of the Spectrum, filling the
screen with words and flashing
colours. The adventure is OK
but rather ordinary, on

Price: £7.95
Publisher: Ducksoft
Address: The OIld Piano

Factory, 43 Gloucester Cresc,
London NW1 7DY

occasions, seeing the same des-
criptions gets rather tedious
after a while. It didn’t tempt me
to probe the ultimate depths
even for the promise of vast
wealth.

Colossal Cave is based on the
original all text adventure. I
love this game, and have spent
weeks on it on another micro;
its layout, language and plot are
very compelling. Coming to this
implementation 1 was rather
disappointed. All the original
locations are there, and the
solutions, objects and treasures
are consistent, but the descrip-
tions seem to be lacking
something. A little magic has
gone. For me though, this is the
adventure. It calls for great
ingenuity and patience.

To sum up, a varied bunch of
strengths, the same weaknesses.
Mountain Palace for starters,
Drac for humourists, Col-Cave
for a real challenge. Very
ordinary presentation, some

programming oddities, and a
rather excessive price tag.




Tycoon Tex
This game appears to be
original, but after a short

period it became clear that it
was a variation on the agility/
endurance type, with only a
change of theme.

The concept is simple. You
must guide Tex down a pipe line
avoiding breaks in the pipe and
nasties like aircraft which
bombs. The pipe lies along the
bottom of the screen and
motion is implied by scrolling
from right to left. Your hori-
zontal position can be varied
enabling you to shoot and avoid
nasties. The first screen depicts
a pipeline crossing the desert
and the second is the frozen
north.

Apart from the pipe, the only
other graphical area is a collec-
tion of hills/buildings on the
skyline. A feeling of depth is
achieved by scrolling different
parts of the screen at different
rates. This scrolling is well
executed and quite smooth. The
various figures and objects
appear to be built up from
several redefined characters and
are well animated. The graphics
are well designed and colourful
with extensive use of shading.

The instructions are very
weak. Consequently whilst
there appeared to be a sound
option, I couldn’t get it turned
on! Overall the game shows the
capabilities of the C16 well.

The main drawback of the
game is the lack of variety. I
found muyself getting bored
before 1 had got half way
through the first screen. Whilst
this isn't a bad game, even at
the price I don't feel it’s very
good value. M.W.

Price: £6.50
Publisher: Gremlin Graphics

Address: Alpha House,
Carver St, Sheffield

10

Bes our Series

To begin with, 1 should point
out my little quirks and foibles.
Firstly, I don’t believe there is
much good educational soft-
ware around and secondly I
think computers are being sold
on the idea that they have an
educational purpose, ie they are
being sold wrongly.

Having made that clear I
should explain that there are
two packages in the series and
that although they cover differ-
ent subject areas the comments
apply to both titles. The first is
Best Four Maths and contains
Table Adventure, Number
Painter, Number Puzzler and
Squeeze. The other is Best Four
language which contains Words
Words Words, Hide and Seek,
Facemaker and Podd.

Both packs are excellent.
They contain nothing new, in
terms of the programs, all have
been released from some time
now but their appeal has not
paled over the years.

Each program is very well
written and fully error trapped
with helpful little symbols that
show which key should be
pressed next. There is excellent
use of colour and sound and the
documentation is very good
indeed. This is the only new
part of the package. The in-
structions have been re-written
and a number of new activity
suggestions appended. There
are even flash cards etc.
included in each pack.

These are some of the best
educational programs yet dev-
eloped for home micros and in
this form they represent
wonderful value for money. A
must for computer minded
parents of children aged
S5tol2. R.S.

Price: £19.95
Publisher: ASK
Address: London Hse, 68

Upper Richmond Rd, London
SWI5 2RP

/i

Elidon

Elidon is a land of fairies, or
Faeries, who tend the seven
flowers of Finvarra which are
woven into a garland for the
fairy queen. All is not well at
the bottom of the garden, the
seven potions which will make
the flowers bloom are scattered
around the Kingdom. As the
only mortal to be allowed to
consort with fairies, you must
guide the fairy around Elidon to
fulfil the quest before dusk.

Compared to most arcade ad-
ventures this may seem like a
soft option, but if that’s your
view then you’ll miss out on a
rather entertaining, beautifully
animated game.

Elidon is represented as a
maze of interconnected rooms
full of dangers and rewards.
The greatest of these rewards,
as far as the player is con-
cerned, is Faerie dust which
restores your Faerie to full
strength and preserves her life a
little longer.

Apart from Faerie dust and
the lost bottles of potion there
are many other items which can
prove useful. For example,
there are many unlit rooms
which harbour dark secrets
guarded by luminous, evil,
blinking eyes. Carrying a torch
can be wvery useful in these
situations. Objects must  be
chosen carefully because a
Faerie can only carry three
items at a time, and the
kingdom is so wide ranging that
a map is necessary to relocate
an object which may prove
essential later.

The graphics are attractive
and the music is Grieg which
conjours up images of Nordic
magic. You learn the rules as
you play the game, as with all
adventures. Try it. E.D.

Price: £8.95
Publisher: Orpheus
Address: The Smith Unit 1,

Church Farm Est, Hatley St,
George, Beds SG19 3HE,

Comatose
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Robin to the rescue

Although it has a different
name, this game is simply a
version of Hunchback. Your
aim is to guide Robin Hood
along the battlements of
Nottingham castle and- rescue
Maid Marion. On the way he
must collect keys and avoid the
hazards.

The first screen shows two
sections of battlement linked by
a rope. Between these are
guards wielding pikes, which
must be jumped. Whilst this is
happening, arrows fly regularly
across the screen. These must
also be jumped. Once you have
collected all the keys and reach
the end of the battlements, you
move on to the next screen
which is similar but you also
have falling rocks to negotiate.
I must admit that such is the
difficulty that I haven’t pro-
gressed beyond ' the second
screen so you'll have to find out
for yourself what the rest is like.

As you would expect, this is
very much a game of timing and
perseverance. It certainly has an
addictive element but it is also
tough. Graphically, there is
little difference from Hunch-
back. The battlements are
coloured in shades of green to
give a 3D effect. The figures are
built up in multicolour mode
and are quite effective. As
seems to be the case with C16
games, the sound is limited, but
I suppose you can’t expect
much from 12K.

This is a good version of a
classic game and is sufficiently
tough to extract plenty of howls
of frustration. Not bad at the
price. M.W.

Price: £6.95
Publisher: Solar Software

Address: 77 West Drive, Bury,
Lancs BL9 5SDW
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Petals of Doom

In this game you play the part
of a spaceman trapped in caves.
The only way out is to help the
local flora. The caves are
occupied by bugs and other
nasties which will stomp on the
plants. By shooting these and
protecting the plants, the plants
will grow. Once all are fully
grown, you may enter the next
cavern. To some extent, you
have a symbiotic relationship
with the plants in that you can
hide behind them to both
increase your energy level and
avoid the bugs.

Each cavern is larger than the
screen and the display scrolls
from side to side to accommo-
date the play area. A feeling of
depth is given by having a
scrolling foreground and
moving the stars at different
rates. The figures are built up
from several redefined charac-
ters giving pseudo sprites. These
are nicely coloured and, in the
case of the spaceman, neatly
animated. In order to spot the
approaching nasties, you are
provided with a radar area at
the top of the screen.

The use of sound is limited to
zapping sounds, but is tolerably

effective. The use of colour and

redefined characters is excellent
and shows the versatility of the
Cl6.

Overall this is a fast action
shoot-em-up game which is
challenging and fairly original.
The price is reasonable and
overall the games represents
good value. M.W.

Price: £6.50

Publisher: Gremlin Graphics

Address: Alpha Hse, 10 Carver
St, Sheffield
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Hot Pop

Following in the Japanese
tradition of Donkey Kong, the
title tells you nothing about the
game. Having nothing to do
with Wham or Prince, the game
actually involves a land of plat-
forms inhabited by strange,
cute car mutants.

Looking a bit like a VW
Beetle with stubby legs instead
of wheels, the creature is con-
trolled by you in a quest to find
its girlfriend trapped at the top
of the screen. To reach her he
must first collect all the fruit on
the screen by climbing rope
ladders, jumping or using
trampolines whilst avoiding the
enemy mutants. Should you
collide with the enemy you
plunge into the river at the foot
of the screen; if you succeed
you temporarily win the girl.

After two screens there is a
bonus screen which is fairly
easy to complete, just collect
the fruit and get the girl as
quickly as you can.

In play the game did not
appear too demanding because
there was only one opponent
but completion of one screen
led me to progressively harder
screens with an increasing
number of problems to be
solved. Had this been all that
was involved 1 would have said
this is child’s play but its one
saving grace is that the game
can be modified by using a
joystick and the function keys.

There is a second level of play
which has a number of flying
opponents zig-zagging across
the screen. The music is annoy-
ingly repetitive, the game is
reasonably entertaining but
nothing revolutionary heret

Price: £
Publisher: Hudson Soft

Address: 26 Wycombe Gdns,
London NW11

Stringer

This game is something of a
departure for Addictive Games.
It’s an arcade game rather than
a simulation. Nothwithstanding
the popularity of Football
Manager, | consider this
Addictive’s best production to
date.

It uses a standard platform
design. You control Stringer
who is a hack for the Daily
Blurb. You must rescue a lady
called Polly Platinum from a
hotel room. In order to achieve
this, you must search the hotel
room and collect a camera,
flash bulb, press pass and the
key to her room. Your efforts
are impeded by a member of the
hotel staff and an irate resident
called Mr Angry. Mr Angry
lurks within one of the rooms
and leaps out when you open
the door.

Grapically, the game is
excellent using cartoon style
sprites. The figures are large
and well designed with nice
attention to detail. Stringer
is very similar to Inspector
Clouseau. Each screen shows a
different arrangement of
platforms and doors. The
platforms are linked by ladders
and lifts. Each room is searched
by standing in front of a door
and opening it. Sound is limited
to a background tune and some
sound effects. I found the tune
tedious but the volume control
sorted that.

The game play is just about
right with a simple first screen
and a gentle graduation of
difficulty with later screens.
True to the company's name
this is addictive and good fun.

AW,

Price: £6.95
Publisher: Addictive Games

Address: 7A Richmond Hill,
Bournemouth BH2 6HE




Helichopper
This is a bit of a yawn, I'm
afraid. It’s a step back to the
days of the game with just one

screen that only varies by
having different types of aliens
moving around it.

You are in control of a
helicopter that must pick up
little men from the right hand
side of the screen, and fly them
to safety on some ledges on the
opposite side. Between you and
safety is a swamp, from which a
number of deadly creatures
issue forth (including the
wonderfully named Dollo-
poids). Your helicopter is
armed with bombs which you
can drop on these creatures in
order to clear your route across
the screen.

And that, as far as I can see,
is all there is to the game.
After rescuing enough men you
advance to the ‘next’ screen,
which is really just the same,
but with different creatures in
your way. It’s mildly amusing
for a few minutes, but no
longer. 1 made the effort to get
a few screens into the game, just
to be fair to it, but no surprises
emerged and I got bored quite
quickly.

Umm, what else can 1 say
about it? Well, the graphics are
nice and colourful, with nice big
sprites (like most Firebird
games, which makes me wonder
if they're trying to develop
some sort of house style).
That's about it really.

Price: £2.50

Publisher: Firebird

Address: Wellington House,
Lane,

Upper St Martin’s

London WC2

Short's Fuse

This is another of Firebird's
budget games, but one that
doesn’t match up to some of the
others in the range. The game is
very similar to that old
favourite, Chucky Egg, but is
not nearly as addictive. Instead
of collecting detonators to
defuse bombs left by a chap
called Boris.

As well as the platforms,
elevators and ropes, each screen
has a picture of some famous
landmark, such as the Taj
Mabhal, but these seem to be for
decoration only, adding little to
the game itself.

I'm afraid that 1 simply
found the game too hard to
play. Having spent a couple of
hours on the first screen I gave
up in frustration after being
stopped by the same obstacle on
each attempt. There's a time
limit on each screen which is far
too brief — if you pause to time
a jump, the ‘game over’
message seems to appear in
seconds and 1 found this
enormously irritating. Equally
irritating was the tune that
played between games and after
losing a life.

Black marks too, for the
control selection. The first time
I tried to select the keyboard
controls using the ‘‘user-
definable’” option, I made a
mistake only to find that 1
couldn’t redefine the controls
and had to reload the game all
over again. This constitutes an
enormous pain, and makes a
bad first impression.

Potentially an enjoyable
game, but too “‘unfriendly’’ for
me, I'm afraid.

Price: £2.50
Publisher: Firebird

Address: Wellington House,
Lane,

Upper St Martin’s
London WC2

MCT BASIC

Over the last year or so, I've
had the pleasure of looking at
about half a dozen extended
BASICs for the C64. Without
question this is the most
interesting. This package is
certainly not the most
sophisticated, although it’s
pretty close to it, but it's the
first which is effectively an
emulator.

You can convert your C64
into a C16. You might question
the value of this, but even if you
don’t want to use C16 listings,
the version 3.5 BASIC it offers
is a great deal better than the
resident version 2. To test the
compatibility of the package, I
tried entering programs on the
Cl6, saving them to disc and
reloading them into my C64.
They worked every time
although there are one or two
areas where the package doesn’t
behave as version 3.5 BASIC.

I won’t attempt to describe
version 3.5 BASIC in detail. It
offers commands for hi-res
graphics in two modes,
structured programming,
toolkit commands, sound and a
variety of BASIC enhance-
ments. To offer full use of the
sprites on the 64, commands
not covered by version 3.5
BASIC are provided but that
can't be a bad thing.

The package NOVALOADs
and on running you discover
that you have only 26K free. If
you use hi-resolution graphics,
you loose another 12K. 1 found
this peculiar since it's quite
simple to use the RAM behind
the kernal ROM for graphics.
Overall this is a first class
package which represents
excellent value for money.

Price: £10.95

Publisher: Micro Component
Trading Company

Address: Group Hse, Fishers
Lane, Norwich, Norfolk

Spooks

This is a joystick controlled
graphic adventure, in which you
have to rid a haunted mansion
of ghosts by collecting eight
musical boxes and playing them
all together at the entrance. It is
menu-driven; your location is
shown on the left-hand half of
the screen, and a control panel
on the right displays the options
available to you.

A very attractive title screen
is displayed while the program
loads, but the graphics for the
game itself are not up to the
same standard. The display
does not scroll smoothly, but
jumps suddenly from one sec-
tion of the house to another,
which 1 found very disorienting.
The rooms are shown in plan
view, and are very small, so you
can see several of them at once.
They all look much the same ...
you will have to be baked to
death in the oven before you
discover which it is!

Any contact with a ghost
proves instantly fatal, and being
ghosts they can pass through
walls, so dodging them is not
easy. You can stun them by
throwing heavy objects at them,
but this is quite a tricky pro-
cedure which involves a lot. of
delicate manipulation of the
joystick.

The instructions given are
very brief. As the game is menu-
driven, there is no mystery
about the range of commands
available to you, but you have
to work out for yourself how to
use them.

It isn’t a classic game, but
like the others in this range, it is
remarkably good value for
money.

Price: £1.99
Publisher: Mastertronic

Address: Park Lorne, 111 Park
Rd, London NW8 7JL
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Moon Buggy

This is an Anirog conversion
from the C64. In itself, the
game is not original but it
proves to be both cha]lenglng
and emertammg The scenario
is quite simple.

You must drive your All
Terrain Moon Buggy —ATMB
— across the moon negotiating
obstacles and nasties. You are
protected by laser missiles. The
main hazards are moon craters
and boulders. You must jump
the former and shoot the latter.
Buzzing about the skies are
fighters which, given half the
chance, will bomb you. Finally,
there are alien tanks which must
be shot.

The display is simple showing
a side view of the buggy on the
moon surface. To give the
impression of motion, the
landscape scrolls from right to
left. A feeling of depth is given
by two ranges of mountains
which scroll at different rates.
In order to give you the
manoeuverability to avoid alien
bombs and jump craters, you
can change your horizontal
position by accelerating or
decelerating.

The graphics are nicely drawn
with good use of the Cl6’s
colour abilities. The appearance
of the alien fighters was
interesting with swirling circles
and the explosions well thought
out. Sound was zappy and
noisy.

A particularly pleasant
feature was the use of a turbo
load, it certainly eases the slow
loading on the C16. Perhaps
not as satisfying as the 64
version but still pretty good and
addictive. AW.

Price: £6.95
Publisher: Anirog Software
Address: Unit 10, Victoria

Industrial Park, Victoria Rd,
Dartford, Kent

Operation Whirlwind

If you've always thought you'd
make a good World War II
General, here’s your chance to
find out! This wargame puts
you in charge of a reinforced
infantry battalion, whose task is
to smash through enemy lines
and secure a town 15 kilometres
away.

The game comes in a smart
box, with a 24 page instruction
booklet. If this suggests that it
is extremely complicated, don't
worry — it is written so that be-
ginners can enjoy it, though
experienced wargamers will ob-
viously have a much greater
chance of success. There are
four different levels of diffi-
culty; as a rank amateur, I stuck
to the easiest, in which the
counterattack from the enemy
forces is negligible.

Each turn comprises five dif-
ferent phases. The first is the
command phase, in which you
order your units to dig in or
become combat ready. Then
comes a movement phase, fol-
lowed by a combat phase when
you order the units to fire. In
the assault order phase you
order assaults, overruns and
bridge reconstruction; these
orders are carried out in the
final assault phase. At the end
of a turn you can save the game
on disk, if you wish, or go
straight on to the next turn.

The joystick controls are
simple to operate if you follow
the instructions carefully. The
graphics are very clear, since the
units are marked on a scrolling
map of the battlefield. Alto-
gether this represents a good
introduction to wargaming,
giving you plenty of oppor-
tunity to exercise your strategic
talents while the computer does
all the hard work. M.N.

Price: £11.95
Publisher: Ariolasoft

Address: Asphalte Hse, Palace
St, London SW1
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Chickin Chase

Hey, monsieur, you wanna buy
zome naughty French zoftware,
huh?

The scenario for this French
produced game takes place in a
chicken coop, where you adopt
the role of the cockerel defend-
ing his hen's eggs from preda-
tors — all very ecological.

The programmers show their
Gallic origins by dragging their
national sport into the proceed-
ings. In the words of the inlay
card: ‘*he must eat to keep up
his strength so that he is able to
honour the requests of
Madame'. Well how did you
think eggs are produced?

Between attacks you must
take the occasional trip through
a door with a heart on it, which
then closes to draw a veil over
the next few seconds.

The cockerel is followed out
of the door by his spouse who
then proceeds to climb up to lay
her eggs on one of the two
roosting platforms. The
number of eggs depends on how
long the rooster dallied with his
lady love behind the closed
door.

Whilst all this activity is going
on hedgehogs, rats, stoats and
snakes enter the coop to steal
eggs and the cockerel must
ensure that none of the eggs are
stolen otherwise the hen charges
out of her love nest and lands a
blow with a rolling pin on the
cockerel’s head, resulting in the
loss of one of his three lives.

Points are scored for each
chick which hatches.

Initially entertaining, the
action is more frantic than
varied and the chicken graphics
are blocky and unappealing.
Assuming no objections from
Mary Whitehouse, the game
should be available under the
counter at your local dealers.

E.D.
Price: £2.50

Publisher: Firebird
Address: Wellington Hse,

Upper St Martin’s Lane,
London WC2H 9DL

Realm of Impossibility

This American import is a fas-
cinating graphic adventure.
Your task is to retrieve the
seven crowns of the Middle
Kingdoms from the dungeons
where they have been hidden;
there are 13 dungeons to ex-
plore, and each contains either
a crown or a key to another
dungeon.

The dungeons, of course,
contain monsters as well as
crowns: zombies, snakes,
spiders and orbs which pursue
you relentlessly and sap your
strength whenever you come
into contact with them. Fort-
unately there are some scrolls
lying around, each of which
gives you elther extra strength
or a spell which will throw the
monsters off your track for a
while. You can also drop silver
crosses in your path, which stop
any monsters directly behind
you.

The cassette contains the
main game program on one side
and data for the 13 dungeons on
the other. Each time you enter a
new dungeon, you have to re-
wind the tape and load in the
appropriate data. This system
worked much better than I
would have expected; the data
loaded remarkably quickly,
without any problems.

There is a two-player version
which, unusually, requires the
players to work in co-operation
rather than in opposition. The
snag with this is that the players
have to enter and leave each
screen together, so if you cross
a screen too quickly you can be
beset by monsters while waiting
for your partner to catch up.

A good game, this one.
Excuse me, while I just go and
explore the next dungeon . . . .

M.N

Price: £9.95
Publisher: Ariolasoft

Address: Asphalte Hse, Palace
St, London SW1




Tower of Evil

I can’t award many marks for
originality for this game. The
insert runs through a familiar
spiel describing how the hero
was banished from the court of
king Salimos and cannot return
without recovering the king’s
lost treasure and the princess
from the wicked necromancer.
He therefore enters the multi-
level tower armed with an
ability to hurl fireballs to do
battle with the nasties residing
therein.

Each level comprises nine
rooms, each occupying a full
screen. In each level there are
hidden a key, a pile of gold and
other items which can make our
hero temporarily invincible.
The goodies are guarded by
nasties which can be zapped and
can zap you. When you have
the key, you can take the
transporter to the next level.
Once you reach the top, you
must put the gold in the chest
and save the princess. You then
start all over again.

Graphically it is rather
unexciting. The nasties
comprise of single redefined
characters and the hero is rather
similar to humpty-dumpty. The
animation is neat but un-
exciting. The walls of each
chamber are simple coloured
blocks. Overall, the game
doesn’t reflect the potential of
the C16’s graphics. Sound is
limited to footsteps and zapping
noises.

The game plays quite well
with equal opportunity to zap
nasties or use speed to avoid
them. It’s not exactly tough,
but the different modes of
attack by each nasty make life
interesting. AW,

Price: £6.95
Publisher: Creative Sparks

Address: 296 Farnborough Rd,
Farnborough, Hants

Star Seeker

Subtitled ‘““a guide to the night
sky’’, this is an introduction to
astronomy as well as a source of
information for the initiated.

As in Intermediate Astro-
nomy from SciSoft, you need to
input a latitude, longtitude,
date and time in order to
produce a plot of the visible
sky. This is done quite quickly,
and a menu allows you to con-
struct constellation maps, get
detailed info on chosen stars,
produce a close-up, watch the
stars move by defined time
intervals, change the viewpoint
or time, and output the results
to a printer. A second program
allows much the same facilities,
though featuring the solar
system. Here, the information
is about the moon and planets.

The program is very well
error trapped, and is user
friendly, with a high standard
of on-screen presentation,
which exploits the Spectrum to
the full. A limiting factor is that
the only printer interface
supported is the Kempston —
version not specified — or the
ZX Printer. Equally odd is the
offer of upgrading the program
to disc, but not to Microdrive
cartridge, and the failure to
support serial printers through
Interface 1.

Apart from a much less tor-
tuous menu procedure, and the
price, what distinguishes this
from the SciSoft offering is the
quality of the manual. This is
full of technical terms, but these
are all explained with the aid of
tables, diagrams, screen-dumps
and appendices. You will have
to work, but the basic info is
here, Not easy, but good. D.M.

Price: £9.95
Publisher: Mirrorsoft

Address: Holborn Circus,
London EC1 1DQ i

Type-Rope
Type-Rope is described as being
designed for younger children
with the purpose of giving them
hours of educational fun. Using
cartoon/arcade type graphics of
a high standard, a series of very
large “‘lovable’ characters like
a clown or a bunny are depicted
using multi-colours. Down each
side of the character is a collec-
tion of letters or numbers as
they appear on the keyboard.
Each is connected by a finely
drawn line to another on the
other side of the character, but
not straight across. The result is
the impression that the clown,
or whatever is tied up, and the
purpose of the game is to untie
them.

Untying is achieved by identi-
fying the first letter, pressing
the relevant key, then pressing
the one to which the rope is
connected. If all the ropes are
untied in the limited time avail-
able, then a new character is
drawn, but with more ropes.
When you finally fail, your
score can be entered into the
hall of game.

Presumably, the educational
content is the reaction timer,
together with the number and
letter recognition. Unfortunate-
ly, young children use lower
case letters at the start of their
schooling, not upper case as
found on keyboards and in this
program, so this isn’t really of
much value to them education-
ally.It would help them to learn
the layout of the keyboard, but
a variable time interval would
have been useful. Cheap, nicely
presented, fairly easy to use,
but of limited value. D.M.
Price: £1.99

Publisher: Mastertronic

Address: Lorne Park, 111 Park
Rd, London NW8 7JL

%

Murder on the
Zinderneuf

One of the 16 passengers on the
luxury airship Zinderneuf has
been murdered. Fortunately, a
thinly disguised famous detec-
tive — Miss Agatha Marbles,
Inspector Klutzeau or any one
of half a dozen others — is on
hand to unmask the murderer.
Will they succeed in solving the
mystery before the airship
lands? Highly unlikely, I think.

The game is played by
moving your choice of detective
around a floor plan of the air-
ship. The graphics are rather
odd; I found the patterned car-
pets very distracting. Passen-
gers materialise like magic when
the detective enters a room, and
bumping into one produces a
menu of options: question them
about the other passengers, ig-
nore them or accuse them of the
crime. If you select the right
approach, they may agree to
answer up to three questions.
There are also clues to be found
in many of the rooms, but
some, if not all, of these are of
very little relevance to the case,

After a long period of search-
ing and questioning, your hero/
heroine should have collected
lots of conflicting information.
Then it is just a matter of sifting
through it to arrive at a logical
solution to the mystery, or
alternatively, making a wild
guess as to the identity of the
murderer. At the end of the
journey, or soon if you are
either luckier or more skilful
than I was, the true culprit is re-
vealed, together with an expla-
nation of their motive which
leaves the relevance of most of

the clues still shrouded in
mystery. M.N.
Price: £11.95

Publisher: Ariolasoft

Address: Asphalte Hse, Palace
St, London SW1
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BBC GRAPHICS

SAVE OPTION

This week Shingo Sugiura confinues his
series with a close look at the save
option

his week, we will be

concentrating on the

procedure which handles
the save option. Look at the
listing. When the save option is
first chosen, a little text window
is formed below the editing grid
and “‘Save option”’ is printed in
line 740. In line 750, you are
asked to confirm the option. In
line 780, you are asked to input
the starting line number, i.e.
line numbers from which the
character definition starts. By
choosing this value intelligently,
you can simply *EXECute the
file created in order to join it on
to your existing program.

In line 810, you are asked to
input the increments and lastly
in line 830, you are asked to
enter the name under which the
file should be saved. In line 840,
a file is opened under the name
which has been entered, then in
line 850, the file is started off by
“DEFPROCdefine’’. A general
procedure ‘‘Bput’’ which allows
you to send a string to the file is
used here.

In lines 860 to 920, the
characters are sent in sequence
as a series of VDU23 state-
ments. It would be a waste of
time to save all the characters
from 224 to 225 since only a
small fraction of time to save all
the characters from 224 to 255
since only a small fraction may
be redefined so in lines 880 and
890, the character definition is
read in and in lines 900 to 910,
each row is added up and if the
total turns out to be zero (i.e.
the character is empty), that
particular character is skipped.
After all the characters have
been saved — or not, as the case
may be — the file is closed in
line 940.

Procedure ‘‘pbut’’ is a
general procedure which allows
you to send a string, i.e. a series
of characters, to a file. It splits
up the string which has been

sed as a parameter into
individual characters and sent
to the file sequentially.

The next procedure *‘c-line”’
is a procedure which creates a
VDU23 statement. A string
consisting of the line number,
VDU23, and the definition is
created in lines 1050 to 1090 and
sent to the file using the above
procedure. You may have
noticed that the definition uses
hex rather than decimal. This is
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because it is easier to distinguish
characters in hex then in
decimal. Remember that a byte
(eight-bit number) may be split
up into two four-bit numbers
called nibbles and each nibble
may be dealt with individually.
In fact, after a little practice,
you can tell the shape of a
character by looking at the

definition simply by splitting up
the hex numbers into their
nibbles.

Anyway, that's it for this
week. Try to digest these
procedures thoroughly. Because
of space limitations, I have not
been able to describe the
various file handling commands
but in any case, the user guide
explains these commands in
great detail so if you don't
understand any of the
commands, you know where to
look.




Cé64 BASIC

WELCOME TO BASIC

Brian Jones confinues his series by
explaining most of BASIC vocabulary

e’ve come a long way

in the last seven parts.

This week I'll cover
most of standard BASIC vocab-
ulary. But first, I'll deal with
last week's problem. I asked
you to try writing a program to
add up 1p, 2p, 5p and 10p coins
simply by tapping one of the
four function keys. Look at this

18 T=2
20 GET A%

7@ IF AS{>"T" THEN 28

30 IF AS="I" THEN T=T+1:PRINT1.,T
49 IF A$="E" THEN T=T+2:PRINT2,T
59 IF A$="I" THEN T=T+5:PRINTS,T
60 IF A$="N" THEN T=T+10:PRINT18,T

89 PRINT"MTHE TOTAL IS":T;"PENCE"

The characters in quotes
appear when you press the
function keys once the double
quotes have been typed.
Obviously the program could be
modified to add any amounts to
T, including using other keys.
Alternatively, the value one
could be added to a different
variable for each key. This
could then be used to keep a
count of the number of items in
up to four categories, for

-example: fl1 for cars, f3 for

buses/coaches, f5 for lorries, {7
for bikes.

Some programs use, GET
AS$: IF AS=*"" THEN. They
do this because the computer
does calculations so fast that
most of the time it goes round a
loop like 20 to 70 above, no key
has been pressed. In that case
there is nothing to be got by the
GET! So AS takes the value
“nothing”’. In numbers that
would be zero; in name or string
variables, it's called the null
string, and is represented by
two consecutive double quotes
“. Trained typists find this
very unnatural and want to put
a space between them, which
can cause errors when the pro-
gram is RUN. All the examples
I've used so far of GET, get
characters, but if you use, GET
A, or GET any number
variable, only digits will be
acceptable and pressing a letter
gives a SYNTAX ERROR.

Alter the program above —
change the AS on line 20 to just
A, and see the difference in
what happens when you press a
numeric and non-numeric key.
In practice I always use AS,
even if I want digits. Of course

you can’t do arithmetic on
name variables, even if the
‘“‘names’’ are numbers. Suppose
you wanted to use a program
similar to the one at the start to
add up a long string of digits,
for instance the number of
people in each car passing a
check point. How would I do it
with GET A$?

10 T=0

20 GET A%t IF A$="" THEN 20

30 IF A$="S" THEN 70

48 H=VAL(AS)

50 IF X<>® THEN T=T+X:PRINTX,T
6@ GOTO 2@

79 PRINT*TOTAL =";T

RUN this and see how
pressing the number keys add
on their value, but pressing a
character or function key has
no effect. Now look at line 40.
VAL is a BASIC function
which converts any string
variable to a value. If the string
variable is a letter, the value is
zero. Try these programs —

18 INPUT"GIVE ME A NAME OR NUMBER";N$
20 IF N$="STOP" THEN 80

30 X=VAL (N$)

49 IF =0 THEN PRINT"NAME"

59 IF ¥<>® THEN PRINT*NUMBER"

68 PRINT X,N$

79 GOTO 1@

80 REM TRY NAMES LIKE AB12 AND 34CD

g8 END

188 INPUT®ENTER A NAME "INS$

110 L=LENCNS)

128 PRINT*THERE ARE"’L’*CHARACTER IN *;N$
130 END

200 INPUT"ENTER A WHOLE NUMBER"IN

210 N$=STRE(N) 1L=LENCNS)

220 PRINT*THERE ARE";L-17"DIGITS IN"!N
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230
el-1
310
320
330
348
350
360

END
FOR I=1 TO S

D$=STRECINT (X))
L=LEN(DS>

PRINT TAB(3@-L):X
NEXT 1

END

INPUT"ENTER ANY NUMBER"JX

How can you try all this? The
program stops at line 90. True,
but if you type RUN, followed
by a line number, you can start
the RUN where you like. So
RUN, RUN 100, RUN 200 and
RUN 300 will allow you to try
each of these four programs
individually.

The effect of LEN should be
fairly obvious from the second
part of the program. STRS has
the reverse effect to VAL, and
since LEN only works on string
variables, part three needs
STRS to convert a number to a
string variable. But why L-1
digits? It’s the space character
in front of positive values, or
the minus sign in negative
values that we don't want to
count.

The fourth part uses STRS,
VAL and INT to find the
number of digits before the
decimal point so the values can
be lined up nicely. But, suppose
you wanted output to two deci-
mal places, even if it’s a whole
number. If you input 12.00, the
computer outputs just 12 on its
own, and chops off the decimal
point and =zeros. It's rather
messy to overcome this, but
heres a program to do it. Note
— it only ‘works for positive
numbers and values less than
1,000,000,000!

A

I

S]

C

18 INPUT"VALUE":V
20 K=INT(V*1200+.5>/100

70 D$=RIGHT$(D%,3)

88 GOTO 1@

30 N=INTXI:D=INTC((X-N)*100+.5>/100

42 N$=STR¥(N):D$=STR#<D>

S8 IF D=0 THEN D$=".00":GOTO 80

6@ IF LEN(D®$)>=3 THEN D$=RIGHT$(D$,2)+"2":GOTO 80

80 PRINT TABC(2O-LEN(NS)):N$+D$

Explanation — First, 1 hope
you remembered the rounding
technique used in lines 20 and
30 to get the values to two
decimal places. Why do it
twice? Well, unfortunately the
arithmetic in BASIC is not
perfect to more than eight deci-
mal places. Enter X=12.345:
PRINT X-INT(X). Instead of
.345 you get .344999999! So
what about lines 60 and 707 If

you enter a value like 64.3, D$
will be space, decimal point,
three. So we want to remove the
space and add a zero. RIGHTS
takes the last, or rightmost
characters from a string
variable. In 60 we want the last
two characters, in 70 we want
the last three. It is a messy pro-
gram, but the output is neat.
As well as RIGHTS, there is
LEFT$ and MIDS to pick
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characters from the start or
middle of string variables res-
pectively. With MIDS$, you need
to specify which position to
start from, as well as how many
characters to pick. Look at
these programs —

generates the code 13, switching
from upper to lower case is code
14. You can check if a character
is a digit by testing if it’s code is
between 48 and 57 inclusive.
To generate any character or
action by its code use PRINT

19 L$="ABCDEFGHIJKL"
20 L=LENCLS>

68 PRINTMIDS(L$,P,N)>
7@ END

L=LENC(NS)

FOR I=1 TO L
PRINTMIDS (NS, I,1)
NEXT 1

FOR I=L TO 1 STEP

NEXT 1
182 END
200
210
2ae
230
249

L=LEN(NS$>

FOR I=1 TO L
PRINT LEFT$(NS$,1)>
NEXT 1

32 INPUT"HOW MANY LETTERS":N
42 INPUT"STARTING WHERE"!P
5@ IF MN+P>L THEN PRINT®"IMPOSSIBLE":GOTO 38

INPUT"ENTER YOUR NAME":N$

PRINTtPRINT"BACKWARDS IT'S"

=]
PRINTMIDS (NS, 1,15

INPUT"ENTER YOUR NAME":N$

There are two other functions
in this category, ASC and
CHRS. ASC is short for ASCII,
which standard for ‘‘American
Standard Code for Information
Interchange.” All characters
and actions have a code. For
example, pressing return

CHRS§(that code). PRINT

(CHRS$(113) produces a black

blob, PRINT CHRS$(144)
changes the colour of output to
black. Don’t try PRINT
CHR$(31) — look up page 135
in the Commodore 64 manual
to find out what would happen.




4] EXTERNAL ROM
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Rtestaisastitisstisisseny
Trade enquiries welcome

FR

New Goid Star Iife membership of
The Software Library Is your key to a vast
treasure trove of tapes costing up to £18 each. They

are yours whenever you want them, three at a time... and
a full week's rental won't ever cost you a penny in hire fees!

Only the original Software Library has the resources to make such an amazing
offer—free software for lifel Our ten megabyte computer ensures fast service;
our dascriptive gue makes it fun to choose from over B0 top
arcade games, 124 Adventures, simulations and other games, and over 120 great
utilities and serious applications; 65% are for the Spectrum, the rest divided
between Commodore 64 and ZXB1. New releases are constantly being added.
Joining this money-saving scheme should cost you £24; as an Introductory offer,
you can join this month at hall price— £12. From then on, you can take away
three tapes from our shop whenever you wish; or if you order by post, all we ask is
30p post/ packing per tape. The rental is perfectly free in sither case.

What's more, you can sell your surplus software to other members (we have over
5,0001) and recoup the cost of membership In no time at all. We offer huge
discounts on peripherals and tapes... and so much more. Phone us now on
0730 892732, quoting your Access number, or return the coupon without delay!

WME umn“ FARNHAM ROAD, LIS§, HANTS GU33 8JU}
P ma at the y o ¥

pack by return,

... lenclose cheque/P.0. for £

hac for £18, of jokn one of
P!

MCI
BASIC

For the COMMODORE 64" Computer
- includes manual and demo program.

Has over 125 commands and is language com-
patible with basic, the 3.5.

Commands included:

Help Sound Sprite Cmds Scratch
Circle Filter Do/loop Header
Draw Trap/Resume While/Until De-load
Box Print Using De-save
Re-number L.N.S.T.R. Monitor Directory

CASSETTE VERSION*

£10.95
including p&p and VAT

Disc version available June 1985 at £14.95.
Trade and export enquiries welcome.
Please direct enquiries/orders to:

Micro Component Trading Company,
Group House, Fishers Lane, Norwich,
Norfolk, England NR2 1ET.

Tel: (0603) 633005

See Review in HCW issue 21/5/85.

The Secret of St. Brides. where grown-up girls
experience old-fashioned schoolgirl life.

Last year it hit the headli inaflurry of sY.
“A school for scandal?" asked the Daily Telegraph.
“All very pukkah,” assured BBC TV News.
“Creepy,” shuddered the Mail's colour supplement.
What is the secret of St. Bride’s? Now you can find out
for yourself. Explore the dormitories and classrooms -
but don’t get caught! Find your way to the forbidden
underground passages. Meet the things that lurk
there. Pass through the Time Warp and finally

discover. ..

The Secret of St. Brides.

A schoolgirl adventure with a ditference. Full of twists

and surprises - exciting, funny, musical. With full

supporting package.

For C64 and Spectrum 48K, cassette only £6.95 - £5.95

if you order direct from:

St Bride's School (PC), Burtonport, Co. Donegal,
Ireland (direct price includes P&P)

R L e e T T e
 tmuians Eies il hopolies's nerission. ‘G Pl

il
Al softwars

AMSTRAD CPC464 ADVENTURES
“NEMESIS ARNOLD ADVENTURES are like a breath of

JSresh air” Tony Kendle, PCW Dec '85.
£
THE TRIAL of ARNOLD BLACKWOOD 6.50
ARNOLD goes to SOMEWHERE ELSE 6.50
THE WISE and FOOL of ARNOLD BLACKWOOD 6.50
NEW TITLES .
ANGELIQUE: A GRIEF ENCOUNTER 6.50

I recommend it highly.”” PCW March "85.
‘A Festival of entertainment’® HCW March "85
BRAWN FREE! 2.00
ﬁ Silly price, toprated (UK only)
Chqs, POs for immediate despatch, or enquiries to:

NEMESIS (HCW), 10 Carlow Rd, Ringstead, Kettering,
Northants NN14 4DW.




How It works

100 program title

110-210 initialise variables and
windows

230-310  initialise move and
SCreen arrays

330-400 set up potholes and
zombie positions

420-450 put Dracula into screen
array

460 if first game, allow player
to select demo mode or
standard play

470 set screen colours

480-490  print title in three
dimensions

500 print demo mode message,
if in this mode

520-610  print
positions

630-690 input move and move
‘Dracula

T00-730 check for collisions

7! move zombie routine

790-820 check for zombie collis-

] ions
840 check if all zombies killed

initial screen

860-930
messages, if play again,
process accordingly

940-980 finished game routine

1010-1020  stereo sound for
Dracula moving

1050-1070  stereo sound for
zombies moving

1090-1120  stereo sound for
zombies bumping into each
other

1140-1170  stereo sound for
Dracula escaping to next
island

1190-1240  stereo sound for
someone falling into the pit

1260-1320  stereo sound for
Dracula being killed and
eaten by zombies

1340-1430 stereo real time music
routine

1450-1550 data for music

1570 data for movement routines

1590-1690 instruction subroutine

1700-1730 real time routine to
animate zombies

1740 reruns program if escape
is pressed

print end of game




100 REM Zombie Island 11/9/84 B. & D. Lewis.

11@ RANDOMIZE TIME:MODE 1:DEFINT a-z

12@ PAPER @:PAPER #2,0:0N BREAK GOSUB 1740

132 DIM screen(24,14) ,zpos(9,2) ,xo0ff (?) ,yoff (F)

140 WINDOW #1,1,40,146,15:WINDDW #2,1,40,18,25

15@ pit=1:human=2:zombie=3:space=4: home=5

160 zom=248; level=3:play=0:flag=0: pass=0: pitch=1

17@ man$=CHR# (22) +CHR#% (1) +CHR#% (253) +CHR# (8) +CHR#$ (15) +CHR% ( 1) +CHR#$ (254) +CHR# (8) +C

HR# (15)+CHR# (3) +CHR# (255) +CHR# (22) +CHR$ (@)

18@ SYMBOL AFTER 253 :

190 SYMBOL 253,%10,%28,%92,%7C,%10,%28,%28,0

200 SYMBOL 254,0,%10,0,0,%38,0,0,%4C

21@ SYMBOL 255,%28,0,%28,0,%44,%D6,%D6,0

220 REM . Initialize move & screen arrays

23@ RESTORE 157@:FOR n=1 TO 9¢READ xoff (n),yoff(n),direction®(n):NEXT n

240 RESTORE:ON S@(2) GOSUB 1340

250 BOSUB 1590

260 FOR n=1 TD 24:screen(n,l)=pit:screen(n,14)=pit:NEXT n

27@ FOR n=2 TO 13:screen(l,n)=pit:screen(24,n)=pit:NEXT n

280 dummy=REMAIN(@)

29@ FOR n=2 TO 23:FOR m=2 TO 13

Ioe screen{n,m)=space

31@ NEXT m,n

320 REM Set up potholes % zombie positions

33@ FOR n=1 TO S+RND#*%9

340 screen (2+RND#21 ,2+RND*11)=pit

35@ NEXT n

360 FOR znum=1 TO level

370 zpos (znum, 1) =2+RND#*21

380 zpos{znum,2)=2+RND#*11

390 screen(zpos(znum,1) ,zpos(znum,2))=zombie

40@ NEXT znum:znum=level

410 REM Compute landing position

420 »=4+INT (RND%*17)

430 y=4+INT (RND#*7)

440 IF screen(x,y)<>space THEN 420

450 screen(x,y)=human

460 IF play=0 THEN a$=LOWERS$ (INKEY$):IF a$<>" " AND a$<{>"d" THEN 440
ELSE demo=@: IF a$="d" THEN demo=1

470 CLS:BORDER @:INK @,@:INK 1,21:INK 2,20: INK 3,15:play=1:moff=0

480 TAG:FOR n=1 TO &:m=n+moff:IF n=3 THEN moff=1

49@ PLOT 47@-n#*n,30@0+ (30*demo)—n*n,m: PRINT "ZOMBIES";:NEXT n: TAGOFF

50@ IF demo THEN PEN 1:LOCATE 27,1@:PRINT "Demo Mode":PEN 3:LOCATE 27,11:PRINT "

ESC ESC":PEN 2:LOCATE 27,12:PRINT "to continue" 3

510 REM Print the state of play

520 FOR n=1 TO 14:FOR m=1 TO 24

530 man=screen (m,n): IF man=space THEN 580

540 PEN man:LOCATE m,n

550 IF man=pit THEN PRINT "0";:G0TO S80

5460 IF man=zombie THEN PRINT CHR$(zom);:GOTO S80

570 IF man=human THEN PRINT man#$;

588 NEXT m:PRINT :NEXT n

598 IF RND>D.5 THEN ni=1+RND#*13: IF RND<®.5 THEN mi=1 ELSE m1=24
ELSE m1=1+RND#23: [F RND<B.5 THEN ni=1 ELSE ni=

14

600 LOCATE ml,n1:PEN human:PRINT "O"

610 screen(ml,nl)=home:dummy=SQ&(2)

620 REM I/p move % check position

630 EVERY 3@ GOSUB 170@:PEN #1,human:LOCATE #1,1,1:PRINT #1,"Your move ";:CLS #2

&40 IF demo THEN a=CINT(1+RND#B):PRINT #1,direction#(a):G0TO &70

650 a$=INKEY#:IF a$<{"1" OR a$>"%" THEN &5@
ELSE WHILE INKEY#<>"":WEND 3

660 a=ASC (a¥)-4B:PRINT #1,direction#(a)

670 screen(x,y)=space:dummy=REMAIN (D)

4&B@ PEN human:LOCATE x,y:PRINT" "j

&90 x=x+xoff (a):y=y+yoff(a):GOSUB 1010




78@ IF screen(x,y)=home THEN PEN human:PRINT #2,"YOU HAVE ESCAPED TO ANOTHER ISL
AND !!";level=level+1:G0OSUB 113@:G0TO 890
71@ IF screenix,y)=space THEN screen(x,y)=human:LOCATE x,y:PRINT man#%;:G0TO 750
720 IF screenix,y)=zombie THEN PEN #2,zombie:PRINT #2,"STRAIGHT INTO THE ZOMBIES
MOUTH" : GOSUB 125@:GOTO 890
730 IF screen(x,y)=pit THEN FEN #2,pit:PRINT #2,"HEAD FIRST INTO THE PIT":GOSUB
119@: GOTO 89@
740 REM Move all zombies towards target
750 z2=1
760 zxold=zpos(z2,1):zyold=zposi(z2,2)
770 screen(zxold,zyold)=space:PEN zombie:LOCATE zxold,zyold:PRINT " ";
780 zx=zx0ld+S8G6N(x—zxold):zy=z2yold+5GN(y-zyold):GOSUEB 1050
79@ IF screen(zx,zy)=human THEN PEN #2,zombie:PRINT #2,"YOU'RE ZAFFED BY A ZOMBI
E":LOCATE zx,zy:PRINT CHR$(zom);:screen(zx,zy)=zombi
e1zpos(z2,1)=zx1zpos(z2,2)=zy:GOSUB 1250:G0T0 890
BB@ IF screen(zx,zy)=zombie THEN PEN #2,pit:PRINT #2,"BOINK---—- » HERE COME THE
ZOMBIES":screen(zxold,zyold)=zombie: LOCATE zxold,zyo
1d:PRINT CHR#{(zom);:G0OSUE 109@:G0TO B83@
B1@ IF screen(zx,zy)=pit THEN PEN #2,2:PRINT #2,"SPLASH GOES A ZOMBIE":GOSUB 119
@:FOR z3=z2 TO znum:zpos(z3,1)=zpos(z3+1,1):zpos(z3,
2)=zpos(z3+1,2) :NEXT z3:znum=znum—-1:G0TO B840
820 IF screen(zx,zy)=space THEN screen(zx,zy)=zombie:zpos(z2,1)=zx:zpos(z2,2)=zy
1 LOCATE zx,zy:PRINT CHR#{(zom);
B30 z2=z2+1
B4® IF z2<=znum THEN 7@
BS@ REM Are there any more zombies?
86@ PEN #1,zombie: LOCATE #1,27,1:PRINT ﬂl,znum*"znmblea":IF znum>=1 THEN &30
B7@ FPEN #2,human: PRINT #2: PRINT #2,"WELL DONE -~-- THE ZOMBIES ARE EXTINCT"
880 PRINT #2,"YOU ESCAFED --- "“level level+2: IF level >9 THEN 940
B7@ PRINT #2,"ANODTHER GAME (y/n) ? "j:level=level-1:IF level<l THEN level=1
900 EVERY 30 GOSUB 17Bﬁ=5creen(m1.nl)—p1t IF demo THEN a#$="yes":G0TO 930
210 IF INKEY#$<>"" THEN 210
220 a#nLDWER$(INKEY§)=IF a$<>"n" AND a$<{>"y" THEN 920
930 IF a¥$="n" THEN FPEN #2,zombie:PRINT #2,"NO";:PEN pit:LOCATE 1,24:END
ELSE PEN #2,human:PRINT #2,"YES";:0N SR(2) GOSUB

1340: GOTO 28@
74@ INK zombie,D,26:FPAPER #2,1:PEN #2,zombie:PRINT #2:PRINT #2:PRINT #2,"YIPPEE
Lt YOU'VE KILLED THEM ALL !'! "3
950 FOR n=@ TOD 26:INK @,n:BORDER 2&6-n:SOUND 7,RND¥n*99,25,7:NEXT n:PAPER #2, 2
6@ INK @,3:BORDER 3: PRINT #2: PRINT #2:PRINT #h,,"GDDDBYE (for now !'1)" ;
7@ RESTDRE:DN S@(2) GOSUEB 1340
8@ GOTO %80
90 REM SOUND SUBROUT ENES
1000 REM Human running
1010 steps=ABS((x<F)-2#%(x>B AND x<17)-4%(x>14))
102@ SOUND steps,20@,4,7:SOUND 7,0,2,0
1830 RETURN
1040 REM Zombie running
1050 steps=ABS{(zx<F)-2%(zx>B AND zx<17)-4%(zx>14))
1@46@ SOUND steps,7@0@,4,46:1S0UND 7,0,2,0

1070 RETURN

1080 REM Boink !!

1070 steps=ABS((zx<?)-2%(zx>B AND zx<17)—-4*(zx>16)) A
1100 FOR boink=1 TO 4@0@@ STEP 25:S0UND steps,boink,1,7-boink/1500,0,0,2
111@ NEXT boink

1120 RETURN
1130 REM Escaped to next island
1140 FOR n=100@ TO 1 STEFP -9
1150 SOUND 1,n,4, (100@-n) /145:SO0UND 4,1000-n,4, (100@0-n) /145: SOUND 2,RND*999,2,1,
0,0,15
1160 NEXT n

1178 RETURN
1180 REM Fall into pit
119@ FOR drop=0 TO S@ STEF 2:S0UND S,drop#*4@,10,7-(drop/1@)
1200 NEXT drop
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121@ FOR splash=B0@ TOD 250 STEF -15
1220 SOUND S,splash,3,splash/200,0,0,15+splash/S0
123@ NEXT splash i
1240 RETURN
1250 REM Caught by Zombies
126@ FOR n=7 TO 2 STEP -1:FOR eat=1 TO 40@0 STEP [0
1270 SOUND. S5,RND¥eat,2,n,8,0,7-n
128@ NEXT eat,n
129@ FOR n=7 TO 1 STEP -1:FOR tear=99% TO 1 STEP -30
1300 SOUND S,tear,1,n,0,0,1
1310 NEXT tear,n
1320 RETURN
1330 REM Real-time music routine
1340 notel=note:READ note
1350 IF note=1 THEN pass=pass+1:IF pass=2 THEN RESTORE 144@:G0T0 1340
1360 IF (flag=1 AND pass=3) THEN pitch=pitch+1:IF pitch>3 THEN pass=B:pitch=1:fl
ag=0:S0UND 7,0,49,0:RESTORE 1450:60T0 1340
ELSE pass=0:f1ag=0:RESTORE 1460:B0T0 1340
1372 IF note=2 THEN flag=flag+1:RESTORE 1460:GOTO 1340
1380 IF note<S THEN 1340
139@ IF note=@ THEN 1420
1400 IF note<>notei THEN SOUND 7,8,6,0
141@ SOUND 1,note/pitch-1,9,4:S0UND 2,note/pitch,?,5:SOUND 4,note/pitch+1,9,4
1420 ON SR(2) GOSUB 1340
1430 RETURN
1440 REM Data for music - PEER GYNT In the hall of the moun
tain king (1st part) by E. BRIEG
145@ DATA 758,7S58,758,758,758,758,758,758,758,758,758,758
146@ DATA 1136,1136,1012,1012,956,956,851,851,758,758,956,956,758,758,758,758
1470 DATA B04,804,10172,1012,851,851,851,851,0,851,851,1012,1012,851,851,851,851
1480 DATA 1136,1136,1012,1012,956,956,851,851,758,758,956,956,758,758,568,548
149@ DATA &38,638,758,758,956,956,758,758,638,4638,638,638,638,638,638,638
15008 DATA 1
151@ DATA 758,758,4676,676,602,602,568,568,506,506,638,4638,506,506,506 ,506
1520 DATA 478,478,602,6402,478,478,478,478,506,506,638,638,506,506,506 ,506
153@ DATA 758,758,674,676,602,602,568,568,504,506,638,638,506,506,506,506
1540 DATA 478,478,602,602,478,478,478,478,506 ,506 ,506,506 ,506, 506,506,506
1550 DATA 2

1560 REM Data for numeric keypad

157@ DATA -1,1,"SOUTH-WEST",@,1,"SOUTH ",1,1,"SOUTH-EAST" ,-1,0,"WEST "y
9,0,"STOPPED ",1,0,"EAST "e=1,-1,"NORTH-WEST"

y@,~-1,"NORTH "y1,-1,"NORTH-EAST"

1580 REM Instructions

159@ BORDER 3:INK @,3:INK 1,26:INK 2,1&6:INK 3,19

1608 PEN 2:LOCATE 14,1:PRINT "COUNT DRACULA™,," ON",,,"ZOMBIE ISLAND"

161@ PEN 1:LOCATE 1,6:PRINT "One foggy night whilst out for a bite, you take a

short-cut over Haiti (eat-e) and disaster strikes !!

1620 PRINT “Your bat hits a passing voodoo shaman & you find yourself on ZOMEIE

ISLAND '!"

1630 PRINT “You must lure the hapless creatures intothe bottomless pits scattere
d about the"

1640 PRINT "Island (they are attracted by your cape,";

165@ PRINT "and cannot see the pits)."

1660 PEN 3:PRINT :PRINT "To move, use the numeric keypad (1 to %P)as follows :-"

147@ LOCATE 14,18:FPRINT "NW N NE":LOCATE 15,2@0:PRINT "W STILL E":LOCATE

14,22: PRINT "SW 8 SE"

1680 PEN 2:LOCATE 2,25:PRINT "Press D for demo, or SPACE BAR to play"j;

1690 RETURN

1700 PEN zombie:FOR zdance=1 TO znum

1710 zom=248+CINT (RND#3) : LOCATE zpos(zdance,1) ,zpos(zdance,2):PRINT CHR# (zom)

H

1720 NEXT zdance
1730 RETURN
174@ RUN
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ORIC UTILI

SET

CHARACTER

Richard Powell’s useful utility allows
you to create your own character sets
and graphics

This program comes in useful
for creating your own character
sets and graphics. It gives an
enlarged view of the character
in a grid and allows you to
modify it as you like.

You can invert the graphics
characters, switch them around,
arrange them in any order in the
grid. They can also be swapped,
copied and changed.

In a standard character set
you load a group of characters
into the grid by typing ‘R’.
You'll see FIRST CHAR?
appear on the command line.
Enter the first character you
require: ASCII code (32-119).
Press Return.

The grid will fill with
characters, the ASCII codes for
which are shown in the
character codes grid.

Move the cursor using the
arrows. To invert the bit under
the cursor press Space. The
change is implemented immedi-
ately.

To get any single character to
any position in the grid:

1 move cursor to where it is
required

2 press ‘G'. ASCII code of
char, Return

To invert a whole character
press ‘I', and to memorise a
character press ‘M'. It will be
shown in the bottom right-hand
corner of the screen. See the
command summary for other
commands.

With a little practice the
program becomes easy to use.
Any characters may be placed
in the grid using ‘G’ and ‘R’
commands so that graphics
which require more than one
character can be made to line

up.
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Using commands together
allows you to swap and copy.
For example, to copy a
character on to another
character cell:

1 ‘M’emorise first character

2 ‘G’et the character to copy it
onto -

3 ‘N' — recall memory into
new cell

Return gives the alternate
character set, which is generally
used for user graphics.

Please note: Only one copy
of a given character can exist in
the grid at any one time.

Once you have assembled the
graphics you require, press ‘E’
to exit. The character set may
now be SAVEd on cassette for
future use (refer to Oric user
manual) or the program re-run.

Command summary

arrows move the cursor

C arrow  moves the cursor a
whole character in given
direction

space invert bit under cursor

G asks ‘CH.RQD?’ Enter ASCII
code of character required
and it will be shown in
current character space (NB:
ASCII codes 32 to 127 only)

R asks ‘FIRST CHAR?’ Enter
ASCII code of first character
to go in grid (32 to 119). Will
fill grid with nine characters
from the start code

DEL clear whole character

S sets all bits in character

I invert all bits in character

M memorise character

N recall memory

* swap memory and character

Return swap between alternate
and standard character set

E exit

Variables

A,B,I.J loop variables

ST% 127 = Bit ONO = Bit OFF

K,K$ keyboard input

CH,CHS character number
input by user

X,Y x and y pointers to screen
(various uses)

E error flag 0 = OK, 1 + error

AS(D) to AS(63) string to hold
bit patterns

CN(X,Y) character number in
grid position x,y (grid X = 1
tol,y=11013

S character set (0 = standard,
1 = alternate)

XM,YM x and y of current
position in grid (X = 1 to 3,
Y=1t03)

AD memory address of charac-

ter

XC,YC x and y position within
a character

XP,YP pointers to actual screen
position

How it works

10-204 initialisation

249-290 set up screen

290 default to standard charac-
ter set (s = 0)

300 top character

310-350 read command from
keyboard execute appropriate
subroutine

400 draw cursor

500 draw character grid

600 copy character to screen

700 show character codes

800 invert a bit

900 mask a bit into character
in memory

1000 get character required

1100 blank a character

1150 fill in a character

1200 invert character

1300 memorise current character

1350 recall memory

1400 swap memory and charac-

ter

1500 character skip

1600 read string of consecutive
characters

1900 delete any messages

2000 instructions




159
169
iv8
179
180
ig1

182
288
282
283
204
243
2958
292
255
268
2635
27a
2va
275
298
b 27
316
311
312
312
231
332

INK?: PRPERB

CLS: PRINT"SETTING ARRAYS. ... FLEASE WARIT"

DIMA$CE3)

FOR J=5 TO B8 STEP-1:K=2TJ

FOR I=8 TO &2

IF ¢1 AND K)>=>1 THEN AFCI)=AFCI)+CHRFCL27> ELEZE RICII=RFCII+"("

NEXT: NEXT

FOR 1=48838+(31%3)> TO 46837+(93%3)
POKEIL, 32: NEXT

FOR I=8 TOD &: POKE(46@38+(92%3)+]), &: NEXT
POKE4631S, 63: POKE46822, 62

cLS

FOR ¥=17 TO 1 STEP-8

PLOT®, ¥=1, “N\"

FORX=1TO135TEPE

G0sSUBSAA

MNEXT: NEXT

FORI=1T014: PRINTCHREC18); : NEXT
FORI=1T0N22: PRINTCHRF (9, : NEXT
GOsSuUBvaa

S=9: PLOT1, 28, "STANDARD CHAR. SET"
KM=1: ¥YM=1: KC=@: YC=8

G05UB49G

K$=KEY$: IFK$=""THENZ11

K=ASC(KS)

PLOTZ22, 14,

IFK =127 THENGOSUB1144
IFK$="S"THENGOSUB11582
IFK$=""THENGOSURL 2B
[IFEK$="M"THENSISUBLIYH

IFK$=" “THENSOSUBZZ3A
IFK$="E"THENCLS: PRINT“TERMINATED": END
PLOTX, ¥, 5TX

IFKFE="N"THENGOSUBLZISH

IFK$=", "THENGOSUB148:3
IFESTANDKCLI2THEN ON E-7 GOSUB4S4, 4513, 4713, 434
[FES="G"THENGOSUBLBAG
IFK$="C*"THENSOSUB1SEA

IFK$="R" THENSGOSUBLEEA

IFK = 1ZTHEN GOTO1784

GOTOZ18

REM**DRANW CURSOR

K=XMEB-S+K0: Y=rMEE-7+Y0
STH=SCRNCLK, ¥
IFSTHPAZ2ETHENPLOTR, ¥, A71LELSEPLOTX, ¥, 42
RETURN

REM :
IFXM=1ANDXC=ATHENRE TURN
IFKC>ATHENKC =XC-1ELSEXM=KN=-1: KC=3
RETURN

REM

IFXM=2ANDKC=STHENRETURN
IFXCCSTHENKC=XC+1ELSEXM=XM+1: KL=




465
474
471
472
475
438
481
4382
435
493

vig
v
730
735

r4g
745
=]
g1
Vg
vi8a
gl
214
828
2338
98
=10
529
934
935
944
258
96
279

RETURN

REM

IFYM=3ANDYC =7 THENRETURN
IFYCCTPTHENYC=YC+1ELSEYM=YM+1: ¥YC=8
RETURN

REM

IFYM=1ANDYC=BTHENRETLURN
IFYCOBTHENYC=YC-1ELSEYN=YM-1: YC=7
RETURN

END

REM ** DRAW CHARACTER GRID **

REM AT X, ¢

PLOT X, ¥=1, "LASNAND"
FORI=BTO7: PLOTX, ¥+I1, “CCCLCLI": NEXT
RETURN

REM * CUPY CHARACTER TO GRID **
REM CHAR=CH POSITION = XM.¥M
AD=45838+ (S*1824 )+ CH*3)

KP =KM*E-5: YP=yYM*3-7

FORI=RDTORD+?
PLOTKP. ¥YP. A$(PEEK (I )ANDEZ)

YP=YP+1

NEXT

RETURN

REM ** DISPLAY CURRENT WORKING SOUARRES %

PLOT22, 1, “CHARACTER CODES™
PLOTZ2, 2, “~#=-mb=m—tmmm
FORJ=1T03: FORI=1TO3

IFCNCI, J)C1BBTHENCS=""+5STRFC(CNCI, J))ELSECS=""+RIGHTF(STRFCCNC
I[..J25,3)

PLOTI2™ST1 ) LTE™I, 0¥

PLOT21, 9+J, 345: IFCNCI, J)>ZLTHENPLOT22+1, 3+J, CN¢ I, J)

NEKXT: PLOTZES, 142%J, "

PLOT2Z, 2#J42, "4===t==—d=——t"
NEXT

RETURN

REM*** [NVERT WHATS THERE***
[FSTH=127 THENST#=91ELSESTH=127
GOSUB2GG

RETURN

REM** MASK IN STiw¥
AD=458284+ (S*1A24 )+ CCNIXM, YMI*¥3)+YC
IFSTH=127 THEN3SA
[#=NDTC2TCS-KC))

POKERD, ¢PEEKCRDIANDIX)

RETURN

[#%=21TC(5-KC)

POKEAD, CPEEKCRDIORIZ)

RETURN

1923 REM** READ CHARACTER CONMMAND r*
1918 PRINT"CH. REO"; : INPUTCHS: CH=VALCCHE)
1812 G05uUB13GA

1914 IFCHCIZORCH>12PTHEN1D1A
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1815
1916
1917
1913
1829
18295
13329
19348
1189
1119
1129
1134
1158
1169
1178
1134
1298
1214
1215
1228
1238
13808
13214
1328
1338
1258
1368
1379
1375
1358
1499
1418
1415
14249
1439
1458
14541
1455
1456
1464
158
1589
1519
1515
15249
1545
1558
1595
1568
1565
1579
1575
1528
1535

E=8

FORI=1TO3: FORJ=1T032: IFCNCI, J)=CH THENE=1
NEXT: NEXT

IFE=1THENPLOT22, 14, "CHAR IN USE“: RETURN
GOSUBERY

CNCKM, ¥M) =CH

GOSUBTaR

RETURN

REM**BLANK THARRCTERM*

AD=46@88+ C1B24*5) +TNLKM, YN *i3

FORI=BTO7: PLOTXM*5=5, yM*a~1, "CLLLCC": POKEAD+I, B: NEXT
ST#=31: RETURN

REM**FILL CHARACTER®
AD=46BSH+ (1824%5 ) +CNCXM, YM) *3
FORI=ATN7: POKERD+I, 83: NEXT: CH=CNLKM, ¥M): GOSUESHE
ST#=127: RETURN

AD=46@37+ (1LA24*S) + LN XM, Y *3
FORI=ATO?: POKERD+1, (NOT PEEKC(RD+I))AND 63: NEXT
CH=CNLXM, ¥YM)

GOSUBEEA: IFSTH=127THENST%=31ELSESTH=127
RETURN

REM®FMEMOR vH#
AD=46R3E+ (18245 ) +CCNTKM, YMI*2)
FORI=ATO7?: POKE1B24+], PEEKCAD+I ): NEXT
50T01459

REM**MEMORY RECHAL®*
AD=4E6233+ 1924%5) + LCNL KM, YM)*3)
FORI=ATO7: POKEAD+], PEEK(1B24+] ) NEXT
CH=CNCKM, YD

GOSUBEEE: GOTD1458

REME*SWAP MEM & CHAR®Y
HAD=45A2A+ (1A24¥S )+ CONCKM, YM) *3)
FORI=GTO7: K=PEEKLRD+I>: POKERD+I, FEEKLAB24+ ][ ): POKELS24+], ti: HEXT
CH=CHOKM, YD)

GNSUBESED

AD=1924

PLOT29, 26, "MEMORY"

FPLOTZ29, 168, "SANNNNN"

FORI=ATO?: PLOT2S, 27+, “1": NEXT

KP=23: YP=17: GOTOS293

REM** BLOCK SKIP *%

PLOT2Z, 14, "GIVE DIRECTION"

GETKS

PLOTZ23, 148, "

K=ASCLKS): ONK-760T01558, 1564, 15749, 1539

RETURN

[FXM>LTHENKM=XM-1

RETURN

[FXMCITHENXM=XM+1

RETURN

[FYMCITHENYM=YM+1

RETURN

IFYM>LTHENYM="YM-1

RETURN
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1688 REMFXCONSECUTIVE STANDARD CHARS®w
1585 REM

1628 INPUT"FIRST CHAR": CHF: CHEYRLLCHS)
1lbad GOSUBLIRE

16238 [FCHOZZ2ORCHZL1LITHENLISLS

1548 FORB=1TOZE

1558 FORA=1TOZ: CNCHA, B2 =CH

1888 XM=H: YM=E: GOSUEsAE

1665 CH=CH+L: NEXT: NEXT

16749 GOSUBVEE: RETURN

1788 REM ** SWITCH CHARACTER SETS *x
1718 5=1-5

1vVee GosuBasan

1738 IF 5= THEN 233

1748 PLOTL, 26, "ALTERNATE CHE. SET“

1758 GaT0 g

1288 FORE=4TOZ

12818 FORA=LTOZ: CH=CNCA, B

1229 XM=A: vYM=6: GOSUBEAS

1228 NEXT: NEXT

1348 50508 Faa

1358 RETURN

19989 FORI=ATO22: PRINTCHRS(I); : NEXT: PRINTCHRE (A1)

1918 PRINT" “FORI=ATOLE: PRINTCHRI S
1933 RETURN

2088 PRINT" THIS PROGRAM ALLDOWS YOu TO moDIFY"
28985 PRINT

2818 PRINT"THE CHRARRALCTER SETS IN THE COMPUTER"
2915 PRINT

2028 PRINT 8y GIVING YO AN ENLARGED WOIRK PRD"
2825 PRINT

2028 PRINT"ARER WHICH WILL OISPLAY UP TO NINE"
2035 PRINT

28438 PRINT"CHRRRACTERS, BY USING YARIOUS KEYS
2945 PRINT .
2858 FPRINT"THE CHRRACTERS MAY BE CHANGED ToO"
2855 PRINT

2858 PRINT"PRODUCE USER DEFINED GRAPHILCS FOR"
2865 PRINT

2878 PRINT"GAMES ETC. . . ": PRINT

2888 GOSUB 32989

2189 CLS

21184 PRINT" THE KEYS RRE: -":PRINT

2128 PRINT"ARROWS - MOVE THE CURSOR"

2125 PRINT

2138 PRINT"SPALCE
2148 PRINT"DEL

INVERTS THE EIT UNDER CURSOR": PRINT
CLEARS ALL CHARAZTER EITS"

2159 PRINT"S - SETS ALL CHARACTER BITS"
2168 PRINT"I = INVERTS ALL CHARACTER EITS"
2165 PRINT

2178 PRINT“G - GET SINGLE CHARACTER"

2138 PRINT"R - READ 3 CHARS. TO GRID"

2183 PRINT

2198 PRINT"M - MEMORIZE CHARACTER"

M

cy

(=

-
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2215 PRINT
2229 PRINT“C ARROW-
2225 PRINT

2235 PRINT

2@1¥ GET AF: RETURN

2280 PRINT"N - RECALL MEMORY"
2219 PRINT"; - SWAP MEMORY ANRD THIS CHAR"

SKIP CHAR IN GIYEN DIRECTION"
2239 PRINT"RETURN - SWITCH TO OTHER CHAR SET®

2248 PRINT"E - END RUN"
3928 PRINT: PRINT"*PRESS ANY KEY*"

HARDWARE

211 Horton Road Fallowfield Manchester M14 TOE Tel 061-225 2248

INFOCOM ADVENTURES FOR
THE TISS/aA

The ultimate in adventures for the Texas
computer. Infocom games are more like taking
part in a novel than playing an adventure
game. Expensive, yes, but worth every penny.

System regquirements for all INFOCOM games are
as follows !

Disc Controller, at least one disc drive and
32k R.A.M. One of the following modules will
also be required ! Extended Bamic,
Mini-Memory or Editor Assembler.

Z0ORK I HIFP.FPS
Z0ORK II Haq .95
ZORK III L ]
WITNESS HIF.PS
DEADLINE gy . PS5
INFIDEL Hag . PS5
SORCERER L s ]
CUT THROATS HIF.PFPS

HITCH HIKERS GUIDE #3%.95S
TO THE GALAXY .

A wide range of other games, hardware and
software is always available. Please ask
for an up-to-date list of products for TI99/4A

DUCKWORTH ADVENTURES

COLOSSAL CAVE ADVENTURE
byPe‘laanrrud
The criginal and best ilable for the A d
deotmnodwnH Umammmmmnwm
layout, complete with all the traps and b J mazes, not to
mummmuﬂwmwmmmawmmmwmﬂudwym
Youcan'tcally until you have
queﬂ!ﬁsacommmmm mmmmwlom
yourself twice. £7.95

by Peter Gerrard
The setting for this adventure game for the Commodcre 64 is a
desert island, on which you are stranded. Try to find your way off the island,
avoiding monsters and other hostile i and
There is an option to save the current game status on tape. The game will.
accept a wide variety of words and is originally responsive. £7.95

MOUNTAIN PALACE ADVENTURE
by John D. Ryan

This devi for the i and C
long-lost palace in a distant land. You have heard rumours of the vast wealth
mhmwmmmwmhwmﬂnmw the
task turns out to be more difficult than you imagined, as the palace has some
sinister Even the palace seems to have a mind of its own! There is
an option to save your progress on tape at any time. £7.95

CASTLE DRACULA

64 is set in a

locations to explore and you have the option to save wpmgzmcnapon
any time, £7.95

Write in for a descriptive catalogue (with details o!mrm)-

N ¢ X

DUCKWORTH
The Old Piano Factory, 43 Gloucester Crescent, London NW1 TDY
Tel: 01-485 3484
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SPECTRUM GAME

Locate all the wild beasts and getf them
back in their cages in this zoo game by
David Carter

Last night all the animals broke
out of their cages and wreaked
havoc in the zoo. Then they all
climbed back, but into all the
Wrong cages.

This morning the keepers
have come in to work and
found the mess. The zoo will be
0| soon and they have to get
thé animals back into their own
cages.

The two keepers each have a
truck’ into which they can lure
up to three animals in order to
drive them back to their own
cages. The head keeper has
promised a bonus to the keeper
who gets the most cages filled,
and so the two players must use
their skill to fill them up and

prevent their opponent from
filling any.

So, start moving those
animals . . . and happy hunting!

Please note: All the Spectrum
listings in HCW are printed to a

special format. All user defined
characters are printed as capital
letters but with an underline. In
order to type them into your
computer you need to place the
machine in GRAPHIC mode
and then press the capital letter
indicated. If you follow these
instructions to the letter the
graphic characters will be
shown on screen when you run
the program.

1@ GO SUB
20 GO SUB
3@ GO SUB
4@ GO SUB
5@ GO suB

100@: REM title

1200: REM define arrays
150@: REM input players names

2000: REM draw zoo

F000: REM set random animals
&0 LET x=1% ¥
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7@ LET 1=9: LET r=%9: FOR i=1 TO 3: LET t(i)=1: NEXT i: GO SUB 930@: GO SUB 940
2 E
100 LET goes=start
11@ IF goes=1 THEN PRINT AT 1,0; INK goesjn#$(1,1 TO p(1));"'s go",,
120 IF goes=2 THEN PRINT AT 1,0; INK goesj,;" "i1n¥(2,1 TO p(2))3"’'s ga”
124 IF goes<>1 AND goes<»2 THEN STOP
130 GO SUB Z@@@: REM move and load
14@ GO SUB 4B27: REM move and unload
15@ IF b#="q" THEN GO TO 170
160 IF s(1)+s(2)<>7 THEN LET goes=3-goes: GO TO 11@
145 PAUSE S0
170 GO SUB 6@0@: LET start=3-start: REM print win
188 INPUT "Do you want another game? ";q#
183 IF g%="" THEN GO TO 18@
185 IF q#(1)<>"n" THEN CLS : GO TO 4@
190 INFUT "New players? ";q¥%
195 IF g#(1)<>"n" THEN CLS : GD TO 3@
200 STOP
10P@ CLS : PRINT AT @,1@;"Z00 BREAK OUT"’‘"Last night all the animals broke"’'"ou
t of the zoo."  ""The two keepers have been"'"promised a bonus if they can"'"get
the animals back into their"'"own cages, with promotion for"'"the one who can ge
t the most " '"cages full."
191@ GO SUB 950@: GO SUB 9200: REM define UDG
1020 PRINT °‘"Each has a lorry into which they" "can lure up to 3 animals in"‘'"o
rder to move them into their" "own cages."
1030 FOR i=2 TO 8: PRINT AT 19,4+2%ija%(i): NEXT i
1@5@ INFUT "Do you want instructions? "j;g#%
1060 IF g#%#="y" THEN GO SUB 7000
1878 RETURN
120@ DIM t(3): FOR i=1 TO 3: LET t(i)=1: NEXT i
121@ DIM s(2)
1220 RETURN
150@ CLS
151@ PRINT AT @,10; "Z00 BREAK OUT"
1520 DIM n%¥(2,8)
1530 INPUT "Name of player 17 “jn#%(1)
154@ INFUT "Name of player 27 "jn#(2)
1550 LET unload=0
156@ LET start=1+INT (2%*RND)
1565 DIM p(2)
157@ FOR i=1 7O 2
1580 LET pli)=8
159@ IF n#¥(i,p(i))=" " THEN IF p(i)>1 THEN LET p(i)=p(i)-1: GO TO 1590
1600 NEXT i
161@ RETURN
20002 PRINT AT B@,1@; "I00 BREAK-OUT"
2010 FOR i=@ TO 1: FLOT B3+BB8#i,148: DRAW @,-144: NEXT i
2020 FOR i=0 TO 9: PLOT B83,148-16#%i: DRAW BB,D@: NEXT i
2040 LET z#$="SCORE"
2050 FOR i=@ TO 1: FOR j=1 TO S
206@ PRINT AT &+j,31#izz#(j)
2070 .NEXT j: NEXT i
2080 RETURN
3000 REM move % load
3010 IF INKEY$<>"" THEN GO TO 3010
IP20 IF INKEY$="" THEN GO TO 3220
3025 LET b#=INKEY#
3030 IF goes=1 AND b$="8" AND t(1)<>1 THEN RETURN
3040 IF goes=2 AND b#$="S" AND t(1)<>1 THEN RETURN
30S@ IF b#="4&" OR b#="7" THEN GO SUB 4500
I0&0 IF goes=2 THEN GO TO 3500
3070 LET x=2#%1+1
3100 IF b#<>"5" THEN GO TO 3010
3105 LET rr=1: GD SUEB BZ00
311@ LET csum=0
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FOR i=1 TO S: LET csum=csum+c(l,i): NEXT i
IF csum=5 THEN GO TO 3@1@: REM row empty
IF £(3)<>1 THEN RETURN : REM lorry full
LET i=1: LET j=1

IF c(l,i)=1 THEN LET i=i+1: GO TO 3160
IF £(j)<>1 THEN LET j=j+1: GO TO 3170

IF c(l1,1)=c(1,2) AND c(1,1)=c(1,3) THEN GO TO B48@: REM is it three
LET t(j)=c(l,i)

PRINT AT x+1,9+2%i;a%(1)

PRINT AT x+1,2+2%jza®(t(j))

LET c(l,i)=1

IF j=3 THEN RETURN : REM lorry full

GO TO 3010

REM load right lorry

IF b#$<>"8" THEN GO TO 3010

LET x=2#%r+1

LET ll=r: GO SUB 8002

LET csum=@

FOR i=1 TO S5: LET csum=csum+c(r,i): NEXT i
IF csum=S THEN GO TO 3@1@: REM row empty
IF t(3)<>1 THEN RETURN : REM lorry full
LET i=1

IF c(r,6-i}=1 THEN LET i=i+1: GO TO 3570
LET j=1

IF £(j)<>»1 THEN LET j=j+1: GO TO 3590

IF c(r,S)=c(r,4) AND c(r,5)=c(r,3) THEN GO TO B4@@: REM is it three
LET t({jr)=cir,&6-1i)

PRINT AT x+1,21-2#ija%(1)

PRINT AT x+1,28-2%j3a%(t(j))

LET cir,6-il)=1

IF j=3 THEN RETURN : REM lorry full

GO TO 3010

REM move and unload

IF INKEY$<>"" THEN GO TO 4010

IF INKEY#$="" THEN GD TODO 4020

LET b#=INKEY# 5

IF b%="qg" THEN RETURN

IF goes=1 AND b#="5" THEN GO TO 4@2i@

IF goes=2 AND b#="8" THEN GO TO 4010

IF b$="646" OR b#="7" THEN GO SUB 4500

IF goes=2 THEN GO TO 4200

IF b#$<>"8" THEN GO TO 4@1@

LET 11=1: GO SUE 8000

IF £(1)=t(2) AND t(1)=t(3) THEN GO TO 8800
LET j=3: LET i=5

IF t(1)=1 THEN RETURN

IF t(j})=1 THEN LET j=j-1: GO TO 4110

IF c(1,1)<>1 THEN GO TD 4010

IF c(l,i)<>»1 THEN LET i=i-1: GO TO 412@
LET c(l,i)=t(j): LET t(jf=1

PRINT AT x+1,2+2%jja$(1)

PRINT AT x+1,9+2%ija$(c(l,i))

G0 SUB So0@

IF t(1)<>1 THEN GO TO 4010

RETURN

IF b#<>"5" THEN GO TO 4010

LET rr=r: GO SUB B200

IF t(1)=t(2) AND t(1)=t(3) THEN GO TO 8900
LET j=3: LET i=1

IF t(1)=1 THEN RETURN

IF t(j)=1 THEN LET j=j-1: GO TO 424@

IF c(r,5)<>1 THEN GO TO 4210

IF c(r,i)<>1 THEN LET i=i+1: GO TO 4250
LET clr,i)=t(j): LET t(j)=1

PRINT AT x+1,28-2%#jja%(1)




4280 PRINT AT x+1,9+2#%ija%(clr,il))

4285 G0 SUB S00@

4290 IF t(1)<>1 THEN GO TO 4010

4300 RETURN

45@0@ IF goes=1 THEN GO TO 4540

4520 IF b$="7" THEN IF r>1 THEN GO SUB 940@0: LET r=r—1: GO SUB 7400

453@ IF b$="6" THEN IF r<9 THEN GO SUB 94@0@0: LET r=r+1: ‘GO SUB 7400

4535 RETURN

4540 IF b$="7" THEN IF 1»>1 THEN GO SUB 93@@: LET 1=1-1: GO SUB 7300
4550 IF b$="6" THEN IF 1<% THEN GO SUB 9300: LET l=1+1: GO SUB 9300

4560 RETURN

S0@0 LET i=1: LET g=((goes=1)#1)+((goes=2)#r)

S@1@ IF c(g,1)=1 THEN RETURN

S@20 IF c(g,i+1)=c(g,1) THEN LET i=i+1: IF i<5 THEN GD TO S@2@

500 IF i<>»5 THEN RETURN

SP4@ FOR i=1 TO 1@

SPS@ FLOT B83+8%i,172-8#x: DRAW INK goes;@,-16

S@SS5 BEEF .1,i

5060 NEXT i

S@7@ LET s{goes)=s(goes)+1

S@8@ PRINT AT 21-s(goes),31%(goes—-1); PAPER goes; INK 7;s(goes)

5999 RETURN

4000 REM winner

6&01@ CLS

6020 IF s(2)»s(1) THEN GD TO &050

6030 PRINT AT 5,2; INK 1;n$(1,1 TO p(1)); INK @;" is the winner by "“;s(1)3":1";s(

2)

46040 RETURN

6050 FPRINT AT 5,2; INK 2;n$(2,1 TO p(2)); INK @;" is the winner by “E5(2>'"‘"‘s(
13

6060 RETURN

7800 CLS

7@01@ FRINT AT @,5;"INSTRUCTIDNS"

7020 FRINT ‘"Each player is allowed to lure"’'"up to three animals into his"‘"lor

ry each time it is his turn."

703@ PRINT "The three can come from one or"'"more cages."’'’'"The player may then

unload the" '"animals into one or more cages."

704@ PRINT ‘“There are two restrictions:"'"1. Once three similar animals"'"have

joined each other, either"'"in a lorry or cage, they will"'"not allow themselves
to be" ‘“"separated."’'"2. Once a player unloads any"’'"animal he will not be allow

ed to" '"load any more."

7050 GD SUB 7950

706@ PRINT ‘“"The up/down (7/6) cursors move"''"the lorries from cage to cage."''"

The left/right (5/8) cursors"'"move the animals into or out of"’'"the lorries, de

pending on who's"""turn it is."

7070 FRINT ‘"The object is to move the" '"animals so that the five of each"’'"type
are colected together in"’'"one cage."’'"The winner is the one who can"'"get the
most cages filled."

7075 FPRINT ‘"Press ""g"" to end the game when"'"unloading.":

708@ FPRINT AT 20,5;"When you are ready to start:”

7090 GO SUB 7950

710@ RETURN

795@ IF INKEY#$<>"" THEN GD TO 795@

7955 PRINT AT 21,0@;"Press ENTER to continue."

7960 FAUSE @

797@ CLS

7999 RETURN

B8@0@ REM compress right

B@1P FOR i=5 TD 2 STEP -1

B@20 FOR j=i-1 TO 1 STEP -1

B@3@ IF c(11,i)<>1 THEN GO TO Bi@®

8040 IF c(ll,j)=1 THEN GO TO B8@90

805@ LET c(11,i)=c(l1l,3)

8060 LET c(ll,i)=1

B@70 FRINT AT x+1,79+2#ijaf(c(ll,i))




8080
BO90
8100
B110@
B200
B210
B220
B230
B240
8250
B26@
B270
8280
B290
B30@
B310
B4DO
B45@
B460
B470
8480
B47@
8502
BS51@
B&DO
8450
B&6HD
B&7@
B6B@
B&70@
8700
871@
BE8BO
B80S
8810
8820
BB30
B840
B850
8855
BB6O
8708
8705
8910
8720
8930
8940
B95Q@
B955
8960
7000
9010
7020
7030
7040
@50
060
F@7@
7080
7090
7102
7110
7120
200
2210

PRINT AT x+1,9+2%jsa$(1)
NEXT J

NEXT i

RETURN

REM compress left

FOR i=1 TO 4

FOR j=i+1 TO S

IF clrr,i)<>1 THEN GO TO B300@
IF c(rr,i)=1 THEN GO TO 8290
LET c(rryi)=cirr,j)

LET clrr,i)=1

PRINT AT u+1,9+2%ijaf¥(clrr,i)
PRINT AT x+1,9+2%j;a%(1)
NEXT Jj

NEXT i

RETURN

IF £(1)+E(2)+t(3)<>3 OR c(l,1)=c(1,4) THEN GO TODO 3010
FOR i=1 TO 3

LET t(i)=c(l,i)

PRINT AT x+1,9+2#i;a%$(1)

PRINT AT u+1,2+2%ija®(t(i))

LET c(l,i)=1

NEXT i

RETURN

IF £ (1) +E(2)+t(3)<>3 OR clr,3)=c(r,2) THEN GO TOD 3010
FOR i=1 TO 3

LET t(i)=c(r,6-1i)

PRINT AT x+1,21-2%ija%(1)

PRINT AT x+1,28-2#ija®%(t(i))

LET c(r,6-i)=1

NEXT 1

RETURN

IF t(1)=1 THEN RETURN

IF c(l,1)+c(1,2)+c(1,3)<>3 THEN GO TO 4010

FOR i=1 TOD 3: LET ctl,i)=t(i)

PRINT AT x+1,9+2#ija$(t(i))

PRINT AT x+1,2+2#%ija%(1)

LET t(i)=1

NEXT i

GO SUB SO0B

GO TO 4100

IF t(1)=1 THEN RETURN

IF clr,S)+c(r,4)+c(r,3)<>3 THEN GO TO 401@

FOR i=1 TO 3: LET clr,8-i)=t(i)

FRINT AT x+1,21-2#%ija$(t(i))

FRINT AT x+1,28-2%ija%(1)

LET t(i)=1

NEXT i

G0 SUEB SOB@

GO TO 4230

DIM c(9,5): FOR i=1 TD ?: FOR j=1 TO S: LET c(i,j)=1:
FOR i=2 TO 8

FOR j=1 TO S

LET d=1+INT (9#RND)

LET e=1+INT (S5*RND)

IF c(d,e)<>1 THEN GO TO @30

IF e»1 THEN IF c(d,e-1)=i THEN GO TO 9032

IF e<3 THEN IF c(d,e+1)=i THEN GO TO 9@30Q

LET c(d,e)=i

FPRINT AT 2#d+2,9+2%esa$ (i)

NEXT 3

NEXT i

RETURN

DIM a#%(B,8)

LET a$(8)="CD"

NEXT j:

NEXT i
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9220
9230
9240
9250
9260
9270
9280
9285
9290
9300
sCHR

9320
F400
5 [T

410
420
500
9510
9520
530
9540
550
560
57@
9580
?59@
4500
610
7620
430
640
4650
F66@
670
F4BQ
4670
7700
?710@
720
730
740
750
9999

LET
EET
LET
LET
LET
LET
LET
DIM t(3):
RETURN

LET x=2#%1+1:

as(5)="EF"
a$(6)="Hn"
a$(7)="0pE"
ag(1)y=" o

FOR i=1 TOD 3: LET t({i)=11 NEXT

$ B;"TTRRERRE"
9310 PRINT OVER 13AT x+1,43a$(t£(1));a$(t(2));as(t(3))

RETURN

LET x=2#r+1: PRINT

+2,22; "RORERRROR"

i

PRINT OVER 1;AT x+2,2;"ROERREGR";AT x+1,23"TR";AT x,3;"0"

OVER 1;AT %,22;"RERRRRSO";CHR$ 83 "S";AT x+1,28;"RS":1A

PRINT OVER 1;AT x+1,223a$(t(3))za$(£(2))sa(t(1))
RETURN

RESTORE : FOR n=1 TO 20: READ %

FOR =B TO 7

READ a: PDKE USR f#$+F,a

NEXT f

NEXT n

DATA "a",®,32,564,95,63,31,28,38

DATA "Bb",28,&62,125,255,254,252,12,18
DATA "c",0,15,127,95,31,54,54,54

DATA “d",56,252,244,255,249,49,50,48
DATA "e",0,32,111,31,7,2,2,3

DATA “f",24,31,160,1%2,0,0,0,0

paTA “g“,0,0,0,0,0,7,127,2

bATA "h",0,0,3,4,40,245,255,32

DATA "i",0,0,0,1,1,3,56,560

DATA "j",128,192,128,224,240,224,128,224
DATA "k",0,0,0,15,31,463,24,20

DATA "1",112,8,28,254,248,248,20,18

DATA "m",0,2,7,31,47,43,8,12

DATA "n",4,39,1146,252,248,232,8,4

DATA "o",15,63,127,127,127,127,48,48
DATA "p",192,240,248,252,250,254,103,98
DATA "q",255,40,46,90,90,56,50,0

pATA “r",255,0,0,0,0,0,0,0

DATA "s",255,1,1,1,1,1,1,1

DATA "t",255,128,128,128,128,128,128,128
RETURN

FOR i=1 TO 8: PRINT a#(i,1 TO B);: PRINT

NEXT i

Xx"s
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GET YOURS
EVERY WEEK!

Fed up of fighting your way through the crowd?

Sick and tired of finding your local shop has
sold out?

Fancy having a free binder for your HCW?

Why not have a subscription and get your
favourite magazine delivered to your door each
and every week.

For a limited period only all UK subscriptions,
either new or renewals, will be autoniatically
include a free binder. Each binder holds up to
26 copies of HCW safe and secure. No more
dog-eared copies lying on the floor or being
torn by the cat.

A years's subscription costs just
£35 to UK destinations
£41 Overseas (Accelerated Surfact Post)
£51 USA (Accerated Surface Post)
£114 Airmail

Extra binders are also available at £5 each
(inc P&P). Allow 21 days for delivery.

OMPUTING

WEE"_ "

HOME COMPUTING WEEKLY
SUBSCRIPTION ORDER

Town

County

Post Code

Commence with issue number

Remittance value

Access/Barclaycard

Signature

Subscription type

Binders (£5 each)

Send completed form to:
Infonet, 10-13 Times House,
179 Marlowes, Hemel Hempstead,
Herts HP1 1BB




TI-99/4A GAME

You're in charge of
a forklift truck with
failing batteries,
in this game by Rod
Lane in TI BASIC

KEEP ON TRUCKIN

In this game you play the part
of a forklift truck operator
putting in some overtime at the
warehouse. Unfortunately the
only truck around is old and the
battery in it doesn’t last long!
So to keep going you will
probably need to recharge a
number of times.

However the recharge points
(shown as new batteries) keep
appearing and disappearing.
You should therefore only go
for one if it appears near to
you! To use these recharge
points you must BACK your
truck over them. If you are
successful you will gain between
one and four units of power
(shown on the power level meter
at the bottom of the screen).

The normal four cursor keys
control the movement of the
truck. You job then, assuming
your power lasts, is to pick up
all the coloured crates by sliding
the forks of your trucks into the
pallet from the FRONT and to
load them into the correspond-
ing containers at the right of the
screen.

When you have loaded the
last crate and backed your truck
out of the container the game
ends and offers you a new game
at the same or a different skill
level. This skill level determines
the number of crates to be
loaded. Levels one and two are
best only for practice. Speed is
not essential as you use no
power when standing still, so

plan your routes to conserve as
much power as possible.

I have written the program
with REM statements purely as
dividing lines to help in
understanding the program and
as these REM statements are on
line numbers ending in five, if
you use the NUM command
when typing the program in,
you can ignore all the REMs.
Good luck!

How it works

150-320 defines characters

330-700 sets up screen

710-730 scans keyboard, counts
number of movements

740-810 checks for recharge
point: if none, places one,
20% of the time

820-860 decides on direction of
movement required

870-950 moves truck down

960-1040 moves truck up

1050-1120 moves truck back

1130 checks if truck backs over

1210-1310 moves truck forward
1320-1380 checks for and picks
up crate if present in front of
truck
1390-1510 main subroutine com-
mon to all four moves,
decreases the power
1520-1650 loads crates on to
containers, keeps tally
1660-1720 win routine
1730-1780 lose routine
1790-1850 offers replay
1860-1880 skill level subroutine

Variables

R,C row, column position of
truck

RX,CX row, column position of
recharge point

PR,PC row, column position for
placing crates /

Q,V,D,C,T,Z all used in FOR-
NEXT loops

FLAG if recharge point present

G,GN,GF used in GCHAR calls

BATT increments every move

BC position of power level on
. meter

X ASCII code of character on
front of truck (fork or crate)

TOT total number of crates

recharge point and acts loaded
accordingly SK skill level

100 CALL CLERR

110 GOSUE 1860

120 CALL CLEAR

130 Rix=1 -

140 Ck=1

145 REM FEEFFEFEEFEFXEXXEEES
150 FOR =40 TO &4 STEF =2

160 CALL CHARCE, "73434572434875F
g")
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170
120

190
200

210
220

230
240

250
260
270
2
280
290
200
210
320
225
320
240
350
360
370
280
390
400

410
420

430
440
450
460
470
480
490
500
510
520
530
540
550
S60
570

E2E")

oJ

HEXT @
CALL CHAR:140,"1C14141E7VEVE?

CALL CHARt141,"0000000000000

OFo" >

CALL CHARC9S, "00000000000000

FE")

CALL
CALL

CHRARCZE, "FF" 2
CHARC 105, "0101010101010

101")

CALL CHARC105,"80802808080503

0s0" >

CALL CHAR(34, "6666FFI9FFFFI9

FF"

V=41
FOR Y=41 TO &5 STEP 3
CALL CHARCY, "FFFFFFFFFFFFFFF

NEXT ¥
CALL COLOR(Z.16,1)

CALL COLORC3,7.1)

CALL COLORC4,15,1)

CALL COLOR(S.2.1)

REHM FHRFEFFEFEFFEEELEETRES
PRINT
RANDOMIZE
BC=1
BATT=1
TOT=0
PRINT "

U

FOR P=1
PRINT "

HNEKT P
PRINT "
PRINT "
W=5
N=27

FOR D=1 TO 2

FOR L=1 7O 2

FOR ¥=41 TO 65 STEP &
CALL HCHARCL S Na Y2
W=W+5

HEXT W

W=

MEXT L

W=5

N=22

NEXT T
R=IMTC18<RND>+4

b T T, T T, T, N T T, B T T, T T B e

POWER LEYEL™"

580 C=INTCZO0#REND»+&

590 K=141

s00 GOSUE 1320

a10 FOR T=1 TO SKE

20 FOR G=40 TO &4 STEF &

630 PR=INTC(12*END)+4

540 PC=INTC(12*RND»+8

550 CALL GCHARR(FR.PC.PGE?

ecl IF PG{>32 THEN &30

670 CALL HCHARRC(FR,PC,@)

e20 NEST @

690 NEXT T

700 CALL HCHAR(Z4,1,41,32>
TOS REM #3333 3333issisisss
710 CALL KEY(3:K.S5>

720 IF S=0 THEHW 710

720 BATT=BATT+1

T35 FEM ¥ 3533333333 s3isss
740 IF FLAG=1 THEN 320

7ol IF RWND<.2 THEM 2820

TEO RE=INTC13#RND)+7

Trl CH=INTC13#REND)+2

780 CALL GCHARCRX,CH.G2

720 IF G<£>32 THEN 760

2S00 CALL HCHARIRX.CH.34>

210 FLAG=1

215 FEM S rsriiiiiiirssssss
820 IF KE=82 THEH =70

220 IF E=69 THEN 2&0

240 IF K=23 THEHN 1050

830 IF K=628 THEH 1210

2e0 GOTO 710

BE5 RFEM S35 3i3¥iii3iE35%%
870 CALL GCHARR(E+1.C.52

220 CALL GCHRRC(E+1.C+1.GH>
890 IF (G=32>%(GN=32>THEN 200 EL
SE 710

Q00 CALL HCHARC(R.C,32:22

910 RE=E+1

920 IF R<23 THEM 240

930 R=22

940 GOSUE 1320

950 GO0TO 710

G55 REEM S#*333¥¥33333iE3iriiss
960 CALL GCHARCE-1.C.G

970 CALL GCHARCRE-1,C+1,GH>
280 IF (G=323%(GN=32>THEN 290 EL
sSE.210

990 CALL HCHAR(R,C,3Z.22

1000 R=R-1

1010 IF E>3 THEN 1030

1020 R=4
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1020
1040
1045
1050
1060
1070
1080
1090
1100
1110
1120
1125
1130
1140
1150
11s0
1170
1180
1120
1200
1205
1210
1220
1230

1240

GOSUE 13920

GO0TO 710

REM S*¥*3¥¥3i3i¥5s¥555%%
CALL GCHARCR,C=1:G2

IF G=24 THEN 1080

IF G<£*32 THEN 710

CALL HCHRR{R.C,32,2)

C=C-1

IF C>5 THEW 1120

C=5

GOSUE 13290

FEM S%#¥%35$533F5E55555%
IF G<£:34 THEN 710
E=INT(4*REND»+1

BC=BC-E

IF BC>0 THEM 1180

EC=1

CALL HCHAE<Z24,BC.41.32-BC)
cO0TO 710

FEM S¥3¥3¥3i335553555ss
CALL GCHARCR.C+Z2.G6F2

IF (GF=10&2+{GF=34>THEHN 710
IF GF=x+1 THEN 1520

IF (GF=413+{GF=42)+{GF=571+

(GF=653THEN 710

1250
1260
1270
1280
1290
1300
1310
1315
1320
1330
1340
1350
1360
1370
>
1320
1385
1390
1400
1410
1420

IF GF<>»32 THEN 1320

CALL HCHARCR.C,32)

C=C+1

IF C<L2F7 THEN 1300

C=Z6

GOSUE 1390

GOTO 710

BEM  S#¥¥¥¥¥33F3E3rFEessesrs
IF #<>141 THEN 710

#=GF

CALL HCHARG(R.C,32)

C=C+1

GOSUE 1390

CALL SOUNDC-100,110,4.-7,16

EOTO 710

REM S##%3353E5335%E535%5%
CALL SOUND:-200.-7F,122

CHLL HCHAR{R.C,14032

CALL HCHARC(R.C+1.¥>

IF ERATT-10<>INTCBRATT 103THE

H 1510

1430
=

1440
14350

CALL SOUNDC250,550-(13%BCY,

CALL HCHAEC24,BC.49)
BC=BC+1

14e0

-1470

1420
14320
1500
1510
1515
1520
1530
1540
1550
1560
1570
1520
135390
1600
1610
1620
1630
1640
16350
1655
1660
1670

IF BC=33 THEN 1730

IF F<>34 THEN 1500

CALL HCHARCRX:CH:322
FLAG=0

RETUEN

FEM S¥¥33333¥5F535555E%%
CALL HCHARCR,C,32)
C=C+1

CALL HCHRECR.C. 1402
#=141

CALL KEEY(O.E.5S>
IF 5=0 THEW 15&0
IF KE=83 THEN 1&00
GO0TO 1560

C=C-1

CALL HCHARCR,C+1.42
CALL HCHARE(R.C,1402
TOT=TOT+1

IF TOT=5K#4 THEN 1&&0

=07TO 710

REM X33 s3ieix3EEE5%%
FOR 2=1 TO 24

FPRINT "FIMISHED FINISHED FI

NISHED"

1680
1690
1700
1710
1720
1725
1730
1740

NEKT 2

FOR Z2=1 TO 24

PRINT

NEXT £

GOTO 1790

REM #¥¥¥¥53%53552855%%
FOR Z=1 TO 24

FRINT "NO FOWERE HO FOWER NO

FOWER"

1730
17e0
1770
1780
1785
1730
1800
1810
1820
1830
1840
18350
18355
12e0

41 ":

1870

NEAT 2

FOR 2=1 TO 24

FRINT " *

NEXT Z

REM #%%¥*¥Xx33E33E33535x
INFUT "MORE??% [Y-N1l ":RA%
IF A%< >"N" THEN 1830

CALL CLERE

ENT

IF A$<>"Y" THEN 1790

GOSUE 1260

GOTO 330 s
REM S#$¥*¥*3$E¥EE¥E¥5535%
IMPUT "SEILL LEVEL? [UP TO
SK

IF (SE«<»13#(SK{>20% (8K »30%

(SK< >42THEN 1860

1880

RETUREN
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Azimuth
Head Alighment Tape€

|mm
Smt

O

9
Azimuth Head Alignment Tap&

SUITABLE FOR THE COMMODORE C2N CASSETTE DECK

HAVE YOU EVER
EXPERIENCED
LOADING PROBLEMS?

The majority of loading problems are associated
with the tape head alignment. We have produced
a head alignment cassette (RECORDED ON A
SPECIAL AZIMUTH CASSETTE *) Which
allows the user to carry out a simple adjustment
whilst following a visual display on the screen, the
pack retails at £8.99 and comes complete as
listed.

I. Alignment Tape.
2. Special Screwdriver/Pointer

3. Fully Illustrated Instruction Manual
4. Free, Arcade Test Game

*Beware of immitations as only special Azimuth
cassettes will produce the correct results,

it

i

HHHH

]

seezamsszasemsans
HH

=as:

# SPECIAL OFFER

AVAILABLE ON THE

COMMODORE 64
AND
AMSTRAD CPC 464

A FULL PROFESSIONAL
ENGINEERS REPORT IS
AVAILABLE, FREE OF CHARGE ON
SENDING A S.A.E. TO
INTERCEPTOR SOFTWARE.
Mark S.A.E. Engineers Report *

A Data Cassette is given free with every order
sent in from this advert.

R R e e

RaRmsmanda

Available from all good Computer Software stores or direct to lmﬁgﬁgﬂon

i

———
o——

MERCURY HOUSE, CALLEVA PARK IND. EST., ALDERMASTON, BERKS, RG7 4QW B

TEL: (07356) 71145/3711/71500/71505 TELEX: 849101 INMICS G
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Luck of the draw

I would just like to tell you
about a bit of luck 1 have had
recently.

First my 16K Spectrum
broke, so 1 took it back to
W H Smiths, but the
guarantee had run out
(boo!). The repair cost me
£30.

After a fortnight’s wait it
arrived back (hurray!) but on
trying it out it still didn’t
work (boo!). So I took it 2 to Ul
back, expecting another wait, el M _ advanced
bUl no. 1 was gi\«'cn a hrand 1 ..l['l._d_ L‘lt"L'Il'OHIC l’l]LI.IrllHl..‘TlL i
new 48K Spectrum Plus {1/ Fhe government of
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7 W and stoW H B clubs and institutes have been
g"manh:—‘“ and thanks to AW :ciablished since 1983 where

Flash change A
I typed in the program Flash, I
as published in HCW 101 but
found that after ‘‘Press space § [
bar to play”’ nothing happen- §

attitude of

is the

of a host of
struments. The

However 1 amended line
160 GET2$ to GETZS:IF
Z$ ¢ * "THEN 160

1 deleted line 180.

Also line 400 GET AS 1
changed to GET A$:IF A$<
> ‘" THEN 400 [

The game is working
perfectly now. Maybe other §i-
readers have had some
trouble with it. B |

I like your magazine, but
would like to see more §|
programs for the C16. I am @
new to this game, but find it ¥~
most interesting. 1

il computer pro

" the use of electronic

ments. You would be surpr
Fres bonws o Voo ot 0 31 e U

o % antie B 0 r clubs in
Thank you \]f?‘ngw Commo- fr u?'-'-&”'es ar  Pakistan. books and
review 0L . oiagger Goes To 10O = g [ programs a le are very
64 title was pieased “f’o costly.

: GWT Churches 'f‘I R A Forrington, Birkenhead

dme\
Hollywooc he ladies); Bi& or
you liked it. there is one ‘-'E;‘Y (lgououywood I'm a Blagé

However, tEF 1y ich the A
. nt point Nutter- dditional {
;mpo\l::\_ missed, @ l':d rm sure these & product 2 p  must be

revie eaders will ne features Ma e money in modern and
Home fm@uﬁl@ cdeafe‘y sure your f . even better value mftioﬁ- scientific ways. Without this
L p o _ know- purchaser of the and are worth a men education they will find the
A° [ Golden :‘im Every -eives @ ree T-shirt e modern world utterly incom-
Lomden WIR 3AB. game dge. There &t four . j mahony, Direc’® prehensible.

an -

: = lligata ¥
. Allig W Adnam Ahmed Qureshi,

11 " Karachi
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Graphics Book for the
Commodore 64

As anyone who has ever seen
some of the games available for
the C64 will agree, the
Commodore is capable of some
excellent graphics. On the other
hand, anyone who has ever seen
the C64 manual will agree that
Commodre has no intention of
making these graphics facilities
easily accessible to the likes of
you or I. If ever there was a
book to redress this balance it
must be Graphics Book for the
Commodore 64 by Axel Plenge.

The author claims that by the
end of chapter three you will be
familiar with every byte of the
C64’s memory map, and having
read the book I believe him. All
of the programs printed in the
book, whether machine code or
BASIC, are very thoroughly
annotated, and there must be at
least one REM for each line of

_program. This is always wel-
come when you want to under-
stand the logic behind a pro-
gram and not just use it as a
typing exercise.

Despite some claims to the
contrary, this is not a book for
the beginner. The author does
at one point suggest a book on
machine code programming
which may be of use to the less
experienced reader.

However, in the hands of a
competent programmer it could
revolutionize the graphic aspect
of your programs. An offer
which could be a good bet for
the two-fingered typists among
you is the chance to buy all of
the listed programs, plus a few
more, on a floppy disc. J.R.

Publisher: First Publishing
Author: Axel Plenge
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33 Programs for the
TI-99/4A

I will begin by saying that [ have
my doubts about the value of
books containing program
listings. It has been my ex-
perience that such listings tend
to suffer, not only from typo-
graphical errors, but also from
keying errors on the part of the
user. In this case though, the
author has taken some pains to
make the listings as legible as
possible, for example by re-
ducing visual confusion by not
making frequent use of the
multi-statement ability of
Extended BASIC, in which
language all the programs are
written.

The programs are divided
into chapters with headings
such as Basics for Business,
Money Management, Curve-
Fitting Routines, and so on.
There is a small chapter of four
games, but the book is devoted
largely to financial calculating
and a considerable quantity of
statistics. The level of pro-
gramming is moderately good,
being almost exclusively
modular in structure, and there-
by based strongly on the use of
subroutines, vet the author
commits one of the cardinal sins
by making REMs the desti-
nations of GOSUBs. This fault
is, to some degree, offset by the
quantity of background
information which is supplied
with each chapter, and although
the programs are by no means
sophisticated — a sorting
routine which looks very good
is in fact nothing more than the
novice's workhorse, the Bubble
Sort — they will provide good
models for the less experienced
programmer.

This book scores highly with
me primarily because it teaches
the reader some mathematics as
well as providing a number of
elementary but useful utilities.

Price: £10.95

Publisher: Compute!
distributed by Holt Saunders

Address: 1 St Anne's Road,
Eastbourne, E. Sussex BN21
3UN

Amstrad Magic

This book is aimed at
youngsters with their first home
computer, as the sub-title, Your
First Programming Book,
suggests. By and large it
succeeds in making the work-
ings of BASIC clear and simple.
The language is about right,
and the text is broken up by the
use of colour and short para-
graphs. Cartoons help to get the
points across.

The text concentrates on
simple programming com-
mands, and a second section
introduces graphics, cul-
minating in a simple arcade-
style game called Wordzap. An
appendix contains two longer
games to type in, clearly laid
out and explained — some
magazines could take lessons
from this! — There is a very
useful glossary of commands,
with explanations and
examples. Each chapter ends
with a ‘Points to Remember’
box and there are 15 exercises to
tax'young brains. The answers
are provided at the back of the
book.

Items covered include cal-
culations, how to de-bug
programs, strings, saving your
own programs, editing and
renumbering, colours and the
different modes, FOR/NEXT
loops, random selection, locate,
plot and draw. All handled in a
simple and attractive way. The
book is well structured and
written in a simple, friendly
style, forming an easy teach-
yourself introduction to using
an Amstrad computer.

If you are already familiar
with BASIC and elementary
programming then this book is
not for you. If, however, the
Amstrad is your first computer
and you find the manual daunt-
ing then this could be the
answer you have been looking
for.

Price: £5.95
Publisher: W. Foulsham

Address: Yeovil Rd, Slough,




SHEKHANA cowmpurten services \

* %« SPECTRUM » + » * =« BPECTRUM » » » * = «* COMMODORE » » » * % * COMMODORE » » »
OUR OUR OUR OUR
RAP_PRICE RRP PRICE RAP PRICE RAP PRICE
Ghostbusters 85 750 Zaxxon 795 580 Ghostbusters 1085 BS0 Hobbitt 14.85 o9
Km“w. 95 750 Fighter Pilot 795 500 ulckde Express 85 585 Kongs Revenge 7.80 580
U ride 95 7.50 Nm Strikes Back 605 400 relbs .85 750 Super Huey 1185 -3
Daley Thomp Decathion 90 489  Hobbin 1405 B899 Sentinals .65 750 Combat lixm 95 6860
Matchday 85 .80 Wizards Lair 6.99 575 lﬂ§Mﬂ' .85  7.50 Lords of Midnight 88 750
Tapper 785 580  Night Gunner .95 4.99 ir Na Nog 85 750 Up and Down .85 7.50
Moon Cresta 85 575  Dragontorc 85 580  Twin Kingdom Valley .50 499  Shadowlire 195 7.50
Spy Hunter 5 580 - Grand National 95 500 85 750 Con Bowo 85 7.50
Evary Ones A Wally 99 7.50 pstea 899 725 me 1485 1120 Cad Cam Warrior .95 7.50
yron 85 750  Chucky Egg 2 95 575 Death Intercoptor .95 750 F15 Strike Esgle .85 11.20
Matchpoint 85 550  Backgammon .95 499 ruce Lee .95 7.50 Black Thunder 95 550
Technician Ted 95 445  Avalon 95 580 Nato -Commander .95 750 Archon 11.95 9.99
Shodow Fire 95 750  Rocky Horror Show 95 875 Spitlire Ace .95 750 Impossible Mission .95 7.50
Dark Star 85 580  System 15000 99 799 Cl Il 1195 B85 Castle of Terror .95 7.50
Star Strike 85 445 ‘estmatch .95 400 Battle For Midway 185 750 Hunc 90 590
Animated Strip Poker 85 550  Flight Simulation 85 550 Frankis Goes To Hollywood .95 7.50 Matchpoint 85 595
Hunchback Il .80 525  Steve Davis Snooker 95 550 Daley Toms Supertest 95 590 Raid on Bungling Bay .85  7.50
Tir Na Nog 95 7.50 Air Traffic Control .99 825 All Lovel 8 3.99 00 old § 95 505
Adrwoll 85 550  Jot Set Willy 85 445 L 80 580 Tim Loves Cricket 895 750
Pyjamarama 95 550  Minder 380 7.50  Kokotinl Wil 95 520 System 15000 1495 999
Contuzion 85 550  Frankie Goes To Hollywood 95 750 xon 985 750 Internat Football (Rom) 1485 11.20
Pole Position 89 670  Super Gran Adventure 95 7.50 Summer Games 14985 1120 Colossus Chess 895 750
Raid Over Moscow 785 580  Daley Toms Supertest 95 545 Quo Vadis 885 7.50 Gremlins 995 750
World Cup Football 85 530 99 7.50 Sherlock 1485 1068 Jot Set Willy 795 580
11TS 85 50 Kokotini Will 95 ATS Dambusters 8985 750 The Boss .95 7.50
g« Gran 95 750 A Day in The Lile 85 550 Matchday 795 500 Super Gran .95 7.50
Gift ol The Gods 95 750 Rald Over Moscow 95 750 Everyones A Wally 895 7.50
Kung Fu 95 675 &« AMSTRAD » + w Stati O1 Karnath 195 750 Roland Rat Race 85 585
Project Future .85 520 Blue Max 185 7.50 Bounty Bob .99 7.50
Ram Turbo Interface 2285 1800  Super Gran 85 7.50 Tapper .95 7.50 Entombed .95 7.50
Manic Miner 585 350  Flight Path 737 85 550 Eureka 1485 Bo9 uldron 95 5080
Barr Squash 85 580  Kong Strikes Back 85 690 Int I .99 489  Azimuth (Head Alignment) .99 7.50
I ead 785 580 Osprey 95 750 Elite 1495 1150 195 7.50
Sabre Wull 89 7.50 Hunchback 1| 95 B90 Manic M 785 585 HardHal Mack .95 T7.50
Lords of Midnight 85 T7.50 Steve Davis Snooker 85 500 Dal homp Decathlon 795 580 Realm/impossibility .85 7.50
Gremlins 95 750  Daley Toms Decathlon 85 680 Seri 12865 1086 Gorgs Revenge .95 750
TLL B85 475 Combat Lynxs 95 6980 Fighter Pilot 885 750
Starion 85 580 Fighter Pilot 95 690 Pitstop Il 1085 B25
Monty Mole 85 550 Alsen 8 95 750 Thae Evil Dead 795 400
Full Throttle 85 550 Knightiore .95 7.50 Valhalla 1495 999
win Kingdom Valley 85 388  Ghostbusters 1088 899 Blockbustors 795 650
Scrabble 1585 989  Jet Set Willy 25 6.90 Indiana Jones 969 750
World Series Baseball 85 550  Azimuth 25 650 American Football 988 7.50 k% CIG/PLUS 4 % % *
Blockbusters 785 640 Monopoly 1285 11.75 Crazy Goll 395 590
ureka 1485 899 *x wBEC % w Spy Hunter 099 750 mpiad 85 5.26
American Foolball 88 768 World Series Baseball 7.95 90  Rig Attack .85 525
Fantastic Voyage 85 550 Ghools 95 580 Fistful of F 995 7.50 Lunar Docking 305 5.25
Bruce Lee 85 590  Scrabbh 1285 1050 Spitfire 40 888 750 Vi 195 525
Alien 8 85 750 Al Level 99 8.00 Slap S 885 750 Canoe Slalom B85 650
All Level § 98 799 Combat Lynxs 85 7.26 Spy V Spy 985 750 Super Gran 885 7.50
Death Star Interceptor 85 580 Eo\lmn?élln?t l-“g ":gg goumsmn :g ;g = per GPMKMP‘ENI“N ;gg 3;.;
. A 2 ite (Cass 3 g py vs Spy . g ames Pack 1 3 :
All Prices include pap in UK. Alien T4 785 580 e Ki i 550
Europe add 75p per tape. Elsewhers al cost B i 50 Falisiony 035
W payable L your Boftware st “Marbhes Centrs, Unit 11-12, 527-531 Oxtord 8L,

available sl our shop which Is open 7 days & week from 10am-18.00.

London W1R 1 min from Marble Arch Tube
Further tities and
Above on oflhh_M\firl_lt our shop.

The only fully automatic and professional utility
for transferring Spectrum programs from:

CARTRIDGE to CARTRIDGE or TAPE to CARTRIDGE
mnﬁclobﬁc&wﬂﬂmw QDDC&MR =

@ TAPE 10 TAPE (@ CARTRIDGE to TAPE

ass
COMPLETE MUSIC SYSTEM
FOR THE ZX SPECTRUM
‘A wery professional piece of programming, easy to use, mosllent
screen presentation, error trapping and helpful prompta” ZX Compatieg
“Extremely user friencly, lets you get started within minutes”  cimh
“The notation has to be seen to be beHeved”

= ] 2 - . “Puls many expensive profsssional systems to shAme”  Yeur Spectrum
An ious piece of software. e 4 " :

e WFEBIEI'ES e Pertormani:e' PCN A "m“'_m". arcade game. smm ﬂ'lphi:l and action. :lehladmlﬂnuuﬂnbﬂ:sdm Which Micre? “Genat fun Tn_wn-
"A valuable utility for misrodrive usrs™ Sinclaic Usar | AN @xtensive map, over 250 locations, full of features and 1f you are irterested in music ard own & computer then ot

creatures unseen as yet. New, funny, addictive, compelling.

bonus h WINNER' PC 2l ualaty o
ontideB: ‘A Star Game.' e

"HIGHLY RECOMMENDED!

(European orders please

| enclose a cheque/PO for€ . Please send me (tick as applicable) WRIGGLER £5950

_ 4 20d £1 overseas £2) \\USIC TYPEWRITER £0.95 0 MT Supplement  £4.95 O
or debit my I T2 No| TRANS-EXPRESS:: part (3) only £5500
N Card expiry................ all parts on tape £9.95 O orcartridge £14.95 0
Address...... +(2) on tape £7.50 00 or Rotronics wafer £12.95 O
pdates of TRANS-EXPRESS or MUSIC TYPEWRITER £3.50 O
Signature Date TRANS-EXPRESS upgrades from tape to cartridge  £6.95 0

7o F o
ROMARTI€ BIBIT 77 Dyne Road London NWE 7DR e 24hrs [ENTES orders 01-625 9463 Q&)




HOME COMPUTING WEEKLY CLASSIFIED

Lineage:
35p per word

Semi display: £7.10 per single column centimetre
_Ring for information on series bookings discounts.
I AIJ advertisements in this section must be prepaid.

Advertisements are accepted subject to the terms and
conditions printed on the advertisement rate card (available on request).

01-437 0699
EXT 322.

Send your requirements to:
David Horne

ASP LTD.

1 Golden Square,

London WI1R 3AB

Computer Desks

computer system.

THE NEW ‘FOREST’ RANGE OF CABINETS

A new range of computer cabinets, made by our
own craftsmen, designed especially for your home

Send SAE for leaflet and price list

ilities { 3rd ed)
ile DIK
talloas for na
tape. TOOLK
Tibes 1o releane space (one kev DELETEs a f

WD Software

For the QL:—

tory on one screen, one-key LOAD. COPY or print 60 files with one key
akes). Muliple FORMATiing 1o prevent
ve dated, numbered modules in progra
). Full instructi
EXTRA MICRODRIVES (add on vour Spectrum ones)!

(base £5.50)

corruption by uretching of
development. PRUNE old
ws in QUILL file. Use up to &

NEW FOREST CABINET MAKERS LTD
85, Derby Road, East Leigh, Hampshire SO5 NW3

wnL for ONT Dises ibase £8)
10-ile capacity, for CST/Computamate dise system WITH microdrives.
W Morse Tulor {hase £4)
Specification as for Spectrum, but no speech (hurry up, Currah!)
RelQU. (151 ed) ibase £1)
100+ weful QI references in an ARCHIVE file,

For the 48K Spectrum:—
W Morse Tulor (base £4)

From absolute beginner 1o bevond RYA and Amarcur Radio receiving. Adjust pitch. Set
spee vour test level (4-19 wpm), Learn from single characters, via groups with wide
spaces 1o random sentences: decrease spacing 1o normal. Write down what you hear, then
CHECK on Screen or Priner ISTEN 10 phonetic TALKBACK from Currah Micro

ZX Computer Club for Sinclair

users. Cost? 39p a week. Details

15 Red Lion Lane, Sutton, Nr Ely,
bs

Computer

phone for minimum
and other det

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

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

Les Wiison 100 Blenhelm
Walk, Corby, Northants.

[— WIN A COLOUR T.V.” ]
Spectrum - Oric - Atmos - QL
Software Library

FREE MEMBERSHIP —

FREE ENTRY TO DRAW
5.A.E. FOR DETAILS TO:—

FHIIE SOFT, 113 BROOMFIELD RD,
MARSH, HUDDERSFIELD (state micro)

COMMODORE
C16

CASSETTE HIRE
AT LAST! ALL THE TOP GAMES
AVAILABLE FOR THE CI16 CAN NOW
BE HIRED FROM

128 01
5. FOR ((J\!E’ll TE
MEMBERSHIP KIT POST CHE QUE OR
POSTAL ORDER TO

1
D6 1-445 -H'M Dﬁl-l-lsﬂ
m

CURE ALL YOUR CAR'S ILLS

Car owners! Let your home computer starn
saving you money, use this revolutionary
new tool **Car Care"* 1o help vou find faults
on your car. Trace 300 symptoms and
Locate 900 fault with the support of your
own expert mechanic then determine the
curc. 48K Spectrum version available now
only £9.95,
Available direct or send s.a.c.
for detailed guide to the program 1o:

4 Clarence Drive (Dept HOW)
E

1 Girinstead, : S‘MJBP'Q

Sussex RHI9 4RZ
Tel: (0342) 28188

LIVE IN LAS VEGAS
A NEW FRUIT MACHINE GAME
FOR 48K SPECTRUM

FRUIT 2000

This is the most ive fruit machine game
ever devised. It incorporates holds, roulette-
style gambles, feature board, feature holds,
super series, lines, multiple odds up to x 12,
and half gamble. Superb sound and brilliant
graphics (729 pixels per fruit graphic!)

HOURS OF FUN FOR ONLY £3.99

— You'll be delighted — Chegues/POs fo:
R[l‘u‘i\-\ ARE {H( ‘W), 646 London Road,

Wesicliff, Essex S50 9HW

Specch i fitted. Also own messs

Tradewind
Sailing/ trading

Jerey OQuest

WO OF Mofe programs on one medium

Send OUR cartridge and

wge. random figures,
siraregy game with graphic surprises,

Test adventure with Bergerac and the Dragon.

Prices
Spectrum Casselles — base price only
QL or Spectrum Microdrives — £1.00/ cartridge plus base price
** Moppies £2 plus base ISPDOS Tor Specirum)
pay medium +
RelQl for £82.50, but IMPOSSIBLE to mix Q1 and Spectrom programs on one medium,
b3
25p

WD Software, Hilltop, St Mary, Jersey, C.I.
Tel (0534) 81392

letters or mived
(hase £4)

ibase £4)

base. e.g. WD Uilities and

carlier editions.c

to update

Haley's Comet is coming. Oric 1
and Atmos. 2 programs on cassette,
distant and local, true position read
out, £4.00. Astro Software, No.l
Dell Meadows, Hemel Hempstead
HP3 9PS

BBC 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.

Software

Educational

Distributors wanted for quality
educational software. BBC
Amstrad, Commodore 64. Enquir-
ies School Software Ltd, Meadow-
vale, Raheen, Limerick, Ireland,

PASS YOUR *A-LEVEL PHYSICS!
Special offer! Beat the teacher’s strike.
Safeguard your *A° Level physics pass,
Examination revision cassette for 48K
Specirum. £3.95. Cheques/PO o
Dr J D Hughes, 50 Leach Lane, St Helens,

Merseyside WAS 4PU

oftware

ames

Othello for 48K Spectrum. Power-
ful version of the classic board
game. £1.50 from Huw Watkins,
396 Fishponds Road, Bristol.

Ti-99/4A

:
i
g
3
5
g

RISKI 3.901.99
Upto  « HOT-WELLY 365193
% = BASHA-BUS  3.701.99

selected * NUCLR-PODS 4.251.99
games  « MAGGOT-MCH 3.301.99
guaranteed = CASINO 3.951.99
Immediate » « HOP-IT 585239
and free = = TORPEDO  4.602.99
deilvery _ + » MINI-KONG 465 2.99

= BASIC/UNEXPANDED = » EXT BASIC
For full detalls send large SAE for
free catalogue. Cheques or POs to:

MICRO-BYTE SOFTWARE,

11 SAINT MARYS AVENUE, PURLEY,
READING, BERKSHIRE RGS B8)
TI-99/4A, TI Basic programs. —
1. Personal bank account file. Tape

based utility — £3.00.

2. Geography tutor — “‘Capitals'"
Educational — £2.00.

3. Programs 1 & 2 on one tape —
£4.50.

Cheques, PO's to A + IS, 92,
Marshfield Way, Bath BAl 6HQ

II1|. contents of this publication, including all articles, plans, drawings and programs and all copyright and all other intellectual property rights therein belong 1o Argus

cally reserved 1o Argu:

spec
& 19R‘ Argus Specialist Publications Lid
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st Publications Lid. All nghu conferred by the Law of Copyright and other intellectual property rights and by virtue of international copyright conv entions are
ecialist Publications Lid and any reproduction requires the prior written consent of the company.

SSNO264-4991




Soccer Supremo, Soccer management game
(HCW % % % % & ). Pirate lsland, board
game simulation (HCW & % & & %); T
Cricket, limited overs test maich (HCW
% ). £4.99 each. 2 for £8.99 or 3 for
£12.50 from: Dromeda Software, 56 Wells
Streel, Haslingden, Lancashire BBA 515

HOME
VIC-20.......
Commodore 64
Dragon32......
Oric 1/ Atmas .
£X Spectrum ..
ZX Interface 1.

X Microdri

‘OMPUTER REPAIRS

F“x{‘s. -,_-LTsm”'Aqu

Faxlvteit Software|

51 HOWDALE RO. WULL

£295 £295

NEW SOFTWARE
PURCHASED FOR CASH
Ends of ranges. discontinued lines,
bankrupt stock, anything considered.

Any computer. Phone 0454 35606 after
6.30pm for quick decisdon

Nationwide

24 The Parade,

plus others. All

warranty on replaced pans. l-|vndrd

warrantics, peripheral repairs, upgrades

ete., etc. All .{\ali able. Fully inclusive of
pkp + VAT,

part
Ring for Ikllih (0234) 213645,
ZEDEM COMPUTER LTD.,
1 Kimbaolion Road, Bedford

vour 16/
us and we will re
i for £20 &
mel €
ligh St., H I Hemp
|||rl\ HP1 3AF.
Tel: 0442 212436

mputer Cenir

nr D DCoooC
ST COMPUTER REPRIRS

A T e e e 3 Y P S e PR,
VIDEO VAULT INTERNATIONAL =
104 REPAIR SERVICEEY -

ctrums repaired for £19.95 inc. Parts, Insurance and P & P No Hidden Extras.

. Commodore 64, Vic 20, Atari, Qumrdl

you fed u wilh waiting weeks for your Home Computer (o be re red!!!

hy not try ris, we offer a full npalr service on any Home Computer.

| repairs cam,ra 13 ths clrum

nd you a free game worth £5.95 for your !n;uyrnenl amr;knnw.
While you wait Service by Professi Engi
M i on all

repair
All t by mail order turned around in 24 hrs.
no:ﬂhniu b\! b3

All Micros insured for return journey.
Open '.ld.lu---“k.
School k

]

=

B
Free software with each Spm-r:rilnd worth £5.95.

|/

75

d we

*AnkERRE BE

% Over B years
ONLY GENUINE SINCLAIR PARTS USED.

Phone today for your free estimate or send your computer to us with £1.75
(UK EIRE 1.O.M. C.1) or £6.50 (Europe/Scandinavia) we will contact you the
same day by phone or 1st class Mail should you require quotation first.
TRADE ENQUIRIES MOST WELCOME. ACCESS WELCOMED

VIDEO VAULT LTD DEPT R16 THE LOGICAL CHOICE

---IIIIIII --

COMPUTER  lverdale, Newcastl
CABNEEE ... 0782 636911
Official Acorn computer

dealer and BBC service and

information centre

Huge stocks available backed up by
sophisticated service dept for all popular
computers. Direct orders :hmugh Micronet
page no. 60041726

[

THE COMPUTER HOSPITAL
Spectrum Repairs
Spectrum £18.50 inc P&P
48K upgrade £29.50
Conversion to direct composite
output £7.50
Invicta House, Station Road,
Keyinghaw, Hull, HU12 95Z,
Tel: 09644 3354 Hrs Ans

Glossop (STD 04574) 66555.
140 High 5t. West. Glossop. Derbyshire. England.

Commodore repairs. By Commo-
dore approved engineers. Repair

SINCLAIR

prices — VIC-20 modulators £6.50,
VIC-20 from £14.50, CBM 64 from
£18.00, C2ZN from £7.00, printers,
disk, etc. For more details write or

COMPUTER REPAIRS
Fast reliable repairs by experienced
engineers having serviced Sinclair computers
since the introduction of the ZX80. Our
plm—mn-.lumcuhllp:rh labour, postage

tel. G.C. Bunce & Son. 36 Burling-
ton Road, Burnham, Bucks SLI
7BQ. Tel: (06286) 61696.

and VAT, irrespective of fault.
*No hidden charges
*While-you-wait service available.
Specirum £18.75.
ZXEB1 £11.50. 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 fitted £20.95 inc VAT,

CHILTERN COMPUTER CENTRE

! Fast reliable service
Spectrum E£18 incl.
We also repair BBC, Commodore, Onic,
Dragon disc drives and printers.
Ring 0582 455634 for details.

Send computer with details incl cheque to:
Newcrown Computers Lid (HCW),
768 Dallow Road,
Luton, Beds

BBC SPECTRUM REPAIRS

* Spectrum repairs £18.50 inc. parts,
insurance and p&p

= BBC B repairs £18.50 + parts, insurance
and p&p

Send your computer with cheque or P.O.
for £18.50 and description of fault 1o:
SUREDATA (HCW), Computer Service, [ 202 62033/615809

I 2 62033615
Edgeware, Middx.
45 u,ﬂ..mﬁ \-:nue dye E E Open 7 days a week

CLASSIFIED ADVERTISEMENT

SPECTRUM, BRC, ]ii* TRON,

CBM 64, \ 1C-20

MINNIE MICRO ELECTRONICS
12 Eastern Fsplanade, Southend

Advertise nationally for only 35p per word

1 2 3 (minimum charge 15 words).
P 5 6 Si.mpl)flprint your message in the coupon and
send with your cheque or postal order made
7 8 g payable to Argus Specialist Publications Ltd to:
10 1 12 CLASSIFIED DEPT., HOME COMPUTING WEEKLY,
I Golden Square, London WIR 3AB
13 14 15 Tel: 01-437 0699.
Name
Address

Tel. No.(Day)

PREFERRED CLASSIFICATION ?
Please place my advert in Home Computing Weekly for weeks. P

R

Please indicale number of insertions required. 5




The record industry awards
gold discs, the film industry
awards Oscars but there is no
equivalent award in the home
computer industry.

Home Computing Weekly
has decided to change all this
and has presented the first of
its home computer industry
awards to Kevin Moughtin and
John Cain the authors of
rFirebird’s Booty.

Why Booty? Booty has sold
over 100,000 copies, a remark-
able achievement by anyone’s
standard and
noteworthy.

a gold cassette mounted on a
wooden plaque and it will be
presented in the future to all
’ﬁmse who, in the opinion of the
magazine, have made a notable
contribution to the industry.
The awards were presented
by Peter Welham, publishing
director of Argus Specialist
Publications and by Dave

Page 46 HOME COMPUTING W

Carlos, Editor of HCW. In his

EEKLY 21 May 1985

We are pleased to announce the
Home Computing Weekly Gold
Cassette Awards. Dave Carlos
describes the first presentation

thoroughly

The award takes the form of :

John

ch

speech Peter Welham congratu- | of
lated the authors and Firebird's
management on such a remark-
able achievement. He suggested
that this was due to the high
quality of the graphics and the
addictiveness of the game. He
also made special mention of
the Firebird policy of dividing
its programs into ranges priced
according to quality and style.

Kevin and John had travelled
from the Isle of Man to accept
the awards. They have been
programming for a number of
years and used to produce
games for Rabbit Software.
They both worked in the same
architectural office until they
started programming home
computers.

The game was originally
called Jolly Roger and features
Jim the Cabin Boy who walks
around the wrecked pirate ship
trying to collect keys and pieces
of loot. Only when every part of
the screen has been cleared can
the gold key be used to unlock

at

th

fo

sh
fo

READERS PAGE

Caroline Bunting of FAST meets
| software pirates Kevin and

the main stash of gold.

pry out of Kevin, author of the
C64 version, was that there is a

100 lives. To get to this mode
you type his name, well part

difficulty is that the cheat mode
adds a few extra problems of its
own! We would be very inter-
ested in the game and we would
like to have details of the extra
difficulties that you have to
overcome.

Gallup and FAST (Federation
Against Software Theft). It was
particularly appropriate that
FAST was there as the theme of
the game is piracy. The amend-
ment to the Copyright Bill,
which FAST is keen to get

second Lords reading on Friday
10th March and was passed
unopposed.

Cassette please write to us and
we will consider your sugges-
tions. Please be sure to explain
exactly why your nominee

HCW gold cassette awards

One tip that we managed to
eat mode in which you have

it, and left arrow. One

Other organisations present
the award ceremony were

rough parliament, had its

If you have any nominations
r the award of a Gold

ould be considered and don't
rget your name and address.




Troubl In Store for Herbert

Spectrum 48K £9.95 A& P, M I K{R 0 i GEN
Commodore 64 £9.95 C; \ : \

Amstrad CPC 464 £9.95 % 44 The Broadway, Bracknell, Berks. 0344 427317
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