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(P&P included) Tel: 0530 411485
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Leisure
software

Mirrorsoft is moving into the
home/leisure area with its new
Home Discovery Series. Five
new products are released for
BBC, Electron, Commodore 64
and Spectrum.

The Joffe Plan is a no-diet
system which should help you
control your weight. Prof
Justin Joffe has written a
booklet which accompanies the
package.

Know your own Personality
is adapted from the book by
Prof Ewsenck and Dr Glenn
Wilson. Are you extroverted or
introverted? How emotionally
stable are you? Are you tough
or tenderminded? These are all
areas covered by the 200
questions.

Know your own Psi-g assess-
es your psychic ability with a
series of tests and games.
Master Mind and Quizmaster
follow the format of the BBC
Mastermind TV series, while
Star Seeker and Solar System
will teach you about astronomy.

Prices are £9.95 for cassette
and £12.95 for disc.
Mirrorsoft, Holborn Circus,
London ECIP 1DQ

Lower prices

J Morrison (Micros) has
announced that all its games
will now cost £3.95, while
utilities will retail at £7.95, with
the exception of Zip (£3.95).
New titles include Lasergates,
Skyjoust and Starfighter for the

Dragon: Jellybones and
Nightflight for the
Commodore, and The OIld

House, Knight Errant, Haunted
House and Scramble for the
Sharp. Commodore utilities
include Edasm, BasicPlus,
Spritemaster and Zip.

J Morrison (Micros), 4 Rein
Gdns, Tingley, W Yorks WF3
IJR

Spectrum
launch

Activision has launched eight
cassettes on the Spectrum. They
are Beamrider, Enduro,
HERO, Pitfall II, River Raid,
Space Shuttle, Zenji and The
Designer’s Pencil.

Each will cost £7.99, with the
exception of Pitfall II (£8.99)
and The Designer's Pencil
(£9.99).

“Spectrum owners will be
pleasantly surprised at the
sophistication and long-term
entertainment value to be had
from our first Sinclair titles)’
said Geoff Heath, Activision’s

UK managing director.

The Designer’s Pencil is a
programmable pencil which
operates by joystick, and
virtually eliminates computer
control and complex program-
ming design.

Activision, c/o Ray Hodges
Assocs, 5/7 Forlease Rd,
Maidenhead, Berks SL6 IRP

Polish up
vour English

Polish up your English with
Micro English: O level English
Language on your computer.

New from Ludinski Comput-
er-assisted Learning, Micro
English could help you revise or
study on your own, and consists
of 24 easy to use programs on
disc or cassette for BBC/
Electron.

At £24.50, the pack consists
of two discs, or program, plus
audio cassette. The audio
cassette 1s intended to help you
communicate verbally and in
written form with your tutor,
the computor.

More than 580 questions are
featured and can be answered as

multiple choice or normal
questions.
LCL, 26 Avondale Ave,

Staines, Middx

Speed and
skill

A staggering total of 8,192
screen locations is claimed by
Taskset for its new release,
Cadcam Warrior. Scheduled
for launch in mid MNovember,
the game will cost £9.95 on
cassette and £12.95 on disc.
Pre-launch promises include
““intricate detail... long lasting
interest... extremely high
quality:” What you have to do is
find your way to Cadcam
Control and your rate of
progress depends not only on
your ability to destroy your
opponents and clear all
obstacles, but also your speed.
Each game is claimed -to be
slightly different from any
other.
Taskset, 13 High St, Bridling-
ton YOI6 4PR

We have lift-
off!

First prize in a nationwide
competition for schools is a
five-day trip to the United
States for a team of three
students and their teacher.
Highlight of the trip will be the
chance to witness a scheduled
shuttle launch from the IF.
Kennedy space centre in
Florida, Miami. Also on the
agenda is a visit to the EPCOT
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city of the future in Orlando.

The competition, The CUB
British Schools Computer
Challenge, is being sponsored
by Microvitec. It's aimed at
secondary schools and the Ri.
Hon. Kenneth Baker MP has
expressed his support. “‘A
challenge for schools of this
kind will undoubtedly help
build upon the considerable
enthusiasm for the use of
computers in education which
has developed over the last few
years,’ he said.

Microvitec managing director
Tony Martinez said: “We feel
our success, coming only four
years after the company's
formation, is due in no small
measure to our performance in
the educational sector of the
computer market in which 92
per cent of all schools are
equipped with our CUB colour
monitors. The competition is
our way of acknowledging such
support!’

Mr Martinez went on to talk
of a challenge between British
and American schools, possibly
in 1986. Upper age limit for the
competition is 16 and entry
forms will be distributed shortly
before the preliminary rounds
begin in November.

Microvitec, Futures Way, Boll-
ing Rd, Bradford BD4 7TU

Adventures
from books

The Nomad of Time, The Saga
of Erik the Viking and The
Stainless Steel Rat Saves the
World are the titles of three
new adventures from Mosaic
Publishing.

Adapted from books, the
games feature siriking inlay
cards which look more like
book covers than software
inlays.

The Saga of Erik the Viking
runs on the Spectrum, BBC and
Commodore and costs £9.95 for
a boxed pack with booklet and
cassette. Based on the book by
Terry Jones, of Monty Python
fame, it has over 200 locations,
each illustrated. The game was
written by Level 9 Computing.

The Nomad of Time is based
on Michael Moorcock’s Oswald
Bastable series and runs on the
Commodore. Price; £9.95.

The Stainless Steel Rat was
written by Shards Software, as
was the Nomads of Time, and
runs on the Commodore. Your
mission is to travel through time
to save the world.

Mosaic Publishing, 187 Upper
5t, Islington, London NI IRQ

We have lift-off!




Graphics
From front page

used to stock up the Christmas
card shop.

Jane Fairbank of Compunet,
one of the judges, said: *“The
new system is graphically very
exciting. We have the whole set
of Commodore graphics to
usel’ She added: ““The idea
came from the Compunet
Jungle. That is the area where
anyone can upload:’ She said
that the standard was very high
indeed.

Sue MNeville of Compunet
said: ‘“‘Compunet is always
looking for new designers and
any frames used on the system
will be paid for!’

Jane Fairbank said that
Compunet also plans other
competitions for the future but
details of these have not yet
been finalised. She said: *‘The
system is terrifically interactive
so the idea for a competition
was fairly obvious’

Closing date for all entries is
December 14th. The competi-
tion is open to anyone who
owns or who has access to the
system and is not just for
computer buffs. *“*We're
looking for good, original
images, some of which may be
quite abstract:’ said one of the
judges.

Compunet Teleservices Lid,
Metford Hse, 15/18 Clipsione
St, London WIP 5ES

British
From front page

it should be played between
lunch and tea-time on a
Sunday. The game can be saved
to tape and the board packed
away, so that play can be
resumed at a later time.

Mr Bozeat said: “*The purest
form of design is airplanes. I'm
a military aircraft enthusiast —
I'm not a warmonger but I love
going to air shows. The Harrier
is the most remarkable aircraft
there has ever been. It's so
elegant, I wish 1I'd designed it>’

He continued: *‘I don’t feel
like a software author. To me,
the computer is a tool!’” Mr
Bozeat thought up the game
before the home computer had
become popular, and originally
the scoring was by peg and hole
cribbage board. Then, in 1983
the family bought a Spectrum
and realised that there was an
alternative to laborious scoring.

Miles Bozeat realised that his
game now had commercial
potential and Tony Morris was
asked to write the program to
accompany the game. ATRAM
is professionally packaged and

marketed and Websters has
agreed to act as distributors.
Said Mr Bozeat: ““When
using the computer as a
database advising options,
computing results and updating
status, the machine is at its best,

a reliable, very capable and
friendly tool assisting
imaginative and inventive

competitors to pit their wits,
plan their strategies and steel
their nerve as they try to
overwhelm the opposition?’

Miles Bozeat also believes
that with ATRAM the piracy
problem has been licked, since
the program is useless without
the board and pieces.

AMSTRAD (£19.95) is being
converted for the Commodore
64, and will be launched in the
United States. American and
British forces both have
Harriers, and that's the reason
why allied countries are battling
it out — not that Mr Bozeat
knows something that we don’t!
“It’s no accident that the game
is a competition between British
and Americans," said Mr
Bozeat. **There's nothing like a
bit of friendly rivalry!*’

Websters, Curzon Hse, Middle-
ton Est, Guildford, Surrey GU2
SXW

Making music

Commodore is releasing its
music package, Music Maker,
which will enable you to use

your micro as a musical
instrument.

Included in the price —
£2995 — is software, a

songbook and tutorial material,
as well as a 24-key piano style
keyboard to fit over your
computer keyboard.

Eight built-in voices simulate
guitar, piano and synthesiser
and different modes can be
selected. You can create a range

of rhythms, from waltz 10
disco, and play three-note
chords.

Single step input means that
notes can be input using either
notes or letters.

Commodore, | Hunters Way,
Weldon, Corby, Northanis
NNI7 10X

Fuller revived
by Nordic

Nordic Keyboards, the
company which took over
Fuller Micro Systems after it
went into liquidation, has
announced the launch of the
FDS Executive, a replacement
keyboard for the Spectrum.
The keyboard will be officially
launched at ECC Micromarket
at Wembley.

Fuller — under new management

John Gray, joint managing
director of Nordic, said: ‘“*We
believe it's a winner. It's
technically sound and reason-
ably priced at £59.95. Far from
being a re-vamped design, the
Executive allows the user to
plug the Spectrum straight into
the keyboard without having to
unscrew the Spectrum case!’

Nordic is reported to be
spending thousands of pounds
in the promotion of the
Executive and new packaging
and clearer instructions are

essential features.

Mr Gray stressed: **Although
we have acquired the Fuller
trademark because we didn't
want to lose the identity, we
would stress that we didn't take
on the delivery and service
problems which the old
company had. We are building
stocks of all the products and
can deliver in three days:’

Nordic Keyboards, Unit 13,
Randals Rd, Knowsley Ind Est,
Prescott, Merseyside

Quest for the
holy grail

Melbourne House's latest
release is Sir Lancelot, ‘‘a
stunning new arcade game for
the 16K Spectrum;' according
to pre-release publicity.

You are Sir Lancelot on the
quest for the holy grail. Perils
you encounter include birds and
dogs, as well as offbeat figures
like Pacman, bouncing balls
and a cooking pot with legs.

Once you get to the castle you
must collect all the items in each
of 24 rooms before moving on
to reach the treasure.

You have four life restorers
to help you. At £5.95, Sir
Lancelot will of course run on
both 16K and 48K Spectrums.

Metbourne House, Castle Yard
Hse, Richmond, Surrey

Wacky games

Micromega has now launched
two new releases — Jasper and
Jin Genie.

Jasper, at £6.95 for the
Spectrum, is a ‘‘cartoon-style
arcade adventure’’ with 22
screens. Collect objects for use
later on. The story depicts
Jasper the rat making his way
through the jungle and
Micromega assures us it's
wacky.

Micromega warns that clever
planning, quick thinking and
accurate control are your key to
success, rather than sheer
reaction speed.

Jinn Genie, for the Commo-
dore 64 at £8.95, is a four-phase
game set in Arabia. You must
free the Golden City from Ifreet
the Genie. Said Neil Hooper,
general manager of Micromega:
“Having firmly established
ourselves in the Spectrum
market, it's our intention now
to provide Commodore owners
with games of equal quality.

He went on: ““We have been
looking for the right game for
a while, and Jinn Genie is
definitely the one. We also hope
to produce more for the
Commodore in the near future
— including some possible
conversions of our Spectrum
successes.’

Micromega, Personal Systems
and Software, 230-236 Laven-
der Hill, London SWill ILE

Space
hazards

Mastertronic has announced the
release of four new games: two
are conversions of Commodore
64 games to the Spectrum.
Starace, a new game for the
Commodore, has you in charge
of a space fighter ship battling
through four galaxies to find
the planet which will be your
new home. Aliens, asteroids
and fireballs are a few of the
hazards in your way.
Challenger, new for the BBC,
features you as destroyer of
aliens and quads. Be careful
that you don’t run out of fuel.
Space Walk and BNX Racers
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have now been converted for
the Spectrum, and Mastertronic
states that improvements and
refinements have been made.

Mastertronic, Park Lorne, 111
Park Rd, London NW8 7JL

The road to
Galilee

Software has been
looking to the Bible for
inspiration for one of its
Christmas titles; Galilee, for the
Spectrum. This text adventure
with graphics is set in the heart
of the countryside around the
Sea of Galilee in the first
century. Written by the Rev.
Peter Goodlad, author of
Jericho Road, the game has
been thoroughly researched.
Price: £5.75.

Also from Shards: Empire,
now on the Commodore 64
(£6.95). The COM empire is
your foe, and you must strive to
destroy its forces before it
conquers the world. You are on
the defensive: your enemy is
both ruthless and aggressive,
but you can save the day if you
make full use of cunning and
tactics. You begin with an equal
number of territories and the
fight is played out on a map of
the world, with six scrolling
continent maps and eight levels
of difficulty.

The Pettigrew Chronicles
have also been released by
Shards for the Commodore and
Spectrum, at £9.95. This is an
‘‘epic four-part adventure,
designed to appeal to the whole
family,’ according to Shards.

Shards, Ste G, Roycrajft Hse, 15
Linton Rd, Barking, Essex

No more
clutter!

Compudesk is the name of a
new workstation which comes
to you ready for assembly.
Your keyboard sits on glide

Shards

runners and you can slide it
away once you've finished using
it. There's enough room to
store up to 200 discs, while
opliopal doors provide extra
security.

The Compudesk stands 1269
mm high, and is 915 by 500
mm. You can choose either teak

or rosewood finish. The
Compudesk ranges in price
from £58.99 to £75.99

depending on additional extras,
but post and package costs are
extra.

Jagger, Forge Lane, Canal Rd,
Leeds L5112 2PS

sService with
a smile?

Chalksoft now provides various
services as well as educational
software. You can swop a
Chalksoft cassette in a part-
exchange for a disc, if you
return it in its original
packaging with a cheque for £5.

Chalksoft also guarantees
replacement of faulty software
free of charge, if returned
within 28 days together with
your proof of purchase. After
the 28 days have -elapsed,
Chalksoft will replace your'
defective program at a cost of

Sampler discs are now
available for teachers’ use; each
disc contains partial review
copies of 10 or more programs,
and costs £5, and Chalksoft has
also published its accessories
catalogue.

Chalksoft, 37 Willowslea Rd,
Worcester WR3 7QP

Here's a novel idea: a vacuum
cleaner for your computer —
the Minivac. This miniature
cleaner runs on a nine-volt

Jagger's Compudesk workstation

?

-

Page 6 HOME COMPUTING WEEKLY 30 October 1984

Hand-sized Mini-vac from O & S Photographic

battery or 240-volt adaptor and
“‘uses true vacuum cleaner
action to remove minute
particles and collect them in a
cloth bag, unlike compressed
air blowers which simply blow
the pollutants into the air")
according to O & S Photo-
graphic,

Two lens-quality fine brush
vacuum heads and a vacuum
bag are supplied with the

cleaner, and you can use a
separate attachment to convert
it to a blower.

Not only is it useful for
removing dust on your key-
board and monitor screen, it
can also come in handy when
removing carbon dust and
paper created during printing.

O & S Photographic, South
Block, The Maltings, Saw-
bridgewaorth, Herts

LOW cost
plotter/
printer

Due for November release by
Datafax: the Sakata SCP-800
colour plotter/printer, which is
capable of handling A4 paper as
well as a 210 mm paper roll.
The printer/plotier costs
approximately £206 and is
compatible with most home
computers — BBC, Spectrum,
QL, Electron, Commodore 64,
VIC-20 and Oric.

The SCP-800 is supplied
together with a manual, and has
the facility to supply screen
dumps on Spectrum or BBC.
Datafax was appointed as
a Sakata distributor in
September, and this is the first
new product to be released since
then. Datafax claims that the
plotter/printer is of high quality
and offers you tremendous
versatility for graphics and
listings.

Datafax, Datafax Hse, Bouniy
fg Basingstoke, Hants RG21
A

scramble
for your
Amstrad

Kuma has announced the
release of its sixth title in its
Amstrad range: Star Avengers.
The game is a Scramble-type

arcade game which features 10
scenarios. You're in charge on
each level. You have the choice
of five stages of difficulty,
but be warned — they start
at difficult and progress 1o
virtually impossible!

Jon Day, Kuma sales
manager, said: ‘‘We're
delighted with this version. It's
a challenging high speed game
and makes excellent use of the
Amstrad’s graphics and sound
capabilities. Star Avengers is
a sure winner and we are
confident that it will rapidly
become the number one game
on the Amstrad!’

Star Avengers costs £6.95.

Kuma, 12 Horseshoe Park,
Panghbourne RG8 7TIW

Late news

Henry's House, Soldier of
Fortune and Witchswitch are
three new releases from English
Software. All for the Commo-
dore 64, this trio feature
Pavloda Fast-Load. Henry's
House has a royal flavour and
involves little Henry romping
through his new abode. Price;
£8.95. Soldier of Fortune is an
arcade adventure (£7.95) while
Witchswitch (£8.95) is a race
against time to save a village
:“mm destruction by molten
ava.

English Software, Box 43, Man-
chester M60 3AD




IT°"S WHAT YOU’'VE
BEEN
WAITING FOR ...

“Domark’s first venture is fun and the best I've
played” Editor, T.V.GAMER

“Never seen anything like it” SUNDAY TIMES.

“Even if you don’t win the £25,000, the game i1s
definitely worth playing and will give you
plenty of fun doing so” Editor, GAMES COMPUTING.

“Game for a lot” DAILY MIRROR.

“In this World’s oft fruitless search for value for
money, a new software package from Domark
shouldn’t be ignored” YOUR SPECTRUM.

IS HERE

ENJOY YOUR SEARCH FOR THE SECRET TELEPHONE NUMBER



COMPETITION

Oover 100

copies of

Kokotoni
Wilf by

_EwWiE

to be won

If you own a Spectrum or
Commodore 64 then you can
enter our free competition.
You could win a personalised
copy of Elite’'s best-seller —

Kokotoni Wilf

This week’s competition is
based on the best-selling
game Kokotoni Wilf by Elite
Systems.

Kokotoni WilF is the first release
from Elite Systems and is currently
doing very well in the sofiware
charts. Elite has already planned its
second and third titles which will be
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games based upon two popular TV
series: The Fall Guy and The Dukes
of Hazzard.

Kokotoni Wilf is available for the
Spectrum 48K and the Commodore
64 so our competition is open Lo
most computer owners. The hero of
the adventure is Kokotoni Wilf and
his mission is (0 seek the lost
fragments of the legendary Dragon
Amulet. The pieces are sirewn
throughout time and with the help
of the great magician Ulrich, Wilf is
able 1o pass from one time zone to
another to carry out his quest.

Wilf starts his adventure in the
dangerous era of dinosaurs,
millions of years before man
walked the earth. When he has
collected the parts of the amulet
which are to be found in this age,
Ulrich the old magician opens a
glowing portal in time, and Wilf
passes through 1o the next stage of
his journey where the Vikings are
terrorising the peoples of Europe.
There are plenty of perils in the
later time zones too, including such
hostile adversaries as alien robots.

An added advantage that Wilf
has over the average hero i that he
is endowed with a pair of wings
which gives him a much better
chance against the many foes he has
to face.

Kokotoni Wilf is a multiscreen
arcade/adventure game with more
than 60 screens, and Wilf can travel
through six different time zones so
there's plenty of variety. All the
screens feature hi-resolution back-
grounds.

The competition format is rather
different this week from our usual
wordsquare or spot the difference
style. The idea of this is to get you
involved in the game which is on
offer.

The problem which you have to
solve is mathematical but don’t
worry if maths isn’t your strong
point — we give you some helpful
tips to nudge vour thinking in the
right direction.

So have a go and good luck.

The Competition
Kokotoni Wilf is standing on a hill
and in the distance he can see a
crossroad. At the centre of this
crossroad lies a piece of the Dragon
Amulet which Wilf must retrieve.
There are four roads leading from
the hill to the crossroads and Wilf

Name

Kokotoni Wilf Competition

Entry Coupon

must decide which is the best one to
take so he can reach the fragment
of the amulet in the shortest
possible time.

Road A: This road is 2.7 km long
but it is quite steep so Wilf can
only travel at 5.9 km per hour.

Road B: This road is 2.9 km long
but less steep so Wilfl can travel
at 6.2 km per hour.

Road C: This road is 3.7 km long
but is easy going and Wilf can
travel at 8 km per hour.

Road D: This is the shortest road
and is only 1.4 km long but Wilf
can only travel at 3 km per hour
as it is over difficult terrain.

You must decide which route
Will must take to recover the piece
of the amulet as quickly as possible.

For those of you whose brains
find mental arithmetic a particular
strain, remember: speed divided by
distance equals time.

How (o enter

Study the problem carefully and
when vou have arrived at a solution
fill in the entry coupon and seal it in
an envelope. Remember to write on
the back of the envelope which road
you think Kokotoni Wilf should
take.

Post your entry to Kokotoni Wilf
Competition, Home Computing
Weekly, No. 1, Golden Square,
London WIR 3AB. Entries close at
first post on Friday November 16,
1984,

You may enter as many times as
you wish, but each entry must be on
an official coupon — not a copy —
and sealed in a separate envelope.
Important: please follow carefully
the guidelines on entering —
incomplete coupons and entries
without the solution on the back
cannot be considered. If you are a
winner, the coupon will be used as a
label to send your prize so clear
writing is essential.

The rules

Entries will not be accepted from
emplovees of Argus Specialist Publica-
tions, Elite Systems and Alabaster Pass-
more & Sons. This resiriction also applies
to employees” families and agents of the
companies.

The How 1o Enter section forms pan
of the rules.

Address

________ ___ post

Type of computer __

Complete clearly and fully -
1o Kokoltoni
WIR JAB
in the How i«

of the envelope.

Road which Wilf should take

you afe & winner this will act ad a label for v

code ____ eacel])




Activision, 15 Harley Hse,
Marylebone St, London NW1

Words do not easily spring to
mind when trying to describe this
game, for I have seen none like it
before. It's a maze game, but
what a maze game! You have to
build the maze yourself.

Reading the enclosed leaflet, I
got the impression that the idea
stems from a philosophical
approach to life. The player is
advised to beware desires, and
illusions. Further, the object is to
make an unbroken path to the
Source, learning lessons on the
way, otherwise you lose your
head, with only four
incarnations in reserve.

The game starts with a choice
of keyboard or joysticks, and a -

The Final
Mission
48K Spectrum
£5.50

Incentive, 54 London St, Read- ¢!
ing RG1 45Q

‘Deep within Vran’s Temple you
set forth on the Final Mission...
can you outwit the wandering
4 'slime, the five gate guardians, or
Jeven Vran himself?" 1 was
reminded of these words, from
the cassette inlay, when 1 was ,
devoured by the slime after
scoring 36% of this adventure., ° /]
The Final Mission is the last .
adventure in the Ket trilogy. 1 J
had not seen the previous ones,
so | was quite keen to get stuck
into this one and give a good
account of myself.
i The excellent, initial hi-res
%; screen leads one to believe that
adventure with lots of pretty
pictures, but this is not the case.
In the 36% I saw, it was text
only.
One excellent aspéct of this
tape, is that it features power
* load, so it's not long before you
* are playing the game. The usual
adventure commands are present
interpretation of human
good. It's wvery user
in its att:mpts to
understand you and it poses
some interesting problems.
I must work out how to defeat -
the slime...

| instructions

black mark for not being able to
redefine the keyboard. Another
black mark because the ‘up’ key
is shown as ‘Z’; a misprint, it
should be ‘2'.

I have no idea how many
variations there are, because I
didn’t get far, I always ran out of
time. :

Althugh it takes getting used
to, I don't think you play this
game, you experience it. It's
worth adding to your collection
if you like a game that makes you

think. .B.
instructions 90%
playability 100%,
graphics 90%s
value for money 95%,

*x Kk Kk Kk X

™
'.'h. Dragonstar Crystal. y A

I didn't feel tempted to sit

Dra ﬂllitﬂl' for hours trying to unravel

Delta 4, The Sheiling, New Rd,
Swanmore, Hants S03 2PE

This is a three part all-text
adventure written with the Quill.
Set in the gquasi-medieval
Dungeons and Dragons era, the
quest is three-fold.

First, find the princess held
captive by a dragon, and rescue
her by defeating him. She guides

onstar’s secrets. Perhaps
it's just me, but it doesn't match
other adventures 1've seen.

Presenting the user with a
series of hurdles loosely Imked
by descriptions relies overwhelm-
ingly on his desire to beat the
programmer. For me this is not
enough.

The best adventures should
surround vou in a land of
fantasy, draw you with an
intriguing plot, challenge you to
defeat willy foes, whilst holding
your attention by rewarding you
with a little success, and perhaps

you to the Lake of Fire. wit, Very few do D.M.
After loading the second part,

you find yourself at its southern instructions 50%,

edge with a new quest; to find the playability 90%

Golden Key of Seven. graphics N/A

That done, a message is
revealed which launches you on
the final conguest of the Dark

value for money

* k Kk Kk

this is going to be a graphic >}

M.B. o d
art
."
N ﬁ this text-only, spy-thriller based,
adventure game.
Your objective is to penetrate
a KCB stronghold and get into

Adventure
ussortment

A wide variety of adventure
games to get your brain
working. There's excitement
and laughs in this batch

The Code
48K Spectrum
£8.95

Soft Concern, PO Box 65,
T Warwick CV34 4]Y

Initially one is most impressed by
the hi-resolution screen at the
beginning of this adventure tape.

It's a picture of Bogey (Hum-

-p-hrey Bogart), complete with

hat and raincoat, and he is
ﬂlum:mtod by a sort of
nouveau globe lampshade

The hi-res screen was, for me,

the most memorable moment in

the code room to discover the
secret code.

Having discovered the secret,
you quickly write to Soft
Concern Ltd, and if you are the

- BRSSO B -

One, and the destruction of the

R -

o T T

The Quest for |
the Ho
Joystic

48K Spectrum
£4.95

Delta 4, The Sheiling, New Rd,

Swanmore, Hants SO3 2PE
A Quilled all-text adventure
to make wvou laugh! And it
works. Humour comes in many
varieties; this is the wry, sly in-
Joke kind.
Via a very classy re-defined
character set, Yyou are
transported to London, the Holy
City. From there, a variety of
pybus\s and coaches take you all} *
over the country to different
well-known software houses.

There you meet not only the
authors, often described in less
than complimentary terms, but
characters and situations from,
their programs. The latter prove
very difficult to get out of.

Perhaps the most amusing
thing about this program, to my
perverse sense of humour, is the
way in which the code transfers,
you in one fell swoop from!
Hampshire to America, or from
the south coast to Spain! And
why not? ]

There is one snag with *
humour. You have to be ‘in’ to
appreciate it! As a result, a
market is assured with the staff
of Melbourne House, Automata
and Dream, thou north of
Watford sales could be a little
thin! If you're a software freak,
and know the personalities
involved, you’ll enjoy this. D.M.

first with the solution,
collect £2,500.

The adventure game itself is a
competent rendering, but the
lack of a cursor, for human
input, I found most annoying.
You would expect the high price
tag of £8.95 to include a free
Cursor. y X

Perhaps the exorbitant price is
to cover the cost of having the
cassette inlay printed in Russian
ar_j:lhm pay out the prize money
with.

you

instructions

playability instructions
graphics playability
value for money graphics

value for money
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Llamasoft, 49 Mount Pleasant,
Tadley, Hants RG26 6BN

This is the latest outpouring of
Jeff Minter — the man they all
hate but love to copy. It follows
on from the last two games and
uses characters from both. Our
hero is a half-man half-goat who
travels through 100 rooms
arranged in a ten by ten array.
You are given a map with the
game and the status lines on the
playing screen give further help.

So what makes this game
different? Initially there are no
exits in any of the rooms. You
must create them by zapping the
weird inhabitants of the rooms.
The rooms have an odd system
of gravity enabling yvou to stand
on any wall. Jumping from wall
to wall is a challenge in itself.

Statesoft, Bessemer Dr, Steven-
age, Herts

This game involves the age old
pastime of house-painting. Your
objective is to read six hidden
messages. You collect g word or
group of words appearing at the

You need different strategies
for different rooms and must
collect camels to progress. One
nasty is Rory the guinea-pig.
Shoot him at your peril.
Grapically the game is
impeccable and the provision of
“Help"” for every room is a
major advance. The soundtrack
consists of jungle drums and
adds to the excitement.
Buy it, you really can't afford

to miss this beauty. M.W.

instructions 95,
ease of use 95%
graphics 95%

value for money 100%%

* K Kk K &

High Noon
CBM 64 £7.90

Ocean, Ocean Hse, 8 Central St,

 Manchester M2 NS

This is a shoot-em-down game
with a difference. You are the
sheriff in a frontier town and
judging by the number of villains

. it’s a full time job.

The game uses Nova-load and
you are serenaded by Gilbert &
Sullivan’'s A Policeman's Lot
giving you a foretaste of things
to come. You are then thrown
into the game, patrolling the
main street, shooting the baddies
before they rob the bank or run
off with the saloon girls. They
also try to shoot you.

The main street comprises of
the sheriff's office and jail,
saloon, bank, hotel and under-
taker's, all nicely drawn.
Whenever you kill a baddie,
Rigor Mortis, the undertaker,

Five for the
(7 |

-

1 A T AESENNET

dashes out and drags the body
away. He seems immune to the
effects of gunfire. If vou are
shot, he drags you away.

Should you survive the first
wave, you have a shoot-out for
bonus points. Subsequent levels
have riders on horseback and
men with dynamite.

In all, nicely executed with
good graphics and sound effect.
If you feel like emulating Gary
Cooper, you can do a lot worse
than buy this.

instructions 90%
ease of use 90%
graphics 90%
value for money 90 %

* Kk Kk Kk k

Pilot-Plus/64
CBM 74 £29.95

ufs John Wiley & Sons, Baffins La,

Chichester, Sussex PO19 1UD

Al last, new language packages
are appearing for the 64. This
package is a nice implementation
of Pilot. Pilot is a language
developed for computer assisted
learning, and as such is of value

end of each screen. Eight screens 3
Jigive the full sentence and there
Sare six sentences, one for each '

skill level.
include: the ?

Great games for your
Commodore 64 which range
from decorating your home to
gun-fighting in the wild west

to teachers and educationalists.

This package offers Pilot with
a range of extensions for the use
of the 64’s sound and other
features. Hi-resolution graphics
£-"are not directly available, but

The options
choice of painter and skill level *
and number of joysticks. They.

choice of painter involves “‘Sex _
select'! This only refers to the
choice of a male or female name
and a corresponding figure on
the screen.

You guide your painter around
the house painting each room as |
he passes through. There are’
ladders and lifts to help you to
each floor. You must avoid
getting squashed by the lift or
knockl:d down by a flying paint

Each screen has more
Yobstacles to frustrate you. The
graphics. are good. The sound

MNutcracker Suite and is well
executed. The sound effects can
help, especially when the lights
are out and you can't see the
walls.

Overall, a nice game, which:
tended, unfortunately, to
A become boring. M.W.

age, Herts

pressure and patience.
You must

Boulder Dash
CBM 64 £8.95

Statesoft, Bessemer Dr, Steven- screens behave differently each
time. After four screens thereis a
playable intermission, but I can't
This is a real winner. from comment on these since [ haven't
stateside and as such should managed to reach one.

carry health warnings since it is
likely to keep you up all night the animation and movement of
and severely tax your blood rocks are positively Newtonian.
This game surpasses all of its
guide Rockford genre and is in a class of it's own.
| underground searching for This is a must for your games
Jewels and avoiding falling rocks collection. M.W.
which have a habit of crushing

The graphics are first class and

low resolution plotting is
offered. Overall the package
offers the features of BASIC
plus a lot more. A good feature is
the editor which includes bi-
directional scrolling and many
tool kit commands.
One bizarre aspect is that using
two simple commands you can
alternate between Pilot and
BAS]C. each editor supporting
it's own langnage. Hence if you'
wish to enter a hybrid Pilot/;
BASIC program vyou must |
remember to switch to the right
editor at the right time. A little
confusing, but works well
en :
Overall, an excellent package
giving a flexible and useful high-
level language. This is enhanced
by the ability to combine Pilot/
BASIC/machine code. | can
highly recommend it. AW,

instructions 9590 him. If you collect enough jewels instructions 950
ease of use 80y and find the exit, you progress to ease of use 95%
graphics 80 the next level. . graphics 95%, value for money
value for money 80 It’s not as easy as you think value for money 959,

squashed or trapped. There are * * * % X x K Kk Xk *

sixteen caves with five skill
levels. You can start at any one
of five caves. Each has different
features and vou must develop

new tactics for each. Some
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When listing a program on
the Commodore 64 it is
possible to slow down the
flurry of letters and figures
by pressing the CTRL key
while the program is being
listed.

This slows the listing rate
down to a speed where it
becomes possible to view
the program more easily,
and is especially useful
when searching through
long programs.

When writing a joystick
program for the Commo-
dore 64 it is possible to have
keyboard control as well.
This is achieved by using
the joystick port one.
Simply write the program as
if just writing for a joystick.

The keys which work in
place of the joystick (port
one only) are as follows:

Joystick Key Com-
move mand
up 1 up
down arrow key down
right 2 right
left CTRL  left
fire space fire

Andrew Clarke, Warwick-
shire

VIC piano
keys

Typing in long programs
can be a dreary business. So
here’s a short program to
solve that problem and
make typing a joy.

‘When this program is run
the READY sign should
appear after about two
seconds. Now (ry pressing a
few keys. Yes, the VIC is
now a piano and the good
thing is the program itself
does not use up any of the
3.5K which you need for
your OWn programs,

Here’s a tip for those who
are tired of having short
games or who want high
scores. It's for the BBC B's
Planetoids by Acornsoft.

1 press break
2 type PAGE = &£3C00

{return)
3 type LOAD ‘“*Planetl’
{return)

When loaded
4 type line:1507&276B =

5 now RUN it and you have
99 lives!

R Evans, Edwinstowe, Nolis

POKES on
Vvic-20

Here is a list of POKE
commands which may be
useful to VIC-20 users.

+ SYS 64802 or SYS 64824
resel the computer

* POKE 650,128 makes all
keys repeat

* This short routine knocks
out the runstop and restore

keys:

10 POKE 788,194: REM
knocks out runstop key

20 POKE 792,91:POKE
793,255:REM knocks
out restore key

* This routine prevents the

program from being listed:

0 REM [shifted L]

+ POKE 22,35 prevents pro-

gram line numbers from

listing

* POKE 802,0:POKE 803,0

prevents saving of program.

Return to normal with

;gKE 802,243:POKE 803,

* POKE 9,x when x=0 1o

21 positions cursor along a

line

* You can also position the

column number
* Control cursor speed by
POKEing any number into
37879 (0 to 255)
* POKE 198,3:POKE 632,
147:POKE 633,131 is the
same as LOAD

These routines should
prove useful as they can
easily be included in your
OWN programs.
SAea Dunstall, Shoreham-by-

This week we start a regula
feature — a page of heipful
advice from readers and foi

readers. Write in to us and
share your discoveries with
others — there's a software
prize for thﬁv :g:a{ letter eack

e

Colourful
Dragon

This program enables
Dragon users o mix
different colours on the hi-
res screen. You input two
colours and then the
computer mixes them by
drawing lines alternately in
each colour. The EXEC
command in line 110 waiis
till a key is pressed and then
returns to start, mixing two
different colours.
This is how it works:

10 clears screen

20 inputs number for first
colour

30 inputs number
second colour

40 sets up hi-res screen

50 loop for number of lines

60 sets first colour

70 draws lines in first
colour

80 sets second colour

90 draws lines one pixel in
front of previous line

100 loop back for next line

110 waits for key depres-
sion, then GOTO start

for

This is the program:

10 CLS

20 INFUT *‘FIRST
R":A

3 INPUT “SECOND
R":B

40 PMODE3:SCREENI,1:
PCLS

PSET only the colour available in
80 COLOUR B GR.7 can be produced.
9 LINE (0.Z+1)-(256, Using the appropriate SET
Z+1), PSET COLOUR or POKE
100 NEXT Z commands these colours

110 EXEC41194:GOTO10 | cap be changed accordingly.

James Harrison, Quorn,

Andrew J Garvey, Middx Leics

Three
colours on
Atari

Did you know that the
Atari can produce three
different colours in
graphics mode 07 Well, it
can after you set up a
display list involving
ANTIC — that virtually
unknown super graphics
chip which is found in all
English Ataris.

After the following code
has been entered vyour
screen will turn black and
any characters on the screen
will become messy splurges
of colour. This is because
each character has been
divided in 4 x 8 matrix,
rather than 8 x 8.

10 DL =PEEK(560) + PEEK
(561)*256 +4

20 FOR 1=2 TO 24:POKE
DL +1,4:NEXT I

By rearranging the
formation of the pixels
within each GR.4 pixel, the
three default colours can be

If you want to stop this | cursor with this routine 50 FORZ=0 TO 192 |produced.
program then press STOP | 10 POKE 201,Y:REM Y= STEP2 As there are only four
+ RESTORE, and 1o row number 60 COLOUR A possible pixel arrangements
return type SYS672. 20 POKE 202,X:REM X= [70 LINE (0,Z)-(256,Z), |within each GR.4 npixel,
80 FORI=0TO44

50 READA:POKE&EV2+I.A

160 NEXTI
118 SYS672:NEW

138 DATA120,169,176.141,,20,3,169,2,141,21,3,88,96.0,6.8
140 DATA165,197.201,64,240,12.9,192.141,12,144,169,15,141, 14, 144
1590 DATA208.8,173,14.144,240,3,206,14,144,76,191,234

Send in your hints and tips .
to us at Home Computing
Weekly, No.1 Golden Square

Geoffrey Sanson, Bourne,
Lincs

London WIR 3AB. A sofi- I
|| ware prize will be awarded

1o the letier which we judge
to be the best of the week.
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[t5 easy to
complain about

advertisements.
But which ones?

Every week millions of advertisements
appear in print,on posters or in the cinema.
Most of them comply with the rules
contained in the British Code of Advertising
Practice. “ : Tt
But some of them break the rules and A quick wa y of leaming quicker
warrant your complaints. than the printed page”.
If you're not sure about which ones they Mike McCann, Your Computer.
are, however, drop us a line and we'll send you
an ab{li_iged <opy nfdthe 3dvertisigg Eude. “It took 12 hours to teach a regime that
vOu, }'OLl'l[Fi;el }'uirt-'i f'iaedviﬁ;si?:g;g u}.:. 'LTSJ E;ct}élr] ?ﬂggﬁagﬂlﬁlakﬁaﬁ h;“—‘fsu-
¢ The Advertising Standards Authority. W i e g i
an advertisement is wrong,were here to put it right. omson Holidays.
ASA Lud, Dept 2 Brook House, Torrington Place, London WC1E THN TS o .
it e - S Vivid mental images are used as
This space is donated in the interests of high standards of advertising. unforgettable memory joggers”_

Jane Bird, Sunday Times.

“Before you know it, you are “We found the course great fun and at
constructing your own sentences”. the end a surprisingly large amount
Mike McCann, Your Compuler had sunk in”

Which Micro? ;

ON OUF PUYES | oo
windower like me found “Undoubtedly the linkword cassettes

concentrating on the course very  are the most interesting, most

We welcome programs, articles and tips from : i
our readerz. lFa'H'ml reel tha‘g VI:;l.lli't\ltmrl: T:ets our e st oo fnlfox?.?lg[ 'rqii Ehm considered”.
standards, please submit it to us for ) :
consideration for publication. :?::,f“":;f;“]“" s“fk” S e T Gotnihi
® ngrams must alwaYS be sent on I:aSSEttE. Sally Clark. Computer Choice Personal Compute: " World
Listings are helpful, but not necessary.
cméclt ::{%Tull}f thhattthev are buq-fr:eés FOR SCHOOLWORK FOR BUSINESS
include ails of what your program does,
how it works, variables you have used and FOR HOLIDAYS FOR ALL AGES
hints on conversion.

e Articles on using home computers should Linkword Language Courses are published on

be no longer than 2,000 words. Don't worry : . : .
about your writing ability — just try to keep Mgcgmg i“bhshef‘ Macmg g‘r’b“she"'
to the style in HCW. Articles most likely to be B.B.C.(B) Acornsoht Amstra rotek
published will help our readers make better Sirius ACT. Spectrum  Silversoft
use of their micros by giving useful ideas, Apricot ACT CBM 64 Audiogenic
possibly with programming examples. We will Apple ACT. Vic 20 Audiogenic
convert any sketched illustrations into IBMPC. ACT. Oric Tansoft
finished artwork. Q.L. Protek Electron Acornsoft
e Tips are short articles, and brief s :
programming routines. Your hints can aid All versions contain a programimne
other computer users. an audio tape and glossary.
All submissions will be acknowledged and the :
copvrlghtlir: such :i?::ts wmc::‘dw"illlpl?e“ t?d (Prices from £12.95)
Argus Specialist Pu ions Ltd w pal 3 ;
for at competitive rates. Versions available from
Keep a copy of your work and include an SAE. Boots, Smiths and leading retailers.
Label e;ervthinﬁ clearly asg g&ve a daytime
and home phone number i YOu can. For further information write to:
w n ion should be sent to: . ]
ARWork foF consiisreisg o 2 Linkword, 41 Walter Road, Swansea.

Paul Liptrot, Home Computing Weekly,
No.1 Golden Square, London W1R 3AB




Noteworthy
Ti-99/4A £E7

Stainless, 10 Alstone Rd, Stock-
port, Cheshire
This is another of several

programs I've reviewed that has
been written by R Trueman. Like
all the others, the graphics are
superb and the game fun to play.

In this game a smiling little
blue creature bounds along the
screen. To score points he must
eat notes that are found along
several floors. He leaps up to
each floor by jumping beneath
large power blocks in the ceiling.
When he reaches the top he exits
to the next screen.

There are monsters to avoid.
Using smaller blocks on the
ceilings, he may jump over them.
Further hazards include spikes
that point down from the
ceilings. At intervals these shoot
down, then retract. Should your

Psytraxx
48K Spectrum
£6.95

The Edge, 31 Maiden La, Covent
Gdn, London WC2

The first thing you notice when
loading is that the program has a
fast loading routine in it. This
loads the program in less time
than normal.
3 Claiming more than a
“pthousand screens, the action
wlltakes place inside a computer. .
Now where have I seen lha:
before?
You have to collect master key?
cards in order to gain access to a, -
CPU, which is at the heart of %
every computer. There are, of
course, adversaries, such as
flying chips (IC's, transistors,
and the like, stop me if you've
heard it before. The action is fast
and furious, and energy has to be
replenished every now and again.
I haven't quite figured out the
scoring system, maybe that's
Mbecause 1 have only just
wYdiscovered a firing key. The press
- release sheet gives all the
controls, with joystick options
"qon screen, but there is no
imention of a key to fire a
retaliatory blast.
In case you are expecting one
thousand locations 1 had better
add that they are variations
of a maze, with PCB track
representing the walls. Better’
than the average game in this_

90%
9507
100%
90%

 playability
graphics
value for money

!

UAx * x x x ¢
¥

creature be under one a life is lost
and he begins the ascent again,
but not from screen one.

As each screen is completed
the current score is shown. This
is based on bonuses for the
number of screens completed in
addition to the number of notes
eaten.

This needs Extended BASIC.

J.W. "
1
instructions 90%
playability 80
graphics 85%
value for money Q0%

*x Kk Kk Kk X

Computer
Kensington
32K BBC £12.95

Leisure Genius, 3 Montagu Row,
London WIH 1AB

Those who already know how to
play Kensington will know what
a tactical challenge it is.

For those who've never heard

i of it, Kensington is played on a

grid of triangles, squares and
hexagons and involves placing
your own coloured siones io
form certain shapes.

A triangle allows you to move
one of your opponents stones,
which is very handy when a stone
is in an offensive position. A
square allows you to move two
stones.

Your aim is to surround either:
one of the two hexigons of vour
own stone colour, or one of the
three neutral hexigons. The more

alert player will be able to work

Kensin
to

gton

Here are a few games for

every taste or preference. You #
can be a hero or a conqueror

Zorakk the
Conqueror
322K BBC £7.95

Icon, 65 High St, Gosforth, Tyne
-~ & Wear

becau
T.!;_) sta
piece

The inlay looked very inviting,
and the instructions seemed
promising. You have to play the
part of Zorakk, and you find the
lost Crown of Ultimate Dark-
ness, which lies in three pieces,
one in each of the medieval lands
of Ramagora.

On loading, the game display

is sluggishly drawn. The main plaver. M.B.

feature on screen is the graphical

representation of the land you instructions T0%

are in, which is split up into 30 playability 40%,
¥ M squares in grid fashion. You graphics 60%

move around using the keys N, value for money 450

S, E and W, and there are four
buildings which you may visit.
You may buy warriors, or you
can enter a battle.

The latter is always welcome
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win or not is totally random,
progress can in no way be swayed
by the player.

Hazards such as starvation,
the plague and dragons don't
improve life.

Overall
and will probably be favoured by
the younger generation,
complete
allows a novice to achieve a
higher score than an experienced

se you have to win a battle
nd a chance of obtaining a
of the crown. Whether you

it's not remarkable
The

randomness often

\E_____ 4>

L/ Activision, 15 Harley Hse, Mary-
lebone Rd, London NW1

out that there are seven hexigons
overall.

Even if you are none the wiser
as to how it's played I can tell
you that it’s an enthralling game.

Level one is usually beatable
and is the perfect start for
novices, level three is the hardest
level and will give anyone a run
for their money.

Playing the computer is
fascinating and the game is
astoundingly addictive. Leisure
Genius have produced an
extremely well presented and
throughly enjoyable game. M.B.

instructions 100%%
playability B0,
graphics 80
value for money 100%%

* Kk Kk Kk X

H.E.R.O.
48K Spectrum
£7.99

Roderick Hero is a bit of a send
up of some of those heroes in
American comics. It appears that
volcanic activity has trapped
somée miners in the mine shafis of
Mount Leone. Just what they are
mining isn’t made clear, it
probably isn't relevant to the
game anyway.

Like other miner games I have
seen, there are different hazards
on different levels. Unlike the
other games, you begin each level
with six sticks of dynamite, and,
of course, the ubiquitous micro
laser beam.

Again as

in other

similar |
games, you have a power/energy |
guage which diminishes as you
plumb the depths.

Apparently there are spiders,

shaft bats, miner moths and
nesting snakes, some of which I
encountered on my travels.

The scoring is reasonably|
straightforward, with the highest
marks, one thousand, scored
when you rescue each miner. Of
course you can’t progress to a
lower level if yvou haven't rescued
the miner on your level.

It seems there is a special
message if you score one million,
Ye Gods! The graphics are
nothing to write home about,

although the movement is
smooth.

instructions 100%s
playability 80%
graphics T5%
value for money T0%

L T




PERIPHERALS REVIEW

sweet Talker

Cheetah Marketing, 24 Ray 5t,
London ECIR 3DJ

This is one of the first of the
allophone-based speech synthes-
isers available for the BBC and
as such it has to compete directly
with Acorn’s own Speech
Synthesis upgrade. As | have
used both, I will compare one
with the other as far as is
necessary.

Both systems plug into an area
of the BBC main board left free
for such upgrades, but while the
Acorn system needs to be fitted
by a dealer, since there are
several modifications to early
boards and several components
mounted on a small circuit
board. This plugs directly into
one of the empty sockets. This is
such a simple operation that
almost anyone could do it
without risk of damage to the
cOmputer.

Usage of the two devices is
very different. The Acorn
upgrade uses the SOUND
statement, s0 you might assume
it will be the easier system L0 use.
In fact this isn’t so. The Acorn
device is fine if you want to say
any of the 185 words in its
vocabulary, but if you want to
build up your own words you
have to do so by chopping those
provided into small parts and
then building your words up
from these parts. Using the
Cheetah Sweet Talker makes all
this effort completely unnecess-
ary because of the allophone
system.

The theory behind allophones
is that all English speech can be
broken down into less than 60
component speech parts, Once
you have all these parts in a
device, and a list to choose from,
you should be able to create any
word in the English language.
You must first decide which
sounds make up a word and then
put those sounds together. This
is dome using a very short
machine code program and a

DATA statement; and the
demonstration program supplied
shows how easy it is.

The difference between the
two systems is amazing. | never
dared to try and make new words
for the Acorn system but within
two minutes | was creating
speech from this one. The
drawback is the quality of
speech: Acorn’'s really does
sound human whereas Cheetah’s
is very machine-like — so much
so that my son refers 1o it as
Robot Speech

Here is the crunch: you can
have good quality but a very
limited wvocabulary or an
unlimited vocabulary with
poorer quality speech. 1 will
settle for the Cheetah everytime.
We all know that it"s a machine
so why not admit it and use the
system to the full.

The most disappointing
feature of the whole system is the
manual, which is nothing more
than a single sheet of Ad paper.
This could be much improved
with more detailed information
on the use of the pauses and a
better fitting diagram. Having
said that, it is adequate. 1 got
going in a martter of minutes.

L=

Cheetah RAT

Cheetah Marketing, 24 Ray St,
London ECIR 3DJ

Imagine a remote control
joystick which is able to perform
all the functions of a normal
joystick, without a cable
connection to your Spectrum
computer from a distance up to
12 feet from the screen. Put all
that together and you have the
Cheetah RAT. In case you are
wondering, RAT stands for
Remote Action Transmitter.
RAT works in much the same
way as a remote TV controller.
You point the transmitter hand
unit in the approximate direction
of the plug-in receiver module
(both supplied) and a touch-

e T "

sensitive pad on the hand unit
sends your commands to the
Spectrum. A simple one-page set
of instructions completes the
package.

| was disappointed with the
quality of construction of the
grey/blue hand unit. It requires a
PP3 battery (not supplied) and
when the battery is inserted and
the hatch closed, my hand unit
began to split along iis seams.
The touch pad in the unit I
received was beginning to peal
away from the rest of the unit.

By contrast, the plug-in
module was sturdily built. It
included an edge connector on
the reverse side of the unit to
allow other modules to be added
if required.

The touch pad on the hand
unit is divided into two parts. At
the front is an orange coloured
fire button, while close to the
back is a blue clock-face with
eight markings, indicating the
eight directions of movement.
This is designed for ease of use
by left- and right-handed
players. All you need to do (so
Cheetah claims) is touch the
marking on the clock to send
your man in the appropriaie
direction. | found you had to
press the N,S,W and E markings
quite hard to obtain a response,
and the markings for diagonal
movement almost never worked,
even when I pressed really hard.

While it would take an
experienced joystick user some
time to adjust to this new control
method, RAT offers one big
advantage. If you use a large
screen TV as monitor, then you
can move some distance away
from the screen. I tested it at six
feet, and it worked as well as it
did at six inches. From 12 feet |
couldn't see my screen too well,
but it still seemed OK!

RAT can be used for any game
designed for use with Kempston
joysticks; this gives you a wide
selection, but, of course, quite a
few games won't work. You can
also write your own programs Lo
use RAT. Incorporate the

BASIC line LET a = IN 31 in
your program; a will have a value
of 0 if no pad is touched, or a
value up to 16 depending on
which single pad is pressed.
Similarly, in machine code, you
would use In A 31,

RAT is an interesting and
novel idea. If the touch pads had
really been touch-sensitive, then
the RAT's speed might well have
been faster than a conventional
joystick, as claimed by the
manufacturer. Perhaps full
production versions may offer
better sensitivity, and a hand unit
which does not fall apart! D.N.

The RAT — Cheetah's remole

action transmitier

—

Cheetah Sweet Talker
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VIC-20 |

Threeina

Variety is the spice of life, and there is plenty of variety with

these three programs from Paul Sansom and Paul-Newsham.

The choice is yours — you can either attack martians,

go diving, or just eat eggs and avoid walls

Although you spend most of
your time eating eggs in the first
game, its actual name is The
Walls.

If you have ever fancied
going on a totally egg-
orientated diet, then this is the
game for you, because you walk
around the screen eating as
many eggs as possible.

However, danger is always
around in the form of forks and
closing walls, which you have to
avoid. All is not lost, however,
so don't despair. There is a way
to escape a gory death — by
getting a key and going through
the exit.

Variables

Iv lives left

h and g time for walls
Sr SCreen you are on
sc score

mp man's position

m¢ man's colour

aa and bb exit position
[lb and ba exit colour

pl, p2, p3, and pd wall's position

For each egg you eat you will
get 10 points, when you retrieve
the key vou will be awarded S0
points, and if you actually
manage to get through the exit
— 100 points is awaiting you.

Quick reactions and a keen
eye are required for this game,
so good luck and get eating.

How it works
7-8  initialises variables and
protects graphics
10-41 data for graphics
50-89 set up screen
90-130 movement
135-1% main routine
200-230 end of game
250-255 sound for new screen
300-480 instructions
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OGRAMS .

7 POKES6,28:POKES2,28:POKE36878, 15: POKE36879, 30 ‘4

8 H=5@:06=25:LY=3:5R=1:AA=8174:BB=8175: AB=38894 : BA=388395

1@ FORI=7168T07255:READA:POKEI . A:NEXT
2?32HTH116:138;6?,153.92;129:6?;63;3:54;169,191;165»65:3.9;24:24;66.53;153;24;36
'

30 DATAS, 18.20,9,22,32,64, 128,255,255, 139, 188, 156, 188, 139, 255, 255, 255,81, 219,219
,219

49 DATRA91,255,231,231,231,0,126,126,126,0,0,219,146,219,82,219,0,9,0,173,178,173
41 DATA170,171,0.0,0,0,119.68,36,20,119,0,0,0,112,84,115,108,80,0

49 GOSUB300

58 PRINT"M" : POKE36869,255: MP=7932 :MC=MP+38720 : IFLY=BTHENGOT020@

60 P1=7725:P2=8165:P3=7722:P4=8162

65 FORT=7702T07723:POKET,6:POKET+30720, 2 NEXT

66 FORT=8164T08185:POKET.,6:POKET+38720, 2 : NEXT

70 FORT=1T025

75 X=INT(RND(1)%440)+7724

76 POKEX,3:POKEX+308720,3

78 NEXT

80 FORT=1T025

81 Y=INTC(RNDC1)%440)>+7724

82 POKEY,9:POKEY+30720,7

83 NEXT

84 FORT=1TO2

85 Z=INTC(RND(1)>%440)+7724

86 POKEZ,1:POKEZ+30720.4

87 NEXT:POKEMC, 1:POKEMP, 32

88 FORT=7724T08142STEP22:POKET,6:POKET+308720, 2 NEXT

89 FORT=7745T08163STEP22:POKET,6: POKET+38728, 2 : NEXT

99 GETA$: IFA$="2"THENPOKEMC, 1 : POKEMP, 32 : MP=MP-1 : MC=MC~1

118 IFA$="X%"THENPOKEMC, 1 :POKEMP, 32 : MP=MP+1 : MC=MC+1

128 IFA$=":"THENPOKEMC, 1:POKEMP, 32: MP=MP-22: MC=MC-22

132 IFA$="."THENPOKEMC, 1 :POKEMP, 32 : MP=MP+22 : MC=MC+22

135 PRINT"HMGHE"; SC:PRINT"2BBBBRRNIIJE" ; SR; "HBMBA" ;LY

170 D=D+1: 1FD=GTHENFORW=P1TOP2STEP22: POKEW, 6 : POKEW+30720, 2 :NEXT : P1=P1+1 :P2=P2+1
175 1FD=H THENFORQ=P3 TO P4STEP22:POKEQ,6&:POKER+3872@,2:NEXT :P3=P3-1:P4=P4-1 D=0
176 IFPEEK(MP)=30RPEEK(MP)=6THENLY=LY~1:D=0:POKE36877,195: FORI=1T05080: NEXT : POKES
6877, 0:060T0S0

177 IFPEEK(MP)=@THENSC=SC+10:POKE36875,128:FORI=1T0S50 : NEXT : POKE36875, 0

178 IFPEEK (MP)=1THENSC=SC+5@: POKERRA., 4 : POKEAB, @ :POKEBB, 5 POKEBA, @ : POKE36876, 195 F
ORI=1T010@:NEXT : POKE36876,@

179 IFPEEK(MP)=S0RPEEK(MP)=4THENG=G~-5: H=H-5:SC=5C+100: D=0 G0SUB250:G0TNS0

180 POKEMP,2:POKEMC,8

185 1FSC=>100000THENSC=0

190 GOTOSB

200 PRINT"QMNM BAD LUCK. MNYOUR SCORE WAS ";SC

205 PRINT" @MYOU REACHED SCREEN";SR

210 PRINT" 30 ANOTHER GO 7 <(Y/M)"

220 GETB$: IFB$="Y¥"THENLV=3:SC=0:SR=1:06=25:H=50060T050

225 IFB$CO"N"THENGOTOZ20

230 PRINT" MMM BYE-BYE!!":POKE36869,240:END

250 FURT=125T0195rPnK5363?5,T:HEHT:P6K5358?5,9:IFG=<BTHENG-1

251 IFH=C{STHENH=S

255 SR=SR+1:RETURN

308 POKE3686%,24@ :PRINT""IBRFPETHE WALLS.

":REM COMMODORE

U
319 PRINT"XM THE OBJECT OF THE MGAME, IS TO WALK MAROUND THE SCREEN"
320 PRINT"MM EATING AS MANY. MEGGS AS POSSIBLE."

325 PRINT"NMMNPRESS ANY KEY TO CONT."
327 GETA$: IFA$=""THEN327

330 PRINT"IM HOWEYER., YOU MUST ¥RVOID THE FORKS NAND , THE CLOSING"
349 PRINT"M FRALLS"

350 PRINT"MEm THE ONLY WARY TO ¥ESCAPE A GORY NDEATH, IS TO"

360 PRINT"M GET THE KEY AND MG0 THROUGH THE MEXIT."

370 PRINT"MPRESS ANY KEY TO CONT."

375 GETA$: IFA$=""THEN375

380 PRINT" MMM CONTROL YOUR MAN . MUSING THE FOLLOWING  MKEYS:-"
390 PRINT"¥eRBERl: XAl | XERNE——> RN | . "

490 PRINT"M HIT A KEY TO CONT."
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How it works

0-10 variables

fire routine
pick up coi

11-20 screen set-up
20-95 main routine

200-210

100-180
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GETA$: IFA$=""THEN1106
PRINT"IBMHEN YOU PICK UP A MGOLD COIN,YOU GET 58 MPOINTS."
PRINT"MWOU ALSO GET A FURTHER®S® POINTS PLUS A BONUSMFOR THE OXYGEN LEFT *
PRINT"MBMHEN YOU PUT THE COIN MIN YOUR BOAT AT THE  MTOF OF THE SCREEN.T
PRINT"MPRESS ANY KEY TO CONT.TIT)
GETAR$: IFA$=""THEN170
PRINT"-MBMHILE YOU ARE BUSY M COLLECTING THE COINS M A SCHOOL OF NASTY "
PRINT"MBMAN-EATING SHARKS ¥ TRIES TO DEYOUR YOU."
PRINT"XMIYOU MAY SHOOT THESE M CREATURES WITH YOUR M TRUSTY HARPOON."
218 PRINT"MPRESS ANY KEY TO CONT.TIT)"
220 GETAR$: IFA$=""THEN220 :
230 PRINT"D@ITHIS IS NOT VERY ¥ADYISABLE BECAUSE YOURM OXYGEN RUNS OUT FAST!
249 PRINT"MMUSE THESE KEYS:-"
252 PRINT"XRBEI: K01 | ENRE——XXEREI 0. TRRRRISPACE=F IREXM"
260 PRINT"MPRESS ANY KEY TO CONT.TTT)"
270 GETA$: IFA$=""THENZ78
280 PRINT*D®RLOADING GAME..."
ngPEEEEéSB:S=PDKE631r?G3PDKE632123?1PUKEG33;159=P0KE634;13=P0KE635;B2=P0KE63642
: 7,1

READY.

@ POKE36869.255:GOSUBS@0:L1=3:POKE365879,308:5C=0
1 POKE36877.0: IFLI=ATHEMN402
2 POKEES@, 128:D=4:POKE36873. 15:AA=0:0X=108'C=0
18 DP=7725:0DC=38445
11 PUKESGBGSJESSiPRINT“ﬂ“:FGRI=8164TDBISEtPDKEI.B=PDKEI+30?29:5=NEHT=PUKE3153»11
12 FORT=77@2T07723:POKET,23: POKET+30720, 6:NEXT : POKE7703, 21 : POKE7704, 22
ég?PDKEBIGGa15=P0KE8151;1?=PUKE3162;19!PDKE8132J16=PUKEBIBB:1B=PBKEBIB4a23?PGKE3
8,7
17 PUKEBSBBB:B=PGKE33831;B=PGKE38932;B=PDKE33932;B=PDKE33933:B=PDKESBB@#:B
Egagiﬂ+l=IFQ=3THEHB=??45+22#IHT(RHD(B)*IS)=PDKEB,3=PUKEB+33?2@;E=PDKEB—1:2=PUKEB
+ 9,8:0=0 s
27 POKEDP,D:POKEDC,@:POKEDP+1,D+1:POKEDC+1.,0
28 POKEDC,1:POKEDP,32:POKEDC+1,1:POKEDP+1,32
38 GETHS=IFHS-“=“HNDPEEK(DP-EE)C)ZSTHEHPDKEDC;l=PUKEDP.32=PUKEBC+1.1=PUKEDP+1;32
:DP=DP-22:DC=DC-22
;B %FH%E"é;HHDPEEK(BP+22)()BTHENPDKEDC;1=PDKEBP;32=POKEDD+1;1=POKEDP+1;32=DF-DP+
2:DC=DC+
Sg {gﬂ;;"%;H?DHH)-ITHEHPOKEDC;1=PUKEDP;32=PDKEDC+1:1=P0KEDP+1;32=DPBDP-1:DC-Dc—i
D= H = -
60 IF:;aag“?HDHH{i5THENPUKEDE.1¢PUKEDP,32iPGKEDC+IJl=PUKEDP+1;32:DP-DP+1=DB!DC+1
D=4 =HA+
70 IFA$=" "ANDDP<{8142THENGOSUE1088 :
75 Ox=0%-1 , -
80 PRINT"ZMZSC";SC:PRINT"SBRBRRBRKE" ;LI PRINT"EPRRNPRBRERBISDX" ; OX" 0"
82 FORI=3TD21
83 PRINTTABC1)CHRE$(280)
84 NEXT
85 IFPEEK(DP+I)-20RPEEK<DP)=30RPEEK(DP)-2DROH={BTHENLI=LI-1:PDKEESB??J123=FURT=1
T0258: NEXT : GOTO1
86 ;FPEET(DP+1)=1IDRPEEK(BP>=11THENPDKEBEB?5,249:FURI=1TD55=NEKT=FDKE368?51B=SD=
SC+58:C=
87 1FPEEK(DP)=21ANDC=10RPEEK(DP)=22ANDC=1THENGOSUB208
88 IFPEEK(DP)=210RPEEK(DP)=22THENDP=DP+22: DC=DC+22
29 POKEDP.D:POKEDC,9:POKEDP+1,D+1:POKEDC+1.9
98 IFOXC18THEMPOKE38417.1
95 GOTO26
108 IFD=13THENGOTO1358
1189 IFD=4THENGOTO138
120 POKE36877,128:FORI=1T056: NEXT : POKE36877,0:RETURN
130 FORI=DP+2TODP+7:IFPEEK(I)=2THENGOTOL178
133 Eg?EIJG:PUKE[+3B?EBJa:FURT=1T019:HEKT:PGKEI¥QB?ZBJ1:PUKEIJ32:HEXT
14 URN
158 FORI=DP-1TODP-6STEP-1:IFPEEK(I)=3THENGOTO136
123 PDKEIA?:PDKEI+3E?29;B=FDRT=1TD18=NEXT:PDKEI+33?2@;1:PUKEI;32=HExT
RETUR
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If you prefer Martian blasting
to shark shooting, then Martian
Attack — another two-part
programme — is right up your
galaxy.

In this game you are in
control of a ‘MXSP' fighter
plane, and you must fly through
the city shooting the alien
attack waves one-by-one, As
you do so, the occasional
tractor beam bars your way,
and you must shoot one of the
photon zappers at either end to
destroy it.

If you fail to destroy the
zappers, you will be destroyed
by the beam.

Things to watch-out for
include air mines — they imitate
sycrons, but if shot they destroy
you. Also, if you fly into an air
mine, you will disintegrate.

One point to make about this
game is that it only just fits into
the unexpanded VIC-20, so do
not insert any unrequired spaces

for the machine will say
memory error and you might
lose the program.




R T e S L T T I e O S R S
OGRAMS

4@ PP=7756:PC=PP+38728 ' POKEFP,d:POKEPC. @

50 POKEPC.1:POKEFFP,32

55 GETAS$: IFA$="Z"ANDPF> 7746 THENPOKEPC, 1 : POKEPP, 32 PP=PP-1 :PC=PC-1

60 IFA$="%"ANDPP{7767THENFOKEPC, 1 :POKEPP, 32: PF=PP+1 : PC=PC+1

78 IFA$="M"THENS0@

75 PRINT:(@=0+1
?GaIFSEEK(PP)-BGRPEEK(PP)-1GRPEEK(PF)nZDRPEEK(PP)aaﬂRPEEK(PP)=4THEHLI-LI-1=GDSUB
750:G60T030

77 IFPEEK(PP)=90RPEEK(PP)=STHENLI=LI-1:0G0SUB7S58: GOTO3@

78 POKEPP,9:POKEPC,©

80 X=INTC(RNDC1)#%3)+1

81 POKE3164,8:POKES185,8: POKE38884,08:POKE328945,0

82 IFX=20RX=3THENPOKES165,8: POKES184,8: POKE38835, @: POKE38504.,0

83 IFX=3THEMPOKES166,5:POKES183, &:POKE38886, 8 POKE38503. 0

85 Y=INTCRND(1)#16)+1 : YX=Y+8166: Z=INT(RND(1)%¥2)+1

87 POKEYX,Z':POKEYX+30720,2

98 W=INTC¢RNDC1)¥RN)+1

31 IFW=1THENPOKES167,3:FORT=8168T08181 :POKET, 4:POKET+3872@, 5: NEXT :POKEB182, 5/ POK
E38837,4 ' POKE38902,4

92 IFW=2THENPOKEYX.9 POKEYX+30720,0

150 IFQ=29@THENFORT=128T0255: POKE36876., T: NEXT : POKE36876, 0 =0 : RN=RN~1: G0T030

168 IFSC=>1P09RANDPS=@THENLI=LI+1 :POKE36876,245:FORT=1T010@:NEXT : POKESE876,0 ' PS=

i

289 GOTOS@

500 POKEPP,8:POKEPC.8

505 FP=PP+22:FC=PC+22

519 IFPEEK(FP)=80RPEEK(FP)>=4THENG=15:G0T053@ : ;

S{S IFPEEK(FP)=1THENSC=5C+28:G=15:POKEFC, 1 :POKEFP,32:POKE36877, 195: FORT=1T038:NE

AT :POKE36877,@:00T0530

517 IFPEEK(FP)=2THENSC=SC+30:G=15:POKEFC, 1 :POKEFP,32: POKE36877, 220 FORT=1T058:NE

®T :POKE36877,8:GOTOS53@

518 IFPEEK(FP)=3THENGOSUB7@8 :GOTO530

519 IFPEEK(FP)=5THENGOSUBE@E : GOTOS30

520 IFPEEK(FP)=9THENG=@:LI=LI-1:G0SUB756:G0T0O3@ X

525 G=G+1:POKEFP,6:POKEFC,®:FORT=1T010:NEXT : POKEFC, 1 : POKEFP, 32:FC=FC+22:FP=FP+22

539 IFG=1STHENG=8:POKEPC, 1 :POKEPP,32:G0TO7S

540 GOTOS18@ .

g?BEURTlFPTﬂFP-i'&STEP- 1:F=F~8:POKET+30720, 1 : POKET, 32 POKE36874, F :NEXT :G=13:SC=S
+

€10 POKE36874,0:F=235

620 RETURN

700 FORT=FPTOFP+15:F=F-8:POKET+308720,1:POKET, 32: POKE36874,F :NEXT : G=15:SC=SC+100

719 POKE36874,8:F=235 :

720 RETURN

750 FORT=255T0128STEP~5: POKE36877, T NEXT : POKE36877, 8 RETURN

60 PRINT"IIMBIYOU SCORED";SC

830 PRINT"¥MMMMOULD YOU LIKE TO MHAYE ANOTHER GO 72"

850 GETBS$: IFB$="Y"THENS

860 IFB$="N"THENPRINT"J":END

878 5070854

99@ PRINT"TBBRBIMARTIAN ATTACK 3

519 PRINT"MWOU ARE IN CONTROL OF AN MXSP FIGHTER PLANE.MYOU MUST SODAR THROUGH™

920 PRINT"MTHE CITY SHOOTING THE WALIEN ATTACK WAYES MOHE BY ONE.

938 PRINT"MMMPRESS ANY KEY TO CONT."

940 GETAS$: IFA$=""THEN348

950 PRINT"IRAS YOU DO S0, THE WOCCASIONAL TRACTOR HBERM BARS YOUR WAY. "

??«?“PRINT “gyOU MUST SHOOT ONE OF MTHE PHOTON ZAPPERS AT MEITHER END TO DESTROY M

gEEMPEIHT“]HF YoU FARIL TO DESTROYMTHE ZAPPERS.YOU WILL MBE ANNIHILATED BY THE M

98@ PRINT"MPRESS ANY KEY TO CONTTIT)®

990 GETA$: IFA$=""THENS98

1808 PRINT"ZMMARNING  ~INRERERERI :

1916 PRINT"MWMATCH QUT FOR THE AIR HMINES,"

1026 PRINT"MTHEY IMITATE SYCRONS, MBUT IF SHOT.THEY MDESTROY ‘YOU."

1938 PRINT"MMALSO, IF ¥OU FLY INTO MAN AIR MINE YOU ¥DISINTIGRATE. "

1040 PRINT"MPRESS ANY KEY TO CONTTITI"

1858 GETA$:IFA$=""THEN1858
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VIiC-20 PROGRAMS

1868 PRINT"TEMI@POINTS ARE SCORED IN M  THE FOLLOWING ! WAY : ="
1878 POKE36862, 255 :PRINT"MDMIE™RIRA SYCRONS =38 POINTS®

18288 PRINT"MEXEC PIEMALANIUNS =38 POIMTS"

1998 PRINT"MFHIMATRACTOR =186POINTS"

1168 PRINT" HePIEONUS SHIFP AT 100808"

1118 PRINT"NMSPRESS ANY KEY TO CONT."

1128 GETA%: IFA$=""THEN112@

1148 PRINT"IMM®E = LEFT" :PRINT" 3 = RIGHT" :FRINT" @M = FIRE"
1178 FPRINT"MEEBIPRESS A KEY TO BEGIN"

1169 GETA$:IFA$=""THEM1184

1198 RETURN

FEADY.

AMSTRAD CPC 464 Software by...

TIMESLIP

SOFTWARE

BOELEABATE ... i b i, £6.95
A challenging game of skill, relying on quick wits and
steady nerves. Can you keep the ROLLABALL in
motion? All you have to do is slide a piece of track in
its path to divert ‘it, trouble is the ‘tracks always
disappear when the ROLLABALL moves over them.
A very addictive one player game.

ULTRAKIT .5

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

EV@ £14

An excellent assembler, an advanced line-editor, a compre-
hensive disassembler and a superb ‘front fe!' debugger
4.

The Moors Challenge ....cvvuoeiiiieraninstoieniambns

An ancient game of strategy and cunning. Capture all
your opponents counters to win. Play against your
Amstrad CPC 464 at any of five skill levels, from
simple to advanced or play against a friend, you can
even make the computer play against itself.

T Ryl CRTRSE: =i soc L an s umiat o ey £6.95
Can you discover the object of your quest and then
complete it? A classic text only adventure, with dozens
of problems to keep you perplexed for weeks. Features
include save game facility and very large vocabulary.

--------- SPECIAL INTRODUCTORY OFFER--------

For a limited period only* Timeslip Software will be
giving away one free title with every two titles
purchased, so hurry, send cheque/P.0.’s payable to...

TIMESLIP SOFTWARE, Stoneyburn Workshops,
The Old Primary School, Main Street, Stoneyburn,
West Lothian, Scotland EH47 8AP

*Offer ends 31st November 1984

all in one package. Used bly many leading software houses to
write their games, “Buy it!"’ Adam Denning 1

&S@&& £25

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

HISOFT

1B0 High Street North
Dunstable, Beds. LUG 1AT
Tel: (0582) 696421




FEATURE

Recently some colleagues and |
were discussing arrays, and how
many dimensions yvou could
actually DIM. We started to put
all sorts of shapes and figures
on a whiteboard in an attempt
to represent how the computer
actually sees the array. We
didn't find much trouble with a
single variable or with a one-
dimensional array, but when it
came to a four-dimensional
array we ran into problems.
Other ‘experts’ put their heads
round the door, saying
“What're you doing? Drawing
four dimensional arrays
that’s easy. Give me the pen’:
Quarter of an hour later they
would look at their handiwork,
hand the pen over to somebody
else and walk out confused and
baffled.

We reasoned that if you can’t
imagine a four-dimensional
array, let alone draw one, how
does a computer set one up and
access it? What's more, how
does it handle a five- or six-
dimensional array?

This is how we've come to
understand it. If we start off
with a single variable A, and we
type A=10 the computer will
set up a box called A and inside
this box it will store the number
10.

If instead we type DIM A(3)
the computer sets up three
locations (boxes; Fig.1 called
A(l), A(2) and A(3) (assuming
the computer starts numbering
arrays from 1 and not 0). We
can access these locations by
typing A(1)=10 or by putting a
variable inside the brackets, e.g.
A(D=10.

can you
imagine 4D
arrays? we
show you

If we dimensioned an array
with DIM A(3,3) the computer
sets up nine locations (Fig.2). In
order to access any of these
locations you must specify the
row followed by the column.
Thus, if you type A(2,3) it will
access the second row and the
third column (see asterix).

With three-dimensional
arrays, if we type DIM A(3,3,3)
this will set up 27 locations (3x3
x3). Imagine a box or a Rubic’s
cube with nine faces on each
side; that's what we've just set
up (Fig.3). To access this box

2|3

Fig. 1 One-dimensional array

1.1

21

23

3,1

32

33

Fig. 2 Two-dimensional array

Four-dimensional arrays are
hard to visualise. Graham
Kendall explains the logic

behind the fourth, fifth and

even sixth dimension. Even
novices should catch on

we must specify not only row
and column but also depth. So
if we type A(1,3,3) we are
accessing the first row, third
column and third depth (see
asterix)

A three dimensional arrayis a
way of accessing something in
three different ways: firstly, left
and right; secondly, up and
down and thirdly, backwards
and forwards. Left and right
gives us the rows, up and down
the columns and backwards and
forwards the depth. This can be
drawn (Fig.3).

.13

But if you want to add
another dimension to your
drawing you can’t — any line
you draw will always be in one
of the other dimensions. We are
faced with the problem of
imagining a four-dimensional
array and subsequently,
realising how the computer
stores and accesses it.

Look at it this way. DIM
A(3,3,3,2) sets up a four-
dimensional array. In reality it
sets up two three-dimensional
arrays (Fig.4). The last
parameter dictates how many
three-dimensional arrays are to
be set up, thus DIM A(3,3,3,2)
sets up two three-dimensional
arrays giving 54 possible
locations (3x3x3x2) while DIM
A(3,3,3,7) sets up seven three-
dimensional arrays giving 189
possible locations (3x3x3x7).

In a four-dimensional array
the first three parameters relate
to row, column and depth,
while the fourth parameter
relates to which three-
dimensional array you wish to
access. So A(3,3,3,1) would
access the asterix in Fig.4
whereas A(3,3,3,2) would
access the percentage sign. A
five-dimensional array DIM
A(3,3,3,3,3) sets up 243
locations (3x3x3x3x3). Think of
this as nine three-dimensional
arrays (Fig.5). The computer
accesses this by row, column,
depth, sub-set and array within
sub-set.

Thus if you type A(3,3,3,2,1)
it accesses row 3, column 3,
depth 3, sub-set 2, and array 1
within that sub-set. In this way
A (3,3,3,2,1) would access the

133

2|13

3,11

¥ 1333

mr

3.3,1

Fig. 3 Three-dimensional array

HOME COMPUTING WEEKLY 30 October 1984 Page 23




FEATURE
asterix in Fig.5, and A(3,3,3,3,
2) would access the percentage 1131 1331
sign.

Now DIM A(3,33.3,3 give //// // AR he
us nine three-dimensiona =
arrays, which means 243 / / /
possible locations (3x3x3x3x3), /

but if we DIM A(3,3,3,9) this / /
also gives us nine three-
dimensional arrays and thus 243 / /
locations. If this is the case why / . 3332
do we need more than four- %
dimensional arrays? / /

We'll leave you to puzzle that /
one out for yourselves. By the | 3,1,1,1 /
way, if you find out, could you
let us know please?

N

3311 3112 3.3:1.2
Fig. 4 Fourdimensional array

A B e e AT
AR AN

e 74
L/ /
4

33,111 33,112 33,113

N
R
a8

N
AL
AN

-
R
N
N

P A
e A Py

N

N
N
AN NN

N

33,1,2,1 33,122 33123
AT AT AT 4
o s LBV Won 0/

N
¥

//
//
v

33,131 33,132 33133
Fig. 5 Five-dimensional array

CANERN
AN
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The army
game

In this program from J D Bateman — a General has to make his
way back to camp, but rebelling soldiers make life difficult

The General does not
necessarily rule OK with this
game which shows how the
Dragon’s low resolution
graphics can easily be used for
board games.

The program is based on a
game of strategy

players: one assumes the role of
General, the other the role of
the rebelling soldiers. The
General is to reach the safety of
the camp or kill enough soldiers
s0 as to make defeat impossible.

The aim of the soldiers is to

for two
—
= i

Variables

A,B values poked to give an on-
screen score of remaining
soldiers

S number of soldiers

G position of General

Z indicates the status of the
camp (either empty or
occupied by a soldier).

SP screen positions of the pieces

T number of moves made by the
General

surround the General and
prevent him from reaching the
camp and forcing him to
surrender.

As players become more

General is invariably forced to
surrender. Players therefore
usually play one game then
reverse roles.

From this program you may
be able to develop other games,
using some of the graphics ideas
included.

How it works

1-22 set up variables and draw
the board

23-83 check and make the
Generals' moves

71-72 play and print victory

84-167 check and make the
soldiers’ moves

168-180 instructions

181-182 play and print defeat

experienced in the game, the

B=58:5=20: 6=237:CLS8

PRINT@232,"INTRUCTIONS Y/N";

A$=INKEY#$:IF A$=""THENS ELSEIFA$="Y" THEN1&8

CLS@: POKE1835,60: POKE1045 ,42: PRINT&12,"rebellion";
FOR X=&7 TO ?1:PRINT@X,CHR$ (191)3 :NEXT

FOR X=99 TO 355 STEP3I2:PRINTEX,CHR$(1%1);:NEXT
FOR X=355 TO 379:PRINT&X,CHR$(171); :NEXT

FOR X=379 TO 123 STEP-32:PRINTE@X,CHR$(191); : NEXT

O~NO~O BN - ‘
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2 PRINT@144,"a";:PRINT@186,"a";
18 PRINT@196,"b"; :PRINT@218,"b";
11 PRINTE@228,"c";:PRINTE250,"c";
12 PRINT@2&0,"d"; :PRINT@282,"d";
13 PRINT@292,"e";:PRINTE314,"e";
14 PEIKE:[127,4?=F‘UKE1129,5B=PEH{E1131,51=PCII<E1133,52=PDKE1!35,53:F’DKE113?,54:PDI(E1
-139,55: POKE1141 ,56: POKE1143,57
1S FOR X=1&7 TO 179 STEPZ2:POKE (1024+X) ,156:NEXT
14 FOR X=199 TO 211 STEPZ2:POKE (1824+X) ,172:NEXT
17 FOR X=231 TO 247 STEPZ:POKE(1024+X) ,172:NEXT
18 FOR X=2&63 TO 275 STEP2:POKE (1824+X) ,172: NEXT
19 FOR X=295 TO 307 STEP 2:POKE (1@24+X) ,156:NEXT
20 PRINT@237,CHR$(204); : POKE1269,252
21 POKE1237,156:POKE1271,1546:POKE1301,156
22 POKE1277,50:POKE1278,48
23 PRINT@414,"your move general press arrow"
24 PDKE1444,32=PUKE1449,32:PDKE145?,32:FUKEI#SB,SE:PDKEI#&S.32=FDKE1459.6B=PDKE1
471,62
25 A$=INKEY$:IF A%$=""THENZ25
26 IF A$=CHR#(B) THEN 3BELSEIFA$=CHR$(1@)THEN 33
27 IF A$=CHR$(94) THEN 346 ELSE IF A$=CHR#(%)THEN 3%
28 IF A$="S" THEN 181
29 SOUND1,5:60T025
3@ P=PEEK(G+1@22)
31 IF P=156 THEN 32ELSE IF P=172 THEN 42 ELSE IF P=252 THEN &7 ELSE29
32 PRINT@G,CHR$ (156) ; : PRINT@G-2,CHR$ (204) ; : 6=6-2: 60TO074
33 P=PEEK(G+105&)
34 IF P=156 THEN 35 ELSE IF P=172 THEN 48 ELSE IF P=252 THEN &BELSE29
35 PRINT@G,CHR$ (156) ; : PRINT@G+32,CHR$ (204) ; : 6=6+32: 60TO74
36 P=PEEK(G+792)
37 IF P=15& THEN 38 ELSEIFP=172 THEN 54 ELSEIF P=252 THEN&9 ELSE29
38 PRINT@G,CHR$ (156) ; : PRINT@G-32,CHR$ (204) ; : 6=6-32: GOTO74
39 P=PEEK(G+1025)
4@ IF P=156 THEN 41 ELSE IF P=172 THEN&® ELSE IF P=252 THEN7@ ELSE2%9
41 PRINT®G,CHR$(154); : PRINT@G+2,CHR$ (204) ; : 6=6+2: GOTO 74
42 P=PEEK(G+182@)
43 IF G+1@22=1249 THEN 45 ELSE IF P=15&6 THEN 44 ELSE29
44 PRINTEG.CHRS(iSb);:PRINTES—Z,CHR${15&);=PRIHTEE—4,CHR$(2B4);=5=5—1=E=E+4:B=B-
1:PLAY"DOST255SCBAGFEDC":GOTO74
45 IF P=1546 THEN 4& ELSE29
46 PRINT®@G,CHR$ (156) ; : PRINT@GE-2,CHRS (252) ; : PRINT@G-4,CHR¥ (204) 5
47 5=5-1:2=0:5=6-4:B=B—-1:PLAY"05T255CBAGFEDC": G0TO74
48 P=PEEK (G+18@88)
49 IF G+1@54=1269 THEN 51 ELSEIF P=156 THENS@ ELSE2%9
58 PRINTEE,CHR#(le};:PRINTEB+32,CHR$(156};=PRINTEE+&4,CHR$(234);=5~S—1=B=B+b4=ﬂ
=B-1:PLAY"0S5T255CBAGFEDC" : GOTO7 4
51 IF P=154 THEN 52 ELSE29
52 PRINT@G,CHR$ (156) ; : PRINT@G+32,CHRS (252) ; : PRINT@G+64 ,CHR# (2@4) ;
53 §=5-1:7=0:G=6+64: B=B-1:PLAY"0ST255CBAGFEDC" : GOTO74
54 P=PEEK (G+950)
55 IF G+992=1269 THEN 57 ELSEIF P=156 THEN 56 ELSE29
56 PRINTEE,EHRS(ISbb;:PHINTEE~32.EHR$<156);=PRINTEE*64,EHR$(264J;:5=5-1=E=G—64|B
=B-1:PLAY"0ST25S5CBAGFEDC" : GOTO74
57 IF P=15& THENSB ELSE 29
PRINT@G,CHRS (154) ; : PRINT@G-32,CHR# (252) 5 : PRINT@G-64,CHR (204) 5
7=@: 6=G—-64:5=5-1: B=B-1: PLAY"0ST255CBAGFEDC" : GOTO74
P=PEEK (G+1028)
IF G+1@26=1269 THEN &4 ELSEIF P=156 THEN&2 ELSEIF P=252 THEN&3 ELSE29
PRINT@G,CHRS (156) 3 : PRINT@G+2,CHR$ (156) ; : PRINT@G+4 , CHR$ (2@4) ; : S=5—-1: 6=6G+4: B=B-
1: PLAY"0OST255CBAGFEDC" : GOTO74
&3 PRINT@G,CHRS$ (156) ; : PRINT@G+2 ,CHR$ (156) ; : PRINT@G+4 ,CHR$ (284) ; : S=5-1:B=B-1: T=T+
1:PLAY"0OST255CBAGFEDC": GOTO71
IF P=156 THEN &5 ELSE29
PRINT@G,CHRS (156) ; : PRINT@G+2,CHR$ (252) ; : PRINT@6+4 ,CHR* (204) ;
§=5-1: Z=0: G=6+4: B=B-1: PLAY"0S5T255CBAGFEDC" : G0TO74
PRINT@G,CHR$ (156) ; : PRINT@G—-2,CHR$ (2@4) ; : T=T+1:60T071
PRINT@G,CHR$ (156) ; : PRINT@G+32,CHR$ (204) ; : T=T+1:60T071
PRINT@G,CHR$ (154) ; : PRINT@G—32,CHR$ (204) ; : T=T+1:60TO71




7@ PRINT@G,CHR$ (156) ; : PRINT@G+2,CHRS (204) 5 : T=T+1

71 FOR X=@TOSSS:NEXT:SOUND227 ,6:SOUND232, 6: SOUND239 , 3: SOUND232, 6: SOUND239 , 3: SOUN

D232, 6: SOUND239,9

72 POKE1277,A:POKE1278,B: PRINT@416, "
MAKING"; T; "MOVES"

FORD=0 TO S@00:NEXT:G0TO183

‘<C> J.D.B. 31/1/84 <C>

T=T+1:IF S=>1@ THEN 77

IF S<1@ THEN 79

A=49: POKE1277 ,A: POKE1278,B: IF B=48 THEN B=58

GOTOS0

A=48: POKE1277,A: POKE1278,B: IF B=48 THEN B=58

FOR X=41& TDA447:PRINT@X,CHR$(224);:NEXT

IFS=3 THEN71

SP=0

POKE1445,32

PRINT@414,"which"; : PRINT@422, "soldier";

INPUTDS

IF D$="A1"

IF D$="C1"

IF D$="E1"

IF D’, |IBzII

IF D$="D2"

IF D$="A3"

IF D$="C3"

IF D$=“E3"

IF D$="B4"

IF D$="D4"

IF D$="AS"

IF D$="CS5"

IF D$="gS"

IF D$="B&"

THE GENERAL HAS WON AFTER":PRINT@448,"

73
74
79
76
77
78
79

SP=199
SP=263
SP=169
SP=233
SP=297
SP=203
SP=267
sp=173
SP=237
SP=3081
SP=207
SP=271
THEN SP=177
THEN SP=241

ELSEIF
ELSEIF
ELSEIF
ELSEIF
ELSEIF
ELSEIF
ELSEIF
ELSEIF
ELSEIF
ELSEIF
ELSEIF
ELSEIF

D$="B1"
D$="D1"
Ds: |(ﬁ2 L1}
D$="C2"
D$="E2"
Ds-= IIBS L
D$="D3"
Ds="p4"
Ds= " c4lr
DszllE4ll
D$="pS"
Ds=ll D5II
D$="A6"
D’n L1 Ebll

D$= " l B n
D$="1D"
Ds =1 2“ L]
D$="2C"
D’: |.2E L1
D$="3B"
DSwIISD (1]
D$="4A"
D$="4C"
D$="4E"
D$="5B"
DE= "5“ "
D$="6A"
D$="6C"

THEN
THEN
THEN
THEN
THEN
THEN
THEN
THEN
THEN
THEN
THEN
THEN

SP=147
Sp=231
SP=295
SP=201
SP=265
SP=171
SP=235
SP=29%9
SP=285
SP=249
SP=175
Sp=239
SP=3@3 ELSEIF
SP=20%9 ELSEIF

D'_-Il 1-““
D$="1C"
D$="1E"
D$="2B"
D$="2D"
D‘:Ilsnll
D$="3C"
D$="3E"
D$="4B"
D$="4D"

=I’Imll
D’=Ilmll
D‘=H5E"
D$="6B"

THEN
THEN
THEN
THEN
THEN
THEN
THEN
THEN
THEN
THEN
THEN
THEN
THEN
THEN

2333555358383

(= =]
axn

10a

182
103
104
185
106
107
108
109
110
111
112
113
114
115
116
117

i2e
121

IF D$="D&"
IF D$="A7"
IF D$="C7"
D$="E7"
D$="C8"
D*: " m "
60TO108
SOUND1 ,5: T

g3853535%8535%53%3

D$="6D"
D$="7A"
D$="7C"
Ds: LU} 7EJ|
D$="8C"
D*: " 9Cll

=T-1: GOTO

THEN
THEN
THEN
THEN
THEN
THEN

74

SP=273 ELSEIF
SP=179 ELSEIF
SP=243 ELSEIF
SP=307 ELSEIF
SP=245 ELSEIF
SP=247 ELSEIF

FORX=416 TO 434:PRINT&X,CHR$ (224) ; : NEXT
PDKEI459.EB:PBK51471.b2=PDKE14ﬁ5,32
FRINT@436, "press"; : PRINT@442, "arrow";

B$=INKEY$: IF B$="" THEN

11

1

D$”lIE&II
D$="B7"
‘D$="D7"
D$="B8"
Ds: " DB "
SP=0 TH

IF B$=CHR#(8) THEN115 ELSEIF B$=CHR$(10@) THEN12%9

IF B#=CHR#$(%4) THEN142 ELSEIF B$=CHR$(9) THEN155

SOUND 1,5:60TOB@
FOR X=435 TO 447:PRINT@X,CHR$(224) ; :NEXT

IF Z=1 THEN

122

L=PEEK (1824+5F) : M=PEEK ( 1022+5FP)
IF L=172 AND M=156& THEN119 ELSEIF L=172 ANDM=252 THEN 121 ELSE114
PRINT@5P ,CHR$ (156) ; : PRINT@SP-2,CHR$(172) ;

GOTOZ23

OR D$="&6E"
ER D*u " ?B "
OrR D#="7D"
OR D#="g8B"
OR D#="8D"
EN 187

PRINT@SP,CHR# (156) ; : PRINT@SP-2,CHR$ (172) 5 : Z=1: GOTO23
IF SP+1024=1269 THEN
L=PEEK (1024+5F) : M=PEEK ( 1822+5P)

IF L=172 AND M=156 THEN 125 ELSE114
FRINT@SP,CHR$ (156) ; : PRINTESP-2,CHR$(172) ;: Z=1:60T0O 23
L=PEEK (1824+5P) : M=PEEK (1@22+5P)

IF L=172 AND M=156 THEN 128 ELSE114
PRINT@SP,CHR#(252) ; : PRINT@SP-2,CHR$(172) 5 : Z=0: GOTO 23
FOR X=435 TO 447:PRINTE@X,CHR$(224); :NEXT
IF Z=1 THEN 135
L=PEEK (1024+SP) : M=PEEK (1@5&+5P)
IF L=172 AND M=156 THEN 133 ELSEIF L=172 AND M=252 THEN 134 ELSE114
PRINT@SP ,CHR$(156) ; : PRINT@SP+32,CHR$(172) ; : GOTO 23

PRINT@S5P,CHR$(154) ; : PRINT@SP+32,CHR$(172);:Z=1:60T0O 23
IF SP+1@24=12469 THEN

126

139

THEN SP=305
THEN SP=211
THEN SP=275
THEN SP=213
THEN SP=277




136 L=PEEK (1024+5P) : M=FEEK (10556+5F)

137 IF L=172 AND M=156 THEN 138 ELSE114

138 PRINT@SP,CHR#$(1554) ; : PRINT@SP+32,CHR$(172) ;: Z=1:60T0O 23

139 L=PEEK (1824+5SF) : M~=PEEK (1D05&6+5F)

142 IF L=172 AND M=154& THEN 141 ELSE114

141 PRINT@SP,CHR$ (252) ; : PRINT@SP+32,CHR$(172) ; : Z=0: GOTO23

142 FOR X=435 TO 447:PRINT@X,CHR$(224); :NEXT

143 IF Z=1 THEN 148

144 L=PEEK (1024+5P) : M=PEEK (992+5F)

145 IF L=172 AND M=156 THEN 144 ELSEIF L=172 AND M=252 THEN 147 ELSE114

144 PRINT@SP,CHR$ (156) ; : PRINT@SP-32,CHR$(172) 5 : 60TO23

147 PRINT@SP,CHR$ (156) ; : PRINT@SP-32,CHR$(172) ; : Z=1:60T023

148 IF SP+1@24=1269 THEN 152

149 |L=PEEK(1@24+5P) : M=PEEK (992+5F)

158 IF L=172 AND M=1546 THEN 151 ELSE114

151 PRINT@SP,CHR$ (156) ; : PRINT@SP-32,CHR$(172) 5 : Z=1:6G0TO 23

152 L=PEEK (1@24+5SP) : M=PEEK (992+5P)

153 IF L=172 AND M=154 THEN 154 ELSE114

154 PRINT@SP,CHR$ (252) ; : PRINT@SP-32,CHR$(172) ; : Z=0: G0OTOZ3

155 FOR X=435 TO 447:PRINT@X,CHR%(224);:NEXT

156 IF Z=1 THEN 141

157 L=PEEK (1024+SP) : M=PEEK (1B26+SP)

158 IF L=172 AND M=15& THEN 159 ELSEIF L=172 AND M=252 THEN 160 ELSE114

159 PRINT@SP,CHR$(156); : PRINT@5P+2,CHR$(172) ; : GOTOZ23

160 PRINT@SP,CHR$ (156) ; : PRINT@SP+2,CHR$(172);: Z=1:60T023

161 IF SP+1@024=1269 THEN 145

142 L=PEEK (SP+1024) : M=PEEK { 182&6+5F)

163 IF L=172 AND M=156 THEN 144 ELSE114

164 PRINT@SP,CHR$(156) ; : PRINT@SP+2,CHR$(172) 5:Z=1:60T0 23

165 L=PEEK (1824+SP) : M=PEEK (182&4+5P)

146 IF L=172 AND M=15& THEN 147 ELSE114

167 PRINT@SP,CHR$ (252) ; : PRINT@SP+2,CHR$ (172) ; : Z=0: BOTO23

148 CLS:PRINTE@24,"A SOLDIER IS REPRESENTED BY ":CHR$(175)

169 PRINT:PRINT"THE GENERAL IS REPRESENTED BY ";CHR$(20@7):PRINT:PRINT"THE CAMP I

5 REFRESENTED BY “: CHR$ (255) : PRINT: PRINT"EMPTY SQUARES ARE SHOWN BY " :CHR¥
(159) : PRINT: PRINT: PRINT" press any key to continue"

170 A$=INKEY$:IF A$="" THEN 170

171 CLS:PRINT:PRINT"PERMITTED MOVES ARE UP,DOWN,LEFTAND RIGHT.THE GENERAL ALWAYS
HASTHE FIRST MOVE WHICH IS A TAKINGMOVE.HE MOVES AROUND THE BOARD (BY PRESSING
THE ARROW KEYS)ONE SRUARE AT A TIME,OR TWO IF HE ISTAKING A SOLDIER.JUMPED SOLD
IERS";

172 PRINT"ARE REMOVED FROM THE BOARD.":PRINT"HIS OBJECTIVE IS TO REACH THE SAF

ETY OF THE CAMP AND TO CLAIM VICTORY.IF HIS PATH IS BLOCKED HE MUST PRESS o tach

0 SURRENDER.":PRINT:PRINT" press any key to continue”

173 A$=INKEY$: IF As$="" THEN 173

174 CLS:PRINT:PRINT" THE SOLDIERS CAN ONLY MOVE ONE SPACE AT A TIME.THEIR OBJECT
IVE IS TO PREVENT THE GENERAL MOVINGINTO THE CAMP.THEY DO THIS BY CROWDING HIM
INTO A CORNER OR BYSURROUNDING HIM 2 DEEP SO HE"

175 PRINT"CANNOT MOVE.IF THE BENERAL JUMPS17 SOLDIERS HE AUTOMATICALLY WINS B

ECAUSE THE SOLDIERS LEFT CANNOT PREVENT HIM FROM REACHINGTHE CAMP.":PRINT:PRINT
N press any key to continue™ -

176 AF=INKEY$: IF A$="" THEN 176

177 CLS:PRINT:PRINT“SOLDIERS ARE MOVED BY INPUTTING THEIR BOARD POSITIONS (EG.'C

7'or"7C°) PRESSING <ENTER> AND THEN PRESSING THE REQUIRED ARROW KEY.":PRINT:=:PRIN

T

178 PRINT" press any key to continue"

179 A$=INKEY#$:IF A$=""THEN 179

18@ GOTO4

181 SDUHDIG?.11:50uND!33,11=EDUND125,11:50UND15€,11=SBUND39,11

182 PRINT@414," THE GENERAL HAS SURRENDERED":PRINT@448,"AFTER";T; "MOVES":FOR X

=@ TO S@0@:NEXT ~

183 CLS:PRINTE@201," PLAY AGAIN Y/N “;

184 A$=INKEY$: IF A$=""THEN1B4

185 IF A$<>"Y" THEN 184 ELSERUN

186 CLS:END




Floorway
TI-99/4A E7

Stainless, 10 Alstone Rd, Stock-
port, Cheshire

This is a difficult and intriguing
game for the unexpanded TI.
You must collect eight gems that
are located along the screen.
Only when all have been
recovered can you enter the
transporter that takes youontoa
different layout.

The problem is how to reach
the gems. There seems to be only
one route possible.

Bricks are safe enough to walk
on, but footrests have the
alarming habit of starting to
disappear while you are standing
on them. Loitering too long on
these may mean you are unable
to use them on a planned return
visit.

If all this weren’t overwhelm-
ing enough, another factor is

The Bag
Bounder/
Food of the
Gods
TI-99/4A £7

Stainless, 10 Alstone Rd, Stock-
port, Cheshire

These two games are described as
being suitable for the youngest
‘Flmember of the family (though
s how young is not specified), or *
J the arcade novice. Both are very ,

similar, but The Bag Bounder is
the easier of the two.

In both, the screen shows ai
cross section of floorways with
one-way or two-way ladders, or
simply a tunnel for access to each
floor. Various nasties guard the
objects that you seek. In Bag

LI

Bounder this is bags of money,

and in Food of the Gods you
collect hearts stolen by an evil
god.

The keyboard controls your
movement. S and D keys control

S walking left and right and the
‘. Yspacebar is used to jump. When
> it comes to using ladders,
however, you must find the
f‘canm key, which can be any o
these, to take you up or down.
i This seems to be different for
A each location. While you are
fumbling about, the resident
monster has time to catch and
gobble you up.

This peculiarity with the key
movements is described as’
encouragement for the habit of
self discovery, essential to all
aspects of learning. 1 found it
‘irritating and ultimately boring.

J.W.

!

BO%y
40y
500
50%* 4

instructions

\ playability
graphics

-value for money

EE3

e lebone St, London NW1

involved — your oxygen supply.
A meter at the top of the screen
indicates oxygen consumption.
Should this run out before you
reach the transporter, or you fall
too far, then it's back to the
beginning yet again.

There are two versions of the
game on tape. One uses the
keyboard to control movement,

the other requires a joystick:
each works adeguately. J.W.
instructions 90%
playability T5%
graphics 80%p
value for money 80%

*x K Kk Kk

Fast-action
fun

Here's a selection of the latest
arcade games for
avour. Read the advice of our

S
experts to he

Enduro
48K Spectrum
£7.99

Activision, 15 Harley Hse, Mary-

Enduro is a car race which starts
in one of the states of America,
and finishes up in the same place.

According to the description
on the package you go through
Baja’s scorching desert sands,
through Montana, Tennessee,
New England, and back again.

well as through the day.

The usual control options are
offered to you, and they are very
simple: left/right brake/faster.
The road and the scenery scroll
towards you, thus giving the
impression that the car is moving
forwards. It’s similar to those
large test-your-driving-skill

you don't disintegrate, you just
get slowed down for a while. |

after half an hour I had had
enough, it began to get boring.

;’nu dfun‘t accomplhsh this in one instructions 100% value for money
ay of course, you do get a sense playability 85%
of driving through the night, as graphics 80% * * * * *

value for money

1 AEEEF T AL

Meiltdown ]

48K Spectrum
£5.95

Kerian, 29 Gisburn Rd, Hessle,
Hull HU13 9HZ

which vou can shoot.

There is also floating debris
which can hole your suit so that
you die instantly from radiation
penetration.

The graphics are good, and 1
particularly liked the electrical
zap room. Good use is also made
of sound. My major criticisms

" iy

Gone are the days when working
for Acme meant you sold
brushes door-to-door. In this
. offering you are working for

Acme MNuclear Reactors, are that there is no joystick
servicing reactors on the planet option, no points system or hall
Haras. of fame and I found the sprites

A reactor has leaked and moved a little too slowly for my

spread radioactive coolant liking. M.B.
through the nine rooms of the

installation. Wearing a jet- instructions 85%0
propelled spacesuit, your task is playability 85%
to collect the coolant and return graphics 0%
it to the centre room, at which value for money 85%

point radiation levels will return
to mormal.

You are hampered by two
alien life forms, Sdog, which is
indestructible and therefore you
just get out of ilway. and Slab,

*x k Kk %k

River Raid
48K Spectrum
£7.99

Acti:urision. 15 Harley Hse, Mary-
lebone Rd, London NW1

if,
You are in a low flying aircraft,
and vour mission is to destroy all
the bridges you come to whilst
following the path of a river.

This is one of the few times

that 1 wish 1 had a joystick,
although the keyboard controls
are simple. The reason for this is
that 1 got so involved that my
fingers became numb after about
two hours, just using left/right

-*and fire.

The scenery scrolls towards

you, giving you the impression of
moving forwards. All the time
you are blasting bridges, the
enemy is after you with aircraft,
tanks, ships and balloons.
Of course, you soon run out of
fuel, so vou have 1o find fuel
dumps in the river and fly over
them. Some of the hazards are
very cleverly placed, if you miss
them you hit your fuel dump.
The further up river you get, the
more dangers you face, including
very narrow river banks.

The graphics are ordinary
ships, tanks, etc, and everything
works smoothly, I found it a very
addictive game. As soon as my
fingers have recovered | am
going to try again. B.B.

you to

Ip you decide

machines in amusement arcades.
If you bump into another car

found it interesting at first but

The graphics are nothing
special, but everything does
move smoothly, and the response
to the controls is positive.
Playable, but not addictive. B.B.

instructions
playability
graphics

T5%,

¢
L .
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FEATURE

SPECTRUM PROGRAMMING

According to the Sinclair hand-
book, despite the complex
layout of the display file,
interactive games are easy, as
you can detect a character at
any screen position with the
function SCREENS. However,
what the handbook doesn’t tell
you is that this function will
only detect characters in the
Spectrum’'s existing character
set. SCREENS does not work
with user-defined characters,
which, if you want your game
to look good on the screen, are
just the characters you will want
to detect.

Fortunately, there is a relativ-
ely easy solution to this problem
— redefine some of the existing
characters to the characters you
want. How? Read on and 'l
explain.

The Spectrum's character set
{the data which defines which
dots are INK and which are
PAPER) exists in ROM. You
can't change them in ROM, but
what you can do'if you want to
alter some is to transfer this
data to a safe place in RAM,
where they can be altered, and
change a system variable which
is called CHARS in the hand-
book. This system variable tells
the computer where to start
looking for the dot pattern
when PRINTing a character on
the screen.

The first thing you must do is
create a safe place in RAM to
store the character set. This can
be done by lowering RAMTOP,
but this will be different for 16K
and 48K machines. The follow-
ing instructions are for the 48K
Spectrum; if a different value is
required for the 16K Spectrum,
this i5 shown in square brackets.
Lower RAMTOP with the
direct command:

CLEAR 64599 [31831].

This will leave enough space for
the normal and UDG character
sets. Now copy the character set
from ROM to the safe area
with:

10 LET x= 64600 [31832]
20 FOR i= 15616 TO 16383
30 POKE x, PEEK i

40 LET x=x+1: NEXT i

interactive
games on
the
sSpectrum

want to know how to redefine
existing characters?
HCW regular David Nowotnik
shows you how

You can use the following
short routine to redefine any
character of ASCIl code
between 32 and 127 with the
following routine; you eénter
your column of numbers one at
a time, from the top down:

10 INPUT
code; x
20 LET x=x+64334 [31576)

““Enter character

30 FOR i=0TO 7
40 INPUT vy

50 PRINT i,y

60 POKE x+1,y
70 NEXT i

You could, if you so desired,
alter all 96 of the existing
character set, then return the
computer to the original set
with the commands:

POKE 23606,0
POKE 23607,60
CHARS with the commands:

POKE 23606,88
POKE 23607,251 [123]

All should appear quite normal,
except that your Spectrum is
now accessing the copied
character set every time
something is printed on the
screen. You can now redefine
any character you want.

The easiest way to do this is
to use a special program
designed for thai purpose or
design vyour characters
manually.

Take a sheet of paper and
draw an 8 x 8 grid. Decide
which squares will be “‘on”* and
which will be *‘off’* in your new
character. Mark those ‘“‘on'’
with a cross. When you have
finished, work along each row
of the character, and assign the
fullu::ving value (o a box if it is
““on"":

Add up the total for each row
and write that value alongside
the row. In the above example,
dots with the value 64, 16, 2,
and 1 are “‘on’’, therefore the
rowtotal is (64 + 16 + 2 + 1)
= B3. When you have finished,
you should have eight numbers
all within the range 0 to 255.

Finally alter the value of
|
EEisCer . 32 . 16 8 4 2 1
| | | | | | | | |
| T G | Xt X 1=83
! ! | ! ! ! ! : !
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Variables

hse highest score

S¢ score

t1 number of torpedoes in left
hand tube

12 number of torpedoes in right
hand tube

L position of left hand torpedo

R position of right hand torpedo

h  horizontal craft position
(RND)

s craft selection (RND)

f flag selection (RND)

How it works
40-60 initial game preparation:
establish high score, display
instructions, set UDG, draw

bows

70-90 set individual game vari-
ables, fill torpedo racks

game supervisor loop:

check score, specify random
elements

1000-20000 secondary supervisor
loop: sort all random feat-
ures, call for execution of

Programming hints
O sub-routines

REM statements: Loop and

sub-routine headings in upper
case, REM notes in lower

case.
Ship bows (2030 and 2110):
graphics A in inverse video
mode, bows (2160). Graphics
B in inverse video mode.
Submarine's bows (9510):
inverse video mode; graphics
A; 2 x space: B, and adding
two extra spaces for each line

2000-2220 sub-routines for craft
assembly

3000-3500 subroutine: check if
torpedo is fired, report when
each tube empty, update
torpedo rack display, check
for hits

3600-3990  sub-routine for
explosion, update score

finish routine: check

current score against high
score, clear screen for next

The two space prints, line
1120, are five and four spaces
respectively.

POKE 23607,49 scrambles
print giving explosion effect.
Character set restored by
POKEing 23607,60

game
5000-5250 sound sub-routines
B000-B090 instruction sub-routine

9000-9290  graphic assembly,
report strings routines
9400-9640 draw torpedo rack

and bows of submarine

S REM CRAFT AHOY
10 REM ———————————————
20 REM D.G.HUGHES
30 REM 2th. JUNE 1984
40 LET hsc=0: CLS : 60O SUB B0O0O:
50 G0 SUB 9000: REM u/d gr
&0 GO SUB 9500: REM draw
70 LET L=17: LET R=17: LET ti=5:
80 GO SUB 7400: REM torps
P0 LET sc=0
100 REM MAIN LOOP
110 LET h=INT (RND#*8)+1:
(RND#*2)
120 IF ti1<=0 AND t2<=0 THEN GO TO 4000:
130 IF sc<=-999 THEN GO TO 70
140 PRINT AT 21,63" "sAT 21,0;“SCORE="3;sc3;AT 21,22;
"HI-SC="3hsc
150 GO SUB 1000: REM ship
200 GO TO 100: REM LOOFP END

REM inst

LET t2=5

LET s=INT (RND#*5): LET f=INT

REM finish




SPECTRU

1000 REM SECONDARY LOOP

1010 FOR n=0 TO 27: LET d=0

1040 GO SUB 3000: REM shoot

1050 IF L<17 THEN GO SUB 3250: REM 1/h torp

1060 IF R<17 THEN GO SUB 3450: REM r/h torp

1070 IF =0 AND s<=2 THEN PRINT AT h,n+1;" "3 INK O3;"C
1080 IF =0 AND s>2 THEN PRINT AT h,29-n;3 INK O;"C"3 I

NE 1=u o

1090 GO SUB s*50+2000: REM craft

1100 NEXT n

1110 FOR q=0 TO 3

1120 PRINT AT h+g,03" "sAT h+g,28B5;" "

1130 NEXT g -

1140 IF =1 THEN LET sc=sc-50: PRINT INK 1;AT 0,0;r%(

3y TO 31}

1150 IF f=0 AND n>20 THEN PRINT AT 0,0;3r#${(4, TO 32)
1200 RETURN : REM 2nd.LOOF END

2000 REM CRAFT

2010 PRINT INK 13AT h+1,n;" "; INK 73" AB"

2020 PRINT INK 13AT h+2,n3;" "3 INK 73 PAPER S;"AEEE"

2030 PRINT INK 1;AT h+3,n;" "3 INK 2; PAPER S5;""HEA"

2040 RETURN

2050 PRINT INK 13AT h,n3" "; INK O;AT h,n+3;"D": IF =
1 THEN PRINT AT h,n+1;" "

2060 PRINT INK 13AT h+1,n;" "; INK O3 " smelillwem: OVER 13

AT h+1,n+3;"="

2070 IF n>24 THEN PRINT AT h+2,0;" "

2090 RETURN

2100 PRINT INK 13;AT h+1,n;" "; INK 4;" J%B"

2110 PRINT INK 1;AT h+2,n;" "3 INK 3;""SEEESA"

2115 IF n>24 THEN PRINT AT h+3,0;" "

2120 RETURN

2150 PRINT INK 23;AT h+1,27-n;" FG6G "; INK 13" "

2140 PRINT INK 3;AT h+2,27-n; "BiSEm";: INK 1;" "

2190 RETURN

2200 PRINT INK O3AT h+1,29-n3"H"; INK 13" "= PAUSE 10:
PRINT INK O3;AT h+1,29-n;"I": PAUSE S5

2220 RETURN

3000 REM SHOOT

3010 IF INKEY$="1" AND t1>0 AND L=17 THN GO TO 3200
3020 IF INKEY$="0" AND t2>0 AND R=17 THEN GO TO 3400

3030 RETURN

3200 GO SUB 5200: REM sound

3220 LET ti=t1-1: IF t1<=0 THEN PRINT AT 18,1;"PORT TU
BE";AT 19,3;"EMPTY": LET t1=0: BEEP .1,30

3230 PRINT OVER 13 INK 23AT 21,11+t1;"&"

3250 IF ATTR (L-2,13)<>105 THEN LET m=13: LET LR=L: GO
TO 3600

3260 LET L=L—-1: IF L<=1 THEN LET L=17: RETURN

X270 PRINT AT L,13;" "3AT L-1,13;"E"

3280 IF L<3 THEN PRINT AT 1,133" "

3300 RETURN

2400 GO SUB S5200: REM sound

420 LET t2=t2-1: IF t2<=0 THEN PRINT AT 18,225 "STARBOD
ARD"3;AT 19,22;"TUBE EMPTY": LET t£2=0: BEEP .1,30

3430 PRINT OVER 13 INK 2;AT 21,20-t2;"@"

3450 IF ATTR (R-2,18)<>105 THEN LET m=18: LET LR=R: GO
TO 3600

34460 LET R=R-1: IF R<=1 THEN LET R=17: RETURN




3470 PRINT AT R,18B;" “;AT R-1,18;"E"
3480 IF R<3 THEN PRINT AT 1,183" "
3500 RETURN
3600 REM HITS
3610 PRINT AT LR-1,m;" ™
3620 POKE 23407,49
3630 PRINT PAPER 3; INK &3 FLASH 13AT LR-2,m-1;"XXX";A
T LR-3,m3"X"3AT LR—-4,m3"X"
3640 FOR m=0 TO 3
3650 FOR n=0 TO 7: BORDER n: NEXT n
3640 BEEP .05,RND*-40
3670 NEXT m
3680 POKE 234607 ,60
3690 PAUSE 10: BORDER 1: GO SUB S5:00: REM sound
3920 FOR k=12 TO O STEP —-1: FOR j=0 TOD 31 STEP 4
3930 PRINT AT k,j3" “: NEXT j: NEXT k
39240 PAPER S: INK 1: LET L=17: LET R=17
3930 FOR n=0 TO 1&6: PRINT AT n,13;" "3AT n,18;" ": NEXT
n
3960 IF f=1 THEN LET sc=sc+10%#(10-h): PRINT INK 1:AT
0,0;r$(1, TO 31)
3970 IF £=0 THEN LET sc=sc-20%(10-h): PRINT INK 1;AT
0,0;r%(2, TD 31)
3980 IF t1<=0 AND t2<=0 THEN GO TO 4000
3990 60 TO 100
4000 REM FINISH
4020 IF sc>*hsc THEN LET hsc=sc: PRINT AT 10,3: FLASH 1
5 INVERSE 13" NEW HI-SCORE WELL DONE "
4030 PRINT AT 21,53" "sAT 21,273" “
4040 PRINT AT 21,0;"SCORE=";sc;AT 21,22;"HI-SC=";hsc
4050 FOR g=1 TO 20
4060 PRINT INK 7;AT 8,5+g; FLASH 1;g%(1,qg)
4070 PAUSE 10: NEXT g
4080 PAUSE S500: FOR g=1 TO 20
4090 PRINT 1INK RND#4;AT 8,5+g; FLASH 1;g%(2,g): NEXT g
4100 PAUSE 30
4110 FOR g=0 TO 15
4120 PRINT INK 1;AT 8,g9;" ";AT 10,31-g;" ";AT 8,31-g;"
H;ﬁT 10'9; L1] n
4130 PAUSE 10: NEXT g
4140 FOR g=0 TO 31
4150 PRINT 1INK 1;AT 0,g;" ": NEXT g
4200 PRINT AT 18,1;" "sAT 19,2;"
s 213" ":AT 19,21;" g
4500 GO TO 70
5000 REM SOUND
5100 FOR u=0 TO 2: LET bp=3S
5110 FOR b=.04 TD .005 STEP -.01
S120 LET bp=bp+5S: BEEP b,bp: NEXT b:
9130 PAUSE 7: NEXT u
5170 IF =0 THEN FOR b=0 TO -30 STEP -10: BEEP .1,b: P
AUSE 15: NEXT b
9180 IF =1 THEN FOR b=0 TO 2: BEEFP .05,10: PAUSE 7: N
EXT b: BEEP .5,5
5190 RETURN
5200 BEEP .01,50: BEEP .01,40: BEEP .01,50
5250 RETURN
BO0O0 REM INST
PRINT AT 1,1;"Craft < SUBMARINE SPECTRUM "$sAT 3,2




SPECTRUM PROGRAM

§"Ta : THE COMMANDER ™

8020 PRINT AT S,13"Mission: To intercept and dest

roy enemy shipping in the Interface Straits until
supplies are exhausted"

8030 PRINT AT 10,1:;"Warning: Allied craft flag code
*%% diagonal ***"

8035 PRINT AT 13,13"Firing Code:";AT 14,8;"1=L/H Tube :

0=R/H Tube";AT 15,8;"5 Torpedoes per tube”

B040 PRINT AT 17,7:;"Press ‘s’ to enter";AT 18,7;"Interf¥

ace Straits"

B0SO PRINT AT 20,9; "Message ends"

8060 IF INKEY$="s" OR INKEY$="S" THEN PRINT AT 21,113

FLASH 13 INK 23" STANDBY ": RETURN

8090 GO TO BO&O

9000 REM GRAPHICS

9010 FOR n=144 TO 152

9020 FOR j=0 TO 7: READ g

9030 POKE USR CHR#¥ n+i,q

Q040 NEXT j: NEXT n

{050 DATA 1,3,7,15,31,&63,127,235

9060 DATA 128,192,224,240,248,252,254,255

9070 DATA 0,0,31,79,103,115,121,0

9080 DATA 0,0,7,15,12,12,12,12

9090 DATA 24,60,0,60,460,60,24,60

2100 DATA 2,7,4,4,19,250,26,27

2110 DATA 24,40,24,24,8,24,60,560

2120 DATA 12,12,8,31,26,251,119,16

2130 DATA 48,48,32,48,56,251,125,1

9200 BRIGHT 1: INK 1: PAPER 5: BORDER 1: CLS

9210 DIM g#(2,20)

9220 LET g$(1, TO 20)="" B AME OVER *

9230 LET g#(2, TO 200="NE W M I S S5 1 0O N"

9240 DIM r#(4,32)

9250 LET r#(1, TO 32)=" SEND ‘EM TO A WATERY GRAVE

LET r$(2, TO 32)=" LOOK OUT! THAT WAS OUR ADMIRAL
LET r#$(3, TO 32)=" LOOK LIVELY YER LAND LUBBER
LET r#%(4, TO 32)=" THREE CHEERS FOR OUR NAVY

RETURN

REM TORFPS

FOR n=11 TO 20

PRINT AT 21,n;"E": NEXT n

RETURN

REM DRAW BOWS

CLS : PRINT AT 17,14; "ANSEB";AT 18,13; "ANMSMMEE";AT 1
9,12 "ARIEENEREE " ; AT 20, 11; "ANSEEEEEE
9520 PLOT 84,0: DRAW 0,12
9530 DRAW 36,36: DRAW 16,0,-PI/2

DRAW 36,-36: DRAW 0,-12

FOR n=120 TO 85 STEP -8

PLOT n,n—80: DRAW 0,8

PLOT 255-n,n-80: DRAW 0,8

NEXT n

PLOT 112,40: DRAW 0,3

DRAW 8,8: DRAW 16,0,-PI/2

DRAW 7,-7: DRAW 0,-3

RETURN




Air Traffic
Control
48K Spectrum
£9.95

Mikro-Gen, 44 The Broadway,
Bracknell, Berks

Though a substantial program,
Air Traffic Control loads very
quickly using Mikro-Gen's
Hyper Load facility. It is
fascinating to watch, and
interesting to play. It's a
simulation of controlling a
section of air space.

The planes are shown with a
market and their call-signs on a
simulated radar screen which

overlays a map of the area.
Beacons and air lanes, and a
danger area are also shown. You
must give each plane it's own air
space, at a height and speed such
that no collisions occur, and then
hand it on to the next sector.

CDA
Oric £3

NIH, 66 Dudley Rd, Brighton,
Sussex BN1 TGL

CDA is a rather simple character
EENErator.

When the program is run, you
are asked to enter the character
you want to redefine. Here's the
first snag. You can choose a
Lonormal ASCII  character by *
adpressing the appropriate
character but to enter characters
not directly available from the »
keyboard, you enter the ;‘\Sfli-
code. This may sound reasonable

up the ASCII code in the user’s
manual.
The editing isn't very
sophisticated either. You design
your characters in the wusual
cursor-on-a-grid fashion but'
there are many short-comings.
For a start, there is no wrap-
b around and there are no useful
v, Tac ts such as rotate, invert
r and clear. There is no facility for
defining more than one character
al a time either.
Pcrhaps the most frustrating
part is that you cannot see your
Ck]ﬂrﬂktt‘l Ill ﬂL[l.Ia] '1I.£L a5 I[ Ii
being edited and you are not
given the necessary values for the
redefined character. To top it all,
you cannot save or load the
redefined characters from withing:

-\Ihc program. S.5.

T0%%
10%,
30%

J
instructions

if you could see what figures!:
you're typing in. There's no
cross reference so you must Ino]-.

Military aircraft which are not
under your control cross your
sector as do slow moving twin
prop aircraft. You must ensure
adequate separation, even when
a 737 depressurises and has to
drop in height.

Much more information such
as destination and aircraft type is
also given, so that even on level
one your interest is held. Level
nine is so crowded that not even
a real controller could cope.

The package has a keyboard
overlay and a manual which
must be studied.

As absorbing as a flight
simulator, but different! D.M.
Instructions 95%,
playability 100%
graphics 959,
value for money 90

* K k Kk Kk

s -

Leisure Genius, 3 Montagu Row,
London WHI 1AB

Have you ever come across a
game that's so testing and so
addictive that getting bored with
it would require playing it twenty
five hours a day, eight days a
week?

Now you can play, without
doubt, what must be the best
game ever written for the BBC.
It's not only great entertainment
but also superbly presented, with
one of the best instruction
booklets I've ever seen.

No-one needs reminding that
Scrabble is a board game which
invblves the placing of letters on
a chequered type board to form
words, but all words must join
others, crossword style.

The computer has a
vocabulary of over 8,000 words,

Find out how good you are at
the English language or save

lives at 20,000 feet

[

London WIH 1AB
!'" This

is definitely a

skill and strategy.

When first released, Kensing-
ton was billed as the best game
failed
This
version doesn’t
matters.
Although, in all fairness, it does

since Monopoly. It
justify expectation.
computerised
really improve

provide an opponent.

Kensington
CBM 64 £12.95

Leisure Genius, 3 Montagu Row,

thinking
man's game — no quick-reflex,
laser-zapping for arcade freaks.
It is a board game which requires

of a white hexagon, or a hexagon
of their own colour.

The controls are a bit awkward
and slow. It would be a good
idea to make use of the joystick
instead of the keyboard. Plenty
of options are provided at the
start for varying the game. Three ‘
levels of play are available, and
the hardest plays a testing game.

Perhaps this version will
appeal to board-gamers, but it
to didn’t really excite me. Despite
attractive packaging, I found the
price a bit steep. T.M.H.

90%
70%

instructions
ease of use

“\

1 YT AL

and it proves a worthy opponent.
There are four levels of skill:
level | is beatable but level 4 is
way above my standard, but is
suprisingly fast at about one
minute per move.

The Mode seven board takes
some getting used to, but after a
while you get to know it like the
back of your hand.

Thanks, Leisure Genius, for a
magnificent game that can only
be described as next to perfect.

instructions 100%
ease of use 95%,
display 95
value for money 100%

* Kk k Kk k

Lingo
32K BBC £12.95

Complete Microcomputer Ser-
vices, 32-38 Osnaburgh Street,

there should be more computer
games for several players. This
program is designed for one to
four players, although

W3 London NW1 3ND
gi have often had the feeling that

the
fascination of playing on your
own is hard to see.

You are dealt, in a very long-
winded manner, 12 words from
the computers” list, and you have

to try to make these into a
gramatically correct and mean-

,’yingt’ul English sentence.

You have a whole series of
joining words and word endings
available and you score by the
complexity of the sentence you
build.

Needless to say the computer
can't understand vour sentences,
so your fellow players have
to approve your work before
scoring.

The sentences have to make
sense but can be surreal,i
extraordinary or just plain silly.
In short this is a word based
game which would be better
played using cards.

The only thing

that the

computer does well is provide a
score. Everything else is made
the

more complex by using
machine.

It might be fun the first time,
but I cannot see anyone really
spending an evening round the
micro just to play this game.

instructions 85%

30% SR : layabilit 607
For those not familar with the display 75%, playantiity L)

original game, the board/screen value for money 50, graphics 40%,

3 value for money 40%

displays a number of intercon-
necting hexagons. In the first
stages, counters are placed on the
board. In the second stage,
players move the stones in an
attempt to occupy the six points

Ty o
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PT points

DI speed of descent

X x position of heli-hopper

Y y position of heli-hopper

SP speed (for screen print-out)

MB  first sprite picture for
explosion

MU value for sound

PO indicates if sprite is past the
255th x position

JS joystick value

VO volume

WA waveform

HF high frequency

LF low frequency

CA cause for explosion

How it works

6-7 read in sprite data

8-39 set up sprites

40-56 read joystick

57 work out s

58-61 check for collisions, and
other faults that may lead to
an explosion et .

62-65 control x positioning of
sprite 1 i

66-67 POKE in position values

70-90 print screen data

200-226 title screen

300-340 print planet surface

400-410 explosion routine

450-454 message following
explosion with reason for
crash

460-466
landing

470-478 another GO? if crashed

480-488 another GO? if landed

490-496 high score

500-520 sound

30000-30052 sprite data

message following




POKEV+7 . 145 : POKEY+E, 203
POKEV+2, 124 FOKEY+S, 252
FOKEY+11, 188 POKEV+1a, 5
POKEY+16,32  FE=388:D1=2
POKEY+4a, | :POKEY+41. 5 POKEY+47, 11
FOKEY+43, 7 : POKEV+45, 2
FOKEV+21, 63 POKEY+32, 1 1 FO=1:MlI=5
FOKEV+320, 8 POKEYV+31 .4
JE=PEEK(56321) :FESFE-1:DI=DI+.2
IFIS=247THENX=x+4
IFIS=251 THENX=#®-4
IFJS=254THENDI=DI-4 :FE=FE-5:MU=2
s IFJS=255THEMDI=DI+4:Mli=1 :
IFJIS=25ATHENX=x-4 :II]=D1~-4:FE=FE-S:MU=2
> IFJ5=246THENK=x+4 : DI=01-4:FE=FE-5: MU=2
IFJS=245THENA=¥+4 : DI=NI1+4:ML=1
IFJS=243THEM: =K—-4 : DI=DI+4:pMLiI=1
57 SP=DI#5:GOSUETYS
58 I[FSP>=18R0RSP{=-10aTHENCA$="IHIGH SFEED":GOTO405
LD=PEEK (¥+38) : IFSP<{=2BAND{ {LDAND1 »=1 > THEN45EG
&8 IFCPEEKY+312AND1 2=1THENCA$="MRCOLLISION" : GOTO466
61 IFSPL2BANDCCLDAND b=1>THENCA$="MSFEED HIGH O LANDING" :GOTO4a6
62 IFPO=1ANDR>255THENFO=2 : POKEV+16, 33 =5 POKEY, &
64 TFPO=ZAND:cATHEMK =64
63 IFPO=2ANDRCSTHENFO=1 : POKEY+16, 32 1 =242 : POKEY , ¥
o6 Y=Y+DI1: IFY<18THEHY=1@&
&7 IFR>—1ANDY:-1THENPOKEY+1, Y FOKEY, ¥
55 GOSUES19:GOTO44
78 PRINT " Sialelelale]nle]e]s]e eI a[e[n[alnlaIaTaln e R b o LUEL : ™" ; FE;
71 IFFE<=8THEMCA$="MN0 FUEL" :GOTO486
72 PRINT"M BRBSRSFEED: @ [ AESCINTCSPY Y "I "
74 IFSP=BTHENFEINT"W——",
76 IFSP<ATHENFRIMT"M—aIFi—";
72 IFSPXATHENPRINT "WM-aDOkMR-",
28 IFSP>2ATHENPRINT" &d HIGH"
82 IFSP{=2BTHEMPRINT" && GOOD "
24 PRINT"MEISFOINTS my"  FT
28 RETURMN
288 PRINT"IsERRBRIRIELCOME TO: "
282 PREIMT" A" : F'LIKE"n:-ERH a:POKES3281 .
284 FEINT")EDBRIZ ® 3 = = 3
205 PEINT")RBBNIE ® 3 d
288 FEINT"/NbRRIA -
218 PRINT")RBBNIZ = 3
212 FEINT")rBERRIZ = 3
214 PRINT" "
216 PRINT"sNDRRIY ™
2138 FRINT"MRDRRIG = d
228 PRINT")RDRRIY = d
222 PRINT")RBBRIN = o .
224 FPRINT")DPBDRRl 3§ = 3 = u 5
226 PRINT"HEbpBRRRERBRESEY THMDREW CLARKE B 1224"
228 FORT=1TO01868:NEXT :RETURN
238 PRINT"IsenpRBRISHEL I-LAND"
232 PRINT"pRBRERRLISE JOYSTICK IH PORT 1 OF : als"
234 PEINT" LR Rata B
236 PRINT"W | A g
238 PRINT" 2 e L AR
248 PRINT" IF= Ll 2
242 PRINT" ECTRL TR EYBOARDW 2"
244 FPRINT" BCTRUAS _SCOMTROL S22 "
246 -PRINT"M L =
248 PRINT" T P
298 PRINT" g
252 FRINMT" D T R
254 PRINT"*WEBRBRREG AMD 2 BSPACEAW FOR S FIRE”":RETLURN
256 PRINT"HEpNRRRBRRFRESS A KEY TO GO ON":FORT=1TO2a:GETA$:

d
4
L]
d
d




258 IFPEEKC137 »=64THEHZSE

2e60 PEIMT"ThRERBEITHIS 15 =HELI- LHHII'*

ZRZ PEINT"/eeREET -

264 PEINT"chBRRRRREL'OU ARE TM YOURE CRIPPLED MHELI-

Zae PRINT"PRBRPHOFFER WITH SLOW FUEL WHMHD A STROHGY

ZEE FRINT")NBRBREGEAYITATIONAL FIELD PULLIMG YOU*™

273 FRINT"IRRRRITONAEDS THE .ROCKY SURFARCE OF™

272 PRINT"IERRBITAYIN IW."

274 PRINT" "ERRBRRRET 0L HAYE FIVE LAHDING FLACES AWD"

276 PRINT"'RRBRITHEY ARE MYOUE DMLY HOFE."

278 PRIMT"*npRRpRERCAON LAMDING DO MWOT EXCEED 248 MFH."

280 PRINT"sheRRRRREIIEVER EXCEED =166 MPH."

282 FRINT" rpepRREEDC NOT STOUCH STHE EOCKS."

284 FRINT"SBRBRRREAND TREY HOT TO RUM OUT OF SFLUEL."

293 PRIMT"BRBRBRRREERESS 39 KEY W0 GO ON":FORT=1TO026: GETA$: NEXT

292 IFPEEKC137)=64THENZ3Z

294 RETURN —

208 PRINT"ZHeslel" : FOKES328a, Et POKES3Z281 .8

302 PRINT"— o T e

2394 PRINT" =~ 7 s

206 FRINT b ~ s "

388 FRINT" ¥ I B e - N I

218 PRINT" b | e ey "

312 PRINT" 5 .-‘ Ay P I

314 PRIMT" = . % = Ry by

al5 PRINT" b o e i et "

218 PRINT" - .~ e s R "

220 PRINT! .~ = e S ks

222 PRIMNT" % :

29 PEINT" .~ v ™ b4 N i
| !
B

326 PRINT"
228 PRIMT®
238 PRINT"
346 EETURH
488 FOKEZ@48,ME: ME=ME+1  POKEY+329, 1 :POKEY+23., 1

462 POKEWA. 122 :GOSUR4 18

484 ¥=15: IFME=247 THENFUKEZ248, ME  FORK=1STOBSTEP-. 1 : FOKEHF , 4 : POKEHF+7. 5

408 POKEYD, ¥ IFMB=247 THEMNEXT : GOTO456

483 FORD=1TO1@6  NESTIN: GOT OdeR

416 POKEHF+7., 1 ' FOKEHF . 2 RETURN

45@ FOKEV+21.0:FOKEY , 8 -FOKEV+] . @

452 F'F‘IHT""IQI!IEII.I:I—!HFD L INEST 0 E

454 PRINT "ANBRRIOLCYE JUST DEE-SHITTY-GREATED! "

456 PRINT"ERBRLITHE CAUSE :~";CA$:GOSIEL20: GOTO47E

4560 GOSUBSZA: POKEV+21, L PREINT "Ieekebpi0L ! 11 IT<5 BEUCK TROGERESH 1Y :POKEYOD.8
452 PRINT"meBRI=yUU LAHDED WERY MWELL! COMHGREATS!®

464  IFH<=7A0R(PEEK (Y+1£0AND1 Y THENFT=FT+16: GOTO4356

466 PT=FT+5:GOTO458

478 FRINT"MMRRFRESS ‘FIRE” T GO AGAIN"

472 PRIMT"MBBRIDR “H° TO QUIT"

474 GETHE: IFPEEK(SE321)=239THENY

476 IFAERC"N" THEM47 4

472 PRINT" IversBmBRRIEYE EYE!!!!":END

420 GOSUB422:FRINT"MRMFREESS “FIRE” TO GO AGHINY

422 PRINT"¥RBBER “H° TO GUIT"

484 GETA%: IFPEEKCSER2 1 2=239THENPOKEY+21, 8: GOTOS

486 IFAF "H" THEH4E4

483 PRINT"IISERre@pREYE BYE! L)Y END

498 IFPTHSTHENHS=FT

432 PRINT"SRREHIGHEST YET 1S A", HS

424 PRINT"sHRRERYOUR SCORE IS5 &' FT

436 RETUREH

560 Y0=54295  HF=54273: LF=54272  AT=54277

SB2 SU=5427E WA=54270

S04 POKEAT. 32 POKESLL, 255 POKELF+3., 8

SP6 POKEAT+? .32 POEESU+T, 255 POKEMWA+7 , 129 RETURN

518 POKEVD, 15: POKEMA, 55 - POKEHF « MU : POKEHF+7, 8 - RETURN

528 FORK=1TOS FORD=1TO3¢: POKEHF., k' POKEHF. D: NEXT -NEXT : POKEHF , 8 RETURN
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Lantern.Games That Shine

SOFTWHRE FOR THE TI 99 4}51
BLE...NEW FULL COL!

- L)
Il
45
) 0
e
- OR ATA
0 .
ol
¥,
¥ LI i

- WONKEY WARLOCK

Guide Wonkey Warlock

through the dragons lair

collecting weapons and
illlll in arder to defeat

‘Y him. § screens of
incredible graphics. An

.r absolute must for cvery
Texas owner!

Su_pcrb_mphiu and
animation, A game yoa
can’t siop playing.

[ ] 00 ED O O 1 Pﬂﬂ
e o &5 MWIHHEI
jlable - 22000 matc} : ] . Joy
i T—4
: ! y J{l- ]
ET) CORED OME! i 1 8
d NO SCORES . \' -
CCESSTU SELEC gy Fils | e . =
= LT Ld
il O o g
choo Selee
[V D ] 1 E i
" - 2 el 0 [HNGE!
DISCMICRODRIVE COMPATIRI ] warsio i
I OR Al o B 0 D
CF F (), 2XI D f 1, 1
A 4 . (O 1 i
i ¥ # » l‘!;;
: = ' “ L) ‘l i B A S
- “ b O L 4 APy 1Y i th e hall
v T e ‘ully compatible with Poolswinns
; A b 00 [NNEF 1] [XGE] 1 1 incl

E‘:m and
jockays, and effect of the draw for all British courses. (Flat & Hunt.) |

AVAILABLE FOR Spectriam ($8K), Commadore 4, BBC (8), Dragon, Aari (48K), Apple Tl
PRICE £12.50 (all inclusive)

AVAILABLE (RETURN OF POST) FROM . ..
T ]

phone 24 hrs

P 34 bes SOFT'WARE
37 COUNCILLOR LANE, CHEADLE, CHESHIRE. ‘& 061-428 7425




Jet Pac
BBC B £7.95

Ultimate, The Green, Ashby-de-
la-Zouch, Leics LE6 5JU

Ultimate's new game for the
BBC sets a new standard in fast-
moving graphics, and also in
alien genocide! It is a game of the
hovering spaceman genre.

The idea of the game is to
move an astronaut around the

different type of alien, and
according to the packaging there
is a universe of planets. So far 1
have seen three!

Also on the planets are bonus
objects such as gold bars and
liquids, which float down the
screen and stay for a few seconds
before disappearing.

This is a fast, colourful arcade

This is a car rally game which
takes place in three stages. You
guide a car down a forest path
avoiding the trees and huts that
scroll up the screen.

Providing the car is not too
damaged to continue, you then

i Ry T BLESESE
scandarally
TI-99/4A £3.50

' Softi, 14 Station Rd, Brough, N
Humberside HU15 1DY

of Fame shows the score and
your place in it, but there is no
best score feature incorporated.

The S and D keys control left
and right movements of the car,
but some numeric keys can
control speed and cornering. 1
found trving to use these most
difficult, partly because of not
being very dextrous, but mainly
because they do not work as

MODE 2 screen using a Jet-Pac game with good graphics and steer along a winding mountain- expected.
to collect fuel and components excellent sound. 1 liked the ous path before crossing water  This game needs Extended
for a spaceship in order to blast opening music. Perhaps the over a steep bridge. In the final BASIC. J.W.
off to the next planet. game is a bit repetitive, but good part you drive along a crowded

The astronaut has a powerful fun to play overall. D.A. motorway, dodging the traffic.  instructions 40%,
laser gun with repeat-fire facility At the end of each siage the playability 400
which can destroy aliens in instructions T0% number of penalty pionts gained graphics T0%,
flocks. This does not make the playability 66%% are shown. You have three cars value for money 80%o
game easy, however, as there are graphics 80, with which to compete. Your

lots of aliens and the Jet-Pac value for money 75%

* K k &

controls are very fast and
responsive, making it difficult to
control.

Each planet contains a

)

=
Pyjlamarama

48K Spectrum
£6.95

ikro-Gen, 44 The Broadway,
racknell, Berks

d the plot of Jet Set Willy to
raphics about four times the
ize, and much more detailed,
nd you get this pyjama drama
&Iemrlng a sleep-walking Wally
eeks. s
Using a variety of joysticks or
finable keys, you must guide
he bed-capped hero through the
puse avoiding multitudes of
uncing or spinning Whotsits, *
o find the alarm elock, which
ill wake him up in time for _
ork.
As you progress, you find
b;ncls only two of which can be
ried, to aid you. These include
eys to open locked doors. You
sustained by snooze energy
hich is lost when a Whotsit
ab\s you, and is restored by
ng the food.
If the plot's not I::-ngmal then
hy buy it? First, it's cheaper,

=

Astounding
adventure:
amazing
arcacde

Whatever your taste you

should find something to suit
you here. A high quality set of
games, chosen by our experts

final score depends on
number of stages completed and
any bonuses awarded, minus all
penalties.

At the end of the game a Hall

~ " -

L I

Kokotoni Wilf
48K Spectrum
£5.95

‘Elite, 35 Bradford, Walsall W51
3QD

shattered Dragon Amulet, Koko-
Wilf is the winged

¥
aGoing in search of the pieces of a
toni
apprentice of the magician
Ulrich. :
He has been transported back

into a time when there were
dinosaurs stalking the earth,
although these particular
creatures are immobile, it's
dangerous even to touch them.
He must dodge various flying
creatures, and the obligatory
spiders of course, and he
wanders in and out of various
locations, under your control.
The controls are very simple,
left-right and up, are all that
are required, and Wilf moves
smoothly in response.

The plot may differ slightly,
and the scenery is a little
different to many, but the game
follows the well worn path of

y
@

This is a nicely thought out
Melbourne Hse, Castle Yard, game for the apprentice
Richmond TW10 6TF adventurer. The range of text
commands is not so vast that you
This is an adventure game set in spend hours at one point. The
Arabia. graphics help the realism and I
The top half of the screen is like being able to use the
devoted to a hi-resolution picture joystick.
of the action. These pictures are The game uses a fast load
not static but scroll smoothly system so it loads in only three

previous graphic nd\remurc;»
games.

Not, I hasten to add, that this
game isn't playable, it is, but it's
not what [ would call addictive...
nol many are.

Probably the best classifica-
tion is that it is average in its
lass, which means that it is
better than some, and worse than

id second, these graphics really
¢ super, with great detail and
smooth animation.

My number one tester loved
he way Wally can be made to
lide down bannisters! An
normous ‘variety of articles
il you, and in the Video
e room, there's even Space
nvaders played with roast

)

hicken, and knives and forks. B ACTOSS hlhe scrctgoas you move minutes. L.C. .B.
¢ el ; your character about.
\ Good fun, even if not Gn%?;}. The object of the game is to instructions T0% 100%,
carry out a raid on the Sultan’s playability 60% 859,
instructions 80, fortress and recover some stolen graphics 80%% 85
ayability 100% gold. You then return to the value for money 60% value for money 0%,
desert and locate a secret cave Lo
' ‘,JE:E;. money ]gg:: return the gold to the village | G SR . GO . ¢ K K K
elders who are waiting there.
Playing the game is a mixture
* * * * * of moving the character around
the screen via the joystick or
keyboard and entering two word
commands. This is accompanied
by mysterious music.
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ADVENTUREMANIA IS IN THE TOP 100 GAMES ?g';},".&;,‘:{.ﬁ.ﬁ&,i”““

FOR 1984 AND IT'S TI-99/4A Extended Bosic b9
SEE THE TOP 100 CHARTBUSTERS IN GAMES COMPUTING MOV, 84 G
GET A COPY OF THIS GRAPHIC & TEXT ADVENTURE £5.95

OUR LATEST AND GREATEST

S

[El=1=1=1=1.

Software for the TI-99/4A

A ~J LA LA LA LARIRY

MEET US AT THE 1984 e
MANCHESTER TI-99/4A HOME

COMPUTER EXHIBITION. AT:

THE RITZ, WHITWORTH

STREET WEST (CITY CENTRE), o A
MANCHESTER. SATURDAY 3RD e o

" r 1.5p =
NOV. 1984 10AM-5PM MODULES UNDER £10!

»
*Zaro zap
w -
Santa MR AN AN T ., *Video Games 1 VIRGIN Games
NO COMMAND MODULE REEDED *Tombstone City suess

nd the GObllI‘lS : *Connact 4 ?::-}puds

*Chisholm Trail Fun-Pac
PAET OF A SCENE AMAIING 30 GRAPHICS ' *Car Wars Fun-Pac3..

*The Attack Allicrurabovemll 3rvcrﬁe

CASSETTE SOFTWARE
PARCO Software

1A — = S R = R 8 8

Bt ) et et ) et ot ] B3 D B3t

SANTA
" AND THE GOBLINS. (basic) £5.93 *A.maze-ing
Our soper Xmas acveatine, Full sraphic iy RIS COLLINS Educational

and text. Dragona, Goblins, Elves. Casselle AND Maonual in each

*OUR PRICE £9.95 Starter Pac
Starter Pack 2
“T“R.SOFT for T1-99/4A mes Writer Pack 1
Games Writer Pack 2

+ « * SPECIAL OFFER # + +

ALL FOUR ABOVE
+ FREE BASIC TUTOR
CASSETTE. .. £18.00

+ many mare lapes in stock

Ik " g QUASIMODO, (Ext. basic) We have a Sl ) 3
o hunch you will want this game. 100% pure For a free price list and further information send a s.a.e. to:

" gprite graphic animation. £7.95

FRpmemSTAE] | 4 DORSET PLACE, NEW STREET, HONITON
%’R'GUE"‘ % DEVON EX14 8QS. TELEPHONE (0404) 44425

RE We mail your orders fan ridum post free.
o Y Access orders taken by telephone.

Cranbrook Road, Tenterden, Kent TN30 6UJ All prices are inclusive VAT and p&p.

THE CASSE'I’TE

FABUL0U5

' VALUE thats
out of this world

50 GAMES ON ONE CASSETTE

It is impossible to tell you everything NOW AVAILABLE FOR (xcommodore & ELECTRON Atmos .
about the 50 games on DR i ; : : 1 73 ) 20
iR g R N AGON [JEB @i Spectrum @appic ATARI ORIC1 ZXx &7 VK= 20
many types such as maze, arcade,
missile, tactical and logic games,
to suit most tastes in computer

r—---—-——---———--———-1
Please send me by return of post, Cassatte 50 at £9.95

EX%H;DSS'?Dfél’VERY- per tape. | enclose a cheuu-e.’postal order for I
: ER NOW : 5 e

| . paya

%EIE?SET&‘FEF‘IQEO will appeal to E | Cascade Gamﬂs Ltd. I

people of all ages and the games Name £ “’“;-";’ihﬂ i PR VLU R T
will provide many hours of =

= 5 Address <=7 =

entertainment for all the family at l COMMODORE bd ViC 20 UR!E- EBE as [ I
a fraction of the cost of other — SPECTRUM ELECTRGN@ X 8-1 - APPLE |
computer games e S PostCoda i ATARI [ ]  ATMOS D!HAGDN

. - o Cascade Games Ltd.,
¥ Rty Suite 4, 1-3 Haywra Crescent, Harrogate,

UNE S TN PGES l Dealers & Stockists enquiries welcome 3 Wik R LB

FOR TOP QUALITY GAMES KN - Telephone: (0423) 504526. HCW 30/10/84
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tters Letters Letters Letters L
ers Letters Letters Letters Let

Having read Paula Le
Page's letter in HW 84, |
feel that 1 must reply to
some of her comments.
Firstly I would like to say
that [ agree whole-heartedly
with her view that the HCW
letters page should not be
turned into a cheats page
by the people who can’t
complete the wvarious
adventure games that are
always being mentioned.
Surely it spoils the fun of a
game if someone gives you
all the answers and it stops
vou getting as much value
for money out of your
software. When I've spent
£5 or more on a game I'd
rather do it myself, thank
you.
It also spoils the letters
page for those HCW
readers who don’t want to
cheat as some weeks there's
nothing on the page | can
read without it spoiling my
fun by giving me the

answers to one of my
games. ;
I must admit that 1

sometimes get fed up with
the number of letters etc. in
HCW for TI-99/4A owners
(I own a Spectrum 48K) but
1 can see their point. [
would be very worried
about the future of my
computing hobby if the
Spectrum were ever to
go out of production.
However 1 do think there
should be more of a balance
in HCW, after all Spectrum
owners are in the majority
so it is quite logical 1o
have more material for this
brilliant computer than for
any other and I think all
reasonable people must
agree with this.

I think HCW is a great
magazine and the only thing
that needs changing is the
letters page. 1 want to see
more interesting letters
being published — like this
one!

Henry O'Donovan,
quay

I was very pleased to see
(HCW 84) that at last your
letters page has cut out the
dross of how to cheat on
various boring games. It's
much more interesting to
read other people’s points
of view and [ hope this will
continue.

You must admit, HCW,
that your pages have been
rather thin over the
summer. We're all looking
forward to bumper Chrisi-
mas issues like you released

Tor-

last wyear, and lots of
reviews and even more
reviews.

I think that the computer
has changed quite dramatic-
ally over the lasi year, If
vou just think back to this
time last year, everything's
so different. Not only have
many software companies
smartened up and improved
their marketing — in short,

me more professional
— but all we common or
garden wusers are also
growing up a bit in what we
like to buy or type in to our
computers.

Of course, we're going to
miss the sparks of origina-
lity and the novelty, but I
think it can only be for the
good in the long run.
Amateur companies may be
fun while it lasts, but once
the industry has progressed
as far as it now has, it's
important to maintain some
kind of credibility.

If you want to know my
forecast for the near future,
I think that we users are
going to get more and more
sophisticated and utilities
and business programs will
dominate. Of course there
will always be the games
freaks, and I admit that |
enjoy playing games, but |
think that there will be
more and more snobbery:
who's going to admit 1o
spending hours and hours
playing arcade games when
serious users will be
expanding their brains with
graphics and utilities?

It will be interesting to
see how all the computer
magazines are going o
react to the shift in the
market. There are so many
computer magazines that it
will be vital for them 1o
adapt to cater for the
public's needs. Perhaps
we'll see new magazines
springing up which cater for
the young (and the not so
young) amateur program-
mers and even those who
just like tinkering with their
micros. Can you imagine it
— Your Uiility or Utility
Computing Weekly. Per-
haps we'll see those titles in
the near future, who

knows?
Chris Gibson, Oxford

I have a problem and | was
wondering if any other
HCW readers are having
the same difficulties.

I own a Commodore 64
which 1 got for my birthday
last year and I spend quite a
lot of time using it. Now
my parents say that I am
wasting all my time playing
games on it and that they
never see me because when [

come in from school I go
straight 10 my Commodore
and start using it. They say
that 1 am neglecting my
school work and that 1
should be working for my
‘0" Levels instead of
mucking around on a
useless hobby. Do other
readers find that their
parents stand in the way of
this excellent pastime or am
I the only personm with this
problem?

I try to explain to them
that I am spending my time
usefully. 1 am teaching
myself to program and am
getting quite good at it.
Computing is used in many
jobs nowadays so 1 think
that my hobby will help my
career prospects 1oo.

What can | do to make
my parents see that com-
puters aren’'t a waste of
time? They say that they
wish they hadn't bought it
for me.

John Ramsbottom, Man-
chester

I finished
game Sabre Wulf with a
score of 355,720 points and
97 per cent of the game. 1
suppose this is a continental

the fantastic

record. It took me two
hours.
Steven Harien (age 10),

Belgium

Nutty about |

May [ congratulate you
on the continuing high
standard of HCW. Keep it
up. Perhaps a bigger space
for adventure nuts, hint,
hint! (some is bigger than
none).

If there are any CBM 64
owners/readers in my local
areca who would like to
swap hints etc, then | would
be delighted to get in
contact. | can offer some
help with the following
adventures; Hobbit, Heroes
of Karn and any of the
adventures published on 64
Tape Computing numbers
1, 2 and 4. These tapes,
produced by Argus, are
really great and at £3.99 are

great value, considering
that all four, so far, are
packed with tips, hints,
games, utilities etc,

including adventures on the
issues mentioned above. |
can recommend them to all
64 owners.

If anyone else, either
home or abroad wants to
write with help, or just for
the sake of writing, please
do. I will answer all mail.

I am 27 and will accept
mail from any age group,
providing they are 64 users
and enjoy adventures.

lan Robertson, 18 Cedar
Hse, Spelthorne Grove,
Sunbury, Middx

We have no connection
with Mr Robertson and
have not paid him to write
flattering letters about
Argus! Adventure buffs
will be pleased to learn that
we will shortly be featuring
an adventure column, so
write in with your problems
or advice.

I am writing to warn HCW
readers of a new program
from US Gold. After being
advertised as early as
August, Nato Commander
was finally available in
October. As there is a
shortage of war simulation
programs for the Commo-

dore 64 1 purchased it
immediately.
The instruction book

mentions a demonstration
mode; this did not exist on
my copy. However, worsi
of all 1 find that there is no
facility to play again on
completion of a game. It
must be reloaded from the
start which takes about five
minutes, a situation which
is obviously unacceptable.
This lack of atiention to
detail is not what I have
come to expect from US
Gold who in my experience
has produced excellent
software in the past. 1, for
one, am sending my copy of
Nato Commander back and
demanding a refund. I shall
certainly be more careful
when buying from them in
the future and my advice to
HCW readers is... save
your money!!
Paul MNash, Cheadle Hulme

You should be ashamed,

HCW.I'm referring to
Bernadette Barron’s letter
(HCW 84).

The attitude that it's
OK 1o copy software and
records is rife. When you
buy a program, record or
TV licence you pay for
the right to use that
information. If you want
to transfer that program,
music or programme on Lo
another medium it is within
your legal right, so all those
people who copy programs
to disc, and records to tape
and video-record Blankety
Blank aren't breaking the

law if they do it for their
OWn use.

If they then give (or sell)
the tape to someone else
they are cheating the
company who produced the
goods out of the money
which is their due. In the
case of video recordings this
does not usually martter
because most people who
have a video recorder will
have a TV licence and will
have paid for the right to
see the programme anyway.
However both music and
software cost a lot of
money to produce. An
average program may take
three months to a year to
develop: the programmer
has to be paid during that
time, so that he can afford
to eal, sleep and scratch his
head at regular intervals. If
you pirate his game he does
not get the money you owe
him.

A programmer gets about
15 per cent of the selling
price of his game — there
are huge costs involved in
manufacturing, packaging,
distributing and advertising
software. To recover costs
it is necessary for the
software house to sell more
than 20,000 copies of each
program. If one title fails
another has to subsidise this
loss.

The days of rich software
houses and programmers
driving Porsches are over
and if you insist on stealing
their work they won't be
able to afford to produce
the goods and' you will
suffer. If people spend
money producing a market-
able item they are owed
something for your use of
it. The argument that
software is too expensive
does not wash; there are
many things 1 would like
but can’t afford but that
does not give me the right to
steal a mainframe!

Jerry Fowler, Croydon

Software winner

send your letters
to Letters, Home
Computing Weelkly,
No.1GoldenSquaore,
London WIR 3AB.
Don't fForget to
name your comput-
er — the best letter
could win ES-worth
of software. GCot o
with your
micro? We'll soon
be starting o
queries page, so
send your technic-
al gquestions to
Queries ot the
above address.
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Daley Thompson

Decathlon

Jet Set Willy
Beach Head
Monty Mole

Kokoton! Wiif

Zaxxon
Jet Pac

Football
Manager

9 Avalon
Decathlion

S. Projects
US Goid
cGremiln
Elite

u.S. Gold
Ultimate

Additive
Hewson
Activision

Spectrum (1)
Spectrum (-)
Spectrum (2)
Spectrum (3)
Spectrum (5)
CBM 64 (4)
Spectrum (8)

Spectrum (6)
Spectrum (7)
CBM 64l-)

NON=-ARCADE

1 American
Football

Twin Kingdom
Valley

Lords of
Midnight

Sherlock

Waorld Cup
Football

Star Trader

Hampstead
8 ZimSalaBim
9 SoloFlight
10 Hobbit

Mind Games
Spectrum (1)

Beyond
Melbourne Hse

Artic

Bug-Byte
Melbourne Hse
Melbourne Hse
u.s. Gold

Spectrum (5)

Spectrum (3)
Spectrum (4]

CEM 64 (2)
Spectrum (9)
Spectrum (6)
CEM 64 (7)
CEM 64 (8)

Melbourne Hse CBM 64 (10)

Compiled with the assistance of Britain’s leading software distributors,
including: Pinnacle, SDL, PCE, Websters, PCS and Software Centre.

SPECTRUM

15herlock

2Beach Head

3 Daley Thompson's

Decathion

4Avalon

SHampstead

6Matchpolnt

7 Jet Set Willy

BFull Throttle

9 Braxx Bluff
10Night Gunner

Melbourne Hse (-}
Centresoft (6)

Ocean (3)
Hewson (-)
Melbourne Hse (-)
Sinclair (=)

5. Projects(5)
Micromega (7}
Micromega i-)
Digital
Interceptor (8]

1Jet Set Willy
2Cumshoe 64
3Zimsalablm (B)
4Storm Warrior
5Daley Thompsons
Decathion

6World Cup
75crabble
8Zaoon
achiller
10Beach Head

COMMNODORE 6%

S. Projects (-)

A & FSoftware (-)
Melbourne Hse i-)
K-Tel (-}

Ocean (1)
Artici-)

Lelsure Genlus (-}
Centresoft (-}
Mastertronic (-)
Centresoft (2)

DRAGON 52

1Hunchback
2Mystery of the
Javastar

3 HUNgry Horace
4Mrpig

SCuthbert in Space
GKriegsplel
7Chuckle Egg
8Dragon Chess
9RIng of Darkness
10Eightball

Ocean (1)

Shards (-)
Melbourne Hse (-}
Microdeal (-}
Microdeal (-)
Beyond (3}
ALFI2)

Dasls Software (4)
Wintersoft (5]
Microdeal (-)

Compiled by W. H. Smith

and Websters. Figures in brackets

are last week's positions.

ic=-20

1Duck Shoot
2Computer War
3 Punchy
aFlight 015

5 Max

6Maze Gold

7 Tank Commander
8Tower of Evil
9Jet Pac

10Crazy Kong

Mastertronic (2)
Creative Sparks (1)
MrMicro (-}

Cralg Comms (3}
Anirog (4}

Vislons (6)
Creatlve Sparks (7!
Creative Sparks (-)
Ultimate (5)
Interceptor (10)

15crabble
2Kensington

3 Pearl Harbour
4Frak

SElite

& Mini Office

= Castle of Cems
9Battie Tank
10 Diamond Mine

BBC

7 Spitfire Command

Lelsure Genlus (6)
Lelsure Genlus (7}

Superior (3)
MRM (-}
superior (2)
MRM ()

2R3

1Crazy Kong
2Walk the Plank
I Black Crystal
dKrypton Ordeal
5Esplonage island
= IXTK
= Toolkit
= Chess |l
= Vu-file
105crambie

P55 (<)

Novus (3)
PSS (4)
Movusi2)
Sinclalri-)
Bug-Byte i)
Sincialr (-}
Artic(-)
Sincialr (-
Quicksliva (9)
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Semi display: £7.10 per single column centimetre
Ring for information on series bookings discounts.

01-437 0699
EXT 342.

Send your requirements to:
Becky Wilson

ASP LTD.

1 Golden Square,

London WIR 3AB

TI-99/4A SOFTWARE
ROBACTIVE — You control a robot in
a mine, must collect barrel of
uranium, avolding various hazards.
ROBACTIVE — 100% extended basic.
Requires joystick. Only available by
mail order.

send cheque/P.0. for E6.00
including p+p to:
ABSOLUTE, 8 Chapel Lane,
Houghton, Cambs. PE17 2AY

All advertisements in this section must be prepaid.
Advertisements are accepted subject to the terms and
conditions printed on the advertisement rate card (available on request).

MICRO COMPUTER AUCTIONS

REGULAR MONTHLY AUCTIONS FOR ALL
MICRO HARD & SOFTWARE.

SEND FOR ENTRY FORM OR NEXT
CATALOGUE TO:—

MICRO COMPUTER AUCTIONS (HCW)
NORTHINGTON HOUSE
59 GRAYS INN RD, LONDON WCI1X8TL
TEL: 01-242-0012 (24 HOURS)

Oric - Aimos - Spectrum Library
free membership two weeks hire £1
s.a.e. to Hire-soft, 113 Broomfield
Road, Marsh, Huddersfield.

VIC-20/CEBM 64 SOFTWARE HIRE
Free membership!!!

Dozens of titles (e.g. 3D Time Trek,
Pharoah's Tomb) from 60p per
week. Send SAE for your Hirekit to:
Vice-20 Software Hire (HCW), 242 Ransom
Road, Mapperley, Nottingham.

State which machine please.

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

COMMODORE 64
Software library
Ower 200 titles. 2 weeks hire £
Membership £5. Stamp for !|5I

Les Wilison (C), 100 Blenhelm
walk, Corby, Northants.

SOFTWARE

LOW PRICES
QUICKSHOT Il JOYSTICKS

— TI-99/4A SOFTWARE
Any three faniastic games for only
£5. 39 titles to choose from.
For full list S.ALE. to:

COMPUTER COURSES

Atari, Commaodore E7.95 BINBROOK SOFTWARE,
Spectrum (Kempston) E14.95 88 Cotterdale, Sutton Park,
BBC E14. . Sy Hull HU7 4AE
RAM Turlbo Interface ¢ £20.95 gl"""“ 3";’ '": Lﬂmmr‘l “:;;
Dk'tronics Programmable ragon and Spectrum software. | _ :
Interface £20.95 For list: Sunrise Software, 25 anlksfrg EEE_:HFFE’;?:AEEE
Eurrglr;r g::l_gléoﬁlm £13.50 Gaitside Drive, Aberdeen AB1 7BH | | JetsetWilly.................. Spec E5.35
urr C Blue Thunder . E5.35
(Spectrum/C64) £27.95 Phone (0224) 37348. Match point . ec £690
i A nic Miner.... .
otner software and hardware 10 games carres, varions othes | | SRS e
bargains, stating computer and Switl Beach Head . E7.99

games and appropriate books. Tele-

interest. All Guaranteed  All Micros

Walthamstow, London E17 6LU

T1-99/4A Computer Exhibition 3rd

November 11 am to 5 pm. Ritz,
Whitworth Street, West Manchester.
Details ring 0273 503968.

— ORIC/ATMOS
Software library

Les Wilson (0), 100 Blenheim
Walk, Corby, Northants.

Over 150 titles. 2 weeks hire £1.
Membership £5. Stamp for list.

Have you seen my Peripherals?
Zap 'em Monster Games
Role players do it in dungeons
100%% cotton T-shirts in white or sky
£3.50 each inclusive
Poly-coiion Sweatshiris in grey £5.99 cach
inclusive, small, medium, large and
extra large sires.

Mail Order only Mrom:

(e Per Cent Screens, Unit 12, Siar Lane
Estate, Great Wakering, Fasex.

hone Blythe (Northumberland) SAE Software Peripheral Book List
COMPUTE, RD‘WC"ff.E. Brookend, 25521 3. Y State Micro Cheques/POs To
Keysoe, Beds. Tel: 0234 44733 COMPUTER COMMUNICATION
DUPLICATION (UK) LTD
9 Martins Close Blackwater
Camberiey Surrey GU17 0AH
ORDER HOTLINE D276 33852
EARN MONEY! !l jbs records BBC B/Electron/Dragon software
COMPUTER PROGRAMS library — Membership £5.00. —
?c_lfil:{s higt? quality software to your REAL-TIME or (Slow) HIGH-SPEED Tapes | (+30p P&P). Stamp for DISCOUNT SOFTWARE
riends, shops €1c., Lo ames at Professional Cassette Duplication and Ne = 9 . -
Sl . Peclesional. Cumette Duplicmion aé | | details, E. Tucker, (H) 38, Bien _ SPECTRUM  COMMODORE 64
: Cassette Labels, BBC Disk Duplication heim Walk, Corby, Northants. Sabre Wolf .....£8.65 Gumshoe.......E6.73
ALL ORIGINALS and Unformaned Disks 1 - 500+. Fast Beach Hd....... £6.75 Psytron .........E1.78
TEL: 01-520 0258 (EVES AND W'ENDS) security delivery service. S. Holmes.....£11.75 Arabian Kgh1s £5.75
PROGRAMS WANTED Jbs records — , division of Avalon ..........[6.45 Trollie-Wallic. £5.75
0%, bases FILTERBOND LTD, 19 Sadlers Way, Jet Set Willy .. £5.25 Zimsalabim ... £8.45
o el ; , Hertford 5614 iuz 0992-551188 Terrahawks ....£5.35  Jet Set Willy .. £6.55
We will arrange P".‘"“'FE- marketing T-Shi d S hirts Fighter Pilot ...£5.45 Encounier......£8.25
and distribution, ris and Sweatshirts Lords Mid.......E8.45  Micro-olymps .£.25
S.A.E. 1o NCS UK Ltd., Spectrum Invader Matchpoint ....£7.25  Spitfire Ace.....£8.75
(Dept HCW), 24 Edward Road, I'm User Friendly Jack&Beanstlk £5.25  Zaxxom.......... £8.75

All games 1ested for loading prior to
despatch. Cheques/PO's 1o

MAILCENTA (HCW)

38 Alder Road, Belper,
Derbyshire DES 1LP

BOOK THIS SPACE NOW!

RING 01-437-069Y9

he conients of this publication, including all articles, plans, drawings and programs and all copyright and all other intellectual property nghts theren belong 1o Argus
Specialist Publications Lid. All rights conferred by the Law of Copyright and other injcllectual property rights and by wirtue ol international copyright conventions are
specifically reserved 10 Argus Specialist Publications Ltd and any reproduction requires the prior wntten consent of the company

2 1984 Argus Specialist Publications Lid SENI2A4-449
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SOFTWARE BARGAINS!!!
COMMODORE 64 SPECTRUM

REPAIRS ‘N’ SPARES REGISTER

Lgnd Yalhalla £9.90 D.Thomp.Dec £4.90

Macbeth £12.90 Manic Miner £4.30
D.Thomp.Dec £5.50 Lgnd Valhalla £9.90
Faxxon £7.90 Thorle £4.90
Blackhawk £6.50 Fiball Mngr £5.25
Hunchback  £4.9%0 Lordsof Mid. £6.%0
Flight Pth 737 E5.50 Jet Set Willy  £4.50
Nato Cmdo.  E7.90 Hunchback  £4.90
D Time Trek £4.30 Black Crystal £5.50
Strip Poker £7.90 Monty Mole £5.50
Evil Death £5.50 Blackhawk £5.90
Rock 'n Roll. £1.30

50 games on one casseiie £7.90]

Mail orders only. S.A.E. for full price list.
POs/cheques 1o
NCS UK Lud.,
(Dept HCW), 24 Edward Road,
Walthamstow, London E17 6LU

48K SPECTRUM
3000 BAUD

Simply pre-fix any of the cassetie
commands with a #, program or
direct command, and let vyour
Spectrum do the rest. Included is a
double speed header reader. Editing is
facilitated by a short BEEP on any
syntax errors in addition to the
fashing? Supplied on cassette with
instructions. Send £4.50 incl. p&p to:
David Roberts,

41 Baring Road, LONDON SEI12

— MICRO SOFTWARE —
MICRO PRICES

Specirum Commaodore 64
Moonsweeper 5.63 D.T.Decath 565
D.T.Decath 4.99 Fiball Mngr 575
Fiball Mngr 5.15 Zaga Mission 5.75

Also hooks and sccessories
SAE for full lists: State your micro

POSTELL MAIL ORDER
(HCW), 11 Bilboe Road,
Bilston, W Midlands Wv14 SEE

TI-99/4A

Software

TEXAS TI-99/4A —
ALL THESE GREAT GAMES FOR YOUR
TI-99/4A COMPUTER ARE IN TI BASIC,
HAVE FULL GRAPHICS AND A HALL OF
FAME. PRICES INCLUDE P+P.
Cassette 1 Boozy Bill/Diggit........E4.50
Cass. 2 Galawios/ Allen Madness...E4.50
Cassette 3 Oll Panic/Jet Plane.... E4,50
Make all cheques/POs payable to:—
MRJ, 64 Reva Road, Broodg
Liverpool L14 6UB

SOFTWARE AGENTS

___AGENCY FOR THE COMPUTING ARTS —

If you are a good programmer you probably need an
agent. Call Bath 60717 or write to:
6 Quarry Rock Gardens, Claverton Down Road

Bath, Avon BA2 6EF

CLASSIFIED
ADVERTISEMENT —

T. e 2 13 _.‘
4 TR 5 ls '
7 A B I8 2
10 joi 11 |12 e

113 14 |15

i) . I

We offer repairs and spares
for Sinclair, Commodore,
Atari and all other makes.
Part exchange and second

hand computer services
available.

STATION ELECTRICAL, Coastal

Rd, Hestbank, Lancaster LA2

6HN TEL: 0524 824519

Commodore repairs. By Commo-
dore approved engineers. Repair
prices — VIC-20 modulators £6.50,
VIC-20 from £14.50, CBM 64 from
£18.00, C2N from £7.00, printers,
disk, etc. For more details write or
tel. G.C. Bunce & Son. 36 Burling-
ton Road, Burnham, Bucks SLI
TBQ. Tel: (06286) 61696.

MICRO-SERY

The home computer repair specialist
in Scotland

BBC, SPECTRUM, VIC-20 AND ALL
PERIPHERALS. } MONTH
WARRANTY ON ALL REPAIRS
UNIT 4, Denny Workspace,
Denny, Scotland, FK6 6DDW.
Tel: Denny (0324) 823468

Repairs — ZX81 — Spectrum. Fast,
reliable repairs by experienced
engineers, having serviced Sinclair
computers since the introduction of
the ZX80. Our price is inclusive of
all parts, labour, postage and VAT
irrespective of fault. *No hidden
charges. *While-you-wait service
available. Spectrum £18.75. ZX81
£11.50. 16K Ram £9.95. Call or
send with cheque or P.O. 1o:
T V Services of Cambridge Lid,
French's Road. Cambridge CB4
3NP. Tel (0223) 311371.

HEMEL COMPUTER
CENTRE LTD.

For fast reliable repair service
of your SPECTRUM, BBC,
DRAGON, ATARI and
COMMODORE computers. e.g
Send vour 16/4BK Spectrum to
us and we will repair and return
it for £18 + £1.60 p&p.
Hemel Computer Centre Lid.,
52 High St., Hemel Hempstead,
Herts HP1 3AF.

Tel: D442 212436

NATIONWIDE SHOPS & DEALERS

Phoenix Softwars Cantre
B8 Hulsh, Yeovil, Somerset
Tel: 0935 21724

e~ CENTRE
MAlL ORDER SOFTWARE
BBC SPECTRUM ETC.

Tel: 01-437 0699
Name

Address ..

Tei. Mo. (Day) .

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

weeks.

OMNLY 35p per word (minimum charge 15 words)

CLASSIFIED DEPT., HOME COMPUTING WEEKLY,
1 Golden Square, London WIR 3AB

CLASSIFIED —RING

01-437 0699
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WANTED — PROGRAMS!!
Have you writien any original, high
standard arcade/educational games? If you
have, and you are finding it hard 1o break
into the market, then send your games 1o
us, and we will arrange marketing and

distribution for you. Mark i:

FAOQ Gregory Barileit, Big Thinker
Distribution, High View, Somerton Hill,
Langport, Somerset. Tel: Somerton 73748,

RAINBOW
COMPUTER CENTRE

Massive range of software in stock
for BBC, COM 64, VIC-20,
SPECTRUM, DRAGON,
ELECTRON, ZXE&|
Huge stocks of peripherals
(Jovsticks, Interfaces, Cassette units,
Paddles, Introduction series,
Reference Guides etc).

Open Monday-Sunday am-8pm.
Anv visa accepted
For the largest selection of hardware
and sofiware in the area contact:
VICTORIA ROAD, YEOVIL, SOMERSET
TEL: 0935 26678

* WANTED »
BUYERS FOR THIS SPACE

OFFERS TO BECKI ON
01-437-0699

DO YOU OFFER A REPAIR
SERVICE? WHY NOT
ADVERTISE IN OUR
REPAIRS ‘N’ SPARES

REGISTER.
PHONE 01 437 0699
FOR DETAILS.




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

Join Wally in his nightmare

Sensational Software from

MIKHUZGEN

44 The Broadway, Bracknell. Tel: (0344) 427317
Available for Commodore 684 and Spectrum 48K
AVAILABLE FOR SPECTRUM 48K at £6.95

AND CBM 64 at £7.95



TOM MIX SOFTWARE
MAKERS OF “THE KIpG”

PRESENTS \\ b
/N

We've done it again! Y 4 As you fly from
cloud to cloud
you will enjoy sky
high excitement
dealing with the challenges
| % presented to you by this superb
: release by Tom Mix Software.

/ Machine language.

rs"— Jor2 Joysticks required

You thought The King was k
great? Wait 'til you see this!!
Outstanding high resolution
graphics, tremendous sound

make this “Medieval” type game

a must for your software collection. £

For 1 or 2 Playe

Dealers Contact MICRODEAL

onNcASSETTE Mbropm  PTTCTC

Mail Order Sales from e A Ty (Exclusive Distributors)

Microdeal Mail Order 7y TN\ "‘_ A\ Selected Tom Mix Titles availa!;:je
A f ters deal ti

41 Trura Rd’ St_ Auste“ =5 rom compuiers dealers nalionwide

or from larger branches of -
Cornwall PL25 5JE Credit Card Sales



