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STVIDEOGAi 
At least 20%off, up to 30%off all your favourite 
video games - that's the unbeatable price 
promise when you join the Video Games Club. 

No commitments, just buy what you want, 
when you want - always at the guaranteed 
lowest prices in the UK! * Plus regular special 
offers for Life Members like chess computers, 
LED and LCD hand-held games, radio watches 
- always at least 20% off! Life Membership 
costs just £25, one-year Trial Membership just 
£7.50. Join today, and start saving! 

GUARANTEE 

[ATARI APOLLO] 
PAC MAN SPACE CAVERN 
YAR'S REVENGE SHARK ATTACK 
DEFENDER £17.40+P&P 
BERZERK 

R 
SPECIAL INTRODUCTORY O F F E R S 
TO ALL NEW LIFE M E M B E R S ! 
FREE Hungarian Rings puzzle 
worth £3.99, plus FREE 
10.000.000.000 puzzle worth £3.99! 
Plus FREE ENTRY to the Video 
Games Club Competi t ion -
out of every 1,000 new Ltfe Members, 
one will win a complete Atari-compatible 
library of 71 cartridges worth 
£1.500! JOIN TODAY! 

Please enrol me for 
Life Membership & £25 
1 yr Trial Membership @ £7.50 
(delete where applicable). 
I am over 18.1 enclose £. 

Name 

Address 

-If you c*n buy cheaper we guarantee to refund (he difference! 

ATARI SYSTEMS - JUST LOOK AT THE SAVINGS YOU 
GET AS A LIFE MEMBER! 
Atari VCS - only £87.95! 
AND ON THE ATARI 400 AND 800, YOU GET FREE 
MERCHANDISE WORTH 15% OF THE VALUE OF YOUR 
PURCHASE from a selected range ol software and controls! 
Atari400 £199.99 - with free merchandise worth £29.99! 
Atari000 £499 99 - with tree merchandise worth £74.99! 
PLUS Le Stick* hand<ontrolleronly £20.99! 
COO available on 400 and 800 it preferred! 

UPGRADE NOW! WE'LL GIVE YOU £25 
WHEN YOU TRADE-IN YOUR VCS FOR 
AN ATARI 4 0 0 OR 800HOME 
COMPUTER! 

fPLL TAKE YOUR OLD GAMES, 

FREE LIFE MEMBERSHIP! 
INTRODUCE'10 N E W LIFE 

MEMBERS A N D GET YOUR £25 
LIFE MEMBERSHIP BACK IN 

V IDEO GAMES CLUB 
M E R C H A N D I S E OF YOUR 

CHOICE! 

Dept cvciVideo Games Club, 
FREEPOST. London E59BR. 

(NO STAMP REQUIRED). 

/ 

for lurlher information sond 9' x ft' slamped & addressed envelope 

U I V mf •1 rorlo (<s 

Cheque s/POs 
should be made 

payable to Video 
. Games Club. Or pay 

" .by TRANSCASH No: 
507 2751 at any Post 

Office. Only send 
cash through 

registered mail, please. 

Dept cvgi Video G a m e s Club, 
FREEPOST, London E59BFL 

(NO STAMP HtaWW 
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News & Reviews 
GAMES NEWS 18 
Take a quiet ride in the country with 
those nice Duke boys aboard the 
General Lee. and solve the mystery of 
the Tune Gate. 

VIDEO SCREENS . . . 28 
E.T. (ever is sweeping ihe country, and 
we're joining in, phis news of the awe-
some System X 

ARCADE ACTION .30 
If ever a game captured the heart of an 
editor, Pergo is U. He wanted to change 
this columns name to Antarttc Action 
alter playing the "Game of "83". but we 
persuaded htm to find room for some 
Dig-Dug tips too. 

REVIEWS 98 
There's a round up o( asteroid games 
for the Spectrum, plus Vtc chess. 

NEXT MONTH 4 

Listings 
SUBMARINE HUNTER 32 
Take your helicopter out over the icy seas and tackle the enemy 
hidden below the waves. Your task is to seek out and destroy the 
Alan subs but keep a wary eye on their protective destroyers 

NIBBLERS 38 
Yes. its those little creatures with the big appetite back again in this 
special adaptation of our Game of the Year, written this time for the 
Vic-20. 
DRAGONS TEETH 42 
In days of old when knights were bold . . . they never had to use a 
table tennis bat to fight dragons with! There's no tune for chivalry 
here — just aim for the fire breathing beasties molars and knock 
them out. Dentistry made easy on your Dragon. 

BULLION SNATCH . 

GALAXIANS 
Arcade alien action for Spectrum owners as a convoy of nasty beings 
sweeps across the universe with one aim in mind. To wipe you out. . . 

CRITICAL MASS 58 
Overcrowding could prove fatal in this board game which really goes 
with a bang. Explosive intellectual action for TRS-80 owners. 
MZ LUDO 62 
Tactics and quick thinking are what you need to beat the computer at 
its own game on the Sharp MZ-80K. 

TARGET 68 
For Texas TI 99/4a owners with a death wish . 

Just when all seems lost that 

cava l ry bag le sounds and 

the Indians take flight. 

But that may be true of 

f i lms but don't expect it in 

our Warpath game. 

Ron Potkin is serialising 

his thri l l ing wild west wax 

game in such a way as to 

improve your own program-

ming skills. 

Ron is a self-confessed 

memory miser and a Briton 

whose games earned a spe-

cial prominence in the US's 

micro computer infancy. 

At the end of the series, 

you'll not only have a game 

which John Wayne would ex-

cel in , but enough know-

ledge and a working base on 

w h i c h to bu i l d your own 

wargame scenarios. 

Turn to page 88 and take to 

the Warpath. 

Features 
7 

Psst! Want to grab a gold record? Well here's your chance. Sneak 
around a maze and bag the bullion on your Acorn Atom. 
CURSE OF THE AZTEC TOMB 46 
In the darkest recesses of an ancient tomb there is a treasure so 
mysterious that it is only mentioned in whispers. Only ZX81 owners 
will be brave enough , . . 
TUNNEL RUN 50 
Zapping through narrow tunnels in your Pet. 
CAVE FLIGHT 52 
On a mission to save your planet from an energy crisis your space 
freighter is striken with a terminal illness. Dare you program this 
game into your BBC micro! 

56 

MAILBAG 
Talking points, tips and advice 

COMPETITION 10 
Win a place among the UK's profes-
sional games designers 

SEVEN EMPIRES 16 
Our unique game competition starts 
next month but here's • chance to 
check-out the rules. 

BUGS 25 
T. Hitch tangles with the Graphic Real-
time Organic Programming Expres-
sions language. 

CHESS 27 
Max Bramer goes by the book 

PUZZLING 72 
Three hand-held space invaders are up 
for grabs if you can shoot down ours 

BRIDGE 75 
Alan Hiron holds a branch search 
meeting 

MACHINE CODE 78 
Inside the microprocessor, with Ted 
Ball 

ADVENTURE 82 
Developing a plot. Keith Campbell puts 
a few verbs in the melting pot. 

WARPATH 88 
The start of our series on war gaming 

GRAPHICS . 97 
Garry Marshall reads between the 
lines, with some rudimentary animation 
techniques 

Editor Terrv Pnv Staff Writ*! ; Editorial assistant i' .ii. i::#Kin D n q u i Linda Freemar Production editor M 

Xdnit lMBCiu manager Rita Lewis Advertising eiec-ativ* Nei! Wood John Phillip*. Louisa Matthews Advertisement assistant Louise Flockhart Publisher Tom Moloney 
Editorial and advertisement offices: Durrani House. H Herbal Hut London ECIH SB. Telephone Editorial UI-2/8 6356. Advertising 01278 M K 

COMPUTER AND VIDEO GAMES POSTAL SUBSCRIPTION SERVICE, fly unrig the special Poslal Subscription Service, copies of COMPUTER AND VIDEO GAMES c<m be ma.,'d direct Iror 
our officer each month to any address throughout the world All subscription application* should be sent tor processing to COMPUTER AND VIDEO CAMES (Subscription Department), 
Competition House. Farmdon Road, Market Harboroogh. Leicestershire All orders should include the appropriate remittance made payable to COMPUTER AND VIDEO GAMLb Annual 
subscription tares (12 issues) UK and Eire £10.00 Overseas surface mail I I ! 00 Airmail Europe 120.00 Additional service information including individual oversea* airmail tales available upon 
request Circulation Department EMAP National Publication* published and distributed by EMAP National Publications Lid. Printed by Eden Tishei (Souihend) Limited 

© Computer & Video Games Limited ISSN 0261 3697 

Cover Stuart Briers Next issue: January 16th. 
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BEFRIEND AN 

ALIEN TODAY 

IBPffllBj 

^ ' In Space Watch we 
y C l f l first invited you to 
n * befriend the aliens, 

long before anyone 
had seen a pirated 

copy of that E.T. character. 
Now our science fiction special-

ist, David Langford takes the dip-
lomacy before galactic destruction 
line a step further with Taming The 
Invaders. 

This really is a game with a mes-
sage, in fact there's lots of mes-
sages, all sent by you — the player 
— to the teeming millions of con-
fused space creatures thronging 
our atmosphere. 

There's getting to be so many of 
the little green devils out there that 

ing the atmosphere. Can you suc-
cessfully find the alien code to per-
suade them your species is intel-
ligent? . . . Is this asking too much of 
C&VG readers? No, of course not! 

Follow the second article in our 
Warpath series, which not only 
promises to tidy up and speed up 
your programming, but also gives 
you a fully-fledged Wild West war-
game at the end of the article. 

There's also some classic games 
waiting for you between the covers: 
Crazy Kong relives the thrills of a 
well-known arcade game; Escape 
from the Pyramids of Mars; Over the 
Orchard Wall; Airline Pilot; Golf; 
Pompeii and many more. 

3 

„{XT 
i f l M M H 

You will notice that 
the February issue 
of Computer & 
Video Games 
stands out a little 

they'll soon be in danger of pollut- more on the news-stands. 

This is because it is not alone on 
the shelf but closely closetted with 
a friend, The C&VC Book of Games. 

Forty-eight pages of games for all 
the popular computers, tightly 
packed into one super free supple-
ment to ensure that the Christmas 
micro is put to good use. 

Of course we won't be cutting 
down the usual high quality content 
of the magazine, we've just been 
working specially hard, looking out 
and testing extra programs for the 
Book of Games and we hope you 
think that it's been worthwhile. 

Let us name just a few: Star Trek, 
Snakes, Ghosts, Victorian Sewers, 
3D Maze, Space Attack. Golf, Word 
Find, Magic Square, Red Alert and 
others too numerous to mention. Be 
sure and get your free Book of 
Games. Newsagents have been 
warned to expect the rush from 
Saturday January 15. 

THE SEVENTH EMPIRE GOES TO WAR 
The Seventh Empire will be at 
war as from the February issue of 
Computer & Video Games and 
we want you to get involved in 
the conflict. 

A rulebook is on the way to all 
of you who have so far entered 
this unique play-by-mail game 
but the rules are also briefly out-
lined for the curious on pages 16 
and 17 of this issue. 

If you haven't yet sent in your 
entry form then please fill in the 
form below straight away and 
despatch it to us. Because of the 
strange deadlines imposed upon 
us by Christmas holidays, only 
those forms which reach us by 
December 21st will be entered 
for the first round of the game in 
our February issue. Any entries 
which arrive later will be in-
cluded in the March issue game 
of Seventh Empire. 

The Seventh Empire is a uni-
que gamecornpetition which will 
only cost you the price of a stamp 

for C&VG by Mike Singleton, the 
inventor of Britain's top compu-
ter-moderated-game, Starloard, 
it can be played by up to 10,000 
readers. 

There will be a winner each 
month and an overall winner 
over the entire run of the game. 
The winner of our first turn in 
February will win a Colour Genie 
home computer. 

Every player will control one 
of the galaxy's many tribes with 
seven space fleets to despatch 
around the star system. He will 
hire his fleets out as mercenaries 
to take part in the conflicts be-
tween rival empires, choose 
plum planets rich in resources to 
raid, commit acts of piracy on 
rival fleets or trade his way up to 
a high score by careful watching 
of the galactic fortunes and com-
modities. 

The game is moderated by a 
Commodore Pet computer at our 
end but there is no luck in the 

each month. Specially designed play, only skill, foresight and 

Please include me in the Seventh Empire Competition. 
The name of the tribe I will play in the game is: 

My name is: 
Address ... 

Telephone 

sheer animal cunning. Each 
month a new galactic map will be 
published in C&VG to show ship 
numbers at each star system and 
help you work out your tribe's 
profits. 

We will also publish battle re-
ports which may have changed 
the face of the galactic map. A 
diplomatic diagram which will 
show how the empires have 
reacted to wars and raiding 
ships, which empires are cur-
rently at peace and which have 
declared war. 

Information on where the im-
perial ships are travelling to and 
a Gateway chart which will show 
which of the 600 or so routes 
were hit by pirates. From this 
information you will be able to 
piece together your score for the 
turn. 

At our end the computer will 
come up with a top 10 high scor-
ers for that issue. Scores will vary 
from several thousand points 
amassed to minus figures for 
those who traded badly. 

Send the form below to: The 
Seventh Empire, Computer & 
Video Games, Durrant House, 8, 
Herbal Hill, London EC1R 5JB. 

Several of you sent in entries 
on letters and other pieces of 
paper last month and we de-
cided to accept them, but if you 
are a new entrant please send off 
this form on the left cut out at the 
dotted line. 
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WHAT A 
RISTIVIAS 

FROM COMPUTERS FOR ALL 
imrnmrrmm 
nun 

HI ATARIaoo 1 

BBC MICRO MmIi 
£399 00 ~ 1 - - n j 

S8?" 

MPf II 
£270.00^ 

This Christmas there's a good time for all at 
Computers for All! 
A full range of the world's best micros for you to 
give up watching Television programmes and 
start writing computer programs! 
There's still time to pick up a bargain by calling 
at our shop or phoning your credit card order 
But do it straight away! 
Everybody is after a new computer this 
Christmas . how about you? 
INSTANT CREDIT AVAILABLE FOR 
CALLERS WITH CHEQUE OR CREDIT 
CARD 

Post today, phone, or call at our shop 
Post to Computers tor All (V ) ,72 North Street. Romford 
Essex Telephone ( 0 7 0 8 ) 752862 

Please rush me the following equipment 
ORIC 48K @ £169 95 (inc VAT) 
BBC MICRO (B) @ £399 00 (inc VAT) 
DRAGON 32 @ £199 50 (inc VAT) 

@ £270 00 (inc VAT) , MPF I! 
ATARI 400 

. ATARI 800 
@ £199 95 (inc VAT) 
@ £399 95 (inc VAT) 

Please add Post and Packing to all orders @ £3 00 

NAME 

ADDRESS 

COMPUTERS 
FOR ALL 

Remittance enclosed £ 
Please bill my Access/Barcloycard/Ame* 
Cord No 

| " T H E SHOP WHERE PEOPLE MATTER J 
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1 > 

a 

a, 

w«L20 

48 JUNCTION RD, ARCHWAY LONDON N195RD Tetex 22568 
£ 

NEW 
LOW 
PRICE 

£149.00 

VIC PRINTER 
£ 2 1 2 . 0 0 
80 Character; per hoe, 
30 Characters per sec , 
Tractor Feed Dot matrix 
pf 

VIC SINGLE 
.FLOPPY DISK -Jy Free 

I A/. 1/ n . • ] ! _—. 

OUR PRO £286.00 

64K RAM 

V I _ 
e Storage Direct CASSETTE with 

i Interface to VIC Direct DECK 6 programs 
Ĉompatibility with £ 39 QQ supplied 
, printer — — — — — 

A C C E S S O R * * FOR YOUR VJCM 

Programmer, A*Kartr«Jge £2 
vlacr,necodeV.on.iorCrfn'K1ge£2».W wcr r-in nn lit RAM Cartridge 

3-D 

Macruneiw-
8X RAM Canndgr £3 

.00 

OF 1 ura^ u 
SOFTWARE 

For a copy of our 
VIC list containing 

everything 
you need for the 

' VIC computer. ' 
send us 

l your couponj 
k NOWI J 

E G 2 0 0 0 
PAL VERSION 
* 8 colours 
I6K RAM standard, 
expandable to 32K 
Extended Microsoft 
colour basic 
standard 
Typewriter 
Keyboard 
CPU: Z80A/2.2 MHz 
3 Sound Channels 

* 40 Columns x 
24 Lines 

* Serial and Parallel 110 Ports 
OUR PRICE £ 1 9 9 

***** STOP f«2S 

g w ' W C B O O ^ 1 * ^ £ 1 0 

£10 

Post to CHROMASONIC Personal Computers, 
48 Junction Road, Archway, 
LONDON NI9 5RD 
TERMS OF BUSINESS: Allpncesint 15* VAI 
Delivery charged at Cost P/tces valid for cover date of this mag 
Access and Barclaycard orders welcome 
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I am interested in a home computer 
Please send me further details 

• V»C 20 • DRAGON 32 • COLOUR GENIE 
• ADD-ONS • SOFTWARE 

NAME 

ADDRESS 



Please drop us a line at: Computer and Video Games. EMAP Durrani House. B Herbal Hill, London EC1R SJ8 

BIRTHDAY 
BOUQUET! 
Dear Editor, 
Happy first birthday from one 
of the countless satisfied 
readers — and shame on you 
for not mentioning it 
yourselves! 

Yes. it was one year ago 
that Computer and Video 
Games first hit our news 
stands. And what a year it's 
been! Twelve excellent 
games programs for the 
Atom, Fabulous articles and 
artwork, great reviews and 
your little cartoon Bugs 
provide good humour 
(despite their nasty habits). 

I hope you continue for 
many more years to come 
with your very high standards 
of publishing. And as long as 
you keep printing games for 
the Atom youll have at least 
one loyal reader. 
Keith Robertson, 
CarshaJton, 
Surrey 

PIMANIA 
PIMANIAC! 
Dear Sir. 
I am a Pimaniac! And I'm 
answering your call in the 
November issue. First, let me 
say that Pimania is absolutely 
fantastic — and with the 
golden sundial as its prize I 
have become completely 
hooked on it. 

It might be useful for other 
readers to note that the way 
to move around the world of 
the Piman is completely 
logical, if you take good 
notice of the clues given just 
after you get into the 
program. Unless you spot this 
you could be wasting days 
going up blind alleys! 

The Piman isn't really as 
horrible as he makes out, if 
you learn to treat him right. 
You'll have to leam what 
takes his fancy in different 
parts of his world, and what 
upsets him. 

To tell the truth I still 

haven't got a clue where the 
sundial is — but as long as 
Pimania continues to keep 
me rolling about with 
laughter I don't care. 

My friends who have other 
machines want to know for 
what other micros Pimarua 
will be produced and when. 

While I think that it is good 
that you will be giving 
readers hints and tips in your 
pages. I hope you don't give 
too much away — it's taken 
some of us a long time to 
work out the mysteries of 
Pimania. 

Well done Computer and 
Video Games for bringing us 
news of Pimania first!! Keep 
up the good work. 
Raurie Moms. 
Streatham, 
London. 
Editor's reply: The micros 
next in line for Pimania are 
the Dragon 32 and BBC 
Model B planned sometime 
for the New Year. 

AND HERE'S 
ANOTHER! 
Dear Pi-men. 
Does the line the Pimania 
song "I haven't got a lot of 
hair" refer to Clive Sinclair, 
and is the world of the Piman 
inside uncle Clive's head? 
Also is it the man himself in 
the background at the end of 
the song? Also is it Ian Dury 
who does the vocals? 

Does the can of worms 
refer to one of your earlier 
sets of games and can I use 
the megaphone anywhere? Is 
the Pi symbol sigruficant? 

Lastly, when the Piman 
tries to sell me a tee-shirt, is 
this part of the game or are 
you just trying to get more 
money out of me? By the way, 
I have become completely 
addicted to the search for the 
golden sundial of Pimania, 
and I'll find it if it's the last 
thing I do!! 
Jennie Barratt, 
Kowloon, 
Hong Kong. 
Editor's reply: Here are the 
answers to your questions 
from Automata. 
No. 
Who knows what's inside 
Clive's head? 
If we had asked him to the 
recording studios he would 
have turned up 18 weeks 
late! 
No comment. 
Yes. 
Yes. 
Totally! 
Of course it's for more 
money. 

SOFTWARE 
WORRIES... 
Dear Sir, 
I own a 32K Atari 400. I'm 
becoming very concerned 
about the service being 
offered by some software 
firms. Quite a number of 
Firms are offering 
programmes for the Atan 
knowing, and freely admitting 
that they have no stocks at all 
of the material and in some 
cases they do not even have 
a delivery date for when 
stocks will be available. 

In some cases the problem 
is that the firm, in all 
innocence has misjudged 
demand or has been let 
down by a supplier. 
However, in some cases 
failure to supply appears so 
common that the suspicion 
must arise that virtually no 
stocks are held and the firm 
waits for a customer's order 

before contacting the 
wholesaler. 

Having parted with your 
money, getting hardware 
repaired or defective 
software replaced is not easy. 
At the time of writing my 
Atari has been away a month 
having a "minor" fault 
repaired. 
M. P. Nicholson, 
Bridgwater, 
Somerset. 

QUESTIONS 
ANSWERED 
Dear Sir, 
I have a few questions to ask 
about the ZX81. The first 
question is whether or not 
you can invert the screen so 
it prints black on white and if 
so how do you do it? Also 
there is the question of where 
you can get a cheap tu-res 
graphics from? 

I have thought of a great 
idea! Why don't you have a 
place in your magazine 
where people can send in 
small programs they have 
written for small amounts of 
money? 

Finally. I am thinking of 
buying a ZX Spectrum and 
selling my ZX81. What would 
be the highest amount of 
money I could get for it? 
/. Morton, 
Bishop Auckland 
Co. Durham 
Editor's reply: To invert the 
screen, try the graphics 
toolkit from JRS Software or 
even the 4K graphics ROM 
from DK Tronics. This will 
also provide hi-res 
graphics. Kayne also do a 
cheap hi-res graphics 
board. 

Many of our contributors 
tell us we already pay 
"small amounts of money" 
but if anyone would like to 
send in small routines for 
getting around certain 
problems we will look at 
the possibility of starting up 
such a page. Finally. 1 think 
you could expect around 
£25 for you XZ81 Mr 
Morton. 
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1 
For the SPECTRUM 
By Ian Stewart & Robin Jones 
Easy Programming for the Z X S p e c t r u m 
Computer Puzzles: For S p e c t r u m & Z X 8 1 
Machine Code and Better Basic 
Cassette Spectrum Special 1 
By Martin Wren Hilton 
Games to Play o n your Z X Spect rum 

Noimal 
Publnhed 

Pf.c* 

£5.95 
€2.50 
£7,50 
£4.95 

£1.95 

L 

j / 

\ \ 
# J 

For the ZX 8/ 
By Ian Stewart & Robin Jones 
P E E K , P O K E , B Y T E & R A M : 
Basic Programming for the Z X 8 1 
Computer Puzzles: For Spect rum & Z X 8 1 
Machine Code and Better Basic 
By Martin Wren Hilton 
The Z X 8 1 A d d o n Book 

£4.95 
£2.50 
£7 50 

£5.50 

Hampers wil l be dispatched from 
I st December onwards. 

I I I 

Please send me a S P E C T R U M hamper, at £15 .75 

Please send me a Z X 8 1 hamper, at £14 ,75 

t wish to make up my own hamper with the 
following, at £10 .50 

Order the complete hamper and 
save yourself a packet' 

Or make up your own wi lh any 3 items 
for £ 1 0 . 5 0 (incl. p. & p.l 

Offer open until 31st January 1983 

Al l books and cassettes are also available individually 
at the normal published prices. 

ORDER FORM 

Tick here 
• 

• • 
N A M E 

A D D R E S S 

I enclose a cheque tor £ 

Please debit my Access/Barclaycard/Ameriean Express 

I wsh to order 1 or 2 items only, at the normal 
published price: • Account number 

Signature 

Shiva Publishing Limited 
4 Church Lane, Nantwich, Cheshire CW5 5RQ 

Telephone: (0270) 628272 
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THANKS FROM 
A 
Dear Sir, 
A big thank-you Computer 
and Video Games for a 
program for my TI 99/4a. I 
am now buying your 
magazine not just skimming 
through it at a bookstall! I am 
certain many TJ. owners, 
there are a lot of us out here, 
will be doing likewise. 

Will you be inviting 
programs suitable for the TI 
99/4 or 99/4a? Stay on the 
Texas bandwagon. 
Bernard Bailey, 
Althorne, 
Essex 
Editor's reply: We are 
always interested in new 
and original programs 
Bernard. How about sending 
us some of your ideas. 

MAGAZINE 
MOANS. . . 
Dear Sir. 
I read with interest your 
article on the TI 99/4a home 
computer, but the reference 
to the 99'er magazine at the 
conclusion of the article was 
of particular interest — and 
inaccurate. 1 would like to 
take this opportunity to 
inform you and your readers 
that MPI of Cambridge Road, 
Barking are no longer 
supplying 99'er magazines 
and would urge them not to 
part with any money. 

MPI said that they were 
returning my subscription. 
That was in August and I'm 
still waiting!! 

I would like to add that 
since February I received 
only two 99'er magazines 
from MPI which in my book 
is absolutely terrible service. 
M. K. Needham, 
Penarth, 
South Glamorgan. 

SPECTRUM 
SHOWDOWN 
Dear Sir, 
I feel it is up to BBC and 
Atari owners to voice their 
feelings about some of the 
facts contained in the Sinclair 
Spectrum brochure inserted 
in many computer magazines. 

For any person about to 
buy a computer, I can assure 
you that the extra money 

spend in the purchasing an 
Atari 400 or a BBC micro is 
money well spent. Below, are 
some facts that are incorrect 
or omitted from the Spectrum 
brochure. 

I own an Atari 400, and I 
have used a BBC, and they 
are amazing machines. Their 
graphics resolution is far 
superior to the Spectrums, 
and the comparison of the 
BBC and Atari's four sound 
channel to the Spectrum's 
channel (all one of them), is 
absolutely ridiculous. 

The brochure claims that 
the Atari computer can only 
present five colours on the 
screen at once. This is not 
true. Three of Atari's fourteen 
graphics mode support 16 
colours or luminances on a 
1S360 point array, without the 
intervention of the Atari's 
second micro, ANTIC. 

Using ANTIC, it is possible 
to have all 128 colour 

have to be purchased to 
bring the basic machine up to 
the standard of most 
computers. 

I'm sure that the cost of 
adding colour graphics, 
sound channels, A to D, 
Hi res graphics and a neat 
case to house the 
arrangement, to any of 
Sinclair's computers would 
easily outprice the £199 that 
the Atari 400 costs, not to 
mention the amount of 
processor time available from 
a single micro that has to 
look after all of this. 
M D. Caballero, 
Ramsgate 
Kent. 

MICROVADER 
MUDDLE.. . 
Dear Sir, 
I am still struggling with your 
July issue's Microvaders 

luminance combinations on a 
61440 array. ANTIC also 
offers fine scrolling windows, 
player missile graphics, 
display list interrupts etc. 

Any combination of the 
fourteen graphics modes can 
be mixed on the screen, and 
all this leaves the 6502 almost 
totally free to execute the 
user's program. 

Sinclair's brochure also 
omits the fact that the Atan 
has eight easily accessible A 
to D ports, four joystick ports 
(which can be used as 
outputs as well) and a 
cartridge slot for ROM based 
software. 

This removes the necessity 
of the Sinclair computers 
expensive Christmas-tree 
arrangement of add on that 

program for the ZX81.1 have 
noted the corrections which 
you published in your August 
issue but I am still not getting 
it working. In particular line 
18 is quite hard to read and I 
think my error may be in 
that. 
W. Davison, 
Scotland. 
Editor's reply: Some people 
do seem to have had 
difficulty with Microvade re, 
despite the other way we 
suggested they approach 
the program in our August 
issue's Confessions of a 
Bug. Line 18 may be the 
cause of the problem. 
The third line of line 18 
reads: '0028BA00'. This is 
correct but people are 
mistaking the B' with an '8'. 

PRINTING 
PRODLEMS 
Dear Sir, 
I have a TRS-80 16K level 2 
and have made quite a few 
good programs which I want 
to send in to your magazine. 
However, I have no printer 
and since most of them want 
the program printed out 1 
have a problem. 

So is there anyone out 
there who could print out the 
program for me? 
Ian Bailey, 
Streatham. 
London. 

SINCLAIR 
SOLUTIONS 
Dear Sir, 
I have recently purchased a 
Sinclair ZX81 and only just 
getting involved in the fun of 
operating it. It is a 
tremendous piece of 
equipment especially for its 
price. We are very limited 
here in the options available. 

Even the range of cassette 
programs is very limited. If I 
had the finance available I 
would certainly like to set up 
a completely Sinclair based 
computer shop here in 
Christchurch. 

However, back to reality. I 
read in your July issue 
Mailbag the problem thai D. 
McRiner was having with 
'Edit' on the ZX81. It seemed 
related to time the computer 
had been on but could it be 
the problem experienced 
with the ZX when you are 
running close to its memory 
limit? 

If this is the case then I 
would suggest the following: 
1. Place cursor at the line 
requiring edit. 
2. Depress 'CLS' then 
•NEWUNE'. 
3. Depress 'SHIFT EDIT 
together. 

This will clear the screen 
and put the line that requires 
edit at the bottom. 

Your magazine is excellent 
and very useful over here 
with the lack of software 
games etc. 1 am currently 
waiting the arrival of my 16K 
RAM and then I will be able 
to really get into some clever 
material! 
John Mitchell, 
Christchurch, 

I New Zealand. 
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COMPETITION COMPETITION COMPETi 
COULD YOU BE 
A WINNER? 
To turn your games program into a 
household name you need to be 
four kinds of expert. 

Youll need to be an expert pro-
grammer and inventive designer in 
the first place. 

Then there's the question of the 
manufacturing expertise necessary 
to ensure the quality of the tapes 
will give the best possible load for 
your prospective purchasers. 

Marketing expertise will help put 
the best package around the tape 
and make sure that the program 
gets maximum exposure in the right 
media. Advertisements must be de-
signed for real impact and a know-
ledge of which specialist press to 
place them in, would be handy. 

And how about distributing the 
cassettes once the purchaser's 
appetite has been whetted. Getting 
them into the computer dealer 
shops, setting up a mail-order sys-
tem. 

Never realised how much work 
these software houses have to put in 
eh? 

Well that's the promise we are 
tethering to our new Games Pro-
gram of the Year Competition. 

Starting in our December issue 
we are carefully sifting through 
your games listings, looking out for 
that program we consider to be 
something special. And come next 
November we will take the writer of 
the best games program we receive 
and hawk both him and his program 
around. 

We will take him to a top software 
house and get their advice on 
tidying ̂ he program up, securing it 
against software pirates, giving it 
that final professional polish. 

We'll have a top audio company 
brought in, to bring out the copies of 
your tape in prime condition ready 
for loading. 

The next stage in the program 
hype will be to have a marketing 
company design an advert and 
advise on cassette packaging. Our 
top reviewers will help compose 
the instructions on the inside leaf of 
the packaging. 

And then we'll throw the entire 
weight of Computer and Video 
Games behind the program and an 
advertising campaign in other com-

puter magazines aimed at giving it 
maximum exposure over the whole 
marketplace. 

We'll have the cassette distri-
buted, set up a mail order system to 
deal with its sale. And at the end of 
the month, having fully emersed our 
winner in the tricks of the trade and 
given his cassette the sort of treat-
ment even top software houses 
would struggle to equal C&VGs top 
programmer will be able to sit back 
over Christmas and wait for the 
money to come rolling in. 

So start work on your next con-
tribution to our games listing pages 
as soon as possible... after-all last 
year's winner, Nibblers, was pub-
lished in the very first issue! 

MEET ARKRAIDER 
THE DUSTMAN 

Our readers' special game ol compu-
ter moderated space thrills, Starweb, 
is still producing thrilling reports of 
galactic intrigue. 

This month we publish one we 
received from one ol the universe's 
more distinguished beings. Arkraider 
the artefact collector. Hi£ tale of 
space pirate harassment of Ihe galac-
tic Innocents is narrated by Jenny 
Parsons. 

It's a hard life for a bumbling old 
fossil like me, you know, trundling 
around the universe collecting up 
unattended artefacts. Well, if others 
are careless enough to leave them 
lying about... 

By the way, I'm Arkraider, 
archaeologist extraordinaire — a 
sort of galactic dustman. My sole 
aim is to load rare treasures on to 
my somewhat battle-scarred and 

dilapidated fleets and creep off to 
some planet where I can gloat over 
my acquisitions. 

Trouble is, there are constant in-
terruptions. Pirates! Dastardly 
bands of do-badders, always 
plundering, more evil than Long 
John Silver and Captain Hook com-
bined. 

The universe is plagued by an 
overdose of bad guys. Berserkers, 
intent on blowing my world to 
smithereens and sending vast 
hordes of rampaging robots to 
terrify my peace-loving people. 
Empire Builders, fiendish, power-
hungry magnates on perpetual ego-
trips. They remind me of the Amer-
ican Presidents on Earth, years 
ago . . 

But, I digress. There are some 
half-way decent chaps about. Mer-
chants, for example. Hyperspace 
hypermarketeers, these are rela-
tively harmless. 

Mind you, like all salesmen, once 
they get their foot in the door .. 
The Apostles are pretty bearable 
too, although, when I arnve home 
after a gruelling voyage, to find my 
people in the grip of religious 
mania, it becomes very wearing. 

I've had some experiences in my 
time. Once I found a wonderful 
prize, the fabled and mystical Black 
Box! Imbued with legendary 
powers, was I in luck? No, I wasn't. 
It disappeared, before my incredu-
lous eyes. Vanished into the great 
void. On more than one occasion 
I've been ambushed en route to 
some fabulous jewel and left for 
dead. 

What's that you said? The Ancient 
Pyramid has been sighted on the 
other side of the galaxy? I'm off! 

r OMPETITION COMPETITION COMPETi 



1 ION 4 :OMPETITION COMPETITION CC 
TIM THE INVENTOR'S FOUR-WHEELED WINNER 
Buggy is a design for a machine 
code arcade-type game requiring 
skill and quick thinking. 

It is the invention of Tim Selkirk 
of Bunny in Nottingham and was 
judged to be the pick of the bunch 
of program ideas sent in by you for 
our September Design a Sinclair 
Program Competition. 

Tim has won for himself a set of 
five ZX81 Psion cassette games and 
a Sinclair printer. 

He has also earned the chance of 
a trip down to London to look 
around Psion's software house and 
see their game design team in ac-
tion and talk about Buggy with them. 

Charles Davis of Psion, who was 
part of the judges panel who check-
ed over the entries for the competi-
tion explained the strengths demon-
strated by Buggy. 

"We felt Buggy deserved to win 
because Tim had considered the 
practicalities of putting his game 
onto a computer, in some detail. 

"He clearly appreciated what 
could and could not be done and 
went further and suggested details 
of the application. He has de-
veloped the makings of an amusing 
and exciting game. The presenta-
tion is excellent and Buggy certainly 
has a realistic potential." 

The Buggy in the title, moves over 
a scrolling landscape which in-
cludes a series of water jumps. The 
track is produced randomly at the 
right-hand side of the screen and by 
changing gear and speed the car 
manoeuvres over the terrain, pick-
ing up speed for the water jumps. 

Although the idea sounds similar 
to one of the current arcade games, 

its way of coping with the jump 
problems is quite original and Tim 
has gone into some depth working 
out the best way to approach the 
problems involved in the game. 

Buggy sounds a fascinating game, 
and if anyone out there would like 
to try and use Tim's many diagrams, 
flow-chart and extensive thoughts 
on the game, to turn it into a work-
ing program, please send a 
stamped addressed envelope into 
us and we will dispatch a copy of 
Buggy rules to you. 

Four runners-up in the competi-
tion will also receive the five Psion 
ZX81 cassettes as a prize. 

The runners-up are: Maggot Man-
ia by Paul Dobson; Hang Glider by 
Bernard Isherwood; Tightrope Wal-
ker by D.M. Harris; and Strategic 
Command by Ben Bryant. 

PUZZLING SOLUTIONS 
We thought we'd catch a few of you 
out with our sneaky Mastermind 
Competition in November but you 
were up to the challenge. 

The vast majority of entrants spot-
ted that Puzzle C had been altered 
to make it possible. 

First three out of the hat with all 
four answers correct were: George 
Stout, The Walk, Potters Bar, Herts; 
Ivor Davies, Bryn Road, Brynaman, 
Dyfed, and Robert Funai, Craig 
Court, Girvan, Ayrshire. 

Congratulations and Invicta Elec-
tronic Masterminds are on the way. 

If you can shoot down the invad-

ers in Space Attack on this month's 
Puzzling pages, you could win a 
Computer Games' hand-he Id space 
invader game. We want your en-
tries in by January 14th at the latest 
and the first three with the lowest 
possible solutions will receive the 
prizes. Full details on page 72, 

Right, for those of you who com-
plained that they read the Novem-
ber issue's Puzzling answers before 
they got a chance to try the puz-
zle... read no further! At least until 

you have glanced at our Gaudy 
Monster and Omnidose brain-teas-
ers. 

If you're still with us I assume you 
have already looked at pages 72 
and 73. Here is a sample solution for 
Gaudy Monster which scores 516 
points, let us know if you have a 
better score. 

And left are the dominoes, suc-
cessfully pieced together from Mr 
Wheel's diagram. 
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N e w Spectrum Centres now a t 

HORNCHURCH 
ROCHFORD 

GT. YARMOUTH 
NEW MAIDEN 
LONDON W1 

and just opening or 
opening soon in 

DUMFRIES 
IPSWICH YORK 

LONDON SE15 
KILMARNOCK 

We won't 
be beaten on 

price! 
SPECTRUM ti * ttpidl* etpjndmg gioup ol 
independent ittailtis who sptctilitt in (tiling 
hi me computed. 0m group point is simple Wf 
WON'T 81 BLATIh ON PRICE! am BULK 
BUYING entities this. We stltct ind buy the but 
and piss th» livings on to VOU. the customer. 
Wt GUARANTEE that il you lind in tlttn currently 
advtriiied and in stock at anothei dratc and at a 
brttri pr.ee lhan owl WE WILL HATCH THAT 
PRICE ON THE SPOT 

After Soles care 
SPECTRUM ifivice centres will intuit that 
Ihouid trout rtitchint 'go down wt will gtt il 
rsnmeg again n quickly i t possible Wt also 
gflti tittndtd warranties it rtisonablt prices 
too' ask voih SPECTRUM HOME COMPUTER 
CENTRE lor lull dttnli. 

COMPUTER DEALERSI 
(or prospective Computer Dealeral) 
II you would like to know more about 
becoming a SPECTRUM APPOINTED 
DEALER on an exclusive area basis, 
please contact MIKE STERN or 
ALAN WARREN on <07073) 34761. 
Sptctrum (U K.) Ltd . 
Batrowfield, 
Wtlwyn Garden City. Hem. 

Commodore VIC 20 
Now a top quality home/business micro for the 

price of a games machine. 
111 "• »tj 

1 - t» * ii JI i e f i I *' l' F" cs V 
1 ttll tl 1 • r i 1 • • T le • it 
p 9 M 0 [H Itl i p 'j !• H (J i! la !«••• • 
e IT 1 1C v • a i« " | • i; »MII t*. >;.. 1 

mm* • 

Sensational NEW LOW price 

90 

The VIC-20 represents superb value-tor-money 
trom SPECTRUM. A truly expandable computet 
system which can be as simple or as complex as 
your needs require Ideal as a h o m e micro with a 
large number ot educational and games cartridge* 
avai lable Equally, with addit ional memory 
expansion, a disc drive and printer. It becomes 
suitable as a small business system, powerful 
enough lor stock control, book-keeping and 
payroll generation. 
• Memory expandable to 32K • High resolution 
(lull PET type) graphics • 16 Scrfti-f colours and 
B border colours • Plugs in to your T V or monitor 
• Add Disk Drive & Printer lor impressive 170K 
Byte system • Can act as an intelligent terminal 
tor a larger computer. 

£139 INCLUDING 
VAT 

(£121.65 Exluding VAT) 

VIC C2N cassette uml 
VIC Pnnttf 
VIC Single floppy disk 
duve | S n 
3K RAM 
8K RAM 
1GK RAM t ip cutndgc 
Super etp Hi Ret 
culiidgt 
Joystick 
Glints piddles 

tic VAT lac VAT 
(34 00 f39 IQ 

118500 (212.75 

(260 83 C299 9b 
£2*100 [27 60 
f 34 00 f 39 10 
(59 00 f 67 as 

f?7 SO f i t 63 
is 52 r? so 

MU4 (13 so 

New! 

Ptogtammeis Aid cart 
Michtnt Code 
Banc (1) 

Etc VAT Inc VAT 
C2 7.50 £31.63 
(27,50 (31.63 
(13 00 (14 95 

BOOKS 
team Computet Programming with 
the Commodore VIC 
VIC Revtaled 
VIC 20 Ptog. Rtftrtnct 
Guide 
VIC Computing Magannt 

(1.9$ 
[10 00 

[14 95 
(0.95 

No VAT 
No VA1 

No VAT 
No VAT 

STOP PRESS 

SUPER X2 
64K DYNAMIC 

RAM PACK tor VIC-20 
EXCLUSIVE TO SPECTRUM! 

Unbehevable-but-true. now you can up grade your 
VIC-20 from 3 SK to a massive 67} RAW Enables 
you to load up to t garnet or programs at a time A 
still select which one you with to use Can be used 
in conjunction with other expansion! to increase 
total memory up to 15?K-uting Ihe ViC memory e i -
pension board The SUPER X-2 will mate your VIC-
20 the biggest little micro in town! 

Spectrum LOW price 

£114 .94 
Inc.VAT 

l£99 .93 excluding VAT) 

K i m m i i i H 
Just Arriving 

Limi ted stocks are just arr iv ing of this super 
n e w micro. Just look what it offers! 

• 64K Ram • Z80 processor option 
• Dedicated video chip • Sprite gra-
phics • Music synthesizer • Prestel 
link • High resolution graphics (320 x 
200) H 16 colours and lots more.. 

Spectrum LOW price 

b O W ' N c 
^ VAT 
(299.99 excluding VAT) 

The ideal family computer! 

D R A G O N 3 2 
HURRY! 
LIMITED 
STOCKS 

ONLY 

UnfeoltovaWa *alwv «1 0 * i f C U J 00 * SPECTRUM t a it * 1 M i f r d i 4 ono 
or mo»l Impreiiift mkiti to apf>«a< • - t » . i|Pt.« { I i r v * It n 
hiQMy td«arx»d co'ow jy»t >oo* at tn.i top *poc't,e»r PL-*V*K< tiaitfa'd 

RAM r -0 tr4K BfHtl fl » L } rm\ 0<«pi«y • t • -»0 
MicroMfl colour BASK, tat ilfidardi | * - tor*m% 
• i »iyi» •fl.i.'1 g * g autc r.^o'•-n«rt • *>'*•»»% * qu» t* 
keyboard • C«nfro*u<* i»d tr«ti«c# Q to* p,f>g» * '~ " aM' • 
8AS>C on Wu» m*chtn« i« »tr*in»# to RM tou"d OA COtt'iQ 3 hm»t tfto pr<«' 
• U»*& atmott any ca»»«tt# '•co'da* • tu« ON T*Pf 

.00 Spectrum LOW Price £173 
[108 « 

Plus! A widt rang* el games, tducational 6 personal linanct cart* available 

Puce int 
VAT 

Nol alt stores carry every advertcted item, o i tm phone belole making a ifjuirmv — Piii;o* correct ai liini) ol goinq to pre^ E. A O.i 



Sensational 

r** / - * - r**- r^ r*- / * - r~ r-

TRADE-IN ALLOWANCE | 
on your old computer 

%

when you purchase an 
^ ATARI 800 M 

from Spectrum ^ 

? 
HURRY! 

This offer is for 
a limited period 

only. 
(Offer Ends D«C. 24th 1982) 

Here s a tremendous opportunity to trade in your old Micro 
Computer at SPECTRUM and take a full £40 oil the price of the 
superb ATARI 800. Yes. tor a strictly limiled period. SPECTRUM 
will allow £40 for any micro, your ZX-81 (or even your IBM' ) etc., 
whatever the age whatever the condition, when traded in 
against a new ATARI 800. The ATARI 800 features a typewriter 
keyboard for fast and easy data entry It has a 16K memory that 
can be easily expanded to 48K with convenient, slip-in ATARI 
Memory Modules So you have more power available to run 
more sophisticated programmes The ATARI 600 is expandable 
which means you can build the computer system you want 
today, knowing that it will grow to meet your needs tomorrow 
You can add printers, programme recorders, disk drives and 
more Call into your nearest SPECTRUM centre and ask to see 
the ATARI 600 today 

Sensational N E W L O W Price 

£399 .99 
INC . 

V .A .T . 
(C347.82 excluding VAT) 

Other ATARI equipment 

ATARI 400 
16K R A M 

£198.95 
INCLUDING V.A.T. 

(£173 excluding V.A.T.) 

ATARI 
T H E R M A L PRINTER 

£198.95 
INCLUDING V.A.T. 

(£173 excluding V.A.T.) 

ATARI 
DISK DRIVE 
£299.00 
INCLUDING V.A.T. 

(£260 excluding V A T.) 

Additional 
Iqutpmtnl 
Progtam Recorder 
Onk Drue 
T Hernial Prinlei 
Interlace Moduli 
Accessory* 
16K Ram Pack 

INC 
VAT 

f49 4'j 

EX 
VAI 
[43 00 

[791 DO 1260 00 
HM 94 11 '3 00 
f 135 00 CI 17 39 

Paddles (Pan) 
Joysticks iPan) 
Printer Cat la 
RS237C Cab'* 
Monitor Cable 
Thermal Papal 
Dos 2 Matter 
DnkeHti 

f13.19 
f 13 99 
f 71 SO 
m 00 
125 00 
[4 00 

(12.IT 
(17.17 
r?4 78 
(71.74 
(21 74 
(3 49 

Hooks and Manuals 

r6S 00 ( 5 6 57 

FULL RANGE OF SOFTWARE AVAILABLE 

Wile* Manual fb 99 {5.21 
Banc Releretice 
Manual (5 99 (5 71 
Dai 7 Manual (5 99 (5 71 
Operating System 
luting ( I I 99 (10 43 

Dot Utilities Luting 13 99 (3 47 (21 99 (1912 
SE£ OUR 'SOFTWARE BEST SELLERS' 

New! LYNX 48 
Just look at this super new LYNX Micro - an incredible 46K ol memory as 
standard and that's expandable to 96K, 128K, or even 196K! For just 
£225.00 INCLUDING VAT the LYNX is exceptional value and exceptionally 
versatile. All LYNX's 'add-on' connections are standard types. The 
massive memory and high definition colour graphics make it a top-value 
choice for the home or office (with 128K of RAM. the LYNX can become an 
80 characters-per-line word processor!) Take a look at the LYNX - a 
memorable bargain from SPECTRUM, but please phone to check stock 
position before making a journey as this new machine is bound to be in 
great demand. 

tlilllliMMHIUHm 
-J 

Spectrum LOW Price £225 Including 
VAT 

<£195.65 excluding VAT) 

MORE S P E C T R U M LOW PRICES OCT" 
Spectrum Computet Central have no connection whatsoever With the /X • Spectrum Computer nunuljcluinl tiy Sine u>r Hm. jicr. Liu 



SOFTWARE 
The Best Sellers from Spectrum 

For ATARI 
C * m > 4 | « t l*c VAT 
N«*l SUBMARINE COMMANDER [34.34 
New' JUMBO JIT PILOT f34 44 

•STAR RAIDERS (29 99 
MISSILE COMMAND [79 99 
CiHTlPEOE " 9 9 9 
PAC VAN [29 99 
C a t M t t t i 
EASTERN FRONT 1941 (22 SO 
INVITATION le PROGRAMMING (Part t| [19 93 
INVITATION to PROGRAMMING (Pan 2| [22 99 
INVITATION to PROGRAMMING fPatt 31 [22 99 
SNOOKER & BILLIARDS [19 49 
DARTS f 19 49 

for VIC-20 
Cartridges 
STAR BATTLE (19.95 
JUL* MONSTERS (19 95 
ADVENTURE LAND (24.»5 
PIRATE COVE 114 9S 
SARGON II CHESS (24.95 
MOLE ATTACK (19 95 
C a t t a t t n 
INVITATION to BASIC |Par1 1) H 4 95 
INVITATION ie BASIC (Pari f t4 95 
SUPER WORM (4 49 
SPACE STORM f« 49 
FROGGER " H M 
BBC MASTERMIND 19 99 
OUI2 MASTER (9 9) 
NIGHT ftlGHT C4 49 
MYRIAD ( M l 

For DRAGON 
Cartridge* 
COSMIC INVADERS f U 95 
GHOST ATTACK (24,95 
CAVE HUNTER (19 95 
STAR SHIP CHAMELION ; (19 95 

Plus many many more at your 

C m i l l i i 
QUEST 
MADNESS and the MINOTAUR 
SELECTION ol GAMES 
ORAGON MOUNTAIN 
FLAG 
SELECTION ol UTILITIES 

For SHARP M Z B O A 
Cassette! 
PAK MAN 
FROGGER 
FENOER 
TOMBS ol KARMAK 
SOLIUM 
ASTEROIDS 
Ml OTHELLO 
BOMBER 
SPACE INVAOtRS 
CHESS 

For TEXAS 
Cartridges 
Tl INVADERS 
BLASTO 
MUNCHMAN 
CHESS 
ATTACK 
2ERO ZAP 
SOCCER . . . 
Cassettes 
OLDIES but GOODIES <1| 
OLDIES but GOODIES (2) 

For SINCLAIR 
FLIGHT SIMULATION 
SPACE RAIDERS & BOMBER 
Plus a large selection ol games Irom 

Inc VAT 

(7 95 
[7.95 
[7 95 
(7 95 
(7 95 
(7 95 

(9 20 
(9 20 
( 6 33 
(9 20 
(9.20 
(9 20 

ri2 0> 
(6 33 
(6 33 

[ 16 61 

(18 95 
[22 95 
(26 95 
[35 95 
(22 95 
[22 95 
(22 95 

[9 50 
(9 50 

C5.95 
[4 75 
[3 95 

local SPECTRUM dealer NOW 

SINCLAIR ZX-81 
Now available from SPEC-
TRUM centres the top sell-

ing SINCLAIR ZX81 « VAT 
SINCLAIR ZX . .£49.95 

16K RAM Dock .£29.95 
ZX Prinler . .£59.95 

Cassettes available from £3.95 please 
ask your local SPECTRUM dealer (or 
details. 

Stop Press 
Coming soon in '83 

ORIC 48K 
and 

JUPITER ACE 
Check wi th your loca l 

S P E C T R U M lor further de ta i ls 

NASCOM 
SPECIAL EDITION 

For the computer tfllhuimt - it you're looking tor i 
machine to take you war beyond the sphere ol a normal 
micio then you need loot no Iwlher than the NASCOM 
SPECIAL EDITION 

Spectrum LOW price £494-
(C429.9S ex VAT) mc HAT 

48K RAM Plug in b o a r d . . £149 5 0 
ME VAT 

SEIKOSHA 
GP-IOOA Graphic Printer 

Now a lop quality 
graphic prmtei at * 
price you can ajlord. The 
SilKOSHA GP-IOOA Terrific value 
at under ( 2 0 0 Item SPECTRUM Standard 
Centronics compatible interlace tor easy link up with most micros • Full 
graphic! capability • Printing speed 30 chars, set. •Double width 
character output under soltwaie control • Graphic), chaiacter and double 
width charactet can be inteimned on same line • Papei width adjustable 
up to 19" - tractor leed • Print poutton addressable by character or dot 

Spectrum L O W price £ 1 8 9 °,? Plica mc 
VAT (217 35 

Also EX. 
Available VAT 
GP-1QGVC 'tar 
VIC-20) (199.00 
GP2S0X SOcpi (230 00 
Optional iKteilaces tor 
GP-IOOA, GPIOOVC 
RSI32 (70 00 
M280 A (60.00 

INC 
VAT 

(228 85 
( 2 M 50 

(80 50 
(69 00 

APPLE SERIAL 
APPLE 
GRAPHIC 
VIDEO GENIE 
Cablet lot BBC 
MICRO. ACORN 
DRAGON 

EX. 
VAT 
(45 00 

(55 00 
(16 00 

INC. 
VAT 

(51 75 

(63 75 
(41 40 

(1109 (2115 

EPSON PRINTERS 
Choian by SPECTRUM lor thtir reliability, the superb new tap quality 
graphic printers from EPSON '.(.v features include tupei a subscript 
underlining & deletion II you're looking Im an up-market punlei al a 
down to earth price, call in and tee the EPSON range it SPECTRUM 

Model 
MX80 T3 
MXSO F T Type Ml 
MX100 Type III 
Please lee your SPECTRUM dealer lot 

prices ol INTERFACE CABLE options 

( X 
VAT 

(379 00 
(369 DO 
(469 00 

INC 
VAT 

(371 35 
(424.35 
(539 35 

BOOKS 
We (lock en aiteneme range el baekt to help yen 
Here are iu*t lew la whet yaur eppeuta 
CP/M Handbook 
DON r 
Prograiaining the 280 
Programming the (502 
Your first Computer 
BASIC Handbook f ind edition) 
A-2 Ot Computet Genet 
Atan Banc 
Banc "BASIC 
BASIC Computet Gamei 
BASIC Computer Program lor Bunnell (VOL I) 

( I I 50 
( 9 45 

( I I 95 
( 1 0 75 

(7 75 
(14 15 

( 5 60 
( 5 95 
( 9 95 
( * 95 
( I 55 

ACCESSORIES 
SANTO * Etc VAT lac VAT 
Sin* 3G Cassette Recoidei llor uie 
with Nascom end Cragonl (76 04 ( 2 1 95 
CT1JI06H-Colour TV Set (199 96 (229.95 
ACCUTRAX 
CI 2 Cesiettes (0.43 ( 0 50 
Smgle nOeO Ooub'e density tfisksitor 
Commodore. Atari, Apple. Tandy etc. (1 70 (1 95 
Double tided, double densely disks 
(lot Sharp end Superbraml (217 ( 3 30 
Single i did double density double Hack 
disks {lor Naitom and Commodore 8050) (2 30 (2 65 
Disk Bank Interlocking cases tor diskettes (3 91 (4 50 
Diik head cleaner [13.00 114 95 
Single part 11" • prmtei paper 
boi ol 2700 sheets 110.39 (1195 

PRINCE 1 2 " Green 
Monitor 
ONLY 

£ 9 8 ° ° 
Inc V A T a (CM.OO ei. VAT) 

( a VAt Int VAT 
Prince 12 Mon.toi ( I t 00 (98 00 
Santo 12*SM 12H 114 00 (96 40 
Sanyo 14* SCM I4H 

Colour (350 80 (402 54 

Not all Hons carry e»«r» advorhsed item, pi*<Mr pfiuna brloia making a journey — Prices correct ai time ol doing to p i m E & O E 



There's a Spectrum 
Centre near you... 

Sensational SCOOP Offer! 
LESS THAN WHOLESALE PRICE! 

S H A R P P C - 1 2 1 1 
Pocket Computer 
complete with 

Cassette/Printer interface » • 1 » Ejca C E u u o i a i a B n n ® 0 

Q c a c D Q c u o j u a m Q K i D D n o 
XI[IICiJCDQCdU[DLJ[Il||g(]g(] 
CD CD CD CD EU UJ E B l j--D „ c D n 

! 
Ejca C E u u o i a i a B n n ® 0 

Q c a c D Q c u o j u a m Q K i D D n o 
XI[IICiJCDQCdU[DLJ[Il||g(]g(] 
CD CD CD CD EU UJ E B l j--D „ c D n 

IAIIAI 
H e r e s a tremendous S C O O P OFFER f rom 
S P E C T R U M (he SHARP PC-1211 Pocket 
Computer , a ready-to-usa set up c o m p l e t e 
with printer & .) cassette interface And A L L 
for an a m a i i n g CSS 90 ex . V A T . T H A T ' S 
LESS THAN WHOLESALE P R I C E ' E m p l o y -
ing BASIC language C o m p l e x in terest r a t e s , 
budget, statistics, e n g i n e e r i n g and arch i tec -
tural formulae c a n be h a n d l e d quick ly a n d 
easi ly Connects to a lmost any casse t te r e c o r -
der. II you're looking for a pocket c o m p u t e r 
you mus1 take a look at this s e n s a t i o n a l ofler 
from SPECTRUM - F IRST! 

Value from SpecHum! 

O N L Y 

ti VAT (tltO .Br. 
V * T 

COMPLETE 

SHARP PC-1211 
Pocket computer complete with CE-121 

Cassette Interlace 
• deal for SCHOOL. OFFICE or HOW! use • Higk 
performance fiuictieiti with I I U ID undtrilind BASIC 
language • Cauttte Interlace allows ea»t connection 
10 * in«lt »n« tape r«coid«r for ttorage of progtammai 
aad d»l* etc • 14 Digit alphanumeric dot maitu 
< tp i i • F JT IR*<IT <*or* top feature* 

~ ex 
I V A T Spectrum LOW price £59.95 

£68.42 
inc. V A T 

_ / FREE! \ 
i i * f i a i i i i <4 i . ^ f 4 l • l i i I I I I 4 1.1 i ( .«• .« . • 4 4 I .1 I 4a4 I ( « 4 4 -d 4 14-4 

with cvciv MZ80A 
purchased 

« 
/ 

SHARP MZ-80A 
Desk lop ganlua l - the a l l - ln -one SHARP MZ-40A. A persona l c o m p u t e r d e s i g n e d 
a i t i the serious uspr in mind ready to run Ihe m o m e n t you get It h o m e . Bui l t - in 
keyboard. CRT 9' d isplay a n d c a t s e n e data storage with 40K RAM. The B A S I C 
w >th extra uselul addit ions, o i le rs qui te a power fu l m ic ro for the h o m e or bus iness 
• 4K Byte R O M + 46K Byte R A M + 2K Byte V ideo R A M • ASCI I prof i ted 
keyboard • numer ic pad • 2 p a g e V ideo R A M a l l o w s sc reen to be scro l led up 
or down • C P / M ava i lab le . 

Spectrum L O W price £ 4 7 5 . 0 0 
Foci ixc 

V.A.T. 
( S 4 I 2 & 

SHAM PERPHERAIS FOR 
u t u 
Twm floppr ditk un.i (inc. i n card 
duketia. Mtneai k Cahla|.. . . . 
Twin lloppr d'tk unit (Sl'l only. 
Single flafPF duk unit only 
Flow* ditk interlace card 
floppy duk cable 
Walter ditkerta and manual 
Eipant'on Mit (#uk drme or 
printer) 

EXC INC EXC INC. 
VAT VAT VAT VAT 

MZ80 PS Prmfai (141 00 (401 30 
CU9.00 [792.IS MZtO PI Printer (40100 £470 35 
(510 00 (471 SO MZ90 P4 Printei (745 00 (151)5 
{400 00 (4*0 00 Prinlei let erfac* (10 00 £14 50 
(100 00 (IIS M P4 Cable (1100 (17 IS 
(24 00 127 SO Unietrul Interlace Catd (45 00 £61 00 
(11 00 (lit* Aitembiet Tapet A Manualt (42 00 (41 10 

FDOS («S00 (•7.11 
[100 00 tllt.OO MXIOK to MZ10A Co*»»r1»r Tape £1000 (ii rt 

A L F R E T O N 
C u l m HamooJ. fifi tl High 
SI.4771I3I07I 
A S H F O R D 
Aahlard Caxpaln Caain 
2 Stall** Parade Oaianfen Rd. 
om? 44155 

B A N B U R Y 
Computer Flat, 2 Church Lam 
tmsjssiw 
B A S I L D O N 

G*dlr*y *. 21 llEailWalk 
TOMB tanlfi 02M 211371 

B A S I N G S T O K E 
Fitket'a. 2 1 Market Plata 
0!S6?20;3 

SetTware Plm.l lreak Si 
0125*1*7* 

B I R M I N G H A M 
Skarwaodt Gmt Wallet* 
Aicadt 021 236 1211 

B R A D F O R O 

Ph*i* t* t * I I Cheapiide 
« 7 4 3085S» 
B R I G H T O N 
Cepriur*. I QuaeniRd 
027)21434 

£ 7 5 WORTH 
of s o f t w a r e ^ 

C A M B E R L E V 
Camm A m iMicib Computet 
Dwiio*) 3* High Si 

C A M B R I D G E 
KP Ltd . 17a kmg! Pelade 
0223 KOO 
C A N T E R B U R Y 
lta*l Micta Sriitxi. Ceimieii 
Haul* 12 Palace Si 012 J 50200 

C A R D I F F 
Raadatl C*a. I I 22 High Si 
Areata 02 2 2 J1KO 

C H E L M S F O R D 
HifiiA Lid . 

5 B<»o«fi*ld Rd <024S) 1MS95 

C O V E N T R Y 
Coventry Mitf*C*nir*. 
33 Far Gttlwd St 102031 5 I H I 
D A R L I N G T O N 
McK*nn* A Buna. 
107l*ndt*l* (0325IS1J44 
Mml Op**ingl 

D E R B Y 
C T (lictiMica. at Camera 
Iherpe the Spat 4332 442*0 

D O N C A S T E R 
4ii*tetar Computer Centre 
13 Natharhall Ad. 0302 17135 

D U M F R I E S 
Vaxxali. I t Engluk Si 
03*7 4S47|.hnt Openmgt 
E D I N B U R G H 

Ik* Silictn Centre * 7 Antigaa 
St 031 55' 454* 

G L A S G O W 
Vlrter Mama lid.. 340 Aigft* 
Si 041 221 115* 

G L O U C E S T E R 
Tkt H*4el Skap. 7111 Nerthgele 
St (»4»2|5»4MI 

G U I L D F O R D 
Ik* M*dal Sfcap. 23 S»a* Lax* 
{17132} 0443 31115 

H A R R O W 
Camera Ana < W-ua Computer 
Drvitionl 24 Si Ann 
01 -477 5449 

H A T F I E L D 
Micrtweitd. 7 Cra*lor4 Re 
107022) H I J 7 

H O R N C H U R C H 
Ckaanl 0**. 174 H<t* St 
044 24 71*11 

If* Computer Centre 
(Humberi.de) Lid.. 24 Axlafct 
St 10412)2*217 

Pan 713 715 Market Si, 
0*1 3*4 5915 

I P S W I C H 
litiaam. 74 Dawn $1 
i Cleaning S*M) 
K I L M A R N O C K 

V*xx*la. 41 Fofrgale 
OVtt 32175 I J*l i Opening) 

L E E D S 
• en 4 eii|k. 4 Lawai Sngfata 
0512 454451 

L E I C E S T E R 
* • • • « • . 40 42 Salvflrf St 
0S33 544774 

L O N D O N S E 1 
Vic Odd**'*. I Load** Bdf Walk 
•1 4(71*1] IJoit 0p*»* | | 

L O N D O N S E 9 
S<|uara Oaal. 375 f**lauair H:: 
Ma* lllkxn 01 B5t l5! l 

L O N D O N S E 1 S 
Castlikunt ltd . 152 ftr* L* 
Packhaxi 01 >38 2705 
I JllSt Up**Htf) 
L O N D O N N 1 

ASP Micr* Siaiaaa 115 U»pai 
Sl lll.ntl« I M 5 5 J M 5 

L O N D O N N . 2 0 
Caitltkwai lid . 129I Higa RI1 
Of 44( J I M 

L O N D O N W 1 
Oaiiaa, 4 t4g*ar* Rtn 
01 714 7371 
L O N D O N W 1 1 
tl*Clr*l*iaal* 120Noll<i>] Hi i 
Gal* 01 221 702* 

M A C C L E S F I E L D 
C*wa>* t Ciapalii C**ti* 
IDUnlSt 0*252744* 

M A N C H E S T E R 
l a a u i l ld . . (Uckt*g* Si 
St An* iSg 0*1 132 ttt? 
Mi Micr* l td.. S9 Pari'nglo* 
La**. Sia>*l*n 0*1 7711)17 
opan Tkaii - h i Sat. M l * 

M I D D L E S B R O U G H 
Mckanaa a Br*w*. 
IMltnlk*ap* R* 0*4 2 2 44341 

NIWCASTLI ON-TVNl 
kintiiHt Cawaia 
1 C*xi»*t*t Man. II Noftkw* 
bt'landCl 0*32 3274(1 

N E W M A L D E N 
Sorrav MICI* Sriliai. 
17 H-gk St 01 147 0471 

N O R T H A M P T O N 
• *ait C*iHMt*R* a S|iti*i 
Ltd.. 22 KitgttkMp* Mono. 
MM 2112*4 

N O R T H W 1 C H 

C*aw* t Coxpim C M I I * . 
1 law* Sg 10*4*145*21 
N O T T I N G H A M 

C*WH C*Bp*t*l*. 11 It 
Trtaitf Walk 0*07 47117 
O L D H A M 
Man* A latiMti taxHIaia 
114 . <a Itaaa ai Tk* M*n 
I I I U M * S i H I IJ11*01 

P A I G N T O N 

0*«»* C*wp*tat* II U*p*a 
Ua**>R4 10*03152*N3 

P E M B R O K E 

Randall Can, II Maw St 
4*4*4*2*7* 

P R E S T O N 

Wildiiaf'a. 49 FiiSargair 
0772 55*750 

R E A D I N G 

Oaaid Saa*d*ra CaapnlH 
C**in, I Vi*id Hall Pita 
02J4 51*711 

R O C H F O R D 
CIUMM I O H . 11 G*M*A Oan 
Patada. Atkiagda* Rd 
* « 2 540455 

R U G B Y 

tk* R*fk| Unto C**ti« 
• 11 R*g*«St 47U 7*522 

A 111 Canpatiu 
t l lt»ktl«fl*R« {07}*) 144*3 

S T A F F O R D 
C l * | a t « i * l . i l fargit*Sl 
I 07 I5 )4 I I» 

T E D D I N G T O N 
• A*dr*«r* .4lti*adSl 
•1 1774211 

W A L L I N G T O N 
laiiai Micr* S«ataat ltd 
»l»a*4(*iaRd 01 M7 5*1* 

W A T F O R D 
SRS Micr*ar*l*wa t l4 . 
M t k * Pna4a.H.|*Sl 
M23 2W02 

W E S T B R O M W I C H 
1*11 a Jaaaa 31 0****t S* 
021 553 0120 

W I D N E S 
C » p a l * i Citf. 71 ViclWiafld 
051 470 3333 

WIG AN 
Wildixf Ltd.. I I MauuiSt 
044244312 

W O K I N G 

Haipan, 71 f t C M W t i H 
044*7114*1 

W O R C E S T E R 
0*»d Vkafixg Lid . I M*n*i*x 
Heat* H.gkii 0N5 7fS51 
G T . Y A R M O U T H 
li>t H**d llatirMX. 
7*A Uiilti Gala S»a» n u* t r * 
0*13 3143 

tart Ctw** i * i C*Mi*, 
7 Sl***«*i* Attad* 0144*41** 2 
14*ii 0**«*tJ 

Up to £1000 I N S T A N T C R E D I T w i th a 
S P E C T R U M C H A R G E C A R O 
», ih 4 SPECTRUM CHARGE CARD «on thoot* tk* o * 4 n 
limit to Mil V0U. • g 4 monthly paymaat of ( 1 0 giaoi 
roil [ 200 ciedit. Alt your nraiatt SPICTAUM COM 
P U l t R CENTRE for wnllan dtlai l i on hoM 10 applf loi 
youi SPECTRUM CHARGtCARO NOW! 
(Tfpual APR 30 6%) 
C O M P U T E R D E A L E R S ! 
(or prespactiv* Conputar Daalors') 

II row would like to kno* moi* about becoming a 
SPECTRUM APPOINTED DIALER on an aiclutu* a n a 
bans gleatt contact MIKE STERN or ALAN WARREN on 
<07071) 3*761 
Sptctiiiia (U K ) Ltd Bunowliald. Walwy* Oaidan City. 
Harts 

V . A . T . 
Ton will I « I that w* quota our ptitat 
both tacludmg VAT and eacludixf VAT 

no hidden l&S to suddenly up lilt 
yam bill bat alga making OIM pncti 
•as i t r to compare with oui compttitori 

M A I L O R D E R 
When It comei to MAIL ORDER o«i 
lat t ice is I AST 1 wiib SECURICOR 
0 E I I V I R T to anywhar* m lha Bntnh 
islas Aik «*ui M i i l t l SPfCTRUM 
deal" for l«ith«i d*lailt at l<m* ol 
ordering 

Spectrum Compute! C W I I I M ha»* no connection whatsoevoi wilh the ZX-Speclrum Computet manutactured by Sinclau Hfi<-.ii . lid. 



News Sire! The aljiance be-
tween the Water Empire and the 
Sun Beings has crumbled, war is 
declared. 

Three ol your fleets are cur-
rently in Water Empire systems 
encircling sun-rich Rolek. this 
could be the chance you have 
yearned for. Other tribes affili-
ated to the Water Empire also 
feel the time is right, shall I give 
the orders to grab our share ol 
Rolekian plunder? 

The galaxy ol the Seventh 
Empire is torn by war and piracy. 
The merchants are as coldly cal-
culating as the war fleets. 
Playing off warring empires 
against one-another. a cunning 
commander can keep his tribe in 

profit. But he must keep a close 
eye on the way the diplomatic 
wheels are turning, how other 
tribe s fleets are responding. 

He must know when to plunge 
into the risks of battle and try to 
alter the galactic map and he 
must use the Gateways wisely, 
running merchandise or raiding 
the profitable routes. 

The Seventh Empire is a new 
way to play a game. It is quite 
unique in the history of pub-
lishing. computing and gaming. 
This one-way play-by-Mai) gam-
ing is the brainchild of Mike 
Singleton who runs Britain's top 
computer moderated game, 
Starlord. 

The players send in orders for 

their fleets by post but get feed-
back through the pages of this 
magazine and it can cater from 
two to 10,000 players. At our 
end it's run by a Pet computer 
and all the player's orders are 
input into it each month. 

It works out how their interac-
tion affects the galaxy's 100 cen-
tres of population and industry. 
The result is displayed in the 
following month's issue by use of 
a map showing how the fleets 
have moved. This is not informa-
tion on each individual fleet but 
the numbers to be lound on each 
star and how that has altered its 
trade index. With a diplomatic 
diagram showing how the 
empires are shaping up lor war; 

a Gateway route table displaying 
the profits on each route and 
some battle reports from the 
areas of galactic conflict, the 
player can find out exactly how 
his fleets fared and plan out his 
next movement commands. 

The rules are set out briefly 
here, but each Seventh Empire 
player will be sen) a detailed 
ratebook before the game gets 
underway in our February issue. 
You'll find it easy to understand 
the rules and simple to play but 
very difficult to win and work out 
tactically. Remember, there is 
no luck in The Seventh Empire 
— only foresight and galactic 
understanding! An entry form is 
on page 4. 

THE SEVENTH EMPIRE 
There are a 100 named stars in 
the galaxy, arranged on a 10x10 
square grid, representing major 
centres of galactic society. 

Each star system belongs to 
one of seven empires; Water 
(blue). Bloodline (red). Sun (yel-
low), Amythest (purple), Dead 
(brown), D'Taan's Science 
Empire (green) and the Pirate 
Empire (orange). 

There are four types of stars: 
Gateway Stars provide rapid 
transgalactic movement; Energy 
Stars contain planets rich in the 
stellar energy used for ordinary 
inter-system space travel; Gem 
Stars produce the amythesMike 
crystals which are used to har-
ness stellar energy; and Elixir or 
Life Stars contain the sun polyps 
which can turn unusable planets 
into those capable of supporting 
life. 

Each player has seven star-
fleets under his control and each 
of these is considered the prop-
erty of the empire from whose 
star it starts its turn. A player can 
have starships in as many 
empires as he wants and by 
sending these ships on missions 
from star-to-star, he tries to build 
up his profits. 

GAME TURNS 
A simple turn sheet must be sent 
in by the player, every month 
which records where he wants 
his fleets to travel to. And 
whether each one should be in-
volved in battle, piracy, trade, 
raiding or just moving from star-
to-star. 

These orders are processed 
by computer so that all move-
ment happens simultaneously. A 
printout of the galactic map is 
produced, each player's indi-
vidual record updated and the 
winner of that turn found. 

From the information given in 
that issue of the magazine, the 
player can calculate what hap-
pened to his ships and what 
profit he made. 

You should keep a copy of 
your moves for this purpose. The 
computer keeps its own records 
but if you miscalculate, you could 
be playing with delusions of 
grandeur. 

STAR TYPES 
The four star types are repre-
sented by different symbols on 
the galactic map and each has a 
trade value. Gateway Star - 50, 
Energy 100. Gem Star 150 
and Elixir Star - 200. Each star is 
in a square on the map, the 
colour of the square indicates 
which empire it belongs to. 

Stars represent whole sys-
tems which have been colonised 
and each of the 100 is consi-
dered by traders to be specialist 
at providing one of the four 
galactic commodities which pro-
duce real profits. A symbol 
shows which star type each is 

The star name is what you 
should use in your orders to 
show how you intend to move. 
Other data on the star includes 
[he number of ships in that star 
system at the end of a turn (bot-
tom left). And in the bottom right 

is a number representing the 
Trade Index of the star for that 
turn, from which you calculate 
your profits (see example). 

AT WAR 
The seven empires are con-
tinually at war with one another 
This is represented by a di-
plomatic diagram concocted of 
seven different coloured circles. 
It will be printed each month to 
show the empires at peace and 
those at war. 

When two circles are |Oined 
by a line, those empires are at 
war with each other the follow-
ing turn. Two empires, whose 
circles are not joined are at 
peace with one another. 

The diplomatic diagram 
changes according to the last 
turn's events. Every empire 
checks on how many ships from 
each of the other empires, raided 
its stars It then declares war on 
the empire which did the most 
raiding of its territory. 

This empire responds by de-
claring war also If there are two 
empires guilty of equal raiding 
then war is not declared Careful 
study will help here. 

The diplomatic diagram is im-
portant because it restricts the 
moves A player's fleets can make 
on the following turn. Trade and 
Movement cannot occur be-
tween stars of two empires at 
war. 

Likewise, a fleet cannot be 
given an Attack order that moves 
it between the stars of two 
empires at peace. 

MOVING OUT 
Each game turn consists of two 
movement phases. In each 
movement phase you can move 
any or all of your fleets, so each 
ship has up to two movement 
orders. There are three basic 
ways to move. 
1) Travel Mode: A fleet moves to 
any adjacent star, horizontally, 
vertically or diagonally. This 
mode is used in Trade or in 
Movement. This mode takes one 
phase to complete 
2) Attack Mode: A fleet moves 
to any adjacent star, horizontally 
or vertically but not diagonally 
This mode is used in Raid or in 
Attack. This mode takes one 
phase to complete (see exam-
ple). 
3) Gateway Mode: A fleet moves 
from any Gateway Star to any 
other Gateway Star This mode is 
used in Cargo (gateway trade). 
Jump (gateway movement) or in 
Plunder. Unlike the other modes 
of movement, this mode takes 
two phases to complete. 

TRADING 
The star Trade Index is the key to 
most profit in the game of The 
Seventh Empire 

Each star is given a fresh 
Trade Index each turn. A number 
of factors come into the calcula-
tion. Let's consider one star: 
1) The total number of fleets 
leaving the star on Trade mis-
sions on both phases of the turn 
is the number of Buyers. 
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2) The total number of fleets 
arriving at the star on Trade 
missions on both phases of the 
turn is the number of Sellers. 
3) Each star already has a Trade 
Value by virtue of its star type. 
4) Trade Index = Trade Value x 

Buyers + Sellers 
The trade index is used when 

calculating the profit to be made 
on a Trade mission. Trading from 
star A to Star B: 
PROFIT = TRADE INDEX B -
TRADE INDEX A. 

If you go from a star with a low 
Trade Index to a star with a 
higher Trade Index, you make a 
profit. If you do it the other way 
round, you make a toss! Isee 
example.) 

Gateway trade (Cargo) does 
not influence the Trade Index 
and profits on this are calculated 
differently. You can still do ordin-
ary Trade with a gateway star, 
however. 
On each turn, an overall Raid 
Penalty is announced. It is used 
m calculating losses due to dam* 
age during a raid on an alien 
empire's star. It varies according 
to the number of players in the 
game, we will announce it each 
issue. 

BATTLE ORDERS 
Battles will be rare each game 
turn, but some obvious targets 
will present themselves each 
month And. if successful, these 
can change the galactic map. 

A fleet travelling from its 
empire to a warring empire can 
be given an Attack or Raid order. 
If an Attack order is given on the 
first movement phase, no subse-
quent order can be given to that 
fleet 

A fleet can only be given an 
Attack order on its second move-
ment phase if it stayed in its own 
empire on the first phase. In both 
cases the Attack mode of move-
ment is used Fleets on Attack 
orders stay at the star they 
attack (see example). 

The result of an Attack is 
calculated as follows: 
1) Defending ships = number of 
owning empire's ships at end of 
turn. 
2i Attacking ships = number of 
alien ships from all empires there 
on Attack orders from both 
movement phases. 
3) The defender's ships are com-
pared with the attacker's ships. 
Whoever has the most wins. In 
the cases of a draw, the defen-
der wins. 

AI! the fleets of all the at-
tackers and the defenders be-
come the fleets of the victor. Any 
fleets from the losing empires 

lose all their profits. Fleets on the 
victor's side gain an additional 
Battle Bonus. 

FLEET ACTION 
As well as moving between 
stars, a fleet is also given an 
Action order. These are as fol-
lows: -
Move — no action, |ust move-
ment. 
Trade — taking goods from one 
star to another. 
Raid — plundering an alien 
empire's star. 
Return — returning from a raid to 
own empire's star. 
Attack — moving to an enemy 
empire's star for battle. 

There are also the following 
actions which can take place 
when using the Gateway Mode 
of movement:-

tween two stars. No profit or loss 
will be made. Move orders can-
not be given to a fleet travelling 
between two stars of empires at 
war. 
A fleet travelling from a star of its 
own empire to the star of an 
alien empire can be given Raid 
orders. It must use the Attack 
Mode of movement and the Raid 
order must be given on the first 
phase of movement, On the 
second phase of movement the 
player must give a Return order 
to the ship, in which it must go to 
a star belonging to its own 
empire. 

Profits are calculated as fol-
lows :-
T = Trade Index of raided star. 
F = Fleets at raided star at end 
of turn. 
R = Raid Penalty. 
Profit - T - (F x R) 

FUNUS 

13 808 

LOUP • 

79 400 

YANOK 

48 458 

VEROZ 

68 600 

QATOT 
0 

16 600 

HEZOD 
* 

72 112 

Fit 1 
Fig 7 1tt Movement phase 2nd Movemeni phase 

DESTINATION ACTION DESTINATION ACTION 

FLEET 4 AT: Lulip Qatot Raid Lulip Return 

In the eiample above art su star tyttems These 
ire sin tlort m close proximity whos* polar 
systems ara capable ol supporting bit in such 
quantity that tht system a considered a trad* 
contra 

The Herod syittm n fig 1 n i Gateway stai 
represented by the etierttt m the centre The 77 
number represents 72 fleets currently based on 
Canets r the system and the Trade Indet it 117 
for this turn 

fun in an.! Vepot me both Elmr stars litere-
semed by llie heart symbol) to no trade can lakr 
place whan a ship moves between them In travel 
mode 4 it possible to move between Heiorf and 
funut The first movement phase w>« lake your 
•feet ID Lulip And then onto hmui in the tacond 
movement phase 

ftmut. Lulip. T a n k and Hand art all m the 

Sicodime Empire It a ship at Fvnui wants to 
attack Qatar IWatPr Empire) it mult Iran* r 
Attack Mod* It cannot go diagonally so mutt 
pass thisugti Lulip first Evan though Vapoj n m 
the Dead Empire end this it currently si peace 
with the Blood),ners, that empire will not allow en 
attacking Bloodline vessel to pass through its 
system on the way to attack Oat« If a Lulip 'loot 
withes I t Raid Oatot it's first Order w I be 
OESHNATiON Oatot ACTION Raid Its second 
movement phase wiU consul ot DESTINATION 
U*p ACTION Return lligure 71 

Qator has an Enargy stei fade value of 100 12 
ol the 16 shipt which ara there t t » turn are 
Buyers and only two ships left to sell So n-t 
Trade Index lor Qatot tfw turn is 100 «17 - 1 600 
But a ship arriving from Vepoi which alto hat a 
trad* value of 600 will not make any profit on the 
trip M 600 too 0 

Jump — no action, just move-
ment. 
Cargo — taking special goods on 
a particular route. 
Plunder — piracy on any ships 
on the same route. 
Trade orders can be given to any 
fleet moving in Travel mode be-
tween two stars. The profit made 
by this action is calculated by 
subtracting the trade index of the 
star the ship is leaving from the 
trade index it is going to. For 
example, going from A to B> 
Profit = Trade Index B - T r a d e 
Index A 

Trade orders cannot be given 
to a fleet travelling between two 
stars of empires at war, nor can 
they be given to a ship travelling 
between stars of the same type. 
Move orders can be given to any 
fleet moving in Travel mode be-

Return orders can only and must 
be given to a fleet which has just 
made a raid. It is like a Move 
order, carrying no profit, but it 
must be made on the second 
phase of movement and move-
ment must be in Attack Mode. It 
must also be made to a star of 
the same empire as the star the 
fleet started its turn at Isee 
example). 
Battles can either profit the de-
fender or the attacker. Fleets on 
the losing side lose all profits, 
Victors gam an additional bonus. 
Bonus = Losers' total profits/ 
number of winner's fleets. 

The Battle Bonus will be noted 
for each turn in the Battle Re-
ports section. 

If an attacker wins then each 
fleet profits as follows:-
Profit = Trade Index of star 

attacked + Battle Bonus 
A Stay order is just ihat, staying 
at a planet. Any illegal order will 
be changed to a stay order and 
no profit gamed 

Stay orders have no effect on 
trade or profits but may effect 
battle. 

GATEWAYS 
A fleet moving in Gateway 

Mode between two stars can be 
given Cargo orders This order 
has nothing to do with the normal 
Trade Index of the Gateway 
Stars. The profit is calculated as 
follows :-
Profit = 1000 Sqr (number of 
fleets using same trade route). 

If the route a fleet is taking is 
Plundered all profits are lost. 

With Jump orders no profit or 
loss is made — it simply moves' 

A fleet moving in Gateway 
Mode between two stars can be 
given Plunder orders. If any 
other fleets are trading on the 
same route they lose all their 
profits. If no ships are trading on 
the same route then the Plunder-
ing fleet gets no profit. Any profit 
from piracy is calculated as fol 
lows:-
Profit = total traders' profit/num-
ber of pirates on route 
The Gateway Route Table is a 
reference guide to the profits 
made by taking a particular gate-
way-gateway route. The star of 
departure is given by the row 
and the star of destination is 
given by the column. Cross-
relerencing these, you wilt find 
the box corresponding to travel 
between those two stars in that 
particular direction. This is the 
gateway route The box will 
show one of two things:-
(1) Black figures on white back-
ground • Gateway Trade Profit 
— no pirates on route. 
(2) White figures on black back-
ground = Pirate Profit — the 
profit each pirate on the route 
makes. Traders get no profit. 

Each empire is run by vast com-
puters, crossing the galaxy tn 
huge ships which react to the 
data the tribes put into them. 
They are invulnerable and. if at a 
star, that star cannot be taken in 
battle. They do not trade, battle 
or raid and can never end their 
turn in an alien empire's system. 

Any fleet ending its turn at the 
same star as an Imperial Ship 
will have its profits doubled. 

The richest player in each 
empire takes control of the im-
perial ships that turn But there is 
one condition, the only players 
considered are ones whose 
fleets all belong to that empire 
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NEW PRODUCTS NEW PRODUCTS NEW PRODUCTS IM 

SAVE THE 
FINAL FEW 
HUMANOIDS 

The aliens are out to capture the 
last six remaining humanoids on 
plane! X and it is your task to 
stop them. 

They swirl down towards you 
looping-the-loop — like bugs 
hovering around a lamp shade — 
and then swoop down and grab 
one of the humanoids. 

The humanotd is then carried 
dangling from the alien craft up 
towards the top of the screen 
where he comes to a sticky end 
The aliens having extracted all 
the vital organs for experimental 
purposes then toss the skull 
down towards the planet's sur-
face. 

The al iens attack in five 
waves. If you manage to survive 
to the fifth wave you are 
awarded an extra gun — which 
you will need as the aliens multi-
ply in numbers and also become 
much faster and difficult to 
shoot. 

When the last humanoid has 
been abducted that marks the 
end of the human race so you 
are charged with a weighty task 

Abductor runs on an unex-
pended Vic 20 and is the latest 
addition to the Llamasoft range 
of software for the Commodore 
machine. 

It sells at £6.00 inclusive from 
the Hampshire-based firm. 

MISSION TO 
FIND THE 
GATEWAY... 

TIME GATE 
A four dimensional game is the 
manufacturer's proud boast on 
the cover of this latest space 
game for the Spectrum. 

Your mission is to travel back 
through time to destroy the 
enemy before they hatch their 
evil plot of mtergalactic tyranny. 

The game displays the view 
from the cockpit as your ship 
hurtles through space past stars. 

planets, galaxies and ultimately 
towards the Time Gate. 

Once through this you can 
attempt to shoot the aliens who 
appear momentarily in front of 
you. 

You are armed with photon 
torpedoes which you must fire at 
the aliens to destroy them. 

The ship is equipped with im 
pressive flight and battle control 
computers. 

Short range radar enables you 
lo train your photon torpedoes 
accurately on the aliens. 

Long range radar shows you 
the number of aliens in any given 
galaxy and their positions. 

There is also a jump drive which 
enables you to race through time. 

The game comes complete 
with a keyboard overlay to sim-
plify the playing buttons on the 
computer. 

The ships computer records the 
level of damage sustained and the 
number of aliens downed. There is 
a lot to concentrate on so only 
experienced space pilots need 
apply. 

Time Gate is the latest game 
from Quicksilva of Southampton. 
It runs on a Sinclair Spectrum in 
48K and costs £6.95. 

IMPROVING 
YOUR TUNNEL 
VISION. . . 
30 Tunnel is the latest offering 
from 3D expert Malcolm Evans, 
the man behind 30 Monster and 
30 Defender — the J. K Greye 
games that have sold more than 
thirty-thousand tapes between 
them. 

The 3D effect is created by a 
sequence of ever decreasing 
squares which your craft passes 
through, creating the effect of 
depth as the squares appear to 
disappear into the distance on 
your screen. 

As you pass through the tun-
nel a number of adversaries will 
attempt to stop you. You will 
have to deal with rats, bats, rab-
bits and even an express train 
hurtling towards you from the 
depths of the tunnel. 

You can shoot these obstacles 
or try to dodge them. 

3D Tunnel runs on a Sinclair 
Spectrum in 48K or 16K and is 
available from New Generation 
Software of Bristol at £5 95. 

THIS COULD 
BE A 
REAL BOA! 
Snakes introduces you to a wrig-
gling maze of the colourful but 
deadly creatures. You are in con-
trol of a grinning blob and using 
this you must outwit seven 
menacing snakes which wriggle 
and twist around the screen. 

At the start of the game, the 
screen is filled with tiny eggs 
which your blob must consume 

to score points. The snakes are 
walled in by lines of eggs but 
these are soon consumed by the 
red snake thus releasing the 
other snakes 

The action is now fast and 
furious as the snakes chase after 
you hungry for a nice juicy blob. 
When all the eggs have been 
consumed phase two of the 
game commences 

Now it is the turn of the blob to 
get its revenge as it can now eat 
the snakes. To do this it must 
land on a snake s tail from 
whence it will chomp its way 
along the entire length of the 
snake to gain 200 points. 
The blob is moved using 
either a joystick or the keyboard. 

Snakes runs on an unex-
panded Vic-20 and is the latest 
addition to the Postern range of 
games. It is available from the 
Cheltenham-based company at 
£6 99 

THE ACTION 
PACKED 
PACKAGE! 

GAMES PACK 2 
three games for under a fiver is 
this latest value-for-money pack-
age offered for the ZXS1. 

The games are all action pack-
ed — City Bomb places you on a 
bombing raid over a deserted 
city with the mission to destroy 
as much of it as possible. 

30 Battle places you at the 
cockpit of Starblaier Cruiser 
hurtling through space at the 
speed of light. You are attacked 
by alien death ships which are 
spinning towards you intent on 
your destruction. 

Gndball is a two player type 
tennis game — with both players 
operating their players with the 
keypad control keys. The cas-
sette is available from JRS Soft-
ware of Worthing at £4.95 



COME FLY 
FASTER 
WITH US! 

ASTRO CHASE 
Astro Chase adds a number of 
new features to the space war 
type game. 

You are the aslronaut aboard 
an inter-galactic spacecraft and 
the aliens are attacking. 

But they are not |ust attacking 
from the space immediately 
around your planet but from 
throughout the entire universe. 

This greater distance necessi-
tates the simulation of greater 
flight distances created by the 
innovation of something called 
Single Thrust Propulsion. This 
enable the ship to 1!y fast over 
great distances whilst still able 
to manoeuvre and fire at the 
attackers. 

Astro Chase is a recently im-
ported game from the U.S. for the 
Atari 400 or 800. It is sold in this 
country by Gemini Electronics of 
Manchester at £19 95 

Also new from Gemini this 
month is a 3D driving game cal 
led Baja Buggies 

You are driving across the 
desert steering to avoid the on-
coming traffic. 

The road weaves its way 
across the yellow sand as the 
sun blazes away in the sea blue 
sky The screen also displays the 
speedometer. 

The game requires 16K of 
memory and costs £19.95. 

JOIN BILBO 
ON HIS 
DRAGON HUNT 

THE HOBBIT 
The Hobbit — J.R R. Tolkien's 
masterwork of imagination and 
lyrical prose has been converted 
to the computer. 

Your mission is to seek out the 
evil Dragon and return the trea-
sure he hoards back home. 

As a secondary concern, you 
must look after Thonn the Dwarf 
and protect him. Should he be 
killed during the adventure, it is 
most unlikely you will be able to 

survive the dangers ahead of you 
You will meet many of your 

favourite characters from the 
book including Gandalf, Thonn, 
Gollum, the Elves, and many 
others. Each of these characters 
has the ability to make decisions, 
interact, and communicate not 
only with the player bul also with 
the other characters. 

The program is part graphic 
part Adventure game. 

The Hobbit runs on a Sinclair 
Spectrum in 48K. It comes com-
plete with a full colour instruc-
tion manual and a copy of the 
book. The Hobbit. 

The package is available at 
£14 95 from Melbourne House 
publishers of Leighton Buzzard. 

WHAT A LOAD 
OF RUBBISH! 
f » 
Trashman is the latest variation 
on the Pacman theme featuring 
giant flies, garbage and you as 
the unfortunate dustman with the 
lob of clearing up all the mess. 

You are a trash collector 
scouring the city streets to pick 
up the various garbage which is 
represented on the screen as a 
series of dots. 

There are a number ol added 
dangers for your dustman to be 
aware of. A super-breed of giant 
flies have sprung up feeding on 
the debris. These flies have 
grown to man eating proportions 
and are beginning to change 
their diet to include the local 
population as well as the gar-
bage 

To fight the flies the council 
have invested in a fleet of remote 
control garbage collectors m the 
hope of removing the Hies diet of 
garbage. 

There are also six green trash 
cans placed around the city 
streets. If you pick up one of 
these the flies are temporarily 
weakened and you can run them 
over with your trash truck But 
you will have to be quick as the 
flies are not weakened for long 

Occasionally a bit of bonus 
rubbish appears at the centre of 
the screen for which you can 
earn bonus points if you manage 
to pick it up. 

Trashman is the new cartridge 
game from Audiogenic for the 
Vic-20. It is available at £19.95 
from the Reading based firm or 
from any Vic dealer. 

DR. DEATH 
MEETS 
MR BOND 
SHAKEN NOT STIRRED 

Secret agent 007 comes to the 
screen of your computer. 

The game kicks off in irue 
Bond style with an action packed 
scene in which a jei carrying a 
nuclear missile is stolen by the 
baddies. Your mission is to locate 
the missile and neutralise it 

The game introduces the evil 
Docttfr Death who is holding the 
world to ransom. 

The missile is hidden in a three 
dimensional maze in Doctor 
Death's under water lair. 

The maze is patrolled by Paws 
who is Doctor Death's top 
henchman 

With sheer luck or Bond — 
like professionalism you may 
reach the missile control room 
All you have to do now is crack 
the secret code. 

Shaken but not Stirred runs on 
Sinclair Spectrum in 48K and 
costs £6 50 from Richard 
Shepherd Software of Maiden 
head 

MISSION TO 
DESTROY THE 
DEATH STAR 

SPACE WAR 
There is a strong flavour of Star 
Wars m this latest game for the 
new Dragon computer 

You are at the controls of the 
sole-surviving star fighter on a 
mission to penetrate the Death 
Star defences and destroy it 

Enemy fighters are circling ihe 
Death Star and may blast you 
wilh their torpedoes at any time. 

It is not only enemy fighters 
you have to worry about There is 
also a black hole with a strong 
gravitational pull. 

The space around the Death 
Star is littered with invisible 
space mines which can only be 
delected by listening carefully 
for a sonic alert which they will 
emit before they explode. 

Space War is available from 
Microdeal of Bodmin, Cornwall, 
at £8 00 



SOFTWARE 
SOFTWARE FOR ALL presents programs forthe people! Our list 

of original programs for the BBC, DRAGON, and SPECTRUM is 
growing everyday! Reasonably priced. Ingenious use of 
programming. Excellent entertainment. These are the hallmarks of 
SOFTWARE FOR ALL 

Order now for fast delivery or visit one of our dealers. There's big 
things happening for all computer users... That's why we're ca! led 

SOFTWARE FOR ALL! 

GALACTIC y 
B8C MICRO INTRUDER 

POLAR BEAR 
Educational game lor 

8-12-yearotdsmcofp 
simple maths tables 

32K 

£7.45 
SFKCE KINGDOM 

BattteytXK way around me Planets 10 become ruler ol the 
Galaxy' Excellent use o< graphics and sound 32K 

PAIRS 
A computerised version at i 
the vrginai card game with \ 
Ht-ftes graphics 

£ 6 . 4 5 
A R E A R A D A R I C O N T R O L L E R 

Two player game 
features include 

expiation 
drilling, empioymen! 
and Price Wars 32K 

£6.95 

You re m decontrol lower at Heath row and (I s your job 
10 control up lo 79aircratt taking oil landing orjusi 
passing through VERY ADDICTIVE - HIGHLY 
FOnSTUiTlluft' 

£7.9$ DRAGON32 

ROW OF FOUR 
Try to outwit your 

computer opponent in 
this game of skill Great 
^ graphics BASIC ana 

machine code 32K 

TIME TRAVELLER Utility Pack I £7.45 

£7.95: 

Travel through over 100 
rooms m drtletent times. 
and tina the key back lo 
your own lime 32K 

B8C MICRO 

CAR WARS ALIEN PLANET £ 
Two addictive graphcs 
games ooih BASIC 
and Machine Code 

32K 

£6.95 
BBC MICRO 

ZOMBIE ISIAND 
Fight tor survival on an island inhabited Oy hungry 
dangerous cannibals BASIC and machine code 

program 

< PHARAOHS TOMB 
ZX SPECTRUM 

30 Maze Game 
and Adventure 

ro«eci into one'4&R 

£6.95 < 
Envelope program var lame print -text scanner and 
memory dump 32K 

£ 6 . 9 5 i m 

Utility Pack 2 £7.45 
Disassembler, programcrunchanatexteOitw 32K 

An adventure game in 
which you tight your way 

ihrough many obstacles to 
J escape 

DRAG0W52 £B.95 

' S E N D TODAY! Post to SOFTWARE FOR ALL. OeptCV 72 North SI reel Rorntorfl EssexwPhone '0708160725 

Name 
Address 

Please send me ^ease DM my Access ''Barciaycard/Amex No 

Real time advanced star trek Game 
Extra lacikties include 
'probe satellites", ; 
"damage reports 

A on boaro 
computer" m ^ L 

SOFTWARE 
Please ado EV 00 P&P per order 

Total 
I enclose Cheque/PO made payable to 
SOFTWARE fOR ALL 

1 00 

HPrograms for the people" 
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METAL MEN 
OUT FOR 
YOUR BLOOD! 

ROBOT 
Robot is the blood sport of the 
future. You are the human prey in 
this cruel entertainment. 

You are pursued around an 
arena by a killer robot. If the 
robot catches up with you you 
are viciously done to death by 
being jumped on by three tons of 
mechanical gladiator. 

The robot is also armed with a 
plasma gun which will not kill 
you outright with the first shot 
but weakens and slows you 
down. If you suffer more than a 
few shots it's all over. 

In order to avoid a messy 
death you must reach the robot's 
remote control box situated in 
the bottom right hand corner of 
the arena and switch it off. 

If you manage to do this you 
can open the door of the arena 
and stride out a free man 

Just to make things a little 
more interesting for the specta-
tors and a little more dangerous 
for you the arena is covered with 
several hidden mines which will 
blow you or the robot to bits if 
you put a foot in the wrong place. 

Robot runs on a BBC Model B 
and is available from Bourne-
mouth based Viking Software at 
£4.95. 

Also new from Viking this 
month for the BBC Model B is an 
action space game called 
Spacefight, a breakout type 
game called Break-Up and a two 
player game called Skwosh 
which will run on a Model A. The 
games cost £3.95. 

PROWLING 
THE MEAN 
STREETS... 

Robner died of an overdose 
of Ebullion — an anti-depression 
drug he had been taking for 
some time. But was it suicide or 
was it murder? 

That's for you to work out and 
you have only twelve hours to do 
it 

You get a brown folder con-
taining all the documentary evi-
dence. This includes the Coron-
ers report, a large black and 
white photograph of the scene of 
death with a white chalk line 
showing the position and outline 
of where the body had been 
found, a letter from Mr Mar-
shall's Attorneys, the Inspectors 
casebook complete with ex-
cerpts from an interview with 
Mrs Robner, some fingerprints 
and an official memo, a lab re-
port, and even samples of the 
tablets which were the cause of 
death. 

Deadline became the number 
one best selling Apple game 
when it was released in the 
States in July. 

The game is available in this 
country from Lancashire based 
Pete and Pam Computers. It runs 
on an Apple II and costs £39.25. 

HOT TIME IN 
THEOLDTOWN 
TONIGHT! 

I E m E E 
A firebird is flying across the city 
setting fire to buildings and ter-
rorising a defenceless populace. 

You play the part of a fireman 
trying to extinguish the flames 
and rescue the inhabitants of 
blazing tenements. 

In order to rescue the unfor-
tunate victims of the bird from 
another world you have to climb 
a ladder to where the trapped 
people are screaming for help. 

The game comes on cartridge 
for the Atari 400 and 800 and 
retails at £29.95. It is available 
from Manchester-based Gemini 
Electronics. • 

FAMOUS FIVE 
BREAK OUT 
FOR BBC 

GALAXIANS 
Five new arcade favourites have 
recently been launched by a new 
software house manufacturing 
exclusively for the BBC Model B 

A Galaxians cassette is on 
offer featuring four types of Gala-
xian swooping down individually 
or in groups of two or three. 

The game features six skill 
levels, with a hi-score recorder 
which ranks in numerical order 
the various high scores of the 
session. 

Bonus bases are awarded for 
higher scores although the game 
gets increasingly difficult — just 
as in the arcade game. 

Space Fighter is a hybrid com-
bining some of the best features 
of the arcade classics Scramble 
and Defender. 

A souped-up version of Space 
Invaders is offered with a few 
extra features thrown in to add 
interest. The flying saucers for 
example drop powerful bombs 
which wreak untold havoc on 
your laser bases. 

Centipede is also offered 
featuring many features of the 
arcade version — mushrooms, 
snails, flies, spiders, and the 
centipede itself. 

The games all run on the BBC 
Model B and cost £6.50 each or 
£5.50 each when you order two 
or more cassettes. 

They are available from new 
Leeds-based firm, Superior Soft-
ware. 

Deadline is the latest crime solv-
ing mystery game to be imported 
from the U.S. 

The package comes as a com-
plete dossier of a crime commit-
ted on the 7th July 1982 when the 
wealthy industrialist Marshall 





t will beat faster. ifl 
II only sitting in an armchair. 

At seventy fathoms the only light 
comes from your Sonar, steadily tracking 
the advancing enemy fleet. 

Suddenly they're above, dropping 
depth charges. You could dive. But how 
close is the sea bed ? You coufd attack. But 
how many torpedos are left7 And your 
oxygen. Isn't it dangerously low? 

mS i l l • 
|i an 1 
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I' 
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'Submarine Commander1 is one of 21 
challenging new home computer games 
from THORN EMI, for use with Atari 
400/800 or Com modore VIC 20. Like our 
'Jumbo Jet Pilot' it's more a real-life 
simulator than a game. 

But our programs aren't all work and 
no play. 'River Rescue! 'Kickback' and 
'Soccer" are all-action games. 'Pool' and 
'Darts' will suit armchair sportsmen. 

And whilst budding Beethovens play 
the VIC Music Composer,' would-be 
Chancellors can work on their budgets 
with 'Home Financial Management! We 
also have educational puzzles for children 
that will puzzle adults at higher skill levels. 

But there's one simple idea behind all 
ourtitles.They'redesignedfor players who 
expect more of a challenge from a video 

game than creatures from 
outer-space can provide. Now, 
are you sitting comfortably? 
The world's greatest TV games. VIDEO 

vntOGJWMSKWCOtNOOOM WC 30 fTriOimrt «t Cm— Hm MimMm^ 

Available from all branches of Laskys 
(Nationwide), Micro C atCurrys,and all other 

leading Computer software outlets 



Music Composer Scram 

Graph-it Intro to BASIC 1 

EUROPEAN COUNTRIES 3 AND CAPITALS 3 

Missile Command Basketball 

5.7 million reasons whv the Atari Home 
Computer is something to see. ITie display 
screen used with our computers is composed 
of 192 horizontal lines.each containing 320 
dots. Delivering colour and luminosity 
instructions to each dot for a second requires 
3.7 million cycles...a lot of work for the normal 
6302 processor. 

That's why the Atari computer has 
equipped its 6502 with its own electronic 
assistant. It's called ANTIC, and it handles all 
the display work, leaving the 6302 free to 
handle the rest. What this means to you is 
uncompromisingly spectacular display 
capabilities without loss of computer power 
needed to carry out the demands of your 
program. 

That's a quality you just don't find in 
ordinary home computers. And it's one of the 
reasons some computer ex peris say that 
Atari computers are so far ahead of their time. 

There's more...which is what youd 
expect from Atari Language.The Atari Home 
Computer uses several programming 
languages to give the user maximum control 
of its extraordinary capabilities. PILOT; 
Microsoft BASIC and Atari BASIC are under-
stood and spoken by the Atari computer. 
You'll also find our Assembler Editor cart ridge 
indispensable for machine language 
programming. 

Sound. An Atari computer hasfoursound 
generators, or voices, activated by a separate 
microchip. This leaves the principal micro-
processor chips free to perform other tasks. 
And you can take full advantage of this capa-
bility which is designed for easy programming. 

Change. Atari Home Computers have 
been designed to make change and expansion 
easy. The Atari computer has a modular 
operatingsystem that can be easily replaced as 
new technology develops. If you need it. 
memory expansion requires no more than 
inserting additional RAM modules* And the 
Atari ROM cartridge system also makes it easy 
to change languages, in short your Atari 
computer won't become obsolete by future 
developments...because it already 
incorporates the future. 

Sharing, To learn more about the 
amazing capabilities of Atari 1 tome Compu-
ters. either visit your local dealer or fill in the 
coupon below. 

THE GRAPHIC DIFFERENCE BETWEEN 
ATARI COMPUTERS AND ALL THE OTHERS. 

* Atari 8O0*\ ompulCT only 

llllfl 

£ 3 ATARI 

\ Please send me FREE a brochure, price list and the address I 
^ of my nearest stockist. 

\ Name 

^ Address 

\ — CVG5 

\ Aiari international (UK) Inc. 
v Windsor Hse, 185-195 Ealing 

J Road. Alpcrton. Wembley. 
Middlesex Q«v«hw 

ATARI 
CowuKJMniCanMiK I 
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16k 
Adventure 

STAR WARP II 
A fast-action real-time space adventure — choose a 
ship to suit your style and explore Space for the 
Confederacy Face dozens of Alien ships and in 
hundreds of planetary systems With Hyperspace. 
Star Bases A real test of skill" £8 

THE LAIR 
Explore Ihe 700+ caverns of The Lair seeking the 
fabled Treasure. But be careful — the caves are 
inhabited with Ores. Sprites. Balrogs and little 
blue men' £8 

Soft Toys 2 — Games for 6.5k 
This is what they thought at COMMODORE Casino 
— A new idea Excellent graphics Simon — A 
new use of music that can be enpyed by the entire 
family Lunar Lander — Excellent graphics', Maths 
Maze — For ages 3 to 93 Hangman — One of the 
better Hangman games £8 

* SPECIAL OFFER! * 
FREE arcade game on cassette (worth £5) when you order two 

or more Soft Toys cassettes before 31 1 83 
Write or phone NOW for a catalogue 

All prices include P&P 1 st class. Send cheque/PO to: 

soft toys 14. Locfcharton Avenue, Edinburgh 
EH14 1AZ. Tel: 031 443 2005 

buy 

Chess 
Computer 

News 
CHESS COMPUTER NEWS is a full 32-page report on Ihe leading chcss 
computers, with the latest test results, full lists of the different features of each 
machine, the recommended best buys for different needs, and lowest prices 
Current issue 95p (plus 25p P&P by return post) 

TO GET YOUR CHESS COMPUTI * NEWS FAST 
* CaD in and pick up your copy- and sec the computers at the same time -
at our London showroom COMPETENCE, The Chess Computer Specialists 
263A Evershoh Street. London NW1 1BA lone minute south oi Momtngton 
Crescent tube station) Mon-Fn I0am-5pm. Satl0am-3pm 
* Or teeH per your copy lo you by rrtum po»r If you telephone us your 
Access or Bardaycard number on 01 -380 0666. or mall your cheque or PO 
with the form below 
For any Information about chess computers you can call us on 01 • 380 0666 
OnlyCumpt'Ufnc*; i iffers you 21 day-. to thoroughly |udgv the machine for I 
yourself at horrif II you return Ihe machine within 21 days Comp%fence 
will refund you the full purchase once 
And lemnnber, we can also gel your computer to you by return post with our 
special Competence Mail Order Service Cut out this ad lor future reference 
and to show to Interested friends 

NAMf 

ADDRESS 

Rcf CVG2 

DATE 

t enclose cheque/PO for • £ 1 20 (current issue) OR please debit my 
Access / Barclaycard number 

MICHAEL ORWIN'S ZX81 CASSETTES 
The best software {by various authors) at low prices 

QUOTES 
"Michael Orwin's £5 Cassette Two is very 

good value. Il contains 10 stolid welt designed 
games which work, offer plenty of variety and 
choice, and are fun. " 

from the ZX Software review 
in Your Computer, May 82 issue. 

"I had your Invaders-React cassette .1 
was delighted with this lirst cassette." 

P. Rubython. London NWW 

"I have been intending to wriie to you for 
some days to say how much I enjoy the games 
on Cassette One' which you supplied me with 
earlier this month." E H. London SW4 

I previously bought your Cassette One 
and consider it to be good value for moneyl" 

Richard Ross Langley, 
Managing Director. 

Mine of Information Ltd 

CASSETTE 1 
(eleven Ik programs) 

machine code: 
React, Invaders, Phantom aliens. Maze of death, 
Planet lander. Bouncing letters, Bug splat. 
Basic: 
IChmg, Mastermind. Robots, Baste Hangman. 
PLUS Large screen versions of Invaders and 
Maze of Death, ready for when you gel T6k 
Cassette 1 costs £3.80 

CASSETTE 2 
Ten games in Basic for 16k ZX81 
Cassette Two contains Reversi, Awari, Laser 
Bases, Word Mastermind, Rectangles, Crash, 
Rouletie. Pontoon, Penny Shoot and Gun Com-
mand. 
Cassette 2 costs £5. 

CASSETTE 3 
8 programs for 16k ZX8I 

STARSHIP TROJAN 
Repair your Starship before 
disaster strikes. Hazards in-
clude asphyxiation, radiation, 
escaped biological speci-
mens and plunging into a Su-
pernova. 

STARTREK This version of the well known space 
adventure game features variable Khngon mobil-
ity. and graphic photo torpedo iracking 
PRINCESS OF KRAAL 
An adventure game. 
BATTLE Strategy game for 1 to 4 players. 
KALABRIASZ World's silliest card game, full of 
pointless complicated rules. 
CUBE Rubik Cube simulator, with lots of func-
tions including Backstop'. 
SECRET MESSAGES This message coding prog-
ram is very txlp qexi jf. 
M A R T I A N CRICKET A simple but addictive game 
(totally unlike Earth cricket) in machine code. 
The speed is variable, and its top speed is very 
fast. 
Cassette 3 costs £5. 

CASSETTE 4 
8 games for 16k 
ZX-SCRAMBLE (machine code) 

f n m — • 
Bomb and shoot your way through the fortified 
caves. 
GUNFIGHT 
(machine code) 

INVADERS 
(machine code) 

FUNGALOIDS (machine codo) 
GALAXY INVADERS (machine code) 
Fleets of swooping and diving alten craft 
SNAKEBITE (machine code) 
Eat the snake before it eats you. Variable speed 
Ivery fast at top speed) 
LIFE (machine code) 
A ZX81 version of the well known game 
3D TIC-TAC-TOE (Basic) 
Played on a 4 x 4 x 4 board, this is a game for the 
brain It ts very hard to beat the computer at it 
7 of the 8 games are in machine code, because 
this is much taster than Basic. (Some of these 
games were previously available from J. Stead 
man). 

Cassette 4 costs £5. 

SPECTRUM SOFTWARE WANTED Recorded on quality cassettes, sent by first class post, from: 
Michael Orwin, 26 Brownlow Rd., Willesden, London NW10 9QL (mail order only please) 
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GOING BY 
THE BOOK . . . 
I have described Ken Thompson's 
invention BELLE in previous arti-
cles. It (or she?) is a special-pur-
pose machine built solely for play-
ing chess, and won the third world 
Computer Chess Championship 
held at Liri2 two years ago with a 
score of 4i/5. 

The development speed of 
BELLE is as impressive as its subse-
quent results. The initial design was 
in February 1980 at which point its 
components (1,700 chips) were 
ordered. BELLE's first move was 
made in July 1980 and only two 
months later it won the world cham-
pionship! 

The machine generates a can-
didate move in just over one 
two-millionth of a second and can 
examine 160,000 positions per 
second. 

The opening "book" comprises 
300,000 positions (compared with an 
estimated 200,000 positions in each 
volume of the Encyclopaedia of 
Chess Openings. The entire book is 
scanned in one and a half seconds. 

BELLE's official rating is now 
around 2150, but improving its per-
formance further is prohibitively 
difficult. 

It is remarkable that the philoso-
phy behind BELLE (fast and exten-
sive searching of variations) is the 
exact opposite to that adopted by 
Mikhail Botvinnik, who as well as 
being a computer chess researcher 
for many years was three times 
world (human) champion. 

His conference talk (see panel) 
on "Decision making and compu-
ters" stressed the important of ex-
amining only a small number of 
positions at each turn — preferably 
only one — and to restrict the analy-
sis for each move to approximately 
50-60 - well chosen — positions in 
all. 

Only by this means, m Botvinnik s 
view, can master play be achieved. 
Botvinnik's program "Pioneer" has 
been a long time in development 
but may well be a major advance 
when it appears. Sadly it seems that 
there is virtually no other USSR 

As well as a hobby and a game, compu-
ter chess has long served as a vehicle for 
serious research in computer science, 
especially the branch known as artificial 
intelligence which is largely concerned 
with the methods by which people solve 
problems requiring complex reasoning. 

There has even been a series of 
academic conferences on the subject 
and the papers from the most recent one 
are soon to appear in book form under 
the title Advances in Computer Chess, 3 
to be published by Pergamon Press and 
edited, as before, by Michael Clarke, a 
researcher at Queen Mary College, 
London. 

The conference itself was held last 
Easter at Imperial College, London and 
attracted delegates from nine countries 
as well as speakers from no fewer than 
seven. 

The first two conference talks were by 
Ivan 8ratko, a Yugoslavian, and Don 
Beal from Queen Mary College who have 
been independently investigating the 
question "why are valuations of posi-
tions based on deep analysis more reli-
able than "static" ones made without 
any analysis?'' 

This seems obvious (and If It were not 
so, most chess playing programs are 
carrying oul a vast amount of calculation 
for nothing), but it is tantalisingly diffi-
cult to answer precisely. At last, an 
explanation (or, at least, a partial one) 
has been found and is given In the book. 

Other theoretical papers at the con-
ference dealt with different aspects of 
searching trees of variations, forms of 
automatic learning, long-range position-
al planning, measuring the "informa-
tion" contained in a chess position, and 
psychological experiments on both peo-
ple and machines. 

Two of the most interesting papers at 
the conference were presented by Ken 
Thomson, of Bell Laboratories, and 
Mikhail Botvinnik who was making a rare 
visit to Britain from the USSR. 
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work on computer chess m pro-
gress at present. 

The Kaissa program which won 
the world championship in 1974 has 
not been developed much since. 

Although some of the conference 
papers are far from simple for the 
uninitiated to understand, Advances 
in Computer Chess, 3 and the two 
earlier volumes, published by Edin-
burgh University Press, are the best 
available works for the serious stu-
dent of the topic. 

The next conference is due in 
1984. Will computers have reached 
master level by then? 

To conclude, here is a game 
played on the evening of the confer-
ence between Danny Kopec — a 
U.S. Master and former Scottish 
champion — and BCP. a good ex-
ample of a well-developed and re-
latively strong program. 

Danny Kopec was playing BCP 
and an early version of BELLE - 30 
times slower than the current one — 
simultaneously. 

a b c d e f g h 

BCP (White) versus D. Kopec (Black) 

1. P-K4. P-K3; 2. P-Q4, P-QB4; 
The "Franco-Sicilian" defence. Black s 
strategic aim is "to contuse White" and 
he succeeds. BCP is now out ol the book 
3. N-KB3. P*P; 4. QxP 
An attempt at originality. 
4 ... N-QB3; 5. Q-03. B-B4; 6. N-B3. 
N-83; 7. B-KB4. Q-N3: 8. N-Q1. P 04; 9. 
P x P, N x P-10. B-K3. N x B;11. P x 
N, B-Q2. Black is now well ahead on 
development. 
12. B-K2, N-N5; 13. Q-B3? 0-0: (Fig 1.) 
White is lost, Black threatens 14. . . . 
NxQRP immediately. White's Queen 
Bishop Pawn is vulnerable and a Knight 
move to 04 is also dangerous. 
14. N-K5. B-R5: 15. B-Q3. 
White's only possible counterplay is 15. 
N-QB4. 
15..., N-Q4; 
Overlooking 15. . . . N « QBPch. 
16. Q-B4. Q-R4ch; 17. P-B3. QR-B1: 
18. Q-R4, P-B4; 
A typical computer game. White is 
totally lost but keeps finding counterplay 
19. N-B4, 0 82: 20. P-QN3. B-K1; 21. 
P-R4, N x KP: 
22. N(B4) x N. B x N; 23. N x B, 
Q x BPch: 24. K-K2. Q-N7ch; 
25. N-B2?, R x Nch; 26. B x R, 
Q x Bch; 27. K-KB1, B-B3; 
28 Q-N5, P-KB5!; 29. R K1. P-B6 
and Don Beal resigned lor his program. 

BY MAX BRAMER 
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E.T. MEETS THE F.B.I. 
All I want to do is get home 
That's poor old ET's lament in the 
latest Steven Spielberg block-
buster in which the friendly alien 
from outer space does his best to 
get back to his family and 
friends. 

Trouble is every time ET tries 
to do just that those Earthling 
Aliens' conspire to stop him. 

The man from the FBI tries to 
lock him up for the protection of 
the good citizens of the US 

The scientist wants to get him 
back to his laboratory to carry 
out all sorts of gruesome expert* 
ments. 

ET soon finds that the only 
person he can trust on the inhos-
pitable planet Earth is schoolboy 
Eliot. 

Now you can become ET's 
friend and help him get home in 
this latest game from Atari for 
the VCS. 

The idea of the game is to find 
the three pieces of E"Pi inter-
planetary telephone and then 
call up his ship to come and 
rescue him. 

Whilst conducting your 
search, manoeuvring ET around 
the screen using the joystick, you 
can also pick up pieces of candy 
which appear periodically in the 
centre of the screen. 

As well as earning you extra 
points these pieces of candy are 
also vital in helping you locate 
the third section of the tele-
phone. 

The game is controlled by nine 
power zone symbols which are 
constantly changing and on 

which you must keep a sharp eye 
as they dictate what you can and 
cannot do at any given stage in 
the game. 

The game has three difficulty 
levels. The simplest of these fea-
tures just ET and his little friend 
Eliot searching for the various 
bits of the telephone. 

Game two introduces the gov 
ernment agent who ts trying to 
arrest ET and chases him. 

For really skilled players level 
three introduces anolher baddie 
to deal with in the shape of a 
scientist who will haul ET back to 
his laboratory. 

ET will be in the shops before 
Christmas to coincide with the 
film going on general release. It 
costs £29 95. 

SECRETS OF SYSTEM X 
The long awaited successor to 
Atari's successful VCS machine 
is about to be released in the US. 

The 5200 will be in the shops in 
the U.S. this Christmas at around 
the £150 mark Oubbed System X 
when prototypes were shown to 
journalists the machine has 48K 
of computer memory enabling it 
to produce "state of the art" 
graphics 

The aim was to produce video 
games to be played on a domes-
tic TV set of the same high qual-
ity as the coin operated games of 
the arcades, and according to 
out sources, the first wave of 
games, which includes Pacman 
and Centipede, do have the fine 
graphic detail one associates 
with the pay-per play devices. 

Before Atari owners start 
rushing out to the shops to en-
quire about this new machine 
there are two drawbacks that 
must be mentioned first. Most 
importantly Atari have so far said 
nothing about a UK launch date 
for the 5200. Indeed an Atari 
spokesman told C&VG "We 
don't want to talk about that yet". 

Secondly the present range of 
Atari VCS games will not be com-
patible with the new system. It 
has been rumoured in the U S. 
that an adaptor which would en-
able VCS games to be played on 
the 5200 is also to be produced 

but this has so far not bean 
confirmed. 

If there is some uncertainty 
about when Atari will launch 
their new machine in the U K 
there is no doubt about the debut 
of another exciting video games 
system from America — the 
Colecoviston 

The graphics are not only 
more detailed than conventional 
systems but they are also cap 
able of producing more on 
screen movement, greatly en 
hancing the payability of the 
popular space battle genre of 
video games. 

Coleco have insured the sys-
tem against obsolescence in the 
fast moving video games market 
by making it capable of being up 
dated with a planned programme 
of add-ons. The first of these add 
ons will be an adaptor which will 
enable any existing cartridge 
produced for the VCS to be play 
ed on the Colecovision. 

The machine will be launched 
with an exciting range of games 
Arcade smash hits like Donkey 
Kong (with the manic gorilla, and 
captured starlet), Zaxxon and 
Gorf have both been converted. 

The Colecovision is expected 
to be in the shops by next April 
but no news on price yet 

WHO'S NOT 
A PRETTY 
BOY THEN! 

SPACE VULTURES 
Space Vultures are a V I C I O U S 

breed of birdlike aliens who can 
fly through space without the aid 
of space ship. They will attack 
any old planet that takes their 
fancy on their strange mter-
galactic migration 

Nobody seems to know where 
they are going, or for what pur-
pose, but then it does not really 
matter to you — the lone pilot of 
the sole remaining planetary De-
fender Ship. 

Your duty is clear. Shoot down 
the aliens before they shoot you 
and colonise your planet for their 
evil bird-like overlords. 

The vultures attack in groups 
of three, hovering around the 
screen and then homing in on 
your space ship. 

You are armed with an energy 
shield which will protect you for 
a lew seconds, enabling you to 
survive a head-on collision with 
the aliens and shrug olf their 
laser fire. 

If you survive the first wave of 
Vultures you are then challenged 
by the super birds who are 
several times the size of their 
predecessors and who attack in 
waves of three. 

These superior adversaries 
take more than one direct hit to 
finish off. They swoop down 
straight towards your ship bom-
barding you with missiles. You 
will need to shoot fast and 
accurately to down them before 
they down you. 

One drawback that Defender 
Ship pilots very quickly have to 
come to terms with is the slow 
ness of the ship's missiles. They 
lerk very awkwardly skywards 

Despite this the Vultures are 
still pretty easy to deal with This 
particular Defender Ship pilot 
managed to shoot down wave 
after wave of them on his second 
go 

Space Vultures is the latest 
game for the new Hammex HMG 
2650. The game ts available from 
Hanimex stockists at approx-
imately £20 

! 
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BRIGHT NEW YEAR FOR VIDEO FANS 
Every other TV commercial these 
days seems to be advertising 
either video games centres or 
extra cartridges to go with them. 

One spin off from this hotting 
up of competition is that prices in 
the high street shops are begin-
ning to fall. 

The Interton VC400 can now 
be snapped up for less than £50 
which includes a free Space In-
vaders cartridge. The price of 
additional cartridges for this 
machine are also down in price. 

It is as well to issue a word of 
warning about this machine 
however Hanimex have recently 
introduced a new machine to 
replace the Interton — the HMG 
2650. There will therefore be no 
new games for the Interton once 
current supplies have sold out. 

GAMES CENTRES 
Not that only machines which 

are being phased out are falling 
in price. Phillips have recently 
announced that they will be 
chopping £30 off the price of 
their G7000 to help them compete 
with Atari in the Christmas shop-
ping spree. New price £70. 

Mattel is tight lipped on the 
subject of price cuts to their 
Intellivision machine which is 
now selling for £159. It is unlikely 
that they will be able to maintain 
this price for too much longer. 
Many of the dealers have 
already felt it necessary to lop 
£20 off this price. Even at £139 
the machine is competing not 
only with other TV games-cen-
tres but with half a dozen micro-

DOWN THE CORRIDOR OF DANGER 
You are a secret agent on a 
mission to infiltrate a top secret 
fortress. 

Armed with a powerful laser 
gun you can shoot the mechan-
ical guards of the fortress who 
are chasing you. You can also 
duck down by pulling back the 
loystick to crouch beneath the 
guards' lasers. 

The screen shows five corri-
dors. one on top of the other, 
with six connecting lifts. 

The idea of the game is to get 
your little man to the highest 
corridor and then safely back 
down again. 

Precision timing is needed to 
ludge just the right split second 

NAME 

INFILTRATE 
to jump on one of the lifts which 
pump up and down automatically 
like pistons in a steam engine. 

Once on a lift you have to 
watch carefully tor the positions 
of the mechanical guards as a 
blast of laser fire is their usual 
greeting to anything unexpected 
emerging from a different floor 
level. 

Infiltrate can be played by 
one or two players and is the 
latest addition to the Apollo 
range of games for the Atari VCS. 

Also new from Apollo tor the 
pre-Christmas shopping rush is a 

MACHINE 
1 Intel livisi on 
2 intellivislon 
3 Atari 
4 inielllvision 
5 Atari 
6 Intellivision 
7 Atari 
8 Atari 
9 intellivision 

10 Atari 

MANUFACTURER 

Dungeons and Dragons Mattel 
Atari 
Mattel 
Activision 
Mattel 
Atari 
Atari 
Mattel 
Parker 

Sub Hunt 
Oelender 
Night Stalker 
Starmaster 
Lock 'n' Chase 
Berzerk 
PacMan 
Utopia 

- , „ . s a l e s ot cartridges during the 
m above top ten represents the sales 

m - s e e 

completely changea p ' t tur^ » 
Will your lawounle be in me 

i n 
computers many with superior 
graphics and a wider and cheap-
er range of games available. 

Even Atari, who currently head 
the field with sales of their VCS, 
will find it difficult to resist a 
price cut in the new year as the 
prices of micro computers looks 
set to tumble. 

The price of cartridges too is 
likely to come down more in line 
with prices in the U.S. where 
games cartridges are roughly a 
third of the price they sell for in 
the U.K. 

So although it is not an option 
open to Father Christmas the 
wise buyer may do better by 
saving his money until the 
Spring. 

N 

nail-biting traffic control game 
called Final Approach. 

This is your chance to suffer 
the tension in a simulation of one 
of the world's most high press-
ured jobs. 

Planes are taking off and land-
ing at an international airport. It 
is your job to see that the incom-
ing traffic gets down safely with-
out colliding with countless out-
going flights. Sounds easy? Just 
you give it a try. And remember 
many ol the world's most serious 
air disasters have been traced 
back to air traffic control blun-
ders and that the average air 
traffic controller retires with an 
ulcer before the age of 40! 

Also new this month on the 
Apollo label is a slightly less 
serious game called Wabbit. 

You are an honest hard-work-
ing farmer trying to protect your 
crops from a family of thieving 
rabbits who live in a series of 
burrows in your carrot field. 

Every time their big ears pop 
up from one of the holes you 
throw one of your rotten eggs at 
them in an attempt to stink them 
out of their honeycombed hide 
out. 

The Apollo range of games are 
imported into this country from 
the US by Vulcan Electronics of 
Condon. They are currently in the 
shops at £24.95. 
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ARCA 
PENGO IS REALLY COOL! 
It is possible to judge your addiction 
to an arcade game by how tar you 
will travel to play it. For one more 
game ol Pengo I would willingly 
travel to the Antartic wastes In which 
tl is set. 

Four lucky members ol the C&VG 
team Dave so lar tried out this cutest 
ol coin-operarated video games and 
their verdict is unanimous . . . Pen-
go is the C&VG tip lor 1983. 

First read-on and then go and 
pester your local arcade owner to gel 
hold ol a Pengo machine. 

Brrrr! Deep in the confines of the 
frosty blue maze Pengo is 
pushing his way out of trouble 

His Kippers may not be much 
good for flying but they sure pack 
a punch on the Antartic ice-rink 
he knows as home. 

This frozen wasteland is made 
up of a random maze con-
structed out of blue ice blocks. 
Pengo starts in the centre and 
the villains of the piece, the sno-
bees, set off from the corners. 

The sno-bees' sting is deadly 
and Pengo is helpless in any 
bee-to-beak confrontation, but 
this flightless sea-fowl can move 
the ice-blocks around with a hef-
ty push. And woe betide any 
sno-bee who gets caught behind 
a block. 

That is the essence of the 
game, Pengo must wipe out each 
swarm of sno-bees before they 
can run him to ground. 

Each screenful of sno-bees 
consists of some which become 
instantly active and others dis-
guised as ice blocks. These can 
be pecked to death by Pengo 
before they "wake up". 

Unlike the Pacman ghosts, 
sno-bees are somewhat hapha-
zard in their pursuit although one 
will occassional^ give dogged 
chase to Pengo. 

But while not unduly aggres-
sive. these cute little villains can 
usually spot a waiting penguin a 
mile off and will try to approach 
on the wrong side of the ice 
block, thus robbing Pengo of his 
ammunition. 

They are helped in this by their 
ability to chisel through the ice-
blocks and Pengo shares this 
ability when he needs to get out 
of a tight corner. 

There is a lot more to this 
game, like making the sno-bees 
dizzy and scoring big bonuses by 
squashing two with one block or 
using the indestructible blocks. 

Pengo is a game apart, with 

wonderful graphics, delightful 
characterisation, plenty of scope 
to work out your own tactics and 
a catchy melody. 

But if there's one over-riding 
reason why Pengo will take off, 
it's down to that feeling of satis-
faction you get when an ice-
block picks up speed and knocks 
all the wind out of a surprised 
sno-bee! 

BURGERS HAVE YOU IN A PICKLE 

I 

1 
l = 

Burger time is the fast food game 
to keep a budding chef on his 
toes. 

Picture the scene: the eggs, 
sausages and pickles are revolt-
ing in the kitchens. 

You take the part of a chef, 
whose only hope is to trap your 
edible enemies in the burgers 
you are busy making. 

A series of burger bridges are 
constructed among the platforms 
and ladders which make up your 
kitchen. Every time you run 
across a burger, piece of bun, 
cheese, tomato or lettuce, it 
drops closer to the dish the com-
plete burger should end up on. 

As you run across the piece of 
cheese, for example, it drops 
down a level, sending whatever 
lay below it, down too. Gradually 
a complete burger is built up. but 
a good player will add eggs, 
sausages and pickles to that bur-
ger by catching these items of 
food between layers. 
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BURGER TIME 
This is done by running across 

a piece of burger when closely 
followed by an enemy. 

When things get too hot for 
you, a quick sprinkle of pepper 
from your pot will stop the 
enemy. 

French fries and ice-cream 
cones will add to the pepper you 
have left in your container. 

Like Donkey Kong, the game is 
divided into different screens, so 
that once you have completed 
the burgers on one screen, a 
more difficult one will appear. 

Burger Time has a charm all 
its own and enjoys the benefits 
of only having a joystick and one 
button control. The idea behind it 
is simple, its implementation 
more difficult than you would 
think possible. 

THE SUICIDAL 
STOCKBROKER 
WALL STREET CRASH 

The great Wall Street crash is 
happening all over again. 

As fire chief it's your job to 
catch the suicidal stock brokers 
as they try to end it all in one 
final desperate leap 

Once safely pouched in a 
safety blanket the danger ts not 
over as they must be bounced 
into a waiting ambulance. A good 
player will manage it in two 
bounces, a beginner may well 
see his stockbroker bouncing off 
screen or just straight up again. 

And the Dow Jones Index is 
falling all the time. Each broker 
who reaches an ambulance 
helps light up the bank and six 
will enable you to move onto the 
next stage ol the game. 

This is a long maze where 
money bags have been hidden. 
These must be collected and de-
posited in a safe. Tanks chase 
you through the maze 

The action continues in these 
modes alternately with more 
tanks and more brokers being 
added By the time you reach 
three suicidal stock marketeers, 
a helicopter has appeared and it 
is possible to achieve a bonus by 
shooting a saved broker sky-
wards into it. 



ON THE ROAD 
TO RUIN ON 
THE MOON 

MOON PATROL 
The moon's surface is an inhos-
pitable place, pitted with craters 
and also boasting an atmosphere 
heaving with aliens. 

In Moon Patrol a moon buggy 
is your responsibility as it 
traverses a lunar landscape 
across the screen. 

You are armed with a fire but-
ton and a jump stick to overcome 
most of the hazards that come 
your way. 

The aliens hovering above 
your craft are the main source of 
danger in this game. 

By pushing your fire button 
you can launch a missile sky-
wards to try and bring them 
down. 

But take care to avoid the 
bombs they are dropping moon-
wards to bring about your des-
truction. 

Their bombs may also leave 
dangerous pits in the moon sur-
face and these have to be noted 
and duly jumped. 

The alien attackers take on 
three forms, there are obstacles 
across the surface which have to 
be blown up. Land mines, erupt-
ing volcanoes and low-flying 
planes add to the tension. 

If you survive the beginners' 
course there is a champion 
course waiting to challenge you. 

Moon Patrol is a simple game 
with easy to tackle controls and 
an obvious game obiective, but it 
is not among the best of the 
recent batch. 

SOMETHING 
NASTY IN 
THE GARDEN 

DIG DUG TIPS 
The Dig-Dug score clock turns 
over at 999,990 but that needn't 
be the limit for a dedicated 
player. 

Although this score seems 
beyond belief to a beginner, it is 
really just a matter ol knowing 
the short cuts. 

Beginners tunnel their way up 
to a monster (either a lire-
breathing Fygar or a less danger-
ous Pooka), fire their pump gun, 
pump the creature to death and 
then move onto the next victim. 

Using this technique it is 
possible to clear round after 
round but it has several dis-
advantages: it stops being effec-
tive at the higher rounds; it is 
very time consuming; it gener-
ates far less points as the fruit is 
not always recovered. 

A better technique is to tmd 
your wav beneath a rock, wait 
for some monsters, squash them, 
tunnel through to the next rock, 
squash some more, grab the fruit 
And then finish off the monsters. 

Try and reach the rock before 
the ringing noise sounds as this 
releases the monsters. 

Should monsters block you off 
from the next rock there is a 
technique for killing them. 

After dropping the first rock 
tunnel yourself close to the main 
tunnel but not actually breaking 
through into it. Two millimetres is 
enough to use your pump on 
passing monsters who cannot 

get your man. Always approach 
the tunnel horizontally as more 
points accrue from monsters 
tackled this way. When only two 
monsters remain move to the 
next rock, use it, thus making the 
fruit appear; grab it and finish off 
the final monster. 

Fygars killed horizontally are 
worth double points and another 
way to bump up the points is to 
pump monsters in the lower 
areas ol the screen. 

It is divided into four horizontal 
layers. Points scored for a mon-
ster depend on which area he is 
finished off in. For example, a 
Pooka is worth 500 points if he is 
killed in the bottom layer. 

When pumping a monster, 
push towards them as this will 
inflate them faster. 

A tip for rock tunnelling is to 
leave a notch below the hori-
zontal entrance to the vertical 
tunnel. This notch will ensure 
thiit no monsters escape. 

Nuneaton Dig-Oug champion, 
Tooba Zaidt, who compiled these 
tips for us, offers some other 
information for top players: most 
rounds that can be displayed are 
99; if you squash all eight mon-
sters a 15,000 point bonus is 
achieved and after the 32nd 
round any successful pattern you 
devise will work for the next 50 
rounds at least. 

Grab your bicycle clips and head 
(or your nearest arcade — Sal-
ly's BMX is heading your way! 
This latest pinball from the Amer-
ican giant is based on the new 
cycling craze, bicycle moto-
cross. 

BMX continues Baliy's return 
to the table that requires quite a 
lot of skill to master it. BMX 
features two levels and colour-
coded targets — like the recently 
released Spectrum. There's also 
a mysterious magnetic device on 
the top level. 

A novel feature of this novel 
machine are the devices which 
save a ball which finds its way 
down the chute. There a iwo 
additional buttons alongside 
those which control the flippers 
and these work two "shields" 
which catch the lost ball and 
send it back into play but you 
can only use them just so often! 

THE VIDEO WIZARDS 
The latest casualty of improving 
arcade scores is Atari's Cen-
tipede. Three players have now 
come forward to reach 999,999 
and I gather that it is possible to 
go well over the clock on this 
machine — and so it seems time 
to close this file down. 

Only one contender for turning 

the clock over at Dig-Dug 
though. Tooba Zaidi, who wrote 
the tips is our highest scorer 
here Tooba also claims top spot 
on the Tempest machine Still 
awaiting scores on: Space 
Dungeon and Robotron. 
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Perhaps it's just the rhythmic 
"plink" of the sonar bouncing 
off the $nemy hull, or maybe 
that tomblike silence which 
adds to the tension between 
depth charge blasts but sub-
marine films always have that 
much more atmosphere than 
any other war movies. 

Sub Hunter lets you par-
take in the thrill of an under-

water naval battle . . . but 
luckily for the claustrophobic, 
your role is acted out above 
the Briny. 

The submarines may be 
running silent and deep but 
your mission is to seek them 
out and blow em up. 

Your helicopter hovers 
above the waves, while the 
enemy uses them to dodge 

and hide from your bombs. 
The submarines are not 

alone though. 
A fleet of destroyers is on 

hand to give covering fire and 
try to blast you out of the sky. 

Points are scored for suc-
cessful bombing of des-
troyers and for the destruc-
tion of the enemy subs. 



10 GOTO 8 8 0 0 
2 0 9 8 REM * * J O Y S T I C K CONTROL * * 

REM * * FOR HELICOPTER • * 
S = S T I C K ( 0 ) 
60SUB 6000 
GOSUB 7 0 0 0 
I F S T R I 6 ( O ) = 0 THEN 5 0 0 0 
I F S= 15 THEN 2 1 0 0 
T = 0 : D = 0 
T = ( S = 5 ) + ( S = 7 ) + < S = 6 ) — ( S = 1 0 ) - ( S = l 1 > - ( S = 9 ) 
D = ( S = 5 ) + <S=9> + < S = 1 3 ) - ( S = 6 ) - ( S = 1 4 ) - ( S = 1 0 ) 
I F T = 0 THEN 2 1 7 0 
I F T=1 THEN 2 1 5 0 
GOTO 2 1 6 0 
X=X+4:POKE 5 3 2 5 1 , X : I F X > = 2 5 0 THEN X = 2 5 0 
GOTO 2 1 7 0 
X=X—3:POKE 5 3 2 5 1 , X : I F X<8 THEN X » 8 
I F D=0 THEN 2 1 0 0 

2 0 9 9 
2100 
2102 
2 1 0 3 
2 1 0 4 
2 1 0 5 
21 10 
2 1 2 0 
2 1 3 0 
2 1 4 0 
2 1 4 2 
2 1 4 5 
2 1 5 0 
2 1 5 5 
2160 
2 1 7 0 
2 1 7 2 
2 1 7 5 
2 1 7 9 
2 1 8 0 
2 1 9 0 
2 1 9 5 
2 1 9 9 
2200 
2 2 1 0 
2220 
4 9 9 9 
5 0 0 0 
5 0 0 5 
5 0 1 0 
5 0 1 5 
5 0 2 0 
OTO 

2 1 7 9 

2 1 0 0 
STEP —1:POKE P M B A S E + 8 9 6 + Y + I , P E E K < P M B A S E + 8 9 5 + Y + 1 ) : N E X T I 

I F D=1 THEN 
GOTO 2 1 9 9 
I F Y = 4 0 THEN 
FOR 1 = 7 TO 0 
Y=Y+1 
GOTO 2 1 0 0 
I P Y=4 THEN 2 1 0 0 
FOR 1 = 0 TO 7s POKE F M B A S E + 8 9 5 + Y + 1 , P E E K ( P M B A S E + 8 9 6 + Y + 1 > : N E X T I 
Y=Y— 1 
GOTO 2 1 0 0 
REM * * H E L I C O P T E R M I S S I L E CONTROL** 
R = Y + 5 : S S = X + 3 : P O K E P M B A S E + 3 8 4 + R , 1 9 2 : P O K E 5 3 2 5 5 , S S 
MSL=MSL-1 :GOSUB 7 8 0 0 
R=R+1 :M=PEEK< 5 3 2 5 1 ) 
GOSUB 6 0 0 0 : G O S U B 7 0 0 0 
I F R > = 9 5 OR S S < 5 OR S S > 2 2 6 OR M=2 OR M=3 OR P E E K < 5 3 2 7 9 ) = 3 THEN GOSUB 7 6 0 0 : G 

2 1 0 5 
5 0 3 0 
5 0 4 0 
5 0 5 0 
5 0 6 0 
5 0 7 0 
5 9 9 9 
6000 
6010 
6020 

6 0 3 0 
6 0 4 0 
6 0 5 0 
6060 
6 0 7 0 
6080 
6100 
61 10 
6 9 9 9 
7 0 0 0 
7 0 1 0 
7 0 1 2 
7 0 1 5 
7 0 2 0 
7 0 3 0 
7 0 4 0 
+ A ) : N E X T 
7 0 5 0 FOR 
7 0 6 0 
7 0 7 0 
7 0 8 0 
7 0 9 0 
7 1 0 0 
7 1 0 5 
7 1 1 0 
7 1 9 9 
7 2 0 0 

POKE P M B A S E + 3 8 3 + R , O : P O K E PMBASE+384 + R , 1 9 2 : SOUND 3 , 5 0 + < Y + R > / 2 , 1 0 , 8 
I F S T I C K ( O ) = 7 THEN S S = S S + 1 : P 0 K E 5 3 2 5 5 , S S 
I F S T I C K < 0 ) = 1 1 THEN S S = S S - 1 : P O K E 5 3 2 5 5 , S S 
POKE 5 3 2 5 5 , S S 
GOTO 5 0 1 0 
REM * * S U B M A R I N E CONTROL** 
E = E + 1 
J = P E E K < 5 3 2 5 9 ) : I F E < 1 THEN E = 0 
I F E > 1 8 5 THEN GOTO 6 1 0 0 

POKE 5 3 2 4 9 , E : I F J = 10 THEN H I T S = H I T S + 1 : G O S U B 7 6 0 0 : GOTO 
K = K + 1 : I F 
RETURN 
FOR A = 2 5 0 
GOSUB 7 8 0 0 
RETURN 
POKE 6 2 3 , 2 : F O R A=1 TO 5 0 : P O K E 7 0 5 , 1 4 : S O U N D 2 , 5 0 , 1 0 , 8 : S O U N D 0 , 7 5 , 1 0 , 8 : N E X T 
SOUND 2 , 0 , 0 , 0 : S Q U N D O , O , 0 , 0 : P 0 K E 7 0 5 , 8 8 : E = 0 : H 0 M E = H 0 M E + 1 : G O S U B 7 8 0 0 : R E T U R N 
REM * *DESTROYER MOVEMENT** 
I F J = 1 2 THEN M = 2 : D S T = D S T + 1 : G O S U B 7 3 5 0 : G O S U B 7 6 0 0 : G O T O 7 0 3 0 
0 = 0 - 1 : I F Q = 0 THEN Q = 1 8 0 

6060 
A:POKE K > » 2 0 - M S L THEN POKE 6 2 3 , 2 : F O R A=1 TO 1 0 : NEXT A:POKE 6 2 3 , 4 : K » 0 

TO 1 0 0 STEP —1:SOUND 0 , 2 0 0 , 8 , A / 1 7 : N E X T A:SOUND 0 , 0 , 0 , 0 : E - 0 

COLOR O:XX = I N T ( R N D < 0 ) * 1 3 0 ) : P L O T X X , 5 9 : C 0 L 0 R 3 : X X = I N T ( R N D ( 0 ) * 1 3 0 > : P L O T X X , 5 9 
GOTO 7 2 0 0 
POKE 5 3 2 5 0 , Q : R E T U R N 
FOR R = 7 1 TO 7 5 
SOUND 0 , 2 2 0 , 1 2 , 6 : F 0 R A=5 TO O STEP - 1 : P 0 K E P M B A S E + 7 6 8 + R + A , P E E K ( P M B A S E + 7 6 7 + R 

A 
CT=1 TO 5 0 : N E X T CT 

NEXT R 
0 = 1 8 0 : P O K E 5 3 2 5 0 , 0 : S O U N D 0 , 0 , 0 , 0 
FOR R = 7 5 TO 7 1 STEP - 1 
FOR A=0 TO 6 : P O K E P M B A S E + 7 6 7 + R + A , P E E K ( P M B A S E + 7 6 8 + R + A ) : N E X T A 
NEXT R 
GOSUB 7 8 0 0 
RETURN 
REM * *DESTROYER M I S S I L E S * * 
I F F I R E = 1 THEN 7 2 4 0 
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ASTOP HERE!J 
ATARI FOR ATARI GAMES ATARI 

AT SPECIAL PRICES 
Apple Panic D/C 24/16K 19.95 Picnic Paranoia D/C 32/16K 22.95 
Choplifter D 48K 22.95 Claim Jumper D/C 32 K 22.95 
Track Attack D 32 K 18.95 Fort Apocalypse D/C 32 K 22.95 
Davids Midnite Magic D 48K 22.95 Reptilian D/C 32K 22.95 
Serpentine D 48K 18.95 Zork I, II & III D 32 K 26.50 
Star Blazer D 32K 20.95 Deadline D 32 K 32.95 
Deadly Secrets D 48K 22.95 Starcross D 32 K 26 50 
Stella Shuttle D/C 32/16K 19.95 Abuse D 40K 12.95 
Genetic Drift D/C 32/16K 19.95 S.A.M. Voice Synth. D 16K 38.95 
Labyrinth D/C 32/16K 19.95 Micropainter K 48K 22.95 
Sea Fox D 48K 19.95 Sands of Egypt D 16K 26.95 
Wizard of Wor D 32 K 22.95 O'Reilleys Mine D/C 16K 22.95 
Deluxe Space Invaders D 16K 22.95 Rosen Brigade D/C 16K 22.95 
Gort D 16K 22.95 Fathoms 40 D 48K 22.95 
Astro chase D/C 24/16K 19.95 Canyon Climber D/C 16K 19.95 
Cosmic Squeeze D/C 24/16K 19.95 Frogger D/C 32/16K 22.50 
Plattermania ROM 8K 27.95 Bandits D 48K 22.50 
Monster Maze ROM 8K 27.95 Twerps D 48K 22.50 
Star Warrior D/C 32K 26.95 Wayout D 48K 22.50 
Sentinel 1 D/C 24/16K 19.95 Beanie Bopper ROM 22.50 
Guardians of the Gorn D/C 24/16K 19.95 Deadly Duck ROM 22.50 
K-Razy Antics ROM 8K 27.50 Tigers in the Snow D/C 48/32K 27.50 
K-Star Patrol ROM 8K 27.50 Cosmic Balance D 48K 27.50 
K-Razy Kritters ROM 8K 27.50 Sea Dragon D/C 24/16K 22.50 
K-Razy Antics ROM 8K 27.50 Stratos D/C 24/16K 22.50 
Firebird ROM 8K 27.50 Space Challenge D/C 24/16K 19.95 
Embargo ROM 8K 27.50 King Arthur's Heir D 32K 19.50 
Ba|a Buggies D/C 24/16K 19.95 32K RAM board 400/800 machines 59.50 
Crypts of the Undead D 32 K 19.50 Fast Chip ROM 27.95 
Escape from Vulcans tsle D 32 K 19.50 Atari 400 keyboard (in-home) 79.95 
Protector II D/C 32 K 22.95 

To: SOFT-DEAL 48 BROADWAY GROVE, 
ST. JOHNS. WORCESTER WE2 5EY S O F T DEAL i 

Please send me the following items: 
1 
2 
3 
4 
5 
6 

Despatch to: 

Name 

Address . . . . 

LF 
) enclose my cheque for £ Add 60p post packing for each item 
Please debil my Access card no 

_ l 
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7 2 1 0 I F Q > 1 5 0 OR GK40 THEN 7 0 2 0 
7 2 2 0 60=RND < 0 > * 1 0 0 : I F GO>95 THEN F I R E = 1 : G 0 T 0 7 2 4 0 
7 2 ^ 0 GOTO 7 0 2 0 
7 2 4 0 I F START=1 THEN 7 2 6 0 
7 2 5 0 S T A R T = 1 : U = Q : V = 6 8 
7 2 6 0 POKE P M B A S E + 3 8 4 + V , 0 
7 2 7 0 I F X>U THEN U=U+RND<0) 
7 2 8 0 I F X<U THEN U = U - 1 - < U - X > / 8 0 
7 2 9 0 V = V - 1 : I F V + 1 0 < Y OR V - 0 OR U = 0 OR U = 2 5 5 THEN GOSUB 7 3 5 0 
7 3 0 0 H I T = P E E K ( 5 3 2 5 8 ) : I F H I T > 0 THEN GOSUB 7350 :GOSUB 7 5 0 0 
7 3 0 5 I F START=0 THEN GOTO 7 0 2 0 
7 3 0 7 SOUND 3 , V , 1 0 , 7 
7 3 1 0 POKE P M B A S E + 3 8 4 + V , 4 8 : P O K E 5 3 2 5 4 , U 
7 3 2 0 GOTO 7 0 2 0 
7 3 4 9 REM **DESTROYER M I S S I L E E N D * * 
7 3 5 0 F I R E = 0 : S T A R T = 0 : P O K E 5 3 2 5 4 , 0 : P O K E PMBASE+384+V,0 :SOUND 3 , 0 , 0 , 0 
7 3 5 5 POKE 7 7 , 0 
7 3 6 0 GOTO 7 0 2 0 
7 4 9 9 REM * *CLEAR H E L I C O P T E R * * 
7 5 0 0 GOSUB 7 6 0 0 : M = 3 
7 5 0 5 FOR A=1 TO 50 :POKE 7 0 7 , 0 : P 0 K E 7 0 7 , 1 4 : S 0 U N D 0 , 2 0 0 , 8 , 1 5 j N E X T A 
7 5 1 0 SOUND 0 , 0 , 0 , 0 : P O K E 7 0 7 , 5 4 : X = 4 5 : P O K E 5 3 2 5 1 , X 
7 5 2 0 M S L = 2 0 : H E L = H E L - 1 : I F HEL=0 THEN GOSUB 7 3 5 0 : G 0 S U B 7 8 0 0 : G O T O 8 0 0 0 
7 5 3 0 GOSUB 7 8 0 0 
7 5 9 9 REM » * HELICOPTER M I S S I L E END * * 
7 6 0 0 SOUND 3 , 0 , 0 , 0 : P O K E 5 3 2 7 8 , 0 : P O K E 5 3 2 5 5 , 0 : P O K E PMBASE+383+R, 0 : R = 9 5 
7 6 2 0 I F MSL=0 THEN 7 5 1 0 
7 6 3 0 RETURN 
7 7 9 9 REM * * P R I N T SCORE** 
7 8 0 0 POKE 7 5 2 , 1 
7 8 1 0 P T S = ( H I T S * 2 5 0 ) - < H 0 M E * 5 0 ) + < D S T * 1 0 0 > 
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AUTOMATA Ltd. ( C ) 
65a Osborne Road 
Portsmouth P05 3LR 
England 

PIMANIA 
THE ADVENTURE GAME THAT'S FOR REAL ! £6,000 PRIZE! 

Will you be the first to locate the Golden Sundial of Pi in t ime and space, and be 
rewarded w i t h the original? Exquisitely crafted by the winner of the De Beers 
D iamond International Award , f rom gold, d iamond and the most precious of the 
earth's riches. 

P I M A N I A - where saxophones turn into hangliders, where music meets madness 
and where the Pi Man rules supreme! He' l l talk w i t h you, he'l l befriend you, he'll 
betray you, he'll even do the H o k e y - K o k e y ! An imated cartoon graphics! Ful l 
musical score! Spectacular colour and sound effects!* Includes free hit single 
"P imania" , w i t h vocals by Clair Sinclive and the Pi-Men! 

I t could take y o u a week to play, it could take you a l i fet ime! P I M A N I A , 
" the best evidence that computer gaming has come of age . . an adventure 
enthusiast's d ream!" (Computer & V ideo Games) 

An investment at £10(48K Spectrum) £8(16K ZX81) 

* MERRY CHRISTMAS 
i this 
C L U f ? 

I M A N I A C 
m 

o x w r IT] 

•W 

f f 



7 8 5 0 ? "SUBS DESTROYED " ; : ? H I T S ; : ? " HELICOPTERS " ; : ? HEL 
7 8 5 5 7 "SUBS HOME " ; : ? HOME?:? " M I S S I L E S " ! : ? MSL 
7B60 7 "DESTROYERS SUNK " 5 : 7 D S T ? : 7 " POINTS " ; : ? PTS 
7 8 7 0 RETURN 
8 0 0 0 RESTORE 
8 0 0 2 POKE 5 3 2 7 7 , 0 : P O K E 5 3 2 4 8 , 0 : P O K E 5 3 2 4 9 , 0 : P O K E 5 3 2 5 0 , 0 : P O K E 5 3 2 5 1 , 0 
8 0 0 5 GRAPHICS 2 + 1 6 
8 0 1 0 ? # 6 ? " " i ? # 6 J " " I ? # 6 ; " THE E N D " : ? # 6 ; " " 
BO15 FOR A=1 TO 2 0 0 : N E X T A:GRAPHICS 2 + 1 6 

DESTROYERS" 
SUBMARINES" 

P O I N T S " 

8 0 2 0 ? #6 ; "YOU SANK " ? s ? # 6 ; D S T : ? # 6 ; " 
8 0 3 0 ? #6 : "YOU BLEW UP " ! : ? # 6 ; H I T S : ? # 6 ; " 
8 0 4 0 ? #6?"AND SCORED " ; : ? # 6 ; P T S : ? # 6 ; " 
8 0 5 0 ? # 6 ; " " 
8 0 6 0 I F P T S < 2 0 0 0 THEN 8 0 7 0 
8 0 6 1 I F P T S < 8 0 0 0 THEN 8 0 8 0 
8 0 6 2 I F P T S < 1 5 0 0 0 THEN 8 0 9 0 
8 0 6 3 ? # 6 ; " p e r f e c t ! ! ! w e l l d o n e " : G O T O B095 
8 0 7 0 ? # 6 ; " p e r h a p s you had t h e j o y s t i c k u p s i d e down":GOTO 8 0 9 5 
8 0 8 0 ? # 6 ; " n o t b a d ! t r y a g a i n " : G O T O 8 0 9 5 
8 0 9 0 ? # 6 ; " v e r y g o o d " 
8 0 9 5 ? # 6 ! " P R E S S START TO PLAY AGAIN" 
8 1 0 0 I F P E E K < 5 3 2 7 9 > < > 6 THEN 8 1 0 0 
8 1 1 0 GOTO 10 
8 8 0 0 GRAPHICS 2 + 1 6 : P O S I T I O N 0 . 4 : ? # 6 ; " s u b m a r i n e h u n t e r " : P O S I T I O N 0 , 6 : 7 # 6 ; " 
BY HUGH DENHOLM" 
8 8 1 0 P O S I T I O N 0 , l O i ? # 6 ; " p r e s s s t a r t t o b e g i n " 
8 8 5 0 I F PEEK ( 5 3 2 7 9 ) 0 6 THEN 8 8 5 0 
8 9 0 0 REM * * E S T A B L I S H BACKGROUND** 
8 9 0 1 REM * * A N D P L A Y E R S * * 
8 9 0 5 GRAPHICS 7 
8 9 1 0 COLOR 1:SETCOLOR O , O , 1 5 : S E T C O L O R 4 , 9 , 1 0 
8 9 2 0 PLOT 3 5 , 1 0 : D R A W T O 3 8 , 1 0 : P L O T 3 3 , 1 1 : D R A W T 0 4 0 , 1 1 : P L O T 3 2 , 1 2 : D R A W T O 4 2 , 1 2 
8 9 3 0 PLOT 3 0 , 1 3 : D R A W T O 4 3 , 1 3 : P L 0 T 2 9 , 1 4 : D R A W T 0 4 5 , 1 4 : P L 0 T 2 7 , 1 5 : D R A W T 0 4 8 . 1 5 
8 9 3 5 PLOT 2 8 , 1 6 : D R A W T O 4 7 , 1 6 : P L O T 2 9 , 1 7 : D R A W T O 4 5 , 1 7 : P L O T 3 1 , 1 8 : D R A W T O 4 4 , 1 8 
8 9 4 0 PLOT 3 3 , 1 9 : D R A W T O 4 2 , 1 9 : P L O T 3 4 , 2 0 : D R A W T O 4 1 , 2 0 : P L O T 3 6 , 2 1 : D R A W T O 4 0 , 2 1 
8 9 4 5 PLOT 9 7 , 2 : D R A W T O 1 0 1 , 2 : P L O T 9 5 , 3 : D R A W T O 1 0 2 , 3 : P L O T 9 3 . 4 : D R A W T O 1 0 3 , 4 : P L O T 9 
2 ,5 :DRAWTO 1 0 4 , 5 
8 9 5 0 PLOT 9 1 , 6 : D R A W T O 1 0 7 , 6 : P L 0 T 90 ,7 :DRAWTO 1 1 1 , 7 : P L O T 9 0 , 8 : D R A W T 0 1 1 3 , 8 : P L O T 8 
9 .9 :DRAWTO 1 1 4 , 9 
8 9 6 0 PLOT 9 0 , 1 0 : D R A W T O 1 1 5 , 1 0 : P L O T 9 0 , 1 1 : D R A W T O 1 1 5 , 1 1 : P L 0 T 9 1 , 1 2 : D R A W T O 1 1 4 , 1 2 : 
PLOT 9 2 , 1 3 : D R A W T O 1 1 3 , 1 3 
8 9 7 0 PLOT 9 3 , 1 4 : D R A W T O 1 1 2 , 1 4 : P L O T 9 3 , 1 5 : D R A W T O 1 1 1 , 1 5 : P L O T 9 5 , 1 6 : D R A W T O 1 0 9 , 1 6 : 
PLOT 9 7 , 1 7 : D R A W T O 1 0 7 , 1 7 
8 9 7 5 PLOT 7 2 , 2 0 : D R A W T O 7 5 , 2 0 : P L O T 7 0 , 2 1 : D R A W T O 7 6 , 2 1 : P L O T 6 8 , 2 2 : D R A W T O 7 8 , 2 2 : P L 0 
T 6 7 , 2 3 : D R A W T O 7 9 , 2 3 
8 9 8 0 PLOT 6 8 , 2 4 : D R A W T O 7 8 , 2 4 : P L O T 6 9 , 2 5 : D R A W T O 7 6 , 2 5 : P L O T 7 1 , 2 6 : D R A W T O 7 5 , 2 6 : P L 0 
T 7 2 , 2 7 : D R A W T O 7 4 , 2 7 
9 0 1 0 COLOR 3:SETCOLOR 2 , 8 , 4 
9 0 2 0 FOR Y = 6 0 TO 7 9 : P L O T 0 ,Y:DRAWTO 1 5 9 , Y : N E X T Y 
9 0 3 0 FOR CT=1 TO 8 0 : X X = I N T < R N D < 0 > * 1 6 0 > : P L O T X X , 5 9 : N E X T CT 
9 0 3 5 COLOR 2:SETCOLOR 1 , 1 2 , 1 0 : F O R YY=58 TO 7 0 : P L O T 130 ,YY:DRAWTO 1 5 9 , Y Y : N E X T YY 
9 0 3 7 FOR YY=71 TO 7 9 : P L O T 157 ,YY:DRAWTO 1 5 9 , Y Y : N E X T YY:PLOT 0 , 7 9 : D R A W T O 1 5 9 , 7 9 
9 0 4 0 YY=57 :FOR X X « 1 3 0 TO 1 5 9 : L = R N D ( 0 ) * 2 : Y Y « = Y Y - L : P L O T XX,57:DRAWTO X X , Y Y : N E X T XX 
9 0 4 2 H E L = 3 : M S L = 2 0 : H I T S = 0 : H 0 M E = 0 : D S T = 0 
9 0 4 5 POKE 7 5 2 , 1 : ? : ? "PLEASE WAIT WHILE I BUILD YOUR":? " HELICOPTER" 
9 0 5 0 POKE 6 2 3 , 4 
9 0 5 5 POKE 5 5 9 , 4 6 : P O K E 7 0 7 , 5 2 
9 0 6 0 X = 4 7 : Y = 5 : E = 0 : Q » 1 8 0 
9 0 7 0 A » P E E K < 1 0 6 ) - 2 4 : P O K E 5 4 2 7 9 , A : P M B A S E = 2 5 6 * A 
9 0 8 0 FOR B=PMBASE+384 TO PMBASE+1024:POKE B , 0 : N E X T B:POKE 5 3 2 7 7 , 3 
9 0 9 0 FOR B=PMBASE+896+Y TO PMBASE+902+Y:READ A:POKE B , A : N E X T B 
9 1 0 0 DATA 1 2 7 , 8 , 1 9 0 , 2 5 1 , 6 2 , 3 6 , 1 2 6 
9 1 1 0 POKE 5 3 2 5 1 , X 
9 1 2 0 FOR B=PMBASE+730 TO PMBASE+734:READ A:POKE B , A : N E X T B 
9 1 3 0 DATA B , 8 , 1 2 6 , 1 2 7 , 6 2 
9 1 4 0 POKE 5 3 2 5 7 , 1 : P O K E 7 0 5 , 8 B : P 0 K E 5 3 2 4 9 , E 
9 1 5 0 FOR B=PMBASE+839 TO PMBASE+843:READ A:POKE B , A : N E X T B 
9 1 6 0 DATA 1 6 , 5 8 , 2 5 5 , 1 2 7 , 6 2 
9 1 7 0 POKE 5 3 2 5 8 , 1 : P O K E 5 3 2 4 8 , 0 : P O K E 7 0 6 , 2 
9 1 7 5 GOSUB 7 8 0 0 
9 1 8 0 GOTO 2 1 0 0 
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Some nasty alien dam-
busters are out to knock a 
big hole in your local 
dam and only you can 
stop theml The alien 
ships — code named Nib-
blers — can only be stop-
ped by a well placed 
bomb from your fighter. 
If you miss the Nibbler 
will blast a bit out of the 
dam, weakening it. This 
is a game for one player 
adapted from Paul Jay's 
prizewinning program 
which won him the Com-

puter and Video Games 
Program of the Year com-
petition 

The Nibbler appears on 
the right hand side of the 
screen and moves across 
towards the dam. To stop 
the Nibbler and launch 
your sh ip y o u hit the 
space bar. W h e n you are 
directly above the nasty 
alien you press the space 
bar aga in to bomb. 

If the c o m p u t e r has 
b e e n e x p a n d e d and so 
has extra m e m o r y y o u 

could use the user-defin-
able graphics cababi l i ty 
of the Vic to improve the 
game. If so then the fol-
lowing routine should be 
added at the end of the 
p r o g r a m , a n d l ine 3 
changed to: 
3 P R I N T CHR$(14> : 
GOSUB 1000 
1000 FOR I = 0 TO 1024 
1010 POKE 5 1 2 0 + I, 

PEEK (32768 + )}: 
NEXT I 

1020 FOR I = 0 TO 1024: 
READ A 

1030 IF A = 1 THEN 1070 
1040 POKE 6144 + I, A: 

NEXT 
1050 DATA 56, 124, 230, 

3, 3, 230, 124, 56 
1060 D A T A 24, 60, 102, 

231, 166, 24, 35, 68 
1070 POKE 36869, 253: 

POKE 36866, PEEK 
(36866) OR 128 

1080 RETURN 
If the above program is 
used then the pokes and 
p e e k s w i l l h a v e to be 
changed — 60 to 128 and 
62 to 129. 



i 
I 

l 
2 
3 
4 
5 
6 
7 
8 
9 
1 0 
1 5 
2 0 
2 5 
2 7 
3 0 
3 5 
4 6 
5 6 
6 5 
6 3 
6 9 
7 8 
3 0 
3 0 
1 0 0 
1 1 0 
1 2 0 
1 3 0 
1 3 1 
1-10 
1 5 0 
1 5 1 
1 5 5 
1 5 6 
1 5 9 
1 6 5 
1 7 0 
1 8 0 
1 3 5 
1 9 0 
200 
210 
2 2 0 
2 3 0 
2 3 5 
2 4 0 
2 5 0 
268 
261 
262 
2 6 3 
2 6 4 
2 7 0 
280 
2 9 0 

REMCONCRT 
P R I N T : 0 = - 3 2 
P R I N T C H R * < 1 4 > 
P 0 K E 3 6 8 7 9 , 2 3 7 : P 0 K E 3 6 8 7 8 , 1 5 RUNS ON AN UNEXPANDED VIC-20 
F O R N = 7 6 S 0 T O 7 7 0 1 : P O K E M . 2 2 4 : N E X T 
F O R M - 7 7 0 2 T O 8 1 6 4 S T E P 2 2 : P 0 K E M , 2 2 4 : P O K E M + 2 1 , 2 2 4 : N E X f 
F 0 R M = 8 1 6 4 T 0 8 1 8 5 : P O K E M , 2 2 4 i NEXT 
F 0 R B = 1 T 0 5 
P O K E 3 6 8 7 5 . 2 0 0 t P O K E 3 6 8 7 6 , 0 

FGRL=1TO500sNEXT 
P R I N T " JWBlBlgtt lMtfl 'WBlBaiMH 
P R I N T ' S " 
P R I N T " I " 
P R I N T " I " 
P R I N T " L " 
P R I N T " - " 
P R I N T " - " 
PR INT 
P R I N T " • • • • • H i l l 
NEXT 
P 0 K E 3 6 3 7 9 , , 2 5 : P 0 K E 3 6 8 7 6 , 8 
P R I N T " 3 t HE OBJECT OF THE GRME" 
P R I N T " I S TO H I T IHE / I B B L E R S " 
P R I N T " B E F O R E 1HEV D E S T R O V " s P R I N T 

P R I N T " T H E P R M . " : P R I N T 
P R I N T " ( H E CONTROLS R R E : " : P R I N T 
P R I N T " * P R C E TO STOP . / I B B L E R " : P R I N T 

ADAPTED FROM C&VG's 

PROGRAM OF THE YEAR 
; s F O R P - l T O 2 0 0 : N E X T 

: F O R P = 1 T O 2 0 0 : N E X T 
: F O R P = 1 T O 2 0 0 : N E X T 
: F O R P = 1 T O 2 0 0 : N E X T 
: P 0 K E 3 6 8 7 6 , 2 0 0 : P O K E 3 6 8 7 5 , 0 : F O R P * 1 T O 2 0 0 s N E X T 
: F O R P = 1 T O 2 0 8 r NEXT 
: F O R P » 1 T O 2 0 0 : NEXT 
: F O R P = 1 T O 2 8 0 s N E X T 

: F O R P = I T O 2 0 8 : N E X T 

: P R I N T " A N D LHUNCH VOUR S H I P , " : P R I N T 
P R I N T " A N D SPRCE R G R I N 1 0 " s P R I N T : P R I N T " D R O P 
P R I N T " M I S S VOU LOSE R P O I N T . " i P R I N T 
P R I N T " I I T R KEV TO C O N T I N U E " 
GE TR* : I FR$— " " THEN 1 5 0 
P 0 K E 3 6 8 7 9 , 1 9 1 
P R I N T " 
F O R M - 8 1 6 4 T 0 8 1 8 5 :POKEM , 2 2 4 sPOKEM 1 - 3 0 7 2 0 , 5 s N E X I 
REM* * * *.+:*+ 4 44 4 * * 4 * ^CONSTRUCT OHM* 
V = 1 2 s P 0 K E 3 6 3 7 8 , 1 5 

F O R B = 7 7 2 4 T 0 8 1 6 4 S T E P 2 2 
P O K E 3 6 8 7 7 . 2 2 0 : F 0 R X ^ 1 T 0 5 : N E X T : P O K E 3 6 8 7 7 , 0 
P O K E f l + B , 2 2 4 s P O K E R + B ^ 0 7 2 0 , 6 
NEXTB 
R « f i + 1 i I F f l < 2 T H E N 1 8 0 
FORH=0TO1 
F O R B = 7 7 2 6 T O © 1 6 7 S T E P 2 2 
P 0 K E 3 6 8 7 7 , 2 2 0 : F O R X = 1 T 0 5 : N E X T s P 0 K E 3 6 8 7 7 , 0 
POKEFI+ B , 1 0 2 :POKER+ B <-30720 , 0 
NEXTB 
NEXTfi 
PRINT"SJSCORE" ?S 
T I $ = " 0 0 8 8 0 0 " 
P R I N T " a w m m i i H I o n " O 
R E M 4 * * * # * + * 4 * * + * + * * + * * N I B B L E R + 4 : * 4 
R = I N T < R N D < 1 > * 1 9 > + 1 : D - 7 7 4 4 : B * = " " : F = 0 
F ORP-1TOR s 0 * 0 + 2 2 s NEXT 
I F P E E K C D > 0 1 0 2 T H E N R = 0 : G O T O 3 8 0 

,'OUR BOMB. -,F VOU 

* * * + 4 . 4 * 4 : 4 * 4 . 4 4 4 4 

* + : * * * 4 4 4 * 4 4 4 4 4 * 



* SUPER QUALITY SOFTWARE FROM LLAMASOFTU * 
(DESIGNER — JEFF MINTER) J JOYSTICK CONTROL 

VIC 20 
ABDUCTOR D £ 3 J 
A classic new space game1 ZAP the swirling alien homes betore they ram you — and 
abduct your humanoids1 Survive the assault lor long enough and you U get an extra stage on 
your spaceship with double firepower' Awesome unexpended Vic Action 

GRIDRUNNER CUSS J 
Fmaity, true arcade quality on the unexpended VIC' Shoot down the segmented DROIDS 
invading the grid Beware ol the pods and tappers' The awsome speed, sound and 
graphics gnts you the best blast available lor unexpended Vic 

ANDES ATTACK (8K, REPLACES DEFENDA) EEB3 J 
Your spacecraft mutt attack ma descending aliens and frustrate their evil intent Fly your 
Ramjet fighter over the Andes mountain range and protect your llamas from kidnap by 
hostile UFOS Features 5 Kinds oi UFO. controls include up. down, reverse, fee. thrust and 
smart bomb Entirely m machine code Requires 8K expansion and joystick £8.00 • 50p 
PAP 
TRAXX M C (8K + EXPANSION) J 
The* is VIC 20 cross bread between the now tamed Packman and me game Qua'. AH m 
machine code, tasl and fun with joystick controls, uses Hi-Res colour graphics 8K or larger 
expansion needed Only £6.00 - SOp PAP complete with Instructions. 

RATMAN! (8K EXPANSION) 
Another amumg game from Liamasort" You are the man under attack by the deadly rats as 
they fail horn me sky You must dodge the arrows to get to the rats and then squash them 
with your hammer before they dig under the platform on which you stand, and mutate into 
dews. Fast action with great graphics to make an extremely addictive game 8K or larger 
memory expansion needed Hi-Res colour graphics, in machine code Only £5.00 - SOp 
PAP complete with instructions. 

BREAKOUT DEFLEX 
Unexpended package a fun feature verson ol the popular arcade Breakout plus a new 
concept m computer games, Deflex" Both programs on one cassette only £3.95. 

BLITZKRIEG 
As seen at the Commodore show and reviewed by the Daily Telegraph Fly your Vulcan 
Bomber over the enemy city and destroy the buttings 25 level* of play, uses Hi-Res colour 
graphes and plays Rule Britannia between waves Only £4.95 complete with instruc-
tions. 

GAME GRAPHICS EDITOR 
Create your very own custom characters tor the unexpanded VIC 20. up to 64 characters 
w<th facilities such as reflect and save on cassette etc. 

SPECTRUM 
GRAPHICS CREATOR (16K) 
Not just another character editor' Allows you to define not only the 21 user definable 
characters. Also allows you to change the entire 96 character ASCII set Creates BYTES 
hies ready lor you to load into your own programs. Includes advanced Reflect Invert. F«td 
commands etc Complete with fun documentation Bin the BIN stalement and use Graphics 
Creator with 4s easy on screen cursor editing £2.95 + 50p PAP 
BOMBER (16K) 
Yes, a full leature version ol the popular game Bktr , supplied tor the 16K or 48K Spectrum 
For only £2 95 + M p PAP 
ROX III (16K) 
Blast the falling meteors as they invade your planet, cruise missiles are your only detence m 
thts world ot disaster It they break through the crust of your planet then your life support 
systems witl fail An addictive game with fast action and great graphics 16K or 48K 
Spectrum only £2 95 • SOp PAP. 
SUPERDEFLEX <48K) 
Bounce Sid', the apace invader, around the screen mo the power pods, keeping away of 
course from the devil who chases you around the screen. Steer with your Deftex shields, but 
boware the mines ot you may be boned alive1 Superb graphics and tantastc sound on me 
48K spectrum only Only £4.95 on cassette - SOp PAP 

ATARI 400-800 
TURBOFLEX 
Superb ultra-last and lotafty new ball game Uses ATARI s unique features to Ihe tut. 
Incorporates superb colour sound effects and uses Player Missile graphics Tables lop 10 
scores along with Scorer's name £6.00 - SOp PAP. 

GRAPHICS CHARACTER CREATOR 
Now you can define your own custom character sets, or edit exts"rig sets Results are fully 
displayed on screen in modes 0. t 2 Special features include reflect, invert, save character 
sets etc Supplied on cassette with data sheet only £6.00 * 50p PAP. 

ZX81 
CENTIPEDE (16K) 
the ORIGINAL game from the ORIGINAL author 
.This is the identical program to that being sold by 
other companies for three t>mes our price. The 
game has received ecstatic reviews m the comput 
>ng press Piogram has 30 speed levels and ever 
increasing Cenbpede hordes Tables top 10 
scores and names Why wait to pay more'' Only 
£1.95 * SOp PAP 

Please add 50p P&P wi th all orders 

LLAMASOFT 
SOFTWARE 

0«pt CVS 
I ! Mourn Pleasaat. 
T*«*y. Hanti 
RG26 68H 
Tel. 07356-4471 
Trade taqatrlfi 
wtkome 

And now for the big picture. 
TRADER A trilogy of 16K programmes that 

combine to give an epic 48K graphic adventure. As a 
galactic trader, you deal with some very bizarre 
customers indeed. Will you live to tell the tale? ZX8I 
£10.50 VIC20 £ 18 50 (tape or disc). 

SUBSPACE STRIKER Our top selling, big 
screen graphic game. With your deadly Antimat 
torpedoes, you unleash havoc in the Federation 
spacelanes and try to dive back to the safety of 
subspace, fast. ZX8I £5.50 VIC20E9 50. 16K 

S T A R Q U E S T A voyage of discovery and 
adventure in the cosmos. With the help of your 
onboard computer, you seek a habitable planet amidst 
the perils of deep space. ZX8I E5.50.VIC20 £9 50. I6K. 

ENCOUNTER Would you know what to do if 
you encountered extra-terrestial beings? In this 
adventure, you are snatched off the Earth and the 
space invaders play YOUIZX81 E5.50.VIC20 £9.50. I6K 

Z O R Battle of the robots. Fight for survival in this 
action-packed strategy game. Megajoules of destructive 
energy in a futuristic duel ZX8I £5 50, VIC20 £9 50 I6K 

PIXEL POWER At last it is easy to create your 
own custom characters on the 8K plus expanded 
VIC20. A graphics workshop packed with useful 
features like Create, Amend, Save, View Set. £9.50 
Refreshes the pixels that other programmes can't reach. 
|See Pixel Power in action in Trader and Subspace Striker) 

HARVESTER Reap your reward in the 
Boosterspice fields around the planet Delta A cut-
throat strategy game for 2 to 4 players for the 
unexpanded VIC20. £4.50. 

BRAINSTORM The telepathic emissions of the 
friendly Psions can wreck a human brain. Can you get 
our three space explorers across a river of nasty goo 
without blowing their minds. Unexpanded VIC20. £4.50 

GUITARPIX 1 FortheVIC20owner who wants 
to pray the guitar. The first of a series that shows how 
to tune the guitar and demonstrates some elementary 
chords Unexpanded VIC20. £4.50. 
Send SAE 
for more details. PIXEL 

Pixel Productions 39 Ripley Gdn». London SU /H 8HF 
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I F P E E K C D - 1 > = 2 2 4 T H E N 5 9 0 
P 0 K E 3 6 8 7 8 , 1 5 : P 0 K E 3 6 8 6 4 , 1 1 : P 0 K E 3 6 8 7 ? , 2 5 0 : F 0 R M = 1 T O 4 0 : N E X T : P 0 K E 3 6 8 7 7 , 0 : P O K E D , 3 

P 0 K E 3 6 8 6 4 , 1 2 : G O T O 2 7 0 
P O K E D , 6 0 : P O K E D + 3 0 7 2 O , 0 
1 F B $ = " " T H E N 4 0 0 
G E T B « t I F B * » " " T H E N 4 3 0 
D = D - 1 
P O K E 3 6 8 7 8 . 1 5 : P 0 K E 3 6 8 7 6 , 1 4 9 : F O R M * 1 T O 2 0 : N E X T : P 0 K E 3 6 8 7 6 , 0 
F O R M = 1 T 0 2 6 1 NEXT 
P O K E D + 1 , 3 2 I O O T O 2 9 0 

F O R D = 7 7 0 2 T O 7 7 2 3 
P O K E B , 6 2 : P O K E D > 3 0 7 2 0 , 0 
P 0 K E 3 6 8 7 8 , 1 5 : P 0 K E 3 6 8 7 6 , 2 2 0 : F O R P - 1 T 0 5 : N E X T F : P O K E 3 6 8 7 6 , 0 
G E T C $ : I F C $ = " " T H E N 4 9 8 
F O R P - 1 T O 2 0 : H E X T P 
P O K E B , 3 2 ( N E X T D 
GOTO380 
P E N * * * * * * * * * * * * * * * * * * * B O M B * * * * * * # 
L = 2 0 0 
rORC=-B * 2 2 T 0 B + 4 8 4 3 T E P 2 2 
I F B C 7 7 0 6 T 1 I E N 5 3 0 
P O K E 3 6 8 7 8 , 5 : L ~ L ~ 1 t P 0 K E 3 6 8 7 6 , U 
P O K E C , 4 6 S P 0 K E C + 3 0 7 2 0 , 0 
1FPEEK < X + 2 2 > = 6 0 T N E N S « S + 1 : GOT 0 5 5 0 
R—O 
I F P E E I ' < C+ 4 4 > *=224 Tl I E N P Q K E 3 6 8 7 6 , 0 : POI EC , 3 2 : R= 1 l S « S - l 1 0 0 1 0 5 5 0 
F O R P - 1 T O 3 0 : N E X T : P O K E C , 3 2 
N E X T 
P O K E D . 3 2 sGOTO380 
P 0 K E 3 6 8 7 6 , 0 a POKEC 1-22 . 3 2 : POKEC . 3 2 
P R I N T " t3i C O R E " S 
P 0 K E 3 6 8 7 7 , 2 2 0 
r O R W = 1 5 T O 0 S T E P 1 
P 0 K E 3 6 8 7 0 , W 
I F R = 1 T H E N P 0 K E 3 6 8 6 5 , 3 7 
F 0 R E = 1 T O 3 0 : N E X T E : 1 F R = 1 T l 1E1 I P O K E 3 6 8 6 5 , 3 9 
F O R E - 1 T O 3 0 s N E X T E , U 
P 0 K E 3 6 8 7 7 , 0 : I F R - 1 T H E N P 0 K E 3 6 8 6 5 , 3 8 
F 0 R M = B T 0 7 7 2 3 
P 0 K E M , 6 2 :POKEM h 3 8 7 2 0 , 0 : P 0 K E 3 6 8 7 8 , 1 5 : P 0 K E 3 6 8 7 6 , 2 2 8 si ORW= 11 0 5 sNEXT I P 0 K E 3 6 8 . ' , 

F O R H = l l 0 4 0 :NEXT : P 0 K E f 1 . 3 2 
NEXT 
I F R - 1 1 H E N P 0 K E 3 6 8 6 5 . 3 8 : G 0 T 0 2 9 0 
G 0 T 0 2 7 9 
F O R Z = 0 T t U i P O K E D + Z , 2 2 4 : P Q K E D + Z + 3 0 7 2 0 , 6 : N E X T : P R I N T C H R $ < 1 4 2 > :POKED+. - J 2 3 : P O K E D 

3 8 0 
3 8 0 
3 8 5 
3 9 0 
4 0 0 
4 0 5 
4 1 0 
4 2 0 
4 2 4 
430 
4 4 8 
4 4 5 
4 5 0 
4 7 0 
4 8 0 
4 8 1 
4 8 4 
4 9 0 
4 9 1 
4 9 5 
4 9 6 
5 0 8 
5 0 5 
5 1 © 
5 1 2 
5 2 0 
5 3 0 
5 4 0 
5 5 0 
5 5 1 
5 5 2 
5 5 3 
5 5 4 
5 6 5 
5 6 6 
5 6 7 
5 6 8 
5 6 9 
5 7 0 
O 
5 7 1 
5 7 5 
5 7 8 
5 8 8 
5 9 0 
+ 3 0 7 2 2 , 6 
5 9 4 P 0 K E 3 6 8 7 8 , 4 : P O K E 3 6 8 7 7 , 1 8 0 
5 9 5 FORZ=D-t 24 T 0 8 1 6 9 S T E P 2 2 : P 0 K E Z , 2 2 4 t P O K E Z + 3 0 7 2 0 , 6 ( N E X T 
5 9 9 F 0 R Z = 8 1 8 5 T 0 D S T E P - 1 
6 0 0 P 0 K E Z , 2 2 4 : P O K E Z + 3 0 7 2 0 , 6 
6 1 0 N E X T 
6 2 0 P R I N T C H R * ( 1 4 > ; " 8HK9SHP9AMI H E OHM H A S D E E M " : P R I N T 
6 3 0 F R I N I " D E S T R O Y E D R N D I T S D L L " B P R I N I 
6 4 © P R I N T " | f c l l l V O U R Ft l U L T I ! I " » P R I N T 
* 44 U = - I H r < - : T 1 » 0 . 5 > , ' 0 • 
6 4 5 P P I N T " I M I P U L H 3 T E D " U " | | S l i C S " : P R 11 IT 
6 4 6 P R l N T " i e i l p N D S C O R E D " S : P R I N I : P R I N T 
6 4 7 I F S > O T H E N Q » S 
6 5 0 P R I N T " | f c | * N O T I I E R G O < V / H > ? " : P P 1 I I T " ® 
6 5 5 P O K E 3 6 8 7 7 , 0 
6 6 0 G E T D * 
6 7 8 I F D $ « " V " T H E N P R I N T " s S « 0 i O O T O 7 0 
6 3 0 I F D $ < > " N " T H E N 6 6 0 
7 0 0 P R I N T " J " 
7 1 8 P R I N T C N R * < 1 4 2 > : P O K E 6 5 8 , 0 
7 2 0 E N D 
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10 REM DRAGON'S TEETH BY C. GORDON 
20 GOSUB 230 
30 BX = BX+ (JOYSTK (0) <20 AND BX>0) — (JOYSTK(0)>40) AND BX<27): 

PRINTS 416 + BX, BS; :RETURN 
40 GOSUB 30 
50 TP=BP+BD: IF TP >1503 THEN 120 ELSE IF PEEK (TP)^128 THEN POKE BP. 

128 :POKE TP. 131: BP= TP: GOSUB 30: GOTO 40 
60 GOSUB 30 
70 IF PEEK (TP) = 245 THEN BD=BD ^2: GOTO 40 
80 IF PEEK (TP)-140 THEN BD=-324 <BD=31) — (BD-33): IF SC MX 60 THEN 

MX = SC: GOSUB 330 :GOTO 40 ELSE GOTO 40 
90 IF PEEK(TP)>143 AND PEEK(TP) 230 THEN POKE TP,128:SC-SC 

-f1:PRINT^489,"";:PRINT USING "####";SC;:SOUND 
160,1 :BD - 32 (ABS(BD)=31)+(ABS(BD) = 33):GOT040 

100 IF PEEK(TP)=255 THEN BD=(-BD)+2*(BD<-32)-2*{BD>^32):GOTO 40 
110 IF PEEK(TP)=250 THEN BD-BD-2:GOTO 40 
120 SOUND 3, 10:POKE BP,128:BL=BL-1:IF BL=0 THEN 270 ELSE 

PRINTS 509,"";:PRINT USING"#";BL; 
130 PRINTS 416,STRINGS(32,128); 
140 GOTO 180 
150 CLSO:CLEAR200:PRINT(«O.STRING$(32,255);:FOR 1 = 0 TO 448 STEP 32: 

P RI NT(« I. C H RS(245);: PR I NT(« I + 31, CH R S( 2 50);: N E XT I 
160 GOSUB 330 
170 SC=0:BL=5 
180 BP = 1217+RND(10):BD = 33 
190 PRINTS 483, "SCORE";:PRINTr« 503,"BALLS";:PRINTiV/509," ";:PRINT 

USING"#";BL; 
200 B$ = CHR$(128)+STRINGS{3,140) + CHR$(128):BX=10:PRINT(a 416 + BX.BS; 
210 GOSUB 30:IF(PEEK(65280)AND 1)>0 THEN 210 
220 GOTO 40 
230 CLS:PRINTf» 6,"DRAGON'S TEETH":?:?"YOU ARE CONFRONTED BY A 

HORRIBLE DRAGON AND YOU ARE ONLY EQUIPPED WITH A BAT AND FIVE 
BALLS. ":PRINT "YOU WILL HAVE TO KNOCK OUT MOST OF ITS TEETH TO 
SURVIVE" 

240 PRINT:PRINT"HIT ANY KEY TO START" 
250 IF INKEY$="*THEN 250 
260 GOT0150 
270 CLS 
280 PRINT USING 'YOUR FINAL SCORE IS####";SC 
290 F = 0:PRINT(« 448, "WANT ANOTHER GAME ?" 
300 ZS = INKEY$:IF ZS^"" THEN 300 
310 IF Z$-"N" AND F=0 THEN PRINTC" 416,"DOES 

ANYONE ELSE ":F=1:GOTO 300 ELSE IF ZS-"N"| 
THEN CLS:END 

320 GOTO 150 
330 FOR 1-65 TO 161 STEP 32:PRINT STRINGS(30, 

(143+0-1)/2));:NEXT t:RETURN 
340 END 

BY COLIN GORDON 
RUNS ON A DRAGON IN 32K 

I 
R. 

DRAGONS TOT 
If you thought fighting dragons was all about knights in armour, giant 
broadswords and maidens in distress you've got another think coming! 
All you really need to vanquish one of these fire-breathing reptiles is a 
table-tennis bat and five tennis-balls. Yes, really! And you don t even 
have to be John McEnroe to do it! 

You are confronted by a particularly nasty looking dragon with a set of 
razor sharp teeth that make Jaws look like Albert Steptoe. All you have 
to do to survive is knock out the dragon's teeth using the bat and balls. 
Easy huh! This is breakout with a difference — it bites back! Only brave 
dentists need apply ... 

Jj.-J y j j 
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i n c z l a i r -
ZX Spectrum JOYSTIX! 

JOYSTIX S H O W N NOT INCLUDED 

2 earth shattering ^ 
games at fantastic prices W 

INTERCEPTOR 

SOFTWARE 

FROM I N T E R C E P T O R 
• y ^ l C R O S 

At last, the ultimate in ZX 
add ons has arrived. The 
unique board has been design 
ed to take Atari* type or 
Commodore * type joystix 
The board will take two joy-
sticks+ which are software 
programable using the in 
statement on your Spectrum. 
Just add a few simple lines 
to your programs for true 
arcade action. Supplied with 
full instructions and demon-
stration cassette for only 

£18-95 

TRADE ENQUIRIES WELCOME 
FOREIGN DISTRIBUTORS REQUIRED 

FROG 
VIC 20 U n p p m M 

PUCKMAN 

VIC RESCUE 

SPACE BUGS - MACHINE CODE 
Can you defend your planet (ram an alien irnrat>on The Marauding buy are m m m in lor the lull. 
So kaap on your low. lOyttn or keyboard. C4 00 
GALAXZIONS — MACHINE CODE 
Ihil (ft It)* mott Mnvrg alien y»ma nvrr twn on IM Vie 20 Galaitnon* ftwerm*ng in attack formation 
lo destroy you' pierwt Tha n«*r*«t program to th* real arcad* game for ihe unexpended Vic 
20 a 00 

FROG 
An *m*r-ng wftton ol lio^n in lha wnenpamiad Vie 20 With divmg lurti** and plant* or •**«!** to 
run you dctwv Fair action and high ratolution graphic*. Joytlo o< keyboard control f« 00 
A L K N ATTACK — MACHINE C O M 
you v t under attack from an onmama l o r n Thi» program haft various way* for you to battla ag*.n*i 
giving an antra terminal aapaiienc* for any advaMuroui human being [ 6 0 0 

v i e BOMBE R 
An emremely fact action Bom bar gam* for lha Vic 20. With high rno'uoon colour graphic* flanan 
th* anamy City b*for« >tt too late O 00 
P U C K M A N MACH INE CODE 
Th» old favourlit bach again Joytln or keyboard control Eaat action H.gh revolution colour graphic* 
yi th* une*pan<J*d Vic 20 £6 00 
SPACE TRAVEL MACHINE CODE 
lf> your way throû I th* myriad of invading aliant to Birviy* Keyboard or IOVIIIK control*, HÎ I 'at 
otution colour graphic* £500 
VIC RESCUE - MACHINE C00E 
Your hanci I* undo attack by a fourth dimcmion and your only neap* n by lunar pod to lh* molh*> 
ihip Hwmn you mutt lirtt dodge your way through th* Anroid ball and onto tha landing pad bator* 
returning home Keyboard or Joyitu control, high rnolution colour graphei ( i 00 

VIC TO 3 k E.panxon 
GOLF 
Can you gri a Bi'M, ol how't your Handicap coming along' A raal time IB holt go" court* pull you lo 
th* L*TI On* er two player* choice of dubs, wth KOT* TH**i Set you at <h* tSth (4 99 

INTERCEPTOR 
1 ^ I C R O ' S 

LINDON HOUSE, THE GREEN, 
TADLEY, HANTS. 

DECEMBER 18th 
NEW HORTICULTURAL HAU.L0ND0NSW1. 

STAR S N A K E 
A novel game* .riea 
voortett 11 99 

SPECTRUM 16k or 

manoeuvre the mak* around tha tcraan to aat tha nan bur watch it or you may aar 

ATARI 400 800 '« k 
WOR OH ANGER 
A nighly educational hangman gam* with vocabulary and J player or play agaimt ihe computer option 

rsoo 

URGENTLY REQUIRED 
Software and hardware projects for all micro computers. If you 
have writ ten a program or designed an add-on then we will pay 
top cash or the highest royalties. So send in a demo now to: 
Interceptor Micro's, Lindon House, The Green, Tadley, Hants. 

a '•gitt«'«o trade mark of Atari inc. "if a registered trade mark of Commodore Business Machines 

' i n r e g i s t e r e d t r a d e m a r k o f S i n c l a i r R e s e a r c h L t d . 

Mr Mr* Mm . i . , , , 
Address 

Quantity Item 
Item 
Price Total 

Jovstm board (Spectrum) [18 96 
Ctala>M>ns VIC 70 CI 00 
Space Bug* Vk 70 €4 00 
Frog VIC 20 f t 00 
A' en An... a VIC ?0 F6 00 
Bomber Vic 20 £3 00 
Puckman Vic 20 £6.00 
Space travel Vtc 20 lb 00 
Vic Rescue Vic 20 f5 00 
Goll 13k E up) Vc 20 14 99 
Star Snake Spectrum CI 99 
Wordhanger Atari C&.00 
Postage & packing CO so £0.50 
C»WJ... TOTAL: c 

_ . . Interceptor Micro'*, Lindon HOUM, Send order to: 
The Green. Tadiev, Hants 



Ealista Computers Ltd. 

ATARI 
119 JOHN BRIGHT STREET 

BIRMINGHAM 
021-632 6458 ATARI 

ATARI 400 with Basic 
language 249.95 
without Basic language 
£199.95 

ATARI 800 
with Basic language 16K 
£399.95 

ATARI 810 
Disc Drive with DOS 
£299.95 

ATARI 410 
Cassette Recorder 
£49.99 

ATARI 400 48K 
INC BASIC £299.99 
+ £10 p & p 

ATARI 800 
with Basic language 48K 
£479.95 

UPGRADES 
for ATARI 400 
32K £75.00 48K £99.95 

850 
Interface Module 
£135.00 

GAMES 
ASTEROIDS ROM £29 95 
BASKETBALL ROM £24 50 
MISSILE COMMAND ROM £29 95 
PAC MAN ROM £29 95 
SPACE INVAOERS ROM £29 95 
SUPER BREAKOUT ROM £24 50 
CENTIPEDE ROM £29 99 
SUBMARINE COMMANDER ROM £34 99 
JUMBO JET PILOT ROM £34 99 
SOCCER ROM £29 99 
KICKBACK ROM £29 99 
MOUNTAIN SHOOT 16k (c) £12.50 
DEFLECTIONS 16k (c) £1250 
ANGLE WORMS 16k <c) £1250 
LUNAR LANDER 24k (c) £1250 
REARGUARD 16k (c) £16 50 
REARGUARD 32k Id) £16.50 
JAW BREAKER 16k (cord) £23 95 
FROGGER (cord) £31 50 
PROTECTOR 32k (c or d) £25.50 
CHICKEN 16k (cord) £25 50 
DOOGE RACER 16k (cord) £25 50 
KRAZY SHOOTOUT ROM £29 95 
SHOOTING GALLERY 16k (c) £16 75 
RACE IN SPACE 16k tci £16 75 
GHOST HUNTER 16k (c) £1995 
GHOST HUNTER 32k (d) £19 95 
ALIEN SWARM 16k (c) £21 95 
ALIEN SWARM 32k <d> £25 50 
HOTFOOT 16k (c) £7 50 
GALACTIC CHASE 16k (c) £1595 
GALACTIC CHASE 32k (d) £20 25 
AIR STRIKE 16k (c) £1995 
AIR STRIKE 32k (d) £19 95 
SHAMUS 16k (c) or 32k (d) £25 50 
NAUTILUS 32k (c or dl £25 50 
CLOWNS & BALLOONS 16k (cord) £21 80 
TUMBLE BUGS 24k (d) £21 80 
TRACK ATTACK 32k (d) £21 80 
PACIFIC COAST HIGHWAY 16k (C) Of 32k (d) £21 80 
CANYON CLIMBER 16k (c) or 32k Id) £21 80 
CHOPLIFTER 48* (d) £25 50 
PREPPIE 16k (c) or 32k (d) £19 95 
APPLE PANIC 32k (d) £21 BO 
SLIME 24k (c) £25 50 
SNOOKER & BILLIARDS 16k (c) £1999 
DARTS 16k (e) £10 99 
GHOST ENCOUNTERS 16k (c) or 32k (d) £19 95 
FIGUREFUN 16k (C) £1499 
COMPUTE 4 and REVERSI 16k (C) £14 99 
OWARI & BULL & COW 16k <c) £14 99 
EASTERN FRONT 16k <e) £24.50 
SPACE GAMES 16k (e) £16 95 
BUG OFF 16k (C) £1950 
BUG OFF 24k (d) £19 50 
COMBAT 24k (c) £38 50 
COMBAT 24k (d) £38 50 
ELIMINATOR 16k (c) £1950 
ELIMINATOR 32k (d) £19 50 
STRATOS 16k (c) £26 95 
STRATOS 32k (d) £26 95 
SEA DRAGON 16k (c) £26 95 
SEA DRAGON 32k (d) £26 95 
TUTTI FRUTTl 16k (C) £1950 

TUTTI FRUTTl 32k (d| £19.50 
WAR 32k (d) £1950 
CHOPPER RESCUE 32k (d) £29 50 
HELLCAT ACE 32k (d) £29 50 
FLOYD OF THE JUNGLE 32V id) £29.50 
BATTLE TREK 32k (d) £22.50 
THE GRANITE PCHNT GHOST 48k (d) £36 80 
THE DISAPPEARING DOLPHIN 46k id| £36 80 
STORY MACHINE 40k (d> £28.60 
FACEMAKER 48k (d) £28.60 
CHRISTMAS SAMPLER 48k (d) £24 50 
ASTRO CHASE 32k (C) £26 50 
ASTRO CHASE 32k (d) £26.50 
SKIING 16k (c) £19 95 
TT RACER 16k (c) £19.95 

ADVENTURE GAMES 
ADVENTURE LAND 24k (C) £1650 
PIRATE ADVENTURE 24k (c) £16.50 
MISSION IMPOSSIBLE 24k (e) £16.50 
VOODOO CASTLE 24k (c) £1650 
THE COUNT 24k (C) £16 50 
STRANGE ODYSSEY 24k (c) £1650 
MYSTERY FUN HOUSE 24k (C) £16.50 
PYRAMID OF DOOM 24k (e) £1650 
GHOST TOWN 24k ICI £16.50 
SAVAGE ISLAN0 PART 1 24k (Cj £16 50 
SAVAGE ISLAND PART II 24k (Cj £1650 
GOLDEN VOYAGE 24k (c) £1650 
ZORK 1 32k (d) £30 95 
ZORK II 32k (d) £30 95 
DEADLINE 32k Id) £39 50 
BOMB HUNTER 16k (c) £17 95 
CAVES OF DEATH 32k (c) £19.95 
ADVENTURE HINTS £ 5 95 

GAMES SOFTWARE 
COMPUTER CHESS ROM £24 50 
VIDEO EASEL ROM £24 50 
STAR FLITE 32k (C) £16 50 
STAR FLITE 40* Id) £20.25 
SUNDAY GOLF 16* lc) £12.50 
GALACTIC TRADER 32k (C) £16 50 
GALACTIC EMPIRE 32k (O £16.50 
MISSION ASTEROID 40k (d) £22 25 
WI2ARO 6 PRINCESS 40k Id) £29.50 
ULYSSES A THE GOLDEN FLEECE 40k (d> £31 95 
CROSSFIRE 32k (d) £23.95 
MOUSATTACK 32k (d) £3150 
THRESHOLD 40k (d) £31 95 
ACTION QUEST 16k <c)Of 32K Id) £19.50 
ANALOG ADVENTURER 32k (d) £18.99 
CRYPTS OF TERROR 16k (c) £2195 
CRYPTS OF TERROR 32h (d) £25 50 
CRUSH. CRUMBLE. CHOMP 32k (c) £22.45 
RICOCHET 16k (c) £14 95 
STAR WARRIOR 32h (C) £29 95 
TEMPLE OF APSHAI 32k (c) £29 95 
UPPER REACHES OF APSHAl 32k (cI £14 95 
RESCUE AT RIGEL 32k <c) £22 45 
INVASION ORION 24k (c) CIS 75 
DATESTONES OF RYN 32k |C) £14 95 
MURDER AT AWESOME HALL 16k (c) £12 95 
TOURNAMENT 6 BALL POOL 16k (C) £19 50 

DARTS 16k (cl £1950 
CRIBBAGE 4 DOMINOES 16k (cl £1950 
BRITISH JIGSAW PUZZLES 18k (d £19 50 
EUROPEAN JIGSAW PUZZLES 16k (CJ £19 50 
NURSERY RHYMES 1 18k (Cl £19 50 
NURSERY RHYMES II 16k (c) £1950 

ACCESSORIES 
16k RAM (800) £40.00 
16k RAM BOARD (600) £65 00 
32k RAM PACK (800) £115 00 
32k UPGRADE 14001 £89 95 
DOS2MASTER DISKETTE £21 95 

BOOKS AND MANUALS 
OERA ATARI £18.00 
MASTER MEMORY MAP £4 95 

GENERAL SOFTWARE 
WORD PROCESSOR £99 95 
INVITATION TO PROGRAMMING 1 £1595 
INVITATION TO PROGRAMMING 3 £22 95 
CONVERSATIONAL FRENCH £39 95 
CONVE RSATIONAL GE RMAN £39 95 
CONVERSATIONAL ITALIAN £39 95 
CONVERSATIONAL SPANISH £39 95 
MINI WORD PROCESSOR 32k (c) £9 95 
KIDS 1 16k (c) £9 95 
KIDS II 16k let £9 95 
BOBS BUSINESS 16k (c) £995 
GRAPHICS MACHINE (d) £13 SO 
PLAYER PtANO 18k (e) £9 95 
MICROPAINTER 48k (d) £25 50 
GRAPHIC MASTER 48k (d) £29 10 
GRAPHIC GENERATOR 32k i d ! £1820 
S A M 32k (d) £43.70 
ABUSE 48k (d) £1450 
HOME FINANCIAL MANAGEMENT 16k (d £1999 
MICROSOFT BASIC 48k (d) £59 99 

TUTORIALS 
DISPLAY LISTS 16k (C) £1395 
HORIZONTAL & VERTICAL 

SCROLLING 16k (c) £1395 
PAGE FLIPPING 16k (c) £1395 
BASICS OF ANIMATION 18k (c) £1395 
PLAYER MISSILE GRAPHICS 32k (c) £1995 
SOUNDS 16k (c) £1395 
DISK UTILITIES 32k Id) £1995 

BUSINESS AND UTILITIES 
CCA DATA MANAGEMENT (d) £10100 
TEXT WIZARD (d) £99 95 
3-D SUPERGRAPHiCS 40k 1C or d l £39 99 
K-OOS £5395 
MACRO ASSEMBLER 40k IC) £51 50 

40k id) £55 50 
MACHINE LANGUARE MONITOR 16k (C) £25 95 

(d) £30 95 
MONKEY WRENCH (800 ONLY) ROM £51 50 
MEMORY TEST 16k (c) £7 95 
BASIC ROUTINES 16k (c) £1950 
BASIC ROUTINES 24* (dl £1950 
C.R.I S 32k (dl £171 20 
DISKEY 32k Id) £38 50 

Calisto Computers Ltd. 
Deapatch to 

N a m e 

To CALISTO COMPUTERS LTD. 119 JOHN BRIGHT STREET, BIRMINGHAM 
PLEASE ACCEPT MY ORDER FOR THE FOLLOWING PROGRAMS:-
1 : 
2 
3 
4 
5. 
Cheque No For t enclosed. 
P i ^ c ® rfoh.t r r a H i . a r r e t s V I < ? A u n SPECIALISTS IN MICROCOMPUTERS AND SOFTWARE Please debit my credit card ACCESSVISA No

 1 J Q H N B R ) G H T S T
R E E T BIRMINGHAM B1 tBfc 

Phone orders w e l c o m e o n 021-632 6456 Signed Telephone 0 2 1 6 3 2 6456 

Addreas 

44 COMPUTER & VIDEO GAMES 



V; 
f 

' \ 

'J y 

•11. 

V 

)) 

RUNS ON AN ACORN ATOM IN 3K BY STEPHEN MAYFROIDT 

BULLION SNATCH 
Psssst! Want to get a gold 
record? A criminal one that 
is. No it's not a Bucks Fizz 
number, stupid! I'm talking 
about real gold bars. All you 
have to do is find your way 
around a maze, pick up five 
gold bars and deposit them 
in a safe. Nothing to it. Well, 
there could be a few minor 

problems. Like the guards 
who roam the maze. They 
can be a bit nasty at times — 
lethal in fact. But only if you 
get on the wrong side of 
them. The safe is also 
guarded by two sentries. But 
that shouldn't put you off — 
just think of all that gold! 

Scoring is as follows: 

100 points are awarded for 
picking a gold bar up. 

200 points are awarded for 
placing it in the safe. 

500 bonus points + l extra 
live are awarded for pick-
ing up and depositing the 
five gold bars in the safe 
separately. 
Once all the gold bars 

have been removed off the 
screen, "A" should be press-
ed — a new level of skill will 
be prepared, and your score 
and number of lives will be 
displayed. 

The controls are — IT to 
move up, 'N1 to move down, 
V to move left, 'J1 to move 
right. 

6 D IMZZ50 ;M»0 ;0=£800 ; t 

7 W = 0 ; L » 3 i R - 3 | O 5 0 i f J » 3 S } l M 0 

13 7.=£a0:»l ; X=0 

14 7.7.2 =£80F5 ;F . A t ^ r o l O ; Z Z A « Z Z 2 * A j N . 

15 F .A=11T025;ZZA=/-0 ' JU2;N. ;F".A='20TO'H>;/./-A=£80E t+A-20;N. 

17 ZZ0-£81BE (K»-32 ;ZZ1-£81DA ;G3-1 

19 I F R > 5 0 R = 50 

2 0 IF I J=1500 U=2000 

21 W=W+U;IFU=."000 L=L + 1 
22 P .S*12 ' "SCORE " W " " L I V E S *'L 

23 F . A =110100 ; WAIT ;N . 

24 U«0 
00 G. f t 

90 P . * 1 2 

100 F . A = 1 T O C ; B = A . R . 3 5 1 0 + 1 ; B 7 £ 8 0 0 0 = £ F F ; N . 

110 F.A=£BOOO TO £ E O l E ; ? A « £ F F ; N . [ F . A = £ 8 0 1 F TO £ 8 1 F F S . 32 ; 

? a = £ F F ; N . 

111 F .A=£81DE TO X 8 1 F F ; ; N . 

112 F.A =£8000 TO £81DE S . 3 2 ; 7A=£FF ;N . 

119 F . A n 1 T 0 5 ; 8 = * . R . r » 5 1 0 + l ;B7 £UOOO* l l 5 ; N . 

120 ?£81DB»127 

131 A=0 

ZOO L INK RRO 

210 T=Z 
215 I F ? Z o 4 2 C . b 

220 I F ? £ 8 0 * 5 3 2=7.-32 
230 I F ? £80=4 f t ZaZ+32 

2 4 0 I F ? £ 8 0 » 4 0 7, =7.-I 

2 V J IF ? £HO=42 / . » / * 1 

255 IF7/.BO- J3 AND 0 = 3 5 ; R = H + 5 j G . 1 3 

260 I F 7 z = 4 ^ O . b 

270 I F7Ze £FF OR{7Z = 127 AND ) O R ( Z < £ 8 0 0 0 0 R / > £ 8 1 F F ) j Z = T 

2 8 0 I F7Z = 115 G . c 

2 8 5 I F Q* £A3 AND 7Z»127 ;Q = 3S ; P.S!7; 7Z=127 jZt=£818E ;U>(J+200 

2 9 0 ?T«32 ;7Z=Q 

295 IFW=0 G,z 

2 9 6 IFM-1 R . 

JOO G . 2 0 0 

380zF .Y=2TOR 

4 0 0 A =A8S RNDT^l +1 ; I FA = 1 X » - 3 2 

401 I F A * 2 X = 32 

402 I FA=3 X » - l 

4 0 3 IFA=4 X*1 

405 7ZZY-32 

tfOO I F ( ? ( Z Z Y + X ) s £ F F ) O R ( 7 { Z Z Y + X ) « 1 2 7 ) G . 4 1 0 

407 IF (ZZY+X>£8000)AND(ZZY+X<£81FF )Z/Y*i iZY+X • 

4 1 0 VZZY=42 

416 M « 1 ; G O S . 2 0 0 

418 N . 

419 M - 0 ; F . A » 1 T 0 2 

4 2 0 7ZZO*32 ; 7ZZ1>32 ;ZZ0*ZZ0+O ;ZZ1*ZZ1 »H 

4 30 TZZO*42 i r £ Z lm42 

440 I F { Z Z 1 - £ 8 1 5 A ) 0 R ( Z Z 1 M £ 8 1 0 A ) ; H « H * - 1 ; G C * - 1 

445 N . 

450 G . 2 0 0 

7 0 0 b L » L - l ; F . A » 1 T O 8 0 ; ( 0 = 7 0 : 4 ; N . ; I F L O G . 2 9 0 

710 P . 0 1 2 * ;F.A»1T01<>; P . # 7 * . " y o u ' r e d e a d ! 1 1 1 1 J I I 1 1 1 1 1 1 " ; N . 

715 I FUn l SOO U=2000 

716 W«W*U 

720 P . 1 SCORE " W f E . 

8 00cQ=£A3 ;U=U+100 ;G . 290 

1OOOaDIM R R 1 , W W 3 , P - 1 ; P . * 2 1 

1010 ( { IRRO JSH £F I J7 l ;STY £ 8 0 ; R T S ; ) 

1 0 2 0 P . 2 6 ; G . 9 0 

r 
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T i i r i t i H 

BY DAVID HEA1EY 
Somewhere in the Mountains of the Moon there lies an ancient Aztec temple. Inside this 
crumbling ruin there is a treasure so strange, so valuable and so cunningly hidden that 

bounty hunters from all over the world have been lured to take up the challenge to 
discover it. 

But so far none have managed to unearth the treasure from its ancient resting place. 
They have all fallen victim to the Curse of the Aztec Tomb. There are many 

unmentionable dangers for the would-be treasure hunter to overcome once he steps into 
the musty depths of the tomb and the only clue to the treasure's hiding place is a curious 

4 - S 
5 0 
5 5 
60 
6 5 

7 5 
S O 
9 0 

100 
£ 8 0 
£ 8 5 
£ 9 0 
3 0 0 
3 0 3 
3 0 5 
3 3 3 

3 0 
3 5 0 
3 6 0 

00 
3 7 0 

0 
5 0 0 

2000 
2010 
202© 
3 0 0 O 
3 0 0 5 
3 0 1 0 
3 0 1 5 
3 0 1 7 
3 0 1 8 
3 2 0 0 
3 2 1 0 
3 2 2 0 
3 2 3 0 
3 2 3 5 
3 2 3 6 
3 2 3 7 
3 2 3 8 
3 2 4 - 0 
3 2 4 . 5 
3 2 5 0 
3 2 6 0 
3 2 7 0 
3 2 8 0 
3 2 9 0 
3 2 9 5 
3 3 0 0 
3 5 0 0 
3 5 1 0 
3 5 2 0 
3 5 3 0 
3 5 5 0 
3 5 5 - 5 
00 
3 5 6 0 
0 

G O T O 9 5 0 0 
L E T X - 2 3 
L E T H = 1 
L E T Y - 2 , 8 
L E T G = Q 
L E T 5 = 1 0 0 0 
L E T H I = 0 
L E T U = 0 
G O S U B 9 0 0 0 
G O S U B 2 0 0 0 
P R I N T R T R - l . . C - l ; " •• 
I F ft = £ 1 T H E N G O S U B 2 0 0 0 
P R I N T A T R . C ; " 0 " 
L E T 
L E T P = f t - » 1 
L E T C = C + 1 
I F ft = Y R N D C=X T H E N G O T O 9 3 

P R I N T flT Y X " *" + "* 
I F J . M K J E Y j e = " J " T H E N P D 5 1 1 B 

I F I N K E Y * = " 0 " T H E N G O T O 3 2 0 

G O T O 2 7 0 
L E T R = 3 
L E T C = 1 3 
R E T U R N 
L E T H:=N: - 1 
L E T 5 = 5 - 1 - 1 0 0 
L E T V = Y - 1 
P R I N T R T " 
I F Y = 2 T H E N G O T O 3 5 0 0 

R E T U R N 
P R I N T R T Y , X ; " " 
L E T 5 - 2 0 © 
L E T Y a Y - 3 
P R I N T RT Y , X ; " " 
I F C = X - 1 T H E N G O T O 3 2 4 - 0 
P R I N T R T Y . X ; " " 
L E T Y = Y + 2 
G O T O 2 4 . 0 
P R I N T R T R - l . C - 1 ; " " 
F O R G = 1 T O 3 
P R O T . o . q . - •* 
L E T R = R •+ 1 
L E T C = C + 1 
P R I N T R T R , C ; " 0 " 
N E X T & 
P R I N T R T ft .. C ; " " 
G O T O 3 2 3 6 
L E T X = 1 2 
L E T Y = 2 
L E T S = S - t 3 0 0 
P R I N T R T Y , X ; " + " 
I F X = 4 - T H E N G O T O 3 5 6 0 
I F I N K E Y « - " 0 " T H E N GQSVB AG 

I F I W ^ E V t - " 1 " T - M E N Q-QTQ 

I F X = 1 0 R N D Y = 2 T H E N G O T O 

X = 7 R N D Y = 2 T H E N G O T O 

Y = 2 T H E N G O T O 

3 5 7 0 
200 
3 5 8 0 I F 

4 - 2 0 0 
3 5 8 5 L E T S = S - 2 5 
3 5 9 © I F X = 5 R N D 

4 - 2 0 0 
3 5 9 5 I F X > 1 2 T H E N L E T X = 1 2 
3 6 0 0 I F X = 3 T H E N G O T O 4 - 4 . O 0 
3 6 2 0 G O T O 
3 7 0 0 P R I N T R T Y , X ; "* " 

L E T X = X - 1 
L E T 5 = 5 + 1 0 0 
P R I N T R T Y , X j ** + " 
I F X - 9 T H E N G O T O 3 5 6 0 
G O T O 3 5 7 0 
L E T Y = Y — 1 
P R I N T R T Y + I . . X ; " " 
P R I N T ftT Y , X ; " + " 
L E T Y - Y - i 
L E T X = X - 1 
P R I N T R T Y + l . X + l ; " " 
P R I N T R T Y , X ; " + " 
L E T Y = Y + 1 
L E T X = X — 1 
P R I N T R T Y - 1 ^ X + 1 J " " 
L E T Y = Y + 1 

PfT y , 
L E T 5 = 5 - 7 5 
G O T O 3 5 7 0 
F O R Z-1 TO 3 
P R I N T R T Y , X ; " " 
L E T Y - Y + 1 
P R I N T R T Y , X , : " t " 

4 . 2 4 - 0 N E X T Z 
4 - 2 5 0 P R I N T R T Y , X ; " j * " 

G O T O 9 3 5 0 
L E T S = S + 3 0 0 
L E T T S = S - 1 0 
I F I N T ( R N D # 1 0 ) = 1 T H E N 

3 7 1 0 
3 7 2 0 
3 7 3 0 
3 7 3 5 
3 7 4 - 0 
4 0 0 0 
4 - 0 1 0 
4 0 2 0 
4 - 0 3 0 
4 - 0 4 - 0 
4 0 5 0 
4 0 6 0 
4 . 0 7 0 
4 - 0 6 0 
4 - 0 9 0 
4 - 1 0 0 
4 - 1 1 0 P R I N T 
4 1 2 © R R 3 N T 
4 - 1 3 0 
4 . 1 4 . 0 
4 2 0 0 
4 . 2 1 0 
4 2 2 0 
4 . 2 3 0 

I N T C R N D * 1 0 ) = 2 T H E N 

4 - 2 6 0 
4 - 4 - 0 0 
4 - 5 0 0 
4 - 5 0 7 

5 0 0 0 
4 - 5 1 0 I F 

5 3 0 0 
4 - 5 2 0 I F I N K E Y $ s " 0 " T H E N G O T O 

5 5 0 0 
5 0 0 0 I F U = 1 T H E N G O T O 4 - 5 0 0 
5 0 1 0 L E T U = 1 
5 0 1 5 L E T H = 0 
5 0 2 0 P R I N T R T 9 , 3 ; " " ; R T 1 0 

" " ; R T 1 1 , 3 ; " " 
5 0 2 1 P R I N T R T 9 . 1 ; " » , , ; R T 1 0 

5 0 2 4 - P R I N T R T 9 , 1 ; " " ; « T 1 0 
j 1 ; " " : ftT 1 1 . 2 , " " 
5 0 5 0 P R I N T R T 9 , C ; " » , * ; « T 1 0 
^ l i " ; R T 1 1 . 2 ; " V 
5 0 7 5 P R I N T R T 9 , 0 , " " ; f t T 1 0 

G O T O 

G O T O 



Aztec symbol — which looks strangely like a modern dollar sign. But you'll have to 
struggle to even find that . . . 

This is an adventure game based almost entirely on graphics and you have to explore the 
scene presented to you on the screen. The only controls you have are the 4 V key which is 
the walk command and the 7?' key which can be used to make your explorer, represented 

by a plus sign, jump over any obstacles. 
You start the game at the base of the mountain and the entrance to the tomb is on the far 

side. Once you are at the base of the mountain there is no turtting back . . . 
' ; BT 1 1 . ~ ~ 
P R I N T RT I © , © ; " ; RT 1 1 

, l ; " 1 

5 0 3 0 
1- » • 

5 0 8 5 P R I N T R T 
RT 
5 0 9 0 P R I N T AT 
5 1 0 0 GOTO <4500 
5 3 0 0 I F U = 0 T H E N GOTO 4 -500 
5 3 1 0 L E T U = 0 
5 3 1 5 L E T M - l 

5 3 2 0 P R I N T R T 1 2 , 0 ; " 
1 0 , 0 , ; " • " ; RT " 

GOOD o 
F 

G R I E F > UHO 

S U P E R H R N . 

O F F T H E 

SOME P E O 

R Z T E C T 

P R I N T 

P R I N T 

RT 

RT 1 0 , 0 . ; " " ; RT 1 1 , 1 . ; " 

9 / 0 ; *• m";f*T 1 0 , 1 ;  %*mm 

R T " ; R T 1 0 > 1 ; " 

1 0 , 1 ; " " 

"v- f lCT A- ; " 

" i R T 1 0 , 1 . : " 

5 3 3 0 P R I N T R T 
' ; R T 1 1 , 3 ; " V " 
"34-0 P R I N T 
" • p y l l , 2 i 
5 3 5 0 P R I N T RT 
* ".; RT 1 1 , 2 ; " % 
5 3 5 5 P R I N T .RT 

" . RT 11 . 2; " " 
5 3 6 0 P R I N T RT 9 , 0 ; " 
" RT 1 1 . 2 ; * * " 

P R I N T R T I " / A T 
11.. 3 ; "1 " 
I F M = 1 fiW? M l = l T-MSN 

; RT 
5 3 7 5 I F M = i -RND W l = l T-MSN S-GJT 
5 4 - 0 
5 3 8 0 GOTO 4 -500 

L E T M l = 1 
P R I N T RT Y , X ; " " 
L E T S = S + 1 0 0 
L E T Y - Y - 1 
PR I N T RT Y » X ; " • " 
I F M = 1 T H E N GOTO 554 .0 
I F I N T < R N D * 3 ) = 1 T H E N GOTO 

5 

S 5 0 0 
5 5 0 5 
5 5 10 
552© 
5 5 3 0 
5 5 3 1 
5532 
3000 
5540 
5 5 5 0 

L E T Y =Y — 1 
L E T X = X - 1 

5 5 6 0 P R I N T -RT V - l l j K H l j " " 
5 5 7 0 P R I N T RT Y . X ; " + " 
5 5 6 0 L E T Y = Y + 1 
5 5 9 0 L E T , V = X - 1 
5 6 0 0 P R I N T RT Y - l . X + 1 ; " " 
5 6 1 0 P R I N T RT Y , X ; " + " 
5 6 2 0 FOR K = 1 T P 2C-
5 6 3 0 P R I N T R T Y , K ; " " 
564-0 L E T Y = Y + 1 
5 6 5 0 P R I N T R T Y , X ; " * " 
5 6 6 0 I F Y = 1 1 RND U = 1 T H E N 

5 6 7 0 N E X T K 
5 6 7 6 L E T 5 = 6 - 7 5 0 
5 6 3 0 P R I N T RT 1 8 , 0 , " , 
5 6 6 5 P R I N T RT 1 9 , 0 ; 
5 6 9 0 FOR J = 1 T O 5 0 
5 5 9 5 N E X T -J 
5 6 9 8 I F G = 1 T H E N GOTO 6 8 5 0 

GOTO 6 

+ 

5 6 9 7 C L 6 
5 7 0 0 P R I N T " 
O Y O U T H I N K " 
5 7 1 0 P R I N T " Y O U O R E , 
RNCY D O I N G " 
5 7 2 0 P R I N T " R SUf lN D I U E 
TOP OF R " 
5 7 3 0 P R I N T " C L I F F . UHRT 
° L E U I L L D O " 
574.0 P R I N T " F O R R B I T OF 
R E R S U R E . " 
5 7 5 0 PR TLKiT 
5 7 6 0 P R I N T " Y O U S C O R E D " ; S 
5 7 7 0 P R I N T " P R E S S N / L T O R E - S T R R 
T " 
5 7 8 0 I F I -NK£Y " " T H E N G O T O 575M-
5 7 8 5 C L S 
5 7 9 0 GOTO 5 0 
6 0 0 0 I F I N T ( R N D * 3 > = 2 T H E N GOTO 
5 7 0 0 
6 0 3 0 L E T 5 = 5 - 1 5 
5 0 5 0 I F X>J5 T H E N L E T X 
6 0 5 5 I F X = 4 RND I N T I RND * 5 ) = 2 T H 
EN GOTO 7 2 0 0 
6 0 5 7 I F X = 8 T H E N GOTO 7 8 0 0 
6 0 6 0 I F I N K E Y $ = " 1 " T H E N GOTO 6 3 0 
0 
6 0 7 0 I F I N K E Y * = " 0 " T H E N GOTO 6 9 0 
0 
6 1 1 0 G O T O 
6 3 0 0 L E T X - y . + 1 
6 3 1 0 P R I N T RT Y , X - 1 ; " " 
6 3 2 0 P R I N T RT Y , X , " + " 
6 3 2 5 L E T 5 = 5 + 1 0 0 
6 3 3 0 GOTO 6 0 5 0 
6 7 0 0 L E T Y 1 = 1 2 
6 7 1 0 L E T X i = C 
5 7 2 0 P R I N T RT Y l - 1 , " _ 
7 2 2 0 ® P R I N T RT 9 , 3 ; " M " 
7 2 3 0 GOSUB 7 3 0 0 
724 -0 P R I N T RT 1 0 , 3 ; 
7 2 5 0 GOSUB 7 3 0 0 
7 2 6 0 P R I N T RT 1 0 . 3 ; " 
7 2 7 0 GOSUB 7 3 0 0 
7 2 8 0 P R I N T R T 1 1 , 3 ; " 
7 2 9 0 GOSUB 7 3 0 0 
7 2 9 5 P R I N T RT 1 1 , 3 ; " 
7 2 9 7 GOTO 7 3 5 0 
7 3 0 0 REM 
7 3 1 0 R E T U R N 
7 3 2 0 L E T S = 3 - 3 0 0 ^ 
7 3 5 0 C L S *-J 

R T 5 I E P O F N - " R N ^ T E R E S T I N G F E 

s 3 T S E P " E U E R " 2 T E C R R C H I T E C T ^ * ^ g 0 e P R I N T " L I T T L E C E I L I N G S T H R T 

7 3 9 0 P R I N T 
OP O F " 

• T H E M S E L U E S DOUN ON 



OUT NOW-
Software for your 
BBC Computer 
Make the most of your BBC Microcomputer with 
this exciting new range of BBC software packs. 
Featuring colour, sound, movement and superb 
graphics, they cover a wide range of applications 

from painting, drawing and home finance to 
sophisticated video games. Two of the packs 
include programs demonstrated in The Computer 
Programme on BBC tv. 
Each of these high-quality software packages 
contains a pre-recorded program cassette and a 
comprehensive handbook. 

H o m e Finance • Early Learning 
Fun Games • G a m e s of S t r a t e g y 

Paint ing • D r a w i n g • M u s i c 
The C o m p u t e r P r o g r a m m e Programs Vol . 1 
The C o m p u t e r P r o g r a m m e Programs Vol . 2 

Price £10.00 (inc. VAT) each 

ON SALE 
WHERE YOU 
SEE THIS 
SIGN 

THE REAL 
SOFTWARE FOR 
YOUR BBC 
COMPUTER 

Published by British Broadcasting Corporation 

DOUBLE AGENT £12.95 
(3 D M/C Graphics Adventure. With sound) 

Your mission is to steal the secret plans. As a master 
of disguise you must choose one very carefully 
before entering the enemy H.Q. Don't rush, don't 
dawdle, for either will raise suspicion. If challenged 
you may be able to bluff, flee or fight. You may also 
be taken to the cells where your disguise will help, 
won't it? 

BUY THE TWO PROGRAMMES 

DOUBLE AGENT ft 
EXTERMINATOR 

for £19.95 
[and get a FREE copy of MOONBASE RESCUE value C5.96I 

This oflet Valid until 31st January. 1983 

THE EXTERMINATOR 
(Fast action M/C arcade style game) 

£7.95 

Stage 1 
...Kill the birds. Your ship has 8 directions of fire. 
Remember they like their eggs. They have a helper.. 
. watch out! 

Stage 2 
. . .Now the birds have gone, it will be easy. All you do 
is pick them off the ground and return them to the 
'Safe area' for elimination. Wait . . . what was that. 
Look out'!! It's two robo....AGGGGGH 

ALGRAY SOFTWARE 
Please put me on your mailing list. 

Name 

Address 

Town/City 

Machine Memory 

Signed 

Disks 

'J 4 LGRAY Q O 

/All 
FRKEPOST ATGRAY 
Algra> House, 33 Bradbury Street. 
Karnsley, South Yorkshire. .......... o o o o o o 8 
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" E S P E C I f t L L Y UHEN THEY 

"Y f iRDS AWAY FROM T H E 
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•••X-S 
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Mi 

74-00 P R I N T 
RERS" 
74 1® P R I N T 

RRE ONLY" 
7 4 2 0 P R I N T 
F R B U L O U 5 " 
7 4 3 0 P R I N T 
ER TOMB. " 
7 4 4 0 P R I N T 
74-50 P R I N T "YOU SCORED 
7 4 5 5 P R I N T 
74-60 P R I N T " P R E S S N / L TO R E - S T R R 
T " 
7 4 7 0 I F I N K E Y $ = " M T H E N GOTO 7 4 7 © 
7 4 7 5 CLS 
74*30 GOTO 5 0 
7 3 0 O P R I N T RT 9 , 8 ; " $ " 
7 8 0 5 LET £>=0 
7 3 1 0 I F D = 6 THEN GOTO 7 9 8 5 
7 8 1 5 I F I N K E Y * =" 8 " THEN GOTO 7 8 5 
0 
7 8 2 0 GOTO 7 8 1 0 
7 8 5 0 I F I N T f R N D * 8 ) = 4 THEN GOTO 
7 9 0 0 

v-J 7 8 5 5 L E T 0 = D + I 
7 8 5 7 L E T S = S - 5 0 
7 3 8 0 L E T Y =Y - 1 
7 3 8 5 P R I N T RT Y + 1 , X ; " + " 
7 8 7 0 L E T Y = Y + 1 
7 3 7 5 P R I N T RT Y - 1 , X ; * * + " 
7SQ0 GOTO 7 3 1 0 
7 9 0 0 LET Y = Y - 2 
7 9 1 0 P R I N T RT Y + 2 , X ; " + " 
7 9 2 0 L E T Y = Y + 2 
7 9 3 0 P R I N T RT Y - 2 „ X : " 
+ 5 " 
7 9 3 5 P R I N T RT 0 . 0 ; ' *CONGRRTULRTIO 
N S , YOU HAUE FOUND" 
7 9 4 0 P R I N T " T H E AZTEC T R E A S U R E A 
ND SCORED " 
7 9 4 4 L E T S = S + 2 5 0 0 
7 9 4 5 P R I N T 3 
7 9 5 0 P R I N T RT 1 1 , 1 8 ; " " 
7 9 5 5 P R I N T RT 9 , 1 1 ; " 
7 9 8 0 P R I N T RT 1 0 , 1 1 ; " " 
7 9 8 5 P R I N T RT 1 1 > 2 1 ; " 
7 9 7 0 P R I N T RT 1 1 , 1 2 ; " « • * " ; RT 1 1 , 1 2 ; ES3"; RT i l , 1 2 ; " S S a r 
7 9 7 5 P R I N T RT 10.. 1 2 ; " *•*" ; RT 10.. 1 2; "ED"; RT 1 0 , 1 2 ; 
7 9 8 0 GOTO 7 9 7 0 
7 9 8 5 FOR U = 1 TO 3 0 
7 9 8 5 NEXT U 
7 9 8 7 CLS 
7 9 9 0 P R I N T " YOU HRUE BEEN B I T 
TEN BY R" 
7 9 9 2 P R I N T " D E R O L Y K I N G C O B R R . N 
OT R LOT Y O U " 
7 9 9 4 P R I N T " C R N DO RBOUT T H A T , Y 
OU FORGOT T O " 
7 9 9 8 P R I N T " B R I N G SOMEONE TO 5 U C 
K OUT T H E " 
7 9 9 7 P R I N T " P O I S O N . " 
7 9 9 8 L E T 5 = 5 - 2 5 0 
7 9 9 9 GOTO 9 3 1 5 
3 0 0 0 L E T M = 1 
8 8 1 0 GOTO 5 3 0 0 
9 0 0 0 P R I N T RT 3 , 

i® 

% 

vh 

" , R T Y , X ; " 

RT Y , X ; " 

" ; RT Y , X ; " 

" ; RT Y , X . ; " 

0 ; " 

• 1 

t 

9 8 1 0 P R I N T 
9 8 2 8 P R I N T 
9 0 3 0 P R I N T 
9 0 4 0 P R I N T 
9 0 5 0 P R I N T 
9 8 6 0 P R I N T 
9 0 7 0 P R I N T 

9 0 8 0 P R I N T 

9 0 9 0 P R I N T • M i i 

L00 P R I N T 

P R I N T 

P R I N T 

P R I N T 

•;' 9 1 4 0 P R I N T 
lUV 

9 1 5 ^ R I N T 

NT 

£ N T 

9 1 8 0 P R I N T 

9 2 0 0 RETURN 
9 3 0 0 FOR J = 1 TO 5 0 
9 3 0 1 NEXT J 
9 3 0 2 CLS 
9 3 0 3 P R I N T " YOU HRUE BEEN SOU 
RSHED BY R " 
9 3 0 5 P R I N T " B O U L D E R . YOURE CERT R 
I N L Y NOT T H E " 
9 3 1 0 P R I N T " R T H L E T I C T Y P E RRE YO 
U 7 " 
9 3 1 5 P R I N T 
9 3 1 7 L E T 5 = 5 - 5 0 0 
9 3 2 0 P R I N T "YOU SCORED " ; S 
9 3 2 5 P R I N T 
9 3 3 0 P R I N T " P R E S S N / L T O R E - S T R R 
T " 
9 3 3 5 I F INKEY J = " *' T H E N GOTO 9 3 3 5 
9 3 3 8 C L S 
9 3 4 0 GOTO 5 0 
9 3 5 0 FOR U = 1 TO 5 0 
9 3 5 2 NEXT U 
9 3 5 3 LET 5 = 5 - 5 8 0 
9 3 5 4 CLS 
9 3 5 5 P R I N T " YOU HAUE DROUNED 
I N .THE M O R T . " 
9 3 6 0 P R I N T " I S N T I T RBOUT T I M E Y 
OU LERRNT T O " 
9 3 6 5 P R I N T " T O 5 U I M ? I SUPPOSE I 
T S R B I T " 
9 3 7 0 P R I N T 
9 3 7 5 P R I N T 
9 3 8 0 P R I N T 
9 3 8 5 P R I N T 
9 3 9 0 P R I N T 
T " 
9 3 9 5 I F I N K E Y $ = " " T H E N GOTO 9 3 9 5 
9 4 0 0 CLS 
9 4 1 0 G u T O ^ 5 0 ^ ^ 

YOU RRE FR 

Wg 
t« i'-V 

•LRTE THOUGH N O W . " 

•YOU SCORED " ; S 

P R E S S N / L TO R E - S T R R 

9 5 1 0 P R I N T RT 6 , 0 ; " 
CED U I T H THE T A S K " 
9 5 2 0 P R I N T " O F E X P L O R I N G R SACRE 
D MOUNTAIN" 
9 5 3 0 P R I N T " O F T H E R2TTEC5, I N V)H 
I C H ONE OF" 
9 5 4 0 P R I N T " T H E I R GRERT L E A D E R S 
I S RUMOURED" 
9 5 5 0 P R I N T " T O BE B U R I E D ALONG U 
I T H UNTOLD" 
9 5 6 0 P R I N T " R I C H E S I N R N C I E N T RE 
L I C S . " 
9 5 7 0 P R I N T " THE ONLY CLUE YOU 

HRUE I S " 
9 5 8 0 P R I N T " T H A T YOU MUST SEEK O 
UT R KEY " 
9 5 9 0 P R I N T " W H I C H CLOSELY RESEMB 
L E S R D O L L A R " 
9 6 8 0 P R I N T " S I G N . " 
9 6 1 0 P R I N T "BEWARE OF THE C U R S E . 

T H E R E ARE" 
9 6 2 0 P R I N T "MANY DRNGERS TO F A C E 

ON YOUR WRY" 
9 6 3 0 P R I N T " T O THE T R E A S U R E . GOO 
D L U C K . " 
964-0 P R I N T " KEY 1 R L L O U S YOU 
TO MOUE" 
9 6 5 0 P R I N T "FORWARD RND KEY 0 A L 
LOWS YOU T O " 
9 6 6 0 P R I N T " J U M P . P R E S S N / L TO S 
T R R T " 

H j B ^ H T T T T f T I T T l K 

; R T 2 , 0 ; " E " 

; AT 2 , 3 1 ; " 

9 6 9 0 P R I N T AT 1 , 8 ; 
; A T 3 , 0 , " B " 
9 7 0 0 P R I N T RT 1 , 3 1 ; 
— • flf 3 , 3 1 ^ " g " 

7 1 0 I F I N K E Y 4 = " " T H E N GOTO 9 7 1 0 
9 7 1 5 C L S 
9 7 2 0 GOTO 5 0 
9 9 8 0 SAUE "ONLY S " 
9 9 9 8 GOTO 1 
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Meanwhile back In 
space . . . the long 
and winding tunnel 
faces our brave astro-
naut trapped deep in 
the heart of a very 
unfriendly planet. 

You have to steer a 
ship through the tun-
nel avoiding outcrops 

ship flying you must 
navigate through fuel 
gates which you'll 
find tucked away in 
the tunnel. 

There is a high 
score feature built 
into the program and 
you can alter the 
width of the tunnel as 

at navigating through 
the tortuous twists 
and turns. Control 
keys are '4' for left 
and '6' for right. 

So now it's all up 
to you — are you 
a space-age artful 
dodger? 

RUNS ON A 

3000 SERIES PET 

BY NEIL STEVENSON 

of rock and deadly you get more skilful 
mines. To keep the 

lumaMN 



2 4 r t 
2 5 0 
5 0 8 
5 1 0 
5 2 © 

5 4 0 
5 5 0 

O 9 
3 7 0 
JOtJ 

6 0 0 
610 
6 2 0 
621 
6 2 5 
626 
6 3 0 
6 4 0 
6 5 0 
660 
6 7 0 
680 
6 8 4 
6 8 5 
686 

R - 1 N T < R N D < 1 > * 2 > + 1 : G O T O 1 7 5 
I F P E E K <G > O 3 2 0 R P E E K < G + 4 0 ) O 3 2 T H E N 5 0 0 
P O K E D , 2 2 : G O T O 1 7 0 
I F P E E K < G ) = 6 4 0 P P E E K < G + 4 0 > = 6 4 T H E N P O K E G + 4 0 , 3 2 r S C = S C + 1 0 : G O T O 1 7 0 
F O R N = 1 T u 1 0 : P O K E G , 1 6 0 : F O R B = 1 T O 5 0 N E X T : P O K E G , 3 2 : F O R B - 1 T O 5 0 : N E X T • N E X T 
P O K E G , 3 2 : L L = L L + 1 : I F L L > 2 T H E N 5 4 0 
G O T O 1 0 0 
P R I N T " WlflPl!1!?!?]" 
R * = " G A M E 0 V E R " 
P R I N T M » M » M M M H ; • F 0 R f l = l T 0 2 1 • P R I N T M I D $ < f l $ , R , 1 > ; F O R B = 1 T 0 1 G O : N E X T N E X T | 
F O R f i = 1 T O 2 0 0 0 ; N E X T 
P R I N T 
I F S O H S T H E N 6 3 0 
P R I N T " WWWWWMW V O U S C O R E D " S C " P O I N T S ! M " 
P R I N T " : ? I « T H E H I G H - S C O R E I S " H S 
P R I N T " W W W P R E S S R N V K E V T O C O N T I N U E . " 
P O K E 1 5 3 , 0 
G E T R * : I F f l $ = " " T H E N 6 2 5 
S C = 0 : L L = 0 : G O T O 1 0 
PR I NT M mmm mm mm mm mm* wm$ mm- mm 
PRINT A* M S&F 3& Ŝ** 1 % ® 
PRINT H M S & 5 $ ® ® mM mm mm m % 
P R I N T " > W T ' 0 U H A V E G O T R H A M A Z I N G " S C " P O I N T S ! ! " 
P R I N T " * M T O W S H I G H E S T S C O R E ! ! " 
P R I N T " W O P R E S S R N V K E V T O C O N T I N U E " 
P O K E 1 5 8 , 0 : H S = S C 
G E T A S I F f l $ = " n T H E M 6 8 5 
L L = 0 : S ' C = 0 : G O T O 1 0 
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M0DE7 
F * = 0 
ENVELOPE 1, 1 , - 2 6 , - 2 6 , - 2 6 , 2 5 5 , 2 5 5 , 2 5 5 , 5 0 , O , 0 , - 5 0 , 4 9 , O 
ENVEL0PE2, 1, 1, 1, 1, 10, 10, BO, 1 0 0 , - 1 , 0 , 0 , 100, O 
PROCINIT 
M 0 D E 7 : Y * = 1 : V D U 2 3 ; 8 2 0 2 ; O ; 0 ; O ; 
S O U N D 1 , 1 , 2 5 5 , 2 5 5 
P R I N T T A B ( O , 2 1 ) " C A V E F L I G H T " 
UP=*2 s DOWN-15 
X - 1 0 : F 0 R I X = 0 T 0 2 0 : P R I N T T A B ( O , I % > CHR* ( *91 > : NEXT 
TIME=0 
REPEAT 
F D R I * » 0 T 0 2 0 : P R I N T T A B ( 3 9 , 1%) " " : NEXT 
I F F * < 4 0 THEN T I M E * 0 
F O R I % = 0 T 0 U P ' P R I N T T A B ( 3 9 , I X ) C H R * < 2 5 5 > : N E X T 
FOR 15i=D0WN T020 s PRINTTAB ( 3 9 , IX )CHRS<255> : NE XT 
P R I N T T A B U , X) M " 
A « = I N K E Y * ( O ) : I F A « = " A " AND X>2 THEN X = X - 1 
I F A * = " Z " AND X<20 THEN X = X-M 
J*=HIMEM+3+40*X : J%=»?J% 
I F JX=255 OR T I M E ) l O O O THEN 3000 
I F J % = A S C ( " » " ) THEN T I M E = 0 : S 0 U N D 2 , 2 , 1 0 0 , 2 0 
I F R N D ( 1 0 ) 3 1 THEN P R I N T T A B ( 3 7 , R N D ( D O W N - U P > + U P ) C H R * ( 

1 
2 
3 
4 

10 
11 
15 
20 
3 0 
40 
4 5 
46 
47 
48 
50 
60 
70 
80 
90 

1 0 0 
1 lO 
1 2 0 
123 
S B 1 + R N D ( 6 ) ) ; " * " j C H R t ( R 9 1 > 
124 Y * » Y % + 1 : I F Y X - 3 0 THEN P R I N T T A B ( 3 7 
R » ( 8 6 1 ) ; " # " ;CHRt ((191 ) :Y %=1 
125 CALL START 
127 P R I N T T A B ( 1 , X ) C H R * < 2 4 4 ) ; C H R * ( 2 4 0 ) 
130 P R I N T T A B < 0 , 2 2 ) " T I M E LEFT " ; 1 0 - < T I M E D IV 1 0 0 ) ; " 
140 PRINTTAB ( O , 2 3 ) " D I S T . TRAVELLED s FX : F * = F X + 1 
I S O U P = U P + R N D ( 3 > - 2 : D 0 W N = D 0 W N + R N D ( 3 ) - 2 : I F D D W N < 5 THEN 
N=DOWN+RND(5) 

RND(DOWN-UP)+UP)CH 

DOW 

160 I F UP>15 THEN UP=UP - R N D ( 5 ) 
170 I F UP < 1THENUP"* 1 
175 I F DOWN)19 THEN DOWN-19 
177 I F DOWN <=UP+2 THEN DOWN-UP+4 
ISO UNTIL FALSE 

2 0 0 0 DEFPROCINIT 
2 0 1 0 DIM X 140 
2020 F0RPASS=0T02 STEP2 
2 0 3 0 PX=X 2 1 3 0 STA HIMEM+119, X 
2040 rOPT PASS 2 1 4 0 LDA HI MEM-*-1 60 , X 
2050 .START LDX #2 2 1 5 0 STA HIMEM+159, X 

2 0 6 0 . PP LDA HIMEM,X 2 1 6 0 LDA HIMEM+200, X 

2 0 7 0 STA H I M E M - 1 , X 2 1 7 0 STA HIMEM+199, X 

2 0 8 0 LDA HIMEM«-40,X 21 BO LDA HIMEM+240, X 

2 0 9 0 STA HIMEM+39,X 2 1 9 0 STA HIMEM+239, X 

2100 LDA HIMEM+BO,X 2 2 0 0 LDA HIMEM+2SO, X 

2 1 1 0 STA HI MEM+-79, X 2 2 1 0 STA HIMEM+279, X 

2120 LDA HIMEM+120 ,X 2220 LDA HIMEM+320, X 
2 2 3 0 STA HIMEM+319, X 

2380 LDA HIMEM+640,X 2240 LDA- HIMEM+360, X 
2 3 9 0 STA H IMEM+639 , X 2 2 5 0 STA HIMEM+359, X 
2 4 0 0 LDA HIMEM+6B0,X 2260 LDA HIMEM+400, X 
2 4 1 0 STA H I M E M + 6 7 9 . X 2 2 7 0 STA HI MEM+-399, X 
2 4 2 0 LDA H IMEM+720 , X 2280 LDA HIMEM+440, X 
2 4 3 0 STA HIMEM+719 ,X 2 2 9 0 STA HIMEM+439, X 
2 4 4 0 LDA HIMEM+760,X 2300 LDA HIMEM+480, X 
2 4 5 0 STA HIMEM+759 ,X 2 3 1 0 STA HIMEM+479, X 
2460 LDA HIMEM+800,X 2320 LDA HIMEM+520, X 
2 4 6 5 STA HIMEM+799 ,X 2 3 3 0 STA HIMEM+519, X 
2 4 7 0 I NX 

H IMEM+799 ,X 
2340 LDA HIMEM+560, X 

2 4 8 0 CPX # 4 0 2 3 5 0 STA H1MEM+559, X 
2490 BEO P 2 3 6 0 LDA HIMEM+600, X 
2 5 0 0 JMP PP 2 3 7 0 STA HIMEM+599, X 
2510 . P RTS 
2 5 1 5 4* 
2 5 2 0 NEXT PASS 
2 5 4 0 ENDPROC 
3000 PRINTTAB<10, 11)"GAME OVER" 
3001 PR INTTAB(9 , 12 )CHR* < «67) ; "YOUR SCORE " ; F X 
3 0 0 2 P R I N T T A B ( 9 , 1 3 ) C H R » ( S 0 7 ) " H I G H SCORE " ; H * 
3 0 0 3 IFF%>H* THEN P R I N I T P B f B , 1 4 ) C H R * < * 8 7 ) ; C H R * 
GOT THE HIGH SCORE 
3 0 0 5 * F X 1 5 , 0 
3010 FOR1=1 TO 

: h * = F * 

1 0 0 0 0 i NE X T ! R U N 

RUNS ON A BBC 
MODEL A & B IN 16K 
BY S. R. BLACKBURN 

The year is 2094. All reserves 
of energy have been ex-
hausted and the people of the 
Earth have had to resort to a 
new source of power — Zydo-
mium. This is an element twice 
as heavy as uranium and can 
only be found deep in the heart 
of Planet Io. Every year a 
brave space pilot is sent to Io 
to fly through the dangerous 
cave system and collect a 
supply of Zydomium crystals 
— which , strangely, float 
weightless in the caverns — 
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before teleporting them to 
Earth or Mars. 

This year you, as an ace 
pilot from the C&VG space 
fleet, have been chosen for the 
task. You have negotiated the 
caverns, collected the crystals 
and are making your way back 
to the surface. 

Suddenly all the alarms that 
can go off in your ship do just 
that. Lights are flashing, bells 
ringing, and beepers beeping. 
The automatic navigation sys-
tem cuts out, the power control 
system explodes in a mass of 
sparks, and every other sys-
tem apart from life support 
also cuts out. Your ship is 
careering through the caverns 
at breakneck speed — and all 

you can do is manoeuvre 
around the rocky outcrops and 
hope for the best! 

Your ship only has enough 
fuel for 10 seconds more flight 
time. You can recharge your 
engines by flying through the 
floating patches of Zydomium 
crystals but you must have 
quick reactions to steer your 
way into the crystals and 
avoid the very solid cavern 
walls. How long can you sur-
vive? 

The ship is controlled using 
the 'A' key for up and 'Z' for 
down. The distance you have 
travelled and how much fuel 
you have left will be displayed 
at the bottom of the screen. 
Your fuel does not start run-

ning out unti l your score 
reaches 40. 

The walls of the cave will 
never quite close up but long 
diagonal passageways are 
common. These may seem im-
possible to fly through but all 
the caverns are navigable. A 
score of over 2,000 puts you in 
the space ace class! 
Variables 

F%—distance travelled. 
H%—high score. 
Y%—counter for position of 
red stars. 

I—used in delay loops. 
X—vertical position of ship. 
DOWN—position of cave floor. 
UP—position of cave ceiling. 
AS—used for input of move-
ment. 
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Sinclair ZX Spectr 
16K or 48K RAM... 
full-size moving-
key keyboard... 
colour and sound... 
high-resolution 
graphics... 
From only 
£125! 

First, there was the world-beating 
Sinclair ZX80 The first personal computer 
tor under £100. 

Then, the ZX81. With up to 16K RAM 
available, and the ZX Printer. Giving more 
power and more flexibility. Together, 
they've sold over 500,000 so far, to make 
Sinclair world leaders in personal 
computing And the ZX81 remains the 
ideal low-cost introduction to computing. 

Now there's the ZX Spectrum! With 
up to 48K of RAM. A full-size moving-key 
keyboard. Vivid colour and sound. High-
resolution graphics. And a low price that's 
unrivalled. 

Professional power-
personal computer price! 

The ZX Spectrum incorporates all 
the proven features of the ZX81. But its 
new 16K BASIC ROM dramatically 
increases your computing power. 

You have access to a range of 8 
colours for foreground, background and 
border, together with a sound generator 
and high-resolution graphics. 

You have the facility to support 
separate data files. 

You have a choice of storage capa-
cities (governed by the amount of RAM). 
16K of RAM (which you can uprate later 
to 48K of RAM) or a massive 48K of RAM. 

Yet the price of the Spectrum 16K 
is an amazing £125! Even the popular 
48K version costs only £175! 

You may decide to begin with the 
16K version, tf so, you can still return it later 
for an upgrade The cost? Around £60 
54 COMPUTER & VIDEO GAMES 

Ready to use today, 
easy to expand tomorrow 

Your ZX Spectrum comes with a mains 
adaptor and all the necessary leads to 
connect to most cassette recorders 
and TVs (colour or black and white). 

Employing Sinclair BASIC (now used 
in over 500,000 computers worldwide) 
the ZX Spectrum comes complete with 
two manuals which together represent a 
detailed course in BASIC programming. 
Whether you're a beginner or a competent 
programmer, you'll find them both of im-
mense help. Depending on your computer 
experience, you'll quickly be moving 
into the colourful world of ZX Spectrum 
professional-level computing. 

There's no need to stop there. The 
ZX Printer-available now- is fully 
compatible with the ZX Spectrum. And 
later this year there will be Microdrives for 
massive amounts of extra on-line storage, 
plus an RS232 /network interface board 

Key features of the 
Sinclair ZX Spectrum 
• Full colour-8 colours each for 

foreground, background and border, 
plus flashing and brightness-intensity 
control. 

• Sound - BEEP command with variable 
pitch and duration. 

• Massive RAM -16K or48K. 

• Full-size moving-key keyboard - all 
keys at normal typewriter pitch, with 
repeat facility on each key, 

• High-resolution-256 dots 
horizontally x 192 vertically, each 
individually addressable for true high-
resolution graphics. 

• ASCII character set - with upper- and 
lower-case characters. 

• Teletext-compatible - user software 
can generate 40 characters per line 
or other settings. 

• High speed LOAD & SAVE-16K in 100 
seconds via cassette, with VERIFY & 
MERGE for programs and separate 
data files. 

• Sinclair 16K extended BASIC-
incorporating unique 'one-touch' 
keyword entry, syntax check, and 
report codes. 



ZX Spectrum software on 
cassettes-available now 

The first 21 software cassettes are 
now available directly from Sinclair. 
Produced by ICL and Psion, subjects 
include games, education, and business/ 
household management. Galactic 
Invasion... Flight Simulation... Chess.,. 
History.. Inventions...VU-CALC...VU-3D 

47 programs in all. There's something 
for everyone, and they all make full use 
of the Spectrum's colour, sound and 
graphics capabilities. You'll receive a 
detailed catalogue with your Spectrum. 

RS232/network 
interface board 

This interface, available later this 
year will enable you to connect your 
ZX Spectrum to a whole host of printers, 
terminals and other computers. 

The potential is enormous. And the 
astonishingly low price of only £20 is 
possible only because the operating 
systems are already designed into the 
ROM 

I n m l a i i — 
Sinclair Research Ltd, Stanhope Road, 
Camberley, Surrey GU15 3PS. 
Tel: Camberley (0276) 685311. 

The ZX Printer-
available now 

Designed exclusively for use with the 
Sinclair ZX range of computers, the 
printer offers ZX Spectrum owners the full 
ASCII character set -including lower-case 
characters and high-resolution graphics. 

A special feature is COPY which 
prints out exactly what is on the whole TV 
screen without the need for further 
instructions. Printing speed is 50 charac-
ters per second, with 32 characters 
per line and 9 lines per vertical inch. 

The ZX Printer connects to the rear of 
your ZX Spectrum A roll of paper (65ft 
long and 4in wide) is supplied, along with 
full instructions. Further supplies of paper 
are available in packs of five rolls. 

The ZX Microdrive-
coming soon 

The new Microdrives, designed 
especially for the ZX Spectrum, are set to 
change the face of personal computing 

Each Microdrive is capable of holding 
up to 100K bytes using a single inter-
changeable microfloppy. 

The transfer rate is 16K bytes per 
second, with average access time of 3 5 
seconds. And you'll be able to connect up 
to 8ZX Microdrives to your ZX Spectrum. 

All the BASIC commands required for 
the Microdrives are included on the 
Spectrum. 

A remarkable breakthrough at a 
remarkable price. The Microdrives are 
available later this year, for around £50 

How to order your ZX Spectrum 
BY PHONE-Access, Barclaycard or 

Trustcard holders can call 01 -200 0200 for 
personal attention 24 hours a day, every 
day BY FREEPOST-use the no-stamp 
needed coupon below You can pay by 
cheque, postal order, Barclaycard. 

Access or Trustcard 
EITHER WAY-please allow up to 28 

days for delivery. And there's a 14-day 
money-back option, of course. We want 
you to be satisfied beyond doubt - a n d we 
have no doubt that you will be. 

To: Sinclair Research, FREEPOST. Camberley, Surrey. GUIS 3BR. Order • n 
Qty Item Code Item Price Total 

£ £ 
Sinclair ZX Spectrum -16K RAM version 100 125.00 
Sinclair ZX Spectrum -48K RAM version 101 175.00 
Sinclair ZX Printer 27 59.95 
Pnnter paper (pack of 5 rolls) 16 11.95 
Postage and packing: orders under £100 28 2.95 

orders over £100 29 4.95 
Total £ 

Please tick if you require a VAT receipt 
*l enclose a cheque/postal order payable to Sinclair Research Ltd tor £ 
•Please charge to my Access/Barclaycard/Trustcard accounl no. 
*Please delete/complete 
as applicable 

I 
PLEASE PRINT 
I Name: Mr/Mrs/Miss | I I I I I I I I I I 1 1 1 1 1 1 t 1 1 
{Address I I I I I I I I I I I I 1 I I I I I 1 1 1 I I I 
I I I I I I I I I I ! I 1 I I 1 1 t 1 1 1 I I I 1 I I 

I I I I I l I I I I i M i l 1 1 1 1 1 1 1 1 1 1 CVG901 | 

F R E E P O S T - no s t a m p needed. Prices apply to UK only. Export prices on appl icat ion. 
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BY CRAIG FISHER 
From out of the deepest recesses of space comes a convoy 
of aliens bent on destruction — your destruction! Can you 
halt their determined advance? 

This is a version of arcade Galaxians, complete with 
those nasty swooping craft which dive down at you from 
the skies. To make scoring harder in this version you can 
only shoot these diving aliens — and not the ones in the 
convoy. 

Key '1' moves your laser base left, key '3' right. Use '0' to 
fire. The high score so far, claimed by the author, is 4100. 
Can you do better? 
TABLE OF VARIABLES 
Alien 1:-

H: Horizontal position 
AS: Characters) 
ID; Direction (-1 for left; 1 for right) 

OH: Previous horizontal pos. of alien. 
Alien 2:-

L: horizontal position 
B$: Characters) 

IDL: Direction (see above) 
OL: previous horizontal pos. of alien. 
A: High score 
s: Current score 
Y: Horizontal pos. of convoy. 
D: Direction of convoy (see above) 
P: Position of laser base. 
V: FOR NEXT loop: height of aliens. 
W: Current wave No. 

W$: Flags string: shows No. of wave s on screen — 51. 
DI: Temporary direction variable. 
G$: Convoy character string. 

i i 

RUNS ON A SPECTRUM IN 16K 



1 R E M 
2 R E M 
3 R E M 
4 R E M 
5 R E M 
f R E M 
7 R E M 
6 R E M 

S P E C T R U M G f l L R X I R M S J 
(£) C . D . F i s h e r & / i y o c f i 

I © B O R D E R 0 : P A P E R 0 : G 

1 1 P R I N T R T 1 0 , 1 0 ; F L A S H 1 ; " P I 
e a s e w a i t . " ^ 

1 2 G O S U B 1 0 0 0 
1 3 GO S U B 5 0 0 0 
14- R H N O O M Z Z E 
I S L E T - 3 = 0 
1 9 L E T S = 0 
2 0 L E T w = l : 

F F F F F F F F F F F F " 
2 5 L E T D = 1 
2 6 L E T y = 2 
2 7 L E T g $ = " 

L E T w $ = " F F F F F F F F F F 

OR O P O P OP O P O P 
C P O P O P OP O P O P O P OP O P O P 

P » 8 
u = 2 
i = 5 0 T O 2 S T E P - 3 : 
T H E M N E X T i 
h = i - 1 9 * ( i > 1 9 ) - 1 9 * l i > 3 3 ) 

I F 9 
3 0 L E T 
3 9 L E T 

F O R 
S < i > = " " 

4-4. i _ t r 

" 4 . 5 L E T 9 S ( i - l T O i + l ) = " 
4.6 I F i <4. T H E N GO T O 6 9 
4.7 L E T i d = Ch < 1 6 ) - <h > = 1 6 ) 

x = 5 0 T O a S T E P - 3 : 
T H E N N E X T X 
l = X - 1 9 * i X > 1 9 ) - 1 9 * ( X > 3 6 ) 

I F 9 

g S ( X - 1 T O X + 1 ) 
i d i = f h < ! & > - t h > » 1 6 ) 
O h = h : L E T O l = l 
b $ = " G H " 
a S = " G H " 

4 .9 F O R 
% ( x ) " 

54. L E T 

" 5 5 L E T 
5 6 L E T 
8 © L E T 
8 6 L E T 
6 9 L E T 
9 0 C L S 
•31 P R I N T I N U E R S E 1 . R T 1 , 1 . ; " l o p 

; " ; 3 ; T R B 1 5 j " H I G H S C O R E : 3 
9 5 : 
9 3 : R E M M a i n L O O P 
9 4 : 
9 5 F O R V = 3 T O 1 9 

1 0 0 P R I N T R T v - l , o h ; " 
O i l ' " " 
1 0 5 P R I N T I N U E R S E 1,. R T 

N U E R 5 E 0.; I N K 4-.; R T _ _ 
) ; T R B y ; g $ < £ 2 T O 3 S ) y ; g $ ( 3 9 

T O ) 
1 1 0 P R I N T I N K 3.; R T v . . h . ; a * ; R T V j 

l i b t ; I N K 7.; R T a e . p - S , ; " & 
1 1 5 L E T y = y f d : I F y < a OR vi > 1 0 T 

H E N L E T d = - d 
1 1 9 I F I N K E Y $ = " 0 " T H E N I N K 2 : P 

L O T p *-& +-3.. l b : D R f t U 0 . 1 3 0 : B E E P . 
0 3 . . 5 0 : DRAW O U E R 1.; 0 . - 1 3 0 : I N K 7 

1 2 0 I F I N K E Y J = " 0 " R N D ( ( ( p = h O R 

" R T v - 1 

1. . S . ; s . ; I 
o $ ( T O 2 1 

p = h + l ) R N D « $ < > " " ) 
R N D b $ < > ) ) 

OR ( (p = L OR 
T H E N GO S U B p a l + 1 ) 

2 4 © 
1 2 5 B E E P , 0 1 . . - 1 4 
1 3 0 I F R N D > . 5 T H E N GO S U B S © 0 
1 4 . 0 L E T P =p - t -a* ( f I N K E Y * = " 3 " ) R N D 
P < 2 9 ) - 2 * ( I I N K E Y 1 " ) R N D p > 2 ) 
1 4 1 L E T O h = h : L E T O l = l 
1 5 0 L E T d i = ( I N T ( R N D * 2 ) + 1 ) * i d 
1 5 5 L E T h = h + d i 
1 5 6 I F h > 3 0 OR h < 0 T H E N L E T i d = 

- i d : L E T h = 3 0 * l" I > 1 6 ) : GO T O 1 5 0 
1 5 9 L E T d i = ( I N T ( R N D a-2) + 1 ) * i d 1 
1 6 0 L E T l = L + d i 
i t o l I F l ; .3f i> OR t i f f T H E N L E T i d ! 

ss —i d l ; L E T L s 3 0 * ( l > l 6 ) . GO T O 1 5 

~ 1 6 5 L E T I = t • f I <i3) - f I > 3 0 ) 
1 6 6 I F a * = ' * • • R N D fc$="" T H E N GO 

T O 1 7 6 
1 6 7 P L O T I N U E R S E 1 , 0 , 1 5 . D R R U I 

N U E R S E 1.; 2 5 4 , 0 
1 6 9 P R I N T R T 2 1 , 0 : w £ C T O W) 
1 7 0 N E X T V 
1 7 1 I F a 9= " G H " OR b S = " G H " T H E N 

3 0 S U B 6 0 0 
1 7 © I F X : 6 R N D i < 6 R N D 3 $ = " " R N 

D b $ = " " T H E N L E T W = W - H ; L E T S =S + 
50 P R I N T R T 1 , 9 ; F L A S H 1 ; " B O N U S 
".- P A U S E 2 5 0 . P A U S E O : GO T O 2 5 

1 6 0 I F R B S ( P + 1 - 1 ) > 1 R N D R B S ( p 
+ 1 - h ) > 1 T H E N GO T O 4-0 

1 9 0 I F I R B S i p + l - L ) < = l R N D b » = " 

" ) OR t R B S ( p 1 —h ) < = 1 R N D a » = * " M 
T H E N GO T O 4 0 
1 9 5 P R I N T R T 2 0 , p . , F L A S H l . " B " 
2 0 0 P R I N T R T 1 0 , 1 0 ; F L A S H 1 ; " S C 

O R E . " ; B E E P 1 . 2 0 
2 0 1 I F a < S T H E N L E T a =s 
2 0 2 L E T S = 0 
2 0 3 L E T I i = 3 
2 1 5 P A U S E 0 : P A U S E 0 
2 2 0 GO T O 2 0 
2 3 0 : 
2 3 1 : R E M S u b r o u t i n e : t o E x p l o d e 
2 3 2 : R E M A p p r o p r i a t e a l i e n , 
2 3 3 : 
2 4 . 3 L E T £ =£ + 1 0 
2 4 9 B E E P , 5 / 3 5 
2 5 0 I F P = h + 1 OR p = h T H E N P R I N T 

R T V , h ; " 0 0 " ; L E T a $ = " " 
2 6 0 I F p = l + l OR p = l T H E N P R I N T 

R T V . l , " O 0 " ; L E T 
2 7 0 R E T U R N 
5 9 5 ; 
5 9 6 ; REM S u b r o u t i n e t o r e p l a c e 
5 9 7 ; R E M a l i e n s i n ' p o o l ' i f 
5 9 6 ; R E M t h e y e s c a p e , 
5 9 9 • 
6 0 0 I F a $="GH" T H E N L E T g $ ( X T O 
x + i ) = " O P " 
6 1 0 I F b » = " G H " T H E N L E T T O 
i + 1 ) = " D P " 
6 2 0 R E T U R N 
7 9 5 : 
7 9 6 ; R E M S u b r o u t i n e t o f i r e 
7 9 7 : R E M a l i e n s I » i £ S l £ S . 
7 9 3 ; 
3 0 0 L E T C $ = " h l " ( I N T V R N D * 2 ) + 1 ) 
3 0 5 I F C » = " h " R N D 3 * = " " OR C » * 

I " R N D b $ = " " T H E N R E T U R N 
3 0 6 I N K 6 
3 1 0 P L O T U R L C J * 8 + 3 , i 2 1 - V . t * 3 - 2 
S I S D R R U U R L C * * 6 + 3 - P E E K 2 3 6 7 7 , 

1 6 - P E E K 2 3 6 7 6 
3 1 6 I N K 7 
6 3 0 I F U R L C $ = P OR U R L C » + 1 = P T 

H E N GO T O 1 9 5 
6 4 0 D R R U O V E R 1 ; 0 , ( 1 9 - v ) * 3 - 2 
3 5 0 R E T U R N 
9 9 5 

R E M S u b r o u t i n e t o s e t u p 
R E M u s e r - d e f i n e d c h a r s . 

9 9 6 
9 9 7 
9 9 6 

1 0 0 0 F O R X = 1 T O 7 ; R E A D P i ; F O R 
n = 0 T O 7 
1 0 1 0 R E R D r : P O K E U S R p » + n , r 
1 0 2 0 N E X T n ; N E X T :< 
1 0 3 0 D A T A " 0 " , 2 , 2 , 7 1 , 1 2 5 , 7 , 3 1 , 
. . 4 9 
1 0 4 0 D A T A " p " , 6 4 , 6 4 , 2 2 6 , 1 9 0 , 2 2 4 
2 4 6 . 2 2 0 , 1 4 0 
1 0 4 1 D A T A " g " , 4 9 , 5 6 , 3 1 , 7 , 1 2 5 . 7 1 , 
2 , 2 
1 0 4 2 D A T A " h " , 1 4 0 . 2 2 0 , 2 4 3 , 2 2 4 , 1 9 
0 , 2 2 6 , 6 4 , 6 4 
1 0 5 0 D A T A " b " , 2 4 , 6 0 , 1 5 3 , 1 6 9 , 2 5 5 , 
2 5 5 , 2 1 9 1 2 9 
1 0 7 5 D R T R " q " , 1 4 5 , 3 2 , 0 , 3 , 1 9 2 , 0 , 7 
1 - 1 4 5 
1 0 7 6 D A T A " f " , 1 2 6 . 1 9 2 , 2 2 4 , 1 9 2 , 1 2 
3 , 1 2 6 , 1 2 6 , 1 2 6 
1 0 3 0 R E T U R N 
1 9 9 4 : 
4 9 9 5 ; R E M S u b r o u t i n e t o p r i n t 
4 9 9 6 : R E M i n s t r u c t i o n s £, scores 
4 9 9 6 : 
3 0 0 0 C L S 
5 0 0 5 P R I N T T A B 1 0 , " S P E C T R U M G A L A 
X I A N S " ' ' , " b y c . f j s h e r , " 
5 0 0 9 P R I N T ' ' * T h e o b j e c t O f t h i 
s g a m e i s t o " 
5 0 1 0 P R I N T " S h o o t a s * - a n y o r t h e 

d i v i n g . f i r i n g a l i e n s a s 
c a n - - " 

5 0 2 0 P R I N T " s o g e t t i n g a h i g h s c 
o r e . " 
5 0 2 5 P R I N T ' ' T A B 5 ; F L A S H 1 ; " T H E 

C O N T R O L S . 
5 0 3 0 P R I N T 

l e f t " 
5 0 4 0 P R I N T 
r i q h t " 
5 0 5 0 P R I N T 

l a s e r . " 
5 0 6 0 P R I N T 
SOOD L U C K 
5 0 7 0 I N P U T 
3 i n > " ' L I N E a S 
5 0 6 0 R E T U R N 

i I 

K e y ' 1 ' m o v e s y o u 

' 0 ' f i r e s y o u r 
PAPER 2, F L A S H 1;" 

( p r e s s ' e n t e r ' t o b e 
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Here's a rea l l y exp los ive 

board game. You'l l have to 

be really careful not to start 

off a cha in reaction wh ich 

will l iterally wipe you out! 

I t 's a two p l aye r g a m e 

based on a board game cal-

led Explosion — difficult to 

p lay on a board but tailor 

made for the TRS-80. You 

are presented w i th a 6 x 6 
grid and each player in turn 

introduces one of his coun-

ters either onto an empty 

square or a square occupied 

by one or more of his own 

coun te rs . Howeve r , each 

square has a point at wh ich 

critical mass is reached and 

f i ss ion occurs . Co rne r 

squares explode when two 

counters are on them, side 

squares explode when con-

taining three counters, cen-

tral squares go up when four 

coun te r s o c cupy the i r 

space. 

When an explosion occurs 

the counters on the explod-

ing square are distributed 

across the board . Any 

enemy counters on the lat-

ter square are captured and 

become counters belonging 

to the mover. Should receiv-

ing squares attain critical 

mass further explosions will 

result . 

A n y p l a y e r h a v i n g no 

counters left at the end of 

his opponent's move is the 

loser. The game has some 

i n t e res t i ng s ound effects 

wh ich can be enjoyed via 

the cassette port. 

1 

RUNS ON A TRS-80 IN 3K BY PETER MILLEN 



\ 

180 NEXTY 
ISO NEXTX 
2 0 0 FORLX=1T06 
2 1 0 PRINT© ( 6 9 + ( L X — 1 ) * 1 0 ) , L X $ : PRINT© <253+ (LX—1 ) * 1 2 8 ) LX-
2 2 0 NEXTLX 
2 3 0 X - 0 « G 0 T 0 5 0 0 
3 0 0 F 0 R L X = 1 T 0 5 
3 1 0 P R I N T 0 P P ( T X , T Y ) , S T R I N G * ( B , 1 9 1 ) ; : F O R T D - 1 T 0 5 0 : N E X T T D s X X = U S R ( 1 O O ) 
3 2 0 P R I N T 0 P P ( T X , T Y ) , S T R I N G * ( 8 , 1 2 8 ) ; : F O R T D = 1 T 0 5 0 : N E X T T D 
3 3 0 NEXTLX 
3 4 0 M O ( T X , T Y ) = M A ( T X , T Y ) - C A t T X , TY) 
3 5 0 I F M A ( T X , T Y ) > 0 T H E N P R I N T 6 P P ( T X , TY) , MA(TX, TY) ; : P R I N T f f P P ( T X , T Y ) + 4 , f t * ( X ) * E L S E L ( T X 
, T Y ) = 0 
3 6 0 E Y = T Y - 1 : I F E Y = 0 T H E N G D T 0 3 7 0 E L S E G 0 S U B 9 3 0 
3 7 0 EX=TX —1 : IFEX=0THENG0T0380ELSEG0SUB94D 
3 8 0 E Y = T Y + 1 t I F E Y > 6THENG0T0390ELSEG0SUB930 
3 S 0 EX=TX+1: IFEX>6THENRETURNELSEG0SUB940:RETURN 
4 0 0 FG=0 
4 1 0 F0RTX«=1 T 0 6 
4 2 0 FDRTY=1T06 
4 3 0 I F M A ( T X , T Y ) = > CA(T X, TY )THENFG=1:G0SUB300 
4 4 0 NEXTTY 
4 5 0 NEXTTX 
4 6 0 GOSUB700t IFFG=1THENG0T0400ELSEG0TD500 
5 0 0 X = 1-X 
5 1 0 PRINT(?5, " PLAYER" ; A t (X ) ; " WHICH COLUMN? " ; : G0SUBS6C' 
5 1 5 P R I N T G 5 , S T R I N G * ( 2 4 , 1 2 8 ) ; » P R I N T < ? 3 0 , " W H I C H ROW^"; :G0SUBS70:PRINT(?30 S T R I N G * ( 2 0 
, 1 2 8 ) ; 
5 2 0 I F L ( T X , T Y ) <> X + 1 A N D L ( T X , T Y ) T H E N P R I N T & 5 , " ILLEGAL M O V E ! " ; : F O R T D = 1 T 0 5 0 : N E X T T D : G O 
T 0 5 1 0 
5 3 0 M A ( T X , T Y ) = M A ( T X , T Y ) + 1 : I F L ( T X , T Y ) = O T H E N L ( T X , T Y ) = X + 1 
5 4 0 PRINT<?PP (TX, T Y ) , MA (TX, TY) • i PR INT0PP (TX, TY) + 4 , A * (X) ; 
5SO I F M A ( T X , T Y ) - ) C A ( T X , T Y ) T H E N G 0 S U B 3 0 0 : G 0 T 0 4 0 0 E L S E G 0 T 0 5 0 0 
7 0 0 VG«0 
7 1 0 F 0 R L X = 1 T 0 6 
7 2 0 F 0 R L Y - 1 T 0 6 
7 3 0 I F L ( L X , L Y ) = ( 1 — X ) + 1 T H E N V G * 1 
7 4 0 NEXTLY 
7 5 0 NEXTLX 
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I II 

" ! " : FORTD"= I T 0 5 0 : NEXTTD 

" :F0RTD=1T05C>: NEXTTD 

<Y/N) ?" 

"0 iNEXTLY:NEXTLX:G0T09 

7 6 0 IFVG=1THENRETURN 
7 7 0 F0RLX=1T05 
7 8 0 P R I N T & 5 , " W I N FOR PLAYER " ; A * < X ) 
785 F0RYY«1TD50:XX=USR(YY) :NEXTYY 
790 PRINT&5, " 
795 NEXTLX 
BOO CLS 
8 1 0 PRINTCHR*(23 )"WANT TO PLAY AGAIN 
6 2 0 AS=INKE Y * : I F A * - " " T H E N S 2 0 
8 3 0 I F A * = " Y " T H E N F Q R L X = 1 T 0 6 : F 0 R L Y = 1 T 0 6 : M A ( L X , L Y ) « O s L ( L X t L Y ) 
5ELSEG0T01250 
835 REM * * SOUND EFFECT SUBROUTINE * * 
8 4 0 P O K E 1 6 5 5 3 , 2 5 5 
8 5 0 S F * = S T R I N G * ( 2 4 , 1 9 1 ) 
8 6 0 I=VARPTR<SF* ) : J J = P E E K ( 1 + 2 ) * 2 5 6 + P E E K < I + 1 ) : I F J J > 3 2 7 6 7 T H E N J J«=-1 * ( 6 5 5 3 6 - J J ) 
8 7 0 FORPS=JJTOJJ+231 READD:POKEPS, D:NEXTPS 
8 0 0 POKE 1 6 5 2 6 , PEEK(1+1 ) : P 0 K E 1 6 5 2 7 , PEEK ( I + 2 ) : RETURN 
8 9 0 DATA2G5, 127 , 10, 1 4 , 6 0 , 6 5 , 6 2 , 0 1 , 2 1 1 , 2 5 5 , 1 6 , 2 3 4 , 6 5 , 6 0 , 2 1 1 , 2 5 5 , 1 6 , 2 5 4 , 4 3 , 124 181 
, 3 2 , 2 3 8 , 2 0 1 
9 0 0 DATA2, 3 , 3 , 3 , 3 , 2 , 3 , 4 , 4 , 4 , 4 , 3 , 3 , 4 , 4 , 4 , 4 , 3 
9 1 0 DATA3, 4 , 4 , 4 , 4 , 3 , 3 , 4 , 4 , 4 , 4 , 3 , 2 , 3 , 3 , 3 , 3 , 2 
9 3 0 L <TX, E Y ) - X + 1 :MA(TX, E Y ) = M A ( T X , E Y ) + 1 : P R I N T © P P ( T X , E Y ) , M A ( T X , E Y ) PRINTf*PP <TX, EY 

PRI NT(?PP (EX, TY 

V A L ( I * ) : R E T U 

) + 4 , A » ( X ) ; .'RETURN 
9 4 0 L ( E X , T Y ) = X + 1 : M A ( E X , T Y ) = M A ( E X , T Y ) + 1 : P R I N T @ P P < E X , TY) , MA(EX, TY) 
) + 4 , A * ( X ) ; i R E T U R N 
9 6 0 I * = I N K E Y « : I F I * = " " T H E N 9 6 0 E L S E I F V A L ( I * > ( 1 0 R V A L ( I « ) > 6 T H E N 9 6 0 E L S E T X 
RN 
9 7 0 I * » I N K E Y * : I F I $ = " " T H E N 9 7 0 E L S E I F V A L ( I t ) <1ORVAL<I * ) > 6 T H E N 9 7 0 E L S E T Y « = V A L ( I * ) 
RN 

OOO C L S : P R I N T T A B ( 3 0 > " C R I T I C A L MASS"(PRINT 
0 1 0 P R I N T " T H I S I S A GAME FOR TWO PLAYERS ON A 6 X 6 BOARD." 
0 2 0 P R I N T " I N H I S TURN, EACH PLAYER INTRODUCES ONE OF H I S " 
0 3 0 PR INT"P IECES ON T O : " 
0 4 0 PRINT"<1> AN EMPTY SPACE, OR" 
0 5 0 PRINT"<2> A SQUARE WITH ONE OR MORE OF H I S P I E C E S " : P R I N T 
0 6 0 PRINT"HOWEVER, EACH SQUARE HAS A POINT AT WHICH C R I T I C A L " 
0 7 0 PRINT"MASS I S REACHED AND A F I S S I O N EXPLOSION OCCURS" 
C80 PRINT"CORNER SQUARES EXPLODE WHEN CONTAINING 2 P I E C E S , " 
0 9 0 P R I N T " S I D E SQUARES EXPLODE WHEN CONTAINING 3 P I E C E S , " 
100 PRINT"CENTRAL SQUARES EXPLODE WHEN CONTAINING 4 P I E C E S . " 
110 P R I N T : P R I N T " H I T ANY KEY TO CONTINUE" 
120 A*= INKEY$ t I F A * = " " T H E N 1 1 2 0 E L S E C L S 
130 PRINT"WHEN AN EXPLOSION OCCURS THE PIECES ON THE EXPLODING" 
140 PRINT"SQUARE ARE DISTRIBUTED TO I T S NEIGHBOURS. ANY ENEMY" 
150 PRINT"P IECES ON THE LATTER SQUARE ARE CAPTURED AND BECOME" 
160 PR INT"P IECES OF THE MOVER. SHOULD < (RECEIVING)> SQUARES" 
170 PR I N T " A T T A I N C R I T I C A L MASS THEN FURTHER EXPLOSIONS RESULT-
ISO PRINT:PRINT"ANY PLAYER HAVING NO PIECES LEFT AT THE END OF THE" 
190 PRINT"OPPONENT'S TURN L O S E S . " : P R I N T 
2 0 0 PRINT"THE GAME CONTAINS SOUND EFFECTS WHICH MAY BE ENJOYED( ' > " 
2 1 0 P R I N T " V I A THE CASSETTE P O R T . " : P R I N T 
2 2 0 PRINT"PRESS ANY KEY TO COMMENCE" 
2 3 0 A*«=INKEY*: I F A * « " " T H E N 1 2 3 0 E L S E RETURN 
2 5 0 END 

RETU 
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ZX - B1 O A M E S 
Scrarrtole m/c 16k E 3 9 5 • 
InvoOer-B m / c 1 6 k £ 3 . 9 5 • 
Asteno'ds m/c 16k E 3 9 5 O 
Oef endars m/c 16k £3 .95 CD 

FSease sand me the gomes as tcked. 
Total cheque/P.O. enclosed 
Name 
Address 

S P E C T R U M G A M E S 
Speakeasy m/c 46k M 9 5 a * 
Ttmegete m/c 4Sk E6.9S * • 
The Chess Player m / c <06k E6.9S • 
Space Intruders m / c 1 6 k E 4 . 9 6 * CD 
Meteor Scorm m / c 16k £4 .35 * • 
L-Game Basic 16k £3 .95 CD 

• THEBE GAMES INCLUDE SPECIAL SEASON At DISCOUNTS, ORDER NOW 

ANOOET FREE KEYBOARD OVERLAY! 

Band or-d.r to: QUICKBILVA, D I P T SPC , SB N O R T H A M ROAD, S O U T H A M P T O N , SOS OPS VISA 

C 0 7 0 3 ) 2 0 1 6 9 



I . 

Quick 
thinking, an 
eye for the main 
chance and a grasp of 
are what you need to 
computer at this adaptation of 
the famous board game Ludo. 
It may seen simple at first but 
your Sharp will prove a tough 
opponent in this battle of wits. 
If you fancy a more even battle 
why not take on a friend — the 
program allows for two play-
ers to take part. 

All the normal rules of the 
board game apply here — and 
the computer will not allow 
you to cheat! 

There's a nice graphic dice 
to control all the moves and 
you simply use the 'Space' key 
to get it rolling. 

Re-
member if 
you manage to land on 
an opponent's counter — rep-
resented on the Sharp board by 
graphic characters — it sends 
him right back where he 
started from — a very satis-
fying move! 

For those who can't remem-
ber the childhood tactics of the 
game, it's all a question of de-
ciding which piece to push 
along in front. 

I tend towards a one-out, all-
out strategy but will let you 
develop your own tactics to 

•Or 
get 
your four 
counters home fastest. 

You will need to get an exact 
move to finish on, so there's a 
little luck involved at the 
death but you'll just have to 
trust your Sharp not to cheat 
on its dice throws. 

It's during games like this 
that you really notice those 
Shift-y keys the Sharp has!!! 

BY FRANK ROONEY 

" ; A $ : L A = L E N ( A * ) : I F L A C 1 4 T H E N 2 3 0 

" ; B $ : L B = L E N ( B $ ) : I F L B < 1 4 T H E N 2 7 0 

1 0 0 m = " _ B O C D E F G A B H C - D - E - F - G - A - B " : T E M P Q 6 : M U S I C M * : M$ ; 
1 10 P = 5 3 2 4 8 : S = 7 1 : U = 4 6 : D I M A ( U ) , E ( U ) , C < 4 ) , D ( 4 > , K ( 4 > , L ( 4 ) , F ( 4 ) , B ( 4 ) , N ( 4 ) 
1 2 0 F 0 R B = 1 T 0 U : R E A D A ( B ) : N E X T B : F 0 R F = 1 T O U : R E A D E ( F ) : N E X T F 
1 3 0 F 0 R C = 1 1 0 4 : R E A D K ( C ) : N E X T C : F 0 R D = 1 T 0 4 : R E A D L ( D ) : N E X T D : G 0 T 0 1 7 0 
1 4 0 F ' G K E 4 4 6 6 , T : P R I N T T A B ( 2 6 ) ; S R C ( 1 3 ) : P R I N T " B " : T A B ( 2 6 ) ; S P C ( 1 3 ) 
1 5 0 P 0 K E 4 4 6 6 , T T : P R I N T T A B ( 2 6 ) ; S P C ( 1 3 ) : P R I N T " ! ! " ; T A B ( 2 6 ) ; S P C ( 1 3 ) 
1 6 0 P 0 K E 4 4 6 6 , 1 0 : F O R I = 1 T 0 5 : F'RL N T T A B ( 3 0 ) ; S P C ( 6 ) : NEX T R : R E T U R N 
1 7 0 F 0 R D = 1 T 0 4 : F ( D ) = D : B ( D ) = D : N E X T D 
1 8 0 PR I N T " U H 2 2 I ! " " How many p l a y e r s ? ( 1 o r 2 ) " 
1 9 0 G E T P L : I F ( P L C 1 ) + < P L > 2 ) T H E N 1 9 0 
2 0 0 P R I N T " E " : I F P L = 2 T H E N P R I N T " P 1 a y e r 1 " : P R I N T " ' 
2 1 0 P 0 K E 4 4 6 6 , 3 : I N P U T " E n t e r y o u r n a m e : 
2 2 0 G 0 S U B 2 9 0 : G 0 T 0 2 1 0 
2 3 0 I F F ' L = 1 T H E N 2 7 0 
2 4 0 P R I N T " U S C P l a y e r 2 " : P R I N T " 
2 5 0 P 0 K E 4 4 6 6 , 9 : I N P U T " E n t e r y o u r n a m e : 
2 6 0 G 0 S U B 2 9 0 : G 0 T Q 2 5 0 
2 7 0 PR I NT " SSISPr e s s * SPACE* t o t h r o w t h e d i c e . " 
2 8 0 P R I N T " 2 I -f y o u t h r o w a 6 y o u g e t a n o t h e r g o . " : FOR I =OTOSOO: N E X T I : G 0 T 0 3 0 0 
2 9 0 P R I N T " S T o o l o n g ! ! " ; S P C ( 2 8 ) : F O R I = 0 T 0 1 0 0 0 : N E X T I : P R I N T " S " ; S P C ( 3 9 ) : R E T U R N 
3 0 0 P R I N T " ! J a 2 E 2 E E E * * P r e s s a n y k e y t o s t a r t * * " 
3 1 0 G E T X $ : I F X $ = " " T H E N 3 1 0 
3 2 0 T = 6 : T T = 1 7 : G O S U B 1 3 2 0 : G = I N T ( R N D ( 1 ) * 2 + U : I F G = 2 T H E N 5 5 0 
3 3 0 I F G = 2 T H E N 5 6 0 
3 3 9 R E M RNMMM P L A Y E R I M R M M 
3 4 0 V = 0 : T = 6 : T T = 1 7 : G O S U B 1 4 0 : G 0 S U B 7 7 0 
3 5 0 F G R D = 1 T Q 4 : I F ( B ( D ) + X ) > U T H E N N E X T D : G 0 S U B 8 9 0 : G 0 T 0 4 8 0 
3 6 0 M = P E E K ( P + A ( B ( D ) + X ) ) 
3 7 0 I F ( M = 6 7 ) + ( M = 1 0 8 ) + ( M = 2 0 S ) + ( M = 7 4 ) T H E N N E X T D : G 0 S U B 8 9 0 : G Q T 0 4 8 0 
3 8 0 G 0 S U B 8 2 0 
3 9 0 I F ( B ( D ) + X ) M J T H E N G 0 S U B 8 5 0 : G 0 T Q 3 8 0 
4 0 0 M = P E E K ( P + A ( B ( D ) + X > ) : F 0 R J = 1 T 0 4 : I F M = K ( J ) T H E N G 0 S U B 8 5 0 : G 0 T 0 3 8 0 
4 1 0 N E X T J 
4 2 0 F 0 R C = 1 T 0 4 : I F M = L ( C ) T H E N 5 2 0 
4 3 0 NEXTC 
4 4 0 U S R ( 6 2 ) : G 0 S U B 5 0 0 
4 5 0 F Q R B = 4 3 T Q U : F O R J = 1 T Q 4 : I F P E E K ( P + A ( B ) ) = K ( J ) T H E N V = V + 1 

RUNS ON A SHARP MZ-80K IN 32K 
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4 6 0 
4 7 0 
4 8 0 
4 9 0 
5 0 0 

5 1 0 
5 2 0 
5 3 0 
5 4 0 
5 5 0 
5 5 9 
5 6 0 
5 7 0 
5 8 0 
5 9 0 
600 
610 
620 
6 3 0 
6 4 0 
6 5 0 
660 
6 7 0 . 
680 
6 9 0 
7 0 0 
7 1 0 
7 2 0 
7 3 0 
7 4 0 
7 5 0 
7 6 0 
7 7 0 
7 8 0 
7 9 0 
800 
810 
820 
8 3 0 
8 4 0 
8 5 0 
860 
8 7 0 
880 
8 9 0 
9 0 0 
9 1 0 
9 2 0 
9 2 9 
9 3 0 
9 4 0 
9 5 0 
9 6 0 
9 7 0 

N E X T J : N E X T B 
I F V > 3 T H E N 9 1 0 
I F X = 6 T H E N 3 4 0 
G = 2 : G Q T Q 5 5 0 
POKEP+A (B (D> ) , 0 : B (D ) =B ( D ) + X : F 0 R Z = 0 T 0 9 : 
P O K E P + A ( B ( D ) ) , O : F O R I = 0 T 0 5 0 : NEXT I 
F'OKEP+A ( B < D) > , K ( D ) : F O R I = O T O S O : NEXT I : NEXTZ : RETURN 
M U S I C " ™ D 1 B ~ D G 3 " : G 0 S U B 5 0 0 
F D R B = 1 T 0 4 : I F P E E K < P + E ( B ) ) =OTHENF'OKEP+E < B> , M : F ( C ) = B : G 0 T 0 4 5 Q 
NEXTB 
I F P L = 1 T H E N 9 3 0 
REM M * M M P L A Y E R 2 M M M M 
W = 0 : T = 1 7 : T T = 6 : GOSUB 1 4 0 : G0SLJB770 
F 0 R D = 1 T 0 4 : I F ( F ( D ) + X ) > U T H E N N E X T D : 6 0 S U B 8 9 0 : G 0 T 0 7 0 0 
N = P E E K ( P + E ( F ( D ) + X ) ) 
I F ( N = 6 5 ) + ( N = 8 3 ) + ( N = 6 8 ) + ( N = 7 0 ) T H E N N E X T D : G 0 S U B 8 9 0 : G 0 T 0 7 0 0 
G 0 S U B 8 2 0 
I F ( F ( D ) + X > > U T H E N G 0 S U B 8 5 0 : G 0 T 0 6 0 0 
N = P E E K ( P + E ( F ( D > ^ X ) ) : F 0 R J = 1 T 0 4 : I F N = L ( J > T H E N G 0 S U B B 5 0 : G O T O 6 O O 
N E X T J 
F 0 R C = 1 T Q 4 : I F N = K < C ) T H E N 7 4 0 
NEXTC 
U S R ( 6 2 ) : G 0 S U B 7 2 0 
F 0 R F = 4 3 T 0 U : F 0 R J = 1 T 0 4 : I F P E E K ( P + E ( F ) ) = L ( J ) T H E N W = W + 1 
N E X T J : N E X T F 
I F W > 3 T H E N 9 1 0 
I F X = 6 T H E N 5 6 0 
G = 1 : G 0 T 0 3 4 0 
P O K E P + E ( F ( D ) ) , O : F ( D ) = F ( D ) + X : F 0 R Z = 0 T 0 9 s P O K E F + E ( F ( D ) ) , 0 : F Q R I = 0 T 0 5 0 : N E X T I 
P O K E P + E ( F ( D ) ) , L ( D ) : F O R I = O T 0 5 0 : N E X T I : N E X T Z : R E T U R N 
M U S I C " ~ D 1 B - D G 3 " : G 0 S U B 7 2 0 
FORF= 1 T G 4 : I F P E E K <P+A ( F ) > =OTHENF'OKEP+A ( F ) 
NEXTF 
P 0 K E 4 4 6 6 , T : P R I N T T A B ( 3 0 ) ; " T H R O W " 
F 0 R I = 0 T 0 9 : N E X T I : P R I N T " * ! " : TAB ( 3 0 ) ; SPC ( 5 ) 
GE T X $ : I F X $ = " " T H E N 7 7 0 
G 0 T 0 1 1 8 0 
RETURN 
P 0 K E 4 4 6 6 , T : F'R I N T T A B ( 2 6 ) ; " Whi c h P i e c e ?" 
GETD: I F ( D < 1 ) + < D > 4 ) T H E N 8 3 0 
P R I N T T A B ( 3 1 ) : " S " ; D : R E T U R N 
P 0 K E 4 4 6 6 , T : P R I N T T A B ( 2 6 ) : S P C ( 1 3 ) : M U S I C " G 1 _ D G _ D G _ J D " : F 0 R Z = 0 T 0 9 
P 0 K E 4 4 6 6 , T : P R I N T T A B ( 2 8 ) ; " I L L E G A L ! ! " : F O R I = 0 T 0 2 5 : N E X T I 
P R I N T " S " ; T A B ( 2 6 ) ; S P C ( 1 3 ) : F O R I = 0 T 0 2 5 s N E X T I : N E X T Z 
P R I N T " S " ; T A B ( 2 6 ) : S P C ( 1 3 ) : R E T U R N 
M U S I C ' G L — D G - J D G — D 1 ' : P 0 K E 4 4 6 6 , T : P R I N T T A B ( 2 6 ) ; " Y o u c a n ' t g o ' " 
F 0 R Z = 1 T 0 1 5 0 0 : N E X T Z : R E T U R N 
M U S I C M $ : M * : P 0 K E 4 4 6 6 . T : P R I N T T A B ( 2 6 ) ; " YOU W I N ! « ! " : G O T O 1 1 2 0 
F O R Z = O T 0 5 0 0 0 s N E X T Z : R E T U R N 
REM E t t t t i i COMPUTER f f i t * i l 
W = 0 : T = 1 7 : T T = 6 : G O S U B 1 4 0 : G O T O 1 1 8 0 
F O R D = 1 T 0 4 : I F ( F ( D ) + X ) = < U T H E N N ( D ) = P E E K ( P + E ( F < D ) + X >) 
F O R C = 1 T 0 4 : I F N ( D ) = K ( C ) T H E N 1 0 6 0 
N E X T C : N E X T D 
F O R D = 1 T 0 4 : I F ( ( F ( D ) + X ) = < U ) * ( N ( D ) = 0 ) T H E N U S R ( 6 2 ) : G O S U B 1 0 4 0 : G 0 T 0 9 9 0 

N : B ( C ) = F : G 0 T 0 6 7 0 
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Fop your Tandy TRS-80 and Video Genie 

DRACULA ISLAND 
We ve capitulated! So many people have asked for a Kansas quality Adventure, that 

finally, here it is. 
This has all the ingredients of the traditional adventure plus an involved plot, which 

will take a great deal of solving. 
The aim is to get rid of Dracula, but of course you have to find him, and at the same 

time have the correct objects at the correct time all the way throughout, otherwise you 
will not get very far. 

There are countless locations, objects and happenings, with the game operated m 
the normal way with either single key entries for the regular used words and the 
program operated with two separate words throughout. 

The programmer says it will take on average three weeks to solve! But unlike 
normal adventures, this one can be saved to tape, thus allowing you to load the saved 
data, and so resume at the same place and time and with the same objects as you 
previously left the game. 

Needless to say, as our very first adventure, it's a good one. It's machine language 
of course! 

£9.50 

^ — " a s k to 9et 

and 

VISA 
m 

a f">ug, , n /e Pra„ 9 o°07yScT-i t " S Z J 
— - - - ^ R A S * F O R \ 

ckansas 
* Kansas Citv S 

Recognised brand leader in microcomputer software The only company giving a 
lifetime unconditional guarantee and assured return first class post service. 

Kansas City Systems, Unit 3, Sutton Springs Wood, Chesterfield, S44 5XF. Tel. 0246 850357 

( n o w y o u h a v e y o u r 
IHOf lE COMPUTER/V IDEO O A f l E 

I 
g^MPTpMPl J TERSQEIvmBE R-ROM C CASSETTE D=DISK 

THORN EMI FOR ATARI 400/800 
Jum0oJ«1 
Sub Commander 
Soccer 
Dans 
Pool 

THE BEST THIRD PARTY SOFTWARE 
Chop L.twr • Swine C O Intacon Inlrrlog-c 
Sftamuj C O Sea Fox D C Stocked 
Sain Voice Syn 0 Stellar Shuttle D C 

Caverns ot Mars R 
Centipede R 
PacmanR 
Star Raiders R 

£29 95-pip 
£?9 95 - pip 
£29 95- pip 
f?9 95 • pip 

£14 pip 
£34 95-p ip 
£29 95-pip 
£19 95-pip 
£19 95-p ip 

TEXAS 
Munctwnan R 
TI Invaders R 
Cat Wats ft 
Chess R 
Adventure C 
Mission impossible C 
Savage Island l i IIC 
Pyramid ol Doom C 
Adventure i Pirate H-C 

Software stocked 
for SINCLAIR 

neu Full range of Texas > 
ZX81 Educational Programmes 

From £9.95 ) 
£26 95-pSp 
£19 95 • pip 
£24 95-pip 
£39 95-pip 
t2i 95-pip 
£24 95-pip 
£26 95-pip 
£24 95-pip 
£39 95-pip s x m 

FOR INTELLIVISION 

• Sim Voice oyn u Stella* sn utiie U L _ _ - - w — — 

I WHAT ABOUT THE S O F T W A R E ? 
video;SMEioetwars 
FOR ATARI ACT1V.S.ON 

£29 95-pip 
£29 95-pip 
£29 95-pip 
£29 95-pip 
£29 95-pip 
£29 95-pip 

ET 
SUrRa»ders 
VoHeytMU 
Defender 
Yafts Revenge 
Beriert 

1 MAGIC 
Ahanw 
Demon Attack 
Star Voyager 
RxKMpttneSprwu 
Cosmic Ark 
Cillers welcome 6 days per week at i l l stores 
Please add 50p p i p per item 

IV AT 

£24 95-pip 
£24 95-pip 
£24 95-pip 
£24 95-pip 
£19 95-pip 

Starmaster 
Barnstormer 
Pitlall 
Metfomania 

PACKER BROS 
Spider man 
Amtdar 
Frogger 
Fmpire Strikes Back 

£24 95-pip 
£24 95-pip 
£24 95-pip 
£24 95-pip 

£29 95 - pip 
£19 951-pip 
£29 95-pip 
£29 95-pio 
£19 95-pip 

£29 9 i f p i p 
£ » 95-p ip 
£29 95-pip 
£29 95-pip 

SoUr Sailor 
Iron 2 

Space Sparlon 
6) 7 Bomber 
Dunoeons IO Dragons 

FROM 1 MAGIC 
Atlantis 
Micro Surgeon 
Beauty f. me Beast 
Squads ol Serpents 

CREDIT CARD HOTLINE 
^ ^ TEL: 01 636 9613 

Our range ol soltware grows weekly Send s a e lor more titles 

t S ^ J S S l L A N D A U ELECTRONICS (Dept CVOL )L ION HOUSE . 
*TW. 01-643 5494 ZZ7 TOTTENHAM COURT ROAD, L O N D O N W l . 
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r . ~ t r^ - • ' 7 —. J. / - . 

9 8 0 
9 9 0 

000 
0 1 0 
020 
0 3 0 
0 4 0 
0 5 0 
060 
0 7 0 
080 
0 9 0 
100 
1 10 
120 
1 3 0 
1 4 0 
1 5 0 
160 
1 7 0 
1 7 9 
1 8 0 
1 9 0 
200 
210 
220 
2 3 0 
2 4 0 
2 5 0 
260 
2 7 0 
280 
2 9 0 
3 0 0 
3 1 0 
3 2 0 
3 3 0 
3 4 0 
3 5 0 
3 6 0 
3 7 0 
3 8 0 
3 9 0 
4 0 0 
4 1 0 
4 2 0 
4 3 0 
4 4 0 
4 5 0 
4 6 0 
4 7 0 
4 8 0 
4 9 0 
5 0 0 
5 1 0 
5 2 0 
5 3 0 
5 4 0 
5 5 0 
5 6 0 
5 7 0 
5 8 0 
5 9 0 
600 
610 
620 

6 3 0 
6 4 0 
6 5 0 
660 
6 7 0 
680 
6 9 0 
7 0 0 
7 1 0 
7 2 0 
7 3 0 

N E X T D : 6 0 T 0 1 1 0 0 
F 0 R F = 4 3 T 0 U : F 0 R D D = 1 T 0 4 : 
I FF'EEK (F'+E ( F ) ) = L ( D D ) THENW=W+1 
N E X T D D : N E X T F 
I F W > 3 T H E N 1 1 1 0 
I F X = 6 T H E N 9 3 0 
G = 1 : G 0 T 0 3 4 C 
P O K E P + E <F < D ) ) , 0 : F ( D ) = F (D> + X : F 0 R Z = 0 T Q 9 : P O K E P + E ( F ( D ) ) , 0 : F O R I = 0 T 0 5 0 : N E X T I 
P O K E P + E ( F ( D ) ) , L ( D ) : F O R I = O T 0 5 0 : N E X T I : N E X T Z : R E T U R N 
M U S I C " - D 1 B " D G 3 " : G O S U B 1 0 4 0 
FORB= 1 T 0 4 : I FF'EEK ( P + A ( B) ) = 0 T H E N P 0 K E P + A ( B ) , N ( D ) : B ( C ) = B : G 0 T 0 9 9 0 
N E X T B 
M U S I C " G 1 - D G - D G - D " 
P 0 K E 4 4 6 6 , 1 7 : P R I N T T A B ( 2 7 ) ; " C a n ' t g o ! " : F Q R Z = 1 T O 1 5 0 0 : N E X T Z : G O T O 1 0 2 0 
MUS I C I i $ ; M $ ; M $ : P 0 K E 4 4 6 6 , 1 7 : P R I N T T A B ( 2 6 ) ; " I W I N ! ! ! " 
F O R Z = 1 T 0 5 0 0 0 : N E X T Z 
P R I N T " S u S S u S u E D o y o u w a n t a n o t h e r g a m e (Y o r N ) ? " 
G E T X $ : I F X $ = " " T H E N 1 1 4 0 
I F X $ = " Y " T H E N 1 7 0 
I F X $ = " N " T H E N P R I N T " E " : END 
G O T O 1 1 4 0 
REM 1 1 ! I M I D I C E V M M M 
H = 0 : F 0 R X = 1 T G 6 : G O S U B 1 2 0 0 : N E X T X 
H = 1 : X = I N T ( R N D ( 1 ) * 6 + l ) 
O N X G O T O 1 2 1 0 , 1 2 2 0 . 1 2 3 0 , 1 2 4 0 , 1 2 5 0 , 1 2 7 0 
G Q S U B 1 4 0 a P O K E P + 5 1 2 , S : G O T O 1 2 9 0 
G O S U B 1 6 0 : P 0 K E P + 4 7 3 , S : P D K E P + 5 5 1 , S : G O T O 1 2 9 0 
G O S U B 1 6 0 : P 0 K E P + 4 3 4 , S : P O K E P + 5 1 2 , S ! P 0 K E P + 5 9 0 , S : G O T O 1 2 9 0 
G O S U B 1 6 0 : P 0 K E P + 4 3 0 , S : P O K E P + 4 3 4 , S : P 0 K E P + 5 9 0 , S : P O K E P + 5 9 4 , S : G O T O 1 2 9 0 
G O S U B 1 6 0 
P 0 K E F + 4 3 0 , S : P O K E P + 4 3 4 , S : P 0 K E P + 5 1 2 , S : P 0 K E P + 5 9 0 , S : P O K E P + 5 9 4 , S : G O T O 1 2 9 0 
G O S U B 1 6 0 : P Q K E P + 4 3 0 , S : P O K E P + 4 3 4 . S : P O K E P + 5 1 0 , S : P 0 K E F + 5 1 4 , S : P 0 K E P + 5 9 0 , S 
P O K E P + 5 9 4 , S : G O T O 1 2 9 0 
I F H = O T H E N R E T U R N 
I F (F 'L=1 ) * ( G = 2 > T H E N 9 4 0 
G 0 T 0 8 1 0 
P R I N T " G " ; 
P R I N T " i — t — i — . — i — i — . — • — i — . — i — i — i " ; TAB ( 3 2 - I N T ( L A / 2 ) ) : A * 
P R I N T " I I I I I I I t I I I I I " - T A B ( 3 2 - I N T ( L A / 2 ) ) ; 
F 0 R I = 1 T 0 L A - 1 : P R I N T " — 1 ; : NEXT I : PR I NT 
P R I N T " I — I — 1 — L - l - + t H — ' — ' — 1 — I — I 
P R I N T " 
P R I N T " 
P R I N T " 
P R I N T " 
P R I N T " 
P R I N T " 
P R I N T " 
P R I N T " 
P R I N T " I 
P R I N T " h 
P R I N T " I 
P R I N T " H 
P R I N T " f 
P R I N T " 
P R I N T " I 
P R I N T " 
P R I N T " I 
P R I N T " 
P R I N T -
P R I N T " ^ 
P R I N T " I 
P R I N T " L 

I I 

I I 

I 14 

S I I 
• — i T I—I 
I M I A I I 
I—IR I—I 
r - i T i i I — 

I I 
1 I—I 

I I 

m 
I 

O" 
4 " 

I I 

I I i m 
-J u 

I HOME 
— i r H—H 

t i l l i 

-h 

± I 
H — I 

I I 

HOME 

I I 

I I + 

i—i—i—i 
I I * I • ! 
I 1—I—f 
I IS I * I 
I — I T I—\ 
I IA I * I 
I — | R .—. 
I IT 

-W + 

I I 

t I I 

I I 

- i r 
I I 

-t 1 
I I I I I I I -i u I I I I # * • 

1 2 3 4 0 " 
P R I N T " C a n n n " : : I F ( P L = 1 ) * ( L A = < 9 ) T H E N P R I N T T A B ( 1 7 — I N T ( L A / 2 ) ) ; A * : G 0 T 0 1 6 2 0 
I F P L = 1 T H E N P R I N T T A B ( 1 6 ) ; " Y O U " : G O T O 1 6 2 0 
P R I N T T A B ( 1 4 ) ; " P L A Y E R 1" 
P 0 K E 4 4 6 6 , 1 9 
I F P L = 2 T H E N P R I N T T A B ( 4 ) ; " P L A Y E R 2 " : P R I N T " S " : T A B ( 3 2 - I N T ( L B / 2 ) ) : B $ 
I F P L = 2 T H E N P R I N T T A B ( 3 2 - I N T ( L B / 2 ) ) ; : F O R I = 1 T O L B - 1 : P R I N T " — ; : N E X T I : P R I N T " — 
I F P L = 1 T H E N P R I N T " K E E C O M P U T E R " : P R I N T T A B ( 2 8 ) ; " a C 0 M P U T E R S 3 3 S 3 3 3 3 3 " 

D A T A 2 0 7 , 2 8 7 , 3 6 7 , 3 6 9 , 3 7 1 , 2 9 1 , 2 1 1 , 1 3 1 , 5 1 , 4 9 , 4 7 , 4 5 , 4 3 , 4 1 , 1 2 1 , 2 0 1 , 2 8 1 , 3 6 1 
D A T A 4 4 1 , 5 2 1 , 6 0 1 , 6 8 1 , 7 6 1 , 8 4 1 , 9 2 1 , 9 2 3 , 9 2 5 , 9 2 7 , 9 2 9 , 9 3 1 , 9 3 3 , 9 3 5 , 9 3 7 , 9 3 9 , 9 4 1 
D A T A 9 4 3 , 8 6 3 , 7 8 3 , 7 0 3 , 6 2 3 , 5 4 3 , 4 6 3 , 4 6 1 , 4 5 9 , 4 5 7 , 4 5 5 
D A T A 7 7 7 , 6 9 7 , 6 1 7 , 6 1 5 , 6 1 3 , 6 9 3 , 7 7 3 , 8 5 3 . 9 3 3 , 9 3 5 , 9 3 7 , 9 3 9 , 9 4 1 , 9 4 3 . 8 6 3 , 7 8 3 , 7 0 3 
D A T A 6 2 3 , 5 4 3 , 4 6 3 , 3 8 3 , 3 0 3 , 2 2 3 , 1 4 3 . 6 3 , 6 1 , 5 9 , 5 7 , 5 5 , 5 3 , 5 1 , 4 9 . 4 7 , 4 5 , 4 3 . 4 1 , 1 2 1 
D A T A 2 0 1 , 2 8 1 , 3 6 1 , 4 4 1 , 5 2 1 , 5 2 3 , 5 2 5 , 5 2 7 , 5 2 9 
D A T A 6 7 , 1 0 8 , 2 0 8 , 7 4 , 6 5 , 8 3 , 6 8 , 7 0 
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[JOB ELTEC SERVICES LTD * 
S»S 

BBC MICRO COMPUTERS 

BBC Model "A" (in stock now) £299.00 
BBC Model "B" (in stock now) £399 00 
BBC Model "A" plus extra 16K memory £330.00 

16K Hitachi memory (as fitted by ACORN) £31.00 

FULL UPGRADE KIT (Genuine ACORN issue) 
UPGRADE KIT tilting charge 

£90.00 
£10.00 

14* Full colour MONITOR (used in BBC computer programmes) £309.35 
12" Green Screen MONITOR £126.00 
RGB Monitor lead £5.00 
Monitor leads £5.00 
Cassette Recorder (recommended) £28.00 
Cassette lead (7 pin DIN/3 jacks PLUS matching 

resistor lor reliable saving) £5.00 
Blank Cassettes SCOTCH 3 M C - 1 0 £0.80 

SOFTWARE 
Sinclair (UK) Software cassettes 1-7 from £3.95 
AGENTS lor BUG BYTE software 
AGENTS lor PROGRAM POWER software 
FULL RANGE ot AC0RNS0FT BBC CASSETTES alt £9.95 
ELTEC PRO DIS Disassembler £6.85 
BEEBSTICK Fully proportional joystick tor drawing and games £29.95 

SEND SAE FOR OUR SOFTWARE PRICE LIST 

BOOKS 
NEC 30hr Basic £5.50 
Practical Programmes lor the BBC Computer Johnson-Davies . . £5.95 
Basic Programming on the BBC Microcomputer Cryer £5.95 

WIDE RANGE OF BOOKS on the PROGRAMMING ol the 6502 
SEND SAE FOR OUR BOOK LIST 

16K Hitachi memory (as fitted by ACORN) £31.00 
FULL UPGRADE KIT (Genuine ACORN issue) . . . . £90.00 
UPGRADE KIT fitting charge £10.00 

PRINTERS 
SeikoshaGP100A £225.00 
EPSON MX80 F/T III £390.00 
EPSON MX100F/T III £530.00 
SMITH CORONA Daisy Wheel Printer £557.00 
Printer Cable £18.40 

ATOM MICROCOMPUTER 
Extra Memory (2114L) per K £2.20 
Floating point ROM . £21.00 
ACORN 96K DiskPack £343.00 
Disk Butter Pack £11.20 
DISATOM SUPER ROM - The most powerful toolkit yet £29.85 
4 Socket software utility switch £22.95 

Prices are VAT INCLUSIVE 
P&P £1.00 tor orders under £100.00: 

Orders over £100.00 add £10.00 for a Securicor Delivery 

ELTEC SERVICES LTD 
231 Manningham Lane, Bradford It 1)8 7HH Tel: (0274) 491372 

OPEN Mon-Frl 9arn-5pm Sat 9am-12 noon. 

M. C. LOTHLORIEN 
SPECTRUMS and DRAGONS! 

(not forgetting ZX81) 
A fantastic range of 16K games, each complete with fully comprehensive instructions 

1. TYRANT OF ATHENS. 
Can you survive long enough to turn Athens into the most feared state in the Mediterranean? 

Train troops, build warships, fight battles by land and sea against hostile Greek States and the vast Persian Empire -1 

Many more features in this very addictive game. Dragon version uses high resolution graphics to produce a map of the E. 
Mediterranean on which the naval battles are fought. Price: DRAGON £6.95 ZX81 £4.50 SPECTRUM £5.50 
2. ROMAN EMPIRE. 

Your aim is to conquer the hostile countries surrounding Rome. Build armies, appoint Generals and light 
campaigns. This challenging game takes full account of morale, fighting efficiencies, leadership ability, etc. 3 levels ol play. 

Price: ZX81 £4.50. Spectrum £5.50 
3. PELOPONNESIAN WAR. 

Set in Ancient Greece Irom 431-404 BC, covering the great War between Athens and Sparta. Your goal is a final 
victory over the Spartans but you will need all your skill in a combination ol diplomacy and military force before you even 
stand a chance. 3 levels of play. Price ZX81 only £4.50 
4. SAMURAI WARRIOR. 

Set 4 centuries before the film "Shogun" you can discover how you would have fared as a Samurai in 13th 
Century Japan. Face challenges from Samurai and bandits. Are you a survivor? Or will you be forced to commit ntual 
suicide? 7 levels of play A most fascinating game. Price: DRAGON £6.95 ZX81 £4.50 Spectrum £5.50 
5. WARLORD. 

Have you got the opportunism and strategic ability to control a village and army like the Warlords of Old Japan? 
Rule your subjects, trade for food, attack pirates and make raids for gold and slaves. As il this were not enough you must 
also face combat challenges from other Warlords and their Samurai and defeat attacks from their armies. Dragon version 
uses H R graphics for a map of Japan for pirate battles and graphics for Samurai and land battles 

Price: DRAGON £6.95 ZX81 £4.50 
Cheques and POs please, made payable to: M. C. LOTHLORIEN, 

Dept. CI, 4 Granby Road, Cheadle Hulme, Cheadle, Cheshire SK8 6LS 
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100 FREE PROGRAMS 
FROM SILICA SHOP — WITH EVERY PURCHASE OF AIM 

ATARI 388 A 
L 9 7 8 M 1 9 7 9 H - * ' I 

I I I 
ATARI PRICES REDUCED! 
We at Silica Shop are pleased to announce some 
fantastic reductions in the prices of the Atari 400 800 
personal computers We believe that the Atari at its 
new price will become the U K 's most popular per 
sonal computer and have therefore set up the Silica 
Atari Users Club. This club already has a library of 
over 500 programs and with your purchase of a 400 
or 800 computer we will give you the first 100 free of 
charge. There are also over 3S0 professionally writ-
ten games and utility programs, some are listed 
below Complete the reply coupon and we'll send 
you full details Alternatively give us a ring on 01 -301 
1111 or 01-309 1111 

a 

ATARI 400 J 
with 16K J E199 
ATARI 40 
with 32K ° i E248 
ATARI 800 i 
with 16K J E349 

400/800 SOFTWARE & PERIPHERALS 
Don't buy a T V game' Buy an Atari 400 personal computer and a game cartridge and that's all you'll need. Later on you can buy the Basic 
Programming cartridge {£35) and try your hand at programming using the easy to learn BASIC language. Or if you are interested in business 
applications, you can buy the Atari 800 + Disk Drive + Printer together with a selection of business packages 
Silica Shop have put together a full catalogue and price list giving details of all the peripherals as well as the extensive range of software that is now 
available for the Atari 400 800. The Atari is now one of the best supported personal computers Send NOW for Silica Shop s catalogue and price list 
as well as details on our users club 
THE FOLLOWING IS JUST A SMALL SELECTION FROM THE RANGE OF ITEMS AVAILABLE 
ACCtSSOftltt 
U M 
Coaomoi 
Ontotw 
joymcki 
Li S k i Joyvict 
•Ate Suepiio. 

AO VENTURE INT 

So J ' M Ady 
So J Miauon Imp 
No 4 Voodoo C«l 
No S Tho Count 
No t Sttanga Ody 
No 7 Mviwy fan 
No 8 Py'amld o> 0 
No 9 Goott Tow 
No 10 So. Island 1 
NollSavltlond? 
No 17 Gotten Vo, 
An*. Wit-mt 
{WkcliH 
GoUtl* (A**™ 
Caloric Trod.' 

Mountain Shoo. 
Raarguard 
Star Fill. 

Sunday GrfWI 

A U T O M A T ( O SIMULATIONS 
Lruih CivKtrit Cmp 
Uatotionot ol Hyn 
DrjQoni £y. 
In—nan Of on 
RotCuo 01 ft«ot 
RicOchot 
Sia> N o w 
TorvO Ol ApshJ 
Uopor n . n i n An. 

WOR5 
Row: Ral Manual 
C a w m Ann OOS Comput. Hh Ato. 
Campuo Mnif in . D. Mr Aar> 
DOS Ul'lntoi UK 
LIOSJ Manual 
M«c A tori Book. 
On S t w n Lutrng 
tVii.v Monu* 

B0JINESS 
Calculator 
Databow Monoptmt 
Dotation UJ" 
G'«n It 
Irwucfnf 
Libra* ion 
Mori & Loon Anol 
Nom.no! Ladgor 
Coy.OH 
I V u w F*nl Mgmt 
Purchaoa Lndgni 
Solo. La4f** 
Stotmict 1 
Stock Control 
ToWink 1 
Vmcak 
Wookly Plaruuii 
Word Prooma. 

CBrSIAtWAHt 
Bonoath Tho P.r»n 
Faniorrlond 2041 
Goloct* Quoit 
Houto Ol 1-W. i 
Sand. Of Mar. 
•Vat.-loo 
World War III 

0 VIACOM' 
Alpn. F^itar 
Chompalp 
C o t t o n 
F 0*0.1 PrtO 
Inlrutkf Alan 
MoonprpOo 
Movng Wi l l 
Niyniion JIQUA 
Ring, ol Tho Emp 
Sow Till 
Spoco Trap 
Stud Pout 
TiaUt Bloc Lad. 

IDOCATHy 
fttm APX 
Algicalc 
Atiat ol Canada 
CuObyhotos 
Elornontory B*etO«y 
r * 09m oti.i 
Hickory OiCkory 
ln*l Cur-plg Don 

i .110' man 
Mapmoro 

Motht Ttc To. 
I0.trK A proO SolVf 
Mugwump 
Mu.ic T»rmt.'Noioln 
MliwO CwroMIn 
«» l im Alpn î.1 
NurtOor W«l 
Fnuk 
'mitJ.ni. Ol U S 
Qui! Mo.tor 
StOriworf 
Si.'00 10 G'dliici 
Tfwao H Moth Svl 
VnJ..' Mttn Flo* 
Wordmotor 

EDUCATION 
tram AT AW COnv F'Onch 
COM Gorman 
Con* lullon 
Con* Soonith 
Enorgy C/ar 
Euroooon C A Cm 
Hangman 
InVI To Cxof inn 
Kingdom 
Music Cpmposar 

Scrim 
S U M . ft Cop'ioK 
Touch Typing 

EMI SOUBAKI 
Smith Horttog* 
Cr ibbaBO'Dominoo. 
Dart . 
F urspoon Scono ><g 
Hickory Olefcorv 
Mumpty Dumpty 
Jumbo Jot Larvlor 
Snookor ft Billiard) 
Submarmo Commdr 
SuOOr CubOt ft Til! 
I t h n w w i Pool 

ENTtRTAINMtMJ from AM 
Al«n Egg 
Anthill 
At lank 
Avolonch. 
Bob. 
Block lock Casino 
Block Bultor 
Bi«k Em 
Bumpo. Pool 

Coatio 
Contunon 
Chockor King 
Chinooo 
CodscrackO' 
Comody Oitkotl. 
D a Pokot 
Oot D i n 
domination 
Ooomh.ll 
Eattorn Front 
Gounod ft Holy GH 
G*vh ic .'Sound 
Jo. O 
Jukobo. 
Loot*tood 
tAwiory Mo ten 
Midas Touch 
Mmotou' 
Oullaw'HowLro. 
Proachooi G o w 
Pro >oo*m| 

Robbou 
flwHti II Soonon Run 747 lomt~a Simul SM. Cord Stud 

Slttfv Artrontuto 
Solit.irt 
Spaco O a t 
Spaca Trot 
Switant Palaco 
Tact Ttok 
Tarry 
WilardtGold 
W.tardi Hrvonp. 

ENTERTAINMENT SSBATAM 
Aittwa 
Bos.»iri.i 
Stack,ack 
Can Ivodo 
Choot 
f ntorrammant Kit 
Mimim Coiwmn 
Poc Man 
SPOCO invadort 
Stat Rotdars 
SjPO* Sioakoul 
v.doo Eoaoi 

Mna4n< Aataroo 
Mouwoltock 
Tl*f irfidW 
LPy«ouGoMaoi ft 
Wiiartl ft Prncas 

R LINESV«T|M» 
do'"* 

PfWtPHEBAH 
Contronlc. Prmvoro 
Disk Oriyo 
t l»»" Prinlors 
Progrvn Aocwdar 
RS233 IOH'IOCO 
Tharnvtd Prmtar 
1IK Mamorv RAM 
3?< kNmory HAM 

PERSONAL INT 
»r»m AP* 
M l SAjtic Svtlon 
Bonnor Gonarow 
l l a t l K t Tutor 
Own* To TSo Doat 
Koyboord Q|ppi 
Morto Coda Tutor 
Fir«rol Fitnata Ori 
Ployor Piono 
statehood 
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Oitploy U m 
G'Whict MotAot. 
' . H i t ! 
Horuonuo Scrolling 
Manor Mtmjry Map 
Mm. IWonl Procanoi 
Pago Flowing 
^oyor Mns.lt Gr 
Ployor Piono 
Sound! 
Vorticol Scrolling 
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mm 
100 REM * * * T X SOFTWARE*** 
110 REM R.MRTTHEWS < 1 9 8 2 ) 
120 REM * * * * * * * * * * * * * * * * * 
130 D IM F K 3 2 ) : : A < 1 > , A < 2 ) , A < 3 ) , A < 3 1 > , A < 3 0 ) , A < 3 1 > , A < 3 2 ) = 2 5 
140 RANDOMIZE - CALL MAGNIFY<3) : CRLL C 0 L 0 R < 9 , 2 , 6 , 11 , 1 1 3 , 1 , 1 ) 
145 CALL S C R E E N < 6 ) : : CALL INSTRUCTIONSCRN) 
150 fll*= " 3 0 C 0 F F F F F F 3 F 7 8 " A R P T f < " 0 % 2 2 ) & " F C F E F E 8 " 
160 A2$= H 0 0 0 1 1 F 3 F 3 F 3 F 0 F 7 F F F F F F F D 5 5 5 7 F 0 0 0 0 0 0 8 0 E 0 F F E 0 E 0 8 0 F E F F F E F E 5 4 5 4 F C " 
170 A3$="FFFF" 
180 A 4 $ = R P T * < " 0 " , 16 )& " 2 9 3 B 7 F F F F F 7 F 7 F 3 F " & R P T $ ( " 0 " , 16 ) & "80E0F5FEFFFFFFF1C " 
1^0 A 5 $ = " 2 9 3 B 7 F F F F F 7 F 7 F 3 F 0 7 0 7 0 3 0 3 0 3 0 7 0 F 7 F 8 0 E 0 F 5 F 5 F F F F F F F C F C E 0 C 0 C 0 C 0 E 0 F 0 F F " 
2 0 0 A6 f="34599D45B5AC7CBF7EFF7EFFCA425149" 
2 1 0 A 7 $ = " E 0 4 0 4 0 4 0 " 
2 2 0 A8$= " 7 F 7 F 6 6 6 6 7 F 7 F 6 6 6 6 " 
2 3 0 A 9 $ = " F E F E 6 6 6 6 F E F E 6 6 6 6 " 
2 3 5 CALL C H A R < 9 6 , A 1 * , 1 0 8 , A 2 $ , 1 1 2 , A 3 * , 1 1 6 , A 4 $ , 1 2 0 , A 5 * ) 
2 3 6 CALL C H A R < 1 2 4 , A 6 * , 1 0 4 , A 7 $ , 1 3 2 , A 8 $ , 1 2 8 , A 9 * ) 
2 4 0 CALL CLEAR : : FOR J=4 TO 2 8 STEP 2 := H T = I N T < R N D * 1 0 ) + 1 
2 4 5 CALL VCHAR<24-HT, J , 1 3 2 , H T > : :CALL VCHAR<24-HT, J + 1 , 1 2 8 , H T ) 
2 5 0 A C J ) , A < J + 1 ) = 2 4 - H T : : NEXT J := CALL C 0 L 0 R < 1 3 , 2 , 6 ) " CALL H C H A R < 2 4 , 1 , 1 1 2 , 3 2 ) 
2 6 0 CALL S P R I T E < # 2 , 9 6 , 5 , 1 0 , 1 , 0 , 3 5 ) 
2 6 5 CALL S P R I T E < # 4 , 1 0 8 , 1 6 , 1 7 8 , 1 0 0 , 0 , 5 , # 5 , 1 0 8 , 1 1 , 1 7 8 , 2 0 , 0 , 5 ) 
2 6 6 CALL S P R I T E < # 6 , 1 0 8 , 1 2 , 1 7 8 , 1 8 0 , 0 , 5 ) 
2 7 0 CALL KEY< 1 , K, S ) : •" I F S THEN GOSUB 2 3 0 ELSE SC=SC-PN 
271 GOTO 2 7 0 
2 8 0 CALL F ' 0 S I T I 0 N < # 2 , X, Y ) : : C A L L L 0 C A T E < # 2 , X + l , Y ) 
2 8 5 CALL S P R I T E < # 3 , 1 0 4 , 1 6 , X , V , 5 0 , 0 ) : : C L = I N T < Y / 8 . 0 1 ) + l - X l = I N T < X / 8 . 0 1 ) + 3 
2 9 0 I F CL<C4 OR CL>30 THEN 3 3 0 
3 0 0 CALL C O I N C < A L L , C ) : : I F C THEN 3 6 0 ELSE CALL P O S I T I O N < # 3 , X , V ) 
305 I F X>184 THEN 3 3 0 ELSE R W = I N T < X / 8 . 0 1 ) + l : : I F RW<A(CL) THEN 3 0 0 
3 1 0 CALL SPR I TE # 3 , 1 2 4 , 2 , X , V , - 2 0 , 0 ) : : CALL SOUND ( - 2 0 0 , - 5 , 0 ) 
3 1 5 CALL VCHAR<RW~2, CL, 3 2 , 3 ) = A<CL)=RW+1 
3 2 0 SC=SC+10 : : DISPLAY A T < 1 , 1 ) S C 
3 3 0 CALL D E L S P R I T E < # 3 ) : : I F X l < 1 6 THEN RETURN 
3 4 0 FOR J=4 TO 2 9 = I F fl<J)<Xl THEN 3 8 0 
3 5 0 NEXT J : : RETURN 
3 6 0 CALL S P R I T E < # 3 , 1 1 6 , 1 6 , 1 7 6 , V , 0 , 0 ) : : CALL S O U N D ( - 5 0 0 , - 5 , 0 ) 
3 6 5 SC=SC+<75 -RW)*4 : : DISPLAY A T < 1 , 1 ) - ' S C 
370 CALL P A T T E R N ' ! # 3 , 1 2 0 ) : I F RNDC.5 THEN 3 6 0 ELSE 3 3 0 
3 8 0 CALL S O U H D C - 4 0 0 0 , - 3 , 0 , 4 0 0 , 0 ) 
3 8 5 FOR DEL=1 TO 1 5 0 0 - NEXT DEL : -'RUN 
390 STOP 
4 0 0 SUE INSTRUCTIONS<PN> =: CALL CLEAR 
418 DISPLAY A T ( 1 , 8 > : "TARGET" ' DISPLAY A T < 2 , 8 ) : " = = = = = = " 
4 2 0 DISPLAY A T < 5 * 1 ) : " U S E ANY KEY TO DROP BOMB." 
4 3 0 DISPLAY A T < 9 , 1 ) : " C H O O S E OPTION PLEASE" 
4 4 0 DISPLAY A T < 1 3 , 1 ) : "EASY O P T I O N " ; T A B < 2 6 ) ; " < 0 " 
4 5 8 DISPLAY A T < 1 5 , 1 ) : " H A R D OPTION" 
460 DISPLAY A T < 1 6 , 1 > : " ( N E G A T I V E S C O R I N G ) " ; T A B < 2 6 ) ; " < 2 ) " 
4 7 0 CALL KEY < 0 , K Y , S T > " CALL S O U N D S - 2 0 , 9 0 0 , 2 0 ) : • I F ST=0 THEN 4 7 0 
4 8 0 I F KY=49 OR KY=50 THEN PN=KY-49 ELSE 4 7 0 
5 0 0 SUBEND 
6 0 0 REM * * * * * * * 
501 REM L I N E S 150 TO 2 1 0 DEFINE CHARACTERS . . EXPERIMENT HERE! 
6 1 0 REM A l l . . PLANE 
6 2 0 REM A 2 $ . . TANK 
6 3 0 REM A 3 * . . ROAD 
6 4 0 REM A 4 $ , A 5 * , f l 6 S . . EXPLOSIONS 
6 5 0 REM 0 7 $ . . BOMB 
6 6 0 REM A 8 $ , A 9 * . . B U I L D I N G S 
6 7 0 REM * * * * * * * 
6 8 0 REM SPRITE # 2 . . P L A N E 
6 9 0 REM SPRITES # 4 , # 5 , # 6 . . T A N K S 
7 0 0 REM SPRITE # 3 . . B O M B 
710 REM * * * * * * * 
720 REM INCREASE D I F F I C U L T Y LEVEL BY INCREASING SPEED OF S P R I T E < # 2 ) 
7 2 5 REM ALSO HEIGHT OF BUILDINGS CAN BE CHANGED I N L I N E 2 4 0 
726 REM TANKS CAN BE SPEEDED UP OR SLOWED DOWN I N L INES 2 6 5 AND 2 6 6 
7 3 0 REM ARRAY ' A O ' KEEPS CHECK OF HEIGHT OF EACH BUILDING 
7 4 0 REM AS AH ALTERNATIVE TO 'RUN' I N 3 8 5 VOU CAN CHECK FOR HIGHEST SCORE TO 
7 5 0 REM DATE . .H IGHEST=MAX<SC,H IGHEST) AND GOTO 2 4 0 . HIGHEST SCORE CAN THEN 
760 REM BE DISPLAYED 
8 0 0 REM ALL REMS MAY BE DELETED 
9 0 0 END 

READY. 
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A 
Yon are the pilot of a jet 
fighter on a kamikaze 
mission. Your task is to 
bomb a city occupied by 
enemy troops and cause 
as much destruction as 
possible before your jet 
crashes into the flaming 
ruins. Enemy tanks are 
racing through the city 
streets and these must 
also be destroyed before 

RUNS ON ATI 99/4A IN 16K BY R. MATTHEWS 
they manage to And shel-
ter. They can only be hit 
when your bombs have 
cleared gaps in the build-
ings. 

But all the time you are 
blasting away at the city 
below your jet is losing 
altitude — and it's only a 
matter of time before it 
crashes — so you have to 
move fast to complete 

your mission. 
Program notes: A1S to 

A9$ define character 
shapes. Miskeying will 
not affect the running of 
the program — but it will 
produce some odd shapes! 
A variable A(31) is de-
fined twice in line 130. 
This is unnecessary and 
one of them may be de-
leted before copying. 

• 

N k 

t; 



Let Commodore 
expand 

your horizons. 
VIC 20 is the finest home 

computer that money can buy. 
And the better you get to know 

it, the more confident, adventurous 
and ambitious you'll become. 

You'll want to take advantage 
of the vast range of VIC software: 
a superb and constantly-growing 
selection of programs, embracing 
business systems, entertainment, 
education and many applications 
in the home. 

Every program in the series 
has been designed by experts, and 
chosen for its quality and value 
for money 

VIC business software covers 
a wide range of applications, includ-
ing spread-sheet analysis, stock 
control, information handling and 
word-processing. 

A mind-blowing range of 
games including Scott Adams' 
world-famous Adventure' series. 

Advanced space games, includ-
ing the sophisticated 'Omega Race'. 

Leam subjects as diverse as 
English Language, programming, 
ana biology. 

And 'home' software ranges 
from IQ tests to Robert Carrier 
menus. 

In addition, there is a range 
of VIC software, like programmers' 
aids and graphics packages-

to add to your understanding and 
enjoyment of computers and 
computing. 

TI lere's even a special 'VicSoft' 
Club for VIC 20 enthusiasts, 
with many advantages including 
special offers to club members. 
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VIC software will expand your 
horizons. And your mind. 

PRICES RANGE FROM £4.99 to £24.95 INC. VAT 

fx commodore 
VIC 20 

h : For more information, a catalogue of VIC software 
and details of your local retailers or dealers please phone or i 

complete the coupon and send to: 
The Commodore Information Centre, ( 

675 Ajax Avenue, Slough, Berkshire SL1 4BG. 
" >URh| Telephone: Slough |0753) 79292. 

Name 
,MB MRS/MtS^I 
Address _ 

Postcode 
VCCVC 01/83 



CAN YOU 
STEM THE 
ALIEN TIDE? 
If all the arcade aliens were joined 
tentacle to antenna the line would 
stretch very nearly from Hazelbury 
Plunknett to furthest Wollumboola-
wonga. 

The link can be completed pro-
vided you and your trusty laser can 
give the deep fried treatment to 
these, the latest misguided mons-
ters who have crossed the Cosmos 
in the belief that Earth is their new 
paradise. 

The puzzle can be solved by 
hand and brain right here on the 
page (may we recommend a piece 
of thin paper laid on top, so that 
several attempts can be carried 
out?) or a program can be written 
which will achieve the task in the 
most efficient manner. 
To begin: place your gun on any of 
the firing positions A to F and 
loose off a shot. This, as in all 
future firings, will have two 
effects: One alien lying on that 
vertical line will be destroyed 
and that firing position will have 
its value (shown by the number) 
reduced by one. Enter the new 
value in the grid below the firing 
range and prepare to move. 

After each shot you must move 
your gun the distance in squares 
equal to its current value. You can 
move to right or left but must pro-
ceed in one direction unless the 
value of the square would take you 
beyond the firing range. 

In this case you "bounce" back 
from the end square, as our sample 
picture shows. 

At the end of your move you must 
fire the laser and reduce the value 
of that square by 1 even though 
there may be no aliens to shoot at. 
You must be sure never to land on a 
square and reduce its value to zero 
as you will then be stuck and the 
rest of the gang will land — with 
consequences dire to the future of 
the human race. 

True success will only come if 
you can complete the task in the 

Example 
of bounce i 
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lowest possible number of moves. 
Remember this is no easy entang-

lement with a bunch of alien E.T. 
wets, but the future of this very 
Earth is at stake. Realising the grav-
ity of the situation, the editor of this 
magazine feels prompted to reward 
three space-war heroes who find 
the correct solution. 

Try a few rough attempts first to 
work out how the aliens move. 

Send your lowest solution to: 
Space Attack Competition Compu-
ter & Video Games, Durrant House, 
8, Herbal Hill, London EC1R 5JB, 
before January 12. The first three 
out of the hat will win hand-held 
space invader machines. 

If you can beat the Puzzling pages' 
space invaders, then you could have a 
chance to tackle invaders on the Galaxy 
Invader 1000 

Three of Computer Games Ltd's 
hand-held space invader games are up 
for grabs for the first three answers 
with the best solutions out of the hat. 

The Galaxy Invader has three skill 
levels, two colour graphic display and 
scores up to 999 with extra missile 
stations for scores over 700. 

Make sure your entry is with us 
before January 12th 1983. 
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DEFEAT THIS 
WORDY HORROR 
This relic (right) from the primor-
dial past is in urgent need of taming 
before it leaves its dark unfathomed 
cave and starts chewing up fair 
damsels, post office towers and 
Clive Sinclair. 

To do this, drop one letter from 
those used in the line above and 
arrange the remaining letters to 
form a word or words. 

Words, to be valid fodder for our 
toothsome fiend, must be of three 
letters or more and must be bold 
type entries in Chambers's Twen-
tieth Century Dictionary, Revised 
Edition. 

Words must not overlap along the 
line and must be separated by a 
bar. A word once used must not be 
repeated on any subsequent line. 

Each line scores the total of all the 
letter values which appear in it. The 
letter values are shown above the 
top line. So keeping "Y" in is worth 
extra points. 

A bonus can be scored for each 
word which is of five or more letters 
and is equal to the length of the 
word; a five-letter word gains five 
extra points and so on. 

When you have entered the score 
for each line add on the sum of your 
bonuses to give the final grand total 
— the greater that is, the more 
peaceful the leviathan. 
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UNSCRAMBLE THE ONMIDOSE 
This somewhat bizarre title is a 
direct indication as to just what is 
the problem below — dominoes 
have been scrambled. 

Not that the event caused any 
grief to Ephraim Wheel, rather the 
opposite. 

He was so delighted that his 
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daughter, Daisy, had managed to 
arrange her complete set of picture 
pairs into a six by five rectangle that 
he quickly drew the layout for 
posterity. 

It mattered not that the girl had 
paid scant regard to the usual rule 
that adjacent dominoes should have 
the same picture touching, at a few 
days over 18 months, it was a mira-
cle to the proud father that geomet-
ric genius had manifested itself at 
so early an age. 

Hence, as we have remarked, the 
quick drawing . .. Too quick, in 
fact, as Ephraim has omitted the 
lines which show the separate 
dominoes. 

It is not too difficult a task to find 
the unique way in which the cards 
were laid out, bearing in mind that 
with 5 different pictures, all the 
different arrangements of possible 
pairs are present somewhere. 

Can you draw the dividing lines 
and so complete the picture for 
Ephraim? 

The solutions to these two puzzles 
and the winners of our November 
Mastermind competit ion can be 
found on page 11 ot this issue. Try 
them before you look out an answer. 



ATOM 
ACTION PACKED M/CODE ARCADE GAMES 
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OMEGA MISSION £7 
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ALL I2K RAM 
PRICES INCLUDE P&P. FAST 2 DAY DESPATCH 

micromania 
14 LOWER HILL RD. EPSOM. SURREY. 

IC 3f 

ZX81 SPECTRUM DRAGON TANDY BBC I 
16K 16/48 TRS COLOR LEVEL 2 A/B 

FANTASTIC VOYAGE 
(ZX81 16K ONLY) 

This real-time graphics adventure set inside the human body 
was written by a lecturer in anatomy. You arc injected into the 
blood stream in your miniature submarine. Navigate the 
arteries, veins and heart to the brain, where a blood clot must 
be destroyed. Features a real vascular map. You will be 
attacked by lymphocytes which must be destroyed using arcade 
game type graphics. Everything you do uses up precious 
energy. Three display formats — a lateral and frontal body scan 
plus blood vessel name, a close-up scan and a laser-sight for 
fighting lymphocytes. 

ALL GAMES £5.95 EACH, 2 FOR £9.95, 3 FOR £13.95 
(ANY MIX) INCLUSIVE. 

DEPT. PR5, 
66 LITTLEDEAN, 
YATE, 

BRISTOL BS17 4UQ 

AWARI 
* The ancient African game of logic. It takes 2 minutes to 
learn the rules but far longer to master the tactics. 

* Select the 'Goat-herd' level of play and it's an addictive 
game for children-(8+) that exercises their minds — not their 
laser fingers. 

* Select the 'Witch-doctor' level and it's a threat to your 
sanity. We haven't beaten it and we wrote it! 

ADVENTURE 
* Over 200 places to explore in this machine code game 

using advanced data compression techniques. 

* No random elements — you will need skill, cunning and a 
sense of humour as you explore caves, forest and castles. 

* Evade ruthless pursuers and overcome a host of obstacles. 

* Multiple word commands and single letter abbreviations. 

* * Buy both Awari and Adventure and enter the 'Foilkade 
Challenge* competition. Details with cassette or send SAK. 

FOILKADE LTD £ 1 Q 0 0 IN P R I Z E S 

74 COMPUTER & VIDEO GAMES 



IC 
(L 

T 

B R I D G E 
BY ALAN HIROS 

DEALING WITH 
THE DOUBLE-
DUMMY POSER 
In my last article I talked about the 
possibilities of running an exhaus-
tive search to tackle the play in the 
sort of bridge problem where 'you 
can see all four hands the so-
called — or rather misnamed — 
double-dummy problem. 

As I had suggested, if the prob-
lem involves only five or six cards 
per player, then absolutely all the 
legitimate sequences of play can be 
inspected. As soon as you advance 
to larger numbers of cards (like 
thirteen per player?) then the com-
putation becomes too massive for 
present day machines, even huge 
main-frames let alone a personal 
machine. And I am looking on the 
bright side! 

The sort of problem that comes 
along in real life involves you — as 
declarer — seeing only dummy. If 
asked how best to play the hand, an 
exhaustive search would involve 
creating and testing all possible 
ways of distributing the opponents' 
twenty-six cards between them! 

It all sounds impossible complex, 
but there are simplifying routes to 
be considered. Suppose the compu-
ter is set a problem involving all 52 
cards but where the target is to 
make all thirteen tricks. 

It would be completely lunatic to 
explore all of the avenues of play 
which started with the declarer 
managing to lose the first trick. 

It is the old story — if you want to 
look at all the possibilities the pro-
gramming is easy — it just takes a 
few centuries to run. 

How infuriating to have a power 
failure in 2342 AD when one of your 
descendants was nearly there! But 
perhaps it wouldn't worry you too 
much! 

But a more sophisticated pro-
gram, taking many times longer to 
write, should reduce the size of the 
calculation by several, indeed 
many, orders of magnitude. 

Try this very simple example — a 
double squeeze in a three-card 
.ending: 

Perhaps your bridge memories don't go 
back as far as mine but in the late 
1 9 3 0 ' S Ely Culbertson sponsored Auto-
Bridge. In other words, bridge for one 
player. 

The idea was neat and simple — you 
slipped one of a number ol master 
charts into a flat container with a num-
ber of metal hatches on the top. you 
opened your thirteen hatches and saw 
your hand. You decided on a bid, you 
opened another hatch to see if you had 
made the right bid. 

II you hadn't, you read the manual to 
see where you had gone wrong and 
made the right bid instead. Then you 
opened your left hand opponent's first 
bidding hatch, lound out what he had 
done, looked at your partner's bid and 
then your right hand opponent's bid. 
Now your next decision — right, carry 
on: wrong, correct — and so on. 

Then the play started alter you had 
reached the approved contract. You 
opened the first card hatch on your left 
and saw the opening lead, inspected 
dummy — thirteen more hatches to 
open. You carried on. logically 

enough, by deciding on your play to 
each trick before opening the appropri-
ate hatch to see if you were right or 
wrong. 

I suppose it might have been thought 
ol as the Charles Babbage contribution 
to computerised bridge. 

Now back to the 1980"s. After the 
personal computer that plays bridge, 
came a logical step. II you have your 
own machine then lor a relatively small 
sum you can buy a plug-in addition to 
your store — ROM, ol course — that 
contains the raw material ol a large 
number of hands, rather exciting colour 
graphics, sensible bidding for the 
hands and sensible play. 

The plug-in board — produced by 
Intelligent Soltware lor Tandy or com-
patible machines — doesn't play 
bridge — it just sees if you can. lor it 
knows the hands and has been pre-
programmed to cope with whatever you 
try. 

The release date is December 1. 
More details when I have had a chance 
to play with the package more 
thoroughly. 

With South on lead and clubs as 
trumps it is easy for the human — 
play the Ace of Clubs. 

If West discards HA you are 
home and dry. So West parts with 
Sj, dummy with the new useless HK 
and now East is squeezed. 

Here it was relatively easy to look 
at all the possibilities as they were 
as few. 

But as South required all the 
tricks, it would be time-wasting to 
examine all the sequences of play 
starting with a low spade from both 
South and North. 

You see the point? Far more 
programming but less computation. 

You can try to be too sophisti-
cated. You remember the story of 
the chess computer that made a 
silly looking move, watched by and 
sneered at by many top-ranking 
human players? 

Only later analysis proved that 
the machine was right in the sense 
that any alternative would have lost 
more quickly. 

Who knows? Maybe exhaustive 
searches will still produce hitherto 
unknown and exciting plays on the 
bridge scene. Watch this space. 
Computer and Video Games hopes 
to bring you them first! 
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I N T E R E S T FlUi l 
on Atari, Vic 20, commodore 6fl and 
If your order contains over £ 1 2 0 worth of computer 

hardware apply now for interest free credit by telephoning: 
Mail-order: (0702) 552911. London Shop: 0 1 - 7 4 8 0926 . 
Birmingham Shop: 0 2 1 - 3 5 6 7292. Southend Shop: 0 7 0 2 
5 5 4 0 0 0 or write to P.O. Box 3, Rayleigh, Essex SS6 8LR. 

You pay 10% down, then 10% per month for a further 
nine months (to nearest penny). Example; V IC20 Colour 
Computer. Cash Price £169 .99 Credit terms: £16 .99 
down then £17 per month for nine months: Total £169.99 . 
Credit quotations on request. 

THE NEW C O M M O D O R E 64 
The incredible new computer from Commodore comes 

with 64K RAM fitted! Plus 16 colours, hi-res graphics, 
3 2 0 x 2 0 0 pixels, 4 0 columns by 25 lines, Z 8 0 micro 
processor can be added — that means you can run CP/M 

software, 8 independently movable Sprites with collision 
detection, and a sound generator with 3 voices, 4 wave-
forms, envelope and filter to rival some dedicated music 
synthesisers. And all this at the most incredible price ever 

(AF56L) Only £ 3 3 9 . 0 0 

DRAGON 32 

The amazing new British com-
puter with a full-travel standard 
keyboard, a 16-bit microproces-
sor, 32K RAM fitted (expandable 
to 64K and later to 256KII). 9 
colours, hi-res graphics and 
Microsoft extended colour BASIC 
(the very best BASIC to learn 
with). It can be used with virtually 
any ordinary cassette recorder, it 
has a printer interface (Centron-
ics-type), joysticks are available 
and it's incredible value for 
money. (AF57M) 0nly£199.50 

THE A M A Z I N G ATARI COMPUTERS 
4 Consols* Available: 
Atari 400 w i th 16K RAM (AF36P) 

£249 95 
Atari 400 wi th 48K RAM (AF37S) 

£319 .00 
Atari 800 wi th 16K RAM (AF02C) 

£399.00 
Atari 800 wi th 48K RAM (AF55K) 

£490.00 
* All abova wi th BASIC fi> handbooks 
Other hardware 
Cassette Recorder 
Disk Drive 
Thermal Printer 
Epson MX80T Mk III 
Epson MX80F/T Mk III 
Printer Interlace lor 400 
Printer Interface lor 800 
Interface Module 
Versewriter 
16K RAM Module 
48K RAM Module for 400 (AF44X) £126 35 
48K Upgrade for 400 (AF45Y) £75 00 
Floppy Disk (YX87U) 
l e Stick IAC45Y) 
Joystick Controllers (Pair) (AC37S) 
Paddle Controllers (Pair) (AC30H) 
For full detail* *tk for our hardware leeflet (XH64J) SAE appreciated 

JOIN THE U K ATARI COMPUTER O W N E R S ' CLUB 
An independent user* group Four istuti ol the club maganne for ortly £3 00' Addre** your subscription to Ron 
itiue I ol the club magarme featured a tutorial oft character tat redefinition and contained * collection ol demontuanon and 
game* program! and lots mora Inue 2 featured a tutorial on player/muile graphics, an wucla about graphic* on computer* a 
selection of member*' contribution* to the program library and much more 

(AF28F) £ 5 0 0 0 
(AF06G) £299 95 
(AF04E) £265 00 
(AF38R) £399 95 
(AF40T) £447 35 
(AF41U) £59 95 
(AF42V) £ 5 9 9 5 
(AF29G) £135 00 
(AF43W) £199 95 
(AF08J) £55 00 

£2 50 
£24 95 
£13 95 
£13 95 

THE F INEST SELECTION OF ATARI SOFTWARE 
laach YftMMlt Pro|im 
Cwmeane I w h 
Camwsat-onal Garman 
Can variational Stamtii 
aniiiwwui n*h*n 
lowtn typing 
States I Cvw> 
Euro CôT'** A Capitals 
« Kh I 13 Programs! 
id t ll Progrensl 
Kei 2 13 Programai 
* <M 2 13 Program*! 

L w n rioyr n 111 p111. y 
lrw«ati«n to Programming 
kwA*t«n ID Programme 
hMMqn to 
S*t ict O* AnrtHtft 
Bat-ct 01 Acf-aton 

M t» ia Gr«ha 
Piayar M*«» Graemes 
i>tpu. L 
Doplav L 'Hi 
Bo. j Van SotrtWn 
Horn Va*i Scrolling 

sc tan »f,«x 
5C It* YG4SY SC-IS* TG46A »c l«* YG4 7S X 'OK TG490 
'C-tw vG*«i 1C !» TGS7V IC 1ft* BG0QA ID 24* 8G0IS 
IC KKBGOTC IC I * BG030 

i iC a* VG43W 
i X » 1 aosrx 1 2C-SK OCMSf IC IK BQS'M 10 24* BU58W tC-32k BQ59P ID «« soeoo 
-ic-isk-aosif • 0 24* BGS7G IC IS* BOSX 10-34* DOMJ 

I 3SS4 
( 39 9*i (i»»4 (39 »4 (15 SS (9 95 (9 95 <9 9* (* 94 
(994 
(•95 

I IS 94 
niss 
(22 95 
( t l SS (tl 95 
(IBS* (IS 95 
(11 M (tl 94 /II 95 (11 94 

Pag* Hipping Pag* fiwng Sound* S Music Sounds S Muik 
S*C*T Tula*I4*T tricky Tutor'art 

1£tS* BOS5K (It 96 to 74* Basel. (Tl 95 IC '6* BG04f (11 95 io ?4» ec,w ni si •JC 32K8G0SG (59 94 30 32k BOOTH (59 95 
Buswwss Program! 
V«uk to 32k YL39N (lists Aiar. Word Procpsaor 1CS3D IB* »G*7V (99 95 l««i IP 32k BQ99" (69 94 

• Worn Pwnio 1C 32k BGOSJ (1 I 95 U.ru Word Procmor 10 32* BOO* (11 95 Calculator ID ?4*YC,5« (IS 94 OapBH -2C-iex-YG5if (13 95 Statutes -1C 16* YG42G (1)94 Parsona! Financial Managamont 
30 32k BQB4V (49 00 Mo tgag* S Loan Analysis IC 14* B066W (13 95 ht i Dutmi tc 3JK BGltM (9 95 

SoBs Suiinaaa 10 12kBG12« (995 

niKri At n <}e> 
Oatasnonvs 01 Urn 
OlIHIonn Of Mvn 
Stai Wariwr 
Slat Wt«»r 
lnva*«n Orion 
Irtwenon Or ton 
Star tias 3 4 
Star ?ra4 3 s 
Ciufi Crumb** B Chomp Crush Crumbs* 4 Chomp UlHiOO * M - ' O- d 
yinad I Th* Prmcnt 
•Jtyisas S Th* GoMan UNCI 

IO 32* soaoe 
1C 32k 802 ?» ID 32* BQB70 IC 32* B074B ID 32k BQfJt 
IC 24* 6Q23A ID 32* aosic 
IC 32* eoi4H 10 4CK BGJBO 1C 32k SOS3( 
ID 3 » BG»*( ID W B09IT 10 40* SQ2SC 

Atfrwlurt GVIMI 
GalacK (mpaa 
••KM At -IC 32k BO 140 (14 94 -IC 32k. BO?l* tJJ 45 

talk l 
lark II A>. Baba A I r* 40 thiavrt tamola Ol Atiahai |Pa<l tl tampl* 01 Ap*ria IParl I» Ukw> R*achvi Or *pn>t. 
Utipar Aaachaa Of Acr*hai 
Curs* 01 Aa |P*r1 3i 

ID AO* BC9JA 10 32k B094C -10-32* B0950 ID 32* BQTB* tC 32* BOSSG 10 32k BQBO .Part 2) 
IC 32k BOBru (P*t| 21 ID 32k BOBSV 
tc 32* eo«»w 

(22 45 
(14 94 (14 94 
(2«»5 
(2S*4 
(IB 94 
(IB 94 
(14 94 
(18 S4 
(22 45 
111 45 
(17 IS 
(It 79 

(20 44 
(29 94 
(29 95 
(27 94 
(2BS4 
(2BS4 
(14 95 

(14 9* 
(14*5 

Curia Or <•• iPari Ji 
Analog Advimur* 
Â ranlui* Land 
PrraM Aeiraniuta 
MfWW impost,te 
VDOdDD CaslW 
th* COunl 
Slran̂a Q4nm 
MvH*t tun Hduia 
Pyramid Or Doom 
GlW IBM 
Satra«a Island I 
5*»*S» island ll 
GoMm Vteaea 
SofHwn AArantura 
Daadtrna 
tha Sr>Mla>*d Albania In* Barti* 01 Srufem 
In* Saftb 01 lUgli 
tr»|r Crar k nfrtrati 
Spaca SKudl* MoOuta 1 

Artada Camas 
Siar Dwtit 

10 32k SOBOX 
'O >J» B01JL 
IC 24* SOOOA 
tC 24* BOO IB 
IC 74* BOOK 
l( 74* BOOJO 
IC 24* B004T 
IC 74* BOOST 
K 24* BQOrHj 
1< 74k SOOTH 
ic 24* aocsj 
11 24* Nl> r w 
IC 74* BOIIX 
IC 24k aonw 
10 40* Bus IB 
20 32k B09BE 
10 ABk BCI9BL, 
1C 40* BOS3T 
ID 4(* BQ9rr 
tC 16* TG43H 
IC B* IG54* 

ID 32K BC.65V 

(I4B4 
(IS 94 
(1494 
(14 94 
(14 SIS 
(14 S5 
(14 <41, 
(14»» 
(14 S4 
(I4»i 
(14 SS 
(14 95 
(14 95 
(1495 
(20M 
(M 94 
(79 95 
(79 94 
(29 »4 
(9*4 
(9 94 

( 19 95 

if m TGSMV (2* *5 

76 COMPUTER & VIDEO GAMES 



MAC i O AMtMM.f l 

_ — — ^ (Subject to approval 

CRED IT 
D r a g o n 3 2 c o m p u t e r h a i ^ w a r e 

ATARI SOFTWARE continued 
AIWHH 

m*ao*tt 
V tv* Commend 
Cfp*id Of Wari 
* SNKN Owl 
I Rut KrAm 
• i w Nmn 
pjr**nder 
C'OHl^l 
CoMf* 
ftflKlfl' 
Ptotattor 
Thr*lho*d 
D ^ t f ln*ed*r« 
C**OK Ch*ft4 
Gaaatw Ln*t* 
' KB in Spec* 
*«c* In Space 
Spat* Chat* 
t e w CUM 
£|*|»MI 
Anfla W w w 
Lunar Land** LMW Lender 

J* 
( v b U N Ctniwdff 
Mkt«nn«t*> 
Sheeting Gj1t«it 

GltfO 
Shoots A/<*d*i 
Shooing A(cad* 
St»*r B"atrv l 
Dudge Race* 
Dodge K w 

WNMIHt 
WovkWlHl 
JMti fMf 
J 
Cî ov Hun* 
• K M r 
P. ** Coeal Highway 
Pecil* CaM H^haa, 
Chrctan 
ClKlin 
Fumbl* 

Altera 
ft Alteca 
Cardan C."t»t»i 
Canton C limiaer 
Wh/^lin StaM 

Haunted Milt 
Trma So** 

Wn* '•*+ Trap 
TlhffdM laland 

M M Gam* Program 
Scram 
|MHM> 
< roti*. H<« 
Swvt*> om 
Dam 
IWAWWI ft 5 111 I 
Snooter t e<H>*a> Rcatne* •*«*<** 
C<*»MWI C i w FMGlfniw 
Carman 

IE W tOSOQ (79 « IE UK TG70M (7995 • If 8* VG64U (29 94 -10 16* BQ69A (24 40 It IK 80631 (29 95 It IK BGS'r (3995 IE 8* 8G57G (79 94 
io 3m 
ic I«K BG22Y CJOW 10 M* BG73A <2004 IC 12* 80240 121 B0 10 32< BG74C ll> BO 10 4CK BG18U (27 54 10 IS* BG34M (29 94 K IS* BOS25 fit) •>-. lO IK 0G61« (1946 tC «6* 60350 (14 94 io ISA BGIOW n«95 TC-ISK BG42V d o t s 10 74* BG43W (17 95 

k t»« botom tuts IC Bt BGSOE 110 95 1C 74* HO 1 6b CO 94 to 24* BG490 (14 95 fatillM Hoeember 
<0 32* BG3S0 (22 
IC IS* BOW (14 95 10 Iftt B01»V (1695 -IC ISA BGISR (24 ID t«k HG16S I14H tf B* VG67X (24 SO IC IB* 0G79G (It 95 10 24* 8G30H (19*4 IC ISA BGJIJ (23 95 10 ISA BG37* (2395 ID 32* B077J (22 95 IC 16* BGITt (2064 1D 32* 80760 (70 64 IC 18* B064U 11995 t€ S071N (299S IC 16* •on* (24 95 ID ISA BGI4Q (74 94 
ic is* bqiii ao 10 ISA BG2C (II 90 ID 24K tK,4t>* (74 95 IC 24* BG36P (73 95 10 4CA 8G37S (23 95 IC IB* ».,J4.« (74 95 ID IS* BG45V (24 95 IC 1«K 6017)1 (10*5 -IC IS* BG3BR (16 95 10 IS* SG3*> (1995 tC IB* 8G40T (10 95 10 24* BG41U (1194 IC IS* Y134M (9 95 10 37* n»Q (17 95 IC t«K BOJ7S (10 95 

Muarc Progr«mi 
M u « CiyrvMBr 
Movie Ttiamea 
Computer tanguegea 
Attembtait AmthhM ElMOr Mx' a Attembler 
B»< * • Bat* A- 4 0p*r al-ng 
Microwd 

lEduulort 
hiot (Csn*vn«'i 
OS forth 
I«tC 
Inlv IrW B5 

IC-1SA-V132K tt-m »GSTr 10 37* 80130 
10 48* BQ31J 

5>»i<m A* 
10 48* 8032* 10 32* 80 /4ft It K IC it* 8Q?S$ If 8* TGW ID 24* *t29G ID 481 BGS2S ID 48* BG61R 

UUMn 
P»ogr*mrtw*(f A'Ctl 1 

•IC is* BGS00 ( 995 IC UK U30H (9 95 10 8* 'LJ1J f 17 94 10 40* 80771 (43 95 -IC 4C« 8079G (29 95 I0A0A B028f f29 95 10 48* BG101 (34 95 10 40* BG59P (77*0 ID 37* BO'SM (49 95 10 32* BG5B̂  (21 80 ID IS* BG5'M (74 94 ID 32* BQ30M (4995 IE 8* vG59f f2l 50 tD 32* 8G«4u (77 44 

6502 0l 650? 
tan w«id 30 30 f.i» ii 1 
F4*fr>an*9»r #00 
* DOS 
O n M*ft«g«< 
D*tk D*i*tim 
0pr>IH9 Svfl*rn A. TelBlini 
W Ktit Si*p 

Amtv Crltf Si OgrrorxwA 
ftafc* S«lrt«irv 
PCMr SoUn 

IC 16 74* YG5B* if 8* VG«IM -IC I6A B070W •IC BO 13* tr. 16* B04JV Hi 1C 1« 8044V IC IS* S044* 1C-16* 8G47B 10 37* 8G48C -If ft* TGS3T tC B* »1.33L IC l«* 80< 8u -•0 16* BG55K IC 16* 8019V 10 ISA BG54J IC-16* 8043W 1C 16* 80171 10 ISA BG43H 

(17 50 (24 60 (79 40 
(ion 
119 95 (1994 (19 95 (14H (14 95 (74 50 (to 95 (14 95 (19 95 (14 95 £1994 (14 95 
(10 95 
f l4»5 

Booti 
Mmlvr Urncr> M«p 0» R» At*. 

Sv4i*,r U**i t M«nuat 
A KbrdMrtr* 

Awi LHin<ii|ti Uv.rg Gmi ' w lt» Atl" 
Awi tllic 
Aw. Sound 8 G'>p>xi f<Mji Atari Cornput*r 8602 Aurrntir, (.mgutt* Sul»oulirl« 

WAOSf 
*4v*iMwo 8507 B>>ond -S5071 Compulart For FmcM AnMog W W»giiin« lor Aw. (8 Afinwo) SubKr̂ Kri 

*B47V 
WG561 

WA4SA 
VI0G55* W*4 7B 
WVGOW 
VV* 3V. 
wA«cn 

WA4117 
WA44V 
WAOOA 

(4 00 (16 95 
(16 95 (5 24 (4 45 

(S 80 (8 75 /t345 
(17 45 fit 45 
(13 00 (8 74 

GG24B (9 00 
Sr«d IM now to* our n*Mt totlwtrt looftvt wtHi 
d*t**tt of off tit* abort progrtma 
OH- At *MS7G Kw 3 
*«v C CwtM D 0.tt t 
2C • 7 C»4*tf** *tt 8* 16* ihorrt m,mrriurr RWtWt r*qu.f#m#rti 

Note Ofder cod** shown in brackoli 
PV(C«C correct 81 ttmti of going to p i n i 
(Efrors ncludedJ 

9'««na IC 8* »G6?S (9 95 
Han«ni*n IC s* »GMj (9 94 
Si«« C i M i I 14 -IC I6A-B048C f1494 Humpnr Oumpit 4 Jack & J.II 

IC It* B0 38B (1994 
ttichwv 0.ĉnrT Out 6 • u Baa Star* Stav IC IS* BQ39N (1994 
Britrfth Mar.iag® i v w r Kuiln IC 1S* B040T (19 94 
European Sc«nc Jsaaw Aur/taa 2C IS* B04IU ( 19 94 vdaoEatrai If «* B072P (24 40 M<rtP«iM 10 48* «G4St. (29 95 

IE 8* VG48C (35 95 tC 8* B034M (9 95 
(1994 (39 94 (59 94 ( 49 96 
(99 40 (59 94 (79 95 (54 00 (49 95 (64 95 (B 7 00 

w r 

VIC20 COLOUR COMPUTER 
Hirdwwt V1C70 Con«3H 
C7N Catwtl* un-l 
VtC *r.nt,r VIC 0a* 0"V« 3* »»V C|H'<V 
8* HAW Ca<1"0|>r 
16a HAM Cartridge 

Jorahcti and PaMtaa 
Singt* J0v4t<» Pair Of MIKll 
la Si-fi 
Pair ol PrH»h>i 

(AF47B) 
i Al 4Bf 
|A»490 
iAI40t-
lAfMfl 
>Af52G-
lAESjM: 

(189 99 
(44 94 (730 00 (396 00 
(29 94 (44 95 EJ4 95 

SanotrcOl rwam i.tCRi >AC93Bl (19*4 VIC Slot* Control CaiurtactH i IAC94T i (19 95 VtC (ilaOrva |>l«*i >AC940l (2494 VtC Wr.4*f 0*4 <•**> tAf96«i (74 94 VK Miw CatHtlf I'tli lACtTfi (19 84 
lAtcawn tCH 4 Get 0 L*v*r tumin AH (Mtntr batad ano I at i*a»i 8* tavaiHun 

(AC93H) I 7 40 (AC37SI (13 94 'AC45VI (24 96 (AC30HI (13 95 
programming Ant ClrlMgri 
S.«p»r fMiandar 3* AAM and Hi raa 
vacrhrd IAC5AJI (34 94 

Programming Aid Additional command! 
funclon programming ate I AC 55* > (34 94 

MacfMn* Cod* Won,tnr L*C (34 95 

Softwatg iall 3* unlatt itatadl 
Introduction to BASIC Caitatlri 

tan^udga lAcseci (9 99 
Mainamat^-* 1 i AC 99**1 (999 
MaltiarmaK* 3 iSCOOAi (9 99 
8>o1ogt {SCO IB. (9 99 
Chamitlrr l8C07tr (999 

IBC 03Gi (9 99 
Cumputar ShrMt iBt.oaii (999 
Gaograpti* IBC04* i (999 
Nitiorv 1KO6G1 (9 99 
Aritfmat* tur 9 lo M ••»< otda rSCO'tar (999 
NaMnt Iff f to 11 r « ' oiei 'scoeji (9 9* 
Ganaral Andmaadga tar ( w 11 ** ' Id* 

iSdI9*l (9 99 
Sorlhng tor 9 to 1 1 VOOr oUa (•CI Oil (9 99 

Part 1 (AC5TMI (1495 Home Program* 
Pan 7 IAC59N ( t a 9 5 A* rattan* hated and tggwa* at l**t! 8* **p*nt4n 

Gam* Program* Oudmataar TACNMI (S 99 
Aianjrrt Cartrrdd* lAf59P| (1994 •no** V<xjr Oan 10 1SC12H1 (9 99 Star BnH Carlmlg* IACSOOI (1994 Junior IQ •8CI3T1 (999 Sup*' Stat Cartridge LACSTBL (1894 *no*a Vour O n n P*r wnai-t* BC14Q. ( • 9 9 
iaHt Uoriiiari Carirdg* IAC62&I (19 95 Th^ Hr«art C a*t •*• * am,r¥ Mr' . - Planner 
Align Curtngg* IAC61TI (1995 ACISRI ( 9 * 9 
Swpor Landrr Cartridg* <AC64U> (19 94 VtC WOMI Manager LACISSI (9 99 
Road Race Cartralge IAC65VI (1995 VK Boad owr t rr.gn**, Coda (•C 1 711 f 9 99 
Ba* Aaca Cartridg* iACS«Wl (1994 G*rO*r. Plannar »<" IBL" (9 99 
FLI'it Cttana IAC67XI / 4 99 Inlarav 0*a.g»*r iBCltVi <999 
Mol* Attack Cartridge IAC84GI (24 95 BBC A T* I t *"' S 70W1 (9 99 
Adnniuraland Carodg* lACSSTi (24 94 BBC Matt** mind i s c i t m (999 

|9 P*at* Co** Can rrog* (AC84F1 (74 95 Mattarm*nd adon<inal G**wa< «rviw*d. 
(999 

|9 
Mtiiwm Impotsidl* Cartridge LACERU. (34 94 Date 1 •Br 27* 11 SO 
Vooduo Cain* Cartridgn IAC8SV1 (24 95 Oaca 2 BCJ1A (7 90 
Th* Count Cailratu* lAC89vVi (24 94 Oai. 3 ISC748- (2 60 
Sarjon 2 Cnaa* Cannrig* (AC77JI (24 94 Data 4 «C2M' 11 Vi 
Gori Cartrrdg* • AC 90*1 (24 96 Mm*"* "*1 artdiimnai Soacalrtr *nri«*i»dg* 
Ontaga Race Cartridge lACSIVt (24 96 Win* 4 Food iBf 760 ( 1 60 
Another VIC in 1 ha Wall Cauana Mwt< •BC7« ' (7 50 1A( 78*> (700 Stnrt 4 Garnet IBC7BI1 ( 2 6 0 
VIC Panic C a f w t t e i w n i i (700 Firm* 4 TV raC79G> (2 60 
Cotmiada Caaieilc IACSOB' (700 
Sac Ii gammon Caudlt* t-jAi lACStCi (700 Book* About VIC VtC Men Cakkdtte AC870 (700 learn ri iigl anini nig on 1 he MC IWA31 Jl (260 
VtC All*tHK C*H«tle lAC83t' (700 VIC F m a M iWA37*i (1000 

VIC Programmoat Referent* luwian Program* Guide IW*JK 1 (994 
S.mpJiceic On* f lBKt IAC97A (24 94 WC Graphic* •VVA48C d o cm 

m p y i m 
Maplin Electronic Supplies Ltd.. P.O. Box 3. Rayleigh, 
Essex. Tel: Southend (0702) 552911 / 5 5 4 1 5 5 . 
D e m o n s t r a t i o n s a t our shop* N O W . S e e t h t c o m p u t e r s in a c t i o n at 
1 6 9 - 1 6 1 King S t . . H a m m e r s m i t h W 6 Te l 0 1 - 7 4 8 0 9 2 6 
2 8 4 London R o a d , W e s t c l i M - o n - S e a , Essex Tat: ( 0 7 0 2 ) 5 6 4 0 0 0 
Lynton S q u a r e . Par ry 8 a r r . B i r m i n g h a m : Tel ( 0 2 1 ) 3 5 6 7 2 9 2 . 
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MACHINE* 
CODE 
LEARNING A NEW 
LANGUAGE . . . 
We have already looked at some back-
ground material on binary numbers and 
the structure of a computer system. 
Although there will be more of this 
background material later on, this 
month we will be dealing with micro-
processors and some, simple assembly 
language instructions. 

To understand assembly language 
we need to look inside the micro-
processor. Figures 1, 2 and 3 show the 
internal registers (memory locations 
and working storage) of the 6502, 6809. 
and Z80 processors. 

Some registers hold an eight-bit bin-
ary number and others a 16-bit binary 
number, and all instructions use or 
operate on the contents of at least one 
register. 

There are many differences between 
the three processors in the number, 
names and uses of ihe registers, but 
there are similarities among the main 
registers. 

The Program Counter, PC, keeps 
track of the address of the instruction 
currently being executed, and is up-
dated automatically every time an in-
struction is executed. 

The Stack Pointer (S in the 6502 and 
6809, SP in the Z80) is used to keep track 
of subroutine calls and returns. 

Although these registers are very im-
portant in the operation of the proces-
sor, they can be ignored in elementary 
programming. 

The most important registers to the 
programmer are the accumulator, A (or 
two very similar accumulators A and B 
in the 6809) and the flags (called P for 
Processor Status Register in the 6502, 
CC for Condition Code Register in the 
6809. and F for Flags in the Z80). 

The accumulator is used for perform-
ing arithmetic and logical operations, 
and although some of these operations 
can be carried out in other registers 
there are some operauons which can 
only be carried out in an accumulator. 

The flags record information about a 
binary number or about the result of a 
calculation, and are used in binary arith-
metic and in conditional jumps (the 
equivalent of IF . . . THEN GOTO . . . IN 
Basic). 

The other registers differ greatly be-
tween the three processors, and will be 
introduced slowly throughout this series 

The first instructions we are going to 
look at move data between the registers 
and the memory. You will remember 
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from last month that a memory location 
is selected by 16 address lines and can 
be specified by a 16-bit binary number 
(equivalent to a hexadecimal number 
from 0 to FFFF or a decimal number 
from 0 to 65535) and each memory 
location contains eight-bits of data 
(equivalent to a hexadecimal number 
from 0 to FF or a decimal number from 0 
to 255). 

Because the assembly languages are 
so different we will look at the proces-
sors individually. 

THE 6502 AND 
MNEMONICS . . . 
The 6502 uses the mnemonics LDA. 
LDX, LDY (LD being an abbreviation foi 
load) in instructions that fetch data from 
memory into the registers A, X, Y. and 
STA, STX, STY (ST being an abbrevia-
tion for STore) in instructions that fetch 
data from the registers into memory. 

As well as the opcode mnemonic we 
need an operand to indicate the mem-
ory location involved. The 6502 has 
several addressing modes, which are 
methods of specifying the memory loca-
tion or register involved in an instruc-
tion, and we will begin by looking at two 
of these addressing modes, immediate 
and absolute. 

In immediate addressing the actual 
data is included in the instruction, and a 
hash sign, #, is placed in front of the 
data to show that it is immediate data. 
Thus, we may write: 
LDA #22 
LDA #$16 
LDX #$10 
LDY #$10 

The assembly language allows us to 
use several different notations for writ-
ing numbers. Two of these are shown in 

the examples above: decimal numbers, 
which are written in the ordinary way 
with no distinguishing marks, and hex-
adecimal, which are distinguished by 
being preceded by the dollar sign, $. 
Thus 22 and $16 represent the same 
number. 

Note that, because the registers A, X 
and Y contain eight-bits the operand in 
an immediate mode instruction must be 
an eight-bit number (0 to FF hex. or 0 to 
255 decimal). 

The result of these instructions is to 
replace whatever was in the register by 
the value specified in the instruction. 
Obviously, we cannot use immediate 
addressing with the store instructions 
STA. STX. STY, because there is nothing 
to tell us where to store the number. 

In absolute addressing we specify a 
memory location. The load instructions 
the contents of the memory location into 
a register, and the store instructions put 
the contents of the register into the 
memory location. 

The instruction LDA $1000 takes the 
eight-bits from memory location 1000 
hex and puts them into the accumulator, 
while STX $1000 takes the eight-bits 
from register X and puts them into 
memory location 1000 hex. Note that we 
need four hex digits to specify an 
address. 

There are also instructions to move 
data between the registers: TAX (Trans-
fer contents of A to X), TXA (Transfer 
contents of X to A), TAY (Transfer con-
tents of A to Y), and TYA (transfer 
contents of A to Y). 

In all these instructions only the des-
tination (register or memory location) is 
changed; the source data remains the 
same. Thus. LDA $1000 leaves the con-
tents of memory location $1000 un-
changed. STX $1000 leaves the contents 
of the X register unchanged, and TYA 
leaves the contents of the Y register 
unchanged. 
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GETTING FAMILIAR 
WITH THE 6809 
The 6809 assembly language is very 
similar to the 6502 assembly language. 
We write decimal numbers in the usual 
way with no distinguishing mark, and 
precede hexadecimal numbers with a 
dollar sign. 

We have the opcode mnemonics 
LDA. LDB. LDD, LDU. LDS, LDX, and 
LDY to load data from memory into the 
processor registers, and STA. STB. STD, 
STU, STS, STX and STY to store data 
from the processor registers into mem-
ory. The mnemonic must be followed by 
an operand to specify the memory loca-
tion to be used. 

Like the 6502, the 6809 has a number 
of addressing modes which allow the 
memory location or register involved in 
an instruction to be specified. 

The simplest addressing modes are 
immediate addressing where the data is 
contained in the instruction, and ex-
fended addressing, where the memory 
location to be used is contained in the 
instruction. 

Examples of immediate mode in-
structions are 
LDA #22 
LBD #S16 
LDD #$1234 
LDX #51000 

The hash sign is used to indicate 
immediate addressing; decimal num-
bers are written with no distinguishing 
sign, and hexadecimal numbers are 
preceded by the S sign. Thus LDA #22 
means "load the decimal number 22 into 
accumulator A", LDB #S16 means "load 
the hexadecimal number 16 into accu-
mulator B", and LDX #$1000 means 
"load the hexadecimal number 1000 into 
register X". 

The two accumulators, A and B. each 
contain eight-bits, so the operand must 
be an eight-bit binary number (equiva-
lent from 0 to 255). 

The 16-bit accumulator D is actually 
the two eight-bit accumulators com-
bined. with A being the high order part 
and B being the low order part; the 
instruction LDD $1234 thus means "load 
the hexadecimal number 12 into accu-
mulator A and load the hexadecimal 
number 34 into accumulator B". 

The operand in a LDD instruction 
must always be a 16-bit number, and if 
we were to write LDD 1, the result of 
this instruction would be to put 0 in A 
and 1 in B. The registers U, S. X, Y, are 
16 bits long and take a 16 bit immediate 
operand. 

Some extended mode instructions 
are: 

LDA $1000 
LDD $1000 
LDY $1000 

LDA $1000 takes the eight-bits from 
memory location 1000 hex and loads 
them into accumulator A. A 16-bit load 
instruction cannot, of course, take 16-
bits from an eight-bit memory location, 
so it uses two consecutive eight-bit 
memory locations. 

Thus LDY $1000 loads the Y register 
with the contents of memory locations 
$1000 and $10001, the contents of loca-
tion $1000 becoming the high order part 
of Y and the contents of $1001 becoming 
the low order part of Y. 

Similarly. LDD $1000 loads the con-
tents of location $1000 into A and the 
contents of $1001 into B. 

The store instructions in extended 
mode work in the opposite direction 

from the corresponding load instruc-
tions. 

Thus, STA S1000 puts the eight-bits 
from accumulator A into memory loca-
tion $1000, STD $1000 puts the eight-bits 
from A into memory location $1000 and 
the eight bits from B into memory loca-
tion $1001, and STU $1000 puts the 16-
bits from U into memory locations $1000 
and $1001. 

We cannot use immediate addressing 
with store instructions, as this is 
meaningless. 

As well as the load and store instruc-
tions, which move data between regis-
ters and memory we have the TFR and 
EXG instructions which move data be-
tween registers. 

The operand with these instructions 
has the form rl, r2 where rl and r2 may 
be any two registers of the same length. 

Thus we can write TFR A, B which 
transfers the contents of A to B leaving 
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A unchanged, or TFR X, Y which trans-
fers the contents of X to Y leaving X 
unchanged, but we cannot have TFR A, 
X because A is an eight-bit register and 
X is a 16 bit register. 

Similarly, we can write EXG A, B 
which exchanges the contents of A and 
B, or EXG U, Y which exchanges the 
contents of U and Y, but not EXG A, U. 

THE REGISTERS IN 
THE Z80 
If you look at figure 3, showing the 
registers in the Z80 you will see that 
there are a total of 22 registers. We are 
noi going to look at all these at once, but 
we will begin with the most important 
the accumulator A. and the registers B, 
C, D, E, H and L. 

The instructions to move data from 
memory to registers, from registers to 
memory, and between registers all have 
the form LD destination, source. 

There are several ways of specifying 
the destination and source, leading a 
number of different groups of LD in-
structions. 

We can load data directly into a reg-
ister by an instruction like LD A, 10 or 
LD H, 15H. Note that a decimal number 
is written in the normal way, while a 

hexadecimal number must be followed 
by the letter H. 

Thus, LD A, 10 loads the decimal 
number 10 into register A, and LD H, 
15H loads the hexadecimal number 15 
into register H. 

We can load an eight-bit number (0 to 
FF hex or 0 to 255 decimal) into any of 
the registers A. B, C, D, E, H. L, in this 
way. We can also treat the register pairs 
BC, DE, HL as if each pair was a single 
16-bit register, and write, for example, 
LD BC, 1000H. This loads the hex num-
ber 10 into B and the hex number 0 into 
C. 

We can also load a register or regis-
ter pair from data in memory. Thus, LD 
A. (1000H) loads the eight-bits from 
memory location 1000H into the accu-
mulator A. 

When we load a register pair from 
memory, we must, of course, use two 
memory locations. LD HL, (1000H) loads 
the contents of memory location 1000H 
into register L and the contents of mem-
ory location 1001H into register H. 

Note that the high order part of the 
register pairs BC. DE, HL is B, D, H and 
the low order part is C, E, L, respective-
ly, but when we load two memory loca-
tions into a register pair the order is 
reversed. 

If we have 34H in memory location 
1000H and 12H in memory location 
1001H, the instruction LD BC, (1000H) 

MACHINE 
CODE 
puts 34H in C and 12H in B. but the 
register pair BC will be treated as if it 
contained 1234H. 

We can store data from registers into 
memory by instructions of the form LD 
(1000H), A or LD (1000H), BC. LD 
(1000H), A puts the eight-bit number 
from A into memory location 1000H. and 
LD (100QH), BC puts the 16-bit number 
from register pair BC into memory loca-
tions 1000H and 1001H, with the 8 bits 
from C going into location 1000H and 
the eight-bits from B going into location 
1001H. 

There is also a group of instructions 
of the form LD register 1, register 2 
which move data between eight-bit reg-
isters; for example LD A, C moves the 
contents of C into A. 

However, we cannot move data from 
one register pair into another register 
pair in a single instruction; if we wish to 
copy the data from BC into DE we must 
use two instructions, LD D, B and E, C. 

A very important form of the LD in-
struction uses a register pair as a poin-
ter to a memory location. For example, 
if HL contains 1000H (10H in H and 00H 
in L) the instruction LD A, (HL) puts the 
contents of memory location 1000H into 
the accumulator A, and the instruction 
LD (HL), A puts the contents of A into 
memory location 1000H. 

Next month we will continue by look-
ing at arithmetic instructions. 
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PLOT OF THE 
GAME OF THE 
BOOK... 
An adventure game is very similar 
to a story in that it must have a 
theme. The extent to which the 
game differs from a book is the 
degree of interaction with the plot. 

This can vary from the player 
having no choice but to guess or 
deduce the correct commands, to 
allowing multiple choices of action 
at every turn. 

In other words, the plot may 
branch endlessly. In a book, the 
outcome is fixed. In real life there is 
an infinite choice of actions, each 
with vastly differing results. An 
adventure game falls between these 
two extremes. 

Perhaps this explains the popu-
larity of Adventure, it is fiction in 
which the reader participates and 
affects the outcome. 

Depending on the player's ac-
tions he can change the storyline to 
a certain extent. 

A verb is the key to an action. We 
can look at all the different cir-
cumstances in which the verb may 
be uttered, and vary the outcome 
accordingly. The greater the num-
ber of different circumstances 
which can change the effect of us-
ing a particular verb the nearer the 
game will be to real life. 

Of course, on a micro this will 
have a definite limit, but with cun-
ning we can disguise that limit to a 
certain extent. Let us take as an 
example the word LOOK, often 
synonymous with EXAMINE in an 
adventure. LOOK AROUND has the 

potential to produce a different rep-
ly for every location, and then some 
more, giving additional clues about 
hidden features, such as a secret 
exit, whilst LOOK HOLE may pro-
duce a reply like "I see a bottle of 
rum". 

It may be arranged for the bottle 
to then be displayed as a normal 
visible object. 

The outcome of the game will be 
affected, since it might be that with-
out the rum a pirate will not be so 
helpful, and this might eventually be 
crucial to the game. 

The program code to achieve 
these multiple replies can be re-
latively short: 

4500 IF K2 > 30 THEN 4800 : REM 
SUBSCRIPT IN RANGE FOR 4510 
4510 IF P(K2) < > 50 AND P(K2) <> 
LN THEN LET Ql$ = "I DON'T 
SEE IT HERE" : GOTO 100 
4520 ON K2 GOTO 4530,4190, 
4540,4190,4550 . . etc. 
4530 LET Q1$ "IT SAYS: BEWARE 
THE SLEEPING DRAGON': 
GOTO 1000 
4540 LET 01$ = "THERE ARE 2 
LEVERS — RED & GREEN* : 
GOTO 100 
4550 .. .etc 

3999 REM LOOK (EXAMINE) 

4000 IF K2 <> (code for AROUND) 
THEN 4500 
4010 ON PN GOTO 4100,4110, 
4120,4190 . . . etc. 
4100 LET 01$ = "THERE'S A BOAT 
ON THE HORIZON1 : GOTO 100 
4110 LET 01$ : "I SEE A SECRET 
PASSAGE" : GOTO 100 
4120 . . . etc. 

4190 LET 01$ = "I SEE NOTHING 
SPECIAL" : GOTO 100 

Note the use of the existing de-
fault line to avoid writing it twice. 
Line 4500 checks that K2 isn't grea-
ter than the highest permissible 
subscript set by the DIMension of 
the array P. 

You can thus see that the limit to 
the different response to LOOK are 
set only by the computer memory 
available and the author's imagina-
tion! 

This last line is the reply dreaded 
by all Scott Adams fans, and is the 
default line where no specific reply 
is required. 

LOOK (object) implies EXAMINE 
and requires a different approach. 
First we must check whether the 
object is in the player's current in-
ventory, or if it is visible in the 
player's current location. Assuming 
there are 30 objects in the game, 
then: 

BEWARE THE RIGELIAN HOUND 
Strange Odyssey is yet another of Scott 
Adams' offerings, and has a science 
fiction theme. The hardy adventurer 
finds himself in a broken down space-
ship somewhere on the surface of the 
moon. 

A good space traveller will of course 
know what precautions to take and how 
to use low gravity to advantage. A good 
adventurer will need similar insight! 

Armed with a phaser it is quite likely 
that the explorer will come to an alien 
room and discover the way to travel to 
stange worlds. He might visit, for exam-
ple. an intergalactic zoo and become the 
prey ol a Rigelian dia-ice hound — not a 
beast to endear itself to any but the most 
devoted of dog-lovers! 

Or he might get trapped in a methane 
snow storm and run out ol oxygen. The 
object is to collect treasures of ancient 
alien civilisations and store them — 
where? Ah-ha! Can you get there? Can 
you mend your crippled ship? And can 
you climb slime trees? 

This game, as might be expected from 
Scott, is not easy, but it is fun. II 
simulates many features from science 
fiction books and movies — II you are a 
science fiction fan you should find your 
way around easily enough! 

Strange Odyssey is written in machine 
code, and versions are available lor the 
TRS-80, Video Genie, Apple, Sorcerer 
and Atari computers. Thanks to Mr, 
Harding of Molimerx tor the review copy. 
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Want to look tough? Well, when 
you wear a Computer and Video 
Games T-shirt no-one is going to 
kick sand in your face! There are 
three designs to choose from. One 
is discreet little number with the 
C&VG logo on the front in deli-
cate shades of red and black. The 
Bugs feature large on our other 
two offerings. One features Snag 
Junior in glorious bright blue with 
the words "Watch out-there's a 
Bug about" writ large. Screaming 
Foul Up has managed to find his 
way onto our third shirt in bril-
liant yellow and green with the 
slogan "There's no polite word for 
something that bugs!" 

The T-shirts come in four sizes, 
Extra Small, Small, medium and 
large, and cost £2.65 plus 30p for 
post and packing. Cheques«and or 
PO's (not cash) should be sent to: 
Computer and Video Games T-
shirt Offer, 10-12 Victoria Road, 
Northampton. 

COMPUTER & V IDEO G A M E S T-SHIRT OFFER 
Nunc 
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orrr.R APPLIES UK- only 
Please return to Computer & Video Came* Tshin offer. 10-13 Victoria Roed, Northampton PLEASE ALLOW UP TO 28 DAYS FOR DELIVERY J 
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ic* 
\ W- Look what you've been mis-

sing! Games programs for 
your favourite machine, 

news and reviews of those games tapes you've 
always wanted to know about, plus special fea-
tures on the latest trends in the exciting world of 
computers and gaming. 

If you would like to catch up on what's been 
going on in the pages of Computer and Video 
Games over the past months why not send off for 
some back issues? It's easy to do. 

Just send details of the copies you want with your 
name and address, plus a che-
que or postal order 
made payable to 
Computer & Video 
Games to C&VG 
Back Issues, Com-
petition House, Far-
don Rd., Market 
Harborough, 
Leicestershire. 
Each issue costs £1 
including post and 
packing. 
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Quick, neat and easy! 
It's so easy and tidy with the Easi-
b ind b i n d e r to f i le your cop ies 
away. Each binder is designed to 
hold 12 issues and is attractively 
bound and blocked with the COM-
PUTER & VIDEO G A M E S logo. Price 
U.K. £4.25 including postage, pack-
ing and V.A.T. Overseas orders add 
25p per binder. 
Nat. Giro No. 5157552. 
Please a l low 3 4 weeks for fulfil-
m e n t of o r d e r . P a y m e n t by AC-
CESS BARCLAYCARD V ISA Send 
coupon below detailing credit card 
no, and signature. W h y not place 
your order now? Send the com-
pleted coupon below with remitt-
ance payable to:-

Easibind Ltd..4 Uxbridgo St., 
London, W 8 7SZ. • • 

f O r d e r F o r m COMPUTER «. VIDEO GAMES 
I enclose P 0 cheque value (or binders 
Years required «.ociiii tries IMAM 
Name . . . . 
Address 

I 
Dale Registrat ion No 20/4b9 



ZX Spectrum 

i : S E R O 1 
ftalt ia rsMnl1 

IVaMt-Afaatta i t i i taMi^iM M 

MAY THE 

FORCE 

OF 

i WITH 

YOU 

IMMEDIATE DELIVERY 

i ITAN HOUSE, 83 ASHWOOD ROAD, RUDLOE, 
CORSHAM, WILTSHIRE SN13 0LG • 

ht ' iM' IXI lllr , , , 
t tficlou- chvqur/P.O for 
()K Omh lU'bll |D« Acri-ls Nit 
Barcti ivcunl •••<• . Kxi»nr dnic 
Narnv , , . . , . , 
A i l r i n a , , , , , , , , , , , , . 

Pu l l CiHlt' 
Uralcrt lluniunl Avuilabl* 
\CCKSS, R AKC'I.A Y C A K D f l K D K R S U I- IX ' I • M l ON ;Mhi 
ANSAPI IONK <KI25-aiOI3"J.«r mal l l<> CVC 1 
T IT AN PKOCRAMS, T t T A N I IO t 'SK . 
K:I ASHWOOD KIJ . RL'DLOF . COKSII WI 
WILTSHIRE S N I 3 0 L G 

PLYMOUTH 83 Exeter Street, Plymouth, 

COMPUTERS D e v o n <0752) 2 3 0 4 2 

GAMES FOR SHARP MZ80A K and B 

• OIL STRIKE. Try and become an 
oil tycoon. A, B & K. 

• SPACE MISSION A & K Destroy 
aliens. 

• SQUASH. A & K. Real time. 3 
levels. 

• MARAUDERS A & K. Learn to 
survive. 

• NUMBER ADVANCE. A & K 
Addictive! 

• AIR BOMBER A & K. 4 Levels Of 
play. 

• CODE BREAKER. A & K. 7 skill 
levels — deduction. 

• FOOTBALL LEAGUE. A, 8 & K 4 
English divisions. 

• ADDRESSTEL BOOK. A. B & K 
200 records. 

• MUNCHIE M E N . A & K 
The answer to Pacman. 

ALL GAMES £4.99 each. 
Inc VAT & P + P . 

All prices inc 
VAT and Delivery 
ACCESS DINERS AMEX VISA 

Professionally Written and Produced 

Software for the Home Computer 

From M.E. Evans the author ol ihe highly acclaimed 3D MONS-
TER MAZE and 3D DEFENDER for the ZX81 comes TWO 
GAMES FOR THE SPECTRUM 
30TUNNELH6K & 48K versions on onetap*) a 

What lies down in the depths ol the TUNNEL' 
Flying bats, leaping toads, spiders', and rats' 
maybe Perhaps more' You will have to avoid 
the walls of the TUNNEL as it weaves up and 
down and side lo side lo find out AH in 3 0 ol 
course 

("not m 16K version) 

ESCAPE |runs in t6K) 
Can you ESCAPE from the maze inhabited by 5 
hunting Dinosaurs, including a Pteranodon thai 
soars over the maze lo swoop down on you. 
One of me best ana moat ongmai games tve 

nave t w tor the SPECTRUM so tar SINC-
LAIR USER 

Available mid-Jan. 
Trade enqumes welcome at address below 

Send to: N E W G E N E R A T I O N S O F T W A R E . F R E E P O S T 
(BS3433), Oldland Common. BRISTOL BS15 6BR (no stamp 
reqd. in UK) or for INSTANT CREDIT CARD sates ring 01-930 
9232. S.a.e with enquiries please 

Please send me of 3D TUNNEL/ . . . of ESCAPE. 
at £4.95 each (inc p&p and VAT). I enclose cheque P O 

Mr Mrs Miss A . . . 

Address 
Post Code 

CVG 
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The Computer 
Challenge 
16 colours 

professional keyboard 
full graphics 
real sound 

# Superb styling 
# Choice of 16K RAM or massive 48K RAM 
# Ergonomic keyboard with 57 moving keys 
# 28 rows x 40 characters high resolution 
• Teletext/viewdata compatible graphics 
# 6 octaves of real sound plus Hi-R output 
• Centronics printer interface and cassette port 
# Comprehensive user manual 

FREE 
FORTH 

with every 
48K 

model. 
WSW 

THE REAL 
COMPUTER SYSTEM 

FOR 

FOR HOME: The ORIC-1 is the professional alternative for home computing. A 
L Superbly styled, the 57 key layout is based upon computers costing many times more 

} than the ORiC, and will help the whole family to learn and understand computing. ^ ^ 
right from day one. The ORIC incorporates an improved version of Basic 

for ease of programming and use. For the enthusiasts the computer has laser 
zaps, explosions, etc. pre-programmed for games use, with Hi-Fi 

/

output for incredible effect The communications Modem will 
allow Telesoftware* message sending, and Prestel use. 

FOR BUSINESS: The ORIC-1 is the answer to many 
day to day problems. Software is becoming available for 

payroll, accounts, stock-control, and many more systems 
to help your day to day business organising and control. A 

In addition, the ORIC COMMUNICATIONS MODEM will 
allow you to access up to 200,000 pages of Prestel 
information, to send and receive 'electronic mail', 
to book hotels, and flights (and pay for them) and to 
look at the latest stock-market and share indexes. 

fn short the ORIC-1 is a must for all businesses 
large or small. 

HOW TO ORDER YOC1R ORIC-1: By phone: 
Juatring our telesales number Ascot (0990) 27641. 

By post You can pay by cheque, postal order A 
ACCESS - BARCLAYCARD - AMEX - DINERS. 
(Please allow 28days for delivery). 
Money back if not sat isfied. A 
: Copyright OWC PRODUCTS INTERNATIONAL 1982 ^ f l 

OPTIONAL MODEM OFFERS COMPUTER PHONE LINK FOR: 
• ELECTRONIC MAIL • TELESOFTWARE • PRESTEL 

COMING SOON. TO COMPLETE YOUR SYSTEM: ORIC MICRO-DRIVE DISCS & SPEED PRINTER 

4*0, 
"A 



(Ml • 
f 

WARPATH Part 1 — BIGSCREEN 
10 KJT0760 
190 R=F'AM)255;P0KEUrRPOKE1M, (F-R>/256IRETURN 
390 SF"=USR(ML+D) !RETURN 
130 FRINTW96,0*% i 3t); IF-RIMTP896,""!: RETURN 
440 X=fEEK(VARFTft(X»('V) >+2)«256+PEEK(W«PTR<X$(V) >+l>!RETURN 
760 a.Etf:130:P=F20fl'.U=1656i:GCSUei9Q 
770 CLEftft 100;as:OEFINT&,I-VtX-Z:DEFSTRA,C-«;DEFDEILH:RANOOtt 
790 G0SU£lj4fl 
791 303UE350C 'DELETE LATER 
8:o as:GQSUBiico;n=i 
321 CQT0250C 'DELETE LiTCR 
860 RETUfttt STUB 
950 RETURN 'STUB 
1100 N9=277 ii 1 180*31669; SV=326l)5; 1FOJ=RW+12; SK=27531 :SS=275 
26!SC=27522!TB=27344 
ma Ft>^(23s;v=i:u^4H0:iK,u+i:i>=x:GOsu6i90:Fi3KERiH3f20i:i= 
Rl>4 
1140 V=i:COSU644C:El=X:U=X+196:F=RU:GO3UBl90:U=U+22:GOSUei90 
116P V=3:GOSUB440 :U=16526:P=X;GGSUB190 :K9=USR(0) 
1170 aS:2=l23:GtJSUeV50:GOSUB86Q:RETLRN 
iS4o x»( i >=•• 
nTFnrrfG1xGGGGXGHFm«miIIIIiniIlJJJJJJJJJJ^ 
ujjjfmwnihi«*mtm«X)(m)OOQPPfm 
ssssssssssmrrTmTuuuuuuuuuuwjwM^ " 
1550 Xf(2)=•,AAAAAAAA t̂̂ eê CCCCCCCCCCOOO,, 

1560 Xi (tf="W¥W¥WW68f^8eECCCCCCCCC^^ 
FFTTF" 
1690 RETURN 
2000 ' I f f FOLLOWING CODE HILL EQUALLY BE DELETED 
2«99 'DEMONSTRATION DRIVER 

2500 U=16526:F-=ei:GOSUE190 
2502 CLS!F'RINT(?20,"BI&SCR£EN DEMO" 
2505 FQRML=476T02632STEF188!0=lJGGSUB39BtPRINT(?Sf'," 
2510 IFhL 2000THEW>RINTCHR$tl40)+Dfil(191)+CFR$(i9l); 
2512 IRL ;i700THENFTvINTCHR<1183?*Ctftl(187!+CKiS( 140) 
2520 0=0!GOSUE390INEXThL 
2580 F0RHL=476T02632STEF44 
2586 GOSUB43(i:FRINT(?896,"NL= "IK.! 
2590 O=i:G(iaJb390:rORJ=lTOlM:i£XTJ 
2600 IFINKEYt/""THENENC 
2610 NEXTttL:GOT02580 
2998 ' 
2999 DATA MACHI/E USE 
3000 DATA CD,7F,0A,E5,7D,E6,FE,6F,E6,7Ff4F,CB,25,C6,14,44 
3001 DATA AF,67,57,79,FE,1C,38,QB,FE,5C,30,QE,06,18,5F,3E 
3002 DATA 9C,18,CB,1E,01,1D,C6,84,18,04,1E,48,C6,X,6F,78 
3003 DATA FE,06,30,DC.05,16.SI,15,IE,40,19,10,FD,01,18,34 
3004 DATA 05,11,40,01,19,Dl.FE,19,38,19,06,19,05,47,16,01 
3005 DATA 15,1E,4O,19,1O,FU,D1,E5,26,OA,2E,01,2D,19,E5,D1 
3006 DATA El,28,11,D6,05,47,E5,05,El,16,01,15,IE,80,19,10 
3007 DATA FD,E5,D1,E1,7C,E6,0F,67,C1,E5,D5,21,35,6C,19,EB 
3008 DATA 79,E6,01,21,84,X,06,08,C5,06,01,05,0E,38,87,28 
3009 DATA 01,EE,ED,80,28,01,EE,06,01,05,0E,08,09,06,48,13 
3010 DATA 10,FD,Cl,10,E3,El,06,07,tf,C8,1C,CB,10,CB,1F,10 
3011 DATA F8,06,03,C8,3F,lti,FC,E5,01,30,0E,2l,45,3Cil6,03 
3012 DATA lE,01,lO,O),6A,7F,23,23,23,10,F8,El,70,06,0B,0E 
3013 DATA 30,21,81,X, 16,01,15,IE,3C,CD,6A,7F, 16,01,15,IE 
3014 DATA 3F,19,10,F3,E1,C3,9A,0A,XX 
3015 DATA C5,X,F5,O6,O1,O5,FE,0A,38,O5,D6,OA,O4,18,F7,F5 
3016 DATA 78,81,77,19,77,23,Fl,81,77,37,X,ED,52,77,F1,CI 
3017 DATA C9.XX 
3018 DATA 21,17,6C,11,18,6C,01,28,13,36,80,ED,80,21,85,78 
3019 DATA ll,66,7ME,63t36,63,ED,B0,2l,F9,7E,ll,FA,7E,0£ 
3020 DATA 63,36,63,ED,80,21,29,7C,06,IE,C5,06,08,36,63,23 
3021 DATA 10,FB,OE,10,09,C1,10,F2,C9,XX 
3500 RESTORE 
3510 READMt!IFMSO''MACHINE CODE"Ti£N3510 
3998 ' 
3999 'LOAOER 
4000 LN*="..232 33 57" 
4005 CSt=",...21547 3810 5377" 
4020 F0RI=lTQ3IJ=VAL(MIDSlLN$,3*1,3) > !IFJOLEN(XiU) )Tt£NG0SU84Q 
40:fOTELSENEXT 
4030 IFKTONSTOPELSESOOC 
4040 FW^T"X$(,,;i;") IS "JLEN(X$(I)) J "CHARACTERS LONG -SHOULD ££ 
";j:k=i:return 
5000 F0RI=1T03 
5020 CSZ=VM.(HID$iCS»,5xl,5)):L/4=^(niDI(LNt,3>I,3));SUr^0:j=e: 
V=i:GOSU8440 
5030 READA$;iFA»="XX"THEN5120 
5035 IFJ=LH!>€/f'RlNT"TQQ hANY DATA ITEMS ";;GOTQ5047 
5040 IRAiC>"22")Atf)<L£N(Ai)=2>THEN5050 
5045 F"RINT"ERROR IN DATA ITEM" J J* i; 
5047 FRINTTOR X*t";il")"ISTOP 
5050 CX=ASC(LEFH(A>,l))-48:BX=ASC(RIGHTIlAt,l))-48 
5053 IFB2<DORC2<0ThEN504j 
5055 AZ=16*(CZ+7i(CI>9))+BX+7«(8Z>9) 
5057 IFAZ<1QRAZ/255THEN5045 
5070 SJt=SUM+A2:Ft)KEX+J,AX:j=J+l 
5110 FfaNTe0,j;:COTG5D30 
5120 IF JOLNTHENPRINT"TOO FEH DATA ITEMS ";:GQTQ5047ELS£IFSUHOC 
SXT>OfRINT "CHECK SUM ERROR "}:GOT05047 
5130 JOTI 
5150 RETURN 

Figure 1: 
The hex is the best servant of wargames 
whether they are on boards or compu-
ters as it overcomes the advantage of 
diagonal movement. 
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Warpath is set in a Wild 
West scenario. A 
group of troopers are 
making their way 
through Indian coun-
try to relieve a belea-

guered garrison. They win if their flag is 
carried successfully to the gales. The 
Indians, on the other hand, are intent on 
removing the garnson from their terri-
tory. They win by capturing either the 
garrison's headquarters or the flag. 

Whilst the troopers have the greater 
firepower, this is matched by the in-
creased mobility of the Indians so that 
the game is fairly evenly balanced. It is 
a relatively simple war game. The rules, 
by modern wargame standards, are not 
complex but despite this it can produce 
interesting situations. 

This is your chance to change history 
and be remembered as the hero that 
saved Fort Cheraqick! Or perhaps you 
would prefer to be known as the Indian 
Chief that saved the West and kept his 
tribe out of the reservations. 

In this series of articles I am going to 
explain some of the techniques used to 
develop my war games using Warpath 
as a typical example. Although it was 
written for the TRS-80 Level II. it is 
intended to provide sufficient detail to 
enable it to be modified for any compu-
ter. As we progress we will introduce 
the rules of play and list further routines 
until we have a complete wargame. As 
well as taking part in an interesting 
project, it is hoped you will find the 
ideas helpful in your own programming. 

First, an explanation is necessary. 
Warpath contains 174 lines in multiples 
of 10 (i.e. from 10 to 1740). To avoid any 
subsequent confusion, every line will be 
printed exactly as it appears in the 
program. This will mean that occa-
sionally lines will include references to 
subroutines which, if they are not re-
levant to the current article, are not 
listed. To ensure that the program runs 
properly without them. I have simply 

More than just a wargame. Ron Potkin 's series develops into a thrilling wild west conflict 
but also teaches some advanced programming techniques. 

added a RETURN at the appropriate line 
with the remark. "STUB". See lines 860 
and 950 for examples. These will even-
tually be filled out and completed. 

For those of you who are unfamiliar 
with wargames, let me first describe the 
hex. Most games are played on a board 
divided into squares so that pieces may 
move in four or, or if you include di-
agonals, eight directions. But squares 
are a problem in wargames because a 
piece moving diagonally will, in fact, 
move further than a piece moving, say, 
North or West. 

This difficulty has been overcome by 
dividing a map into regular hexagons, 
or "hex" for short (see figure 1). Whilst 
the number of possible directions is 

reduced to six, you will see that all 
distances are equal. I have adopted the 
hex as standard in all my wargames 
with the exception of Turret and Track, 
which uses squares. 

We are going to start by describing 
Bigscreen and Window. These are the 
basic elements of the program and 
were designed so that several war-
games could be devised (Kreigspiel II 
and Up Periscope! use the same mod-
ule). Instead of an area of 120 hex which 
fills the video screen, the map is held in 
a separate part of memory and only the 
relevant section appears on the screen. 
This large map is called Bigscreen and 
contains 31 rows of 128 print locations. 
The video is regarded as a Window 

looking over a portion of the map. 
Bigscreen is an array of 3968 bytes 

and can hold a map of 496 hex (see 
figure 2). The numbers represent the 
first print position for the pieces. Figure 
3 shows the layout of the Window. It 
starts at the pnnt location 132 and con-
sists of 11 rows of 56 bytes leaving room 
for messages and the map co-ordinates. 
It displays at any time an exacl image of 
a portion of the map. 

You should examine both arrays 
carefully and, in particular, note the way 
that the hex are laid out. We will discuss 
them in more detail later when we look 
at the movement of pieces. In a pro-
gram of this nature many of the routines 
are concerned with searching the hex. 
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A 
ATARI 

H J J U W IXVIA SERVICES 
1000a Uxbridge Rd Hayes. Middx 

U B 4 0 « L 

Hazard Run tass 21.50 disk 24.95 

16k-all machine code - drive cross country and 

make the final jump-real high-res action! 

Golden Gloves cass 20.50 disk 23.95 

24k-all graphics action boxing challenge-

lor I or 2 players. 

Pilot cass 15.50 disk 18.95 

16k- real time-you are in the cockpit of a 

light aircraft - now land it! 

Drawpic cass 24.50 disk 27.95 

16k-utility-access ATARI graphics with ease 

-a must lor any programmer. 

Al l PRICLS IN< L, 
VAT I'&l' FREE 

Maruta lutari tft Itw UK to* 

CREATIVE SOFTWARECREATIVESOFTWARECREATIV 

cc 
t j 

c r e a t i v e 

s o f t w a r e 

ATARI 400/800 
SOFTWARE 

48 Hartlip Hill. Newington. Sittingbourne, Kent ME9 7NZ. 

BAJA BUGGIES ( l 6 k . C ) £ 2 2 95 Tesl your desert driving skills _ 
ASTRO CHASE • 32k C D) £ 2 0 5 0 Arcade Action al US besl " 
GORF ,32k Di £ 2 5 95 No newl lo Dtey <1 the Arcades 3 1 

fcHOPUFTER <48k D) £21 95 A 3 - D hekoopior rescue arcade s a m e m 

BANDITS 148* 0 ) C22 9 5 The iVt.mate e w w r n n c t tor Arcade Action 
PICNIC PARANOIA 3 2 * C) £ 2 3 95 An Arcade gamp with a diHerence ^ 

PROTECTOR II 112X L d) £23 9 5 — Suoenor version at ongf ia i Protector - -
- OTHER TITLES „ 

a t 
o Sottwire eipected to be tviiltble by the time or publication 

PfltWIf {16k C) 
GHOST HUNTER 116k C) 
CRYPT Of THE UN0EA0 [40k D) 
STELLAR SHUTTLE 116k Cl 
CANYON CUMBER 16k C:. . 16* Di 
PACIFIC COAST HIGHWAY 16k CU• £18 95 

£16 95 
£ 1 8 4 5 
C19 95 
£19 50 
£18 95 

REAH GUARD .16k C) 
ALIEN GARDEN -Ik Ri 
TRACK AnACK 132k Ol 
BUG ATTACK 16k C 3?k 0 ) 
SHOOTING ARCADE 116k C O) 
CLOWNS & BALLOONS 116k C Dl 
ANDROMEDA l?4k Ol 
AIRSTRIKE i 16k C 32k 0 ) 
TIME WARP 116k C V k 0 ) 

TUMBLE8UGS (24 i 0 ) £18 95 
PATHFINDER i3?k Di £22 50 
VENUS VOYAGER <16* C 32k dl £18 95 
GHOST ENCOUNTERS ,16k C D) £18 95 
FR0GGER 16* C 3 2 * Di £2i 95 
JAWBREAKER 116k C O I £18 50 
0E LUXE INVADERS '6k 0 ) £21 95 
SNAKE BYTE i4flk Di £18 95 
SPACE EGGS 43t D £18 95 
CHICKEN (16k C D) £23 95 
CLAIM JUMPER 116k C) £23 95 

SPECIAL OFFER: FREE BLANK DISKETTE WITH ANY 
DISK GAMES ORDERED (OFFER ENDS JAN 31) 

WIZARD OF WON 116k D) 
THRESHOLD JOk 01 
MOUSKATTACK132k Ol 
ANTI SUB PATROL 116*0) 
CYCLOD '4flk 0) 
jNEAKf RS 148k !)l 
SLIME (?4» C Ol 
SHAMUS (24k C 0 ) 

C1S.75 
£24 95 
C19 50 
£19 50 
£19 95 
£1B 95 
£25 95 
£18 50 
£18 95 
£24 95 
£25 95 
£25 95 
£18 95 
£ 1 8 9 5 
£18 95 
£23 95 
£23 95 

TWO 

I t UTILITIES ETC 
° S A M SYNTHESISER (16k Ol £37 95 

GRAPHIC MASTER i46k Dl £27 95 
"J LE STICK £21 95 
* W1C0 TRACKBALL £39 95 

MICRO PAINTER <48k 0) C22 95 
K-DOS (32k 0) £47 50 
SANTA CRUZ TUTORIALS < 16k Cl £12 95 
VOICE BOX £99 95 

COLOUR SOFTWARE CATALOGUE AVAILABLE - £1 00 (Deductible Irom lull order) 
CE FOR FULL LIST OF AVAILABLE SOFTWARE. PLEASE SENO STAMP ™ 

£ HAPPY XMAS ° 
TO ALL OUR CUSTOMERS * s — ^ 

>— Please aitow 28 days tor dekvery Postage etc 45p per item x 

0 S 3 A l l V 3 U 3 3 U V M l d 0 S 3 A l l V 3 U 0 3 U V M l d 0 S 3 A l l V 3 U n 
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latest c o m p u t i n g t r e n d s 

i n n o u a t i o n s 

applications 
- s o f t w a r e 

courses 

-h resources 
'' report* 

surveys 

readers vfeays 

editorial an^fybte 

book reviews 
workshop idea*> 

Educational 
Computing 

Add it ad up and what have you got? 
The only publication with 
comprehensive coverage of the 
educational computing scene. So 
whatever your responsibly in this 
field 

reading 
Educational Computing sh 
at the top of your'essential n 
list. 

To be informed... be sure 

Dont simply hope yoiill discover a 
well-thumbed copy of Educational 
Computing m your library or staff 
room . Subscribe today and receive 
your cwn personal copy 10 times a 
year. 

Educational Computing: The best 
publication m Its field...by a long 
chalk. 

Potl lhe coupon below 10 Educational Computing. MAQSUB (Subscription 
Services) Lid. Oaktwld House. Perrymount Bo«l Mtyw.iii. H«»ih Weti 
Sussei ftHIB 3HO. Please send subscription payments only to this addrest 
Subscription enquiries Contaci Veronica Harris on 04444 <59188 

Please start me a subscription to Educational Computing and continue to tend 
it to me until i cancel I understand thai i may stop my subscription at any l ime 
and you will refund me trie balance 
I enclose a cheque lor C10 (£22 overseas) Ten issues a year 
Cheques should be made payable 10 Educalunai Computing 
Name Position 
Establishment 

Address 

Signed Dare 

V 



Right now we have to try and relate 
the Bigscreen positions to the Window. 
If a piece is at location ML on Bigscreen, 
how do we decide what part of the map 
should appear in the Window? In the 
wargame, it is desirable that the current 
piece being moved be in the centre of 
the Window so that it can "see" in all 
directions. 

An algorithm is needed which, given 
ML — the location on the Bigscreen, will 
calculate: N7 — the address of the 
top-left corner of the selected rec-
tangle, and SP — the position at which 
the piece will appear on the screen. 
Unless the piece is near the edge of the 
map, SP will be 476. 

The following routine will perform 
these calculations: 

Z= 128:R- MLAND 127:Q=INT(ML/128) 
IFR< 28THENSP = 132+R:N7-0ELSEIFR 
>92THENSP=60+R:N7 =72ELSES P - 156: 
N7 = R-24 
IFQ< 6THENSP=SP+64* Q:RETURNELSE 
SP=SP + 320 
IFQ>24THENSP = SP-64*(Q-25):N7 
= N7+ 2560:RETURNELSEN7 - N7+Z * 
(Q-5):RETURN 

Looks complicated, doesn't it? Try it. 
Type the lines in, INPUT various values 
for ML and PRINT out the values SP and 

I I 2 3 4 3 6 1 8 9 I I » 1! 13 14 15 U 1/ IB 1* 21 21 22 23 2* 25 U V 28 2* 31 31 

I I I I U W 32 H 46 56 44 72 81 96 *6 1H 112 121 
11 132 1̂ 4 I V 144 171 !M 188 1*6 214 212 22t 228 236 2 * 252 
21 256 264 272 281 288 2*6 314 312 321 328 336 364 352 361 368 376 
31 388 396 4f4 4|2 421 428 436 444 I K 44| 448 474 48« 4*2 5*4 516 
4| 512 521 529 536 544 552 561 568 576 564 5*2 641 646 616 624 632 
51 644 632 660 666 476 6 * 4*2 711 718 714 724 7 T 741 748 754 74* 
4! 766 776 784 7*2 8*1 848 116 824 832 tM 848 856 864 872 884 , 866 
7| * H « 8 *14 *24 *3E »H 948 *54 »6* *72 *8I 996 **6 1114 1112 1121 
811124 I I S I W 1148 1156 114* 1172 1184 1488 14*6 11H 1112 1124 1128 1136 1144 
I I 1154 1144 1172 1181 1188 11*6 1214 1212 1221 1228 1236 1244 1252 1241 1248 1274 
I I I12M 1288 1296 1314 1312 1321 1328 1336 13*4 1352 1341 1368 1374 1364 1397 1411 
U l 1412 1421 1428 1436 1444 1452 1461 1468 1476 1484 1497 1511 1546 1516 1524 1532 
1211536 1544 1552 1561 1548 1574 1564 1592 1444 16(3 1416 1624 1432 1444 1448 1454 
01 1468 1476 1664 16*2 1741 I 7H 1716 1724 1732 1744 1746 1756 1744 1772 1734 178B 
14117?? 1814 1816 1816 1624 1832 1841 1848 1856 1864 1872 1864 1888 1894 1944 1912 
S I 19?1 t « 2 1*4[ 1948 1956 1964 1972 1980 1986 1996 2114 2112 2121 2128 2136 2H4 
1412448 2156 2164 2172 2181 2168 2194 2114 2112 2121 2128 2136 2144 2152 2141 2166 
ff: 218! 2186 2194 2214 2212 2221 2228 2236 2244 2252 2241 2266 2276 Z284 2272 2341 
B I 23H 2312 23EI 2328 2J36 2394 2352 2344 2368 2376 2364 2392 2411 2418 2414 2424 
1*1 2436 ?4«4 2452 2441 2466 2476 2464 24*2 2544 2518 2516 2524 2SK 2544 2146 23S4 
2112541 2566 2576 2564 25*2 2611 2688 2616 2424 2432 2444 2448 2454 2664 2472 2481 
211 16*2 2744 2748 2714 2724 2732 2744 2748 2756 2764 Z772 27B1 2788 27*6 2864 2812 
2212814 2824 2832 2841 2848 2856 2844 2872 2864 2888 28*4 2*14 2*12 2*21 2*28 2*36 
231 2*48 2*54 2*44 2*72 2*81 2*86 2*96 3144 3112 3121 3128 3136 3144 3152 3161 3166 
1413*72 3 N I 3188 3**6 318* 3112 3121 3128 3136 3144 3152 3141 3168 3174 3184 31*2 
S I 3214 £12 3221 3228 3236 3244 3252 3241 3248 3276 3284 32*2 3344 3348 3316 3324 
2t 13328 3336 3344 3352 3361 3366 3376 3364 33*2 3411 34W 3416 3424 3432 3444 3446 
V \ 3461 3448 3476 3484 39*2 3541 3518 3616 3524 3532 3541 3546 3554 3564 3572 3561 
lie 13564 35*2 3614 34U 3616 3624 34S 3641 3648 3656 3644 3472 3481 3688 36*6 37H 
2*1 3716 3724 3732 3744 3748 556 3764 3772 3764 3788 37*6 3614 361? »2 ( 3628 3636 
B 1)641 3646 3856 3664 3872 3881 3868 38*6 3914 3*12 3*21 3*28 3*34 3*44 3952 3961 

Figure 2 
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Figure 3 

N7. Most of the routine is spent check-
ing to see if the piece is near the edge. 

Once we have made the calculation, 
the correct part of the map is transfer-
red to the Window and after we have 
carried out the player's move, the up-
dated image is transferred back to the 
map. It is, of course, very important that 
we do not disturb ML during this pro-
cess. 

Unfortunately, transferring the map to 
the Window or copying the Window 
back to the map is very slow in Basic 
and so we must use machine language 
to perform these functions. Never used 
this before? Well, don't worry; 1 am 
going to make it as straightforward as I 
can so that you can't go wrong. 

Strings are used in the program to 
save memory. Compared with DATA 
statements and other methods of using 
machine language m Basic programs, 
strings are very efficient in terms of 
convenience, time and space. In gener-
al, an 80% saving is realistic - you can 
see this by comparing the length of 
lines 3000 to 3021 with the length of lines 
1540 to 1560 which will eventually con-
tain the DATA. However, strings do 
have disadvantages: the lines contain-
ing them cannot be edited or listed and 
neither 34 nor zero should be used 
since these have special meanings to 
the Basic editor. 

In the Basic listing that follows we 
shall use DATA to create a string of 
machine language and then delete it 
from the program. For those of you that 
want to understand the machine lan-
guage contained in the DATA, a section 
of the coding which performs the algo-
rithm above is shown in figure 4. You 
can see that the second column matches 
the DATA statements. 

The program contains a loader which 
converts the code held in DATA state-
ments to strings and a dnver to demon-
strate the Bigscreen routine. It is impor-
tant to fill XS(1) with exactly 232 charac-
ters, X$<2) with 33 and XS(3) with S7. 
You will find that the editor will refuse to 
accept line 1540 in one shot (the limit is 
240 characters including the line num-
ber), so type as much as you can and 
then enter the EDIT mode and press X. 
You will be able to add the additional 
characters at the end. Finally, make 
sure you save the program. 

When you run it, there will be a pause 
while the strings are created. The pro-
gram will stop if it discovers eaors in 
the DATA lines. X$(3) is used to clear 
the Bigscreen by loading each byte with 
128. Do not use the space (or 32) if you 
intend using graphics since you cannot 
manipulate the pixels. XS(1) is used to 
get the appropriate rectangle, a charac-
ter is printed in the Window and then 
X$(l) is used again to put it back. 

Finally, the Bigscreen with its con-
tents and co-ordinates is scrolled 
across the Window. Press ENTER to 
stop the scrolling. 

All lines up to 1740 which are multi-
ples of 10 are extracts from the war-
game. Eventually, all other lines can be 
deleted but we will keep them until all 
the strings are complete. Finally, here 
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MERSEYSIDE'S BIGGEST SOFTWARE STOCKIST 

Micrespot 
ATARI 400 16K £199.99 
ATARI 400 48K £279.99 
ATARI 800 16K £399.99 

DRAGON 32 £199.00 
KEYBOARD FOR ATARI 400 £79.99 
ATARI SOFTWARE .. . OVER 200 IN STOCK 
INCLUDING Bandits, Choplifter, Venus Voya-
ger, Picnic Paranoia, Claim Jumper. Call for 
latest software. 
VIC 20 SOFTWARE . . . Mind Twisters, Martian 
Raider, Space Storm. Skramble, Space 
Phreeks, Night Crawler. 
BUG BYTE SOFTWARE — Call for latest. 
DRAGON 32 .. . Escape, Slipper, Defence 
Programs, Packs 1, 2 & 3, Scarfman, Planet 
Invasion, Light Pen, Alcatraz, Space Monopoly, 
Mansion Adventure. Jerusalem Adventure. 
Ring for latest. 

MICROSPOT 
15 Moorfield 

Liverpool CL2 2BO 
Tel: 051-236 6628 

ATARI VCS CARTRIDGES 
from H F^afVJCZOM 

The largest selection in the UK 
New rvltlsu 
Alan 

Demons to Diamonds 
Stir Ranters 

at lowest prices 

(inc push tuition keyboard i 

Megamama 

pgtOKJl 
wabM 
riotrysion 
Thiestwid 
Janrtreaket 

Saftlmiwi 
fi.ir.gster At if,' 
Planet Patrol 
Neur 
Cross fore* 
Tapeworm 
Ctxm Syndrome 

Street Racei 
Super Breakout 
Warlords 
Prte Soccer 
Superman 
Htctol rtleisis 
Alii i 
[Slender 
Berzerk 
Yirs Revenge 
Pac Man 
Hjunied House 

17 95 
79 95 

Snpf/iAtiie 
Frooger 

Back 

21 95 
21 95 

21 95 
21 95 

23 95 
23 95 

21 95 
24 95 
24 95 
24 95 
24 95 
24 95 
Imts Specials 
1295 
20 95 
20 95 
20 95 

Encouriftr at L5 
Warp>ocl 
fcriock 
Bugs 
SSSljkc 

is* 
fleanyBopcet 
Fast Eddx 
Oeatfy Duck 
Turmotl 
Alien 

i Kong 
Venture 
Mouse Trap 
Carrovai 

20 95 

26 95 
24 95 
24 50 
27 95 
17 95 

Orcus 
Slot Racer 
Space War 
Adventure 

l££n 
iTCommtnd 

Slar Mastei 
ice Hockey 
Grand (>1111 
Stampede 
Barnstorming 
use 
Space Jockey 
Tigsr™ 
King Kong 

Cosmic Art 21 95 
Atlanta 21 95 
Fiie Fightei i t 95 
Riddle 01 ttw Sphini 21 95 
Damon Attack 21 95 
Tnck Stvrt IB95 SpacTCivaw 
Star Voyager 2195 Space Cjvrm 
Coming toon Parker Bros: AmiCar Super Cotor.i Re,>clOf Sp«k" Man 
§ton: Master Builder. Glact«c Tactic. Mangia Tigerviaton: River Patio-
Atari: RiuOers ot me Lost Am Coleco: Turbo 

Postage etc 5Hp pot >t«m Two or more items Post Free Send SA£ lor lists Pancom 
Mall Order A Enquiries: 6 Tranby Drive. Grimsby. S Humbe 

Telephone: (0472)694196 Retail Shop: 67-89 Pasture Street, Grimsby 

27 95 
27 95 

21 95 
21 95 
21 95 
21 95 
21 95 

26 95 
26 95 
26 95 
23 95 
26 95 
26 95. 

27 95 
27 95 
27 95 
27 95 

1595 
16 95 
1295 
20 95 

21 95 
21 95 
21 95 
21 95 
16 95 
21 95 

21 95 

23 95 

21 95 
2195 

Spectra vi 
Marauder 

MAKE YOUR 
CONTRIBUTION 
TO SPECIAL 
EDUCATION 
MORE EFFECTIVE 
Kobyn Krank ham copes very well with her learning problems, 
thanks to developments with computers in special education. Like 
many other children, she now has the ability to communicate 
with ihc aid of microelectronic devices which help her 10 write 
essays, draw pictures and mosl important of all. to gain her 
independence. 

[.earning To Cope '8.1 — Computers in Special Education, is 
the second of this annual publication which presents ihe story of 
Robyn and how many other physically and mentally handicapped 
children and adults are coping with their futures. Tremendous 
progress is being made through the manufacture of specialised 
devices and through the dedication of teachers and parents. 

L earning To C ope *83 looks at specialised computer 
hardware and software and brings you the latest developments in 
applications covering all aspects of special education. Read for 
yourself how committed people have developed and redesigned 
new and existing equipment to help those in special education 
help themselves. 

We can all help if we care enough. 
.Learning To Cope 'H3 — ( ompulers in Special I ducsilion £2 
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are a few notes on some of the lines m 
the program: 

Line 10 — Why do I perform this 
GOTO 760? I have learnt that it is a good 
idea to put my subroutines near the 
beginning of the program. There are 
two reasons for this. 

# The interpreter searches for line 
numbers from the beginning of the 
program and so it is marginally faster. 1 
experimented with this in a program on 
the ZX81 and found that I could save 
several seconds by moving a subroutine 
from line 9000 to line 20. 
• It saves space. GOSUB50000 costs 
bytes but GOSUBSO only costs 3 
You will discover that I am a byte-
miser and will try anything if I 
can save a few bytes as a result. 
You can see therefore that by 
jumping to line 760,1 leave room for 
subroutines. 

Line 190 — POKES U and U+l with 
the value of P which must be between 0 
and 32767. POKE is a marvellous in-
struction to try out on a friend, but wait 
until he has typed out a long program 
without a single SAVE! 

Line 390 — O is the GET/PUT flag. If 
0=1 copy BIGSCREEN to WINDOW; if 
0=0 copy WINDOW to BIGSCREEN. 
Don't forget that although USR will 

to be continued 
next month 

accept only one argument up to 32767, 
you can use compound arguments. In 
this case, 1 want to pass the variables 
ML and O. Since ML ranges from O to 
3968 in steps of 8,1 am able to use Bit 0 
as the GET/PUT flag. 

Line 440 — Obtain the address of the 
string in X$(V). If your computer has 
VARPTR then rejoice! It's missing on the 
ZX81 which makes using machine lan-
guage somewhat cumbersome. 

Line 760 — Sets MEMORY SIZE. You 
must use CLEAR before and after 
GOSUB 190. This method avoids having 
to remember the size each time the 
program is run. Many types of Basic 
already have this built in. 

Line 1110 — The machine language 
routines often call other routines. This 
would involve POKING new addresses 
each time the program is run and could 
cause problems with 34 and zero. In-
stead, a fixed jump table is used (see 
variable RU) and its address coded into 
the routines. 

Once you understand the principles, 
experiment with the routine. Remember 
that ML must always be an even number 
otherwise it will upset the GET PUT Gag. 
Next month I shall continue with the 
Internal Board and the Piece Table 
which looks at the make-up of the caval-
ry garrison and indian tribe. 

noil ; FIGURE 4 0140 05 01420 XBM PUSH DE 
too 02 ; 0141 114111 00430 IS DE|3200 
oiio3 ; CM.OLATE N7 MO SP 0044 19 01440 ADO HL,DE ;SP=SP»32« 
n a n ; 0045 Dt 00450 POP DE 
00015 ; 1146 FE19 00460 CP 25D ;is Q>24 

I l l * tOlll ORG 1 ;«(1> ROUTINE 0148 3819 11471 J! C.XEO NO 
7F6A H i l l m EQU 7F6AH ;«t*£ss OF SUBROUTDC x$<2> 0I4A 0619 00480 SUB 25D 
6C35 III12 N? EOJ 2771ID JSEE LINE 1101 IN BASIC PPOC. 0I4C D5 01491 PUSH DE 
DILL CD7FIA 00020 CAil •A7FH 0040 47 11511 ID 6,A 
1113 E5 00030 KJSH HI »04E 1601 1*511 LD 0,1 
1114 70 HMD ID A(L 1050 15 01521 DEC D 
1115 EtfE 00050 MO 0FEH ;RENO« FUC 1051 1E4I 01530 LD E.640 
0107 6f (0060 ID LiA 0053 19 00541 XSN ADO H,0E 
0118 117T 0*070 MO I7FH 1154 1IFD 01550 Dk*G m 
OIIA V oooao U> C,A {THIS IS VARIA&E R 0156 Dl 00560 POP OE ;SPISP*64»(fr-25) 
IICB C&5 00190 SLA L 0157 E5 00571 PUW H. 
HID <*n l ine RL H 1158 260A 00580 LD H.100 
( l l f 44 11110 LD e,H ;THIS IS VARIAH.E Q II5A 2E01 01591 LD L,1 
l l l l AF 11121 m A II5C 20 01600 DEC L 
m i 67 11130 LP H,A 005D 19 01610 ADO H.DE ;N7=N7+256I 
1112 57 1(141 U> D.A 005E E5 01621 FU» H 
1113 7F 11151 LD A,C II5F 01 00630 POP DE 
(114 FE1C 10161 CP 280 ;IS R<28? 0160 EL 00640 POP W. 
1116 38* 01171 • J» CfXBI IYES 1161 2811 00650 Jt Z.XBQ 
1118 FF5C 11186 CP 920 ;IS R>?2? 0163 0605 00660 XB0 SUE 5 
II1A 30 IF 00190 JR NC.XBJ ;TES 0065 47 •1670 ID BiA 
II1C 0618 10210 sue 240 0066 £5 01680 FU3H t t 
HIE 5F 00210 U) t, A |N7=ft-24 0067 05 11690 FU» DC 
••IF 3E9C 01221 LD A,1560 ;SP=156 0068 El 10711 POP tL 
1121 IB* 11231 Jf m 0069 1611 10711 LD 0,1 
1123 1EII 11240 XBI LB E,1 ;R IS LESS TWW 28 1168 15 10720 DEC D 
1125 ID 00250 DEC E ;M7=9 II6C 1180 00730 LD £,12® ; THIS IS mimi Z 
1126 C684 10261 ADO A,1320 JSP*132*R 0I6E-19 00741 XBP eoo H,DE 
1126 18M 01271 JR m 006F I0FD 11750 bJG XBP 
0I2A 1E48 11280 XBJ LD E,72D ;*7=72 0071 E5 11760 PUffl H. 
OIZC C63C 1*290 ADO A ,610 0172 01 11771 POP DE ;N7=H7»Z«<0-5> 
002E ff H3io m LD L(A 0073 El 11780 POP H 
II2F 78 11310 LD A,8 0074 7C 11791 m U) AiH 
1131 Ft16 11320 CP 6 ;is (K6? 1175 E6IF 01811 MO 0FH 
1132 31IC 11330 J! NC,TF»1 :NO 1177 67 11811 LI) H,A 
1134 05 11340 PUSH OE 1178 CI 11821 POP BC ;en tic f l « 
1135 1611 11351 LD Oil 1179 E5 11831 PUSH H ;SP AND N7 CALCULATED 
1137 15 M3N Dec D II7A 05 10841 PUSH DE ;SME JHTIL (CEDED, 
1138 1E4I 01370 LD E.640 1178 21356C 10850 LD H,W9 ;nc FOLLOHDC PUTS OR ens 
I13A 19 00381 XBL « 0 rt-.OE II7E 19 01860 A00 HL,0C ;nc BIG SCREEN MO PRINTS 
1136 10FD 10390 &JG xa 0I7F EB 01870 EX 0E,H ;nc COORDINATES 
0130 01 01401 POP DE !SP=SP*64*Q 0000 01480 END 
II3E 1634 IH1I JR XK> 11101 TOTAL EFRORS 
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CHRISTMAS 
ONCE AYEAR. GAMES 

ONCE IN A 

V I i f 

r A c T M s i o N 

ARMASTER 
VIDEO GAME CARTRIDGE 

r* 

E: 9 6 9 8 
W 

A C T I K S I D N 

AcTiVisioN 
video game cartridges for use with 

the Atarf Video Computer System"* * 

STARMASTER © 

You are cruising through an empty part of the 
galaxy, but squadrons of enemy starfighters are 
threatening your four friendly starbases. You call 
up your Galactic Chart and plot a course to 
intercept. Warping through hyperspace en route 
you avoid deadly showers of meteorites. Now your 
gunsight is flashing and the enemy is near. You 
destroy them with your laser cannon but your 
computer read-out tells you that their fire has 
destroyed your shields and drained your energy 
94 COMPUTER & VIDEO GAMES 

SYSTEM 

reserves. 
Again you call up the Galactic Chart and plot a 

course to your starbase. You dock, and your 
damage is repaired, your energy banks replenished. 
Back you go to re-engage the enemy. 

Now you have some idea of the astonishing 
realism and excitement of this Space Odyssey. 

H CHOPPER COMMAND 
A convoy of trucks is ferrying vital medical 

supplies through the arid desert. You are flying 
escort in your helicopter gunship. 

Suddenly a flight of enemy machines shows 
up on your long range scanner and you head in to 
attack with your laser cannon. They reply with 
deadly multi-warhead missiles. You start with 
two choppers in reserve, and add another for each 
10.000 points scored, up to a maximum of six. 



5 COMES BUT 
3 AS GREAT AS THESE 
V LIFETIME. 

m 

w 

You'll need to move very fast to destroy this 
enemy, for the more you shoot down, the faster 
they get So even though your chopper is really 
manoeuvrable (a touch on the joystick sends it into 
an instantaneous 180°turn) you'll find the 
opposing helicopters and jets very difficult to 
defeat. It's by no means easy. It requires lots of 
strategy and lightning reflexes and that's why 
'Chopper Command' is destined to become one of 
the all-time video game classics. 

STARMASTER® and COPPER COMMAND® 
just two of the great ACTI VISION1® range of video 
game cartridges for use with the Atari" Video 
Computer System® Each and every ACTIVISION 
cartridge features an outstanding game concept 
and the quality of the graphicsjust has to be seen 
to be believed. So get along to your local video 
game stockist and see the range demonstrated. 
•Atari* and Video Computer System are trademarks erf Atari. Inc. 

OFF 

® 

THE RJRCHASE OF YOUR 
NEXT CARTRIDGE WHEN YOU 

JOIN THE ACT!VISION FUN CLUB 
Free membership Otstoum tokens. 

Regular magazine. A host of 
competitions toemer and events « 

Wtwh to participate 
Complete the coupon below 

To: CGLActivision 
Fun Club. FREEPOST. 
Loughton. Essex 
IG101BR.(Nostamp 
required).Tel: Kathy Leonard 
on 0628-72448/32839. 
Please register me as a member 
of the Activision Fun Club. I understand that membership 
is entirely free and entitles me to a 50p cash rebate token 
a free regular magazine and the opportunity to 
participate in special Activision competitions. 
First Name(s)^J 
Surname 
A g e (tick one) 1 1 o r u n < J e r D 1 2 - 1 7 D 1 8 - 2 5 D 2 6 o r o v e r d 

Address _ 

§ 

Postcode. 

^Bringing leisure to life' 
95 C O M P U T E R & V I D E O G A M E S 



YOU'VE SEEN THE PICTURES, NOW SEND FOR THE WORDS 

BBC Microcomputer or Acorn Atom 

Acornsoft is the software 
division of Acorn Computers, 
designers and manufacturers, of the 
BBC Micro and Atom. We know 
better than anyone the capability of 
the machines, we know how to get 
the very best from the hardware. And 
we have produced a range of 
exciting games, exacting business 
and useful household software. 

The Biggest Range Available 
Acornsoft software ranges from 

authentic arcade games like-
Snapper to Algebraic Manipulation 
to Desk Diary to other languages like 
FORTH and i.lSR Striking colour, 
amazing sound effects and powerful 

graphics are all used to the full. And it 

docs not stop there. There is a 

complete range of manuals, 

accessories and plug-in ROMs. 

Free Brochures 
Just clip the coupon or write to 

us and we will rush our catalogue 
absolutely free.Can't wait for the post 
ring 01-930 1614 now! Don't delay-
do it today. Let Acornsoft help you 
get the best from our machine and 
open the doors to your imagination. 
Acornsoft mid Atom arc registered 
trade marks ol Acorn Computers I Id 

>1C0RNS£FT 
4A Market Hill, 

CAMBRIDGE CB2 3NI-

Plcasc rush me 
my free 
literature from J 
Acornsoft * 
CD Atom 
• BBC P l t lK tick 

Name 

Address 

Postcode 

! 

MYSTERIOUS 
ADVENTURES = 0 = 

I I I 
= 0 = 

I I I 
Join the growing band of Adventurers who are 
enjoying these absorbing and stimulating pro-
grams. Step into another world of Fantasy. 
Magic, Mystery and Sorcery Only your wits 
and cunning can ensure success m these 
scenarios! 

THE GOLDEN BATON — Venture into a 
strange province of Sorcery and Evil Magic to 
recover the Golden Baton, a priceless artifact 
whose powers are said to bring great Health 
and Prosperity to the Land 
THE TIME MACHINE — As a Newspaper re-
porter you are sent to investigate the eccentric 
professor who lives in the old house on the 
Moors What is his secret and why is his house 
now deserted7 

ARROW OF DEATH (Pt 1) — A Wight has 
fallen on your homelands, the Baton has be-
come tarnished and now radiates a malevolent 
aura of Evil. Your mission is clear — trace the 
source of this Evil and destroy or be 
destroyed This is the first part of an Epic 
Adventure although each pari can be played as 
a stand alone scenario 
ARROW OF DEATH (Pt 2) — You now have 
the means to destroy your enemy but you 
are lar Irom home and this land is strange to 
you Can you cope with the deadly perils which 
approach you and have you the strength to see 
your mission through to the linal conflict? 

Each adventure comes attractively packaged for |ust C8 95 inc 
Now m Stock for ATARI 400 800 £12 50 

Available soon lor ZX SPECTRUM. ZX81 <16K>, APPLE II. 

FOR BBC MICROCOMPUTER 
MODELS A 8 B ' 

• WRITTEN IN ULTRA FAST MACHINE CODE 
• SAVE GAME FEATURE 
• SPLIT SCREEN DISPLAY 
• SOUND AND GRAPHICS ON ADVENTURES 

5. 6. ft 7. 

5. ESCAPE FROM PULSAR 7 — Alone on a 
gigantic Space-Freighter . The rest ol your 
crew have died horribly at the hands ol a 
mutated Zoo-Specimen Your only chance ol 
escape is to reach the Frail Shuttiecraft But the 
lurking Monster is hungry and you are the only 
lood it has left 

6 CIRCUS — Your Car has run out of Petrol on a 
lonely road miles Irom habitation As you trudge 
reluctantly down the road in search of help you 
are suddenly confronted by an amazing 
sight in a nearby field is a Huge Circus tent' 
But this is no ordinary Circus as you will soon 
discover 

7 FEASIBILITY EXPERIMENT — Far across the 
gulfs ol time and space, a dying race ol super-
intelligent beings search the Universe for a 
Hero to save their existence At length their 
thoughts turn to planet Earth You are chosen to 
be their saviour in a bizarre scenario where 
death is a mere thought away 

* Adventures S. 6 and 7 require 32K RAM 
SEND CHEQUE OR P.O. TO: 

0= DIGITAL 

— FANTASIA D€PT OWL. ml* NORBRECK ROAD, NORBRECK. BLACKPOOL LANCASHIRE 
Tel: (0253) S6279 

I I I 
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IN-BETWEEN 
THE LINES 
To produce graphics that move, a 
technique known as "in-between-
ing" can be used to automatically 
give the stages in an animated 
sequence. 

As its name suggests, when given 
starting and finishing pictures, the 
technique will provide all the 
frames in between, and in the cor-
rect order. This method has been 
used in one form or another to help 
automate the production of cartoon 
films. 

Computers have been adopted to 
relieve artists of the routine tasks of 
creating the in-between frames for 
many sequences. 

To begin with a simple example, 
the frame that is half way between a 
square and a tall thin rectangle can 
be constructed as shown in figure 1. 
The dashed lines show the paths 
from the points on the first frame to 
the corresponding points on the last 
frame. The frame that is half way 
between the first and the last is 
virtually half way along these paths. 

FAST FHANt 

ih MTWtFH LAST FRAttl 

Fig 1 

be joined up in order to draw the 
picture in two arrays. 

We shall store the column and 
row positions respectively for the 
first picture in the arrays XF and YF, 
and for the last picture in the arrays 
XL and YL. 

The following program will then 
draw the first frame, an in-between 
frame half way between the first 
and last frames, and then the last 
frame. It assumes that the frames 
are each drawn by joining 25 points, 
but this number can be changed 
throughout to any other. 

Fig 2 

The program can be developed 
further to draw any number of 
frames in between the first and the 
last. The program is written so that 
the user can enter the number of 
in-between frames that is required. 
The program is obtained by replac-
ing all the lines with line numbers in 
the two-hundreds in the previous 
program with the following seg-
ment. 

The in-between frame in this ex-
ample has the shape that we would 
expect. It has been produced en-
tirely by geometric means, and any 
number of in-between frames could 
have been generated in essentially 
the same way. It only remains to 
develop a program to carry out the 
same process. 

In writing the program, we must 
first decide how a picture is to be 
stored, since we must provide the 
initial and final pictures. We can do 
this by storing the column and row 
positions of every point that has to 

10 DIM 
XF(25),YF(25),XL(25),YL(25) 

20 REM ENTER COLUMN AND 
ROW POSITIONS 

30 REM FOR FIRST AND LAST 
FRAMES 

100 REM DRAW FIRST FRAME 
110 MOVE XF{1),YT(1) 
120 FOR J=2 TO 25 
130 DRAW XF(J),YF(J) 
140 NEXT J 
200 REM DRAW IN-BETWEEN 
FRAME 
210 MOVE (XF(1) + XL(l)y 

2,(YF(l)=YL(l)y2 
220 FOR J=2 TO 25 

230 DRAW (XF(J) t XL(J)) 
/2,(YF(JHYL(J))/2 

240 NEXT J 
400 REM DRAW LAST FRAME 
410 MOVE XL(1),YL(1) 
420 FOR 1=2 TO 25 
430 DRAW XL0).YL(J) 
440 NEXT J 

200 REM DRAW ANY NUMBER 
OF IN-BETWEEN FRAMES 

210 INPUT "NUMBER OF IN-
BETWEEN FRAMES",NF 
220 FOR I 1 TO NF 
230 X = (XF(1)*(NF+ 1-I) + XL(1)*I> 
(NF+1) 
240 Y=(YF(1)*(NF+1-I)+ YL(iriy 
(NF+1) 
250 MOVE X,Y 
260 FOR J = 2 TO 25 
270 X = (XFGr(NF+l-I) + XL(J)'I)/ 
(NF+1) 
280 Y = (YF(J)*(NF + 1 I)+YL(J)*iy 
(NF+1) 
290 DRAW X,Y 
300 NEXT J 
310 NEXT I 

The sequence shown in figure 2 
was produced with this program. In 
order to generate realistic sequ-
ences, the initial and final frames 
should not be too dissimilar. 
However, when very different 
frames are used for the first and last 
ones, some very interesting, and 
sometimes artistic, results can be 
obtained. 

BY GARRY MARSHALL 
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REPLAY OF THE 
HOSTAGE RESCUE 
ON THE APPLE 

K l i T i 

Choplifter is the top selling game in the US 
for the Apple right now. 

In it you play the part of a helicopter pilot 
on a mission to rescue hostages trapped 
inside enemy barracks deep inside hostile 
territory. 

The game has obvious associations with 
the Iranian hostage affair with the helicop-
ters crashing in the desert, and the hos-
tages running helplessly towards the heli-
copter, with enemy tanks in hoi pursuit No 
mention is made of the affair of course in 
the interest of good taste, but whatever 
Choptifters associations it is undoubtedly 
an impressive game. 

The graphics are superb. The running 
motion of the hostages has been excellent-
ly simulated as has the flight of the helicop-
ter. 

Each time you rescue a hostage the 

computer emits a high-pitched bleep telling 
you that the hostage is safely aboard 

You can only carry sixteen hostages 
without overloading the chopper so you 
will have to make more than one sortie into 
enemy territory. 

The number of hostages rescued and 
tanks destroyed is recorded at the top of 
the screen. 

Advanced pilots wilt have to deal with |et 
fighters called up by the enemy when a 
chopper pilot is being a little too successful 
in liberating the hostages 

The game is best played with loysticks 
although the reviewer played quite an 
interesting game using paddles The heli-
copter can fly backwards forwards and 
sideways — leaning into a dive most realis-
tically. It is also quite difficult to control 
and will take you some time to master |ust 
as a real helicopter would. 

Choplifter is manufactured by US Apple 
games specialists Broderbund. The game 
is imported into the UK by SBD Software ol 
Richmond and can be purchased at £19.95 
plus VAT from the London firm 
• Getting started 9 
• P a y a b i l i t y 8 
• Value for money 7 

THIS ONE WILL GO DOWN FIGHTING 
Golden Gloves is all about the noble art of 
boxing You can either take control of a 
boxer and fight a friend or the computer. 

The computer will also light an exhibi 
tion match with itself. 

After naming your boxer the screen 
switches to a view of the ringside. Your 
fighter is in the left hand corner. The bell 
rings and you come out fighting. 

You guide your boxer with the |0ystick. 
Moving it left or right moves your boxer 
across the screen. Pulling it down makes 
him duck and pushing it up makes htm 
unleash his best uppercut. Pressing the 
trigger button allows him to tab. 

The computer boxer — Rocky — is a 
mean and hard hitter. You will have to be 
on your toes to avoid the knockout. 

Indeed it takes a good fighter to last 
more than one round with him. If you do get 
knocked down the count starts and if you 
are still on the canvas at ten then you have 
lost and you are asked for a rematch 

If you manage to avoid a knockout and 
go through the three, two minute rounds 
then the winner is the player with the most 
points. These are awarded for the number 
of punches that are landed and the number 
of times your opponent has been on the 
canvas. 

Golden Gloves is a colourful game and 

GOLDEN GLOVES 
the figures of the boxers are nicely ani-
mated. However I think I would tire of it 
quickly. 

It was very difficult to get beyond the 
first round let alone the third and it seemed 
all too easy to get a knockout. 

Golden Gloves is for the Atari 400 800 
and costs £20.50 from Adrian, Hayes. 
Middlesex 
• Getting started 9 
• Value 5 
• Payability 5 
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ALL THE KING'S 
MEN PLAYING 
AROUND WITH VIC 
VIC CHESS 

So you want to play chess on the Vic? Well 
we looked up three ways of turning the 
Vtc-20 into a chess opponent. 

Let's start with Commodore's offering, 
Sargon II, wh ich comes at £21.70 in 
cartridge form and has the advantage of 
not needing any additional memory. 

The board display is easily distinguished 
and it does offer the most comprehensive 
set of instructions for use 

Chess is the sort of familiar game which 
you need a lot of instruction on and the 
Sargon II package does give a very com-
plete rundown on its six levels. 

Sargon II has a good response time and 
also plays a very fair opening without ever 
suggesting it had any book theory cram-
med into its memory. 

Contrary to chess players who feel that 
a machine should be fudged on the number 
of different levels it boasts, six is quite 
enough and probably more than most 
chess players will find a use for. 

It is hard to fault this well-presented 
cartridge except on price which does not 
compare favourably with its two rivals, but 
remember that both ol these wilt need 
additional memory to play. It is available 
from all good Commodore dealers. 
• Getting Started 10 
• Value 8 
• Payability 7 

Boss is a chess phenomenon. How its 
German programmers managed to gel it to 
play as well as it does on just the basic 
Vic-20 and an 8K memory expansion is 
beyond me. 

It has nought-to-nine levels of play 
which take you from a one second to four 
hours response time but my own favourite 
w a s level 2 which responded in five 
seconds on average. 

There is a good book opening under-
standing built into this program and it 
followed a Sicilian Defence through to the 
sixth move before attempting the unusual. 

Perhaps the most impressive thing about 
Boss was that it never seemed to stop 
trying in a game and even when I had given 
games up as draws it still attempted to gain 
something positive from the positions. 

Boss1 display is the best of the three and 
it accepts four key move entries. It also 
runs independent chess clocks on both 
players and offers the additional challenge 
of trying to beat it while only taking five 
seconds per move. 

On the minus side: it is difficult to spot 
the moves as the pieces don't flash, there 
are some terse instructions and it displays 
the mate and stalemate comments in Ger-
man. Also it took me three loads the first 
lime to get it into a Vic. It costs £14.99 from 
Reading-based Audiogenic. 
• Getting started 6 
• Value 9 
• Payability 8 
Bug-Byte's advantage is on the price side 
but it has also done away with the over-
used notion of chess levels. 

It also offers a menu enabling you to 
change how far the computer looks ahead, 
list out the moves made, set up chosen 
positions or save the current position. 

The tape loaded first time everytime but 
you need a full extra 16K's worth of mem-
ory to play it. 

The Bug-Byte's display was the least 
impressive with the King and Queen sym-
bols initially confusing 

The program gets around the need for 
levels by letting the player input a three 
figure number from 0 to 9.99. 

The number before the decimal point is 
the moves it looks ahead, the number after 
refers to the number of moves the compu-
ter will consider at each play 

Playing the Sicilian Defence this pro-
gram also went "out of book" afler two 
moves 

From Liverpool-based Bug-Byte at £7. 
• Getting started 9 
• Value 7 
• Payabil ity S 

ATARI V.C.S. ENTHUSIASTS 
N e w Cartr idges Cut Price 

( P a c m a n Defender C26.50) 

PLUS S e c o n d H a n d Service — 
Buy a n d Sel l 

PLUS First C lass Hire Service 

S .A.E . full details: 

MELRICA AGENCIES 
271 Stanstead Road. 
Bishop's Stortford, Herts. CM23 2BT. 

ATARI vtc 
For Alan. For Vc 
Attack Force (32k) Cassette l — Scramble. 
Cavcn t9 5k Tank Baffle 
G R 8 Lunar Lander 19 5k Mus Trail 
Anli Matter Cassette 2 - Aslercud 
Hazard Ben Tank B«Rle 3 Si. 
Xasact Sub Attack 
Any 3 k* £3 Each cassette tot £3 

Cheques P O payable lo A. Goacher, 
16 Mostyn Street. Oukinfield SK16 3JS 

| Send SAE tor details Tel: 061-338 4167 1 

m m h o b 
BBC MICRO: Landfall "Serpent 

LANDFALL. D«Ktm timulaiof with full 
cockpit graphic*. v*>v Challenging and not I Of 
the faintheartedl 
SERPENT Eel o< gel e i u n in «hu frantic m m 
game. Totally addictive 

Both on one tape <32K OS 0.10). £6 bO 

ZX SPECTRUM: Sheepwalk 
SHEEPWALK? YOU may leugh. but it'I more 
difficult than lapping elienil The one you 
haven't * « n before Rum 16K CJ 25 

Cheque! and POi to GT Software 
8 Bull Sneet, Potton. Sandy. Bed* 

ATARI OWNERS 
" P A G E 6 " is the UK 's first Atar i 
owner's magazine. 
Issue 1 available now 
Single copy 6Sp 
Subscription (6 issues) £3 75 
Send IO 
PAGE 6, 18 Underwood Close. 
Parkside. Stafford. 
Ctegues snotMbe payaote to BUG 

on Tlicno/ 

COME AND SEE OUR 
WIDE RANGE OF GAMES FOR 

DRAGON 3 2 & MZ80A K 

SEIKOSHA PRINTERS £210 
Inc VAT 

3rd Floor. 2 0 2 8 Whi tehorse Road. 
Croydon, Surrey C R 9 2 H Q 

Fi$hmg 
Target Blast 
Deathirac* 
Budgie Catch 
Air Attack 

6 Drops lop 
7 Demotion 
8 Hamvafr 
9 Duck Shoot 

10 E iecuton 

HIRES COLOUR GRAPHICS AND SOUNO 
Molesott. 
43 Hlltcrest Drive, 
Beverley. HU17 7JL ^ £ 5 
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DRAGON 32 SOFTWARE 

TWARE SOFTWARE SOFTWARE S 0 

Oqiruu adventure games on c&sseile 
DG-s Haunted House £3.95 
DCS Treasure Quest £3 95 
DG6 FofttOden City £4 95 
DG7 Pharaoh s Curse C4 95 

Ml prices include pip Send s a e lor Mi list 
APEX TRADING LTD (Dept. CVG). 

115 Crescent Drive South, Brighton BN2 6SB. 
let 0J73 36094 Access Barclaycard welcome 
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Atari/VIC/Apple * 
| §1 48K RAM FOR ATARI 400: £68 inc VATt \V 

I £ (OR r i M IF YOU KEEP YOUR 16K RAM) J 

^ UP TO W N OFF VIC-ZD SOFTWARE1 

UP TO 1 S \ OFF APPU SOFTWARE! 
, , UP TO 23% OFF AIAfil SOFTWARE! 
£ w B& H O W COST HJWBWHRI - CALLERS ( W . T ) 

• K M MOCK 100 [1 W MR OMKM 
TEL 01447 1713 
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SPECIAL CHRISTMAS OFFERS 
FOR THE SPECTRUM AND THE 
ZX81 
SPECTREK — A fantastic real time adventure 
in deep space for the 48K Spectrum Travel 
between star sectors and destroy the Klingons 
by phasers or photon torpedoes. Features in-
clude onboard computers, damage reports and 
long range sensors Only £5 

DEATH STAR ATTACK & MEMORY MATCH 
— Two programs for the 16K 2X81 One a test 
of skill and speed and the other a test of 
memory Both terrific fun and both on one 
cassette for only £5. 

Send cheque/P 0 to: SATELLITE SOFT-
WARE LTD., BROCKHAM. HYDE LANE. 
DANBURY, ESSEX. 

HELICOPTER RUN. Moving landscape A game ol 
rescue, attack and defence £4 50 
DUELUST. An interactive program Duels using 
swords or pcstots tor one or two players Various levels 
o> difficulty £6.00. 
Both games £10 Fences include postage 
C. I P HAVERS. 17 Rectory Road Wokingham. 
Berts RG11 1DL Tel: (0734) 763899 

ATARI 400 800 OWNERS 
A comprehensive library of cassettes, car-
tridges. discs 
Scores of games and adventures etc., for you 
to hire for your Atari Home Computer 

Send SAE for details to 
MIDLAND GAMES LIBRARY 

48 Read Way, Bishops Cleeve. 
Cheltenham, Glos. 

• • • • • 
TEXAS TI99/4A SOFTWARE 

OuaMy software on cassette, giving excellent value for 
money Our most popular games are Med below 
Send s a e for complete list All prices include p&p 
3-D Maze Towers of Hanoi £3 95 
Sorcerer s Castle Lunar Lander £3.95 
Haunted House WumpuS £3 95 
Treasure Quest Four in a Row £3 95 
FortMdden City Mastermind £3 95 
Pharaoh s Curs* 3-0 Os and X* £395 

APEX TRADING LTD (Dept. CVG), 
115 Crescent Drive South. Brighton BN2 6SB 
Tel. 0273 36894 Access Barclaycard welcome 

MASTERING THE ROGUE ROCKS 
Asteroids became one of the craze games 
of the early 1980 s after the worldwide 
successes of such mega-games as Space 
Invaders and Galaxians. 

It is considerably more difficult than 
those earlier games, where you had really 
only two controls to worry about. Asteroids 
added hyperspace, thrust, rotate left, ro-
tate right and fire. 

The game places you in control of space 
ship being bombarded by a shower of 
meteorites that come at you relentlessly 
from the four corners of the screen. 

Using your controls you must spin your 
ship around to shoot the asteroids. 

You can also dodge in front or behind 
the rocks using the thrust button. 

If things gel a little too hot and a 
collision seems certain the hyperspace 
button will make you momentarily dis-
appear and then replace you at random on 
the screen. But this could prove a&danger-

keyboard overlay which, although it seems 
lust like a gimmick, is actually quite useful 
in Asteroids-type games where you have 
up to five controls to concentrate on 

My main criticism of Meteor Storm is 
that the thrust button has inertia, causing 
you to drift helplessly towards an asteroid, 
frantically rotating and thrusting 

Sinclair's official software writers, 
Psion, entered the field with Planetoids 
This is not as close to the arcade game as 
the Quicksilva version though the graphics 
are no less impressive for this. 

Planetoids had the best fire mechanism 
of the three games tested The missiles 
could be fired in quick succession and 
reached their targets swiftly. 

The final version tested was Meieoroids 

ous as blasting away at the oncoming role! 
Extra points can be earned by shooting 

down the mystery flying saucers which 
spin in and out of the asteroids. 

W e tested versions of the game so far 
available for the Sinclair Spectrum. 

Meteor Storm was the closest to the 
arcade version of the three games we 
tested. The asteroids were represented as 
geometrical tine drawings drifting weight-
lessly towards your ship. 

The game displayed clear instructions 
on the screen and also showed you the 
value of the various asteroids and flying 
saucers on the screen. 

All three games kept a running total of 
the high scores but Quicksilva's Meteor 
Storm took you a stage further than this 
enabling you to enter the initials of the top 
ten high scorers of the session. 

This version also provides you with a 

from the new software writers — Softek. 
This was not as good a version of the 

game as the others played An admirable 
attempt had been made to simulate the 
rock-like texture of the asteroids but this 
did not work. They looked more like 
chewed up pieces of bubble gum. 

There was really not much to choose 
between the other two — though for my £5 
the Quicksilva version is marginally better 
because of its extra facilities and graphics. 
Meteor Storm 
• Getting started 5 
• Value 7 
• Payabil ity 8 
Meteoroids 
• Getting started 5 
• Value S 
• Payabil ity 6 
Planetoids 
• Getting started 5 
• Value 6 
• Payability 7 
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DEFINITELY NOT 
THE BEST GAMES 
IN THE WORLD 

ICL GAMES PACK 
ICL Games Packs numbers one to four for 
the Sinclair Spectrum are proving to be 
consistently unpopular with the C&VG re-
view team. 

Games Pack Three received a mere two 
out of ten for payability in these review 
pages together with some particularly 
harsh criticism of the games graphics. This 
month w e test the payability and value for 
money of Packs One, Two and Four. 

Games Pack One features four games 
previously available for the ZX-81. The best 
of these is Racetrack a familiar steer your 
car around the racetrack type game. 

Labyrinth is a very poor maze game and 
can only be recommended to people who 
enjoy improving games. 

Martian Knockout is the token action 
space game on this pack. I say token 
because the game is about as playable as 
a Frisbee in a hurricane. 

Skittles is the final offering on Games 
Pack One and if you are inclined to think 
that this may be a cheaper way of playing 
the game then forget it. 

Games Pack Two kicked off with Galac-
tic Invasion a game that is practically 
identical to Martian Knockout. 

Drop a Brick, the second game on this 
pack is a very poor attempt at the popular 
video game — Breakout. 

Colour Doodle is a so so children's 
colouring game. 

The saving grace of Games Pack Two is 
the final game, Train Race. This is a gamb-
ling game for three players with each 
player picking a train of a certain colour. 

Games Pack Four was the best of the 
three I tested. Docking the Space Ship is a 
fairly mediocre version of Lunar Lander 

Journey into Danger is much better. This 
is a mini-Adventure complete with all the 
features which you would normally associ-
ate with a much larger program. 

Invasion from Jupiter is a pretty poor 
space shoot-out game. 

The Great Escape is the final game on 
this cassette and good fun it is too. 
Games Pack One 
• Getting Started 9 
• Value 3 
• Payability 3 
Games Pack Two 
• Gening Started 9 
• Value 4 
• Payability 4 
Games Pack Four 
• Getting Started 9 
• Value 5 
• Payability 5 

Airstrike is a very well executed derivative 
of the popular arcade game Scramble. 

The object of the game is to pilot your 
spaceship through underground caverns 
while avoiding numerous obstacles that 
are placed in your flight path. 

The first obstacles to be overcome are 
surface to air missiles and the occasional 
floating mine. On your way through this 
part of the cavern you can pick up more 
ammunition and fuel In the second part of 
the cavern you may have to deal with a 
whole series of floating mines. 

Once through this part you come across 
a series of airlocks. The only way to get 
past these is to shoot the middle out of 
them and manoeuvre your craft through 
the resulting hole. 

AIRSTRIKE 
Just to make things a little more exciting 

you may also come across the occasional 
lighter trying to shoot you down. 

Each level has a different colour and 
your craft carries less ammunition due to 
the higher gravity. 

This really is a most impressive game 
and the English Software Company are to 
be congratulated 

Airstrike is available from Gemini Elec-
tronics of Manchester at £19.95. The game 
runs on an Atari 400 and 800 tn 16K with a 
disk version also available. 
• Getting Started 8 
• Value 8 
• Payabil ity 8 

AN IMPRESSIVE ARCADE CLONE 

P 0 SOX 23. DUNFERMLINE. FIFE KY11 5RW 
TELEPHONE (0383) 727787 

NEW RELEASES FOR DRAGON AND SPECTRUM |UK) 
miPLEt rsao 
Cor*#n* IN* gafnaa 
Bflf AKFW 8n>* • coda gvwiM tn *<• comuu, 

S*t*Ct BWW 0 aHta* Qt UAtf OOO* 
Coda wigw WKWH 

COPYCAT — Copy a wauarca 0*ft*ra*d Of N COfpvlar 
S«M vital <* hint uud r aaouanc* kC to • » 
•u uri wo cetow rwiw inwt ana mm 
COM 

TH E — 5rv«* «n at* w> «-ao wow 
SaMI tnr 3 a liy a or } b, 4 an 

Baal low trc b-»» tap) ley at •tmam <f Oima 
ttHfAjifll , W W v £3 V> . 
MKVT ' M u n Ik 
SBIIIS IV tS M IDRAGON Or*f\ B 
KWZAflO f6 50 OBACiOt cntyi 
OALLEOMS tSOO FRuiTA 16 10 J 
A*i freaa iKJMht o»dar orTy Lltluaa o» poatat u 
<*DW» » W1ZAHD SOFTWARE ' O (OK N lxj««f ttttt IN( nrt KYU MW M7 
Sand S A E to tun prog>an> i-afamgna 

r r P w h Mate compute 
tare* cftequa <o Dm 1 

14 Langton Way 
London SE3 T i t . 

v 

Got a D R A G O N 32 or TANDY 
colour computer? 

Then you need your own monthly magazine 
-RAINBOW" lor colour computer users Send 
£1 50 and large s a e lor sample issue to 
ELKAN ELECTRONICS (Oepl CVG), 
FREEPOST. 28 Bury New Road. Prestwich. 
Manchester M25 6LZ Telephone 061-798 
7613 (24-hour service) 

AARDVARK 
-^SOFTWARE 

MC Caiaatta i 
C-aaaaffa 2 

t, QUALITY PROGRAMS 
For BBC and VIC Mlcro«-16K 

Aatatuda Tfta uaaa* a'tada 
F*og -Can -fou 7J« nu «og K uw, ' 
VaAnwi —-Arora- oarrv-g fca> garxa 
Mm in rou ayaun tw> 

VC( 
Flog Fai' I 

- Oraat yaor*:i 
m a i l l a n w i 

C l U M l lamaiof —A ***! lima Qratftan 
T'akkai - A t* >mi Siv T.*» 

At VtC gatnn twLan t»p*a Mxn} trc tnv H 
Wood* 
At eec ten* tartaau; cctoui and aouno 
•kHcmlK «W»3i*VIC nflwt 
SamJ il«uIHgrOt raaia**<o Dapt C Awdvara Softvan 
TS OuiinMufY Annua. Hantapooi CKwaM TSJ» l«» 

50% royalties paid on Vic 20 and Atom 
programmes We also sell programmes at 
reasonable prices and do a listing service I 
We also sell C60 cassettes 
Send S.A.E. to C P. White Services. Dept 
Computer & Software, 76 Uxbridge Road, 
Hanwell. W7 

16K Z X 8 1 S P E C T R U M 
DO YOU LIKE MONOPOLY? 

OUR GAMES WILL APPEAL TO YOU 
DALLAS. A game ol oil exploitation in Texas Oect 
sens are required on purchasing concessions, the 
movement and use ol drilling figs, and the building ol 
platforms and pipelines Can you take-over the Ewing 
Empire 
AtRLMF You muii d e l e of numtoi o* aircraft to ope'at* 
loan and ft/el comiaat whattiai to buy ot cKarta* and levari 
ot staffing and maintenance 
AlfTOCHEF At MO you I K U I I n4«<tn Iff i « u t lec-'Ja or 
menu pncei. >ovo> o< wage* a<tv*rt>i#v and drv.danda and 
toracaai lavala of inflation If you arc not luccvtiful you wii 
ba miik to ie*<gn" 

FOR THE EXPERT 
PfllNI SHOP At oiftnar of a ptjntmq company t«>i h J • • ro 
Oacidc 0« aufflng papar stock*, quotations wort ichadula 
tS 00 for one, £8 SO tor any two. CI2.00 for three or 
E1S.50 for the four 

ATOM ADVENTURE I 
12k m c adventure Can you solve the 
puzzle of the castle and obtain the key to 
the church or will you become a victim of 
' Thai MAN". Send £8.00 all inclusive lo 
C. W E B S T E R . 17 Tanners Court, St 
Marlins Close, Norwich NR3 3HB 
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South London's Largest 
Micro Computer 
Centre 

COMMODORE VIC 20 
5K 

£137.95* 
Inc. basic. 

5K+ 16K 
£185.95* 
Inc. basic. 

VIC Cassette 
VIC Printer 

•includes S Free programmes 
£ 4 4 . 0 0 VIC Disk Drive 

£ 2 2 9 . 0 0 NewLowPrice 
16K RAM Pack £ 4 9 . 9 5 

£ 2 9 9 . 9 5 

C 0 3 
C o m m o d o r e 64 ,64K Colour Computer £ 3 4 5 . 0 0 

Main Commodore Dealer 
f O r > N e w 5 0 0 s e r , e s - N e w series. Business 

Computers. 

16K 
£199.95 
Less Basic 

ATARI 400 
Mfiiiimmimii 

32K 
£249.95 
Less Basic 

Basic Cartridge £ 3 4 . 9 0 
Atari 800 16K inc Atari41 OCassette £ 4 9 . 0 0 
basic £ 3 9 9 . 0 0 Atari810Disk 
Atari 800 48K inc Drive £ 2 9 9 . 0 0 
basic £ 4 6 9 . 9 5 Atari 822 Printer £ 1 9 9 . 9 5 

iaszi 
Plus Daisy Wheel and Dot Matrix printers 

for the Atari range 

A t a r i 4 0 0 Typewriter keyboard. Direct easy 
replacement for standardkeyboard £ 7 8 . 9 5 

N e w V i c 
K n z y K o n g l 
Dodge Kong's barren's as you 
Climb the stairs. 
STDVIC Joysocks £ 6 . 9 9 
E x t e r m i n a t o r ! 
Blast the centipede while 
dodging the spider amongst the 
toadstools Fast action 
STDVIC Joysticks £ 6 . 9 9 
A n t l - s p l a t t e r - m a t t e r l 
Make space invaders look like 
childs play, superb graphics 
STDVIC Joysticks £ 6 . 9 9 
V l k m a n 
Choose one to three ghosts 
STDVIC Joysticks £ 6 . 9 9 

S o f t w a r e 
Escape|LabyrinthJ £ 6 . 9 9 
DodgeCars £ 6 . 9 9 
Bomber £ 6 . 9 9 
Invasion £ 6 . 9 9 
Raceway £ 6 . 9 9 
Alien Panick £ 6 . 9 9 
Quirk £ 6 . 9 9 
Target £ 6 . 9 9 
Search £ 6 . 9 9 

N e w EMI Cartridges 
River Rescue £ 2 4 . 9 5 
MusicComposer £ 2 4 . 9 5 

Send for VIC price list. 

N e w A t a r i S o f t w a r e 
Shamus 
Preppie 
Beta Fighter 
Mouskattack 
Hazard Run 
Jumbo Jet Pilot 
Golden Gloves 
Pacific Coast 
Highway 
Canyon Climber 
Choplifter 
M y First 
Alphabet 
Rasterblaster 
Submarine 
Commander 

C/D £ 2 1 . 8 0 Slime C/D £ 2 1 . 8 0 
C/D £ 1 9 . 9 5 Rearguard C/D £ 1 5 . 5 0 
c £ 1 8 . 5 0 Micropamter D £ 2 5 . 5 0 
D £ 3 1 . 5 0 Shooting Arcade C/D £ 2 1 . 8 0 
c £ 2 1 . 5 0 Protector D £ 2 1 . 8 0 
Rom £ 3 5 . 9 5 Nautilus C/D £ 2 1 . 8 0 
c £ 2 0 . 5 0 Chicken C/D £ 2 1 . 8 0 

Frogger C/D £ 3 1 . 5 0 
C/D £ 2 1 . 8 0 Crush, Crumble. 
C/D £ 2 1 . 8 0 Chomp C/D £ 2 2 . 9 5 
D £ 2 5 . 5 0 Temple of 

Apshai C/D £ 3 0 . 9 5 
D £ 2 9 . 9 5 EMI Darts C £ 1 9 . 9 5 
D £ 2 2 . 9 5 EMI Soccer Rom £ 2 9 . 9 5 

Rom £ 3 5 . 9 5 All Prices inc VAT 

THE A M A Z I N G ORIC 1 
Colour Computer 
* 40 Columns x 28 rows. 
* Microsoft Basic 

Language. 
* 8 Foreground + 8 

Background Colours. 
* Built-in Sound 

Synthesiser. 
* High Res Graphics. 
* Teletext-Prestel 

Compatible. 
48K Microsoft Basic 
& Forti £ 1 6 9 . 9 5 

Sinclair ZX81 
£49.95 
Cased 
typewriter 
keyboard £29.95 
16K RAM £29 .95 
Printer £59.95 

16K Microsoft 
Basic 
32K Microsoft 
Basic 

P h o n e ! 

£ 1 3 9 . 9 5 
Come in for a Demonstration. 

Dragon 32K — Limited Stocks Available. 
N e w Software coming in ail the time. 

continuous demon^at^m 9 e w , t h 

w e
 o r c 3 ! h 

for your old machine. 

Mail Order — send for our comprehensive list. 

N o w avai lable JUmbo-Jet 

gSfflsassfc* 

Instant 
Credit 
Ava i l ab le 
subject t o 
status 

Access/ 
Barclaycard 

F T t 1 vlsA 
V, • • • J 

3 Eden Walk Precinct, 

VISION STORE S° 5
n ^ a m e s - s u r r e y " £ « 

— , 

I Ml 

" VBION 
SKXK 
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ZX81 £r SPECTRUM KEYBOARDS 
COMPLETE WITH LUXURY 
CASE FOR ONLY 
£37.95 IIMC. V.A.T. 
These highly professional keyboards incorporate executive buttons 
similar to those used on top quality computers. A repeat key 
facilitates entering of characters much faster than is possible with a 
conventional keyboard, thus making it particularly ideal for cursor 
control and erasing. Attractive black plastic moulded case. Supplied with 
12" flexible ribbon cable for connection into your computer. Not to be confused 
with toy keyboards currently on the market. Other attributes as reviewed by 
Tim Hartnell, ZX Computing/Interface. 

OTHER KAYDE HARDWARE/SOFTWARE 
ZX81 4K G R A P H I C S B O A R D 
The KA YDf Graphics Board It 0'ilbably our bell an n u m v'-'t It 'its 
neatly •nvrte youi ZX81 II comes complete wih a pre rnugrammed 4K 
GooTuc i BOW Thu will give nearly *V) f IM <>>eplw:S arid wiih itw 
inverse makes a total ol newly nine hundred 

The KA YOt Graphics Board run let Hum lot enhe. ?K ot RAM Ho" w e 
tV-'ubkr graphicsi 4K ol ROM or our 4K Tool KitChtpn thai wntl be 
m M i M shortly All ihe graphics completely sottwaie f nntrnBeri 
Therefore They can tie written into your 
propamom Mere are a tew e.ampleo 
A M l set 0* Space Invadcn 
Puckman Bullet* Bomb! 
Tanks Bases and 
Alien Ships 
NO EXTRA POWER NEEDED 

£29.95 

16K G R A P H I C S S O F T W A R E 
P E C K M A N The only true ZX version of the 
popular arcade game. 
SPACE I N V A D E R S The best version available 
anywhere. 
CENTIPEDE "In all/ think this is the best 

presented moving 

16K 81 SOFTWARE 
3 D / 3 D L A B Y R I N T H 

A cubit maze that 
has corridors which 
may go left, right, up 
and down. £5.95 
4K Tool Kit full of utilities to aid the programmer 
in constructing and de-bugging E. P R O M version 
for use wi th graphics R O M £9.95 

R A M P A C K S . . . W i t h a di f ference 
Kayde Rampacks are exceptionally stable. They 
don't over heat, lose memory, wobble or cause you 
to lose your program. They are fully compatible wi th 
all accessories and need no extra power , and 
therefore Will run efficiently on existing Sinclair 
power supply. Simply plug them straight into the 
user port at the rear of your computer. Top quality 
massive add on memory only: 

£29.95 for 16K ZX81 Rampack and 
£48.95 for 32K Spectrum Rampack 

FLEXIBLE RAMPACK RIBBON CONNECTOR 
only £12.95 

\J\c 20 dea*eT 

graphic programme 
I've yet seen" -
Phil Garratt, 
INTERFACE 

£5.95 each 
Graphic Software can only 
be used with a Graphics 
board 

VIC 20 SOFTWARE 
THE KAYDE VALLEY 
OTHELLO 
TWINKLE TWINKLE 
KAYDE P E C K M A N 
APPOLO 8 
SPACE ATTACK 
PLUS M A N Y MORE 
All £7.95 E A C H 

Overseas please add £2.50 p 6 p tor all hardware and 75p for all software All hardware comes fully built and 
tested and complete with a 14 day money back option PRICES iNctuot V A T 

SEND FOR A FREE CA TALOGUE STA TING TYPE OF COMPUTER 

KAYDE ELECTRONIC SYSTEMS LTD. 
THE CONGE, GREAT YARMOUTH, NORFOLK NR30 1PJ 

TEL: 0493 57867 TELEX: 975 247 CHATCOM G 

TO: KAYDE ELECTRONIC SYSTEMS LTD, 
DEPT CVG, THE CONGE, G R E A T Y A R M O U T H . 
NORFOLK NR30 1PJ 

PlEASt PRINT 

Qty Item Item Price 
r 

Total 
t 

Pleau- allow f t 60 PbP lor all Hardware SOp lor all software 

DON TFORGET YOUR CAN ALWAYS ORDER ON 
THE TELEPHONE WITH YOUR CREDIT CARD 
DEALERS WELCOME 

*t enclose a duqur postal order payable lo KA YOt flrt Hon* Syjifemi ltd lt» 

r ' Plejne charge tnmv Access Barcirtytaril fruslrrt>darrtiiir<lrtt> 

M i l l I, I . . I . J , _LJ-LJ . i L L J " Please delete complete 
as applicable 

Stqnature , 

Name Mi Mrs M i « I 1 I 1 M I I I I I I I j 

Address I I I I I I I I I I I I I ] I I I I I I I I I I J 

I I I I.J-J I I 1 I I I LM 1 I I.1.JJ I 1 I LLLJ 
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let the 
DRAGON 32 
fire your 
imagination... 

for only £199.50 
Plus £5 Post & Packing 

No other computer offers 
you all these features 
at any price. . . 
• 32K RAM MEMORY 
• PROFESSIONAL STANDARD KEYBOARD 
• I YEAR WARRANTY 
• 9 DISPLAY COLOURS 
• 5 DISPLAY RESOLUTIONS 
• EXCEPTIONAL GRAPHICS CONTROL 
• 5 OCTAVE SOUND GENERATOR 
• DIRECT MUSIC COMMANDS 
• REAL-TIME CLOCK/TIMER 
• MICROSOFT EXTENDED COLOUR BASIC 
• PLUG-IN CARTRIDGES AVAILABLE 
• CENTRONICS PARALLEL PRINTER PORT 
• SOCKETS FOR JOYSTICKS 
• SOCKETS FOR FULL CASSETTE CONTROL 
• EXCELLENT CASSETTE FILE HANDLING 
• COMBINED AUDIO/DATA INPUT FACILITY 
• A U D I O OUTPUT VIA T V. 
• EXPANDABLE TO 64K RAM 
• POWERFUL 6809E MICROPROCESSOR 
• FREE 160 PAGE TRAINING MANUAL 
• BRITISH MADE 

A variable now from: 

ComServe 
98 TAVISTOCK STREET, BEDFORD MK40 2RX. 
TELEPHONE: BEDFORD (0234)216749 

In stock now 
at Twickenham's 
official BBC/Aco 
dealer & service 
^centre 

BOB 
BUY BEST 
BUY BRITISH 
BUY THE BBC 

MODEL A £299.00 
MODEL B £399.00 

plus all the extras: 
Printers + Monitors + Disk Driveŝ  
+ Cassette Drives + Software + Books 
PLUS VIC'20 Cassette decks, games 
cartridges, Ji tapes in stock! 

Always available - a wide range of micros, 
software, printers, peripherals and books 
- send SAE for latest lists 

TWICKEHHAM 
COMPUTER CENTRE LTD 
12 Hut* M InckiUim NMi TWI 4IW101-192 7196/01-191 IS III 

iJorkililtQ 
^tlcnycompu. teti 

INCREDIBLE VALUE 
VIC 20 only £125 
Commodore 64 only £260 
Dragon 32 only £170 

VIC C2N Cassette £34.00 VIC 3K RAM Pack £23.00 
VIC 1540 Disk Drive £250.00 VIC 8K RAM Pack £35.00 
VIC 1515 Printer £180.00 VIC 16K RAM Pack £56.00 
10% Discount off all cartridges and cassettes from: 

* Commodore 
* Bug Byte 
* Audiogenics 
* Rabbit 
* Plus a great new game — CANNIBAL 

Please phone for a full list of all the wide range of items we 
stock. 

All prices are exclusive of VAT. 
Fast mail order service from: 

Yorkshire Microcomputers, 
28 Ramshlll Road, Scarborough. 

Tel: <0723) 78136 
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A O E f W t n i S S EXTRA-TERRESTRIAL HAS CRASH- U W * D ON EARTH. 0 * Y 
YOU CAM HELP HIB. E . T . IS LOST. AFRAID AM) IS SUFFERING FROfl 
JWrtSlA. YOU W S 1 DISCOVER WHAT HE LOOKS LIKE. HELP Hid TO 
RE NEWER HIS NAME .AND FIND HIS SPACE CRAFT .BEFORE THE XI ID DOGS 
AMD EVIL MILITARY CATCH HIM. 

FULL CARTOON GRAPHICS. COLOUR AND SOUND. " E . T . A * THE PROGRAB 
THAT COWINES ADVENT URL Mft ING WITH ARCADE ACTION - WITH A NEW 
CHALLINGt EVERY T i l t YOU PLAY. FROfl THE CREATORS OF * P I M I I A * . 

16k 48k Sinclair Spectrum; £5(mcl.), 

mm 
THE LARGEST SELECTION 
OF GAMES IN THE WORLD 

Choose from the wide 
range of 

ATARI 
COMPATIBLE 
SOFTWARE 

Also in stock 
SINCLAIR ZX81 and 

coming soon SPECTRUM 
and a wide range of 

independent 
SOFTWARE 

Matn Computer Branches: 

Also at: 

22 O X F O R D S T R E E T . L o n d o n W. I , 
4 3 9 0 X F 0 R 0 STREET. L o n d o n W.1. 
52 W E S T E R N R O A D . B R I G H T O N . 

184 R E G E N T STREET. L o n d o n W . I . 
254 R E G E N T S T R E E T . L o n d o n W . I . 

hot stuff! 
DRAGON 32 

for only £199.50 
Plus £5 Post & Packing 

/ have a burning desire for the 
DRAGON 32 - Please send me: 
• DRAGON 32 COMPUTER - £199.50 
DRAGON PLUG-IN SOFTWARE 
• Berserk - £19.95 • Ghost Attack - £24.95 
• Meteroids - £19.95 • Cave Hunter • £19.95 
• Cosmic Invaders - £19.95 DTube Frenzy - £19 95 
• Starship Chameleon - £19.95 

DRAGON CASSETTE SOFTWARE 
• Special selection 1 - £7.95 • Special Selection 2 - £7 95 
• Quest - £7.95 • Graphic Animator - £7.95 
D Computavoice - £7.95 • Mazerace £7.95 
• Madness & Minataur - £7.95 
• Examples from manual - £7.95 

DRAGON PERIPHERALS 
• Pair of Joysticks-£19.99 • Cassette Cable - £7.95 

( A d d £ S P o * & Packing for D R A G O N 3 2 - t l lor a c c w o r i n ) 

* Please debit my Barclaycard/Access account with 
I enclose Cheque/P.O. for 

'Efelr le a t applicable 

Name:... 
Address: 

ComServe 
98 TAVISTOCK STREET. BEDFORD MK402RX 
TELEPHONE: BEDFORD (0234) 216749 
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MORE IDEAS THA 
MORE PROGRAMS THA 

LESS MONEY THA 

PROGRAMS FOR EDUCATION, HOME, BUSINESS, AND GAMES - FOR 
SINCLAIR, BBC, RESEARCH MACHINES, APPLE, COMMODORE, 

ACT SIRIUS, TRS-80, IBM, ICL, and more each month. . . 
H O W THE MICRONET 800 SERVICE WORKS: 
Most micros connect by o 
standard D IN plug and 
coaxial cable to on adaptor. 
They 're portable so you can 
use the system wnerever you 
pul your computer and 
telephone. 

PRESTCL 

Simply diol Micronef's number 
and enter your subscriber 
number into the keyboard. A 
'welcome to Mieronel' 
message oppeors on the 
screen. 
You're on-line to one of the 
world's lorgest databases 

MICRONET 800's 
thousondsof ideas — packed 
poget - gomes, education, 
business software, dub news 
and information. 

When you have all the information 
you need - or you've finished 
downloading' software lo your 

computer's memory - just switch 
off the telephone link at your 
keyboard and replace the receiver. 



W >1 THINK-TANK. 
WA SOFTWARE HOUSE. 
W YOU'D EXPECT. 

Whether you bought your computer for 
gomes, business, or education, you can spend a 
lot of time wondering what to do with it. And then 
spend a lot of money on packaged games and 
applications software. 

NOW you can bring your computer to life -
economically - by joining the amazing new 
MICRONET 800 service: a vast database with 
hundreds of FREE games, plus business and 
education software, computer news, special offers 
and 'big prize' opportunities for you to compete 
against the system - and win! 

MICRON ET 800 is packed with ideas and 
information. And there's no waiting - you get 
programs straight down the phone line! Updates on 
operating systems... school and college programs 

... gobble man... invaders... business 
packages. They're constantly renewed. 
And hundreds of them are free: you simply turn 
on your micro, dial up MICRONET 800 and 
LOAD. 

Sounds expensive? Here's the surprise! 
All you pay for is a low-cost adaptor (in most 

cases just £49) to link your computer to your 
telephone, plus a MICRONET 800 subscription of 
about £1 per week. Then, via your computer and 
telephone line you will be able to access over 
30,000 ideas-packed 'pages' of the MICRONET 
800 service, and call down the software you want 
to your own computer! Look at just a FEW of the 
services already available on Micronet for you to 
call on: 

• Fr»e reWsoftwam Indexed by subject ond by 
no me of micro, o huge selection con be loaded 
down onto your computer 
• Educa' ono l Exchange library School* and 
colleges ore olreody preparing to display progrorm 
written by student* ond icochtn, to many can 
benefit from them easily ond economically 
• Applications Guides OuicIt-reference guide by 
tubiect ond by micro name shows you available 
applications software. You con move from the guide 
to further details held on the system if you wish. 
• Dt--ionizations: Check through the Features of 
the software packages that interest you - privately 
ond without obligation. Order only if you're sure it's 
what you need. 
• Purchase Downloodafc; n Soft wan- Many 
'tele software' programs con be bought from the 
system ond loaded down direct to your micro. But 

don't worry - there's plenty of warning if ony 
MICRONET service you're planning to use carries a 
chorge. 
• F . i A moilbox service on Prestel 
allows you to exchonge messages with other Prestel 
or Micronet users. Messoges ore held securely orvd 
only you con collect them. 
V it ' ' For on additional subscription you 
con operate your own bulletin board - club news, 
for example, like tips, swop-shop for second-hond 
items and so on. 
• PI • 1 If you're awoy from your computer but 
need to send o message to another Micronet user -
coll the Micronet 800 service by phone ond we'll 
send the message for you. 
• Pr ••-• Over 200,000 pages of information on 
British Telecom's established service. Fads and 
advice on finance, business, entertoinmenl, feotures 

ond even direct bookings for trovel, holidays etc 
• Product and Service Guide A constantly 
updated reference source - covering product 
comparisons, softwore reviews, dealership ond price 
details ond oil the 'best buy' information 
• Action Advertising Includes feotures. tust like a 
mogonne, including jobs ond classified ads. If 
you've rood on article that interests you. through 
MICRONET you con find out about the 
manufacturer, the dealers, the prices, ond even 
order the product VKJ your microl 
• User Group News The Amoleur Computer Club 
and many others like ALCC, BASUG, 1CPUG, TUG. 
TRS 80 UG, wilt maintain then news ond reference 
service on Micronet, 
• Big Prue Games Micronet offers o ronge of 
gomes and quizzes to keep you entertained ond 
involved - and there'll be btg pn/ns too! 

SOUNDS FANTASTIC? THAT'S JUST THE START! 
MICRONET 800 is a completely new service 

and we'll be adding to it all the time. Find out 
more about what Micronet 800 has in store for 

I 

micronet 
r , 

x Y 

you: return thiscoupon TODAY and we'll send you 
a FREE FACTS FOLDER on Micronet 800services 
and details of how you can join! 

Send to: MICRONET 800, Petersham House, 57o Hotton Garden, 
London EC IB IDT. 
• Yes, I am interested in the MICRONET 800 service.Please keep me 3 

in touch with developments and send me details of the low-cost 
Micronet 800adaptor. > 

0 I am interested in earning money on software I develop for the system. 
1 am interested in: Home uses • Business uses Q Educational uses • 
Name. 

Address 

IT BRINGS YOUR 
COMPUTER TO LIFE! 

Telephone 

Type of computer. 



TOSHIBA DOUBLE SIDED/DOUBLE 
DENSITY 5 , DISK DRIVES 

P1**M 
THESE DRIVES ARE BRAND NEW 
These are rngf> quaMy. very rename industry 
standard dis* drives Tnese can da used as 
single tuded • nĉ r density, double sided/ 
single fy rn double stiled double density 
depending on tne nosl computer disk inter 
lace Compatible with most micro-computer* 
eg VIDEO GEf.it ATOM THSai! BBC 
COMPUTER SUPER BRA'N NASCOM etc 
etc il used as double sided .'double density 
i••i-i ite -itciragf capacity is 3 i MAGA0ITS/ 
DRIVE luntoimattedl track density « 48 TPl 
and can aa<sy chain up lo 4 dr^es 90 day 
warranty 
C • •,. 1169 • VAT C194 35 

N DR . £329 • VAT £378 35 
&ngie Boxed *itti Po«« Supply 

£199 • VAT £226.85 
C a 8 o * e d with Powei Supply 

£369 • VAT £424 35 
2 ;;<•„• I ... CIS • VAT £17.25 

Q U A N T I T Y PRICES O N APPLICATION 

MITSUBISHI 
DOUBLE SIOEO DOUBLE DENSITY 
DOUBLE TRACKS t'.," DISK DRIVES 

Tint 4 vie <WV aOMicri HJ our -mn̂e of dek drive* 
'-.eie Olives live I VAQA BYTES (unformatted I ce> 
Av* II* n adl aerify I* M tPi Track lo track acret* 
trv \ 3 "•*« Jnew air rompewne Smgart 
SAU60'Aff$;*«aiY)a'iJ«ler*eei CffnceHdaartlBeC 
COMPUTER ATOM SASCOM and lots or oew 

121* • VAT £211 » 
Tau <*i» <yi«et M M • VAT • M U I 

KMae «ei power i^OlON • VAT • HW M 
: I a • i . £45* • VAT IS27 SS 

OS/ DO 96TPI MBMas.... CSM • VAT • MM eat* 
u •. tl M • VAT £2 ** each 

EPSON TYPE 3 PRINTERS -

MX80 T-3 
80 column. 80 CPS. super and sub-
scripts. auto underlining, tractor teed r32 
print fonts Bi-directional printing logic 
seeking. 9 * 9 main* high res graphics 
centromc parallel interface 
P'H Only ... £299 * VAT £343.95 
MX80 F /T -3 
As above but wiih tractor or Iriction 
paper teed 
prx . £325 • VAT £373.75 
MX100-3 
136 columns. 100 CPS. all other 
testures ol MX80 plus irue descenders, 
adjustable paper width up to 15 inches, 
friction or Iractor feed centtonic parallel 
interlace 
Price £429 - VAT £493.35 

OKI MICROLINE PRINTERS 
MlCROLINE 80 features 80 (Olu^i^ 80 
CPS inciio" and p«n reed UniOneclional Nock 
graphics. Cemronc* pa»a««i menace 
PNCE... £219 • VAT £251.85 
MICROLINE 82A: Feature* 80 COliyt ns 80 
CPS ttclion and pin Iced, bidirectional print 
r-j parallel and M-i>ai |t?00 baudsi intei'ac^ 

£319 • VAT £366 *5 

_ N E C 8023 PRINTER 
0 CPS 80 columns t)i dvisctional Inction 

and 1 reel0' feed high res and block giapNcs 
proportonai spacing and Cenrromc parallel 
interlace NE £2*9 • VAT £332 35 

TI99/4A 16 BIT MICROCOMPUTER 

PRICE £149 SS which 
Includes a £50 ralund 

guarantee Tl will sand 
you a d w q w tor C M 

NBTT C O S T 

£ 1 3 9 . 9 5 
(nccludirnj CSO Helund 
oner ends 31 1 83 

This microcomputer is b a s e d on T M S 9 9 0 0 16 bit microprocessor 
It inc ludes 16K RAM, 16 colour high resolution graphic ( 1 9 2 • 2 5 6 ) 
T h e s c r e e n display is 3 2 characters . 24 lines T l - B A S I C Full size 
keyboard. For Sof tware there are about 1 0 0 0 Programs to c h o o s e 
from T h e r e a r e a lot of per ipherals avai lable e g Disk Drives. Oisk 
Interface. S p e e c h Synthesizer. Extra R A M Additional L a n g u a g e s 

( P A S C A L T I - C O C O , A S S E M B L E R ) . 
P l e a s e s e n d a l a r g e S . A . E . for ful l p r ice list. 

CTTTTTTT Til 

"if l\ 

SPEAK & SPELL 
NOW WITH BRITISH VOICE 

* Ideal Educational Macrsne lor 
children ol J years upwards 

* 5 Operating Modes rot building 
ipeiting and woid recognition sh.it* 

* E a pa ridable with plug m modt̂es 
' Uses 4 C we lianmn not 

included) 
* Optional AC adaptor available 
PRICE £31.26 • VAT £35.95 
AC aiLaplOi pi ( I t ) • VAT £5.(9 
The loiiowwg ptav m module* are 
avsaaMe Vowel Power Mlghly 
Verbs, Homonym He roe* Super 
Stumper* Magnificent Modifier* 
Pr-c£10.95 • VAT C 1 t M | V " ' 

FM-WIRE LESS 
INTERCOM 

Touch sensitive TALK 
CALL ami IOCK controls 
Jusl plug oto mams no m-
staHar*jn nnoOnd 3 s p a w n 
channels(150 200 and 260 
KH/| on eecn unit Pnase 
•ocked kx>p Fm cacunry 
give noise tree operation 
buJt m automate squelch 
Use as. many stations » 
you l * e Price pe- awann 

cis - VAT ciris 
Pnce kx sol ol two stations 

£2* • VAT C32 20 

GUARANTEED LOWEST PRICES 
W e guarantee thai our pr ices a re the lowest on ihe market If 
you c a n find a n y i tem advert ised a n d in stock a l less than our 

pr ice w e will m a t c h thai pr ice 

SEIKOSHA BP SERIES 
GRAPHIC PRINTERS 

GP-100 30 CPS 80 column Hi He* 
graprnc ime rtipeat lundon adjustable up 
to 10" paper andih Had or leea 5 s 7 dot 
main* 
O P 100A centronic pa ia tW interlace 

£179 - VAT £205 85 
GP IOOVC Vic 20 intftrtace 

£199 • VAT £288 85 
GP-2S0X New WCPS.80column trat 
lor ieed true descenders 64 user detmed 
characters double height and/or double 
width characters i « 8 dol mainc, paiaiei 
and serial (RS232) intertace 
iP ?«/!> £319 • VAT £251.85 

SMITH-CORONA 
T P - 1 DAISY WHEEL PRINTER 
TP-I T«xl Prinler is a microprocessor 
controlled high quality daisy wheel 
printer wti,ch gives Better quality print-
out at t20 words per mmute Ease ot 
drop-in ribbon cassettes and quick 
change snap-on daisy print wheels are 
two additional standard features TP-t 
is available with either Ceritrornc 
parallel RS232 senaior IEEE interface 
(please specify the one you require) 
This makes it compatible with BBC 
TRS80 DRAGON NASCOM PET and 
lots of other computers Additional 
daisy wheeiSKii 10 different typestyles 
are available S A E tor further details 

T P - t P R I C E £429 • V A T 
VMVt . r . j I nnt £7 50 • VAT each 
I V i r,M„ • 12 • VAT each 

C O M P U T E R PAPER 
I'LAIN SINGLE PAHT I ANFOLD H* • 

£9 • VAT £10.35 par 100 sheet* 
( M I N I M U M ORDER TOM SHEETS) 

T199/4A SOFTWARE 
SOLID STATE »OfTWABE MODULES 

' Tl'invaders £15 - VAT (17 25 
• Video Oarnes i £1* • VAT (20 TO 

[10 ' VAT £11 50 
' A Ma, - £1* • VAT £20 TO 
• ! . . • » £11 • VAT £2070 
• So ••• nil • VAT £20 TO 
1 \ F (IV R- CR, £1* • VAT £10 70 
•WU'-.U-.', II* " VAT CM 70 
• :M! II* • VAT £20 70 
• AKAT. (1* - VAT 120 70 
• E9U 11* • VAT 120 70 
' I, £1* • VAT 120 70 
• Yaeuev CI* • VAT C20 70 
-Hla.fja.fl- - £1* • VAT £20 70 
•I-NI*..-.' T2I • VAT C35» 
• I.'. , • *R III • VAT US JO 
•L»E« 12* • VAT £12 20 
• A!L«-ILULR & R- ILE 12* • VAT IJ2 20 
' ADDITIONAL ADVENTURE PROGRAMS ' I Use eilh Âvamiyo MoOule> 
• AiNr.r- e La'tl £1* • VAT IM70 
• Million l"|»*sib<' fie * VAt t £20 ro 

CAV. £1* • VAT £20 70 
•THECOUM £1* • VAT £20 70 
• SJia-.Je OdnWy II* • VAT US 70 
' M y . - cm £1* • VAT £20 70 
' pyramid F^HOM [ll 'VAt ti0.70 
• Gh • 1<I»I t l* • VAT £20 70 
• id l ino i t. 122 • VAT «S 30 

, ,*). £1* • VAT £20 70 
A k* met- Software i* available SAf tar M 

PROFESSIONAL MONITORS 
• GREFN MONITOR '1 green mo ml or* 
wilh composite and sync npul SutatXe 1c 
most computer* 
H4acr* MM 1218 CM • VAT £102 35 
SM M18Mi<7r £»» VAT £102 25 
• COLOUR MONITORS 1J . MY 
r e s RGB or composite and Sync mpul 
SCM14N Normal n 400 do' C199 • VAT 
S C M I 4 M Medium ies 600 cM*C3M • VAT 
SCM14H High •<-. BOO d»» £499 - VAT 

CORDLESS PHONES 
.Not licensibic >n UK 

LONG RANGE TELEPHONE 
Th<s «s a loog range (2-5 •"•test cordless e«ten 
VOn phone with intercom lacilrty Between port 

hand set and tne base siauoe. You can 
receive a* mcom.ng can and dial out lo *ny where 
m the world Irom Ihe hand *et Irom any location 
wiirwi S mile racKfS Of your noma or oflice Tne 
maximum range i* achieved by unrig root lop 
optional antenna I not ncmdedi 
LONG RANGE EXTENSION PHONE 

£249 • VAT TLH JS 
O P T I O N A L R O O F T O P ANTENNA 

£45 • VAT £51 75 
MEDIUM RANGE TELEPHONE 
Similar specificat-ons lothe above mooei out with 
operational range ot % to 2y, rtuies (With root lop 
•ntennai 
MEDIUM RANGE EXTENSION PHONE 

£179 • VAT C20S 15 
OPTIONAL ROOFTOP ANTENNA 

£45 - VAT £51 75 
SHORT RANOE TELEPHONE 
A short range cor dies* telephone lor use wirvi 
the nouse or from the garden Receive and make 
c a * * from the hand set Rar<ji appro* 8 0 0 (MM 
Short Range 1 elepnoni £69 • VAT £79 35 
40 MILE RANGE CAR TELEPHONE 
This motile telephone I As -nto youi car and en-
ables you to receive and make c ads to anywhere 
m ihe world Irom within 40 mae radius of your 
home or office {use rooftop antenna) 
C*r Telephone £1195 -VAT £1374 25 

SILENT ALARM/POCKET PA8ER 

This is an eidividuatr coded 4 WATTS Ratfco trans 
milter and CKX«e» papw receive* The ara- 'i system 
has connector* tor door contacts and mtiraian 
sensors 2 v*irat«m sensor* ate needed it Ms a 
range of 2 mjet Ideal lor protection of vehew or pro_ 
pefly Power xquiremenls tor tramir*«ter is I TV dc* 
Not licensitJle in LIK 
PRICE £78 • V A T : £89 70 

OOC3 
MICROCOMPUTER 

BSC Mcim.ompiaei Model 8 £14* • VAT 
Model B • Disk interface CM* • VAT 
I'A>AIKU PR-RNEI C179 • VAT 
Para*** pmaer cawe C12 - VAT 

S O F T W A R E 

DRAGON ' 
' Flipper iRover*.I I6K Cassette 

£* • VAT M M 
' Space Trader 16* casv " £• • VAT £* 90 
" Alcatra/ I6K cassette A • VAT £6 *0 
* Evrapr ihK casse'i- £ * • VAT C* *0 
' Mansion Aovenl^e 16K r.amsctte 

C6 • VAT C6 M 
' VIC 20 • 
• Ricochei |Nov) ca*st̂ r C11 * VAT C12.M 
' King Arthur s Hen iNovi ca i tene 

£17 • VAT FLT.T* 
' ATARI ' 
' Sna»e Br*e 4SK URS> £17 • VAT - £19.55 1 CyckM D'S» t u • VAT £1*55 
' <~npace Eos* 4Sk 5.*. C17 • VAT £1* 55 1 Sneakers 48K Osk . £17 • VAT ' £19.55 
• Bandits 18K • . * • £20 • VAT £23 00 
' fitftKA 48k D.*i £22 • VAT £25 10 1 Fast eddy Car £17 • VAT £1* 55 
' Da«*y Duck Can £17-VAT £1*55 
' Worm war I Owl (17 • VAT < (19.55 
• Beanie Boooer Gar' (17 • VAT £19 45 
APPLE 

' Tank)*.! 48* D.sk £15 - VAT £17 25 
' Tanktics 48k Cass £11 • VAT £14 95 
• Bi Nucieai 8wo« i6k Cass 

£9 50 • VAT £10.91 
' M d w t y Campaign tem Cass 

£9 50 • VAT £10 91 
' Nukewar I«K Cass £9 50 • VAT £10.91 
' Con!',-:i 2600 10k Cass £* 50 • VAT £10 91 
• Planet v •-is'6K Ca £9 50 -VAT £10*1 
' North Atlantic Convoy Raxlnr 16K Cass 

£9 50 ' VAT £10*1 1 Computer Acrjime iSk Cas* 
£11. VAT C12 95 

' Gaia.y I6K Cast... (11 • VAT • (12.M 
' Guns Of Fori Dv*«nce 48* Cas* 

CM • VAT (13*5 
' Lord li * I'm» 32k Cas- £11 • VAT 112*5 1 Voyager 32K Cass C11 * VAT CUM 
' Dnieper River Line <8K CM* 

C15 • VAT £17 25 
' Dnieper River Une 48K Cass 

£11 • VAT (14 M 

AKHTER INSTRUMENTS LTD. 
DEPT CVG, UNIT 19. A R U N G H Y D E ESTATE. S O U T H ROAD. HARLOW. ESSEX, UK CM20 2BZ 

TEL: HARLOW (0279) 412639 TELEX: 995801 • A H 

ORDERING INFORMATION AN rot ' ' Miny a 
chr-que IV cash ar.-CARRIAGE FREE UK O' f Ona«oir* wd-'sa 

carriage charge of 3% of mvo>ce total is applicable 
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7 VOl L /\ UI 
from 

J.K. GREYE SOFTWARE LTD 
THE tlEUGEVERRTIOn SOFT LIBRE HOUSE 
"Without question the finest machine code games available 

today::. J.N. ROWLAND Product Manager for W.H. SMITH. 

GAMESTAPf 1 for IK 
10 Gem« mcl ASTEROIDS UFO CODE, BOMBER 
GUILLOTINE. ICALEIDESCOPE etc 
PROBABLY THE BEST VALUE Ik TAPE AVAILABLE. 

Wa ve dona in Ik, 
remm 16k to do' 

game* «Nch some ol our competitors 

G AMEST APE J for 1iK only C3-M 
•STARFKiHTER Superb machine code Spacr Bara» Sal 
against a background ol rwtnkhng atari, with itunning 
exploaons <f you can hit the enemyl 
PYRAMID Can you men tha Pyramid' M m a mistake and 
n will coUepMl A Thinker* (jama 
ARTIST Tha ultimate Graphtc Dwgiwt id 8 Direction* 10 
Memone*. SAVE. COPV. RUBOUT. CIS. ate 

GAMESTAPE 1 for 1 «M only [4. M 
•CATACOMBS A Mulli Laval Graphics Advantura Each 
W can con lam up to 9 Rooms. 8 Passages 7 Monster*. 
Food. Gold. Trap*. Phantom*, an Exit (to the ne>t level), 
and Dwt' i an infinite numb** ol level* 
MOTE Th.» 1 NOT on» of tha nacoaarHy limited taxi 
Adventures at K M eiiewhere 

"An muceAmnt addKtne game whrch keep you am/tad 
tor hen " COMPUTER b VIOfO GAMES 

GAMESTAPE 4for UK _ 
MONSTER MAZE Tha Gam* lo 

only (4 M 
Top All Other* 

Unbelievable Graphical Can you find your way through the 
Mara' The EXIT it there somewhere bul then to ia a T REX. 
and Its after YOU' AI in 30 (the I REX will actuary run 
towards you in fill perspective'I. you've never >een anything 
Me this before' 

"3D MOSS TEP MAZE :j If* best game i have teen tor the 
ZXS'~ COMPUTER El VIOEO GAMES 

'It I tied to choose /ust one programme to impress an audience m»fh the capacities ut 
the ZX81 then J X Greyes 30 MONSTER MAZE wou*f be the one wthout doubt' 

ZX COMPUTING Brmmnt. brmarKbrthnr' POPULAR COMPUTING WEEK! V 

GAMESTAPE I for 11K onfy C4.M 
•lO DEFENDER The LHtimal* Space Game Supei last 
Macfwe Code 3 0 version ot the Arcade favourite Vou have 
to save your home planet from the marauding Allen Spacecraft 
This i* all .n 30. your viewscreen thews you the view out 
of your fighters cockpit window The backdrop moves when 
you turn, or fty up or down (8 flight direction*), fust as (f you 
were '«e4y flying ill But then YOU ARE' The Enemy Saucers 
Win actuafty worn towards you m 30. and thool you if you let them' Your duplay 
include* Score. S M d Strength. AIDtude. Proxmty. Forward Radar and youi viewscreen, 
wNch shows your rotating home planet. backdrop of Stars. Meteors. Explosion*. 
Ptasma Blasts your Photon Beams, up lo 4 Enemy Saucers and of course its at m 
M 3 0 ' 

Another 3D a l n n t r " SINCLAIR USER 

GAMESTAPE t for 1K only M M 

The best ot itt kind 

'BREAKOUT Super F«*l Fun Screen Display Game Your 
all lime favourite with an added twist See how much Money 
you can win and watch the pound* convert to Dollar* All 
in Machine Coda for Fast Action with 3 Speed*. 2 Bai Suet 
and three angle* ol rebound' The be*t BREAKOUT around 
and at thi* pnee you can i go wrong1 

WHICH MICRO A SOFTWARE RE VIE W 

GAMES MARKED * INCL. MACHINE CODE. 
Prices include V A T and U.K. P. & P. 

(Add appropriate Postage on Foreign Orders). Cheques/P.O.s to 

J.K. GREYE SOFTWARE LTD 
Dept VG16, Brendan Close, Oldland Common. Bristol BS15 6 0 E 

CPEDIT CARD SALES: FOR INSTANT DESPATCH. BY P H O N E ONLY 
TEL: 01 930-9232 (9 »m - 7 prn) 

If you prefer to see before buying. Our range of QAMESTAPES 
are stocked by the following stores 

BUFFER MICROSHOP 
GAMER 
GEORGES 
MICROSTYLE 
MICROWARE 
SCREEN SCENE 
W H SMITH 
ZEDXTRA 

374A Streethem High Rd . London SWI6 
24 Gloucester Rd . Brighton. 
89 Park St Brtsloi, Avon, 
29 Belvedere Lanadwwn Kd . Bath, Avon, 
131 Melton Rd.. Leicester, 
144 Si Georgea Rd . Cheltenham. Gloe, 
Over 200 Computer Branches. 
5 School Lane, Ktnaon. Bournemouth, Dorset 

TRADE & EXPORT ENQUIRIES WELCOME 

Three New 
Video Games 

from PCP 
For Young and Old Alike 

Theme: Headbanger enjoys being hit on the 
head by hammers falling from the sky but 
collapses if hit by too many without an asprin 
hitting as well. At the same time Headbanger 
tries to grab money bags. A brick wall on the 
screen is gradually knocked down by the 
hammers as the player at tempts to strike 
Headbanger and to reach the money bags. 
Action: Points for head collisions and money 
bags, plus 'pain meter' for head-to-hammer or 
asprin-to-head collisions and for money bags 
stowed. 
Price: £9.95 inct. V.A.T. 

Rox 
Theme: Rocks fall from the sky and the player 
tries to blast them with missiles before they 
hit the ground. 
Action: Scores are awarded for hits and 
'secret bonuses*. 
Price: £5.95 incl. V.A.T. 

3D Maze 

Theme: The player attempts to escape from 
the maze which is shown in perspective view. 
Action: Ratings are scored for the time taken 
to find the exit from the maze. 
Price: £4.95 incl. V.A.T. 

• Dealer enquir ies w e l c o m e 

PERSONAL COMPUTER PALACE 
V ^ y y y y J 4 - 6 C A S T L E S T R E E T 

y ^ g ^ y R E A D I N G . B E R K S 
T e l . ( 0 7 3 4 ) 5 8 9 2 4 9 

Please send me.... (Qty) Headbanger @ £9.95 (inc. V A T.) 
(Qty) Rox @ £4.95 each (incl. V.A.T.) (Qty) 30 Maze 

@ £5.95 each (inc. V A T.) Add 50p for postage and 
packing on each order. I enclose my cheque/postal order 
No made payable to Personal Computer 
Palace or debit my Access/Barclaycard No. 

Name 

Address 
(BLOCK CAPITALS PLEASE) 
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97 Oeloe Drive, 
Park Hall. 
Stoke-on-Treni, 
ST3 5RS. 

WE PROUDLY PRESENT THESE ALL NEW PROGRAMMES 
FOR THE FOLLOWING MACHINES 

1 G A M E S P A C K 1 FOR ZX81 — IK OR MORE 
This exciting all machine code games pack includes such favourites as 
INVADERS BREAKOUT. SQUASH as well as MESSAGE WRITER 
DEMON DRIVER and a supert) version ol AIR SEA RESCUE SPE-
CIAL PRICE £4.75 inc VAT + P&P 

2 G A M E S P A C K 2 FOR ZX81 — 1K OR MORE 
tt you I nought that Games Pack 1 was incredible this pack will amaze 
you All machine code versions ol JUMP JOCKEY. ASTEROIDS. 
INVADERS <Pt 2). STUNT CYCLE, OXO. ENTERPRISE and SKETCH 
programmes All Games Pack games are fast and exciting SPECIAL 
PRICE C4.75 inc VAT * P&P 

O O B This is a brand new program' You're 
on a platform in space and you are lost 
in an amazing 3-D maze Find your 
way out before you run out of energy 
and are lost forever This program 
makes lull use ol colour graphics — 
with sound Basic and M code £7.50 
mc VAT • P&P 

Tensai cassette recorders lor use with most 
BBC. Jupiter Ace. Acorn Atom etc. at an 
inc VAT + P&P 

BBC MICROCOMPUTER A* & B 
•with 32K 
We can now offer high quality 
micros ie ZX81. Spectrum, 
unrepeatable price of £22 00 
P&P on all items SOp 

Watch this space for Spectrum, Vic. Jupiter Ace, Commodore 64 program-
mes Al l cheques P.O. to D A T A B A S E SOFTWARE 

Dealers wanted nationwide — Tel (0782) 330552 

MAIL ORDER ONLY EXPORT ORDERS WELCOME 
ALL PROGRAMS AND GOODS GUARANTEED 1 YEAR 

& 
ElecTromcs compunng 

• MONTHLY 

Electronics £ Comput ing M o n t h l y 
is Britain's FIRST electronics a n d computer applications 

magazine. 
Electronics £ Comput ing M o n t h l y 

is designed for the technically a w a r e computer enthusiast 
Electronics & Comput ing M o n t h l y 

has a unique blend of theory, projects, sof tware and 
product reviews, plus science a n d general features o n a 

w i d e variety of topics 
Electronics A Comput ing M o n t h l y 

keeps you fully Informed o n changes in computer 
technology. 

Electronics & Computing Monthly 
is at your 

VICTAGRAPH-PLOT WINDOW 
The above photographs show VICTAGRAPH PLOT WINDOW 
and a full demonstration RUN on ATARI 400. GR 8. Have you 
got PLOT, DRAW. DRAW TO or similar to an absolute 
co-ordinate? 
Could you draw the above screen display? 
Without using graphpaper? 
Place your drawing in the VICTAGRAPH and you are ready to 
plot all the points, using the movable window mask and easy 
to read scale. Plot 0 , 0 in each corner and a fully adjustable 
window to 320,200 , . . working area 13in x 8in total size 17in 
x 12in approx. NOT SUITABLE FOR ZX SPECTRUMS DRAW. 

Total price £7. Cheque PO to VICT A CERAMICS 

UK ONLY UK ONLY 
VICTA CERAMICS (CVG) 

6a BOW STREET. RUGELEY, STAFFS WS15 2PT 

* SIR COMPUTERS LTD 
COMPUTER Agents for Torch and Acorn Computers 

BBC M I C R O C O M P U T E R S — DIRECT FROM STOCK 
Model A £299.00 
Model A + 32k Ram + VIA £329.00 
Model B £399 00 
Upgrade of your model A to model B £100.00 
BBC single disc drive £249 .00 
BBC dual disc drive £389.00 
(suitable disc drives also in stock) 

TORCH Z80 disc pack £895.00 
(800k, dual disc drive with CP/N compatible 
Z80 second processor tor the BBC model B; 
interfacing included) 

EPSON M X 8 0 1 1 type free £370.00 
BMC 14in. colour monitor £260.00 
Black & Green Monitor £85.00 

All current Bug Byte and Program Power Software for a 
BBC micro now in stock. 

All prices are inclusive of VAT. 
Please add £7.50 for delivery by Interlink. 

SIR C O M P U T E R S 
38 Dan-y-Coed Road 

Cyncoed, Cardiff 
Tel: (0222) 759015 
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VIDEO GAME T-SHIRTS 
Superb 5-colour screen-printed video 
game motif on quality poly/cotton 
T-shirt. Imported from U.S.A. where 
they are this year's fashion craze. 
Available for first time in U.K. 

* 3 t * C W ? 

SIZES 
Kids: 10-12 (27"-29")> 14-16 (30"-32"). 
Adult: S. M. L, XL. 
M0T1FS7-SHIRT COLOUR 
Pacman White. Pacman/Tan, Asteroids Black, Missile 
Command Blue (not 10-12). Space Invaders Black (not 
10-12), Donkey Kong White, Tempest Black (not kids or 
small), Frogger/White. 
ONLY E4.50 (Inc. P&P) £4 (Inc.) Kids Sizes. 
State alternative motif if possible. 
Orders despatched within 3 days. 
Cheque P.O. to: 
NEIL HOW. 3 VICTORIA ROAD, LEAMINGTON SPA, 

WARWICKS. 

SPECTRUM 
NEWS FROM 
ArtI recetvetJ your ZX SPECTRUM? No pewit in looking any 
firmer—we n « e ttv product* you need at the prices you expect 

SP48 
32K Memory extension 

total cf 48K U(*i 

SP80 
(giving total i JpgracJeabKr to SP80» 

64K Memory extension 
(ijvtng rrvnwr 80K) 

£50 
Born the SP48 and tfie SP80 tir invdt the Spectrum c w are fully compare with i 
Sinclair x k t o m |ZX Printer RS23Z. Microdrive etr ) are very low in power consurnptirm. 
reqi*e no soHenng. are eavy to fit and remove arvt carry our M guarantor 

Transler yOurZXBI BASK 
and machine code programs 
and data onto your 
Spectrum m n ^ e s S L O W L O A D E I T ^ ^ 
wrtti the fabulous new > 

This superb piece of software enatnes your Spectrum to LOAD programs from / x e I tai>-
and automaocaliy converts them to 'Spectnimese' ready tor normal Spectrum SAVE<ng 

• J o r m r s s e n q u I R I E S -

EauLorUonHcOobCS f r tandw House 1 * 0 » n « « C l o w lUHjm I onicn tr, 46 r !« O W I I KM 
Pntei include VAT 
Pt»ase ruyimr 

Please net < you rpqufe VAT teres* I 
Rtmdescrption O u * i M y 

PAP 4S 

t enclose cnequt t fO pwy\ i t* to t u n i o n fifteens for TOTAI f . . 

N * n r M r M v M n s Address 

E A r r L O N D O N ROBOTICS — T H E O P T I M U M SOLUTION 

IJK Software 
A FANTASTIC RANGE OF 

» LATEST CASSETTES • 
CASSETTE 13 - HYPERDRIVE 
A new. very addictive machine code arcade 
game. Guide your laser tanks around the 
network of passages destroying the drone 
Aliens - but beware, evil OTTO lies In wait! 
Only £5.95 inc. Model B (or A+32K) 

FOR MOOELS A AND B 
ONE: STAR TREK (8x6 Galaxy. Klingons. Phaser* etc.) and 
CANDY FLOSS, the tremendous new game everyone is talking 
about1 

Only £5.95 Inc. 
TWO: HANGMAN, KRYPTOGRAM, DICE. BEETLE. GRAND 
NATIONAL and MUSIC. 
Only £3.05 Inc. 
THREE: MUTANT INVADERS (arcade game). Can you destroy the 
Motants before they destroy you with their radioactivity 
BREAKOUT (arcade game) Superb version. 6 skill levels. 1 or 2 
players 
Only £5.05 Inc. 
EIGHT; Model A invaders A superb full leature machine code 
teletext colour graphics version ol the popular arcade game 
Only £4.95 Inc. 

FOR MODEL B ONLY (A+32K) 
FOUR: BEEP-BEES Excellent version ol the popular 'Simon' 
game. Very much enioyed by children, great fun at parties' 
Includes the choice of the number of colours and sounds 
Only £3.95 For modal B (or A-^32K) 
FIVE: BEEBMUNCH {arcade game) Our version ol the Pacman' 
game Tremendous version containing multi-ghosts, tempting 
fruits, supe'potnts, screams etc 
Only £5.95 Inc. 

CASSETTE 14 - STRATOBOMBER 
Another new highly colourful machine code 
arcade game. Can you keep the enemy fleet 
at bay long enough to destroy the nuclear 
reactor of the rogue Star Ship before it 
destroys your home planet? Superb Graphics. 
Only £6.95 Inc. Model B (or A+32K) 

SIX: SUPER HANGMAN The special feature is the high-
resolution animated man Marvel at the detail of his clothing and 
witness his impatience1 Contains many categohes. 
Only £3.95 Inc. 
SEVEN: 3 0 MAZE Battle against the clock to escape from the 
maze, with th« computer showing your view in 3-D each step you 
take' 
Only £3.95 Inc. 
NINE: Contains Model B invaders A superb full feature adaptation 
of the arcade 'Space Invaders' game Play normal game of choose 
Irom the many options 
Only £6.98 Inc. 
TEN: Wordpro Cassette based word processor lor Epson or 
Seikosha printers Features right hand iustification. alter delete, 
insert etc . etc. Complete with manual 
Only £9.95 Inc. 
ELEVEN: ATLANTIS Ttie superb last action underwater arcade 
game. This game features all the usual Atlantis/Scramble features 
- guide your submarine Nautilus along the undersea landscape to 
reach your ultimate goal - Atlantis 
Only £6.95 Inc. 
TWELVE: FLAGS This model B (or A+32K) program uses hires 
colour graphics to display world (lags and tests your geography at 
the same time' Have tun while learning. 
Only £3.95 Inc. 

**C 
T o 

" a n t e s 

CASETTE NINE 
Actual Screen 
Photo 

IC e * M i • I • • i | 

IJK Software 5 5 F I T Z R O Y ROAD, BISPHAM, BLACKPOOL, LANCASHIRE. 
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Henrys COMPUTER KIT 
DIVISION 

404 EDGWARE RD, LONDON W2 1ED 
RETAIL SALES 
& DEMONSTRATIONS TEL: 01-402 6822 

MICROTAN 65 
M«ibi*i 64 ii t*« motf adtancid 
pomflvI t'p*«*»¥t "itro 
(ompuir <1 
A c h*pp*M lo tw itw 
m l ton | H « M ' 

S T A R T E ^ ^ 
KITS 

HALF PRICE OFFER 
KITS LIST PRICE 
£79 95 incl 

OUR PRICE £39.95 
incl. post paid 

BUILT UNITS 
£49 95 Incl 

^ Z W EkctioiK 1ad»r 
yr ininnt-oml Mtf < 
* mjmfnorh iwHf ol im 

Ih» inuii M.cionn SS 
WINS COMPUIM a ASS1 

MICROTAN (5 CONTENTS 
High quality, plated thru hole primed circuit board. (older resist and (ilk 
screened component identification 6S07 microprocessor IK monitor 
TANBUG Now with "V Bug IK RAM 'of user programme, slack and 
display memory. VDU alphanumeric display of 16 row* by 3? characters 
MICROTAN 65 system tile binder 136 paga. bound, users hardware 
software manual with constructional detail* and sample progammes 
Logic and discrete component* to fully expand MICROTAN 65 
The MICROTAN 65 kit ha* won widespread acclaim for its superb 
presentation We pay attention to detail! 

DRAGON-32 
COMPUTER 
£199.00 
Inc. 

Sinclair ZX81 
in stock £49.95 

DELIVERY EX-STOCK POST PAID MAIL ORDERS to: 
11/12 Paddington Green, London W2. 

NEW FROM MR MICRO 
V.S.L. — You may be familiar with some of the many 
tune playing programs available for the Vic but we now 
offer something which takes the Vic to new musical and 
sound heights. VIC SOUND LANGUAGE or V.S.L. 
gives full control over the sound envelope of its attack, 
sustain and decay and volume. In fact. V.S.L. converts 
the Vic into a sound synthesizer. Once loaded the new 
fully tokenized command can be incorporated into other 
programs to make sound effects effective and music 
musical. The package includes versions for any ex-
panded Vic, sample performances and instruction 
manual £10.95 Inc VAT. 
VIC TINY> BASIC COMPILER — produces true 6502 
code. Sub-set of BASIC supports all floating point opera-
tions. Compiler listing optional il you have memory (8k 
exp). Req 3k-8k expander. £15.95 Inc VAT 
Mr Micro are pleased to announce the following new 
releases in our popular Vic Value Series. 

VIC VALUE NO 2 
Alphasquare. Switchback 
Rayflection, Mtcromind —£6.95 Inc VAT 

VIC VALUE NO 3 
2 player chess and chess clock, Joygen 
Aien Scanner. Martian Defence — £6.95 Inc VAT 

Send SAE for our latest catalogue. For 24 hour tele-
phone ordering service with Access or Visa ring 061 728 
2282 Or send cheque P.O to MR MICRO LTD, 69 
PARTINGTON LANE, SWINTON, MANCHESTER M27 
3AL. 
WE ARE NOW A MEMBER OF THE SPECTRUM 
COMPUTER GROUP OUR RETAIL SHOP IS NOW 
OPEN WE LOOK FORWARD TO SEEING YOU 
THERE. 

n ^ ; for your Spectrum 
Masterchess, 

the program 
for the 
real player! 
irom 

j l l L l j J L I ' D i J 
the leaders 
in ZX garnet 

EASILY ONE OF THE MOST POWERRIl 
C H F S S P R O G R A M S A V A I L A B L E 
The makers of the original ZX Chess have now QUI V 
produced the most adventurous and enjoyable rl 
chess program you can buy for your Spectrum E 6 . 9 5 
Ten levels of play + graphic display of board + can change sides or 
level in midgame + set board to any position + scrolling 
history of moves + copy display A history to printer at any time 
+ can save game at any point + displays your moves and the 
computer's + PLUS lournament-slyle Chess Clock on reverse' 
for 48K only. 
Other great ZX programs from Mikro-Gen: 
Space Invaders * Breakout * Bomber • Scramble * Frog 
Paxman * Sorcerer's Castle * DeBug anoncawHe »*nm*aryca»« 

W'll* *w'Idl 'sol m»M,li>«G*n f»<-v* [lp.Q0"n • I *t»' H Q S I I D r l l aMMI'.nnrilllKlqhn ' «»f • •• .vn If* m* - ' 3M» • 

m«k» rtwouw'Oii»tMii*ioW«K^G*nv>(taiMaoeii<viit|wc'«ai SuppM'* of Software to Smdaii 

24 Agtr Crescent 8raekncM Berks RG I? 2BK Tel 8fKk«tfl|0344|273l7 Electronequip 
(Authorised BBC Dealer and Service Centre) 

8BC1 BBC Micro Model A 299 00 
BBC2 BBC Micro Model B 399 00 
BBC3 BBC Model A Micro with 32K 338 30 
BBC4 BBC Model A Micro 32K Ei VIA 345 00 
BBC21 Upgrade Model A to B 115.00 
BBC27 Disc Upgrade for BBC B 92 00 
BBC30 14" Colour Monitor for BBC 287.50 
BBC31 BMC 14" Colour Monitor 258 75 
BBC33 BMC12A 12" Black/Green Monitor 90 85 
BBC34 Karga 12" Black/Green Monitor 113 85 
BBC35 Karga 12" Black/Ambre Monitor 113 85 
BBC40 Cassette Recorder for BBC 29 90 
BBC41 Single 5 25" Disc Drive 100K 265 00 
BBC42 Single 5.25" Disc Drive 200K 328.90 
BBC49 5.25" Discs for BBC 40 80 tracks 220 
BBC50 Epson MX80T type 3 for BBC 373.75 
BBC51 Epson MX80F/T type 3 for BBC 396.75 
BBC70 Plinth/Stowage for BBC 29 90 
BBC80 Cassette lead for BBC 4.00 
BBC95 Printer lead for BBC 17.25 
DRG1 Dragon 32K Micro 196.50 
DRG50 Sekosa GP100A Printer for Dragon 228 75 
DRG60 Joysticks for Dragon 1995 
DRGxx Cartridges for Dragon 19.56 
ATM2 Atom assembled 12k ram 184 00 
ATM11 Atom kit 12Kram 149.50 
ATM26 New Atom 1.8A Power Supply 9.66 
ATM41 5.25" Disc Drive for Atom 1100K) 335 50 

Large stocks. Prices inclusive of VAT. 
All prices inclusive of postage except Micros C3.00 

All upgrades etc. are fitted free of charge and the compuiet 
^ ^ fully retested. Credit cards not accepted for BBC micro's. 

oBSSK E l e c t r o n e q u i p B O B 
>?8 W e * l Street Portchcsrer |A27 opp R u B V i HarH* P O I 6 9XE T«i 0?05 325354 
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Push your Sinclair to the limit 
* pXNENTu^ 0 

^ GAMES 
ZX81/SPECTRUM 

ARCADE GAMES 
—J. • 2X INVASION FORCE 

(ZX81) 
y * ^ ^ - 0 " Use your skill to fire through 

the energy band to destroy 
the menacing alien ship — 
£3.95 
SPEC INVADERS 

M X ^ V - S P E C G O B B L E M A N 
These exciting high-
speed classic games 

incorporate hi-resolutiongraphics and 
sound to bring you the best in arcade 
action at only £4.95 each (16/48K) 

SPEC F R O G S / S H O W D O W N 
(16/48K) 

^ V v V ^ Hop across the dangerous 
road avoiding the lethal cars, 
then lorries. Go back to the 

wild west foragunf ight battle amongst 
cacti and wagons. Features include 
western music. £4.95 

* NAMTIR RAIDERS (ZX81) 
High speed, quick action 
arcade game with lour 
separate groups of attackers. 
£3.95 

Gobbteman also available for ZX8i at C3.9S 

UTILITIES 
TOOLKIT 
Nine powerful new functions for 

yourZX81 (including re-number 
lines (goto, gosub), program merge, 

string finding and replacement. £5 95 
SPEC BUG 
A 30 in 1 machine code tool and disassembler 
tor your ZX Spectrum £695 
ZX BUG 
A 30 in 1 machine code tool and disassembler 
for your ZX81 £6.95 

Improve your machine 
code programs with this 

new 48K Spectrum 
Assembler 

Just released by Artie, this new professional 
quality assembler is also available for 16K 
ZX81 and leatures:— 
* Word-processorlike text editor. * High-
speed. versatile two-pass mnemonic 
assembler with labels and detailed error-
trapping. Will assemble to any address. 
* Essential support facilities such as 
memory-edit, register Inspect/modily and 
search for de-bugging. * Full output to 
ZX-printer * Memory-status 
report and comprehensive O N L Y 
user-manual. 

£9.95 

THE ULTIMATE ADVENTURE FOR THE 
SPECTRUM/ZX81 for only £9.95 

£10,000 
or 

RULES AVAILABLE 
FROM ARTIC 

Your eccentric father has 
left you £10,000 in his will. 
In order to claim your 
windfall you must solve twelve clues and gain access to a bank 
account in which the money has actually been deposited. Be the 
first to crack the puzzle and the prize is yours! Plus you will win 
two tickets to the city of the secret KRAKIT™ vault location. The 
prize money is increased weekly. A telephone number will be 
supplied so you have the opportunity to find out just how much 
you could win. 

DON'T MISS YOUR CHANCE TO WIN A FORTUNE! 
ALWAYS AHEAD WITH ZX81 /SPECTRUM SOFTWARE 
Cheques&PO made payable to: Artie Computing Limited Dealer enquiries welcome 
Please state whether your order <s lor ZX81 or Spectrum Send S A E (6in x 9in) lor catalogue 

aaatvie w* 

INCA CURSE 
I Adventure Bl 
Inaiungie clearing 
you come across an 
ancient Inca temple. 
Your mission to 
enter, collect the 
treasure and escape 
alive. But beware' 

Includes a cassette save routine £6.00 

SHIP OF DOOM (AdventureO 
You are unavoidably drawn to an alien cruiser. 
Can you reach the control room and tree 
yourself? Or will they get you first? Includes 
a cassette save routine £7.00 
ESPIONAGE ISLAND Adventureo> 
While on a reconnatsance mission your plane 
loses control and you are forced to land. 
Can you survive and escape with the island's 
hidden secret? £8.00 
PLANET OF DEATH<Adveniur*A)t6/48K 
You find yourself stranded on an inhabited 
alien planet . Can you reach your ship and 
escape? £5.00 
REDUCED TO" 

£29.95 ZX FORTH 
Supplied on cassette 
with editor cassette, 

user manuals and keyboard Overlay ZX Forth 
combines the simplicity of basic with the 
speed of machine code 

•SPECTRUM 
CHESS 4«K 

A 
GREAT 
CHESS 
GAME FOR 
YOUR ZX81 
OR SPECTRUM 
ZX CHESSI 
Very popular machi ne code program, wi th si * 
levels of play and an analysis option Available 
forZX81 £6.50 

ZX CHESS II 
A new improved version, with a taster response 
time, seven levels of play, analysis option and in 
addition a recommended move option. £9.95 

ZX1K CHESS _ -
An incredible game As •^ve^1-- °  
in 1K for only £2.95 

wj^vr SPECTRUM 

0 - VOICE CHESS 
This incredible program talks you 
through your game 

II reiKvou its move recommends a mow.- and 
contain-, a j*nge of Ucetious comments Thogame 
is based on the highly successful ZX Chess U and 
is offered at the Christmas otter price <>' C9 9S 

SPECTRUM CHESS now only £9.45 

JO GQE 

To: Artie Computing Ltd . 396 James Recfcitt Avenue 
Hull. N Humberside. HUB 0JA 

Please supply 

ARTIC COMPUTING LTD. i 

^ r - r r j y 3 9 6 J A M E S RECKITT AVENUE, 
L J L A J HULL, N. HUMBERSIDE, 

Cheque for total amount enclosed 

Name . . . 

Address 

CVG2 
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BBC 
MICRO 
INSTANT 
MACHINE 
CODE! 
Yes, it's true. Instant machine code from a good 
subset of BBC BASIC. Type your BASIC program 
into your model B BBC Micro, trigger the 
compiler, and your program is changed almost 
instantaneously into superfast machine code. 
For £34.95 you get: Cassette version of the 
complete compiler (along with a version of the 
compiler for use with discs, ready for when you 
upgrade, the disc version being dubbed on the 
cassette after the cassette version); complete 
compiler listing; extensive documentation and 
instructions. The compiler was written by Jeremy 
Ruston. 

THE BBC MICRO 
REVEALED 
By Jeremy Ruston 

destined to become the bible of all BSC microcomputer 
users. . ' (Personal Computing Today). If you've mastered the 
manual, then this book is for you. Just C7.95 

LET YOUR BBC MICRO TEACH YOU TO 
PROGRAM 
By Tim HartneM 
' takes you further into the cloudy areas of the BBC machine 
than anything else I've yet seen.. .* (Computer and Video 
Games). If you're just starting out in the world of programm-
ing, then this book is the one for you. Forty complete 
programs, including Othello/Reversi. Piano and a host of 
dramatic graphic demos. Just £6 45 

Interface, Dept CVG 

44-46 Earls Court Road. London W8 6EJ 
Please send me: 

( ) INSTANT BBC MACHINE CODE-tape and book-£34 95 

( ) THE BBC MICRO REVEALED - Ruston - £ 7 95 

( ) LET YOUR BBC MICRO TEACH YOU TO PROGRAM-
Hartnell-£6 45 

I enclose £ 

Name 

Address 

A retailer for Sinclair accessories in the 
Yorkshire/ Lancashire/Humberside area. 
We are situated close to the M1 & M62 
motorways and offering easy parking. 

As well as a complete range of hard and 
software, our service department can 
repair, modify or fit a wide range of 

accessories. 

For further details of these and many other 
services phone: 

PHILIP COPLEY 
on 

0924 272 545 
Manufacturers of accessories looking for a 
retailer in our area are invited to contact us. 

SPECTRUM SOFTWARE/HARDWARE 
AVAILABLE NOW 

Hours of business: 
M O N D A Y to SATURDAY, 10am to 8pm 

ADVERTISEMENT INDEX 
Acornsoft 96 
Adaptors and Eliminators . 83 
Akhler Instruments . . . . 108 
Algrav 48 
Allrian 90 
Artie Computing . . . . 113 
Atari 24 
Automata . . 36/105 
SBC Publications 48 
Calisto Computers 44 
Channel 1 Software 80 
Chromasonic Electronics . . 6 
Commodore . . . 70/71 
Competence 26 
Computer Games l td . . . . . , . 94/95 
Computers For All 5 
Comserve . 104.105 
P. Copley Hi-Fi . . . . 114 
Creative Soltware . . . 90 
Database Software . . . . 110 
Digital Fantasia . 96 
East London Robotics . . . . 111 
Electronequip . . . . 112 
Eltec Services 66 
FoilkadeLtd 74 
Games Centre . . . . 105 
J K Greye Soltware . . . . 109 
Henry's Radio . . . 112 
How Leisure . . . . 111 
UK Software . . . 111 
Interceptor Micros 43 
Interlace . . . . 114 
Imagine . . . 115 
Kansas City Systems . . . . 64 
Kayde Electronic Systems . . . . . 103 

Landau Electronics 64 
Lansdown Computers 83 
Leisuronics 80 
Llamasoft Software 40 
M C Lothlorien 66 
Maplm 76/77 
Micromania 74 
Micronet 106/107 
Microspol 92 
Mikro-gen 112 
Mr Micro 112 
New Generation Soltware 85 
Oric Products 86/87 
MOrwin 26 
Pancom 92 
Personal Computer Palace 109 
Pixel 40 
Plymouth Computers 85 
Quicksilva 61 
Romik Software 0BC 
Shiva Publishing 8 
Silica Shop 67 
Sinclair Research 54/55 
SIR Computers 110 
Soil Deal 34 
Soft Toys 26 
Soltware For All 20 
Spectrum 12/13/14/15 
Thorn EMI 22/23 
Titan Programs 85 
Twickenham Computer Centre . . 104 
Victa Ceramics 110 
Video Games Club 2 
Vision Store 102 
Yorkshire Microcomputers 104 
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VIC-20 
(any memory size) 
100% machine code with eight 
different alien types, smooth hi-
res multicolour graphics and 
animation, narrow playfield 
ond sensational sound effects. 
Keyboard or joystick. 
Game design and software by 
D. H. Lawson. 

IMAGINE 
o company brought into being 
by top professional 
programmers, grophic 
designers and software 
marketing specialists. 
A company dedicated to the 
highest quality software and 
customer service in the world. 

ARCADIA 
the name of the game 
especially created to be the 
fastest, meanest, most 
addictive shoot 'em up game 
you've ever desired. Wave 
after wave of the most 
loathsome and deadly aliens 
billow hypnotically towards 
your space fighter with deadly 
intent But then you have dual 
Plosmo Disruptors and an Ion 
Thrust Drive haven't you? .. . 

ZXSPECTRUM 
(16K or 48K) 
100% machine code with 12 
different alien types, incredible 
animation and explosive 
effects, sound and the fastest, 
smoothest hi-res graphics ever I 

For any ZXSPECTRUM or 
VIC-20. Just 

£5.50 
which includes first class 
postage and packing, V.A.T., 
and an UNCONDITIONAL 
LIFETIME GUARANTEE. 

Imagine Software 
Masons Buildings, Exchange Street East, 

Liverpool, Merseyside L2 3PN. 
SUPERFAST CREDIT CARD SALES LINE: I 

051 236 6849 (24hrs) 

you buy it for life. If an Imagine 
software product EVER fails to 
load first time simply return it to 
Imagine for an instant free 
replacement. 

ALL ORDERS DISPATCHED BY 
FIRST CLASS POST WITHIN 
24 HOURS OF RECEIPT. 

Post coupon now to: cvGI. 
Imagine Software 
Masons Buildings, Exchange Street East, 
Liverpool, Merseyside L2 3PN. 
Please rush me a copy of ARCADIA for (tick box): 

] Any ZX Spectrum Q Any Commodore VIC-20 

'Pleose debit my Barcloycord/Access 
I enclose Cheque/P.O. for 
'Delete as applicable 

Nome: 

Address: 

X 



A ROflIK SOFTURRE 
24 Church Street, Slough. SL1 1PT. Telephone: Slough (STD0753) 71535 

I c 
/ O . 

% BRITAIN'S LEADING GAMES SOFTWARE HOUSE ARE 
PROUD TO ANNOUNCE OUR NEW RANGE OF EXCITING 
GAMES & OTHER SOFTWARE FOR THE VIC 20. SPECTRUM & ZX8 
(GAMES FOR: BBC. DRAGON & ATARI AVAILABLE SOON) 

I L T A ' C T I O N G A M E S C A R R Y A FREE E N T R Y TO N A T I O N W I O E T O M P E T I T I O N S W I T H F A N T A S T I C PRIZES 
SEA INVASION 

FOR THE UNEXPANOED VIC 20 

iff +t 

X 

•x 
uj, ,1 

i 
L' i l l m i m m 

Fight off the attacking sea creatures for 
v Sh as~long as you can. Shoot the whale for 

a surprise score Watch out for the 
crabs, starfish. & octopi!!!!!!!!!!!!!!!!!!!!!!!!! 

MOONS OF JUPITER 
FOR EXPANDED VIC 20. 3K. 8K OR 16K 

SPACE ATTACK 
FOR THE UNEXPANDED VIC 20 

• 
>t j1 

1 
/ | I t 1 * 1 

You are the commander of a fleet of 
destroyers. . . Looking on from the 
safety of mother ship, you send in one 
destroyer at a time to blast a passage 
through the moons of Jupiter. Your 
destroyers have to dodge, and blast the 
" U . F . O ' s " . . . Watch out for the 
Gologs', they can smash your des-

troyers, but you cannol harm them 

Space attack is a game of skill, you, as 
the pilot of an intergalactic battleship, 
have to fighl your way through wave 
afler wave of various alien space ships 

nRRTim RRIDER SHRRH RTTRCK 
FOR UNEXPANDED VIC 20 

Skim as close as you dare to the surface of the 
planet devastating me Martian cities, destroying 
ammunition dumps (gaming more time), shooting 
down the ground lo air missiles and U F O s. 
dodging or Masting the meteorites 

FOR UNEXPANDED VIC 20 
You are in shade infested waters alter being thrown 
overboard from a pirate ship Your only protection 
being an atomic net which you trail behind you, 
trying to cover all the visible ocean and ensnare the 
sharks at the same lime Beware ol stopping or 
covering your tracks (or loo long, if you do. Ihen the 
sharks will escape and come after you Watch out 
lor the ever increasing deadly octopi (sometimes 
the sharks will eat part or all of one!) 

* ? 
X 

A REAL ACTION SHOT OF THE GAME 

(WW TUISTERS 
FOR UNEXPANOED VIC 20 

FOUR GAMES TO STRETCH YOUR BRAIN 
Blackjack, Decipher, Four Thought and Teaser 
•re our computerised versions of very popular 
home games and will test your mental agility 
and skill lor many a long hour. 

ROBOT PANIC . . . A FANTASTIC 
HIGH SPEED GAME ON CARTRIDGE 
THE PRICE IS YET TO BE AN-
NOUNCED, BUT AROUND 
£16. 

SUPER NINE 

ZX81 
NINE 1K GAMES 

1 . . CANYON 2 . . ASTEROIDS 
3 . . ASTROBLASTER 4. . DEFENDER 
5 . .SQUASH 6 . . S C R A M B L E 
7 . . SKETCH 8 . . COSMIC RAIDER 
9 . . FOUR THOUGHT. 

A REAL ACTION SHOT OF THE GAME" 

flULTISOUriD 
SWTHESIZER 

FOR THE UNEXPANOED VIC 20 

The Vic Multisound Synthesiser is very 
flexible and can be played in more ways 
than can ever be explained here, to 
create music and special effects. For 
example, create any tune, up to 255 
notes (after following appropriate in-
structions), then press "F1" or "F3", 
then key "9" and enjoy the added 
effect. Now hit "+", listen to the differ-
ence. For a surprise — hit —". Now 
add a melody over the top — hit key "8" 
then "7" — now play a melody, or 
experiment. Have fun! 

Our games are available from all good home compute 
shops, including: all Laakys branches. Micro C, ins 
Currys at: Birmingham (233 1105). Leeds (446601;. Lute 
(425079) Nottingham (412465) Southampton (29676) it 
side Badgers rt Bristol (650501), Ntw Maiden (10-S-
2091), and ai Leicester (546224) London (367 927 
Manchester (834 0144), Mrcro-C Chromosome Elect-
nics. 46 Junction Road. Archway. London N19 5R0 |0 
263 9493 263 9495. Telex 22566), Maplin Electronic Sti. 
plies Ltd. P.O. Box 3, Rayteigh. Essex (0702 55291 
554155). Gemini Electronics. 50 Newton Street, Oft P»cc 
dilly. Manchester Ml 2EA (061-236 30831 Gamer } 
Gloucester Road. Brighton (696424). Vic Centre 154 v 
torta Road. Acton. London W3 (01-992 9904). Metycie 
137 The Strand. London WC2 (01-240 2321). Marycle. 
177 London Road. Croydon <01 686 8626). Metyctean I 
Victoria Street. London SW1 (01-628 2511). O x c 
Oueervsmere, Slough (23211) Channel One. I 74 HKJM St"-
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ONE FULL TIME, FULLY EXPERIENCED MACHINE CODE PROGRAMMER WANTED URGENTLY 


