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THE TURK
A CHESS PROGRAM FOR THE 48K ZX SPECTRUM/TS2000

And say besides that in Aleppo once
Where a malignant and a turbaned Turk
Beat a Venetian and traduced the stage

Othello — W. Shakespeare

INTRODUCTION

The original Turk was an eighteenth century automaton, a
life-size mechanical figure resplendent in Turkish costume
and seated behind a wooden cabinet on which a chess
board and pieces were placed. Built in 1769 for the
amusement of the Vienna Imperial Court by an engineering
genius, Wolfgang von Kempelen, the machine played
chess with all-comers; moving the pieces with its left hand
whilst the doors of the cabinet would be opened to reveal
the workings of numerous wheels and cogs.

The moves it made were, no doubt, the product of a human
player but the fascination lay in trying to guess where the
human was hidden, how he followed the game, how he -
made the automaton move the pieces and how, given
these handicaps, the player still managed to win most of
his games. Perhaps a small boy was concealed within the
body of the figure and was signalled moves by a real chess
master amongst the audience. Or perhaps . . . but no
matter — however it was done it was a wonderful trick.

You now hold in front of you the twentieth century
equivalent of that Turk — a chess playing computer. No
trickery is involved — just the amazing power of machine
code and Sinclair hardware.
The Turk challenges you to a game of chess!
Do you dare to play the Turk?
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LOADING INSTRUCTIONS

Insert cassette into Player, type ae . The
program will take approximately 5%2 minutes to load,
respond to the prompt “are you using a colour or black and
white television?” and the MENU will be displayed as
below:***

— THE TURK: MENU —

Select one of the following:—

1. New game

2. Continue old game

3. Blitz chess

4. Demo:— the Turk plays itself

5. Input sequence of moves

6. Replay moves in the game

7. Edit board or setup new position

8. List moves to screen

9. List moves to printer

10. Line print the board

11. Save moves to tape

12. Save board to tape g

13. Load moves from tape % -
. Load board from tape

Keying in the number of your choice followed by ==
selects the MENU option. The [plS8Sii= function will
operate in case you change your mind.

***NOTE: In addition to our CHESS — THE TURK program we have
included a routine that shows off to advantage the versatility of the ZX
Spectrum. This demonstration program follows after The Turk on both
sides of the cassette; to see for yourself type e . We
hope you enjoy it.
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OPTION 1 — NEW GAME

Respond to the prompt and select a game level followed by
=V[ESR] - Level 1 is the easiest and level 6 is the hardest
(and the slowest).

Approximate response times are:

Level 1 a few seconds
10 seconds
90 seconds

10 minutes

60 minutes

6 hours

U WN

BLACK OR WHITE

The Turk will ask you to choose a colour, respond (upper or
lower case will do) and the game begins. The board will be
laid out as normal and if the user has chosen white the
Turk asks for a move.

HOW TO MOVE

Moves are entered using standard algebraic notation, a
move being specified by two pairs of co-ordinates. Thus if
white wishes to move his King’s Pawn two squares forward
he simply types:
e2e4 or E2E4 followed by
(the Turk recognises both)

If the move is legal the piece will flash and move across

the board. lllegal moves are signalled and the Turk will ask
for another move to be entered.

THE TURK REPLIES

The Turk will now compute its responding move. The move
being considered is displayed just below the two clocks.
The level of play is displayed above the clocks.

The game progresses with the user and the Turk moving
alternately. If any move attacks the opponent’s King the
word CHECK appears on the screen.
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HELP: Typing “HELP” causes a move to be suggested. If
the user decides to make the suggested move he presses
S\, if not he can remove it using [p]3E1S .

BACK: Typing “BACK” causes the board to return to the
state it was one move ago. This enables the user to easily
correct moves made by mistake.

QUIT: Typing “QUIT” returns the user to the MENU.

The game continues until one side is mated or both Kings
are stalemated. The losing King is toppled onto its side and
the Turk returns to the MENU.

CASTLING, “EN PASSANT” and PROMOTION

CASTLING: This is accomplished by moving the King —
the Rook will move automatically. A player may castle at
any time provided that normal conditions are met i.e.

1. The King and the Rook have not been moved.
2. There are no men between King and Rook.
and 3. The King is not in check, will not pass through
check nor will end up in check.

“EN PASSANT”: “En passant” captures are made according
to the rules of chess, to re-cap for the less experienced
these are as follows:

1. The move can only take place after the initial two-
square move of a Pawn.

2. The move can only be made by an opposing Pawn
that could legally have captured its adversary if it had
moved one square.

3. The right to take “en passant” must be exercised at
once or the privilege is lost.

PROMOTION: When a Pawn reaches the eighth rank the
Turk asks what Piece it is to be promoted to — namely
Knight, Bishop, Rook or Queen.
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OPTION 2 — CONTINUE OLD GAME

Similar to Option 1 except that the pieces are not set up in
their starting squares. This option is used in conjunction
with options 5, 6 and 7.

OPTION 3 — BLITZ CHESS

In this mode both clocks count down from a starting time
of 5 minutes. Whoever runs our of time first loses the
game, so the player must mate or be mated before this
happens. The Turk is rather good at this particular game!

- OPTION 4 — DEMONSTRATION MODE

Here the Turk actually plays itself. Holding down any key
returns the program to the MENU.

OPTION 5 — INPUT SEQUENCE OF MOVES

In this mode the Turk asks for both black and white’s
moves. Here two people could play each other at chess, the
Turk simply displaying the board, keeping the times and
recording the game.

OPTION 6 — REPLAY

in this mode the Turk replays the moves stored in its
memory. Holding down the ‘S’ key freezes replay, while
pressing the ‘F’ key speeds it up, any other key causes a
return to MENU.

OPTION 7 — BOARD EDITOR

Fully prompted, this mode allows the user to set up the
board as he wants it, either starting with a full army and
amending their numbers and positions or locating the
pieces on a clear board.

Ideal for tackling newspaper chess problems or replaying
past games of the masters.
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HOW TO?

CHANGE SIDES DURING A GAME

Type “QUIT”, return to MENU, select option 2 then choose
the opposite colour.

REMOVE THE TURK’S QUEEN (shame on yout)
Type “QUIT”, return to MENU, select option 7 and prompt 3
(Previous Position), move cursor to the offending Queen’s
square and press “C” followed by , respond to
prompts and return to your game via option 2.

GO BACK TO SOME POINT IN THE GAME
Type “QUIT”, return to the MENU and select option 6. Hold
down any key at the point you wish to start playing from,
select option 2.

NOTE: to go back one move only type “BACK”.

CHANGE LEVEL DURING PLAY
Type “QUIT”, return to MENU and restart the game via
option 2 at the new level.

If you manage to break out of the program then type
MENU, this will get you started again.

Well that’s it — all you need to know. May | wish you many
pleasant and challenging hours playing chess with the Turk.

©J. Hutchby 1982

Whilst we try very hard to provide a totally bug-free piogram it is always
conceivable that there is one bug that we have missed. Users who feel that they
have identified such a bug or who would like to find out more about our
expanding range of super-friendly programs please contact us at the address
below.

OXFORD COMPUTER PUBLISHING LTD..
P.O. BOX 99, OXFORD, ENGLAND
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OPTION 8 — LIST MOVES TO SCREEN
The Turk lists all the moves in the game using standard
chess notation, i.e.
X indicates a capture
0-0 indicates castling on the King's side
0 -0 -0 indicates castling on the Queen’s side
ep indicates an “en passant” capture
=Q indicates promotion to Queen

OPTION 9 — LIST MOVES TO PRINTER

The Turk lists all moves to the printer (if fitted), using
standard chess notation as in option 8 above.

OPTION 10 — LINE PRINT THE BOARD

This mode prints out the actual chess board showing the
positions of the various pieces as well as the co-ordinates.

OPTION 11 — SAVE MOVES TO TAPE

Ali the moves in the game are saved onto cassette.

OPTION 12 — SAVE BOARD TO TAPE

The current board position is saved onto cassette. This
is useful for users who have had to suspend a game and
wish to continue it.

OPTION 13 — LOAD MOVES FROM TAPE

This complements option 11 and loads the saved moves
into the computer. This enables the Turk to perform options
6, 8 and 9 for the loaded game moves i.e. replay and list
moves to the screen or printer.

Old games can be continued via option 2 (continue old
game) after option 6 (replay) has been completed.

OPTION 14 — LOAD BOARD FROM TAPE
This complements option 12 by re-loading board positions
from tape back into the computer making it the current
board position for option 2.

The last 4 options are used if one wishes to make a permanent record of an
interesting game or to store “half-finished” games for completion at a later date.
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THE TURK

A CHESS PROGRAM FOR THE 48K ZX SPECTRUM/TS2000

And say besides that in Aleppo once
Where a malignant and a turbaned Turk
Beat a Venetian and traduced the stage

Othello — W. Shakespeare

INTRODUCTION

The original Turk was an eighteenth century automaton, a
life-size mechanical figure resplendent in Turkish costume
and seated behind a wooden cabinet on which a chess
board and pieces were placed. Built in 1769 for the
amusement of the Vienna Imperial Court by an engineering
genius, Wolfgang von Kempelen, the machine played
chess with all-comers; moving the pieces with its left hand
whilst the doors of the cabinet would be opened to reveal
the workings of numerous wheels and cogs.

The moves it made were, no doubt, the product of a human
player but the fascination lay in trying to guess where the
human was hidden, how he foliowed the game, how he
made the automaton move the pieces and how, given
these handicaps, the player still managed to win most of
his games. Perhaps a small boy was concealed within the
body of the figure and was signalled moves by a real chess
master amongst the audience. Or perhaps . . . but no
matter — however it was done it was a wonderful trick.

You now hold in front of you the twentieth century
equivalent of that Turk — a chess playing computer. No
trickery is involved — just the amazing power of machine
code and Sinclair hardware.

The Turk challenges you to a game of chess!
Do you dare to play the Turk?
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>TION 1 — NEW GAME

Respond to the prompt and select a game level followed by
1=\1i=:] . Level 1 is the easiest and level 6 is the hardest
{and the slowest).

Approximate response times are:

Level 1 a few seconds
10 seconds
90 seconds

10 minutes

60 minutes

6 hours

OO wWwN

.ACK OR WHITE

The Turk will ask you to choose a colour, respond (upper or
ower case will do) and the game begins. The board will be
aid out as normal and if the user has chosen white the
Turk asks for a move.

JW TO MOVE

JAoves are entered using standard algebraic notation, a
nove being specified by two pairs of co-ordinates. Thus if
vhite wishes to move his King’s Pawn two squares forward
e simply types:
e2e4 or E2E4 followed by {E i3]
(the Turk recognises both)
f the move is legal the piece will flash and move across

he board. lllegal moves are signalled and the Turk will ask
or another move to be entered.

'E TURK REPLIES

"he Turk will now compute its responding move. The move
yeing considered is displayed just below the two clocks.
"he level of play is displayed above the clocks.

“he game progresses with the user and the Turk moving

iiternately. If any move attacks the opponent’s King the
vord CHECK appears on the screen.
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LOADING INSTRUCTIONS

Insert cassette into Player, type & w . The
program will take approximately 5%z minutes to load,
respond to the prompt “are you using a colour or black and
white television?” and the MENU will be displayed as
below:***

— THE TURK: MENU —

Select one of the following:—

1. New game

2. Continue old game

3. Blitz chess

4. Demo:— the Turk plays itself
5. Input sequence of moves

6. Replay moves in the game

7. Edit board or setup new position
8. List moves to screen

9. List moves to printer

10. Line print the board

11. Save moves to tape

12. Save board to tape

13. Load moves from tape
. Load board from tape

Keying in the number of your choice followed by [ENii=;]
selects the MENU option. The [p]Sfimfsl function will
operate in case you change your mind.

***NOTE: In addition to our CHESS — THE TURK program we have
included a routine that shows off to advantage the versatility of the ZX
Spectrum. This demonstration program follows after The Turk on both
sides of the cassette; to see for yourself type 22 . We
hope you enjoy it.
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HELP: Typing “HELP” causes a move to be suggested. If
the user decides to make the suggested move he presses
=NiH=3], if not he can remove it using PSS .

BACK: Typing “BACK” causes the board to return to the
state it was one move ago. This enables the user to easily
correct moves made by mistake.

QUIT: Typing “QUIT” returns the user to the MENU.

The game continues until one side is mated or both Kings
are stalemated. The losing King is toppled onto its side and
the Turk returns to the MENU.

CASTLING, “EN PASSANT” and PROMOTION
CASTLING: This is accomplished by moving the King —
the Rook will move automatically. A player may castle at
any time provided that normal conditions are met i.e.

1. The King and the Rook have not been moved.
2. There are no men between King and Rook.

and 3. The King is not in check, will not pass through

check nor will end up in check.

“EN PASSANT": “En passant” captures are made according

to the rules of chess, to re-cap for the less experienced
these are as follows:

1.

2

The move can only take place after the initial two-
square move of a Pawn.

The move can only be made by an opposing Pawn

that could legally have captured its adversary if it had
moved one square.

. The right to take “en passant” must be exercised at

once or the privilege is lost.

PROMOTION: When a Pawn reaches the eighth rank the
Turk asks what Piece it is to be promoted to — namely
Knight, Bishop, Rook or Queen.
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'PTION 2 — CONTINUE OLD GAME OPTION 8 — LIST MOVES TO SCREEN

Similar to Option 1 except that the pieces are not set up in The Turk lists all the moves in the game using standard
their starting squares. This option is used in conjunction chess notation, i.e.
with options 5, 6 and 7. X indicates a capture
0-0 indicates castling on the King's side
PTION 3 — BLITZ CHESS 0-0-0 indicates castling on the Queen’s side
In this mode both clocks count down from a starting time ep !ndgcates an “en passant” capture
of 5 minutes. Whoever runs our of time first loses tlge =Q indicates promotion to Queen
game, so the player must mate or be mated before this OPTION 9 — LIST MOVES TO PRINTER

happens. The Turk is rather good at this particular game! The Turk lists all moves to the printer (if fitted), using

STION 4 DEMONSTRATION MODE standard chess notation as in option 8 above.
- _ _ OPTION 10 — LINE PRINT THE BOARD

Here the Turk actually plays itself. Holding down any key This mode prints out the actual chess board showing the
returns the program to the MENU. positions of the various pieces as well as the co-ordinates.
>TION 5 — INPUT SEQUENCE OF MOVES OPTION 11 — SAVE MOVES TO TAPE

in this mode the Turk asks for both black and white’s All the moves in the game are saved onto cassetie.
noves. Here two people could play each other at chess, the OPTION 12 — SAVE BOARD TO TAPE

Turk simply displaying the board, keeping the times and The current board position is saved onto cassette. This
ecording the game. is useful for users who have had to suspend a game and
'TION 6 REPLAY wish to continue it.

B Tripe Th Tl reslre i dini OPTION 13 — LOAD MOVES FROM TAPE
gemlg m?—k?l il - d“r ret;i‘ay‘g,tke rrfxoves storel n 'trs‘.l This complements option 11 and loads the saved moves
ory. olding down the 'S’ key freezes replay, while into the computer. This enables the Turk to perform options

ressing the °F’ key speeds it up, any other key causes a 6, 8 and 9 for the loaded game moves i.e. replay and list
eturn to MENU. moves to the screen or printer.

: Old games can be continued via option 2 (continue old
TION 7 — BOARD EDITOR game) after option 6 (replay) has been completed.

‘ully prompted, this mode allows the user to set up the OPTION 14 LOA

oard as he wants it, either starti ith a full d — D BOARD FROM TAPE
mending teh:irzjn‘wb:rls :r:ds ;?os:ir’](%r\:g oralogatié:wr;n {hzn This complements option 12 by re-loading board positions
ieces on a clear board. from tape back into the computer making it the current

) ) board position for option 2.
leal for tackling newspaper chess problems or replaying

The last 4 options are used if one wishes to make a permanent record of
ast games of the masters. e star e

interesting game or to store “half-finished” games for completion at a later date.
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HOW TO?

CHANGE SIDES DURING A GAME

Type “QUIT”, return to MENU, select option 2 then choose
the opposite colour.

REMOVE THE TURK’S QUEEN (shame on yout)
Type “QUIT”, return to MENU, select option 7 and prompt 3
(Previous Position), move cursor to the offending Queen’s
square and press “C” followed by , respond to
prompts and return to your game via option 2.

30 BACK TO SOME POINT IN THE GAME

Type “QUIT”, return to the MENU and select option 6. Hold

down any key at the point you wish to start playing from,
select option 2.

NOTE: to go back one move only type “BACK”.

>HANGE LEVEL DURING PLAY

Type “QUIT”, return to MENU and restart the game via
option 2 at the new level.

If you manage to break out of the program then type
MENU, this will get you started again.

Well that’s it — all you need to know. May | wish you many
pleasant and challenging hours playing chess with the Turk.

©J. Hutchby 1982

/hilst we try very hard to provide a totally bug-free program it is always
anceivable that there is one bug that we have missed. Users who feel that they
ave identified such a bug or who would like to find out more about our

xpanding range of super-friendly programs please contact us at the address
alow.

OXFORD COMPUTER PUBLISHING LTD.
P.O. BOX 99, OXFORD, ENGLAND

ZX Spectrum 48K and
Timex TS 2000

Page7




¥oiE SHOULD BE HEL
?R%E" Eﬂﬁiﬁ%&& FROMN

SELECT aﬁ*rmﬂ;»za%

STHRRT I FROM
LEHGTH

T@P 3&‘?&
i = FQEQF&“‘

35 Fm 5T0 18

fmﬁ L&% 3




‘OPIMPLIOM PBAISSI B1B JOUINY B4} O SIYBU |V

d 1noypm siseq oeq

‘P17 8100014 8IBMIJOS JO JUSSUOD UBHLIM JOU
Ang jeuondo Aue UO 9|Es 10§ PIBYO JO Pally &q jou

Aew ATTIM L3S L3P

P17 s10aloid alemyos

10 uoissjwiad uslliM SSdXe INOUIM PaNqIYOId S| UOINGUISIP JO
wisuel) ‘Bunseoproig oland Buuiy ‘Buipus) ‘BuiAdod pasuoyineun

P11 sioeloid JeM0g Aq £86 1 WUBHADOD o ATTIM 138 137

uoiss|

ATIIM 138 13p Sianoud

WNHLIIdS
ney

NOOA LN

SPECTRUM 48K
JET SET WILLY

LOADING INSTRUCTIONS

Connect lead to ear socket of Spectrum
from ear socket on recorder.

Rewind tape to beginning.

Set Volume Control to the reguired level
Type LOAD “” or LOAD “JET SET".

Press key marked enter on your Spectrum.
Press play on your cassette recorder.
Your Program will now load.

-

- If the program does not load first time, repeat

instructions but try a different volume setting.

TO MOVE USE KEYS:
QET,UorO = MOVELEFT
W,RY,lorP = MOVE RIGHT
SHIFTTOSPACE = JUMP

4 JET SET WILLY CAN ALSO BE PLAYED

USING AGF AND PROTEK AND KEMPSTON
JOYSTICK INTERFACES, INTERFACE Il
AND HARDWARE PROJECTS SQUND STIK.

Author: MATTHEW SMITH




_

JET SET WILLY

FOR THE 25K SPEGTRUM

CORETWARE
iUy ECTS
MADE 1Y ENGLAND

©1984




JET SET WILLY

Miner Willy, intrepid explorer and
nouveau-riche socialite, has been
reaping the benefits of his fortunate
discovery in surbiton. He has a yacht, a
cliff-top mansion, an ltalian housekeeper
and a French cook, and hundreds of new
~ found friends who REALLY know how to
enjoy themselves at a party.

His housekeeper, Maria, however, takes
avery dim view of all his revellry, and
finally after a particularly boisterous
thrash she puts her foot down. When the
last of the louts disappears down the
drive in his Aston Martin, all Willy can
think about is crashing out in his
four-poster. But Maria won’t let him into
his room until ALL the discarded glasses
and bottles have been cleared away.
Can you help Willy out of his dilemma?
He hasn't explored his mansion properly
yet (it IS a large place and he HAS been
VERY busy) and there are some very
strange things going on in the further
recesses of the house (I wonder what
the last owner WAS doing in his
laboratory the night he disappeared).
You should manage O.K. i:.0ugh you will
probably find some loonies have been
up on the roof and | would check down
the road and on the beach if | was you.
Good luck and don't worry, all you can
lose in this game is sleep.

Why not join the Jet Set and share in
Willy's good fortune. Software Projects
are offering a prize to the first person to
write or telephone our offices in

Liverpool with the answer to the question:

“How many glasses must Willy collect
before Maria lets him go to bed”.

In exchange for this information we will
present the winner with six champagne
glasses and a case of Don Perignon
champagne. In addition to this a

Jet Ranger helicopter will pick you up
for a flight above your town when you
will get the chance to meet

Matthew Smith the author of Jet Set Willy
and the other No. 1 selling Spectrum
game from Software Projects ~

Manic Miner.

Software Projects,
Bear Brand Complex,
Allerton, Woolton,
Merseyside.
051-428 7990

JET SET WILLY

This card is part of a Software Protection
scheme and is important DO NOT LOSE
as replacement cards will not be issued.
This card is needed in conjunction with
the program you have purchased, you
need only to refer to it when you first
run the program. Load game as normal.
When the program has loaded you will
be prompted with ‘Enter code at location’
a location will then be printed on the
screen (these locations are printed on
the reverse of this card in grid form).

if asked for location L1 then you will
see that this square contains 4 colours,
Blue, Red, Magenta and Green in that
order, on the keys 1, 2, 3 and 4 of your
Spectrum these colours are represented,
so for location L1 you would type 1234
then press RETURN and the game will
then run.

If you make a mistake typing the
numbers in, the computer will give you
another location to type in. If you type
the second one incorrectly the
computer will reset and the program will
have to be loaded in once again from
the beginning.

® Copyright 1984 PADLOCK SYSTEMS.




€ ! z . . e L
14 esoae ey, uyond Jou Buipeay uo 1088 Aeuinid 8 8ney Jdanteiut b Lo yelose ok Ay 1aBiel Ay sy Buissasse !
i [l 01U0D 101eABIS 8y} 'jos Saeibap 06 1EAU Je ‘sjdwexa Joue pue ‘Yeoue AWBLS i JO UONEIO| 2l duluiaiep 3 :
104 "ASBA JiM SIOAUOD 84) JO SSBUBAIOBHE JU) 'SBIANAOUELL o} Jendwoa Wby puE Jepes NOA 8sn "ISVE Aemuns Wwoy !
oneqoiee Buung ebueyo o) B pue abueyo Buipesy ajqwelos e yim swbaq uolssiw JNOA "NINZ PUe v.1130 : cigy &
¥ 4i0g sanb Joppni ay) eppnl Wb pue yef 10} 7 pue QDNY.L 'HSVE Spiayiie noj ey Buipuajep 10} ajqisuodsa; ( / Zo_n—.é_@mn_:z_ 4L
Wiyg sdeD shey sasn [0AU0 HIAANY 8y} “Ajeuly quBu | 2me nok “uondo [euy Sig, Uj -~ 1BQUICH JIY-OF-ilY V2] MD
PUE 1Ja] JEIOHE DU} 1104 0} Pasn YONS, of e uo B pue y8|) 8 5 “siybis oA ybnoJy sessed ay se-all * |_<._._O_O 0] =
o PUE G 5A9Y U0 818 SNOYI Y 8UL "UMOP puB dn yeidiie oy | usdo %%m AL1GUS BU} 938 NOA LBLIM JBIONE JNOA BIANSOLIBI = mnn
. i oud 0) (4o0SAO! B UG PIBMIO) PUE %0BQ) L PUB 9 shay Buisn byBop 8yl Buunp ey LINJBJ JOU M PUE S 056 1B BuAy & &
) . patesado 2ie SHOLYAZTZ 2UL 'SI0NUCD JOPPNI pUE uciayie | aq (i Awaus sy epnyje pue abuer ‘Buneag Aueus Jo ]
O ap-qe Apenotued - aonoe.d ajl e @el '101eA@8 B} BUISN PRIANBOURUI S1 JBi0le ok by Buung INOPER) B UiIgo 0} 18indwion W4 84l puB BP0 1BQUIOD B
SR, e By yuiod jeuy suo : : STOHINGD 109[G "apNIHE JUIES B} 1B, JRIONE ALIBUS BU) PUILR] Sajw <
angy 40 jybu sy 0} € Umv?.:_mmv yeione Auiaus b 2 vwcoEmoc ale NOA — apliavid BQUWOD Ajy-Cl-AY Amv
10 1eGUINY 1] sond ale yeioae AwsUus jBy) ejealpul ‘0 pue m.\m,m.m sAay 0 spuodsaiiod uando 49y eyl ; ‘s 01 MOleg 81 peads InoA || 1581SEa 'S|oNUeD
LWLE AU BAOGE SIOGIAS Byl g L “eued uewnaisuy ‘g Koy Buissaid Aq edAl yonskol noA 1osieg ~ sjoauog (8) |+ seppns aul Busn Ag pUNoIB ey U0 Jeels 'sdey N} Yim
auy J0 Jewod puey by WoRoq By} B umoys Si snels . jueaw Asaa stjojd poads 1omo| € B a|qissod i [jo-a)e L "SP| 00¢ paadxa o} |

 fweus 008 UB *81BMOg “HEIDIE UMO INOK O SOSUBISRIBLD pLiBILI NOA 1 Jj0-9y{E} JayE AIMOUS BDEILESISPLIN S 8SieY

onpuNWLe 8yl 0 A yim apow [vEWOD funosjes - s
woye (0102) 0 Aoy Bussaud A0 paly a1k GNNY auyy s 1By 8y 108ye Jou s80p Bunel 10iid JNOA "UMOD Wik J00YS ‘payoBel SI ISR iy (HUn SeYeIq BYl Buikidde Aq paasiyor

“BUIOCE USYM LOROUN JOU 0P SaXBIq 0y 196 0y 8ABY NOA 8501 MOy pue 'SDIS sIy O NOA 186 S yo-ovEl UO UONEIO[9008 LWNWIXEN Pasds Ho-oXey |
aul Wby SIvvye feurd By Ag pajeap ‘passaid s UeD By Apiomb MOy '81RJBXS UED Bl SRIANBOUB JO sadhy oeas ok uaym (g Ao 10) youskol eur uo xoeq Buynd |
@ A9y BU1 JSABLALIN LD LRSI STy "paads jeiole uo ! ay ‘yoeoidde InoA 10919D M BY LoOS Moy B3 jBquod | pUE ‘Jeayal (In) 10 %00} 0 AlEdidAl ‘s au Bujuado |

g Jj0 exe L, "ytoN enp Buioey ‘3gyE Aemun) Jo plousal)
ayy je patiomisod $t yesose oA ~ Bujurelrl Buihld ()
: g oseseaq eyl Adde pue 018z 0

i obelseosapun eyl Bulamo N Ay Buunp jopd Aweua Byl JO LINS Byl SaUBA BInBd) SIUL
‘808 0} SSUIR]) WI0K asealou SjeAs] (MG - Bupes 1otid (L)
*J0 10 L0 uoIdO SIU} YOIMS 0} § Koy 5804y "eonoeld -

108}}8 BWS B AR
AUy BUISN PaIaMO] puE Pasiel st 3OVIHHVOHIONN Ul

©} O} LB SSNRO {[IM ST 24 BNOgR speadsie ; : :

adey o) jo uonrisd() "ajbue youd ay) 1084JE (im Wby Buunp S B 9L POPUBWIWQDB) S| PUB INOIP a0l uonebineu 1Snay) oLy eonpas ‘papuel eAey noA BouQ eIndiwo) Wb

sduy ol jo uonesedo pur ‘Huyles del Yim SaueA poads pue BuiAl} eselu im uoRda Sl Jo UORIBIOE "8ousnginy Cauy so (g walsAg Buipus JUSWINASY) 8yl wioly ueye) |

[[BIS By WA0SOp JO Djes painpal B pue peads yoroudde 0] anp SEOLRGINISID YEIoHe WOPUER! PUB S108}@ PUIMSSOID ~-aq Aew eouBpingy 'peeds yoeasdde pue juaosap jo ey |
: inoA Jsnipe O} $|0KU0D Joyensie pue sdej) ‘anoiy) ayl esn |

sonB uondo Sl ~ dauSNqIn} pUe SPUIMSSOID {9
110 10 U0 uondo SIy) Youms 0} G Aoy ssaid “dew
pue Jandwoo by ‘repel oA buisn Aq eyebineN. auwn
Au@ e pake|dsip Jou 51 UOZLIOY BU) PUE 1) 0 SAOGE SI YEIoJe
ayy saAsuByM UBAID. 51 Aeidsip fensia. oN *Boy ul jo-exey -
-pue Buipuer seiguls uondo sy, -~ Suipue pulg w&

AemuniJomols e oAb 0) pasn ae sdey ay L S|I0AU03 8l
au o} xau (Umop) § pue (dn) p sAsy U0 -AIR Sy PUL
Ausuep
e Huiseainap au} Jo 8sneoaq apmije UM asBaIouY) [iM
pasds wWnwixeul NOA "paads 1ouBuye LB (IM ISTUYY
awes oyl pue Amsssoau Jabuoj ou sioepnime dn-asou
sy ‘speads seybiy 1y Unsal B S 1sniy a0l sanbal
w pue Beip a10us sereieuab suil -sBUA By} Lo Y uiBjurew
o apniie dn-asou B Jdope jsnu yeiae sy ‘yorosdde auy
o ajdiexs 10} *spoads moj 1y "spnie pug o|bue youd uo

-Bupue] 1o Apees ‘pasamo|:si -afelsealepun eyl 3SVE -
Aemuni 18 UMOPYONO), Woy Sl -9 'Y 0041 10 apmule
Ue J& PauOisOd S HBIDIE INOA ~ 80410BId Buipuery (1)

s SNOUO

‘.ﬁ?sa_...u_:_wucrs{&gzs .__w» s_aa.

pue uopdo ysee 10§ SapOW Bujuies siey0 weiboid ey

“Buipuey pujlq PUe ‘BoUBINGINL ‘SPUIMSS0ID Jequiod
ye-or-age ‘soupiliopiad speqosee Ain) Ndyo00 sy wayy -

-jfana: pue JusWEwIE-a1 ‘Siirda) 10) Apmuny Buiirewas Aue
"0} winya) O} @0} NOA BABS) [IiM SIYL Splale jIe Buikansen
10 annoelgo eyeusyn sy ensind pue 1ebsey punosb jeuibuo
SiY Q) LIO-5{20} {}iM BY 8DEIS STV "8OLAIBIID PNIIE i 0005

Apewnd spusdap poads senoinded e uguew 0} paanbas # ] )
1SNIYY O JUNoWE By} ‘Bupies 1snayl aul Buibeys uaym URLY} Q10 0 ABME B|IW | JBAD 81 NoA 20UI0 YOBYE 0} 8sesd MOIA g Buipnioul siolenuls bl viepow uo punoy
Aden i aibue Loyd Jnok 'poads Yeiose au) Bunosye seyem {m AWsus sy} ‘o) UORIUNUILE OU JO afiewep aAsuBXe jO - soinyea) ayy 10 Ausl siejo UopBInuis awaudns m_u 13
Sy CJSnY) aseallep O] pue 1 SMHHL eubus ssealou asneoaq whybop ey BULND JO-4B2iq 0} UsIM NOA §f j1eje) s! “apBy 18l Ajuopadns-1e J¥sn ‘oifieg g14 oYy uodn

peseq uonenwis Wbl awp-eel @ St 1OTd UBLHOM

or By pu

e [ shey sesn (0AUoo TLLOWHL 8yl Auraus auy Ag &N LUNOJ Yy IBPEL JNOA U0 10GWAS esoie
_ au o uoneuIXoGde poob e soab au} jo afupyd INOOO B >m pajeoipul S YRIONE UMO Inok
Gauios oy Buoj moy o) voiodod o sbeweq efeiurApE uED 0] BupAneouRW ALUBLS 84} UlIM
3 SLipeiL) MBA DUE el o) eel yond suifiag ubyBop syl pue eouBIBYIP GPNIYIE 198} 000G UEL)

Ut s UmOp-osou yopd 0f puel osie 58] PUB BJIW | UBL) §58] 1B 000 fIiM JOBILIOO [eNStA asindd

3

10d HALHOIH




ATTACCO F-104  SPIDERS

SPECTRUM

I ragno nel labirinto sono davvero
noiosi: ci inseguono mentre siamo
alla ricerca del tesoro. La spada
ci difende. Occhio allo zoom.

| tasti si possono ridefinire a piacere.
Leggere attentamente le istruzioni.
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SULLA CASSETTA

SPECTRUM

CAMMELLI
| «due gobbe»
da dzstruggere

1

HAMBURGER

Sale e pepe
per le frittelle

2 CORSA |

D'AUTO
Pilotidarally
e campioni F 1

2 CORSA
D'AUTO

Piloti da rally
e campioni F 1

FUGA
La M gigante
che SChiaccia-;*

La M gigante
che schiaccia

SCI D’ACQUA

Corsa sul mare
con gk sqaah

4
SCI D’ACQUA

Corsa sul mare
con gli squali

5

SPYDERS
Troppi ragni
per un uomo sold




“In una buca nel terreno vi-
veva un hobbit”. Cosi inizia il
libro di Tolkien al quale é ispi-
rato questo Adventure game.
Cos’é un hobbit? E un essere
Jantastico, pin piccolo di un
nano, amante della vita tran-
quilla, che di solito vive in pa-
ce con i suoi simili sulla Colli-
na, nella Terra di Mezzo. Non
il tipo che vi aspettereste di
vedere intraprendere una ri-
schiosa avventura! Invece il
povero Bilbo Baggins, il pro-
tagonista della favola di Tol-
kien, si trova suo malgrado
coinvolto in un’impresa piena
di mortali pericoli: aiutare il
mago Gandalf ed il nano Tho-
rin a recuperare il favoloso te-
soro custodito dal feroce dra-
go Smaug. Ovviamente nel-
l'avventura voi prenderete il
ruolo di Bilbo; vi troverete
cosi ad affrontare mille disav-
venture per riuscire a conqui-
stare il tesoro ed infine ripor-
tarlo al sicuro nella vostra bu-
ca.

Il programma

The Hobbit ¢ stato scritto
in un periodo di diciotto mesi

i daun gruppo di quattro per-
: sone guidato da Philip Mit-

773)
& Hteoy C Zraps
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K 0 {IVA Ba/.fq,;}! B ety ,’
\\ T 12(,;7 %
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chel e Veronika Megler.
Questo dovrebbe essere suf-
ficiente per farvi comprende-
re I'estrema complessita del
programma, . che crediamo
rappresenti lo stato dell’arte
fra gli adventure non utiliz-
zantiidischi. E naturalmente
tutto in linguaggio macchi-
na; la sua ovvia lunghezza
rende piuttosto alto il tempo
necessario per caricarlo su
cassetta, aumentato tra lal-
tro ‘dallo SCREENS intro-
duttivo (nella versione per lo
Spectrum) che & ormai una
prassi consolidata nei pro-
dotti della Melbourne Hou-
se.

L’Hobbit presenta alcune
caratteristiche che lo diffe-
renziano dai tradizionali gio-
chi d’avventura, fondamen-
talmente 'INGLISH, T'A-
NIMACTION ¢ 'ANIM-
TALK.

L'inglish ¢ un subset della

lingua inglese, usato per co-
municare con il computer,
che permette frasi abbastan-
za sofisticate del tipo: “At-
tacca con prudenza il goblin
usando la spada™ oppure
“posa tutto eccetto la cor-
da”. Come si vede & un bel
progresso dalle rudimentali
frasi verbo-oggetto dei primi
adventure. Animaction e
animtalk sono invece due
aspetti del comportamento
dei personaggi che si incon-

trano durante lo svolgersi
dell’avventura. Questi sono
infatti incredibilmente dotati
di una specie di vita propria.
quindi le loro azioni non di-
pendono esclusivamente dal-
le vostre. La conseguenza piu
significativa & che ogni volta
il gioco ha una trama legger-
mente diversa, la qual cosa
ne aumenta il gia notevole
fascino. L’altra grossa con-
seguenza € che i vari caratteri
vi risponderanno in base al
loro momentaneo umore ed
alla cortesia con cui vi rivol-
gerete loro. Sara quindi faci-
le ottenere un secco “no!” co-
me risposta da Thorin quan-
do lo pregherete di fare qual-
cosa. Se vi capita perd non
fatevi prendere dall'ira, per-
ché lui € piu forte e se lo at-
taccate si arrabbia!

I vocabolario dell'Inglish
¢ sufficientemente vasto; ver-
bi, avverbi e preposizioni
permessi sono riportati alla
fine dell’opuscolo che ac-
compagna la cassetta. Ci so-
no pero alcune omissioni co-
me il verbo JUMP ONTO
che, sebbene non sia nomina-
to, € perfettamente lecito.
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Un altro verbo accettato
dal computer & DO, anche se
va annoverato tra i bug del
programma piuttosto che fra
i comandi nascosti. Usarlo
provoca infatti le reazioni
piu strane (non vi diciamo
quali per non rovinarvi la
sorpresa), che generalmente
terminano con il blocco del
sistema. I bug comunque
non si fermano qui e sembra
che in Inghilterra ci sia addi-
rittura un club dedicato a
scoprirli. A noi € capitato,
comportandoci in maniera
stravagante all’inizio dell’av-
ventura, di vedere la scritta
“con un colpo ben piazzato
glisfondiil cranio”. “Il baule
(!) € morto”.

Il gioco

Appena finito di caricare
il programma basta premere
un tasto qualsiasi per trovar-
si nel comodo tunnel in cui
ha dimora il piccolo Bilbo.
Aprite la porta e ad est trove-
rete la Wilderland, attraver-
so la quale si svolgera il vo-
stro viaggio alla ricerca del
tesoro di Smaug. Gli unici
compagni di avventura sa-
ranno Gandalf e Thorin, che
purtroppo vi daranno di soli-
to solamente fastidi. Infatti
dovrete aver cura di Thorin,
oltre che di voi stessi, per po-
ter risolvere 'avventura.

L’Hobbit é un adventure
semi-grafico. Questo vuol di-
re che spesso le descrizioni
dei luoghi sono accompa-
gnati da una schermata in al-

ta risoluzione, come potete
vedere nelle fotografie. Ce ne
sono circa 30, un risultato
notevole se si pensa alle limi-
tazioni di memoria di un ho-
me computer come $ono
Spectrum e 64.

Durante il gioco lo scher-
mo ¢ diviso in due zone; le
cinque linee in basso sono la
“finestra di comunicazione”
e servono per impartire gli
ordini al computer. Il resto
dello schermo ¢é la “finestra
sull’avventura”; in questa
zona appare la descrizione
dei luoghi, di cosa potete ve-
dere e in generale di quello
che succede nella . Wilder-
land.

Purtroppo non possiamo
essere specifici sulla trama e
su cosa vi attende nell'impre-
sa senza togliervi parte del
divertimento, quindi lascia-
mo a voi scoprire il fascino
dell’hobbit giocandoci. I
programma segue il libro
molto fedelmente, quindi
quando vi troverete in diffi-
colta la cosa migliore da fare
¢ andare a leggere la copia (in
inglese) che viene fornita con
la cassetta. A dire il vero esi-
ste il comando “help”, ma
non da sempre risposta, ed €
irritante nei momenti di crisi
veder apparire “stai andan-
do benissimo!”.

Con libro o senza libro ar-
rivare alla fine & molto com-
plicato e personalmente dob-
biamo ancora incontrare
qualcuno che abbia risolto
completamente il gioco. Se ci
riuscirete fatecelo sapere!

Considerazioni

Per gli amanti di questo !

genere di giochi si tratta diun
classico da non lasciarsi sfug-
gire. La grafica, il modo di
comunicare con il computer,

I’animaction rendono I'hob-

bit uno dei piu riusciti adven-
ture che abbiamo avuto mo-

metind

do di veder girare su Spec-

trum ¢ Commodore 64. 11
prezzo € si pit elevato di
guello normalmente richie-
sto per un gioco tipo Space
Invaders, ma anche la so-
stanza € ben diversa. Non
abbiamo ancora avuio occa-
sione di vedere in Italia la
versione per il 64, uscita da
pochissimo in Inghilterra. =R

o s g

- zione di poster, magliette o un viaggio di un giorno sul Virgin Bus.

: le. Non riuscite a trovare un gioco Virgin? Scrivete all'ufficio “Non :

Eree

| Solidsoft 3D

Una nuova tecnica di rappresentazione grafica tridimensionale ¢ »
stata impiegata nell’ultimo gioco della Quicksilva per lo Spectrum,
Ant Attack. Ne ¢ autore uno scultore di 23 anni, Sandy White, che ¢
talmente fiducioso nell’originalita del set di routine da lui ideato da ¢
volerlo brevettare con il nome Solidsoft 3D. Una delle caratteristiche

fondamentali del Solidsoft ¢ I'indipendenza dal microprocessore im- &

piegato. Ant Attack ad esempio, pur essendo per lo Spectrum che
notoriamente impiega uno Z80, ¢ stato sviluppato per la maggior
parte su una macchina dotata di 6502.

Inizialmente White aveva spedito una video cassetta con registrate
le fasi principali del gioco alla Sinclair, ma dopo molti mesi la ditta di
Cambridge gli aveva comunicato di non essere in grado di visionarla
in quanto non disponeva di un videoregistratore. La cassetta ¢ stata
allora mandata alla Quicksilva, che & una delle principali software
house inglesi, i cui dirigenti sono rimasti talmente impressionati
dall’originalitd di Ant Attack da offrire il giorno successivo all’autore
un biglietto aereo per recarsi a Southampton, dove la Quicksilva ha
sede, e firmare il contratto per la relativa commercializzazione.

Nel gioco si deve cercare di salvare una fanciulla prigioniera nella
citta di Antescher, popolata da feroci formiche.

-

Horace per Commodore 64 e Dragon

Horace ¢ il protagonista di una serie di giochi scritti in collabora-
zione dalla Psion e dalla Melbourne House.

Si tratta di un esserino nero, tanto brutto da fare quasi tenerezza.
La gamma dei giochi di Horace comprende attualmente tre titoli:
Hungry Horace, Horace goes skiing e Horace and the spiders.

Finora erano disponibili solo per lo Spectrum, ma dato il loro
notevole successo la Melbourne ha deciso di approntarne anche le
versioni per Dragon e Commodore 64. Sono stati tradotti finora i
primi due; Horace and the Spiders seguira tra breve. Tutti tre i giochi
sono ispirati a qualche “classico”, precisamente Pac-Man, Frogger e
Apple Panic. Sarebbe sbagliato pero considerarli delle semplici copie,
perché sia Horace che le nuove ambientazioni danno un tocco di
originalitd non trascurabile. 1

La Melbourne ha poi annunciato che la serie di Horace non si
fermera ma nuovi titoli si aggiungeranno presto ai precedenti. :

Arriva un autobus carico di...

E in giro per I'Inghilterra il bus della Virgin Games. Questa &
I'ultima trovata pubblicitaria della Virgin, che pur essendosi affaccia-
ta tardi sul mercato mostra chiaramente di voler assumere subito una
posizione predominante. Il bus é naturalmente un classico modello a
due piani, di quelli che riempiono le strade di Londra, riverniciato per
I'occasione e fatto funzionare da stand viaggiante.

Il Virgin Bus € comunque solo una delle tante iniziative di questa

e

software house. Chi compra un suo gioco ad esempio viene automati-

camente iscritto alla Virgin Games Gang e puo concorrere all’estra- ¢
Meritano di essere citati poi i nomi dei vari uffici della sede centra-

Ho Un Buon Rivenditore Vicino Casa”. Se poi avete scritto un gioco |

. che vorreste commercializzare potete sempre contattare la sezione
. “Voglio Diventare Ricco E Famoso™

Pento: dall’Arcade a casa vostra ‘
Pento ¢ il nome dell’arcade game pit giocato quest’anno. Il povero

+ pinguino Pento deve muoversi dentro un labirinto di cubetti di ghiac- -

cio mentre viene inseguito dalle mortali snow-bees (api della neve).
Nonostante I’aria indifesa perd Pento non & totalmente alla mercé -
delle snow-bees, dal momento che i blocchi si muovono e dando una -
spinta al momento giusto riesce spesso a schiacciare le inseguitrici.
Ma la tregua € solo temporanea, perché quelle perfide bestiaccie
sembrano non finire mail Come tutti gli arcade di successo anche
Pento inizia ad apparire sotto forma di programma per i vari home
computer ¢ si contano gid ben due versioni per lo Spectrum (della
Ocean ¢ della Micromania} e una per U'Electron, il fratellino minore
del BBC. Il programma prevede ['impiego dellu tastiera o, a scelta, dai

Jjoystick Kempston ¢ AFG. F 4
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