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A top Scotland Yard detective of the law, notably theft of FNTURS

pas slammed the publication of  electricity, theft of computer '
a controversial guide to time and unlicensed usage of THE _"—"" -
hacking, which was published copyright material; every HACKER s
last week. “*No good can come  hacker must decide individually
of anything in this book,"" said each instant as it arises,”’ he HANDBOO
John Austen, head of Scotland  writes. ottt ade i
Yard's computer crime unit. Richard Brockbank of Cen- . HUGO CORNWALL
And Austen would like to tury Communications supports
se¢ legal action taken against Cornwall and believes the book
the publishers of The Hack- has an important contribution
er's Handbook, Century 1o make to the security of
Communications. information. *““We feel perfectly
**| don't believe that it is in entitled to publish this book,"
the public interest that it should he said. **We hope it will help
be published and if the public tighten security and have a
Win sweatshirts and protests 1 will refer the matter  positive effect. We aren’t trying
. to the Director of Public toencourage criminal acts'
St}ffwn'r!‘.'! On "fﬂur bike, Prosecutions,” he said. In the eyes of the law hacking
grannie — weve games The author of The Hacker's is generally illegal, but theft of
for nine machines Handbook, who has assumed information is not a criminal / _
the pseudonym Hugo Cornwall, offence. Convictions carry thick before it was edited down
is apparently a 40-year-old relatively small penalties. to be publishable."
Highgate resident., He argues An expert hacker, who And a Scotland Yard spokes-
that hackers have their own wanted to keep his identity man stated that Detective
code of responsibility, secret, commented: **This book  Inspector Austen's views were
““The sport of hacking itself 15 excellent but very bannable. his personal opinion, not that
may involve breach of aspects It was two or three times as of the police force.,

Brain behind the body

You've seen the TV programme, Body Works covers the main
you've read the book — now bodily functions: digestion,
here's the software. respiration and circulation.
Body Works 15 Jonathan Nerves, muscles and cells are
Miller’s brainchild. Well- also studied, and user participa-
known for his TV appearances tion is vital for one game,
in The Body in Question, and Muscle Control, in which the
subsequently for the pop-up player must use skill and speed
book Ihe Human Body, Dr to manoeuvre a character
Miller has now directed his The program involves the
attention to the possibilities of user in a number of simulations.
home computers as a medium. In one section you input
Jonathan Miller's Genesis Productions and Five information for a character
Ways have collaborated to running the marathon. If the
Bﬂd? Works prf.:u.iu-.ﬁ this original concept. stress heca.rzllrpn intolerable, the
R + Body Works is a combination runner suffers a heart atnack,
Ynu_rend " fll‘"!‘rf of education and arcade, aimed and vou can see the effects this
in HCW! at older children and adults. has on the human body.

'"i‘:ﬁl:zur Convert BASIC QLR AT

brighter programs for R LF LTI
P Ty Your machine flGl LET T LT

Jonathan Miller,
Body Works director

Swot spot Hi-scores,
for bright jokes, puzzles,
boffins cartoons. ..
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Featuring

* DISRPLAY MODBE - & bigtobiec for

instance a ship in full sail, using all the eight sprites can be
designed easily. All the eight sprites can be viewedtogether
to give the full view of the ship. Any of the sprites making up
the ship can be edited, scrolled or rotated while the whole
ship is in view.

OVERLAY MODE — Uptoeight sprites

can be overlayed.

ANIMATION — A really useful feature. A

horse can be taken through its paces from canter to full
gallop.

SCROLLED — In normal or MULTI-COLOUR

mode.
3 3 6 sprites storage.

Many useful hints, tips and information about the working
of the video chip in CBM 64.

*

*

Easy to incorporate the sprites in your own BASIC or
machine code programmes.

A must for a BEGINNER or PROFESSIONAL programmer.

* % X o ¥

Ready to use sprites for beginners including a
demonstration programme to show all the features of the
Sprite Machine.

Cassette version £9-95 Disk version £11-95

AN 1S

v AN Q"ll

MAIL ORDER 8 HIGH STREET HORLEY SURREY 24 HOUR CREDIT CARD SALES HORLEY (02934) 6083
Un|t1 O Victoria Industrial Park, Victoria Road, Dartford, Kent DA1 5AJ Tel: 0322 92513/8
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Educational software has
always lagged behind, but if
companies are smart to
see that education doesn't
to be restricted to school, and
produce kages which will
interest all the family, like Body
Works, then big bucks can be
made and ploughed back into
ing more sophisticated
programs.
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There's a ghost in my house! ..........coov000e0.. 29

* Bad eggs on the BBC

Don't miss your copy of
HCW! Place a regular order
with your newsagent now.

Argus Specialist Publications Lid.
No. | Golden Square, l.nndnn WIR 3AB. 01-437 ﬂﬁ!ﬁ

Home Compufing Weeskly s ished on

Hoemal Hempileod, Herfy
Dﬂ‘ﬂ Cireus House, 26 Liflle Portlond Streel, London WIN SAF

ruluhﬂhhﬂlpﬂmmdhnkm Infone! Lid. 1013 1
1 188. 0447 48432 Trode distribution: Argus
ECFA 4J5 0]-247 8233. Printed by Aloboster Possmore & Sons, Lid, of Londen and Maidsfone, Kent. Design ond origination: MM

House, 179 Morlowes
mmwmm 12- 14 Poul Streal, London
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by Jon Wedge and Jim Barker

The Computer Dictionary by Jon Wedge and Jim Barker is available from A & C Black, price £3.95
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On the ball

Marconi's new graphic inpul
device, the RB2 Trackerball
provides precis¢ Xx-v cursor’
control by fingertip operation
of the central ball.

Trackerballs are available for
use with BBC and C6é4 (£59.50)
and MSX (L79.50) compulters.
It is aimed at serious hobbyists,
educational establishments and
users of graphics programs.

According to Marconi it is
more stable and accurate than a
jovstick, needs less space than a
mouse and can also be hand
held, It comes complete with a
user guide and sophisticated
grahics soltware, as well as
software to facilitate linking the
RB2 1o your own programs.

Central Trade Exchange, : _
Ashton Lndgg_ Aston Rd. On the right track

Dunstable, Beds LU& INP

Toil and trouble .
PI..H'E' gﬂjd Players of Macbeth, Irom Bits ﬂﬂd b}""ES

US Gold has announced the |KSESIIATIR il CANTCR e Elgr| Crampian Television is pro-
launch of the US Gold Club, | RIS T S N Tl E T A E dllL‘in_g a second series ﬂ_f B.ita
The membership fee is £9.99 |EENEEVRTRITGESRSITEEIIN | ‘n’ Picces, a computer series for
plus 75p postage and packing. TR T E T sl e (il | voung people between the ages
Members will receive a US | BUSSS of 10 and 20.
Gold sweatshirt and badge, a Awvailable to anyone sending The series will concentrate on
poster, a membership card, |[EUNGERINUTEECCOEEW [INTEER]| software for Spectrum, C64,
discounts on US Gold software, |HIEESRUS ORI RORIaGI®| BBC, Amstrad and Atari. The
US Gold merchandise and Gold | BRSNS R ST Igi (s Ao | production team intends that u
Bulletin., a regular newsletier | IRt UM EUEIS G EHNCIRTIEIR | should be the most innovative
containing news and views on CERUTSRTH ST TER e i | and  user-friendly  computer
US Gold games. fourth, wvou should be an |JESIEEHRAS
2 expert’. Bits ‘n’ Pieces will be pre-
US Gold, Unit 10 The Parkway LRV LR U e sented by DJ Bobby Hain and
Industrial Centre, Heneage St, | CULUIEEIESRUIFTIVTRERRUNY| the series will be screened
Birmingham BT 4LY use of it's switchboard as well JREIEHERGTSEHTHTES
as helping fans of the game.

Grampian Television, Queen’s
o T LI RY-T I T L TY T T | Cross, Aberdeen AB9 2XJ
Hse, 296 Farnborough Rd,
Farnborough GU14 7NF

Eye, eye

Bolle, manulaciurer of VDI
spectacles,  has  introduced @
new ladies stvle 1o ns range.

In common with all the spec-
Lacles 1in the Bolle range the new
spectacles teature the lrex W
plus lens, designed 10 improve
the resolution of screen images
received by the eve. [hese
elasses are available in sherry
vold colour.

Make a spectacle of yoursell

Bolle, Brunel Cl, Ebblake Ind
Est, Verwood, Wimbourne,
Dorset BH2] 6BA
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Software update

Mosaic Publishing was guilty of
jumping the gun this week, with
the somewhat premature an-
nouncement of a game based on
the novels of the life and times
of Adrian Mole. The game
won't be ready until the
autumn.

Level 9 is the software house
developing the game on behalf
of Mosaic, and Adrian Mole’s
trials and tribulations will be
played out on C64, Amstrad
CPC464, Spectrum and BBC.

The follow-up to Chucky
Egg, Choccy Egeg from A ‘n’ F,
1s timed for release at Easter
weekend. Meanwhile, Mel-
bourne House has released a
new, improved — but pricey —
version of the Hobbit for the
Cé64. The number of locations
are doubled and the graphics
are reported to be a con-
siderable improvement on the
original Commodore version.
The musical soundtrack should
set the atmosphere, and inspire
you on your guest, according to

Nibble at your
micro

The mice are multiplving. The
latest machines 10 come under
attack are the BBC and Com-
modore 64 which are soon 10 be
mibbled by the SMC species,
released from their breeders
next month, at £59.95.

Supplied with software on
cassette these mice are the hirst
which are meant 10 operate with
coloured icons. Using the soft-
ware supphed vou can design

Melbourne House. Price: £14.95
on cassette, £17.95 on disc.

Micromega has come up with
a new package of three of its
best-selling Spectrum games:
Codemane Mat, Kentilla and
Jasper. This bumper pack, the
Derek Brewster Collection, can
be yours for £9.95.

Palace Software, who modi-
fied The Evil Dead into a
computer game, will shortly be
releasing Cauldron: a game
which incorporates scrolling
shoot-"em-up, arcade adventure
and platform jumping. Palace
claims: **It’s one of the largest
games so far written for home
computers, and uses about
300K of source code!” At £7.99,
Cauldron will be available for
the C64 and Spectrum.

One conversion of note this
week is Systems 3's Death Star
Interceptor for the Spectrum.
Originally written for C64 this
new version has music from the
film Star Wars, officially
licenced and even synthesised
speech.

sprites  and other characiers,
produce l6-colour screen
designs (eight on the BBO) and
use the mouse nput for vour
OWN Programs.

A Turiher advance 1s that the
mouse can be used as a jovsnick
with most software with joy-
stick option. A versatile
creature, with versions due 1o
irfest the QL. Amstrad and
MSX soon.

SMC Supplies, 11 Western
Parade, Gt North Rd, Barnet,
Herts EN5 1AD

Nibble on an AMC mouse

Title

Parky and the Yellow
Submarine

Quasimodo

Doughboy

Battle for Midway

Grand Larceny

Chuckie Egg 11 —
Choccy Egg

Jet-boot Jack

Tower of Evil

Derek Brewster
Collection

Mystery of the Java Star

Cauldron

Frankenstein 2000

Caveman Capers

Bug-Eyes

Sir Lancelot

Wizard and the Princess

Classic Adventure

Grand Larceny

Star Seeker

Android One

Rocket Ball

Krazy Kar

Jouste

Boardello

Arabian Nights

Death Star

CH4

C64
CHd
C64

Cl6

BBC
BBC

Cl6
Cl6
C64

C64
C64
(64
MSX

Spaced out

The new CUB National Schools
Computer Challenge has at-
tracted entries from 1300
schools around the country. As
part of the first prize the
winning team will attend a
launch of the space shuttle at
the Kennedy space centre,
Florida. This 1s just part of the
itinerary of a hve-day tnp to
America.

['he competition 15 sponsored
by monitor manufacturer,
Microvitec, and is geared to
initial post-out rounds with

Machine
C64, Atarni
Spectrum
Amstrad

Spectrum
Amstrad
C64, Sptrm

Spectrum
Amstrad

Electron A
Amstrad

BBC/Eliron
Specirum

Publisher

CheetahSoft
US Gold

US Gold

PSS

Melbourne Hse

A'n'F
English
Creative Sparks

Micromega
Shards

Palace

Icon

lcon

lcon
Melbourne Hse
Melbourne Hse
Melbourne Hse
Melbourne Hse
Mirrorsoft
Voriex

LJK

1JK

1JK

Bubble Bus
Interceptor
System 3

St e Gt Sl et e
A L

o a8 e W el e W W 8 o
L L L LA LA LR LR LRy

ot W as!
WO =]
=)

£7.95
£7.95
£6.95
£6.95
£7.95

£6
£7.95

questions on specific computer
application tasks. The com-
petition is open to pupils under
the age of 16.

fony Martinez, Microvitec
chairman said: *‘It provides a
tremendous boost to our hopes
of using the structure of the
competition as a basis of
challenge between British and
American schools.’

CUB National Schools Com-
puter Challenge Competition,

c/o Octagon PR, Octagon Hse,
32.36 Little Horton La, Bradford

The Haleys — faster than a speeding comet to America

Haleys' holiday

The Haley family of Coventry

were winners n the joinl
Spectrum  Group/Commodore
Competition.

The Haleys had to hist seven
features of the C16 in order of

HOME COMPUTING WEEKLY 26 March 1985

importance and compete a tie-
break sentence stating why they
would like 1o go to Disneyland. {

The prize includes a l4-day
holiday in Florida including
irips to the Kennedy Spacel!
Centre and Disneyland and
£2,500 spending money.
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This week we
bring you part
one of a series
in which

Peter Green
shows how fo
make BASIC

programs run
on a variety
of machines

ALTERED STATES

D you ever get frustrated
when you're reading
HCW? There’s a really
useful utility, or a program that
sounds just the thing to type in
and play — and it runs on a
BBC Micro, and you’ve got an
Amstrad. Sighing, you reluc-
tantly turn over the page...

It doesn’t have to be that way
as a little effort on your part
can often result in a workable
conversion from one machine
to another. I know: I've done
nearly a dozen jobs like this for
a software house. In fact you
can sometimes improve on the
original by making use of any
facilities available on the second
machine.

The object of this series is to
pass on tips I've picked up so
any competent reader can
attempt successful conversions.
This also includes knowing
when to give up!

This week I'll start off with
some general comments on the
problems involved. Later in the
series I'll cover control
structures, graphics, sound,
subroutines, string handling
and input/output. The
machines to be covered in detail
are the BBC, Amstrad,
Spectrum, Commodore 64 and
Oric, but the ideas will be
equally useful for owners of
other computers.

Know your enemy
For a ‘standard’ language,
BASIC has a ridiculous number
of dialects. Your first problem
is that, ideally, you should be
familiar with the BASIC in
which the program is written
(the source machine) and the
BASIC on your computer (the
target machine). The best way is
if you have both manuals:
perhaps you have a friend with
the source machine and can
borrow his. Failing that, you'll
have to rely on the information
in this series, which cannot
possibly be exhaustive, but will
cover the major differences.
MNow you can speak the
languages, what are you trying
to say? The second step is to
understand what the program
actually does, which may not be
easy. Can you read a string of
VDU codes and visualize the
resulting picture on a BBC
Micro? Probably not. Having
access to both source and target
machines, 1 was able to run
originals and see exactly how
they appeared, which is the best
system: again, an obliging
friend who will let you try the
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program on his machine is very
useful.

Otherwise, you'll have to
work through the listing and
make notes on the function of
each line. If you're lucky, the
program will be written in
logical blocks (procedures or
subroutines) called from a short
main control loop. In my
experience many magazine
listings are badly written. This is
not meant as a slur on you,
gentle readers! — it's simply
that BASIC makes sloppy
programming easy,

BASIC was designed to be as
English-like as possible, and in
English you can write grammat-
ical sentences which are tricky
to understand — ‘I know a
man with a wooden leg called
Arthur'’. **What's his other leg
called?’’ In this example the
problem is causeed by the order
of the words, and in BASIC the
order 15 generally the problem
too, which brings us to the
infamous GOTO.

Branching out

There is nothing wrong with the
inclusion of GOTO in BASIC,
despite the ravings of many
learned writers. As I'll show
later, it can be very useful in
stimulating exotic types of
control loop. What's wrong is
that most people are lazy, and
use it to jump about in the
program willy-nilly. If your
source listing exhibits a bad case
of ‘spaghetti programming’, my
advice is to forget it. A well-
structured program should be
easy, though.

Work through the listing with
a ruler and pen, identifving
program modules and ruling
them off. This is often easiest
on the Beeb, each sub-block
starting with a DEF PROC. On
machines without procedures,
look for the RETURN state-
ments that terminate each
subroutine. Warning: sub-
routines may have more than
one exit point, so be careful not
to sub-divide too far.

Once this is done, it should
be a simple task to tackle the
subroutines one at a time,
deciding what they do and
converting them to your target
BASIC. Make notes on the
variables used, the range of
values they can take (if
possible), and what the
variables are meant to
represent: fuel, turn, screen
position, number of gnomes
killed etc.

Many magazines include

tables of variables and how it
works, as well as hints on
conversion for listings — these
are often sketchy and
incomplete, but save you some
work.

If you want to tackle a
conversion without this sort of
analysis, you're a better man
than 1 am, Gunga Din
You can’t get there

from here _
I've already mentioned one

reason to avoid a conversion:
impenetrable programming.
Here are some more.

Memory size may make a
conversion impossible. For
example, the three screen modes
on the Amstrad are similar to
Modes 0, 1 and 2 on the BBC
(although numbered the other
way!), S0 a program running on
the BBC should transfer to the
Amstrad with little difficulty.
But these hi-res modes eat a lot
of the Beeb's memory, so that
the reverse is not always true. A
large Amstrad listing simply
won't fit into the BBC unless
yvou drastically alter the
graphics required (which may
not be possible).

Conversions to and from the
C64 are generally to be avoided
unless the program makes
minimal use of sound and hi-res
graphics (or you're a
masochist). This is because the
64 is a machine code program-
mer’s computer: it's BASIC is
positively Stone Age with all the
useful facilities accessed by
PEEKs and POKEs to obscure
memory locations. Something
ke a noughts and crosses
program, where most of the
listing is the ‘thinking’ routines,
and vou can easily write your
own display section, should be
OK.

Any BASIC listing that uses
CALLSs to bits of machine code
is generally a no-no. Often the
code is a ROM routine that
permits a short cut for the
programmer: of course the
routine may not be at the same
address in the target machine,
or even exist at all! If the code is
self-contained and is nothing to
do with the system hardware
(a fast search or sort routine,
for example), and the two
computers use the same
processor, and the code is easily
relocatable, and you know what
you're doing, then you can have
a go. In short, forget it.

In the next part, 1'll discuss
how to put any loop structure
on any machine, and look at
string handling.
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Keep your eyes
skinned for

Super Gran

and you could win
sweatshirfs, and
games for nine
different machines

ON YOUR BIKE,
GRANNIE

P E LE

his week we are offering

you the chance to meet a

superstar. There are

prizes for 100 readers who will

cach win the latest release from
Tynesoft — Super Gran.

The game 15 based on the
adventures of television's most
unlikely star. Accidentally hit
by a super-ray machine an
ordinary grannie became the
septuagenarian superbeing.

The aim of the game is to
defeat the Scunner, Super
Gran’s arch enemy. There are
eight different screens in which
yvou must avoid imposters,
chase the baddy in the skimmer
and rescue the cat.

The game is due for release
on April 2. Spectrum, C64, C16
and Amstrad version will be
available on that date, followed
by five other versions for BBC,
Electron, Atari, MSX and
Einstein soon afterwards.

The game 1s only one part of
the first prize. The first 10
correct answers out of the hat,
— probably the editor’s, his
head is big enough — will also
receive a sweatshirt featuring
Super Gran herself.

How to enter
In order to win this game you
need to have eagle eyes as sharp
as Super Gran's. Study the two
photographs taken from the
series. There are a number of
differences between them. All
you have to do is circle the
differences on the entry coupon
and count how many you've
found. Fill in the entry coupon
and seal it in an envelope. Write
the number of differences
clearlv on the back of the

envelope — this is very
important.

Post your entry to: Super
Gran Competition, Home
Computing Weekly, No. |
Golden Square, London WIR
3AB. Entries must arrive by
first post on Friday 12th April,
1985.

You may enter as many times
as vou wish, but each entry
must be on an official entry
coupon — not a copy — and
sealed in a separate envelope.
Important: please follow care-
fully the guidelines on entering
— incomplete coupons and
entries with no numbers on the
back cannot be considered. If
you are a winner, the coupon
will be used as a label to send
your prize, so clear writing is
essential.

|
I Computer ysed .

I I':-r"::."-'1||‘_"'-' clearly and fuls ll-__ P wgaﬁthf” o MEd‘fiarge
(o OB T "il.'r':'l Ciran milia, Ho, e Lok
I London Wig 3R « !'u:l.:.: '|1."'“!"'",”"'“ll. Home ¢ n*llla*-lrII'::i:'ﬁlzl Ky, Noj ssiabel or are,
'_|-"“|_.I:l g il e ”.“l.l.lll.. Irst poost, Frid '_.'||_ il "‘IH_'-. Ma. 1 LTI L ||--
oF Your envelope 0w 1o Enter secrion. in .|: rll - 983, Don't lorger 1o foll ":"- I
Wiling the dilffere ] :

The rules

Entries will not be accepted from
employees of Argus Specialist Publica-
tions, Tvnesoft, and Alabaster Passmore
& Sons. This restriction also applies to
employees” families and agents of the
companies,

The How to Enter section forms part
of the rules.
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Up and Coming

Very little change in the chart
this week and no new entries in
the top 20 at all. Only Bruce Lee
has crept back to disturb the
status quo.

In the lower reaches there are
two new entries. Emerald Isle
has made it to 33 and Rocket
Ball has stolen into the number
47 slot.

We are fascinated to see Jet
Set Willy rating at number
seven. It has been in the chart
for 23 weeks now and, believe it
or not, it isn't the longest
serving member.

That accolade i1s shared by
four titles, Football Manager,
Flight Path 737, Beach Head
and Daley Thompson’s Decath-
lon. All of these games have
been in the top 50 for 25 weeks
now — quite a record.

The top tens show a little
more movement and we are
very pleased to see that Soft Aid
is heading both C64 and

Spleurum charts. Cﬂ:.ilt’: {}uESI

seems well placed to stay at
number one on the BBC but it
will be ages before it has been in
the charts as long as Elite —
currently on 23 weeks.

Compiled by Gallup for the industry’s weekly trade magazine, Computer and Software Retailing

& TITLE PUBLISHER
1 Soft Aid Quicksilve . e
2 Raid over Moscow US Gold . @
R/E 3 Bruce Lee US Gold . o
7 A 84 Ghostbusters Activision . o
5 o | &5 Alen8 Ultimate L]
6 e B Everyone's a Wally Mikro-Gen ™
30 A 7 Jet Set Willy Software Projects . o L
2 Y B Impossible Mission CBS .
1 Y 89 Football Manager Addictive Games . & & @
09 Y 10 Booty Firebird " e
8 Y 11 Pole Position Atari . o * @
12 @& 12 Daley Thompson's Decathlon Ocean .
14 A 13 Combat Lynx Durell » & & L
15 A 14 Manic Miner Software Projects . ® .
17 A |15 Zaxxon US Gold . s @
46 A 1_5 Hunchback 1l Ocean . °
16 Y (17 Castle Quest Micro Power . L]
356 A (1B Sorcery Virgin T .
22 A 19 Pyjamarama Mikro-Gen . @ .
36 A 20 Starstrike Realtime .4

D SPWHIJM D b BBE K I
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BLOCKBUSTERS

Blockbusters is the ratings-topping,
button-popping, mind-stopping quiz game of
the decade, and now it's been adapted for
your micro computer!

Central TV's popular programme attracts
around 12 million fans, and now it's all set to
become number one in the personal computer
charts as well! Blockbusters is ‘edutainment’
of the highest level for all the family, providing
a perfect introduction to the home computer.

Two players pit their wits against each
other and the clock in a game which tests
mental agility and general knowledge - it's
exciting, educational and intense with an
appeal as wide as the micro itself.

If you've got a computer in the family
you've got to get Blockbusters. And if you
haven't, it's worth getting one just to play
Blockbusters! Now available from High Street
stockists or direct from Macsen Software —

just fill in the coupon below and try to contain
your excitement — we'll deliver within 14 days!

This is what the experts have to say . . .
“A surprisingly addictive family game with
considerable educational side-benefits’’ -
CRASH MICRO MAGAZINE

'_Macsen Software, GBA Limited, 17 Nott
| Square, Carmarthen, Dyfed, SA3 1PQ.
Please send me a Blockbusters programme for my
I BBC-B ELECTRON [ ] SPECTRUM 4BK [ |
COMMODORE 64 [ ] (Tick appropriate box)
Price £7.95 + 60 pence pé&p.
l | enclose Cheque/PO number
for £8.55 made out to Macsen Software or-please debit
| my ACCESS/BARCLAYCARD, number

| Signature (Mr/Mrs/Miss)
Address

4% SN 409 3N,
M THEULTIMATE R A
‘WP CHALLENGE! -'WP:
&S S

MACSEN
SOFTWARE

ACSE
SOFTWARE




Body Works
Despite the fact that the
publishers, Genesis Produc-

tions, claim this will not be
marketed as an educational
package, Body Works is, none-
theless, one of the better
educational programs [ have
come across. The package
includes two cassettes (with five
programs), an introductory
manual and wallchart of the

human body.
Topics dealt with include
cells, digestion, nerves, and

muscles (among others), and
these are introduced in the clear
and concise manual and then
illustrated by the accompanying
programs. The chapter on cells,
for example, explains the
functions and working of
different types of cells and the
computer program gives
graphical representations of
these cells, as well as animated
sequences showing the passage
of chemicals into and out of the
cells.
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The graphics throughout the
programs are nicely designed,
and make good use of colour to
differentiate between different
parts of the body, and this goes
a long way to holding the user’s
attention — in contrast to the
rather dull graphics in a lot of
educational software.

What's more, instead of
simply flashing reams of facts
onto the TV screen, Body
Works also includes a number
of games/simulations which
depict bodily process in action
and allow the user a degree of
interaction with the programs at
the same time as soaking in the
facts. One of these games, in
which you control the muscles
of an arm to press a series of
buttons, 1 found challenging
and playable).

All in all, Body Works is well
produced and programmed,
and an indication of what
educational software can — and
should — be. C.J.

Price: £14,95

Publisher: Genesis Productions

Address: 30 Gt Portland St,
London W1

Lode Runner

This disc game is an American
import, and was a great hit in
the States, so it would be a
surprise if it wasn't good. But
don’t worry, it deserves its high
reputation, though it does have
a few weaknesses.

It isn't a startlingly original
game, but just another variant
of the platforms-and-ladders
theme. You have to guide vour
little man around the screen
collecting gold bars and digging
holes to trap the guards in. The
graphics are nothing to write
home about and the sound
effects are distinctly average.
What makes it special is the
number of screens you have to
play with — a staggering 150 —
and the inclusion of a game
generator so you can design
your own screens as well.

Designing a screen and saving
it on disc, is made very easy for
you — but designing a playable
screen 1s, of course, much
harder. It's really only when
you've had a go for vourself
that you appreciate the hard
work which must have gone
into producing all the original
SCITEcns.

The edit mode which you use
to design screens also enables
you to select any of the original
screens, though you ‘can’t
register a high score unless you
start with the first screen. You
can speed up or slow down the
game too, and there are cheat
keys which give you extra lives
or let you skip levels — these
also invalidate high scores.

With all these options to play
with, it’s certainly good value
for money M.N.

Price: £12.95
Publisher: Anolasofi

Address: Asphalte Hse, Palace
St, London SW1
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Heroes of Karn

Converted from another
computer, this clonebuggy
comes with some very pretty
pictures, and the dullest text
layout of all time.

No account has been taken
of the Amstrad window com-
mands which would do a great
deal to liven up a mainly textual
display.

All the text uses the default
bright yellow ink; the other 26
colours are completely unused.
Like many other recent
adventure programs, it is also
practically a deaf mute. So
much of the valuable RAM has
been used by the pictures,
the essential dialogue is
unsophisticated and outdated.

Monosyllabic communication
and an apparently small
vocabulary make painfully slow
progress inevitable. The sound
commands are grossly neglec-
ted. The potential here for
adventure programs is enor-
mous, since storyline continuity
and dramatic content would
gain much from the 8912 sound
chip.

Doing far more for the
imagination than still pictures,
the sounds of waves crashing on
a storm-swept pebbled beach
with gulls squawking overhead
are all accessible, and in full
stereo too for complete realism.

The usual verb/noun inputs
are used in this program and the
game can be saved for future
use. Your mission is to release
from captivity the four heroes
of Karn, namely Beren the
mighty, Istar the wise, Khadim
the dwarf and Haldir the EIf-
lord.

After battling with
powers of night, many
salubrious hazards await you.
Lots of entertainment here,
especially for timeworn,
weatherbeaten speculators
looking for another foray into
the unknown. D:H.

the

Price: £5
Publisher: Interceptor Micros

Address: Linden House, The
Green, Tadley, Hants =

Buck Rogers
This game is yet another
conversion from the arcades.
The scenario is sickeningly
familiar. On the screen, you
have a view of your spaceship
which you pilot across the
surface of a planet. The feeling
of movement is achieved by
moving bands of colour which
travel towards you.

There are a range of
mountains in the distance, but
you never seem to reach them.
At regular intervals, pairs of
pvlons approach you. You must
flv your ship between the
pvlons. Contact with either
means death.

After yvou've passed through
a number of gates, enemy space
ships come at you. You must
destroy these ships as well
as pass through the gates. The
next wave comprises bouncing
nasties.

The final phase involves
flving through space killing
nasties, culminating with the
mothership. It's then back to
the beginning with things a little
nastier. The variation between
difficulty levels is small apart
from a different colour screen.
The ship has limited fuel so to
keep going you must gain ships
by completing screens or killing
nasties — | think.

The graphics are excellent
with use of shadow to give a
3-D effect and smooth move-
ment. Sound is minimal and
generally uninspired.

Since this was a preview
copy, | had no instructions
to help me. Hence my vague
comments. Owverall this i1s an
extremely tedious game which
really didn't seem to get
anywhere. After three screens,
the play was hardly any tougher
than at the start. A.W.

Price: £9.95
Publisher: US Gold

Address: Unit 10, Parkway Ind
Centre, Heneage St, Birming-

ham B7 4LY m
Nt
BT 9

Jammin’

From my first sight of the first
screen | sat bolt upright — the
display being different to any
other | have seen.

Moving walkways criss-cross
the screen and there are 20 of
them to tackle... well there
would be if the publishers had
put more than minimal effort
into their quality control.

At last it seems that someone
has been sufficiently creative to
program an original idea. The
program is a conversion,
although new to me, and [ have
seen most Amstrad games.

Full use has been made of the
Amstrad graphic and sound
facilities, which are terrific in
stereo.

In the style of a Dutch
auction the screens are
numbered down from 20, so the
second one is number 19.
Screen 18 is where the
publisher's familiarity with the
program becomes contempiu-
ous. The first time 1 got to this
stage the game just locked up.
Rankin’ Rodney was petrified.

I had found a Bug.

Another attempt caused
black squares to appear on the
display, with odd black pixels
peeping through the paper
colour. Nothing if not tena-
cious, I tried again, this time a
full reset was iniated... ready.

Had the screens run in the
more usual way from 1 to 20 |
may never have discovered this
garbage. It concerns me to
think that you would have
wasted your money, with
frightening repercussions. D.H.

Price: £8.90
Publisher: Taskset

Address: 13 High St, Bridling-
ton

Comatose
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Cricket Captain

This overpriced package will be
disappointing to most Amstrad
users, who have been weaned
on a richer diet.

Originally written for another
popular micro, this program is
a clonebuggy. It has been
quickly translated from one
machine to another, no
advantage has been made of the
enhanced graphic and sound
capabilities of the Amstrad.
Even the text on screen is
annovingly off centre,
obviously not written for this
particular screen co-ordination.

As its name suggests, you are
the Captain of a County Cricket
team. All 17 County teams are
on offer and you may choose to
Captain any one of them.

A flashing ‘gamble’ feature is
incorporated, which represents
the spin of a coin so that you
either bat or bowl first. The
batting and bowling order is of
your own choosing. You are
playing a one day match that
lasts for up to twenty overs, but
with only three balls per over!

Changes in the positions of
the fielders is offered — but
only briefly — here again that
clonebuggy rears its ugly head,
the Amstrad whips through the
delay loop faster than you can
think!

Though not having any
instructions on the cassette
inlay, these are adequately
provided on the screen. What is
missing from the visual image
though, is the second inactive
batsman. This makes the all
important run out unprovided
for, also the one batsman that is
visible tends to jump about a
bit. Altogether most
disconcerting.

The idea is good, the imple-
mentation is obsolete. D.H.

Price: £6.50
Publisher: Allanson Computing

Address: 77 Chorley Road,
Adlington, Chorley, Lancs

s X

Kissin' Kousins
Well, y’all expectin® some good
ol' fashion Southern Comfort
from this one? You might at
least expect some sense of
humour. But alas this 1s some-
what lacking.

The cassette inlay gives you
some idea of what to expect.
There is a background which
scrolls across when vyou've
completed your journey from
left to right and the essential

information concerning lives
and score.
You have to jump over

clashing dustbins, letter boxes
and various other obstacles
rather like Hunchback but
against a more modest back-
ground. Instead of the castle
you have a street scene which
includes a zoo and a two Bit
Micro shop. As you make pro-
gress the obstacles become more
animated and to get past them
you need to use your gun. There
are caterpillars, kangaroos, bats
and many more all trying to
prevent you from your purpose
in life which is to rescue your
loved one.

Your score is affected by the
time taken to get across the
screen. A further difficulty is
added by a gradually descend-
ing bomber, just to complicate
matters.

Unfortunately this multi-
screen game doesn’t quite live
up to expectations and is not
original enough to be interest-
ing or ingenious enough to be
addictive,

A musical background is pro-
vided with the option of
switching it off, There is also an
option to use the First Byte
Joystick Interface for the
Electron user, otherwise the
keyboard controls are perfectly
adequate.

It is quite a difficult game to
master and split second timing
is required. If you enjoy
jumping and shooting to avoid
danger then you may like this
especially as the price seems
very reasonable.

Price: £4.95

Publisher: English Software
Address: Box 43, Manchester
Mé6D 3AD

ELECTRON

. .il
o
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Help

Dear BBC User, HELP is nigh,
throw your User Guide away.
Gone are the hours of searching
through well thumbed, tatty
pages looking for forgotton
syntax and operating system
commands. On second
thoughts, you'd better rescue it
from the bonfire because there
15 a limit to the amount of
information one can squash on
to an 8K eprom. However, the
writers of this chip, using
sophisticated compression tech-
nigues, have managed to cram a
remarkable 13,000 characters of
information into it.

HELP gives instant informa-
tion on most of the topics to be
found in the User Guide and by
giving the user a mainframe
style on-screen help facility,
program development time can
be reduced.

HELP covers the following

topics:

BASIC keywords sound
colour teletext
VDU commands FX calls
GCOL screen modes

memory usage PAGE/HIMEM

One omission i1s information
about the ENVELOPE com-
mand, but this is deliberate
because any worth-while
information about this complex
topic would have used up most
of the available space.

The utility can be entered at
any time during the develop-
ment of a program by typing
*H{topic? <{RETURNY,
after which ‘LIST" will return
the user to the program.

Interrogation of HELP can
be by subject which gives all the
information relating to that
topic or the information can be
made more specific by calling

for a sub-topic, using *H
{ topic ? { sub-topic ?
{ RETURN ).

Another facility included in
this ROM is a string search
which can be used when the
exact command is not known,

This facility is enabled by the
command *H @ £ string )
{ RETURN ) which displays
specific occurrences of the
string.

For example, to find out all
the information relating to
PRINT, the command *H@
PRINT (RETURN !} would
be given and all sub-topics
which have any reference to
PRINT would be listed.
However occurences of
PRINTER or PRINTED would
be ignored.

In order to make the string

search more general the
command *H { string ).
{RETURN )} is given, the

difference being the full stop
after the string. For example,
*H @PRINT. {RETURN)
will list all sub-topics with
occurences of the words
PRINT, PRINTER, PRINT-
ED. However, *H @TEXT.
will not find TELETEXT.
HELP not only gives direct
information about a particular
topic but also lists all the related
information. For example, if
*H DATA is entered, informa-
tion on RESTORE and READ

will be listed as well as
information about DATA
itself.

HELP can be entered in any
mode but Mode 7 gives the best
screen display. The information
is colour coded; topics in yellow
and all other text in cyan.

The package comes attrac-
tively boxed and includes an
operating manual with full
fitting instructions. J.D.

Price: £25
Publisher: Beebsoft

Address: PO Box 50, St Albans,
Herts




Arrow Plus

With the 64's slow loading and
saving to cassette, we have seen
the development of a vanety of
fast or Turbo loading systems.
These are handy if you buy
games to play but are of no
practical value to people who
want to develop large programs
with only a cassette drive. Enter
Arrow Plus. This program,
amongst many other things,
enables you to save and load
programs at 1541 speed as easily
as normal SAVE and LOAD.

The cartridge is inserted into
the user port and is active when
you switch on. All commands
are single letters prefixed by
“**  Four fundemental com-
mands are supplied for the
SAVEing, LOADing, VERIFY-
ing and APPENDing of BASIC
programs at 3600 baud (about
seven times faster than normal).
There are also commands for
the SAVEing, LOADing and
VERIFYing of blocks of
machine code. The commands
perform in the same manner as
their BASIC counterparts
except you are given the size of
the code handled. To complete
the suite of commands there are
options for tape positioning and
extra long headers.

I performed a simple bench
mark test to check the system
out. Arrow Plus takes 43
seconds to load a 16K program
compared to 45 seconds using a
1541 and five minutes 30
seconds using BASIC.

In addition to the speed
facilities, there are a number of
other useful facilities. First
there are some toolkit

commands including FIND,
AUTO, RENUMBER,
DELETE and number

conversion. For machine code
users there are a monitor and
memory move and compare
commands.

The final section is a two pass
assembler. This performs
exactly as expected allowing the
use of labels and the normal
pseudo op-codes. Assembly is
to memory which, when
combined with the speed save,
will enable the assembly of large
slices of source code with a
cassette.

An additional item in the
package is a cassette based
reverse-assembler. Whilst a
disassembler simply allows you
to examine code, a reverse
assembler creates a source code
complete with labels from any
object code. You can then
modify the source code and
reassemble it. This is an

extremely powerful tool which.

will be invaluable to serious
USErs.

In spite of the fairly high
cost, this is a highly useful and
powerful package which will be
a life saver to those who cannot

afford a 1541. AW,
Price: £44

Publisher: Stack Computer
Services

Address: Freepost, Bootle,

Merseyside L20 0AB

w-ﬂ""'"ﬂl

Pavilov 48K Spectrum

Foolproof Software, Battersea
London

Pavilov may be viewed as a
game or as a utility. It is named
after the Russian psychologist
Pavolov, who was famous for
his animal experiments. The
cassette inlay explains the prin-

ciples: “*Use the Power of
ultrasonics to bring vour pets
under software control)’ it
cries.

The program uses the Spect-
rum’s beeper to generate
piercing tones, barks and
squeaks audible only 1o
animals. By modulating the
signal, using principles dis-
covered by Pavlov, it is possible
to give commands to pets and
pests at a range of up to 30
metres.

The cassette inlay suggests a
number of uses for the program.
These included pacifying fierce
dogs, stunning fleas and clear-
ing a lawn of moles. A complete

sub-menu for t_hr: remote
control of bats is included.
Complex actions, such as

worming, may be performed by
combining groups of simpler
commands.

The program is said to be
compatible with cats, dogs,
unexpanded mice and standard
moles. We tested it on a range
of moles and the neighbour’s
cat. The principle seemed
effective, in that we were able to
propel the animals away from
the computer at various speeds,
but we had trouble persuading
them to return. using the
““attract mode.’

We found a few bugs while
testing the package, bul
managed to drive them away
using the ‘*‘dispel ravenous
monster’’ option on the main
menu,

Pavlov should bring lots of
enjoyment to HCW readers
when it becomes available, on
Ist April. K.9.

Price: £9.9914

Publisher: Foolproof Software

Address: Battersea, London

Any chess lover looking for
something new with the
challenge of chess should try
Go; a game with its origin in the
far east, which follows the
traditional eastern emphasis on
strategy with a military flavour.
Go is a computerised devel-
opment of an original game
played with stones on a 13 x 13
grid, based upon occupying
territory and capturing enemy
stones. It is a powerful program
for either one or two players,
plus an option where the
computer plays against itself.
The program will only accept
legal moves so beginners can
experiment and let the program
teach them how to play.
Players start with a blank
grid and take it in turns to place
markers at the points where the
grid lines intersect; the main
aim is to occupy ‘as much
territory as possible and then to
capture enemy markers, or
groups, by surrounding them.
Markers of the same colour
joined together along the lines
of the grid are a group and can
be captured when an opposing
marker is placed on the group’s
last liberty point. Liberties are
the adjacent intersections to a
single or group of markers.

Markers cannot be joined
across diagonals to form
groups.

This is a fascinating and
difficult game with many more
intricacies than [ have been able
to mention but it occasionally
“*hung up’’ when I was losing. |
don't know if this is a bug in the
program or just that the game
refused to play with such an
idiot. J.H.D.

Price: £9.95 disc
Publisher: Acornsoft

Address: Betjeman Hse, 104
Hills Rd, Cambridge CB2 ILQ
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Front Line

Here is vet another variant on
the scrolling map, wargame
scenario. You control a tank
and are set the task of recover-
ing supply dumps from the
enemy. The action takes place
on a group of islands, and you
view the proceedings from
above. The map of the islands is
much larger than the screen and
it scrolls in any of the four
cardinal directions as required.

The supply dumps are
depicted by small grey rect-
angles and they are recovered
by driving your tank over them.
All sounds pretty simple, eh?
Well, the main fly in the
ointment i1s the sundry enemy
units. These range from tanks
and line mines to aircraft and
helicopters which fire homing
missiles. There are even homing
fireballs which emerge from
holes in the ground and pursue
you. Contact with any of the
aforesaid nasties results in
reduction of your armour. This
protection can, however, be
recovered with each supply
dump you rescue. When all
armour is lost, you loose your
one life.

The graphics are clear and
colourful and are generally
adequate. The map shows all
the usual features of roads,
buildings bridges, rivers and
trees. The: use of sound is
excellent with a nicely arranged
piece of war movie music
droning along in the back-
ground. The most irritating
aspect of the game is that it’s
appallingly addictive.

This really is a case of — just
one more go. My four vear old
son flipped over it. Overall,
great value and great fun. M.W.

Price: £7
Publisher: Interceptor Micros

Address: Linden Hse,
Green, Tadley, Hants

The
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Starwatcher

The two parts of this program
are supplied on separate
cassettes, or alternatively on
disc.

Each is used independently:
one as a course of instruction,
the other a full applications
program.

Newcomers Lo astronomy will
do well to access the instruction
course before delving into the
complexities inherent within the
main program.

Only one part of the learning
process requires using the
software. This concentrates on
the student’s ability to recognise
the principal constellations.

Requiring considerable con-
centration, the time-proven
method of instruction and
practice followed by testing and
revision is used throughout.

Contained within the 50-page
instruction manual are further
tutorials covering sky co-
ordinates, constellation
positions and star recognition.
These do not require use of the
software.

Though beneficial, it is not
obligatory to tackle the learning
course prior to using the main
application program.

This part of the software 1s
essentially a menu-driven
program. All the appropriate
options are either on screen or
may be scrolled through a
window at the bottom of the
screen display.

Occupying about two-thirds
of the screen area is the star
window. Through this, views of
the star formations for any part
of the sky, as seen from any
earthy position are available.

Provision is made for a series
of views and a variety of
magnitudes. Vital statistics
relevant to the 300 brightest
stars are listed within the
instruction manual.

The relevant information
surrounding the star window
leaves you in no doubt about
just where in the heavens you
are looking.

Pricey, but pounds cheaper
than a telescope. D.H.
Price: 19.95
Publisher: Amsoft
Address: 169, Kings Rd, Brent-
wood, Essex \
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The Snowman

The beautiful book by Ray-
mond Briggs is now a computer
game. However they share little
in common except for the
central ideal of creating a snow-
man. The game owes much to
the current trend for running up
and down ladders and avoiding
nasties.

If you can accept that, this
game is a good version with one
or two things to make it stand
out from the crowd. Firstly it is
well drawn wusing this com-
puter’s colours fully as well as
its sprite capability. Unfortun-
ately it doesn’t vary much
bevond the first screen as the
layout remains the same whilst
different baddies are added and
the game becomes more
difficult,

Animation is quite good with
a very nice phase as the little
boy drops into a bed wheeled
on by an angel. 1 did have
difficulty in controlling the
character. Using either jovstick
or cursor keys you have to take
great care on ladders as
dropping off puts you to sleep.

The game involves running
around to pick up snow
avoiding the flames which will
of course melt it. Taking the
snow you have to drop it in
place and see the snowman
being built up. Later screens
add scarf, eyes, mouth and so
on. There are sleep monsters
which must be avoided and
presents to collect.

Some nice Christmas tunes
add considerable charm to the
game. | was quite addicted and
in spite of the difficulties
managed the third screen before
being sent to bed by my wife.

"This 1s a game that will melt vou

heart and endear itselfl to you.
M.P.

Price: £7.95
Publisher: Quicksilva

Address: Carlton Lodge, 16
Southampton,

Carlton Cres,
Hants 301 2EJ

This game proves to be a bit of
a puzzle., The cassette inlay
burbles on about you being an
explorer of unknown lands in
the past whilst the game is more
of a shoot-em-up scenario.

behind your ship — a leeper —
whilst the
towards vou. The feeling of
motion is given by coloured
bands which move down the
screen. The landscape is littered
with - weird
must negotiate.

many sectors of an area of
terrain
These must be
bases and stations. Most of the
areas have some degree of
radioactivity and your ship will
only tolerate a certain amount
of exposure.
radiation can be reduced by
shooting hovering crystals or by
using some of vour ship’s pro-
tection systems. To make life a
little more
ships appear occasionally and
endeavour Lo destroy you.

force with smooth scrolling and
marvellous animation. Shadows
are used extensively to enhance
the effect and evervthing oozes
class. Sound on the other hand
is passable, not outstanding.

graphics, the game seemed to
lack
element. It was fun to play but
not enthralling. Another draw-
back was the lack of turbo load.
I'm surprised that
doesn’t use one on all its games.
At the price, rather too expen-
sive and only a little better than
average.

Price: £9.99
Publisher: Activision
Address: 15 Harlc}f Hse,

Marvlebone Rd, Regent Park,
London NW1 SHE -

Pastfinder

The screen gives a view from

landscape moves

walls which you
The idea is to explore the

collecting artifacts.
delivered to

The level of

interesting alien

Graphically this is a tour de

Notwithstanding the quality

that special gripping
Activision

AW,




Booga-Boo (The Flea)

This game makes a refreshing
change from the usual running
up and down ladders.

You are a flea who falls to the
bottom of some sort of pit. The
undergrowth is lush and colour-
ful but contains dangerous
elements. Jumping to the lefi
and the right you have to climb
back up to the top and find a
concealed exit to return to the
plant surface. Your jumps are
controlled by holdling down a
key and watching a bar increase
across the bottom of the screen.
This is a strength gauge and can
help you if you need to do
repeated jumps.

Careless jumping can land
vou in the grips of a flea-eating
plant — amazing how it chews
you up — a treat for the more
blood-thirsty player! There is
also a flying dragon which can
stop your progress. One touch
and it carries you off.

The whole scene, including
the animated characters, is
drawn in fantastic detail. The
lurid colours of the ledges and
vegetation of the undergrowth
lend it a surreal quality which
gives a horrific touch of realism.

But there are drawbacks.
Firstly it is a difficult game to
master. The annoying thing is
that as you get killed you restart
by hopping about at the top and
fall down automatically. This
sequence is too long when you
simply want to get on with the
game.

Secondly, the screen does
tend to jump about as you hop
up or fall down. The whole view
just scrolls around you. This
very soon gave me and my
family of plavers a headache.

A challenging game which
seemed to me quite a new idea. |
couldn’t reach the top and can’t
comment on what happens
next. Marvellous graphics and,
if you're willing to persevere
through the scrolling screens,
good value for money. M.P.
Price: £7.95
Publisher: Quicksilva
Address: Carlton Lodge, 16
Carlton Cres, Southampton,
Hants SO1 2EJ

L
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Angelique: A Grief
Encounter

Gnarled soldiers of fortune
speculating on their next
escapade will find the
precocious Angelique does
much to their egos.

A continuous rapport with
the adventurer, full of
delightful witti¢cism, makes this
text-only adventure a joy to
play. The unblushing feminist
viewpoint makes the going
decidedly original,

Female intuition and the
capacity to understand the
overtly female thought process
are a distinct advantage.

Distraught at having been
parted in a plane crash from her
darling Arnold Blackwood, our
heroine has to extricate herself
from the interior of an extinct
volcano.

After surmounting this initial
hurdle the projected journey
causes Angelique to squelch
through swamps, cling to a
mountain pass, trudge across a
desert and creep cautiously
through a ghost town.

A heterogeneous assortment
of articles needs to be collected
en route to Cairo, where the

final romantic scene is
portrayed. |
Communication with

Angelique is through six screen
windows. The clarity of the
standard character set,
presented in mode 1, makes for
easy reading. The very
descriptive dialogue intensifies
the imaginative scenario.

Adventuresome ladies will see
it all through Angelique’s eyes,
having a marginal advantage on
butch male chauvinists.

The spirited challenge of this
adventure generates lots of
laughter throughout the
hazardous journey, making it a
festival of entertainment.

Asking for assistance by
pressing the Help key often
provided a response more
humorous than helpful, all
adding to the enjoyment.

Although the game can be
saved to tape, annoyingly at
present a bug prevents re-
loading. D.H.
Price: 6.50
Publisher: Nemesis
Address: 10, Carlow Rd, Ring-
stead, Kettering, Northants

Snout of Spout

I racked my brains for hours

tryving to think where I had seen
the central character of this
scenario, and I'm fairly sure
that he first appeared in one of
the Beatles’ films. Either way,
Snout of Spout is well named,
possessing as he does the kind
of hooter of which fog horns
are made.

All you have to do is guide
him safely through an Oggi
orchard — Oggi sound as
though they are more at home
at a Max Boyce concert —
ensuring that Snout is not
caught by the Weavils, which
could well be more painful that
it sounds.

Under your guidance he can
climb ladders or slide down
poles, and once he has collected
all the Oggi in any one orchard
before the timer runs out he can
pass into the, Drabes caverns.
Here you must help him to
survive against increasing odds,
avoiding pouncing spiders and
Drabes’ bombs. If he is caught
by the Weavils, he loses a life
and must be reborn by a painful
injection of serum — it says
here.

There are two skill levels,
relating to the number of
creatures to be encountered,
and there is the generally
pointless but often seen Hall of
Fame for those scoring greater
than 999 points. Despite the
fact that keyboard scans are not
debounced, leading all too
easily to falling through menus,
this is actually quite an
interesting game, if you like this
kind of thing.

This needs Extended BASIC
and has a joystick option. P.B.

Price: £7.95

Publisher: Intrigue Software

Address: Cranbrook Rd, Ten-

Poker

After playing the excellent Strip
Poker, 1 never believed that
another Poker program would
interest me. How wrong 1 was.
This game doesn’t have slick hi-
resolution graphics but wins in
other ways. You play a hand
with six characters from the
wild west era, each with 1000
dollars. The game is simple
draw Poker with no wild cards.
Each player takes it in turn to
deal.

After the preliminary rounds
of betting, you can exchange up
to three cards before the final
betting. For beginners, help on
each hand is available. First,
you can ask the barmaid, Moll,
for her advice. Second, the
machine will sort your hand
into the most promising
sequence, if you wish. During
the betting phases, you can
select a number of speed
options. Whilst this helps move
things along, you must select
the speed each hand.

The use of graphics is simple
but effective. The cards are
displayed wusing the basic
Commodore characters but
look quite acceptable. As the
players bid, their comments are
displayed on screen. Most are
amusing and certainly are
displayed on screen. Most are
amusing and certainly add to
the flavour. Probably the main
fault is the sluggish behaviour
during the dealing process, after

a time it becomes rather
irritating.
The game plays a good

standard of poker and the
opponents are  pretty
formidable. They bluff

effectively and it's difficult to
decide what they’re holding. If
you play this game, however, 1
suggest you reserve an entire
evening. Overall, great fun and
more enjoyable than space
invaders. M. W,

Price: £5.95
Publisher: Duckworth
Address: The Piano Factory, 43

Gloucester Crescent, London
NWI1 7DY
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RB2 Tracker Ball

For business and home
computers alike, optomechanic-
al devices such as mice are in
vogue at the moment. Tracker
Ball from Marconi is one such
device which has been produced
for the BBC computer. Itisn't a
mouse in the true sense.
Imagine a mouse laid on it's
back with you manipulating the
ball to achieve cursor controls
— that’s a tracker ball.

This tracker ball is a very
solid construction which will
probably outlive your Beeb.
The only connection necessary
is via the BBC's user port, and
yvou can fit the ball in a matter
of seconds.

As 1s always the case with
such devices, the software
provided is of paramount
importance, and fortunately,
the software which accompanies
the tracker ball can be used in
several ways: to substitute the
cursor keys in programs such as
Wordwise or as a joystick
replacement for some arcade
games. Finally Marconi has
provided a utility which allows
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Marconi RB2

Work of art achieved with the Tracker Ball...

vou to include ball control in
YOUr own programs.

Included in the software are
an artistic program and a user
defined character generator.
The artistic program can
produce pictures in two

different ways. Firstly, there are
screen pictures which can be
*LOADed into your own
programs. The second type of
pictures are stored as data in
picture files. This type of
storage permits you to squash,




stretch, or enlarge your designs
to produce unusual effects.

All of the BBC’s graphics
modes are supported, each one
having it's normal restrictions
regarding the number of
colours available. The drawing
commands provided are
standard: circles, squares,
triangles, lines, fill shapes, etc.
The only fancy routines are the
airbrush method of applying
colour, which is very good, and
Tails, which involves writing
text to screen. The text appears
to trail off into the background,
giving a 3D effect.

The character definer was
somewhat less impressive. One
notable bug was the failure of
the program to flush the
keyboard buffer. By holding
down the ‘I' key for a few
seconds — *‘I' being the
command to invert the present

character — the computer spent
the next five minutes drawing
and re-drawing the character in
different ways. A minor fault
but irritating. There were other
such niggles associated with the
art program.

The Tracker Ball 1s a very
sturdy device and with a little
more polish on the software

side would be a worthwhile
purchase. J.R.
Price: £57.50

Manufacturer: Marconi Elec-

tronic Devices

Address: Carholme Rd, Lincoln
LNI1 ISG
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...and more Tracker Ball achievements

Touch Pad handiwork...

Lumana Touch Pad
Touch Pad

Cumana 15 well known as a
producer of high quality disc
drives. | was therefore interest-
ed to find out whether this first
venture into the world of
graphic input devices would
reflect it’s pedigree.

The Cumana Touch Pad,
decked out in BBC cream,
resembles a 13 x 17 cm wedge of
cheesed. Installation of the
device couldn’t be easier: one
lead into the RS423 socket, a
second on to the Beeb’s power
supply socket for the disc

drives. Before disc drive owners
complain, Cumana has used a
plug incorporating a second
socket, allowing both touch pad
and drives to be connected
simultaneously.

Cumana describes the touch
pad as a graphic input device
which may also be used as a
flexible numeric keypad,
however software has only been
provided for the former utility.
The software is provided on
cassette and consists of three
programs. HELP 1s a file which
describes the different drawing

modes. PAD is the program
which allows the touch pad to
be used as a design tool. Finally
we have PRINT: this program
will load previously stored
designs and produce a shaded
dump on any Epson-compatible
printer.

The design program PAD
uses MODEI, giving a high
resolution display and the use
of four colours. Ten drawing
modes are available: these are
displayed down the left hand
side of the screen.

To select a drawing mode you

gently run the stylus down the
left hand side of the touch pad.
Each option in turn will be
highlighted in vellow as the
stylus moves down the pad,
when the required option is
highlighted the user presses a
key on the pad and the drawing
mode will be selected. Colours
are displayed down the right
hand side of the screen and are
selected in the same way.
Drawing modes include all
the usual options, e.g. dots,
lines, rubber banding,
rectangles, circles, and brush
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strokes. Shape filling is the first
of the software's limitations.
Only rectangles and circles can
be filled, and there is no facility
to fill any irregular shapes.
Secondly, brush strokes may
only be of one thickness, and
can’t be varied.

The accompanying manual
describes the format of the
information required and
transmitted by the pad. This is
most useful should you intend
programming the pad yourself,

The Cumana touch pad is a
very compact and professional
piece of equipment, but at a
price tag of £70 1 would take a
look at the AMX mouse before
parting with your money. J.R.

Price: £69.95
Manufacturer: Cumana

Address: Pines Trading Est,
Broad St, Guildford, Surrey
GU3 3BH

BBC

...and another Touch Pad masterpiece

Get more out of your BBC Microwith the

New Marconi RBZ Tracker Ball

Marconi's new Tracker Ball is supernor to e1ther It's perfect, whether your micro is your
a mouse or joystick and is easier to use. - . hobby, an educational tool or a source of low

The RB2 design incorporates cost CAD/CAM applications. It's ideal for
Marconi'’s vast experience in word processing and games too,and unlike

making Tracker Balls for Air : a mouse needs no regular cleaning.
Traffic Control and professional § ™% [f you're a Commodore or
equipments which demand Spectrum user don't despair. There
maximum performance and reli- will be a Marconi Tracker Ball for
ability. It is drift free and gives you coming out in the Spring.
more precise positional control - For full details please
the cursor position on screen relates complete the coupon.

directly to fiingertip movement on
the ball. The three push buttons
normally control the delete, return and
copy functions but you can also assign
your own functions to the buttons.

Utilities Program. t % g Tel: 0582 61283
: I Please send details of the new

. E‘-uphlcs Program for tape or d.il!l:
Marconi Tracker Ball.

Micro Draw Program on floppy disk.

MNamae:

Address:
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This week
Spectrum games
come under the

microscope.

Our expert

gives his
informed opinion

1984 HI-SCORE

pundits said would see the

demise of the Spectrum! It
was also the year when Uncle
Clive denied he was bringing
out a Spectrum with a decent
keyboard (perhaps he was
telling the truth after all, have
your Spectrum+ keys fallen
out vet?).

The most remarkable thing
has been the volume of software
released. Even companies with
much loftier thoughts than the
humble Spectrum, have reached
into their cupboards for the
conversion kit in an attempt to
jump on the Spectral Band-
wagon and print some money.
Sadly, most of them did more

1 984 was the year that the

for out of work Z80
programmers than for
Spectrum fans.

None the less, all those

money saving hardware dodges
built into the machine to keep
the price down, which were
complained about in the serious
mags two vears ago, have fallen
by the wayside in the face of
some stunning work by really
clever programmers dedicated
to the machine.

Worst Taste

Starting in peverse order with
the worst taste award, the
strongest contender must be
“The Quest for the Holy Grail
from Dream Software, featur-
ing as it did a preponderance of
shimy green nasal substances,
and lunatics wielding VIC-20s
In anger.

Most Original

The most original award goes to
Deus Ex Machina from Auto-
mania; thought provoking, and
trail blazing, with its accom-
panying audio track, proving as
it does that games aren't all
about zapping, ard that a Casio
keyboard might lead to a great
symphony (one day). Eat vour
heart out Vangelis, Mel
Croucher rules!

Best Utility

Oasis Software is nominated
twice, first for the Best Utility
award with White Lightning,
the amazingly complete, but
complex, graphic games writing
suite. Second for the Most
Amazingly Complex Program
award. (Did anvone write a
whole game using 1t yet?)

Special Award

A special award from the Guild
of Joystick and Keyboard
Manufacturers goes to Daley
Thompson's Decathlon for

services rendered. In return,
Daley is reported as making a
substantial contribution to
medical research in the field of
joystick wrist!

Platforms and Levels

A controversial winner in the
best platforms and levels
section is Frank N Stein from
PSS, one of the most neglected
games of the year, good
graphically, you need thought
to play it. See it, if you haven’t
already.

Best Graphics

Best graphics is a crowded
category. Hill-Macgibbon must
feature strongly with Rally
Driver, Yacht Race, and Run
for Gold written by Fiveways,
scoring just ahead of
Pyjamarama from Mikro-Gen,
which lacks originality of
concept. Hill Macgibbon also
deserves great credit for giving
all Spectrum owners the
opportunity to save their
excellent games to Microdrive,
instead of struggling with back-
up Copiers.

Biggest Hype

Biggest Hype of the Year is
similarly strongly contested.
A.T.R.AM. (Advanced Tactic-
al Reconaissance and Atutack
Mission) comes in the biggest
package of the year, with the
best colour sleeve, though
Spectrums and their owners
have been known to fall asleep
playing it, such is its inherent
excitement. Numbers of
unsuspecting parents have been
feeling a distinct pain in the
wallet from its £19.95 price tag
too! Meanwhile, over at Acti-
vision, specialists in crummy
conversations from the CBM
64, Piufall 11, Beamrider, and
Ghostbusters take the biscuit.

Space Game

To be fair to Activision, the
recent Space Shuttle simulator
is excellent, beaten only by
Braxx Bluff from Micromega as
the space game of the year.
Braxx features excellent sound,
storyline and graphics, with
enough to do to keep you
hooked for a very long time,

Worst Program

The dubious distinction of
being worst program goes
emphatically to Webco’s Words
and Letters, an educational
offering. Not only does it crash
with Microdrives connected,
but features spelling and
grammatical errors, in the areas

it purports to teach youngsters
how to cope with. It was,
however, ¢hallenged strongly by
Thriller! (now where have 1
heard that title before?) from
Amazing Games, amazing only
in the respect that it’s an
adventure that won't let you go
North, South, East or West,
and Havoc from Dynavision,
which flickers, crashes, and
crawls across your screen; an all
time low in aircraft/missile
games.

Best Adventure

1984 also saw the release of
multitudes of adventure games.
Mot being a masochist makes it
difficult to pronounce. Certain-
ly, the most enjoyed was Blade
the Warrior from Cable, by the
look of it, written with the
Quill. The prize for the best
graphics should go to the Quest-
probe series featuring The
Hulk, and Spiderman. At least
it gives vyou something good to
look at whilst failing miserably!

Best Game

Best game of the year is a real
toughie, but finally comes down
o a choice of two, each of
which deserve an award in the
graphics department, but are
also distinguished by their
sophistication. Helicopters are
in at the moment, witness all
those technical Lego kits
bought for Christmas. For me,
the pick of the bunch is Cyclone
from Vortex, featuring superb
shadow graphics, good sound,
compelling plot, and tricky
handling. It's a game | return to
time after time. Narrowly
beating it is Match Day from
Ocean. | know there have been
other soccer games for the
Spectrum, but the quality of the
Match Day graphics, and the
sophistication of the player
controls leave others standing.
Mind vou, a lot a practice is
needed to become really adept.

Reviewer's Special Award
Finally, the reviewer's special
award goes to a program
released in 1983, but which is
destined to be discovered by a
whole host of new Microdrive
owners after Christmas.
Tasword Two: The Word
Processor opens up a whole new
world on the Spectrum, and
without which, I for one would
be lost.

A good vear for Spectrum
software, but I guess that the
best is vet to come! D.M.
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THE LAST WORD

e N
AMSTRAD

Here's the last part of David Ellis’ series on RSX words
for the Amstrad. Now you should be totally fluent

aving created the new
words RIGHT, LEFT,
UP, and DOWN on the
AMSTRAD, here are three
more words to add to the power

of your graphics.

BOX (listing 15)
BOX will draw squares or
rectangles in whatever PEN

colour is required. The syntax
of BOX is:

IBOX (,Pen number), width of
box, height of box

As with the line drawing words,
the Pen number (or colour) is
optional and can be omitted if
no change of colour is required.
The height of the box is drawn
on the assumption of a vertical
resolution of 400 pixels,
although the actual resolution is
200. To draw a red square of
100 pixels, although the actual
resolution is 200. To draw a red
square of 100 pixels size in
Mode @ would need the
command:

IBOX , 3, 100, 100

The bottom left hand corner
of the box will be at the current
cursor position, which will not
alter once the box has been
drawn. Rectangles of any width
and height can be created
accordingly — especially useful
for bar charts. The following
program will draw a series of
ever diminishing rectangles in
each of the 16 colours of mode
&

10 MODE @ : HEIGHT = 390

:COL = 0

20 WIDE = 630 : WHILE
WIDE <@

30 IBOX,COL,WIDE,
HEIGHT

40 COL = COL + 1:

50 WIDE = WIDE - § :

HEIGHT = HEIGHT - 4
60 MOVER 4,2 : WEND

There is little point in
dwelling on the numerous uses
of BOX, so let’s have a look at
the word SOLID.

SOLID (listing 16)
Unlike BOX which draws the
outline of rectangles, SOLID,
as it's name implies, draws solid
rectangles in the specified PEN
colour, It’s syntax is:
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ISOLID (,PEN Number), width
of rectangle , height of
rectangle

The parameters take the same
form as for BOX. The main
difference lies with the cursor
position. The othér words are
drawn from the current
graphics cursor. SOLID must
be drawn from the current
ORIGIN position, so if you
have used any other drawing
commands then remember to
set the ORIGIN to the position
where the SOLID is to be
drawn. Once the SOLID has
been drawn, the current
ORIGIN will be one line above
the top left hand corner of the
solid drawn. Further solids
could then be drawn from this
position without the need for
resetting the ORIGIN. For
example:

MODE @ : ORIGIN 200,08 :
ISOLID,9,200,100

This will draw a 200 by 100
yellow solid. Now try:

ISOLID,13,100,50

This will draw a 100 by 50 green
solid from the top left position
of the yellow solid. Finally try:

ISOLID,14,10,100
This will draw a flashing blue/

vellow ‘pole’ on top of the
green solid. Good use can be

made by this ORIGIN
movement to draw different
shapes.

A triangle could easily be drawn
with;

10 MODE 2 : ORIGIN 300,0

20 FOR X = 200 TO |1 STEP
-1

30 IS0LID,1,X,1 : NEXT

The PEN has been set to |
(bright yellow in mode 2), as the
current plotting colour (if you
ran the previous program) is set
to 8. Why? The last PEN used
in mode @ was 14. Mode 2 can
only have two Pens — @ and 1.
The current PEN is masked to
bring it within range for the
present mode — hence 14 is
masked and becomes @, which is
the background colour. Any-
thing drawn in background
colour is ‘invisible’, so if the

PEN value in line 30 had been
omitted you wouldn't see the
triangle even though it had been
drawn.

Specifying the Pen number
200 times in the loop is not good
practice, so the new word
COLOR has been made (listing
17). The syntax of COLOR is:

ICOLOR , PEN Number

This could be used to create a
slightly different version of the
last program?’

10 MODE 2 : ORIGIN 300,0 :
ICOLOR,1

20 FOR X = 1 TO 100

30 ISOLID,X,1 : NEXT

The colour is set in line 10 once
only, resulting in a slight
increase of speed (it all helps!).

One problem with SOLID is
that the user ORIGIN is diffi-
cult to determine. Unfortun-
ately, Amstrad’s BASIC does
not have a command to return
the value of ORIGIN — only
XPOS and YPOS which return
the graphics cursor position.
The user ORIGIN can be
obtained from machine code by
CALLing &BBCC in the
jumpblock, which returns with
the X co-ordinate in the DE
register, and the Y co-ordinate
in the HL register. However,
for a change [ shall use a
BASIC routine to get at these
values.

The X co-ordinate is held in
memory at 45864/45865, and
the Y co-ordinate at 45866/
45867. Two FUNctions can be
DEFined to return these values:

10 DEF FN XORG = PEEK

(45865)*256 + PEEK
(45864)
20 DEF FN YORG = PEEK

(45867)*256 + PEEK
(45866)

Note that unlike most
BASICs the funtions do noi
require an argument in brackets
after the name — in this case
they are not required anvhow.
The X and Y ORIGINSs are then
returned by FN XORG and FN
YORG. These can be used just
like any variable — for
example:

30 MODE 2 : ORIGIN 200,0 :
ICOLOR,1




40 FOR X = 200 TO 1 STEP
-1

50 ISOLID,X,1

60 ORIGIN FN XORG + 1,
FN YORG

70 NEXT

In effect, line 50 draws a
ingle line. The ORIGIN is then
moved one place right in line 60
by the FN XORG + 1 part —
the end result is a pyramid. Add
these five lines to lines 10 and 20
and try it for yourself.
Changing the height of the solid
from 1 to 2, in line 50, will
produce a taller pyramid. Alter
lines 40 to 60 to:

40 FOR X = 1TO 100

50 IRIGHT,200

60 ORIGIN FN XORG + 1,
FN YORG + |

[%i]

and you get a parallelogram. Or
try:

30 MODE @ : ORIGIN 0,8
40 FOR X = 1 TO 50 : IBOX,
X, 300,60
50 ORIGIN FN XORG + X
MOD 20, FN YORG + 6

60 NEXT

This draws a pattern of boxes in

&B3A2 CALL &HBDECDS [};!IEZ ;
&BIAS CALL &8205 b

the sixteen colours of Mode 8.
MOD, by the way (which is
not mentioned in Amstrad’s
manual!), gives the remainder
value of a division. Thus:

7 MOD 4 = 3 (7/4 = 1
remainder 3)
34 MOD 6 = 4 (34/6 = 5

remainder 4)

It can only be used on integers

Listing 16, Machine oy

Address Moemaog
e :
&83Dg Cp > __—EEE‘:‘E__"{EE-I

—

ine for SOL 1p

$I0CTH5 AMES 29 I e o paramerersy
3DE RET Nz 3 are thoiss colour sypyg,
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Eg;g; C X + 4) DDJE 4 prum 5?1:21.& Parameters
&83E CALL &BBDECp - N colour 1o
&3355 FSLL £8295 cD %Eggﬂsubm”ﬁﬂt to lergu!mujmm
Bel fwo olour
ggggi D C.L :EI transfer ﬁiﬂmﬂﬂs
ﬁgj; D RET 2 g& E':'i:':ifaIE ;:ru
HJEEEH%’LEE 3 saso. then finisheq _ ppr
&83F| pUsy ﬂﬂE T ":"f:f count URN
&83F5 cap - %BBF9 CDFg gy 53¢ DE (no, o Pixels)

draw HHC rf]&h Ve

but can come in very useful. C HL Bget ORIG
By using trig functions to set ﬁgﬂfé SF';L &BBCy éL €9 BB next line um
the’ ORIGIN offsets and| | &83FDpoppe D et the ORIGIN
combining the six new graphics | | &83FE DEc ¢ Cl Festors DE (no. of pixels)
words (+ COLOR), virtually | [ ®3FF JR &sygy 9B decremeg
any shape can be created with a — E9 Jump back 3?1':.,":
little imagination. Also, iz
remember that negative values
can be used with all of these
words — apart from SOLID
which does not like them. [
IRIGHT,-100 would there- Lis
fore draw a line to the left, and ling 17, Machine routine fo
ILEFT,-100 would draw a line Address Mnemonje r COLOR
to the right. When used in &840) E,‘,T————-_E"_E“ﬂ_unm.
loops, with different ORIGIN 3 RET N FE | Bt e
values, this can be very useful. rrys éE A, (1X +m”‘-’~;g Eg UM if e Parameter? —_—

What happens with a negative
value for BOX though?

Experiment and see for
yourself — the permutations
are endless.

o Mmenie
S e B
9A IR 2
EJE P § &83A5 354

39 RET Nz CFE 3

&E ELIbr{)u”
ﬂ;:g :I:'_E HL' E‘?D 95 & get two ne ;?H:Er coloyr
&BIAECALL SBBF9 CD Fy py HL = 210 ¥ oree
&83B] Lp DE%E:H CD 95 rt":t“-“ line refatiye RIGHT
&83RA ED thL&EﬂHS CD 95 BB draw “"tr:;j:“ﬂfiﬁp
&B3BD SRC 2lap fore paramey
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)COLOUR AND SOUND

P

series Colin Wilton-Davies looks at
some more aspects of Spectrum
BASIC

At the end of the second

part of this series, |

suggested that we

should next look at colour and

sound on the Spectrum, 5o let's
start with some colour.

Switch on the Spectrum,
press the B key, and the
keyword BORDER will appear
on the screen. Now press 2 and
ENTER (in future, let’s save
words by saying ‘Enter 2%), and
the edge or border of the screen
will turn red. The BORDER 1
command will turn it red. If you
look at the top row of keys on a
Spectrum, you will see the
names of their associated
colours above them, at any rate
above keys 0 to 7. The number-
ing system is beautifully logical.
Colour on vyour television is
made by varying the
proportions of red, green and
blue, which are numbered 1, 2
and 4 respectively. If you want
to mix these primary colours,
add their numbers together
(ves, I do mean add. We're
dealing with lights adding
together, not with paints which
subtract light). Mix Red and
Blue; the sum of the numbers is
three, the number below
Magenta. The command
BORDER 3 gives a magenta
border. Red plus green plus
blue gives the answer seven,
which is white, and if you don't
have any light, the answer is
zero for black, as you would
expect. Let’s do a short
program;

100 FOR c=0to 7
110 BORDER ¢
130 NEXT ¢

RUN this, and you may see why
line 120 is missing! It all
happens much too fast to
follow, so we must slow it
down. One way of doing this is
to insert
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120 PAUSE 50

and the colours will cycle at
one-second intervals. I'm not
going to tell you where to find
keywords on the keyboard any
more, as it takes up space from
more interesting things. The
number after PAUSE is the
number of mains cycles that the
computer PAUSEs for. In the
UK, each cycle is 1/50th
second.

As well as being able to
change the colour of the
BORDER, Spectrum BASIC
will control the colour of the
background or PAPER and the
foreground or INK. This isn't
quite so straightforward. If you
EDIT line 110 to read

110 PAPER ¢

nothing happens on the screen
when you RUN. PAPER and
INK colours will only change
when they are used for
something. Insert

115 PRINT *‘Hullo™’

and you will see the PAPER
colour changing over limited
areas. The top line will be hard
to read, as it is written with
black INK on black PAPER! if
you want to change PAPER
over all the screen, try

115 CLS

instead. CLS is short for CLear
Screen, and you can see why,
Change two lines again:

110 INK ¢
115 PRINT *“‘Hullo™

You will see the effect of
changing INK. You may think
you only have seven lines of
output, but the eighth is white
INK on white PAPER. This is

what you'll be left with when

your program finishes, which

makes it hard to see the listing.
Put in another line (you'll be
able to read it while you key it
in, until you ENTER):

9998 PAPER 7:INK @:CLS

RUN, and this time you will be
able to see the listing when all is
done. This is a useful line to
have at the end of any program
which alters colours. If your
text disappears, the command
GOTO 9998 is a quick way to
get it back. By the way, notice
that program lines can have
more than one command as
long as they are separated by
colons.

I just said “‘at the end of any
program’’, but you can actually
have one line after it. These two
lines are very useful at the end:

9998 PAPER 7: INK 0: CLS:
STOP
9999 INPUT *“‘SAVE as file "',
f$: SAVE f3: PRINT
“‘Rewind and Replay"’

: VERIFY f%

SAVE just these two lines under
some such name as “‘toolkit’’ to
save typing them out again.
Before you start writing a new
program, LOAD “‘toolkit™; if
you are editing an existing
program, the lines will be
SAVEd with it. That last line
makes it easy for vou to avoid
the classical programming
tragedy of losing a morning's
work when switching on the
Hoover corrupts the computer’s
memory.

GO TO 9999 every 15
minutes or so0. Use a short
filename which includes a
number, and increment that
number every time, That way,
you can only lose 15 minutes
worth of work, and you can see
from the filenames which is
your latest version. If you're
lucky enough to have a Micro-
drive, the last line should be




o

pELETE

9999 INPUT “‘SAVE as file *';
f$: SAVE * “m*":1:f$:
VERIFY * “m"":1:f%

Notice that the first *SAVE' has
to be typed letter by letter, but
the second is a keyword. Don’t
forget to disconnect the EAR
lead and set to RECORD when
SAVEing, and reconnect and
set to PLAY when VERIFYing
with cassettes.

Now for a little sound.
Change line 120 in the program
to:

120 BEEP 1,c

As well as slowing the program
to the same extent as PAUSE
50, this produces a series of
rising notes. The unaided
Spectrum is not very loud, and
if you want a serious level of
sound out of it, | recommend
an add-on such as the Currah
micro-speech or plugging
suitable earphones into the MIC
or EAR socket. BEEP has to
have two numbers after it. The

first gives duration in seconds,
the second gives pitch. Delete
lines 100 to 130 of the program,
or NEW then LOAD
“toolkit*’, and try the follow-
ing. Use EDIT a lot to save
retyping; just change line

numbers where possible after.

line 110:

100 REM play a tune
110 BEEP .25,10

120 BEEP .25,10

130 BEEP .25,10

140 BEEP .25,7

150 BEEP .25,5

160 BEEP .25,7

170 BEEP .25,3

180 BEEP .5,2

190 BEEP .25,10
9998 PAPER 7: ..........
9999 INPUT .........

Don't think you can get away
with the rows of dots in the last
few lines! The result is quite
pleasant, at least to a musical
moron like me, but even using
the EDIT key, you can see that

putting in a longer tune is going-

to be tedious. Luckily, this is a
suitable case for the READ and
DATA statements, which can
make a semi-repetitive process
much more elegant. GO TO
9999 if you like, then get rid of
lines 110 to 190, and enter:

110 FORc=1TO9

120 READ duration, pitch

130 BEEP duration, pitch

140 NEXT ¢

200 DATA .25,10,.25,10,.25,10,
25,7,.25,5..25,7..25.3

210 DATA .5,2,.25,10

9998 and 9999 as before.

The commas are to separate
the numbers for the Spectrum,
and you can add spaces to make
it easier for you to read if you
like. If you haven't typed in
enough numbers, you'll get an
“Out of DATA, 120:1" error
message, sO you can see the
snag of this approach. You
have to know in advance how
many pairs of numbers there
are going to be, and put this
number into line 110, Let's try

?.'B'E :

c0I8
THEN

a0l '-JE'
B ..JE' *

something a little different.
Erase line 110 by Entering 100,
and Enter the following:—

125 1IF duration=999 THEN
STOP

140 GO TO 120

990 DATA 999,999

The result is still the same, but

now you can extend the tune by

putting in as many DATA

statements, before line 990, as

you like, and you won’t have to

count the number pairs. Try it

for yourselves.

Line 125 is what is called a
conditional statement, it is a
very simple example of a very
useful property of computers,
the power to make logical
decisions. If the condition
“duration=999"" is true, then
the computer obeys the STOP
statement. If it is not true, then
it skips to the next line to find
another instruction instead.

You may be sure we'll see
more conditionals, but we’ll
start the next session with more
colour and some graphics.

HOME COMPUTING WEEKLY 26 March 1985 Page 23




Commodore 64
Basics

This book is subtitled ‘a self
teaching guide’ — it isn't quite
a programmed learning course,
but it has questions to test
yourself on at frequent intervals
with the answers given under-
neath. I would have preferred
the answers to be further away,
or at the very least to be printed
upside down, to reduce the
temptation to cheat, but if you
have sufficient self control to
cover them up and work the
problems out for vourself no
doubt the system would work
well.

It’s an American book, which
explains but does not excuse the
exorbitant price, and it contains
a few irritating Americanisms,

such as ‘math’ nstead of
‘maths’, a few inaccuracies —
the advice to tune your

television to channel 3 or 4 for
instance — and a few misprints.

BASIC programming is fairly
well covered, with chapters on
flowcharts, binary maths and
programming style as well as the
inevitable sections on graphics
and sound. Each topic is
llustrated with lots of short
routines and programs. There is
a useful chapter on datafiles,
and there are all the usual
appendices, mainly duplicating
information given in the
manual. This book does not
cover assembly language or
machine code.

If you work conscientiously
through all 400-pages, you
should learn enough to enable
you to write short programs for
yourself. It’s a slow, gentle way
of learnming, which will no doubt
sult many people who have been
frightened off by the hectic pace
of Commodore's own manuals.
Pity about the price, though.

M. N,

Price: £16.75

Publisher: Wiley Press
Address: Baffins Ln, Chiches-
ter, West Sussex PO19 1UD

OKS BOOKS
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The Adventurer's

Companion
Mike and Pefer
Gerrard

The Spectrum
Adventurer

Mike Gerrard

There’s no doubting the
populanty of adventure games.
Although, with the exception of
the Hobbit, they don't seem to
make the charts regularly, they
obviously have a large
following; witness the growing
number of magazine articles
dedicated to them.

Adventuring is clearly an
obsessive thing. Once caught, it
grows on vyou, a bit like
athlete’s foot! But catching the
bug is tied up with getting off
the ground, and that's quite
difficult if you're new to it.
similarly, once you're stuck in
the middle of an adventure, it’s
very frustrating to reach an
apparent insoluble problem,
and have no-one to turn to save
the magazines. And odds on,
they won’t be dealing with the
one you're stuck with!

These offerings from Mike
and Peter Gerrard are more
than welcome therefore. The
Spectrum Adventurer deals
with Snowball, Twin Kingdom
Valley, Urban Upstart, and
various implementations of The
Hobbit, Colossal Cave
Adventure — also known as
Classic Adventure or Adventure
| on the Spectrum —
Adventureland, and Pirate
Adventure, notably on the
Commodore, Spectrum, and
BBC.

Mike and Peter are obviously
fans of the genre, and as a
result, although they claim to
hae given 100 per cent solutions
to each game, the books are
written in a way which doesn’t
spoil the fun! A full map of
each game is given at the back
of the books if you really want
the whole thing given away.

The main entry for each
game, however, is in the form
of an alphabetical list of
problems. Given this structure,
it means that you can play the
game yourself, then when you
get stuck you can refer to the
particular problem and see it's
solution without spoiling the
remainder of the game. If, of
course, you wish to bash
through the whole thing, then
all you need do is follow the
map, looking up each problem
as it arises, though this really
i1sn’t cricket chaps!

One of the best things about
these volumes, apart from the
excellence of the information, is
the style in which they are
written. The authors’ love of
this type of game comes
through time and time again,
as, with a liberal helping of wry
humour, they point you gently
in the right direction, Indeed,
the authors of the adventures
themselves come in for a quick
dedication as Mike and Peter
write: ‘...without their imagina-
tion and efforts we would both
have been free to spend a lot
more time down the pub.’

You may argue that to use
such volumes is cheating, but,
given their structure, this is no
more a valid argument than
saying that talking to a friend or
reading a magazine is cheating.
Mike and Peter not only reveal
the secrets but aid your appreci-
ation and understanding of
what makes a good adventure
tick. A welcome addition to the
bookshelf at a very reasonable
price, D.M.

Price; £3.95
Publisher: Duckworth

Address: The Old Piano Fac-
tory, 43 Gloucester Crescent,
London NWI




Exploring
Adventures on the
Amstrad CPC464
Peter Gerrard

Peter Gerrard, the author,
starts out by defining adven-
tures and how they started, then
delves into the background of
the original Crowther and
Woods' Colossal Cave, and
Scott Adams, the self crowned
king of the genre. Further
details follow about the settings
of various types of adventure,
then on to the business of
writing them yourself using
Locomotive BASIC.

This well-written section
appears (0 assume no prior
knowledge, but explains
carefully how to program the
various input checking routines,
the string slicing, and the setting
up of the data statements which
will hold the meat of the setting.
At the same time, the
development of your adventure
concept is discussed, and the
idea of design using a map is
introduced, together with some
nifty info on constructing
mazes — no wonder I'm
hopeless at finding my way!

Following this are the listings
and maps for three adventures
using the structure taught,
together with a blow by blow
account of how they work.
Finally, the listings are shown
complete if you want to bash
them in all in one go.

These are the three
adventures on the tape which is
available separately from the
publishers... and they ain't
easy, even If you can have a
sneaky look at the map! Peter
has some interesting things to
say about graphics in
adventures, and | tend to agree
with him. Text 1s best...
provided that it’s well written.
Perhaps the most impressive
thing about the tape is the speed
of Locomotive BASIC; it really
does go like a train! D.M.

Price: £6.95 (book) £7.95 (tape)
Publisher: Duckworth
Address: The Old Piano Fac-

tory, 43 Gloucester Crescent,
London NWI

Machine Code
Extensions for
Spectrum BASIC
Rob Banks

This little gem gives you the
equivalent of BBC BASIC and
more, in about 4K, with or
without Interface 1, and a
complete explanation as to how
it's done. This 1sn't a beginners’
guide, but if you buy the book
and have a bit of patience, you
can finish up with a real insight,
and a very extended BASIC.

For your money you get
PROC-DEFPROC-ENDPROC
REPEAT-UNTIL, WHILE-
WEND, IF-THEN-ELSE, DEL
RENUM, FREE, REMKILL,
together with a whole host of
scrolling, colouring, under-
lining, user graphics, caps
checking and sound commands;
about 40 new keywords in all.
There's also a clever way of
speeding up the Spectrum’s
response to these new
commands.

Using an assembler, or the
hex loader program provided,
you bash in the code, which can
then either be saved to tape or
Microdrive. The net result is a
very structured BASIC of the
sort that the critics rave about,
which will allow you all the joys
of structured ‘top down’
programming without the need
to resort to a new machine. The
only snag 1 can foresee is that
the code sits in the area of RAM
which is generally used by
Centronics type printer
interfaces, and toolkit
programs. You must choose
which is the more important.

All the programs and
machine code routines from the
book are available on the
accompanying cassette from the
publisher, and the two together
cost less and do more than
many 50 called extended
BASICs. Magic! D.M.
Price: £6.95 (book) £3.95
(cassette)

Publisher: Hewson Consultants
Address: 56b Milton Trading
Est, Milton, Oxon OX14 4RX

SPECTRUM"

Impossible Routines
for the
Commodore 64

This book will probably be of
use to those familiar with
machine code. For that reason |
was rather disappointed with
the contents.

Most of the routines in the
book are variations on
previously published routines,
in some cases going back to the
days of the early BK Pet. For
example 1 remember getting
excited about the merge routine
on the first Pets because there
was no software around. Nowa-
days with plenty of cheap
utilities available, it looks
decidedly dated.

The book starts by giving a
listing of the classical machine
code monitor, Supermon, as a
BASIC program with a brief
explanation of it's commands.
Chapter five is basically a
reference guide to the kernal
routines and there are over 50
pages of appendices giving
memory maps, ASCII codes,
etc as found in most reference
guides. The more interesting
stuff lies in the other chapters.

Chapter two discusses
program protection. Although
there is little new here the odd
paragraph may answer your
unsolved problem. Chapter
three is a hotch potch of well
known utility routines. Chapter
four is the one | went straight to
as it's about using an FX-80
with the 64.

Unfortunately all it contained
was just over one page of text
and a standard program to
download the Commodore
character set. No mention of
interfaces, which port to use,
hi-res screen dumps, etc.

This book is not for the
advanced user but the novice

who hasn’t been reading
magazines for the last two
years. L.C.
Price: £6.95

Publisher: Duckworth

Address: The Old Piano Fac-
tory, 43 Gloucester Crescent,
London NWI1 7DY

The Anatomy of the
1541 Disc Drive

This is a comprehensive book
on the 1541 disc drive aimed at

the advanced user. A few
months ago it was being sold at
over £14, at the new price of
£8.95 it’s very good value.
There are over 150 pages listing
the disc ROM. If you're after
this sort of information there is
no other easily obtainable
SOUrce.

Despite the price of the book
there is no index. This would
normally condemn it in my
eves, if a book has no index I

put it back on the shelf.
However, this book does
contain unique information.

The amazing omission in my
view is that it doesn’t tell you or
discus what sort of disc you
need to purchase. This might be
important because the latest
gossip is that double density
discs are inferior to single
density on a single density
drive. Most shops sell double
density.

The book explains the disc
commands and goes into more
detail than most books. I would
have preferred more
importance attached to the 64
wedge program. This simplifies
the disc handling so much that
there is little need to use the
longer commands.

It was nice to see a section
explaining the use of the
program supplied on the TEST/
DEMO disc. There were com-
prehensive sections on direct
utility programs. | picked up a
lot of useful information from
this book, my favourite being
how to protect a file on the disc
s0 it can’'t be scratched even
though there is no write protect
tab in place.

Buy the book to find out. It's
the best book on 1541 discs so
fﬂ.r. L-C1-

Price: £8.95

Publisher: First Publishing
Address: Horseshoe Trading
Est, Pangbourne, Berks
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HELP FOR ADVENTURERS SUMMERFIELD
SOFTWARE

Are you vexed by VALHALLA, hopeless with THE
HOBBIT, flummoxed by PHILOSOPHER’S QUEST

or stumped by SNOWBALL? The followin RETURN FROM PARIS
could save fﬁ many sleepless nights! gl Fly, drive or hitch — Can 003.5 get the secrets home?
; , - Use your skills to choose appropriate transport on
Each book provides 100% solutions and complete maps for the 4 each stage of the journey.
adventures covered. The solutions are written in such a way as not BBC Disk only £11.95
to divulge the other secrets of the game. 3
THE TREASURE HUNT
b mguhgﬂﬂﬂ Work your way around the map and find the two keys
Covers THE HD%BIT COLOSSAL ERFI]E‘MAD?ENTURE, ADVEN- to the treasure. Beware, main roads are dangerous.
TURELAND and PIRATE ADVENTURE. Excellent use of Mode 7 graphics brings map reading
skills alive — 2 programs, one uses references, one
THE COMMODORE 64 ADVENTURER compass directions.
S TN -‘:}th Bnb%pgg %311&5 s s BBC £12.00 Disk£14.00
KARN, : DOO CASTLE
and THE COUNT. . . . Tb“Amés e,
rogram a tank to reach its base. Beware of minis an
THE SPECTRUM ADVENTURER the l%]Elr:iu;pe: of the World'. Ideal as an introduction to
by Mike Gerrard £3.95 problem solving. Programs consist of three
Covers VALHALLA, SNOWBALL, TWIN KINGDOM VALLEY and commands — F = forward, L = turn left and R = turn
URBAN UPSTART. riaht
THE BBC MICRO ADVENTURER BBC£9.95 Disk£11.95
by Bob Chappell £3.95
Govis Fﬂmﬂ%ﬂcﬁ%ﬂqm,gﬁeﬁm OF RIDDLES, VOODOO % ALL THREE ON DISK £26.00 #
A b tod ﬁ P T T EQUATIONS OF LINES: Demonstrates the graphs
supplied post free. y other adventures oduced by equations — type in your own equation
are available for the Commodore 64, Amstrad, BBC Micro and most grlrld SUEH th E\I"B rgnh appear. typ Y 4

popular computers. Write in for a catalogue. " y )
ED 1 — includes: Think of a Word, Counting On, Pye

Charts, Simple Division.
Each £6.95 Disk £9.00.

E w All these programs are used in our school — All were
written with the Educational user in mind.
- T, </

Prices inclusive of postage and packing. VAT not included — add 15%.
DUCKEWORTH DISCOUNT — 5% Schools. 15% Special Schools.

The Old Piano Factory, 4%3%&%*“”* London NW1 7DY Summerfield School, 141 Worcester Road,
Malvern, Worcs. WR14 1ET.

PRICE BUSTERS

AMSTRAD

OLUR OUR
SPECTRUM RRP PRICE CBM 64 RRP PRICE
EVERYONES IMPOSS MISSION 8.95 6.75
A WALLY g.os 7.25 GHOSTBUSTERS 10.99 B§.25
BRUCE LEE 7.95 595  SLAPSHOT 8.95 6.99
PRICTS FUTURE 6.95 5.25 SUMMER GAMES 14.95 10.25
MOON CRESTA 695 5.25 SPY VS SPY 095 699
WIZARDS LAIR 6.95 5.25 POLE POSITION 9.95 7.75
ALL ULTIMATE 995 6.95 PAST FINDER 0.99 T.949
TECHMNICIAM TED 595 4.50 LORDS OF MDNGHT 095 6.99
AIR WULF 690 525 SHOOTTHERAPIDS 7.95 6.50
SKOOL DAZE 595 4.50 BROADSTREET 7.99 6.50
IDSTAR STRIKE 595 450 GRYPHON 7.99 6.50
ALL LEVEL 9 2.9 1.3 THE QUILL 14.95 12.25
MATCH DAY .95 5.1 TIR MA NOG 9.95 7.50
A graphic and text adventure SAM STOAT 6.95 5.50
with the fu||nw|ng features: SOFTWARE STAR 6,95 %5.25 AMSTRAD
OVER 240 LOCATIONS ¢ 5 SKILL LEVELS PIRLARS BRIV, 3o oty sl n SN STAR 795 6.50
DIFFERENT EACH GAME * FULL COLOUR SCREEN THE QUILL 14.95 12.25  TECHNICIANTED  7.95 6.50
DISPLAY +» FIGHT SCENES +» AMAZING PUZILE OF THE ILLUSTRATOR  14.95 12.23 CENTRE COURT 8.95 7.25%
KUSLAK e CAN YOU SURVIVE AND FIND KUSLAKS TASWORD Il 13.90 11.50  THE QuUILL 16.95 14.00
TOMB. VALHALLA 14.95 4.99
Full colour Audio Pack £7.50 sy R b o
Trade Enquiries welcome | 'y ' Py ELITE 14.95 12.00
q THE HOBBIT 14.95 9,99
Mail Order by first class return post.
Cheques/PO to: P&P inc in price in the U.K.: Europe add 75p per tape: £1.00
for tape elsewhere. Send large S.A.E. for full list (state

machine) all machines catered for. When ordering send
cheques/P.0O. to:

BARGAIN SOFTWARE
10 MELODY COURT, WELLESLEY RD,
LONDON W4 3AW__TEL: 01-995 2763

INTRIGUE
SOFTWARE retcpnone your orgur now

Cranbrook Road, Tenterden, Kent TN 30 6U.J
Telephone 05806 4726
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VIC-20 PROGRAM

- — i —

You're racing
against another
motorcyclist:
you're trying to
trap him in the
trail you leave
behind. If

you meet
head-on you
always lose,

so take heed.
By

Kenny Moriarty

This program is a two-player
game based on the ‘light cycles’
in the film Tron. It runs on
the unexpanded Commodore
VIC-20 and requires no
additional hardware.

The first program sets up the
DATA for the high resolution

How it works

2-11 display ttle and instruc-
tions

13-15  set up
SCrecn, set
mode

15-43 sel up screen by POKEing
hi-res characters on (o screen
locations

50 prints score at top of screen

90 check for Ron crash

T70-100 set up screen movement

100-110 set up keyboard entry
and movement

118 check for CP crash

1000-2000 check CP score, add
points

2000-2010 check Ron score, add

lI.'J-II'll‘-.

134[5 HII} decide and print
winner, prompt for new game

2820 if no new game required,
computer is NEWed and reset

variables, clear
VIC to hi-res

Variables
M,T screen memory map (max,
min)
I screen character codes
CO colour codes memory map
TS Ron score
MS CP score
B checks for keyboard entry

and uses up 2,808 bytes.

The two players are Ron, the
blue grid bike, and the CP, the
red grid bike. The idea is to
travel round the grid trying to

Hints on conversion
These are the main locations:

ToB0-8164 screen memory map

J6BT8 volume control

36877 white noise

PEEK (197) checks which key
15 pressed

JE4H)-IRB84
map

SYS 64802 resets VIC

colour memory

Conversion should be straight-
forward enough. POKEing on to
the screen could be replaced by
PRINT AT or TAB statements.

while avoiding it's trail and the
sides of the screen. If the red
and blue bike meet head to head
the red bike (CP) always wins.

graphics, while the second | trap your opponent inside the The winner is the first to win
program sets up all variables | trail you leave behind you, | 10 rounds.
Listing 1

35 PFlHTEHH#EidE;LFPi’BJ
48 FOKESDZ, 28 PODKESS6, £
45
o8 DATR193. 239, 246,
50 DATH1Z26. 126, 16,16,£4.,2
68 DHTARZS9Z . 2592, 204,
65 DATAB,24.24,0,8,24,.24.8,
7B DATRZ2S54,254,198,192 -'”“
Fii=] UHTHILJIE 12 o

200 DATR126.66
=9 DATAL1Z2.63.65, 157
9@ DATA40, 46,42, 42, 19%.,
95 DATR40.48, 168, 168
48

5 o B

; !':li" 1—

222, 288,
24,24,24, 248,200,200, 248,248, 216,216, £16
204, 204,

12:-&-\_"-\_ l..-\__.

.4u 99,213,135,

169, 169,4.4,4,4,

28 :FORI=28T0S7 : FORJ=BTO7 : READM : POKE7 168+8%1+J, N NEXT : NEXT
POKE198, 10: POKES31, 131 :END

122,198,120

204,252,252,0,0,0.,0,0,8,0.,0
198,238, 254 214,198, 198,

, 198,254,254, 252, 252,204, 204,252,
12,12.,24,36.66,90,219,.219. 65,
26,24, 15.353,136-135;

-\_-"l-i_-'q'.r

178,

192,138

192,192,192
126

185,130,252, 12
168, 168, 169, 169,44, 48
.E:I':'- d.4.4,4, 4& 42!1@6.’1[55-4!3'4@
179,170,178.4,4,48. 4

8,48, 48, 105, 105, 48,

GETAS : IFA$=""THEN?

_5‘ r""l-l'l'

-:"'l"""ﬂ'.| ||T| LI-..Iri'
1'-1 FREINT"dDpRIE FRESS ANY
11 GETES$: IFE$=""THEM11

-_'-ll-'_'-:':f:',""}:_: FrHEZES65

.
F

o
_n-'l f
l
[
I

I‘... |_‘:|

15 F F.'.:_._:'_..‘I.TI-IJ"-I:E FUKEL .

28 .JF_'?'.TH_J-J POKE? 7@2+C0

25 POKEE185,45:POKESL
£1%) CGFIHTT{_*ﬂ‘“’E Eo
35 FORI=77

24708142
36 POKEM-1,46 POKEM-1+C0,

“IMETHE FIRST PLAYER TO
AMD MAY

S5+0L0
KEID,46:POKEI+C0, 12: POKEI+462, 46
S TEFZ2Z  POKE]

KEHCH

168 W1

THE BEST MAN WIM!™
KEY ="
5% LR PRINTCHR$C147CHRS ()
200 CO=38728:M=7304  T=7370
'f FOREI+CO. B MERXKT
,12:POKET?23, 42 : POKE?723+C0, 12
12

47 'FUKE I #C0, 12 PUKE ] +;

18 : POKEM, 42 POKEM+C0O. @ : FPOK L'h
43 pr:?HET"I'I'F:l:l. 14 F'ILII'E"" » 48 B ET+CO. 0

NS THE GAME"

Tl=]

180 DATALZ2E. 126,182,192, 102, 102, 126, 125,326,356, 29,24, 24, 24, 50,68

165 DATAL126.126.6.126.126.,96,126,126,126,126,6.126.:126.6, L%‘E, 1:’"—'-

119 DRTA9E,96, 108,108, 126,126,12,12,126,126,96,126,126,6,126, 126

115 DATARL26,126.96,126,126,102,126,126,126, 126,182, 12,.24,45.48.45

120 DATAL26. 126,102,126, 126,102,172A3,126.126.126.192,126.126,6,126,126
Listing 2

O OFEMESSSsdpstsbiss + ¢ $ —— 4

1 KEF%® EK.MORIHETY % * * ++##+Hﬂe++#++#++

2 POVE3SEE9, 240 FOKEZE27S, 22 PRINT"TmpEpbRbbI "IPRINT"RERMAIHETRUCT IONS
3 PRINT"EYOL MUST TREF YOUR OFFOMENT IN THE TRAIL THAT YOU LEAYE EEHIND, "

4 PRINT"DDBBBBBRIA KEYS " PRINT"ME RON mUSES THE SHIFT & COMMODORE KEYS TO MO
VE"

S PRINT"MTHE € CPm USES THE CURSOR KEYS®

& PRINT"MTHE KEYS MOVE YOU CLOCKWISE & ANTICLOCK-MWISE." ‘FRINT"XBRERE FFESS A
HY KEY m

Mi=] PRINT"2)"

FOKES164,43: POKES164+C0

FurE + 2+ L0, 12 -NEXT

¢ -POKEI+21+C0. 12 REAT

S 1)
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45 FOKEL19G, 8:PRINT" B 1L  hDDRBRI" +CHR$ (34 +"#51 "

58 POKE3E865, 38:PRINT"®"TABL7)TSTRB(1I7VIMS

78 FOKE3687E, 255  A=FEEK{E6353)

28 [FA=Z2THENT2=-22%(T1a=])+1¥{T1==220422%(T1=1)-1%{T1=22) :GOTOSB

gg _{_ZI:I?T.THEHTE'-'—EEI(TI‘JI I=18(T1=-220+228(Tl=~] )+ 19{T1=222 :GOTOSQ

=T1

99 IFPEEK(T+T2»<>37THEN10B2

95 GOSUBS80:FOKE3E87E.8:T1=T2

108 B=PEEK{197)

105 IFE=31THENMZ2=-22%(Ml==1)+18(MI=-22)+22% M1=1)-10(M1=22):GOTO112

118 IFE=23THENMZ2=-22%(M]l=1)=1¥(M1==2204+22¥(Ml==1>+18{M1=22) :GOTO112

116 M2=M1

118 IFPEEK(M+MZ > {37 THENZB2EG

125 GOSUBERE : Mi=M2: GOTO7O

o988 RESTORE

595 READR.B.P.CH

519 IFT1=AANDT2=BTHENPOKET.P:POKET+C0., 14 : T=T+B:POKET,CH:POKET+C0.@:RETURN

928 GOTOSEes5

53’3 DHTHIJldqﬁfqai-l-'"l..l""ﬁ.l'q'liEE:EE:q'?-BE'J"EﬁJ_EEiq'?J33

239 DATAL,-22.45,38.,1,22.42,39,-1,-22,43,38.-1.,22,44,39

D4 D'HTHEEl"1.1-45.141.1224--1:43:413.--22'-1-'42-"41-'-22.-1r""‘l'rq‘la

688 RESTORE

&18 READA.B.P.CH

E%g ég?é;?gngﬂﬁTHEWDh EM.P:POKEM+COD, 10:M=M+B: POKEM. CH: POKEM+CO0, 8 RETURN

1808 FOKET+CO,2 ' POKE36874,200 FORI=1T04000 MEXT :FOKE2E274.0 : POKEZEE7E, B MS=MS+1

188! IFMS=18THEHZ258@

181@ GOTOl4

"E'EEB POKEM+CO0, 2 POKE36874, 200: FORI=1T04000 : NEXT : POKE36874,0: TS=TS+1: IFTS=18THEN2
&

2818 GOTO14

2349 IFMSOTSTHENFRINT" ATHE® “CHRE(34)"#$"

2399 IFTSOMSTHENPRINT ™ 1t

2360 GOTO2800

2908 PRINT" M 1AMN-2E 2"

2510 PRINT" hes Thunl e S, sl sl

29259 PRINT"MM HTHE WINNER OF THE"

2938 PRINT" JGAME IS )

2048 IFMSSTSTHENPRINT"THE B"CHR$(34)"#s"

2560 IFTSOMSTHENPRINT "] tt®

2900 PRINT"MMN  SAMOTHER GRME <Y/ /N)"

2810 GETRS$: IFA$="Y"THENRUN

2282¢" IFAS>"H"THEN2E818

2908 SYSe4802

r -1r ﬁ »
Cc o @& ® - Beat These Prices!
= "~ commooomm SPECTRUM e
TIMAL LB 1D Ylhalle i nsinnrmnrnn T Shramble... ..o s sy EE R
&ﬁﬂi‘"&;ﬂ& """""""""""" _‘$;§ =_E Gireat Space Race A - R . £2.49
OTHER ACTIVISION ask 7N Hunter Killer i
I SALA BIM .. ........ 85 £88
SPICTRLIEA PEYTRON 64 . T8 528
PROIECT FUTURE.......oovcevamiaerienes .08 B8 WJHEAMMH'GHTS 5 jiﬁ 1?& Terminal lnvaders
BUGGY BLAST /[l 8% 4%  DEATHSTARWIEACEPTOR. . 388 7% Curse of the Weirwolf
DALEY THOMPSON. ..., . 580 498 "TEHE“"HI.'M.H SRR 1kﬁ :»E 16K Valus Pack (4 tapes)...cooovvminens . 4.9
WITE LIGHTNNG T 158 10.80 QUASIMODOS REVENGE ':':.:'.' % ;ﬁ ?'ﬁ 48K Value Pi_l'-'llﬁtwﬂ}
Bamectiaes. o U AR PaBas B R | | Tomhansin Tover
UNDERWORLDE ., L BB Ans SHERLOCK ........... 1498 1050 Ship of The Line
L{!HEIS'DFHHMGHT L B BNS S WARRNA. P85 598 A
DOOMOARKS REVENGE., L 895 595 STAFF OF KARNATH . : pEE 735 Invincible lsland
PEYTRON T L 168 BB BLLERIAX .........cciicmnimmsssnanaany Il T80 Devils of the Deep
FRAMNE MSTEIM .......ooo0iens . B85 480 SELECT 1.. e et stanani T D
T.Lils. i B0 450 EﬂﬁiFT .58 78D
TRASHMAN . d .~ BL9S 450 BOULDER DASH .. ... . B 7.5
EL#BEIEAB‘H'EHTUHE e « B B35 HOBBIT.. ......... crareaere HLDE 088
MONTY MOLE .. RENTPTPR R . TR Y o ﬂltﬂmﬂliﬂh'lﬂ ., T BN
FULlTHHﬂTFLE otuaiss s M rrn e res T 1. KONG'S REVENGE . 53,5 .. T80 580
MATCHPOINT .....coooovnen . 708 BTE HEEE;FT A1 g; I;}l
ENDURD ".3.': 8% COMBAT LYNX....... 3 815 L L T T T e B
E:IDI'E‘KIBDJUHF CH-'-HHIIGE T8 AT | I'HIHG .
COMBAT LYNX......... 19 535 ﬁ.ﬁﬁmm . 056 090 Send cheque or postal order payable to Recordmania,
JET SET WY (8% 4% FISSTAKEEAGLE ‘s o 14 Daisygate Centre, York. Tel: 0904 339933. P&P is Free.
TRAVEL WITH TRABHAAAN " a88 480 SUNCIDE STRIKE . T8 B Please state alternatives and allow at least 7 days for delivery
BCKPCKR GUIDE TO THE UNIVERSE ., 7.80 4.95 SPY HUNTER. .. RS 750
I}LMSIHDDIDE AVMGE (HMCHACK Iy . 890 4890 P OESIBLE M|E-'3H3IH 8BS &7
TIA M NOG .. T T Eﬁi’t&ﬂ:ﬁ!ﬁ“" ............. ; gg ::
T e LT S——— L AMSTRAD CPC464 ADVENTURES
Py AR AR, S 5 LORADS OF MIDNIGHT . o B S0 )
S L T 8% 't WOMLOSeNESBASEBALL | T® 1% “NEMESIS ARNOLD ADVENTURES are like a breath of
Ty it B o A fresh air” Tony Kendle, PCW Dec '84
P{TFALL W .. L 7T 5D MEGA HITS .. 4 9,95 1458 £
WTEUWEHFMI A I:E!g .?I‘RHE-LHLG i LRl e b | :: ?ﬁ
GIFT OF THE GODS.. i 998 198 PENETRATOR.. iy Sesp i e ;'E - THE TRIAL of ARNOLD BLACKWOOD 6.50
R ) i1 7 “
;.:EJLDEAE;‘IMH : ;E’ EE ARABIAN KMIGHTS . ribaris 100 479 ARNOLD goes to SOMEWHERE ELSE 6.50
NeCacsocren e 08 G T AL PAICES NCLUDE POP____ THE WISE and FOOL of ARNOLD BLACKWOOD Ot
Hm{“ b e EE l?'g H.!..I.H Pﬂ": lF \'DI..I'HEI'.}?TIJIH
Srr TR e DO e  10% FURTHER DESCOUNT NEW TITLES
TAPPEN s ienianapiasssriana 100 S 'J-!HEH:HEMS F'D .n:. ;
SAM STOAT §% 5% GOODBYTE (1w ANGELIQUE: A GRIEF ENCOUNTER 6.50
Ay st 1 (Rl — - ndithighly.”  PCW March8s
.............. Pt I 14 : . = ¥
Tﬁm&mttw .............. ﬁ-: g-i:l L !.LL F'I:'I'EE“E I‘H-ELUDE ‘F'&F' 3 Eﬂ ] recommen “ lih F
Do "E#I#mm il EE E‘E Crveramas crcdars wakcome Praana o] {1 50 por oxcer BRAWN FREE!... a full scale adventure at a silly price — 2.00
ﬂ T ERS ¥ e ki :
for the would-be adventurer (Yes, TWO!) (UK only)
Chgs, POs for immediate despatch.
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TI-99/4A PROGRAM

THERE'S A GHOST

IN MY HOUSE

Spooks and spectres are out to
scare you fo death in Dary
locked in with phantoms of the night

n this game you must get
the key from the top right

hand corner and open the

green door in the bottom left
corner. This means you can
move on to the next screen.

But it's not as easy as it
sounds — ghosts will try to
scare you out of your wits, and
if you're frightened three times
you're a goner. On each screen
— there are 15 in all — the
ghosts move faster. And don’t
forget that they can move
through walls, while you can’t

Move on to each floor level
by standing underneath a rope
and moving up or down. Use
the arrow keys for movement.

The game includes an un-
usual feature, in line 410. It’s
the address of the GPL register
or sprite information byte. If
this value is ANDed with 32
equals 32, then there is a
coincidence. This is much faster
and more reliable than CALL
COINC
(ALL,CH)::IF CH THEN 4400
— try it and see.

Yariables
X1.Y1 oposition of sprite
number 1

A general loops or variables
SKILL level
LIVES number of scares

How it works
20-110 define chars, call instruc-
tions, print scores, lives etc
120-220 set up screen
230-250 define ghosts, man
260-430 main game loop
440-4%0 next screen
S000-5500 move left
560-610 move right
620-650 move up
660-69% move down
T00-750 loss of life, end of game
T60-910 procedure for instruc-
tions: replace this with
GOSUB or PROC

I Coates’s program. You're

Note: Wherever the words
HAUNTED HOUSE appear,
type in, while holding the CTRL
key, ABCDEFG and AHC-IF.
All will be revealed when you run
the program.

10 REM HAUNTED HOUSE
(cy DI.M. COATES
2370584
20 CALL CLERR :: CHLL SCREEN{Z2):
: CHLL MAGHNIFY (3>
20 FOR A=1 TO 14 :: CALL COLORtAH

16,132 NEXT A
40 CHALL CHRRC4O, "OOFPFFFFFOOFTF?F
royas CHLL COLOR(2.7:11)

0 CALL CHAR{S9. "03205050B0217171

17 1329010302020ECOROADDOIOESESE

SESCE342 DLD4ﬁ4ﬂ?u”‘

&0 CALL CHARC129, "44447C447C4444

441D29447L44TE4444444444444E5464

SH4454544C54544C44" )

FD EHLL tHHFalajt"?EQJEﬂ”L:HEQE
_________ 207C7043854644C5468

"GDZ4L54b44E54r433”“

20 CALL CHARC137,"384C4232142464

2" CHLL COLORC13,16:7:14.16,

f2t: CHLL CHARCSS, "QOO0000000003

=6

30 CALL INSTRUCTIONS

100 CALL CHAR<Z4, "38444433101C10

1C%as: CALL CHARR(112,"FFFFFFFFFF

FFFFFF">:: CALL COLORC11.13,12

110 DISPLAY AT<1.12:"YOUR SCORE™
0":"HIGH SCORE™~ B

+: DISPLRY RAT<1.213:"LEVEL~ 1" @

: DISPLAY AT(2,213:"SCARE~ 0"

120 CALL HCHRRE<(3:1:40,32>:: CHLL
YCHARCL-1:40.242:: CALL YCHAR:1
,33540,24}:: CHLL HCHRE(Z4,1:40;
130 CALL HCHR%(23,1.40.32>:: CAL
L VCHARCZ1,1-112:228: CHLL HCHAR
(6231.3234)

140 DISFLAY ATCZ2Z.82SIZEX1322:"HA
HNTEDCHOUSE"

20 CALL VYCHAR(3,13.40,53:: CALL
YCHARCZ: 14.40:5312 ¢ !%LL YCHRRELY
20,340,533 CALL VCHAR(Y,21.40.5
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16

—t

0 CALL “CHARC1S5,15.40.83:: CHL
L YWCHARC 1S, 16,40.87
170 CRLL WCHARC19.,22.40.42:: CAHL

L YCHARC19:23,40.4)

180 CHLL CHRE(Z3:"1281818158151518
a"2:: CHLL YCHARC4,3,32:72:: CH
LL WCHAE<4, 11,3232, 193¢ CRLL YCHA
Eid 16,353,725 CAHLL VYCHHARC4,Z5: 3
'-.'-"1

190 CHLL VYCHARECE, 28,33, 728 CHLL
YCHARC12.19:33. 11232 CHLL YCHAE
EIEFQnEEﬂ?p:: CALL VCHAE(1&,27:3

A

200 FOR A=1 TO 13 :: READ H,Y,2 -

:: CALL HCHRRCH: Y, 90,7

LIH DATH ?.5:5:T~1h Baradraos il
2:58,11:13:14,11,30,2,15:2:8,15: 1

S0 10221 11

220 BHTH 12:5:5:19:13:5:,19: 21, 5;
1?4 29,

230 |HLL CHARCSE, "O0010103FF=Fa3
ﬂ“ﬁ*n 030101 000000F0O22ECFCFEFOCD

COCOEQEQCOCOEQTOOO" Y

240 CRLL CHARC1O00, "OF 1437V 3F1FOFO
000707020207 0EOOOOS0SOCOFEFCE
&COEQEQCOS020000000"

2ol CALL CHARC1G4,; "O205050B051 7 1
Ti7171229010202020ECOROARCDOIOESE
SESESCE2420C04 04070 2

ZED REM #x%x%xTHE GRAME#%#x%%
270 SCORE=-100 :2: LIVES=0O :: DIS
FLAY ATCZ, 27 i USING "##":LIVES
280 SKILL=0 :: G0T7TO 440
290 CALL SPRITE<#Z,100,15,22,3,0
»EFCSKILL+Z), 835, qE:IU:EL,i:?-D_
= ot L alCILLA22 )
=00 CALL SPEITEC#1-104,13:161, 22
92
+ 210 CALL SPEITEC#4,100, 158,92, 9,
R CSKILL+2):#0,98, 16, 125, 233;
:-.6*i5HILL+E?=#6:IED:IE:15?a95
:.E*QSHILL+EJ?
320 HISCORE=MAx{SCORE-.HISCORE:::
DISPLHT AT 1, 1205SIZECB s LUSING "
#H#H#H### " SCORE :: DISPLAY ATCZ:
12251ZEC23USTHG "Hé#44884" HISC
OFE
230 CALL PEEK(-=313¢7.H)
=40 CHLL PDSITIDNi#IaEﬂT}== Al=t
At102/8 11 Yi1=(Y+11)~7
a0 CALL GCHAR(®1,%1, lHj
60 CHLL KEY(1.K.,S523: IF 5=0 THE
N 410
270 IF K=2 THEN S00
20 IF K=32 THEN 3s&0

i

330 IF K=0 AND CH=323 THEN &&l
400 IF K=5 AND CH=323 THEN &20
410 CALL PEEK<(-31877,H):: IF <H
HHLO SZ23=35Z2 THEH ¢ Qg

420 EOTO Z40
430 EEM SUEBROUTINES FOR
MOYEMENT . LOSS OF
LIFE AND HEXT SCEEEN
440 SCORE=SCORE+100 :: SEILL=SE]
LL+1 2 DISPLAY ATC1.27>2:USINHG "
##":SKILL =2 IF SKILL=1& THEN 45
ﬂ ELSE 290
S0 FOR A=O TD 0 STEP 2 :: CHLL
:DUHD{ 93, h.H Sod:A,2392.H): 8
EHLL %DHHD-—ﬂ?.L’i:H 292.H.523:H

‘J

46D CALL SOUNDC-99
24;H»:: NEXT H
470 DISFLAY AT(Z23,13:" WELL DO
NME YOU HAVE JUST COMFLETED AL
L 15 SCEEENS * FOR A=1 TO =200
:: NEXT H
4230 DISPLAY ATCZ3,1>:" BUT YOU H
HYE EBEEN SENTENCED TO DO THEM
ALL AGARIN “ :: FOR A=1 TO =20
0 22 MNEXT R =:: CHLL HCHRER(23Z:1:4

523:A.659: A

s Ed
390 DISFLAY HTOZ3,25325I1ZEC133 "HA
UNTEDCHOUSE" :: GOTO 220

o200 CALL GCHRECX1:Y1-1.CH»:i: IF
CH=40 THEN 410

510 SCORE=SCORE+10

520 IF CH=112 AND FLAG THEN 5320
ELSE IF CH=112 THEN 410 ELSE 340
530 FOR A=440 TO 220 STEFP 10 :=:
CALL SOUND(-99:H.03:: NEST R ::
ROTO 440

5S40 CALL MOTIOMC#1.0.-507
S50 FH:L HDTIDHV#IsEaﬂ}==
OCARTEC#1.-x.7—32:: GOTO 410
60 CALL EEHHFRWI:T1+I:EHﬁ== IF
CH=40 THEN 410

ard SCORE=SCORE+10

E%D IF CH=34 THEN FLAG=-1 ELSE &
gl

290 FOR H D T0 20 STEP 10 =: CAL
L SOUNDC-99,8280,A2:: NEXT A

&0 CAL HDTIGHa#1 0,203
610 CALL MOTIOMNC#1.,0,05::
OCATE<{#1,.x.¥Y+282:: G0OTO 410
620 CALL GCHARCX1I-3,¥1,CH>:: IF
CH=40 THEN 410

630 SCORE=SCORE+10

&40 CALL MOTIOMC#1.-100.0D
Edﬂ EHLL HDTIDHﬂ#l:U?D}::
OCATE(#1.5-32,Y) 2

CALL L

CHLL L

LHLL L
OTO 410
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COO-EAEL 6CtNRCHl 1, Y1 sC8H>ss IF

CH>39 THEN 410

&7r0 SCORE=SCORE+10

630 CALL MOTIONC#1.100,0>

690 CALL MOTIONC#1.0,02:: CALL L

OCATEC#1, X+32,Y>:: GOTO 410

00 CALL COLOR<#1,16>:: LIVES=LI

VYES+1 ! FLAG=0 :: CALL SOUND{40
000,022 FOR A=1 TO 100 =: NE

“T A

10 DISPLAY ATCZ,272:USING "##":

LIVES &: IF LIVES=3 THEN 720 ELS

E 290

20 HISCORE=MAX{SCORE.HISCORE»: :
DISPLAY ATC1:12)SIZECS>):USING "

HHRARHER"ISCORE ¢ DISPLAY ATCZ.
ZISIZECSIIUSING "HES#488H" 1 HISC

ORE

r30 FOR A=0 TO 30 :: CALL SOUNDC

-99,131.A>:: CALL SOUNDC-99,110

A>:: NEXT A i: DISPLAY AT(23.,8)>S
IZEC132: "C(GAMECOVERC ("

40 DISPLAY RT(24,9)SIZE<11):"PR

ESSCACKEY"

700 CALL KEY<OD.X:5>i: IF 5=0 THE

N 790 ELSE CALL HCHAR(23:1.40.64
2:: BOTO 270

el SUE INSTRUCTIONS

7r0 CALL SCREEMN{S)

ra80 CALL CLEARR :: DISPLAY AT(2,7
2: "HRUNTEDCHOUSE" :: DISPLAY AT

Sar 23" CCCCCCC (™" 23 DISPLAY
ATCS,12:"MeEeT FrRED s ="
90 DISPLAY AT(6:;1):"THE FROG

<»" 12 DISFPLAY AT{(8:;1>:"FreED D
ECIDED TO =STAY IN A SURINT LIT
TLE MANSION OVYER HIGHT:"

=00 DISPLAY ATC11,12:"BuT THIS W
AS NO ORDINARY HOME EUT THE H
HUNTED HOUSE [GASP!!J:HNow FreED
1= RELYINGOM ¥OU TO FREE HIM:"
10 DISPLAY ATC15,1):"But poN’T
LET HIM TOUCH AMY GHOSTS OR ELSE
YOuU WILL sCcARE FRED AND 3 =
CARES MEANE FrRED wiLL o MAD
oz0. CALL HCHAR<1,1,40,32>2: CALL
VCHAREC1,1.40.212:: CALL YCHARC1
3240, 21012 1 CALL HCHAR<{21.1.40,

o300 INPUT "pres=s EMTER":AE
240 DISPLARY AT(Z,1>ERASE ALL:"TH
ERE ARE 13 =SCREEN=S EACH TIME T
HE GHOSTS GETTIHG FASTER: "
o0 DISPLAY AT(5:;12:"To sET FROM
OME SCREENM TO AMOTHER YOU MUS
T GET A KEY L[TOP RIGHT HAND COR
MER]"
bl DISPLAY AT(E.1):"AND OFEN TH
E SREEM DOOR LEOTTOM LEFT CO
RHER]I:THIZS ISALL DOME EBY TOUCHIMN
5 THE EEYAND DOOR:™
a0 DISPLAY RTC12.13:"You move F
RED EY THE ARROW kKeEYs [E S D ¥]

000 LUCE

280 CALL HCHRE¢1,1,40,32>»:: CALL
YCHARC1.1.40,173:: CALL YCHAR(1
:3254031?9:: EHLL HEHHE{1?51:4D:
327

2290 INFPUT "FPrRE=SsS ENTER":RART

900 CALL CLERAR :: CALL SCREEN(Z
910 SUEEND

HOME COMPUTING WEEKLY 26 March 1985 Page 31



BBC PROGRAM

DOWN ON THE

l'..'."'}

FARM

In

Shingo Sugiura’s
game for the

BBC you play the
part of Farmer Jo,
who is having
problems with his
cows

s Farmer Jo, you are fed
up with the way your
cows are misbehaving

so you decide to take action.
Unfortunately, there are two
amimal-loving monsters called
Bo and Flo who wish to stop
you. Bo is a chaser and very
intelligent, while Flo is a dancer
and rather stupid. You must
avoid both of them.

As you move round filling in
the plots make sure you take the
shortest route as Jo tires easily.
The game ends when you are
caught by the monsters or your
ENergy runs out.

First type in listing 1 and
SAVE it under “FARMER".
Then type listing 2 and SAVE it
under “*MAIN"'. On cassettes
SAVE listing 2 immediately
after listing 1. Chain in listing 1.
If your system is cassette based,
instructions will follow and
listing 2 will be CHAINed in —
for disc based systems you must
press the space bar. When the
second program has LOADed,
characters and controls will be
displayed. Press the space bar
to begin the game in earnest.

N.B. This program is fully
compatible with the disc
system. The second program is
LOADed by the first and auto-
matically downLOADed to
&E00 and run, so you are in
tape mode. If you wish to edit
the second program after
encountering a bug, it's
probably best to do a hard
BREAK and LOAD the second
program from disc.

Some toolkit ROMs (such as
Addcomm by Vine Micros) take
up workspace below page and
interfere with the movedown
routine, so switch off the ROM
before you LOAD the program.
This precaution does not apply
to ROMs such as Toolkit by
Beebugsoft which takes up
workspace in some hideously
low address where it does no
harm to user's programs.
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How it works
The game consists of two
programs. The first defines

characters, initialises music data,
prints instructions and CHAINs
in the second program taking
into account the present filing
system.

Listing 1
10-40 REM statements
S0 select MODE?T and switches
off cursor
60 calls procedure to assembled
machine code routine to find
present hling system, routine
to down LOAD and RUN
second program
M0 calls procedure to define
characters and envelopes
used in second program,
POKEs music data out of
harm's way
calls procedure to print
instructions
finds the present filing
system, if cassette, CHAINSs
in second program immedi-
ately
100 filing system is disc,
LOADs second program,
downLOADs it, RUNs it
110 END statement — NOT
optional, if ommited, down-
LOADing routine doesn't
work
130 print instructions
290 defines function key 0 to
LOAD program 2, calls
machine code routine,
downLOADs it, RUNs it
350 called from instruction

£ 8

procedure if hling system

tape
740-980 character definition

Listing 2

10-40 DIMs

60 calls procedure, defines 2x2
characters, initialises hall of
fame

70 selects MODEI, switches
off cursor

B0 calls procedure, prints char-
acters and controls

9%0-140 main-loop, game pro-
cedure, hall of fame pro-
cedure called in an infinite
loop

160 main procedure, procedure
handles actual game

280 movement of printing,
SCOre, energy, elc

410 called when Jo moves
away from plot not filled

470 movement of Bo

570-620 movement of Flo

T30 sets up screen before game

B60 plays music

930-1060 called at beginning of
game, initialises variables

1070-1170  procedure called
when die

1190 clear screen procedure .

1300-1380 plays intro music

1450-1470 general delay pro-
cedure

1480 hall of fame

1610 called from above pro-
cedure

1760 called at beginning of
program

1870-2030 print instructions,
wait for space bar to be
pressed

I|OREM Farmer "Jo

ZOREM By Shingo Sugiura
IBREH August 19893

4@

SOHMODETsvDULUZZi8202:;0:0: A;

sHBPROCassemble
TePROCdefine
BOFROCInet

OIF FNfile=1 CHAIN"MAIN"

le@=Fx158,8, 128
1 12END

12@

1 3@DEFPROCinst

5

13@PRINTCHREIZPCHR$1S7TAR(1Z2) CHR#1 4 ICHR*1JB"FARMER °J

13@PRINTCHR$129CHR$ 1S7TAB(12)CHR$141CHR$1I@“FARMER “J

16BFPRINT "TRABIU1DICHR¥131"By Bhingo Sugiura®™’

1TAPRINT"™ “JD° the
IBBPRINT"ravenous cows. ™"’
1FOPRINT"™ ¥Your task is to fence up

ZEOPRINT"which are

farmer is fed up

being

with his”

the plots”

devoured at full®

ZI1OPRINT "spewed by the cowa'"’

ZZOPRINT"™ To stop

ZIOPRINT"grussome monsters, curiocously named

your desperate efforts, two"

-Bu-il

240PRINT"and 'Flo" are out to get you."'
Z38IF FMfile=4 PROCdisc ELSE FPROCtape

ZHBENDPROC
278
2BBDEFPROCdi sc

270«K,BLO. "MAIN" IMCA. L7B2B I M

SOOPRINTTAB(@,23)CHR$134CHR$ 134" "Press the SPACE BAR t

o continue. "}
JIBREPEAT UNTIL BET=XZ
IZ2@vpuze ,s,21,5,21
IZBENDPROC
J48
SSBDEFPROCtape




SSRPRINTTAB(R,23)CHR21J4CHR¥ 134 "Pl pase leave cassette
running. "
I7evpuze,s,21,35,19
IBBEMDPROC
J9ODEFFMNfile
422CALLcodw
418=7%70
420DEFPROCassenbl e
438DIM code 15
40P scode
458[0DPT @
45BLDAND: LDYSD: LDX8LTR
478J6R LFFDA:ISTA &7
4B8BRTS: 1]
49@FORpasa=0 TO 2 STEP2:PX=L7EDD®
S@ABLOPT pass
SlaLDA®]l4@: LDX#B: LDY#B: J5R LFFF4
S28LDAR2: STA &7R:LDALIB:STALTI
STALDAMD:STALTZ: LDANLE : STALTS
=540. locop
SooLDA(LT7A) ,Y:STAILT2) ,Y
S&6BINC L73: BNE no_carry
STAINC &71:z.mo _carry
SBOINC LT72:BME no_carry?
STRINC %73 .no_carry2
HOBLDALIZ:CMPLT7 11 BNE | oop
H1BLDAKL 2 CHPLTR: BNE | oop
SZBLDANLE: STAKLB
SIBLDANLIB: LDX W2
&4BLDYWASC"0O": JSR LFFF3
SSBLDYRASC". “: JER &FFF4
H&BLDYHWLD: JSR BFFF4
H7BLDYWASC"R"“: JSR LFFF4
HBOLDYWMASC"U":1 JER &FFF4
&FBLDYWABC"N"1 JBR &FFF4
TRBLDYWED: JHP LFFF4
7i@dl)
TEANEXT
7TSRBENDPROC
T4@DEFFPROCdef ine
7SeVDU23,1268,403,807 ,40D , 409,509 , &1D, L1F , L3F
7ERVDUZI 129,400, 4ED , %BO , 470, k70, 4B8 , &FB , LFC
77eVDUZ3, 130,37 474 ,0F4 ,&FQ ,&F 2 ,4FA ,L7F , L3F
780VDUZ3, 131 ,LEC , &2E , %2F , 4OF , &4F , &5F , &FE , &FC
79eVDUZI, 132,403,807 , %07 ,%0F ,&7B , &FF ,&FD , &FF
B2@VDUZZ,133,%C0,4E@,4E0 ,&FQ , ADE , &9F , 4BF , &FF
B1evDUZ2Z, 134 L7E ,L3C 439 ,47F ,&7F . &7E ,&7C ., 838
B20VDUZZ, 135, L7E ,L3C, 9C ,4FE ,&FE . &L7E,L3E . &IC
B30VDUZ3, 136,401 , 40F , %05, %07 , %01 , &3F 475, 4D
B4@VDUZ23, 137,400, 4F0 , A0, 4ED, 480, LFC , &AE , 4B&
esevDu2s, 138, %40 k6D, 428, &OF ,&0E ,40C ,L0C , L 1E
BSBVDUZT, 139 ,LBS , &BS, %14 ,4FD, 470, 430,430,578
B7@VDUZI, 140, &FF , 480, %60, LBO , 4B , 400 , 400 , LB2
88@VDUZ3, 141 ,&FF , 501,501 , 801,801 , 501 , 401 , 801
BFaVDUZ3, 142,460 , %8B0 , 60, %BD , .80 , LB0 , 4B0 , LFF
TaRVDUZI, 143,421 401 L] 421,501,581 ,481 ,%FF
FIOVDUZS, 144 ,&7F &FF ; &FF ; &FF , &FF , &FF , &FE ,%FC
FZOVDUZ3 ,; 145, MFE ,&FD, D ,&FD,&FD,&D,%7D,8L3D
FIBVDUZI; 1446, 4FC , &FE , &FF ,&FF , &FF ,&%FF . &FF . &7F
F4@VDUZT, 147 ,&3D,47D,LFD,&FD, &FD,&F D, &F D, &FE
FSOVDUZ3, 148,400,418, %3C,47E . 418,418,410, 5400
FHEAVDUZI, 149,00, 510,530 ,7E, %VE &30, %10, %00
FTOVDUZS, 150,500 k18,109,418, 7VE , &3C . k18,400
FEAVDUZI, 151 , 428,488 ,L8C , L7E ; L7E , LOC , +08 , LDO
YYQENVELOFE? ,%,0,0,0,0,0,0,126,-1,0,-9,126,0
|PBRENVELDPEZ,1,08,;0,8,1,1,1,;125,-4,-1,-4,12&5.8
1010ENVELOPES ,2,124,0,0,206,0,0,126,0,0,-1286,124,124
18ZBRESTORE
1838FDR music=0 TO 45
124dREAD A, B
1@S@musicTa%BA@=A musicT7&BCF=B
1BSBNEXT
187RENDPROC
128OREM Data for Music
18¥@DATA 125,3,129,35,12%9,3,129,3,125,3,129,3,129,5,129
X
1 I@R@DATA 125,3,129,3,129,3,129,3,125,3,129,3,129,.3.129
1110DATA 117,46,189,3,117 46,189, 3,117,3,189,3,1:7,13,18
9.1%
112008TA 113,05, 117, 3,117 . 3. 117, 5. 115, 5, 117, 3,117.%5.117
=
1138DATA 113,353,117 ,3,117,%,317,35,11%.3,117. 2,11 7. 2. 117
i
1148DATA 117.4,189,3,117,6,189,%,117,3,.1089.%._129.2%

-

L]

I1BREM Farmer "Jo’

ZPRE™M By Shingo Sugiura
IBREM August 1984

a8

SODIM mazeX(1F,11) ,mon¥%(1;1) ,scki(B) namas 150
SHSBPROCdefine
7BMODE1:VDUZZ;BZ82;0; @) 8;
BBFROCinst

FOREPEAT
1e@scorei=21 waveX=0

11BMODE1: VDUZ2T;B202;0; 03 0;

128FRDCgame

13BMODET 1 PROCtabl @

14BUNT ILFALSE

158

158DEFPROCgame

17BREPEAT

18@PROCini t

198FPROCsCr esen

ZBBREPEAT

218PROCman

Z2Z0PROCmonster

Z2IBPROChaddi e

Z4RUNTIL dead DR filled=240

Z250IF dead PROCdead ELSE PROCnew_screesn
ZEBUNTILdmad

Z27BENDFPROC

ZBRDEFPROCman

Z290pr k= pyEmsyck

I@xcr=xcEk+ (INKEY=98 AND xciX>@)=(INKEY=&T AND xc¥<1%)
I1@yckmyck+ ( INKEY=73 AND yck>B)=(INKEY=105 AND ycX<{11l

SZBIF px¥exck AND py¥X=yci ENMDPROC
S30energyX=energyi—1
S4BIF snergy%=0 dead=TRUE
IS@PRINTTAB(7,28) jenergy®; ™ *
SHBIF mazreX (pei,pykil=8 PROCscore
I7OPRINTTAB(prieZ pyX#2)pad$
SEBPRINTTAB (xcke2 ,vcX#2) man®
SFBPROCmusic
42BENDPROC
41 BDEFPROCscore
42@8scoreX=score’i+10
4IPFilled=sfilled+1
A4BCOLOURT 1 PRINTTAB (& ,26) s scoreX
A5Bmazek (px¥E,.pyrli=l
45BENDPROC
47BDEFPROCmonster
48@probX=RND(15)
498px A=monk (B,8) 1 pyXemonX (B,1)
S@@IF probX<{dif¥ ENDPROC
S18IF ABEB imonX{(@,8)-xck) *>ABS (mon¥X (@, 1)-yck) PROClater
al ELSE PROCvertical
S2OPRINTTAB (pxX#2, pyXe2) §
SIDIF maze¥ (px¥,pyX)=0 PRINTgrid# ELSE PRINTpads$
S42PRINTTAR (mon¥ (@ ,0) 2 monx (@, 1) #2) j son®
SSOIF monX (B,@)=xck AND monki(@,1)=yci dead=TRUE
S&BENDPROC
S7/BDEFFROC] ateral
SB@monX (B ,8)=monk (@ ,8) +86N (icX-monk (B ,8) )
SY@ENDPROC
SB@DEFFPROCvartical
Sl@8monX (B, 1)=mon¥X (@,;1)+8BBN{yck-monk (B,1))
&2BENDPROC
&IBDEFPROChbaddie
S4Qdir%i=RND (4)
&58pxEmmonX (1 ,B8) spyX=mon¥ (1,1}
&&@monk (]l ,B)=monX (1 ,B)+(dirk=1 AND px¥>8)-={(diri=2 AND
prEL1T)
&78monX(l,1)=monX (1l ,1}+{dirk=3 AND pyi»@)—{(dir¥=4 AND
py®%<ll)}
SEBPRINTTAB (puXaZ pyXe2)
&FRIF mazeX (px¥,py%)=0 PRINTgrid# ELSE PRINTpad#
TERPRINTTAB (monX (1 ,@)#2 monX(1,1)=2) jbad#
71BIF mon¥X(1l,@)=xc¥X AND monX(1l,1)=yck dead=TRUE
72BENDPROC
73BDEFPROCsCreen
74BVDULZ2,19,5,85@)
7O50FOR loopXx=1 TOD 12
TEPPRINTETRINGS# (20 ,grids+CHR#$11)
T7BNEXT
7ERVDULT 3,61 8]
THOPRINTTAB (xcke2 , yck#2) man¥
BREBAPRINTTAB(monX (8 ,@)#2 monk (B, 1) #2) mon$
BI1BPRINTTAB (mon¥X (1 ;@) #2 monk(l,1)#2)bad*
B2BPRINTTAB(D,;2&6) "SCORE “"jscoreXj TAB(25,256) "WAVE "“ji1C
DLOURZs PRINT j wavex ]
BIBPRINTTAB (B ,28) "ENERBY "jenargy¥xj TAB(25,28)"Hli"jsc
P b
B4BPROCintro
BSBENDPROC
B&BDEFPROCmusic
B7RIF ADVAL (=&4)<2 ENDPROC
BERTLTR=7LTE+1
BF2of fastX=7LTE MOD 47
F08pitch=of fast A 7LEBAR period=of+set L7LBCF
F1@S0UNDL , 2,pitch,period: SOUND2,2,pitch=48,period
F2BENDFROC
SIBDEFPROCini t
F4ddead=FALSE1 filled=90: enargy =328
PSBFOR outerX=@ TO 19
FHOFOR innerX=@ TO 11
F7BmazeX (outeri;innery) =2
FEBNEXT ,;
F90wavel=wavel+]
1E88a7L7TB=255
121Bdifi=]15-wavel
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1RZ20IF dif¥<@ dif¥=0

1B3Bnck=Fy yo k=S

1840mon¥k (@,8) =B:mon¥ (D, 1) =0

1858mon¥% (1l ,8)=1Fi1mon¥%(1,1)=11

1@4&BENDPROC

187@DEFPROCdead

1@8050UNDK11 ,0,0,0: SOUNDK12,0,0,0

189@50UNDL , 3,108,180

1128PROCde]l ay ( 7RRA)

1118REETOREL 180

11ZB8FOR mumice=] TO 7

1138READ A;B

114B80UND1 ;1 ,A;BrBOUND2, 1 ,;A—48,B

115SBNEXT

1160PROCdel ay { 1DBB0)

1 17BENDPROC

118@DATABL,7,569,3,53,5,81,5,89,5,49,5,53,5

119@DEFPROCnaw_screen

1Z20050UNDR11 @, 8,2y BOUNDRIZ,D,B8,0

1218PROCdel ay ( 102@)

1Z220F0R loopX=@8 TO 3

1238VDULS, 2,585

1Z4@FROCdel ay [ Z200@)

125evDuUle, 2,71 8;

1Z268FPROCdel ay ( Z2D00)

1Z7BNEXT

1Z2BBFPROCde] ay (S22@ )

129@ENDPROC

13I0BDEFFPROCintro

1318]IF waveX>] PROCdel ay (S88@) : ENDPROC

132BRESTORE1 3@

133BFOR music=1 TO T4

134BREAD A,B

1353@880UND1 ,2,A,B: SOUNDZ , 2,A-48,B

1Z&6BMEXT

1F78FROCdel ay ( 1 09228 )

1 I8BBENDPFROC

1398DATA 1863,3,1486%,3,189,3,1869,3,117,3,121,3,121,3,121
3

¥

14B@DATA &F,3,73,3,73,3,;73,7

141BDATA 137, 3,181 ,3,185,3,189,56,157,4,189,3,157,8

14280DATA 1&69,3,177,3,157,3,157,3,157,5

1430DATA 149,3,141,&6,149,46,129,6,149,3,129,4

144BDATA 14%9,7,153,3,153,3,153,.3

1450DEFFROCH®] ay (timeX)

1450F0R delay¥i=1 TD timeXiMNEXT

147BEMDPROC

| 98@DEFPROCtabl e

149@PROCammend: CLS

|SEBPRINTCHR$ 1 29CHR¥ 1 S7CHR$1TACHR$ 141 TAB (1) "BGRIDMAN H
ALL OF FAME"™

151@BPRIMTCHR$127CHRE 1 STCHR*1IACHR*#1 41 TABR(1@) "GRIDMAN H
ALL DF FAME"™®

I3Z2@PRINTTAB(IRICHR*¥1T4CHR#141 "Today "s Greatest”™

1533@PRINTTAB{INI CHR*1 T4ACHR*141 "Today s Breatest"

1540F0OR I=8 TOD 7

155@VDUT +49 46 PRINTTAB(&) fack (I s TABII2Y ... :Eina
mes+]#15)

1S&4BMNEXT

1S7@PRINTTAB(2,23)CHR$134CHR#1 35" Press the SPACE BAR t
o replay."j

1 SBOREPEAT

ISFAUNTIL INKEY-99

1 4@@ENDPROC

1412DEFPROCamnmand

1620IF scoreX{=scX(7) ENDPROC

1638FOR I=7 TO @ BTEP-1

15481IF scoreXisck(l) scE(I+l)=gcX{(l)i¥i{names+(I+1)#15)
=¥ (names+]815) s Finm]

165@NEXT

14488cX (fix)=acorel

167@PRINTTAB(46,2) CHR#134CHR#14]1 "Congratul ations! ' "

14B@PRINTTAB (& ,3) CHR#13J4CHR*#141 "Congratul ations! '™

16FOPRINTTAEB(&,B) CHR#129"Your score of “"jscorei

17B@FPRINTTAB (B, 10) CHR#129"qual ifies for the Hall of Fa
me, "

1718PRINTTAE(4,13)CHR¥1 31 "Please enter your name."”

1728VDUS1 ,5,15,134,157,129,31 ,26,15,1556,31 ,9, 151 #FX15

1730 70@8=names+f i xe 151 PEP02=] 4) PLFOI=32 PLF@4=] 27

1740K%E=0; Yi=L7: =0 CALLLFFF1

1 7SRENDPROC
-1 74HBDEFPROCdefine

1778mon#=CHR# 1 7+CHR# 1 +CHR#* 1 28+CHR$ 1 29+CHRA$ 1 2+CHR$B+CHR
$8+CHR# 1 30+CHR#131

1 78@bad$=CHR* 1 7+CHR#* 1 +CHR* 1| 32+CHR# 1 33+CHR# 1 B+CHR$B8+CHR
#B+CHR# 1 J4+CHR#1.35

1778man$=CHR# 1 7+CHR$2+CHR# 1 36+CHR# 1 37+CHR# 1 +CHR$8+CHR
FE+CHR# 1 IB+CHR#$139

18@8gr i d#=CHR#1 7+CHR$3+CHR$ 1 4@8+CHR¥14 1 +CHRS 1 8+CHR$B+CH
R#B+CHR#142+CHR#143

1B1Bpad#=CHR# | 7+CHR#2+CHR# | 44+CHR# 1 45+CHR# | B+CHREB+CHR
#8+CHR# | 44+CHR#147

1828FOR loopi=0 TO 7

1638% (nameas+]l oopX#15) ="SHINGOSOFT*

1684@8uck (loopX) =1 00@-10@=1locopX

1B8S@NEXT

1B&RENDPROC

1B7@DEFPROCL net

1EB@PRINTTAB(14) "FARMER °"JO°"

1892COLOURZ 1 PRINT "TAB(1D) "By Bhingo Bugiura"'’

1908COLOURS1PRINTTAB(IS)"C A B T

191@PRINTTABE (S) mon#) 1 COLOUR2

1928PRINTTAB(12,VPOB-1)"...

193@PRINTTAB (S5)bad#) : COLOURZ

194BPRINTTAB(12,VPDOS-1)"...

19S@BPRINTTAB (S5) man#) : COLOURS

194B8PRINTTAB(1Z2 ,VPDB=1)".. . Farmer Jo"*""°

197@PRINTTAB(1S) "CONTROLB: " "

19BBPRINTTAB(1I?) "=~ " "TAB(1F)ICHR*148

1998PRINTTAB(1S) "I "CHR#149TAB(21,VYPOS)CHR#131"* x*

Z2PBPRINTTAB(1F)CHR*$15@" "TAB(19) »?"

221 2COLOUR2Z2: PRINT " "TAB (&) "PRESS THE SPACE BAR TD PLAY™
i

ZOZBREPEATUNTIL GET=3Z2

LBIBENDFROC

Bo the Chaser™"'’

Flo the Dancer™ "’
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C64 PROGRAM

This C64 program
by

Andrew Clarke
gives you the
chance to try
your hand at
golf, and you
don't need
anyone fo caddy
for you

F

his game is a golf
program, but it has
certain unusual features,

for instance a mad dog, a mad
golfer, a bunker, lake and trees.

After the titles you need to
input how many holes you wish
to play. The maximum is 20,
but this can be altered with
some minor changes to the
listing.

There is a flag fixed in the top
rnght hand corner of the screen.
This is your target.

Pressing ‘fire’ causes the
golfer to take a swing and set
the ball rolling. You must use a
Joystick in port two 1o keep the
ball away from the dog and out

of the obstacles. You must hit
Lh:i flag to get the ball down the
ole.

How it works

10-12 GOSUB title screen, read
in sprite data

14 GOSUB rest of titles, zero
variables

20-54 set up all eight sprites

56-58 press fire to start, GOSUB
first part swing routine

60 sets vanables

62 moves ball, makes golfer
conlinue swing

63 GOSUBs sound for club
hitting ball

64-69 joystick input, move ball
accordingly

70 check for ball hitting
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obstacles
72 when ball reaches far X

position POKEs V + 16 with

correct value

74 POKEs in X,Y values, turns
off sound, continues loop by
a GOTO24

76-9 loop to move ball on right

X pos
76 moves ball
T8-83  joystick input, move

ball accordingly

84 collision detect for hit with
flag

85 checks for hit with mad
golfer

B6 checks for miss

88-90 turn off sound, POKE in
values, continue loop by
GOTOing 76

100-108 sound initialization

110-112 noise for obstacle hit

back to start swing

250-259 move dog, make it
home in on ball, stop when
ball passes far X position

270-274 move mad golfer

300-310 work out rating by
dividing holes into hits

312-324 print score, rating etc

326-332 ask if ‘ANOTHER
GO?" and act on input

350-356 print score etc on screen
during play
J88 print score and hits
for last hole and if necessary
get player to press fire to play
next hole

400-406 message if ball misses
flag, add 10 penalty hits to
Score

B00-898 title screen, print bill-
board, print game name and
author, get fire to play or hit

120-124 noise for hit with flag key
130-134 noise for miss 30000-30149  sprite data for
200-204 make golfer bring club characters, obstacles etc

B REMés@gfddddandasdisaasdssneenanannen

I REManm COMMDDORE B4 GOLF BY sas

2 REMum® (1]

3 AEMess AMNDREW CLARKE (C) 1883 s

4 REMama FOR HCW L

S REMssaahdasdassaisissdinaneadsnanin

18 GOSUREERIFORE=EEITOEIT I FORT=0TOGE
12 READAIPODEESaEA+T ,AIMEXTIMNERT

14 ADBUESTEIPRINT "N 1 SCe@iMD=R

20 VeSIEaBiPOREY +23 224 1 POREV+ES ,ZE4
EE PDEEV .30 IFDOREEV+] ; 1401 POREV+16G .4
24 POEEV+E .30 1POKEV+3,; 148

EE POEEV+Y BB IPFDEEY+D B0

28 POEEV+E 951 PDEKEYV+E . ESSI1FOEEV + 18 . 103
30 POEEV+I12. 199 1POKEV+14 ,209

A2 PRINT*J"IWFORT=V+TFTOV+ |SETEP2

34 Ye[NTC(RIB-SB)aRMNDC] ) }+58

A6 POEET,YIMEXTIHIT=@81 HO=HD+ | ¢ |FHD *NUTHENZID®

38 POEEV+28 28 1POKEYV+33 31 PFOKEV+3E B

4@ POEKEV+389 ;1 1POEEV+40 0 1POKEV+3T T

4F POKEV+38,; IBIPOEEV+4 ] ; 1 1 FOKEV+42 .8

dd4 PDEEY43 A IPDEEV+24 ,B1POLEV+4S .6

48 POEEV+4E . BIPOKEZD4AE , FRPRIPOEEED4 1 . FED

48 POKESR4E2 .2301POKE2D43 238

=8 POEEED44 B34 1PFOKEEB43 232

52 POEEED4E . B33 1POKEESAT 231 1 GOSUB3SA

Bd POKEV+E] . BE35185=51FORKEY +3 501 505U8 |88

SE IFPEEK(SEIZ@) =11 1THENH] T=H]T+ ] 1 GOEUB3E8 ! G0EUBEBBIBOTOES
=2 GOTOSE

B0 He3@iYe=1481ME =0

B2 H=sH+41 IFRE<228THEMNE=B+ |1 POKEE2DS1 B

63 IFB=EESTHENPOEEVD ; 151 POKEHF , 181 G05UB 100

B84 JS=FEEE {3E3JE0 )i GOSUBESBDGDELUBETE

BE IFJE=1EOAMNDY CEERTHENY =Y &4

68 IFJS=i2EAMDY YSBTHEMY=Y~-4

68 IFJE=] 18THER = H+2

78 IFH}SDAMND(PEEE (V+3BAMNDL i= ITHENH I ToaH I T+ 1 130U 1 1D 1605UB3ISE
T2 IFHESSTHEM=X-F551 POKEV+ 16 31 POKEV . HI130DTOTE

74 PODEEV , XIPOEKEV+] . YIPOEEV4E HE2 I POKEV +7T . Y21 FOREVD . B 130 TOEE
TE Husd 1 POKEY  HIME=]

T8 JE=PEEE(SE3220 ) 1GOSUBETDICOEBLEBEDD

Bl IFJE=123AMNDY{EEBTHEMY Y +4

B2 IFJE=|2EANDY }SBTHENY sY =4

B3 IFJS=] |STHEMY =i +2

B4 CO=PEEE(V+38)1 JFICOAMNDS =3 THENITD

8BS IFICOAND 17w TTHENHIT=HIT+]1 1GO5UB 1 10 GOSLEB3I5D

B8 [FEMERTHENRDA

BE POREY X IPORKEV+] . TIPOKEVD ;B

98 POKEV+E . MEIPORKEV+T  YE2160TOTE

180 FORC=S4F7ETOS4EO6LIPOKEC ,BIMEMT

188 YD=S4288 1AT=sS4ETTILA=S4ETE

184 SU=S42TRIHF «S4F TR LF=S42 T2

1PE POKEAT 3B /'PORESU . 2535 1FOKERWA , 129

187 POEEAT+T 321 POKESU+T 293 1PORKEWA+T ;33
188 RETURM

118 POEKERW , 321 FDEEVD . 19

112 POEKEMHF 201 RETURM

128 POEEVD, 1S PFOKEWA . ES51POKELF+3 .8

12F FORT=1TD 188 POKEHF ; TIMEXT I GDSUE | 8@
124 RETURMN

138 POEEYD, 13 POKELM . ES1POEKELF+3 .8

132 FORT= |@@TOIETEP =1 POKEHF , TINEXT | GOSUER | 88
134 RETURM

FB8 POEEFR4 | EE4IFORT=ITOIBDEINEKT

Z0F PDEERD4 | ,FEAIFORT=ITOIBBIMNEXT

204 BeZ2231RETURM

PS50 HEsPEER(V+EX I YE=PEEELW+T }

ES1 IFEECHTHEMNHE =2 4

298 IFYEHYWTHEMNYE=YE -4

ES3 IFY2<YTHEMYZ=7E+4

284 [FME= | THENKE =HE +4

ESS IFEE=}E85THEMNHE=28S

ESE IFPEEK(E@43 =23ETHENPFOKEZD43 23T 100TOEZSS

-
258
ETa
&ri
EvE
2r3
F-
11
FBE
L
308
>pa
210
AlEe
214
J16
e
aze
Iz
324
3E8
Iza
33
e
ase
a3g
A'54
A35
arm
ara
AT
e I
ara
el
gz
J54
186
A58
AnA
a8z
AP
406
gen
1=l
(LR
1] 1
B8
aia
aie
214
216
a18
aza
aza
B4
gzZ6
BEB
a3a
a3
B34
B3E
B3a
ganm
gag
GEE
BAE
48
i1
ang
B34
836
B3n
BED
BER
854
BE6
B&a
ave
BTe
Bvda
BTe
arae
Bee
Baa2
ag4
BaG
aas
Baa
asz
883
a4
b ]
896
as’v
Li3:15)

25998 REM SPRITE DATA STORED FROM HERE
IDO0D REMsss GOLFER ARM UF LEFT

001 DATAD,IGE.8.8,.84.8.84
IDABE DATAB .0 .84, 152.0,84 .48
30803 DATAS.88,168.8,.18.171.9
I0e0d4 DATAZ3,I173.8.4,188.8,7
a808s DATARAE.B.0,.168.0.0. 168
I00BE DATABS.B.168.8.08,136.0
anaaT DATAD,I3E6.0.8.136,.8.,0
8088 DATALDE,.B.0.136.0.8,136

POKESR43 236

RE TURH

YISPEEK (V483

YA=YI+St IFYI 3 1BOORYI(SSTHENS = -8
IFPEEK ( 2844 ) »234 THENPOKEZB44 . 239 1 BOTOZ 74
POKEZR44 234

POKEV+S , Y3 I RETURN

PAR=INT(SC/MU) | [FPARS | THEHAS=*"TONY JACKL [MN! =
IFPAR=20RPAR =3 THENAS= "HOT BADI | *
IFPAR=40RPAR =STHENAS="0H DEARI | *
IFPAR=EORPAR =T THEHAS= *TERR [BLE | *
IFPAR=BORPAR =S THEMNAS= *ROTTEMI 1 |
IFPARS > IBTHENAS= *TRES ALFUL 1 *
POKEV+EL . BIPRINT “J"

FHE EMHT © S i £ 5L TS =

PR INT * I

PRINT*EESFTER *iMli * HOLES YOU HAVE SCORED ®
PRINT*EM®18CI* HITS.*

PRINT*MMETHAT 'S ABOUTE"!PAR! *Bl PER HOLE.*

PR INT "B YOUR RATING. .. N" | AS

PR INT* INMRACOTHER G0 (FIRE OR M)*®

BETES! IFPEEK (6320 =11 1 THEMGOSUBEOR tFORT=1T0 1000 1| HEXT I RUNLE
IFE 84 3 N THEMN3Z28
STEG4TI0
PRINT-GREEES1TS METOTAL
PRINT S PHIT

FR [NT = i - 5.0
PR IMNT = O - ¢ 40 ¢ E TN
SCeSC+HITIGOSUE | 285 POKEV+E1 .0

FETHT * R . R E

FRINT *

PRINT* EERREOU WENT DOWM 1IN *1HIT
PRINT*EEBEHOLEE S0 FAR *IHO

PRINT EMMTOTAL S0 FAR *I1SC
IFHOsNUTHEMFORT= | TO 1 888 | NEXT IGOTO32
FRINT * IR OR HEXKT HOLE PRESS F IRCR®

IFPEEK (SB320 < » 1 1 | THEHIAS

PR INT *J* 160 TO20

GOSUS 1 381 FOKEV+21 B IPRINT*J"

PR INT * s & 5 & &8 & s M ISEED | | lasssinas”
PRINT*IBREMTEN PEMALTY HITS AWARDED | *tHITeHIT+ 18
FORT=1T0 1008 I MEXT 1 BOTOATE

PRINT *J" I POKES3280 , 01 FOKES2281 .8
LF =542 T2 iFORT= 180870 1830
POKET, 1 IBiPOKET+LF .8
POKET-48, 1 191 POKET+LF ~48 .8 1MEXT
POKE | 868 , 781 FOKE | BES+LF B

POKE | 898,80 1 POKE |B88+LF .6

A=l IFORT=1596TO 18365 TEPABIA=A- 1
FOEET=RA . TRBIPDEETHL.F+RA . GiHEXT
A=-1IFORT= 157 | TOI8SASTEP4R A=A+ |
FOEETHA . FTIPDOEET+L.F+RA  BiHEET

BHOLE *

FR 1T = i )

PR IMNTTAS ( 1831 ~ IR o
ERIMTTAEC 18 ) "D 0"
PRIMNTTABC 107 “nDEE-— % -
PRIMNTTAEC 10 ) 1 =N m -
PRIMTTAB 18 1 “ " ©
PRIMNTTABC 181 1 = L
PRIMTTHRBE 125§ E~ 5, =
PRIMNTTABS 1031~ m -
PRIMTTABC 1831 i "
PRINTTABC 1B = B maaE
PRINTTABCLL ! "8 1 | Pt

FPRIMTTAB(11)7 " H | @esessssssssssany I~
FRIMTTAB.LL ) *@ | esssssassnssaan |*
FRINTTABCI1)I"H | Sessssssssanesnd 1"
PRINTTABCLIL}! "N | Bessssssssssasan I*

FEIMNTTABCL]L ) "H | Desasesasssssaay |-
PRIMNTTABCL1L)Ir "N L j =
FRINTTRABCLL)I "N -l ] a .
FORT=1ITD IR IMNEXTEPRIMNT "™
FREINMTTABCII " | wAND D mn r
PRIMTTABLIL) "N | BON THE I ] *

FRINTTRB.LL ) * N | BCOM-OODORE S48 "
PRINTTAB 1137 * N | nHOFE COMPUTER N I°
PRINTTAB{1137 "8 | BHERE I158:::::. . HF

RETURMN

FRINT" = iPFRIMTTRBCII I *H | @ IMVAEION OF NI
FRIMTTAB LI} "N | o MEOA-PUTANT B IF
PRINTTAB(1137 "8 | B PLUS FOURE.. NIF
PRINTTABLL13 "B I h scccaasncses HI®
PRIMTTABC11 )" | @ OR JUST EGOLF A

FORT= | TOEQRAIMNEXT PR INT *Hl" 1

FRINTTAB.CL L} "N | |y =~
FRIMNTTABILL*F N | BRMDREHN CLAREEN I
PRINTTRAB.{L1L1)F*N | ar

PRINTTABCLL}I*H | B{EEDr NiSE3 | N

FRINTTABLIL)I "N | FUFOKE 188 .8

PR INT " Ry 1T A KLY TO 00 g
DETA®I [FFEECE (3E3EG =] | | THEREDE

IFfAE= =" THE N4

INFUT " I, O M HOLES <1 -2000 M

IFHLIL | ORMNU Y EBTHERNSEE
RETURKM
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I0p0A DATAR .0, 136,.0.2,.138,.0
20818 REMass GOLFER ARM DOWM LEFT
JpBll DATAB.IE.B.0.84 .8 .8

JpgRiE DATHES . B0, 192 .08 .48
313 DATAD B, 188.0.3.171 .8
I3Bi4 DATARI1T1.@,.189,.173,8,.18
20T DATAITE.BIE.E48 8,7, 168
APDIE DATAHE .4 ,168,.0,.20,136.8
IpRIT DATAILE, 138 . D808, 1'3E .0 .64
IDBIe DATALDE .B. B4, 136 .8 ,.64, 138
3B I8 DATAD.B,.13E.0.2.138.0
INRER REFsss GOLFER PUTTIMG
JBBE1 DATAD1E.B.D84 .88

IPDBEE DATABR4 . B,.0 152 ,.0,.08 48
IpREl DATABD D, 1EBB.B0,3,171 .0
IBBE4 DATAD,ITI 0,3 .839,.0.0
J0023 DATAEIE B .0 . B52 .0.8 . 184
I08EE DATAD.B, 184 .0.08, 152,08
IDRET DATAD, 1SE.D.0,.15E 8.8
38PFE DATAIDE B .8, 132 .0.8,152
IDBER DATAR B, 152 .8,.8, 154,08
30830 REMasws GOLFER ARM DOLMN RIOGHT
Ja|3l DATAD,1E,0,.0,.84 ,9.8

@032 DATABL 0,8, 182.8.8,48
J|E33 DATAR. R, 1ER.B.3,.171 .8
age3a DATAZ . 1TIL . 8.3.235.182.0
I003S DATAEZRE . IBE.B. 188,182 0.171
IBRIE DATHES D, 168 .84 ,8 ; 136 .88
IBRAT DATAE , 136 . ED0,08,.136 .58
ID0IE DATALIE L 0,136,808, 1386
apa3a DATAB . B ,.13E.8,.2,.138,.8
InBan AREMasas OOLFER ARM WP RIMNT
aIpp4a)] DATAB.1E.B.8.84 .8.8

J0P4AF DATASS B8, 152.0.8,.48
IPPA3 DATAL B 1881 .3,:171.,3
IpB44 DATAD . Z3S.BI1E2 .0 ,2498 .88 .8
IpP4AS DATAHIDE B4 ,0,168,08,.8, 168
IBBAE DATABD B, 168,.0.8,138.8
3DBAT DATAB. 1365 .0.8.138.8.8
22948 DATALISE.B.0,136.8,0, 138
J0p489 DATAR. . B.13E.B.2Z,.138.8
D030 FEHaas DOLFER LOOKIMG RIGHT
22031 DATAILE,.B3,.0.20,82.8.5
FOOSE DATALVS.9,1,108,0,8,208
IDDSI DATHE .8 .232 .0.3.235,.8
2834 DATAZ . ITL . B.B,.168.8.8
3p835 DATALIEE .8 ,2,1688,.8,.0; 168

Jgaae
Jpasv
Ip0se
IBase
Ieded
IBDE 1
JoBEZ
I8PE3
InaEd
ID0ED
JEBEE
JIBBET
Jeoan
IBAES
Jaara
BT 1
JoavTe
JaaTa
I8avTL
BT
IpaTE
amarT
JIoaTa
JblTH
lalidid ]
IpDE 1
InbEE
Rl k]
aIsdad
Isaan
JEREE
IpaaT
aepan
Jpoan
Ipasa
Fpnal
IDPIE
el
Jp0B4
IBEaS
FBeNs
FoaaT
InoEE
IpodD
>0 | Ba
Fiol
FaiIBa

DATAS® .0, 168.8.0,.136.0

DATAD . 136,0.0.136.8.0
DATALSE 0,0, 138,80, 138
DATAR D138 ,0,.2, 138 ;8
REMasss BALL
DAaTHRE .8 . 8.8.8.8.8
DATAS.8.08.0.8.80.08

DATAS .B.8.8.8.8.8

DATAR .BD.0.0.8.8.8
DATAR B ..8.0,0.0,.8
DATAD .0 .0,90.9.0.8
DATAS .8 .8,.8.8.8.8
DATAB.B.B.82.8.8.8
DATAE .D .98 .0 .0 48,8

BEMasnn FL&G

DATAD . B4 . .8 ,17.180.8 .48
DATAIGD @, 196, 168,0, 128,188
DATAD . 128, 160,8.148,160.,0
DATAIT®,160,.0,196,169,08,0
DATALE® . B.0.1E0,.0.0. 168
DATAD .8, 160 .8,.8, 168 .8
DATAR, 168801688880
DATAIED . D:1.18,8,14 ;14
DaTAD . 98,1, 188,127,255, 188
FEMasae TREEE

DATAS . 16,8 .8 ,58 ,28,8
DAaTAIZ4 .82 .0.294 12T, 18,18
DATAS .98, 18,138,124 ,1 . 1882
DATAEDE ,3,.884,16,.71.240,16
DATAEES . IE6. 1 .E49;1286,.3.848
DATAILE 2,64 ,96 , 18 .64 , |24
DATASE 8,254 184 28, 1B 254
DATAGE . 16,168,127 ,8,16.,8
DATAD.D.8.0.8.0.8

REMasas BUMLER

DATAD .60 .8 .80 ,66.8.13
DATALIED . .E40 ;1808 .38 :8
DATAS 8.0 .49 ,.2E4 .0 .49
DATALIE®S . B .0, 170,234,118 282
DaTaALlT2,. 118,170, 178,.88,.174.188
DATALIE.224.0.8.8.8.4
DATAIE.B. 4,38 ,8,4 ;16

DATRD . B.8.0,.18.7.1E8
DAaTAZZ24 .8 .66 ,0,0 .68 .8
FEMsa® THE DR 1M

DATAS 247,90, 1,203 ,224,08
ODATAZSS ,.288 .8, 187 .8592,8,183

321083
28 | B
8183
EL
JFeiar
J8i8a
=L
asiia
@it
e
amia
Foli4a
0119
ol le
@iy
FaliE
Jaiie
JalEd
@izl
L R
2123
20124
2012
Jal2e
JIaiev
Ialze
JaieEe
38130
2131
a8 138
IBL3D
3e134
3L AS
a8 | 36
3|iavr
38138
IB138
38148
aoial
Wiag
FBiaz
0144
28143
30148
JBiay
JBi48

DATAZES4 .8.08, 128,760 .88
DATAZL .288.80, 127 .283, 102 295
OATAZS3S, 182 ,.28503 .298, 182,63 ,.293
DATAS . 1S ,.2352.0,0,248.,0
OATAD .8 .8 .8.8.8,8

DATAL .E84 .07 248,90, 18
DATAESS 8,3 895,08 ,8,; 2534
REMasss MAD DOLFER ®]
DATAES B0 64,8 ,8 54
DATAIB. IEB, 16, 19188, 16,18
DATALZ8.16.18.128.4,.3.8
DATAY 2.8 ,.3 808,143 .8
DATARSD . 188 .8 .98, 1TE.8,18
DATALZE @, 18, 1888, 18,188
ODATAR B | B9 .0 .48, 1F8.0
DATAZZ . 128 .8 .32, 1888, 38
MTﬂlﬂl.ll,-ﬂ.lﬂ.H,..lﬂ
REMassn FMAD DOLFER &g
DATAD .64 .0 .8 ,84 8.8
DATATE, 128 .8,.74.120.8,74
DATRAIEE .8, 74,1288.0,.67.0
DATAR , |94 .8 .8 282, 188.8
DATRESE . 176 .0,.38; 188,818
DATAI4E B, 18,1208, 18, 188
DATAD 8,128 ,.0,8, 160,08
DATAS .32 .0.8.32.8.8
DATA3E.8.8.0,.8,.8.0
REHsnas HAD DOG ]
DATAD B .8 .0.8,.0,8
DATAS B .8 .8.8,8.8

DATAD .8 .84 . 16,1 .08, 88
DATAY .8 .84 .5.83.83,.21
DATAEGS 84,21 .85 .64 ,80,80
DATAEE .64 ,8 ,80,9.0,8
DATALER B, 48, |60 8. 160 .42
DATAITA. 18,2178, 168 .8.8
DATALES .B .8 .32,0,0.08
REMansn MAD DOG W2
DATAD .2 .B.8.8.8.8
DATAR . .2.8,.8.0.8

DATAD 64 .8,.16.18.8,.88
DATAS @ .84 .5 .85 ,.85.3
DATABRS B4 .3 ,853,84;:1 .63
DATAE4 .8 .68 .8.8.8.8

DATAZ 138 .8,108,2.128.18
DATALYE .. ITB, 2. 1T, 160.8. .8

V148 DATAlEE .8 .9.38.8.8,.8

Programs are always supplied on
cassette and are accompanied by full
details of the program variables, how
the program works and any hints on
conversion you can offer. Please type
these details double spaced. Listings
are helpful but not essential. What is
vital is that the programs should be
completely error free, so please
double check.

Always use a coupon firmly fixed to
the back of your envelope, and fully
complete and enclose the cassette
inlay card.

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

Send your

programs to
HCWI

Mame

Use this cassetie inlay card for your program

Address

Expansion needed

Special loading instructions

E
-]
£
£ =
—_— .
E ¥ E
: 5
e 3 3
b = &
i e e R B[
t Complete this coupon and stick it firmly on the back ol vour envelope
E Name
| Address
I
| Program tille Machine

e T T ki m il—

. S . — — —— —— —— T —— — —— | —— m— — — — — —— — — —
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Margaret Webb looks at educational programs for young
and old in our regular feature

l earning is not something
we do only during school
or higher education days.

We can learn something new

every day and for those with the

inclination who have access to a

home computer, the doors to

knowledge have been opened
wide.

This month |1 have been
looking at both ends of the
spectrum — programs for the
pre-school child and packages
for adult learners. Pre-school
education begins when we first
speak to our children and
continues until the child enters
the infant class. How well
equipped he is for that first day
at school depends upon the
stimulus he has received at
home in his first five years.

Good Housekeeping maga-
zine, through it's software
house Ebury Sofiware, has
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produced a range of programs
to be used with the three to
eight year age range — see
educational software article
HCW Dec 11-17 1984 — which
encourages the mother and
child to work together. Two
new titles have now been added
to the range. These deal with
logical thought patterns and
early reading respectively.

The first, Mr T Meets His
Match, is a variation on the
card game Pelmanism. In this
version you and your child play
against Mr T. The game has
four levels of play; the first two
have nursery pictures, the third
and third and fourth have
mosaic patterns. Differing
sizes, colours, etc give added
difficulty and can lead to some
interesting conversations with
the child.

On the reverse of the cassette

o
4

e & - .-_._‘-#J"".'

A.P¥P e

T T——
Nt S i ot

A NI

» 3§

15 another game, Switcheroo.
The screen is set out with a row
of cards. At it's simplest level
there are three; two pictures and
a blank. The object of the game
is to fill the empty square with
something that fits the theme,
but is different in some way
from the other two pictures. If
the two outer pictures are a blue
rabbit and a red kangaroo, the
third picture can be either a blue
kangaroo or a red rabbit.

At higher levels extra empty
boxes are added, but always
with the same rule — there
should be one difference
between each animal in the line.
All in all this is a good package
which will help your child in
many ways as well as keeping
him entertained.

The other new game in this
series is Mr T's Jungle Stories.
This consists of two reading




games for the four to eight vear
olds. The first, River Raft, is
a beautifully animated story
which deals with animals trying
to hitch a lift on a raft floating
through the jungle. The child
helps by choosing the verb to
make the animal move. This
can lead to a lot of discussion
about what the words mean and
much hilarity in sentences like
‘the elephant slithered® or ‘the
snake galloped’

The other game on the
casseite deals further with the
concept of story building. In
Jungle Challenge, using a
multiple choice system, the
child can build up a story using
a choice of animals, the size of
those animals, their location
and the sounds they make. As
with the first game the results
can be hilarnious and can give
hours of fun. There 1s also a
facility to replay the story, thus
giving scope to improve reading
skills and memory.

These Mr T packages are
available for both C64 and 48K
Spectrum, and at £9.95 are
good value.

Collins, another of the major
publishing houses, has had a
range of educational software
on the market for quite a while.
This has been aimed at the pre-
school and primary age group.
Now Collins has brought out a
range of products aimed at the
adult market. The BrainPower
catalogue contains various titles
aimed at helping the home
computer owner get the best
from himself and his machine.
EntrePreneur, Decision Maker,

Project Planner and Forecaster
are probably of most interest to
anyone thinking about starting
a new business venture. Star
Watcher and Numbers at Work
will have a wider appeal.

All the packages have a
similar basis. They consist of
two tapes and a manual. The
cassettes contain a teaching
program and an applications
program. The manual is a well
thought out textbook which can
be used on it's own before using
the programs or in conjunction
with the appropriate part of the
teaching program.

Star Watcher is a package
aimed at anyone interested in
star-gazing whether they be
novice or expert. The teaching
program can be used at a speed
suited to the user. The beginner
could use it as a teaching facility
the more advanced user may
just want to use it to revise and
test his proficiency. The second
cassette 1s the applications
program. Through it’s medium
the night sky can be shown
from any point on the earth so
that you can use knowledge
assimilated in the teaching
program.

MNumbers at Work follows the
same format as the other
packages in the range. The
teaching program in conjunc-
tion with the manual will gently
lead the user through working
with fractions, decimals,
percentages, growth rates and
ratio. Each section is worked
through on the screen and, as
well as worked examples, there
are problems to use as tests. The

A&F SOFTWARE-UNIT 8 CANAL SIDE INDUSTRIAL EST,
WOODBINE ST EAST, ROCHDALE, LANCS O4165LB Tel:(0706) 341111

SITARAMWAICHER

An observer's gui

e to the abars

BRAINPOWER

Application through learnin g

applications program is
designed to help the user work
out specific problems whether
they are to do with PAYE,
VAT, brokerage, interest or
depreciation. In all this is a very
useful package either as a mind
jogger or to help you over sticky
problems.

The BrainPower series is
available for a number of home
computers, but not all titles are
available for all machines. Star

Watcher is only for the
Spectrum (£14.95). Numbers at
Work is for either the Cé64 —
tape £19.95, disc £24.95 — or
the Spectrum — £14.95,

Mr T Software, National Maga-
zine Hse, 72 Broadwick Street,
London W1V 2BP

BrainPower, 8 Grafton Street,
London WIE 7JZ

IT'S FOR THE
48K SPECTRUM

It's available from April the 2nd
it's only £6.90 Iinc. V.A.T.
It's got over 100 screens

it's available from all good
computer stores

It's also available direct from
A n F Software

i's eggxactly what you've been
waiting for
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FLOWERS OF CRYSTAL

Two part adventure, introductory dramatised audio story, work sheet,
utility, map, superbly-illustrated story booklet, teacher s manual.

Filowers of Crystal, our No. T of 1984, was judged to be certainly orfginal, very
well presented, marvellously odaplable and unigue in its scope,

Educational Compulting

Jan. "85
TELE-BOOK

An extremely flexible menu-driven program which allows 'books’ of
up to 15 pages of text and graphics to be created on the BBC B micro.
Ideal for primary school use,

ALSD
Our two well established children’'s adventures:

GRANNY'S

GARDEN

and

LINDEN LEA ROCK PARK
BARNSTAPLE DEVON EX32 9AQ
TEL: (0271) 45566

SEND A4 SAE FOR FULL DETAILS

BBC Disec BEC Cassette Spectrum Cassetie

Diregon World

£17.65 £16.00

In preparatson

Flowers of Crystal

£17.65 £16.00

In preparation

SPACEX

Tele-Book

£17.65

E15.00

Granny"s Garden

£12.00 £10.00 £10.00

Spacex

£10.40 £8.65 £8.65

Prices include P & P,

TEXAS INSTRUMENTS
99/4A HOME COMPUTER SYSTEM

-

i *:'.' -

A o™
- . Qa}';‘ T
U

£
(3 t._] ...._. =
'It:

.-I-

APPOINTED
DEALER

- o
% %

PARCO ELECTRICS, 4 DORSET PLACE,
NEW STREET, HONITON, DEVON,
EX14 8QS. TELEPHONE (0404) 44425
PARCO ELECTRICS, AM GASTHAUS 2, 2971, HINTE 2
LOPPERSUM, WEST GERMAN)

[ELEPHONE (04925) 1773
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Add 1. VAT on all iteme. 2. £33 560 lar 3™ dite [E7.00 lor TELE - BOOK 3 D )

CASSETTE SPECIALS!
SALE OF SLOW-MOVING TITLES
The titles are as follows

L.ionel and the Ladders
(Extended BASIC)

Pentathalon (Extended BASIC)
Snout of Spout (Extended BASIC)
Beneath the Stars (T1 BASIC)
Simons’s Saucer (T1 BASIC)
All the above titles

£3.75 each including
post and packing.




VENTURES

i T

N G

SOFTWARE o’

T ime to go venturing into
the unknown once again,
as HCW's weekly Ven-
tures column looks at what's

going on in the world of
adventures and arcventures
(arcade adventures, for new
readers — where have you
been?). This week I will be
looking at the long awaited
(according to the packaging)
Wrath Of Magra, Pitfall Il
from Activision and Drive In
from Fantasy, plus help with
Spiderman and part two of our
wonderful Technician Ted
Map. So read on...

Reviews
First up, after last week’s
exciting backpacking visit to the
caves of exile with super-hero
Ziggy, another game from
Fantasy. This time starring
Dezzy. Dezzy is, unusually for
computer games, female.
Zooming through the universe
to help her friend Ziggy defeat
the infinitely evil Scarthax, she
hits an asteroid storm. Her ship
needs repairs, and what does
shw see ahead — The Drive In.

She enters, but it’s a trap, set
by the Dark Lord (the universe
is full of nasty people!). Now
she must find the parts of her
spaceship which have been
scattered over 189 rooms. There
are 29 types of aliens out to stop
her. She certainly needs the
various objects lying about, but
can only carry four at once. In
some rooms are practical
machines like banks, swap
shops and time machines: in
others, just huge, mysterious
effigies of frogs, fish and the
like. The rooms are interlinked
in true maze-like style, and
some doors need keys.

This arcventure is similar in

style to the previous Fantasy
game, The Pyramid, but has
much more content. The task of
shooting aliens is not particu-
larly _difficult, although the
computer doesn't always
recognise when you have hit
them. Much harder is trying to
work out what the various
objects and machines are for.
This will take a long time, as
will making a map, which is
necessary. Graphics are very
smooth and well animated,
sound reasonable. The program
has a very professional feel to
it.

| like The Drive In a lot.
However, | showed it to some
people who weren't so keen.
Some will find it too difficult.
However, | give it a Ventures
rating of ****, Worth buying if
you liked The Pyramid or other
Fantasy games, otherwise see it
first. It costs a mere £5.50, for
the Spectrum 48K.

Carnell was one of the first
adventure companies to appear,
with Volcanic Dungeon for the
ZX81. Carnell made it’s
reputation on a ftrue turkey,
Black Crystal, which sold well.
The third in the series, The
Wrath of Magra, was announ-
ced before Christmas 1983, The
program was delayed, Carnell
went bust, and Mastertronic’s
expensive division Mastervision
took over the rights. It has
finally been released, in
attractive packaging, with a
free, beautifully illustrated
novel.

The program takes far too
long to lead, so I set about
reading The Book of Shadows.
After a lengthy, Tokeinesque
story, there are some descrip-
tions of monsters you will meet,
and some spells. The
descriptions are pretty
gruesome, but the spells are
positively lethal. To kill an
enemy with the Gorgon’s stare,
I must be carrying one part
mummy dust with one part
viper's tongue amongst other
insalutary ingredients. Useful
stuff, though probably not
available from your local
supermarket.

Your task is to destroy the
evil witch, Magra. This is vet
another game full of silly
names. There are three separate
programs, in the first, buy and
trade food and ingredients; next

Peter Sweasey looks at Wrath of
Magra, Pitfall Il and Drive In. He's
also got some tips for Spiderman

use these in spells to defeat the
many marauding monsters
below the Black mountains;
finally defeat Magra herself, in
her secret fortress.

You start, standing by a
symbolic cross, in an unamed
village centre at a time close to
midnight. Nearby is a stone
circle, to the north is a forge,
whilst to the south is a wizard’s
tomb.

There is a graphic representa-
tion of every location, in part
one certainly. However, many
are repeated (the forge, store
and apothecary all look the
same, as do sandy plains and
grassy plains. Strange place!)
and although some are are
excellent, a few are terrible and
most are average. Almost all
take ages to build up.
Vocabulary is restricted, and
there are few responses: “‘You
can't’’ appears all too often.
Some of the response times are
deathly slow. You could be
forgiven for thinking the
computer had crashed when
you type in ENTER SARCO-
PHAGUS, for example. The
program has a large chunk of
BASIC as a core, and although
is is not always bad, the
computer doesn’'t accept
abbreviations, so the interpreter
must be very badly written.

All this is a real shame,
because there is enormous
potential. It is so complex, with
many spells relying on time of
day, or even the phase of the
moon. The game could be fun,
almost with the same attraction
as Dungeons and Dragons. But
BASIC is the wrong language,
and there is an air of amateur-
ism. Thus, unfortunately, a
Ventures rating of ** — poor.
It costs £12.95, for the 48K

Spectrum.
Finally, Pitfall II: Lost
Caverns, by Ghostbusting,

charttopping Activision. As
Pitfall Harry, you must enter
the legendary lost caverns in
Peru, rescue your niece, her
dog, and collect a diamond.
There are some gold bars lving
about, and a rat to bring back
for the museum. The caverns
are eight screens across, and
three times as deep. They
consist of shafts, ladders,
chasms, underground rivers,
balloons and waterfalls,
infested with eels, frogs, bats
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surface
abrasion

The acid
bottle
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The wage dust |
dept. gxtraction |
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plant cuphoard

The silican
= antean etching !

tank
A One way

silicon |
slice store |

The
electro

slore

T ;

Micro chip

plating
hath

mounting ;
furnace

Bay 7

and scorpions.

This is, basically, a platform
game, but potentially a very
plavable and original one.
However,once again, I reviewed
a poorly implemented version.
The game is probably great on
the CBM or MSX, but I
reviewed the Spectrum version.
I suggest Activision changes it's
conversion company at once.
The basic fault is the graphics;
they are flickery, pathetically
animated and unattractive.
Another gripe is the death
routine: when you touch a
hazzard, you don't die, you
walk back to the last ancient
healing cross you touched. This
often involves watching Pitfall
Harry passing over nearly every
screen, and taking some time to
do it. This only adds to the
frustration, as does the tuneless
background ‘music’, and the
incoherent instructions.

If you own a CBM 64 or
MSX, this might be worth a
look. However, Spectrum
owners be warned, my Ventures
rating is * — absolute rubbish.
Lost Caverns is vastly over-
priced at £7.95 for the above
mentioned computers.

Helpline

Firstly, for all you arachnid
superheroes, here are some
Spiderman hints. There is a gem
in the aquarium, but you need
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to take a temperature in the
penthouse — push up to climb
the lift shaft. Mysterio is
waiting OUTSIDE the second
floor. If Sandman is being a
pain in the foot, just do as the
spiders do — jump up onto the
roof, and hunt through the
crib. Now, those hints are far
too generous!

If you need a push in the right
direction with Drive In, read
on. The bank has purple sides
with symbols on them, and a
light blue slit in  between.
Depositing goods in these will
increase your perceptage, but
some objects may be needed
elsewhere, so don’t put
everything in them. Dropping
the alarm clock shared objects
into the machine with the
flashing bottom, if you will
pardon the expression,
recharges your energy, but also
reduces your score and percent-
age. The rugby ball shaped
objects, when dropped in
between the two green
creatures, will also recharge.

Finally, the second part of
our great Technician Ted map is
below. It deals with the
majority of the left hand side of
the factory.

Back next week with
Macbeth, The Prince, Son of |
Blagger, hints on Dangermouse
In Black Forest Gateau and
more. Happy venturing!




Ghost freak

| own a Spectrum and [ love
it! Right then, now ['ve got
that over | can get on!

['m writing about software
piracy. | don’t see what all
the fuss is about. Why is it
against the law? We copy
records on to tapes all the
ume and programs off the
TV and no-one seems Lo
mind that.

[ must admit that | copy
the odd game or two and |
could name 50 other people
that do the same.

[ want to thank a couple of
people. Firstly Mastertronic
for bringing out the £1.99
games range. Secondly, |
would like to thank British
Telecom for the Firebird
range. When [ go into
software retailers | look for
any good cheap games. |
picked up Booty by Firebird
and when | ran through it on
my computer — wow! the
graphics! the sound effects!
[t's not every day you find
games like this, especially at
£2.50.

Finally | would like to
thank Activision for releasing
Ghostbusters. After reading
the book, playing the record,
watching the film, reading
the book again, and then
buying the game | am really a
Ghostbusters addict. But
please could someone tell me
why the price is not right. It is
very wrong. Why, why does it
have to be priced at £9.99?

Kevin Ringrose, Brixworth

At present there is a bill going
through parliament which
hopefully will clarify the legal
position of software piracy.
Surely the reason why
software piracy should be
illegal is because people
spend months writing and
producing programs, so ir's
only fair to pay them for all
their hard work.

LETTERS

Joystick option

I'm wniting to help any TI-
99/4A owners who would
ke to play Hunchback
Havoc by Lantern software,
but can't because they don’t
own joysticks. Typing in the
following lines will convert
the program for use with the
arrow keys.

1060 CALL KEY(),K,S)

1090 IF K =101 THEN 1140
1100 IF K =120 THEN 1530
1110 1F K=100 THEN 1360
1120 IF K=115 THEN 1720

Now the game can be
plaved with the arrow keys,
but make sure the alpha-lock
15 1n the up position.

Also, 1If anyone 15 having
trouble getting through the
sheets on Hunchback Havoc,
type n the following lhine:

1070 T=T-I

Now, the longer it takes
you Lo pul out the fires, the
more tume you will have to
collect the jewels and go on
to the next sheet,

Jon Paul McCalmont,
Brecon

Make it better

With reference to the ZX8§1
program, Full Screen Editor,
in HCW 97, may [ point out a
possible error. Perhaps it's
just that it’s slightly blurred
in my copy, but line 230 has
“Let cursor+ Dfile +L +33
+C+1" when there should
be a * instead of the + before
33.

May [ also suggest an
enhancement to enable the
cursor to go automatically to
the start of the next line when

it reaches the end of the line 1

above:

|
J75IFC=D32THEN LET L§

=L+1
Finally, many thanks for
continuing to support the
ZXE1.

L W Oliver, Perth

featured

Mine's best

[ am an 11-year-old owner of
a T1-99/4A which I have had
for two years.

At my school nearly all my
mates own a computer. Five @
own Spectrums, one owns a
C64, one an Amstrad, one a
Clé, three have BBCs,
Electrons, Tls and VIC-20s.

My best mate boasts that
because the Spectrum has the
most games it is the best
computer. But who cares
when the TI has games like
Buck Rogers, Indoor Soccer
and many more? Maybe the
Spectrum and Cé4 are best
sellers, but three Tl owners
out of one class isn't bad
considering hte popularity of
the 64.

While I'm writing I'd like
to thank HCW staff for
producing a magazine that
covers all these machines at
low cost compared to many
others.

Mark Taylor, Leigh

Easy to program

| have just obtained a Cl6
and am very pleased with it's
performance and the ease
with which | can program it.
For the past three weeks |
have bought HCW which I
find interesting and wvery
useful as it contains a few
advertisements for software
for the C16.

However, | would like to
se¢ a few Cl6 programs in
HCW's curriculum. As, on
the whole | enjoy HCW very
much, please could you try
and include programs for the
growing number of Clé
owners in the country,

Kevin O'Connor, Airdrie

Thanks for your praise,
Kevin. In HCW [0l we
our first CIl6
program and hope to
contfinue supporting this
machine. However, we rely
on readers’ submissions for
programs, so we need CIl6
owners o send their

i programs [o us.

PAGE
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Lineage:
35p per word

L]
VISA
=t

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

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

cComputer
Disks

FLOPPY DISCS

5% bulk packed by MEMOREX o1

MAXWELL from 89 each +« VAL
Please phone (or minimuam quaniinges
and ofher detals

BOLTON WELLS LTD D1-435 2411

ORIC, ATMOS,
COMMODORE 64, LYNX
SOFTWARE LIBRARY
Owver 150 Oric and 200
Commodore 64 titles,
Stamp for details:-

Les Wllson 100 Blenhelm
wWalk, Corby, Northants.

To hire a computer from Specirum
48K upwards, please phone or write
to Business & Computer Services,
2043, Caledonian Rd.., London NI
IBA Tel. 01 607 0157

— WIN A COLOUR T.V.7/]

spectrum - Oric - Atmos - QL

Software Library
FREE MEMBERSHIP —
FREE ENTRY TO DRAMW
5.A.E. FOR DETAILS TO:
HIRE SOFT, 113 EROOMFIELD RD,
MARSH, HUDDERSFIELD (state micro)

games,

Spectrum tape library

utilities; for details S.A.E. *Soft by
Post” 14, Blakeley Avenue, Wolver-
hampton. Free membership.

Software

(Mffers for the complete set of
Home Computing Weekly, Owver
100 1ssues. Phone (0536) 742622,

—CBM 64 VIC-20 ]

TAPE TRANSFER —
DUAL CASSETTE INTERFACE

It gquick and easy 1o tensier any cassetle
program with TRIGSOFT s DCL 1 inter
face. Duplicates al condde, data
filles etc. IT a program can be loaded 1 wil
e iransferred exactly on a second datasei e
Send £ 1000 ine pk P o |r|gurl!, Marshilield
Huuse, 4 Burnetl Place, Bradiord KIS 91X
7 day money back guarantee

special offer! Bear the
sirike. Safeguard vour

Leach Lane, 5t Helens, M
WAL 4P

Software

BUF IR, i

Educational

‘A Level
Phyvsics pass. Examination revision
cassete for 48K Spectrum. £3.95
Cheques/ PO to Dr 1 D Hughes, 50

01-437 0699
EXT 322.

Send your requirements to:
David Horne

ASP LTD.

1 Golden Square,

London WIR 3AB

AMSTRAD CPC464
DISCOUNT SOFTWARE
£4.95: Er'bert, Fores World's End, Jewels

teacher's Habylon, Message from Andromeda. Mind

{ e
E5.05: Cricker. Flight Path 737, Fruoay
Frank, House Usher, Moon Buggie. Special
Ll SEa0 Avenger, Emerald Isle 5
lancelo

£6.95: Blagger, Dark Siar. Descend of Pie
Football MMan, Hunchb
Surviver, Technician Ted

£7.95%: Cemire ol Cirand Prix

eraevside ack, Mitware Mo

iy

Fighter Pilim, Manic Miner, Pyvijamaramo
Saorcery. Jet Ser Willy

£8.50: Baitle lTor Midway, Ret. 1w Eden.
Ring of Darkness

£17.95: Home Buadgei, Screen Designet

Tasword S64

Ch/ Y s po: (] SOFTWARE (5AL Tor

If not 100% satisfled

BBC B musicians! Drum/Bassline

hardware attachment. S.A.E. for | |PMUGGLERS COVE. Arggh.
4 r = i Wame been nothin® lonke  thas
details. Rice Computer Electronics, | | .. o = e

) g v V F 2T
|I{} IIL]\ P ?'hlt'ﬁli.'-.dl'l'll.'”. ["l.'-l 'I'I E SNUMBER 1L, Don™ alk ror. Nige

vl Buvaiig uiemplovmieni. Prove e wil
ol Economics simulalion game
i i FE & T i i i 1

BRC B/Electron/Dragon software | | heques POs 1o
library — Membership £5.00. —
Tapes | (+30p P&P). Stamp for
details. E. Tucker, (H) 58, Blen-

heim Walk, Corby, Northants.

Tel (D302 211 892)

AMSTRAD CPC464 By 2 1

CAMEL MICROS, WELLPARK,
WILLEYS AVENUE. EXETER EX I ®BE

2T, Mowwey Lea Rood., 'I-'l.":l.'!.'l:"i,.'l.'\-l:_
0257y 421915
WML « deduct Mp per ien

him Lad!

Ti-99/4A

Software

TI-994A Educational Software, TI
Basic. Geography Tutor — capitals,
£2.00 {inc p&p). Progress through
three levels of difficulty with

WD Software

For the Ql.:—

percentage scoring at end of each
level. Cheques P/Os 1o A & 1S, 92,
Marshfield Way, Bath, BAl 6HQ

TI-99/4A:

SOOCEr Supremo. Soccer Management game
(HOCY o o & & « ); Pirate Island, board
garme symulatton (HEW & & &« &« &3 T1
Crscket, himited overd fedl maich (HOW
w w ow ow ), E4 9 each. 2 for £8.9%9 or 1 for

Wold U nalitbes { ed edi { bawp £5, 500 EL2 ED feom: Dromeda Software, 56 Wells
Yiew flklile L Eectady off one sereen, ofc-key LORA LY. COYFY or pramn &0 files wilh one ke sireel. Haslingden, Lancashire HB4S 515
fallivas Toor nomesikes). Multiple FORMATing 10 prevent corcupiion by sirciching o
fape, LOMM ke 1ov give dated, numbered modules o piogram Jdevelopment. PRUNME old
Tnbes v rebease space (oene key DL E VRS a Dked. Full instrosctons i CALUTE L Dife, Uise up to 6
EXTEA MICRODRIVES (add on vonir Spectrom ones)’
WD Lrnibities Tor €51 Discs il EX )

kfile capacay, o ompulamale disg sviiem W crodlnvies - H : 1 .
10K Dl waprears FC s AL ampailiam 1] I 1TH r i [I—wh‘:\. "‘Iﬂ“lln“llﬂf [ SeT ‘.:T“lll}
Regular 60 page quarterly

WY Maosrsie | uniowr

i hgee £40

News-

wpecilieminem as lor Speciriem, Pl mo speech (furey gy, ©arrahl
T ' . 104 | i Wy s T
BBC: Model B Package including RefQL. (151 ed) ihase £1) letter. 6 p.a. 11-59 4'\'_"\"‘h,ﬂ."':"'
'..l.”.“.‘”tl Ll]"'«'.: Llllll'l-‘l: Q"'l.“”“ g {.I’H‘.] [OHE 4+ pisglial €01, felerences if am AR HIVE e ..“] tillrr’hlll. Ii-‘lghl'.l”-l El!"""ll- Hi_ I-
printer. Wordwise + L4 ol For the 48K hpE‘l"TUTﬂ:— "ntiu““ide
business software. £1050 o.n.o. Wi Morse Tutor ibase £4)
From absalure beginner to Bevord BY A and Amarcur Eadio recavimg. Adjuast pitch. 5ot
ll.."ii.!r.lil.i'llll[' "F: 5531'{1]' el 10 voarr tesd level 6409 wpanid, earn Teoin single characiers, v gfoups wilh ssacde snups u“d
apiices To ramdom wentences: decrease spuicing 1o mormal. Wene down whasr viou hear, then
LCHEC K on SCreen o Ponier o EISTEMN o phonetie TALRBAL B Tromm o st Meers n“lers
DUST DAMAGES COMPLTERS Wpsecch of Thted, Adso owir message, randodm lgures, I@iers of mived
Frotect vour imvestment, Dust Covers made I radewind {hase £4)
0 measure, top oquality wipe clean fabric Sanlimg erachimg virntegy game with graphie surpe
Printers, drives, kevboards, £4.50, Vs 1 i id —
EX 50 incl PEP. Olive or navy. Measure It:rrknﬁ‘il:?:‘n re with Hergerac and the Dragon s — 24 The Parade,
ments 1o Soe Smlih (HOW ) Depi ek EWPHIFR Silverdale, Newcastile
4 Hrookside, Diseworth, Derby DET 2RW I rices CARN . Tel: 0782 636911
(DR A2) BI0SS specirnm §asseiies hase price only : -
0. or spectrum Microdrives L1000 cariridge plus base price foICIaI p‘cnrn EDmDLIt’EF
25" Mopphes £2 plus base (SPIMIS for Speciram) dealer and BBC service and
{I{hl- 4+ ]‘iﬁ.l." I]ri\[‘. {.-Llll'll.ll :"'ll[“"i“.“. | Wiy 6 IWNLEre PRPOREERITIS o6 e e i Wiy TeeEiviEem P . WL Ulnalstee | I f I
1 e '!'.. Oy, " !||||I|I Il:l_"ﬂ_'l| fovr E5. 50 Bon INTPPOYSSTEDL i FII 1.l| v Spectram PECHRT AN O One mecinen n Grmat En centre
. ';"I'.' SHCK. hi‘l:“""'lt L4t]{" I]i Send (iR cariredee angl 24 (K] [T 11 8] carlier cciison H e stocks as iilable backed up B
split. Various languages. Manuals. e 22 . . : sophisticated scrvice dept for all populk
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Y ey
Repairs 'n _ SINCLAIR
- COMPUTER KEPATRS CLASSIFIED

pnres Fast reliable repairs by experienced
Reglster engincers having serviced Sinclair compuiers
smee the mmirosducion of the ZXED. Our
HEMEL COMPUTER— and VAT, irrespective of faull
i v ORDER FORM
g B 7 *While-vou-waiy service available
For fast reliable repair service - Spectrum £18,75
of your SPECTRUM, BBC, s e o RANEEI,

DRAGON, ATARI and S e, o it i . : : :
COMMODORE computers. e.g Pri ity T T'.T..T-'.":f':f-'.'-’f*ab"!k;- i 2 13 ) - _
Send vour 16/48K Spectrum 1o Telephone (02231 311371 4 L Ie I
us and we will repair and return Now available SPEC r T T 1

. v avitlable TRUM XK . .

il for £20 + £1.60 i‘l.ﬁ'p_ MEMORY EXPANSION SYSTEM { ! _':'- iri _
Hemel Computer Centre Lid., ittt DL EI |11 |12
52 Ilii-'.hl'-""-~ Hemel Hempsiead, ; skt ol E 14 1

lerts HP1 3AF. r T t- —
lel: 0442 212436 - ~ i = — _J
HOME COMPUTER REPAIRS . . _ _
Look a1 our fantastic prices on repairs, W Please place my advert in Home Compuling Weekls for weeks.
PAY THE | [“"‘Ir“-': L ol FAULTY Please indicate number of insertions required.
L} ]
e o e REC B : £25.00 ONLY 3p per word imimimuom charge 15 words)
THE COMPUTER HOSPITAL VIC-20 L‘I‘: 1]
SICK SPECTRUM SPECIALISTS Sl i ’t:;lf;*l CLASSIFIED DEPT., HOME COMPUTING WEEKLY,
:' .-.. '..I-.II |.-.-..--:-. panent ;-'-r.l -..rr.:r-|-.-_-__l_I I.“-- .| .-.|-|.' 3 . LE”“ E {iﬂll;i:_"l'l H{]“HTL', |_I;'lr1l;Jl]I'| W | R ] J\.H
¢ Wil hagnose, CUfe and returnm ok n O - -
friemd  1DO®e  fg, £17.50 inchusive 45k r.-'T.Il:I i r_I:J:: Tel: O1-437 0699
upgrade LW M inglusive .-"_"'. Specirum : :|_{_||:I| Name

Invicta House, Station Road, il '_'-I!_.'“.:' i "I, .-L.!LI'.IT :Illlr.-: NE:LI,':IIII!:_.\.

Keyingham, Hull, HU12 952 oot MU, i R bl \ddress

! 115 2 ere.. ete. All available. Ring for Tull details

SR TI0N 3500 Se A Al @0314) 211645, ZEDEM COMPUTER

LTI, 2 KIMBOLTON ROAD, REDFORD
Tei. No. (Dav)
COMPUTER REPAIRS ‘;:’T{*":I"““fi SRk By C e — L Iy e
IN SOUTHEND gl ¢ - bl e — . B
SPECTRUM. BBC. ELECTRON. Pricés — % ]{. '...|:-.:I mlﬁdu’ﬂ:““"- .E'E! F‘ﬂ. e
CBM 64, VIC-20 VIC-20 from £14.50, CBM 64 from
TR R e AR e Vel | £!8.00, C2N from £7.00, printers, ( : ASSI FIE D R l N
12 Eastern Esplanade, Southend disk, etc. For more details write or
Tel: 0702 62033/615809 tel. G.C. Bunce & Son. 36 Burling-
Open 7 days a week ton Road, Burnham, Bucks SLI

01-437 0699

~HCW needs you || BIENWEREgaR0
feRTEr et N i v rong we're here
gﬁgdgﬂi:{;llflways interested in your ideas and tO pl.lt it I-ight-

Why not try? We welcome submissions from readers
Submissions tend to fall into one of three

categories...

TBQ. Tel: (D6286) 61696,

Programs are always supplied on cassette and are If you see an advertisement in the press, in print.
accompanied by full details of the program variables. on posters or in the cinema which you find
Please type these details double-spaced. Listings are unacceptable, write to us at the address below.
helpful, but not essential. What is vital is that the
programs should be completely error free, so please The Advertising Standards Authority.
double check. ASA Ltd. Dept 3 Brook House, Tomington Place. London WC1E 7HN

Articles on certain aspects of using home compuiters
should be no longer than 1000 words. Try to keep to

the style you see in HCW and include programming ’ H 4

examples where they will help the reader understand IT s DEIPHQSOphIStﬂHS
the subject. We will convert your sketched illustrations e
into final artwork, B it :

We also wuse short tips, articles and brief s el e s O e i o
programming routines. Any discoveries you have o et T R D et S4s Cmeoa e
made about vour machine might be of interest to other N i il gty #
readers. a1t it i ba e Hum

All contributions are acknowledged and those Gt - 4L 13 Gt o g TN
accepted for publication are paid for at competitive e 15431 e SR g i
rates. The copyright in such work will pass to Argus M v el TodVAr 4% am o o)

Specialist Publications Ltd. Keep a copy of vour work Rataver TH A0 MmO f3 1w pn

and include a telephone number and an SAE. Please Ay Mot TR0 Beledia T PRl e

label everything clearly with your name and the Tabuman 90 S e9 T mew

machine concerned. BH S0 et L9 88 S

All contributions should be sent to: ‘ , ,
Submissions Faster delivery for postal orders, cheques/PO etc.
HDT“E' [:Dnlputing “reck]_}' ]_.}.ﬂ"l'ﬂblf Eﬂ: FRI"_:I':LRLST LT".
No.l1 Golden EQUHTE London WIR JAB Post to: ]T S, 33 Foscote Road, London NW4 3SE.
Enquiries: 01-430-2284 from 11 am till 7pm.
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hin it a part
contains Within ! {0y toma
hq{hj'}%‘ HEARThrug; cHAIR.
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word
of the

Readers' jokes

‘L’l.-'h-'.ll_ did Esmerelda
Quasimodo?
Your face rings a bell

say

purq;harac a computer
Assistant: Dragon?

the way | normally dress

Eric Waters, Solihull

What do a computer and a
piranha have in common?
They both have plenty of byies

Alun Davies, Cardiff

€8]

Trendy teenager: 1 would like to

Trendy teenager: No — this 1s

e

BN YL

Readers’ hi-score table

ame

Name

Linda wins willy nilly

The Attack

Crazy Caver
Jet Se1 Wlly
Pvjamarama

Oliver Brown

Linda Mulcahv
Alan Dando

Daley Thompson's

Decathlon
Tl Invaders
Parsec

Robert Baker
Vincent Whitheld
J Murray,

A Boardman
Jon Chatten

Munchman

Camels

send in your hj-s

Lo leature thar, 100,

P —

Strawberry shares

Dividing a cake between two
argumentative children is quite
easy — let one cut the cake and
give the other first choice of
pieces!

But this party slab is more
difficult. It is to be cut into
eight pieces — each the same
size as the others — and each

0

o o o 9o o o

3 O O O O

o O o
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Attack of the Mutant

cores to HCW., |f y

Mm:h'ﬂe Score

I 154,90
Il 334,070
Specirum 25,221

L hd Q50

6 260,977
I'l 14,148

Il 2. 734 200
I'l (R AR
Chd 02 345

ou enclose 3 photo, we’]] Iry

piece must have one star, one
bar, one blob of cream and two
strawberries.

Fortunately, it can be done
by straight cuts following the
dotted lines of ““hundreds and
thousands'’. Can yvou mark out
where the cuts should be made
to produce the eight equal
shares?
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ST EVER MULTI-ROLE ARCADE ADVENTURE

Includes Hit Single on reverse “Everyone’s A Wally” performed by Mike Berry

Spectrum 48K £9.95 M I K H 0 N & _.‘N
Commodore 64 £9.95 ; : i~

Available shortly on Amstrad CPC 464 44 The Broadway, Bracknell, Berks. 0344 427317



MSX-AMSTRAD-SPECTRUM-FLECTRON-BBC

CHRYSALIS...

Super smooth full colour classic arcade action.

BBC...£E7.95 Electron...E7.95
MSX...£6.95 Spectrum...£5.95

FRANKENSTEIN 2000...

Multi-screen fantasy micro voyage through
monsters body. BBC...£7.95 MSX...£6.95
Spectrum...£5.95 Amstrad...£6.95

2

CONTRAPTION... CAVEMAN CAPERS ...
Zany Hi-res all action arcade extravaganza Addictive smooth scrolling fast action arcade fun.

BBC...£7.95 Electron...£7.95 MSX...£6.95 Spectrum...£5.95 BBC...£7.95 Electron...£7.95 MSX...£6.95 Spectrum...£5.95

Awvallable from most major stockists,
all good computer shops
or direct from us.

To order direct from us:

Send cheque or P.0. payable
to ICON or quote your

Access No.
N

Tel: (091) 2846966

s sy

SOFTWARE
65 HIGH STREET, GOSFORTH,

TYNE & WEAR, NE3 4AA.




