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NOW FIND
A FRIENDLY
MONSTER .  .

Many people have complained
about the graphics capability of
the ZX81. No w the  seemingly
impossible has happened. You
can play high resolution chess on
a Sinclair

ZX Chess needs a few pieces
of hardware t o  produce t h e
graphics but the effect is really
startling. Th e  b o a rd  d isp lay
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
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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 o f
Peace i s  a  classic adventure
game. You must move around the
maze, entering se ts o f  move
co-ordinates, to find the objects •
of state. These include the Orb of
State, the Robes o f  State. and
the Sceptre —  and finally the transferred to  the next level of vampire ! To begin the game you
Sword of Peace. t h e  maze. a r e  given a series of four spells

The game is played on several T h e  monsters are divided into wh ich  you can use against bad
different levels. When you find t w o  catagories good and bad. monsters,
an object you are automatically Yo u  can actually have a  good Y o u r  first two encounters with

HOW THE KINGS AND PAWNS COME TO LIFE

need three pieces of hardware.
These are the Ouicksilva mother-
board, connector, and character
generator. The price  o f  these
items is  no t  too  high fo r the
effects 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 t ime  limits.
You get the option to  play black

r g m l , M •  . 1 1 • • • • •

Kuma Computers are really con-
fident about their new versions
of the three oldies for the Sharp
MZ•80K. They want to know who
the fi rst  person t o  beat the ir
Othello or Draughts is.

T H E  E M P I R E  S T R I K E S  O t h e l l o  boasts good qualityB A C K  c o l o u r  graphics representation of
the eight playing board and 64
double sided playing counters.

The game is between you and
Nero fiddled while Rome burned Th e y attack yo u r troops and t h e  computer. A s  we ll as the
— but now there is a chance for cit ies,  murder the people of your g o o d  graphocs the game also has
you to change that city's history. c it ie s and burn the buildings, a  quick response time and does

The Fall of the Roman Empire F r o m  those cities that escape n o t  keep the player waiting too
transports ycru back to  Europe t h e  Huns you may raise taxes to l o n g  when making a move.
during the dangerous days of 401 p a y  f o r damage done b y  the  T h e  Sharp version o f  Che-
AO. It allows you to play at being attackers. You can also replenish q u e rs.  o r Draughts, also has a
a Roman emperor for 30 years, yo u r battle weary troops, build- g o o d  response time. The colour
or turns. i n g  them up for another confron- g raph ics arg good, showing the

You have control o f the vast ta t ion  with the enemy. t r a d i t i o n a l  checkered board and
legions of Rome and the cities T h e  game gives you 30 years in p ieces.
that you have gained b y con- wh ich  to either rise or fall. You F i n a l l y ,  Casino is a new version
quest The people of those cities cou ld  find yourself reliving rather o f  a  game o f  Craps. Craps i s
must pay taxes to you t h a n  changing history. e s s e n t i a l l y  a n  American game

The only problem tha t  you  T h e  Fall of the Roman Empire wh ic h  is played in the glittering
have is the little matter of invad- i s  supplied b y  Program Power casinos of Las Vegas.
ing Huns, wh o  launch attack and runs on the Acorn Atom. The I f  you fancy yourself as a gambler
forces a t  you  f ro m Germany cassette  is available for C6 95 a n d  cannot afford the airfare to

011, JCL 1

good monsters are very advan-
tageous. Firstly, you are given a
direction metre. This te lls you
the number o f  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 w i t h  a  good
monster. It will give you a direc-
tion metre  wh ich  shows t wo
numbers. Th is shows you the
number o f  moves you need to
make in  each direction before
coming across the object. Com-
bined with the fi rst metre i t  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

or white using all the legal moves king .
including en passant. S w o r d  of Peace runs on the

ZX Chess needs 16K and is  ZX81 16K, and is available from
produced by Artie Computing and A rt ic  Computing. The cassette
is available at £1299. c o s t s  C6.95EVERY ONE A WINNER!
°THEW), CHEQUERSRIO CV

LA. then this game is for you. 5 ;
All three games are available

on cassette from Kuma Comput-
ers. Othello and Chequers cost t
E10.50 each. Casino is £5.50
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Acorn Atom 8K ,OPTI, SK ra m P.S.U . & Colour Bow
Atom disk pack.. 961( single  disk drive
Atom colour board
Atom games pack 1 1  1
Word pack ROM
Forth
Forth theory & prectice
B u si n e ss
Business book
Synthesiser •
tife  package
Desk dia ry • •
Database •
Utility pack I  •
Soft V D.U• •  • •
Peeko computer.
Maths pack I  & II
Word tutor
.Ad ve n t
u re sAtom chess •
Floating point ADM
B B.C. ROM pack
Magic book ,  •
B B C. basic programming book

199 00E
299 DOE
39 00C

•10,00 eachA
26 00A
1000 A
• .69SA
.11700A
, 9 5 A
.10.00A
10 00A
10 00A
10 00A
10 00A
10 130A
10 00A

10.00 trachA
10 00A
10 00A
10 00A

20 00A
• .phone

1.958
5 958

I
.

SHARP

010 BOK 14111(1 . . .
MZBOA l48K1 ,  . . . . .  . . . .
MZ81313 (641(I
Ar180 P3 printer for kft801(
MZRO 1 0  interface unit for kAZI101( .
MZBO Fs dual floppy disk for Sharp computer*
mzso EU interface unit for M10013 •
MZOO P6 printer for Ml130B
P C1211 poc k e t c om pute r
PC 1500 pocket computer „  • •  •
CE 121 cassette interface for PC 1211
CE 122 printer interface for PC 1211 •
CE 150 4 colour printer for PC 1500
CI 151 4 K upgrade for PC 1500

phone lur
heel

price
.360001

OS 001
SSO 00E
46 008

.409 00E
• ...119,500

139 000
11 268
6 0
8 3
0

125 0 0 0
3 9
1 3
6SOFTWARE

VVordpro word processor Rape! 3 9  508
Wordpro word processor tdiski   7 9 . 9 5 8
Apollo word processor itapral .   3 4  958
Databese 'cassette based!  2 9 . 5 0 8
W130 ca lc II . . .  .  . .  •  3 4 . 5 0 8
ZEN editor assembler 1 9  SOB
ZEN M OD i modifies Zen' 1 0  50A
ZEN DOS leditor assembler diskl . . .  3 7  508
ZEN disasse(flble, 1 0  5013
Program filing index • 5  SOA

Superior Sgslems
178 West St, Sheffield Si 4ET.Tel.(0742)755005

VIC 20

VIC 20 computer , .
VIC cassette deck •
VIC printer
Single disk drive
P rogrammers a id cartr ingt.Machine code cartridge
3K RAM  cartridge
RK RAM  cartridge
16K RAM  canincige

P
.
J
o
a
d
y
s
d
t
l
i
e
c
s
k

Intro to basic part I  •
VIC reveeled
Getting acquainted with the VIC 20
V IC pr ogr a m m e r s  re ference  guide
VIC games ROMS va rious from

CASSETTE SOFTWARE
Pack Man Ihigh resolutionl
Submarine . . . . . . . . . . .  .
Gunman ihigh resolution).
Naval ba ttle
Space I nva de •

ire Trek •
Alien Wa r*  -
Head On •
VIC Cube
Crazy Balloon

phone
31 090

200 001
344.351

30 3913
30 398
28 04039 ose
66 170

5 S2B
.11 7 4 8
.13000
10 008

7 958
$4 958
17 3 5 0

•

VIDEO GENIE

Genie I  computer
Genie II computer
EG 3014 expansion unit
EG 301516 1 (  RAM  card
EG 301532 32K RAM  card
EG 400 single  disk drive
EG 400AT dual disk unit
Colour board for Genie ill
81(2 s ound k it
Dust cove r for Genie I ll•
EC 602 Genie  printer
SOFTWARE
Aquire business game
Ell nuclear bomber pilot ,  •
Conflict 2500
Midway Cempaign
North Atlantic convoy
Nukewa
,Planet M iners
Tanktics
Adventures (various We s)
Adventure Sampler
Alien Armarda
Android Nim
Asteroids
Accel II basic Compiler
Battle of Brita in

295 001
215 001
199 00E
91 50C

1211 00C
• .21S 001

316 00E
35 008

7 80A
S 008

210 00E

278
530
538
538
538
530
538
IRIC

1187 each('
756
7511

758
3 9 5 C
1 SO B

Prices a n d  o f f e r s  w e r e  p re p a re d  M I M I
,  w e e k s  b e f o r eA L L  P R I C E S  p u b l ica t io n  o f  t h is  ma ga zine ,  a n d  w h ilst  e ve ry p o ssib leeffort w ill b e  ma de  t o  me e t o u r offers,  in  som e  cases. p r .

E X C L U D E  V A T  m a y fl uctua te  a n d  w e  w o u ld  a d vise  yo u  t o  co n fi rm  b y
te le phone  be lofe  o r d e r
,
d g

Postage Rates
a.75p b.1,00 c.1.50d.2.50 e.5_00
MAIL ORDER
e n  . . . . .  E n  m i  um N E  g m  i m  u n  d m  . . . . .  . . 1 1 . 1  1 1 1 1 1  I =  I lE i O M  MS M E  MO ME

I i
i
I Iplease Supply_ _
ii I
II   I
I    1 I
••   I
II     I II  I
I  Access/ BarclaylCheque P i &  P+ VAT I• Card No   T o t a l    C o d e    T e l  I
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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 t o  b e  giving th e
Czechs a lot of possession in
midfield and your sweeper
has been caught out twice by
their tendency to  h i t 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 ti tle —
had battled to  a  2-2 draw,
with Brazil romping through
5-2 in extra time.

Luckily you had the fore-
sight to  get your scouts to
compile a  thorough dossier
on Brazil and there ought to
be no surprises when you
meet them. Perhaps you'd
have been better off sending
a scout to watch the Czechs

Well you 'd  be tte r  pu l l
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 o f your players have been
giving away possession

It's not as though you haven't had
chances, Morley was closest rounding
two defenders before he shot wide, if
that had gone in
4 ( I M  •  4  4  .
'  4  • !  -  •  •

• :

=0:B4=0
,EF FNA.

PIM AS . 4  •  3 , 7 .
!m A !  -  1 1 2
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32 CO MP UTE R & VIDEO GAMES

RIDS ON A SHARP WIL-80K IN 26K
BY TERRY ALIBI

World Cup Manager sets out to give
you al l  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, i t should give
you a l l  the elation o f  guiding your
country's team through to the cham-

-FP104Y.YUGOSLAolA
:=OLANP.FRANCE

. 03LRNP.5! :OTLAMP.N. IFELAMP.PERU
,-AL-ANDR".HONPURAS

•CAMEROOM.PWAIT.PUSSIA
, L  1
,
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0 . 2
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IF PP11
,
1
• •  U T  Ogg "

: 5. 15. 5. 3* . 30. 15-5

0 C

. . " 1.0SEs THE BALL TO
,
•
E
P 
f
:
L
E
A
R 
"

•.

THE F_ E P E R m I 5 4 f a S "
r 1 4 D E " . "  STUMBLES AMP LOSES THE BALL"

-AE BACV O F THE N E T ' . "  ELASTS THE BALL HOME"
. •  T H E  M E T ' . "  TAPS THE BACL I N  FROM 5  Y A K S "

dicJ THE N E T" . "  S  SHOT ECIUMCES UMPER THE E E P E R"
;OPFEP BY THE E E R E F
—
. "  L E T S  
F L Y  
W I T H  
0 4  
L O N
G  
5 H O
T
-

I : 1  '.-AL FiLLEACK. RO ND5 THE E E P E R ANL SLOTS HOME"

pionships o f  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 i t 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 wi th initially six groups of
four. Set out the countries you think
will be stumbling blocks to your con-
tinuation in the competition and send
oft your scouts to watch them.

Remember you can get through by
finishing second in your group so i t
may not be necessary to watch al l
three teams in your group. The first
game comes up and a dossier on the
opposition is printed out. Pay careful
attention because you wi l l  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. T u r n  to page 35

1
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- E  MANAGER OF " t A S ( T '

41m I S  TO WIN THE 19S2 WORLD CUP"

'74:' I . ;  6
.0
.Fla.

OTHEN GOT 0 5 0 0

CHOOA YOUR TEAM"
4 NUMBER FROM THI S  L I S T"

510 - 4  THEN GOT0560
540 6 • •  5 0 0
56e N6,1
%2 FRI NT"3 ": "THE  DRAW I S  AS FOLLOWS"
564 PRINT"
579 FOR I . 1  TO  3
575 PRINT
580 PRINT 'GROUP "I S TRS (1 , : TA 8(20 ); "G RO UR "TSTRS(14-3:
582 PRINT
590 FOP J =I  TO  4
680 PRINT A P
-
1 1 ( 1 4 ) T A
8 ( 2 0 • : A S
( M ( 1
4 -
3 4 ) )

610 NEXT J
620 N U T I
625 PRINT
620 FOR 1=1 TO  5000: HF T f

/dilk lh)

1306 PRINT T 4 6
,
2 0 S T R P I 4 -
1 2 ) : " . " : A S
( I + 1 2 )

1307 GOTO 1320
1308 PRINT
1389 GOTO 1320
1310 PRINT S T R I I ( I " .  " : 1 4 : / ' : T 1 8 ( 2 0 ) : S T R S
(
1
4
. 1 2 ) 1 " .  " / A $ ( 1 . 1 2 )

1128 HExT I
1322 PRINT"
1324 PRINT"
1325 RETURN
1330 INPUT"WHICH T E A K
,
" : T S
1335 To4_(14;
134e I F  1 . 1  THEN G0T01350
114: I F T ' : 4  THEN G0T01350
1344 GOO 1370
1350 PRINT "PLEASE TYPE A  NUMBER BETWEEN 1  AND 2 4 "
1368 G0101170
I r e  RETURN
U N  PRINT " 8 "
3810 PRINT "BAPCELONA S t h  JULY 1 9 8 2 "
3020 PRINT -
3030 PRINT "WORLD CUP S E MI -FI NA L"
70
4
0 
p
p
I
N
T

:NT A S ( 5 8 1  ' ' ; "  U .  " : 1 4
,
8 8 ( 3 )
,

0  9930
. : . 81 ) : 1121 r58 (3 )

A S T THEN 2.0(2260SUB 9 0 0 0 : E 1 =0 : E 2 . 0 6 0 S UE  4 4 7 5 6 0 TO  3 0 5 2
IF X 2 = I  THEN Z. X1: 60SUP 9000: E I =C: E2. 8 : 6O 5UE 4 4 7 5 : 6 0 0  3 0 5 2
GOSU8 4 4 0 0

705: M 1 'aM2(X 1 )+1
M I X 1 . 6 : . X 2 : M I < X 1 . 1 1 . . E 1 I N I k X 1 . 2 0
)
= E 2
7 1
.
2 .
X
2 =
M
2 (
X
2 )
+ 1

M 1 '
2
.
2 . 6
,
= 4
1 :
M I (
X 2 .
1 1
E 2 :
M 1
(
2 . 2
0
) . E
1

:856 I F , X 1 - T . :
,
0 X 2 - T ) .  
0  
T H E N  
G O S
U B  
9 9
0 0

3060 PRINT
W O  PRINT "SE t ' I LLE  8 t h  J ULY 1 9 8 2 ";on PRINT
3090 PRINT "WORLD CUP SEMI -FI NAL"
3100 PRINT "  •
3102 E2.0:E1=0
3104 PRINT A S S 8 ( 2 ) ) ; "  U .  " I A 1 I 5 8 ( 4 ) )
3186 GO SUB 9930
3107 x 1 =S 8 . : 2 : X 2 . 3 8 (4 )
3186 I F  X1=T THEN Z.X2:6081J6 9000: E1. 8: E2=C: 0O SU0 44751GOTO 3 1 1 2
3109 I F  X 2
-
. T 
T H E N  
Z .
4 4 1 :
G O S
U 8  
9 0 0
0 : E 1
, -
-
C 1 E
2 . 8 :
6 O S
U B  
4
4
7
5
:
G
O
T
O  
3
1
1
2

3111 GOSL1B 4400
3112 82(X1). M2(X1)+1
3114 112(X2›.M2cX2)
-
0
-
1

3116 8 1 0 4 1 . 6 ) = X 2 : 8 1 0 C 1 , 1 3 . = E I : M I X 1
,
2 0 ) E 2
1118 M I < X 2 . 6 : = X I : M I O U , 1 3 = E 2 : M I c X 2
,
2 0
)
. E 1

3120 I F  < X 1 - T .
,
* k X 2 - T ) ) 0  
T H E N  
G O S
O B  
9 9
0 0

3110 RETURN

630 GOSUB 9 9 0 0
635 GOSUB 60.00
652 GOSUU 5 0 0 0
654 GOSUB 5100
656 GOSUB 9 9 0 0
658 GOSUB 5200
660 GOSUB 4 2 0 0
0451 GOS18  3000
662 GOSU8 3200
663 GOSU8 9900
664 I F  E 2
,
E 1  
T H E
N  
8 2 =
X 2 8
1 . X
1

665 I F  E 1
,
E 2  
T H E
N  
8 2 =
X 1 :
8 3 .
X 2

666 PRINT*8":PPINT"CONGPATULATIONS TO " : A S ( 8 2 )
667 P P I NT"1982  WORLD CUP WI RE RS "
668 END
669 PRINT " M "
670 PRINT "NOW YOU MUST NAME YOUR TEAM
680 VIM K 5 ' 1 2 '
690 PRI NT "KEY I N  THE PLAYER S  NAMES AS PROMPTED"
700 Dt."GOALKEEPER " : I = 1
705 GOSUB 1 4 0 0 0
710 FOP 1 . 2  TO 5
720 Dt="DEFENDER ". 6S TRS (1-1
,710 GOSUB 14000
740 NEXT I
750 FOR 1 =6  Ti )  8
760 1 1 =
-
7 l I D F I
E L D  
P L
A Y
E R  
" 4 -
S T
R $
( 1 -
5 )

770 GOSU8 1 4 0 0 0
780 NEXT I
790 FOR 1 . 9  TO 11
800 Di="STP I KER "+ S TRS ( I - 8 )
810 6 0 5 0 0  14000
8: 0  N U T  I
822 VS. "5U8STITUTE " : I = 1 2
824 GOSUB 14000
826 RETUPN
870 END

1295 P RI NT"
1300 FOR 1=1 TO  1 2
1102 I F  X . 1  THEN GOTO 1310
1104 I F  ( T - 1 ) * ( T - 1 2 - 0 < ) 0  THEN GOT° 1110  .
1305 I F  T. 1 4 - I 2  THEN GOTO 1108

COMPUTER & VI DEO GAMES 3 3



3200 v.1 C o n t i n u e d  from page 33
3202 PRINT " I '

3205 PRINT "
3300 FOR 
1=1 
T O  
6  
T
h
e
n  
i
t
'
s  
o
u
t  
o
f  
y
o
u
r  
h
a
n
d
s  
a
n
d  
t
h
e

MADRID l I t h  JULY 1982"

3320 NEXT I t w o  teams are up against one another33t0 PRINT

3330 PRINT "1982 WORLD CUP FINAL" w i t h  a running commentary of events.
3340 37.42 PRINT 4.1(141(1))1" V. ":A*(N1(2>) K e e p  a close check on which of your

PRINT " . . . m  m m . . .  w m .  =Ammmm
.3350 GOSUI9 9930 p l a y e r s  seem to lose possession and

3362 PRINT "I" p l a y  badly, these are the one's you3360 GOSUlt 9930

3370 E1.8tE2.0 w i l l  want to substitute. A good sub-
3382 I F  X I . T  THEN Z.X21GOSUB 9000:E1.0tE2oCIGOTO 3400  s t i t u t i o n  w i l l  i m pr ov e  y o u r  p l a y  —  a
3380 XI .N1(1)0<2.041<2>

3384 I F  X 2 . T THEN 2.XItGOSUB 9000:E1=CIE2.19:00TO 3400  b a d  one  w i l l  gi v e  the  oppos i t i on m or e

34ee RETURN c h a n c e .3390 GOSUE1 4400

3410 REM CHECK I F  YOU'RE PLAYING3420 FOR I . I  TO 416 A l s o  watch for which team is gain-
3430 I F(M( I . H2 ) -T) * (1 4 (1 , A2 ) -T)=4 3  THENGOSUB 3 5 0 0  i n g  the  m os t  pos s e s s i on i n m i dfi e l d - -

3442 RETUFN y o u  may need to change your forma-344e NEXT I  •

3450 REM SET SCOUT'S REPORT t i o n  or tactics here. Check on how the
3452 D4
3455 
IF ,
Z -
S 1 >
* ( 2
-
S 2 )
* ( 2
-
S 3 )
* ( 2
-
S 4 )
. 0  
T
H
E
N  
D
4
.
I  
g
o
a
l
s  
a
r
e  
s
c
o
r
e
d  
—  
i
t  
c
o
u
l
d  
b
e  
i
m
p
o
r
t
-

=0

3460 I F  D4 . 1  THEN J W Y O UR SCOUTS HAUE SEEN WATCHING ".44$(2):GOSUB 15000  a n t  t o  t i g h t e n  u p  y o u r  d e f e n c e  t o

3465 IF D4=1 THEN 80SUB 9900 c e r t a i n  situations or to find out which3462 E . 2

3467 GOSUG 9400 o f  your own attacking ploys is paying
lseo REM SLOT I N  UALUE OF OPPOSITION d i v i d e n d s .
3470 RETURN

3510 IF 1(I,H2><>T THEN Z.M.1442) H a l f - t i m e  comes around and this is
352e I F  M 1 , H 2 ) = T  THEN Z M t l3530 GOSUB 9eee y o u r  chance to change your tactics if

. . A 2 >

3000 REM TYPE IN OPPOSITION TEAM y o u  have noticed things going wrong.3540 RETURN

3810 P P I NT" . " : P RI NT
-
DO  Y O U  
W I S H  
T O  
T Y P E  
I N  
T H
E  
O P P O
S I T I
O N  
P L A
Y E R
S '  
N A
M E
S '
? "  
A
t  
t
h
e  
e
n
d  
o
f  
t
h
e  
d
a
y
,  
w
i
n
,  
l
o
s
e  
o
r

3822 I F  A S C
, -
. L E F T P , D
3 1 . 1
)
>
4
> 8 9  
T H
E N  
G O
S U
B  
1 2
5 7
0 ;  
R
E
T
U
R
N  
d
r
a
w
,  
y
o
u  
w
i
l
l  
h
a
v
e  
t
o  
s
i
t  
b
a
c
k  
a
n
d

3820 1NFUT"TYRE Y  OR N  " t 1 ) 3 $

3823 FOR 1=1 TO 12 w a t c h  the other results of the day
3625 PRINT
3830 
INPUT 
Z 9 $ (
1 >  
b
e
i
n
g  
t
y
p
e
d  
o
u
t  
a
n
d  
s
e
e  
i
f  
y
o
u
r  
p
r
e
d
i
c
-

-
T
Y
P
E 
I
N 
T
H
E 
N
A
M
E 
O
F 
P
L
A
Y
E
R
"
t
I

3812 NEXT I L i o n s  are coming true.
4000 REM SEMI-FINALISTS A n d  on you go, hopefully towards a-
;
a
4
0 
R
E
T
U
R
N

4010 58A..T9(J) p l a c e  in the final.
4200 PRINT "II" T h e  game is  run on exactly the4820 RETURN

4210 PRINT "1 9 8 2  WORLD CUP SEMI -FINALS" s a m e  l i ne s  a s  the  W or l d  Cup w i t h  the

422e
4238 
F O
R  
I
m
l  
T
O  
4  
w
i
n
n
e
r
s  
o
f  
G
r
o
u
p  
I  
g
o
i
n
g  
i
n
t
o  
G
r
o
u
p  
A

PRINT "m . . . .  . . - , = .  = . .  =6 . . . =  . .

-4250 NEXT r a n d  the runners-up into Group C;4240 PRINT -  *

4260 PRINT ASS19, 1>NTA8(16)1"LI .  " ; ( 4 $ ( 9 8 ( 3 ) )  G r o u p  2  w i n n e r s  i n t o  G r o u p  B  a n d

4288 PRINT " " r u n n e r s - u p  into Group D; Group 34270 FOP 1 . 1  TO  4

4298 NEXT I w i n n e r s  into Group A and runners-up
4302 FOR I=1 TO 6 i n t o  Group C; Group 4 winners into4300 PRINT AS (S 8(2>WI AE N16>;"9 .  " : A S ( S 8 ( 4 > )

4304 PRINT " " G r o u p  C and runners-up into Group A;
4310 50Sue 9900 G r o u p  5  winners into Group D and4306 NEXT 1

440e REM PLAY SEM1-FINAL.FINAL
4320 RETURN r u n n e r s - u p  into Group B; Group 6
4410 FOR I.1 TO 90 w i n n e r s  into Group B and runners-up
4420 I F  R
4425 IF 
1 . 4 5  
T H
E N  
G O
S U
G  
4
9
0
0  
i
n
t
o  
G
r
o
u
p  
D
.

N D < 1 $ 6
,
9 0 T H E
N  » 
m r s
L e  
4 6
0 0

4430 I F  I  1 0 . I N T ( I / 1 0
,
T H E N  G O S U B  
4 8 0 0  
T
h
e  
f
i
r
s
t  
s e
m i
-
fi
n a
l  
i
s  
b
e
t
w
e
e
n  
t
h
e

4440 NExT I w i n n e r s  of Group A and C and the

4460 PRINT "FINAL SCOPE " o t h e r  between the winners of Group B
4450 I F  E I . E 2  THEN G oa l s  4 7 0 0

4470 PRINT AV X 1 ) I E 1 t "  -1 AS (X 2 ) ;E 2  a n d  D.
4475 615=w54.1
4476 I F  1
,
. 1  
T H E
N  
R E
T U
R N

449e I F  E I >E 2  THEN NIcW5)=X1
4500 I F  E 2 .
,
E 1  
T H E N  
N I ( W
5 > . X
2

451e RETURN
466* R7.R4D(1)
4601 PRINT " I "
4602 R 9 . R < X I )
,
R ( X 1 )
4
4 R c X 2 > )

4605 I F  R7. R9 THEN 4600
4610 I F  R7cR9 THEN JS418(X1)-4." HAuE SCORED AFTER ".0.STRS(1)
4
" M I N U T E S "
4611 I F  I . 1  THEN J K=LE FTV I S RLE N(J S )
-
1
)

4612 I F R7 'R9  THEN GOSUB 150e0
4615 I F  R7cP9 THEN E I . E14
-
1
4620 I F  R7>R9 THEN J S . A4 (X 2 )
-4 -
" H A O E  
S C O R E D  
A F T E R  
0
4 . S T R S ( I )
+ "  
M I N U
T E S "

4621 I F  R7>R9 THEN GOSUG 15008
4625 I F  R7>R9 THEN E2mE2+1
4627 GOSUS 9930
4630 RETURN
4700 PRINT I f "
4782 PRINT "AFTER EXTRA TI ME
4705 R4=FNA(2.
4710 I F R O I  THEN E I . E I . FNA( 3 )
4720 I F  R4 . 2  THEN E 2 = E 2
4
- F N A ( . 3 )
4725 GOSUS 9930
4730 RETURN
4800 PRINT ' V
4805 PRINT "SCORE AFTER " : 1 1
-  M I N U T E S  
" : " : "
481e PRINT AS (X 1)1" * 1E 11" "tRI S (X 2 ) ;"  "1 E 2
4815 GOSUB 9930
4820 RETURN
4900 PRINT
4910 PRINT "HALF TIME SCORE:"
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4920 PRINT
4930 PRINT AS (X 1)1" " 1 E 1 1 '  "1 AS (X 2 )1 " "1 E 2
4940 PRINT
4945 GOSUB 9930
4950 RETURN
5000 REM I N I TI AL GROUP FIXTURES
5004 0 6 . 6
5005 0 1 •1 2
5010 N2.1102•2ISOSU8 5 e 2 e
5011 H2.3:02.4:G4JSUB 5 0 2 0
5012 H2.1042.31GOSUB 5020
5013 N 2 . 2
1
C 1 2 . 4 1 G
0 5 1 ) 1 3  
5 0
2 0

5014 H2.11A2.4:G0SUB 5 0 2 0
5015 442.2:412.3:GOSU6 5020
5016 RETURN
5020 DI=01.01
5021 GOSUB 3410
5022 PRINT"E"
5024 PRI NT "RESULTS FOP ' : 1 4 ; "  JUNE ' 8 2 '
5026 PRI NT
5817 FOR 1=1 TO  6
5028 H=M<I . N2 ) :A. M<I , A2 )
5029 I F  H=T THEN B.P2:C.P3:GOTO 5035
5830 I F  T . A  THEN 0 . 0
5
3 : C . 0 2 8 G O T O  
5 0 3 5

5032 GOSUB 7 0 0 0
5e35 PRINT "GROUP*OI:" "I AS <H>4 8 t" " :AS (A)1 C
5040 N U T  I
5041 I F  0 1 . 1 8  THEN GOSUB 7 2 0 0
5041 PRI NT "  *
5043 I F  0 1 . 1 8  THEN RETURN
5044 PRI NT "PRESS L TO  DISPLAY LEAGUE TABLES"
5045 PRI NT "  A N Y  OTHER KEY TO CONTINUE"
5046 GET Z$
5048 I F  Z S . • "  THEN GOTO 5046
5049 I F  ZS . "L" THEN GOSUB 7200
5050 RETURN
5100 REM PRINT GROUPS A-D
5105 PRINT "R"
5106 PRINT "GROUPS FOR THE SECOND STAGE ARE
5107 PRINT
5110 FOR I . I  TO  2
5120 PRINT "GROW " ; C H R S ( 6 4
4
. 1 ) 1 T A B ( 2 0 ) ; " G R O U R  
" i C H R S ( 6 6 4
4 )

5130 PRINT
5140 FOR 1 . 1  TO  3
5150 PRINT AS ( 8 2 ( 1 4 ) ) : TA8 ( 2 0 ) t AS ( 8 2 ( 1 4 . 2 . J ) )
5160 NEXT J
5165 PRINT
5170 NEXT I
51E0 RET0PH
5200 REM SECOND STAGE FIXTURES
5205 W6.4
5210 D1=27
5220 N2. 110221SO SU8 53ee
5230 H2 . 31A2 . 160S UB 5308
5248 H2.21A2=3:GOSU8 53ee
5250 RETURN
53ee REM SECOND STAGE FIXTURES
5302 13051J8 8 3 1 0
5318 GOSUB 3 4 1 0
5322 PRI NT"1"
5324 PRINT "RESULTS FOR * 1D11" JUNE ' 8 2 "
5326 PRINT
5327 FOR I . 1  TO  4
5329 H . G 2 ( I . H 2
,
: A G N I . A 2 >
5330 I F  H . T  THEN 6.P2:C.P34GOTO 5 3 3 5
5331 I F  T . A  THEN 6.P31C.P2IGOTO 5335
5332 GOSUB 7000
5335 PRINT "GROUP " : C H R 5
,
1 4 . 6 4 ; "  
" : A S ( H ) : 8 4 "  
" 4 1 4 S ( A
) M

5340 NEXT I
5341 I F  D1=29 THEN GOSUB 7200
5342 PRINT •  "
5343 I F  D1=29  THEN RETURN
5344 PRI NT "PRESS L  TO  DISPLAY LEAGUE TABLES"
5345 PRINT "  A U '  OTHER KEY TO CONTINUE'
5346 GET ZS
5348 I F  Z W "  THEN GOTO 5346
534
9  
I
F  
Z
S
.
"
L
"  
T
H
E
N  
G
O
S
U
B  
7
2
0
0

5350 DI . D1+1
5352 RETURN
5400 REM GENERATE TEAM TACTICS
5410 FOP 1=1 TO  2 4
5412 S 5 ( I ) = FNW 3
5414 S 6 ( I ) . FN A ( 3 )
5416 5 7 c I ) . FHA( 3 )
5420 T5 ( l ) . FNAk 3 )
5430 T6 ( 1 ) . FNA( 3 )
5440 T 7 I ) . F N A ( 3 )
5450 T8 (1 ' . FNAc 3 )
5460 NE 'T I
5470 RETURN
5480 REM SET DESCRIPTION OF FREEKICk TACTI CS
5490 I F  F I . 1  THEN CS . " DIRECT SHOT
5500 I F  F 1 . 2  THEN C$. "  CHI P  TO THE FAR POST
5510 I F  F 1 . 3  THEN CS. " TEE-UP FOR SHOT
552e RETURN
5530 REM DESCRIPTION OF CORNER TACTICS
5540 I F  F1=1 THEN CS=" PLAY I T  SHORT "
5550 I F  F1 =2  THEN C$ . " AI M  FOR THE FAR POST
5560 I F  F I . 3  THEN CS . " AI M FOR THE NEAR POST
5570 RETURN
5580 REM DESCRIPTION OF ATTACK TACTICS
5590 I F  F1 . 1  THEN CS=" FAST BREAK
5600 I F  F1 . 2  THEN CS=" EARLY CROSS
5610 I F  F 1 . 3  THEN CS=" SLOW BUILD-UP •
5620 RETURN
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5630 REM MIDFIELD TACTICS
5640 I F  F I . 1  THEN C$ . "  TACKLE HARD
5650 I F  F1 . 2  THEN CS . " MARK TI G HT
5660 I F  F I . 3  THEN CS . "  FI ND SPACE
5670 RETURN
5680 REM FREEKICK DEFENCE
5690 I F  F I . 1  THEN CS . " MAKE A WALL
5700 I F  F I . 2  THEN CS . " MARK MAN-TO-MAN
5710 I F  F 1 . 3  THEN CS . " RUSH THE KICKER
5720 RETURN
5738 REM CORNER DEFENCE
5740 I F  F1 . 1  THEN CS . " MCAT OUT FAST
3750 I F  F 1 . 2  THEN CS . " RELY ON THE GOALKEEPER
5760 I F  F 1 . 7  THEN C S - '  USE CLOSE MAPkINS
5770 RETURN
5780 REM DEFENCE TACTICS
5790 I F  F I = 1  THEN C$=" USE A SWEEPER
5800 I F  F I . 2  THEN CS . " INTERCEPT PASSES "
5010 I F  F I . 3  THEN CS . "  SHADOW ATTACKERS *
5820 RETURN
5830 I F  F I . 1  THEN CS . " A
5840 I F  F1 . 2  THEN C S . '  A  4 - 4 - 2
5e5e I F  F I . 3  THEN CS . " A  4 - 2 - 4
5860 RETURN
6000 REM CHOOSE TEAMS FOR SCOUTS TO WATCH
6005 PR/ NT"0"
6010 PRINT "SCOUTS CAN COMPILE DOSSIERS ON 4  TEAMS"
6020 PRINT "ENTER FOUR NUMBERS FROM THE FOLLOWING:"
6030 PRINT "SEPARATED BY COMMAS"
6040 X . 2
6050 00SUB 1 2 9 5
6060 INPUT
6070 I F  : 4 - T ) . 0  THEN GOT06200
6072 I F  ,
$ 1
-
s 2 ) .
( S I
-
S 3 ) * 5 I
- S 4  
• 9 2
-
$ 3 )
* . S
2 -
$ 4 .
4
,

( S 3 - 5 4 ) . 0  THEN 6200
6080 I F  S I I  THEN GOT') 6 2 0 0
6090 I F  S2<.I  THEN GOT') 6200
6100 I F  S3<1 THEN GOT') 6200
6110 I F  54c1  THEN GOT') 6200
6120 I F  S 4>24  THEN GOTO 6200
6130 I F  S3>24 THEN GOTO 6200
6140 I F  5 2 >2 4  THEN GOTO 6200
6150 I F  5 I > 2 4  THEN GOTO 6 2 0 0
6160 RETURN
6200 PRINT "RE-ENTER 4  NUMBERS FROM ABOoE L I S T
-6210 GOTO 6 0 6 0
7000 REM PLAYS TEAM H U.  TEAM A
7010 REM MATCH SCORE I S  B  C
7011 8 = 0 I 1 : 0
7012 I F  FNA<100)<60 THEN GOTO 7 0 3 0
7020 B = H I ( F ( N ) . F k A C = A 1 F
,
H ) 4 F ( A ) )
7030 8 1 . FNA(8 ) :CI =FNA(8 )
7832 81=81-0 . R<HCI . CI . P RA>
7040 D=I NT(<ABS<. 81-CI
,
J
7042 I F  D<>0 THEN ?else
7050 6 . 0 +FNA(2 ) -1
7060 C.C.0FNA(2)-1
7870 I F  FN A ( 2 ) . 2  THEN GOTO 7100
7072 I F  R(H)>R(A)  THEN 8 . 64 . F/ 40 (2 -1
7074 I F  R<A)>R(H)  THEN C. C. WHA(2)-1
7078 GOTO 7100
7080 I F B I
,
G I T H E N  
B = S
+ D

7090 IFC1>BITHEN C. C+D
7092 I F  F A ( 5 8 0 0  4 9 8  THEN 8 = 8
4 -
F N A ( 3 )
7094 I F  FNA( S O L)  4 9 6  THEN C.C.0.FNA(3)
7100 M 2
,
H ) . M 2
( 1 4 ) . .
- 1 : M 2 (
A ) . M 2
k 1 1 ) 4
1

7110 MI  t 4 , M 2 ( H ) ) . A
7120 MI  . A 4 M 2 ( A ) ) . H
7130 MI  . H4 M2 q4 )+7 ) . 6
7140 MI  (A4M2(1). 1.7)
7150 MI  (N4M2(10+1
7160 MI  (A4M2(A.4.1
7170 RETURN
7200 REM
7201 PRI NTWALCULATI NG  LEAGUE TABLES"
7202 I F  1416.4 THEN GOSUB 0 3 0 0
7204 I F  W6=4 THEN GOTO 7 2 1 0
7206 KI . 1 1 K2 . 3 1 J 1 . 4
7210 FOR 1 . 1  TO  0 6
7220 BOGUS 7500
7230 GOSUB 7 9 0 0
7235 I F  W6. 1-9 . 0THEN PRINT*OCALCULATING LEAGUE TABLES"
7240 NEXT /
7250 RETURN
7500 REM WORKOUT LEAGUE POSITIONS
7502 FOR J . 1  TO  31
7504 0 0 ) . 0
1
F 9 0 ) .
0 : A 9
(
J ) . 0
1
P 9 ( J ) . 0
1
1 4 1 ( J ) .
0 1 0 8 7 ( J )
.
0 2 0 9 ( 3
)
.
0

7506 NEXT J
7510 FOR J . 1  TO  11
7520 T9 ( J ) . M ( I 4 J )
7530 FOR K. K I  TO  K2
7540 I F  M I ( 1 9 ( J ) , K ) . 0  THEN 00107600
7550 F9<J).M1(T9(J)4K.744.F94.1>
7560 A9(J)=MIC$9(7)4K.014>4.A9(J)
7562 2 7 . 0 1 <T9 (J )4 K+7 )
7564 Z6 . M1 (T9 (J ) , 1 0 . 1 4 )
7570 08 (1 )* Z7 -26 . 8 . 00Q )

7585 I F  27.26THEN D9 < J ) . D9 ( J )
7580 0(J).POCJ)+1

7590 I F  26(Z7THEN S i g1). M<J). 1
7592 I F  n<Z7 THE N P 9(. 1 ) . P 9 (13+2
7594 I F  Z6.27T1-EN P9e, J). P9(J)+1
7600 NEXT K
7605 NEXT J
7606 F2 . 0 ,
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7610 FOP J =1 1 0 3 1 -1
7620 I F  P9(J )(P9(J .6-1 '  THEN Gos us  7800
7670 I F  P9(3)8P94.181
,  T H E N  
G o s u e  
7 7 0 0

7648 NEXT J
7658 I F  F2=1 THEN GOTO 7 6 0 6

. • 7 6 6 8  RETURN
7780 REM TEST GOAL DIFFERENCE

• 7 7 1 0  I F  DE 85)eD88J
-
4 -1 )  T H E N  
G O S U B  
7 3 0 0

7720 I F  D88 . 1 )0D8J 4 -1 )  THEN RETURN
7778 I F  F9 ' , I <F9 ( . 1 8 1  T H E N  GOSUB 7800
7740 I F  F 9 . J ) < 4 9
4
, 1 8 1 )  
T H E N  
R E T o p
H

7750 I F  FNA 2 • = 1  THEN GOSLE 7 8 0 0
7760 RETURN
7808 REM SWAP TEAMS POSITIONS
7810 F7  . T 9 ( J . : 1
8
' 5 8 = T 9 ( 1 4 - 1 ) :
T 9 k 3
8
1 . . . F 3

7828 F3  . F 8 ( j ' : F 9 k J = F 9 0 . 1 ) t F 9 ( J . 0 1
1
. . F 7
7825 F7 8 0 9 ( J ) : A 9 1
,
8 A 9 J .
1 ) : A 9 ( J 8 1 . . R 3

7618 F3  = 0 8 1 0 : D 8 k J ) = D 8 3 8 1 ) : 0 4 8 < 3
8
1
,
. F 7

7835 F3  . 0 9 ( J ) : D 9 ( J ) . 0 9 0 + 1 8 0 9 ( J 8 1 ) = F 3
784e F3  . P 9 ( J P 9 ( J = P 9 ' . J 8 1 1 2 P 9 ( J 4 . 1 ) . F7
7845 F3  =8 () ) : 8 8 . 1 )=W(J 4 . 1 1 : WJ 8 1 ) . F7
7850 F3 8 . 0 8 J ) t 0 ( J ) . 1 0 ( J 4 . 1 ) : 8 1 ) . F 3
7860 F2=I
7878 RETURN
7980 REM PRINT LEAGUE POSITIONS
7902 PRINT
7904 FS8"F " : A 4 S . " A
7905 I F  u6=6 THEN RS=CHRS(I848)
7906 I F  w6=4 THEN EtS.CHRSkI+64)
7918 PRINT "GROUP "DE S : "  LEAGUE TABLE"
7912 FOR J =1 T i )  J I
7114 I F  F 9 e J ) 9  THEN FI F="F
7916 I F  A 9 ( J • ) 9  THEN A 4 1 . "  A
7918 NEXT J
7928 PRINT
7921 PRINT P  W D L  " I FS ; t 1 4 $ : "P t . 8 . "
7970 FOR J = I  TO  J I
7932 P 4 1 - " " : 1
8
5 S = " "
7935 1 .9 = o , J
,
- 4 c i
,
- D 9
,
j )

7936 I F  F . . " F  °  THEN GOTO 799e
7937 I F  18418" A  "  THEN GOTO 79947940 ,
e 1
4 -
s T
R
$ 0 )
. - .  
- 4
1 :
I s
T
9 (
J
»

7942 PRINT Y I S : T A B ( 2 0 ) 1 0 ( J ) : W J
,
: D 9 ( J ) ; L 9 : P 4 S 1 F 9 ( J ) ; P 5 s ;

A 9 ( 1 ) ; "  " : P 9 ( J )
7943 I F  W644-5=8 THEN GOSOB 4 0 0 0
7944 I F  86.4THEN 7 9 5 0
7946 I F  J ( 3  THEN GOSUE 8 9 8 0
7950 NEXT j
7951 I F  1 .
1
6 = 6  
T H E
N  
7 9
5 6

7952 I F  101  THEN 7 8 8 3
7
9
5
4  
G
O
T
O 
7
9
6
0

7956 I F  1 <3  THEN 7985
785$ I F  ,
1 - 4 ) *
< I - 5 )
8 0  
T H
E
N  
7
9
8
5

7960 PRINT "PRESS ANY KEY TO CONTIN:E"
7970 GET ZS
7980 I F  Z $ . " "  THEN 01070 7970
7985 RETURN
7990 I F  F9 t 5 !  1
8  T H E N  
P 4 S = "
7992 0010 7977
7994 I F  A98J 8. 10  THEN P51='  '
7996 GOTO 7948
8300 K 1 . 4 : 8 2 =5 J 1 =3
8718 FOR 1 . 1  TO  4
m a  FOP 3 . 1  TO  7
8330 : ' 8 1 . 3 ) . G 2
,
1 , J )
8348 NEXT J
8358 N E T I
8360 PETAH
8400 REm ;GOUT'S; REPORT
8412 PRINT*PROFILE ON " ; t 1 S ( E
,
: P R I N T "
3414 80S1JB e 6 0 e
8415 PRINT"
8418 F I . S 5
,
E
8420 GUSUB 5 7 8 0
8425 PRINT"
8430 PRINT " I N  DEFENCE THEY"tC4 8 8 4 2  P RI NT'
8432 PRINT" "  8 8 4 4  FOR F t  . 1  TO  3
8448 FI . 56(E)tGOSU1 5580  8 8 4 6  GOSUB 5 6 8 0
8458 PRINT " I N  ATTACK THEY USE T H E S  8 8 4 8  P RI NTFI t "  * : CS
8452 PRINT" "  8 8 5 0  NEXT Fl
846e F I . S 7 ( E
,
I G O S U B  
5 6 3 0  
8
8
5
2  
P
R
I
N
T
"

8470 PRINT " I N  MIDFIELD THEY":CS 8 8 5 4  GOSU8 8960
8472 P R I N T " 8856 P RI NT"
8473 I F  D4=0 THEN GOSUB 9980:RETURN  " ee56 T6 ( 7 8 8 . 0
8480 FI=T5.E8GOSUP 5 4 6 0  0 6 6 0  PRINT'WHAT ?MALL WE DO
8482 PRINT " I N  FREEKICKS APO(Jt•b THE 80X THEY USE A": PRI NTCS W I T H  OUR CORNERS?"
8490 F 1 8
8
1 6 • E : G
8 3 U B  
5 6
8 8  
8
8
6
2  
P
R
I
N
T
"

8580 PRINT "AND DEFENDING AGAINST FREEKICKS THEY"IPRINTCS 8 8 6 4  FOR F t  =1  TO  3
:PRINT" '  8 8 6 6  80SUB 5530

510 F I = T 7 '
.
E . : G O S U
B  
5 5 7
0  
8
e
6
e  
e
k
I
N
T
F
i
t
.  
"
:
C
s

,
3
5
2
0 
P
R
I
N
T
"
F
R
O
M 
A 
C
O
R
N
E
R 
T
H
E
Y
"
:
C
4 
8
8
7
0 
N
E
X
T 
F
l

e530 F I = T 8 ( E
,
: G O S U 8 :  
5 7 3 8  
8
8
7
2  
P
R
I
N
T
"

3540 PRINT"WHEN FACED wI TH A  CORNER THEY":PRINTCS:PRINT" "  8 8 7 4  GOSUB. 9968
35581 F18FE ): 60S U8 5 6 : e  8 8 7 6  P RI NT"
ama RRINT"THEY NORMALLY PLAY":C$1"FORMATION" 8 8 7 8  T 7 ' T ) . E 9
8562 PRINT"
6565 608U89900
3570 RETURN
8600 REM PRINT PAST RESULTS
8685 I F  M2'E880THEN FETURN
8610 PRINT"

620 PRINT*RESULT8 SO FAR I N  WORLD CUP"
:622 PRINT"
8870 FOR 1=1 TO M2(E
,* 4 0  p p / N T A L E ' : M I
,
E , D t 8 ' . 8 "  
" I P S ( M E E , I
: ) : M I ( E , 1
4
. 1 4 )

865e NEXT I
8652 P RI NT"
8654 GOSUP 9900
8660 RETURN
9670 REM SELECT TACTICS
8672 P R I N T " "
8675 PRINT'OHAT FORMATION SHALL WE PLAY B O S S "
8680 P RI NT"
8685 FOP F l  . 1  TO  3
9690 GOSUB 5 8 3 0
8695 P R I N T F 1 : " I C S
8700 NEXT F l
8702 PRI NT"
8705 8081J8 9 9 6 8
6710 F ( T ) . E 9
8712 PRI NT"
8715 PRINT"WHAT ARE THE DEFENS1
1
, IE P L A N S  
B O S S "

a720 P RI NT" -
8725 FOR F L  = I  TO  3
6770 GOSUB 5788
8 7 7 5
-
P R I
N T F I
t "  
"
:
C
4

8740 NEXT F l
8742 P RI NT"
8745 GOSUB 9960
8747 P RI NT"
8750 S5878=E9
8755 PRINT"WHAT APE THE ATTAC8ING PLANS GUU?"
8760 P RI NT"
8765 FOR F l  . 1  TO  3
3770 GOSUB 5 5 8 0
8775 P RI NTF1 : " " I C S
9780 NEXT F1
8782 P RI NT"
8785 GOSUB 9960
8790 P RI NT"
8795 S 6
,
1
.
.
,
E 9

8800 PRINT"WHAT I S  THE MI DFI ELD SCHEME B O S S "
8682 P RI NT"
8804 FOR F t  8 1  TO  7
8806 GOSIE 5 6 7 0
8808 P RI NTFI t "  " I C S
88I 0  NEXT F l
88I 2 P RI NT"
8814 GOSUE 9 9 6 0
8816 P RI NT"
3818 8 7 ( T : . E 9
0820 PRINT"WHAT I F  h e  GET A  FREEKICK UPFIELD BOSS?"
8822 P RI NT"
8824 FOR F l  = I  T i )  3
8826 GOSUB 5480
8828 P RI NTFI : "  "TC 4
8830 1.€8T F t
8872 P RI NT"
8834 GOSUB 9 9 6 0
8876 P RI NT"
8878 T5c 1)8E 9
8840 PRINT"HOW DO WE DEFEND AGAINST A  FRE E K I CK "

6 8
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3881
8882
8881
8884
8885
98863888
8889
8900
8905
8910
3915
8918
8920

9929
3930
3935
9938

3'945
9948
3950
0
.
?
5
5

3958
9960
9965
'5168vao
X101
9002
3003
3004
9085
9010
9812
9015
9016
9817
9018
9819
9820
41
-
25
3030
9012
9814
9040
9e5e
3852
9055
9056
9070
,
4
0
0

3090
9992

88
7
9  
P
R
I
N
T
"
w
H
A
T  
A
B
O
U
T  
T
H
E
I
R  
C
O
R
N
E
R
S
?
"

30813 PRINT
- FOR F l  = I  TO  3:GOSUB 5 7 3 0

PRINTF1:" " I C I
NEXT F l
PRINT"
GOSLS 9960
PRINT"
T S
,
T )
= E
9

RETURN
ON I  GOTO 8910 , 8920 , 8930 , 8940 , 8950 , 8960
RETURN
IF J . 1  THE NG 2 (1 , 1 )=T9 0 )
IF J=2 THE NS 2(3 , 1 )=T9(J )
SOTO 8905
IF • . 1  THE NG 2 (2 , 1 )=T9 0 )
IF J . 2  THE NG 2 (4 , 1 ) . 4 9 (J )
GOTO e9e5
IF J=1 THENG 2k1, 2)=T9(J)
IF J=2 THE N62<3 , 2 )=T9(J )
GOTO 8905
IF 1 . 1  THENG 2(. 3 , 3)=T9(J)
IF .1=2 THE NG 2(1 , 3 )=T9(J )
GOTO 8905
IF J=1 THEN412k4,2)=T9(J)
IF J . 2  THE NG 2(2 , 2 )=T9(J )
GOTO 8905
IF J . 1  THE N3 2 (2 , 3 )=T9 ( j )
IF J =2  THENG2(4, . .3)=T9(J)
SOTO 8905
REM PLAY GAME
P RI NT" I " : P RI NTW T) ; "  0 .  " : A s ( 2 ) : P R I N T"
8=02C=0:84=0:135. 0:86=0
GOSUB 3 4 5 8
GOSUB 8670
GOSUB 3 8 0 0
23.0:24=0:W1=0
1 4 . T4 C3 7 ( T. S 7 ( 2 ) ) + 3 0
1.90.R(T,IW4=R<Z)
w 3=W392* HI <F(T) , F(2 )) :W4=W4+2* H1(F(2 ) , F(T))
FOR I = 1  TO  11 :U2<l )=0 :NE X T I
UI=0
RRINT"8":PRINT"THE FE F BLOWS HI S  WHISTLE TO START
FOR 1=1 TO  K4
21=T
IF F N A ( w 3 + : 4 4
,
> R ( T )  
T H E N  
2 1 = 2

IF 21=T THEN 28=2
IF 2 1 . 2  THEN 2 8 . 4
GOSUB 9900
283=" HAuE *
GOSUB 97@0
PRI NTS'21):28WP O S S E S S I O N"
PRINT"
IF 21=T THEN GOSUB 9 7 6 0
IF 21=2 THEN GOSUB 9 7 8 0
JS=25$4-T4S<G1).1.26S:GOSUB 1 5 0 0 0
P RI NT""

4111111111. vith

S -

,4094 GOSUB 9930
3100 Z4=22:Z3=21
3182 I F  22=1 THEN
9110 I F  22=2 THEN
9112 I F  1 . 2 2  THEN
9200 NEXT I
9201 H=T:A. Z
9282 PRINT"HOTHING ELSE OF SIGNIFICANCE HAPPENS

DURING THE GAME"
9203 PRINT" "I P RI NT"FI NAL SCORE"
9204 PRINT" " : P RI NTO s ( T) ; 8 : "  " r A 1 ( 2 ) : C
•92
1
35 
p
2
=
8
:  
P
3
=
C

9286 SOSUB 9900
9207 I F  X3=0 THEN SOSUB 7100:RETURN
9208 I F 8=C THEN 9211
9209 I F  U=0 THEN RETURN
9210 GOSUB 71001RETURN
9211 I F  X5=1 THEN 9220
9212 2 1 = 0
2
2 4 = 0 k 4 .
1 5

9214 X5. 1
9216 PRINT"2":PRINT *
E X T R A  
T I M E  
B E I N G  
P L A Y E
D "

9218 GOT09028
9220 X5=0
9222 P RI NT1 1 P RI NT "PENALTIES WILL DECIDE THE RESULT"
9721 JS=" SHOOTS WIDE"
,
7
:
9 
I
F 
P
N
U
(
I
)  
)
.
5 
T
H
E
N 
B
=
B
+
1
1
J
S
=
" 
S
C
O
R
E
S 
F
R
O
M 
T
H
E 
S
P
O
T
*

J I . K S . 1
,
0 F N A ( 1
0 ) )
+ J S : G O
S U B 1 5 0
0 6 1

3 . "  SHOOTS 1110E-
923e I F  R N D < 1 )
,
. 3  T H E N  
C = C 4
,
1 : J S = "  
S C
O R
E S  
F
R
O
M  
T
H
E  
S
P
O
T
"

9232 JS=Z9Sk1+FHP(10)5445:60SU815000
9234 I F  8=C THEN 9223
9236 PRINT*FINAL SCORE "  4 1 1 1 1 I P
9238 P RI NTAS (TE i :" " I AS (2 ) :C.
.1241 F2.8iF3=C

4
5 
G
O
S
L
I
B 
9
9
0
0

.50 RETURN
REM SCORING CHANCE

9392 Z4=1
r oz  83.FNA(7'.
9307 I F  6 1 ( 8  THEN 21S=26S
M I  I F  G 17
.  
T H E N Z
1 S * 2 5
S

9310 ON 6 3  GOSUB 9 1 5 0 , 9 3 5 0 , 9 1 5 0 , 9 3 5 0 , 9 4 5 0 . 9 4 5 0 . 9 5 0 0
9349 RETURN
%Mk REM NORMAL ATTACK
9:155 61=FNAi.100)
9368 I F  T3 (5 6k23). S3(28)))100-G 34. 84  THEN 9400
9365 GOSUB 9375
9366 RETURN

I
d01=1019111I2(3)=U2(43)41

GOSUB 9 3 8 8
GOSUE 19000

GAME"

9375 6 3 . FNA(9 )
9380 2IS.71$4.4:11$ G T)
9382 I F  28=T THEN H W • 4 4 4 ( 1
4
-
F N A ( 4 ) )

9384 I F  2 0 =2  THEN H$=" " 4 2 9 C 1 + FN A ( 4 ) )
9385 I F  6 3 4  THEN 21$ . 21$011
9386 I F  3 3
,
4  
T H E N  
J I = 2
1 S i G
O S U
B  
1 5 0
0 0 :
2 2 =
1 : R
E T 1
R N

9387 I F  2 8 . 1  THEN H$="
3388 I F  28. . 7  THEN H$ . "  "4 . 2 9 $ (1
,9189 I F  8 3 <6  THEN JI=ZIONS:GOSUB I5000:RETURN
9390 JS=ZIS:GOSUE 15000:RETURN
9400 REM GOAL I S  SCORED
9402 PRINT "
9404 8 4 =8 4 9 2 . 59405 is=z1v-A2s(FmA(9»:Gosue 1500e
9406 6081)8 9410:80SUB 9640
9407 I F  I = K4  THEN RETURN
9408 PRINT"FROM THE KI CK OFF"
9409 RETURN
9410 J S =" I T'S  A  60A1
1 * * A l < 2 1 ) - 4
,
"  
1 4 , 4 0 E  
s c o P E D
" : G o s o
e  
' s
o a
p

9415 I F  21=T THEN8=134.1
9420 I F  21=2  THEN C=C4.1 •
9422 D2 =I * 2
9423 I F  R N D ( I ) ) . 5  THEN D2 . 0 2 -1
9425 PRI NT" •
9426 ZS * " MINUTES"
9427 I FD2=1 THEN ZS . "  MINUTE"
9428 PRINT "SCORE AFTER " : 0 2 ; 2 s
9430 PRINT
9432 PRINT ACT) : 1 8 ; "  " : A S ( 2 ) I C  ,
8 1 1 8
1 0 P
'

9440 22=1
9449 RETURN
9450 REM CORNER
9452 PRI NT"  "P RI NT 111(21)1" MI N A CORNER"
9455 PRI NT"
9456 I F  21=T THEN 21S=k$03+FN1i (6»
9458 I F  2 1 =Z THEN 21S=29S(54.FNAk6))
9460 JS="FROM THE KI CK THE DI LL REACHES"+" " . 2 1 $

9465 2
4
.
1
= 1 7 p
r
e

9470 I F  T 2
,
8 6 ( 2 3 ) .
S 5 ( 2 8 ) )
) 1 0 0
-
0 . 8 6 T H
E N  
8 6
= 8
6 +
2 1
8 0
1 0  
9
4
0
0

9475 GOSUe q3 7 5
9499 RETURN
9500 REM SET-PIECE
9502 PRINT"
9510 I F  2 1 . T  THEN 2 5 $ =2 9 5 (1 4 FNA(4 ) )
9512 I F  2 1 =Z THEN 254:=KS<I+FNA(4))
9514 JS.21S4
,
" I S  
B R O U
G H T  
D O
W N  
B
Y  
" 4 2
.
5 $ 4
- " .
T H E  
F
E
F

AWARDS * 4 4 4 ( 2 1 )
9516 j s w i $ 4 .  A  FREEKICK JUST OUTSIDE THE BOX":GOSUB 15000
9520 P RI NT' -
9525 PRINT"FROM THE FREEKICK
9
5
3
0  
G
3
=
F
N
A
(
1
0
0
)

4532 I F  T3 (S 6 (2 3 ) , S 5 (2 9 ) ) )1 0 0 -G 3 +8 5  THEN 85=6592:60T0  9 4 0 0

g i :  2 2 % 1 N
9 3 7 51/4 9680 REM DETERmINE PLAYER TO FR/ NT
9640 REM BRING ON S UB
,9645 I F  W1=1 THEN GOSUB 9900:RETURN
9647 PRINT"PRESS S  TO BRING ON SUBSTITUTE"
9648 PRI NT" A N Y  OTHER KEY TO CONTINUE"
9649 GET ZS
9658 I F  2 0 " "  THEN 9 6 4 9
9651 I F  1iSC(2S)-083 THEN RETURN
9653 P RI NTS "
9656 WI -1
9660 FOR 3 =2  TO 1 1 :P RI NTJ :" ";KS (J ) I NE X T J
9665 PRINT "PLEASE TYPE A  NUMBER FROM 2  TO 1 1 "
9666 PRINT"TO INDICATE THE PLAYER TO BE SUBSTITUTED"
9667 I NPUT K
9668 I F  K ) I 1  THEN9667
9669 I F  K<2  THEN 9 6 6 7
9670 PRINT" ":. .3.061(K).1." TRUDGES OFF TO BE REPLACED BY •

flkS<12)1180SUB 1 5 0 0 0
9675 2 1 =KS <K) I KS (K)=K1 (1 2 )1 KS (1 2 ) . 2
19680 w1=W3+(-(1J1'10)-4-U2kK))*2
9685 RETURN
9700 REM DETERMINE I F  POSS. REGAINED
9710 REM I F  2 1 0 1  THEN RETURN
9720 I F  2 4 0 1  THEN RETURN
9730 I F  2 3 <)2 1  THEN RETURN
9740 2 8 4 . "  REGAIN
9750 RETURN
9760 REM GENERATE 2  RANDOM PLAYERS
9762 A3=FNA(10)4.1
9764 25S=Ks(A3)
9766 I F  61>119 THEN 2 6 $ . 2 9 S (FNP (1 0 ) . 1 )
9768 I F  6 1 ) 1 0  THEN RETURN
9770 A4. FNA(18)91
9772 I F  A4=A1 THEN 9770
9774 26S=KS(A4)
9776 RETURN
9780 REM GENERATE 2  RANDOM PLAYERS
9782 A3 =FNA(1 0 )
4
1
9784 250=29$(441)
9786 I F  6 1 ) 1 0  THEN 26S=KS(FNA(18)41)
9788 I F  6 I ) 1 0  THEN RETURN
9790 A4=FNA(10)+I
9792 I F  A4=A3 THEN 9790
9794 261=29$014 )
9796 RETURN
9800 REM DETERMINE SUCCESS OF POSS.
9810 G I =FNA(20 )
9820 I F  6 1 <4  THEN 22=1
9830 I F  6 1 <4  THEN RETURN
9840 I F  6 1 >1 7  THEN 22=1

Jibm41111110
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9850 I F  131)17 THEN RETURN
9860 Z2=2
9870 RETURN
9900 PRINT "PRESS ANY IkEY TO CONTINUE"
9905 GET Z$
9910 I F  Z $ . " "  THEN 9905
9920 RETURN
9930 FOR U . I  TO  1200
9940 NEXT U
9950 RETURN
9960 REM INPUT NUMBER FROM 1 T i )  3
9964 INPUT "ENTER A NUMBER BETwEEN I  AND 3 0 1 E $
9966 I F  L E W E S ) 0 1  THEN 9990
9967 I F  ASC(ES)<49 THEN 999e
9968 I F  ASCAES))51 THEN 9990
9969 E 9 .
1 1
1 ; I L . E S
,

9960 RETURN
999e PRINT "PLEASE PE-ENTER"
9992 GOTO 9 9 6 4
11062 FOR I = I  TO  2 4
11064 FI )= I NT(RHD(1 ) . 3 ) -4 -1
11066 NEXT I
11068 RETURN
I W O  FOR 1 . 1  TO  2 4
11080 READ AS .: I)
11090 NEXT 1
11092 RETURN
11094 FOP 1=1 TO  3
11095 FOP 5=1 TO  3
11096 READ HI . A , J ) : P E A D A 1 ( 1 4 )
11097 NEXT J
11098 NEXT 1
11100 RETURN
11110 FOR 1=1 TO  2 0
11120 READ T4 5 ( 1 )
11130 NEXT I
11140 RETURN
12100 REm GENERATE TE A MS  RATINGS
12110 FOR 1=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
come much longer than World Cup Man-
ager and we hope you take the trouble to
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
available from Sharpsoft. It costs £515
and can be bought from Sharpsoft, 86.90
Paul Street, London Ed.

12605 29$ (1  ' H E I R  GOAJEEPER
12610 RETURN
12615 REM GENERATE GOADSCORING MESSAGES
12620 FOR 1 . 1  TO  9
12630 READ A I S ( I )
12635 NEXT 1
12640 FOR 1=1  TO  9
12650 READ A 2 S ( / )
12660 NEXT I
12670 RETURN
14000 REM CHECIK k iALI DI TY OF NAME
14005 S 3 . 46
14010 PRINT DS:INPUT 1 . 4
,
1 :
14020 I F  LE NCKS I ) ) )3 5 THE N PRINT "NAME I S  TO LONG PLEASE REINPUT"
14030 I F  LEN(KSk1.0. ›33 THEN 14010
14040 FOR l<1.1 TO  L U N K s ( I ) )
14050 K2=AS C(MI DS (KS (I ) , K1 , 1 )
,14060 I F  K 2 ' 9 0  THEN PRINT "ONLY LETTERS ARE ALLOWED-PLEASE RE-ENTER"
14070 I F  1 ( 2 1 0  THEN GOTO 14010
14080 I F  1(2.32 THEN GOTO 14110
14082 I F  K 20(3 -90 '7THE N PRINT"WHAT SOFT OF NAME I S  THAT P LE A S E  RE-ENTER"
14083 I F  K 2 4 4 ( . 3 - 9 0
,
3 T H E N  
1 4 0 1 0

14085 I F  1(2 . 39 THEN 14110
14088 I F  1(2.45 THEN 14110
14089 I F  1(2.46 THEN 14110
14090 I F  1(26.5 THEN PRINT "ONLY LETTERS APE ALLOUED PLEASE RE-ENTER'
14100 I F  1 ( 2 6 5  THEN GOTO 14010
14110 K3=K2
14115 HExT 1(1
14120 RETURN
15880 I F  LEN<JS)<a39 THEN PRI NT JS
15005 I F  L E P NJ s ) ‘3 9  TNENPRINT"
15010 I F  L E W J S )< . 3 9  THEN RETURN
15029 FOR J . 3 9  TO  I  S TE P - i
15030 I F  A S C ( M I D S ( J S . J . 1 )
,
= 7 2  T H E N  
G O T O  
1 6 0 0 0

15040 NEXT J
15050 PRINT J $
15060 RETURN
1600e PRINTLERTS(J S,J )
16010 J s = R 1 G H T S
,
J S , L E N ( J S ) - J )
16020 GOTO t w e e

PRINT
18010 PRINT"HALFTIME SCORES"
18020 PRINT A s e r E m "  "z A S c 2 ) ; C
18070 PRINT"DO YOU WISH TO CHANGE YOUP TACTICS'?"
18040 INNJT ZS
18045 I F  A S CeLE FT. v 2S . 1 )) . 89  THEN GOSuB 8670
l am e GOSUB 9640
18060 RETURN

12120 P (1 )=/ NT. RND(1 ). 10 ) . 021
12130 NEXT I
12149 FOR 1 . 4  Ti)  I I
12150 R ( A )
,
I N T
,
' R N D ( 1 ) 4
. 1 0 ) 4 . 1 6

12160 NEXT I
12170 FOR 1 . 1 2  TO  1 4
12180 R< I ) = 2 0
12190 NEXT I
12200 FOR 1 =1 5  TO 1 7
12210 (“ I j m I NT(RND(1)* 5#4. 16
12220 NEXT I
12230 FOR 1=18  TO  23
.12240 R(1 )= I NT(RNV (1 ) . 5 )+1 1
12250 NEXT I
12260 P (2 4 )=I WURND(1 ) . 2 2 . . . 1 1
12270 RETURN
12300 REM MATRIX OF MIDFIELD POSS.
12310 FOR I n !  TO  3
12320 FOR 3=1 TO  3
12330  7 4 t 1 . j
,
. .
-
1 0

12340 NEXT J
12350 M E T  I
12360 T 4 . 1 . 1 . 5
12370 1 4 . 1 , 3 ) . 1 5
12380 REM MATRIX OF RREEV1C1(S TACTICS
12390 FOR 1 1  Ti )  3
12400 FOR 1..1 TO  3
12410 READ T 1
,
1 . 1 )
12420 NEXT J
12430 NEXT I
12440 REM MATRIX OF CORNER TACTICS
12450 FOR 1 . 1  TO  3
12460 FOP 3 . 1  TO  3
12470 READ T 2 ( I . j
,12480 NEXT J
12490 NEXT I
12500 REM MATRIX OF ATTACK TACTICS
12518 FOR 1=1 TO  3
12520 FOP J . I  TO  3
12530 READ T 3 ( I . J )
12550 NEXT J
12560 NEXT I
12570 REM GENERATE OPPOSITION DEFAULT NAMES
12580 FOR 1 . 1  TO  1 2
12590 2 9 5  M O .  "4 -S TF4(1 )
12600 NEXT I
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COMPUTERS FOR PEOPLE

MICHAEL ORWIN'S ZX81 CASSETTES
CASSETTE ON E  for 1 k ZX81
"I had your Invaders React cassette . . .  I was delighted with
this first cassette."
P. Rubython, London NW10

"I have been intending to write to you for some days to say
how much I enjoy the games on 'Cassette One' which you
supplied me with earlier this month.  Please let . . ,  into the
secret of your first time load every timer '
EH., London SW4

Just two out of over 30 unsolicited testimonials

Cassette One 1 k machine code programs:
React, Invaders,  Phantom Aliens,  Maz e  of  Death,  Planet
lender, Bouncing Letters. Bug Splat.
lk Basic programs:
I Ching, Mastermind,  Robots,  Basic Hangman PLUS Large
Screen versions of Invaders and Maz e of Death,  ready for
when you get 16k.
Cassette One costs £3.80

innocent

CASSETTE
8 programs for

STARSHIP TROJAN

THREE
16k ZX81

Repair y our  Star shi p be for e  disaster
strikes. Haz ar ds i ncl ude
.  
a s p h y x i a t i o n
,

radiation, escaped biological specimens
and plunging into a Supernova.

version of the well known Space adventure
Klingon mobility, and graphic photon

An adventure game.

game, for 1 to 4 players.

silliest card game,  ful l  of  pointless

simulator, with 'Back step' facility.

If you are spying for the KGB, why not
incriminating code books, and buy this

cassette? This message coding program is

A simple but  addictive game ltotal ly
in machine code. The speed is variable,
fast.

(5.

i t _ . _ _ , _
.
_ , _ _ ,

7
-
7
-
7
7  
i

STARTREK This
game features variable
torpedo tracking.

PRINCESS OF KRAAL

BATTLE Strategy

KALABRIASZ Wor l d's
complicated rules.

CUBE Rubik Cube

SECRET MESSAGES
throw away those

looking
brio clod jf

MARTI AN CRICKET
unlike Earth cricket)
and it can run very

Cassette Three costs

,

CASSETTE TWO
Ten games in Basic for 16k ZX81
Cassette Two contains Othello, Awari ,  Laser  Bases. Wor d
Mastermind, Rectangles, Crash,  Roulette,  Pontoon,  Penny
Shoot and Gun Command.
Cassette Two costs CS

Recorded on quality cassettes, sent by first class post, from:
Michael Orwin, 26 Brownlow Rd., Willesden, London NW10 901 (mail order only please)ea

(
V I C  2 0  The expandable w o w
uornpuler from Commodore Comes
complete wilP leads and manuals E197
Program Recorder ESA 95 VI C and
Recorder together E2e0

ATARI  400 A nee generator, mcro tor (army
9ntenairtment and education Amazing sound and s o w
graphics direct horn your cdOur I  V

---
Atari 400A E299,95. Program Recorder —
i i i m i n m e m o rE50,
NEW Atari 400PCP. Unique system inc ludes  400A; Program
Recorder, Power supply : BASIC cartridge; 'Atari BASIC'
nok• all lends and manuals  E350.

A T A R I  8 0 0  the advanced. expandable
.a nne  c a t r w s . t e r  'mei all the ligatures needed on a EkA,nes,
1 1 1 1 1 0 1 1 1 1 1 t  c o m p u t e r  plus a great colour. sound. grepthcs andspeed £599.95 wan tree dust cower

1 1 .1 1 1 1 M I M M I I M ir C a s s e t t e  recorder ESO. Ctsk drive E345

CALL IN IF YOU CAN, OR USE OUR EXCELLENT MAIL ORDER SERVICE.
Same day Ciespaten Please * ire  o u r order carefully or prone us tix

otormatoniorder tom) Callers welcome Open 9 CO-.6 CIO Closed Thursday
bimICAriChalik BUY FROM THE PEOPLE WHO CARE_

All prices Inclusive of 15% VAT. 1Z11==
All cur equipment is covered by the ufwoue Personal Computer Palace
Sennce Scheme O v a l  provides tree installation one Wars pa ils an

labour guarantee and optional maintenance • '

P44/
1
70
1
:
7.

PERSONAL COMPUTER PALACE
4-6 CASTLE STREET, READING, BERKSHIRE.

Telephone: (0734) 589249

CROYDON MICROS

S H A R P
MZ-80A

**IN STOCK**

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

01-689-4349

E477
ELECTRONIC
MAGNIFICENCE
Personal
Computer

NOW IN OUR NEW PREMISES
20i28, Whitehorse Road, Croydon CR9 2NA

ALSO R C 1500 Pocket Computer —
E145.
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FINE ART OF
SPACE
FIGHTING
GAMESTAPE 2

You can journey to  the  stars
unravel t h e  mysteries o f  th e
pyramids o r  become an  a rt ist
with Gamestape 2 , which has
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
nine, while the zero key fires the
laser.

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

The e n e my sta rsh ips a re
shown as H. X  and 0  on the
screen. Each h a s a  different
score value. If you can manage to
hit twenty of them before your
energy runs out you get a replay.
I 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 I 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 o n  t h e  memory
available you can play with up to
255 tra ins w i t h  a  combined
number of coachesiwagons of up
to 255. You are also allowed up to
255 controls, and this is where
the game gets interesting as the
controls may be  se t  t o  react
depending on the conditions on
the track

The controls that you have
available a re  po in ts,  signals,

d E M E I P

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

The pyramid shown o n  the
screen has nine layers and the
pads lettered A, B, C and a promt
are also displayed Movement is
controlled • b y  p re ssin g  t h e
appropriately lettered keys, the
computer will automatically move
the top layer o f  the pile. This
game takes a very long time to
play, the suppliers reckon that
511 moves are the minimum.

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

RILL STEAM AHEAD ON THE MICRO RAILROAD
MICROTRAIN

speed and direction at trains and
the stopping o f  trains fo r se t
periods of time.

Obviously some of the realism
is lost  in  the  limited graphics
available o n  t h e  THS-80 and
Video Genie, but if  you accept
this you have an unusual and

M E =
. 1 1 •

•

program. However this one does
have some ma jo r differences.
After you  have finished yo u r
drawing you can store it in one of
10 memories for retrieval later if
you wish.

If you own a Sinclair printer
the drawing can be copied on to
it. The sticky label used in Star-
fighter can also be used here as
the inpu t  commands a re  t h e
same.

This tape must be rated as
good value f o r money and i s
available from J.K Greye Soft-
ware, of Bath, and costs E4.95.

appealing game.
Be warned though. the auto-

matic controls are not easy to
master, something that is  no t
helped b y the  limited instruc-
tions supp lied  —  maybe  a
demonstration mode would have
helped Once a suitable layout is
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DUCKING AND
WEAVING UP
IN THE STARS
COSMIC ZAP

Cosmic Zap is  one o f  the new
games f o r th e  Sharp MZ-80K
from the London based fi rm —
Sharpsoft. Writ ten  in  Basic in
under 6K i t  is fairly slow for a
real-time graphics game. How-
ever, the quality 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 t o  dodge astero ids
whilst t rying  t o  ram assorted
aliens with scores ranging from
10 to  100 points Afte r a  while
asteroids start appearing in your
path and an atien you are about
to ram can suddenly turn into a
deadly asteroid. I f  you last 10
minutes, which is some feat, a
mother ship appears and uses a
tractor beam to draw you in far
docking.

At E5,85 a l l  t h e  Sharpsoft
games are quite expensive and
do not feel that this game rep-
resents such  good value f o r
money a s  sa y  Astero ids • or
Stockmarket F. As far as I can tell.
there are no good tactics in this
game of reflexes, although on the
whole I found it  quite good fun.

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

Microtrain i s  available f ro m
Premier Publications of Croydon.
It runs on a Tandy TRS•80 model I
or III and the Video Genie costing
E16.95 for the disc version and
E14.95 for the tape.
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SUPERMARKET

S H A R P  M Z- 8 0 K
•  -44:F •  + 4434- •  43
SPACE DEFENDER I  IK (M/C) £8.00

A fast arcade-type game. THREE waves of attackers
-  each totally different. The firM wave consists of
RAMSHIPS, the second wave drops bombs. I f you
best these, the third wave attacks. each saucer
behind its own barrier, armed with homing and
regmentation bombs and the dreaded EYES11

Super Sound and Graphic effects -  High Score.
KEITH OWENS

10 WAYVILLE CLOSE LI VERPO O L 1113 71.5
Tel: 0 5 1 4 2 4  5563

BC COMPUTER & VIDEO GAMES

•  •  •

TB S8 0  —  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 Norton, Oxon
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OMEGA MISSION

RETAIL SHOP,
LEIC ESTER

FOR
ZXB1

Accessories, Software, Books
MICROWARE

131, Mellon Road,
Leicester. Tel : 681812

MONOPOLY
TANDY V .  GENIE
• Computer challenges you at Monopoly as a

player
• F o r up to 6  players I including computer!
• Umlaut'
,  
s y s t
e m  
f e
a t
u r
e d  
•  
w
h
e
r
e
b
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e
r

detects the  skill o f  best player then adjusts its
skill automatically to match that plover

• Computer's game at highest wa il a  'strong'
• Every gem. chnerent. close, exerting and OW

lengpog
• Ga rr*  data ca n be  saved on tape  to  continue

game at another time
• Ea sy focUproof entry ideal even for chitdren to

use
• 2  versions of Monopoly included 'Standard' -

as to rules -
P o p u l a r
'  -  
s l i g
h t  
v a r
i a t i
o n  
t
e  
r u
l e
s ,

• M a ny,  many hours Oh fun for e ll the family.
On tape for the VIDEO GENIE and TAS-80 Mode! t

3 Level 2 16k. A  OS awfully,

C O M P L I T I  C s
M I C R O S O F T

1 BELL UWE. WHEATLEY, OXFORD OXIIIXY

EXPANDING
MEMORY

A GAMES PLAYERS GUIDE TO THE VIC-20

The VIC-20 comes with 3.5K 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, 8K and 16K of
RAM — E29.95, C44_95, E74_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 E25; 8K, £82 and E69; 16K,
£124 and E99; 24K E167 or £129.

Stack also offers a special memory 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
E198.

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 £26.04; BK, £39.09 and 16K £65.17 (all
plus VAT).

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

Beelines gives the user a chance to
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 6A8

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 i s  a  possible
176 x 184 points to play with.

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

The prospect ol a low-cost colour compu-
ter supported by a company at Commo-
dore's pedigree was the rich promise
offered to the personal computer public
Iasi summer.

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

For your £199.99 Latter VATI you will
receive the VIC computer complete with a
OWERTY keyboard. a lead to plug into a
home T.V. and a power supply lead. I I
comes complete with 3.5K ot  usable
memory_

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

Commodore is  based at  675, Ajax
Avenue, Slough Trading Estate. Slough.
Berks. SO 48G.

and the background. one of 16 possible
colours.

Sound wise the VIC is equipped 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
faithtut 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
life character, David Bellamy gets to grips
with some of the VIC-20
-
s l a r g e r  
t h a n  
l i f e

characters on his TA!. screen.
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mail order specialists:
Latest
special
offers:
48K Apple
12in Green monitor
12in Amber Phillips
monitor
Epson printer
ALL PRICES INCLUDE VAT

068
£115

E135
E399

TWICKENHAM
COMPUTER CENTRE LTD
72 Hulk al Twicktokus *Wit TW1 41*111-892 7191/01-191 11121

1mi s m  m e  . . . . . .

ZX81 ADVENTURE SPECIALISTS
C2: VOLCANIC DUNGEON:HANGMAN E 4 . 5 0
Al VOLCANIC DUNGEON. Rescue  it  you ca n. the  Elfin Princess. M ythica l

monsters, pits. fie ry caverns. diminishing strength and water make  your
guest anything but easy
FULL lSK PROGRAM •  •  SAVE GAN *  ROUTINE •  •  SINGLE KEY ENTRY
-
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Mrs. Thomas. Cornwall
RI H AN GM AN : 0.11.11t version of the classic game Pla y against an opponent, or

the computer's 400 word vocabulary Good graphics

C3: ALIEN INTRUDER/HIEROGLYPHICS E5 .0 0
A) ALI EN INTRUDER
- Y o u  
a w a k e n  
t o  
fi n d  
y o
u  
a r
e  
t h
e  
o n
l y  
s u r
v i v
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o
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Explorer Class 3 Stership. Can you escape before you also fa ll victim to the
Alien monstrosity that devoured the crew? There are many ways to end this
adventure but only one way to surviva l
FULL I 6 K PROGRAM  •  I N T ER AC T N E GRAPHICS •  •  SAVE GAM E
ROUTINE •  •

RI HIEROGLYPHICS: Decode the ancient 39 symbol alphabet in time  to save
the famous explorer AN ullie  Makeit" from a sbndy grave.
FULL 161( PROGRAM •  •  ANI M ATED GRAPHIC DI SPLAY "  RANDOM
CODE

C4: WU MPU S ADVENTURE/MOVIE MOGULE5.00
Al WU M PU S ADVENTURE; FOR 1 TO 4 PLAYERS!: Seek the fornous creature

in the most dangerous Wumpus hunt ever. All the usual features are t h e
SUPER BATS •  • PITS •  • TREMORS •  • S W AM P S " MAGIC ARROWS •  •
PL US Exciting new features. EVIL GOBLINS that will try to sacrifice you to
the Wumpus GI AN T SERPENTS • •  WUM PUS MUCK • •  MAGIC SPRINGS
FULL 16K PROGRAM •  •  RANDOM & PRESET CAVE PATTERNS •  •  YOU
CONTROL THE LEVEL OF DiFFICULTY •  •  GREAT FUN FOR YOU  AN D
YOUR FRIENDS •  •

131 M o vie  M OGUL: Guide  your film through the  often hila rious traumas of
production U se  your budget wise ly and you rmoi make a fortune. SuccPSS
depends on many factors and not lust luck.
FULL 18K PROGRAM • • •

ORDERS: Plus 50p P&P or large S A.E f or  list to:
CARNELL SOFTWARE

4 Staunton Road. Slough, Berks. SL2 INT
The above  a re  a lso avatlabla  f rom. BUFFER M1CROSHOP, STREATHAM ,

LONDON

41 1

a
.

COLOUR
ATOMS

Colour Atom (ATM3) E 1 9 7  80

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

Acornsoft cassettes

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

128 West Street,
Portchester,

Hants P016 9XE.
Tel: 0705 325354

E43.70
E10.81

E115.00

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

ELECTRON EQUIP

SPECIAL OFFERS

S.

Prices include VAT
* N E W SHARP MZ-8 0 A  Persona l compu te r.

48K Gre e n  screen ,  f re e  so f twa re  +  d u s t
cover, £549.00

* V IC 20 Colour computer and cassette player.
£244.94. Fre e  in t roduct ion  t o  Basic wo r t h
£14.95 +  Free dust cover.

• GENIE  I  £10 o f f  — o n ly £333.00. Free so f t -
ware and dust cover,

* DA' 48K colour computer. Free cassette
player. F r e e  s o f t wa re  a n d  d u s t  c o v e r .
£688.00.

fl
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Name:

Address:

AccessBarclaycard No  •
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omputers
14 Edward Street, Westbury, Wilts

Tel.: 0373 864644823764
Phone for Credit details

el:112=x1611.4
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