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DONI;TL:\UST SIT THERE -

Slinky, the spring, Was having fun hopping about when suddenly he came upona pile
of coloured blocks, sohe thought he'd play around on them for @ while. Much to his
omazement he found that they changed colour when he landed on them. Wow! But
unknown 0o him, the blocks belonged fo the Wicked Wizard, who sent his friends
along to tease our poor hero- Slinky is @ real fun package with ninety-nine levels,
amazing reward displays. and action replays- Where else could you meet such
charming characters s Dusty the dust cloud, Marge the magnet, Ralph the random
raindrop; and Lorenzo the chameleon hopper? ssozo
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. 5 tar[ahB presents

anyALE PO

ATARI" A truly remarkable depiction of life cycles in a

freshwater environment. A semi-educational pro-

COMMOTMDORE gramme with high resolution graphics, crammed
64 with thrills, spills and excitement, featuring:

BBC (B)" & VAn'éoeba (I)?hlzopoda) Hydra (Chlorohydra
™ iridissima); Dragonfly (Erythromma Najus);
ELECTRON Bloodworm (Phylum Platyheminthes); JeIJnylsh
(Craspedacusta Sowerbeii); Beetle Larva
(Macroplea Leachi); Spider (Argyronata Aquatica);
Water Fleas (Scapholeberis Mucronata); Bumble-
Bee (Bombas Lapidarius); and our special guest star |

¢7.95 € THE COMMON FROG

(Rana Temporaria)
Awesome. .. In its conception
Brilliant . . . in its depiction
Dynamic . . . in its execution

“Savage Pond is a real joy. A totally unique concept, well
thought out and superbly programmed. Whilst a far cry from
the usual arcade action it retains all of the excitement. It is an
ideal family game and children and adults alike will marvel at
the graphics and storyline . . . you will not find such an original
and compelling game anywhere else. Buy it and sit back
knowing that one of the most original games ever programmed
was written here in Britain.” — PAGE 6 — an Atari Users Magazine.

DISTRIBUTED BY

CENTRESOFT P.C.S. LIGHTNING CALLISTO TIGER

(021-520 7591) (0254-691-211) (01-969 5255) (021-643 5102) (051-420 8888) :
B e S T A Rt o e e T S = e ":
! STARCADE SOFTWARE, 2 Elworthy Avenue, L26 7AA.1I
ASK YOUR E Please rushme ........ copies of SAVAGE POND suitable |:
IF IN LOCAL DEALER | for Atari/Commodore 64 (DISC/CASSETTE). .'
DIFFICULTY OR E Please debit by Access Card (Delete as necessary.) :
RING OUR POST THIS Eﬁi?ﬂm 1 i Il O P O L I li_l__l_—UE
ggEEDFl‘-lEACSALD COUPON i | enclose Cheque/P.O. for£............ E
: i
SALES LINE: : MAME i e G aamee Sate s e ahata aae e rase Kol el i
5 |
4

051-487 0808 (24 hours) 1§ .



Simon says; new games from Acorn on the way.

FEATURES

Strategy fans — want to re-write the history books?
Win the Fall of Rome and do so.

Danger in dark, deep waters — butitwon’tdampen your
fun.

e
There is
out?
Not a game for the squeamish this one.

a mole and he lives in a hole — can you get him

Simulated submarine warfare, but the only thing you're
going to blow up is hidden safely inside your computer.

An adventure to get your teeth firmly into which will run
on a range of computers.

The old party favourite can now be played on your com-
puter.

Monsters of Arykron. . ... .. .. BBC & ELECTRON 90
A lengthy but worthwhile trip to see the murky monster.

Games Computing is normally published on the second Friday in the month praceeding cover date. The contents of this publication including all articles, designs, plans, drawings and programs and all
copynght and other intellectual proparty fights theirein belong to Argus Specialist Publications Limited. All rights conferred by the Law of Copyright and other intellectual property rights and by virtue of in
temational copyright conventions are specifically reserved to Argus Specialist Publications Limited and any reproduction requires the prior written consent of the Company 1984 Argus Specialist
Publiications Ltd. All reasonable care is taken in the preparation of the magazine contents, but the publishers cannot be held legally responsible for errors. Where mistakes do occur, a correction will normally
be published as soon as possible afterwards. All prices and data comained in advertisements are accepted by usin good faith as correct at time of going to press. Neither the advertisers, nor the publishers
can be held responsible, however, for any variation affecting price or availability which may occur after the publication has closed for press.

Subscription rates
UK £12 .95 including postage. Airmail and other rates upon application
48432,

to: Games Computing, Infonet Ltd, Times House, 179 The Marlowes, Hemel Hempstead, Herts HP1 1BB. Telephone: (0442}
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PROGRAM
STIBNRIS STONGS

Do You Want Fame and Fortune"-’

Does brilliance reside in your RAM? Do your friends gasp at your
own programs with envy in their eyes? Would you like to see your
name in Garmes Computing!

If you have written a program to take the software world by
storm and want to show your fellow readers just what you can do
on a keyboard, cut out or photocopy the form below and send it to
the Editor, Games Computing, (clearly marked PROGRAM SUB-
MISSIONS) at 145 Charing Cross Road, London WC2H OEE {until
16 December 1983) and after that to 1 Golden Square, London W1.

Please send with your tape recording of the program a thorough
explanation of the game, a line by line listing of how the program
works along with a list of relevant variables etc. Also include any
clues which you can think of to help owners of other computers
other than the one which the program was written for, convert it
for use on their computer.

We will look at games programs on tape for all the popular home
micros and disc versions for the Commodore machines, Atari and
BBC (40 track and Hitachi format). Whenever possible use CHR$
rather than command codes and please avoid making programs
autorun. If you can let us have a printout of the program it helps
and the same goes for screen dumps.

P.S. They'll be paid for too!

= + PLEASE COMPLETE IN BLOCK CAPITALS |
|
| [
i S
| Your Name Age }
I _Er_rﬁrar_n_Name |
Computer- memory size it runs on |
' |
i Amnum of memory program occupies 1
I Other computers/memory size which your program |
I runs on |
| Do Does your game need joysticks? Yes No I
| gny known bugs? If so, what are they? I
I Have you sent your game to another magazine Yes No |
| Isitoriginal/or a variation on a theme? =
‘ Your Address i
! i
| :
| I
: Telephone Number =
| Times to contact you |
l---——_—-_—_---—_——_____-—______-__——-__—--——-—-J



best~sell ng book ’Masquera

; ten with al
. Don'tf

one of them.

CBM 64,
| Spectru

orf nothing.

i etiti

amous * Jeweiteé Hare of Masquerade’ worth
rings no bells Wfth you this migh ;
mji_QBﬁ and cantamed_m the book,

| mail-order from Haresuft_ If you manag e to find the |
- have to wait until September to buy the follow-up game, Haresoft Finale. Youca
find the location of the hare by workmg out the clues contained in bot
- When you buy each tape you'll be give: rsonal re
:th:nﬁ you stand a chance of winning the prize | :
authenticity and they must correspond to the mgtstratmn numbe --_.eatlecaied on pur—

' chase together with a description of the hare's location.
- The puzzle programs should have fafﬂreachmg appeal and have been s;:ac:atiy wnt-
ges in mind, and to suitan inquisitive mind

get, though you must get the two tapes in order to
link between the tapes so reaily :t is 1mpossnble to auemp

To start with Haresoft have pmduced t e ta s torun o most of the best-senmg
. home computers fike the BBC B, expanded VIC 20 Oric/Atmos 48K, Dragon 32 /64,
K Spectrum and Amstrad. The programs will apparentiv runonthe 18 K
and unexpanded VIC 20 if you can overcome the memory problems.
Haresoft have also &nsured that tapes cannot |

And lf ymi W!h the treasured hare you‘cq_uld wan as mucﬁ as E30 000 because
. Get your copy of Haresoft Prelude NOW and don’t miss the chance of a lifetime.
Write to Haresoft, enclosing a cheque or postal order for the correct amount, at
'HARESOFT, PO BOX 365, London NW1 7JD. _ !
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New Durell Trio

Jungle Trouble and Harrier Attack have
just been released by Durell Software for
the Commodore 64 with some added im-
provements.

A new version of Harrier Attack for the
Commodore 64 features full control over
the Harrier — just like real life. The Harrier
can now spiral up or down and has full use
of “Vectoring in Flight Forward’ (VIFFing),
meaning it can swing round in the air very
quickly. The graphics have been improv-
ed from the original best selling Spectrum
amd Oric game and the prospective jump
jet pilot now has homing missiles and
other such nasties to contend with.

Jungle Trouble now has four screens
instead of the original single screen. Other
added features include a fire breathing

dragon 3D effects.

Combat Lynx is under development
and will be initially for the Spectrum with
versions for the Commodore 64 and Oric
1 to follow. The display shows the inside
of the helicopter, but the forward view
window shows an outside shot of the
Lynx similar to a Scramble/Defender type
game.

The aim of the game is to transfer
troops and armaments around a complex
three dimensional landscape, picking and
choosing weapons as you go, and fending
off the bad guys.

Jungle Trouble and Harrier Attack for
the Commodore 64 cost £6.95 each,
Combat Lynx will be for the ZX Spectrum
with others to follow at a similar price.

Durell Software, Castle Lodge, Castle
Green, Taunton TA1 4AB.

CRL.

rne i)raw graphtcs desigl
and have no part in the actual game
‘game is played over a simulate
;he days, but you must spend

The v:dso game versnon of War af rhe Worids |s now out for the

The game closeiy fonows the prut 1atc$ do mn fic

| musical record version by Jeff Wayne. The game is in the graphms _dventurefstrategy
vein with our hero trying to get rid of some nasty martians. On’
sorts of ubstac}es mciudmg refugees and martian fighting mac
s the stunning graphics,
\lLthe graphics were deszgned wuth the aid of
er from Melbourne House. These views are static
the justlook good whuch isn'ta bad thing! The

Warofthe Wor!ds is one of the feW great Science Flcnon stones to pass the test of'
fthec tury, adapted ‘for radiointhe 1930’s, fﬂmed;n
ouble album in 1978, and now a video game. :
rthe Sommodare 64 Onc, BBC B Electron and.

1BZX Séec;tky_m from |




Atari VCS Range

Atari have been busy recently, releasing a
new video game system, and now broad-
casting their range of software for other
machines.

The Atari 7800 is a new advanced
video game unit designed to compete the
top end of the video game market that the
Colecovision system created. Priced at
£99.95 the unit comes with Pole Position
2 and the new Atari Super Joystick Con-
trollers. The new system will also be able
to use standard VCS cartridges.

Atarisoft, the software arm of Atari for
non-Atari computers, has launched its
most popular games for a range of the
most well known machines. Pole Position

isnow out for the Commodore 64, BBCB,
and ZX Spectrum and comes with a new
wall chart to follow the progress of the
real life Grand Prix series. Ms Pac Man will
be available for the ZX Spectrum to ac-
company the recently released Pac Man.
Crystal Castles is being released for the
VCS. Roboton, Pengo, Donkey Kong Jnr,
Dig Dug, Galaxian, Centipede, Defender,
and Moon Patrol are all to be released in
the near future to run on various home
computers.

Prices vary between £24.99 for Dig
Dug, Pole Position and Donkey Kong Jnr
in cartridge form for the Commodore 64
and VIC, and £9.99 for cassette soft-

ware.
Atari are at Atari House, Railway Ter-
race, Slough, Berkshire.

Commodore Comes Out

Commodore have finally decided which machines they are going to market in the UK
after previewing many different configurations with such strange names as CVB364.
The new machines are the C 16 and Commodore + 4, they are virtually identical apart
from the size of memory and external styling. The C16 has 16K of memory and comes
in a Commodore 64/VIC box. The Commodore +4 comes in its own new style
streamlined box and has 64K of memory.

TheC 16 is expected to be in the same sort of market as the VIC, anditis to be priced
accordingly. The Commodore + 4 is expected to be priced above the Commodore 64.

The inside of the machines are very much the same. The new 7501 chip. prowdes 1
processing power, produces the video display, and sound. The video display is

320X200 pixels or 40X25 text in 128 colours with flashing. But no sprites are
available, which will doubtless disappoint many Commodore 64 users as’this feature
made games design very easy.

The Basicin the new machines is very advanced. Caued Basac 3.5 it overcomes the
criticisms of Commodore’s prevaous Basics by having in-built hi-resolution graph:cs
routines, along with many other :mprovemems and 50 new commands. It occupies

32K which is as much as a BBC micro’s Basic and twice as much as a Commodore 64.

| There is a full machine code monitor allowing speedy development of machine code
games with a built-in assembler. The Basic has the ability to use nearly ali the memory

of the + 4 giving a full 60K of user memory. As always this is cut down it hl -rES
graphics are used, to 52K.

The C16 user is left with 1 2K of user memory or 4K after graphics have taken their
chunk.

Sound is limited to two channels, one of which can be a noise generator. New disc
drives and other peripherals are to be available for the new machines and they are sup—
posed tobe able to run with the existing range of Commodore products.

A report by Research Analysis Marketing (computers) claims that the Commodore
64 has knocked the ZX Spectrum off the top of the pile as the currently best selling
micro. The information was gathered from 300 dealers.

The UK user base of Commodore machines is reported to be in the region of
700,000 and world sales of VICs are over 2 million with Commodore 64s following
close behind. This is the first time a machine other than a Sinclair has been the best
seller in Britain for some years.

Commodore are at 675 Ajax Ave, Slough Trading Estate, Slough.

® Adman Electronics have just announced that their Commodare compa nble speech
synthes;ser has been slashed in pnce from£49.95 to£29.95. @




ACTUAL SCREEN DISPLAYS

The Most Graphical
Arcade Simulation
, Ever Produced

by CHRIS KERRY
£5.95 incl VAT — 1st Class P&P by Return

1f you have difficulty in obtaining your copy: Just fill in upon below

AVAILABLE FROM SELECTED BRANCHES OF: RETAILERS CONTACT:

Y/ John Menzies | MICRO DEALER UK Ltd
% WHSMITH

~E7
r/ 4 //\,« Post coupon now to:  Thor (Computer Software) (_:n. Lid.,
: . Erskine Industrial Estate, Liverpool,
R"‘z“"“ > Merseyside L6 1AP Tel: 051-263 8521/2

makl'o ALSO AVAILABLE AT ALL -ggw encloss Cheque/PO for £
; USUAL SOFTWARE OUTLETS. = |
s CentreSoft

Greenchip PCS DISTRIBUTION
SIDEEERFENS Bulldog

R, - Credit Cards — Orders accepted by Phone -
‘ “z \‘/% g ii % m 051-263 8521/2

DISTRIBUTOR AND OVERSEAS ENQUIRIES CONTACT PAUL 051-263 8521/2



Dear Editor

| was playing with GOLF, printed in the
may issue, a couple of days ago and
discovered a minor bug. One of the pro-
blems of programs with probability
elementsis that it may take many plays to
find such a bug.

The problem is that one of the events
in PROChazard adds 50 yards to the
length of your shot. This may of course
change your current state (eg. from on
fairway to on green). Unfortunately, the
program as published fails to make this
check. | enclose the new lines | have add-
ed to my own version to correct this. You
may care to publish these in a future issue
of Games Computing. | am sorry about
this — | do try very hard to eliminate any
errors before submission.

purchase a computer and needed expert
advice on what to buy.

| explained that | was unemployed and
would not be able to change or upgrade
the machine later. He recommended the
16K ‘Laser 200" saying it was very
popular and lots of software was on the
way. So far lonly have one tape and | have
not seen any books or programs for this
machine in the six months that | have had
It.

Can you imagine how | feel when | see
the vast array of programs for the Spec-
trum, which is the same price as the
Laser+ 16K. Surely somebody must
have some programs for this machine or
am | the only one that was stupid enough
to buy a Laser 200.

If it wasn’'t so expensive | would throw
it away.

Yours dejectedly

Stephen Carpenter

Torquay

We know of no software houses that pro-
duce or market software for the Laser

I70 1F PLACE%*>2 OR DIR%<1 THEN I%9&
13SATF DIR%(Y OR PLACE%=3 ENDPROC

13SSPRINT " "V our

@:1F D%<g THEN D%=-D%R:DIR%=-1

:ELSE EMDPROC

hall landed &n a rock and"'"bounced an extra S8 yards.":D%=D%-5

1358PROCtest: IF DIR%SE AND PLACE%<3 THEN PRINT"You went past the hole.":ENDPROC

Jonathan Evans
Plymouth

Don't worry Jonathan and thanks for sen-
ding the corrections in to us. As you can
see, we've printed them with your letter.
The bug didn’t seem to deter people from
keying in your game, though, which is
good news.

A\ S\

Dear Sir

Last November | went to my local com-
puter shop and had a nice chat with the
manager. | explained that | was about to

10

200. We do know that the Laser 200 is
no longer on sale. If you've only had your
computer for six months then you might
have some justification for taking the

computer back to the retailer as it was
clearly sold to you for a purpose that it
was not fit for. If you make enough noise
you might get a refund, or an exchange.
When buying a computer it is essential
you know what you are going to use it for.
Consult several dealers instead of just
one. Computer sellers have obviously got
a vested interest in selling whatever they
can't get rid of and this may prejudice any
advice that they give you. It would be as
well to bear that in mind in the future.

AL\

Dear Editor
It is always good to see magazines cater-
ing for faithful TI99/4A fans.

We at Parco know only too well how
many there are, and how dedicated they
still are to their machines.

By way of response to the letter of W,
Fairbairn in the June ‘‘Games Com-
puting’’ regarding file keeping, may we
draw your attention to the program we
have just produced ourselves to fill this
very gap in the Tl market.

It is a record keeping program written
in Extended Basic, and we would be hap-
py to supply details to any interested
readers.

Incidentally, any Tl fans concerned
about supplies of hard or software will be
pleased to know that we stock virtually
everything that Texas have ever produc-
ed for the 99/4 A, and that we have more
new items on the way.

F. Parrish

Parco Electrics 4 Dorst Place

New Street Honiton Tel: 0404 4425
Thanks very much Mr Parrish. I'm sure all
Tl devotees will find that information
useful.

Have you got any opinions to air, has someone somewhere upset you and
you want to grizzle and gripe? Or maybe you're full of the joys of spring
and feel like telling a happy stqrfr? .
Whatever you want to say, be it good, bad or indifferent drop us a line
here at Games Computing and get it off your shoulders.
Send your letters to:
‘Postman Pat’, Games Computing, 1 Golden Square, London W1.

GAMES COMPUTING AUGUST 1984




Games from the Gods

ALL PROGRAMS ONLY

£5:95

AVAILABLE FROM ALL
GOOD COMPUTER STOCKISTS

PECTRUM
FOR ANY Nick Outram,
Twilight Zone b\"“r‘“ﬁ A the ;Ermhgml

W e onl [ q
You havei::t your wishes: tu:f E Inc!ud:‘ng VAT 1st Class Postage
Zone 8830 T capebut the, (o & Packing by return
thoughls affmh g ABLT d‘«a“ B e e — F
POet free you musi €0 Tve o reach . A
Ond

c

FOR ANY 48K SPECTRUM
Jack and the Beanstalk
by Chris Kerry
Will Jack get the riches from the

FORTHE 3K opgx
8K
EXPANDED VIGz0

FO ANY SPECTRUM

/ Frankie Dunn 7ill J € !
i Night Stalker bY cret Giant's castle without being stomped  Luv Bug p,
= - " While WUT‘:‘T‘;BP ﬂ?eﬂgiﬁ.!;rsﬁmenh on. Will he L;!irnt:_the beanstalk X !Dluidje_v is aytllinf?;} :‘;{gs‘:.o ; -~
- imen i i Ff: ellj, e 1E0 now try
R ANY 48K SPECTRUM D Fosaor Amron dropped some o F2EE) will Know as you rush sround  shell ko s girfriond Bertha, Blockor 'k BEC
E?.,m'.ina by Ch’g,ﬁe{:é main Ene{i fur{ his special folré:“:‘;:'ﬂl sects that looking frantically for the treasures lnle?‘ds 10 do to Dy d&g‘;‘;wlhﬂ! she P_Cfdcrr Curs 4 120tin Sykes
% 5 bec ; ; y O ithin minutes, rou desire. Catches hj i s 5he ever Videg '3 rapped ine;
Uranium has B8 parth's supp e o he floor, became ¥ him. Linda {5 the pevo the S0 8ame by o 4t o inside 5
Zarih, Unfortunatees "o oy jupiterbas  were on the LO0H WOman in Dudley's Jife ooy e Bompgr, pr. " VIl arch gnap
%i:-:mium is dw;?::lgfal{‘ﬂe P"eci'}}:‘s nohcea‘plgiLanF gﬁ:-kiﬂ the insects will need aJ] m:}”s life and Dudjey surviva) jjog ;Dc:]nfi chiat e ‘;?m}
e supp’ ! the Your mis " vare 0 hij T Nan
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"“fiﬁéa‘lﬂﬁ“c miner robots {he deadly Centipede. ECreasing
H & L

GREMLINS.

FOR ANY SPECTRUM

Spider's Web by Peter Milne

Micky is a greedy little spider. He
traps lots of Fliesand Wasps on his
web and then stores them to eat later
but it's tough for Micky, as the Flies
bite back.

FOR ANY SPECTRUM

Mega Fruit by Bob Hitching
This is the ultimate fruit machine,
with all the features of the real
Arcade machines, such as Nudge,
Hold, Gamble etc.

FOR THE UNEXPANDED

VIC 20 and the CBM 64

(CBM with Adman Speech)

3D Silicon Fish by Chris Stamp
Sillo has to collect Silicon and
return to Earth before the Krllyon
destroys him. Will he make it and
collect his reward? Only vou can

FOR THE BBC ‘B’

Pyramid Painter by Chas Smith
Can you help Bert the painter finish
off the pyramids before the balls or
Thin Man finish him?

FOR THE BBC ‘B’
Desperate Dan by Rein
Deep down in Dan's dur
ghastly monsters, he ke
bay with liguid d
liquid is very swe
several rodents, [

help to keep the creat

Can you help?

SELECTED TITLES tell.
AVAILABLE FROM SELECTED BRANCHES OF: RETAILERS CONTACT:

7 John Menzies. MICRO DEALER UK Ltd (e

% WHSMITH [ Tiger trader |
BR;S Sle 16
CentreSoft T ——

PCS DISTRIBUTION .
Bulldog Adiess - =

SOL =

Credit Cards - Orders accepie ¥ one - 051-263 85212
DISTRIBUTORS AND OVERSEAS ENQUIRIES CONTACT PAUL 051-263 8521/2 2

ALSO AVAILABLE AT ALL
USUAL SOFTWARE OUTLETS.




Enjoy the hilarious antics of the comical
mouse as he collects the lost diamonds. He
climbs ladders, slides down chutes, use transporter
and trampolines to jump across the divide. Multi screen
game with three levels of difficulty.
Commodore 64 £7.95 — Vic 20 £7.95 — Spectrum £5.50

Space Pilot Flight Path
737

An advanced Pilot Trainer.

Realise your dreams of being king of the open skies.
Fly your aircraft into unrelenting dog fights with

enemy fighters. Prove how well you can handle your craft.
Five stages of tough engagements.
Commodore 64 £7.95 — Spectrum £5.50

Written by a flight simulator
instructor and pilot. Panoramic
Pilot's eye view.

Commodore 64 £7.95 — Vic 20 £7.95

Also available on Disk at £9.95

TRADE ENQUIRIES: ANIROG SOFTWARE LTD. 29 WEST HILL DARTFORD KENT (0322) 92513/8
MAIL ORDER: 8 HIGH STREET HORLEY SURREY 24 HOUR CREDIT CARD SALES HORLEY (02934) 6083
PAYMENT BY CHEQUE P.O. ACCESS/VISA 50p POSTAGE & PACKAGING £2.00 OVERSEAS



BLOCKMAN

Blockman for the Commodore 64 comes
to you all the way from one of our
Norwegian readers and despite its name is
not another Pac-Man clone. The game
features you as the intrepid herowhoiis try-
ing todefuse aload of TNT that is threaten-
ing to destroy the world.

Defusing the bomb quickly gains you
bonus points, but running over the flags
results in a lot more bonus points being
dished out. But can you run the risk of be-
ing stuck too far away from the bomb
when the time limit runs out? Remember
your life depends on it.

This game is for use with any Com-
modore 64 plus joystick and features full
hi-res graphics, colour, and sound. But
stop reading this and start typing it in,
‘cause it really is a smashing game.

RUNdown

Line Action
2-130 Start up andinitialization
200-999 Main loop. / :

e

"V‘ (/

1000-1999
2000-2999

Print up start screen.
End of game and hall of
fame handling.

30004500 Do bonuses.
5000-5500 Title page.
6000-6500 Instructions.
7000-7700 Define graphics.
8000-8100 DATA for graphics.

Conversion Clues

This program uses a lot of
very cleaver stuff, making
lit very machine dependent.
If you are good at
programming a VIC you
might have .some luck
but most other
machines are completely
out, I'm afraid.




BLOCKMAN
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3 REM #sdeietfRded EERian kbbb s e e ¥
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S REM ## e
£ REM *h#ssssesss
7 REM Mok $#REatsess s Eseeet s A ahape sy
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A58 PRINT " J J .

1126
1138
116@
1176
1186
1196
1z@a
1586
1599
166G
16168 POKES4278, 255 POKES4276, 129 FOKES4273, 57
1e2a’
1626
1646
17ea
1999
2004
2618
2E2E
2834
2646 POKEFRT.22 :POKEPT+1,32 :POKEPT+40,32:POKEPT+41.32
2116
2128
2148 FORL=1TOl@06
21568
2168 POKES4276.8: POKES4277.8 POKES4278.4@
Z2ea
2498 GOTO49

2588 PRINT"I"

254G PRINT " Hlael=hhRRI SCORE: "SC
2545 IFSC<=RE(18)THEN2S70

2558 POKE19S,0:PRINT "AREEHAME" ; : INPUTSC#
2555 SC$=LEFT$(SC#, 19

2560 FORK=LEN(SC$)T019:SCH=SCH+" " HNEXT
B Q=9:PRINT"O"

e

~-MAGHME JOHAHSEH ##% ¥¥
-1984 #% ¥#
FEREEFRRRRRRRR R

1

FOKESZ. 45 :FPOKESE, 48 1 CLE
GOEUBEDGE

UE7GG8

SOSURSEOE

JO=56226
LE=16:T=1:IH=.5 'HI=1
3 GOSUEB1906

S=1@64 | K=0:Y=0 Y=S4272 :FO=5:FT=5:F=V
FORL=%TOV+24 :POKEL . @ :HEXT

Wl=HiYl=Y

IF(FEEK L JOYAMDL 3 =BTHEMIFY=2>1THEHY=Y-1

IF(PEEK ¢ JOIANDZ 3 =8THENIFY={1BTHENY=Y+1

IF(PEEK(JOYANDE 3 =GTHEH IFx: =r=-1

IF(FEEKC¢JOOAMNDE »=6GTHEHIF K=r+1

FRINT"SLEVE"MI TREC11)"SGCORE: R"SC"S"TAREC242 "aTIM: S"EFCT?
FO=Y#S6+2%2+5  PESFEEK(FOD

IFPE=132THENZGGAE
IFPE=136THENGOSUESGE
IFPE=148THEMF 1=1: G0
IFPE=Z2THEMFO=PT ( k=X1:¥=Y1:GOTOZG8

FOKEFD, 128 FOKEPO+1 . 129 ' POKEPO+48, 138: FOKEPO+41 ., 131
IFFO<:PTTHEMPOKERT . 52 POKEPT+1 . 22 POKERT+44, 32 FOKEFT+41, 22 PT=FO

@ T=T+IM:IFT>=28THEM13522

GOTOza8
EHD
POKES2280, S POKES32381, 2 ‘PRINT "IIaa"
FORI=1TO11
PRINT"® | | | |
PRINT" ol d ad o
HEXT
PRINT"® | |

|
= LRl

e
=
. —

|
= |

e
e

Bl
P (0 |

L

|
|

L _
L —
-
| _

il ;
1 __JI"CHR$( 148> "L "

e

|
All

=
==

I
o T e

o —
s
- —

FORI=1TOLE

PRINT"&&" ]

FORJ=1TORNDC1 »#11 : PRINT"ME" | ‘HEXT

FORJ=1TORNIIC 1)¥1€:FRINT"NBI"; :NEXT :PRINT" ADEXRRFG"
PRINT " =[4" ;

FORJ=1TORNDC1)#11 FRINT"HM"; :HEXT

FORJ=1TORHMDC¢ 1% 18 PRINT"BBI" ; :HEXT : PRINT "EisH I XURLJK" :
HEXT

PRINT" s{slalslele e s R BB R R DR BB R R B R DR PR XA RO
RETURM

REM

POKES4276, 8: POKES4277 .0 FOKES4275, 0 :FOKES4296, 15 :POKES4277, 128

FORL=15@TO1STEF-1

POKES4273.L POKES429¢&,L/16: POKES3281, L : NEKT : POKES3281. 2 POKES3288. 3
POKES4276,6: POKES4277.0:POKES4278,0

GOTOZ26080

REM

FRINT " siaialeleaelalaasxxn R B R R R R E] (111 L]
FRIMT")BRBBPEBRI  SORRY YOU ARE DERD  WEEBRBREBI";

FRINT"ipbEERRRI il

POKEFD, 1228 : POKEPO+41, 131 : FOKEPO+F, 5 : POKEPO+F+41.5

POKES4276,0: POKES4277,0: POKES4278, @: POKES4296, 8: POKES4277, 128
POKES4272, 255: POKES4276, 33 POKES4273, 57

FORW=1TO15ESTEPL : POKES4273, W HEKT : HEXT
GOSUEB2568 : REM SCORE

PRINT " cINAIRIeTelalabe 4 ¥ kol HALL OF FAME  #skdkbsssnsran”
IFG=—1THEN27EG

IFSC<=RE(18>THEN2798

3 PRINT " cinsIalslalslsbchbdd ¥k dhans HALL OF FAME RRsddassesnn”
FORI=BTOS:PRINT"NR. "TREB(E-CI+1)>/9)I+1" "RE$CID" ° INEEEERI"RECID “HE

T=1:5C=0: LE=1:SCE=""
PRINT " Salel A el elalale Al PRESS ANY KEY OR “FIRE’
GETAS : IFA$=""ANDPEEK (J0><>111 THEN28S

22316 PRINT"O":POKES3280, 15 POKES3281,15
22068 RETURH

2999 REM

2888 SC=3C+z2a

2814 POKE542?6)D3PDHE542??;BfPDHE542?8,G?POKE54296181PDEE542??,643PUKE64E?B)123
3026 POKES4276, 23:POKES4273., 57 (POKES4272, 37

¥
¥#
%

FORI=GTO9:PRINT"HR. "TAB(E—(I+13/9)I+1" "RE$CID" ¢ IEBEEREI"RECI ) "HE

IFRECQICSCTHENRE(Q+1>=RE(Q> : RE$(Q+1)=RE$(Q) :RE(RI=5C RE$CE)=SCH :@=0-1:60TO
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o By R v

S S LD e

o}

[ o B R s B Y )
Ao

LB b e 4 L0

—
0
—_

A"

Soaa

Sale
S@za
30
SE46
SE54
Saea

S1e@
217a
Slge
S519@
S284
5566
{ulal]
ca1e
@26

sa3a

B4

cae
€678
668a
5890
56595
106

GOES FASTER. ..

&158
5584
re8a
raz2a
7a36
746
7148
7156
7184
7194
pdala)
7216
7224
73aa
T35a
7406
7414
T4268
.
7434
7440
7458
7468
7478
Fgats]s]
vraa
S08a
3018

FERDY.

(GOTO 4826

8 PRINT"S3LEVE"NI TREC11)"TGCORE:R"SCYE"TABC(24> "WTIME9"B$ (W

o FORI

3 DATAE, ©8,1.3,15,63,127,239,48,200., 192,192, 24@, 252, 254, 247

FETURM

FEM THT

POKES4255, 8: POKES4276, 8 POKES4277, 6 POKES4296, &

FOKEFT. 32 :FOKEFT+1, 32 ' POKEPT+48, 32 :POKEPT+41 . 32

FOKES427E, 255 PORES427E, 17 POKES4273, 57

FORL=108TO1STEP-1

Fa2=F2+1: IFF2=1THENFOKEPD., 125 FOKEFO+1, 122 POKEPO+48, 130 FOKEPQO+41 ,

FOKEFO, 148 : POKEFCO+1, 141 :POKEPO+4&, 142 : FOKEPO+41, 142 :F2=@
FORW=7ATOZZBSTEPL : POKES4273, W tHEKT :HEXT
FOKES4276, 8 POKES4277 . 8: FOKES4272, 0

POKES4276, 33 :POKES4273. 95 : POKES4277, 8 POKES4287, 128
F1=8:FPRINT"J" ‘FORW=TTOSE

POKES4296, 15 POKES4296 ., @

SC=CC+1 BO=EO+1 NEXT

PRINT"NME  BOMUS @ "BO:EO=0
=1T099% : HEXT

SC=5C+LE=LE+2 INSIN+.1:T=1:NI=HI+]
GOTO 150
PRINT " [Toem"
FRINT" -
PRINT"
PRINT"
PRINT"
FRINT"
PRIMT"
PRINT"
PRINT
FRINT
PRINT"
PRINT"
PRINT"
PRINT"
PRINT" N

PRINT" & : R # O SAEAme"

PRINT" & BCW™W  %- % % % ¥ ¥ SuECEa"

PRINT" 20tk BY JOM-M. JOHANSEN"

FRINT" LIMBBBBBBPRESS ‘FIRE’ FOR START"

WRITSE320, 1€, 16

RETURN

POKES328@, 15 POKES3281, 15

PRINT "M $4% 66 KE5 686K BLOCKMAN S48 00 ERERRARR

PRINT " sl=v0L CONTROL A MANN@EFAXINIBCED , AND HAVE"
PRINT"MTO DRIVE OYER ALL FLAGS "XHIMNIKES 226 POINTS)"
PRINT"MIF YOU HIT A SKULL 7 ANDEXENFGEZ YOU WILL DIE."
PRINT“MIF THE TIME RUNS OUT COR YOU HAVE *

PRINT"MPASSED ALL THEDL"#N HURRY TO THE TNT"

PRINT"BWHEN TIME IS UP THE TNT WILL EXPLODE. JdmLMxENHORE"
PRINT"MSTANDING STILL MAKES THE TIME GO FRSTER"

PRINT"MYOU CAN ONLY MOVE ON THE GRID ."

PRINT"MIN THE NEXT LEVELS THERE ARE MORE SKULLSEAND THE TIME

%

&ﬁﬁ@éﬂ%ﬁ%
%
w
#

R
E 2 FF

g}%ﬂ%%?&iﬁ%

ﬁlﬁﬁﬁﬁiﬂi&
o

L aﬁw_

i
#
S
B

- |

W
%

FRINT " &R WHIT A WILE . READING DATA.="
RETUEN
IFPEEK(13439)=192THEN7 186

POKESE234 , PEEK (56334 ) AND254 - POKE 1 , PEEK (1 )ANDZ2S1
FORI=GTOZG4%: POKE 1+12288, PEEKC1+53242) | NEXT
POKEL ., PEEK (1)0R4: FOKESE334, PEEK (S6334)0R1
I=12288+8%128

READA : IFAC> =1 THENPOKET , A 1=1+1:G0TN7156
POKES3272, (PEEK(S3272)AND2467+12
1=12289+8% 146 :K=255

FORA=AT0?

FORJ=1-1TOI+3:POKEJ, @: NEXT: I=J
FORJ=I1-1TOI+3:POKEJ,K: HEXT: 1=J

K=k -2 1A HEXT

DIMBF(2E)

AF="RITUVWNY" :L=18

FORI=0TO1@

FORM=1TO8: E=E+1:B$CE)="8"

IFL=GTHEN7 456

FORK=LTOISTER=1

E$CE)=B$(E)+"R" :NEXT
E$CED=B$(E)+MIDECAS, M, 1)+ m"
FORJ=16-LENCB$(E) > TOBSTEP-1 :B$CEY=E$CED+" " (NEXT
HEXT :L=L—-1:HEXT

FORI=GTOTIRES CIISY, waiee s avm e iosicatassinre " NEXT
RETURH
DATA15,79,632,9,11,3
DATAG., €, 308,62, 252, 2
REM SKULL

DATA?, 31,31.57,57,63.29,7,224,248, 248, 156, 156, 252, 184, 224
DATA183, 243, 252, 31,7,254, 252, 96,230, 175, 63, 248,224. 127,63, €
REM FLAG

DATAE, 8,8, 0,15,63,15,8.0, 6,36, 254, 254, 254, 254, 25

REM FLAG

DATAAG, 56,32,48,32,32,0,0,30,6.6,6,6.6,6,0

REM THT

3,653,447

T

6,66,63,248.242,252, 144, 176, 120,608,252, 63,
52,252,244.596.96,128. 124

REM THT
DATA199,239.168,1683,61.,31,15,3,227,247,54, 182, 188, 248, 246, 192
DATA-1

GAMES COMPUTING AUGUST 1984



ELECTRONICS

Vic 20 computers
have been talking back to
their owners for quite some time, Now,
Commodore 64 users can have that same’
pleasure too—by getting an ADMAN\
SPEECH SYNTHESISER! It's word power )
is endless as there is no set vocabulary. Yet
operation is simple. The 64 elements of
English speech are pre-programmed to let you
put your words together as soon as you switch
on. Just imagine....you'll be able to program you
own adventure games with characters that can §
actually talk. Many leading software houses are
now developing programs that are compatible
with the Adman 64 Speech Synthesiser.

First releases are:
Twin Kingdom Valley (Bug—Bytel Attack—
Attack (Voyager) 3D Silicon Fish (Thor

Computor Software)

... findsits voice!

i T6R RAM PACKS and e e e e - - 1
1 P1ease send me information on Adman Vic 20

. o f'_‘{']H J = _E XPANSION Adman computer accessories are avarlable from a 1
MOTHERBOARD good computer shops. For formation, why %ACCE“D”“ :
Prices around: not take a iead from our speech -,\n:'-'--s SEr,....ask ] Nisai 1
for it! See you loca fealer or sim 205t the Jeane i

8k Ram Pack . . . . . £29095 0 o T e RS A | i
16k Ram Pack. . . . . £39.95 H I Address :
Motherboard. . . . . . £19.95 Dept. C, Adman Electronics Ltd., Ripon Way, i |
Speech Synthesiser . . £49.95 Harrogate, N.Yorks, HG1 2AU. Tel, 0621 740972 I I
; 1 / MP 1

Adman Electronies Ltd. 1s a member of the Adam Leisure Group PLC L SRt GRMESLO LTINS

PLAYING AROUND

L~ -4

ORFORD ST -

for the widest range of software for the ZX Spectrum, i §
Commodore 64, VIC 20, and Atari plus many titles for ~ New titles are stocked within hours of release —
the Dragon, Apple, BBC and Electron. call our friendly knowledgeable staff for details.

VIRGIN GAMES CENTRE, 22 OXFORD ST.,LONDON W1. 0163/ /9

1637791
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Once again you have to protect humanity
against the Alien hordes using your VIC
20. This time they're meaner than ever as
they dodge and weave down the hyper-
shaft, 3 at a time, evading your missiles.
Worse still, they can sneak down hyper-
tunnels with impunity. Will you be fast
enough to catch them as they emerge?

You control the missile launcher with a
joystick, and you can abort a missile run at
any time by pulling back. This option can
give a rapid fire facility with practice.
Useful when the aliens are on top of you!
You get more points the higher the alien is
upethe shaft, and for every hundred points
you get a bonus of 25 missiles.

The game features full colour, in-
tegrated sound, and hi-res graphics. Good
luck — you’re looking for scores of over
500.

Conversion Clues

Good programming practice has gone by
the board to fit this program into the unex-
panded VIC 20! Conversion to other
machines would be difficult, and not
recommended, unless they were from the
Commodore stable.

Variables Used

HG High score.

PH Previous high.

N$ Name.

SM,A Characters. _
PS,S(I) Missile la'u&cher position..
Al(l),B(l) Alien position. !
N - Number of;

Screen c¢




78

FRIMT"TInBRBAALIEN SHEAK" POKEZEE79.8
POKESZ, 28 :POKESE, 28 CLR
FORI=7168TOPEY? POKE]L . PEEK(I+256@9) - HEX
FORC=7432T07479 READA: FOKEC, H:HEXT

DATACE, 90,60, 24,24, 36,66, 22

DHTHBJE4,24J24,24J24,1@2,1@2

DHTHﬁ.IG 16.16.46,0.,0,

DATAZ .,¢==J:55,2551555,5 5
DATAZE,8.86.56,68,8,36,56
DATAG, &, 8.,0,8.6.,6,48
DHTH—EQ;-Zd,—EIJ—IJG,J,21422,23
24 DIMJS(Z,2) FOKE3T139.6:1D=37154 FA=37137 PB=27152
26 FORI=@TOZ:FORJ=ATOZ2 RERDJSCJT, ID ‘HEXT.J, I
28 POKE3EE69,255:GOTO48
26 FRINT" CINRBICONGRATULAT IONS"

22 PRIMT"®NR HEWM HIGH: "HG
34 PRIMT"RBREFREYIOUS HIGH"
36 FRINT"SRI"HE,FPH: FH HiG

28 PFIPJT"IHI!I!IJHI1E L INPUTHE

[ [0+ e e 00y 4 PO
(a e a0 O LR

{8

- MC19=1M(2)=—1:M(3)=2
45 PRINT*7" POKE36S7S. 8
S0 F1=3164:P2=35504

52 FORX=2TOZ:FORY=2T022: POKEP1+X-224%Y, 36 : FOKEP2+X-Z. “a2'4E T .M

S4 FOR¥=12TO1& FORY=2TO22 : POKEP 1 +X-22%Y, 36 POKEPZ+R-22%Y . 2 - HEXTY., ¥

S& FORY=3TOZBSTEPZ

58 PGKEF1+S—:é*?;TdiPOKEF2+8-22$?,IZFGKEF1+12—22*H 32 POKEP2+12-22%Y. 1

cd HEXTY

52 FORY=6TO18: FOKEP1+7-22%Y, 32: POKEF2+7-224Y, 1 : POKEP2+13-22#Y. | - POKEF1+13- 22%Y

321 NEXT
£4 PR INT" sigalsa el AR AL TENSE S SERSHEAKSS "
€6 FORX=3T017:POKEP1+X, 36 POKEPZ+X. 2 NEXT
68 PRINT " SOMNREISCOREMNRRE

6875 Y=36878 POKEY. 15:52=36877 E=37 ' MS=100K=0

24 GOTO1S2
75 FULEDI\ 27: 15

(CFEEKC(PE)AND128)>=8) ' POKEDD. 255
PR (PAND16>=0) : J1=-( (FAND8>=0) : FR=—((PANDI3Z)>=a)
HHDF GTHEMF=1 FOKES1, 206  M5=MS—1 :PRINT " SxERBBRERRPRRPRR]  1HEI"NMS:POK

Koo

IFJ1<{»3THEHARE=1
CETHEMSP=S(1 ) :G0TOES
. IFJ3LSATHENSP=8(3)
8 FORI=1TO3:POKES(I), T:NEXT :POKESP., S RETURN
& IFAB=1THENAE=6POKEY. 32 F=0
2 IFF=@THEHMRETURHN
4 IFF=2THEHFOKEY .32 GOTOSS
& IFF=1THENF=2:Y=SF
= : ((Y-220  IFFKS>32THENL B2
FOKEY.M: RETURN
THEMWF=#: RETURHN
183 :FORI=1TO3
y—-22THENFS=A(1) : POKEPS, E: FOKEFS+357 TACII=PL

1ag HE?TI

116 HBE=NE-1:IFHE=BTHENWE=3:CG0T0118&

112 J=1:FORI=1TO3

IFACI D <OPSAMDACI D CEFITHENACI)=RCTD - J=T+1
HEXT : GOTO126

FORI=1TO3:ACII=ECI2 HEXT
FL=INTC(P1-FS)/44) : SC=SC+PL : K=K+PL
PRINT" Ss{senBBI"SC FORI=1TO15: GOSUE136 (NEXT - FOKEFS, 22 FOKEPS+ZB720 .
F=& FOKES2.08°: FETUFH

I=INT¢RHDC 1D #HE +1 - J=INTC(RHD (10 %3)+1

PR=PEEKCRCI2+M(TD): IFFV{JQQTHEH132

FOKEACIY, 22 ACI»=ACT>+M(ID> :FOKEACI ) . A-RETURN

IFPE<>STHENRETURN

FPOKERCI), 32 POKESZ, 180 FOKESP, 37 : FOKES(I »+36728.4 'EN=1 "RETURN
POKES1,LG: IFLG=126THENLG=231 :GOTO146
IFLG=221THENLG=12¢6

148 POKE7433,L0: FUFEJI 8 :RETURH

e et e R b e e e
G OIOIDICIPIPI P PO P = =
S D o S o~ n W a SO S R B R e O

b
4 £
£ 00

146 FOKES1 , 208+ 1 %2 M3=MS+1
. PRINT" SasnBpRRERRbBRREI INEI"MS POKESL . @

158 HEXTI:RETURH

152 FORI=1TOZ:RC¢I>=BC(I>:POKERCI},AINEXT

124 FOKEC, S

156 GOSUBTE: IFMS<{=BTHEN1&E

158 GOSUBSG: IFK>=186THENGOSUB144

160 GOSUB126:IFEN=1THENIEE

162 GOSUELZe

164 GOTO1SE

166 FORI=1TO10@:GETA$ HEXT :POKESZ. &

168 PRINT"=hBBIPRESS SPHACE EAR"

178 IFHGKSCTHENHG=SC

172 GETA#

174 IFAR$LS" "THEN172

176 IFHG<>PHTHEHN3@

172 GOTO4a

—
IA
0
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WONKEY WARLOCK
CRAZY CAVER (and the Quest for the Crown of Zol)

Laniern. Games (;
That Shine )

ey
SOFTWARE PRy,
v %%  FOR THE TI 99 4A

Superb graphics and A viscous dragon has
animation you won't stolen the Crown of Zol

want to stop playing. HUNCHBACK HAVOCK SNEAKIES BATTLESTAR ATTACK
DADDIE’'S HOT ROD - : |

TI.BASIC £5-95| | tiBasic 95 ;g&?)‘;‘fs MINI £€.05 ;‘OEY};‘S;E:SSI & £65

Take daddie's hot rod Egor the hunchback Far out on a deserted An enemy battlestar is Two fabulous games
out for a spin down has got himself locked plain the sneakies are poised to destroy your for the price of one!
perilously twisting roads. inside his master's gathering. home planet.

castle
THE WAY FORWARD FOR THE TI 99/4A

L"" ER 4 HAFFENDEN ROAD TENTERDEN KENT TN30 6QD.

THE
I-'ABU I.OUs

VALUE thats
out of thts world

50 GAMES ON ONE CASSE'I"I'E

- DRAGON - BB spectrum ' @appic ATARI 'ORIC1 “ZX87. VIC=20

r N I I . S S e S T S e S e S e s e N T - -
Please send me by return of post, Cassette 50 at £9 95

* It is impossible to

e tell v;oznevervthmg [ EXPRESS DELIVERY - per tape. | enclose a cheque/postal order for I

game :

. CASSETTE - 50 but they include ORDER NOW £ mede payapieto.

* many types such as maze, arcade, I e 2 I
missile, tactical and logic games, Nawmis Please debit | ki
to suit most tastes in computer my IF_W No. I
game playing. = Address .
CASSETTE - 50 wuli appeal to . I specTRUM [ | omict T 1 zxe1 [ 1 wica2o [ ] I
people of all ages and the games BBCAE | | DRAGON || ATARI || APPLE "ﬁ 2|

- will provide many hours of -~ - — — n -

* entertainment for all the family at I Post Code - Cascade Games Lid.. I
a fraction of the cost of other ) Suite 4, 1-3 Haywra Crescent, Harrogate,
computer games. -, | | Country cnscnde North Yorkshire, HG1 5BG. England. I

=) i - Dealers & Stockists enquiries welcome. *5"m Telephone: (0423) 504526, GC/8/84
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Five million Barbarians, an army or two of
Persians, several thousand upset Arme-
nians, fifty legions of itinerant ltalian-
By e and you!

So starts Argus Press Software's new
simulation game ‘The Fall of Rome'. You
play the part of the emperor of the Roman
empire trying to prevent the barbarian
hordes taking over the remaining territories
of the Roman Empire.

APS in conjunction with Games Com-
puting are giving away 100 copies of this
fantastic game in return for the first 1200
correct answers to the quiz on this page.

The fall of Rome startsin395 ADandit
is your job to survive the next 60 years
without being totally overwhelmed by the
eleven tribal groups of the North. Toaddin-
sult toinjury the two Eastern empires try to
take advantage of your troubles. The game
is played over 12 rounds each covering a
five year period. In each period you must
decide what to do with all your Roman
legions. Taxes need to be collected and
gathered by your forces, much to the
distaste of those being collected from (just
like today really!). And most of all your ex-
isting territory needs to be defended.

The game s a full feature simulation and
not just a zap-the-klingons (barbarians?)
game, with a full graphical display of amap
of Europe in the time of the Roman Empire.
The game is available for a range of popular
machines: 32 K Atari, BBC B, Commodore
64, Dragon 32 and 64, and the ZX Spec-
trum 48 K. Remember to specify on your
entry form which machine you want the
game for — if you win!

Argus Press Software is a member of
the Argus Press Software Group which
features such other brand names as Clever
Clogs educational games, ASP Software,
and also publishes the new tape
magazines, where a magazine is provided
on tape to load in to the user's machine.
Argus Press Software specialises in the
more serious aspects of computer games
with a range of mainly adventure, simula-
tion, and strategy games.

The Fall of Rome was written by Martin
Edwardes who is products manager of
APS and also has been writing our
‘Wargames' series that has recently finish-
ed, including the Arg Wars wargame in the
final episode. Martin has been involved in
wargaming for some time having been,
amongst other things, assistant editor of
‘“Wargamer’ magazine. He has also had
three board games published before mov-
ingirito the world of computer wargaming.
He owns on Atari (which he wrote The Fall
of Rome on) and a Commodore 64, but
prefers the Atari as it was his first micro-
computer.

How to Win

Printed on this page are three questions
about the Roman Empire in the time that
The Fall of Rome is set. Allyou have todois
fill out the coupon, state which machine
you want the program for, and put the let-
ters corresponding to the answers you
think are right next to the respective
number. So if you think the answer to
question two is ‘B’ then write ‘B’ next to
number 2 in the space provided on the
coupon.

The questions

1. On the map on this page are the Roman
names for the countries that make up
Europe. What are Macedonia, Gallia, and
Aegyptus now called?

20

- |

A: Germany, France, Belgium
B: Greece, Belgium, Egypt
C: Greece, France, Egypt

2. What was the Roman name for Paris?
A: Pompeii

B: Lutetia

C: Londinium

3. Who was the Roman emperor at the
start of the game?

A: Nero

B: Julius Caesar

C: Honorius

Send all entries to Fall of Rome Competi-
tion, Games Computing, 1 Golden Square,
London W1A 3 AB. Write the letters you
come up with ie. ABC, CBC etc. on the
back of the envelope.

AT Vandali

Saxomies

Allemnanni Brorgrenchis

Huerunt

ARMENIA

| Answer to Question 1: . .. ..... Question 2: . . ...... Question 3. +s v o |
LMachine: e e
Competition Rules _
1 This competition is open to all UK readers of Games Computing, except

editor.

@ o Ppw N

issue of Games Computing.

employees of Argus Specialist Publications Ltd, their printers and distributors,
employees of Argus Press Software or anyone connected with them.

As long as the correct coupon is used for each entry there is nolimit to the number
of entries per person, photocopies will not be accepted.

All entries must be postmarked before the 3 1st July 1984.

The prizes will be awarded to the first 100 entries judged to be correct by the

No correspondence will be entered into with regard to the com petition results and
it is a condition of entry that the editor’s decision is final. :
The winners will be notified by post and the results will be published in a future
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You are the commmder ota sub in the

English,chanriel and_have 16 torpedo as

many ships as possiblé. This is not:aseasy

as it sounds because.ydu have tocontrol

yousssubivhilst on-the’moyeito: face the

- enémy. You can also.be rammed if you do

_o» notdive deep enough, but.you cannot dive

> 100 deep because you will crack the hull. If

' vou are at a safe's depth aqd-nsar the ship it
may depthcharge yo

The game has-a- fulf mwument read out

and .radar‘sounds,” there ‘are also asdic

sounds whenyou dive deep. The screenis

split between a plan view of the ship and

the 'sub;,“and a: periscope: view. In the

' periscope View you cansee the level of

~ wateras you dive dnd- siuface and if you

are pointing.at_the:ship at the right depth

you will seé a view ofthe ship. This is the

ﬁmemf’reatorpoda Jfyou hit the ship the

pe, wew shaws yhe sﬁp exploding.

v

- - e .
Conversion Clues § %
Here is a list of TI-99 /4 A specifidj§
pmmands.

g : All COLOR (A,B,C) Set chafaeter
Bns R0 ¢ ) group A v
Constants. 2070-2140 ~ foregraéind
510 Colours. 2150-2250 Too deep routine. colo B_and
520-700 efine characters. 2260-2320 Rammed routine. b3 Orourg
710970 - gn. 2330-2530 Depth charge routi ~colo S f
980-1050 g , 2540-2700 Final score ept input’
—— from
drd.

AR (X, Oating
-‘ Kflﬁfﬂ’l}h'.g\f‘ﬁz’#




T e CALLVANAR (

BCHAR (

ALLISGR EN :C}-}““-m Colours the

—
w
o

R,C.N)

Create sound
of d milli-

secon q_gﬁ‘;;:_; i

frequaney Vi

and V’STG%{V?W
ace ,

repeats
vertically.
"Equivalen

PEEKing
screen

t of

5

i S
ordinates C, R ™.

into variable N.
Clears the
screen.

screen in

colom




CALL

.00 CLEAR

110 REM  XXXEXXXEKXXERKERRL

120 REM CHANNEL FATROL

130 REM EXEXFEEEEEEERRRXL

.40 REM BY B.W.DAVIS

130 REM FAEEEEEEAEEARNA LY

"1 "F=FIRE YOUR TORFEDO'::
210 INFUT "PRESS ENTER":ES%
220 CALL CLEAR

230 FRINT "IF YOU ARE IN THE

240 FRINT

.?-

250 We="SHIPS GOT THROUGH"

&80
590
700
710
720
730
740
750
T&0
770
780
790
800
310
B20
330
B84
350
860
370
280
390
SO
J10
S0
Fai
S0
&0

CALL CLEAR

T=11

C=46

A=0

U=I

L=1&6

R=27

CALL SCREEN(Z)

REM XXXXKXXXEXXEXEY

REM [CHAR COLORS

REM SXXXXKEXXEXEKRRERYL

CALL COLOR(1.Z.1)

CALL COLOR(Z.S.,35:

CALL COLOR(Z.2.3)

CALL COLOR(4,6.4

FOR I=5 TO 8

CaALL COLOR(T,Z.3.

NEXT I

CALL COLORC13,2.50

CALL COLOR(14.Z2.6)

CALL COLOR(1S, 1&. 6

FEM S31f3X58XX8XX82%

REM DEF CHARZ

REM SESXRESXXESXAXNE
As="FFFFFFFFFFFFFFFF"

CALL CHAR(3I3.As)

CALL CHAR(40.A%:

CALL CHAR (&4, "0B0OBOBOBOBOBICIC™)
CALL CHAR(91, "0OO402FFO2040000" )
CALL CHAR (92."002040FF40200000")
CALL CHAR (92, "1038541010101010"
CALL CHAR (94, "0BOBOBOBOBZALICO8")
CALL CHAR (128, "0000001B818000000"
CALL CHAR(12%."00003C3ICICICO000O")
CALL CHAR (130, "OOOOZEFFFF7EDOQQO"
CALL CHAR(13&."OOO0001071FFF7F3IF")
CALL CHAR(137."00000O0OCOFOFFFEFC" !
CALL CHAR(138."000008081IC7F3EIC")
CALL CHAR(144,"S04B24F24F27170OF",
CALL CHAR(145."0912244992E4EBFO")
REM EXXEFXEIXXEXXXIAERD

REM SET UF

HREM IXXXEXXXAXXFEREKIL

FOR I=2 TO 22

CALL HCHAR(I.4.337.2&!

NEXT 1

CALL HCHAR(3S,5. 6B

CALL HCHAR(3.6,&6%)

CALL HCHAR(3,7.80)

CALL HCHAR(3.8.84)

CALL HCHAR(3,9.7%

CALL HCHAR(3.246,78)

CALL HCHAR(S,24,B7!

CALL HCHARI(S.28,69)

CALL HCHAR(7.26&,82

CALL HCHAR(S.7.0?

FOR I=11 TO
CALL HCHAR(T.
NEXT

FOR I=11 TO
CALL HCHARI(],S,
NEXT I

FOR
CALL
NEXT
FOR
CALL

e

-

I.63)

40,24

1=3 TO &
HCHAR (1.11.96.12)
I=5 70 7

HCHAR (1, 11,40, 12

160 PRINT “CHANNEL FATROL. "11Y0U AHE [N A SUBMARINE": " 'THE 3SMALL SOUAREYFATROL I
NG THE BRISTOL CHANNEL.

170 PRINT “vOU MUST SINF AS MANY SHIPS AS ¥(UU CAM BY USING vOUR 12 TORFEDQES™
180 PRINT “YOUW CAN ONLY FIRE WHEN YOU ARE FACING THE ENEMY AND YOUARE AT THE CC
RRECT DEPTH (1)"1

190 FRINT "¥YOU START YOUR ENGINES WHEN YOU ENTER /OUR DIRECTION. "3 1 "NeNORTH", "Sm=
SOUTH" 1 "E=EAST", "W=WEST": .

200 FRINT "YOUR OTHER CONTRUOLS ARE"::1"U= UF (TO SURFACLE)":"D= DOWN (TO SUBMERGE)

SAME AREA YOU WILL EBE RAMMED UNLESS":"YOU GO

“YOU CAN ONLY GO UNDER THE":"SHIFS AT
WARNEL "
-50 FRINT "YOU MAY BE DEFTH CHARGED":"AND IF YOU GO
R HULL_, "1
Z&0 FRINT "YOU ﬂif FAUSE FOR A REST BY RUNNING YOUR
SCREEN. ' i
270 PRINT "TO RESTART CHANGE COURES TO THE OPFOSITE
280 INPUT "PRESS ENTER TO START":ES

A DEFTH DOF AT":"LEAST

TO DEEF YOU":"WILL CRACK

SUBE "INTO

DIRECTION. "2

DEEF":

{Z).BUT BE

You

THE":"SIDE OF YOUR

F70 MNEXT I
780 REM SSXSSEsESsssssakany
990 REM ENEMY CONTRO.

1000 REM $ESSSIREERERIRREIXTLIL
1010 RANDOMIZIE

1020 ¥Y=11

1030 I=22

1040 A=INT((Y—2+1)8RND) +I

1050 CALL HCHAR (A,U. 130

1060 REM SREXERXTXBXERANEED
1070 REM FIRE TORPEDOE:Z:

10BO REM SESSRISTIEENTEERELL
1090 LbBw=_

1100 RE=K L-

1110 IF (C-%O)s(L=A)8 (R=U) THEN
1120 CALL GCHAR(EZ,2&. G

1130 IF G<.91 THEN 1150

1140 R=R+1
1150 1F G-
11460 R=R-1
1170 IF G< 293
1180 L=L-1
1190 IF G<:94
1200 L=l +]
1210 CALL GCHAR(9.22.J)

1220 CALL KEY(Q,K.S5)

1230 IF J=33 THEN 2540

1240 IF A<>L THEN 1300

1250 IF (U>=R-5)8(G=92) THEN 1270
12605 1IF
1270 IF C<>4%9 THEN 1352

1280 CALL HCHAR(3,17.138:
12590 GOTO 1360

1300 IF U<>R THEN 152

1310 IF C<>4%9 THEN 1320

1320 IF (A<L)®(G=93) THEN 1340
1330 IF
1340 CALL HCHAR(3, 1&.134&;
1350 CALL HCHAR(Z.17.137)
1360 IF K<>70 THEN 1520
1370 FOR I=1 TO 10O

1380 CALL SOUND(230,-5.1:
1390 NEXT I
1400 CALL HCHAR (3, 16.144
1410 CALL HCHAR(3.17,145)
1420 CALL SDUND(400,=-7,2)
1430 CALL HCHAR({A.U,40)

1440 CALL HCHAR(LB,RE, 40!
14%0 CALL HCHAR(9.T,33)

14460 TmT+1

1470 U=35

1480 GOTO 1010

1490 REM S8335858X88388%3
1500 REM SONAR % RADAFR
1510 REM BSESEE38858383%3
1520 IF C<30 THEN 1390

1530 CALL SOUND({100,3000,0}
1540 FOR I=1 TO 1%

1550 CALL SOUND(100,13500,1I)
1560 NEXT I

1570 CALL SOUND(Z0,3X000,13)
1580 GOTO 164G

1990 CALL SOUND(10,1000,1)
1400 CALL SOUND( 13500, B0O0, 20}
1610 REM SSXXXZEREEEIIXX
1420 REM SUB CONTRO-

¥92 THEN 1170
THEN

THEN

TI60

(U>R) % (BG=91) THEN 1Z70 ELSE

(A>L) X (G=94) THEN 1340 ELSE

13

(]%




1630
1640
1650
146860
1670
1480
1650
1700
1710
1720
1730
1740
1750
1760
T ot
1780
1790
1800
1810
1820
1830
1840
1850
1860
1870
1880
1890
v 1700
1910
1920

FEM *SXFESXEEREERS

IF K<>B5 THEN 172¢

IF C<=48 THEN 1480
C=C=1

IF C<>49 THEN 1690
CALL HCHAR(3,11,35&.12;
IF C<>48 THEN 1710
CALL HCHAR(4,11,54&.12;
CALL HCHAR(S5.7.C)

IF K<>68 THEN 1800
C=C+1

IF C<{>4%9 THEN 17&C
CALL HCHAR(4.11.40,12)
IF C<>30 THEN 17B0O
CALL HCHAR(Z.11,40,12)
CALL HCHAR(Z,7.C!)

IF C>»34 THEN 2170

IF K<>B7 THEN 183«
R=R-1

CALL HCHAR(S,26.92:

IF K<>69 THEN 18640
R=R+:

CALL HCHAR(S.26,91)

IF K<»78 THEN 189G
L=L-1

CALL HCHAR (S, 24.°97

IF K<>83 THEN 1920
L=L+:

CALL HCHAR(5.26,94)

IF (L<1i)+(L>22)V+(R

<S)+(R>2B)THEN 122

-

1970
1940
1950
1960
1970
1980
1990
2000
010
2050
T030
2040
2030
20460
2070
2080
2090
2100
2110
2120
=130
2140
2150
21460
2170
z2180
2190
2200
2210
2220
2230
2240
2250
2260
2270
ZZ80
2290
2300
23710
2320
2330
2340
2350
2360
2370
2380
2390
2400
2410
2420
2430
2440
24350
24560
2470
2480
2490
2300
2310
2520
2530
2540
2350
2560
23570
2580
2390
2600
25810
2620
2630
2640
2430
6460
24670
2680
2690

THE WATER"::
2700,

—

CALL
CALL
CALL
CALL

HCHAR (LB.RB, 40)
HCHAR (L ,FR. 128}
HCHAR (A. 4, 17)
HCHAR (A, U, 403

IF C<»8%9 THEN 1990

CALL HCHAR(3,1&4.56.2

IF (L=A)%{R=U)THEN 2280
Dal+:

IF U=29 THEN 2070

GOTEO 10

CALL HGHAR (AL U=1,480)
U )

X=X+1

GOTQ 1010

CALL CLEAR

PRINT "SORRY"::

FRINT "YOU HAVE LOST"::
PRINT "DD YOU WANT TO TRY AGAIN"p:
INFUT "FPRESS Y OR N ":0Q%
IF Q$="Y" THEN 30C

END

REM *xssssxsssaxsxs
REM TOO DEEF

REM SXE8X8X385088883
CALL SOUND (2000, -7.0
FOR I=2T TD Z STEF -1
CALL SCREEN(7)}

CALL HCHAR(I.4,40,26)
NEXT I

CALL CLEAR

PRINT "YOU WENT TOO DEEP"::
GOTO ZoBO

REM ¥Xk3kxkxsigxy

REM RAMMED

REM XXXXXEXKEXXKX

IF C>30 THEN 2340

CALL SOUND (1000, =7,0)
CALL CLEAR

PRINT "YOU HAVE BEEN RAMMED"::
GOTO 2080

REM XXXXEXXXXERTERKE

REM DEFTH CHARGES

REM ¥XXXX¥s¥xstexss

FOR O=1 TO %

CALL SOUNDI(100,-&,. &)
FOR DELAY=1 TO 400

NEXT DELAY

CALL SOUND(I00.-5,8&)
FOR I=3 TO 7

CALL HCHAR(I,16,129)
FOR DELAY=1 TO 200

NEXT
CALL
NEXT
CALL
CALL
CALL
CALL
NEXT

DELAY
HCHAR (I, 16, 40)

i

HCHAR (7,15, 144)
HCHAR(7,17,14%)
SOUND (750, -7,0)
HCHAR(7.16,40,2)
(u]

IF C<352 THEN 2640

GOTQ 2000

CALL CLEAR

IF X=0 THEN 24600

IF X<2 THEN 2&20

IF X<5 THEN 2640

PRINT "NOT VERY GOOD ARE YOU":XiWs$

GOTO 2110

PRINT "GOOD SHOOTING CAPTAIN":X:Ws

GOTO 2110

PRINT "WELL DONE ":X1"SHIP GOT THROUGH"1:
GOTD 2110

PRINT "LUCKY AREN’'T YOU":iX:Ws

GOTO 2110

CALL CLEAR

CALL SOUND(1000,-7,0)

CALL SCREEN(7)

PRINT "YOU HAVE JUST BEEN BLOWN®:“OUT OF

GOTO 2100




For your discount Software
Merrals Wood Road
Strood, Kent. Medway 723239

SINCLAIR ZX-SPECTRUM Oric BEC

Saftware House Game RRP  Our Price Software House (Game RAP  Qur Price Software House Game RRP  Our Price
Micromega Code Name Mat 695 5.35 Martech Scuba Dive 695 595 Amecom/Pace Fortress (Cass) 8.95 895
New Generation Trashman 5.3 475 Martech Starfighter 695 595 Alligata Dambusters 195 695
Interstella Defenda 5.9 475 Martech Harrier Attack 6.95 595 MARM (Man's Brother 5.90 5.10
PSS Blade Alley 535 475 14 Zorgon's Revenge 850 150 Gemini Liberator 995 895
Hewson 30 Luna Attack 595 475 1K Xenon-1 850 150

Uhimate Atic Atac 550 500 Ocean Mr. Wimpey 6.90 5.50 Gemini Missile Control 9.95 855
Uhtimate Lunar Jetman 550 500 (Ocean Hunchback 6.90 590 Alligata Eagle Empire 785 6.95
Utimate Trans Am 550 500 Softek Oracula’s Revenge 695 6.10 Alligata Bug Blaster 185 655
Uhimate Cookie 550 500 Softek Super Meteors 695 6.10 Opus Supplies Amaze in Space 935 895
Ukimate Pssst 550 500 Saftek Ice Giant 695 6.10 Opus Supplies Dogfight 935 B85
Ukimate Jet Pac 550 500 Softek Acheron's Rage 6.95 6.10 Psion Saloon Sally 595 510
Software Projects Jet Sat Willy 595 535 Melothlorien Two Gun Turtle 695 595 Supior Hunchback 690 5.90
Software Projects Manic Miner 5% 500 Level 9 Colossal Adventure 995 B9 Ouicksilva Wizard 695 595
Software Projects Tribble Trubble 555 500 Level § Snowball 995 8.95 (Ouicksilva Protector 195 6.95
Software Propects Orion 595 5.00 Melbourne House Hobbit 1495 1295 A & F Software Chuckie Egg 150 695
Software Projects Ometron 5.95 500 A & F Software Cylon Attack 190 695
Software Projects Push Off 595 5.00 Commodore 64 Software Invasion Vortex 795 6.95
Sottware Projects Thrusta 5.95 5.00 Software House Game RAP  Dur Price Software Invasion 3.0 Bomb Alley 195 6.95
Digital Fighter Pilot 1% 6.35 cos Colossus Chess (cass) 995 885 Software Invasion Gunsmoke 795 695
Digital Night Gunner 635 5.70 Alligata Killerwatt 195 695 Software Invasion Attack on Alpha Centaun 795 6.95
Richard Wilcox Blue Thunder 535 5.00 Terminal Plumb Crazy 195 6.95 MAM O-Man 590 5.10
CAL Glug Glug 595 475 Anirog Space Pilot 185 6.35 MAM Guy in the Hat 590 5.10
Quicksiva Snawman 695 6.00 Incentive Splat 650 550 MAM 30 Munchee 590 510
Cuicksilva Fred 695 6.00 Coming Martech Harrier Attack 695 595 Doctorsoft Gorf 195 6.95
Quicksilva Traxx 695 6.00 Supersoft Stix 895 195 Software Projects Legion 195 6.95
Quicksitva Lazerzone 655 6.00 Supersoft 30 Glooper 895 195 Micro-Byte 30 Space Ranger 155 6.95
Quicksilva 3.0 Ant Attack 6.95 6.00 Visions Snooker 895 19 Softspot Transsstors Revenge 195 695
Quicksilva Bugaboo 6.95 6.00 Big G Zylagon 6.95 5.95 Softspot Heist 795 6.95
Quicksiva Aquaplane 6.95 6.00 BgG Megahawk 6.95 585 Visions Snooker 895 155
(Quicksiva Timegate 695 6.00 Martech Scuba Dive 635 595 Visions Dare Devil Dennis 8.95 195
cos Spectrum Safari 535 500 Lamasoft Hellgate 5.00 ATS Imagine Pedro 395 kE
cos Magic Meanies 595 5.00 Liamasoft Gridrunnes 5.00 475 H. Soft Penguin 145 635
cos Time Bomb 595 500 Uamasoft Hovver Bovver 150 6.50 Adventure INT Millionaire (E£) 650 550
Timescape Wild West Hero 595 500 Lamasoft Attack of Mutant Camels 150 650 Adventure INT Pirate Adventure 995 835
Ocean Eskimo Eddie 595 5.00 Liamasoft Lazer Zone 150 6.50 Adventure INT Secret Mission 995 895
Ocean Pogo 595 500 Liamasoft Matrix 150 650 Adventure INT Voodoo Castle 9395 895
Ocean Mr. Wimpey 6.90 5.90 Quicksilva Bugaboo 1% 6.95 Adventure INT Adventuretand 995 895
Ocean Kong 595 500 Quicksilva Sting 64 195 695 Level 9 Colossal 990 890
Ocean Hunchback 650 6.00 Quicksilva Purple Turtles 195 6.95 Level 9 Snowball 990 890
Melbourne House Penetrator 695 600 Quicksilva Quintic Warrior 185 6.35 Level § Lords of Time 990 890
Abbex Krakatoa 535 500 Quicksilva Aquaplane 155 B.35 DK Tronics Dictator 6.95 595
Crystal Rommel’s Revenge 6.50 5.40 Ocean Chinese Juggler 630 5.90 Red Shift Apocalypse 985 895
Crystal Invasion of Bodysnatchas 550 590 Ocean Hunchback 64 650 530 Melbourne House Hobbit 1485 1295
Crystal Hall of the Things 750 6.20 Ocean Mr. Wimpey b4 690 590 Bug Byte Twin Kingdom Valley 950 950
New Generation Knot in 3-0 595 485 Anirog 30 Time Trek (Turbo Load) 595 510 Doctorsoft 747 Fiight Simulation B85 195
New Generation 30 Tunnel 595 455 Anirog Kang 185 635

A B F Software Chuckie Egg 5.90 590 Anirog Skramble (Turbo Load) 185 6.5 Commodore VIC-20

Anirog Missile Defence 595 495 Anirog Moon Buggy (Turbo Load)  7.85 6.95 Software House Game RRP  Our Price
Psion Chequered Rag [T 6.70 Anirog H-Expert (Turbo Load) 18 6.95 Micro Antics Chariot Race 595 595
Psion Hungry Horace 595 550 Anirog Cosmic Commando 595 5.10 Terminal Pinball Wizard 595 595
Psion Horace & the Spiders 595 570 Anirog Indian Attack (Turbo Load) 535 510 Audiogenic Bonzo 795 595
Psion Horace Goes Sking 5.95 570 Terminal Star Commando 195 6.95 Liamasoft Heligate 6.00 540
Spectresoft Strike Four 7.5 6.0 Bubble Bus Fying Feathers 6.99 595 Liamasoft Metagalactic Liamas 6.00 5.40
Fantasy Pyramid 550 510 Bubble Bus Widow's Revenge 699 595 Llamasoft Matrix 600 5.40
Fantasy Doomsday Castle 650 5.10 Bubble Bus Exterminator 6.99 595 Uamasaft Gridrunner 6.00 540
DK-Tronics Startrek 3000 495 450 Bubble Bus Hustler 699 595 Llamasaft Lazer Zone 600 54
Martech Harrier Attack 585 500 Sottware Projects Dinky Doo 195 695 Voyaper Mower Mania 599 5.10
Martech Scuba Dive 695 585 Software Projects Manic Miner 195 595 Melourne House Cosmonauts 595 510
Martech Jungle Trouble 550 475 Software Projects Crazy Balloons 195 695 Melbourne House Wizard and the Princess 595 510
Micromega Deathchase 695 535 Taskset Super Pipeline 6.90 580 Software Projects Space Joust 5.95 5.10
Micromega Haunted Hedges 695 535 Taskset Jammin 6.80 5.90 Utimate Jet Pac 5.50 5.10
Softek Microbot 595 535 PSS Neaclypse 785 (33 Interceptor Micros Crary Kong 6.00 5.10
Hewson 30 Seidabb Attack 59 475 PSS Metabliz 135 6.5 Interceptor Micros Falcan Fighter 6.00 5.10
Microsphere Wheelie 595 500 PSS Crystals of Zong 185 5.85 Quicksilva Skyhawk 18 6.95
Vortex Android Two 5.95 475 Albgata Blagger 795 B35 G.I.ch_ﬁhl Tornado 595 540
Artic Bear Bovver 6.95 5560 Alligata Bat Attack 1495 695 Imagine Arcadia 185 395
Games Machine Skull 6.95 560 Aligata Squashafrog 195 695 Imagine Bewitched 1% 385
Bug Byte Cavern Fighter 59 5.00 Audiogenic Matar Mania 895 795 Terminal Skramble 6.95 58
oL Froggy 585 45 Softek Ugh 195 695  Anirag Dark Dungeans 595 540
Artic 30 Combat Zone 595 500 Saftek Zoids 195 695 Anirog Star Defence 195 695
Incentive 1984 550 475 Imagine Pedro 3% kN Anirog Fire Galaxy 195 635
Incentive Millignaire (£6) 550 5.00 OK Tronics Speed Duel 595 49 Anirog Battlefield 59 495
Incentive Temple of Vran 550 500 DK Tronics 30 Tanx 6.95 595 Anirog Kong 595 495
Incentive Mountain of Ket 550 475 Spectresoft Mission OM 785 £.95 Martech Ouest of Merravid 195 6.95
Quicksilva Dragonsbane 695 6.0 Spectresoft Crisis Countdown 785 B.&5 Visions Snooker BS5 195
Fled Shift Rebel Star Raider 985 895 CRL Derby Day 695 5,95 MMS Practicalc 2% 25.00
Red Shift Apocalypse 9.95 8.95 Interceptor Wheelin Wally 700 6.00

Red Shift Nebular 5.5 59 Interceptor Burger Time 100 500 Dragon-32 '
Protek Hunter Killer 1% 6.95 Interceptor Missile Command 7.00 6.00 Software House Game RAP  Qur Price
Legend Valhalla 14.95 1250 Interceptor Get Off My Garden 7.00 6.00 Beyond Kreigspiel 6.95 595
Melbourne House Hobait 1495 1250 Interceptor China Miner 100 6.00 Imagine Pedro 3% %5
Melbourne House Classic Adventure 695 595 Intercepior Defenda 700 500 Melbourne House Hungey Horace 595 530
Addictive Games Foathall Manager 695 595 Interceptor Panic 64 1.00 6.00 SU"E_k Ugh 835 195
Mikrogen Mad Martha || 695 595 Interceptar Spriteman 100 5.00 Imagine Leggit 85 3%
Level § Snawball 950 8.0 Interceptor Cuddly 0-Bent .0 5,00 Beyond Up Periscope 655 595
Level § Colossal Adventure 990 .90 Interceptar Siren City 100 £.00 Cable Software Trace Race 815 175
Level § Lords of Time 990 890 Interceptor Vortex Raider 7.00 5.00 J. Marrison Micros Maurice Minor 695 5.95
Crystal Dungeon Master 150 6.10 Aligata Artec Tomb 785 695 J. Morrison Micros Bonka 695 595
Hewson Nightfiite | 19 6.95 Melbourne House Hobbit 64 1485 1295 JMaorrison Micros Chess 195 695
Doric Oracle’s Cave 15 635  Manech Quest of Merravid 1% 8.9 Richard Shepherd Transylvanian Tower 650 5%
Richard Shepherd Transylvanian Tower 6.50 5.25 Level 3 Lords of Time 935 B.35

Richard Shepherd Urban Upstart 650 5.25 Level 3 Snowball 995 B35 Sinclair ZX-81

Microgame Battle of Britain 595 475 Level 8 Colossal Adventure 995 895 Software House Game RRP  Our Price
Micromart Strike Attack || 6.95 595 DK Tronics Dictator 64 5.95 495 Software Farm 49ER 595 5.00
Mclathlarien Johany Reb 550 495 Bug Byte Twin Kingdom Valley 950 850 New Generation 30 Monster Maze 435 450
Mclothlorien Red Baron 595 475 Interceptor Heras of Karn 1.00 6.00 New Generation 3.0 Defender 495 450
Mclothlorien Confrontation 1% 695 Interceptor Tokens of Ghall 7.00 6.00 Quicksilva 3D Blackstar 495 485
Psian Flight Simulation 185 150 Quicksilva Ultsynth 1495 1285 Quicksitva Damper + Glooper 4% 465
Psion Scrabble 15.95 1450 Richard Shepherd Super Spy 650 550 Quicksilva 05 Asteroids 195 395
Phipps The Forest 995 835 Richard Shepherd Everest 650 550 Quicksiva Galaxians/Gloops 435 455
Ocean Royal Birkdale 690 5.95 Richard Shepherd Ship of the Line 650 550 Quicksilva 05 Invaders 155 7%
Mr. Chip Darts 5.95 5.00 Richard Shepherd Transylvanian Towes 650 550 Quicksilva 08 Seramble 135 375
cos Pool 595 500 Cosmi Forbidden Forest 895 195 Quicksilva Munchees 195 in
Visions Snooker B35 785 Cosmi Artec Challenge 895 19 CRL Hi-Res Graphics Kit 535 4895
CP Software Superchess Il 895 155 Microprose Solo Flight 1495 129 Steven Hartley Sea Wolf 1% 37

All prices include Post & Packing, & VAT. Cheques & Postal Orders made payable to Voce Video.
Please send s.a.e. for list of the many other games we stock at discount prices for most popular computers.  E. & O.E.




By Sue Bartlett

"VIDEO VYING

ROCKY

Runs on: Colecovision

Made by: CBS electronics
Price: £29-95

This is a boxing video game featuring
Rocky, The ltalian Stallion, and Clubber
Lang. There are four skill levels and you
can either be Rocky or Clubber playing
against the computer or another player.

As soon as you press the reset button
an excellent picture of Sylvester Stallone
appears and the title music of the film can
be heard.

This game can be played with ordinary
joysticks, but using the Super Controllers
makes it much more exciting, although
the price, £50.00, is a little off-putting!
The Super Controllers allow you to punch
with the right hand to the head, or to the
body with the left hand. The boxer can
also duck to guard his head.

The fight starts when you hear the bell.
Both boxers move to the centre of the ring
and try to score points by landing punches
to the head and body, breaking up your
opponent’s guard and by knocking your
opponent down.

If the boxers gettooclose, Clubberand
Rocky gointo a clinch. The referee breaks
them up and they have to start boxing
again. They can move up and down three
‘lanes’ in the ring and your boxer can be
caught on the ropes.

At the top of the screen the round
number, the timer and each boxer’'s daze
and fatigue indicators can be seen. Pun-
ches to the head affect daze more than
fatigue — the more black and less blue the
daze indicator shows, the more your box-
er is confused and the slower his actions
will be.

Punches to the body affect fatigue
more than daze — the more red and less
grey the fatigue indicator shows the more

MR. DO

"Runs on: Colecovision

Made by: CBS Electronics
Price: £29-95

In this game you have to guide Mr. Do a
funny little man wearing a hat, around his
orchard harvesting in the cherries before
the evil badguys catch him. Mr. Do mows
as he moves towards a row of ripe red
cherries, but the mowed paths leaves him
open to trouble.

Soon after the game starts, badguys
begin to appear at the badguy spot and
then start hunting for Mr. Do. If they
catch him, Mr. Do is eliminated. He can
fight back by throwing his Power Ball and
he scores you points by doing this. Mr. Do
can also bonk a badguy or block a
badguy’s path with an apple, butif Mr. Do
gets caught underneath hisown apple he is
killed, although he can avoid this by hit-
ting it with the Power ball.

Badguys can transform into Diggers so
that they canreach Mr. Do faster by digg-
ing through the grass. After all badguys
leave the badguy spot, a special treat ap-
pears. If Mr. Do eats it you earn bonus
points and your pursuers are stunned fora
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tired your boxer is.

If your fatigue or daze indicators
become completely covered over by red
or black, you will be knocked down and
10 points wil be awarded to your oppo-
nent. The referee will then begin his
count. If you do not stand up in time the
fight will be awarded to the other boxer.

Each round lasts one minute. Rocky
and Clubber return to their corners and a
scrolling message tells you who won and
by how many points. Depending on the

skill level, the fight canlast3,5,10 or 156
rounds. There is also a demonstration
fight showing off the very good graphics
and sounds of the game.

Rocky is quite difficult to play to begin
with, but | kept going back for more, even
though I was always on the floor, because
the game is so realistic and addictive.

The game is a definite buy for people
who like boxing and video games, or for
}n\ose who simply enjoyed the Rocky

iims.
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few seconds, so there is a good chance
for Mr. Do to kill one with his Power Ball.

Whenever your score reaches a multi-
ple of 10,000 points and an
Alphamonster is over a white letter in the
‘Extra Mr. Do’ register, the Alphamonster
slips out and moves through the paths. If
you hit it with the Power Ball or bonk it
with an apple you earn the letter on its
chest.

Each time you capture a treat and the
Alphamonster is over a letter, three blue
chompers and the Alphamonster enter
the orchard. Mr. Do has to avoid all of
these, but if he eliminates the
Alphamonster first the blue chompers are

automatically killed. When you spell ‘ex-
tra’ you earn an extra Mr. Do.

Sometimes a glittering diamond ap-
pears in the orchard where an apple
breaks. Guide Mr. Do to this and you are
allowed to move out onto the next screen
and at the same timeearn 10,000 points.

The adventure ends, of course, when
all Mr. Dos are dead. There are four skill
levels for one or two players and each
player starts with five Mr.Dos.

The game is neither too hard nor too
easy for beginners and a catchy tune is
played throughout the game.

Mr. Do is a fairly good, slightly dif-
ferent arcade game.
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ELECTRONICS

SURVIVAL ISLAND

Runs on: Atari VCS & Supercharger ¢

Made by: Starpath Corporation
Price: £9.95

challenges of a shipwreck and a desolate

land and then explore the mysteries

within a secret temple. -

While sailing across uncharted
waters searching for the ruins of a lost
civilisation, a storm ravishes your vessel.
The first part of the game is conerned with

reaching the island. You start off with89

life points. If they reach zero, you perish.
The idea is to collect food and water as
you drift towards the island on your raft,
while avoiding sharks and sea creatures.
They can knock you off the raft and if they
touch you while you are in the water, you
will perish. It is fairly difficult to identify
something in the water, although you

know something dangerous is looming

nearby because of the threatening sound,
but otherwise there is only a quiet,
splashing noise. The sea monsters are
quite frightening — and annoying! They

always seemed to get me just as | was

nearing the island shore. If this happens a

slow, death march tune is played!
Your next task, once you have reached

the island, is to find the secret temple.

Beware of hidden traps, snakes nad.

mushrooms to name just a few of the
obstacles out to get you.
On your way you must collect

In Survival island you have to meet the

materials so that you can storm the tem-

pie. . . - . -
This part of the game is a good adven-
ture game and the computer will help you
until the key to unlock the temple door is
found. The graphics are much better com-
pared to those in Part One of Survival
Island. .
_ The maze of the temple is divided into
numerous sections. To progress fromone
section to another requires finding the key

_object for that section and then passing

through the magically barred walil. There
are many inconveniences to thwart out-
siders from being able to map their way to
the secret chamber within, for example,
one-way walls. -

Your overall performance is determin-
ed by the amount of time required to find
the chamber and the number of life points
you have left when you reach it.

A Starpath Supercharger is needed to
play the game, but this results in better

graphics, larger computer memory and |

faster loadin? time.

Survival Island is a very enjoyable
game, although it takes many attempts to
reach level three — but levels can be miss-
ed out if you have already found the right
code. It has some nice touches, for exam-
ple in part two you can become invisible
and only your feet can be seen. -

This game is really three games rolled
into one — an action game, an adventure

game and a maze game — so whichever

you prefer you should be happy with Sur-
vival Island. . o
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TIME PILOT

Runs on: Colecovision

Made by: CBS Electronics

Price: £29 99

This game is slightly different to most
pilot games as it includes enemy aircraft
from the dawn of aviation to the jet age.
You are caught in a time warp and you
have to earn your wings battling through
four different time periods.

Your Timeship first enters 1910
where you have to fight amongst hordes
of bi-planes. Their hand bombs and
bullets are crude, but deadly all the same.

In the middle of battle, a parachutist
floats by — pass your Timeship over him
to pick him up and you gain 1000 points.
If you pick up two men you earn twice as
many points and three earns three times
the points.

As you destroy enemy planes the
‘Enemies Remaining Indicator’
decreases. When the indicator is empty
the ‘dirigible’ flies into view. A dirigible,
for those who do not know about such
things (like me!) is a steerable object, in
this case an airship. Your timeship must
hit it five times before you can move into
the year 1940.

Here you meet monoplanes and blue
bombers. The monoplanes have to be
shot at to shrink the ‘Enemies Remaining
Indicator’ and the bombers have to be at-
tacked to build up your score. To enter
1970 the Red Bomber has to be
eliminated.

Buzzing helicopters then appear,
together with their heat-seeking missiles.
The double-prop chopper has to be hit five
times to break out of this time warp.

Into the future next — 1885! High
speed jets battle with your Timeship.
They have the deadliest and fastest
missiles in the game because they are
infra-red, homing missiles. Eliminate the
black jet bomber and you have earned
yourwings — |should think sotoo afterall
that work!

As usual there are four skill levels for
one or two players and each player begins
with five Timeships. Extra Timeships are
awarded when your score reaches
10,000 points, 30,000 points and at
every 20,000 points thereafter.

The graphics are fairly good, especially
the clouds. Zaps and explosions can be
heard throughout and an excellent piece
of music introduces the action.

Time pilot is for people who are in-
terested in all kinds of flying aircraft and
for those who are looking for an unusual
concept in a game, although, overall it is
quite easy to master and becomes rather
repetitive.

NEWS FROM ATARI

Atari, makers of the most popular VCS

System (the 2600) has just announced

the launch of two new game machines.
Details were given at the Cetex Show

in late May and the new machines are an
upgrade of the 2600 and a ‘junior’ ver-
sion. For full details tum to our special
report on the Cetex Show, the UK's major
show for consumer electronics.
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AVITAL PIECE OF SOF TWARE

A RUBBER KEYBOARD.

The flat keyboard of the Atari 400
Isn't very satisfactory to use.

It simply doesn't put you in touch
with the computer in the same way as
a push button one.

Our keyboard fits snugly over your
present Atari 400 keyboard and does
exactly the same job.

Only it does It better.

[t makes programming and game
playing so much easler because you

know Instantly which keys you've
depressed.

And by raising the keys It raises
the standard of your machine.

To set it up all you have to do Is to
peel off the adhesive backing and stick
it on top of your existing keyboard.

And we're sticking a price on it of
only £19.95.

So,whichever way you look at it it's
a keyboardthat really stands out.

Filesixty Ltd., 25 Chippenham Mews, London W9 2AN, England. Tel: 01-289 3059,

Please send

(aty) Keyboards at £19.95 each (including VAT and P&P).

Enclosed is my cheque/PO made payable to Filesixty Ltd. Please charge my Access Ea FN

TITTTTT] [ [ ]

Account
Name
Address
Telephone

llll”lmm
IR
IFFANAIIN |

Post to: Filesixty Ltd.,

K
NI

"
l"m“llh
lll"llll“l

25 Chippenham Mews London W9 2AN, England.Tel: 01-289 3059.

B Signature.

| Total £

“Expiry date

1
i
mmuul""

Trade enquiries welcome.
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What can we say?

We're overwhelmed. Though we should just add that with Atarisoft, you can now play Pole Positiori on the

Commodore 64, BBC and Spectrum computers, as well as on all Atari® POLE POSIT'ON

systems. Oh, and we're giving away free a Grand Prix kit and full colour OFT"
wall chart with every game. from ATARIS

LOOK OUT FOR OTHER LEADING COMPUTER GAMES ON ATARISOFT. PRICES START FROM £9.99. "TRADEMARK OF NAMCO, ® TM ARE TRADEMARKS OF ATARI INC.
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SOFTWARE

POSITRON

Runs on: Electron
Made by: Micro Power
Price: £7.95

Positron is a super fast shoot ‘'em up spec-
tacular of the Space Invaders ilk. Instead of
invaders, you get waves and sheets of
Cybers, Spazmoids, the Galactic Hulks,
Hep-Heps by the dozen and the almost
unstoppable Mega-Bods.

A B60-line BASIC header % RUNs this
headlong dash to destroy as many on-
screen nasties as possible within the con-
straints of your three lives (an extra one at
100,000 points — how generous!). Ican’t
think of an easier way of wearing out the
Electron RETURN key than playing this
game for a few hours; and that is just what
you will do as soon as you sit down in front
of the keyboard. This game is super addic-
tive and only 'Positron wrist’ will finally
persuade you to give it a rest.

The controls are CTRL, A, and
RETURN. Your laser base moves swiftly
across the bottom of the screen searching
out the most efficient method of vapouris-
ing the attackers. When you do get hit by
the return fire, the particles go flying and
reconstitute for a new start at the centre. If
you successfully destroy the current wave
then the base remains in position for the
next attack. Every so often you will be
destroyed but your final shot goes on to
avenge you and complete the attacker’s

demise. Good smooth graphics and ap-
propriate sounds. It may be mindless, but
it's fun!

CYBERTRON MISSION

Runs on: Electron
Made by: Micro Power
Price: £7.95

Cybertron Mission presents the game
player with a bit of everything. It's a maze
game with each maze forming aroomin an
adventure requiring a number of objects
(key, pot of gold for instance) to be found,
plus arcade action as your character fights
off various unfriendly creatures intent on
ending his stay in the stronghold of Fort
Cybertron.

The Spinners, Clones and Cyber-droids
form the opposition as you move around

the 16 (4 x 4) rooms on each level. There
are four keys to control direction of move-
ment and fire and holding down two at
once can achieve diagonal aim. Once the
treasure from each level has been picked
up you can move on by locating and
touching the safe. It is a good idea to use
the ‘Pause’ key now and then to update
your map of the rooms and their exits plus
contents.

All too often our brave adventurer gets
sizzled, becoming an electrified skeleton
on the maze wall, or scorched by a Spook

(they appear pretty swiftly if you hang
around in a room too long). Once you get
use to the keys and the fact that you
always shoot in the direction in which you
are moving you'll find this game has alot to
offer as you go searching for more objects
and another high score. A mission worth
going on.

CRUISING ON
BROADWAY

Runs on: Dragon 32
Made by: Sunshine
Price: £6.95

Cruising on Broadway is a game in which
the player has to race around various grids
in the shortest possible time. At the same
time you have to avoid a chaser. Your only
defence if to make a temporary gap in the
line and this holds up your persuer.

You score points for the length of line
you manage to cover and the time you take
to do it. Every time you complete a grid
another grid appears with a different shape
or more chasers. You control your man by
use of the cursor keys and the gap is made
by any other key. The instructions are
noisy and very clear and the graphics and
chaser sounds are very good. Cruising is
proof that simple ideas are often the best,
my only niggle is that you only get one man
but the game is very fast and highly addic-
tive.

~
—

| SUNSHINE
Sunshine Presents a new Star game
: for the Dragon 32 .

RN NQINES:
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LOCH-NESS MONSTERS

Runs on: Oric-1 48K
Made by: Romik Software
Price: £6.99

The object of this game is to control the
population of monsters by harpooning

them from a boat over which you have full.

control.

No matter how good you are though,
they continuously multiply to present an
even harder challenge. Movement of the
boat can be achieved through the
keyboard or by the use of joystick. As the
boat moves so the screen scrolls in the ap-
propriate direction revealing weeds, land,
fish and, of course, the monsters. If you
harpoon a monster then its tail will drop off
from the point of contact unless you hit the
head — then it will die. The only other way
to kill a ‘Nessie’ is by laying a poisoned fish
in it's path.

Poisoned fish are acquired when you
have passed over 25 fish; beware — the
poisoned fish are sometimes liable to ex-
plode. Another feature of the game is the
fuel level which drops as the time goes on.
However, you can refuel by visiting the
docking area on the west bank. When not
in play yourself you can watch the com-
puter have a go while listening to a very
good rendition of ‘Loch Lomond’.

The colour and graphics are excellent
and the general sound is satisfactory
although it is annoying that it cannot be
turned down or even muted. Loch-Ness
Monsters is very addictive and its scrolling
screen serves as the key feature of the
game.

Unlike a lot of software currently
available this is wvery original and will
therefore have considerably more lasting
appeal than most games.

ROMIK SOFTWARE

PRESENT

LOCHNESS s T

FOR THE ORiC 48k

“a
HEA_!._A_CII_OHWSHOT OF THE GAME"~
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SWOOP

Runs on: Electron
Made by: Micro Power
Price: £7.95

This is the Galaxians version in the Micro
Power range of games for the Electron.
True to form, the winged nasties swoop
down from their banked formation and try
to sidestep your sharpshooting attempts,
dodging like a good rugby winger as they
fly towards you. The action is fast but
without much variation throughout the
various screens of difficulty.

When one of the birdmen does get past
your rain of laser fire then it lays an ex-
plosive egg on the laser base track, which
you must avoid until it disintegrates a few
seconds later. These eggs are deadly to
touch and can severely restrict movement
if allowed to come down in the wrong
place. The graphics are fine as far as the
limit of the game allows and the Electron is
given some nice swooping sounds to test
out its speaker.

A nice feature is the use of new
character set for the Hi-score table and all
in all the game is a successful implementa-
tion of this rather dated yet still popular
genre of arcade game. Fun to play but it
quickly wears thin.

SUPER SKILL HANGMAN

Runs on: Dragon 32
Made by: Salamander Software
Price: £7.95

Another non-computer classic that has
made its way onto the Dragon, this version
of the popular word guessing game gives
you a 1000 word dictionary and the option
for one or two players.

The game also includes a timer of thirty
seconds so you have to find the word
quickly. You are given 3 lives and if you do
not find the word in the certain level one life
is lost. The game has very good graphics
with automatic skill adjustment and a
quick turn around between finishing one
word and generating the next. Hangman s
a good party game for all ages and should
give hours of enjoyment.

JACK AND THE
BEANSTALK

Runs on: ZX Spectrum
Made by: Thor
Price: £5.95

This novel game features you as the in-
trepid fairly tale hero Jack. You must fetch
an axe and fight your way to the giant’s
castle to dispose of him for good.

The game features excellent graphics
over the six playing screens. One screen
shows a slumbering giant in such perfect
detail that | am surprised that it is possible
on a Spectrum (he even has warts!).

The route up the beanstalk is very
dodgy, one slip and you fall off, tumbling to

the ground. If you don't fall off the birds
will probably get you.

Options exist for Kempston type
joysticks and Currah micro speech.

The speech unit produces apt
phrases such as ‘Fee Fie Foe Fum’ and
'Who are the birds having for dinner then’.
My one gripe is that the first screen is a bit
hard. Possibly making it a bit easier to climb
and a bit harder to fall off wouldn't go
amiss.

On the whole this is a very flashy game
with great graphics and good presentation.
It would not be a disappointment to any
Spectrum owner.

DI-LITHIUM LIFT

Runs on: Spectrum
Made by: Hewson Consultants
Price: £5.95

Thisis a grid type of game where the object
is to collect your Dilithium Crystals which
have been stolen by the evil SEIDDABS
(BADDIES backwards get it?). Sounds
easy doesn’t it? Well it ain't. | scored 10
after repeated efforts, | like a good
challenge but this game doesn’t get off the
ground due to it being too difficult, (or
maybe it's me?!).

The presentation is good with full in-
structions displayed after the title page,
after which you are allowed to define the
cursor keys yourself. You are then faced
by a grid with yourself at the centre as the
evil SEIDDABS rush towards you to pre-
vent you getting at those little old crystals.
Beginning and end of game, because those
backward baddies are not so backward
when it comes to moving forward, as they
fairly pelt along and within a micro second
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(or so it seems) they have zapped you into

oblivion. Never mind you have another two
lives, but, two microseconds later there
you are facing the instructions again and
feeling a little bit cheated. Perhaps my
reflexes are not what they used to be so |
invited around our local wiz vid-kid and to
my immense satisfaction three
microseconds later there we were, once
again facing the instructions.

| am sure that this is a really good game,
good use of colour, sound, graphics, and |
am sure that out there somewhere is so-
meone who can defeat the evil SEIDDABS
and save the Universe, but it ain't me.

One feature that certainly would be
useful in this game would be a slow down
button to give you a better chance against
the SEIDDABS!

The game is certainly worth buying if
only to prove me wrong and possibly suf-
fering from senile dementia. | would be in-
terested to hear from anyone who can
scoremorethan 10. . . . Comeonall you
Vidiots out there show me how its
done. . .

This is not a particularly interesting game
to look at or to play. Various options con-
front the new player; whether to have a
cloud planted in the middle of the screen,
whether to have airships or flak to add to
the confusion and whether or not to have
sound to accompany the game. The latter

is best answered ‘No’. The sound used to
represent the aircraft is horrible and gets
very irritating. It's nothing like an aircraft

engine and one immediately and unfairly
compares it with the BBC version which is
OK.

Two stick men scramble to the left and
right hand sides of the screen and board
their planes, which then skate along the
bottom waiting for the ‘climb’ key to be
pressed. There is very little subtlety of con-
trol, just a couple of presses and you will
loop back into the ground. When airborne,
the jerky movement and constant speed
makes no attempt at realism. The screenis
boring and the unlimited aerobatics don't
do much to ease the tedium. The wrap
around screen means that you can get on
your opponents tail and the two-player op-
tion is the only worthwhile game. The
computer just plays the sitting duck.

It's difficult to get to grips with it
because of the short range of the game and
the lack of manoeuvreability just adds to
the frustration.

ELECTRON

BANDITS
at 3_o'clock_

First of all, may | welcome this innovative
approach from Virgin Games, in supplying
versions for both the BBC and the Electron
on one cassette. With many owners of the
latter machine perhaps thinking of
upgrading the Beeb when finances allow, it
will be handy to be able to use some soft-
ware again. | hope other manufacturers
follow suit, especially with programs
designed for educational purposes, which
could then be run at school on the BBC and
at home on the Electron.

Getting back to the subject, | have
played various Virgin games on several
micros, and they have always seemed to
be good or very poorindeed. This particular
offering tends to disprove my theory, be-
ing a fair game with reasonable graphics,
poor sound and not really much of a plot.
The end result is a game which is quite
frustratingly fun to play, but which will
never get me hooked in the same way
other tapes might do.

The sceneis a jungle, and you are anin-
trepid explorer who realizes he is not really
alone. All around are an assortment of
animals which are closing in from both
sides of the screen and whose every touch
is deadly. Your movements are limited to
upwards or downwards (with a wrap-
around feature between the two), and you
fire either to the left or right. Shooting the
animals brings slight relief and some
points, although there is a well drawn
snake which cannot be killed and which
glides around the screen. There are sup-
posed to be some baboons which must be
kept be alive for your safety, but | found the
graphics didn’t allow me to decide which
they were! There are some pink (!)
elephants, and several hippopotami which
give the game a little comic content, but

overall the idea behind the game just
doesn t justify the price-tag.

Not being a golf fanatic perhaps | am not
the right one to review this latest offering
from Ocean but having said that | suppose
a real golf fanatic would be out there play-

SMEAVBAIREANES
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ing the real thing and not playing it on his
Spectrum, unless of course he couldn’t af-
ford to play at Royal Birkdale or hadn't got
a good enough handicap.

The first thing the computer asks is
your name, which is then announced at
every tee and your score card signed. You
are then allowed to determine wind effect
with direction and force or let the computer
produce a random wind effect, the max-
imum force being 32 which is gale force!

The game is very well written, with ob-
viously a great deal of thought having gone
into the construction, and unlike a lot of
simulation sports programs allows for a
great deal of individual skill (or lack of it in
my case). It is not just a question of
bashing everything in sight!

If you are an aspiring golfer but cannot
afford the club fees then this is an ideal
compromise and again an example of the
high standard of games one has come to
expect from Ocean.

Having got to the first tee the first thing
to decide is the direction you want the ball
togoin, a feature which | am sure would be
useful on a real golf course as a non-expert
like me finds direction and elevation the
two features most difficult to control.
After selecting the direction you have to
choose a club option 1-10 covering from
your ‘driver’ to ‘sand iron’ (whatever that
is). One good feature is not allowing you to
use a club that would be inappropriate to
the terrain. You are represented on the
screen as a flashing ‘T’ then you hit M to
swing the club, then, and this is where the
skill shows, you have to judge the right
time to hit ‘M’ again to strike the ball. Asin
real golf if you hit at the wrong time you are
in trouble as your ball will end up where you
least expect it to. But luckily you don't
have to search for lost balls as you
automatically will receive a new ball and a
penalty of one shot.

Rat Splat is, as the description accompa-
nying it says, a truly revolting game for the
rodent psychopath.

Apparently there has been a violent in-
crease in the rat population and it is your
job to enter the sewers and destroy them.
The screen presents the player with
various platforms connected by ladders.
After the initial tune is played the action
begins. There are 32 pieces of cheese
scattered about the platforms and these
are bait for the rats. The rats move quickly
around the screen and on meeting a piece
of cheese they immediately begin to
devour it.

The rats can be killed by hitting them
with a hammer but you must be directly
next to the rodent so split second timing is
crucial. However, there is a monster that
inhabits the sewers and he has sentimental
feelings towards his furry friends. He pops
up in random positions and chases you —
his touch is deadly. You can kill him by
swapping your hammer for an aerosol can
and squirting a repellant at him. As time
progresses so the smell of the cheese over-
comes you (as shown by the smellometer)
and if it becomes too strong then you die.

By killing 15 rats you move onto a dif-
ferent screen. You will also die if all the
cheeses are eaten. You have three lives to
play with.

The graphics are very good indeed and
the use of colour enhances it even further.
The sound is superb and there is even a
satisfying ‘squelch’ as each rat is killed.
There is a hall of fame and also a very
useful sound option of three levels.

Rat Splat is an original and very addic-
tive arcade game and is certainly value for
money. It's ease of use and compelling ac-
tion make it an asset to any Oric software
collection.

There comes a time in most reviewers’
lives when they start to hate one particular
type of game. For most people it is the
"“space invader’’ type and its derivatives.
For me it is adventures. | am fed up with
adventures. That's my gripe over now lets
ge: on with my review.

This is well presented from Digital Fan-
tasia and follows the format of the other
adventures from them that | have played.
The top few lines of the screen contain in-
formation given to the player, and the last
few commands and events that have hap-
pened before are displayed underneath
that in a different colour.

The commands are the same as other
adventures using verbs and nouns. Only
the first few letters are recognised, so if
you are lazy you can save yourself typing
time. Directions such as NORTH and
SOUTH are recognised by their first letter
i.e. N or S. The theme of this adventure is
for you to rescue a golden baton that has
been stolen from the castle of your king.

The people at Digital Fantasia are very
helpful with any queries that you might
have and if you are truely stuck then you
can send to them for an advice sheet.
Despite my first comment about being fed
up with adventures, | liked the way thisone
was presented.

IRNEAVAIRENES
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SPACE TRC

Defeat the Klington invasion fleet. Includes 5 skill levels,
hi-res graphics quadrant display, 8 x 8 galaxy, phasors,
photon torpedoes, long range scans, and much more.
Fullinstructions included.

Only £6.50incl. p & p.

Send cheque or P.O. or telephone with Access/Visa forimmediate
despatch.

Apex
Software

Hastings Road,

St. Leonards-on-Sea,

E. Sussex TN38 8EA.

Tel: Hastings (0424) 53283

Trade Enquiries Welcome

EN

't i o o

VOYAGER
The name on the world’s finest software

AVAILABLE TO THE TRADE FROM:

K
CENTRESOFT PRISM PCS
SOLDMAN & PERES PILONMIST TIGER DISTRIBUTION

MICRODEALER UK LTD

FERRANTI & CRAIG LIMETREE MARKETING
SELECTED BRANCHES OF W.H. SMITH
AND OTHER MAJOR DISTRIBUTORS

OVERSEAS
ADVANTAGE COMP. ACCESSORIES (Canada)
THREE R CORPORATION (USA)
GRAFFITI (Denmark & W. Germany)
MICROWARE (Norway)
COMPUTER ACCESSORIES {South Africa)
GRANA SOFTWARE (Sweden)
CORDLESS (Italy)

OR DIRECT FROM:
Voyager Software, Unit 31, Wirral Business Centre,
Gorsey Lane Blrkenhead Merseyside.
Dealer enquiries to Eddie Fitzgerald on 051-639 7899
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THE

FHEEE MAGAZINE

FOR ALL ATARI
COMPUTER* QWNERS

300/600X L/ BOOXIJ

JN\

ATARI

'\

. ‘ THE BEST
NEWS  PROGRAM
---------- _ LISTINGS
REVIEWS from
o USA.
@
TUTORIALS -
¢ ®
UTILITIES AUST.RALIA
o PUBLIC
HINTS & DOMAIN
TIPS SOFTWARE
LIBRARY
plus more -
SPECIAL
OFFERS

WHEN YOU SUBSCRIBE -

FOR A LIMITED PERIOD ONLY -

CASSETTE CONTAINING ONE

16K GAME AND ONE 32K

©  100% MACHINE LANGUAGE GAME
— ONLY IF YOU MENTJON THIS AD —

“worth more than the
PAGE 6 is I Subscription is £6.00. Send TODAY to:

PAGE®6. PO. BOX 54, STAFFORD,ST16 1DR

Tel. 0785 41153

if you
mention #
this ad.

Jbscription!

o [
TEXAS SOFT STRIKE!

FORGOTTEN VALLEY NEW £6.95
An interactive graphic adventure with short text
messages. Complete with booklet containing full
instructions—very easy to play, difficult to succeed.
Written for us by Challenger Software.

HELI RESCUE/CITY CHASE NEW £4.95
Two game tape. HELI RESCUE—Rescue the Mayor

by avoiding the obstacles before you run out of fuel.
CITY CHASE—Pick up your spy before being

captured by the Secret Police.

CORE!

A three part game, move left and right as you
descend through the clouds, birds and aeroplanes.
On to the caves and caverns then through the 3D
maze to the CORE!

£4.95

Over 100 different titles available.
For full catalogue please send 50p
(refundable on first order).

Prices quoted are inclusive of VAT,
add 50p P&P on orders under £10.
All games described here run on the
UNEXPANDED TEXAS T199/4a.

Christine Computing Limited,
6 Florence Close,
Watford, Herts WD2 6AS.

Telephone (0923) 672941

ANLLSIHHO
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The problem with rumours is that they are
often a little unreliable. However, when
something on headed notepaper '‘ap-
pears’’ it adds a little credibility. Acornsoft
have started sending dealers advance in-
formation of their new products. This is a
great improvement on the old situation of
dealers not knowing what was on the way
until they read advertisements, now they
have a chance to order products ready for
demand. ljust hope that the time delay bet-
ween my writing and your reading does
not make it old news.

The first game on the list is Gateway to
Karos. A£9 .95 cassette based adventure
game by Derek Haslam. With a particularly
inventive scenario this looks to be one of
the better adventures, the ‘help’ envelope
may well be a necessity. Meteor Mission is
a version of lunar rescue. The arcade ver-
sion was written to use the same basic
machine as space invaders allowing ar-
cade owners to upgrade the game by just
changing chips. The hardware limitations
resulted in a slightly odd two-stage game.
Home micros are more flexible and this is
not the ideal choice for conversion to the
Beeb. The game is very difficult due to the
addition of meteors which fly around the
screen even onthe early sheets. Written by
Walter Mansell it is not totally faithful to
the original. This will be available on tape
and 40 80 track disk.

Brilliant Boardgames

Acornsoft’s computer versions of board
games are excellent. Their entry in to the
original strategy game market is equally
professional. Drogna, by Patrick Dowling,
is based on the game from the BBC Adven-
ture Game television programme. In a two
player only game you have to move around
a special mozaic grid to retrieve diamonds
while dodging your opponent. The
treasure can be stolen to completely
change the course of the game. This game
takes a very long time to play and is very
absorbing.

Nick Reeves has written a game which
is bound to be copied by other software
houses. We first mentioned it a few mon-
ths ago. It has now been renamed from
Swarm to Tetrapod but the game itself has
not changed, the new name being much
more appropriate for the lizards which
chase you. The play surface is covered in
candy-striped pods. You control a
spaceship (no credibility is not a prere-
quisite of arcade games), which you have
to defend from killer bees, red devils and
poison orbs. The lizards are stupid and ag-
gressive acting as both a friend and foe.
When you shoot a pod a reptiles hatches
and heads for the nearest denzien of the
arena, be it you or your enemy. On making
contact it explodes.

This belongs to the just-one-more-
game school of computer software. Great
fun. Another of the games we have men-
tioned before will be available soon. This is
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FILES

This month Simon Rockman, GC’'s micro maniac, reveals all
about some new games for the BBC and Electron computers.

Volcano. A bitlike a sideways lunar lander,
you have to fly your helicopter over a
violently erupting volcano, rescue
sightseers and fly back to base. You can
shoot or dodge boulders for points, but
time is of the essence. As the molten lava
runs down the volcano’s side it engulfs the
tourists who turninto ghosts to haunt you .
Once rescued, the little men hold on to the
chopper's skids to be ferried back to safe-
ty. They are not very good at holding and
tend to fallinto the crater on the return trip.

Paul Fellows has written S-Pascal. A
shrunken educational Pascal with a detail-
ed manual. This might be useful for writing
games but | doubt that Games Computing
will review it.

Spooky Manor sounds like Pac-thingy
meets the adventure game. It is an educa-
tional adventure game designed for use
with Quinkey (nee Microwriter) keyboards
so that four people can play at once. The
gwerty keyboard can also be used. All the
above run on the BBC.

Electron Action Too

The Electron is not neglected:-

Hopper has been beefed up to run on the
Acornlett. This game is believed to have
been written in GOAL, Acorn’'s in-house
games writing language which makes
games writing much faster but causes the
game to run slower. This has probably
been tweeked extensively to bring it up to
Acornsoft’s standards.

Free Fallis a game which everyone admires
but few people understand. You float
about in a hi-res spaceship fending off fun-
ny nasties.

Sphinx Adventure is a pretty standard, if
rather devilish text-only adventure.
{Arcadians is a Beeb version by Orlando
(now Aarvaark Software and author of
Zalaga) This is an Electron Galaxians. Very
close to the arcade machine. Now for rea/
rumours.

Acornsoft's Tim Dobson told me that
he is working on a super realtime 3 D maze
game which you chase and are chased
down corridors. This is a fair way from
release so don’t expect your dealer to
know about it (unless he reads Games
Computing)! Careless talk causes em-
barassment. At the Z80 second processor
launch one of the Acorn men was heard to
remark that all the software worked with
the ADFS. This stands for Advanced Disc
Filing System. Acorn have taken a lot of
stick for the original DFS. Lots of people

have produced ‘'better’” systems and
most disk owners | know have bought the
Disc Doctor ROM from Computer Con-
cepts to make using the DFS easier. Chip
shortages have affected everyone but the
Acorn disk controller chip has been the
worst hit, so it now looks as if they are to
use a new controller with the new ADFS
which will give the standard Beeb Econet
level Il type commands such as unlimited
files. Much nicer for disk owners but will it
be compatible with the old DFS? | doubt it
and this will make software houses and
dealers lives very confusing.

Computer Concepts still have the Ac-
celerator BASIC compiler (a program
which takes BASIC and turns it into
machine code or in this case pseudo-
machine code) in the pipeline. The main
problem is that BBC basic is already so effi-
cient that compiling it can only make it2 or
3 times faster but it does make the code
more compact, leaving more room for
graphics so you get something for nothing.

QL's are now circulating, the first game
| have heard of is from Quicksilva. They
plan to do a sequel to Ant Attack but with
32K of screen memory they will need to
excel themselves. Psion plan to write QL
Scrabble — can they get the whole of
Chambers dictionary into 96 K or will they
use the microdrives? There appears tobe a
microdrive cartridge shortage, the only
way to buy them is through Sinclair mail
order. The shops which have plenty of
drives and interface 1's have all sold out of
the tiny overpriced tapes, reported to cost
Sinclair 40 p (Thanks Micromouse). At the
rate at which the QL uses tapes it is unlike-
ly that the price will fall.

So that's it for this month folks. If any of
you have any great ideas for me to feature
in my files just write to me atNo. 1, Golden
Square, London W1.
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Oh no, its Lou and Les! Yes, the Falk
brothers, your favourite mental space in-

vaders, are here with more nasty numbers
and rotten riddles to fill that hole in your
head.

1. IT's IN THE BAG
Admittedly the shopping list below is an
extraordinary collection of items but one in

particular just doesn’t belong in the bag.
Which and why?

VIM

HAM

TOMATO

WAX _

POTATO

2. IF PIGS COULDFLY. . .

As true to life as ever, a poacher has
managed to get himself into a rather tricky
situation. He is attached to one end of a
rope which is strung over a pulley. On the
other end hangs a dead pig of exactly the
same weight as himself. In this perfect
world in which he lives the rope and pulley
are both weightless and frictionless. What
happens to the pig when the hungry
poacher begins to climb the rope?

Q ?

3. WHY TWENTY?

Take the digits from 1 to 9 and arrange
them on the three sides of a triangle so that
the sum total on each side will equal 20,
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4. TAKEOVER BID?

What the papers say might make you see
red if you deduce the next number in this
sequence:

60,60,100,120,140,140,
160,180,180,200, ______

5. TEN LIZARDS LEAPING

Two fathers and two sons backed their
favourite scaly-backed reptile at the annual
Gilberdyke Lizard Leaping competition.
They won £300 yet each received£100.
How is this possible?

6. TAKE YOUR PICK

We are not asking you to stake your life on
the following gamble, so, without check-
ing, which of the sums below will give a
larger total?

987654321 123456789
87654321 12345678
7654321 1234567
654321 123456
+ 54321 12345 +

4321 1234
321 123
21 12
1 1
Now Check

Pl 9 L o 4

How much dirt is there in a hole 100cm
long, 50cm wide and 50cm deep?




8. PAYING YOUR BILLS

Nick Hyams, the world’'s worst gambler
hung out in downtown Humberside; giving
his money away to bookies and losing at
crap games. One day, in a bar, he met fast-
talking Bill Capper, and they got to chew-
ing the fat about their life's love — gambl-.
ing.

““Me, I'll bet on anything,”" ventured
Bill. ““Why, | bet the next dame to come in-
to this bar is a blonde."”

““You're on. Five pounds says it's a
brunette,”” said Nick extracting his wallet.

"“Meet the wife.”” drawled Bill, as a tall
blonde, dangling diamonds and trailing a
toy poodle sidled up to them. Nick paid up
and aimed a surreptitious kick at the dog.
Some you win, some you lose. He perked
up and said, "'This five pounds says the
next person to order a drink asks for a
beer.”” He sat back and waited.

"’Hey, bartender,”” beckoned Bill, "Il
have a double scotch and a large pink gin
for the lady. This sucker’s paying.”’ Not to
be outdone, Nick placed five pound coins
on the bar.

““How does a five to one shot grab
you?"’

The way things are running Capper
was game foranything, so Nick took twen-
ty more ugly pound bits and placed them
on the bar like this:

ONONORONC)
@6 6 6 6
6 @6 6 @
ONONONONC
®6e 66606

““Now, if you can take out five pounds
and leave four coins in each row, horizon-
tally, vertically and from corner to corner,
why I'll let you have the lot. . . otherwise
we're quits.”’

Bill took one look and picked out five
coins. “‘will that do?"" he said — and
pocketed the other twenty.

““Most expensive drink | ever had,”
muttered Nick as he left to lose and arm
and a leg at Beverley Races.

Which five coins did Bill Capper
pocket first?

MANCITYDNALREPD
| ARPQEVERTONAS
DWNSPURSNPYELN
DMBCEOGI OLREFDN
LAUAHNRHTYTOTED
EHRX I EATOBNRRM
S TYDBWSLSSEESC
BSAEI|ICTTCMY SHD
OEARRAOREI OTOR
RWHBMSNAXRCUTB
OKAY I TVNEGUDTA
USRUNLIMTHANLH
G CTOG6ELEECEE.]S
HU L LEH FLERR]I S BV T
ANEEACAERWNRESG G
LTPEMENOTFSAI| RE
|l HODI SONYPWGPN
EOOS LT T Y0l 5HOR
ARLNLETORPATOD
XPULWRSKKRWOLYV
EETOAMCRUEANARG

—MMM=—IMINITIOAIO—SDOZ

9. FOOTBALL CRAZY
No doubt you are all as sick of staring at
grids looking for hidden words as we are of
compiling them, and the proof-readers are
of checking them. So here is the last grid
game for a few months — a nice easy one.
It's Saturday afternoon and you are
watching Grandstand. The football results
are coming out of the teleprinter, but
something has gone badly wrong. For a
start no results are given, only teams. No
Scottish or minor leagues are given — just
the four Football League Divisions. The
grid below contains them all except for one
fixture — an imaginary one, as it happens.
Teams are given their full names or com-
monly used shortened versions — thus
West Bromwich Albion might appear as
WBA or West Brom, or in full. We feel
anyone who goes to all this trouble
deserves a mystery prize. The first correct
answer opened will receive suitable
recompense.

Us PALACEPRPLLYPRR
UTHENDHTALKOOE
UBWEDNESDAYRTT
ATFORDSMESETHS
|l AHBOLTONLLVEC
ARDI FFEPYASARH
ARLTONRRCWNLMHLC
UD L EJ FFEHSREH-AL
UAYAWO I SEPASMDO
ADFORDETSEBHAC
ERNHELLOTTHRHG
|l ROEXADNEEUELI
TSTRHLOTRRDWUL
NATEAULOLBDSTFL
LEDOMARHSOETSBA./I
DCARBLISLERRUEN
LOOPKCALBOSRNG
DHERNRINGTFYRH
SI SOLDHAMN I HUA
SJDDONCASTEREBM
WNHMANSF I ELDKR
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¥ Comniddore-64

LIMITED = :
‘ BRASC o Including, J.MENZIES, TIGER Distribution, SDL.

A TOUCH OF MAGIC ABRASEO The Grange Bam. Pikes €nd. Eastcote. Middlesex HAS 2€X. TelOMBE6 9258

The very best in arcade action-

is brought to you by Tansoft — the specialists of the Oric-1
and Atmos Computers.
The games that people are fighting for are:—
Defence Force:
J Pilot your space-craft
AT through alien territory and fight
off the enemy approaching from

Ultima Zone:
Shoot the Walkons, avoid the
bouncing Brunes and battle
your way through the
satellite zone. 48K. £8,50.

- = 2
Rat Splat: = 72 =5
o - A revolting game. & { - _, / ﬁ.
}k/ Splat the rats in the sewer before S
the

(4Y y consume the cheese, and destroy the monsters - 5
g\ before they consume you! 48K. £7.95. J
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At last, a magazine that
gets to the core of it.

Y’

As the proud owner of an Apple, you
know that really helpful magazines
don’t grow on trees.

But now there’s Orchard Computing.
Orchard is a brand new quarterly put
together specifically to suit the Apple
user.

It brings you the very best in useful
routines, business and games software.

And not a word of it that isn’t directly
relevant to you.

So if you like an Apple a day, take
Orchard quarterly.

It’s just what the doctor ordered.

+

Britain's best buy for Apple users

Tansoft produce a wealth of business and utility software to cater for |

every interest. The 'not so’ games-minded people may be i g{,;—:,i':\‘
coming to grips with:— 'ﬁ;’“ T i
Author: A powerful word-processor program which g’““@ﬁ S0
includes word-wrap and word-count. Ideal for letters and ]
reports. 48K. £14.50.

Oric Calc: A full spread-sheet program allows you to sum
columns or rows and apply complex formulae. 48K. £14.50.
Oric Cad: A computer aided design program for displaying,
rotating, enlarging and shading objects on the screen.
48K. £9.99.

For the full range of Tansoft software — which currently
numbers over 20 titles — pick up a catalogue in your local
Computer Store or contact Tansoft at Unit 1,

The Techno Park, 645 Newmarket Road, Cambridge.

Tel. Teversham (02205) 2261.

Tansornt
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COMPETITIO

Dive to the depths of the Pacific in Durell’s
Scuba Dive program for the ZX Spectrum,
Oric 1 16K or 48K, and the Commodore
64. We are giving away 100 copies of this
amazing graphics program for the machine
of your choice, as long as it is one of the
above machines, to the first 100 correct
entries pulled out of the hat — we have a
very big hat.

Durell Software was formed just over a
year ago, but already they have five titles
covering three machines. The best selling
Harrier Attack was their first release and
rocketed to the top of the charts. It has just
been converted, and very much enhanced,
torun onthe Commodore 64. Galaxy bisa
collection of programs to run on the Oric
and contains three machine code games as
well as two GOOD basic arcade games
that can be listed to provide instruction in
programming. Jungle Trouble is agame for
the ZX Spectrum where you play a Tarzan
like person doing things a Tarzan like per-
son does. Combat Lynx is shortly to be
released on the Commodore 64 and ZX
Spectrum and has the player flying a Lynx
helicopter and shooting up tanks.

Scuba diveis on all three machines. The
ZX Spectrum version runs in 48K and has
some of the best graphics that have ever
been seen on the Spectrum. It comes com-
plete with rampaging sharks and other
things that are not so nice. The Oric version
has been compressed into 16K and so will
run on any Oric or Atmos. The idea behind
the game is to swim through the sub-
marine world of the Pacific ocean collect-
ing pearls from oysters, complete with all
the hazards that scuba diving involves.
Scuba dive is also available for the Com-
modore 64.

Robert White, founder of Durell Soft-
ware, has an extensive computing back-
ground being a CAD (Computer Aided
Design) specialist who has, amongst other
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things, designed a three-dimensional com-
puter model of the Milton Keynes District
General Hospital. This model, on a
dedicated graphics computer costing
many thousand of pounds and having
things like 580 Megabytes of hard disk,
allows you to see the hospital from any
point inside it just by telling the computer
where you would like to see the view from.
The computer then draws a 3-D represen-
tation of what you would see if you were
standing there in the hospital. He even in-
cluded coat hooks on the doors!

Mike Richardson, who is the Spectrum
programmer for Durell, is currently taking
an MSc as well as writing software. One
coincidence between the three program-
mers, Mike Richardson, Ron Jeffs (Oric),
John Parr (Commodore), and Robert White
is that they have all just had young addi-
tions to their families. All of Durell’s pro-
grammers are family men and quite old by
computing standards.

How to Enter

All you have to do to win a copy of Scuba
dive for the machine of your choice — as
long as it is one listed above — isto spot
the difference between the two pictures
on this page. When you have found them
pop the picture with the differences mark-
ed on it and the coupon into an envelope.
Write the number of differences on the
back and send it to our usual address.
There are 100 games to be won so there is

DURELL sofrware |
£ a ve - . ]EL;E,W good chance of you winning. Good

Competition Rules

1. This competition is open to all UK
readers of Games Computing, except
employees of Argus Specialist Publica-
tions Ltd, their printers and distributors,
employees of Durell Software or anyone
connected with them.

2. Aslong as the correct couponis used for
eachentry there is no limit to the number of
entries per person, photocopies will not be
accepted.

3. All entries must be postmarked before
30th June

4. The prizes will be awarded to the first
100 entires judged to be correct by the
editor.

5. No correspondence will be entered into
with regard to the competition results and
it is a condition of entry that the editor’s
decision is final.

6. The winners will be notified by postand
the results will be published in a future
issue of Games Computing.

Competition Coupon |

Address to: DURELL/GAMES COMPUTING COMPETITION I

'Machinetype: .............................................................. I
I INGDEE OF DIFFBIEMEES - -« ccin o sivis o st = sraon wwiain o winia o winls symiais aiess & oo e aivis s stad & ¥5%s 3
T e o L EH L et o o s S SR AgET . onsriens |
IAddress: ..................................................................
| Bt e e S el e o S BE .Y, l
........................................................ B e o e

— e —— . ——— —— — e — e — —— —
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A joystick can be the most

important add-on for a computer

or video game. Mike Roberts
looks at some of the latest

offerings.

A joystick can be the only mechanical
linkage between a game and the player. If
a game is bad nothing can improve it, but
a good game will feel terrible if it is played
with a bad stick.

There are a number of different types
of joystick on the market that work with
different computers. The 9 pin ‘D’ type is
the most popular, working with Atari,
Commodore, MSX and Spectrums with
interfaces. Special joysticks are required
for the Dragon and BBC and some other
computers due to the odd plugs that they
have and the way that they use the
joystick input.

QUICKSHOT II

Made by: Spectravideo
Compatible with: 9 pin D
Price: £12.95

The Spectravideo Quickshot | joystick was
one of the best sellers of last year due to its
excellent design, having a fire button on
top, and suckers for stability underneath.
The Quickshot Il goes further than this
with the addition of a trigger fire button, a
new style of grip and base, and an auto-fire
facility.

The auto-fire facility is selected by set-
ting a slider switch to the on position. From
this point whenever you press the fire but-
ton it will be as if you were pressing the fire
button on and off very quickly, givingyou a
machine-gun effect even on games that
don’t have it. The results with this feature
are startling and enable you to get fan-
tastically high scores on some games,
although it is rather unsporting. Playing
Defender on the Commodore 64 with one
of these sticks was like using a shotgun,
everything in front of the ship just
disintegrates!

The feel of the stick is excellent and the
shape is moulded to fit your hand. The con-
struction uses the metal pad technique,
similar to the original Atari stick. Thisis not
nearly so hard wearing as the metal plate or
micro-switch system but it has the advan-
tage of price.

Overall this is an excellent unit, well
designed and having a great feature with
the auto-fire switch (however unethical).
This is the sort of stick | would use for
shoot-'em-up games. Its streamlined
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design makes it very unsuitable for maze
type games, but otherwise | was very
pleased with it.

Spectravideo, 165 Garth Road,
Morden, Surrey.

STARFIGHTER

Made by: Suncom
Compatible with: 9 pin D
Price: £13.95

The Suncom starfighter is very small for a
joystick, having a shaft only a couple of in-
ches long and a very small base. This
means that it can be held in the palm of
your hand very easily and the rounded cor-
ners don’t bite into you.

The action of the joystick is very positive
and feed-back is excellent. The
mechanism is similar to the TAC-2 joystick
having four metal plates surrounding a
metal shaft, so when you move the stick all
it has to do is touch against a metal plate,
no pads to wear out, and no switches to
break.
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There is a single, small, fire button. This
feels inadequate for its allotted task, and |
would have preferred something a little
larger.

Overall my feelings for this product are
good. This is a budget priced TAC-2
(TAC-2s cost about £20) having a similar
mechanism with a different shell and con-
trol stick. This device should last a long
time with its steel innards unlike some of
the more low quality ones.

There is also a version of this stick for
the Apple costing £39.95 for use in the
analog ports. It operates with pots instead
of touch plates and has a lot of adjusting
knobs on it to centre the stick and alter the
““throw"".

Consumer Electronics, Failsworth,
Manchester, M35 OHS.

QUICKSHOT Il

Made by: Spectravideo
Compatible with: CBS
Colecovision/Adam
Price: £15.42

The Spectravideo Quickshot Il is an at-
tempt to fill the gap created by the Col-
ecovision’s awful joysticks. Colecovision
joysticks are awkward to use and are
unresponsive by reputation. They use an
extended form on the 9 pin D connector,
this means that normal joysticks willplug in
and will work, but the Colecovision
joysticks have two fire buttons and a 12
key numeric key pad instead of a normal
fire button.

Many games use these extra features
of the Colecovision joystick to good effect.
This makes playing with the normal
joysticks almost impossible, except for the
latest games from CBS that see the
necessity of using a better stick with only
one fire button, and the numeric pad being
used on the remaining Colecovision
joystick.

The Quickshot lll remedies most of the
faults of the Colecovision joystick because
itis a ‘full grip’ type of stick with a thumb
and a trigger button on the stick. These
two buttons function as the left and right
fire buttons on the Colecovision stick. The
two buttons are duplicated, and suitably
colour coded, on the main base which also
houses the familiar 12 button numeric key
pad.

The functions of the two buttons can-
not be switched between, so (as in Buck
Rogers Planet of Doom) if the thruster hap-
pens to be on the trigger and the fire on the
thumb button it’s hard luck. The stick itself
is too thin for my liking and is a radical
departure from the Quickshot | and Il as
these sticks are quite comfortable to hold.

All said and done this has to be a good
joystick due to there being no competition.
The Colecovision stick is not very useful
and this is a lot better, although it is quite a
long way behind the other Spectravideo
products — | would have preferred a
modified Quickshot | or Il. This joystick is
guite expensive and the high price may not
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justify the advance over the original Col-
ecovision joystick.

Spectravideo, 165 Garth Rd, Morden,
Surrey.

Super Controllers

Made by: CBS

Compatible with: CBS Colecovision,
Adam

Price: £49.95 (pair)

The Colecovision Super Controllers are
probably the most advanced, complicated
(and expensive) joysticks on the market.

The units themselves resemble the hilt
of a sword with a stocky grip that has four
fire buttons, one for each finger, and the
short shaft protruding above the top of the
grip that has a 12 button key pad and a
control knob similar to a paddle controller.
A guard completes the picture by going
from the top of the unit to under the grip. A
grip extender has been provided that
makes the handle larger for bigger hands,
although | found the standard grip comfor-
table.

The joysticks come complete with a
cartridge to play the game of base ball, This
was obviously intended for the American
market and the game goes into some detail
making it hard to understand.

Normal games can be played using the
Super Controllers although as they're not
designed for them operation is a bit odd.
Other games are in the pipeline for the
joysticks including Rocky and Frontline.
Rocky is a boxing game based on the suc-
cessful film series.

Another specialised add-on for the Col-
ecovision from CBS and following the ex-
ample set by their other peripherals, this
one should have good software available
for it very shortly.

CBS Electronics, Headley Rd East,
Woodley. Berks.

DELTA 14B

Made by: Voltmace

Compatible with: BBC

Price: £14.95 (joystick), £14.95
(adaptor box), £5.95 (driver
cassette)

This is more of a complete system than a
single joystick. The joystick follows the
same pattern as the Delta 3B with the ad-
dition of 11 buttons on a keypad on the
base, and only a single joystick. These
buttons can be used for extra functions
that need more than a fire button (ever
wanted hyperspace and bomb as well as
fire without resorting to keyboard con-
trol?).

To use the extra buttons to the full a
Delta 14B/1 is needed. This adaptor box
plugs into the analog port and the user
port and provides two joystick sockets
that can take extra keypads
similar to the joystick but without the
stick. This enables the buttons to be read
through the analog ports.

The final extra to complete the system
is the Delta 14 joystick driver. This is a
tape that allows non-joystick games to be
used with joysticks and keypad, program-
ming each movement of the stick and
each button to mimic a keyboard opera-
tion.

The Delta 14B comes with copious
notes, example programs, details on pro-
gramming, and circuit diagrams. The soft-
ware has full details on how to copy it to

disk and make backup copies. In all, this
has got to be one of the best joystick
systems for the BBC owner, due to its
ability to drive almost any game from the
joystick.

Two overlays come with the joystick
on which to write the functions of each
button. Extra overlays are available at
35p a pair.

Voltmace Ltd, Park Drive, Baldock,
Herts, SG7 6EW.

Delta 3S, 3D, 3B

Made by: Voltmace

Compatible with: 9 pin D, Dragon,
BBC

Price: £10.00 (3S,3D), £19.95
(3B pair)

Voltmace have a range of joysticks with
similar constructions and external design
but with differing insides, making them
suitable for different computers.

The base is a thin long wedge shape
having three fire buttons that are linked
together for right or left handed operation
{(what the third central button is for we
can only guess!). The buttons are very
small but responsive.

In all versions the internal construction
is the same using potentiometers (even in
the ‘switched’ 9 pin D version).

The shaft is sprung and will return to
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the centre if released. The BBC version
comes as a pair, both joysticks are attach-
ed to the same plug in the fashion of
Acorn joysticks. The Dragon and 9 pin D
versions both have their own plugs.

These joysticks are reasonably good
with a fair price tag. They have a good feel,
and have a self-centreing action. Wiring up
pots for a switch joystick is certainly novel
and makes control very different to a nor-
mal stick. The addition of rubber pads
would be useful as the base slides around a
lot on a flat surface, the flat base is comfor-
table to rest your hand on, and if it wasn't
for it sliding around this would be a good
added feature.

Voltmace, Park Drive, Baldock, Herts.

STRIKE COMMANDER

Made by: Consumer Electronics
Compatible with: BBC/Dragon
Price: £18.95 (pair)

As Dragon and BBC users will know the of-
ficial joysticks for their machines are less
than useful.

Strike Commander joysticks, however,
are really very good. They are fully propor-
tional, self centreing, pot joysticks. The
base is a bit square looking but has good
rounded edges and two fire buttons, one
on the side and one on the front. The shafts
are made of steel and have a small knob at
the top. Releasing the shaft causes it to
spring back into the centre point again.
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This makes playing games a lot more in-
teresting as the control is more like a nor-
mal switch joystick but with the advan-
tages that analog control gives.

The BBC version comes as a pair of
sticks joined to a plug that will fit the analog
port on the back of the BBC ‘B’ or an 'A’
with the A to D converter fitted. The
Dragon version comes as a separate pair
with their own plugs.

These joysticks are a must for any
discerning BBC or Dragon owner.

Consumer Electronics, Failsworth,
Manchester M35 OHS.

COMPETITION PRO
1000/3000

Made by: Kempston
Microelectronics

Compatible with: 9 pin D

Price: £10.99 (1000), £12.75
(3000)

Kempston Microelectronics, after the suc-
cess of their Competition Pro 5000
joystick for the ZX Spectrum and accom-
panying interface have released two new
sticks, the Competition Pro 1000 and
3000.

The only difference between the two
models is the actual shaft of the stick. The
Competition Pro 1000 has a squat base
with a large curved fire button on the front
and a rather strange controller shaft that is
a lot wider at the top than at the bottom.
The Competition Pro 3000 differs by hav-
ing a crude pistol grip type of shaft with a
tiny trigger and thumb button.

Kempston Microelectronics, Unit 30,
Singer Way, Woburn Road Industrial
Estate, Kempston, Bedford MK42 7AF.

PRO-ACE

Made by: Sumlock
Compatible with: 9 pin D
Price: £12.95

The Pro Ace is Sumlock’s entry into hard-
ware. Sumlock are a company more used
to producing software under their Livewire
name.

The Pro Ace joystick appears rather top
heavy, having a very long shaft with a but-
ton on top and a flat button on the un-
proportionally small-looking base.
Although looking rather odd the stick is
very sturdy and has an extremely solid feel,
a feel that is spoiled by the fire button hav-
ing a very soft spring that severely reduces
its feedback making the top button all but
unuseable.

The shaft has a steel bar running down
the middle which should make it last along
time. One of the things that wear out first
in Atari sticks is their plastic shaft.

Sumiock Microware, 198 Deansgate,
Manchester, M3 3NE.

Triga-Command Il

Made by: Datel
Compatible with: 9 pin D
Price: £9.95

Thisis a very ‘chunky’ joystick with a huge
base and a large curved shaft with a single
trigger fire button. The base is very large
and firm and has rubber feet to stop it slipp-
ing. Double sided suction cups are provid-
ed to stick it down, but they didnt work
very well.

Action is very positive and the fire but-
ton has a good spring, perhaps too good.
The grip is curved in a very odd looking
shape with a very spikey textured handle.

Response is quite good and there is a
rubber ring around the area that the shaft
joins the base to facilitate good movement
from the shaft.

The shaft is constructed from high ten-
sile nylon so it is uncertain how long it will
last in the hands of your average games
player. The switch contacts are of the
Atari collapsible dome type that seem to
wear out after a year or so but give good
tactile feedback.

Datel, Unit 8, Dewsbury Rd, Fenton In-
dustrial Estate, Stoke-on-Trent.
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At last, the first joystick that puts the firing button
where it should have been in the first place.

(IRIGA>

N/ [
IS HERE! ) N
THE TOP g
AMERICAN
JOYSTICK -

IS NOW AVAILABLE
IN THE U.K. . .. y

To fit your SPECTRUM
ONLY£1-9.99 + £1.50P+P

* Including Interface to plug straight into the Spectrum.

* The first Joystick to give you “Arcade” feel and control.

* “Jet Style”” heavy duty, diamond cut grip.

* Fire Trigger placed under your index finger .
fastest reflex action.

* Self centreing, 360° action.

* Compatible with most of the latest Software including:

Rubber

. . the finger with the

Frenzy

Spectres

NOTE: THIS IS ONLY A SMALL SELECTION OF
THE MANY COMPATIBLE GAMES

A!so ava}féble for Commodore/Atari/BBC/
NEVV L1301 NEVV NSV NE VW L1300

#’ﬂl’ ‘::‘
i

WJ/}F ﬁzﬁ G
— "/
REW

. ofo; £29.99

/&.

V:

Z

SYNTHESIZER
WITH BUILT IN

" JOYSTICK INTERFACE
FOR THE SPECTRUM

® Simply plug into an exciting new world of
computer speech synthesis. ® Latest State of the Art
Electronics. ® Uses the Allophone system.

@® Produces any word or phrase from an unlimited
vocabulary. ® Speaks directly through TV speaker.

® Also Amplifies Spectrums own sound through TV
speaker! ® Built in Joystick Interface accepts any
Atari type joystick for full games control. (Kempston
compatible). ® Complete with Demo Cassette.

® Full Instructions.

(B Tripa G OmMITAN S PG I s et e e et L S e
[ Triga Command ALari........cocuuuuiieeeiiruuiaeeseeerennnnseeseeennes
[]Triga Command Commodore £12.99
OTrigaCommandBBC .........oovovvnvvieireireieeieeeeeeeeeeeeeeennen.. £19.99
[ O B O SDECETUM T s e e ol e e L £:00 90
]} o BoxandilTige|C onnmam e e e 20,90
Postage Please Add £1.50 24 HR CREDIT
TRADE ENQUIRIES WELCOME CARD LINE =)
DAT; LUNFT 8 FENTON INDUSTRIAL ESTATE,
LECTR

£19.99
£12.99

48

—IANCO
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25 Corsewall Street
Coatbridge., MLS5 1PX,

R0 EGAIVMIES =
ONLY ¢
LIMITED PERIOD eéﬁ ﬁ

SEND THIS ADD
WITH YOUR

sinci=ir
SPECTRUM

MAIL ORDER PROTECTION SCHEME

If you order goods from Mail Order Advertisers in this
magazine and pay by post in advance of delivery, this
publication will consider you for compensation if the
advertiser should become insolvent or bankrupt,
provided:

1. You have not received the goods or had your money
returned; and .

2. You writetothe publisher of this publication explain-
ing the position not earlier than 28 days from the day
you sent your order and not |later than 2 months from
that day.

Please do not wait until the last moment to inform us.
When you write, we will tell you how to make your claim
and what evidence of payment is required.

We guarantee to meet claims from readers made in
accordance with the above procedure as soon as
possible after the advertiser has been declared bankrupt
or insolvent to a limit of £1,800 per annum for any one
advertiser, so affected, and up to £5,400 p.a. in respect of
all insolvent advertisers. Claims may be paid for higher
amounts, or when the above procedures have not been
complied with, at the discretion of this publication, but
we do not guarantee to do so in view of the need to set
some limit to this commitment and to learn quickly of
reader's difficulties.

This guarantee covers only advance payment sent in

direct response 1o an advertisement in this magazine

(not, for example, payments made in response to cata-

logues, etc, received as a result of answering such
advertisements):

CLASSIFIED ADVERTISEMENTS ARE EXCLUDED.
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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 unbeatable

&t

SUPERSOFT

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
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Sub Hunt, for any Atari computer,
features full player/missile graphics and
UDGs. You play the part of the ship’s cap-
tain in pursuit of some submarines that
have been harrassing your ownships. The
wolf pack contains 20 subs, you have on-
ly 45 depthcharges left to wipe them out
with.

Control is from a joystick, moving it
backwards or forwards increases or
decreases velocity. Pressing ‘fire’ (sur-
prise, surprise) drops a depthcharge.

Sets up screen and reset
variables.

update PMG X position.
Check if the PMGs are
moving off screen, if so
reset them.

Fire routine for dep-

270-310
400-490
2000-3000

3020-3120
5001

thcharges. Also PEEKs
53253 and 53254 to
detect a collision.
Update variables.

End game routine.

Sets up characters,
PMGs etc.

Title screen.

DATA for number of
shots per game.




Location
53248
53249
53250
53256
53257
53258
53253

53254
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Variables Used

Conversion Clues

Redefined Characters.
!  Becomes a depthcharge.
# Becomes a wave.

Player Missile Graphics

There are three P/M graphics used. The
two submarines and the destroyer. They
are quite large in the game as | have made
them four times their normal size. PMGs
make it easier to detect collisions as each
PM has its own independent <ollision
detection register. -

Due to the PMGs, conversion to other
machines is quite difficult. However here
are some relevant locations and a brief
description.

The rest of the locations set up the resolu-
tion of the screen, screen priority, col-
ours, and set the high byte of where the
PMG data area starts.

Start of display list.
Amount of subs left to
hit.

X position of destoyer.
X position of the middle
sub.

X position of lower sub.
Current speed of
destroyer.

Column for dep-
thcharge.

Row for depthcharge (in
loop).

Current score.

Current Hi-Score.

Start of RAM.
Location of new
characters.

Function

Horizontal position for
player 0. POKE here to
move player 0.
Horizontal position for
player 1.

Horizontal position for
player 2.

Size of player 0, from 0
to3. :
Size of player 1.

Size of player 2.

PEEK here to see if
player 1 has been hit.
PEEK here to see of
player 2 has been hit.



1@ REM #####aatiattttintsrstdssstsssn

2@ REM # AUTHOR:David Moore *

3@ REM # »

40 REM # JAN 31 ‘B4 *

5@ REM = #*

SO REM #9555 5555 00 55505500080 0000000 80 5

7@ GOSUB Ioo0

9@ GOSUB 2000

$2 SOUND 1,2@@,8,4:150UND 2,204,14,4:1S0UND 3,204,8,415ETCOLOR 4,8,3:POKE 16,641F0

KE 33774,5464

9% SC=@: X=20: Y=220:C=20:A=142: RESTORE 5@@@:READ SH

94 POSITION @,2:7 #é&) "#HH HHNNEN"IREM 20 # s1SH=AL

97 POSITION @,@:17 #&) "SCORE:"§8C)" "sPOSITION 11,027 #6) "LEFT1"jC:POSITION @,11

17 #&) "BHOTS: "3 SH

100 X=X-2-SilL=L+BrA=A-10

11@ Z=STICK(@):IF STRIG(@)=@ THEN GOSUB 18@

120 IF I=14 THEN B=8+1

125 IF I=13 THEN S§=85-1

126 IF 8>4 THEN 5=4

13@ IF B<1 THEN B=l

14@ POKE S3248,X1POKE 53249,L1POKE 53278,255:1POKE 53250,A
15@ IF X<2@ THEN X=220

16@ IF L>220 THEN L=20

145 IF A<2@ THEN A=220

170 POSITION @,1117 #&j"SHOTS:"j8H)" "1 IF SH{=@ THEN 700
175 BOTO 1@@

180 R=X/18.5

185 IF X>198 OR X<15 THEN RETURN

19@ FOR I=3 TO 1@

191 X=X-7ilL=L+141A=A-18

WN IF X<3@ THEN X=220

193 IF L>200 THEN L=3@

194 IF A<3@ THEN A=222

194 POKE 53248,X1POKE 53249,L:1POKE 5325@8,A

200 POSITION R,In? #&;"!"sFOR D=1 TO 2@3NEXT D

21@ POSITION R,Iz7 #&;" "

215 SOUND @,I#7+1,8,15

228 IF PEEK (53254)<>® THEN POP 1SH=SH-1:60TO 27@

25@ NEXT I1S8SH=5H-1

268 IF PEEK(53253)<>@ OR PEEK(53234)<>@ THEN 270

245 SOUND @,0,0,21RETURN

27@ SC=SC+2@+INT (R/2)1FOR J=1 TO 20:FOR Z=1 TO 155 STEP 351S0UND @,J,8,141NEXT Z
1NEXT J:SOUND @2,0,8,0

280 C=C-1:1IF C=0 THEN 402

29@ POKE 53278,235

390 POSITION @,@:7 #&) "SCOREs "3 SC:POSITION 11,817 W&y "LEFTs "sCyp" "

31@ RETURN

422 POSITION 2,217 #&;" 3

4@% POSITION @,@17 #&) "SCORE:")SCiPOSITION 11,217 #&) " LEFT:@ "
410 FOR J=@ TO 42:FOR S=255 TO @ STEP -4@1S0UND @,5+30,14, 151 NEXT SINEXT JiSOUND
2,0,8,01P=130

41% IF BC>HI THEN HI=SCiPOKE &23,1

420 SOUND @,@,@,2:S0UND 1,0,@2,8:S0UND 2,0,@,2:S0UND 3,0,0,0

43@ POKE DL+3,61POKE DL+4,51POKE DL+5,41POKE DL+&,61POKE DL+7,&1POKE DL+8,481POKE
DL+9,561POKE DL+7,&

432 REM H.I. I8 INVERSE 0.K.

435 POSITION 1,517 #&) "GAME OVER:i-":POSITION &,717 #&5" H.I. "jHI
440 POSITION 5,717 #&; "PRESE FIRE" —
442 P=130:0=0

445 Q=Q+21P=P+1:IF P=14@ THEN P=130

444 SETCOLOR 4,8,0:11F @>14 THEN Q=1

45@ POKE 7@4,P:1IF STRIG(2)=@ THEN 440

45& GOTO 445

44@ FOR I=3 TO 12:POBITION @,I17 #é&y" "INEXT I

47@ FOR I=3 TO 9:POKE DL+I,7:NEXT I

480 POKE &23,4:POKE 704,14

482 AL=2

49@ BOTO 92

70@ FOR I=@ TO 32:S0UND @,70,14,15: X=5SIN(&@)1S0UND 2,2,0,0: X=SIN(&@) 1NEXT I:1POSI
TION @,11:7 #&5"0 U T 2 "

71@ FOR I=1 TO 20@:S0UND @, (2#1)/3,8,15:NEXT I:+POSITION @,11:7 #&1 " "3 REM
7 SBPACES

72@ SOUND @,0,2,2:G0TO 482

2000 REM INIT.

2005 CO=PEEK (756) #2356

20810 GRAPHICS 18:1DL=PEEK (5460)+254«PEEK (3&1) +41 POKE DL+2,61POSITION 3,1:7 #&j "HUN
TER KILLER"

2015 POSITION @,@:17 #&) "PLEASE WAIT"

2920 SC=@i1HI=@1C=1018=3 X=2201L =201 SH=3@: POKE DL+11,7

204@ RA=PEEK (1@&4) -81R=RA-B1CH= (PEEK (10&) —-B) #2356

2045 FOR I=@ TO S511:POKE CH+I,PEEK(CO+I)iNEXT 1

20=@ FOR P=512 TO 74B1POKE R#25&+P,B1NEXT P

2040 FOR P=@ TO 71READ I11POKE R#25&+2&6+P+512, LINEXT P

2@7@ FOR P=@ TO 71READ I1:1POKE R#254+7@+P+44@,1:1POKE R#256+64+P+768, I1NEXT P

208@ FOR U=@ TO 7:READ I1POKE CH+(ASC("!")-32)#8+U,I1NEXT U

208% FOR U=@ TO 7:READ I1POKE CH+(ASC("#")-32)#8+U, LI1NEXT U

2090 POKE 204 ,R1POKE 7356,CH/256

218@ DATA ©,0,0,32,556,255,255,126

211@ DATA ©,0,8,24,24,31,255,255

2120 DATA @,0,0,24,60,24,0,0

2132 DATA @,0,0,0,0,24,253,255

214@ POKE S3277,31POKE 5%59,461POKE S54279,PEEK (204) 1 POKE 53258,3:1POKE 7@6,8

21%@ FPOKE S53254,31POKE 53257,31POKE 724,141 POKE 785,141 POKE 203 ,RAI1POKE &23,4
215% POSITION @,2:7 #é&)" "3REM 12 SPACEB

2140 SETCOLOR 4,8,31AL=0

2200 RETURN

I20@ REM

I01@ GRAPHICE @

3040 SETCOLOR 2,4,51POKE 752,1

IVEB 7 17" 8UB HUNT "

3IPES 7

@708 ? "The idea of Sub Hunt is to seek &"17 "destroy enemy sub’'s.Your ship has
x "

%PB@ 7 17 "speeds normal medium and slow these":? 1? "are controlled from the jo

yatick by"
@58 7 17 "moving it forward backward or just "y? 17 "leaving it.The game ends w
hen you have':? "hit 20 sub’'s."

311@ 7 17 "GO0OD LUCK CAPTAIN..."17 " ..PRESEE FIRE TO PLAY"
X112 POSITION @,22:7 "By D.MOORE 1984"

311% IF STRIG(®) THEN 3115

3128 FOR J=1 TO 20:FOR S=4@ TO @ STEP -3180UND @,8+3@,14,15iNEXT SiNEXT J:S0OUND
2,0,2,21RETURN
5@@1 DATA 45

56
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The Electron

has added even more

strings to its bow:

The list of top quality soft-
ware for the Acorn Electron is

growing all the time.

Asyou cansee, there’s already
an outstanding selection of excit-
Ing programs covering everything
from monsters to music and
murder to marriage guidance.

And ultimately, the Electron
will enjoy a range of software as
comprehensive as that of its

illustrious big brother, the much
acclaimed BBC Micro.

You'll find all the programs
featured here at your local Acorn
stockist. (To find out where that
is, simply call 01-200 0200.)

Alternatively, you can send
off for the Electron catalogue
and order through the post by
writing to Acornsott, c/o Vector
Marketing, Denington Estate,

Wellingborough, Northants
NN8 2RI.. Tel: 0933 79300.

GRAPHICS: Graphs & Charts,
Creative Graphics, Picture Maker.

BUSINESS: Personal Money
Management, Desk Diary.

EDUCATION: Tree of
Knowledge, Peeko-Computer,
Business Games.

LANGUAGES: LISP, FORTH,
S-Pascal, Turtle Graphics.

GAMES: Starship Command,
Monsters, Chess, Draughts and
Reversi, Snapper Meteors,
Hopper Sphinx Adventure
Arcadians, Free Fall.

QUIZZES: Theatre Quiz,

Crime and Detection Quiz,

Music Quiz, History sz
Science Fiction Quiz, :..1 Do,
The Dating Game.

CHILDREN’S EDUCATIONAL
SOFTWARE: Happy Numbers,
Timeman One, Timeman Two,

Wordhang, Happy Letters,
Map Rally.

ACORNSSFT
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Colecovision Collected

In our April Issue you had the chance to
win a fantastic Colecovision video game
with an Atari adaptor and lots of games.
You did enter — didn't you?

The winner of this fabulous prize was
Mark Christian of Wirral, Merseyside for
sending in the following correct answers:

. Donkey Kong

. Smurf Rescue

. Zaxxon

. Mousetrap

. Looping

. Cosmic Avenger

DU RBWN =

We hope you enjoy your prize Mark. It
will be on it’'s way to you shortly.

TAC-2's Taken!

Also in our April edition was the TAC-2
competition. This attracted a record
response. It seems that all our readers
want joysticks. But sorry, only ten lucky
winners will get their wish, they are:

D Trueman, Derbyshire.

C Richmond, East Kilbride.
A Humphrys, Lopthorne.
P Standere, Ipswich.

G Chance, Hullbridge.

A Watering, Bicknacre.

M Vayle, Broughton.

D Taylor, Radcliffe.
D Rushton, Walsal.
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There were, of course, 10 changes to
the picture (but you knew that really
didn’t you?).

As a bonus in the April issue (what!
three competitions in one mag? whatever
will they think of next!) we had a competi-
tion to give away 20 copies of Melbourne
House's H.U.R.G. games designing pro-
gram. All you had to do was complete a
simple (simple?) wordsquare grid. This is
the grid with the letters that were used in
bold. I'll let you work out which words go
where and in what direction.

MHESPIDERSPT
LBUDUNARNETETE.I
HHORACEOURNSB
SESHGCHIRUIB
GHREASTOOTTO
LUGRTCRI ONRH
NUOSEDIRFEAR
Il HEY EANDSLVT
RESKIINGSDOA
LTTIMEGAMARE
51 DES I GNERL:EC
LGCTUANOMSOC

The remaining letters spell out a key
phrase. The phrase is: ‘Melbourne
House's High Resolution Real Time
Games Designer CGC'. These people got
the correct answer:

Robin Burnett, Whitby.

R. Johnson, Oldham.
M Watering, Bicknacre.
P Marl, Chester.

P Standere, Ipswich.

J Rubensaat, Tamworth.
C Astles, Crewe.

A O’Neil, Portadown.
C Harris, Dunshalt.

M Ward, Hampton.

M Diver, Reading.

A Kennedy, Hanworth.
P Robinson, Cumbria.
P Presley, Chelsea.

N Glllings, Doncaster.
M Calloway, Darlington.
L Borland, Glasgow.

C Elliott, Cheltenham.

May Winners

On to the May issue now where we were
giving away 150 copies of Urban Upstart
by Richard Shepherd Software. There
were too many winners to list here, but
you will all get your prizes. There were ac-
tually nine changes made to the picture of
the skinhead.

And Now. ... 200
Games To Win!

This issue we have a competition by
Durell Software,where you canwinone of
100 games that are up for grabs — in-
cluding their much praised ‘Harrier At-
tack’ Program which has been converted
for a lot of machines and was one of the
first games working on the Amstrad com-
puter. You can also fight the barbarians
and defend the might of Rome with acopy
of ‘The Fall of Rome’ from APS — agame
that has been number one in the non-
arcade software charts, and we're giving
away 100 of them!

Best of luck next time, with the
number of prizes we're giving away you
should win something soon. But don't
forget to buy a regular copy of Games
Computing every month.
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KINGDOM OF HAMIL

Runs on: BBC
Made by: Acornsoft
Price: £9.95

This follows in the footsteps of Acorn-
soft’s Philosopher’s Quest and Sphinx
Adventure and follows the same basic for-
mat. All the information that you are given
is presented on screen above where you
type in your commands. These commands
follow the age old method of com-
municating in adventures, a verb followed
by a noun.

The program only checks the first four
letters of each word, so you can save time
by only typing these in. A useful feature is
that the game in progress can be saved and
returned to at a later stage. This is done by
typing SAVE when you want to stop
adventuring and it can be returned to by
answering S to the question "'Do you want
to start a new game, or start from a saved
position?."”’

The object is to get your score to 250.
You do this by solving problems and
puzzles, and by answering the final ques-
tion correctly. Included with the well
presented cassette is a sealed envelope
containing hints and answers to the pro-
blems. It says on it ""Open only as a last
resort’’, and | am sad (glad) to say that
before the program had finished loading |
had read the 8 page booklet from cover to
cover. For those of you who get stuck but
don’t want to open the envelope, the only
hint I'll give is that the way out is via the
stone. Any more than that and you will
have to open the envelope.

Overall this is a very good program for
those of you who like well written adven-
tures.

THE HOBBIT

Runs on: BBC
Made by: Melbourne House
Price: £14.95

Now here's anadventure game with a dif-
ference. Instead of only allowing one or
two word commands it allows sentences.
These sentences cannot be in English but
have to be in ‘INGLISH'. Thisis a language
that was developed for adventure caming
and allows adjectives and prepostions,
such as "'OPEN THE GREEN DOOR'’ or
“’PICK UP THE GOLD"'.

Also the program incorporates
something called ANIMACTION. This
means that every character is doing
something whileyou are,so GANDALF will
have probably moved off from where you
last left him. It also has a feature called
ANIMTALK which allows you to talk to
other characters in the adventure e.g.
“SAY TO GANDALF ‘READ THE MAP" ",
and GANDALF might do so or not depen-
ding on what mood he is in a the time.

Included with the package is the book
THEHOBBIT by J.R.R. TOLKIEN, on which
this adventure is based, and a useful in-
struction manual. The instruction manual
supplied mentioned that the illustrations
that are on other versions are not available
on the BBC version. Having seen the il-
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lustrations on another machine | feel that
the lack of these does not detract from the
enjoyment of the adventure. My only gripe
is that it takes too long to load from casette
and could Melbourne House provide a disc
based version perhaps including illustra-
tions?

Some hints for those who can’t be
bothered to sit for evenings on end trying
to figure it out; always be polite and try to
keep with your friends. Remember you are
a small weak Hobbit of the Shire.

ELECTRON

RGAKER

CROAKER

Runs on: Electron
Made by: Micro Power
Price: £7.95

This implementation of the ubiquitous
Frogger game has all the regular features
but lacks something in presentation and
playability. Four keys control the leaping
motion of the family Frog as they attempt
to cross the busy road and the polluted
river (by jumping on and off logs and turtles
— a slippery business) and fill the allocated
lairs at the top of the screen. Bonus points
are scored by getting home as quickly as
possible.

The traffic gets faster as you progress
to new screens and it needs to, jerking
along asit does on the first screen. It seems
almost too easy to get through. Unfor-
tunately, the Electron’s sound capability
does not include the ability to reproduce
anything like a ‘croak’ but | suppose the
programmer had to try. The music (which
is optional) is only a gimmick and soon
grows tiresome.

There is a fair amount of updating to be
done on-screen so the graphics are not
altogether smooth and the frogs are rather

lost in the mass of moving objects. The
response to the four keys is not instant and
this makes play rather awkard. The arcade
features are all present and correct but the
game lacks impact when compared with
rivals on other machines and the cassette
soon finds itself a permanent place at the
bottom of the pile.

POOL

Runs on: BBC
Made by: Dynabyte
Price: £7.95

This is a game for two people, although
one person can play to improve his
shooting technique. It is standard pool but

with fewer balls (three red, three yellow
and one black} but you don’t have to
nominate a pocket for the black ball.

For those of you who haven't had a mis-
spent youth and don’t know the rules here
is a brief summary. One player is elected to
break (split the pack up) and if no balls are
potted, the next plays then attempts to pot
a ball. This continues until a ball is potted,
the player who potted that ball then has
another attempt to pot another ball of the
same colour, and the process is repeated
until either he pots all the balls of his colour,
he misses, or he commits a foul.

Fouls include hitting any ball that isn’t
your colour or potting one of the other
player’s balls. If you pot all the balls of your
colour, you then have to pot the black ball
usually specifying a pocket to pot it in.
Control is achieved by moving a white line
that extends from the cue ball, the direc-
tion being the direction you want it to goin
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and the length being the strength of the
shot.

Like some other tapes now available it
plays a tune while it loads in the main part.
An amusing little game, my only criticism
being that it is a bit unrealistic as
sometimes when balls collide they shoot
off at higher than normal velocities.

FELIX AND THE FRUIT
MONSTERS

Runs on: Electron
Made by: Micro Power
Price: £7.95

Flat capped Felix the Northern computer
hero finds himself caught up in rather a
strange game. He has to protect pieces of
fruit which float around a maze from the
marauding fruit monsters until the timer at
the top of the screen winds down to zero.
Why he has to do this we are not told but
it's a different game theme and fun to play.

There are lots of keys to get used to and
some subtleties of use that take a fair
amount of practice to master. Felix can
pick up and drop fruit, drop pools into the
path of monsters to put them to sleep tem-
porarily and can trigger a magnetic pad
which teleports all the monsters back to
the cave from which they emerge at the
start of each game.

Felix maintains energy by running over
power cells and he needs to since the
monsters are fast to the fruit and then con-
centrate on pursuing our hero as he at-
tempts to hang on to the fruit for the
alloted time. The game is thus tactical as
well as reaction based and this adds to its
appeal. It's the sort of game which

demands that you get better through prac-
tise. There's the usual polished programm-
ing from Micro Power with smooth sprites,
Hi-score table and aracade sounds. It also
proves that Electron games can be just as
good as the BBC versions.

LEMMING SYNDROME

Runs on: BBC
Made by: Dynabyte
Price: £7.95

On a scale of 1 to 10 for sillyness, this pro-
gram gets a 34. It is not just silly but
outright insane!

You are the brave and fearless Lifeboat
Lennie valiantly patrolling the shark in-
fested waters under the only bridge to the
mainland. Mad Marco is on the rampage
and has destroyed part of the bridge. The
only escape for the fleeing terror stricken
population is to jump over the edge of the
bridge and your job is to save them. The
only way to do this is to bounce them
across to the other side via your life raft.

You have two options of controlling
your life raft, either proportionally or ab-
solutely. Using proportional control you
move left or right depending on how long
you keep the respective key depressed.
Using absolute control you move to one of
three definite positions on the screen

BBC

32k
LEMMING
SYNDROME
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depending on which of the keys you press.
This means if you are on one side and you
press the key for the other side you move
directly there and don’t stop in the middle
position.

There are numerous options for the
speed at which the population jumps, the
slowest being fairly easy and the fastest

being virtually impossible. As well as boun-
cing the population from one side to the
other you have to avoide the dynamite that
Mad Marco throws to try and blow up your
raft and also avoid the sharks which try and
eat your raft. The game ends when you
have let 50 people drown, or your raft gets
destroyed either by the dynamite or the
sharks. This is an excellent game with
superb graphics and an original idea to
boot.

ADVENTURE

Runs on: Electron
Made by: Program Power
Price: £7.95

This Adventure, although written in Basic,
still has a reasonable rate of response, in-
deed as fast as | have seen on some
machine code adventures. The format is
back to the original, with text only on the
screen.

| suppose, having worked recently on
Twin Valley Kingdom, from Bug BYte,
with its helpful and enlightening graphics,
that going back to text only | was probably
going to be alittle bored, and | was. Oh, no,
not particularly bored with the Adventure
itself, although the almost obligatory
caverns are there, woods and forests
abound, and there is a beautiful princess to
find en-route, but more with the sheer
tedium of playing the game.

| am not an Adventurer by nature, but
I've played enough in my time to have met
a few of the problems which beset Adven-
turers, but there was little real cunning ap-
parent in this particular program. Also,
perhaps |'m just being a nuisance, but | find
that a programmer who feels it necessary
to insult his clients has little to offer
himself. | do object to being told that the
computer is bored, so | am dead. Those
kind of sudden deaths are not the current
style, where a more intelligent player can
forsee danger and therefore skirt around it.
It is annoying to be told in one single
speech that the game is over, especially as
there is no SAVE/LOAD facility, so each
time it is necessary to start all over again.

No, Program Power, stick to your
superb arcade action games at which you
excel, but if you intend to develop Adven-
tures, try working through a few of your
competitors’ offerings.

FRUIT MACHINE

Runs on: Electron
Made by: Superior Software
Price: £7.95

This program has been a good seller for the
BBC, displaying superbly smooth graphics
which can actually deceive the eyes into
believing the reels are spinning.

There are three reels, as on the original
version, and the winning amounts are
made up from Superior Software, Acorn
and BBC iogos as well as an assortment of
fruit. The winning combinations are
displayed at the commencement of play,
and may be examined as long as required.

SAENRINEENTES
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When play itself begins, the reels are ac-
tivated by the ‘S’ key, and, as on the real
machines, the various reels stop in-
dependently and at random.

The winning line is clearly shown, but |
found it was more often than not a non-
winning line. | suppose one of the appeals
of the one-arm-bandit is that over a period
of time, it should give back a good propor-
tion of the money fed into it, and perhaps
even more. This program seemed rather
stingy with its payouts, and | began to feel
frustrated by that. The option to HOLD
also seemed very rare, so that my actualin-
volvement tended to consist of pressing
the ‘S’ key over and over again. The nudge
facility | found difficult to master, as the
numbers displayed do not mean that you
have that number of nudges available —
very misleading.

If you are keen to see very smooth and
slick graphics, or if this program might save
you money by satisfying your basest
desires (!) then go ahead and buy. Other-
wise, it might be salutary to remember that
it was the arrival of computer technology
in the arcades that spelt the end of the real
machines.

DRAGON TREK

Runs on: Dragon 32
Made by: Salamander Soﬂwarc
Price: £9.95 .

Dragon Trek is the best version of our old
favourite, ‘Star Trek’. The game comes
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complete with a 16 page flight manual
which tells you everything you need to
know. The game is in real time and if you
spend too long deciding on your next move
you will probably have no ship left.

The basic idea of the game is to warp
around three sizes of galaxy to destroy as
many Klingons as possible. You have a
choice of moving by the joystick or using
the warp facility. To destroy the Klingons
you can use three types of phaser, or a
photon torpedo which are controlled by
the joystick.

The game does not use too many inter-
galactic sound effects but does make up
for these with extremely good graphics. So
‘Beam me up Scotty’.

BONGO

Runs on: VIC 20 + 16K + Joystick
Made by: Anirog
Price: £7.95

Sprites on a VIC 20?7 Well, it appears so in
this fabulous game for the 16K expanded
VIC. Actually, itisimpossible to use sprites

on the VIC, but, by re-defining the
character set every time BONGO (you)
passes over something, has the same ef-
fect as sprites. Anyway, as you would
guess from what | have just said, the
graphics are good. They are the best
graphics | have seen on the VIC, being very
smooth and realistic.

The instructions are comprehensive, so
you read them and wait for it to load. And

wait. And wait. And wait. It takes ten
minutes for it to load. The idea of the game
is torescue the princess. You are a mouse.
Using the joystick, you move about: up
and down ladders, down slides, jumping’
on trampolines and going through
transporters. All to get the five diamonds
needed to go on to the next stage. Easy?
There are a couple of snags: the baddy
who is very intelligent and is out to get you,
and all the diamonds. The baddy cheats
because he can jump from wherever he
likes, and if there is one thing he loves it is
jumping on you, while you are going down
a ladder.

At each stage a tune is played during
the interlude and you are shown standing
on a bridge opposite the Princess, with a
heart between you. Every stage you com-
plete, you move closer to her! True
fairytale romance. . .

The letters BONGO fall randomly from
the sky to give you bonus points. With six
stages, two player option, three difficulty
levels and — as | said — a simulation of
sprite graphics, this is the very best game |
have seen for the VIC, including favourites
like: Jet Pac, Matrix, Arcadia, Gridrunner.
A MUST for VIC owners.

BRAD BLASTS THE
GALACTIC BARBARIANS

Runs on;
Made by: 6xpre‘ss Software
Price: £5.95

As can be deduced from the title this is an
arcade style game with a couple of unusual
touches to it . One of which is the use of a
tickertape type of display at the base of the
screen which gives a resume of the story
so far.

You play the role of Brad whose mission
(should you care to accept it!) is to try and
reach the planet Delta 10, upon which
reside the warlike Galactic Barbarians who
have discovered a super power serum,
which you must destroy.

Sounds easy eh! Well you have five
stages to battle through before discovering
the secret lab. Nothing particularly special
about this game although some variety in
the screens does give it a somewhat addic-
tive quality. The graphics are good, the
sounds, given the Spectrum’s somewhat
limited ability, are adequate, but one minor
irritation is having to go through all the in-
structions each time the game is played
which is rather time consuming.

An interesting point with this game is
it's strange ability to be able to interfere
with cordless telephones!! While fighting
through level two strange sounds were
heard to emanate from my telephone upon
picking up the receiver | found | had called
someone in Australia, quite a useful
feature in a games program although
somewhat random in its application.
Perhaps the computer was trying to con-
tact the Galactic Barbarians by phone and
save the trouble finding the secret lair. . .

The cursor keys are O to fire 5-left,
8-right, and 6-down which | found
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somewhat difficult, a nice feature would
have been user defined keys but | suppose
amember of the Intergalactic Security Net-
work should not be concerned with such
mundane matters.

Overall this is quite an interesting game
but not one that would keep me up to the

early hours. There are far too many games
of the ""zap em all’’ variety for this to be
anything special, but worth it's purchase
price, | suppose!!

Nightflight, you will be amazed to hearis a
flight simulation program. The game was a
slight disappointment, not the fault of the
instructions as they are well written and
detailed but | never got the plane off the
ground without crashing.

The game screen is divided into two
sections, the lower half shows the infor-
mation panel with speed, position, heading
and distance from the runway. The top half
of the screen shows the view from the
cockpit. The graphics used are not in high-
res mode because of the use of text.

For a budding pilot taking off, flying
around and performing a couple of stunts
in the middle of the night will be easy. Hav-
ing seen other flight simulators this one is
not the best of the bunch.

Scramble, Defender, call it what you will
but here it is again as Moonraider, one of
the classic arcade implementations for the
home computer since the ZX81. The Elec-
tron, despite its high profile, is notimmune
to such games.

All the usual features are in evidence as
your craft speeds over the sideways scroll-
ing rugged terrain, pitted with radar sta-
tions, missile bases and flak guns. The
display is as good as ever and the Elec-
tron's hardware seems to have forced no
compromises from the BBC version.

The Moonraider itself has a laser to
parry the rain of missiles and bombs to
knock out the ground stations. The con-
trols are very responsive but should your
reactions fail, there is a nice line in crashes.
The plane acts as though it has run up
against a brick wall and the resultant
disintegration fills the screen with flying
debris.

The action actually takes place in a cen-
tral window with the scores, lives and laser
power indicated above the window and
down the right hand side of it. From the Hi-
Score table it is possible to access any
stage of the game at a difficulty level of
your choice so you can avoid the easy bits
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if you want, though the bouncing mines
quite early on, coming off the cavern roof
as they do, are not what | would call easy!

Starjammer is a three dimensional jaunt
through the universe. The idea of the game
is as the sole fighter pilot to protect the col-
onized planets from alien marauders (a bit
battlestar galacticaish).

You control your acme galactic fighter
by use of the right joystick. Your ship has
shields which lose power after heavy fire
from the aliens but they automatically
recharge. When your lasers overheat from
your itchy trigger finger they also recharge
to a full five short bursts of fire. To make
this game even more interesting you are
sometimes sucked into stargates which
transport you into another quadrant.

Although | found the game boring it
does use good graphics and sound so you
should be able to zap many aliens in your
galaxy.




Petch

The wonder penguin is
; engaged in a desperate
search for diamonds hidden
in a maze of ice cubes, harassed
and chased by his arch enemies
Snowball and Snowbox. His
chances of survival are slim.
1} Six levels of skill with two
i >~ player option.

TURBO 64
GAMES
£6.95
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House of Usher
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Ice Hunter

Ice hunter needs special ice blocks to

build an igloo unaffected by the arctic

sun. He has found the source of the blocks

in a multi level cavern, but can he outwit

the grim inhabitants — the dragons — sea
lions and vicious birds and float the blocks
down the river to construct his dream home.
Six levels and two player option.

available on Disk at £9.95

TRADE ENQUIRIES: ANIROG SOFTWARE LTD. 29 WEST HILL DARTFORD KENT (0322) 92513/8
MAIL ORDER: 8 HIGH STREET HORLEY SURREY 24 HOUR CREDIT CARD SALES HORLEY (02934) 6083
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THE CETE X SCENE

CETEX is the annual consumer elec-
tronics exhibition, the UK equivalent of
the huge American Consumer Electronics
Show (CES). CES is one of the major
show cases for new computers in the
States and it looks as though CETEX is vy-
ing to become the UK trade show for com-
puters. CETEX is not open to the public,
and many of the things shown to dealers
will not make it to the shops in the form
shown.

A lot of money is spent by the big
manufacturers at this show, the RCA
stand looked like a space shuttle and
moonbase, they were selling video discs
and have nointention of movinginto com-
puters. Many of the stands had no com-
puters, CETEX displays everything from
Microwave cookers to Hi-Fi but then
home computers are no longer the pro-
vince of specialist manufacturers, even
David Karlin — designer of the Sinclair QL
refers to Sinclair Research as a consumer
electronics company rather than a com-
puter company.

What Was On Show

First stop was Amstrad. They had
eight CPC 464's on display. | was just as
impressed with the machine this time as |
was at the launch. The integral cassette
unit was giving fast and reliable loading,
one of the demo programs was Roger And

CONSUMER
ELE CTAONICS

The Ropes which any Spectrum fan will
recognise as Quicksilva’s FRED. The
scrolling was a little jerky but the improv-
ed colour resolution added to its
cuteness. The Amstrad micro comes with
either a green screen monitor for £299 or
a colour monitor for £329. The screen
plugs into the mains and then the com-
puter takes its power from the screen
making it a very neat system. The colour
monitor is quite good in 80 column mode
but cannot cope with a whole row of
lower case m’s so at best itis medium res,

subsequent ones. The computer division
of Amstrad is called AMSOFT and will sell
everything from ribbons and paper to the
computers and printers. | hope this
machine succeeds, it's cheap, very
powerful, BBC Basic is in the pipeline and
I've ordered one!

Atari’s New Act

Next stop was Atari.They proved that
they are not going to leave the games
market by launching two new machines,

Simon Rockman went to CETEX, the UK consumer elec-

tronics show, to see what’s going on in the computer scene.

so don’t believe anyone who tells you that
itis high res. The character setis very nice
and includes five little men in different
poses. It took me only five minutes to get
a row of little men to dance!

This was the first time I'd seen the
documentation, it is clear and well laid out
without being condescending, by the last
day of the show most of the manuals had
“walked’’. Also shown was a printer.
This is very similar to the Commodore
MPS801 which is made by Sekiosha.
They had prototype 3 in Hitachi disk
drives running, although they were not
finished and had a tendency to over-heat.
A spokesman said that the disk drive
development had gone very well and that
he hoped they would be available *‘in time
for Christmas’, they will be supplied with
CP/M and Logo. Prices will be around
£200 for the first drive and £100 for any

the 2600 junior and the 7800. 7800is a
special number, it works out to be
5200 + 2600! The 2600 is the old VCS
which we all know and love. The 5200 is
an advanced and expensive games
system which runs 400/800 computer
games software but which was never
available in the UK. Combine the two and
you get an advanced games system
which can run the old 2600 games and
itown super hi-res software in the same
slot. The games | have seen are Galaga
(the game the hero plays in wargames).
This was a full implementation, complete
with ship capturing. The Robotron was
less spectactular, but still well up on the
newest computer versions. The system
costs £99.95 and will come with Pole
Position Il and new super joystick con-
trollers and Centipede. This will cost
£79.95 and will take all the exisitng
2600 software being just a smaller,
smarter version of the 2600. The new
joysticks are tough and give good
response, these should improve your high
scores no end!
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All the Atarisoft software for the BBC,
Spectrum, and Commodore 64 was on
display. In general the Beeb stuff is fan-
tastic, the Spectrum stuff pretty neat and
the ‘64 stuff a trifle disappointing. The
BBC Pole Position is my favourite, they
have even mentioned an Elk version!

Regular GAMES COMPUTING readers
will know all about the Adam. This was
the main attraction of the massive CBS
stand. It has been available as an add-on
for the Colecovision and will be in the
shops as a stand alone unit. For around
£500 you get a computer, word pro-
cessor, and games system with a daisy
wheel printer thrown in. The main attrac-
tion for me on this stand was the software
for other machines. This included Pit Stop
and Jumpman for the Commodore 64.

The Cumana stand was surprisingly
busy, they had a hard disk for Tandy
micros as well as Dragon and BBC drives.
This firm is rapidly becoming the British
disk drive specialist. Dragon themselves
had some very interesting new products,
the GEC Professional which had built in
disc drives for £700 and some very
powerful sounding systems software.
There were also rumours of an MSX
machine in the pipeline. However since
the show Dragon Data has stopped
trading, the receiver is now looking for a
buyer, soitlooks like the end of the line for
these new products.

And From Japan

JVC had some very interesting com-
puter displays. They showed off their
new MSX machines by hooking them up
to laser discs, providing interactive golf
and racing car games, control being
superior to the arcade versions. No price
was announced for this. Another of the
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manufacturers to show an MSX com-
puter was Mitsubishi. All the stands with
MSX computers seemed to have the
same demo software running, i.e. a game
in which you play the part of a penguin
running over snow, jumping crevasses
and avoiding seals. The cute graphics
made up for the simplistic game.

Tatung had an Einstein computer on
show, with a notable lack of software for
it. Itis not acomputer many people are en-
thusiastic about.

Toshiba was showing their entry into
the MSX market, proving that MSX
allows you too mix add-ons by running a
demo with a clear perspex piano keyboard
and a Yamaha MSX, sound module.
Toshiba’s machine is called the HX-10
and will be launched in September with
discs and a printer.

Sanyo did not have a stand at CETEX,
but took a whole floor on the rather plush

Royal Garden Hotel in Knightsbridge dur-
ing the show. After walking in | was
presented with a Sanyo Olympic gold
medal (a bit of cardboard with my name
on it) and was led to the bar. | took an
orange juice and headed for the com-
puters. To continue the Olympic theme
there was a fake athletics track on fake
grass. A score board displayed a fake
score and press and dealers wandered
round the track eating real food and look-
ing at real Sanyo products. The com-
puters were hidden away from the cash
registers, Hi-Fi, and microwave cookersin
a little alcove. No one seemed to know
much about MSX or the computers but
they did have the penguin game.

The salesman told me that what made
the Sanyo MCP-20 special was that it had
a light pen option. He did not seem to
understand that MSX meant that any
MSX peripheral could be used with any
MSX machine. The light pen costs £100
anyway so | don’t think that that alone
would sell the Sanyo. Another visitor ex-
plained that the thing that made the
MCP-20 better value for money than its
MSX rivals was the use of bank switching

End of the line?

which allows 60K of RAM (Rasndom Ac-
cess Memory) to be used from Basic in a
64K computer. However all the machines
on show only had 32K fitted so no-one
could demonstrate this. There was a disc
drive but as it has only arrived from Japan
that week no-one knew anything about it
so it laid idle. All the machine worked on
the US television standard, so they will re-
quire substantial changes to be adapted
for use in Britain.

All in all it was a surprisingly good
show, lots on display. My favourite item
was nothing to do with computers, it was
a goldfish bowl on a black plint filled with
rare gasses and lightening. It didn’t do
anything other than look splendid, but it
does cost £2500 so | don't think I'll be
buying one!

GAMES COMPUTING AUGUST 1984



At £9-99 our games were a bargain. . .

At £6-99 they re a STEAL!!

COMPLETE THE ARCADE GAME TE .
“pLip THE CASSERSS g0y vy THE ADVENTURE

SPECTRUM 16/48

Jokers Wild.

Enemy aliens are
capturing our souls with
hypnotic cards. Stop
them and save the
human race!

By Nic Ford

CBM 64 DRAGON

Quest For the Garden The Emperor Must Die.

of Eden. The corrupt Emperor
Travel back through must be eliminated and
time to stop Adam you have been chosen!
eating that apple! By Tyrone Howe

By Brandon James

At £9.99 the critics were unanimous in their
applause for our concept of arcade and adventure.
"A splendid idea..” HOME COMPUTING WEEKLY.

"Engrossing..” COMPUTER CHOICE.

“An absolute gem!” SOFTWARE TODAY.

What will the critics say now ?

CBM 64 = All at£6'99 VIC 20

Available from Boots and all good Computer Stores
Four Gates.

Rescue the humans
from the catacombs of
the Xzinon Ants!

By Simon Wickes

The Sorcerer's
Apprentice.
Find the right spell to

::c})to :::! mischievous @ E M % f

By Stuart Bamnes

Phoenix Software Ltd.,

Spangles House,
PROGRAMMERS! Have 116 Marsh Road,
you written any good Pinner, Middx. é
software! Send it to us Bden [0 Jokers Wild [J 01-868 3353 q\"‘
for assessment and i e D
details of our super The Emperor Must Die L The B & Q
royalty scheme. Sorcerer's Appren | Four Gates L[| &) QQ

lencloseacheque/PO.for:. ................ @
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Dalek Dodger is a two part game for the
standard VIC 20. Avoid the marauding
Dalek robots, collect the elements, and get
back to your time and space machine.
The program features full hi-res
graphics and sound, but, because of this
the program needs to be in two parts. So
make sure that you type in and save the
first part then type in and save the second
part. When you have done this finally load
and run the first and the second programs.
When the game starts you will appearin
the centre block of a maze with your time
machine. You have to move about the
maze collecting the elements which are
stored in the surrounding vaults, but
beware, because the doors of these vaults
are continuously closing and opening and

you might get trapped. If youdoitis bestto
keep maving, this way you will at least be
scoring a little. There is not much room for
change, due to the limit on RAM memory,
but you may like to alter the time limit to
make the game easier.

RUNdown

Line Action

5 Clear and colour the
screen, put auto repeat
on all keys, puts the VIC
into Hi-res mode and
draw maze.

6-7 Sound effectforwhenan
element is collected.

20
30
40

50

70
90-100

110-140
150

165
160

170

Ascigns each Dalek a
direction.

Begins loop to move
Dalek.

Assigns WD with a value
of +22,-22,+1,0r-1.
Checks to see if the
Dalek will move onto the
player. If so lose life.
Check to see if the Dalek
will move onto a block, if
so then assigns a new
direction.

Same as 40.

Moves next Dalek.
Check to see if it is time
to operate another door,
if not then skips opera-
tion.

Operate door.

Assigns a direction to the
variable DR according to
the key being pressed.

If no key is pressed then
skips move routine.
Decides on character
depending ondirection of
movement.

Makes sure you don't
move onto a wall or a
door.




175

Adds 5 points to the

score.
180 If you've collected an ele-
ment goes to appropriate
routine.
190-220 Move man.
230 Clear keyboard buffer.
240 Updates the displayed

time and jumps to time
up routine if you're over
the time limit.

250 Check to see if you've
collected all the
elements.

255 Display time and score.._

260 Assigns new direction to
a Dalek if it is at a junc-
tion.

270 RETURNSs to 20 to do it
all over again,

790-850 Win routine.
1000-1030 Lose life/all lives lost
routine.

2000-2030 Time up routine.

5000-7000 Draw maze.

7070 Go start of game.

Variables Used

~CO Difference between any

=i o screen location and the
=~ celour memory map.
e

Ml

W Location of man.

WD The way in which the
Dalek will travel.

LL Lives left.

SC Score.

EC Elements collected.

S1 Sound channel.

V Volume Control.

DP(x) On screen positions of
the 8 doors.

DL(x) Location of the 4 dif-
ferent Daleks.

DD(x) Directions of the Daleks.

Conversion Clues

Toconvert it all the screen POKEs will have
to be changed. On the VIC the top left of
the screen is 7680 and this increases by
22 for each line down. TI$ would have to
be replaced by some other timing device.
You would need to use your own user
definable characters. Finally the sounds
could be changed or omitted to suit your
own computer.



Darek Dodger, Program 1.

POKESE, 28

FRINT“THE DAFEKS H
FRINT"OH EARTH AND
PRINT'THE & ELEMENTS WHICH
FRINT"KEEF THE EARTH IM IT°S
& PRINT"OREIT.'YOU HAVE TO GO

PRINT"TO THEIR ET HIDE
FRINT"OUT AND RETRIEVE THE "
FRINT"ELEMEMTS FROM THE & "
FRINT*9AULTS IH WHICH THEY *
PRINT"ARE KEPT."

HHIT A KEYE"

B UALT198, 1 POKELSE, B

T
@ PRINT"YOU HAVE ONLY 1.5 MINS®
@ PRINT"LEFT IN WHICH TO GET "
FRINT"ALL THE ELEMEWTS FROM
PRINT"THEIR VAULTS AND SAYE "
PRIMNT"THE EARTH FR CERTRIN"
B PRINT" DESTRUCTION!"

Ll WHIT A K
2,8 WAITIZE8. 1P

PRINT" USE THE KEYS "
FRINT" IF
FRINT" 0 "
PRINT" ;
FRINT" \7=RIGHT 2
PRINT "Mt WPLERSE WAITEE 1
RETURN

o PRINT"LORD MAIN GAME"
RERDY.

Darek Dodger, Program 2.

S PRINT"D"  POKE36E7Y, 256 : FOKEESE. 126 FOKEI6E63, 255 : GOTOS @08
FORU=1TO18 : POKES L, INTCRNDC1 ) %2542 TOS@A  NEXTJ ' POKESL. O
+58
C=EC+1 :RETURH
FORN=GTO2: DD<H>=INT (RHDC 1 %40 ' HEXTH
FORL=0TO3
W=, CDDCL »=@)+C
IFIL =WTHENCF
IFFPEEK <DL (L ) +MD 1 THENDD (L >=INT cRNDC 1) %4 ) : GOTO3G
FOKEDL (L2, DLCLY=DL(L>+WD:FOKEDLCL> . @
IFDLCLY ENCF=12-GOTOZ@868
HEXTL
IFM=4THEHN=@ - [I=
M=M+1:GOTOLSE
IFD. INT (D, THEN138
IFPEEKCDP (D) »=32THENPOKEDF (D>, 34 :GOTO1 56
FPOKEDF (D). 32 GOTO15@
IFPEEK CDFCD) 2THENPOKEDF (D), 33 :GOTO158

INTCRHDC] >#8) :G0TO118




148 FPOKEDP

150 K=PEEK(197) ' DR=22%(K=41)+(K=29)-22%(K=26) - (K=37)
155 IFDR=ATHEN23D

R+36 : IFWC=14THENWC=58
EEK (W : IFPEEK (W+DR)=310RPEEK (W+DR)=330RPEEK (W+DR »=34 THEN230
SC=5C+5
IFPEEK CW+DR) >38ANDPEEK (W+DIR {47 THENGOSUES
FOKEW, 32 : W=W+DR
POKES 1,128 FORNM=1T01@  POKESL, 8 MEXTNM
IFPK=WCTHENPOKEW, WC+1 - GOTO238
IFFK=WC+1THENPOKEW. WC : GOTOZ3@
FOKEM. WC
FOKEL3E, &
FRINT"S";T14¢: IFTI$="080000"0RT I$>" 020008 " THENZ080
IFWN=7232ANDEC=STHENEBA
PRINT"&"TI$"&"TABC11) " SCORE/"SC:
3 +1:IFET=6THENBT=6@ :G0OTO18

HEXTG
@ PRINT"®":PRINT"M"TAE(E)"MIELL DONES"

FRINT " SxDasle "TABCE) "MHIT A KEYE"
FPOKE128,8 WAIT193. 1 :FOKEL92, 8:RUN
*IFLL=GTHEN1G19

DLCYC) NEXTYC
743 DLC2)=8121 ' DL(3>=8133: FORYC=@T03: POKEDL(YC)

TI$=M$ GOTOLE
FPRINT"S" :PRINT"N"TAE(&) "MBAD LUCK
! KT I A TaTe ORI TeT PIRTRTINTRTE)  THE CE0 " @HIT A KEYS"

;8 RUN
POKES1.,Z FORP=1T02@ NEXTP:POKES] .8 :NEXTZ

" PRINT"W'TABC7 2 "ATIME UPE"
SR TR T eI IaT e T[N N THE CS ) " @HIT A KEYS"

BOWAIT12E. 1:FOKELS8, &:RUN
MR a s n s no s e o
B
PRINT"& + = € £ =)
PRINT"« « - € -
FRINT"& « - & e e e
PRINT"+ ¢ttt bttt bttt &
FRINT"« &
FRINT" & sttt bttt 6 6= &1
FRINT"¢ « L
FRINT"« s e e
FRINT"€ + & - & e ot
PRINT"& &ttt i 6 oot e
PRINT"& 0
B PRINT"# ¢ & etter eeeee &
FRINDY® & & ® & e
FRIAT E £+ & R S
PRINT"+ & R T
6080 PRINT"€ ettt eebee ¢ & &

AT FOKES164+7H
07 : RERDDP NERT?
W=3687V8:FOKEY., 15

. 8062, 8114, 7798, 7894, 7924, 8014
5 12[ 600, 7886, 7926, 7938, 8058, 8064 . 8470
<ERDY.




LIST

52
182
e

158
202
3@

Ise
429
459
see
338
s@@

&30
Tee
7@
gee

850
e

1]
Laea
1258
Liee
1150
1222
12350
1322
1312
1358
1422
1452
1522
1338
1608

(1]

igea
1858
1922

19352

o0

958
Tix
3.5
2120
2150
2229
22398
230@
2359

2738

' THENT 2C%=HY
ZB3@ IFINKEYCZ¥%=~ |l ANDTRMNZX=1THEN LD, BGY I MOVEX2Y , ¥ 2
VOUBCX1 GCOLR, T2CL X1 MOVEXZX, Y21 VDU T2C®: T20XK=Dr% ( T20%-

REM Battle of the Tanks

REM By Mark Winter.

REM Written in compact fasnion for maximum sp
MODE?
PROC_INSTRUCT

MODEZ

COLOURZ: PRINTTAB (4,161 (" Tank Battle"1COLOUR?

PROC_INIT
PROC_REINIT

REPEAT
REPEAT
DROC_KTESTl:PRJC_KTEST?IPHDE_ﬂEEIIPRUC‘HESZ:PRGC_

MIS1:1PROC_MIS2

UNTIL wTi<s@

SOUNDLA,1,4,30

IF WTEL= | THENIZ=Y2X: Y=Y 2XELSEXEmX 1Ly ¥ REY 1R
FORAY=@TOA 1 GCOLR ,AND (7)) 1 MOVEXL (AR + X% YL (AR} +¥X

1 WDUZSSINEXT

HMOVEXX, Y%1 BCOLE, BG%) VOUBCR
IF S1%<1@ANDSZ%<IATHEN PROC_REINIT ELSE FINISHA=-

UNTIL FINISHX

PROC _SCORE

VDU4: COLOURL 4
FORI=@TOZIPRINTTAB(4, 1241} SPCI4INEXT
PRINTTAB (3,13 "Game Over"|
S0UNDL , 4, 122,358

oFX19,1

TIME=@1REPEATIUNTILTIHE=128
AS=GET# 1 RUN

END

DEF PRDC_KTEST1
IF INKEYAl%=-1ANDTRNIZ= | THENTICXwTICX=11 IFTICXCMY

THENT ICK=HXX

IF INKEYAl%X=-1ANDTRAN]IX=1 THENGCOL® ,BGXIMOVEX 1%, ¥Y1%

tVDUBEX: GCOLA, TICLEyMOVER LR, Y1%: VDU TICE: TIDER=DXA(TICY
=TBE) a TIDYX=DYL(TICX-TBYL) 1 TRN1Z=Q

1728 IFINKEYC1Xes-IANDTRNIX= | THENTICKX=TICK=+13 IFTICKIMXY
THENTICX=MY
175@ IFINKEYC]%=-]ANDTRN1X® | THENGCOL®, BRI MOVEX LY, Y1%

VDUBCXi GCOLR, TICLA MOVEX LY, ¥ 1% 1VDU TICX) TIDIX=DX%ITICY=
TEX s TIDYX=DYRITICX=TBX) 1 TRNI A=

IF INKEYAL%C > = 1ANDINKEYC 1 %< >~ L THENTRN1 X =}
IFINKEYFDIX< >~ 1 THENZROR
XXeTIDXX+X 1% YR=TIDYR+Y 1% IF POINTAXR+12%

V2, YR=

I¥XDIV2)=@ THENGCOLR,BGXiMOVEX1X, ¥1X i VDUBCZ I K1R=2N1 ¥ 1%e=
YX3iGCOLD, TICLX i MOVEX L%, Y1X: VDUTICX

IF POINT (XX+IXXDIVZ,YX-IYXDIVZI =1 THENSZR=52%* 11 WT

%=216C0L8, BN HOVET 12, Y1 % VOUBCX X1 2= X% ) Y1 %=y GCOLR, T
CLYTHOVEX1X, Y 1% VDUTICX1 ENDPROC

IFINKEYFR] {m=1ANDF 1 X=@THENF LX= s MIDXX=DXX (TICK-1

S1-IN) I MIDYX=DY L i TICR=131=IN) s ML X=X I X+HIDXX e M Y=Y I %o
10Y%: SOUNDR, -15,4

11SOUNDR, =15, 6, Z1N1 =222

IFINKEYLM] THENXX= I [X-TIDXAX s ¥Rev I X=TID¥%e IF PU
LelXXDIV2,¥YXI-1YRDIV2) =@ THENSDUNDR,-13,8,1150u~ba,
» 11 GCOLR, INCY  MOVE X% , Y% 1 VDUHNE
ENDPROC
DEF PROC_MIS1

IFF 1 2=3THENENDPROC
N1X=NIX-2150UNDARRI 2, ~18,NI%,2
CLAX=POINT (MIXX+IXXDIVI2 MIVE=-1YXDIV2I: IFCLRE=T2CL

XTHENS I X=S1X+ 11 WT%=1 1 F1X=21 ENDPROC ELSE IFCLRX=B0ORCLRAX=
I THENGCOL R, BGX1 MOVEM 1 XX M1 ¥ VOUBCXELSEF 1 X=81 ENDPROC

2402  XA=HIXA+HIDEL YE=M1YL+MIDY R CLRX=POINT (XX+1X2DIV
2,¥YE-1YXDIV2) 1 IFCLR%EC >@ANDCLRY >T2CLATHENF 1% =21 ENDPROC
2430 IFCLRYE=T2CLATHENSIAwS 1%+ 11 WTX=] F12=@ ENOCFROC ELS
EMIXX=X%1MIYX=YX) GCOLS, HCX ) MOVEMT XX, M1 YR VDUZ24

2328 ENDPRODC

2538

262@ DEF PROC_KTESTZ

2658 IF INKEYAZXw- L ANDTRNZY= | THENT2CR=T2C%-14 IFTICRCML
THENTZCX=MXX

270@ IF INKEYAZ2Y=-1ANDTRNZL=1THENGCOLR® ,BGR: HOVEX2Y, Y20

1 VDUBCX: GCOL®, T2CL X1 MOVEXZX, ¥2% 1 VDU T2C%: T20X4=DXLITICH
~TBYL) 1 T2DYX=DYR(T2CA-TBYI 1 TRN2X=02

IFINKEYC2 == 1 ANDTRNZXm | THENTZCU=T2CX+ 11 IFT2CU 2MXN

TE%L) 1 TZ0YX=DYX(T2CL-TEX) ¢ TR =2

2852 [F INKEYAZLC ANDINKEYC2%¢ »— 1 THENTRNDY =1

298@ IF INKEYFD2%C THENIDS@

2938 X 20X%+X2X I YR=T20Y%+¥2%1 IF POINT (XX=1X%DIVZ, ¥E-
IYERDIVZI =R THENGCOL®@,BGX HOVEX 2%, Y281 VOUBCL: X2%=2%1 ¥ 2
¥R GCOLA, T2CLX MOVEX 2%, Y2% VDUT2CX

IABT IF POINT (XX+1XXDIVZ, YL=IYXDIV2) =) THENS1X=51%+ 11 W T
%w i GOOLR, BEXIMOVEX2Y, ¥2%: VOUBCK) 12%=X%1 ¥ 2U=Y i GCOLA, T2

- CLZt™MOVEX 2T, ¥2%: VDUT2C%: ENDPROC

3PS [F INKEYFR2%m- | ANDF 2X=BTHENF 2% =1 1 M2DXX=DX 01 T2C%~1

31=IN) I MDY ROy L IT2CE-1 30 - INI s H2X U= X 2R+ HM2D AR s MIYUm Y 2U+H

3109

f INT CXX=1XRDIVE,

20Y%150UNDR, -

4,11 50UNDR, 15,8, 21N2X=200
HENIX=X2%-T20XX: YX=Y2X-T20Y%:1 IF PO
LDIV2I =@ THENEOUND@,-13,2, 21 S0UND!,

IF INKEYLHI

15,2, 21 GCOLB, MCX 1 MOVEX K, Y X1 wDUMNY

3139 ENDPROC

Izee

3252 DEF PROC_M1S2

3382 IFF2%=RTHENENDPROC

3330 N2EL=NZA-21B0UND3,-18,NI%,1

3408 CLRY=POINT (M2XX+I2%DIV2,H2Y2=-1Y¥UDIV2) s IFCLRY=TICL
ATHENSZ2YA=S2%+ 1 1 WTXw21 F2%=3; ENDPROC ELSE IFCLRY=RORCLA%=
ITHENGCOL®, BGLt MOVEM22% , M2Y % VDUBCXELSEF 2% =81 ENDPROC
3420 XA=M2XXL+HM2DAX: YR=M2YX+HMZDYX i CLRX=POINT (XX+1XXDIV
2,Y%=1YXDIV2) 1 IFCLRY%C >BANDCLRYS > T ICLX THENF 2% =21 ENDPROC
3598 IFCLRE=TICLXTHENSZX=52%+ 11 WT%=2: F2%=@1 ENDPROC ELS
EM2XX=XX1M2YR=YXi GCOLD, HCX 1 MOVEMZ XX M2 Y% VDU224

3I55@ ENDPROC

pCT-1 ]

34%@ DEF PROC_SCORE

J7ee vopula, 13

3752 GCOLA, 7 VDUAIPRINT TABIR, 1) "TANKI “;SI1%TAB(LL,
11§ "TANKZ: *1S2%

380@ VDUS

3838 ENDPROC

iv2a

390

402@ DEF PROC_INSTRUCT

4252 CLS1SX=12158=" i

4192 PROC _TITLE("Tank Battle By M.F.Winter®)

4152 PRINT SPC3I|CHRS129"KEYS1 ™

4202 PRINTSPCIjCHRS129"
4239 PRINTSPC(5%-8)CHR
43R0 PRINTSPC(S%-8)CHR$13Q" ==~

4332 PRINTES+" CAPS LOCK - ANTICLOCKWISE"
4422 PRINTSS+" CTRL - CLOCKWISE
4450 PRINTSS+" 0 - FORWARD

4522 PRINTSS#+" W - FIRE"

4538 PRINTSS-" E = LAy Ml

4500 PRINTSPCISX-BICHR$131"PLAYER 21"

4638 PRINTEPC(EX-BICHRSF[J] " ========="

4702 PRINTSS+" v = ANTICLOCKWISE®
4730 PRINTS#+" « = CLOCKWISE"

4000 PRINTSS+" 1 - FORWARD"

4832 PRINTS®+" t - FIRE"

4922 PRINTSS+"~ J = LAY HINES™

4953 PRINTIPRINT

S22 VOUL36, 134,157,132 PRINT" HIT A KEY TO CONTIN
UE" 1 1WDULI3T1#FX13

250 RS=GETS

S1@3 ENDPROC

15

=298 DEF PROC_TITLE (A$)1FORIZ=@T0O11VDULIDES LBDEA; 1PR]
NTSPC(1&-LENASDIVZIASINEXT VDU 33, 1371 PRINT 1 ENDPROC
3232 DEF PROC_CEN(AS) (PRINTTAB(2ZB-LEN(AS) /2) | A8 ENDPRO
S3ee

5352 DEF PROC_INIT

3360 VDUZI B2R2;@;2 2

S40Q AlX=-43iCI¥=-24FDIXe=-17 1 FRIZ=-J4 LM A=-13

J45Q AZX=-1@3 C2A=~1R4 1 FD2X=-08:1 FRIX=-T3 ) LM% =-07

3309 vDus

IET FINISHYL=2

5602 [N=F&1 MX=227 i MX%=2341BCE=226

5532 OTIMX=2

5720 XGHMX=1280) YGHX= 12324 NGY=S ) XTHL=28: ¥ THX=32: [ XX=XGH
X/XTHE IYX=YOME/YTHE

S7IQ BOX=@: TICLX=4; T2CLY=31MCX=]

S8@@ DIM DXX(7) ,DYX(7:

3832 S1%=-0:82%=0

3928 IMI=2

STSQ TICA=134+IMNi T2CU=132+1N

6P2R TIDXE=IXX i TIDYX=-I¥R: T2DX U= 2% T20YR=1YX

4258 FORA=BTO71READDXX(A) ,DYX (A 1NEXT
&100 DATAD, Iv¥%, IX%, 1Y%, 1X%,@,1x%,-1¥Y%,@,
v IE%, @, -1X%, 1Y%

6139 CBX=224

4200 TBX=227

42%@ vDU23,CHX,0,0,@2,24,24,0,0,8: VDU, CHX+1,@,88,38,2
4,24,36,566,0

&#38@ VvDU23,CB¥%+2,255,2%5,2355,255,29%9,255,253,235

4358 REM Tank Characters

44P@ VDU23,CB%+3,8,8,8,42,82,62,82,34

6432 VDU23,CHX%+4,1,2,20,54,124,248,48,32

Yok, ~1X%, =1¥%

4522 vDU23,CH%+5,2,0,248,112,127,112,248,2

5558 VDU2I,CBY+6,32,48,248,124,56,20,2,1

&623 YDUZ3I,CBX+7,34,62,62,42,42,8.8,8

4630 VODU23,CHX+8,4,12,31,62,28,40,464,128

572@ VDU23,CBXx+9,8,2,31, 254,14,31,2

4750 VOUZI,CBX+1@,128,64,40,28,62,31,12,4

5822

485" VDU23I,CHX+11,@,126,126,1246,126,126,126.0

6988 VDU23,CBR+12,2,40,5656,92,90,56,62,0

4933 TPY=1@23-1vXDIV2eS ) BTR=1YUDIV2-1iLTR= ]l XUDIVIiRT =
128@-1x%D1V2

7@@@ ENVELOPE:,2,2,2,2,0,2,2,127,0,2,-1,@,12s

7@5@ ENVELDPE4,1, -15,-15,-15,240,249,249, 22.0.2.-20,
125,126

7128 TRNIX=]1TRNZXE=]

T13@ MNCL=]MNL=CBYX+1

TIe0

T252 DIMXX(4%) ,YLi49) 1 [ %=0

73e@ vDU23,233,0,0,38,36,356,56,0,0

732 FORR=BTOZERSTEPSZR

7422 FORP=@TO(2eP1:STEP2+PL1/10

TASD XX (IX)=ReCOSP+RND (41 1 YE(IL I wReSINP+RND (4001 ¢ 1 %=X
+LINEXTINEXT

T350@ ENDPROC

7550

7400 DEF PROC_REINIT

7450 BE=CHAS (BCY]iCs=

TTOR X1A=lXXeS i YVIke ] YHel@=11 X2 A= XL 1T Y2 A= ¥Re12-}
7722 CLE:FLX=0:F2%=0

78@@ PROC_SCORE: WT%=2

7658 TIME=R

7929 GCOLa,3

795@ HOVELTX,BTH:DRAWLTY, TPX: DRAWRTY , TPR: DRAWRTY BT%: D
RAWLTX,BTX

H320 MOVEIX%-1,1YX%-1iDRAWIXX-1,1@24~1¥%e3:DRAW]2ES-12%
L1@24-1YXe3 1 DRAWL28@=-1X%, I¥X-1 1 DRAWIXX-1,1¥X-1

8030 REM PLOT BARRIERS

8128 GCOLA,2

2132 DATA®

8202 DATA® 88 8 8 B B B
8230 DATA*®

8322 DATA® 88 B g 8
8352 DATA"

Ba@@ DATA™ 88 T
5432 DATA™ 8 =E 1
BI22 DATA"

=EE1]
Ba@d
Ba3d
a7ee
arse
=111
Basa
GRET]
8958 DATA"

7322 DATA" @
@%@ DATA"

9122 DaATA" 8 8 8
F132 DATA" 8
9202 DATA" A
9252 DATA" B
73I2@ DATA" B i

9332 DATA" BEEB B B 8"

9422 DATA" BEBEE B8 B 888 B 8~

9452 DATA" B B 88 a-

9322 DATA™ ]

3350

FeRQ

F&1@ VDU COLOURZ

7638 RESTOREB1ZR

F7R@ FORI=1TO28

F73@ READ DAs

982@ PRINTTAB(1,[+21)

859 FORJ=1TO18

9922 IF MIDS(DA$,J,11=" “THEN PRINT" "jELSE VDUCEX=12
958 NEXT

12002 MEXT

12@1@ VDUS: COLDURT?

ieesa

12128 GCOL@,21HOVELI®L, Y 1% VDUBCK  ROVEX 2%, ¥ 2% VOUBLCZ
19138 GCOL@,TICLX+MOVEXIX, Y1X:VDUTICX 1 GCOLA, TZCLX 1 ROVEX
2%, Y2X1VDUT2CY

12222 ENDPROC

o@ o
o
@

oo
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Battle of the Tanks is a two player game
similar to the tank games that were on the
original home video games some years
ago. This version has much more exiting
graphics, sound, and colour. An added
bonus is a mine laying feature that lets any
tank lay one or more mines. These will
blow up any tank (even your own) that
drives into them.

The battlefield is strewn with obstacles
which cannot be shot, but neither can they
harm you. They just get in the way.

The controls are similar for each side of
the keyboard. The program could be
modified for joysticks by changing PRO-
C__ktestl and PROC__ktest2. Controls
are:

GAMES COMPUTING AUGUST 1984

Player 1
CAPS LOCK
CTRL

Anti-clockwise.

Clockwise.
Forward.
Fire.

Lay mines.

Anti-clockwise.

Clockwise.
Forward.
Fire.

Lay mines.

The battlefield can be modified by chang-
ing the DATA in lines 8150 t0 9500.

RUNdown

PROCedure
instruct

init

reinit

ktest1
ktest2

mis1

mis2
score

title
cen

Action

Print instructions.
Initialization.
Re-initialization.

Test player 1's keys.
Test player 2's keys.
Update player ones
missile.

Update player two's
missile.

Print out score.

Print out titles.

Center string.
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ANSWERS

1. IMS IN THE BAG
POTATO. All the other words are compos-
ed of letters which can be reversed from
side to side, ie. they look the same when
viewed in a mirror. The letter ‘P’ in
‘POTATO’ does not.

2. IF PIGS COULDFLY. . .

No matter how the poacher tries to climb,
because they are both equal in weight and
counterbalanced, the pig will remain op-
posite.

3. WHY TWENTY?

2

9 1

Can you find any other variations?

4. TAKEOVER BID?

220. The numbers refer to the streets
around a MONOPOLY board beginning.
Old Kent Road, Whitechapel. . . and en-
ding The Strand, Fleet Street {which can
be purchased for £220.)

(Those were the days — a street in
London, Fish & Chips and still change for
tram fare home. Even an arm and a leg
were cheaper than. . . .)

5. TEN LIZARDS LEAPING
Two fathers, two sons=grandfather,
father, son. Hence the three-way split.

6. TAKE YOUR PICK
Surprisingly the two sums total the same:

1,083,676,269.

7. DIRTY TRICKS

None. There is no dirt in a hole. (Is there
anyone out there still falling for these
sucker traps?)

8. PAYING YOUR BILLS
0X000
000O0X
00XO00
X0000
000X0

9. FOOTBALL CRAZY

Just in case the answer isn't immediately

obvious the imaginary fixture is in fact
Northampton Town v Cambridge Utd.

As there’s a mystery prize for the correct

answers we're not telling you the solution

until next month!

GAMES COMPUTING AUGUST 1984
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Tape azi

Great games, great utilities all for only
£3.99. Available for Spectrum, Atari, Vic
20, BBCB, and CBM 64 through W.H.
Smith, Menzies and computer stores.

Really use your computer this summer.

Clever Clogs

8 great fun games for whizzkids. Change
the difficulty with data packs on Science,
The Arts & General Knowledge.

On sale in W.H. Smith. Keep your Clever
Clogs busy all summer long! Available for
Spectrum at £6.95.

Mind Games:
Recently launched, the new name in
quality strategy and adventure games. Top
writers and programmers open the door to
the world of imagination and fantasy.

Have an adventure this summer with
Star Force Seven, Quest for Eternity, and

- 9Outof 10

Orion Quest. Spectrum £7.99, BBC B, and
CBM 64 £9.99.

Fall of Rome
Five million barbarians, an army or two of
Persians, several thousand upset
Armenians, fifty legions of itinerant
Italians. ..... and you!

Have a holiday at home and save
civilisation. Available for Atari, BBC B,
Spectrum & Commodore 64.

No.1 Golden Square, London W1R 3AB



Computers”

preferred

Argus Press
Software Group

SWhen asked to express a preference

Ji// The House for Heroes!

The Game Lords join the Argus Press team. Consistently in the top
ten with great games like Ant Attack, Boogaboo, Fred, Mined Out
and Snowman. Prices from £4.95 to £7.95. Available from W.H.
Smith, Boots and Menzies and leading Computer Stores worldwide.
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| have been touring through the mountains

of Transylvania for several weeks now.

Unfortunately my car ran out of petroland |

was left stranded at the side of the

~.The mist was swirling down the hil

- and night was falling when s ly

horse-drawn cart drew up and the driver
ike this was too

when a loud how! in the
distance awoke me with a joit. The noise
ened the horses as well and they

M at the side of a very eerie look-
ith nothing in my pocketina very

R S

dangerous arga of Transylvania. | must try- \

to find petrol and other ‘treasures’ and
escape from the clutches of the ‘Count of
rk - Please help me by giving me in-
structions in the form of two word
sentences such as GET SLUG, EAT SLUG.
Here is a list of some of the words |
understand.
GET, DROP, TAKE, N, S, W, E (for direc-
tions), READ, SCORE, LIGHT, BUY,
GRAB, LEAVE, THROW, CHUCK, PRA
GIVE, WAIT, SWIM, SAIL, JUMP, now.
CLIMB, UP, DOWN, OUT, INVENTORY,
EAT, DRINK, SHOOT, KILL, ATTACK.:
HIT, CHOP, HELP, EXAMINE, SEARCH,
PULL, PUSH, FEED, USE. INSERT




ariables are set to zero at the start
game. This is not necessary on all - o , =
chines as they will have to be zero'd j i ACH S S SR Ty AT
the BBC/ELECTRON. 500 e - ;
y Jf, : : : (Qf(\"f f\g

Variables Used ¥ ' e .
; ’ s : e \(r{(’/’}"- A{({E]r

holds score _ : b crt
holds current location % i o

S%(X%,Y%) holds map

B%-Z% set flags

Qs (X) holds description of loca-
tions
holds descriptions of ob-

test for object
input instruction




CAH'T GO THAT WAY"

3 =@THENA$="HOWHERE AT ALL"

HAYER"T

Ry THEHVS:




VAMPIRE
CASTLE

Ht‘JFF'INT" NEED At A
ol e HERE | &

WCULAR

L MASHED A WAY OUT!"
E WITH A LARGE HOLE I Th 3% LA Uﬂv
HEHFRINT 1M ¢
HKN‘:PT’J’"LI}J»

0T LIKELY 1" i
RF Hi

FH
ETHCMEH) LEH' LE
GOTHG HORTH

JUMCT IO
DARK FMII

GOTOASAG

GOTOS560H Loc
94raawuwympm— 3
= 6 DATAZ22.8,12,10,0N A WIDE FOOTEATH.
0, 5 DATA21.8.0,11,RT P m MR LHA
"HENF‘FINT‘I X TC © : 5 £,15.0.9,0UT5
HENFRINT " THH ! DL 8,8.8, IH5 mz THE HUT. FLULL OF COBMEES,
I HANT M 7T GOTOaze 3078 DATALZ, 8. 61,8, BY THE SIDE OF A LAKE.

T

\ . E e _Q‘




DATAB. 8. 17.0,AT THE FAR SIDE OF THE LAKE.
DATAR, B, Q 16.BY AN OLD MOTOR LAUNCH,

3 ,ON A TOUPHTH.

,ON A TOWPATH. THE MWRY ERST 15 BLOCKED EBY R FI
+OH A TOWPATH.
2 OH THE BANKZ OF R DEEP & FOUL SHMELLING CAMAL,
ﬁRTH;d;;l (@, 0N R HILL.
DATAD, 19, B,E IN A CLEARING FULL OF METTLE:
+AT THE T“P OF A HILL. RN

N A ‘ﬁFT ’ﬂN[v

& 8 26,0N F BEACH. THEPE S A HO
27.AT THE ENTRAMCE TQ SDME i1
, ¥ I AM GETTIHG
. G = I Dt
1 D
H HE F OF BOTTLES OF BLOop!!t!
? HT THE EHTRANCE TTon o

FANMELLED Er

3, : A
g o GE HE CHING CUT OF SIGHT TO THE ERST.
1 A3E, 0.0, 36, : HALL :
2195 T ‘ LIN A HAR ; ;
9 = TILNG E
DATAD. 8, : : :

DIATA%4 " LEH M THE BERCEH
S DATAS.4 d‘ 1 IN A Tlﬂ“ 4
5 .44, OUTSIDE A TF_MEK E.
47 9 @ INSIDE LE, CANYT SEE A WAY. OUT.

0F YASES
H SIDE AN OLD IHH. SOME OLD MEN ARE SAT HERE DRINKE
DRTH43 E a, ﬁ IH A GRAVEYARD.
DRTASZ2,52,44,8.0M A ROAD
ATASL, 8,9, 8, BY A COTTAGE.

DATAA,51.9,98,.0N A ROAD. MY CAR 1S . UST LEAVE MY TRE
S DATAR. 42,55,56, INSIDE THE INM,

DATAZ.©8,8,54, IN THE TOILETS

DATAB, B,54,57. IN A SMALL CROWD OF PEOFLE DRIMKING.
1 DATAG, @,55.58,AT THE BAR. THER IS HO-ONE SERY

IHNG.
TATAB, 52,57, 8, BEHING THE BRAR. THE STEPS TO THE SOUTH LEAD TO THE CELLAR

DATAB, 68, 323,8, INSIDE THE MANSION. IT IS FULL OF CUEWEBS
DATAS2,9,0.0,BY THE STAIRS. THEY HAYE CRUMBLED AND IT IS UH AFE TO GO
DATAR, @,@,15,08 A QUAY. THERE IS A EBROKEN BOAT HERE.

IATASS.@,2. 8, IN THE CELLAR, IT IS5 FULL OF BARRELS.
TATARDIAMODSE, 41, #JEVEL 5%, 42, ¥BEER TANKARD®, 62, #F00D PRARCEL#, 56

DATR"AR FILE OF RUBBISH",48,%BODK (OF SPELLZW,47,%SILVER EULLET#.2
DIATAKSTARTING HANDLE#, 61, %CAN OF PETROL, 17, LD CRUCIFIX. GQ

TATAA GLASS OF WINE.S7.A CLOVE OF GARLIC.&.H CUP OF COFFEE.S

TATARN OLD SPONGE.2%,AN OLD S0CK,32,A DUSTY MAT, A DEPW EJFh

DATRA RUSTY KNIFE,33,BOTTLES OF SPIRITS, AR OLD WOMAN,S:

DATAR BAR OF SOAF,S55,SOME GEESE 15, MUSHROOMS, 28, A #HHFXPE 35,0 MEREWOLF, 2
DATAR LIZARD.27,A CANDLE,36,F KNIFE,14.R ?OPE 53.50ME LOCK GRTES.Z20
DATASOME PEBELES,16.A NQLF 34 AN AXE. 33,0 TALL TREE.S, A CRAE.26

DATARA PIECE OF TOAST,36,A POT OF JAM.39,A GIANT SLUG,108,A SALT CELLAR.Z
DATAR LARGE LEVER,42,SOME FROG SPAWN,1€,A WIZARD.S

DARTARN EYIL HOBGOBLIN,23,A LARGE METTLE.23.A SLIME TRAIL.4

DATRA PICKLED ONION,S7,AN OLD TIN BATH,38,R DWARF, 5@

DIATAA BOWL OF SOUP,32,R MERT HOOK.6@.A LARGE HAM.

DATA DIARMONDS.1.JEWELS. 2, BEER.3, TRMKARD, 3, FOCD, 4. PARCEL , 4, ANTIQUE- S

DATACASKET, S, BOOK. 6, SPELLS. 6, SILYER, 7, BULLET. 7, STARTING. &, HRHELE.J
DATACAN, 9. PETROL, 3. GOLD. 18, CRUCIFIX, 18,6LASS, 11, WINE, 11, C @
DATACOFFEE, 13,CUP, 13, SPONGE, 14, S0CK, 15, MAT . 16, BODY . 17, KNIFE, 18 3 15
DATABOTTLE., 15, WOMAK, 2. SORAP, 21, BAR. 21, GEESE, 22, MUSHROOMS, 23, VAMFIRE, 24
DATAKEREWOLF , 25, L1ZARD; 26, CANDLE +KNIFE. 28, ROFE, 2%, LOCK, 38
DRATAPEBBLES, 31, WOLF, 32, AXE 33, TR

S DATASLUG, 28, 5ALT, 32, CELLAR, 29, L
DATAHOBGOBLIN, 43, NETTLE 44, SLIME . 4* TRAIL, 45, ONION, 46,

S DRTHDHHRF»!E.SOUP 43, HOOK., 5@, HAM, 51
PRIMT"I AM DEAD. WOULD LIKE ANOTHER GRME™:

INPUTRS: [FLEFT$CQ3, 1)< "N" THENRUN

END

PRINT"3" ' REM CLS OH ORIC/ BBC

REM SUBROUTINE FOR TITLES AMD INSTRUCTIONS
PRINT"M TRANSYLYRNIAN ADYENTURE"

REM BBC AND DRIC USE CHR$<131: TO CHOOSE YELLOMW
PRINT {PRINT (PRINT

PRINT"& 1 WAS ON R HOLIDAY IN SOME REMOTE®
PRINT"PART OF TRANSYLYAMIA WHEN MY CAR RAN"

@ PRINT"OUT OF PETROL. I WRS LEFT AT THE SIDE OF")
PRINT"THE ROAD WHEN A HORSECRRT DPEW LP AND"
PRINT"THE DRIYER OFFERED ME A LIFT. MIGHT WRS®
PRINTFRLLING AS WE REACHED A VERY. LOHELY SPOT",
PRINT"WHEN SUDDENLY R HOWL IN THE DISTANCE"
PRINT"FRIGHTENED THE HORSES AND THEY BOLTED."
PRINT"I WAS THROWN OUT OF THE CART AND AM LEFTY)
FRINT"AT THE CIDE OF THE ROAD WITH HOTHIHG IN"

@ PRINT"MY POCKET.

PRINT"I MUST TRY TC ESCAPE RHD IN THE PROC

@ PRINT"FIND PETROL RAND OTHER TREASURES."

PRINT"I HEARD THE DRIVER OF THE COACH SHOUT"
PRINT"THAT THERE ARE TEM TREASURES IN ALL,"
PRINT FRINT" GOOT LUCKY"

RETLIRN

@ FOR H= 1 TOR2 REM NUMBER OF LOCATIOHS
FOR D= 1-TO 4
READ CH T THEXT
REAL QE<H) HEXT
FOR H=1 TO 51 RERD GECH), BXCH, 1Y IHEXT
FOR H=1 TO £2: RERD H$CH). HY 'HEXT:REM ITEMS UMDERSTOOD
RETLIRM
REM ROUTIME FOR COMMENTS

@ ¥$<1="1/M SORRY I JUST DON‘T UMDERSTAMD WHAT YOU APE SAYING
RETURM
REM CCDPES

€0 OO OO
(SERTARREA RN

o
o

FE
IFB/(IG.i‘zﬁj THEH A
RETURN
B3 PRIMT'Z" PRINT PRINT /PRINT:PRINT'MELL DONE YOU HAVE FOUND ALL THE
RERSLIRES, "
15918 PRIMT'FILLED YOUR CAR WITH PETROL AMD STARTEL IT RERDY TO
15832 ENDLLED YOUR CAR WITH PETRCL AND. STARTED IT READY TO ESCA

RERDY.




MEGASAVE FANTASTIC SAVINGS

BBC Ork Attack ... £6.10 B PCE’IM“IMODOF*E’f )
Fortress. i s JE7.25 Tower of Evil......£610 each Head....., £850 ]
Football Manager . . £6.50 Psytron ...........£6.30 Solo Flight .......£12.00 A .r.nrxa (DUPLICATORS)
Blagger .........,.£650 Mugsy .......... .. £595 Black Hawk ...... . £6.95 ! Cj
Cosmic Cruiser....£425 Code Name Mat .. £520 TheHulk..... ...  £850 A J. DENNING -'WFW_f\f"’J —4
The Hulk .,........£6.50 Gilligan's Gold ... . £555 Loco....... .£6.50 =Y eeen |
Dog Fight........ £795 System 1500 ,.....€850 Sabre Woll ... .. .EB.25 OQ
474 Flight Sim .E750 Les Flics ;....£550 Beaky......... £540 e
Eagle Empire ... . £6.50 Valhalla . .. S e
Dambuster ........£6.50 vic 20 Caverion RPEHIRIRT
Millionaire ..,.,...£550 Chariot Race.. .. .£575 Bathtime ...56.25
Mr Wimpy ... .. ..£550 Flight Path 737 £6.30 Slinky... cene. . E7.50
Q-Man’s Brother... £490 Tower of Evil......£645 Sheep in Space ...£640
Liberator ... .. .EB.00 Computer War .£545 Gyropod ,,... ....£550
Cosmonauts ... . g490 Sluroy .. .. . fggs A J DE NI
SPECTRUM Sub-Commander .. £545 Son of Blagger ... £650 . L
Moon Alert........£490 Tank Commander .£545 All £7.95 Anirog ... £6.30
Jack & Beanstalk ., £495 Bonzo ..,.... ..£675 Mr Mephisto ... .. £575 DU L’cA T
Kosmic Kanga ....E£510 Pinball Wizard ... £540 Alice in Videoland* . . ..
Lord of Midmight .. £8 50 Mowermania ... ... £490 .. .. AL .£10.50
The Hulk .. ...EB.50 Snooker .. ... ., .E7 25 Quickshot [l . . £850
RO A e R0 “bice Oniy GUALITY CONTROLLED CASSETTE DUPLICATING
FREE POSTAGE FAST SERVICE QUALITY & SERVICE AT COMPETITIVE RATES

PLEASE STATE SPECTRUM OR COMMODORE
SEND CHEQUE/PO TO: QUALITY

MECASAVE, DEPT 4, 76 WESTBOURNE TERRACE, LONDON W2 N Constant Stringent checks Made Throughout

Production.
" FOR THE BEST TI-99/4A ) SERVICE
SOFTWARE Packaged in Audio Wf’"l'ets Despatched Normaliér‘\;‘h;[hin 10 Days From Receipt

.d‘.,-,u'"-'nu,, ™
=g BN
.
¥

PRICE

C10 From 28p Including Case.
C15 From 31p Including Case.

CH Lo s pover CONTACT US NOW FOR YOUR PERSONAL QUOTATION.

T . .. A.J. DENNING (DUPLICATORS)
INTRIGUE /@ mal order by return 18:The Cteacant
#1 SOFTWARE i Henleaze,
Bristol.
Cranbrook Tenterden, Kent TN30 6L
| ephone 03608 736 J BS9 4RW Tel (0272) 623267

b s

4
\

&

Texas
STRIKES HARD!

KStand aloneram
ade gquality joystick

Cassette interface leads
— single
— dual

Compatible cassette recorder

Atari/Commodore to T199/1a

Jjoystick interfaces - single L 600
— dual

Quick joystick suitable for

use with above interface £12.95

2 Lie pib o%0 gus. Su5 3

¥
i

WE REFRESH THE PARTS THAT
OTHER SOFTWARE CANNOT REACH

ALTAIR 4 — CBM 64 — £7.50
Space adventure game par excellence. MXXX» HCW
. GRABIT — CBM 64 — £6.45 .

Survival and strategy, can an yone reach level 6 ?
QUASAR — CBM 64 — £5,99
Buck Rogers eat your heart out.

MOWER MANIA — VIC 20, 8K — £5.99
Why bover with a hover? A superb arcade game.

. AVENGER - Dragon 32 — £5,99 :
These aliens aren’t scared of hyper intelligent megabeings.

2 g0 pEp S0 Dab Sat DS Db Sab Ba BuS S
Christine

)
pi

aRase i G Sb S S S 2 S B B BE T B B B R S S S S ey

CRAZY CRANE — Spectrum — £5.50 X Christine Computing Limited
Dexterity and strategy, a truly original arcade game. ‘}f 6 Florence Close
BBC ELECTRON OWNERS “:**f Watford 5 o
WATCH OUT FOR SIMON ot Herts WD26AS Felephone (092:3) 672911
Available from most good computer dealers or direct from: \* e S

; VOYAGER SOFTWARE e
Unit 31, The Wirral Business Centre, Gorsey Lane, ve
Birkenhead. *
Dealer enquiries to: e
Eddie Fitzgerald on 051-639 7899 *
s gk gks gy giy ke ohe on Ep $50 gie gk oy gity giy o kL SuS SU S O S
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This program allows you to play the tradi-
tional family game of consequences on a
BBC micro. When run the program offers a
menu. Choice M supplies text from the
computer's memory which is contained in
the DATA statements starting atline 870 .
The program stores each traditional
category (male name, female name etc) in
a separate string array and randomises
their combination in the story it prints out
on screen. You can of course extend or

replace the examples given in the DATA
statements, but make sure that the value
of N%, set at line 560, is equal to the
number of DATA lines you enter.

To play the game with a group of peo-
ple, in the traditional party form, choose
option E. Each person can then enter their
own story while others look elsewhere.
The program will then print out as many
mixed up versions as required. Option A
can be used to add extra text to the arrays
regardless of whether these were filled by
option M or E. Otherwise choosing M or E
will lose text previously entered at the

GAMES COMPUTING AUGUST 1984
A N




Action

Error trapping routine. Er-
ror 19 arises if the size
available for a string
variable is exceeded.
This may happen since
the whole story is com-
bined into a single string

at line 360. If the max-
imum allowance of 256
characters is exceeded
this line ensures that a
different combination is
sought by returning con-
trol to line 230 and the
program does not crash.
Error 17 traps the
ESCAPE key press and
returns control to the
menu.

110-190 Presents main menu and
takes in choices.

230-280 Calls procedures to
generate and print stories
as many times as re-
quired.

PROCheader Prints heading using
teletext control

. L]
L]
L]

UENE

SAMES COMPUTING AUGUST 1984

characters for colour and
double height text.

Selects the elements of
the current story ran-
domly from the various
textarrays and combines
them into a single string
variable STORYS .

Prints the current story
on the screen. Uses the
counter C% to ensure
that words are not split
over lines when printing.

| PROCdata Reads the text from the

data statements into the
arrays MN$ (male
name), FEN$ (female
name), LOC$ (location),
MSAYS$ (he says to her)
FSAY$ (she saystohim),
CONS$ (consequence)
and WSAYS$ (what the
world says). This pro-
cedure is called only
when option M is taken
from the menu.
PROCenter This procedure is called
when option E s
selected.
It prompts entries of text
under the required
headings.

Conversion Clues

This program was written on a BBC model
B but should run on a Model A. Electron
users should run the program in Mode 6
and need only amend the teletext
characters in PROCheader. Owners of
other micros may need to replace REPEAT
loops with GOTO’s and procedures with
GOSUBS. Watch outalso for differences in
the string handling functions (eg INSTR —
which checks whether one string is pre-
sent inside another). If your micro does not
use a 40 column display, you will have to
amend line 450 to avoid splitting words on
the screen.

@8 q oa

.’. LY i Ah/ ‘ IL/A/.. £




10
20

REM CONSERUENCES
REM BY JONATHAN AND JANE EWVANS

I@ REM FEBRUARY 1584

4@ REM

5@ ON ERROR IF ERR=19 GOTO 23@ ELSE IF ERR=17 GOTO 1
@@ ELSE CLS: REPORT:PRINT" AT LINE "“;ERL:END

&@ MODE7: XX=RND(-TIME) : N%=0

7@ DIM MNS$(5@) ,FEN$(SQ) ,LOC*(5@) ,MSAY* (5S@) ,FSAY$ (5Q)
,CONS# (5@) ,WSAY$ (5@)

8@ REM

9@ REM MAIN PROGRAM LOOP

12@ REM

11@ PROCheader

120 PRINT ' '"E Enter new text at keyboard" ' '"M Load te
®xt from computer s memory”™ '"A Add to existing text" "
@ Quit" ' ""<ESCAPE> returns to this menu”

130 #FX15,1

140 REPEAT O$=GET$:UNTIL INSTR("MEQAameq" ,0$)>@

15@ IF O%$="Q" OR O#%="g" CLS:END

160 IF Os="M" OR Of%="m" PROCdata:GO0TO 232

178 IF O$="E" OR Os="e@" THEN N¥.=0:PROCenter

180 IFO$="A" DR O$="a" THEN IF N%=@0 PROCheader:VDU7:F
RINT'* ""You have no text to add to":WAIT=INKEY (500):G60T

P o122

CONSEJUENL

19@ IFO$="A" OR Of$="a" THEN IF NX>@ PROCenter
200 REM

21@ REM PLAY LODOP

228 REM

230 PROCheader:PROCmstory:1PROCpstory

24@ #FX15,1

25@ PRINT '’ '"Do you want another story (Y/N} 2"
26@ REPEAT:G$=GET$:UNTIL INSTR("YNyn",G$)>@

270 IF G$="N" OR G#$="n" GOTO 10@

280 GOTO 220

29Q 1t

3I0@ DEF PROCheader

312 CLSi1PRINT

320 FOR I=1 TO 2:VDU141,138,157,129:PRINT SPC1Q; "CONS

EQUENCES" 1 NEXT 1
332 PRINT:ENDPROC
340 :
35@ DEF PROCmstory
3450 MN$=MNS$ (RND (N%) ) t FEN$=FENS$ (RND (N%) ) : LOC$=LOC#* (RND
(N%) ) 1t MSAY$=MSAYS$ (RND (N%) ) : FSAY$=FSAY$ (RND (N%) ) : CONS$=C
ONS# (RND (N%) ) : WSAY$=WSAYS$ (RND (N%) )
370 STORY$=MN$+" met "+FENS$+" at
her, °“"+MSAY$+"'; she said to him,
i nsequence was "+CONS$+" and the world said,
38@ ENDFROC
390 :
40Q DEF PROCpstory
4102 W=""3CU=5:PRINT " TAB(3)}
420 FOR I%=1 TO LEN(STORYS$)
430 CU=C%+11S$=MID$ (STORY$,I%,1)
440 Ws=WUE$+5F%
435@ IF Sg=" "
45@ IF S$=" "
47@ NEXT I%
48@ ENDPROC
498 1
00 @
510 DEF PROCdata
52@ REM
S53@ REM READ DATA INTO ARRAYS
54@ REM
S55@ RESTORE
J6@ N¥%=3
57@ FOR I%=1 TO NX%
S8@ READ MN$ (I%) ,FENS$ (I%) ,LOCS$(I%) ,MSAY$(I%) ,FSAYS$ (1%L
) ,CONSS* (I%) ,WSAY$(I%)
59@ NEXT I%
&0@ ENDPROC
&1@ 1
420 DEF PROCenter
46308 PROCheader
44@ PRINT "Enter data in lower case.”’
ck off.":VDU7:WAIT=INKEY (5@8)
6350 REPEATiNU=N%+1

"+LOC$+". He said to
‘"+FSAY$+" ‘. The co
TrHWSAY S+

AND C%>39 THEN C%=LEN(W$):PRINT
THEN PRINT W$jiWg=""

"Switch caps lo

678 IF N4A>5@ THEN N%=S@:PRINT "'
IT=INKEY (5@@) 1 ENDPROC

‘"Memory full":VDUT7:WA

Q =

88

&B@
&70
700
710
720
7302
740
75@

760
770
78@
790
800
81e

INPUT " "Male name: "MNE (NL)
INPUT ""Female name: "FENS$ (N%)
INPUT " "Location: "LOC* (N%)
INPUT " "He said: "MSAYS$ (NXL)
INPUT ""She said: "FSAY$(NXL)

INPUT ""The consequence wast "CONS# (N%)
INPUT ""The world said: "WSAYS$ (NL)
IF LEN(MN$ (N%) ) +LEN (FEN® (N%) ) +LEN (LOC# (N%X) ) +LEN (M

SAYS$ (NL) ) +LEN (FSAY$ (N%) ) +LEN (CONSS (NX%) ) +LEN (WSAYS$ (NX) ) >
165 PRINT ""Text too long.
@@) 1 N¥=N%-1:UNTIL FALSE

Try again.":1VDU7:WAIT=INKEY (5

PRINT ""0OK to enter this text
#FX15,1

REPEAT: G$=GET$:UNTIL INSTR("YNyn",G#%)>@

IF G$="N" OR G$="n" THEN NZ=N%-1:1UNTIL FALSE
IF N%=1 UNTIL FALSE

PROCheader

(Y/N) 2"

820
832
B84Q
8350
1=t ]
87@

ondon,

B80@

PRINT " ""E Enter more text"' '’
*FX15,1

REPEAT:1G$¥=GET#:UNTIL INSTR("PpEe",G¥)>@

UNTIL Gs$="P" OR G#$="p"
ENDPROC

DATATerry Wogan,Margaret Thatcher,the Tower of L
I love you,0Only on Sunday,World War III,Why?
DATAlan Botham,the fattest woman in the world,a s

"P Play"

mall cafe,] want to kiss you,It’'ll cost you a pound,the

y ran

away together but were soon back,We knew that's w

hat would happen

8@

DATABoy George,Florence Nightingale,midnight on t

he balcony,What's a nice girl like you doing in a place
like this,Come up and see® me sometime,they were never
seen again,It’'l]l end in tears

900 DATANeil Kinnock,Barbara Woodhouse,lunchtime,l

wWa

nna hold your hand,l 've got a headache coming on,inevit
able,We thought as much

91@ DATABatman,Princess Leia,Big Ben,You are my heart
‘s desire,Could you rephrase that please?,disastrous,lz
ZZZ2Ze e

&40 PROCheader ]

Spichord AN,
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IM
“There have been.many rumours about the
strange Dr. Molov and his wierd ex-
periments. | have heard only today that a
vicious and evil monster has escaped from
his laboratory and is on the rampage. My
boss has ordered me to track it down and
kill it! Please help me in my quest by giving
me instructions in the form of two word
sentences such as EAT FOOD.

Here is a list of words | understand:
LOOK, SCORE, HELP, PRAY, N,S,EW (for
directions), GO, IN, CLIMB, DROP, LEAVE,
PUT, SWIM, ROW, BOAT, PLAY,
NLOCK, PICK, SMASH, SAIL, CUT, EX-
'AMINE, STYAL, KILL, READ, INJECT,
CRUSH

If | don’t seem to understand you, you
should try other instructions.

| have included some graphics within
the adventure, but decided against exten-
ding the graphics too far. PROCmonster is
used to draw the monster using the user
defined characters. If youwould like to add
extra graphics for each location, use the
following method.

The variable P% is used to hold the
number of the current location. Hence
P% =1 corresponds to the entrance to the
vast cavern. Add between lines 160-200
extra lines such as:

161 IFP% =1 THEN PROCdrawcave

9 V4

— _/-‘-"_wf

and add a suitable procedure at the end of
the program. | have included line 180 to
call PROCdraw in location 11 to illustrate
this. This should give you the idea.
Remember that using MODE4 limits the
colours to two (foreground and
background)!

Variables Used

P% Current location.

AA-AZ Flags to test certain
events have occurred!

E% Flag to test if item is
there.

B%,C% Count number of times

you visit certain locations
(so that the rabbit knows
when to attack!

25 ,C$ ,Bs LS Words entered.

S%(x,y) Map of locations.

G$ (x) Description of items.

Qs (x) Description of locations.

B%(x,1} Location of objects.

N$ (x) Word understood.

V$ (x) Inventory.

N%(x) Pointer to words.

R Checks the number of
items.

Conversion Clues

1. You will probably need to replace all
REPEAT UNTIL loops with conditional
GOTOs.

eg. Delete the REPEAT inline 160 . Replace
line 500 with

500 IF A% < >10 THEN GOTO 160

2. The procedures used will need to be
replaced with SUBROUTINES.

eg. 410 IFC$ =""SWI”"THENGOSUB 580
the GOSUB s the line number after the Pro-
cedure replace all ENDPROCs with
RETURNs

3. Graphics will need to be replaced or
omitted entirely.

RUNdown

PART 1

Line Action

90 Turn of cursor.

100 define envelope.

110-180 Define characters.

190 Titles.

200 Instructions.

210 CHAIN program.

PART 2

Line Action

30 Data for music

70 Choose colour for PAPER
and INK.

80-150 Fill arrays and set initial
value of variables.

160-500 Main control loop.
Repeat Describe location
and objects, inputaction,
call procedure UNTIL
A% =10

510- Procedures — | hqve i

chosen names
describe their actior

NOTE PROCmonster draws the monstér.
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1@
20
@
4@
e}
=[]
;2

110

15@
15@
170
180
17@
200
210
220
23!

240
250
268
278
28@
290
g0

338
84":CO

340
35

360
370
380
390

&40

REM

THE MONSTER OF ARKYRON #*=

REM #*% AN ADVENTURE GAME BY STEVE W. LUCAS #=
REM ## FOR BBC AND ELECTRON COMPUTERS ##

REM #»
#EX229.1
MODE1

MARCH 1984

VDU23,1,0:0:0:@;

1@@ ENVELOPEL ,6,2,20,16,16,0,0,125,0,0,-126,126,126

vDbuz23,230,.48,48.63,35,127,124,96,48

120 VDUZ3,231,96,96,240,146,248,248,24,48
138 VDU23,232,63,3,127,127,108,79,71 .68
140 VDU23,233,240,0,248,248,200,200,136, 134

VDUZ23,234,79,79,223,2146,24,24,24,24
VDU23,235,200,200,2358,108,95,945,96.76
vDU23,236,48,48,48,48,48,48,240,240
VYDU23,237,48,48,48,48,48,48,40,60
FROCdraw :PROCtitles

CLS: PROCAraw: PROCinstructions

CLS: PROCload

END
DEFPROCdraw
¥=0
FORX=1 TO 1280 STEF 120
Y=Y+1: IFY>4THENY=1
GCOL®,Y: PROCmonster (X)
NEXT
ENDFROC
DEFPROCtitles

LOURS
PRINT " 'SFPC2"Fress
FROCsound
REFEAT UNTIL GET=3Z2
ENDFROC
DEFPROCmonster (X}
VDUS: MOVEX , 1000

ENDPROC

63@ CHAIN"GAME"

Steve W.

<Space Bar > for

312 PRINTTAB(S,1@)"#% THE MONSTER OF ARKYRON #*"' :C
OLOURL:PRINTSFC1@"An Adventure game"
320 PRINT® "SPC&"For the BBC and Electron "
COLOURZ: PRINT " "SPC3"

Lucas March 1%

instructions"”

4@®@ wvDbu23e,231,10,8,8,232,233,10,8,8,234,235,10,8,8,
236,237
41@ MOVEX,l1@@
420 Ypuz23e,231,10,8,8,232,233,10,8,8,234,235,10,8,8,2
36,237
439 WVDU4
44@ ENDFROC
45@ DATA 53,53,61,53,73,69,53,53,61,53,77,69,53,53,4
Fyal
4458 DEFFPROCsound
47@ RESTORE:FORX=1TO12:READ D
48@ SOUND1,1,D,4
49@ NEXT
S0@ ENDPROC
S1@ DEFPROCinstructions
520 PRINT " 7= "The Monster of Arkyron has escaped fr
om the sscrat laboratory of Doctor Molow"
530 COLOURZ:PRINT ""You must help me to find and destr
ay % e
540 COLOUR3I:PRINT ""I'm afraid that my english isn’'t
very good and can only understand two word sentence
s such as GET BANANA. If I don 'tseem to understand you,
try another instruction."
550 COLOURL:PRINT' "SPC(1)"Press the <Space Bar> to
load the game"
568 REPEAT UNTIL GET=32
570 ENDPROC
58@ DEFPROCI1oad
S9@ PRINT' ' * 'SPC5"Please leave the tape running"”
508 #=TAPE
410 PAGE=%EQD
&20 REM #* REMEMBER TO SAVE THE MAIN PROGRAM WITH THE
FILENAME "GAME" !!!#*%

20

60

80
(24,1)

102
118

140
150

17@
180
17@
200
2108
220
230

(P%,3)

(P%,4)
260
278
280
29a
300
I10
320
330
340

1@ REM #*# THE MONSTER OF ARKYRON PARTZ **

REM #» S.W. LUCAS 1984 ##»

MODE4

A%=0:B%=0:C%=0

RESTORES20

NLOXH) =K%
NEXT

IFP¥%=11THENPROCdr aw
IFP%=18BTHENPROCmon

3@ DATA 53,69,53,69,89,53,197,53,149,53,101,53,117,1
37,145,89,33

7@ vpuis,s,7,e,2,0,19,1,4,0,0,0
DIMS%(24,4) ,N%(24) ,N$(24) ,Q$(24) ,G$(24) ,V$(4) ,B%

7@ Piu=6:AA=0: AB=0:AC=0:AD=0: AE=0: AF=0: AG=0: AH=0:Al=
@: AJ=0: AK=0: AL=0: AM=0: AN=0: AD=0: AP=0: AlR=Q: AR=Q: AS=B: AT=
@: AU=0: AV=0: AW=0: AX=0: AY=0: AZ=0

120 FOR X%=1TO23:READR$ (X%) :FORY%=1TO4: READSY (X%, Y%)
tNEXTYY, X%
13@ FORX%=1TO024;READGS (X%L) BZ(X%,1) NF(X%)

16@ REPEAT: IFP%=24THENX$="1 walk into the road and g
et run over":PROClose
IFP%=14THENB¥%=B%+1: IFAO=@THENPROCrabbit

IFP%=17THENPROCappointment

PRINT"I am :-"'Q%(P%)

A$="": IFS% (P%, 1) >ATHENA$="North"

IFS%(P%,2) >@ANDLEN (A%$) >BTHENA$=A%$+" ,South"ELSEIFS
LIP%,2) >@THENA$="South"
24@ IFS%L(P%,3) >@ANDLEN (A%) >OTHENA$=A%$+" ,East"ELSEIFS%

>@BTHENA$="East"

>@THENAS$="West "
IFP%=1@THENA$=A$+" In"
PRINT"""I can go :—"'A$
IFP%=1BTHENPROCmonster

E=@:FORT%Z=1T024: PP%=0: IFB% (T%, 1) =P%THENPP%=1

250 IFSL(P%Z,4) >@ANDLEN (A%) >BTHENA$=A$+" ,West "ELSEIFS%

IFPP¥%=1THEN320

NEXT:GOTO34@
IFE=@THENPRINT ‘"1 can see:-"
PRINT 'G#(TX) :E=E+1:G0TO31@

PRINT '"What should I do

GAMES COMPUTING AUGUST 1984
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350 B#$=LEFT$(I#,2):C$=LEFT$(Z%,3):D$=LEFT$(I%,4):CLS:
VDU7: K=@

3460 IFC#="LO0"THENK=1ELSEIFC#%="SCO"THENPRINT"This 1s
no game dummy'":K=1 ELSEIFC$="RUB"THENPRINT"Don't be ri
diculous!":K=1 ELSEIFC#="HEL"THENPRINT"Sorry I don’'t kn
ow what to do either!":K=1 ELSEIFC#$="PRA"THENPRINT"That

felt better!":K=1
IF (B$="N"ORD$="G0 N")ANDSL(P¥%,1) >@THENPZ=S% (P%, 1)

IF (B$="S"0RD#$="G0 S")ANDS%L(P¥,2) >@THENPL=SL (P¥,2)
IF (B$="E"ORD#="G0 E")ANDSZ(P¥X,3) >@THENP%=8%L (P¥X,3)
IF (B$="W"ORD#$="G0 W")ANDSX (P%L,4) »@THENP%=8% (P%,4)

IFC#="SWI"THENFROCswim
IFB$="FU"ORC%$="PIS"THENPRINT"Don 't be s0 rude!":K

=1 ELSEIFC#="GET" DRC#="TAK"THENPROCget

43@ IFC$="DRO"ORC$="LEA"THENPROCdrop ELSEIFC$="INV"TH
ENPROCinventory

442 IFC#="IN"ORD$="B0 I"THENPROCin ELSEIFC#$="PLA"THEN
FPROCplay ELSEIFC#="SMA" THENPROCsmash

45@ IFC#="UNL"THENPROCunlock ELSEIFC#$="PIC"THENPROCpi
ck ELSEIFC#$="ROW"ORD$="SAIL"ORD$="G0 B"THENPROCrow

4460 IFC$="CUT"THENPROCcut ELSEIFC$="CLI"ORD#$="G0O S"TH
EN PROCstyal

47@ IFC$="EXA"THENPROCexamine ELSEIFC$="REA"THENPROCr
ead ELSEIFC$="KIL"THENPROCkill

480 IFC$="INJ"THENPROCinject ELSEIFC$="CRU"ORC#$="GRI"
THENPROCcrush

492 IFK=@THENPRINT "I must be stupid, but I can’'t mak
e much sense of that instruction here!"

S50@ UNTILA%=10

51@ PROCwin

520 DATAat the entrance to a vast cavern.,9,5,2,8,ins
ide a gloomy cavern. There is a large toughened glass d
oor here.,?,0,@,1,in a long corridor. The walls are lin
ed with tanks of fish.,2,0,4,0

53@ DATAiIin a large secret laboratory.,9,0,0,3,on the

banks of a fast flowing river.,1,0,0,0,0n the banks of

a crocodile infested river.,0,0,7,23,0utside an old

GAMES COMPUTING AUGUST 1984
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boat house,@,0,0,&
540 DATAinside a dirty boat house,7,0,%9,8,by a pile o
f sacks,0,0,0,8,outside an old gatekeepers cottage.
There is a styal to the West.,®8,2,0,@,in a small loung
e. The front door is open,10,0,12,0
55@ DATAIn a tiny scullery,@, u @,11,in a field of rip
ening corn.,®,14,08,22,In a field fu corn. There is a st
yal to the Ea-t.,13.z,a.21,in a village square. All the
shops and houses have their windows and doors boa
rded up.,0,146,0,0
56@ DATAoutside a Doctor's surgery,15,0,0,19,in a wai
ting room,16,@,18,0,inside the Doctor ‘s surgery.,2,2,0,
17,o0n the pavement,20,@,14,24,0n the pavement,21,1%,0,2
4,at the side of a main road,®,20,14,24
57@ DATAin a field of turnips.,23,0,13,0,by a barbed
wire fence,?,0,5,0
580 DEFPROCswim
590 K=1:IFPA=40RP%=STHENX$="The crocodiles get me aaa
aaagggggghhhhh": PROCl ose
402 PRINT"Don't be absurd":ENDPROC
61@ DEFPROClose
420 K=1:CLS:PROCmonster :PRINTX$ ‘"I am dead"’  “Would
you like another game <Y/N> 2"
&3@ RESTORE
640 FORX=1TO17
&5@ READ A
6460 SOUND1,1,A,4
&7@ NEXT
&8@ REFPEAT
690 A$=GETS
700 UNTILA$="Y"ORAS="N"
712 IFA$="Y"THENRUN ELSEPRINT® '"GOODBYE.. thank you f
or playing":END
720 DEFPROCget
730 K=1:PROCcheck
748 IFL%<>1THENENDPROC
75@ E%=0
760 FORHZ=1TD24: IFB%L(H%,1)=PZANDBY% (N%(R) , 1) =PLTHENE¥%=

,?;4»
2
2

77@ NEXT

78@ IFE%=@THENPRINT"I can’'t see it here!":ENDPROC

798 IFR=1THENAB=1ELSEIFR=2THENAC=1ELSEIFR=3THENAD=1EL
SEIFR=4THENAE=1ELSEIFR=4THENAF=1ELSEIFR=7THENAG=1ELSEIF
R=?THENAH=1ELSEIFR=1@THENAI=1

B@@ IFR=110RR=140RR=170RR=2BTHENPRINT"Don 't be absurd
! " ENDPROC

818 IFR=18THENX$="The #####ed thing grabs my throat!'"
:PROCl ose

822 IFR=12ANDAH< >2THENPRINT"It's too fast for me!":EN
DPROC

832 IFR=12THENAJ=1ELSEIFR=13THENPRINT"It scurries awa
y ! "1 ENDPROC

B4@ IFR=15THENAK=1ELSEIFR=19THENPRINT"It 's fastened t
o the wall'!":ENDPROC

BS@ IFR=23ITHENAL=1ELSEIFR=22THENAM=1 ELSEIFR=8THENX$=
"I get a hernia ... aggghhh the agony!":FPROClose

8608 IFR=14THENAP=1ELSEIFR=STHENAS=1

870 EY=0:FORD%Z=1TO4: IFV$ (D%Z)=""THENV#$ (D%) =G% (N% (R) ) :E
%=1:D%=5

888 NEXT

B9@ IFEX=OTHENPRINT"My hands are full.., so sorry!'!":EN
DFROC

P02 BL(NX(R) ,1)=0: ENDFROC

718 DEFPROCcheck

F20 L#$="":FORHX=1TOLEN(Z%)




F3@ IFMID#(I$,H¥%,1)=" "THENL$=RIGHT$(Z%, (LEN(Z$)-H%))
tHL=H%+4@
F4@ NEXT
F5@ R=@:L%=0: IFLEN(L$%$)<2THENENDPROC
F4@ FORHY%=1TO24: IFLEFT$(N$ (H%) ,LEN(L%$))=L% THENL%Z=1:R
=H%
7B NEXT
8@ ENDPROC
99@ DATAa rowing boat,8,BOAT,a pair of oars,?,0ARS,a
hammer ,%,HAMMER,a bent nail,7,NAIL,a small stone,&,STON
E,a pair of wire cutters,3,WIRECUTTERS,a hypodermic syr
inge,4,5YRINGE
1002 DATAa large boulder,l,BOULDER,a ripe turnip,22,TU
RNIP,an ear of corn,13,CORN,an angry gatekeeper,!@,GATE
KEEPER,a mutant rabbit,14,RABBIT,a tiny little mouse,22
y MOUSE
1@1@ DATAan appointment card,11,CARD,a jar of tablets
labelled tranquilisers,12,TABLETS,the monster of Arkyro
n,18,MONSTER,the receptionist,17,RECEPTIONIST,a dog,l5,
DOG
1220 DATAa notice,1&4,NOTICE,heavy traffic,21,TRAFFIC,a
piece of elastic,23,ELASTIC,a pound note,19,POUND,a br
oken flute,5,FLUTE,a worm,2@,WORM
1032 DEFPROCdrop
124@ K=1:PROCcheck
1050 IFL%<>1THENPRINT"I can’'t see a ";L$:ENDPROC
1060 E%=0
1072 FORD%=1TD4: IFVS$ (D%L)=G$ (N%(R)) THENV$ (D¥)="":E%=1
1@80 NEXT: IFEX<>1THENPRINT"I 've not got it dummy'":END
FROC
18928 BXL(NL(R) ,1)=P%
1102 IFR=1THENAB=QELSEIFR=2THENAC=BELSEIFR=3THENAD=QEL
SEIFR=4THENAE=RELSE IFR=4THENAF=BELSE IFR=7THENAG=0
1110 IFR=23THENAL=RELSEIFR=10ANDP%=1R@ANDAN< >3THENAN=31
G$(11)="":G$(1@)="":PRINT"He smiles and thanks me for m
y gift. He then rushes away saying this will make a gr
eat meal '":5%(18,2)=11
1120 IFR=9ANDP%=14ANDAD=0THENPRINT"Thae rabbit grabs th
e turnip and runs away!":G$(12)="": A0=1:G$(F)=""
11380 IFR=14THENAP=BELSEIFR=STHENAS=0
114@ ENDFROC
115@ DEFPROCinventory
1160 K=1:PRINT"I am carrying :-":F¥%=0@
1178 FORH%=1TO4: IFVS (HL)<>""THENPRINTVS (H%) : F%=1
1180 NEXT: IFFX=@THENPRINT"Not a sausage'"
119@ PRINT1ENDPROC
120@ DEFPROCin
1210 K=1: IFPX=7THENP¥%=8: PRINT"0.K. ":ENDPROC ELSEIFP%=1
&THENPY%=17: PRINT"0.K. "1 ENDPROC ELSEIFP¥%=2ANDAA< >2THENFR
INT"The door s locked!"i1ENDPROC
1220 IFP%Z=1@ANDAN<3THENX$="He didn’'t like me trying to
force my way in and shoots me":PROClose
1230 IFP%=10THENP¥%=11
1240 PRINT"Not here stupid!":ENDPROC
125@ DEFPROCplay
1260 K=1:IFAL<>1THENPRINT"How?": ENDPROC
12780 PRINT"D.K."
1280 FORX=1TO4:FORY=255TO1STEP-1:50UND1,-12,Y,@:NEXTY,
X
1290 X$="The monster hears the racket and sneaks up be
hind ma'!!!!"iPROClose
130@ DEFPROCsmash
1318 K=11IFAD<>1THENPRINT"No hammer !'" 3 ENDPROC
1320 IFPA=2THENX$="The glass smashes into tiny pieces
and I am cut. AAAggghhhh the pain":PROClose
1332 PRINT"not here!'":1ENDPROC
1348 DEFPROCunlock
1350 K=l IFPX=2THENPRINT"] need the key!'"i1ENDPROC
136@ PRINT"Don't be silly":ENDPROC
137@ DEFPROCpick
1380 K=1: IFPA<>2THENPRINT"How can I do that here!":END

FROC

139@ IFAE<>1THENPRINT"I don't have anything to do that
with !":ENDFROC

1400 5% (2,2)=3:PRINT"That does the trick'":ENDPROC

1410 DEFPROCrow

1420 K=1: IFPA<SORPL>S5THENPRINT"I can’'t do that here!":
ENDPROC

1430 IFAB<>1THENPRINT"I have no boat!":ENDPROC ELSEIFA
C<>1THENPRINT"I have no oars!'":ENDPROC

1440 IFP%=6THENPY=5 ELSEIFP%=STHENP¥%=&

1450 PRINT"I row across the river. The crocodiles loo
k greedily at my body!":ENDFPROC

14608 DEFPROCcut

1470 K=1:IFAGL>1THENPRINT"What with!":ENDPROC ELSEIFP%
<>23THENFPRINT"I don’'t see any point in doing that here!
s ENDPROC

1480 S%(23,2)=22:PRINT"I cut a way through the fence!"
t ENDFROC

1490 DEFPROCmonster

150@ K=@:VDUS:MOVESee,15@:vbu23e,231,10,8,8,232,233,102
,8,8,234,235,10,8,8,2354,237,4

151@ ENDPROC

1522 DEFPROCstyal

1530 K=1:IFP%=14THENPZ=1@:PRINT"I climb the styal":END
FROC ELSEIFP%=1@THENP¥%=14:PRINT"0O.K.":ENDPROC ELSEPRINT
"How am I supposed to do that here?":ENDPROC

THE MONSTER 0f
ARKYRON

1540 DEFPROCexamine "

1550 K=1:IFP%=10ANDAN<3ITHENPRINT"He looks hungry!":END |
PROC

156@ PRINT"I don't see anything special!":ENDPROC

157@ DEFPROCrabbit |

1580 K=1:IFBX<4THENPRINT"Watch out it looks hungry'":E
NDFROC

159@ X#$="The rabbit attacks me...!'!!'!'":PROClose

1402 DEFPROCread

1610 K=1: IFP%<>146THENPRINT"I can’'t see any writing'":E &
NDPROC

1620 PRINT"A handwritten notice reads
ster has got in!":ENDPROC

14638 DEFPROCmon I

1648 K=1:C¥%=C%+1: IFCL>7THENX$="It's large evil claws C |
lamp round my neck and sgueeze'!":PROClose

1650 PRINT"I'd look out. It’'s facing the other way at
the moment!":ENDPROC

1460 DEFPROCkKill

1670 K=1:IFP%=14THENX#$="The rabbit attacks me first!'":
PROCl ose

16B@ IFPL=18THENX#="The monster was too quick.. IT goe
s for my throat. I feel the life draining frommy body!'"
:PROClose

1490 IFPYX=100RPY%=170RP¥%=1S0RP%=22THENPRINT"I have no w
eapon!": ENDPROC

170@ PRINT"Don’'t be silly!":ENDPROC

1710 DEFPROCappointment

1728 K=1:IFAP<>1THENX$="'You can’'t come in here withou
t an appointment ° says the receptionist. The monst
er rushes over and grabs me'!":PROClose

173@ ENDPROC

174@ DEFPROCinject

1750 K=1:IFP%<>18BTHENPRINT"I don’'t think that’'s a very

sensible suggestion just here!. Do you?":ENDFROC

176@ IFAB<>L1THENPRINT"How can I do that 7":ENDPROC

1770 IFAR<1THENX$="The monster turns round and sees me

. It's claws grab my neck!":PROClose

178@ PRINT"I inject a lethal dose!":1A%=1@:PRINT’
s the <{space bar> to continue"

179@ REPEAT UNTIL BGET=32

1800 DEFPROCwin

181@ K=1:CLS:PROCmonster

1820 PRINT"WELL DONE'" "’ “"You have killed the evil mon
ster of ARKYRON and saved the world from a ter
rible fate!"

1830 RESTORE

1848 FORX=1TO17: READ A

185@ SOUND1,1,A,4:NEXT

1840 END

187@ ENDPROC

188@ DEFPROCcrush

189@ K=1:IFAS<>1THENPRINT"What with?":ENDFPROC

190@ IFAK<>1THENPRINT"I don’'t see anything worth crush
ing!":ENDPROC

191@ IFAG<>1THENPRINT"It 's not worth doing that till I
have something to put it into!":ENDPROC

1920 X%=0:REPEAT

1930 XU=X%A+11UNTILVS$ (XXL)=G$(7) ORX¥%=5

194@ IFX%Z=STHENPRINT"I can’'t do that here!":ENDPROC

1950 VS (X4L)="A syringe full of tranquilisers":PRINT"I
grind a tranquiliser and put it into the syringe!":AR=
1: ENDPROC

1968 REM data for sound/music

1970 DATA 53,49,53,49,89,53,197,53,149,53,101,53,117,
137,145,89,53

198@ DEFPROCdraw

1992 MOVESQ@@,2: DRAWSOD, 100: DRAWASA, 1001 DRAWLTS@, 100: DRA
W&20, 1201 DRAWAEA , @: ENDPROC

‘HELP!!! the mon

""Pres
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GAMES COMPUTING
WANT TO BEAT THE REST TO THE POST? .
by

7R ’
Enmmnaﬂ\ /L:i-r::-r:vn\ /nr:r-r;n:z-<

oo =
USE G.C. CLASSIFIED! 'PHONE JANE NOW ON 01-437 0699

Semi display: £9.00 per single column centimetre

Send your requirements to: Jane Edmunds, E
Ring for information on series bookings/discounts.

ASP Ltd., 1 Golden Square, London W1.

Lineage: 40p per word. All advertisements in this section must be prepaid. Advertisements are 73]
accepted subject to the terms and conditions printed on the advertisement rate card (available on request)

SOFTWARE GAMES

20% OFF SOFTWARE (RRP)

Games, Utilities educ.. adv., for Spectrum, ZX81, BBC, Comm. 64, Oric & Dragon
Send SAE for lists.

SOLWAY SOFTWARE

FOR THE TEXAS TI99/4A

SPECTRUM COMM. 64 SYSTEM TRADER ng game
Aftic Attac (UIt) ... £4.40 Manic Miner (S/W Proj L...... £6.36 CRUISER Will you s
3D Ant Attack (Q/S) .. £5.56 Boogaboo 64 (Q/S) .... ... £6.36
Boogaboo 64 (Q/S) ....... £6.36 GEI THE GF:ESE OF,F'“ = :
Scuba Dive (Durrelly ........ £4.40 Chinese Juggler (Ocean) .. £5.52 i gee
Hunchback (Ocean) ........ £5.56 Mr Wimpy (Ocean) ........ £5.52 SPRING- HEELED JACK glo
Lunar Jetman (UIt) .......... £4.40 Hobbit (Mel Hse) ........ £11.56 bridge you must cross!
Alchemist (Imag) «..covvuvnn £4.40 Hungry Horace (Mel Hse) . £4.76 HARLIE AND THE GHOST]ES
Hobbit (Mel. Hse) .......... £11.56 Hover Bovver (Llamasoft) ..£6.00 C der the constant threat of joinin
Super Spy (Shepherd)....... £5.20 Hunchback (Ocean)....... £5.52 i 5
Pyramid (Fant) ............. £4.40 Bumping Buggies (Bubble TUMBLEDOWN TOWE_R 8 i :
LS e £5.59 e a8 SIS
Fighter Pilot (Dig) ........... £6.36 Flight Path 737 (Anirog) . ... £6.36 ALL CASSETTES AT £5.55 INC P&P
Tasword Two (Tasman) .... £11.80 &:oace Pilot {Anirog) . ..... £6.36
Sabre Wulf (UIt) «.covvunenns £7.95 PLEASE SEND SAE FOR FULL LIST
JOYSTICKS SOLWAY SOFTWARE

Cracksho! £8.95 e Quickshot || £9.95

JAYCEE SOFTWARE (GC), Freepost (EN84), Forres, IV36 0BR 6 Curzon Street, Maryport, Cumbria CA15 6LL

TEL: (0900) 812579

CYGNUS TWO SOFTWARE FROM
COMPUTER £1.99
GAMES Post Free. For the VIC 20,

T dore 64, and Spectrum.
Spectrum, BBC, Electron Gomimador ¥
Commodore and VIC 20

EXCALIBUR SOFTWARE

Software for all computers. With up to 20% discount and

p&p paid. UK only, Europe 60p e.qg.
S.AE. for details from

Write or phone for our super Bukedles Software; R.R.P. Our
brochure packed full of reviews 39 High Street, Warsop, Price
and special offers. Please state Nr Mansfield‘. Notts. Psytron Spectrum £795 £6.75
your machine Mugsy Spectrum £6.95 £595
62 Woodland Road, Flight Path 737 CBM 64 £7.95 £6.75
Chingford, COMPUTER SOFTWARE AND Beach Head CBM 64 £9.95 £8.45

London E4 7EU ACCESSORIES, send 2 x 16p War of World Spectrum £7 95 £6.75

stamps for free lists stating which

computer to: Electronic Facilities
ALARMS 3 High Street, Sandy Beds. SG19

1AG

Write for more details of our large stock. Send S AE. to:
27 Hidalgo Court, Highfield, Hemel Hempstead HP2 5NZ

BURGLAR ALARM eguipment

rooms or wrile or phone for your

NEW RELEASE FOR THE FAST LOADER

free catalogue CWAS. Ltd., 100
Rooley Avenue. Bradford BD6
1DR. Telephone: 0274 731532.

ADD-ONS

BBC/DRAGON
Top Quality chsnr-.«s at an
amazingly low price
£9.99 a pair including P&P
to handle and faster than screen heavies. £4.45,
1g twice as m uch carriage 50p

Replica Blank Firing
Colt 45 Automatic

Replica 44 auto

Magnum

The gangsters favourite.
with ammo. £4.35, carriage

Colt Python 357

nd POs or cheques to:

Cheque s 1o Peritron, Dept GC, 21,
Woodhouse Road, London, W12 9EN

London SE25

As used by U.S army u:!eal stage .‘
prop with ammo. £5. ‘
Carnage 5Up

As used by Police and %‘i

Ideai for video film making. Mail order only

Sel
RAZZAMATTAZZ, 80 Selhurst New Rd.,

UNEX TI-99/4A
The Grave Robber’

1 the grave yard

ects include
araves and

trees Watchc

hot in pursut. Great

Send Cheaues/P O, to
MICROSONIC

85 Malmesbury Road,
Cheadle Hulme, Cheadle,
Cheshire SK8 7QL

Reduce tape loading time of almost all
of your single or mult:stage tapes by up
to 50%. Uses standard 410 or 1010 re-
corder, £10

600XL MEMORY UPGRADE

Upgrade your 16K to 64K. Complete kit
with full instructions £75

Listing and prom blowing also avail-

able. Send large S.AE. for further

details on the above and other pro-
ducts. All prices incl. of P&P

S. Terrell, 17 Cock Close Road,
Yaxley. Peterborough, Cambs,
PET 3HJ.
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RARIES ATARI
S ELiAeE

COMMODORE 64 GAMES LIBRARY D aPECIAL OFFER ATARI OWNERS

e Over 250 titles, all the latest & greatest ® Hire of . U e Happy 810-1050 |
first TWO games ABSOLUTELY FREE e Life Ve ransa oY Sahwsre Ll Inhancement

membership only I‘b‘ 00 e Full7 days hire (Exclud e rrleases avalable Anply Just piug-in, bC?-"«'«afE‘q'(r“‘-{fuﬁ@S
ge) ® Only £1.00 (Inland). £1.50 (I I Leging L?"‘“" i

p&p & All originals ® A fast .'rlr_,rLI y CHARNWOOD GAMES

service 27 WarwkaI:i\.rcznue. Quorn Back-Up Tape Duplicator

JOIN NOW ON MONEY BACK Tel: 0509 412604 Lyphaales glnest any tadeLp

to .J:_I"( ‘E\.rﬂ

APPROVAL OR SEND FOR DETAILS: Prices incl.P & P send cheque

P O 0
COMMODORE 64 GAMES LIBRARY ATARI 800-XL U-Soft,
c/o Yorkshire Software Library, Dept 2, Disc Collector 46 Huntsworth Mews,
13 Park Top, Pudsey LS2B 6BY. Aleomisists otee calgloguing) syaiem London NW1
. : ! Send cheque/P.O. 1o 01-723-0562
Cheques /' P.O. to "Yorkshire Software Library Zoom Soft

OHIC 46, Huntsworth Mews,
For Atarl 400/600/800 and SOFTWAHE 01-723-0562

& e tontale FOR ANY ORIC 48K
R: from 20p per day (equiv) BATTLE FLIGHT 4
Large SAE appreciated * * » * * Review HCW (lss 45) \ g
= WW2 FIGHTER Flight & Combat \\ <
Cartridge City, Dept GC, 25 Gailtside simulation for the serious aviation =
Drive, Aberdeen AB1 7BH. Tel: (0224) enthusiast. Featuring circuit fiying MICRO-USERS T-SHIRTS —
A e, touch & goes Navigation. Combat ==
37348. Please state machine with enemy bombers. Good sound & SWEATSHIRTS ~
3D views and over 40 map screens 1 Spectrum 2 I'm User Friendly LI -’
"AT'O“W'DE Only £6.95 in, U.K. P&P 3 Have You Seen My Peripherals? Britain's No. 1 Joke A ¥
STOUR COMPUTING, 4 Invader 5 Zap ‘em Catalogue. packed
suops & DEALER 16 OLD BRIDGE ROAD, Printed onto 100% cotton T-shirts with over 500 practical jokes from 5p
s BOURNEMOUTH BHE 5RG Sky or White £3.50 each incl fine Bomb: oopee cush.or  wobbly age
AND gl i fe o
Poly-cotton Sweatshirts e ik 5,
Grey £5.99 each incl
The Games Shop.and Computer TO FILL THIS All small. medium. large and extra
Software Centre large. Mail Order only from
TEL: 0224 543?40 SPACE; PHON E One Per Cent Screens armp Wit
rlev Plac Abar 1 De IC_ e v
JANE — 01-437 0699 g A\,eb,f.-, Road, MATCHRITE. THE FUNNY Busmsss
Westcliffe-On-Sea (DEPT G.C.). 167 WINCHESTER ROAD.
Essex S50 TAE BRISTOL BS54 3NJ

GAMES COMPUTING
CLASSIFIED ADVERTISEMENT — ORDER FORM

If you have something to seli now’s your chance! Don’t turn the page — turn to us!
Rates of charge: 40p per word per issue (minimum of 15 words).Please state classification

1 GOLDEN SQUARE, LONDON Wi1.

£5 05
£7.00
£8.75
£10.50
I £12.25

I
I
I
| and post o GAMES COMPUTING, CLASSIFIED DEPARTMENT,
I
I
I

£14.00
| P55
| - £17.50
Please place my advert in GAMES COMPUTING for 2SUES nmencing as soon as possible
| am enclosing my Chegue ' Postal Order/international Money Please use BLOCK CAPITALS and include post codes
Crder for (delete as necessary) £ Made payableto ASP Lig)

(delete accoraingiy}

OR Debit my Access/Barciaycard
0 o AAreSS ..o

(Delete as necessary)

|| #ve weicoma Access ||

SlGNatUre. .. co.ovimviinis s ns sy D ALe
I All classified advertisements must be paid for in advance. Daytime Tel. No. ..................oiiiiiininn,

L—_——————-————_—

I

J

l

[

I

!

|

|

!

!

i
Name (Mr/Mrs/MIss/MS) ..................o..oovoioo |
|

|
=



It5 easy to complain
about advertisements.
But which ones?

Every week millions of advertisements appear in print, on posters or in the cinema.
Most of them comply with the rules contained in the Briish Code of Advertising
Practice.

But some of them break the rules and warrant your complaints.

If you're not sure about which ones they are, however, drop us a line and we'll
send you an abridged copy of the Advertising Code. Then, if an advertisement
bothers you, you'll be justified in bothering us.

The Advertising Standards Authority.

If an advertisement is wrong,were here to put it right.
ASA Ltd, Dept 2 Brook House, Torrington Place, London WCI1E 7HN

AD INDEX

ALIDIOGENIC oo s chisrasaas s sabmaaes IFC LANTERN SOFTWARE ................ 19
ANIROG ..o, 12, 66
ADMAN ELECTRONICS ............... 16
ATARISOFT . .o o i 30 & 31,58,59  MICROPOWER........................ 32
APEX SOFTWARE . ..o, 37 MEGASAVE ...t 85
ABRASCO ... oot 41 MICRODEAL ...\ IBC
BB B 44
ANCO SOFTWARE.................... 48 PAGE 6 ..o e 37
ACORNSOFT ..........coooovnnn.n. 3890 PHOENIX. .o us oo sxoressing saniasae & 69
APS oo 78 & 79, 95
A J.DENNING .. ..o, 85

SUPERSOFT .. oo 53
CHRISTINE COMPUTING .......... 37, 85 STARCADE : i - v5vos o v woisiesa s o wo e 89
CASCADE . ..o oo 19

TANSOFT . oo, 41, 43
DATEL ELECTRONICS ................ Al e e 3 13
FILE SIXTY oo 29

ULTIMATE PLAY THE GAME .......... 60
HARESOET o oo s s et 77

VOCE VIDEO . ..'ovoeeeeeenenninn 26
INTRIGUE SOFTWARE ................ 85
INTERCEPTOR MICROS ............ OBC 3%‘@:3?&;’?‘““ """"""" 87 ?g
IMAGINE SOFTWARE ................. DI S i 2 R

98 GAMES COMPUTING AUGUST 71984




NOW AT LAST!

Yes at last those
: fantastic top selling games .
- for the Dragon are now available for ™
- your Commodore 64. Avoid those Marauding ™
p Moromans in “Cuthbert Goes Walkabout”. Fight for ™
* survival in “Cuthbert in the Jungle”or plunder the Moronians ™
planet in “Cuthbert in Space”. These great games are a “must”
for your software collection.

CASSETTE £8 EACH DISK £9.95 EACH

Mail Order Sales from ' Dealers Contact

Microdeal Mail Order 41 Truro Rd, 2 25 )
St. Austell Cornwall PL25 5JE 2 "M’CRODE‘;; g‘!’fgg‘WTlON

Credit Card Sales S | & : A or WEBSTERS SOFTWARE
Phone 0726 3456 _\ (KRR .~ = 0483 62222

Selected Microdeal Titles available from computer dealers nationwide or from larger branches of

Stores



CONTAINS

SPEECH

|SE; THE GREEN, TADLEY, HAMPSHIRE

TEL (07356) 71146



