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WHO DARES
WINS!

Good At Games?
Prove It!
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The Ultimate Adventure?
All Mapped-Out!
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G A N D A L F  SORCERER T" COMMODORE
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ENTER THE MYSTERIOUS WORLD OF MAGIC!
With dazzling graphics, super realistic animation and awesome 3-D
effects. GandaIf gives action you have never seen before in a computer
game.

L A A t 9sc. NI
A Super Action,3-D EffectArcade Game

Gandalf, a  one-player, 3 -0  simulation is part of TYMAC's GAME series. Fast arcade action combined with dazzling high
resolution graphics and sound effects puts you right in the game with an impact you never thought possible!

A mans home is his castle, but to you, Gandalf the Sorcerer, your castle is sacred. Or so you thought until the scalytailedlizardmen
took a fancy to your treasure which is protected by an ancient spell_

Your castle is under seige. From the distant forest come waves of attacking slimy creatures, all bent on abducting your apprentices
and holding them for ransom. If the lizardmen get all three apprentices, you must yeild to their greedy demands and release the spell
on your treasure. You cast your power bolts, annihilating the attackers with a blast of fire, but still more come. Your magic power
drains and you climb the tower to draw more from the shining star. But beware the deadly spider. If the lizardmen finally break
down the castle door, you must battle them throughout the castle. And if they do kidnap your assistants, you must chase them
through the woods before the creatures drag them, kicking and screaming, to Lizard Lair.

AVAILABLE FROM: BOOTS, W. H. SMITHS, H. M. V. RECORD SHOPS
ALL GOOD SOFTWARE DEALERS AND ALL OTHER LEADING SOFTWARE DISTRIBUTORS

WATCH FOR FORTHCOMING RELEASES
INCLUDING

TYPE-SNYPER_ AND MO-DEFENSE"
SPECTRUM VERSIONS AVAIL ABIt F SOON

TRADE DISTRIBUTOR ENQUIRIES INVITED!
TO ORDER BY MAIL (P & P F REEI SEND CHEQUES OR POSTAL ORDERS TO:•
TVIMkAC (UK) LTD 43-48 NEW STREET 131AMONGHAM 021-643 8899
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Raid On Bungling Bay At last
a 'shoot 'em up' game that requires
tactics! Craig Rawstron and Sue
Denham

35
Staff of Karnath The ultimate
arcade adventure? Find out inside!
Ross Holman and Steve Broadhurst

GAMES! GAMES!
16
Who Dares Wins We're looking
for high-score heroes to take part in
the Y64 Chart Challenge.
Interested? You should be

•
•

•

• "  •  •  •
• •  •  •  •

Routine Adventures Eureka
and Return To Eden come under
the micro-scope. Be there! Jack
Oats

Action Replay Five action-
packed pages of critical comment
on the latest 64 games software.
Steve Malone

3 0  Maze You won't find a better
game n o  matter which way you
turn. It's amazing! Rod Blunt

PROGRAMMING1
64
Mus ic al  Mat t ers  If music be the
food of love — you'll never go
hungry with a 64! Keith Bowden

Machine Code Tutor Break the
language barrier w i t h  machine
code! Andrew Bennett

COMPOS
Makin' Music 2 4
Musicians everywhere — here's
your chance to win an SX64
and much more!

,
Spot The Difference 4 9
Spectrum UK has got £1,000
worth of Commodore peripherals
to give away, and they could be
yours for the taking!
Y64 Programmer Of The Year 61
It could be you — turn those
pages fast!

OPEN ACCESS
News 3
If it's happening on the 64 — this
is where you'll read it first.
Screenplay 5
Tricks 'n tactics with Arcade Ace
— no screen can hold him!
Hard Lines 6
Bookshelf bargains? Make sure
you make the right choice!
Componet Corner 1 1
Make the most of the Y64 pages
on Compunet.

CORE MATERIAL
Missives 1 3
Agreeable aggravations and
violent viewpoints — it's all in the
Y64 postbag!
Classified info 7 2
Make a deal, make a friend a n d
it's all for free
Subscriptions 2 6
Back Issues  2 6

01-631 1433
EDITORIAL ENQUIRIES
Roger Munford
PUBLISHING ENQUIRIES
Stephen England
ADVERTISEMENT ENQUIRIES
Alan Towler, Penny Rouch
01-636 3513
Y64 HELPLINE
Martin McGuiness
(Y64 Helpline enquiries between
10am-1pm and 2-5prn
t T u e s d a y sand Thursdays only!)
Your 64. Sportscene Specialist
Press, 14 Rathbone Place.
London W1P10E.



WSOMETHING NASTYLURKIN SIDE YOUR 64

A chance to get to the heart  of  the
computer—enter the wor ld of  the mic rochip
and fi nd it  to be all that  you'd imagined and
then a bit  more—the wierciest fantasy that
the human mind and hi-technology could
combine to create.
Engage in an amazing bat t le encounter wi t h
the evilest creatures of the c ircultworld,  as
you pat rol t he full size microprocessor board,

protec t ing your home areas f rom the
micronasties. An alien round every corner,  a
horror under every byte.
Travel the wires,  fi nger on the but t on In a
line 'em up, shoot  'err down extravaganza as
you not  only  at t empt  to outmatch your
computer but  its wierd collect ion of
Inhabitants as well.

Alligata Sof t ware Ltd
1 Orange Street, Sheffi eld Si 4DW
Tel: (0742) 755796
Send or full colour product brochure
lenclose a stamp)



P E N  A C C E S S

New  wave softwar e from Bubbl e Bus?

In The
Swim?
For those with watery
tastes, Bubble Bus
Software has released
Aqua Race — a game
written in machine code
for the CBM 64.
Complete with authentic
30 graphics (it says
here) your task is to steer
the racer around the
course on-screen,
watching out all the while

Go on,
Crack It!
Osprey, a game
developed in conjunction
with the RSPB and
designed to illustrate the
complexities of wildlife
conservation, has just
been nominated for the
Computer Trades
Association Educational
Program of the Year
award.

With teams of wardens
at your disposal. the aim
of the game is to ensure
the survival of the
Osprey by avoiding such
real-life hazards as egg
theives, tourists and
adverse weather

Welcome to Open Access — step this way for tricks 'n' tactics, book
reviews. Compunet and much, much more!
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for the jagged rocks that
threten to send your
vessel down to Davy
Jones Locker'

There's 20 different
courses to race around,
and Bubble Bus is
claiming that the music
accompannying the
game has been
especially written for it.
( Wow! Ed.) You can
catch Bubble Bus on
(0732) 355962.
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conditions.
Produced by Bourne

Education Software.
Osprey is now available
for the 64 and will set you win n e rs Bourne on
back £9.95 for the ( 0 7 9 4 )  523301.
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Challenge competitions
have been so successful
that Martech has decided
to run a third compo
and that closes on 31st
May, 1985. Each of the
three winners may
choose between an
Elswick Falcon BMX
bike, a Toshiba MSX
micro or a Philips TV.

C'mon all you 64
owners out there — let's

Craig Billington can on s e e  if you can outdo the
his ZX Spectrum, and S p e c c y / B B C  users_ Give
Jason Ellis cleared 35 M a r t e c h  a ring on (0323)

Can you jump 25 cars on ca rs  on his BBC '131 7 6 8 4 5 6  and get those
your CBM 64? Well, T h e  Eddie Kidd Jump e n t rie s  in fast.

Anyone w antantASX? Eddie Ki ddcan'tgi ve  'em away
quick enough!

You're
Kidding!

Buy This!
Ten software houses are
joining forces to produce
the computer games
equivalent to Band Aid
top selling single Feed
the World.

Soft-Aid features ten of
the best selling games
from companies like
Ouicksilva, Activision,
Ocean and Silversoft;
titles so far include Fred,
Chinese Juggler,
Pyramid and Worse
Things Happen At Sea.

Soft -A idwill be
available in March. The
tape will cost a mere
£2.99 and all proceeds
will go towards the
Ethiopian Famine
Appeal. If you want to
hurry the proceeds
along, don't bother Rod
on (0703) 37497, just
rush out and buy the
tape!

cassette version and
E11.95 on disk. Bird-
lovers should get on the
line with hopeful award
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are as easy as pie.
The Duces+ is

supplied as standard
with both five- and six-
pin DIN plugs, for
compatibility with the two
sockets on the 64. A third
cable, also with five-pin
DIN, is wired to suit most
makes of cassette player.

For a mere 115.95,
you can purchase the
Ducas+ along with its
'renew cassette and
instruction booklet, from

and soundtracks or T e k  Services, 16a
musical effects can be A p p o l o  Street, Erith,
recorded directly as K e n t  DAS 2AL,
games are being played: Te le p h o n e  enquiries can
flip to the 'digital* position b e  made on (0322)
and security back-ups 3 4 7 2 3 2 .
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Versatile
Reset
The Duces+ is a new
multi-purpose reset
switch for the 64. on sale
from Tek Services.

As well as being fitted
with a 'cold start' reset
button — to hoist the
computer out of crashes
— the Duces+ is also
kitted out with an audio/
digital selector. Switch
the selector to 'audio',

Logical  w i th LOGO, i t's Val ient's Tur tle.

Souped-up
Turtle!
Valient Designs Ltd has
produced a new remote
controlled turtle, for use
in education, that can be
interfaced with the CBM
64, Valient is also
promising interface
software to enable its
turtle to be at the beck
and call of the more
popular versions of
LOGO, as well as other
turtle graphics programs.

The Valient Turtle has

two independent stepper
motors and is designed
to move in units of one
Centimetre; it's also got
the facility to draw
smooth circles and arcs.

Sold as a package,
complete with Turtle,
instruction mannual,
batteries, communicator,
pen, power adaptor and
software, the Valient
Turtle will set you back
El 75. For further
information, contact
Vallent Designs on
(0532) 710431.

Your 64 April 3



Currah Speech 64
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The Currah Speech 04 synthesizer and powerful amplifier uses the popular SP/0256 Al..2 speech chip and has an
almost infinite vocabulary. It has a text to-speech interpreter for ease of speech output creation. Everything you wish
to he spoken is entered in normal English. without special control codes or characters, it is therefore extremely easy
to use The voicing of the words is completely user transparent and the computer can carry on its normal running of
a program while the speech chip is talking.

Speech Synthesis
The Commodore 64  speech synthesis utilises
parts o f the spoken word known as allophones.
These are actual sounds that go  to  make up
speech. The SP 0256-AL2 allophone speech syn-
thesis technique provides the ability to synthesize
an almost unlimited vocabulary. Fifty-nine dis-
crete speech sounds (allophones) and five pauses
are stored in the speech chip
.
s i n t e r n a l  
R O M
Text to Speech
Although there are only 26 letters in the alphabet.
letters have a totally different sound when used
in different words. For example. the 'a ' in Hay
is much longer and softer than in  Hat. When
you speak you automatically make adjustments
because you know how a  word should sound.
Not quite so easy with a computer.
The 8 K byte Read Only Memory contains a i l
the instructions necessary for the SPEECH 64 to
perform a l l  o f  i ts  more advanced functions
including * key Voicing •  Text to  speech con-
version •  Operating system. Having a l l  th e
software on ROM means that Speech 64 is ready to use as
soon as the computer is switched on. Unlike RAM. ROM is
non-volatile, i t  retains the information inside even when
the power is turned off
.The 500 gate 'Semi-custom' chip was developed in close co-
operation wi th General Instrument Microelectronics and
looks after all the hardware functions ensuring that the
SPEECH 64 and your computer communicate properly.

Output via the T. V.
Analogue components together perform th e  functions
of turning the speech output from the SP/0256•AL2 into
audio level signals that can be fed into the C64 for output
to the TV. They fi lter out the undesirable low and high
frequency signals in the speech output and also amplify
the signal to a suitable level.

cghionics
Saffron Walden, Essex CB11 3AQ

Tel: (0799) 26350 10 lines

New Basic Commands
There are 5 new Basic Commands which control all the
functions of the interface. Making the Synthesizer very easy
to use. You can even choose from a high or low voice
and individual allophones can he intoned' to add character.
Or use the synthesizer to create voice like sound affects.

10 SAY • 'HELLO
-The above is an example of the Syntax for entering speech

into the computer and shows how simple it is to use.
The instruction book gives comprehensive details and
examples of how to  use the interface both from machine
code and basic.

How to Order
The Currah Speech 64 costs only E29.95. You can obtain
your synthesizer through any good computer store or by
completing the order form and returning it to:
dk'tronics Limited. Shire Hill, Saffron Walden, Essex. OR
by telephone quoting your Barclaycard or Access number.
Orders normally despatched within 24 hours.
Please rush me
• [ Q M  commodore Speech 64 at 129.95 +  £ 1
. 2 5  p & penclose cheque 'PO/Cash for Total f
or debit my Access /Barclaycard No_
FT1 I  1
-
T T 1  
I  1
-
1 1  
I  
I  
T
T
1

Signature
Name
Address
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Get into pr int wi th SMC
The Print
Connection?
SMC Supplies has
announced the
availability of the
Commodore Connexion
— a joint printer cable
and software product
enabling the 64 to link up
to any Centronics printer.

The Commodore
Connexion offers two
modes of operation, the
first providing carriage
control facilities for
program listings and
wordprocessing, while

the second allows
characters to be printed
direct

This tape-based
program, located behind
the kernel ROM, doesn't
interfere with user
memory and can be
transferred to disk if
required.

The Commodore
Connexion is available
from any decent
computer store for
E19.95. Further details
will be forthcoming from
SMC on 01-441 1282.
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Win Compo
— Lose
Shirt!
Fancy a trip to Las
Vegas — 'course you do.
C'mon. admit it, you
wouldn't say no to a
freebie flight to 'gamblin'
city', would you? Well,
here's your opportunity!

Screenplay. the games
software publisher, is
offering a free trip as part
of its special promotion
on a whole list of games:

Scr eenplay show off its new wares (of the soft kind!).

Asylum, Dunzhin, Pro
Black Jack, Trivia,
Arcade and Pogo Joe.

So, how do you enter?
Well, the fact is you don't
even have to buy a game
— although Screenplay
would probably much
prefer it if you did. As it
is, just ask your local
computer dealer for a
draw ticket..  b u t  the
Y64 advice is don't hold
your breath while you're
waiting for your flight
ticket!

ARCADE ACE

OK people, so you think
you can master arcade
games do you? Well, it
doesn't really matter
'cause I'm going to show
you how it's done
anyway!

I'll be tackling two
games this time —
Ocean's Kong Strikes
Back, and Black
Thunder. My tips for the
first three levels of Kong
Strikes Back are
explained visually (hence
the screenshots!) but for
some useful tactics on
Black Thunder re a d  on!

First off, I'd say that in
my humble opinion,
keyboard control is
infinitely preferable to
joystick. It's also worth
noting that if anything's in
line with you — even on a
road further on y o u  can
still blast them once they
get close.

The enemy missiles. on
the other hand, need a
little bit more attention.
You have to let them get
close, take a side road
and decelerate a r i d
then accelerate for all
your worth. This'll need a
little practise, but you
should find the missile will
have pulled in front of you

and that's your cue to
zap it!

Helicopters are sneaky
critters — but the way to
avoid them is to use the
'decelerate/accelerate'
routine b u t  this time,
fire your missile straight
up! Another potential
danger is from the UFOs
but if you use the ol'
'decelerate/accelerate'
routine again, it'll end up
in front and you can shoot
it out of the sky!

Well that's it for this
month, I'm off to snap a
few joysticks. But
remember, if you've got
any problems getting
through any level of any
game for the 64, or you'd
like to share your tricks
and tactics with rest of the
Y64 populace, write to
Arcade Ace, Your 64, 14
Rathbone Place, London
W1P 10E.

Send your tricks and tactics to Arcade Ace,
Your 64, 14 Rathbone Place,

London W1P IDE.
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To star t off, go r ight and col lect the cherr ies at '1,
wai t under  •2 unti l  the cars go over head,  and than
cl imb the ladder .  Once the cars have passed by, go
to •3 and head for '4.  Wai t at A until  the cars go
over head,  then cl imb ladder  '41and sit tight.
Conti nue  r ound to •S, pausing at B, and work your
way r ound t o
.
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the  bottom  of the ladder  at C. You can now bom b the
cars coming r ound the top which will earn you 500
points a piece.  Now  go back up ladder  •
T a n d  w a i t  f o rthe cars to pass by and you're hom e and dry!
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As soon as the action star ts,  ease your joystick to
the  top r ight if you w ant to avoid a headache! Now
wor k your way round to •2 and cl imb the ladder .
When It's clear, go to A and wai t.  Make tracks for '5,
wai t for the cars and than go to '6  and wai t at B.
Once the cars coming up the l eft-hand side have
passed,  col lect the cherr ies at ladder  •7. When the
cars get to C, star t to bom b to the r ight, and then
head for your loved one!
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Al though fairly simple to com plete,  you'l l  not be
using your  bombs to gain extra points — you'l l  need
them  to survive! First off, cl imb ladder  '1 and wait.
Then,  head for •
3 ,  
w a i t i n g  
b r i e fl
y  
a t  
•
2  
a n
d  
A  
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obvious reasonsi l .  Now  got to B and bom b the cars
at C. Run for •
5  a s  
f a s t  
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and climb the ladder .  Now,  rush off to D and,  as soon
as the spring goes down,  zip up ladder  •T and return
to D. You can then head for home.  Good luck on the
four th level y o u ' r e  on your own now!

Your 64 April 5



Nice Little
Earner?
Dk'Ironiks, in
conjunction with Thames
TV. has just released
Minder — based, as
you've probably already
guessed, on the TV
series starring Terry and
Arfur! We're promised
the game will be as
disreputable as the
characters involved, and
that it'll feature such
infamous locations as the
'lock-up'. Terry's flat and
Dave's Winchester Club.

You take the part of
Arthur 'con-man' Daley,
and the criminal object of Dk ' s  grass Roger
the game is to wheel and Barnard  on (0799)
deal with the usual crowd 26350.
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of shady characters.
You're whisked around in
the trusty 'Merc', and the
Minder theme tune plays
all the while — just in
case you'd forgotten
which game you're
playing.

On your nefarious way,
you're quite likely to
bump into Terry. Dave
the barman and poor old
Ricott w h o ' s  lot is
definitely not a happy
one. The game is fully
interactive and is likely to
answer every question
you put to it — truthfully
• o r  not!

For 'the word', contact

MP Rober t Dunn fi nds the

Educational
Exhibitioni-
sts
The Hi-Technology and
Computers in Education
exhibition, held at the
Barbican Centre,
London, earlier this year,
proved to be a great
success. The exhibition
was designed to bring
education and industry
together, and was
opened by Robert Dunn
MP. Undersecretary of
#Z#ZZAFAFAIFAr#
Finger
Trouble
Sorry folks! Apologies tc
all those who've spent
hours trying to get
through to AS Denby
(Open Access, Y64,
issue 6) about the reset
button. We unfortunately
omitted to mention that
the phone number (0789
763502) would only be
answered between 4 pm
and 10 pm.

6 April Your 64

HI -Tech exhibi tion an educati on!
State for the Department C 1 6  and Plus 4
of Education and c o m p u t e r s .  One
Science. p a r t i c u l a r  program worth

Over 290 exhibitors a  second look is
managed to make it on C o mmo d o re ' s  LOGO,
the day — but perhaps p r i c e d  at £34.95.
the biggest surprise was D e s p i t e  the 'Under-18s
the public turnout, even n o t  admitted' ban •
to the point where the w h i c h  is a bit of a shock
seminar groups held w h e n  you consider that
were turning away t h e y ' r e  the very people
prospective listeners! w h o ' l l  be taught by
Commodore International compu te r — the Hi-
was there, of course, T e c h n o l o g y  and
proudly demonstrating its Compu te rs in Education
educational software on e xh ib i t io n  will probably
the 64, as well as theArAF,rmArArAr#
Rocky
Horror
Returns!
CAL is about to release
The Rocky Horror Show
as a fully animated
graphic adventure,
claimed to be
programmed in
Wonderful
rockyramascope' —
whatever that is?

CAL tells us that the
game is full of laughs.

be around next year.
, , e , ' M Z M I
r
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Transylvanian parties,
romance, thrills and chills
— but it's keeping the
plot of the game well
under its cape for the
meantime. All the
company will guarantee
is that it's going to be the
only non-sexist program
available as you can take
the place of either Janet
or Brad, the two lead
characters. Wow!

Hassle CAL on 01-533
2918 •

HARD LINES
Choosing a machine code tutor for your
bookshelves isn't the easist of tasks

unless you heed the advice of Chris Palmer.
Behold! a person
evolving into the
computer age. Struggling
along in the turgid
quagmire of Basic until
one day (cue Thus Spake
Zarathusa) a huge
monolith in the shape of
machine code appears.
But how is the beginner
to comprehend this
evolutionary step?
Simple, head off to your
nearest bookshop!

Which neatly (Oh
yeah! Ed.) brings us to
four books kicking

around the Y64 office, all
of which profess to lead
us to a more fulfilling life
through machine code.

Looking first to
Machine Language For
The Absolute Beginner
by Danny Davis, you
might be interested to
know that our
Antipodean cousins from
Melbourne House mean
exactly what they say —
it's for the absolute
beginner! The book
starts with some very
simple explanations of
the underlying concepts
of machine code and, by
chapter eight, you're
already learning how to
put up a Hi-res screen! A
well-presented book that
actually lives up to its

The second entry from
down-under sails under
athe title of Supercharge
Your Commodore 64 and
it's penned by Barry
Thomas. Unfortunately,
this one doesn't live up to
its title. It professes to
supply you with a set of
ready-made machine
code utilities to help you
write more spectacular'

programs. All you in fact
get is a handful of simple
sound, graphics and
sprite routines, along
with a couple of utilities.
Not very inspiring!

Out third contender
hails from Shiva's
'friendly micro series.
Written by Ian Stewart
and Robin Jones.
Commodore 64 Machine
Code provides a straight
forward explanation of
machine code principles,
based on the 64, but
there's nothing too
exciting. Luckily, it's
saved from being an
also-ran by the inclusion
of some wonderful
Cosgrove cartoons: it's
almost worth buying the
book just to catch up on
the adventures of this
hapless group of bugs!

Finally, we end up with
a weighter tome in the
form of Cl Burkinshaw's
Beyond Basic On Your
Commodore 64 from
Sigma Press. This one
doesn't hang around —
it's straight in there with
hexadecimal and a
diagram of the 6502 chip
before you've even got
your coat off! Out of all
the books, this is the one
that believes that if you
throw enough facts at
someone, they'll lodge in
their brain eventually!
Oddly enough, despite
its somewhat 'public
school' approach, this
was the only one to give
you a game to type in at
the end.
machine Language For The
Abedute Begnner. ISBN 0 86161
1454, E6.95: Supercharge Your
Commodore 84. ISBN 0 8616 1748.
E6.115 Commodore 64 Machine
Code, ISBN 0906812 9619 C6,95
Beyond Basac On Your Commock)re
64, ISBN 0 905104 91 9  c6•95,
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=  I t 's  a range of top quality sof tware f rom
Commodore designed to make the most of your
Commodore 64's  capabilit ies.
—  New packages wi l l  b e
introduced t o  G o l dthe

but only if  they are really

Medallio
nMedallion range every so often, S o f t  t t

l o p o
rexceptional. They'll definitely be hard soft to beat.

Miss any of  them, and you really  will be
missing out.

M U S I C  ! M A K E R
Whether you're an accomplished musician

or a n  out -and-out  beginner,  M us i c  M a k e r
strikes exactly the right  note.

No m at t er  if  you've never played a note
before, so long as  you can hum and you know
your ABC, you can s tart  to play famous popular

tunes immediately.
And i t  wont

be long before you
appreciate Music

Maker's m any
1 0
4 6
.  
a
d
v
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n
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e
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_ capabil i t ies :
you can

synthesise many
musical ins t ruments ,  even

create your own 'synth' electronic sounds,
choose between monophonic or polyphonic play,
summon up pre-programmed rhythms and bass
accompaniments, and more.

Music Maker is the fi rs t  in a series of

packages which will fully exploit the Commodore
64's outstanding musical capabilities.

On disk or cassette, with music keyboard,
a c lear and concise manual, and song book, for
just E29.95.

S P I R I T  O F  T H E  S T O N I E S
It's a t reasure hunt  for 41 real diamonds

hidden somewhere on the Isle of Wight.
Only one man knows where they are, and

he's not saying.
All that  he has to say he's said already —

but in t he f orm of  riddles ,  clues and puzzles.
Solve the puzzles in the Spirit of the Stones

program and you'll
find it much easier
to solve the puzzles
in the Spirit  of the
Stones book.

Solve the

puzzles in the book
and one (or more) of the diamonds can be yours.

V i t Whoever discovers a diamond
can also claim his or her share of the

Royalty Fund, which could grow to a
maximum of  E l  million. It's a game

that 's as  entertaining as  it
can be rewarding.

On casset te or
disk, E14.99.

N I T E R N A T I O N I A L  F O O T B A L L
—  Already it's recognised as the best
football game ever seen outs ide of  Wembley.

It's start lingly life-like, and gives you near
perfect control of the players.

You can kick t he ball, dribble it ,  pass it,

FOR MORE INFORMATION CONTACT: COMMODORE INFORMATION CENTRE, 1 HUNTERS ROAD. WELDON, CORBY, NORTHAMPTON NW 10/1. TEL: CORBY (0536) 201251
SE
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head it or even throw
it in f rom the touch-
line. And every t ime
you belt the ball into
the net ,  t he c rowd
cheer wildly.

How often you
score depends on how good you are, and

• • • • •  A I M  • . . o •  •
• • • • • • • •
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what level you choose to play
.—  There are 9 levels
you can play against  the
computer. Or you can play
a friend.

International Foot -
ball is a real tes t  of skill,
dexterity and speed. I t  is

Hotline' as a 'mus t  buy.
Jack Attack is

about squashing heads. It's an HARD

also at

certain to drive you football crazy.
On cartridge, E14.99.

J A C K  A T T A C K

addictive game, a game of strategy and cunning.
We can almost guarantee it  will turn you into a
head-case.

To s tay  alive,
Jack must  leap
aside from collapsing
bridges and crashing
blocks, and at  the
same t ime he must

. • • • = p  . r w • o • P
,
• w • • F

• • • • • • • • • • • • • • •  • • •  w i p e t w a e n .
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And Jack

( : c o m m o d o r e

make sure he doesn't fall into the water
and drown.

And that 's  the easy bit.
Because everywhere

Jack goes he's dogged by jolly
bouncing sadis t ic  heads t hat
are out to nut  him.
=  He has t o squash thei r
heads before his  is  squashed.
can't af ford t o  lose his

There's no other game like it. It has been h e a d  because we've only given him three,  and
voted by the U.S. magazine 'Electronic Games w h e n  they've gone, he's gone...

Jack Attack is available

S O F T  T O  B E A T  f or both t he Commodore 16and Plus/4.On cartridge £14.99.
52 SELECTED TITLES AVAILABLE FROM BOOTS, WH SMITH, WOOLWORTH, SPECTRUM, JOHN MENZIES, OTHER LEADING RETAILERS AND SPECIALIST COMPUTER STORES.
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- the sophisticated spreadsheet

Easy to learn, easy to use - something that can't be said of many business programs.
But it's true of all the programs in the BUSICALC series.

BUSICALC 3 can handle all sorts of jobs - budgets, expenditure analysis, stock lists,
price lists, and product costing are just a few of the possibilities. Three-dimensional
formulae automatically access data stored on disk, so that you can easily pull
together information from several different sheets and summarise or manipulate it.

It's simple to transfer data to other programs such as Easy Script. And you can use
virtually any printer with BUSICALC 3, whether dot matrix or daisy wheel,
Commodore or non-Commodore.

For the CBM 64 and PET/CBM 4000 & 8000 series.

Available through dealers or from:
Supersoft, Winchester House, Canning Road, H a r r ow HA3 75J

Phone 01-861 1166 for more details and a free catalogue.



COMPUNET
CORNER

For the uninitiated, Surya explains how you
can make the most of the Your 64 Pages onCorn

Corn n  t Ipu e  s  a dial-up
computer service that
at present is available
exclusively to 64 users
— and you can bet that
Y64 is on it! Full details t

of everything it offers •
can be found in the
review that appeared in $our last issue.
Meanwhile, here's a
brief look at how you —
can gain access to the t r y
system and what you're
likely to find from Y64 p
when you get there... i n

First, the hardware C
shopping list. You'll d i
need a telephone line n u
that terminates in a W h
rectangular Britishs e
Telecom socket if your d u
phone doesn't boast a m e
socket, or else it has t h e
the old-style round one, RE
BT will change it and b e
charge the shameful t h e
fee of ele. Once that's o r rsorted out, you'll need a
Commodore o f f  tCommunications
Modem — which is o f  fiavailable from
Commodore (0536- m e ntext
205252) for E'99 95 and free:
includes your first n e w
year's subscription to m e s sCompunet MostAround about the
time your modem p r o garid
arrives, you should also abou
be receiving your t h a t  y
Compunet user ID and i n to  y
password. Keep these r e a d
to yourself, illegal users the  'u
of your modem will be k e y  to
inflicting severe GBH t h e n  s
On your Compunet bill. f r o m

The modem plugs T h e
into the cartridge socket Y64 arJust like any Other
a - g e  — but

remember to switch off
your machine before
inserting or removing it
Plug in the modem.
remove your phone
lead from its socket and
insert in its place the
While modem lead.

pune
t.When you switc

your 64 you shou
expect to see a
Sign-on screen,
message informi
hat you're toying
Compunet Ver 1
ou get the norm
ign-on screen, s
ff and check tha

modem is fully loc
then switch on
again.

Once you're full
lugged-in, follow
structions given
ompunet manua
ailing you local
mber and loggin
en you've done

lect 'GOTO• from
ckshoot (the scr
nu at the bottom
screen) and pre

TURN You'll the
prompted to ent
page number. E
0 109227.

hat'll whisk you
o the Y64 area.
mill find two typ
le shown in the
us. The first are
files and these a
they may conta

s or public
ages from us.
• however, will be
ram datasheets
each will tell you
l a  Y64 program
ou can downloa
our machine. To
a datasheet, use
pidown' cursor
highlight it and

elect 'SHOW'
he duckshoot
maul aim of the
ea on Compune

ra To save your poor
worn-out fingers the
trouble of typing in
listings from the
magazine. Therefore,
the second type of file
you'll find in our menus
are program files. Once
you've read about a
particular listing either

h on i n  the magazine or the
Id d a t a s h e e t  — highlight

white t h e  program and select
plus a 'BUY '  from the
ng you duckshoot Each listing
with c os ts  a mere 50p

.0'. If sufficient to cover our
al blue costs on Compunet,
witch a n d  no more.
t the W h e n  you 'BUY' a
ated program, it'll be
and downloaded

automatically into your
machine and, naturally,

the w h e n  it's finished you
in the don't need me to tell
I for y o u  to SAVE it to tape

or disk. To run the
g on. program again, you
that, must have your
the Compunet modem

oiling plugged in before
of loading. The modem
ss a l lows you to use you
n 6 4  normally and the

er o n l y  time you should
nter have to remove it is

when you're dealing
with machine code
programs.

as Y o u  can also send
Y64 messages to Y64 via

Compunet. Write your
re le tter using the
in 'EDITOR' (save money

— do it before you log
on to Compunet) —
then, once you're in the
system, select •MAIL'.
Address all mail to
'YOUR64' (note that

d the re  is no space
etween 'YOUR' and
64').

You can send letters
to the magazine this
way, not to mention
requests for technical
help (which we'll reply

t t o  via C o m
p e t  a ssoon as possible).

We'll be publishing
'he most interesting
letters in the magazine.
Finally, the 'over to you'
bit. If you've any ideas
for things we could or
should be doing on
Compunet j u s t  get intouch!

C E S S
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C h e e t a h  t o  program it to be just s m a l l e r  portions of sound

the sort of companion —  the Speech Synthesis
you've been looking for! Mo d u le  is to be retailed

Fancy a friend to have a O p e r a t i n g  on the a t  a sum "well under
chat with? Well, with the a l lo p h o n e  method of C 3 0 "  If you fancy
Speech Synthesis s p e e c h  synthesis — that hassling  first-hand,
Module from Cheetah i s ,  the construction of g i v e  the company a bell
Marketing, you'll be able w h o l e  words from o n  01-833 4909.

Chatter

Modem
Pricing
GBH!
Good news for all
modem hunters

The price of Tandata
Marketing's TM200 multi-
baud rate modem has
been reduced from £217

Who Struck
Gold?
Thanks to all the readers
who responded to our
£2,000 US Gold
competition ( Y64, issue
4). To remind, you were
asked to put in order of
preference, the nine
qualities of making a
game 'great': we asked
too for you to write your
own additional feature.

Actually, we had a
great response from you
all, and the overall
winner of the 1541 disk
drive and a complete
supply of all the US Gold
games produced to date
(and for the rest of his life
to boot!) turned out to be
VN Cockayne of
Stourbndge, W Midlands,
He sent in the correct
order of 'le, 2h, 3i, 4c,
5g, 6t, 7d, 8h, 9a• — then
wrote as his extra
feature, 'The facility to
re-enter the game at pre-
designated stages, thus
avoiding repetitious
preamble'. Well done, Mr
Cockayne!

The len runners-up were all
close and each wins a
complete range of US Gold
games. They are: Irene
Skollield. Feltham, Middlesex:
David Brian. South Harrow,
Middlesex. S James. Highton
liversedge. West Yorks.
Jennifer Halligan, Dagenham,
Essex: Toby Hughes, Reigate,
Surrey, Giancarlo Bernini,
Wood Green. London: John

to E173 (cheers!) but
plus,15 per cent VAT.

Tandata's other
modem, the TM100,
remains at its usual price
of C99 + VAT, but
communications freaks
can find Out more from
Tandata Marketing on
01-940 6211

The  TM2 0 0 —  Com plete wi th autodi al i autor ecal l .
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Cheapos In i s  to guide aspacecraft through a
series of caverns in order
to collect the nuclear
plasma 1985 is
available on cassette and
costs just £1.99. Call
Mastertronic on 01-402
3316 for further details

Space
In a moment of divine
inspiration, Mastertronic
has just released a new
cheapo game for the 64,
entitled 1985.

The object of the game
.
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Clarke, Haxby, York: David
Blake. Hertford, Herts. N
Doctor. Stroud, Glos: and
David Man, LUI011,
Bedfordshire.

Finally, the 50 'near misses'
who each receives a US Gold
game are. K Nobbs, Co
Durham: Mark Lennon,
Leicestershire; Steven
Blacken, Co Durham; Michaei
Smith. St Nes: H Li, London. A
Aston, Stoke-on-Trent; H
Hvidberg. Denmark. P Billings,
Essex, P Attwell, Berkshire;
Michael Lloyd. Tyrbe & Wear:
Philip Slater. Devon. Andrew
Fowler, Surrey. Martin Ferris
Wiltshire. P Crisp, Walsall.
John Worts. Hertfordshire
Gordon Hamlett, London: T
Watson. Cheshire: Chris
Raeburn, Dalkeit t  W
Chalmers. Aberdeen: I
heather. East Sussex; T
Vanderweele, Hertford, Phil
Sherry. Essex, Richard Bust.
Kent: Sam Man. Glasgow;
Donald Macpherson. West
Linton: K a r l S tok e s .  OS WeS tr y ;
A Hurds. Glasgow:: Marton
Wilson, Sheffield, Gobin
Michel, Belgium; Francis Yu,
Bolton: Richard Gray,
Dumbartonshire: Neil Hall, Co
Durham. G Wall,
Wolverhampton; John Martin,
Crawley: Andrew Carson,
Birmingham Mark  Carmichael.
St Albans: Craig Jones. Dyfed.
David Kelham, Bournemouth:
Shaun Dare. Antrim; John
Manby, Dundee: Clare Vint.
Norfolk: Luke Hindmarsh.
London. I Shaw. Kettering.
Bruno Kaiser. Schweiz; Peter
Felming, Guernsey. M
Dennison, co Limerick; CE
Harland, South Croydon:
Flemming Larson, Denmark;
Jobn Tibaldi, Richmond; and
Marcus Parry, Dorset.

Congratulations to all our
winners.

Your 64 April 11



REWRITE THE HIGH   S C O R E  TABLES
So, you've got a Commodore. You've also got enemies. With the Gunshot, you'll have all the opposition

cowering in corners. 8-directional action and an all-in-one moulded stem allows accurate
annihilation and strength to survive those all-night sessions. Dual fire buttons for
fading fingers (and a rapid fire version when they're really coming thick and fast). 4
And, if you break it (and we know you'll try) our I2-month guarantee will prove
invaluable. Only £8.95. The Gunshot plugs directly into the CBM 64 and Vic 20.

Ask about Vulcan interfaces for the C16 and Plus 4.
See the range of Vulcan joysticks and interfaces at your

local stockist we' l l  see you V U I L E  A non the high score tables.

ZOO BRENT STREET HENDON M44 1BH TEL 01-103 6366 0 g s - t i c k

IELIELIBUINE5 LTD
&fag



Spectrum VS
64?
I am a Spectrum owner with
access to a 64, and I was
disgusted to read the various
comments about Sir Clive's
flagship in Y64, issue 7.

In your Open Access
section, under the headline
'Turn your 64 into a 35K
Spectrum?', I read that the
Spectrum was spriteless, had
no Hi-res graphics and

.apparently can only BEEP! Of
course, the Spectrum can
produce graphics to compare
with the 64, it does have
sprites and has been known to
come up with the odd 'good
tune (although even I must
admit, not a patch on the 64).
Another point I'd like to make
quite clear is that the Spectrum
offers 39K of RAM, which is
more than the 64 when it's
making use of all its features!

As I'm warming to my theme,
perhaps you'd like to turn a few
pages of the same issue and
look at a letter from James
Strang in your Missives
section. He was complaining
about all the top machines and
then proceeded to tell us that
he wished people would stop
complaining about machines
other than their own. A bit
hypocritical, don't you think?
As for his remarks about the
Spectrum! Adding a disk drive
to the 64 costs more than the
Spectrum alone. And as for
flipping out the ROM to reveal
full RAM — even I know that
this will leave the 64 useless!

I hope that you'll publish this
letter as I'm dying to see if Mr
Strang will dare to respond
F O'Farrell, Bray, Co Wicklow

be interested to hear what Mr
Strang has to say as well „  and
anyone else who wants to throw in
their half-pennyworth. Far be it from
me lo criticise the ZX Spectrum —
but I'm not sure it's guile how you
describe it. Ed.
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Nobody Does It
Better?
All magazines have faults
and, in my humble opinion, I'm
fed up with one of your
advertisers.

In mid-October, I ordered
and received a copy of
Caverns of Khaffa by US Gold
from Miles Better Software.
Unfortunately, the game
wouldn't load. so I returned it
by first class post. Now, four

ISSIVE
Witty, intelligent and imaginative readers write to Missives, Your 64, 14

Rathbone Place, London W1P WE. So, let's be hearing from you!
months later, I'm still waiting for
a reply!

I've phoned on four separate
occasions and been told that it
was in the post. But on my last
phone call I managed to get
someone to admit that it just
might have been lost in the
post.

I know you're not Esther
Rantzen, but is there anything
you can do to help. It looks like
such a good game.. .
Michael Trotter, Eastbourne,
Sussex

Do I look like Esther Rantzen?
Anyway, we gave Miles Better
Software a buzz to check up on your
order and it seems that the trouble
was that your cassette interlace was
having problems coping with the
new last loaders'. Is anyone else
out there having trouble with the
Turbo-charged loaders? Let's be
hearing Irom you E d .
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For Cobal,
Read Comal!
I'm writing to try and help JL
Masterman from
Middlesborough who wrote in
Missives ( Y64, issue 6). He
asks if there's a version of
COBOL for the 64.

Well, to the best of my
knowledge. the nearest version
of any language to COBOL
(and one that's available for the
64) is COMAL (Common
Algorithmic Language). This
has many of the same
commands that you'll find in
COBOL, but it also includes
others that make use of the
64's excellent sound and
graphics capabilities.

On a recent course to enable
me to teach computer studies,
I was given a series of sample
programs in several
languages, including COBOL.
The funny thing was 'hal I was
able to type the COBOL
program straight into the 64 —
with COMAL loaded in —
virtually as it stood! Another
point worth noting is that
COMAL is an excellent
language to teach others how
to program — it's much, much
easier to demonstrate
structured programming: it's
also the language that's taught
in schools in Denmark,
Sweden. Ireland and Scotland.

Commodore will soon be
launching a 64K cartridge
containing COMAL for use on
the 64 that'll give 60K of usable
RAM! But if you can't wait until
then — write to the ICPUG

'COMAL man' Brain Grainger,
73 Minehead Way, Stevenage.
Heds, and he'll transfer the
language to a blank disk for
you. Of course, you'll have to
supply a blank disk and the
return postage.
Geoff Crowther, Leicester

Cheers Geoff, that's a real nice otter
tor any readers wanting to gel
hands-on experience at COMAL
before Commodore release its
cartridge. But do remember to send
a blank disk and the return postage!
Ed.

Down in the
Dumps
As a regular reader of Your 64,
I am writing to you for advice,
My problem is that I'm unable
to dump screen graphics of
commercial games to my MPS
801 printer. I've had a few
attempts at the code myself
and I'm beginning to get the
impression it cannot be done.

I ended up getting hold of the
Tony Hart Art Master program,
but I'm sorry to say that I can't
even get a printer dump from
the demo programs! And if that
wasn't painful enough to admit,
the same thing applies to
Talent's Panorama H.

This may sound like a silly
question b u t  there isn't
anyone out there who happens
to know of a commercial
program to accomplish this
small feat? Of course, if
anyone's clever enough to
have written a routine
themselves,.
Arthur Soutar, Lanarkshire

There must be someone out !here
who can come lo Arthur's aid
Send your routine to Missives, Your
64,14 Rathbone Place, London W1P
1DE — and there's a special
software surprise tor the first one
received that works. You'll also get
your program published in our fair
magazine — so start tapping away
lout suite! Ed.

Stone Me!Me!
I was interested to read your
article about Gordon Ashbee
and the Robot Workshop ( Y64,
issue 5).

At the moment, I'm working
for the Playbus Computer
Project, a group that takes
computers to local youth clubs
libraries, playschemes and so
on. Anyway. to cut a long story
short, we're using LOGO and
obviously, we're in the market

for a turtle. We also have a
group who are interested in
programming a robot — it's
even been suggested that they
build one from scratch!

So, after reading said article.
I set out to find the Robot
Workshop, following the
sketchy details in your article.
But after a two-hour search of
the area that could possibly be
described as within -
a  s t o n e ' sthrow of Earl's Court" (which
isn't South London, by the
way!) I had to admit defeat. I
couldn't find the place and
nobody I spoke to had heard of
it.

OK Ed Rowetitt (if that really
is your name!) — where was I
going wrong? Perhaps there
really is an Earl's Court in
South London
tan Miller, Hammersmith &
Fulham Playbus Association

Well, Ian, you must have been really
close la the Robot Workshop. ll's
actually at 121 Ifield Road, London
SW10 (Tell 01.373 8571), (Here at
Y64, we regard anywhere South of
Rathbone Place as being
somewhere in South London!) Neil
time you go looking for somewhere
in Earl's Court, I'd suggest you slop
throwing stones and give us a bell
on the Y64 Helpline (Tel. 01-636
3513). Ed.

Printer
Problems
I wonder if you could help me
with a query concerning the
use of Commodore printers
and printer/plotters.

At the moment. I'm using a
VIC 1525 graphic printer for
things like listings and so on —
but I'm looking to getting hold
of a printer/plotter eventually.
Now, I know that the plotter is
device 6 and my printer is
switchable between device 4 or
5 printer and plotter. Does it
mean I have to unplug the 64
each time I want to use a
different device?

Is there a 'sphtter' available
that would enable me to
connect both devices to the 64
at once? I can't be the only
person with this problem
can I?
PW Nicholson, Plymouth

It certainly is possible la have both
the printer and plotter connected to
the 64 at once. All you have to do is
plug either of the devices into the
back ol the 64. and then plug the
other into the one already
connected. Both printer and plotter
have input and output sockets. Ed.
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Just Like That!
Here are some hints and tips
for a few of my favourite
games.

Aztec challenge: Level 2:
Stick to the edges of the
stairway and nip in and out of
gaps when necessary.
Level 3: Stop just inside the
door of each room but make
sure you enter a small amount
or you die: you soon realise
how far you need to move.
Then decide upon your tactics
according to the nature of the
room. Level 4: The vermin: If
there is more than one animal
in your path and they are very
close together then keep
jumping and you should get
through. Level 6: The piranhas:
wait just off the screen for a
gap and when one appears,
charge! Dive a lot!

Motor Mania: On the cross
roads it is possible to pull off
the screen, to the right and
disappear. The only trouble
with this method is getting back
to refuel but to solve this POKE
8646,255 before you type
'SYS8000'. This will give you
infinite lives,

Skramble (Anirog): 3rd
sector: fireballs: go to the
extreme left of the screen. This

I S S W E S
gives you a much longer time
to dodge the fireballs.
5th sector: maze: pull your
spacecraft as far to the right as
possible and when you pull
back to go up you have some
leverage to allow you to do
this. Once you have pulled
back, push it forward again.

Falcon Patrol: Go to the top
of the screen and let the
aircraft past. Then go after
them and shoot them down.

Aztec Tomb: Many people
do not seem to be able to cross
the stream so here's how. The
capital letters are the words to
use, OPEN the DOOR using
the key in the drawer, in the
bedroom, and outside CLIMB
BUILDING. On the roof there is
a piece of wood. GET WOOD
and climb down. Go to the
stream and DROP WOOD. The
wood will form a bridge.
CROSS the BRIDGE and
you're over.

Does anyone know how to
get the jar to water the plant? If
so could they write to me via
this magazine.

Revenge of the Mutant
Camels.
- 
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on this! Type GOATS and the
message 'cheat mode
operative should appear. To

Much as we all love the Commodore 64 for playing
games or running our business software on, when it comes
down to the nitty gritty of learning more about the computer
and doing some programming, there is much room for
improvement.

That is why we created BREDENS BASIC:-
it m a y  n o t  b ethe only extended basic around, but after reading the

f h l I nwinn inf r i rmannn we  are sure it is the only  one you' ll buy.

leave a stage hit the space bar.
Here are some tips for those

of you who don't like cheating.
Silly Silicon: Stand roughly in

the middle and most of them
will miss you. If one should
approach then duck.

Sidney and the Portalavs.
Forget Sidney! Just hit the
portalavs and you can get
70,000+. This kiosk is a
nuclear free zone: There are
two approaches to this: (1) My
method — go to the far right of
the screen and keep firing off
screen — this will keep the
telephones off and you will find
that the CND signs tend not to
fall on you. (2) Jeff Minter's
method — build up the phone
boxes on the screen and you
will find less CND signs fall
(eight sprites on the screen!).

International soccer'
Shooting: Either go right up to
the goalie and if he dives hold
it and put it in the net after he's
dived (on the lower levels go
past him and score). Run
diagonally across the goal area
and then turn and shoot. If you
are on target you nearly always
score as the goalie does a
straight jump.

Goal kicks: Go to the edge of
!he screen and, as the ball is

kicked, start to run. You
should. if you timed it well, be
running with the ball
somewhere above you giving
you a good chance of getting it.

The Hobbit To escape from
the Goblin's dungeon,
command Thonn or Ganda', to
'carry me' then command to
'open window' and finally to 'go
through window'. You will
probably find these work best
as three separate commands.

To escape from the wine
cellar in the Elevenking's
palace, kill the butler with the
sword, empty the barrel or
drink its contents (not
advisable as you become
drunk!), tie a rope to it, carry it
(if you have Thorin tell him to
get in it) and, throw it through
the trapdoor and jump.

Toby Hughes,
Reigate. Surrey. RH2 70T
Weil, that lots got to be worth a
bunch of software— watch out for
the Postman, Toby! If anyone else
has taught their way through to the
far reaches of a game, write to us and
tell us all about it. And, if you're inlo
tricks •n' tactics. check out
Screenplay in Open Access this
issue. Ed.
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That's one answer, here's a more practical one -
BREDEN'S BASIC BREDENS BASIC -  the Essential Extended Basic for the

Commodore 64 incorporating High Resolution Colour
Graphics, Structured Programming Techniques,
Multi-Colour Graphics, User Defined Character Graphics,
Music and Sound Synthesis and Toollot Facilities plus many
other useful features.

BREDENS BASIC has more commands, 135 in all, for the
programmer to use than any other Extended Basic currently
available, and drives the Sound and Graphic chips to their
fullest extent short of witting in Machine Code. •



From
G I L S O F T

The Welsh Wizards of
Adventure
THE QUILL

ADVENTURE WRITER
FOR IRV

SPECTRUM 48K
AND

COMMODORE 64

48K SPECTRUM CASSETTE
COMMODORE 64 CASSETTE
COMMODORE 64 DISK

04.95
(19.95

SELECTED TITLES AVAILABLE FROM
W.H. Smith. Boots, John Menzies, and from

Good Computer Shops Sationside
Or Direct From I s

By Post or Telephone

C I L
S
O F
T

311 Hass thorn Road ' •
Barry
South Glamorgan

: iO446i 7342765

Credit Card Order line 24 hour ser% ice •23' : i02221 41361 ext 430

:ly

- . • • • • • • - -

Each command fully explained with example and
explanation.
Allows control of up to two joysticks or 4 paddles.
Automatic light pen co-ordinate scaling.
SPRITES and 1.I.D.G's may be SAVEd or IJOADed directly
from tape or disc. The same is true of HI-RES GRAPHICS.
Makes obsolete the need to calculate RAM addresses for
any graphic commands.
BREDENS BASIC comes with a 180pp easy to use manual plus
disc and cassette in a presentation box.
Less than 8K BAEDENS BASIC allows plenty of room for
program development.

BREDENS BASIC OFFERS
Great value for money at E39.95, a
higher degree of versatility and tremendous user friendliness.
All in one easy to use package.

GSM. (Consolidated Software Marketing led.).
Eardley House, 181
.
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1
THIS

MONTH

1 INSTEAD OF GOALS, WE'VE
GOT GHOULS IN THE TOP

• SPOT! GAME OF THE YEAR -
GIANCARLO BERNINI

KICKED OUT FROM THE TOP OF THE

2  A p v  I N T E R N A T I O N A L  F O O T BALL S O F T WA R E  LEAGUE -  THE SEASONSCOMMODORE N E A R L Y

3 0
4  4 6 . ,  JET SET WILLYSOFTWARE PRO

5  - V -  BEACH HEADACCESS

6  4 1
,
, t  
S
U
M
M
E
R  
G
A
M
E
S

Q U I C K S I L V A / E P Y X  SUMMER GAMES SETS A Y64
OLYMPIC RECORD FOR THE

HIGHEST NEW ENTRY!

7  A O
,  
I M P
O S S
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E  
M
I S
S I

CBS/EPYX

8
9

LAST
MONTH

TALES OF THE ARABIAN H T S
INTERCEPTOR

A BIG DROP FOR THE ARABIAN
NIGHTS -  WHAT HAPPENED

DON'T YOU LIKE THEM

LEAVES THE REST IN THE SHADE" -  MARCUS
HAUSEN. SO WHAT'S IT DOING

AT NO. 17, MARCUS?
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ADDICTIVE GAMES

11  i n t ,  RAID OVER MOSCOW,US GOLD

20 10,2

GHOSTBUSTERS
ACTIVISION

DALEY THOMPSON'S
DECATHLON OCEAN

THE HOBBIT
MELBOURNE
HUNCHBACK
OCEAN

4121
,_ 
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N

18 MIND GAMES
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PSION
TAPPPER
US GOLD

YOU

IT LOOKS LIKE THIS WAR'S
GOING TO BE A WASHOUT -
BEACH HEAD'S SURRENDERED

ALREADY!

THEY SAY THIS ONE'S
IMPOSSIBLE H A V E  YOU

CRACKED IT YET?

P TWENTY

WILLY LOOKS SET TO JET INTO
THE TOP THREE W I T H
YOUR HELP, OF COURSE!

WE HAD A HUNCH THIS ONE
WOULD STILL BE HANGING
AROUND IN THE CHARTS.

THIS GAME ALWAYS MANAGES TO
BOUNCE BACK EVERY NOW

AND THEN" -  NEIL LAMBE

AN OBVIOUS TITLE FOR A
COMMIE 64 GAME

AND A FAVOURITE AT THE

ALIEN'S POPPED INTO THE
CHART FROM NOWHERE

AAARGH, MY STOMACH!!

BRONZE AGAIN! CAN DALEY
KEEP HIS POSITION NOW THAT

SUMMER GAMES ARE

C MON YOU LOT-  WHO'S

GOT THE HOBBIT H A B I T ; 4 '
7
:
-
- - -
7
) )

SEND YOUR VOTES
NOW!

PSION SCORES AN
ACE OUT OF SEASON
WITH THIS WIMBLEDON SIMULATION

A GAME THAT'LL
SOON BUILD UP YOUR THIRST!

CHEERS!



Here at Y641• we'd like to
thank you for all the support
you've given us in the
compilation of our unbiased
Choice 20 chart. But don't
think for a second that we're
going to stop it r a t h e r ,  the
idea's going to be taken
further! Take a look at the
'new improved' coupon on
this page and you'll begin to
get an idea of what we want
you to do

First off, though. don't get
worried if all you want to do is
vote for your favourite five
packages and nothing else.
That's easy j u s t  fill in the
left-hand side of the coupon
with the same details you
would normally; this data will
be used to create our chart
as usual. However, now look
at the right-hand side of the
coupon -  the exciting bit!

THE CHALLENGE
All we're asking you to do
here is tell us your highest
score for each of your five
favourite games. All scores
must be verified by a witness
(who will need to sign the
coupon before you send it to
us), and accompanied by a
small photograph of you — a
black and white passport
photo would be best! Of
course, once we've got your
photo, there's no need to
send another!

Then, once all your scores
have come in, we'll be telling
you what the highest scores
are for each of the games in

11

111111111ap
How do you rate yourself as a games player? If
you reckon you're pretty good, tell us your high
scores — and we'll see if we can make you into

Y64 games consultant! Read or
the chart a lo n g s id e  the
face of the top five games
players who've managed to
wrack up the high scores. It
would, of course, be very
easy to 'fix the chart by lying

1 1

4 4
5

about your scores b u t  it
won't help you! if  you give a
ludicrous score, it'll be
checked a n d .  if you
achieve one of the two
highest scores, you run the

risk of being invited down to
the Y64 offices to prove it.
And were  not calling the Y64
Chart Challenge Who  Dares
Wins!' for nothing w e ' r e
looking for the best games
players around — and it
could be you'

THE WINNERS!
Those chosen to battle it Out
on the joysticks in the Y64
offices will be pitted against
each other on the game they
claim to be so good at. We'll
be talking to the players as
regards their tactics, and
consoling the loser with a
bunch of software to walk
away with, The winner, on the
other hand, is elevated to the
position of an official Y64
games consultant — we'll be
looking to this growing body
of crack games players to
'second opinion' our major
games reviews in future
issues!

Obviously, some games
are easier to work out a high
score than others. Amassing
a few thousand points in a
'shoot 'em up' game's far
simpler to tell us about than
your highest score in Staff Of
Karnath; using the latter
example, we'd be looking for
a time before midnight
(computer-time, that is!) that
you managed to finish the
game. But don't panic! We re
getting everyone who's
involved with Y64 at the
joysticks next month to give
you some scores to aim for!

5i. C H A R T  CHALLENGE!
•  C o m p l e t e  this coupon and send 'Ito Chart Challenge, Your 64 14 Pathbone Plat
-
F. I  n r d o n  W I P  I D E  !
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•  g o i n g  for the hogh scores!' I•  M y  top five games are: 1
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COMM DORE 64
Only you can save Europe from destruction!
I ts  ROCKET LAUNCH, the thrilling war
game that reproduces a European map, More
ambitious? Try rescuing your crew under
GALACTIC ATTACK' Just two of the great
games on your Cassette-50• featuring high
resolution and user-defined graphics. sprites.
sound and music and much, much more!

Please debit
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50 GAMES ALSO AVAILABLE FOR VIC 20

• W E  PAY TOP PRICES
• FOR  TOP QUALITY GAMES

ssErrE
FROM

VALUE that:s
out of this world •

••  NOW AVAILABLE FOR O e c .
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Dealers &  Stockisrs enquiries welcom e

FAST LOADERS Commodore TAPE TO DISK
64

DISKUS 1
The s implest  t o use and mos t  effi cient  tape to disk transfer
utility y e t  dev ised.  N o  program rewri t ing i s  required and
transferred programs wil l  automat ically  run when loaded. All
program conversion is automatic. Mult ipart ,  autorun, and even
headerless files are all catered for. No user knowledge required.
Diskus 1 wi l l  t rans fer more programs t han any  compet ing
utility. A  bonus  program is  inc luded whic h wi l l  t ransfer a
number of fast loading programs to disk. Cassette E9.50. Disk
f  11.00.

MEGA-DISK
Run your 1541 at  its design speed! Add this short program to
each of your disks and your programs will load at up to FOUR
times the normal rate. The ut ility is supplied in t wo forms — a
wedged loader for general programming,  and a booted loader
for your games programs. Load "The Hobbit " in 28 seconds.
Easy and convenient t o use. A  fi le converter is also supplied
which allows many of  your DISKUS 1 conversions to be fast
loaded. Plus FREE! only with MEGA-DISK. A suite of  programs
which will transfer many flashingfpicture screen loaders to disk
— including some VERY popular chart toppers. Disk E11.00.

R.B.S.
(RAPID BACKUP SYSTEM)

Convert your s low loading games to TURBO LOAD. Mult ipart
and aut orun programs  are  handled wi t h  ease.  Conv ert ed
programs reload independent ly.  No  pokes. no  SYS calls, no
user knowledge required. R.B.S. wi l l  convert  more programs
than any compet ing ut ility. Cassette E7.50.

Post Code

Please send me by return of  post. Cassette 50  at C9.95
Per tape I  enclose a chequwpostal order for

1
made payable to
Cascade Games Ltd.

Cascade Games Ltd.,
Suite 4, 1 -3  Haywra Crescent, Harrogate,
North Yorkshire, HG1 58G,  England
Telephone: (0423) 504526.

HYPERSAVE-64
Programmers fast loading utility. 8 addit ional basic commands.
Error check ing.  Conv ert ed programs  reload independent ly .
Autorun facility. Also allows a number of fast loading programs
to be converted to Hyperload. Cassette E7.50.

BACKUP-DELUXE
The most powerful tape backup utility available. Incorporates a
sophisticated header reader.  For all standard rate programs.
Versatile and user friendly. Cassette E4.50.

PRO-SPRITE
Libraryeditorianimator for single and mult icolour sprites. Menu
driven. J oy s t ic k  c ont rol,  1 0 0 %  mac hine c ode.  Casset t e
E7.50.

DISCOUNTS: Diskus  1 +  Mega-disk  +  f ree package (disk)
E19. 00.  Any  t w o of  R.B.S_. Hyper save,  Backup deluxe,  Pro
sprite (tape) £9.99 or all four at E19.00,  The ENTIRE package
(every program in this ad.) on disk at  [ 29. 00.  Free Secrets!
guide wit h every order.

Fast despatch. ChequelP.O. or SAE to:
DOSOFT

2 OAKMOOR AVENUE
BLACKPOOL FY2 OEE

Overseas orders welcome.  Please add 75p or £1. 50 if
outside Europe.

fi 4
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—Avid readers of the Commodore 64 manual may have noticed its

similarity to various telephone directories and bus timetables —
you know it's crammed full of all the information you want, but is it
really designed for human consumption? So, tossing the manual
to one side, Keith Bowden sets Out to explain how to use the SID

chip. Take it away, maestro...
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has the most sophisticated sound
generating chip of any home com-
puter. Making use of just 29 bytes

of RAM (registers?, the SF (Sound Inter-
face Device) chip controls its synthesiser
facilities, providing accurate frequency
control o f up to three voices simultane-
ously.

Not only that, but the SID chip provides
four waveforms with pulse width modul-
ation, programmable filters, synchronis-
ation and ring modulation facilities, What
more could you ask for? Indeed, these are
all items you would normally expect to find
on-board a  digital synthesiser costing a
good deal more than the 64!

The SID Chip
The SID chip registers may be split into
live groups, as shown in  the SID Chip
Registers table, The first three groups of
seven bytes control the frequency, pulse
width, mode and envelope shape for each
of the three available voices. The fourth
and fifth blocks consist of four bytes each.
Of the fourth, the first two registers control
filter frequency, the third filter mode and
resonance, and the fourth volume and fil-

SYNCHRONICITY
4

10 r E r t  : : Y NCHRO I l i G ATI O N
f t = T : D r I O : S = 1 5 . k A I

SO 0 1
-
5 : 1 4
0

10  : . 2 0 0 0
f." E P  r I S r F I E •  T R  A N G L E  WAV E FO RM,  S YNCHRO

r k I I S TI O N O N

CO S  ID =54272 :FOR . 0 T 0 2 4 :P O K E S I D + 1 , 0 :N E x T
5
1
0  
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5
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E 
3  
F
R
E
Q
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11100 P O KE  S I D + 4 , C R
91171 F O U T . 2
.
1 ( 4 4 0 C T . .
N / 1 2 )

1E0 F . F O U T / 0 . 0 6 0 3 7
130 P H I . F / 2 5 0
140
150
leo
170
I TO
130
2 0 0
2 1 0
2P.0

FLO r T AMO  2 5 5
POKE S 1 0 + 2 4 , 1 5 R E M  V O LUME
r o r E  S I O , F L O
POKE 3 1 0 + 1 , F H I
POKE S I D i 5 , A * 1 6 + 0
POKE 0 1 0 4 6 • S * 1 6 4 1 3
POKE S I D 4 . 4 , C R  O R  I : R E M  S T A R T
FO RI =1  T O  L : 1 X T
POKE S I 0
-
0
.
4 , C R I
.
R E M  
R E
L E
A S
E

• a t
Our example program here produces a buzzing sound, rather like a
•rasberry'! You could try and make some different noises if you play
around with the values in lines 40 and 210.

ter shape. All the above registers are write
only, that is they must be POKEd to con-
trol the synthesiser, but PEEKing these
addresses g e n e ra t e s  me a n in g le s s
results. Thus any current register values
needed a t  a  la ter date must either be
saved as variables or stored elsewhere in

The SID Chip: Details of
Voice 1 Registers

Register
0 Frequency low byte
1 Frequency high byte
2 Pulse width low byte
3 Pulse width high nibble
4 Control Register (CR)

Bit 7  Noise on
6 Pulse on
5 Sawtooth on
4 Triangle on
3 Test bit (if noise
locks)
2 Ring modulator on Synchro-
1 Synchronisation on nised to

Voice 3
0 Envelope trigger

5 Bits 4-7 Attack
Bits 0-3 Decay

6 Bits 4-7 Sustain
Bits 0-3 Release

16 Bits

12 Bits

PULSE WAVE

memory. The last four bytes are read only.
The fi rst two read the values of paddle
potentiometers connected to the control
ports, and the last two give the current
values of oscillator 3 (OSC3) and its enve-
lope shape (ENV3). These can be used to
dynamically control the three voices.

Details of Filter Controls
21 Filter frequency low byte
22 Filter frequency high nibble 11 Bits
23 Bits 4-7 Resonance

3 External
0-2 Filter Voices 1-3

24 Bits 7 Voice 3 off
6 High pass filter on
5 Band pass filter on
4 Low pass filter on
0-3 Volume

N.B. The groups of registers for the three voices
are identical except that where Voice 1 is synchro-
nised with Voice 3. Voice 2 is synched to Voice 1
and Voice 3 to Voice 2.

Notes and Frequency
To play a note on, say. Voice 1. the fre-
quency registers must first be set. If the
required frequency is POUT then the fol-
lowing piece of BASIC will scale POUT to
the units required by SID, split it into its low
and high bytes, and then POKE them into
the appropriate registers.

WFOUT/0.06097
FIII=FN1256
FLO=FN AND 255
StEk54272
POKE SIO, FLO
POKE SID+1, Fill

If the required note is to be specified by its
musical name then the following code will
give the required value of POUT:

FOLIT=2 (44-00-4-N/12)

10 R E M  P ULS E  S WE E P
2 0  C l 5 : 0 . 5 : 5 = 1 5 : R = 1 5
3 0  0 E T
,
5 : N = 0
4 0  L r 2 5 5

t"
.
0 
C
P
S
4
:
R
E
M  
P
U
L
S
E  
W
A
V
E
F
O
R
M

9 0  S I D = 5 4 2
7
2 : F O R I = E I
T 0 2 4
1
P O K E E I D 4
- 1 , 0 : N E X T

3 5  P O KE  S I E N - 2 4 , 1 5 : R E M  V O LUME
100  P O E  G I D 4 4 , C R
1 1 0

140
ISO

0
ISO P O KE  S I D , F L O
170 P O KE  S 1 0 4 . 1 , F H I
190 P O KE  S I D + 5 , A * 1 6 4 1 0
I SO P O KE  3 I 0 4
-
C , S * 1 6 f R
2 0 0  P O KE  S I 0 4 4 , C R  O R  1 : R E M  S T A R T
2 1 0  F O R 1 . 1  T O  L  S T E P  0 . 2 : P O K E  s i o + 2 , 1 I N E
l i T: RE m  SWEEP P U L S E  W I D T H  U P

, 2 2 0  P O KE  S 1 0 1 . 4 , 0 R R E 1 4  RE LE AS E
2 3 0  F O R I
-
. 4 .  
T O  
I  
S T E
P - 0
.
2 : P
O K E  
S 1
0 4
.
2 ,
1 :
N E

X T: RE M SWEEP P U L S E  W I U T H  DO WN

This program produces a long flat note that eventually fades into The
distance. Like the 'waa-waa' program, if you increase the value of L
line 40 the longer the note will be sustained: the lower the figure you
introduce to line 40, the shorter the length of the note.

F O U T m 2 t ( 4 4
.
0 C T + N / 1 2 )
F = F O U T / 0 . 0 6 0 , 3 7
F H I . F / 2 5 G
FLO uF A N D  2 5 5
PW, E 5 I D s 3 , 0 : R E M  S E T  P U L S E  W I D T H  T O

Your 64 April 19



MUSICAL MATTERS

0 6 F#
1 7
2 8 G#
3 9 A
4 10 A
5 11

Where OCT is the octave number 0 -7 ),
and N is the note number (0-11), accord-
ing to the following table:

This assumes that Middle C is at 256 Hz
(cycles per second ). The formula is based
on the relationship between consecutive
octaves (2:1) and consecutive semitones
(2 )(1/12):1), Thus the frequency of the C
above Middle C is 512 Hz, and there are
twelve semitones in an octave. The key of
C (the white notes on a piano) consists of
the sequence of notes:

. . . C O E F G A B C . . .

These are the notes that are harmonious
to the ear when played together with the
base note. C.  Two  notes sound in har-
mony if the ratios of their frequencies can
be written as the ratio of two simple inte-
gers, but you will note that the ratios of the
notes in our sequence all contain twelfth
roots of two! Nevertheless, in each case a
very close approximation to a harmonious
ratio can be found, For example:

G/C = 2 t (7/12)
- 1.4983...
= 3/2

This is called a fifth interval

Envelope Shape
The next step in playing a note is to set the
envelope shape o f the waveform. Th is

WAVEFORM ENVEL OPES

20 April Your 64

has as much effect on the sound of a note
as its frequency and, together with the
timbre or overtone structure of the note,
governs the instrument with  wh ich  we
associate a  particular sound. SID gives
the user control over attack and decay
rates. sustain levels and the release rate,
as in the diagram below.

The solid line represents the time for
which, say, a piano key was depressed.
and the dashed line the output volume.
Initially, the piano string vibrates rapidly
with a  sudden burst  o f  energy which,
almost as quickly, dies down to a steady
level, until the piano key is released and
the note slowly fades Out. The rise time of
the note is given by its Attack rate. A. the
fall time by the Decay rate, D, the volume
by the Sustain level. S, and the t ime it
takes to die Out by the Release time, R.
The appropriate values must be POKEd
into the high and low bytes of registers 5
and 6  o f  the  S ID ch ip . Th e  following
expressions show the process:

POKE SIO 5,A'16 0
POKE SID + 6,5•15.14

Each of the parameters A, D, S and R is in
the range 0-15. By setting the attack rate
high (slow) and the rest of the parameters
low we could achieve the effect of a piano
note played backwards, such is the flexib-
ility of the envelope commands.

T imb re
The timbre, overtone structure, o r  f re -
quency spectrum o f a  note is its other
major property. The way this is synthe-
sised on the 64 is simple but effective.
Three waveforms a re  available (o ther
than noise). The triangular waveform con-
tains only the odd harmonics (multiples)
of the fundamental frequency of a note,
and these are inserted in inverse propor-

Using the SID chip, you're given com pl ete control  over  the
attack  rate (A),  decay rate ID),  the volume of the sustain (S),a n d
the release time IR).  Users can organise the sound output by
POKEing the high and low bytes of registers of 5 and 6 of the SID
chip with appr opr iate values of these par am etes.  In the above
diagram, the solid line r epr esents the time that a piano key was
held dow n in relation to the output volume

137
1140
i 5 1
155
O F
160
170
leo
iso
2 0 0

S I O , F L O
S I D+1 , F1 4 1

tion to  the square o f  the harmonics in
direct proportion to the reciprocal of the
harmonic number. The pulse or square
wave contains a ll the harmonics o f  the
fundamental frequency, their proportion
depending on the mark-space ratio (pulse
width). B y mixing these waveforms, and
then filtering the combination, almost any
overtone structure  yo u  desire  ca n  b e
achieved.

For Voice 1, the fundamental structure
of the note is defined by setting bits 4-7 in
register 4. Bits 1 and 2 control synchroni-
sation and ring modulation. Voices 1. 2 or
3 are filtered by setting b its 0, 1 o r  2,
respectively, of register 23. Bits 4-7 hold a
number from 0 to 15, which governs the
resonance of the filter. Bits 4, 5 and 6 of
register 24 switch on lowpass. bandpass
and highpass filtering respectively, in any
combination. The resonance governs the
bandwidth of the band pass filter (amount
of medium frequency sound transmitted,
0 giving the least and 15 the most) and the
rolloff of the other two filters. Bits 0-3 hold
a number between 0 and 15 governing the
overall volume of the synthesiser. The fil-
ter frequency is an eleven bit number held
in register 21 and 22. Finally, if the pulse
waveform is set, the pulse width can be
set to any number between 0 and 4096
with the low nibble in register 2 and the
high byte in register 3.

Playing a note
To actually play a note it is essential to do
three things. Firstly, switch the gate of the
control register off. Fo r Voice 1 th is is
done with:

POKE SID+4,PEEK(SID+4) AND 254
Secondly, switch  the gate on. Th is will
start the note. It is equivalent to striking the
piano key:

WAA-WAA

10 R E M  I Y : 1 - Wi e l
2 0  A = T : 0 = 5 E S = 1 0 : R n I 5
2 0  0 C T = 5 : N = 0
4 0  L = 2 5 5
5 0  C R = 1 6 : R E M  T R I A N G L E
EC R = I 2 3
1
)
9 O . S I D . 5 4 2 7 2 : F O R I = O T 0 2 4 : P 0 K L S I 0
4 .
1 ,
0
: N E X

100 P O KE  S I D + 4 , C R
110 F O U T = 2 t ( 4 4 - 0 D T I . N / 1 2 )
120 F = F O U T / 0 . 2 E , 0 3 7

WAVEFORM ( T R Y  N O '

rti l -F/L7,6
r L o - r  P N D  2 5 5
POKE S 1 0 + 2 4 , 1 5 4 - 3 2 : R E M  V O LUME  /  MO DE
POKE S 1 0 + 2 3 , 1 5 P 1 6
.
0 1 1 R E M  
R E S O N A N C
E  
A N

I LTE R
POKE
POKE
POKE S I D 4
-
5 , A * 1 6 4
.
0

POKE S 1 0 4 - 6 , 5 4 ( 1 6 1
-
R
POKE S101 . 41 , DR O R  I s k E M  S T A R T

2 1 0  F O R I = 1  T O  L. : P O KE  S 1 0 + 2 2 , I L N E ) T I R E M  S
WEEP F I L T E R  U P
2 2 0  P O KE  S I D + 4 , D R : R E M  RE LE AS E
2 3 0  F O R I = L  T O  1  S T E P - I : P O K E  S I 0 4 - 2 2 , 1 : N E X
T: RE M SWEEP F I L T E R  DO WN

1
Utilising a triangular waveform, this program produces a nice 'waa-waa
.effect. Try altering the value in L in line 40 to change the noise output.



Please send
your:-

How to teach your Micro
a thing or two

Thousands of home computer owners have yet
to discover their microcomputer's potential to help
with many of the problems and decisions that come
up every day in the home or office.

Perhaps you have always promised yourself that
you would teach yourself programming, but have
been put o ff by manuals which seem to assume that
you have spent a lifetime studying computer science
and mathematics. Maybe you have looked at other
computer books, but have yet to find one which is
free of unnecessary jargon or where the program
examples bear some relevance to real life and not
space invaders.

Relax, your search is over.
The 'Learn BASIC' tutorials from Logic 3 are

the latest development of a teaching method
pioneered by Professor Andrew Colin and perfected

me more information about

'Learn BASIC' tutorials
Logic 3 Spectrum Club
Logic 3 Commodore Club
(64 and VIC owners only)

(lick aPPropriale bcm)

Name

by testing on 3 generations of students at Strathclyde
University. The 'Strathclyde Method' has been
translated into 8 languages and used by over 300,000
microcomputer users.

"Learn BASIC" is a jargon free, step by step,
course in computer programming, which explains
everything clearly in English, not computer talk. In a
matter of hours you will be writing your first
programs.

'Learn BASIC' is designed for people who want
to keep abreast o f the computer age, for people who
realise that understanding computers is a key to
future success at work, at school, and as a parent.

Get 'Learn BASIC' and teach your micro how
to be useful! (Available from major branches of
W.H.Smiths, Boots, Laskys, Greens, John Menzies
and better computer shops nationwide.)

I have a:-

Sinclair Spectrum
Commodore 64
Acorn Electron
BBC Microcomputer
Dragon

Address

'BLOCK CAPITALS PLEASEIL O G I C 3
To Logic 3 Ltd., FREEPOST, Mountbatten House, Victoria Street, Windsor SLA IHE

( P o s t c o d e )



SOFTWARE &
DISTRIBUTION

1 Sandy Road
Top Floor
Seatorth
Liverpool
1_21 4NS
Tel 051-9209713

PROGRAMMERS
WE ARE LOOKING FOR TOP QUALITY PROGRAMMES TO MARKET IN THE
UK AND ABROAD. THE PROGRAMMES MUST BE OF TOP QUALITY AND IN
MACHINE CODE WITH GOOD GRAPHICS AND SOUNDS AND ORIGINAL
CONCEPT. WE ARE LOOKING FOR PROGRAMMERS TO CARRY OUT WORK
ON NEW MACHINES SUCH AS THE C.B.M/16 AMSTRAD AND M.S.X.
WE CAN SUPPLY THESE MACHINES TO CARRY OUT WORK FOR
MIRAGE. WE ARE ALSO OFFERING E500 PRIZE FOR THE BEST PROGRAMME
RECEIVED BY THE END OF FEBRUARY 1985 WHICH WE WILL DECIDE TO
MARKET. WE OFFER AN OUT RIGHT PAYMENT OR 10% PLUS PAYMENT OR
20% ROYALTIES. FOR MORE INFORMATION CONTACT THE SOFTWARE
MANAGER HE WILL BE GLAD TO LISTEN TO ANY QUESTIONS YOU MAY
HAVE.

SOFTWARE HOUSES
WE ARE LOOKING FOR TOP SELLING PROGRAMMES TO DISTRIBUTE TO
OUR WIDE RANGE OF OUTLETS THROUGHOUT THE UK AND GIVE YOU A
VERY FAST SERVICE TO HELP WITH YOUR SALES AND TO MAKE THE
MOST OF YOUR PRODUCTS. SEND A SAMPLE COPY OF YOUR PRODUCTS
WITH RATES AND TERMS FOR A FAST ASSESMENT. FOR MORE
INFORMATION CONTACT THE SALES MANAGER HE WILL BE GLAD TO HELP
AND ASSIST YOU.

DEALERS AND DISTRIBUTERS
DEALERS W E  HAVE THE BEST SELLERS FROM THE BEST PRODUCERS;
WE ALSO OFFER VERY GOOD RATES AND TERMS TO HELP YOU AND US
TO ACHIEVE THE BEST SALES AND SERVICE. FOR MORE INFORMATION
CONTACT THE SALES MANAGER.
DISTRIBUTERS H A V E  YOU GOT THE MIRAGE RANGE ON YUUR
SHELVES, IF NOT THEN CONTACT THE SALES OFFICE FOR SAMPLES AND
RATES.

SALES MANAGER
T.C. SAPHIER

NOTE WE HAVE MOVED TO NEW PREMISES

SOFTWARE MANAGER
C.A. SAPHIER
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MUSICAL MATTERS
M E =

POKE SID4-4,(PEEK (SID-4-4) AND 254) OR 1

This will start the attack/decay/sustain
cycle of the note. Finally switch the gate
off again to start the release cycle (release
the piano key).

Ring modulation
This effect can be used to create percus-
sion sounds, bell tones, chimes and simi-
lar effects. It is a technique well known to
electric guitarists and made famous by
the late Jimi Hendrix. Ring modulation is a
non-harmonic effect. I t  takes two input
signals and outputs the sum and differ-
ence frequencies o f  the input frequen-
cies. Notes that sound good together are
related by ratios of simple integers (for
example, the  relationship between the
frequencies of the notes C and G. a fifth, is
3/2). Two consecutive octaves have the
frequency ra t io  211. Mu sic essentia lly
works on a logarithmic scale (to the base
2), the  note C  in  consecutive octaves
having frequencies 128, 256, 5 1 2  Hz
(cycles per,  second) and s o  on. Rin g
modulation, however, is a linear effect. If
the two input frequencies are 200 Hz and
300 Hz the output frequencies are 100 Hz
and 500 Hz, the difference and sum fre-
quencies. If one input signal is held at a
fixed frequency and the  o ther one  i s
stepped up the normal scale, the output
signal (provided it is in the audible range
of 20 Hz to 20 kHz) will consist of two sig-
nals, one stepping up  a  non-harmonic
scale, and the other stepping down! The
scale is non-harmonic because the differ-
ence in frequency of two semitones in the
musical scale is related to the position of
the two notes in the scale. The ratio of two
consecutive semitones is always given by

PIANO

REM P I  -
N O T E2 0  A = 0 3 0 = 3 : 5 = 0 : R = 0

p e  O E T = 5 : M = 0
4 0  L = 1 0 0 0

0 C P = 3 2 : R E M  SAWTOOTH WAV E FO RM
S I D = 5 4 2 7 2 : F O R I O T 0 2 4 : P O K E S I D + I , O I N E X T

0 0  P O KE  S I D 4 - 4 , C R
10 F O U T = 2
.
1 ( 4 4 . 0 C T
4 - N / 1 2 )

2 0  F = F O U T , ' 0 . 0 6 0 3 7
3 0  1
7
1 4 1
= F /
2 5
G

4 0  F L 3 = F  A N D  2 5 5
150 P O KE  S 1 D + 2 4 , 1 5 z R E M  VOLUME

O P O KE  S I D , F L O
7 0  P O KE  S I D 4 . 1 , F H 1
2 0  P O KE  S I 0
-
1 5 , A * 1 6 4 .
1 3

O P O KE  S I D * 6 , 3 * 1 6 4 - R
O P O KE  S I D+ 4 , CR- 4 - 1 : RE M S T A R T

I n  F O R I
-
. 1  
T O  
L I
N E
X T

O P O KE  S I 0 4 . 4 , C R : R E M  RE LE AS E

41"

This listing provides you with a low-I,regorcy' plant
, 
L : o m p
l e t e  
w i t
h

a saw-tooth waveform. You can adjust the length of the note by changing
line 210. try 'FOR 1-950 TO L: NEXT' and you'll find the note's shortened
to the point that it sounds like a guitar note!

2 t (7/12) =  1.4983 — 3/2.
It is this superposition of a linear effect

upon a logarithmic scale that gives rise to
the non-ha rmon ic e f fe cts ment ioned
above. No te  that ring modulation on ly
works with the triangle waveform set on
the SID chip.

Dynamic effects
During the  period in  wh ich  •  note is
actually playing, any of the parameters
can be changed. Thus, rapidly varying the
volume of the note gives a tremelo effect,
and rapidly varying the frequency up and
down gives vibrato. (Note that the 'trem-
olo' arm of a guitar actually produces vib-
rato.) A slow change in frequency gives
glissando. Chang ing  t h e  cen t ra l f re -
quency of the bandpass filter up and down
the frequency spectrum produces the
'wahwah' effect well known to electric gui-
tarists. Varying the wid th  o f  the pulse
waveform g ives a  fo rm o f  the famous
'phasing' effect, which was originally pro-
duced b y  p laying  t wo  identica l ta p e
recordings slightly out of phase. Varying
the pulse width rapidly gives a remarkable
non-harmonic effect. Lastly, synchronis-
ing Voice 1 to the fundamental frequency
of Voice 3, or setting ring modulation (and
triangle waveform) and sweeping the fre-
quency of Voice 3 slowly up and down,
produces a  respectable imitation of the
currently fashionable 'hanger' (which is
actually a swept comb filter). Remember
to switch Voice 3 off (unset bit 7 of register
24) when using synchronisation o r ring
modulation. Synchronisation bases the
fundamental wave fo rm o f  Vo ice 1  o n
Voice 3, effectively ANDing the two wave-
forms together. Many of these effects can
be used simultaneously.

The simplest way to achieve dynamic
effects i s  to  increment a  counter and
POKE its value into, say, the fi lter f re -
quency register, with the bandpass filter
set, while the note is playing. This would

RING MODULATION
10

SO
4 0

produce the  wahwah effect mentioned
above. A more efficient method, particu-
larly in machine code, is to use the oscilla-
tor a n d  envelope va lues o f  Vo ice  3 ,
(OSC3 and ENV3) available from the last
two registers in the SID chip. All that is
necessary i s  to  PEEK the appropriate
register (27 or 28) and POKE the result (or
some value based on that result) into the
appropriate register (volume, frequency,
etc.) while  the note is playing. Thus to
obtain wah-wah we use:

POKE SID + 22, PEEK SID + 28
Which uses the envelope shape of Voice 3
to sweep the filter frequency up and down
the frequency spectrum.

Noise
Noise can not be mixed with any of the
other waveforms, for any particular voice.
using the SID chip. If this is tried the noise
waveform will 'lock out', until the test bit for
that particular voice is set. White noise
consists of all frequencies in the spectrum
at once. Filtering produces 'pink' noise.
Dynamically sweeping the filter frequency
produces a  d ra ma t ic rush ing  e f fect .
Rapid attack and decay gives a cymbal-
type sound which can be used in a rhythm
backing.

The Finale
As you've probably gathered by now, the
art of noise is not an easy one to master
but it  is a  satisfying one! If you haven't
already. do type in the example programs
given h e re  y e s ,  they're  sho rt  and
sweet, but if  you've read th is far you'll
understand much more of the theory that
went in to  the ir programming. (They're
also a lot of fun!)

This article was taken from The Companion to
the Commodore 64 by Keith Bowden,
published by PAN Books Ltd as part of the
PAN/PCN Computer Library at £5.95.

AMPREM RLNG  MO DULATI O N
A
-
,
5
:
O
r
1
u
E
S
=
1
5
:
R
=
1
2

O C T = 5 : N = 0
L
-
r
2
0
0
0

CR=1 6 4 - 4 : RE M TRI A1 4 G LE  wm. , , i r r onm, RI NG M O
O ULATI O N O N
SO S  1 0 = 5 4 2 7 2 : F 0 R J  = 0 T0 2 4 3 P r  , E S 1 1 3 +1 , 0 : NE X TI
9 0  P O KE  S I 0 4 - 1 5 , 3 0 : R E M  V O I C E  3  FRE Q UE NCY
1 0 0  P O KE  3 1 0 4 - 4 , C R
110 F O U T = 2 t ( 4 4 0 C T + N / 1 2 )

0  F = F O U T / 0 . 0 6 0 9 7
0  F H I = F / 2 5 6
m F L O = F  A N D  2 5 5

150  P O KE  5 I 0 - 4 . 2 4 , 1 5 : RE M V O LUME
1 6 0  P O KE  S I D , F L O
170 P O KE  3 I 0 . - 1 , F H I
1 6 0  P O KE  3 I D4 3 , A* 1 6 4 . 0 1
100 P O KE  6 1 0 + 6 , S * 1 6 T R
2 0 0  P O K r  5 1 0
4
. 4 , C R  
O R  
1 L R E
M  
S T A
R T  
4
0
0

2 1 0  F O R I u l  T O  L I N E X F
z e a  P O KE  S I 0 - 4 - 4 , CR: RE M RE LE AS E

I.
This produces a souno similar to the alarm clock you throw across the
room every morning! Just like the Piano program, you can alter line 210
to change the length of the note b u t  you can also vary the value of L in
line 40 to get some stunning effects; try the following lines: '40 L-15000'
and '210 FOR 1-7500 TO L: NEXT'.

Your 64 April 23
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M U S I C
COMPET1 O N
What have you been up to with
your copy of Commodore's
Music Maker? We're only
asking because if you've come
up with any original musical
material, then we want to hear
about it!

The Art Of Noise
To enter this competition,
you've got to have composed or
arranged a piece of music using
Commodore's Music Maker.
Your musical segment should
be not more than five minutes
long, and it'd be best if you sent
it to us on cassette (or disk if
you're feeling rich!), Of course,
all cassettes/disks will be
returned just as soon as the
competition winners have been
decided.

And what are we expecting
you to play for us? Well, you tell
us! You can come up with some
wacky jingles, reggae, soul,
pop, rock, opera or classical
music — the tunes will be
judged purely on their musical
merit, so the ball's firmly in your
court.

Judging the competition, we'll
have a top-notch VIP from
Commodore UK, one of the
original programmers of Music
Maker from Music Sales Ltd
and, of course, the Y64 Editor.
Inspiration may take a while to

1/111.111111BEIMMINE11211111111111111111111111.1111111
11111111111
111111
,
111

MAKIN' MUSIC
Here's my musical composition and it's called

1  What do you think? If I win the compo, I want my SX64 packaged off to
11 the  following address as quick as you like!

Name
I  Address

1

•

1 1 0
1 1 0
1
1 1 0
0 0 0
0 0 6
1 1 1
1 0 0
0

24 0 1 1 1 1 0 1 0 0 1 01 1 1
Aprit YOur 64

• • • • • • • • • ME E ME IME ME

0 1 0 9 0 . . 1 0 0 1 1 0 . 6 0 . 6 m o s P o s t c o d e

Of course, if all you reckon my superb musical talents are worth is a
mere runners-up prize, I'd like the cartridge three-DaClaork adventure 1
triloov• (*delete as required).
Send your entries to Music Maker Competition, Your 64,14 Rathbone I
Place, London W1P 10E. All entries must bean cassette or disk, and
should reach us not later than 31st May, 1985.

take root and flower —
especially if you're prone to the
prima donna tantrums we've
come to expect from modern
musicians — so, you've got two
months to get your act together.
OK, it's 'get your vibes together'
time and go for it

. 0 0 0 . 0 O

•APS.

•

I
1 And On That Note!

If you haven't scored yourself a
copy of Commodore's Music
Makeryet (and you'll certainly
need to lay your hands on the
package to enter this
competition!), it's available from
all good computer stores and
it'll set you back C29_95_ For a
comprehensive review of Music
Maker, check out Y64, issue 6,
any queries regarding Music
Maker's availability should be
directed to Commodore on
(0536) 205555.

Win! Win! Win!
The best piece of music will win
a brand-spanking-new
Commodore portable SX64! Of
course, everyone can't be a
winner, but we're ready with
prizes for 50 runners-up s o
don't feel put off sending us
your entries. Runners-up will
receive either a cartridge three-
pack of Wizard of Wor, Goff and
Star Rangeror all three Infocom
adventures Zork I. Zork 11 and
Zork

And don't forget, you've got
until May 31st, 1985 s o
you've got time to make your
entries really good! Send your
entries to Music Maker
Competition, Your 64. 14
Ralhbone Place, London W1P
10E. Ii

A  04.1
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747 a nd other  Doctor  Soft programs are - - - •
-
.
7 
•  
•
•

avai l abl e fr om: -  :  •  . . , - -  - - -
•  W H SMITH •  BOOTS •  JOHN MENZIES - E L E C T R O N :•  MOST LE ADI NG  DE ALE RS  •  BY DI RECT — 1 . -

- /  —
7 /  
-  
8  
C

747 Is no or di nar y fl i ght simulator .  BBC
ow ne r s  k n o w  I t  a s  t h e  pr ogr a m  t h a t

toppe d the BBC charts month after month
last year.

N o w  for 1985 The Doctor  Team (including
a B A .  Capta i n,  Pr ofessi onal  Fl i ght  Simu-
l a t or  P r o g r a m m e r s  / I  A e r o d y n a m i s t s )
ha v e  p r o d u c e d  th i s  e x t e n d e d  a n d  e n -

hanced Commodore 64 version.

••••

a

NO. 1  BBC F L I G H T  S IMU LA TO R * ,  7 4 7
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STOP O V E R  6 0  N A V I G A T I O N A L  A I D S  S T O P  O V E R  1 2

A I R F I E L D S  STOP E X T E N D E D  GROUND D E T A I L  COVERS U K  —
N W .  E U R O P E  S T O P  C O M P R E H E N S I V E  P I L O T  W R I T T E N
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I enclose t e r

The  best  s i mul at i on a r ound A  must
for  buddi ng pi l ots"-  P.C.N.
"I w o u l d  c hoos e  Doc t or  Soft 's 7 4 7
I ns t r umenta t i on c l ear  a n d  unfussy
gr aphi cs a r e  g o o d  s m o o t h  a n d
r eal i st i c"-  Softwar e Today

ple a s e  c ir c le  c o m p u te r  a n d  r e n n i n  r e q u i r e d .
C om m odor e  64 8 8 C  12 !O n s e t ' s ! .

Cassette  ( 7
2 . 0 5  •  
C L
O S  
C
P
.
9
3

Disk C 1 5 , 0 0
-  
( 1 0 •
0 0  
1 1 0
. 0 0

- 1
1
1
1
1
1
1
1
1
1 •
6
1 .
7
1
0
1
1
1
1
1
1
a

'
1
1
=
b
,
.
.
.
1
1
1
1
1
1
1
•
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1
1
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1
1
•
1
0
W
I
X
•
7
4
1
1
W
1

1111
1
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copies  Of the  above . ' S p e c i a l  oatersded 444t V e n ) s .

NAME  ......................
ADDRESS
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BACK ISSUES

ISSUE 3
•  Complete comparative

review of the CBM 64 extended
Basics •  Music assembler —

our joystick-driven tap-in-and-
run synthesiser •  Create no

less than 50 colours on your 64

THE r . , • 0 3 1 T I F  9iIrdausxS p u r

ISSUE 6
•  Commodore s Music Maker

•  Ghostbusters t h e  game
•  We put Commodore s Plus/4

and C-16 on the bench

Please send me the following issues:
Copies of issue 3
Copies of issue 4
Copies of issue 5
Copies of issue 6
Copies of issue 7
Just send us a cheque or postal order for £1 .10 (includes
postage, packing and handling) for each copy ordered and
we ll rush them to you. Make sure your collection is
complete: order today while we've got some left.
Address your order to: Y64 Back Issues, 14 Rathbone Place,
London W1P
1.1.1 I enclose a cheque/postal order made payable•to

Your 64 for E
Cr)
c n  Name

Address

0
CO P o s t c o d e
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ISSUE 5
•  Lightpens — how they work.
•  Are graphic art packages

painting by numbers?
•  Y64 machine code utility

ISSUE 7
•  Megagame — Raid Over

Moscow
•  Wordprocessors S i x  of

the best!
•  Jeff Minter speaks out!

Subscribe to It
see watch

,

1 9

Postcode P h o n e  no.

and
in'

So who cares if the jolly green giant from Mars wants to take
over the world — as long as you've got your copy of Y64
safely in your grasp, Sainsbury's could drop the price of beans
for all you care. 'Cos Y64 is not to be missed — so make sure it
isn't. One filled-in coupon, one short walk to the post box, and
that smug smile is yours to keep! Postage and packing will set
you back a paltry 5p over the odds and you'll never miss an
issue. Send the coupon below to: Y64 Subscriptions, 14
Rathbone Place, London W1P 1DE
1111•11111•11111110•1•••••••••••11111101111111•111PRIORITY
ORDER
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Please tick appropriate boxes:
0  One year (12 issues) El 2 UK and Eire
0  One year (12 issues) 0 5  Europe
0  One year (12 issues) E25 Rest of the world
I enclose my cheque/postal order payable to Sportscene
Specialist Press Ltd for E

0  Please charge my AccessNisa/American Express/
Mastercharge card number
(Delete where not applicable)

issue

Signature
Credit card orders cannot be accepted without a signature)
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You'd better get the hang of this.
One day you might be up here for real.
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Space Shuttle.
The flight simulation program that

leaves others earthbound.
Developed with NASAs assistance

to turn your computer into
Columbia's Flight Deck.

£9.99 Commodore 64, £799 Sinclair Spectrum.
Available soon for all popular systems.

SPACE SHUTTLE FROM
L C 1
M I O
N

Your computer was made for us.
AVAILABLE FROM SELECTED BRANCHES OF BOOTS, WH SMITH, JOHN MENZIES, LASKY'S, SPECTRUM, RUMBELOWS, WOOLWORTH

AND GOOD COMPUTER SOFTWARE STORES EVERYWHERE

•

R O T
0

M I M E



D e s M i g n m e ,  this is not a game for bunglers! As Cral9
Rawstron and Sue Denham find to their cost, Raid on Bungling

Bay isn't just another 'shoot 'em up' affair, but a study of tactics
he first time out with Raid On
Bungling Bay, y ou may  think
you're up  to  your eyes in  yet
another 'shoot 'em up' classic! But

if that's the way you're going to approach
the game long-term, you may as well for-
get it! Shooting planes and boats, and
bombing the odd factory, might relieve a

Bah! Bed the k e h o o d
fkolight can he a tin.m-espeseeith,

as the enemy maks such diflicult
larpts. Vaal almost think that they're

goading you into firing I t them. And.
indeed, il you do spend too long

indulging your war-like whims, you'll
find all hrell's been let loose when you

--sonost.back-tdadout.aloaatteCaular-
-Rainembes,thete;liwiniaas-boyeenthei--..

enemy plane to shoot down b u t  if

they mimosa to sink your er
, r c r a t t -

you're in IT ' , ! !
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Job

should ciao across a 5 e
you've uncovered the

rot cache of arms. It's worth
its position because if you land, yott

y o u r .  a canr y o u
put some distance between you and your e l /

ship.
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few frustrations you've got lurking around
in your subconscious, but if you want to
make your 'wings', you'll have to resort to

tactics.

Chocks Away
Bungling Bay was a quiet little backwater
on a planet somewhere in a remote galaxy

V10,
Out,
into lop g.

So. you've been wondering where all those
enemy pianos have been coming from? Weil,
this here's the landing strip a n d ,  it you're
Micky, t h s d  a couple of planes you can
try some toilet practice on. But don't hang
around too long t h e  extra point you might
gain iliBt gives the enemy time r I d  up
their forces against you.

C Ompass .
, tight path . . 2 4

• being hit at All fuu
ricurty taking the guns
ng -  shift your 'coptei

Vail it out of the danger
lone!

until it was overrun by an empire of evil
tyrants. Their aim? To destroy humankind

as usual! To do this, they're construct-
ing the ultimate war-machine, run by
computers and robots, and defended by
an almost impenetrable network of enemy
guns, radar and ships.

The defences are, of course, 'almost'

The enemy tanks like m ake  l e t  of
panicking the
they're dangerous!
to knock out, ape
Wit be taking as it ha
tanks are giving you any
better give up right now!

The
reline
else;
occur
has y
be It
bid

spin round and
owl 4 appear to 111) much

r that their presence aids the
the tleat•seeking missiles

be proved! BMus points can
op fer destroying the radar,
wooled may not be

the long run.
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SCRAMBLE!
impenetrable because, as you might have
guessed, i t s  your thankless task to halt
the war-machine in its tracks.

When you first start, you're presented
with a  plan view of Bungling Bay — a
number of islands scattered liberally in the
ocean. You control a helicopter on an air-
craft carrier and, once you've taken off,
you're ab le  t o  fi re  missiles a n d  d ro p
bombs: you're granted a limitless supply
of missiles, but only nine bombs s o  use
them sparingly.

All Mapped-Out
When you  begin the  game, it 's  worth
sacrificing a few lives to fly around, build-
ing up a mental map of your surroundings:
an on-screen arrow will always indicate
the position of your aircraft-carrier should
you need t o  re-fuel o r  p ick u p  mo re
bombs.

The first thing you'll notice is that there
are quite a few guns sited on the islands
that, guided by the radar installations, try
and shoot you out o f the sky. Avoiding
these, you'll notice large buildings that are
obviously the factories manufacturing the
elements required for the war-machine;
there are six factories in all, and you'll
need to bomb each of them to destruction
— this often takes more bombs than you
have on-board, so don't expect too much
from one raid.

Oxford Computer Systems
(Softwaret Ltd

Hensington Road,
Woodstock

Oxford OX7 1JR, England
Telephone10993) 812700
Telex 83147 Ref OCSL

BECAUSE
•  PASCAL is the wodd's most

popular programming
language after BASIC

•  PASCAL es FAST_ up to 20
times the speed of BASIC

WHAT IS OXFORD PASCAL?
OXFORD PASCAL is a
COMPLETE implementation
of the popular programming
language PASCAL running on
the Commodore 64
GRAPHICS & SOUND
With the OXFORD extensions
to PASCAL you can programme
dazzling graphics and
astounding sound

YOUR
FUTURE WITH
COMPUTERS

DEPENDS ON PASCAL
WHAT DO I GEr?

With the cassette version of OXFORD PASCAL you get
•  A powerful text editor for preparing PASCAL

programs
•  A resident compiler giving 14k of user RAM
•  A powerful set of colour graphics and sound

extensions to standard PASCAL

With the disk version of OXFORD PASCAL you get
•  All the above, PLUS
•  A full disk to disk compiler exploiting the

entire memory of the 64 for PASCAL programs.

HOW MUCH DOES OXFORD PASCAL COST?
Cassette version (resident compiler only E 2 2 , 9 5
Full disk compiler i1541, 4040, 8050
8250 drives)   E 4 9  95
Prices are inclusive of VAT. There is also a small
charge for post and packing.

30 April Your 64

Of course, once you've destroyed a
factory, the game itself takes on a  new
aspect y o u ' l l  be dogged by a number of
white fighter planes. and your a ircraft-
carrier will be menaced by various black
bomber planes. Nasty!

But tha t 's n o t  a l l  d e s t r o y  th ree
factories and those mild-mannered gun
emplacements start shooting o f f  heat-
seeking missile s a t  yo u !  A n d  i f  yo u
thought your presence in  Bungling Bay
had so far gone undetected by the evil
tyrants, you 'd  b e  wrong! Wh ile  you're
cruising around picking off factories and

dodging enemy flak, they've been busy
building a  battleship ready t o  launch
against your aircraft-carrier. You'd be well
advised to check this out on your travels
and blow it up before it's set against your
meagre defences!

Tricks 'N' Tactics
By now, you've probably got the impres-
sion that there's no way to beat the game!
Well, you're nearly right — it 's not easy,
but there's a few tricks and tactics we've
given you that'll actually help you on your
way

This is a mini-
rnap of the
immediate area
surrounding your
chopper — the
detail's not too
clear and you'll
probably have to
check what's
happening on the
larger map
anyway!

This arrow always
points in the
direction of your
aircraft carrier.
useful if you're
running out of
fuel or you've just
heard your ship's
under attack.

-
4
0 Once your

damage registers
more than 99.
you're dead'

This could be

you, bombing an 1
enemy factory!

This figure tells
you that you have
a full quotient of
nine bombs on-
board!

The number of
factories you've
got to destroy.

This here's you're
overall score —
don't worry it'll
get better once
you've destroyed
this factory!

How many lives
you've got left!
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MUCH MORE ON YOUR SIXTY-FOUR

DEALER ENQUIRIES WELCOME

Print your heart out using EPSON printers and GORLITZ
interfaces -  over 10.000 sold in West Germany. Definiti-
vely THE BEST connection between VIC-64 and EPSON
printers is our VIC-EPSON-INTERFACE:
Plugs right into any EPSON (board 8422) * 2K Buffer (8K option) -
Z80 processor - lots of additional control functions - brings you the
original CBM character set with all graphics in up to 40 sizes * inclu-
ding double height and double width printing of CBM characters -
precise HAROCOPY from SIMON's BASIC * BUS connector dou-
bled like 1541 * OIL-switch for device address * printer remains un-
changed * Interface can be switched off if Centronics port is used *
No. 8423 for external use with EPSON-compatible printers like
STAR etc.* Prices include DIN cable (im) and manual.
VIC-EPSON Interface type 8422 (board)   £ 6 8 . 5 0
VIC-Centronics-Interface type 8423 (external)   E 6 9 . 5 0
prices do not include VAT. This is just one GORLITZ product. We are
looking for dealers in UK. Our Phone: (01049)-261-27500. Mailbox
for letters, queries and orders starting October: (01049)-261-2044.
GORLITZ COMPUTERBAU*P.O.BOX 852*D-5400 KOBLENZ, WEST GERMANY
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EUREKA
DOMARK/T14.95

Cassette
one player
timings, arcade 2'4 mins
advent 67
2 
m i n sIt seems as though home
computer software is taking
over where Fleet Street left off!
Take Eureka, for example —
this was launched with all soils
of 'hype and a promise of
E25.000 to the first person
phoning through with the
game's hidden message! Hmm.

Getting back to the game
itself, Eureka is actually spill into
five different adventure
components, each preceded by
a rather uninspiring arcade
screen. Playing this arcade
game is mandatory — which will
not please the true adventurers
Out there; indeed, the points
gained here determine your
fighting strength during the
adventures. It has yet to be
proved just how vital it is to get
these vigour points — and if you
do need thousands of points to
get through, the E25,000 is
pretty safe! It's not that they're
difficult to beat j u s t  very
boring!

The aim of the game is to find
parts of a 'Temporal Talisman'
which inadvertantly got
transported through time and
space when it was under
analysis in the NASA space
labs! The five adventures take

Dom ar k's Eureka gives you five adventur e gam es in one —
and if you m anage to crack the first four  and find the hidden
m essage in the fi fth, you'r e in wi th a chance of winning the
£25 , 000  prize!
place in Pre-Historic, Roman,
'Arthurism', World War ll and
Modern Times: you many only
enter the fifth part having solved
the preceding four! The
graphics are of a chunky nature
and very effective e xce p t  that
you're not able to turn them off!
The occasional bursts of music
are also very good, but those

Y64 ADVENTURE HELPLINE
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only to find that the key was

A D V E N T U R E S  I  Annoying, isn't it!
under the mat all the time?

•  W e l l ,  here at Your 64, we're
•  looking to set up a 'write-in'
•  service for readers who've

Here's my problem/tactical hint'   s o r t e d  out the solution to a
particular problem in a game.

• We ' d alsoliketohearfrom
1 1 1 anyonewhowantshelpwith

various stages of an adventure!
1 1 1 Y o u ' d besurprisedhowmany
I letterswegetfromreaders

1  who've invested a tenner in an• Delete as applicable
1  adventure, only to find theyName   c a n ' t  even make it out of the first

location! Well, the first step is to
phone up the manufacturer —
companies are usually happy to
help you out of any mess you
get into.

However, if the publishers
give you no joy, then that's the
time to look to your fellow Your
64 readers to give you a hand.
Simply fill in the coupon on the

left of this page and send

•  I'm admitting failure with/probably the No. 1 expert on

111
111

•    P o s t c o d e

I  Complete this coupon and send it oft to Y64 Adventure Helpline, Your
1 64,14 Radhbone Place, London VilP 10E.
..111110.1111111111111111111111111•1111•1111111M•MMINISIMMIll

Address

Phone
And I'll be there from

Calling all avid adventure garners, read this page
without delay! Why? Well, not only will adventure
expert Jack Oats be taking a good look at Eureka

and Return To Eden, but there's the inception of the
Y64 Adventure Helptine — and that's going to be

involving you!amor Itimassommomm

(am/pm)

can be turned off!
The instruction booklet that

comes with Eureka contains
additional riddles in the form of
verse, pictures and even the
odd hidden code in the
decorative borders(!). The
instructions you're given are
thin on the ground, but
adequate. The game's

vocabulary is not all that
extensive and responses can
be often very misleading b e
careful to ensure that you've
tried obvious synonyms before
giving up on your intended
course of action!

It's best to cut your teeth on
the WWII episode. This offers a
greater chance of staying alive
long enough to gain some
experience of how the game
functions. The program doesn't
support a 'SAVE character'
routine, so if you die you'll have
to go through the whole thing
again v e r y  tedious!

Eureka may not be of the best
adventures that you'll ever
come across (and the arcade
interludes are ghastly!) but at
under E3 each, they're certainly
good value a n d  just think
about that E25.000!

RETURN TO EDEN
LEVEL 91E9.95

Cassette
one player
load time 2
r
l,  
m i n s
So, Level 9 has eventually
succumbed to producing its first
graphic adventure! And the
company has done well — it's
amazing what you can cram
Into the CBM 64's memory
when you really try!

Although this is the follow-up
to Snowball it's not necessary
to have completed (or even
played!) Snowballto enjoy

it off to the address given.
This way, once we've published
your particular hassle, if
another reader's already sorted
Out this problem, he or she will
be able to ring you up and put
you out of your misery. Who
knows y o u  could make a
friend for life!

Of course, if you've cracked a
particular adventure, you could
offer to help any other readers
solve their problems. Simply fill
in the coupon below, giving a
time that's convenient for
people to ring you and that's all
there is to it! If you're feeling
shy, though, why not write and
tell us your hints 'n' tips for an
adventure and, if it's published.
we'll send you one of the latest
adventure packages on the 64!

Enthusiastic adventurers
should write to the Y64
Adventure Helpline, Your 64, 14
Rathbone Place. London W1 P
IDE. Join me for some
compulsive reading next month!

MAGAZINE HEALTH WARNING T h e  use of SCiSSSOrS on this coupon may be haz ar dous to this m a ga z i ne 's  heal th — please use a
photocopy instead'
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VOU a r e  o n  a  h u g e  m o l e - h i l l  r i s i n g
f r o m  t h e  g r a s s .  T h e  g r o u n d  a S  v e r y
s o f t .  E x i t s  a r e  n o r t h ,  e a s t .  s o u t h
a n d  w e s t .
W h a t  n o w ?

Retur n To Eden is not Only the fol low-up to Level  S's
Snowbal l ,  but it's also the com pany's  first foray into graphicadventur es.

11111111111111
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W h a t  n o w '
,
Y ou  a r e  s t r o l l i n g  p l e a s a n t l y  t h r o u g h
t h e  b l u e  g r a s s .
W h a t  n o w ?

Com pl ete wi th the usual wonder ful  puzzles, RTE
suppor ts a wide vocabulary and exhibi ts a great sense
of humour !

Return to Eden. Each scene has
its own picture which is 'drawn'
quite rapidly to the screen. If
you're retracing your steps and
you haven't time to check out
the scenery. you can, of course.
turn oft the graphics. And, just
to show that Level 9
understands the frustrations of
adventurers, it's included
routines allowing you to save a
character's status and position
to tape or disk. Level 9—we
thank you!

You get to play the games
hero, Kim Kimberley. And. just
to prove your heroism, you've
just saved a giant spaceship full
of colonists travelling to Eridani
A from certain disaster.
Unfortunately, in risking your
neck for these ungrateful
people, you've left them with the
impression that you're opposed
to their mission and a murderer
to boot!

You could, of course, escape
to space b u t  Snowball will get
you (and that's another story!).
This time you escape in a

lifeboat and nip down to the
surface of the planet which has
been prepared by robots for
colonisation. Your only hope is
to contact the robots and
explain your problem. But, as
you might have guessed. the
last thing these mechanical
menaces want to do is
relinquish their power to a mere
human! You soon find out the
robots have already alienated
the local animal and vegetable
kingdom — it's only a matter of
time before they get you!

As with many adventures
nowadays, this one's split into a
number of separate scenarios
— the next, only attainable once
you've solved the last! And
Return to Eden is full of those
wonderful puzzles that, once
solved, make you want to kick
yourself for not having seen the
solution earlier! The game
supports a large vocabulary
and the programmer's fine
sense of humour is more than
evident. Thoroughly enjoyable

and highly recommended!

MAKE THE MOST
OF YOUR

COMPUTER.
IFITERRICE
PUBLICATIONS

0  Mastering Machine Code on your Commodore 64
Mark Greenshields. E 7 . 9 5
Mastering the Commodore 64
Mark Greenshields E 7 . 9 5

0  Challenging Games for the Commodore 64
William A Roberts. E 3 . 9 5

0  Putting your Commodore 64 to Work (15 programs,
including a complete word processor)Chris Callender
.Putting your VIC 20 to Work
Tom Lau
50 Outstanding Programs for the VIC 20
Tim Hartnell
Delving Deeper into your VIC 20
Philip Campbell.

0  Dynamic Games for your VIC 20
Mathew Boek

El Creating Adventure Programs on your Computer
Andrew Nelson E . 4 . 9 5
The Art of Structured Programming
Peter juliff. E 5 . 9 5
The Easy Way to Program your New Computer
Tim Hartnell. E 3 , 9 5
Getting Acquainted with your VIC 20
Tim Ilartnell. E 6 , 9 5

0  How to Program the Commodore 64
Robert Young. E 5 . 9 5

These books are available from most book and computer
stores. In case of difficulty, order directly from us.

Interface Publications, Dept.  QC, •
9-11 Kensington High Street, London WEI 5NP.
Please send rue the indicated books. I enclose E

Name

Address

ITITERWE
PUBLICATIONS

We're the Experts.

E4.95

E4.95

E6.95

E4.95

E4.95

(TRADE ONLY Interface Publications are digributed exclusively in the UK and•  E t r e  by W H S Donbutors Export trade handled by Interface Publications
m i  I m o  n o  a n  o w

Your 64 April 33



,

That's what most people say on their first
visit to Software City. Racks of software
for business, home, education and
recreation. Ready for browsing.
Come See. Come Save!

Programs, peripherals, disks and
accessories, plus a complete selection
of books and magazines.

CHELSEA SW3382 KINGS ROAD,
Tel: 01-352 9220

14 THAMES STREET, KINGSTON-UPON-
THAMES, SURREY Te l :  01-541 4911

Also at:
47 CHEAP STREET, NEWBURY I
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adventure category, S t a f f  O f
Karnath is Ultimate's first venture
into the 64 software market. It's

also the first game not to have appeared
already on the Spectrum.

THE STORY SO FAR
The plot is a trifle complex b u t ,  then,
what game doesn't have  a n  involved
storyline these days? Apparently, there
was once a powerful wizard, Karn, who
managed to hide a magic staff with awe-
some powers deep within the bowels of
his castle. You're told the staff's hidden in
an obelisk b u t  you can only open it with
a magic key; the key comes in the shape
of a Pentangle a  five pointed star to you!
And to make life just that little bit difficult,
it's split into 16 different pieces that are all
hidden around the castle.

The hero of the piece, and perhaps set
to become the 64's Sabre Man (a la Sabre
Wulf and Underwur(de on the Spectrum),
is Sir Arthur Pendragon. The date is April
30th — Wulpurgis Night to all you would-
be devil worshippers — and the time is
6pm. At midnight, a ll Hell (literally!) will
break loose! But, if  you're following the
plot so far, the idea is that Sir Arthur must
assemble all the pieces of the Pentangle
and destroy the staff just in the nick of
time! Unfortunately, many hideous crea-
tures guard the pieces of the Pentangle
and a ll are capable o f  drawing the life
energy from our hero. S ir Arthur's Only
defence is to be nimble-footed, or to cast
one of the ten magic spells at his disposal.
However, t h e  co rre ct  sp e ll mu s t  b e
chosen for each particular creature or it'll
do no good at all. And, as each spell you
cast decreases Sir Arthur's life energy by
one (and he starts with 100 points), you'll
have to  learn the effects o f each spell
quickly if you're to survive!

ON DISPLAY
The screen display is so good that it war-
rants s o m e  g o o d ,  o ld -f a sh io n e d
enthusiasm. The player views the castle
as if it were a doll's house, with the front of
the house cut away; by judicious use of
colour a n d  shad ing ,  pe rspect ive  i s
achieved in a very realistic fashion.

Using the joystick, you can move Sir
Arthur left or right and, as it were, into or
out of the screen; as he approaches the
limits o f  the  screen, th e  ro o m scro lls
smoothly with each further step to reveal
more of the castle. The rooms are some-
times wider than one screen, sometimes
smaller, and are separated by walls with
doors — n o  surprises here. To  open a
door. Sir Arthur has only to walk up to the
handle and — Open Sesame i t  swings
open; once Sir Arthur's passed through,
the door slams shut. Open doorways are
staircases leading up or down one floor
while closed o n e s lead  t o  t h e  ro o m
behind. And, i f  you  wan t  t o  b e  rea lly
impressed, take a look at the contents of
the rooms e sp e c ia l ly  the flickering can-
dles and flame effects in the fireplaces_

STAFF PROBLEMS
Tackling each piece of the Pentangle is a
bit like playing 16  separate games —
some pieces are won through the usual

It's unusual to find a game that combines the very best in arcade
action together with the mind-numbing problems you'd find in

adventure scenarios. But, as Ross Holman and Steve Broadhurst
find out, Staff of Karnath is just such a game! But then, what else

would you expect from a company with a name like Ultimate!

B O U N
'dodge and hack' methods associated
with the arcades, others are a matter of
being au fait with adventure games, wit-
ness the routine you have to go through to
eke Out t h e  Pentangle p ie ce  i n  Th e
Waiting Room.

You'll also have to watch out when you
attack the nasties. It 's often worthwhile
hanging around outside certain rooms,
selecting the correct spell r a t h e r  than
rush in blindly, hoping for a lucky break!

The game itself can get a little tedious —
the journey back to the obelisk does get a
little repetitious after a while! But, all in all,
Staff Of Kamath is easily one of the most
compulsive games I've ever played. Even
knowing where all the pieces are and the
spells you'll need to  collect them won't
help you very much if you are planning on
completing t h e  e n t i re  adven tu re
believe me, I've tried!
How  turn over  for  Y64 's com plete map

DUNGEONS AND DRAWING ROOMS

This is a door
going down
you can tell
because it's
coloured in solid
black.

This line tells you
what room you're
in.

The word
'SEARCHING'
tells you that
you've still to find
a piece of the
Pentangle.

This doorway
leads up to the
next level: look
closely and you
can seethe
ascending steps

You start at 6pm
and you've got to
collect all the
Pentangle pieces
by Midnight o r
all Hell's let
loose!
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When your
energy level
reaches zero,
you're dead!

A nice feature is
that you can
sometimes look
in on the levels
above, giving you
a sneak-preview
of what's going
on!

Here you've
engaged the
Forthrin spell,
which is your
general all-
purpose weapon
in the Castle.

You'll know when
you're in the
Dungeons
because the walls
have been
decorated in
mauve, as
opposed to the
brown brick ot the
higher levels.

On either side of
the screen,
there's an outline
of the Pentangle:
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you've already
found one of the
pieces.

Your 64 April 35



T H E  C O M P L E T E  M A P  OFCASTLE KARNATH

THE TIMELESS ROOM
lime goes crazy here — iloni hang
around too long or you'll hnd that
IFS midnight already! The trick is to
position yOursell at the right-hand
side ol Me bedpost and select the
Throbin spell. Then, as the carpet
quivers, Jump on and grab the
Pentangle piece

THE GREAT HALL
The piece at the Pentangle is hidden
cunningly in the flames ot the tire —
and to prevent you burning your
lingers. it's best louse the Aeulus
spe
ll.

THE COFFINS
If you wander N M  between the
second and third coffins, you'll hear
an audible ping indicating that
something magical has just
happened. Dash as last as you can
tor the place where you see the red
skull on the wall.
II you 'ping the coffins. you!' find
that the skull has lifted to reveal
another piece of the Pentangle.
Trouble Is. you!! find that its a case
at split-second liming — lust grab
lot it and pray'

THE WEST TOWER UPPER
A pretty easy room. this' There's a
'baby* troll armed with a red
hammer who's guarding the
Pentangle piece. but with a little bit
ol clever lootwork you should have
no problem

THE SERVANT'S QUARTERS
There s not a lot in Ibis room to
interest avid adventurers You can
however, easily avoid contact with
he spook by walking earthily
around the perimeter al the room.

THE WEST TOWER LOWER
Watch Out when you enter this room
as there s a minor nasty hog
bouncing around the Pentangle
piece. you'll find you can easily skirt
around the monster if you're carelul
By the way, cast your eyes up and
you It see another piece ot the
Pentanglean the West Tower Upper

Ar cane ar chi tectur e by Mark Watkinson

THE TREASURY
Guarding the four treasure chests
plus a piece ot the Pentangle is a
venom-spilling python Liberal use

, e l  the Knouts spell sends it reeling
1
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, nip in under the beast and grab it

THE NORTH TOWER
You can't help but notice the cordite
looking arachnid protecting the
enorway, First up select the Ibrahim
spell and blast ii — one stud induces
the spider to let oil a high pitched
ping! This means that a piece of the
Pentangle is now visible, having
dropped from es hiding place in the
cobweb in be Store Room

THE ARMOURY
Doorways are used to move up or
down a level All you have to do is
walk in and wail — but note that
you'll have to tug back on your
joystick when you make your re-
entry o r  ii s curtains'
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There's a troll guarding this piece of
the Pentangle To grab II. gel as
close as you can and, as he moves
away. blast him with the Ibrahim
spell which will treats him tor a
split•second You'll have lobe quick
though .

THE OBELISK
Pulsating with various runes this is
your spell depository. Each lime you
hnd a piece of the Pentangle. you
have to make the perilous 'journey
here to otter it to the obelisk using
the Baracala spell you cannot grab
more than one piece at the
Pentangle at a lime, so you'll have to
come here at least 16 limes!

NE NORTH TOWER UPPER
The doorway down to the North
Tower Lower is protected try a tome
held which will kill you ii you try to
pass through However, if you blast
it with the Stoly spell, you have
approximately lour seconds lo get
through the door
.

THE STAFF OF KARNAIN
Once you ye deposited all 16 pieces
ol the Pentangle. you II come lace to
lace with the stall of Karnalli. The
only spell so tar unused in your
magical armoury is the Menhir spell,
so why not try using that As we've
yet to see the game completed.
there's no guarantee that the Menhir
spell will work!

THE muser
The Balcooi par
monk. Wu
, 
c h e s
along Mery ior
.three souls Oiniou
appear to ileythi
you walk pa; rem'
third looter vet
charge thal I op y
unless you Ir I Fo
ahead alp': act

THE MOLES
There ye I, dr
carrymt a
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Balcony is girded by a mad

who marries relerillessly
q the comae! There are also

c uuts of ernoer Mel don I
er lo do anytime at all unti l
walk past Mem
, T h e  
h e s t  
a n d

knight deliwr an electric
e titatli slot you an your tracks

ss you lire a forihno spell
d ol you to xi as a shield.
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THE MORNING ROOM
Try engaging the Ibrahim spell and
make sure that you've gal the whole
room on-screen Now, gel yourself
to the lell-hand side of the table.
away from the annoying bat, and
shoot at the flowers You'll notice
that alter live hits, the bowl of
Flowers falls to the floor and turns
into a piece at the Pentangle.

THE WALKWAY
As you negotiate the walkway. you
have to watch out for the arrow-
spilling gargoyles on the walls

THE EAST TOWER UPPER
Here you ve got to go down to the
East Tower Lower. Don't be put oil
by the large grinning skull guarding
the entrance — lust line yoursell tip.
wail for the skull to start its upward
motion and run tor HI

THE EAST TOWER LOWER
Here youII find another skull this
lime moving horizontally across the
room. The tactic to use here is to
wait for Me skull to move Out of the
way, rush behind 1. grab the piece ot
the Pentangle and hightail it'

THE LAUNDRY
Once you've found the cross, the
vampire slides obligingly to one
side, allowing you entry. Once
inside, grab the piece ol the
Pentangle as quickly as you can
as there's another vampire inside
totaling the reception commilles

—  THE DUNGEONS
This is the entrance to the Abode ol
Ithao and it s protected by a while
skull with a denture problem

THE ABODE Of KHAN
As soon as you emerge from the
doorway, watch out lor the birds that
drop high-explosive eggs on your
bead!

THE LIBRARY
When you grab the piece of the
Pentangle in the Library, it all seems
too easy a nd  that's because you
won't stand an earthly against the
armed skeleton that comes along to
grab it back! The way to beat this
room is to blast the Pentangle piece
with me Yerobas spell

THE SOUTH TOWER UPPER
Not a lot happens in thus room b u t

s a good place to grab a few
seconds respite tram the carnage
you II find elsewhere

IHE STORE ROOM
When you first walk into the Store
Room. If you've got a good monitor
you may have noticed the outline al
Me Pentangle piece in the cobweb
This will only fall to the ground,
you shoot the spider in the North
Tower Lower

THE SOUTH TOWER LOWER
The Laundry is protected by a deadly
vampire who refuses to gel Out of
the way no matter what spell you
cast on it — and, it you walk towards
it. you'll find yourself thrown back by
a magical hovel To enter the room,
go and get the cross Irom the Upper
Guard Room,

THE WAITING ROOM
Nothing much appears la happen
here! Except, that is. it you hang
around tor about a minute (The
Waiting Room Gedelit71 Then, a
piece Of the Pentangle appears
above the fireplace just waiting tor
you to collectot.

c
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THE UPPER GUARD ROOM
Theresa piece at the Pentangle
lying on the Haar, but there s also a
witch an a broomstick to protect it
You can dispatch the witch lot a lew
seconds using the Forthrin spell
but be quick! You'll also notice that
there's a shield hanging on the wall
providing the key to grab the
goodies on the Laundry on the Hoar
below. The trick here is lo lire a
Throbin spell al the shield, the cross
then drops on the floor — now select
the Umphalus spell which enables
you to pick it up Now. it s esti stage
right and zip Ott to the Laundry

THE KITCHEN
It doesn I say much tor the food
around here, but the Kitchen s
inhabited by energy-draining bats
The Pentangle piece can be picked
up using the usual 'rush in and grab'
technique

THE LOWER GUARD ROOM
This is where you start your quest
and keen eyes will notice that
Ultimate has been kind. providing
your first part of the Pentangle lying
on the lloor ll's not that easy
though. as it's protected by two
knights.

FOOTHRIN

IBRAHIM B i
THROBIN M

UMPHALLIS S
STOLY

YEROBAS S
KNOSSUS

BARACATA The Obelisk

_MENHIR T h e  Stott

r, Pot of

SIR ARTHUR'S MAGICAL ARMOURY
Fo I d  T h i s  here's a rough guide to the spells Sir Arthur's got at his disposal, and how

to make the best of them. You May bind, however, that collecting the Pentanglepieces is ellen just a matter el wailing until the nasties have their back turned,
rushing in and grabbing them!

AEOLUS T h e  Flames lin The Great Haiti
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Welcome to this months Action Replay,
only to find me wading through the mass of
cassettes that never quite made it to the
review pages that follow.

Amongst the also-rans was Shoot The
Rapids from New Generation Software.
The idea here is to paddle your canoe
through a load of gates, while avoiding
such obstacles as rocks, motor boats and
Beavers(') — and all this against the clock.
One uncharitable soul around the Y64
offices suggested that the programmer
should be shot b u t  I wouldn't be so
unkind.

Audiogenic's Alice In Video/and has
been available on disk for quite some time.
and now it's finally managed to drag itself
on to cassette. Based more or less on
Carrol's Alice In Wonderland book. there's
much falling down rabbit holes, drinking
from magic bottles and playing of croquet
It's both extremely pretty and rather gentle
— don't, expect a cardiac arrest from this
one!

For quite a while now, someone has
been bombarding the Y64 office with verbal
graffiti on Eddie Kidd's Jump Challenge
We've had posters, stickers, press
releases — the lot! All that's left now is for
Eddie Kidd himself to turn up on the
doorstep! It's a shame the game itself isn't
as entertaining as the promotion o n  yer
bike, Eddie!

Melbourne House's popular hero (it says
here) Horace reappears in a game called
Hungry Horace. And yes, yet another
programmer bereft of good ideas has
decided to dig up the rotting corpse of
Pacman and feed him his energy pill for just

36 April Your 64
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Hi there, true believers, how about a little
web-slinging? Yes, it's time to tune in to the
second adventure in a 12-part series
starring the Marvel comic book characters
we all know and love. Part one concerned
the death-defying antics of the Incredible
Hulk a n d  now it's the turn of Spiderman.

We're told there's a common theme
running through all adventures — apart.
that is, from the constant plugging of Marvel
Comics (Stan Lee was never a man to
undersell himself!). On a far and distant
planet, countless light years from Earth, a
bunch of philosophers are running into
trouble. They're being attacked by heavies,
calling themselves the Black Fleet, and our
merry meanies are hell-bent on success.
The problem is, these philosophers are a
peaceful crowd who've forgotten how to
fight — all, that is, except one who is busily
hoarding the powers of all the various
super-heroes, rather like some interstellar
butterfly collector. The object of the
adventures is to somehow work out why.

In the meantime, however, it's a question
of wandering the offices of the Daily Bugle
and encountering Spiderman's best known
enemies — Spidey's greatest hits you
might say (Or not, as the case may be! Ed.).
Apparently, everything hinges around a
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1 1 1 1 1 " Joystick optional

Joystick junkie Steve Malone
settles down to tackle the latest
and greatest games software for
the CBM 64. Won't you join him?

Steve 'Psycho' Mal one — Action Replay
supr em o!
one more shake. To be fair, Hungry Horace
is trickier than yer average Pacman clone,
but does anyone care? (Answers on a
postcard, please. Ed.)

Gilsoft has released a series of
adventures based around its Quill
adventure writing utility. These are: Africa
Gardens (set in a hotel); Diamond Trail (set

QUESTPROBE/SPIDERMAN
Adventure International/9.95

The graphics are
drawn very well,
and accomplish
the task of
making the game
very similar to
reading a
Spiderman comic
book.

Like Gaul, the
screen is split
into three! The
top section
contains the
graphics, the
middle bit spews
forth the
information on
what's happening
and the bottom
part of the screen
is left clear for
your commands.
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Pressing the call
button for the
elevator will do
you no good at
all!

This adventure
allows you to
make use of a
very large
vocabulary of
commands —
which means you
don't spend the
first half-hour of
play wondering
how to pick up an
object! Replies

_are generally
helpful or
'smartass' —
there's a 'hints'
book available,
but only if you
write to New
York,

bio-gem, a piece of which has somehow
turned up on earth.

This is the sort of adventure I like. Good
graphics, friendly-ish vocabulary and a
subject I know something about. Packed in
with the adventure is a comic book which

A P
r  
D i
e kin a city); Spyplane (set in enemy

territories); Magic Castle (set in a, wait for
it, castle): Xetindbender (set in who knows
where): and Devil's Island (set on an
island).

We've had a whole hoard of mini-
ancients emerging blinking into the cold
light of day in the Y64 office. And it seems
that Avalon Software is responsible for
most of them! Snap and Pontoon are
unpretentious little games for those too
bone idle to shuffle a pack of cards, and
Fruit Machine is OK for others too lazy to
pull a handle. But for those whose bank
balances wouldn't allow them through the
door of a Monte Carlo casino, there's
Roulette from No Man's Land (a French
company naturellement!): it seems a mildly
amusing way of not losing thousands of
pounds. To be frank I didn't expect much
from any of them s o  I wasn't very
disappointed.

Over now to the 'old games never die,
they just get re-written' department. Titans
from Romik Software is a game set in
ancient Greece that has you hanging for
dear life on a flying horse, trying to cope
with all kinds of mythical monsters. Funny,
but I'd swear it looks just like Defender, only
with different sprites. Still, the action's fast
and furious!

Finally, a word or two about British
Telecom's own (cheapo) Firebird Silver
label. Mr Freeze is only E2.50 — and at that
price, it's worth the money: it's entertaining
enough. especially seeing Mr Freeze's
delightful walk. However, if you're not a
shareholder of the company and can afford
a bit extra, I'd suggest you look elsewhere.

bears a passing resemblance to the on-
screen action: it doesn't actually give any
hints b u t  it does point you in the right
direction. All in all, another game where the
Yanks have shown us Brits how it should be
done.
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Tir Na Mg —the land of youth, the other world.
Tir Na NOg —the kingdom of the sidhe, the home of dagda's cauldron.
Tir Na NO —a vast and complex adventure, in a magical celtk landscape.
Tir Na Mg —a most stunning visual experience, with state-of-the-art film

animation.
Tir Na Ntog—a true computer movie.
DISC VERSION DIRECT FROM GARGOYLE E14.95
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E9.95 4 8 K  ZX SPECTRUM

CEM 64

ALSO FROM GARGOYLE:
THE STUNNING SPACE GAME,
AD ASTRA £ 5 9 5
WINNER -CRASH READERS'
BEST SHOOT-EM-UP AWARD

GARGOYLE GAMES, 74 KING STREET, DUDLEY, WEST MIDLAND& TEL: DUDLEY 238777



COMPUTER SHEKHANA
SERVICES

Discount Commodore Software
Our Ow

RAP P n c e  A R P  P r i c e
Glsoalbusters 1 0 . 9 5  8 . 2 0  S e l e c t  1 1 2 . 4 9  1 0 .5 0
Suicide Express 7 . 9 5  5 . 9 5  S P Y  vs SPY 9  95 7 . 5 0
Spoderman 9 . 9 5  7 . 7 5  B o u l d e r  Dash 8 . 9 5  6 . 7 0
Zorn Sala Ben 9 . 9 5  1 . 5 0  H o b b i t t  1 4 . 9 5  9 . 9 9
Strop Poker 9 9 5  7 . 5 0  K o n g s  Revenge 7 . 9 0  5 . 9 0
Psytron 7 . 9 5  5 . 9 5  B r e a k  Fever 7 0 0  5 . 2 0
Tales of Arabian Nights 7 . 0 0  5 . 2 0  C
o n ,  b a t  L y n x  
8 . 9 5  
6 . 9 9

Beachead 9 . 9 6  7 . 2 5  L o r d s  of Midnrght 9 . 9 9  7 . 2 5
Solo Flight 1 4 . 9 5  1 1 .2 0  B l a c k  Hawk 7 . 9 5  5 9 5
Death Star Interceptor 9  95  7 . 5 0  R i v e r  Rescue 7 . 9 5  6 . 7 0
Bruce Lee 9 . 9 5  7 . 7 5  B e a u  Jo lly Value Peck 1 4 . 9 5  9 . 9 9
NATO Commander 9 . 9 5  7 . 5 0  C a d  Cam Warrior 9 . 9 5  7 . 5 0
Spitfire Are  9 . 9 5  7 . 5 0  F 1 5  Strike Eagle 1 4 . 9 5  1 1  2 0
My Chess II 1 1
.
9 5  
8  
9 5  
B l a
c k  
T h u
n d e
r  
7
.
9
5  
5
.
9
5

Battle for ModvirsY 8 . 9 5  6 . 7 0  S p a c e  Shuttle 9 9 5  7 . 5 0
Havoc 9 . 9 5  7 . 2 0  H a m s t e a d  9 . 9 5  8 . 0 0
Ancipital 7 . 5 0  5 . 2 5  C a s t l e  oil Terror 9 . 9 5  7 . 5 0
All Level 9 9 . 9 9  6 . 2 5  H u n c h b a c k  II 7 . 9 0  5 7 5
ILL 7 . 9 0  5  5 0  M a t c h p o in t  7  95  5 . 9 5
Kokoters Will 6 . 9 5  5 . 2 0  S t e l l a r  7 9 . 9 5  7 . 6 0
2a sown 9 . 9 5  7 . 6 0  S h o o t  the Rapids 7 . 9 5  5 , 9 5
Summer Games 1 4 , 9 5  9 _ 9 9  E m p i r e  o l Kern 7 . 0 0  5 . 2 0
Quo Verbs 9 . 9 6  7 .0 ( 1  S y s t e m  15000 1 4  95  1 1 .2 0
Sherlock 1 4 . 9 5  1 1 .5 0  I n t e r n a t . Football iRom) 1 4 .9 5  1 1 .2 0
PSI Warrior 9 . 9 5  7 . 5 0  C o l o s s u s  Chess 9 . 9 5  7 . 0 0
StormlNarrior 8 . 9 5  8 . 7 0  Q u e s t  for Tires 9 . 9 5  1 . 5 0
Reid Over Moscow 9 . 9 5  7 . 2 5  J e t  Set Willy 7 . 9 5  5  75
Star o f  Karnath 9 , 9 5  7 . 5 0  P o r t  Apocalypse 9 . 9 5  7 . 5 0
Blue Max 9 . 9 5  7 . 5 0  A n t  Attack 3D 8 . 9 5  6 . 7 0
Tepper 9 . 9 5  7 . 5 0  S t r o n t i u m  Dog 7 . 9 5  5 . 9 5
Amerocan Football 1 4 . 9 5  7 . 2 0  D e r b y  Day 7 . 9 5  5 . 9 5Trashman

7.95 5 , 9 6  S o n  ot Wagger 7 . 9 5  5 . 9 5
Cliffhanger 7 . 9 5  5 . 9 5  G h o u l s  7 . 9 5  4 , 9 9
Manic Miner 7 , 9 5  5 . 9 5  S w o o p  7 . 9 5  4 . 9 9
Daley Thomp Decathlon 1 .9 5  5 . 7 5  Pyp t m a r a m a  7 , 9 5  5 9 5
Scrabble 1 2 . 9 5  1 0 .9 9  M o n o p o l y  1 2 . 9 5  1 1 .1 5
Fighter Pilot 9 . 9 5  7 . 2 5  W i m b l e d o n  7 9 5  5 . 7 5
Cyberton Misroon 7 . 9 5  4 . 9 9  P S I  Warrior 9 . 9 5  7 . 5 0
The Evil Dead 7 . 9 5  4  9 9  B o o t y  2 . 5 0  2  5 0
Valhalla 1 4  95 9 . 9 9  •  • •
C o m m o d u r e l 6 I P l u s  
4 '  •  
•

Blockbusters 7 . 9 5  6 . 6 0  G a m e s  Pack 1 A 2 5  95  4 , 4 5
Indiana Jones 9 , 9 9  7 . 5 0  R i g  Attack 6 . 9 5  5 . 2 5
Fabulous Wanda 7 . 9 5  3 . 9 9  Olvro too tod  0 . 9 9  4  9 9
Prices include post &  packing. Overseas orders welcome 50
pence per tape. Please make cheques & postal orders payable
t o: -  Shakhana Computer Services, 653 Green Lanes, London
N8 00Y -Imall Order address only) Tel: 0 1
-
8 0 0  3 1 5 6 .  
S . A . E .

for list. Or Come and see us personally at -  Marbles Shopping
Centre, Unit  11,  527-531 Oxford Street, London W1R 1DD (1
min f rom Marble Arch Tube Stn). Above discounts applicable
only on product ion of  this advert. Open 7 days a week.

COMMODORE 64
OWNERS

MIDLAND COMPUTER
LIBRARY

The First Et Largest Commodore Library in the World
(often copied but never equalled)

l All the latest titles on cassette, disc and cartridge
2 Hire your first two games absolutely free
3 Life membership 5
4 Hire charge from only E1.25 inc p&p for full 7 days
5 No limit to the amount of games you can hire
6 All games originals with full documentation
7 Games, Business and Educational software
8 Return of post service
9 Lowest new hard and software prices in the UK
0 Join now on 14 day money back guarantee
1 Over 1,000 games in stock inc. many US importers,

Please send E6 to the Midland Computer Library

MIDLAND COMPUTER LIBRARY
31 Evenlode Close, Lodge Park

Redditch B98 7NA
Telephone 0527 23584

1
1

•

Dept 6 4

A SPRENOSHEET,
A DATABASE AND

GRAPH/CS TOO.
ALL INTEGRATED

INTO IRE ANNZING
PACKAGE... A l  AN AMAZINGLY AFFORDARLE P RICE ! THE  LATEST DESIGN TECHNIQUES
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MOO BY 6 4  WONSHEET, PROGRAMPABILITY, WIMOOWS. CELL PROTECTION, SEARCH AND
SCRT, TE X T E DITING, WERCORECESSCR CINP ATIBILITY . S IM ATANE OUS  GRAPHICS...

INTEGRATED WITH A .1(11:0-CHARACTER PER RECORD DATABASE, U P  TO 250  CHARACTERS
PER ITE M . . .  O C T  PR.:DUCT Cir ITS  KIND FCR THE CIRWELKIRE 6 4 ! S UITS  HOST

PRINTERS. SUPPL/ED WITH EXCELLENT HANDBUCH,

VIZASTAR 64

YOUR fROGRSieS H A S  EvERVINING
WILL RE A LLY  O V I a s t e C 6 4  Y Q U  W-U3 FCRTAKE CFT WITH P R O G R M V I N G  TO

on_ I W A C X  641 100% COMPATIBLE WITH T O P  PROFESS/ORAL STANDARDS! BASIC I V .
cm.1 asts/c. JETPACX CCAVILES BASIC M ADONE  CEDE M NITOR. AM )  8 5  e tw i t
-
w F u L

PROGRAMS 11170 MACHIM C C M , RUNNING N E W  CORIANDS ... INCLUOING r o c u u T ,
UP TO 2 5  TIMES FAS TE R... A N D  USING BUS INE S S  BASIC, KE Y E D ACCESS FILE S .
UP TEl HALF AS 14.101 NEWRY, T O  GIVE 0 1 5 X  DATA COMPRESSION, FORMATTABLE
FASTER LOADING, OR BIGGER PROGRAMS! SCREEN ZONES. M ILT/P LE  SCREENS, D A TE

N4) I T  EVEN ACCEPTS BASIC EXTENSIONS CCNTRCIL•  REPORT GENER A TCR • 77- P LACE
AN) N C H /  NE ccoE  R a i  T INE S AS WELL A R T  OPE T IC. SCREEN PL OT o SCREEN CLIP  •

AM) MORE A L L  FCR CN.r r6a.95!CUR P i _ r [ ; L _ M Z
.
L 1 , 1 , _ f _ a z VIZANRITE 6 4  I S  A  HIGN-PERFORMULT.

LON-COST WOW PAPOCESSCP W/ TH EPP. SCREEN
IRMA TT INC. THAT TAXES r u u .  ADVANT

11€ 6 4 5  CILCUR GRAPHICS AM) NEWRY ETA TINE S ." A M )  SUPPORTS VIRTUALLY
MN PRINTER! WITH A CCPPREMNSI YE AAA) E  SY.TO.-F0..LOW USER REFERENCE MANUAL

VI ZAWRI TE I S  THE I L  TI MATE PERM:NULL CCMPUTER WORD PROCESSEAT A V A  'LAKE C.4
CARTRIDGE { P P M  f  78/ o DISK f , 1 1 4 )  r e  v i r e  YlzA5ea l,

• • •  WANT I T  TOMORROW? • • •  CALL US TODAY! • • •  ON 01-546-7256

VIZAWFUTE 64

VIZASTAR ( D I S K )  1 9 4 7 1 5  1 2 1 .0 0
VIZASPELL ( D I S K )  E 5 4 1
-
9 5  1 4 9 . 9 5
EASYSCRIPT ( D I S K )  1 2 4 7 .0 0  2 5 5 .0 0
EASTSPELL ( D I S K )  L u k e °  2 4 1 .9 5
SENOR'S BASIC ( C A R T)  1 .5 0 r 0 0  2 4 1 .9 5
F/GARO 6 4  ( D I S K )  2214.1.-25 1 7 5 .0 0

PRICES INCLUDE 15% VAT AAD ARE
CORRECT 0 0  D OIN G T O  PRESS.
ORDER BY POST OR PHONE, U S IN G
CHEQUE, ACCESS/SARCLAY CAN) OR
OFF/CIAL ORDER., DESPATCH I S  BY
SANE.DAY 151  CLASS POST, P R E -
PAID ORDERS FREE. PRODUCT DATA
AVAILABLE ON REQUEST. R E F  A31

PISA

MATIPLAN ( US )  ( D I S K )  L I N - 1 /  161 .95
PRACTICALC ( D I S K )  1 4 4 , 1 0  1 3 9 .9 5
roucEicALC ( T A P E )  L W ' S  134.95
IAINEBAsE 1 . 4  ( S UP E NBAS E )  2 1 7 . 9 5
STEPPING STONES (SUPERRASE) 1 9 . 9 3
PRINTLINK BA U N T E R F A C E )  1 2 9 . 9 5

LAKESIDE HOUSE, KINGSTON HILL,  SURREY. 1112 70T. TEL 01-544-7256

NEW FROM HARBOURSOFT
FAMI LY FUN WI TH
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SEND CHEQUE OR P.O WITH' ORDER TO:-
HARBOUR SOFTWARE,
134 EA ST WEARE RD.,
PORTLAND, D OR SET.
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Following the birth of the latest royal sprog,
software houses, who know a passing

Remember Battlezone V.. the arcade game
that has you battling with the spectral

Meanwhile, back at the 3D 'shoot-em-up'
we have 3D Lunettack from Hewson

The latest contestant in the flight simulator
stakes that stands ready for your admiring

bandwagon when they see one, have
begun producing games based around the
antics of Chas and Di (witness Microdears
Di's Baby). Henry's House is an
exceedingly pretty little game in which our
royal hero ventures forth to explore the
palace, meeting all manner of strange
things on the way.

Henry's House is another of those
endless platforms and ladders games that
have you feverishly picking up any number
of unlikely objects in room after room —
while avoiding the ghastly things that go
bump in the night.

There are eight rooms to explore in
Henry's House; these range from the

STELLAR 7
US Goldit9.95

0
0
0

outlines of tanks and where you are forever
advancing on mountains which never
actually get any nearer? Well, Stellar 7 is
just like that — and what a coincidence, I
hear you say.

The difference between this and
Battlezone is that here you are fighting your
way to Arcturus to intercept the evil Gir
Draxon. To get there you have to ensure
the dispatch of the ten or so enemy tanks,
satellites, planes and so on that get in your
way. Perm any two from three, zoom above
the correct score and, hey presto, a bright
and shining star-like object will appear, all
together now Aa a a h .

So ram it! This simple action will

30 LUNATTACK
Hewson Consultonts/E7.96

0 0 0 0
Consultants. And h o l y  galaxies — it
appears that a bunch of aliens known as
the Seiddab (that's baddies backwards —
geddit?) have invaded the moon; as the
commander of a squadron of lunar fighters,
it's up to you to destroy their base and save
civilisation ( Yawn. do I have to today? Ed.).

To aid the brave pilot in the fight against
the alien menace, there are any number of
assorted weapons and controls at his or her
disposal — missiles that blast and lasers
that fry. And you get a map that shows
you're going, and a navigation
computer. I  must say I found it tough
getting the hang of this one. The aliens tend
to come over the horizon and, although you

SPACE SHUTTLE
Activistona9.99

0 0 0 0
glances is Space bnLitile from Activision.

First of all, don't be put off by the manual
that takes you three hours to read (which
usually means you need a Doctors degree
to understand it); in fact, the controls are
fairly straightforward. Your mission is to
rescue a satellite that you probably put into
the wrong orbit in the first place.

With one eye on the appropriate chapter,
it's fairly easy to blast off (it's amusing to
fantasise real NASA astronauts using one
of these step-by-step manuals!). But
once in orbit, you'll find that locating the
satellite and docking with it is quite another
matter. To hit the correct speed and altitude
simultaneously is something of a real feat

l b
Clothes Cupboard to Henry's Creepy
Dungeon. As in most examples of this sort
of game, there's a right way to go about
collecting things without running into
trouble, and there's a wrong way! The trick
is, of course, to work out the right way!

In this job, it's easy to become jaded. If I
see just one more version of Jet Set Willy,
I'm going to have to reach for the Power
Pills. Except t h i s  just happens to be one
of the best games of its type that I've seen
for many a long day.

Having starred in such an unexpected
winner, I daresay Lir Henry will now be
given his own series. A star is born!

tifdir
hyperwarp you through to the next star
system (it's easy to tell, the sky looks
different) where more outlines wait to do
nasty business with you. And so it goes on.
Crash your way through seven stellar
systems (hence the name, geddit) and you
have reached Arcturus.

Actually, I find the trick with these sort of
games is to aim ahead of whatever it is
you're gunning for; these boys move much
faster than you can. Assuming you have
the knack, you'll find Steller 7fairly easy to
play (at least at the lower levels), and it's a
game that will bring tears of nostalgia to
those who mispent there youth in the
seventies arcades.

think you've got plenty of time to draw a
bead on them, the gunsight is actually
awfully difficult to control (which might, of
course, just be my problem). Another
problem of mine is that I like to be told what
I'm supposed to be looking for. I spent the
first thirty seconds shooting up moon
craters before realising what they were!
Flying the moon buggy is fairly easy.
although the aliens seem to have a lot M7
-
9 ,
zip and, once they appear, it's pretty
difficult to avoid them.

For once, the graphics actually live up to
the blurb on the case and the moonscape is
drawn in very good high resolution,

l b
— because of the trade off between the
two. And don't get too smug if you achieve it

remember there's still the minor problem
of landing the shuttle without ending up at
the bottom of a multi-billion dollar hole.

The graphics are done professionally,
although they're nothing to write home
about! I particularly liked the way the Earth
and sky changed colour as you moved in
and out of the sunlight; the sky also begins
to get ominously dark when you begin to
drift too far away from the planet.

Space Shuttle is really quite addictive,
particularly when the chase is on to catch
the elusive satellite. I doubt however,
whether this is an accurate simulation,

Your 64 April 41



COMMODORE
COMMODORE 16
Gateway to Computing with the Commodore 16, Books 1 and 2
Enter the gateway and discover a new fun approach to computing and the 16
when you encounter a cast of colourful characters, problems. puzzles and
proiects. Start from scratch with Book 1 then develop your programming and
other skills with Book 2 Ideal for the young and young at heart!
L4.95 each/ Shiva Books/ Ian Stewart & Robin Jones
(Book I ISBN I 85014009X
, B o o k  2
,  I S B N  
1 8 5 0 1 4  
0 1 0 3
)

Easy Programming: Commodore 16
Ideal for newcomers to computing. this book is a thorough and entertaining
introduction to programming on the new C
E545 Shiva Book!' Ian Stewart & Robin Jones ISBN
! 8 5 0 1 4  0 0 8  1 .
7
Commodore 16 Machine Code
Covers every aspect of machine code programming on the C 16, from screen
control and graphics to assembly language and debugging techniques
E6,95 Shiva Book/ Ian Stewart 6 Robin Jones ISBN 185014 012 X)

COMMODORE PLUS/4
Commodore Plus/4 Machine Code
Everything you need to know about machine code programming for the new
Commodore Plus/4 - screen and keyboard control. moving graphics and colour -
plus descriptions of all the facilities of TEDMON. the C PlusA's built-in machine
code monitor. Packed with simple programs and advice to help you develop your
C Plus/4 machine code.
E6.95 Shiva Book/ Ian Stewart & Robin Jones ISBN 18,501401461

The Plus/4 Programmer
£6.95 Shiva Book
. I a n  
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COMMODORE 64 + VIC 20
Commodore Peripherals:A User's Guide
Want to add to your basic 64 or VIC system? Find your way through the
peripherals jungle with this easy guide!
£7.95 Compute! Book/ Julie Knott & David Prochnow 1IS8N 0942386 566)
Computers Commodore Collection Volume 2: Programs for the
VIC and 64
£10.95 Compute! Book !ISBN 01242386 70 1!
Computers Third Book of Commodore 64
Outstanding games. applications. tutorials and utilities from Computes
magazine and Gazette - plus several never-before-published programs.
£10.95 Compute' Book 1IS8N 0942386 72 8!
Gateway to Computing with the Commodore, Books 1 and 2
£4.95 each/ Shiva Books
, I a n  
S t e w a r t
(Book I ISBN! 85014 0170 Book 2- ISBN 1 85014 035 9)

Commodore 64 Programmer's Notebook
First-time users and experienced programmers- cut down errors and ease
frustration with this programmer's answer guide. which fills the gap left
between the Owner's Manual and the Programmer's Reference Guide and shows
you how to master BASIC on the 64.
£14.95 HRW Book/ Earl Savage l'ISBN 003(V1294 5)
Mind Moves: Strategic Brain Games for the Commodore 64
Tired of playing arcade games? Looking for strategy games that will challenge
and entertain you and your family? Look no further! The eight intriguing games
En Mind Moves feature strategy. words, adventure, resource management. and
much more.
£18.49 &lithium Press.' Book + Disk tISBN 0 38056 22501
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MAKE THE MOST OF YOUR COMMODORE COMPUTER WITH THESE
BOOKS AND SOFTWARE - THERE'S SOMETHING HERE FOR EVERYONE.

DO MORE WITH YOUR

COMPUTE! dilithium
Press

Golden Flutes and Great Escapes for the Commodore M
Create your own games for the 64 with this straightforward guide - all you need
is a small amount of BASIC programming knowledge. Four complete game
programs are included, ready to run on disk -Golden Flutes, Great
Escapes. Mars, and Treasure Hunt - with full explanations of how everything
works. Check them Out - then use the book to start programming your own
adventure fantasies!
M8.38 &l i thium Press/Book + Disk USBN 08805o 2048!

Colour and Graphics for the Commodore 64
£13.95 HRW Book Andrew Veronis 1 ISBN 003000052 )?

Available from large branches of Boots Menzies. W. H. Smeh and bookshops.
computer shops and department stores: or direct from the distributor by filling
In the coupon below and sending it with your payment to HOLT SAUNDERS
LTD. ACCOUNTS DEPT.. I  ST ANNES ROAD. EASTBOURNE BN21 3UN
Please make cheques payable to Holt Saunders Ltd and allow 28 da vs for
delivery.
* Free postage & packing on all UK orders*

MEI OEN  O M  I =  I M O  E n  1 1 • 1 1 1  N E  M B

ORDER FORM
Please send me

ISBN TITLE QTY TOTAL
PRICE

I enclose payment off.
or debit my credit card!
Amex L  Diners Club Vis a Access E
Credit card number

1 1 1 1 1 1 1 1 1 1 1 H I 1
Name iplease print)
Address

Telephone

Holt, Rinehart

bY cheque!:

(please tick)
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BLUE MAX
Synsol1/E9.95

0 0 0
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In this months simulation corner we have
Blue Max, gogg les and flying helmet

FRED
Ouicksilvalt7.95

0 0 0

Yet another product to roll off the seemingly
endless Quicksilva production line — and
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Caesar has been caught smashing up the
larder by his owner Mr McGregor and the

If you want to See the 'biggie' from
Ariolasoft, take a look at the Y64 review of

number from Synsoft.
Originally written for the Atari, Blue Max

is one of those River Raid sort of games
where you take off, bomb some curious
looking guns and buildings on the ground,
shoot the occasional sprite — and then land
again I ' m  afraid there's not much
exploration. A sort of circuits and bumbs
affair that sounds simple enough_

Well actually, no! For one thing, I might
be old fashioned, but when I pull the
joystick back, I expect to go up — not crash
into the ground (and, yes, I did have the
joystick round the right way). It would have
been nice if Synsoft had told me it'd moved
the goalposts before I'd destroyed some 20

this time it's a re-working of the Spectrum
favourite. The question is w h y  has it
taken so long to arrive for the 64? After
seeing so many other programs of this type
on the 64, one could be forgiven for thinking
that Fred is a direct rip-off a p a r t  from the
fact that Fred came first!

Anyway, back to the game itself. As Fred
the explorer, you pick your way through a
load of catacombs by shinning up and
down ropes, picking up treasure as you go.
The catacombs are inhabited by ghosts,
skeletons and mummys and, when you run
into them, part of your energy ebbs away;
guess what r u n  out of energy and you're
dead! You are armed just with a gun which,

CAESAR'S TRAVELS
Mirrorsoll/E7.95

0
0
0
0

nasty man decides that our feline hero is
uneconomic, not to mention redundant.
Caesar must now go forth and 'scratch' a
living from the big wide world.

The big cat never gets bored as he
travels around. He gets chased by dogs
and parrots, gets stuck in car boots and
dustbins, meets unfriendly butchers,
fishmongers, witches and much, much
more. In fact, he's quite the little action cat!

Caesar is guided on his adventures by
the Function and Return keys, each of
which has a different command, such as
'Hide' or 'Jump'. And every so often he's
asked an educational-type question like
'How many cats?' or 'Which is the biggest

CHOPLIFTER
Ariolasoft19.95

0 0 0
Raid On Bungling Bay. But it seems the
game was so successful that the
company's wasted no time in releasing its
follow-up.

In many ways, Choplitter is similar to
Raid, especially as it seems that you're
once again piloting a helicopter against the
Bungelings in the name of the good or US
of A. This time, however, the object is to
rescue a group of hostages who have been
kidnapped by the Bungeling Empire.

The 64 prisoners are being kept in what
looks like miniature Swiss cottages and,
when you land, they emerge, wave their
arms about and gratefully climb aboard. •
Naturally, the Bungelings take offence at

ap
aircraft on take off. I mean, you feel such a
tool!

Anyway, once airborne you flit around
the circuit causing mayhem for King and
country. The buildings are easy enough to
deal with, as are the tanks (or are they
tanks?); but the moving trucks are more
difficult, not to mention the enemy aircraft.
It's rather a pity you can't engage the
taudits in dogfights' (as we flying buffscall
it) a l l  they do is fly off the screen — damn
cowardly I'd call it.

The graphics and play of Blue Max are
similar to what you'll find in Zaxxon — and,
to be frank, I'd recommend you buy that
instead.

CAP
though it has little effect on the ghosts
(which drift through walls a la Pacman), is
useful against the mummys and skeletons.
However, as a nod towards realism your
gun has only six shots in it, so it's advisable
to go easy on the fire button. Mind you,
providing you can keep control of the
joystick, it's probably just as easy to outrun
the nasties and dive out of the way — as
they don't seem to chase you anyway!

Once you've collected all the Egyptian
bric a brac that's lying around there's the
small problem of getting out. You can do
this by locating a grill in the maze and
blowing it out with the handy bomb you're
supposed to have found on your travels.

fish?'.
The screen is divided up into two parts:

the top telling the story of the trials of
Caesar while the bottom is an animated
graphics screen which acts out the action.

Some among you may be wondering why
this game's being reviewed rather than
some brainless 'shoot 'em up' — well,
Caesar's Travels has a quality which makes
most 'grown-up' adventures look like the
half-baked bilge they actually are! The
story's interesting, the graphics are great
and the sound isn't at all bad either;

Buy this one for a younger brother or
sister and I'll bet you end up playing it
yourself! toe
this and they lose no time in dispatching a
bunch of tanks after you The best way of
dealing with them seemed to be to pattern
bomb the whole area!

As with Raid, the first level is fairly easy,
while the second is getting on for
impossible. Once you've delivered the first
load of hostages (the chopper only takes 16
at a time), things really start to get out of
hand. Suddenly, you're beset by jet aircraft
and floating mines, and the pathetic little
pea-shooter that passes for your weapon
hardly seems adequate.

Although not as good as Raid, this
game's alright, and the concept is as good
a 'shoot 'em up' as you'll find anywhere

Your 64 April
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"THE STAFF OF KARPIATH" recommended retail price £9.95 inc VAT
Available from W.H.SPIIMS, BOOTS, IMENZIES, WOOLWORTHS

and all good software retail outlets. Also available from
ULTIMATE PLAY ME GMIE, The Green, Ashby-de-la-Zouch, Leicestershire LE6 5,113

(Pee included) Tel: 0530 411485
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FRONT LINE
Interceptor Micro/E7.00

0 0 0 0  410

Here's a sort of ground level version of Blue
Max that ha you  meandering around,

GANDA'S THE SORCEROR
Tymac Sellwareit9.95

0 0 0

Those of you with undamaged braincells
will remember that a couple of months ago.

BLACK THUNDER
ouicksilvatE8.95 00000 toh

Quicksilva has not been without its bad
press in this column of late. For every good

COMBAT LYNX
Ourell1E9.95

0 0 0

Another candidate for high flyer of the
month is Combat Lynx from Durell and

blasting away at anything that moves.
The year is 1984 — although you

wouldn't know it from all the jets and
helicopters the enemy throws at you — and
you're in control of an experimental battle
tank that charges around the countryside
doing battle with anything that raises its
alien head.

The map depicts your heroic actions is
the usual kind of flat greenery and carefully
winding rivers and roads so beloved of
games programmers. Things to avoid while
you're rolling along are the mines, the
octopus-looking forts which you can't
damage (but they can hurt you) and the
fireballs which seem to have a magnetic

a Tymac offering won the 'game of the
month' accolade (admittedly against poor
opposition) mostly on the strength of the
speech synthesiser. Well, my little
chickens, Tymac has done it again, so let's
see how it measures up to the last effort.

Gandalt the Sorcerer is based around a
Necromancer kind of design — and that.
after all, is one of the classics. The trick is,
of course, to not copy too slavishly. Well, as
Gandalf the Wizard, your task is to destroy
the lizardmen, who are besieging your
castle and you do this by firing bolts at
them. Once they're bumped off, the lizards
turn into gold coins, which is really jolly
decent of them. The dastardly, scaly things

game that emerges from the portals, out
comes a handful of stinkers!

Black Thunder is one of the former and
I'm delighted to report, a rare gem indeed.
It's an arcade stunner that's fast, frenetic
and thoroughly addictive.

As Crow-Ther (the programmer's name
in case you didn't know). the object of the
exercise is to depart from the town of
Wizening on the local motorway system —
easy until you realise you're being pursued
all the while by the android Highway Patrol.

It's split screen action. On top is your
motor, a sort of customised VW Beetle that
you see speeding past a rather attractive
landscape. Don't however spend too much

here, the action involves you guiding a
helicopter towards the enemy tanks and
hurling missiles at them

A curious game is this. On the face (Alt
Combat Lynx seems to have everything
going for it: 100 per cent machine code, the
assistance of Westland Helicopters, a
wealth of controls to play with, a map to
wander through — and a choice of
weapons! All in all, good stuff which should
add up to an absolute stormer a n d  yet it
doesn't quite make it.

If we're talking about realistic flight
stimulators (which I presume we are) then
one would surely expect to see the view
from the cockpit at all times — and here one

attraction to your metal exterior. Apart from
that, anything else is fair game.

Easy. you may say. Ha! The trouble is,
the programmer has included an unusually
mean feature. You fire a shell by pressing
the fire button but it won't actually explode
until you let go again! You've not only got to
aim the darn' thing at a moving target. you
also have to judge when the shell has to
explode. That's not easy, especially if like

me, you're used to just stabbing away at the
fire button.

Front Line is not the best game I've ever
seen but it is engaging and a lot more fun
than most of the other stuff around. It's also
pretty difficult to master,te
are attempting to steal your apprentices,
and I bet you're thinking the object is to try
to stop that happening. But wait i f  you
don't allow them to break down the door.
how are you going to collect those nice gold
coins? Even a wizard has got to earn a
crust you know. The biggest problem is that
when the door's broken down, the first of
the univited guests is a spider which has a
nasty tendency to run into you and
transform the wizard into a puddle of
shapeless goo. Nasty! Once you run out of
spells, it's up to the castle tower where
Gandalf is refuelled by a convenient
lightning bolt.

Sorry chaps, no award this time!

time admiring it if you want to stay alke for
any length of time; keep all eyes firmly on
the screen at the bottom_ That's where
you'll see a scrolling map of the motorway
system complete with the helicopters and
patrol cars that are coming to git yal Flying
things have a nasty tendency to drop
bombs on you, so do everything you can to
avoid ending up underneath them. Nifty
footwork will get you behind and in position
to open fire. To get out of the city alive you
have to score a maximum of 10,000 points,
this you'll get by offing your pursuers and
picking up the little gold things.

Phew! After a game like this I think I'm
almost prepared to sit through anything!

doesn't. The only time you're in the saddle
is for the few seconds when the enemy
tanks are in view and you're having to
target on them; most of the time you're
looking at the helicopter itself_ The terrain
has hills and towns — which certainly
makes a change from the usual featureless
snooker table. Yet the scrolling is
unaccountably jerky. Meanwhile, although
missiles explode around you, they're hardly
worth bothering about because they almost
always miss.

Really Combat Lynx is not all that bad; I
guess I was just expecting something a little
better. It seems a shame to waste such
good ideas in a 'shoot 'em up' game!

Your 64 April 45



ACTION R
KAMI-KAZE
Supersoftit5.95

0  0 0 0 0

Believe it or not, an alien battle cruiser with
the fleet's secret plans has landed on

PERILS OF BEAR GEORGE
Cheetahsoft/E6.95 0 0  • dir

If you go down to the woods today, you're
sure of a big surprise — a bear by the name

Cleethorpes pier. But evidently it's a
master of inter-planetary disguise for it
induces hallucinations in humans and
animals, leading them to believe that it's
actually a public loo and the secret plans
are, in fact, toilet paper! As Commander of
the battle fleet hovering over Cleethorpes.
your task is to stun the humans and dogs
(who have clearly been watching too many
Andrex adverts) before the plans go down
the pan — sorry, tube.

Obviously, this is a deeply important
game with the very future of the galaxy itself
at stake. So, clutching the joystick, off we
go to save Cleethorpes. The first thing that
crosses your mind as you play is that

DAVID'S MIDNIGHT MAGIC
Anolasoll,.0.95 0 0 0

i l l i n  . . . . . .
R 1  i  0, a e

I have a confession to make co mp u te r
games are not my only favourite way of

of George who wanders around eating
apples as they drop out of the trees. So
what on earth is he doing? Well, winter is
coming on and Bear George has to
hibernate a n d  you wouldn't want him to
starve now would you? (I didn't hear that!)

The game divides into two parts. In the
first screen you have to guide George
around an orchard, while all about him
apples are dropping faster than the value of
the pound! Using your trusty joystick, the
trick is to position George underneath the
falling fruit; pull the stick back. George
opens his mouth — and bingo the apple
drops inside. If your timing's off, they
bounce off his head, but success allows

passing the time. OK — so it shows! The
thing is, whenever I go into an arcade I
always head straight for the pinball tables.
Pinball is much more physical y o u  can
thump the thing and throw it around.
Computer games just don't have that
aspect and there's no way of releasing that
pent-up energy.

So it was with some trepidation that I
approached David's Midnight Magic, a
computerised pinball simulation. I've
played pinball simulators before and
they've been uniformly awful — hence my
suspicions. This one, however, turned out
to be the best I've ever come across
which admittedly isn't saying much! The

BIG BEN
Interceptor Micro/al:10 000 fa,
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Our hero Giz (cheers) has been imprisoned
(shame) by the evil wizard Jem (boo), and
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the only way he can escape is by ringing
Big Ben's bell (eh?). But there's a problem
(natch) because first Giz has to collect
coins that are needed to open the tunnel to
the bell_

If you think this sounds like a cue to a
ladders and platform game, you'd be right!
And you won't be disappointed. Giz starts
his endeavours at the bottom left-hand
corner of the screen. A few stops away is a
turbo plane with which he can make his
escape. But don't be fooled into thinking
that you can nip in and fly around picking up
the gold pieces.

To start with, the plane doesn't fit into
some of the tight holes where the coins are

perhaps the local beer weighs a bit heavy
there do seem to be an awful lot of

people wanting to use the too. The second
thing you notice is the joystick only fires
horizontally, vertically or at a 45 degree
angle — so you have to keep moving the
spacecraft to be able to fire in the right
direction. Another problem is the clouds
if they hit you, the spaceship blows up!

The graphics are very nicely designed.
way better than the usual bog standard
variety. In fact — sorry all Brit programmers
— when I first saw the screen I though it had
to be an American import. Control is nippy
and should keep the joystick jocks happy
for hours.

George's fat content to visibly rise. Beware,
however, the nutter squirrel!

After a while, just as boredom begins to
set in, the scene changes to winter and now
it's time to guide George to his cave for his
winter snoozie-pooze. Our bear, however,
clearly has an incredibly small brain
because he's chosen a resting place that's
directly underneath a ski-slope and busier
than the Ml! Your job is to stop silly George
being dumped in the snow_

The press release that arrived with this
game warns reviewers not to condem it as
too easy; things apparently get a lot harder
as you go up through the levels. I didn't
think it was easy I  thought it was silly.

ball behaves much like a real pinball in that
it doesn't exactly follow the paths dictated
by Newtonian physics; it has a certain
randomness built in. It also travels at more
or less the right speed.

What's more, the programmers have
even attempted to do something about
being able to jolt the machine — in this case
you bang away on the space bar. Do it too
often and the game 'tilts'. OK it's not ideal,
but a nice idea all the same. The flippers
are friendly and responsive and with a bit of
imagination, I could almost believe I was
playing a real pinball machine — almost.
But w h y  on earth is the game called
David's Midnight Magic?

hidden and, for another, you can't pick up
anything while locked away inside the
cockpit anyway. That means Giz has to leg
it all around the screen.

You'll find scattered around among the
gold coins some interesting looking
contraptions which, at first sight, look
worthy of investigation. Avoid the
temptation — unless you take sadistic
delight at turning poor old Giz into pink
blancmange!

The Big Ben screen scrolls sideways,
which makes a change from the usual
umpteen-rooms platform game mode of
operation. Overall, it's pretty good — and
rather more diverting than usual.



THE 64  SOFTWARE
CENTRE

1 Princeton Street ,  London WC1R 4AL
01-430 0 9 5 4

The Specialist Centre with the Largest Stock of Software
for the Commodore 64

SPECIAL
PROMOTION

PACKS
Practifile Database and Practicalc

Spreadsheet (discs)
E59.95 inc. V.A.T. (usual price E89)
Practifile Database and Practicaic II

Spreadsheet (discs)
E89.95 inc. V.A.T. (usual price E114.45)

OPEN 10 am --- 6 pm (including Saturdays)

THE 6 4  S O F T WA R E  CENTRE (Re f .  IFS)
1 PRINCETON STREET, LON D ON  WC 1 R  4 A L

Please supply the following:—

@ E
Nome
Address

El Cheque
0  Access Card Number

Dote  S i g n a t u r e



-  Commodore 64 -

TURBO-BREAKER
AT LAS T T r a n s f e r  T u r b o  games t o  D i s k
Bl ank s c r e e n , F l a s h i n g  a nd p i c t u r e
scr een t u r b o s  b y  m os t  s o f t w a r e  hous e s
Easy t o  us e  £ 1 0 . 9 5
** ****** TURBO—SAVER Imes***
Make e a s y  T u r b o  ba c k  u p  c o p i e s  o f
your  s l ow  l o a d  ga m e s , no u s e r  k now l e dge
ne e de d, e a s y  t o  us e   f 8 . 0 0
***** 0
* 
T R
A
N S
F E
R  
—  
M
K
2

Tr a ns f e r  m os t  s l o w  l o a d  games t o  D i s k
Si mpl e t o  us e , a nd  ne e ds  n o  u s e r
k now l e dge , or  s k i l l   £ 8 . 0 0
sew"  D I SK  — TURBO
 Make y o u r  d i s k  games l o a d  f a s t e r ,
45secs i n s t e a d  o f  2 m i ns , doe s  n o  ha r m
t o y o u r  d r i v e  £ 8 . 0 0
****** **DI s Kopy ••••**** **********
A S e l e c t i v e  d i s h  c o p i e r , f a s t  a n d  v e r y
easy t o  u s e  £ 7 . 0 0
D I S K — DOCTORe mc e e . .
A D i s k  e d i t o r , a l t e r  a ny  p a r t  o f  t h e
di s k , r e c ov e r  a  s c r a t c he d  fi l e ( 8 . 0 0

ARROW MICRO SERVICES
AMP' 20 Portmoadow Walk

London SE2
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1 ,A plug in unit (approx 3 "x 2 "x 1 " ) linking your CBM

64 to any standard cassette recorder, enabling
backup copies of any games inc fastload to be made
plus audio sound-tracks of your favourite games or
compositions.
Built in reset button and short m/c program on tape
ensures that you get out of 'crashes' when
programming in basic full operating instruction
supplied delivery 21 days receipt.

I enclose a cheque/postal order made payable to.
TEK SERVICES for E15.95

Name

Address

Postcode T e l :

16A APPOLD STREET
ERITH, KENT DA8 2AL

sev"
One of the most sop istocat m u s i c  Composer/Synthesiser

packages available today; utilising every facility of theCommodore 64.
Now  with this revolutionary package anyone can enjoy music. Even if you
know nothing about music. the Composer 64 allows you to create a tune or
copy directly from sheet music by writing notes onto the staves. I t will help
you t o  under stand
music Et to compose
complex pieces - and
It presents a n exci-
ting E r  sti m ul ati ng
challenge t o  thos e
with advanced mus-
ical skills

3 completely independent voices •  Up
o 1500 notes poseibia I  14ange of 6

•s I  Time signatures I  Repeats
Rhythms •  Nameable tunes 0  Full
nd qualrty control I  Triongle wove.
ooth wive. pc Ise wave. whfle noise Er
combination to produce up to 18 &R-

ent wave forms •  Full editing Er merge
dm •  Tempo control •  Notes can be

opiad from one voice to another •  Full
okKor high resolution screen with ch•Inge-

note colours •  Full load Fs save food-
• on tape or disc •  Full range of note.

derno-oemi quaver to Serni breve.

TAPE DISC
03.95 0 0 . 9 5

Easy to use. simple to operate and
complete w i t h  instructions,  i t  i s
surtab1e for everyone, regardless of
level of musical knowledge - within
minutes you can hear the computer
play back your fesiounta tune.
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regB opposite. All orders despatched try l i t 3 2  Guildford Road.
lass Return Poet Full money-back wor m
-
fl oe F a r n h a m .  
S u r r e y  
G I - 1 9  
9 C 1 8 .

rf not delighted. Trod*  enquiries wokorne. ' r E L  Fa r nha m  (0252) 724182_

•  ORGAN
•  PI ANO
•  VIOLIN
•  GUI TAR
•  WOODWI ND
•  HARPSI
-CHORD etc.
_ m a k e  up You
,,ostrurnore sounds

FEATURES INCLUDE

ORDER

Pre- programmed
Instruments.
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THE COMPOSER 64

COMMODORE 64
NEW L I G H T N I N G  L O A D  I I
•  Converts almost all your slow loading games into
superfast loading versions.
•  Your cassette programs will independently load
faster than the Commodore disc drive!
•  The tedious wait for loading is over
•  E a
s
y ,  
n
o  
f u
s
s  
c
o
n
v
e r
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•  No sys numbers or any technical knowledge needed.
•  Multipart and auto run programs, easily dealt with.
•  The best turbo loading converter on the market at
the best price.
•  Multicoloured loading and saving.

C O P Y C AT
•  Our highly popular back-up copier for Commodore
loading systems.
•  Thousands sold in the last year.
•  Copies almost all protected software using the
Cornmodore system.
•  Wizard sound effects. Cassette magic sense.
•  Multicoloured loading and saving.
•  100% machine code taper copier with full
instructions
•  The best copier in its class.
•  Superb value at 0 . 9 5 ,

Dispatch of these professional programs within 24
hours! Cheques/POs to:

WIZARD SOFTWARE (Dept. P)
59 The Man es,  Exmouth, Devon  EX8 4NE



This competition involves a skill
we happen to know that Y64
readers are very good at — and,
that's spotting mistakes in the
magazine (Hrmph! Ed.). And,
very simply, all we want you to
do is take a good look at the two
specimen £500 vouchers
shown here and see if you can

spot the difference!
First off, though, here's a

clue. The £500 voucher shown
in the coupon is the one that's
riddled with mistakes. All you
have to do is to find them

Then, when you think you've
spotted all the deliberate
mistakes, ring the differences
on the £500 voucher inside the
coupon and complete the rest
of the form. Before you post it
off to us, write down the number
of differences you found
between the £500 vouchers on
the back of the envelope.

All Spectrum UK competition
entries should be sent to
Spectrum UK Competition,
Your 64, 14 Rathbone Place.
London W1P IDE.

THE WINNER!
Competitions wouldn't be as
much fun if there weren't a few
prizes flying around a n d
that's why there'll be a real £500
voucher for the first correct
entry to be picked out of the
Editor's hat. And, not only that,
Spectrum UK has also stumped
up five £100 vouchers for the
five runners-up.

Of course, it's no use

g o o m o m n i m e l o o m m o m m m u m m o m o s o m e m o m i o n o m m i l

I managed to find di fferences between the two £500
vouchers. So, how about a real one then?
Name
Address

SI/SPECTRUM UK COMPO
SPOT THE

DIFFERENCE

P o s t c o d e

In conjunction with Spectrum UK Ltd, Your 64 is
proud to present its very own Spot The Difference

competition. And there's E1,000 worth of
Commodore peripherals and software that must

be won
stomping into any a  shop
demanding goods with one of
these vouchers — you'll have to
spend it on Commodore

peripherals and software only in
one of the many Spectrum UK
chain stores throughout the UK.
And seeing as how Spectrum
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UK carry virtually every CBM
goodie that's around, you're in
for a real treat!

SPECTRUM UK
RULES OK!
•  Entries for the Spectrum UK
competition must be post-dated
not later than 30th April, 1985.
•  Each entry must include a
copy of the completed coupon,
as well as the number of
differences clearly marked on
the back of the envelope,
•  The Editor's decision is final
and no correspondence will be
entered into regarding the
results of the competition.

MAG AZI NE HE ALTH WARNI NG
Think about it befor e you cut this magaz ine to pieces — m ost
peopl e  prefer  to use a photocopy!
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Post this coupon without delay — don't miss out on this 1
great competition! Send your entries off to Spectrum •
UK Competition, Your 64, 14 Rathbone Place, London I
IN1P IDE. And don't forget to write the number of 1
differences you found in the coupon voucher on the
back of your envelope!
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Now, another 3D maze program
might not sound like the most
earth-shattering event since
sliced floppy disks but, with a

ORS(Array)
INS( Array)
IMS(ArraY)
IFS(Array)
CSS(Arrayl
RFS(Array)
RMS(Array)
RNS(Array)
MC
JV

KEYBO
KAPPERS

M A Z E
smattering of rnac h me code,
this program from our regular
Keyboard Kaperist has a lot
more to offer than the rest!

MAIN PROGRAM VARIABLES
The location changes representing the four directions
used in the random maze generation.
Directions North, East, South and West.
The string variables that form the seven elements of
the 3D maze display. The arrays here are for Left Near,
Left Middle, Left Far, Centre, Right Far, Right Middle
and Right Near.

I(Array)

DR T h e  direction indicator (1-4).
MO T h e  change in location resulting from one move by the

player.
TA
NI

Machine code.
Joystick value.
The start location for the random maze generator (that
is, the middle of the screen).
The level of play (1-5).
The position in memory which equates to player's
Current location in maze. (Players start at location
1905 o n
-
s c r e e
n  
w h i
c h  
i
s  
c o
p i
e d  
t
o  
m
e
m
o
r
y  
l
o
c
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t
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o
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50036.)

The number of minutes allowed for each game.
The next location — required by the random maze
generator,

LN,LM,LF, Th e  Subscript variables for the corresponding string
Cl,C2,C1 arrays, dependent on the contents of the maze
RF.RM,RN locations,

5 0  Apr il YOUF 6 4

Basically, you're stuck in the
middle of a labyrinth a n d  you
suddenly realise that there's a
time-lock fitted to the only exit!
Before you start off, you'll be
able to see a plan view of the
maze being drawn on-screen.
The exit is always at the
top-right of the screen and you
— a blue asterisk — start off in
the bottom left-hand corner: the
maze in-between, as you may
have already guessed, is drawn
randomly each time. so there's
no chance of you memorising
the way out!

Once you've seen the maze
plan for about ten seconds,
you're off! The screen splits into
two, with the left-hand side
revealing the corridors of the
maze; on the right, you'll see a
digital clock counting out those
precious seconds 'till the exit is
sealed forever! Underneath the
graphics screen, you'll see a
compass that you can use as a
guide on your travels — but
don't spend too long admiring it
. t ime  is noton your side!

There are two pages of
on-screen instructions
accompanying the game and,
once you've read those
carefully, you must select the
level of difficulty you want. Level
one — the beginner's level —
allows you five extra looks at the
map and five minutes to escape
the maze: hardened
escapologists might like to
select level five — but, be
warned, you've only one minute
to gel through the maze and
only one extra look at the maze!

All movement on-screen is

accomplished by joystick: the
joystick must be placed into
Port 2. But, before you rush off
and type the program in, there
are a few things you ought to
watch out for. First up. the
triangular symbols in lines
1040-1190 are control codes
for the colour cyan. Also, as the
program's fit to bursting with
machine code, it's a wise move
to save the program before you
run it a  single typing error will
more than likely produce a
crash and you don't want to
have to type it all in again, do
you?

The hieroglyphics in the
following lines can be entered
more easily if you press the
CBM key and Shift (to get into
lower case mode) and then
enter the following text:

3050 30 MAZE INSTRUCTIONS PAGE 1
3260 30 MAZE INSTRUCTIONS PAGE 2
4060 30 MAZE LEVEL SELECTION
4150 LEVEL CHOSEN
4170 PUSH UP ON JOYSTICK TO

CHANGE LEVEL
4180 AND PRESS FIRE BUTTON TO

SELECT

Lastly, the 3D maze strings in
lines 9000-10540 are made up
of Cursor Home, Cursor Left,
Cursor Right, Cursor Down,
Reverse On. Reverse Off, Shift
E, Shift •, CBM H and CBM N
characters (the last two
symbols are difficult to identify
in the listing when they occur
next to solid characters!).

And that's it! So, what are you
waiting for? Get lost i n  our
amazing 3D maze game!!

The number of
times you can
look at the maze
plan depends on
the level you
chose to start on:
here you're on
level 4. so you've
only got two extra
chances to look at
the maze.

The compass at
the bottom of the
screen is always
there to help you
guide yourself
round the maze. It
may seem
unimportant, but
just wait until
you've used up all
your extra 'looks'
at the maze plan!

The amount of
time you've got to
complete your
Journey is
dependent on the
level you choose
— take it from us.
level 4 is difficult!

This box tells you
how much time
you've got left to
get out of the
maze a n d  with
25 seconds left.
don't hang
around!



VIZASTAR 64
THE INFORMATION PROCESSOR
•  Spreadsheet •  Database I I  Graphics

•  Supports virtually any printer
CBM, EPSON, JUKI, BROTHER,

OLIVETTI and many others
111 Parallel pnnters require ONLY a
Low-cost cable

•  Inc lude information directly into
the Worksheet from VizaWrite and
almost any other system
111 Simultaneous display of work
sheet and line or bar graphs

•  Worksheet manipulation lets you
Search, Sort, Copy, Move, Delete
and Insert by row, column or a
range
•  Text editing facilities for letters,
invoices, report headings etc.

•  Extract from your information fi les
and include them into the worksheet
for fast, powerful calculations and
easy reporting
•  Instant. on-screen design of your
information records.

•  Add or remove items from your
records without having tore-
construct your existing information
records.
•  Records up to 1,000 characters
long with each item up to 250
characters.

•  One word menu Imes for easy
selection of facilities
•  The high resolution grid patient
frames the worksheet giv ing an
easy-to read display

VizaStar integrates three important electronic
aids to your business or home office.
A fast and easy-to-use package - VizaStar is a
comprehensive information processor that
includes an electronic worksheet, information
filing system and simultaneous on-screen
graphics.

VizaStar has been designed to incorporate
the very latest in user-friendliness - so now you
can handle your all-important information in
many new ways and in a quick and effective

manner.
The information filing capabilities

of VizaStar enable you to store
your information onto disk in

VIZA SOFTWARE, 9 MANSION ROW,
BROMPTON, GILLINGHAM, KENT ME7 5SE
TEL: MED WAY (0634) 813780
Dealer enquiries welcome.-SOFTWARE

•  A 1000 Row by 64 Column wide
worksheet with large memory
capacity and effi cient usage
•  Extensive use of 'Windows' allows
you to view one part of the
worksheet while 'A' at king or
.another,

an ordered and instantly retrievable form. This
means that you can quickly pick out individual
or entire groups of related information to
create lists, statements, labels or reports.

VizaStar is the ONLY program of its kind on
the Commodore 64. Completely consistent
with the VizaWrite word processor, VizaStar
provides a totally comprehensive office
system.

VizaStar costs just 09,95 (incl. VAT)
from your computer dealer and
selected stores. Please write for
more details and the name and
address of your nearest
dealer.
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SOFTWARE MEDIA SUPPLIES64
Disks by Verbatim

eass disk Superbase 64 c a s s disk S S
1
D D  
4
0
T
r  
1
1
7
.
9
5  
S
S
&
D
D  
K
O
T
r

124.75
Flight Simulator I I 35,95 42,95 Anagarn Sales Ledger 75.00 b D S

,
D D  
4 0
' r
r  
1
2
8
.
9
2  
D
S
/
D
D  
8
0
T
r

132.75
Steil 1
Raid Over Moscow
Combat leader

9.95
9.95
9.95

12.95
12.95

Anagram Purchase Ledger
Anagram Cash Book Ledger
Gemini M artist 1 9 . 9 5

75_010
75.00
24.95

Lockable disk storage boxes 40;80 16.50125.25
Disks are supplied in boxes of 10

Rattle for Normandy
iiesigners Pencil
Sentinel

14.95
11.95
9.95

Gemini Home
Accounts 1 9 . 9 5

Gemini Final
24.95 Computer Listing paper

11x8.5   1 3 . 8 0  1 1 x 9 . 5    1 2 . 6 5  11x15, 1
1

15.52
Raid on Bungl i ng Accounts 5 9 . 9 5 64.95 Paper is supplied in boxes of 2000 sheets

Bay 9.95 Gemini Stock
Ghostbusters 10.99 Control 1 9 . 9 5 24.95 Printer ribbons
Spirit of the Stones 14.99 14.99 Easyscript P 69.00 MPS-801 6 . 9 9  11X801FX .

,
'80  ,  5 _ 0 0  
D a i s y s t e p

5.50
Cali: Result (Easy) ROMCalc Result tAdvancea)

19.95 M PS-802 7 . 9 9  1515;1525 6 2 5  J u k i 1.85
ROM 99.00 We also supply a  range of  dust covers. daisywheels and

other r ibbons.

64 1 3
1 3
M "
I t

c
O
n
t
a
i
n
s
;

\  Simons 64, C2N,  ioYstic14•

Jack Attack
Basic ill.% eittra coMinands

international Soccer cart.
Programmers itel Glicte.

Intro to Basic

N I A -
1 - 8COMMODORE 64

PROFESSI ONAL ,'_';YSTEM
Commodore 64
1541 Disk Dr ive

MPS-801 dot matrix printer
FREE SOFTWARE

Easy Script twordprocessorl
Easy-file Idatabasel

Introduction to Basic lpart 11
FREE MEDIA
Box of 10 disks

Box of nailer

48 Junction Road, Archway, London N19 5RD. Tel: 01-263 9493/5
238 Muswell Hill Broadway, London N10 3SH. Tel: 01-883 3705

vrlo

ONLY £599.00
PLUS 4

Built-in Software Word Pro
Dcanhose. Snreadsheet. Business Gra

NOW ONLY £149.00

COMMODORE 64
S TA RTE R PACK

Commodore 64 computer
cassette unit

Intro to Basic part I
Quickshot I I  joystick
A game of our choice
ONLY 1255.00

Computer Centres
WELCOME TO THE WORLD OF COMMODORE

Maintenance, Service, Support, Training
all from your No 1 Commodore centre.

Commodore 64
Commotion! 04  / 1 9 5 . 9 5
SX64 portable computer  1 4 9 _ 0 0
Commodore 16 starter pack 1 1 3 9 _ 9 9
15301 casset te un it   1 3 9 . 1 0
Super Saver cassette unit.... 1 ' 2 9 . 9 5
1541;2 disk drive   1 1 9 5 . 9 5
Modem  1 9 9 . 9 9
MPS-801 dot matrix printer  1195_95
M PS-802 dot matrix printer  1295_95
MCS-80I  colour printer  1 3 9 9 _ 9 9
DPS.1101 daisy wheel 1 3 9 9 , 9 9
1701
,
2 
C o
l o
u r  
m
o
n
i
t
o
r  
1
1
9
5  
9
5

Z80 card  1 5 0 . 0 0
Commodore joystick  1 6 . 9 0
Quickshot I I  joystick   1 1 0 . 5 0
Paddles  / 1 3 _ 5 0

icrogu ide
Plinth for 64 system  / 2 4 . 9 5
Vic switch / 9 7 . 7 5
DA M 's I EEE interface 1 6 9 . 9 5
Surge protector plug 1 1 2 . 9 5
CBM 64 to Centronics int 1 6 8 . 9 4
Speech 64 1 2 9 _ 9 5

CBM 64 E p s o n  Int

Monitors
Commodore 1701   1 1 9 5 . 9 5
Microvitec 1431AP  1 2 5 8 . 9 5
Phillips 12' green  1 7 9 _ 3 5
64-Phillips cable  1 2 . 5 0
Monitor plinth  1 1 1 5 0

PRINTERS
t211.50
1274_85

/ 4 4 2 . 7 5
1 3 9 9 . 9 5

1557.75
1471_50

11092.50
1399.95

Daisy step 2000  1 2 6 3 . 3 5
I bico LT R-   E 2 2 8 . 8 5
64-centronics   1 1 9 . 9 5
Software for above  E 7 . 9 5

RX8OT
RXMOPT
RX 100
PX80
FX100
DX100
LQI 500
Juki 6100

Terms
All products are guaranteed for 1 year
unless otherwise stated. Payment may
be made by Acces. Barclaycard. Bankers
Draft,  Bui lding Society cheque. cash or
postal order. Sorry cheques need five
days for clearance. We reserve the right
to change prices without prior notice.

All prices are inclusive of VAT.
Please check before ordering for carriage
charges.



• ;KEYBOARD KAPERS •
1 0 0 0  R E M S * * * * * * * * * * * * * * * * * * * * * * * * * * * * *
1 0 1 0  R E M  T I T L E  S C R E E N  4 6 1
1 0 2 0  R E M * * * * * * * * * * * * * * * * * * * * * * * * * * * * * *
1 0 3 0  P R I N T " J " C H R S ( 1 4 2 ) C H R S ( 8 ) ; P O K E 5 3 2 8 0 „
8 I P 0 K E 5 3 2 8 1 , 8
1 0 4 0  P R I N T T A B ( 1 1 ) " M M a L F M  l i a m a a a k r a

1
-1 0 5 0  P R I N T T A B ( 1 1 ) ° , 1 1 .  M  ENNENEkk

"

1 0 6 0  P R I N T T A B ( 1 5 ) " 1 6 .  I MMAMMMI i k  1  M k  M  *
1 0 7 0  P R I I I I T A 8 ( 1 2 ) " , a 7 1  1 1 0 • P M 1 k M

M
"1 0 8 0  P R I N T T A B ( 1 2 ) " M k  1  Mb.  W E E  M  N M

k a  -
1 0 9 0  P R I N T T A B ( 1 5 ) " 1 1 . .  N E N E N E I L  M  E N L  a  •
1 1 0 0  P R I N T T A B ( 1 1 ) " M k r 2  o r a m m a m w a L

Mr"
1 1 1 0  P R I N T T A B ( 1 1 ) " M k  E V I O N I N N E N N k a

!Or"
1 1 2 0  P R I N T T A 8 ( 8 ) " 1 W a r g a r

1 1 3 0  P R I N T T A B ( 1 3 ) "  1 0 0  I I N F  E N V  1 U N  4
4i i
1 1 4 0  P P I N T T A S ( 8 ) " k a  N o l a  m l - g  E r a  m r m r m l a
1MMUFWMO M E M  1-

0 1 5 0  P R I N T T A B ( 8 ) " k 1  E a l a u s i m m u m  m m a r m.
r
m
m
a 
E
M
I
"

11601 P R I N T T A B ( 8 ) " L a  O M I M M E U  w o r m
11M2 HE MP  I " 1 1
1170 PRINTTAB(8)"14.21  ME IJ I  MEN M NE N Pi
IJ _ V I "
1180  P R I N T T A 8 ( 8 ) ° k M  P m _

1190  P R I N T T A B ( 8 ) " k a
EV"

1200  P R I N T T A B ( 1 2 ) " M M M E Y  R . B L U N T  1 9 8 4 "
1210  F O R J = I T 0 6 0 0 0 : N E X T FMK

Lines 1000-1210 Print the title screen

2 0 0 0  R E M 1 4 * * * * * * * * * * * * * * * * * * * * * * * * * * * * *
2 0 1 0  R E M  S E T  U P  MACH. CO DE  &  CO NS TANTS
2 0 3 0  R E M * * * * * * * * * * * * * * * * * * * * * * * * * * * * * *
2 0 3 0  L ( 0 ) = 2 1 1 . . ( 1 ) - 9 0 : L ( 9 ) = - 2 I L ( 3 ) = 8 0
2 0 4 0  O R S ( 1 ) " N D R S ( 2 ) = " E " ; D R S ( 3 ) = " S " ; O R
$ ( 4 ) . " W "
2 0 5 0  F O R J . 8 2 6 T 0 8 7 8 ; R E A D M C I P O K E J „ M C I N E X T
2 0 8 0  F O R J = 9 0 0 T 0 9 5 0 : R E A D M C I P O K E J , M C : 1 ' E X T
2 0 7 0  G O S U B 9 0 0 0

Lines 2000-2070 Assign variable names to the constants, read and POKE
the machine code data into the cassette buffer.

1
1
6
0  
R
E
M
S
*
*
*
*
*
*
*
*
*
*
*
*
*
*
*
*
*
*
*
*
*
*
*
*
*
*
*
*
*

a o l e  R E M  I N S T R U C T I O N S
3 0 2 0  R E M * * * * * * * * * * * * * * * * * * * * * * * * * * * * * *
3 0 3 0  P R I N T " J " C H R S ( 1 4 ) ;
3 0 4 0  P R I N T " 1 1 4 1 1 2

3 0 5 0  P R I N T " M M H H I 3
—  \ 4 4 .
—3 0 6 0  P R I N T " M M U M
1

2 0 7 0  P R I N T " M  • * *  1 1 . , 1
•

3 0 8 0  P R I N T " 1 1 0 H I L E  E X P L O R I N G  A  L A B Y R I N T H
1 O F  P AS S AG E S " 11111111111

3 0 9 0  P R I N T * Y O U  L E A R N  T H A T  T H E R E  I S  A  T I M :
'st L O C K  o w  1

3 1 0 0  P R I N T " T H E  O N L Y  E X I T . "
3 1 1 0  P R I N T " , - . S I N G  Y O UR CO MP AS S  A N D  A  M A P

OF T H E "
3 1 2 0  P R I N T " P A S S A G E S ,  Y O U  M U S T  E S CAP E  F R O
M T H E  M A Z E "
3 1 3 0  P RI NI T" BE FO RE  I T  I S  P E RMANE NTLY  S E A L .
E D . "
3 1 4 0  P RI NT* 1 1 , 4 ' FO RTUNATE LY  I F  Y O U  C O N S U L T

THE M A P  T O O " ;
3 1 5 0  P R I N T " M A N Y  T I M E S  I T  W I L L  B E  L O S T ! !
! H I S  C A N "
3 1 6 0  P R ! N T " M A K E  T H I N G S  D I F F I C U L T . "
3 1 7 0  P R I N T " M k N I T / A L L Y  Y O U O BS E RV E  T H E  M A

BE I NG "
3 1 8 0  P R I N T " D R A W N .  O H E N  I T  I S  R E A D Y  Y O UR
P O S I T I O N  I S " ;

1 3 1 9 0  P R I N T " S H O W N  B Y  A  B L U E  S T A R  I N  T H E  6
OTTOM L E F T "
3 2 0 0  P R I N T " C O R N E R .  I O U  T H E N  HAV E  1 0  S E C

!NOS T O  P L A N " ;
0 2 1 0  P R I N T " Y O U R  R O U T E  T O  T H E  E X I T ,  T O P  R

I G H T . "
3 2 2 0  P R I N T  " 1 2  * * *  L  - - - , —  I A  I r /

l o r  * * * " ;
3 2 3 0  J V m P E E K ( 5 8 3 2 0 ) : 1 F ( J V A N I 0 1 6 ) < > 0 T H E N 3 2
3 0

r 3 2 4 0
.7 5 0  P R I N T " M M U M M ,

0 2 2 6 0  P R I N T " H I M M H 1 3
—  
7 0
1

— 1 0 r 1 "
3 2 7 0  P R I N T " I M M E I

3 2 8 0  P RI NT" Mi l l  OUR N E X T  V I E W  I S  F R O M  W I T H
I N  T H E  M A Z E . "
3 2 9 0  P R I N T  •M O UR CO MP AS S  I N D I C A T E S  T H E
I R E C T I O N  Y O U" J

- 3 3 0 0  P R I N T " A R E  F A C I N G  A N D  E A C H  M O V E M E N T
—
/ I S  S HO WN B Y " ;3 3 1 0  P R I N T " A  F L A S H  O F  T H E  P O I N T E R  ARRO W.

3 3 2 0  P R I N T " M r N  T H E  R I G H T  H A  NO P A N E L ,  T H E
TI ME  T A K E N "

3 3 3 0  P R I N T " A N O  T H E  T I M E  ALLO WE D A R E  D I S P
LAYED W I T H "
3 3 4 0  P R I N T " T H E  NUMBE R O F  m o p  RE FE RE NCE S
RE MAI NI NG "
3 3 5 0  P R I N T ' A V A I L A B L E  T O  Y O U . "
3 3 6 0  P R  I NTTAB ( 12 ) " mm Lr  11.1 - r / 1
3 3 7 0  P R I N T T A B ( 1 4 ) " 1 1 N O V E  FO RWARD"
3 3 8 0  P R I N T T A B ( 1 8 ) " M t 1 "
3 3 9 0  P R I N T T A B ( . 8 ) " I U R N  L E F T  2 - 4 - 1  I U R N  R I

G HT"
3 4 0 s  P R I N T T A B ( 7 ) " 1 ( 2 1 — , _  - a  B U T T O N  T O  V I E W

M A P . ) "
3 4 1 0  P R I N T " 0 0 1 4 1  * * *  I A  I  r /  i r

***.;
3 4 2 0  J V = P E E K ( 5 6 3 2 0 ) ; I F ( J V A N 0 1 8 ) = 0 T H E N 3 4 2
0
3 4 3 0  J V = P E E K ( 5 9 3 2 0 ) ; I F ( J V A N D 1 6 ) < > 0 T H E N 3 4

30 * M O  i t

•

Lines 3000-3430 Display two pages of instructions on-screen, and wait
for the fire button to be pressed after each page. (Note that your joystick
must be plugged into Port 2.)

Your 64 April 53



•

- 4 M I N U T E S & 4

- 3 MI NUTE S & 3

-  2 MI NUTE S & 2

-  1 MI NUTE S & I

• KEYBOARD KAPERS
4 0 0 0  R E M 0 * * * * * * * * * * * * * * * * * * * * * * * * * * * * *  5 1 7 0  F O R J = 1 T 0 1 0 0 0 0 1 N E X T  1 1 1 1 p4 0 1 0  R E M  S E T  V A R I A B L E S  &  S E L E C T  L E V E L
4 0 2 0  R E M P * * * * * * * * * * * * * * * * * * * * * * * * * * * * *
4 0 3 0  1
. . .
1
5 2 4 :
L . V =
1 : P =
5 0 0 1
3 6 i 0
R 1 : M
0 = - 4
0

4 0 4 0  P R I N T " a * C H R S ( I 4 ) ) : P O K E 5 3 2 8 0 , 8 : P O K E 5
3 2 9 1 , 8
4 0 0  P R  "  p o o s e s s o

4 0 6 0  P RI NT"HHI S I I HM1 1 1 1 3
-  \ * * -F / I
m4 0 7 0  P RI NT"Ma NNI NP I N 411

6 0 4 0  P R I N T T A 1 3 ( 2 3 ) "11  / 1 *
6 0 5 0  P RI NTTAB( 2 7 ) " CO MMME MMMME MME NN: P RI NT
T A B ( 2 7 ) * E U M  1 0 1 1 '
6 0 6 0  P RI NTTA9 ( 2 7 ) " 0 1 1 1 1 1  3 0  M A Z E  0 1 W 1 P R I N
T T A 8 ( 2 7 ) " M M O  M M "
6 0 7 0  P R I N T T A B ( 2 7 ) " C M M U M M U M M M E M M I N : P R I N T T
A 8 ( 2 7
1
" O M
6 0 8 0  P R I N T T A B ( 2 1 3 ) " n d ,
6 0 9 0  P R I N T T A B ( 2 8 ) * 1  L E V E L " L V 4 1  •
6 1 0 0  P R I N T T A 8 ( 2 8 ) " M  • T A • 1 1 1  M I N  *
6 1 1 0  P R I N T T A 8 ( 2 8 ) " M  A L L O k E D
6 1 2 0  P P I N T T A B ( 2 8 ) * N 0  M r "
6 1 3 0  P R I N T T A B ( 2 8 ) * M M I F
6 1 4 8  P R I N T T A B ( 2 8 ) " a  R E M A I N I N G  •
615o pRiNTTA8(28)-a PLAN REFS "
6 1 6 0  P R I N T T A E 1 ( 2 8 ) * 2  •
6 1 7 0  P F I N T T A B ( 2 8 ) " 1 1 . 0  M r "
6 1 8 0  P R I N T T A 8 ( 2 8 ) r
6 1 9 0  P R I N T T A 8 ( 2 8 ) * M  T I M E  U S E D
6 2 0 0  P R I N T T A B ( 2 8 ) * M
6 2 1 0  P R I N T T A B ( 2 8 ) " a  M I N  S E C  •
6 2 2 0  P R I N T T A 8 ( 2 8 ) " N 0  M r "
6 2 3 0  P R I N T T A 1 3 ( 1 0 )
.
= z i r t N o m e r

4 2 0 0  J V = P E E K ( 5 6 3 2 0 ) 1 1 F ( J V A N C I ) W O T H E N L V = L  1 1 2
-  -
0 1 *

V + 1 : I F L V > 5 T H E N L V = 1

4 2  10 P RI NT•1 1 . 1 1 1 1 1 . 1 1 1 1 1 1 1 Mga s i one r  T A 8 ( 2 7 ) R I  Li ne s  5000•6230 Display the constant parts of the screen associated
G H T S ( S T R S ( L V  ) , I )  w i t h  the 3D [nue
4 2 2 0  I F ( J V A N D 1 6 ) ( > 0 T H E N 4 2 0 0
4 2 3 0  P R = S - L V : T A • 6 - L V I T A * * 0 0 0 " . + R I G H T * ( S T  6 2 4 0  Ti l i t m " oe e m ow .
R S ( T A ) , 1 ) + " 0 0 "

IP

P
t
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;

4 0 8 0 P R I N T ' M a - I V E  L E V E L S  O F  P L A Y  ARE  A V A
I LABLE  T H U S : "
4 0 9 0  P P I N T * M U M W M 0   -
X
-
L  1 M  -  
M I N U T E
S  
&

5 M A P  R E F S . "
4 1 0 0  P R I N T " M N I I M M L
-
X
-
1 _  2 1

MAP R E F S . '
4 1 1 0  P R I N T " M M M I C I   -
X
-
L  2 1

MAP R E F S . "
4 1 2 0  P RI NT* I MMO S 2   -
X
-
L  4 a

l IAP R E F S . "
1 1
-
2 6  
P
R
I
N
T
"
0
2
0
1
1
2
_
-
X
-
L  
5
1
1

MAP R E F S . "
4 1 4 0  P R  I NTTAB 2 6  >
4 1 5 0  P R I N T
-
T A B ( 1 3 ) ' 1
2
-
X l _  -
I I
-
0
-
7  
I
m
m
•

4 1 6 0  P R I N T T A B ( 2 6 ) * L _ J •
4 1 7 0  P R I N T • I N N I M 7 A 1  ; 1  r /  4
-
1 0 1 - %
-
-
)  I  r

4071
— 
L
—
x l
_ *

4 1 8 0  P R I N T " M M U M M / -  r
";

4 1 9 0  i t h . P E E K ( 5 6 3 2 0 ) : I F ( J V A N D 1 6 ) . 0 T H E N 4 1 9

Lines 4000-4230 Initialise the variables, dispicty the levels of play
available and wait for player to select level using the joystick.

5 0 0 0  R E M 0 * * * * * * * * * * * * * * * * * * * * * * * * * * * * *
5 0 1 0  R E M  RANDO M MAZE  G E NE RATO R
5 0 2 0  R E M * * * * * * * * * * * * * * * * * * * * * * * * * * * * * *  •
5 0 3 0  P R I N T " A r C H R S ( 1 4 2 ) 1 P O K E 5 3 2 8 1 , 1 5  -
5 0 4 0  F O R J = I T 0 3 1 P R I N T " M 0

,a

" [ N E X T
F O R J . I T 0 1 8 : P R I N T • M M

NE X T
5 0 6 0  P R I N T * M N 1 g  o r m u l i m m u
t5 0 7 0  P R I N T " M I N I N g  WI NUMMI NI MMUMAZE  P L A N I

5 0 8 0  P RI NT"MME MO MWdm i ga m m i  i r
5 0 9 0  P O K E L
4 .
5 4 2 7 2 , 1 5 :
P O K E L , 4

5 1 0 0  J . I N T ( R N C ( 1 ) * 4 ) : K . J
5 1 1 0  N I . , L 4
,
1 . ( J )
5 1 2 0  I P P E E K ( N L ) = 1 6 0 T H E N P O K E N L + 5 4 2 7 2 , 1 5 : P
O K E N L , J : P O K E L
-
# 1 . ( J ) /
2 , 3 2 : L = N L :
6 0 T 0 5 1 0 0

15130 -
7
,
1 + 1 1
I F J >
3 T H E
N J O

5 1 4 0  I F J < ) K T H E N 5 1 1 0
5 1 5 0  J = P E E K ( L ) t P O K E L , 3 2 g I F J < 4 T H E N L I B L - L ( J
' ) : G O T 0 5 1 0 0
5 1 6 0  P O K E
1
1
4
3 , 1 6 0 : P
O K E 5 5 4 1
5 , 1 5 1 P O
K E 1 9 0 8 ,

4
2
1
P
0
K
E
5
6
1
8
0
,
6
:
P
O
K
E
2
,
1
9
2
1
5
Y
S
8
2
8

1

Lines 5000-5170 Generate a random maze in the form of a plan view.
identify the player as a blue asterisk and wait approximately 10 seconds
for you to study it.

6 0 0 0  R E M * * * * * * * * * * * * * * * * * * * * * * * * * * * * * *
6 0 1 0  R E M  D I S P L A Y  3 0  M A Z E
6 0 2 0  R E M * * * * * * * * * * * * * * * * * * * * * * * * * * * * * *
6 0 3 0  P R I N T
°
J " ) : F O R J
= 1 T 0 2 4 : P
R I N T T A B (
2 3 ) "

• : N E X T

Line 6240 Sets the internal clock to zero.

6 2 5 0  P O K E 5 6 1 8 7 , 1 4 : P O K E 1 9 1 5 , 1 6 0
-

Line 6250 Blanks out the compass pointer to signal that the player has
moved the joystick.

111
6 2 7 0  L N
.
P E E K (
P
-
1 R N = P
E E K ( P
- 4
,
1 ) 1 C I
P E E K (
W

-
4
0
)
:
L
M
=
P
E
E
K
(
1
3
-
4
1
)
:
R
M
=
P
E
E
K
(
P
-
3
9
)

6 2 8 0  C E
.
P E E K (
F
-
8 0 ) : L
F = P E E
K ( A - 9
1 ) 1 R F
• P E E K

( P
-
7
9 )
I
C
3
=
P
E
E
K
(
P
-
1
2
0
)

6 2 9 0  L O
.
P E E K (
P
-
1 2 1 ) :
R O = P E
E K ( P -
1 1 9 ) 1
M V s - 4

0 : 6 0 T 0 6 3 9 0
6 3 0 0  L N . P E E K ( P
-
4 0 )
1
R N m P E E K ( P
+ 4 0 ) 1 C 1 3 P E E K

( P + 1 ) : L M = P E E K ( P - 3 9 ) I R M = P E E K ( P + 4 1 )
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TO 6 3 9 0
6 3 3 0  L N = P E E K ( P + 1 ) : R N . P E E K ( P - 1 ) 1 C 1 P E E K ( P
+ 4 0 ) : L M P E E K ( P 4 . 4 1 ) 1 R M . P E E K ( P 4 - 3 9 )
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( P - 4 0 ) 1 C I m P
E E K

( P
-
1 )
: L
M
O
2
E
E
K (
P
+
3
9 )
: R
M
=
P
E
E
K (
P -
4
1 )

6 2 6 0  O N O R
-
1 0 0 T 0 6 3 0
0 , 6 3 3 0 , 6
3 6 0

•

A



POWERFUL UTILITIES
THE BEST RANGE OF UTILITIES FOR THE 64. WRITTEN BY PROFESSIONALS—SOLD BY PROFESSIONALS
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N O W  E V E N F AST ER

Speed up your 1541 d,u. , :nve .s.ri This n e w
Fficxyarn toads most programs at 4  t im e s nor-
mal A  fie • itae pack o e  That allows you to
incorporate a  m e n u  a n d  fa st  lo a d in g  oL
,your o wn  dusts Also includes a tile escicmigei
for programs pu t o n  dis t w i th  -
D i s c o
-  ( T H E
tape to  do(  Warty) . .inother  wa y  ot rnaitgnq fast

O N L Y  E l i  .95

Now operates with printer or second
Disc Drive connected.
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ONLY  C29.95

TAPER
A powerf u l u t i l i t y  Wo rk s
with almost all normal speed
software

O NLY f  S.95

All pr ices i nc l ude  P &P  a nd  V A T.  S e nd c he que ,
Postal Or der  of Cr edi t Card No.  Credi t Card orders
accepted by  phone .  Callers w e k om e .  Wi de  r ange
ot goods stocked.  Tr ade enqui r ies welcome.  Euro-
pean or der s  S e nd pr i c e  a s  adver t i sed.  O uts i de
Eur ope C1.00 for  ai rmai l .  Ma i l  Order  t o  Evesham
Shop pleas. .

DO UBL E R
T ap e  M ack Up  De vi ce
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you t o  m a ke  b a ck u p  copies- o f  ' t u r b o "
s o f t w a r e  Te s ts  h a v e  p r o v e d  1 0 0 %  M C .
M U N I  Requ ires access t o  t w o  cassette
le a s  T h e  specia l so f twa re  generates a
brand new machine copy onto one deck
while loading from the Other F a i t  a n d  re li-
a b le  t h e y said it  cookin t  be done

ON LY E 2 .9 5

CCiM M OOORE CONNE X ION

t a n y  e n / r o w s '  • type
I./order lo your tie  Price includes
iead and softwaoe on  cassette
w i t h  special d o r  r onor r ur o
pu_Spart

S hople  t o  line  a n d
v e r y  r e a s ona bly  pr Ic e d.

ON LY  t  114.9S

3M SCOTCH DISCS
Lifetime guarantee Box of Ten

ss/DD €16.00 D S I D D  E23.00

FASTBACK
Fan Lame Lamy

r i  O ve rt y k i t  l o r l d r e k )  co l tware  ED
h i g h  s p e e d  l o a d  w i th  FAsthat k T t y
most sopninisa te d Fectyam or its
type alinaA yak, t o  produce -
t u r b o
-
loading vers ions  o •  m o s t s
,
n g l e  a n d
atedtlpart software that load Inde-
p e n d e n tl y  of Fastback S im ple  to use
no p r o g r a m m i n g  s k i l l  n o a d a d
Fe wrip le  I r m a  T h e  I  lobb it o i  M a r l a
M in e r i n  I S O  S acs T ri e d  An d  fro ste d
lover 2 0 0 0  soldp
A  v a r y  p r o fe s s i o n a l  pr ogr a m .

ON LY  te _ 9 5

ROCKET
Fed u p  w a i t i n g  for programs to
load arid  save ?Rocker is a u t ility for
The programmer. speeds up oading
and saving by about I I  t im e s whole
still a llowing for normal speed oper-
ations D o e s  n o t  a ffec t the  speed
of BASIC as no  wedge is used Pro
grams cars afso be saved wtth  h igh
speed system to re lo a d  in d e p e n -
d e n t ly  A  m ust  f o r  se rious p ro -
grartIrrit.OS w h o  hav e n o  disc dr iv e.

ON LY E 7.95

MICRO CENTRE
BRI DGE STREET,  E V E S HAM,

WORCESTERSHI RE
Tel : 0386 49641

FOR
YOUR "64"

DISCO
T H E  NAPE T o  MSC M I M I

We g u a r a n te e  ina: this is the  be s t
tape t o  d o t  u tr i ty  o n  the  coili keg
Ve ry e a sy t o  use  n o  p ro 9 ra m
aiding k n o w t e d g e  n e e d e d
Automatically handles  dev ice  •11.11
hers a r id m um  pa r t ,••Okyaom P ro-
grams a u t o  t o a d  a rid r u n  once
transferred and can also he made to
boatload with  Ott le kdhc Ha ndy
In c m aki n g  yo re  r i i S r  p ro g ra m s
au ln  tun ONLY 19.95

BIGMOUTH
lilt s u p e r b  n e w  s p e e c h

syn t h e s is  p ro g ra m  f o r  t h e  ' 6 4
Uses • speak' as  a  basic com-
mand Vary  aasy to use Can be
incorporated into your basic pro-
grams Wo rd s  a re  entered i n
phonetic English. le, spelt as they
sound Therefore vocabulary is
unl im i ted G r e a t  t u n  a nd
WOO/ f o r educat iona l purposes

ONLY E 7.95

DATA RECORDER
A de dic a te d data r e c
o r d e r  
d e s o g r e d  
t o r  
u s e

ori th e  C BM 64 co sac 2 0  Specifi cation
C2N out with  petite  button. Model

avatirib le  Io r th e  F t LI54 • sr I  t  at  same
pnce

SAT ISF ACT IO N GU A R A N T I E D
O N L  Y E 7 9 .9 5

MICRO CENTRE
1756 PERSHORE RO AD,

corrERIDGE, BIRMINGHAM.
Tel: 021-458 4564

matan

C O M M O D O R E
USERS
JOIN ALBERT
BATTERSBY IN HIS

SEXUAL FANTASIES
AND ADVENTURES
IN HIS DESIRE TO
ACHIEVE THE ULTIMATE

SENSATIONS
"SOHO SEX QUEST'
Albert i s  a  2 7  y ear o ld  s ewing  mac hine at tendant  f ro m Nort h
Yorkshire. He wins  a national contest. The prize "A Night  With Zelda
The Firs t  Lady  of  Soho".  What a  way t o  go, but  before you get  t o
Zelda's bedroom, you must fi rst encounter the dark and luring parts ot
Soho. If you go wrong the pimps, perverts and police will get you.
Good luck Albert  y o u ' l l  need it.

TAPE 53/4 E 8
DISK E 1 2 . 9 5

"HERPES OR BUST"
It's not a good s tart I 'm afraid Albert  y o u ' r e  back at the sewing
machine factory and after the thrills  of Soho and Zelda, life is  all too
boring. However, you read in a book of a strange trance you can get
Into where fantas ies — yes espec ially  sexual fantas ies — can take
you over I t 's  up to you Albert. Firs t  achieve the trance-like state and
work towards a world of ult imate unreal sexual fantas ies
Will your body s tand I t? Will y our s ewing machine ever mean the
same?

TAPE 5%  E 8
DISK E 12.95

Cheques/P.O. made payable to:
P.O. Box 390
Purleigh, Essex (0621)828763,
ON136QO

X RATED — Sold only to people over 18 years old

COMMODORE 64
GAMES LIBRARY

•  7 0 0  plus titles.

•  Return of post service guaranteed.

•  Full 7  to  14 days hire.

•  Up  to  4 games at once.

•  Membership fee down to £5  t ill 28 th  Feb and hire
of 1st 3  games absolutely free.

•  On ly originals used.

•  Each member gets a fu ll journal kit .

Join over a thousand existing members now n  money
back approval or send fo r further details

c/o YORKSHIRE SO FTWARE LIBRARY
UNIT  M u ,  ST ANNING L EY INDUST RIAL

CENTRE, PUDSEY,  W.  YO RKSHIRE

Please make cheques payable to: Yorkshire Software Library



• KEYBOARD KAPERS •
6 3 7 0  C 2 = P E E K ( P - 2 ) t L F = P E E K ( P 4 . 3 8 ) t R F . P E E K (
P - 4 2 ) : C 3 = P E E K ( P - 3 )
6 3 8 0  L D = P E E K ( P 4
,
3 7 ) : R D = P E E K < P
- 4 3 ) : M V =
-
1

Lines6260-6380 Examine the 'maze plan to identify the contents of the
locations in the player's vicinity.

6 3 9 0  I F L N = 1 6 0 T H E N 0 1 • 1
6 4 0 0  I F L N = 3 2 T H E N D 1 = 2
6 4 1 0  1 F R N = 1 6 0 T H E N D 2 = 1
6 4 2 0  I F R N = 3 2 T H E N D 2 2
6 4 3 0  I F C 1 = 1 6 0 A N D L N = 3 2 A N D L M = 3 2 T H E N D I = 3
6 4 4 0  I FC1 = 1 6 0 ANO RN= 3 2 ANO RM= 3 2 THE NE 1 2 = 3
6 4 5 0  I F C 1 = 1 6 0 A N D P = 4 8 2 7 0 A N D O R = 2 T H E N D 3 = 4 : 0
4 = 4 : 0 5 = 6 1 0 6 = 6 0 7 = 1 0 2 G 0 T 0 6 6 3 0
16460 I F C 1 = 1 6 0 T H E N O 3 . . 3 : 0 4 . 3 : 0 5 = 4 : 0 6 = 4 : 0 7 =
4 3 : 0 0 T 0 6 6 3 0
16470 I F L M = 1 6 0 T H E N D 3 = 1
6 4 8 0  I F L M = 3 2 T H E N O 3 = 2
6 4 8 0  I F R M = 1 6 0 T H E N D 4 = 1
6 5 0 0  I F R M = 3 2 T H E N D 4 = 2
6 5 1 0  I P C 2 = 1 6 0 A N O P = 4 8 2 6 8 A N D 0 R = 2 T H E N D 5 = 5 1 0
6 = 5 1 1 3 7 = 9 : 0 0 T 0 6 6 3 0
6 5 2 0  I F C 2 = 1 6 0 T H E N C 5 = 3 : 0 6 = 3 : 0 7 = 2 : G O T 0 6 6 3 0
6 5 3 0  I F L F = 1 6 0 T H E N 0 5 = 1
6 5 4 0  I F L F = 3 2 T H E N D 5 = 2
6 5 5 0  I F R F = 1 6 0 T H E N D 6 = 1
6 5 6 0  I F R F = 3 2 T H E 1 ' 0 6 = 2
6 5 7 0  I F C 3 = 1 6 0 A N 0 P = 4 8 2 6 8 A N 1 J 0 R = 2 T H E N D 7 = 8 : G
O T 0 6 6 3 0
6 5 8 0  1 F C 3 = 1 6 0 1 T H E N C 7 = 1 1 6 0 T 0 6 6 3 0
6 5 8 0  I F L O = 3 2 A r 1 D R O = 3 2 T H E N D 7 = 5 : G O T 0 6 6 3 0
6 6 0 0  I F L D = 3 2 T H E N D 7 = 6 : G O T 0 6 6 3 0
6 6 1 0  I F R O = 3 2 T H E N 1 J 7 = 7 : 0 0 T 0 6 6 3 0
6 6 2 0  0 7 = 4

Lines 6390-6620 Set the display array subscripts to translate the plan
view into a 3D display of seven elements.

6630  P R T '011111611)111111118111811111111•11WILMEABUILMIla" TAB
( 1 I  ) " t s o c i "  DRS <OR ) " M I "

Line 6630 Displays the compass reading

6 6 4 0  P R I N T C $ ( 0 7 ) R F $ ( 0 6 ) L F $ ( 0 5 ) R M $ ( 0 4 ) L M $
( 0 3 ) R N $ ( 0 2 ) L N $ ( 0 1 )

Line66410PnmsMe3Pr

: 8 6 5 0  P R  ) P R
" MMO I MMI S I MI N" MI D$ T1 $ , 3 , 2 ) "  " N 1 0 $ ( T 1 $ . 5 , 2 )

Line 6650 Prints the time taken and the number of plan view references.

6660  I F T I  $> =TAsTHEN7000

Line 6660 If the player's limited time has expired, the game will end.

6670  I  FP —19270THEINe000

Line 6670 If the player has succeeded in getting through the maze, the
game will W I

6 6 8 0  I V = P E E K ( 5 6 3 2 0 ) : J = 1
6 6 9 0  I F ( J V A N 0 1 ) = 0 A N D P E E K ( P + M V ) 3 2 T H E N U = 2
I G O S U6 6 7 4 0
6 7 0 0  I F ( J V A N D 4 ) = 0 T H E N J = 2 : D R = D R - I I I F D R ( I T
HE NCR=4
6 7 1 0  I F ( J V A N D 8 ) = O T H E N J = 2 1 0 R = O R 4 - 1 2 I F O R ) 4 T
HENDR=1

5 8  Ap n l Yo u r 64

6 7 2 0  I F ( J V A N D 1 6 ) = O R N O P R > O T H E N G O S U B 6 7 7 0
6 7 3 0  O N J G O T 0 6 6 5 0 , 6 2 5 0  O R

Lines 6680-6730 The joystick control sequence.

6 7 4 0  R E M  MOVE FO RWARD
6 7 5 0  P O KE P , 3 2 : P O KE P +MV , 4 2 gP O KE P +MV . 0 . 1 0 1 2 4 ,
6:P=P+MN. /
6 7 6 0  R E T U R N

Lines 6740-6760 The subroutine enabling the player to move forward
one position.

6 7 7 0  R E M  F L I P  S CRE E NS
6 7 8 0  P O K E 2 , 2 0 0 1 S Y S 8 2 8 : P O K E 2 , 1 8 2 : S Y S 8 0 0 : F
O P F = 1 T n 4 0 0 0 1 N E X T : P O K E 2 , 2 0 0 : S Y S 9 0 0
6 7 9 0  P R = P R - 1
s e n a  R E T U R N

Lines 6770-6800 The subroutine to flip the screen from 3D to plan view,
and then back to 3D.

7 0 0 0  R E M * * * * * * * * * * * * * * * * * * * * * * * * * * * * * *
7 0 1 0  R E M  P L A Y E R  F A I L S
7 0 2 0  R E M * * * * * * * * * * * * * * * * * * * * * * * * * * * * * *
7 0 3 0  0 1 4 $ = " "
7 0 4 0  F O R J = I T 0 2 4 : P R I N T ' a l l " 4 - 0 W s . p " M

" : D b a = 0 W $ 4 . " 1 " : N E X T
7 0 5 0  P R I N T " a  1 1 "
7 0 6 0  P RI NT"ANDI MMNI Y O U'V E  F A I L E D "
7 0 7 0  P RI NT* MNI MI NE S CAP E  F R O M  T H I S  M A Z E "
7 0 8 0  P R I N T " a a l S  NO W I M P O S S I B L E ; T H E "
7 0 8 0  P R I N T 1 M N L Y  E X I T  H A S  B E E N "
7 1 0 0  P R I N T • I M E A L E D . "
7 1 1 0  P RI NT•1 1 1 1 1 1 V O UR O N L Y  CHANCE  NO W
7 1 2 0  P R I N T A M I S  T O  T R Y  A N D  CO NQ UE R"
7 1 3 0  P R I N T " a a A N O T H E R  M A Z E  1 1 "
7 1 4 0  P R I N T " M a a r R E S S I N a  THE
.  F I R E "7 1 5 0  P R I N T " N O B U T T O N  W I L L  E N A B L E "
7 1 6 0  P RI NT"MI NY O U T O  V I E W  Y O UR"
7 1 7 0  P R I N T " N O F I N A L  P O S I T I O N  A N C "
7 1 8 0  P R I N T " a a S E L E C T  T H E  N E X T  M A Z E . "
7 1 3 0  P 0 K E 5 0 2 8 4 , 2 : P 0 K E 4 8 2 7 0 , 1 6 0
7 2 0 0  I F ( F E E K ( 5 6 3 2 0 ) A N D 1 6 ) ( > 0 T H E N 7 2 0 0
7 2 1 0  P O K E 2 , 1 8 2 : S Y S 8 0 0 1 F O R J = 1 T 0 8 0 0 0 : N E X T :
G O T0 4 0 0 0 Maim

Lines 7000-7210 The 'player fails' routine.

8 0 0 0  R E M # s * * * * * * * * * * * * * * * * * * * * * * * * * * * *
8 0 1 0  R E M  P LAY E R S UCCE E DS
8 0 2 0  R E M * * * * * * * * * * * * * * * * * * * * * * * * * * * * * *
8 0 3 0  O W $ = " "
8 0 4 0  F O R J = I T 0 2 4 : P R I N T " M a " 4 - 0 W S 4 - " A

":014-$=0W-$4. "28":NE)<T
8 0 5 0  P R I N T " a  A "
8 0 6 0  P R I N 1
-
1 1 , 1 1 V O L
I  
' V E  
S U C C
E E D E
D "

8 0 7 0  P R I N T " a a a M a P E R H A P S  Y O U O UG HT T O "
8 0 8 0  P R I N T " M a T R /  A N O T H E R  M A Z E  ( A T "
8 0 9 0  P R I N T " a a P  H I G H E R  L E V E L  7
) . "8 1 0 0  P R I N T " M a a M P R E S S I N G  T H E  F I R E "
8 1 1 0  P R I N T " N a F U T T O N  W I L L  R E T U R N "
8 1 2 0  P R I N T " M a Y O U  T O  T H E  L E V E L "
8 1 3 0  P R I N T " N a F E L E C T I O N  S C R E E N . "
8 1 4 0  I F ( P E E K ( 5 6 3 2 0 ) A N C 1 6 ) < ) 0 T H E N 8 1 4 0
8 1 5 0  G 0 T 0 4 0 0 0

Lines 8000-8150 The 'player succeeds' routine
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is o fully structured extension to the
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COM modore BASIC which adds
stoggen ng 200 reserved words, It
allows up to five tasks to run
concurrently (one in foreground and
four in background), Most of the
commands are dedicoted to games
writing ond the sound and grophics
commands ore unparalleled
Procedures a od PASCAL_ type structured
programming commands are also a
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MULTIX W i t h o u t  doubt
theo g e s  is themost powerful feature of the
Lightning series of l o n g u
'multi-tasking IcKility. This allows two
progrorns to be run concurrently ond
rnakes those strooth landscope scrolls
etc, effortless.

The BASIC Lightning Sprite
•';_ieneroto- Polerom is also l uded  in
the pock,ov.• •
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is probably the most odvanceu 6,- _ _
Corninoox , „

writing utility available on any micro. I!

MACRO ASEMBLER/
cornes Sirl 4 ports.

I T
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R
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A
S
S
E
P
A
B
L
E
R

MON l  hi, •••
probobly the m r n  pre

ost co t e n s i c e

mochine code development syste-le for the Commodore m 64 •••,
feotures too numerous to ent ion
Ow:Titt .

D o c  LIGHTNING BASIC
Lightning. the multitasking BASIC 6 ols.;
provided to faolitote exper imentation in
preparation for later assembly.

to

SPRITE GENERATOR Used
develop all the grophics for the final

has

gorne The Sprite Generator n  u
rn i  •ous functions including enic3rgernent

OBJECT LIBR i s  Machin I.!
ARY Thisrotation and rettection•

Lightning s most powerful feature. 10k.
ot re-entrant code with mote than IT-1
documented entry points These are
the routines thot provide all the
superfast graphics routines in White
a n d  ESOSiC L i g h tn i n g ,  Th e y  c o n ta i n
virtually every routine you'll ever need

wnte an Arcode Game arid
ro ulti-tosking in Machine Lightning is
to

covered in the comprehensive
accompanying manual.
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FIRST
AID

for your 64
Computers, like people, are fallible. They need the right

combination of code and care to perform effectively in the
business or the home. And that requires first hand knowledge
from you to create a healthy operating environment for your

Commodore 64.

Knowledge about machine language, about the lesser known
qualities of the 64, about the disc drives, graphics, and about the
tricks and tips to keep your 64 on line. That's why First Publishing
has now launched in the UK a series of high quality books and

software packages to provide a complete health care kit for your
64. Commodore 64 users throughout Europe have already found it

a tonic. We think you will, too.

r E or  a brochure on all thc Commodore 64 hooks and vilissare packages available [1'071
First Puhhshing, please fill in the coupon and send to: Amanda York, First Publishing. 1
Unit 211H, Horseshoe Road. Horseshoe Park. Panghournc_ Berkshire.
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• iCEYBOARD KAPERS
9 0 0 0
9 0 1 0
9 0 2 0
9 0 3 0

R E M 0 * * * * * * * * * * * * * * * * * * * * * * * * * * * * *
REM ? D  M A Z E  D I S P L A Y  S T R I N G S
R E M * * * * * * * * * * * * * * * * * * * * * * * * * * * * * *
REM L E F T  NE AR CLO S E D

9040 T S ( 1 ) . " 0 2 1 1 .  A H E M  l E  NEUNa  N E E N N
OMEN M E M  M E •  M A U I  L a i =  r

9 0 5 0  T s
(
2 ) .
1 1 . 1  
D I
Z M
O I  
C
O
M
M  
M
I
M
E  
i

E M U  N M I  M O M  E W A N  N N W  r
9 0 0  T s ( 3 ) = " M n i n i  N E N E  M U N N  N A M E  I
MUN•  W A N E =  W  A N E W  A "
8 0 7 0  L N S ( 1 ) = T S ( 1 ) + T S ( 2 ) + T S ( 3 )
9 0 8 0  R E M  L E F T  NE AR O P E N  ( L E F T
S E D)
9 0 9 0  T s ( 1 ) . " M  M E N U  M E N  m a m m a  a m
NE M A M E '  M U N N  M E N .  M A N I  M A M E "
9100  1
-
1 7 ( 2
,
"  
M
A
N
I  
M
A
M
A
'  
N
O
O
N  
U
M
W

KO MI  N M I  M A N N  M E E  m a n •  V
8 1 1 0  T $ ( 3 ) . " M M E N  R E M  M M M M O  m m AMWO

ANNE A M E N  M "
9 1 2 0  L N S ( 2 ) = T S ( 1 4 - T s ( 2 ) . F T S ( 3 )
8 1 3 0  R E M  L E F T  NE AR O P E N  ( L E F T  M I D D L E  O P E
N)
8140  T S ( 1 ) - " M  M U N N  M E M  M U N N  A N N
•  M U N N  A N N E  M U N N  A M E N  A I M E "
8150 T $ ( 2 ) . "  N U N N  A N N E  m m U U  A N N E

VANN M E N U  A N • E  M • N  M U N N  •
9 1 '  T s
,
: ?
)
= " A N I
I N  
m
u
m  
M
U
N
N  
A
N
N
A

M E M  M E N  M '
9 ! 7 0  L N ( 3 ) = T s ( 1 ) + T S ( 2 ) + T S ( 3 )
9 1 8 0  R E M  L E F T  M I D D L E  CLO S E D
8 1 9 d  TS ( 1 ) = " MMMMMI O MMI N m a m m a  i o
Ilmootai v o  m a m a  m i o n n a i a
8 2 0 0  T $ ( 2
)
. " 1 1 1 M
M O M M I  
M A
M M
a i i  
m
M I
M
M
E I

M E M  N I A M M E I  M A E =
8 2 1 0  T r ( 3 ) = " M I N I N H .  D A M M A M  I M A M

E MDE N.  W A N I • • • a  I F  m u m m y
8 2 2 9  T S ( 4 )
,
" A  
N r  
m a
m m
a  
E
r  
m m
u u
n a
r

1 0 .
MI DDLE  C L O

N
.8 2 3 0  L M S ( 1 ) R T S ( 1 ) + T s ( 2 ) + T * ( 3 ) + T S ( 4 )

11240 R E M  L E F T  M / O D L E  O P E N
1820  Ts (1 )= " ME NE E MA A M M O  M E M O
• M E N N E  M I N I M A !  ! M E N E M "
9 2 6 0  T s 1 2 ) - " M  = M O M  M I A M I =

M E M  m u m
9270 T$(3)="mENNEN M E N N E N

Ammon9280 Ts(4).-mmomom m i n a
d
"8 2 9 0  L M S ( 8 ) s T S ( 1 ) . . . T S ( 2 ) + T S ( 3 ) + T * ( 4 )

8 3 0 0  R E M  L E F T  M I D D L E  BLO CKE D
8 3 1 0  T $ ( 1 )
.
' M M M M E M
I O N  
M
E
E

UN M E N N E N  M E N N E N  M E N N E N
-9 3 2 0  T S ( 2 ) . '  1 8 2 2 1 2 1  M E I N
N O M  M i n n
9 3 3 0  T $ ( 3 ) = " a l . . . . 1

M E M =
8 3 4 0  T $ ( 4 ) . " m m u m m i l  1 . 1 1 1 1 1 . 1

8 3 5 0  L M S ( 3 ) = T s ( 1 ) + T S ( 2 ) 4 T S ( 3 ) + T s ( 4 )
9 3 6 0  L m S ( 4 ) =
.
1 . 1 1
°
I . L M * ( 3 ) + * 1
1 1 "

8 3 7 0  R E M  L E F T  F A R  CLO S E D

8 8 8 8  T $ ( 1 )
,
s " M I M M M
M M I M M E M
E M  
1 .
1 1  
m
m
o  
m
i
n
g

glalaggi J o a o  N O M  I N E E  ME I E •
9 3 9 0  T S (  2 ) "  1 . . 1  1 1 . 1  . 1 1 . 1  E I V I E W
I BM E N E  M I M I  M I N  l a "
9 4 0 0  L F S ( 1 ) = T S ( 1 ) + T S ( 2 )

411

O M N I
MEN A N N  N N E

9 4 1 0  R E M  L E F T  F A R  O P E N
9420  T$ (1 )= " a NNE NNE MNE E N

1111 N M "
9 4 3 0  T S ( 2 ) = " 2  M M M i

ANN M I I N  A N N  A E U "
9 4 4 0  T $ ( 3 ) - "  A N N  A N N
9 4 5 0  L F S ( 2 ) = T S ( 1 ) + T s ( 2 ) + T s ( 3 )
9 4 6 0  R E M  L E F T  F A R  BLO CKE D ( s m A L L )
9470 Ts '(1 ). " E NNE NNE NNE E N M M E  M E N  A N E

I N N  A N N E  M E N  A N N "
9420 T $ ( 2 ) = "  N E N  I N N  I N N  NIMN N M N

OEN I N N  N E N E

NE N E N E  A N n  M E E '
9 4 9 0  T s ( 3 ) = "  M M .  A M M  M
-9 5 0 0  L F S ( 3 ) • T S < I ) + T S ( 2 ) + T S ( 3 )
2 5 1 0  L F S ( 5 ) - ' 0 " 4 . L F * ( 3 ) 4 . " M r

, 8 5 2 0  R E M  L E F T  F A R  BLO CKE D ( L A R G E )
9 5 8 8  T 3 ( 1 ) • " N I M M I N N W W W W W W  M M .  M M .  A M U

AUM M U M  M E N  A N N "
9 5 4 0  T $ ( 9 ) 2 . "  M E N  A N N  A N N  M E N  A N N  E
NM A N N  m i n  A N N "
5550 T$ (a )="  A N N  I N N  N E "

, 9 5 6 0  L F S ( 4 ) = T S ( 1 ) + T S ( 2 ) + T S ( 3 )
. 9 5 7 0  L F s ( 6 ) . w + L F s ( 4 ) . 1 - " M "
8 5 8 0  R E M  R I G H T  NE AR CLO S E D
9 5 9 6  T s ( 1 ) -
-
m d d a i s a m
E s s a m m u
m m a i m  
A r
a n

NE a r  A N EW M E •  A N N E  A N N E  A N N E "
9 6 0 0  T $ ( 2 ) = 1  A N N E  A M E N  M I N N  M U N E
i A N •  A N N E  A N N E  A N E M  M E M
9 8 1 0  T s ( 3 ) . " M 5 5 M  M E M  W E N N  E O M

•
l
a
E
M
E  
A
M
E
N  
A
N
N
E
P
l
a  
M
E
N
N
E  
l
m 
M
E
N
N
E
"

9 6 2 0  T $ ( 4 ) =
09 6 3 0  R N S ( 1 ) = T S ( 1 ) - P T S ( 2 ) + T S ( 3 ) + T S ( 4 )
9 6 4 0  R E M  R I G H T  NE AR O P E N  ( L E F T  M I D D L E  C L
O S E D)
9 8 5 0  T$ (1 )-" E NE NE ME ME MI NAMME NNE W 4 4
9 6 6 0  T $ ( 2 ) . . "  A M I N  M U N N  M E N E M  A N N
N  J A N N E  A N N E  A N N E  A N N E  M I N N "
9670 T s ( 3 ) = " i  A M E N  M E W S  M U N E  A N N E
1 A N N E  A N N E  A N N E  M E N U  M E M  •
9680  T s ( 4 ) .
-
- " M U M M  
N
M  
M E
N E
M

ANNE A M E N  M "
H8 6 9 0  R N S ( 2 ) - T s ( 1 ) + T s ( 2 ) 4 T S ( 3 ) + T S ( 4 )
9 7 0 0  R E M  R I G H T  NE AR O P E N  ( L E F T  M I D D L E  O P
E N)
9 7 1 0  T $ (  )  " N I D I M I M M O R I M W I M M I P M "
19720 T I ( 2 ) . "  A M •  M U N N  A N N E  M U N N

AMI N M A N N  A N N E  A N N E  M E N U "
9730  T s ( 3 ) = "  M U N N  M U N N  A N N E  A N N E

• A M I N  M E N U  M E N U  A N N E  M E N U  *
9740  -
T
-
( 4 ) =
" A N
N E  
M
E
N
U  
A
M
E
N  
M
E
N
U

MUNN M U N N  g "
LE 1 7 0  R N s ( 3 ) - T s ( 1 ) + T S ( 2 ) + T S ( 3 ) + T * ( 4 )
9 7 6 0  R E M  R I G H T  M I D D L E  CLO S E D
9770  T*(1 )."AMEMEEEMEEMMEEMENNA
NENE a r  MENNENE a r  A N E N N N E  a r
9 7 8 0  T S ( 2 )
,
. . " M E N 5 E
W  
M E
N N
E

A N N U M  A M M E M I  M E N N E N
9 7 9 0  1
- -
( 9 ) - "
E a M
M E N  
M
E
N
N
E  
M
E
N
N
E
N

AHENNEE"
l a  ME NNNUE

;WINN

M I N I M  m u m a n a m l a
9 8 0 0  T i c 4 ) = "  l a  m E n A N N E

l a  ANNENNE 1 1 1
-0 9 3 1 0  R M S ( 1 ) = T S ( 1 ) . F T S ( 2 ) . 0 . T $ ( 3 ) + T S ( 4 )

1
.
9
8
2
0  
R
E
M  
R
I
G
H
T  
M
I
D
D
L
E  
O
P
E
N

9 0 2 0  T $ ( 1 ) - "MME MMMUME MMI NI MMMNI N A M O N
NE A M I E E M I  A N N U M  I M E M M E "
9 8 4 0  T $ ( 2 ) . "  E M M E N =  A M A M I
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• KEYBOARD KAPERS •
OMMAINI A M M A R  M A N N !  A U M N I N •
9 9 5 0  T $ ( 3 ) . 1  M U M M A  M A M M A
M O W  A M M A N N E M
9860  T S  (4 "  ma na ni  A N N U M  A N H W E I

MA"
9 8 7 0  R M S ( 2 ) . . T . ( 1 ) + T S ( 2 ) + T S ( 3 ) + T * ( 4 )
9 8 8 0  R E M  R I G H T  M I D D L E  BLO CKE D
9 8 9 0  1
-
1 1 (  
1  
)  
M
E
M

NEN M U N N =  I M O N E M N  I N N A M N "
9900 T $ ( 2 ) . "  A M N O M A N  A N N U M '  A
INOMMI M E N N E N  A N N E =
9 9 1 0  T $ ( 3 )  "1 1 1 . 1 . 1 . 1  N N I O N N I  N U N N =

MINIMME E N N U M N
9920  T $ ( 4 )  • " = N e m  M M E M M U  M E M

A N N E =  M N *
9 9 3 0  R M S
(
3
) . .
T * ( 1 ) + T
S ( 2 ) 4 T 4
1 1 ( 3 ) + T
I I I ( 4 )

9 9 4 0  R M S ( 4 ) W + R M S ( 3 ) - 1 - " M "
9 9 5 0  R E M  R I G H T  F A R  C L O S E D
9 9 6 0  T$(1)="111111110111111111111.111.....11 N M  I N N

M I  N M I  I N I N  INF1111, N I N I  M I N  •
9 9 7 0  T C ( 2  ) n  N E M  I N =
N M  J I M  11111 m u  I "
9 9 8 0  R F S ( 1 ) = T S ( 1 ) - 1 . T . ( 2 )
9 9 9 0  R E M  R I G H T  F A R  O P E N
1 0 0 0 0  T S ( 1 ) . .
•
1 1 1 1 1 1 1 1 1 1
M 1 1 1 1 1 1 1 1 1
1 1 1 1 . 1 1 1 1 1 1
. 1  
N
M I  
N
M
I

MINN I B M  N M  M A  M g r
leo ig  T $ ( a )  •  I N N S  N U M  M N  N M  N M

INNI N M  N M  11111"
1 0 0 2 0  T $ ( 3 ) u •  N U M  A N N  m r
1 0 0 3 0  R F S ( 2 ) “ • * ( 1 )
.
1
-
T S ( 2 ) . 1 . T S ( 3 )

1 0 0 4 0  R E M  R I G H T  F A R  BLO CKE D ( S M A L L )
10050 T S
(
1 ) . " W
A N I M E
M O M M
A I M E N
I M M  
I
N
N

ANN A M M  A N N A  A N N  M U M "
10060 TS (2 )1 . 0
.  M U M  
A M A  
A N
N  
A
N
N  
N
E
M

m u M B  M i r
1 0 0 7 0  T * ( 3 ) . . •  1 1 1 1 1  1 1 1 1  • "
1 0 0 8 0  R F S ( 3 )
-
‘
,
T S ( 1 ) + T
$ ( 2 ) + T S ( 3 )

1 0 0 9 0  R F A 1 ( 5 ) . ' L r + R F S ( 3 ) 4 . • M '
1 0 1 0 0  R E M  R I G H T  F A R  BLO CKE D ( L A R G E )
10110 T s
(
1 ) = " M
M N O M
M E M M
M A N M
E N N E
M  
M
U
M  
N
M

ii MINN N M I  N M I  O M  A N "
1 0 1 2 0  T $ ( 2 ) = "  M E N  A N N  A N N  N U N  M I N 1
AIM O M  M u  N M "
1 0 1 3 0  T $  (3 ) •  A M  M E  O W
1 0 1 4 0  R F S ( 4 ) . T $ ( 1 ) + T S ( 2 ) + T S ( 3 )
1 0 1 5 0  R F S ( 6 ) • : J • + R F S ( 4 ) + " 2 "
1 0 1 6 0  R E M  CE NTRE  BLO CKE D S M A L L
1 0 1 7 0  T$ ( 1 ) = " MMI S O ME HNO MMWM A M U  M U M

•  M U M  M I N H  A N N •  A N N E  A N E W
10180 T $ ( 2 ) = " a  N U M  A N N E  A N N E  A N

EN M E N E M  A N N E  A N N E  A N N E  A N E W
10I90 T $ ( 3 ) ="  A N N E  M U N N  d "
1 0 2 0 0  C $ ( 1 ) T $ ( 1 ) + T S ( 2 ) . F T S ( 3 )
1 0 2 1 0  C S ( 9 ) = " E r + C $ ( 1 ) 4 . " 2 "
1 0 2 2 0  R E M  CE NTRE  BLO CKE D M E D I U M
1 0 2 3 0  T S (  1 ). . •009.41.11111111111111 M I N N  A N N

•  M A H N  W E N N  M I N N A  A H E M  M U N N "
1 0 2 4 0  T $ ( 2 ) • •  A M M M  M U M  A H E M  A N M
H A M E N  M I M I  • E N E M  A N N E  A M A M I "
1 0 2 5 0  1
-
5 ( 3 ) "  
A
M
A  
M
U
N
N  
M
N

1 0 2 6 0  C S ( 2 ) = T * ( 1 ) + T S ( 2 ) 4 T $ ( 3 )
10270 c*(9). -Er+CS(2)+"W.
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1111•1

1 0 2 8 0  R E M  CE NTRE  B L O C K E D  LARG E
1 0 E 9 0  T S (  1 ) = " a l l e l l e l e l l  A N N E  A M
MN M I N I M  M U N N  A N N E  A H E M  A N H U I "
10300 T $ ( 2 ) = "  M U N E  A M E N  A N N E  A N N
•  N A H U M  N E M  M A M A  A N N E  A N N E "
10310 T $ ( 3 ) = "  M U N N  M I N N  N g "  4 . 1 1
1 0 3 2 0  C S ( 3 ) • T S < I ) + T S ( 2 ) - F T S ( 3 )
1 0 3 3 0  C S (  1 0 ) = " l 2 "
-
F C S ( 3 ) + " g r
1 0 3 4 0  R E M  C E N T R E  F A R  O P E N
1 0 3 50  T $  ( 1 )  "  0 . 1 . 1 1 1 1 0 . 1 . 1 N I M  M i n i  M I

N M I  M I N  M E M  A M U  N U M M I  '
10360 T s  ( )  .1
, "  
m u u i
i  
i m .
u i i  
I  
M I
M I  
I  
1
N
M

I i  N P I E M I  M O M  O M N I  m u m
0  3 7 0 -
1
- $
(
3
m
I  
m
U
m  
a
.
.
I
I
F

1 0 3 9 0  C S ( 4 ) T S ( 1 ) - # - T S ( 2 ) + T S 4 3 )  I M P
107A90 R E M  L E F T  AND  R I G H T  D I S T A N T  O P E N
1 0
4
0 0  
T
V  
(  
1
)  
"
r
e
l
m
e
l
l
i
t
H
a
l
l
i
e
s
e
t  
I
l
l
s
1

•  M E I  I S M  N I N M I  M E I  I B M "
1041
0 
T
$  
(  
2  
)  
"  
N
i
m
a  
I  
I  
m
i
n
s  
I  
I
g
a
m
1  
I
a
s

M E M  /111.1111 M I M I  M E I  "
0 4 2 0  T S  ( 3 ) "  m o m  i  A I M

1 0 4 3 0  C S ( 5 ) = T 3 ( 1 ) + T * ( 2 ) + T S ( 3 )
1 0 4 4 0  R E M  L E F T  D I S T A N T  O N L Y  O P E N
1 0 4 5 0  T S  < )  = " M l i M p a i l i n t . 1 0 . 1 1  M e m  M I M I
I I  M i l  M O M  M O M  N I M M I  M I N I "
1 0 4 6 0  T S ( 2 ) . "  1  I  M I N I  I  1  M E M  I  I
I N N  N O M  "

l 7 0  T 3 ) = m U I  m u m  m o n
1 0 a 9 0  C S ( 6 ) T $ ( 1 ) + T S ( 2 ) + T S ( 3 )
1 0 4 9 0  R E M  R I G H T  D I S T A N T  O N L Y  O P E N
1 0 5 0 0  T $ C 1 ) - " i m a n i . . . . . . i n g  m u m .

N A M I N  N M E N  I N =  A N N E  M U N N *
10510 T S ( 2 ) " 1 1 1 N  M I N I M M I I A M I N N I L A M M M I I

= N N W  A N N E  A M I N  A N N E  M I N  •
1 0 5 2 0  T S ( 3 ) . " A M M .  A N N E  N O R M  M i
•1 0 5 3 0  C S ( 7 ) = T S ( 1 ) + T S ( 2 ) . . . T $ ( 3 )
1 0 5 4 0  R E T U R N 11110

Lines 9000-10540 Display strings for the 3D male

1 1 0 0 0  R E M S * * * * * * * * * * * * * * * * * * * * * * * * * * * * *
1 1 0 1 0  R E M  MACHI NE  CO DE  D A T A
1 1 0 2 0  R E M * * * * * * * * * * * * * * * * * * * * * * * * * * * * * *

1 1 0 3 0  R E M  S AV E  S C R E E N  &  CO LO UR R A M  T O  1 5
1 1
MORY
1 1 0 4 0  D A T A 1 6 9 , 0 , 1 3 3 , 2 5 1 , 1 3 3 , 2 5 3 , 1 6 9 , 4 , 1 3
3 , 2 5 2
,
1 6 5 , 2
,
1 3 3 , 2
5 4 , 1 6
2 , 4 , 1
7 7 , 2 5
1 , 1 4 5

1 1 0 5 0  D A T A 2 5 3 , 2 0 0 , 2 0 8 , 2 4 9 , 2 3 0 , 2 5 2 , 2 3 0 , 2 5
4 , 2 0 2 , 2 0 8 , 2 4 2 , 1 6 9 , 2 1 6 , 1 3 3 ,
1 1 0 6 0  D A T A 1 7 7 , 2 5 1 , 1 4 5 , 2 5 3 ,
0 , 2 5 2 , 2 3 0 , 2 5 4 , 2 0 2 , 2 0 8 , 2 4 2 ,
1 1 0 7 0  R E M  R E T R I E V E  S C R E E N
ROM MEMORY
1 1 0 9 0  D A T A 1 6 9 , 0 , 1 3 3 , 2 5 1 , 1 3 3 , 2 5 3 , 1 6 9 , 4 , 1 3
3 , 2 5 2
1 1 0 9 0
4 , 2 0 2
/ 1 1 0 0
0 , 2 5 2

, 1 6 5 , 2 , 1 3 3 , 2 5 4 , 1 8 2 , 4 ,
D A T A 2 5 1 , 2 0 0 , 2 0 8 , 2 4 9 ,

, 2 0 8 , 2 4 2 , 1 6 9 , 2 1 6 . 1 3 3 ,
D A T A 1 7 7 , 2 5 3 , 1 4 5 , 2 5 1 ,

,
2
3
0
,
2
5
4
,
2
0
2
,
2
0
8
,
2
4
2
,

TYPING TRAUMAS For those who subscribe to our 164 Chocksom program, included in 1•114issue 7, you can write to us for a photocopy of the checksum table
m a w
-  'II 
n e e
d  
t o
r  
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a
n  
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s  
y
o
u  
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a
n  
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a
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e
,  
t
h
e  
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h
e
c
k
s
u
m  
t
a
b
l
e  
f
o
r  
t
h
i
s  
p
r
o
g
r
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um table tor 30Mazo. send a stamped-addressed envelope to 3D maze Checksurn. Youredl, 14 Rathbone Place, London W1P OE So, if typing in
111111rgs often damages your sanity, subscribe to the Y64Ched(sum program and dispel your typing traumas!

2 5 2 , 1 6 2 , 4
2 0 0 , 2 0 8 , 2 4 8 , 2 3
9 6
& CO LO UR R A M  F

1 7 7 , 2 5 3 , 1 4 5
2 3 0 , 2 5 2 , 2 3 0 , 2 5
2 5 2 , 1 6 2 , 4
2 0 0 , 2 0 8 , 2 4 8 , 2 3
9 6

Lines 11000-11100 Produce Ihe data for the machine code which flips
the screen.



The Adman Speech Maker is
a real conversation piece!
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The Adman SPEECH
MAKER makes writing
programmes with speech
really easy on the
Commodore 64.

This latest synthesiser is
pre-programmed not only
with 234 set words and
sounds, but also the 64 basic
parts of english speech known
as allophones, which can be
used to build up your own
limitless vocabulary.

The uses for this are endless—to give timed
messages, for example, and to add an extra dimension to
interactive educational programmes or adventure
games.

It can also be used in conjunction with widely
available programmes from some of the top software
companies, such as the BI and the Bear educational
series (CBM), Twin Kingdom Valley (Bug Byte), Jack &
the Beanstalk and 3-D Silicon Fish (Thor).
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If you want a
conversation piece for

.1•0 • E l  = 1  d E S  M o your Commodore 64,
M M  N you'll find the Adman

SPEECH MAKER at most
good computer stockists

Or simply order one direct from us at E29.95 with no
extra charge for postage and packing!

Dept. C, Adman Electronics Ltd., Ripon Way,
Harrogate, N. Yorks, HG1 2All, Tel. (0621) 740972
Adman Electronics Ltd. Is a member of the Adam Leisure Group PLC

Name
Address

c T J

Please send me an Adam 64 speech synthesiser at E29 95

Cheques or PO's should be made payable to
Adman Electronics Ltd Please allow
28days for delivery

Your 64 magazine has
teamed up with Commodore
UK and we're starling the
search for a very special
person — the Your 64
Programmer of the Year. And
that could be you

So. If you've written a
program for the Commodore

d i  64 (or if this is the push you've
always needed to make you
sit down and write one!) then

e  we want to hear from you. It
ir doesn't matter whether it's an

arcade game, an adventure or
a utility, just so long as it's all
your own work,

Fa me  and Fortune ?
There'll be no limits to the

subject matter or the number
of programs that you submit.
All the programs will be
assessed on the
programming skills displayed
and their ability to carry out
the function for which they
were written. So. if it's a game
we'd be looking to have some
fun a  utility would be
expected to work!

The only limit we're going to
impose on you is the amount
of code you've got to play
around with. Your finished
programs should be no larger
than 5K — so, use those bytes
sparingly. Of course, those of

PROGRAMMER
OF HE

Are you a brilliant programmer just waiting to be
discovered? Have you been hiding your bytes
under a bushel? Well, now's your chance to

receive the acclaim you deserve.
you who want to mess about
with machine code have an
advantage here — but this
isn't a test of who thinks best

111
111
1
r
-

in binary. The programs will
be judged for structure, use of
sound, user-friendliness,
professional polish and,

above all, ideas.
We'll publish the best

six programs submitted to the
competition in our illustrious
magazine, one per issue
starting in July 1985. The last
possible date on which we
can accept programs is
October 31st, 1985. But if
you've already written your
entry, then send it off to us
now or you'll miss out on the
early judging. So, you've got
plenty of time to start working
on that masterpiece. The six
programs published will then
go into the final judging to
choose the 1985 Your 64
Programmer of the Year

There'll be a panel of three
judges to pick the six finalists.
Step forward Chris Palmer
(star of the home computer
keyboard), a well-known 011
1personality from the wacky
world of commercial software
(OK, so we don't know who
it'll be yet! Ed.) and our
overworked Editor.

If you want to be up there
amongst the lucky six, start
programming now. Fame and
fortune could come your way

and for more details of tha
watch this space next month
for the prizes you'll be going
for. In the meantime. get
programming!

Your 64 April Cl



Consider our software
from  a  professionaloint of view.

If you ever have to bring work home from the office
you can now tackle it professionally thanks to Practicorp's range

of advanced programs for the Commodore 64.
PRACT1CALC 64.
Working on budgets, sales

forecasts or cash flow at home has
tiever been easier. With the
Practicalc 61 spreadsheet and your
Cotnmodore 64 you have a totally
professional system. It has 2000
cells, more than 20 mathematica I
functions, the ability to insert or
delete rows and columns, sort
information alpha-numerically
and seek specific intbrmation.
And you won't need a cash flo%y
pmjection to see if you can
afford it at only .E44.50 (disc)
or I:39.95 (tape).

CTEUR D
No Nonsense Software

PRACTI FILE 64.
If you need iccess to files, client

or patient inlbrmation, names and
addresses then Practifile 64 is your
instant answer

Practifde is able to handle
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them, retrieve them. It can calcu-
late within individual files and pre-
Fire your own style of reports. And
what's more its easy menu-driven
program makes it child's play to
openite.Only1-14,50 for the disc

version.

INVENTORY M.
For keeping track of stock,

Inventory 64 is just the job. It'll tell
you how much stock you have,
where it is located, how much it's
worth, what you should re-order,
and from whom. With a capacity
of 650 items, Inventory 64 is ideal
for the average small business, and
excellent value at only i29.95(disc).

Practicorp's software is avail-
ahle at all good compute- stores,
including selected branches of

Boots, NV. H. Smith and Menzies.
Clip the coupon for details of
your nearest stockist.

Please send me details of your I
1

Name:

Commodore (A programs,

Address:

1 (ioddard Road, Whitehouse Industrial Kstat•, Ipswich IPI 5NP.lele1hutte:0 141272I



Mulberry House, Canning Place, Liverpool L l 8111 Tel: 051-709 7071



IVILMINE STUFF!
In this, the penultimate part of our machine code series, Andrew Bennett

takes a close look at the 64's built-in subroutines.
Let's start th is mon ths introduction to  machine
code by showing you the machine code equivalent
of the Basic command GOSUB. As you all know,
GOSUB is short for GOto SUBroutine and is used to
jump to a routine that you wish to use several times
during your program. To save you typing in the rou-
tine every t ime you want to  use it, yo u  simp ly
GOSUB to  the routine. (Using subroutines also
helps to  save memory which, even in  machine
code, can  b e  important.) When Basic meets a
RETURN command it  continues executing your
program from the statement after the GOSUB that
called it. It knows where to lump back to because,
when the GOSUB is executed, Basic remembers
the GOSUB's line number.

We can do a similar thing in machine code using
the JSR (Jump to SubRoutine) command.
JSR takes the form:
JSR SOON (where 0000 can be any four digit Hex number
or, of course, a label)
When the 64 meets a JSR command it remembers
whereabouts in memory the JSR is, and then trans-
fers to the subroutine. At the end of the subroutine
the 64 will find an RTS (ReTurn from Subroutine)
Subroutine) and transfer back to the point just after
the JSR command. Have a look at the MACHINE
CODE SUBROUTINES box if you don't understand
this completely. This example also uses a Kernal
routine explained later in this article,

Subroutines in machine code are just as useful as
they are in Basic, and you should use them as much
as possible. You could, for example, have a sub-
routine to clear the Hi-res screen which you could
call from several different parts of your program,

Another command that we should look at here is
the JMP (JuMP) command. JMP is the exact equiv-
alent of Basic's GOTO command. It takes a similar
form to JSR:

JMP MOO

JMP, like GOTa  often indicates sloppy programm-
ing a n d  shou ld  rea lly b e  'p lanned around ' i f
possible, by trying to keep the logical flow of your
program a s a  straight line ra ther than jumping
around all over the place.

Last month I told you that I'd show you how to mul-
tiply a n d  d ivide  numbers b y  2 .  L e t 's look a t
multiplication first.

The multiplication command in  machine code
works on numbers in a binary format and is called
ASL (Arithmetic Shift Left). Arithmetic Shift Left is
quite a mouth full, but it simply means that each bit
in the number is moved one bit left, So that bit 0
becomes bit 1, bit 1 becomes bit 2, etc. If you think
about it, since binary is base two, this effectively
means that the number is multiplied by 2 — as long
as the result is smaller than 255 ($FF). During the
ASL operation the 7th bit is moved into the Carry
flag. You can therefore check the Carry flag to find
Out if an overflow (Carry) has occurred. Using ASL
more than once means that the number will be mul-
tiplied by the appropriate power of 2. For example,
using ASL three times will multiply the number by 8.
four times by 16 and five times by 32.

The different forms of the ASL commands can be
found on page 236 of the Programmers' Reference
Guide. We 've  a lready looked a t  a l l  o f  these

64 April Your 64

addressing modes except ASL A.
ASL A is used to multiply the accumulator by two.

This form is not really a proper addressing mode
and can only be used with certain commands (it
would be difficult to have LDA A!).

The command to divide numbers by two is quite
similar to ASL and is called Logical,Shift Right or
LSR for short. LSR is the exact reverse of the ASL
command, because each bit is moved one to the
right and the number is divided by 2. In the case of
LSR, bit zero moves into the Carry flag and can be
tested fo r an underflow (where the result ro lls-
under from $OO to S M .  Successive uses of LSR
will cause the number to be divided by 4, 8. 16 and
so on. The different forms of LSR are given on page
246 of the Programmers' Reference Guide (PRG).

The ASL and LSR commands are examples of
machine code commands that have no direct Basic
equivalents, Using  these, and the addition/sub-
traction commands given last month, you should be
able to multiply or divide any number (in the range
$00-$FF) by any other. For example, to multiply a
number (N) by 3. multiply N by 2 and add the original
number (2N+N 3 N ) .

Last month I showed you how to add and subtract
numbers as long as they stayed within the SCIO-SFF
range. In the case of an addition. I told you that the
Carry flag shows whether an addition has 'rolled-
over', a s  long a s it  is  cleared before the ADC
command. We can use the Carry flag to allow us to
add numbers together i n  t h e  range  0-65535
($0000-$FFFF) like this:
iDA S22

C1C
ADC # SO8
STA $22
BCC REST

!Make Accumulator equal to the value of
!location $22

!Add # $OEI to the accumulator
!Put the result back in $22
!Branch if the addition has not overflowed and
!the Carry is still clear (0).
!STA does not effect the value of the Carry

HE COMPLETE Y64
M A  H I N E
C O D E
T U T O R
This month:
•  Multiplication and
division by 2.
•  Addition and
subtraction of numbers
over SIF.
•  The last addressingmode.
•  Kemal routines.
•  Subroutines.

HOMEWORK SOLUTION
lie !
120  !
1 3 0  1
1 4 0  !

1 5 0  *  •  * C 0 0 0  ! S T A R T  AD D R E S S
160
1 7 0  L O A
IRO C H I P
1 9 0  G E O
192  C M P
1 9 4  9 E 0
196 R T S
198 1
2 0 0  S U BT R AC T  L O A  1 1 0 3 3 E
2 1 0  S E C
2 2 0  S S C  R * B A  1
1 02 3 0  S T A  * 0 3 3 E
2 4 0  R T S
2 5 0
2 6 0  AD D  L O A  * 0 3 3 E
2 7 0  C L C

2 8 0  R O C  * * O A  ! J O
2 9 0  S I R  S 0 3 3 E
300 R T S
3 1 0  !

illeakomir
$ 0 3 3 F  ! S U B T R A C T  O R  A D D  ( 8 3 1 )
N * 0 0  ' Z E R O  I S  A D D
ADO

* * e l  t O N E  I S  SUBTRACT
SUBTRACT

!R ETU R N  I F  N O T  S E T  U P  P R O P E R L Y

! SU BT R AC T  1 0  F R O M  8 3 0

'Roo  1 0  T o  8 3 0

This here's a program that solves the problem set in Y64, issue 6
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read by EASY SCRIPT
Data Files, Rename your Data Files

Send for your own Desk Diary NOW.

les ingenious..
AND ITS FROM THE SOFTWARE TEAM THAT DESIGNED AND
DEVELOPED EASY FILE

D i g i t a l  L a b  E29.95 (Disk +  Manual) for your Commodore 64
DESIGN your own LOGIC CIRCUITS using AND Gates, OR Gates, EXCLUSIVE
OR Gates, INVERTER LINKS, Simple LINKS, ANGULAR LINKS, TAPPINGS and
JUNCTIONS with this ingenious Software Program.
DIGITAL LAB is a powerful Program which performs various functions of a
LOGIC LABORATORY. With DIGITAL LAB you can design and construct your
own LOGIC CIRCUITS. You can select any LOGIC ELEMENT and LOGIC LINK
from a comprehensive set of MENUs. DIGITAL LAB will check the validity of
every LOGIC GATE and LOGIC LINK in your CIRCUIT It will analyse your
LOGIC CIRCUIT and the results of its analysis will be displayed in a TRUTH
TABLE with the corresponding Boolean Expression.
DIGITAL LAB contains many other features and UTILITIES which are very
useful to such an Application including a set of Disk House Keeping
UTILITIES which allows you to FORMAT all your Disks, make copies of your
Data Disks, DELETE entire Data Files and RENAME your Data Files.
DIGITAL LAB is a unique tool for pupils, students and anyone else who
would like to extend their practical approach to Designing and
Constructing LOGIC CIRCUITS. With the use of DIGITAL LAB
understanding LOGIC CIRCUITS is made easy and you can enjoy the
atmosphere of a LOGIC LABORATORY in the comfort of your own home.
DIGITAL LAB is easy to operate and will help to provide a clear
understanding of Boolean Algebra with reference to LOGIC CIRCUITS. It
is written in Commodore 54. 6502 Assembly language and is therefore
very fast ;n its operations.

Itm s e n s e . . .
TO HAVE YOUR OWN ELECTRONIC DIARY IN WHICH YOU CAN FILE ANY
DATA WHICH IS ESSENTIAL TO YOU, THE SOFTWARE TEAM THAT DESIGNED
AND DEVELOPED EASY FILE HAS NOW PRODUCED SUCH A DIARY.

D e s k  D i a r y  E29.95 (Disk + Manual) for your Commodore 64

Have you ever wished you had a Diary which you could alter at will to
suit your requirements year after year? If you have then DESK DIARY
could be the Diary you've always wanted.

DESK DIARY is a powerful Diary Information Management System. It
features Powerful PASSWORD protection for the entire DIARY, MENU
driven routines and well defined screens.

With DESK DIARY you can:-
•  Protect your DIARY from unauthorised entry •  Enter your
Appointments and Engagements for any date up to 31.12.1992 •  Refer
to your Appointments and Engagements at any time •  Edit your
Appointments and Engagements at any time •  Call up for your
immediate attention ANY Appointment and Engagement at any time
• Record important dates, text and any other information at any
time, e.g. your tax details, your professional advisers, events and
their dates which are important to you •  Refer to your recorded
information at any time •  Edit and update your recorded
information at any time •  Call up for your immediate attention
ANY page of your recorded information at any time •  Leave a
MESSAGE for another authorised DIARY user •  Study the dates of
a calendar month in any calendar year from 1983 to 2057 •
Read ANY Data File which has been created by EASY SCRIPT

AND EASY FILE •  Prepare ANY of your DESK DIARY Data Files to be
• Initialise your Disks, make copies of your Data Disks, Delete entire

•

FOR THE C
O M M O
D O R E  
6 4Send for your own DIGITAL LAB NOW.

To: Associated Services (London) Ltd., 23 Chesham Street, London, SW1X 8NQ.
Te le p h o n e :  0 1 - 2 4 5  9 5 2 2  I  enclose a cheque/Postal Order for E

Please send me the following software
PRODUCTS (Disk + Manual):

DIGITAL LAB  c o p y / c o p i e s  at
E30.95 each (E29.95 + EDO p+p) E

DESK DIARY c o p y / c o p i e s  at
£30.95 each (E29.95 + E1.00 p+p) E

Please charge E  t o  my credit card (specify card)
[AccessiMastercard/Visal
Signature
Card No.

Name

Expiry date

I
Address

TOTAL E    P o s t  Code



COMPLETE CASHBOOK
ACCOUNTING SYSTEM
The  bes t  in t he bus ines s !  W i t h  t h ree Cha rt e red  Ac c ount ant s
on Gemini's Board of Directors, this brilliantly written software
maximises the use of your Commodore 64 K's huge memory, for commercial use.
Containing professional standard manuals, this system is ideal for the CASH
BASED business, where credit sales are minimal. It allows you to transfer all Cash. Petty Cash
and VAT transactions on to your '64, saving hours of tedious bookeeping, thereby allowing more
profitable use of your valuable time.
Most important of all, it produces a Profit & Loss Account and Balance Sheet. DIRECT from
your original book-keeping entries, together with notes to the accounts and comparitive
figures. Ideal for any businessman who needs to operate a more effective, efficient and
profitable accounting system... even used by practicing Chartered Accountants!
C.0818 _ C a s s e t t e _  £8995 I n c l u d e s  Complete Cash Book Accounting System, as
13.0818 _  Disk  E 9 9 . 9 5  d e s c r i b e d  above.
C.0819 _ Ca s s e t t e _  E139 95 B u m p e r  Business Combination Pack —includes
D.0819 _  Disk E 1 5 9 _ 9 5  I J  pr ogr am 0818 (above), plus Database, Stock Control, and Mailist.

DATABASE

C.0801 _  Cassette E 1 9 . 9 5
D.0801 _  Disk _ _  E24.95

STOCK CONTROL
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The No. 1 menu driven, user friendly multi-purpose Dat
aManagement system with the following features: Dynamic
Memory management which allows the huge potential of the
64's memory to be fully used... Search and calculate facility
which permits numeric field calculations to be updated by any
common arithmetic factor_ Searches on multiple selection
criteria and high precision sorting... Professional standard record
verification prior to entry for greater accuracy.

A superb program which makes extensive use of machine code
to optimise the use of the computer's memory and greatly
improve speed.
Up to 220 stock records may be held on each file with details
including stock reference code, description, supplier name,
quantity in stock, cost price, sale price, etc.
The program includes the facility to add/modify/delete records,
sort, search, enter stock in or out, or produce a stock summary.
Several printout routines are available, and a financial summary
may be produced giving the total of your stock holding (cost and

sale value), the gross profit margin and the replacement cost
of bringing understocked items up to minimum stock levels.

This program will take much of the tedium out of stock
control and save time and money.

C.0802 _ Ca s s e t t e _  E19.95
D.0802 _Di sk £ 2 4 . 9 5

MAILIST
A dedicated database to allow for manipulations of names and
addresses and other data, Gemini's unique 'searchkey' system
gives you a further ten 'user-defined parameters' to make your
own selections. Features include the facility to find a name or
detail when only part of the detail is known, a t
, ,
-1 t o  p r i n t  l a b e l s  
i n

a variety of user specified formats.
C.0811 _ Ca s s e t t e _  E19.95
D.0811 _  Disk   E 2 4 . 9 5

HOME ACCOUNTS

AVAILABLE FROM:

Credit Card No

A  rea lly  ex c ellent  re wr i t e  for t he 64 of  G emin i ' s  f amous  p ro g ra m
for the BBC Micro— now enhanced with extra features... Budget
for all aspects of household and personal expenditure for each
month of the year, and then record and compare actual
expenditure as it happens... Complete interactive bank account
database with the ability to automate standing order debits...
Credit cards supported... Full printer options,. Graphic plotting
facility to display levels and trends of expenses, at a glance...
Highly recommended for putting your 64 to serious work!
C. 0807_Cassette _C19. 95
D. 0807_ Disk E 2 4 . 9 5

M ost good s oftwa r e  dealers._ or phone  Ge m ini tor im m e dia te  despatch qua tmg your
Access V is a  or A mencan Express card number.
Te lephone (0395)  265155 A lte r na tiv e ly  make your cheque or P ostal Order  payable to
Gemini Marketing Ltd.. and send to Gemini Marketing Ltd.. le a  Littleham Road,
Exmouth, Devon EXO20G.
Please send urgent ly  CASSETTE(S)/DISK(S) (please deletel

Prices stated include VAT and Post and Packing (UK only).
Name
Address

Signature
A c c e s • N ts a .
,
A m r r i c o m  
E m p i l t
s s  
,  
•

Y64



LDA S23 !This part of the program adds one to the Hi
!part of the number
!Thereby taking care of the overflow.AOC OS01

STA $23
REST R e s t  of Program_

The above example does not by any means show
the best method of dealing with overflows during
addition of 16-bit (4 Hex digit) numbers. In fact it
involves a branch instruction that is unnecessary. A
much better method is:
LOA $22
CLC
ADC 0 SOB
STA $22
LDA $23

ADC OS00
STA S23

!As before so far
!Notice that the Carry hasn't been cleared this
time

!Add zero to the Hi part of the number
And place the result back into the Hi.

Only the part of the program that deals with an over-
flow is  changed. How have we dealt with the
problem of the overflow by adding zero to the hi part
of the number? If you remember, last month I told
you that ADC adds the values of accumulator, the
argument after the ADC command and the Carry
flag. This is why, for most additions. the Carry flag
must be cleared before the ADC command. If an
overflow occurred during the addition of the lo part
of the 16-bit number, then the Carry flag will be set.
The Carry will then be added to the hi part of the
number during the ADC # $00 command, thus tak-
ing care of the overflow. If there was no overflow the
Carry will not be set and zero will be added to the hi
pert of the number. The first method is easier to fol-
low, but the second is far more elegant.
Kemal
We've already covered jumping subroutines in this
part of the machine code tutor, Inside the 64's
operating system, or  Kernal (the programs that
keep the 64 running), are several useful subrou-
tines_ These common subroutines are used by the
operating system so that it can fit into as small an
amount of memory as possible_ As machine code
programmers, we can also call these subroutines in
our programs. There are subroutines to print char-
acters to a file, save or load to disk or tape, take
input from the keyboard and many others which are
not used as often as the above, but can be very
useful.

Each subroutine has its own name and address.
These can be found on pages 270-306 of the Pro-
grammers Reference Guide (RAG). Before you can
use a subroutine, you must set the Accumulator
and the indexes to certain values which are passed
to the subroutine. These values are outlined in the
pages of the PRG mentioned above. In this part of
the machine code tutor, I'll be looking at a few of the
Kernal subroutines that I find most useful.

The first of these is called CHROUT (PRO, page
278) which is short for CHaRacter OUT. This sub-
routine prints a  character to  an open fi le. If.
however, you don't open a  fi le before you use
CHROUT the character is printed onto the next
available position on the screen. CHROUT's add-
ress is $FFD2. To use CHROUT, you simply set the
accumulator to the ASCII value of the required
character then JSR to SFFD2. For example:

IDA #S41
JSR SHD2

Would print 'A' (ASCII 65) on the screen. Since
ASCII codes are different to screen codes on the 64,
you will find that this, in fact, produces a shifted-A
on the screen.

To move the next printing position about the
screen, you can use another Kernal routine: PLOT

(WFFO, PRG, p290) to place the cursor where you
wish to print the character. To use the PLOT routine
you must set the X index to the row number and the
Y index to the column number at which you want to
print.

As well as using CHROUT for printing the normal
character set to the screen (or a file), you can also
use it to print the other ASCII codes. This means
that, for the first time in machine code, you have a
very simple method of clearing the screen. The
ASCII code for clearscreen is 147. Therefore, to
clear the screen, use:

LOA #S93
JSR SM:12

You must remember that clearing the screen also
resets the colour screen so that if you don't re-
shade it  after executing the above, any further
STAs to the screen won't show up because they'll
be in the same colour as the screen.

Another very useful Kernal subroutine saves an
area of memory to disk or tape and is called, not sur-
prisingly, SAVE (WFD8. PRG p293). The use of
this routine is slightly more complicated than the
use of CHROUT or PLOT. To use SAVE you must
first JSR to  two other Kernal subroutines —
SETLFS and SETNAM,

SETLFS (WFBA, PRG p297) opens up a file to
the cassette or disk (or printer when it is used with

MACHINE CODE SUBROUT INES

Mb

JSR CLEARSCREEN
Rest of Program

RTS ! R e t u r n  to Basic
Clearscreen IDA S93 !Clear screen

JSR SFFD2
RTS ! R e i u r n  from Subroutine

Just as you use GOSUB and RE TURN to jump to a
Basic subr outine,  JSR (Jum p to SubRouti nel  and
RTS fReTur n from Subr outine) are used in m achi ne
code.  The above exam ple clears the screen.

CHROUT) on which you can save an area of mem-
ory. Make the X index equal to the device number
before calling SETLFS,

SETNAM (WFBD, PRG p299) sets the name to
be saved on the tape or disk. If you are saving to
tape, you have the option of leaving the name blank.
This is done by setting the accumulator to zero,
otherwise the accumulator is set to the length of the
name. The X and Y indexes are used to point to
where you have the name in memory. The X index
should hold the lo part of the address and the Y
index the hi part before you call SETNAM.

Now, finally, you can use the SAVE routine. First
store the hi and lo parts of the start address of the
block of memory that you wish to save, in $23 and
$22 respectively. Make the accumulator equal to
the number $22, which is the offset from location
zero of the pointer at $22. Now make the X index
equal to the lo part of the end address and the Y
index equal to the hi part of the end of the block of
the area of memory to be saved. Now JSR to the
SAVE subroutine at SHIM. If you don't fully under-
stand the above, have a  look at the SAVING
MEMORY TO TAPE program which gives an exam-
ple of the SAVE subroutine in use.

There's also a Kernel subroutine to load an area
of memory in from tape or disk. This is called LOAD
( .WT
.
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"COMMODORE 6 4 "  • MAP u
it
i
i

Dale , M o m p  DacNn Io n 1 9 5 5 'r

Slap S hot

Pnre Scrabble 12 9 5 9 • •
Goons...men 111 95 It 2 0 F.ghtin 9 95 7 •••
Sktc de  E m e ss 2 .95 5 9 5 Sh o w th e  Rao d k 7 95 5
O M ,  A c t s i o n 9

9
5

7 50 Soy V s Sp y 9 95 7 E.
Soo Poker 9 95 7 50 Bre ak Ea./o r 7 co S 2 .
Empire or Kern 7 OP 5 211 Smde rnsan 9 95 7 5

, ,Tales at  Atan ian  Eld n ts
avachEe e d

7 .0 0
9 95

5 2 0
7 50

Cad Cam  W m . . .
Hone nback II

9 95
7 90

,
5

Bruce Lee 9 9 5 7 5 0 M atch o o n t 1 95 S 9 5
inddina Jone • 9 9 5 7 5 0 Ske dock tit 95 I I  2 0
Du al l mattn t,  Ren .inu ia 7 90 5 90 Se lect 1 12 4 9 9 9 5
K . , i t  l e l  W i l t 6 95 5 20 F IS Sin ke  l i t re . 4 9 5 11 2 1 )
it• • inn 9 9 5 7 5 0 Hobbit 1 4

9 5
0 95

Summe r Game s 14 9 $ I I  x i All laidol 9 9 99 51.
Siena, 7 9 9 5 7 5 0 • •  COMMODORE 16 7 95 a 9 9
Rad  O ve r W a c o * 9 95 7 50 Ciao, roil, 5 99 4 4 $
Sian  Pt Kain ath
ciittri.noor

g
• 9 5

7 so
S 9 5

maycree
,Game s P ark 2

5 99 •I
•

c o m m o d o r e  6 4  DISCOUNT
SOFTWARE P R I C E S

' prices I  o
Slap S hot B 95 7 9 5 Micro M agpie 39.95 35.15
Gryphon 7.95 7.00 Impossible M i s s * . 9.95 8.75
Tim Love Cricket Et 95 7.95 Jurnornan 9.95 8.75
Spy Hunter 9.95 8.75 Ghostbusters 10.95 9.55
Pastlinder 9 95 8 7 5 Music M aker 29.95 28.35
Seas ide SOncial 6 90 6 .

1
5

Commodore Modem 99 95 59  9 5

SPECIAL OFFER
COMMODORE 64 E189

All Software for
Commodore 64 & VIC 20

M. J. SEAWARD
ST °LAPS ROAD

HILLHEAD STRATON
Nr RUDE, CORNWALL

TEL: 0288  4179

SHEKHANA COMPUTER SERVICES
DISCOUNT COMMODORE SOFTWARE

At pats  irclude K ilte r . Nicking and YAT Overseas onleis welcome. Please order. staling.
°rowed, 121 Amount enclosed. 11 Name and address. rAt Trge *1 computer

Please m ak e c l
,
e q u e s  
a n d  
p o s t a
i '  
p p l
e r s  
p a y
a b l
e  
b
y

SHEKHANA COMPUTER SERVICES
653 Green Lanes, London N8 OGY Tel: 01-600 3156

PLEAsE S E ND S  A  E F O R  LIS T

PE AK1OFT v
o  
C R I
C K E
T

BRITAIN'S
NO 1
CRICKET
GAME!
Total joystick 6
1
= 1 ' 1 3

control over
brilliant
31:1 graphics!

st;.\\V
n
,

Bowling:
Spin, pace, direction. length all under total loystick
Batting:
Batsman and bat under total joystick control'
Fielding:
Wicket-keeper and fielders under total joystick control'
Pius:
3 skill levels scoreboards bowl ing averages batting and
bowling practice.

Check with your retailer, clip the coupon, or phone your Access
Visa  n u m b e r f o r 2 4  h o u r d e sp a tch

PEAKSOFT, 48 QUEEN STREET. BALDERTON. NEWARK.
NOTTS

Tel 0636 705230 124 his)

Please rush me Tim Love's Cricket for my Commodore 64. I
enclose a cheque or PO for E8.95

4.111...kk

ASTROLOGY FOR
BEGINNERS

A s t a r l e t  p e c k  c o m p r i s i n g  a  s rm p l e
program t o  calculate  a  hwos c ope , a n
introduc tor y b o o k l e t a n d  I w o  s e l l
teaching programs  !h o w  t o  inte r pr e t
the horoscope o n l y  ( 1
1 . 5 0
No prewous knowledge  requited.

Available fo r  Com m odor e  6
-
4 ,Also m a n y  othe r  pr ogr a m s  to r  m or e
experienced astrologers.

ASIROCALC WEPT H a i
17 REMADE ROAD, MEMEL HEMPSTEAD.

HER'S H e ] DER
Tel 11442 511101

BRITISH BATTLESHIPS
VOL 1 (1892-1905)

For reference and education
on cassette for  the CBM 54

This original and highly Oformative
l: g N e s  full particulars ofe
l
i
r
l
)
l
c
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r
c
r
a
i  
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l
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ccrLstunt scale outlines There are
mom pages of information dealing
with their design developments and
histories while an index allows
accesS to any por t.  Price C2•50
from C Lewis, 84 Station Rood,
Wroysbury, Berks.TW19 511H

SUPER BREAKER
BACK-UP BOARD

F r  the  Commodore  6 4  and V IC  • 20.
When a second c e m  ty pe  cassette
unit is  connected to  the  board it wil l
make security back- up CM OS  of
cassette based s oftwa r e . inc luding
turboi'last loaders, basic  and ior
machine code and data Ides, No
additional software is needed Ve ry
user fr iendly, the  backup copy is
made on the  second cassette  while
the original is  loading on the  fi rst,
Fully guaranteed, Priced at 19  5 0  Plus
50p P.P. U .K. (Europe add 11,00.
elsewhere add 12 .00 ,  A n  optional
reset s witc h can also be  fi tted for
only C2 0 0  extra. fnclusive. Send
cheourr'P,O, o r stamp tor run details,
to•

C. KE NT iDEPT.  CBM)
15 Bamhurg Close, Cor by,Northants NN18

COPIER COPIER
for

CBM 64 VIC 20
The i n i m (o o e  l i n k s  T W O  D A T A
SETTES. an y  p o g ro m can  h e  E . t . a.
,amin tly B o n i  o n a 1 0  M e  ad vt. ,  tn
i
.
• t y o n d  'L O AD'  N i )  S I N I WA H L
IS NE E DE D a n d  th e  in te rlace  can  ise
le ft co n n e cte d  -  w a l  vio l  No d e
,norme i L O AD.SAVE * Wan to n  or O M  •
the  co mp u tai.
ALL SO F T WARE -  T O M O S.  M 7 C0 0 /
DAT A FILES age Gan he monad fro sitkn i
th e , are  M ad o b is an d  yo u  %aye
d am m u ss l in ke d  w i t h  t h e  D C L
in te rface
THE O C t  I  I S  T H E  E AS I E S T  A
FASTEST wo o .  r o  CO PY, &  CO M BS
COMPLETE WI T H INST RUCT IO NS & A
10 DAY MO NEY RACK GUARANT EE i t
NOT 1 0 0 %  SAT ISF IED.  P L US  A  •
YEAR WARRANT Y .

EKE 1  T HE BEST
Send I t O  0 0  inn P A  n

TRIG SOFT
Bast itit

Head Office, 4  Barmen Piers,
Bradford. ariS 9LX

rrci  r  7 T r i t rA  Cf

Just a few e remoras trom our estenisve software lists tor COM  ISANOC 20
Please send S  A E tor  complete  up to date list ISlater Machine)

Credit Card orders aCCepteri by pol l  (ACCessNisa S late card •  number)  or phone
ChequesiP  0  0  should be made payable to

VISAC U S T O M  VIDEO
111111111115 C OMPU TER  SOFTWARE

I &  6  TOWER PARADE. WHITSTABL E KEN T  CT5  213.1 W h i t  256105

PRINTER BARGAINS
VAT & CARRIAGE INCL.

Seikosha GP100VC 80col. Commodore graphics cable -E149
Seikosha G P550A 80col_ 50cps.  Correspondence

mode E 1 9 9
Brother M1 0 0 9  80col_ 50cps .  9  dot, graphics  E 1 7 8
Brother JARS K c a l .  30cs ,  bat tery  9  dot mat rix  E 1 4 9
Shinwa CPA80 Commodore Compat ible C a l l  for Price
Mannesman Tally NIT80 80col. 80cps.  quality print E 2 1 9
Epson RX8OFT 80col,  100c ps E264
Canon P W1080W 80col .  160cps.  Near  Letter  Quality

mode E 3 1 9
Kaga Taxan KP810 80col. 160cps. Near Letter Quality  E299
Smith Corona TP-1 daisy 1 0 " platen 12cps_
Daisy Step 2000  daisy 1 3 "  platen 18cps.
Triplet' 2 0 6 4 .' interlace no software interpretation
Stack parallel interface wit h  s of tware

E 2 0 9
E 2 6 4

E45
E 2 2

STRONG COMPUTER SYSTEMS
Bryn Cottage,  Peniel, Carmarthen, Dyfed,  SA32 7DJ.

Tel: 0 2 6 7  2 3 1 2 4 6  for  assistance I l l !
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POOLSWIN
THE ULTIMATE POOLS PREDICTION PROGRAM
•  PARSEIVEDATABASE P oolewomer as a sophaticated PIX3L1

prediction aid 11 comes complete awth the largest database
available - 12C00 matches over y e a r s  The database updates
insornaucagy MB meats corn. an

•  PREDICTS N o t  pan SCOREDRA WE. but AWAY5 a o r a s
. d  NO SCORES

•  FliCCE S IFUL S E LE C m a z i e e  P oolsomarrea performs
signficarmly barer than chance

•  ADAP TABLE  ProbAlshbes are gleam or, m r i  funure
choose ea many matectrorne as you need for yoga bei The
prisms. predicbon kememla cam be net by the we t -  you can
develop sad tem your o n  unique madam" & e n d  ossit Swats./

•  S IM P LE  DATA ENTAT A l l  Englah end Secetaah seam mamas a m e n ' .  meas.
are in ileprogroun 5Physty type an the reference member. from the !screen Or wie FIXCEN
to produce fisture Lee autornaocally (see heffee/)

•  DE IGICICRODRIV E COM P ATIBILE  A B  veresons (except Apple and Rata are supplasid
ce tape meth ample Utantet1011I For cotreannor, to dacaucsodrive °pa lms '

'Thal 061001111 reroal are aura plied emit the package so the predictions Cart Wall lavnedateht
AVAILABLE FOP Spectrum ISSEl, Cosshricsicaa 64
, V I C  2 0  I •  
I R K ) ,  
A M S T R A D

CPC SASS. INK B. Alan 1481). D031 ( 1611. Fawns Apple a  lard pc

PRICE 115.00 (all
AT LAST No more emagling for bourn to gel the

E E O  8 4 / 5  Radiate bre alto Me computer FUGE N has boonprogrammed milt all English and Scottish
&dwell for M e l  Seriph, type an M e de a  arid the full Rane liat
generated an acorada r a y  compatible With P*OLVOIN.1
POOLS WINNER 1 0 1 1 1 1
-
O M EN  L I  
6 . 5 0  
t a l l  
i a c h t e i v
a )

!la wn' alone £5.50

.,
4
1
t
h
a

COURSEWINNER v Co u rse varate r a. de asp te d  to
3  sn o w r= v, to de ve lop nod te nyour eon lingua seaming

' M E  M I NT E RS  CO M P UT E R P R O GR A M  s y s t e m .  Ue irsq sobserrathor, town
catty n e wsp ap e rs or Sp o rtin g  tale  th e  marl  an p o rtan t facto rs Can be  tnpul tad
analyaed The prop us ta applied srch a datalsaae datelkag beet traumas and
teckeys, and affect of the draw for all Brant, counees Tim  A Mahood Htttnl )
AVAILAILE ro o iSp o ctrmwo ro  6 4  N C  Mt. Dre g . ,  l n rl  tal i .  Asia.  in

PRICE 112.50 (all inclusive)
AVAILABLE (RETURN OF POST] FROMselec

phone 24  lo s W W 1  p h o n e  24 l as
27 COUNCILLOR LANE, CHEADLE. CHESHIRE. / I  061-428 7425

HOME ACCOUNTS
Put y o u r  h o u s e  i n  o r d e r !
Probably h o me  c omput ing's
best u s e !  Comprehens iv e
coverage o f  bank  accounts.
Credit  c a rds ,  H P  i n -bu i l t
accuracy check.  Reocrds  all
transactions. Projec ts  cash-
fl ow f o r  any  period ahead.
Available for C.16 Cl3fv164 or
VIC-20, CE1•45 or f ree details
from:

Discus S oftw a r e
Freepost,

Wi ndmi l l  Hi l l
Br ix ha m TC15 9 B R
Tel: 0 8 0 4 5  5 5 5 3 2

It easy to complainabout advertisements.
But which ones?

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

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

But some of them break the rules and warrant your complaints.
If you're not sure about which ones they are, however, drop us a line

and well send you an abridged copy of the Advertising Code.
Then, if an advertisement bothers you, you'll be justified in

bothering us.

The Advertising Standards Authority
If an advertisement is wrong,w4re here to put it right.

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

This space is donated in the Interests of high standards of advertising.

COMMODORE 64  DATABASE — DATAFILE
P o we rfu l  o p t i o n s l O cl ad a
,  p r i n t  
a l h ' s e l e c t i v
e  
r e c o r d
s ,  
d e l e
t e .  
a m e
n d .  
e a
s e
,

load, copy. alphanumeric sort. Litief defined fie lds. memory check. tota l
numenc fae lds , m u l t i  fi e ld  inie r re la tiona l, g loba l  a n d  b e tw e e n  Ismits
searches. e tc .  F u l l y  '
,
M a t t
,  d r i v e n  
w i t h  
C o m p r e
h e n s i v
e  
e a
s y  
t
o  
u
s
e

instructions.
C a m  6 4  'compiled)
CAM 84  icompliedi

cassette ( 7 . 4 5
disk 110.45

COMMODORE 64 WORDPRO — TEXTFILE
P owerful w o r d  processor , fa c ilitie s  inc lude  l a r g e  te x t  buffe r ,  a u to
centre. variable tab. insert, amend delete. copy. move text word count,
right rustily, paging. loin hies, multiple hie handling. prom allfpart text etc.
Fully m e nu dr iven w i th  comprehensive  easy  to  us e  instructions  G r e a t
value.
CAM 54 (compried) c a s s e t t e  E8,25
CAM 54 (compiled) d i s k  110.75
All programs with full documenta tion end guarantee and can be used wi th
all tinse l connect C6M64 printers including 1520  pronVp4otter. Also most
COMFOniCS twill')  suitable  hardware  interface) . P rice includes fas t delivery
by ti.rst class post Chenties'P 0  's to

A & C SOF T WAR E
Dept 4 ,  7 5  Oa kthorpe  Gardens,  Tivida le ,  We st  M idla nds B6 9  2 LF

Telephone: 021-557 8596

For fast reliable repair service
send your VIC-20 modulator
(L7.50), a n d  V i c
-
2 0  f r o m

50 and Commodore 64
from LI6_00 plus postage and
packing, to:

H E M E L  C O M P U T E R
C E N T R E

52 Hi gh Street
Hemel  Hempstead

He ns  HP I  3 AF
Tel : (0442) 212436



SETNAM must be used before it. Have a look at the
LOADING MEMORY FROM TAPE program for an
example of the Kernal LOAD subroutine in use.

Last time I promised to give you the addresses of
the Kernal routines that allow you to convert the
contents of the Floating Point Accumulator (FAC)
into an integer. Using this routine allows you to pass
numbers to your machine code programs via the
USA commands. To use the USA command simply
follow these steps:

(1) POKE the lo and hi parts of the address of your
machine code program into locations 785 and
786 respectively.

(2) Use the command such as:
= USA (Z)

Where Z can have any value from 0 – 65535. Con-
trol will now be transferred to your machine code
program at the address pointed at by locations 785
and 786. To convert Z so that your machine code
program can use it, JSR to the conversion routine at
$BC9B. After you call this routine the lo part of Z will
be in location $65 and the hi part will be in $64,
ready for use by your machine code program.
(3) Before you FITS back to Basic, place the lo part

of the result in the Y index and the hi part in the
accumulator and JSR to a routine at $B391. This
subroutine places the result back into the FAC.

(4) RTS to Basic and now D will hold the result from
your machine code program.

USR can be a very useful method of passing num-
bers between Basic and machine code, but it is
often easier simply to POKE the number into a loca-
tion and have your machine code program get the
number from that location.

We ll fi n ish  t h is  mo n th  b y  looking  a t  t h e
last of the addressing modes that the 64's proces-
sor (the 6510) offers. Th is addressing mode is
called Indexed Indirect. I must admit I've never used
this mode in  my  own machine code programs,
because its use is quite limited. You should, how-
ever, keep it in mind, just in case you find a case
where it might be very useful. It has the form:

LOA (S22,X)
In the above case the accumulator is loaded with
the value of the location which is pointed at by a lo-hi
pointer starting at 522-1-X. Confused? Here's an
example which should help to make things clear:

LDA *SOO
STA S22
LOA $ SO1
STA $24
IDA #SO4
STA $23
STA 525

In the above the lo-hi pointers $22/$23 and $241
$25 are initialised to point at $0400 and $0401, the
top-left and one to the right of top-left of the screen.

LOX *SOO
LOA #502 I A
STA (S22,X)

If X is zero then 'B is  placed in the top-left of the
screen and if X were 2 then 'B' would appear one
character to the right of top-left.

Using this mode lets you set up a table of pointers
in zero page, but there isn't really enough room in
zero page for a large table, so as I've already said,
this mode isn't all that useful.

10
2 0
3 0

1 0 0
lem
1 1 0
1 2 0
1 3 0
1 4 0

!PROGRAM  2 . 1  -
0
!
S .  S C 0 0 0

SET L F S
SET N AM  •
SAVE =

SAVE T O

1 1 1 1 1 1 1 1 1 1 1 1 1
1
1 1 1 1
4
—

SF F BA ! S E T  U P  L A B E L S
I I FF8 O
* F F 0 8

149 L OY W$ FF !NO SEC O N D AR Y AD D R E S S
1 4 9 LOP W* 0 1 ! L O G I C AL  F I L E  N U M BER  =  1
1 5 0 LOX 11S01 ! T APE =  D E V I C E  N U M BER  1
I SO JSR SET L F S
1 6 5

LOP WOO ! N U  F ; L E  N AM E  -  T A P E  S A V E
1 8 8 JSR SET N AM
195
I SO LOP * * 0 0 !LO P A R T  O F  S T A R T  AD D R E S S

2 0 0 ST A 8 2 2
2 1 0 LOP W* 7 0 I H I  P A R T  O F  S T A R T  AD D R E S S  ( • * 7 0 0 0 )
2 1 5 ST A * 2 3
2 2 0 LOX WIPOO !LO P A R T  O F  E N O  AD D R E S S
2 3 0 L O Y 0 0 7 1 0

H
I  
P
A
R
T  
O
F  
E
N
O 
A
D
D
R
E
S
S  
(
1
1
0
7
1
0
0
)

2 4 0 LD A 11*22 ! O F F SET  F O R  S T A R T  AD D R E S S
e5e JSR SAVE
2 6 0
2 7 0 RTS
2 8 0 0
3 1 0
3 2 0 0THE ABOVE PR O G R AM  S A V E S  A N  A R E A  O F  M E m 0 Ay

(1 1 5 7 0 0 0 -$ 7 1 0 0 !  T O  T A P E  W I T H
3 3 0 !NO F I L E  N A M E .
3 4 0 !

Conclusion
With on ly one part  o f  the Machine Code Tutor
remaining, you  should be feeling confident with
machine code and be ready to experiment. Next
month we'll wrap everything up and I'll show you
how to plan a long machine code program.

70 Apnl Your 64

In the meantime, i f  you've got any questions
about the course, send them in to me and I'll answer
them in a follow-up article ( please enclose an sae if
you'd like a personal reply also).

Homework
This month 's homework is to test that you've under-
stood this month's section about the 64's Kernal
routines. During the next month. I want you to write a
program that puts your name on the screen in 6 dif-
ferent places. Clue: you should use a subroutine to
print your name using CHROUT and a  loop that
moves the cursor about the screen using PLOT. Not
too difficult really — answer next month.

Next month:
•  More bit manipulation
commands.
•  How to plan your
machine code programs.
•  What have we learnt?
•  The Y64 Machine Code
Tutor ends next month.

SAVING M EM ORY TO T APE

100 0
P R O
G R A
M 2 .
2  
L
O
A
D

118
120  0
130
14e
150 •  .  S C 0 0 0
I SO 0
170 ! D E F I N E  L A B E L S
190 0
19e S E T L F S  •  S F F S A

0 0 0  S E T N AM  .  * F E R O
2 1 0  L O AD  =  * F F 0 5
2 2 0  !
2 3 0  L O P  W * 0 1
2 4 0  L O X  W1101
2 5 0  L O Y  0 $ 0 1
2 6 0  J S R  S E T L F S
2 7 0
2 0 0  L O P  1 1 * 0 0
2 8 0  J S R  S E T N AM
3 8 0
3 1 0  L O P  1 1 * 0 0
3 2 0  J S P  L O AD
3 3 0
3 4 0  R T S
3 5 0
3 6 0
3 7 0  ! T H E  ABO V E  PR O G R AM  L O AD S  T H E  N E X T
3 8 0  ! P R O G R AM  F R O M  T A P E .
3 9 0  0

LOADING M EM ORY FROM T APE

! F I L E  N U M BER  i
! T APE D E V I C E  .  1
!N OT A  R E L O C AT E D  L O AD

!NO F I L E  N AM E

!LOAD  N O T  V E R I F Y

MEL
The two programs above show how you cart make use of the Kernal subroutines
in your own programs; the top listing shows the Kemal SAVE subroutine in
action, the one at the bottom includes the Kemal LOAD subroutine.
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I ADVERTISIN
EIMMIMINIIMPINIIEHIERIMEMIE1•1111111111111EMMIMM
Welcome to the classified advertisement service that's free
to readers of Your 64.

Please check against the following categories of
advertisement (make up your own if nothing fits):
HARDWARE SO FTWARE SWAPS WA N T ED
CLUBS & EVENTS MESSAG ES

Anything (that's legal and within reason!) goes, but with
the following proviso. Entries in the "Software Swaps''
category can only be swaps s o r r y ,  but the pirates are
doing well enough already.

Just fill in the form below using CAPITAL LETTERS and
restrict yourself to a maximum of 30 words per entry
(including name, address/phone number). Use a photocopy
if you want to keep the magazine intact. Coupons that don't
meet the requirements will not be printed.
Mail to: Classified Information, Your 64. 14 Rathbone Place.
London W1P WE_

:FREE AD ORDER FORM I
111 Please insert the following advertiSementts in the classified ad •
•  section of the next available issue of Your 64

Name
Address

P o s t c o d e

I would like the ad to appear under the following
category/les:
(Please tick) El HARDWARE El SOFTWARE
SWAPS El WANTED ID CLUBS & EVENTS
El MESSAGES

April Your 84

SOFTWARE
•  Swop The Hulk. Lazy Jones, Pub
Quest and Hover Bovver for Turn 64
or similar — Beachhead,
Pyjamarama. Automania or any other
game. Tel. (0295) 75722 and ask for
Jason.
•  Dutch 64 freak wants to receive
software, such as Ghostbusters.
Aztec. SPY VS SPY. Some 400 games
to swop. Send disk and list to
Thomas Tellings, 4 Ebstroom, 3224
CD Hellevoetsluis, Holland.
•  American software 10 swap,
Popeye, James Bond, Summer
Games. etc I  have over 120 British/
American titles. Please send lists toll
Ramsden, Pye Greave Farm,
Noblethorpe Lane, Silkstone, near
Barnsley, S Yorkshire S75 4JN.
•  Games to swop: Arabian Knights.
Voodoo Castle, Bruce Lee, Aztec
Challenging, Booty Chiller, Mr
Mephisto. Also Easyscripl — will
swop for other discs. Tel. (031)
6695203 or write to Nasser Khan, 4
Willobrae Road, Edinburgh EHB 7DP
•  Commodore 64 Easyscript plus six
games, to swop for VIChle or similar
VIC disk programs. Tel. (0443)
227056 and ask tor John Ryden.
•  CBM 64 unique software Surround
and Mazerace — two players of fast
competition. Top class sprite editor
— Spritist, Sysisor — real music
synthesiser. E5 each from John
Goldre. 48 Rotchell Park, Dumfries,
Scotland.
•  CBM 64 originals to swop
Pipeline, Mr Wimpy. Snooker.
Megahawk, Kong, Hexport, Robin
Recue, Cityaltak, Bumping Buggies,
Scubadive and many other titles. For
more details phone (0227) 457956
and ask for Ian.
•  Games to swop. including Hobbit,
Collusus Chess. Frogger. Manic
Miner, Centropods, Paratroopers,
Triadd and The Evil Dead. Tel. (0742)
352255 and ask for James.
•  CBM 64 software to swop. Big list
of programs. Games, including
Pitstop, Ghostbusters, Ullisynth,
Beachead, Pitfall. Also SYS15000 on
disk and tape. Send your lists to
Barry Alored, 8 Linden Grove, Greek
Street, Hull 11U3 60W.
•  Commodore 64 software to swop,
tapes only. I have over 60 games.
Send lisIS to AJ Davies, 46 Aldham
Crescent, Wombwell (near Barnsley),
South Yorkshire S73 8ES.
•  I would be inlerested in swopping
software with someone from the UK
or any other country. Please write to
Ron Hoogenkamp. 124 Shaftesbury
Avenue, Bedford 6052, Western
Australia.
•  Twenty arcade games to swop,
such as Donkey Kong, Pole Position.
Blue Max, Fort Apocalypse arid
Bert. Send your list to A Tench. 5
Shamrock Place, Mastin Moor,
Chesterfield, Derby S43 3BD.
•  Commodore 64 software to
exchange, 600 programs. Please
send list to Rene Van Hal, Stuwstraat
12, 2332 XM, Leiden, Holland.

WANTED

l u o m o o m m o m m o m m o m m o l l
•  Failed adventurer requires help to
locale treasure chamber and restore
sanity' li you have completed
Forbidden City from The Commodore
64 Program Book, please get in
contact! Tel. 021-705 3628.

•  Wanted CBM 64 software disk or
tape, and hints and tips to exchange.
Many titles to swop. Send lists to
Kevin Brown, cOo 10 Braemer Drive.
South Shields, Tyne and Wear.
•  Commodore 64 owners, HELP!
Can anyone please send me
instructions tor Worms by Electric
Arts. Contact Steve. Mossley, Orient
Drive, Liverpool 25.
•  Cassette player wanted for CBM
64. Must be cheap. Tel. (0384)
55328 and ask for JH Cartwright,
evenings preferred.
•  Three original, last loading games
for te Commodore 64. Pigeons,
Retrace and Mower. Send cheque or
PO lot E5 to G Hollyoake, Flat 2, 31
The Embankment, Bedford MK40
3PE

HARDWARE
•  For sale: Maplin Modem, built and
tested. Kit plus RS232 Interface cost
E65. Unsued. Offers? Tel. (0376)
516335 and ask for Allan.
•  VIC Slack RS232 for sale — E8
ono. Tel. (0223) 353579 and ask for
J Mansfield.
•  VIC 20, expansion cassettes,
cartridges, cassette unit, joystick and
magazines — E130 ono. Tel. (02404)
2284 after 5 pm and ask for Gereth.
•  VIC 20, computer cassette deck,
joystick, E50 of software, over 60
listings and Introduction To Basic —
Part One. Cost E230 will sell for £110
ono Tel (0952) 581593.
•  VIC 20 plus Stack Storeboard with
8K expansion and VICIT 2
programmers aid. Graphics ROM,
VICMON M/C moniter and assorted
software — E75 ono. Tel. (0304)
813000.
•  Commodore SX-64 as new and
Easy Stock, Future Finance. Business
system snip. Sensible offers around
E500. Tel, (0248) 353346. WH
Lovelock, 3 Ras Liwyd Terrace,
Bangor, Gwynedd LL57
•  VIC 20. 8K RAM, Super Expander.
4-slot Stack motherboard, six ROM
cartridges. 170 games, programmers
reference manual, other magazines,
two back-up utilities. Will split or sell
complete. Tel. (0362) 4497. Mitchell
Wright. 9 Moorgate Cottages,
Southend, Dereham, Norfolk NR19
1BD.
•  For sale: Pixstick lightpen and
paintbox. Also paddles with two
compatible cartridges (Le Mans and
Pinball). Also mags and Mirrorsoft's
Games Creator. Also, games like
Chinese Juggler and Football
Manager to swop. Tel. (0823) 74410.
Steven Nation, 22 Hayward Road,
Taunton, Somerset TA1 211.
•  DAMS IEEE Interlace and PET
IEEE cable for the 64. Hardly used,
with instructions included. Tel. 021-
356 1745 after 4 pm, with any
reasonable offer. S Chick, 160b
Kingstanding Road, Kingstanding,
Birmingham B44 8JP.

CLUBS AND
EVENTS
•  Colchester Computer Society
welcomes all Commodore 64
owners. Meetings held every first
and third Wednesday of the month at
7.30 pm, Severall's Hospital Social
Club, Mill Lane, Colchester. Tel.
(0376) 516335 for further details.

Editor Roger Mu noor d Art  Edda( Jimmy Egerton. Production Editor Teresa Maughan; Art Assistant Steve Broadhurst Editorial Assistant Martin McGuinness, Editorial Consultant Chrl
Panner: Contributor' Sorya. Craig Rawstron, S:eve Malone. Rod Blunt, Jack Oats. Harvey Mahar. Andrew Bennett. Keith Bowden Ross Holman. Sue Denham, S1eve Broadhurst:
Advertissmoni Manager Alan Towler, Advertisenteni Eremites Penny Rauch: Prediction Ma w ,  Sonia Hunt; Group Advertisement Manager Jill Harris: Droop Art Meter
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SCREEN PRINT SERVICE
SINCLAIR SPECTRUM AND BBC MICRO B USERS ONLY
Notice the quality of printed screens on the front of our Silver range packs. If you are a computer
artist we can offer you hard copy of your creations in the Wm of:
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1. RiPER- E6.95p each, or 2. LAMINATED (Board-backed)-E9.95p each;
both prices inclusive of VAT and postage.

Send your saved screen on cassette or disc (state border colour, if Spectrum) with a crossed
cheque/PO made payable to FIREBIRD SOFTWARE, to the address below. 'bur cassette or disc
will be returned with order Allow 14 days for delivery
SCREEN PRINT:

*FREEPOST FIREBIRD, WELUNGTON HOUSE, UPPER ST mi r r or s LANE, LONDON WC2H 9BR
No stamp mowed

MAIL ORDER
Please state name of game (and machine) and
numbers required.
Enclose crossed cheque/PO made payable to
RREBIRD SOFTWARE.
All offers are subject to availability
Orders are despatched promptly All prices
inclusive of VAT and postage,

MAIL ORDER:
*FREEPOST FIREBIRD,
WELLINGTON HOUSE,
UPPER ST MARTIN'S LANE,
LONDON WC2H 9BR

No stamp rappald,
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Firebird and the Firebird logo are trademarks of British Telecommunications plc,

001 A rc ade  V I C  20 IUNEXFANDED)
SNAKE BITE - Simply the sktheriest
game of its kind.

•

•

005 Arc ade B B C  MICRO B
DUCK! - Comedy  and music  in this
duck s hoot
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006 Arc ade S P E CTRUM  161(1481<
RUN BABY RUN - Mul t i
-
c a r  c o p
chase and s hoot -out

007 Arc ade s p E c T R u m  481<
EXODUS -  Strange creatures
emerging from the pits.

002 Arc ade,  ' / I O  20 (UNE:KJ-Am:3ED)
MICKEY THE BRICKY - Four
screens packed with !um

013 Arc ade B B C  MICRO B
ACID DROPS - Fly throughto tackle
the mutant spinners.

009 Arc ade S P E CTRUM 161(1481<
TERRA FORCE - Terra man
defends earth against all odds

014 Arcade/Strategy SPECTRUM 481<
MR. FREEZE -  Six compartments,
each tougher to de-ice.

1

003 Arc ade B B C  MICROS
BIRD STRIKE - Wing the planes
and shoot the pigeons.

1

•

022 Arc ade B B C  MICRO
ESTRA- Recover the sacred statue
of Estra the snake god

010 Arc ade S P E CTRUM 161</484(
MENACE - What happens  when
teacher turns his back.

016 Arcade Adventure SPECTRUM 481<
BOOTY - Twenty holds  c rammed
full of pirate loot.

004 Arc ade B B C  MICRO B
GOLD DIGGER - The hazards of
digging for gold down under.

023 Arcade/Strategy B B C MICRO B
THE HACKER Terminal to modem,
telephone network to mainframe
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021 Ar cade S P E CTRUM 161(1481<
CRAZY CAVERNS - Ten crazy
caverns. ten hungry  mouths to feed

008 War  Game S P E C T R U M  481<
VIKING RAIDERS - Atest of strategy
against the computer or friends.

8  No, SILVER RANGE S e e i n g
• 1 = = i



E 2 3 0  each
AMSTRAD

MR FREEZE
- BBC MICRO B

ESTRA
COMMO

BIRD
ELE

THE HAC
ELECIRO

'NEW RELEAS
MR FREEZE -

AMSTRAD
THE Mi l l  IIg is believing

IV

011 Arc ade S P E C T R U M  48K 0 1 2  A d  venlure S P E C T R U M  48K
BYTE EtrrrEN - Solve the clue then T H E  WILD BUNCH - Accused of
Play Sea King. m u r d e r ,  hunt the real killer

017 Arcade Adveniure COMMODORE 64
BOOTY - Twenty holds crammed
full of pirate loot.

201 COMMODORE 64
DEMONS OF TOPAZ -
00'
1
4) 
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019 Arc ade C O M M O D O R E  64
HEADACHE - Nervous Ned's guest
to serve The Brain

ICOME
1 OM

T I ME K E A

0 Os

018 Arc ade C O M M O D O R E  64
EXODUS - Strange creatures
emerging from the pits.

202 SPECTRUM 48K
BUGGY BLAST -
Space Mission Simulation

015 Arcade/Strategy COMMODORE 64
MR. FREEZE
- S i x  
c o m p a
r t m e n t
s ,

each tougher to de-ice

4
-k1

A l e  OS

020 Arc ade C O M M O D O R E  64 0 2 4  Arcade Adventure COMmODORE 64
ZULU - 100 golden masks hidden G O G O  THE GHOST - 150 different
in a magic maze h a u n t e d  castle chambers.



Choosing the right computer
is a good start b u t  can you

find the right software?

At SUPERSOFT we're very conscious of the
fact that people who spend several hundred
pounds on computer equipment are looking
to do rather more than play Space Invaders.

Financial planning is a rather grand name
for something you've been doing all your life
— making ends  meet '  Perhaps i f  M r
Micawber had used BUSICALC he would
have been able to balance the books a little
better.

For home, c lub or  small business use
BUSICALC 1 should pay for itself in no time at
all; for  larger companies we recommend
BUSICALC 3, one of the few really valuable
programs that you can learn to use in a day.

Although your Commodore 64 is a power-
ful musical instrument you need to be a
pretty good programmer to understand how
it all works. Unless, of course, you buy MUSIC
MASTER!

To use MUSIC MASTER requires no prior
musical knowledge, though in the hands of
an experienced musician it  will prove an
invaluable tool You don't need to know the
first thing about programming either! MUSIC
MASTER is the musical equivalent of a word
processor, remembering the notes you play
and allowing you to replay and edit them as
you wish.

4
V
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INTERDICTOR PILOT is a  space fl igh t
simulator Nowadays simulators are widely
used to train pilots and astronauts because
to be frank — it's a lot cheaper (and safer)
than the real thing!

Imagine, i f  you will, life in  the 22nd
century: space travel is commonplace, and
on the outskirts of the galaxy the first war
between civilizations is being fought A short-
age of trained pilots has prompted the Feder-
ation to develop a computer simulation that
allows raw recruits to gain experience with-
out paying for their mistakes with their lives
With the aid of your Commodore 64 you too
can learn to pilot the Interdictor Mk 3 craft,
But be warned — this is no game!

SUPERSOFT, Winchester House,  Canning Road,
Wealdstone,  Har row,  Middlesex HA3 75.1

Telephone: 01-861 1166

Other SUPERSOFT products include the
MIKRO ASSEMBLER cartridge, the only
assembler that's ideal for beginners yet pow-
erful enough for the professional (most of
our competitors use it!). The %AGREE cart-
ridge adds dozens of commands to Basic
including toolkit aids and disk commands; or
on disk there's MASTER 64, another com-
prehensive packdge f o r t h e  keen p rog-
rammer.

Of course, w e  do also publish games
programs, and with classics like 5TM, MINX
and KAMIKAZE in our range we are one of
the market leaders. But we most enjoy
coming up with the sort of programs that are
going to be in use for months and years, not
hours and days — the sort of programs that
make you glad that you bought a computer —
and glad that you bought SUPERSOFT!

You won't find SUPERSOFT products on
the shelves of your local supermarket. But
most specialist shops stock titles from our
extensive range (and are prepared to obtain
other programs to order). However you can
also buy direct by sending a cheque (pre-paid
orders are post free!), by  calling at  our
offices, or  over the telephone using your
ACCESS card.


