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NOW FIND
A FRIENDLY
MONSTER . . .

The king of a far off country has
died and as his heir you must
prove your worth by going down
into a maze that is crawling with
monsters.

Artic Computing’s Sword of
Peace is a classic adventure
game. You must move around the
maze, entering sets of move
co-ordinates, to find the objects
of state. These include the Orb of
State, the Robes of State, and
the Sceptre — and finally the
Sword of Peace.

The game is played on several
different levels. When you find
an object you are automatically
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transferred to the next level of
the maze.

The monsters are divided into
two catagories good and bad.
You can actually have a good
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vampire! To begin the game you
are given a series of four spells
which you can use against bad
monsters.

Your first two encounters with

HOW THE KINGS AND PAWNS COME T0 LIFE

Many people have complained
about the graphics capability of
the ZXB1. Now the seemingly
impossible has happened. You
can play high resolution chess on
a Sinclair

IX Chess needs a few pieces
of hardware to produce the
graphics but the effect is really
starfling. The board display
shows in clear detail actual chess
pieces as they look on a real
board and not just capital letter
representation.

The hi-res graphics version

THE EMPIRE STRIKES BACK

Nero fiddled while Rome burned
— but now there is a chance for
you to change that city's history.

The Fall of the Roman Empire
transports you back to Europe
during the dangerous days of 401
AD. It allows you to play at being
a Roman emperor for 30 years,
or turns.

You have control of the vast
legions of Rome and the cities
that you have gained by con-
guest. The people of those cities
must pay taxes to you.

The only problem that you
have is the little matter of invad-
ing Huns, who launch attack
forces at you from Germany

They attack your troops and

need three pieces of hardware.
These are the Quicksilve mother-
board, connector, and character

generator. The price of these
items is not too high for the
gffects that you can produce.

It is also possible to play ZX
Chess 2 without the enhanced
graphics. There are seven levels
of play. Four of these can be used
within competition time limits.
You get the option to play black

cities, murder the people of your
cities and burn the buildings.

From those cities that escape
the Huns you may raise taxes to
pay for damage done by the
attackers. You can also replenish
your battle weary troops, build-
ing them up for another confron-
tation with the enemy.

The game gives you 30 years in
which to either rise or fall. You
could find yourself reliving rather
than changing history.

The Fall of the Roman Empire
is supplied by Program Power
and runs on the Acorn Atom. The
cassette is available for £6.95

or white using all the legal moves
including en passant.

ZX Chess needs 16K and is
pruduced hn,r Artic Computing and

good monsters are very advan-
tageous. Firstly, you are given a
direction metre. This tells you
the number of moves you are
away from an object. Nothing is
ever that easy though.

The direction metre only gives
you one number to use. For a
co-ordinate fix you need two, so
you do not know whether you
are moving in the right direction

This is-remedied in your sec-
ond encounter with a good
monster. It will give you a direc
tion metre which shows two
numbers. This shows you the
number of moves you need to
make in each direction before
coming across the object. Com-
bined with the first metre it is
invaluable

Good monsters can also teach
you spells. They are not guaran
teed to work and you can lose a
lot of points during battle. When
you have been through all the
levels of the maze, and have all
the Objects of State you can exit
and are proclaimed as the new
king.

Sword of Peace runs on the
Z¥B1 16K, and is available from
Artic Cumputing. The cassette

EVERY IJNE A WINNER'

Kuma Eumputers are realh.r con
fident about their new versions
of the three oldies for the Sharp
MZ-80K. They want to know who
the first person to beat their
Othello or Draughts is.

Othello boasts good quality
colour graphics representation of
the eight playing board and 64
double sided playing counters.

The game is between you and
the computer. As well as the
good graphocs the game also has
a quick response time and does
not keep the player waiting too
long when making a move.

The Sharp version of Che-
quers, or Draughts, also has a
good response time. The colour
graphics aré good, showing the
traditional checkered board and
pieces.

Finally, Casino is a new version
of a game of Craps. Craps Is
essentially an American game
which is played in the glittering
casinos of Las Vegas.

If you fancy yourself as a gambler
and cannot afford the airfare to

L.A. then this game is for you.
All three games are available
on cassette from Kuma Comput-
ers. Othello and Cheguers cost
£10.50 each. Casino is £5.50

Mustrations: Jon Davis
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Acorn Atom BK rom, 5K ram, P.5.U B Colour Board
Atom disk pack, 96K single disk drive
Atom colour board

Atom games pack 1-11

Ward pack ROM

Forth ... ;

Forh theory B practica
Busingss

Business book

Synthesiser

Life package

Desk diary

Database

Utility pack |

Soft V.D.U

Peako computer

Maths pack | & Il

Wiord tutor

Adveniures

Apom chess

Floating point ROM

B.B.C. ROM pack

Magic book ]

g B.C. basic programming book

MZBDK (4BK|

MZ BDA |48K]

MZE0B (B4AK)

MZBO P3 printer for MZBOK | ek
MZEO VO interface unit for MZBOK
MZ80 FB dual fioppy disk for Sharp computers
MZBD EU interface unit for MZB08
MZB0 PE printer for MZBOB

PC 1211 pocket computer

PC 1500 pocket com puter

CE 121 cassette interface for PC 121
CE 122 printer interface for PC 1211 .
CE 150 4 colour printer for PC 1500
CE 151 4K upgrade for PC 1500

SOFTWAHRE

wordpro word processor |tape)
Wordpro word processor (diskl
Apallo word processorn \tape]
Database [cassatte based)
NMIZBOD calc Il

ZEN editor assembler

ZEN MOD (modifies Zen) 3
ZEN DOS {editor assembler disk|
ZEM disassemblar

Frogram filing imdax

Postage Rates
a.75p b.1.00¢.1.50d.2.50 e.5.00

MAIL ORDER

Please Supply _

i Eccéésa‘B_;rm;.'Ch_éque_
paCardNo. .
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1949.00E

299 00E
39.00C
10.00 sachA
26 004

10.004
B.95A
10,008
6 954
0. 00A
10004
10.004
10,004
10,004
10,004
10,004
10,00 eachh
10.00A
10,004
10.004
20,004

phone for
bast
price
360 0E
95 .00E
550 DOE
46 008
409.00E
69.500
139.000
11.268
60.83D
126.00D
35138

..39.508
78.958
34 958
29,508
.34 508
19,508
10.50A
37.508
10.508

5 50A

ALL PRICES

‘Superior Sustems Lid.

1178 West St, Sheffield S1 4ET. Tel.(0742)755005

VIC 20 computer

VIC cassette deck

VIC printar

Single disk drive

Programmears aid cartridge
Machine code cartridge

3K RAM cartridge

BE RAM cartridge

16K RAM cartridge

Joyatick

Paddies iy

Intra 1o basic par |

VIC revealed

Getting acquaintad with the vIC 20
VIC programmers refenence guide
VIC games ROMS, various from

CASSETTE SOFTWARE
Pack Man (high resclution)
Submarine

Gunman (high resalution)
Maval batile

Space Invaders

Fire Trik

Alien Wars

Head On

VIC Cube

Crazy Balloon

. Y . S

"VIDEO GENIE

Gene | computer

Genke || compstar

EG 3074 axpansion unid
EG 3071516 16K RAM card
EG 301532 32K RAM card
EG 400 single disk drive
EG 400AT dual disk unit
Calour board for Genie LI
SK2 sound kit 3

Dust cover Tor Genig Vil
EG 602 Genie printer

SOFTWARE

Aguire buginess Qame
Bl nuclear bombar pilot
Conflict 2500

Midway Campaign
Morth Atlantic convoy
Mukewar

Planet Miners

Tanklics ’
Adventures (various titles)
Agdventure Samplar
Alian Armanda

Android Nim

Asterowds

Accel 1| basic compiler
Batthe of Britain

Prices and offers were
publication of this magazi
effort will be made to meel

EXCLUDE VFHT may fluctuate and we wo

P&P+VAT
Total

telephone before ordering

| it Name

Address

£

f

£. 24
f

£

£ _| Code

285 DOE
295 DOE
199.00E
91.50C
128 80C
215.00E
176 00E
35 008
T.80A
5.008
210.00E

11.278
9 538
9538
9 538
9 538
5 538
9 538
13.88C
11.87 sachB
B.758
B.758
B. 758
#. 758
39 95C
13.508

prepared many woaoks beafore
me., and whilst avery poOss
our offers, in Some CBSES, Proes
uld advige you 1o confirm Dy

Tel
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It's halftime in the semi-final
against Czechoslovakia and
you're 2-0 down.

As the team troop back
into the changing rooms you
wonder whether you should
change your tactics. The 4-2-4
system you elected to play
seems to be giving the
Czechs a lot of possession in
midfield and your sweeper
has been caught out twice by
their tendency to hit early
crosses to their centre for-
ward Nehoda — who scored
both the goals.

You seemed to have the
easier task too, for in the first
semi-final West Germany and
Brazil — two of the teams you
had fancied for the title —
had battled to a 2-2 draw,
with Brazil romping through
52 in extra time.

Luckily you had the fore-
sight to get your scouts to
compile a thorough dossier

BY TE

RRY ALLEN

on Brazil and there ought to
be no surprises when you
meet them. Perhaps you'd
have been better off sending
a scout towatch the Czechs.

Well you'd better pull
another player back into mid-
field and also try to close down the
Czechs’ space in the centre — Panenka
has been controlling the midfield.

And what about a substitution?
Several of your players have been
giving away possession .

It's not as though you havent had
chances, Morley was closest rounding
two defenders before he shot wide, if
that had gone in. ..

WORI

RUNS ON A SHARP MZ-80K IN 26K

World Cup Manager sets out to give
you all the frustrations of sitting on
the bench when the national side you
manage go a goal down 20 minutes
from time in a crucial match.

And hopefully, with some careful
attention to tactics and good substitu-
tions in critical games, it should give
you all the elation of guiding your
country’s team through to the cham-

I A3l 4 DA A FI A I G204 T, DB, TG . PACd s, FC24 D
S DIM SRCA . HIC 2 B2 . MeE -4, TH S 30 TR T T3 (3, 30 T4 3, T T4E( 20D
5 L=l BEd4=i1
DEF FHE s [HTORMD ] peb o+ ]
16 DI AFC245:0I0M Foo40D0M H1C3. 3
12 DIN A1CS:33DIM Mic24, 21 »20IM M2524
14 DIM TSC240. Tel240, TRi24). T3 24)
16 DIN SSc243.536C24 0,57 (24, 29¥(1 2
S DIM ALECSr . R28C90, 0201 ]
28 DATA BRAZIL  ARGENT [HA. I, SERMANY . YUGTESLAVTH
T8 DATE HUMGEEY s BELGIUM: I TaLY - POLAND . FRANCE
A3 DETE CZECHOSLOUSK [H. SPRIH. ENGLAND . SCOTLAMD » M. IFELAND . FERL
=0 DATE AUSTFIA.CHILE. "EL SALUVALOER" . HOMDLURES
Sh DETO SLGERID.H. TEELAMD: CAMERDON KUWMSI T-RUSSIA
> DATE 1-1-8:1-2: 1. 1.8 S L e T e
4 CRTA HITS THE EALL ToO FAR AHEAD OF "." 'S PASS I5 MISCONTROLLED BY *®
& D@ETA LISEE THE EQLL TH 9 MISUMDERSTRHDING WITH "." HITS A LONG BALL TO "
arTa SHESES WIDE T
: TA" CROSSES 1O FLAYS A HIGH BALL T3 "." COLLECTS A FASS FROM '
| Lo |
T2 DATAY I3 SENT Ailety & ' IIHS A FREE KICK FROM ®." MOUES IMSIDE "
(s SHERVES FRET “." LUMMIES " ELMS ROUND “." RBCES FPAST *
- ATAH SHE LGS F CHELLEMWGE FROM “
& HTA E ] 5 FRSD - UT OUT BY *
3 i T F - EEET =Y EY
HTH . T 1S 15, T30, 550 300, 15 15, 09 383 38 15:2
ST =5 ¥ I_' & i i ?
RTE CHIF FOF GOAL 15 HERCDED SuEY BY "." LOSES THE BALL TO “
= AT TRCKLED E DLLEY IS FUNMCHED CLERR BY '
€ [ATA FIEFCE CFRIVUE I3 WELL SAUED BY ™
DETH ETSE THE BALL IDE ", " RIOUMDS THE “KEEFER AHD MISKICES"
LT EQTS TWO CEFEHDERS AHD SHOOTS WIDE".® STUMBLES AWLD LOSES THE BARLL"
RTH HIF F GOREL FIME THE BRHCE OF THE MET". ELASTS THE EBALL HOME"
CATA OLLE INTO THE FOOF OF THE MET®." TAFS THE BALL IN FROM 5 YARDS"
184 DATA HIT= A LOW SHOT [WTO THE HMET"."“S SHOT BOUHNCES UMWDER THE KEEFER"
l8s [RETH = EOFT SH0T IS DROFPFED BY THE KEEFER®. LETS FLY WITH A LOWG SHOT®
iBS CATH TEFRS INSIDE THE FULLEBACE.ROUMES THE KEEPER AHD SLOTS HOME"
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pionships of the 1982 World Cup
Finals.

The game runs on a Sharp MZ-80K
in a massive 26K but is packed with
REM statements and there is not a
PEEK or a POKE in sight so transfer-
ring it to another machine should not
cause too many problems.

It will let you manage any of the 24
countries involved in the 1982 World
Cup but expect to have a more dif-
ficult time if you pick El Salvador than
if you choose Brazil.

It invites you to enter your team and
then publishes the draw for the com-
petition with initially six groups of
four. Set out the countries you think
will be stumbling blocks to your con-
tinuation in the competition and send
off your scouts to watch them.

Remember you can get through by
finishing second in your group so it
may not be necessary to watch all
three teams in your group. The first
game comes up and a dossier on the
opposition is printed out. Pay careful
attention because you will have to
find good tactical answers to the
opposition’s ploys.

There are other considerations too,
choose your formation carefully and if
you need to boost your goal difference
to qualify, try to manufacture an open

game. Tumn to page 35




183 GOSLE] 1862 638 GOSUE 9708
1

3 GOELEL 1aT0 635 GOSUE sB0G
1% GOSUE] 1934 652 GOSUE Soo8
196 GUSLE 11110 654 GOSUE S108
208 GOILE 12168 656 GOSLE 2966
213 GOSUE 5400 £58 GOSLE S2eE
220 GOSUE 12200 s60- GOSUE 4268
o8 6lsUe 12615 sl GOEUER To66
78 PRINTE" 662 GOSUB J208
280 PRINT*PLERSE CHOGOSE VLR TEAM" sel GOSUE =908
25968 PEINTHENTER & HUMBER FROM THIS LISTY eed IF EZE1 THEN B2=K2Z:B3=X]

=i 665 IF E1XE2 THEM B2=X1:B3=X2Z
S35 GOSUE

{295 G656 PRIMTEE":PRINT"CONGRATULATIONS TO ":R$(B2)
38 BEUB 1358 Be7 PRINT"1982 WORLD CUF WIMHERS™
B2 GFOSUB B0 68 EMD
j88 FEIMT "E" 669 PRINT "E"™
418 FREINT "YOU @ARE MOMAGER OF "tRFCT) &7 FPRINT "NOW ¥YOU MUST HAME YOUR TERM "
420 PRINT “YOUR ARIM I35 TO WIN THE 1382 WORLD CLF® ed8 DIM K$(125
445 BOSUE 9370 g4 FRINT "KEY IM THE PLAYER'S HAMES AS FROMPTEL®
48R FOF I=1 TO & 7o8 DE¥="GOALKEEPER ":I=1
493 S=0 TS G0SUE 14008
Sag Y=FMAC24 718 FOR I=2 TQ S
518 IF GOV < >OTHEN G0TO Saa 728 [$="DEFEMDER "+STR#(I-1>
515 =5+ TIa GOSUE 148068
1 5i8 bive=] 748 HEXT 1
4 528 M(l.5)=Y o8 FORE I=6 TO B
530 IF 5=4 THEN GOTOSSH 760 D¥="MIDFIELD FLRAYER "+STR$(I-35)
S48 GOTO Saa fra GOSUE 14008
1 568 MEMT 1 7HA MEXT I
2 PRIMT"E":+"THE DRAW 15 AS FOLLOLS™ 798 FOR I=% TO 11
564 PRIWNT™ " 208 DF="STRIKER "+STR$(I-8)
570 FOR I=1 TO 3 gla GhsUe 14080
575 PRINT " * 28 HEXT I
£88 PRINT “GROUF “:STRECI:TRAB(26): "GROUFP ®ISTEFCI+3) 22 DE="SUBSTITUTE “":I=12
2 PRINT * v &M GOSLE 14008

RETLIRM
EHD

o8 FOR J=1 TO 4
SO0 PRIMT AFCMCT, Jo 0 TABCZAM s AFCMCI+3, J0 0

G!B HE:'\I .1 FPIHT.' "
B2l HEMT 1 FOR I=1 TO 12
&25 PRIMT * * > IF w=1 THEW GOTO 1318

28 FOR I=1 TO S@20:HEXT I IF (T=1)®(T=12-12<*@ THEH GOTO 1318

IF T=I+12 THEW GOTO 1388

‘B

1306 PRINT TREC(ZED:STRECI+120+ ", "tRASCI+12D

1387 60TO 1329

1308 PRINT STRSCI s ", " A%

1199 GOTO 1320

1310 PRINT STRECI ", "1AFCINETABCZBNISTRECI+12): ", "rAFCI+12)
1328 MEXT I

1322 PRIMT" *

1324 PRINT"

1325 FETURM

1338 IMPUT"WHICH TEAMT":T%

1335 T=LEL (TS

1348 IF T<i1 THEW GOTO1350

1342 IF T»>Z4 THEN GOTO1358

“ 1344 GOTO 137@

{T5G FRINT "PLEASE TYFE A HUMBER BETWEEM 1 AMD 24"
1368 GOTO1I3G

1378 RETURN

5 PRINT "E"

3010 PRINT "BRRCELOMA Stk JULY 1982"

328 PRIMT " "

] T4 PRINT "WORLD CUP SEMI=F INAL"

1 Ip4@ PRINT * *

1 3042 PRINT R$(S8(1003" U, "EASCSBI3))
3 K3=]

3044 GOSUE 370

IPAS Ml=S8d 1) iX2=5803)
3846 IF X1=T THEHW 2
TH4E [F W2=T THEM Z=x1:G0SUE 99808:E1=C:EZ=EiGOSUE 4475:G0TO 3a52
3§58 GOSUB 4400

JB52 MZiX1r=MZik1r+1

53 M1 M1.E0mR2IML T 1T =ETaML (K]« 2Q0=E2

i BAS4 MZOHZI=MIZOH20+1

T RS MICM2.80=HIIML KT 1T30=E2 M1 (X2, 200=E]

IESE IF CX1-Tore(H2-Tr<>@ THEN GOSUE 9300

JBeR FRINT "B

3870 PRINMT “SEUILLE Stk JULY 1982"
88 PEIHNT " ©

T8 PRINT “"wWORLD CUF SEMI-FINAL"

#1868 PRINT "

3182 EZ=MEL=0

3184 PRINT AS(S8(20:i" U, "I1AFCSE(43)
3186 GOSUE 958

3187 Hi=S8(20162=58.04)

3188 IF ®1=T THEM Z=xZ:GOSUE 9890iEl=E:
3189 IF ¥2=T7 THEH Z=X1:G0SUE ZaBatEl=C:
i1l GOSUE 440m

112 M2ZCH1d=MZK1a+1

14 H2(E2)=M2{K2+1

TUIE MICKL-6=X2iMI KL, 130=E1 M1 (K], 20I=E2
18 MICKZ.60=X1tM1CKZ. 130=E2: M1 (X2, 280=E]
F12B IF (M1-TireiH2-Tri{»@ THEN GOSLEB 2998
J1I8 RETLUENM

E c:EOSUB 4475:60TD 3112

2=(
Z=R:G0SUB 4475:60T0 311
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PRINT “E"

FRINT "MADRID 1ith JULY 1982°

FOR I=1 TO &

mINT # "

NEXT 1

FEINT "1982 WORLD CUFP FINAL"

PRINT "s=== =s=s=== === =ma=s"

PRINT ASCHICII»" U, "fASCHLC2)D

GOSUE 9938

GOSUR 9938

mlh‘T |IEII

Ei=@iE2=8

Wi=M1 (123 R2=N1(2)

IF ¥1=T THEH Z=¥21GOSUB 900@:E1=B:EZ=C:G0TO 3480
IF ¥2=T THEW Z=X1:G0OSUB a@@e:El=CtE2=B:80TD 3400
GOSUE 4488

FETLRM

REM CHECE IF YOU‘RE PLRYING

FOR I=1 TO L&

IFEMCT  H2Z)=Trw(H{ T, AZ3-T>=8 THEN GOSUE IS8Q

HEST 1

RETUEN

PEM GET SCOUT S REFORT

D=0

[F (7=511#(Z-S2)w(2-530k(Z-54)=A THEN [4=]

IF D4=1 THEM J#="¥0UR SCOUTS HAVE BEEM WATCHIMG "+A$(Z):GOSUE 15088

I Emd

IF D4=1 THEHM GOSUB 9398

7 GOSUB 8400

FETURM

3 REM SLOT IM UBLUE OF OPPOSITION
) IF MiI:HZ2<>T THEH 2=M{1.H2>

IF M{I.H2»=T THEM Z=M(I.RZ»
GOSUB Sean

i RETUEM

REM TYPE IWN OPF OsSITION TEAM
PEINTE":FRINT D) YOU WISH TO TYPE IN THE OPPOSITION
[NFUT"TYPE % OR H  ":D3#

PLAYERS © MAMES?"

» IF ASCCLEFT$ID3#,12»<>89 THEN GOSUB 1257@¢ RETUREH

FOR I=1 TO 12

= PRINT"TYFPE IN THE HAME OF PLAVER":I

y PRINT RECSSC1233TRBC16DS "W,

B PRINT A$(58(22 23 TABC16I: "L,
2 FOR I=1 TO &

IMPUT Z9$C1)

HEXT 1

EETLIEH

REM SEMI-FIMNALISTS

SBC1I=TS¢)

B RETLRM
3 PRINT “E"

B PRINT “1982 WORLD CUP SEMI-FIHNALS"
5 PRIMT

imgms =—==8 === —=sEaEs====a”

FOR I=1 TO 4

FRINT

NEXT 1

"rRFE(SB(TN)
FOR 1=1 TO 4

PRINT * "

HEXT 1

“IAFCSB(42)

PRINWT * ™

5 HEXT 1
B GOSLE 9988

FETIRN

REM PLAY SEMI-FIMAL,FINAL

FOR I=1 TO 9@

IF RMD(1)86-90THEN GOSUB 4600

25 IF I=45 THEN GOSUB 43008

IF I-18=IHT(]
HEXT 1

180 THEN GOSUE 4200

3 IF El=E2 THEN GOSUB 4780

PRINT "FIHAL SCORE "
FRINT AFCX103EL1:"™ "1AS(H2MIE2

| WE=hS+1
. IF U=1 THEM RETURM

IF E12E2 THEN H1(WS5»=X1

IF E2>E1 THEM H1{WSH=x2

RETURH

RT=RMDC1)

PF_-IHT HEII

RasR{x1 3/ (RCEL p#R(KZI D

IF R7=R3 THEM 4688

IF E7<{R39 THEH 1$=A%{¥1 )+ HAUE SCORED BFTER "+STRECI ¥+" MIMUTES®
IF I=1 THEH J$=LEFT#${J%:LEH{T$)-12

IE B7<FS THEN GOSUEB 1S@ea

IF F7<{F9 THEHN El1=El1+1

IE BE7>RS THEN Js=R${H2)+" HAUE SCORED AFTER “4STRECI 24" MIHUTES®
IF R7:R9 THEN GOSUE 15088

IF R7:P9 THEM EZ=E2+1

GOSUB 9330

FETURN

PREINT "E"

PRINT "GFTER EXTRA TIME"

B4=FHRC2)

IF R4=1 THEH El1=E1+FHALI}

IF R4=2 THEM E2=EZ+FHA(3)

GOSLE 29930

FETLIEN

PRIHT IIEII-

PRINT "SCORE AFTER “: 13" MIHUTES "$"t™
PRINT ASCKLII:" "1E1:" "sAS(X2)7" "1EZ
@ise 9959

RETLEN

m P.RIN_T W

4318

PRINT "HALF TIME SCORE:"

Continued from page 33

Then it's out of your hands and the
two teams are up against one another
with a running commentary of events.
Keep a close check on which of your
players seem to lose possession and
play badly, these are the one’s you
will want to substitute. A good sub-
stitution will improve your play — a
bad one will give the opposition more
chance.

Also watch for which team is gain-
ing the most possession in midfield —
you may need to change your forma-
tion or tactics here. Check on how the
goals are scored — it could be import-
ant to tighten up your defence to
certain situations or to find out which
of your own attacking ploys is paying
dividends.

Half-time comes around and this is
your chance to change your tactics if
you have noticed things going wrong.

At the end of the day, win, lose or
draw, you will have to sit back and
watch the other results of the day
being typed out and see if your predic-
tions are coming true.

And on you go, hopefully towards a
place in the final.

The game is run on exactly the
same lines as the World Cup with the
winners of Group 1 going into Group A
and the runners-up into Group C;
Group 2 winners into Group B and
runners-up into Group D; Group 3
winners into Group A and runners-up
into Group C; Group 4 winners into
Group C and runners-up into Group A;
Group 5 winners into Group D and
runners-up into Group B; Group 6
winners into Group B and runners-up
into Group D.

The first semi-final is between the
winners of Group A and C and the
other between the winners of Group B
and D.

=
wed
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FOR J=1 TOJ1-1 BE5A -MEST I

IF PSCTP2c ]+l THEN GDSUE 7808 BES2 PRIMT" ¢
IF P2 Ja=P3{ I+l THEM GOSUE 7708 2554 GFOSUE 99005
HEXT J BEE0 RETUREM
IF F2=1 THEW S0TO T&&& 2678 REM SELECT TRCTICE
RETURH 72 PRINT"E"
FEM TEST GOAL DIFFEREMCE BE7S PRIMT"WHRT FORMATION SHALL WE FPLAY BOSS?®
IF DECI»<D8(J+1> THEM GOSUB TE80 feE8 PRINT®
IF DECI =D J+1) THEW RETURM 8685 FOR F1 =1 TO 3
IF F<Ja{Fa(J+l» THEN GOSUB 73868 293 GOSUE S830
IF FS(J»{>F5¢J+1 3 THEW RETLRM 8693 PRINTELrY “ICH
IF FHMA (2:=1 THEM GOSUE 7808 8788 HEXT F1
§ RETURM BYRZ PRINWT® ™
REM SWRP TEAMS FOSITIONS 8705 GE0EUE 9958
FI =To{JriToJp=T9¢J+1 11 TO( J+1 y=F3 8718 F(Tar=E37
F3 =F9cJrsFaa=F9cJ+l e FI(T+] imF3 8712 PRIWT" =
F3 =ASCT A9 Ti=Aa{ J+ L e A9CT+] d=F3 715 PRINT"WHAT ARE THE DEFEMSILE PLANS BOSS™
FI =D Jr:paC Tr=0aC T+ 1 DRC T+ I=F 3 2778 PRINT" *
EX =0I{ D Ival9 J+1 i D J+1 )=F3 8725 FOR FlL =1 TO 3
FZ =P Jos P =P T+l st POCT+] )mF3 2738 Bs0sUB STE0
FI =W )izt Jo=bii J+ 102 J+ 1 0aFE S87I% PRINTFLII" "iC#
FI =Q{ 00 TmQi T+l oGl T+10=F3 8748 HEMT FI1
F2=1 gr42 PREINT® "
RETURH 8745 GOSUE 9958
FEM PRINT LEASLUE POSITIONS B747 PRINT® W
PRIWT ™ * B7SE S5(TI=EP
Fs="F *:1@A4¥%="Q " S755 PRINT"WHAT ARE THE ATTACKIMG FLANS GLAI?Y
IF We=6 THEW Bf=CHE£:I+d43) 2768 PRINT" ™
IF W&=4 THEH Bf=CHREF(I+&4) &7¢S FOR F1 =1 TO 3
FRINT "GROUF ":B$:" LEAGUE TAEBLE® arve GOsUB 5580
FOR J=1 TO J1 8775 PRINTFI:" “i(%
IF F9{J233 THEN F#="F " 8788 HEXT F1
6 IF R9{J>>9 THEH Rd¥=" R " gvez PRINT" "
HEXT J 8785 BOSUB 99:5
PRINT " " ars@ PRIWNT" "
PRINT TREBCZ28:" F W D L “iFEiA4%; "Pts. " ares Se(TIi=E2
FOR J=1 TO J1 8888 FRIMT"WHAT IS5 THE MIDFIELD SCHEME BOSsS?™™
Pag="":P5g="" geaz PRIMT" "
LO=0 3= Jh=DrSi T &894 FOR F1 =1 TO 3
IF F#="F " THEN GOTD 7958 a88s GOSUE 3658
IF A4%=" A " THEH GOTD 7994 2288 PRINTFL:" ":Cs
YIS=STREC T+, "+AS(TRCTID B818 HEXT F1
S PRINT Wif: TABCZA QI W I i DICT s LI PRI FICT i PSH; 812 PRINT" "
FOCTIrs™ “:P9(T) 814 GOSUE 990
7943 IF We+J-5=0 THEW GOSUE 4800 g81e PRINT" ™
7944 IF WE=4THEH 7358 2818 S7(Ti=E9
7946 IF J<3 THEM GOSUE S900 8820 PRINT"WHAT IF WE GET A FREEKICK UPFIELD BOSS?"
7250 MEXT J 8822 PRIWT® “
7351 1IF We=5 THEW 7356 8824 FOR F1 =1 TO 3
7952 IF I<4 THEN 73985 28826 GOSUE S<480
7954 GOTO 7966 BEZE PRIMTFiI1" “iC¥
{956 IF I<3 THEM 7383 BE3E MEXT F1i
FORG IF (I-dwe([-Si=@ THEW 7985 32 PRINT" "
TR PRINT "PRESS RMY KEY TO COMTIHUE" 8834 GOSUEB 338
Tare GET Z# 8835 PRIWT"™ "
TR IF Z#="" THEW GOTO 7370 BRIZ TS(Ti=ER
7985 FETURN 8840 PRINT"HOW DO WE DEFEMD AGHIMST A FREEKICK ™

7998 IF F9<¢J»<18 THEN P4g=" "
7992 6OTO 7937

7 IF A9¢I»<1@ THEM FPSg=" "
Ta9%:8 GOTO 7948

5308 Kl=4:k2=5:T1=3

218 FOR I=1 TO 4

8320 FOR J=1 TO 3

BET8 MCI. JdmEZEC[.J2

8348 MEXT J

8350 HEXT 1

B35 RETURH

84088 BREM SCOUT “S REFORT

BdlZ PRINT*FROFILE ON "iA%(E):PREINT"
2414 GOSUE 3500

Bd415 PRINT" *

8418 Fi=SS{(E}

8420 GOsUE SToa

!l
i

8425 PRIHT™ "
8430 PRINT "IN DEFENCE THEY":C# 8842 PRINT" *
B432 PRIMT™ " gBdd FOR F1 =1 TD 3
8448 Fl=Sn(E)1GOSLUE 5550 gBde GOSUE Se20
8458 PRINT "IN ATTACK THEY USE THE":CS$ £848 PRINTF1: " “:iC$
452 PRIHNT" * BaSH NEXT Fi
Ben Fl=SPiE i GOSUBR S&38 8552 PRINT® *
8478 FRINT "IN MIDFIELD THEY":C# 2854 GOSUE 9946
8472 PRINT® = 2896 PRINT"
8477 IF D4=@ THEN BOSUE. 99680 RETURN 8855 TE(T)=E2
8428 F1=TS5(E):GOSLE 5480 BREE PRINT WHAT SHALL WE DO
8422 PRINT "IN FREEKICKS AROUMD THE BOX THEY USE G":PRINTCS WITH OUR CORMERS2™
B4 Fl=Te(E):GUSUE S&&d BBSZ PRINT™ "
008 FREINT “AND DEFENDING AGAIMST FREEEICKS THEY':PRIMTCS 8864 FOR F1 =1 TD 3
IPRINT" " 8866 GOSLB 5538

S8 Fl=T7<Er:GOsSUE 5530 8858 PRINTF1:" “iC#
8528 FRINT"FROM A CORNER THEY":C$ 5878 MEXT F1
BEIO F1=Ta(Ex: GOSB 5730 8872 PRIMT" "
BS48 PRINT"WMHEN FACED WITH A CORMER THEY":FRINTCS&:iFRINT" * 8874 GOSUB 998
BS5R Fl=F(E,:B0SUR S378 BRTE PRIWT" " i
: BSE0 FRINT"THEY HORMALLY PLAV":C$:"FORMATION" 8B7E T7<T)=E%S
BSe2 FRINT" "
G965 BOSLEY 68
8570 RETLIRN .
SRR REM FPRIMT FPAST RESULTS
2685 IF MZ E =BTHEN EETURN
BEll PREINT" "
8628 FRINT"RESULTS S0 FAR IMW WORLD CUP™

ge PRINT" *
BESE FOR I=1 TO M2<ED - N
G648 PRINTASCE*MICE. I+7T02" "tAF(MICE [23IMICE: I+14) 'f— ed

- .,
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8879 PRINT"WHAT ABOUT THEIR CORMERS?"
geee PRINT®

8851 FOR F1 =1 TO 3I:G0SUBR S73@
BEE2 FRINTFI:" ":iC¥

8883 MEXT F1

SEE4 PEIMNT" *

8885 GOSUE 9960

2886 PRIMT" =

8888 TR(T)=E9

g889 RETURM

5508 0N [ GOTO 5910.8920.2930, 8940, 5950, 8960
g985 RETURN

8910 IF J=1 THEWG2¢1.1)=TS¢J)
8915 IF J=2 THENGZ2(3,1)=T9LD)
g918 BOTO 5995

8920 IF J=1 THEMG2(2:1)=T9¢I)
2925 IF J=2 THENG2(4,])=TS(J)
8922 GOTO g%85

g§938 IF J=1 THENGZ(1.2)=T9(J)
8935 IF J=2 THEMG2(3, 2)=T9¢L)
5938 GOTO 8905

8948 IF J=1 THENG2(Z. I)=T9(J)
95 [F J=2 THEWGZ(1,3)=T3(J)
8948 GOTD 8985

8950 IF JT=1 THENG2(4,Z2)=T9(J»

IF J=2 THEHG2(Z, 2}=T9tJ:-
GOTO 5905

IF J=1 THEMG2(Z.3)=Ta(J)
295 IF -J=2 T%EHJ)-HU}
#9658 GOTO 8985

980 FEM PLAY GAME

01 PRINT"E"tPRINTR$C(T» 1" U,
WE2 B=0:C=01E4=0: ES=21 BG-B
03T GOSUB 3458

o4 GOSUR BETE

9paS G0SUB IB08

Bl TI=0:74=0: W1=0

12 Kd=T4(S7P(TH, 87(222+38
W15 MI=R{TItWd=R(Z)

016 WI=WS+2eHL (F(TH, FO(22 deldd=tid+20H] (FC(Z20, F(T)d

ST FOR I=1 TO 11:U2<{]1)=D:HEXT I

W1 Ul=a

/19 PRINT"E":PRINT"THE FEF BLOWS HIs WHISTLE TO START GAME"
9828 FOR I=1 TO K4

Z1=T

IF FHACWI+U<S ) 2R(TY THEN Z1=2

IF Zi=T THEN Z&=2

IF Z1=Z THEH 78=T

G0SUE 2380
ZE5=" HAUE "
BOSUE 9700
PRINTE$(Z1 )1 ZE4;
FRINT" *

IF Z1=T THEN GOSUB 9768

IF Z1=Z THEM GOSUE 9788

JE=258+T4$(G] »+Z6%! GOSUE 15008

W92 FRIMT" ™

94 GOSUE 9938

208 24=22:23=21

@2 IF Z2=1 THEN Ul=U1+11UZ2CAS=UZCASI+1

118 IF Z2=2 THEN GOSUB 9380

IF I=22 THEN GOSUE |56800

HEXT 1

H=T:A=Z

FRINT"MOTHING ELSE OF SIGHWIFICAWCE HAPPEMS

DURIMG THE GAME"

3 PRINT" "iPRINT"FIMAL SCORE"

PRINTY "iPRIMTASCT>»:B:" "1ASCZIC

F2=B:P3=C

GISUB 9900

IF ¥3=0 THEHM GOSUE 7188:RETURH

IF B=C THEHW 9211 -

IF U=@ THEN RETURM

GOSUE 71001 RETURM

IF ¥S=1 THEN 922@

23=D:Z4=01K4=]15

=1 =

, PEINT"E":PRINT “"EXTRA TIME BEIMG PLAYED"

8 GOTOSG28

w5=0

PRIMT*E*:PRINT “PENALTIEZS WILL DECIDE THE RESULT"
J§=" SHOOTS WIDE"™

IF FHDC1Y ».%5 THEN BeB+1:Js=" SCORES FROM THE SPOT"
Te=K§< | +FNAC 180 »+J %5 GOSUB 15000

T§=" SHOOTS WIDE®

IF RMDC12>.5 THEM C=C+1:J$=* SCORES FROM THE SPOT"
Jg=79%¢ [+FHAC 102 3+ J§: GOSUB 15008

IF B=C THEMW %223

PRINT"F INAL SCORE *

PRINTR$CT:B: " “rA$(Z¥IC

F2=BiFI=l

GOSUE 9900

RETLRH

REM SCORING CHAMCE

Z4=1

GI=FHRL(T

IF 6148 THEN Z1¥=I:#%

IF G1>7 THEMZ13$=25%

ON B3 BOSUE 9358,37358, 9358, 9358, 2450, 9450, 9500
FETURM

9358 PEM HORMAL RTTACK

355 GI=FHAC 1883

360 IF TICSA(Z2TH, 8502805 »108-G3+E4 THEM 3488
9365 GOSLB 9375

2355 RETURM

"IASCZIIPRINT" "

“POSSESSION"

ea

9318
349

8375
380
382
2384
2385
9386
2387
388
389
2398
408
402
F44
485
406
2487
403

241
2415

GIaFMHRACS)

Z1F=21%+A1%(E3}

IF Z8=T THEN H#=" "+K#FC]1+FHRAC4.D

IF 28=2 THEN H¥=" "“+Z9%{ 1+FNAC43D

IF G3{4 THEN Z1$=Z1%+H#$

IF 53<4 THEH J¥=Z15!G0OSUE 15@00:Z2Z=1:RETLURN
IF 28=T THEM H$=" "“+K$(])

IF Z8=Z7 THEW H#=" "+Z29%(1)

IF G3<{& THEWH J#=Zi1§+H$:iGOSUE 15608: RETLURH

JE=Z 1$:GOSUE 15008: RETURN

REM GOAL I5 SCORED

PRINT = "

B4=E4+2.5

JE=Z 1 #+A2¢(FHAC9) ) 1 GOSUE 15888

FOSUE 9410 G0SUB 9448

IF I=k4 THEH RETURH

PRINT*FROM THE KICK OFF"®

RETURM

J8="1T“S A GOAL' "+RASLZ] i+" HAUE SCORED":GOSUE |SOSG
IF Z1=T THEWE=E+]

IF 2122 THEN C=C+] *

DZ=]+2

IF RND<C12>,
PRIMT® =
Z¥=" MIMUTES"

IFD2=1 THEH Z$=" MIHUTE"

PRINT “SCORE AFTER “fD2:i 2%

PRINT = "

PRINT R#CT»1B:" "1RFC(ZVC

Z2=1

RETLRH

REM CORMER

PRIMT" "iPRINT A%(Z1X™ WIN & CORMER™

m:HTlI -

IF Z21=T THEN Z1#=KF(S+FHA(E

IF 21=2 THEH Z1$=29%F(S+FNA(& )

Je="FROM THE KICK THE BALL RERCHES"+" "+Z1%

tGOSUE 1588

GI=FHAC | B>

IF T2(S6¢Z3),55(28)) 1 100-G3+B6THEN B6=B6+21G0T0 3408
BOSUE 9373

RE TLIRH

REJ; EET—IF'IECE

IF Z1=T THEH Z5#=Z3${1+FHNAC4 D

IF Z1=2 THEH Z5#=K&{1+FHR{4))

J=Z1%+" [S BROUGHT DOWH BY "+25#+".THE REF

AUARDS "+AK(Z1)

Je=J8+" A FREEKICK JUST QUTSIDE THE BOX":G0SUE 15008

PRINT"FROM THE FREEKICK *®

S THEN D2=Did=1

9530 GI=FHNAC10@)

S7ea
9710
a7rza
IrIa
9748

IF T3{56(23),55(28))>18@-63+E5 THEN BS=BS+2:60T0 5408
GO3UB 2375

FETURN

REM DETERMINE PLAYER TO PRINT

REM BRIMG OH SUB?

IF Wi=1 THEH GOSUE 9988:RETURM

PRINT"FRESS 5 TO BRING ON SUBSTITUTE"

PRINT" AMY OTHER KEY TO COMTINUE®
eET 2%

IF Z$="" THEN 9649

IF ASCCZ2#3{*83 THEN RE"I'?.I?H

PREINT"E"

Wi=1

FOR J=2 TQ 1|PRIHTJI" " KECTIIHENT J
FRINT® PLEI‘-HE TYPE A NUMBER FROM 2 Tﬂ n"

PRINT*TO INDICATE THE PLAVER TO BE SUBSTITUTED"
INPUT K

IF K*11 THENS&EET

IF K<2 THEN 9667

PRINT" *:Jf=K$<K)+" TRUDGES OFF TO BE REPLACED BY *
+K${1 21 GOS0 |S008

TR IKECKISKEC1 201 K$(12)=C8

WI=UZ+ (=l 1@ +LI2(K ) 2%2

RE TURN

REM DETERMINE IF POSS. REGAIMED

REM IF Z1<>1 THEM RETURH

IF 24<>] THEN RETURN

IF 23¢>Z1 THEN RETURN

Z8¢="_ REGAIN "

9758 RETURN

vl
9Pe2
TE4

I8
977
grr2
il
977E
e
I - ¥
9784
7E6
97E8
a7oe
9792
974
9796
9888
9818

REM GEMERATE 2 RAHDOM FLAYERS
AI=FHAC1G2+]

Za¥=K$ (A3

IF G118 THEHN Z6#=23F(FHAC18+1)
IF Gi>1@ THEN RETURN
Ad=FHEC 1@ +]

IF A4=HT THEW 9778

ZeF=K¥ (R4

RETURN

REM GEMERATE 2 RAHDOM PLAYERS
AS=FHAC18)+1

Z54=29% (A3

IF G1>18 THEN Ze$=K$(FHAC1@)>+1)
IF 51>18 THEN RETURHN
Ad=FNAC18)+]

IF R4=A3 THEN 979@

Z68=22%(R4>

RETURH
REM DETERMIME SUCCESS OF POSS.
G1=FHAC28)

9828 IF G1<4 THEW Z2=1

2838

9840 IF G1:17 THEM Z2=1

IF Gicd4 THEN RETURHN =y
ed
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FHSS
Fo
E70
S200
2305
9910
Fze
330
340
950
FIH
FIEA
TG

IF G117 THEM RETURH

g2=2

RETURM

FRINT "FRESS AHY KEY TO COWTIMUE"
GET Z#%

IF Z$="" THEH 99Q5

RETLREH

FOR U=1 TO 1288

HEXT U

RETLURHM

FEM IMFPUT MIUMBER FROM 1 TO 3

INPUT “ENTER A MUMBER BETWEEN | AND 3:":iE$
IF LEHC(E#3<>1 THEN 9998

9357 IF ASC{EF><49 THEM 93%a
9968 IF ASCCES)»S1 THEN 9930

9955 ES=UMALEf )

9958 RETURM

9933 PRIMT "PLEASE RE-ENTER"

997 GOTO 9964

1id62 FOR I=1 TO 24

11064 FCIi=THTCRMDC ] 3Z04+]

11066 NEXT I

11868 RETURM

11878 FOR -I=1 TO 24

11088 READ A$<I)

11698 MEXT 1

{1892 RETURH

11694 FOR I=1 TO 3

11895 FOR J=1 TO 3

11896 READ H1<I,J)¢READ BLCI.J)
11897 HEXT J

11898 HEXT I

11180 RETURN

11118 FOR I=1 TO 20

11128 READ T4$<13

11132 NEXT 1

11148 RETURH

12166 BREM GEMERATE TEAQM- S FATIMHGS
12118 FOR I=1 TO 3

Longer listings are best! That's the mes-
sage you keep drumming into us on the
telephone and by letter. Well, they don't

ager

Paul

come much longer than World Cup Man-
key it in. But for any Sharp owners who
feel it will be too risky or time consum-
ing to type it, a cassette of the game is

and can be bought from Sharpsoft, 86/90

and we hope you iake the trouble to

able from Sharpsoft. it costs £5.75

Street, London EC1.

12685
1261@
12615
12628
12638
12635
12648
12658
12668
12670
14008
148835
14816
14820
14878
14845
14850
14068
14878
l4ge8
148E2
14883
14025
14888
148e9
14090
14108
14118
14115
141208

29$¢1>=" THEIR GOALKEEPER *
FETLIERM

FEM GEMERATE GOALSCORING MESSAGES
FOR I=1 TO 9

READ AL$CD)

MEXT 1

FOR I=1 TO 9

READ AZ$(1)

MEXT 1

FETLEMN

FEM CHECK UALIDITY OF MAME

K3=46

PRINT O$: INPUT K$<1)

IF LEMCK#CI23>3STHEN PRINT “"HAME IS TO LONG PLERSE REINFUT™

IF LEMCK$<I3>>35 THEHM 14818
FOR Kl=1 TO LEMCKEC]2D
E2=RSCOMIDFCKFC] D, K1, 102

[F K2>9% THEN PRINT "OMLY LETTERS ARE ALLOWED-PLEASE RE-EHTER®

IF K2>98 THEW GOTO 14818
IF K2=32 THEN G0TO 1411@

IF K2+KI-98{3THEN FRINT"WHAT SORT OF MAME I3 THAT? FLEASE RE-ENTER"

IF K2+KI-90CITHEN 14018
IF K2=2% THEH 14118
IF KZ=45 THEHW 14116
IF KZ2=4& THEHW [4116

IF K2¢<65 THEH PRIHT "OHLY LETTERS ARE ALLOWED PLERSE RE-ENTER"

IF K2<85 THEW GOTO 14818
K3=k2

HEXT Kl

RETURN

15608 [F LENCJ$><=39 THEM PRINT J%
15065 IF LEH(J$3><39 THEWPRINT" "

15818 IF LEM(J$:<=32 THEH RETURH
19829 FOR J=3% TO 1 STEP-1

15638 IF ASCCMIDSCT$,J.120=32 THEN GOTO 15080
15648 HEXT J

15850 PRINT J$

15868 RFETURN

16888 FPRINTLEFT#{J%. 15

16810 J¥=RIGHT$CJ¥, LENCJ¥3=])
16828 GOTO 15060

ig08e PRINT * ¢

18818 PRINT“HALFTIME SCORE: "

1BB28 PRIMT A$CTH:B: ™ “:0$(2H3C

18638 PRINT“DO %OU WISH TO CHAMGE YOUR TACTICS?™
18648 THFUT 7%

18045 IF ASC(LEFT$<{Z¥.1>»=8% THEN GOSLUE 8670
18858 GOSUB 2548

188£0 FETURM

12128
12138
12149
12156
2168
12178
121588
12198
12288
12218
12228
12238
12248
12258
12268
12278
12388
12318
12328
12338
12348
12358
12368
12378
12388
12398
12484
12418
12428
12438
12448
12458
12458
124782
12488
12438
12588
12518
1252

1253

12558
1 2560
12578
12558
12590
12686

REII=THTORMDC ] pl@a+21
HEXT I

FOR I=4 TO 11
ReIJ=IHTCRNDCid*iBa+18
HEXT 1

FOR I=12 TO 14

R<1)=2@

MEST 1

FOR I=15 TQ 17
ROID=INTORHDG 1 ) 3416
HEXT 1

FOR I=i& TO 23
R{Iy=IHT{RMD 1 y%SH+11
HEET I
R{243=INTCRMD 1 0%225+11
RETLRH

REM MATRIX OF MIDFIELD FOSS.
FOR I=! TO 3

FOR J=1 TO
T4¢I:Ji=18
MEXT J
HEXT 1
Tdil. 1 1=5
T443: 3)=1"
REM MATRI® OF FREEKICKS TACTICS

FOR I=1 TO 3

FOR J=1 TO 3

READ TI1¢I.J)

HEXT J

MEXT 1

REM MATRIX OF CORMER TACTICS

FOR [=1 TD 3

FOR J=1 TO 3

READ T2¢1.0»

HEXT .J

NEXT 1

FEM MATRIX OF ATTACK TACTICS

FOR I=1 TO 3

FOR J=1 TO 3

READ TI¢1.J)

HEXT J

HEXT 1 s

FEM GEHERATE OPFOSITION DEFAULT MAMES
FOR I=]l TO 12

29% Ir=* HO. "+STR#CI)

HEST [

i

Ll
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MICHAEL ORWIN’S ZX81 CASSETTES

CASSETTE ONE for 1k ZX81

“I had your Invaders'React cassette . . . | was delighted with
this first cassette.”
P. Rubython, London NW10

| have been intending to write to you for some days to say
how much | enjoy the games on 'Cassette Ong' which you
supphied me with earlier this month. Please let. . . into the
secret of your first time load every time!"'
E.H.. London SW4

Just two out of over 30 unsolicited testimonials

Cassette One 1k machine code programs:

React, Invaders, Phantom Aliens, Maze of Death, Planet
lander, Bouncing Letters, Bug Splat.

tk Basic programs:

| Ching, Mastermind, Robots, Basic Hangman PLUS Large
Screen versions of Invaders and Maze of Death, ready for
when you get 16k.

Cassette One costs £3 80

CASSETTE TWO
Ten games in Basic for 16k ZX81

Cassette Two contains Othello, Awari, Laser Bases, Word
Mastermind, Rectangles, Crash, Roulette, Pontoon, Penny
shoot and Gun Command

Cassette Two costs £5

CASSETTE THREE

8 programs for 16k 2X81

STARSHIP TROJAN

Repair your Starship before disaster
strikes. Hazards include asphyxiation,
radiation, escaped biological specimens
and plunging into a Supemova.

STARTREK This version of the well known Space adventure
game features variable Klingon maobility, and graphic photon
torpedo tracking.

PRINCESS OF KRAAL An adventure game
BATTLE Strategy game, for 1 to 4 players.

KALABRIASZ World's silliest card game, full of pointless
complicated rules.

CUBE Rubik Cube simulator, with ‘Back step’ facility

SECRET MESSAGES If you are spying for the KGB, why not
throw away those incriminating code books, and buy this
innocent looking cassette? This message coding program is
txlp gexi |f

MARTIAN CRICKET A simple but addictive game (totally
unlike Earth cricket) in machine code. The speed is variable,
and it can run very fast.

Cassette Three costs £5

Recorded on quality cassettes, sent by first class post, from:
Michael Orwin, 26 Brownlow Rd., Willesden, London NW10 9QL (mail order only please)

COMPUTERS FOR PEOPLE

ViC 20 The expandable colour

\w ri\ compuier from Commodore. Comes
cormplete with leads and manuals £187
Program Recorder £44.95. VIC and

Recorder iogether £240,

ATARI 400 4 new generabon micro for famety

antertmrment and aducalion. Amaring sound and
graphics direct from your colowr T Y L 1
Atari 4004 £299.95. Program Recorder ‘—Ti
ESD

NEW Atari 400PCP. Unigue system includaes 4004; Frogram
Recorder; Power supply; BASIC cartridge; "Atari BASIL
book: all leads and manuals. £350.

ﬁ.Tﬂ.Hl BEH.] The achvanced, expandable
computer with all the features needed on a Business
computer plus a great colour, sournd, graphscs and
speed. £589.95 wilth free dust cover
Cassette recorder £50. Disk drive £345

CALL IN IF ¥OU CAN, OR USE OUR EXCELLENT MAIL ORDER SERVICE.
Same day despaitch. Please write your onder carefully or phone wus for
nformabonorder fomm. Callers welcome, Open 9 .00-6 00. Closed Thursday

BUY FROM THE PEQPLE WHO CARE.
All prices Inclusive of 15% VAT S
All pur equipment 15 covered by the unigue Personal Computer Palace

Service Scheme, which provides free instaflation, one years parts and
labour guaranisss and oplional mamtenance coniracts

D

PERSONAL COMPUTER PALACE

4-6 CASTLE STREET, READING, BERKSHIRE.
Telephone: (0734) 589249

CROYDON MICROS

**IN STOCK **

£477

ELECTRONIC
MAGNIFICENCE
Personal
Computer

s

Over £50 worth of FREE progs. including BASIC
tutorial, 10 games, home finance and GEMINI
tape database.

01-689-4349

NOW IN OUR NEW PREMISES
20/28, Whitehorse Road, Croydon CR9 2ZNA

ALSO — RC1500 Pocket Computer —
£145.

COMPUTER & VIDEO GAMES
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FINE ART OF
SPACE
FIGHTING

ez 1)

You can journey to the stars, PN

"_ P

with Gamestape 2, which has §

unravel the mysteries of the
pyramids or become an artist

three 16K programs for the ZX81.
First on the tape is Starfighter

The enemy are trying to des-
troy your civilisation. You must
stop them by flying your Star-
fighter and shooting them down
with your lasers.

The screen displays the view
from your cockpit with stars and
a firing cursor in front of you. The
cursor, your laser sights, are con-
trolled by pressing keys one to
ning, while the zero key fires the
laser

This layout can be confusing
until you get used to it. | used a
stickly label on the keyboard to
remind me of the keys that give
the diagonal moves, one to four.

The enemy starships are
shown as H, X and 0 on the
screen. Each has a different
score value. If you can manage to
hit twenty of them before your
energy runs out you get a replay.
| would have liked to have seen
two or thress starships on the
screen at once or see them fire
back to liven the game up a bit.

Second on the tape is Pyramid

the classic puzzle where a

It is not often that a game that is
entirely different to any other on
the market makes an appearance,
but | believe that Microtrain is
one of these rare creatures.

Imagine that you are back in
your childhood with hundreds of
pounds worth of electric train set
to play with then you get the
basic idea of Microtrain.

Depending on the memory
gvailable you can play with up to
256 trains with a combined
number of coaches/wagons of up
to 255. You are also allowed up to
255 controls, and this is where
the game gets interasting as the
controls may be set to react
depending on the conditions on
the track

The controls that you have
available are points, signals,

FULL STEAM AHEAD ON THE MICRU R#
7 s R

= >

.

~

T

pyramid has to be moved from A
to B via C piece by piece.

The pyramid shown on the
screen has nine layers and the
pads lettered A, B, C and a promt
are also displayed. Movement is
controlled- by pressing the
appropriately lettered keys, the
computer will automatically move
the top layer of the pile. This
game takes a very long time to
play, the suppliers reckon that
211 moves are the minimum.

Turning over the tape gives us
Artist. The usual “draw a picture
on your television screen” type

MICROTRAIN

speed and direction ot trains and
the stopping of trains for set
periods of time.

Obviously some of the realism
is lost in the limited graphics
available on the TRS-80 and
Video Genie, but if you accept
this you have an unusual and

program. However this one doeg
have some major differences
After you have finished you
drawing you can store it in one o
10 memories for retrieval later i
you wish,

If you own a Sinclair printe
the drawing can be copied on tg
it. The sticky label used in Star
fighter can also be used here as
the input commands are the
same.

This tape must be rated aj
good value for money and i
available from J.K. Greye Soft
ware, of Bath, and costs £4.95.

appealing game.

Be warned though, the auto-
matic controls are not easy to
master, something that is not
helped by the limited instruc-
tions supplied — maybe a
demonstration mode would have
helped. Once a suitable layout is

COSMIC ZAP

DUCKING AND
WEAVING UP
IN THE STARS

Cosmic Zap is one of the new
games for the Sharp MZ-BOK
from the London based firm
Sharpsoft. Written in Basic in
under BK it is fairly slow for a
real-time graphics game. How-
ever, the guality of finish is very
high with some nice trimmings
such as storing the top five high
scores and initials

The aim of the game is to pilot
your ship through space for ten
minutes using left, right and stop
controls to dodge asteroids
whilst trying to ram assorted
aliens with scores ranging from
10 to 100 points. After a while
asteroids start appearing in your
path and an alien you are about
to ram can suddenly turn into a
deadly asteroid. If you last 10
minutes, which is some feat, a
mother ship appears and uses a
tractor beam to draw you in for
docking.

At £585 all the Sharpsoft
games are quite expensive and |
do not feel that this game rep
resents such good wvalue for
money as say Asteroids -or
Stockmarket F. As far as | can tell
there are no good tactics in this
game of reflexes, although on the
whaole | found it guite good fun

achieved, the screen after screen
of track may be saved for future
loading.

Microtrain is available from
Premier Publications of Croydon.
It runs on a Tandy TRS-80 model |
or lll and the Video Genie costing
£16.95 for the disc wersion and
£14.95 for the tape.

L W
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SUPERMARKET

SHARP MZ-80K

LR Rl

SPACE DEFENDER 11K (M/C) £8.00

— each totally different. The first wave consists of
RAMSHIPS, the second wave drops bombs. If you
beat these, the third wave attacks, each saucer
hehind its own barrier, armed with homing and
fragmentation bombs and the dreaded E YES!!
Super Sound and Graphic effects — High Score.
KEITH OWENS
10 WAYVILLE CLOSE, LIVERPOOL L18 7LB

Tel: 051-T24 5563
o 00 -@

A fast arcade-type game, THREE waves of altackers

TR S80 — VIDEO GENIE

We have an exciting NEW range of
software games for your computer
and all at incredibly low prices.

Send S.A.E. TODAY for full lists to:- J.
T WILSON, (Dept CVG), 9 Cotswold
Terrace, Chipping Morton, Oxon

" ARCADE GAMES FOR ACORN ATOMS |
OMEGA MISSION : 12 .2
PUCKMAN 50
MISSILE COMMAND ©.2. 7 2

MICROMANIA -

RETAIL SHOP,
LEICESTER

FOR
ZX81
Accessories, Software, Books
MICROWARE
131, Melton Road,
Leicester. Tel: 681812

MONOPOLY

TANDY V. GENIE

* Computer challengeas you at Monopoly as a
playar

* For up 10 B players |including compuler

* Unigue system featured: whersby computar
dstacts the skill of bast player than adjusts its
skill automatically to match that playesr

* Computer's gama at highest leval s 'strong

* Every game differant, close, &xciting and chal
lenging

# Game daia can be saved on tape 1o continue
gamea at anothar Lime

* Eagy fool-proof entry ideal even for children to
il

= 2 yarsions of Monopoly included,. "Standard
as 1o rules. Fopular slight variation 10 rules

* Many, many hours of tun for all tThe Tam 1

On tape for the VIDED GEMIE and TRS-80. Mods 1

& 3. Level 2. 16k £9 98 inclusive,

COMPUTICS

MICRO S OF 1T

1 BELL LANE, WHEATLEY, OXFORD OX3 1XY

B0 COMPUTER & VIDEO GAMES

EXPANDING
MEMORY

The VIC-20 comes with 35K of usable
memory and serious users will soon have
to start thinking of expanding.

There is quite a choice about how you
increase your VIC's memory. Commodore
produces a memory expansion board which
plugs on to the back of the machine and
allows the user to stick in extra memory
cartridges.

The Commodore cartridges presently
available offer an extra 3K, BK and 16K of
RAM — £29.95 £44.95, £74.95 respectively.
The memory board connects to the VIC
expansion port, and has six ports to allow
the user to have all three memory car-
tridges, plus programming aid cartridges
plugged in at once, it costs £125.95.

Stack has a wide range of memory
expansion kits using a piggy-back tech-
nique. 3K costs £25; 8K, £82 and E69; 16K,
£124 and £99; 24K £167 or £129.

Stack also offers a special memary board
which allows the user to protect 16K of
memory so that programs can be kept in
while the machine is switched off. A bat-
tery keeps the programs in memory for up
to a year and with 19K of memory it costs
£198.

Stack Computer Services is at 290/298
Derby Road, Bootle, Liverpool 20, Mersey-
side.

Arfon Micro has a VIC expansion system
which allows up to seven cartridges to be
added on to the machine., The memory
expansion board costs £85 and the firm also
produces three memory cartridges. 3K
costs F26.04; BK, £39.09 and 16K £65.17 (all
plus VAT

Arfon Microelectronics can be found at
Cibyn Industrial Estate, Caernarfon,
Gwynedd, North Wales.

Beelines gives the user a chance 10
expand his VIC up to 35K and have a 40
column by 24 row layout compatible with
the viewdata standard. This expansion unit
costs £253. Beelines is at 124, Newport
Street, Bolton, BL3 6AB.

CHARACTER
DEFECTS

The main criticism of the VIC is the lack of
character space it allows on the screen.

The screen layout is 23 lines deep and 22
characters long. As a result the text seems
too clumsy to be pleasant to read and only
short areas of a program can be listed on
screen at any time. Each character is
formed by an 8 x 8 bit matrix, so in high
resolution mode there is a possible
176 x 184 points to play with.

Up to 16 colours can be generated by the
machine. Each character and the screen
barder can be one of eight different colours

The prospec! of a low-cost colour compu-
ter supported by a company of Commo-
dore's pedigree was the rich promise
offered to the personal computer public
last summer.

The promise was some time being fullil-
led as a large backlog of orders buill-up
while the bulk shipping of computers from
the German factories was delayed. But the
personal computer user is used to frustra
tions of this sort and waited patiently. Now
the VIC is rewarding that patience with a
quickly growing range of games and game
peripherals and a sales figure ol 15,000 a
month.

For your £199.99 (after VAT you will
receive the VIC computer complete with a
QOWERTY keyboard, a lead to plug inlo a
home T.V. and a power supply lead. If
comes complete with 3.5k ol usable
memaory.

The VIC's bright colours and graphics
are well suited to gaming and a dozen
firms are producing games software lor
the machine. The peripherals come from
just a few firms but there is already a wide
range. Names and addresses are laid out
below — if an address is missing it will be
included elsewhere.

Commodore is based al 675, Ajax
Avenue, Slough Trading Estate, Slough,
Berks. SL1 4BG.

and the background, one of 16 possible
colours.

Sound wise the VIC is eguipped with
four voices, alto, tenor, soprano and white
noise. It also offers a volume control which
ranges from 0 to a very loud 15.

Copying arcade games is usually a good
test of a computer's sound and graphic
facilities and the VIC produces some very
faithful copies. The range of graphics
characters provided by the VIC can be
supplemented by defining your own graph-
ics made up of 8 x 8 pixels.

Commodore produces a super expander
hi-res cartridge to help improve the graph-

Botanist, T.V. presenter and larger than
lite character, David Bellamy gets to grips
with some of the VIC-20's larger than life
gharacters on his T.V. screen.

A GAMES PLAYERS GUIDE TO THE VIC-20 se—
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'From West London’s
'mail order specialists:

ELatest
ispecial
offers:

48K Apple

12in Green monitor
12in Amber Phillips
monitor

Epson printer

ALL PRICES INCLUDE VAT

TWICKENHAM

| COMPUTER CENTRE LTD

72 Heath Rd Twickenham Middx TW1 42'W (01-892 7856/01-801 1612)

o e S S S el

£768
£115

£135
£399

e

ZX81 AD
€2: VOLCANIC DUNGEONHANGMAN £4.50

Al VOLCANIC DUNGEON: Rescue f you can, tha Elfin Princess Mythical
monsters, pits, fiery caverns, diminishing strength and water make your
guest anything but easy.

FULL 18K PROGAAM * * SAVE GAME ROUTINE * * SINGLE KEY ENTRY
Valcanic Dungean is terrific value and | would recommeand it 1o anyona.’”
Mrs. Thomas, Cormwall

B HANGMAMN: Delux version of the classic game. Play against an opponent, or

the computer's 400 word vocabulary, Good graphics

C3: ALIEN INTRUDER/HIEROGLYPHICS £5.00

Al ALIEN INTRUDER: You awaken to find you are the only survivor on the
Explarer Class 3 Starship. Can you escape before you also fall victim 1o the
Alian monstrosity that devourad the crew? There are many ways o end this
adventure but only one way to survivel
FULL 16K PROGRAM * * INTERACTWE GRAPHICS * * SAVE GAME
ROUTINE = *

Bl HIEROGLYPHICS: Decode the ancient 32 symbol alphabet in time o save
the famous axplorer, “"Wullie Makeit” from a sandy grave
EULL 18 PROGRAM * * ANIMATED GRAPHIC DISPLAY = © RAMNDOM
CODE = *

C4: WUMPUS ADVENTUREMOVIE MOGUL
£5.00

Al WUMPUS ADVENTURE: FOR 1 TO 4 PLAYERS!: Seak the famous creature
in the most dangercus Wumpus hunt ever. All the usual features ara there
SUPER BATS ** PITS ** TRHEMORS ** SWAMPS ** MAGIC ARROWS **
PlUs Eg._'.t.ng new features: EVIL GOBLINS that will try 1o sacrifice you to
the Wumpus. GIANT SERPENTS ** WUMPUS MUCEKE =* MAGIC SPRINGS
FULL 16K PROGRAM * * RANDOM & PRESET CAVE PATTERNS * * ¥0OU
CONTROL THE LEVEL OF DIFFICULTY * * GREAT FUN FOR YOU AND
YOUR FRIENDS * *

8 MOVIE MOGUL: Guide your film through the often hilsrious traumas of
production. Use your budget wisely and you may make a fortune. Success
depends on many factors and not just luck
FULL 18K PROGRAM =**

ORDERS: Plus 50p P&P or large S.A.E. for list to:
CARNELL SOFTWARE
4 Staunton Road, Slough, Berks. 502 1NT

The abowe are also svailable from: BUFFER MICROSHOP, STREATHAM
LONDON

COLOUR
ATOMS

Colour Atom (ATM3) £197.80

Acorn Atom ass. 5Kram 8Krom
+ new PAL Colour Encoder,
1.8A power supply and 4 free

Acornsoft cassettes
£43.70

£10.81
£115.00

New Colour Encoder (ATM25)
Acornsoft cassettes
BBC21 Upgrade Model A to B

Prices inc. of VAT and Postage
All items in stock — quick delivery.

ELECTRONEQUIP

128 West Street,
Portchester,
Hants PO16 9XE.
Tel: 0705 325354

SPECIAL OFFERS

Prices include VAT

NEW SHARP MZ-BOA Personal computer
48K Green screen, free software dust
cover. £5649.00

VIC 20 Colour computer and cassette player
£244.94. Free introduction to Basic worth
£14.95 + Free dust cover.

GENIE | £10 off — only £333.00. Free soft
ware and dust cover.

DAl 48K colour computer.

player. Free software and
£688.00.

Free
dust

cassetie
cover.

Veryman
omputers

—— 14 Edward Street, Westbury, Wilts
| " Tel.: 0373 8646441823764 %’”
' Phone for Credit details —

COMPUTER & VIDEO GAMES 85
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