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Win a bumper
pack of
software

High Flyers!

Sinclair and their major creditors
havearrivedatanagreementover the
companies estimated £15m debts. In
an official statement Sinclair
announced that their bankers and
major suppliers, Thorn EMI, Timex
and A.B. Electronics have agreed a
deal that “provides the company
with a good E.w: from which to face
with confidence the important
Christmas selling period.”

The first move in Sinclair's new
“aggressivemarketing campaign” is
to slash the retail price of the QL
by 50% , from £399 1o £199.95. The
price reduction comes into effect
from September 2nd.

Bill Jeffrey, Sinclair'schiefexecu-
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Half-price QL
will it sell?

from Bourne

e
We've seen

tive said, “Sinclair Research now
has the support of its bankers and
major suppliers and we look forward
to building on the company's strong

The QL — cheap at half the price?

dKtronics
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market leadership Essi!inn."
Changes are to be announced in
Sinclair's management team and

reviewed p 39 il setirey

Rescue on
Fractalus! and
Now Games!
reviewed p.16

although no details are available it
has been confirmed that Sir Clive
will remainasdirectorandchairman
of the board “*with a special interest
in the company's activities in the
research and development of new
technology.

Sinclair’s official line on the QL
price cutcame from Jane Boothroyd,
UK sales and marketing manager,
who stated, “We have reduced the
price of the QL to consumers in line
with reduced manufacturing costs.”

Another reason put forward by a
spokesman for a major retail outlet
was simply that, “They'vegotalot.”
Official figures on the numbers of
QL’s held in stock were unforth-
coming from Sinclair but one
estimate puts the figure at around
50,000,

Software houses who have
supported the QL welcomed the new
price. Colin Wilton-Davies of WD
Software told HCW, **1 don't know
how they can sell it at that price but it
certainly makes it excellent value
and should put up sales a lot. I was

quite pleased to buy it at its original
price.”

A spokesman for Psion Software
who have four programmes bundled
with the QL said, *“We are obviously
very pleased and it will have a short
term beneficial effect for us.”

John Roland, marketing director
of W.H. Smiths was non-committal
about the QL's fumre. *'We don't
have any real volume of the product
in stock and I don't have any strong
views on whether this will dramati-
cally increase sales. | would say
however that what would help would
be an increase in new software for

One Spectrum owner who will not
be taking advantage of Sinclair's
new offer is Richard Naylor from
Burgess Hill, Sussex. His response
uaacgr pical of many home users
polled by HCW. “I still wouldn'tbuy
one at that price. It doesn't have the
software back-up.” Even at half the
price, the 128k machine launched in
January 1984 still faces an uncertain
future.

-

Software to type
in for Spectrum
C64, Amstrad and
BBC owners




“THE HOST IN THE MACHINE”

MULTI USER DUNGEON

M.U.D is here!

If you have a computer, a modem and a telephone, you can play the
world's largest multi-user game.

Phone the M.U.D-line now and we'll send you further details.
But hurry - the quicker you call us, the quicker you join us.

01-608 1173
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Coming soon...
* Ron meets his match or gels
his matches!
* More on writing Amstrad

games -
latest printers reviewed
* Save £££'s with our special
offers

BASIC LIVING Jim Barker/Jon Wedge
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Roaring to go
Cheetah Marketing
created some joy op a4
the shape of Mach |

have
a stick in
Mach 1 js 4 tick

p‘anhfc_‘ujth the ; :cull'l

C64, Vic 20 Amstrad and »\[lm:
— 0 name quite a fey, =
; Housing three fire buttons
.IJLITJ auto-switch it comes wj h
2 month warranty at L‘H.;)'? i

Cheetah Marketin
A
g;ook Science Pk, s(_‘ricki:ﬂ::i
+ St Mellons, Cardiff.

On the flipside

3M have just brought out a
double sided 3.5 diskette with
auto metal shutter as added
protection.

The one megabyte diskette is
unformatted, high-density,
comes in a rigid cartridge and
has the added bonus of a
lifetime warranty,

It also has a **write-protect™
hole — so that you can avoid
the annoying mistake of writing
over already recorded data —
and is priced at £6.00.

: Data Recording Products, 3M
Mach 1 — a Cheetah joystick in captivity b House, szckngll. ;sr:s.slGﬂ

Hu. —

Fit to print

Thankfully it seems that charac-
ter rather than body-building is
now the vogue with print-outs
becoming vastly more popular
than those ridiculous work-
outs.

The new Riteman F+ dot
matrix printer bi-directionally
prints up to 105 characters per
second, has frontloading con-
tinuous-feed design and is fully
compatible with Epson FX soft-
ware.

With italic ASCII and nine
other character sets, the Rite-
man retails at about £270.00.

C. ltoh Electronics, Beacon The new Riteman F + printer
House, 26-28 Worple Road, ;
Wimbledon SWI19 4EE.
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Happy Endings . . .

Cast your minds back to the be-
ginning of this sizzling summer
and you may well remember the
Database/Micronet competi-
tion which promised that HCW
readers would be among the
lucky winners.

Well, we can now happily an-
nounce that the.following HCW
fanatics have won a year’s sub-
scription to Micronet (worth
£66) by coming up with the cor-
rect answer from the rock-hard
clues — Stonehenge.

David Beamish, London; C
Crane, Stoke-on-Trent; S Pack,
Irthlington; M Gilmer, Erith; M
Graham, Forres; R Houlton, St
Helens.

. . . and new
horizons

Micronet’s new screen game
“‘Round Britain Race’’, which
started yesterday, offers cash
prizes for those who manage to
“*yacht’’ their way round the
UK finding four secret locations
as they bob up and down.
Players can confer and dis-
cuss strategies through the
Micronet network (the scenar-
ios change weekly) helping each
other to sink or swim as the case
may be.

Amstrad access
all you
Amstrad

Good news for
information-crazy
users. Micronet 800 and
Viewfax 258 have announced
the arrival of a major new data-
base for Amstrad 646 and 664
micros.

Visitors to the Amstrad Com-
puter User Show will be able to
see a demonstration of the ser-
vice which is free to owners of
1200/75 modems.

Not only will you have access
to news and a variety of infor
mation — including hints, tips,
hard and software reviews
but you’ll also hear about free
and discounted telesoftware.

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

MICRONET 800 <C>

uni

Micronet’s new network game

In the slips

Our Graham Gooch Competi
tion (HCW 123) had readers
grabbing for their Wisden's |
Alman
some forgotten legends in the
annals of Test cricket. In view
of the fact that our competition
compiler allowed several bona
fide but little known cricketers
names to creep onto the word
square we felt the fairest way to
select the winners was to place
all the entries which were close
to the right tota H
W.C. Grace's

draw out the
names. Plans

Grace himself to draw out the
winners names ran into an un-
I'orw.m hiuh ()ur ¢ f

ap and
hundn.d

of :

Cricket from Audlogcmc are:

Kenneth Taylor, Nomu.h

Roebuck, L. \m:nglon.

Bakewell; Colin

McClenaghan,

Sarwar, Luton; Bryan

Drayton; Kenneth Smith, Iir‘ld-

ford; N Fai stockton-on-Te

Norman Fowler, North Allerton;
Coventry; Kevi

Gwent; Sean |

Samuel Mondle,

James Preston,

Everingham, Romford; D Nicholls,

Holborn; H McNeillie, Darlington;

\11rk Brewer,

rey Graham
Wright,
Iiinnit

han
WA Turner- Howe,
Kk P 1 ®es, dewton Ay

Pe! v

Gough, Hers /

Corby; Andrew B
Normanton; Dean Ma
Newton Abbott; David E
reetly; € Crane, Stoke:

South
shall,
wards,

Paul

and coming up with »

Anthony Butwell,

[ Rahm

800112721

Software for the
new Amsirads

Hot on the launch of Amstrad’s
PCW8526 and the introductio
of the CPCl128 10 the U
market, Hisoft have produced a
range of programming tools for
the machines.

Pascal80 is a speedy compiler
(up to 3000 lines per minute)
which implements the Pascal
programming language and
comes with full-screen editor,
the EDBO.

The ED80 is also incorpor-
ated in Devpac80, an assembler
package which consists of a
macro assembler, GENSO0, full
range of arithmetic operators
and front panel debugger.

Hisoft put The Knife in as
their final offering in this range
— a disc track and sector editor
that — dare 1 say it — allows
you to hack your discs inte
shape.

Pascal80 and Devpac80 are
priced at £39.95 and The Knife
ar £12.95.

Philip
Hagg
wards, ]

mmons, Maldon;

Burmn on Tnlll.

Yarmouth; D Har
Birmingha
Sandy; J Tosh,
Dasent,
Horton, Darwen;
Nottingham; Neil Archer,
o Joan McErlane,
erton, Skegne
Nottingham;
H i
rernal
ndersfoot; Jonathan
Leiston; Nigel Impey,
Ferrers; Paul Carter, Croxley
iree Bill Stott, Dundee;
Mark Mclntyre, Newport; Kevin
Tett, Weymouth; Nigel Hood,
lain Soper, Buckfast-
hard Webb, Retford;
Strutt, Frodsham; A
Wemble Jonathan
mouth; Lisa Hadcock,
Manchester; Chris Garbutt,
Basildon; Steve Wood, Wom-
bourne; Guy Mowbray, York;
Page, Haverhill;, A G
Arthur Beale,
rum; Mike Rushby,
Jason Humphr
n; F H Reed, Ho
: M A Sullivan, Romford; T
\\'(\kir!g: John Colli

Hisoft, 180 High Street North,
Dunstable, Beds LU6 1AT,

Lathrope
Jonathan
Gareth

Be there or be
square . . .

Theres absolutely no excusing
those who fail to meet the HCW
team at the PCW show this
weekend. The show is open to
the public from the 6th-8th Sep-
tember and one of the team will
be there each day to bring a
smile to your face — wcll a
smirk at least.

Darlin
Belf
Shepherd,
Dickerson, Martin
Piller,
Biddle,
Higham

Harvey
lartin,
Leach, S

Kluge,

hungh I‘hrkh

Redcar; '\11Lh'u.l Downie, Carlisle;
Jonathan Topp, Wimbledor
Phillip  Davis, Hul! <
Bristol: Cathy
Fred Rich,
Royston;

Captain Computer,

Dave Carlos — ready

for the PCW show.
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RON COMPLEX

M

Ron Complex is conductin
speed inspection of lift sh
nine in the Murkotronics building. Can
Ron triumph over gravity itself in this
weeks episode?

s Ron Complex plum-
meted down the lift
shaft, he wondered if

his life would flash before his
eyes — there were a couple of
steamy memories he wanted to
check out. Below him a speck
of light was growing by the
second.

“Time to defy gravity,"
thought Ron, **Lucky I had this
raincoat customised.” Ron
tugged three times on his belt.
Nothing happened. “‘Just time
for one more tug before
impact,”” Ron estimated. He
was right.

Ron hit something very soft
and disappeared under a moun
of laundry. “I'll always be
grateful to dirty washing.”
thought Ron. A loud hissing
sound came from around his
waist as the raincoast inflated to
twice its normal size. *“You just
can't trust inflatable raincoats
like you used to,"’ decided Ron,
The special investigator tugged
his belt again and the coat
deflated.

Ron poked his head out of
the pile of washing and found
himself peering over the side of
a huge basket which was
moving along a railway track.
Looking back, Ron saw that the

Page 6 HOME COMPUTING WEEKLY 3 September 1985

a high
number

underground railway went
through a tunnel directly under
the lift shafts. Ahead of him the
tunnel opened out into a huge
floodlit area the size of seven
netball courts. The railway
skirted round the outside and
Ron could see lines of people
piecing components together on
production lines.

Over the heads of the workers
surveillance pods hovered
moving randomly and occasion-
ally collided with each other.
Before the basket disappeared
into a tunnel on the other side
of the subterranean factory Ron
jumped over the side having
seen an open doorway leading
to a spiral staircase.

As Ron staggered up the
stairs he found himsell getting
angrier with every step. Why
had Murko invited him into an
empty lifishaft? What was a
factory doing hundreds of feet
below the Murkotronics
building? Ron wanted some
answers.

At the top of the stairs was a
door that led to the foyer. Ron
slammed his fist down on the
reception desk startling the girl
behind it. *“‘Tell Murko,

Complex wants to see him."

“Certainly sir, would you like

to go up to the sixth floor. Take
lift no 9.”" “No thanks I'll take
the stairs."’

Murko sat brooding in his
boardroom when Ron suddenty
burst into the room. “‘Okay
Murko what’s with this
invitation to certain death.™
“Calm down Complex don’t
get heated. 1 just overlooked
the fact that lift number nine
was having a spring clean. It
was just a coincidence. One of
those things’'.

Ron had always been able to
tell instantly if someone was
telling the truth. “All right
Murko, I believe you. Now 1
want to tell you about this
RCWG." “It’s a myth, It can't
be done.”

“It can't?" ‘*No, no, take
my word for it Complex. An
RCWG is a pie in the sky idea
put about by scaremongers.”
“It is?” ““Of course. Take my
advice, concentrate on the
bugs, they are our real enemy."”
““Okay you're buying the
Cashews, 1'll do what you say.”

Ron felt uneasy as he walked
down the steps of the
Murkotronics building. Why
was Murko so anxious to put
the lid on investigating the
existence of a random code-
word generator? Rex Retina fell
into step beside Ron, *It’s
starting said Rex, the first
RCWG gets hooked in
tonight.”’

Next week — The stake-out




One of the great classic games of all time is now
available to even more of you —Amstrad and
Atari owners everywhere can now experi-
ence the ultimate underground journey.

Search through the 16 caves,each with 5
levels of difficulty,and collect as many
jewels as quickly as possible. Don'tforget
to block the amoebas, transform the
butterflies, or outmanoeuvre the fire-
flies— or youll never get out alive!

Available September 5th

Amstrad CPC464 and Atari 48K versions
back-to-back on one tape at £9.95.

ASHKERON!
e
‘Ashkeron is something for everyone: a complex, challenging,
witty game for the adventurer,and its got pretty pics for the

zap'em crowd. An excellent game — buy it — Home
- Computing Weekly

‘Itis highly professional, sophisticated software...in its
walls lies a challenge everyone will find interesting and
rewarding’— Crash Micro

~ This game gets my royal assent'— Your Spectrum
‘A charming graphic adventure — MicroScope

Available now for
- Amstrad CPC464 £6.95
~ Spectrum 48K £5.95

With built-in compefition!

Maxwell House, 74 Worship Street,London EC2A 2EN
Trade orders to: Purnell Book Centre, Paulton, Bristol BS18 5LQ




‘I} ~ Jolly old Rupert can walk,
jump, leap, climb stairs—
and even fly —but can you
get him to the party?

32 challenging screens
of animation and fun.

T Balpl Agy 4 g i T3
Tt N iR /R
. > W ] /
B\The most powerful games in the Universe

Quicksilva Ltd, Liberty House, .
222 Regent Street, London WIR 7DB.
Telephone 01-439 0666

Rupert Bear © Express Newspapers PLC



Games for your MSX
computer

When new computers appear
on the market, it is I suppose,
inevitable that someone will sit
down and translate all the
standard old games — Master-
mind, Hangman etc. Books of
such listings generally appear in
the shops almost immediately
and when the computer has
been around for a while, and its
particular strengths and
weaknesses are better
understood, literature with
more interesting content and
original games starts to appear.
MSX computers are not that
new, so you could reasonably
expect to find something a bit
different — but not in this
k

Yes, unbelievable though it
might seem, Virgin have
published a book containing
Hangman, Mastermind,
Noughts and Crosses (the
computer only keeps track of
the game for you, it can't
actually play it!), Nim, a darts
scorer and another 18 programs
— of a similar degree of origin-
ality. Not only are these
programs dull, they are not
even particularly well written;
the version of Hangman, for
example, is nearly six pages
long, does not cater for words
in which the same letter appears
more than once, and will not
accept inputs containing lower-
case letters.

After the programs there are
a few pages of advice on writing
programs — sketch the screen
display before starting to
program, select relevant
variable names and so on —
then a glossary, which seems to
be somewhat out of place in a
games book, and finally a
lengthy bibliography. Study the
latter and you should find
plenty of better books to spend
your money on. M.N.

Price: £2.99
Publisher: Virgin Books Ltd

Address: 328 Kensal Road,

London W10 5XJ

Useful Utilities for
your MSX

This is a very small, thin paper-
back. It is, of course, theoretic-
ally possible to squeeze lots of
invaluable routines into a tiny
book — but the size of this does
lead you to suspect that you will
not get much for your money.

What you actually get is a
collection of 31 machine code
routines, and one BASIC
program which you can use to
enter the machine code. The
machine code routines are
mostly very short; the BASIC
program is 92 lines long. It
would be better if a shortened
version of this, and/or a routine
enabling you to incorporate the
machine code into your own
programs, were included.

The routines are given in
machine code only, not in
assembler, so the claim on the
back cover that most of them
can be altered to suit your
individual requirements should
not be taken too literally. If
they're not exactly what you
want, it would be easier to write
your own routines than to
modify these.

The routines are mainly
concerned with the video
display, particularly the text
modes. They enable you to
scroll text in four different
directions, change the colour of
some or all of the characters,
rotate characters, substitute
alternative character sets and
save the text screen on cassette.
It is a shame that none of these
options are provided for the
graphics modes.

The book ends with a few
sound routines and a lengthy
high score table routine. These
are not bad, but they're not
enough to make the book worth
buying. M.N.

Price: £2.99
Publisher: Virgin Books Ltd

Address: 328 Kensal Road,
London W10 5X1J

M5 User Monthly,
Issuve 1

M5 User Monthly, Issue 1
The Sord M5 has been largely
neglected by the computer press
and the software houses. After
the initial batch of cartridge and
tape games from Sord them-
selves, virtually no software has
been released. However, MS5
users do not give up easily! One
enterprising user has decided to
set up a tape magazine specially
for those with unexpanded MS5s.

Called the M5 user monthly,
the magazine comes in the
shape of a C15 tape packed with
utility/game programs on both
sides. The first issue starts off
with a brief introduction to the
user group followed by a very
informative little article about
using the spare screen RAM
which is accessible when text
mode is being used. There is a
short article on collision
detection, so that you can start
writing your own games. There
are also two versions — one for
Basic-1 and the other for Basic-
G — one of the classic moon-
lander game. Considering the
memory limitations, the games
are very well done and certainly
enjoyable.

There are also reviews of
some of the commercially avail-
able games (which incidentally
have already been reviewed in
HCW) which are short but
interesting. There are articles on
games programming, and three
more games, Tank Battle, Sky-
walker and Darts. I don’t have
the space to describe them in
detail here but they are all
enjoyable and come up to the
standard of the tape software
available from Sord.

The tape magazine ends with
a plea to readers to send in their
programs for future issues. I for
one wish this user group evel
success. S.S.

Price: £1.95
Publisher: M5 User Club;

Address: 19 Canberra Towers,
Weston Est, Weston, South-
ampton SO2 9JT
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Trickle starts

In a trickle which will soon turn
into a flood Activision have
released the first of the titles
which they announced a few
weeks ago.

Rescue on Fractalus is de-
signed by LucasFilm and is
claimed to be a combination of
strategy, action and flight sim-
ulation game types which can
make you a hero. Your basic
mission is rescue, and your skill
as a pilot of the Valkyrie
fighter, is the crucial deciding
factor.

It appears that Activision’s
California HQ is very careful
about the specifications for the
games and we can tell you that
this one is for ““male teenagers”’
who are ‘“‘action/fantasy game
enthusiasts”’. Is this the first
occasion that sex discrimination
has been inherent in a computer
game?

master
of the lamps

The other release on the desk
is Master of the Lamps for the
— wait for it — MSX, If soft-
ware houses keep on converting
at this rate there will be one title
per machine sold soon. Who
says that good support equals
good sales? It doesn't seem to
have worked in this case.
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Super Dooper

It’s been a busy summer for
Harrow based Supersoft — if
the number of new products on
the desk is anything to go by.

A major release for the
serious Commodore user is the
Blitz! compiler which until now
has only been available as an
import. The disc based program
allows you to prepare programs
for use on both cassette and disc
based systems and there are
options for those with two
drives too. The system costs
£49.95.

Another new release is a
refugee from conversions cor-
ner, but according to our
Commodore expert, Alan
Webb, it is a refugee which
should be offered a good home
at the earliest opportunity.

Graphics Designer is priced at
£6.95 for the C16 and Plus 4. It

allows you to design multi-
coloured characters of 10 by 10
character size and you are not
required to have any knowledge
of the memory allocations at
all,

The final news from Super-
soft is that they have developed
a new fastloader which has full
error checking and error re-
covery routines. If an error is
found you are prompted to re-
wind the tape a short way and
then press play again. It could
give C64 users a system similar
to the BBC's.

The product is only for sale
to the software producers and
the winners of our recent
Graham Gooch competition
will be the first to try the
system. The only other product
which uses the routine to press
is Paintbox also from
Audiogenic.




Amstrad’'s Pride

The lions are on the prowl
around the desk this week with
a whole collection of utility pro-
grams from Pride.

Two of the packages are resi-
dent system extensions and as
such they offer the chance to
add extra commands te the
standard machine. System X is
the more verbose of the pair
with over thirty new words, yet
takes only 3K of user RAM.

The commands allow you to
manipulate the keyboard from
within programs, draw circles,
make the screen invisible(!),
move blocks of memory around
and even to change the cassette
load and save speeds at £9.95 on
cassette and £13.95 on disc it's
less than 50p a word.

Printer Pac 1 adds six new
commands which can be used to
control Amstrad’s own DMP 1
printer and Epson compatible
printers too. There are printer
dumps for all modes, text

WMDCPCM
5x
’"ﬂ'ﬂ!?gq‘,

VERSATRE UMY Foe
D) aniry HE
COmMPATIS ¢ m"“{ﬁ“

dumps, easy background selec-
tion and three new type styles
for the DMPI1. The cassette is
£5.95 and the disc will be £9.95.

The final part of this trilogy
is Scriptor and is also for the
DMP 1 printer. It gives you a
choice of six different font
styles each of which can be re-
defined by the user. All the
fonts can be used in inverse,
double width or both and the
selection of “£' and *“‘# "
much simpler too.

The fonts can be used with
Amsword and with Tasword
464 or from BASIC by the use
of a systems extension com-
mand. The command DES-
CRIBE allows you to make the
changes and can even support
underline. The cassette is £6.95
and the disc £10.95 including
postage from the address
below.

Pride Utilities, 7 Chalton
Heights, Chalton, Luton, Beds
LU4 9UF.
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® | cannot tell you how many
letters we have had from the
dungeon begging for Level 9's
latest adventure Red Moon.
Well it has finally arrived and a
copy has been sent to the sub-
terraneum depths. The game is
graphic on the Amstrad, Atari,
C64, MSX and Spectrum with
text only on BBC and Memo-
tech but at £6.95 it is likely to
provide hours of pleasure.
Cheats will have to wait a few
weeks for hint sheets but in the
mean time Peter Sweasey will be
working hard to provide clues
for HCW readers. Just drop
him a line.
® Latest on the educational
scene is Word Games with the
Mr Men from Mirrorsoft. This
is a two cassette package each
containing one game, Mr
Noisy'’s Word Game and Read

Orpheus Lid,, The Smithy, Unit 1, Church Farm, Hatley St. George, Nr. Sandy, Beds. SG19 3HP
Tel Gomlingay (0767) 51481 /91 Telex 838752 Rees-G
ello,

: Or-fl.us is ver) appy to anounse the
vwist adibion ko ther List :

» BoARD GAMES 1

jts abowt g"ﬂ."ﬂbtﬁ: Md_ﬂ_l’i‘f?_ and.
‘:r'we.v-si, thats Orfello for up ko free players
(int he semat ts do wiv Bill Shqkspfer_?) »an;weﬂ
/ts reelly gud, and let Lets of fun, ]Cw,.
only ilf.qs (thats change from a fiva) — oh yea 'ts
Cor bhe::.m Svpa MSX %5 —~dont Four-ac.t

A2 BOARD GAMES 1 _camit wate

("UF‘ humba 2 . 3
owe Iu ave to 9o how and Leeve this

terrifik games ‘Pnk', and 9o to mi dislexic
sttt bad speltin clages.
Call wy dad on 0767 Si14g1 if You

want Svm,

Bse 2 oYy

Orpheus [Hallarch Lid | Reg Smithy, Lin hurch Haotley St. George, Nr. S 19 IHP.
gistered Office: The Smithy, Uni 1, € Form oy,
5 . Unit 1, Ch . Hatley o
; e . Bedy. 5G19 31
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DeathStar

with Mr Bounce. The games are
menu driven and very attractive
to use, even for hardened maga-
zine Editors, the first dealing
with comparatives and oppo-
sites and the second with
positional words. Two versions
are currently available C64 and
BBC at £9.95 on cassette or
£12.95 on disc.

® The quiet BBC scene is set to
explodé with a couple of re-
leases from Superior Software.
The first is now with us and has
had me entranced all weekend.
Called Death Star it is an
unabashed arcade shoot-em-up
with a little more purpose than
most. You mine asteroids to
collect crystals which turn into
bombs and can then be used to
bomb the super baddy the
Death Star.

1 have it on good authority
that there are four screens and
that each is different and more
difficult. The game is £9.95 on
cassette and £11.95 on disc. The
other new title is for the future
and will thrill the fans of
Superiors chart topping Rep-
ton. Provisionally titled Repton
Il it is a new quest which has
many more locations and
puzzles. Look out for more
details to follow.

* After our recent piece on the
Official World Cup licence a
number of clones have crossed
the horizon. Artic have released
World Cup on the Cl6 and
World Cup Il on the C64 both
at £6.95. They claim that the
new version is a considerably
updated game with a jump of
joy from scoring players!

* Finally although we announ-
ced the Amstrad conversion of
Dragontore some weeks ago —
it is now actually available. You
have the usual chances to
project your soul, choose your
spell and pick up the objects, It
looks like a number of Amstrad
owners will be having a truly
magical Christmas.




EDUCATION !

John Henderson
has been looking at
the latest releases
from Acorn’s Home
Education Division
and he thinks that
they are the

"Real McCoy!"

From little acorns mighty oak
trees grow — providing condi-
tions are right and time is
allowed.

‘It has taken time for the best
educational software to appear
on the homefront. We have dis-
cussed this in detail in the last
few articles. The software in
this selection is the golden tip of
an iceberg. Flipped is the ex-
pression that HCW readers will
understand.

The Acornsoft Home Educa-
tion series has, at the moment,
four titles, SPOOKY MANOR
was discussed in HCW Issue
121. The other three are re-
viewed below.

Why the success? Perhaps
two reasons — good advice and
adaptability.

Many teachers will be fami-
liar with the name of Daniel
Chandler, a prolific writer on
educational computing. For this
series he has teamed up with
David Butler, a programmer, to
produce quality software with
children in mind.

Each program comes with ex-
tensive notes emphasising the
role that parents play in helping
children to learn. Their adapt-
ability is obvious, the programs
have many options available to
users, but you can start with the
minimum of hardware. The
programs are even designed to
operate on both B&W and Col-
our VDU’s. Enough of this
general comment. Here are
three candidates from the
Acornsoft stable, aimed at chil-
dren of 3, 7 or 10 years and
above. As in all the best situa-
tions, I will deal with the pack-
ages in reverse order — of age
that is. Talkback is an inter-
active discussion program
which encourages the user to
have conversations with the
computer. Before knowledge-
able teachers and parents switch
off and say that this is another
Eliza, wait a moment!

The facilities on Talkback are
extensive and versatile. Des-
cribed as playing chess with
language, conversations can be
built up from a series of key-
words, responses and starters.

An excellent booklet accom-
panies the menu-driven’ pro-
gram to show how to construct
a dialogue. Characters created
have to be assigned names (eg.
Hilary and Katherine) and then

various starter phrases are
typed in, up to four per
character.

Following this, a list of key-
words and the expected res-
ponses must be input to pro-
gram the computer. This can be
a complicated operation, but a

great deal of useful advice is
given and children should be
able to construct simple dia-
logues within an hour of
starting on the program.

A sample telephone conver-
sation is detailed in the hand-
book. The BBC can store up to
42 pairs of keywords and res-
ponses, (121 with Tube). Con-
versations can be selected from
a menu between Hilary and
Katherine (and you can inter-
ject), Hilary and you, or
Katherine and you. Talkback
even allows the speed of replies
to be altered, giving users even
greater control.

On completion, ' files can be
SAVEd and printed out. A
program listing is given in the
book which allows you to
obtain a hard copy of all the
phrases stored for each
character,

To whet the appetite two
sample characters ASTRO and
BOMB (direct from Dark Star)
are included. Using this pro-
gram children will be involved
in discussion, sharing and test-
ing ideas and analysing lan-
guage — the very skills that
their teachers are trying to en-
courage in the classroom.

There are many educational
situations where Talkback can
be used to help children. Life
skills can be taught effectively
e.g. how to phone the emer-
gency services; an interactive
news service; and for older
children, job interview tech-
niques. Altogether a versatile
tool for all interested users.

At last — a program for chil-
dren that puts the fun into
moving and using words instead
of pretending to be the most
powerful word-processing
package yet written.

ABC provides a way 1o ex-
plore words. A fully detailed
booklet gives a wonderful
introduction to an open-ended
program that will have lasting
appeal. ABC is described as
being ‘‘for people interested in
words NOT word processing',
yet this belies many of the in-
built features available.

The booklet assumes that the
user has little prior knowledge
and wants to get started as
quickly as possible. It also em-
phasises that whatever is typed
in cannot damage the com-
puter. I suspect that this advice
is more for parents coming to
the computer for the first time
and showing some signs of
fright — children usually have
no inhibitions of this kind.
Everything is explained in a
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logical sequence too, unlike
many other packages.

After loading from disc or
cassette, instructions begin with
how to type in words and then
how to SAVE and re-LOAD
text. Only later come some of
the special features of the
program, followed by an in-
depth examination of the op-
tions available. Sample screen
prints are given to help users. It
is easy to see how the authors
always keep children in mind.

The first text which users are
encouraged to type into the
computer is a thank-you letter
to a relative. No matter how
much adults encourage, this is a
job that most children hate
doing. With the facilities of this
package it's — well, you
guessed — it's as easy as ABC!

The program starts on the
WRITE screen, which if you
think about it, is the right place
to begin. At first sight the
screen looks like a squat ladder,
but is really a series on blue
lines on a black background.
Having switched off the CAPS
LOCK and SHIFT LOCK keys,
type away on the keyboard and
the fun begins. The words are
written in green. Differences in

colour are clear on a black and
white or green screen as already
mentioned.

The screen displays text, up
to 35 characters per line, with
10 lines visible on a page.
Naturally, the screen scrolls up-
wards as more text is entered,
words wrap-around at the end
of the lines and extra words can
easily be inserted.

Typing in a piece of text is
only the beginning. A colourful
function strip is provided to
help learn to use some of the
options available which per-
form ‘‘magic’’ on the words.
Each function on the strip is in-
dicated with both words and
pictures. The operations of
TUG and PAINT allow chil-
dren to quickly move whole
single lines or a group of words.
Affected parts of the text are
coloured yellow whilst these
commands are in operation.
Switching off is simply a matter
of pressing the same function
keys again.

Another command called
TIDY, shown as a sweeping
brush, allows extra spaces and
alterations in the text to be
shuffled to give a more even
appearance, There may be some
lines that vou wish to leave
alone, however — fear not,
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using the TAB key, individual
lines can be fixed in position
and protected from the
sweeping operation. With

\CENTRE it is possible to in-

clude headings in the writing.
What about COPY and DEL-
ETE I hear you say? Yes, text
can be copied, but a real in-
novation for young children is
the DELETE facility.

It is very hard to explain to
some children why the opera-
tion of deletion requires the
cursor to be placed one space to
the right of the letter to be
deleted. In ABC this function
has been programmed to re-
move the character at the spot
where the cursor rests. So
sensible that no-one else has
thought about it. If you don't
like this, the usual one space
beyond operation can be
switched on again.

Key f9 (too near the BREAK
key!) opens up an Aladdin's
Cave called OPTIONS. These
include the usual word pro-
cessing facilities — search and
replace, load and save, display,
delete or print text; together
with the unusual special options
as shown on the diagram. Each
black number key acts as a
toggle to switch each facility on
or off (including the line
numbers and the ABC method
of deletion).

Three styles of screen are
available. The WRITE screen is
the initial display. Key f2
accesses the READ AND
WRITE screen. This consists of
a reading frame of up to eleven
lines of text, below which are
four lines of the text currently
being worked on. LOOK UP
and LOOK DOWN allows users
to roll around. Key f4 brings the
SLATE into operation. This is
really an electronic notepad,
allowing children to scribble
thoughts in the middle of com-
posing that important letter to
Father asking for an increase in
pocket money. If the answer is
No this could be the first com-
puter graffiti board for young
children. Words can be copied
from SLATE to WRITE. :

ABC is so user-friendly 1
have to keep rubbing my eyes to
convince myself that this is not
a dream from the Land of Byte
where programs flow like milk
and honey. As each operation is
chosen, the correct symbol
appears in the top right-hand
corner of the screen to remind
users what is happening. The
range of options provided is
superb for the price and all are
accessed through easy to use

function keys and menu-driven
charts.

They cover the very functions
children need to be wary of
when starting to write with a
computer, particularly auto-
repeat and delete. As if this was
not enough there is even a
utility included called
INTERVIEW to convert ABC
text files to VIEW files. This
has to be one of the bargains of
the year and a sure contender
for the 1985 educational soft-
ware awards.

Sample Talkback
conversation
BOMB  Detonation will
occur at the prepro-
grammed time.

ASTRO Please don’t explode
— you’ll kill me

BOMB  Why shouldn’t 17

ASTRO You can’t be serious

BOMB Why can’t I be
serious?

ASTRO Surely you don’t
want to die

BOMB  Death has no mean-
ing for me

ASTRO You are dying

BOMB 1 am dying

ASTRO You could live for-
ever

BOMB Some might do any-
thing for ever

ASTRO You’ll splatter us all
over the universe

BOMB I am aware that I
will splatter us all
over the universe

ASTRO Yes, you will
splatter us all over
the universe

BOMB  Of course 1 will
splatter us all over
the universe

ASTRO Return to the bomb
bay immediately

BOMB | see

ASTRO Listen to reason,
bomb

BOMB Reason tells me that
I will detonate on
schedule

ASTRO Switch to manual
now Bomb

BOMB  Detonation sequence
is now on automatic

ASTRO | order you to
disarm at once

BOMB  B-o-0-m!!! GAME
OVER: PRESS
ESCAPE.




Finally, Workshop is aimed
at children from three years of
age. Too young? Well I thought
so, especially when this
program is “‘likened to playing
with plasticene on screen’’.
Time to eat my words — the
children enjoyed it. Action
takes place on one of four
screens.

Starting from a SHELF,
users choose one of four shapes
on which to perform drilling,
painting, cutting, squashing
and glueing with a variety of
amazing machines. They use the
red keys for each action
depicted in pictogram form,
DELETE, RETURN and ES-
CAPE are also used often,
which limits the number of keys
you have to remember.

The PLAN page shows the
chosen shape in the middle, sur-
rounded by symbols corres-
ponding to the machine opera-
tions. At this stage the shape
can be rotated or moved with
the arrow keys. MACHINE
pages allow the various opera-
tions to be performed on the
shape. Hole drilling is a matter
of pressing RETURN — the
more you press, the bigger the
hole. Each operation can be
reversed using DELETE. There
may, however, be a slight vari-

ation in the new shape pro-
duced. Finally, the LOOK page
shows all the symbols used to
date and provides a computer
film of all the actions under-
taken.

Workshop is designed to
allow children to experiment
without fear, an admirable aim
for educational software and
one that should be encouraged.
It is most beneficial when
parents and children use
Workshop together. Although
the program is full of in-
teresting sounds (which can be
switched off), children need the
tactile experience of the real
thing. If there is a poor horse in
the stable this could be it, but
what a high-class field to be
among.

Here's to the birth of the next
in line, with the hope that the
gestation period is short.

Price: £9.95 (cassette)
£11.50 (disc)

Publisher:
Education

Acornsoft Home

Unmﬂ QUICKSNOL 1.vvueasrnsssasnaess 5.95
AFFORDABLE FRODUCTS KGR Joycard ....coeeiens S orar 5.95
UNIT &
136 INGRAM STREET
GLASGON 61 COMMODORE 64
Shadow Fire Sky Fox (disc)....
Lords of Midnight ... . (cassett
S Games Il £6.95 Pitstop Il
Dambusters. On Court Tennis
Elidon....... Gt. American Land
Dropzone .
Fourth Protocol Jump Jet...
Starion Realmof Impossibility....£7.50
Terror Raid on Bungeling
Graham Gooch’s Test Bay....

Cricket il M.U.L.E.
A View to a Kill. Murder on the
Way of the Zinderneuf ..........oevnens £9.50

Exploding Fist . ..£6.20 |International
Cauldron......c.... £4.75 Basketball .. £4.25
Elite (cassette).. £0.95 Dropzone........ £7.50

(disk) .. : Star League Baseba £8.25

GV et £1.70 On Field Footbal

Beach Head Il £7.25 Quickshotll
Entombed... €7.00 Racing Destruction Se
Mercenary... £6.95 [(+ [F7) PSS s gy £9.95
Nick Faldo's 775 Music Construction Set
Thing on a Spring £6.25 (disc) .
Robin of Sherwood .......£7.76  Adventure Construction Set
F.G.T.H (disc), £9.95
Frank Bruno.. Pinball Construction Set.
Hypersports .. or | [ e e e R £9.95
Mig Alley Ace... Seven Cities of Gold
International Ka . (disc) £0.95
Quake Minus One........... £7.00 Mail Order Monsters

Elidon £6.00 (disc). £9.95

Impossible Mission........ £6.95

Postage included UK. Please state which micro. Overseas
orders add £1.00 per game. All cheques payable to:
Affordable Products.
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Now Games

Six top class games on one tape
is certainly something to shout
about. This compilation from
Virgin Games has something
for everyone: a strategy graphic
adventure, three action
adventures, an arcade
adventure and an arcade game.

The adventure is called Lords
of Midnight-and tells a tale of
the battle against the forces of
the evil Lord Doomdark, Init-
ially you control four heroes in
their quest to overcome the
dark Lord's hordes. As you
recruit more people 1o your
cause the game becomes
extremely complex.

Doomdark’s forces multiply
rapidly and you must recruit
soldiers as quickly as possible.
A map is provided to help you
plan your campaign but the
copy I had was almost unread-
able which certainly added a
new dimension to this game.

Brian Bloodaxe, Strangeloop
and Pyjamarama are all very
similar games. Travel about a
maze of screens collecting
objects as you go and avoiding
collisions with the various
nasties.

Arabian Nights is a series of
arcade action games on
the famous stories and the final
program is Falcon Patrol II
whose predecessor was one of
the first C64 games which really
grabbed my attention. In FPII
your country is under attack
from squadrons of helicopters
and you must guide your jump
jet in the battle but defeat is
inevitable.

All of the games are golden
oldies and I suppose that this is
the best way to market games
which have passed their craze
phase, in the same way as old
pop songs are compiled on one
album. E.D.

Price: £8.95

Publisher: Activision

Address: |5 Harley Hse, Mary-
lebone Rd, London NW1 SHE
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Beach Head Il

This is the follow-up to the very
successful war game, Beach-
Head. In terms of technical
input and quality, the authors
have learned a great deal and
this is a huge improvément,
rather than just a boring sequel.

The package comprises of
four episodes in which the hero
J P Stryker does battle with the
evil dictator. The parts have
some continuity in that the first
three parts portray different
stages of a mission to rescue
some prisoners. In part one you
land your paratroopers and
advance on the dictator, The
second part involves getting the
prisoners out of the prison and
avoiding tanks and other perils.
Next you bring in the heli-
coplers to airlift the prisoners
and finally, the fight to the
death with the dictator.

After a main segment has
loaded, the subsequent parts are
loaded as required. You can
play the part of either
protagonist or you can play
against a friend. Each screen
uses bit mapped backdrops and
the quality of graphics is high.
The animation of the figures is
particularly good and the whole
effect topped off with a
generous dose of high quality
speech. The games are tough
with the computer giving you a
real hard time,

Overall, good high quality
game needing both skill and
brains which will keep you
glued to your machine for many
an hour. I found it not entirely
to my liking, but then again my
preference lies elsewhere. If you

liked Beach Head, you'll love
this one. AW,
Price: £9.95

(£14.95 disc)

Publisher: US Gold

Address: Unit 10, The Parkway
Ind Est, Heneage St, Birming-
ham Bl 3HS

Steve Davis Snooker
I often wonder if the sponsors
of computer sports simulations
really do take an interest in
the game with their name or
whether it is purely a financial
arrangement. Not that it really
matters in this case because
Steve would be proud of this
conversion from the snooker
cue to the VDU.

At last a game of snooker
which allows a player versus a
computer option and the option
to set up trick shots or practice
sel ups.

The game can be played using
the keyboard or a joystick and
since speed is not of the essence
it does not matter which you
use. There are three icon driven
menus available. The main
menu allows you to select the
computer opponent, display the
help screen or call up either of
the other menus.

The play menu shows the set
up of the two players, calls the
main menu and the help screen,
but the third menu is by far
what makes this game unique:
the edit menu.

Apart from allowing the table
and cushion colours to be
selected, this option allows you
to move and remove anv of the
balls on the table. If you want
to try your hand at trick shots
then this is the game for vou. As
long as one red ball is left, any
configuration can be tried and,
if required, carried across to the
play mode.

In the play mode the ball
which you are aiming for is
selected by moving a cross wire
into position on the ball. Then
spin and power may be deter-
mined before the shot is played.

The one problem I noticed
with the game is the perennial
one of using a black and white
TV. Distinguishing the balls can
be difficult but I suppose the
answer is to lash out and buy a
colour monitor. E.D.

Price: £8.95
Publisher: CDS Software

Address: Silver House, Silver
St, Doncaster DN1 1HL

.




Rescue on Fractalus!
The Jaggies are winning the
intergalactic war because they
have taken refuge on Fractalus,
a planet which is only just
habitable. Time is short and our
pilots are falling from the skies
like flies in an insectocutor. As
one of our ace Valkyrie flyers
you must rescue the pilots and
destroy their damaged ships to
keep our high tech systems safe
from the enemy.

This is the plot of one of the
new games from Activision in
their LucasFilm series. To film
buffs the name Lucas conjures
up the Star Wars series but the
heroes of the movie have
absolutely nothing to do with
this battle (a case of look no
Hans).

The planet’s name is derived
from the fact that the planet’s
surface is created by the use
of fractals. Fractals are the
building blocks with which the
scenery is produced in profess-
ional flight simulators and their
use here allows the creation of a
terrain which gives a sense of
reality. Unlike many simula-
tors, you can actually fly
towards and over the distant
hills into the valleys and gullies
beyond.

Control of the Valkyrie
fighter is achieved by the
combined use of joystick and
keyboard. In addition to an
altitude indicator and artificial
horizon display, this futuristic
craft also has wing tip sensors
which indicate how near they

Price: £9.99

Publisher: Activision

Address: 15 Harley Hse, Mary-
lebone Rd, London NW1 SHE

are to the craggy mountain-
sides, energy cell status display,
targetting monitor and long
range beacon detector.

Each pilot has a radio beacon
which emits a signal for you to
home in on, but beware, the
valleys are guarded by laser
bases on the mountain tops and
suicide mission Jaggie saucers
home in on a collision course. A
force shield protects you from
these dangers but the power of
the attacks sap your precious
energy and jolts your ship
around.

When you eventually land to
recover your pilot you must
carefully follow a sequence of
actions. Switch off the energy
shield, wait for the pilot to run
towards you (a nice bit of
graphic action here) and knock
on the airlock door. Once the
airlock has been opened, the
pilot will climb aboard and shut
the door. The defence systems
must then be re-armed, but not
too soon or you'll fry your
pilot.

The Jaggies are no fools and
they have overpowered some of
the stranded craft so you must
make sure that you can see your
pilot approach. If he is wearing
a green helmet, he is an alien
and must not be allowed on
board.

The game has several levels
and although the lower levels
become quite boring, the action
on the higher levels become fast
and furious enough even for the
most battle hardened player.
An exciting action simulationb

E.D.

Pinball Construction
Sef

Those ancient ones among you
may recall that in those dark
ages before the video game
there was a bizarre apparatus
called the pinball machine. This
game enables those of you with
such memories to create a
machine of your own within the
confines of your C64.

Once booted up, the display
gives you, on the right a
collection of icons and on the
left the framework of a pin-
table. Using an ubiquitous
pointing finger you can select
the various items necessary to
build the machine. You can
choose from a wide range of
bumpers, roll overs, flippers
and other gizmos and put them
where you want. Using scissors
and hammers icons you can
redesign certain elements, and
final artistic touches can be
applied with a paint brush.
Once the layout is to your taste,
you can specify sound effects
and scores and link bumpers via
AND gates for bonuses.

The system uses multicolour
bit mode so that you can tweak
the graphics but this led to some
blochy areas where colours
clashed. When you play you can
alter the laws of gravity and the
co-effient of restitution of the
bumpers. How does it play?
Just like the real thing.

The program uses some slick
programming and is a joy to
use. The infinite variability has
great appeal, but only if pinball
is your thing. Great fun, but its
lasting appeal must be in

uestion unless you're one of
the converted. This potential
problem may be exacerbated by
the high price and its release on
disc. AW.

Price: £14.95
Publisher: Ariolasoft

Address: Ashphalte Hse, Palace
St, London SW1

Comatose

HOME COMPUTING WEEKLY 3 September 1985 Page 17



lan Botham's
Test Maich

Sports simulations are all the
rage at the moment and cricket
in particular has been well
covered in recent months. This
is one such game. On loading

“we are greeted by a view of a

cricket field with a capacity
crowd in the background. The
first job is to select the game to
be played. You have the choice
between limited over, one day
and test match. Different games
offer different innings lengths.

The next step is, if you wish,
to select your team. A default
team is available should you
wish to omit this step. The
fielding player then has the
opportunity to place his field.
Once done the innings begins.
The biggest nuisance about this
version is that it requires two
players, each with a joystick.
The bowler may select the type
of ball, and the batsman
chooses his stroke with a deft
twist of the joystick. Should the
ball be hit, the bowling player
must select a fielder by
positioning a cursor and then
moving the chosen player. To
field the ball this player must
make contact with the ball, This
fielding operation was appal-
lingly difficult.

Graphically the game is
uninspiring with rather wooden
figures and poor animation.
Sound was limited to applause
and other such effects.

The omission of a human
versus computer option was
rather a mistake since many
users won't always have a
human opponent available
when they want to play. The
general play tended to be
awkward and unsatisfying.

AW.C.

Price: £9.95
Publisher: Tynesoft
Address:

Addison Ind Est,

Blaydon, Tyne & Wear

Seven Cities of Gold

Exploration and trading are
well used elements in adventure/
simulation games. This game is
the best I have seen of this

genre. This package is only
available on disc because of the
fact that a huge data base is
utilised to give a complex game.

You play the part of a sea
captain who has been sponsored
by the king to travel afar,
conquer new lands and acquire
gold. You are given an initial
sum of money and with this a
fleet of ships is manned and
provisioned. You also carry a
supply of goods for trade.

The game is essentially
graphical with a small window
showing the plan view of your
progress. As your ship sails
along, you see land masses
which you may explore. On
landing you must select a team
to explore and decide on the
provisions and goods they
carry. Once they are on land,
the map scrolls to show new
areas. When you enter a village
the graphics zoom in to show
your dealings with the natives.
Such transactions need much
care if you don't want to start a
war!

The graphics are excellent
with the map shown in great
detail. Since the map is disc
based, its size is mind boggling.
When you have acquired suffic-
ient gold you return to port
where, depending on your per-
formance, you may acquire
further funds for another
voyage.

Overall, a complex and
enjoyable game which is slick
and attractive. Even at the price
it’s good value. M.W.

Price: £14.95 (disc only)
Publisher: Ariolasoft
Address: Suite 105/106, Asph-

alte Hse, Palace St, London
SWIE 5HS
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Adventure
Construction Set

Most of you will have heard of
the Quill and similar programs
for the creation of textual
adventures. This product has a
similar purpose but is intended
for graphical adventures. Due
to the size of the beast, this
package, unfortunately, is only
available on disc. The format
adopted is the usual view-plan
of a scenario. Within an overall
scrolling map of quite
significant proportions are a
number of sub-scenarios which
are entered via portals or gates.
These scenarios can be castles,
caves or whatever and are
comprised of discreet rooms
rather than a continuous area.
Which allows for some complex
creations,

You can specify a range of
creatures and characters which
may be scattered about the
scenario as can objects and
weapons of your choice. All
variables can be adjusted
including the design of figures,
objects, scenery and the speci-
fication of the character’s attri-
butes. To provide additional
interest you can set up your own
messages, and a range of music
and sound effects are available.

The feel of the games tend
towards the well known
dungeons and dragons
approach with magic and
fighting. Characters interact
with each taking a turn. This
allows the adjustment of a
character’s intelligence, actions
and aggression. Overall, you
can alter almost any aspect of
the game giving great scope for
creativity.

The package comes with a
number of impressive demon-
stration games. Overall a
powerful and entertaining
package. The bad news is that
the package does not allow
stand alone games which you
could sell. AW,

Price: £14.95 (disc only)

Publisher: Ariolasoft

Address: Suite 105/106, Asph-
alte Hse, Palace St,
SWIE 5HS

London

Paintbox

As its title implies, this program
provides an environment for the
creation of high resolution
p:ctures The package offers
versions for the C64 and
C16/Plus 4 and apart from
some slight differences, the
programs are pretty well
identical.

Loading is by a Turbo load
and on running you are greeted
by a duck shoot menu. For
those of you who haven't used
Compunet, a duck shoot menu
is a single line of options which
scroll across the foot of the
screen. The centre item is
highlighted and a touch of the
joystick button selects it.

The: graphics options are
quite standard allowing the
drawing of lines, points, boxes,
circles, discs, radians and
filling. The C64 version offers
two screens with a copying
option. The C16 version allows
the selection of luminance as
well as colour. A variety of
brush designs are offered for
greater flexibility.

Both programs use the high-
est resolution mode so that you
are limited to only two colours
per character square. In
addition, there didn’t appear to
be an option to change the
paper colour, which further
limited colour control. Some of
the nicer touches such as air
brush and zoom were omitted.
Whilst the space limitation on
the Cl6 probably precludes
further options, the C64 has
plenty of room.

On the whole, not a bad
package but whilst being
cheaper than most of the
opposition, this fact is reflected
by the options available. In
spite of such reservations, it's
worth a close look. AW,

Price: £9.95
Publisher: Audiogenic

Address: PO Box 88, Reading,
Berks




Ashkeron

This adventure with graphics
came with no instructions so
what you're reading is what 1
could find out by playing. The
screen is divided into areas for
text and graphics, the latter
rather squashed up in the top
quarter. Though colourful, they
are distinctly low-res and
chunky, thus making them
difficult to work out. As you
move north, south etc., they
scroll in the appropriate
direction, accompanied by a
grating noise from the speaker,
which may be an attempt at the
wizard laughing.

The wiz lives in a castle, the
only access to which is across a
drawbridge, and that’s your
first problem! No locations of
any importance appear to exist
outside the castle. Once inside
you encounter a very’smelly
stable with a wild horse, a slimy
dwarf — dealt with in classic
adventure style — and towers,
armour room, bedrooms with
names from the =zodiac, a
screaming room, a cloak of
invisibility and so on. It even
features a hooded figure with
red-rimmed eyes; that editor of
ours gets everywhere!

The input interpreter is swift
but doesn’t appear to like long
sentences. It just ignores the
second part, and the program
itself isn’t terribly consistent.
For example, when it grows too
dark to see, and thus you can’t
move, you can pick up and
drop items, and characters can
come in and out without
problems.

From a few hours play, and
no info, OK, but not
wonderful. 1 wonder what the
object is? D.M.

Price: £6.95
Publisher: Mirrorsoft

Address: Maxwell House, Wor-
ship St, London EC2A 2EN

Super Sam
This is an odd game. 1 initially
thought it looked pretty boring,
as | spent a while wandering
through the same few screens,
not really getting anywhere.

But, once 1 fell down a
manhole and found myself in
the bowels of a castle, the game
started to become quite
enjoyable. I'm not sure quite
what the plot or purpose behind
the game is, as my review copy
had no notes with it, but Super
Sam seems to be a maze game
with an assortment of objects to
collect.

There's nothing outrageously
original here, and the graphics
are quite old fashioned and
blocky, but the variety of the
screens took me a bit by
surprise. One minute you're in a
screen that looks like it's
straight out of the old
“Horace”" games, and the next,
you're in a pseudo 3D maze
trying to avoid some odd
looking sprites with hats on.
What the authors of this game
seem to have done is to bring
together bits of a number of old
games and strung them together
to produce a game that isn’t at
all original or outstanding in
any way, but which is nonethe-
less quite amusing.

There seem to be quite a large
number of interconnected
screens, though I'm not sure
exactly how many, and they
should keep you occupied for a
while. This isn’t a great game by
any stretch of the imagination,
but, at a budget price, it’s okay
for a few undemanding hours’
play. C.J.

Price: £2.95
Publisher: Budgie
Address: 1 Orange St, Sheffield

S1 4DW
3

SPECTRUM

Shuffle

At last the old favourite travel-
ling puzzle game has been com-
puterised as budget software by
Budgie. Shuffle contains a
selection of pictures, patterns,
numbers and letters which are
divided in blocks and jumbled
up by the computer for you to
rearrange them to their original
form.

The computer gives you the
time you have taken and
number of moves. There are
eight different puzzles and three
difficulty levels to choose from;
at level three this game is really
taxing. In order to slide the
blocks in position eight keys are
needed — which may seem
excessive but they are very
logically provided and you soon
get used to them. Using a joy-
stick speeds up the operation so
it is worth using one here.

The graphics and the sound
are very good. Although
Shuffle is written-in BASIC, it
has all the qualities of a good
machine code game. The in-
structions are clear and easy to
follow and the game simple to
play but requires plenty of
patience and brain power.

Shuffle is a game for the
whole family to enjoy. For its
price it’s very professionally
written and will shame many
games retailing at much higher
prices. Just goes to show that
high price is not always a
guarantee of quality. If you are
a puzzle addict then Shuffle is
definitely the game for you.
Excellent value for money.M.B.

Price: £2.99
Publisher: Budgie

Address: 1 Orange St, Sheffield
S14DW
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Diamond Mine

Armed with only a very long
pipe you must save the mine
from the deadly killer bugs and
rescue the remaining diamonds.
Well, sort of, the game is not
quite that exciting, but it is very
skillful.

Starting from a point at the
top of the screen, you — the
chief mine-worker, presumably
— must guide your pipe down
through the maze of tunnels,
avoiding touching-the walls and
bugs, to reach the diamonds.

You start with a set amount
of pipe but if you hit a wall or a
bug, you lose twice as much
pipe as there is on the screen. If
you reach a diamond or your
pipe is eaten by a bug then you
just lose the amount of pipe
visible. There are' eight
diamonds to collect and each
screen starts with less pipe.

The game takes quite a while
to get used to as the maze is very
difficult to move through, If
you do manage to get all eight
diamonds — it took me a few
goes! — then the next screen is
the same as the first with less
pipe. This leads to a fairly
boring game in the long run.
Admittedly when 1 reached a
fairly high level the screen maze
did alter slightly but by then I
was almost too bored to notice.

The instructions are good and
the graphics quite reasonable,

but the game is not very
playable — it’s difficult to
master and repetitive to use.
Fair to average. D.B.
Price: £2.50
Publisher:

Blue Ribbon Soft-
ware Ltd .

Address: Silver Hse, Silver St,
Doncaster, S Yorkshire
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Master of the Lamps

This game is definitely differ-
ent. It involves magic carpets,
genies and lamps; you have to
assemble the pieces of three
broken lamps and return the
escaped genies to them. This is
to be done, rather improbably,
by hitting gongs.

There are two different types
of screen to negotiate. In the
first, which 1 found quite easy,
you have to fly through a tunnel
on a magic carpet; the tunnel is
represented by a series of
coloured diamond shapes, and
5o long as you keep steering
towards the littlest one you can
see you shouldn’t go far wrong.
The second phase is trickier.
Here, a genie blows a sequence
of notes into the air and you
have to hit the corresponding
gongs in the correct order
before the notes drift down and
catch you. In the beginners
version of the game, the notes
are colour coded to help you. In
the full version, the colours
disappear quickly if they are
given at all.

Every time you complete one
tunnel and one sequence of
gongs, you are rewarded with
one piece of a lamp. To
assemble all three lamps you
need a total of 21 pieces; you
will need far more staying
power and a better sense of
pitch than I have to get them
all.

The concept is interesting,
and the graphics and sound are
very good, particularly the
music which accompanies the
magic carpet flight. It's a shame
Activision had to spoil the
game’s appeal by putting such a
ridiculous price tag on it. M.N.

Price: £11.95
Publisher: Activision
Address: 15 Harley Hse, Mary-

lebone Rd, Regents Park, Lon-
don NW1 SHE

Graham Gooch's
Test Cricket

With a summer like we've had,
cricket addicts fed up with rain-
affected matches now have an
alternative, guaranteed against
rain, bad-light and almost
everything except power
failures — Graham Gooch’s
Test Cricket. What's more,
those who think they could pick
a better team than the official
selectors can have a go.

The game starts by selecting
from a 40-over, 55-over,
60-over or two innings match
and deciding skill level. Then
you choose between two player
or one player simulation or one
player arcade. That completed
you choose the England and
Australian 11 from the 20
possibles for each, and off you
gO.
Simulation means that you
can just sit back and watch — a
55-over match takes over an
hour. But if you wish, you can
control the batsman’s tactics,
aggressive, normal or defensive.
Arcade mode involves timing
the batsman’s stroke or shaking
the joystick to energise the
bowler. In both, you choose
your side’s bowlers and when
they should change. The
graphics are great, and the
limitations ofthe C64 are made
up for by imaginative anima-
tion, like fielders tossing the
ball in the air after a catch.

True cricket enthusiasts will
be unhappy with some aspects
of the realism — I've yet to see
a maiden over for example. 1'd
also like a fact sheet about the
players, as the programmer sees
them, to help choose the teams.
Nevertheless, it’s all good fun,
and where else can you see
Border bowl weakly to a
defensive lan Botham. B.J.

Price: £9.95
Publisher: Audiogenic

Address: 39 Suttons Ind Pk,
Reading, Berks
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Guy in the Hat/
Secret Sam 2

First of all, I love the idea —
Iwo games on one cassetle —
fantastic. Wait a minute, what
are the games? Well, Guy in the
Hat is your standard keybasher
actually.

Guy wanders across a
hexagonal grid, eating biscuits
and avoiding the ‘‘Bickie
Bashers”, who remind me of
things I used to stick on the top
of my school pencil (see Freud).
As Guy eats a biscuit the hex
changes colour and is impass-
able, This is also true if he
drops his hat, which can be
detonated under a nastie. The
number of biscuits in Guy’s diet
increases by level. Graphically
this game is alright, but it has
little or no lasting appeal and
could be quite neatly achieved
in BASIC.

The reverse is true of Secret
Sam 2, a text only mode 7
adventure, in the private eye
world of Secret Sam. Apart
from a rather smug command
parser, this game has a large
number of locations, which I,
Conan the Keypusher, failed to
reach without cheating. | won't
give too much away, but doors
can be passed and never take a
battery from a strange road.

Both the games on this
cassette are fairly average, but
remember a few vears ago they
could have been available
separately at £7.95 each, so give
them a try and lock up your
card again. D.A.

Price: £2.50

Publisher: Blue Ribbon Soft-
ware

Address: Silver Hse, Silver St,
Doncaster

Birdie Barrage

Birdie Barrage is the answer to a
golfing widow's dream and may
well force owners of gold
courses into market gardening.
Anyone who prefers sitting to
walking but still enjoys a game
of golf, will find this program a
boon.

The game features an 18-hole
golf course with bunkers,
streams, lakes, trees and rarely
a straight fairway. The current
hole is displayed on the screen
and at the tee, an arrow and
number shows the direction and
strength of the wind which has
to be taken into consideration
when setting direction and
strength of shot.

The number of strokes taken
is not displayed until the score
card is shown at the end of each
hole.

Once on the green, the screen
changes to show an enlarged
view of the area round the hole
but to make life difficult, the
type of green can vary from fast
to slow. This has to be allowed
for when setting the strength of
shot, The effect of the wind
upon the flight of the ball is
very realistic but unlike a real
game of golf where an accurate
ball can drop into the hold even
if the stroke is too strong, in
this game the strength of shot
has only a small margin of error
and if hit too hard, the ball will
pass straight over the hole.

The game is: addictive and
very enjoyable and its response
to the choice of the club,
strength of shot and direction;
was consistent and realistic.
“Faldo, watch out!” 1.D,

Price: £7.95
Publisher: CDS Micro Systems

Address: Silver Hse, Silver St,
Doncaster, S Yorks DN1 1HL




Fu-Kung in Las Vegas
It’s a long time since ['ve seen
anything as awful as this. Even
the inlay card notes don't seem
to be able to explain it adequat-
ely. The hero, Fu Kung, is an
American detective of oriental
extraction who has to check all
the casinos in Las Vegas to see
if they’re honest. As a result, he
must apparently collect cards,
and avoid twirling thingies and
electrocution as he makes his
way under your contpol from
one screen to another.,

OK, 1 have to admit it, the
colours selected show up well
on the green screen, but they
look awful otherwise. The
characters are incredibly crude,
move jerkily, flicker, and are
painfully slow. Even so, it’s not
easy to succeed on screen one,
given the choice of hard or easy
games on the equally awful
introductory screen. Sound is
minimal.

I tried about eight times to
get further, but frankly
wouldn’t have bothered had 1
not been reviewing. On the easy
level, lives seem to be infinite.
Not as good as some ZX81
games I've seen, what on earth
are Amsoft doing releasing this
on the machine that can depict

Knight Lore, Sorcery, and
Everyone's a Wally to perfec-
tion? Truly grim! D.M.
Price: £8.95

Publisher: Amsoft

Address: 169 Kings Rd, Brent-
wood, Essex CM14 4EF

Everyone's a Wally
Many conversions are either
half-hearted and uninspired,
taking no advantage of the
different facilities of the new
machine. This is different, and
it’s superb. The Wally song is
here in three voices, and on tape
too, and whereas the characters
and buildings of the town were
in monochrome on the Spec-
trum, here they are all in
glorious colour with super
smooth movement, and sound
effects. It’s better than most
cartoons on TV and even, dare |
write it, better than Sorcery.
Magical!

The game itself has become a
classic. You control either
Wally, or any of his friends as
they trog around the town.
Each has different skills, and
whilst wandering you will
discover different jobs which
need doing, like mending the
fountain, repairing a pylon, or
building a wall. Not only must
you find and control the person
whose skills you need, but you
must also acquire the bits to use
too. Then they get paid, and the
cash put into the bank. All you
need then is the combination to
the safe — also spread about
the town — and you get the
cash. A monster task, compli-
cated by the fact that certain
nasties are flying around which
sap your energy, particularly in
the built-in arcade games, and
soon use up your three lives.

The notes describe this as a
complete entertainment
package, and for once, I agree.
A masterpiece. How about
releasing the next one for the
Amstrad first, Mikrogen? You
can certainly make the machine

hum! D.M.
Price: £9.95

Publisher: Mikrogen

Address: 44 The Broadway,

Bracknell, Berks

Screwball

Screwball is basically a very
simple game. You are the
“Screwball’’ and it is your job
to jump around the 3-D maze
changing the colour of the
squares in order to progress to
the next screen. You have 60
seconds in which to complete
your task before you die.
However, 60 seconds is a long
time and there are some rather
awful little black bugs which are
there just to make your task a
little more interesting.

By simply moving over the
squares they would have diffi-
culty catching you, so to help,
they do not always move onto
the squares. Your defence
against the bugs is your ability
to dig holes into which they will
fall. In case of deep trouble
there is also a hyperspace
function which returns you to
the top of the screen. Of course
this has no guarantee of
working and you can often die
using it.

The instructions are quite
adequate and the graphics are
very pretty. Needless to say,
there ‘are problems with the
game. By cunningly placing the
holes where the bugs appear it is
possible to gain extremely high
scores, but this also makes the
game quite boring. The main
criticism I have is that the game
contains a bug which I'm sure
was not intended. Occasionally
a second stationary screwball
will appear which can not be
moved and when eaten by a
““black bug'’ causes you to die.
Though, I must say, on the
whole the game is of a high
standard. D.B.

Price: £2.50

Publisher: Blue Ribbon Soft-

ware

Address: Silver Hse, Silver St,
Doncaster, S Yorks

“programs, three on each side.

Kiddisoft Magazine

This is the first of a monthly
tape magazine aimed at four to
eight year olds, “ideal for
keeping the children busy on
wet days — or so I thought.
The cassette consists of six

Side 1 has Balloon puzzle, Pip
word game and Number Game.
The first game is a re-hash of
the comic book game of untan-
gling balloon strings to find the
owner. Pip checks to see if the
user can memorise a three-letter
word. A word is shown and the
child has to press a key when he
sees the particular word on-
screen again. Number Game
tests the childs ability to add up
to 10.

Side two starts with Humpty,
another number game, in which
the child’s ability to do basic
addition  is tested. The next
program is a teach and test
natural history — about Blue
Tits — but strangely no colour
is used. The final program is a
simple text adventure using
single key responses which the
user must help Pisky Green find
seven stolen objects,

Though the idea behind the
cassette is sound, the copy I
received had not been
thoroughly de-bugged a com-
petition mentioned was missing;
and at £3.99 it is not exactly
cheap. More care should have
been taken with the content of
the tape to attract children,
possibly it is too ambitious a
project for a small firm to
tackle. M.W.

Price: £3.99
Publisher: Kiddisoft

Address: 5 Nanpusker Rd,
Hayle, Cornwall TR27 5JR
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Consign the aliens to oblivion by
blasting your way through Stephen
Dell's game for the C64

Every zone's a danger-zone in
this foray into alien territory.
As you guide your space ship
towards the objective, aliens
armed to the mandibles with
lasers attempt to catch you in
their crossfire. Your mission is
to obliterate the area the aliens
call ““zone sweet zone''.

When RUN, the hi-score table
is displayed. Hit a key, then the
ten levels of play appear. Select
the one you want by moving the
green spaceship beside the
desired level of play by pressing
‘A’ to go down a level and ‘Z’
to go up a level. Hit the space-
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bar to confirm your choice.

To qualify for inclusion in
the hi-score table you must have
attained a score greater than the
lowest score in the hi-score table
on Lone Zoner level only. How-
ever, it is very difficult to get
into the hi-score table as the
scores are set 50 high. These
scores can be lowered by
changing the values in the
variables T(1-5) in lines 6 and 7
as follows: T(1) = 855, T(2) =
600, T(3) = 390, T(4) = 225,
T(5) = 105.

Having chosen the level of
play the game will start. On the
screen will be: your SPACE-

SHIP (green), ALIENS (red
and blue), a ZONE (yellow),
WALLS (orange), a LASER
(white — appears occasionally)

The number of lives you have
remaining is displayed on the
bottom left of the screen. The
zone type you are currently
attempting to destroy is the one
lit up vellow on the bottom
right of the screen. Displayed at
the top of the screen is the level
being played, your current
score, and the hi-score.

Your spaceship continues
moving in the chosen direction
until the key is released. The
yellow zone on the screen is
your objective — it is your
mission to destroy as many of
these as you can, avoiding the
aliens positioned around the
screen and their deadly fire.
Lose three lives and the game
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ends. Plot the quickest route to
the zone, which is destroyed on
collision with your spaceship.
The value of the zone is then
added to your score and the
next zone type appears at a
randomly chosen location on

T

.

the screen.

Aliens fire to the left and
right, depending on where you
are in relation to the firing
alien. When an alien fires at you
it explodes, its laser destroying
any aliens in its path in an effort

to blow you away. A laser
explodes when it hits a wall (or
if it hits your spaceship!)
although it rebounds in the
opposite direction if it hits the
zone. This is because it is the
aliens’ task to defend their
zones — not destroy them.

Blue aliens appear through-
out the game at a frequency
determined by the level selected
at the beginning of the game,
appearing one at a time at
randomly chosen locations on
the screen except when a laser is
being fired, when they tempor-
arily stop appearing. They start
appearing again when the laser
has exploded, having hit a wall
or your spaceship. It is
therefore safer to move
(especially on the higher levels
where aliens appear at a greater
frequency) more often when a
laser is being fired than when it
is not, as a blue alien can appear
in your path at any time and, if
it appears directly in your path,
will result in it being too late to
swerve to avoid it.

If you hit a wall your
spaceship does not explode,
preferring to come to rest beside
it. Often it is necessary to
“‘persuade’’ aliens to fire at you
so that their fire will destroy
any other aliens blocking your
route to the zone. As the game
progresses it becomes increas-
ingly necessary to do this, some-
times having to clear vast areas
of the screen to get at the zone.

Scoring

Proceeding zones are worth an
increasing multiple of five, so
the first zone is worth 5 pts, the
second 10 pts, the next 15 pts,
the next 20 pts, and so on.

Controls
A up
Z down
comma left

full-stop right

Variables

T(1-5) hi-scores

T$(1-5) hi-scorers

42 value of zone

TES level's name

SC score .

LI number of lives left

A spaceship’s position

D direction of spaceship

VY1 spaceship’s shape

DR direction of level selection

indicator
position of level selection

indicator

¥ position of zone

R zone's shape (14 types)

Z position of laser

G direction of laser

AL position of zone type

J  codes of characters in hi-
scorer’s name

T$ hi-scorer’'s name

LE frequency with which blue
aliens appear (0.1 = Coward
and 1 = Lone Zoner)

X,J8,A$ XS temporary variables

Y1

How It works

0-125 initialisation of variables
and character set, set-up
screen

130-190 game procedure if laser
not being fired

200-270 enter level of play (levels

1-10)
290-325 change direction of
spaceship

350-380 increase value of zone,
change its shape and position
it at a randomly chosen loca-
tion on screen

400-450 game procedure if laser
being fired

500-518 e¢nter name for hi-score
table

520-530 display fact that hi-score
attained

560-580 erase name of level and
redisplay it in green

600-620 explosion sound if laser
hits wall

700-735 explosion sound if you
hit zone

800-825 spaceship explodes,
sound effects, if more than
zero spaceships left then
continue game play

830-834 has hi-score been
attained?

849-863 display hi-score table

961-1166 numeric data

1170-1200 string data

REMX

o gONEAPRWAN -

REM% LONE ZONER X
BY STEPHEN DELL X
REMX MARCH 1985 X%
PDKES#Z?&,O:PDKESQZ?&,128:PDKE54276.129:PDKE5427?.15:PDKE542?8,15=PDKE542?3,0
POKES3265, 11: POKES2, 48: POKESS, 48: CLR :
PGKEESZS0,0:POKEEBEBi,O:PRINTCHRﬁ(B);CHR${142):T(I)=7?BO=T(2)=5640=Tt3)=3705'
T(4)=2175:T(5)=1050:T$(1)="SOMETHIN TO HIDE":T$(2)="MYSTERY MOUNTAIN":HI=798C
T$(3)="SWEET AND SIMPLE":T$(4)="OFPENED THE DODR":T%(S5)="WINDS OF MARCH"
V2=5: POKES3280, 0: POKES3281, 0: PRINTCHRS (8) : R=33: RESTORE
2 FORI=12288T012543: READU: POKEI, Uz NEXT
3 FORI=12544T012551:FPOKEI, O: NEXT
4 FORI=12552T012559: READU: FOKEI ,U: NEXT
15 FORI=12672T012751: READU: POKEI ,U: NEXT
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146 FORI= 12560T012671: READU: POKEI , Uz NEXT

17 FORI=1277&T0O12807: READU: POKEI, U:NEXT

20 POKES3272,28:V1=64:AL=1955&

2§ Dw542?2:PUKE53265 11: GOSUBB49: PRINT"[CLEAR]": : POKES3265, 11: 60SUB200: FRINT"[CLE
A J "

23 FORI=1TOLEX10:READTE$:NEXTI

24 IFLE<1ITHENFORI=LEX10TO9:READJI$:NEXT

25 POKES3245,11:FORI=1105TO1902STEPAL.5

30 IFRND(1)<.25THENPOKEI,28: POKEI+0, 10

40 NEXT:X=1105:A=1544

S0 POKEX,O:PuKEx*D,B:PDKEX+1,0:PDKEK+D+1.B:PDKEX+4D,O

60 POKEX+0+40,8: POKEX+41,0: POKEX+0+41,8: X=X+92

70 IFX<1B40OTHENSO

80 FORI=1044T01103:POKEI, 0: POKEI+0,0:NEXT:FORI=1904T01983: FOKEI,0: POKEI+D, 0
85 NEXT:FURIﬂ1064T01904STEP40 PDKEI 0 POKEI+0,O: NEXT:FDRI=1103?01?035TEP40
90 POKEI, 0=PDKEI+D O:NEXT

105 SC—O:LI—3 PRINT“IHDHEJE: 71";TE$; TAB(18) s "[LYELLOW1";SC; TAB(31);"[c 11"3;HI:GO
SUB350

106 PRINT"[HOMEJICLDOWN]CDOWNICDOWNICDOWNICDOWNICDOWNICDOWNICDOWNICDOWNICDOWN] CDOW
NICDOWNICDOWNICDOWNICDOWNICDOWNICDOWNICDOWNICDOWNICDOWNICDOWNICDOWNICDOWN 1 CGREEN
JCs %1 [s %] [s %x1";TAB(12);

107 PRINTCHR$(34);" # $ % & > () 2% , — . /": POKEAL+0O,7

110 IFPEEK (A)=28THENA=A+1:G0TO110

112 IFPEEK (A)=0THENA=A+1:G0TO110

115 POKES3I265, 27: POKES4273,0

120 GETJ%: IFJ$<>""THEN120

125 POKESA4296,15:POKES4276,129

130 IFPEEK (A)=28THENE=3:GOT0800

134 Y=RND(1)%79&6+1107

135 POKEA,V1:POKEA+0,5S: IFRND (1)< (LE) ANDPEEK (Y) =3Z2THENPODKEY, 28: POKEY+0, 14
145 I= INT(RND(I)!41}+<A—2UJ-IFPEEK(ZJ=29THENGDSUB400

171 GETA$: IFA$<>""THENGDSUEZ290

174 IFPEEK (A+D)=0THEND=0

175 IFPEEK (A+D)=RTHENGOSUEB700

180 POKEA, 32: A=A+D: IFPEEK (197)=64THEND=0:V1=64

190 GOTO130 !

200 PRINTTAEB(11);:;"[c 1JISTATUSCDOWNI"

205 FORI=1TO9:READX$:PRINTTAB(10); "[DOWNILc 71"313" [c 313 X$:NEXTI:Y1=1193:LE=1
$tPRINT"Lc 71"

210 PRINTTAB(10)3;"10 [c 3ILONE ZONER"

215 POKES3265,27:POKEL198,0

220 POKEY1,30:POKEY1+0,5

225 GETAS$

230 IFA$="A"ANDY1 >1193THENDR=-80

240 IFA$="Z"ANDY1<1913THENDR=80

249 IFPEEK (197)=54THENDR=0

250 IFY1+DR<1153THENDR=0

255 IFY1+DR>1913THENDR=0

258 IFA%$=" "THENLE=LE/10:GOSUBS&0:RETURN

259 IFDR=-80THENLE=LE-1

260 IFDR=BOTHENLE=LE+1

270 Y1=Y1+DR:POKEY1-DR, 32:60T0220

290 IFA$="A"THEND=-40:V1=31

300 IFA$="I1"THEND=40:V1=33

310 IFA$=","THEND=-1:V1=29

320 IFAs$=","THEND=1:V1=30

325 RETURN

350 V=INT(RND(1)%x79&)+1107

360 IFPEEK (V)< >32THEN3S0

365 IFA=VTHEN3SO

366 IFSC=0THEN370

367 V2=V2+5

370 R=R+1: IFR=48THENR=34

371 POKEV,R:POKEV+0D,7

372 IFSC=0THEN37S

373 POKEAL+0,5: IFAL=1982THENAL=1954

374 AL=AL+2:POKEAL+0,7 z

375 IFEI-ZTHENEI=0:PDKE54296,15:PDKES4276,33=PGKE54277,15:PUKE542?B,15




429
430
435
440
450
S00
S02
S0
S04
S0S
S06
507
S08
509
S10
S11
512
S13
S15
S16
S17
S18
S20

RETURN

G=SGN(A-Z) : FOKES4276, 128: FOKES4274, 129: FOKES4277,11
POKES4278,0: POKES4273,5

IFFEEK (A) =2BTHENE=3: GOTOB800

IFFPEEK (Z) =0THENGOSUEB&00: RETURN
POKEZ,27:FOKEZ+0, 1: IFZ+G=VTHENG=SGN (Z-V)
POKEA,V1:POKEA+O, S: GETA%: IFAS$< > " " THENGOSUEB290
IFPEEK (A+D) =0THEND=0

IFPEEK (A+D) =RTHENGOSUE700

IFA=ZTHENE=3: GOTOB00

IFA+D=ZTHENE=2: GOTOB0O .

POKEZ,32: Z=71+G:FPOKEA, 32: A=A+D: IFFEEK (197 )=64THEND=0: V1=464
GOTO410

GOSUBS20: PRINT"[DOWNILGREEN]"; : T$=""2: X=0
POKES3265, 27: FOKE198,0

GETA%: IFA$=""THENSO3

J=ASC(A%): IFJ=1480RJ=170RJ=14S0RJ=290RJI=157 THENSO3
IFJ=20ANDX=0THENSOZ

IFJ=20THENX=X-1:G0T0OS11
IFPEEK(l??)uZDRPEEK(1?7J=?THEN503

IFPEEK (197)=1THENS15S

IF (J<&S0RJ>90)ANDA%$< >" "THENSOZ

X=X+1

PRINTAS$;

IFX=17THENS1S5

GOTOSO3

FORI=1504TO1504+(X-1)

IFPEEK(I)=32THENT$=T$+" ":60T0S18

T$=T$+CHR${(PEEK (1) +64)

NEXTI: RETURN

FRINT"[CLEARILYELLOWICONGRATULATIONS>>": FRINT"[DOWNILec 11YOU HAVE AT LAST QU

ALIFIED"

525
HE MEANEST"

526
S30
S60
S70
S80
&00
605
&£20
700
710
720

PRINT" [(DOWNILGREENIFOR THE HI SCORE TABLE AND":FRINT"[Lc FJILDOWNIARE ONE OF T

FRINT"L[c, 71[DOWNIZONE DESTROYERS IN THE WORLD"

PRINT"Cc 1JCDOWNIYOU MAY KEY IN UF TO 17 LETTERS":RETURN

FORI=Y1+STOY1+14: POKEI+0,0:FORX=1TD20: NEXT: NEXT: FORI=Y1+5TOY1+14: FOKEI+0,5
FORX=1TD20: NEXT:NEXT

FORI=1TD1500: NEXT: RETURN

FOKEA, V1:POKEA+D,S

FOKES4296, 0: POKES4296, 15: POKES4276, 0: FOKES4276, 129: FOKES4277, 11: FOKES4278, 0
FOKES4273, 2: RETURN

FOKEA, 32: FOKEA+D, V1: FOKEA+0+D, S5: SC=SC+V2: A=A+D: POKES4274, 128: FOKES4276, 129
FOKES4277, 11: FOKES4278, 0: POKES4273, 11: GOSUB3IS0
PRINT"CHOMEILYELLOW]"; TAB(18) ; SC: IFPEEK (197) < >64ANDFEEK (A+D) =0THEND=0: RETURN
IFPEEK (197) =64THEND=0

RETURN
LI=LI-1:IFLI=2THENPRINT"CHOME][DOWNILDOWNILDOWNILDOWNILDOWNICDOWNICDOWNI CDOW

NICDOWNICDOWNICDOWNICDOWNICDOWNICDOWNICDOWNICDOWNICDOWNICDOWNICDOWNICDOWNICDOWN ]
[DOWNICDOWNILGREEN]ILs %1 [s %1 "

801

IFLI=1THENPRINT" CHOME]CDOWNICDOWNICDOWNICDOWNICDOWNICDOWNICDOWNICDOWNICDOWN]

CDOWNICDOWNICDOWNICDOWNICDOWNICDOWNICDOWNICDOWNICDOWNICDOWNICDOWNICDOWNICDOWNICD
OWNILGREENILs %1 "

802

IFLI=0THENFRINT"[HOME]LDOWNICDOWNICDOWNICDOWNICDOWN]CDOWNICDOWNICDOWNICDOWN]

CDOWNICLDOWNICDOWNICDOWNICDOWNICDOWNICDOWNICDOWNICDOWNICDOWNICDOWNICDOWNICDOWNIED
OWNICc I1END OF PLAY"

804
805
806
807
808
809
810
811
812
813
814
815

FRINT"L[HOMEILc 11";TAB(31);HI
IFE=2THENE=0: FOKEA, 32: A=A+D: POKEA,V1: FOKEA+D, S
IFE=3THENE=0: POKEA,V1:POKEA+O,S

J=SC: IFJ>HIANDLE=1THENHI=J

IFLI=0THENFRINT"[HOMEILc 11";TAB(31);HI

IFE=2THENE=0: FOKEA, 32: A=A+D: FOKEA, Vl FOKEA+D,S
IFE=3THENE=0: FPOKEA,V1:FPOKEA+O,S

FOKEA, 63: FOKEA+OD, 1

PDKE54296.0:PUKE54276,0:PDKES42?3,0

FPOKES4296, 15: POKES4276, 129: POKES4277, 15: POKES4278, 15: POKES4273,2
FORU= ITDSS FDRY*12792T0127?9 FOKEY, RND(i)t256 NEIT NEXT
IFLI>OTHEND=0: GOTO120




B1&
822
GOSU
825
.B30
‘831
g32
833
834
849
TAB
850
WNILC
BS1
861
862
863
961
&2
963
964
965
966
967
968
969
970
71
972
973
974
975
976
977
978
7%
980
981
982
983
84
985
986
987
1010
1020
1032
103
1034
1035
1040
1041
1042
1043
1044
1100
1110
1120
1130
1140
1150
1160
1165
1166
1170
1180
1190
' 1200

FPOKES4276,0: POKES3I265, 11

1FJ>T (5) ANDLE=1THENPF=0: POKES3265, 11: PRINT" [CLEAR]" : GOSUBS00: PRINT"LCLEARI":
BE30 :

D=0: 60TD9

FORI=1TOS: IFPP=0ANDSC>T (1) THENFP=1I

NEXTI

IFPP=STHENT (5)=SC: T$ (5) =T$: RETURN
FORI=STOPFSTEP-1:T(I)=T(I-1):T$(I)=T$(I-1):NEXTI:T(PP)=SC:T$(PF)=T$%
RETURN

PRINT"CCLEARICYELLDWI"; TAB(14); "LEVEL TENLDOWN1":PRINTTAB(11);"[c 11HI SCORE
LECDOWNICDOWNICLc 31"

FORI=1TOS: PRINTTAE(8) ; T$(I); "CDOWN]":NEXTI:PRINT" [HOME]C[DOWN]ICDOWN]ICDOWNILDO
GREEN1":FORI=1TOS

PRINTTAB(25) s T(I): "[DOWN]1":NEXTI

PRINT"CDOWNILc 71";TAB(8);"FRESS ANY KEY TO FLAY":FPOKE198,0:POKES3265,27
GETA$: IFAS$< >" "THENRETURN
G0TOBL2

DATA195,231,102,24,24,102,231,195

DATAZ24,62,102,99,127,251,195,199

DATAZ06, 223,99,110,110,99,223,206

DATAZ28, 127,99, 192,192,999, 127,28

DATAZ224,248,110,103,99, 103,254,224

DATAZ204, 254,99, 56, 56,99, 254, 204

DATAZ04, 254,99, 48,60, 124,224,192

DATA2S4, 231,96, 44,47,99, 255, 206

DATAS1,99, 103,230,254,119,115,51

DATA48,56,28,12,24,24,56, 48

DATALO, 255,219,24,12,12,56,112

DATA19S, 199, 108,120,120,108,199,195
DATA192,192,96,956,48,115,222,206

DATA19S, 195, 102, 102,126,219,219, 195

DATA19S, 195, 198,230,115, 121,237, 198

DATAZ24, 60, 102,99, 195, 198, 124,24

DATAZ0&, 255, 99,198,108,120, 192,172

DATAZ4, 46,99, 195, 199,230,252,6 .

DATA&LO, 103, 195,198, 120,248, 206, 199

DATASS, 127, 195, 240, 60,30, 252, 192

DATASG, 126,211,24,48,48,24,28

DATA102, 102, 195, 195, 195, 102, 60,24

DATA195, 195,198,102, 102, 60,24,24
DATA195,195,219,219,126,102,195,195

DATA195, 227,102, 60,24,24, 126,231

DATA19S, 195, 102, 60, 24, 48,55, 31

DATAZ27, 255,204, 24, 24,51, 255,227

DATAD,0,60,126,126,560,0,0

DATA&LO, 127,120,30,60, 126,102,102

DATA3, 15, &3, 255, 255,63, 15,3

DATA192, 240, 252, 255, 255, 252, 240, 192

DATA24,24,60,60,126, 126,255,255

DATAZ2SS, 255, 126, 126, 60,60, 24,24

DATAZ4, 124, 103,227,198, 102,62, 24,24,56,60,28,12,24,24,24

DATAZ4, 60,102, 199,30,48, 126,243,60,118,203, 14, 14,203,118, 60
DATASAL, 112,102,238,255,12,12,28, 14, 63,224,248, 60,6,62,124

DATAS, 15,56, 108, 206, 102, 119,30, 195, 255, 14,60, 60,24,48,112

DATA&O, 110, 195,99, 122,207,199, 124,56, 126,195, 231,60,24, 112,224
DATA126, 255, 219, 153, 255, 60, 126, 255, 24, 60, 60, 24, 24, 255, 255, 60
DATA153, 219, &0, 24, 231, 255, 195, 255, 224, 248, 192, 255, 248,224,254, 248
DATA195, 219, 126, 102, 195, 255, 24, 60,255, 126, 60, 24,24, 60,126,255
DATA19S, 102, &0, 195, 195, 60, 102, 219, 255, 219, 195, 219, 126, 60,102,193
DATAZ204,51, 255, 204, 255, 204, 51,204, 60,24, 24,126,195, 195,219,255
DATA19S, 195, 153, 255, 255, 153, 195, 195, 255, 255, 195, 195, 195, 195, 255, 255
DATA&LO, 126, 126,255, 102, 102, 60, 231,60, 24,255,195, 102,126,219,195
DATAOD, &0, 60,60, 60,0,0,0, 24,60, 40,24,0,24,24,0,0,0,0,0,0,0,0,0
DATAZ24,24,60,231,231,60.24,24,24

DATACOWARD, CADET, SOLDIER, CAPTAIN, COLONEL , GENERAL , WARRIOR
DATAAVENGER, CRAZY HERO

DATACOWARD, CADET, SOLDIER, CAPTAIN, COLONEL , GENERAL , WARRIOR
DATAAVENGER, CRAZY HERO,LONE ZONER
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MIKRONGEN

PROUDLY PRESENTS
THE WORLD PREMIERE
MIKBOE 2/ &

GAMES

Shadow of the Unicorn

will be showing at the
PCW Show, 6 - 8 September.

The depth of game play
is given a new
dimension
by taking advantage of

the MLGID-PL-~s interface

INCREASING SPECTRUM SOFTWARE
CONTENT BY ALMOST 50%



Can you see all the
colours of the
Spectrum?

Andrew Bird's
program tests

your colour vision

Do people immediately put on
sunglasses when they see you
walking down the street —
because they may be blinded by
the colour clashes of your
clothes. Do you regularly have
arguments about what colour
something is? If the answer to
both questions is yes, you may
be colour blind. A large propor-
tion of men are colour blind
and many never become aware
of it.

This program asks you to
identify 24 letters against
different background colours
and your results are analysed by
the computer to give you an
overall picture of the range of
your colour vision.

How it works

1-30 initialise variables etc

40-110 print instructions

200-350 demonstration

500-700 the test

1000-1310 analyse results

5000-5010 data for colours in
test

7000-7080 instructions

9000-9010 graphics

9500-9600 m/code for ink
change

Variables

bl,gr,re used to analyse results

Dim x ink colour for letter

Dim y paper and ink colour for
background

Dim w used to count wrong
input letter

Dim r§ report statements

i$,j$,k$ instructions

t test loop

f,d,n general purpose loops

le random letter

v,h used to position letter on
screen

a$ letter input

REM Colour blindness test
REM By A.G.Bird 1985

FOKE 23458,8: POKE 23609,30
RANDOMI ZE

10 BORDER S: PAPER S: INK 0O: CLS

15 LET bl=0: LET gr=0: LET re=0

20 DIM x(24): DIM y(24)

25 DIM w(24): DIM r$(5,40)

30 GO SUB S000

39 REM Print ansrructions

40 PRINT AT 0,03 PAPER 1; INK 73 BRIGHT 13"
COLOUR BLINDNESS By A.G.Bird

~ 0 K-

45 PRINT *

50 FOR f=1 TO LEN i$: PRINT i$(f);: BEEP .0
05,25: NEXT +

55 BEEP .01,0: FOR d=1 TO 100: NEXT d: PRIN
T *°

60 FOR =1 TO LEN j$: PRINT i$(f)3;: BEEF .0
0S5,26: NEXT f

&5 BEEF .01,0: FOR d=1 TO 100: NEXT d: PRIN
T P ’

70 FOR $=1 TD LEN k$: PRINT k$(f);: BEEP .0
05,271 NEXT ¥

80 PRINT AT 18,03 BRIGHT 1;" Press 'D’ for
demonstration or *T’ for colour blindness tes
£,

90 IF INKEY$="D" THEN GO TO 200

100 IF INKEY$="T" THEN GO TO 500

110 GO TD 90

199 REM Demonstation

200 FOR =2 TO 19: PRINT AT £,0;"

"y NEXT ¢

230 PRINT AT 20,0; PAPER 13 INK 7; BRIGHT 1;
o DEMON
SESTRATION "

250 FOR f=1 TO 255

260 POKE 30018, f

270 LET d=USR 30000

280 BEEP .2,#/3-30: NEXT

290 POKE 30018,45: LET d=USR 30000

300 BEEP 1,-40

310 FOR =2 TO 2i: PRINT AT #,0;"

": NEXT ¥

350 GO TO 80
499 REM Test
S00 FOR #=2 TO 19: PRINT AT #,0;"

"y NEXT %

510 FOR t=1 TO 24

520 POKE 30018,y(t)

530 LET d=USR 3I0000

540 LET le=INT (RND¥2S)+65

550 PRINT AT 21,0; INK S5;CHRS le

560 LET v=INT (RND%B)+10

570 LET h=INT (RNDX23)+1

600 FOR =0 TO 7

610 FOR n=0 TO 7

620 IF PDINT (n,f) THEN PRINT AT v-f,h+n; P
APER 8; INK x(t)g" "

&30 NEXT n: NEXT f

&%0 INPUT #0;"WHAT LETTER CAN YOU SEE ? "3
LINE as

&40 IF CODE as<>le THEN LET w(t)=1
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To celebrate their new Home Education
titles Acornsoft are oﬂ‘erlng big
discounts on their previous e

ucation

titles to HCW's BBC owners

SPECIAL OFFER

his week we are able to

offer our BBC owning

readers an outstanding
discount on a number of
products in the Acornsoft
Education range.

Elsewhere in this issue, you
will find a review of the new
Acornsoft Home Education
releases and you should
appreciate the thought and
programming skill which goes
into the range of programs
which Acornsoft publish.

We offer here a range of
programs from the well estab-
lished Education department of
Acornsoft which are designed
for use in both the school and
the home. There are programs
for all ages from the pre-school
child to the A-level student and
they cover areas as diverse as
Chemistry, Physics, Maths and
even art.

The basic offer is a straight
£2 off any package which you
wish to order. You can claim as
many £2's as you like, there is
no limit to the savings you can
make.

The first two of the programs
haven't actually been advertised
yet, Gas Laws and Symmetry,
only available on disc, are
aimed at the middle years of
schooling and contain both
teaching sequences and testing
routines. Symmetry has three
programs, each of which ex-
plores a different area of this
fascinating subject. There is
also a fully detailed manual
with activity sheets and teachers
notes.

Gas Laws is both a teaching
and demonstration package
which can be used as the basis
of both a testing and an experi-
mental situation. The graphic
displays are true to life and
there can be a random element
built into the experiment read-
ings. Both these disc packages
will be sold at £14.95 but with
this offer they can be yours for
£12.95.

There are three Chemistry
cassettes which are aimed at the
examination student during
their preparation for O or A
level. Chemical Analysis deals
with the identification of both
elements and compounds from
a standard battery of tests.
Chemical Simulations is one
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way of running a number of
experiments without the

difficult aspects of safety and
equipment. The three programs
cover infra-red spectroscopy,
organic

acid titrations and

functiohal group analysis.
Chemical Structures allows the
student to represent the
bonding of molecules on screen
and makes the 3-D shapes of
compounds easy to understand.




The Chemistry cassettes are
normally £13.80 each but with
this offer they can be mailed to
your door for just £11.80 each.
The final series of cassettes
are priced at just £7.95 after
your discount has been deduct-
ed and they span a wide range
of users and subjects.
Temperature Control Simula-
tion is a graphical program
which allows you to monitor the
body temperature of a cyclist
when you change the conditions
under which he labours. The
package comes with a 22 page
booklet in which the biological
background is fully explained.

One to Nine is a program for
pre-school children which aims
to give them experience in the
basic skills of numeracy. The
program covers the numbers up
to nine in an attractive
graphical manner and there is a
function key strip which- makes
the input of answers simplicity
itself. The program will even
talk, if the appropriate chips are
fitted.

Finally, we can offer a
program with no subject bias
whatsoever! The Examiner
allows anyone, without any
knowledge of programming, to
set up examinations and tests in
the form of multiple choice
questions. The computer will
then administer the questions to
a group of students and keep
full details of their scores and
performance.

It struck us that the package
could be the basis of a
computerised Trivia Quiz but
we're sure you have far better
and more laudable ideas. The
three titles above have a normal
price of £9.95.

So make your choice and fill
in the coupon here to claim
your discounts. The form, and
your cheque or postal order,
should be mailed to the address
given on the coupon NOT to
the usual editorial address.

Just think, you can save the
cost of your HCW four times

over with your first purchase

and then the sky's the limit,

Symmetry |

| for the BBC Microcomputer Model B

®

TALKING

READ ALL ABOUT IT-MICRONET PAGE 60043712

AlHEM I'

MAKES YOUR COMPUTER SPEAK!

C|ROS|PEECH:

Another m E&{gwf.u
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How it works

*10-40 REM statements

50 select MODE 7

60-80 set up MODE 7 screen for
graphics by printing graphics
control codes on column zero

90 set up text window

100 call procedure which assem-
bles machine code routine

110-130 print the name of a well
known magazine in enlarged
print

150 start of procedure which
allows the user to access
machine code routine from
BASIC neatly

160 store string to be printed

“in convenient location in

memory

170 call machine code routine

180 end of this procedure

190 start of procedure which
assembles the machine code
routine

200-210 define constants

220 reserve space for machine
code routine and work space

250 start of routine

260 call routine which calculates
the screen address of the co-
ordinate at which the
character is to be printed

290-300 push X register onto

stack
310 get a character

320-330 check whether the end
of the string has been
reached, i.e. check for &D

340 print enlarged character

350-360 retrieve X-register from
stack

370 increment X register

380-440 calculate screen address
for next character

450 go back for more characters

480 end of main routine

490 this routine handles the
printing of the enlarged
character

500 call routine which reads the
definition of the character
whose ASCII code is held in
the accumulator

510-630 print enlarged character

640-1000 this routine calculates
the screen address of the
character position whose co-
ordinates are held in the X
and Y registers

1010-1090 This routine reads the
definition of the character
whose ASCII code is held in
the accumulator

1100-1190 this routine prints one
row of the enlarged character

1360 function which returns the
lowest significant byte of a 16
bit number

1370 function which returns the
highest significant byte of a
16-bit number




10REM MODE7 Large print routine . 660 STY temp ‘of a character po
Z0REM By Shingo Sugiura sition
JOREM July 1985 &70 LDA#O \at coordinate X,Y
40 &80 STA addaress+1l -
SOMODET &0 ASL address
SOFORY%=0T0O23 2 J00 ROL address+1
70PRINTTRB¢0.YK)CHRStRNDtﬁ)4144): 710 ASL address
BONEXT " 720 ROL address+1
FOVDUZB, 1,24,39,0 . 730 CLC
100FPROCassemble 740 LDA address
110PROCprint ( "Home", %, 0) 750 ADC temp
120FPROCprint ("Computing”,1,&) 760 STA address
130PROCprint ("Weekly",5,12) 770 LDA address+1
140END 780 ADC#O
150DEFFROCprint (strings, X%, Y%) 790 STA address+1
160%string=string$ 800 ASL address
170CALLmacro : 810 ROL address+1
1B80ENDFROC 820 ASL address
190DEFPROCassembl e B30 ROL address+1
200psword=&FFF1: 0sbyte=&FFF4; oswrch=&4FFEE | 840 ASL address
210address=%70: temp=80 850 ROL address+1
220D1M code 200,work 10,string 100 860 cLe
230FOF pass=0 TO 2 STEP2:FPY%=code 870 TXA
240[0FT pass 880 ADC address
250.macro 890 STA address ;
260 JSR cale_ad \Caculate screen a 00 LDA address+1
ddress for character 210 ADCHO
270 LDX#0 \nitialise Pointe 920 STA address+1
r 950 CLC
280. loop P40 LDA address
290 TXA \Push X register o 950 ADCHO
nto stack P60 STA address
300 FPHA 970 LDA address+1
310 00Astring, X \Get a character f 980 ADC #&7C
rom string - 990 STA address+1
320 CHMF#&D $%d of srig? | 1000 RTS
330 BEG eos \If so, go to "eos" | 1010.read_def
340 JSR letter \Otherwise, print | 1020 STA work
it enlarged 1030 LDX#FNlo(work)
350 FLA \Restore register | 1040 LDY#FNhi (work)
3460 TAX - il 1050 LDA#EA
370 INX | 1060 JSR osword
380 SEC | 1070 LDA®O
390 LDA address \Update screen add | 1080 STA work+9
ress for next character 1070 RTS
400 SBECH116 1100.row
410 STA address i 1110 LDY#O
420 LDA address+1 . 1120.row_loop
430 SEC#O 1130 JSR getchar
440 STA address+1 1140 STA (address),Y
4350 EBNE loop 1150 INY
4460, e0s | 1140 CFY#4
470 FLA 1170 BNE row_loop
480 RTS \Back to Basic 1180 INX: INX: INX
4%90.letter 1190 RTS
500 JSR read_def \The following rou 1200.getchar
tine prints a character 1210 ASL work, X
510 LDX#1 1220 ROR A
S20.main 1230 ASL work,X
530 JSR row 1240 ROR A
S40 ELEG - 1250 ASL work+1,X:ROR A
S50 LDA address 1260 ASL work+1,X:ROR A
560 ADCH#40 1270 ASL work+2,X
570 STA address 1280 ROR A:LSR A
580 LDA address+1 1290 ASL work+2,X
530 ADCHO 1300 ROR A:LSK A
600 STA address+1 1310 cLc
6510 CRX#10 1320 ADCHLAD
&£20 EBNE main 1330 RTS
630 RTS 1340INEXT
&40.calc_ad 1350ENDPROC
&S0 STY address \This routine calc 1360DEFFNl o (number ) =number MOD 2S&
ulates the memory address 1370DEFFNh1 (number ) =number DIV 254




AMSTRAD GAME

HERBERT'S

WORLD

There's problems
galore in this
superb adventure
from P Lewis on the
Amstrad. So hold
onto your hats as
we enter a parallel
vniverse

Whilst doing a spot of weeding
on his allotment, Herbert falls
through a tiny hole in the space-
time continuum and finds him-
self in a parallel universe. Well,
nearly parallel. More to the
point, he finds himself in the
clutches of the evil troll.

The troll grabs his lapels,
gazes into his eyes, (a dreadful
experience for both parties!)
and says, “*Find my four treas-
ures and leave them at the
World’s End or I will feed you
to Tiddles!"’ Tiddles is a twelve
foot sabre toothed tiger, so
Herbert feels inspired to try!

Unfortunately, Herbert is
none too bright (speaking
Trollish is his only accomplish-
ment) so perhaps you would
think for him!

How it works

10-110 introduction to game

130 DIM arrays

140-160 read in data

170 initial location

180-610 main control loop

280-59%0 word recognition

290-330 change location

400-600 direct to various sub-
routines according to input

620-1540 various subroutines for
allowed inputs

1550-2190 data

2200-2210 another game?

2220-2330 save game

2340-2450 load saved game

Variables

loc$ location descriptions
#$ input instructions
a$,bS,c$,d$ substrings 28
t$ object descriptions

s$ objects

rt$ R.H. word of input
g$ general strings

k% word recognition
g% number general strings
m% map

p% current position

np% new position

a% number of objects

t% object locations

j% number of objects being
carried

nl% number of locations

n,v,x,h,y short-term variables

ak %o ,an %o ,ab % ,af %, ac% ae%,

ad%,ah% ,am% ,ag%,as% flags
to show various events have
happened

Words understood

Directions (n, s, e, w) QUIT,
TAKE, GET, GRAB, PICK,
INVENTORY, DROP, LEAVE,
UNSCREW, USE (very useful
command!), STRANGLE,
WEAR, ENTER, EAT, RUB,
KILL, ATTACK, PAT,
STROKE, GIVE, OPEN,
UNLOCK, LOCATION, SWIM,
LIGHT, SWITCH, SAVE,
LOAD, SUFFOCATE.

The game can be SAVEd onto
tape and a saved game LOADed.

LOCATION prints the loca-
tion description at any time,
INVENTORY lists what objects
you are carrying. Input com-
mands as two word sentences

e.g. KILL SNAKE.

10 REMXX Herbert at the World’s Endkx

20 REM¥x n Adventure for the ik
30 REMxx CPC 444 xx
40 REM%x <C> P. Lewis, June BS ik
SO MODE 1:INK 1,24:INK 0O,1:INK 2,20:INK 3,6:P

AFPER O:FEN 1

&0 PRINT " Whilst doing a spot of weeding on
his allotment, Herbert falls through a tiny
hole in the space-time continuum and finds hi
mself in a parallel universe. Well,nearly par
allel.”

70 PRINT " More to the point, he finds himse
1¥ in the clutches of the Evil Troll."

80 PRINT " The Troll grabs his lapels, gazes
into his eyes (a dreadful experience for bot

h parties!) and says," .

20 PRINT " °*Find my four
them at the World®s End,

to Tiddles!®"

100 _PRINT " Tiddles is a twelve foot sabre to

othed tiger, so Herbert feels inspired to try
o

110 PRINT
bright
lishment)
":PRINT

treasures and leave
or I will feed you

“Unfortunately, Herbert is none too
(speaking Trollish is his aonly accomp
so perhaps you would think for him!

120 a%=1é: j%=0:nl%=41:9%=8

130 DIM locs(nl¥),m%(nl¥%,4),ts(ak),thiak),ss(
a%) , g% (g¥)

140 FOR %=1 TD nl¥% :READ loc$(x):FDR y=1 TOD 4
: READ m¥% (x,y) :NEXT y:iNEXT x

150 FOR x=1 TO a%:READ tSIxJ.tZ(x{.SS(x):NEX
T x '

160 FOR %= 1 TO g% :READ g# (x) tNEXT =

170 p¥%=1:PRINT "I am "+loc$(p¥)

180 IF p¥%=23 AND t¥%(&)=23 AND tU(B)=23 AND ti
(12)=23 AND t%(15)=23 THEN PRINT " Congratula

tions' You have completed the mission! Your r
eward is a trip home- Have a nice day!":EN
D i

190 IF p%=2%9 THEN PRINT "I1’m on top of a wate
rfall!' I’m swept over'' Aaaaghh'!":aki=1

200 IF p¥%=13 AND t¥%(7)=0 THEN FRINT "Has no-o
re ever told you that going through a cave sy
stem with a boat is incredibly hard work?"
210 IF p¥%=12 AND ji%>0 AND an%=0 THEN PRINT "I
t’s very confusing here. Should we drop thing
s to mark the path?" =

220 IF an%=1 THEN PRINT :PRINT "Sorry! My mis
take!":1ani=2

230 IF ak¥%=1 THEN PRINT "Oh, dear, a bad case
of terminal death!":60T0 2200

240 IF ak¥%=2 THEN PRINT "Phew! That was close
'"1ak®=10 :
250 IF ak%=3 THEN PRINT "Who IS this woman?!"
sak¥=4

240 PRINT "What do you want to do?":PRINT:k%L

=0

270 f=FRE{"™)
280 INFUT, z$:=$=LOWER$ (z%):as=LEFTS$(2%,1) :b%=
LEFT$(z%,2) 1c$=LEFT$ (2%,T) :d$=LEFT$ (2%, 4) : PRI
NT

269G IF a$="n"AND LEN{z$)=1 OR c$="nor" OR d$=
"ga n" THQN c4=1:k¥i=1
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300 IF a$="s"AND LEN(z$)=1 DR c$="sou" OR ds$=
"go s" THEN c¥=2:ki=1

310 IF a$="e" AND LENM(z%$)=1 DR c$="eas" DR ds$
="go e" THEN c¥%=3:k¥%=1

320 IF a$="w" AND LEN({z$)=1 DR c$="wes" OR d$
="go w" THEN c¥=4:k¥i=1

330 IF c%>Dd THEN np¥=m%(p¥%,c%):IF np¥%=0 THEN
PRINT "You can’t go that way":c¥%=0

340 GOSUB 1470

350 IF p¥=11 AND c¥%=2 OR p%=25 AND c%=1 THEN
GOSUE 1520

360 IF p%=19 AND c¥%=4 AND agX=0 THEN GOSUE. 1S
30

370 IF( p¥%=15 AND c¥=1 AND ab%=0) OF (p%=320 A
ND ci¥=4 AND ab¥%=0) THEN GOSUE 1530

380 IF p¥%=&6 AND c¥%=2 AND af%=0 THEN PRINT "I
can’t see in the dark!":c%=0
390 IF c¥>0.AND np%<>0 THEN FPRINT "I am “+lo
cS{npX)spi=np¥:c¥%=0: GOSUR &20

400 IF c$="gui" THEN GOTOD o

410 IF c$="tak" OR c®$= "get" OR c$= "gra" OR
c$="pic" THEN k%=1: GOSUR &40

420 IF c$="inv" THEN k%=1: GOSUB 800:ELSE IF

c$="rea" THEN k¥=1:G0OSUB 1420

430 IF cs$="dro" OR c$="lea" THEN k¥%=1: GOSUB
BE0

440 IF d$="unsc" THEN k%=1:GOSUB 930
450 IF cs="use" THEN -k? :GOSUB. 960

d$="stra" THEN k¥=1:G0SUB 990

460 IF c$="wea" THEN k¥%=1:GOSUB 1110:ELSE’I
F (d$="go i" OR c$="ent") AND p¥%=23 THEN k%=1
tPRINT "I can’t go in there! It's a den of wvi

ce and iniquity- and the beer’s awful!'"

470 IF c$="eat" THEN k%=1 :GOSUB 1140

480 IF c%$="rub" THEN 1 :GOSUB 1170

490 IF r$="off" THEN k¥%=1:PRINT "Wéll, really
! You "31z2$;" yourself!"

SO0 IF c#="kil" OR c$="att" THEN k¥=1 :GOSUB
1190

510 IF c$="pat" OR d$="stro" OR c$="tic" THEN

ELSE IF
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K%=1:PRINT g%(1)
520 IF c$="giv" THEN k%=1:GOSUB 1250: ELSE IF

c$="suf" THEN k%=1:FRINT “What shall I use?"

530 IF c$="ope" THEN k¥%=1:G0SUB 1350

540 IF ds="unla" THEN k¥%=1:GOSUB 1370

=50: IF c$="loc" THEN k¥=1: PRINT "I’m "+ locs%
(p%) : GOSUE &20

=40 IF d$="swim" THEN k¥=1:PRINT "The water’s
freezing!"

570 IF c$="1ig"OR d$="swit" THEN k%=1 :GOSUB
1400

580 IF c$="sav" THEN k%=1:GDSUB 2220

SFoNTE c$="lu§" THEN k¥%=1:G0SUB 2740

800 IF k%=0 THEN PRINT "I don’t. understand”
&£10 GOTO 180

620 FOR w= 1 TO a%:IF t¥(x)=p% THEN PRINT "I
see " + t$(x) +" here!"ELSE &30

630 NEXT x:RETURN

&40 1F i%=4 THEN PRINT "I can’t carry anymore
t": RETURN

650 IF r$="swo" AND asi=0 AND p%=3 THEN PRINT
"It’s screwed in!":RETURN:ELSE IF r$="flo0" A
ND (p%=2&6 OR p¥%=3&) THEN FRINT "Certainly not
1" RETURN

660 IF r$="che" AND p%=% THEN PRINT “Too heav
w!":RETURN:ELSE IF r#="sig" AND p%=23 THEN FR
INT g#(2):RETURN =
670 'IF r$="dia" AND ac%=1 AND p%=9 THEN PRINT
"The snake hisses and strikes!": ak¥=2:RETUR
N

680 IF r$="cus" AND p%=17 THEN FRINT “"Too bul
ly ! ":RETURN: ELSE IF r$="com" AND (p%=37 OR p%
=38 OR p¥%=3%) THEN PRINT "Mo! It smells!":RET
URN

690 IF ré="eme" AND p%=16 AND ae%=0 THEN PRIN
T "The troll glares menacingly!":RETURN

700 IF r$="tro" AND p%=1&6 THEN PRINT g% (1) :RE
TURN:ELSE IF r#="spi" AND p¥=33 THEN PRINT g%
(1) : RETURN

710 IF r$="pea" AND p¥=3I3 AND ad¥%=0 THEN PRIN
T "The spider’s eyes glitter coldly and it wa
ves its hairy legs!":RETURN

720 IF r$="rub” AND ah%=0 THEN PRINT "The old
woman threatens me with a spade!":RETURN

730 IF r$="spa" AND p¥%=37 THEN GOSUB 990:RETU
RN

740 FOR == 1 TO a%

750 IF t%i{x)=p¥% AND LEFT®(s$(x),3)=r% THEN GO
SUE 790 ELSE 780

760 NEXT =

770 IF g¥%>0 THEN q¥%=0: RETURN

780 IF g¥%=0 THEN PRINT "1 see no "+rt$+ " her
e!":RETURN

790 PRINT "0.K":
M

800 PRINT "1 have " : n%=0

B10 FOR x=1 TO a¥% :IF t¥%(x)=0 THEN v=1

B20 IF w=1 THEN PRINT t$(x):v=0:ni=1

830 NEXT x: IF n%=0 THEN FRINT "Nothing!"

840 RETURN

B850 ‘IF r$="wel" AND t%(2)=0 THEN ami=0

B&0 IF r$="boa" AND t¥%(7)=0 THEN ab%=0

870 n=0: FOR x=1 TO ai

880 IF t%(x)=0 AND LEFT$(s$(x),I)=r$ THEN v=1
=tz¢u)=u2:n=n+1:jx=jz—l

g90 IF v=1 AND (p%=27 OR p%=28) THEN FRINT b |
he "+rt$ +" sinks without trace. "1t4(x) =991 v=
O1ELSE IF w=1 AND p¥%=12 THEN PRINT "Tha "+rts
+" disappears into the bag!": %ix)=99: v=0zan%
=1t ELSE IF w=1 THEN FRINT "0.K.":v=0

O0 NEXT :

910 IF n=0 THEN PRINT "I don’t have a "+ rt$
920 RETURN

930 IF p%=3 AND t%(3)=0 THEN FRINT "The screw
s come undone and the sword falls to the grou
nd! " t%(9)=S:as%=1:1oc$(3)="standing in front
of a stone table.There is a sword-shaped hol
e in it.":RETURN

=

=i%+1l:qi=qi+l:t%(x)=0:RETUR

40 IF p¥%=3 AND t%(3)<>0 THEN PRINT "I don’t
have a screwdriver!":RETURN

950 IF p¥%<>3 THEN PRINT g%(2):RETURN -
940 FOR x=1 TO a%

970 IF LEFT$(s%(x),3) =r$ AND t%(x)<>0 THEN P
RINT "I can’t! I have no "+rt$+" to use!":RET
URN

280 NEXT x

990 IF r$="scr" THEN GOSUB 930:RETURN

1000 IF r$="wel" THEN GOSUE 1110:RETURN
1010 IF r$="key" THEN GDSUB 1370:RETURN:ELSE
IF r$="1lam" THEN GOSUB 1400:RETURN
1020 IF r$="swo" AND p¥%=9 AND t%(9)=0 THEN PR
INT "The snake sways away from the flashing b
lade and strikes!":IF ak%=0 THEN ak%=2:RETURN
: ELSE IF ak%=10 THEN ak%=1:RETURN
1030 IF r$="clo" AND p%=% AND t%(10)=0 THEN P
RINT "The snake suffocates and dies!":ac¥%=2:t
%i{&)=9:10c%(9)="in a crypt. There is an open
treasure chest here. A snake lies dead beside
jt.":PRINT “I’m "+loc$(9):60SUEB 620:RETURN
1040 IF r$="swo" AND p%=1& AND t%(9)=0 THEN P
RINT "The troll snatches the sword and flings
it to the ground!":t¥%(9)=16: 4%=3%-1:RETURN
1050 IF r$="clo" AND p%=1& AND t%(10)=0 THEN
PRINT "The troll blows his nose on it and dro
ps it'":t$(10)="an embroidered cloth (slightl
v soiled)"st%(10)=16: Jj =-1:RETURN
1060 IF r$="boa" AND ( p%=15 OR p¥%=30) AND t%
(7)=0 THEN PRINT "What a good idea!'":ab¥=1:RE
TURN
1070 IF r$="boa" AND (p%=11 OR p¥=25) THEN PR
INT "I can’t ROW over that!":RETURN
10B0O IF r#="swo" AND p%=33 AND t¥(9)=0 THEN P
RINT "The spider disintegrates intc a pool af
green goo!"rad%=1:1o0c$(33}="in a huge chambe
F with massive cobwebs. A pool of nameless gr
een sludge rots in a corner.":PRINT "1'm "+lo
c%$(33):60SUEB &20: RETURN
1090 IF p%=37 AND (r$="swo" OR r$="han" OR rs
=tgpa" OR r$="wom") THEN PRINT "She fends me
off with the spade' She’s battering me with t
he spade' Aaagh''":IF ak¥%=0 THEN ak%=2:RETURN
:ELSE IF akZ%Z=10 THEN ak¥%=3:RETURN:ELSE IF ak%
=4 THEN ak%=1:RETURN
1100 PRINT g#$(2): RETURN
1110 IF r$="wel" AND t%(2)<>0 THEN PRINT "I d
on’t have any!":RETURN
1120 IF r$="wel" AND t%(2)=0 THEN PRINT g%(&)
sam%=1:c%=0:RETURN
1130 PRINT g%$(4):RETURN
1140 IF re="tur" AND t¥%(1)=0 THEN FPRINT "Wha
t, raw and &ll covered in dirt? "+g%(4) :RETUR
N:ELSE IF r$="tur" AND £%(1)<>0 THEN FRINT g%
(31 :RETURN
1150 IF r$="car” AND t¥%(13)=0 THEN FRINT "Del
irious' And my eyesight is so much better now
I e afs=1y i%=i%-1:t%(13)=99: RETURN: ELSE _IF r$=
Wear" AND £%(13)<>0 THEN PRINT "I have none!"
1 RETURN
1160 PRINT g$%(S5):RETURN
1170 IF r$="lam" AND t%(4)=0 THEN FRINT g$(&)
+" It looks much cleaner now'":RETURN:ELSE IF
rF$="lam" AND t%(4)<>0 THEN PRINT g%(3):RETUR
N
1180 PRINT g% (4):RETURN
1190 IF rs="goa" AND p¥=1%9 THEN PRINT gsi2)+
* I’m a member of the R.S.F.C.A!'":RETURN:
1200 IF r$="sna" AND p%=2 THEN PRINT g$(8)+"
"+g%$ (1) :RETURN
1210 IF r$="tro" AND p%=1& THEN FRINT "How?":
RETURN
22¢ IF r$=Yspi" AND
"+a% (1) :RETURN

*T THEN PRINT g% (8)+"

1230 IF r$="wom" AND p%=I37 THEN PRINT "Yeah!
I'm all for doing in the old bat! What shall
1 do? Strangle her?":RETURN
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1240 PRINT g%$(S):RETURN

1250 IF r$="tur" AND p¥%=1% AND t%(1)=0 THEN P

RINT "“The goat eats them greedily":agi=1 :ti(

1)=9%9: j¥%=3j%-1:RETURN:ELSE IF r$="tur" AND ti%
(1)<>0 THEN PRINT g#$(3):RETURN

1260 IF r$="ted" AND t¥(11)<>0 THEN PRINT g$(

3):RETURN

1270 IF r$="ted" AND p¥%=1& AND t%(11)=0 THEN

FRINT ""Teddy!” screams the Troll and hugs th

e bear to his bosom":aeX=1:t%(11)=99;: ji=3%-1:
loc$(1&6)="in a small badly decorated bedroom.
A troll sits cuddling a teddy.":PRINT "I'm "

+loc$(16):GOSUB 420: RETURN -

1280 IF r$<>"ted" AND rs$<{>"clo" AND p¥k=1&6 THE

N PRINT "The troll looks puzzled and gives it
back": RETURN

1290 IF r#$="clp" AND p¥=1& THEN GOSUB 10S0:RE

TURN

1300 IF r$="ros" AND p¥%=37 AND t%(14)=0 THEN

PRINT ""You toad!” screams the old hag,’You p
icked my prize blooms!’ She hits me with a ba
g of.compost.":t%(14)=37: JK—J/ l:t$(14)="tram
pled roses":RETURN

1310 IF r$="ros" AND t%(14)<>0 THEN PRINT "Wh
at roses?":RETURN

1320 IF r$="see" AND p%=37 AND t%(1&)=0 THEN
PRINT ""Onions!" cackles the old bat and sna
tches the packet":t¥%(16)=99:i%=3%-1:¢%(15)=37
t1loc%(37)="outside a garden shed. An old lady
is planting onion seeds.":ah¥=1:PRINT "I*'m "
+1loc$ (37):6G0SUB &£20: RETURN

1330 IF r3$="see" AND t¥X(16)<>0 THEN PRINT "I
have none'!":RETURN

1340 PRINT g#(7):RETURN

1350 IF r$="che" AND p¥%=9 AND ac¥=0 THEN FRIN
T "It’s locked!'":RETURN

1360 PRINT g$(S):RETURN

1370 IF p%<>? THEN PRINT g!ti):RETURN 1ELSE I
F t%(5)<>0 AND ( r$="che" OR r$="key") THEN
PRINT "I don’t have a key":RETURN

1380 IF t%(S)=0 AND ( r$="che" OR r$="key")
AND p¥%=9 THEN loc$(9)=" in a crypt. There is
an open. treasure chest here! A snake lies coi
led on a pile of diamonds inside it!":PRINT "
I'm "+loc$(9)rac¥i=1: RETURN

1390 PRINT g%(5):RETURN

1400 IF r$="lam" AND t%(4)=0 THEN PRINT "It d
oesn’t seem to work":RETURN :ELSE IF r$="lam"
AND t%(4)<>0 THEN PRINT g%$(3):RETURN

1410 PRINT g$(2):RETURN

1420 IF p¥%=23 THEN PRINT "It says "The World’
s End Public House.”":RETURN
1430 IF p¥%=7 THEN PRINT "It says,
Troll’s teddy?”":RETURN

1440 IF p¥%=18 THEN PRINT "It says,": PRINT "?
Roses are red,violets are blue":PRINT "Give h
er a present and she'll love you!"":RETURN
1450 IF p¥=14 THEN PRINT"It says. "Kilroy was
here, and he suffocated it!”":RETURN

1450 PRINT "There isn’T anything to read!":RE
TURN

1470 IF LEN(z%)>& THEN 1480 ELSE 1510

1480 FOR h=1 TO|LEN(z%)

1490 IF MID$(z%,h,1)=" " THEN rt$=RIGHTS$(z$, (
LEN(z$)-h)):r$=LEFTS$ (rts$,3)

1500 NEXT h

1510 RETURN

1520 IF" am¥%<1 THEN PRINT "I'm on the edge of
a marsh! I'm not putting my clean, little fee
t in that!":c%=0:60SUB &20:RETURM: ELSE IF am
%=1 THEN t$(2)="a pair of filthy wellies":am%
=2:RETURN:ELSE IF am¥=2 THEN RETURN

1530 PRINT "A large billy goat bars the way!'"
1 c¥i=0: RETURN

1540 PRINT "Walk on water? I can’t do that!":
c¥%=0: RETURN

1550 DATA in a small clearing in a wood.A pat
h leads to the south,0,2,0,0

"Whe stole

'1830 DATA in a dinghy. The current is very st

1560 DATA walking along a path in the wood.
A track crosses at right angles,1,5,4,3

1570 DATA standing in front of a stone table.
There is a glittering sword stuck in it',0,0,
2,0

1580 DATA beside a rushing river;1;5,25,0
1590 DATA walking along a cliff edge,2,6,0,0
1600 DATA in the entrance to a small cave,S,7
0,0

1610 DATA in a low muddy passage.f message is
chalked on the wall! ,&,8,0,0

1620 DATA at the entrance to a huge chamber.
9,135,177 -

14630 DATA in a crypt. There is a gigantic tre
asure chest here!,8,10,0,18

1640 DATA in a dimly 1lit cave entrance.It sm
ells nasty!,9,11,14,0

1650 DATA on the =dge of a stinking marsh,0,1
2,0,10

1b&b DATA crossing a smelly marsh,11,0,0,24
1670 DATA in a hall of stalactites,15,1£,0,0
1480 DATA in a cupboard.A message is scratche

d on the door!,0,0.0,10

1690 DATA on the banks of a deep pool,27,13,0
0

’

1700 DATA in a small badly-decorated bedroom.
A troll sits sullenly in a corner,0.0,0,8
1710 DATA in a pleasant room fuUll of cushions
.0,0,7,0

1720 DATA in a very narrow dirty passage.A me

ssage is painted on the wall! ,0.9.0,19

1730 DATA in a +Field,20,11,0,2

1740 DATA lost in a dark forest,21,20,20,20
1750 DATA lost in a dark forest,.21,21,22,.71
1740 DATA lost in a dark forest,3.22,6,22
1770 DATA outside a pub with a creaking woode

n-sign.a, 23,35, 23,4

1780 DATA on the adgs of a disgusting marsh,0
y2o, 12,0

1790 DATA on a grassy bank.24,0,0,0

1800 DATA in a pretty flower garden. An overf

ed goat sleeps nearby..40,0,19,0

1810 DATA in a dinghy. An underground river i

oins the pool here.,28,15,0,0

1820 DATA in a dinghy by a small shingle beac

Wy 29,27, 30,0

rong here!,0,0,0,0

1840 DATA standing on a small shingle beach..
0,0,31,28

1850 DATA in a damp passage,32,0,0,30

18560 DATA in a passage full of glistening cob,
webs,33,31,35,0

1870 DATA in a huge chamber hung with massive
cobwebs. An ENORMOUS spider hangs from a thr
ead as thick as a rope.,34,32,0,0

1880 DATA at a dead end,0,33,0,0

1890 DATA in a grassy gully,0,0,36,32

1900 DATA on a hillside covered in flowers,37
+0,0,35

1910 DATA outside a garden shed. An ugly old
woman is potting up cuttings.A red ruby glitt
ers on the window-sill!,38,36,0,23

1920 DATA beside a large compost heap.,39,37,
0,0

1930 DATA upto my knees in smelly compost!,39
375 38,39

1940 DATA in a hedge,0,26,41,0 .
1950 DATA still in a hedge,40,40,41,41 -
19560 DATA lots of turnips,19,turnip

1970 DATA a pair of little red wellies,25,wel
lies

1980 DATA a screwdriver,2, screwdriver

1990 DATA a little brass lamp,S,lamp

2000 DATA a golden key,25, key

2010 DATA sparkling diamonds,99,diamonds
2020 DATA a small glass—fibre boat,14,boat
2030 DATA an ornate emerald, 1&6,emerald
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2040 DATA a glittering sword,99,sword

2050 DATA an embroidered cloth,17,cloth

2060 DATA a battered teddy, 15, teddy

2070 DATA a perfect glistening pearl,33,pearl
2080 DATA a bunch of carrots,4,carrots

2090 DATA red roses,36,roses

2100 DATA a red ruby,99,ruby

2110 DATA a packet of onion seeds,é,seeds
2120 DATA You must be Jjoking!

2170 DATA What a ridiculous suggestion!

2140 DATA I don’t have one!

2150 DATA What a ludicrous idea!

21560 DATA Don’t be silly!

2170 DATA That's better!

2180 DATA Nothing happens

2190 DATA With my bare hands?

2200 PRINT: PRINT "Would you like to play aga
in? (Y/NY"

2210 INPUT zas$: za$=LOWER$(za%$):IF zas="y" TH
EN RUN :ELSE IF za$="n" THEN PRINT "Thankyou
for playing-goodbye'!":END :ELSE 2210

2220 CLS: PRINT :PRINT "Flease insert tape no
w":PRINT:PRINT: PRINT "Press the <SFACE BAR> w
hen ready"

2230 dd$=INKEY$:IF dds<>" " THEN 2230

2240 PRINT: PRINT:PRINT "Ready to save data f
ile now"

2250 OFENOUT ("data")

22460 FOR x=1 TO nl%:PRINT #9,loc®(x) :NEXT x
2270 FOR %=1 TO nl%: FOR y=1 TO 4: FRINT#7,m%
(3,y) tNEXT y:NEXT x

2280 FOR %=1 TO a%:PRINT #9,t$(x)NEXT x

2290 1 TO a%:PRINT #9,t¥%(x) :NEXT x

2300 FOR %= 1 TO a%:PRINT #9,s%(x):tNEXT x
2310 FOR x=1 TO g%:FRINT #%,0%(x):NEXT x

2320 PRINT #9,p%,ak%,an¥%,ab¥, af%,ack, ae¥, ad%,
ahi, am¥%.ag¥%, asi

2330 CLOSEOUT:CLS:RETURN

2740 CLS: PRINT :PRINT "Please insert tape no
Ww.":PRINT:PRINT"Press <SPACE BAR> when ready.

2350 dd$=INKEYS$:IF dds$<>" " THEN 2350

23450 PRINT:FRINT "Ready to load data file now
2370 OPENIN("data")

2380 FOR x=1 TO nl%:INFUT #9,10c$ (x):NEXT x

2390 FOR x= 1 TO nl%:FOR y= 1 TO 4:INPUT #9,m
%(x.y) tNEXT yiNEXT x
2400 FOR x=1 TO a%: INPUT #9,t$(x):NEXT x

2410 FOR 1 TD a%: INPUT #9,t%(x): NEXT x
2420 FOR ¥ 1 TO a%: INPUT #9,s% (%) :NEXT x
2430 FOR x= 1 TO g%: INPUT #7,g0%(x):NEXT x
2440 INPUT #9,p%,ak%,an¥%,ab¥%,af%,ack, ae%, ad%,
ah¥%,am%, ag¥, as?

2450 CLOSEIN: CLS:PRINT "I'm "+ loc$(p%):G0SU
B &£20: RETURN

Programs are always supplied on
cassette and are accompanied by full Nae
details of the program variables, how

Add

Use this cassette inlay card for your program

the program works and any hints on

conversion you can offer. Please type

these details double spaced. Listings
are helpful but not essential. What is

vital is that the programs should be

completely error free, so please
double check. Ex

Always use a coupon firmly fixed to

the back of your envelope, and fully
complete and enclose the cassette

Special loading instructions

inlay card.

We are particularly interested in
programs with less than 100 actual
lines of BASIC. All submissions are
acknowledged.

Send your ..

h

Program fitle
Machine
Program

| Complete this coupon and stick it firmly on the back of vour envelope 1

Name . :

programs fo je-_
|

i | Program title B Machine Y . |

& eyt il S S Sionenan e BN e sl T TR e J
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Find out why David Holmes tripped the
light fantastic when he reviewed
dk’tronics Graphics Light Pen for the
Amstrad CPC464.

Graphics Light Pen

Brighten up your computing
time with this super package
from dk’'tronics.

It comprises three pieces of
electronic wizardry, a concise
manual, and the Light Pen —
which looks like a fat ball-point
attached to a yard of wire,

The pen plugs into the inter-
face which connects directly to
the centronics port at the rear of
the computer. A through bus
allows for additional interfaces
such as speech synthesisers and
discs.

With all this — and more to
come — things are becoming a
little crowded at this port.
However it does all fit together
nicely — and all components
work in troublefree unison.

For the uninitiated, the
position of a light pen held

against your monitor screen is
returned as X, Y coordinates.
So by knowing the position of a
menu item on the screen it can
be selected simply by pointing
at it with the light pen.

The third part of this package
is a software cassette containing
a painting and drawing pro-
gram that enables you to put the
light pen to immediate use.

The care with which this
program has been written is
obvious at every step and is
doubtless the best implemen-
tation I have seen.

Full screen pictures are easily

accomplished, with the light

pen speeding up many of the
processes. Better editing faci-
lities would have made life
easier for those error prone
amongst use. Erasure using the
paper colour to overwrite isn't
always as simple as it sound.

The number of menus incor-
porated in the drawing program
emphasise further the useful-
ness of the light pen.

User friendly throughout, 1
found the ikons a nice touch,
these are graphic representa-
tions of each new menu option
and are used instead of the
more boring textual lists. Using
ikons means there is no lan-
guage barrier, so the very young
will be perfectly at home once
they have been told what to do.

Well-documented, the in-
struction book leaves nothing
unexplained apart from how to
use the software without the

light pen or interface con-
nected! Well try using the
control key along with the

numeric keypad, you'll be
pleasantly surprised.

Not being write protected,
the software can readily be
transferred to disc, thus re-
ducing the five minute load time
to as many seconds,

Listed in the manual for you
to type in are two programs that
allow your art work to be
dumped to a printer. One of
these is for the Amstrad printer,
and the other is for Epson
compatible printers.

The authors have gone to
extraordinary lengths within the
manual to explain in line by line
detail how these dump routines
work, so most printers will be
capable of using these facilities.

However, if like mine, your
printer requires that BIT 7
should be set when sending high
resolution data, then there is no
way at all that the Amstrad
computer can communicate in
graphics mode. Owners of
Amstrad and Epson type
printers thereby having the
advantage over us lesser
mortals!

Is there an inexpensive multi-
colour printer somewhere over
the rainbow? D.H.

Price: £24.95

Manufacturer: dk’tronics
Address: Unit 6, Shire Hill Ind
Est, Saffron Walden, Essex

0
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Start the new school
year in style by
entering this weeks
competition to win
a satchel bursting
selection of software

from Bourne
Educational Software

ou could be going back

to school with a head

start if you win one of
Bourne Education’s bumper
packages of educational
software.

Ten prizes of eight cassettes,
worth up to £800, chosen from
Bourne Education’s range for
the BBC, Electron and Amstrad
are waiting for the winners of
our spot the difference compe-
tition based on the cover of
Osprey! — the game that puts
you in the role of protector of
this threatened bird of prey.

Osprey! tests your ability to
keep egg stealers at bay, pre
vent hunters from shooting the
birds and controlling wayward
tourists.

Other titles in the Bourne
education range include Map
Rally, which teaches the rudi-
ments of understanding direc-
tions from a compass and
plotting coordinates, World
Wise, a geography program
that covers the entire world,
and Animal, Vegetable,
Mineral in which the computer
has to guess the object you have
thought of.

Happy Letters uses computer
graphics to aid letter recog-
nition, Happy Writing encour-
ages writing skills under the
guidance of the ‘“‘magic pencil”’
and Happy Numbers brings a
colourful touch to the first steps
in counting and number recog-
nition.

Timeman One and Timeman
Two are programs designed to
give a full understanding of the
clock and telling the time, in-

—_—_———

Bour

cluding the complexities of the
24 hour clock. Wordhang is
based on the familiar hangman
game and uses full colour
graphics to enhance this word-
guessing favourite.

All you have to do to win an
eight pack of Bourne Education
software is to study the two
pictures of the Osprey and look
out for the differences.

How to enter

Look carefully at the two illus-
trations of the Osprey and
decide how many differences
there are between them. Write
the number of differences
clearly on the entry coupon and
send to Osprey competition,
Home Computing Weekly, No
1 Golden Square, London WIR
3AB to arrive by first post on
Friday 20th. Please also
remember to print clearly the
number of differences you have
found on the back of your
envelope.

The rules
* Entries will not be accepted from
employees of Bourne Educational Soft-
ware Lid, Argus Specialist Publications
and Alabaster Passmore & Sons. This
restriction  also applies to employee’s
families and agents of the companies.
* The How to enter section forms part of
the rules.
* The editor’s decision is final and no
correspondence can be entered into.

* Don't forget to look out for a special
offer from Bourne Educational Software
in next weeks HCW.

it
T i

ne Bducation

-

A "

ne Bducational Software

Bour

Osprey Competition

Entry Coupon

Name

Address

Number of differences found

I
I
I
|
=1
|
code v = |
|
|
|
|
|

Machine owned BBC Acorn Amstrad

Complete clearly and fully if you win a prire this coupon will become your address
label. Post 10: Osprey Competition, Home Computing Weekly, No | Golden Square,

London WIR JAB. Closing date: first post Friday 20 ‘wﬁlemhcr 1985, Don't forget 1o
lollow closely the advice on how to enter and remember 10 put the number of differences
found on the back of your envelope

e e s o o e
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new isadership of Jack Tramisl (former boss and founder of Commodons
' ' ' 5 Bulin- Machines]. Atsri Corporetion have masked
business/persanal computers ke 118 COMpation tanding
° " Pk bean Implementad

magies o F s - i STEK Avcle Mcinionn
» cusor and unction ys.wnd conser. Toat [l of the new SI2% Atk S10ST colour

--mmmm ks, .
pres you or i an incradibly fow price.

mouse controller, Righ reschu
l-mtlmnmma 04 Intertace,
for the peciage pnoe DtMrMIﬁi-\ﬂll'—l?ﬂl Dubbed the beater’ and the
“Jackintosh' (after Atari's Chial, Jack

v e e o Brivters. o mexema Cagatie of NG ML
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Write for word processing. 5) Logo Ianguage

mmmkmlmbrml;

wertion of the Basic programming langusge. T) Mwu-lmq-ru-m
applications

Sillca Shop Price: £651.30 + £97.70 VAT = £748.00 This price Includes:
*512K RAM  *B/W MONITOR
*MOUSE * 500K 3.5” DISK DRIVE
* GEM +*KEYBOARD (95 KEYS)

749

SILICA SHOP LTD, 1-4 The Mews, Hatherley Road, Sidcup, Kent, DA14 4DX

. SEND FOR FREE ATARI ST LITERATURE

R (e ST) wses e meet
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N SILIB 55D

) WE ARE THE UK’ No1 ATARI SPECIALISTS

At Sm;' we have been successiully dedicated 1o Atari ever since their products first appesred on the UK
market We can sftribute our success largely to the Atan specialisation which we practice and 1o the user
Back-up we provide. Alest assured that when you buy & piece of Atarl hardware st Silica you will be fully
supported Our mailings giving news of software releases and developments will keep you up to date with
the Atari market and our technical support team and sales staff are at the end of the lelephone line to
deal with your problems and supply your every need. With our specialist bias, we aim 1o keep stocks of
all the available Atari . software, and We aiso stock a wide range of
Atari dedicated books and through us, the owners on our list can subscribe 1o several American Atari
dedicated magazines. We can provide a full service 1o all ALari owners and are now firmly established as
the UK's NUMBER ONE Atari specialists. Here are just some of the things we can offer 1o our customers

‘----------------,
To: Silica Shop Lid, Dept HCW 0985, Sidcup, Kent, DA 40X ‘

PLEASE SEND ME FREE LITERATURE

ON THE NEW ATARI 5205T COMPUTER

3/ Mis: I

PRICE:
= AFTER SALES SUPPORT SER and
*nﬁmnmcsunmmmonuc‘rs # speciaiist Aferl service thet is second fo none.

sorune ‘= 01-309 1111
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HOME COMPUTING WEEKLY CLASSIFIED

Lineage:
35p per word ?
R

L

All advertisements n this section must be prepaid.
Advertisements are accepted subject to the terms and

Semi display: £7.10 per single column centimetre
Ring for information on series bookings discounts.

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 WIR 3AB

THE CHART PROGRAM (BBC B)
more details from J.HUGHES 42
CYPRUS ST BETHNAL GREEN
LONDON E2 ONN..

Accessories

MAPMAKER
Simply the best way of making
adventure maps. Write on/wipe off.
A3 size 420 x 29Tmm,

White PVC screen printed with a
blue grid of 11 x 13 boxes.
Price includes special pen.
Send ch/PO for £4.48 1o

MAPIT, 166 ROBERT ST,

Ynysybwl, Mid-Glamorgan,
CF37 3E
BBC B/Electron/Dragon software
Duplication

People’s Software
10 Lawrence Rd, London SE25 SAA
3 packages for BBC Micro with disc drive:
DATABASE, WORDPROCESSOR,
SPREADSHEET £5 each
Before ordering send SAE for details

library — Membership £5.00. —
Tapes | (+30p P&P). Stamp for
details. E. Tucker, (H) 58, Blen-

COI;?TR p: IOC:“'IS heim Walk, Corby, Northants.
. Slow) HIGH-SPEED
B s lomareand | | | cLASSIFIED ADVERTISING
Blank 1000+, C T
Banks' 1" 1000 Compuier b TERMS & CONDITIONS

and Unformatted Disks 1 - 500+
security delivery service.

records — a division of
FiLYRkDOND LD, 19 Sadiers Way
Hertford SG14 202 0992-551188

To hire a computer and/or periph-
erals by the week or month, please
ring 01-607 0157 or 01-997 6457.
We specialise in BBC and Apricot

computers. Computer Hire Services [ | inseried In the toloming s e

294a Caledonian Road, London N1 contrary.
All advertising sales are subject lo

Qur terms lor
di

ew advertlsers (seml-

ge. trictly pro-
s satisfactory
reference can be taken up (excluding
recognised adverilsing agencies).
Cheques and PO’s should be crossed

snd made payable to:
ARGUS SPECIALIST PUBICATIONS
LT

and send logether with the
vert| ment lo:
THE CLASSIFIED DEPT., L/H,
NO: 1 GOLDEN SQUARE, LONDON,
W1R 3AB.

no relmbursements lor
ons. Advertisements arriving
too late for a particiular issue will be

1BA
T. il esponsible F
ORIC, ATMOS Compiying. with The various. legal
COMMODORE 64, LYNX requirements In force eu: The Trade

[} 1,
Act & The Business Adverlisements
(Disclosure) Order 1977.
FULL TERMS & CONDITIONS OF
ADVERTISING AVAILABLE ON
REQUEST.

SOFTWARE LIBRARY
Over 150 Oric and 200
Commodore 64 titles.

Stamp for details:-
Les Wilson 100 Blenhelm

Walk, Corby, Northants.

CHALLENGE 'MANDY' TO
A GAME OF
*YSTRIP PONTOON**

”

Computer Repairs in Hampshire
Spectrum £19.95 inc VAT, p&p,
BBC, CBM 64 from £19.95.
Also Atari and VIC-20.
COMPUTER CARE SOUTH
149 KINGSTON ROAD,
PORTSMOUTH,
HAMPSHIRE
Tel: 0705 825110

Why not try
All repajes carry a
send you a free game worth £5.

FRST LONFL
VIDEO VAULT INTERNATIONAL =
10x REPAIR SERVICEEY —

Spectrums repairedfor £19.95 Inc. Parts, Insurance and P& PNo Hidden Extras. I

BE'CC‘ Commodore 64, Vic 20, Atari, Q

Are you fed up with waiting weeks for
l.& Experts, we offer a ful

5 for your enjoyment
fasalomal C.

(o | [ ] | g
ER REFPAIRS

uoted for.
ur Home Computer to be red!!! =
repair service on any Home Computer.
11 3 months guanmu. plus on every ?{pclctr\lm repaired we
and pleas:

ure,

% While you wait Service by P
3 5

on all ‘

* %

Most

aapaters cout by el oo
All rs sent by mall order
d o Journe
All Micros insured for return V.
Open 7 days a week./Keyboard faults only £8.95
repairs

undertaken-discounts avallable.
with each § ired worth £5.95.

turned around in 24 hre.

45 minutes.

Over 8 years +

with

*

*

*

*

* School
* Free
*

(s}

Phone today for

VIDEO VAULT LTD

BRI EEERnnng)s

Te
140

hone: Glossop (STD 04574) 66555/67761
igh St. West, Glossop, Derbyshire, England.

NLY GENUINE SINCLAIR PARTS USED.
your free estimate or send your computer to us with £1.75

(UK EIRE 1.O.M. C.1.) or £2 40 (Europe/Scandinawvia) we will contact you the

same day by phone or 1st class Mail should you require quotation first.

TRADE ENQUIRIES MOST WELCOME. ACCESS WELCOMED

THE LOGICAL CHOICE

COMMODORE REPAIRS

Commodore repairs by Commodore
approved engineers. Repair prices VIC-20
modulator £8.00, VIC-20 £15, CBM &4
from £20, C2N from £9.00, 1541 from £20,
5 0, Spectrum £16.50, Dragon
. Elecirons, Atari.
For more information SAE or telephone:
G C Bunce & Son, 36 Burlingion Road,
Burnham, Bucks SL1 TBOQ
Tel: (D6286) 61696

CHILTERN COMPUTER CENTRE
Fasi rellable service
Spectrum £18 incl.

We also repair BBC, Commodore, Oric.
Dragon disc drives and printers.
Ring 0582 455684 for details
Send computer with details incl cheque 102
Newcrown Computers Lid (HCW),

E 768 Dallow Roa m

Luton, Beds

COMPUTER REPAIRS IN

SOUTHEND

Spectrum/ Plus £19.95
Spectrum K/B fauls £12.95
2 £14.95
m power supply £9.95

Cod/Vie 20 from £12.95
Above prices include parts,
post & packing.
All repairs are guaranteed 3 months.
Call in or phone for more details.
MINNIE MICRO ELECTRO?
12 EASTERN ESPLANADE,
SOUTHEND, ESSEX,
Tel: (0702) 62033/615809
OPEN 7 DAYS A WEEK

COMPUTER REPAIRS
We are the experts. having sennced Sinclar compulers
snce e introduction of e 2(B0
Don't waste money on estimales - we 1 Sociay
computers af price quobed (Rcksave pars, abour
postage. VAT, smespecte of aull. No hdden charges.

Piepairs guaranieed for 3

months.
E18.75 inc parts
[l £11.50 inc parts
16 KRam £9.95 inc parts
Microdrive. £15.95 inc parts
Indertace 1-11 E18.75 inc parts
a0
88C £2200 + parts
Electron £1355 + parts
XK Mesmory Expansion K4 £1595
Compeder Retasers pieise
or Special Tradke Price.
(all or send wil chegue or P01
V. Services of L
French's Road, Cambndge.
Tel (223 311371

wspeci ¥
c) 1985 Argus Specialist Publications Lid
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CLASSIFIED ADVERTISEMENT

1 2 3
4 5 6
7 8 9
10 1 12
13 14 15

Simply print your me

Tel: 01-437 0699,

Name

PREFERRED CLASSIFICATION

Address

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

Tel. No. (Day)

I PR

S

weeks.

LI

Advertise nationally for only 35p per word
{minimum charge 15 words).

Would advertisers also add 15% VAT

send with your cheque or postal order made
payable to Argus Specialist Publications Ltd to:
CLASSIFIED DEPT., HOME COMPUTING WEEKLY,
| Golden Square, London WIR 3AB

ssage in the coupon and

| o )
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Getting started on your MSX-
M. Edwardes & A. Harris

For first time users of MSX computers. It
explains all about programming in BASIC and
develops a full feature BASIC arcade type

game at the same time. The listing for the game
is built up gradually to illustrate each new
command as it is introduced. An introduction to
machine code and a useful glossary of terms are
also included

liustrated 234 x 156mm
192pp £6 95
0B52428588

PRODUCT CODE Ne. 170079

'S

MSX Adventure Programming-
Steve Lucas

The book to teach you how to write your own
prog including ping the

plot, drawing the map, and translating the

objects in the game into DATA statements. High-

resalution graphics and sound are also

described and listings for three typical

adventure games are also included

Mustrated 234 = 156mm

224pp £7.95

085242 857 X

PRODUCT CODE No. 170052

Plense ackd 0% of the total co

AMEus ngpy,

ADVENTURS pg,

sy

= |
MSX Applications - Subroutines for the Amstrad
Garry Marshall CPC 464 and 664~
The book describes, and il S e

the full range of useful applications for the MSX
computers. From word processors, databases
and spreadsheets to problem solving. from bali-
ons’ like cassette and disc drives, printers,
plotters, joysticks, light pens and mice, to
communications uses - Prestel, Micronet 80,
databases. private bulletin boards. M5X - net
and Telecom Gold

Nlustrated 234 x 156mm £7 95
0852428529
PRODUCT CODE No. 170001

Adventure Programming on the
Amstrad CPC 464 and 664 -
Steve Lucas

The book to teach you how to write your own

programs, eveloping the
phot, drawing the map, and translating the
objects in the game into DATA statements. High-
resolution graphics and sound are also
described, and listings for three typical
adventure games are also included

Mustrated 234 x 156mm
224pp £7.95

085242856 |

PRODUCT CODE No. 170044

Awailable through good book shops and specialist outlets or from ARGUS BOOKS LTD.
Wolsey House, Wolsey Road. Hemel Hempstead, Herts HPZ 455 Telephone: 0442 41221
ondered io cover postage and i

ng

The book to show you how to put your Amstrad
computer to serious use. More than 50 fully
tested subroutines in a wide varlety of
areas—graphics, maths, music, data processing
etc. Major listings Include a 3 graph function
plotter, an index compiler, and a music
sequencer -each being well worth the purchase
price of the book in its own right

liustrated 234 x 156mm
224pp £7.95

085242 8553

PRODUCT CODE No. 170036

Available October

Working Graphlcs on the Amstrad
CPC 464 and 684

James Gee & Ewbank

Explains Amstrad graphics and how you can
use them. Covers sprites, animation, computer
assisted painting, two and three dimensional
graphics, and charts and graphs. A practical
book that gives enough information for you to
convert the progrms for your own purposes-or
use them as they stand. All listings are taken
from working programs

Mlustrated 234 x 156mm

192pp £7.95

085242874 X

PRODUCT CODE Ne. 170087

AREEs igg

' APPLICATIQNS

AMSTRAD

664

Applications for the Amstrad
CPC 464 and 664~
Garry Marshall

The book describes. demonstrates and

illustrates the full range of useful applications

for the Amstrad computers. From word
PP oy b

£ to
problem solving: from ‘bolt-ons like cassette
and disc drives, printers, plotters, joysticks, light
pens and mice, to communications uses—
Prestel, Micronet B0, databases, private bulletin
boards and Telecom Gold.

llustrated 234 = 156mm
12Bpp £7 .95
0852428537

PRODUCT CODE No. 170011
Honilable November

the

Amatrad CPC 464 and 664-
A. P Stephenson & D. | Stephenson

Clearly written and readable introduction to
Z80 machine code on the Amstrad CPC 464 and
664. It explains binary and hexadecimal
arithmetic arld contrasts the pros and cons of
machine code against BASIC. The bock includes
& hex loading program, for those working
without an assembler, and the Amstrad
Assembler/Disassembler
Miustrated 234 x 156mm
160pp £7.95

085242 861 8

PRODUCT CODE No. 170060




Spectrum hints

Hungry Horace: Finish the
first two screens quickly.

Ignore the dots but eat the Reader’s hi-score table

balls and keepers. On the third Natar Game NMachine " Score
fgﬁr:uf ?Alrli'loc‘:f'l %P%chfgﬁryg’um Stephen Gray Killer Gorilla BBC 106,920
down, go to the bottom and Frak! ggg 2215%5{]00
g0 to the small circuit and Chuckie Egg 172,
when he arrives go around in Robert Baker TI Invaders ~ TI 99/4A 17,310
the opposite direction to him. Simon Eyre . Thing on a String C64 6096
When you get to the bell, go Christopher Mountain Hypersports Spectrum 100,144
up to it and quickly come Tobias Perbedy Big Mac C64 89,806
down and you will get 250 Munch Mania  C64 '8!261‘06
points every time. . Kik Start Co64 ,07 sec
Craig Jones Cruncher Clé lg‘)s,igﬁ
Spectipedes Cl6 49,
Andrew Booth, Rotherham Ll i 1%
Daley Thompson: You can ] :
achi:\re any gcsore you wish on When sending in your hi-scores please remember to include the
D'T’s Decathlon but after a make of your machine.
while the qualifying times

b:come too gifﬁcu t. When Sorcory secrefs
me ends press an

:,ucmsfe, ‘L:.weeﬁ 0 and{i and Justin Langan from Argyll
you should restart the game e :—"]rs‘ !1! Wﬂlflllda:'{i: lﬂnl“jﬂg;'
wl:;h e sib ctes. N YD Scr?:er; %?tl‘fe Am:n?ad What
S e happens when you free the

Saywell, ford cight sorcerers as 1 have done
flason e several times only to be told
that 1 have saved Bob Fred
and the others and have scored
> It 89,0007 After returning to the

Off the peg L sanctuary is anything else
Congratulations to Douglas supposed to happen?
Anderson of Falkirk, from .
Trevor Truran, originator of
the Victorian Peg puzzle for
the BBC in HCW 118.
Douglas solved it in 38 moves
and Trevor reckons that any
solution under 40 is
e,

) 3, . AT - 3 | SR C
\ D“i I. bt I“: ID.3|- oty A“’. “Can | borrew the felly bonight Ded? P've gol my
f 3, C4, A3, BS, C3. compuies hamenort ba do. "

Computer Count

It wouldn’t be difficult for you
to get your machine to print
this pretty (useless) display but
you may find it a harder
problem to work out how
many different ways there are
to spell COMPUTER.

From each letter you can
move directly down or
diagonally down to reach the
letter below. Thus from the
right hand C there are 3
different 0’s you can reach.

Yes, there is a somewhat
easier method than trying to
count all the paths — can you
find it?
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THE FIRST EVER MIKRO-PLUS GAME

Nearly 50%bigger - and better game for the Spectrum

\ \4" :
M. Shadow of the Unicorn -a 120
. page illustrated book, 64K of

> . programme, and Mikro-Plus
interface - all for
£14.95 '
- Y i
,f e h
N
‘\\

®Built-in joystick port
®Back-up facility to Microdrive

®Back-up facility to Tape \
®Tape alignment routine for / \
trouble free loading /4




' AV [CABEE FOR THE COMMODORE 64 AND £
SP CTR M 48KFROM 21 AUGUST FOR ONLY-£8:95

Now @s /s,a chart hjt compilation of six top selling games from five major
-;ofrw::ré gompanies-Yay Ilnot find better value ervarigty of gameplay all inside
one box — NOW THAT'S WHAT | CALESOFTWARE!

LORDS OF MIBNIGHT

ap@lmosphericstategy adventure game Withover 2,000 screens

BRIAN BLOGDAXE

Grian conguers the Brits i this ingeinous 104 screep platform garne

STRANGELOOP

Many puzzies to solve in this deserted Speee jactory where your ol companions are
robots (arcade adventure with 240 screcnsen the Spectrum and 250en Commodore 64)

PYJAMARAMA

Wally is trapped i a mightmare, you must guide this wacky sieepwalker
fodincf his alarm clock in this arcade adventure

ARABIAN NIGHTS

— Platform and arcade actiongre cornbined in this exotic game

FALCON PATROLHI

All action in the birning desert. Guide a harrier jump jet to defeat devious enemy
helicopters in this arcade game

So rush to your nearest good software retailer and
increase your games collection by 6 in one fell swoop!

Also available directly from






