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METAGALACTIC LLAMAS BATTLE AT

THE EDGE OF TIME

A fast and origsnal game for the unexpanded VIC. Challenging
and colourful, with good sonics and a unique game action
and design, this promises 0 be the most exciting new 35K
VIC game since the introduction of GRIDRUNNER nearly a
year ago £5.50

o~

4% LASER ZONE
] Experience Laser Zone - an ulterly NEW totally
ORIGINAL masterpiece of Video games design

the EXHILARATION as, after long hours of

practice, you control the two ships so that they

function as a smooth, co-operative team! Feel

the raw POWER as you lunge for the electro !

button and BLAST your enemies info expanding 3 7 ¢ :

clouds of SPACE JUNK! Feel the humiliation as 4 ! ATRI

a carelessly aimed BLAST slams into the side of 4 | m— MATRIX

your last remaining ship!l BK expansion required ‘\ i Jeft Minter has tuken Gridrunner - M.?umﬁ that

f . e’ o 4 topped bestseller charts in USA and UK - and
Available for Commodore 64 £7.50 - created an awesome sequel
and VIC-20 £6. \ ) Graphically superd, i features multiple screens, new
2 ahbens and aftack waves, mystery bonuses,

renegade hur defk fields, diagonal
tracking, countdown/panic phase and much, much
more
Packed into 20 mind-zapping zones and
accompansed by incredible sonics

HOVER BOVVER o
., Atotally original arcade game for C64 featuring outstanding graphics and a
sound track created by a professional Piano Wizard Gordon Bennet has

borrowed his neighbour's
Air-Mo lawnmower. Mow
your way through as
many of the 16 lawns as
you can before the
pursuing neighbour
retrieves his mower. Set
your dog onto the
neighbour 10 help you out
of tight spots and do?'t
an| the gardener.
no("?g plough through 29

Hostile aliens have used genetic X - [ 4 neat flower beds or

is from r ly h beasts nto ; | + Overheat your mower!
neutronium shi laser-spitting death camels!! | ' £7.50
, manoeuvrable fighter over the mountainous | / ) / B X
Kon destroy m"?:"unus before they invade ( > . s (]
stronghold! You must withstand withering laser fre and | | k — ‘
allen UFOs. Game action stretches over 10 screen lengths and A" Y‘

ner 1/2 player actions and A
game and you'll never be able to | ’ AA.MCDU?.I?':” game! ZAP I
visit & z00 again without gefting an itchy trigger finger! Awesome the swirling alien hordes before | 4
they ram you — and abduct your -
humanoids! Survive the assault for

GRIDRUNNER

Finally true arcade quality

on the unexpanded VIC!

Shoot down the segmented
DROIDS invading the gnd.
Beware of the pods and zappers!
The awesome speed, sound. and
graphics gives

R you 49 MOUNT PLEASANT,
All orders add o) VIO, TADLEY, HANTS. RG26 6BN.

d { . :
50p postage an p.ack ng WBSO 6‘:7_‘32000 TELEPHONE. TADLEY (07356) 4478




EDITORIAL

Hi and welcome to the third edition of C64 Blast. I've
decided to change the main focus of the magazine for
this issue and most likely for future issues. Apart from
the games of course, one of the things I loved about
the era was flipping through the magazines at the time.
So, I have found it fun and interesting to go through
the magazines of past, and pull out articles and reviews
which I hope you will find interesting too. There will also e some original
content too, and this issue includes an interview I did with a hero of mine,
Roger Kean was the brain child behind Zzap!64, Crash and Amtix, as well
as many other projects since. Any comments, photos or articles welcome,
email me at philjohnwheatley@gmail.com

All the best, Phil

This issue and future editions: www.theretrogamesnews.com/c64
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And now...

of the Mutant

JEFF MINTER of Llamasoft
is working on a new game for
the Commodore 64 — Revenge
of the Mutant Camels.

In it you take the role of a
mutant camel, fighting back
against the camel's defeat in
Jeff's previous arcade action,
Attack of the Mutant Camels.

You have three mutant
camels with which to win your
way as far as possible through
more than 40 attack waves.

Each screen has a different
theme — in Rocka and Roll-up
vou are attacked by huge
boulders and mutant
cigarettes. In other screens you
meet mutant mutant camels(!),
a figure called Eugene hurling
axes and, worst of all, Manic
Minter.

Your camels can fire in eight

evenge
Camels

directions and can jump. Says
Jeff: **The camels jump in a
really ludicrous way and when
they sit down they look very
silly. It's great."

The new 64 game should be

Jeff Minter: **The camels jump in a really ludicrous way"’

finished by mid-December —
price £7.50. Then Jeff will start
work on his next Vic 20 game,
the follow up to Megagalactic
Llamas Battle at the Edge of
Time.

£25

inclusive.

provided free with each
lightpen.

“SKETCH'" and
“SHAPE-CREATE"

@®Good documentation

on printout

when ordering.

SUPERIOR PROGRAMS

®Tape storage of your work

@®User routines provided on tape and

Please state VIC-20, BBC or DRAGON 32

Send cheque of P.O. for £25 to:
Datapen Microtechnology Limited,
Kingsclere Road,

Overton, Hants. RG25 3JB

Or send SAE for details. Now available from good computer shops.

A QUALITY LIGHTPEN

Two different drawing programs

SUPERIOR PERFORMANCE
@®Insensitive to ambient lighting
®Responds to different colours
®Program accessible LED lamp readout
®Switch for program control




The scenes look a

st MY FIRELORD
Avon .

64/128
HEWSON

Price: £8.95/cass
£12.95/disk

Enchanted Crystals
help you to deal
with the apparitions

the magnificent Steve Crow, and

his first for Hewson. He's the
author of Wizard's Lair and the
award-winning Starquake. Firelord! is
his best yet.

The scenario is the magical and
medieval — save for the odd
lamppost — world of Torot, a
blighted land where an evil queen
has stolen the sacred Firestone from
the local dragon, and is misusing.its
awesome power to terrorise the
inhabitants. They're too scared.to
leave their houses, and the strests
and forests are peopled instead with
spectral doppelgangers.

Into this mystical mess strides bold
Sir Galaheart, whose quest it is to
free the land by first finding the four
charms of Eternal Youth, and then
trading these with the queen for the
Firestone, which must then be
returned to the dragon for-safe-
keeping. The Quest for the Holy Grail
was a doddle in comparison.

The countryside and its villages are
beautifully depicted; trees, plants,
quarries, and the hep-fields, oast.
houses and gabled thatched dwellings
of Steve's native Kent. Sir Galaheart
trots through this fustic Charm at
speed, reacting smoothly and swiftly
to your joystick control (no keyboard
option), doing his best to avoid the
ghostly peasantry, and picking up
edibles along the way to boost his
ever-decreasing energy. He must also
pick up other objects to increase his
bartering power.

Though the apparitions are fairly
easy to sidestep, if Galaheart
collects one of the Enchanted
Crystals he can extinguish them at a
distance. There are also rampant
bubbles to contend with, as well as
mobile energy pools (which destroy
his Enchanted Crystals) and fireballs.
And just in case you're thinking all
this sounds like child’s play, there
are secret passages marked by
cobblestones and some exits are
blocked by ice-flames and the
occasional portcullis. Getting past the

Firelord is the latest game from

himself at them, an %y
back-tracking before -"\

What elevates Firelord to anothe

plane entirely, giving it the edge over

most other arcade quests, is Steve's
invention of a bartering economy.
Inside the quaint cottages, inns and
oast houses of Torot swell the
trembling inhabitants — a motley
collection of peasants, herbalists,
gate-keepers, witches and wizards,
knights, bishops and reeves, as well

as dragons, an imprisoned princess,
and the Evil Queen herself. All of
these offer services which are
available at a price.

Peasants can tell Galaheart where
he is, gate-keepers will let him travel
through their toll-houses, while the
wise old man and the hermit can
teveal essential information — such
as which characters hold the Eternal
Youth charms, and what they will
trade for them.

Galsheart can enter any of these
ﬁlllip, and, provided he has
goods in his possession — an
Enchanted Crystal, a bag of gold, a
candlestick or similar — then he can
purchase the occupant’s services.

dlclma and

moving the cursor over the Steal
icon, and then in quick succession,
over the icons of the service desired,
the goods to be traded, and the
consequent offer — all before the
householder turns round. And if
Galaheart is caught stealing, he's
sent before the Reeve to be tried. In
the trial scene you'll need some deft
joystick control to prevent him from
losing @ maximum of three lives.
Bartering is crucial to the
gameplay, but has the advantage of
giving the characters some
personality they would not otherwise
possess. Peasants are dim-witted and

Graphics
Sound

Toughness

Endurance
Value

Galaheart can only
get information if
he’s got goods to barter

slow (of course!) and thus gasily
cheated, while bishops are, naturally,

greedy and not easily hoodwinked.
There ramains one further treat in

5 store, The extensive playing area —

all 512 locations of it — has 14
magic places, each with its own
code address, and these can be
reached by bartering for a Timescape
with a herbalist, witch or wizard and
then selecting the correct code from
the hundreds of possible
permutations (I make it 961).
Everything about the game is just
about perfect. | can't find anything
to criticise at all. Very addictive,
instantly playable, tricky as hell and
a joy to look at, Firelord’s overriding
attraction is that it is so well done.
Software craftsmanship at its best.
Bill Scolding
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Interview: Roger Kean

Anybody who spent hours in their
bedroom reading magazines such
as Zzap!64 and Crash have a lot to
thank this man for. Both of those
titles were shifting 100,000 units a
piece and changed the face of
computer game journalism forever.
We were able to catch up with
Roger to get some behind the
scene information about the
magazines, and about what he is
up to now with another legend, his
partner Oliver Frey.

C64BLAST: What was your fondest
memory of working on the zzap!64
and Crash magazine?

Roger: I have almost too many fond memories to mention, but I guess
the annual shows at Olympia figure most. The enthusiasm of the visitors
was overwhelming, not only for the games and the magazines, but also
for the staff who put them together. It was common to have long lines
waiting to get a word with Robin Candy, Gary Penn and Julian Rignall; to
get autographs or a T-shirt emblazoned with an Olibug or a Rockford by
Oliver Frey. I think Crash and Zzap!64 were the first magazines in which
the reviewers and tipsters became stars in their own right, though none
of them lost sight of the real job, providing authoritative and trustworthy
reviews.

C64BLAST: From the outside, it seemed very glamorous working with the
Zzap'64 team, what was the reality like?

Roger: As with most jobs, putting the magazines together every month
was a never-ending task, both from the editorial and art-production
points of view. We had none of the modern electronic technology to speed
up the process, apart from Apricot computers for text production. In the
King Street offices it was a common sight approaching midnight to find



four or five guys hammering away on
joysticks and keyboards, and a couple
more crashed out under the
worktables, fast asleep. The glamour
- was all in the eyes of the beholders,

2 but the joy came from opening the
latest issue. Then, of course, came the
post-partem meeting when all the
errors of text and design were
exposed, discussed and lessons
learned.

C64BLAST: Would you ever consider
. starting a magazine again?

Roger: I don't think I'd consider
starting a magazine again. A decade of publishing up to six monthlies was
quite enough! Besides, there are plenty of publishers doing a very good
job and incorporating Internet editions and I think I would be out of touch
today.

C64BLAST: What is the secret of having such a good and long working
relationship with Oliver Frey?

Roger: Basically being best friends since being at the London Film School
and having a great deal in common. I always seemed to be able to come
up with an image suggestion for all the covers I worked on as editor,
which Oliver could turn into one of his masterpieces. Subsequent editors
treated him more as a resource to sort out the problem of wanting to
feature two, three, or more games on the cover and not quite knowing
which to feature prominently.

C64BLAST: Did you get any time to play on the games yourself; do any
of them stand out as a personal favourite?

Roger: I played a lot of games in the first 18 months of Crash, but
almost never thereafter. Personal favourites were Jetpack, Lunar Jetman,
Jet-Set Willy and at home later, Sonic the Hedgehog and its sequel.



C64BLAST: Do you keep in touch with any of the well know game
programmers of the time?

Roger: I do keep in touch with a few of the well-known game
programmers of the time to a limited degree—mostly via Facebook—and
often because they were employees turned developers, like Gary Penn
and Gary Liddon.

C64BLAST: What are your views on games today compared to those of
the 80s?

Roger: Too many games today rely on the superb graphics and lifelike
animation and forget raw gameplay. Attending Replay Expo at Blackpool
last November reinforced this as I watched young teenagers hammering
away at the mass of arcade machines annihilating a myriad sprites with
rapt faces and having a tough time of keeping up. The Spectrum and
Commodore64 graphics have no comparison with today’s offerings, but
that very limitation meant coders had to use their imagination to create
an environment that dragged the player in through gameplay. And then,
imagine what tiny computer memories they had to play with. That
focused the attention and taxed their
minds with how to accomplish what
they wanted through clever
algorithms and compression
routines, almost all devised in back
bedrooms.

C64BLAST: Along with your many
successes, you also publish your own
books. How did the idea for the Big
Action Library stories come about?

Roger: I wanted to rejuvenate the
action-adventure stories of Victorian
author GA Henty. He wrote for
teenage boys, but the language,
structure and dialogue are too
antiquated for today’s market. As a




result, I rewrote and restructured them (several times) to the point that
they have almost no connection to the originals. And I wanted them to
appeal to an adult market as well as the so-called “Young Adult” segment,
which meant avoiding the Boys Own Paper type of storytelling. Henty
wanted to hammer home history—effectively the greatness of the British
Empire and the superiority of Englishmen over all others—which posed an
interesting challenge; to let the factual history out through the characters’
eyes instead of parading events through which the characters wander.

C64BLAST: Do you ever get time to relax, if so what do you like to do in
your spare time?

Roger: I don't get a great deal of spare time since I enjoy working too
much! My main relaxation comes from watching movies on DVD (rarely in
the cinema these days) in the evenings and—dare I say it?—watching Oz
soap “Neighbours” at lunchtime. Apart from the morning and lunchtime
news on BBC, I don't watch much television programming. I do a lot of
video editing (Final Cut Pro) of home movies and more commercial
projects, like the ones on Youtube for Oliver’s website.

C64BLAST: Thank you Roger for a great interview!

You can find more about Roger’s literature at:
http: / /www.recklessbooks.co.uk/

Please also check out Oliver Frey’s website at:

http://www.oliverfreyart.com


http://www.recklessbooks.co.uk/
http://www.oliverfreyart.com/

T his is one of the most orig-
inal, cute and playable
games to hit the 64 this
year. It features a tremendous
new character in Gribbly
Grobbly and lots of ingenious
ideas.

Gribbly's task is to rescue, one
at a time, eight baby ‘gribblets’
from the surreal landscape and
place them in the safe haven of a
cave. If he succeeds he tries
again on a new piece of land-
scape — there are 16 in all, each
one much larger than the size of
the screen picture which scrolls
smoothly to follow the action.

Gribbly has one big foot, two
bulging eyes and a big mouth.
, He can hop relatively safely
, around the ground or levitate
: and float about. The gribblets
are located on flat stretches of
land and Gribbly has to find
them and pick.them up. The
pieces of flat land are often very
small or hard to get at and can
float unsupported in mid air.

Gribbly survives on his res-
erves of psi energy which are
depleted every time he collides
with one of the numerous haz-
ards about. The jagged land-
scape is one of the biggest diffic-
ulties because while levitating
you can run into any rough sur-
face, trees, bushes, cans or
pools of water.

Seon the mutant
Blabgorian

Life on Blabgor

The cassette is accompanied by
an extremely entertaining little
booklet outlining the scenario
behind the game.

The action, you read, is set on
the planet BLABGOR and Blab-
gorians such as Gribbly have
large heads and only one foot
because their large quantities of
psychic energy (obtained from a
psi-bank) allow them to levitate
and carry things without hands.

SEON is a mutated Blab-
gorian who absorbed evil psi
thoughts when setting up the
psi-bank and the web was
created to control this insane

This game is unashamedly
cute and benefits greatly

from it. The scenario, control

being. methods and characters
Needless to say each mut- make it tremendously
ation has its own moronic spec- original and ternf(c funto
iality: SEED PODS forget they play. The graphics are
can be bubbled, TOPSIES can‘t excellent and very distinctive
see and they have inferiority and the sound effects N\
complexes over their lack of a delightful. The levels get
brain (which is why they want really tough and all this
to capture gribblets), and combined makes a brilliant
STOMPERS biunder around game.
falling off cliffs and drowning in 3 \!
pools because they think 7 &
they're clever and don't trust v
their sense of touch.
For once the humour of the
scenario is perfectly captured in >
the actual game-play. e N
n (

Another energy-sapping
danger is the triangular web
which occupies large areas of
the screen. However Gribbly, by
careful manoeuvring over spec-
ial switches, can turn on and off
sections of the web, and on
some levels this is essential to
open up areas of the screen. The
web will also disappear compl-
etely when you only have one

more gribblet to collect, allow- T
ing you free movement. Thisis a e
mixed blessing in that a danger- Y
ous, crab-like creature called :

Hewson Consultants, £7.95 cass, joystick only

@ Colourful, addictive arcade game of great character
@® 186 scrolling landscape areas, excellent control feel

Nasty pools

96 ZZAP!64 July 1985



Seon is also released and he
quickly homes in on you.

The layout is different for each
level and finding the cave isn't
always very easy. What's more
the caves on later levels are
tricky to get into. Interesting

landscape features like water-
falls, which you can fly through,
and tall rocks also appear.

The other inhabitants of the
»| g@me mutate through several
/4 stages before trying to grab a
gribblet and carry it off. They
| start as sycamore-like seed pods
| floating to the ground where
they turn into topsies. These are
wormlike creatures with a suc-
tion cup on each end to flip end
over end along the ground.

If they find a gribblet they flip
it onto its back exposing its
brain. After a while they turn into
a chrysalis which produces a
stomper. If one of these encoun-
ters an inverted gribblet it trans-
forms into a winged creature
and carries away the unfort-
unate gribblet.

In the first three stages of their
lives you can destroy the creat-
ures with bubbles from
Gribbly’s mouth. In the fourth
stage you can only turn round
the stompers, round while bub-
bling a winged beast will release
the gribblet itis carrying. As they
fallthey release a heart-breaking
scream, but you can then catch
them in mid air or allow them to
fall safely onto flat ground — but
a landing on anything else will
result in its death.

This fantastic little creature
appealed to me immensely
as soon as | met him. What a
character! He smiles if you
do well, scowls gloomily if
you make a mistake and
stands looking bored if you
leave him for too long. When
he moves about he looks
about excitedly and blinks
occasionally. Movement and
the feel of Gribbly is superb:

. collecting gribblets has
never been so much fun, |
absolutely adored this game
and | strongly recommend
that you rush out and meet
find the greatest character
since Rockford.

Gribbly looking sad

Psi-grubs are also to be found
and if landed on give you more
psi energy, which can be added
to the bank at theend of a level. If
you don't save at least six gribb-

% lets you have to repeat a level

whereas if you rescue eight you
can advance three levels.
Control is incredibly easy with
a lovely bouncing action and
great inertia and gravity when
you're flying. The graphics are
really cute with Gribbly smiling
when you do something right
and scowling when you goof up.
The gribblets are also superb,

Psi grub

The highly original, unusual
and humourous scenario
combined with the cute,
amusing graphics and
excellent control methods
got me immediately hooked.
1 especially liked Gribbly
Grobbly's different
expressions and the way
everything has individual
character. I'm still every bit
as hooked as was when |
first played and...excuse me,
amanky little Stomper just
whipped one of my
gribblets!

occasionally flipping about in
the air as they enjoy the sun-
shine.

The colours on each level are
different and often garish but
merely add to the cuteness of
the game. There is a title tune
plus some nice bounce and bub-
ble sound effects.

BW

/  Funnyand imaginative
/() scenarioina great
storybook,

O ') o) Colourful and sometimes
Z. /O garishlandscapes. Great
Rhaa animation on Gribbly.

(0] A marvellous new character
O with unusual control and

scenario.
HOO

attracts.

| )/ Nice title tune plus great in-
| / 1 () game effects for gn‘ blet
| = tlipping and bubbling.

VALUE FOR MONE
A brilliantly original game

9 O//O with terrific control and &
¢ demanding task.

| (9] Easy to master controls and
| (o) the scenario strongly

ABILITY
P

0 There are 16 diabolical
Q flevels

_//%J/“—D/z“/;\gfy

1 caN WP VST
LIKE GRIgBLY.""
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HOW TO GET
OVER $2000 WORTH OF NEW
CAPABILITIES FOR YOUR
COMIMODORE 64

"OR $599"

The Spartan™ is the Apple™ 11+ emulator for your Commodore 64™ that will open
up a whole new world of hardware and software for you! Imagine adding these
features to your Commodore 64™ for the Spartan™ price of $599: [ ] Apple ™Il +
hardware and software capabilities [] 64K RAM expansion ["] four

software selectable Commodore 64™ cartridge slots [_] non-dedicated 8-bit T
parallel port [] standard audio cassette deck capabilities for your C-64" S MR S
The suggested retail value of comparable products offering only these e —

capabilities is over $2200.00* — but the Spartan™ gives you much, much
more! By building on your investment in your Commodore 64™— an
excellent introductory computer — you create a whole new system

with both C-64™ and Apple™ Il + capabilities. There is a whole other

’ H ™
world out t_here. The huge selection of Apple™ I+ hardware an:j MIMIC SYSTEMS ING.
software is now yours to explore! Call toll free for the Spartan 1442 FORT.ST., EL. 6N
dealer nearest you. VaEE =R A B C
CANADA V8V 4V 2
*All prices quoted are in US, funds, freight and taxes not included. Value of components equivalent TO ORD ER CA | B A

to the Spartan™ system are quoted from Apple™ Il + CPU and Apple™ Il + single disk drive 1983 ;
list prices, and from current suggested list prices and component specifications of other 3 \
peripheral manufacturers. Commodore 64~ and Commodore logo are rademarks of
Commodore Electronics Lid. and'or Commodore Business Machines, Inc. Apple™ Il + is a (663-8527)
trademark of Apple Computer Inc. Spartan™ is a trademark of Mimic Systems Inc ond has
no assoclation with Commodore Electronics or Apple Computer Inc. The Spartan™ is
manufactured by Mimic Systems Inc. under license granted by ATG Electronics inc. of
Victoria, B.C. Canada




for the 64 and 128

by Neil Cooper
Your mission, Mr Phelps, is to land your helicopter on the ship to
deliver the cargo. But a barrage of missiles is constantly being fired at
you, trying to stop you from landing. But they won't ‘cos you're amaz-

ingly skillful. It’s pretty tricky especially since there's a choice of ten
speed levels. Use joystick in port 2.
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This Issue’s C64 Legend — Antony Crowther

If you had a Commodore 64 in the 80s, then this man will be very
familiar. He first started writing games for Alligata, such as
Blagger, Loco and Trapp, but is probably best known for games he
wrote for Gremlin. Games such as Wanted: Monty Mole, Suicide
Express and William Wobbler are firm favourites to this day.




FRONT LINE

Interceptor Micro/£7.00

Here's a sort of ground level version of Blue
Maxthat ha$ you meandering around,

GANDALF THE SORCEROR

Tymac Software/£9.95

!
Puwen uy

Curn  vouve HOPRENL L

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

BLACK THUNDER

T dp P

blasting away at anything that moves.

The year is 1984 — although you
wouldn’t know it from all the jets and
helicopters the enemy throws at you — and
you're in control of an experimental battle
tank that charges around the countryside
doing battle with 2nything that raises its
alien head.

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

a Tymac offering won the ‘game of the
month’ accolade (admittedly against poor
opposition) mostly on the strength of the
speech synthesiser. Well, my littie
chickens, Tymac has done it again, so let's
see how it measures up to the last effort.
Gandalf the Sorcereris based around a
Necromancer kind of design — and that,
after all, is one of the classics. The trick is,
of course, to not copy too slavishly. Well, as
Gandalf the Wizard, your task is to destroy
the lizardmen, who are besieging your
castle and you do this by firing bolts at
them. Once they're bumped off, the lizards
turn into gold coins, which is really jolly
decent of them. The dastardly, scaly things

Quicksilva/£8.95

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

COMBAT LYNX

Durell/£9.95

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

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

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

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

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

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

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

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

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

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

Front Line is not the best game I've ever
seen but it /s engaging and a lot more fun
than most of the other stuff around. It's also
pretty difficult to master.

eoe

are attempting to steal your apprentices,
and | bet you're thinking the object is to try
to stop that happening. But wait ... if you
don’t allow them to break down the door,
how are you going to collect those nice gold
coins? Even a wizard has gotto earn a
crust you know. The biggest problem is that
when the door's broken down, the first of
the univited guests is a spider which has a
nasty tendency to run into you and
transform the wizard into a puddle of
shapeless goo. Nasty! Once you run out of
spells, it's up to the castle tower where
Gandalf is refuelled by a convenient
lightning bolt.

Sorry chaps, no award this time!

SO000 i) b

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

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

ool T4

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

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

A DIVISION OF THE AVALON HILL GAME COMPANY

We've created a subterranean monster. Fifty
stories low.

That's the number of levels in the TELENGARD
dungeon.

Each labyrinthine level holds hundreds of dark
chambers and tomb-like corridors for the mighty
adventurer to explore. It goes without saying that a
shifting collection of hideous monsters with unpredict-
able behavior patterns can make life in the TELENGARD
maze quite interesting—and frequently quite short!

Using wits, magic and true grit, your character delves
deeper and deeper into the depths of TELENGARD in
this realtime fantasy role-playing game. Available on
cassette for Commodore 64™ and PET® (32K) for a
ghoulish $23.00. Diskette for Commodore 64™
available also, for $28.00.

AND FOR THOSE WHO DON'T DIG UNDERGROUND GAMES . ..
There’'s B-1 NUCLEAR BOMBER, a nail-biting solitaire simulation
of a manned B-1 on a mission over the Soviet Union, Your plane is
equipped with six Phoenix Missiles, a one megaton warhead and
orders to retaliatel Cassette for Commodore 64™ PET® , VIC 20™
(16K) are available for an explosive $16.00. Commodore 64™
diskette available for $21.00.

NUKEWAR: Defend your country by massive espionage efforts, or
by building jet fighter bombers, missiles, submarines and ABM’s.

B-1
NUCLEAR
BOMBER

Be g

Telengard: How w can you go?
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YOU HAVE ENCOUNTERED
AIGHT, »AST, OR SVADE

-

Your cold and calculating computer will choose its own strategy!
Cassette for Commodore 64™, VIC 20™ and PET® (16K) for just
$16.00.

FOOTBALL STRATEGY: A head-to-head challenge or solitaire as
you select the best offensive or defensive plays in response to your
opponent. Commodore 64™ cassette for $16.00. Diskette available
for $21.00.

T.G.I.F.: Thank Goodness It's Friday! Avalon Hill's new party game
for one to four players recreating an often-not-so-typical week in
the lives of the working class. Half the fun is just making it from
Monday to Sunday. Commodore 64™ cassette available for a
meager $20.00. Diskette for $25.00.

Midway Campaign, Moon Patrol, Flying Ace and Bomber
Attack are more terrific games available from Avalon Hill's
Microcomputer Games for your Commodore 64" home computer.
AVAILABLE WHEREVER GOOD COMPUTER GAMES ARE
SOLD or call Toll-Free: 1 (800) 638-9292 for the name of a

microcemputer games’

a Division of the

Avalon Hill Game Company

4517 Harford Road, Baltimore, MD 21214 U.S.A. Earth
Commodore 64 and VIC 20 are trademarks of Commodore Electronics, LTD
ess Machines, Inc.







By Danny Byrne

The 1701 color monitor recently
introduced by Commodore was a
pleasant surprise and a welcome
addition to our family’s computer
system. It wasn’t too long ago that
[ faced a small lynch mob because
I decided I needed to use the fam-
ily color TV during prime time.
After a few close encounters like
that (more accurately, out-right
battles) the rest of the family de-
cided that we needed another
color television.

We shopped around, compared
prices and features and had almost
decided on a popular brand that
was conveniently on sale, when
we learned that Commodore had
a color monitor that performed
wonders with the picture on the
Commodore 64.

[ called a family conference, and
almost everyone was all for buy-
ing the 1701 monitor, particularly
since the price ($299.00 list) was
less than we had planned on pay-
ing for the color TV. The one hold
out was our 14 year-old daughter,
Beth. Her objection was, “If you -
can’t watch ‘Fame’ or ‘Family
Ties’ on it, it's not worth buying
at any price!”.

Of course her objections were
overruled (she was outnumbered
when we put it to a vote) and
when [ brought the 1701 home
and Beth saw the quality of the
video display with her favorite
Commodore video game, | heard
no more of that “‘television non-
sense” (or so [ thought!).

My wife Betsy, sympathetic
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to Beth’s plight (she always has
spoiled that kid) called up the
salesman at the place we bought
the monitor and asked if there
might be a way to interface it with
our ancient RCA video cassette
recorder and use it as a television
set. Her reasoning was that since
the VCR contains a television
tuner, and when we watch TV
through the VCR we are only
using the picture tube and the
speakers, that it should be possi-
ble to access the 1701 monitor in
the same fashion.

The salesman told Betsy that
he had never thought about it, but
it did sound logical. He asked her
to let him know the outcome of
our experiment. Armed with this
“expert” confirmation of her idea,
Betsy joined forces with Beth to
confront me. | was skeptical at
first, but they convinced me to
give it a try.

The first thing [ had done when |
bought the 1701 was make a cable
to hook our 64 up to the rear con-
nection, on the advice of Jim But-
terfield and other 64 owners who
had tried it (more on this in @ min-
ute). This left the front hook-ups
free for connecting to our VCR.

[ used two RCA cables with pin
jacks and plugged them into the
video-out and audio-out on the
VCR. (These are standard 75 ohm
RCA plugs, available just about
anywhere for around $3.) This
procedure not only worked, but
gave the Byrne family an auxiliary
color TV set that had better color,
sound and resolution (in our opin-
ion) than any of the “‘real’” televi-
sions we had considered buying!

[ also found that I could go one
step further and feed signals from
the computer into the audio/
video-in jacks on the VCR, which
passes the signal through to the
monitor. This enables me to re-
cord graphics and sound from the
64 on video tape, just like some of
the impressive computer graphics
and sound exhibitions you may
have seen on television.

Beth’s prime time problems and
Betsy's intuition had resulted in an
entire modular home learning and
entertainment center consisting

of our Commodore 64, 1701
color monitor, the video cassette
recorder and our stereo system
(hooked up to the 64 monitor
cable’s audio-out plug). [ would
venture a guess that some kind of
matching system containing these
components (and maybe some
that [ haven’t thought of—laser
disk?) will be the norm in the
homes of the very near future.

The real reason I (not Beth) had
wanted to buy the 1701 was the
excellent color and resolution that
[ had seen demonstrated at the
Commodore dealer. In the 1701
my hopes for really showing off
my 64’s graphics had crystalized
into reality, but to obtain the best
display, as [ mentioned, I did have
to build my own cable to connect
my Commodore 64 to the rear
hook-up on the 1701.

According to the manual that
comes with the 1701: “The use of
this terminal (rear hook-up) allows
the display of a picture with better
resolution than the ordinary con-
nection...”. If anything, this is an
understatement, but the manual
forgets to mention that the cable
for this connection is not included.
[ know several people, not being
forewarned, who searched for the
“other cable’” in the monitor box
and packings with (predictably)
disappointing results.

Let me again say—the rear
hook-up cable is not included.
Although I understand that some
electronic stores carry a ready-
made cable that fits the bill for
around $10, [ couldn’t find one
in Albuquerque, so [ built my
own with parts costing less than
$5. However, if you are not inclined
to whip out your soldering gun
and start sticking wires and plugs
together, what you need to do is
go to your local computer or elec-
tronics store and get a five-pin
DIN-to-three-RCA plug designed
to go from computer to monitor.

If you can’t find one ready-made,
you might ask your dealer to make
one for you.

The manual that comes with
the 1701 Commodore color moni-
tor is short (ten pages) but to the
point. I find it very useful and
easy to understand, with excellent
drawings and diagrams (some are
included as illustrations for this ar-
ticle). In an age of indecipherable
hardware manuals, this is no mean
feat! One of the things my wife
likes best about the monitor (be-
lieve it or not) is the fact that it
matches the 64 and the 1541
disk drive. Together they make
a handsome system that no one
could mistake for anything less
than a real computer.
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GANDALF soitfce- 2o

ENTER THE MYSTERIOUS WORLD OF MAGIC!

With dazzling graphics, super realistic animation and awesome 3-D
effects. Gandalf gives action you have never seen before in a computer
game.

1499~

\ NP
A Super Action,3-D Effect, Arcade Game

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

A man's home is his castle, but to you, Gandalf the Sorcerer, your castle is sacred. Or so you thought until the scalytailed lizardmen
took a fancy to your treasure which is protected by an andient spell.

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

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

WATCH FOR FORTHCOMING RELEASES

INCLUDING

TYPE'SNYPER AND BlO'DEFENSE

SPECTRUM VERSIONS AVAILABLE SOON

TRADE DISTRIBUTOR ENQUIRIES INVITED!
TO ORDER BY MAIL (P & P FREE) SEND CHEQUES OR POSTAL ORDERS TO:-
TYMAC (UK) LTD 43-48 NEW STREET BIRMINGHAM 021-643 8899
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released a conversion of the

famous laser disk arcade game
Dragon’s Lair, and now they've
followed up the success of that with
a sequel.

In the original a malicious dragon
ran off with the king’s daughter and
imprisoned her in a crystal ball with
a short supply of air. Dirk the Daring
came to the rescue, braving falling
discs, burning ropes, a deadly
weapons room and a nasty
chequerboard among other perils.
Soon after he married her, but it
seems as if that's not enough for
Dirk. He wants riches as well, so
this time he's going back to the
castle where a lizard king now holds
sway over a pot of gold.

Once the game has loaded, using
the same 'load-while-you-play’ trick
(which many other companies should
have adopted but haven’t) you find
yourself confronted by more
murderous perils. Dirk begins in the
river caves, where he is swept along
by rapids towards jagged boulders.
Fortunately someone s shining a

Last year Software Projects

<

<

@® Screen Scene

torch since a light seems to flash
guiding you through a safe route.

There’s no more help for the rest
of your mugger's journey. You emerge
in the second sheet in Boulder Alley
where for your avaraciousness you
are chased by a large rock, Indiana
Jones-style.

From then it's into the Throne
Reom where you find yourself
embroiled in some of the traditional
Dragon’s Lair gameplay, moving the
joystick around to dodge hands of
fire and so on.

Stick your ear in to
avoid the rocks

run you into a wall

The pot of gold awaits you in the
Dungeons of the Lizard King but
you'll have to kill him first, Fail and
he'll drag your carcass off the screen
like a sack. If you manage to waste
the rotten reptile and nab the gold
you'll have to make your escape on a
Magical Flying Horse. Trigger it
ain't, and you'll find the stupid nag
running you into walls. It would be
more use to you as glue, but you're
not given a choice between pasting

Bovulder Alley: Get
your indy hat on

things in a scrap book and escaping,
s0 you have to make the best of the
untrusty steed.

Before you ever make it out and
bank your money in British Airways
shares or whatever state asset the
king’s currently flogging off, there’s

The Flying Nag: hang on cowboy he’s going to

another dungeon, some mystical
mosaics and a spectacular last trial.
The Mud Monsters is a huge
volcanic area where the mud boils
and comes alive in an attempt to
stop you legging it with the dosh.

As a sequel Escape from is a
considerable improvement on the
original. The irritating sequence
which followed Dirk’s death in
Dragon’s Lair where' you crumble and
reassemble slowly has been adjusted
0 you can skip straight back into
the action by a couple of stabs on
the fire button,

The graphics are also better, but
the major improvement on the first
game is in the area of sound. There's [
a Rob Hubbard tune for each test
you have to face, and eight Hubbard
tunes in one game is pretty good
value. In short this will be of interest ;
to newcommers and those of you
who bought and enjoyed the original.

Go for gold!

Kirk Rutter

Graphics 1 2 3 4 8
Sound T2 3 4 8
Toughness W R
Endurance VA=A RS
Value R R

& 7 8 9 10
6 7 8 0

6 7 8 10

Ak S ] 10

10 Overall

6 7 8
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Fancy having a go at 7

arcade type game? |
William Fong has tried
to give you some

guidelines to start you
on the way. |

HOW MANY TIMES HAVE
you played a new computer
game and after minutes (or
sometimes hours!) of
frustrated playing you are
sure that you could have
written a far better game
yourself? It is really not as
difficult as you might think
provided you approach the
task in the correct fashion —
and you can get a great deal
of enjoyment from the
program writing itself, let
alone when you can happily
play with the finished
product!

The first move

Naturally your first move is
to think of the basic idea for
the game. Of course the
idea should be an original
one — try to break away
from the same old mould of
alien-zapping, maze-
wandering and monster-
killing! No doubt this is the
most difficult part of writing
a good game,

Now don’t immediately
rush off to your computer —
well not yet anyway!
Transfer your idea to paper
— there’s nothing worse
than spending hours at the
keyboard only to find that
the game falters at a crucial
time — thisis afine recipe to
make you give up on the
idea before you've given
yourself a fi gting chance.
Think everytEing out before
you get too carried away:
what sort of characters will
be involved? Are you going
to use graphics and sound in
a ﬂarticularly unusual way?
What will signify the ending
of the game? Do you want a
two-player facility? These
and so many other factors
will be vitally important to
establish before you go

YOUR OWN
ARCADE

& GAVE @

headlong into typing actual
code.

Throwing down the
gauntlet

Bear in mind that the game
should be challenging to be
even the most skilful player.
This does not mean that the
game should be impossible
to beat — people will easily
lose interest in a game
where they haven’t got even

the faintest chance of
winning! A way of gettin

round this problem coul

be the use of different levels
of difficulty. Above all keep
the concept simple — too
many rules can be

confusing, and they should
remain the same through-
out the game.

Most people prefer a
joystick-operated game, but
it is wise to keep all
options open. If you

our
ave

not got a joystick and are
forced to use the keyboard,
please give some thoughtto
the choice of control keys so
that the player does not
have to perform super-
human digital antics in
order to fire a missile!

On screen action

Your own arcade game 2
Having got your ideas and
plans on paper, you can
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touching the computer. A
lot of thought is needed to
make the game interesting
and addictive — this is often
the stage at which
programmers don’t applr
too much care and the small
but important touches are
left out. In good games the
screen is always changing
and the graphics are usually
moving. At this stage you
can let yourimaginationrun
riot when thinking of the
representation of the
main characters in the game
and here you can use the
CBM 64’s graphics abilities
to the full. But don’t worry if
you find it difficult — there
are many graphics desiﬁn
packages around for the
CBM 64.

Colour use is also very
important and is probably
best added after everythin
else has been completed.
Generally colour should be
used to minimise the

player’s frustration; critical

features and anything that’s
urgent should stand out
clearly, whereas features
that are not viewed often
should be lightly coloured.
Be careful with the colours
of adjacent characters as the
eye is easily fooled by
contrasts; try also to avoid
filling the screen outside the
playing area as this can be
distracting and confusing. It
is also often worth the
trouble to try playing the
game on a mono screen —
different colours do not
always distinguish them-
selves on a black and white
TV.

Listening in

Sound effects should be
considered carefully;
certainly with the 64’s
complicated SID chip
excellent sound effects may
be generated. Good use of
sound can enhance a game
and turn it into something

really special, but it is
perhaps one of the most’
difficult things to perfect. It
must suggest impending
action to the beginner but
not antagonise the advan-

ced player; it is worth
leaving in the option
of turning the sound

off. Trial and error is the
only way to perfect different
sounds for each character or
iece of action — a long,
ow frequency sound
suggests slow movement
but you need ashort distinct
sound for more immediate
action.

Try to make your sounds
as pleasing as possible and
try to avoid shifting from
low to high frequencies too
abruptly. If you are a little
more expert in the musical
field you could have a go at
writing a little tune to go at
the beginniniof the game
or running throughout it.
Don’t forget though that a
catchy little tune heard

multitudinous times while
you're trying to beat the
computer can sometimes
make you want to beat the
composer instead!

Other factors

Don’t forget that through-
out the writing of this
wondrous game you will
need to keep track of where
the characters are at any one
time was the alien
destroyed and therefore
now out of the game, or
have you merely blasted it
into another position in the
maze? There’s surely
nothing worse than having
expertly destroyed a
submarine only to find that
minutes later it has
mysteriously come back to
life and suddenly blown
your ship to smithereens!

A scoring strategy is
purely a matter of personal
preference, although it
certainly appears that many
people like a High-Score
record facility. You must
also decide whether to have
a time limit on the game —
will rou run out of fuel,
missiles or oxygen?

Game point

Well, that’s all there istoit! |
know it seems a totally
daunting task, but rest
assured (?) that the hardest
game you will ever have to
write will undoubtedly be
your first. As you go through
the routine for the first time
rou will gradually learn nifty
ittle movement routines,
exciting explosion effects
and more, and often you
will find that they fit in
better to your Mark Il
version of the game which
has all sorts of refinements
added to the original.
Throughout the process of
writing your own game you
must continually test each
new stage you add on —
who knows how that new
routine will affect the part
you have already perfected?
It is also advisable to always
keep back-up copies for
those odd occasions when
the whole thing crashes —
you may not always have the
stamina or memory to go
back and start at tEe
beginning again!
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How will these four When such computer

master computer game wizards as (from left to

writers be feeling in a few right) lan Weatherburn,

weeks time? Mike Glover, John Gibson

They have been brought together to .... andEugene Evans are

pool their awesome talentsto create = «<* - locked away for weeks on
the two most sensational, mind .= ™ end, anything can happen, will
bogglinggamesever & i . % they maintain their sanity, or
imagined.. Psyclapse % "’ thepame Whatsmoreto the point can
and Bandersnatch. 5 ofthegame You controlyour patience?

Coming soon from Imagine...Psyclapse and Bandersnatch...
the two most exhilarating experiences ever. Can you wait?

Imagine Software Limited, 5 Sir Thomas Street, Liverpool, Merseyside L1 6BW.
Dealer Enquiries Contact: Colin Stokes on 051-236 8100 (20 lines).




Modems seem to be

people lmow what
they can do? Simon
Rockman. inhodm:el

A MODEM IS ONE OF THE
most exciting black boxes
that can be hooked up to a
computer. Think of it as a
telephone for your
computer. The device plugs
into the back of a computer
using either the edge
connector or the cartridge
port. On the back of t
modem is a lead with the
new style telephone jack.
This plugs into the BT
approved hole in the wall
just like a Mickey Mouse
telephone. From then on
the world is your oyster, but
as with a telephone it is no
use if you’ve got no-one to
ring. There are quite a few
major services to dial into.

Main contenders
The major database used by
home computer owners is
PRESTEL. This covers the
whole country, but most
ﬁale only have to make a
ocal call to log in. To use
PRESTEL you have to pay a
standing charge of at least
five pounds a quarter and
this allows You to log into
the general areas of the
stem. You are given a ten
dvglt ID and a four digit
password, the ten digits are
fixed and can only be
changed by PRESTEL
themselves, the second one
is like a combination lock
and can be changed by the
user. Both of these numbers
should be kept secret and
for added security the
second one shourd be
changed regularly. Prestel
rovides most of the
information found in a
general magazine — news,
sports and holiday informa-
ion on a specific topic than

=INTRODUCING
MODEMS

On the whole, Prestel
Microcomputing can be
used very cheaply — m
average bill for Prestel,
including the Microcom-
puting section plus the odd

the system provides it may | price on a page. When you
be possible to join a Closed F ok atthe charged page the
User Group (CUG). These | amount in the top right
usually cost extrato joinand | hand corner is added to
are particularly popular | your bill. This is the way a lot
with travel agents, farmers | of IP’s make their money.
and micro owners. The
section aimed at micro
owners is called “PRESTEL
Microcomputing’’ and
incorporates the association
of computer clubs, Viewfax
and Micronet.

e | Micronet

Micronet is run like a daily
newspaper, it is kept up to
date with news daily, often
being the best way to keep
track of what is happening
in the world of computers
(apart from buying maga-
zines producedy by yours
truly! Ed.) There are special
technical enquiry facilities
and programs to download,
some of them quite good,
such as “The Hobbit”. At
the moment there is very
little specifically for the
Commodore 64 user.
However, with the increas-
ing number of 64 modems
available, the force of
Commodore owners on
Prestel should soon begin to
challenge the Spectrum and
BBC strongholds. The
Micronet letters page is very
addictive; Prestel is a two-
way system and this makes
the most of that. The
micromouse section of
Micronet is a kind of gossip
column, spouting rumors
and statistics. Viewfax is a
less formal version of
Micronet offering many
similar services but with a
flavour of its own. Access to
Prestel Microcomputin

costs an extra eight pounds
a quarter. One way an
information provider (IP)
can charge you money for
information is by putting a
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page charge is around £15 a

quarter, about the same sort
of price as a daily
newspaper.

Into business

There are many business
orientated networks; most
of them require an eighty

A column display and so are
not really suitable. They
also tend to be rather
expensive. The main

¢ system, which will be

available to Commodore 64
owners is British Telecom
Gold. This rose to fame
when it was broke into on
the BBC television program-

me, but claims to be much
safer now. Gold is a
messaging system: it can be
used to send long letters
and programs to other
users, you canstore as much
information as you like but
pay for the amount of
memory this takes up. The
system is only really useful if
you log in regularly or want
to send information that is
difficult to read over the
phone, like legal docu-
ments or programs.

Latest bulletin

You don’t have to have a
huge mainframe to run a
database, there are many

micros doing a similar job.
These are called bulletin
boards (BBs). They usually
run on a Tandy computer
and are free. Most BBs use a
slow rate of data transfer
and are not compatible with
the system used by Prestel;
this means that only
modems which are capable
of changing the speed at
which they operate (known
as a Baud rate) can ‘talk’ to
these systems. With the
increasing popularity of
Prestel more and more BBs
are switching to the system
that Prestel uses. The
advantage of a BB is that
whatever you send in is put
up instantly, everyone is an
information provider. The
disadvantage is that only
one person can use the
system at a time. The
popular BBs can be very
difﬁcult to get through to,
they are usually engaged.
BBs are only local and it is
necessary to dial the site
where the computer is set

up.
Getting switched on

Bigger computers usually go
through a switching system;
the main one is PSS. This
covers most of the country
and is a kind of motorway
for data: you dial a local
number on the grid (a
node), enter an identi-
fication number, a password
and who you want to talk to
and the system puts you
through. This service is
pretty cheap, data is
charged for per packet ( a
number of bytes) and is
much more economical
than calling direct long
distance, especially when
dealing with other coun-
tries. PSS requires the
person you want to talk to to
also be on the system.

Compunet

The most exciting database
from the Commodore 64
owner’s point of view is
‘Compunet’ specially set up
by C%mmo ore in con-
junctin with a company
called ADP. To use
Compunet it is necessary to
buy Commodore’s own
modem.

Commodore have been
spectacularly successful in

the US with their two
modems for the VIC and 64.
They hope to repeat this in
Euroge by turning the
telephone into the com-
puter’s most useful
peripheral. There are major
differences between the
American standards for
modems and European
ones so it was decided to
build a new one from
scratch in the UK. The job of
designing the hardware and
writing the Viewdata
software was given to Y2 in
Watford. This has been
around for a fair while now
and has an established user
base. With the modem
comes special software to
allow you to use Compunet.
When you log into
Compunet for the first time
all the extra software that
you need is sent to you by
the system. This includes a
routine to allow you to talk
to other users direct.
Compunet is designed as a
cross between Prestel and a
BB. All users are information
providers but they can
charge for the information
they provide. There is a
system of menus and you
have the ability to
communicate directly with
other users and there are
plans for a multi-player
ame like the American
‘Mega wars’’ or Essex
“MUD"” space and adven-
ture games which allow you
to play against other players
in real time.. Each Com-
modore modem is unique;
it contains a code number
(like the registration on a
car) which tells the system
who is calling. This adds a
%:eat amount of security to
the system and it is hoped
that holidays, full home-
banking and betting will be
sold through Compunet.
Commodore have built
3000 modems, they have the
parts for 7000 and aim to sell
40,000 by Christmas. One
person | spoke to said “We
will make Micronet look
silly’’. These plans are
certainly ambitious, other

computers will be allowed
in after a while (Apple arefl 49
known to be interested)

but it is the Commodore 64
owner who will get first
crack of the whip. Watch
future issues of Your
Commodore for details.
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Ali titles available from Quicksilva Mail Order,P.O. Box 6, Wimborne Dorséet

EPYX
GATECRASHER  SUMMER GAMES GAMES 84

ANT ATTACK

QUICISIAR D TANAENT DMENSITN

AVAILABLE
SOON

SPECTRUM 4ax
£6.95 TWIN CASSETTE
uc.}laigm PACK £1495

DeSK £19.99

WARNING: These programs are sold according to QUICKSILVA Ltd's terms of trade and conditions of sale, copies of which are available on request.
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Moving Marquee
For Commodore 64

Have you ever seen commercial soft-
ware that scrolls a message across the
screen? Here is a short routine you
can add to any BASIC program to
achieve the same effect.

How many times have you stared at
the message PRESS ANY KEY TO
CONTINUE? After using your
computer for a while, you may be-
come a bit tired of the same old
screen displays. “Moving Marquee”
lets you scroll any text message
sideways across the top of the
screen. Type in the program and
save a copy, then run it to see how
the marquee works.

Line 10 calls a subroutine at
line 30000 which puts a machine
language routine in memory. This
needs to be done only once, when
your program is performing setup
tasks. Line 20 clears the top line of
the screen and sets the correspond-
ing area of color memory to white.
Of course, you can use whatever
color you like: To change the char-
acter color to red, change the 1 in
line 20 to 2, and so on.

David W. Martin

Line 30 lets you input the mes-
sage of your choice. You may create
the string any way that you like (for
instance, A$=""MESSAGE"”), and
the name of the string variable is
not critical. However, you must add
CHR$(0) to the end of the string
(line 40) so the marquee routine
knows where the message ends. In
addition, since the routine always
displays the last-defined string, you
must not define any other strings
before calling the routine with SYS.

Once you call the routine, it
scrolls the entire string across the
screen from right to left. Since this
is done as a background task during
the computer’s hardware interrupt,
the marquee display does not slow
down the rest of your BASIC pro-
gram. You may change the scrolling
speed by POKEing a value from 0
to 128 into location 866 (the normal
value is 5).

Moving Marquee

For instructions on entering this listing, please
refer to "COMPUTE!'s Guide to Typing In
Programs’’ published bimonthly in COMPUTE!.

10 GOSUB30@@@:PRINTCHRS (147)CH
R$(17) irem 67
20 FORJ=39TOQSTEP-1:POKE1@24+J

,32:POKE55296+J,1 :NEXT
30 INPUT"ENTER MESSAGE";A$

49 A$=AS$+CHR$(9)
5¢ POKE1@@9,PEEK(PEEK(71)+PEEK

(72)*256+2) :rem 12
60 POKE1@1ll,PEEK(PEEK(71)+PEEK
(72)*256+1) :rem 5
79 SYS10@8:END :rem 64

30000

30019

30020

30030

30049

30050

30069

30070

30080

30090

:rem 158

:rem 90
:rem 24

FOR ADR=864 TO 1015:READ
BYT:POKE ADR,BYT:NEXT:R
ETURN :rem 45
DATA 40,8,5,49,234,15,5,
49,160,1,185,0,4,153,255
,3,200,204,96,3 :rem 28
DATA 208,244,32,161,3,20
5,97,3,240,15,192,255,24
9,11,200,140,101 :rem 82
DATA 3,172,96,3,153,255,
3,96,172,96,3,169,32,153
,255,3,238,103,3:rem 123
DATA 173,103,3,205,96,3,
176,48,96,172,101,3,177,
251,41,191,96 :rem 234
DATA 141,251,0,142,252,0
,169,0,141,103,3,141,101
,3,173,20,3,141 :rem 18
DATA 99,3,173,21,3,141,1
90,3,120,169,223,141,20,
3,169,3,141,21,3 :rem 79
DATA 88,96,120,173,99,3,
141,206,3,173,100,3,141,2
1,3,88,96,206 :rem 223
DATA 162,3,16,9,32,104,3
,173,98,3,141,1062,3,108,
99,3,162,151,169:rem 185
DATA 205,32,169,3,96,0,3
2,32,32,32,09 :rem @
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CLOSING THOUGHTS

Thanks for tuning into issue 3, and issue 4 will promise to have more
nuggets from your favourite computer magazines, and an exclusive
interview with Simon Taylor, author of the Vic 20 game Blitz!

See you next edition! Cheers,

Phil www.theretrogamesnews.com/c64

RESOURCES - CHECK 'EM OUT!

CHRIS WILKINS https://fusionretrobooks.com/

Amazing retro books covering the C64, Spectrum, Amiga and more. Also
look out for his C64 Group on Facebook, search on Facebook for “The
story of the Commodore 64 in Pixels”

FREEZE 64
http://www.c64endings.freeolamail.com/freeze64/freeze64.htm

A great fanzine on the subject of C64 pokes, hints and maps.

RESET 64 http://reset.com8bit.com/

Long established C64 fanzine, a fantastic read and also has the option of
cover disks.

OLIVER FREY ART http://www.oliverfreyart.com/

Legendary artist who created the covers of Zzap!64, Crash, Amtix as well
as computer game covers, comics and more.

Commodore 64 Fan App https://www.commodore64fan.com/

A brilliant, free C64 app which links you to commodore resources.

PIXEL COFFEE https://www.pixelcoffee.co.uk/

If you like Coffee, and retro games, you need to check this site out!!

RETROGAMER http://www.retrogamer.net/ Who doesn’t love this mag!?



http://www.theretrogamesnews.com/c64
https://fusionretrobooks.com/
http://www.c64endings.freeolamail.com/freeze64/freeze64.htm
http://reset.cbm8bit.com/
http://www.oliverfreyart.com/
https://www.commodore64fan.com/
https://www.pixelcoffee.co.uk/
http://www.retrogamer.net/

COMMODORE 64 (Joystick Compatible)
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“THE STAFF OF KARNATH” recommended retail price £9.95 inc VAT
Available from W.H.SMITHS, BOOTS, J.MENZIES, WOOLWORTHS
and all good software retail outlets. Also available from
ULTIMATE PLAY THE GAME, The Green, Ashby-de-la-Zouch, Leicestershire LE6 5JU
(P&P included) Tel: 0530 411485



