


® High Resolution Graphics
@ Full Animation
® Sentence Input

12 Separate adventures

The tiny pri ity of DORCASIA was a pleasant
fertile land until the d ZENDOS used his evil

powers to cast the count o perpetual darkness
until all citizens pledge obedience to him

It is known that through the SPELL OF D/ SS
Zendos has trapped the spirit of each my

one of 12 GOLDEN TEMPUS RUNES of

HOUR GLASSES hidden deep within

muysterious and magical castle.

As the land dies in the grip of the black
desolation a hero must be found to locate
and destroy the 12 hour glasses thus
releasing the months and returning

Dorcasia to the natural forces of the seasons.

Each glass has a RUNIC inscription around its base
which vou must read and understand. Only saving
these words will lift that part of the spell. To protect

the hour glasses Zendos has placed them in 12 separate
rooms in his castle, each room linked to a different
exterior gateway by a devious route.

Dey 1g on which entrance vou select Zendos
spells h change the locations of rooms within his
castle to confuse vou. The me g creatures and
challenging probl confront you at every tum
mean that only the brave and the clever will succeed.

THE ORACLE’S CAVE TUHS WHSMITH @

and other leading retailers or direct from:
Our best seller available for the
48K SPECTRUM and CO! . DORCAS SOFTWARE

le’s Cave is a unique ad i 3 e ( Qienfi 2ld,
continuously displayed high resolu ¢ d ester LE3 8QS
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It5 easy to
complain about

advertisements.
But which ones?

Every week millions of advertisements
appear in print, on posters or in the cinema.

Most of them comply with the rules
contained in the British Code of Advertising
Practice.

But some of them break the rules and
ant your complaints.

If you're not sure about which ones they
are, however, drop us a line and we'll send you
an abridged copy of the Advertising Code.

Then, if an advertisement bnthcrv

Wi

you. you'll be justified in bothering us.

The Advertising Standards Authority
If an advertisement is wrong, we're here to pul

ght.

ASA Ltd, Dept 2, Brook House, Torrington Place, London WC1E 7HN

This space is donated in the interests of high standards of advertising

aNTURE
FOR THE 48K SPECTRUM

Send £5.50 to INDIGO

51 Carmel Road South, Darlington
County Durham DL3 8DU

Leonardo

SIMPLY THE MOST
ADVANCED SPECTRUM

GRAPHICS PACKAGE.
For programmers, artists, draughtsmen,

or just plain doodlers.
Molbourne
Leonardo | C.A.D.| Draw | Paintbox

Special Draw Functions

Line (solid or dotted) ° .

Circle ® ® ®
Arc [ ®
Ellipse e

3D Cubes ® °

Fill ° ® ° *
Scaling of Objects ® L]

Pixel scrolling of window

or antire screen L L

Merge pictures ®
“U.D.G. creation [ ® [ ] ®
Pattern Generator ®

Separate screen

and colour editing. L L

he table demonstrates the capabilities of LEONARDO
] against the best selling similar packages. LEONARDO’S
facilities do not stop there however. In fact over 50 commands
are available making this the most advanced and useful
graphics package yet produced for the SPECTRUM 48K.
® Compatible with all leading joysticks.
® Clear commands make LEONARDO easy to use.
® Complete with a comprehensive
30 page instruction manual.

Avallable from All good computer software stockists.
Send me (tick as required)

O LEONARDO TNDG301 £9.95

O Mylocal stockist's address |

O Your fulllist of games

Game/s at £9.95 each £ : p |
o +single P&P sum 3 30p

Totalto send 3 p |
Method of payment: By chegue or PO (no cash) made payable to TECS or ’

Entercardno. m O ByAccess

3] ‘ e O Barclaycard ‘

TS 1 g 8 [
Sign below:

Credit card sales: UK buyers only. Response within 21 days.
Creative Sparks, Department MO, 296 Farnborough Road, Farnborough,
Hampshire, GU14 TNFE Telephone: (0252) 518364.

Name |

Address

SP0185
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ECENTLY we received an angry let-

ter at Sinclair Programs. I, and lots

more ZX-81 owners, do not think
there is enough support from you”, it said.
The writer then went on to lament the lack
of hints, tip. maps, solutions and listings for
the ZX-81 published in Sinclair Programs.

This is a common complaint from ZX-81
owners. ‘“‘Everyone hates us!” they cry,
and point to the lack of software for their
machine, and the lack of coverage they
receive in magazines.

Here in the editorial office, things look
slightly different. Mail from Spectrum own-
ers pours in, and there is a healthy pile of
programs submitted for publication wait-
ing for our attention. ZX-81 owners, on the
other hand, are almost invisible. Readers’
programs, which used to arrive by the
sackful, now appear rarely. Letters are
even more infrequent.

We know that you are out there. We
know that thousands of people have
bought ZX-81s, and that thousands more
are still buying them. We know we used to
hear from you regularly. Apart from this, all
we have discovered recently is that you all
love Rocket Man, and that you are all very
quiet. Come on, let’s hear from you. Send
us programs, send us letters, send us hints

still programming, and let other
ZX-81 owners know that there
are other people out there.

Editor
Rebecea Ferguson

Staff writer
June Mortimer

Design/lllustration
Elaine Bishop

Advertisement manager
Howard Rosen

Edirorial assistant
Coletre McDermott

co-ordinator

Subscription manager
Carl Dunne

Assistant publisher
Neil Wood

Publisher
Gerry Murray

Sinclair Programs is published
monthly by EMAP Business and
Computer Publications.

Telephone 01-430 1200

1f you would like your original programs to
be published in Sinclair Programs, please
send your contributions, which must not
have appeared elsewhere, to:

Sinclair Programs,

EMAP,

67 Clerkenwell Road,

London ECIR 5BH

Programs should be on cassette. We cannot
undertake to return them unless a stamped,
addressed envelope is included, We pay
£25 for the copyright of listings published
and £10 for the capyright of listings
published in the Beginners' section.

© Copyright 1985 Sinclair Programs
ISSN No 0263-0265 -

Printed and typeset by Cradley Print PLC,
Warley, West Midlands

Distributed by EMAP Narional
Publications Ltd

All subscription enquiries:
Magazine Services,

EMAP Business and Computer
Publications,

Priory Court,

30-32 Farringdon Lane,
London EC1

Telephone 01-251 6222

Cover Design—Craig Kennedy
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Instructions for graphics characters are printed in lower-case letters in our listings. They are enclosed by brackets and separated by colons to |

distinguish them and the brackets and colons should not be entered. Do not attempt to underline the characters, the underlining is used

specifically to point out a graphic character
rse characters are ted by the letter i a
a graphics W by and an inverse grapt

Spaces are represented by “sp” and inverse spaces by “isp”’. Whenever an
be used is shown before it, together with a multiplication sign. Thus “6 % isp
a graphic four, followed by an inve

Where whole words are to be written in inve
on the Spectrum and Spectrum+ are underl;

Inverse characters may be entered on the ZX-£
and Spectrum+ by changing to inverse video and typing the apprapria

normal letters until the program has been RUN

e four repeated four times, followed by a graphics three,
- letters they appear in the fistings as lower-case letters. Letters to be entered in graphics mode

used more than once, the number of times it is to
spaces and “(g4:4 x i4:23)"" would be entered as

by changing to graphics mode and then typing the appropriate characters and on the Spectrum
e letters. Graphics characters may b

ate characters are entered. On the Sp
characters may be obtained by changing to graphics mode and then pressing the appropriate character, User-defined graphics will appear as

ntered on the ZX-81 by changing
ectrum and Spectrum+ graphics

=
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Awealth of free information is yours for the
asking with the TTX 2000 Teletext adaptor.

The new TTX 2000 adaptor lets
you use Teletext in a way that’s never
been done before.

Now you can link together your
ordinary TV. and your standard
Spectrum and call up a wealth of
broadcast information on Ceefax
and Oracle covering just about
everything from news, sport, reviews
and entertainment to competitions,
financial advice, advertisements and
consumer topics.

You can store Teletext pages on
Microdrive or produce immediate
hard-copy printout, and download
the Spectrum Telesoftware being
jointly transmitted by O.E. Limited

and the broadcasting companies
exclusively for TTX 2000 users

(upgrade downloader ROM available

shortly).

The TTX 2000 is very simple to
use and no modifications at all are
needed to your Spectrum or TV,
Once you're set up you don't pay a
penny more, no matter how often
you use the system. Just think - no
connection charges, subscriptions or
“access time” bills.

Just a few simple commands let
you find your way into the
information rich world of Teletext.

Return the coupon, or contact
our help desk for more information.

Q.E. Ltd,, North Point,
Gilwilly Industrial
Penrith, Cumbi
Tel: 0768 66748

Card No.

Name.

Posteode.
| =sinplied competeim
i able and full i

L

iy, infercantccting

|
|
| Address Wl }
|
|
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Fantastic
factory

SINCE reading your Oc-
tober Softspot game re-

view, I have bought
Factory Breakout from
Poppyseft, for the 48K
Spectrum. I, and many
other owners, think that
the game is fantastic. It
has great graphics, ani-
mation, movement and
sound. It also has great
musical tunes.

It seems to me that
those concerned with
Softfocus have reviewed
games too much through
the eyes of an adult, and
not of the children who
are going to buy it. The
game is very addictive,
and is well worth the
money. You forgot to
mention that it is quite
difficult, the further you
get into the game.

Some people, includ-
ing myself, would com-
pare itto such classics as
Manic Miner and Jet-
pac. I  Thighly rec-
ommend it to all arcade-
games maniacs, such as
myself. I am sure that
they will also rec-
ommend it.

Russell Moxham,
Blandford Forum,
Dorset.

Midnight

master
I WOULD be pleased to
know  whether any
reader of Sinclair Pro-
grams has finished the
game Lords of Mid-

to W
thoughts &7

52
jy Prodr *.‘E‘Ei'ﬂ 5BH£$W3 pay \
ndnuar publishec-

Letters:
s at Le
Cl.eﬂke“‘"e“

night. If not, then I must
assume that I am the first
to do so.

For anybody who is
stuck, here are a few
hints. First, gather as
many Lords as possible,
and guide them to Xajor-
ith. Eventually Doom-
dark will run out of
armies and you will be
able to attack.

Richard Bastow,
aged 12,
Pontefract,
West Yorkshire.

Dynamic
decathlon

I AM writing to tell you
that I have achieved a
score of 164 263 on Da-
ley Thompson’s Decath-
lon. It is a brilliant game.
I would like to know if
anyone has beaten me.
I think that Sinclair Pro-
grams is great, even
though I do not submit
programs. Please, pub-
lish the magazine once a
fortnight.
Andrew Milner,
Flint, Clwyd.

Rocketman

record
I AM writing to tell you
that I believe myself to
be the holder of the
highest score on the
game Rocket Man from
Software Farm. My high
score is now 110570
points. The game lasted
almost an hour. I did,
however, have a break,
using the hold feature in-
cluded in the game. I
would be interested to
know whether anyone

has beaten my high
score.

Rocket Man is an abso-
lute gem of a game and 1
recommend it to anyone.
If you have not bought it,
then [ strongly rec-
ommend that you go out
and do so.

Nicholas Mann,
Dirgelen,
West Germany.

Hi-res

hints
I NOTICED in your Octo-
ber issue a letter from a
reader requesting a high
resolution Draw pro-
gram for the 16K ZX-81.

My program Hi-Sketch
allows the user to draw
in eight different direc-
tions. The screen can be
inverted at any time, and
half-finished pictures
may be saved to tape to
be loaded and contin-
ued later.

Perhaps you would be
kind enough to print my
name and address so
that the person con-
cemmed, and anyone in-
terested, can contact
me.

Finally, while on the
subject of 81 hires, let
me just add that, after
several months of seri-
ous mining, my high
score on Forty Niner is
118 574.

M. Phillips,

35 Elliston Road,

Redland, Bristol,

Avon.

® If anyone Is interested

in wrting to Mr Phillips,

please enclose a

stamped, addressed en-
velope.

Pointless
pokes

I WISH it was that sim-
ple. Having read the let-
ter from A Horrocks in
your November issue I
had to put pen to paper
in order to save Mr Hor-
rocks all the trouble of
POKEing a number into
every conceivable loca-
tion in the ZX-81 with the
hope of somehow mirac-

A Ve AT aYaTalarale
ulously transforming his
beloved machine into a
hires beastie. Oh, how I
wish it was that simple. If
itwere, it would not have
taken me six months to
develop and write the hi-
res routines for Forty-
niner and Rocket Man.

I am afraid that Mr Hor-
rocks is labouring under
a misapprehension. I do
not know which utility he
is using, as we do not yet
market one, but I would
guess that the POKE to
which he is referring, far
from being all that is
needed, is simply a
switch to turn on a rather
powerful piece of pro-
gramming.

Sorry and all that . . .

J N Chappell,
Software Farm,
Bristol.

Errox

THE graphics were omit-
ted from the program
Goldmaze in the Octo-
ber issue of Sinclair Pro-
grams. The following
listing should be saved
on tape after the main
part of Goldmaze.

REM graphics for goldmaze

2 REM
S RESTORE
10 FOR a= USR "a" TO USR 'n'+
7.
15 READ b
20 POKE a,b
30 NEXT a
40 SAVE “goldgrafix’ CODE USR
“a,21%8
50 PRINT “rewind tape for veri
fication”
&0 VERIFY "" CODE
70 FRINT "0.K."
100 DATA 0,0,14,21,41,114,140,2
48,0,14,21,41,113,138, 140,248,268

128,8,28,42,8

110 DATA 20,34,127,190,220,232,
248,226,194,129,126,255,195,192,
206,195,255,126,126,255,195,195

120 DATA 195,195,255,126,192,19
2,192,192,192,192,255, 127,254, 25
5,99,99,97 255,254,195,231
219,195,195,195,19
,195,255,255,195,19
5,255,255,14,28, 56,112,255, 255

140 DATA 127,25%5,192,248,248,19
2,255,127,0,53,37,50,37,53,0,0,0
SI2 T2, T2 T2,72

150 DATA 0,0




Games Extra

So now you've gotanew Commodore
computerwhat are you going to

do with it? We have the answer and
itwon’tcost you a penny.

The January edition of COMMODORE USER
has a FREE 36 page Games Extra. It
contains six super listings for the 64,

many written by professional authors for
companies like Melbourne House and
McGraw Hill. Shiverin Dracula’s 5
Nightmare, discover the North-West Passage
in Francis Drake's Adventure ordodge the
avalanche in Everest.

We haven'tforgotten Vic owners either.

Bricky, Beeglebug or dodge the traffic with
Hoppa. All are published complete with our
‘Easy—Enter'technique exclusively developed
for COMMODORE USER.

Look out for the January issue of COMMODORE USER.
AT YOUR NEWSAGENT FROM THE 22ND OF DECEMBER.

The Complete Commodore Software Guide

Not content with one free gift, our February edition
contains a 36 page Complete Commodore Software Guide.
We list over a thousand programs, with prices. Whatever
the software package you are after for your Commodore—
from Jet Set Willy to word processors— The Complete
Commodore Software Guide is the place to start.

On sale Jan 26th 1985.

COMMODORE




TURBO CHARGE
YOUR SPECTRUM

Outperforms any Spectrum interface

The unique Turbo interface from Ram gives you all these Group home computer centres and all good computer shops everywhere.
features—and more —in one unit Orsimply complete the coupon below and send it to us today.

& Avariety of interfaces including Rom cartridge, two 9-way D plugs Raf“ Electronics Fleet) Ltd Dept. S, 106 Feet Road, leet,
for standard joysticks, PLUS full expansion at rear. Hampstiee GUL 8PA
if g i X y Or call our credit card hot line on 02514 25252.
s Compatible with Kempston, Protek and Interface 2 protocols. & h
s Works with latest Quickshot Il rapid-fire joysticks and trackballs. _ Spectrum Turbo Interface(s) at £22.95

4 Choice of Rom cartridge, tape cassette or Microdrive software. =Elipspioesenadest Spap;
s il __ Quickshot Il Joystickis) at £9.95
% Works with virtually all joystick-compatible software. {only when purchased with Turbo —normally £12.95 + £1 p+p}
" g g lenclose chequefpoctalurdalorcha-gemAcuess’Vsafor £
& Instant program loading with cartridge software. B
s Buitt-in power safety device —unique to Ram Turbo. ENZ=

sk Full one year guarantee. Name.

# Immediate avallabilty—orders wil be Jgek S G
despatched within 24 hours upon receipt
of postal orders or credit card details Te|eprmne
{cheques —seven days}. To-Degt. 5P, Ram Elections [Fleet) LI, 10¢

Sodon't wait around. It's available ¥
from Boots, Menzies, Greens, Spectrum Trade and export enquiries welcome.




ECENT reports of
Spectrum  owners
having problems with
their machines and re-
turning them as soon as
they are bought were
dispelled recently by Ju-
lian Goldsmith, spokes-
man for Sinclair
Research. It would ap-
pear that the ‘major’
problems ‘are actually
trivial matters in which
the most frequent cause
for return is the keys fall-
ing off the machine.
“The Spectrum is selling
exceedingly well. The
problem with the key-
board is the boring that
keeps the keys on is in
need of adjusting. If any-
thing had to go wrong
this is the best thing as it
can easily be repaired.”
The same comment
was made by a spokes-

It’ oi

man for WH Smith who
said that, although some
machines had been re-
turned it was mainly due
to the keyboard fault.

One obvious problem
with the Spectrum is the
position of the interface
port. The Kempston joys-
tick interface does not fit
but Kempston have pro-
duced a low-priced ex-
tender cable to allow the
interface to be connect-
ed to the Spectrum.

On the subject of the
possible withdrawal of
the 16K Spectrum Gold-
smith would only say
“one recognises from
the Gallup figures that
the 16K is falling in de-
mand but it is still going
great guns overseas. Its
sale over here will de-
pend on public de-
mand.”

SINCLAIR PROGRAMS January 1985

QL winnery

INNER of the QL

competition run in
the October issue of Sin-
clair Program was 14
year old Andrew Keen of
Redditch, Worcester-
shire. Andrew was the
only entrant who put the
given options in the
same order as that cho-
sen by the panel of
judges. On hearing the
news he said “I was go-

ing to upgrade from my
ZX-8]1 to a Spectrum at
Christmas but now I'll be
able to get something
else.” He plans to use his
OL to improve his pro-
gramming and he also
hopes to get his family
involved “although I'm
not sure they'll be too
keen”.

A Wally
question

TKRO-GEN  cre-

ation, Wally Week
star of Automania and
Pyjamarama would like
readers to put the record
straight by voting for the
best ever arcade adven-
ture. Wally believes the
three main contenders
are Pyjamarama by
Mikro-Gen, Jet Set Willy
by Software Projects and
Kokotoni Wilf by Elite.
Put the three games in
what you consider to be
the correct order and
send to Mikro-Gen, 44
The Broadway, Brack-

nell, Berkshire.

Software
savers

HE Nationwide

Building Society has
decided that Spectrum
users and young inves- |
tors should go hand in
hand. They are hoping to
lure young savers by of-
fering a £3 voucher to
any child putting at least
£25 into a new or exist-
ing account in England
and Wales.

W H Smith are also in
on the promotion of Na-
tionwide Building Soci-
eties. They will honour
the vouchers and accept
them as part payment on
any software available
from their computer de-
partments.




Football mad

HE THEME music
from Match of the
Day is incorporated in
Match Day, a recent re-
lease from Ocean Soft-
ware. Retailing at £7.95.
Match Day provides a
camera eye view ‘“‘with
the camera automatically
scanning the pitch”. Play
is either against the com-
puter for one player or
up to eight players
against each other. Tack-
ling, passing, heading,
blocking and extra time
are all featured.
Greek Mythology and
a hero called Orestes are
the subjects in Gift from
the Gods from Ocean
Software. Orestes has re-
cently been told of his

true heritage. As a young
boy his mother Clytaem-
nestra and her lover Ae-
gisthus murdered his
father Agamemnon. He
was smuggled out of the
palace at Mycenae and
now, on his 2lst birth-
day, he must visit the
summit of Mount Parnas-
sus where Zeus and
Apollo will tell him how
to avenge his father's
death and return to the
palace of Mycenae.
Orestes must enter the
catacombs beneath My-
cenae and find the solu-
tion to Agememnon's
Puzzle in order to prove
his heritage to the
people of Mycenae. The
program retails at £9.95.

UICKSILVA are
“pursuing various
actions” against piracy
after recently visiting the
Percomp Asia exhibition
in Singapore. Said Mark
Eyles, of CQuicksilva,
“we found the piracy
really prevalent, not just
with the software side
but with the hardware as
well. Several of Quicksil-
va's games had been pir-
ated. At the moment the
home computer industry
is really exciting over
there and it seems that
companies are pirating
everything  possible”.
One thing must be cer-
tain and that is that de-
tecting pirated products
must be difficult over-
seas as customers are
often unaware that they
are not buying the genu-
ine article

Asian pirates

On the light side, Ant
Attack and Zombie Zom-
bie programmer. Sandy
White was recently pre-
sented with a gold cas-
sette after sales of Ant
Attack topped 50,000
units. Although software
companies can hand out
gold cassettes at will
Eyles does not think it
necessary for a recog-
nised body to control the
distribution and presen-
tation of such awards as
this would mean ‘“‘com-
panies having to provide
evidence of sales”.

Hewson Consultants
programmer Mike Male,
author of Nightflite II
and Heathrow ATC was
recently awarded a gold
cassette by Andrew
Hewson after sales of the
games topped 100,000.

Beyond

PRING will see the re-

lease of two new
games for the Spectrum
from Beyond Software.
The first, Spy vs Spy, is
already available for the
Commodore 64 and is
produced by American
company First Star. Be-
yond has taken over the
marketing of the game
which is based on the
comic strip of the same
name which appears in
the magazine MAD. Spy
vs Spy is'a game for one
or two players and the
action is shown on a split
screen. According to
Clive Bailey of Beyond
“the players explore the
maze like rooms setting
traps for their opponents
and endeavouring to
find the secret plans”.

The second game has
a working title of Shad-
ow Wars and will be re-

go mad

leased for the Spectrum
and Commodore 64 si-
multaneously. ‘“‘Shadow
Wars is an intelligent ad-

venture in which the
characters confer
amongst themselves

within the computer.
You can see what they
are doing and also affect
their actions”.

Driven round
the bend

UG-BYTE will soon

be releasing Auto
Man for the 48K Spec-
trum. Auto Man will be a
maze-cum-platform type
animated game with, ac-
cording to Tony Milner
of Bug-Byte ‘‘a 3D car
chase sequence, with
line graphics”. The retail
price will probably be
£6.95.

Something else

HE SEQUEL to Halls

of the Things has re-
cently been released by
Design Design. Accord-
ing to Brian Edward, a
spokesman for Design
Design, “Return of the
Things is an animated
graphic adventure
which has been waited

for for some time so it
should be well re-
ceived”. In Return of the
Things you begin your
quest in the swamp hav-
ing just left the tower of
the three evil lords. Find
the Ankhs of Osiris and
return them to Osiris at
the Altar in the City. Re-
tail price £7.50.




TRANGE cries fill the
office. ‘“Aargh, the
blue parrot strikes
again”, “Zap that flying
jellyfish”, “What does it
mean, special effects:
chest of drawers?” It can
only mean one thing. Ul-
timate have released the
final parts of their Sabre-

man trilogy, Under-
wurlde and Knight
Lore.

Both games are bril-
liant, original and highly
inventive. They must
both confirm Ultimate in
its place as number one
manufacturer of consis-
tently excellent Spec-
trum games. It is here
that the similarities be-
tween the games end.

Underwurlde takes up
the maze theme of earli-
er Ultimate games, in a
strikingly new way. You
begin on level fifteen of
a labyrinthine series of
underground caverns.
Your aim is the Ultimate
palace of darkness,
where your final escape
lies. In the first place,
though, your aim is to
survive long enough to
find out what is going on.

Strange animals dive at
you, knocking you from
your perch. Falling too
far will kill you, and extra

SINCLAIR PROGRAMS January 1985

lives are not easy to find.
Bubbles emerge from
craters and float up-
wards. If you jump care-
fully, you can float up on
them. Jump too high at
the roof, and you will
catch on a rope. Swing
down quickly on it, and
beware the falling stalac-
tites.

To go anywhere in rea-
sonable safety you will
need the bubble gun
which you will find in the
first room. To move fur-
ther into the maze, and to
kill creatures such as the
giant beetle, you will
need to find a sword.

The game is brilliant,
the graphics are superb,
and the program is sur-
passed by very few
Spectrum programs.

One game which does
surpass it is Knight Lore.
In this game, three di-
mensional graphics are
used to greater effect
than ever before on the
Spectrum. Once again
the maze and quest
theme combine, but the
breathtakingly good
graphics, and the cre-
ativity which has gone
into every room, make
this a game which stands
head and shoulders

above the rest, a game
by which all future maze
games, and most other
games, will be judged.
Three-dimensional
graphics have had their
problems in the past.

Perspective slides in and
out of focus, attributes

seem to go totally
haywire and you are left,
after half an hour,. with
crossed eyes, a blinding
headache and a vocabu-
lary of a few, very short
words.

Ultimate have over-
come all these prob-
lems. Their perspective
is flawless, their outlines
and colours sharp. Each
room is shown in one
colour only, and your
character changes to
that colour as it enters
the room, so there is no
colour clash, or merging
of detail. The rooms are
a pleasure to see, and
they remain so, again,
and again, and again.

Your aim, in Knight
Lore, is to find the wiz-
ard’s cauldron and to
throw into it certain ob-
jects which will break
the spell on you; the
spell which turns you to

a werewolf every night,
and which will leave you
trapped in wolf's form
for ever in forty days if
you cannot break the
spell. Finding the wiz-
ard’'s cauldron is one
problem, finding the ob-
jects and getting them
there are several more.
Each room has a puz-
zle within it. Some rooms
have skittering ghosts,
some taciturn soldiers,
others balls of fire, huge
spiked blocks, vanishing
stairways, obstinate

flames. Most have dead-
ly combinations of these
problems. To make mat-
ters worse you change to
a wolf as the moon rises,
and to a man as the sun
rises. Annoying at the
best of times, this
change is lethal if it oc-
curs in the middle of
some delicate manoeu-
vre.

Underwurlde and
Knight Lore would have
been strong contenders
for the Soft Spot if they
had been launched any
earlier in the month.
They are both excellent
games. If you can raise
the money, buy them.

Produced for the 48K
Spectrum by Ultimate,
The Green, Ashby de la
Zouch, Leicestershire.
Price: £9.95
Game type: Arcade ad-
venture
Rating: 98%(U), 99%(K)
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I ET THE . kiling
egin. There you
are, condemned to

death, doomed to kill or
be killed, with only a
comic strip in 2000AD
which you may or may
not have read, and a cas-
sette insert, to help you.

Strontinm Dog, the
killing, from Quicksilva
is based on the story in
2000AD. In practice, this
means you must travel
through a maze, avoid-
ing the parts of the maze
which flash, and killing
all the aliens you meet,
before you can finally es-
cape.

The maze is relatively
simple. Draw a grid,
number the first row 1 to
16, and the second row
17 to 32. Continue until
you reach at least box

in  exactly

286. You are now ready
to start mapping. |
Killing the aliens is far
more difficult. On the
first three levels, at least,
they appear in two basic
types of room. One,
where they run down the
sides and shoot you, and
a second where they ap-
pear in doorways at the
top of the room and
shoot at you. Shooting
them appears to be
largely a matter of
chance. not, you are doomed.
Moving from one sec- Moving to the fourth lev-
tion to another is done el means passing the
by way of the Medis. hanged man. The tech-
These are ambushed, nique for shooting him is
and require you to stand even more difficult to
the right grasp, and failure means
place, throw a flare returning to the begin-
bomb and start firing. If ning again. So, what are
you are in the right place you left with? A simple to
you will get through, if map, if intricate, maze;

HERE you were, in-
nocently prospect-
ing in the mine,
collecting bags of gold
and putting them in your
barrow, when things be-
gan to be much more dif-
ficult. Green with envy,
outlaws are trying to
knock you out and steal
your booty. It would be
easy to avoid them ex-
cept that the mine is
maze-like in its intricacy,
and there are pit trucks
running out of control
along many passages.
Gilligan’s Gold has
you racing against the
clock to collect your
gold and avoid the out-
laws. There are some
points in your favour.
You can leap into the pit
trucks at some points,
and thus avoid the out-
laws. You can also knock
out the outlaws by drop-
ping bags of gold on
them as they climb lad-
ders, or by taking a pick-
axe and smashing them
over the head with it.
There are a few minor
irritations to the game.

Picking something up is
very difficult. You seize a
pick, rush towars an out-
law with it, only to dis-
cover the pick is still
lying on the ground and
you are defenceless.
Moving from screen to
screen does seem to
confuse the outlaws.
One minute they are fol-
lowing you along a
straight passage, the
next they have vanished.
Conversely, one can ap-
pear, hot on your trail, as
you run onto a screen.
Gilligan’s Gold is both
enjoyable and infuriat-
ing. You will either be
fascinated by the chal-
lenge of collecting the
gold, or annoyed by the
constant repetition of the
three screens and your
inability to pick things
up when you need them.
Produced for the 48K
Spectrum by Ocean Soft-
ware Ltd, Ralli Building,
Stanley Street, Manches-
ter M3 5FD.
Price: £5.90
Game type: Arcade
Rating: 50%

AVE YOU ever
dreamt of building
your way up from the sta-
tus of local neighbour-
hood sports hero to
internationally ac-
claimed Olympic hero,
competing for your
country? If so, try play-
ing Sports Hero from
Melbourne House.
Sports Hero is a very
good demonstration of
animation and has excel-
lent graphics. It features
the 100m sprint, 110m
hurdles, long jump and
pole vault. Breaking a re-
cord results in the figure
on-screen throwing his
arms up in jubilation.

and a series of aliens
which can only be killed
by a combination of luck
and skill. Not every-
body’s idea of fun.
Produced for the 48K
Spectrum by Quicksilva,
13 Palmerston Road,
Southampton.
Price: £6.95
Game type: Maze
Rating: 60%

When you start the
game as a street runner
you run through the city
and jump over dustbins.
Once your skills have
been recognised and
you win a sports scholar-
ship you get to run with a
pleasanter background
and real hurdles. The
competition at this stage
is much stiffer but this is
only to be expected as
the next step is a place in
the Olympic team.

Sports Hero is pro-
duced by Melbourne
House, Church Yard,
Tring, Hertfordshire.
Price: £6.95
Rating: 55%
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What can we say?

Were overwhelmed. Though we should just add that with Atarisoft, you can now play Pole Position* on the

Commodore 64, BBC and Spectrum computers, as well as on all Atri® POYLE POSITION

systems. And you'll also find available other games such as Galaxian?
Robotron! Moon Patrolt and Ms Pacman.

LOOK OUT FOR OTHER LEADING COMPUTER GAMES FROM ATARISOFT. PRICES START FROM £7.99 *TRADEMARK OF NAMCO. ®TM ARE TRADEMARKS OF ATARI CORP: t TRADEMARK OF WILLIAMS
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HERE are months
when mapping aver-
sion overcomes software
reviewers. Indications of
this are desks covered
with enormous, badly-
glued-together sheets of
paper, a worn ‘hold’ but-
ton on the keyboard, and
reviewers sitting in the
commer of the room, mur-
muring through gritted
teeth; ““Take the right
fork at the lion's den,
swallow the mouldy
cheese, bounce across
the lake, turn left . . ."
Time comes, of
course, when the editor
drags them screaming to
their type writers. “Show
you know the game”,
she hisses, “but don't go
on about the maps”. It is
true, though. Buy any
good game this month

ou remember
Ziggy, star of The
Pyramid, and Dooms-

day Castle. Now he is
back, in a game entitled
Backpacker’s Guide to
the Universe, part 1. A
title very similar to that of
a well-known radio pro-
gram, book, record and
television program.
Ziggy's aim is, nat-
urally, to save the uni-
verse, although his
method of doing so is a
little bizarre. Moving
around a maze of under-
ground passages, he
must collect all the
strange creatures he
finds there, and return
them to his ship.
As Ziggy left his ship, a

[VOLLIME 1]

and you will be showing
the same symptoms.
They all need maps.

King Arthur's Quest
and Aztec: hunt for the
sun god are cases in
point. They are both
maze adventures, with
excellent graphics. You
move from one location
to the next, able to see
those locations a short
way in front of you. You
collect objects, and use
them as you think neces-
sary. Some will kill you,
some are essential to
your progress.

You can never see ob-
jects in a location, until
you have been there.
Each game has 800 loca-
tions, the majority of
which can be visited. To
avoid missing objects or
walking round in circles,

giant  stalactite fell,
blocking his way back.
He can beam his way
back, using his back-
pack, but this is only
possible four times. Ei-
ther he must find the key
which will allow him to
pass the stalactite, or he
must be very careful
which animals he stores
in his backpack. Some
will kill each other, some
will kill themselves, and
some will simply die.
Produced for the 48K
Spectrum by Fantasy

Software, 27a St
George's Road, Chelten-

lcé! 3
Game type: Maze
Rating: 75%

Face o]

THE BACKPACKERS GUIDE TO THE UNIYERSE.

coOGLyY BIRD

ARE
GODGLY BIFDS RE
PHENOMEHALLY NASTY
BUT VERY SLEEPY .

it is necessary to map
each location. Make a
mistake, and making the
right decision is based
largely on chance, and
you will have to begin
again.

The story lines are
charming, the graphics
effective, but the games
themselves are little
more than tests of your

patience and mapping
ability.

Produced for the 48K
Spectrum by Hill Mac-
gibbon, 92 Fleet Street,
London.

Price: £7.95

Game type: Maze ad-
venture

Rating: 50%

OFTWARE projects

have launched a new,
cheap range of software
known as the Software
Super Savers. Both ad-
venture and arcade
games are included, al-
though the arcade
games predominate.

Fred’'s Fan is an ingen-
ious game in which the
balloon men float up-
wards. By rushing along
the bottom passage you
can switch fans on and
off to blow them safely
past dangerous spikes
and whirling enemies,
through the safe pas-
sages, and up to free-
dom. The gentle pace at
which the balloons move
is no guide to the speed
of the game, for you will
have to sprint from one
switch to the next in or-
der to save all your bal-
looms.

Moonlighter is an un-
impressive version of
the block-pushing game
genre. Defend yourself
against the rogue, radio-
active tennis balls by
blasting them before

they move, or pushing
boxes over them as they
move around the screen.
The key response is
slightly too slow to give
the feeling of playing at
your best, and the diffi-
culty of distinguishing
between fire and push
when using a joystick
makes this a very tricky
game.

Flip Flap is a compu-
terised version of pin-
ball. The graphics are
smooth and clear and
the score combinations
are inventive. Pinball en-
thusiasts will certainly
enjoy this. The keys,
though, are very confus-
ing. Moving the left hand
flipper of each pair with
you left hand, and the
right hand flippers with
your right hand looks
good on paper, but feels
very nasty in practice.

Software Super Savers
are produced by Soft-
ware Projects, Bear
Brand Complex, Allerton
Road, Woolton, Liver-
pool L25 7SF.

Price: £2.99



REAT were the he-
roes of Celtic lore,
and greatest of all was
the hero, Cuchulainn.
When he was but a boy
the druid Cathbhadh
prophesied that any who
took arms on a certain
day would do great
deeds, and be re-
nowned for ever, but
would be fated to be
short-lived. Cuchulainn
took arms that day, his
deeds were great, but
his fate came upon him
swiftly. Now, in Tir Na
Nog, the land of youth,
Cuchulainn faces his
greatest challenge. He
must find and unite the
four sections of the Seal
of Calum.

Great too are the pro-
grammers of Gargoyle
games, and great is the
animation they have
wrought. Through the
four views mortal watch-
ers have of the land of Tir
Na Nog can be seen the

here Cuchulainn, a char-
acter of the epic height
of 56 pixels. As he walks
the labyrinthine paths of
the land, mortals can
change both his direc-
tion, and their view.

In the records we read
of the fabled characters
animated in Valhalla
and Oracle’s Cave but,
verily, the animation of
this game doth surpass
all those of which we
know. Those who are
privileged to see the
hero’s hair blowing in
the wind, to meet the
other denizens of this
strange land and see the
range and variety of the
smoothly scrolling land-
scape will agree that
here is the animated ad-
venture in its most com-
plete form.

Pity the poor seeker
after truth who must
chart the wanderings of
the paths through the re-
gions of Badheim, of Tir

A

Clechan and Stormbase.
The seeker who must
show the undercover
ways, the customs of the
characters and the uses
and positions of the
many objects. The seek-
er who must make sense
of the ramblings of the
Bard of Sidhe, who must
face the cave wights and
the sidhe, pass by the
olecweed and uncover
the mysteries of the
standing stones of Storm-
base. Such seekers must

those essential points.
The main problem with
them is that all the mov-
ing objects on the
screen flash on and off.

| Acceptable at first, this

quickly becomes an

&l eye-straining nuisance.

ITH all the hype
and the publicity

about Eureka, there
must be few Spectrum
owners who do not yet
know that the Eureka
games have been billed
as containing ‘280K of
pure mystery”, and that
a £25,000 prize is offered
to the first person to
solve the adventures be-
fore the end of 1985.
The arcade games are
all fun, easy enough to
be played by those who
never normally touch ar-
cade games, tricky
enough to keep the ex-
perienced fighting for

The adventures are
also enjoyable. Difficult,
of course, and you will
not see even a hint of a
clue in this review. It
would not be fair, would
it? Suffice it to say that
the adventures are all set
in different time periods,
from prehistoric time, to
the medern Caribbean.
They have accompany-
ing graphics, which can
be frightening, as when
the Pterodactyl swoops
in for the kill.

Produced for the 48K
Spectrum by Domark
Ltd, 228 Munster Road,
London SW6.

Price: £14.95

Game type: Arcade and
adventure

Rating: 70%

HERE you were, in-
nocently prospect-
ing in the mine,
collecting bags of gold
and putting them in your
barrow, when things be-
gan to be much more dif-
ficult. Green with envy,
outlaws are trying to
knock you out and steal
your booty. It would be
easy to avoid them ex-
cept that the mine is
maze-like in its intricacy,
and there are pit trucks
running out of control
along many passages.
Gilligan’s Gold has
you racing against the
clock to collect your
gold and avoid the out-
laws. There are some
points in your favour.
You can leap into the pit
trucks at some points,
and thus avoid the out-
laws. You can also knock
out the outlaws by drop-
ping bags of gold on
them as they climb lad-

Bl b S RO

be pitied, but also en-
vied, for it is they who
will see the rich life of
Tir Na Nog and they who
will finally help Cuchu-
lainn to the Seal.

Those eager searchers
after truth who wish to
visit Tir Na Nog will find
it produced by Gargoyle
Games, 74 King Street,
Dudley, West Midlands.
Cost: £9.95
Game type: Adventure
Rating: 87%

ders, or by taking a pick-
axe and smashing them
over the head with it.
There are a few minor
irritations to the game.
Picking something up is
very difficult. You seize a
pick, rush towards an
outlaw with it, only to
discover the pick is still
lying on the ground and
you are defenceless.
Moving from screen to
screen does seem to
confuse the outlaws.
One minute they are fol-
lowing you along a
passage, the
next they have vanished.
Conversely, one can ap-
pear, hot on your trail, as
yOu run onto a screem.
Produced for the 48K
Spectrum by Ocean Soft-
ware Ltd, Ralli Building,
Stanley Street, Manches-
ter M3 5FD. 2
Cost: £5.90
Game type: Arcade
Rating: 55%
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NOW THERE ARE

HI-RES PROGRAMS FOR
THE 16K ZX-81

FORTY NINER

In 1849 the Great American Gold Rush started. Almost everyone who could sold
up everything and dashed to the west coast to look for this precious metal —
including you!

You must excavate this precious metal — but can you survive the giant rats and
that vicious Gremlin which will come to infest your mine? Can you trick the
snakes into leaving their comfortable nests and destroy the rats for you? Can you
keep the Gremlin at bay?

11.Cave Riches await you - but so do the hazards!

Nugget®

1 5.
1. Nu ts L Snake oot
s G\n‘::::‘a“g Rat E"l “gnake N
3,Bu

ROCKET MAN

Get rich quick by collecting Diamonds that are simply lying there waiting for you!
Oh ... I forgot to mention that there are one or two problems!

There is an expanse of shark infested water between you and the Diamonds and
a strange breed of Bubble that seems hell bent on getting you in it! Somehow
you must crossit. ...

You have a Rocket Pack to help you (a Vulture on higher levels) but you must

rush around the platforms and ladders collecting cans of fuel (legs of lamb with 3 Rocy,

the Vulture) and cursing that weird Bubble. Once you have enough fuel then it’s 4. L,d;f:'ﬂvs 87 Vf-luu: ILF,

Chocks Away! 5. Fugj C;:'s Y L;z:”-ama 12, Me:"g::,ge
Oh. .. but don't run out of fuel on the way — otherwise it's . .. SPLASH! f B"bfo;d Al

[\ ]

i

NEW-NEW-NEW-NE
Z-XTRICATOR

A long time ago, in a galaxy far, far, away a terrible war took place between two
hostile races. Any prisoners taken could not expect to live very long in the hands
of their captors. Their only hope lay with a group of valiant warriors — the
XTRICATORS — whose task it was to rescue fellow beings from the alien planet’s
surface. You are about to take on the role of such a warrior . . . .

V=[S

s

Available from all good computer shops or send
cheque/P.0O. for £5.95 (inc. P&P) to:

Software Farm,

FREEPOST (No stamp required) (BS3658),

|
|
OTY  TOTAL AMOUNT l
|
I BS82YY.
|
|
J

|

|

|

I FORTY NINER  £5.95
| ROCKET MAN £595
|
I
I
|
L

Z-XTRICATOR £5.95

Software Farm, 155 Whiteladies Road, Clifton, Bristol BS8 2RF.
Teleph (0272) 731411. Telex 444742 AFMADV G
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Poo'r Tootles is stuck in a deep
pit. What is more, enormous
concrete blocks are raining down
upon her. Luckily, sheis a resource->
ful girl and, if she is careful, and
dodges all the blocks she will be
able to use them as a ladder up
which she can climb. She can only
climb one block at a time so must
try to stop the blocks forming a
wall. Guide Tootles left using Q and
right using W.

Tootles in the pit was written for
the Spectrum by John Lonsdale of

(x+1,Y) <> 2 THEN
5 ¥,¥3 INK 63CH(H)
00 IF D+i=X AND B=Y THEN B0 T
(L+5) THEN GO T0 1

“o zg

M DAZ Tt

.-l,ﬂ

——

£

224 n
i B [ 4
3

22 1
§60

= b4
9-& -B,=T1p1 —19,-7,~3 “
8980 L2a411271127,127,

4510 BATA 2a,08,126,26,24,35,54,

3: DATA Zﬁ‘2¢.12b.88.EIEI,I-b.&E|, / +

Q }

. & ; SavE "TOOTLES: LINE
Bog9 CLS_i SAVE OTLES: bk I-'L‘Ai_

"U;;EL35%:%‘“?”u%E?g%‘NQ%EﬁELES”:

g

-u...m._:u-n




HERE’S WHAT YOU’VE
N

“The standard of the programme is far, far better than
‘we were expecting” ALAN DAIRE.

“Eureka! is superb. It’s marvellous to have computer

software of such high standard from Ian Livingstone”
CAROLE SKAIFE.

“It’s taken over my life — I only have three hours sleep a
night. I hated adventure games before this but Eureka!
is brilliant!” ANONYMOUS CALLER.

;‘Congratulations on producing such an entertaining and
stimulating package” J. GOODENOUGH.

“I would like to thank all involved for making such an

interesting game, especially the riddles”
NORMAN SCOTTER.

“Please, give me a clue to the £25,000”
CHARLES COOPER.
(Sorry, Charles)

“I hate this game. I seem to be missing all my favourite
TV shows” ADAM BOWLES. (Poor old Adam)

TELL US WHAT YOU THINK.
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S THE spider moves across the
screen you must shoot him ten
times using key 0. Avoid the webs'
which the spider fires at you as, if
you are hit three times, you will die.
You have to hit the spider ten times
before he is killed.
Spider Attack was written for the
16K ZX-81 by Michael Fear and
Garry Davenport of Cranleigh, Sur-




Personnel
files follow —
yours to
command —
CAPTAN ENGINEERING OFFICER enaweeRmGorFcer | well almost...

Dependabls, Couragecus — | Physically Sirong, Low (0. Wi, Ambitous, Cynica,Rebelious,
Excelent Laager. Potentaly Aetallous Athorative, Resourcetul Unirustworey, Unfiappable.
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MIND GAMES reauring, W,

qi
SPECTRUM 48K-CBM64 [ENTI oW Personality Control System ‘
£8.992

Software Group

No. 1 Golden Square, London W1R 3AB, Telephone 01-437 0626 i #&



HE missile base on the sea bed
s under your control. Fire mis-
siles, avoiding the red submarine
and mines, through the electric
grill. You have to calculate the shot
so that, when the missile passes
through the grid, it hits one of the
ships in the convoy.

Sub Sea was written for the 48K
Spectrum by Leigh Howells of
Deeping St James, Peterborough.

290 LET BF="(35%sp)NAM(sp)0(10%
5p)0(sp) AM(7*sp ) NA(&¥spIAlsp)0 (B
F5p1 00 (Z#splA(Sp) NN (16¥5p) NAD (7%
SpIN{spINAO(1Z#<p) O{sp) A (Spl N B*
SpINNAN (sp) 0D (37#sp) *

310 FOR a=0 TO LEN a$-32 STEF
T: PRINT AT 4,0; PAPER S; INK O
;af(a+l TO a+27)

320 FRINT AT 3,0; PAPER S; INK
13b%(a+1 TO a+27)

330 PRINT AT 15,283 PER 25 I
NK 7; BRIGHT 13G6R: IF LI <> 3 TH
EN PRINT ; AT 18,28+(L1); PAPER

B0 TO 0710
INK 2; PAP

3 PAPER 130
IF INKEY#
LET x=x+1
IF  INKEY$
LET
THEN LET

400 IF X <=0 THEN LET )
410 IF RND <.05 THEN LET BOAT
=1
420 IF RND >.B5 THEN PRINT A
T RND ¥S+10, RND #26; INK 33 FA
PER 53
430 IF RND >.98 THEN PRINT A
T RND ¥5+10, RND #2363 FLASH 13
INK 43 PAPER 5;"x"
440 PRINT AT 17,MX; INK
S ‘5 AT 16,MX+

450 BORDER IF GR >= 19 THEN
G0 TO 0710

450 IF BOAT=1 THEN PRINT
yBO; PAPER ¢ NE 43 CCL
5,B0; "

LET MX=Mx+
FAFER 53 I

2y 41
PRINT




FOR F=12 TO 15:
NEXT F: PRINT

1: FLASH O: BRIGHT O:
PRINT AT 9,17 C

1; PAPER S;
~1- FOR BRIEFINB
INK 13 PAPER 5; BRIG
YWRITTEN BY L.HOWEL

1060 PRINT INK
HT 13 AT 16,28;"H

500 IF MX = 21 THEN LET MX=21

O THEN LET M

S10 IF MX <=

IN 31=2
FOR F
AT F,0

520 IF INKEY$ ="A" OR
4 AND W30 THEN LET W=bi-1:
¢ TO 10 STEF —1: PRINT
FAPER 53

: RANDOMIZE USR 4

THEN

FRINT AT 8,6

1 THEN IF INKEYS
@Y OR IN 3i=14 THEN RANDOMIZ
UsSR 42 GO SUB 0640

560 IF FIRED=1 THEN PRINT AT
MIS,X+1; PAPER S; INk M1 PRI
NT AT MIS+1,X+1; INK S;"(ig8)"

IF FIRED=1 THEN LET MIS=MI
S-1: BEEF .007,MIS-20
580 IF ATTR (MIS,X+1)=42 THEN
BO SUB 0&80: PRINT AT 2,2
ASH 13 OVER 1 BRIGHT 13" (
“: RANDOMIZE USR 4250t
IE USR 42523: LET LI=LI-1:
UB 12B0: FAUSE 100: FRINT AT 2,
28; FLASH O; DVER 1;" ":
500
590 IF ATTR
LET W=W+1:

S70

(MI1S,X+1)=172 THEN
PRINT AT MIS,X+1;
PAPER 53 INK S *: FOR F=20 TO
BEEF .007,F: NEXT F
IF AR (NS, X1 =23

116, % +1) =44 THEN
ANDUMIZE  USR 42
i RANDOM

SO0 RANDOM
USR
LET
S K1)
R1GH
PRINT
G THEM

3 SCREEN® (MIS,%+1) ¢
Y OAND  ATTR (MIS,X+1) <> 44 THEN
? 425001 RANDOMI g:

PRINT AT
ASH (1g8
GR=GBR+1: T

NEXT az

a50 NEXT GO TO 0710

660 LET MIS=18: FRINT AT MIS, X

+1; PAPER S3 INK 0; t

LET FIRED=1

470 RETURM

680 RANDOMIZE  USR 42500: FUR F
TO S: PRINT AT MIS+1,X+1; FA

ar “IITY
1,%+1

MIS+1,X%

nis, x

&0 LET LET MIS=19: LE

T E=0: RETURN

700 RANDOMIZE USR 4250
AT MIS+1,%+1; PARPER &3
FOR F=1 TD 100: MEXT F: FRIN
AT MIS+1,X+1; PAPER S5; INK S
: LET M
RANDOMIZE U
£ THEN FRINT A
T PAPER O3 FLASH 1;"GAME O

REM ###HIT MISH&k##%as
720 IF GR »= 19 THEN LET A$="W
ORDS FAIL ME.."

IF BRCI THEN LET A$="CAEBA
EATURES"
740 IF BR<6 THEN IF BR >= 3 TH
EN LET A: 60 BACK TO SLEEP™
750 IF BR<Y THEN IF BR >= & TH
EN LET A#="PRETTY FEEBLE"
760 IF BR<12 THEN IF GR >= 9 T
HEN LET AF="NOT BAD AT ALL
770 IF BRZ1S THEN IF GR 12
THEN LET AT="AMAZING- W O w-*”
780 IF GR THEN IF BR<19
TUEN LET AF="FANTASTLC-W O bt o
T 0,33 INK S3 FAFER
0 PRINT AT 0,33 INK 73 PAPER
TO 18: PRINT AT F,
NEX
AT 0,273 "MIS! AT 1

PRIN

30 FOR F=18 TO 1
F NEXT

STEP -
T PAPER 1; AT 1 L

F
B840 FOR F=24 TO
FLOT 218, DRAMW 5,
W%: NEXT F
FOR F=24

28+ (18-GR)*7) :
DRAW  INK

TO 24+ ((GR)#7): PL

DRAW 5,0: DRAW [INK S;
F
GO SUB 0900
IF BROHIBR THEM LET HIGR=G
B850 RANDOMIZE USR 42500: POKE
2506,4: IF LI=0 THEN GO TO 130
890 LET T=T+.5: LET BR=0: LET R
=0: GO TO
900 RESTORE 0900: FOR F=1 TO 29
READ A,B: BEEP A,B-12: NEXT F

510 RETURN
920 DATA .530,.15:7:15,0,:15,7
215,74+ 15,04415,7 215,72 15,0y
E AR

930 DATA .5,0,.15,7,.15,0,.15,7
e e R T
VS,18,.5,12,.5,11,1,7,1,0

1577
940 REM /////TITLE SCREEN/////

950 FOR F=0 TO 10:
ND %1742, RND ¥26;
NEXT F
960 FLASH 1: BRIGHT 1: PAPER 2:
FOR F=4 TO 1& STEF 5: FR
“FEFF": NEXT F

TO 15 STEP 2
=6 TO 10: PRINT AT B,F
T G: NEXT F

980 FOR F=7 TO 107

FRINT AT R
INK 3; PAPER

FRINT AT F,

IGR
1070 RESTDRE 1070: FOR F=0 TO 47
READ A: BEEF .
1080 IF  INKEY$ 13 OR IN
& THEN BO SUB 1110: BEEP
6O TB 150

1090 IF INKEVE ="1" OR 1IN 3

4 THEN 60 SUB 1110: B0 SUB 1180

1100 NEXT F: LET B=B+2: GO TO 10

1110 FOR F T0 21 PRINT AT F,

03 INK (27%igB)": BEEP .007,F

: NEXT F: RETORN

1120 DATA —1,11,—6,5,=2,10,11,~
1130 DATA —1,11,-6,6,-2,10,~6,4
1140 DATA —3,9,-6,6,-2,10,11,~1
150.DATA =3,9,-6,6,-2,10,-6,6

1160 DATA -5,7,-! 2,10, 31~

1170 DATA =5,7,-5,7,-2,10,11,=
1180 PAFER S: INK 1: PRINT AT 4

1;"SUB IF SUE IS HIT,FLASHES"

INK 1: PRINT AT 2
FLASH 1;"BRIEFING"

1190 PAPER 51
,83 BRIGHT 1;

1200 PRINT
HIT ,FLASHES"
1210 PFINT

AT S,13"MNE IF MINE

AT *7 1;"LVS BASES RE
ZAF ZAFS LEFT"

;' i) 'CNV ND«

3 AT OF CONVDYS LEF

T."3 AT B,13"HIT NO. SHIPS HIT."
PRINT AT 11,1

T P=RIGHT"; AT 12,7;

AT 13

13 "KEMPSTON JO
"UP AND FIRE=Z

3 "KCCCL!
AT 18, 1; "DEADLY
2408

INK 334E";
FLASH 13 IN

1:" EXTRA

: BEEP .15,7: BEEP
15,7: BEEF 1,7: BE
.5,7: BEEP 1,01 R

SAVE "SUB SEA" LINE 1
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LICKED

Youle got it 1

IR PROGRAMS January 1985

ACH month we pub-

lish your hints and
tips. These can be either
programming sugges-
tions or help with par-
ticular programs. We
pay £2 for each letter
published. Send your
suggestions to: GOT IT
LICKED, Sinclair Pro-
grams, 67 Clerkenwell
Road, London, ECIR
5BH.

I AM replying to the let-
ter published in the No-
vember issue concern-
ing Urban Upstart.

I have completed Ur-
ban Upstart several
times and have found
that if you get stuck in
the cell you need to go
to the Police Sergeant’s
desk and type WAIT.
You continue waiting un-
til the telephone rings
and the Sergeant pops
out to answer it. As he
does so you automatical-
ly go out of the police
station, Then; to com-
plete the adventure, you
need the following
things: red tape, book, a
fiver, official papers,
small key and a flying
suit.

Please remember to
read the book before
taking off or you may
have a nasty accident.

S Jay, aged 14,
Bristol.

RE Urban Upstart (C P
Ball), I offer the following
advice.

You will only be arrest-
ed ift
1. You are not wearing
dungarees in the street
(indecent exposure).
2. You examine cars, lor-

ries or vans (loitering
with intent).

If you do find yourself
in jail then go to the ser-
geant, wearing dunga-
rees and carrying the hat
if you have removed it
from the wasteland.
Type WAIT. After an in-
terval it may be neces-
sary to type WAIT again.

Beware. There are 23
items. The additional
one must be given up to
escape with 22 points.

E Smith,

Brentford, Middlesex.

I AM writing with regard
to C P Ball's letter in the
November 1984 issue
about the game Urban
Upstart. To escape from
prison you must first take
a can of beer out of the
fridge while you are in
the kitchen. While in
prison drink the beer
and you will find you are
taken to hospital.

Craig Carter,
Leeds, West Yorkshire.
® Many thanks to all the
readers who have writ-
ten concerning the
game Urban Upstart.

IN ORDER to make a
buzzing sound with your
ZX-81, use RAND USR
821 to 829. This works by
using the SAVE routine,
as this short program will
demonstrate:
10 FOR A=821 TO 829
20 RAND USR A
30 NEXT A
40 GOTO 10

A small tip, if your tele-
vision has a separate
tone control, turn this full
up but not the volume.
You will then be able to
hear much better. This

will also make the ZX-81 .
give out sounds while

you are playing games.
This also works for
POKEs, for example:

POKE USR 1,1 which will
give a Thigh-pitched
screech.
J Brcher, aged 14,
Southampton, Hants.

EEEENI
I PURCHASED Rocket
Man from Software Farm
several weeks after its
release. Within a week I
had passed through all
six screens and started
back on screen one. I

have now passed
through all six screens
over fifteen times,

achieving a high score of
1,019,796. The ' program
crashed before I fin-
ished because I had
over 30 lives.

I'have discovered that
if POKE 23698,0 is en-
tered, the fourth dia-
mond does not need to
be collected.

M Pleasance
Brampton.

I BOUGHT Jet Set Willy
last month, and I have
already found a lot of
useful POKEs. For in-
stance:

MERGE the first part
(called Jetset) and then
NEW. Then ENTER:

10 CLEAR 32767: LOAD
”” CODE

20 FOR A=43780 TO
45823: POKE A,O: NEXT
A

30 FOR A=46080 TO
49151: POKE A,O: NEXT

A
40 POKE 36477,1
50 RANDOMIZE USR
33792
Now RUN

This will eliminate all
moving objects, allow
you to jump from room to
room, let you fall from
any height, clear the at-
tic bug, suck you up
walls as if in a lift and, of
course, give you infinite
lives.

If you want to get
sucked up a wall, stand
beneath it and press
jump. This takes getting
used to, and does not
work on all walls. In the
nightmare room, as soon
as you get in, move left
and jump to get the
single, high-up object.
Leave straight away as
there is nothing else
there.

Alex Kruczkowski,

Nottingham.

® Of course, if you enter

PRINT “YOU HAVE JUST

FINISHED JET SET WIL-

LY”, you can avoid all
this trouble.

HERE is a note for all Jet
Set Willy fans. To skip
stages you have to go
into - ther first landing
room, jump through the
ladder and press keys
WRITETYPER. Then
press any -number key
with key 9. Example:
keys 9 and 8 will take
you to the off-licence.

To skip stages on
Manic Miner, press’en-
ter to play the game,
then press 6031769 fol-
lowed by any key with 6.
Keys 6 and 1, for
example, will take you to
the cold room.

Kevin Gale, aged 11,

Sandy, Bedfordshire.




SINCLAIR PROGRAMS January 1985

HE easiest part of program-
ming is learning to print char-

acters on the screen. Simple
PRINT statements, though, will
not produce many games. To pro-
gram most good games it is nec-
essary to have your character
move around the screen.

Professional programmers, of
course, are able to produce
large, flicker-free graphics, using
machine code routines. These
are complex, and can take weeks
or months to perfect. Luckily, it is
not always necessary to program
such complicated routines, Sim-
ple Basic statements will produce
clear, trouble-free movement
with a little thought.

Print a character on the screen,
for example: a
100 PRINT AT 2,2;"0"
In order to make your "0’ move,
it is necessary to amend the
above line a little:
80 LET X=2
90 LET Y=2
100 PRINT AT X,Y;"O"
The effect is the same, but the
introduction of the variables X
and Y makes line 100 much more
flexible. Line 100 will always
PRINT the O at co-crdinates X
and Y, but the values of X and Y
can easily be altered.

Add lines
110 LET ¥=Y+1
120 GOTO 100
The position of the O will now
change much more easily than it

would have done if you had en-
tered a series of PRINT state-
ments. It can also be changed
much more quickly. Try chang-
ing line 110 to alter the value of X,
or to let Y increase by a larger
amount each time.

Despite the speed of printing
there is, as yet, no illusion of
movement. This can be changed
by inserting a space just before
the O on line 100:

100 PRINT AT X,Y:* O"

Your O will now streak across the
screen, to end with an error code
as the computer tries to print it
off-screen.

Very simple movement but, as
yet, nothing for a player to con-
trol. Control can be introduced
by using the INKEY$ statement.
Replace lines 110 and 120 with:
110 IF INKEY$="5" THEN LET

Y=Y-1
120 IF INKEY$="8" THEN LET
Y=Y+1
130 IF INKEY$="6" THEN LET
X=X+1
140 IF INKEY$="7" THEN LET
X=X-1
150 GOTO 100
Suddenly the O is under your
control, and can be moved by
pressing the cursor keys 5 to 8.
Each time you press a key, the
value of X or Y will be changed
and so, next time the O is printed,
it will appear in a different place.
Tidy up these lines, and avoid
the problem of trying to print off
screen by replacing lines 110 to
140 with the following two lines
which serve the same purpose,
but are slightly less easy to un-
derstand:
110 LET Y=Y+(INKEY$=*8"
AND Y <27)-(INKEY$="5" AND

Y>0)
120 LET X=X+(NKEY$="6"
AND X<20)-(INKEY$="T" AND
X>0)

Running with this version will
give you an O which runs to the
right, and leaves a trail behind it
in all other directions. Experi-
ment to make it run in all direc-
tions without leaving a trail, and
then to run in all directions leav-
ing a trail behind. Try using two
characters instead of a single

“0", or producing a horizontal
line as you move across the
screen, and a vertical line as you
move up and down.

Addition of a few more lines
develops the rudiments of move- °
ment into a simple hurkle game.
A and B are the co-ordinates of
the invisible hurkle. Line 10
counts how many turns you have
had, and line 11 checks whether
or not you have found the hurkle.

\

N gives the number of turns
which have been had. Note how
the space has been removed
from line 6 in order to mark
where you have been.

1 LET N=0

2 LET A=INT (RND*28)

3 LET B=INT (RND*21)

4 LET X=2

S LET Y=2

6 PRINT AT X,Y;0”

7 LET Y=Y +(INKEY$="8" AND
Y <27)- (INKEY$='‘5" AND Y >0)
8 LET X=X +(INKEY$="6" AND
X <20)—(INKEY$="T" AND X>0)
9 PAUSE 4E4

10 LET N=N+1

11 IF Y=A AND X=B THEN GO-
SUB 1000

12 GOTO 6

13 CLS: PRINT “WELL DONE,
YOU TOOK ‘“:N;” TURNS”

Turn over for Beginners' programs




HE CUE ball appears on the

table together with a hole into
which the ball must be played.
Enter the force at which you wish
the cue to hit the cue ball. The
higher the entry, the farther the
cue ball will travel.

Pot the Ball was written for the

16K Spectrum by Philip Tod-
hunter, aged 14, of Whitehaven,
Cumbria.
This game uses special graphics
characters and you should turn to
page five to find out how to enter
them. Take care, especially with
the underlined letters A and B.
These are not ordinary capitals,
as they must be entered by press-
ing a and b in graphics mode.

A variable is the name given to
a location in memory used by a
program to store information. As
the value of a variable changes
when a program is RUN, so the
contents of the memory location
are altered. A list of the important
variables follows, which will help
you to understand how Pot the
Ball works.
SC: holds your score
P: force used to strike the ball
Q: start position of the ball
R: position of pocket
graphic a: user defined graphic
for ball
graphic b: user defined graphic
for pocket
T: number of warm-up cue

strokes’
I: position of moving ball

LINE NUMBERS
5-80: Print score (you are
given a five point start)
and draw the table ex-
cluding the pocket.
100-165: Print title and play tune
(data giving the pitch
and duration of the notes
are contained in line
1000).
Sets the start position of
the ball. As the ball can
only travel from right to
left across the screen
(along row 11 down the

BALL

screen), it is only neces-
sary to set the column
number 28. Position of
the pocket along the line
of travel is randomly se-
lected as a number be-
tween 0 and 27.
Reads the data for the
user defined graphics
which is held in lines
1010 for the ball and 1020
for the pocket. The data
is in decimal format.
Such numbers are easier
to enter than the BINary
format explained in
chapter 14 of the manual.
This  information is
- POKEd into the 16 bytes
representing graphics
characters A and B.
80-190: Print ball and pocket.
200-202: Request player to enter
strength of cue stroke.
205-250: Draw cue strokes as al-
ternative one and two
character lengths of
graphic 3.
260-282: Draw ball at each char-
acter position from start
to end of travel (29-P),

170:
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5 LET sc=5
10 REM Sereen

30 LET a=0
50 FOR b=5 TO 15
40 PRINT AT 0,233 "SCORE ";sc
70 PRINT AT b,a; INK 4;"(32*i
)" e
75 PRINT AT S,a3 INK 2; PAPER
73 (32%ig3)"
77 PRINT AT 15,a3 INK 23 FAFE
R 73" (32%g3)"
80 D
100 PRINT AT 0,7; INK O

Brsp:3*¥igBisp:3*ig

8)
3%igB:sprig

B:sprigB:sp:igBisprigBisp:iga) "

@

erasing each ball after a
pause.
If the ball is in pocket
these lines make a noise,
re-draw  pocket, in-
crease and print score.
If the ball is not in the
pocket, ball and pocket
are redrawn, a noise is
produced, and the score
is reduced by one and
printed.
If the score is zero, then
PRINT “"GAME OVER"”
and return to start. If the
score is not zero, then
return for the next shot.

285-281.

292-293:

294-295:

130 PRINT AT 3,7;"(ig8:3%spiig
B:gd:igBisprigh: ga igBispriga) "

140 PRINT AT 4,73"(igB:3¥sp:3x
igH:s; :SQIQB'SD‘J“I
152 RESTORE A
155 FOR N=1 TO 10
140 READ A,B: HEEF A,B
165 NEXT N
170 LET @=29: LET R= INT ( RND
*28)
175 FOR N= USR "A" TO USR "“B"+
7: READ B: FOKE N,B: NEXT N
180 PRINT AT 10,@; INK 7; PAPE
R 43 A"
190 PRINT AT 10,R; INK 03 PAFPE
R 4;'B"
200 INPUT “WHAT FORCE 7 1 TO 28
P
202 IF P>28 THEN B0 TO 200
205 FOR T0 4
210 PRINT AT 10,303 PAPER 4; I
NK &;"(2%g3) "z PAUSE 10
230 PRINT AT 10,30; PAPER 4;"
"; PAPER 4; INK &;"(g3)": PAUSE
10 R
235 NEXT T
240 PAUSE 20
250 FRINT T 10,303 PAPER 43 1
NK &3"
-P. STEF: =1
FAFER 4; IN
AT 10,13 PAPER 43" "
285 IF I=R THEN PRINT AT 10,R
PAPER 4;"B": BEEF .5,20

1

287 FRINT AT 0,29;sc
IF T <> R THEN PRINT AT t
INK O3 FAFER 4;"B": INT
10,13 INK "AFER 43 "A": BEE
F -1 o
AT 0,29;sc
HEN FRINT AT 10,
AME OVER': PAUSE 0

CLS : GO 70 S
295 PAUSE 0: CLS :
1000 DATA .1,0
25,6,

GO TO 10

25,0,.
7
1010 DATA 40,126,255
+126,60

1020 DATA 0,0,0,0,0,125,255,126

. 255,255,255

1030 60 TD 10

To reach your bank you have to
cross a dangerous road, dodg-
ing the trucks and lorries. If you
manage to cross without being hit
you can collect your money from
the counter. The only drawback is
that you can only collect one pound
on each trip, so several journeys
have to be made before a reason-
able amount of money is collected.

The Crossing was written for the
1K ZX-81 by Kieran Mayo of Bally-
mena, Co Antrim.




he object of the game is to
score a basket by throwing the
ball into the net. Guide your man,
across the screen using keys 7 and
8. When you think he is in the right

~—/ spot press O to have a shot at the

basket.

Basket Ball was written for
the 16K ZX-81 by Allan Beck of
Knightswood, Glasgow.

THEN

pray as many flies as possible
with your aerosol can before
you run out of squirts. When all the

THEN LET =

m=4 THEM
THEN

THEN
7 THEN

GO TO 280
o

AT =,C

L e 3y dip
PRINT AT O

rse SCORE=
NEXT c: FRINT

inve

+0" THEN LET &

Fly-spray has been used you are
given a score and told how many
flies you managed to eliminate. Use
keys 6, 7 and 0 to play.

Written for the 16K Spectrum by
Gaynor Fletcher of Ilam, Manches-

flies killed
1* for replay

re .0 70 BO
tF z=1 THEN GO 10 B

28,90, 126, 126,90, 24

700 DRATA

4 on,127,128,124,255,12
210 DATA 124,127,124

% 9,189,1
q'mm'z:ﬁ;a 189,189, 189,187,187, B
720 D 5

LET




1 REM STOPPIT

2 PRINT “The object of the ga
me is to stop the cursor at t
he arrow for fifety points"

10 PRINT AT 10, ‘@ STOPPIT B
¥ KEVIN WILSION 1984"

15 INFUT “Fress ENTER to play"

sa$
16 IF a#="p" OR ag="F" THEN &
o0 TO

20 PAUSE 10: LET sc=50

39 FOR h=0 TD 7

40 READ b: POKE USR "b"+h,b:
NEXT h

42 DATA 0,126,1
126,0

6,126,126,126,

TO 31
k=0 TO 31

BORDER 2: PAPER 7: INK 1
PRINT AT 1,k;"BEBBEBBEBEEE
BEEEEBEBE!

AND n=18 TH
"GOOD": P

TD 9996
AND 0 <> 17
—1

{ARD LUCK FIN

LET n=1

) THEN FRINT A
PRINT AT 3,0;"

GOOD"

IF ®sc. = THEN PRINT
VERY GOOD
sc = 1500 THEM PRINT

THEM PRINT

GO TO 100

c=sc+50:

By 4
LASEs
YOU 1 gee R CYCL g
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The uitimate
development from

Designed exclusively for the ZX

Spectrum, Protocol 4 brings you game

control customising in a way that no other

interface does. It can accept all commercially

standard joysticks, including the Quickshot Il with

‘rapid fire’ or Trackball controllers, and is compatible with

ALL Spectrum software. OPERATES LIKE FIXED

OPTION INTERFACES OR CAN BE FULLY HARDWARE PROGRAMMED

The flexibility of Protocol 4 control is achieved by a specially
designed ‘CustomCard’ system. CustomCards are easily
programmed to suit all types of games.

Simply clip in a programmed card for immediate customised
control. You can even change or reprogram the cards without
affecting the game in the computer so that you can get exactly
the responses you want. With the addition of extra cards you can
build up awhole library of ‘CustomCards' for all your favourite
games.

Utilising Hardware Programmed technology you have the benefit
of automatic eight direction control, no power-down
programming loss, guaranteed conflict-free operation with other
peripherals, including microdrives, and no extra software to load
or awkward joystick movements and key presses to make each

time you load another game.
The keyboard remains fully
operative at all times.

Itis also perfectly possible to connect up to five Protocol 4's on
one Spectrum, each programmed separately, for multiple player
control — only possible with the hardware programmed design.

Incorporated into the design is a computer Reset button for
clearing the computer memory between games without pulling
the power plug out.

Fully guaranteed for 18 months, Protocol 4 comes supplied with
five CustomCards, ten Quick Reference Programming Cards
and complete instructions.




PROGRAMMABLE

“INTEI
INTERFACE i

RomsLoT

PROGRAMMABLE INTERFACE

As the first fully hardware programmed joystick interface, this product
has become well established over the past year and will accept ALL
standard joysticks or trackballs, including Quickshot Il with ‘rapid fire',
for use with ALL Spectrum or ZX81 software — not just those with a
joystick option.

* No Software programming required.

* Programming is notlost when poweris disconnected between games.

* Eight way movement — with or without the fire button pressed — only
requires setting of the four normal directions.

* Compatibility is guaranteed with ALL key reading techniques —

machine code or BASIC.

* Several interfaces can be separately programmed and

fitted to one computer for multiple player games.

Keyboard operation is totally unaffected by this interface,

as with all AGF add-ons, and will never conflict with any

other device fitted at the same time.

Twelve months guarantee, key programming information

and a pack of Quick Reference Cards, to speed up

setting of the clips, are supplied with

fullinstructions.

INTERFACEII

The AGF Interface |l represents the best low cost introduction
to joystick control.

The ‘AGF’ control standard is now offered by over 100 games or
utility programs for use with any joystick or trackball.

Any game which is controlled by the cursor movement keys (5,6,7,8) or
has a Protek option is also compatible with Interface II.

Arear connector allows other peripherals to be connected at the

same time.

This product is available for either the Spectrum or ZX81, is supplied with
fullinstructions, a 12 month guarantee, and a 12'4,% discount voucher
against further AGF mail-order purchases.

[ PRICE

| AGF Protocol 4. ..£2095+¢1.00psp L[]
AGF Programmable Interface. £24.95+£1.00p&p L[]

| AGFRomSlot.... .. £ 995+€050p8p O
AGF Interfacell .. £ 995+050p&p [

| Quickshot Il Joystick £10.50+£0.50p8p L[]
Quickshot Joystick . £ 795+€050p&p L]

I Extra‘CustomCards’. ............. ..E 3.95inc. p&p (]
(5 per pack)

[ ExtraQuick Reference. ................ £ 0.65inc. p&p a
Programming Cards (10 per pack)

| SPECIFY COMPUTER

|

TICK BOX OPPOSITE REQUIRED ITEM

There’s nowhere eilse togo ¢}

avicksHor
Sy QUICKSHOT

ROMSLOT

The new AGF RomSlot is designed for anyone
who already owns a programmable joystick interface, or prefers to use
the keyboard to control games, and would like to add the facility of ROM
cartridge software to their system.

RomSlot will accept the Sinclair range of instant loading games and will
also be compatible with the new releases from Parker Software —
exciting new games only to be available in ROM format.

This system allows instant play. Your computer memory size is not
important and you will be able to play games that could ordinarily
require more RAM.

RomSlotincorporates an extra feature called ‘Restart. This allows you
toinstantly restartthe ROM game.

RomSlot is guaranteed for 12 months and has a full width expansion
connector to accept joystick interfaces, speed units and printers etc.

QUICKSHOT

The Quickshot joystick is an excellent value game controller
incorporating suction cups for sure-footed precision with a comfortably
contoured handle offering a convenient top firing button as well as one
on the base.

QUICKSHOT I

Quickshot Il has improved styling with a trigger type firing button as well
as the top firing action, with a broader base for greater suction stability.

Italso has a unigue Auto-Fire' facility which at the flick of a switch
provides a constant rapid firing action simulating a fast trigger finger.

| enclose cheque for
(total for items required)

MyName . ..
Address

Send to: AGF Hardware, 26 Van Gogh Place, Bognor Regis,

West Sussex, PO22 9BY.
,—

(0243) 823337
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URMOIL is quite simply a
game in which you have to
help Mic the Mechanic to steal oil
from the Arabs' oil refinery in
order to build a car. This is not as
easy as it sounds as you are
chased by the Arabs who are in-
censed at the thought of their oil
being stolen.

At the beginning of the game
players have a quick view of all
26 stages if they do not choose to
start playing or to sample the
training mode. I am glad to see
that the author retains some sym-
pathy for the player and allows
Mic the Mechanic to fall from any
height without meeting with
death. Unless, of course, he col-
lides with an Arab in mid-flight. It
also makes a change not to have
to watch a time and fuel limit as
_you can devote more concentra-
tion to the game. For those of you
who feel a sense of achievement
whenever a high score is ob-
tained you can collect the tools
that appear at intervals and return
them to the shed at the bottom of
the screen.

I chose to ignore the tools and
aimed to fill my oil can with five
drops of oil. Once the oil was
collected I poured it through a
agrid and watched my car grow.
We all know it takes six drops of
oil to build a car so I was com-
pelled to risk life and limb once
again by returning to the refinery
for a refill. At this point it is best to
collect another five drops of oil as
the extra drops can be spilt in
front of the Arabs when the going
gets hot. The pursuing Arab, and
his skirts, are consequently sent
flying and you can then finish
building your car.

After playing the game for a
very long time I was determined
to surpass myself and send the
car off to the fourth screen,
screen D. I had completed the
first three levels numerous times
and finally managed to access
screen D. It was not long, how-
ever, before I was whacked on
the head by an angry Arab wield-

RM O

ing a lethal weapon. The last of
my five lives was gone and [ was
back to the beginning. Feeling
dejected, I sat for five minutes
debating whether or not to pull
the plug. All thoughts of saving
my sanity were soon abandoned
when I pressed the START key
and headed for another bout.
Through screen A&, and then B
with the help of the rope and then
on to screen C and the moving
platforms.

All three screens were nearly
as difficult as the first time I
played Turmoil which shows that
the game will still be playable
should all 26 screens be complet-
ed, and not discarded to a drawer
marked ‘Conquered’.

I moved on to screen D with
three lives to hand and rather fan-
cying my chances of completing
the level. Success at last, and I
was on to screen E and then F. At
this point I decided to give the
game a rest.

The next time I played I was
lucky enough to have a review-
er's copy which allowed me to
practise on all the levels. Moving

platforms, disappearing walls,
lifts, lift shafts, ropes and convey-
or belts were rife. I found some
screens harder than those follow-
ing them and at times could not
work out how to drop the oil onto
the grid. The refinery, jug and
grid were often difficult to reach
and these points combined with
the obstacles added up to make
the game more challenging. As
you complete each harder level
you get a different car so you are
able to work up from Mini and
Volkswagen to a flash sports car.

The playing keys are easy to
master and the game can also be
controlled via a joystick. The ani-
mation and graphics are good al-
though there do appear to be a
couple of problems. You can
often walk up ladders when not
properly positioned and on the
screens where a rope is involved
it is possible to stand in mid-air
whilst waiting for the rope. Obvi-
ously a fault but it makes for easi-
er playing.

Anyway, there's no point cry-
ing over spilt oil, as they say, oil's
well that ends well.
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June Mortimer travelled
to Manchester to meet
David Turner,
programmeyr of Turmoil.

David is currently one of Man-
chester’'s 60,000 students. He
shares a flat with eight others in

Sadadadada

Fo |
e

the students’ residences.

“My studies aren’t directly con-
nected with my computing inter-
ests but they join up somewhere
along the line. I'm actually doing
a three year course in electronics
at UMIST (University of Manches-
ter Institute of Science and Tech-
nology). I don't really know what
I want to do at the end of the
course but it's something in com-
puting, maybe programming or
hardware, [ can’t say yet.”

Is Turmoil your first major pro-

gram? “No, ] had a game pub-
lished by dk'tronics last year
called Galactians, but I decided
for one reason and another to see
if I could get Turmoil accepted
by a different software house. [
sent the game to Bug-Byte and
they sent it back saying they
would be interested if I made
some modifications. I had to
change the keys and add some
background music. Bug-Byte fi-
nally accepted the game after [
had sent it in five times."”

‘Were you influenced by Manic
Miner whilst writing Turmoil? “I
started writing Turmoil shortly
after finishing Galactians which
was about a year ago. I hadn't
seen Manic Miner and was really
influenced by the arcade games
Kong and Popeye. In all it took
me about nine months to com-
plete Turmoil.”

Where did the idea for Turmoil
originate? “A friend worked in a
garage which was taken over by
Arabs and that's quite simply
where the idea came from.” Did
you have any help with the
sound, graphics or machine
code? “No, as I said the idea
originally started with the garage
but all the programming was
done by me. Bug-Byte gave me
the title as Turmoil was originally
called Pit-stop, a title that they
felt immediately conjured up vi-
sions of a car racing game.’’ Have
you been asked by Bug-Byte to
convert Turmoil for any other ma-
chines? “I'm not committed to
Bug-Byte in any way. They
haven't asked me to convert Tur-
moil for any other computers.
They've left me to get on with
what I want to do.” In between
studying, homework and indulg-
ing in Manchester night life David
is working on an arcade adven-
ture.

David's computing career start-
ed at school where he joined the
computer club and was able to
use a PET. “Then I saw the advert
for the ZX-81 and things went on
from there. I upgraded to a Spec-
trum eventually and have stuck
with it.” David had his first pro-
gram published when he was 17.
Now at 18 he has had two games
accepted by leading software
houses. Who knows, maybe this
time next year, the arcade adven-
ture will be finished and David
will have another game to his
credit.

AN




SPECTRUM’S ADVANCED KEYBOARD

The LO>>PROFILE professional keyboard is the ultimate
upgrade for your Spectrum. By replacing its existing keyboard
with a high quality LO>=>PROFILE, you give this world-
beating computer the keyboard it deserves,

The LO>>PROFILE is a full size QWERTY keyboard with
full-travel positive-action keys for super-fast entry of programs
and data. Presented in an ultra-modern and robust enclosure,
the LO>>PROFILE is elegantly styled and is inclined
forwards for convenient operation.

O=>>PRO
ANCED ME]

¢omputer| —board J

J |

/[FROM
tting ng Spi [—into——the
ROFILE yboard [is easy. [All you|need is| a
}écrewdriv’er to _segure the [board onto the éxa.se of the
/keyboard enclosufe using rn.he mountings pr?v‘ided. e
OFILE i cormpatable with all Spectrur] add-ons,

Featuring a full size space bar with dedicated numeric and
curser keypad the LO>>PROFILE increases the number of
keys from 40 to 53. A combination of clearly labelled,
sculptured and height-adjusted keys aids the advance to
fault-free touch-typing.

Advanced Memory Systems have established an excellent
reputation for product reliability and prompt delivery. This
product has been tested to an impressive 20,000,000
depressions per key and AMS offer a full one year guarantee.

50 p&p (VAT inclusive )

plus £2.

E'PROFESS
ORY SYSTE g

If ndt available from orle of our 200+ dealers then fill in me\

coupon and we will send you a I PROFILE with our full
money-back guarantée. Or phone 0925602690

62907 for instant Access ?r Visa orders. \ \

e

Please send N >2>Profile Keyboard at £49.95

£2.50 p&p (VAT in

I enclose a cheque/PO for £

Card No

EEEE ]

... or debit my credit card.

Barclaycard

| P ——— |
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PROGRAM TUTOR

Getting more from
your prmt statements

F YOU have ever wondered

how to program your Spectrum
to switch output from TV screen
to printer and vice versa, then this
article is for you.

A typical example of the kind of
situation where you might re-
quire an optional switch is in the
printing of instructions. With a
printer connected, users of your
program might prefer to have a
hard copy of instructions, al-
though you must also provide for
screen printing. Your manual

would have you believe that the
only solution is to write separate
subroutines, identical in all re-
spects except that one set use
PRINT and the other LPRINT. Mi-
crodrive owners, however, will
have become acquainted with
File Devices and streams, and it is
these concepts which open up
more possibilities for the PRINT
statement.

A file device is any piece of
hardware attached to your Spec-
trum. Peripheral is an equivalent
term. This might be TV screen,
printer, cassette or microdrive.

You might also be surprised to
learn that the keyboard is a per-
ipheral in the sense that it is an
input device which is peripheral
to the brain or CPU (central pro-
cessing unit) of your machine.

A stream is simply an integer
between 0 and 15 which tells the
computer which file device to
use each time the CPU receives

an 1/O (input or output) instruc-
tion. In other words, this is an
identification number to earmark
where data is coming from or go-
ing to (though not to be confused
with labels identifying the hard-
ware; these will be explained lat-
er).

We shall confine ourselves for
the moment to just the screen and
printer for the purpose of examin-
ing the PRINT statement. The de-
fault stream numbers (those
which are automatically recog-
nised by the ROM on power-up)
are:

Screen: default stream no.=2
Printer: default stream no.=3

So, to switch from screen to
printer and vice versa, all that is
required is to switch these stream
number. Microdrive owners will
have been enlightened on the
use of the PRINT# command to
achieve this. The fact is, though,
that the microdrive manual is only
making up for an important over-
sight in the Spectrum manual in
this respect. For the benefit of
non-microdrive users, here is a
note you can pencil into Chapter
15 of the Spectrum manual ‘‘More
about PRINT": “Any PRINT state-
ment can be followed by the ex-
pression ‘#S' where S is any
integer number in the range 0-3
(or equivalent expression)”

Actually, streams 4 to 15 can
also be used, but only in conjunc-
tion with an OPEN# command
which I shall deal with shortly.
For the present though, assuming
you have a printer connected, try
this program:

10 FOR S=2TO 3

20 PRINT #S; “MESSAGE ON
STREAM" ;S

30 NEXT S

This will clearly demonstrate
how the same PRINT statement
can be used for at least two differ-

ent file devices, ie screen and
printer. It should also convince
you that PRINT is an abbreviation
for PRINT # 2. Similarly, LPRINT is
shorthand for PRINT #3. Al-
though you could change line 20

to LPRINT #S and receive the
same result, to all intents and pur-
poses, LPRINT is really not need-
ed as a separate command on
your keyboard.

The same applies to LIST and
LLIST as LIST #8 or LLIST #8, line
number (where S=2 for screen

and 3 for printer as before), is the
universal format for directing pro-
gram listings to the screen or
printer.

So who needs LPRINT and
LLIST anyway? In defence, it
might be argued that the short-
hand forms built into the ROM
require less memory (one byte
only, against three bytes for the
universal forms). Personally,

though, I feel that the Spectrum

ROM might have been designed
to do even more if such unneces-
sary commands had been omit-
ted.

Anyway, if you are now satis-
fied that PRINT #S is what you
should now be writing, how can
you use it? Taking the situation I
suggested earlier about optional-
ly “'switching” a print-out of
instructions between screen and
printer, try this program:

10 REM Print Instructions

20 INPUT “Screen (S) or Printer
(P) ?"; LINE a$

30 IF a$="‘S” THEN LET S=2 GO
TO 60

continued
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40 IF a§="P" THEN LET $=3 GO

TO 60

50 GO TO 20

60 PRINT #8; “Instructions. . .”

Lines 30 and 40 set the stream

number to correspond to either

screen or printer as required.
You may also find this kind of

option useful for printing lengthy

tables of data/results. Scrolling

through long lists of figures on
the screen may be alright for a
quick check: for analysis, a hard
copy would be better. Now you
can have either or both with very
little extra programming. An im-

portant point to remember
though, when setting up dual pur-
pose PRINT statements for tables,
is that TABS serve both screen
and printer equally well whereas
ATs do not and should be avoid-
ed.
———————————————————

= =F =3
Apart from switching stream
numbers, another possibility is to
keep the stream numbers at their
default values and switch the file
devices attached to them by
changing the labels of “device

mnemonics” assigned to them. §

First, though, here is another little
addendum you might like to pen-
cil in to Chapter 22 of the manual
for “Other Equipment’ (as this
wrongly states that OPEN # “can-
not be used without the extra at-
tachments'’, referring to
microdrives):

“OPEN #: To OPEN screen,
printer or keyboard to any stream
use a command of the type:
OPEN #85, “dev"

Where S=stream number (0-15),

dev=device mnemonic, (P=
Printer:  S=Screen: K=Key-
board)”

The OPEN # command can be
used to upgrade programs for op-
tional screen or printer without
changing each PRINT statement
to incorporate the “#S". Try this
program:

10 REM print instructions

20 INPUT “Screen (5) or Printer
(P) ?"";LINE a$

30 IF a$="S" THEN OPEN #2,
“S”: GO TO 60

40 IF a$="P"” THEN OPEN #2,
“P’: GO TO 60

50 GO TO 20

60 PRINT “Instructions ..."”

100 OPEN #2, “s"

We can imagine line 60 to be
many lines with PRINT in them,
which would take some time to
change to PRINT #. So all we do
instead (in lines 30 and 40) is fo
provide two alternative file de-
vices for stream two, this being
the standard for the PRINT state-
ment. Line 100 ensures that any
other PRINTSs (apart from instruc-
tions) go to the screen only,
thereby restoring default condi-
tions on Stream two.

To cover all possibilities, an ex-
isting program which you wish to
upgrade may also contain large
sections of LPRINTS. To obtain
optional printing without chang-
ing all these, you will see how this
is done by making the following
changes to the previous program:
Lines 30-40, change OPEN #2 to
OPEN #3: Line 60, change PRINT
to LPRINT.

So far, I have not said much

about the keyboard as a file de-
vice, and associated stream num-
bers0and 1. Those of you who do
not own a printer will be pleased
to learn that further improve-
ments in your PRINTing are poss-
ible by exploiting these streams.

s ———————
First, I suggest you change line
10 of the first example program to
read:
10 FOR s=0 TO 1 and re-run.
You may be surprised to find that
you are PRINTing on lines 22 and
23 of the screen. Yet again, you
might like to pencil in some suit-
able correction to the section of

Chapter 15 of your manual which
says ‘“You cannot print on the
bottom two lines (22 and 23) on
the screen because they are re-

served for commands, INPUT
data, reports and so on.”’

To fully satisfy yourself that this
statement is manifestly untrue, try
running this program
10 FOR N=0to 23
18 LET Y=N
20 IF Y <22 THEN LET S=2
30" IF N>=22 THEN LET S=0:
LET Y=N-22
40 PRINT #8S; AT Y,0,“THIS LINE
DN
50 NEXT N
60 PAUSE 0

In this example, the stream
number has been set to zero for

printing on the bottom two lines,
although PRINT #1 would
achieve the same result.

The keyboard is assigned two
stream numbers 0 to 1 as it is
connected to the bottom two
lines of the screen via the INPUT
command. Provided we use
PRINT #s; AT... however, it
does not matter whether we
make S 0 or 1. It is important to
observe, though, that the Y co-
ordinate for the AT must be 0 or 1
to PRINT the bottom two lines
separately. Hence the need to
make Y dependent on N in the
above program.

You should also note that the
PAUSE 0 at the end of this pro-
gram (causing an indefinite stop
until any key is pressed) is essen-
tial to avoid having the bottom
two lines immediately overwrit-
ten by the “O/0K" message.
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GHARGOYLE GAMES
£9.95 48K ZX SPECTRUM

Tir Na Nog—the land of youth, the other world.

Tir Na Nog —the kingdom of the sidhe, the home of dagda’s cauldron.

Tir Na Nog—a vast and complex aduenture, in a magical celtic landscape.

Tir Na Nog—a most stunning visual experience, with state-of-the-art film ALSO FROM GARGOYLE:
animation. THE STUNNING SPACE GAME,

AD ASTRA - £5.95

Tir Na Nog—a true computer movie.

GARGOYLE GAMES, 74 KING STREET, DUDLEY, WEST MIDLANDS. TEL: DUDLEY 238777
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Today being a wet Sunday we spent what mother calls a “‘real family day”’, which
—consists of dad ! lying on the settee and worrying and going'’ bald, mum cooking and |
L .complaining.in,the_kjtcban ﬁun/_snnbh\pslsleuiusiaciaﬁanatrmﬂng 6th_generation |
computers in her bedroom, and me killing aliens courtesy of the Sinclair Spectrum.
—Usually I'fry to ﬁﬁeﬁﬁﬁ?ﬁﬁ"ﬁﬁ?@?ﬁmﬁﬁmer S,

___but today was deadline day for the_Slaclair_Emg:ams_pmblem _page
{amazing how quickly it started to feel like homework), so | thought
—TTnl“gﬁf“és‘RTn—\fS'éifT_eEﬁﬁﬁérdﬂésﬂmﬁmfﬁfﬁﬁé‘rﬁ”ﬁﬁﬁl‘ ng game. -
s int .asldng_myselLtechmcanuesﬂmls_

if | couldn’t answer myself. | went upstairs into Eustacia’'s room.
ﬁ_*ﬁﬁﬁﬁm”ﬁﬁfr?ﬁﬁmﬁﬁmmﬁﬁm CE:
#_ﬂnunomuhﬂmngmﬂemhjayspmmdamimaid,manggajnsi__f
her Wham poster, *‘when you fire the thermo laser rockets and blast the alien Star
—Cruisers an gn go into hyperspace drive! ST |

i

“‘How does the picture move sideways so smoothl

— ——Fystacia sighed but didn’t stop programming.
1

ts, called pixels. The screen has
ines, so there are early
i

has 8 x 8 do
columns an
____(she paus! hese pi
By no coincidence whatever, this is also the number of bits in the 6K of RAM
——which controls the dispiay; every bit be ween memory a fesses 16384 and |

character square is 8 pixels long because all 8 bits of one byte have been set.

smooth Scrolt means moving the display
L : : : — : =
code. The following routine can be adapted for 10 FORI=1T0 21: READ X&OKE
. iy
“'ERROR IN DATA ENTRY'’: STOP
6,31,35,203,30,16,251,35,61,254,

30 LIST

"Very helpful,” [ said sarcastically, wrinkling sR 64000: NEXT 1|
"But do you think | could have it in paper ; Rk o
orm?’" e =X

1 : ast_month’s problem e
page,’’ she said. “'I'll take that in paper form, 9 Z
too. = ey EpRpB |

s e W

e







You should see what he’s just seen.

Micronet 800.

Stretching the mind of your micro
far beyond its limits.

Micro evolution continues with
this unique communications, informa-
tions and software system. Set on our
mainframes nationwide.

Includes 30,000 pages and access
to Prestel™ with its full range of services.

A tremendous Communications
section that networks you to thousands
of other members across the country:
Send and receive electronic messages
and graphics at a touch of a button.

And there’s the Chatline service,
Swapshop and Teleshopping.

Check with daily updates on the
very latest computer news.

Micronet also has its own huge
facts data base.

And a choice of up-to-the-minute
software to download absolutely free.

For only £13 a quarter and just a
local’ telephone call whenever you
want to connect up (that's only 22p per
half hour at cheap rates) you could be
part of Micronet.

The only accessory you need is a
Modem.

A small price to pay to join the
other visionaries on this exciting new
system.

micronet.

Fill in the coupon for more details
and send to Micronet 800, Durrant
House, 8 Herbal Hill, London ECIR 5EJ.

But be warned, Micronet 800’
features are almost limitless and
constantly updating. So maybe you'd be
better to call in at Laskys, John Lewis,
main Boots or your local Micronet 800
Action Station.

To feast your eyes on all the
amazing things it can do.

I_To- MICRO! Durrant Hq Herbal Hllﬂ
London ECIR SE hone 01

Please send me the full facts about Micronet 800.

Name
Make/Madel of Micra.

|
| Address.
|
|




AVON
Bath. Boots, 1 Marchants Passage,
Southgate. Tel: 0225 64402
Bm:lp? Broad;

Boots, 5¢ mead,
Tzl 0272 293631,
. John Lewis, Horsefaic

Tek: 0272 291
Bristol. uf 1620 Penn Stroet.
Tel: 0272 20421,

Keynsham. Key Computer Systems,
42b High Street, Tel: 02756 5575,
Weston-super-Mare. K & K
Computers, 32 Alfred Street

34 419324,

Tk

Bedford. Boots, The Harpur Centre,
Harpur Street. Tel: 0234 30231
nstable. Dormans, 711
W 8 3830
Leighton Buzzard. Diusm:
59 North Street. Tek: 0525 374200,
Lei Buzzard. M\l(uan'nns
Music & Compaters, 17 Bricge
Street ek 0808 SRA204,
Luu:n Hobbyte, Unit 16, The
mdale Centre. Tel: 0582 457195,
o e o195 Ams
Gentre, Tek 0382 38302,
uton, 49
Strect,

BERKSHIRE
Reading. Heelas, Broad Street.
Tel: 0734 559555,
$ Ildmg L:ulqs. 118-119 Priar St

o
Slou, DmnS\l lies,

S D o
SImP;'mgmmnn ?}H 2 820004
lou 75 Queensmere
Conee T o¥"’ 478205

o

Ch-zsham. Rned P’hm.n &

my
94 783373,

M-Imn es. Johi

il Ld Wau; &ck\uw Gate East,

Cambridge. Boots, 65-67 Sidney
Street and 28 Petty Curry Street.
Tel: 0223 350213,

ambridge. Heffers Stationers,
g&dm::é.;m . Tel: e 358241
§t Andrews Street.
Tel:0223 612920,

o
4042 Brdpe Strtu Ceeragaie
Tel: 0733 6535

Juhn Lesis
07334464

Foregae
koA 2.

Chester. Computer Link, 21 St
Werburgh Street, Tel; 0244 316516.
Chester. Laskys, 7 The Forum,
Norhgate Street Tel: 0244 317667,
Crewe, A8 Wootton & Sons,
116 Edieston Road.
Tel: 0270 214118,
Crewe. Midshicce Compuier

re, 68-78 Nantwich Road.
Tanb70 2 08
Ellesmere Port. RFR TV & Audio.
1 Pooltown Road, Whitby.
Tel: 051-356 4150

Hyde. CTech Computess,

184 Market Street.
Tel: 061-360
Macelesfield. (‘amcr.\  Compes
Centre, 118 Mill Stree!
Tel: 0625 27468,
Macelesfield. Computer Centre,
66 Chestergate. Tek 0625 618827,
Marple. Marple Computer Centre,

30-32 Market Street.
TLL 061-427 4328.
ort. Nat;

1al Micro Centres,
061-429 8080,

Centre, rown St
TA.\ 061- 477 0248,
nes.Computer Cing8Vicwria
Rosd Tek 051420 3333
lmslow Wilmslow Micro
Centre, 62 Grove Street.

Tel: 0625 530890.

CLEVELAND

Mg e oo
e

The Cleveland Centre.

Tek: 0642 240616

UMBRIA

Kendal, The Kendl Chmpir

et S

Tel: 0539 29539

See Micronet 800 in action.

‘Whitehaven. PD) Hendren,
15 King Street. Tel: Dg-t& 2063.
W

forkinglon. Tecl Store,
12 Finlde Screet. Tk 0360 66972,

Alfreton. Gordon Harwood,

69-71 High Street.

Tel: 0773 836781

Chesterfield. Boots, 35 -37 Low
Pavement, Market

Tel: 0246 203591,
Chesterfield Computer Stores,

henson Pl

i
TrtHis Sossos.

D
ts, 251 High Street

Tv:L 0"92 32244

eter. Open Channel,
Central Smmn an Street.
Tel: 0392 2181
Plymouth. Syn m 76 Cornwall
Street. T:i 0752 28705.

uon. Curtis Computer Services,
Seaton Computer Shop,
5le Harbour Road, Tel: 0297.2317
Tiverton. Actron M-:mcunmulus
37 Bamplon Stree
Tel: 0884 252854,

Bournemouth, Brook Computers,
370 Cllarmmxlzr Road.
Tel: 0202 53305

urnemouth. I...m lowne
Q,mpmerCenm 1 Lansdowne

Crescent, Lansdowne.
'Iﬁel Di{]Z 20!1F_nhl P;

arcl mgr_ t Shop,
Kings Road. Te 64564,

Chelmsford. Maxton Hayman,
roomfield .

Tel: 0245 354595,

Colchester. Boots, 5-6 Lion Walk.

Tel: 0206 577303,

nolids, 28 Southend
mﬂmu 75 31641.
Harvey

Laskys, 19 The
G050 143405,
Homchurch. Comptel Computer
§Iys|\.uw 1122 \’onh Street.
lel: 0402 44674
Iiford. ﬁoms I?? 185 High Road.
Tel: 01-5!
Suullu:nd -on- 5c|. Computerama,
88 London Road
Tel: 0702 335443,
outhend-on-Sea. Computer

Personal Comput IS(‘ |‘|ﬂv.|,L|
North, Victoria Circiu'Bliogping

Cheltenham. Laskys, 206 High
Street, Tel: 0242 570282

heltenham. Screen Scene,
144 St Georges Road.

Tel: 0242 528979,
Gloucester. Boots, 38-46 Eastate
Street. Tel: 0452 423501

Desingetoke. Fishors,2-3 Murkst
Place. Tel: 0256 22070
Southampton. Business
Electronics, Micromagic At Atkins,
7Civic Centee Road.

[

Soushlmph:m 'Iyrn:il& Gireen,
Above Bar. Tel: 0703 27711,

County Cony

13 Bucklesbury Te: 0462 36757,
Hitchin. GK Photogmphic &
C‘mmpulersg%ﬁs:knmuﬁe Road.

m\m s:mJucL 0707 44417
mputers,

11 'rwngsc‘,uam 0438 63501,

Watford. Laskys, 18 Charter Place,
T\.I 0923 31905,

Watford. SR
94'The Parade, High §
“Tel: 0923 26602.
Watford. Trewins, Queens Road.
Tel: 0923 44266,
Welwyn Garden City. D]
Computers, {0 Fresherne Road.
Tel: e 284

Twyn Gud:n City.

Welwyn Department Store.
Tel: 0707 323456,

HUMBERSIDE
everley. Oﬂmpuunu World,
bys Yard, Dyer La

tems,
treet.

B
10 Swal
Tel: (482 881831

Beekenham. supﬂ(,nmp“ltn.

425 Cre
Tel: 01 %«h 1560

T3 sy Shomping G
opping Centre.
To: 01301 3476,
Bromley. Boots, 148.154 High
Street. Tel: 01-- 460 6688,
Brom
DIV, Compotes 5% 5652,
Bro ¥%, 22 Mad
squmﬂlet] 01-464 7529

e allery CompuIEe,
e Se6 o
Chatham. Boots 30.34 Wiltor

_'?_q] e m.\?o_'cl Centre.

Sevenoaks. l’.mlll Fielder
g;zl Oplsz 1558(]] St
& u.ﬁ"&.w T 07:9325577

puu:r C(nu\. 28-30 8t Johns
Road Tel: 0892

= wmsn151377

Blac]

9 Railuay R Rt B Con 6133,

Blackpool, Blackpool Computer

Store, 179 Church Street.

1&-1;0?53 2023% T
urnley. IMO Business Systems,

30.33 Siandish Street.

g'a\: 0282 54299

Preston, Lask

Arcade, Tek: 0372 24558
Wigan. Wildings Computer
Centre, 11 Mesnes Street.
Tel: 0942 44382,

0-36 Gallowtree

Boots, 31
Lrat: TLL 0533 21641,

ey

Manchester. NSC Co: T

Oldham, Home & Bus
Cornpitess, 54 Yorkshiee Stioet,
1-633 1608.

Tel: 06
n. Mr Micro, 69 Partington
Lane. TEI 061-728 2282,
MERSEYSIDE
Heswall. mrnﬁm Computer

'SIW‘E:I 342 7516.

Ba.mell Slreel T!?UEI 7“’09 7070,
31 37 Wnbmk Mmr,wmun‘

ool. Lasl k)-v St]uhns
e s yon Say
St el=m4M\cmmanCcm\pu|em
Rainford Ind\mlsil Eﬂals. Mill
Lane, Rainford. Te 885242,
Sothan, Gontea Suud
35 Fastbank Strect. Tel: 0704 31881,

MIDDLI
Enfield: Laskys,

Garden Shopping Centre.

Ti:01-363 6627
Harrow. Camera Arts, 42 5t Anns
Road o 01427 5360,

jow. Boots, 193-199 High
s:rm g 5700156,

. D! ‘)77 4716.
Twiclcnh!m.'fwmhnhﬂm

ter Cu:lr\. 72 Heath Road.
s

ij anumcrs‘
W WmdlmSt Tel: 0895 51815,
NORFOLK

‘alace

gh
HﬂmzCnm e Church Strect, | N
Tel: 0858 63036,

‘WL Computers of Wigmore
Street, 104 Wigmore Street.
Tel: 01-486 0373,
W1 HMV, 363 Oxford Street.
Tel: 01629 1240.
WL John Lewis, Oxfurd Street.
Tel: 01629 77

Tottenham Court

‘W1 Laskys,
Road. Tel: 0] 636 0845
WL Lion Hmm .i”?’Tbmnh.\m
Court Road. Te
‘WL Rother Cam
256 Tottenham (‘nun Road
Tel: 01-580 5821
‘WL The Video Shup.
S'Rvmnh.nm Court

1: 01-580 5380,
Wl Walt LemCamgmmm.nH Evans,
Oxford Street. Tel: 01-629 8800.
WCL. Transam Micro Systems,
59-61 Theobalds Road.
Tel: 01-405 5240.
ws Laskys, 18-19 Ealing

way Shn‘)pmg Centre.

Tel: 01-567 4717,

‘W8, Walters Computers, Barkers,
Kam:l\;gmongh reet.

Peter Jones, Sloane Square.
Tci D70

SE9. Square D nm\
373

375 Fe

New Lilh.un TL] 01 559 1516.

am. sk, 164 High
Slrcct Tel: Oi 852 1375,
SEI3. \\hl\cr‘sCumpulcn Army &
Navy, 33 and 63 High Street,
Lewisham. Tel: O1. Eh" 4321
SEI1S. Castlehurst Ltd, 152 Rye
Lane, Peckham. Tel: 01-639 2 0‘3
E vron Computer Centre,
155 Moorgate. Tel: 01-638 333‘)
N7 Jum rOIhl.'ﬁ Hullway

m4 Lesi S, 19 T4 Bourne,
The B e il gate
Tel; 01-88Z 4042,
NW3. Mayeraft Mic
58 Rasslyn Hill, Hampatead.
“Tel: O1-431 1300.
4 Diaie Comypiles Stores
2 Brent Street, Hendon.
T\.l 01- ZUZ 2272.
NWT. Computers Inc, 86 Golders
Green. Tel: 01:200 0401,
NW0. Technomatic, 17 Buraley
Road, Wembley. Tel: 01-208 1177.
~ MANCHESTER
‘Manchester. Boots, 32 Market
Street. Tel: 061-832 [7533

9.

r. Lask -14 S
Marys(}u».Tcl. 1-833 0268,
Manchester. lghly Micro,
Sherwood Cen

268 W\lms\no. Ro:ul Fallowfield.
Tel: 061-224 B117.

jorwich, Bonds, All Saints Gree
T\-l 0603 24617,

3 18282,
Not nghnm Laskys, 14 Smithy
Rout T 0602 413049

Oxford. 7 Little

Chtcnden Slroc( Tel 0565 54()22

SCOTLAND

h. Boots, 101-103 Princes
31-225 8331

Edinbu
Street. Tel:
Edinburgh. John Lewis, 5t James
Centro. To: 031536 912

Cen

Glu,\m Thoors, 200 S

Street. Tel: 041-332 1925,

Gluguw Douls U:m.m trect and
: 041-248 7387

underLym
Computer Labm 211‘}“ Para
ol: 0782 636911

SUSSEX
Bexhill-on-Sea. Computerwase,
Road.

2251 Leor ard
Tel: 0424 223340,
ton. Boots, 129 North Street
73‘27088
n. Gamer 71 East Street.
\righ s e 151,152 Wesee
ton. ; m
Rood Tol: 0273 725625,
Crawley. Gatwick Com
2 The Boulevard.Toh: 0393 37842

Comvoley: Latkys, 66
S st Qe

Newcastle-upan Tyne.
i n Square.

N
Bainhnd}?.ﬁ
T 063732500,
S Oass D598,

Neweastle-up,
mmm Sere T
eastle-upon Tyne. Laskys,

6 Nurlhumbcrland Street.
Tel: 0632 617224,
ch.sue-..p

E Computing, IZimmnnd Road
Te\: 0632 B15580.

WALES

Computer

Aberdare. In)
%m.oes,mM 1 &-ecLThv: sqnuw.
Tm:ynon Tel: 0685 8818
Aberyst Aberdata at
le\%-ays.zi er Street

Cardiff, Boots, 26 ‘Queens Street
& 105 Frederick Street.

Areits s Unavmant Bhippiby
Centre. Tel: 0792 43461,

ntry. Coventry Micro Centre,
33 ﬁr Cus\wd Smu
Tel: 0203 5894
Coventry. ]BC Mmm Services
Earlsdon Avenue, North Earlsd
Tel: 0203 73813

ntry. Las)
|-Tel: 0203 27712,

, Lower Precinct,

on Spa. Leamingion

Hobby Centre, 121 nt Street

Tel: 0926 29211

uneaton. Micro City, la Queens
Tel 82049:

erwESTMIDLAaNnﬁ
Birmingham. Boots,
Ho 6»‘ 16-17 N‘w bucc!

Sy S
35 Churchill Precinet.

Tel: 0384 238169.

Waliets Computer
niﬂ

311
Wil New Hurmm 1 Goodall
Street, Tel: 0922
West Bromwich, D § Peakman,

7Queens Square: Tek021-525 710,

n. Luskys,
2 Walirum Saarc.
Tel: 0902 714568.

735 IlS‘)‘J
nt. uteram;
11 Market bqum Arcade, Hanles:
Tel: 03§2 268524,
SUFFOLK
Bury 81 Edmunds. Boors,
1113 Con Tl 0284 701516,
Tpswich. Deains
24 Crown j.m '

047 lSﬂ‘)(n

Croydon. Laskys
Tel: 01-681 844
lon. The Vision Star
96.98 North End. Tel: 01-68
South Croyd: s
(.umpu;ul,umulmms 1 Carlton
01-681 6842,

he Micro Workshop,
l Station t\?anh
: 0372 72)
Guildford. Walters Computers,
Army & Navy, 105-111 High Street.
Tel: 0483 68171
Haslemere. Haslemers

71-73 Commercial Wy
“Tel: 0486 225657.

YORKSHIRE
Bradford. Boots, 11 Darley Street.
Tel: G274 390891,

Leeds. Boots, 19 Albion Arcade,
Bond Street Centre.

3.
feld. Cole Brothers,
n.wm ol 'm 07s2 78511,
Sheffield. La eopold
Shreet To O F30001
York. York Computer Centre,
Stonegate Arcade.

7
Tel: 0904 641862.

micronet,
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dlh )
m the birds’ nests s0 that
must carry tl

i

you can make a cake.
he bowl contain-
ng fall into the
from the falling
ill turn out well.
1 by Colin Beesting of

OLLECT ten eggs fro
lle
letting anythi

Eewrknives. If you
#  Cake Bake was written
Bridlington, E. Yorks.
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FRolic

hey

o3
O3 A% (Q+1
(Q/3)

ID:

CK

EL:

10 LET

ucklebutty by

ide y
to collect
above or

Frollicing Chucklebutty

1000 DATA 4,4,4,4

2000 LLS

EEAD INVADER:
NVADER: NEXT F
2013 RE RE 2
READ EBLODW:
: NEXT
2015
READ DROID:

2016 RESTORE 2
READ BRICK:

2017 RESTORE 2035:
READ SHIF:
1 NEXT
2018 RESTORE 2
READ INTEL:

DATA 36,126,219,18%,165,36
DATA 56, 189,219,126,60,66,1

DATA

DATA 0,56,84,56 ,170,170

DATA 24,36,24,90,189,153, 16

7
2050 REM ®%#%15T SHEET*%%*
2055 CLS 0
15: LE

LET. Xm

5
2060 REM
2065 GO SUB 2070: GO SUB 3000: G
3050
2070 INK S: DRAW 255,0: DRAW 0,1

-
o

75: DRAW -255 DRAW 0,-175
2075 INK &: PLOT ©,18: DRAW 255,

EN: L
18,213

2080 INK &: PLDF o] ﬂ(i‘ DRAW 255,

O: INK 1: FOR T=15 TO 240 STEF 2

: FLOT T,8: NEXT T

2090 RETURN

00 REM

3010 REM

3020 FOR T=1 TO 30: PRINT ;

63 AT RND #14+1, RND *29+1
NEXT T

3030 FOR T=1 TO 35: PRINT : INK

4; AT AND #14+1, RND #29+1;"L"s
NEXT T

3040 RETURN

3050 FOR E=245 TO B8 STEP —1: INK
0: PLOT E,12

3060 GO SUB BO0O: GO SUB SH1

3065 NEXT E:

4000 REM

4010 CLS : REM *% REM NOD MEN #%

4015 IF E <= B THEN PRINT AT 7
< OUT OF OXYBEN"
4020 PRINT ; INK &5 AT 10,23"E N
D 0-F GAME !!"; AT 1
2,4; INK 5;"BETTER LUCK NEXT TIM
AT 15,93"8CORE = ";SC
40 FDOR S=1 TO &9 S
TEP @: BEEP .001,8: NEXT S: NEXT

4030 IF SC >= HSC THEN LET HSC=
sC

4040 PAUSE O: GO TO 10

S000 REM  #¥#%2ND SHEET%%%%
S010 LET BGIN=5000: LET X=1 LE
T ¥=12: LET DRG=0: LET CLK:

216,36,82

lg,gofa

uide your frolicking chuckle-

butty around the screen, col-
lecting tukkers as you go. Avi
going under or above the green
uckbugs as they will kill you. The
tukkers should be collected from
the left or right as they will disap-
pear if you approach from the top
or bottom. To destroy the uckbugs,
run into them from the side. A cer-
tain number of tukkers have to be
eaten before you can advance to
the next screen. Use keys Q, A, O
and P to play.

Frolics of a Chucklebutty was
written for the 48K Spectrum by
Timothy Dunn of Wallasey, Mer-
seyside.

ET SHEET=S100
5015 CLS : GO SUB
03 GO SUB 3050
S025 GO TO 5020
S030 FOR @=4 TO 12: PRINT ;3
INK 4; AT B,

70: GO SUBE S

PRINT AT @
INK &
NEXT @ —

LET BGIN=510
LET DRG=0
190: LET SH1=5

G0 SUE 5140
SuB 2070: GO TOD
E=200 THEN FRINT AT 3
7 AT 4,5:3" “: AT 5,

RETURN
5140 INK &: PRINT AT 3,12

AT 4,11;"DDDDDDDD

"DDDD

EAD

DATA 24,60,90,126,24,

e
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ChUCkleb

_4160 FOR t!f 0 TO 13: PRINT AT @
23 NEXT [.‘.
TO 14 STEF 1: PRINT

5180 RETURN
5190 REM
S200 LET BBIN=5170:

*xwATH SHEET*##x

LET ¥=1
T X=2: LET DRG=0: LET CLK=1: LET
SHEET=S5310: LET SH1=5280

5210 CLS : GO SUB 5260

S220 GO SUB 2070: GO TO 3050
5260 FOR B=2 TO 14: INK 4: FOR W
=3 TO 24 STEP 3: FRINT AT 0,W;"

1": NEXT W: NEXT @ .
5270 PRINT AT 10,27; INK ﬁ:"E"

5271 RETURN
5280 IF E=90 THEN PRINT
b3t 3 "3

3 AT

PRINT ; AT 1‘

90 IF E=230 THEN
1,243 "3 AT 12,24;" *; AT 13,24
5293 IF E=200 THEN PRINT 3 AT 3

24500 bo AT 4,215 M3 AT 5,213°

INT A

E=120 THEN FRINT Al

AT 4,93

THEM  PRINT AT 4

ar

5298 IF E=85 THEN FRINT ; AT 11
H 12,123 v AT 13,125

THEN FPRINT ; AT 11

12,185 "3 AT 13,18;

LE
L
5330 G0 SUB SUB I050
5340 LET Yi LET v2=
14: LET X2:
5345 PRINT A JX1; IN
50&.: FRINT AT ¥1,X13 AT V2,
= ¥ THEN, LET Yi=Y1-—
<= ¥ THEN LET Yi=Y1+

THEN LET ¥2=¥2+

>= ¥ THEN LET y2=y2-
270 IF %1 »= % THEN LET Xi=Xi-
§371 IF X1 <= X THEN LET X1=X1+

1IF X2 <= X THEN LET X2=x2+
IF X2 »= X THEN ‘LET X2=X2-

.4
5375 PRINT AT Y1,X1; INK 43"0%;
AT Y1,%13"F"; AT

5380 RETURN
5400 REM **#SHEET &ees

$410 LET BGIN=5400: LET Y=1 LE
X=9: LET CLK=1 LE
T SHEET=5450: LET SH1=5420: LET

8: LET TI=.4

60 SuUB 5030
070: GO TO 3050

5420 PRINT AT Yi,X1; INK 4;70%;
AT Y1,%1; INK 03" "
5422 IF Y1 <= Y THEN LET vi=Y1+
TI
5425 IF Y1 >= Y THEN LET Yi=Yi-
TI
5430 IF X1 >= X THEN LET X1=X1-

IF X1 4= X THEN LET Xi=Xi+
437 PRINT AT Y1,X1;

TURKN

EM #RGHEE J#x#

o5
5140: FOR 0=3
255 /1N 73

NEXT @

5480 GO SUB 2070: 60 TO 3050

5481 REM ###GHEET Bxx»

BGIN=8481: LET TI=.3: L
DRG=0: LET
: LET SH1=

S48z LL'\

G0 SUB 5260

5483 CLS :
5484 GO SUB
5485 G0 SUB 5280:

2070: GO TO 3050
PRINT AT 11,X

X1 = X THEN LET Xi=X1-
TL
5487 IF %1 <= X THEN LET X1=X1+
TL
5488 PRINT AT 11,X1; INK
RETURN

5500 REM %%%LAST SHEET#*#*
5510 LET BGIN=S5500

i LET DRG LE
T SHi1=5700: LET SHEET=6000
5515 CLS : BO SUB 2070
5520 GO SUB 5550: GO TO 3080
: INK 4: PRINT
NEXT @: FRINT
2,28; INK &;"D"
5560 PRINT AT 12,1; INK 43 “mmnn

FMHMHMMMA MM MMM
15,15 INK 33" MMMMHHMMHHHHHHNMMHM
MMMMMAFM MMM

5570 PRINT AT 12,2;
FOR B=5 TQ 113 INK 43
0,15"M"; AT ©,33"H":
5580 FOR G=1 TO PRINT
JUMU; AT B43,133 NEXT @

INK O3" )
PRINT AT
NEXT @

AT @,5

5550 FOR G=3 TO 5 STEP 3i PRINT
AT ©,103"MM"; AT @+1,&3"MMMM
NEXT @
FOR @=4 TO 1l: PRINT AT 8,
"M": NEXT @: PRINT AT 6,103
NK 05% "5 AT 4,63" *
5600 FOR O=2 TO 8 STEP 1.5: PRIN

T AT 0,15; INK " MMMMMMMM 2 NE.

XT @
S615 PRINT AT 3,22;"M'; AT &,22
L 2

5620 PRINT AT 7,28; INK 7;'0"

5700 1IF ATTR (Y,X+1)=7 THEN FO
R 0=3 TO 4: PRINT AT @,2&; INK

'FPPP": NEXT O:
BRIGHT 13 INK 1

FRINT AT 2,21

5710 IF  ATTR (Y,X+1 P
INE 33
6000 FOR B=0 TO 255: INK 4t PLOT
0,0: DRAW 0,175: NEXT @
010 FOR W=1 TO 3: FOR 8=30 TO 2
FOR Q=30 TO 40: BEEF
01,08 NE!T NEXT
PRINT AT 10,2; INK 2

RATULATI N §"
; INK 7;"YDU'VE DONE IT

6030 FOR @ NEXT @

6040 PRINT INK 2

L050 FOR NEXT @

5060 FOR 24: PRINT AT 15

2B INK FPAUSE 30: NEXT

@: FRINT AT 15,123 INK S3"MY HE

RO": FOR S=1 TO 3: BEEP .1,40: N
8 TO 2 STEP -1: PRIN
INK 7;"P ": PAUSE 20

6070 FOR Q=1 TO 100: NEXT @

£075 PRINT AT 17,5; INK 43" NOW

TRY AGAIN...EARTHLING": FOR @=1

TO 300: NEXT @: IF SCPHSC THEN

LET HSC=SC

&L0B0 LET E#="A": LET R$="Q": LET
T

"P": LET Y$="0": LET SC=SC+1
LET MN=MN+1: INK 7: BO TO 2
7000 STOP
BOOO PRINT AT Y, X;" "

8002 LET X=X+( INKEY$ =Y%)-( INK

EY$ =TH)+(X <= 1)-(X >= 30)

8005 LET Y=Y+( INKEY#$ R:i)*i INK
EY$ =Ef)+(Y <= 1)—(Y

8014 IF INKEY$ ="#" THEN ED TO

10

8020 PRINT INK 23 AT Y,X;"S"
8026 IF ATTR (Y,X+1)=& THEN LE
T S C+25: PRlNT AT Y,X+1; INK
7 FOR S=1 TD &% STEF BE
EF .001,5: MEXT S: LET DRG=DRG+1

8028 IF ATTR (Y,X-1)=6 THEN LE
T SC=8C+25: FRINT AT Y,X-13 INK
7;"B": FOR S=1 TO &9 STEP 7: BE
EF 001,53 NEXT S: LET DRG=DRG+L
8030 IF ATTR (Y+1,X)=4 THEN LE
T MN=MN-1: FOR S=6% TOD 40 STEP -
.001,S: NEXT S: LET DRG=
G0 TO BGIN
BO3S IF ATTR (Y-1,X)=4 THEN LE
T MN=MN-1: FOR S=49 TO 40 STEP -
1: BEEP .001,5: NEXT S: LET DRG=
CLS : GO TO BGIN

8085 PRINT 3 INK 7; AT 18,10;MN;

BOB7 IF MN <= 0 THEN GO SUB 400

o
8090 IF DRG »= CLK

THEN FOR Q=E
TO 15 STEP -1: BEEP .001,50:

N

K ©: PLOT @,8: LET SC=SC+3: PRIN
T AT 18,15; INK 2; PAPER &3 FLA
SH 138C: NEXT @ IEIJ TO SHEET

B100 BEEF .01,Y+

9020 RETURN & RtH ANDTHER THINGS
9030 GO TO 4010

9999 INK 7
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HE'S HERE!HES MADEIT!

Son of Blagger for 48K Spectrum

Available from all good dealers
Relive the daring exploits of Roger the Dodger through his ordirect from

pgadigy Sl ippfry'sid. More sfkill, more nerve, this cool little

character seeks not only to follow in his famous parent’s b .

footsteps, but to establish some amazing feats of his / Alligata Software Ltd <

own. Money's not his game. Espionage is his middle 1 Orange Street, Sheffield S14DW
name and having forced his way into the National Tel: (0742) 755796

Security HQ he’s faced with a no return journey

through one of the most dangerous, most

complex buildings in the land. Can he successfully

complete a nerve tingling search for the golden keys

— his only means of escape — or this time has his skill

and daring taken him too far. Watch out for those weird
killer security guards — you never know what chilling
surprises the mad scientists have;)mdu:efd - and beware the & T
floor doesn’t disappear from under your feet, sending you e
Aot b smmas Software Limited




TIR NA NOG
| COMPETITION

FIRST PRIZE: Five
first prize winners
will win a framed
copy of the map

s of Tix Na Nog
RUNNERS UP:
Fifty runnexs-up
will win a copy

of the game

How to enter:

Read the review of Tir Na Nog in the Soft Focus
section of this magazine, and use the infor-
mation you find there and on this page to
answer the five questions below. Write the
answers to the competitions, together with your
name and address, on a postcard, and senditto | .. .
us at TIR NA NOG competition, Sinclair Pro-
grams, 67 Clerkenwell Road, London ECIR 3
5BH. If you would also like to be eligible for the
CHART competition, add the name of your
favourite game, and of your least favourite
game below, your answers to the five ques-
tions.
The winners of the competition will be first T :
correct answers selected after the closing date Tir Na Nog is the 1;:::5::5 of A
of January 31st, 1985. goyle Games, POl e heroes of Celtic
Employees of EMAP and Gargoyle are not eligible takes as its theme lod world in which
to enter. The editor’s decision in all matters con- folklore, and the fable ythical FE
cermning the competition is final. they exist. These powerful m

ex in a superb ani-
1. What is Tir Na Nog, besides being a computer [Kashds are brought togeth

e

el mated adventure. Both th{aaxheer_:‘;;t: ::i-

g. Wh.o is the hero of Tir Na Nog? enemies he n_u.lst fa:; :t:an bge ——
3. Name two enemies the hero must face. mated graphics, W

jve, complex
4, What is the hero’s greatest challenge? the player a(fr;ss c:oﬂ':a::mot!hly across
5. Name one other game produced by Gargoyle. landscape which s

the screen



4 REM “honey’
3o GO SUB 000
GO SuUB 9500
o5 LET Hs=0

6 PRINT

ET gs00 PRINT FLASH 15 "Doyaw want
LET stone: another game? (Y/NIE
G0 SUB 5000 gs0s FAUSE ©

LET n=17: LET y=30 @510 LF  INKEY:
3.0y INK 23 PAPE 'y THEN GO TO
IF hs=0 THEM B0

OR INKEY¥

w pR INKEYS

8520 1F) ANKELF =00
s THEN STOF

TO 150
130 PRINT AT 21,195hsi"

¥ IF  INKEY® DR IMKE
150 PRINT INK vs < o tirmys | <> PR DR
“‘im' walyy g INKEYS <2 0" THEN GO TO 850
1F y=0 THEN FR1 [ b
1F y=0 THEN PRI 8600 STOP )
LET y=30 9600 RESTORE 1 FOR 873 10 9: REA
(3 " AND p=C T b a$s FOR =0 TO 73 nEAD c: POKE
T sy=y: LET sa=e USR as+b,c? MNEXT bt NEXT 2

IF stones

2100 DATA |

10,0,20,28,28,28:81

28
9110 DATA "B oS, 62,62,62128,20

20,20
5120 DATA "I:“,l:‘i'.!‘?ﬁ.'_’n?,'.‘.ﬁ.'“zs
E\.Zsﬁ 255, 2
9i30 DATA "D* 58,255 ,2595,255,25
6,xq5‘195.12t?
THEN 9140 DATA 5--.:29.129,x2?‘129.32
e 9,129,129, =5

5150 DATA "E"

% ¥ 3 THE

5,30
1020 IF ATTR EE“:—[.SV‘iA'_‘
LET p=0: PRINT AT sx,8Yi 3

.w‘:n.lh,lb.ib.lﬁ,

Tos0 1F =x-1=4 THEN LET p=0s PR

INT AT sx.8y3" " RETURN

1040 1F ATTR {my—1 5y} =48 THEN

LT ams+1001 LET =0 PRINT
3 )

16,16
9140 DATA "B ,28,52,28,8,0:0:0

170 DATA “H",
n,s:w,\:v‘;“sa
9180 DATA ‘-s-“no,ﬂo.ms‘zss,zs
5‘255.255‘155

9200 RETURN

o500 REM instructions

as03 INK it PAPER 3% BORDER 1

a,:zq.l:w,xz'?.i:’

1070 RETURN
1080 STOP 9505 CLS

3000 LET p=0: LET.Z B0 TO 1 4510 PRINT TAB 9% INVERSE 17 "#1
o5 NSTRUCTIONSH®
2010 RETURN ‘9520 FRINT @ PRINT
4999 STOP & gone on holiday
=000 REM set up screen nis honey pots”
5010 CLS g530 PRINT 'hanaing 4rom the bra
5050 LET pc™ LET t=0 nch of his' favourite tree in t
Sog0 1N 03 FAPER 3 he Hundred® '“Acre Wood. "

pooh Bear ha
and left ail

5100 PRINT aT 3,0 CCCCCCECCCEt 9540 PRINT whowever, P19
ECOCCCCCECEECEECEED = et is= hungry: 1ig scarce-
5101 PRINT "DDDuDQDDDDDD\JDDDD‘DDD pe has collect 1001 aEaaRs
MM-- S with which he gntends"
DOREPPRINT AT 1903 1NK 431111 =--_55<“Pmm “fo knock doan the pe
AR ta af honey."
‘Még”“”“““””I””““M SSep PRINT 1 PRINT WYOU help Pig

1et by pressing any" " "key tg mak

5570 PRINT "as he ruis across th
L qrass®’tunder the branch.”
S=B0 PRINT 3 PRINT iyou will sco

: T 00 ponte for™ilevErY jar th
F1: NEXT 1 Gt Piglet hits.

5500 RETURN 9590 PRINT = PRINT INK ; PAPER
8000 REM end routine 2; "600D Luck! PRINT TAB 173

nany key -

g0t BEEF -09,0% BEEF -
E BEEP o592 PAUSE O

P .05 BEEP .05,3
45, 5¢ BEEP .05

5595 CLS
9500 RETURN

T\

OOH BEAR ha
s gone i-
day and left all his hnn‘ej;'] ;gltls

I;er]p lr’]iglfwm the branch of a tree
o thegbet to knc{ck the honey pmé
e ranch using one of the one
it stones he has collected
iglet runs across the grass un.-

derneath the
tree
e key to
Wi

ten for the 16K Spectrum by

Cathryn Corns of Enfield, Middx

>
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Ow@w@%@ @@

LANCELOT AND A 5PROG
ET OFF DOWNSTREAM

W‘T

DOWN WITH
KING ARTHUR Y/ ¢ HEH’

280 (N - pisari THe Ao
AR *B__\ w

ZODDENLY, THE S0PTHARE TESCoRtS
PIRATE AN MORGAN LEFA%W

LANCELOT AND SPROG CRASH
lN‘l'ﬂ THE SOFTWARE PRATE | &
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a9
g

10 GO SUE 000

1S BORDER O: PAPER 4: INK O:
Ls

&0 LET hs=0

&5 LET u=0

70 BORDER O: FAFER 4: INK O:
LS

7S FRINT - AT FAFER 13"

C

c

AT 21,0; PAPER 1;"

B8O LET t=1000

85 PRINT AT 21,17; INK &3 PAF

ER 1;"HIGH SCORE= "

90 PRINT AT 21,29; INK 63 FAP

ER 13hs
100 PRINT AT 2
R 1;"TIHE"

INK &3 PAPE

110 PRINT AT 0,0; INK &; PAPER

CAUGH

LET y=29

{ RND #19)+1

¢ RND *29)+1

( RND #4)+1
LET b=b+i
LET b=b-1

270 IF b=0 THEN LET b=1
280 IF b=21 THEN LET
1 THEN LET c=0
2 THEN LET c=31
AT b,c; INK

5 A
AT 21,4; INK &3 PAFPE

%

Y

LET t=t-1

1 THEN BO TO &000
330 IF INKEY$ ="7" THEN LET x
myx—-1
340 IF INKEY$ ="6" THEN LET
=x+1
3850 IF INKEY#$ ="5" THEN LET
=y-1
340 IF INKEY$ =" THEN LET

385 IF y=31 THEN LET y=30
390 PRINT AT x,y; INK 13"BC";

AT x+1,y; INK 1;"DE"
400 BEEF .0001,60
410 IF x=b AND y=c OR x=b AND

+i=c OR x+i=b AND y=c OR x+1=b
ND y+l=c THEN B0 TO &00
420 PRINT AT x,yi" "3 AT x+

430 PRINT AT b,c; INK 53"
440 60 TO 220
600 FOR j=1 TD 4: BEEF ,02,20

¥

¥

A

BEEP .02,40: BEEP .02,20: BEEP .

02,40: BEEP .02,20: PAUSE 15:

620 LET u=su+t

NE

&£50 PRINT AT 0,8; INK &; PAPER

u
660 PRINT AT x,y;" "3 AT u+

el
470 B0 TD 200
6000 PRINT AT 0,12; PAPER 1;

1,

IN

K &; FLASH 1;"CALCULATING SCORE*

4005 LET d=0: LET e=
LET sc=0

4010 FOR g=1 TO 20: FOR h=0 TO
1

LET #=0

4015 IF ATTR tg,h)=37 THEM Ll
d=d+1

4020 NEXT h: NEXT g

5030 LET e=(d+d): LET $=(u#20}
6040 LET sc=(4-e)

6050 IF sc>hs THEN LET hs=sc

7000 B0 SUB 9500

7020 BORDER ©O: PAPER O: INK é:
LS

7035 PRINT AT 5,4;"YOU CAUGHT
;u; " DRAGONFLIES": BEEF .25,12
PAUSE 50

7040 PRINT AT 7,7;"BUT LEFT “
;™ BITES.": BEEP .25,12: PAUSE
o

7050 PRINT AT 9,6;"YOUR FINAL

CORE IS:-": BEEP .25,12: PAUSE

3

ET

3d

S

=

he dragonflies have hatched
and are hunting for food. Some
of them have found your lily-pad
and are eating it away. To prevent
them from ruining the lily-pad you
have to hop after them in an at-
tempt to catch them. The holes left
by the Dragonflies can be repaired
over them. You have 998
time units in which to eat as many
dragonflies as possible.
Written for the 16K Spectrum by
P. E. Thompson of Westgate, Kent.
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7060 PRINT AT 11,13;“POINTS *“;
f: BEEP .25,12: PAUSE 100: PRINT

AT 12,13;"PENALTY "je: BEEP .2
5,12: PAUSE 50: PRINT AT 12,21;
OVER 13" ___ ": BEEP .25,12: PAU
SE 50: PRINT AT 13,1 "SCORE=
"ssc; AT 13,213 OVER 13", “: B
PRINT AT 16,7
HIGHEST SCORE:";hs
7080 PRINT AT 21,3; FLASH 13"Pr

ess any key to play again®
7085 GD SUB 9500

7090 IF INKEY® =""
7050
7100
7110
FO00

THEN GO TO

FAUSE 50
GO TO &5
FOR k=1
PDKE
MNEXT n:

TO &: FOR n=0 TO 7:
USR ( CHRS (183+k
NEXT k

5,126,16,8,16,

READ a:
yitn,as

120,40,0
9030 BUKDER 0: PAFER Ot INK é:
LS
9040 FRINT AT 11,63 FLASH 13"IN
STRUCTIDNS? (y/n)"
IF  INKEYS THEN GO TO
IF  INKEY$ ="y" OR INKEY#
THEN GO TO 9100
IF INKEYF ="n" OR INKEYS
THEN RETURN

BD TO %050
GO SUB 9900

CLS
G0 SUB 9850
PRINT AT B,0;"The Dragonfl

ies have hatched,andare hunting
them have fa
and are busi
your home.

Mot only do

for food.Some of
und your lily-pad,
1y munching away

you have to eat the dragonflies,
but also repair the holes they
have made by moving over them.

Move using t
he following keys:-"

9140 PRINT AT 18,65"LEFT 'S5
RIGHT 'B'"; AT 19,&3"UP

7 DOWN "6’

9150 PRINT AT 21,3; FLASH 1;"Pr

ess any key to continue"

9160 IF INKEY$ ="" THEN B0 TO
FL60

9170 5O SUB 5900

9180 CLS : GO SUB 9830

9190 PRINT AT 8,03 "Every dragon

fly you catch is worth 20 poi
nts,but every hole you leave at
the end of the gamewill lose yo
u 2 points. You. start wi
th 1000 time units, and the game
is over when you run out of t
ime. At the end of the game your
scare will be calculated and
displayed. "
9200 PRINT AT 19,10; FLASH 1
‘600D LUCK® "3 AT 21,5; INVERSE
13"Press any key to play"
9210 IF INKEYS ="" THEN
9210
9500
9510

60 TO

FOR q=0 TO 31
BEEF .08,q: NEXT q
9520 RETURN
9850 PRINT

EEEEREE AT 2,11; INK
2,12; INK 4;"DRAGONFLY
13 INK S;"s"; AT 3,113

EREEEERER

9860 PRINT

T. 2,233

AT 1,113

INK S;"w#

AT

FHO0

14
BEEP

FOR a=0 TO
BEEF .1,a:
NEXT a
BEEP .1,20
RETURN

910
9920
9930
9740

.05, a+3

HE SPEED at which a car is
travelling is shown on the
screen. Input the distance you
think is needed for the car to brake
without stopping short or hitting
the vehicle in front. You have three

attempts at each speed and are told
if your guess is too big or too small.

Brake Now was written for the
16K ZX-81 by Leo Sullivan, London
N1.

fa
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- Gus the €aveman

ELP Gus the caveman climb the cliff to the pterodactyl’s nest so that he can collect twigs. Once he has
collected a twig he can take it back to his campfire before he advances to the next screen. Do not let Gus
bump into the ges or other obstacles and look out for the angry pterodactyl.
Written for the 16K Spectrum by Anthony Sherwood of West Bromwich, West Midlands.

1 RESTORE : LET kk=0: PAPER 7 1100 LET pl=pl+((pl<ml)=(pl>ml1))
: INK 0: BORDER 7: CLS
2 BO TO 4000 1110 LET p2=p2+((p2<m2)—(p25m2))

&6 FOR j=i TO BEEP .02,5+10 1120 IF ATTR (p1,p2) <> 56 OR
*j: IF.m2=0 OR m2=31 THEN LET d ATTR (p1,p2+1) <> 56 OR RND 2.6
=0 OR p2=31 DR p1<5 THEN LET pl=p

7 FRINT AT mi,m2;" LET mi Y3 LET p2=px i
=mi-1: BEEP .02,10+10%3j: LET m2= 1125 IF RND >.7 THEN PRINT AT

m2+d: IF ATTR (mi,m2) <> 5& THE PY,Px3" "3 INK 13 AT pi,p2;"EE
N GO TO 200 “: BO TO 1131
8 PRINT AT ml,m2;m$(j)z NEXT 1130 PRINT AT py,px;" ": INK 1
5 AT pl,p2;"CD"

9 FOR j=0 TO 2: BEEP .02,35-1 1799 NEXT i
(3] 2000 GO TO 1000

10 IF m2=0 DR m2=31 THEN LET 4010 CLS : PAPER S: PRINT AT O,
d=0 103 "CAVEMAN BUS"

11 IF ATTR (mi+1,m2) <> S& TH 4015 PRINT AT 0,0; DVER 1; INK
N

EN RETURI 13" (32#i03) "

12 PRINT 4020 PRINT "“HELP GUS TO CLIME T
02,30-10%32 HE CLIFF TD THE PTERODACTYL NES
masd T.HE NEEDS TOBRING TWIGS DOWN FR

13 IF ATTR (ml,m2) <> S& THEN OM THE NEST TO KEEP HIS CAMPFIR

B0 TO 200 E BURNING.

14 PRINT AT mi,m2;"A": NEXT j 4025 PRINT ‘”“

éﬁ ESiUET=:t+1: PRINT AT mi,m 3030 PRINT ‘' DON'T LET HIM BUM
Z:% % LET mi=mi+1: PRINT AT m1 [ _2NTQ ANY OBSTACLES DR FALL
sm2;"A"s BEEP ,05,3#(21-m1): IF TOO FAR. HE ALSO HAS TO AV
ct=6 THEN PRINT AT mi,m2;" ": OID THE ANGRY PTERODACTYI.

GO TO 200 4040 PRINT ‘" IF HE GETS A TWIB

EN22BE,FTDRI;21 R UL E2 RSO SETH AND PUTS IT OM HIS CAMPFIRE,
24 GO TO 20 ZL WILL THEN i MOVE TO SCREEN TW
200 BORDER 2: FOR j=1 TO 30 STE S s 2
175 P 3: BEEP .00S,j: NEXT j: BORDER °05° PRINT LEGT3 RIBHT-D,
5 JUMP-1

210 PRINT AT pi,p2;" "

215 LET li=li=1: FRINT AT 0,31
;1i: IF 1i=0 THEN GO TO 300
220 BD TO 5700

300 PRINT FLASH 1; AT 7

4200 FOR i= USR "a" TO USR "n"+
7

4201 READ ir POKE 1,j: NEXT i
4210 PRINT INVERSE 13" FR
ESS A KEY TO START &

> : e
,9;"  GAME DVER prEt S ZSTIP RINT ELAs Gt PAPE
S8 KEY 8 FOR 5 BTEF —_— e
.8 THEN RINT AT

+2 TO k—1 STEP -1: BE AT 751

MEXT j: NEXT k

510 IF INKEYS <> "8" THEN GO
TO 310

311 LET =sn=1: 60 TO 5080
1020 FOR i=1 TO 2

1025 IF IMKEY$# ="1" THEN 60 SU INKEYS ="" THEN BEEF
S 00012, RND #60: GO TO 4257
4240 PAFER 7
5003 DATA 56,56,16,56,124,186,40
,68,56,56,14,56,40,40,14,16
5004 DATA 224,241,123,25,15,7,2,
2,1%,159,188, 48,224, 192,128,128
35 DATA 0,1,3,1,15, 127,242,226
,0,128,128,0,224,252, 159, 143,40,

.9 THEN PRINT AT
AT 7,14;"B"; AT 7,1

1030 PRINT AT mi,m2;"
0 IF INKEY$ ="9" THEN LET d

IF INKEY$ ="0" THEN LET d

IF m2<0 OR m2>

31 THEN LET m2=m2-d
= — = 28,56,20,4,53,30,4,3,47,55,127,2

5t 2] R8s THEN® =S190520y8,93,30, 8,337,950,
“’Gg ‘rE »scr'm Lt 51,127,43,25, 183,255, 255, 43, 123,

243,223,191,174,255, 246,254, 223,
287,254,176 ,255,62,60,60,60,50,6
1,62,40,52,54,118,126,126,254,12

1060 IF  ATTR (mi+1,m2)=5&6 THEN
LET ct=0: GO TO 20

1070 PRINT AT ml, mF (1)

1075 BEEP .00S5,i*15+10

6 DATA 255,255,190,62,20,4,0,

1085 IF ATTR (mi+1 S0 THEN
LET z=1: FOR 20T 20 STEP 5
: BEEP .04, NEXT k

1087 IF ATTR (mi+1,m2)=178 THEN

IF z=1 THEN LET s=s450: FOR 1
=40 TO O STEF -1: BEEF .03,1: NE
XT l: LET z=0: LET sn=sn+i: 60 T

0 5090
1093 LET py=pl: LET px=p2 :
1095 IF RND >.7 THEN LET pi=pi o

—1: 60 TO 1110




0,255,127,63,22,0,0,0,0 PRINT AT j,153 "EF "t BEEP .03,30]
5010 LET m$="AB" —j: PRINT AT §,15;" "3 NEXT j
5050 LET s=0: LET sn=t: LET h=0 5309 RESTORE 9000+sn¥100: PLOT O
,1S4: DRAW 255,0: FLOT 0,144: DR
5080 IF s>h THEN LET h=s AW 85,3: DRAW BS,~&: DRAW 85,3
5085 LET li=b: LET s=0
5100 IF sn>2 THEN LET sn=i S110 FOR j=1 TO &: READ a,b: PRI
5101 CLS : PRINT #O; AT 1,03 INK NT INK 43 AT'a,b3"HIJ"; AT a+l
53 (32#ig3) " b+i3 INK 1;° AT a+Z,b+1;"L"
NEXT 3§
5120 FOR j=1 TO St READ a,b: PRI
NT AT a,b; INK 4;"HIJ": NEXT j

sn
INK 35 OV
ER 1;"(11%ig3)"; AT 1,20;"(B*ig3
" = —— 5130 FOR j=1 TO 10: READ a,b: PR
5105 PRINT INK 2; AT 0,0;"SCORE INT AT a,b; INK 3;"GGG": NEXT j
"; AT 0,15;"TOP"; AT 0,30;"A"
5106 FRINT AT 0,63 "00000"; AT ¢ 5140 FOR TO 17: READ a,bi PR
4193 “000DD* INT AT a,b; INK 23 "MNM": NEXT j
5107 PRINT AT 0,11- LEN STR$ s
;a3 AT 0,28- LEN STR® hih; AT 0 5150 PRINT AT 7,30; PAPER &; IN
1i K 2;‘&] AT 21,03 FLASH 1;"HJ"

S108 FOR j=21 TO 1 STEP -i: PRIN
R 5700 LET LET pl=b: LET p2=3
ek abudnk 0: LET d LET m1=20: LET m2=0

6000 B0 TO 1000

9100 DATA 1,19,1,23,15,0,18,11,1
8,17,19,29: REM 6 trees
\ 9105 DATA 17,19,21,6,10,12,21,15
421,24
\ §§§§§§b 9110 DATA 2,2,2,7,3,17,9,0,13,25
= ,15,10,20,7,21,12,21,21,21,27
9115 DATA B,22,8,27,9,6421,9,10,
18,11,4,13,29,14,15,14,21,15,4,1
5,26,15,29,16,0,17,22,21,0,21,3,
21,18
9200 DATA 1,17,8,29,12,0,14,24,1

= 7,14,19,22
— ¢ 5 @ 9205 DATA 3,26,17,20,19,10,21,15
3210 7,10,20,8,9,10,0,10,

L 2 e 23,13,7,19,29,21,3,21 621,20

9215 DATA 8,4,8,14,8,26,9,17,12,
3,13,13,13,1%,15,29,16,5;17,26,2
0,5,20,29,21,0,21,%,21,12,21,18,
21,27

658,8: BORDER &: FAP
FOR L USR "B" TO U
NEXT IFTEEN doorways appear ran- through all fifteen doorways and

2157 domly in the corridors on the along each corridor you will be told

256,56,16,128,16,56,568,6

&: INK 1: PRINT AT screen. Run up or down the corri- how long you took.
EEBBEBEEBBBEEEBEREBEEEHEB" : LET dor to reach the doorway and the Doorways was written for the
; :;:!N; il ‘5‘, e next corridor. When you have been 16K Spectrum by Barry Jones of

EEBBEEBBEEBEEEBBEEDE"

Handsworth, Birmingham.
e

o

45 LET T=T+.07
48 FRINT AT
50 IF INKEY#

%

1
&0 IF INKEY# " THEN LET X
¥=31 THEN BEEP
G0 TO 200
ATTR (X,Y) <> 49 THEN
B 5,

BE

T
WOULD YOU
BAME (Y/N)";AF

IF A$="Y" THEN CLS : RESTO
GO TO 1

230 BEER. Sl13 BEER .l

E ANOTH
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Hampstead and Kentilla

MPSTEAD has a totally un-

reasonable grip. If [ find my
feet aching during the day this is
automatically put down to my
having wandered all round Picca-
dilly Circus last night. It takes a
conscious effort to recall that I
was in fact doing nothing more
arduous than typing.

In my usual daze, I got up to
sign on and was struck by the
desire to succeed for a change. I
resolved to claw my way up the
social ladder, from a tacky two-up
two-down in what estate agents
manage to call West Hampstead,
and attain Hampstead — res veri-
tas. Mind you, I suppose I could
always settle for Richmond in-
stead, take a trip to Waterloo, and
thence by bus to a round of wine
bars and bistros, or take the train
to Kings Cross for the trip of a
lifetime!

After about fifty dismal failures
(and a few intriguing ones) I have
managed to take a job with a
company car with which [ can get
to Islington, St John's Wood, dear
old West Hampstead, or go up
the M1l to Cambridge. I have still
not attained Hampstead, but at
leastt o longer throw me out

of my club.

Do not go naked into the indus-
trial estate — maybe there is no
ball or string, but it is still useful to
remember Theseus. Everybody

gets lost in places like this — they %

can be mapped provided you are

not too committed to Euclidean
-

geometry.

The gentleman on the train — =
you know the one if you have

been to Waterloo — IS important.

If you want to impress him you
have to brave the estate, where
you find a really tempting item for
an art critic.

The decisions you make in
your job are crucial. They can
earn you a bonus but even THAT
does not impress Pippa, another
social climber.

A pity the key to your filing
cabinet has been lost — maybe a
visit to the shops is needed.

DO make a saved copy of the
earlier parts of the game. Once
you have investigated that thor-
oughly it swiftly becomes a bit of
a bore getting to where you
REALLY want to be.

Early in the first evening I made
28% — by settling down else-
where — but remained stuck at
38%, with Hampstead remaining
a tantalising and wunattainable
glow on the horizon, until late last
night and early this morning
when, in a group effort, we made
85%.

The game was developed
using the Quill interpreter, but
then re-written entirely. Strangely
enough, it does not so much dem-
onstrate how much one can im-
prove Quill adventures, as how
much can be done within them,
since at times it almost seems like
a graphic game.

As if the game itself were not
enough, the SCREEN$ when

loading is one of the best I've

Kentilla has the misfortune to
be in the same review as Hamp-
stead. It is less compelling, but
only just! The aim of the game
seems to be to match twisted
minds with the author. Maps have
a tendency to work one way, if
then. The topology of this world
is quite something!

I still have a -preference for
some sort of visual input to help
me think — only in this does Ken-
tilla rate more highly than Hamp-
stead. One of my friends was not
impressed by the SCREEN$ but
the rest of us beg to differ! As you
go through the game you find
more and more that apart from
the excellence of the loading
screen in its own right, Image
Systems have chosen a scene that
brilliantly evokes Derek Brew-
ster’s world.

The input routine is a little un-
usual and has some very useful
features, especially the use of
EDIT (CAPS SHIFT 1) to recall the
previous command — other pro-
grammers please copy.

Back in the Mists of Time Grako
wrought his evil and was van-
quished, and was returned to the
flames of the Abyss. The world
rejoiced . .. Too soon — for Vel
nor found the Tomes of Grako
and, using these, brought evil
again to the land. He, too, was
consigned to the flames — but
Grako escaped with the Moon-
stone of Algrath ... the cassette
insert carries on like this for quite
some time.



[En
i}

To continue the story . . .

For all the menace of his name,
the first character met, Ogeron, is
a nice guy, hung up on the
thought that he has to trust yours
truly to save the world! Maybe he
has a point there! Apart from his
gift of the sword, Ogeron offers
some necessary background in-
formation: the evil Grako has
moved into the Black Tower —
shown in the distance, beyond
the vile swamps of Caradoom on
the loading screen — and is dis-
covering the secrets of Velnor’s
power. Unless I can reach the
Tower and stop Grako the world
will enter eternal darkness!

The order of events in the Ca-
vezat cavern is crucial, since Ca-
vezats dislike thieves and will not
allow one to leave; benefactors,
on the other hand, are extremely
well treated (just find THE
TORCH in that well-lit cavern and
anything available is yours for the

taking).
The river can, and must, be
crossed . .. there is no boat, so

do the logical thing — swim!
Again, careful attention to detail
gets the desired results, much
depends on the exact word used.
Two interesting, if completely
useless facts — the sword floats,
and the rope catches up in an
invisible tree. The rope you can
regain, but the sword vanishes

2
> YARD  wanrow oy {‘u;g:ps;‘r:%r
E =

NEWSAGENT

7 RICHVOND
CROSS ¥
e

forever down the rapidly ﬂowingﬁ

river.

In Carawood there is an Oracle
which has a message for you. If
you explore this strange wood
and the adjacent swamps you will
also find a castle and a maiden to
save. You can avoid death at the
hands of the Urga-maul in their
caverns. In order to do this, the
best idea is to arrange to be
somewhere else as soon as they
open the door.

Avoid ambiguity and be as pre-
cise as possible — for instance,
since you cannot be sure that
your first blow will end the fight,
“kill”, though valid in so many
adventures and in Role Playing

e e

| HELP OFFERED

WATERLOO

Games similar to this, is not ac-
cepted here. No need to depair,
though, “attack’ serves quite
welll As with The Hobbit, life
goes on whether or not you do
anything. The correct actions, if
you can think fast enough, can
change alignments, making en-
emies into friends, which can be
more useful than hacking your
way through with your trusty
sword!

This is not an adventure to com-
plete in an evening — it could
take weeks, or even months to
plumb its depths, so Happy Ad-
venturing, and Good Luck! More
Adventures in Caraland please!
Addiction Factor 8

To: Questline, Sinclair Programs, :
67 Clerkenwell Road, London ECIR 5BH |
1




SINCLAIR PROGRAMS January 1985

COLLECT-A-KEY

WORK your way up the screen collecting the keys as quickly as you
can. A monster, a hammer, an electrified wall and a moving wall
have joined forces in an attempt to hamper your progress, and they should
be avoided. If you manage to collect all fifty keys, you must return to the
flashing wall at the bottom of the screen.

Collect-a-Key was written for the 16K Spectrum by Mark Freeman of

Colchester, Essex.

J& NEXT n

1 BO SUB 9000 AT a,b3" "1 LET a=a-1: LET h=h
5 GO SUB 4000 60 SUB 350: PRINT AT a,b; I
& LET hi=3000 “: BEEP .01,30: PRINT AT
10 LET a=18: LET t=0: LET b=1: LET a=a+1
LET k=0 LET b=b-1
15 BORDER O: PAPER 0: CLS LET t=t+l
20 GO SUB BOO: B0 SUE 1000 GO SUB 350
40 FOR =14 TO 20: PRINT AT 7 331 PRINT AT a,b; INK
5 INK 73 BRIGHT 13" E"; AT 17, 335 BEEF .05,-30
105 INK 353* G" 340 GO TO 300
50 GO SUB SUO 350 IF ATTR (a,b)=50 THEN GO
54 LET t=t+l TO 590
55 IF INT ( RND #20)=5 THEN 360 IF ATTR (a,b)=70 THEN BEE
60 BUB 200 P .01,50: BEEF .01,403 LET k=k+1
60 NEXT +
70 FOR £=20 TD 14 STEF —-1: PRI 370 PRINT AT 20,43 "KEYS:"3
NT AT 7,f; INK 73 BRIGHT 13"F * 380 PRINT AT 20,20;"TIME:";t
5 AT 17,4-103 INK 33'H * 390 RETURN
80 B0 SUB 500 400 IF t¢hi THEN LET h
82 LET t=t+1 410 PRINT AT 0,0; INK 3;"BEST
85 IF INT ( RND #20)=10 THEN hi; AT 2,0; INK S;"YOUR T
GO SUB 200 st: RETURN
90 NEXT + IF a=3 THEN IF b=30 AND 1

100 60 TO 40 g* THEN GO TO 299

200 FOR n=13 TO 15: PRINT AT n ATTR (a,b)=71 THEN BEE
1163 INK 23 PAPER 63 "AAA' BEEP P .1,3: BEEP .1,0: PRINT AT 10,
. 01,30 5 INK S;"Killed by ghost": BO T
205 1IF ATTR (a,b)=50 THEN FOR 0 2000

=0 TO 10: BEEF .1, = NEXT #: 510 IF ATTR (a,b)=&7 THEN BEE
FRINT AT 10,93 INK 3;"Killed b P .1,0: BEEP .1,3: PRINT AT 10,
¥ wall": BO TO 2000 B; INK 4;"killed by monster": GO

TO 2000

O FOR n=15 TO 13 STEP -1: PRI 515 PRINT AT a,b3" "
NT AT n,18; ": BEEP .01,30: S20 LET a=a+( [NKEY$ ="a")-( IN
NEXT KEYS ="g™)
220 RETURN 530 LET botiw( INKEYS.='p=)=( IN
299 PRINT AT a,b; BRIGHT 1; IN KEY$ ="o"

610 LET b=b+(b<1)-(b>
420 PRINT AT a,b; INK b3
&30 RETURM

‘D S40 1F ATTR (a,b)=2 THEN BEEP FRINT AT O,
LET a=2 -01,50: LET k=k+1 AT 19,f;"a%;
320 IF b<2 THEN LET b=t: 6O TD 550 IF ATTR (a,b)=3 THEN BEEP £3"A"s AT B, ¢
40 01,801 LET k=k+1 AT 1863
322 PRINT AT a,bz" * 540 IF  ATTR (a,b)=4 THEN BEEP  ppwy ¢
326 IF  INKEYS FRINT 01,301 LET k=k+1 820 FOR =0 TO FRINT AT ¥,
S70 1F ATTR (a,b)=5 THEN BEEP s"A"; AT §,313"A% NEXT f
SO TOTELETE Jooksd 50 TO 2B STEP 4: PRINT
580 IF ATTR (a,b)=1 THEN BEEP AT 2,£5"A%; AT 3,43"A" AT 1,§
.01,10: LET t=t+100: PRINT AT s INK b; PAPER 03 BRIGHT 13
25y K TVECE LT ds e R b= i
0 B840 FRINT AT 10,2:"ARAARAARGAS
590 IF ATTR (a,b}=50 THEN FOR  aqu; AT 10,18;"AGAAAARRARAA™
£=0 TO 10: BEEF .1,—-30: NEXT f: TS0 PRINT ATT‘
PRINT AT 10,9; 3;"killed b 'y AT 18,737 B
y wall®: B0 TD 2000 1
e e LR
UB 1000
596 PRINT AT 20,4; "KEYS: B&0 ZUE! £ l:kTD 27 iIEF‘ 4: F"-([ ;
| 597 IF k=50 THEN PRINT AT 17, F\!.E 28; £
| 13 PAPER 7; INK 1; FLASH 1; "AA" Taeh 4
| 598 1F ATTR (a,b)=185 THEN FO
R §=0 TO 60: BEEF .01,f: NEXT f:
FOR =40 TO O STEP -1: BEEP .01
yFi NEXT £: PAUSE 100: CLS : FOR
£=0 TO 10: BEEP .01,f: PRINT A
T 10,10; INK INT ( RND mé&+1);"C
| oneRATULATIONS ! "3 AT 12,9; "your
| task is overt”: NEXT 4: GO SUB
faco: Bo To zoo0)
599 PRINT AT 20,20;"TIME: 11,65 "B";
400 LET +la1)—(a>18) 940 PRINT AT 13,3;

15 :
950 PRINT
AT 18,85 "B"; AT

18,18;




1000 INK 7: BRIGHT 1

1010 FRINT AT

AT
AT 10,1
PRINT AT 12,
:"D"; AT 14,8;"D";
1040 PRINT AT 1&
; AT 18,2
1050 PRINT AT

16,24

24;"D"; AT 18,24;"D"
1060 BRIGHT ©: RETURN
2000 INPUT “Another ga?"jaf
310 IF a$="y" THEN GO TO 10
120 IF a$='n" THEN STOP
2030 G0 TO 2000
4000 BORDER O: PAPER O: INK 7: C
4010 PRINT AT 0,10; "COLLECT-A-K
EY"; AT 1,9;"— !

:"You must wor
screen colle
fast as you

4020 PRINT AT 3,
Kk your way up the
cting the keys as
can."

4030 PRINT

AT 6,03 "When you hav

e all 50 keys go back too the
bottom of the screen and t
auch the flashing wall."

4040 PRINT AT 10,0;"The game wi
11 end if you touch the:- monst
er,hammer,wall or thefalling WAL
Lo

4050 PRINT AT 13,05"100 points
will be added too your TIME i
f you touch the blue girders."”
4040 PRINT AT 1&,03"On the top
part of the game the computer ta
kes control of your direction a
nd you just have too jump the wa
lls and get the keys."

4065 PRINT #13; FLASH -
——PRESS A KEY-——
4066 FPAUSE CLS

4070 FRINT AT B,
10,5; "o-left'; AT

5y "KEYS
11,53

5 AT
p-right"

N\

5 AT 12,5;"g-up"”; AT
BT

n"; AT 14
only)"

4080 PRINT AT 21,7;
ESS A KEY TO START":

13,5; "a—dow
(top section

Jump

FLASH 1;"PR
FAUSE O

4090 RETURN

9000 FOR i=0
USR “a"+i,a:

2010 DATA

9,129,129
050 DATA

F060 DATA
199,99
070 DATA
0&

F080 DATA
62,115
Q090 DATA

TO 71: READ a: POKE

NEXT 1

251,251,251,0,191,191,
28,34,17,30,48,96,208,
255,255,36,46,129,255,
129,129,129,129,255,12
24,&0,&2,31,&3,115,2:7

24,60, 124,248,252,206,

14,15,12,30,62,60,124,

112,240,48,120,124,60,

0,24,24,126,90,90,40, 1

el
2100 RETURN

WHILST hunting in the jungle you are confronted by a huge snake.
Above you is a large net which you can use to trap the snake. To
reach the net you have to climb up six vines to cut it down. The vines are
frail and can only be climbed once before they collapse. Watch out for the
four large birds who can knock you off the vines.

Vine Climb was written for the 16K Spectrum by Andrew Clark,

Queensland, Australia.

1 cLs

2 PRINT AT 11,0;"D0 YOU WANT

INSTRUCT IONS?2 (Y /) PAUSE 0:
IF INKEY$ ="y" THEN GO TOQ 700
o
3 RESTORE : B0 SUB 3000
4 LET hi LET h#="SPECTRUM"
S LET z=0
& LET
9 LET g
10 RESTORE : BO SUB 3000
20 LET score=0‘
30 LET lives=3
100 CLS :
105 GO SUB 2410

110 GO SUB BOOS:
0 SUB 8015

GO SUB BO1O: G

120 LET a bt
210 LET x=14: LET y=0
310 GO SUB BOOO

320 PRINT

AT 0,13

410 PRINT
F z=1 THEN
500 LET x
<14)=¢ INKEY$

THEN LET a

‘5" THEN LET a
$="F": BEEF .01,5
513 IF k=6 THEN GO TO S000
514 IF %<2 THEN GO TD 6000
515 IF SCREEN$ (x,y)=" " AND x
<> 14 THEN IF SCREEN# (x-1,y)
=" " THEN GO TO 4000

516 IF x<14 THEN LET ag="G"
517 IF x=14 AND a$="E" THEN LE
T ag="p" =

520 PRINT AT 0,20; INVERSE 1;s
core; INVERSE 13" HIz“ghi

590 IF z=1 THEN LET x=x+1: BEE
P .02,x-5: IF x=14 THEN LET

60 TO 410

610 PRINT AT x,y; INK i;a%
710 LET birdl=hirdi+i: IF birdi
31 THEN GO SUB 8000

B10 LET bird2=bird2+1: IF bird2

>31 THEN GO SUB 8005
910 LET bird3=bird3-1: IF bird3
<0 THEN B0 SUB 8010
1010 LET bird4=bird4-1: IF bird4

<0 THEN GO SUB BOLS
1110 IF ATTR (a,bird1)=57 OR A
TTR (b,bird2)=57 OR ATTR (c,bir
d3)=57 OR ATTR (d,bird4)=57 THE
N GO TO 4000
1115 LET gq=q-1:
q=30: PRINT AT 14,0;" "

1120 PRINT AT 14,0;"E

1130 IF g-1=y AND x=1% OR gq=y AN

1IF g<0 THEN LET

LY o L P



p =14 THEN g0 TO 221

1210 GO SUB 1410:
1310 GO TO 1610

1410 QVER 1: PRINT
AT b,bird
AT d,birdd;
R O:

N LET h:

B

1
IF lives ¢= O THEN
GUER"3 AT 0,73
AT 14,03"S
CORE IS 1F score’hi
jacore: PRINT AT 15,03
ayDU HAVE THE HIGH SCORE '!!
PLERSE ENTER YOUR MAME" =

PRINT

h$: PRINT AT 195
PAUSE Ot 1IF  INKE
60 TO 5

FLAgH O3 INVERSE O:

2210
B0 SuB 1410

AT a,birdl
A

RETURN

o

o T0 -10 STEP -1z
FLASH 1;a¥: BEEF
LET k=01 LET 1ives=l

PRINT

h#
2230 IF lives ¢= O THEN PRINT

"H1 SCORE

15 ";hi; AT 18
&3 "ANO

710 RETURN
FOR a= USR “

Zp20 DATA 24,28,1
@ lEH‘:ﬂﬂ.*\ﬁ.)EQ,

12,29,121,190,
40 DATA 1,7

0,189,1 29
3999 RETURN
2000 FOR 2%
yo: PRINT AT
" s NEXT
4099 LET
5000 FOR
03" (32%gb) "

cora+d
20 PRINT AT 9

5030 LET 2=0%
G0 7O 100

10

7010 CLS @ PRINT
H 13 BRIGHT 13
[NE CLIMB iy

v, you see Al
h above. To

the snake-

vines are ver

cannot rel

INK 53" (32#ig8)

2610 PRINT w1 0,08

0
READ d: POKE a,d:

NEXT

Now try and c3a

5000 BEEP 6,81 LET k=k+i:
=1: LET score=scaret+i0o: GO TO 4

%
RINT

NT AT 0,113 BRIGHT

you pass over tl

p a vine before i
oo high too reac

STOF

2T UsSR

&, 60,8
158,
8,52

. GO TO 2210
10 14: PRINT AT 2
PRINT AT 21,017

,113"GOOD PLAY::
pture them aga

AT 11,113

key.
7015 PRUSE 0% PRUSE O3 CLS

L3 "Hunting in &
suddenly attack

snake!!'"

ge

£8%0 PRINT ~"Looking into th
arge vine net hi
e reach the net, ¥
o5 must climpa series of six vin
es and cut dowr

4 .

7080 PRINT synfortunately,

4 frail and once

hem they coll
one step u

ease the ne
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T c,bird3;

INPUT

INKEYS
7: BRIGH
BEEP 1,

NEXT &

24,80,4%
25,16,44,1

6. 16,16,8,8:151
0,17 438 b, 60,24 ,24,8
120,66,70470:521

z: LET score=s

LET z

MK 03 PAPER 5; "V
AT 13,11;7any

VINE CLIM

n the net to tra

h and then you




- 250
1056 PRINT wy LET

‘ ; %‘; ’t) o
([ .
L

atch the hearts as they fall
from above. If you miss a heart
it will fall to the ground and break.
Once a heart is broken you cannot
touch it. There are six levels of
play. Use keys Z and X to move left
and right.
Broken Hearts was written for
the 16K Spectrum by Neil Cooper,
aged 14, of Saltburn, Cleveland.
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|

S

>

| lout. The screen is filled with
| squares and the bomb can appear\

in any of these squares. After you|
have walked over a square it turns ||¥
black and cannot be walked over
again until the level has been com-
pleted. Avoid the skulls, for they
will cause instant death upon con-
, | tact.

Deadly Dynamite was written for
the 16K Spectrum by Christopher

2, 41 By
26 pore a0,
owo | Roper, aged 10, of Blackwood, | 11~ "% wusg .. 10 M
Gwent.

Skl
5. 3, BIN 0p

21 pogg 000

oy OKE  ygg Henng =il
= 2 BIN ¢

, 52 POKE g ot

(S

A BN »
2T py 01
oo OKE g 1iig

; St
24 ppy N 00600y
11 E SR wigh, - e

o= s BIyn
25 py OO
) OKE ygg Bhs 0117

30 s
7 FOKE USK

0n e
8 POKE USR

i 2, BIN
27 FOKg 000114
00 o alo 00 USR meuy e
5 POKE US 3

.28 Foxp * BIN 0ggy 4,
o0 e 00 USR ag,
Lo FOKE USR "b"+1, B 4

, + BIN o

29 pp 0114

00 iyea) oo COKE sk g, A0
{1 POKE USR "D"+2, P

30 roe " BN o1y
00 pokE USR "DU¥S, BIN 000010 J
12 PO o -

00 o ve USR "hu+a, BIN 000DLC
13 ‘

o8 4 POKE USR “bt+5, BIN Q00010
1 S

.-mr cokE USR "brre, BIN Qo010
5 F

90 cowe USR bia7, BIN 000010
16 POKE F

: i 110010
nu” POKE SR "ct+0; BIN 110010
a0




LET SCl=colior LET sqqr‘e=sl:nre
+5

270 ¢ lNV.EYt ='my AND ATTR

56 FOKE pgp LB 00114, SOLirauwes, o5 71 anp roN<SL Tigy
ET o

L FOw=r, WE2: LET scm—ezs:ure
37 Pokg ety BIn 00111y *S

i 280 rp SOlsb1 Ann TONSEZ TiEy
I8 POKE By 001144 B0 19 4000

11

285 pp INKEVe o AND  arre ¢
39 Foue usr BT 111664 el ray-z; <271 anp TOWSL Typy
0o LET Fowusp W=2: LeT c Core+
40 Py USR dipugy SN £1445, 3
oo 290 1p TTR (:ui,rnm=?o THEN
A Poke Usk "i"*:, BIn 11000, G0 g Soo,
1o 200 PRINT m.az, I Z:t.ime
42 Pokg Usr e 11060y i AT Blty,po, INK 25 iepen, IF ¢4
16 E  usg LR B0060, EC10 Ty FRINT 11b2ig,u
43 Pokg sk el T Oltogy ¢
1o 8% Poke UsR ;. *4, By 00000 301 PRriny AT 0,0, "Score "iscor
4 pokg USK Sy 10111 oy -
o0 70 Pokg USR **5, By 00000, 302 pryyy AT 0,14
45 Pokg USk S ha iR 113t oy &l; At 0,22; "LIvEg.
oo 71 Pokg Usg "4, Brn C0000g liveg, PRINT e
46 Poke usg “EgG BIn 111117 oy Ui PRINT W,
og 72 Poke Usg VBT e 1111qy 303 PRINT
47 Pore usR R BIn 000109 1 8% a cnI‘I.rcm;
oo 73 POKg Usk "3, gy 000000 304 gy Limempyp,
a5 FOKg sk gty BIn 000100 01 305 g imec; p EN gy
% B 74 Poke Usk S 000000 308 Fgr &=20 710 og
45 Fore Usg “g"‘?‘ BIN 00011, 01 a
75 FOkg sk Yitea, BIn 000000 307 BEep =001 3, BEER <001, 38
90 Poke usg "guez, BIN O1o00g o1
76 Pokg Usr “IU+3 pry 900000 308 pepp =001, x
5 Foke Usg “9"»4, BIN 00111y o1 309 FRINT €0l ray; n “; AT
77 POkg Usr ";"*4, BIn 000000 coi f-],ruw; o,
POKE yge BIN 01000, 01 400 gg 77 250
78 Fokg Usr 345, B 000000 5000 prey =207
Pake "gtrs, BIn 00000 01 1y=~10. BEE ]
79 Pokg Usr "3"+&, Bry 000000 E
Foke Usg "qw?, BIn 00000 01

80 Fokg Usr. "j“+7, BIN 000000

55 Poke usg o 000016 oy

70 BORpeR 01 Papeg o, Nk 7. 5
36 Poke Usgr « BIn 0000 ¢ RIGHT ;) s

00 100 poye Usg LT 010101
7 Fokg EIN 111110 g
101 poge Usk *1, BIy 001000
Poke “nw:, BIn 00000g 14
102 Fopge Usg kY2 B 01110y
POKE g " BIn Mizgy g4
103 P Usr ke n 011104 z
Plke By 900000 1y 4002
104 prje Usg ks, pry 01110, T
FOKE  ygg BIN 000400 11
105 porg Usk Kites Bry Ol110g 5003
82 Pokg USk. wy e Q00005 44 LET oo
o1 104 poe U8R sl g BIN 01430, g
a3 Foke Usr 2 el 15 BIn OOUUDU 11
1

107 poe 7, BIN 011101
&7 Fokg USR i, BIN 005064 1

INK o, "Kikkic
7175 INT o

7
K" a1 g5, 5. ST

0 STeR 2. RINT
CDCDCDCDCDCDED

9.0 vp 1 Z pp
RIBHT W

s:qratstors*fnoﬂ

207

OR a=g 75 7: For b=o 15
AT J::ll,rl:m: Ink b ag.,
1O I LERS To NEXT 4

a

CL PRINT AT cg)
FAT copey
FOR azq To

SScorgs

AND ATTR
01 <20 THEN



AUTOMATA thanks everyone who
has taken DEUS EX MACHINA to
their hearts . . . reviewers, whole-
salers, retailers, the media, and most
important of all, our public . . .
THANK YOU !

(Barry Norman, Radio 4)
“Perfection, the aim of all of us!”

(Popular Computing Weekly)
“a completely new computer
experience, rare and truly great!”

(Dave Freeman, Radio 1)
“You've got to play it to believe it!
This will get to Number One!”

{Computer & Video Games)

“The most original concept since

the Spectrum was a gleam in Clive
Sinclair’s eye. The computer
equivalent of Pink Floyd’s

The Wall .. .”" ¥

(Thorn EMI)

“The first computer program to
Iinspire a cult following. To be
without it is to lose social standing!”

(Crash Magazine)

AUTOMATA UK. PRESENTS “There are few things in life that
-YOl IRSELF can be called global certainties . . .
<o this is one of them! Hypnotic,
IAN DURY emotive, noble, humorous, absolutely
JON PERTWEE excellent .

MEL CROUCHER ]
DONNA BAILEY {Home Computing Weekly)

“To call this a game is an insult.

and FRANKIE HOWERD in It’s a stunning and profound
audio-visual experience.

Instructions 100%

Playability 100%

Graphics 100%

WRITTEN AND DIRECTED BY MEL CROUCHER bttt e

DEUS EX MACHINA —
Amstrad and Commodore 64
versions available soon!

CRUSOE . 48K Spec £6] ] DEUS EX MACHINA . . .. 48K Spec £15 ] PIMANIA ... .. 48K Sneufﬂlﬂ
PI-EYED . 48K Spec £6_] GO TO JAIL 48K Spec £6[ ] OLYMPIMANIA. . ... 48K Spec £6[ ]

PIROMANIA 48K Spec £6(_| MORRIS MEETS THE BIKERS .. Amstrad £6[_] PI-BALLED . 48K Spec £6[ |
PI-IN'ERE 48K Spec £6__| MORRIS MEETS THE BIKERS .. Any Spec £6[ | DARTZ. . 88K Spec £5[ ]
YAKZEE . . Dragon/48K Spec £5_| PIMANIAC T-SHIRTS {state size) ... . Prica £5[] NEW WHEELS JOHN? 48K Snec E6[ |
‘BACKCHAT’ Speech Synth, CBM64 with Software & Programming Bool [] Piman's Stereo L.P. Cassette.... £3[ ]
PIMANIACS CLUB for 20% off all products, etc. Annual Subscription UK EED Uverseasﬂl— Piman’s Greatest Hits Vol.2.... £3[ ]

| enclose the right money, or debit my ACCESS/ : Card nurr g e e s .... Expiry Date.............

Tel. Num

Post Code
E (0705) 735242,




THE FINAL TOUCH

professional keyboard.

This new Microdrive compatible
keyboard offers more key functions than
any other in its price range. And the stepped

w e've just added the final touch to our

keys and space bar make it even easier to use.

QOur keyboard, constructed from high density

; black ABS, will take your Spectrum into the
professional league.
It has 52 “stepped” keys plus space bar. A

. separate numeric key pad consisting of 12 red
keys including a single entry ‘delete’ plus
single entry ‘decimal point’, facilitate fast

Constructed from

numeric data entry. .

The 15" x 9" x 3" case will accommaodate
your Spectrum and other addons like interface 1,
power supply etc. and forms an attractive
self-contained unit.

All connections, power, Mic, Ear, T.V., network
RS232 and expansion port are accessible at
the rear.

A few minutes, a screwdriver and the simple
instructions supplied are all you need to fit
your Spectrum,

All @ironics products are covered by a
compreherisive guarantee.

All connections

high density block ABS accessitzfe at rear
| arromnics Separate
/| 52 stepped Space bar numeric

keys

e~ B

o= o Com O 2 oy e O o

o O 2 N o [ e

oy 2 9 (2 o= i £ e £

Please rush me the following

or debit

&
. Microdrive compatible ~X

S EEELLEETT L P i

dKtronics

DK Tronics Ltd., Unit &, Shire Hill Industrial Estate, Saffron Walden,
Essex CB11 3AQ. Telephone: (0799) 26350 (24 hrs) 5 lines




PROJECT FUTUR
and activate the £
Star Ship FUTL

The SS FUTURE i

ULTIMATE

MICROMANI

AVAILABLE NOW FROM ALL GOOD SOFTWARE OUTLETS OR DIRECT
PRICED £6.95 INC P & P FROM:
MICROMANIA, 14'LOWER HILL RD., EPSOM, SURREY KT19 8LT



