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Six-page
educational
extravaganza
for VIC-20
and CBM 64

Dozens of
reviews for:
BBC,
Spectrum,
CBM 64,
Amstrad
CPC464,
Electron

VIC-20
authors:
Helpful hints
for your own
programs

Commodore
64 Character
study Look
closely at
your pixels

Not only will 1984 be remem
bered for industrial problems
such as the miners" strike,
international cnises, in India for
example, and lamine in Africa
— on the home front and a1t a
consumer level it will probably
be remembered as the vear of
peak home computer sales.

Media Leisure, a report on
how we spend our tuime and
money, lorecasis that sales of
home computers will level off
next year, although ownership
will continue to grow,

Sandra Mason, Leisure Con-
sultanmt  director, explained:
**The level of annual deliveries
will be slower next year. This is
because no young industry can
continue 1o sustain such rapid
growth indelinitelv. However,
the percentage of ownership of
micros will continue 1o grow!”

““We estimate that 11 per cent
of the population owned a
home computer by the end of
1983, she continued." And by
the end of 1989 that figure will
have risen 1o 40 per cemt!’

The home computer market
will extend and broaden,
according to Leisure Consult
ant, and soflitware must be
Continued on page 5

Great games
to type in for
Atari, VIC-20,
Oric/Atmos,
ZX81,
Spectrum

Plus: news,
your letters,
charts. . .
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COMMODORE 64

“KNIGHTLORE”, “UNDERWURLDE”, “SABRE WULF”, and “STAFF OF KARNATH” recommended retail
price £9.95 inc VAT. Available from W.H.SMITH, BOOTS, J.MENZIES, WOOLWORTHS and all good
software retail outlets. Also available from ULTIMATE PLAY THE GAME, The Green,
Ashby-de-la-Zouch, Leicestershire LE6 5JU (P&P are included) Tel: 0530 411485
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With something special

INTRIGULE PENTATHLON ex. sasic es.ss

FEATURES:

One or two players, Train in individual events or compate in the....
INTRIGUE PENTATHLON. Two athletes competing together in the track
events. Full colour graphics with incredibly realistic animation. Each event
is packed full of REAL TIME ACTION that is hard 10 stop playing. Only the
most competitive athletes will win,

INTRIGUE PENTATHLON is five exciting games for the price of one

Our Extended Basic range

Quasimodo  help, 100% sprite
graphics. 20 different scenes 1o
clamour across. The action is fast
and furious. Full sound. Kevs or
Joysticks.

A wonderful gift at £7.95
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PART OF A SCENE
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Santa and the Goblinsg, Qur
Christmas adventura 5 not just
for children. Another mystery 1o

sCHve,
All the family fun, 595

Games to remember
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Snout of Spout. On the planet
spout the inhabitants are all
called Snout. Can you walk a
Snout and save the planet Spout.
Cinly £7.95 to find out.

SUPERCHARGE YOUR TI-99/4A
THIS CHRISTMAS

ST e

100 METRES

DISCUS

Be a sureshot with a Quickshot 1
that will plug straight into your Tl
in time for Christmas.

Our Quickshot joystick will make
someong very happy, the perfect

Lionedl and the Ladders. This
multi-screen game will more than
amuse you,. Just wait until Lionel
meets his Prinpess.

Incredible value at £7.85

Our Basic range (No Command module needed)
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Adventuremania. This full graphic
and text adventure 15 the only
cassatte game for Tl to feature in
the top 100 games of 1984,
Endiess fun for £5.95

SUTPFiSE present,
Only £13.70 including Postage
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Atlantis. The game that offers
more in Basic than you ever
imagined possible. B4 entirely
differant scenes of under water
animated adventure,

The very best value £6.95

[Adventuremania part 2).
Software Today and HCW gave &
stars and said 'l would certainly

Mania

recommend Mania™, £5.95

Al Intngue games are sold In
wallets with full colour inlays and
concise instructions,

We mail order first class fast. Post
Frea, (Overseas orders + £1.00
per gama Postage B Packing)
Send your PO/Cheques to the
address below or phone your
ACCESS order now.

Beneath the Stars, 5 skill levels
Animated Spacecraft. Select Key
option.

Action packed at only £5.95

INTRIGUE
SOFTWARE

Cranbrook Road, Tenterden, Kent TN30 6UJ
Telephone 05806 4726
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developed to cope with the new
family interest.

“It's rather like the wideo
industry,” said Ms Mason.
“There is a trend away from
feature films towards educa-
tional and home interest
programs. There’s a dearth of
leisure programs and that side

of the business must be
developed:’
She continued: “‘It's really

a chicken and egg situation.
Which comes first, the software
or the broader base of users?
There's currently a hiatus: there
are lots of good games, some
educational software, but
nothing for leisure!’

Although less computers will
be bought, a larger proportion
of the UK population will have
access (0 a micro. ““You see,
there is a difference between the
growth in ownership, which is a
cumulative figure, and the rate
of annual deliveries.’ explained
Ms Mason. ““The market is
gradually extending beyond
families with teenage children,
and 1984 will probably be the
year when the largest number of
new households will buy their
first machine. However, we do
see users upgrading.’

Media Leisure isn't a market
research survey. It's a compila-
tion of the results of all types of
surveys, interpreted into a view
of the leisure market and
a forecast of future trends,
related to social and economic
factors.

One conclusion is that our
total spending on leisure —
which comprises one-third of all
consumer spending — is grow-
ing, as is our total leisure time.

Media Leisure is available
from W. H Martin, Leisure
Consultants, Lint Growis, Fox-
earth, Sudbury, Suffolk. Price:
£210.

Night on the
town

Ariolasoft recently took over
the Hippodrome night club, in
central London for a massive
launch for a new range of
products. Barry Norman
participated in the presentation,
while Tommy Vance did a
voice-over for the detailed
preview of all the games.

Twelve titles have been
imported from the States, and
titles such as Choplifter! One-
on-One, Realm of
Impossibility, Archon and
MULE have been American
chart-toppers. Broderbund and
Electronic Arts are the well-
known names behind the
games.

Distributed by CBS,
Ariolasoft has all the resources
ol a big corporation to back it
in its venture into the software
industry. Big promotional and
advertising spends are on the
cards.

While the initial range is for
the Commodore 64, other
machines will be catered for in
the New Year.

Ariolasoft i1s a subsidiary of
the German publishing group
Bertelsmann, and sister
company is Arista records.
Ashley Gray, managing
director, said: “*Our aim is to
release only high performance
programs to satisfy consumer
demand for quality software.
We intend to market them using
techniques new to the computer
software retailing business."”

Ariolasofi, Asphalte Hse,
Palace 51, London SW]

Liohecart
from Bubble
{1

Amidst all the doom and gloom
of announcements of failing
software houses new companies
are still being set up. One such
15 Lionheart/ Mark Meakins,
co-founder of Bubble Bus
Software in Tonbridge Wells,
has sold his shares to establish
his new company.

Lionheart is using freelance
programmers and the first
games are scheduled for release
in January, on the Amstrad
CPC464, Commodore 64 and
Cl6.

**The parting from Bubble
Bus was extremely amicable,”
said Mark Meakins. “‘But |
have different ideas for the new
company, which include special
marketing techniques and new
types of games. There's
definitely a market for new
software houses if they have the
right ideas."”

Lionheart, 29 The Boundary,
Langton Green, Tonbridge
Wells, Kent TN3 0YA

Elite for
Spectrum

British Telecom’s software arm,
Firebird, has bought Elite,
Acornsoft’s top-selling space
game, for conversion to ZB80
machines. Currently on the
BBC, Elite will be available in
Spectrum from within five
months, according to Firebird.

Elite will appear on the
Firebird Gold label and will
probably retail for £14.95, the

same as Acornsoft’s version.

Marjacq Micros, representing
the two programmers, lan Bell
and David Braben, invited
sealed bids for non-Acorn
MICros.

Firebird Gold is BT's
upmarket label and an Amstrad
version is likely to follow.,

Firebird, Second Floor,
Wellington Hse, Upper St
Martins Lane, London WC2H
9DL

Fruit
meachine

Fruity is a hi-res fruit machine
simulation for the Dragon.
Originally sold under a
licencing agreement by Dragon
Data, Impsoft is now taking
over the title.

Holds, nudges and gamble
wins are features of this game
which costs £4.95.

Impsoft, 149 Balham Hill,
London SWI2 9DJ

Bubble Bus
cduo

Tazz and Strike Force are two
new releases for the
Commodore 64 from Bubble
Bus. Both cost £6.99,

In Tazz you are isolated in a
room, with the walls closing in
on you. A collection of
monsters are after you. If you
get through this room you move
on to the next — there are 20
rooms — and as you may
expect, the monsters become
more and more unsavoury.

Strike Force is a war game:
you control a BB gun and you
must eliminate reconaissance
helicopters, while defending
yourself after enemy bombers,
fighter escorts and armoured
cars.

Bubble Bus, 87 High 51,
Tonbridee, Kent TN9 IRX

Mythic game

The legend of Tristan and
Isolde will shortly be available
on your computer.

CRL is releasing a graphic
adventure based on the story,
and it should be in the shops
mid-December.

To outline the myth briefly:
Tristan and Isolde are two
hapless lovers. Isolde is
betrothed to King Marke of
Cornwall, and the couple decide
to commit themselves to

eternity by taking a death
potion together., However,
Isolde’s maid substitutes a love
potion, so they are foiled.

King Marke banishes Tristan
to Brittany, where lsolde meets
him and they die together.

CRL's version was written by
a 2l-year old student at
Heidelberg University,
Germany. At £8.95, the
purchase price includes a
booklet.

CRL, CRL Hse, 9 Kings Yd,
Carpenter’s Rd, London EIS
2HD

Fly and fight

Flyer Fox is a new game for the
commodore 64, on cassette and
disc. For one player, it’s a 3D
fight combat game with
software generated speech.

Cassette costs £9.95 and disc
costs £14.95.

Tymac, Nettleton Hse,
Calthorpe Rd, Edgbaston,
Birmingham BI5 IRL

Check MSX

Now on MSX: Superchess,
from Kuma. This is the latest in
Kuma's range for the MSX, and
it's a seven-level game.

Analyse mode and
Recommended Move are
helpful features, while Help

mode will get you out of a
tricky situation. The Help mode
supplements written
instructions which are supplied
with the program.

Jon Day, sales manager, said:
“It’s a sure winner. Superchess
will confirm once again our
place at the forefront of the
MSX software houses.”

Price: £8.95.

Kuma, 12 Horseshoe Park,
Horseshoe Rd, Pangbourne,
Berks RGE 7/W

Monty's
author joins
0S

Author of Potty Pidgeon and
Monty Mole, Tony Crowther
has set up a deal with
Quicksilva giving exclusive
rights to his next two games.

One will be released before
Christmas, while the second
game 1is still in preparatory
stages and no launch date has
been announced.

Quicksifva, 13 Palmerston Rd,
Southhampron, Hanis
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Four for fun

A and F four-packs for the
BBC/Electron are currently
available and are aimed at the
Christmas and post-Christmas
market.

Costing £14.95 — about half
the full recommended retail
price for four games — the
packs contain Cylon Attack and
Chuckie Egg. BBC versions
include Haunted Abbey and 180
Darts, while -Electron copies
feature Kamikase and
Pharaoh's Tomb.

A&F, Unit 8 Canalside Ind
Est, Woodbine St East,
Rochdale, Lancs OLI16 5LEB

technical jargon.

Computer Television has

haised with a number of well-
known companies to produce
the video. These include:
Sinclair Research, Prestel,
Micropro International, Future
Computers, Comshare,
Business Operating Systems,
Brother Office Equipment and
Braid. These companies
provided financial support and
expertise.
You can buy Easy
Microcomputing at W.H.
Smith and other high street
shops. It costs £19.95.

Computer Television, 9
Cavendish Square, London Wi

Video
teach-in

It vou have both a computer
and a video recorder in vyour
home, you may be interested in
Computer Television’s Easy
Microcomputing. It's a
78-minute video which aims to
educate in layman’s terms.

Chris Serle 1s the presenter,
and he takes you through the
first steps of computing. Topics
covered include the basics; why
computerise? how to select, and
specific applications.

Chris Serle aims to put the
viewer at ease and refrain from
baffling him or her with

N5

Toshiba HX-10 with bundled
sofiware
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Atari push

“Masses not the classes’’ is how
Atari boss Jack Tramiel
described his pricing strategy,
as slashed prices for the B00OXL
were announced.

The top-of-the-range
computer is down from £169 1o
£129.99, and Jack Tramiel was
speaking in  pure Fleet St
cliches.

**1 place my money where my
mouth is."" he said. **Since 1
acquired the Atari Corporation
in July, prices of our computers
have been nearly halved. As
Henry Ford said before me,
‘For every dime you remove
me lh-t'.' COst I]"-’rﬂn‘l.id a whole

S e Tt

r-i

e

(s

« RIE .y
mﬂ,,i 8>
%

=

o
#ﬁ-ﬁﬁ"" ) :

new stratum of buyers
revealed.””’
““Manufacturing advances in
producing high technology
products mean that prices
should be tumbling,"”” he said.
“Home computers are now
going through the same stages
of marketing evolution which

affected pocket calculators five

years ago."’
Atari, Atari Hse, Railway
Terrace, Slough, Berks SL2

5BZ

are

Toshiba plus
three

The Toshiba HX-10 is the most
widely available MSX computer
at this stage, and Toshiba has
announced that it is extending
the offering a three-yvear
guarantee on the computer
instead of the normal one-vear
term.

Toshiba's MSX is a 64K
machine, costing £279.99,
Included in that price are three
cassettes: Ocean's Hunchback,
CDS French is Fun and
Software Projects’ Manic
Miner.

Chris Greet, Toshiba product
manager, said: *‘There are
currently about 150 titles
available for the MSX. Aj
Toshiba we've got very good
distribution and we're in with
most major multiples. So far

we're fairly pleased with the

way it's going."

CDS managing director Giles
Hunter said: **I'm sure Toshiba
chose French is Fun 1to
demonstrate that good
educational programs are
available for MSX, together
with a wide range of games."

CDS has also released
Spanish is Fun, German is Fun
and Italian is Fun for the MSX
system. Each will cost £7.95.

Toshiba, Toshiba Hse, Frimley
Rd, Frimley, Camberiey,
Surrey GUI6 5JJ

CDS, Silver Hse, Silver 5t
Doncasrer, S Yorks DNI IHL

Goodd news,
Agquarians!

The Aquarius computer has
very little software. That
situation is being remedied with
the launch of 30 new games
from Add-on Electronics.

Arcade games such as
N-Vaders, Ed-On, Grid-Bug,
Phrogger, Chuckman,
D-Fenders, Pac-Man, Hobo-
Express, Grasshopper Bridge
and World Cup Football will
cost £5.95 each. Add-on Elec-
tronics 15 also bringing out
SCVEN NEW Eamces I'H.ii.‘l-i 5, also at
£5.95.

Add-on Electronics, Units 3 &
4, Shire Hill Ind Est, Saffron
Walden, Essex CBIl 3AQ
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WORDSWORTH!

THE GAME
FOR ALL THE FAMILY *

A REAL TEASER AND CHALLENGE FOR

* BASED ON THE POPULAR “FIND THE WORD” GAME
PLAYERS OF ALL AGES.

Nand
48K sPECTRUM Any number of players can
join in.
Words are hidden in all
directions they can also link up

or cross each other too!

Play computers words
or your own!

* Try to beat the computer
at competition level!

Nursery rhymes, proverbs,

HIDDEN WORD GAME
FOR ALL AGE GROUPS .
AND ANY No OF PLAYERS * sayings can be used - even

foreign words -
Wordsworth®© can cope.

* 26 levels of play * Use computers words

* Up to 30 words can be * A game for all ages
used in any game

* Endless hrs. of enjoymentx Competition level

* Easy to read re-defined * Every game a new

characters challenge
* Helps children spell *
2y ; =/ To Wordsworth Software Ltd., P.O. Box 304,
WORDSWORTHE® is available by Reading, Berks. RG20RH.
Mail Order from:- (BLOCK CAPITALS PLEASE)
Wordsworth Software Ltd Please rush me copy ies)
P.O. Box 304, Reading, Berks RG20RH el el g el

Gift Wrapped O

* | enclose Cheque/Postal Order for

£ : Payable to Wordsworth Software Lid.
SPECIAL OFFER
Buying Wordsworth as a gift?

Customers will be sent Wordswaorth

Gift wrapped with label - please Lick
gift wrapped box on coupon *

Company Reg. No. 175 0964



Cronies and Frogs in Mikro-Gen’s Progs....

WITCH’'S
CAU LDRON

SPECTRUM 48K £6.95

Gor blimey,
a hopping good
programme

44 The Broadway, Bracknell, Berks. 0344 427317




it's a hard
slog

The Jewel of Power is the latest
adventure game from Slogger
Software. Your success depends
on intellectual rather than
physical strength, according to
Slogger.

Your first task is to find out
why you are in the Land of
Wye. Your life is in danger and
hazards and hostile enemies
abound. Rely on your reasoning
to solve the mysteries.

The Jewel of Power runs on
the Spectrum and costs £9.50.
Slogger, 215 Beacon Rd,
Chatham, Kent MES 5BU

Board silly?

MNew for the M5X — Boardello
from Bubble Bus. Played by
one or Lwo competiors, 1L 1s
said to be based loosely on the
old board game, Othello.
There are several levels of
difficulty and the size of the

board can be altered. Cost:
£6.99,

Bubble Bus, 87 High St, Ton-
bridge, Kent TN9 IRX

Prices
siashed

CheetahSoft has announced i
will be introducing all new
software at a reduced price —
£2.50. And existing software
will also bear the £2.50 price
lag.

Previously restricted to
higher prices by licensing deals
with American companies such
as Imagic, CheetahSoft has now
established new agreements
which enable the company to
bring its prices down.

Howard Jacobson, managing
director, said: *“*CheetahSoft
will ensure the enthusiast is
given a better deal in future,
and will market extremely high
quality software for a standard
price of £2.50."

CheetahSoft, 24 Ray
London ECIR 3DJ

S,

Trio for OL

Now available for the QL:
QCOM, a set of communi-
cations modules, from OE Ltd
together with Scicon.

The joint vemture combines
OE Lid's experience in
hardware design with Scicon’s
background in communi-
cations.

There are three
communications modules which
match the QL’s design, stacking
one on top of each other and
interconnecting via a module
bus, which ensures that no
untidy connecting wires clutter
up the place.

With this set you can use the
QL as a VTI00 terminal and
access databases such as
Prestel, BT Gold electronic mail
and Easylink telex.

You can also use QCOM for
downloading telesoftware,
communicating user to user and
integrating with existing QL
software.

QCON, QMOD and QCALL
comprise the three modules and
vou can buy them direct from
OE Ltd or obtain them through
vour local dealer early nexi
year. QCON and QMOD cost
£75.95 each, while QCALL
costs £49.95.

OFE Ltd, North Point, Gilwilly
Ind Est, Penrith, Cumbria

Listen and
learn

Sinclair has combined with
Macmillan to produce 13 new
educational software titles for
the Spectrum.

At £7.95 each, they are fully
Microdrive-compatible and
each program has been devised
by educationalists and then
tested and modified after trials
at home and in schools.

Four Science Horizons simu-
lation programs, hive Learn to
Read programs and four based
on the Macmillan Maths
scheme comprise the range, and
four of the set are for the four
to nine-year-old range.

Alison Maguire, software
manager, said: **All these new
titles reflect the belief held by
Macmillan and ourselves that
educational software is only
worthwhile if it extends,
stimulates and amuses the user:’

“We feel that our combina-
tion of professional software
houses, an experienced pub-
lisher and practising education-
alist has enabled this objective
to be achieved:’

Sinclair, Berkeley Sq Hse, Lon-
don WiX 5LB

HOME
OMPUING

WEEKLY
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“A quick way of learning - quicker
than the printed page”.
Mike McCann, Your Computer.

“It took 12 hours to teach a regime that

would normally take 40 hours”.
Peter Marsh, Training Manager,

‘Thomson Holidays.

“Vivid mental images are used as

unforgettable memory joggers”.
Jane Bird, Sunday Times.

“Before you know it, you are

constructing your own sentences".
Mike McCann, Your Computer

“Even a confirmed look - out of the
windower like me found
concentrating on the course very

easy”
Sally Clark, Computer Choice

“The vocabulary sticks in your mind

effortlessly”.
wally Clark, Computer Cholon

“We found the course great fun and at
the end a surprisingly large amount
had sunk in".

Which Micro¥

“Undoubtedly the linkword cassettes
are the most interasting, most
enjoyable . . . of those considered”.

lon Chambérs, Mext

“An outstanding success”
Personal Compater World

FOR SCHOOLWORK FOR BUSINESS

FOR HOLIDAYS

FOR ALL AGES

Linkword Language Courses are published on

Machine Publisher
B.B.C.(B) Acornsoft
Sirius ACT
Apricot B G
Apple ACT.
ILBM.PC ACT.
Q.L. Protek

Machine Publisher
Amstrad Protek
Spectrumn  Silversoft
C.BM. 64 Audiogemc
Vic 20 Audiogenic
Oric Tansoft
Electron Acornsoft

All versions contain a programme
an audio tape and glossary.

(Prices from £12.95)

Versions available from
Boots, Smiths and leading retailers.

For further information write to:
Linkword, 41 Walter Road, Swansea.
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Eddie Kidd
Jump
Chalienge
32K BBC £7.95

Martech, Bay Terrace, Pevensey
Bay, Sussex BN24 6EE

Here we have an offering from
Eddie Kidd involving the
development of lightning reflexes
and a great deal of intuition.
The purpose is to jump as far
As you can over ﬂrmu':. abjects.
The program is split into two
parts, the first involves jumping
a number of barrels with a BMX
bicycle. The screen shows you on
your bicycle pointing in the
opposite direction to the ramp
and barrels. This took me a little
bv surprise at first, probably
because | hadn't read the clear
and informative instructions!
You nde away unul vou have
enough distance to build up your

Shuttie Shock
48K Spectrum
£2.99

Software Super Savers

Shuttle Shock is an interesting
variation on the familiar multi-
screen platform game theme.

Instead of jumping you have a
teleport system which sends a ray
Fout at an angle which, when 1
. hits a solid object, will rebound
at right angles. If the fall to the
level below is too great, you [all
to your death, otherwise you can !
confinue.

On many of the levels there are’
girders which speed across or
down the screen when stepped
on. To complete each screen you
must walk into the battery.

There are 10 screens,
with computing in-jokes as titles
for example Minter's Mowers,
Atick Atock, anr.l Stinkers. The

sOome

]
k very careful timing and
- ,‘pnsmumng

An annoving feature is that
wuu must start from the
h:gmmng once all three lLives
have been lost.

Although the screens aren't as
varied or as complex as some
other games, Shuttle Shock is an
enjoyable challenge and it 1s.
excellent value for money. S.LE.;

251,
RB%y
40"

100%e

Yinstructions
playability
graphics

value for money

N &

graphics aren’t very good ancl!
colour choice 150t uu[:-.ldndmg,
but each screen represents a
difficult challenge. Many seem
impossible at first and require

)-I‘J

speed and then turn around and
head for the ramp. If you make a
good job of this you are allowed
to try 4 motor cycle and jump
CArs.

The praphics are acceptable
but not too exciting. If vou feel
that vou have made an excellent
jump there is a competition with
real BMX bikes as prizes but you
are only allowed one entry so it is
worth waiting until neas the
closing date.

I found the game rather boring

and staric with far too little
varartion. D.C.
instructions RS0,
playability T0%,
graphics 65%

value for money 55%

There's plenty

Fred’'s Fan
Factory
48K Spectrum

£2.99

There were no loading

instructions, and trying the usual
LOAD **" failed at first. This, |
discovered was due to a poor
recording on one side. Turning
the tape over, the program did

i
load, on the second attempt.
The only instructions were on
the cassette msert, and this just
gave the three keys used in the
game. The user is left to discover
the object of the game for
himself. You take control of
Fred who runs along the base of
the screen turning on fans to
A Y gzuide the balloons. You have 1o
avoid spikes, while picking up
small circles to score points. The

-'ll-.

balloons float to the top of the
screen, through gaps in the floors

YyOUr seats

California
Gold Rush
CEBM 64 £2.99

Software Supersavers

Yet another company attempting
to break the price barrier by
offering a low-cost game but, in
this case, the quality has
i sulfered.

The game loads in about four
minutes, and displays a hi-
resolution title screen which is
very good: a cartoon of a gawky
prospector fleeing from indians.
This 15 not a foretaste of what 15
to come. The game turns out (o
be a reworking of the old Amidar
plot of fhling Iin boxes by
running round them. It's slightly
different, 1 admit.

The prospector Is steered
round a maze of grev blocks
which fill up with bags of gold as
he outlines them. He is chased by

on to

of excitement

here. Five arcade games to get
your adrenalin flowing

of Fred's factory. There are four
fioors and eight fans.

The only interest this game
generated was the puzzle of how
1o play it. This piece of software
seemed to support the old saving
— you only get what you pay

rﬂr! sis
mnstructions 20%s
plavability 40%%
graphics 60 %o

50%s

value for money

survive the onslaught which lasts
about an hour.

Graphics and sound are used
1o good effect. The aliens are
mostly of the 3D va:net:.r and
rotate rapidly. There is a demo
maode in which you ¢an shoot the
aliens, but thEJf cannot destroy

1 YT DR

two indians, and risks losing a
scalp if caught. He also may lay
sticks of dynamite which explode
after about five seconds, leaving
a boulder which blocks the path.
| could find little practical use
for this item.

The low price along makes
Gold Rush a consideration, but
any serious plaver would soon

realise there are a hundred other
betier-written, better designed
games on the market. D.A.
instructions 60 Wy
playability 40%%
graphics 45%,
value for money 65 %

Freex
48K Spectrum
£2.99

'-\“'!‘

be fueling the downward trend in
software prices and at the same
time proving that cheap does not
always mean nasty.

The plot is far from original;
it's a *shoot 'em down' game of
the space invaders type, but in
this version, you can also move
your laser base up and down the
screen, in addition to the usual

- lateral movement.

,’# The game is a galactic mara-
thon. There are 60 waves of
aliens of every description. | was
particularly fond of the litrle
springy alien, a sort of Martian
version of Zebedee. Full marks,
go to the programmer for the
attack patterns. The aliens come
from every angle and shoot at
vou in all directions. Only the
most adept could possibly

Software Supersavers
Software Supersavers appear to

J
\
r

for
M.B.

you. This is excellent
practising the upper levels.

T0%%
)%
)%

100%s

1nst rlli..ilﬂl't"ﬁ
plavability
graphics

value for money

E R T
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ATARI

Make sure your
aim is true or
you will
annihilate
innocent birds.
save your
people from
hostile forces
in this game by
Lee Caller

It's the end of a long war and
evervone is tired, so tired in fact
that they have gone to rest in
the city, leaving you in charge
of their army! It was quiet until
yvou spotted an enemy tank
approaching™ from the west.
You have to act fast.

Firstly you have to position
your tank. This is done by
moving a joystick in port 1
either left or right and pressing

the fire button when it's in the
required position.

Secondly you must select the
guns’ inchne (anywhere between
15 and 75). This is chosen by
moving the joystick either up or
down. Push it up and the value
increases, down and it
decreases. Again, press the fire
button when at the required
value,

Finally the shot velocity is

—*‘.}ﬂ-

...--l'-l-.'..

Y

selected in the same way as the
incline.

It is important that you take
good aim: you must avoid the
birds in the sky. The greater
vour speed the greater your
chance of your shot going
through the bird.

Also if you take too many
shots at the tank and miss every
time, your city will fall to the
enemy, as the enemy tank

Shoot down

the enemy
tank to save
the city

moves after every shot!
Destroying the enemy will result
in a new faster tank and more
birds in the sky.
Important: Check the DATA in
lines S5085-5110 as these are
machine code and an error will
cause a lock-up.

Also, all underscored charae-
ters in the listing should be
entered in inverse video.

How it works
45-160 main loop
165-1 move enemy
1000-1535 fire shot
2000-2015 bomb explode (land)
JNNO-3020 bomb explode (air)
4000-4065 hit enemy
4500-4600 end of game
5000-5140 ritles
3300-3555 initialise
6000-6065 p/m graphics

65006585 set up display
Yariables
TANK  horizontal position of
your tank
ENEMY horizontal position of

enemy tank
INC incline value
YEL velocity value
KILL. number of enemy des-
troyed
any others are only used, for
example, in FOR...NEXT loops

Hints on conversion
Use of players (or sprites) means
POKEs which make conversion
hard but not impossible. With
the REMs and the other details it
would be best to start from
scratch building up vour version.

18 REM TANEK

13 REM.

8 REM Lee Caller; April
3@ GOsSUR Seoo

33 GOSUB S500:G05UE 4S000
490 GOSUB &S00

‘a4
23 REM For an ATARI in under 15K and

43 REM Main loop starts herse
58 PDKE 77,0:POKE BZ,5i POKE f22,1:7 17 " PLEABE POBITID
N YOUR TANK";? " SSssds8a88ssnsisssdiisnsssg”

joyatick,

o 73

&3 IF TANK>B9 THEN TANK=8%:80T0O 75
7@ SOUND @,210,B,15:POKE 353248,TANK:1FOR PAUSE=1 TO 151N

f2 IF STRIG{(@A)=1 THEWN 53

B@ SOUND @,78,10,15:FOR PAUSE=1 TO 20@8:NEXT PALSE: SOUND

@,0,0,2
BS 7 17 "BUN INCLINE
I T YI T TN

98 7 *  >";INCj"<

SHOT VELOCITY"; 7 "sssssssssss

"} VELjCHR# (28)

= JE=STICK (@)t IF JB<>7 AND J8<>11 THEN 75
&6 TANK=TANK+ (JS=7)-(JS=11)3:IF TANK<{47 THEN TANK=47:080T

95 JE=STICK(@)1IF JB8<{>14 AND J8<>13 THEN 115
12@ INC=INC+(JS=14)=(JS=13):1IF INC<15 THEN INC=135:80TOD

Page 12 HOME COMPUTING WEEKLY 11 December 1984



115

i8S IF INC>7TS THEN INC=7T3:B0OTOD 115

118 SOUND @,1209,12,15:FOR PAUSE=1 TO 28:NEXT PAUSE:BOUN

n B'.|".

115 IF STRIG(@)=1 THEN 9@

120 SOUND 2,70,10,15:1FOR PAUSE=1 TO 2001 NEXT FAUBE 1 BOUN

n ""'i.

125 7" "1 INC ™ >"IVEL "<"jCHR*(28)

130 JS=STICK(@):IF JS<>14 AND JB<>13 THEN 135@

135 VEL=VEL+(JS=14)=(JS=13)1IF VEL<1S THEN VEL=15:180TOD

1352

14@ IF VEL>7S THEN VEL=7THi1B0TO 15@

145 SOUND 9,120,12,15:1FOR PAUSE=]1 TO Z2:NEXT PAUSE:BOUN

D 9,0,0,0

152 IF ETRIG(@)={ THEN 125

155 BOUND 9,70,10,15FOR PAUSE=] TO 20@:NEXT PAUBESOUN

D o,0,0,0

160 GOSUB 1000

145 REM Move snamy

178 FOR PODBS=ENEMY TO EMEMY-MOVE BTEP -1:B0OUND @2,218,8,1

S1POKE 5324%,P0S8

175 FOR PAUSE=1 TO 1@:NEXT PAUBEINEXT POSi1ENEMY=ENEMY-M

OVE: BOUND B,02,0,0

188 IF ENEMY>129 THEN 58

185 GOTOD 450@

1928 REM End of main loop

1208 REM Fire shot

1885 7 17 17 17 "STAND BY TO FIRE..."1FOR V=15 TO @ BT

EP -@. 11S80UND 2,230,8,VWINEXT WIBEMI=50

1@81@ 7 17 17 1COLOR 3:F=11LK=1:808UP 15881 IF X>ENEMY-49
AND X<ENEMY-42 THEN POP 1B0TO 4200

181 COLOR @:1F=1;LK=0;B08UE 1508:B808UB 2008: RETURN

1988 CX= (TANK—41)+VEL

158 DEG :1FOR 8Tw=247 TD BEMI BTEP =3

1512 X=CX+VEL#BIN(BT)Y=SB+INC+COB(BT) 1 TRAP 135335

1%1% IF LKw=i THEN SOUND B,X,10,131LOCATE X,Y,HTi1IF HT<>

2 THEN POP 1 BOUND "."|'lm I22a

1528 IF Fw=i1 THEN PLOT X,YiF=Q

1525 DRANTO X,Y

1530 NEXT BT:SOUND 9,0,8,2:RAD 1 RETURN

1535 F=1:80TD 1532

2002 REM Ewplode on land

2005 FOR CC=1% TO @ BTEP -1:COLOR CCiFOR EXL=X-8 TO X+8B
BTEP 2:80UND 2,225+CC,8,CCiTRAP 2013

2012 PLOT X,&42:DRAWTD EXL,S0

2015 NEXT EXLi1NEXT CCsB8OUND 2,0,0,21RETURN

I00Q REM Explode in air

3004 SEMI=STICOLOR @1 F=1:LK=2:B808UF 1500

3918 FOR CC=15 TO @ BTEP -1:+COLOR CCiFOR EXL=-8 TDO 8 BT

EP 21 80UND @,225+CC,8,CCh TRAF 3020

3215 PLOT X+EXL,Y-4:1DRANTD X,Y:DRAWNTD X+EXL,Y+8:1PLOT X-

4,Y+EXL1DRANTO X,YiDRANTO X+4,Y+EXL

3820 NEXT EXLiNEXT CCiBOUND 2,0,0,2:80TO 145

4280 REM Hit snamy

4205 FOR CC=15 TDO @ BTEP -1:COLOR CCiaPOKE 7@85,128+(15-C
C)1FOR EXL=X=-1&4 TO X+1&6 BTEP 21 TRAP 4219

4319 BOUND @,225+CC,8,CCiPLOT X,411DRANTO EXL 43

4215 MNEXT EXLiINEXT CCiSOUND @,@,@,21KILL=KILL+11MOVE=MO
VE+2I1POKE B2,Mi1POKE 7@35,13&6

4320 7 "WELL DOMNE...":17 "YOUVE DESTROYED ")KILL)" ENEMY
"11IF KILL=1 THEN 7 "TANK,"17 100TO 4232

4325 7 "TANKB,"17

4238 7 "BUT MERE COMES A FABTER ONE.....!"J1REBTORE 424
=

4235 FOR TUNE=1 TO 11:READ PT,DLiBOUND @,PT,1@,15:B0OUND
1,PT+1,18,15:FOR PAUSE=1 TD DL#1&1MEXT PAUSE

4D4@2 BOUND @,0,2,2:80UND 1,0,@,8:NEXT TUNE

4245 DATA 121,5,121,4,121,3,121,3,182,5,1028,3,108,3,121
|=| 121 |=':=E|:11=l-'i

4252 FOR PDB=TANK TO 47 STEP -1:8S0UND ©9,218,8,1%1POKE 5
3248,P08

-Im‘f-'m PAUSE=]1 TO 1@:NEXT PAUSEIMNEXT POS:SOUND @,2,0,
a2

4240 FOR PAUSE=1 TO IB@:MNEXT PAUBE:7? #&)CHR¥(125)

434S POKE S3249,220:POKE 539,21 POKE 703,222:060TD 42
4589 REM End of game {(snemy in city)

4%@% FOR POS=ENEMY TO TANK+1@8 STEP -1:8S0UND 2,210,8,15
POKE S5324%9,P0S8

4%51@ FOR PALISE=1 TO IMINEXT PALUSE: NEXT POS

| 4515 SOUND 1,230,8,15:1FOR POS=TANK TO 47 BTEP -1:1POKE 35

| 3248,P0S:POKE 53249,P0OS+10

| 4520 FOR PAUSE=1 TO 15i:NEXT PAUSE:NEXT POS:SOUND 1,0,0,

4525 FOR PDS=37 TD 92:POKE 353249,P08

4532 FOR PAUSE=1 TO 13:NEXT PAUSEINEXT POS:S0OUND 0,0,0,

a

4535 FOR PAUSE=1 TD JI@@:NEXT PAUBE

4542 POKE B2Z,21? " YOU HAVE FAILED!":17 " THE ENEMY ARE
IN THE CITY..."1REBTORE 43353

454% FOR TUNE=1 TO 1Si1READ PT,DL:SOUND @,PT,10,15:S0UND
1,PT+1,18,13:1FOR PAUSE=1 TO DL#12i1NEXT PAUSE

455@ SOUND 9,0,0,2:S0UND 1,@,0,8:NEXT TUNE

‘m an ln"“q1&213.2“13'1ﬁ2|3'13ﬁ'='1u'*| 1“,3.2‘.‘
-'31 1ﬁ=,3113ﬁ|5|mq‘1 lﬂi:. 1“‘;11&21:*“‘|ﬁ

4560 7 CHR# (123)
4563 7?7 "

GANE OVER ":17? "YDU DESTROYED "jK
ILLjs IF KILL=1 THEN 7 " TANK DURING THE BATTLE":B0TOD 45

= =3 5
- . T # -

i el i e

73
4578 7 " TANKS DURING THE BATTLE"

4585 POKE 735,0:FOR LOOP=1 TO 20: IF PEEK{(764)<>NORM THE
N POKE 7&4 ,NORM:CLR :B80TO 33

4598 NEXT LOOPiPOKE 755,2:FOR LOOP=1 TO 28

43595 IF PEEK(744)<>NORM THEN POKE 76&4,NORM:CLR :1B0TO 35
4408 NEXT LOOP:BOTO 4585

4:

EEE
EE R

"" 1

protect your city "i17?7 #4;" from the advanc

snamy tanks!"

S@55 POSITION 1,21:17 #&) "please press the"
S068 7 & " ‘S8PACE BAR"'"™
50465 7 #&)" to begin play*
3070 REBTDRE 3085
=075 FOR SCROLL=@ TO &3:1READ DATA1POKE SCROLL+1&664,DATA
tNEXT SCROLL
SBB@ FOR FLABH=@ TO S4:READ DATAIPOKE FLABH+133&6,DATAIN
EXT FLASH
“ HTH 1“*:&'21 l‘lilﬁ‘ﬁllﬁ‘n|2'14‘1‘1?"&' 1“11“
,162,6,169,7,32,92,2268,238
=@9@ DATA 192,6,173,192,6,141,10,212,141,24,208,174,252
|I|m12“1m, IH‘ 1-?3.'E
=295 DATA 174,194,6,149,7,32,92,228,104,96,238,198,2,17
:‘I“|2|l4’1| 1“'h|?ﬁ|“1m
Hl“ m‘Tﬁ E|H| 13!...?2,|ﬂ,ﬁ,1?‘.n,§|iﬂ|ﬂ|ﬁ|l4l.1'
+212,141,196,2,224,15,208
=11@ DATA 122,134,152,148,184,200,2164,232,248
%11% SOUND @,8,8,0:POKE 53748,41POKE 53741,168:1POKE 537
4% 1681 POKE 53740,2541POKE 53744 ,127

5502 REM Initialise
5505 KILL=@s INC=35; VEL=35; MOVE=Y
5553 RETURN
4802 REM Player/Missile set up for tanks
4005 BGRAPHICSE 7
4810 BRAPHICS 7+32:8ETCOLOR 9,13,5BETCOLOR 1,1,2:8ETCO
LOR 2,08,14BETCOLOR 4,8,8
4015 POKE 704,01 POKE 705,222/POKE 146,641 POKE 33774,64
RAM=PEEK (104) -24: POKE 54279 ,RAM: PHO=RAM#*256
POKE 559,0
POKE 53277,3
POKE 53248 ,51POKE 53249,5
FOR BET=PHMG+1824 TO PHO+1478:POKE SET,@:NEXT SET
RESTORE 4040
FOR SET=PME+11&47 TO PME+11731READ DATA:IPOKE BET,DA

m mr“ .'-1|="|lﬂiia|m|m'lﬂ.=1-=t=|I*.m. 1‘.1
27,295,126
&845 RETURN

4502 <EM Bat up display

&50S TANK=47+ (RND (@) #42) 1 ENEMY=20@- (RND (@) #2@)

4510 COLOR 1

&515 PLOT 159,79:DRAWTO 159,42:DRANTD @,42:POSITION @,7
S IPOKE 745,11 XID 18,#4,0,0,"8"

4520 COLOR 2:FOR BIRDB=1 TO 1S+KILL:PX=RND(@)#1535:1PY=RN
Di@) =42

&52% PLOT PX,PY+1:PLOT PX+1,PY1PLOT PX+2,PY+1:1PLOT PX+3
+PY1PLOT PX+4,PY+1

&538 NEXT BIRDS

4535 FOR BD=5@ TO &2:PLOT BD,59:1DRAWTO BD,25:NEXT BD
4540 COLOR 3:FOR BDi=51 TOD 59 STEP 2:FOR BD2=246 TO 58 8
TEP 2:PLOT BD1,BD2:NEXT BD2i1NEXT BDI1

&545 COLOR 2:FOR BD=4@ TO 7@:PLOT BD,591DRAWTO BD,421NE
XT BEDhCOLOR 3:1FOR BD=41 TO 59 BTEP 2

&55@ PLOT &1,BDi1DRAWTOD &%,BDiNEXT BD:COLOR 2:FOR BD=71
TO 77:1IF BD=74 THEN NEXT BD

4555 PLOT BD,S9:DRAWTO BD,3@:NEXT BD:COLOR 3:PLOT 71,33
1DRAWTO 77,35:PLOT 71,37:DRAWTO 77,37

4540 COLOR @:PLOT 74,35iPLOT 74,37iPOKE 559,62

4%&% FOR POS=47 TO TANK:SOUND @,21@,8,15:POKE 53248,P08

6572 FOR PAUSE=1 TO FiNEXT PAUSEiINEXT POS

4575 FOR POS=20@ TO ENEMY STEFP -1:80UND @,2308,8,151POKE
53249 ,P0S

&4%8@ FOR PAUSE=1 TO 9:NEXT PAUSEiINEXT POS:SOUND @,0,0,0

&585 RETURN




Toolbox
(Matcal)
Amstrad
CPCA464 £4.95

Camel

Martcal contains four toolkit
programs of real value to the
ZAmes programmer.

AMSPICT is a drawing board
for background graphics with
menu driven editions. Save to
tape, re-call and merge into your
own BASIC program are all
easily accessible.

Using infill to colour enclosed
areas occasionally overran the
perimeters and crashed the
FI!ITI-EI.'EI.TI'I-

AMSPRITE is a sophisticated
character generator for sprite

creation. The ability to design
sprites of up to 40 x 40 Pixels in
any of three colours, with a
animating

invaluable

them
for

for
this

routine
makes

BBC
Mastermind
£9.95
BBC
Mastermind
Quizmaster
£5.95
48K Spectrum

Mirrosoft, PO Box 50, Bromley,
‘Fikent BR2 9T

BBC Mastermind is the
M computer version of what must
be the most popular quiz,
program on television. This,
Spectrum package consists of an®
explanatory booklet and twoy.
tapes. g

One of the tapes holds the data
for questions and answers on TV
and films, and also general
knowledge. The other tape is
required to display the questions
and sum up the results of the
ANSWErS.

Up to four people can
participate, as in the TV
program, but separate data has
to be loaded in for each person.

First the data for the chosen

k{spﬂ:iaiiﬂ subject, and then the

;

e

general knowledge questions and
answers. As you will appreciate,
this loading takes up a fair
amount of time. Should the
contestants’ tastes not runto TY
or films, then someone will have
to set the questions, and supply
the answers for the chosen
subjects.

For this they will need the BBC
YMastermind Quizmaster tape,
although, as you can see from
the head of this review, cach
pack is sold separately. | have no
doubt that someone, somewhere,
will find these two programs of
use, B.B.
instructions 1009, +
: T0%
ic N/A
y 60 %o

designing fast-moving graphics.
A menu driven program with
full save and re-call facilities.
The latter routine is complicated,
but practice and patience are well
rewarded.

FCOPY enables duplication of
tapes, is quick and easy to use
and records at either 1000 or
2000 baud rate, regardless of the
original format.

AMSMON has the facility 1o
enter and save short machine
code programs and is a monitor
giving access to the ROM and
RAM memory addresses.

Accompanying the cassette is a
comprehensive handbook in
which explanation is followed by
example.

Exceptional value for
money. D.H.
instructions 100%%
playability 85%
graphics 80%,
value for money 100%,

Here are a few

a difference to ad

Oddments
corner

The German

Master-Level B

CBM 64
£8.95

Kosmos, 1 Pilgrims Close,
Harlington, Beds LUS 6LX

This educational program would
be suitable for students studying
CSE or ‘O’ level German. The
facilities provided in it allow the
user to have a lesson or test at
various levels of difficulty.

A lesson displays words or
phrases in English and German
on the screen, one after the
other. You may specify which is
to be displayved first and for how
long. You may then step through
the various items which have
been set up.

A test will display a word or
phrase in one language and vou
must translate it into the other. If
you make a wrong key press then

programs with
variety to

your collection

[ .

Swift
Spreadsheet
Commodore
64
£19.95

This 15 one of a growing number
of spreadsheet programs for the
64. This one is notable for three
reasons. It has lots of facilities,
it's cheap and uses pop-up
MEenus.

There are 21 function com-
mands including Sort, If, Max,
Min, Count, Present value.
Although Log was missing there
were many not found in other
spreadsheets. You could create a
set up procedure for your printer
which could be saved with vour
spreadsheets.

A novel feature is the use of
pop-up menus. Pressing F5
displays a box of options on the
screen, selecting one of these
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options causes another box of
lower level options to appear
slightly overlapping the first.
These menus pop up over vour
existing work and do not disturb
it. When vou exit from them,
they disappear.

Two features that [ liked were
the ability 1o replicate a block of
the worksheet and 1o alter
column widths individually. You
would need to spend much more
to find a better spreadsheet. The
only feature lacking is the
transfer of data from one sheet
to another or nto you own
programs.

5

Instructions 60%%
useability 80%%
graphics T0%,

value for money )

®x KX Kk Kk Kk

S

Jq
This program is,

the computer will beep. Help
may be obtained by pressing a
cursor key to reveal the next

character.
You may set up yvour own
lessons and add and delete

entries at your discretion. When
you receive the program there are
already sixteen pre-recorded
lessons which cover colours,
pastimes, tools, countries,
medical, verb infinitives,
adverbs, adjectives, conjunctions
and prepositions, phrases, verbs
IN Various [enses.

The program seems to do the
job that it was designed for quite

well although it is quite
expensive. K.l
Imstructions 65
display 50%
case of use T0%g
value for money TO%,s

*x Kk Kk &

Know Your
Oown
Personality
48K Spectrum
£9.95

Mirrosoft, PO Box 50, Bromley,
Kent BR2 9TT

presumably,
and aid to the better under-
standing of vourself, according
to the title. With 70 questions in

each section, there are three
secrions. These cover
introversion and extraversion,
emotional stability, and

tough/tender mindedness.
After choosing a section from

-_"’Hw menu, yYou load in the 70

questions and answers for that
section. After the questions have
been answered you can see the
results of your answers on a
horizontal bar chart. This bar
chart will grow to one side, or the
other, of a wvertical line
representing the norm. This
growth represents the amount of
deviation from the norm,

trait towards which the bar is
growing. Of course, this means
that you are different, according
to the booklet supplied. It is
these differences which makes us
individuals, which give us
charming eccentrics.

It also gives us individuals with
less desirable traits, the perverts,
and criminals.

It 15 suggested that we could
perhaps understand our friends
more, and they us, if we each saw
the results. A kind of do-it-
yourself group therapy? No
thanks, | will keep my friends

just as they are. B.B.
instructions 100 %%
ease ol use 15%0
graphics N/A
value lor money 13%

1 A ¥ A0 RSN .

showing your propensity for the |
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Look more
closely at those
pixels with this
graphics utility
by N D Moss

This program allows you to
view and edit characters and
sprites.

When you view a character or
sprite you enlarge each pixel 64
times. Each pixel is represented
by a star. In the top right hand
corner the character or sprite is
displayed, while the enlarged
version can be seen on the left.

If vou want to edit a
character, you must signify
where the start of the character
set is. You will be asked for the
screen memory code of the
character you wish to edit. For
this, refer to the user manual,
page 132.

Yariables

Li{x) array for honzontal line
plotting and erasing

¥(x) array for calculation

QW FOR...NEXT variables

BS(x),CS(x),58(x) strings holding
enlarged characters/sprites

D{x),Cix) array for numbers to
be POKEd

X,Y position of cursor sprite

S screen position for editing

L. position in string

L1,S1 temporary storage for
line plotting

Character
studdy

How it works

(-30 initialisation of
sprite

40-%) menu
100-320 character view
330-570 sprite view
SR0-880 character edit
890-1160 sprite edit
1180-1510 subroutines for line

CUursor

plotting/erasing

Once you have entered the
code, a blue grid will appear
and the controls for the cursor
will be displayed. Move the
cursor around the grid and
when you want to plot a point,
press *“j'! If you wish to delete a
point, move the cursor over the
point and press ‘‘j"" again,
When you have finished, press
Return and all the calculations
will be performed.

If you want to edit a sprite,
the procedure is exactly the
same, but there are four more

| controls which can plot or erase

with the other controls. The
sprite pointer is the number
used in locations 2040-2047.

a whole line vertically or
horizontally. These are
displayed on the right, together

= e L

2 pokeB43,25
S remiclerl

12
V{5
3
40
45
=14
=14

80
=To)
188
DS
1:e
128
138
140
150
160
178
1690
19@
200
21@

reamicler]

a=a+(b*¥B)in=1]

forw=Ato7
py=d(p )

BbfEin ="
next

P datags5,129.,128,129,1259.,128.,129.,128.,255
1 diml<21>tforq=1to21:1(ql=(q-1)%294+1tnext

poKeS3263 ,0pokeS2248 ,0tpoKeS54253 ,Atpoke2048 ., 8tprint "A"? tpokeS3272 .22
poKeS53280,0:pokKeS3281 ,0:pokKeB4E, 11poKeB50,128
Fnrq=lEEEBtﬁlEBEd:pukeq,Elnext!Fnrq=lEEEEtn1534QEtep3=readF=pﬂﬁeq,f=ﬂext
printtab(1S5): "MENU"printtab(15)?"
remld4 crsr douwn”
forq=0to7iviql=2tqinextiprint "FEEEI"
printtab<(1@>: "1 Character viewfl"!printtabd(l@®): "c
printtab{1@>: "3 Character edit&R"!printtab(18>: "4
75 printtab¢18>: "S5 END FPROGRAM"
getasiifas("1"oraFs2"S"thenBB
onval (a%$)got0 108,330 ,588,894,1178
dimbF(B4) ,ciB), d{(8)

input"BEnter the memory location
input"Enter the screen memory code

forq=Pto7iciql=at+qidi(ql=peekKici(qllinext

ifu=Athenn=n+B8igotoZ2Z20
forq=7toBstep -1

ifur=ui{qlthenbEin)="%"ty=y-y(qlin=n+ligotoZ2l@
"Itn=n+l

";a

i

Sprite viewf]l"
Sprite editgl"

1] =b
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22@ p=p+linext

230 forq=0to0631ifbF(q)=""thenbFiq)=" »

248 next

258 print"®"!!pokKe 1063 ,bipoKeS5S5335,1

268 forq=1toE4=ztepBiforu=0to7

2780 printbFiq+udftnextiprintinext

288 print"Do you want to see the data for this y/n*
2390 getafiifaF=""then290

308 ifas="n"thenrun

210 ifa$ 2"y "thengotol298

32@ forq=08to7iprintdi(ql)inextinaitis7?., 191 trun

330 dime$(504) ,c(B3) ,d(63)

335 remliclr]

348 input"EMhat its the sprite pointer "fata=a*E4
350 forq=B0toB3ic(ql=q+atdiql=peekKiciq))inext

360 n=1

378 foru=0to62

388 v=dip)

390 ifu=@thenn=n+Bigotcd4@

400 forq=7toBstep-1

418 ifuir=sviqlthens$Fin)="%2"tu=u-y(qlitn=n+ltgoto430
428 =B(nI)=" Y"ipn=n+]

43280 next

448 p=p+linext

4580 forq=11t0504!ifsE(ql)=""thens$Eiq)=" »

460 next

485 remlclr]

470 print"@"tpokKeS53269,1 'poKe2040 ,a/641pokeS53248 ,255ipoke53249,50tpokeS3287, |
488 forq=1t0503step24tforu=0to23

488 printsSiq+tu)?!inextiprintinext

S@@ print”"Do you want to see the data for this v/n"
512 geta$tiifaFs=""thenS10

528 ifa$="n"thenrun

5930 ifaF{>"y"then51@

935 remlclr]

5480 print*"g":

558 forq=BtoEBstep3

968 printdiq),diq+l),diq+2)

970 nextiwaitls?.,181irun

S75 remliclr]

S88 print"a@A"

5980 poke2@40,255tv=53248pokKev+2]1,1lpoKev+39,1ix=24:y =50
E@80 dims¥$(684) ,c(B),d{8)!forq=1to64is$i(q)="%"next
618 input"Enter the“location "!h

B28@ input*Enter the screen memory code "!a

625 remlclr]

B30 print"HM":ta={a%x8)+h

B35 remlblue]

648 poKew +XipoKev+l vics=]1024:l=1tprint"@";?

B5@ forq=1t06dstepBiforu=0to7!iprints$(q+w)!inextiprintinext
B55 remlhome ]

EE@ print"EE"!tab(20)! "ABORT!CTRLa"fprinttab(28): "CRSR up tu"
678 printtab(20); "CRSR down !m"iprinttab(2@);"CRSR left th"
68@ printtab(20)7"CRSR right!K"tprinttab{(20): "PLOT/UNPLOT:j"
B35 remlcrsr dnl

E3@ printtab(28)! "FINISH! RETURNEL"

700 getaFiifa$F=""then700

718 ifa$="u"andy >=58theny=y-8ts=c-481]1 =] -8i1gatoSaa
720 ifa$="m"andy<{=184theny=y+B8ls=5+401t]=] +8igoto800
730 ifa¥="h"andx >=32thenx=x-8is=s-11l=1-11gotoS00
145 ifa$="K"andx{=7V2thenx=x+Bis=s+11]l=1+11gotoB00




745 remlctir]l al

7580 ifas="8"thenrun

TEA 1fli=chri{IE}th!nPrinttlh{EB}I"U.K.'antﬂﬂlﬂ

770 ifa${>"j"then708

780 ifpeeKis)=15thenpokes ,42ts$(l)="%"lpoKes +54272,61g01tcB08
790 ifpeekis)=42thenpokKes ,15is$(]l)="o"tpoKes +534272,1

E0@ pokKev,x!pokKev+l,yigoto708

818 iarqﬂatn53=c${int{qu}J-:I{int{q!E))+5$(q+l}lntxtl{nrqiﬂtn?lctq}-l+qlnlut
828 forq=8@to7

830 forw=1toB

848 p=B-u

ES8 ifmid$icHiqr, w,.li="o"thent=t+uip)

860 nextidiql=tit=0inext

878 forq=ci(B)ltoc(T7)ipokeq,d(el)lie=e+linext

B8P print"Press any Key "!waitl37.,181:run

885 remliclr]

898 input"@What is the sprite pointer "jata=axB49

S0 dim=$(504) ,c{B64) ,d{(64) ,c¥{(B3)

Q190 forq=0toB3ici(ql=a+qinext

315 remiclrlibluel

S2A forq=1t0504:1$(ql="%"tnextiprint"2EA"’

9329 +urq=ltuﬁaﬂat-pﬂﬂlinru-ﬂtuaalprintiiiq+u}!lﬂ-xtlprintlnnxtlsilﬂaﬂllll
S35 remlhome 1luwhite]

940 print"@":tab(24): "SRBORT:CTRLa"tprinttab(24); "CRSR up tu”
958 printtab<{24>: "CRSR doun !m"!printtab(24>!“CRSR left :h"
6@ printtab(24):"CRSR rightik"tprinttab{(24)! "PLOT/UNPLOT:j"
970 printtab(24>:"H.LINE FILL:d"tprinttab(24)>"V.LINE FlLLte"
972 printtab¢24>! "H.LINE DELETE:s"!printtab(24);"V.LINE DELETE:x"
974 Printtah(Eﬂ?#'FIHIEHIEETUHH"

980 poKe2P4@ ,255i1yv=53248ipokKev+21,1ipokKev+39,11x=24ty=501pokey xipokev+l,y
990 getaFtlifa$=""then3ISA

1900 ifa$="u"andy >=58thens=s-4@ty=y-8i1l=]1-24igoto 1888

1205 ifa$="d"thengosubl258@

1218 ifa$="m"andy<{=202thens=s+4B8ty=y 48] =] +24tg0t0 1088

1815 ifa¥="s"thengosubl348

1220 ifa$="h"andx>=32thens=s-1!l=1~-1tx=x-8Bigoto 1080

1821 remictrl al

18622 ifa$="H"thenrun

19025 ifa$="e"thensgsosubl 188

1030 ifa$="K"andx{(=2PAthenc=s+]il=1+1tx=x+Bigoto 106D

1935 remlS crsr dnl

1948 ifa$=chr$¢13)thenprinttab{24):"0.K.FEEEEEEET" t90t0 1030
1845 ifa$="x"thengosubl430

1858 ifa${>"j"thenSSa

1PEP ifpeeKis)=d42thenpokKes ,15is$(]l)="o"lpokes+54272,1190t01880
1070 ifpeeKi{s)=15thenpokKes ,421s%${(1)="%x"1pokes +54272,6

10688 pokKev , ,xipokKev+l ,yigoto33@

190980 forq=0toS503icHEF{int(q /B))=cH(intiq Bl I+sFiq+ldlinext

1198 forq=80toE3

1118 forw=1toB

1128 p=8B-u

1138 ifmid$icFiql,u,l)="o"thent=t+u(p)

1148 nextiddiqli=tit=Binext

1158 forq=ciP)toci(B3)ipokKeq,diedie=e+linext

1160 print"Press any Key "twaitl37.,181lirun

1178 end

1188 11=1tifl1<{=24thenll138

1185 11=11-24:1if11>=25thenl 185

1198 =s1=182494+]11-1

1208 forq=11to(584-(23-11))step2d

1212 pokesl , 1S5tpoKes 1+454272.,1




1215
1228
1238
124@
1258
12608
1270
1288
1318
1328
1338
1340
1356
1368
1378
14808
1418
1428
1438
1448
1458
1468
1478
1488
1498
1528

151a

s l1=s51+480

sFiql="o"

next

return

e l==

11=1
1fint({l1-13-24>={11-1)-24thengotoil318
l11=]11-12s1=s1-12:gotolZ270O
{qrq=1£tull+23
pokKes],15tpoKes 1454272 ,1is$(ql="p"isl=cl+]linext
return

2 1==s

11=1]
ifint({l1=-1>/24%=(]11-1>/24thengotalddn
ll=]l1-1tsl=s1-1igotol360

forq=]1tacl 1+23

poKes ]l 42 ipokKes 1 +54272 ,6leFi(ql="%"tesl=cl+linext
return

11=1tif]11<=24then 1458
l11=11~24tifl1>=25thenlild98

£l=1024+]11-1

forq=1 1to(S@84-(23-11))=z=tep2g

pokes ] 42 tpokKes | +54272 .6

£l=s]1+48

T ICPER

next

return

Tl | POOLSWINNER

COMPUTER GAMES Q="

Tornaiks Low Livsl
Sabre Wol

Lasdi & Nidehght
Juck B The Desnsiei

Payirnn
Wikl Laip Fodgtihel

Merrals Wood Garage,

Video,

Merrals Wood Road, Strood, Kent.

Please send for following Computer.
! enclose a self-addressed stamped envelope.

Please tick box to show make of

Send for list of games on VIC 20, BBC, Oric, Dragon. Our end of S
summar sale makes many games half price. All prices include Post and = .
Packing, and VAT. Cheques and Postal Orders made payable to Voce paons ¢ hey SOFIT'WARE phone 24 hrs

THE ULTIMATE POOLS PREDICTION PROGRAM 1Yt

atomatically as resnits come in
#® FPREDICTS Not jusi SCOREDRAWS, but AWAYS, HOMES
and NO SCORES.
COMMOGORE B4 REC @ SUCCESSFUL SELEC guaranies that Peolswinner parforms
_ FRICE significantly better than chance.,
ey s L @ ADAPTABLE Probabilities are given on gyery fodure -
epac® Mand 5 9% choose as many salections as you nead for your bed. The
o precise prediction formula can be set by the user - you can P
788 develop and test your own andague method. Bomect ik classdiad
e s 7.96 ® SIMPLE DATA ENTRY Al English and Scottish team names mstruchon bookise
Toy Birssis 2?,3 are in the program. Simply type in the relerence nurnbers froomn the screen. Or use FIXCGEN
Agiec Challengs i 85 to produce fodure kst automatically (ses below)

@ DISCMICRODRIVE COMPATIBLE All versions (except Apple and [BM]) are suppliod
on tape, with simpls instroctions for conversion o dise/microdrive oparation
(This seasons resukis are supphed with the package 50 thal predictions Can Start immesdiatalby. )
AVAILABLE FOR Spectrum (48K), Commodors 84, VIC 20 [+ 16K}, AMSTRAD
CPC 464, BBC B, Atari (48K), ZX8] (16K), Dragon, Apple [I, [BM pc

PRICE £15.00 (all inclusive)
ATL.HS’EHnmmeulmhmmtngmme

: msm 8#5 fixture lis into the computer. FIXGEN has bean
programmed with all English and Scoftish

ficrares for 1984/5. Simply type o the date, and the full fixmnre st @
generaied in seconds. Fally compatible with Poolserinnar

Computer L1 8RC Atari POOLSWINNER with FIXGEN £16.50 (all inclusive)

[ | Spectrum Commodore vIC Oric

L e P

FOMLT e ndepus winning

ACOOTEBE ... veicnsasiasieiianinnsnnss ] gystem. Using information from
daily newspapers or Sporting Lile’, the most imporant {actors can bae input and
analysed. The program is supplied with a databaese detailing best trainen and
jockoys, and aflect of the draw for all British courses. (Flat & National Hunt.)

PP P B B e S R AVAILARLE FOR Spectram (48K}, Commadore 64, BEBC (B), Dragon, Atari (48K). Apple 11

S PRICE £12.50 (all inclusive)

T ety b i e e e Rl ki e R rer e s 1

AVAILABLE (RETURN OF POST) FROM ..
ATt G i T o W

selec EYN

Va2 37 COUNCILLOR LANE, CHEADLE, CHESHIRE. & 061-428 7423
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VIC-20 PROGRAM

ive ¢ o9 o

In this neat little maze game

by Paul Shaddick you're a dog

digging up bones you buried in

a maze. Be warned — it's not
as easy as it sounds!

In this maze game you are a How it works

dog. A few weeks ago YOU | |3 (lears screen

buried several bones around a | | 3.49 introduction

maze and now you want to dig | | 55-60 set up levels of difficulty
them all up again. You can only | | 100-104 movement of dog, draw

see one bone at a time and when maze
you get it you gain points. 1006 POKEs bone on screen

Sounds easy? Well, there’s a
snag: there’s a time limit for

1008 position of bone
1010 tmer
1013 hi-score

each bone. You have three lives 1015 lives left, scoring

The maze is different each time | | 2000 death routine
and instructions are included. 2003 end of game
I sconing
J001-4003 congratulations when
Yariables level is cleared
LY lives 4003 starts again
S score

HS high score
TIS timer

OL position of bone
LE death routine after your \
time has run out

J position of dog \h

1 REM BONE HUNT

B8 POKE3E6878.,185

8 PRINT"J"

13 PRINT"®*%3%x%%BONE HUNT®%%%%%"

14 PRINT"BY ROB & PAUL SHADDICK#®#xkkkxkkidkrkr ik krs”
15 PRINT -

20 PRINTYLEFT rodd
21 PRINT
‘22 PRINT"RIGHT x"
23 PRINT
24 PRINT"DOWN L"
23 PRINT
26 PRINT"UP g
27 PRINT
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VIiC-20 PROGRAM

es
239
30
31
3z
33
34
as
36
a7
ae
ag
4@
g1
43
=]
<15
57
59
60
100
105
110
150
20
230

248
258
1808
188
18a
1a@
182
181
181
181
181
181
101
181
182
182
183
184
185
=uls

281

381
J81
381
381

FRINT"YOU ARE = «"

FRINT

PRINT"YOUR BOMNE IS=x

INPLUT™ HIT RETURN"! IFA$=""THEN32
PRINT"J"

PRINT"COLLECT EACH BOME BEFORE THE TIME LIMIT RUN OUT"

PRINT"OR YOU WILL LOSE A LIFE."

FRINT

FRINT"LEVEL 1=28 SECONDS"

PRINT"LEVEL 2=17 SECONDS"

PRINT"LEVEL 3=12 SECONDS"

PRINT"LEVEL 4=8 SECOMNDS"

PRINT" #%%%x% G000 LUCK %%%% %% "

PRINT

INPUT" HIT RETURN": IFA$=""THEN43

POKE36878,15

FORZ=128TO2551POKE3BB7S 2 {1 NEXT

FOKE3E8B7S5 .8

POKEZEEBY3, 118 INPUT "uls INPUT LEVELCI-9)M"’AtIFA<]l OR A>4THENSS
LE=S-A!LE=LE*4+4

PRINT"..D" :A=777D:POKEESB., 128

FORZ=BTO21tPOKE7Y724+2 102! POKEB142+Z , 1821 POKE3B48@+Z , 1t POKE3BBE62+2 , 1 tNEKT
ABY)=-1tAC1)=-221A(2)=1:A(3)=22tFORF=1TO18

PR INT " Sz s NEXTF t POKEA . 4
JeINT(RNDC1)%4):1G=J1POKE3Q7E0+A,7

B=A+A(JI)%2! IF PEEK(B)=16BTHEN FOKEB.,J!POKE30720<{RA ,6!FPOKEA+A(J]) 32tA=B:60TO22

J=(J+1)x=(J<{(3)1IFJ{>GTHENZ238O

JEPEEK (A)XIPOKEA 32t IFJ(4THENA=A-A(J)*216G0T0 220

B LV=3IFORZ=1TOEAIX=INT(RNDC1>*22)+1+INT(RNDC])>*8)*44

2 IFPEER<(77294+X)=160ANDPEEK(774E+X)=16BTHENFPOKRE?724+H ,32
4 NEXT 2

B H=RND(1)%396! IFPEEK(7724+X){(>32THEN108E6

8 OL=772494+X:POKEOL ,42

8 Tls="POOPAA":POKER ,94:J=3

3 PRINT"E"? 'FOR2=1TO33!PRINT" "IINEXKTIPRINT"#HS:®"IHS

S PRINT"@LVig"LV" HTIIME: X" TIS"BSC ' A"SC:IFVAL(TIS) >=LE THENZO0O8
E GETZ®$! IFZ$=""THEN1815

7 IF Z%="Z "THENJ =80

8 IF ZE="K"THENJ=2

8 IF Z$="P"THENJ=1

8 IF Z2%="L"THENJ=3

1 B=A+A(J) ! IFPEEK(B)<{>182 AND PEEK(B)>{>168 THEN 1848

8@ GOTO1815

@ IFPEEK<(B)=42THENZB008

® POKEB ,S94:!POKEA,32:A=B:!G0OTO 1815

@ LV=LV-1t1FORZ=155TOBSTEP-1:FOKEA . RNDC(1)x6+189

2002 MEXTI!POKEA,.94! IFLV >BTHENLID1B

280805 PRINT"H S In-NEW MAZE WF7W-START "
2006 SC=0:LV=3!GETK#! [FK$="E"THENSS
2087 IFKE="N"THEN1®18

8 GOTOZ288t6

3000 SC=SC+58-VALCTI$) IPOKEOL ,32! IFSC *HSTHENHS=SC
3081 IFSC»50@ THEN4228

2 POKE368B78.,15

3 FORZ=12BTOE255IPOKE3EB7S ,ZtNEXT
4 FOKE 3868B75.,0

& GOTOl1a86

4200 PRINT "

4001 PRINT"======-= WELL DONE=====-~ "
4992 PRINT"-TRY A DIFFERENT LEVEL
4203 IFSC)SPBTHENSC=0

4084 GOTO36

Page 20

HOME COMPUTING WEEKLY 11 December 1984




EDUCATIONAL SPECIAL

SWot spot

Home Computing Weekly is pleased to present you with
an extra-special feature — an educational extravaganza
for the Commodore 64 and VIC-20 by Margaret Webb.

Introduction
Recently a letter in Home
Computing Weekly asked how
a young user could placate his
parents who thought he was
wasting his time by using his
compute in every spare minute
(HCW 86). One way would be
for his parents to look through
the great variety of educational
software available and try to
stimulate interest in their child.

Educational software comes
in many guises; the learning
through fun approach, teach
and test with rewards or
straightforward learn and revise
types. Within these categories
there is a very wide range of
programs covering the full age
range. | have come across
programs designed to be used
with 18-month-old infants and
a language tape which could
help both ‘O’ Level student and
middle-aged traveller.

All the following categories
are a subjective look at some of
the range of software available.
The parent is the best guide to
the type of software required.
He or she knows the main
criteria for assessing the range
of programs to be looked at
before paying out hard cash for
the product chosen.

These criteria are:

1 Subject matter

2 Child’s age

3 Temperament — does bore-
dom set in very quickly?

4 Interests — many programs
have been written to appeal to
certain groups e.g. BMX
Maths, Maths Invaders, Bal-
looning, Secret Agent.

It's best to make a shortlist of
tapes and try to see them at
your local stockist before
buying.

To make life easier 1 have
divided the field into three age
groups, each with its own
requirements although there are
several underlying themes.

The groups are
1 Pre-school (one to five-years
old)

2 Primary and early secondary
(six to 14 vears)

3 ‘O’ Level, CSE and beyond

Pre-school

Most parents with pre-school
children want to help them get a
good grasp of everyday thmgs
In fact, the years up to a child’s
fifth blrthda:.r are the most
important, since during this
time we are building the
foundations of learning which
will be added to during the rest
of the child’s life. Before the
advent of home computers,
parents, playgroups and
nurseries were doing an
excellent job using all the
equipment and techniques
available. Now they have an
added dimension with computer
software.

Any program for use with
young children must be

carefully written since the user
will have very little grasp of the
written word. Consequently,
great attention must be given to
the effective use of graphics and
sound to convey ideas.

This is not to say that they do
not understand a lot — it can be
amazing just how much three-
year-olds can pick up from the
world about them. Even before
they can speak, they will have
heard a lot and stored it away
ready for use when the
appropriate stimulus comes
along. Even sitting on mother’s
knee and hearing her talk about
images on the screen a toddler
can acquire more knowledge.
Such an exercise will clearly be
more useful if the display is
bright, colourful and eye
catching. Add imaginative

\

COMMODORE 64
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sounds and you could be on to a
winner.

Some of the large publishing
firms have recognised an
extension of their fields of
interest in the software market.
Collins and Good Housekeep-
ing have tackled the problem in
an ingenious way, using eye
catching characters as a basis on
which to build good software.
In Collins’ case the star
character is Paddington Bear,
an easily recognised and lovable
character and Collins, in
collaboration with Michael
Bond, has created a series of
packages covering everyday
concepts and linking them to
Paddington's misadventures.

Good Housekeeping adopted
a new character called Mr T.
Both of these series cover
similar areas including
counting, shape recognition,
alphabet work, and money.
Mirrorsoft appears to have
taken a similar route with an
early reading package using the
Mr Men characters.

All the items I have seen from
these software houses use the
same basic rules: attract
attention, use short entertaining
sections, and offer ideas for
further work which is
independent of the program
(that means the parent must do
some work too!)

Primary and early secondary
When the child embarks on the
‘hard life’ in junior and secon-
dary school he or she should be
doing enough in school time or
lessons to make extra work at
home unnecessary. However
this is not to say that
educational computer programs
for this age group are obsolete
— far from it. Cut-backs in
educational spending mean that
in many schools the resources
are not available to provide the
equipment needed or the staff
to use it and you might feel your
child is not getting the best deal
as a result. Consequently you
may wish to make your own
contribution.
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Software is available to cover
most subjects and the emphasis
is mostly on learning through
fun. Through cunning use of
cartoons, arcade action or
conlemporary crazes, most
children can be induced to sit
down and learn without notic-
ing what is happening. Software
houses have latched on to this
and produced a range of
programs which, for example,
teach anthmetic with BMX
bikes and kangaroos in mazes
(Longmans), adverbs with
cartoon castles and carrots
(Diskovery) and reading by
tracking spies around Europe
(Hill MacGibbon). Hill Mac-
Gibbon has brought out a series
of packages with a thematic
approach to learning, com-
bining many basic subject in a
game which is fun to play. Piper
Software is marketing similar
software incorporating a
cassette and Piccolo book.

Adventure games deal with
the less obvious areas of
education such as comprehen-
sion, reading, logical and
sequential reasoning and
mapping techniques. Learning
and Training Systems has a
series which includes a space
adventure and a ‘mathemagic’
land one. Creative Sparks has
produced an adventure aimed at
ecight-year-olds upwards,
featuring Dangermouse.

Entering the areas of
computer literacy and
programming, there are
packages to introduce children
to the serious use of computers.
Honeyfold markets a book/
cassette package aimed at the
yvounger child and Collins has a
paperback book called Datalog
which provides hints, exercises
and practical aids.

‘0" Level and CSE

‘O’ Level and CSE exams can
cause a lot of stress, especially
as they loom closer and the
student realises that he or she
iIs nowhere near prepared for
them. This is where the
computer can come (o the
rescue. Many firms are
producing software which deals
specifically with exam revision.
They cover most of the subjects
in the exam syllabuses in a
variety of styles.

Whereas software for
younger children places the
emphasis on fun, by the time
the child has reached the fifth
form it’s time for hard facts
without frills. Of course the
programmer can extract all the
material from text books, but
the computer does have the
advantage of being interactive.
This can be like having a private
tutor to guide you through the
areas of difficulty and reinforce
the lessons learnt, Generally the

programs fell into two broad
Lypes:

1 Databases offering cross ref-
erences for revision
2 Mind joggers

As with the younger age
groups, the large publishing
companies such as Longmans
and Penguin have seen the
potential in this area. For years
they have produced written
revision notes and have now
extended the idea to software.
VIC-20 owners needn’t despair
since Commodore and Micro-
debug-Consultancy offer a
range of packages.

Before discussing packages in
detail, it is germane to comment
on the relative quantities of
material available. It will be
quite evident that most software
discussed is for the 64. The
large amount of available
memory and the superior
graphics capabilitiecs make the
64 an i1deal machine for
education. The VIC-20 on the
other hand, is rather limited in
both these areas and it is
inevitable that it will receive less
attention from software houses.
Most packages for the VIC will
require some form of memory
expansion.

Grading this software has
been difficult as most of it is of
a very high standard. | have
chosen three criteria and given
percentage ratings to give a
guide. The criteria are:

1 Graphics — covering presen-
tation of both text and graphics
2 Sound

3 Content — varies with age
range

The overall rating is given in
terms of stars:
* Poor
* * Average
* % * Good
* % % * Very good
* % % % & Excellent

Brief Reviews
Pre-school

Mr T's Shape Games (Good
Housekeeping) £9.95 Cassette
CBM 64

Side 1: Match up shapes. Can
be played by child alone.

Side 2: Picture maker using
simple shapes
Graphics 95% Sound 70%
Content 90% Overall & # * *

Mr T's Alphabet Games (Good
Housekeeping) £9.95 Cassette
CBM 64

Side 1: Shows letter formation.
Side 2: Tests letter recognition
and matching.

Graphics 95% Sound T70%
Content 90% Owverall % % % *
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Mr T's Number Games (Good
Housekeeping) £9.95 Cassette
CBM 64

Early counting and letter recog-
nition (up to nine) and two
games to test this knowledge.
Great fun putting the spots
back on a ladybird — musical
rewards.

Graphics 95% Sound 85%
Content 90% Overall % % % %

Identikit (Stell) £7.95 Cassetie
CBM 64

Remembering and building
faces on screen.

Graphics 60% Sound 40%
Content 50% Overall * &

Party Time (Cleverclogs APS)
Cassette CBM 64

Six games to play with your
toddler. Learn numbers, letters
and sing nursery rhymes.
Graphics 95% Sound 75%
Content 80% Overall + % *

Toddler Tutor (Channel §8)
£6.95 Cassette CBM 64

Match colours and letters.
Learn the alphabet to music.
Count toys.

Graphics 80% Sound 80%
Content 80% Owerall % * % #

Count with Oliver (Mirrorsoft)
£7.95 Cassette CBM 64

Help Oliver count toys and
sweets. Simple addition and
subtraction with cartoon
character.

Graphics 80% Sound 70%
Content 75% Overall % & *

Look Sharp (Mirrorsoft) £7.95
Cassette CBM 64

Side 1: Matching, odd-one-out,
memory testing.

Side 2: For older children, same
games but using space travel.
Graphics 80% Sound 80%
Content 80% Overall % % *

Maitch up (Diskovery) £15 Disk

CBM 64

Learn the letters of the
alphabet. Match letters and
symbols, which float across the
screen, with the one in your
basket.

Graphics 75% Sound 65%
Content 45% Overall * *

Paddington’s Garden Game
(Collins) Cassette CBM 64
Learn to move Paddington
around a colourful garden maze
catching butterflies.

Graphics 95% Sound 75%
Content 90% Overall % % *

Paddington's Shopping Mixup
(Collins) £7.95 Cassette CBM
64

Fun helping Paddington sort his
shopping. Counting.

Graphics 90%s Sound 75%
Content 90% Overall % % % *

What's the Time (Collins) £9.95

Cassette CBM 64

Makes telling the time easy even
for the youngest child. Both
digital and analogue clocks.
Needs helper.

Graphics 9% Sound 85%
Content 85% Owverall + * %

Flashcards and Spelling (Todd-
lersoft) £4.50 Cassette CBM 64
Automated flashcards with
matching graphics for use even
with the very voung.

Graphics 95% Sound 90%
Content 95% Overall & & & » *

Nol seen

Mr T's Measuring Games (Good
Housekeeping) £9.95 CBM 64

Mr T's Money Box (Good
Housekeeping) £9.95 CBM 64

Mr T Tells the Time (Good
Housekeeping) £9.95 CBM 64

First Steps with the Mr Men
(Mirrorsoft) £7.95 CBM 64

Paddington’s Early Visit
(Collins) £7.95 CBM 64

Paddington’s Problem Picture
(Collins) £7.95 CBM 64

First Numbers (Collins) £9.95

Primary and secondary school

The Alphabet (Commodore)
£9.99 Cassette VIC-20 + BK
Rudiments of alphabet. Teaches
letters and their sounds.
Graphics 40%o Sound 40%
Content 40% Overall * *

Arithmetic 2 (Commodore)
£9.99 Cassette VIC-20 + 8K
Basic number work. 0 1o 20.
Counting and number recogni-
tion. Multiplication and divi-
sion. Counting in twos, threes
and fours. Test games.
Graphics 40% Sound 40%
Content 40% Overall # &

Vocabulary (Commodore) £9.99
Cassette VIC-20 + 8K

One hundred commonly used
words to help build vocabulary.
Test section.

Graphics 40% Sound 40%
Content 40% Overall # %

Reading (Commodore) £9.99
Cassette VIC-20 + 8K

Covers word and sentence
building, comprehension,
vocabulary and spelling.
Graphics 50% Sound n/a
Content 50% Owverall #* *

Arithmetic (Commodore) £9.99
Cassette VIC-20 + BK

Tests all aspects of basic maths.
Graphics 80% Sound 40%
Content 90% Owverall * % %
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Number Gulper (ASK) Cassette
VIC-20

Collect numbers to make a pre-
determined total using the four
rules of numbers.
Graphics 80%s
Content 90% Overall * %

Sound n/a

Paddington and the Disappear-
ing Ink (Collins) £7.95 Cassette
CBM 64

Helps seven to nine-year-olds
with writing. Simple word
processor and gazzeteer of
South America.

Graphics 85% Sound 70%
Content 90% Overall % % % %

Know your Tables (Collins)
£9.95 Cassette CBM 64

Helps teach tables (old-fashion-
ed but necessary). Timed tests.
Graphics 80% Sound n/a
Content 90% Overall * * %

Primary Maths (Channel 8)
£6.95 Cassette CBM 64

Single and double-column
addition and subtraction with
graphical representation of
numbers as dots grouped in tens
and units.

Graphics 95% Sound 70%
Content 9% Overall % & *

Maths Tutor (Channel B) £6.95
Cassette CBM 64

Follows on from Primary
Maths. Addition and subtrac-
tion to 9999, Multiplication and
division with tests.

Graphics 807 Sound 70%
Content 90% Overall * * %

Maths Invaders (Stell) £7.95
Cassette CBM 64

Space Invaders in disguise.
Sheet the sums with the
answers.

Graphics 75% Sound 75%

Content 75% Overall & & &

Monster Maths (Shards) £6.95
Cassette CBM 64
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Five different maths games.
Lots of fun. Enter vour friend’s
name, get the sums right and see
the monster eat your friend!

Graphics 80% Sound 807,
Content 85% Owverall % % % %

Fun to Learn (Shards) £6.95
Cassette CBM 64

Five games covering numbers
and words.

Graphics B0% Sound 80%
Content 85% Owverall & % % *

Decimals (Chalksoft) £9.25
Cassette CBM 64
Dry, drill-like
decimals.
Graphics S0% Sound n/a
Content 75% Owverall # *

lessons 1n

Word Wobbler (Longmans)
Cassette CBM 64

A spelling bee using letters on a
grid as meanies trying to catch
you. 1500 word vocabulary and
you can add your own. 8 years

+ .
Graphics 80% Sound 65%
Content 85% Overall # * *

BMX Number Jump (Long-
mans) Cassette CBM 64

Jump your bike over the gate
with the answer to the sum at
the top of the screen. Watch out
for the Kangaroos. 6-10 years.
Graphics 85% Sound 65%
Content 80% Owverall * % *

3D Hypermaths (Longmans)
Cassette CBM 64

Avoid the meteors and get the
sums right. Fast and furious. 8
years +.
Graphics 90% Sound 80%
Content 90% Overall % % % *

The Wordbird (Diskovery)
£14.95 Disc CBM 64

Animated cartoon sequences
help with propositions. 6-12
years.

Graphics 95% Sound 75%
Content 75% Overall + % *

Time Zone (Diskovery) £14.95
Disc CBM 64

Cartoons illustrate time and
extend vocabulary and use of
before, after etc. 6-12 years.
Graphics 95% Sound 75%
Content 75% Overall & % *

Word Feud (Audiogenic) Cas-
sette CBM 64

Find the matching word in
the word square before the
computer.

Graphics 80% Sound 60%
Content 75% Overall & &

Run Rabbit Run (Hill Mac-
Gibbon) £6.95 Cassette CBM
64

Fun game which helps to
strengthen logic and arithmetic
skills. Guide rabbits to their
burrows avoiding the fox. 8
years +.

Graphics 75% Sound n/a
Content 75% Owverall % % *

Ballooning (Hill MacGibbon)
£9.95 Cassette CBM 64

Basic scientific and mathematic
skills are used as you learn to fly
and land a balloon. 8 years +.
Graphics 70% Sound 50%
Content 75% Owverall * *

Car Journey (Hill MacGibbon)
£9.95 Cassette CBM 64

Learn map reading, route plan-
ning and use mathematical skills
to run a profitable road delivery
service, 9 years +.

Graphics 75% Sound 60%
Content 80% Overall & % *

Secret Agent (Hill MacGibbon)
£9.95 Cassette CBM 64

Great fun as you read coded
messages and chase around the
capitals of Europe tryving to
outwit an enemy agent. 9 years
+.

Graphics 85% Sound 60%s
Content 9% Overall & % % %

Punctuation Pete (Hill Mac-
Gibbon) £9.95 Cassette CBEM
64

Good clear graphics are used to
test punctuation as you correct
a page on the screen. On the
reverse of the cassette 15 a
thesaurus and a hangman game.
Good value. 9 vears +.
Graphics 85% Sound 60%
Content 90% Overall % % % *

Brief Reviews
Pre-school

French Mistress (level A) (Kos-
mos) Cassette CBM 64

A language lesson which will
help school children and
tourists alike. Teaches and tests
vocabulary.
Graphics 75% Sound 50%
Content 85% Overall % # *

German Master (level B) (Kos-
mos) Cassette CBM 64
This second level cassette

teaches and tests vocabulary

and grammar.
Graphics 75% Sound 50%s

Content 85% Overall # * *

Danger Mouse and the Black

Forest Chateau (Creative
Sparks) Cassette CBM 64

A easy to use adventure with

lovely pictures of DM and
Penfold.
Graphics 90% Sound n/a

Content B5% Overall & % % *

Kids on Keys (Spinnaker) £9.95
Cassette CBM 64

Teaches the child where letters
are on the keyboard plus simple
reading games. 3 to 9 years.
Graphics 90%s Sound 807
Content 90% Overall * % & *
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Make a Face (Spinnaker) £9.95
Cassette CBM 64

Fun as you create faces from
the bank of noses, ears etc.
Faces can be animated. Memory
game. 3 to 8 years.

Graphics 90% Sound 50%
Content 9% Overall % % % *

Story Machine (Spinnaker)
£9.95 Cassette CBM 64

Write simple stories and watch
the machine illustrate them.
Find out how *‘the Bumpus zots
p the boy’. 5 to 9 vyears.

| Graphics 90% Sound 85%
| Content 90% Overall & & & &

| Up and Add 'Em (Fisher-Price)
£9.95 Cartrnidge CBM 64
Teach 3 to 7 vear olds simple
number skills while watching
jumping rabbits and other
animals.

Graphics 90% Sound 90%
Content 90% Overall % # * *

MNumber Tumblers (Fisher-
Price) £9.95 Cartridge CBM 64
A fast-moving game in which
you jump about a grid solving
arithmetical problems.
Graphics 95% Sound 90%
Content 95% Overall+ % % + *
MNot seen
Master Maths (LCL) £90
Micro Maths (LCL) £24.50
Animated Arithmetic (LCL) £6.50
French 64 (Dynamite) £12.95
German 64 (Dynamite) £12.95
Your Adventure (LTS) £10.95
Mathemagic Land (LTS) £8.95
Space Adventure (LTS) £11.95
Commodore has a wide range of
CBM 64 sofltware for all age

groups. Insufficient time to get
review samples.

‘0" Level and CSE

F Biology (Longmans) Cassette
CBM 64 _ _
{ Revision check hist. Detailed

revision of heredity, food and
skeleton. Well thought out.

Graphics 85% Sound n/a
Content 0% Overall & % * *

Chemistry (Longmans) Cassette

CBM 64
General and detailed revision.
Graphics 85% Sound n/a

Content 907 Overall & & % *

Mathematics (Longmans) Cas-

sette CBM 64
General and detailed revision.
Graphics 85% Sound n/a

Content 90% Owverall % % *

Physics (Longmans) Cassette

CBM 64
General and detailed revision.
Graphics Y% Sound n/a

Content 90% Overall % % & %

French (Longmans) Cassette
CBM 64

Tests grammar, translation and
teaches some geography.
Graphics 90% Sound n/a
Content 857 Overall % % % *

Computer Studies (Longmans)
Cassette CBM 64

Generla and detailed revision.
Graphics 85% Sound n/a
Content 9% Overall % & &

Romeo and Juliet (Penguin)
Cassette CBM 64

Database approach to revising
Shakespeare. Cross reference
facility is ideal aid to essay
Writing.

Graphics 80% Sound n/a
Content 95% Overall % * * *

Twelfth Night (Penguin) Cas-
sette CBM 64

Database approach to revising
Shakespeare. Cross reference
facility is ideal aid to essay
writing.

Graphics 80% Sound n/a
Content 95% Owverall % % & *

Nol seen

Physics (Micro-de-Bug Consul-
tancy) VIC-20

Biology (Micro-de-Bug Consul-
tancy) VIC-20

Maths (CSE) (Micro-de-Bug
Consultancy) VIC-20

Commodore has a wide range
of CBM 64 software for all age
groups. Insufficient time to get
review samples.
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teacher with 11 years experience
in the teaching of infants,
juniors and children of all ages
with learning and behavioural
difficulties. She is currently a
freelance author and software
reviewer. She has two children
who served as willing testers of
the software described in this
supplement.
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Applied Systems Knowledge,
London Hse, 42 Upper Rich-
mond Rd, London SW14 8DD

Audiogenic, 39 Suttons Ind
Park, London Rd, Reading

mew Hse, 92 Fleet St, London
EC4

Kosmos Software, 1 Pilgrims
Cl, Hartington, Dunstable,
Beds LUS 6L X

RG1 6AZ

Chalksoft, 37 Willowslea Rd,
Worcester WR3 TQP

Channel 8, 51 Fishergate, Pres-
ton, Lancs PR1 88H

Collins, 8 Grafton St, London
WIX 3LA

Commodore Business Machines,
1 Hunters Rd, Weldon, Corby,
Northants N17 1QX

Creative Sparks, Thomson Hse,

Middx

Learning and Training Systems,
Haydon Hse, Alcester Rd,
Studley, Warwicks B80 TAP

Longman Software, Longman
Hse, Burnt Mill, Harlow, Essex
CM20 2JE

Mirrowsoft, Mirror Group
Mewspapers, Holborn Circus,
London ECIP 1DQ

Shards, Ste G, Roycraft Hse,

%‘gfnhnrlzﬁgil: b&:}ur ?du%ﬂu Rd, Linton Rd, Barking, Essex

. Softsel, Central Way, N Fel-
Diskovery, (Softchoice), 52 :
Platts La, Hampstead, London m?ﬂx Trading Est, Feltham,
NW3 INT
Dynamite Software, BCM Spinnaker, WHS Distributors,
8713. London WCIN 1XX St Johns Hse, East Leicester

: LE! 6EB

Ebury Software, National Mag- _
azine House, 72 Broadwick St, | Stell, 36 Limefield Ave, Whal-
London W1V 2BP ley, Lancs
Fisher-Price, see Spinnaker Sulis, 4 Church St, Abbey

Green, Bath, Avon BAl INL

Toddlersoft, 1 Cat La, Cottage,
Ewelme, Oxon

Good Housekeeping, see Ebury
Software

Hill MacGibbon, St Barthole-

LCL, 26 Avondale Ave, Staines,

SOLID STATE SOFTWARE
TEXAS INSTRUMENTS
Extended Basic ..,
MinErmemory

Personal Record Keeping
Home Budget Management
Adventure! Pirate.........
Buck Rogers.

F!.-.ur-:.p'l-rnn 1154

Hopper e
Jowhreaker 1.......
MASH

Moon Mina

Munchmohbile

Parsec

Return to Pirate Isle.
Sneggit

Star Trek

MODULES UNDER E10!
*Zaro zap

*Video Games 1
*Tombstone City
*Connect 4

*Chisholm Trail

*Car Wars

*The Attack
*A-maza-ing

"Hustls

... 58,25
...h0. 95
22.50
LT 50
19.95
as e LS
L14.95
- 14,95
L1495
14,95
14,495
17.50 ¢
L 19.95 Coace T
cea 14,95 "."':-'.||||'| heecd
... 1895 * Exiended basic.)
*Parco Pack
4 games in labrary case.......
VIRGIN Games
Kobopods...
Fun-Poc
Fun-Pac2... 4.95
Fun-Poc 3 495

2% All 4 above in ibrary case ............ 18.50
COLLINS Educational

l:__rr-. Ll .-"ll..""l.l'ﬂl .l‘l.!n:l.'ll_.'u:!." in ecach
Slarter Pack 1

Starter Pock 2

Gamoes Wriler Pock 1

Caames Wniler Pack ,ﬂ"

PARCO
Electrics

software for the TI-99/4A

CASSETTE SOFTWARE
PARCO Software

Hop On
*Listhile (dolabase)
595

795

A 1509

4,95

L4995

*OUR PRICE £9.95
ATARISOFT for TI-99/4A

1ok &y Raono
I |r|;|||-1 finl

I"-"Il-: JLHD F'Il. e !-I

20.00
18,00
20.00
18.00
12.50
24 50

18 00

|"-|"|". FJI ¥ IMiEan

*ﬂLI. FOUR ABOVE
+ FREE BASIC TUTOR
CASSETTE..£18.00

I:III' i Il‘-l1l CRFNEAIA]
I"'|||rI F'II"I'-.IIH'IH
Protiectar 1

+ ICINY IO rmog fules i shock § MOny mord f-|_,|‘|',|1 s in slock

For a free price list and further information send a s.a.e. to:

4 DORSET PLACE, NEW STREET, HONITON
DEVON EX14 8Q5. TELEPHONE (0404) 44425

Access orders taken by telephone.
All prices are inclusive VAT and p&p.
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AMSTRAD CPC 464 S0FTWARE

TIMESLIP

yvour quest and then complete it? A classi
adventure, with dozens of probilems to ke you

perplexed for weeks Features include save game tacilbity
and very large vocabulary

THE MOORS CHALLENGE

An ancient game of strategy and cunnmg
your opponents counters to win Play aganst your

Amstrad CPC 464 a1 any of bive skill leweels, trom simple
10 advanced or play agamst 4 fneed, you
the computer play agaimnst insell

Send cheque: PO s payabile o

ROLLABALL

FLY challenging game of skill,
relyimg on quick wits and steady
nervies. Lan you keep the

ROLIL ABALL in motion?

£6 95

All you have to do s shde 4
e of track in s path 1o
chiviert ot trouble 15 the tracks
alwiys chsappear when the
HOLLABALL moves over them
A voery addichive one player

LJediThes

THE ROYAL QUEST

Can you dhiscover the object of
ferxd Caidly

EFE Y

R ]

Lapture all

Ry Y T A e

TIMESLIP

P
[ L s

STONEYBURN WORKSHOPS
THE QLD PRIMARY SCHOOL
STONEYBURN,. WFEST LOTHIAN EHA7 BAP




King Arthur's
Quest
Sprectrum 48K

£7.95

Hilly MacGibbon, 92 Fleet
Street, London EC4Y 1DH
Adventure games seem (o be

gaining 1n sophistication by the
day. It is rather strange then that
this game seems to have a
number of the newer features,
mixed with older and less
attractive ones. In its favour are
the range graphics, which are
display the location along with
those in front in a fan shape.
There 15 also part of the screen
that is kept for the objects that
vou have found and picked up
along the way. The game is
played on an eight section board,
each with a 10 by 10 grid size.
This cannot all be held in
memaory at once so that you must

Aztec, Hunt
for the Sun
God
Spectrum 48K
£7.95

Hill MacGibbon, 92 Fleet Street,
London EC4Y 1DH

1Du13ncd as an educational
adventure for children and
programmed by the education
specialists Five Ways Software
you might expect a great deal !
from this. It is well packaged and ;
the box contains the cassette,
instructions and a poster which®?
includes a code-breaking chart.

You can play the part
Quick-lizard who awakes rom a
dream to find that all the people
of his village have disappeared
and so has the sun.

You are given a view of vour
surroundings in a

of

“Ndirection. All the possible
s, options are placed on the number
. dkeys and a keyboard template
*wpplicd.

h If you pick up an object, it is
k ishown on the right of the screen
which is a nice touch. If vou find
a compass, the direction that you
are facing is indicated on the
compass and this changes as you
turn around.

The speed of the graphics is
slow but this 15 only a minorg
pmblem The instructions are
nn]v fair, there is a buzz every so
often but nowhere is this

explained or mentioned.

instructions T5%
\playahiliu‘ 15%,

graphics B5%

value for money 80"

*x K Kk X

1 ' three vy
dimensional perspective and can
move forward or turn in either

reload part way through.

The features that aren’s so
attractive, are the lack of input
options which the game offers.
These are reduced to 10 and each
15 placed on a single, number,
key. There are noe room
descriptions in the rtraditional
sense either but there are plenty
of objects and locations to keep
VOur interest.

I cannot see this being a hit
with the more serious adventure

players but it will attraci
children. D.C.
instructions 750,
playability 80%%
graphics 90y
value for money B50%

x KxX Kk X

Legends for
cicddventurers

Mythical characters of long
ago provide the setting for

Barrowquest
Spectrum 48K
£5.95

CCS, 14 Langton Way, London
SE3 7TL

a0ld as an adventure game, this
: 15 not what most people would
expect of an adventure. It is
more like a fusion of maze and
adventure games and has much
more in common with the Valley.

The action takes place in real
time and vou have a graphical
screen showing location and type
of land that surrounds vou. The
aim is to recover Sartraks Stone
and in order to do so you must
wander all over the Borderland
collecting the objects and tools
that will allow you do so.

A great deal of the searching is

more excitement

Sherilock
CBM 64
£14.95

Hse, 39
Abingdon,

Milton
Oxon

Melbourne
Trading Est,
OX14 4TD

The setting is London, in
Victorian England. You start off
at home in Baker Street at 8am
one Monday morning. On
' leaving your house you must hail
a cab, set off to find a crime and
then solve 1t.

To move between the many
sections of the game you have to
take cabs. You tell the cabbie
where in London you want to go
and then wait until you arrive ai
your destination. The problem
with this is that you must know
the places where Sherlock would
go to — if you don't then the
game comes to a standstill
because vou can't go very far on

- RO -

fool.

Just like its predecessor The
Hobbit, you should enter
instructions in full sentences.
Some screens have a  small
picture although all have detailed
descriptions.

The game 1s hard and will take
months of playing to complete.
Any buyers should bear in mind
that reading Sherlock Holmes

books might help. K.l
instructions TO%
display 85%
ease of use B0,
value for money 90%

x K K K

in barrows, the burial mounds of

l? London NW1

:-,‘J'urnu should be able to join them

i 4A¥F 'V

a race now long dead. These
comprise a number of
labyrinthine passages and levels
and there are only two ways out.
The first is to enter another
barrow, the second to find some
x-pills and walk through a wall.

There are plenty of monsters
who don't like the look of vou,
and a number of weapons to find
which appear on the screen when
collected. The save game facility
15 essential in this good but not

terribly addictive game. D.C.
instructions T5%
playability T0%s
graphics T75%,
value for money T0%

|

Activision, 15 Harley House,
Marylebone Rd, Regents Park,

This game should come with a
government health warning — it
destructs your joysticks, makes
vou unpopular with the rest of
the family at peak TV viewing
times and eventually drives you
insane,

On screen there is a grid of
elements: pipes, bends and joins.
You may move along these
elements and rotate them about
their central points. Eventually

all together so that they are
connected to the central element
in the grid. Now Zenji occurs —
your aim in the game.

If it sounds easy then believe
me — it isn't. When Vou turn one,
element you may in some cases
disconnect half of the elements
from the central one,

To make the game harder
there are creatures which move!
around the elements and,
sometimes fire at you. Tnuchmgf
either of these will cause you to
lose your life.

The graphics are simple but
very effective. A point to note is
that every time vou turn an
element the whole screen has (o
be updated: This is done very
fast and there is no noticeable

_m;-z

loss in speed. K.L
instructions T0%,
playability Q0%
graphics 100%,
value for money 100%s

*x Kk Kk Kk X

¥ T
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There seems to be a lot of
snobbery attached to the use of
machine code as a program-
ming medium. Most of it comes
from the software houses which
deal in arcade games. The
simple fact is that whilst
machine code is vital for real
time games with fancy graphics,
it is not a necessity for all
software. For example, 1 can
recall using a well known
commercially written database
which, apart from a SORT
routine, used BASIC. In the
hands of a competent program-
mer using efficient algorithms,
high level languages are a
perfectly good medium for
writing efficient programs.

Occasionally, however, you
will need a piece of fast graphics
or perhaps a fast SORT or data
acquisition routine which must
be written in machine code.
Such is life: the problem then
becomes how to link the routine
to BASIC in the most efficient
way. Fortunately, CBM
computers are sufficiently
flexible to offer a range of
interface techniques. The main
problem is how to transfer data
to and from the machine code.
There are three simple methods
available.

The most usual approach is
to POKE the data into an area
of memory from which the
machine code calls the data as
required. This method limits
you to values from 0 to 255.
The VIC (and Commodore 64)
have the added option of
locations accessed by the 6502°s
registers during an SYS call
(7800 holds accumulator, 78]
holds X register, 782 holds Y
register and 783 holds the status
register). This offers a simple
means of data access. For
example, to print a star ai
coordinates X,Y try:

POKET781,Y: POKET82,X:
POKE783,0: SYS65520:
PRINT CHRS$(42)

The SYS command transfers
the contents of these memory
locations to the various 6502
registers when called and
returns the current values of
the registers on returning to
BASIC. Consequently the SYS
call can transfer up to three
parameters to and from a
machine code routine.

The USR command is a
means of transferring one
floating point number (in the
range 0 to 65535). The routine
takes the parameter Z in
Y =USR(Z), converts it to
floating point format and sticks
it into floating point accumu-
lator # 1. If you are using non
integers, there are a range of
floating point routines
available. If you are using

' Listing 1

JSR $0079...CHARGOT routine,
fetches current byie in
command

Interfacing

code to

BASIC

Allen Webb leads you through
the fundamental principles
involved in his article on
machine code and BASIC

integers, a call to $D7F7 will
convert the number to integer
and put it in $14 and $15.

The most versatile technique
is to create your own BASIC
command: e.g. SYS Z,A,B,
would let pass two floating
point numbers (A & B) to the
routine at Z. What you must do
is extract the data from the
command with listing 1.

JSR SCEFD...CEKCOM, is it a
comma? if not print SYN-
TAX ERROR

JSR SCDBSA...evaluate express-
ion test and reject if non
NUMErIc

ISR SD7F7...convert number to
integer in 514 & 315

LDA 514

STA MI

LDA §$15

STA M2

The last four instructions
save the parameter in RAM.
You must repeat this sequence
for each parameter. The flexi-
bility of this method is that
expressions can be used, e.g.

SYS Z, 5*SIN(A), Y 1.5
would be accepted.
For the adventurous, the

ideal means of transferring data
is by using the BASIC variables.
Don't panic, it's quite easy.
Normal variables are stored as
seven bytes. The first two bytes
hold the ASCII values of the
name. If the name is only one
character then the second byte
is zero. e.g. for variable A, the
bytes are 65 and 0. The other
five bytes are the value of the
variable. Listing 2 shows how to
extract the value of the variable
as an integer. The call to $DOE7
finds the variable whose name is
in $45 and $46 and puts its
address in $47 and 348. The call
to $SDBA2 loads floating point
accumulator #1 with the
floating point number located
at the address in $47 and $48.
The rest is obvious.

Well, there you have it. Try
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messing about with these tech-
niques, I am sure it will improve
vour programming efforts.

Listing 2
Routine to convert variable A to
an integer and store the result in
memory locations M1 and M2

LDA #65 ‘REM A...first
letter of variable's name

STAS45

LDA #0 :REM No second
letter

STA S46

JSR SIME7 :REM find variable
A

LDA $47 :REM least significant
byte of A's address

LDY S48 :REM mosi significant
byte of A's address

JSR SDBA2 :REM load A inilo
Floating Accumulator #'1

JSR SD7F7 :REM convert FAC
# 1 to integer in $14,515

LDA $14

STA M1

LDA §15

STA M2

RTS

So you’ve created your finest
master-piece, a combination of
BASIC with some machine code
graphics. The only problem is
where to put the machine code
so that it won’t be corrupted
and how can it be loaded with
the BASIC. Fear not, the

versatile VIC (and Commodore |

64) have several solutions to
yvour problem.

Let us first take an idea from
the Sinclair machines. Type in
listing 1 at the end of this article
and run it (without any memory
expansion). What does it do?
The REM has reserved a series
of bytes as asterisks. Line 10
loads the machine code into this
space. A nice, easy technique
provided that you use no zero
bytes (interpreted as end of line
by the computer) and your code
is less than 99 bytes long.
Perhaps your code is a little
longer?

Due to the stable nature of,
the memory map in the VIC, 1t
is possible to reserve areas for
your code. These areas are
commonly used: i) The cassette
buffer;: the area 828-1019
(3033C-$03FB). This area is

over-written if you wuse the
cassette. ii) Lower the top of
memory: Listing 2 will reserve
space for BY bytes of code
starting at location CS. iii) Raise
the start of BASIC: Listing 3
will reserve space for BY bytes
starting at CS. This routine
should be run before loading
the main program.

Having reserved a piece of
memory, the usual approach is
to read the code from data
statements and POKE it into
the reserved area. If your code
is too large to put into data
statements, you could save it by
using the SAVE command in a
machine code monitor. The
code can then be loaded direct
from the BASIC program.
Since the program will be re-run
automatically when the code is
loaded, vou should use a flag to
allow for this (listing 4).

The really slick way of doing
the job is to tack the code to the
top of the BASIC and SAVE or
LOAD them together. First
locate the end of BASIC (start
of wvariables) by PEEKing
locations 45 and 46. Locate the
code so that it starts at this
address. SAVE the portion of
code from the start of BASIC
(locations 43 & 44) and finish at
the end of the machine code
plus 1. You should take care,
however, since altering the
BASIC will corrupt the code.

S0, as you can see, you are
really spoilt for choice. In my
experience, most programmers
use either the data statement
method or the direct loading
technique. Saving the BASIC
and code together is probably
best but it requires the greatest
amount of care.

Listing 1
0 GOTO 10

5 REMtiltill!litliiIIitiii
(ET R R AR SRR R A R ]

T LTI LT TR

10 FOR I = 4110 TO 4124:
READ X: POKE 1,X: NEXT
20 DATA 162,1,138,157,0,30,
169,6,157,0,150,232,208,244,

96,
30 SYS 4110
Listing 2
10 MEMTOP = PEEK(46)*256
+ PEEK(45)

20 SC = MEMTOP - BY
30 POKE 46,5SC/256: POKE 45,
(SC AND 255)

Listing 3
10 SC = PEEK(#)*256 +
PEEK(43)

20 NES = 5C + BY

30 POKE 642, NES/256: POKE
641, (NES AND 255): 5YS
644824

Listing 4
10 IF PEEK(1)=255 THEN 30:
REM TEST FLAG TO SEE
IF CODE IS LOADED
20 POKE 1,255: LOAD"YOUR
CODE"; 1,1
30 REM REST OF BASIC




You need alil
your skill and
very fast
reactions to

ORIC PROGRAM
succeed in this
game by

James Hardie.
You can take
part in World
war Il action
W

This game takes you into the

dan ger-filled skies above enemy plane or shoot
occupied Europe during World | | 999 repeat
War I1. 1000-2000 move enemy

Cant . 3000-3050 shoot routine
Your skills as a fighter pilot 5000-5999 it routine

are really put to the test as you | | 3500.7999 instructions

have to destroy 10 enemy | | 8000-8340 user defined graphics

bombers to prevent them | |9000-9930 end messages

dropping their lethal cargo.
You are given a view from

your cockpit window and vyou

chase the bombers through the Variables

sky one at a time. AS-ES parts of enemy aircrafi

Use the cursor keys to move | | F3-HS$ screen

and once the enemy plane is in ::‘:;—f‘l '?"l”':ran body

the centre of the screen use the X,¥ [?:JSil:iun of aircrafi

space bar to shoot it down. MS.NS bullets
Remember that since you are FU fuel

looking out of your plane, the | | AM ammunition

enemy plane seems to be | | HI hits

moving up when you move | | SK% skill level

down and vice versa.

T Ilia:-tlr it '-'i'(-l-rk!"r Hints on conversion
20 chooses colours PAPER/INK set background/
60 turns off kev/click cursor foreground colours
'.l'ﬂ-H!]l subroutines for instruc- PLOT x,y equivalent to PRINT
Lions AT
100-180 set up main variables KEYS reads kevboard
200-290 set up screen POKE 618.10 turns off key/
3J00-320 move enemy aircraft via click cursor
subroutine EXPLODE pre-defined sound
340-350  decrease fuel prini SOUND/PLAY sound com-
status report mands which can be remove
400-460 read keyboard, move or rcpia{;l_‘d" L BrSu

18 REM FIGHTER PATROL
2@ REM BY JAMES HARDIE
3@ REM 1984

—-@ FAFPERDB: INKA&

60 FOKE&18,10

/0 GOSUB7000
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8@ S0OSUBBRRO

10@ A%=" gh

185 AlF="

110 B#f=" i ]

120 C#=" klm

130 D#="nopg

140 E¥="rstuv"

150 F$=" & & & % & & & &% ab & &

160 GF=" &% & & & & % & & cd & %

170 H#$="-

180 X=20:Y=10: AC#=AF

200 CLS

205 FORC=1TOD2Z2: PRINT:NEXTC

210 PLOT1,0,F%

220 FPLOT1,20,G#

230 FORC=1TOZOSTEF2:PLOT1,C,H¥:NEXTC

240 PLOT1,10,"+"

250 PLDT3E i@,"e"

260 FDRE=4EEEHTE4?HEHSTEF4E POKEC,21:POKEC+1,4: NEXTC
270 POKE&146,22:PRINT"AMMUNITION="3AM;" HITS'"'HI'" FUE
="3:FU
. 290 PLOT19,10,A%

0@ GOSUB1D0G

310 PLOTX,Y,AC*
320 PLOTX,.Y-1,T%

34@ FU=FU-1: IFFU=BTHENY700

350 POKE&16,22:PRINT"AMMUNITION=";AM;" HITS=";HI:;" FUE
L="3:FU

400 EF=KEY#

41@ IFE$=CHR# (3Z2) THENGOSUB3:000

420 IFK$=CHR#$(11)THENY=Y+1:PLOTX,Y-2," iPLOTX Y=

= ": IFY>18THENY=18

43@ IFK#=CHR$(10) THENY=Y—-1:PLOTX,Y+1," "2z IFY<3THEN
Y=3

440 IFK$=CHR%(B) THENX=X+1:PLOTX-1,Y,32:PLOTX~-1,Y-1,32:
IFX >Z2THENX=22

45@ IFK$=CHR$*(9) THENX=X-1:PLOTX+5,Y,32: IFX<{3THENX=3

450 PLOTX,Y,ACE:PLOTX,Y-1,T%

299 GOTOZ00

1000 RN=INT(RND(1)*&)+1

1P1@ IFRN=1THENX=X—-1:PLOTX+5,Y,32: IFX{3THENX=3

1220 IFRN=2THENX=X+1:PLOTX-1,Y,32: PLDTK 1., ¥-1,32:1IFX>3
2THENX=32

1030 IFRN=3THENY=Y-1:PLOTX,Y+1," "z IFY<3THENY=3

124 IFRN=4THENY=Y+1:PLOTX,Y-2," ":PLOTX,Y-1,"

": IFY>1BTHENY=18

1050 IFRN=SANDAC$=A*THENAC#=C#$: T#=B%

106@ IFRN=SANDAC#=C#THENAC#=E$:T#$=D#%

1@70 IFRN=SANDAC$=EfTHEN1000@

1080 IFRN=6ANDAC#=A%THEN1200

1090 IFRN=6ANDAC#=C#THENAC#=A%:T$=Al%$

1102 IFRN=6ANDAC#=E$THENAC#=C#: T$=B#

2000 RETURN

3000 M$E="/":D=B:E=29:N$="\"

3005 AM=AM-1: IFAM=BTHENZ220

3010 FORC=19TO1@STEP—-1:D=D+1:E=E-1

3015 IFM$="/"THENSOUND1,1,9:S0UND4,1,15:FPLAY1,1,0,0

>020 PLOTD,C,M$:FLOTE,C,N#%

3030 IFM#$="/"THENFLAY2,0,0,0

& % % %
B B X B

&
&




3@32 NEXT
3035 S=SCRN(18,9): IFS=1030RS=1040RS=1070RS=1080RS=109T
HENGOTOS2022

3037 IFS=1150RS=1160RS=117THENGOTOS220

3040 IFM$="/"THENM$=" ":D=8:N$=" ":E=29:G0T03010

3050 RETURN

S@0@ FLOT14,9,CHR$(1)+" vwxz "

S01@ PLOT14,8,CHR$(1)+" !

S020 FPLOT14,10,CHR$(1)+" %3

S@30@ FORC=1TOS@:EXPLODE:NEXT

SP4@ HI=HI+1: IFHI=1@THENYSOQ

S50 X=20:Y=10

S@60 GOTOZP0

5999 END

708@ CLS

701@ PLOT9,1,CHR$(1@)+CHR$(1)+"FIGHTER PATROL"

702@ PLOT9,2,CHR$(1@)+CHR%$ (6)+"FIGHTER PATROL"

7030 PRINT:PRINT:PRINT:PRINT:PRINT"THE OBJECT OF THIS
GAME IS TO SHOOT *

7040 PRINT"DOWN 1@ HIGHLY MANDEUVRABLE AIRCRAFT"

7050 PRINT"WHICH HAVE JUST BOMBED YOUR AIRFIELD."

706@ PRINT"TO DO THIS YOU MUST MOVE YOUR AIRCRAFT"

7870 PRINT"USING THE CURSOR KEYS UNTIL THE ENEMY"

7080 PRINT"APPEARS IN THE CENTRE OF THE SCREEN,"

7092 PRINT"AND THEN SHOOT IT DOWN USING THE SPACE"

7100 PRINT"BAR. UNFORTUNATELY YOU HAVE LIMITED *

7110 PRINT"FUEL AND AMMUNITION TO COMPLETE YOUR"

7120 PRINT"TASK"

713@ PRINT: INPUT"INPUT SKILL LEVEL 1-1@ (1@=EASY)";SK%

7140 IFSKY%>1@0RSK%<1THEN7200

7150 AM=SK%*1@:FU=SK%*100

79@@ RETURN

7999 END

8000 FORC=46080+ (97%8) TO446080+ (125%8) +7

801@ READDTA:POKEC,DTA:NEXT:GOTO8310

8020 DATAL3,31,15,7,3,1,0,0°a

8030 DATAL2,60,56,48,32,0,0,0°b

8040 DATA®,D®,1,3,7,15,31,63°C

8PS® DATAD,0,0,32,48,56,60,62°d

8060 DATAR,4,12,28,60,28,12,4 e

8070 DATAD,B,12,14,15,14,12,8°f

8080 DATA4,4,5,14,62,1,0,0°g

8@9@ DATAB,8,40,28,31,32,0,0°h

812@ DATA®,0,0,0,0,2,2,2°1

8119 DATAD,0,0,0,0,32,32,32° 3

8120 DATAZ2,2,7,7,63,63,8,0°k

813@ DATAZ28,28,35,35,35,35,28,28°1

8140 DATA32,32,48,48,63,63,0,0°'m

8150 DATAQ,2,0,0,0,0,@2,1°'n

B16@ DATA16,16,16,16,17,17,17,62°0

8170 DATAD,,0,0,40,60,50,3'p

8180 DATAZ2,32,32,32,32,32,32,56'q

B19@ DATA1,1,63,63,63,0,0,0°'r

8200 DATALZ,62,62,62,62,1,1,1°s

8210 DATA3,3,3,3,3,60,60,60°t

8228 DATASL,56,63,63,63,0,0,0 u

8230 DATAR,0,48,48,48,0,0,0° v

82402 DATAS7,6,27,22,43,10,20,33'w,

8250 DATA18,52,44,58,46,52,43,51 ‘%




8268 DATA32,26,4,5,63,1,10,4°y

827@ DATAB,20,32,463,40,8,22,1 =

8280 DATA4,2,36,40,37,21,11,9

829@ DATAS,8,8,8,36,41,21,22

830P DATA36,52,42,40,5,9,16,8

8310 FORC=46@80+ (37%8) TO46080+ (38%8) +7

8320 READDTA:POKEC,DTA:NEXT:RETURN

8330 DATAZ6,42,37,9,4,4,4,4

8340 DATA4,4,4,4,4,4,4,4

900@ CLS

9@1@ PRINT"YOU RAN OUT OF AMMUNITION, BUT YOU DID"
9@2@ PRINT"MANAGE TO SHODT DOWN ";HI:;" ENEMY AIRCRAFT"
9032 GOTO9900

95@0@ PLOTS,11,CHR$ (1@)+CHR$ (1) +"CONGRATULATIONS"

951@ PLOT8,12,CHR$ (1@) +CHR$ (1) +"CONGRATULAT IONS"

9520 WAITS@0:CLS: GO0TOT900

9700 FORC=1T0255: PAPERINT (RND (1) #8) : EXPLODE: NEXT: PAPER
@

971@ CLS:PRINT"YOU RAN OUT OF FUEL AND THEREFORE"

9720 PRINT"CRASHED. BUT YOU DID HIT ";HI;" ENEMY AIRCR
AFT"

9730 GOTO9900

990@ PRINT:PRINT:PRINT" DO YOU WANT ANOTHER GO?(Y/N)
11

991@ GETZ$: IFZ$="Y"THENRUN

992@ IFZ$="N"THENCLS:END

993@ GOT0991@

Special Christmas Prices ideal Christmas Presents
for Micro Computers
Thile RRP Our  Tille RRP Our
Price Price
COMMODORE 64 WORD WISE .95 T7.95
GHOSTBUSTERS 10.99 §35 WORDHANG £.95  7.95
EUREKA 14.95 11.%0  SPECTRUM
BRUCE LEE 995 740 THE GREATSPACE RACE 1495 11.99
RAID OVER MOSCOW 9.99 750 UNDERWURLDE 9.99 7.40
STRIP POKER 295 T.25 KHIGHT LORE 0.0 7.40
FORT APOCALYPSE 9.95 7.20 SABRE WOLF 999 695
SUICIDE EXPRESS 7.95 550 BACKPACKERS GUIDE 7.50 5.25
CLIFF HANGER 7.05 595 EUREKA 14,95 11.%0
JET SET WILLY 7.95 575 DALEY THOMPSON DEC 690 4.9
TRASHMAN 795 615 COMBATLYNX 895 6.50
SUMMER GAMES 14.95 10.35 AVALOMN 795 540
TALES OF ARABN NGHTS 7.00 5.25 BEACH HEAD 7.95 550
ZAXXON 995 1.2  MONTY MOLE 6.95 4.9
HAVOC 995 1.75 KOKOTONI WILF 595 468
KOKOTONI WILF 695 515  AMERICANFOOTBALL 999 7.50
BEACH HEAD 995 150 TRAVEL WITH TRASHMANS9S 4.60
BLACK HAWK 795 550  JETSET WILLY 595 4.40
DECATHLON 795 549 WORLDCUPFOOTBALL 695 5.8
SCRABBLE 1195 950 DANGERMOUSE 695 525
FIGHTER PILOT 595 T7.50 D-DAY 795 5085
ANT ATTACK 30 $95 699 TOWEROF DESPAIR 795 595
CHINESE JUGGLER 690 399  ZOMBIE-ZOMBIE 695 5.15
COLOSSUS CHESS X0 0.895 699 VALHALLA 1495 9.%0
WHITE LIGHTRING 1999 149 CYCLONE 695 5.0
AMSTRAD MANIC MINER 595 3.50
STEVE DAVISSNOOKER 895  6.99 FULL THROTTLE 695 5.50
STAR COMMANDO £95 699  MATCHPOINT 795 598
HARRIER ATTACK 595 699 TLL 95 450
ROLAND IN THE CAVE 5.95 699  GIANTS REVENGE 695 4.9
ROLAND ON THE ROPES 895 699  EDDIE KID JUMP CHAL 695 4.75
HUNTER KILLER 895 699  AIR WOLF 690 5.50
ADMIRAL GRAFF SPEE £.95 699  JASPER 595 1.5
CODE NAME MATT .95 699  PYJAMARAMA 695 5.0
SPANNERMAN .95 699  AIRTRAFFICCONTROL 995 6.9
CHESS 895 699  STEVEDAVISSNOOKER 695 5.5
HAUNTED HEDGES 595 6.9  BAC
' ALIEN BREAK-IN 895 69  ELITE 14.95 11.99
ELECTRO FFH!{'H;IPI IFi:lu | : ':i g.: guax RTBUSTERS 9,95 799
AMERICAN FOO L I ; ARZAN 7.95 6.5
AMSTRAD EDUCATIONAL SON OF BLAGGER 795 6.5 TYNE & WEAR. TEL: (091) 414 4611.
HAPPY LETTERS 895 795 BLOCKBUSTER 995 1.9
HAPPY NUMBERS 595 795 SCRABBLE 1295 10.99 ALL TITLES AVAILABLE FROM TYNESOFT
HAPPY WRITING 895 795  KENSINGTON 12.95 10.99 e
mauow’ 133 BOEMIMMLG oo SUPERFL 04
TIME MAN TWO .95 7.95 *ANTAS ; 85 5!
HYPER ACTION 595 4.9 . ''Eln-u:u||:"l1r='!:'|:=':Ir ask
All prices include VAT & Postage & Packing FREE. CHSACASS E 11_95_ e E '5_95
Figese state SaIMpUIB. FIREMAN ERED AUF WIEDERSEHEN
Please make Cheques and Postal Orders payable to: HELP FIREMAN FRED RESCUE CATS. DOCS &  HELP O BUILD A DRINK HIS BEER,
SHEKHANA COMPUTER SERVICES "'“"“"'“““E"'""“s 95 E";""“g; ' £6.95
653 GREEN LANES, LONDON N8. TEL: 01-800 3156 SPEC. - SPEC. - “""‘Es 5!_".
FURTHER TITLES AVAILABLE. SEND S.A.E. FOR DETAILS. BBC/ELECTRON -
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Sound Effects
16K Spectrum
£6.95

Llainlan, Pontyberem, Llanelli,
Dvfed SA15 SHP

The sound commands on the
Spectrum are not easy 1o use
from BASIC, so | have tried
using them from machine code.

This program offers the writer
a whole range of ready made
sounds that he can use in his
programs with a single USR
command. The first part offers
the options of hearing one or all
the sounds already defined. As
there are 97 sounds this means
there is a whole variety to choose
from. There are whistles, shots,
burps, helicopters, machine guns
and throaty coughs all available
and ready to be put into vour
program. All that i1s needed to set
up the machine code, is that vou

PCW Games
Collection

BBC/Electron

£4.95

Century, 12 Greek St,
W1V SLE

London

If 1 was allowed to judge the
Computer Users Stocking Filler
of the year award | would give it
ito this package of programs. |
qcannot get over the value for

money aspect: 20 games for
under £5. That's what 1 call *
value. The real purpose of the'’
collection is to stop you getting:
callouses on your fingers, for this ‘ /
is the cassette of the book with .
the same name.

The collection is made up of
games previously published by
PCW in their program section
and there is a fair variety to
choose from.

There are strategy games like
Black hole and action games like
Lander. Some are old standards
but several are new and all worth
. 1a look.

r The book contains a run down

of the programming techniques

used and this would be useful if
l“ you wanted to learn from the
| games.,

There are several differences
between the two collections,
Electron and BBC but for the
most part they are the same. All
are written in BASIC and offer
the opportunity for you to
modify them to vour personalj
desire. An outstanding r::::lle-:lmn
at just 25p a game.

instructions 5 ".'i"u
playability
graphics 9!]“’

\!xalu: for money 100%

* Kk Kk Kk k|

J N

build up the selection of the
sounds vou need and then select
the save option.

This saves both the sound
data, .for the sounds you
selected, and the code 1o replay
the sound. As vou save the sound
you can write down the call
addresses of the particular
sounds then you insert these ai
the correct position in vour
program.

It would have been nice to be
able to relocate the code, but i

works very well, D.C.
instructions 750,
ease of use 90%,
graphics N/A
value for money 85%

Action
package

Bingo
48K Spectrum
£5.95

Tynesoft, Addison Ind Est,
Blaydon-on-Tyne, Tyne & Wear,
NE21 4ZE

| suppose that 1 should have
v expected something like this
sooner or later, wnh Britain
gripped in EIHED- mania at the
moment. Here is the chance to
win a prize using your Spectrum
and a great deal of luck or time.
The game is an automatic
Bingo machine with four cards
displaved and one not displayed
plaved by the Spectrum. As usual
any line in any direction filled
allows you to shout *Bingo' and
claim your prize. As there is a
winner in every game, getting a
real prize isn't that simple.
There are four numbers at the
bottom of the screen to be

we're keeping you on your
toes this week, you won't fall

asleep over

Erbert
Electron
£4.95

Micrn byte,

of a game this is.

abandon in this.

s0 fast down the grid.

18 Hillsgrove Rd,
chqua}r, Cornwall TR7 207

Mo prizes for guessing what type
You jump
around the pyramid with gay

Cl::r:!fmg an old arcade game at
' this time is rather risky unless
you include extra features that
really pep it up. This version
does have a number of interest-
ing and new features but they
don’t quite make it. Chasing you
on the maze there is a gorilla
which looks excellent graphically
but moves rather too fast for me.
This 15 a problem with a number
of the other characters too, the
ball looks transparent, it moves

You can r.:::ﬂlr.'cl heli-hats and

this little lot

4

bananas in this pyramid. The
hats act as transporters around
the grid and the bananas double
your points. The usual balls and
spinning discs are there, along
with a black hole that '-‘.ucls;'-'. you
right off the board if you touch
it.

As | said the exira features are
there and the graphic shapes are
good but the movement routines
are strange and made me blink a

greal deal. D.C.
instructions T5%
playability 0%
graphics B0y
value for money B0,

S L

'I_F_

matched by the winner of vour
home game before you can apply
for the real thing. Then you
record a piece of data and send
the tape to the publisher who
sends another tape and so on.

The game is visually fine with
each call shown effectively and,
il you have the Currah Speech
unit, they are called out loud and
clear.

I can't wait to see il micro
users are just as hooked on Bingo

as the rest of the world! D.C.
instructions RS
playability 809,
graphics 80%
value for money B0%o

-

RS T

I have to admir that this is a very
original game and one that | have
never seen before. The aim is to
keep the ball rolling around the
complex track displayed on
screen. This consists of roads
which criss cross and intersect
with the others at junctions. You
have a panel which you slide
around the board changing the
nature of these junctions as you
do so.

3 If you are careful and can
follow the road along its path
you can keep the ball rolling until
the Wraparound effect comes
into play.

This means that the ball will go!
off one edge and then return on
the opposite edge and makes the
game a little easier.

The instructions, on screen
only, are inadequate and only
confused me. You have to play a!
number of moves before you get|
the idea at all.

There is a good screen
appearance but the game lacks
the quality that you would expect
from this capable machine. More
colour and sound could have
been given and bonus screens
could have been used too.

W Timeslip, Main St, Stoneyburn,
W Lothian, EH47 BAP

D.C.
instructions 50%%
playability B0%
graphics 55%
value for money 65%

Lo T
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watch where
you tread —
there’s hidden
mines about.
Use your skill
and quick
reactions in

this game by
Barry Hayman

This program runs on the
ZX81, and should also run on
the Spectrum. Although 1t 1s
written in BASIC, it is quite
fast.

You must dodge the mines on
screen. You can only move a
restricted number of times and
you can select how many mines
to avoid.

The mpre mines there are,
and the more moves you make,
the greater the points you win.

A set page is available, which
is similar but harder.

Full instructions are included
in the program.

Don’'t step
on a mine!

How it works

1-5 set up variables

10-80 instruction routine, how
many mines and steps

00-205 set up main routine for
game

210-310 set up INKEYS, succeed
or fail

312-320 success routine

1000-1055 crash routine

1000-1120 scores, new game
routine

2000-6990 set page for experts

T000-TI00 instructions

Variables
NB number of mines
LT number of steps per screen
S number of steps moved
D vour direction
YP your position corresponding
1o position on screen
OF1 display file

1 REM
PR FE IR LR ESEF AT LG ST EE SRS
3% RBMEEE  BRRRY .H-MILL ,2-.3./83 #*%*
P IR R R F R R FREEFFTR IR R AEFFEEAEFAES
2 SLOou
3 LEY D=
4 LET S=u
S LET OFI=I(FEEK 168396+=256+FEE
16397) +1 :
1@ PRINT AT 1@.5; "WANT IMSTRUC
F IONS Y
20 INPUT PR3 . Uiiw
302 IF LEM A% THEM IF RAgili ="Y
THEN GO3SUB 7228
4@ CLS
S8 PRINT AT 18,5 "MUMHMBER OF HMI
NES 2"
5@ INPUT nMNBE
78 CLS
a0 PRIMNT RY 1@.5;"HOW HAaMy STE
s 2
S INMPLT L
Qa LET S=tb
L2 CLS
181 LET vYP=0LFI+(32#11+15)
11@ FHST
120 FOR =1 TO HNB
130 PRINT AT RND#20 ,RNL %231, X"
1468 NEXT @
S8 PRINT AT @d .22 " -

1@ FOR A=1 _TO =2
17@ PRINT “H";TRB 31 “W"
18@ NEXT A

198 PRINT

200 SLOW

205 POKE YP,28

210 IF INKEYS="" THEN GOTO 21@
228 LET As=INKEYS

2328 LET D=(A$="P") -(AS="I") +33%
(R$="X") =33 (A$=""1")

249 FOR ©@=1 TO LT

25@ LET YP=YP+D

=251 LET ¥=PEEK Y¥P

282 PCOKE YP,28

250 IF X THENM GOTO 1998

275 LET S=5+1

280 LET A$=INKEYS$

292 LET D=(A%$="P")-(A$="I") +33 %
(R$="X") =33 (A$="W") +Dx (Ag="")
31@ NEXT @

312 PRINT AT 11,4 ;" Nk
_Elﬁ EHEHT AT 12,4 ; "N~
314 PRINT AT 13,4, "IN
315 FOR Q0=1 TO Sa

316 NEXT @

320 GOTO 1@

1A938 POKE vP,23

12@1 FOR ©@=1 TO 2@

1210 BPOKE YP,PEEK Y¥P-128

1320 NEXT @

1938 FOR @=1 TO S

124@ NEXT @

125@ CLS

1ASS FAST

126@ PRINT “YOU WEMT “,;35;" STEPS
1261 PRINT “ONM B SETTING OF *“; NB
., " MINES*

@62 PRINT “RAND *“;LT; " STEP3 PER
SCREEN. "

LG$3 PRINT ,,"SCORE TENE T e T
LW e e R

L AE4L PRINMT

1265 PRINT “EQURLS “; iNB+LT) #5
1378 PRINT

1875 SLOW

128@ PRINT "PRESS""S""FOR THE SA

ME SETTING

PRESS""LD""FOR B DI

FFERENT SETTING™

I i

G b

IO PG

=
k1

Loz |

2240 PEIHT

225 PRINT "H HEE B B
N ENE R

250

PRIMNT “PRESS""r"“""FLR SET PR

LET A$=INKEY S

F A$="5" THEN GOTO 995

F R$="D" THEN GOTC 40

F A$="F" THEN GOTO 2000

PERITEIONTE S
IIIIIIIIIIIII: &
N
EF s 0 & BaeEm B

PRINT
pd
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%E;E PRINT “ij HlE @ B N E
E’EEB PRINT “ll N B B B RN
% N EEE &
E L _ B B EEE N,
E. = E R R NN
; Nkl W W
ﬁa = 3 =
2 ¥ EESRGENNISEER O
- |

H E N
236@ PRINT [} o s S S Ty
P N
2365 PRINT .I = B

= m
L]

237@ PRINT
350 PRINT

LET iT=232
GOTO 68%8
LET &=0
LET YP=DFI+I135%11+15)
GOTO 206
=STOP

CLS

PRIMT AT O

: NOW- ARE
J-WENDEFER  IN AN

DLD-1E8T7T

(=

131'—‘"-'-!_ HMINE FIELD.THE -EVUIL DR -DREA

"IMPRISONED VWiiiE HERE OM

= O

WMORL D]

JO20

o
HOQL)

783Q
Y,

'?ﬂd.

Uil HMA

0 ESC
756

OU HE DOES
50 YOU ARARE

MAENY HMINE SYOU UWUANT
SECTION.™

RATE FOR

SRURRE .-
E‘l‘l:p|h ISED -

AR

FORTUNRTELY FOR Y
HAUE SOME MERCY AN
ALLOWED TO .CHOOSE
IN YOUR

EUT MOEE  LUNFOJRTIJER

THE FARCT THAT EWE

TREA&AD ON BECOMES
LIMERSZAELE AGATH

YOU CAN SPECIFY H
YOoU HARVE TO TAKE. T
SECTION."

M- DO NOT.TOUCH THE

PRINT ,.,"

F‘Fl'IHT
Yo IS
o
SEMNE

PRINT "
NY STEPS
APE THE

PRINT

{1 15 . aN ELECTRIRIED FE!
?gaa PRINT "PRESS A KEY TO GO ON
707@ PRAUSE d4E4

7080 CLS

7990 PRINT YOUR COMTROLS ARE:
flﬂBEPHIHT ¢ 37 R UP” 1 w
?G{H P = RIGHT" I = LEF
711@ PRINT ,." YOU ARE REPRESENT
ED AS " @i h

7128 PRINT ,.," THE MINES ARE X B
ND WALLS ARE W

7138 PRINT ,.," AFTER ESCAPING A
MIME FIELD CR. DRERD WILL WHI
SK YOU OFF TO 5 HNEW ONE. "

7140 PRINT ,44." :

2150 PRAUSE 4E4

7160 RETURN

S@aa SAVE "MINERT

ggéa IF PEEK 3@124=1 THEN GOTO 9
AP20 RUN

* % % % % % % * %

The Falklands Crisis

A NEW * + x * Spectrum Arcade game E£9.95
set around the Falklands and concerns an
air-attack on enemy positions.

100% machine code with 30 screens, animated
explosions and sound effects.

Send S.A.E. for full list of new 4 star releases

Cheques payable to

Liainlan Software
Freepost
Lianelli SA15 122

* F ¥ X ¥ X ¥ X ¥
SAVE...SAVE...SAVE

DISCOUNT COMPUTERS AND SOFTWARE

BBC Model B + Cassette recorder + Five games ...£385
Acorn Electron £184
Sinclair Spectrum 48K + six games............... £119.95
BBC Model B Disc Drive from £149.50
T T o ey T B e
Prices include VAT & P&P.
DISCOUNT SOFTWARE FOR ATARI » BBC =
CBM 64 » VIC-20 « SPECTRUM *
ORIC 1 « TEXAS 99/4A

Send no money. For free list send SAE stating

machine (ype to:
47 Broom Land, Levenshulme, Manchester

RAM To Ps MI92TX or telephone 061-442 5603
¥ % F X X X ¥ X x x 2

¥+ *

111111111111111111111111111111111111111111

111111111111111111111

k

DRAGON SDFTWAHE

x| i ! All Snip Products
k3 :I m

| tui . Stock Clearance
®

Al FI‘J-I.IH E:-IHETTES

.u ‘ Fu-r .lu" £6 50? 1 9 9
#  cHarts & nu-zs
P L S mm&ﬁ'
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Phase 4
CBM 64
£6.95

Channel 8, 51 Fishergate,
Preston, Lancs PR1 8BH

Watch out aliens, here we go
again, The scenario is irritatingly
familiar — vou control a space
ship and must kill a predeter-
mined number of nasties per
screen, the actual number
increasing with higher levels.

The flavour of the screens
varies nicely. Screens two and
three are probably the easiest and
use vertical and horizontal
scrolling. Screens one and four
are positively hairy. Whilst the
view is static, you are attacked by
aliens using a variety of tactics —
some¢ bomb, some shoot and
some simply home in.

You have the options of smart

shields. Once you have cleared
screen four it's back to the

beginning with double the
nasties.

The game 15 graphically good
with smooth scrolling, neat
design and nice twinkling stars.
The sound became rather
irriating being similar to a drain
gurhng. Although the game has a
certain appeal, | became rapidly
bored. By all means, give this
game the once over, but play it

before deciding. AW,
nstructions 65%
ease of use 650
graphics T5%
value for money T0%

§ Y ¥ LSS

Guzzier
CBM 64 E7

Interceptor, Lindon Hse, The
Green, Tadley, Hants

You are a mouse in a maze with
food cells in it. To enter a food
cell you must first collect a key
to gain access and then gobble-
gobble-gobble. Afier eating all
the food in one section you get
fat and can't pass through some
of the narrower gaps. To shrink
to normal size you should wail
on the edges of the maze for
Deflator Dennis to come and
deflate you.

After emptying all four lood
sections the bonus letter will
move around the screen —
catching this will give you exira
points. If you complete a full
word vou get even more points.

To defend yourself from the

number of bombs for vour
disposal. Extra bombs are gained
after every three screens are
completed.

The graphics are average. To
play the game you need 1o
continually hold the joystick mn
the required direction. 1 would
have preferred it if you only
needed o do this to change
direction so that faster reactions

would be possible. K.l
instructions 45%%
plavability 65%
graphics 65%
value for money 65%

Frobblies there are a lhmited

A
o . ™ T

Ad Infinitum
CEM 64
£7.50

Mr Chip, | Neville Place, Llan-
dudno, LL30 3BL

bombs, guided missiles and

Drelbs
CBM 64 £9.95

US Gold, Unit 10, Parkway Ind
Centre, Birmingham B7 4LY

screens. The first is a grid of

doors which can be ﬂipped_- : MOI‘E aCtiﬂI‘I al“ld E_ICitE_I‘I‘IEI‘I_t to
enciosed bores vou must ' K€€P your reactions in trim

And now for something
completely bizarre. The Drelbs
have been imprisoned by the
Trollaboars. You, a non-captive
M Drelb, endeavour to rescue as
F*many of your kin as possible. :
The game comprises of two

Just when you thought that you
had seen vour last space invader
gamc, Some smart alec comes up
with a new and amusing variant.
You control a space ship and
must attempt to repulse the
waves of alien invaders. Your
only protection is a laser and
your manoeuvrabihity.

You can move from side to

about completing as many boxess: - side and part of the way up.

as possible. As a box isy .I"'J"t"nur laser has continuous firef"®

completed, it pulses with light. but excessive use will cause
Trolloboars and things called overheating and possible

destruction.

The novel part 15 that you can
have infinite lives. This is rather |
useful since there are 256 waves
of nasties. You get your lives in
groups of six and you have the
aption to continue when the last
of the group 15 lost. If you
continue, you resume with rlw:-L
wave of nasties you were IigluingF
last.

The aliens are colourful and
each wave acts differently and
has a differemt design. Owerall
the game performs nicely.

Thas sort of game 15 not really
my cup of tea but on balance it’s
a good game of its’ type and is
worth a close look. AW,

Screw Tanks charge about trying
to get you. You can disable the
Trolloboar by trapping it in a
box or picking up heart-shaped
tokens. When all boxes are
formed, they fill up with
Grogolytes and Drelbish
windows. Jump through the
Drelbish window and start screen

1 IWo.
h‘ Here you avoid a Grogolyte
h“"‘ and release the Drelbs, then back

Cliff Hanger
CBM 64 £7.95

New Generation, Freepost, Bath which must be solved before
BA2 4TD progressing. Score depends on
solving the scenes and there are
This game is a prime example of bonuses for getting it right first
one of those ideas which is so time. At higher levels things get
obvious that vou can't under- nastier and you've gol to succeed
stand why it hasn't been done first time (o survive.
before. In a nutshell, this gemis The graphics are to a high
one long cartoon. As CIliff cartoon standard and along with
Hanger, the cowboy, vou try to superb animation give hilarious

4

to the first screen with greaterfiyr g
nastiness, -
It's all rather weird. It's also
an excellent game. The graphics
are very high standard with slick
effects. There's a lot going on
and it's a stiff challenge. This is a
game that must be seen to be-

believed. AW,k ot stop the bandito from shooting results. If you like Tom and instructions 60
\ vou. In true cartoon fashion you Jerry you'll love this. AW, ease of use 80",
instructions 8507 have bombs, rocks, anvils, see- graphics 150,
ease of use RS, saws and boomerangs with which inﬁlrtlﬁliﬂltﬂ T0%a value for money 70%
hics 90y to sort him out. ease of use 85% b 1
%;?Ee Ec('" money 90"y The game is split into ffty graphics 0% * * * *
scenarios. Each offers a different value for money 0%

| & & * k X I

method of fixing the opposition.

3 You might_hﬂw 10 jump on a '*' *’ * * *
see-saw which drops a rock on
t-l the bandito. You must figure out
each method and then perform
the deed. Each level consists of a

number of scenarios, ecach of

1
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Firequest
CBM 64 £9.95

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

provides you with a number of
options. You can turn the music
off using the F3 key. The will
please some. More importantly
vou <¢an choose joystick or
keyboard. | found that in some
instances the keyboard gave
control.

Firequest uses a fast loading
system and is packaged in a large
library case. Although not
outstanding there are many
worse games on the market, it is

Firequest is a seven part action-
adventure game with most
emphasis on arcade aspects. The
seven screens relate to the
character Ugh’s search for fire.
Each screen requires you (o
guide Ugh around to collect or
reach items. There are problems.
On one screen you have to avoid

man-cating spiders and swing slightly overpriced. L.C.

across creepers. On another,

during a storm, vou have to instructions 50%,

avoid Lightning. playability 60%
The seven screens are graphics T0%

deceptively simple, but the game value for money 60%

15 not easy. | never got past the
Qe wxenn. Howevwes these & 2
demo mode which shows the
action to come,

The game

thoughtfully

Orpheus in the
Underworid
CBM 64 £6.95

Sterling, Garfield Hse, B86/88
Edgeware Rd, London W2 2YW

It seems that the favourite plots
for graphical adventures seem to
involve mythology. This time it's

the turn of Orpheus, that well
known Greek. His task is to
search the underworld for
treasures — Sterling Sofltware
emblems.
His task is made difficult with ,
different hazards |m.]u|::|:nk.
fireballs, birds, rocks, sharp® addlclt happv

stakes and open holes in thes
ground (vou use ropes 10 SWIing
over some). You have a fixed
number of lives and when one is
lost, you restart at the point you
reached.

The game uses fixed screens
without scrolling. When wvou

leave one, the next is |n~.lan!
taneously displayed. The quality
of the graphics is good wilh
tasteful design. The design is in

Sorcery
CBM 64 £7.95

Virgin, 61/63 Porobello Rd,
London W11

ancient Egyptian style and rather
mmngnmus considering the hero
15 Greek! Offenbach’s overture
lcr Orpheus in the Underworld
{the Can Can theme) is used on
the sound track. This combined
with some fair animation gives
the game a nice flavour.

On the whole a game of good
quality which, however, seems
to lack that certain special
something and is perhaps a i:[ﬂr:,-

!‘ This IS a graphics adventure
without the restrictions of iis
genre and with the flavour of a
proper adventure. In most
graphics adventures vou must
collect items and avoid nasties
normally by a specific route. In

limited in wvariety.A.W. =g gt this game, you need to collect
3 items which must be used for
instructions T0% specific tasks. Your route is
ease of use 70, entirely up to you and colisions
graphics R0, with the nasties sap vyour
value for money 709 strength,

You control a sorcerer and

musi attempt to place an object
on the altar at Stonehenge. You
leave each screen via doors, some
open, others closed. The rooms
are occupied by nasties killed by
violence or magic. The objects
you find include weapons, spells,

Il & * *x %

A

Quests for
the
unknown

More adventures to keep the

Eureka
CBM 64 £14.95

Domark, 228 Munster Rd,
London SWé
Fancy winning £25,000 guv?

Well according to the spiel with
this game, the first person
solving 1t will gain a handy httle
back-hander,

Basically vou get five
adventures, each in a differemt
time period. Your task is 1o
locate the five missing pieces of a
talisman. Each adventure is
preceded by an arcade game. By
scoring more than 25,000 points
in any game, you increase your
vigour points in the adventure.
All of the arcade sections were
the same type with minor
changes and involved a maze of
paths and picking up objects. 1
found them rather tedious and
didn't spend much time on them.

The adventure sections are

Oout revlewers

give their expert opinion

F
d

a suitcase and a of
recovering strength.

The value of the objects must
be discovered by trial and error.
The real problem is the time
limit. This means that you must
find the optimum route and
move like lightning.

Graphically the game is very
tasty with smooth animation and
nice design.

So far I've done about a third,
but next time... AW,

IMEAns

INsStructions B5%
ease of use 85 o
graphics 850

value for money B5%,

— =
n  EpE

of a good standard: They are in
real time and require rapid
response. The grapics are good
and seem to use multicolour
sprites to build up a picture,
Surprisingly, sound is also used
to good effect. Both are better
than most adventures. The
games are a little rudimentary in
structure but still pretty
challenging and good fun.
Overall, fun but a little weak,

A.W.
Instructions 90
ease of use T5%
graphics 90y
value for money 65 %

Mastertronic, Park Lorne,
. Park Rd, London NWE 7JL

Mastertronic have found rather a
nice one this time. Chiller is a
graphical adventure with a
ghoulish flavour. Your aim is to
rescuc d damsel in distress.

To do this you must find your
way through
nasties, collecting blue crosses on
the way. Screen one shows a
forest inhabited by spiders,
zombies, ghouls, ghosts and
poison mushrooms. You climb

I"J‘ah{mt the trees avoiding the

nasties to collect the crosses.
Contact with anv of the nasties
leads to a reduction in energy.
Zero energy means end of game,
You recover energy by cahng
certain mushrooms.

The other screens involve a
cinema, a ghetto, and graveyard
and a haunted house. You only
have one life to last the game so
care 15 required. Once you have

your way back through the five
screens and collect more crosses.
In all, a tough job.

The design is better than
average with good graphics and
quality music. At a normal price
this game would be good value.
At £1.99 it’s simply amazing,

Buy it. AW,
Instructions 75%
ease of use 80%%
graphics B0O%
value for money 1 0K %y

* Kk Kk Kk &k

live screens of

rescued the maiden, vou find,

4

|

T
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SPECTRUI

In this
two-player
game, which
one of you is
the real Robin
Hood? Prove
your
credentials in
is archery

Are you the
recl thing —
or a fake?

dual by Andrew
Bird, HCW
regular
contributor

How it works
1-40 imitalise
on branch

S10-600
tion and strength

Prove you are Robin Hood and | |1000-2020 arrow flight

not an impostor in this game for mggﬂ '}r:’h}é' r“”‘?"fj tune
e Pla}ws' VELIL JQLIIAYE 10 Eﬂiﬂlﬂﬂﬁﬂ :.:nfit{-rf 1:ll"rm;::!1'~c*-ll||1inr:
do is to climb the oak tree faster | |gz00 9560 1'n-;|:ruct%:m'-;

than your opponent. Fire your | |eg00-9040 gr'ﬂphl-“;5 '

arrow, hit your rival and climb | {9500-9530 machine code sound
up a branch. effects

Be warned — wind speed will

350-390 increase tree size
loop for setting eleva-

100-170 draw position of Robin

Yariables
hil), hi2) Robin's wvertical
position
wind random wind speed
tree Lree size
pl player 1 or 2

el elevation ol arrow

st strength of shot .

pos horizontal starting position
of arrow

v,w,x, calculate position
arrow in mid-air

a.b co-ordinates of arrow

aa, bb used for drawing arrow

f general purpose loops

of

affect your progress, as will the
rate of growth of the oak tree.
These are your control keys: 7
up, 6 down, 0 for more
strength, 9 for less; release
arrow with A and press any key
to continue.

118 PRINT AT 19-(h{(2})}/B,29;"
" AT 21-th{2))/B,29;" *“

128 IF hil)>=15 THEN PRINT AT 22-fth(l}}/B,1; IM
138 IF hi2)>*=186 THEN PRINT AT 22=-(h(2}) /B, 29;
148 IF hil}>=1& THEN PRINT AT 23-(hi{l}})/B,1;"
158 IF hi2)»=14 THEN PRINT AT 23-ih({(2))/B,29;"
158 IF h{l})>=23 THEN PRINT AT 24-th{1}}/B;1;"
17@ IF hiZ2)>»=24 THEN PRINT AT 24-{h{2)})/B,29;"
299 REM Tree growing

I M

-
-

M:AT Z2@-(hiZ2)) /8,29 "

e W

Listing
i The Real Robin Hood [ ERF f.G6.Bird a8 3580 INE 4: FOR f=12 TD tree
<A 358 PLOT 124,F: DRAW B,8: NEXT +
? GO SUB BS@O: GO SUR YO0 X780 FOR +=0 TO tres/4
I G0 SUR SOAO: FAUSE @ 88 FRINT AT 4,15 INK 253" “sAl 4,283"
4 RAMDOMI TE 378 PLOT 124-—-F,B+f%4/28: DRAW B,tree-B-Ff=f/5: PLOT 132
5 LET wind=INT {(RMND=7}-2 +f ;B+fuf /20: DRAWN B,;tree—B-—Ffuf /51 NEXT +
8 DIM h{2): LET hil)=P: LET R{(2)=0: LET pl=1 499 REM Increase variables
1@ CLS : PRINT AT S5.4:"The wind aspeesd for this“:;AT B, =18 LET el=18: LET st=218: LET bb=1&
7i"game is ("jwind;™) knots." 520 LET el=el+{INKEY$="7" AND el <35)-({INKEY#="54" AND &
15 PAUSE 200: BEEFP .01.4P: BORDER 4: CLS : BORDER T 1>1@)-
20 FOR #=2 T4 21: PRIMNT AT £.@ IMK 2¢" ":;AT #,351:3" S3Z8 LET stegt+5« ([NKEY$="Q" AND st 29@)-5=( I NKEY$="79"
MEXT +# AND st >218)
I8 PRINT AT 20,15: INE 2:% AT 21 ,.15:" So@ PRINT AT @,8; PAPER S—pl#Z; INK 7;"Player ";pli"” E
40 LET tree=INT (RND=30)+20 levation "jel;"” Strength "3 INT (st/1@)-28
9% REM Main game |oop 568 IF INKEY#="a" THEN LET el=el+wind: GO TO 1008
188 INK 13 PRINT AT 19-C(h{l})/B,1;" Heal Z@={th{l))/s S8R 60 TD 328
8,13" ";AT 21-{hi{l})}/B,3;" " 999 REM Arrow flight

1088 INK 1: IF pl=1 THEM LET
AT 19-th(1))/8,2;" ";AT 28-(h(
1818 IF pl=2
X@:

1@
18328
1896
1@a5a@
1 A&
1B7&

PRINT AT 19-{h{2)}/8,29;"
LET v=st#C05 (Fl#el/188@)
LET west®SIN (Fleel /18@)
FOR n=8 TO w STEF .2
LET x={n®tw—=14%n®&n) /1A
LET ampoa+({ (wven) /5)

LET b=5D#x+20

THEN LET pomw=22%5:

pos=30: LET aa=25: PRINT
1»»7s8,2;" ": B0 TOD l@2a
LET wl=18@0-el: LET aa=2
";AT 28-(h(2))/B,29;" *
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PROGRAM

18B8@ IF a<24 OR a>232 THEN GO TO 7004

118@ IF b+hipl}<B THEN GO TO 2220

1118 IF b+hipl) >145 THEN PAUSE &: BEEFP .002,b/18+28: B
0O 7TO 119@

1148 IF PODINT (a+S,b+hipl}) DR POINT (a-S.,b+hipl)) OR P
OINT (a,{b+hipl)}=3) THEN GO TO, 1588

115@ PLOT a,b+h{pl}

1168 DRAW aa—a,.bb-=b

1178 BEEF .08Z2.b718+Z2@0

1168 FLOT OVER lj;a,b+hi{pl): DRAW OVER 1;aa-a,bb-b
1198 LET aa=a: LET bb=b

1288 NEXT n

1588 IF a<Z4 OR a>232 THEN GO TOD 700

L0808 LET tree=stree+Z: IF tree>»72 THEN LET tree=72
2818 IF pl=1 THEM LET pl=2: GO TO S8

2028 IF pl=2 THEM LET pl=1: G0 TD 5@

4999 REM FRobin Hood Tune

SB8d FOR =1 TO JI80: NEXT +

=818 FOR =1 TD 2r BEEF .1,;12: PAUSE S: BEF .1,12: FaUS
E S: BEEP .2,12: PAUSE 1@: MNEXT

=828 BEEF .1,15: PAUSE 5: BEEP .1,15: PAUSE S5: BEEFP .2,
l4: PAUSE 7

5838 BEEF .05,14: PAUSE 2: BEEP .3,12

S840 RETURNM

&999 REM Check Hit

7208 IF pl=2 THEN GO TO 7838

FRIR IF b+hi{l1)>h{(2} AND b+h{1)<{(h(2)+24) THEN GO TD 75
a8

JEZR G0 TO ZDae

T8 IF b+h{2)>hil) AND b+hi(2){{h{1)+24) THEN GO TO 75
2a

7848 &0 TO Zood

7o08 LET hipli=hi{pli+1é&

7o3@ FOR =1 TOD 2@

o488 POKE 35881 ,f: PDEE 35882,30—F: RANDOMIZE USR IS000
: NEXT f

oo IF hipl)>112 THEN GO TO B008

7558 B0 TO Z00@

99 REM End of Game

B0P8 PRINT AT @,0;" -
B818 IF pl=2 THEN GO TOD B30

E@2@ FOR f=5 TO B: PRINT AT +,1;" *“: NEXT #: PRINT AT
1,2; INK 13 *“3;AT 2,2;" ";AT 3,2;" *: 6O TO B8@4

al

B3R FOR f=3 TO B: PRINT AT f,29;" "t NEXT +: PRINT AT
1,28; INK 13" “;AT 2,208;" "“;AT 3,28;" ™~

B@4@ FRINT AT 2,46;"The real ROBIN HOOD";AT 4,56;"is ...
sesssPlBayer " FLASH 1;pl

BaSA 80 SUBR SO00

BBSE FOR =1 TOD SB@: NEXT f: PAUSE B: GO TO 1

B4 REM Instructions

B588 BORDER 5: PAPER S: CLS

B51@ PRINT AT 8,5; PAPER 4 INK 7:* THE REAL ROBIN HOOD
"1AT 2,.5;" By A.G.Pird. 1984 *

BSZ@ INK B: FRINT °" " "“This game for 2 plavers is bassdo

n an archery contest to see whois the real Robin Hood."
‘"Each hit moves Robin up a branchand the first one to

the top 1s the winner."

BHS38 PRINT AT 13,18:; PAPER 3; INK 7;" CONTROLS ":AT 13,
163" 7" AT 15,;21:"&":;AT 17.14;:"@"; AT 17:;2153"9":AT 19, 256;
Ilnll

85490 PRINT AT 15,43"Elevation™;AT 15,18 "up”;AT 15,23;"

down™;AT 17,4;"Strengh";AT 17,16 "more";AT 17,23;"1ess"

tAT 19,49: "Release arrow  with®

85258 PRINT FAPER 4; [NMNK 7z "

nue

BS540 RETURN

B997? REM Graph:cs

7008 RESTORE 9010: FOR g=465368 TO &£5495: READ r: POKE [a ]
s NEXT g

a6 Data 48,24,28,30,29,:14,14,4,0,90,0,0,48.8,4,2,31, 45
¢ 70,y FHLE1 ,18,19,148,251,:6,26,225,4,4%,8,0

820 DATA 10,10,10,10,10,10,10,27.0,0,08,8,12,.1&6,.32. 88,1

Fress any key to .conti

228,06, 120,184,112,112,32,223,96,88,71,32,32,15.0

@38 DATA 248,116,114,114,188,112,112,112,80,80,80,80,8
0,80,680,2156,31,255,255,255,254,240, 192,128, 248,255,255,
2y 127 15,3,

Y48 DATA @,0,0,.8,9.,4,2,2,254,2,.2,2,2.4,.4.0.08.,0,8,1&,32
- .-:..'.| fl'1'.| B, 1207 &4, & ' 5} ¥ il ...-:'.' '.'-:‘+Ii".|

Q499 REM HM/code sound
500 RESTORE 9520

318 FOR £=25808 TO I5023: REAL n: PDKE ¥ ,n:#

9528 DATA 1,1,30,33,0,1,17,2,8,229,213,1°7,20%,181,3,19
5y 289 ,225,125,145,111 ,14,242, 2081

538 RETURM

oY SAVE "RFobin Hood™ LINE |

ItS easy to
complain about
advertisements.
But which ones?

Every week millions of advertisements
appear in print, on posters or in the cinema.

Most of them comply with the rules
contained in the British Code of Advertising
Practice.

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
vou, you 1l be justified in bothering us.

The isi ity.
ey e Jonards Anchoshy X right.
ASA Liud, Dept 2 Brook House, Torrington Place, London WCIE 7THN

This space is donated in the interests of high standards of advertising

You could be
on OuUr pages

We welcome programs, articles and tips from
our readers. If you feel that your work meets our
standards, please submit it to us for
consideration for publication.

® Programs must always be sent on cassette.
Listings are helpful, but not necessary.
Check carefully that they are bug-free.
include details of what your program does,
how it works, variables you have used and
hints on conversion.

@ Articles on using home computers should
be no longer than 2,000 words. Don't worry
about your writing ability — Just try to keep
to the style in HCW. Articles most likely to be
published will help our readers make better
use of their micros by giving useful ideas,
possibly with programming examples. We will
convert any sketched illustrations into
finished artwork.

e Tips are short articles, and brief
programming routines. Your hints can aid
other computer users.

All submissions will be acknowledged and the
copyright in such works which will pass to
Argus Specialist Publications Ltd will be paid
for at competitive rates.

Keep a copy of your work and include an SAE.
Label everything clearly and give a daytime
and home phone number If you can.

All work for consideration should be sent to:

Paul Liptrot, Home Computing Weekly,
No.1 Golden Square, London W1R 3AB
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Thrusta
CBM 64 £7.95

software Projects, Bear Brand
Complex, Allertion Rd, Wool-
ton, Liverpool

I never cease to marvel at the
variants which software writers
come up with. Here is a game in
which you have two types of
nasty to kill. The lesser types can
be killed with a salvo from vour
cosmic blaster. To kill the big
boys, you must drop a rock on
them! The action takes place in a
series of platforms and walls.
You fly a little rocket and your
raison d’etre is to destroy nasties
or die. The big meanies hatch
from eggs at the base of the
screen and swarm upwards using
a variety of tactics. You musi
splat each one to clear the screen.
The junior aliens move about
making life tedious and are
replaced when killed. Your trusty

Fort
Apocalypse
CBM 64 £9.95

US Gold, Unit 24, Tipton
Trading Est, Blookficld Rd,
Tipton, W Midlands

This is an interesting
combination of old themes which
results in an enjovable game.
You control a helicopter on a
L Mmission 1o rescue captives from
gdthe catacombs of Fort.
Apocalypse. This underground
labyrinth i1s protected by flying
mines, robo-choppers, laser:
chambers and hyper chambers.
If you are travelling left or right, "
vou fire in the direction of travel.
If you are stationary and facing
out of the screen, you can bomb.
To travel about the labyrinth
vou must bomb or shoot through
barriers. To descend to a lower
level you must use speed and
cunning to avoid the defenses.
here is also the problem of fuel.
This is a game of skill, speed and
Mstrategy and not of sledge-
.. hammer tactics.
: You get a nicely drawn
{scmiling side wview of the
h labyrinth with a small radar view
at the top of the screen. The
nimation is nice with realistic
ovement; very similar to
hopper Lifter.
This is a gripping game which
had me cursing and having
nother go. Try it and see if you
agree. AW. [

O0%a
90 %

v

L]

Vinstructions
ease of use

raphics 85%%
value for money 85%

X X X X X

d .

§

/
I*"

rock starts at the top level and
yvou shunt it about with a shove
from your ship.

Generally the game design is of
a good standard with clear,
colourful sprites and good
animation. Raster interrupts are
used to give more than eight
sprites, but this does give an
irrating flicker.

A fun game which became
rather boring after a few screens.
Al-wl

Instructions 65%
case of use 65%
graphics 65
value for money T0%,

sllﬂﬂl'p.ﬂﬂﬂl'
48K Spectrum
£5.95

CCS, 14 Langton Way, London
SE3 TTL

If you have ever fancied the life
of a spy, then this program is
likely to disappoint you. Not
because it isn't a good program,
but the gentlymanly approach
and attitude has left and now the
| CIA and KGB have moved onto
slightly more dastardly types of
activity.

You play the intelligence
executive of a major power and
have the task of protecting and
promoting the power's interests
overseas. Your playground s
part of the third world, an
accurate scenario.

Play consists of all players
having to make two types of
move per round. The first,
collecting information, either
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~ Severn, 15 High St, Lydney,
Glos GL15 5DP

This is a graphics adventure
game. A super computer has
taken control of the Nuclear
Defence System and is about to
start a war. The only person who
realises 15 a forgetful scientist.
He has made up a ditty that
contains clues on stopping the
computer. You must break into
the establishment, solve the
clues, and stop the computer.

Thas 15 micely thought out and
presented. The game uses a fast
loading system displaying screen
colours while loading to assure
you that all is well. There 15 an
introductory sequence that sets
the scene and atmosphere which
contains good graphics and
music.

The adventure

relies on

Here are some exciting war
games for you to try. Will you
save your country from the
enemy?

about a nation or a comparison
of industry and structure. The
second part is the chance to
affect the balance of power and
has vou indulging in bribery/
investment, funding the opposi-
tion and overthrowing govern-
ments: among the more peaceful
normal activities.

The game is a good war game
with maps to show achievement
but little else in graphics. It is a
long game of skill and strategy

and as such will appeal 1o
wargamers in particular.  D.C,
instructions 80y
plavability 8O
graphics 15%,
value for money B0%

X X K X

<
o I
A

entering a two word, verb and
noun insiruction. The action is
depicted on the graphics screen
which occupies the top half of
the screen. | liked the fact that
the graphics often responded to
your actions. Tying a rope to a
tree resulted in a rope appearing.
When vou need a break vou can
save your position to tape and

continue another time. This
should provide hours of
adventuring. L.C.
instructions TO%s
playability T0%
graphics TO%a
value for money T0%,

*x Xk X X

Falkiands
Crisis
48K Spectrum
£9.95

1
Llainlan, Pontyberem, Llanelli,
M Dyfled SA1S SHP

Advertised as a ‘good combina-
tion of strategy and arcade’, |
have 1o report that I agree with
this wholeheartedly. 1 feel that it
will appeal to the strategy game
players more than arcade freaks
however.

Based on the Falklands
incident, you become the pilot of

£ - a Harrier jump jet patrolling the

Falklands. One novel feature is
the way vyour currént map
location 15 displayed on a small
map in the top corner. This acts
as the radar indicator too, with

the map to flash, a rather neat

Atouch.

Sound is basic but adequate
and graphics reasonable for this
type of game. 1 have vet o
develop a technique for bombing
ships but shooting down planes is
easier. You seem to hae an
unlimited amount of fuel, or
perhaps 1 always die before it
runs out.

One other unusual feature is
the wraparound of screens on the
map if you go off one side you
reappear on the other, I wish this
happened in reality on occasions.

D.C.
instructions 65%
playability 90 %
graphics 5%,
value for money 80%

* * Kk %k

. 4y

enemy planes in a sector causing |
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early learning games

produced by
ARGUS PRESS SOFTWARE
1 Golden Square, London WI1R 3AB

Telephone: 01 437 0626

Just in time for Christmas, two best
sellers from the Clever Clogs range,
WHIZZ QUIZ and HISTORY MYSTERY for
only £9.99 r.s.p.

Included with HISTORY MYSTERY is a
leaflet showing shortened versions of the
Bible Stories and their Clues that can be
seen in the game. Written by Rev. Nigel
Hardcastle and approved by the Scripture
Union it's a fun silicon chip Sunday school.
Whizz Quiz is a great family game, just
right for the Christmas season.

So make it a merrier Christmas for
someone (or yourselfl) with this colourful
value-for-money Twin Pack containing
these challenging and exciting new
games from Clever Clogs — WHIZZ QUIZ
and HISTORY MYSTERY.

Available for Spectrum only.

Christmas Twin Pack
GreatValuefor£9.99...

Other programs in the
Clever Clogs series:

Party Time for age 3+

With initial help from Mum and Dad tiny tots will love to play these
party games. They can blow out the candles on the cake, sing along
with nursery rhymes, even draw on the screen. Letters and numbers
are taught the fun way. Watch your whizzkids develop new skills and
learn how to use a computer.

6 different games and increased ‘difficulty’ option. (5) (B) (C) (M) (R).

Shipshapes for age 3+

See and understand SHAPES with 5 greal games.

5 games with machine code animation and lively graphics to
encourage shape recognition. Shape Sorter and Dodgems aid
co-ordination. Pattern Maker and Maker will become great
favourites. With Shipshapes you must fill the ship up from a helicopter,
by parachute! It sails away gracefully if you get it right. Clever Clogs
leads them through the program with songs and jokes and guarantees
fun all the way. (S).

Jungle Jamble for age 5+

questions correctly and finish the pictare — the ities are
endless. Guaranteed to make them laugh. Enter the Great Safari Park
Chase and get the car past the spelling traps. They will be off to a flying
start to their school work and leamn how to use a computer.

2 different games and increased ‘difficulty’ option. (5).

Sam Safety for age 5+

Teach adventurous Sam roadsense and guide him safely home.

A real-time adventure with machine code action. You walk Sam across
a town of your design using the cursor keys or a joystick. Pick up the
prizes as they appear. Leamn all about Pelican crossings, Zebra
crossings, traffic lights and road signs. Get home safely with as many
prizes as you can and get your Road Safety Certificate with this new
way to roadsense.

FREE Sam Safety badges enclosed. () (C).

Whizz Quiz for age 1+

A game of skill and chance for |-4 players that's a real challenge to
today's whizzkids. Programmed with 100 general knowledge
questions which gives them a flying start to their school work and
helps them become skilled in the use of a computer.

With increased ‘difficulty’ option. (S) (C) (M) (A).

Blockbuster for age 1+

The puzzle with a million billion variations.

Can your whizz kid find the answer?

The pazzle is made up of 12 blocks which must be fitted together to
make a rectangle. You can link the blocks by rotating and fipping
them in the Workbox. Machine code action makes for lively graphics.
Answer the Quiztofind a sobution to the puzzle, You can reset
the 100 questions too, Baffle, and perplex, it will tease all the
family. Shape recogition, reflections and rotation are taught the fun
way. 5 ‘difficuity’ options and a FREE competition. (S).

Star Trucker for age 9+

Answer the questions correctly and become a Space Pilot trading
beyond hyperspace to find the Power Crystals. Astercids, leaking fuel
tanks, dust belts, accidents — all have to be mastered. Strategy and
clear thinking are vital. Every game is different, it's a real-time
adventure with great graphics and the chance to enter a competition to
write the words fo the Space Academy theme.

With increased ‘difficulty’ option. (5) (B) (C).

Supplementary Tapes

Jungle jumble, Whizz Quizz, Blockbuster & Star Trucker all have a
unique editing function to change the questions. Parents can do this by
following screen prompts or they can buy specially researched
hmhduaﬁh of 600 questions ie: Science, The Arts and General

History Mystery for ages 5 to 11+

Using high resolution maps of the countries concemed you have to
direct Clever Clogs to find the buried treasures. Clues are listed from
the bible to encourage its use — eg. find out where Moses as a baby
was left on the river bank? . . Or where the sea ‘parted' to allow the
Israelites to pass through on their way to the Promised Land?

A fun game in its own right it's widely used in Sunday Schools and is full
of song and humaour. Whales, camels — even an old boot are just some
of the obstacles. i
There are five levels of difficulty to keep up the challenge and retain
interest at all ages. Free illustrated stories from the Bible. (5).

Spectrum (5) £7.95 MSX (M) E£7.98
BBC (B) £895 Amstrad (A) £7.95
CBM 64 (C) £885 -



BRCADE

Daley Thompson

Decathlon
Booty
Chostbusters
Manic Miner
Pylamarama
Jet Set Willy
Beach Head

Monty Mole /
wanted

Combat Lynx
Hunchback

Ocean
Firebird
Activision
S Projects
Mikro-Gen
S Projects
US Gold

Gremlin
Graphics

Durell
Dcean

\
4

Spectrum (1)
Spectrum (2)
Spectrum (-)
Spectrum (3)
Spectrum (4)
spectrum (5)
Spectrum (9)

Spectrum (7)
Spectrum (-)
Spectrum (8)

by the ASP Market Research Group

\Q//

" BRITAINS SOFTWARE ™

A //[b)

NOR=ARCRADE

Underwuride
Hnlght Lore
Elite

Football
Manager

American
Football

Kokotonl WIilf
Sherlock
Tir Na Nog

Twin Kingdom
Valley

Avalon

uUitimate
Ultimate
Acornsoft

Addictive

Mind Games
Elite
Melbourne Hse
Gargoyle

Bug-Byte
Hewson

Spectrum (3)
spectrum (2)
BBC (1)

Spectrum (5)

Spectrum (4)
Spectrum (8)
spectrum (-}
Spectrum (7)

Spectrum (9)
Spectrum (10)

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

SPECTRUMA

1Booty

2 Daley Thompsons
Decathion

IAvalon

dselect

5 Matchpoint

& Tornado Low Level

7 World Cup

8 Jet Set Willy

9Full Throttle
10Beach Head

Flrebird (-}

Ocean (3)

Hewson (-)
Computer Recds (-)
sinclair (-

Vortex (5)

AFTIC (=)

5 Projects (101
Micromega (3}
Centresoft (4)

CONNNNODOIRE

1Booty
2 Matchpoint

aTornado
Low Level

4 5pirit of Stones
5Jinn Genle

6 Ghostbusters
JChiller

82D Thompsons
Decathlon

9 Zaxxon

Firebird (-
Psion (-)

Ocean (-
CEM i-

Micromega (-

Activision (-}

Mastertronic (3)

Ocean (5)
centresoft (81
10Rald over Moscow U S Gold (2)

DRAZOON

1Manic Miner
2Hunchback
ICuthbert In Space
4 Dragon Chess

S Chuckle Egg

EMystery of the
Java Star

TMr Dig

BKriegspiel

95prite Magic
10Bug Diver

I

S Projects (-}
Ocean 1)
Microdeal (T)
Dasls (3)
ALFI5)

Shards (4]
Microdeal (6)
Beyonda (8)
Knlght sfowr (100
Mastertronic (10)

Compiled by W. H. Smith and Websters. Figures in brackets are last week's positions.

VIC=-20

1Perlis of Willy

2 Duck shoot

3 Punchy

45ub Commander
SFlight 015

6 Max

7Tower of EvII
BMaze Gold
93D Mare

10Tank Commander

5 Projects (1)
Mastertronic (21
Mr Micro (3)
Creative Sparks (5}
Cralg Coms (100
Anirog (8)
Creative Sparks (-)
Vislons (-
Mastertronlc (4l
Creative Sparks (-)

2BC

15abre Wulf
2 Manic Miner
TScrabble
4 Elite
5Bird Strike
& Football Manager
TSwag
BAcid Drops
9Duck

10MiInl Offlce

Ultimate (-)
S Projects i-)

Lelsure Genlus (1)
Acornsoft (2)

Firebird (-}
Addictive (3)
MIicro Power
Firebird (-)
Firebird (-
Database (5)

i4)

SNASNRIS

1 Manlc Miner

2 Hunchback

L Blagger

4 Classic Adventure
SFantasia Dlamond
GRoland Ahoy

TSnooker —
Steve Davis

BCGhouls

8 Forest At
Worlds End

10 Return to Eden

S Projects (-]
ocean (-]
Alligata (-}
CBM (-]
Hewson (<)
Amstrad (-)

CO5 =)
Micropower (2)

Interceptor (5]
Level 9(-)




Ingenious...

THE COMPUTER EDITION OF

PN Waddingtons |
MONOPOLY

Registored Trade Mark of Wadding tons Games Lid

MONOPOLY

Registered Trade Mark of Waddinglons Games Lid

PROPERTY TRADING GAME

ot
&

Lei

The Computer Ediion of WADDINGTONS MOMOPOLY* IS PRODUCED BY LEISURE GENIUS®
UNDER LICENCE FROM PARKER BROTHERS AND WADDSMNGTOMS GAMES LTD
THE BOARD DESIGN 15 THE TRADE MARK OF WADDINGTOMS GAMES LTD ©ALL COPYRIGHTS RESERVED

W mLGISTIRED TRADE MARK 3 Mﬂnlﬂgu Row, London WI1H !F\H
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A  cautionary tale and
topical now that MSX has
arrived.

About a vear ago, in
Bristol, where [ lived at the
time, | bought a CGL
(Sord) M5 computer, now
very much 1o my regret.
However, at the time, the
shop was running a video
which, amongst other
things, said that ‘MSX is
coming'. The shop told me
what MSX was, assuring
me that CGL were in on the
ground floor. Although
there was then only a
limited amount of software
available for the Sord, with
MSX they would be able to
match any other system.

It turns out that the M35
does not take MSX
software and although 1
have written 1o the shop
and CGL, | have had no
satisfactory replies.

I would like 1o hear from
any other readers,
particularly Sord M35
owners, whether they saw
this display running or were
told similar tales.

K Birtwhistle, Altringham

I read with great interest the

article in HCW about
arrays and have the same
sort of opinions about 3-D
arrays. But when I read the
ideas about 4-D and 5-D
(and so on) arrays, | must
say that [ have shightly

cifferent views on the
subject and here s my
reasoning

| think that a computer
only uses one-dimensional
arrays and that the other
dimensions have been
invented to facilitate us
humans. This means that if
we¢ have an array DIM
A(3,3,3,3) the computer
simply reserves Bl locations
for our use and whenever
we refer to an array the
computer uses a formula to
calculate proper location. If
we mark DIM A(A,B,C,D),
this formula would be
{a_ll'hic#d +Ib‘t}-1l_
d+(c-1)*d+d If my
reasoning is correct then the
reasoning in the artcle is
wrong because this formula
does not work in the 4-D
arrays.

My second point is that
o my mind every subscript
in an array tells how many
location groups are
determined in the rest of the
DIM-clause. DIM
Al(l.2,3,4) means that there
15 one 2,34 and 1%2,3,45
and 1*2*3 4s. So you can
calculate how many ‘resets’

there are by multiplving the
subscripts up to the
beginning of the ‘rest’. Now
is we think that DIM
A(3,3,3,2) means the same
as two 3-D arrays neither of
the above reasonings will
work.

| think that the cubes
system is a very good way Lo
demonstrate the many-D
arrays, but | suggest the
following addresses for 5-D
arravs.
— first number tells which
row of cubes
—  second number tells
which column of cubes, as
we now have located the
right cube
— third number tells which
row in that cube
— fourth number tells
which column in that cube
— fifth number tells the
depth in that cube.

Jaako Pitkanen, Tampere,
Finland

I am a Spectrum owner and
proud of it. | think John
Rogers (HCW 89) is talking
a load of *@(+L@")
Maybe if he thought a bit
instead of just waffling he
might be able to reason that
there are more programs
for the Spectrum because
there are more Spectrums!

On a higher note must
agree with John Richardson
(also HCW 89) about games
plaving. Who cares about
games? | personally like
programming but 1 sull
don't see why such a fuss
should be kicked up.

All this business about
pirating 15 not worth it.
People find copying tapes
very rewarding!

Tony Austin, London

continuing

In the last few weeks I have
read with great interest the
enlightening and sometimes

angry letters concerning
software piracy.

Many points of view have
been put forward and the
picture seems (o be thai
readers of HCW see
software piracy in a very
domestic light. Friends
copying each other's games
and passing them on (o
third parties and so it goes
on. Perhaps they would be
more sympathetic 1o
software houses 1if they took
note of the points raised in
the letter from Jon Dean of
Atarisoft (HCW 88).

It must be terribly
frustrating for a software
company 10 COME ACross
such blatant theft of a

game, not even released,
and being distributed in its
name, especially when the
quality is so vastly inferior.

It is not only software
houses that suffer under
such circumstances it is
people like Mike Curtis,
who has obviously been
ripped off something rotten
in this case. That is why it is
stupid 1o support piracy
even in a very small way.
One day vou could find
vourself the victim of a
similar con trick, several
pounds out of pocket and
with no way of recouping
vour loss. That is when you
will start condemning
pirates but by then of
course it will be oo late.

S0 start now and be
honest. Taping commercial
programs 15 theft just like
robbing the bank of
England!

Steve Wallace, Canterbury

is lt dead?

1 GRAPHICS 0:DIM
HELP“{anything)

5 Set
SETC.0.2,0,12
10 ? Dear HCW,

200" I am a confused Atari
BOOXL owner''

C,0.4,0,0:

07and 1 would like 10
know il there is*"
407**any future for the

crummy, useless, low™
50?**res, lump of cheap
BASCI?"

607 Please reassure me
that the Atari computer'
707*is not dead.™

807*'is there anything that
the Atari can do?”’

90 INPUT HELP__

1007 THELP_ IN Home
Computing Weekly please.

Charles Gibbons, London

L]

What does John Rogers
(HCW B89) think he is
talking about? 1 think that
Henry O'Donavan's letter
in HCW 86 made some very
good points and [ wish that
there were a few more
intelligent people like him
around.

HCW is a very good
magazine and 1 feel that it
does its best to support all
kinds of computers, even
dead ones like the TI-
99/4A! The Spectrum is the
most popular computer in
this country, you can see
that just by looking at any
solftware chart  because
most of the top selling
games are tor the Spectrum.
It i1s therefore perfectly
logical to run a higher
proportion of programs for
this micro.

| am not normally given
to writing letters to
magazines but 1 felt than |

had 1o to John
Roger's amazing
statements. He is pretty
stupid if he thinks that the
Spectrum is just a games
machine. Even it it is, the
only reason the TI-99/4A is
not one is because there are
no games for it anymore.

I get really fed up of TI
owners. They all seem 1o be
a certain type of person
who loves 1o have a real
chip on their shoulder. Why
don’t they shut up and get
on with it like the rest of us
do instead of mouthing off
about their virtues and
evervbody else’s
disadvantages.

reply

Barry Stair, Templetion

"
5

Having read this week’'s
HCW (89) I felt 1 must
write to totally agree with
John Rodgers of Leeds
about the Spectrum.

I quote: **l must admit
that | sometimes get fed up
with the number of letters,
etc. in HCW for the TI-
99/4A." This excerpt was
from Henry O'Donovans
letter (HCWE6). Well, | get
sick of reading and seeing
the letters, articles and
adverts for the Spectrum. It
seems that the curse of the
rubber keys has taken over
the whole software
companies!

It also seems to be that
Sir Clive Sinclair has
brought out this new
spectrum + {which
incidentally is a rip-off, 1
think. | read how the key
tops fell off when it was
turned upside down!) 1o
restoke the fire for the sales
ol the old Spectrum.

MNaturally a Sinclair
spokesman denied this:
“We have been histening to
all the people who have
been saving that the
Spectrum  needs a good
kevboard."” All Spectrum
owners know how true that
is!

But, as of now, Clive
Sinclair has only reached
the tip of the iceberg in
kevboards and sound.

Having said all this, |
must say that of the games |
have seen for the Spectrum,
most have been of good
quality.

My advice to all people
who are thinking of buying
a computer 15 this: you
could do better than buying
a Spectrum or Spectrum + .
A Commodore 64 of Atari
BOOXL would be a good
investment for both games
and business.

Another sore point | read
in Henry's letter is the view

that the letters page should
not be turned into the
cheating page.

May | just say, that
Henry, 15 none of vyour
business. I'm not going to
sit here and read about
people who are trying to
dictate to me that | should
stop wriling to ask for help
but sit there until 1 gather
dust.

Anyway, people like vou
will not have to put up with
cheats like us, because
HCW says it will be starting
an adventure column, so all
vou dedicated adventurers
or cheats write in with vour
problems or advice.

I you don't like it don't
read it! That's the answer.

I would hLke 1o
congratulate HCW on the
un-bias vou show and |
implore you not to follow
Mr O'Donovan’s example
and turn into an all-
Spectrum magazine. Don't
desert us!

Jonathan Dale, Codner

It has come to our attention
that you are considering
starting an adventure
helpline.

As the world’s foremost
authority on adventure
gaming, we would like to
extend to vou our hand of
friendship., and say that if
you require any help, advice
or assistance then we would
be very willing to help in
any capacity that we are
able.

We hope that this letter
finds you well, and our best
wishes for the future of this
very worthwhile venture.

President,
Adventure

Simon Clarke,
International
Club

We appreciate this offer
and encourage all readers to
send in gqueries and
suggesiions.

send your letters
to Letters, Home
Computing Weekly,
No.1GColdenSquare,
London WiIR 3AB.
Don't forget to
name yourcomput-
er — the best letter
covid win ES-worth
of software. Got o
problem with your
micro? We’'ll soon
be starting a
queries page, so
send your technic-
al gquestions to
Queries ot the
above address.
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WD Software

Utilities for the QL (E10 on Microdrive)

This package offers single-key loading, running or deletion of files, multiple
formatting of cartridges, and auto backup of files from one or more cartridges
to another with optional over-wntng of namesakes. In addition, a directory of
60 + files can be viewed without screen overflow. WNB a VERIFY program is
unnecessary — QD05 does this automatically. Now includes directory prini-
out and “‘gprint*’ to print any or all files on a cartridge with optional dated
titles. Owners of the earlier package can update by sending OUR cartridge and
25p.

Current Spectrum Software
Tradewind (E5 Cassette)

Buy a ship, provisions and cargoes 1o trade between the harbours of the Coral
Islands. Make a fortune if the weather and pirates let vou live long enough to
master seamanship and economics. A strategy/adventure game with graphics
for 48k,

Jersey Quest (E5 Cassette)

Following an accident, vou are siranded in the labyrinth of time and must find
your own way back to the Present with the avd of persons and objects from
Jersey Folklore. Meet the Black Horse of 51 Ouen, the Dragon and Knight of
La Hougue Bie, the Black Cat of Carrefour a Cendre, the Wiches of
HI.'IL'!LIII.I".'hHFL! and many others. A text-only adventure for 48K in machine code
(Gl ),

Morse Tutor (E4 Cassette)

Fhis one has it all! 4-19 words/minue, varable spacing, variable number of
groups of random letters, numbers or mixed, random sentences, awn message,
single characters (including punciuation), variable pitch, FEEDBACK wvia
screen, printer or SPEECH (phonetic alphabet via Currah u-Speech on 48K
version only), and repeat facility. Takes vou 1o and bevondiRY A and Amateur
Radio receiving standards. 16K and 48K versions on one cassetle, 48K only on
Microdrive cartndge.

Spectrum Programs on Microdrive

All the above are available on Microdrive cartridges at a price of £4.58 for one

cartridge + rthe price of each program as shown above ¢.g. a cartridge with

Tradewind and Morse Tutor would be £13.50. As a bonus, Gavin Monk's
Indexed Loader is included frée with cach cartridge.

availahle from

WD Software (H), Hilitop, St Mary, Jersey, C..
Tel (0534) 81392

SOFTWARE ——

SUPER SOFTWARE SAVERS WAS NOW
CARMES * RI-SKI 3.901.99
B, (lumn 1515

TERES g ; + BASHA-BU 704,
NEW YIC-20/CBM 64— sglected Nu%m:j?rmé' g% 1.33

~ - CAMES games  « MAGGOT-MCH 3901,
ARLAI“ {’A.HI."E : guaranteed = CASING 3.851.99
“SUB WARS" — “THE HAWK immediate = = HOP-T 535283
£2.50 each. and free « « TORPEDO 460299

PO BOX 1520 DUBLIN delivery .+ + MINFKONG 4.652

immediate delivery — goaranteed « BASIC/UNEXPANDED « « EXT BASIC

For full details send large SAE for

Phone &03402
b il free catalogue. Cheques or POS o

MICRO-BYTE 5OFTWARE,

— T1-99/4A SOFTWARE— | | 1" A MAC ALEE U

Any three fantasuc games for only

£5. 39 titles 1o choose from.

SOFTWARE AGENTS

For full list 5.A.E. o ~SOFTWARE BARGAINS!!!
COMMODORE 64 SPECTRUM

BINBROOK SOFTWARE, D Thomp Dec 5.50 D Thomp Dec 4.90

88 Cotterdale, Sutton Park, Flght Pth 737 5.50 Night Lords 7.50

Hull HU7 4 AE Beach Head 7.50 Underworld 7.50

Biarama 6.20 Backpackers 5.90

Bruce Leg 7.50 Eureka 11.05

WANT TO BUY, SELL, SWOP?

PHONE BECKI ON Mail orders only. SAE for full price

list. PO's/Cheques to:— MCS (UK)

01-437-0699 Ltd, iDept HCW), 24 Edward Road,

Walthamstow, London E17 6LU

ChostBstrs B8.50 GhostBstrs  7.50

REPAIRS 'N°' SPARES REGISTER

Commodore repairs. By Commo-
dore approved engineers. Repair
prices — VIC-20 modulators £6.50,
VIC-20 from £14.50, CBM 64 from
£18.00, C2N from £7.00, printers,
disk, etc. For more details write or
tel. G.C. Bunce & Son. 36 Burling-
ton Road, Burnham, Bucks SLI
TBQ. Tel: (06286) 61696.

— HEMEL COMPUTER™
CENTRE LTD.

For fast reliable repair service
of your SPECTRUM, BBC,
DRAGON, ATARI and
COMMODORE computers. e.g
Send your 16/48K Spectrum to
us and we will repair and return
it for £20 + £1.60 p&p.
Hemel Computer Centre Lid.,
52 High St., Hemel Hempstead,
Herts HP1 3AF,

Tel: 0442 212436

MICRO-SERY

The home computer repair specialisy
in Scotland
BEBC, SPECTRELUM, VIC-20 AND ALl
PERIPHERALS. 1 MONTH
WARRANTY ON ALL REPAIRS
UMNIT 4, Denny Workspace,
Denny, Scotland, FK6 6DW,
Tel: Denny (0324) BI346X

We offer repairs and spares
for Sinclair, Commodore,
Atari and all other makes.
Part exchange and second

hand computer services
available.

STATION ELECTRICAL, Coastal

Rd, Hestbank, Lancaster LA2

6HN TEL: 0524 824519

Repairs — ZX81 — Spectrum. Fast,
reliable repairs by experienced
engineers, having serviced Sinclair
computers since the introduction of
the ZX80. Our price is inclusive of
all parts, labour, postage and VAT
irrespective of fauli. *No hidden
charges. *While-vou-wail  service
available. Spectrum £18.75. ZX81
£11.50. 16K Ram £9.95. Call or
send with cheque or P.O. to:
IV Services of Cambridge Lid,
French’s Road. Cambridge CB4
JNP. Tel (0223) 311371.

* WANTED
BUYERS FOR THIS SPACE

OFFERS TO BECKI ON
01-437-0699

DO YOU OFFER A REPAIR
SERVICE? WHY NOT
ADVERTISE IN OUR
REPAIRS 'N' SPARES

REGISTER.
PHONE 01 437 0699
FOR DETAILS.

CLASSIFIED
ADVERTISEMENT —
ORDER FORM

If you are a good programmer you probably need an
agent. Call Bath 60717 or write to:
6 Quarry Rock Gardens, Claverton Down Road
Bath, Avon BA2 6EF

AGENCY FOR THE COMPUTING ARTS —,

CLASSIFIED — RING
01-437 0699
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Tel: 01-437 D699
Pwime

Sddress

Per- Mo, (Dav)

C ]
FTLL
=

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

OMNLY 35p per word imimmum charge 15 words)

CLASSIFIED DEPT., HOME COMPUTING WEEKLY,
| Golden Square, London WIR IAB
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SE®  Nota Game. . .. A very realistic Flight

Simulation!!!!
by . Worlds Of Flight (W.O.F.) is a “view”
+ orientated flight simulation for the
w?‘ ~_ Dragon 32 and Tandy colour 32k
* j computers, - written entirely in
% machine language.
~ "View" orientated means that the
- pilot may determine his or her

position by actually viewing the
surrounding landmarks and
features as opposed to flying
on instruments only.
The craft is a light weight, low
winged, single engined
aeroplane, with a nose wheel
which is both steerable
and retractable.
' Most instrument manoeuvres
and procedures may be practised, as well as
aerobatics which include, aileron rolls, spins, stalls and
sustained inverted flight.

100% machine code with high
resolution graphics.

S : @ Requires 2 Potentiometer/Floating Joysticks

L

]
e
i

LY

Tandy Colour Version requires 32K
non-extended basic and is available only at Iandy Stores.

o Dealers Contact

f\- MICRODEAL DISTRIBUTION

0726 73456
TIGER TRADER 0925 55222
TWANG WHOLESALE 0734 580200
CENTRESOFT

3\ 2\ CENTRESOFY
AL

Mail Order Sales from &
Microdeal Mail Order 41 Truro Rd, :
St. Austell Comnwall PL255JE X

Credit Card Sales XN | @i | "» A)

Phone 0726 73456 [ TR

AIG!
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