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DANCING FEATS.

Are you the next Rod Stewart, Stevie
Wonder, Paul McCartney or Louis
Armstrong? Find out with DANCING
FEATS the great new computer musical
composing and performing game from
Artic!
Blues! Jazz! Rock! Boogie! Experiment
with beat, style, tempo and endings to
produce your very own kind of music!
See as you play! Notes and chords
selected are displayed on the screen as
you perform to aid your composing skill!
Give it a try tonight at home and who
Eno';vs. you might end up at the Albert
all!

Commodore 64 £6.95

Now available for Commodore 64,
Planet of Death, Inca Curse, Ship of
K Doom, Espionage Island and Mothership,

all at £6.95.

WARMING: These programs are sobd according to
ARTIC COMPUTING LTD's terms of trade and
conditions of sale. Copies of which are available on
request.

Send $.A.E. (9in. x 6in.) for FREE catalogue of
our wide range of programs.
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This Month's Freebie...

is a full-blown course in groovier game
graphics, allon a 7" Flexidisc. Just off-
load to tape, LOAD and RUN. Fullinfop.11.

MODEM LIVING: plug in, power up, and tap. Right? Wrong, lished SAVE THE CITY. We said it was
PETER SHELLEY: ex-Buzzocks guy sounds out the music progs, for CBM 4. When all the time it was
THIS YEAR'S CHIP? The 68000 gives 32 bits of bliss. We check it out. for, er, Vie-20.

ATARI 800XL: latest salvo in the under-£300 war. We review it. The culprit has been shot,
PLUS TYPE-IN GAMES LISTINGS; REVIEWS; LETTERS and MUCH. MUCH MORE.

Winan Atari BOOXL ... ... vue 0022

GULPO!

You know how these things happen.
Bugs kind of. v'know, creep into the
system. In last month's ish we pub-
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Long Good
Friday.

BUY ONE OF THESE. GET ONE OF THESE FREE.

ATHTow AT Hlon

PITFALL! [ ROBOT TANK

AR VDR COMPUTER S75TEN

For use with the Atari® 2600™ Video Computer System’”

Theresanaction-packed double bill Flayin time. And that adds up to a very
coming your way this Easter. ong Good Friday. And Saturday. And

Buy Pitfalll;" Robot Tank " River Sunday. And Monday...
Raid;" The Activision Decathlon;*Enduro™ NB. Offer closes 30th April.
or Keystone Kapers™ and we'll give you Available from your local dealer as
Spider Fighter™ Oink!” Plaque Attack”  well as selected branches of Boots,
Seaquest” or Megamania™ —free. John Menzies, Woolworths,
Th?t's tgvo great ?Cﬂ‘\v’iSiUTl Greenlsbat Debenh?ms, and
mes for the price of one— T\ ,— all branches of Beatties
tgxzice the actioEl,twice the ac I |S|0N® Model Shops.

WE PUT YOU IN THE GAME.
(The Atari® 2600™ and Video Computer System™ are trademarks of Atari Inc) © 1984 Activision UK Inc.



WATCHOUT, there are hungry
eyes gazing at your Sinclair
Spectrum! Having picked
clean the bones of the dedi-
cated video game market,
three of the world's biggest
video game companies are
now looking for fresh meat.

AT THE British Toy and Hobby
Fair held in London earlier this
year, biggies Atari, Activision
and Parker all announced
Spectrum versions of their
top-selling titles which will be
available in the coming
months.

Parker raised several eye-
brows by displaying ROM car-
tridge versions of their games
utilising the comparatively
new Sinclair Interface 2 —
theyestimate around 300,000
will be in use during 1984.
Atari and Activision have
optad for the standard
cassette-basad software.

As of going to press the
situation looks like this: Atari
are first off the mark with
Spectrum editions of Pac Man,
Galaxian and Ms Pac Man, on
sale now or very soon. Each
cassette carries a hefty price
tagof£14.99 anditremainsto

Bip3us

be seen if the punters will pay
such a high price for the origi-
nal, ‘official’ versions of
games that have already
spawned hundreds ofclonasin
the existing software market.
(See ‘Hands Off Atarisoft’
item below .}

Parker have listed Death
Star Battle, Q"Bert, Popeye,
Star Wars and Gyruss as their
initial offerings for the Spec-
trum. All will be on cartridges
which will plug into the Inter-
face 2,

Only Activision are keeping
tight-lipped about their first
Spectrum titles. Big K specu-
lates that these must include
the enormously successful Pit-
fall. River Raid and Kaboom.
Again, no pricing as yet for the
cassette format software.

WHO WANTS

TOBEA

MILLIONAIRE?

(WE DO!)

International
off the
Wear

HANDS OFF ATARISOFT

lot of different
. to the fact that there are a
Ei“m‘ﬂ"n?.’é?ﬂ;" O iant Atari is thundering into the software
: wherever it goes. . BC,
ibas ’°“.’,'?3:\e§53 Ltnrisoﬂ divisionitis targetll_pgASpe;::;llilr:‘l; 'stith
EIQ{;L:\E Commodore 64, VIC 20 and Tt'gg_i':c-ﬁan Defender,
official versions for most of arcade stu-;;ers‘talﬁ ' Britain that are currently
i, al. . e ol A
£ Dug. Hons) Ka‘”% {-;"all',:t’iatl:'riesoﬂ titles. Atari have intensified haoked into Rediffusion's
With the release o tDE l; ripping off their ideas. . cable TV operation through a
their efforts to stop r‘;a v & houses have been informed by letter, in new service called Game-
Most af the big 39 t‘h'\lmrwhi.::?'o games Atari own or have e;uc:lusn-[n;l'1 star. For £3.95 amonthiplus
very clear terms, enac;;f Patrol, Defender. etc)and that they wi a connection fee) subscrib
rights to (Battlezone, 00-';“ onﬁr who, ' . . . imitates the name, ers to Gamestar will get a
take legal action to stop ot vanv of their properties. Since this Spectrum which willactas a |
gameplay or graphics t 60 per cent of the micro games market it terminal andachoice ofupto
potentially atfects abou j I Smaller 20 games, five of which will
the pigeons be replaced each month,
. ive the letter Pl 1 .
d, who did not receive Spectrum owners will get
Sortuae s, on B chtr 1 W ,-
were heard to say.

BUZBY GOES SOFT

British Telecom will soon be
piping games software into
up to 1 millieon homes in



machine-code, super
smaoth cartoon graphics.
Captures all the action and the
addictiveness of the much
copied arcade classic.
PENGY's frozen wasteland has
been raided by the dreaded
Sno-Bees—the only way out 1s
to squash them with the ice
blocks. Full of the original fea
tures, bonus blocks, flashing
blocks, tunés. Keyboard +
most joysticks. ANY SPEC-
TRUM

W

100% maching
code, fast furious
arcade action. Shaot
the INVASION
FORCE before they
destroy your ciligs
and laser bases. The
enemy attacks in 35
different 1ypas of
space crafl, each
one faster and har
der 19 il Very
addictive with fan
tastic graphics
SPECTRUM with
STACK LIGHT RIFLE
APPROVED BY
STACK

100% machine-code,
fast furious arcade
action. The treasures
of TUTANEHAMUN
are awesomea-—but so
are the creatures that
guard them! Explore
the pharoah’s tomb, a
very large (owver 40
screens)  series  of
scrolling mazes sepa-
rated by locked doors.
Unlock the doors with
the keys, collect the
treasures, and blast
the creatures with
your lasers or smart
bomb. Packad full of
featuras and execite-
ment, “Very addic-
tive” CRASH FEB. 'B4
48K SPECTRUM TN,

OMLY f

DEALERS! FROM MOST GOOD AVAILABLE NOW! AT MOST I
DISTRIBUTORS. TEL. 03727 20152 GOOD COMPUTER SHOPS 55

MICROMANIA

IF YOUR LOCAL DEALER DOESN'T STOCK MICROMANIA GAMES THEN ORDER DIRECT—24 HOUR FIRST-
CLASS DESPATCH. SEND CHEQUE/P.0. TO: MICROMANIA, 14 Lower Hill Rd., EPSOM, Surrey KT19 8LT

- VALUE . !.'f_;at:s-
_out of thisworld

50 GAMES ON ONE CASSETTE
DRAGON [IE(@Bis Spectrum ' @oppic’ ATARI ORIC1 ZX&87. VK=120 -

r-——————-—-———-—--———-1

EXPRESS DELIVERY - s gl Syt el s iy el
ORDER NOW P

£ | made payable to
| Cascade Games Ltd.

= D

It is impossible to
i " tell you everything

. about the 50 games on I
. CASSETTE - 50 but they include

Please debit [
my W No.|_ s

SPECTAUM ORIC1 1 e wezo []
: BAC w8 DRAGON ATARI | arple [ ][]
I Post Code ‘é

I Country

Dealers & Stockists enguiries welcome.

s

X 3

LAddress

Cascade Games Lid..

Suite 4, 1-3 Haywra Crescent, Harrogate,

MNorth Yorkshire, HG1 5BG. England

Telephone: (0423) 504526. 8K 5/84
el

® Oyt
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® WELCOME TO
AUSTRALIA

CROOK STARTTO
A DINKUM INCOME

Dateline; Australia. Gidday. Here
in Aus, land of Melbourne House
and “The Hobbit”, we don't do
things by halves. You poms are
always waorrying about copyright
on computer software and how to
stop drongos ripping you off. We
dan’t have that praoblem, not any
more. There is no copyright an
softwara,

In a case involving Yank com-
pany Apple Computer and a
bunch of fallas over here who
were making a look-alike micro, it
was ruled thal programs cannot
be considered as “literary works”
under the Australian Copyright
Act of 1968,

Seems that literary works have
fo give “either information or
instruction or plaasure in the form
of literary enjoyment’”. Computar
programs are just a load of mind-
less instructions that control the
operations of amachine Where's
the "literary enjoyment’” in that?

So if you've got a software
copyright problem, give our
wonderful Australian legal
systemn & call. You'll never have to
waorry again. — Merv Wombat.
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ELECTRONIC ARTS”

“MAKE it Simple, Hotand Deep.’’ Wae felt like offering a prize
for the best explanation of thiscryptic sentence, butourmoral
integrity got the better of us. Sowe can tell you that thisis the
official philosophy of U.5. Wast Coast games programmers,
Electronic Arts.

Through classy advertising, slick packing and the use of big
names in ‘signatory software’ (games supposedly conceived
by the stars), EA have established quite an up-market image
for themselves. They have also inspired an in-housae solidarity
that is rare in an industry where programmers change
angﬂoym more often than they flip floppies.

kay, you're desperaie to find out the meaning of our
opening remarks, According to EA, 'Simple’ means that you
can get into the program right away without the need for
mﬂ licated instructions. 'Hot’ means that the product . .
Sizzles from hot graphics, hot sound and a tight design that
- pushes your computer to the limits!'’ (oh, grody to the max,
man). And 'deep’ means software that has lasting value and
you'll enjoy for years, not days (fer sure, fer sure).

¢ )
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EIGHT MILLION pounds. That's
what Liverpool-based software
heroesImagine coined lastyear,
according to co-foundear and 50
per centdirector Mark Butler

“Imagine’s just a front,” he
told BIG K this month. “You
don’t see the half of what goes
on below the surface. We're
making a fortune. My only prab-
lem is spending my share.”

A recent earner for the
Scouse house has been the
commission — from rmighty
Apple — to design the icona-
graphy of the newly-launched
Macintosh computer, In addi-
tion Imagine have finalised
blugprints for a triple-6502
games machine to be built by A,
N. Other and passibly launched
fater this year at a price roughly

10 INPUT INFO
20 GET CASH

Big K needs you!
Letters

Listings

Chat

GARBAGE IN, GARBAGE ouT

sOME PEOPLE will do any-
thing to get even dept. \’E’hlﬁh
farmer collabbo of Jeff Minter
has released a new game with
Llamasoft-style llamas get-
ting offed by the central char-
acter? Answers on a posteard to
Interceptor Micros ... The
above just the latest in a series
of needles at the famed camelo-
phile . . . Just where d.u;l Rabbit
Software aquire their Micro-
drive? (Snigger, snigger) .. :
The Shadow knows all, for he

half of the Acorn/OL price
bracket. Nor is laser technology
naglected; the company has
plans for a cheap laser-storage
peripheral — again, tobe manu-
factured by somebody else.

In between spending the

money, |magine are also
expanding fast, says Butler
Another 35 staff are due 1o be
added shortly — though not
pregrammers. Butler empha-
sisesthattheso-called ‘ATeam’
— six in all — plus the in-house
Sage IWs — can handle all that
line of work.

How does he, personally,
spend his share of the folding
li.e. four Very Big Ones)? “I'm
really into my custom-built
Harris 1200 bike. You can do
wheelias at 100 mph.” Oh.

Access our database and
get user-friendly cash if we
use your letter, listing or
whatever! Fire up your CPU
(brain-circuit) and act now.
The address is on the con-
tents page. We want to hear
from you. It gets so lonely in
these data banks!

ralks by night.
W(ii?»\t\}:;tnmgn be told dept.: one
of the directors of Voyager
Software is Roy Bﬂuﬂgr.
paterfamilias of the F amﬂ}lf
Butler, which includes motor-
bike-loving Mark, of Imagine
fame . . . and what newish com-
pany has now taken nervously
to ringing round "puter mags to
check out the nature of upcom-
ing reviews before sending more
software out?
Arcade addicts may (or, then
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Rubik. Now

Dy our own Correspondent

WE GAVE you fatcat Westerners Cube of
are you ready for Warsaiv Pact

s

M HUNGARY

Software?
No joking. comrades. Late last year Magyar VT

(roughly equi

alent to your Channel 4) organise

competitions to discover computer
games-writing talent. Small problem here, as
due to incalculable benefits of me.ubership of
COMECON, Warsaw Pact and all, not more

than seventeen pun
computer of any

rs in all Hungary pos
sort. [Comrade | know n

irly

bought Acorn one month ago but by time he
ach head of queue machine withdrawn from
sale. Curious, this. He buy Commuodore
instead). .

ooding in anyway as
f freedom from

hipy no bad thing after all.
Onginality high,

Now British

panies Mirrorsoft and Ocean

selling prizewinning ideas Caesar the Cat and

Chine

Juggler. Hoping to
money. Kind British sugg

1ake much
n that 6 tons of

Oric-15 be airfreighted in damn fast refused by

Cultural Commissar. (Word

re is, Party not

want to spoil good thing. ) But as you say in
West, could be nice little earner.

ain, may not) be interested to
learn that Gyruss (a mstcr—.
sean version of Tempest) was
designed and coded by those
wizards of the binary digits,
Ultimate Speaking of
whom, don’t be madly surpris
to see a 64 version of Jetpac
soon available . . . o
- Overkill City: Softek’s I'I."l.m
(*The Doc”) Langdell assures
us that a new upcomer from him
will contain 66 levels uf pla:\’;3
thus easily thrashing Minter's
Revenge of the Camels

2 ... .
ld}‘lurris. McWhirter writes:
Yes, Roy, what our young
friend says is perfectly true: i
Langdell pulls it off, he will
heat Minter, though :_ncntmn
should be made here of a little-
known Caucasian shepherd who
is alleged to have re-scored the
original Super Pongout for no
less than 256 levels, this making
fullest use . . . Yes, yes, Norris,
thank you . . .

THE SHADOW




An arcade adventure of awe-
some proportions. The evil
powers of hell have scattered
the signs of ZODIAC in the
400 chambersof THE ABYSS.
You have to find and recover
these magical creations and

" fight all the way by annihilating

all those who stand in your
way.

COMMODORE

£7.95

TH 29 WEST HIL DAFITFDF!D KENT (0322) 92513/8
AL :a:;n-'; 8 HIGH STREET HORLEY SURREY 24 HOUR CREDIT CARD SALES. HORLEY 502934; 6083
PAYMENT BY CHEQUE PO ACCESS VISA 50p POSTAGE & PACKAGING




cantplay justone. ..
W x >~ FlyingFeathers

In this highly original game you are the gamekeeper
on the lake trying to stop greedy eagles taking all
the fish. Two different methods with 4 skill levels
each are available for your shot gun. Specially
scored music with freeze frame ability, and for the
technically minded 10 sprites (yes, that's right,

. _thereareonly8onthe 64).
5, .;-ﬁ;ﬁ’ﬁﬁiﬁhﬁ R - High scores kept.

@8 All machine code.

Bumping Buggies . " Only

iy
Thrills and spills is what you'll get in this highly -
addictive motor racing game. You'll be driving —
over some pretty hazardous terrain having to cope
with lakes, islands, rock formations and, not least,
other cars which are intent on making you crash.
Luckily you can vary your speed and line and you
have one ace up your sleeve — when you maintain R
a sufficient speed you can jump over obstacles to
help you out of trouble. The track gets progressively
more difficult with 20 different patterns and
you have to cope with driving conditions
in the four seasons of the year
Like most bubble bus classics, Bumping Buggies :
has its own specially scored music and is in
machine code.

bUbb|e bUS i . s T

We’re looking for top quali
programs for Spectrum,
BBC, Dragon and all makes

software

magical products of popular micro’s — send
yours in today for a speedy
for your evaluation.
_Commodore % %k %k sk %k Kk % Kk ok ok k
For details of our complete range of products
for entertainment, home and business
send a stamped, addressed envelope.
If you have any trouble buying our products,
you may order direct from: bubble bus products are avallabie from:
bubble bus software  {THamsEemmonL e s crep sncor
87 High Street, Tonbridge s T G

Kent TNS 1RX Tel: 0732 355962




l MACHINE CODE &

GAMES ACTION %3t

e

MOTOR MANIA £8.95 REMAISSANCE £8.95 ROAD TOAD £5.95
THE CLASSIC CAR RACE GAME THE MIND-BENDING STRATEGY THE BEST FROGGY GAME FOR THE 64
' FOR THE 64! BOARD GAME OF OTHELLO! BAR NONEI

™ = 2 Lv.:-"' - E?n"?g

" e L] This brilliontly canceived program combines the best !
parts of arcode goemes with the best of educational . sy
games, making a real family gome that anyene who can ool e
see the screen can participate in. You have to find the gl am Lt
word that is hidden twice in the jumble of letters, then =z eh
guide your sights aver one of the occurrences of it, \ b
The first to find it wins! You can play by yourselforin
teams against the computer, or against other el
players. Three difficulty levels are included to suit

young and old alike!

B FELULY

T}'GM e 1 £7.95
his best-selling gome for the VIC-20is now availableon
the & i;wﬁns the most intelligent and devious

have evor riod fo.cvost the Bonscmtius
b ciin g o

CATACLYSM £5.95 BURNIN’' RUBBER

Pure shoot-em-up orcade oction for the 64 You are an entrant in the great
: ond unexpanded VIC! The Lunor city of  Intergalactic Four Seasons Death
; Erriam is under attack from the ships of  Racel. You must tackle the Spring,
the Jovian empire. Their merciless  Summer, Autumn and Wintar
bombing will reduce yourcityto o sections with the objective of

pile of rubble, unless you can  running as many other cors as
hold them off. You are the possible off the road. The op-
commander of the sole laser  position is numerous, including

defence base. Your mis-  the indestructable but slow Tank
sion - hold out for as  Cars, the tricky Deathmobiles and

long as possible. many other Demon Drivers. You
hove ene advantage - your cor
& can fly for a limited distance,
allowing you to avoid hozards if
you're quick encughl All this and
more mokes Burnin' Rubber the
cor race of the century!

kes

@

LECTERRY| 22 gt
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DINKY DIGGER

Its super-fast, furious and
as mean as they come.
(Spectrum 48K)

LK K N N | == 1\—\
,__-—ﬂ"frplemem‘itemantiﬁﬁrequimdmhmmsprwmd Please Postern o

XANAGRAMS

Over 5,000 permutations
in this game of skill for all
ages.

(Spectrum 16K/48K BBC ‘B’
Electron CBM 64)

S—

Glos GL54 55W. Postarn is abways on the look out for any new

R’:-;r:ii::.!.ttu[a

PENGWYN

I and state computer lype. People post me:
/ Nomea
- l
— Address Xanagrams
. - WY 3 B : |
I POST TO: Postern Ltd, PO, Box 2, Andoversiord, Cheltenharm, Dinky Digger

Asthe tn}e‘mperature rises,
 strange happenings begin
'Fegegwynt frozen world. !ﬂ

48K BBC ‘B’ Electron i

Pengwyn

I games you might have developed 3
\ 3 B
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This month’s free gift marks a new departure in freebie quality. Instead of
serving you up yet another clone of Frogger or Kong — as some other
periodicals do — the Big K Flexidisc provides what amounts to a do-it-yourself
course in advanced games graphics — particularly moving graphics, tilting

horizons (no Flight Simulator is complete without these) and circle fills.
DAVID ELLIS explains how to use the disc.

AFTER THE alien spaceship has
smashed the bottles off the wall
with its devastating laserbolt mil-
lions of times | . . and you have
[coloured) circles in front of your
eyes and the TV screen
doesn’t look quite as straight as it
once did . , . what next?

Whether you are the proud
owner of a Sinclair Spectrum or a
BBC microcomputer you have a
wealth of information lying neatly
behind the three programs. Delve
into 'BOTTLES' and see how the
alien invaders move so quickly
and smoothly across the screen;
see just how the bottles wiggle
their way down the walland crash
to the ground. Find out how you
can draw smooth round circles
quickly with the "CIRCLES™ pro-
gram. ‘HORIZON' even gives you
the first part of yvour very own
Flight Simulator program! And
it's all done in BASIC too . .. no
fancy machine code to catch you
out!

LIST the programs on the
screen or on a printer if you have
onetoseehowthevariousanima-
tion effects are achieved. Use
these simple graphicstechniques
In your own programs or even
turn the alien spaceship into a
Sherman tank! Have a go,

Bottling it all up

The System Software pro-
grammers have cleverly incorpo-
rated the major animation
tachniques used by BASIC pro
grammers into this fast-mowving
game. These involve moving
USER DEFINE GRAPHICS char
acters arcund the screen. The
spaceship 1s made out of six char-
acter blocks and the bottles and
wall are made up of several more
characters. Each character ocou-
pies the same space on the screen
asone ordinary letter. Onthe BEC
microcomputer these special

characters are defined using the
VDU 23 command (lines 700-
850). On the Spectrum they are
define by POKEing numbers into
special memory locations (lines
1000-11700.
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1060 RER SET VARTABLES
1090 ic-?‘:g
1i00 ¥C=
1105 vou 18,0, F
1110 FoR ¥=0 TO R

Ripe2-192}
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Each of the User Defined Gra
phics Characters can then be
PRINTed anywhere on the screen,
The BBC program neatlyarranges
these characters in STRINGS {eq.
SHIF$ for the alien spaceship)
ready for PRINTing on the screen
(lines B70-990) Note that CHRSB
and CHRS10 mean 'move the
cursor back one character space’
and ‘move the cursor down one
character space’ respectively.
The Spectrum program PRINTS
the characters as lower case let-
ters. Look at the way the space-
ship is PRINTed as 'klm’ and 'nop’
in line 40.

Have you noticed that the
spaceship is PRINTed with blanks
either side of it? When the ship is
moved across the screen by a
small amount {always equal to or
less than onecharacterwidth)the
trailing blanks of background
colour cover its path, So it wipes
itself out . . . simple isn'tit? Ani-
mation done this way can be fast,
even in BASIC.

The falling bottles cannot be
animated in the same way as the
spaceship because they ‘wiggle’
{by changing characters)andthey
must NOT WIPE OUT THE BRICK
WALL! So the programs wuse
another interesting technique
called Exclusive-OR or XOR plot-
ting. Don't give up yet; it's not as
difficult as it sounds! It simply
means that if we PRINT exactly
the same thing TWICE IN THE
SAME PLACE using this special
way of plotting then the back-
groundwill re-appear exactly asit
was. Amazing isn't it but quite
easy since the computer does all
the hard work for us. The BEC
microcomputer allows us to XOR
plot with the GCOL statement
{line 410). The Spectrum has the
PRINT OWER command which
does the same thing (lines
3020,3025), Remember that tha
bottle is PRINTed TWICE in
exactly the same position and in
exactly the same way before it is
moved further down the wall,
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One of the most useful tips for
SMOOTH animation is the use of
‘frame blanking’ to prevent flick
ering of the mowving object. This
point is quite often ignored even
in commercial programs! The TV
screen 15 refreshed every fiftieth
of a second and it is important to
plot the WHOLE objecteverytime.
In this program the PRINTing of
the alien spaceship actually waits
until the startof a new TV irame! It
is s0 quick that we don’t notice
any delay, Again, the microcom-
puter comestoourrescueandhas
provided us with an easy way of
frame blanking’. On the BBC we
can use the Operating System
command “FX19 (line 1260) and
on the Spectrum we use PAUSE 1
{line 40). Remove these state-
ments from your program to see
how important they really aral
These statements need to be
placed carefully within BASIC
programs because of the rela
tively slow execution speed. The
best position is usually found by
trial anderror, Inthe BBC program
the *FX19 command comes
AFTER plotting the spaceship!

Broadening your horizons

The Tilting Horizontal program
demonstrates the use of drawing
lines inforegroundcolour to move
the horizon down ontheother. On
the BBC thisis achieved using the
PLOT 1 and PLOT 3 commands
respactively. The Spectrum pro-

gram uses INVERSE O and
INVERSE 1 in a similar manner.
Circle it

The CIRCLE program demon-
strates how to fill a circle easily
without resorting to the dread-
fully slow but widely used SIN and
COS functions. You might like to
try and find a quicker way than
this! Best of luck!
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NB: Thedisc is NOT afloppy-
disc. It runs on any record-
player. You must play the
disc and record its contents
via direct link on to cassette.
Then load the cassette into
your Spectrum or BBC com-
puter in the normal way
linstructions for loading can
also be found on the disc
itself). LIST the programs to
see the working.
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ILLUSTRATION:
BRIAN WAGLAND

» REM BY ALAN WOOD
= REM TO CHANGE THE WORDS JUST
4 REM INSERT THEM AS LINES OF DATA
< REM WORDS CAN BE UP TO 10 LETTERS
10 DIM Ittla,wsuiom,nstﬁoa.Bstﬁou
11 WIN=0t LOSE=0:H=6:G=15
20 DATA HAISE,RAIEED,1HUNK,STRIKE
21 DATA CURE.SURE,PURE,FICTURE
22 DATA CQPTUHE,DEFEND,DYING,LYINB
2% DATA DREAD , DEAF , HEAVEN,PATD
24 DATA BUILT,BUILD,EU]LDINE,EDNTENT
2% DATA BﬂTTLE.RﬂTTLE,chTLE,TIREu
26 DATA ETTLE ,BOTTLE ,CORK , SORE
27 DATA RﬁTE,FLAHE,FRHHE,ECRHPE
50 DATA CAT ,ROAD , BREAD , BALLOON
60 DATA SEHDUL,BGDK.BIRL,PENCILqﬂﬁﬁN
70 DATA BUTTEETGPDDN,FDRH,PILLDH
g0 DATA LAST
90 U=U+1:READ W$:IF W< >"LAST" THEN GOTO
90
o5 RESTORE:REM COUNTS THE NUMBER OF
WORDS IN DATA
100 n$="#ﬁBCDEFGHlaﬁmeﬂPuRSTuuwxvzn"
{01 REM # 1S REQUIRED OTHERWISE TO
SURTRACT THE FIRST LETTER CAUSES AN
ERROR
110 GRAFHICS 1
120 55PEEK(5&03+PEEK(5$1)*256+4
125 FOKE S-1,71
130 POKE S+2,7:FOKE 5+3,7

Y ou have been brought before this
court suspected of terminal illiteracy
undusurcmdfunqyﬁngtu!ll\TL
laddie, unless you can convince the
bench that you can spell good.
“first: spell your own name. .. :
“Pass.”
“Haul away, me hearties. . .
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140 FOR W=& T
150 POKE g+25,65: P
S+26,PEEK(5&O):PDR

by ALAN WOOD

500 , 600,700,800
140&,1420.1430,1440,1450.1500
500 COLOR
=00

s00 COLOR F:PLOT
00

700 COLOR T PLOT
200

go0 COLDOR
900 COLOR

0 24:POKE S+W,B:NEXT W
OKE
£ 5+27,PEEK 561}

160 SETCOLOR 4,10,2

165 REM 110 T
170 FOKE B7,2:

#53"ha

190 POKE 87,1
“ﬁ;“LETTERS"
Z00 POSITION 2,4
209 REM SELECT
210 FOR I=1 T0 INT (RRD (0) *L)
220 READ WEeNEXT I
221 FOR I=1 70 LEM(W
#é:"—";:NEKT 1

230 K=E:V=3:D=¢:R=O:P=O
249 REM REM

250 F
300 1
10 O
H#1.K:

THEN

KEY PRESBED
320 FOR V=

B$=ﬁ$(1,U-1I:B$(LEN{B
=24: REM TAKES

o' 160 SETS UP DISFLAY
POSITION 2,087

ngman"
POSITION 0,337

417 #b63"TRIED"
RANDOM WORD FROM DATA

$)sPOSITION 11+41,0:7

OvVE STRAY KEYBOARD INFUTS

OKE 764,255
F PEEK (768)=255 THEN 300

PEN #1,4,0,"K:"tGET
1$=CHR$ (K) : CLOSE #1:REM READS LAST

1 70 LEN(A%) 1 IF I1$=Aa%(V,V)

$1+1ﬁ=ﬁ$tU+1]180TD
1¢ OUT OF A%

721 NEXT V¥
z20 GOTO 300
224 A$=E$
330 X=X+1:IF x=20 THEN X=5:Y=4
240 POKE 87,13POSITION A, ¥e? #631¥
=0 FOKE 87,2
z55 0=F
2,0 FOR 7=1 TO LEN(W$):IF 1$=W$(Z,2)
THEN POSITION 11+Z,0:7 463 1$: GOSUB 2000
770 NEXT I
378 REM CHECK IF WORD IS COMPLETE
%75 IF P=LEM(W$) THEN 1600
380 IF P>Q THEN 300
210 FOR 1=0 TO 150:SOUND 0,100+1,10,15
420 NEXT 1:SOUND ©,0,0,0
425 POKE 87,3:R=R+1

430 DN R GOTO

,90@,1000,1100.1200,1300:_T

I PLOT 35,10:DRANTD 35,23:6070

35,103 DRAWTO 2@,10:GOTO
21,101 DRAWTO 35,14:6G0OTO

2: PLOT 28,11:6070 300

11PLOT 27,12:DRAWTO

29,121 DRAWTO 29,13:DRANTO 27,13:FLOT

2g,14: 6070 ZO0
1000 COLOR T:PLOT Za,lﬁsnﬂﬁNTU
26,20:PLOT 2?,151DHQNTU 27 ,20:FLOT
28.15=DRQNTD 28,20: FLOT E?,iE:DRﬁNTD
29,20

1010 FLOT 30,15:DRQNTD 20,20

1020 GOTO TO0
1100 COLOR 2P
30,19:FLOT 26,
30,22:CDLDH 1:

00
{700 COLOR 2: FLOT 26,21:FLOT 26,22: COLOR

1:PLOT EE,ES:PLUT 25,231EDTD 00
{300 COLOR i FLOT 25,15:FLOT
24,15:DHQNTD 24,19:EDLDR 1:PLOT
24,203 6070 I00
1400 COLOR ZeFPLOT 31*15:PLDT
SE.IE:DRQHTU 32,1?:EDLDR {:PLOT 32,20
1500 FOKE E?,Z:PDBITIDN T ola T #6331 WIN
“;Ni:LDSE=LDSE+1:IF LOSE>13 THEN
LDQE=0=H=H+1:EDTD 1700
1550 GOTO 1 700
1600 FOKE 37121PDSITIDN 1,1:7 #65"you
19 WINEWINGL

win well done
1650 IF WIN:13 THEN WIN=0:G=6G+1
1700 POSITION ©,2:7 #oy 'press START to

cont"
1710 FOKE ET*I:FDSITIDN 0,3:7 Haoy "

SCORE"

1720 FOSITION 2,4:7 #o63"me you"
1730 FOKE 87,3:CDLDR 2:PLOT 6,10=DRQNTG
4,23 PLOT 1511ﬂ=DRQWTD 15,25
1740 IF LOSE>O THEN COLOR Z:FPLOT
H,23:DRAWTO H,24-L0SE

1750 1F HWINM>O THEN COLAar 3. PLOT
G,23:DRAWTO G,24-WIN

1799 REM WalT FOR START KEY

1800 IF PEEK(532?9?<>6 THEM 1BOO
1825 RESTORE
1845 REM CLEAR SCREEN sTART AGAIN
1gs0 7 nin e GOTO 100
2000 REM *#SOUND FOR
2010 FOR 1=1 TO 100:

LOT 26,19:DRAWTO
20 DRAWTD 30,201 DRAWTO
cLoT 30,23:PLOT 31,23:60T0

CORRECT ANSWER
SOUND ©,1,10,13NEXT

I
n020 P=P+11S0UND 0,0,0,0: RETURN
£ 87,3:COLOR

X000 NIN=NIN+11PDK
T:POSITION YDU.23:DRHHTD you ,23-WIN
z010 1F WIN=12 THEN HIN=1:YGU=YUU+1

2020 RETURN
4000 LDEE=LDEE+1|PGKE g7 ,3:COLOR 3




Dragon Dungeon
Pl M B

KLA R TZ& Dark Forces”

(A unique Multi-Adventure)
An interlinked series of adventures set in different time zones and on different planets

The dateis 1236 T.A. Thatisto say,theonethousand, twohundred and thirty-sixthyearofthe Time
Atfter the rising Klartz, Lord of All Darkness. Little remains from the Time Before, except for a few
isolated human colonies, scattered around the galaxy.

Legends tell of Klartz prowling the vast, empty reaches of space, sliding through the barriers of
time at will. Descending, like the hideous parody of a Greek God, into some unsuspecting era of
times past or futures to come, he would blend into the background while settingin train the most
hideous acts of destruction

You are a member of a small group of survivors dedicated to The Plan, torid the Universe of Klartz
andhis DarkForces. Fromthe century-longstudyof The Plan libraryof timescans, itisclear that the
power of Klartz can only be broken in one way. Relics of his many victims throughout
time and space must be gathered together in a place unsulliedbythe Dark Forces. These
relics, if sanctified by the Power of Light, would then radiate sufficient brilliance to
counter and eliminate the Lord of All Darkness.

Your group hasfinallyconstructerd a tinyone-man Time Capsule, inwhich
you will be projected to seek out and recover the relics.

trap yourself in and set out for the unknown!

Available for Dragon 32 (£9.95)
Commodore 64 (Extended 120K
Graphics Version £9.55)
and Spectrum 48 (£5.50)
“Quill”’ version.
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SP = Spectrum, AC = Acorn, 64 = Commaodore 64,

TOP 30 GAMES ~

\DEQ GAMES ==
SP| AC| 64 {V20{ B1 | DR | OR Price v
(1| ATIC ATAC Ultimate * £5.50 POLE POSITION [Atari)
121 | LUNAR JETMAN Ultimate > £5.50 Q-BERT [Parker]
5 | PYRAMID Fantasy * £5.50 FATHOM [Imagic)
6 | ANT ATTACK Quicksilva * £6.95 BATTLE ZONE [Atari]
117 | SNOOKER Visions ||| £8.95 GALAXIAN (Atari]
(3| VALHALLA Legend * £14.95 TUTANKHAM [Parker)
112) | KONG Ocean - £5.90 RIVER RAID [Activision)
) [ CHEQUERED FLAG Psion * £6.95 DECATHLON [Activision)
7 | SPLAT! Incentive * £5.50 JUNGLE HUNT (Atari)
i10) | THE HOBBIT Melbourne *| K| * +| £14.95 SORCERER'S APPRENTICE [Atari]
21 | MANIC MINER Bugbyte * £5.95 ENDURD [Activision)
i30) | DEATH CHASE Micromega - £6.95 ROBOT TANK [Activision)
14| MR WIMPY Ocean * £6.90 DIG DUG [Atari]
i— | THE ALCHEMIST Imagine * £5.50 PHOENIX [Atari)
—I'| HUNCHBACK Ocean * * £6.90 PLAGUE ATTACK [Activision)
& | FLIGHT SIMULATION Psion * £7.95 PITFALL [Activision)
| POOL cDs * £6.95 CENTIPEDE (Atari)
113 | ARCADIA Imagine *| | £5.50 KANGAROO [Atari)
24) | PENETRATOR Melbourne * £6.95 MOUSETRAP [CBS/Coleco)
(11 | HUNTER KILLER Protek * £7.05 WIZARD OF WOR [CBS/Caleca)
— | JET PAK Ultimate “ * £5.50 FROGGER (Parker)
115/ | FALCON PATROL Virgin = £7.00 PAC MAN [Atari)
9 | METAGALACTIC LLAMAS Llamasoft * £6.00 DONKEY KONG [CBS/Coleco]
§ — | 3D TIME TREK Anirog *| £7.00 MS PAC MAN [Atari)
5 (18 | MOONBUGGY Anirog * £7.00 STAR WARS: JEDI ARENA [Parker)
9 — | CRAZY KONG Interceptor x| * £7.00 VANGUARD (Atari)
2) 118 | HORACE AND THE SPIDERS | Psion/Melbourne | » £6.95 SPACE INVADERS [Atari]
8 —) | INTERNATIONAL FOOTBALL | Commodore * £9.99 DINK [Activision)
181 | HOVVER BOVVER Llamasoft * £7.50 SEA QUEST [Activision]
1~ | CHINA MINER Interceptor * £7.00 SOLAR STORM (lmagic)
T T Compiled by MRIB Computer. Compiled by MRIB Computer.
ANT ATTACK
(Quicksilya) Siso Sellll"lg we||
ATIC ATTACK rummate; ll'"l msil THUNDE“““W“
ATTACK OF T, THE =] Dr—.der—' (Lyversoft)
MUTANT came s A manthly selection frqm ¢ THANSYLW‘MAN
- [[Tras 0 € top-selling mail-order games ;DWE (Richard
 ARSTRIKE Il (Engiisn ~ FOOTBALL fenhe
| Software) iy 1 SR Adui MANAGER  ynar RESCUE UHBAN UPSTART
Eﬁ :BDDGABDO FUN-PAC (Virgin) (Lyversoft) 30‘:;'“& Shepherd) i"
Eﬂumksqlva] GALAXIANS (Artic) ROBOPODS (Virgin) (Artic) OMBAT zoNE I
BONGo HALLS OF THE ROMMEL'S RevEN .
I’Aﬂlr:.roj (Crystaly THINGS (Crystal) BE: =a5n FIJGHT
> . '"’9] (Salamander)




Now that Atart
your computer, ou

Forget ghostly

| imitations. They need a ghOSt Ot

not darken your screens a moment longer. ¢

, 8
Because now you can play Atarisoft™ games
on your own home computer. b

Pin-sharp graphics, quick slick movementsli
-games that really challenge your skills.

2
Gamessoclosetoour originals,itslike havingy
an"’Amusement Arcade” in your own [iving room

SINCLAIR ZX SPECTRUM: ALl

L AVAILABLE ON CASSETTE. QUT MNOW- PAC-MAN! MS PAC-MAN! GALAXIAN: QUT SOON -DONKEY KONG; DIG DUGE POLE uGH
POSITION~ MOON PATROL® B.B.C. MODEL'B'/ACORN ELECTRON: ALL AVAILABLE ON CASSETTE. OUT SOON - MS PAC-MAN, DONKEY KONG” DIG DUGFPPOLE POSITI SS
| BATTLE ZONE® COMMODORE VIC 20: AL AVAILABLE ON ROM CARTRIDGE. OUT NOW- PAC-MAN,! DONKEY KONG,' DIG DUGE QUT SOON-MS PAC-MAMN
| GALAXIANS POLE POSITIONS JUNGLE HUNTY MOON PATROL™ STARGATE® JOUST COMMODORE 64: ALL A

WAILABLE ON ROM CARTRIDGE. OUT NOW- PAC-MAN e fu



imake games for

uGuan

wrrivals don't stand
)
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h Weve written the
C anceo programs to suit your
computers exact requirements.

Look at our extensive range of titles. We will
be adding to this list so that you can expand your
library of Atari games. After all why choose a
ghost now that P2 S4S & R
you can have
the real thing?

e PUGH ROBOTRON,” CENTIPEDE,” DEFENDER? QUT SOON-MS PAC-MAN] GALAXIAN? JUNGLE HUNTY MOON PATROLS POLE POSITIONS STARGATES JOUST®
PﬁﬂlTIO;KI 99/4A: ALL AVAILABLE ON ROM CARTRIDGE. OUT NOW-PAC-MAN! DONKEY KONG, DIG DUGP ROBOTRON® CENTIPEDE,” DEFENDERS STARGATE:
!

SMAN, or further information, write to Atari International (UK) Inc., PO. Box 407 Blackhorse Road, London SE8 5_IH_ATARIS°FT_'T'"1
ARSI T LA e A0 1 OF TAITI) AMERICA COIR O3 TRADENARK JND & WILLIAMS ELECTRONICS IKC 1552 " TREDEWARK, OF ATARI (N0 (ATARI AMD DS, HATTLE 2ORE. BEG LS 81 AND THOF
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Summer is a-comin’ in, the Special Relationship is dowe T
resounds with the hoarse shrieks of rival hardware salaen
Americans have different ideas about the requiremenf C(
and lets you, the punter, decide for yourself.

<
=
“

| ALL-SINGING,
g ALL-DANCING

The Coleco Adam is the all-singing, all- Sis and Junior all huddled round the
dancing, all-in-one machine that came this smooth-looking system, screaming with
Spring from the US company that brought glee as each pixel flickers. Is that going to
you the world’s most advanced videogame happen here? After all, the basic Coleco
system. How good is it? system is heavily games-based and
Actually, it seems as if it's technically arcade games at that. Yet at the same time
very good indeed, as wellas beingexcellent the Adam offers an efficient but patronis-
value for money (though on this, more ing {(and 40-col) word processor. What
below). BOK RAM is nothing to sniffat; you single person do you know who will want
also get a daisywheel printer, built-inword both the flashest/shallowest arcade
processing, and of course instant access games and a word processdr? Come to
{provided you're willing to pay) to the think of it, what family (British) do you
outstanding library of ColecoVision ROM know who are still such novices to the
game cartridges. |t looks pretty fiash, too, market that they will opt simultaneously for
with the detachable, sculptured keyboard, what this country sees as two widely
and the multi-K stringy-floppy data stor- separate ends of the market at once?
age. All foraround £600-£700? Seemstoo Yes, it's an efficient system. But at
good to be true. £700-odd quid? For that you can geta QL
Then again, the actual price has creptup plus a hi-res monitor; or an Elan plus a disc
somewhat from last summer, when Coleco drive plus a hi-res monitor; or any other
announced the Adam system. Secondly, combination of the above. Yet it comes
it’s not at all sure that their suss of the Brit with all that CBS clout, undoubtedly will
Market will correspond with the admittedly function without hangups, can be bought
potent US sale (the Adam is currently the off the shelf (no mail-order queueing), and
best-selling mid-price system in the USA). is an all-in-one package that you may well
Consider: in America the Adam is being » be able to persuade fes Parents to stump up
sold as a ‘family system’ — the acceptable at least part of the cost for. Assuming you
image being that of Mom, Paw, Gramps, want a printer, it seems like a good buy.
—— Certainly CBS hope
The Adam Complete [not you will think so.
including monitor). Yes. bul | SEEEEEE e
can it make popcorn? And if

not. why not?

QO
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dowhe Tube as usual and around the land the atmosphere
salenen promoting their wares. It seems as if Brits and
nenif computer gamers. BIG K takes a look at the line-up
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Zain SCROLL

- lant ‘bug’ on the early Oric-1 ...

Reports: TONY TYLER, ANDY GREEN

ON, IT'S
A NEW ROM!

THE NEW 48K Dric ATMOS livesin

a stylishly modern black and red

plastic case of the same dimen-

sions as the eriginal Oric-1. In fact
the two micros are almost exactly
the same, bar a better keyhoard
and @ new BASIC ROM on the

Atmos. Most software that runs on

the Oric-1 will run on the Atmos,

although changes in way the Atmos

reads tapes means that BASIC

programs sometimes won't auto-

run upon loading — had news for

programs that use Auto running as
~ copy protection ...

Apart from the full travel
OWERTY keyboard and the new
colours the Atmos appears identi-
cal to the Oric-1 from the outside.

: - The same interfaces come out the

back: TV socket. AGB monitor,

. Gcassette porl, printer port, expan-
- sion port and power sockel, and

there is still the famous buill-in

- loudspeaker, albeit a little quieter

- Ihan the explosive Oric-1 sound
- system. This also cures an impor-

when the speaker tried to draw too
much current on loud noises the
screen ‘shuddered’ badly, render-
ing it unreadable.

The new BASIC ROM that Oric
have developed — V1.1 instead of
the V1.0 used in the Oric-1 —
succeeds in squashing many bugs
and has several new commands,
including a VERIFY extension to
the CLOADcommand whichchecks
that what you've just saved
matches what's currently in
memory; STORE and RECALL
which let you save and read varia-
bles and strings to tape; and the
Buolean algebra commands AND
OR and NOT.

Speed-up

The new cassette handling rou-
fine now prints up the filename
currently loading together withthe
letter B or C [for Basic ar machine
Code). This together with the abil-
ity to save individual variables to
tape is a vast improvement.

The best thing about the new
Basic is the sped-up scrolling. On
the Oric-1, scrolling was lortu-
ously slow. giving the whole com-
puter a wery unprofessional
appearance. The new scrollin
routine i very slick.

TN

The original Oric-1 manual has
been variously described by Oric
personnel as ‘A joke', [Groaning
sound) and ‘Yes. I'm sorry about
that'. Iam pleased to report thatthe
new Atmos manual has improved
dramatically — in facto, it's one of
the best I've seen for a long time.

Things missing that could-
/should have been included are a
built-in assembler & le BBC, a
joystick porl and a ‘reset’ swilch
accessible without turning the
machine over!

The Oric-1 graphics were
slagged off when it first came out
... and, sad to say, the Atmos is
litile better. Although as the Atmos
Demo Tape shows, two-calour gra-
phics are easy to implement and
give a resolution of 240 by 200,
eight colour displays are a real
hassle and in some cases nigh on
impossible to implement. That
said, clever programming can still
give some very good graphics.

Add-ons to be expected shortly
include an Atmos disc drive [which
we've seen, and it i very, very nice) using
3 inch microdiscs, and the long awaited Modem
—although don't expect that too soon,
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DETACHABLE
THIS,

INFRA-RED
THAT

The IBM PC Junior — unoffi-
cially known hitherto as the
Peanut — represents Big Blue's
much-heralded shot at the
“lower"” [i.e. games freaks’) end
of the market. IBM, since their
entry into the pc market with the
now-definitive {and pricey] PC
(senior], have come to dominate
the £2.000-plus end of the

market; you can scarcely get a
personal computer off the ground
in the USA these days without
advertising it as “IBM-
compatible’. What does this mean
for the PC Junior?

Again, like the Coleco Adam,
here we have a shot at the punter
who is thought to have more than
£500 to spend —and iswilling fo
gpend it. This seems to be a
phenomenan of the US market —
the idea that the Com 64/Atari
price bracket is now such small
beer that the next generation of
customers will willingly splash

s

out another monkey or two on a PH":ES
machine that really adds nothing !
to what you can already buy han £500
exceptan infra-red keyboard and tha
of course the deservedly fabled NID?B
IBM after-sales service.
Infra-red? This means you can
sittwenty feetaway from your TV Coleco Adam
and still tap away. But at the
twenty feet can you see your TV [USA]
screen? Much sarcasm has
already been expended on this H
apparent blunder. Another IBM Pc Jlll'lll.'ll'
hangup is the unlabelled key- (USA)
board [the idea being that you
buy overlays with various bits of ——
software]. Will us perennially 00’500
hroke Brits be prepared to lagh £3
out £300 over the odds for the They've been written off more times than Freddie Laker, but can st
ilul"rg of a useless feature (the S I . L GB u:-::r;}r::::)}v.-'ma sharp product at an affordable price. Besides, Atarii
ahl kE [ magic.
iBE::anIHE?’ ?ul}?’h;:;:!;ig:]u: u‘gs inciair 0 l Hl What's new from the people who brought you the world s first fan
8 0urS g | still best-selling — just) videogame system? Why the XL range,
1 2 course; successors to the 400/800 range. All the way from
As for games, Imagic [the US u“der £300 bottom-end, 16K (but expandable to 64) 600XL, through the 800
ROM specialists) have signed a (64K built-in), to the top-end 1450 XLD, withtwao built-in disc drive
megadeal to produce stuff for the Currently on sale: the Atari 800XL.
Junior, with the first carts being Atﬁrj mUXL IUSAI Essentially, it’s an 800 souped-up with a new, streamliined casin
premiered at the recent Las and considerably more ROM. Andwhat s wrong with that? Especi
T‘Bgﬂs CES show. Admittedly Elan [GBH] I;U:’ri E;! ¥ ;:;:i "c.’:l.-;s’::i:;}:‘:r;?:hrun.’mr;drht ili- ;ﬁ:re;; and nev ,f;,' .fa.:m-:j:
they're good carts — but is this e world s most extensive and flash sho
whl;t wegreally ntodatthisstags kAm'-":is [GB Hl :;Ir.-nl:;ﬂnﬁ?; ary is yours for the asking (and, let it be said. th fire

of the game?
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BEWARE OF THE BLACK REVOLUTIONARY

It'sa fairly safe betthat onceall the shouting has died away, the savants will remain of the opinion that the
Sinclair QL is an exciting and revolutionary machine.

Consider the statistics: 128K RAM. The 68008 32-bit (nearly) processor. Sleek black looks.
Microdrives as standard. And the price — which, at £399, is obviously pitched against the Acorn BBC
machine. (This, despite its excellence and apparently unlimited expandability, is going to have to work a
whole lot harder from now on.)

The QL is still — attime of writing — so new thatit’s noteasyto predictexactlywho will do what withiit.
128K seems to argue a facility for giant adventure games — and with adventures now coming into their
own as they are, so much would seem to be an ace bet,

Its graphics abilities would also seem on paper to be superb, though again we have to say we haven't
seen them. In this connection, at least one major British software company we know has sent all its
employed programmers on a 68000 Assembler course. This processor certainly seems to be the state of
theart, and the chip to get involved with over the next two years (goodbye ZBO? Arrivederci 65027). Yet
Uncle Clive has hedged some of his bets. The looks of the QL appear to indicate a long pent-up lust on
Clive'sparttogetinamongstall thatsmall-business-usermoney. Whereas theextraordinary price makes
the machine within the reach — just — of games players. It's probably safe to say that Sinclair have
thrown a unique machine at the market and are waiting to see which way it will land.

Against it: slowish microdrive technology, the sluggardly Sinclair mail-order system and the fact that
Motorola are currently rejecting 98% of all 68008 chips coming off-a-da assembly lines, making the
second-mentioned even more of a problem.

For it: outstanding value; unlimited possibilities in practically every sphere.

CAN YOU HEAR ME?

Without a doubt the most excitingly styled mach

om th.r
800 X1

t presently to be found in the ol’ UK. Good for them — alone

come on the market to date is the all-British Elan.
Style, you say, is OK — what else can it do?

How about 64K standard memaory (actually 52K usable
RAM — beat that, Commodore). How about sterec sound?

(Beat that everybody). Sound being perhaps the
neglected of all computer facilities to date, it's safe

that by providing stereo, Elan have taken the games
possibilities up more than a notch. Another factor: the
built-in joystick (a facility shared by Spectravideao), which
does away with Peripheralitis in no uncertain terms.

At £200-0dd it's also priced well within the reach

Recreational Computerist. Half the price of a QL (OK, half
the memory, too, but like all the new breed the Elan is
expandable). At all events itcuts the Commodore and the
Electron to pieces — on paper. We should pointoutthatat

time of writing we haven't laid claw on a single Ela
s0 there remains room for modification of this a
other views expressed above. But the looks of the

are enough to make anyonedrool —certainlyitmakes the

XL's virtues are the virtues of its predecessor: a 6502 OL look like a briefcase. And the stereo sound faci

ANTIC and GTIA chips giving you unpar d graphics perhaps this long-neglected dimension of games writing
and up to 256 count ‘em — colours. Its failings are the (not to mention other applications, such as music-

of its software (to date). i.e., shallow plotlines. too much scoring) will now come into its own.
bang. And if Atari were keeping up their old-style Americano- One to watch. And listen to.

that might be enough to make you come over alltionalist. But

They'verecentlycleaned up theiract toagreatextent, and
hed AtariSoft to cater for the wealth of software writing

(]
!u.lm,u”'*""

g the US giants.

nd ifthe guts af the new machine are very similarto the guts of the

~drives. ofd 800 . . . what's wrong with that? That computerwas way aheadof

1casing
ngcially
unched
h shooi
ud, the

2 when launched, and is still second to none inits price bracket.

ich will keep the Stars and Stripes flying in most British
when all the shouting is over and all the salesmen have been

¥ were the first in — they may just be the last out.
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 CONMPETITION

IMPORTANT

WIN AN ATARI 80
PLUS DISC DRIVE!

FREE TO ENTER <

RULES

There is no entry fee but each
attempt must be made on a proper
entry coupon cut from BIG K, and
must hear the entrant’s own name
and address

All accepted entries will be
examined, and the first prize will
be awarded to the entrants who, in
the opinion of the judges, has
shown the greatest skill and judge-
ment in selecting the most apt or
accurate answers for the ten ques
tions. Remaining prizes will be
awarded for the ten next best
attempts, an no entrant may win
maore than one prize. All prizes
must be accepted as offered —
there can be no alternative
awards, cash or atherwise,

In the event of a tie for any
prize(s), those tying will take part
n a postal eliminating contest to
determine such winner(s) or win-
ning order,

Entries arriving after the clos-
ing datewill not be considered, and
no responsibility ean be accepted
for entries lost or delaved in the
post or elsowhere, Any entries
received incompleted, illegihle,
mutilated ur altered or not comply-
ing exactly with the instructions
and rules will be disqualified.

The competition is open to all
readers in Great Britain, Northern
Ireland, Fire, the Channel [slands
and Iszle of Man other than
employees (and their families) of
IPC Magazines Ltd., Atari proper
title and the printers of BIG K.

Decisions of the judges, and of
the Editor in all other matters
affecting the competition, will be
final. No correspondence will he
entered into, Entry implies accep-
tance of the rules as final and
legally hinding.

Winners will be notifed, and the
result will be published in a later
issue of BIG K.

G

The 800XL is the latest in the superb fin
of Atari computers to be released in the
UK. It boasts an incredible 64K RAM,
smooth good looks, a HELP key — and it
gives you access to the largest games
library in existence. Fifteen graphics
maodes allow you to address a palette of
256 colours at one time — no other
computer offers you such a facility.

The 1050 Atari Disc Drive is the .
perfect complement to the 800XL. With
low, streamlinedfooks, near-silentoper-
ation and dual-density capability, it
offers the most advanced performance
available.

To win an 800XL plus 1050 Disc
Drive, just complete the guestionaire
below to the best of your knowledge
fand ability).

Runners-up will receive prizes of

(5) Silicon Valley is in. ..

| spaces on your entry coupon,

AtariSoft games — which run on most
popular micros. {a) Southern
THESE ARE California

HOW TO ENTER

Below are ten far-from-difficult
questions about computers with
each are given three possible
answers; simply decide which of
these most aptly or accurately
answers that question — A, B or
Cc

{b} Arizona
{c) Northern
California

{6) Disc Drives are
better than cassette due
to...
(a) faster loading
time

THE

QUESTIONS. ..

(1) The word Atariis ...
{a) the Japanese
equivalent for

Checkmate in the

‘Write the key latters of your
chesen answers — inink—inthe

Ezch undelr il;fqusstion ’.1;&':"39" game Go (b) greater reliability

r example, if you consi an

acronym of ATtractive American {b) an acronym of (c) random access

Retail Investment” is the most ATtractive .

B o S o duesiion American Retail  (7) BASIC is favoured
0.1, in the ca, in

soonifor.all ten; e Investment for most home micros
COTI?I!BH the m&;p?jr:‘with vou(; (c) aterm for falh'ng because...

own full name and address, an itis gl ;

post in a sealed envelope to: BIG off a surfboard (a) itis already widely

K/ATARI COMPETITION, 55 understood

EWER STREET, LONDON, (2) Pressing the ‘Help’ (b} itis easy to learn
than Tharsday, 31ethay 1565, | Key on an Atari XL (c) itis under
| computer will get... constant
(a) the fire brigade! development

{b) a list of the

operating system  (8) Good games design

A

on th ch ur"r.fu?em.-e.rcr;m commands dEpends 0'_! o
U ENTrY MaY O e rerie O i e
e .t | i s Wiy cormpiée ed L Do not enc a5e : :
RITE‘}#TE?’ SlB‘f;j‘-EDiﬁJﬁ"ﬁJﬁﬂ than the coupon programmed to (b) high resolution
|y correspondence OrmatEE - produce (c) graphics
. c) imagination
e s s e e e e . £ TRY GO U PO s s e s s s s s
e 1 (3) ATARI was founded TS
V... of the
= ’ BIG K/ATAHI CDM PET'T'UN ’ | (a) Caspar f_olluwing did NOT start
| . I Weinberger life as an arcade
I [1 23 4 5 6 7 8 9 10 I (b) Nolan Bushnell ~ game...
! L L] | e Stvenops (b) Star Reers
| Inentering this iti i : diaer
g thiscompetition, | agree to abide by the rules and I .
ho accept the published result as final and legally binding. | (4) ATARlisa (c) Defender
I wholly-owned _
| | subsidiaryof... (10) How many different
IHAME e R . aaa . ..l {ajWarner mlou"scanaﬂAT.-A.Hl
IADDRESS ................ S i pranate i Communications ~ home computer display
| i (b) Paramount on screen . ..
I..................... NS ILY TP P . .....' Fictures Ea:|256
B i S U S S i e e mmm e e e | (c) The Wall Street Eb}):}gﬁ
i Journal C
ge if under 18 years . I
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BUGABOO (THEFLEA) RAYMOND BRIGGS' DRAGONS BANE £6.95
£7.95 THE SNOWMAN £6.95 i
STING 64 £7.95

ANT ATTACK £6.95

MINED OUT
THE GENERATORS

Quicksilva are available from: Boots, W.H. Smiths, J. Menzies, Microdealer,
\ Hamileys, John Lewis, Computers for All and alf reputable
specialist computer stockists.

FRED £6.95




Hobbit Habit ...

The Hobbit comes in the usual
Melbourne House cardboard
package together with a paper-
back copy of the book by J.R.R.
Talkien. Like the original Spectrm
version the Oric program boasts
high reselution pictures that are
‘painted’ whean you visit certain
locations in the adventure. Over
the pastfewmonthsseveral Haob-
bits’ have been released by Mael-
bourne House for wvarious
computers, However, due to lack
of memory space the BBC version
doesn’t contain any graphics.
Graphics are only two-colour
on Oric, unlike the B-colour pic-
fures on the Spectrum. This
doesn ‘tdetract fromtheartmuch,
and the graphics are very nice to
look at. | waon't spoil the fun by
describing the game plan, but

suffice tosay locationsand people
from the book make an
EPDEEFEI‘IEE_

Talking of the people, the much
vaunted Animaction algorithm —
which supposedly lets animals
and people interact with you
‘physically’ and verbally — turns
out to be a disappointment. Thor-
in'svocabulary, for example, con-
sists of telling you to hurry up, or
sitting down while you're being
eaten byatrolland singing ofgold.

The HOBBIT — on any micro—
is a significant advance over
simpler adventures wrilten in
BASIC, butitdoesn't, in my opin-
1o, come near any of the INFO-
COM series., For Oric, the
graphics are very good, and |
guess even at £14.95 the pro-
gram 15 worth checking out. —
A.G.

Game: THE HOBBIT
Maker: MELBOURNE
HOUSE

Machine: ORIC-1
Format: cassatie
Price: £14.95
Rating: KK

AUGH?

House of Death is a non-graphic
adventure game set in an aban-
doned horror movie studio, a
location brimming with possi-
bilities. Maturally, it's a test of
nerve as well as logic. Halfway
up the stairs, you are told that
they are particularly rickety at
this point. GO UP and you go up
— but try coming down again
with any treasures from the
second floor . . . The treasures
themselves are out of the ordi-
nary. As you find yourself wand-

THREE TIMES A LOSER|

Incomprehansible graphic ‘adven-
fure’ from the same team that
brought you Beyond the Cimeeon
Moan, a tarted down maze game.
Like Moan this is exceptionally
unfriendiy. A shame really as the
scenario seems almost interest-
ing. You play awarrior in therealm
of Mandaor. With your firespout-
ing war sword you must vanguish
the dreaded denizens of the
combat arenabefore embarking on
a bold quest far the Eye of Dazmor.
All welland good you might think.
Unfortunately the game is almost
inaccessible. You're only granteda
vocabulary of sixteen words fo
play with and the graphics them-:
-selves are baffling.  couldn't make

out what was meant to be happen-
ing most of the time. | mean, what
would you make of a screen that
depicted only a small red globe? It
looked like a disembodied 21t to
me. Serious adventures are
advised to steer well clear of this
supposed ftrilogy, I've had more
interesting adventuresshoppingin
Neasden. — 8.K.

[ Nearty

ering about wearing a scuba
outfit and a werewolf mask.
elutching a tadpole and a cake
marked “Eat Me”, you feel the
author's sense of humour could
have been well used on Game
For A Laugh. But there is a
method in this madness (though
{ have yet to find a use for the
tadpole) and the zanier aspects
of the adventure make it all the
more distracting. While the dia-
logue can be somewhat limited,
for a 48K game House of Death

offers the maximum entertain-
ment. My only gripe, as a fan of
harror movies, is that some of
the details are drawn from the
general store of adventure
archetypes, and there still
rémains a great horror game to
be written. — P.R.

Game: HOUSE OF DEATH
Maker: TANSOFT
Machine: ORIC-1

Format: cassette

Price: £9.09

Rating: KK



= Could Be Bstter : ; ; _ ; s
= (Could Be Worse LET'S FACE it, any aliens daring to .in_vade Earth r.-'l‘:esl.s- daysareinb f-i-i-g
— Unsurpassable iroublel Fast, space-zapper games like Mﬂ tro _Bfn‘z here are spawning &
: whole new race of hyper-reffexed beings with brilliant hand-eye co-
ordination. Put them in charge of the laser batteries and we'll have no
problfems!

While we wait Metro Biitz is good practice at ta ckling overwhelming
odds. Alien craft are descending on the city in suicide raids that destroy
parts of the city.each time one lands. You have command ofasmall, nimbile
fighter with one mission only . . . blast anything that moves,

At first glance the game looks limited with all the action taking place on
ohe screen and with no scrolling. However, with 24 attack waves and six
different typesof aliensthere ‘splentytokeepyoubusy. Some aliens exhibit
deviousness by scrollingin fromthe side athigh andlowlevels or releasing
hunter dronies to follow your every move.

A generous 10 ships to start with means that yau can survive for guite 8
while before succumbing to the inevitable ‘na win’ conclusion. Bonus
points and an extra ship are awarded for surviving each wave.

Metro Blitz looks and sounds good but, witimately, ranks with all the
other space shool-em-ups as fun until easily tired of. Onthe other hand, if
playing it can one day save the world, well . . . — R.B.

Game: METRO BLITZ
Maker: PSS
e s Machine: COMMODORE 64
i X Format: casse
: %795
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The scenario is this: larmad “IML:;.T;
anly a pistol firing silver h;t ;
and the ability to open w1r:1 c-.n; .
the good friar ths be%‘rgciﬁa‘s
[ anctifying
ru.lutr:er:us castles. | suppose 3\-:-
ryone is by now used tolfm_ In?;
these fanciful desmlptl?‘lics
reduced to caricature grap! :
and stock game formats. Dracu&
la's HAevenge is @ SHEREE;JE ’
Ladders type maze game, the o
of which is Efevator in o
arcades. It's simple, but its 12“_
and the basic glements are Ct -
erly piotted,WhHe the cI’1arau:,E|‘ar:1 :
— ghosts, werewolves, the v ;
pire and the friar — are typncgd:
crude, the changing light outlm
the castle addsa spiash ofco m:;
Letting in the daylight {by 1;;;;:;3
ingthe endsuiacp_mdorm: ; ~.r
the vampire, pwilight will des
tch ghosts, but once ayening
falls there's no alternative but 'tci
dodge untit dawnkcom::;}ilrl:zzr
£ cks a =
g ‘:e action is re:jr;?r-
th and instanily add G-
':i?a‘:;l.v SST:I? by side with su-mle?;
cartridge games.suchasﬁylecgw
Space Panic, you wouldn't kn

the difference. — P-fg

HOlEIn 10

Afh, The ry

:.r'r into the lungs. the crunch af
merak_a‘ turf beneath your feat.
the solid waig, ,

sh of bracing tresh

e s Bt of 3 nump,
MAE iron in your pajm, Mer;;
nom:r!g Mike jr here. The
f::::ﬁv ?ﬁpur to have peen
e0 With a trowe/ 5
Similarities between it a::: ::e
::J ;ﬁ Tg are oh Wously coincig
al. In fact it rather remy; ;
Lig)
::;e mfr Anold Atari VCS cary ?’1::
Ve 1o guide your fittle oo
wiho .'npks asifhe’s had nng:::e::
the eight, around a nine fhole
: ._.Iu.s‘t fine the tip of his

St enthusiastic
will find an b

sanally I'd like ta ks
in the neares o e kg

about it — 5? fmﬁ" and forget

LOAD!
LOAD!
LOAD!

FUNNY HOW life imitates ArL Just as
the US Navy pul the giant World War I
baltiewagon New Jersey back in
commission and sent it to lurk menac-
ingly off the coast of Lebanan, several
software companies obviously decided
thal there's mileage in resuscitating
this obsolescent — but fascinating —
form of naval warfare, where gun-
armed ironclads seek each other out on
the high seas and, having found each
other. do their best to blow iheir
opponents out of the waler.

Both MC Lothlorien [Dread-
noughts] and new Rye-based com-
pany Temptation [Admiral Graf
Spee| have elected fo simulaie actual
eras of batlleship warfare. The first
goes for that most fascinating of
epochs, the 1914-18 war, when mighty
fleets hunled each other over the
wintry North Sea. Temptation's offer-
ing reproduces the last cruise of the
pockel battleship Graf Spee. Both
have ‘search’ modes, with Dread-
noughts allocating you a pre-sel
platling and Graf Spee allowing you
fo hunt the oceans rather like the
Thorn-EMI game Submarine Com-
mander. 0f the two, the Lothlorien
search mode isthe more realistic. since
itexactly reproduces the confusion and
poor visibility for which that era of
naval warfare was noted. However,
Dreadnoughts is fairly dull to look
al consisting essentially of menus and
— | have to say it — spreadsheets,
whereby you alter individual vessels'
speed and heading.

Dreadnoughts eventually gives
you a ‘look-down’ [Zeppelin?) view,
whereas the Temps opl lor a bridge
view. Combat sequences therefore are
lokenised on Dreadnoughts and —
because of the BASIC programming —
tacky and wooden on Graf Spee. The
best thing aboul either game is the
capability of Dreadnoughts toallow
two players fo alternate on the same
consule, so that whal each player sees
[the other guy politely staring at the
wall meantime] is exactly what the
admiral would see.

01 the two, Dreadnoughts is the
muore authentic overall and more visu-
ally boring; while Graf Spee is
precisely the other way around.
Neither address the contemporary
problem of rangefinding in any way.
Overall, | feel the ultimate naval war-
game has yelto come. — T.T. g, i
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ONLY THE BEST BECOME A

Fi
PILO

48K SPECTRUM '/

BY DK MA ALL

Tired of flying your dinky little
Sinclair/Psion Flight Simulation
program? Ready for something
with a bit more muscle? How
gbout an F15 Eagle USAF air-
Superiority jet fighter? Yours for
less than eight quid with this
program, guv. No guestions
asked

Fighter Pilot is nothing short of
state-of-the-art stuff for the
Spectrum. A really impressive
mnstrument panel is displayed
along the lower portion of the
screenwith a full 3D-effect cock
pit view taking up the rest of the
display. Runways and enemy air
craft are rendered in excellent
ni-res graphics,

The instrument panel itself is
masterpiece of graphics with
scrolling and rolling displays,
showing up those cop-out all
digital read outs of some other
simulations. It really conveys the
feel’ of being at the controls of a
real aircraft,

So what can it do? Pretty much
everything short of severely dam
aging any property or life, There
are options for take-offs and land-
ings (blindand with cross-winds if
you like), flight {with or without
turbulence), combat practice and
actual air-to-air combat, It's even
fully aercbatic — |ooping the loop
15 great funl

Instruments include artificial
horizon, flight computer, radar,
compass, ILS, thrust indicator
and ammo count. Everything
needed to track down the enamy
and give him a severe thrashing

In fact there are so many fea-
tures included in the program that
they cover two full information
sheets and make fascinating
reading

In reality Fighter Pilot can't he
regarded as 'just another compu
Ier game’, it is a total experience.
It has been devised by experts in
the field of flight simulators aided
by guyswho flyplanes likethe F15
for aliving

The program runs in 100%
machine code and is compatible
with all the major joysticks, At the
moment it'sinaclassofits own
and | reckon it'll take some beat
ing.—R.B.

Game: FIGHTER PILOT

Maker: DIGITAT

INTEGRATION

Machine: 48K SPECTEUM
1 cassette

Price: £7.95

Rating: KKK

K = Could Be Better
KK = CouldBeWorse
KKK = Unsurpassable

HOHUM

Biand climbing game that
suffers from gutless presenta-
tion and lack of motivation. The
objectis to meveacrossascreen
cluttered with maving lifts, the
idea being to reach as high a
floor as possible. Should you
manage to negotiate one floora
little yellow cube will zoom
down and carry you to a new
floor. The graphics, despite a
neat titla screen, are very ordi-
nary. Curiausly the documenta-
tion which comes with the game
describes your pawn as a deec-
tive, indeed the difficulty aption
allows you to play either James
Bond or Ruck Furd, but the
characterJooksmare!fkaasqua:
John Wayne thana secratagent.
Presumably a stetsan iseasierto
depict than a PPK. It's also a
game requiring verylittle skill, as
success depends largely on the
random arrangement of the
moving Kfts. Very ho hum. |
would be well chessed off had |
shelled out hard-earned cash for
. —S.K.

Game: SHAFT

Maker: DRAGON DATA
Machine: DRAGON 32
Format: cassette
Price: £7.98
Rating: none

ES -

Extremely difficult successor to Airstrike 1 — basically a very pretty
Scramble-type game where you fly a heavily armed ship down a series of
labyrinthine tunnels in order to reach your ultimate goal, a kind of alien
oil-rig. This you then attempt to blow away in the usual style.

Excellentuse hasbeen made of the Atari 800's con siderablegraphics,
and the by now common device of a movement window within the
horizontal scroll allows you a certain freedom ofmovement. A very nice
touch indeed isthe provision ofsubterraneanandoverhead branches off
the main tunnel . . , though actually getting the ship to negotiate the
entrance to any one of these taxed the abilitiesof even the mostgung-ho
office denizens to the utmost (i.e. we failed to do it even once). As it
stands, probably English Software’s tle; thoughitwould ber i
Airstrike 3 (if there is one) could manage true bi-directional scrollir
Defender. — T.T.

Game: AIRSTRIK
Maker: ENNGLIS] TWARE
Machine: ATART 40 8]

THESE BOOTS WERE
MADE FOR

ZONGING

Stop me ifyou've haard thisone,
but there was this guy running
round inside a maze trying to
gather treasure but being
chasedbyall sorts of nasty crea-
tures. What? You have heard it
before? Well. here it is again!

To be fair, Krystals of Zong is

one of the better maze chase  are potians to teleport you to creature.

games around. There are eight  otherrooms or make yourinvisi- You can't judge a book by its
levels, each with nine rooms ble to the nasties, boots to help cover so don't judge Krystals of
infested by snakes, bats. spiders  yourun faster fvitalbecause this Zong by its theme. You might be

and mummies. The treasure is
locked in central compartments
accessed onfy by keys which
must be collected from the var-
fous rooms. There are also
swords which temporarily give

game is slow), powerful swards
and maore. ft almost makes the
hassle to get them worthwhile,
As said. the action is slow and
the graphics are nothing to
scream about but there are sev-

pleasantly surprised. — R.B.

Game: KRYSTALS OF ZONG
Malker: PSS '

you the power to off your erallittle touches that make the Machine: COMMODORE 64
puUrsuers. game fun. These include the Format: cas
Surprisingly, some of this music and a cute little sequence Price: £7.98

treasure is actually useful. There

whenever you get caught by a

Rating: KK
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Game: %MICBDDE&L ; — oy graphics and smoothplaying actionmake thisanenjoyable
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joystick, should keep you amused for some time.
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Could Be Better
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o \/IDEO GAIVIES - COMPUTE]

MY OATH! IT'S
THE CUBE!

In the beginning there was Pac
Man. He was a little round char-
acter that starred in a smash-hit
arcade video game. He was
considered so cute that he
spawned a rash of spin-off pro-
ducts and even got his own TV
show. Then came Q*bert,
another little round character,
with a big nose and little legs. He
too starred in a smash-hit video
game, was considered unbear-
ably cute and is about to get his
own TV show. Moral: cute round
characters sell video games.
See if you agree with this home,
Intellivision version of Q*hert
Like most good video games,
the idea is deceptively simple.,
Hop Q*bert up and down a
pyramid of "30" cubes changing
their colour as he lands on each
When the entire pyramid has
been changed it all starts again,
this time with a different colour.
But, of course, it ain't that easy!
There are ‘nasties’ about. They
chase Q*bert all over the
pyramid; red and purple balls to
squash him, creatures called
Ugg and Slick who jump on him
and change cube colours back
again, and Coily the snake. The

Adventure games allow you to

find the special keyword
take on the mantle of many

needed to release you (and it
ain’t ‘shither” or “crawl’). Won-
derworm runs mainly in text but
has some good and amusing
graphics buried within it. Most
of the standard advanture game
commands are recognised with
LOOK and HELP baing of vital
use. This is a game with a sense
of humour and a lot gaing for it.

Excuse me while I work out how
to avoid being eaten by a cow

ready to become a worm? Not
Just any old warm but Wonder-
worm (ta, dall who has an
urgent appointment fo attend
his uncle’s Wormsday party
imore worm jokes to come).
Our ductile haro must leaves his
ortable worm hole, full of

mhold items (seel) and find  again. — R.B. | i s
th YatFibile, ol only way Q*bert can escape his
“udh '?,ﬂf;’,d;’;a ,i:;my_ Game: WONDERWORM deadly coils is to hop on one of
Despite its cutesy theme this s ~ Maker: HAVENSOFT two flying discs which whisk
n an easy adventure game, Machine: Bpﬁml 48K hi o fety ile Coil
o ! um to safety while Coily
ed, just leaving the worm  Format: cassette vlunges to his doom
quires some thought to  Rating: KKK piLnge: '

Compared to the original
arcade game, the Intellivision

100D GAME...
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hame on the range, where the stars and the asteroids piay . . . and
ould be more at home on the range than the Beamvriderand his trusty
t. Dang ma britches, pards, if this ain’t one ofthe meanest space
6-ups I ever did see! You've got to stop a bunch of the orneriest
wihoots this side of the Crab Nebula takin’ over the 99-level desp
rShieldroundEarth. You can see that dang shielda-stretchin  way
ont ofyou. Them varmints starts as dotsin the distance but come at
the grid lines of the shield, a-growin” ali the time. Waittill yousee
es of their eves before you start a-blastin® with vour laser lariat.
Lookit them critters run! But it ain‘t over vet, son. They're smart
1be back a-buckin” and a-weavin’ and blastin’ back at you with big
They Il also bring some “friends’ with ‘em. Just stand your ground,
lug away. Send 15 of ‘'em toBootHillandyou’llget acrack attheir
craft. You'll need your torpedoes fer that sucker. You've onlygot
2 ‘e count — and watch out fer them green blockers who il
fire. Blast the head critter and git bonus points. ; ok
‘tstop there, nosirree. There's another sector and another and
, the whole thing just gits faster and faster with a whole passel of
ers. Thishere Beamrider'sa purdy-lookin’game withmighty fine
to four of you rannies kin play and there's action a-plenty ferall.
| wdaH -1 gotta go save the rest of them 98 sectors. Beam me up,|
.—R.B.
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graphics are, naturally, a bit

coarse but otherwise this ver-
sion remains remarkable faith-
ful to the original. The flying
discs spin colourfully, the sound
is good — Q*bert even manages
to swear convincingly whe-
never he is caught. From the
outset control on this game is
not simple as Q*bert can only
hop in diagonal directions but
Intellivision’s infamous control
discs compound this problem
and make alotof practice neces-
sary. Once mastered, though
you'll find Q*bert more of a
challenge than you think. Looks
like another cute, round, lovable
figure is about to become a
home video game superstar!

B

Game: Q" BERT

Maker: PARKER
Machine: INTELLIVISION
Format: ROM

Price: £34.50 or less
Rating: KK
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CAN YOU BEAT OUR
GREAT GAMES

We've got the biggest (and best) selection of games
for the Commodore 64. We think they’'re un

2D
(ﬁ JoePer

e

MORE THAN GAMES. ..

Our FREE catalogue lists dozens of programs
for your Commodore 64 to help you run your business,

write programs, or just enjoy yourself. We've been producing
top quality software

since 1978. So if you want SUPERSOFT @
the best, just remember our name. . .

SUPERSOFT, Winchester House, Canning Road, Wealdstone,
Harrow, Middlesex, HA3 75) Telephone: 01-861 1166




>
Your mission'is to penetrate the enemy
/' scramble system and destroy their
headquarters. You will start with three of
" our latest spacefighters equipped with
: repeating cannon and twin bomb launcher.
/4% If you succeed in evading the elaborate ground
4 &7 defences, you will arrive at the Cave where flying
~ becomes lﬁi:lre gdifﬁcull. In the cave are UFOs, after
+ " which you must avoid a hail of meteorites. Very few
~ pilots succeed this far, but if you do, then you must enter
the Fortress, followed by the Maze. If you manage to destroy
Enemy Headquarters, then your reward will be a more
difficult mission! One or two player game.
Machine Language, High Speed, Arcade Action. Full colour
: garaphics with sound. Keyboard or Joystick control.

-

Available on tape for

" ORIC £5.50 DRAGON 32 8
. - TANDY COLOUR £8

Orders by post to

41 Truro Road, St. Austell, A -’:___ > - ﬁ‘:; »~ (Tandy colour version only available at Tandy Shops)
Comnwall PL25 5JE. % fﬁw ae <)
Credit Card Hotline 0726 3456 “h t&};‘"’ ’ Selected Microdeal titles are
Aizes s \ ’ 3 ’ available from Iarger
= : Stores and
Computer
Shops

Nationwide




It's no
picnic!

But if you go down to the woods today, will you help
Ted get his batteries?

Or will you get bovvered?
Or get the cocktail?

Will you ever reach the 8th round?

Come to that, will you ever work out
the scoring system?

(Spectrum 48K)




WRATE A COMPUTER GAITIE

ANO WIN !! £1000 !! WORTH

OF cccommodore EQLIPITIENT

T@ WIN THIS EXCITING PRIZE YOU MUST WRITE A FAST MOVING ARCADE STYLE GAME BASED
O ONE OF MOUNTAIN VIDEQ'S TOP SELLING ANIMATED FEATURES:'SPACE FIREEIRD' ,
'DRACULA" OR "TECHNO POLICE®. EACH GAME MUST EE UNPUBLISHED.BUT CAN, OF COURSE
BE AN ADAPTION OF & GAME THAT YOU ALREADY HAVE DESIGNED. SPACE FIRERIRD LENDS
ITSELF TO A GALAXIAN STYLE GAME, AND DRACULA IS ALREADY GUITE POPULAR WITH
ADVENTURE PROGRAMMERS. WHILE TEGHNO POLICE'S HIGH-TECH TAMK SHOULD PROVIDE
FLENMTY OUF SCOPE. SPECIAL CONSIDERATION WILL PE GIVEM TO GAMES THAT ARE BOTH
URIGIMNAL IN CONCEFT AND WELL RELATED TO THE TITLE.ALL THREE VIDECG CASSETTES
ARE WIDELY AVYAILABLE THROUGH VIDEG LIBRARYS,AND COMPETITORS CAN ALSO OBTAIN
FULL SYMOPESIS OF EACH PLOT FROM MOUNTAIN VIDEG AT THE ADDRESS PELOM. IN
ADLITION TO THE EXCELLENT PHIZE MOUNTAIN WILL ARRANGE FOR THE MARKETING OF

THE WINMING GAME EITHER DIRECTLY OR THROUGH A LEADING COMPUTER SOFTWARE

DESIGNED FOR ONE OF THE LEADING HGME MICRO COMPUTER SYSTEMS.CLOSING DATE FOR
ALL ENTRIES IS 1ST OF JUME 19B4. THE FINAL DECISION WILL BE MADE BY "BIG K'S’
ERITOR 4 TONY TYLER ANL PUBLISHED IN 'BIG K'.

ENTRIES SHOULD BE SENT To:=-
MOUNTAIN VIDEG COMPUTER COMPETITION. 45 NEW OXFORD ST
LONDON. WC1.

Flease include S.A.E. for return of dour entry,

(:) HOUSE.WITH FULL ROYALTIES TO THE CREATOR .ALL ENTRIES MUST BE ON CASSETTE, AND

A Carloon Fanlasy




PROGRAM
EVERY
MOUNTAIN

PROGRAMMERS out there eager to score a
Commodore 64 plus peripherals can have their
chance — Mountain Video (the animation
specialists) are organising a competition with
£1,000 worth of said equipment as the overall prize.
All the tempted tapper has to do is design a
game program to complement any of Mountain's
three top-selling animated cartoon videos:
Techno Police and Space Firebird, two
amazing scii offerings from the Land of the Rising
Sun and Dracula, an amimated adaptation of a
contemporary story featuring that well-known
bloodsucker, star of stage, screen and video

games.

Mountain Supremo Daniel Brant assures Big K
that his company will either market the
prizewinning game themselves or arrange for its
marketing — with full credit, royatties, etc., for the
lucky winner. Closing date for entries will be

Monday May 20. e S

Entry forms available from: Judy Sergean, : 3

Mountain Video (Special Projects, 45 New Oxford ehe
fr

T i by JONATHAN BULL
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For any Sinclair
Spectrum




i hute and
A fiendishly cunning strategy game for 2-4 players. Grab your bricks as they come down the chu ar

out-build your opponents by hemming them in. Last one in plays Yosser Hughes . .

REM COPYRIGHT ®
ANTONY TRENKER
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THE AMERICANS must be
feeling pretty sick. In rock
music, films, TV and now
computer gaming, the spirit of
True Brit is showing. Now Atari
has chosen a BritProg for its
first international release. Big K
managed too track down the
history-making Briton . . .

JUSTIN WHITTAKER is a
tall, bespectacled 18 year-
old from Staplehurst in
Kent. He exhibits a calm
self-assurance (“l decided
that I'd write a hit game™)
and realistic attitude (I
wouldn't recommend that
anyone else leaves school at
16 and starts writing soft-
ware, they could very
disappointed”) towards his
work. All this is reflected in
The Lone Raider, Justin's
first game: a skilful blend of
action, excitement and good
play values, utilising the
excellent sound and gra-
phics capabilities of the
Atari Home Computer.

Justin's computerinterest
began at school with compu-
ter studies, a subject he
didn’t feel he was doing as
well as he should in. So he
went out and bought a ZX81
to help. Through this he
learnt programming and
began writing his own pro-
grams straight away. He
left school when he was 16
with a career as a pro-
grammer firmly in his
sights. But it wasn't that
easy. A long round of fruit-
less interviews left him with
a lot of spare time on his
hands and, by this time, an
Atari 800 to play with. It was
then he decided to write his
“hit game.

THE THEME'S THE THING
Weeks were spent thinking
up ideas. “Eventually I
came up with the idea of —
instead of just having a
game, which is pretty mean-
ingless — to actually pro-
vide atheme. [choseraiding
a factory. So I designed the
first screen of the game
around getting into the fac-
tory, the middle screen
doing the raiding and the
last screen getting out
again. I built the game
round that.”

Four or five months of off
and on work passed before
the game was complete.
Justin then wrote to Atari's
U.K. HQ telling them ahout
the same and asking if he
could show it to them,
~ Why Atari and not some
British software house?
“Because | had an Atari
computer,” was the simple
reply. Oh.

YANKS '

Atari agreed to see the
game and Justin journeyed
up to their Slough offices to
show it to them.

“They were struck by it the
moment they saw it,” he
says modestly. “Almost on
the first day they said the
would release it.” At that
time, like many others writ-
ing independently for the
Atari, all Justin could hope
for was his game to be put
out by the APX (Atari Pro-
gram Exchange), a service
available only to Atari
owners. Then a few weeks
later came the surprising
news that The Lone Raider
was going out ‘mainline’
with the rest of Atari’s
catalogue,

“I was dumbfounded,”
says Justin. “It was fantas-
tic because, up to then,
everything was so select

with all the mainline stuff
being written in America.
Everybody says that the
Americans are best and all
that but I'm sure the British
can do just as well.”

Atari agreed to pay Justin
a royalty on each copy sold
n return for holding copy-
right and The Lone Raider
was launched with great
ceremony at the end of
October, 1983. Initially the
game is only on sale
throughout Europe through
Atari International, but
hopes are high for an even-
tual U.S. release.

THE GAME'S THE THING

The Lone Raider is a three-
stage game. On the first
screen the Raider 1s beamed
down from his mothership
and must destroy all the robot
guards to enter the power

factory.

There are ten ranks to
work through. The first five
can be selected but the last
five must he taken in
sequence. Unlike some
games Raider isn’t endless.
If you can beat the tenth
rank (“almost impossible”
says Justin) there is a spe-
cial message and tune wait-
ing. But nobody has doneit
yet, including Justin, who
elaims only to have cracked
it “. . . by cheating'!

THE SOUND’S THE THING

The Lone Raider is an
immensely ‘playable’ game
involving the need for good
tactics as well as reflexes,
Sound isremarkablethough
the graphics are surpris-
ingly simple for such a
machine. “Some people
write a game round a gra-
phic technique,” Justin
explained. “They don’t care
about the play value. That
isn't the way to doit. Sound
1s one of the mostimportant
things in games because it
affects yoursubconscious as
opposed to anything else.
You can't ignore it. In the
second level of my game the
droning sound really gets
you sweating!”

As is fairly clear by now,
Justin is a big fan of Atari
computers. “They're fantas-
tic,” hesays. “Youcannever
really master an Atari
because there are lots of
little things hidden inside.
You can get 255 colours on
the screen at once — what
other micro can do that?
There's éust 50 much poten-
tial that's not realised.”

Okay, so how about a few
tips for Big K readers,
Justin? “Get a book called
De Re Atart by Chris Craw-
ford. If you've got an Atari
miecro you think you've just
got a basic micro, When vou
read that book your mind
will be blown when you rea-
lise what vou've really got
yvour hands on!”

Justin was 17 when The
Lone Raider was released

last year. He's now 18 and a.

freelance programmer
working oneconverting some
of Atari’s most popular
games to other home micros
for the new Atarisoft range.
When Big K spoke to him he
was working on Dig Dug for
the BBC and Electron.

But what about a follow-
up to Rarder? That'll be in
the works very soon and
Justin is saying nothing
about it other than it will be
an arcadestyle pame. Fine.
When you're a ‘lone raider’
taking on the awezome task
of cracking the American
grip on software, you're
entitled to a few secrets!
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DEFENDER IS THE quintessential
Atari VCS cartridge. It has an appeal
that'’s lifted it far above the faddish pop-
ularity of other games, and since its
release remains pretty much une-
gualled as the ultimate 2600 challenge.

The cart is an adaptation of an
arcade monster first unleashed by
Williams Electronies, a companyuntil
then best known for its pinball
machines. Defender strolled into the
arcades during the Christmas of 1980
and revolutionised coin-op warfare
overnight. It was the first game to bite
back! The ferocious attack of Baiters
and Swarmers made the old plodding
menace of Invaders seem positively
homely. Arcades had suddenly
become grim-faced arenasofmerciless
rawping at those slick wristed
Defender wizards who stood night
after night happily enveloped in a
dazzling display of pixels. [ was jeal-
ous! | had no idea what was going on.
The sheer speed of the thing was
overwhelming,

Fearsome Nature

Defender is an extremely complex
game to master. The cast is without
exception the most malevolent ever
assembled on a single video screen.
But when Atari announced their
acquisition of the title for the humble
VS, 1 fairly groaned at the prospect. [

No.]1
DEFENDER

mean, there was NOWAY such a killer
machine could be crammed into a cart.

Was there?

Thankfully I was wrong, Not only
did they cram it in, they produced a
game with almost identical play tothe
original! Atari programmer Bob
Polaro achieved a minor miracle by
reducing 26 kilobytes of 5 button,
joystick mayhem into the heart of a
Pong-sized cartridge. Indeed,
Defender is — I guess — the single
most successful conversion in the
entire 2600 library. A bona-fide
classie.

Armageddon

Earth is under attack. Hostile
aliens, ironieally attracted by a
‘friendship’ signal beamed by us into

eep space, are descending in waves,
Civilisation is being razed to the
ground. It's like some George Pal
maovie come to life, Oni%’ you, in the
cockpit of the Universal Space Ship
Defender , remain as the last line of
defence. Did I say defence? Wishful
thinking. Those ominousblips onyour
scanner herald Armageddon. With a
defiant sigh your ship accelerates
across the horizon. It's time for
action...

Defender’s inherent challenge lies
in its cast. The aliens come in six
shapes: Bombers, Baiters, Landers,
Mutants, Pods and Swarmers,
Bombers are the quiet types and cause
the least of problems. They tend to
drift quietly down the screen and are
quickly picked off. Baiters are just the
opposite. Their undramatic appear-
ance belies a fearsome nature. They'll
hunt you dogmatically until either
they wipe you or youwipe them. Their
attack 1s both relentless and deadly.
They also manage todistract you from
the activities of the Landers, whose
main aim is to kidnap the Humanoids
who live in the city below. Once kid-
napped a Humanoid will be trans-
formed into a hideous mutant! Should
the Landers abduct all 5 humanoids
then yvou're in DEEP trouble, as the
earth is destroyed in an apocalyptic
mutant takeover.

Obviously your prime concern
throughout the game must be to pro-
tect the humanomds and preventsuch a
catastrophe from happening. Pods are
considerably less fearsome; they just
float around the screen in a tempting
manner. However, should you sue-
cumb and blast one it'll erupt into a
fistful of heartseeking Swarmers! By
way of defence you have only lasers
and smart bombs. Defenderis nogame
for cissies.

OK, now that you're fully briefed it's
time to shake some action. Sereens 1
and 2 are regulation shoot-'em-ups.

T GAMES DF OLIR TIME

The aliens have yet to pile on an
pressure and neat flying will enahle
you to crank up a respectable score
Remember to kncok out the lone
Bomber immediately as this elimi
nates any possibility of an accidents
collision (very humiliating) and watch
out for descending Landers. On the
lower levels they moveat an unhurried
pace and so are easily shadowed. Le
the Landers abduct the Humanoids
and then — as they ascend the scree
for home — blast 'em. You'll be able
catch the fallinghume and claim 1,000
points per hit. Make the most of this
strategy here, though, as it becomes
impossible on later sereens.

From screen three onwards
Defender begins to play tough. Land-
ers move about the screen “’]ﬁ] uncom-
fortable speed and the Baiters begin to
ﬁgt ratty. Me, I always begin bysma

mbing the two pods. It’s possible to
catch both with one hit and this saves
the hassle of outflying Swarmerslater
on. Never —ever—skimpon thesmart
bombs. They’re easily replaced and
only foolish (or brilliant) pilots store|
them, Just let the suckers fly. As|
before, your main aim is to protect the|
Humanoids. As soon as you hear the]
garbled cry ofa hume being kidnapped)
check out the scanner and move. C?nly,
having shot the Lander and caught|
the hume, don’t bhother to put him|
down. As long as you've a Humanoid)
clinging to your belly the population||
wiiﬁ)e safe. The other Landers won’t]]
try to kidnap anyone else. |

|
Nerve-racking

A peal of VCS thunder heralds the|
Mutant takeover of Earth. This terri-
ble event occurs the moment those
filthy Landers succeed in abducting
your entire population. The city is
vaporised in a cheapo flash and
swarms of crimson Mutants loom on
the horizon. This is no time to panic as
you'll need to survive 4 screens of
Mutant Hell before Earthisrestored (Ea
miraculous occurrence, I'm sure you'll
agree). The cart thoughtfully provides
i\'ﬁftanl training missions which’ll
help you practise for this nerve
racking occurrence. Once again, work
carefully with your scanner and keep
on the move. Remember that a sudden |
change in direction will confuse the
scraggy beasts and so allow you time
to line up a healthy salvo of laser fire.
And, of course, if things gettoo hot you
can always hyperspace away. (The
wimp's way out.)

And so goes it goes. The ultimate
challenge. The appeal of Atari
Defender clearly goes far beyond that |
of lesser shoot-'em-ups. In fact,the
complexities of the onscreen action
can so absorb the player thatit almost
becomes an intimate experience, Only
try and express that excitement to those
in the outside world and they’ll think
you're nuts. It's the first true classic of
the video era. And the only cart guar-
anteed to make vour feet sweat.

Play it in clean socks.

STEVE KEATON
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DIM A%(S),BLI5) . CY(4,7)
U%(8,2) ,Wi8,8), 248, 8)
BOSUB 2400:FOR I=1 TO 2000:NEXT
FRINT"[CLEAR, DOWNZ ]

YOUR FIECES ARE DENOTED BY 5
PRINT"LRIGHT31THE COMPUTER’S EY ° .

JTER,9),

S0 PRINT"LDOMMITO CONVERT A& FPIECE TO
YOUR SYMBOL YOu
PRINT"CRIGHTZIMUST TRAF IT-HORTZON
TALLY, VERTICALLY";

/0 FRINT" OR DIAGOMALLY - BETWEEN TWo
* 8.
80 FRINT"I[DOWNIMOVES ARE ENTERED A5 R
OW, COLUMN - E.G.
70 PRINT"LRIGHT3IIF S, C B ETC..TO DEL
ETE THE FIRST
100 FRINT"[RIGHTIZICHARACTER,
FRESS THE *DEL* KEY,
110 PRINT"LDOWNITHE WINNER IS THE OnE
WITH THE LARGEST
120 PRINT"LRIGHTIIRESULTANT MUMBER OF
FIECES.
130 PRINT"[DOWNIIF YOU CANNOT MOVE -
TYPE 207"
140 FRIMNT"[DOWNIIF YOU CANMOT MOVE -
TYFE *G° .

150 FRINT'"[RIGHTZIIFOR PLAYING LEVEL -
TYRE: "L,

140 FRINT"IDOWNISTRIKE AMY KEY TO 5Ta&
RT

170 GET A%:IF Ak=""THEM 170

180 BOSUB 2400: PRINT" LDOWME , RIGHT 41
AT WHAT LEVEL OF COMPLEXITY DO you

C DO
190 FRINT SPC(9); "WISH TO ELAY G
ot I UL

200 GET YH:N=RND(1):IF Y#<"1"0R YHx"3
"THEM 200

2I0 CF=VAL (Y$) s FRIMNT [ DLEART" g

<20 BE="ARBCDEFGOL"

230 WE=" " :

240 A=03¥=0:8=0: B=0: [=0: J=0: H=0z =0
2=

280 EO=0:Ki=1:K2=2: KB=0

260 YE=" CHOME , DUOMWN, K1 GHTS 1"

.'1“ A

270 DEF F I'T ACSI=TNT (SERND (1) ) +1

280 MI=0:0)=0:Cl=1:RE TURE

FOR I=1 TO H:iFOR J=ti O &

PENAL, ) =2:READ WIT, J)s TALY pd =0

tNEXT: NEXT

300 ZU (4. 4)=0:7%14 2] =12 FH (5,4 =1
LALS,5)=0

310 k=1

290




Play the board
game that's
SweepHtd the
tivilised world

muchn as+ _
ingle counter
to lose under
the carpet.
Justtypein

320 FOR I=-1 10 1:FOR J=-1 TO 1
30 IF I=KO THENM IF J: THEN 250

340 UK K, D) =Tzl (K, 2r=d2 K=K+
330 NEXT:MEXT

260 DATA 1000,2.5, 10,10, 10,10, 2.5, 1000
370 DATA 2.5, 0001, .11, ooy ol 0L,

7 S
Low ol

IEHD DATA
290 DATA
400 DATA
410 DATA

1o R B e e B 18 £
2 R T A G
[T T e e R

o B O R B
o i (e O W

, 103
i0

1
1
1
lalyal11,10

420 DATA 2.5, 00151 codyedyullva Q0L
2.5

420 DATA 1000,2.5,10,10,10,10,2,.5,1000

440 FOR I=3 TO &:FOR J=2 TQ &
P TAAL,J) =K1z MEXT: NEXT
450 PF=0:z (=]
4460 GOGUE 210
470 PRINT V#%;
480 IF FM A(2)=2 THEN 510
ARG PRINT"MY MOVE FIRST®
200 M=231607T0 14610
310 FRINT"YOU HAVE THE FIRST MOVE

S20 M=1:PRINT V&3 "[DOWKNS2 IYOUR
W3 "[UFP,RVS] [RVOFF,LEFTI":

MOVE ™2

S50 GET A%:IF A%<"A"0R A$>"H"THENM IF
AS MO AND A% "THEM 530
40 PRINT A%;" “:;:FOR I=1 TO 10

:IF AF=MIDS(B%,1,1) THEN a=I

250 NEXT:IF A=% THEN &00

Sa0 IF A=10 THEN FRINT"CHOMEIY ;WH; W
Vi "LEVEL"; B2:507T0 520

S70 PRINT"LRVS] L[RVOFF,LEFT1";:GET A%
$IF AEF"0"AND AFC"PUTHEN FRINT At;
tBE=VAL (A% zGOTO &H00

SBC IF FEEK (313)=63 THEN

590 GOTO 570

A00 PRINT"[HOME X" ;WS WE; Wi

&10 IF AL THEN &50

620 M3=1::Ma=1:0C=0: D=F3 &5=01 M=031G=0
fPRINT W&; "CHECKINMG":GOTO 1470

S20

the listing
below and
RUNL....
Please note—
GCommodore

&30
&40

HB50
&&0

&0
&80
&30
7ALLE)
716

7E0
740

Jgals,

FED
TAC
780
780
£y
=R el
L i8]
g230
40
850
B&O
BFO

B0

50
RO

L0

720
P30
B
S0
a0

graphics have
been

franslated into
easy-to-under
stand commands

IF 3=0 THEM M4=0:G0T0 1410
FRINT V&3 "STOF CHEAT ING YOLE Céa

HOVE" : GOTO 520
IF Z%iA,B) THEM &80
FRINT" CHOME, DOWMITHAT SLLARE
CCUFIED, FLEASE TRY AGALM";
GOTO 520
C=0: D=PeMI=0: M4=0: X9=H8
H=E 0t Hl=ED: T=0
FOR E=K1 TO K8
Mi=UX{E K1)y eNI=L (B, Ki2)
IF M- 0 THEN TX(A+ML, BHM1} =K1

]
=L

I=w O

Hed MLz Y=Y+h1

IF X<kl OR X>kE#& OF Y4kl OR YOREE T
HEN 850

IF ZACE Y)Y =KE THERN Bo0

IF Z%AX.YY=D THEN 740

K==l s Y=¥-N1

IF X=ff AND Y=B THEN 850

H=M+E1iHl=H1+-W{%, ¥}

I[F ¥X=1 0OR X=B 0OR ¥=1 0OR ¥=8 THEN
=1

IF M=K0O THEM 780

GUOSUE 2370

2R A Yy =0 GOTH 780

MEXT

IF M= THEN RETLURN

IF H>O THEMW ZA(A,BI=C: ¥=fA:Y=H
1 GOBUE 22706070 1120

FRINT V&: "CTUFITHAT MOVE DOES NOT
CAFPTURE AMY";

FPRINT" OF MY FIECES

GOTO 520

FRINT V&g "L[DOWNZ] 1 2 3 4

= & £ =G
FRINT"[CRIGHTA "™ Y

i
EOR E=1 TO 7:PRINTY NS ANEXT
LE R ]

FRINT" 4"
For 1=1"To @
FPRINT"  ";MID$ (B, 1,1);

Continued on next page




e

FOR Jd=1 TO #&
QE0 U=2%{1,J)Y+K1

PGy pEXT
Poloy FRIMT
LOZ0 FRINT"ERIGHT41" s 21
[Pgq g s
L Y=t
104 IF 1
1080 FOR- E=
104D PRINT Yi#g
1070 MEXT
1wz T T4 8
+GUTO Lioo
1090 PRINT™ &
LEo0 MEXT oot
111 PRIMNT"LRIGHTSD 1
& Fi B" : RETUREM
1120 O L] +k]
1120 1F Cl=&H
140 We=Win, 1)
1150 [F W2 AN W3 e
1450
Li&D 1F 5943 THEN
110 J I (£ R
CHLCE, 2y=BR
IF Cla0 THERN

THEM FPRINMT

HEN

FLE TSN,

1470

=1 AND
IF A=g Al
=R
: IF
f THE M
R I=F T0 &
A, Ty »i
Wid, I+k 1) =W

THER

[F &+1 %8 THERM
FUR I=4a T0 &
IF Z¥H I BYeEsC
WiT+1, Bl=p
MEXT I

GOm0 1440

FOR 1=B T0O

LE AEWEER LA A0
WiA, 11 =k
Laod NEXT I

1410 BOTO 1210

FOR I=8 TO

[F ZHAT, B2l
WiE—1, B =l
450 NEXT |
MEXT J
IF e =2
1480 GOTO ;
1A = SeMl=kos 1 =kos: |

{420

THE R

S5TEF

IHER

STElR-
I HE B

THEM 1450

AsER THEMN M=-1
B=l1 THEM Mi=1

FRIMT" k" ;

THEM

THER

THER

q

1

2O PRINTY !IH HeMIDE (XS L, 1)g

“"eMll% (B, I, 1)
|

R I

{5

Wi

Wiz,
W7

1510

1460

10

1A

2=l

THE: 1

THENM CE=CC+1: A (00, 1) =0

lafiz A 00

I THHEM. B
8 THENM Mi=-
Mi=0 @&RD W1=0

A=2 (R =7 OR

THEM

Lm0
L 5& T 3 THER I=fHH]
sWIT BY=eWel  Bed =l W], H=1 b=y
1370 IF Mis 0 9= THEM 1=E-+h
Lo Dh=ldatl bd—1, ¥l
b ad e W7 T )yl W2, 7 Vsl
sl 7 = 0l plle=s0F 1
= IF A2 THER 5320
1990 1F M1< 0 THEM
10y IF NI<>0 THEM
lala IF Ow IHEM &
=, ] R TR e o o € O T B [T
1y=2 THERM W5, 1)Y=lj= ! gt}

Wx

MNi=0 ahb Y-

Lo W=

sMLL =l

AMD Z£7 (8,

e Llsllz WS, 1) =l

)=l

L&dy IF Z%(7.7i=1 alD 7% 4
8)=2 THEM W7, B =lz W id, B =k

SWUB, &) =l W (3, 70 =1
&S50 IF IWLD, 7)

THEMN W2,

AMD )

helz O, H =l

MOVE
[
I} Eg
Yol O THER 18340
EZ THEM 1830

1&70

&EI

AL BT, 2

FPT THEN ¢
His=H1 %L, .J)

H=HEW (T, .0

IF HEsH THEN F=H]

I 4 THEMN 130

7H0 1IF M= FTHEMN 1910

0 ALY =1 (K1 )=

FHATEE 1830
IF G=kO
frmlie ki 2 A
MEXT : NE ¥

[F Ma=1 THERM &350
M=y

LF GBEED THER
= |

1880 FRIMT Wes ']

1910

: CaarOF
890 1F M=l THEN 2040
)

HOTO D20
I=FN
A=A T Y e B=l{1)25
FI0 IF OR42 THEN
1S40 TF MOA, EY 2 DR
B RO O Hl »=10
S TF A=1 0R A=H
G IF Z2EAL BY =0 O~ 2%
=0 THERM
SO GOTO
[F ZW (A, B+1) =i
B-13=2 THEMN 2000
GO 1]
B [F Wi,
tGUTO
ZOH0D W@, B,
2000MY [F K=l THERN L a&a&)
SN SET r?..";
sEOTO pwio

POA0 PRINT" IS

ALk

ks BGOSR

POV

AEe=
I HE M
THEM

SOy

Pl )

| P

w2, D THEMN WA, B =, 00

MaFTDE (3, A, 1Y
M=2: GOTL HF0

Ba e 1 )

Continued on page 54




Also from
MICROMEGA:

DEATHCHASE
LUNA CRABS
HAUNTED HEDGES
STARCLASH

All £6.95

for the

16K or 48K
Spectrum

Trade Enguiries:

Microdealer
0727 34351

Websters
0483 62222

Tiger
051 420 8R88

Pinnacle
068% 73141

3-Dimensional arcade strategy r"ﬁﬁ?‘ |
on the 48K Spectrum— £6.9

Compatible with Kempston, Protek/AGF,
and Interface 2 joystick types.
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STEVE KEATON, who's been
playing the darn things with an
obsessiveness that borders on the

erhaps
rated
insane — ever since he was a little

in
bitty hack — girds up his loins,
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; rhingly . .

growing!
The adventure
becoming an ¢
ient in the
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in some sub Gary Gygax ' 1
Dungeons and Dragonssce-  ~ |
mind- nario, peopled withoresand  Quicksilva). It's a classi- )
many other ’orrors; however, a  cally styled text adventure of 'em. Naturally wishingto
neros- great variety of locale is  that pits you against Zom- emulate my own physica
efatig- available. There's nothing  bies, Ores, Goblins and prowess and stature 1.
ssable to stop you loading up an  sundry in a chilling search  played the game as the
Black adventure in the Wild West, forthe BlackWizard Velnor. latter. The adventure is
¥ one or on a hostile alien world or [t seems the old goat has  wonderfully scripted and ,
velop- evenonewithintheconfines  taken refuge within the delightfully friendly, which !
ol to of Number Ten. The choice  Guoblin Labyrinth of Mount  makes it an ideal initiation
oanin is both bizarre and huge. Elk and is about to realise  forthenewcomer. And while ™
ou're Newcomers to the club are  his one great ambition, to  not being exceptionally dif- P
SO @ quite likely to feel swamped  become a true demon on ficult it does possess a
ngeon by choice. Karth. Naturally this number of thoseinfuriating
0 then One's first adventure is  causes much consternation mindbenders. The toughest
dven- always a memorable expe- amongst decent thinking of which is without doubt
of the rience. The thrillofthequest  folks. Only you can thwart  the erocodile infested river.
hitly setting the scene for your hisplan and save mankind! It's giving nothing away to
; subsequent mental collapse. It's a marvellous Swordand  say that the log-like fiends 4

asily [t's most important not to  Sorcery romp with a wry  havegotto be fedinorderfor §
hered get lumbered with a duffer  sense of humour. you to pass, Butwith what?1 |§
ition, on your first outing, it could The game allows vou the spent bloody ages puzzling §
Ting scar you for life. A personal  choice of a character. You overit. F
nver- favourite of mine is VEL- can play a priest or a wizard Having found both applesf§
S0 e- NOR'S LAIR (which runs  — both of which have spells  and flour I concluded that
“The on a 48K Spectrum from  at their command — or a  the only solution was to
itten- brawny barbarian, who, bake the ravenous reptiles
or no = hile being shortchanged anapple pie! Needlesstosay
/'TE A | fin the smarts department, thiswaswayoff beam. Thein
ather e W - 11 slug it out with the best  culinary bent was of a fay
< Continued on page 54
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T.7,1,4,1,3,8,5,0,8,5,

L0 G0 8L
maywana s
LT ETET Y
ot

s ues

i To iz

"l:ll:l'l_i{n "

ES when“eqtir
OR a

20 for

FOR a=1 TO 7:
=

ily adwventure
2,5,0,6,1.4,3,@,
FOR =1 TO 13:

(=] .—H.IHD. -
C ol me &

AT &

POKE USSR
POKE
POKE USSR
POKE USSR

\

(7,8):
NEXT a

HE

23" D= spAUM
W m:

14@ DIM 4§ (13):

ERAD 4ita)
145 DATRA

Ve
\
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Wi, oom B
t-:ijs@ FPRINT d$tft LET g=0+12d
440 PRINT : LET c=1®@
r FOR y=1 W)= THZEN G
O TO 46
445 FRINT AT
152 LET B3l
Y2 AND YiBY +7 TH
EN FPRINT = —
]
468 MNEXT W: PRIMNT "LooRhing srou
nd me I can siee'"
47 LET L=15: IF bLii}=@ AMD bi®
) =@ THEM PRINT AT L,@; noth i
ng aglze K
478 FDR ¥=1 ToO =R IF bix)=3 THE
M GO0 TO BHi@
ggg LET b=0: LET y=bix}); B0 SUR
425 IF b THEN PRINT AT L,2;"ano
ther ";c¥iyl: GO TO =95
4238 1F y=ina oA y=20 THEN PRINT
AT L,4;"an “:c%(y 50 T 5p5
509 FPRINT AT L, q.-' cRiyg)
535 LET L=U+1: PRINT 'rns 2a;" v
518 NEXT x: GO TO S3@
5= EHINT‘ ‘What“s next then, ";
S30 PRINT AT 18,0:"What sShall T
do _noWw, “;p8;" 7% "BEERP .B3,20 -
LET F=Ff+1
539 REM input routine
I big INFUT LIME i%$: LET b=0. LET
=
ying ! i S50 FOR L= ;
care tyr d = QR L=19 TO 21: PRINT AT L,
. | Take Xtra — an @;Tas 31 : MEXT L
. Long Xtra goo od! Take lenty beﬂﬁee 560 PRINT INK 2;AT 19,8; ig
Xtralo Durse_qw;rhp VE at frequent 78 IF i%(2 To miav 2% nin Gb
esrgouéﬂ-‘“‘f ne go. SA SPS IF F(3) THEM LET F(3)ef{d)4
sugg togﬂ“t allino long. 17 IF f12133 THEM €0 T @
don'ttry i asvouJDa 588 FOR x=1 TO 23: IF 4%{ ToO 3)
intervails =y§(x) THEM GO TO 900+xz1@0
=BS5S MHEXT #: IF il TD S5)="eddie
THEN GO TO 2560
S2@ FPRINT e%(FM z(61}: GO TO 52
(]
E0Q IF i%il)="3i" THENWN GO TO 138
£1@ FOR u=1 TQ 7: IF i$l1'l1b55'9
,.‘.'Ll THEHN LET nE¥E=b%iyl: S0 TO
k
g 4 i Eg% EE){T Y G? ‘ED l=20
his superb adventure has a randomise 52 EM objecC rap
Tt 5ts I:M:ht i differentgame each Sdb roR & d IO 28
UL ura THAL QI3 YO LD g9 €40 IF i&ie)=" " THEH LET n$=is%
time you play. It also means you can collect tgsgnné-%h GO TO
- 4 T X e
.almo.nasmanv |tsmsasyoucanf1nd.man B5% REM object werirfication
infinite number of rooms. Needless to say, GET FOR g:i TO 21: IF N$=c$iy.
; 5 1 others. TO ie-d)) THEN GO TO &78
T may b ot moce wie tiaj athers EES MEXT yg: LET n=i: RETURN
Thegamemcludesareplavqplmn,|nstluc- E7D IF x.—i THEM LET b-1. BETURN
tions, on-screen score and hi-score, plus a R & REAER
TO 1 (== = o ec H
graphic visual of your current location. The &850 FOR e:.i TO Bd: IF hinl=y TH
retc vocabulary is reasonably comprehensive for EN LET Bei: BETUBM
t':i?: the size of the program and alvarlel_!,r of LBD PRINT “"score divided by tot ggg EEI)Srng{ RETURH
;:un responses are catered _!r.-r. So investigate aL moves, si'bu:'!d Lhe Score up .2 1809 LET d28:; GO SBUB £38: IF b T
ints while you explore — and if you get desperate, L JUAERAY ANFOERS LR IGI NSKINGR = B VA
L3 - - - 3 o Yyes2a 4 =
gt try typing HELP EESIE?LEE[-Eg?é Egﬁmﬁ INK B;"I'm ieca IF iS5 THEM PRINT ..ngh.‘ be
F TH -_— 270 INPUT LINE p$: IF LEN p331@ ipEG Ll B0 TO 520
over 1890 DATA 7,198,32,8,167,199, 72, THEN PRINT INK BIAT 21,6 N3 ma 1038 IF fi4) DR h 2@ THEN PRINT
rea, 35 s re than 1@ letters please’: GO T I'm worn out.I RUEt rest a whil
gio 181 DATA 4,B4,65,132,168,37,80, D 270 faio Bo-Fot94g30 TO 195
sage =L = e = | = i4a =g
ned 182 DATA 5,64 ,146,18,16,16,680,R y2In ITEE LREN LET-pae sunzh A95Q LET c=d: FOR 0-1 TO 27: PRI
] 280 PRIMT IMK B;AT 21.0; 0K, “; % 2. LEeCtl: PRUSE
ogi? %Ea DATA 4.84,189,169,19, 144,00 pE:, Let's gn) LY PALAE & _l_‘ FE&EE o AT B@,C;°
4 , 37,26, : a 2 = : IF -
et 13; gg'l}:g %'E%émié:?égﬁagz‘:‘g?iig 28D REM initial walues E]Ggg 1':_89133& TO 3: IF bix)=y THE
- ’ 4 e 29@ LET h=0: LET £c¢0=0: LET m=@ EOP0 MEMT
/20 LET w=@: LET r=6: LET f=@: LET 24 s X: BRINT AT 28,2;"I Jo
D &: 158 DATA 2,128,8R8,71,48,40,144 s=1 - ; Toto FoR o-i Ta bi G?FTche
iw i 1 OR o= ol =@ TH
'187 DATA 31,240,244,79,40,40,24 ik EEH BB L ART cRebl i Em El:lE'[ hiol=y; PRINT AT '20,0; “1
eigg REH et up Barrays etc Sea L 22FN 2 (1210 IF =12 AND L zo Hot wen1 45‘421:"‘05&5“'“1;‘“%18
192 DIH ig{3@): POKE 23600,.40: Scoda ‘L" FrEn Bo TO 320 P 2058 R i o '
kl:_r}hisl:l}ni'.l: DEF FH zZ(Z) =INT (RHM 46%3 IF z=w THEW LET r=1i: GO 1&1%*2' NEXT o: PRINT AT 23, GE“I ca
iSa"Ren introduction 352 5Tl Fia) . TDIN 317): DIH b2 ey c:;,:q SOSTEEE B e
- k8" BRINT Ink Zieo" Y'uELZome™F ) I,LET w=z: IF 7330 THEN LET f(& 1300 LET A§sisié_TO &) _
3,@, 0 ALIEN CITY": PAUSE_S@ 5&.3 T s T LET . ATk ﬁé;ncgoﬁogﬁigo 7: IF né=bsiy) 7
3r R £ 50: PRINT "k re ot in a cer Jaen FURRE T S LR RN TR 1120 WEXT uW: IF it TO 7i="back
= .5 &H 2;:;,‘;2“ g?ge'gilu{.;??ugquﬁ 2% IF 3 THEN LET di2)=8: LET 4 AUSE Sa. 80 To 11,87 M7 bBeck i
5154 Band I'LL domy Best to heip, oo faxan LEN aslex 1132 FRINT "Go where? I can‘t 4o
B ae Lrioon E ,,_,Ni\ HMEXT y: IF w>lil THEM LET df that waul™: GO TO SZ@
vl g 1) = it =
20 BERE CRTNLo S3,ECREARLE, (MSRISYs (P33 Ir ac@) om o3 THew LeT e 133R EL.A0vE RSN CD 0 1S9 L,
“ihv d some itemslying around YoU may e LET FiE)o@+iSaiue ‘ £yl GO TO_S20
L30] dant to o €olléct.Some 105x"ae }5:+144[F11T—l’l3)]+1’54— 31: LET PinS IF w32 AND Y =3 THEN GW T
g2 i3y =f - fFL2) T PEE el e : ;
‘at i 38 PRINT “than others, I alse nER En ' Th Saa’ (BI2ESIIF " ST rmp: AF 113 TRER LSRN L &
foine soat, geing tac, fnheay & 3SehelWoew zaa Hafe o o B EE i iee iy
u 320 bl1}=FN Z(15): IF bi1) ¢ 1L b :
0 the room Iexpecled.Il & &n End S THEN LET b{i1} @ S gl ‘éEEE b L e
: *BiD PAUSE ise: PRINT "SCORING 190 o PUB SomQ. mORER T IMK.® g WENy .y il , ' W
3 i 4l IF r THEN PRINT AT 1,8, "5t =
= pause so; emoir Fholice now fne  (Ll%iaihe "Tastes - roon, with® 311977 Pemrd: 37 wea THEN GO T
'- ge ¢ ;B 2 1180 GO TO 38
: ORI anLets 482 PRINT AT 21,0;"I'm Ltp & “;®%  13l9p IF w=12 ?HEN LET z=12: GO T




0 315
1195 GO TO 2588
11398 REM lobpi

1282 LET dwﬁ ig(E TO 7r="at"
Iggg LET d= UE &20: GD TO

121@ GO TO _ifa¢
IF b THEN GO TOD 31250
IF n THEN GO TO iz8@

E TO 1296
INT I am exakining the o
and"™

IF g}& AND 4411 THEN GO TO

+
gRIHT’ Yit is definitely a
¥i: GO TD sS2a

@@nlﬂlﬁ]ﬂa

e ST Y T AT uuuhumpcpupnp

=2
23
=24
=5
JE
26
16
1272
fg(
280 PRINT Do what? Please be =
Bcific.": gD To Sz
29Q FRINT I can“1 Fifhd that. I
dan‘t thinkI P:cnﬁd that up.Wha
nows?": GO TO S3@ °
299 REM inventor
330 BORDER 4: PARPER 4: CLS : IM
IBE IF h:AS THEN JPRINT "I am w
ighed down Jwith:": BO TD 1320
31D FRINT I haul With me:‘*"-
T nothin at -
320 LET =3: LET c=B: LET p=0@:
FOR o0=1 TO 24
33@ IF hior=0 THEM B0 TO 137@
1534@ IF hio)=1® THEN PRINT AT L,
c;"an “;cHfhinl)); GO TO 136@
155@ PRINT AT L,c;"a “;c$thio))
1368 BEEP .22,p’ LET pip-i
137@ IF c=@ THEW LET 0=0+1: LET
t=16: GO To 1339
1280 LET c¢=@: LET L=Ll+1: MEXT D
1585 IF h3»15 THEWN PRINT *""..&nd
my Afms are Oepttling tiredl”
1333 PRINT AT 21,@;"Press anu ke
4 to continuve...": PAUSE @: LET
f=1: GO TO 40¢
1399 REM put
1482 LET 4=5: GO 3UB 630: IF b T
HEM GO TD 14350
1410 IF n THEM GO TO 1iE80
1420 GO TO iz
14320 FOR c=e+3 TO 7: IF i%ic TO
C+2) ="bag" THEN B0 TO 1458
144@ HEXT €; PRINT "Ptt it in wh
at, ”;Pi}”?‘ G T p=yel
145@ FRINT “"With pleasure, iP%;
AN CLET h= e § GO TO =20
14899 REM dr
is9@2 IF ial ="§‘ THEN LET Jd=6
GO _SUB B83@: F THEH GO TO i1iS3a
1810 IF n T H G0 TD 123
1520 O TO ap
1338 LET t=0: FOR x=1 TO 29
%Esa BEEP . S,1: LET t=t-1: NEX
=
1555 IF 4=8 0OR Y=8 THEM LET hio)
=y
1IE@ FOR 2=1 TD IF blH'—E THE
H LET bi(x}=hito) PRINT "OK, “iPS%
i": What's next?": GO To Sb7e
}g?ﬂ ME¥T M: GO TO AS7TG4FR z (2) %
1288 PRINT Oh de&ar, it*s oone d
cwn a deep hole, OUYt OF reachl
What now?": G0 TO 2070
1590 FPRINT "IL’'s disappeared! An
invisible rembin has =tolen i
t! What now?™ GO TO 327@
1559 REM destcribe
1529 IF isid TO B)= gr"” THEM LET
d=1@: GO SUB 6320: IF b THEN GO
T 1858
161i@ IF n THEN GD TOD i2s80
1620 GO TO izo@
1232 FPRINT “The Way is bArred by
the guard."”: LET 4a6: 20 SUB a3
@: IF b THEN GO TO 1850

1548 PRINT

wHe won't let me passy
now?"; GO TO 539

What £
1550 FﬁUﬁE 1&@: EOINT BT EB.B;"Tlt
he suard ta FEE mY tickRet and (W F

HI
m
I

|
TO S)1="nK" THEN LET St
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more disgusting nature
than that!

Of course new adventur-
ers may well withtocuttheir
teeth on one of many text 'n’
graphic games currently
dominating the market;
after all, they certainly seem
in vogue at the moment.
However [ would cheerfully
put my head on the line and
advise against it. Very few
of them are suitable for the
uninitiated, not because I
think they're particularly
bad, just BORING. Believe
me it's no fun watching a
location slowly redraw itself
for the umpteenth time! It
can put vou off adventuring
FOR LIFE, if not longer.

That said I'll now contra-
dict myself by recommend-
ing the text'n'graphics of
PROJECT VOLCANO (for
the Dragon 32 and 48K Spec-
trum from Mission Soft-
ware). [t'sthe firstofawhole
slew of games which you, as
a member of the Mission
Secret Agent Club, will he
invited to participate in.
Apparently a top secret mis-
sile command centre has
been discovered hidden
below an extinet voleano on
the Rumanian and Yugosla-
vian border. It represents

the heart of a massive mis-
sile complex covering the

entire Soviet block and you,
as a budding Bond, have
volunteered to disable the
place.

The game comes complete
with an extensive briefing
kit and is enormous fun.
Says Mission’s head
honcho, Brian Goldsbrough
(otherwise known as Com-
mander Q) “We're inviting
players to become part of a
Secret Service, offering
them missions which will
lead all over the world, It's
not like a one-off game, it's
an invitation into a role-
plaving situation.”

Nicely drawn

Less impressive is the
loudly heralded TWIN
KINGDOM VALLEY (for
the Com 84, BBC and Elec-
tron from Bug-Byte). Unlike
PROJECT VOLCANO
which utilises a small gra-
phics window, VALLEY
etches oh-so-carefully over
the entire sereen, and while

some locations are nicely
drawn a great percentage
are nigh on indecipherable.
Playing the thing rapidly
degenerates into a “Gee, |
wonder where we're meant
to be now?” kinda situation.
A woolly adventure if ever
there was one,

Customs

Adventuring itself is
something of an art. The
game has evolved its own
rules and customs, the
awareness of which can
make all the difference
between successful playing
or total humiliation.

Here's a few simple tips to
help you on vour way:

*Always check your
inventory before embarking
on an adventure; you never
know what could be clutter-
ing up your pockets.

*If you're given the choice
of friendship or violence
when encountering a crea-
ture, alwavs opt for the
former. Good manners
sometimes rveap rich
rewards. However, if vou're

offered no such choice des-
patch the thing as soon as
possible. No poeint in play-
INg Ccoy.

*Don’t believe all vou see.
Should vou see a rickety
bridge across a chasm, you
can bet it's not there to help
you cross! Avoid the
obvious.

*Read signs, and if they
sound odd, say them out
aloud.

*Examine or search
EVERYTHING. It's there

for a reason.

*Wear whatever can be
worn. Helmets, gloves
up well,

Hifﬁlers. Tog

ap your progress. This
is an absolute necessity. Use
graph paper if you can and
mark each location with a
descriptive note. DON'T
attempt to draw the descrip-
tion of the locale, it doesn’t
work that way.
*Swear continuously.
Following all this and
you'll soon be in business.
The club’s an odd one, but
there's massive fun to be
had. Happy hunting, gang.

()
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THE GAME is coming — it's
going to be Tron’s Revenge on
millions of prime-time Satur-
day evening TV viewers. After
this videogames quizshow
watching TV or playing your-
self will never be the same
again.

It's nothing to do with educa-
tion (ala Beeb). Ortradition.It's
goteverything to dowith fun . ..
and the future. What will begin
this coming autumn as a novel
quizshow could well go on to
become the first-ever fully
fledged interactive TV.

John Meade is producer of
The Game at Yorkshire TV and
he would only give out a few
guarded hints to BIG K about
what to expect: “TV is such a
dirty game,” he explained. A
pilot programme was shot in
utmost secrecy. But Steve Lov-
ering, a creator of The Game's
concept, did peel back a little of

the protective coating on what's
already being called VIFX —or
the effects of modern TV,

What these men have doneis
to put together the integrated
digital technology required to
merge signals from a video-
game with both live studio film
and preshot location film to
create asinglecollage, And they
decided first (o apply this tech-
nical genius with showman-

ship and panache in a giant
leap towards The (uitimate)
Game,

“I want competitors to be able
to play from their armehairs —
its technically possible today,”
said Lovering. “It will happen
as the concept of The Game is
integrated at higher and higher
levels.” He's the creative direc-
tor with the giant Hutton Com-
pany (who design the ads), A
professional visionary.

Imagine the screen, You'll he
sitting at the keyvhoard playing

Writing your own Adven-
tures isn‘t as arduous as it
used to be, thanks to a neato
invention called The Quill.
Commercial adventure pro-
grams written with the aid of
this remarkable system are
already appearing on the
shelves.

DAVE RIMMER has been
getting his fingersinky . . .

THE QUILL — price a mere
£14.95 — issimply brilliant. It’s
an “adventure system” that
provides yeu with all the neces-
sary mechanies of a text adven-
ture — 225 possible locations,
objects, events and so forth —
but leaves it up to vou to deeide
what the locations are, how
they connect up, what objects to
find, whereto leave them and so
forth. In short, you write your
own game, And that, frankly, is
more fun than playing most of
them.

If, like me, you're fed up with
the siandard sword 'n’ sorcery,
kill-the-goblin-find-the-
treasure plotline, then this
thing is a Godsend. It can he

a game first off — viewers at
home will see a split-sereen of
vou playing the videogame, and
the videogame screen action as
well. But anvbodv who's
watched darts on TV will know
that this kind of presentation
can get pretty boring.

Next stop

The next step will be a televi
glon first anywhere in the
world, employing a Quanteldig-
itized graphics system, like that
used to annotate itemsinaflash
on News-at-Ten, or to create the
flying Channel Four logo to
pick up the player's image from
the studiofilmand mergehimor
herinto a complete videogames
frame: the Space Invaders
appear actually to attack the
plaver.

Toenhancethe feeling ofreal-
ism, contestants on The Game
will be dressed for whatever
period the videogame seeks to
depict. But as you can well
imagine it will still look like a
badly cut film montage. So a

anywhere and involve any-
thing vou want. You are limited
only by your imagination and
sense of humour and — let it be
said — by certain builtin
parameters of the structure (on
which more later) that are I
SUPPOSE Necessary.

A friend and I spent two
happy afternoons recently writ-
ing a game based on a mutual
aquaintance who's always
depressed. The object is to cheer
yourself up by visiting friends,
Eﬂinre shopping, dealing suc-
cessfully with parents, coping
with your job and the like. Not
as simple as it sounds. Getting
into Marks & Sparks to buy the
thick and creamy yoghurt

ou’re going to needlateron can
i;e as difficult as bridging a
bottomless chasm or kilﬁng
that belligerent goblin, believe
me, Naturally, by the time we'd
finished it was crawling with
in-'-iokes and comprehensible
only to about three other people
in the wheleof Britain, butwhat
a hoot we had doing it.

Despite what the manual
says, there's no need m{flﬂn
evervthing out beforehand. In
fact it seems to be more fun if

FENIURE A
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finishing touch will be added:
seenery provided by pre-shot
location film which is added as
a third layer o the digitized
GQuantel frame.

The overall effect is one of
"believable realism,” according
to producer Meade. [t was his
job to shoot a pilot for TheGame
i January ofthis year, in condi-
tions of utmost secrecy. This
first programme, which will
never be screened, was called
The Quest for Abigail — aspoof
on the Holy Grail story.

Adventure

An Oxford-based games soft-
ware house called Insight Soft-
ware prepared an adventure
game especially for the pilot:
this adventure houseis destined
to become a big name.

A live edition of The Game
would entail three distinet
sequences which follow the
adventure. First of all the con-
testants must guess the period,
location or flavour of the story
— it might be anything from
outer space to the inside of a
molecule. Next, they will pro-
ceed through the adventure's

ple, there's nothing to stop you

yital, andgou continually have

~ pile of lists and maps you have
~ inkeepcan getabitirksome, but

- market. And if you want to sell

- somewhere,

you start out with a vague idea
and slot in the comd:;lexiries as
they oecur to you. Once you've
written two locations, for exam-

slotting another in between .

i | 1]
Have a nice day
Attention to detail is of course

‘o stop and run through it. The

that's only one of a few minor
‘drawbacks. Another is the fact
that you can't change some of
the basic text: it's always the
‘rather servile “l await vour
Ainstruetions”, for example, and
the sign-off line is invariably a
sickly rejoinder “Have a nice
\ﬂﬂg . But these are quibbles,

- Put a bit of work into The
Quill and you can write a game
‘a5 quick and slick as any on the

ane you've written with The
Quill, the anthor asks only that
wou give his system a mention

~ And now all the legwork has
i taken out of the writing,
naybe some more will go inta
eating new types of scenarios
Ill}mhlems. n other words,

e its bye-bye to that
ody goblin.

'
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machinations to uncover a
hidden secret, fighting mons-
ters all the way, intheshapeofa
guest personality. And finally
they must work out just who is
the mystery personality,
Insight weren't saying which
micro The Quest for Abigailwas
written for (though en educated
guess might settle as the Thorn-
EMI Wren.) The choice of hard-

ware is likely to cause a battle
roval amongst the suppliers.
And YTV weren’t saying
whether Insight would be
emploved to write or commis-
sion all ofits games software, or
how 1t would be distributed.

What is clear is that the TV
station and an off-shoot of Hut-
ton’s called Ventech will collab-
orate to market each videogame
as it is used in the show. And
Ventech would like the pair to
agree either a 'YTV-logo'
machine or some standard
which eould also be promoted as
an accompanying machine for
The Game.

When it comes down to the
nitty-gritty of marketing The
Game detail becomes difficult to
find, whilst prognostications
Hl"uu[ lTﬁ f‘llll[]'f' areg maore
forthcoming.

Ventech is talking to that
Prism/Micronet/ Transam con-
sortium which is getting
involved in evervthing from the
maooted ITV games machine to
games software juke-boxes.
Prism made its millions selling
Sir Clive's baby mail-order,

But itisn’t clear whether they
are tryving to get the right touse
acut-down version of that Wren
micro (a bit steep for games
players at£1,000), or just access
to the Prestel-based Micronet.
Whatever comes of this canao-
dling is sure to be a bit special,

Asthe prime distributor, Ven-
tech would be handling the sale

of software, But as a creative
ally, it would also be looking to
realise the potential ofthat tech-
nology which makes The Came
special for television,

Potential

Consider what Lovering had
to say about that potential: “I
see the TV as just another form
of access to a screen, with the
potential to bring anythinginto
people’s living rooms. One day
there will be as many micros as
there are now TV in the living
room, so we have got to start
thinking about how they might
work together, This could be
live, interactive television.” he
said.

In principle Micronet 800
could be a vehicle to link people
who have the more popular
micros into the TV studio “live™
using just an inexpensive
modem and the telephone/Pres-
tel connection.,

This basic network could
accommodate up to a hundred
simultaneous players of The
Game. Huttons took the possi-
bilities so seriously that they
looked in to all kinds of spin-off:
viewers’ “live” response to pro-
grammes or advertising is
under consideration: fancy
being able to tell politicians
where to get off: or alter the
ending of Coronation Street!

But of course this kind of
two-way link could never be on
thesamescale as thelocal Cable
TV franchises due to start
during 1985 — unless the broad-
cast TV companies invest a
great deal more in digital tele-
phony, studio equipment and
the large controlling computer
systems like Quantel.

Interactive

Before they can begin tothink
about doing that they will need
some indication of how we, the
audience, react: now they look
like getting that chance with
The Game.

“We are thinking very, very
hard about the possibility for
interactive television, having
made this technical break-
through,” was about the only
comment producer John Meade
had to make.

When the ITV companies
finally agree to screen The
Game in the autumn it will
probably replace that awful
quiz show ‘3-2.1', Dustybin and
all. More importantly it willbea
major boost for the home com-
puter market and is destined to
become a primetime advertis-
ing slot for them early on Satur-
day evening,

Whichever micro The Gameis
eventually played on, the spon-
sors could be looking at thekind
of perpendicular sales growth
that Acorn scaled after its link
to television. And thankfully
micros won't just mean educa-
tion anymore The Game
might not even be remotely
good for you.
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EXPERIENCE THE DEVASTATING SOUND OF MICROSPEECH ON YOUR SPECTRUM
u EVERYONE FINDS IT FUN BECAUSE IT'S EASY TO USE
(it says any word you want it to say)
M EXCLUSIVE TECHNOLOGY MEANS ALL SOUND IS NOW PUT THROUGH YOUR TV
M AND THE GAMES WITH SPEECH............. SPEAK FOR THEMSELVES

{some of thesa games are new versions of original p rograms)

AND THIS ISN'T THE END OF IT!
NEW PROGRAMS FROM

POSTERN
VIRGIN
SALAMANDER
VISIONS
INCENTIVE
MIKROGEN
SOFTEK
ABBEX
ANIROG
AUTOMATA
HEWSON CONSULTANTS
RICHARD SHEFHERD
SOFTWARE PROJECTS
THOR
FANTASY
MICROMANIA
M.C.LOTHLORIEN

WILL BE APPEARING SO0ON

AVAILABLE FROM COMPUTER DEALEHS NATIONWIDE INCLUDING
W. H. SMITH JOHN MENZIES WOOLWORTHS GREENS

COMET SPECTRUM

You won't wait long when you order from us!
Send to: MICRO SPEECH OFFER, P.O.BOX 1, GATESHEAD NE8 1AJ
lephone: NEWCASTLE (0632) 824683 - ~ i -
f R COMPLETE DETAILS ARE ON OUR LEAFLET

Ple send me .......... MICRO SPEECH units.

T W R PICK ONE UP FROM ANY STORE

| £29.95
. IPfJ‘iTﬁI’!d‘E‘ . FJS PE ECH DNLY - EACH

including U FREE SPEECH GAME "MYSTIC TOWER"
v COMPREHENSIVE MANUAL
» DEMO CASSETTE

ccount Mo



: tertaining not to mention

¥ xund version of that famil-

arboard game Cluedo. in w.hrch

you play a detective all atsea on
the luxury liner ‘Pacific 1°. Any
ghances of a mid-Atlantic rom-
ance are rapidly sunk with the

‘arrival of an ominous telegram.

|t seems that there's a dastardly

‘nlot to destroy thelinerandalion

goard, including HRH K'm_g

David (gaspl). That fanatical

Joon Mr Sinister has slunk

‘onboard disguised &s a pas-

sengar and is at this very second

Iibusgf planting an explosive

davice somewhere. Nqa:dless_to

| sayyoumust deducehisidentity

‘before time runs out and ‘Fhe

| ship’s reduced to so much drift-

' wood, There are three riddles to
solve; the location of thg horn_p.
the object it's disguised as
(bible? teapot? pram?) a_nd “;f
identity of Mr Sinister himselT.
Once you have these :three ele-
‘ments you use the Sygpact
routine. This will tell you ifany of
‘your notions are correct. How-
aver, if you strike paydirt 1_he
gomputer won't tell you which

glement is right. You rn_ust so.ﬂlue
the mystery by deductlon._lt sa
nicely executed idea, with a
multi-player option that _rnakes
it a winner in the 'f_amlh,r fun
department. If you'reinto b-::uan:ll
games this could be well wort
investigating. — S.K.

Game: DEATH CRUISE
Maker: VIEGIN GM&’_;‘\?::
Machine: DRAGON 58

Format: cassetie

; £8.00

LVIDEO GAMES - COMIPUTER GalES

\_»— | VAS ONLY
OBEYINK ORDERS

Basically (
turret. D
your he

yril} the idea is that you man a revolving 75mm AA
on your head come the enemy paratroops. Downon

mid-air is extreme
Ay
of the tur

sions). You have your
the way,
certaincombination
mentand blasting ¢ apparent mome
crash. Result: death. | assume this is
apparent plot justifi
d again a dir

Devils to get themselve
All in all an u i

plotline and an unhappily b

you don’t need it. As if you

OFTWARE |

Machine: COMMODORE 64: VIC-20; SPECTRUM 48K |

Format: cassette
Price: £599

| Rating: none = Could Be Better

= Could Be Worse

= Unsurpassable

Game: SHUTTLEZAP
Maker: DRAGON DATA
chine: DRAGON 32
Format: cassette
Price: £12.95
Rating: nons

N

WE HRYVE BORE-OFF

VOLGA
SPACEMAN

WHEN YOU overlook the
crude graphics; when you
overlook that this game js
for the unexpanded VIC:
when you overlook the fact
that it has about as much to
do with cosmonauts as
black bread has to do with
pretzels; then Cosmonaut
isn’t a bad game,

It’s your basic running,
jumping. standing stil
game. To free your trapped
spacecralt you must

Naff NASA nonsense that's
quaranteed to induce interga-
lactic size yawns. As pilot of the
slowest space shuttle ever
bolted together you must craw!
inta the upper atmoshpere and
disable a fleet of hostile alien
satellites. Presumably by boring
them out of the skies. It's a
punishing task. Shuttlezap is in
fact a futuristic cousin to
Dragon Data’s other notable
dodo. Jumpjet. As before a rea-
sonable concept has been sunk

descend through several by the use of Basic, which is far
stormtrooper-infested levels too slow for this kind of pro-
""qw”.;:';lﬂ i gram. But like its predecessor it
Lifts ca tthe levels. features some impressive
The starmtroopers shoot to speech synthesis. Strange eloc-

kill. tromic comments pester you

OK for a wet afternoon RB, Ride il g game. It's like
Game: COSMONAUT having someone with a bad
Maker: MELBOURNE throat hanging over your
HOUSE shoulder. A pity the routines
Magchine: VIC 20 couldn’t have found their way
Format: cassette into a better gamea. All in all, not
Price: £5 95 the right stuff. — 5.K.

IDE[
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From the moment the go button
is thumbed Bandits Ar 3
O'Clock shows its class. Two
figures break from flight HQ and
race for their biplanes which
leapinto the air (at a touch ofthe
‘climb’ key) aftera shorttake-off
run. Then it's each player for
him(or her}selfas the twoplanes
engage in deadly dogfights.

. Only a shot to the propeller
will down your enemy convine-
ingly. As the loser ploughs into
the soil a gravestone marks his
demise. Accumulate enough of
these and your opponent's
runway length is reduced
making takeoffs decidedly
tricky. Nice touch. Seven kills
and you're the victor.

SCORE & WEEn »
KXk :

To this already good mix you
can add tasty ingredients like
flak, clouds, airship obstacles
and nightorday modes, all easily
called up from an options menu.
There's also a useful single
player practice mode. | would
have liked a full single player
option but Bandits is designed
for and best played by two
people.

Bandits is one of those rare
games that can be classed as
sheer fun. It looks good on the
screen (graphics limitations of
the electron aside), is profes-
s&onallyplesnntedandhasavaw
high level of play value. Anabso-
lutely wizard game, chaps. —
R.B.

Game: BANDITS AT

30 CLOCK

Maker: PROGEAM POWER
Machine: ELECTRON
Format: cassette

Price: £6.95

Rating: KK
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rhlr"uqf; there would be an
: our graphics
L;_arm|r|:|1 along the lines
the BBC micre
Altachedtoth

cations with the
would bP

included, wnh a Iarg
ulnr\,f than
the
x and correct
hy not be fun
and ed onal at the
same time?) Output from
the computer would be
Iy by a speech sy
: module, allowing for
inter-part argument
stereo sound
thrown in. dedphcun 5
[ course, optional
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Pete (“The Hat"’)
Neale (with Peter
Ohlson) of
Salamander

Software.

“Given as much moneyas
wanted I'd like a s
large and pe rwvrlulvnuuqh
to run the bigg
geons & [
paign in the
“Firstly, the

would haveto

fastto be able OpE

the large number of people
participating in the game
This CPU would be some-

and non-player characters
mel.
“The last and pnwuhh,f

Juncti
ed fur
iur

Qrammers 1o

g stem up and
running at E||| tim And,
ough change
:uld all live

Y

. linked worldwide

satellites in
stationary orbit.

ach CPU would

t 1 gigabyte of

ard disk storage.

“At the user

so that v
happily ever

Projected cost: Around £10
billion (not including cost
of satellite launch vehicles
or VAT).

end of

Gre atin.' -

~ Disgusting

What would you buy if you could buy what you want —
money no object? We asked a panel of experts to unieash
their rmagmatrons — and their greed. -

: o
""-‘;WY

“Working each day with
Imagine’s powerful Sage 4
mini computer[12mbWin
chester disk drive and Tmb
RAM)] onwhichwedevelop
our games, makes coming
up with a dream rig diffi-
cult. But | think that at this
time [would very muchlike
to have a Sinclair OL,
simply because it's the
68000 based machine
with the best instruction
set.

“To my mind the QL's
only drawback is the Mic-
rodrive storage system but
someone is bound to come
up with a ‘proper’ diskdrive
for it so that won't worry
me too much.

“With the basic QL I'd
like a good quality monitor

lan Weatherburn:
Imagine Software
programmer.
Author: Zip-Zap
and Alchemist for
the Spectrum.

and a printer — the inter-
faceisalreadybuiltintothe

0L, plus, of course, the
better form of storage
needed

“The QL is of course still
a very new and unproved
machine but | like the look
of its graphics capabilities.
Although it's being pushed
asabusiness microthere’s
a lot of talk aboutgames for
it. Some people have spec-
ulated on ‘super’ adven-
ture games, utilising the
128K memory. That
remains to be seen. | think
there’ll be games equal to
at leastthe best level onthe
Spectrum to start with and
then they'll improve as
people gain more
experience.”

Projected cost: £1,000.00

Greed Rating: ‘
surprisingly low




oes what it
ating on
ingredients for

Paul Walton:
computer
journalist.

"My dream machir

MB 3 ou in; and
ctrex mini o ; ot Tha

down to the vector
{or VECTor
EXtra) graphics screen, a
powerful | ick con-
troller and :
chips
imagination!

graphical
Why was | lyri
something which |
ord to buy for m
5y — be i
rd over
games in
rtment.

rtoons; the
on’t want
mem cr;""-' —Oor
lour,
“I'm a man of modest

Walton owns a
0+ Wang Word-

Projected cost: £150.00
[with software)

Greed Rating.
humble to the point
of absurdity i

Justin Whittaker:
freelance
programmer.
Author: The Lone
Raider for Atari

Home Computers.
“Given unlimited cash I'd
like the top of the Atars
Home Computerrange, the
1450XL0D  with built-in
dual disk drives (unfortu
nately not onsalein Britain
yet). To that I'd add a very
high guality Sony monitor
and an Atari 1027 letter
quality printer.

“Graphics are very
important inwritinggames
sotohelpmeinthatareal’ll
have Atari's Touch Tablet
and the 1020 four-colour
plotter, for working out
designs and printing out
screens,

"A speech synthesiser
would come in very handy
to de-bug my listings. I'd
get the computer to read
out the listing so that | can
check it as | go along!

T'o make my work even
easier I'll have a modem so
that | won't have to keep
travelling up to Atari’s offi
ces — Il just phone my
games in! A Winchester
disk drive would also be
nice so that | never need
buy another disk again.

“I'll settle, too, for a
really responsive joystick
One called Le Stick will do,
It has no moving parts. You
just hold it, move your hand
around in the direction you
wish to move the ohjects
on-screen and mercury
switches do the rest,

“Purely on the hobby
side, | like music so | guess
Il link in a synthesiser to
my rig plus, ‘or good mea-
sure, a multi-track mixer
with which | can play
around with my
compositions.

"l think that'll do me for
now, "

Projected cost: £3,000+




Tony Tyler: Editor,
Big K.
"l suppose it's indicative
that what | ended up with
— after throwing out a load
of junk | may tellyou — was
almost equally divided
between practical use and
poseworthiness.

“For the latter there's
really no alternative to

ebook Computer (50-

hacks have lately
attending launc
fairs, etc with the
cious gadgets nonc
antly under the arm — like
a Shia militiaman with his
inevitable AK47

"l spend more time word
rC Si

g ga
l'l.:.'[_]lllrf.:,"ﬂ
ble wp system; then a
do spend quite a lot of time

ame M

ability plus
since without that there's

arrange
all those

ymmaonality

to be many
ure games for me to

“It's the latter that rules

the ACT Apricot,

obvious choice as it is in
every other way. So | think
it has to be the Apple lfe
with an 80-column card
and a brace of dece i

C nt disc
25, And an excellent
ywheel printer. And a
ylcanbeready for
hen anybody else

| know gets one. And a

ir plotter so that | can
een dumps of
) phic master-
I know I'll never

Projected cost: £3.500.00

‘Greed Rating:
sizeable

Richard Burton:

computer innocent.
“When we'retalkingabout
my dream rigwe're talking
about love at first sight. |
speak of a computer thatis
yvet to come (to Britain)
the Apple Macintosh.
“When | clapped optic
nerves onto this little
beauty that was it, Jack!
Everything— manitor, pro-
cessor, disk drive — came
packed in one neat plastic
box, Add the /magewriter
{printer — another neat
box), alovelykeyboard, and
a cute little mouse and
there was all | wanted.
Even the software, word
processor, graphics
designer, spreadsheet,
was bundled in and ready

Andy Green:
freelance
programmer and
journalist. Author:
Ultima Zone
(Tansoft) and Them
(Virgin) for Oric-1.
“As a machine code pro-
grammer |'d bhase my
dream rig around the BBC
micro. It's blindingly fast
and has plenty of interfa-
ces with which to com-
municate with other
micras. Atop the Beeb
would sita high-resulution
manitor (for colour gra-
phics and 80-column text)
and on top of that a non
erasable laser video disc
for storage, with a couple
of gigabytes per LP sized
disc (who needs to erase a
program whenyou've gota
million megabytes to play
with?).

“Sticking out of the back
of the BEC wouldbea 7220
controlled Graphics
Engine. A 1024 x 1024
pixel screen in 256
colours, with hardware
zoom and pancontrolled by
an Apple graphics tablet.
This would be interfaced
through the RS423 and
have custom software to
runitandwouldbe idaalfor
producing new game
shapes and backgrounds

to go. It just looked sogood.
“I'm sarry, but!'m one of
those people that can be
seduced by a nice piece of
design work. A machine
can be as slow as syrup or
have a BASIC that requires
membership of MENSA to
comprehend, but if the
design is aesthetically
pleasing — it's for me!
“As it | neededto be sold
any further, when | actu-
ally got my hands on a
Macintash the romance
blossomed. | had the thing
up and running, doing
word processing, graphic
work and printing out the
results within 20 minutes,
without even seeing an
instruction manual. The
mouse controller com-
bined with on-screen sym

“Withthe Beeb's built-in
mega-speed assembler,
writing the code for a 65602
system is aneasy as pie. A
ZB0 and 16032 second
processor (this s adream,
right?} would have other
crossassemblerstfor alithe
popular CPUSs.

“I'd use a battery-
powered, hand-held,
Microwriter with 64K of
low power CMOS RAM
and a microfloppy drive as
a portable 'notepad’, the
contents of which can be
downloaded into the BBC
when | get home, or even
through a built-in acoustic
modem down the phone
lines if I'm away

“All this stuff is either
available right now or
could be built from parts
available now. The catch is

the bill. Dream on!™

Projected cost: £5,000.00
| Greed Rétﬁ:_g:
substantial

bols made the whole
machine just ooze ‘user-
friendliness’. Apple have
even thoughtfully provided
a handy bag into whichthe
Mac will pack.

“"Okay, it's not a games
machine. I'll take a Spec-
trum and a Colecovision to
fulfil those needs. Finally,
ta justify my dream rig, I'll
have the best modem
money can buy, access
codes to all the world's
largest databanks and
unlimited free use of Brit-
ish Telecom’'s interna-
tional service!””

Projected cost: £5,000.00+

| Greed Rating: |
| repellent
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» I[URBO CHARGE
“YOUR SPECTRUM

Outperforms any Spectrum interface

The unique Turbo interface from Ram gives you all these
features — and more —in one unit:

Or call our credit card hot line on 02514 25252 (Access and

Visa welcome),

% Avareety of interfaces including; Rom cartridges, two 9-way D plugs GUI3 gf:,i' Electronics Fleet) Ltd, 106 Fleet Road, Fleet, Hampshire

for standard joysticks, PLUS full expansion bus at rear
% Compatible with Kempston and Protek protocols.
% Works with latest Quickshot Mk Il auto rapic-fire joysticks!
# Choice of Rom cartridge or tape cassette software.
# Instant program loading with cartridge software.
% Built-n power safety device — unique to Ram Turbo.
it Full one year guarantee.

 Immediate availability — orders wil be despatched within 28 days
of receipt of order .

% Incredible value — only £22.95,
So don't wait around —simply complete

he coupon and send it to us today,

Please send me:

— Spectrum Turbo Interface(s) at £22.95
+ £1 p+p (overseas orders £3p+p)

— Quickshot Il Joystick{s) at £9.95
(Only when purchased with Turbo — normally £12.95 + £1 p+p)
| enclose cheque/postal orderor charge my Access/Visafor £_

Ei)
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building an
programmer,
how to g
orders.

LAST MONTH'S article des-
cribed howtobuildan EPROM
programmer for the BBC
micro; this month's tells you
how to organise your own
assembly code programs so
they can be used in the side-
ways ROM system.

Note that the sideways
ROMs aren’t supported by
operating systems of less
than 1.0, solsuggestifthere’'s
anybody left with 0.1 then
graba 1.2 quick: youcan‘tuse
discs or the Wordwise up
system without one.

All sideways ROMSs live in
the address range &8000 to
&BFFF, only one being ‘active’
at any one time. The number
of the ROM currently selected
is determined by a latch at
&BFE30, and operating system
commands exit to select a
particular ROM.

Although you can have up
tofour sideways ROMs on the
standard BBC, the operating
system can handle up to 18,
and ‘extender’ boards are
available with empty sockets
to make up the full
complement.

Paged ROMs are used in
several ways by the BEC, Qne
isselected upon ahard’ break
or power up as being the
current language (usually
BASIC). The language ROM is
selected by scanning the
ROMSs from number 15 down
to O, and using the first lan-
guage found.

Discs

Whenever the language
wants to talk to an 10 device,
say discs, itasksthe operating
system (which is NEVER
switched out) to do it. The
operating system noteswhich
ROM called it up, and selects
an appropriate specialised
sideways ROM to do the dirty
work. When the access is
over, the specialised ROM
(the FILING SYSTEM ROM)
goes back to the operating
system, which reselects the
langauge ROM and returns
back as if from a simple
subroutine.

For the moment, we’ll
assume you've got a machine
code program you want to
blow into EPROM and use in
your machine like you'd use
Wordwise. You can’t just

f his two-P
In the Sﬂcaf:fdo(;?eratin EPROM
NDY

ive those by1es

G REEN describes

art series on

their marching

plonk the code in and hope,
because the operating system
has to know some vital facts
about what the ROM isfor. Isit
a language or a filing system
ROM? What's the name of the
ROM?

So the first twenty-thirty
bytes of each ROM are given
over to answer these impor-
tant questions.

Byte Contents

00-02  jyp to language
entry

03-05 JMP toservice entry

(]3] ROM type (use &81)

o7 Copyright pointer

08 Version number of
ROM

09...  Title string, printed
if this ROM is
selected as
language

xx-¥x+3 Always
&00,&28,843,&29
{C)

xx+d Copyright message,

terminated by an
&00 byte

The rest of the ROM is for
your program.

The service entry is a little
more complicated. Whenever
anything weird or moment-
ous happens inside your BBC,
the Operating System sees if
it can handle it itself, and if it
can'titasksthepaged ROMsif
they know anything about it.
Each ROM must have a little
routine to answer questions
put to it by the O5. This sub-
program is the service
routine.

All kinds of strange ‘servi-
ces’ are sent to the sideways
ROM system, but only two
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D255) : P473= (Pyp]
=P%: CALLTROUT: GO

FIG.

need concern us, the *HELP
expansion service and the
unrecognised " command
Service.

Typing *HELP will list all the
ROMs currently in your
machine (with the exception
of BASIC ), so we’ll want our
new ROM to support this

Wheneveryou type a * com-
mand, the OS searches
through its own little diction-
ary of * commands it knows,
eg "HELP, *TAPE, *FX. If the
command isn't found it
doesn't give up yet — it asks
the paged ROMs if they know
the unrecognised command.
Each ROM should respond to
itsown nameina*command:
for example Wordwise can be
called from BASIC by typing
"WORDWISE. This wasn't
understood by the 0S, so it
asked the paged ROMs if they
knew the command, the
Wordwise ROM recognised it
and hence selected itself as
the current language.

Service

The OS communicateswith
the service routine with the
AX and sometimes Y regis-
ters. The Accumulator always
contains the Service Type that
i5 being requested. A zero
indicates that another ROM
has alreadyansweredthe ser-
vice call, and the OS is just
going through the rest of the
ROMs as a matter of course.
An &04 indicates an unrecog-
nised * command has been
made, and that the command
can be found at (&F2),Y.

An 809 means the userhas
just typed *HELP and can you
please announce yourself,
The rest of the line after the
"HELPispointedtoby|{&F2),Y,
enabling the ROM to answer
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specific queries. For example,
typing *HELP UTILS with the
OFS ROM will tell you all
about the DFS utilities, A
"HELP <Return™ means the
ROM should respond with its
name only.

The X register contains the
ROM number that the OS is
currently looking at, from O to
15. The contents ofthe Xand Y
registers should be
preserved.

Routine

You should exit from a ser-
vice routine using a RTS
instruction with the accumu-
lator set to zero if the service
was performed by this ROM
and shouldn’t be offered to
any others. If, asinthe *HELP
instruction, the service was
performed but should be
offered to the rest of the paged
ROMs as well, or the service
wasn't performed at all, the
accumulator should be pre-
served at the value at which it
entered the service routine.

An example ROM identifier
section and service routine is
given in Fig.1.

Sideways ROMs can also
be used in the ROM filing
system mode. Yes, the ROM
filing system! You can selectit
by typing *ROM (like *TAPE,
*DISC)and it works rather like
the tape filing system, only
you obviously can't save any-
thing to ROM,

Speech

BBC owners who add a
speech synth to their micros
also finally get to use the
mysterious masked 'hole’ on
the left-hand side of the key-
board. This is for use with
‘'serial’ ROMs which also

work on the ROM filing
system but aren’t accessed
the same way as sideways
ROMs. Serial ROMs should
be available shortly — that's

an "Acorn shortly’ . . . a new
word for eons — containing
extra word sata for the speech
system (which badly needs it),
as well as games and the like
from Acornsoft.,

More data can be found on
serial ROM protocols in the
excellent Advance Users
Guide and Acorn do one of
their great Application Notes
on the subject.

Millions

Before you rush off 1o look
up the data and manufacture
serial ROMs in millions,
remember that only peaple
with the speech synthcan use
the serial ROM capability,
which ain't many. This may
account for the reticence of
Acorn re: serial ROM soft-
ware (in sharp contrast to the
prompt and efficient service
they are justly renowned for)
Yeah. The moral of the story is
do your ROM software in side-
ways format for now.

When developing your soft-
ware to run as a sideways
ROM it is more than a little
wise to plug in a ‘sideways
RAM' so that every time you
make an alteration you don't
have to blow a new EPROM
... An BK wide 6264 RAM
chip is pin-compatible to a
2764 EPROM and can be
plugged into some sideways
ROM expander boards nota-
blyWatfordElectronics board
and the Sir Version 2 board.
You can’t just plug it into a
normal sideways socket.

Sideways

The program in Fig.2 works
like the "A’ programs in Goad
Your Code (last month),
assembling source files one
byone —onlyinstead of send-
ing the machine code to
another micro or storing it on
disc, this program stores it
instead in a sideways RAM
chip. The socket number that
the ram chip is in should be
put into the variable SOCK.

Note that the BBC will only
talk to ROMs that were in the
machine atthe last BREAK, so
you may have to hit break
before the BBC will recognise
that your RAM-ROM exists.

Rum, eh?

SUFFERERS
from hi-tech paranoia on this
or any other subject should

Write to:
ANDY GREEN
BIG K, Room 2026,
IPC, King's Reach Tower,
Stamford 5t., SE1 9LS.




FROGRAM: MINI GULF

O REM ADAFTED FOR WIC BY H. COLE

10 0=34875:FOR J=0-1 TO 0+2:POKE J,0
tNEXT:FOKE J,15

20 FRINT"[CLEAR,DOWNBI"TAB (&) "LRVS]
MINIATURE"SFC(15) "GOLF LRVOFFI"
:FOR J=1 TO Z100:NEXT

30 A" "1 BE=A%+"[LEFTA1"
1 I=50R{(2) /2:PRINT" [CLEAR, RVS,
DOWNLIBI"ASABAS" L2 i

40 FRINT"LCRVSIDIRECTION C[RVOFFI"A%"

[RYS] B1.5SSTRENGTH [LRVOFF1"as"

[RVESI? I 3"

PRINT"CRVSIHOLE [RVOFFIOLRVYS]

FAR LRVOFF] [RVYS]

= mm STROEES [RVOFF ] LRVS]

tRVUFp] [RVS] s [UPSIM

&0 R=30720:T=474F:F=1:FOR J=38794& TO
38905: B=0: IF F*14 THEN B=4&

70 FOKE J,B:F=F+1:1IF F=23 THEN F=1

80 NEXT:FOKE 8185, 1460

0 FUOKE O+4,FPEEK(T): T=T+1:MH=FEEK (T)
tFOR J=7Y4&B0 TO 8075: =M

100 T=T+1:B=FEEK{(T): IF B<H THEN M=E
:@=M: GOTO 10

110 IF B4214& THEN G=B-B:GOTO 190

120 IF B>223 THEN K=T:T=5%74+3I%B
1 BO0TO 100

130 IF B=28 THEN T=K:GEOTO 100

140 IF B>128 THEN A=1&40:F=H-12%
:GOTA 170

150 IF B<Z8B THEN A=FEEK (4515+EH):F=0
:80TO 170

1460 B=(B—7: O=FEEK (&&442+E/70)
tF=B-20%INT (B/20)

=18

170 FOR B=J TO J+F:POKE E,A:POKE B+R,0
TNEXT:Jd=J+F: NEXT -

180 FOKE B154,PEEK (T+1) s M=PEEK (T+2)
¢+ N=PEEK (T+3) : POKE B147,PEEK (8147) +1
s T=T+4:0=126

190 F=32;W=F: X=M+RND (1) /2: Y=N+RND (1} /2
 P=76574+22KN+M: K=FEEK (F+R) t FOKE F, A
1POKE F+R, 1

200 FRINT TAB(32)E$"[DOWN]"B%
:GOSUB BO0O: PRINT TAB(32);:POKE 0,0
tFOKE 0+2,0

210 GOSUB 830:IF J>13 THEN PRINT"CUPSI
" GOTO 200

220 B=-J¥/&6:FRINT"[UPS]"
sFRINT TAB(S54) 3 : FOKE B8130,563

230 GOSUR 830:IF J>10° THEN PRINT"[UFS]
":PRINT TAB(S4)B$;:60T0 230

240 POKE O,232:0=10%J+7. 1 XJ¥RND(TI) +.4 |
$C=C+1:E=E+1:GOSUR BOO

250 FRINT"[RVSI"ASATA$"12 [UP21":D=p E;

.

1V=Y:UsX

260 5=0:POKE 0,0:FOKE 0+2,0
tIF F=32 THEN &30

270 IF F=99 THEN 410

280 IF F=100 THEN 430

290 IF F=101 THEN 450 4

300 IF F=103 THEN 470

310 IF F=78 OR F=77 THEN 5%0

IR0 IF F=233 THEN 530

330 IF F=223 THEN S10

340 IF F=105 THEN 570

350 IF F=95 THEN S50 A

360 IF F=174 OR F=218 THEN X=U
:6O0TO 650

370 IF F=140 THEN Y=V:GOTO &50

/jh*ﬁ

=




B+R, 2

P
S

471 +1

0,0

[UPs1

(UFPS]
[}+.4

:D=F

380 IF F=81 THEN &10

370 POKE D+2,200: IF F=102 THEN 490

400 IF F=127 THEN J=0:5=3:60T0 &3¢ _

410 IF COS{(B}>»=0 0OR Y-N>.5 THEMN &30

420 B=-B:B0OTO &Z0

430 IF COS{B)<=0 0OR Y=N<.5 THEM &30

440 EB=-B:G0TO &20

450 IF SINCBE) »=0 OR X-M>*.5 THEM &30

450 B==1%B:60T0 &20

470 IF SIN(B)<=0 0OR X-M<.5 THEN &30

480 B=-1¥B:G0TO &20

490 B=B+¥RNDA(TI)/4-/8:J=J-14
tIF Jd<1 THEN S=4

SO0 GOTO &30

510 IF COS(BY<Z AND SIN(E) *»-7 GBOTO &30

320 6OTO S40

330 IF SIN(BI<Z aAND COS(R)<Z BOTO &30

540 GOTO 580

350 IF COS(B) »-I AND SIN(E)<ZI BOTO &30

S&0 B=/2-B:G0T0O &20

S70 IF SIN(B)>-Z AND COS(E)»-Z GOTD &
30

580 B=3x/2-B:GOT0O &20

590 IF P=D THEN 430

600 ON F=74& GOTHD 5&0,580

610 FOKE O,140:J=J-8. : B=BR+kRND(TI) /9
=/18:IF J<4 THEN 5=2

620 POKE 0,215:0=J-3

630 POKE D,W:POKE D+R,K:FOKE F,A
tK=FEEK {(P+R) : POKE P+R, 1:W=F:D=F: (=4
:IF J<1 THEN 730

40 J=aJ-l:V=Y:U=X:¥Y=Y+.49%COS(R)
X=X+ 4FKSIN(R)

630 M=INT(X) :N=INT(Y) :F=7457+224M+M
tA=FEEK (6464F+INT (2% (X=M) ) +2% INT (2%

(Y=M)) )

&40 IF F=D AND A=(0 THEN &40

&70 IF N*1B THEN Y=¥Y-,5:G60T0 &S50

680 IF N<1 THEN Y=Y+.S5:607T0 450 o

490 IF M>22 THEN X=X-.5:G0T0 &50

700 IF M<1 THEN X=X+.5:607T0 &50

710 IF P<>*D THEN F=FPEEK (F)

720 GO0TO 240

730 IF S=2 THEN 770

740 IF S5=4 THEN PRINT"[RVYS]
YOU ARE IN SANDIRVOFF,UF1"

730 IF 5=3 THEN FPRINT"L[RVS]
WATER - | STROKELUP1":E=E+1:C=0+1
1 B=+B: GOTO &40

760 GOTO 200

770 FOR J=0 TO 9:FPOKE O,FPEEK(&&22+)
tFOR K=1 TO 100:NEXT:NEXT

780 IF PEEK(B147)=57 THEN PRINT"[HUME 1
GAME OYER":END

790 C=0:60T0 %0

800 S=1:11F E*? THEN S=0

Big D=%2:1IF L% THEN D=8

B20 PRINT TAB(D)C SPCISIE"LUPSI™
tRETURN

830 P4="":FOR J=1 TO &

B40 GET F#:1F FE=""THEN B40O

850 IF VAL(F$)=0 AND F$<r"O"AND F$< 2"
MTHEN 870

BLO Pé=PE+F4: FRINT F$; :60T0 920

870 IF ASC(F$1<>20 THEN S00

830 IF J=1 THEN £&4Q

B0 FRINT" L[LEFTZ21 [LEFT1";:d=3-2
tFE=LEFTH (F$,LEN(FE)-1) : GOTO 920

FO0 IF ASCIF$)C>13 THEN 8B40

10 FRINTY "::d=&

FLZ0 NEXT:FRINT"": J=VAL (F$) : RETURN
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“GOAD

CODE...

YOUR /7

.. . the 6602 Way. In the second part
of ANDY GREEN'’s series, he shows
you how to adapt BBC code for ORIC.

IN LAST month's ‘Goad Your
Code we setupthe 'A'assem-
bly control programs for the
BBC, and examined how to
use the assembly system.
This month we’'ll see how to
connect up your BBC to an
Oric-1 or Atmos, and make a
start on the example game.
For reasons of space it's been
decided to drop the Comma
dore 64 as a target micro and
instead concentrate on the
BBC itself and the Oric/At-
mos as a ‘token’ target micro

The best way to transfer
data between two computers
is to use a parallel interface.
Thisisaround tentimesfaster
than an RS232 link and
almost every micra has a
parallel interface of ane sort
or another while very few
include RS232 as standard.

Far the Oric or Atmos, then
you'll need two 20-way IDC
{Insulation Displacement
Connectors) sockets and a
sharp scalpel. Connectupone
socket tooneend oftheribbon
cable, squeezing heavily with
pliers to close upthe socketon
the ribbon cable. Note the
little arrow which points to pin
one on the socket, and make
sure that the red stripe on the
ribbon cable goes to that pin
Thisendistheendthatgoesto
the BBC's user port on the
underside of the machine.
Now take the other end and
slice it up as a Figure 1, fitting
it into the other IDC socket as
shown in Figure 2,

Bumps

The second socket goes to
the 'Printer’ port on the Oric
Note that I1DC sockets have
little bumps on one side, so
you can only insert them one
way,

Since the first article was
written | found out a better
method of getting the data
into the Oric or Atmos, so
you'll need to use the pragram
in Figure 3 as the "A’ program

tinstead of the program in the
first article) if you are not
using the BBC as the target
machine,

Okay: a quick overview of
what needs to happen to get
your program running on the
Oric. At the start of a session
you load in a special down-
loader program into the Oric
off cassette (details follow)
that enables the Oric to
receive data from the parallel
link we just built.

Whirring

Start up the 'A’ program on
the BBC by pressing f9 then
f2. The disc drive should start
whirring as the 'A’ program
loads up each source file and
assemble it After the disc
drive starts up, press CAL-
H9700<Return> on the Oric
to execute the downloader
program

Asthe BBCassembleseach
sourcefile on the second pass
it sends the object code down
the lead we just built into tha
Oric, where the downloader
program accepts each byte
and stores it in the correct
location. When it's finished,
both the BBC and the Oric
return to their Basics. Youcan
now use the CALL statement
on the Oric to execute the
code you've just downloaded
from the BBC. It's quite a good
feeling to see your first pro-
gram — allwrittenona BBC —
waorking on the Qricl

The downloader, written in
machine code, is created by
typing in the program in
Figure 4 on the Oric. As you
can see from the listing, the
code that this program pokes
instartsat &9700and goeson
to &8789. After running the
program, CSAVE
“DUVARSTO0EHDTEA to
make a copy of the down
loader to tape. From now on
you'll only have to CLOAD the
downloader from tape and
CALL%9700 to use it.

FIG 1, Cutting pattern for ORIC end of ribbon cable

W NRNN §
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FIG 2. Fitting position for ORIC end of ribbon cable

If you are writing for the
BBC. then you won't have ta
worry about such hassles as
special cables . . . the object
code is stored aon disc as it's
assembled on the second
pass, and all loaded in and
executed when you hit f4.

Right! Now the assembly
system had been set up, let's
think about games in general.

Knowhow

FOR THE last five years,
almostall major newtrendsin
computer gaming have been
sel by the arcade machine
manufacturers, the coin-op
companies. Let's face it
most of the games available
for home computers have
been nothing but pallid imita-
tions of the arcade originals.
From Space Invaders to
Donkey Kong, the coin-op
people made it first,

Recently several software |
houses (notably Ulitmate and
Imagine) have brought out :
‘original’ programs, but even
some of these bear more than
a little resemblance to their
arcade siblings. (Arcadia,
Eugene?)

Some people see the home
computer 'arcade-style’ game
market dying very soon. They
do have a point — to a limited
degree. People will very
quickly tire of buying awful
Basic programs packaged in
pop art, but | suspect that
there will always be a nichein
the market for the new, good,
fast and slickly balanced
arcade-type game . . a very
large niche.

With more memory and
faster processors available
each year, games are going to
become more and more com-
plicated and much more intel-

Cantinued on page 8.
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JOYSTICK *,
INTERFACE™
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Recognised as the only true Hardware Programmable Interface Module as illus-
Programmed joystick interface this product trated, complete with clipon program-
offers all the features associated with such a ming leads.

Hesign, . T — ® Sell adhesive programming chart detailing
You can use any Atari-compatible joystick how to define which key is simulated by
controller with any software for your Sinc- UPF, DOWN, LEFT, RIGHT, snd FIRE.
lair Spectrum or ZX81, not just those with a
joystick option,

Movement of the joystick is recognised by
the computer exactly the same as pressing
the appropriate control keys, and can there-
fore give the most immediate response to
that movement. The hardware programmed
design works with all possible key-reading
methods, both BASIC and Machine Code,

Eight directional movement, with or with-
out the fire button being pressed, can be
achieved by only programming the left,
right, up, down and fire keys required by
the game,

Programming is achieved by a two-digit code,
which is looked up on the Programming
Chart supplied, for each direction and firing
button, These two numbers are then sel-
ected on a pair of leads which are clipped
onto appropriately numbered strips on the
interface.

Once conﬁtgun:d this can be marked onto a
Cuick Reference Programming Card for
storing with the game. As the programming
is not power dependent the interface can be
immediately used when next switched on, KEY
The keyboard remains fullv functional and FEATURES
can be used simultaneously with the joy-

stick, * Programmable design gives TOTAL soft-
An integral rear expansion connector means ware suppost, o . 11-95
there is no need to remove the interface to  * Accepts Atari, Competition Pro, Wico, =

® One pack of ten Quick Reference Pro-
gramming Cards for at-a-glance setting
[0 ¥our games requirements.

s e i i

i e |

® 12 months guarantee and full written
instructions.

connect other peripherals, Starfighter, Quick Shot, Le Stick etc. +£1 P&EPR

NB. A recent design improvement now * Rear extension connector for all other

means that the AGF Programmable Interface add-ons. < - —‘?
works with the new Quickshot II rapid *  Free demo program and instructions. J_;; g“-"
“Auto Fire" feature, # ~

Quickshot Il JoysTick — (

NEW IMPROVED GRIP : BUILT IN STABILIZING SUCTION CUPS

TRIGGER FIRE BUTTON : RAPID AUTO FIRE SWITCH : TOP FIRE-BUTTON
AGF Hardware, Bognor Regis, West Sussex PO22 9BY. Telephone: (0243) 823337, R

FROM: MR/MRS/MISS Please allow up to 28 days for delivery.

ADDRESS

SEND C.W.0. (NO STAMP NEEDED) TO: A.G.F. HARDWARE, DEPT.BK.

FREEPOST, BOGNOR REGIS, WEST SUSSEX, PO22 9BR.

aTy ITEM ITEM PRICE TOTAL
PROGRAMMABLE INTERFACE 27.95
JOYSTICKIS) 12.95
PACK(S) QUICK REFERENCE CARDS 1.00
ZX81 0 ZX SPECTRUM O Please tick FINAL TOTAL
DEALER ENQUIRIES WELCOME EXPORT PRICES ON APPLICATION




(General Sir Jeremy
Moore, Falklands victor,,
reviews some
electronic

MAJOR-GENERAL Sir Jeremy Moore, OBE, MC
and Bar, was the Royal Marines amphibious and
winter warfare specialist chosen to command
the UK Land Forces in the 1982 campaign to
retake the Falkland Islands from Argentina. That
campaign was hailed as a brilliant and humanit-
arian use of force in pursuit of a legitimate
political objective, and General Moore himself
was widely seen as one of its major architects —
though, as he is the first to point out. he was
assisted in the repossession of the Failkland
Islands “by abouttenthousand otherpeople”, the
squaddies and sailors for whom heclearly hasthe
most enormous respect.

It was therefore with some understandable
hesitation that we approached him with the idea
of asking him to visit BIG K's offices and play —
and then review — a few representative compu-
ter war games. To our delight he readily agreed,
and as a result spent a February afternoon and
evening taking on— andtrashing, let it be said—
the state of the kriegspiel art (so far).

The games we chose to show him were
Legionaire (Avalon Hilll: Stonkers (Imagine);
Eastern Front (Ataril. and Battle of Naormandy
(Strategic Simulations): one ROM, two cassettes,
and a disc. (We were also planning to show
Computer War and Confrontation. but the
former went astray in the post and the latter, by
Lothlorien, unfortunately failed to load. despite
having run perfectlythe previous night. Alas, etc. )

General Moore tore into each game with a
vigour that — we suspect — was not whaolly
martial. (We think he enjoyed himself ) You can
read his comments on each game, as well as one
or two other related matters, elsewhere on these
pages.

\kriegspiels. . .

(Avalon Hill) gamacisl 2 very
o ]

Roman Army grid-system Start with rl:2h:aab-:.llcu?u‘o.wc e
tactical game designed by what the WHW i‘rllj[r'.
Chris Crawford. Up to ten great help| | o ?ffllﬁg i
legions of varying qualities Studies th E'ne;? I-»..aa_r.
are matched, in hostile Gaul, MeNIS at Somg o, TOV
against twice the number of length. Angther fonsiderabj
barbarians, whose compe- that Clearly an'_s ature vy
tence or otherwise can also 'ecognise L‘_I-)-E‘Ir.n, ?W”: JrU(_\ps
be specified. General Moore don’t attack ru}ep{*’” Side ang
started with three legions ldﬁesﬁhau’!wo Ul.r [‘_ N soma
against six, stood off, from units moving an ¢ nore of my
higher ground, a wildcavalry grid square it © the samg
assault, then decoyed and Which sadpy, 1 frouble
annihilated in detail the alwaysg happen I’I'; i (doesn
remaining hapless Aste- That deals wm{'d' Jre
rixes. It was No Contest. ISm of the thing. Tf ! the reg

%92 I'm nop oy echnal.

EXpress 4 f,pl;glf:;-fi‘uﬁfl to

g 1L Ot
o SEamed ""'L’Wytlod indeed LR

e,
| -

ON THE ETHICS OF IT ALL
I'm certainly not in favour of glamoris- |
ing war, because the last thing war is is pb%
glamorous. It’s sordid and unpleasant. And
any game that didn't base itself round the | :
premise that war is both morally wrong and | g
generally undesirable woulditself be wrong. e
Nevertheless, wars do occasionally have to | % 3
be fought from time to time. J

“I don’t think any sort of game makes war
respectable. As long as it is seen as a game.”




STONKERS -

Technically successful
transference of the large-
format strategic wargame
onto one-half of a Spectrum
screen. Relatively shallow in
content, it nonetheless is
visually excellent (for a
Spectrum) offering a
genuine zoom facility. Scrol-

ling is also available and
operationally smooth. Gen-
eral Moore dabbled politely
but the game title itself,
which forsomereasonkeeps
reappearing via a sort oftick-
ertape device, made him vis-
ibly restless. He thought his
son might enjoy Stonkers.

Also a Crawford design — in fact it was chosen to
illustrate two stages of ¢ ngleidea — Eastern Front has
the plotline of 7j inthe Snow —i.e.the 1941 German

Our guest rapidly grew involved i rn thﬂ easy-to-grasp
mechanics of this spe ular gam arian-like, he
punched massive holes through the r tanks of the
Red Army and drove through the Byelcnrus:sian plains
towards Moscow. The sound

; mpanied by a sinating c
the his

¥ 'DIT‘IID]-j_
EN on the




Let excitement invade your home computer! IN"A S|0" 288
Travel to Alpha Centauri. Enter the Vortex.

Command the ground missiles, or join the
shoot-out at the O.K. Corral!

Ll Rl
there was no escape, he had lo enter the X and het on his skills!
grahhed the manual contrals and with tion fired both
: . EXCELLENT SOUND KEYBOARD OR JOYSTICK, REC MODEL B
LSO MAILM!LE ON ACORN ELECTRON CASSETTE FOR E7.95.

1ES WING
.. he glanced at his #ua“ els, a. ilw E g time. He

had to $wing round thro nhum n{ k.n; pmfucm
he knaw, in iwo minutes the game

REALISTIC
COMBAT, SUPERB CDNDIEI‘.‘IN BBGﬂOEEL R&.ﬂ'-ﬂﬁ G-ﬁSSETTE £11.95 DISK.
Spooks b Spiders T

perhaps, very slowly, he could reach the cellar — qum;,r he :%
cllmbmg down, fool & a% the giant spider dived
SOUND EFFECTS, EXC ﬁr qmmcs ch

£7.95 CASSETTE; £11.95 ‘&. .
HOW TO fJFIDEH You may purchase A .|1m Garmasiialit i okt mﬁr;ﬁohwahw. e ‘
WH s ar ot Sasnirore DECK - 2 s

o :I Wil i
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Post lo:
SOFTWARE INVASION 50 ELBOROUGH STREET SOUTHFIELDS LONDOM SWil
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Do you write your awn

program W youiave
an unusual programme &
which can meet our L e
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Visually superb but intensely complicated hex-based
D-Day simulation which gives you control of virtually
BVEry <'.15|JL}CIOfﬂ]alglﬁfl[E-JJTIJ}thIGUSDjleralior] of war —
and therefore of particular interest (we hoped) to an
amphibious warfare specialist.

The reviewer was clearly very impressed indeed with
this state of-the-art disc; unfortunately the accompany-
ing documertation, while rich and varied in many
non-essential ways, 1s short on actual play instructions,
We had to re-start the gaime more than once. At the tail
end of a five-hour reviewing sessjon we simply could not
ask ouf guest to spend as much time on Normandy as he
would otherwise have liked. Mormandy, hetold us, came
closest of the four to providing anything like a genuine
general’s eye view
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Moire
Pattern

10 FOR a=0 TD 255

20 PLOT a,0:DRA&W OVER
1;255-2%a,175

30 NEXT a

1;255,175-2#%a
] &0 NEXT a

Circular
Maire
Pattern

10 FOR a=0 TO 359
20 LET angle=a/180#PI
30 PLOT 128,88

40 DRAW OVER 1:87+C0OS
angle,B7#5IN angle

90 NEXT a

40 PLOT O,a: DRAW OVER

THE COMPUTER on which
this article concentratesis the
ZX Spectrum. Programs listed
here are, except Listing 8,
short and simple and lend
themselves well to conver-
sion to other machines. The
rest will work equally well on
both 16K and 48K machines.

Sinclair BASIC has a rather
limited vocabulary of graphic
commands — namely PRINT,
PLOT, DRAW and CIRCLE,
Matters are not helped by the
relatively sluggish speed of
Sinclair BASIC which makes
movement and animation dif-
ficult—and nigh impossible if
you intend to animate more
than a couple of objects
simultaneously.

The only real solutiontothis
fundamental problem is to
write programs in machine
code for the sake of speed.
Another possible alternative
is 1o use a faster language,
suchas FORTH or PASCAL, or
to use an extended version of
BASIC that is specifically
designed to handle animation
and movement.

Static

For these reasons I'll con-
centrate mainly on static dis-
plays rather than their
animated counterparts. The
four commands and the
numerous mathematical and
graphical functionsof Sinclair
BASIC represent about the
minimal requirement to pro-
duce anything worthy of a
machine like the Spectrum. A
surprisingly small amount of

4

Rosette

10 PLOT 128,88:
FOR y=0 TO 3&0
20 LET r=87%SIN
(10#%y/180%P1)

30 DRAW 128+rx*COS
{y/180%P1)-PEEK
234677 ,BB+r%SIN
{y/180#P1)-PEEK
23678

40 NEXT y

/)x’

BASIC can often produce
quite stunning displays.

Listing 1 illustrates this
rather nicely. This six-line
BASIC program produces a
finely detailed regular pattern
which looks quite attractive
even without the use of
colour. The basic of the pro-
gramis thedrawing of linesin
OVER 1 mode. As you will
(naturally) recall from chapter
17 of the BASIC manual,
OVER alters the behaviour of
the graphics commands.
Instead of just plotting a pin-
point by making it the ink
colour, irrespective of the
pixel's previousstake, OVER 1
changes this so that a pixel is
set to the ink colour if it was
previously the paper colour
and the other way about.

Excellent

The use of OVER 1 can
produce some guite excellent
effects, especially if many
lines are drawn in close prox-
imity to one another,

Listing 2 produces a similar
sortof patternbutitiscircular,
rather than the less inspiring
rectangular shape. The patt-
ern is created by the effects of
lines radiating fromthe centre
of the circle to its circumfer-
ence, at a one-degree spac-
ing; 360 lines inall. The white
area around the centre of the
circle is caused by the numer-
ous lines originating from the
centre interacting with one
another to leave, in the main,
just the white paper colour.
The whitish areas around the

Circles

10 CIRCLE
128,88,87: CIRCLE
i28,88,44

20 FOR a=0 TO 359
ETEP 30

30 PLOT 128,88:
DRAW 44#C0OS
(a/1B0#P1) ,344SIN
{a/180%PI) ,PI

40 DRAW 43#C0S
(a/180#PI) 4TeSIN
(a/1B80#PI) ,—0.75*
PI

50 NEXT a
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edges of thecircleiscausedby
the gaps between the lines
drawn from the centre.

A useful advantage of
DRAW is the abilitytoproduce
curved lines between two
points. Listing 3 provides an
example of this. You might
notice a slight pause preced-
ing the drawing of each
curved line, This represents
the time used by thecomputer
while it is ‘number crunching’
in order to work out what the
line mathematically looks
like; something the computer
has to do before itcanactually
draw the line.

Rosette

Listing 4 produces a sort of
rosette shape. The program'’s
slowish speedis aresultofthe
large amount of mathematics
that has to be done to produce
the shape, especially calcula-
tions involving SIN and COS
which are not particularly
quick executing functions at
the best of times. Listing 5
produces a detailed spiral
pattern. Again, the large
usage of the SIN and COS
functions slow down the pro-
gram considerably.

In both listings 4 and 5 the
expressions PEEK 23677 and
PEEK 23678 are used. PEEK
23677 simply returns the cur-
rent x coordinate and PEEK
23678 returns the current y
coordinate. These x and vy
coordinates detail the point
from which the DRAW com-
mand will draw a line. If you
are converting the programs

Spiral

to another machine then you
will have to replace these
expressions with an
equivalent,

The sixth listing is a pro-
gram which enables you to
draw regular polygons —
shapes bounded by straight
lines of equal length. When
RUN, the program will prompt
you for the number of sides
the polygon should have.
Mumbers greater than about
20 result in polygons with
such short lines that the
shape looks more like a circle
than a polygon.

Listing 7 also constructs a
polygon but this time each
point at the end of a line is
joined to everypointattheend
of a line to produce a surpris-
ingly detailed and intricate
pattern. This pattern can be
easily altered by having polyg-
ons with different numbers of
sides. Becareful inyourselec-
tions however as polygons
with less than about 5 sides
result in simple and uninter-
esting patterns.

Full 30

The finalprogram, shownin
listing 8, draws what is
termed a ‘Body of Revolution’
infull3D perspectiveand then
preceeds to rotate it through
360 degrees at a fast rate,
using a ‘'memory eating’ ani-
mation technigue, Unfortu-
nately, this program will only
work onthe 48K version of the
Spectrum. A body of revolu-
tion is any 3-dimensional

object which can be sliced
vertically through its centre at
any angle and will result in
two identical slices. Anexam-
ple of a body of revolution is a
bottle. This property, common
to all bodies of revolution,
greatly simplifiesthe entering
of theshape intothe computer
via the keyboard and also sim-
plifies the algorithm used for
constructing the object in 3D.

Profile

When the program is RUN
you have tobuild upa profile of
the object by entering a
sequence of x and y displace-
ments. The y displacement
must always be positive but
the x displacement can be
negative or positive. Basi-
cally, the numbers arerelative
displacements (as used in the
DRAW command) from the
last point plotted (Initially at
the bottom of the middle of the
screen) to the end of the line
you wish to draw. Although
the numbers are only really
controlling the right hand side
of the screen, a mirror image
is automatically drawn by the
computer onthelefthandside
of the screen to help you geta
better idea of what the object
will look like. If you type 79,0, -
60,10,-5,256,50,10,-64,0,200
in reply to the prompts then a
suitable 3D object will be pro-
duced. In order to be surethat
the object will always stay
within the boundries of the
screen when drawn in 30, the
total width of the object must

not exceed B0 pixels and the
height is limited to 50 pixels,
In this way, you build up the
outline of the object.

After you have typed 200 in
reply to the request for the x
displacement, the program
continues on into the next
stage. Your object is built up
on the screen in full 3D pers-
pective eighttimes. Each time
it has been rotated wvery
s!ightlv compared to the pre-
vious construction. The pro-
gress then proceeds to rotate
the object at a quite fast and
smooth rate, using a simple
but very effective machine
code routine. All the machine
code does is to recall 4K of
screen data back onto the
main screen ataveryfastrate,
making the change appar-
ently instantaneous. There
are eight such screensand as
each occupies 4K of memory,
a full 32K is used for this
purpose. This explains why
the program will not fit on the
16K machine.

Expanding

Computer graphicsisavery
wide subject that seems to be
rapidly expanding all the time
as new uses for graphics are
found and new techniques for
producing them are disco-
vered. The Spectrum is hardly
in the computer graphics
league table but, neverthe-
less, it is capable of some
quite advanced and sophisti-
cated work,
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10 INPUT "Number of
sides? "ja
20 IF a,1 OR a<>INT
a THEN BOTO i0
30 DIM afa,2)1 LET
10 INPUT "Number cm=i
of sides? "j;a 40 FOR b=0 TO 35%
20 FOR b=0 TO STEP Z40/a
359 BTEP 3&0/a S0 LET a0
alc,1)=128+C08 4@1d Hd=COS (d 1808PI) #x
zzllz-szﬂjr*cus lbf;HOIPIIiBT :EED LET xd=i@Bsxd: LET Yd=S@+ud
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100 PLOT RANDDHMIZE UER 30180
&0 LET lastx=x: RETLUAN .
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LET lasty=y 110 DRAW FOR &=0
70 NEXT b ale,1)-aib,1) ,ale,2
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Robot Riot is Pac Man in reverse.

The object of the game is to lay mines along the corridors
of a robot factory, where the robots are running amaok and
the 'King Robot’ has taken over the control room, not only
on your floor but throughout the whole building. Once the
total floor area has been mined, the King Robot will try to
escape by leaving the control room and you must enter the
control room, This ensuresthat all robots are destroyedon
the floor and that you can travel to the next.

Sounds easy? Well, you do have to keep up your energy
levels by collecting power mites which are also travelling
around the corridors, and different types of robots will
either paralyse or kill you if contact is made and more of

them appear as time goes on.

As often is the case, the simple games are the best and
this game will get the adrenalin flowing and give you plenty

of entertainment,

Least original of recent Silversoft releases is Sam Spade, a
Panic/Donkey Kong type game, where you have to run up
ladders and dig holes on the various levels to trap the
monsters. You then have to bang them on the head with
your pickaxe to ensure that they fall to their death. If you
leave them trapped for too long they will change colour,
making it more difficult to destroy them.

From a programming point of view there is little to
criticise. The action flows smoothiy and the graphics are
fine, and if you do not already possess a similargame then
this is as good as the best available. However, it is rather
late in the day to come out with this new version no matter

how good. — D.C.

Game: ROBOT RIOT Game: SAM SFADE
Malker: SILVERSOFT Maker: SILVERSOFT
Machine: SPECTRUM 48K Machine: SPECTRUM
Format: cassette Format: cassette
Price: £5.95 Price: £6.95

Rating: KK

" IT'S MINE
— MINE
SAY!

Rating: K

THE RHONDDA WAS NEVER LIKE THIS.

Raiders of the lost minel Your
search for those all-elusive power
— modules (you know the ones) has

-, taken you to the Zoltian mine on

the distant planet of Zol 2. Amaz
ingly there's a power module tobe
had on every level of the complax,
and only a faw rusting droids 1o
outwitin order to claimyourprize,
Of course the SF scenario doesn't
really disguise the fact that this is
just another variant on the ald
Panic game, butitcertainlyaddsa
{sort of] logic to the procesdings.
Each level of the mine consists
of a number of platforms linked by

KK
KKK — Unsurpassable

= Could Be Better
= Could Be Worse

ladders. The guardian robots are
easy to outwit at first. They're not
100 bright and only patrol one of
the platforms. But as you amass
modules (curiously they're
shaped like top hatsl) they
become decidely more active
Soon you'redesperately clamber
ing up and down ladders and
groaning loudly as you're sapped
for the umpteenth time. As in the
way with Pamic-style games,
you're armed with a shovel (or in
this case laser) with which you
can dig holes in the platforms
Careful timing will send your

JUST WAIT TILL

Ever fancied yourself as a bud-
ding Van Helsing? Well if you
have this curious blend of maze
and adventure games could well
be of interest. The idea (of
course] is to climb the gloomy
tower, despatch the evil count
Iyes, count) and help yourself to
his hard-earned loot. A piece of
cake? Not so. . . The towerisall
of five storeys high and each
level consists of one hundred
rooms all of which look the
same. The whole thing is excep-
tionally confusing.

|, fearless vampire hunter that
I am, spent simply hours wand-
ering aimlessly around the dun-
geon (level one) just trying to
find the exit. Level One I5 sup-
posed to be the easiest floor
and consequently hasno objects
to be found or obstacles to over-

clanking pursuers plummeting 1
a lower level, or conversely yoldy
can dig your own escape routes.

Animatian is smoaoth if uning
pired and the action is pleasing)
unrelenting. However, | can't hal
feeling that the thing would hay
become even more playable hadi
included a joystick option. Good

fun though,.. — S.K.
Game: MONSTERS
Maker: SOFTEK
Machine: DRAGON 32
Format: cassette
Price: £6.095

Rating: KK

THE SUN SETS

the further | seemed to get from
the exit. Perhaps | was walking
backwards? Anyway once past
the first floor things begin to
look up. There are daggers and
magic apples to be found, as
well as patrolling vampire bats
to avoid.

Having negotiated all five
levels you will finally come face
to fang with the vampire lord.
Only one of the weapons you'll
have collected will kill him — so
choose wisely. The game fea-
tures a SAVE routine which is
invaluable if you don’t want to
end up back on level one and the
audio visuals are, if not spectac-
ular, least adequate. Happy
hunting! — $.K.

Game; TRANSYLVANIAN
TOWER

%

come. The result is a quite
tedious trek that all but destroys
your enthusiasm for the game.
There's a HELP feature which
enables you to consult a map
and so orientate yourself but
even that proved of little use
The more | consulted the map,
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* WITH SCOPE YOU CAN WRITE TRULY
ORIGINAL MACHINE CODE ACTION!

:
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HIS REMARKABLE PRODUCT

will revolutionise programming
on the Commodore 64. By using
the simple plain English commands
you can now write and publish your
own games to compete with the
professionals. Powerful yet easy to
use SCOPE will benefit beginner
and competent programmer.
You will handle allaspects of
Graphics, Sprites, Colour,
Sound, Music & Animation.
All in original super-fast
machine cede.

\‘

* Comprehensive Instruction
Manual * Tape Demo Routines
* Free Membership of SCOPE User's
Club * Programmer’s Hot-Line phone.
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ESENRATR SO Europe’s No 1 group of retall outlets
T G,  + Check our mutintionai nehvork
for your nearest dealer

# Backed by an after-sales service
second fo none

* Up to £4,000 instant credit
Write for details

Low Prices — Best Service

at yourlocal Big == Dealer

e cmm— MiCTo-Management Head Office:

.=—-_ 16 Princes Street, Ipswich, Suffolk
L e~ SR ——,

=== Telephone: 0473 219461
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The Big=S—==

Altringham
Phurrnucé Computer Systems

alan
%umford New Road
Alfringham
Chaeshire WA4 1EB
0&1 928 D087

Beverley

Baverley Computer Centra
1 Windmill Passage

55 Lairgote

Baveriey

M. Humberside

0482 881511

Birmingham

The Micro Centre

1756 Pershore Road
eridge

Birmingham

024 4564

Bishops Storttord
Computus (East Anglia)
3 Church Street

Blshaps Stortford

Boiton

Selecta Video
5 Beimont Rood
Astley Bridge
Bolton

Lancs,

0204

Bridgend

Automation Services
42 Dunraven Place

Mﬂ%mm CR31 4NS

Mglﬁon

Gamer
24 Gloucester Road
Brightan

Sussex
Q273

Bristol

Brensal Computers Ltd
24 Park Roo

Brixham

Computer S\ml&m! (Torbay)
p Streei

Data Store
& Chatterton Road

Bromiley

Keni BRZ 9QIN
H-440 8951
Bury

Enfertainment in Leisure
EThe Rock

m:’m 3463
Cambridge
GCC Combridge Lid
& High Street

on

; Eﬁg‘ll‘nidgﬂ

Canterbury

- Canterbury Software Centre
' 9The Fricrs

Canterbury
Kent

0227 53531
Carditf

- Steves Computer Cenlre
1i Qasﬂe Arcade

1 mnﬂus

Chelmsford

Essex Computer Centre
216 Moulsham Street
Chelmsford

Essex
0245 358702

Chester-Le-Street
Knowledge Computer Centre
15 Northburns
Chester-Le-Sirest

Co. Durham

0385 8841014

Colchester

Anglia Newsagents
Braintree Computer Cenire
193 Lexden Road
Colchester

0374 24922

Colchester

Capricorn Compmars Ltd
32 North Hill

Colchastar

04 68474

County Antrim
Everyman Computers
80 Charlotte Street
Ballymoney

Co. Antrim

N. Ireland

02656 2116162658

Dartford

Anirog Computers
29 West Hill
Dartford Kent
0322 92513

Derby
First Byta Computers

10 Castlefields
Lendon Road

Derby

0332 3465280

Daover

Dover International
Computer Centre

18/19 The Charlton Arcade
High Street

Dover Kent

0304 212433

Dyfed

Business information System
Computer Centre

18 Riverside Market
Haverford West

Dyta

0437 2776i68228
Evesham

Evesham Micro Centre
Crown Courtyard

1 Bridges Street
Evesham Worcs.

0384 49641

Hastings

The Computer Centre
37 Die Roberison Street

Hastings
East Sussex
0424 439190

Harpenden

Hobbyt

153 Grove Road
Harpenden

Herts

0587 3542
Heckmondwike
Thoughis and Crosses
37 Market Street
Heckmondwike

‘West Yorkshire

0924 402 337

Hemel Hempstead
Faxminster Lid

25 Market Square
Heme! Hempstead
Herfs.

0442 55044

High Wycombe

International Dealer Network

Norwich

South Bucks Computer Centre  Abacus

cio Hull Loosley & Pearce
121123 Oxdord Rood

High Wycombe

Bucks.

0494 442311

Hormchurch

Comptel Compuier Systems
1420 North Street

Hornchurch

Essex
04024 45744

Horsham
Micro Store
13b Wes! Street
Horsharm

W. Sussex

0403 52297

Horsham

Orchard Business Systems Lid
34 East Street

Horsham

W. Sussex RH12 1HL

0403 68461

ipswich
Bralnwave

24 Crown Street
ipswich

Suffolk

Ipswich 50965
Lancashire
Blackpool Computer Stores
179 Church Street
Blackpool
Lancashire FY1 3NX
0253 270941

Lerwick
Tomarrow's World

20 Commercial Road
Lerwick

Shetland lsles

0595 2445

London
Computers of
Wigmore Street
87 Wigmore Street
Londan W1H 9FP
01-485 0373
London
CLM tla Matmos
14/16 Childs Place
Earls Court
London
01-373 500016607
Londcn

ate Lid
sm Edgware Road
London
01-836 9373
Maidenhead
Chiswick Organs
45 Nicholsons Walk
Maidenheod
D628 31765
Marlow
Citybench
2/4 Eton Place
Marlow

Bucks

06284 75244
Merseyside
Source Computers

4 Cross Lane
Mew-La-Willows

Mer ide

092 524304

Milton Keynes
Landmark Computer Lid
Micro Land

Lietherburn Court
Brunel Centre

Bieichley

Milton Keynes

0908 348018

12a Pottersgate
Morwich
Morlolk

0603 614441

Peleriee

General Northern Computing
8 Whitworth Road

South West Ind, Estate
Peterlee

Durham

0783 B&D314

Praston

Format Computing
67 Frigr Gate
Fraston

Lancs.

0772 561952

Rye

Tollgate Video
Tollgate Garage

MNew Winchelsea Road
Rye

E. Sussex

Rye 223106

Scunthorpe

Ashby Computer Centre
184 Ashby High Shreet
Scunthorpe

5. Humberside

0724 871758

Southend

Estuary Software

261 Victoria Avenue
Eoufh&nd

S5E
0702 43568

Southall
Twillstar Computers
17 Regina Road
Souihall

Middx.

01-574 5271

51. Anstell
Computavision
4 Market Street
3t. Anstell

0726 5297

Stirling

Micro Store

38 The Arcade
King Strexat
Stirling
Cantral Reglon
0784 64571

Stoke On Trent
Town Computer Cenfre
ﬂg Town Road

Stoke On Trent
0782 287540

Stoneleigh

Diamond Duel Records
75 The Broadway
Stoneleigh
Surrey

-393

Stourbridge
Interac Systems
Marchill House

151 Worcester Road
W. Hagley
Stourbridge

W. Midlands

0562 BBS45S

Stroud

The Model Shop
22 High Street
Stroud

Glos.

04535

Surbiten
Computasolve Lid
& Central Parade
St Marks Hill
Surbiton

Surrey

01 3‘9{1 5135

Taunton

Sinewave Computer Services
Corporation Street

Taunton

Devon

0823 57526

Tewkesbury

Sabre Consultants Lid
103 High Street
Tewkesbury
Gloucester

D584 298866

Trure

Truro Micro Lid

Unit 1 Bridge House
New Bridge Street
Truro

Cornwall

0872 40043

Uxbridge

JK.L Computers

7 Windsor Street
Lbridge
Middlesex /B8 148
0895 51815

Welling

MNorth Kent Com
52/54 Beligrave
Wellmg

Kenl DA‘I& oY
01-301 2677

Whitley Bay

Video & Home Computers
Cenfre

3 Roxburgh House

Park Avenua

Whitley Bay

Tyne & Wear

0532 534725

Walverhampion
Wolverhampton Computer
Centre

17119 Lichfield Street
Wolverhampton WWv41 1EA
0902 29907

Worthing

Worthing Computer Centre
32 Liverpoo| Road
Worthing

W. Sussex

uter Centre
d

For your nearest European
Deaier lelephone Belgium or
Holland

Belgium

Micro Management
Balgium

Bollaerstroat 75

2018 Antwerp

Be-gium

03-£38 9284

Holland

Micro Management
MNederlands

Road Hulsstraal 98 2406
Ah Alphen-aan-den+ijn
01720 — 72580

CHECK WITH YOUR LOCAL DEALER FOR SPECIAL BARGAINS AND NEW PRODUCT RELEASES

(ANl products normally In stock but fo prevent a wasted joumey phone your local dealer first before calling. All prices inclusive of VAT)
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LAUNCH

DURANIUM BARRIERS
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(Screen1) (Screen4)

APPROACH

INTERCEPT MISSILES

t

o

- fl
)

-:&:’I._t LB MERELOA 5 W SUNEEE

(Screen 2) (Screen6)

. VICTORY
-..Earth is threatened by an Empire Deathstar, can you penetrate its
defences and destroy it before it destroys you? i
: o 52K of pure machine code to give you 12 screens of 3D graphics, super .
_"L J-""" smooth 3D animation, unbelievable sound effects music, 4 skill levels y
and hiscore table . . .this is the ultimate challenge? ot
This game has to be played to be believed! You have not o ’_
seen what the Commodore 64 is capable of until you have ———
played Deathstar Interceptor! - Commodare 64
(Screen 3) Available now at £9.99! (Screen12)
CAN YOU REACH T’ 1
LASERCYCLE COLONY7 |
SEEEN % i » e
O T i) , = = :
et ] | AZER CYCLE COLONY 7 p
F e i ... The M.C.P. has selected you to ride on the Colony 7 fast furious 3D action, as you jﬁ s
deadly grid; two screens of strategy and defend your colony's food stocks from the 'H.,#L_:‘é i
2 action, multiple skill lavels, hi-score table, Space pirates! The only game to use graphics e
o o pause facility, demo mode. 9. Unbelievable 30 landscape! i
- BBC Model B - £8.95! ATARI 400/800/XL - £9.95 e ’

Post to: SYSTEM 3 SOFTWARE, 10 MARSHALSEA ROAD, LONDOK

- : SE11HL

To purchase any of the items above, simply fill in the coupan below & i :

with your requirements. Make cheque/PO payable to : - g R

SYSTEM 3 SOFTWARE LTD and postto the address below, : opes
Please allow 7 to 14 days for delivery. All prices inclusive of P&P and 2 = (No: Reg.)
15% VAT,

Please add £1.00 per game ordered.
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- GOAD YOUR CODE — Continued from page 70

ligent — and much more fun
to play. Games will have to be
written by teams more often,
SINCE ONEe poor programmer
won't be able to keep track of
all the factors in a 100K
program

So? The point is, the home
computer programming
market isbig enough for origi-
nal product authors, the 'One
Man Band' people who can
get good product out quickly,
but who have to be genius-
lypes; andthe lessoriginal but
stll efficient programmers
who can be integrated into a
team structure, leaving the
difficult new ideas to creative
person within the group. The
market will rapidly squeeze
out the 100-line Basic games
and other sorts of rushed
garbage.

One thing is certain: the
Mega-programs of tomorrow
won't just be text. Some-
where along the line someone
will want to put that half-
megabyte of memory to good
use controlling graphics:
moving graphics. And if you
want a job in the games pro
gramming side of things, you
had better know how,

That said, you still have to
start somewhere. No-one
starts off knowing Assembly
Code ... almost everybody
starts with Basic. Learning
Assembly Code is a kind of
‘First Great Test’, like the
Spartans leaving newborn
babies on a hillside for the
night, the idea being if you
make it through that, you can
make it through anything. If
you learn it fluently and
become conversant with the
way computers are struc-
tured, then chances are
you've enough determination
lo be a good games
programmer,

Stubborn

You'll need that degree of
determination or stubborness
because only around 30 per
cent of the time spent making
a game is actually writing the
code:therestisdebugging the
accursed chunk you've just
typed in. This {not surpris
ingly) can get wvery, wvery
boring. A good idea is to see
the bug as a battle againstyou
and the computer, and maybe
to get a little angry, because
you are going to need adre-
nalin to keep you going at two
in the morning. This way,
when you finally suss the

\ arror, you've g small victory;

something to feel good about
while you do the next bit.
Without these little moments
of infantile excitment, pro-
gramming would rapidly
degenerate into tedious
monotony,

However, use of this trick
has its unfortunate side,
because after a while some
programmers become so full
of their petty achievements
against the machine they are
of little use to anything butthe
computer! This type of person
won't listen toanycriticismbe
it constructive or otherwise, a
dangerous pasition to be in.

The moral of the story is —
don't treat people like pro-
grams — they don't like it

lwish thiswasnttrue, but it
is: the one biggest thing that
goes towards making a game
really successful isthe adver-
tising, There it is. If you are
after the real moneyand fame
stick to the big boys. If you
want to be able to recognise
your owngame from its adver-
tisements then don't

Coder

THIS SERIES is going to
assume you are already profi-
cient at assembly code on the
BBC micro, but are over-
whelmed by the thought of
applying your knowledge to
much maore than filling the
screen with stars etc. [Yes,
wa've all been there, | think!)

| considered every line of
code | write with an explana
tion, but this will bore most of
you to distraction and proba-
bly confuse the rest. To this

PARTS LIST:

| 2x20-way IDC sockets
uneire of 20-way ribbon cable

end, if you see somethingina
program vyou don't under-
stand, type it in, see what it
does, and try find out what
each instruction in the pro-
gram does towards what the
whole thing achieves. If this
fails, write me a letter.

Right. to business, The
single mostimportant routine
INyour mega-game is going 1o
be the shape generator rou-
ting, since the shapes are
what everybody is looking at!

Think about it ... every
arcade game you've everseen
can be boiled down into a
number of ‘'shapes’ movingon
the screen and things hap-
pening when they collide.

2CLEAR) 74FEsp
] =&FF; 7 -
ﬁ.?&FE&za&FFI?&FE&B:&;F&FEbC

SHIMEM=g,47F
BOSTART e, £ {4400

lﬂmFaﬂvx-aTuxFIN"ﬁllnx-&n1n
218. TROUT SEI

(PEFE&C) OR1

BI T&FE&D: BEQS

E&@: LDas
it LCE; STAsFEg
270:1¢ NEXT
i
B@MODE7; pR INT " "Now assemb] ingr*yyymg

EEﬁPX-&éagle i
=PX1WY
SIBFILE":“ EKQHPL*"-JI
D$(FILEs
321 IFLEFTS (ag 1;1?
Wit+7y GOTOzZ@ ~

?:',I. 7))t IFAg=mgu THENZ 4@
+" AND (Y¥=g) THENW Y=

3Z250%=
Asy v §fsfzfﬁff¢g* ﬁJ=PRINTTqaca,2+w?z7:
0AD Finnr, ] €4 +15 1 Wr=wre 7, ogey s iy

i 1E@@", Di=tegpp, PAGE

35@PR

g 352 IE;;I?B(EE,HJ|‘DZIIFYX=$THENPR
?&71=|:zn1'\;25“ Sendi ng"g 1787@=_% HUD.’..ENTT
VESEJt?&?4‘af;z;7z-rpxnwnzss;:?i?zacpggi
vass) 5-&aa=Lz=ercaLLTRnurrsn

=&1E@Q: GOT

35560To32a

2450 IFV?-q.THENY
l x-
S520A%=1:cALLgEN 6: B0TO3@S

D
PRINTTAB (@, 12) ; "pongn =¥ {18) 1 24FEC2p,

[Fi63 Newomie 4 |

TOR
9@REM ORIC DOWNLDADER CREA
iﬂﬂnﬁTﬂiiﬂ,1&9,5,141,3,3ié241f;?,141,2
5,169,221 ,141,12,3,162,0,189,
. Ilmn&Tnx%i,15?,125.197.232.2@1.492253,
245,32,91,151,201,1,248,48,32,91,151
L SBDATAL13S,2,32,91,151,133,3,32,91,
133,4,32,91,151,133,5,238,152,187
" I=@DATAS2, 91,151 ,145,2,230,2,208,2,
% 165.2.197 4,208,239 ,165,3,197,5 {
" 4BDATA 9. 255,141,3,3 |
1agDATAZER, 253,248,201, 169,255, 141,33 |8
88.94.169,175,141,0,3,169,191, £
T S@DATAB.S,169,2,44,13,3,248,251,173,1 [§
B.111.119,11@,108,111,97,102
O LATASAE 11, oa,1@1,3
eapaTALES, 110, 183,52,67,111,108,101,3 (5
4 f
2,66,108,111,99,107,58,32,
| 787=01 FORT=@TO#B8: READA: POKE#F70@+T,A |

: Z=Z+A:NEXT 5
1BRIFZ<> 14666 THENPRINT"Error in data s|

" e
tatements FIG 4. Program 1o create the ORIC/ ATMOS

downloaderat &9700

Sure, there are other rules,
like the movement patterns of
each shape which go to make
each game unigque.

So, it's important to get
some nice looking blocks of
colour in there! From now on
I'll refer to these shapes, e.g.,
the base in Space Invaders as
meta-shapes or Mshapes.

Next month I'll be present-
ing two meta-shape creation
utilities. Both run on the BBC,

one creating Mshapes towork
onthe BBC itselfand the other
creating Mshapes that will
wark on the Oric. There'llalsa
be the first piece of source
code for ‘spraying’ any
Mshape anywhere on the
BBC or Oricscreen, reallyfast
There’ll also be the secret of
‘smooth-moov' graphics
revealed and the first part of

the example game.j

Maelstrom

A-




O JBE=54272: GOSUB 2000

1 FRINT"LCLEAR, YELLLOWI"

S POKE 53280,0:POKE S3281,0

10 REM &%* SURROUND %%

20 DIM X(4),Y¢4),C04),D011)

30 FOR I=1 TO 4:READ XCLY,¥(Iy,C(I}
sMEXT

40 FOR I=0 TO 11:READ D(I):MNEXT

S0 FOR I=1 TO 6140;P5=F$+“c“:MEHT

&0 UL=102:CL=1&40:F=40; P=84: =01 MX=39
s My=24
US=Z:C5=Z:W=.9&: V=1:L=2:R=3;: =4
15=1024
FRINT"[CLEARIDD YOU WANT INSTRUCTI
onMs" s
GET A%:IF A%=""THEN &2
IF LEFTS$(AS,VI<F"Y"THEN 100
FRINT
GOSUE &0000

100 PRINT: INPUT"LDOWNIWANT A FAST,
MEDIUM, OR SLOW GAME" ; o%

130 AB=LEFTH(A%,V)

160 TL=40

170 IF A%="F"THEM TL=7

180 IF A%="M"THEMN TL=7D

200 GOSUE 10000

220 T=RND{(-TI)

240 UD=3:0CD=2:C=0

260 UX=10:UY=7:CX=29:C¥=17

270 UA=S+UX+F RUY: CA=S+0Y+F kDY

500 REM GETAS$

501 BJI=FEEK (54320):IF BJ=127 THEN A%

BJ=12F THEM A%="4"
BJ=119 THEM @as="&"
BI=12&6 THEM As="g"
Bd=125 THEMN Ag=4an
ABC2Y0R ASFVE"THEN &00
330 D=(ASC{(A%)—48) /L
950 IF INT(<»*D THEN &0Q0
S70 UD=D
&S00 BOSUE 7000
60 IF PEEK(AY<L*F THEN C=C+Y
S50 POEE UA,UL:POKE UA+JH, 13
760 POKE A,C(UD)Y : POKE A+JE, B
BOO UA=A: UX=X:1UY=Y
1000 TZ=TI1
1030 GOSUBR 7100;:B=A: 505U 7010
1060 IF ((FPEEK (B}AND FEEK (A))=F)AND (RN
DV)<WY THEN 1400
1080 T=INT(LERND (V) ) +RE(CD~\V)
1090 H=D(T}):GE=D(T+")
1110 GOSUB 7120: BE=A: G0SUR 7020
1150 IF (FEEK (B)AND FEEE(A))=F THEN 15
0
1140 IF H<>E THEN H=G:60T0 1110
1300 GOSUB 7010
1320 IF FEEK(A)=P THEN i&00
1400 T=INT (LARND (V) } +R& (CD—W)
1420 H=D(T):G=D(T+V)
145650 GOSUB 7020
1470 IF FEEK(AY=P THEN 1590
1480 IF H<»B THEN H=6:G0TO 1440
1550 CD=H
1600 IF PEEE(AY< 3P THEN C=C+L
1730 POKE CA,CL:FOKE CA+JB, 15
1740 POKE A,C(CD):POKE A+JB, 4
1800 CA=A:CX=X:0Y=Y
2000 IF CXZI THEN S000
2020 IF TI-TZ<TL THEN 2020
2040 G070 SO0
SO00 PRINT"LHOME, RVSI ";
2005 IF CHV THEN 5200
G030 CS=C5+1
G040 PRINT"Y O U":
S030 GODTO 5400

runs on COMMODORE 64
with joystick

\_'ﬂ1
=\




S200 IF CrL THEM 5400

2230 UsS=US+1

9240 FRINT"S 4 w

3250 GO0TO 5800

3400 US=US+V:CE=C8+y

5420 POKE A, 214

9440 PRINT"BE O T H"g

S600 PRIMT" CRASHED !

54610 PRIMNTY FLEFT15]
YOU="US; "&a4.="C5

S620 FOR I=1 TO 10:GET A%:MNEXT

3630 GET A%:IF As=""THEM SHIE0

5640 6GOTOD 150

7000 X=UX:Y=UY:D=UD:GOTO 8000

7010 X=CX:Y=CY:D=CD:B0T0 8OO0

7020 :¥=CY:D=MH: GOTO 8000

7100 X=CX+X(CD) : ¥Y=CY+Y (CD) : D=CD

1 E0TO 8000

F120 A=CX+X {H) 2 Y=0y4yY (MY :D=H: GOTO 8000

BOO0 X=E+X (D) @ Yey4y (D)

B0O10 IF X<ZI THENM X=mMX

8020 IF X MY THEN X=Z

BOZ0 IF Y<Z THEMN Y=MYy

B0 IF ¥>MY THEN Y=7

BOS0 A=5+X+FxY

8100 RETURN

OO0 POKE S3280, 10: POKE oIZ81, 10
:PRINT"[CLE&RJ“;:GEBUB 2100
:FRINT" [HOME , DOWN1Z, BLACK 1" :

2001 A= ll.l.I.I'I"

FO02 FOR N=1 TO LEN{A%)
:PR$=H1D$EH$,N,1?=IF FR&="2"THEMN P
R¥="[RVS] [RVOFF1"

POO3 GOSUB 9140:FRINT FRE: :NEXT N

FOOG Ad=" SE P | EFTI1,LUE, LEFT 147
LLEFTE]H[LEFTE]J[UF,LEFT]{LUP,LEFT]
.%TVEDDHNJJEDDHN.LEPFJJEDUNM,LEFT]
ﬂIDﬂNN,LEFi]ﬂfﬂLUP,LEFT]ﬂLUP,LEFT]
JEUP,LEFTJHEUP,LEFT]M##FDDNN,LE?I]
R"LDOWN, LEF T 1GPCDOWM, LEFT 1470 DOWH,
LEFTJHEUP,LEFTJJEUP,LEF1J.%HLEFTJ

PFO0T FOR N=1 TO LEN(A%)
:PRE=MIDE (A%, M, 1) : IF PRé="S"THEN P
R$="LRVS] LRVOFF1"

F00& GOSUER FL1&40:PRINT FRE: sNEXT 1
FOLO ﬁﬁt“[LEFT.UFiﬂ[UP,IEFI]f:rlUUNN,
LEFT];[DUNM,LEFT]QWDDHM,LEFr?f

[DUNN]J{!UP,LEFT]H’UD,LbFT]|HﬂLF3

LEFT2I5"CLIP, LEFT I 3% DUWN , LEFT 1,48
LOOWN, LEFT 1g*CDOMWN, LEFT 14 DWW 1
J?{;ﬂWUP,LEFT]HLUP.LEFTJHEUP,LEFT]
LU, LEFT 12"

FOLS FOR N=1 TO LEN(A%)
PPRE=MIDE (A$, N, 1) : IF FRE=" S THEN
Re="[RYS] [CRVOFEI"

PO14 BOSUB 9180:FRINT PR$::MNEXT M

FUZ20 ﬁ$=”ELEFT]JELEFFEWELLEFTE]E
CLEFTZISMLEFT, DOWNISLEFT, DOWNI S
ELEFT.DDHN]JLDGHN]NE}#}“

FOZ5 FOR N=1 TO LEN{A%)
:PH$=HID${H$,N.1}:IF FR&=" M THEN
R$="[RVS] [RVOFF1"

026 GOSUE F1&0:FRINT FREE; :NEXT N
FOI0 ﬁ$="{UP,LEFTJ{EUP,LFFT]J[UP,LEFT]

W LUF, LEFT I AN DOWN ., LEFT 14"C RORIN,
LEFTEE[D&MN,LEFT]#&DHHN,LEF?J;E%H%'
ELEFTE.UP,LEFTJJEUP,LEF!3#EUP,LEFWJ
CLUP, LEFT 1% "L DOWN 150 DOWN, LEFT 1,0
CDOWN, LEFT 1,

FO33 FOR N=1 TO LEMIfs)
tPRE=MIDE (A%, N, 1) : IF FR$="MTHEN P
R#="[RVYSI C[RVOFF1"

FUEEL BOSUB F1&0:PRINT FRE: :NEXT N

FUSO AE="CUP 1"

F033 FOR N=1 TO LEN(AS)
tPRE=MIDS$ (A%, M, 1) : IF PR$=""THEN P

Continued on next page




R$e" [RYE]
FOHG  GOSL
FO99 GOSUE 214%: 6G0S
tFOR T=1 1t
tPRIMNT" CYELLOWI™ = = TLRM
F100 PRINT" [HOME, DOGMNLS, RIGHTS ]
CBLACK IR ELLIE 7 ST B ALK 14
CRVS 1M '
F110 FRINILRISHTS [RVS, BLLE]
b LRYOFF, BLACKE T
FI120 PRINT"ERIEHTS] [BLUE, Ve
[ELUED] [EBELUED [RVOFE, BLA 14
2130 PR H-_I"f | 1 GHTS ] q@‘i FvE , HLLIE ]
ERVOFF 1
F140 FPRIMNT"IRIGHTS ] Er¢gh
150 PRIMTYLRIGHTS.,BLACK]
F155 RETURRM
P14 RETLIRM
14T BI (1) : P T B T
B (4 =254 A=di: POVE
sFOKE 1743+J5,15
FLI70 FOR N=1 TO S:FR &=
SFEOKE 1781, B3 (&) tFOKE 1763, BJ (&)
:FOR T=1 TO 150:NEXT
F1E0 NEXT A:MNEXT N
200 FOR N=1024 TQ 424  FOEE M, 47
tFPOKE M+JB, O: POEE it
tFOR T=1 TO ZOO0:MNEYST T=MNEYT N
F20T PUOKE 17&1,BJ0(1:FOKE 17&63.BJ (1)
G205 Me=p+gl
F210 FOR T=N=1 TO M+ {40510 -1 STEF 40
FOKE T,21:POKE T+J85, 1
- FEEEAT=40) {542 THEN POEE T1-=40,

FII0 FOR A=1 TO 150:MNMEXT S:MEXT T
Q250 N=MN-40: FOR T=N TO MN+l4:FOKE
sFOEE 1 +dB, G FOEE 1-1, 7%
FOR A=1 TO 200:MEYT S:NEXT T
F230 POEE T-1,3Z2:RETURN
REM DRAW BOUMDARY
10010 PRINT"LCLEAR., HLUE T P ;FssFSa P
LhFT%(P*.HI}“[LLFI,IwHIJﬂiHUUFﬁ_
BREEMNI":
101G RETLIRR
S0000 DATE O, 1 L
20
50100 DATA
SO0 FRIMT" ol
W R A P AR O WU M
&O010 PRINT"LDOWN] THE
THE GAME 18 TO TRAP"
HOIOZ0 PRINT"THE COMPUTER.
STARTS IN";
FRIMTYTHE UFFER LEFT FART OF TH
= SEREEN: "2
SOOI0 FRINT"  YOU CONTROL I7 1T1 MOTI
ON WD THE JOYSTICE (In PORT 2)
LO4D FPRINT"

L2045 K=1%
GOOLH0 PRINT"[RODWHIITEH START Gl TYFE
EMY EEY (R"
O PREIMT"TYFE [RVSIF
FOR  FAST  GAaM
SOORD PRIMT" LEYS M LRVOEFE ]
FOR MEDIUM Game!
I..|| L

LU0 F
FOR:  SLOW  GAME"
&0200 RETURM

LRVB IS RYVEN
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tablesisthe key to controlling the
robot-making machine. With a
learning mode and a testing
mode, Robot Tables is a fun way
-------------
To MIRRORSOFT PO Box 50. Bramley,

the

by Primer Educational Software

he ever-popular Mr. Men help prepa
young children for reading with four

Spectrum 48K and
Electron £8.95.

More than fun and

forearlylearners, g
= andmore ad- S8,
T vanced children, k== =
My Men -

simple and absorbing games designed | SPectrum 48K, Commodore 64, BBC B
to exercise essential skills as well as entertain. | @nd Electron £6.95.

An easy-to-use, colour-coded key guide
isincluded with anillustrated introd uctory
book, featuring the Mr.
Men. Forages4to8
| years. Available now on
| cassette forthe BBC B, 7"‘ CAT

mes!

A

to master an
important and idadad
often neglected :

Available now on cassette fort

by Andromeda Software

eet Caesar, a cheeky young cat on

J!

- —— N Afast, colourful, all-action, arcade-style
|.1 j_ﬁ My / J' F E-]' | | game with catchy music and a best-score
I_Jl i L i h (1= | record. Challenging for high-scoring arcade

by Wadgit Saftware

g : . novice. Available on cassette for the
wo mind-stretching, space-age games Commodore 64 £8.95 r

'to test mental arithmetic and nimble

fingers.
In Sum Vaders alien robots invade th

earth. Only quick thinking and fast reactions
can prevent them. Several levels of difficulty

and a two-player game with a handicap
option make Sum Vaders equally testing for
all family members, from 8 years to aduit,

Robot Tables challenges the you ng

player to make a series of perfect robots.

Knowing your multiplication

I H mice eating the family's food. Playing against

H

duty in a well-stocked larder He's
kept busy chasing a gang of hungry

M

the clock, you guide Caesar along crowded
shelvesto pounce on the mice.

addicts as well as great fun to play for the

e

i

I

e
SOFTWARE FOR ALL THE FAMILY

!

2 e

l Kent BR2 9TT | enclose a cheque/P0 for £ made payable Or please debit my ACCESS/BARCLAYCARD forthe sumafE I
Pleaseserarlmethefollmlng(emnr o “Readers’ Account: Mirror Group Mewspapers Ltd" cardnol [T T ] . i . 1 | BK1

I P#e“ggsggegr'*g.fuae%g?ach'!er"'" ] Sne:’n-ulr BBCA Els_ar_rc.-u CEMEL furll:l!!fﬁlitndthaln‘r,- L j o y y l
: [Frice'] ABkin) | wa | i | g5 remittance will be Signature
| First Steps with the Mr Man (s £R.05 held an my behalf in

I | Quick Thinkng iar) | w635 | the bank account Name i o £ l
| Cassae e ca oo | engs | ;;f;;’g%gg?;:”"m Address e e :

l | Caesarthe Cat (GCDM) | £6.95 | despatehed S coenrmeeen o POSICOOR I

DOfler appaes 1 Great Britn and Eitesnty Plaarse alirw us o 28 days bor delary in e UK. MIRRORSDFT = regpetped Irat mark of Miror Broup Newspagers Lie, Co. Reg: Ko 8680 Ry Dfkce: Hobom Chcus. London 01
L-————---—---—---—-—-—-—_--—--J




Sometimes even
the best of friends
need something
new to say
fo each other...

**| want

To get that excited feeling back again.

Lots more software. But | can't afford it all the time.
Lots of new programs. | know all mine backwards.

To swap notes with other people who love computers.
To know more about computers. And to use what | know.
Most of all | want my computer to do more!

and | don’t want

To have a lot of hassle.
Or spend a fortune.
Or have to tramp for miles to find it all. ®®

Prestel™ and the Prestel symbol are trademarks of British Telecommunications.
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:_Iwould like full details on Micronet 800. 5
You get I Name :
An amazing new world of fun and learning. | Make/Model of Micro

I

[

I

A system that puts more muscle into many | |
popular makes of micro. Address._ |
Dozens of free computer programs and scores I |
I

I

I

|

of exclusive software bargains. Through your

own ‘phone line. A whole sophisticated 2-way | 'elephone__
communication system. Prestel™-the world’s | MICRONET 800, Scriptor Court, 155 Farringdon Road,
biggest viewdata system, under your control. London EC1R 3AD Tel: 01-278 3143,

|
and you don’t have to et _oxs |
spend a fortune to get it all now. nn — et
MICRONET 800, Scriptor Court, 155 Farringdon Road, I BDD
London EC1R 3AD Tel: 01-278 3143.

It's enough to blow the mind of any micro

0 One of the many faces on Prestel



| GRAFPAD
for Sinclair Spectrum ... . Drawing into the future!

MNow you too can have the benefit of draw ng your own applicatiorn

of ou

3 by the simple use
MNEW ZX Spectrum version of Gra

THE GRAFPAD comes complete wilh Cassette
amme, Special Keyboard, Overlay Piug, Lig n
of course, a comprehensive manual full of tips and
Insiructions . . . all atthe usUalhighguality expected from
BRITISH MICRO!

STARTING UP is
Simple, Connect the
switch on your
trum and connect
- sette player, type
e '‘LOAD" and press
: ENTER, then start the

cassette player, place
the keyboard overlay,
and by the time you are
ready, the "MENU" will
fiash an to your screen!
Usage? Well thereis . ..

a

AS MANY USES AS YOU CAN IMAGINE
by first following our easy manual, then, in

no time, you will be able to utilise as you
Think best!

A UNIQUE PRODUCT that will
mprove your skills and give
you endless hours of
exciterment!

25mm height
S5mm widih

260 depth
welght 1.2k {gross)

OW TO O
* Dealer inquiries welcomed

* Special discounts to educational
authorities & government
departments

* Export inquiries invited

BRITISH MICRO

AHEGOTRON GROUP COMPANY & R a -

2nfold Works j ) Y- AMBFICAN EXpR +Dinars Co

* INQUIRE ABOUT BBC VERSION.
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Football Mana

ger
Designed by Kevin Toms

Some of the features of the game:
* Matches in 3D graphics
* Transfer market * Promotion and

relegation * FA. Cup matches »
Injury problems * Full league y

tables * Four Divisions
AR * Pick vourown team
P foreach match. « As
ik many seasons as you
& like #* Managerial
ot g rating * 7 skill levels
; * Save game facility.

7 "“ddlcilve

*ZX81 Chart

Home Computing Weakly
1683 andifl 83

(:Dmmen 5 aboul the game from press and our cusiomers
e TFOOTEALL MANAGER (s e Dest game | Nave el 5aan o (ke
- Spechum gnd my pesonal iovounte of Gl & JOmes on ony micig T it cocdinary
,’ DEMSan it is an Scalent wew of whol con be done in e iels af 5
o ha ciowining glory al Ihis game is Me shor sef paecEs ofmalch hig
shok men mnning amund o pilch, snootng, celendin, 1 and sconng
Qame Bt people wih Carnnd ke gore sms.-r,nsc S Nours o 5o, whic
happy Sunday. will be grosetul fo knew thal there s o save 1o laoe aption F
MANAGER nos evaryming f could  The origealar, Addiclive Bomes, ceral
rame.” Rafing: 1% 20 [Frachcal Compuling = Augustt#a3]

Dealers! For urgent stocks send
your headed natepaper direc! o
our oddress

Fra ik bl}@:lr\.l"ﬂ 48K hﬂ 'h e .
o i P .ﬂth! Eﬂmﬂ

T RICHAICHRD HLL
BOURMEMCUTH BHD df

NEW THE SPLAT
FOR THE CBM64 CHALLENGE
Si T7
0> = - @

NEW
FOR THE CBM64

THE SPLAT CHALLENGE FOR THE COMMODORE 64

£6.50
Ry
INCENIH\E)

INCENTIVE SOFTWARE, 54 LONDON ST
READING RG1450 10734) 581678

4'!!.5&

( ATARI ¢ COMMODORE 64 |
SPECTRUM e VIC 20
DRAGON s MEMOTECH
BBC ¢ SORD M5 ¢ ORIC
EPSON ¢ SANYO ¢ WREN
PLUS A WIDE RANGE OF
SOFTWARE, BOOKS & PERIPHERALS

ALL NOW AVAILABLE AT OUR
NEW STORE AT

71 EAST ST., BRIGHTON

SOFTWARE ALSO AVAILABLE AT OUR
71 EAST ST. BRANCH
TEL.: 728 681

SPECTRUM £5.50

INCENTIVE SOFTWARE LTD, 54 London Street,
Readorg RGY 450 Tel: Readmg (0734) 591678




PLUS Over 700 Educational programs are
covered as well.

It's the only guide to software programs for
the eight top Micros.

BBC-COMMODORE 64 - DRAGON - VIC 20- ORIC
ATARI 400/800- SPECTRUM - ZX81

i G AM G AME s Don'tmiss out on the wide choice...GET
GAMES!!

OVER 1,500 GAMES TO PLAY

Software Index is the NEW magazine guide
to the Hundreds of Software Programs
available in shops and by post.

| It's packed full with GAMES Software—what
' the games are and where to buy them.

NEW RELEASE \
for the 64!
ORANGE
SQUASH

| DEALER ENQUIRIES
| PHONE
| (0438)
316561

SOFTWARE

3 MAGICAL GAMES FOR THE 64

JERLLD e TR

PIXIE PETE

PP, RSP SRS
I FTE T PO
LTS T

AR FB0 WL A TR

o

o L1 L

COMMODORE (1t & 0vemon FOR CORMAOUONL 81 44T JOVATIER v COMMODORE (5 5 sovsnin
CRAZY CAVEMAN - Journey back to prahistornie PIKIE PETE - Deep deep down underground BLUE MOON - You are the piat af an miergalagtc
times! A tribe of cave dwellers sends out a hunting PIXIE F'IE TE the pol-holer is digging for his surviva spacecraft. Your mission i 1o rescue a sister-ship
party, but the men are scattered when they arng You control this daumless pode, and must help hm and her crew who are trapped ora hostile planet and
ambushed by a8 huge sabre-toothed tiger! You are dig has own maze 1o escape from DESMOND THE to ret h them o the safety of the Blue Moon

el i d Ixge : DBAGON for as long as possible, but if be comes n oredLnn Wil M 10 The satety ot the Blue Woaor

ane of these hunters: a long way from sheltar, you range: quickly engage your HYDROLIC RAM PUME However, jpurneying across the vastness of space
begin the hazardous trek home. On the way there are ta blow him up, If you manage (o destroy DESMOMND there argé many hazards to negotiate, such as the
many dangers, like AOLLING ROCKS, DINOSAURS, he will relurn o haunt you as GORGO THE GHOST deadly BLUE BQOUNCERS, COMETS, BELL BIRDS,
DODOS AND PREHISTORIC BIRDS £6.50 whao causes many problems lor PETE £6.95 DADIDS and TECOM ALIENS £6.50

Top prices paid for quality COMMODORE 64 programs
Games available from all good computer shops or direct from Merlin Software at the address below.

MERLIN SOFTWARE, BUSINESS AND TECHNOLOGY CENTRE, BESSEMER DRIVE, STEVENAGE, HERTS. 5G1 2DX
TELEPHONE (0438) 316561

(o2)




At R&Rwe believe

that value comes first,

and we make it our business

to ensure that we provide good

quality programs at realistic prices. ..

for your enjoyment,

ALL ARCADE GAMES NORMALLY HAVE N o )
CHOICE OF KEYBOARD OR JOYSTICK CONTROL. g
Should you have difficulty in obtaining our products :

trom your local Dealer please send cheque or Postal

Order indicating titles required, for return of post service.

{For any 2% Specium

CHOPPER X-1 GALAXY WARLORDS | JUNIOR ARITHMETIC

happer X machng (008 &Cade gime
cay bul waich out
1y

o 8495 | wr. £5.50
STAR TREK OTHER COMPUTERS?

IF 0
(Fee ey 2% Specim| F ¥ Z | [Fo7 42K, Specingm gnly

cooe an e steeranly 1 i} : 10 Eapiaingd . @0ng s @ rusning
z v

P 3 Ml b8! il oer growang tange of |
deaizbie for TXA1 g ORIC 1Compuiens

—— WacE. e
Saed Capabding and poursel!! Excaleni

we £3.75 | ¥ yar £4.05 wed 00 05

DEALER ENQUIRIES WELCOME b/ CALLING ALL PROGRAMMERS . ..

gtg R SoIltg?re It_tg.| st GLIANE “-| WANTED New, Quality Software.
usse reet, Gloucester GL1 : Send us your latest Program
Tel (0452) 502819 SOFTWHRE ks 4

for evaluation — NOW,

AVAILABLE FROM LEADING DEALERS NATIONWIDE




WHAT THE EXPERTS SAY _

Its wealth of detail is amazing. One of the busiest games for a long time. The graphics are really excellent, well drawn and —
animated. A complicated, demanding game which | can't see losing its appeal for a long time. Krakatoa is both addictive and
hard to play. It takes ages to get any good and the scope for getting better scores each time is enormous — very good, highly

recommended. Game of the month. “Crash Micro”
An amazing plece of programming, a great program. A year ago we would not have believed it was possible to do this.
“Software Supermarket —

The only review said Fantastic CBM 64 —_—
“Speech /s effective and Flight Simulation ___
must ba at the limft of spac-

trum capabilities, graphics g e
are axcellant and animation ;g,::m‘ uslﬂmmdnmnmaﬁsﬁc' 4 with

superb. A combination of e 8
graphics, adventuns maze
and chase games makes
this an unusual, fascinating
and addictive program
which must rank among the
specirum classics.

hazards and defall. 20
different analog and digital
controls reviewed by a

Grsph.‘g :ﬂ skill of pilots of any
Overall scora 100% standard. |- unhesitatingly

recommand this game o
anyone. fne—p

£7.50

HCW
Home Computing Weekly

£5.95 \ ﬂ ]

s

Available at W.H. Smiths
Mail order and trade enquiries to:
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We're only writing games, and we're only writing for the 64. Rely on us to bring you the greatest games,
the greatest concepts and the greatest value.

The complete deep
Space saga. A radical
Joystick action can bring
inspired flexibility and a
horrific kill-rate. The
outstanding graphics
include highly detailed
craft and lots more than
eight sprites at once. A
full music and effects
sound track
accompanies the action.
All these features
combine with player
options and a top 20 hi-
score table to set new
standards in hi-tech
slaughter.

SUPER PIPELINE

Keep the pipeline open. Foreman Fred and
Plumber Pete have their work cut out, The evil
ladderman drops metal wedges to plug the
pipeline - and only Pete can fix 'em. Pete trusts
Fred to defend him against the six-legged
Venusian pipe spiders and the hard case lobster
while he knocks out the plugs and restores the
flow, Full accompanying music and effects,
options and hi-score table.

JAMMIN’

Unlike anything else, a totally musical game yet
highly colourful. Guide Rankin' Rodney through
the top 20 mazes - each with an interactive rock
sound track. Gather the instruments and make a
band but watch out for bum-notes, dischord and
that most deadly effect - distortion. If you've
never heard the full music capabilities of the 64,
grab an instrutnent and join the band.

COSMIC CONVOY

Just surviving is not good enough in this gdiant convay, Contral
three fighters at once, to defend the huge transporters as they ply
between the planets. Only those transports reaching planetfall will
gain galactic credits, and no-one expects promotion for losing the

TASKSET LTD - The Specialists

Naturally, everything we've written for

the &4 is available on either cassatte or

disk

Salected titles available from:

W H Smith, Boots, Menzies and all good

computer slores

Major distributors include

Microdealer UK, Websters, Centrescht
C85

SN
FIFE

cassette

and P

All games are the exclusive copyright of
Taskset Limited. Al rights are reserved

Be warned, infringement of thase rights
iz an offence.

B MOMLXXXIV TASKSETLTD | 13 High Street, Bridlington, Yorks YO 16 4PR. 0262-F3798

N
o |

A brand new character
game. Poor old Bozo, all
he has to do is to get
home after a night out
with the lads. That's
easy until a wobble
becomes a lurch and a
stagger. Later into the
night, all rules go out of
the window as he
disbelieves what's
happening in front of his
blood-shot eyes. An epic
journey with ultra-
smooth graphics and
sprites which run rings
round normal games,

DIGITAL MI /

entire fleet. Which freighters must be sacr
to the next planet. Full sound options and
the arcade package

See you at the P.C. G. SHOW
where else? stand 42

ificed to get most cargo
hi-score table complete

disk
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Two great sames
ON ONE tapE€

DE FUSION seconds from an explosive experience.

'! A live bomb ticks menacingly as you try to get near enough to defuse it. |
I
I

Unfortunately your path is littered with Booby Traps. To say nothing of a
very determined Hit Man, who follows your every move as you race to

stop havoc and devastation.

To further confuse you, you may only use each path
once. So take care you don’t get

y trapped. In the direst
emergency it is possible to
make a new path, but that
will take the one thing
you haven't got . . . time!

What's slimy and nasty and
ties itself . . . and you
in knots?

You control the worm as it
grows and grows, relentlessly i@
filling the screen with its
segments. Take care to keep
clear of your own tail, as
contact means certain doom.

Only by exactly locating the
Black Segments can you cross
your own path. But watch out
for the Bluebottles. You must
eat one to avoid crushing
yourself to death . . .

NOW AVAILABLE DOUBLESIDER

FROM YOUR MAIN
SOFTWARE RETAILER.

48K SPECTRUM

oxtel
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THE HOTTEST GAMES IN TOWN
FROM LLAMASOFT

HELL TE Jeff Mint If taken Gret i T Tt
HELL GATE on the B4 is cartainly no REVENGE or bbb b:_;ﬂ:;y r"‘:‘ el 1:. -
HOWER BOWVER. being the VIC 20 code tweaked b i mmr;:;‘;ugl” ] !
JOFURCR-Eig SYSTAON. NOWEReT Wi SO HERCH N Graphically dupesh it faaturas multiple RorAenT., naw
4 bargain price 10 those wha like an unisupl shoat SRt MR ey, ity BETses rénEg e
am-up, fans of Grdrenner and Matrix shauld sngoy il BT Enor 18105, HIBGAAR) trACking
thernsstyis and the game 18 challanging 1o all

[ 7| L1 H
Available for Commimodans 54 £5.00 and VIC-20 £6, mﬂ& ?C?;ilin&::r::]ngmrl:;:;:;;h N

acoamganed by IRGedibbe S0Mics - = A i

BE sxpansion rguoad # T >

Ayvnitable for Commmogars B4 £7.50 wd VIC-20 £6, H
LASER ZONE > & g_;f; .

Experigncs Lasar Jong - an utterly MEW tonally
ORIGINAL masterpiscs of Vidao games sesign
Lmarn to controd two spaceships at once. Feel

Ity EXHILARATION as, alter beng hours of
practics, yau contnal e Bwo ships so that they
function 85 & smopth, co-operative team | Feal
the raw POWER as you lunge lor the alactro
bautton ond BLAST your enerrmies mba expandsng
clouds of SPACE JUNK|! Feel the humihation os
a carlessiy asmed BLAST slams into the side of
vour ksl rermaining ship!! 8K expansn redguiran
Aaitable for Commodons G4 8.5 ard vic- 20 £8.

A . S T et —— .

——

G METAGALACTIC LLAMAS BATTLE AT W
il THE EDGE OF TIME 1
A A fast and original garme tor the enexpanded YIE. Chalbanging i ‘,:{’ =
and colourful, with good Sanics and a unigue gameaction and L =

desagn, this promises 1o be the mast exciting few 3,58 WG
game sinca this introduction of GRIDRUNNER neerly a year a%:.:l

ATTACK of the MUTANT CAMELS 4

Planet sarth nesds you! Hogtile aliens have wsed genati
anginapng to mutete cameds from aormaolly harmisss beagls (o
90 font high, neutrsarn shisided, lassr spinting death camats||
Can you Hy your 1iny, manosisrable fighter ovar the modntinous
landscape o weakanand destooy the carme|s bafars they imade
the hurnans stranghold! Yo must withstand withering laser fire and
align UFDs Gameaction siretches over 10 screen iengths and
features sugefb scrolling. scanner 1/2 playes actKms and
vl e e anemation! Play this game and you'll never be able to
visi @ 2o agein without getting an dchy Erigger finger! Awssome
mie acuanl Svailable for Commodone 54 fg. 8

HOVER BOVVER

A otally original arcade game for B4 teaturing outstanding gragincs and &

sound track craated by & professional Piane Wizard: Gosdon Beanethas
barrowad his neighbour's

‘ E‘RiD‘RUNNER "' - b Air-MG [Bvnmowen Mow

your wey throwgh os

By True arcade qualidy on the
wnexpanded YWIG! Shaat down the ’ rmany af the 18 lawmns a8
segrmeied DROINS imadimg the-grid yiu £an batora the

Beware of 1he pods and zappers! The purpuing reighbaur
mwesama speed. sound, and grapheis retrisnas HiE midvwarn S8l
gives you the best blast pvailable bor our dog anig the
urmspanded VIC. Available for VIE-20 neighbour o hielp you o6
£5.00 Commodore 84 £5.00 Atari of tight spats and dor't

aonyann £7.50 anndy ihe gerdener Try
not to plowgh 1F ah the

negt flower beds or
ayerhant your mowes |
0

o\ NN
feadi R\
GE OF THE ALy - W
MUTANT CAMELS . \“%ﬁ“]m;: ; ,:; gﬁ

A lagt the bong awaited sequél o

rhe Adutana Cairnels is-avp lu.u.le ¥ ) g ——_
cantrafling 4 ninety oot high, nedtraniv - v
ahiak tarar spitting death camel; Bading I

& repeliion against your svil Zayaxion
averiords. The game featunes béautidul
srmaoth serolling graghics and no less than
A2 diftesant attack waves, morn than any
game in video histang. Thi challangs of
ploy woll L35t far rmonths o5 you batile to Sae

what's on the next wave Awesome Games Soﬁware

P ! Pt TR en D

49 MOUNT PLEASANT,
All orders add LLAMASOFT GAMES NOW 1N HED TADLEY, HANTS. RG26 6BN.

- 50p postage and packing LASKYS AND MANY OTHER RETAILERS TELEPHONE: TADLEY (07356) 4478
! -
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That's right, even the pirates will be dropping their duplicators to avenge
with excalibur in Cavelon, to join in the swinging fun with Hunchback, to attack with Android Two, jump for
their lives with Pogo, spin themselves dizzy with Chinese Juggler, they'll just crack-up with
Eskimo Eddie’s Arctic action and there will be no stopping the captain once he gets his
hook on Mr. Wimpy that zany burger battle. Don't you miss all the Ocean action get
' down to your local dealer now and join in the fun and games.

Cavelen Comm. 64 6-90 Spectrum 5-90 = Chinese Juggler Spectrum 590 Comim, 54 6-90
Hunchback  Spectrum, Comm.64, Oric 6-90 o &=_- 0 Eskimo Eddie Spectrurn 5-90
Android Two Commodore 64 6490 8 A *-*. Mr. Wimpy BBC, Comm. 64, Oric 6-80
Pogo Spectrum 5-90 == : . Spectrum 5-90
Oeean Sofvware & avalable from selected branches of: WODLWORTH W HEsMITH ]f-_f.f::‘«' John Menzes, LASKYS Rumbelows,
Spectrum Shops and ail good saftware dealers. Trade enquiries phene 061 832 7049

Ocean Software * Ralli Building - Stanley Street - Manchester M3 5FD - Tel: 061 832 9143

-




