


Master Games
1]
Master Players

SO
Al - ___A_.-.___{"HE
al\ |

\'%.

. /
\ \ ¥ n" -":.l

The best games in the known
Universe are available in your High
Street and all good software
stockists, NOW!
SOFTEK, Masters of The Game
12-13 Henrietta Street,
London WC2




The Computer & Video Games 1983
Arcade Championships were only
decided during the last few seconds
of the action in July's thrilling final
day.

Eighteen finalists were invited to
the plush Xenon nightclub to com-
pele against one-another and
fladio 1 D] Dave Lee Travis.

Some of the finalists got up early
that day to appear on the BBC's
noming programme Breakfast Time
or an unofficial championship
warm-up.

Then the 18 split into six groups of
three to tackle their favourite
machines with the highest scorer
moving onto the next stage of the
competition.

Julian
takes the
arcade aown

This was played on a new
machine saved especially for this
competition by co-sponsors, arcade
manuacturs Taitel. This was the
graphically and musically awesome
Gyruss unveiled by radio Luxem-
bourg D] Tony Prince and none of the
finalists had a chance to play on it
before the final.

Hot favourite from the Isle of
Wight, David Rossset then set the
pace with a 72,000 score on the
machine and it seemed cut-and-
dried until the last finalist, Julian
Rignall from Wales started to battle
his way close to David's score.

And at the last gasp he overtook it

to notch 73,110 points and take the
title.

Julian took a cocktail table version
of Galaga back back to his home in
Llangeitho in Dyfed, Wales. He won
his place in the final of the ever-
green defender game which still
attracted the most entries from
arcade players across the country.
The other games which made up the
final were: Donkey Kong. Donkey
Kong Junior, Mr Do, Robotron and
Amidar.

Dave Lee Travis tumed up at the
end of the day to present the finalists
with certificates, Donkey Kong
Junior hand-held games-watches
from CGL and Julian with his Gala-
ga machine.
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Unlnldmg before your very Efes is the first-ever
Computer & Video Games Yearbook.

We've used some of Compuler & Video Games
magazine's most potent resources le put together a
book we think computer bulls will leve.

The jewels of this collection are four marvellous
games set in another distant galaxy and setting your
computer alive with intrigue, action and adventure.

Keith Campbell wrote the lascinating adventure
The Vezspozian Affair, set on a spacecraft.

Mike Singleton came up with Interstellar Intrigue,
a game of diplomacy on a galactic scale, simple to
play but so difficult to win.

Ron Potkin contributed The Beacon Star Wars,
where two alien races struggle to caplure the energy
giving beacon stars.

And Pat Norris was the brains behind Pirates &
Polyps. space arcade action but with room to think
out your tactics,

We were so pleased with these games that we con-
verted as many as were practical over a range ol
computers which include the BBC, Atari, Spectrum,
Dragen and Vic-20.

In the spaces between the games we pachked in
features about computer gaming and the people whoe
made the industry what it is, There's plenty of car-
toon fun with those horrors the Bugs and Trever

Truran sets you Puzzling with his brain teasers.
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INTERSTELLAR INTRIGUE................2 1
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complete contrel tor _'1.::'.!:-*.'. Take the
Bloodline delegate or Maachen the lizard
an :-l;:‘.‘ as the tate of suns
Mike Singleton
And there

Five hardened diplomats meet to share out the
each hopes to wres
part of Grakta the
from the Water Empire (up to live c
planets and {leets rests on your
wrote this novel and tactical game for the .‘:T: clrum
are versions for the Dragon. BBC
Stephen Gulbis. Can you take contrel of the
might of four other empires is ranged up age

negotialing
and Atari too. Hlustrated oy

gaiaxy when ine

-
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The polyps are a rare and precious space commodity which
you hope to attract to your planet with a deep space
scanner. But the pirates are out to steal the polyps away and
to wreck your scanner and ground lasers. It's a ‘battle of wits
as you fry to drow a bead on the pirate ships in the atmos
phere and blow them out of the sKies betore they make off with

§d

down

a polyp or WOorse dive bomb your detences. Written by
Pat N{:-[‘;'-i t._'n' the 53-#:.-’7.::?. we also have conversions for the
Atari, Vic-20 and Dragon. [Hustrated by Peter Har Do you

blow l.p a pirate or pull down a polyp? It calls for last wits as

well as quick reactions

It's not often that the special delivery rocket arrives on this
lonely outpost of the galaxy. But when it does there's always
a rush to see the latest issue ol C&VG. This photegraph was
capiured by the lens of Mike Goss and the two aliens were
put together by Dorian Cross. We hope you get as much out
ol the yearbook as Deorian put into this marvellous model.

YAHTZEE..........92

Come on Bud, roll them dice
You know this game ‘ainl
fixed. Join our disreptable
team of dice-men

BEACON STAR WARS .....cooveeeveeeerneesnnn 38

wer the sacret
COoOnirols this sector
galaxy
V5 hr = the race 1o pro uce stargates around the
he incredible
the outcome? Written ior the

il are
gers and how will -'.:u y aliect
Dragon by Ron Potkin, it's
layers
strated |’.-'1-' ]t-||:1 Higgins. Can you

well
Converied onto the
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Get lost! And then find your
way home again. That's the
aim of this challenging maze
escape game. Mind-boggling
frustration for Sharp owners

METEOR ATTACK

--------tdtttitiiiiiliitillu
Your city is in danger. A
heavy shower of meteors is
; heading straight for it from
balanced and tactical the depths of space. Your
Spectrum mission is to destroy them
out-think and out- before they destroy you
Space action on the Atarn

Degocon siars ':.Iil"l.d
of space will have a
Their {leets of mining ships

al the
of the

space sCaven-

=it —e ]

S ———

B I

| o 2

TRHCKER.I.'.IIII 12 E
Androids are on the loose
again and threatening the w
gafety of everyone in Vic fr
ville. s
th
Pac'“n“ -lttlliillﬁ —
A heart-rending tale of a Pac-
Man whoe thought he was
going to be left out of this
Yearbook. Fun on the Spec-
frum. —_—
Computer and Video Games Yearbook Con
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THE VESPOZIAN AFFAIR..................68

DTaan knew that she was on the verge of a great discovery,
all the intormation was at her fingertips she just had to put
two and two together. But if she makes her discovery will she
be able to persuade Captain Bezel to change course to the
right planets in time? How far can she trust Grakta — will he
tumn her over to the Bloodline Empire and can Machen be
persuaded onto her side? An adventure with a real difference
by Keith Campbell, where the action moves through space,
goes beyond the ship and where some of the characters move
independenily. It was written for the Dragon but we converted
it to the Atari, Dragon and BBC. lustrations by David Pugh,

THE BIGGEST GAMES FACTORY ......16

When it comes to games, more games come out of the Atari
factory in California than anywhere else. But how many ideas
finish up in the bin and how do they spot the winners.

SOFTWARE HOUSE...........c.coevvnennnnness.68

The processes which could put your game on the streets, How
a software house deals with your tape and what you could
earn. We talked to Visions about their games and program-
mers.

THE PUTURE OF GAMING ...............107 [

In the future you will surrender all your senses to the game
that comes into your home through a cable.

PINBALL CRAZY......cccoovvvenarnsnnsaneeesss 109

Tim Metcalfe is pinball crazy, but he's not the only one. We
gent him down to meet a family who think more about {lippers
and drop largets than even he does.

DARK CRYSTAL........ccece0nentsnennansneess 129

We asked our magazine readers to draw a character or a scene
from the fantasy Muppet movie, The Dark Crystal. Alan Qutter
was the winner and you can see just how he reproduced Jen

the Gelfling on page 129. Then try it yourself on a BBC. —

MEET OUR ARCADE CHAMP............c...3

The page you've already passed. Read about the thrills and
spills of our 1983 Video Games Championships and the skills
of Julian Rignall, our worthy winner.

EVOLUTION OF THE SPACE

We shed new light on the real strategies and motives behind
the great invasion and find out that despite sulfering enor-
mous losses, the green meanies actually won.

GAMES DESIGNER INTERVIEW.........10

Eugene Luﬂey talks to Dave Lawson, the programming brains
behind Imagine Soltwara.

TIPS ON VIDEO GHHES SE

How do you get to the final screens of Raiders of the Lost Ark?
What's the best way to tackle Pitlall Harry. Eugene Lacey tells
you how to tackle your favourite games

LICE“CI“G (ETTERT RN RN R E R R R L 1 nq

It's big business and it's really taking off. Scon all your
favourite book and lilm characters will be appearing on the
small screen in computer or games centre form. Read about
the million dollar deals which take them there.
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PUZZLING...........8

We asked Trevor Truran to
set your Earthling brains
enough puzzles to keep them
busy until this time next yedar
Trevor starts Puzzling on
page B and there are more on
pages 12, 20, 106 and 128

THB BUGS...........Q

Every-so-olten we have fto
kick ourselves to remember
that the Bugs are the crea-
tions of cartoonist flphlﬂ
Lioyd-lanes They don 'Mt“"-
exist in your I'(.II'II:} iers THL"

go into action on pages 9, 14.
15 and 20. Ruining program-
mes, blowing up computers
and planning chaos, just like
they did in our compulter
room only last week. Maybe
they are real after aill

EXPERTS...........18

Would you like to add some
p:c:tc ssional gloss to your
computer programs? We
asked some software experts
to tell us how on their compu-
ters. Malcolm Evans of New
Generation Software gels to
grips with the Spectrum on
page 18. Simon Hunt of En-
glish Software explains how
ta get the best {rom the Atari
on page 66. And Nat and
Franklin of Salamander Soft-
ware tame the Dragon on

wmayeras Gl
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GLOSSARY......120

Puzzled by computer jargon?
We'll put a stop to all that
RHobert Schifteen has com-
posed the definitive computer
glossary to take '!tt jargon
out o computers,

Computer and Video Games Yearbook
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EVOLUTION OF THE

Was there motive behind the mad-
ness of the great 70s space invasion?

After some early success against
the "untrained” defence forces, the
later waves took an awesome ham-
mering. Wave atter wave was wiped
out, sacrificed for the odd laser-base

'scalp — and still they kept coming.

For years the slaughter went on.
some of the aliens began to look like
the raw recruits they must have
been, barely trained in the use of
their lightning bolt missiles, before
being rushed to the front line.

Reports of the carnage must have
found their way back to the alien
generals (or did too few saucer mes-
sengers get through), news that
Earth’'s unofficial defenders were
getting their collective eye in. Could
it be that these losses were accept-
able?

The common ‘or guardian invader
(Invadus Nipponicus) was having a
hard time of it and then a new breed
emerged in the scene. The advent of
wings made saucers unnecessary
and this new species made use of
the swarming principle to become
Galaxians. No longer the steady
trudge through the stratosphere
accompanied by the inevitable
grunts, these aliens wheeled down
depositing a steady stream of
bombs, trapping defenders in cor-
ners and diving kamikaze-like upon
them.

A new mutation and the world fell
victim to Defendus Americaans. The
first game of G great series by Wil-
lioms former designer Eugene Jar-
vis, he followed it with Stargate and
finally Robotron, as the aliens
switched their base from Japan to
the U.S. for a short while.

But while the new aliens took over
the space invaders’ traditional terri-
tory in the arcades, the old enemy
was planning a new campaign. It
moved straight into the Earthly
homes and setting up residence in
the humans' previous major defence,
the telly ... a master stroke.

No more escaping from the
meanies by rushing home to watch
Coronation Street, the little devils
were their waiting for you, courtesy
of the home TV games centres.

Atari VCS aliens were a different
shape but undoubtedly the same

breed: antennae wriggling, legs
twitching and fighting in profile but
invaders none-the-less.

And susceptible to earthly defen-
ders, who cut them down in their
droves. Could it be that the distant
intelligence behind this concerted
onslaught had made yet another
error or tactical judgement — or was
this manoeuvre more evidence of the
subtle planning going on in some far
comer of the cosmos?

The green
meanies’ master

\ =

Maybe so, because the next ave-
nue of attack was a complete switch
in tactics. No longer could mankind
justify the slaughter of the galactic
innocents by claiming that death
was too good for the ‘orrible little
alien insects, who only had destruc-
tion in mind.

Pacman was different, all the
characters were lovable. Here was a
hero you could really relate to: a
yellow featureless blob continually
opening a black maw to sate his
massive appetite.

Even the villains, the ghosts, were
pretty cute: big doleful eyes and
sweet names like “Blinky”. Their
mission might even have been mis-
interpreted as reasonable — to pre-
vent Pacman from eating their world
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to destruction, Subtley mankind had | e

been switched from the side of thel| o
good guy to become the destroyer oll] @
good guys. w
We took this change in good stead || b
and soon ghosts were disappearing
almost as fast as invaders had onceff M
done. But in Pacman we had a game] to
which could actually cause usj pl
physical injury. Games were inters-| fi1
persed by finger soothing sessions, | fa
when caloused and bruised joints} €it
were nurtured back into shape ready} ou
for the next bout. -l:m
While Pacman took over our heart |
in the arcades, the space invaders} ap
had found a new realm to conquer as} ey
they blasted their way into the home! fm
computer circuits. caj
At first this latest manifestation off the
invader was barely recognisable as} bu
the real thing., Many of them were
featureless, even more, suffered Sic
from a slowness and jerkiness off 1
movement which made them easylan
and unsatistying targets. joft
Worse still, many of the early ver{ pre
sions, could not even fire back and!'pc
merely relied on getting to the bot doc
tom of the screen. er
But they were still thriving in this ate
new medium, and people were T
crying for more and better versions pro
— eventually these poor recruils tion
were replaced by creatures thet han
could pass for the real thing and the gan
galactic invasion continued apace was
— although still more young invad It
ers were destined never to see their thoi
mothers again. out
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Pacman's insatiable appetite was
also outgrowing the arcades as he
munched and chewed his way onto
the home screens. First he ignored
the TV games centres by moving
straight onto a variety of home com-
puters. Then he backtracked to the
Atari VCS system and arrived with a

A whole new maze to wander and
some flickering opponents to negoti-
ate but Pacman was not a creature to
let a change of environment ruin his
appetite and the alien attack found
itself with a new hero.

A heroine was not long in emerg-
ing as the attack was launched on
the other half of humanity. Could
women be tempted into the arcades

| by relating to Ms Pacman? Hardly a

feminist heroine, despite insisting
on the "Ms" part of her title. She had
@ bow in her “hair and really just
‘wanled to settle down and have
baby Pacmen.

If women were the real target of
Ms Pacman, then this was a setback
fo the cosmic intelligence's master-
‘plan, Perhaps the real aim was to
find a way of propagating Pacmen
faster. Anyway, the male of the spe-
cles took readily to Ms Pacman with-
out worrying about role reversal,
iand tumned it into a success.

Role reversal was fast
hing in another form. Donk-
8y Kong pitted us against one of our
( e horrors, a mighty gorilla
gapiuring a starlet and escaping to
ihé top of a tall — if unfinished —

jiliding. We took the role of the poor
warpenter Mario as he rushed to the
starlet’s rescue.

then came Donkey Kong Junior
gt Mario was the enemy. A villain
okthe first degree, actually given the
relix wicked, who had locked up
jpoor old Kong and was dealing out
doom and destruction to the gorilla's
heroic offspring as he tried desper-
ately to rescue his Pa.

The Donkey Kong duo of games
proved how fickle mankind's affec-
tions could be, we were putty in the
honds of the great intergalactic
game designer, if he told us black
was white, we'd believe him.

It also reversed the trend of
thousands of the enemy being wiped
out for the odd one or two human

Computer and Video Games Yearbook

hero casualities. Now we were wit-
ness to the destruction of many
Mario’s without ever quite getting to
grips with Kong,

And it also showed that the aliens
producing these games had disco-
vered our love of the cinema. They
were giving us sequals like Space
Invaders Part Il and they were giving
us heroes we already knew.

This trend continues to this day
with Buck Rogers, Star Wars and
Star Trek, being among the latest
titles produced.

And the cinema played an even
greater role in Tron, where the game
was based on a film which was
based on the game. And that fiction
of film stars going inside the
machine, is no being turned into fact
by laser disc technology which uses

film clips to build up a game which
switches the action to match the
player’s shooting and manoeuvring.

The alien intelligence has also
moved back into its’ true colours,
space creatures, as the new games
prove: Xevious, Astron Belt, Mad
Planets, Zaxxon, Gyruss, ..

The space invasion has been long,
and it's been hard-fought and the
casualties have been horrifying. But
what have the invaders achieved at
the end of it all?

Well, they succeeded where
almost every film and fiction alien
failed. They wormed their way into
our culture, set up bases in our
homes and in our social haunts and
we've not only accepted their pre-
sence, we actually want to take the
credit for it in short, THEY WON!

7
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CRAZYKONG

Once again Dolores Devine has been
foolish enough to join Crazy Kong on
a sightseeing tour of the Empire
State Building and is now standing
somewhat reluctantly on the roof
garden with her hairy host as he
plays with a helicopter.

Only Lizardlegs can scale the
building in time to save her and
there just happens to be one safe
way to the top.

Fortunately, by a coincidence a
rare that you may be tempted not to
believe it, the Christmas decorations
in the office windows do mark out
the route he must take.

Each symbol has a meaning. One
represents UP, another DOWN, a
third RIGHT and the fourth LEFT.

Just one snag — the symbols

-b
* ,-;"-w""

VA

change their meaning at each level
and never have the same meaning
again. So, whatever is, say UP on
level one cannot be UP on levels two
or three.

It may look an impossible task to
find the only route and Lizardlegs,
so adept at adhering to glass, is ata
loss as to know how to begin his
task. Can you help by marking out
the one pathway?

It isn't as difficult a task as it looks

R
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and the grid may help — enter a
cross for an impossible meaning for®
a sign and a tick when you know it
for sure. !
A little !houghr and you can gmda
our window wiping friend to the roof’
— but hurry, Dolores is screaming
again and her voice has already pu
two TV stations off the air...! 1
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DAMAGED GOODS

Another failing of the McCoy Co is
their employment of drivers who be-
lieve that corners are optional. As
you can see, the latest consignment
of video favourites has arrived at the
rear of the premises in something of
a mess.

When the lorry set out each layer
contained three types of cartridge
but the collision with the wall has
concertina-ed the contents.

The only good thing is that the
letters of each game are still in their
correct order, so, if you don’t mind

..........

lending a hand, you can name alll §
twelve games and restore order from
chaos.
Otherwise the world will have &
get used to KOGRZERSH in the
Top Ten and no one will play a gamé
with that name, will they? gle
Top Layer: BERZERK TRICKSHOIXS
FROGGER
2nd Layer: GALAXIANS PAC
UTOPIA
3rd Layer: PHOENIX DRACULA F
FALL
4th Layer: MEGAMANIA STAR
TER DEFENDER

that lot??!!!

see PEGONGLOF
| vakes PENGO GOLF but
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We take you to
Liverpool to meet
Dave Lawson
the designer/
programmer of
Arcadia,
Spectral Invaders,
Spectral Spectres,
Ah Diddums,
and Schizoids.

who you could describe as the
country’s top games programmer

it must surely be Dave Lawson.
Like a top pop star Dave, co-
founder of Imagine, the Liverpool
software house, can look back on a

string of number one hit games.
But Dave’'s successes have not just
been top selling games they have

also been first in other respects.
Spectral Invaders was the first
commercially produced game for the
Sinclair Spectrum, Space Warp the
first commercially produced game
for the BBC, and Dave was also
heavily involved in the controversial
Vic Men, the first game for the Vic-
20.
Soon after these games were pro-
duced Dave wrote one of Bug Bytes'
all time greats — Spectrum Spectres.
The money earned on Spectres en-
abled him to go into business for

IF there is one person in England

- Vs=i

Lawson: "'l knew my work would be valuable one day’

himself with another ex-Bug Byte | friends and did odd jobs — anything

employee — Mark Butler — and so
Imagine was born.

Shortly after the split with Bug
Byte Dave was back at the keyboard
but this time writing games for his
own company. By last Christmas Im-
agine were able to launch their first
game — Aracdia. The game was an
instant hit on the Spectrum and has
since been converted for the Vic-20
and the Commodore 64.

Pressure of running an expanding
company has forced Dave away from

the computer though he still found |

time to write Ah Diddums, released
in January.

I managed to steal an hour out of
his hectic schedule to find out a little
about the man behind the games.

Born twenty-three years ago in
Liverpool and educated at Quarry-
mount Secondary Modern, Dave left
school and home at 15. "I lived with

really. It's easy to get jobs if you get
the technique right. I spent the next
two years hitch-hiking, sometimes
by myself and sometimes with other
people.

“When | was seventeen | joined
the merchant navy as a trainee en-§ ¥
gineer. The next year and a halilh
were spent at various colleges, It
was boring. They make you spend
about four years at college befare
you get anywhere near a ship.” ‘

The navy and Dave parted com-ji#t
pany in the summer of 1979 and he
was back in Liverpool, back to thel
odd jobs and the hitch-hiking but@
this time much further afield —
Spain, Italy, France and Germany.

He shrugs at the suggestion that
hitch-hiking can be a lonely way ofii®
travelling: "It teaches you to be inde-
pendent,”

It was at this time that Dave's

10
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interest in computers began. “I'm a
compulsive reader. | read anything.
| started reading electronics maga-
zines especially Electronics Today
International. I got interested in it
because it seemed difficult. Even-

tually | saw an advert for a kit com--

puter — a Nascom. | went straight
out and bought one from Microdigit-
al in Liverpool.”

"It took me about a week to learn
machine code. | didn't bother with
basic. I couldn’t see the point.”

Dave was soon writing his own
programmes and developed a sharp
disapproval for the professional soft-
ware currently available in the en-
tertainment field. Of his own work at
this time he was more confident. I
knew it would be valuable one day”.

Valuable could be taken as some-
thing of an understatement from a
man who has just taken delivery of a
brand new Ferrari Mondiall.

A Ferrari is hardly the choice of a
modest man, although Lawson in-
sists that the money is not his main
motivation. “The money means no-
thing to me. It's the satisfaction of
being the best. I feel proud of our
games and proud of Imagine. We are
glso providing people with good
quality products, which also gives
me pleasure”,

His current project is the setting up
ol what Dave calls a "soltware de-
velopment environment”. This is an
ideal set of circumstances, tools,
working conditions, programmers,
and artists which collectively pro-
duce a good computer games pro-
duction line.

“There is no quick way of writing a
good game. We brain storm our
programmers all day. Fire ideas at
them. We now have two artists work-
ing on graphics for the games. In the
ideal programming environment the
artists and programmers would work
together throughout the course of the
project.”

Since Imagine’s launch less then
twelve-months ago the company has
spawned an advertising agency and
there are half a dozen other com-
panies in the pipeline.

Lawson believes in himself and
pariner Mark Butler. "l think we
maoke a great team. | met him in
Laskys. | wos playing Star Raiders
at the time and he came up to me as
a salesman. Good game, he said.
I'm going to write one much better [

Arcadia, Spectres, |
and Spectral

 Invaders, “classics”

that every
Spectrum owner
would want in his
collection.
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said.”

In the short term Imagine will be
continuing to produce games for the
Spectrum and also for the Commeod-
ore 64 before the end of the year.

Lawson says his long term plans
are: “To become the biggest software
company in the world and to become
a public company by 1985.”

And with what he has achieved so
far we're convinced that this soft-
ware supremo will do just that.

Lawson's first job in the computer
games came as a result of seeing an
article about a comparatively un-
known firm that had just moved to
Liverpool.

The firm was called Bug Byte and
Dave was invited to join the team
after showing the firm's bosses how
to use one of their new computers.

When the Spectrum first appeared
all the software houses were racing
to get the first game on sale.

Dave was Bug Byte's main hope in
this race and after thirteen failed
production models managed to write
the game from a pre-printers copy of
the Spectrum Users Manual. Bug
Byte were gambling that the manual
and Lawson's interpretation of it
were one hundred per cent accurate.
The gamble paid off and Spectral
Invaders is to this day the most accu-
rate copy of arcode Space Invaders

| available for the Spectrum.

Dave's talent for arcade cloning
was to pay off again for Bug Byte
when Dave wrote Vic Men, a straight
take-off of Pac Man, for the then new
Commodore machine. Unfortunately
for Bug Byte the game had to be
withdrawn in the face of a threat of
legal action by Atari — the holders
of the Pac Man copyright.

For Imagine the past nine months
has been a period of unprecedented

| growth.

They have gone from a small office
with three employees to a large
office block in the centre of Liverpool
with twelve employees.

Imagine's General Manager Bruce
Everiss boasts proudly of "taking
scousers off the dole”. When we set
up our own production and packag-
ing facility we will take “first seven
and then forty scousers off the dole".

Here at Computer and Video
Games we reckon that Lawson and
Imagine will be creating games that
will keep them in the limelight for
years to come.

Computer and Video Games Yearbook
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ARE YOU OUT OF
THIS WORLD?

SOFTWARE PROGRAM WRITERS
SILVERSOFT want to hear from you...

We are looking for out of this world, original,
creative arcade action games utilising cosmic graphics
written for any of the popular range of

home computers.

If you think the games you have invented would
challenge other space travellers contact:
Dougie Bern at SILVERSOFT LIMITED, now,
London House 271/273 King Street London W6

Telephone: 01.748 4125.

SILVERSONX
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the best around

The biggest games factory in the
world is to be found at Sunnyvale,
California, on the west coast of
America.

That's the home of Atari's video
games design plant where a team of
over one hundred programmers, de-
signers, and artists work unceasing-
ly thinking up new ideas for/and
developing video games.

The man responsible for running
the whole operation is 37-year-old
Condon Brown.

While many of you were asleep in
your beds Computer and Video
Games spoke by telephone to the
man behind the games.

Fifteen years of experience in the
computer business, that involved
working as a programmer and even-
tually running his own consultancy,
led Condon to be offered what many
people consider as the top job at
Atari one-and-a-half years ago.

“We eat, sleep, and breathe
games at Sunnyvale . . . and it's not
just at work . . . [ seem to spend a lot
of time at the breakfast table discus-
sing a game . . . or some part of a
game with my wife.”

Does she ever get sick of it? Loud
laughter. “Just occasionally.”

16

The game design process is a mix-
ture of formal, and informal discus-
sion, involving a set team of people
and a floating pool of specialists.

Brown sees three main categories
of game: The coin operated arcade
game conversions, such as Pac Man
and Space Invaders, licensed games
where the company buys the rights
to use a well known character or
story line, and totally original
games thought up by Atari's desig-
ners.

Atari keep the numbers of games
they have sold a very closely
guarded secret though it is known
that the arcade conversions are the
best sellers. Pac Man is the most
successful to date and is thought to
have sold more than 10 million
copies world wide.

Brown believes that the penchant
for arcade conversions will not al-
ways be what the public wants and
that the original games will become
more popular.

To find good original ideas he
arranges “brainstorming sessions”
to attempt to tease out an idea from a
group discussion. Between eight and
10 designers and programmers
attend the meetings. "l use the terms

" '\.___
I i \

't "'-ri-"" it * Fnini o . Yoy

designer and programmer inter-
changeably . . . we try to set a theme || ic
for the meetings. It might be space | P
adventure, maze, children's, or ac-
tion games. These session can last |
anything from 1% hour to all after-§ b
noon. Apart from time, place and{ th
theme we try to keep it informal.” i n

Brainstorming sessions are an im- Bl
portant part of the games ktciorr
output though Brown also stresses] €€
the importance of the individual} g¢
flash of inspiration, "as many ideas} 8¢
come purely from one person as do{ dt
from the brainstorming sessions”.

Brown would like to see the whole! tic
company involved in the origination ' le
of new games process: "l regard the Spn
wider company as a potentially un- l:l
tapped resource.’

Although the original games are®
often the most time consuming
licensed titles and arcade conver P!
sions also present difficulties. gc

"We have to work within the Ffiv
limitations of the hardware — which Jint
usually means within the confines of '8€
the Atari VCS. Unlike the arcade pu
machines which can constantly be fee
improved in terms of their capabili- }
ties the VCS always remains the ™ l
same.

“There is also the problem of -Z;r ot
trying to decide how licensed titles [the
like ET & Raiders of the Lost Ark for T
example can best be used.” ga
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When Atari are convinced that an
idea for @ game is @ good one the
project is then handed down to a
Cluster Group

Each cluster group is made up of
between five to « qh }1=.Jp1|_ under
the control of the cluster leader who
in turn is responsible to Condon
Brown

Before an idea is assigned to a
ceriain Cluster f_}.’-.‘:.ig_, oturn 1t into a
game a detailed Story Line and de-
scription of the game has to be pro-
duced for management approval.

This will contain detailed descrip-
tion of the gameplay, difficulty
levels, and g "ph s together with
precise market r-*.-asﬁ{n;.".- io describe
exactly whom the company believes
will buy the game and why

The next stage is to decide on a
time scale for the completion of the
project. This has to be flexible and
games have taken from as little as

five weeks 1o a year and a half to get
into the shops. It is not only unfore-
seen technical dithculties that can
put a project back — Atari rl]'.;{:- give
careful thought to when is the n qh1
moment 1o put any given
sale.

“We have to ensure that there is
not a glut of games at one point in
the year and a shortage at another.”

There are usually as many as 10

games being developed at the same

on

Computer and Video Games Yearbook

time though not all of these are des-
tined to go into full scale production.

The cluster groups are teams
made up of various specialists: a
sound engineer who works on sound
effects, a graphic artist who works
with the programmers, and a com-
poser to make up musical jingles,
theme pieces for the games. There
are also individual specialists whom
the cluster can seek advice {rom on
any point,

These specialists often have long
term projects of their own but are
regarded as a shared resource by the
cluster groups.

When a project is underway its
progress is constantly monitored by
the cluster leader. "There is lot of
input into the group )
from software marketing . . . but the
final responsibility for what the
game will be like rests with the de
signers.”

Condon Brown stresses the team
approach to design but also believes
that there is room within the struc-
ture for designers who prefer to work
by themselves. He cites the case of
Howard Warsaw who developed the
Haiders of the Lost Ark game by
himself. In an earlier interview War-
saw told C&VG how he worked out
the conversion of the film into a
v‘dewqunwa['r-r sitting through four
screenings of the film

The quality of Atari's games, like
that of any other video game manu
facturer, depends on the strengths of
the design team. One thing, Brown

has fo come to terms with, is the

| tremendous amount of poaching that
goes on in the industry

"We pay very well and generally
have the pick of the industry.”

He does not believe there is any

| set type of designer that fits into the
Atari mould. Thf*} come from many

| different walks of life . . . and range
from 17-year-olds to PHD's the
one thing they all have in common is
an abiding fascinating and love lor
computers.”

"We try to select people with a
proven track record and would nor-
mally f_-r:ppr! some knowledge

| advanced languages such as
assembler language, and sequential
processes . . . it is not important for
a good designer to have a strong
mathematics background

The L'.id"‘ﬂ]""t‘i knowledge the de-
signers attain in the exisling range
of Atari L"I_"J![]'[_'.‘LLH_‘I:E means that their
opinions are highly valued by the
hardware researchers. “Because
they have to work within the con
fines of set system they quickly sta
to think how much more they ='.'r-'..'i:“:
put into a game if the computer had
extra capacity in certain areas

The conversion of games is a re-
cent problem for the designers and a
teasibility study has to be produced
as early as possible in the develop
ment of the game if it is likely that

Atari would want to market the

game for other computer systems
Not only games for specific sys-
tems but games for specific parts of

the world designed to cater for the
different culture and tastes

The first of these games Astrisk
and Obelisk was currently being
under development when we spoke
to Condon Brown. “It's based on the
cartoon characters and is designed
with the European market where
they are partic i1l
be test launch 1 France later this
year.”

With several million Pac Man,
Space Invaders, Galaxians and
others too numerous to mention now
in millions of homes there can be
| little doubt that the Sunnyvale plant
is quite definitely the biggestgames
lactory in the world

And w‘m* does the man in charge
of it all like to do to relax? "l enjoy a
game of Defender”. Careful wit
those smart bombs Condon

l1|r1 l‘-f' }1r;[,u|u. r. It w

-




Malcolm Eveans of N X
ton Setware prabebly knows
anyone, e o
Hm."ﬂm
uhwﬂm ¥ expirionce
! g t __!gg;!E'!Hn-

ILLUSTRATION 1

lilustration one shows two
characters which form a lar-
ger figure.

NMustration two then gets
him moving through four
walking positions.

Although the Spectrum has a char-
acter set fixed in its ROM, certain
ASCII codes are not assigned to a
particular character.

These can be defined by the user
to be any chosen character and can
then be printed either by entering
graphics mode and using one of the
letters from A to U, or by printing the
character using CHRS which will
output the specific ASCII code.
There are 20 user definable char-
acters on a Spectrum and they
occupy ASCII codes 144 to 164.

If you type PRINT USR("A") the
machine will give the location of the
first byte of graphics data. The first 8
bytes including that one will hold
the data for the first character and so
on. There are 20 characters which is
160 memory locations.

To calculate the actual data for the
characters, you first need to design it
on a piece of BxB squared paper.
Each of the 64 squares can either be
coloured in or left unshaded.

When you have finished designing
your character you need to convert
each horizontal row of coloured and
empty squares into a binary number.
To do this use the BIN function. Use a
1 for each coloured square and a 0
for each unshaded square. When
you have your eight binary numbers
then you simply poke the data into
the memory like this ...

POKE USR("A"),BIN 10100010
POKE USR("A")+1,BIN 10001100
POKE USR("A")+2.BIN 01101100

And so on until you have poked in
all 8 rows. This will continue until
you reach USR("A")+7.

This defines user defined graphic
character A. To define any others
simply use USR("B"”), then USR("C"
and so on:

This article outlines the use of user

defined graphics, to achieve smooth

Position | Position 2

Position 4

Position 3

animation to enhance the graphics
in your own programs, and con-
tinues to show how to extend the
user defined graphic symbols far
beyond the 21 characters in the Spec-
trum specification.

Pages 92-93 of the Spectrum manu-
al outline the use of user defined
graphics characters.

It is simple to combine such de-
fined characters to form a larger fi-
gure. Figure 1 shows two such char-
acters arranged to produce the fi-
gure of a walking man. If we were to
draw such a figure on the screen and
attempt to move it to the right it
would appear to hop. Listing |
shows a program to do just this.

Ideally we need to draw the figure
moving smoothly across the charac-
ter boundaries. This we can do by
adding intermediate figure positions
using four characters (2 wide by 2
high). Even when the figure is within
the pair of characters, 4 are still
necessary since a trailing pair of
characters is required to blank out
the remains of the figure as it is
moved forward to the next character
position on the screen.

Listing 2 shows one way of achiev-
ing the required animation. Lines
10-70 convert the picture data into

the user defined graphics A-P.

Another graphics character has
been introduced to provide a ground
plane. They have been entered in
this manner so that it is easy to
modify the pictures at any time. Line
1030 draws the four characters that
make up the man quickly. There are
two FOR-NEXT loops. N determines |§
which of the four intermediate pic-
tures is to be drawn, and M the
position across the screen.

Using a similar method, it is possi-
ble to animate the figure to move in
any direction. Each direction re-
quires further User defined graphics
characters. Since we have already
taken up 17 of the 21 available, we
must find some way of extending the
capabilities of the Spectrum.

The beginning of the character set
used by the Spectrum system is
pointed to by a system parameter
called CHARS at location 23606 and
23607.

This good piece of foresight of the
Spectrum programmers allows the
user to POKE into these locations to
produce new character sets.

Listing 3 introduces another six
characters to provide the pictures of
the man falling. Since the size of the
figure is one character wide and two
high, by previous arguments it is
necessary to use a set of characters
three high to move the figure up or
down. These additional characters
are available since CHARS has been
POKED to 30208 (location 23607 hav-
ing been POKED to 118). The first
usable character (CHr$ 32) is af
30464. Only two intermediate posi-
tions are provided this time to speed
up the fall rate.

To add some humour (even if it is
sick) lines 1100-1240 have been intro-
duced to complete the demonstration
loop. The POKE at line 1200 is to
amend the scroll count SCR CT to
ensure that the subsequent prints of
char$ 36 (a blank) result in the screen
being scrolled.

When you press BREAK to leave
the loop you will still be in the
alternative character set. Don't
panic. Simply poke 23607,60, trying
to ignore the gibberish that the basic
system puts onto the screen, and the
system will regain some form of in-
telligence.

18




Bix

1 RE!

"araphics 3"- man falli
na y
18 FOR w=8 TO 183
20 READ d: POKE 204&4+n,d:" NEX
T n
38 DATA ©6,8,0,1,1,2,2,6,6,0,0,
128,128,0,0,8,7,7.,6,14,26,24,18
3.+EJB,JB;BiB,B+Bje: REFI position
1
40 DATA ©,8,6,6,6,9,7,6,9,0,0,
96,96,128,128,122,9,0,0,0,1,1,2,
1,192,192,128,128,128,128,192.0:
REH poszition 2
58 DATA 9,0,0,0,8,0,0,0,0,0,0,
€4,24,32,96,112,9,0,0,0,0,0,1.,06,
168,168,32,80,136,138,4,128: REM
position 2
60 DATAH 0,8,0,0,0,9,8,8,8,08,0,
6,6,8,28,26,0,0,0,0,0,0,0,0,42,7
2,24,20,36,66,1320,121: REM posit

ion 4
7® DATA 255.0,0,0,0,0,8,0
80 DATA ©0.90,0,0,8,0,141,78.84,
96,96,16,16,48,48,112.80,80, 152
128.90.8,9,08,08: REM position 1
98 DATA 0,6,8,0,.0,0,0,0,0,0,14
1,78.,84,56,56,16,16,48,48,112,80
,80°152,128: REM position 2
800 POKE 23607,118
988 FOR x=8 TO 20

":‘: 910 PRINT AT 9,x;CHRS 48: NEXT
I8 X

of 1000 LET z=31

bk 1819 FOR m=0 TO 30: FOR n=0 TO 1
ey 5 STEP 4

kv 1920 PRAUSE S

st 1830 PRINT AT 7.m;CHR® € 32+n);CH
at RS (33+n);AT 8,.m;CHRS ¢34+n);CHR
:':; ] $ (35+n): MHEXT n: HEXT m

to T 91,31 CHRS (SO+n2;AT y+2,31;C
to HRS (S1+nd: NEXT n: NEXT u
of 11166 FOR nw=8 TO 1: PAUSE 1: FOR

n't 1138 PRINT AT 21,4; INK 2;CHR® 4
ng 18 MNEXT u

siC 1140 LET z=u: MNEXT m: MHEXT 0

‘5: 1150 PRINT AT 21.8; INK 2;CHRS 4

1848 FOR y=7 TO

1056 PAUSE 1
11860 PRINT AT w,31;,CHR% <4%+n);A

=0 TO 1-n
11118 PRINT AT 19+v,31;CHRS < 49+m

1120 FOR y=z TO z-9 STEP ~1

18: FOR n=8 TO 3
STEP 3

g, INK 2;CHRS 48;AT 28,

21,CHRS 3
S9iAT 21,321, CHRS 35

1200 POKE 236%2.13
12085 FOR n=80 TO 11
1218 PREINT CHR$ 35: HEXT n
1228 FOR n=22816 T0O 22848
1220 POKE n,56: HEXT n
1248 GO TO 1886
1908 REM FOKE 23607 .,60 to get
back to oriainal character set
1 REM “"araphics 1"- man
180 FOR »w=80 T0O 1S5
28 READ d: POKE USR "a"+n,d: H
EXT n

£a DATA 6,68,8 ,EBIH 08000116, EBIN

BEa0a116,EIN 000610060, BEIN 0061 1
166, BIN 68811610, EIN A2101618, BI
N Bloaloed,BIN G061 1680, EIN 8816
@19a,EBIN 08168166, BIN 01006016, B
IN 10880619, EIN 10000611
182688 FOR n=8 TO 36

1638 PRINT AT 7.n:" ",;CHRS 144;:A

T 8,vi;" ",;CHRS 145: PRUSE S: HEX
T n
1 REM "graphics 2"~ man walki
ns
18 FOR n=2 TO 1325
28 REARD d: POKE USR "a"+n,d: N

EXT n
28 DATH 9,0,0,1,1.,2,2,6,0,0,0,
128,128,0,0,8,7,7.6,14,26,34,18.
5,0,0,8,0 B.Q.E.ﬂ REM positiaon

—

48 DATA 9,6,0,0,0,0,8,0,0,0,0,
96,96,128,128,128,0,0,8,06,1,1.,2,
1,192,192,128,128.,128,128,192.0:
REM 9051t10ﬂ 2

S8 DATA 0,0,0,0.8,0,0,0,0,0,.0,
:‘I' .'.."'4 .Jt-r?f..r lla..E'l E B,E Bpﬂ' 1 B
168, 168, 32 EB 136,138,4,128: REM
position 3

&0 DATA 8,8,8,8,0,0,9,0,H,0,8,
6£,6£,8,28,26,0,0,8,0,0,9,0,8,42,7
2,24,20,36,66,130,131: REM posit
ion 4

8 DATH 255.,0,0,80,8,8,0,0

908 FOR <=0 TO 28

916 PRINT AT 9,x;CHRS
o

1818 FOR m=
S STEP 4
1020 PRUSE 5

1638 PRINT AT 7.m;CHRS C144+n>;C
HE®S < 145+n 2, AT S,m;CHRS C 146+n ) ;

168: HEXT

8 TO 38: FOR n=0 TO 1

CHRS € 147+n2>: HEXT n: HEXT m




PUZZLE PROG

This very basic computer program
which, with very little adaptation,
should run on most machines, asks
you to sort out a tangled mess into
four eight-lettered words.

At present the letters are stored in
pairs in an array and you could, of
course, produce the words:
COLOSSAL
CRIMINAL
COMPUTER
CALAMITY
on your screen just by changing the
order of the pairs in the DATA state-
ment.

This is definitely NON-U and is
frowned upon. Anybody who would
sink that low would never reach
their keyboard again!

You are invited having typed in
the program, to RUN il; your screen
should produce the array:

55 Mi AL IN
LO CO CA IM
ur AL TY ER
MP CO CR LA

At each turn enter three INPUTS; A
and B give the column and row of the
array pair to be moved and C the

DUCKSHOOT

McCoy's, despite the name, is prob-
ably the cheapest software house
ever to rent an accommodation
address in downton Dorking.

Indeed, the most expensive part of
all their products is the casselte
holder.

Still, their fairground replica does
actually run although the ducks
don't even waddle and only three
players can fire their six shots before
the inevitable program crash.

It so happened that Nigel, Jane
and Tracey in their first attempt
managed to hit one duck with each
shot; the bird, quite properly, dis-
appearing from the screen. After the
final shot had demolished the eight-
eenth duck the display briefly
showed that they had each scored
the same total before all went blank.

If Tracey hit more 20's than Nigel
who hit more 10's than Jane you can
work out which six ducks each shot,
can’t you?

20

50 PRINT TAB
60 NEXT K
70 NEXT ]
80 DATA SS, LO,UT.MP.MI.CO,AL,CO,AL,CA,TY.CR,IN,IM.ER,LA
90 PRINT: PRINT
100 INPUT A.B.C
110 M$=AS(A.B)
120 IF C=0 THEN AS(A.B}=AS(3- A,3-B) : A$(3—A,3—B)= MS$: GOTOI70
130 IF C=1 THEN AS(A,B)=A$(B,A): AS(B,A)=Ms: GOTOI70
140 D=A+1 : IF D>3 THEN D=4-D
150 E=B-1 ; IF E>0 THEN E=4+E
160 AS(A,B)=AS(D.E): AS(D.E)=MS
165 **"REM Whatever you need to CLEAR THE SCREEN HERE ***
170 FOR]=0TO 3
180 FORK= 0TO 3
190 PRINT TAB (4']. 4°K)AS(].K)
200 NEXT K
210 NEXT |
220 GOTO %0

@ Note: $§=string sign

(4°]. 4°K) AS(].K)
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Five of the most powerful
and influential beings in
the galaxy meet on board
the orbiting space station
| of Far Funus.

Their declared intention
I8 1o bring peace to the
galaxy by settling their
dilferences, over the nego-
tigting table, diplomati-
cally. Secretly, each of
these warlike
hopes to outwit the other
lour and seize control of
the galaxy for his empire
once and for all.

There's Bezel from the
Pirate Empire resplendent
in his burgundy and
magenta robes but a crea-
ture none of the others
would trust as far as they
could have thrown his
ieared and awesome ship,
the good vessel Vespo-

All of the others are
ol a disadvantage when
haughty Shazaz-Ka looks
them in the eye. They dare
not return the stare of this
subtle diplomat from the
powerful Sun Empire, for
fear of being permanently
blinded. He uses this
gdvantoge sparingly but
his terrible frown falls
most regularly on the ill-
mannered Bezel.

. In contrast, the brutish
gesturing and roaring
ffom infamously ill-
tempered Tiaithan Lizard
delegate Maachen, threat-
#ns to disrupt the pro-
peedings ot every turn.
ihl others excuse his be-
‘haviour by making allow-
‘ances for his being out of
his natural amphibious

~ Computer and Video Games Yearboaok

beings |

environment but they are
not so quick to dismiss the
threat his numerous blue-
emblemed Water Empire
forces pose.

No-one has ever disco-
vered the name of the
anonymous Ice Warrior,
whose features remain
hidden behind a glacier
mask and whose grating
voice is disguised by
the crackling breathing
apparatus that serves him
on this mission. He repre-
sents the weak and much-
scattered Dead Empire,
whose voice at these pro-
ceedings is only heard be-
cause no other empire can
take control of the inhos-
pitable planets and dying
stars where they live.

But while they Ilook

down on the primitive re-
sources of the Dead
Empire and the irony that
these most lifeless of
beings have chosen wvib-
rant green as the disting-
uishing colour of their
poorly-equipped fleets,
the others keep one wary
eye on his ice-axe. And all
know the value of an ally
capable of inhabiting
planets where no-one else
can visit — let alone live.
Lastly comes Grakta of
the Bloodline Empire. Tra-
ditionally the rulers of this
galaxy and let none esti-
mate his cunning which is
the result of 27 genera-
tions of careful cloning.
His power relies on the
Bloodline's long control of
the stellar energy, but

By Mike Singleton

now it is under fierce
attack from all sides — yet
knowing Grakta he may
still win the day.

The five are sat around
a board, with their base
stars, outlying stars and
fleets on it. As the fortunes
of galactic war ebb and
flow before them they
argue, connive, ally and
betray to gain the upper
hand for their respective
empires.

Any is capable of wrest-
ing complete control., but
each must use the others
in brief alliances, all will
try to prevent any other
from becoming too power-
ful. It's diplomacy on a
cosmic scale for two-five
players and no holds are
barred.

21




THE RULES

Players take it in turn to make their moves. The order of
play is decided randomly by the computer at the begin-
ning of the game. For each star a player owns at the
beginning of his turn, he gets one movement point.

During his turn he uses these movement points in
moving fleets, rotating fleets and firing at other fleets,

The player does not have to use all his movement
points and in fact can use none if he so wishes. Move-
ment points, however, cannot be "saved up” for the next
turn. If they are not used, they are lost.

A player with no'movement points misses his turn. This
does not necessarily mean he is out of the game. If he
still has some fleets left, the actions of another player
may still enable him to capture a star without even
moving and then he will find himself back in the gamel

Moving a fleet one space costs one movement point. A
fleet can only move into an adjacent empty space. A fleet
must move forward, left or right.

It cannot move backwards. Once it has moved, it will
be pointing in the direction it travelled. A player, of
course, can only move his own fleets.

New fleets can be created at stars a player owns. To
bring a new fleet into existence, the player simply makes
a move from the star into an adjacent empty space. This
move can be in any of four directions, north, east, south
or west.

Rotating a fleet costs one movement point. The fleet can
rotate through 90 or 180 degrees. When rotating, the fleet
remains in the same space and simply changes direc-
tion. To rotate a fleet, the player must own it.

Firing at a fleet costs one movement point. A player can
fire from any star or fleet he owns at a fleet in an adjacent
space. If he fires from a star, he can fire north, south, east
or west. If he fires from a fleet, he must fire in the
direction the fleet is pointing. The target fleet is always
destroyed, even if it belongs to the player himself! Stars
cannot be fired at or destroyed.

Ownership of a fleet or star can change as a result of

movement, rotation or firing. It always depends on the

new situation created by a player’s action and any
changes of ownership take effect immediately.

Ownership is determined by the fleets “attacking” that
star or {leet. A fleet is said to be attacking another fleet or
star when:

1) It is adjacent to that fleet or star.

2) It is pointing directly at that fleet or star.

3) Ifit is attacking a fleet, the two fleets are not pointing
towards each other. A fleet cannot attack a fleet that is
pointing towards it. Therefore, fleets pointing towards
each other do not affect each other.

8 The following rules govern the ownership of stars and

eels:

1) If no fleets are attacking. ownership of a fleet or star
does not change.

2) If there are ONLY neutral fleets attacking it, the fleet
or star becomes neutral itsell.

3) If each of the attacking players has an equal number
of fleets attacking it, the fleet or star becomes neutral.

4) If any player has more fleets attacking it thon any
other player, then the star or fleet is captured by that
player and becomes his star or fleet,

5) Neutral fleets are only counted as attacking fleets if no
other players’ fleets are involved.

Each move a player makes involves a potential change
in ownership of surrounding fleets and stars. In certaini
situations, chain reactions can occur. Imagine, for exam-
ple, a line of fleets pointing towards each other. li
ownership of the first fleet in the line changes, this willls
cause ownership of the next to change and then the nexti
again. Such changes take effect immediately, not just i
at the end of a player's turn.

1) Removes fleet from map. Checks for changes.
2) Puts fleet in new position. Checks for change inf

ownership of that fleet.

3) Checks for changes in ownership of newly attacked
fleet or star and any connected fleets.

1) Rotates fleet. Checks for change in ownership of th

star or fleet that was under attack. "
2) Checks for change in ownership of rotated fleet. |
3) Checks for change in ownership of newly attacked

flaet or star.

1) Check for change in ownership of fleet or star that th
destroyed tleet was attacking.
All checks for changes in ownership always involve o
check on any connected fleets or stars, so chain reactions
may occur in any stage of the checking.

The object of the game is to bring peace to the galaxy.
The winner, therefore is the only player left who ca
make a move. To win, you must leave the other players
with no stars and thus no movement points.

C = CHOOSING

M = MOVING
R = ROTATING
= FIRING
E = END YOUR TURN

S = SAVE THE GAME
ON TAPE

CURSOR KEYS are used
for direction of movement,
rotation or firing. They are
also used to control the
movement of the square
cursor during the CHOOS-
ING option.

In the CHOOSING op-
tion you can move the
square cursor to any fleet
or star you own. You can
also choose any of the
other options. When you
choose to move, rotate or

]
[
o

o !

i}

—

fire, the fleet or star will
begin to flash. Then you
press a direction key and
the action will occur. You
return to CHOOSING auto-
matically after rotation or
firing but during MOVING
you must return by press<
ing C.

E enables you to end
your turn at any stage.
Butonly when CHOOSING.

S enables you to save
the game on tape at any
stage. When loaded back
in, the program will recre- 8
ate the exact conditions
that held when you press-
ed S. All you need to do
after pressing S is give the
saved game a filename.
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TIHHTFH-E=-

g

L
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e

2l SAVE ¢ IHE 45
22 G0 7

37 REM

ag REM autmat T

39 PEM I
40 FAFEFR n ERTGH
£Ls

41 RESTrR i 1)
160 RN
82 GO TO

37 REn

;"E!f-‘!-_l-r...;l_ el 1=l

9 REM
192 For
s -, -
107 Fer
188 FEM re ad i

189 REM A
18 FOR b= T - FOE
RERD bs b ., T o

N

117 REm -
1’3 FEM Print blod b
119 REN '

BelY PRINT A7 JEZ 1
E): RETLRNM '
127 een
IHREF reid in cart
122 REM

lm Ff*’ =L U 5 r.-[-p-':r.
A RTRTTL e IF mc e y :

o 132

131 LET = LR J ym=T
BIE NEXT = Pt TURH
ey -
138 REM et up arraus
139 REN - e
1498 DIM ks
191 tim =%
142 LI 3

145 For i -; ET

pEREEEY, ET L
M ezl
147 FEN

BSE REM oo v at . Eairma

149 pEM

129 T s FF—H.“,’ HT Y

Hhuﬂmnuvhnhma

L |

Y] FE Tiigs

&7 REM

EEM
163 REM

170 BORDEFR

0
B.p%

175 G0 TO 173
177 REM

178 FREM flash b
179 REM

1808 FLASH 1

% 3 o2 lall)

182 GO TO 181
187 FEM

188

189 REM ——-—-
190 FOR ==1 TO
191 LET x=1+IH
=1+INT (RMHD®18)

192

OR ne
GO TO 194
1 IF S
=25~
3d LET =

RETURHM
197 REM

LET c=p: LET b=VAL
SUB 128
181 I.!'.T I_‘.-:Ir“'E'I‘
i f* OF {$="n
s="a" THEM RETI

8@ REM generate

THEH GO TO 191

LET b=1+INT C(RNDX4)>: LET
=x+%(b?: LET ny=wu+ui(b?
=17 OR ny=0 OR ny=11 THEH

1 ok L key tast

[F i$="n" OR
" OR (S=""r" OR i
JEH

neutral fleets

ra

T {RHD®163: LET 4

1F B o,y M s

A

IF nix=g

HEH LEI

198 REM select move location
199 KEM
200 LET LET w=S
201 PRINT AT ©,10; FLASH 1, PH
ER @; IMk CHOOSING  ™: PEE
02 G0 SUE Se0
b F IS : THEM GO SUB 2958
@6 IF is="r" THEN GO SUB 300
207 IF is="f" THEN GO SUE 350
10 IF iss OR i#="5" THEN F




The

lapped

Loaded in two parts 1. "INTRIGE” 2. (loaded automatically by 1.)
“INT#2"
The major problem with this conversion was the need to use
the BBC MODE2 to gain the required colours for more than two
players. Again this led to the further problem of needing 32
character width on a 20 character display.
games uses all 32 characters, by displaying pair
together, to give 16 large characters.
ters to only use 16 meant a rather sick display. In the end |
redesigned the Spectrum characters so that they can be over-
This overlap is achieved by printing the left-hand character,
then back spacing (using the VDUS graphics
cursor) by a character width. Finally the right-hand
character is printed. Thus 2 characters which

the charac-

157

18MODE?
CODIMPSCE) , M%C 7>

30REM" XXENTER PLAYERS¥%"
48CLS

SOPRINTTREC @, 2 )CHRSC 131 YCHRS¢

3

GOFORI%=3T04 :PRINTTRBC O, 1% CH
giﬂ'ﬂ:l.?l JCHRSC 141 )CHR$C 255 )CHRSC 25
9 ICHRSC 255 »v INTERST
g ELLAR

$C 255 ) NEXT

"CHRS$C 255 )CHRS( 25% YCHR

INT

85§

pimhﬂ:ﬁlimtﬂh%pinlllﬁi—32+ﬁﬂ.‘ﬂithlm
across this still isn't enough.

By then reducing the ‘used’ amount of each character in the
direction to 5/8ths we further reduce the character to B0 pixel
wide. This gives us 32 across! In the Y direction we have |
available lines so there is no problem except to match the fin
shapes. This all sounds complicated but is achieved in the
hrnmiﬂuuthnchmnctnrdﬂiniﬂgmin"ﬂﬂﬁlﬂﬁ"md‘
line 120 in "INT#2" does everything!

Now the second effect of using MODEZ, is the lack of spac
available for variables; or to be more precise for string var
ables. This game in its original form used two large stri
arrays and this proved impossible on the BBC. This has k
overcome by storing the display information, previously held &
S$(X.Y) & CS(X.Y), by POKEing in the spare areas of i

2pPRINTTARBCL O, = SCHRS$C 131 DCHREC
1572 .

; SAPRINT” ' TABC 4 " Des Lgﬂ_ed l:-y_.
Mike Sinaleton for”‘*:FQRId=ETUf
. PRINTTABC( 7 JCHREC 141 » COMPUTER

E‘ I"'I"IDED l:'lHFlES" NE:-':T : PRI?,‘T-‘ A
BC micro translation by Steve

B
Wi

11'1£|I - : I
S@PPRINTTREB(O, 132" THIS GAME C

AM BE PLAYED BY AS FEW AS" I‘.“ "II:'L;IIEI
PLAYERS, OR AS MANY AS FIVE.

UEEQl SPECTRUM CONTINUED :
. 17
| . 4
[ETurn T S ST BEEF .9%,10: HEXT f 4
28 GO To 201 298 REM rotate fleet 398 LET 1=VAL s®<(x,w>: FLASH OEE
247 REM 298 REM e e LET b= . GO SUB 120: LET seCx @
248 REM mowe §lest @0 FLASH 1: PRINT AT ©,1@; PAP -F_r_ﬁ-. LET c®{x,9)="3": LET b=i180W
249 REM ———— ER ©; IMK 7;" ROTATING “ LS Sy HE|
250 I|_£‘1_H | I'F",I.HI Hl 0,10; I 3@1 LET I"I'*H"—l‘.. IF ‘L. s 0 -35'1 LET I:H'-_-'HL o8l D fji‘] SU! ‘;
ER @ INK 7;"MOVING FLEET" R i8>"8" 3 AND i®<{>"c” THEN GO T €0: LET m=m—1: PRINT AT 0,30; NEE
2%1 LET iS=INKEYS: IF ¢ iS<"S* 0 0 381 IGHT @, PAPER 8, INK 9;m;" &
R 18.78")> AND (8<>"c™ THEN GO 1 302 IF is="c“ THEN BEEF .3,9 360 IF w=d THEN LET i#="e" !
0 2%1 il 51 RE TURMN 5‘5
232 IF i%="c" THEH FRETURM -.G LET i=VAL i®-4 IF i=b THEM ,.-"':"-- FEM e P —— s
253 LET i=VAL is—q "rJEt T 391 = 1" REM check fleet or star -
294 LET wnxemx4xti): LET nigmgsyl i +04 LET obwb: FLASH ©° LET b=| et e R 5 B
IF nx=0 OR nx=17 OR ny=0 OF n GO SUB 1290: LET 3% x,4)=STR$ b il "x: LET owmy: LET 4
it il ol SR IR LET be=ob: GO SUB 40@. LET b=i Wi LRV oRee: 0 TO 4cn .
€33 1IF s8Cnx, ny < >"6" THEN GO nn-EHE 401: GO SUB 400 401 LET ox=x: LET ow=y: LET obsjat
0 251 "39% LET mem-1: PRINT AT 9,39, B B LT oces Jf?
236 1IF b=S THEN FLASH ©: GO SuU | |RIGHT @; PAPER 8; INK 8.m;" 402 FOR k=2 TO 7: LET n(kO=0: [N
B 1208: GO TO 261 206 BEEP .4,12 EXT | LET cl=@: LET c2=@: LET 'Tl‘
257 IF i+b=S THEN GO0 TO 2%1 .-T.IT" IF w=@ THEN LET iSs="e" r.:--_'l" L_I:_1 Heme LET en=1 ._
90 \ BT obsty FLABE B LR L e 403 FOR d=1 TO 4: IF d=b THEN OF
LET b=6: GO SUB 120 347 REN = GO TO 41@ J =
253 LET cBlx,g)s"7?": LET %,y .:45:,'l REM fire at fleet 409 LET ax=x+x(d): LET awsy+yuld :‘r c
=STRS b 349 REM - it e IF 2.=0 OF ax=17 OR aw=0 OR s
260 LET b=ob: GO SUB 498 =0 FLASH 1: PRINT AT ©,19; PAP | |¥=11 THEN GO TO 410 "
251 LET —— LET ysny: LET cmp ER @: IMNK 7" FIRING 4i_l':'-_|._ET 2b=VAL =%{ ax . ay) 1F
LET b=i. FLASH 1: GO SUE 120 3%1 LET is=INKEYS. IF Cis<"S" 0 pabe’S THEN GO TO 410
LT ok yNETIG &: LET Gl os T e D 18 . TMEN GO 1 496 LET acsYAL c®{ax,aw): LET nfEes
e 0 351 Caci=nCaci+l: IF nCac?<hn OR acelis
62 GO SUE 401 LET smyus LET u -."‘.--'-:' IF is="c" THEN BEEF .5.9 ' !F!LH GO TO 418 -
=rid: LET c=VAL c®<x,w>: LET b=i RETURM 07 IF nCac)=hn THEN LET ensl
263 GO SUE 400 o LET i=VAL is-4: IF b<>3 AND B &Y TO 418 =
268 FLASH B: LET m=wm-1: PRINT R (<> THEM GO TO 351 488 LET hm=n{ac): LET hc=ac: LE c
T 8,30 BRIGHT ©. PRPER 8: IHKE @ =4 LET mocmxext 12 LET rvrg=wi+ys 1 I &ns -
S IF nx=0 OF nxe=ly OR nw=0 OR n s AL '
269 BEEP .4 12 Lei1 THEN GO TO 351 411 IF en=0 THEN GO TO 420 -
278 IF m=@ THEN LET is="g“: FL = IF s#(nx,ny)>"4" THEN GO T S1s IF hn>0 OR w7550 THEN LETREES
ASH B GO SUB 120 RETURN 0 351 foal S |
275 IF c®{x,y)<»STRS p THEN FL s=6 LET ob=b: LET oc=c: LET ox= 420 IF hcmc THEN GO TO 430 > |
ASH g GO '-:.'JE 'I_‘_:_Fﬂ F"ETL]F,"; : LET OM=1y LET ST I.,-ET i T ""-‘-‘1 -I; bﬂ:J THEI" LET M{C)-mf.c}* H
288 GO TO 2%1 3%7 FOR £=1 TO 10: BEEP .0%5,1%5: Jj1° LET mihcimmthc i+l  y




I ! 1 1 - i ——
FLAGH e=! C x,uI=ETRE 04 PRINT AT 8,3, INK ©, PAPER
. 1 2t IE 128 PEE‘ ; P o A g
: : : cG% PRIMT AT 1.3;: 1HK ©; PRAPER : R ;
N 4. ‘11|_ . i TO 430 £ IMTERSTELLAR INTR IGUE
< ET us= s Fi
} IF =0 o 17 LET weyew(b) 686 PRINT AT 2.3; INK ®, PAPER
-k 14 L} 8 ] (= v
HED . e ol ) =11 T £ ) ) I
s l 43 10 PRINT PRINT "Designed by ¥ 1 i
_|- I..-_I--L =% « gl b IE E=E 1 Mike '}iul'-"l‘.'t-jl for" 4 -0
s 470 &19 PRINT FEIHMT COMPUTER ! | 8 48 ge o
w=T EVVRL £8Cw.u GO TO 4@ .. VIDEDO GAMES™ s b i S A spaiioue
hET =g LET 520 PRINT AT 18,80."This same C8 Ha
E: LET b= y ,\;_‘ LIk A=y LET ec=g | e plaged by 48 Ffew a5 tuo P
437 FEM ; ™ lagysr-g or 4% matig iz Five. Ple | 1
4 e rca enter how WAy Aare PecGPie 2
‘;E f_E RS , ey teagk : a0} - i SARL
s N = 2 =20 1 el o
308 FLASH o " -r_'__" 2% THPUT “"Humber of plage
+ Ub—“- . ___,i J}-E: 1 LET cup L i 1F ik 1HT . i ne "
EFE LF‘ iy L re IF Cim = iy | L. e T :1 T -H 13 :r o
t bl NI ; - 1 | &
I e s HMD 1S ' AMD 18< 3%y, =57 4 W g 1 g aamd. Pla
B P OAND im<>"e™ AMD 1@ sk BB el g : ; i
I ;t:_'“g o T =3 5 g | iy =2 e E
E:'Hr“:— .‘-j - n'ih:. m] UF r {g= . SRR
J‘l:ﬂ-':‘-‘l.'. OR I8$="7" BND ywi s o seIHT AT 1%.0
0111?- = " HND =103 THEM GO cap FOP p=1 TO :
g - - T r .
i D IF - " 15 [HP1 P Lasen R e
; l 1‘ JF 18X 8B" ) AMND e f EH : | ik = TPl
'] l;_: _._'! L - HHD .:-. g r‘"iL_ t :
. ] it g 1o S1@ ' * T
i+ ul 4 bl HMD 8 ol @4 T HEM
N GO To =10 = ) i I
SeY G0 SUBR 120 ER O . .
e IF (=g R {g= ,; S
- E "!; e - 1= E : I
| Y Er is = I= ! | ]
| | : : g g ‘-HEiJ L § T T [
h:*m'-" $80u,93 LET cmp: FLASH . ;
W SUB 129 BEEP .= 5 RE TUR
LET 1=vA 1 W=d i BT | |
- LE e
LET wmivy GO TO =@ (6 3
37 FEM . J ) . .
: ' Tk L Ll 8 i |
I S
- ( (5 )
IWER B: FLASH |
PRAPER 1: BO a3 LA .
|_. L) 1 | |

fomputer where no Basic may venture SAVE is requested, the player's names, number ol moves
B For this | have used &AOO to &BFF and the program now | allowed, and player colours are loaded as an ASCII dump into
e X IBPEEKs and POKEs these areas. The relationship is as follows:— | the spare area from 2731 to 2816 (lines 31 to 38). The whole data

els || 58X Y) becomes 7(2816 + 10°X% + Y%) stream is then SAVEd.
C3X.Y) becomes 712560 + 10°X% + Y% The option of LOADing a saved game is selected at the start

2
nal A X=16 & Y =10 are the maxima, one can calculate that there | of the first program. I an “S” is entered instead of the number ol
md I unused gop from 2731 to 2826. In fact these locations are | players, then when the main program has loaded the player
1en jBesed when saving o game (we will discuss this in a minute) puts a previously saved game tape in the recorder and it will be

N hus the SSX.Y) & CSIX.Y) strings have been replaced | loaded. The game is then running
With tape storage several saved games can be stored on one

ace iughout and, as in all the games, X% & Y% etc. (integer
ari- prigbles) have been used. In fact as the data storage is | tape or several tapes. However they are all called “INTINT"
ing #tic in the game this is more efficient than evaluating VAL | this could be moditied if you wish quite simply. Both SAVE &

ren Jlttng) all the time as in the SPECTRUM version. LOAD work correctly to a disc system.

lin ENow to SAVEing and LOADing games. SAVEing a game is Finally PAGE has again been set to &1200 it a disc system
the i ochisved by sioring a machine code dump of locations 8AOO to | interface is in use, or &EOO if not. This allows the use of
BRBAA in the file named "INTINT” on tape or disc. At the time a | MODE2 with disc versions of the game.

* PLERSE ENTER THE HUMBER 0OF FPLHA 120VDU2%, 226,124,124, 120, 112,59
YERS FOR"'" THIS GAME ¢ o &.96.0,0
FOR A SAVED GAME »" 1 4@VDUZE, 227 ., 61 o h,14.6,.G,8|
ki SSINPUTTREC 13, 235" “ NS , ) _ N
{ 1ODIFNS="S"THEN N%="8" ELSE IF saypli23.228,0,15,31.,21.,0 2,63,
QVAL(NS )<2 OR YALCNS >>% THENYDU? 127,127 o
07090 |EAVDUZ3, 229, 0,240, 248, 248, 252
ll 110v0U23,224,0,0,6,6,14,308, 62, 252,254,254 _
| 62 1 7RV DIUZ S o320, 127 127 .E2, 63 e ,h}ﬂ}h
120VYDU23,.225.09.08,8,.96, 112,120, 31,15, 0 = e Ve
124,124 ' | mgvDUZ3, 231, 254,254,252, 292,2]




BBC CONTINUED

48,248, 240,
198vDU23,
208vVDU23, ¢

48,248,240,
218VYDbuz23, ,0,6,6,6,6,6,6,6
228VDuUz3, ,0,240,240,240,240

27avDuUz3z,
8,128,128, 128
28vDUZ23,.241 ,
29avDuz3, 2492,
28,128,128, 25%
208YDU23, 243,
285VDUZ3, 244,
o P e P b P
2160P*X="YALI{ NS >
3201FPAGE< >LEBBTHENPAGE=212008
S3ACHAIN"INT#Z"
SJ40END
LIST
AMODET
IDIMPSCE ), X% 4D, V%543 Nx(?),
M%ZC7),BSC7.,2)
2XAC 1 )==1 YU 1 mB KEC 2 =0 : Y%
Kl 30=8:Y5(3 == 1 ¥%(4=1:Y%
=0
BFORIX%X=11TO17D: T(2B816+]1% =0
2560+ ]1% )= : NERT
dHP*=P% GOSUEB110: IFHNP*X=BTHEN
GOTO468
SFLASH=8
18GOSUEEaD
11GOSUEL145
14G0SUB120
1SGOSUEBLSA
16GOSUE196
17REM¥XSCREEN COLOURSX:X
18LGOSLUEL1&0
19P%=2:LP*x=1
2BM=MX%C P ) IFM%=0THENZ3
ZI1GOSUBL1VO: GOSUBZE0D : IFIs="S"T
HEHZE
|
LP*=P
23P#%=P#+1: IFP%=?THENP*=2
24GOTOZB
SOMODE? :PRINTTAREBC 2,7 2" THE GH
ME WILL BE SAVED WITH"’TRBC(9>" T
HE HAME IHTINT"*’" PLERSE START
TAPE RECORDER AND WHRIT"
217281 6=NP*

22FORI%=1TONP%: IF LEMCPS$C 1%

A= Px=7 FLASH=0: GOSUB128:

¢1@ THEH F?f;x:=ff“i2;;€fPEHG${1i
0L e2T06: FORI%=1T010¢
31*;i+i2116'=HGCVMID!fP5‘I“"

0  oINT’’"  PLERSE STOP THE

TAPE RECORDER

3IBEND

s0CL S PRINTTRECZ, :
THEQFILE INTINT T ECORDER"
oLEASE START THE TAPE RECUE

_ ﬂﬁD”IHTIHT"
- 41“?2:72315

N i d
TL&rx

J%,

6y POSITION

»Fw

-+ i ITUIE-PSQI
= 1 %=2T0D6 FORJ%= yui o Ve
' :;F?Eﬁ+FHR$fT(2?31+J4+Iu¥15;_
o o= 4 4 L5
; y - - . e
HEiLL:E;?EBEE:PH:TEEQﬁ;FUPI. T
ne M;flixéTfE$B4+1H1:HEﬁT
4éFLH?Hmﬂ cOsSUB16@

47G0OTOZ1
{ABREM" ¥XR

" | {PRESTORES200
»=1T02 . READBS$C B%,

TURN 1 o
3 14 SREM" $¥PRINT BLDFH;ZExy*BB_

IEEEEDLE,EK+FLH$H#B.H EHR;(HEE
20 f24—TK#E}*4B+4B:FRIHT

EAD IH BLOCK DATAXX

.  FORY
B-FDRE£=1TD? FIi
o2 wu;.HEHT:HEKT R




CBRCB%,12)+159); :PLOTD,-32,08:PR]
NTCHRSCASC{RIGHTSCBSCBX.1 5,1 2 3+1
99 ) :MOVEX%%¥80-80, ( 23~Y* X2 )¥40+482
PRINTCHRSC ASC{BS{ B>, 2))+153);

125PLOTO, =22 ,0: PRINTCHRS, ASC( R
IGHTSCESC(EX*,2),12)>+159) :RETURN

12BREM" X¥XREAD IH START FOSTIOD
NS*k" '

13BF0ORC*=2TOL : RERD¥% , Y% : TC 2816
+X5X10+Y% )=5: IFMXCC% )»=BTHEN132

12172560+ K=K10+Y% )=C3

13ZNEXT : RETURHN

13BREM" *X¥SET UF ARRAYSx%"

14S5FORY*X=1TO10 :FORX%=1TD1&: T( 2
QHHMH¥IB+TH)=ﬁ:?(25£B+HH¥IB+YK}
27 NEXT :NEXT : RETURN

14BREM" %*¥GENERATE STARMAFPY%:"

158F0ORS%=1T025

1S1IX%SRHDC 16 ) : Y X=RNDC 10 ): IF7C 2
SLE+X% %10+ )C( »ETHEN1S51

15Z2IF X% >1THENIF TC 2B816+X%Nk10+Y%
=1 )< »ETHEMN151

192 IF %< 16THENIFT( 2816+X%X10+Y
+1 < >ETHEM1S1

1S4IFVHS I THENIF 7¢ 2B 1 6+X%X X104 Y
=122 >6THEN151

1S5SIFY%<10THENIF 7 Z2816+X%X18+C
%+1 2 0< 3ETHEN1S1

1567 2816+XK5X10+Y % )»=5  NEXKT . RET

1S8REM" X¥PRINT STARMAP®X"
160MODEZ : VDUS : FORY%=1T010 : FORK
BELTO16: BY=TC 2B16+XX¥10+Y% 2 : CH=7
K2T60+,°%10+%% > : GOSUB120 : NEXT : NE
RETURN
L 1EBREM" ¥¥PRINT TITLE & PLAYER

B384, 964 : PRINT " INTRIGUE" : MOVE®, 1
BO:PRINTPSC P2 ) TREC 11 )"MOVES= " ;

VER, 922 PLOTS, 1260, 922
B P2IFLPY%< »P%THENGCOLO, 122 RETU

DI7SPROCWIPEC 22 ) : GCOLO, 9: MOVER,
B4 PRINTTABC & »" W INNER "
I74S0UND1 , ~15, 180, 50 : SOUND2Z2 , ~1
393,25 :S0UND3, ~-15, 75, 58 : SOUNDZ,
815,125, 25 : REM" K¥WINNING TUNEXX

17SEND

TEREM" %XFLASH BLOCK AND KEY
EST4x"

'189'::'_=P;: tBR=TC 28 |G+ X2 EL1B+Y% S : G
BUB126

p al I15=IHKEYS({S ). IFIS="N"OR ] H="
I_I'="'~1"1:|F'I$:: "RUORIS="E" THENRE

EXAMPLES OF ATTACKS

AFTER

@

% &
No change because fleets are
. pointing towards gach other.

Only a neutral fleet is lnvnwle_td.
Therefare it effects ownership.

The red fleet is not actually
attacking because the central
fleet is pointing at it.

The red fleet is also attacking.
Therefore the neutral fleet has

no effect.

Red has a majority of attacking
fleets, so ownership goes to
red.

Example of a chain reaction.

19EFGPER:1TGTB
191}-1‘}'.=F1"t-l,[)=; 1:5 )

g 16""‘#’:’;* 18+ \ b

I?EBH=RH0(4J ﬂ

=R+ RCBYR Y IF H#X%

{1 THEN194 S

TEEEEU+HHZ#16+Hrn,.

w%=RNDC 182 IFTCE
STHEN191 :
i+ KAC B ) NY%

=A0RMKX%=170R HY %=
> 7THE

- ei% 1 @+% )=B% : NEXT : RE

**H WL
20BRK=8 1 V4=D Eag4, 32 GEO
OCWIPEC 32 y: MOVES ’ s
EEIfEdLG { 28 : PRINT " CHOOSING™ :X'
4 oy - L3l »

?‘

202G0SUBS9
2pS1F18="N"
2061F18="R"
207 1F 1$=" E
2101F 16="E"ORIS=

LSEZ291 ,
E24EREM" #*M?t‘;‘g FEEUEEi;Er 32:6GC0
DCH]-PEH- ‘:: ' B 2 ﬁ-l J
LEEEBEFFEDLE 128 :PRINT MO ING FLEE

L1}

THEMGOSUB250
THEHGDSUESBE

OSUB350
B wg " THEN RETURN

wi

251 [%=IMHKEYS( 55: [FC I%< S OR1IS
b= 3

=MD IsC > e EHrGﬂTDEEi )

o EF‘ET[I;II:= } EL TLEH FLASH=B: Cx=P=«:
pu=1% GDSUBIEG.RETURH

Eﬁa]a:uﬂL[l?}_i"H'P=¥H+T2flxb

ES4HH?=Hh+H4ﬁIa; ‘.EDRHYK=11T




'L'Fl_-‘

S

&Y BBC CONTINUED
. ; v =R GOSUB

D ITF 7 B1E+1 Ogrqs
TL2060+1OFAA+ )

‘DL r ““,_. 5 1
SOEF =
S P_f_ ITHLHFJH 3H=0 : GOSLR] 20
.’l_'r.'r" 50" IIFI "lfrlj ] 3
- f-"l]}‘.-: -; I‘ = ITH[ H”| 1T 1= rr_."]' 1
W= o1 B B 2 5 :."" F : [ =
! J y "I :'I* ] |--TP & |- Ff F-I-_L“ I- '._1'1 I'_'!". =" F,
ri ra 2:G0%] IE125 I_-:':‘;_-—:‘ 0 '-If'
3 =10 7

NV < SETHEN

P 2560+ 1EH2+Y% »: GOSUR12 !

1=l }I g_.hiji*
-’-_“, AIFMx=ATHEN]I $="E"

E1RETURN ,
J9BREM" *4CHECK FLEET OR STARX r

RETURN

D=0

! ‘.“ - N -
| 4000K%=Xy: OY%=Y%: OBX%=B%

- II:.-_I : 4...l_l|‘_..|.-1_+ :It-*. " 4 E .
.'1'1 I" ofs oL - i L J - "'-IT ¥ ”-ll"
- I 7o A= e = o} l
SABZ=0RY  GOSl IBann GOTD424
| 261R%=ppes f.';ﬁ?””_ dD10R%=KY  OV%="%: OB%=B% : OC%=C¥%
“'*JffznuyjjyiffJ".“:““ﬁ Bil=I%. ¢ ABZFORK%X=2T07 : NX%CK¥% »=0 : NEXT:C1
|SC%: 7¢ 209 h;fﬁ;f. L E0EB+1ak ML s =0 C2%=0 : HH%=0 : HC%=C : EN%=1
| 26 ||;;,1 T:'d;'““ﬁ 403F0ORD%=1T04 : IFD%=RXTHENGOTO4
""FIHl J B Yo2=NY% B 18
TYL D Bx=] : ARAAX =K+ Kl DR ) AY e+ 2l DX
=A0RA[AA>=170RAY>%=00RAY*=11T

IFRX=
HEM4 10
JASABXaT( 2816+ 1 DERH>=+RY % )

| +AB*< >STHENS 16
T Z2NER+10XAMN+AYH D HMCH

|  aBEACx=T( 2
[FHMC ACS < HHARORACS

=30 ,I_![.-;LJE':
SOLUSUER20006
|'-_-'f1r_1:t
"AIFML =0 THEMN
- . [F=rEw -
= GOSUE] >a FF"||;”r FLASH=G - -
WV IIF T 2= ED+1R
i e # ’ I
||',!|J..|.'| | =" : 't|F4T+]l;; -Ir”—r“
'WP! o FtTHFu o S
BGOTO: 1
SOSREM" ¥IROTATE
| 'ATE FlLEE "
Lo QOPROCWIPEC 32 , H”;fﬂT:*
iy GE0 1 =y ! sone, 32 sl
. 9, 12 PRINT"ROTAT I M v I

IFD%

[ % )=N%C AC% h+1
=7 THEN4 18
% 0=HNRTHENEN =1 : GOTDO

AT IFNT RC
| 4118
. * HC =R : EM>*=8

-
M ¥

SAEHMZ =M1 HL

41l_iHE~..-.T

411 IFEMNY=BTHEN420
- 1.3. IFHHY >BORN%. 7 2 >BTHEHHC =7
| A IFHO =S THEN428

|I W1 1% [MKE & «
L ; r®C3): IF —
'HHD [ % "C"THEN FITE URTS .
DZIF [§=rpn - 421 IFB%=STHENM%C C% »=M4C C%
HEMN ¢
{ LI 15 3 el MG ;1 ¢ HC% )+ 1
- o CEO+1BE AN =l

= P‘“ - H I-'r =

I T LI by !
B J = i .
| L %=VALC 185~ 1y .
' SISLEN=E. : LA ; _IF L= B THEN 20 ] | FL r1’ H=0 GOSUB1Z20:SOUNDL ,-15,17 .2
J” BA=1%; Criapy; e o = 9=0: GOSUB | 4. Flw 5H=@ . SC%=C%: SB%=B%: C%=0
» 29=UB120:2¢ 2816410 | B%=7 : GOSUB120: BX=SE% : CX=5CX% IFB%
1

=5THENH4 20
d2adnnmmntnat B4 Y WREYUSYRCB®RD: 1

F ; .p'; |._T| If"._, :--_: 1 .-_I-IF‘,'I--r : L“:ji;..|li',., -
-1 .-r_.'L..r'-" ':].F.i Il-j:l- .‘:.+.|.-| 4

HE H S8
GrECH=7C 2S5E0+10% 545 GOTO48 2
Wi CRk=00Ck : B=0B*

v Y HE=0DY % .

G AR =007 Y
FETILIEHN
49BREM" ¥¥CURSOR & KEY TESTHx"
=00Cx=8 . B==7 :FLASH=8: GOSUER128
S1A81S=INKEYS$(S>: IF( [$<"S"ORI%
HHD 1% "R"HHD 1% "M EHND T %
F'ANDI % "EYHHD 1S "E"THENS10
1S1F: [ S="S"AHDRK:=1 WOR. I%="2"H J=
HD%=16 W0RC IS="7"AMDY =1 JOR [H=" I"[1‘4

&E"ANDY*=18 >»THEHS 1 &
SEAIFC IS "S"ORISE>"8" Y"AHDT( 2560
o | F15¢

FXAND S "EYHHD IS ) e

KA :
Ll B3 B DB 0
an s iy "N I'_.lll]':nl'. I i [ =
‘. ;||I[_,“r|_ GOSUB4aE el : B =1
MoOLOSUE2000
[F 12 ':'-‘H.{Hf"-ﬁ""' -
L e = ||]£.'ll.| r
S RE
F4F IRE AT FLEET
(] = = J : .
l - .u._'l.lI N []II d =X iz I r'--'f _r1 F-.--I. ‘.-'
1 r_ f‘IHT "e EF",'-]'J:"' ‘..'[Ir: ‘411. s L0
R - [ 14} F_|$' i Tf_ g
% o = | i ]’E rrl:.l|- = T
.F1TLI* L"THENGS R
[; I.’?- LY THENYDL= RE T
BT e J-_:L.}.”‘ 1%0-4: IF B SAND 1 :
« | 1T .|'|f’{rl! 1 5 ] & 'I] .
-."":ll'lllll. I..'_"- . -|- . . : II rl I.r.ll
[ FFyLee r:a"ll'l"«l -".. 125 MY 2= +r 175
HEN 20 ot Hnsi=1 P ’F"H'.‘ “=B0RN Y=, 1
HEN S0UNDYL 15, 1. @ ' r<=11T
' i ol 351

L]

11 THENH435W
IFEBX=6T

-

— -~
::]'l'hl ;:i';-: r—:--’SH "".I Tt

_.-Ir_l*'l.F o 0 el 3
SOLIMNE 1 Ic 1F : l VM s .le'_ 3 4]",_“;*
:"’"r-".r[* rJ GOTO3s] : | DR
N AT '-‘!.'___"' |].r - - Y b | e - ] s A
'_-:”. .--‘ " e s =0 N ety _;:.I',j'i- ”.r-._- W THEMS 18 1:
: S211F1$="R"AHDTC 2216+ 10%R%+%) | B
S THENS 10 *If

IIVSOUNDD . — 15,6, 29
..r. .:-]- .'__: i _“-:_I -+ - I..l-
COIBY1OXN 4+ -
Lr-g " o hol et V=5 - — =
H==5 =0 f_;rJf_-l,rE:l ".JEI 2 —.r._-lr_-';. I 3
! “ Pt 2 t18%;

cEGOSUEL 2B
cerelFIg="E"OR]I%S="S"THEHNFLASH=
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F

‘RETURN
_I30IFIs< vsugp 650C%=RNDC S »+1 : IFPSCC% < >""THE
;Etl?*HH*THJ ng:ﬁfH"THEHBx=TfEE NES8 L 4
<89:S0UND1, ~15 o fﬁFLHSHzl;GDQUB ESSM%C L% =1 : PS(CXO=NS
990C mn - ne. 22 10:RE = EBNEXT
I%=yRL ;Ef;‘,‘._",,_ F.LHSHZE’TES-‘?UBHE. Esspmmf" THANK YOU. PLERS
'":-é;;:;éﬂDTDﬁgg"ﬁ"“":*H’“ I%3: Yomyse = ggégEﬂurxHEHT. 1
e gy |
?EG.;,_,_:__ ENTER PLAYERS x4 » 1BEBDEFFROCHIE§BE; }a
[ 630CLs : pRyjrrc 1810MOVE®, U% : ;
. _':HD'SEH o I::F.TIHEICE_.E;H YOU HAy igzapgﬁz:{lﬂTDIE:PRIHTCHR.{ 244 );
) « LP TO" » w - PLAYy i AZBENDPROC
HLOLED Fop HrﬂfﬁE LETTERQEﬁgg g” éBGBPRUCHIPE(IEB):HH=MK—1rGEDL@
ﬁ 640FORPm Toppmn E " . ,P%:MOVER, 100 : PRINTPSCP% ) : MOVE?®
I 4SPRINTTABC o 4,100:PRINT"MOVES= " ;M%:RETURN
1 PLAYER ";F*?k?' _1'3+F'?-;';::_= " NAME 4233F0RI%=1TONP% : FORJ%=1TO18:
+g;:! P 2I0RNS= "THENDBS L IPUTNS : 15 BIRSORTANG DR K1, DC, AB /1, PR 1V
——=[RiNGscas, ., NTTABCe, 10 e ia | & A A8 A4, 10,18.10
~ E OE45 b ] I i S ot S Sl (Rt Biherti

assign
trol and @
The follow

1174

Andint

108 p1py

1.0 asc
e [ 4!‘5“";

41 p20EEKC

1
FS
138 POKE
(5 3: POKE
A

W FOR
! JiPOKE

42

-

fions to be print
185 all the print st
"Start” should

1620 the first p

| characters
and must be tu

T~3: GRAP
10 PhE=( f 7

. 623,1:
<=A%

J=768 :
= T0 J+3:

s | ION 3,N:7 #c.;
.?1 ;II? ‘Eiwlhtﬁ?§Uéﬁ

e 130 of this listing.
ments are filled ]lgl pre .
have certain sec-
ed in inverse video:—
atements .

be in inverse videc

rint statement

cDHmﬂI§Tm
ing four lines

he

824 ),B5¢ 131
HICS 13:

g k2
TRB:HI=]

UTRE+2,
?B;RT-B

: POKE

BHT CaU6 1333w

must be entered
med back

POKE

S56: CHE
1354256 ﬁm

OFF S=PB-Q

i NT«¢ :
5251 POKE Lo: Poke G7: 5057

Py=S68: agc T S oiF ner 332

TSI 50S

the two string
ssing both Con-

Ise \Fidm

some unprintable
in number form|
to character form.

e

..- ‘-'.' -_'--j‘-. e )
LR bR

f Line 830 j jes
ok includes 104.]52*6.185.?. 160,64,32,92,

Th_ia should be
using

turned back to characters by

.201,228,2
07,208,232, 96,0 <
tmed back to characters by

__FOH J=1 TO 4s:. READ A:? CHRS(A);:NEXT ]

i

RT=PEEK(
16,64:

az24:
K140

|
FI- ]
r 'H ||

»129,129,129

178 FOR J=CHE+24 TO MHE87:READ A:POKE J.R
TNEXT J:OPEN #1.,4.N,"K"
188 DATA @4,16,48,126,254,126,48, 16
199 DATA ©.,28.,28,28,127.62.,28,8
208 DATA €.,28,62,127,28,28,26,0
219 DATA 8.8,12,126,127,126,12.8
226 DATH 8.24,60,126,126,608.,24,8
239 DATA 8,16,48,94,138,94.,48,16
249 DATAH ©,28,20,20,119,34,20,8
258 DATH 3,20,34,119,20.20,28.,0
266 DATA 8,8,12,122,65,122,12,8
279 DATA B,24,58,162,102,60,24,8
286 DATA 146,212,9,38,192,48,66,137
886 J=1536: DL=PEEK( 568 PEEK(561 ) :
KE DL+3,199:POKE DL+15,135:POKE 1 #1
FOKE 1791,234:POKE 1788.N
18 READ A:IF A<>-1 THEN POKE J,A:J=J+
07O 218
815 J=1/08

i




|t<|<]<] ATARI CONTINUED

: AN e LA [$=CHR$CH = L ="E" THe

bﬁ?“F{cEHE HiIF AK>-1 THEN POKE J,A:J=J+1: 1181 %E:T 1§L"H“ OR I$="R" OR I$='L
B e 72:173.957 £ Sdn RETURN
31718725, 141, 2253565 164%1 1 13222255,5, 162 GOTO 1181 .
l,lu.zlc.141.22.298,238.253.6.194.64,—1 1196 FOR 5=1 TC N k16 )2 Y=1+INTCRNDC
%@aﬁﬂﬁﬂfi%‘Eﬁz%a*ééimé%élfi"%’%'?ﬁ Blesanoe TN T1s o

22,238, 2L 5, ”e 25, rld, o » 2 ye SL XY K70 vk d 50 NE =1+ vl 77 3
41,251,6,173,192,2,24,165.5 141 1118 O 5 B1s INTCRNDCN K4 NU=N OR Ny=11 T
95& DFITFI ;’:?6:3‘8:2&:'1 e 1

B):IF Nx=N OR NX=17 OR
1390, DIN P$C363.XC 45,594 2,NC7 ), 75,5 16

) N 1194 ..y THEN B=S-B
{ay “ 18,180, I3C 10,56 75,206 ) NS B> o 193 IF CCNASNY <O
M) 3

U es MEXT St RETURN - 445
302 FOR Jsl. 0. Gt isctiiee s ! 1194 5‘3&'*'_’:'@"“&& 53248, 112: PY=568: A%
l8ae FOR J=1 TO b-HLJ;=H-H<d}-H-Z(d)=H-H G X=5:Y=5:POK 3 =%
EXT _J:P$=08: 1K 7 5=N: NC 7 =2 S B a0 y—is A PY Y4 e POSITION 37
1895 FOR J=1 TO 4:REQD R W2 R =K1 ) =ty 551 SOUND rﬁ.l%;!@ém NaNsNsN:
FREXT JiFOR J=1 TO 7:READ X:SB(d rews Mont LeO O0SING i
1897 DATA ~1,0,8.1,8,-1,1,6 >
1688 DATA 9.130,162,167,2,135,34
1816 0SUB 1589: 1149: 60SUB 1139:60
SUE 1156:60508 1199 PORE  25005Y8,
1912 POSITION N.N:7 #63R%( 1,20 )2 POKE 708
r 29

ABLE FOKE 512,N:POKE 913.,6:POKE 54286,19

lal7 G0suB 1168: P=2: | P=1
1828 M=MCP )2 IF P=N THEN 1623
lbaz1 G0suB 1170:60SUB 1200
1622 LP=p

1823 P=P+1:[F p=7 THEN P=2
1624 GOTO 1620

1120 FOSITION X,¥:IF B=6 THEN 7 #&;* “:R
ETLIRN - ! I

L1217 #65CHR$CSB(C 3+8 )2 RETURN
1128 FOR C=2 TO 6:READ KaYiS(X,Y =S: IF 1
(CO=N THEN 11322

1131 CCX,Y)=C

L1132 NEXT C:RETURN . -
1135 DATA 8s151,4.16,4.4,10,13, 18

1149 FOR =1 TO 16:FOR y=1 To 19: SCX,Y )=
E2LCK,YI=7:NEXT YINEXT X:RETURN

1150 FOR S=1 TQ 25

1151 X=1+INT¢ RNDCN Y¥16 »2 Y=1+INTCRNDC N Y% 1

5 :GOSUB 124)
1265 IF 1$="N" THEN GOSUB 2000 |

- m
e IF 1$="R" THEN GOSUB 2009:60SUB 13
@21 IF SCK,Y)X6 THEN 1151 1206 IF 13="K 2= A0 GOSUB 135
{192 IF K51 THEN IF SCX=1,v%>6 THEN 115] |¢ a7 IF 1$="F* THEN GOSUB 2009:
i 175 IF A<16 THEN IF SCX+1,¥%>6 THEN 11 ﬁfﬁ& SRe ;?:E:E,H:Pﬂhggmaa
O F TaatEh THEN
194 IF ¥>1 THEN IF SCX.¥-156 THEN 115) | 50 1F Igais :
]‘: T HEN 115 1;":;11 GOTO 1201 ] .;E,,'F[!JII"E FLEET*:

177 IF ¥<18 THEN IF SCx,v+13<56 THew 11| | 1211 S Te=CHRSCA) TF 1$="C" THEN
1158 S, )=SINEXT 5:RETURN

1242
1168 FOR ¥=1 TO 18:FOR %=1 To 16: B=S( X, Y 1244 IF Is="+" R‘Eﬂ 1=2:60TO 1254
#;L=Ltu,?9=hUSUB 1128: NEXT XINEXT Y:RETU 1246 IF Ei=u-u THEN 1=3:60T0 1%2:

A F e = 1
ilFE_PEEITIDH_H,El:? #SjCﬁRif5+33(p))3- i;;g }F 1$="%" THEN 1=4:60T0
EﬁPzéﬁﬁEHS,Pﬁﬁj, MOVES= “:M:IF LP<5F TH S5 GOTO 1242

Led Cd sl t IF NX=N OR N= :
tpoee DSITION N.N:? #65" %% WINNER ¥~ 1254 “FL:F**?';IQQETI#‘;;{EE*)lE“E |
{POKE S3248,N:FOR =1 T0 SonineiiNe R N k.o <6 THEN 1242 o 126100
1174 POSITION 3,4:7 #65A3¢ 1,13 ): POSITION e B T GOSUB 1120260 J
32517 #6;" press Start “:POSITION 2,627 1256 IF ~ HEN 1242 h
#E5A%$C1,13) 1252 IF I1+8=5 1 s GOSUB 1120 1
k%F?Hgﬁﬁlffé TO 18:NEXT J:IF PEEK(S3279) 1258 0B=B:C=7:B=bt:
= r\_'
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1239 COXL,Y)=7:5(X,Y =B
268 B=06:60SUB 1400

1261 Z=NX:POKE 93248 ,489+8%X: AS( PY ,PY+9 )=
282 PY=PY4+83YC T )2 Y=NY: A$C PY, PY+9 =R$: :
=11605UB 1120:CCXLY =C:S(X., Y =8 .
1262 GOSUB 14011 X=NX: Y=NY: C=C( X, Y )1 B=]
1263 GOSUB 1408

1263 SOUND N.209,10,15: f=fl-1:
21107 #E:M:" “:SOUND N, 'H“l POSITION 18

1279 IF N=N THEN I1$="E":G0SUB 1129=FE_TI.H
1215 IF CCXLY X3P THEN GOSUB 1120:RETURN
b8l GOTD 1242
13&3 POSITION 3,M:7 #5;® ROTATING 3+

—i
=

30l GET #1,A: I$=CHR$CA): IF I$="C" THEN
o N.156,4, . H :

| N;N.Hﬁ:ﬁElS FOR J=1 TO S@:NEXT J:SO
1362 IF I$="+" THEN I=1:60TO 1320
IF I$="=" THEN I=2:60T0 1320
1384 IF I$="-" THEN I=3:60T0 1320
405 IF I$="%" THEN 1=4:60T0 1329
1396 60TO 1381
I.‘-.-" IF I=B THEN 1381
dicl OB=B:B=1:G0SUB 1120:5(X, : 6
“‘ 149‘313:1;6091.3 1401:6[&.;)?23?:08 <
13 #2121,14,15:M=M-1:
; f7 #6;M:" ":SOUND H.H,H;l!i PO dn
:_:ﬁ‘“ IF M=N THEN 1$="E"
-;}: 4 RETURN
g_ii POSITION 3.N:7 #6;" FIRING *
183 GET #1,A: I$=CHR$CA>:IF I$="C" THEN

SUUND N, 158,4,15:FOR J=1 T : g
LML HIHJN;H:RETUF:N e sy

" IF I$="+" THEN I=1:60TO 1357
'5 IF I$="=" THEN I=2:60T0O 1357
454 IF [$="-" THEN I=3:60T0D 1357
00 IF I1$="%" THEN I=4:60T0 1357
oo GOTO 1351

3 Pfl; B{>S RAND I<>B THEN 1351

I8 NA=X+X( I 2 NY=Y+Y( ] )2 IF =
PR NY=N OR NY=11 THEN 1%51HH=H0RHH )
1858 IF SCNX,NY)>4 THEN 1351

;_.?'-“ ggﬂmkc:ﬂx:x: OY=Y: X=Nx: yY=NY

18l FOR J=N TO 286 STEP 16:SOUND N.,J.
2% HIEM JESOUND N.N.N.N:60SUB 13?3 e
i 1=50 X,Y )i B=6: 60OSUB g , :C
WY =N:B=1:605UB 1424 sy ey
?gccéfﬁggegsue 1120:M=M-1:POSITION
954 IF M=N THEN I$="E"

(8 FOSITION X,Y:7 #6;"-":FOR

d STEF 3:SOUND N,J,8,15:NEXT J:moﬂfﬁ

1880 0x=x: 0¥=Y:0B=8: 0C=C:60TD 1424
Exﬂ;x:w:m:mi

L34 K=2 TO 7:NCK>=N:NEXT K: :C2=
Bl e NEXT K:C1=N:(2=
14 ;{uﬁxﬂzlﬂm 4: IF D=B THEN 1419

484 Fx=x+X(D): AY=Y+¥CD): IF AX =
"R HY=N OR AY=11 THEN 1410 S
Fg’gvv)np D+AB<>S THEN 1416

96 HC=CCRX,AY 22 NCAC )=NCAC >+1: IF

L OR AC=7 THEN 1418 s

14G8 HN=NCAC )2 HC=AC:EN=N

1418 NEXT D

1411 IF EN=N THEN 1428

1412 IF HNON OR NC7OON THEN HC=7

1420 IF HC=C THEN 1439

1421 IF B=5 THEN MCCO=PKC)—1:FKHC)=KHC)
+

1422 SOUND N.190,8,15:C=HC:C(X,Y =C: 605U
E 1120:S0UND N.N.N.N

1423 IF B=5 THEN 1438

1424 X=NX+X(Br:yY=Y+¥Y(B):1IF X=N OR X=17 OR
Y=N OR ¥Y=11 THEN 14386

1425 B=S(X,Y): IF B=6 THEN 1436

1426 C=C(X,Y»60T0O 1482

1438 X=0¥:Y=0%:C=0C: B=0B: RETURN

1568 REM CURSOR

1581 I=N:GET #1.R: I$=CHR$(A)

1582 IF I$="+" THEN I=1:60T0D 1515

1563 IF I$="=" THEN I=2:G0TO 1515

1584 IF I#$="-" THEN 1=3:60TO 1515

1565 IF I$="%" THEN I=4:60T0 1515

(519 IF IS$<>"R™ AND I$<{>"M" AND I${>"F"
AND I1$<>"E" THEN 1581

(S15 IF (I=1 AND ¥%=1) OR (I=4 AND X=15>
R (11=3 AND Y=1)> OR <(I=2 AND Y=18) THEN
154

1528 IF I=N AND C(X,YXX>P AND I$<{>"E" TH
EN 15&1

1521 IF I$="R"™ AND S<(X.,Y’>4 THEN 1501
1526 IF I$="E" THEN RETURN

(538 IF I=N THEN B=S( X,Y:C=P:SOUND N.S8
»4,15:FOR J=1 TO 18:NEXT J:SOUND NsN-N-N
' RETURN

1548 Z=FZ+X(] 2 POKE 53248,48+2%8:IF W1 )=
N THEN 1566

1556 A$CPY.PY+9 )=5%: PY=PY+8%XYy( ] ):AS(PY.P
Y49 =B$: Y=Y+ 1 ):GOTO 1568

16GE POSITION 3,7:7 #6;"pPress any key":6

ET #1.H
16z 7 #5;"3THIS GAME IS FOR 2 10 5
#5:7 #6;"HOH MANY SHALL PLAY

_PLR';ERS“:?

T ="

1629 GET #1.,A:A=A-48:IF A<2 OR A>S THEN

1626

h48 NFP=H:7 #5;"PLERSE ENTER ERCH
S NAME - UP TO=ix LETTERS ARE

"rEA=MiY=10:L=1:P=1

1658 POSITION X,¥Y:7 #6;:"%"

668 GET #1.,A:IF A=126 THEN 1700

1662 IF A=155 AND L=1 THEN 1666

1665 IF A=155 THEN L=1:60T0 1896

1678 N$(L.L)>=CHR$(A :L=L+1:]F L> THEN L

=1:50T0 1568

;G?EEEDSITIW %, 7 #6;CHR$CA ) Z=X+1:60T

i .

(709 POSITION X,Y:7 #6;" ":lL=L-1:x=X-1:1]

F ®#{N THEN X=N:L=1

1718 50TO 1858

é@wa C=INT(RNDCN XS »#2: IF ZCC X >N THEN 1

SO0

1819 MO i=122¢C =1 P$(CEE-5,CXE )=N$: P=P+
1:IF P>NP THEN 19606

1820 2=NiY=10:POSITION X,Y:N$="
#5;N$:GOTO 1654

19598 7 #6;"3PLEASE HWAIT 286 SECS":RETURN

%PWE 1787.,7:POKE 764,4:POKE 1788.,1:

PLAY
ALLO

.:?

447 F NCHC )=HN THEN EN=1:50TO 1419
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¢

CLEARS000,&H7000 :POKEAS495, 0 :GR=&H7000:ML=8H7020:GOSUE&0100
DIMX(4),Y(4),N(7),M(7)
X(1)=-13YC1)=0
X(2)=03Y(2)=1
X(3)=03Y(3)=—1
X(4)=1:Y(4)=0
DEF FNCC(0)=VAL (MID$(C$(X),Y,1))
DEF FNSS(0)=VAL (MID$(S$(X),Y,1))
DEF FNCL(0)=VAL ("&H"+MID$ (", AAFFASFSAD" , 2% (F~1),2))
10 DEF FNIK(0)=(I$="")OR(INSTR(ARS$+"C",I$))=0
11 AR$=CHR$(8)+CHR$(10)+CHR$(9)+CHR$(94)
12 DEF FNAR(D)=VAL (MID$("54687",INSTR(ARS,I%),1))-4
15 GOSUE&00:GOSUE140:G0SUE110:GOSUEL30GOSUEBLS0
16 GOSUE190 ‘NEUTRAL FLEETS
17 PMODES3,1$PCLS2$SCREENL,0:CL=85!C0SUB&0005:M$="INTERSTELLAR@IN
TRIGUE" :GOSUB41000
18 GOSUE140
19 P=2iLP=1
20 M=M(F):IFM=0THEN23
| 21 Q$=INKEY$:GOSUE1703G0SUE200
| 22 LP=P
- 23 P=P+131IFP=7 THENP=2
24 GOTO20
S50 OC=C!0B=E:C=1:B=63:G0SUE120:C=0C:E=063RETURN
| 55 GOSUES0:GOT0120
110 GOTOS5200
| 120 DRAW"BM"+STR$(16%X(X-1))+","+STR$(16%X(Y-1))+B%(E,C) IRETURN
130 NA$="START":GOSUE&0010:FORC=2T06!READX,Y :MIDS$(SE(X),Y,1)="5"
$IFM(C)=0THEN132
131 MID$(C$(X),Y,1)=MID$(STR$(C),2)
132 NEXTC:RETURN
140 DIMES$(7,7)
141 DIMS$¢14)
142 DIMCS$(16)
145 FORX=1T0163S$(X)=STRING$(10,"46") :C$(X)=STRING$(10,"7") tNEXTX
{RETURN
150 FORS=1T025
. 151 X=RND(16):Y=RND(10)$IF FNSS(0)<>4THEN151
152 IFX>1THENIFMID$(S$(X-1),Y,1)<>"4"THEN1S1
| 153 IFX<146THENIFMIDS (S$(X+1),Y,1)<>"6" THEN1S1
154 IFY>1THENIFMID$(S$(X),Y~1,1)<>"4"THEN1S1
155 IFY<10THENIFMID$(S$(X),Y+1,1)<>"6"THEN151
156 MID$(S$(X),Y,1)="5"INEXTSRETURN
160 LINECD,161)~(255,161),PSETIFORY=1T010:FORX=1T016!EB= FNSS(0)}
C= FNCC(0):GOSUEL20:NEXTX,Y ! RETURN
170 IFLP=F THEN173ELSECL=FNCL(0):G0SUE&0005:CL=85:6=1003G0SUE185
1GOSUE&0005 tM$=P$ (P)+"@MOVES"+STR$ (M)
171 IFINKEY$=""THENGDSUE&1000:G0SUE185:G0TO170
172 RETURN
173 CL=B5:G=1003CG0SUB40005}COSUR1BSM$=F$ (F)+"@WINNER" ! GOSUE6100
0:GOSUE185PLAY " TS0ABCDE" $ IFINKEY$=""THEN173ELSERUN
176 Q%=INKEY$:IFQ$=""THEN176ELSERETURN
185 FORG1=1TOGNEXTG1 $RETURN
190 FORS=1T070
191 X=RND(14):Y=RND(10)$:IF FNSS(0)<>46THEN191
192 B=RND(4) i NX=X+X(E) INY=Y+Y (E) $ IFNX=00RNX=170RNY=00RNY=11THEN1
94
» |193 IF FNCC(0)<>7 THENB=S-B

oSN bLWONE




MIDE(S$(X), Y, 1)=MID$(STR$(E),2) INEXTS:RETURN
200 %X=Bi1Y=5
201 M$="CHDOSE MYU"+S5TE$ (M) :GOSUES97 : SOUND100,3
202 GOSUESO0OD
200 IFI$="M"THENGDSUEZS0
206 TFIS="R"THENGOSUE300
207 IFI$="F"THENGOSUE3S50
210 IFI$="E" THENRETURN
220 GOTDZ01
L0 MS="MOVINGEFLEET" :GOSUEAY7
291 I$=INKEY$:IF FNIK(D)THENGOSUESS:G0T0251
""" IFI$="C"THENRETURN
253 I=FNARCD)
NEX=X+X(I) INY=Y+Y(I) ! IFNX=00RNX=170RNY=00RNY=11THENZ50
200 IFMIDS(SSI(NX) ,NY,1)<»"4"THENZS0
256 IFE=5 THENGOSUEB1Z0:GOTOD241
297 IFI+E=5THENZ2S50
£98 DE=BIiC=11E=46:GOSUE120
MIDSC(CHS(X) Y, 1)="7"IMIDS(S$(X),Y,1)=MIDS(STR$(E),2)
260 BE=0B:GDSUE4SD0D
A=NXIY=NYIC=PIE=1:1GOSUB120IMID$(CS(X),Y,;1)=MIDS(STR$(C),2)M
ID$(S$(X),Y,1)=MID$(STR$(E),2)
262 GOSUE401:X=NX:Y=NYI!C=FNCC(0) :E=I
263 GOSUE400
26B M=M-1:COSUE&?9
249 PLAY"T100BCFEGD"
2y IFM=0THENI$="E" !CGOSUEB1Z20:RETURN
280 GOTD250
300 ME="ROTATING" :GOSUE&?7
301 I$=INKEY$:IF FNIK(0)THENGOSUESS:GOTO301
302 IFI$="C"THENSOUND1,1:RETURN
303 I=FNAR(D):IFI=E THEN300
GOSUESOIE=1:C=0CIGOSUEB120  MIDS(S$(X),Y,1)=MIDS(STR$(E),2) ibB=
DEIGOSUEB400E=1:COSUE401 : GOSUEA4DD
305 M=M-1:GOSUE&2?
306 FLAY"TSOAF"
307 IFM=0THENI$="E"
308 RETURN
350 M$="FIRING" :GOSUEB&?7
I$=INKEY$:IF FNIK(0)THENGOSUESS:GOTD351
3592 IFI%$="C" THENSOUND1,1:RETURN
353 I=FNAR(OD) !IF(B<>S)AND(I<*E) THEN3S0
NX=X+X(I)IiNY=Y+Y(I)IIFNX=0 OR NX=17 OR NY=0 OR NY=11 THEN350
09 IF MID$(S$(NX),NY,1)>"4" THEN3S0
356 OB=E:0C=C:0X=X:0Y=Y ! X=NX:Y=NY
357 PLAY"TZ0AEDEFEA"
I=FNSS(0)I0C=CiE=6:C=1:!G0SUB120:MID$(SH(X),Y,1)="6"IMIDS(C%(
)y Y, 1)="0"1E=1:6G05UEB42%
C=FNCC(0):GOSUE120::M=M-1:C0SUB&4?9
360 IFM=0 THENI$="E"
400 OX=X:DY=Y:!OE=B:DC=C:GOTO424
401 OX=X:DY=Y:0BE=E:0C=C
FOREK=2TO7 iN(K)=0INEXTK!C1=0:C2=0:HN=0:HC=C:EN=1
403 FORD=1TODA:IFD=E THEN410
AX=X+X (D) AY=Y+Y(D) {IFAX=0 OR AX=17 ORAY=0 OR AY=11THENA410
AE=VAL (MID$(S$(AX),AY 1)) ' IFD+AEB<>5THEN410

AC=VAL (MTID$(CS$(AX) ;AY,, 1)) INCAC)=NC(AC)+1 I IFN(AC)<HN OR AC=7TH
EN410D




D
=D THENA4Z20 ]
~0 DR N(}"]_‘J-HTH
=C THENA30 _{IM(HC)=MCHEI*L o 0 sPLAY

THEHH{?l?H;C1:inxnitsTRsttir?"ﬁns 2

ID$(CS ot

ENHC=7

S

521 IFE=

430
v = ﬂR‘f:i 1THEN
423 1FE=51:E¥:§3+Y{61:IFK=ﬂURx=1?uRY y
12; E:FnsstuﬁtlFB"ﬁEEENqa

a26 C=FNCC‘”’=G?T2~B;DB:
430 X=0X3Y=0Y3C=0Cs

_— I'.'.'ﬂa
500 B=7 s =21 6G0OSUEL20 WRMEES" , 1$)=0THENS
E%g c:&:ﬁﬂﬁuglzgiiﬁgﬂrgﬂ INGTR(ARS+"RMFES"»
Y L e=TNKEY$:IFI$=
510 Ii-—IﬂhE

RETURN

2 TFINSTR(ARS,I%) THENI$=CHR$(FNAR(0)+52

5 IF(I$="5" AND X=1)OR(I$="8" AND X=1&6)OR(I$="7" AND Y=1)O0KR(I$
="4" AND Y=10)THENS03
IFCINSTR("S678",I$)=0)AND MID$(C$(X),Y,1)<>MID$(STR$(F),2) A
ND I$<>"E" THENS03
IFI$="R" AND MID$(S$(X),Y,1)>"4" THENS03
GOSUE120
IF INSTRC("E",I%)THENRETURN
IF INSTR("S5478",I$)=0THENE=FNSS(0):C=F:C0SUE120:RETURN
I=VAL(I$)~4:X=X+X(I)iY=Y+Y(I):COTOS500
DIMF$(4):CLS
PRINT" INTERSTELLAR INTRIGUE"
PRINT" "+STRING$(21,"-")
PRINT" DESIGNED EY MIKE SINGLETON FOR
PRINT" COMFUTER & VIDEO GAMES"
FRINT"  (CONVERSION BY RON FOTKIN)"
FRINT@192," THIS GAME CAN BE PLAYED BY AS FEW AS TWO FLAYE
RS OR AS MANY AS FIVE.PLEASE ENTER HOW MANY FEOFLE ARE G
OING TO PLAY."
INFUT" NUMEER OF PLAYERS ="jNPF:IFNF<>INT(NF)ORNF<Z0RNF>5 TH
ENG25
FRINT@192,"  YOU HAVE A"}NF}"-PLAYER GAME."," ENTER EACH
FLAYER’S NAME."+STRING$(4,173)
PRINT@2564,""
FORP=1TD NP
FPRINT"FLAYER’S NAME(";MID$(STR$(F),2)}")= "}
INPUT" " }N$:IFN$=""THENS4OELSETIFLEN(NS$)>9THENIN$=LEFT4$(N%$,9)
C=RND(S)+1:IFLEFT$(P$(C),1)>CHRS$(31) THENESD
M(C)=1:F$(C)=N$
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DRAGON CONTINUED

407
408
660
&5
&90
697

IFNC(AC)Y=HN THENEN=1:GOTO410

HN=MN(AC) tHC=AC :EN=0

NEXTF

FRINT"THANKYOU."+CHR$(13)+" PLEASE WAIT A MOMENT..."}
RETURN

CL=FNCL(0) IGOSUESL000S:COLORZ:AY=174AX=INTC(16-LEN(MS) )L
BX(AX=1),149)—-(BX(AX+Z2XL EN(ME)+1),1886),PSET,EF:GOT0D&1030

6599 CL=BS iM$="MOVES"+STR$%(M)

700 GOSUEB&LODDS

702 GOTO&1000

2000 POKE&LSA949,0:FRINT"SAVE FPROGRAM" : INFUT"FRESS ENTER" ;E%

2010 FORI=49TOS2:FRINTI-4B8:CSAVE"STELLAR" (FORJ=1TOZ000 :NEXTJ,I:5S
TOF

29200 ALS$="ED&SDURZUZDSRZDZUZRZUZDYNDARSULAURAULAURAUL &

29202 AF$="EDADUDRZU3RZUZD1ZR2ZUL14D2ZR2DSND7RAULZUZL 2"

5204 AUS$="ND3LZNUZND1OLZND3"

52046 AG$="L2DZNLZDNLZDZRZUZR&AUL&L"

9208 RVS$="EM+12,+14:a2"

S209 ‘BLUE

2210 B$(1,2)="C3"+ALS

9212 B$(3,2)="C3"+AF%

9219 ‘GREEN

9ZL20 B$(1,7)="C1"+AL$:E$(3,7)="C1L"+AF $

9225 ‘RED I

9226 B$(1,3)="C4"+AL$IES$(3,3)="C4"+AF$ e —

6
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50009 ‘FIND DATA ' G 2
60010 RESTORE
60020 READA$IIFAS=NAY
40098 ‘"ML TO CLEAR
60099 ‘NEEDS GR !
| 40100 DATA GRAPH
| 40110 DATA CH5510BELASLDEZADLIOBCLIEDDZDFE3Y

60120 NAS$="GRAFPH"!GCOSUEA0010
i 60130 C=0:READA$IFORJ=1TOLEN(AS$)/2:POKEGR+C,VAL ("&H"+MIDS$(" . "+AS$
| » 2%J,2))1C=C+1INEXTJ

THENRETURNELSE&D0Z20D
VIDED EBOTTOM

60200 CH$="0123456789ABCDEFGHIJKLMNF RSTUVHXY X"

40210 Uiﬂ”EE{FFH[HILH!LH}lHthrLHFLHEUHHhHLLUHHLLHlMHULHhﬂHMLHHH
DEEDEMOGMOOEDOM"

60220

S$="KNNNNNKDIDDDDKKNEKMMWWCDCENKCEHOW CHMVEENLKMMVUNNKWEBECD
GMENNENNHEKNNL BEEVKNNWNNNUNNYNNVKNMMMNKUNNNNNURMMUMMHKMMUMMM

KNMFNNEKNNNUNNNEKDDDDDKFCCCCODI NOQSQONMMMMMMUNURRNNNNT TRFPNUN

NVMMMAAAAAAAVNNURDNENMKE ‘NKHDDDDDDNNNNNNKNNNHHDDNNNRERUNNNHD
HNNNNNKDDD"

il 60230 DATA ML

| 60240 DATA 337461F34B6A14781432705SEDBE302003EDESED1IFO110AEDLEECALE
|

DA40ECALIEDA42ECALED44ECALEDAGESBACO0BIA04A647CE6L03DC306001F0
‘ 1E44463AAFABAFAE40FELAAC1I4F2711E4BIC12A260431212050E1A927034
. CZ0EF31213420C46073D10AEA4

| 60250 DATA 31ABCA4073404A46A0B041C4033DAE4A2308BE3492010AEABELE1E83404
| 0484848483404ABE0ESB4C04058585858CE0SEDA41F20C30020ED48354
035045A246C73A520ECA448E02ED44635045A1026FF7F324A3Y
‘ 502460 IF(PEEK(ML)=S1)AND(PEEK(ML+1)=118)THEN&GDZBOELSENA®S "ML GO
SUB&0010
ab270 C=0IFORI=1TOZ2:READA$IFORJ=1TOLEN(AS%) /2
ID$(" . "4+AS,2%), 2))IC=C+1iNEXTJ,; ]
J.||.i_l-'i-:|:_|.' '-ﬁ-r"i i : |; .:'-.‘II-I'|:-'.1. ; ‘I.: { i1'i y

cGOSUEBS0220U=VARFTR(D%) s GOSUEB60270:U=
VARFTR(S%)

tFPOKEML+C,VAL("&H"+M

50290 AD$=ADS$+CHRE(PEEK(U+2)
Il 60997 "PRINT ALFHA GRAFHICS
61000 AY=174:J0=0 3 K=TN!

)+CHR$(PEEK(U+3) ) :RETURN

TROL,M%,"@") SIFK0THENJ=1AY=1468B I{K=1NSTR(K

F1,ME: "E"YLIFK>0THENY rAY=1464
51010 T=TNSTR(ME,"E")Y:TF1I OTHENX$=MID$(M$,I+1) iM$=LEFTS(M$,I-1) ;
tGOSUEBAS1040 tMe=X$AY=AY+(10-4%x(J=1)):GOTOSA1010ELSEA1040
61020 J=INSTR(M%.,."(E"):TI] DTHENX$=MID$(M$,J+1) iM$=LEFTS(ME,J-1)
tCOSUE7 iMe=X$:aY=AY+10:!G0TO&1020
81030 ‘USE
61035 MSE=AD$+CHR$ (AX)
JISRETURN
AX=TINT(16=-LEN(M%))+GOTOS51030

FCHR$ (AY ) +M$ IDEFUSRO=ML : US=USRO(VARFTR(MS%

—=




All over the galaxy con-
tests like this are being
tought, each unique in its
own way and ye! each
similar in so many
aspecis.

Who was to guess that
the emnity between the
forces of Bluuton and the
crimson ships of Redare
would last thus long and
be so intense? But greed is
a strange thing and both
of these ambitious space
tribes knows the full worth
of the riches which are
being uncovered before
their very eyes.

Both know that they
must keep the secret from
the mighty empires, which
would rush in and swal-
low the prize and wipe out
the squabbling tribes like
so much space dust.

And both tribes know
that if they can harness
this wealth of energy for
themselves then their
tribe might one day rank
as high as those great
empires and control just
as large a slice of the
galaxy ... but first ...
they just have to defeat
their rivals.

The Beacon Stars, rich
in stellar energy, had lain
there for eons but their
light had been stifled by
the darkness and their
power remained undisco-
vered in the blackness of
the “Dead Areas” into
which no spacecraft dared
travel.

Then came the Scaven-
gers, a strange space phe-
nomend, no-one ever saw
them none knew where
they would strike next and
few could but wonder at
the results they produced.

The first sign was a
strange green glow in the
night sky where a "Dead
Area” had been before
| and then the blackness
| was gone forever and
sometimes a bright
Beacon Star shone out
from where the darkness
had been.

The Beacon Star Wars
are fought out between the
fleets of HRedare and
Bluuton as they rush to
capture the stars and use
them to produce the stel-
lar-energy creating Star-
gates.

Their fleets are made up
of Miner ships fast and
useful for exploration and
Gun ships, slow but
mighty in battle.

And each has a base
stargate, immovable but
strong in defence and able
to produce new ships to
add to the fleets.

Other stargates can be
built on the sites of cap-
tured Beacon Stars by hav-
ing a Miner ship and a
Gun ship adjacent to the
Beacon Star and canniba-
lising these to create a
star gate.

Every star gate pro-
duces three E.R.Us every
turn and these are the
mark of who is winning
the game. These are also
the basis of new ships,
from the cheap to produce

Miners, to the expensive
Gun Ships.

Two alien races clash in deepest space

STAR WAR

by Ron Potkin 3

OPERATING INSTRUCTIONS

1. Rewind the tape fully and press the PLAY button on the
recorder. Type CLOAD and press ENTER.

2. Once the program has been loaded — it takes about 60
seconds — type RUN and press ENTER.

3.There will be a slight pause. The logo and title will then
appear on the screen. This indicates that the board is
being prepared.

4. The board appears with the Bluutons on the left side of
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the screen and the Redarians on the right. The Dead Areas
appear in the central part of the screen.
5. The bottom part of the screen is devoted to messages
and information. Currently, this will be flashing the mes
sage:
BLUUTON
PRESS ENTER

The Bluutons always move first.

THE RULES OF PLAY
1. Objective.
To earn the most number of energy resource u
(ERU’s) before the last Dead Area is cleared.
2. Sequence of play.
a) The Blue player moves his pieces. The commaig
available are: 4
Move — use the numbers 1 to 6 !
Jump — press “J"

Capture — occupy a Beacon Star
Produce — press “P" del
Complete — press “C". Checks for remaining attacks" P
Finish — press “F”. Does not check for attacks. af
b) Combat takes place. The computer will determing |
result of all attacks. !
¢) One Dead area is removed from the board. The@* &
area to be cleared is determined and painted blue 8%&
d) Scavenger explosions are determined and pa™*"
green. ) N
e) The Red player now plays and steps (a) to (68
repeated. €
f) The game finishes after 30 turns when the Dead
are cleared. the winner is the player earning thu : Tt
ERU's. Note that ships in play have no value. .

o

s/




3. The Pieces.

Each player commences with five pieces. These may
during the course of play be increased up to a maximum
of sixteen.

The capabilities of each piece are:

Start Moves Attack Defence Jumps Cost Prod

Start Attacks | Defence Cost
with | Moves | Factors | Factors | Jump | (ERU}Prod
1 0 2 2 0 0 3
2 3 4 5 2 5] 0
2 5 1 3 3 3 0
4. Other Pieces.

Other pieces on the board are:

@) Clear Hex — Yellow hex. Pieces may normally only
enter these hex.

'} blDead Areas — these are red hex. There are 30 when the
geme commences. One is cleared before each player
$tarts his turn. The game finishes when the last hex is

e tleared, the current player has finished his moves and all
‘#llacks are complete. No piece may enter a Dead Area.
i0 tl Beacon Stars — These are green stars. There are 10
‘hidden underneath the Dead Areas. They cannot be
mn I.-mpiad until the Dead Area is removed.
is - d Scavengers at Work! — this is a blue hex. It indicates
- Where the next Dead Area will be cleared.
of 8l Scavenger Explosion — this is a green hex. It indicates
1as W3t a scvenger has moved too close to a star. The star
o be in a clear space or lying beneath a Dead Area.
yes @ fiThe red half hex around the edge of the board are
es- Ly

decorative and do not form part of the playing

3 Starting play.

£8ch player must press ENTER to start his turn. He will be
| ron pted for his move by a piece flashing. The message
[ 188 shows the status of this piece i.e.

Name of the side currently moving Name of
current piece Balance of ERU's

Index number XXX

Moves XX

Attack Factors XX

Defence Factors XX

8 Moving.

M number of moves available appear in the top-right
#ner of the message area. To move one hex, press a
mber from 1 to 6. Visualise a six-hour clock (see
. if you wish to STOP moving before all modes are
pended, press “S". A piece must stop when it moves
fifo an opponent.

ne ¥ ko ion.

e player's option, new pieces may be produced and

e . . A
it immediately into play. There are three restric-

e. |
paif 8 ships must be docked at the Base Stargate (The
() SR at the edge of the board).

ith Stargate has a maximum of four docks. Occupied
\d AMESSSOr docks adjacent to an opponent may not be used.
ne MgIne number of pieces for one side must not exceed

iproduce ships type “P** and when the number of free
8 8ppear type “M"” for a minership or “G” for a
Ip. Provided sufficient ERU’s are available, the
Will be placed in a dock. Press “A” when complete.

|
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8. Occupying and converting a Star.

Occupying a Beacon Star requires both a miner and a
gunship. If a gunship is in orbit around a star then a miner
may be moved into and occupy the star hex. The miner
and the star combine to form a Stargate.

Occupation may not take place if an opponent is in orbit
around the star.

New Stargates will commence producing three ERU’s
per turn starting with the player's next turn.

9. Jumps

If a ship is in orbit around a friendly Stargate it may jump
through hyper-space to another Stargate provided the
destination is not under attack. Press “J” to jump the
current piece. Each Stargate will flicker in turn. Press “Y"
if you wish to jump to that Stargate. Press "“N" if you do
not. Press ENTER or “A" to abort the jump command.
If the distance between the two hex exceeds the max-
imum allowed, there is possibility that the jump may fail.
Each hex over the maximum reduces the chance of
success by ten percent. This is indicated on the screen.
10. “C” and “F".
If a player decides that his turn is complete and no further
pieces need be moved, he may press "C", The computer
will check all remaining pieces and look for any that are
still adjacent to opponents from a previous turn.
This however is rather slow and if it can be seen that
there are no potential attacks, press “F"” instead. This
brings the player's turn to an immediate end.
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| ATTACK TABLE

Attacker Evens Defender

I 8 68 4 3 2 1 2 3 4 5 6
D 13 &8 7.8 O 0618 0 0:0

i 2 2 3 5 6 8 8 8% 0 0 0 D

c g 2 2% 8 FBe 985 8 0 8B

e 4 2 2 3 65 8B 7B 8 B 0 0

b: 2 2 3 4 % 68 7 8 9 9 90

B:~1F 2 '3 4 4 8 8 8 8 'S5 9

R 77 2.2 3 4 5.6 7 8 98 9

0 B 1 1 2 3 3 4 4 T T 85 9

| P e, S SR S M TR R N -
i Y . 1 1T 2 2 2 6 T 8 B

Interpretation of Results:
| Number Qutcome
e 1 Attacker Eliminated
1 Attacker losas half Defence Points
3 Antacker loses three Defence Points
4 Antacker loses two Defence Points
L] Both lose two Defence Points
g No damage
: Defender loses two Defence Points
.|
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Defender loses three Defence Points
Defender losaes half Defence Points
Defender Eliminated

Note that if a piece is eliminated that hex, unless it is adjacent to

becomes a Dead Area which will not be cleared before

% end of the game, A stargate however is not removed; instead it
Waptured and changes s
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1890 DEFFNPCIOD=H+SZx000+0
1900 DEFFNMHI(Q)=PEEKI(FNFC{Q})
1710 DEF FNXY(D)=VALI(HID®{" ... } i AT+ 2D 2) )
1920 DEF FNXEDGE(D)=0<0 OFR 0>14
1930 DEF FNYEDRGE<D)=D<0 OR 0>14
17490 DEF FNST(DI)=FEEK{(MW+PL)
1950 DEF FHNAJILODY=2W+STxaJ4D
' eF FNNXIDI=FEER(FNAJCD]
L1970 DEFFNRT (D} =UALIMIDS (MHIDS(0D%,12x0,12),5+EB+{(B=0)E(INTI(L1/A)Y=-22,1))
-:._-'Il._\ T-I"Il"' FII""'"
1980 RS$="UIDIRZDIRZDABUGRZUVIRZUILZVILZ JUABDALZDILZ
1990 PCHIZy="DUNUZF1O0ULANLZ JURZNREZUZRZNRZULSDNLZRS jDSNLZNRZDZNRANL SDNLARZ"
2000 POSCRy="RBINIARZURZNURZDNL 2R Z2D3L2D2ZRZNDZLANUBND ZLAND2ZR2ZUZ
2Nif PCHOLI="NISNDIRIODLZD2LZNDLZUFZULAUZRENR SUZRZNUNDRZD™
2020 PCHLAY=FCE(YIPECE(S)="PM+10,-1 A2 +FPCLZ)+"AD"
<030 PCHLA="EBN+10,-13A2"+PCe{L)+"AO"
A0 DAas="RIIFR1IDIRZDARZDSLZDILZDILI0LZLZUBL2ZUSRZUIRZYZ
Thge Futl pieces in logo
2050 DRAUTTL:EMTZ, B4 "+EB5
L0 FORT==1TM1 STEPZIAI="C"+8TR$(3-(1>0))+"BM"
N7 DRAMASHETRS(SO-IoL ~L2(I 014" ,"+STRE(BE6+TRINTI(LI/2Z))+" ; "+PCH(3-3x({I<0)?
2080 DRAMASISTRE(SB- T2l L x(T<0))+", “+E8TR$(B6-IRINT(L3/2) )+ “+PCH(2-3x(1<0))
2090 DRAHAY+STRS p#" " ASTRE(BA+TIXEINTILIY )+ " " +PCH(1-3x{1>0) )
L0n NEXYTI

110 COSUBR?S101AX=12IFORI=1TO7 tM8=HTID%{" s+« » «s THE EEACON STAR HAR EY RO
HPOTKIN , Tws , &) 1AY=202T1COSUBA3S INEXTI IN$="COMFUTER ANDEVIDED GAMES":GOSUEBA00
2120 COSURIONIFORI=1TOAIPCOPYT TO T+A:HEXTI!PHODES,S:SCREENL, 0:FHDDES, 1

2130 PCLS2:COLORALLTINELD , 142)-(2%%,1562) ,PSET

7139

Fosrd Dot 4 mes

140 FORT=0TO1949 STEPIBIDRAMYCAIEBHE, "+STRY(I)+" jD3L2D3LZDSRZDIRZD3" IDRAN"BH24 4, "
*STRE(TY+" DARZDIRZDALZDILZD AN
2150 NEYTY
LIEN FORT=DTDLIDRAWTEM"+STR$ (ZZ+32xI)+" , 0 ;D3RZD3RZDIR10UBRZUIRZUI" IPAINT (27 +32x]
0).4,49
2170 DRAW'BM"+STRE(ZZ+32xT)4", 142 ; UBRZUSRZUIR10D3RZD3RZD 3" IPAINT(27+32%1,160),4,

4
LIBO MEXT
2190 FORT=2TOZSASTEPZS2 iFPATINT(I,Z2),4,94NEXT
2199 ‘Set up the piect
Ce0D NAS="NANF" 1COSUB330 IFORI=1TO3 !READTYS(I) ,8H(I,1),8H(1,2),8H(I,3),8H(I,4):NE
XT]
2210 HAS="PC"IGOSUER30:100=1IPL=0ICOSUBZ2220:Q0=1+NR!PL=1!GCOSUEBZ220:C0OTD2240
222l POKEM+PL ,OD-1:ND(PL =00
2230 READBX:IFBX=999THENRE TURN
2240 READEY, TFiGOSUBSSO
RZS0 00=00+1:GOTO2230
Bet? 'Set-up Dead Aress
Eedl) TR=4:DR=DA-1:FORTI~0T0D DR:GOSUE3S0!FPUKEFNBF(0),50:NEXTIISS=DA
R270 FORJ=1TD10
: Bl T=RND(DOR) :GODSUEIBO I IFFNBOCD)=99THENZZB0ELSEPDKEFNEBP (D) , 99 NEXTJ
290 SCREENL,D'RETURNM
BEY? 'End came seauence
j.m1n;ipnn:uurnpnh:rliutn; COC1)YTHENFL=0ELSEPL=1
B0 HE=MES (Z4)+HES (FL)I+MES (25)+STR$(CO(PL)Y ) ICOSUB2320 1 H$=MES(24) :GOSUB2320:G0TD
(a1 0
20 COSUR30:0$=TNKEYS! : TFO$="Y"THENRUNELSEIFQ$=""THENGOSUE400:COTD140
man FNn
Y ‘FPiece Data BX,.BY.TF
B0 DATA PC
bl DATA 0,8.3, 1,7,1,
B0 DATA9SY

DATA 14,8,3, 13,7
DATATSY
¥ "More piece dat:
Bl DATA NAME
DATA MIMER,S5,1,3,°
e U GUNSHIT , 3,4,5,7
i DATA STARSHIP,0,2,2,0
® ‘Save Program
PEO0BUBZ0 IPRINT " SAVE FROGRAN"
LINPUT " UN="} B+
FUT"FOSITION TAFPE":LCS
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2879 ‘Hachine lancuage to clear message area
2880 DATA GRAFH
8?0 DATA CASS1I0BELIAADEZADLIOBCLIEQOOZDFE3Y
2900 NA$="GRAFPH":GOSUE330
£710 C=0!READASIFORJ=1TOLENC(A%) /2 IPOKEGR+C ,VAL("EH"+MIDS$(" . "+A%$,2x%xJ,2))IC=C+1INE
AT
2915 'This section deveted to M/L to print text in PMODE3,1 for the DRAGON. Use
1f your computer has same difficulties
2920 CHE="0123454789AEBCDEFGHIJELHNF RSTUVHXY=x"

”?Eﬁ Dt="EEEEEMEGEEMEEOEEOMGEEGGEGHMEGMMGOEGOMMEEMEMMGEMGMMMEMMMOEEODEMOGHODEDOM"
2940 Se="KNNNNNKDIDDDDKENEKMMWHCDCENKCEHOMCCHHVEENLKMMUNNKHEBCDGHKNNKNNKKNNLEBBVK
NNWNMNUNNUNNUKNMMMNEUNNNNNYMEMUMMYUMAYMMMENMPNNENNNENNNKDDDDDKFCCCCOINOQSQONMMMM

MMUHURENNNNT TRPPNUNNUMMMAAAAAAAVNNYOONENMEENKWDDDDDDNNNNNNENNNHHDDNNNRRUNNNHDHNN
NNNKDDD"

2950 DATA ML

29460 DATA 3RTEIFIARAALATE1432705EDBE302003EDE3EDIFO0110AEDZECALIEDSDECALEDAZECALED
ARECHLIEDAAESBACODBIAD4ALATCA2ZN2DCANA00IF0IEAMS3AAFABAF AEADESAICIAF2711ESBOCL2A24
BA3IZ1Z2050FE1A927034C20EF31213420C407301 0AE4A9
2770 DATA 31ABCA073904A6A0B0491C4033DAE42308E3492010AE4BECB1B34040484848483404ABED
E4BACNA05R5B585BCE0SEDAAIFZOC3D0Z0EDABASZ03S045426C73S20ECA48B02EDAS35095A10256FF
FFAZ2A/39
2780 IF(PEEK(ML)Y=51)AND(PEEK(ML+1)=118)THENZ000ELSENA$="ML" :COSUB330
2990 C=0:FORI=1TO2 !READAS IFORJ=1TOLENC(A®)Y /2 ! FOKEML+C ,VAL{"EH"+MIDSC(" . "+hA8,2%xJ,2)
JIC=C+1INEXTJ.I
3000 ADY=""IU=VARPTR(CH®)!GOSUB3010:U=VARFTR(D%) {GOSUB3010:U=VARPTR(SS)
4010 ADS=AD$+CHRS (PEEK(U+Z) Y+CHR$(PEEK(U+3) ) IRETURN
J020 PHDﬂEB.i:FELSE:LINE{B.H)—t?ﬁb.i?Ii.PSE1.B:H=3“I.5}1nx=é3=HY=11ﬂ=L=ZE
3027 ‘Draw seven hex
J030 L3=MeL:LZ=MxL/2iLD=L/2
3040 X=AXIY=AY:GOSUB3110D
2050 Y=AY-LZ2xZ:GOSUB3110
2060 Y=AY-LZx4:COSUE3110
070 H=AX-LDx®3:Y=AY-LZ!COSUE3110
3080 Y=AY-L2x3:GO0SUE3110
3070 X=AX+3%LD:Y=AY-L2:GOSUEB3110
L3100 Y=AY-OxL2
110 LINEC(X,Y)—(X-LD,Y+L2),PSET
3120 LINE-(X,Y+L3),FBET
3130 LINE-(X+L,.Y+L3),PSET
3140 LINE-(X+L+LD,Y+L2) ,PSET
4150 LINE- (X+L,Y) ,PSET
31460 LIHE—{LH.PSET
RETURN

DESCRIPTION OF VARIABLES & FUNCTIONS

0se move? an adjacent hex indicated by UX and UY.
0 for Blue, 1 for Red. FNBQ(): Contents of hex.

'-" pard Coordinates. This function return the contents of the hex — e.g.
e set for each piece during initialisation and will PEEK(FNBP(X)).

mfdanm with directions given by the player. W: Piece Table.
Y will always be both odd or both even numbers. The address of the first byte of the piece table. 512 bytes
._l which checks this. are allowed allowing for expansion of NR and SZ.

3 Coordinates. NR: Maximum number of pieces on each side.
' pnint for each DRAW command. Calculated Set to 16.
d BY. SZ: Number of Parameters in piece table.
_ Set to 12.
",1 of the first byte of the Board. There is some QQ: Index of current piece.
8 although the board has only 128 hex, 256 FNPC(): Address of parameter for piece QQ.
eserved. This is convenient for calculations. This is a function which returns the address of a para-
Dard Pointer. meter for a piece. QQ must contain the index. The
lion which returns the address of a hex on argument is the byte number (see XX,YY,TT etc).
g BD, BX, BY, UX and UY. The arguments FNMN(): Contents of piece table.
s to the address of BX,BY — or 1 — points to Similar to FNBQ().




ustration John Higging

Runs on a 48K Spectrum

In order to resave this program, type as a direct
command, “CLEAR" and then “"ENTER" Secondly
type, as a direct command, “POKE 24449,128, and
then ENTER. Finally type SAVE “BSW" LINE 1
and save in the normal way.

|
|
|

Converted by Pat Mo
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pg_pk, “"sAT pys+l,.px;" - LET i
2@ PLOT INK ik.px+3.180-py3a:
CRALW IMEK ik, 7.&: HETURN
212 BEEP @,1: FOR _i=@ TO hh GO
SUE 23@: NEXT i: IF cri e THEM
LET cr=1+p1
==2@ IF g99=hh THEN RETURHN
225 FOR i=hh+1 TO g8 =0 sUBR 23
@ NEXT i: RETURN
230 LET qq=FMN bi(i): IF ga-2 THE
I FETURN
238 GO0 3UB Ta: GO sua SR PRINT
HF?HS¢ Cr=4; INK g+ FREER @&, QOUE
i Fy, .p=x;"™ " PY+dl.,.px; " *:
RETURN 3
<58 LET na=-1 IF a=@ THEMN LFET
aj=na: RETURM
253 LET ux=FHN X () LET ugy=Fi »x
(11 : IF PN e{bx+ux) OR PN 7 ibiy+L
4) THEW LET aj=na: RETLURMN
258 LET a.i=FM qi1)
UEF@ IF aJjgr2snr OR ay =0 THEM RET
i
265 LET nas= =l=-(laJssnri=sigqas=nr)
) HRET RN
279 BEEP 1.,1: SToOp
EEG o SUB 19@: PRPER Cr IMNK 3
*ér (Cr<»8 RAND px3dl AMD pyosl BHD
ATTR (py . pX-1)=43) LET z8="7"
IF px>1 AND PYysl AND cr=8 BN (A
T*Hxﬁiu,g;;al;ia o] RTTH (ibY , DX =
d) = i [ W =11 i‘*abml
HEN_LET z ~; “EY ek A b
2 IM P X=1;28; IhE 3A;
l:"‘:"":'E"':P cr HPEpEH A Tis cr:
LET g h IF px:22 SND Fusi A
NL = RAND ATTR lF" B3I 47 TH
EN L,ET Zh="\ " INK @
298 PRINT ﬁs,HT p9+1,93-1, cap
Efr Cr: INK A-221cr<>d8 HND Fusl1 A
N E 17 AND ATTR tpu+l p¢—4==43
) LET zs="L" IF px 31l HHD Dy <17
AND cr =6 AMND tnTTn (Fy+l , pai=di=
48 OR ATTR :Pg PX=1) =INT (BRTTR
[$5+1Ipt é'“ #8=68) THEM LET z %
295 PRIMNT z5; IMEK &; PRPER cr:™
;i PAPER 8: INK ¢r: LET zg="f*
IF £x<29 AND PY<17_AND cr =5 AN
L ﬂan (PY+1,Pp%+1) 347 THEM LET =z
$="/"; INK @
236 IF CR=6 THEN GO auma =g
252 PRINT z8: INM 7. PRPEE D =
ETURN
300 LET q=@: FOR i=02 TD dr
310 LET +1: GO SUB 299 IF b
X3 0OR bx>»1 THEN GO TO 21
315 POKE i+rd.qQ: NEXT i -
2@ FOR i1 =0 Tﬂ dr: LET r=FM =14
+1) =1 LET as=FEER lr+rd1 FirEE
+fd , PEEK (i+rd): POKE i14rd.a NE
XT 1: RETURN
A5@ GO sSuUB asa cO aus 2ag
8@ IF cr<>% THEN RETURMN
d62 LET cr=4
270 LET J=FN q(@)-8&. IF Jj:o TH
EN RETURM
272 POKE FH E(EJrJ: IF J=48 THE
N GO SUB 10@: GO TO 139
276 RETURM
38@ LET Q=PEEK (i+rd}
390 LET bu=23%INT (q. 1ql+IH* {{q
=1E+INT (9-15)) »8): LE by =2a9q-1
Stby: RETURMN
D‘gg LET G=1i09; GO 3uUB 140 =0 T
Tﬁi? LET sp=pl: FOR p= TO 1: LE
=p
532 FOR =l+nrapl TO FN | i) 18
qq:g: F FH mixx)=89 THEM GO0O
SUBE =8 GO TO saa
SS@ NEXT q: NEXT p LET pl=sgo:
QE?RN
Q@ LET i1i=q9q9: IF qeFN L QY THE
HgG'.'.‘I SUBR 7@Q: POKE M os Q)@ e
5685 FDR g: 4+1 TO FH Li&): LET
‘li#ﬂ GO 3SU TO.: POKE FMN = 191 -39
FOR =@ TO sz=1: POKE FN Bty
1=82 . FN m(j) : NEXT Jj: NEXT 7
S?QthE w+p L ,FMN L&) =1: LET qaq
2f: RETURM
880 FOR i=@ TO £Z=-1: POKE FH pi

1) ,@: MNEXT i GO suUBp 120

S90@ POKE FM pitty ,1p FOR 4=1 T
$ d: POKE FMN pii+2) .= {tp, s EX

1

62@ POKE FHN pinn) .niplL+1} LET
nipl+ll=nipl+1) +1 FOKE FH £ (@) ,
iﬁ: POKE wm+p L, ,FN LiQ) +1 =0 5

610 LET s5q9=99 LET sx=bM; LET s
d=by: LET er=0: LET a=1: LET jj=
FHN mi1iip}

S2@ G0 sSup =25 IF ne=2 AMND FN
NILL)Y =3 THEHN G0 TO &322
623 LET a=a+1l IF a«7 THEN GO T
U sz

Ez6 PRINT AT Z1.&; "M - o
rbit*™ GO TC 73a

&63@ LET =.0=aj FOR 9= TO FM LI
@t: LET qq=q9: IF sjiraq AND FH_B
(LL1=3 THEN LET tXx=FHMN M ET

ty=FN miyy) GO SuB a8d: &0 To B
a4

838 G0 TO 72@

&6d4@ LET 3=0: FOR a=1 TO = o
SUB 2508: IF na=31 THEM LET = N
ExXT & G0 TO 7Z2a

643 IF a.=0 THEM LEYT rFa=3

646 HMEXT a IF F2=@ THEHNM &0 TO
720

&S0 LET arff' LEYT ux=FM X iD L
ET Uy =FpM (1) GO sue 1azso. LT

~1GB+th-hﬁ'ilﬂ

860 IF r<® OR r>1@@ THEMN LET r=

(r2l100Q) 109
&é7a Gco ""‘UB
aate

AQ: PRINT “"Jupp =tiar
i =", "Press Y M. A"

el UB SR GO TO 623@+10%(a%

+d-|7.‘l-; fag="N")+854 (ag=""P""

IF r+iFHN Z (1D} THEM LET 1=

SUB 3@ PRINT AT 21 . @ "~

lEd. thP implodes " LETY
gq GO TO 1710 :

lwﬂbn. LET ty=by. LET

LET by =54y : -

LET Cr=t e

POKE FN s (2!} ,@ !

LET bu=ty

710 LET qq=s9q LET bx=bx+
T buyu=by+uy POKE FMH 2 1@) ,9¢ =
s5uB 12 GO0 TO 17e

Tl NEXT q PRINT AT 21.08:;
targates availabisg"™

T3 GO SUBE 43598

735 . LET er
740 LET 19

:w
I

e oG-
m*EF“531§

a

M=
1|'\’ = !J‘

GO TO Aag
LET sy=hy LET e
by =by+uy:
LET 2=l
Y68 GO SUB Z25Sa IF na=& RAND Fh
nite) =2 F2=1 by
7bo 1IF na=1 AND FH nitt) : >3 'Hﬁ
N PRINT AT 21.a;"Enenpy 1n orbil
LET er=12 GD TO 32
IF a«<«7 THEHN

rE @ THEM PRINT AT 21.@
to tand”™ LES

HLE

ﬂ
sdii=<Jn Z

mMENOODA
]

LET by=sy L
POKE FH = (0
* LET by=1y
2: 80 3UB S5@
-1 PRINY AT 21.0;
acon star occupied”: GO

500 G0 SUB 49@:
bu=sy RETURM
812 LET sq=94: @GO
£¢ THEN GO TO Sa8a
820 LET er=0: LET
(LLE >3 THEHN PRINMT
base =Elarqate"™ GO T
S3@ LET fl=@Q: FOR i=
qa=5: GO SUB 70: T
25@:. IF aj THEHN GO
840 LET bx=bx +ux
5580 LET f2=1: =E a=1
EUB 250: IF na=1 THEN LET
ET r2=02

860 MNEXT a: IF f2 THEHM LET
1+1 LET rafi“s

878 HEXT i

880 IF fFl=@ THEH PRINT AT =@

@ :mm
m

LET bx=sXx

SUER 180

B




Spectrum continued

“"MO docCcks free": G0 TO Sga

8990 GO SuB 20 PRINT "Dock= fre
e :":FL1""ERU“s :".cipl+1)

998 LET agrs. GO Sug 7@

918 GO s 920: GO TO 919+20a (a
$="M") +30% (a$="G") +7@*(ag="PA")
Q2@ LET 9=S8: LET a$=INKEY$. IF
ag<>"" THEN RETURN

924 PRINT OVER 1,0AT 22,8, ,  Pres
s M.G,A": GO SUBR 149. Ga TO 929
930 LET cs=3: LET tp=1: GO TO ©

948 LET cs =5 LET tp=2
958 IF cs>cipl+1) THEN GO TO 21

954 BEEP .2,356 BEEF .2,24 LET
cipL+1)=Ccipl+1)-¢cs: LET a=kiri)
: LET bx=bx+FN x(@)}): LET by=by+F
N xi(1): LET fFi=fl-1
GQEG LET gqq=FN LiB)»1 GO 3SuUB 58

Q78 G0 SUB 109B: IF er=@ THEN G

cce
980 G0 SuUB 498
990 LET qgq9=s5q: GO0 TO 88
1900 LET er=@: IF cipl+l1) {32 THENM

LET er=6:- PRINT AT 21,8, "Inzuff
icient ERU"s for moreg”: RETURN
18905 IF FN L(@)=nr+nrapl THEN LE
T er=7: PRINT AT 21,9, "Haximsum F
Leet size deployed”

1819 RETURN

1020 LET dx=ABS (sx-1x): LET dy=

ABS (sy-ty): LET i=dxs-2+dyr2: LE

T i=ABS (dxs2=dy~-2): LET k=dX +1i:
LET Lsdx+Jjg: LET Bh=i+Jj

1823828 IF mn>k THEHN LET mn=k

1248 IF mn>l THEMNW LET mn=1

1858 RETURN

1878 IF dr <@ THEN GO TO 2282
1075 LET cr=6: LET i=dr: GO SUB
350: LET dr=dr-1: IF d4r =8 THEN
LET i=dr: LET cr=1 c0 SuB 35a

188@ IF s=<¢>da THEN FOR =2 TO 1
- LET i=d(j+1): IF i+«>209¢ THEN G
0O SUB 28A: POKE FN =i ,8: LET ¢

r=6: G0 SUB =280
1885 IF ss<>da THEHN NEXT J
1999 FOR Jj=0 TO 1: LET d(j+1) =20

a
1108 LET ss==s5+1: IF =s5=76 THEN

LET =s5=da
111@ LET i==ss: G0 SuUB 38@8: IF FN
qi(@) ¢>@ THEN GO TO ili@@

1114 FOR a=1 TO 6: B SuUBp 25 I
F ait»49 AND aJj<»99 THEN NEXT a:
GD TO 113@ _
1220 LET diJj*1)=s=: POKE FHN = ()
S3- GD SUB 1808: LET cr =4 G0 S0

A 280

1130 NEXT J: RETURHN

1148 IF FN Li@)=nr*pl THEN &0 TO
2580

114S FOR q=5 TO FN Li2): LET Q4=

q9: LET cipt+1)=cipl+1)+323(FN a8 i1
t)=3): POKE FN pt(id) ,®: PORKE FN

plfg!,ﬁ. PDKE FMH pilaid) @ MNEXT

q 0O sSuB 3@

11580 PRINT AT 19,a8; OUER 1°"TRE 1

2:msipl+1) . TAB 1&; "Press Entler’
PAUSE 25: IF INKEYS$<:>CHRS 13 TH

EN GO TO 115@

1168 LET ass=" LET Qqq=£: LET Iz
=i

1170 G0 SUBR 239: LET »v=FHN Bi®s):
IF mv=0 THEN GO TO iZ2i@

1180 PRINT AT 19,8 ;m3ipl+1) ;,THD
14 ; “Hoves " ;TAB 32&,mvy 1SIFN il 11
)_FN minn) ;TAB 14; “"Attack factor
S “-FN miaa) " "ERU"s".TAB 8, cipl
+11;+HB 14; "De fence Factors “;FHN
midd) 4
1198 G0 SUB 89: IF as="C" THEM G

O TO 1280
120@ LET maf=1

1218 PRINT OUER 1,RT =22.8, . EnhlLe
r command (C,5,F.J,P,1-61": 20
SUB SO: GO TO 1210+3@s3(as>" 0" A
NMD a$<"7")+70z(as="C" 0OR asg$=""")

+iéﬁ?ta§=“F"l+EB§E;,="J“J+1#1|a!
12290 GO suLUA ag: PRINT “Productio

n": GO SUB 818: GO TO 118V

1238 G0 SUBR 38: PRINT "Hyper uB

p": G0 SUB B18: G0 TO d1ioRn»10DF 10

er <2) +30zx (er=1)

1242 GO SUR 25S@a: G0 SUB 3

125@ IF aj=49 AND FHNH sitt) =1 THE

N PRINT "Landing®™: GO SLUB 75S&: &

0O TO 1218+1082ler=4)

12680 IF aJj<>®d THEN FOR v=1 TO S@
- BEEP .21.8: BEFEP .2l1,-190 MEXT
v: G0 TO 1218

127 POKE FN s i@) ,8: POKE FN =11
) ,q9: GO0 SUBR 19@: LET bx=bx+ux:

LE;ahg=bgfuy. GO SUB 128 O SuB

1288 FOR a=1 TO 6: 60 SUB 258: I
F na=1 THEN GO Sup 13@: LET mF=1
@0: GO SUBR 28: PRINT RT 28.8;"At
tack “,FN ninn)

1290 NEXT a: IF mf=188 THEMN FOR
i TO 36 BEEP .Bl1l,¥v: HEXT w: &
UB 38: LET zxz=1

IF as<>"C" AND a%:>"3" THEN
v=my-mf: JIF mv>82 THEN D T

i
@
FOR v=36 TO 1 STEP -1. DBEEP
N
G

=g

ey
& in
9

a8

L

: NEXT w: LET Q9=9+i: IF

if(@dy THEN 80 7O 31170

0O SUB 3@: IF NOT zx THEM P
“Noa combat™: RETURN
INT "Combat™: LET hx=2: F
TO =+nr: LET 99=9: IF FHN
THEN GO TO 1368

FN m(fg)=1 THEN LET aJ=F
POKE FN Jiaid) , 1: &0 TO

0 SUB 8@8: PRINT AT 28.2;71
g direction”™
DO SUB S©&: GO Sub Z5e: IF P

b

8981

Th~5H QmurT

-l

ZEIDRIEL 2O
WDl L
e D

)

-
AN AT AT

SAUld~S00
@ Q-

PRINT AT 208.8,.: B0 SuUBs 138
KE FN jlaid) ., 1: BEEP .2,36:

NEXT

q =
IF hx THEN LET cr=56: i SuUB
LET ap=0@: LET qq==: LET hhs=

IF FHN Bifgli=2 THEN LET g5=9
GO T I29R+PuMa iggeasFH | f@ )

eeesTOu0

1»[1_}[_.|l‘.'|m
LML @0 OR<JOMDUsf=a0T =

L

1

E]

1

B

1

i

i

"

13

g+1:

140@ LET aji=FN milid)l: POKE FMH a(l
@) EJ POK FN Jilaid}) . 1: 60O SUB
14

141@ LET qq9=99+1: IF Qq>FN L i)
THEN GO TO 144

1428 IF FN miidl=aj THEN €0 5uUB
1430

1425 GO TO 1410

14730 POKE FHN pifg),®: LET hh=hh+
1 POKE FN ailhhl ,99: LET ap=apsF
N mlaa): RETURN

144@ LET a j=FN bi®d): LET dp=FN N
iaal GO SUB 1748: LET dp=dp+k
1458 LET a:dpzd#; LET b=INT a: I
F a8 OR asB<cl HEM LET ri=31i+9%1(
arb) GO TO 14782

146@ LET rt=FN riFN zii8)}): IF r
t=00 THEN LET rt=18

1470 LET cr=4: GO SUB8 218: LET h
=1

1480 GO SUB AB: PRINT “rsirt)

lgggﬂLET CG=250: GO SUBR i148: &0 S

u 2

1=8@ G0 SUBR 1S1a+rt3l1@32asi(riL>»2)

5&@1:rén¢]+iaitrl:51+zaiirtsﬂ)fﬂ
# L b i ]

1iS10 G0 TO 137@

1528 LET k=99: &0 TO 1588

1530 FOR e=1 TO hh: LET a=€: LET
qq=FN bili)l LET J=FMN midd}): LET
E=INT (-S+gr2)

1548 IF J<=k THEN GD SUB 1710
1?45 IF 43k THEN POKE FNH pidd) . J
1558 NEXT ¢ RETURMN

1568 LET k=3: GO TO iS5
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~_Pirates
-~ Polyps

E ARCADE ACTION IN THE HEAVENS. BY PAT NORRIS
(M 7 o MENT : RUNS ON A SPECTRUM IN 48K
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i ¥i BFIl 3 s —
FETUE
i MYV ET E = 1 # _:-i
r : ' y-g3379 GOf
. =1 = [=21
5 PRINT A s, INK 7; B
b W =t ]
| 1 B GHT 3 E I E --,“ "
| # L] i - ¥ = == 1
1IZE F 32488 IF ATTR C(ss.f
=k THEM 20 &0
4% 1F F TE g tE ImEE HE 2 {
1 ) SEUER 308 . 0 360 ]
' 1%@ IF ATTR (ss,ts =3 THEN GIfS
: ! . B 303 GO T £ |
399 GO SUB 329 0 TO 383
£ AND w=0 THEN 360 RANDOMIZE USR 32903 FPLOT I
| HMVEFSE 1 1 1 « '1
¥ L] o . (
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" ETURI 1
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" NDOMIZE USR 32%30: PAUSE 48: RAH RETURM
%Y MEXT p: RETURN DOMIZE USR 32588: IF h=7 THEM L =c0 GO SUB =5%: PRINT AT 18.9
8% FLOT INVERSE 1; INK 5,132 ET k=1 INK S; "GAME OVER LASERS DESTROYE
gl DRAM [INE B8;(t1-165%8,(18-31 48% IF h=2% THEN LET y=1 D*: GO TO &S
$8: PRINT AT =1.%1 BERIGHT @; 1 499 IF k=1 AMD y=1 THEN GO TO == PRINT AT 20.0 IMK 7 "PDLYF |
£ 7."B": RAMDOMIZE USR 32555 560 S SAFE =" ;AT 21,0;"POLYPS LODST =
3% IF ti1<16 THEN LET ti=ti+] 495 LET m=@: LET nm=rm—-1: LET z | AT 20.18;: "MISSILES" AT 21, 18
435 IF ©1>16 THEN LET tisti-=1 z=10~18: PRINT OVER QAT o.h;" DESTROYED =
M0 LET sl=si+1: IF 51>18 THEN ":AT @+l,h;" ": RETURN =70 PRINT AT 20,14; INK 7.npc.A
] 51=18 583 LET omo+l: IF o>7 THEM LET T 21,14;7=npc;AT Z1,28;md
s IF s1=18 AND ti=16 THEN LE o=] S75 PRINT AT 7.2; "Press “"P"" {
Fb=d: LET np=np-1: LET npc=npc+ 510 IF e{o)=39 THEN RETURN or another game"
RETURN %1% PRINT AT eCo),fto); INK 7;" %80 IF nec>@ AND nepe<3 THEN LE
459 LET b=1: PRINT AT si.t1 IH B" | T pS="Hot very good are wou!,"
L E; BRIGHT 1:"B 2@ LET fio»f{o i1 IF fCoix1 =a= IF nepc2>2 AMD mectt THEM LE
55 PLOT INVERSE 1 INK =5:132. THEN LET fCoim31 | T pou"You need & 1itEle Mractice
f: DRAW INK B C(t1-161>¥8,.C18-51 %2% PRINT AT e<o),fto); INK &;"
2 FETURM B FETURM =90 IF npcss THEM LET pB="MHot
68 LET b=1: PRINT AT ss,ts; IN %39 IF ss=g AND ts=h THEM LET i at all.”®
i - FRINT AT ss.ts IHK & mm@: RETURM 9% IF nec=7 THEN LET p8="BRIL
WICHT 1,"“B"' GO SUB 415: LET sl =40 RETURN LIANT plaw.” |
" LET tl=ts 543 GO SUB 553: PRINT AT 18,0 E08 IF npc=8 THEM LET pS="Y0L !
863 FOR p=] TD 7: IF e(plmsl]l AN INK &; "GAME OVER PRDJECTOR DESTR RE HMOPELESS try tiddlywinks"
fflpi=tl THEN LET el{p=%0: RET OYED": GO TO S&S 505 PRIMT AT 2.1.p8
o %50 GO SUB S55: PRINT AT 18,0; €10 1IF INKEYS= 5" OR INKEYVS=SR
870 NEXT p: RETURN INK 7;"GAME FINISHED": GO TO 363 THEN GO TO 620
890 PRINT AT g-1.h; INK 7."0";A 555 OVER ©: PRINT AT 18,0;z8;AT £1% GO TO 600
Bhi INK 2. BRIGHT 1;“"L",AT g+ 19,0;z8,;AT 20,0;z8,;RT 21,0,z £20 CLEAR RUN S
Ll Lh:“LY . RAMDOMIZE USR 32%0%: RA

S Polyps are one of the
juaxy's many natural
peenomena. Clouds of
v ts Liese small creatures drift

-+ |8 the outer atmospheres
*3 planets, enriching and
BRI freasing it.

fough to have these mi-
Mle beings in orbit

ound them, now find the
B e mercenary elements
aﬁ'i“l: hﬂu-lm'ﬂﬂﬂl'tﬁ gﬂ

on them.

er1G | InPirates and Polyps, it
 jour job to protect the
Biyps from a band of pi-

G :

# § But planets fortunate
E

1

x

“ control @ scanner
GO pdiwo laser bases on the

irigce of the planet and

- st stop pirate vessels
bm destroying and steal-
DT polyps

a hhrwlmtbmu
brp pE R projector are hit,

;o jeemthe game is lost. And | laser base “Q" will | of the screen. able. If the projector has

all the polyps are stolen | bring the PRO into But a “stolen” polyp can | locked onto a polyp. then

32,2 B game is also over. operation. be saved by destroying | the polyp ml_l be drawn

%7 Bt you can collect the TOP SCANNER the pirate with laser fire. | into the projector auto-

el JOps yourself, by aiming | KEY O = LEFT Pirates come in four | matically, unless a pirate
~E Jour scanner at one and | KEY P = RIGHT different guises, so don't | ship intervenes.

Blicing it down to earth. SIDE SCANNER be fooled by them. If the | Laser fire destroys pi-
E ' Pl order to collect a | KEY pirate ships cannot find a | rates but has no effect on
* ifp or destroy a pirate | KEY m then they turn and | the polyps. The projector
el radar scanners at When a pirate vessel back to earth bent on | has no effect on pirate ves-
l Hop and left side of the lundnonulﬁ;lrpitﬁnhu destruction. If they man- | sels. _
' I+ Jeen must be lined up | captured. pirate will | age to hit your scannersor |  It's a hard game to win
le-;R b the appropriate | change tored and proceed | a laser base, it will be | but the tactics will soon
J v il fire to the of the screen destroyed. become clear when you've
AND "f'-".”' laser base, key meﬂm!hopolyp'ﬁ If a laser base is des- | had a few turns at polyp- DDE
STUR " will fire the RIGHT | the pirate reaches the top | troyed then it is not us- collecting. .
whook '. and Video Games Yearbook 51
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Runs on a Dragon in 32K.

Fils

: 3<]<I f.;n thBD!_'agrqn_ Pirates & po]
C ﬂmgmﬂlﬂthﬂusen*ka?a

§ It uses the arrow k ‘

g5 | eys to
,i Q"‘urunp ﬂnd B nr;ot:e

¥YPs has undergone o i
the laser bage sights,

Converted by Ron poyy

identify pieces
flashes jtg bgqn]und :

CLS!FCLEARBICLEARSODOD,EH7000IGDSUBSO000IGOTOZ00
FORJ=1TO4:IFPEEK(J+340)=223 THENONJ GOSUEB7 ;&6,1,5
NEXTJIRETURN

TS=TS+10x(TS>10) :PUT(TS-10,0)-(TS+15,7) AR, PSETIRETURN
TS=TS-10x(TS<Z40)IPUT(TS-10,0)=C(TS+15,7),AA,FSET:RETURN
85=85-x(55<144)i1PUT(0,5S5-B)-(9,85+15),DD,FSETIRETURN
55=55+8x(55>8B) {PUT(D,55=-8)=(%9,585+15) ,DD,FSET:RETURN
GET(X,Y)=(X+9,Y+7) ,VJ,GIRETURN
ARN=FNAT(D) I X=X+10IFAN=FTHENFUT (XY}
Q,+7 ) WW,FSETIRETURN

15 COLOR CRI:LINE(AS,159)-(5+T5,8B+85) ,FSETIRETURN

SO~ HLWMN -

(X+7,Y+7),RR,FSETIRETURN ELSEFUT(X,Y)-(X4

146
20
30
40
70
2
749
l,,'lé

COLOR CRILINE(185,159)=(5+T7TS5,85+B) ;PSETIRETURN
RESTORE

READAS i IFAS=NA% THENRETURNELSE30
AY=20IM$="GAME OVER":IGOTD&1010
XK=T1:Y=51:1G0OTO100

X=TiY=DI1GOTO100

X=F(D)!Y=E(D)!GOTO100

A=HIY=0G1GOTO100

78 X=T51Y=865
100 ON ASC(F$)-464 GOTO105,115,120,105,105,105,105,105,130,105,140,145,150,155,16
0,165,170,175,105,180,105,185

105
115
120
130
135
140
145
150
155
1460
1465
170
175
180
185
190
200
201

205
A=l
210
215
220
DIN
235
osu
240
295
2350
2391

233
235
260
265
270
273
280
285
290
295
300

RETURN

PUT(X, Y) = (X+9,Y+7),BE,FSET: IRETURN
PUT(X,Y)—-(X+29,Y+15),CC,PSETIRETURN

PUTCX, Y)=(X+9,Y+15),II,PSETIRETURN

PUTIX, Y)=(X+P,¥Y47) , JJ,FSETIRETURN

PUT(X,Y)—(X+9,Y+7) ,KK,PSETI{RETURN
PUT(X,Y)=(X+P,Y+7),LL,FSETIRETURN
PUT{X,Y)=(X+P,Y+7) ,HH,FPSET IRETURN
PUT(X,Y)=-(X+%,Y+7),NN,PSETIRETURN
PUT(X,Y)-(X+9,Y+7),00,PSETIRETURN
PUT(X,Y)—(X+F,Y+7),PP,PSETIRETURN
PUT(X,Y)—(X+9,Y+7),00,PSETIRETURN
PUT(X,Y)=(X+9,Y+7),RR,PSETIRETURN
PUT{X,Y)—=(X4+9,Y+7),TT,PSETIRETURN
PUT(X,Y)=(X49,Y+7),VV,PSETIRETURN

‘®x START GAME xx

PMODE3,1:1PCLS52

HD=0:PS=0:B=03NP=7:0=0:PC=0 K=0:YY=KIiZ=KIiTS=10:1T1=T5:55=8151=55
COLOR1:LINE(25S5,176)~-(0,191) ,PSET,BF ICOLORASLINE( 176)-(0,176) ,PSETE=-03}
tFORW=0TO255:F=RND(B)+4iA=A+F I IFA>2Z55THENZ1S

LINE-(A,174&+E) ,PSETIE=5x(E=0) INEXTH
FORA=1TOZ7:E(A)=14xAIF(A)=10x(RND(Z22Z)+2Z) INEXTA

A=D:FORD=1TO7 {P$="B" IGOSUBYAINEXTO!O=AIFP$="K" iY=0! IFORX=0TOZ40STEF10:GOSUELD
EXTX!PSET(254,3,4)!PSET(254,4,4) {FORY=BTOD152STEFB: X=0iGOSUEL00INEXTY

GOSUBS !GOSUBS I X=601Y=140:P$="1"IGOSUB100iX=180:GOSUB100:X=120iY=152iP$="F"iC
B100:X=110:Y=140:P$="C"{GOSUB100:GDOSUBL0F0:SCREENL,0
X=TSiY=5SIIFFNAT(0)=20THENNM=NM-13iMD=MD+1 iGOSUB735FP$="R" IGCOSUEBYY
R=RND(-TIMER) Q=1

IFK=1THENH=10x(RND(15)+7) iGOTO255

IFY=1THEN10x(H=RND(14)) 1GOTD255

H=RND{(Z3)x10

NM=0Q:5=01M=1:G=152:I=RND(7)%xB

GOSUBZ :FC=FPC+1:GOSUBT 05

IFPC>4 AND B=1THENGOSUE&2Z5IFPC=0

IFFC>ATHENFC=1

IFNFP=0THEN7S50D

IFM=0THEN3Z5

IFS=5DTHEN345

IFS=100THEN345

IFI=C THENS=S50!P$="J":!GOSUB%4:P$="N":GOSUB?4!Z=10"10:P%="0"C0SUB?6:G0OTO3Z0
G=G-BiX=H!Y=GIGET(X,Y)-(X+9,Y+7),VV,GIIFFNAT(0)=12Z AND G=5S1 AND H=T1 AND E=l

5
el

EH“““"“‘“HHHHM-

e

i
4=
<)



" THENPLAYMA$ :GOSUBS551B=015=1003:G0T0340

305 X=H:!Y=G:IFFNAT(0)=9 THENS=100:PLAYM1$:GDTO340

310 IFG=144THENF$="M":1GDSUBT4&:GOTO320

315 PUT(H;G+B)=(H+%,G+15) ; VU, PSETIGET(H,;G)=(H+P,G+7 ), VV;GIFPUT(H;G)=(H+7,6+7) ,HN,
FSET

320 IFNP=0THEN7S0

325 IFNM=0THENZA45

330 GOSUBZ:GOSUB410

335 GOTOD240

30 2=HIY=GIPUT{(H,G)={(H+?,C+7),RR,PSETI!GOSUEB:PUT(H,G+B)-(H+?,6+15),RR,PSETPUTI(
H;G)=(H+%?,6+7),00,FSET {GOSUBS15:CG0OTO320

345 G=G-BIIFG<BTHENFUT(H,G+B)-(H+?,G+15),VV,PSETiH=0:NF=NF-1:NM=NM~-1:IFNF=0THEN7
S0

350 IFM=0THEN3Z20

355 X=H-103Y=G+B:GOSUET:X=H:Y=GCiGOSUBB!PUT(H,G)~-(H+9,C+7»,00,PSET!GOTD320
360 PUT(H,G-B)=(H+9,G-1),RR,FPSETIPUT(H,B)=(H+9,6+7),00,PSET:GOSUBA15:C0TO320
345 D=G!T=HIG=G+8
370 X=HiY=G:AT=FMAT(0):IFAT=12
= 5=100:GOTOD340
1375 IFAT=9THENS=100:PLAYM3$:G0OTO340
380 IFAT=Z24THENGODSUBABO ;GOTD3Z0
385 IFAT=19THENGDSUB&ABOICOTD745
390 IFG>140THENX=H:Y=G-B:P#$="R":GOSUB100:Y=Y+BIGET(X,Y)=(X+9,Y+7),UU,G:P$="L"$G0
BUB100 i M=0 i NM=NH-1:FLAYM7$IPUT(X,Y)-(X+9,Y+7),UU,PBET:GOTD320
395 IFH>10ANDH<230 AND G<1449 THEN H=H+10®(2-RND(3))!X=T-10:Y=D:GOSUB?IGET(H,G)~-¢
He?,C+7 ) , WU, CIPUTIH,G)-(H+?,C+7),00,PSET!GOTOD3Z0
00 Ps="0"!COSUB?A&!PS="R"!COSUEBY2!COTO320
110 TF(FPEEK(340)=223) AND K=0 THENA480
15 IF(PEEK(340)=251) AND E=0THENS7S
820 IF(PEEK(343)=247) AND YY=0 THENSA40D
42% RETURN
A0 CR=3I1GDSUBISIPLAYMIL I X=TSI1Y=5S1AT=FNAT(0)!IF AT=9 THENS2S
185 IFAT=33THENGODSUBSOO0:GOTOS2S
450 IFAT=20THENGOSUBS05:GOTODS30
495 GOSUBS20:GOTOS30
800 PUT(TS,S5S8)-(TS+9,85+7),RR,PSET!GOSUEB735:C0T0595
G805 NM=NM-1:!MD=MD+1:!GOSUE73S
810 IFS=0 OR S=SO0THEM PUT(TS,55)-(T5+%9,55+7),RR,PSET
820 PUT(TS5,55)-(T5+9,55+7),LL,PSET!PLAYMAS IRETURN
RS T=0:D=TIPLAYMS$!CR=2!COSUB1S!RETURN
B30 CR=2:COSUBLS
By PUT(TS,88)-(T5+%9,58+7),RR,FSET{RETURN
B0 CR=3:COSUBL1&IPLAYM1$IX=TS!Y=55AT=FNAT(0):IFAT=2THENS&D
5 IFAT=33THENGOSUBS00:GOTOS40
850 IFAT=20THENGOSUBSDS:GOTDS545
RS GOSUBSZ20:G0TOS4S
80 PLAYM1$:CR=2:G0TO14
8 CR=2{GOSUB1&:1GOTDS3S

AND G=51 AND H=T1 AND B=1 THEN FLAYM4%:GOSUB&S5:B

0 COLOR 1:LINE(125,152)-(5+T5,55+8B) ,PSETIPLAYM1S
il X=TS:1Y=SSIIFFNAT(0)=? THENPLAYMA$:!:GOSUBSBS!GOT0&40
e Z=20~20:COLORZ:LINE(125,152)-(5+T5,55+8) ,PSETIRETURN

85 MM=NN-11MD=MD+1 -
B0 FORP=1TO7 tIFE(P)=50 THENE(P)=SSIF(P)=TSIPUT(TS,588)-(T5+9,55+7),BB,PSETIRETUR
BLSENEX TP ! RETURN

15 FORF=1TO7 {IFE(P)=G AND F(P)=H THEN E(P)=50:RETURNELSENEXTF:RETURN

8 COLOR 23LINE(125,152)-(5+T1,81+8),PSETIP$="R"IGOSUET0:PLAYM3S

B0 T1=T1+10%(T1>120)-10x(T1<120):51=51-8%(51<144)

B8 IFS1=144 AND T1=120 THENE=0:NP=NP-1:PS=PS+1:RETURN

W B=1:Ps="T"1GOSUESD

BCOLORY :1LINE(125,152)-(5+4T1,51+48) ,PSET:Z=20~20$COLORZ:LINE(125,152)-(5+T1,81+
BPSET I RETURN

BB=1:Ps="R"ICOSUEPB:P$="T" !COSURYB ! COSUBS15:81=681T1=T8

B FORP=1TO71IFE(P)=S1 AND F(P)=T1 THENE(F)=50:RETURNELSENEXTP:RETURN

B L=C-8:FP$="R"1COSUE?4:G=G+BiP$="L"COSUE?46:GC=G+B:COSUB?4:PLAYNS$!G=C-B:PLAYN4
; G0 THENK=1

B IFH=180THENYY=1

BIFK=1 AND YY=1 THEN7&0

B0 I NH=NM=1 1 Z=20420:FP$="R" {GOSUE96:G=C+8:COSUEF6:G=6G~-B :RETURN
B0=0+1:IF0>7 THEND=1

PIFE(D) =S0THENRETURN

BPs="R": GCOSUE?4

BRLO) =F (D) =102 IFF(0) <10THENF (D)=240

iF$="B" 1 GOTO94
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Dragon continued

745 GOSUBA4D!AY=35!M$="PROJECTOREDESTROYED" {COSUB61010:G0TO765

750 GOSUB40:GOTO765

760 GOSUBAD!AY=35!M$="LASERSEDESTROYED" !GOSUB&1010

765 PLAYHZ2$:AY=40:M8="POLYPS SAFE"+STR$(PS)+"@"+"MISSILESEDESTROYED"+STR$(HD):iGO
SUBS&1010

770 AY=100:M$="PRESS P FOREANDTHER GAME":GOSUB&61010

780 IFPS=0THENM$="KEEF UPR@THE PRACTICE"ELSEIFPS<3 THENM$="BETTER LUCKENEXT TIME"

ELSEIFPE<é THENM$="YOU NEED@MORE PRACTICE"ELSEIFPS=4THENM$="VERY GOOD"ELSEM$="ER
ILLIANT PLAY"

790 AY=130:iGOSUE&61010

800 FORI=1TOZ0000:IFINKEY$<>"F"THENNEXTIAU=1ELSEAU=0D

B10 PHMODE3,S:SCREEN1,0:GOTO200

2000 GOTOD&1100

4999 'GETS

S000 POKEASA?S,0

5001 CLSIPRINT@Z40,"PLEASE WAIT o404

S002 AR$=" "+CHR$(B)+CHR$(P)+CHR$(10)+CHR$(74)

S005 DIMAACS) ,BB(2),CC(12),DD(6),IT(4),KK(Z),LLCZ),MM(2Z) ,NN(2Z),00(2),FF(2),00(2Z)
+sRR(2),TT(2),UU(2),E(7),F(7),VV(2)

5006 ‘9=6=POLYF, 19=5=FPROJ, 26=4=LASER, 20=3=MISS/TY, 33=2Z=HITH FOLY,12=7=CAUGHT
POLYF

5007 DEF FNAT(0)=8xPPOINT(X+2,Y+2Z)+FFOINT(X+4,Y+2Z)

5010 PMODE3,1:PCLSZ:iGOSUBA000:FMODE3,1

5015 NA%="AA"IGOSUBZO0:GOSUBS100:GET(0,0)-(25,7),AR,C

5020 GOSUBS100:GET(D,0)-(%,7),BE,G

5030 GOSUBS100:GET(0,0)-(29,15),CC,G6

5040 GOSUBS100:GET(0,0)-(9,23),DD,GC

5045 GOSUBS100:GET(0,0)-(%,15),I1I1,C

5055 GOSUBS100:GET(0,0)-(947),KK,GC

50460 GOSUBS100:CET(0,0)-(%9,7),LL,0

5045 COSUBS100:GET(0,0)~(9,7),MM,C

5070 GOSUBS100:CET(0,0)-(9,7),NN,G

5075 GOSUBS100:CGET(0,0)-(%9,7),00,06

S080 GOSUBS100:GET(0,0)-(%9,7),FF,C

5085 GOSUBS100:GET(D,0)-(9,7),0Q,06

5086 GOSUBS100:CET(0,0)-(9,7),TT,GIPCLSZIGET(0,0)-(9,7),RR,G

S087 M1$="V10L25004AC" :M2%="V10L25003AECABCABCABC" IM3$="V30L15001FA" iN4$="V15L15
001FO3AB"

S088 MS$="V31L255T25503A" 1M&$="L200;01V31BVZBAVZACGVZOFV146DVI0CEVIC" iN7$="L20001V

31BV30FVZ9DVZBCVZ7EVZSCYZ3FVZICVIPGV1I7EBVLIS;LZ1002D£V1I3CEVLIIFEVIDV7AVSEBVIEVIG”
50949 RETURN

5100 PCLSZ!READI:J=0:K=0

5105 READF : IFF=0THENRE TURN

5110 POKEZH&ADO+K+Jx32,F

5115 K=K+1:!IFK=I THENJ=J+1!K=0

S114 GOTOS105

5170 ‘EEEEXEEX

5125 DATA AA

5130 DATA4,B5,85,85,85, 85,127,85,85, 85,93,85,8%, 117,93,85,213, 117,93,85,213,
85,93,85,85, 85,93,0

%134 ‘BBB - POLYP

5135 DAaTA 2,85,85,93,85,64,85,124,85,124,85,64,85,93,0

5139 ‘CDE - PROJECTOR

5140 DATA4, B85,170,14%,85,B9,105,150,14%9, B8%9,105,121,169,170,170,170,16%, 106,17 |
0,170,146%9,%90,170,170,101, B84,10,85,149,85,14%,1046,85, 85,170,169,85,86,170,170,8

5, 84,89,1%0,85,89,101,101,14%, 89,101,101,149,101,145,105,101, 101,85,85,101,16

9,85%,85,149,0

5144 ‘DDD SIDE SCANMER

%145 DATA 2,85,8%,85,85,85,85, ¢93,85,93,85, 85,85,85,85,85,85,85,85, 117,85,117,
8s,127,85,127,85,117,85,117,85, 8s5,85,85,85,85,85,85,85,93,85,93,0

5149 ‘ITI - LASER

%150 DATA 2,102,85,102,85,166,149,170,149,170,149,170,149, 153,14%9,104,85,89,85, )

#9,8%,89,8%, 106,85%,102,85, 149,149,149,149,0

5159 ‘KKK

%140 DATAZ,85,85,85,85,85,85,93,85,93,0

51449 ‘LLL-EXPLODE

5145 DATA 2,213,213,11%,85,85,85,93,213, 271,85,85,85,119,85,213,213,0

5149 ‘MMM-MISSILE

5170 DATAZ,85,85,85,85,93,85,93,85,119,0

5174 ‘NNN -TYFG

5175 DATAZ,85,85,85,85,221,213,221,213,255,213,255,213,221,213,213,0
S179 ‘000 - PIRATE




5180 DATAZ,85,85,213,213,221,213,250,213,2559,213,221,415,8481, 818,200,040
5184 'PPP - TOF OF PROJ

5189 DaTaz,8%,8%,.8%,85,89,85,87,.8%5,89,85,106,85,1046,85,102,0
5189 000 - WITH POLYP

5190 DATA 2,221,213,127,85,112,85,187 ,80,127,85,6%9,00,73,1
5194 “CAUGHT FPOLYP

519% DATA 2.8%5,8%,93,8%,77,85,124,85,124,8%,64,85,93,0

5999 CINSTRUCTIONS

4000 PCLSZIGCOSUBS0000

0 AY=101H%="COMFUTER ANDBVIDED GCAMES":GOSUB&L1010

000 AY=AN01M3="FRESENT" :COSUEBS1040

ARZD AY=4%1M3="PIRATESRE @ANDE PPOLYPS":GOSUES1010

A0230 AY=1751M%="RY PAT NORRIS":GOSUE&1010

040 AY=140:ME="CONVERTED EYRRON POTKIN":COSUEBS1010

5043 COLORALINECLD,S7)~(296,140) ,PSET,B

A% PHODE3 ,SIPCLS2 :FORI=1TO4:PCOFPYI TO I+ 'IH-IL'I'I':SLZHELNI.;U:F\'l TURN

2N TFAL THENAU=0!RETURNELBECLS!FRINTE2S8," FPRESS I FOR INSTRUCTIONS - AN
Y NTHER KEY TO PLAYY
6095 AS=INKEY$:IFAS=""THENSTI9SELSEIFA%

"IV THENRETURN
A100 CLSIMI="FPLRATES AND FPOLYFS"IGODSUEBARODIHME="BY
RUCTIONS" : GOSUB&T010

6110 FRINT"OBJECTIVE"IPRINTY

FAT NORRIS" (GOSUESAT00:MS="INST

*»T0 STOF PIRATE VESSELS FROM™

8170 FRINTY DESTROYING YOUR BASE AND"IFRINT" STEALING THE SUN POLYPS. IF":FRINT™
ENTH YOUR LASER BASES ARE™IFRINT" HIT THEN THE GaME IS LOST."
S130 PRINT" xWHEN ALL THE SUN POLYPS ARE"IPRINT" COLLECTED OR STOLEN THE GAME

FINISHES . "
6190 PRINT® ¥SCORES ART
51550 GOSUEBARLD
G140 PRINT® =IN ORDER TO COLLECT A FPOLYFS"IPRINT™ OR
™ KADAR SCANNERS AT THE 7O AND"IFRINT" LEFT SIDE OF
LINEDR LI ON THE TARGETS."

SHOWMN AT THE ENDYIFRINT™ OF THE GAME."

DESTROY A FIRATE THE"IFRIN
THE SCREEN HMUST"IPRINT" BE

4170 FRINT™ =TOF SCANNER - USE LEFT/RIGHT ARROMS"™:FPRINT" =xSIDE SCANNER - USE

UP/DOWN ARROKWS"

al75 PRINT" =LEFT LASER use £"," =RIGHT LASER USE H"IFRINT" =FPRDJECTOR
- USE B"

¢1B0 GOSUEBAD1D

170 FRINT" =WHEN A FIRATE LANDS ON A"IFRINT" FOLYFS, IT IS5 CAFTURED AND"IFRINT

" THE PIRATE PROCEEDS TO THE"IPRINT™ TOF OF THE SCREEN. YOU MWILL":PRINT" LDSE TH
EFOLYPS IF IT REACHES" iFRINT" THE TOF."
200 PRINT" =THE FPOLYFS MAY BE SAVED BEY":FRINTY DESTROYING THE PIRATE WITH"IPRI

NT'* LABER FIRE."
&20%5 COSUBSA?1LD

6210 PRINT" =a LASER 1S NOT USEABELE WHEN HIT"{PRINT" =WHHEN THE FROJECTOR IS"
FREINT" LOCKED ONTO A POLYPS, THE"I:PRINT" FOLYFS WILL BE DRAWN INTO":PRINT" THE
FROJECTOR . " IPRINT" *xLASER FIRE HAS ND EFFECT ON FOLYPS."

4270 PRINT® =THE FROJECTOR
G230 FRINT:INFUT"PRESS ENTER
300 RETURN

900 L=LEN(M$):FRINTTAE(1&6-L/2) M3 :RETURN

6910 FRINT:INFUTY"FPRESS <ENTER>";A$ICLS!PRINT!RETURN

000 ML=EM7O00

60200 CH$="012345467BFABCDEFGHTJELHANF RSTUVMXY=x"

0510 DF="EEECEMECEEMEEOEEOMCEECGEGHEGHMGOEGOMMEEMEMMGENGMHMEMMMOEEDENOGHODEDON"
al20 S4="HKNNNNNKDIDDDDEENEKHMWWCDCENKCEHONC CHMVEENL KHMYNNKWEECDGHKNNKNNKENNLEEBY
ENNENHNUNNUNNUKNMMHNEVNNNNN YV Y MM HENMPNNENNNENNNEDDDDDKF CCCCOINDOSOONMMH

ARHHNURENNNNT TRFFNUNNUMMMAAAAAAAYNNVODNKENMEENKKDDDDDDNNNNNNKNNNHHDDNNNRRUNNNHDHN
BNHNEDDD "

40730 DATA ML

60240 DATA 33741F39B6A147814932705EDBE302003EDB3EDIFO110AEOZECALEDAOECALIEDAZECALE
RIECALEDASESBACO0B3409AA47C4203DC304001F01E6463AAFABAFAEAVESASCIAF2711E4B0C12A2
SIADIZIZ2050E1A9270349C20EF312134920C4073D10DAE4Y

0250 DATA 31ABCE073409A56A08041C4033DAE42308E342010AE498ECB183404904848484834049ABE
IEAB4C040585858%8CE0SEDAALF20C30020EDABAS2035045A246C73520ECA4BE02EDA635045A1026F
F7F324A39

60260 TFI(PEEK(MLY=S51)AND(FPEEK(ML+1)=118)THENSLOZBOELSENAS="ML":COSUB20

40270 C=0:FDRI=1TOZ!READASIFORJ=1TOLEN(AS)/2:FOKEML+C,VAL({"&RH"+H1DS$(" . ."+A%,2x),2
NIC=C+1 INEXTJ, T

40280 ADS="""1U=VARFTR(CH$) :GCOSUE&L0Z270:U=VARFTR(D%):GOSUEB&L02?0:U=VARFTR(SS)

0250 ADS=ADS+CHRS (PEEK (U+2) ) +CHR$(PEEK(U+3) ) ERETURN

80797 'FRINT ALFHA GRAFHICS

61010 T=INSTR(MS,"@") IIFI<-0THENX$=MID$(M%,I1+1) IMS$=LEFTS(M%,I-1):GO0SUES10490:M8=X
$1AY=AY+(10-49%(J=1)}1COTO&1010ELSES1040

61035 HWH$=ADS+CHRS (AXIHCHRS (AY)+M4 IDEFUSRD=ML }US=USRO(VARFTR(M5%) ) IRETURN

81040 AX=INT(1&6-LEN(M$))IGOTOA1035

HAS NO EFFECT
TO START™ } A%

ON FIRATES."

DDDDD
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Atari continued

208 POKE $3249,N: M= Ni NIM=NM-1:FOR = 0N HsG:7 " "1 IF H=18 =K~
- Sic J=1 TO 1 Hab: H=18 THEN kK=K-1
.-,_%_,*I‘WLEF 21 SUUND Naudp 8, 15-U0/10: NEXT JzP | 3219 IF H=23 THEN K=K-2
4600 (ak ;};Jf'# . RETURRN 4212 BONUS=BONUS-16@: IF BONUS<N THEN E'-i
u:nﬁ"—-HF'—l I'JFI Nﬁ PORE saong 5¢1 THEN m= | LUS=H
HEH 2omoa WE1IPOKE S3249,N:1F NP=N T | 3215 FOR J=25 TO 220 STEP 2:SOUND N.J.8
i P o= - 15: 8 o 1= - 5427 (N
318 IF =N THEN 1358 CHE 5 'ﬁu;EE’ﬂi?lﬁﬂme S
‘jlli : lr'l::jflhuqﬂm- 1. ':'4-" =F2$:60T0 1556 E2A iﬂllrIl NaNaNsN: SOUND 2,N,NL N2 TF k=l
: A M, i+ 3 eae s bosue cSsMY=4,My—1 =g | [HEN 20160 f
5800 BL=BL+1: IF E;FL UE 9680:60T0 15450 2520 TR NIEN-1:POSTTION H.6:7 * “:P08
N THEN r_HHH-:‘EHHII——q- THEN BC=N: IF BOMUS) I1:.':1.‘1".':_1 :‘:rrlqu‘ri i;:'aFﬁgUFﬂl:*EEK |
) i SO 229,6,15:55 ( SCRN+TS
_i1|. > POSITION E SO POS 40 ) IF ShG= SOUND >, aﬁ
f DUNUS;" %5 =IErVBLLION 12 5 162 UH.RETEIAFHTI-EH Babht
o= 21=STILKCN): IF ST=18 ST=9 NR <T= | 9918 FOR J=1 TOD S:
__ ___be ek 126 19 OR ST=9 R ST= | A2918 FOR J=1 TO SNEXT J:SOUND N.N.NA
31 : -_I--_'., I _57:13 THEH FLET“FCN _._*."._'l_“_! F'IiE E"ZSU;L::'I POKE 54251:123 B=!
TR0, S TN Tertetiines: | SISO L TG f0P ECPT
Ltu-_;&:;Hy __*~11 THEN T——T—-1 TX=TX-4: [F T< 18216 NEXT F:SOUND N.N,N.N:RETURN
L THEN TS=1:TX=Tx+4 0 L1898 FOR J=—14 TO 14 STEP 4:SOUND N
Ili' I-T-L-I‘I‘-'E"_ ._- ! _14T;[:HTE}‘J -E-"‘._'?"—-'i T'T"-Tl‘}_,‘.'IIF .;9 -L!:l_II‘IUJ‘IS:HEIIrT r MK{» SCRN‘*TC‘*'SB*#
—a=s Te e T+4 - 1918 SOUND NoMNLNLN: IF TS<>H OR
g =13 THEN SS=SS+1:Ty=Ty+4:[F oo N RETURN gy
1= THEN S =182 TY=T{= = -t;u FUKE 7A4,N:A=121:FOR J=1 TO 2@:
2 g '."g LEN _ E_7a5,RNDCN 2(255: SOUND N.A.&,15: IF A=l
1,.” A RE LIF‘_: (B4 =33 AND B=N THEN GOSUB “;“:';l‘_i E;;‘ji‘ul:ﬂTU 11118
9% F _T;IE'I 3] ':r‘j F:!H[l F H THEF.‘. II_I."I.IE 11 ..,;J., ."-1 HI: T "-i PEI}(.E .:'3249!’“ S'Jl.m H N H#
||1I. i FALY
il —_— Hﬂ_l"ﬁl—l H_H FIO=M[+1:POKE 764 .,C0LS:SC=90
525 RETURN (02 IF AECAY,MY+3 =138 THEN 11200
25 J=U+13IF 07 THEN (=1 i_llh_l"" AFCMY Y432 =S$: POKE SCRN+TS+55148
() 1_1 IF Exci 0=5G THEN ‘:E{'I iR =5 RETURMN 4?
" ";-:1 = :; Lr‘f! FI | E. || 2 7 Iu W= = = .lln_ "’3 FIIR F.— II-I.I I_'. IF E'P\| T
23 IF FCO) THEM I.- 0=37 *FLCOI=F(0)- 5o F(P =T .Ftr' ITION T::,E‘E';SB "':-E: Wi
."._1_'.' FIESITION Fe D3 ,EC 1) s " v RETURN 11218 NEX T P2 ASCMYLMY+3 )=S$: RETURN
(oA FOSITION T1,51:% » = dope s JE‘II_ v SC=SCHBONUS: GOSUE 38300: 7 #6;"
1=T1+] 1231 *IF T1<19 THEN HIE FINISHED":60TO 38400 -
o1 IF T1:19 THEN T1=T1-1 :=1‘?'f' SOSUe jg‘—"%&*’”d*béﬁm QLR -
-1 ':.'.—."—I+:-IF = - o ':.l‘_: _":_"‘ S oyed": [} gm
H~F'1 I :1'3 Q##tllTi=1;H$EENIElf; : NP=hP ﬂ.: E"E'; L:I.:E-UE ..;Elﬂt.mﬁal bﬂTU% .:j
F NFC=HFPL 4+ :POKE 5325a1,N: 3 - i Projeci :
_wl:,g.n,.. ,*EH:H,;'E%“““E <S1.N:soll | | 3a%0a FOREN TO Z:50UND J. Nl H: POKE
(04 B=1:POSITION T1,51:% w w. = . 5RAPH
| B0 B=N: :ltf?lEtE::I]ll__ji.}}:II’_.I- * RETURN 30205 POKE 1t,e4.Pt:l<E S3774,64:F0R =
o f—'l'rr E T'-":-i'rf'l:H;I'::I'rTJ'qué&” N.N:POKE 53259, Tl J+3:READ R:POKE JLA:NEXT J:RETURN
3500 POSITION H.Rs> o o 30716 7 WG T #6;" score “;SC:7 #6
r ool m.:,+"~’|:*ﬂ’;,*i{'_-"' it DESCIMY44,[1Y+7 )=C¢ 528 T #6;"Pirates blasted Y;MD:7 #6:
! !J:,L‘ﬂp‘l |- I.|rL.r l__:.‘_:ﬁw_i_tj H‘ I_ErEPcE'wtiE‘L'TLf J.L"E;:f #ﬁ'f:,'!:':E,TJ_lE'M
_ T R o ~25:SOUND N, .1 T S s i T -
w;J daMNEx T J2 P = My ) e liske ;tﬂgia' [ g
| ECF =6 AND FF’EEFEH“}'T;@};E‘EFE'F* _g‘;l TO 741 T %65 TO PLAY rccmH"-E?chE’SrbE.
v: HEAT P2SOUND N, LN, N:RETURN 0410 FOR_J=1 TO 10:NEXT J: IF PEEK(SR
| PUKE S3243,N:A$CMY—4,My—1 r=c¢: POSIT 324260 RUN

Runs on a Vic-20 in 3.5K.

J

Converted by Paul Ja

[ Type in

the "load” part of the program.
Save the second part of the program atter the first and
save it as "&POLYPS" in caps without a space.
When using the program. load and run the lirst part
and leave the Play button on the cassette recorder down.
|_ A lot of gibberish will appear on :he screen whn:h Is

the first part of the program and save it before
| running. Make sure you do not alter anything, especially

the machine code to be used in the second part of &
program.

When the second part is loaded, the cursor should §
flashing next to the word "RUN". Press the return butia
and the game will begin.

Do not clear the screen or change the display or &
game will crash. The game runs on a standard Vicd
with a joystick.

B0
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| BON

J.8,
HSEt

o Bl b i o it = S i e

10 POKESE,28:POKES2,28:CLR
i1 PRINT"J? SUN POLYPS FLORT ACROSS THE SCREEN. A BLUE PIRATE SHIP IS”
{2 PRINT"TRYING TO STEAL THEM. YOU HAVE 2 LASER BASES& A PROJECTOR.IF BOTH"

13 PRINT"BASES OR THE PROJECTORARE HIT,THE GAME ENDS,PLACE YOUR LASER SIGHT"
14 PRINT"OVER THE PIRATE & FIRECUSING JOYSTICK).ALSO DO THE SAME TO COLLECT"
15 PRINT"POLYPS. SCORING IS UNUSUAL & YOUR OWN TACTICS FOR"

| 16 PRINT"HIGH SCORES MUST BE  USED.XIWPRESS ANY KEY":GOSUB23

I7 GETRS: IFR$=""THEN1?7

18 PRINT"ISCORES WORK LIKE THIS—"iPRINT-‘FRIHT"BLUE PIRATE HIT-":PRINT |
19 PRINT"NUMBER OF LASER BASES ¥NUMBER OF POLYPS.":PRINT

| 20 PRINT"RED PIRATE HIT-":PRINT:PRINT"DOUBLE RBOVE SCORE":PRINT

21 PRINT"POLYP RESCUED~-":PRINT:PRINT"NUMBER OF PIRATES HIT %NUMBER OF POLYPS"
22 PRINT"XNMNFRESS ANY KEY TO BEGIN":GOSUB23

| 23 CETRS: IFR$=""THENZ23

24 PRINT"PLERSE WRIT":GOTO37

25 FORI=1TO10:GETAS : NEXT : RETURN

| 37 FORI=0T0463:POKE?168+1, PEEK(32768+1) ' NEXT

| 38 FORI=0TO111:READPD: POKE?432+1,PD: NEXT

| 39 POKE36879,13:POKE36878, 7%16
DATAR3,61,246,212,81,132,97,24,255,65.0, 130,40, 105,20,85, 192, 124, 159,23, 69, 18,

DATRS,1,0.3,13,52,16.84,20, 150,235,170, 105,20,0,0, 144,64.,0,192,112,28,4,21.,12

| 63,247
| 60 DATA25S,190,186,40,32,40,40,170,170,190,150, 130,130,231, 129,123,0,0,129,129,2
3

| 40
173,36
50

—

70 DATAR@.0.0.0,12,59,213.148,0,0,0,0,240,140,27,97.,90,0.9,0,0.12,51,222,48,232, 18

4,168
j 82 DRATA16.,16,220,84,20,%52,60,23,142,37,164,9
1 90 PRINT"J" :FORI=1T021 :READMS$ : POKE36879, INT(1/3)+72  PRINT"H LU LD
M "iMs
: m FORDE=1T0300 :NEXTDE, I
FORDE=1T03000 : NEXTDE
11 DARTA"®@ YrVve | rw
(20DATRA"®E B S g (B e gE g8 5Eye
12 DATA"® 4| ad B i8g e
|10 DATR"®=® #| \E g gE 38 wWw
11O DATRA":= @ A FY B ge e qE g1 W
GO DATR"®= ® AR g | gEegE g Ny
| 188 DATR" Y IV - .
I%FHTH" MEH |Bgn 3
EM D'HTH" — Ll o N . ("]
aianﬂm" MEg |mgm "
| 222 DATA" MEeg |mgm
| 232 DATA" MEE NG| W "
|20 DATA" M wNE g ey wvea"
{260 DATA" M1 B g (B g B B g | @ g | WEE"
1270 DATA" %4 Wyqm 3 |8 Y3 Wy wFywe *
20 DATR" S48 JE Q|8 gE{HE YwWe"
290 DATA" F4 M HE G| E HFEE ZNE OV
{300 DATA" @i ® Py |B3F y[Ww o

'I 320 DATA"WBY PAUL JAY.RDAPTED"
| 330 DATR"IMFROM THE SPECTRUM GAME"
240 DATR"®WBY P.MW.NORRIS."

400 PRINT"D"
419 FORI=7966T08175 :RERDOD: POKEI ., O NEXT
429 MTHIBEJIS 141,14, 144,120, 169,82,141,20,3,169,3,141,21,3,88,96, 10,195, 16,64, 1

H
J
!
1 421 ]'JFITFI152 222,173,78,3,201,10.176,9,238,78,3,238,10, 144,76, 116,3, 140, 10, 144,23
| 6.78,3
!




| 422 1R
TR
46 - 23‘91 6. 149; ?81 3, 1421 .'lB

425 DATA
89,5 40,

144, 173, 79,
11}144‘235J?9131299

424 DATAZGc
3,201 > 12:144,76,126,3, 140,

34291;25a1?5;5a239 r9

6.140,7
9;3;142»11;144;1?3;89 3.201,16

425 DAT, 12,144, 23¢, 176,9,238,
3 o n5441?5429J239J3113J1?3 X 39J3,239,5,149,59,3,142 {
426 DATA2Y . 126 <. s : 1’3’291122:293,? 1€a X 2314"1?3r91
44;?6 L:lb?s‘EE,IqIJI3'I44 H¢ '**Hle?ﬂ;iéile,I“ 2
:g? BHTRISI S 169 i e 3}14,149,13,14# 236, 81 / ’ 43:25:231,4
B . K "al X . o ’2 .
1,IE?HTHES‘95*9J9¢a:a,éfé:éfél;#élza-169a191,141 20 » 6J!4BJBI‘3’I42'13’1
300 PRINT "3 gap» 19:0:0.0.132,143, 149, 165 153’234, 141,21, 3
510 PR P CHﬂ'tfgan + 167, 148, 15 d
o INT I o &PBL',‘PSIIC}‘{Rff 9)141‘; 129.1 1#2
520 POKE198, 3: ppye 34) /137,13
230 HEN . 632}

195P0K5633,13?P0KE634-I3

| RERDY,

VIC-20 continued g

@ 1FPEEK(193){>66THENFORI=1T0191 : POKEB27+1, PEEK(7965+1) : NEXT

5 POKE193,66

6 DIMP(?),L(7)

29 CLR:SYSS28: D=8RE:E=847:SN=200: DU=109:GOSUB?008

100 POKE36879, 13: POKE36878, (16#7)0R(PEEK (36878)AND1S) : POKE36869, 255 : SC=0
{10 P=39:SH=40:55=41 :GU=4%:R=10:BL=14:PU=12:BC=BL:C=30720 ' BD=1:Cy=11 :K=10:L0=811
9:PC=0

120 GC=2:DP=0:CP=0: Q=7 :RESTORE :FORI=1T07 :READPCI), LCI) :NEXT :PRINT X"

130 D1=33:D2=34:D3=3%:WH=0:L=0:M=0:B=0

(40 (=7680:K1=37139:K2=37154:¥=10:¥=19: T=32:0=1:U=37137 V=37152

150 DATA7723,7701, 7754, 7745, 7808, 7789, 7841,7833, 7886, 7877, 7937, 7921, 7949, 7943
{60 FORI=8142T08163: R=INTCRND(15%3)+42: POKET,A: POKEI+C. R NEXT

162 POKES121,9:POKEB1214C, 1 POKES140,9: POKES140+C, 1

{65 POKES143,GU: POKER143+4C, 9: POKES162, 6L : POKEB162+4C, 9

170 A=33:FORI=8129T08131:POKE],A:POKEI4C,CY: A=A+1: NEXT

180 A=36:FORI=8151T08153:POKEL, A: POKEI+C, CY: A=A+1: NEXT

1000 IFO=0ANDDP=0THEN10820

{910 GOSUB2000

{620 IFDP=0THENGOSUB3000

1040 M=B:A=INT(RND(1)%3)+0: ONAGOTO1050, 1070, 1080

{050 K=K~0:IFK<OTHENK=Q

1060 GOT01090

1070 K=K+0: IFK>20THENK=20

1080 A=INTCRNDC1)%2)+0:0NAGOTO1090, 1110

1090 L=L+BD: IFL>20THENL=20: BD=-0

1109 IFLCOTHENL=0:BD=0: IFBC=RTHENGOSUR1199

{110 B=22¥L+K:WH=PEEK(G+B)

1120 IFLH=D10RUH=D20RIH=DITHENPOKEG+, T POKEG+E, SH: POKEG+B+C, BC : GOSLB9200: 0TSO

00

1138 IFLH=9THENGC=GC-0

{140 IFUH=PANDBC=BLANDDP=ATHENBC=R: BD=-0:Dli=10: SN=222: D=048 : E=849: GNSLIE7AAA : GOSL
R117

1150 POKEG+M, T:POKEG+M+C,0:POKEG+E, SH: POKEG+C+B, BC

1160 GOSUB4000:CGOTO1000

1178 FORI=0TOQ: IFP(I)=G+BTHENPC=1 :POKEP(I),T:RETURN
1180 NEXT

3:238}11;14‘,?611




(]
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PCPCHY=PCQ) :LCPCY=L(Q) :Q=0-0: IFA=ATHENSRSO
BC=BL :PC=8:RETURN

N=INTC(RNDC1)%Q>+0: IFN=CPANDR<{> 1 THEN200O
IFN=PCTHEN2009

. IFQ=1RANDBC=RTHENRETURN

POKEPCN) , T:PCNI=P(N)=0: IFPCNY=L (NI THENP CNY=P (M) 422

POKEPCMN) , P:POKEPC{N>+C,PU:RETURN

POKEJ, T: J=J422: IFIOLOTHENDP=0 : SC=SC+PH¥0 : GOSUBSARA : GOSUR304D : RETURN
D=5348:E=849 : SN=200: DU=50 : GOSLIE?00@ ' POKE], P POKEJC, OV

RETURN

P(CPY=P(Q) :L(CPY=L L) :0=0-0: IFR=OTHENSDDD

CP=0:RETLURHN

POKEK1,8: POKEK2, 127 : RESTORE : S=PEEK (L)) : S8=( (SAND4)=0) : §1=¢ (SANDE)=2)

S2=( (SAND1£)=0) : F=( (SANDA2)=0) : S=PEEK(Y) : §3=((SAND128)=@) : POKEK2, 255 : POKEK

W=Z2

IFS2THENK=X-0 IFX<OTHENY=0
IFSATHENY=Y~0: IFY<1 THENY=0
IFS1THENY=Y40: IFY>19THENY=19

Z=22%Y+¥

BS IFF=-0THENGOSU/BS000
! POKEG+W, T:PQKEG+2Z, SS: POKEG+C+Z, 0:RETURN

FORI=0T00: IFP(1)=G+ZTHENIFDP=ATHENJ=P (1) : DP=0:CP=1 : RETLIRN
NEXT: IFG+Z<>0+BORGCL=ATHENRETURN
=858 E=846 : DU=40" SN=200 : GOSUE7200 : D=808 : E=847 : GOSUB?00A =018 E=848 : GOSUR?

IFBC=BLTHENSC=SC+GC#¥0: PH=PH+1 : GOTOS050

A SC=SC+GCHO%2 : PH=PH+2:PC=0

COSURE22@: BC=BL :BD=0:L=0:K=10 ' B=0:RETURN

! PRINT " S0DOO0DOODORIOOINMSCORE ;SO RETURN

POKED, DU: POKEBS3, SN: POKEE, SN:RETURN
PRINT"TWWOUR SCORE WARS“.SC
IFSCOHITHENHI=SC

PRINT"STHE HIGHEST IS ";HI
PRINT"aWOULD YOU LIKE ANOTHER GAME"
FORI=1TO10:GETGS : NEXT

3 GETGS: IFGS$=""THENSB20

IFG$="Y"THEN109O
END
HH=36864 : /=36865




The inner workings of a software

d
Software houses have ha
to learn their trade fast.
years ago,

Two gumes

programming companies as
successful as Bug-Byte,
Psion, Quicksilva and Im-
agine were unthinkable.
Now games soitware is big
business and new soltware
houses are appearing all
the lime. We asked on
these, Visions, to tell us ab-
out their operation, se if you

nd away a tape lor €
:dcrntinn. you'll untl::;

and just what processe
::nt 'Inlg# through before it
finds its way into the local
W.H. Smiths.

Visions was set up in West
London last summer by four
people with « background
in dilierent areas ol the
soltware industry: Scan :!m-
‘Bray was prﬂviugﬁlr in-
volved in commercial soft.
ware consultancy; Hq:
Evitts comes from a puh:lu:
relations company which
specialised in :nm!mter
clients; John Burnham is the
production director with a
background in the nudiut in-
dustry and Martin Parmiter
is the financial director.

They pooled their talents
to become Visions and start
producing games for the
home market.

Any software house is ultimately
only as good as its programs so Vi-
sions treat theirs with special care.
The company aims to have six
programmers employed when it gets
into full swing, but like many other
games companies, a lot of the ideas
are sent in by freelance writers.
These are tested and evaluated
quickly. The accompanying informa-

tion is read and the game cassette
loaded on the required machine.
Some games have an initial impact
and the testers take to them straight
away, others only become compul-
sive when they have been played
with for a while.

Any that show promise are looked
at by other members of the Visions’
staff — four people usually test each
game and give their comments, and
they're all keen games players.

As soon as it gets the go-ahead,
the team start working on whether
the game needs tidying up or if there
are a few areas which need improve-
ment. The programmer is contacted
straight away and invited down for a
chat — young programmers are
asked to bring a parent. The sche-
dule of the game is already being

. drawn up, with thought going into a

possible release date, when adverts
would need to be put into magazines
and what sort of artwork will be used
in presenting the cassette.

On meeting the programmer, the
suggested improvements are talked
over and Visions try to discover if he
is capable of doing these himself or
whether he will need help from the
programmers on staff. Does he need
any additional equipment to make
the improvements, are there any
books which might help.

At the end of the meeting, he is
offered a contract. The company
pays 25% royalties but will also pay
an advance if extra work is involved.
Visions' designer asks an artist in

' to look at the game and work on

some ideas for the cassette inlay.
Presentation of the cassette is an
important factor in how it sells so a |
great deal of thought goes into the |
name of the game, the images which |

| appear on the cassette packaging

and how it will be represented i
advertisements.
If the formula is right, the cos
pany can end up with a top-sellin
cassette, finding its way into 1@
15,000 homes.

Visions put great stress on the way
freelance programmer presents hi
games cassette.

The more information they he
the quicker Visions' testing and pmn
duction team can go into action.

Professional presentation can tel
long before the games tester
loads the cassette. One obvious
quirement is to make sure you i
clude your name and address and
phone number if you have one.

Explain what machine your gaz
works for, whether it needs memer
expansion, joysticks or any specis
cartridge to run.

Give its title, a brief write up ¢
what kind of game it is and a s
down on the key controls. Full ig
structions should be included.

Is it written in Basic or Machis
Code and what other machine
might it be possible to transfer th

game to?

Have you sent the game anywhen
else and if so, is it on offer?

Before the tape goes in the posi
check that it loads, try it on me
than one tape machine. Now it's timi
to include some personal details
Give your age if you're still o
school, add a biography of your com
puter experience and (if you think
will help) where the idea for th
game came from. '

Your prize game may still not finé
its way into the shops but now yt
have at least given it every chancel

Computer and Video Games Y
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Presentation on the

Simon Hunt talks colour and sound

The tips on Atari presentation come
courtesy of English Software.

Simon Hunt is the programmer
giving you the benefit of his know-
ledge of the Atari machine. He is
responsible for the jewel in English
Software’s collection, Diamonds.

Diamonds is written in purely
machine code, but Simon has repro-
duced the title sequence in Basic
and uses it to illustrate a number of
techniques which you can adapt to
your own programs.

Variables used in the listing
REGBKGD, REGDIAM. REGEKG2, REGNAME. REG-
TEXT: These define the cddresses of the colour
registers corresponding to the colour of the back-
ground, diomonds. guthor's name, and the other
toxt.

COLBEGD, COLDIAM, COLNAME, COLTEXT: detine
the actual colour value.

LABEL is used to recd some of the Data: | hove
appended labels to the ends of data statements to
show what the data is.

RAMTOF defines the register which points to the top
ol usable memory.

CHBAS defines the register which points
beginning of the character set table.

SETP points to the area of memory 1K below Ramtop:
this is where my new character set will be placed.

to the

SETMEM is the actual value of the firsl memory
location in the new charocter set table

CHAR controls the input of the 44 re-delined charac-
tars

BYTE controls the input of the eight bytes which
deline soch character.

DATA iz used to read in the data values,

I is just a general variable.

DLIST delines the memary location at the start of the
display list.

DLISTP. DLISTP + | define the registers which tell the
Atari where to find the display list.

DELAY is used to control the speed ot which the

colours change.

Figure I: Bit valuesola dsla valus would be
hrll;umn 168421 Aodng
. 1§ Ture
Figure 2 Character set f:f“j;;ws ol
table Graphics Data Scan
Character 0 Mode value Lines
Bytel Setmem 2 T+54° 16
Byte | Setmem +1 _ 112 8
Bytel Setmem+2 2 7 16
Bytad  Setmem +1 112
Byted  Setmem +4 112 1€
Byte5  Setmem +5 | 5 8
Byte 6 Setmem +6 ] g
Byte7 Setmem 47 6 8
Character 1 1 & g
Byte 0 2 112
Byte | 112 16
Byte 2 2 7 I8
*NE The 64 is the partat - 112
the instruction which 112 16
says the lollowing two 2 T 18
bytea deline the stor - 112 ]
address of the display 2 7 [
data. The 7 is the mode 112 B
value. If the first line 2 :]
was o mode 0 line, this Total 192

The success or failure of any prog-
ramme usually depends upon its
“POP”. This stands for Presentation,
Originality and Playability and | be-

SOF TUARE
SENTS

ENGL ISH
PRI

THI

COMPANY

AUTHOR :

ALL

RIGHTS

lieve Presentation is the most impor-
tant consideration of the three. In
this listing below I'll start by show-
ing how the colours are set up be-
tween lines 600 and 720.

Register 708 is colour register O;
register 712 is Colour register 4. The
values of any combination of hue
and luminance can be calculated by
multiplying the hue value by 16 and
adding the luminance level. This
value is them poked directly into the
colour register. So SETCOLOUR
1,4,8, can be replaced by Poke 709,
4"16+8 or Poke 709,72.

Note that in Graphics mode 0 col-
our register 2 (location 710) defines
the colour of the background, but in
graphics modes | and 2, colour reg-
ister 4 (location 712) defines the
background colour.

Since the title page uses modes 0,
| and 2 all at once, registers 2 and 4
have been set to the same colour to
keep the background uniform; regis-
ters 0, 1 and 3 define the colours of
the Text.

Lines 1000 to 1100 load in the char-
acter set.

The Atari's default character set is
stored in 1K of ROM starting at loca-
tion 57344. The register CHBAS (756)
points to the first page of the charac-
ter set data, (a ‘page’ is used to
describe 256 bytes of memory). At
power-up PEEK (756) will return the
value 224 since 224°256=57344. If we
POKE CHBAS with a different page
number (in multiples of four) the
. Atari will use the data in the follow-
| ing 1K of memory to display the char-
| acters.
| Now each character is displayed
as an 8 x 8 grid. Each row of pixels is
defined by one byte of data and
where the bits are set to | in the byte,
the corresponding pixel in the char-
acter will be lit.

4

200 1E

So each character is defined b ot
eight bytes. The first byte is the tp} =coes
row, the last byte is the bottom row | &see
The bit values are shown in fig | —§ & a.
to calculate the value of the byte :zggl;:
add the bit values together. (A ron} 5
with the end bits lit has the valu}
128+1=129). These bytes m
arranged in the character set tab
as shown in figure 2.

Programme lines 1060 to 1090 locd
the character set data into RAM
below Ramtop while line 1100 act
vates the new character set.

Lines 2000 to 2040 load the ti
page data.

The area of RAM used to store thep
data telling the Atari which charasff
ters to display on the screen, is locc}
tion 1536 to 1755. This is part of pagels
six (page six runs from 1536 to 1791
The rest of page six will be used 8
store the display list.

Page six is an area of RAM whic!
is not used by Basic or the npur—:mng
system and so is free to be used b
the programmer. ;

The display list is set up betweesji ZiH=«
3000 and 3090. 39040

It is a list of instructions which telljisee
the Atari the types of graphics modefSaess
lines to use for a screen, and when
the screen data may be found is
memory. 3Ipg

When you execute a GRAPHICSE =
command in Basic, an area at the top .¢
of RAM is cleared and used to storgf ==e=e
the screen data, and a display list S s
generated just below this area &
define which mode lines to use ia
displaying the data. GRAPHICS I|&
produces a display list that defines
24 mode, 0 lines. GRAPHICS | pro i
duces a display list which defines &
mode | lines than 4 modes 0 lines i
the text window.

By choosing the right instructions
we can write our own display list to
create whatever pattern of mode
lines we require, remembering that
the size of the screen must never
exceed 24 mode 0 lines of 12 mode 28}
lines, or the equivalent.

A 'SCAN' line is the name given &
a line 1 pixel high. So a mode 0 line
is eight scan lines high; a mode &
line is 16 scan lines high. Thus the
maximum number of scan lines in allis
display is 24'8=192. My Display
is structured as shown in figure 3.
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Y REM
B FEN —= TEXT DATA —-

5 REN

[ DATH 31.22. 1‘3-3- 19.26,21 .24 « 38,
B ﬁﬁ.a@.s 4 | bt
- 1727, » s

J ]5-3@-15. + 31,30 23 gﬁt e et

DHTR ’53-2‘51 2194, 199,200,195, 196,
1!-1‘3?- 96,201 .,282,196,197., EB]..“_‘BI.E

b DATA 202,202,0, 197,202,204, 197,
S T T A IR 2 e g

AT 8,197 ,202,9,197,197,1
-15?-% e 2 T 2050 19T A2

paTh 155.153.1*31.:95.19*.&.153.193
W -154;153.194.9.:93.195.193.9.:

890000 21632431 12242723, +35,0,54.,8

R R e
m,a.e.a.a iy

an IE.'24 . - - El ' >
029,19 .m.z_.ﬁi&,z?,zf SAER L0

¥ m;ﬂla-ﬂ-lﬁﬂa.a.sa,m.m.zs.u.zz.

aTA 3h|.9:2'3-ﬂt4-..:ﬂ 33,£3-18:19,2
ié;-ﬁ 219,730,43,8,8 5

g == CHARACTER SET DATA —
et 0,0 ,0,0,0,0,0,1

Hia mﬂ\ 32.!1.?.32.3;'5,8;&;3-?
TR zl?lziaiﬁrarnrer;‘

R DATH 34-11?!'3445.9;&.&.&.?

IS (6TR 9,8,0.0,32.112,32.0,%

: TG 22:112,32,0,32:112,32.0."
K mm 21?-2:3.334112.32.3.:1

i n,:;“ 34,119,34,0,32,112,32,0.%

I8 DT 9,0,0,0.2.7.2.0.%

WDATA 32,112,72,0,2,7.2.0,%

M DATA 2.7.2,0:2.72.0.%

5 DATE 34,119.34.0,2.7.2,8.%

b DATH 9,8,0,8,34,119,34,8,4

5 mTﬁ 33-:12:32:&134‘!!9'34;5;.'.
o DATH 24?1—'5#*-3‘:11'3:3*-3;3

5 aﬂ-‘l 34,119,34,0,34,119,34,8,Y

R DHTA 56,40, 108, 109,69,254,199,0,

B DaTR 124.239,192,192,192,279,124,9

B IR 252.110,102.102,102.110,252,0

BINTE 254,224,192,292,192,224,254,0
(ORTH 294,224, 192,252,192, 192,192.0
ATR 124.238,192,206,199,238,126.0
R0AT 196, 190,198, 254.229, 199, 198,8

LORTH £0,24,24,24.24,24.60.,0,

LN -

BUATA 192,192, 192,192,192,224,294.,0

DRTA
DATA
aTa
maTa
DETH
=TR
DATH

198,238,254,214,.214,193,193.8
230230, 296,214, 222 : 2006 . 206 .0
124,233,198,198, 198,233, 124.0
252.238.198,252.192,192,192.8
252,273, 198,252,249,229, 206 .8
124,:238,192,124,6,238.,124.,8.
126,60,24.29,24:24,24.0,
198,193,193,198, 198,233, 124,08
A 139,198,658, 108, 108,.48,56.0.
198,198,198,214.,214.274.108.0
182,102, 102,68,24,24:24.8,
Bl 24 ,24,0,29,24,0,
B3,68,153, 161,161 ,153,66.68.,
24,56 ,24,20,24,24,60,0,
124,238,199,126,6,238,124.0,
124,238,198,124,198,230.124.0
124,273,6,28.,6,238,124,0,

56, 108,56,112,222,204,118.8,
192, 182, 102.0,8,0,8.0,

oY
M
T0a72

M
T
+0
20875
o=

0TS
rl:
o

002

DEM e +
28 REN rix DIANONDS TITLE DI"*F'LFW' TE3
REM T2 HORFTED TO BRSIC BY ot
REN 1% SIFOH BUNT B
RER Irtrerrntir et rrir
REN
GRAPHICS 121REM BLANK OUT SCREEM
REM
B REN ..,
Y RE?
3 BEM ==
pEr
REGEKGD=712: COLBKGD=224
REGDIAMN=T11:1COLDIoN=70
REGEVGZ=710
REGHOME =783 COLMGME=21 =
EED REGTEXT=TOB:COLTENT=22
£79 REM
5w FOME REGEKGD .COLEXGD
£90 POME RESBEKEZ,COLBKGD
T8 FOKE REGHATE .COLNE
Ti® FOME RESDIAMN.COLDIAR

rErI T T Tt e

FE AR R R R R E SSRGS R EEEE

SET UF COLOUES

T2 POKE REGTEXT.COLTEXT

970 REM

Eﬁn'E'n‘lll'lfl'flllllliirl llllllll -
w0 REN

1060 REM -—- LOAD CHARACTER SET —-
1818 REM

1920 DIN LABELS 24 MRESTORE 30928
1070 RAMTOE=108: CHERS=75

1840 SETP=PEEK( RANTOR )—4
SETMEN=SETPI256

FOR CHAR=8 TO 43:FOR BYTE=@ TO 7
READ [QTA

PME SETMEM+CHARTO+EYTE ,DATA
HEXT BYTE:READ LABELS:MEXT CHEFR
POKE CHBRS.SETP

RET
REN
FEW
REM === LOAD DATA INTO PRGE & -——
REN

d RESTORE 223010

FOR I=@ TO 219:READ DATA

40 POKE 1536+1.0ATATNEXT I

Loea

BB R R R SRR R R EE R e e

F'-E!"' -—— SET UP DISPLARY LIST —-

,,-r_,-;,'.':-s 1 T=1535+

g SeorOLlS I5+220

RESTORE 3z0wd: [=9

0 READ LABEL§:1F LABEL #] ¥ =" T
H POXKE DLIST+I LHI.fLFEELl,){rl!-Ll =
060 IF LABELS<>"-END* THEH 3858

] RER

2099 POFE DLISTP.Z201POKE DLISTRP+1.6
7189 REN

2119 REM - DISPLAY LIST DATA —

7120 PEN

2080 DATA L12.112.112
218 DATR
1228 DATA
2378 aTA
2243 DATA
1250 DATA
1260 DATA
2Z2Te ata 7
209 DRTH 1
200 DATH 7
308 DATA 1
218 DATA 7
320 DATA |
I8 DATa 2
1340 DATA £S5,
58 DATe £
a8 REN
-.*Jlﬁm!Illlllllli
TS REN

divsd REM —— CYCLE THE COLOURS —
A2 19 REN
4% FOR [=] TD 3D

4768 COLDIAN=COLD]IAM+1E

-=f.~':':§_' IF COLDIAM>2SE THEN COLDIAN=COLDTGN
4730 POKE REGDIAN.COLDIAN

4730 FOR DELOY=1 TD 4:WEXT DELAY

47480 HELT |

$350 COLTEXT=COLTEXT+16

J‘i:l.'; IF COLTENT 256 THEN COLTEXT=COLTEYT

4378 POKE REGTEXT,COLTEXT
4289 607D g2

»=SKIP 24 SCAN LNS
71,8,6,-LMS NODE =

112.~5KIF 8 SCAN LINES
7.~TODE 2 LINE

112,112,-SKEIP 16 SCAN LIMES
E.E.6,6.~4 MODE | LIMES
IIE;IIEJ-SKIP 16 SCAN LIMNES

=M0ODE 2 LINE

2,-SKIF 8 SCAN LINES

@ LINE

20:6,,=JUMF START OF DLIST

12
ie ~SKIP 8 SCAN LINES
1

T REN

nes 3040 to 3060 load the display
fitta into page six and line 3090
Bihe Atari to start using this list.
o gddress in the Atari's memory
fined by two bytes — the first is
Wn as the least significant byte
fland the second the most signi-
it byte (MSB). The address is
lated by multiplying the MSB
@6 and adding the LSB.

! lirsl three bytes of the display
2 24 scan lines to be skip-
l.'iuimes the top border of the
. The next byte says to use a

mode 2 line and that the next two
bytes give the start address of the
screen data. These bytes point to
location 1536: 0 (LSB) =6 (MSB)"256.
So the first 20 bytes of page six are
displayed in mode 2 at the top of the
screen.

The next byte says skip eight scan
lines — this leaves a gap between
the mode 2 lines. The next byte says
use a mode 2 line, so the second 20
bytes of page six are displayed on
this line.

The last three bytes of the display

list tell the Atari to jump to the be-
ginning of the display list again. The
first of these bytes is the jump com-
mand; the other two bytes give the
start address of the Display List.
Lines 4000 to 4380 of the listing
alter the colours of the text, and
gives a sparkling effect to the Di-
amonds. The hue is changed by the
luminance level is kept the same;
this is achieved by adding 16 to the
previous colour value lines 4310 and
4360 make sure the value to be

POKED is within the range 0-255.
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An adventure

| set on a spacecraf
soaring between star syste
By Keith Campbe

"RUNS ON A DRAGON IN 32K.

— i ——

" THE YESFOZIAM AFFAIE" PRINT PRIWNT :PRINT" H l',l.'l!"”:'

] CLS:PRINT FRINT :PRIMT ;
UTER & YIDEQ GAMES" PRINT ADYENTURE BY" PRINT" KEITH CRAMPBELL RAND TEFrﬁ|.
PERTT" :FORI=ATO2880  HEXT |
CLS:PRINT"YOU PLAY THE FOLE OF D TAAH SCIENTIFIC OFFICER REOARD THE I;'FIF.":
ESHIFP YESFOZIAN." |?
PRINT"VOUR ¢PRIVATE » MISSION IS TO OBLITERATE THE BLOODLINE TGRS

HLL THE INFORMATION “OU HEED TO DD THIS IS AVAILAELEWITHIN THE GAME!"
4 PRIHT:PRINT" USE 1-WORD OF 2-WORD COMPAMNDS" :PRINT -PRINT® GODOD LUCK - D'TA

AH" FOR1=0TO20060  HE“T

5 CLERRSQE

180 DIMLSC 14 5, 1% 140, E%d 14 D 140, 0FC 123 POLIED,CCIE2)  HESL 11 2. 0% 4 ), VELE D

28 FORI=ATO14 READLSC T 4, L 1% 1 E%: ] D% 1 2 HEXT FORI=BTOlS2:RERDOSC I >, PCI >, CC1 3:N)

EXAT - FORI=GTO1l1l -FEARDME®: 1 ): HE ]

58 PH=1 :CT=8:IM=—-1 :PVY=6 =142 . PF=£00 . CD=2 . ATs="A THOUGHT IS FRAMED IH YOUR MIND
ST=1:FPl=999.5F=]

&8 WYSE="THEDROL IFLOOEXAOPEUNLLOC CLONEARREMINERARIFREKILSLE®"

v WGE="PORSTAFORAF TUP DOWOUTEBUHSHUNOREASHWESBULDOLCRAYES®

28 WDS="FSFAUDOBTHEWMLRECY"

S UNS="SHUDEYPOLCEARSESFHCOMCYLTONEEZGRAMACBESOG 162002004 KEYROCDISFILDODEUTAR

CCRELINGHE"™

15 DR >="COMPUTER & YIDED CAMES"™ Q% 2»="WELCOMES YOI T0O" Q%32 >="THE SEYENTH EMP

IFE ROYENTURE™

1838 [FPH=SANDFL=9THENRT=SELZE [FFNMH< *STHENRT=8

L=

191 1FFC 7 o=S90R PO & =33 {HDLCC & » F O THEMSF =8
182 IFFY=3AHDFL 2 »=93THEHP{ 2 =4
1652 I FPH=ZAMNHDC. B =4 RH0DCT 4 5 STHENGOSUIEZSE2E88 : GOTOS08SA

104 CT=CT+1 IFCL&I=2AHDF. & »=3THENLY & )=4 PF=FF+2000 0%( 3 »="HEW FUEL LORDED" :0%{6)
"METAL CONTHIHER" '
195 IFST=1THENJE=JE+]  IFJE>Z4 THENIJE=JE~25 : PY=PV+IM: CLS: IFPY=CD THENST=2:PF=FF-10

8 PREINT*VESPUOZIAN INH " ;NES(PY ;" ORBIT" PLAY"L4A04YZ1APTSAFTSLIAN "ELSEPRINT "VESPD

21AH PASSINHG " .NBSCPY ) . FLAYV"L404YVY31RAFTSRF7SL3AN"

186 IFRT=STHENFC 91299 P 10 ' =EELSE IFPH=SANDRT=BTHENF( 2 )=%: P 10 =%

187 IFCT2208THENHCT=]1 : CY¥=CY%+1

108 IFCD=PY THEMST=Z

1603 IFST=2THEHODS="0OREITIHNG"ELSEODS="BERARINHG ON"

112 IFPH=9ANDCC 4 »< *4THENGODSUB2S5200 GOTDE0G12

126 IFPY=ZANDFPH=4RNHDPC 12 )=93THENF 12 =4

125 IFF 2 =213THEHRPL 2 =88 Fl=L" 0% 3 »="POLYFS YAHISH IHTO THE ROCKS"

126 1FCYOPI4+19 THENPC 18 )=13:Pl=CY

129 1IFFP4 1 »=PH AHDC PH=20RPH=13 JAHDI P 182 1 Z0RFC & 3 12 3THENRS. 2 »="SHITCH STHRRTS M

OTOR. DRILL" Q% 4 »="ENGRGES AMD SFERAYS DUST!!

1280 1FFC 12 =] 2ANDPY 1 >=13AHDF. 6 =1 32AHDLL 6 =Z2THENFY 1% >=82:0%( 6 »="FUEL CONMTRINER":C

s DR 3 0=V"SHITCH STRARTS MOTOR, DRILL" (0@ 4 )="ENGHGES AHD FILLSE CONTARINER"
135 IFFC 17 »=53THENLCE 2 =3

140 IFCC 4o SHHDC PH=10RPH=a0RFH=T0FFHN=18 ) THEHIG=1G+1ELZSE 1 =0

145 IFI1G BTHEMNF: 18 y=PH: IFIG="THENGOSUERZS200 : GOTOSGHTA

146 IFFP< 10 =FN THEHIFRHND: & '=2THEH:%: 1 '="EYEF GCET THE FEELING . . T™
158 IFFC4 »C FH AHDEC 4 3C >SBANDFC 4 »< >SSANDFPC 4 7< > 1 1ANDFC 4 3< >A6THENF( 4 »=83 : Q8 1 »="ST
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2 Seventh Empire
minated by the Blood-
Ine race, a tyrannical reg-
me headed by hereditary
tones. They alone control
e ‘greenhouse
anets, those rich in stel-
B energy — energy espe-

re bally useful for interstellar
vell And interstellar

1ft ol means power.
Bloodline Scientists

NS W developed a theory

bt "greenhouse effect”
panels are created by
folyps” — small organ-
ins that are the nomads
space, The theory holds
fet if a new generation of

o yps form on a dead
F_’ net, their activity turns
K i over a period of time,
| 0 a greenhouse effect
4 gnet. The time scale for
i process is estimated
E 820 years.
= The Bloodline Empire

we therefore chartered a
gace exploration vessel,
8 Vespozian, skippered
h Captain Bezel from the
e Empire, to investi-
e the Funus solar sys-
N 10 test their theories.
Un board The Vespozian
U'taan, a female human
Intist, charged with the
- ponsibility of conduct-
i B this investigation.
jldan is ambitious, and
d risk a lot to gain
ol of a source of stel-
gnergy.
mowever, 10 do this, she
puld need to break free
Bm the influence of the
padline

M

D

r.r

Empire, by
a pierating the Bloodline
- igale currently sta-

P ped in the Funus Sys-

and to which the

Bnario

M
jen and Bulgen.

Mlission

o
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is |

effect’ |

D'Taan felt sure someone was watching her

Vespozian is now return-
ing at the end of its
voyage.

Nearing the end of its
journey, Vespozian is low
on fuel. Each change of
course uses 100 picaroth
of fuel, and Vespozian's
only weapon, a laser can-
non, uses a massive 1000
Picaroth each time it is
fired.

D’'taan is uneasy. She is
convinced that there is a
Bloodline spy aboard.

In “The Vespozian
Affair’’, you become the
cautious D'taan.

To play this Adventure,
enter 1-word or 2-word
commands when promp-
ted by “WHAT NOW?".
Bear in mind that to move
to a different location you
must always use the verb
“GO" followed by a direc-
tion or location. And be
careful — | think you're
being followed . . .

SEVENTH EMPIRE
ADVENTURE NOTES

pard the Vespozian heading through the Funus system
Q0into orbit around Gyrates, and there to dock with the
diine Stargate, also in orbit aound Gyrates. As the
he Starts, the Vespozian is between the orbits of Great

pobliterate the Stargate using the Vespozian's laser
gpon. As D'taan, you must do this covertly, avoiding
Rition by the Bloodline spy Grakta, and without the
Medge or help from Captain Bezel.

3. Game Description
This follows the usual Adventure format, but breaks out

this mode for control of the ship, and view of the naviga-
tional details.

3.1 Navigational Details

These are reported on a screen in the Navigation Room.
The screen is not visible from “Adventure” mode, but a
“LOOK AROUND" clue mentions the screen. “LOOK
SCREEN" will display it. Details given are:—
CLONE-YEAR ZONETIME
CURRENT BEARING OR ORBIT OF VESPOZIAN
ETA AT BEARING (IN ZONETIME)
FUEL LEVEL (IN PICAROTH)
LASER OPEARTIVE OR INOPERATIVE
@ Note that 1 clone-year = 200 Zonetime. 1 Zonetimes =
1 player's command.

At start, the fuel level is 600 picaroth. Picaroth is the
energy unit, and usable as follows:—
To change ship's course — 100pR
To freeze crew cryogenically — 10pR/Clone-year
To fire laser — 1000pR

3.2 Control of Vespozian

Normally from Bridge, where LOOK AROUND clue says
“Button marked Thought Control”. Pressing button is
impossible, as player is restrained by Machen, the pilot.

A metal lined gangway near the door of the suit room,
reveals via “LOOK ARQOUND" a hidden bulkhead which
can then be entered. It contains a duplicate control. No
button is visible, so the player must deduce there is a
button from his look at the Bridge. Pressing the button
puts the game in “control mode” eg:

A THOUGHT IS FRAMED IN YOUR MIND
HEADING, CRYOGEN, LASER or END?

To change the ship’s direction, a touch of the "H" key
will cause the current location and heading to be display-
ed, and a request for new destination.

The reply is validated against known planets and stars,
and against the current fuel level. If OK, the course
correction is applied and confirmed, and the fuel de-
creased by 100pR.

As the ship passes each planet, between moves, the
screen is cleared and:

“VESPOZIAN PASSING say ROTH"




']I?B IFPC 10 )=1ANDPH=1ANDK 1=14THENGOSLIBE3S30@ : GOTDE20288

.

o

DHAG[HJLLWﬂHNUEU

..I- I-;"-;___'; T = - M e = =

= L.. = n.l:.-—'-——.-.ﬂ

RANGE FEELING . "ELSEIFP(S* >PN HHDP(SJ{JEEHHﬂP(u?{zEBHHDP(5}{}11HNDPfU)<}EETHE

HFES?'EE'ﬂlﬂl}‘"UDD - L THOUGHT . "

160 IFCC33=2ANDPC 17> <5 SSANDPC L7 ) <> S9THENPC 17 )=88: Q8 1 3="FUNNY - SOMETHING'S

GONE . .":CC17)=3

.ﬂ 175 IFPN=60RPN=70ORPHN=1B0RPHN=1THENIFRNDC( 3 »=2THENPC 1@ >=FPN ELSEP( 10)>=88

| 180 IFPC17 >=SSANDPN <> 11ANDPN <>10RNDCC17) > 2 THENGOSUB3S390:G0TOc01008

185 IFC(@>=3ANDPN <> 1ANDPH <> Z2THENGOSUB33300:GOTO0S0118

208 FORI=1TOLENCESCFPN)>

210 IFMIDSCESCPN), 1,1 )="P"THENEXS=EXS$+"PORT."

220 IFMIDSCESC(PN), 1,1 )="S"THENEXS=EXS$+"5’ BOARD, "

2390 IFMIDSCESCPN), 1,1 )="F"THENEXS=EXS+"FOR"'D, "
IFMIDSCESCPN), 1,1 ="A"THENEXS=EXS$+"AFT. "
IFMIDSCESCPN), [, 1 0="U"THENEXS=EXS+"UP, "
IFMIDSCESCFHN>, 1,1 )0="D"THENEXS$=EX$+"DOWN, "
IFMIDSCESCFN), 1,1 )0="D"THENEXS=EXS+"0UT. "

NEXT

11=0:v${ 11 )="VISIBLE: " :FORI=BTO18:IFPC ] »=PN THENOSS=08< | JELSENEXT : GOTO338
IFLENCVYSC I1 D O+LENCOSS ? < Z9THENVSC 1] d=Ve( 11 »+0Ss+", " :0Se=""ELSEII=]1+1 :G01

NEXT
CLS:PRINT“I AM ";LSC(PN:PRINTLISCPN) PRINTSTRINGSC 32,131 ); : IFLENCEXS)> >

'F*ﬁ'HPRINT"ExlTa: " EXS
] 340 IFLENCVS(B)) > STHENPRINTYSCO >

| 405 IFA2S="INV" THEN4ODBELSE IFAZ%="WAI "THENSQORELSEIFC2%="QUI"THENE1S0ELSEI]
| "HEL" THENGOORELSE IFAZ$="SLE" THEN]1 2020

FORI=1TOS: IFVSCI > <> "“"THENPRINTVSC] 2

NEXT
PRINTSTRINGSC 32, 131 ); : IFAS{> " "THENPRINT "~—~=2¥0U SRID " ;A%

PRINT :FORI=1TO4: IFQSC I )< >""THENPRINTQSC I >

NEXT
PRINT : PRINT"=——==>WHAT NOW";

PL=PH:FORI=BTO4 V& ] d="" G®C I y="" NEXT :A1E="" . A2S=""  A3H=""A4S=""  EXg=""1]

400 IFLENCAS) < 3THEN4OOOBELSERZS=LEFTS(AS, 3D

410 J=0 .FORI=1TOLENCAS): IFMIDSCAS, 1,1 =" " THENJ=]

B A3%,3)
1 430 IFALS="GO"0ORA2S="GET" THEN1 200

SEK1=( J~1 )»3+1

| 458 AS=LNS : YS$=R4%  GOSUEZ5088

] 460 IFJ=0THENGSC 2 )="WHAT 1S A “"+A3%+"7" :GOTOD100

4780 K2=( J-1 »/3
499 ONK1 GOTOZ000, 3000, 7008, 8000, 50060 , 5008, 10002, 11900, 12600, 13000, 14000, 15€¢

=~ | 000, 16000, 17000

1 3 GOSUE3S000 : IF J=0THEN4801BELSEPN=YALL MIDSCDSCPN », C J-1 3%2+1, 2 ) ) : GOTO40028

| 2009 1FK2=19THEN4BB3BELSEIFKZ > 18THEN49O70ELSE IFPC K2 )=5STHEN4R040EL SE IFP(K2

H THEN40OSOELSEIFCE K2 i==2THEN4O0B0ELSE IFCC K2 »==1 THEN4@REBELSE IFPC 9 »=PN THENS
2010 IF(KZ2=70RCKZ2=6ANDCC 6 =2 ) ANDPCE » <> SSTHENOSC 2 >="TOO HOT TO HANDLE" : GOTE
ELSEIFIN > 3THENGSC 2)="1 AM OVERLOADED ALREADY!" GOTO10BELSEIN=IN+1 :P(KZ =35
040920

000 1FKZ > 18THEN4887RELSELIFPCKZ D STHEM4007RELSEIFK2=1AHDC PN <> SANDFPN §
3 )THENGOSUE3S308 GOTOSO0EBELSEIN=IN-1 IFPH=I4THEHF‘F¢J=5b Q% 2 »="SLIPPED IT |
R PILLOW"ELSEPCKZ »=FN

3019 GOTO40820
4000 Q®C1 »="1 AM CARRYING " IFIN=GTHENGS( 2 )="NOTHING" GOTO120ELSEJ=1 : FORI

49010 IFPC 1 »=SSTHEMIFLENC G J 2 »+LENC O%C [ ) ) >29THEN=J+1 | IF I=STHENI=18: NEXT GO
ELSEGOTO481BELSEQSC J y=0%C.J >+0%C 1 »+",

] 4020 NEXT  GOTO106

S008 CTeCT+15: IFST=1THENJE=JE+15
S210 COoTOo40820 _
SOO0 08 2 v="ALWNAYS LOOK AROUND AND" Q% 3 i="EXRMINE THINGS. TRY WORDS "™ : % 4

E INSERT, LIFT, MWAIT . ." GOTDl0G

_ -
=] - i & i (e TR T

- s e T g e g N i il i - -
SR A e - e S
- cailae ) ez

.

| 4280 NEXT: IFJ=0THEN4011PELSERIS=LEF TS(AS, J-1 ) ASS=RIGHT® A%, LENC A% »-J > : R4s=LEl

] 440 ¥He=LVS : VE=A2$: GOSURIT00D : IFJ=0THENGS( 2 >="1 DON’'T KNOW HOW TO "+A1S GOTO19S

1000 KE=LL% YE=FA4% : GOSUB3S008  IF J=8THEN420 1 DEL SEXS=ESC PN : Y$=M1D$( WD, ¢ J-1)/3

"‘m‘n"‘m‘nj:mtg'*“"‘nh-qtpq,ifj'




= =

b iS

cOORPHL »14THEN4QRORELSERSC 2 »="HOTHI!I

WAS STILL THERE!™
T8
THEHER 1BELSEIFPH=YTHEHQOS

IBELSEIFPH=10RNDLEN. ESC 18 ) ) THEHE S

| ANMD HIDDEN BULKHEAD" :GOTOl20
IAHDES. 9 ="S"THEHES{ 9 »=" "
E DATA OH SCREEN" GOTO100
iEH LT B )= I THENGISC 2 =" I HHEF
g a4 THEHE 3 | HHER miml-

HEH4IBZBELSELFKZ=]1 THEMIFF 1

LIHDRII =1 CUTTER" - gk T =1 B FEE
EFH=1 >AHDEZ=22 THEHLS. 2 )="5 1 LN Hlk
INDK 2> 1 1 THENIFPC K2 )< >SSTHEN4907EL St

OHHDFH=14 THEHOS = LUK S TRANGE
IAHDFH=THEH4S2808

SPECIAL."

HUS-* :GOTD1e8

i El wia [I_.FI.";'l-L ';.-!'1:'-""

{BEL -BLOODLINE-":GOTO100
IBOOBELSELFFN |G THEH48G=0E|
THEHRSL 2 »="ALRFERD: IFEH

=S 12 =S 18 »+" R’ JOTD4EE
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qd4q | - ( GREENHOUSE EFFECT )" - PRINTNES(4);" - CINMABITED )"
-~¢]5$gigtgsrurun-<5> PRINTHESCE)," — CICY WRASTE )" :PRINTNBS(7)," - (LUMP OF ROCK)":{
3 ol
15250 PRINT"~CAPTRIN’S LOG-":PRINT"BEARING TO DOCK WITH BLOODLIME" PRINT"STHRGH
“ e IN GYRATES ORBIT.":PRINT"MISSION ACCOMPLISHED - D’ TAAN'S":PRINT"EXPERIMENTS CO
~ INFIFM POLYP" :PRINT"THEORY. PITY BLOODLIME WILL":PRINT"BENEFIT!" '
|15300 PRINT“GLAD TO GET SHOT OF THIS" :PRINT"CREW! SUSPECT GRAKTA 1S" PRINT"ELOOD
|LINE SPY. MACHEN, " :PRINT"THE TIAITHEN LIZARD GIVES ME" PRINT"THE CREEPS. CAN'T &
JET RID OF":PRINT"HIM - ONLY PILOT ABOARD!": GOTO15500
"~ |15409 PRINT"~BLOODL INE~" :PRINT"TYRANNICAL EMPIRE KEEPING®: PRINT"CONTROL OF ENERG
| SUPPLIES® : PRINT“FROM GREENHOUSE PLANETS ~*:PRINT"ON WHICH INTERSTELLAR TRAVEL
"PRINT"DEPENDS. " :PRINT"STARGATE IN FUNUS SYSTEM"
" 15410 PRINT"CAN SUMMONS CRUISERS TO":PRINT"GUELL REBELS." GOTO155090
15500 FORJ=GTO?:PLAY"0SL10OF#" :FORI=BTD1008 : NEXT ' NEXT : (8 2)="Y0U REMOYE THE DISE
- " GOTO190
16000 1FK2< >22THENSDD20 ,
1160190 IFPN=7THENIFPC 10 )=7 THENGOGOBEL SEQSC 2 y="MACHEN, THE LIZARD PILOT" 0% 3 ) ="
ISTRAINS YOU" :GOTO100
16029 IFPN< >12THEN16€480EL SE IFPF=0THENGOO2BEL SEGOSUBSZS 100
]16030 PRINT"HEADING, CRYOGEN, LASER, OR END" |
116040 PLAY"0SL2SSY31F" :28=INKEYS : IFZ8="H"THEN16100ELSE IF2%="C" THEN16200EL SE [F2$
“L"THEM16300ELSE IFZ8="E " THEN4OD2OEL SE 16040
1161090 J=9:GOSUB3S180:PRINT"CURRENTLY ";0DS;": ";NBSCCD): INPUT"NEW DESTINATION®
A% FORI=BTO11 : IFAAS=NESC 1 JTHENI=1
116105 NEXT: IFJ=@THENPRINT :PRINTAAS; " NOT ONM DATABASE" :FORI=0TOZ000 NEXT : GOTOL6
1C
|16110 IFJ=CD THEM1682GELSEIFJ >PY THENJM=1ELSEJM=-1
16120 ST=1:JE=0:CO=J: PF=PF-100:FPRINT :PRINT"COURSE CORRECTION APPLIED":PRINT"NEk
“ IBEARING: " ;NBSCCD>:PRINT"FUEL : “,PF; " PICARDTH" GOSUB35200  IFPF <1 THENGDO
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'__J 16320 PRINT"TRARGETED ON “;AAS: PRINT“POMER LOADING . .":FORI=8TOS000:NEXT . IFPF
OOTHENPRINT "FUEL DEFICIENCY"ELSEIFJ=PY ORCFAAS="STARGATE "ANDPY=2 )THEN16330EL SEF
C INTAAS " OUT OF RANGE" )
s 'ﬁ 16325 PRINT"COMPUTER OVERRIDE":PRINT"% OPERATION ABORTED #":GOSUB35200 GOTO16E
5 12 16330 GOSUB25300: FORI=0T010:NEXT : GOSUB39300  FOR1=0T010: NEXT : GOSUB33300 : FOR1=0l
: 9 HEXT - IFAAS< > "STARGATE " THENEODIVEL SEC0040
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| 16440 NEXT: IFJ=DTHENPRINTRAAS; " NOT ON DRTABASE" GOSUB35200: GUTD100
16450 IFJ<>PY THENPRINTAAS; " OUT OF RANGE" :GOSUE3S208:GOTO160 3
| 16550 IFST=1THENPRINT"VESPOZIAN NOT IN “,AAS;" OREIT":FRINT"¥ OPERATION BORTE
| " GOSUB3S200: GOTO100
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| GDSUB35200 GOTO188 |
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VANISH INTO ROCKS®
The Spectrum version of The - 126 IF CY>PI+19 THEN LET
Vespozian Affair will aute RUN —?‘ﬂ-'ﬂ‘ L =14: LET PI=CY T
from line 7000. It can be stopped at ‘ Al 129 IF P(2 PN AND (PN=S 0§
any time by use of the BREAK key e ¥ 14> AND CPC19)<>14 OR FC7
and to resave use SAVE “ADVEN- g JHEN. LET SN0 5w SHITCH S8
TURE"™ line 7000. g _ﬁ.’ B, & b 5 OTOR. DRILLY: LET 0%<4i="EH
Py e AND SPRAYVS DUST ™
sORDER ©- PRAPER O [HE 7: B i "-' 128 IF PC19 ) =14 AND P2 )=i4
BIGHT ©: FLASH 8: CLS o o _ w P(7o=14 AND CC7 =2 THEN
10 DIM L®C1%,2%2: FOR I=1 5 7 L{L r‘ 4‘ ARt LET DU 7 e PUSL
«  READ LSCI?: NEXT 1 ‘- - R": LET O8(8)a" “: LET C(?M
11 DIM BEC19,32): FOR 1=1 TO 4 : ‘ - ET GS(3)="SWITCH STARTS MOTE
= READ B®< 1) NEXT I . s, | RILL™® LET 0O%<4)="ENGRGES H
12 DIM OSC19,157 For I=1 TO 1 T “ LLS CONMTAIMER"
3 CEAD O 1 HEXT 1 - . ¥\ 133 IF PC18B =%S% THEM LET
|3 DIM RECA2,14): FOR 183 L2 .
READ ReC 13 HEXT I : . 140 IF CCSH>4 AND CCS7 AN
(4 DIN ESC15, 40 FOR 1=1 TO 15 ’ H=zZ OR PH=7 0OF PH=8 OF FN=1]
READ E®C17: HENT I ” EN LET IG=IG+1: GO TO 143
1= DIM DS 15,4 FOR I=1 TOD 19 141 LET 1G=8
FERD D®C 13 HEXT I 145 IF 1G>0 THEN LET P(1I
\é DIM PC19)>: FOR I=1 TO 19: K IF 1G=5 THEN GO SUB 3330
enp PC1Y. NEXT 1 . e A 0 -..k_!.'ﬂ
47 DIM CC197: FOR I=1 TO 1< ; 106 IF PHe=3 AND CC1)m-4 AND CCS 146 GO TO 170: IF PC11o=Pgl
ERD Cc 1 NEXT 1 % THEMN .'3 crlﬁ :.-;1(_; 6o ?E 3 IF INT C(RND¥7+1)=3 THEN I8
‘e LET PO LET GR=0' [ M 0% 2 - 30 SUB 3S30: GO TO &85 l-Ii )="EVER GET THE FEELING .0
T B . 149 =i F PCS e ' "
B,32): DI UKCH 4SS oo cEm i 197 I T30 M e e I 3 3>55 AND PCS)<r12
gat®: LET Jes*®: LET Jh=" Lt; :.r Ay Ry i $266 THEN LET P(5)=88: LET
‘o LET Kes*”: LET ys="": LET A Qe¢ 3)="NEW FUEL LOADED )="STRANGE FEELING . .": GOW
a=“NOTHING" : LET S®="": LET K1=] LEE?EJEE}EE:'ET” IF ST=1 THEN £0 : j
LET K2=1 o S 5 A 109 IF JE<2% THEM GO TO 113 135 IF PCEICOPN AND PCE XM
-% FOR I=1 TO 4° LEI L R JE<Ev THE ¢ A U PCEIC>TS AND PCEIC)12 AND N
ﬂE_-:'T 1 IFII? IE ST=1 THEH LET .15‘.”5."‘1“ 4 266 THE_'H LET P(E J-BEH LET &
29 LET [H=® E>24 THEN LET JE=@: LET PV=| | 5="STRANGE FEELING . ,"
=n LET JE=U LET PH=2  LET PL= PY+IM: IF PY=CD THEN GO0 TO 112 160 IF CC4) =2 AMD PC 18 )=s
on: LET CT=9 LET JM==1: LET Piyf= 111 CLS PRIHNT IHKE 2; BRIGHT FC18 < »66 AND P 18 )< »39 THEN
&: LET CYw=143: LET FF =600 LET C |:*VESPOZIAN PRSSING o pRIMT | |ET P{183=88: LET O8] ="STRA
pw2: LET Ks="A TH WGHT 1S5 FRAMED PRINT IHK 3;R$C(PY): FAUSE 20 SOMETHING SEEMS MISSING": LE
[H YOUR MIHD LET ST=1: LET FI GO TO 113 ¢ 19)=3
=99%: LET SF=1 112 L_.'IE-.T ST=2. LET PF=PF-108: CL 172 IF P{11 =2 AND PN=Z AND
6@ LET Mg="TAKDROL 1FLOOEXAQPEY 5 : PRINT IHK 2; BRIGHT 1 “wesP | |14 THEN GO SUB 3%30: GO TO 8
NLLOCCLOWEAREMINSRATPRES (LsLE” [MOZIAN IN --=*: PRINT : PRINT 1IHQy 175 IF PN=7 OR PHe8 OR Prel ]
78 LET Hi-"'F-l_ll'-"'ETHF'f,'IF'fJ.F'TI1T- _T_-I'"AIJ K 3;R$& PV, " ORBIT": PRUSE B0 PH=2 THEH IF INT 'F"H[-t".*I
|_|TBl_Lu'?,H-.Jraf_u--f.H*‘:,NE'-JL-IJl_{-:'-”J'-T"F‘"”‘t'f'" B M T G THEN LET CT=1: L BHEN LET PC110=PH: GO T|'.J1I'-'H i
80 LET F-ﬁs"F"LFFlI_][vI’_lITH‘r_"u"-..':".";'" ET Cy=ClY+] 176 IF PH=& AND PL¢ \ t=1-TH£H
9@ LET T1="'f,HI_;lt-F_‘-JF-{_;LI_,PHH"E-E':..-F'Hl- 114 IF CDO=PYV THEW LET S5T=g TO 180 '
rmc'.'L.rrJHBEzuzﬁ-HnHl,:mzcu'.ﬂ‘-éif-“i"%:‘-“‘ :“j IF ST=2 THEN LET We="ORBITH 177 LET PC11 ;=88
ROCD 1SP 11.OOOBUTAROSCREL {SHE ™ NGY: GO TO 117 180 IF P(18 rass D CC 18>
'%EEJ]E;[PHH:. THEH IF PL=10 OR F 116 LET Ws="BEARING ON" PC11 =11 ..:H{. -Ji:ri::rlil :EIF'lf'H::l
¢ 1@ =99 THENM LET POID w@9: LET 117 IF PH=18 AND CC5)<3 THEM GJJHEN GO SUB 3%238: GO TO 6100
pc11)=99: GO TO 183 : 0 TO €019 181 IF PC18=%% AND C¢ 1.:;4 3
1982 LET Px 19=6: LET P11 =6 118 IF PH=14 AND AS="GO HOKTH' F¢113=11 THEN GO -Tu;:- J:HB e
183 1IF PLE yal@ OR (PLT i@ AND THEH GO TO &855 TO &100 = - :
cc7)52) THEN LET sF=1: GO 70 10 120 IF Pv=3 AND PHN=S AND PC13)=l1 185 IF CC1)=3 AND PNC>2 AND
- = . ]:HE_H LET Pt 130=5 3 THEH GO SUB 29530 |. |'L_| ol
104 LE' -5|_'=|‘] 1A:I:J_IT' F ';J.' mid THEM LET P 3 =g 200 FOR =1 o LEN E'-"*F"H- L
19 IF PYy=4 AND P(3)=99 THEN LEe: LET PI=CY: LET G 3)="FOLYFE 219 IF ESCPN)C[)="P" THEN L




SB=ES+"FPOFRFT " —
il 1 DO | i g " GO T
220 IF EScPH O [ 3= s THEN LET ;gg,lri T ENDH HOW TO "+08: LU J LET JEmJE+1%
Hig="g S*BORRD, ° 41 LET KIsINT CCJ=13/3+1) =10 GO TO 48Z0
N IF ESCPN X ID="F" THEN LET 417 LET ¥®=TS: LET ve=ls: GO SU 600 LET O®(2>="LO0K AROUND AND"
{Sa=58+ FOR" D, o Gl . o o LET G8<3)>="EXAMINE THINGS. TRY
240 IF ESC(PM X I »="R" THEHM LET o WORDS" : LET Q{4 )="LIKE INSERT,
. : EN LE =0 1 - 0% 2 =" WHA . s
8=Ss+ AF T, 141.'-' ér--,if:*.'.ﬂr'” .-?.ETrr.'fu; = LIFT, WAIT ETC.": GO TO 100
B 250 IF ESCPMN 1 ="U" THEN LET 4; LET 7 __“'” ;3 3341 700 IF K2{(>21 OR PN<(>15 THEN G
¢ . + T o ekl i ey Qi § - ] 4 3
'!Ij" _'”_' 421 GO TO (Kl=}1 %439+ Kl=2 k458 ¥ _TI" 4000 = i 2y i
<58 IF ESCPH [ =™ THEH LET +C K13 9Kk DO+ K124 -l.-'UI.I-\»- K 1m% 3E80 781 LET GSCZi="NOTHING! FOR 1
i=5%+"DOWN, A+ ;14._'. I!":._Ihn rﬁl— r ;'H:JE'IH ) ;~-F*-l =1 TO 19: IF PCI =66 THEN LET P {
A = (AL 1mE SE IO i = ) 1 ] e =i ) y - T 2 i .
270 IF ES{PH) 1 »="0" THEM LET 1100+ K1=9 41200+ K1=10 )£1302+<) LI =15: LET O8(25="1T7'S STILL TH |
[3 = AL i - — - i &t o > (N - TC
f?f-lr- QIT; (=11 221400+ K1=12 %1500+ K1=132 % E"Ev HETJ‘J;l 1I-I (ijlETl:l 12
cor MEXT 8 ! 4 (L o e L i
- TR+ =] ] i o B o8 =5 -
J 330 CLS - PRINT INK 7:%1 AM" .1?:4 r.:.,:.h: et maid s g’y 800 IF Kz<,24 THEN GO TO 8i2 ;
PRIMT 1 M & LS P PRINT E® F} = A% 1N 8901 IF PH=8 THEHM LET Q%< 2 =] !
= 2 ma Ll > T & LE % LA 0 su e i L £ e ;
FRIMT IF LEN S83>0 THEM PR Eq",__:_“':f' 1;_‘_”: ||:'|I:_PTJ I’._J'?I I-:'*"ll" SEE BUTTOM MRREED LET Q% 3 m" J
| fINK 2. "WAYS : - INE 5.5% 4:.:.'-' ET l-E!- r:i- 'E.‘ 1’-F—l <3 THINK CONTROL=": GO TO 108 I
3% IF PN=9 OR PN=14 THEM PRIN 1503413 GO SUB 3500 IF J=@ TH 802 IF PN=11 AND E®(11X1 TO 3
I INK 2, "WHICH WAY 7" SN o0 To aaie y ="PD * THEN LET E®C11X1 TO 3=
M8 LET II=1. PRINT . PRINT IN 427 LET PN=CODE <D%¢ PN 1))-64 “POL": LET OSC2)="WOW! A HIDDEN
? "VISIBLE e IF PMH=1"® . L |_" FH=i iE » i = BULKHERD ™ GO TO 108
. M=13 AND | GO TO 4620 s
‘el THEM GO TOD 34% ; LR et ey S 40730 305 1IF PH=18 AND ESC 10 ="%
M2 FOR I=1 TDO 19 IF P 1 =PH s 1 : II- [-L'HE .I. GO "i.r'l."'- THEH LET ES< 1@ ="S( . LET Pt 4
PRINT IMK S.08¢13 L.J“‘ = 82701, WA =18: LET Q&2 )="AHA!": GO TO 10
-‘ & v L% )
R AR, 432 1IF K2»19 THEN GO TO 487@ ; t :
g% IF PH=S THEN PRINT PRINT 23 1F P = THEM 0 TO 494 D6 IF PH=7 THEM LET G®(&y="CC(
ec yolE K 3 "VESPOZIAN® B0 K PG IS Fihe SATREIE L DAY M URSE DATA ON SCREEN": GO TO 100
3 XD PRINT IF ASC>"" THEM PRI - (24 1F PCKZ3<OPN THEN GO TO 4@ 807 IF PHe2 THEWM IF CC1w-3 TH
= Bl INK 7 "——=e=yOU SALD ": 1M Y : i i el o EN LET G%(3="IHHNER DOOR OFEH."
o S PRIMT FOR [= TO 4 IF 0 I|, e 1 s o 1o ARS LET G%< 4 ="QUTER DOOR CLOSED."
ore WL XL " THEN PRINT  INK S T gzl b GO TO 4820
.ufE & ' e A 1 THEM T 46 23908 IF PH=3 THEH IF C<1)=-4 TH
il S FOR I=1 TO 4: IF Q%1 | 436 IF C(K2)=-1 THEM GL 10 4%6 EM LET O®3i="INHER DOOR CLOSED
T = o LET ] . | EF DOUR O
4 A “H .PHH' INK 5,081 440 IF C(KP=R DR (K2uw7? AND 7 L el DUTER DOOR OPEM
- S0 MEXT 1 . \ AND P9 == THEH LET O .'. T —fi.h.u
rAl B8 IF B8C2)(1 TO 27="0DK" THEN ‘TO M r1|1-'4I[.| E*. GO TO 100 812 IF K2=20 THEM GO TO 4830
bl EEF .0%, 10 R | 1:““_ :F_"_" 813 IF K222 THEMN IF P23 5% A
. O PRINT : PRINT INK 7;"=—==- M OVERLOADED ALREADY ! * 1o 1p IRND FC22COPH THEN GO TO <939
o PR NOW™, : it el b g ol 14 IF K2=2 THEM LET G®c2>="IT
0 LET PL=PH: FOR I=1 TO S: LE '-".4 S A N e HAS HOLLOW CYLINDRICAL CUTTER"
ca R = . NEXT I: LET AS="": L T P P 5T LET O8C2)="AND SENSITIVE PRESSL
F o LET Hgm"* LET Ig="" J.” = I.i-.-.; e S— L5 e i FE SHITCH GO Ti 188
. Je="": |ET Sm="": INPUT A% ey gy L i L gty iz 1% IF <PH OR PH=2) AND K2=23
¥ CUDE (A®C 170590 THEN GO SUB i et e o THEH LET Q®<23="SIGN -RIRLOC}
) = L S ald 2% 1 | |COMTROL G ra 189
452 1F | 2 AL P i AHE FM =8 118 .- " ) P
B0 LET J=1: IF LEN AS<3 THEM {4> THEN GO SUB 3%30: Gl W 20 IF Ka<18 AND KZ 12 THEN IF
P I T0 4002 = - St e e PiEZ 5% THEH GO TO 4070
- L+ ] L N = "y - .
S0 ST IF ASCLO<o" " THEN LET J=J 433 LET IH=IM-1: IF PH=13 THEN 1 1IF K2<18 AND K2>12 THEN GO
L LET Co=CGe+ASC ] > LET AS=AS.2 LET Bc ke I=E6: LET Ofi¢3)s"SL IPPE TO (K2=13)¥878+(K2=14 )¥871+( K=
THEN 10 481 +TRCAP="" ) IT UNOER P LLLO c0 TO 4020 15 BTS2+ K28 16 )KET34( K2=17 )KOT4S
= ol LET 1s=ARC2 TO ) O Gy o s e LN &% IF K2=2@3 AND PN=1T THEN LE
e LEI ?:-f st "MX1 TO 32 455 GO TO 4920 . 8¢ O="LOOKS STRANGELY LUMI
L ul [ W+ "1 TO 3> p . . GO TO 4820
| AN IF Iea“* THEN & 460 PRINT INK 3, 1 AM CARRYI & IF KZuz® AND PNe7 THEN GO
; B=0E+" "+[§ - =t 1 =
F:“ B0 IF He="INV" THEN GO TO 460 T‘?ri-il;-I-F EEF?rTTEH LET G8CZ27>="NO || @30 LET G®¢3)="NOTHING SPECIAL"
0 SR IF He=“WAI" THEN GO TO %o 2;2 LETJHIJ © GO TO 4020
B IF H9="QUI" OR HS="HEL" THE - : 870 LET Gw(2)="LABEL -YUSES-"
ANE &0 10 coo 463 FOR 1=1 1O 19 GO TO 100
;f‘: L [F CE=’ GO" OR HES="GET" THEM 464 [F P 1 =33 THEH FRINT ORC] 871 LET O®{2="_ABEL -POLYPS="
" S 1O 423 A N GO TO 100
LET #s=M8: LET YS=H®: GO SU u:.q'a MIOET 33, [PAVIE 00+ (9. 10 50° I STe AT Sala s LHINE S et )
; T=g y GO
iE "0 THEN. ' LET, 09¢2wn 00 LET CT=CT+13: IF sT=1 THEN || g 10, A
873 LET Q9 2>="LABEL -CONFJDENT
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SPECTRUM CONTINUED

FR LT

981
902 IF PClliml]l HHD PHe1l THEM

e

1909 IF E2<>22 THEH il
1201 IF FPH 11 THEM GO

121

GO TO 1@

B7T4 LET Q82 )="LRABEL -BLOODLINE

a0 TO 198
IF K2¢722 THEN GO TO <4900
IF PH<>11 THEM GO TO 408=H

G0 TO &1@a
4 IF CClB)=2 THEW LET Q% 2=
LOCKED | GO TD lod

= IF Ci18 =4 THEM LET D82 )=

"ALREACY OPEN" GO TO 1060
iF Fi2)=11 THEH G TO £000
12 LET CC18 =4 LET E®(]

30 TO 4920
J hi.]l;'u
0 40950

1882 IF CO18.:32 THEM S0 TD 4099
IF P 1E = THEM GO TO 48
1904 LET Cl18) = 0 TO 4920
1108 1F Kz e THEH GO TOD
IF PH 11 THEHN GO TOD
IF P11 =il AND PHel]
e EEY
IF C{1} JrF PLlB == TH
M | SUEL
LET CC18)= L0 TO 4920
IF K2 HEH GO TO 4809
IF 1 1 iE H 0 TO 48"
1F 1l AND FPH 1 THEH
TQ &
s - 3 k8§ 2l EX8 ]
[ 1 LET E=¢ 13 L%
II Is ' .;;-l -I
g IF b S AMD K2 & THENW
---I-_"l:h
IF I w FiE L 1
1302 IF CCSo=kz THEN LET 0%}
WHAT THIS 1I°'M WEARING THEMT
' 1 &6y

i
5 O ET { s LET - B 1
" T 1 LLhF
138 1 b ‘ =1 I = E
HEM al Ti LD
1531 LE o = LET . LI LIS b
i VEICD

E i 1 B K237 THE) ;
" - [} La! M T i
IF PN HE®M ET 0% H
OMFUTER TO TREE 17" GO TOD 19
IF PCL) =7 AND K2»12 RND K2

THEH GO SUE 3520: G0 TO &29

._.u CLS PRINT INK 2; BRIGHT
i Dt -_—:- FRIMT IHKE 3, BRIGHT

"SFINE IN ITS [F‘I'-f‘.', . a FOR
0 1%0: HEXT I
3 IR0 K2=]

1 4 k1561 +C KE=1Y
SE4 K2=16 01 56T+ K217 JX1967
52 IME %5 PRIMT =-"YUSES SYSTEM
FRIMT FREINT =TAR SYSTEM A
DIRCENT TO FupLSs' FL'IHT "I1T HAS
J:-L.n_ﬂ.‘_r ] FEl FRINT FE ]
FEIHT " Eil CIF 1R - i
FRINT FS(1@5> FPERINT I
E' MINIHG COLCiM ' FEIN
"H FINDS., FEINT
50 PRINT RS9 PRINT ° REMI
DERD FLAMET i TD 1%E9
51 PRINT FOLYP FEIM Ik
EGUEMT GHRLAMY IH MILL IONS FEI!
'"WREDUND EMERLGY RICH PFLAMNE &
-Ell-HL-HI EVER 28 E
FPEIMT "HLTIVE Fi Feia (=10 |

TELLAR

="RESTRAL

,{ﬂ

il

1
1
CLS GO TO «

HITH & Fi

F B
I
e *
Hdi vl
R &
| M
o L!
(Rl
T
i M1
Tt
t

(Rl
I L
=t ]
11 |
Fl
M IR
¥

i
FOR [=)
2 =L
GU TO
IF K2<2>23 THEM
IF Pl om2 AND
0 TD eo0e

IF PHug THEM
TO <008
P2 THEM
THE LIZARD
HS You*
IF PH

1 THEM

b R

IHK

HT Itk
PRINT
PR

=iHLE VS

LC" THEM
LY THEM
"E" THEM

L=
i) G0 =
HT 1
Lo ML

"ELANET
IHT
EMER

199

LET
PILOT

il -
i ¥
B 1 TEL

EF Fi
IR E
It
I LM
i
TR
'
o |
E K
155
1 .|F
(v
il
ik
N | [}
[ If
-3 I
[HTES

REBELS. "
TR 19090
FEMOVE THE D

GO TO 49ze
PHaZ2 THEM

IF Pe 1t

GO TO
THEHN

HERD [ G
Bl

MK 4
1 M3

L T
i TO
GO T

L
= R ¥ |

CUFRFEEMTL
FEINT
FREIMT

IMFUT s 1

IRE L

IMTO

FLHAMI

£ Fik

ET PFi F=103VAL <F1T i

i-l TO 10@: MEXT 1: GO SUE 3539
LETPHM LET Qe 2r="VAWN . .

(r] T
LET

0 & Bed

| kg

[ | LET T=] Lt
El J LET PFufpF-l00
FlelHT J t FEL [ OH

PEIMT FFRIN £l EEM
FINT FS ] FELl
E1 - F LR
Ii 1 | HEMH N
¥ 4 | FELN
SORYDIGEMIC CONTROY FiEl
FREEE CREW 168 F
--i-g--r FRIHT M M
EREEZET! ITHPLUIT FS  [F
Fe10PF THEH PEINI f
EL DEFICIEMCY.™ FRIMT
} ER TLE FEINI LHE &

v UPERAT It AEDRTEL

1 e 1 b4t 11

FE Y I | T it -

TD 128

GO SUB 331% PRINT 1INk &
COMTROL" PRIMT

PRINT INK 4 "TRARGETT" D

1% 1D 1F US| ="% THRIGATE
THEH GO T 1546

ET J=8: FOR 1=1 TO 12: IF

TN TH THEM LET J=]1:@ LET
HEAT 1

HEXT 1

IF J=0 THEM FPFINI 1+

{ . Usc g oy HOT ON DATAERS

PRINT INK 2. BRIGHT 1,"TF

i | g 1] ik 1 | :
1 IF PFLLIODB THEN FHIN
FLASH 1 FUEL DEF 1L ]Ee

IF gt | = TRECHTE

IF 1< PV THEHM FRI}

FAMGE™ T 0 1e's

=i JF L1 THR "‘“
THENH PFINT [HE 6. U
T FPRANGE W0 TO oS

GO TO 1655

FEIH] Fril LW EF]
MPUTER OVERRILE™ EINT
PRIGHT 1,"% OPERATLON f
i 1 Sk Ly la 15
g B 340 [F US| +
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GO SUB

% GO 10 100

1684 IF ST=1 THEMN
SPOZIAM HOT INM
U< 1> " OREIT

293" 0

b
68T INK S5 IF J-

| BEOMDITIONS OM *,US<1l): PRINT *N
1H
PR _ ING" | PRINT PRINT 1NK 2;
tL BRIGHT 1;"% OPERATION ABORTED *
IF GO SUB 3825: INK 7: GO TO 186
PE E30 IF C<1><>-4 THEN PRIHT IM
"y 4, "SHUTTLE BRY DOORS CLOSED™
2; 0 SUR 3520 PRINT

 ; P 1, "% OPERATION ABORTED 2*. GD
&0 3525: GO TO 100

521 PRINT IHK 3.,
K1) GO SUB 352D
DED OH ™, USsC 1 3

® ET D% 4 =™ ] “: GO SUB 3520 G

170 100
652 IF PN=2 THEM

33 IF PH=2 THEN

00k CLOSES": LET
PR OPENS": GO TO
¥ IF PN=3 AND C¢
L1 =-3: LET E%C

DOR CLOSES™: LET
R OPENS": GO TO
GO TO 4058
B LET QOS2 J="HO
*i GO TD 190

‘10 108

B LET J=0: FOR 1
B IF Ye=y¥sc1 TO
| LET J=1: LET 1

0 HEXT 1: RETURN

- RETURH
# FOR I=1 TO 200

P .09,10° HEXT O
FFOR I=1 TO 195:
ORDER ©: PRINT

PER @ PBORDER 9:

LFOR 1=1 TO 1@:
DRDER @ PRINT

ER 0: BOURDER @

| RE TURN
L 10 4020

.._: g 16m3
m" E '_.-Hm:lll

g ] .. .H‘-__ .-.,:_L.}-.I_ s o = Lo e i

L 3BT GO TO 190
HESL IF J< PV THEN FPRINT INE 6
BUS( 1), "OUT OF RANGE": GO SUP S5 H yiMG IT*: GO 10 lo0

PINE 2, BRIGHT 1;"% OPERATION RE|] 3070 LET 08CZ)="1'M NOT CRRRYING|SS
RTED #: GO SUP 3%2% GO To 1eofl 1T*: GO TO 100 &

01 SUITABLE FOR SHUTTLE" FPRINT |§4090 LET GSC23="OK-NUTHING HAFFE

N LET CC1)=—-3: LET BSC2)="ELUE
BUTTON BY OPEM BULKHERAD" LET E
2m"PFL ": GO TO 4920

LET C{1m=-2: LET BES{2>="BLUE
ITTON BY CLOSED BULKHERD"™: LET|
M2 "PF ": GO TO 40208 .
M IF PH=3 AND C<{1)»=-3 THEH L
(C{))=-g4: LET ESC3)="QaT =~ . LE|
Fm ED " LET Q% 3="IMNER

P83 )="DB ": LET Q% 3 m="0QUTER

W LET O%<2»="1'M NOT TIRED"

B CLS . PRINT INK 6;K$: PRIN|

P FOR O=1 TO 19: BEEP .©%5,6:

¥ BORDER 7: PRINT : MEXT I:|

2 BORDER 2: PRINT : MEXT I: |

- s Bl S

e ¥ Ll e g "T

¥ 1TS HUMBER™ GO TO 100 )
4040 LET 0%« 2 »="1'M ALREADY CHRE

=
|

DUSTI™: GD TO ez08
4050 LET 0% 2] DOH'T SEE IT H
PRINT 18K 2 llere". co TO 1900

i PRINT [N} 4060 LET osc2>»="1 CAN'T YET!"

prINT - PRINT N0 To 100 N -~ SEARING HEAT . .°

%)

¥

HGI": GO TO 100 HDERS RIMLESSLY ouT®

=4

NS" . GO TO 109 -

4100 LET OS(2="CAP'N WINKS AT M
B 3 =" AT GR|E

Eﬁ»?ge GBEIDQT:B = ok 1AM 15 RIPPED APRRT®

INK 2, BRIGH [l4mp@ INK S: CLS : PRINT “CLONE ¥

MERR:";CY,;" ZOMETIME : " ;CT: PRIHN

HT . PRINT "————emm—— et i
“HERDING - ;U

FREINT IHK 5;

o OH! CONGRATULATIONS®
LET P<] =9

4581 PRINT PRINT "VESPOZIAN "
Ws: PRINT RS(CD>: IF ST=1 THEN

IF CC1o==2 TH | 4=a%s PRINT PRINT "HMERREST BODY

~ . R&CPV) IF PY=2 THEN PRINT|S ';"ﬂ DRIFT INTO SPACE":
“BLOODLINE STARGRTE"

IF CClp==3 TH

14511 PRINT “OPERATIVE" M F'E;H;ﬂ“gég;nuﬁ LACK
1 4520 PRINT : PRINT "==——w=——-e=ily

0% 4 y="0UTER
4820 4
1=-4 THEM L|
Jm=TP = LE|

{=] TO S%@; MEXT 1: GO TO 4020 S NT “CRAFT. "

GBS 4 )=" |HHER

| DUTSIDE THE HULL”."IN THE CRFTRI | OUT": GO TO &200
48228

NS CABIN®, "IN THE NAVIGATION AND|S 6065 INK 2: PRINT “YOU

CHANCE-TOO R1 I UNDER"™ , AT VESPOZIANS FUEL core*| ATION!*: GO TO s208

RET CONTROL. ROOM®,“ON YUSES FAR"||LY SUSPICIOUSI": PRINT
a] TO LEMH X%

| se0z DATA "LINED WITH BUNKS" , "BL|
I-1+LEN Y8 T
=2LEN X%$+3: RE

RPLE SKY","1 CAM FEEL MERT" 0 sz00
HEXT 1I: RET |

) ~ASBESTOS SULIT",."SPACE SULTY, "ME 6100 INK 4. CLS PRIHI *mm'
6 EEEF 3,20: RETURN M (Al CONTRINER®, "FUEL CYLINDER",*||NOTICES SUIT ROOM DOOR": PI:IHT
] INSULATED TONGS®,“CAF'H BEZEL"," ﬂPE':I- FINDS KEY ON YOU RAND . PRI
: RETURN B GRAKTA" , “MACHEN® , "DISK 9@S", "DIS NT “BLASTS YOU TOWARDS FUNUS™: P
CLS : PAPER | Kk pO1", "DISK ©O2*,"DISK @83","DI1 RINT “YOU PERISH . ." GO TO 620
PRUSE S: PA| | sk aoa*, "KEV", "GLOWING ROCK™ °

| se05 DATA “FUNUS™, "LITTLE FUNUS™ €110 INK S: CLS : PRINT

. | =t i an H", "BULGEN™ , "LRERA mTIEES SHUTTLE BAY": PRINT "DO0
I 7 LS I < e~  "GUTER FUNUS", "FAR F|IR OPEN, AND SUSPECTS A PLOT*: PR
T huse  vvusES FRRT, "MID YUSES®, v|| INT "RAGAINST THE BLOODLINE EMPIR
:| 1—1 UsEsS "-lL'HP“ : -r-IJUﬁEE" E" PﬂIHT "'I’U‘J ARE EJECTED IM TH
N sove oATA "DSE", "PE, P, wov, vy fJE SHUTTLE® : PRINT “AND FOREVER L

CLS : PPAPER
PRUSE 5: PA ||

INK 7: CLS - -!-";1 TR, CRFUPY, "AU", “TE®, 5", "FD", §OST IN SPACE"

5 L i - ks . 5 IF'H\“FH!I. m TD 6235
,6,7,8,66,2,8,6,7.,13,99 ol .
B 000 pRTR =2,2,2,-2,2,2,2,2,2,~-2]6282 INK 7: GO SUR 3523;
Go 70 100 BN ,-2,-2.2,2,2,2,2.,2,-2 3526 GO SUB 3527 PRINT

B 0% 2 >="ReErE

RENCE DISC [ coon 1HK 2 CLS : PRINT "GRAKTA . PRIHT "YOUR SDVEHTURE

R i i

BLOODL INE SPY, ELASTS"
YOU WITH HIS LASER": PRIWNT "“YoOu
MARE HOW A PILE OF": PRINT “YUSES

BN 6010 INK 2: CLS - PRINT “AARGH .
B . !'": PRINT "WENT INTO THE FUEL
ol CORE WITHOUT®: PRINT "PROTECTIO

. . w.pr; |l6ess 1Mk s cus : PRINT “vou mav
4510 PRINT FRIHT “"FUEL:= ",PF;|H g
4 oRATH®: PRINT : PRINT “Lrceil € STUMBLED ELINDLY ONTO®: PRINT
Ri= %;: IF PF<1000 THEN PRINT il "RAZOR SHARF ROCK': PR : PRIN
N GARTIUE: 6O 7O #5820 |1 "YOUR SUIT HAS RIPPED AND YOU

_________ = lso6e INK 2. CLS : PRINT “PRESSUR
g |E SWITCH OPERATES": PRINT "ODRILL
| 4521 IMK 7. PRINT : PRINT IHK 4|8 “C

 eTHINK COMTROL REPORTING™: FOR | ENGAGES AND BORES THROUGH": PRI

5000 DATA "IN THE CREWS GUARTERS|H| S0¢1 THK 4 IF CCSI26 THEW FRIN
%, "IN THE RESEARCH LAB BV, ~IH TR Y VR DRAVT OVFC THIO SPiee
HE SHUTTLE BAYV*, "IN A SHUTTLE",~|ll TNT “AHD PERISH WHEN OXYGEN RUNS

|s078 INK 5. CLS : PRINT
«oB1 DATA "IN A METAL GRANGWAY WI| é . : |
M TH A", "IN A SUIT RoOM", "IN A SEC|H AROUND IN " 08(K2): PRINT "HIG

" BLOODLINE SPY BLASTS You": GO Toll
L*IN MY BUNK-IT HAS CLEAN j P00

| UE BUTTON BY A CLOSED BULKWERD", | “ﬁwéﬁﬁ ig‘lrgz;'mm,

B "BLUE BUTTON OM WALt e vEcpoz]l] YOU FOR TREACHERRY AGAINGT THE®:

fﬁﬁﬂ?%eammamm‘mn ne v P FRINT “BLOODLIMNE EMPIRE!": GO T
¥ # & »

S S el S0 2 e P e,
| ATE CONTROL", "UNDER AM INDIGD SKIY o rny "o "spying BY" . PRINT “RETRI
4 .| ¥", "SHEETS AND LARGE PILLOW™ EVING COMPUTERISED DRTR" PRI
B FOR O=1 TO 6: BEEP .1,7: BE | spa4 DATA "AUTO SHUTTLE®, "STRANGH T0 0= F0 E : Ni
i1,2: NEXT O: PAUSE 150: RETU |l £ pevICE", “sPOLYPSE", "CRAWLWAYV* | "YOU PERISH . . ": GO TO 6208

PRINT *

GO TO 20

6020 INK 4: CLS PRINT “"WITH HO

PRINT “WR
FRINT “OF

S CONTROL, LOST IN SPACE". GO TO &)

B30 INK 2: CLS PREINT *“TOO CLO
4 SE PROXIMITY™: PRINT “THE VYESPOZ
PRIMNT *BY

i o =l G THE EXFLOSIOM": GO TO &208
4110 LET GEc2)atHiMi? " GO 10 268 % 6040 INK % CLS - PRINT “WHAMI®,
PRIHNT "THE BLOODLIME STRARGATE [
15" FRINT “VAPOURISED. YOU HAYE
S SUCCEEDED"” : PRINT "IH YOUR MISS]
GO TO 6202
eo50 INK % CLS - PRINT "IMMER D
1 - < L 0Ok CLOSES" . PRINT "RIR EVRCURTE
PRINT “ETR:~ ",CT4ABS (CO-FVIRESHY .\ pRINT "OUTER DDOR OPENS - MO
-JE | SPRCE SUIT". PRINT “YOU PERISH

GO TO s20

OF OXRYGEN

BURST RAPF

», “ON THE BRIDGE","OM YUSES FAR | RT WITH THE®": PRINT “DEPRESSURIS

"HALKING

"GRAKTH,

PRINT *

"GRAKTA

npw nOn SNEW", *U" €200 FOR O=1© TO -5 STEP -1: BEE
007 DATA “HBO", "AGL®,*B",."c","CP -95,0: NEXT O: INK 7. PRINT
e Wi e, CBHKF®, "GA®, “DH", "KF ", "JGIPRINT : PRINT “YOUR ADVENTURE IS
EET 092 ="IMPOSSIBLE!" GO [0 ML™, "K", "K", "NH1", "A" OVER" . PRINT “IF 'YOU WOULD LIKE

W so0s OATA 3,2,99,99,12,12,6, 10, 2] ANOTHER®: PRINT “GAME THEN
RET O8C20="1 CAN'T GO "+Is ||

GO SUB
PRINT
15 OVERISIS




SPECTRUM CONTINUED

FR38 IF [NKEYS="P" np ‘EY
e : — DR INKEYS
e F _FJII J:; l]'. i i THICT T 1 [ THEM GO TOD aopp
PRIt i THE F L 7035 PRIH reF5 GO TO 7Tous
6205 IF INKEYS I'H 040 PRINT 8008 IF PEEK 23%62364 AND PEl
= I ] : .'_-r"?-*.f 71 THEN INK 2: CLS !
B210 IF IHKEYS ' THE) 204% PRINT T D iNK 2: PRINT IMK
EFF BLIb & | : ¥ Y H{:”'TLI rITJU PLEASE ENSURE THATH
1% PRIN Sty . =a=p PRINT PRINT RINT FRINT “YOUR SPECTRUM §
Ay 7 T 1 ] oms PRINT N THE": PRINT FRINT ***crotll
i i iEM t 10 I - | MODE ™ .. BEFORE PLAY' |
DO0 PREEE A | *acd PRIM s21e F_ RIMT FPRINT “CHANGE TONER
AL , EOR D | |CAPITAL MODE MNOMW.": PRINT
™ i7o6s PRINT 1 I7 FRINT FRINT “PRESS "“pi
L ':.l IHT | |I L | WHEN RERDY™ = 1
Q P ~a7e PRINT S@15 INPUT Os
CO1r7 IF QS="f" THEM GO TO ol
- e PRI PRIMT FRINT 1M ‘ SG18 Sn 4 R
] i I A s : [‘ il a CLVL 1989 i 1:31'.: " TI:J 9913
By Keith LCampD&LL. 5 = ] 5020 INK 2: CLs RUN B
. sosece | 19938 PRINT AT 21.06: “vot
: 3. . ¥ : . i - PRESS ks TOU RRE N
RIM oe@ PRINT AT 21,7; INK B; MSING CAPITAL’S": PAUSE 209
EE ¥ ro FLAY- n TO 7O NT AT 21.8;"
7925 PRIN L (gu"" THEN GO TO « ’
7A30 PRINT 78S 1IF IHKEYS= - RETURM

RUNS ON A BBC MODEL B.
CONVERTED BY STEVE WILLIS

The display of the BBC is far superior in the Teletext mode
(MODE 7) and of course the BBC has its very flexible sound
options. It is in these two areas where the BBC translation has
been enhanced, using a set pattern of colours for the displays
with ‘meaningful’(l) sounds.

Because space is tight on the BBC, especially when a large
number of string arrays are in use, | have adopted a space
saving way of inserting coloured displays.

This does require some work and the method for a machine
with a 0.1 operating system is more complicated.

In order to use the listing provided, colour is not needed but
mods will be required in the DATA strings (lines 1520-1580).
Where | have shown words highlighted in yellow the words
should be omitted and | space inserted instead. To use colour
then the word must be replaced by its respective colour control
character instead of a space. Following is a list of colour control
character’keyboard equivalents:—

DIV RED | A
EOR GREEN 2 B
MOD YELLOW 3 C
| OR BLUE iy AN
ERROR MAGENTA 5 E
LINE CYAN & 3
OFF WHITE 7 G
STEP flashing on 8 |'1{

SPC flashing offd

On the 1.0 or later operating systems these can be inserted
using the shift+ a function key (where the function key number
is the number in the 3rd column above). On 0.1 systems the
function keys must be programmed using commands such as
"KEY] !llA to give red; the remaining keys are as in the 4th
column above, e.g. "KEY2 !!IB for green.

Please note however that, once typed in, listing these DATA
lines will display the keyword and not the colour. This is fine as
long as you do net edit any part of the line. lf you edit a DATA
line showing keywords then every keyword in that line must be
replaced by the colour again.

For the strings in the text colour control display lines. These
can be inserted between the first " and the first character of the
string. The string will then be displayed in colour during listing
as well as running. A spinoff is that the remainder of the listed
line, after the end of the string, will alsc appear in colour to the
end of the display line; this does not have any bearing on the
operation of the program.

“You traitor”, yelled Grakta, lashing out
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EF EDHTED‘L” 5 Lo ':I;"d;:i Fl:'ﬁ'#:.:.»_: ,-' TOS: PRI MTTABC S gy

1300 INPUT’ TABC4 2" TARGET ====== oSt 1415" LANDED ON *;ARS HE

. wAAs : IFAAS="STARGATE" THEN1320E FDTﬁagggra DS 2 )="8%" ; GOS|IB1 94D
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MPUTER EUDH,HFUP,1#?*1EE#JEDdR’?
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TABC3)" PRESSURE SWITCH OPERATES
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2:0DIMN ATSC 32 :ATS="A THOUGHT 1S FRAMED |
N YOUR MIND®*:ST=M1:PI1=999:SF=H1
88 DATA IN THE CREH'S AUARTERS,LINED WIT
H BUNKS,DSB.7%x1%14.IN THE RESERRCH
BY.BLUE BUTTON BY CLOSED
81 DATA PF.ax6%2%.IN THE SHUTTLE BAvY.BLL
E_BUTTON ON MALL,P,1%,IN A SHUTTLE,HITH
~THINK CONTROL- BUTTON,D.2%
82 DATA OUTSIDE THE HULL ,OF THE VESPOZ IR
-‘"r'\-'l-‘:t:IH T"E EWTRIN"S CFBIH-;I]:.EI’EII.I
N THE NAUIGATION AND.COMPUTER RO

§3 OHTH AFUP, 1575185%,0N THE BRIDGE , ./,
6101,0M YUSES FAR UNDER.A SKY, IE,
S¥13.AT VESPOZIAN'S
B C RISl e
L iz » ’ » »
UIT ROOM,.P,108.IN A SECRET CONTROL ROOM

-

95 OATA WITH DUPLICATE CONTROL .0, 16.0M ¥

LSES FAR.UNDER AN INDIGD SKY,.NEH,13]38%,

[N BUNK - IT HAS CLEAN

% DATA SHEETS & LARGE PILLOW.U. 63, AUT0-
Y !FH*-EE sls .-IFI],'HFSI

# I, 2, CRAMLHAY .99, -2 ,ASBESTOS SUIT




=

-

<<

47—
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2968 QF(Q2H,.028 »="1 AN CARRYING: ":IF IN
=N THEN Q$(S57,128 ="NOTHING":60TO 1898
Ertf_!r]i’il_am:Sl:F:'i Af CARRYING: “:FOR I=N
3308 IF (1 =55 THEN 9958
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oT 1388

18218 IF PN=NE THEN %< 22%).078 ="COURSE
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Presentationont

Taming the beast by Nat and Franklin

i, R .

Giving your Dragon games a profes-
sional look are two of Salamander
Software’s top programmers.

Writing under the obscure title of
Nat and Franklin are Peter Neale
and one of Salamander’s other prog-
rammers who wishes to remain
anonymous.

Peter Neale is Texas-born and has
been involved in computing since
high school in the States, where he
learnt most of skills by playing Star
Trek on a remote teletype link to the
University of Texas computer.

He arrived in England in 1974 to
attend the University of Sussex and
then spent four years as an [BM
mainframe programmer, two years
as an accounts programmer and two
as a system programmer.

Finally he quit to set up Salaman-
der Software with wife and friends in
November 1982, He has a hand in
designing most of the company's ti-
tles and was responsible for Dragon
Trek and Wizard War.

Franklin claims to have been
raised on Betelgeuse V but his Earth-
ly programs include: Grand Prix,
Starjammer, Gridrunner and Frank-
lins Tomb. He is currently working
on the sequels to Franklin's Tomb
and the first will be called Lost in
Space.

Taming the Beast

Having spent many hours in the high
street Jungle, you finally managed to
cage yourself a Dragon. But now that
it's locked up in the back room, what
do you do with it?

Feed it human sacrifices on the
full moon? Not if you want to keep
your friends.

Subject it to the whims of other
Dragon Masters? This can provide
hours of harmless amusement.

But what you really want todois to
become a Dragon Master yourself,
learning to tame and control the
majestic beast. There is only one
way to do this. Start writing prog-
rams.

There is one thing that can turn a
good game into a great game, pre-
sentation. A player's first impression

judgement.
A cluttered screen, badly pre-

sented with difficult to read-
information, or boring graphics, can
turn a player off, and he may grow to
dislike what would otherwise be an
excellent game.

The hardest and possibly most
misunderstood aspect of presenta-
tion is printing. If you bought a book
you wouldn't expect to find words
split haphazardly, crooked margins
and spelling mistakes.

Neatness does, after all, count.
When you are planning your prog-
ram, lay all the text out on a print
grid like the one in the Dragon
manual. Centre the text in the mid-
dle of each line or insert extra
spaces to make the margins even. [t
takes more time, but the results are
worth it.

To further improve the appear
of your text, try printing everything
in a greenbox on a coloured backs
ground. This technique is particular§i
ly effective. When printing columnsjs
of numbers, use the PRINT@ and thelig
PRINT USING so the text is printed}s
exactly where you want it. Using thé}g,
semi-colon (";") in your PRINT staiefe,
ments allows you to print on any ling},
without destroying the rest of the},
line. Use all these techniques}
together and you will find that youii
program will begin to take on a pr
fessional appearance.

It can be very useful to POKE cha
acters directly onto the screen g
stead of printing (the text screen i
located between addresses 1024 andg™=
1535). Sample program | shows yoif®
how you can get the complete ASCH
characters set inverse video. The i
verted alphabet is available normak
ly by pressing Shift and @. Othe
characters (e.g. & and %) can onlyk
inverted by POKEing the co
values directly onto the screen. A
particularly useful location is 15%
the last screen position. If you printe
character at this location, the screes
will aqutomatically scroll up, but #
you POKE the character in, you ca
avoid this.

The low resolution graphics on th

4 B i
- - e

40 GOSUB240

70 PRINT®78, "MENU";
80 PRINT®135,"PRESS 1 FOR POKE";
90 PRINT@147,"PRESS 2 FOR PRINT";
100 PRINT@199, "PRESS 3 FOR QUIT";
110 As=INKEYS

120 IF A$="3" THEN CLS:END

180 IF A$="1" THEN B$="POKE"
150 BOTO110

160 GUSUB240

170 PRINTR105,5%;~ EXAMPLES";
180 FOR I=0 TO 295

210 PRINTE201, "PRESS ANY KEY"3
220 Be=INKEY$

230 IFP$="" THEN 220

240 NEXTI

1m GOTO10

260 FOR I=71 TO 2&1 STEP 32

10 CLS3

§0 iﬁﬂ II_IF TO0 51 : RESET(I,2) : RESET(I,17) 1 NEXT |

43 Fﬂﬂ I=2 T0 17 : RESET(12,1} RESET(S1,1) & NEXT 1

. Fm I=13 TO S0 & SET(1,3,5) SET(I,16,5) : NEXT I
OR I=3 TO 14 : BET(13,1,5) SET(50,1,5) : NEXT I

130 IF As="2" THEN B$="PRINT" ; GOTD140
! BOTO1&0

l?ﬂ PRINT@423,USING"ASCI I VALUE EEE";1:
200 IF As="1" THEN POKE1465,1 ELSE PRINT®441

»CHRS (1) ; STRINGS (8, CHRS (1791} ?'

of a game is based almost solely | t PRINTRI,STRINGS (18, “); : NEXT I

upon what he sees, and this will o RETLEN

greatly influence the player’'s final

20 Computer and Video Games Yearbe
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tnce LLSO

ung READ A, B

nck- IF A=99 THEN 70

Bms WEGR I=1 TO 10 : NEXTI

the W eo7020

ited Wag=INKEYS

the IF A$="" THEN 70

ate- LS

line ) END

;}z pATAS,S,.8,4,8,7,9,8,8,9,8,10,8,11,8,12,46,4,7,4,8,4,9,4,10,4,11,4,12,4,13,4,14,5,15,6,16,7,16

= 46,9,16,10,15,11,14,12,13,13,12,13,11,13,10,13,9,13,8,13,7,13,6,13

oro- jDATA1B,8,18,9,18,10,18,11,18,12,18,13,19,9,20,8,21,8,22,8,23,9,25,9,24,8,27,8,28,8,29,8,30,9
$10,30,11,30,12,30,13,29,13,28,13,27,13,256,13,25,12,26,11,27,11,28,11,29,11,34,8,35,8,34,8,33

Aol 82,10,32,11,33,12,34,13,35,13.36,13,37,8,37,9

in- M DATA3?7,10,37,11,37,12,37,13,37,14,37,15,37,16,36,17,35,17,34,17,33,16,40,8,41,8,42,8,43,8, 44

nis WY, 10,44,11,44,12,43,13,42,13,41,13,40,13,39,12,39,11,39,10,39,9,44,8,45,9,46,10,46,11,46,12,

nd HBi,47,9,48,8,49,8,50,8,51,9,51,10,51,11,51,12,51,13,99,99

you

Cln
| in-
aal-
her
' be
rect

m-
ita

tif

tend to be vastly under-rated
i generally pooh-poohed by peo-
£ Don't make the same mistake.
advantage of the low-res
@phics is that you can get all nine
burs and text on the same screen.
ing the low-res graphics, you
‘put borders around text (as in
Bple program 1), put simple
mation in instructions (always a

effect in title pages. Sample prog-
ram 2 is an example of the latter,
where the X and Y co-ordinates,
which are to be set on, are stored in
DATA statements. As each position
is set on, the impression of writing is
given.

There's one thing to be careful of
when using the low-res graphics,
each character position is divided

could fill a book, The best way to
fully appreciate the hi-res graphics
is to sit down and try different things
out. The DRAW command is espe-
cially powerful. By setting up a few
DRAW strings at the beginning of
your program you can very easily
create animation effects. The only
thing to be wary of is DRAWing off
the edge of the screen, as this will
distort your picture. Sample program

100 SFe= 'R0

30 PCLS3
40 SCREENI, 0
<0 FOR X=10 TO 100

e laidlon, STEP 4

OF&BaLZ0U] : .
20 PHODE! 1 SLLOU1 2HARAF ABD1 2641 sEq =

3 illustrates both the DRAW com-
mand, and the effects you can get
using FOR/NEXT loops. The expand-
ing CIRCLE used for the explosion
could be easily changed to look like

*5 s HYAE »
g;,--m....‘grr::::’;_ »40C3"+5py an approaching tunnel or planet.
B0 DRAWAS ATRIET, 40C2% 5P Treat your Dragon with respect
90 DRAWES J and it will be a true and loyal friend.
100 PLAY"T25% 25spems «
110 NEXT x i
| .“. on _m
::" gﬁmnwl*ﬁhllll'l'?:cqulq_”h _le Iu‘——clm I . "
..|:| =1 TD 10 ¢ NE (T m_m__ SCree:
180 DRAW"C3D} 40~ S 60 — rmh?umm 'am T o
150 COLOR4, 3 I';‘g-:m ~ Print menu chojous
10 Fog R=2 1D 1& = 150 — Wait for
170 cthEfu-;.éﬁ-JS;EF i 180950 — FUll box FEion 10 be selacted
180 NEXTE ] | 250 — Put chﬁ!ﬂﬂhm and wait
190 COLORI, 3 inr key press, then put another
200 e T on efc.
n :: Eﬂﬂ R=2 TO 3& STEP 2 SB0.27%0 — mm"m io “:-] o
:_1" LIRCLE(110,52) .k Eiiu-,_" 2 Yith gresn.
:_.,. NEXTR Lines 10 — Clear =
230 BOTDZ:0 = .
11020 — Wait for key pevas for sn
— Data. Format is X
. : s co-ordinate,
into four pixels. Within one charac- :mt?m;';f" otc.
T [ ]
ter position, you can have only one data, for X means end of
colour and black, so be sure to plan E‘"H ::;1 sampis 3
i g -
well in advance. 2060 _ g““:'" ﬁ.m;g for spaceship
High resclution graphics are a 50-110 — Pﬁ:mf""
different kettle of fish indeed. The i‘fg:g — Draw fite line to ship
number of ditferent ways of display- =5

ing anything on the hi-res screens |
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I REMEYEYRHT BY MAR¥ VERSHAL FOP THE DRPACOM T2 /1383
= 4 HEMERr =g ':‘!‘:' T % (] o :p e a.2
] s TRZ 2" IE 1t = 0 FE BRECUIE PRINT
£,
40 AF=THKEYS [F Al THEM 483
42 IF RAR= THEN GOZLE k
=@ CLS®: INPUT-HOM MAN FLA
&8 IF 1| 0 k TidiEs) =&
Y FOR ]
2 I T GIVE AME IRMES
3= IF EMT riSMERT » TTHEM CLEQ PRINT=TOO ™r ETTERS. AGHI
1288 NE i T
3P HEXT
1o R
1 i
e r e Ea - i
- T - [
. = Er=

“HEY bud! Want to roll some
dice with us? All you need is
some dough and a lot of luck.l
know me and my friends mighl
look a bit rough — but we've all
got hearts of gold — really!
We'll even give you a few hints |
and tips on how to play before
you join in. The professor here
has written down a few notes
that give you background to
the game. You might even
make a few quick bucks while
you're at it. We won't mind you
taking our money. We're a lair
minded bunch. All you have to
do is let us win it back again
OK? Now just cast your eye
over the professor's notes ..." |
Everything depends on the roll
of a dice in this adaptation of |
the well known game Yahtzee,
It is a dice game in which only
certain combinations of dice
score points. Once a combina:
tion has been used it cannot be |
scored again. The object is to
score all 13 combinations and
make as many points as possi- |

ble. Five dice are thrown in-
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and any, all or none of
dice may be thrown or
on subsequent throws.
lo three throws are allowed
 achieve any desired com-
on, One problem in com-
g Yahtzee is the num-
of inputs needed for sav-
throwing and deciding
combination to choose. It

271 e S = )84

272 IF JH3S THEN JJ=0%

273 IF JJr168 THEN JJ=168

274 1F Jo=234 THEN =234

288 PUTCJ, JI¥=< J+20, J01+20): R PSET
281 P=PEEKCB9209)

98
200 REMECHECK JOYETICK POSITIONE
318
228 1IF
930 IF H=11T AND J>=99 MD J =100 AND
W0 F JM=iTL AND Ji=144 AND L 1eTE AHD
=0 IF JaZ1E AHND Jr=158 AND JJ>=TE AND
350 IF Melidh D J00=192 THEN T8

aTe IF Jiwmld4 AMND J1:w=1T2 THEHN 290

J71 GOTO Zoa

58 HENT AT

90 FREMYSCORES

400 FOR M=] TO 1888 HEST X SDND 20.3
=20 CLS

=12 PRINTED. "PLAYERS HAME: " MNAMEW.C )
=20 PRINTEZZ2, "SCOFE “ TTALCC>

=50 FOR ¥=32 TO &3 PRINTEN.CHREC 142+ 952

[F P=254 OR P=126 THEH SOUND 199,.2 -COTOONA CLSESOS

IF Ji=18 AND Ji=8 AND JM=108 AND JJ0=76 THEM Pil =3 FOLS
H=72 AHD Jr=4% AHD J0=7E AND J)0=180 THEM P2 =8 PCLT

JJr=Rh THEN B 2)=d PELE
I mIPR THEMN Prd =0 poLs
i =1A0 THEN PCS5=d POLS

HEXT X

S40 PRINTEGS, "OHES CADD ALL THE OMESY -IF S0 C.1)=1 THEH PRINTRGS, "u*
595 PRINTEDS, "THOS CADD ALL THE THOSY IF SCOC. 2wl THEW PRINTRSE, "
=556 PRINTE13, “THREES P00 ALL THE THREES "' IF SCIC-3)=1 THEN PRINT12C

97 PRINTRIEZ, “FOLIRS (¢
559 PRINTRZDS. "SINETS

ADD ALL THE FOURT Y™ IF SCiC, 40
S59 PRINTRISH, "FIVES (RUD ALL THE FIVESY"-JF SCif . D)=
CRDD ALL THE

THEN PRINTS1S8, ~u*)
THEN PRINT®192, "

SIMES ™ IF SCAL.5)=1 THEN PRINTE234,%u"

%60 PRINTERTG. "THREE OF A EINDIALL THE DICE»" JF SCIC,7h=1 THEM PRINTR2SS, "y~

PRINTEZSG, "FOUR OF A KINDCALL THE DICEY": IF SC(C.Lxa1 THEW PRINTE2ED, "u"

S62 PRINTEIZZ. "FULL HOUSE (SCORE 251" IF SCoC.20=1 THEN PRINTEIZO. “u*

=563 PRINTRISH, "LOW STRAICHT (SCORE 347"

IF SCeC.10)0=1 THEH PRINTEISZ."u"

=54 PRINTEIBE, "HICH STRAIGHT <SCORE 40)% IF SCIC, 1151 THEN PRINTEISS . “u =,
565 PRINTE418; "YRHTZEE (SCORE B@)"  IF SCAC,.12] THEN PRINTE416, "u"
SES PRINTRASO . "CHANCE CADD ALL THE DICEY IF S04C, 13%=] THEN PRINTRA48, “u*

STe J=JOYSTKC@ ) L= JOYSTK1 )

71

PRINTRJJE3Z +1.°C"
573 PRINTR.JE32+38, °]"
574 PePEENC 3208 )

3

JI=IHTC J <43 IF JJ=1S THEN JJ=id ELSE IF JJL2 THEN Jje=Z

S8 IF P=254 OR Pe=i126 THEN SOUND 19€.2 COTOGDS ELSE PRINTRJIJ3I2+1,CHRSC 1433 -PRIN

TRLIXIZ+30, CHREC 143 5 GOTOT40

600 IF JJ=2 THEN CH=l
E1@ IF JJ=3 THEM CHe2
&20 IF JJ=d4 THEM CH=3
638 IF JJ=3 THEM CH=4
642 IF JJ=& THEH CH=%
6308 IF JJ=7 THEN CH=G
652 IF JJ=8 THEN CHe=?
678 1IF JJ=3 THEM CH=8
£98 IF JJ=1@ THEN CH=S
€99 1IF JJ=11 THEN CH=13

would be easier in most cases to
just throw the dice and forget
the computer! The auther has
got round the problem beauti-
fully by utilising the right joys-
tick as cursor control. This
clever trick has enabled hi-res
displays of the dice and very
easy inputs, All instructions are
included.

Variables.
D(1)-D(5): array to store dice.
P(1)-P(5): array to save disc.

whether a player, C, has used a
certain option, CH.
Name S (C): array to
names of players.

TTAI (C): array to store scores
of each player.

SC (C, CH): array to determine

—_
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1390, 1468, :m,tstm.lm.m?ﬂ 2150

raaon™ i

-

gid

PLAYP1OT10+TZLIOFT H.ZWIETWELEHFTELEHF T2L200T

T2L20FT
1 Wm1nm+mmﬂ—7m 2O8E

fgg%

i
3

\F I=1 TO M-1
13>TTALL 1+1 )THEN 868
1

£
1) J*ﬂﬂ.ﬁl)‘ﬂﬂ-ﬁl*lﬂ'ml ywNAMESS 1413 TTALC I+1 b HAME

2248
;:
23

iFm}

1/1F Fw=l THEH M=f-1 1GOTO 839

CLS =98

FOR W=l TO 9

PRINTEY. X" 'JIHIIC)C?HHIHTI?‘FIS;“M"*TTHJKM

!E
A
3
- n

a8
B7@
282
g9

FOR ¥=1 TO 3
iﬁ: IF D¢X=CO THEN
12808 MENT X
1290 SC(C

TTAL=TTAL+4

o aTTALLCTTRL

TTAL=TTAL+S

HEXT ¥
?.f.":t'.ﬁ}‘i
1369 TTALLE :.uTTFH_"l: »«TTHAL

»iO2=DCS) D=0 5=0
=

THEM Oa=04+1

1 THEH 09=0% *1
THEM OE=06+1

@ HEXT = =
y=2a 1F 04=3 gR O%=3 OF OE=3
19530 AL Co=TTAL c o TTAL
{1 =4 TTAL=®
150 sCLC. T
=gn FETURH
- T OwDI1 ) azeDCS? bt} O%=0
‘r‘?-IEH Ol =4+ 1
THETVI”ITﬁECI'Tﬁ‘.

1o =01 1 vl

oE=0

THEN TTAL=0 ] 0t 2 D

= yeit 3 v A

3 p4DL 4 +049 JELSED

S, 3 E';_":-E TTALSR




mmEe THEM ot ER=L

iy R

{Tad b
7ie FOF ~ e THEM D

"]

: nnER=Q GOT01688 . o
720 EXT {F cOUNT»2 THEN 1790 ELSE OO N TTRL=2S ELSE TTAL
| ais 0 i N ok 9y AND LA e 2

i —p——
i=on TTH i

svam RETURM

. - I ]
Sang Ciwl D=1
L] e B E=L
4aon FOR M=

s TTHL

f"'-[‘ r._,-ﬂ, F"-.-l‘

THEN GeDCXD

R
e ﬁp ¢ yeGeClU THEN GOTO 2060

S vt W TTRLe@ GOTO:S i
o ':2_}-:1 THEN 2070 ELSE 283
] "':_--ul:‘l w1l i

5 TTE 40 -
oL ¢ C)=TTALLCISTTAL
= :._._l ':1_ nt

: o DCAYDCSY THEN TTAL=39
470 PETURN rot 2 3mDl 33 AND pe 3 =00 4

2168 TTAL=D

2178 RETURM

2180 TTAL=DC § »D4 2 24D¢ 33400 4 14D %)

e ———— = TTALCE T IALIC e TTAL
2200 SC(C,13)m=]

2213 TTAL=D

2228 RETURM

2230 REMPIHSTRUCTIONS

2240 CLS PRINT"yaktzes 1S RH ADAPTATION OF THE POPULAR BOAED GRAME.IT DIFFERS VER

¥ LITTLE FROM THE ORIGIHAL™

2241 PRINT®484 ., "{PRESS ANY FEY

2242 SCREEN 0.1

2247 ASwINKEYS IF AS="" THEW 2243

2245 CLS'PRINTTHE IDER OF THE GAME IS VERY LOGICAL. JUST MANDUEVRE THE JOYSTICK

| TNTO A SUITABLE POSITION AMD PRESS THE FIRE BUTTOM .TO SAVE A DICE SIMPLY POSITI

oM THE JOYSTICKOVER THE DICE AMD FIRE™

245 PRINT®4B4, "CPRESS AMY KEY TO COMTIMUE Y™

2347 SCREEM 0,1

2248 RAS=INKEYS ' IF AB="" THEM 2248

2260 CLS'PRINT PRINT 'PRINT"u=A LUISED COMBIHATION® -PRINT PRINT"YANTIEE=-" DICE ALL
SAME NHUMBER" -PRINT -PRINT"FULL HOUSE-3 AMND 2 DICE THE SAME" ‘PRINT*HIGH STAIGHT-AL
L ON A RUN" 'PRINT PRINT"LON STRAIGHT=4/0R MORE) ON A RUM"

Z270 PRINT®2484, "{PRESS RNY KEY TO COMTIMUE =

2200 SCREEN 0.1

2221 AE=1HFEY®:IF AB=""THEN 2281

2298 RETURM

2320 DICEW ¥ ="pM-a. -BROR 140140 1 40 3BM+E, +ERORICIRL ™
Z318 RETURM

TO CONTINUE 3"

2320 DICES X )="BM-0, -0ROR14DI4L 1 SU138M+2, +SROR1ICIR1BN+8, - 1RRIGIRL*
2330 RETURM

2242 DICER M )s"EM-0, ~-0ROR14D14L 14U138M+1 1 .+ IRORICIR IBM-5. + NORICIR I BM-£, +4ROR 1
gl
2358 RETURN

2360 DICES X »="DM-3, -GROR14D14L 14U138M2, +1RORICIPIBMN+E, -1 PARICIR1BM-10, +BRORIGY
BM+E, ~1RERIGIRL™

2370 FETURN

2382 [CICES ¥ )="BR-2.-0RER14014L14U138M+2. +1FORIGIRIEM4E, - IRORICIRIEBM-&. +IRBRIGIR

1BM-5, +4RBRICIR1BM+E. -1RERICIRL"
Z¥30 RETURH

2400 DILES X ="8M-0, ~0ROR14D14L14U138M+2, + IRORICIRIBME, ~IRERICIRIBN-10, +4RDR1G]
R1E8M+3. =1RERIGIRIBM-10. +IRORICIRIBM+2, ~1RERIGIRL "
2410 RETLURN
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PITFALL — FUN IN THE JUNGLE!

Pitfall was one of the smash hits of 1983 and voted
Game of the Year at the Consumer Electronics Show —
which is America’s Chelsea Flower Show of video
games, where all the major manufacturers show off
their prize exhibits.

Pitfall Harry’s Jungle Adventure takes you on a peri-
lous search for the lost treasure of Enarc.

On your search you will encounter many dangers in
the shape of crocodiles, snakes, scorpions, logs, and
disappearing lakes.

You have just three lives and twenty minutes to locate
all the Treasures of Enarc,

Control of Harry is simple. All you do is push the
joystick in the direction you want him to move — right,
left, or up and down the ladders that connect the two
floors. Pressing the fire button makes Harry jump —
which is the way he avoids obstacles.

The nasties have different strengths and some of
them are easier to avoid than others. Generally —
timing is the key to overcoming all of these obstacles,
ti]me your run and leap to the split second to get over
them.

The other general tip is to keep a record of the screens
that you visit, try to memorise them and note down all
the obstacles that appear on each screen.

The first screen is easy, simply skip Harry across a
stationary log and one hole and your are on your way to
the next screen.

The first major hazard appears on screen three in the
shape of a bog. Hop on to the vine — timing your leap
carefully — and jump again as soon as you land on the
far side of the bog to clear the log rolling towards you.

Toughest of all the jungle adversaries are the crocs.
The only way to get across a croc infested lake is to use
their heads as stepping stones. There are two ways to
deal with the crocs — the slow safe way, and the fast
risky way.

For the more cautious of you there is a safe spot at the
back of each crocs head where you are out of reach of
those snapping jaws.

Tips for BL
tacklingtop [

It":

games s,

by Eugene Lacey| *:.

Bi

to p

Daredevils may wish to attempt the fast method -8 eani

time your jump so that Harry's last footstep on lané@ this

takes place just as the crocodiles mouths begin to closeF gre «

If your timing is sharp enough you should be lable 8% only

clear all three crocs in three quick hops. L pep
A couple of easy obstacles follow the crocodiles and i

is not until screen seven that you come across your fisl® bee;

piece of treasure. Tt

To claim the gold bar you must successfully negotice§ o fc

a disappearing bog. The secret of getting past thsl or b
obstacle is to position Harry in the space between the and

second number and the colon on the timer. When the O
bog begins to disappear make a dash to the right. The® gwa
strategy is the best one to adopt for all diasppearingg wall
bogs on other screens. the
These tips if learnt thoroughly should enable you & As
deal with all the obstacles you encounter in the follow i laye
ing screens. neec
For real speed in Pitfall you will have to learn whaa® O

and where to use the underground tunnels. These taks|
you through the jungle faster but be careful not to miss
out on the treasure as well as the obstacles.

QUEST FOR THE RINGS

Quest for the Rings represented a totally new concept
games when it was launched last year.
The first ever board game come video game all i
one. The theme is very Tolkienesque with demons|
dragons, hidden rings, and strange powers. .
The idea of the game is to find the 10 rings that have!
been hidden by the Ringmaster. Two people can playas
a team against the forces of evil or there is also a singlé
player version of the game. '
The video part of the game is basically a maze chase
affair. The various screens for this action are selected;
by pressing the keys on the overlay giving you vario
ly; The Dungeons, The Crystal Caverns, The Shifting
Halls, and the Infernal Infernos.

Matching of partners is the key to success in
Quest. Pick partners that work well together, one Io]
deal with the enemy, the other to dart in and grab the
rings. '
You can choose to be a Wizard, Phantom, Changelin
or an Alien.
Each has different powers. The Warrior is armed with
"Theor's Sword" which can slay adversaries that come
at you on a horizontal plane only. The sword is useless
if the creatures attack from above or below.
Wizards can cast spells which have the effect o
temporarily immobilising enemies.
Phantoms can walk through walls and Changelings
can become invisible altogether though both only move!
at half speed when in this state. Practising each of the

four roles is the key to mastering Quest for the Rings, on
the Philips G7000.

Computer and Video Games Yeasr
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2 — FAST FOOD!

fall the food games that have appeared since Pacman,
igertime must surely be the best.
it's fast food at its quickest as you score points in an
lempt to assemble four hamburgers before the peppers,
gs and sausages catch you.
Burgertime is a master strategy maze game. You have
plan your, route very carefully. Unlike Pacman you
mnot go on long sweeping runs gobbling dots — as in
s game it's not just simple dots and slow ghosts that
B out to get you. Those pickles are really mean and the
jdefence you have against them is a limited supply of
Extra pepper can be earned by catching the tankards of
ir and cartons of french fries that appear periodically.
The secret of success in Burgertime is to get the pickles
iollow you, position them under a burger, lettuce leaf
tbun and then splat — drop the morsel on their heads
1 send it crushing to the ground.
Ore tip for dealing with fried eggs is to turn and walk
ay from them once they have been peppered — don't
tlk through the points that appear, as this will cause
i 8ggs to reappear.
A8 you move your way up through the screens the
frout of the burgers gets more complex and you will
id to think even harder about the route to take.
{Une of the most dificult parts of Burgertime is learning
ontrol the chef with the disc controller and it may pay
i lo spend an afternoon just steering the character
jund the screen to practice tight cornering.
o — gorge yourself.

DERS OF THE LOST ARK

just too damn tough was many a gamers comment
Howard Warsaw's adaptation of the Stephen Spiel-
g blockbuster — Raiders of the Lost Ark.

be 13 screen of action with their assorted challenges
g many of you stumped.

you were one of those people, then help is at hand.
il you want the satisfaction of getting there for
rself then turn the page right now.

fou are Indianna Jones — the hero of the game and
B in search of the Lost Ark of the Covenant.

ibe game begins in the entrance room which shows
i o snake, and the famous whip. Pick up the snake
idash down screen to the market place before the
e gets you.

ynce in the market place you must now assemble the
you will need for your adventure.

iems are picked up by moving Indy around the screen
isimply touching the item you want. Get the magic
first as this will give you immunity from the
ikes. Also pick up a grenade, a key, and an eyepiece

ce these items are registered at the foot of the
fn you are ready to enter the Temple of the
pents. To do this you must blast a hole in the side of
fentrance room with your grenade.

nis needs to be a quick, clinical operation as once
ihave selected the grenade you have lost immunity
8 the snakes.

o will also have to remember to dart back to the

and Video Games Yearbook

market place before the explosion takes place other-
wise you will be blown to bits as well.

Pick up the timepiece in the Temple of the Ancients
and head straight for the Blue Room — also known as
the Room of the Shining Light. You will now find
yourself trapped in one of the cells at the bottom of this
room. This is your first opportunity to select the whip
and blast a hole — Breakout style — in the wall of the
cell.

Once you have escaped make a dash to the right
towards the Treasure Room. Items to pick up here are
many and the Egyptian Ankh — persistence is required
to win the latter as the Gods are reluctant to part with
such a valuable item easily.

You shold now have in your possession the Ankh, two
bags of money, the time piece, and the eyepiece. Go
back to the Blue Room and get yourself trapped in one of
the cells. Select the Ankh, press the button, and hey
presto you are teleported to the Mesa Field.

From the Mesa you must find your way into the Map
Room. The map will appear at the centre of the screen.
Centre yourself on the map and move the selector dot to
the timepiece and press the joystick fire button.

This will make the clock appear. Just before the hands
of the clock are vertical select the eyepiece.

The sun will now flood in and if you look carefully
through the eyepiece at the map you will be able to see
a tiny flashing dot — in one of the mesas — this is the
location of the Lost Ark of the Covenant.

So now you know where it is the next step is to go to
the Black Market and buy a shovel which you will need
for the dig.

Take the right exit from the Black Market and head for
the Treasure Room — you will now need to recover the
Ankh to take you back to the Mesa Field, and two more
bags of money to buy a parachute.

Use the parachute to arrive in the Mesa — you are
now very close to finding the Ark and to give you further
help would only spoil the last most exciting scene of the
game. Go to it Indy.

e L d s s e e g2 ddg
CENTIPEDE — INSECT ATTACK!

Fun in a mushroom field can mean only one thing t
video gamers — Centipede.

This arcade game caused a real wow in the arcades as
it was the first game to demonstrate the full potential of
trackball controllers.

The key to success in Centipede is to fire quickly and
fire accurately.

Beware of low lying mushrooms as the Centipede
moves down a row when it collides with a mushroom.

The secret is to clear just the right number of
mushrooms — don't clear all of them as if you do fleas
will begin to appear. You must learn to look at mushroom
configurations and act accordingly. If a formation of
mushrooms is enabling the Centipede to fall rapidly
through a certain part of the screen blast them away to
slow it down.

Not all mushroom formations are dangerous — some of
them can actually be a bonus. The best example of this is
the funnel formation in which the Centipede has to travel
through a tunnel of mushrooms to advance down screen.
If you position blaster in just the right position at the foot D
of the funnel you can completely annihilate the Cen-

7



'”]Q‘/J tipede which is helpless to dodge your fire.

i

Large scores can only be picked up by blasting the
spiders that drop out at you every so often — to score
really highly let them get quite near to you before you let
fire.

This policy can be a bit hairy in the later stages of the

game when the action is much faster.

Centipede is a game of priorities — always pursue the

highest point scoring possibility on the screen at any
given time. Go for all the spiders, scorpions, and try to
shoot the heads off the Centipedes.

One tip for getting Centipedes that are near to the
bottom of the screen is to position yourself at the very

bottom of the screen with one mushroom one row above
you — when the ceniipede head comes in beiween let fire
with all you've got the rapid fire created by the
mushroom and Centipede sandwich will enable you to
blast the whole thing segment by segment till it is

completely dead.
Be adventurous, take risks, and assert yourself.

P =i Attack

DEMON ATTACK — TOUGH ALIENS

Demon Attack is arguably the toughest shoot ‘em up
type game available for the VCS.

No less than 84 waves of aliens are queueing up in
this cartridge to attack your laser base.

This is the hybrid of two arcade games space
invaders and Phoenix, though unlike the official Atari
Phoenix does not have the home base.

The basic strategy is similar to invaders — slide and
shoot.

Keep constantly on the move thus preventing the
aliens from cornering you.

Pick off the low flying aliens first. If you kill these you
may notice that the higher aliens flap around the screen
harmlessly without firing back. You can now pick these
oft at your leisure.

There are 10 game options in Demon Attack. You can
choose one or two players, regular or advanced aliens,
and whether or not to have guided missiles.

If you are playing the guided missile variation, be
reminded that the laser base moves together with the
missile so you must be careful not to guide your base
into an oncoming missile as you pick off the aliens.

Speed and good hand-eye co-ordinaiion are crucial to
success in Demon Attack.

Computer and Video Games Y
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MAZE

BY STEFH EN G{'.'IIZ‘.IFI‘IE"tr

RUNS ON A Ti 99/4a in 16K

The balffling corridors
of mazes seem to have
a certain strange fas-
cination for our read-
ers. Maze games have
become firm
favourites with you
funny people out
there! So by public de-
mand we bring you
more mind-boggling
frustration.

Stephen Godirey took
a look at the /3D Maze
game we printed for

big lumps — we
guarantee it! But
never mind Stephen
has come up with a
cure for premature
baldness.

Stephen has also
included an ingenious
“cheat” command —
but you'll have to play
the game to find out
just what that does for
you. Other, more stan-
dard controls, are;
“L" for left, "R" for

-

3 b

“2-D MAZE FOR TEXRS TI

' STEFHEN GODFREY'

the Sharp MZ-80k in right, “"M" to move for- *"ADAPTED FROM 3-D FRZE
our Book of Games ward and “F" to turn st -1 -
earlier this year and 180 degrees. t"MATTHEW ELAKSTRD IN Tn

came up with a con-

version for the TI 99/
da.

All you have to do
is find your way
through the maze and

Program notes

To make your life
easier type in lines 14
to 27 first and RUN.
Then substitute the
characters shown be-

SAMES * FRE

"FEERLAR"Y

1952 L &.v.Dh.

discover the &exit. low — where they B },E ' NOT S THE

Sounds simple, but just occur — with the given >2/les 1P NUL o IR

try it! keystroke. (Note: This ALL CLEAFR L
You'll soon be tear- will be different if you Oy HRVYE TO FIND YOUE

ing your hair in great

have a TI 99/4.)




Buntration: Terry Hogers

Il PRINT

*"OUT OF R MAZE.

: "THE POINT WHEFR

FFFFFFFFFFFFFFFF
2040201003040201
0102040810204050

"R 3-D VIEW OF THE |

=

:"YOUR CONTROLS
i "L - TURN LEFT": :"R
*"F = TURN 120 DEGREES":
"M - MOYE FORWARD: :"(
(ONLY S ALLOWED! )"

12 i "PRESS ANY KEY"
PETLD.F,E-:: IF ML

- TUEN E

- CHERT

13 DARTH
19 DATA S02020
20 IIATH
21 DATH
22 DATAH
22 DHTH
24 DATH
25 DHTH

, 299

26 DATH
27 FOR T=1

WO == b 0
== g |

Q")

a3 a3 O 0 i
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28 CHLL

2 CHLL
20 CALL
31 CALL

2 CALL .
3 PRINT "
4 PRINT
S PRINT
26 PEINT
a7 PRINT
2 PRINT
9 FPEINT
| PRINT
41 PRINT
42 PRINT
43 PRINT
44 FREINT
15 FRINT
46 PRINT
47 PRINT
42 PEINT
49 PRINT
S0 PRINT
S2 FPRINT
S4 FOR T=1
*16!1' i
S DIM CLC2»
FOR J=1
NEXT J 2%
Se RANDOMIZE

_____________
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2.292,20, 144,237
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FOR I=1 TO 2 ::
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HEXT 1
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R

=2 OIM DcgHes
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=9 DIM DLCZ
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=! <]<]<I<] ERD DRCIy:z: NEXT 1
3 &2 CALL COLORCO, 16,1)
&3 DISPLAY HT(23~EJSIEE{13}:"SEL
ECT MAZEC1-3)2msz: RACCEPT AT(22,
I?ESIZEElﬁEEEP_?HLIDHTE(DIEIT}=H
£ :: IF M2<1 Or MZ>3 THEN &3
e4 IF MZ2=1 THEN RESTORE 204 ELSE
IF MZ2=2 THEN RESTORE 214 ELSE R
ESTORE 224
£S5 DIM MSC10,100:: FOR I=1 TO 10
*: FOR J=1 TO 10 :: READ MS(I,
¢ NEXT J 2: NEXT |
66 CALL CLEAR
67 TI=LI :: Tu=LJ :: FOR CAR=1 TO

: 62 FOR SD=1 TO 2
’ 3 UY=DIR+(3-2%5D): s IF OV=0 THE
; N OY=4
i 70 IF OV=S5 THEN 0v=1 -
71 TY=MS(TI, TJ)~DR¢OYV) 93 IF A$="M THEE égiCC+1 1z IF
72 IF INTCTVOCSTY THEN 119 a4 IF A%="C ELSE TN=3
' 73 FOR I=CL(SD,CATO CLCSD, CRY+¢ cC>S THEN 88 o
39-2%5D) £(4-CAISTEP (35-2%8D): a5 IF TH=0 THEH 56

B FOKECI,DLCSD, 1) ): NEYT 1 ag IF TH(3 EH 122,156,180 &1 CA
! 74 IF CA=4 THEN I=CL(SD,CAY+3> : 97 ON MZ GOo L T+2%C11-LJ)» 119+
; 010 76 E: LL PDHEﬂ131+ﬁ4*hérI3,16w1314’16i
' 79 TY=1+(SD*2-3) 13 E=0 :: FOR I= pIR>:: CHLL E?E Zﬁﬂﬂ s: NEXT T ¢
v 10 TV+32%(DW(CAY-2%(4-CA)-2)5 13:: FOR T=1 5
VEP 32 3: E=E+1 :t NEXT I 11 yal : 6070 100 IF DIR=0 THEN

=}
Ly

il ue

r'JT(\T'?I__.-':’_Z:EI-j+1 - }:’.=T"F"_INT':.T"."-"3;;’:I*S' ag DIF:=I|'IP+TN : s
2+1 i3 CALL VCHARCY,X,VL(SD) . E) IR=4 4 THEN DIR=DIR-4
76 T¥=I :: FOR I=TVY TO Ty+(29+2s 93 IF DIRS

- . O CLEAR & 07O &

oD #(4-CAISTEP (2942%SD): : CALL {00 TN=0 :: CALL

POKECI,DLCSD, 2)3:: NEXT I 7 S (LI,LJ

°7 E=0 :: ~=CL(SD,CAY+(2#5D-3): : 101 Ifsq;§;§REBTHEF S m &3S 1ZE

FOR I=X TO CLCSD: CAY+(2#5D-3543 LI.LJ2/T v+s DISPLAY AT(12,523

2*DWCCAY=32 STEP 32 :: E=feq & 00,262,003 ¥ wALL '" :: GOTO 88

NEXT I =3 Y=INTCH/ 32341 =3 N=yw1 {1D)BEEF'Pﬂi THEN LI=LI-1 3} IF

NT(X/32)#32+1 2: CALL YCHARCY, Y. 102 1F DI"jv

VLCSDY L, ED LI=0 THEN 10 EN LJ=LJ+1

78 NEXT 5D 103 1F DIR=2 THER o ey

73 IF CR=4 THEN 26 104 IF DIE:; THEN LJ=LJ-1 |
30 TVY=MS(TI,TJ)~DRCDIRY 105 IF Elﬁaﬁ 511 23000
IF INTCTY)=TY THEN 114 106 GOT SOUNDC 2000, 262, 0, 330,

82 IF DIR=1 THEN TI=TI-{ :: [F T 107 CALL SOUNDC [T

I=0 THEN CALL POKE(CLC1,4),89):: 523,00 1(1 > 262, 0 33U, U3
|T"DTD Pl 101:: LHLL ._.UU”[

83 IF DIR=2 THEN TJ=TJ+1 ,qa ~aLl CLERR i3 PRINT " CONGRA

4 IF DIR=3 THEN TI=TI+1 107 L i

< IF DIR=4 THEN TJ=Tl-{ TULATIONS!!

/DRCDIR Y =INT (M5
}'DﬁQEHLL SOUNDC4

o 0
et L]
N

L ;6 NEXT CH 110 PE§:1 wwgu HAVE FOUND THE EX

: 87 CALL COLORC13,16,1,14,16,15 111 PR ;

: 92 CALL KEYCO,K,S)s: IF NOT S TH 5

i TR =T=" i 2 F‘F'I“T : 2n:3F i IF

i EE ;;:rHP$fﬁ] 1{3 IHPUiH;ﬂHELgEELgE'IF E$="T“ ;

i 90 IF A$="L" THEN TN=1 e Sia OO i1 -

§ 91 IF A$="R" THEN TN=-1 ITE“FTH?LE%2E3>+{5—tﬂ>*33 R |
92 IF A$="F" THEN TN=2 L1=LLs
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2#¥(5-CA)Y~-1
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130
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Licensing video games is a
marketing man's dream. Theory
and imagination meet head on as
the most unlikely titles, characters,
and products are “tied up” at enor-
mous cost to be converted into
home video games.

It all started with arcade games.
It was an obvious step for the home
video games manufacturers to
license the title of a popular arcade
game and convert it for home use.

Gamers now take for granted
that successful arcade titles will
eventually be converted for the
home systems. But just five years
ago it was thought very innovative
when Atari introduced home ver-
sions of Space Invaders and Break-
out for home use.

Now any arcade game which pro-
duces the slightest tremour of
popularity in the arcades is leapt
on by the large firms license-
hunters.

Many games are tied up even
before they go into the arcades, just
in case they are hits.

Licensing has been the salvation
of the arcade game manufacturers
many of whom receive millions of
pounds for their games.

Of course this has its bad side as
well as its good side and many
people in the arcade business be-
lieve that quick conversions to the
home are killing the revenues of
the arcade proprietors.

Whatever the effects on the
arcade industry these games are
key targets for the home game
manufacturers.

Parker Brothers spent four mil-
lion dollars each to get Popeye,
Q'bert and Tutankham and expect
to have to pay at least this in the
future for good titles.

Colecovision could not quote an
exact figure for licensing arcade
games because the deals they
make are usually tor more then one
game. One thing is certain though
— with two of the hottest titles of
the year in the shape of Zaxxon and
Donkey Kong the sums involved
would, as with Parker Brothers, be
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LICENSED TO THRILL

How your
favourite heroes

are turned into
your favourite
games.
By Eugene Lacey

measured in at least six figures.

Atari are in a slightly more
favourable position than some of
their competitors as they have their
own arcade division.

This means that they already
own the rights to several hit games,
Centipede, Pole Position, and Xe-
vious to name but three.

Fortunes are made on the rights
to arcade games but even larger
fortunes are made on the rights to
films.

Mattel Electronics were the first
company to produce a home video
game based on a popular film re-
lease — with their Tron games for
the Intellivision.

Their deal with Walt Disney also
enables them to produce games
based on some of the Disney car-
toon charaters.

Atari followed into films in a big
way last year with a 25 million
dollar deal with Stephen Spielberg
which enabled them to produce
both ET and Raiders of the Lost
Ark games for the V.C.S.

The list of game-of-the-film titles
is now a larger category than
sports simulations.

Like all so-called comprehensive
lists I've probably left something
out. However, here are all the video
games, some of which are not
available in the UK, based on fea-
ture films.

ET, Raiders of the Lost Ark, Jedi
Arena, Return of the Jedi, The
Empire Strikes Back, Superman,
Spiderman, M.A.S.H., Tron —
Deadly Discs, Tron — Maze-a-Tron,
Tron — Solar Sailor, Buck Rogers,

China Syndrome and James Bon
007.
Before you read this there will
probably be half a dozen othe
films announced for the vi
games treatment.

Although several films have no
been converted by far and away b
most expensive must surely be i
Star War games.

The exact details of Park
Brothers deal with George Luces
the director of the Star War films,
not known. We do know that Park
Brothers have the rights to produs
all sorts of games and toys bass
on the films

There will be dozens of Star Wa
toys in the shops this Christm
from large plastic Millenium Fe
cons, models of R2-D2, C3-PO m
Chew Baca and the video games-
of which Parker already have thre
with one more in the pipeline.

Unlike Spielberg, who receiv
his money "up front” from At
Lucas earns a percentage of i
profits of all the Star Wars toys.

Blockbuster films are by
means the only areas being looks
at by the game license hunters.

Anything which has popuk
awareness, particularly amot
young people, can be turned intof
game.

The Americans band Journey
cently became the first pop groupl
have their own video game and o
likely to be followed by Devoé
number two. Come on Duran Dum
let's have the first British group
video game. '

Television programmes are
baing looked at and in Ame {=+3
firm recently advertised a Dukes|
Hazard game, which should ju
beat Atari's Muppets game on
the shelves.

We have probably not ew
scratched the surface of video a
computer game licenses.

One clue to what to expect in
future is a game recently gone
sale in America with the charmi
ly ridiculous name of Attack of
Beetf Steak Tomatoes.
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SNACKBIT E at a letter and he is so intelligen!

that his path always forms words.
C}'TIIL the ward-&u’fing snake, takes He cannot turn round in a tunn el
his daily meal by leaving his lair  gnd will not visit the same chambe
and wandering along the tunnels more than once in any one word.
which connect the chambers of his What puts his I.Q. way above thet
dﬂfL ﬂf ﬂ'ﬂCh Chamber .h'ﬂ‘ rakﬂ‘s (= § b”e af h]s feﬁlow compu ter aspg is that
the last letter of one word is also the
I first letter of the next. |
E Can you find the eleven words
which he makes before returning i
his sleeping quarters?

1 PATRIOTIC
PACMAN

It is only right and proper that P""E
W™ ***"g first toddler micro should
be accompanied by software of &
I regal and loyal nature. I
E | In his version of Munchyman, el i -
= dots are coloured Red, White andiii |

Im
no

1
. pit

TOK

O 0 NOW! s WN -
m

b
(=]

Blue and the patriotic little gobblet
always eats the dots in that orde :
Blue being followed by Red againil -
and so on. be
Once a dot has been visited I,
cannot be used or passed through
again and the task is to consume a
many dots as possible before becom
ing stuck.
From any dot you can only move I8
a neighbouring dot — i.e. one yo
can reach without passing betwee
two other dots. Starting from
Green dot at the centre, just what &
the longest path you can find?
For family fun, place a piece ¢
tracing or thin paper over our pictuté
and draw on that, then everyone can
have a turn.
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‘hugme your ideal game with graphics that leave

wthing to the imagination.

It comes to your home where you sit alone but can
against other people sitting in their own living

ms.
It has sterec scund and the explo-
sions actually rock your chair.
It may be science fiction at the
oment but it will be happening
1y shortly. All of the technology is
teady here and it won't be long
lore someone packages a game
hich puts you on the inside with
action happening around you.
The most important development
laser disc games. The next gen-
mation of arcade games will feature
er disc technology with film ac-
jon reacting to the player's move-
nt and firing.
Already a game called Astron Belt
in UK arcades, showing what is
iEsible on laser disc.
Astron Belt

puts a computer
gphic ship in front of a film back-
which comes from a

panese science fiction film. The
tkground consists of planets,
. alien ships and alien land-
papes and when the computer reg-
ers a hit on an alien craft, the
feen dissolves into a bright orange
g osion.

e game has plenty of flaws but
e should be corrected and im-
d as the manufacturers under-
ind the medium better. The main
plem with laser disc is interrup-
i in the game action.
jihis 1s due to the speed at which
loser can search appropriate
es and sounds called for by the
gyer's response.
wne way around the disc response
B8 is to store the information in an
cient way so that it follows the

INTO
FUTURE

what gaming’s got in store
By Terry Prati

game's logical sequence. Another
more expensive way is to use a dou-
ble disc system so that one disc fol-
lows the current action while the
second prepares for the player's next
move, providing a “seamless” pic-
ture. A laser disc cabinet costs about
£2,000 but it is easily re-usable with
a new game disc.

Other examples of games using
this technology are: Dragon’s Lair
and Eon and the Time Tunnel.

Dragon's Lair is a fully animated
sword-and-sorcery cartoon with the
player taking the part of Dirk the
Daring. He swashbuckles through a
castle loaded with scorpions,
snakes, trapdoors and pools of fire.

Eon and the Time Tunnel is a simi-
lar fantasy theme but the player
travels through a series of movie
scenes featuring ominous Welsh
castles and futuristic cities.

Astron Belt also features the vibra-
seat. A chair which shakes and vi-
brates in time with the action, so
those explosions can really rock you
to the core.

Another arcade breakthrough is in
allowing players to take on each
other as well as the computer. A
Californian company, Simutron has
just produced the Simulator game
system which allows up to 16 players
to interact on one tournament centre.

Each player is sat in a cubicle with
up to four screens of action in front of
him. The first game using this sys-
tem is called: Star Trek: The Motion
Picture (not to be confused with the

current Star Trek game going the
rounds in arcades).

A player has four screens of in-
formation, showing tactical displays
and laser disc film from the movie
Star Trek. It has a hundred buttons,
voice synthesis and stereo sound. If

he wants to compete against a
friend, the other players’ ships
appear on his screen as rebel fleets.

For the future they plan a sports
simulation, a fantasy game and
games based on other popular
movies. The system can also be con-
nected down a phoneline to other
similar centres allowing a nation-
wide or even worldwide tournament.

In the U.S. they are already doing
without the phones, using cables.
The system is currently limited to a
small audience served by Play-
Cable, a New York City-based firm,
hali-owned by Mattel. This winter
will see the launch of the Games
Network of Los Angeles and three
other companies (including Atari)
are exploring the possibilities.

PlayCable offers subscribers ($15
a month) 20 video games which
change every month. The system can
only be used by owners of Mattel's
Intellivision System and games are
downloaded into the system in about
10 seconds.

Games Network will place a mic-
rocomputer in the subscribers home
for 550 (about £35) and then it's §l4 a
month for 20 games, including some
arcade hits.

It's all just around the corner.
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Behind the quiet facade of
suburban homes all over the
country something strange
I8 going on. In the guiet cul-
de-sacs _and peaceful tree-
lined streets of towns and
cities you'll find ordinary
looking homes which hide a
secret known only to a
select few. Venturing into
this secret world takes you
on a nostalgic journey — but
if the secret gets out then
the residents of these
houses may have already
discovered the shape of
things to come!

Keith Teample, who lives
on the outskirts of London,
near Croydon, is one of the

 PINBALL
- CRAZY

Tim Metcalfe finds
he isn't the only one.

few. The back room of his
house is an Aladdins’ cave
of arcade memorabilia —
With pride of place given
over to two veteran pinball
machines. All  bumpers,
bells and bright lights these
imachines are Kaith's pride
d joy. Along with four
other pins and a magnificent
| 30's style juke-box that is!

Keith is just one of the 300

| ball Owners' Association
il which has kept the ant of
playing the silver ball alive
the lean years of the
videad'boom. Now the gamae
which grew up with rock ‘n’
ol and the Cold War is
toming of age in the era of
synthesised pop and cruise
| missiles.
More ant! more people
| are turning to pinball as an
aiternative to hammering
the Smart bomb button on

| or so members of the Pin-

their favourile video gama,

Keith is pleased to see
pinball making a comeback
and although he is a fan of
the older machines is ready
to admit the modern games
are just as good. “The older
machines are nice to play,
but often the modern elec-
tronic pins are faster and
give you a better game.”
Having said that his
favourite pins are the
“wooden-rail"” machines
from the 50's — so called
because of the wooden strip
along the sides of the
cabinet.

Keith's love affair with
pinball began when he was
still at school in Lincoln-
shire. He used to nip down
to the local cafe and rattle
up a few high scores.

Several years later he was
passing a shop in Croydon
and saw a pin-table lan-

guishing in the window. '
thought to myself, I've got
to have that!” Later, on his
way home with @ car full of
old machinery he thought to

himself: "“‘What have |
donel"

But he learned of the then
recently formed Pinball

Owners’ Association and
realised that he wasn't alone
in his passion for pinball. He
joined up — becoming one
of the first members of the
fledgling association — and
since then has never looked
back. He became the asso-
ciations’ Pinball Wizard at
their annual convention in
1980, beating all-comers to
that coveted prize,
Although Keith has six
machines he is just an aver-
age pinball fanatic. Other
members take their passion
even further. Some have
built special extensions 1o

their homes to take collec-
tions of pin-tables which
often run into double fi-
gures. There's a family of
pinball fans who have a
house full of machines and
there's @ rumour that one
member owns an amazing
200 pins!

But what attracts people
like Keith to go to such
lengths to preserve these
old machines and encour-
age intarest in them? "l sup-
pose’ there's a certain
amount of nostalgia
attached to it. But really it's
the 64,000 dollar question
and wvery difficult 1o
answer!"’

Keith is an art-restorer by
trade and lavishes the same
care and attention on old
pintables as he does on
Victorian paintings.

Pinball has been thought
of as primitive compared to
the latest 3D stereoc-sound
video games. And admitted-
ly many of the features
you'll find on a modern pin
date from the 30's and 40's
But pinball has made a bold
step into the microchip age.

Electra-mechanical
machings are things of the
past - replaced by chip
controled games. Some
even speak to you as you
flip the ball around. There
are pins based on video
game themes, like the Wil-
liams Defender and com-
bined video and pinball

ames like Bally's Baby Pac-

an. All a far cry from the
first pin-tables which had
light bulbs to mark up the
score instead of digital dis-
plays!

Pinball has also survived
conversion to the small
scréeen. Some video games
centres have pinball car-
tridges produced for them
and computer owners can
also play pinball.

Tandy brought out a car-
tridge for the TRS-80 Colour
Computéer which had the
added attraction of allowing
the player to design his own
playfield. Texas owners can
also play the game,

But_for people like Keith
their will never be a substi-
tute. for the real thing.
They'll be Pinball Crazy until
their flipper fingers seize-
upl

If you'want to know more
about pinball or the Pinball
Owners’ Association contact
the association’s headquar-
ters at “Arcadia’’, 465 Cran-
brook Road, liford, Essex.

and Video Games Yearbook
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100 FOR MP=42 TO 183 STEP H: SOUND 2,MP,@
,B:ST=STICK (@) : POKE gITELR,G

o5 IF ST=15 THEN 11

:la Y=?+5*{5T=13}—5!t51=14):PDKEEP#LEL b
115 IF L=0 THEN M=STR1G(@): IF M=

OKE PLY1,Y:L=1 "

12@ IF L=1 THEN GOSUB EX

130 POKE PLX2,W:POKE PLY?,HZQ_HEIT 2

140 IF L=0 THEN FOR Z=1 TO <0%

150 Y=Y+5%(ST=13)-5#(5T=14):

160 IF L=1 THEN GOSUB EX L

170 IF PEEK(PLCOLL)<>® THEN

ARS (5) ) : PLOT

(W—a8) /8, (MP-34) /8
: z MP
} 199 SOUND 2,9 ﬁ,B.hﬂEIT ; .
;‘B’B IF I'P>=;.EI:.2 THEN COLDR 138: PLOT (W—48
) /18,19
NEXT E y
ggz IF H=4 THEN POKE EDLR?,IB4:H=5-BOTU
o, s
290
S
J00
35
1o
35
X290
! gﬂ'ﬁ For C=1 TO 5: SOUND &,Eﬁﬁ.4,15;i?HTé=
T TOD S:SETCOLOR 4,2,8:NEXT 1:FOR
S:SETCOLOR 4,7,5:NEXT I:NEXT C e
& 510 POKE HITcLH,azﬂmyﬁla,a,e,a:n=u+1.
S SITION L.9:7 Wb “g hit ";D:R‘ETLHH-!
| 750 POSITION 4,3:7 #63"1=novice
1 760 POSITION 4,5:7 %65 Zspilot o
77@ POSITION 8,717 #43 "I=commancer
T #1,.,K .
ot IF K=49 THEN CC=8:POSITION 15,0:7 .o
“ak=1":60T0 820 )
;ﬁ;k[;‘ :C-ﬁﬂ THEN CEﬂﬁ:P‘D‘EITlm 15,0:7 7
. s 3GOTO B2@ 3
;I;k:E k=51 THEN cC=4:POSITION 15,0:7 -
I“sk=3‘:BﬂTD B2e
s~ 815 e0TO 780
. g2e POSITION
g3se POSITION 4,5:7 #63" .
POS TION &, 7: ¢ WOy 3
g;ﬁ FﬂﬂlTnl TI:I1I IBIEEH.HI'.'I ﬂ,#?,lﬂ, lﬂ.Pig?]I;
ION &,8:7 #4L3 "meteor alert”:FOR J=1
| @:NEXT J:SOUND 2,54,1@,10
ITION ©,0:7 T
E;bgnqﬂ?ﬂ EEI.-.INE.IT J:NEXT T:Sﬂﬂﬂlﬂ,glﬁ,ﬁ
g7e POSITION 9,0:7 #4; "meteor aler
 88e 60TO 30

—mn s i EATRATYTE

1000 REM ChHARM IEn

IF H=S THEN POKE COLRZ, 232:H=6: 60TO
IF H=& THEN POKE COLR2, 250: H=7:60T0
IF H=7 THEN POKE COLRZ, 250: H=8: 60T0

SOUND ©,©,@,@: SOUND 2,0,0,0:60T0 200

T
(T

4,317

2

JJ

W,

o 145, 263, 200,202,

-

||=Fn

1010 POKE 30729,0
1020 DATA o,0,0,24

: éBEl DATA 255, 153,

1022 pAT

b A 255, 153, 153, 255, 153, 153, 255,

1623 DATA 24,255,126, 102, 1
.-:224 DATA a,a.e,a,a,é,e,é i
._lazs DATA e,e,,42,28,8, 20, 20
40 DIM CHARS(7) :CHARS="%+—< @~
1045 CHSET=(PEEK (106) -8) #256: CHORG=S
1050 IF PEEK(CHSET+9)<>@ THEN 1140

1060 FOR I=0 TD H
CRBAT) s MEXT X S11:POKE CHSET+1, PEEK (D

P 1870 FOR I=1 TD &
J:f{ 1090 CHPOS=CHSET+ (ASC (CHARS (1) ) —

116@ FOR J=& TD 7
111 =i

111a FOKE CHPOS+J.A
- 112¢ NEXT JINEXT I ;
T 1138 FOR I=32 Tn I9:POEE
iy KtCiﬂHG+Il=hEIT I

1140 POKE 7ss CHSET/
256
; 1150 RESTORE iIEI
1160 FOR 1

=15 -
gitem 36 TO 1706:READ A:POKE 1,

%% 1170 FOR 1=1774 T

v 24,126,127,255
153, 153, 153, 153, 255

i

X2)#8

DEAT. A
NEMLU M2

0 1787:POKE I,0:NEXT

;igiﬁnqrn 162,3, 189,244, 6,240, 89, 56 22:
»6,240,83,141,254,6, 106 . 141 .

1182 DATA 255,46, 1 ;

53,&,24,1@9.252,&,133,294.133

;:?gsnggg zaa,199.249,&,133,233,1?3.255
8e 133,29 » 189,248, 6, 170, 232, 46, 255
iy 1‘592;,144,15.15&,1?7.203.145,2ﬂ5d
38 » 203, 136,202, 208, 244, 76,87

DATA 6,160,0, 177,203, 145, 205
208,244,174_2%% 2

ii86 DATA 173,254,6, 157,240 & 109

-~

1188 Dr » 189,
3, 145, 265, 200, 202 208
1189 DaTA 169,090,157, 2%

&y b, 20

?igg'gg’zzﬂ.e.a:lﬂ4:16?’ SO

TA 7,162 & 150,08, 32 228

1200 PH=PEEK (106) ~16: PMBAGE. 2% 220> 76
S &) 1&.FHHASE-2:45*FH:\'=191
1216 FOR I=PHBASE+1@

A g 23 TO PMBASE+2047:PQ
1230 PLX=S3248:PLYX
=1780: PLL=1 7B4:PLY
1248 POKE 704

2,54

12586 POKE

2170,140 & 177 2a
it A E AT -

» 248, 174,253, 4

1=5324?=PL!2=FLI+2:PL?
1=PLY+1: PLY2=PLY+2
»118: POKE 705, 118: POKE COLR

S59, 62: POKE 623,1:POKE 1788,PM

-




It 153 FOR

: POKE 532??,3:PGKE
pH: POKE 53256, 1
126@ RESTORE 1280
1276 FOR I=FHBnSE+1ﬁ24 TO PHBH5E+1635:RE
E I,A:NEXT 1
,1&.1&.12?,12?,126,12%,
ORE 1310
! =PHBHSE+123& TO PHBRSE*l??l:RE
AD A:POKE I,H:HEIT
%1310 DATA a,a,a,@,a,a,1,3.ae.aa,3,1
1320 RESTORE 1340
133 FOR IEFHBQSE+1536 TD
aD A:POKE 1,A:NEXT 1
1340 DATA 3@,12&,252,125,12?,255,254.96
1350 POKE PLY, Y: POKE PL?I,Y:PDKE PLX,193
.POKE PLX1, XM:POKE PLL, 12: POKE pLL+1,12:
POKE PLL#+2,12
13460 ¥={ISR (1696)
1380 POSITION 9,18:7 #6; "press fire to S
tart”™
1400 1IF STRIG (@) =0 THEM
1419 6070 1400
1420 FOR N=2 TO 1B STEP 2:FOR {=0 TO 19:
SOUND ﬁ,I*lﬁB,ﬂ,E:PﬂﬂlTIDH I, N7 b3 "t
MEXT I1:NEXT N: SOUND 0,0,0,0
1430 POKE ﬁSb.l:PDKE &£57,817 ©

PHBﬂ5E+1543:HE

1420

1500 POSITION ,0:7 #4; "meteor attack"
1505 FOR 1=2 70 &:FOR N=19 TO 18 STEP —1
§ :COLOR ﬂSEiEHﬁRttS?):PLDT 1,MN:NEXT N
151@ FOR N=17 TO 186 STEF ~1:COLOR AsC (CH
ﬁR!i?)&:PLDT 1,N:NEXT N

1520 FOR N=15 TO

AR (3)) :PLOT I,N

1=3 TO S:COL

ot 1,12:NEXT 1:COLO

4,11

1540 FOR 1=8 70 11:FOR N=

1: COLOR HSE{CHHRiIEJE:FLD

{556 COLOR HSEIEHﬂR${3}]:

1
1560 FOR 1=9 TO 1@: COLOR ASC (CHARS (4) ) 3P
| LoT 1,14z NEXT

ys7@ FOR 1=13 TO 17:COLOR ASC (CHARS (3)) =
pLOT 1,19
{580 FOR N=18 TO 12 STEP
ARS (2) )z PLOT 1,N:NEXT N
159@ COLOR ASC (CHARS (3))

—1:COLDR AsC (CH
s PLOT 1.11:NEIT

|

1600 FOR N=14 TO 1462 COLOR ASC (CHARS (3)) 2
PLOT N, 10:NEXT N: COLOR ASC (CHARS (4)) : PLO
T 15,9

1610 1=0:FOR

N=19 TO 16 STEF -1:COLDOR AS

PLOT 0,4

):PLOT

1,19:PL

1670 GOT +12:PLOT 8 oT
0 s 14;

2000 REM E?Sa PLOT

2002 POSITION o, 01 5 pnr s

2005 * .6l"ﬂLL cL
EITY:3=PUKE EAR

KE 7es 7
 118:POKE PLy, 1815 pook ey 037 118
v SEL1POKE » 210:PO

P‘LYI' IEIIFﬂ

EN CIT X=43) or
Y=CITy (XX=g
2046 NEXT N:NE 9} OR (Xx=60) TH

205e sc NEXT |
- =INT
2060 FOR Neg o V212
e 19:FOR Tog.
.D BITIm I,N:':l 5 TE 19
qunﬂ,e,a s
207 9,0:2 we;~
S POS
10N 1,]-'£Tfm @,0:7 Y
N 8,317 aurp - TEORS DESTRO
@80 pr ’ YED" »
ION BFESITIGN 5,5:7 ik
g 727 '6=EE;"'£- .6;HY

19:S0UND o
:NEXT I:N

":POSIT
ITID
0U sa
:POSI VED*": Pos
TION 8,927 LY -{;

113:-’ “
2 : il
140 7 wgz~ | CgiTION ?.1;t

53279) = o
_ﬁ -Fm
2159 MEHTTFEN HESG:EDTSIE;I;:E 50 :

"

Bril =

£ Mo~

Jo1e 7 i"a swarm

863 ? W57 Béi i hﬂf meteors®

Your h : eadi

n eli in

< 22e ? 'ﬁ:"-" .:?Et.rﬂ' g for earth=;>
L ] I

"dan canng
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Communication to Track-
er Z680 ... unprogrammed
android in your sector.
Type: security droid. Sta-
tus: control malfunction.
Solution: terminate
message ends.

Another assignment for

the overworked and
underpaid Tracker. A
dangerous job hunting

down rogue androids. You
never know just what you
are likely to come up
against. Some of them are
pretty tough customers.
But then, so are the Track-
ers ...

These men are the bounty
hunters of the 21st cen-
tury. Seeking out and des-
troying rogue androids
who get too big for their
programming sequence.
Now you can join the elite
ranks of these modern day
hunters and save the
world from the dangerous
androids.

The fugitive android lurks
somewhere among the
obstacles on your Tracker
control screen, displaying
the sector your Tracker
patrols. The Tracker must
catch the android within

18 moves or the fugitive
realises it is being fol-
lowed with nasty con-
sequences for the Tracker.
To catch the android the
Tracker first has to work
out the best route to reach
his target and input them
into his control computer.
The complete set of
moves must be typed in —
up to 18 — and then just
hit the return key and sit
back and watch.

The Tracker on screen
follows the appropriate
course step by step.

While this is going on a
small arrow points to the
appropriate instruction on
the line the player has
keyed in, and the move
number is shown. Inputs
are: L = left, R = right, U =
up, D = down.

Remember totake care
when you are typing the
listing into your machines.
K you make a mistake it
could mean many frustrat-
ing moments.

So to save your sanity
check each line carefully
— and only turn to the
Bug Hunter as a last re-
sort!

BY RICHARD BARTON

RUNS ON AN UNEXPANDED VIC-20

Variables

Egnlpmnn.:’:lorMunm.

= colour address offset from character address. creates

$1, 82, 83 = Vic sound addresses. W‘u“"mmmw
V = volume. Lines 220 to
#D.Ll}fwmmmmm #m“mmmw
G = Grid display. Lines 300 to 320 draws

C = border of grid. mﬂm initial starti
Q = fugitive position, mm::;ﬂ'ﬂ

X = tracker position. mmmﬁm-r

Y = represents whatever arrow code is being used at wmmmmm.'ﬂﬂ“
any time (U, D,LR) (e.g. = Y = R). Lllﬂm“'m \ves sound
MS = special sound effect routine. Lines 800 t0 9699

T = time delay. “MISS’ et

112




20 PRINT""
42 CO=30728" Z=8

62 U=l Dm22:Lw6@:Rebd  X=78I2
B2 S1=36874 S2w36873 SIm36BTE Ve3ILETE
102 FORG=768QTO7TI21

128

—

FORE=]TO40
INTCRNDC1 24241 )+7650
M, 168 POKEM+LCO, &

- v |
B =]
AY o

C3 C) —4 M

]
;)

T

— P b (B 5 B M|
3 ™ M g
LA L8S
mmm = 0
i

y 1 —i

= P
LB =L LY LB gt = L

IFFEEK (N-22

122 'POKEG+C0, @

7688707721 :POKEC, 168 : POKEC+CQ, B: KEXTC
TTOLTOTI435TEPZZ ' POKEC, 168 POKEC+CO, @ NEXTC
7I225TEP-1 ‘POKEC., 168 POKEC+CO, @ NEXKTL
73221076805 TEP-2< - PUKEL , 168 - FOKECHLD, @ HEXTC
AHDC] y¥24] )+ 7658

3)=] GATHENIDD
POKER+CO. 2
DKEBB38+(0. 2
17T S O O

LENCREIDLBTHENPRINT S & TOO MANY
"'FORT=1TOS80E8 HEXTT - GOTOS50

EN+CO. 4

B
-
i

=32 THENT 09

=2 | ANDPEEK (X=22 ) {3 1 60THENK=

(=22 POKEX+22, 122 POKEX+C0+22,0 Y=l
IFFEEK(N-22)=4ANDPEEK ( X+22) C 1 BOTHENK=

X#22 POKEX~22, 122 POKEX+C0-22, 8" =T
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8 & 5 &
|

o O D d T

I = O O " O O LB LA A
9 O Oh = PO

EEK (X)=RANDF

K(¥+1)=102THEN79@

300 FORMS=132T02405TEF.7
OKESZ ., Ms
HEXTMS
e -
FORT=1TOS3A : HE
| T =
FUEKES« + &
) GOTOFS
‘,_;:_-\-q.:.:;-_:_'..—:l:irif_TE."‘_,_.I"

POKES1,MS

NEXTMS
FORT=1T0%0@ : NEXTT
POKES1
PRINTTOMMBIE HIT R FOR NEW GAME @

GETAS  IFAS=""THEN]000

&%

20 IFA$="R"THENRUN

) E S [. 1

3 PRINT" S0 DOIDIOeepprss MISSED! B GO
PRINT " SRR o AT



6 NEW GAMES FOR YOUR NTEIE{R:E;;OR i B
T OF

M PRESENTS FOR FULL LIST O GAME5.|

e I

__PANIC & CRAZ : SPRITE MAN
'5:5:*..3 b i, e 0 L tif .. "ur.

! ,_1_. i

N
R,
s

iy N
T

-

_’y . -
\r(_‘_

i ‘s
thad i Vo 4

cammodare (4

IN"FIHCE"'TDE
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Pt el .
RI 400/800-16K NEW GAME FOR YOUR BBC MODEL B

Mrs Mis
ik L T TR W TN N N 0T TN T O AL
—tbe b b A A A B L & bk kN R} bbbl el

— - =
I ¥eiy Tota e Item Tiotal

[ Galanfang vic 20 |£5.00
Tantazia  Vic 70 |£6.
Crary Kong Wi 20 06,000
17 Wic 20 |£4_ 00
Alwn Aftack  Vic 30 |E6.00
Vic Rescus  Vic 20 |E5.00
Ii?‘pn-., Slop Yic X0

| Scramble 64
Star Trek DS
|.'""-..r e '.‘:l-i
-I-_P._-,.--. )
| Crary Kong 64
‘;.p-. terrian 4
l-'_-g"_u-rl':'-"n'. Apar
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~ DATA FOR GRAPHICS

o
1 FOR =653 T?{qu-.a-ﬁ-#

> READ d: POKE
3 HERT

ATH £ ¢ il 8
;Lt125,90,219,255,255,¢1;,122,Ié
3. 0.0,0,0,8,295, 129,123, 12,5
2 129,12 o 129,252,2,1,1,1,1,

5 129.,129,12
#’ig; 5% 129,129,129,129,123,66

'{‘d.l‘.h
LI .#

« bbb

« Ebbd"

r c
D 63,64.128,128,12?,1fﬁ,?1é5§é
ian%F 1291129,129:12J;EES; hq; .
mlééJé55,24B,E4B,ESS,1db152éffép
4z, 291,255, 255,255,126, 60,68, 120
“oss, 31,321,255 1¢u,ag,gn615 23
:cn el _31,1621564 i ’ ¥ ) :
1“?%%%{?1,1 1*1'1‘1‘1*ld8'123';d
5 Taa,139.123.123.1§a.j§5ég% 2
5.0,0.,8,60, 98, 90,239,253,293, 99,
74, 15,48,54,64,129,128,128,128. )
‘1‘1,1,2,2,12.245,123:135, e
2 ey ga.48,15,240,12,2,2,1,1,3.1

12 REM A,Beale 0 1983
15 REM SAVE "Pacman" LINE 777
T;ESHVE "Pacman G"CODE USR “av,2
€2 LET hse=d: LET cw@
€5 LET =w@: LET =2
3@ DRTR v 3,0,.3,0,.3,0,.2,-5. .
EI—SJ'EJEJ14131'5J4 J
31 DHTH .3.3--3;EJ-EJBJ-EJ
E;—ﬁ;.E,BJ.E,E,.ﬂ,'E
EE DHTH lE}BJIEJEJUBJEJl F Bt
Er-51-EJEJl3Ja;l3J4 . g

-
-'-IJJ|

39 DATA %, 3, :%,8
S50 RESTORE BORDER B: PAPER @
CLS
190 INK 1: PRINT TRB 5:»
; "qbbb
bbobbbbbbbbt " e
110 PRINT TARB - 1 gy IR
..'.¢H -_— 8 8 @
120 PRINT TRHE S.:"cugt,qot, c. qot
- L AT

120 PRINT TARE J;"c.er.glr.e.=1lr
. {

149 PRIMT TAE S;

"
JC;r-.;...,'.-‘
AR L™

=8 PRINT TARB -5;"".::.Fd.g.f‘bcjbd.g

168 PRINT TRB %;"c

-i'ilLilic|..C

170 PRINT TRB <; "sbbt, nbd. e. fbm

120 PRINT TRE S Cals s =

- -

138 PRIMNT TARB 5;"ber.e.qd ft.e

Late at night, when we were
sitting around looking at
programs for this year book
in the C&VG office we sud-
denly hear a mysterious snif-
fing sound coming from the
computer room. Expecting to
find Mal Function up to no
good among the software we
crept up to the door and
slowly pushed it open. Not a
Bug in sight. But sitting in the
middle of the floor was a
small round yellow being
with a small tear running
down its chubby cheek. A
Pac-man. “What's wrong lit-
tle fellow?” we asked. “I've
heard you are doing a great
programs we have known
section in the yearbook,” it
said, wiping away another
tear. “Why, yes,” we replied,
“But why are you upset? Pac-
men are usually happy little
creatures.” A little ghost
told me that | was being left
out!”, it sobbed. “How could
we leave you out! Everyone
loves a Pac-man!”

Its round face brightened.
“Really!” it exclaimed. “Of
course!” we said. “Just wait
until | see that ghost!” said
the Pacman, gulping down a

video-pills a Pac-man can eat.
Because of the limitations of
Basic there is only one ghost
— but he's a mean Pa
hunter. And there's a nice
twist to the original theme
which gives the little mun-
cher additional problems.
The power pills can be trans
formed into poisonous pills
by the devious ghost. While
they are poisonous to the
Pac-man the pills stop
flashing. You get three lives
as in the arcade version and
the Pac-man is controlled by
using the “Q" key to move
up, “2" down, “M" |eft and
“N" right.

Program notes

When entering the maze
printing section of the prog-
ram the dots are full stops

200 PRINT TRE T.°

213 PRIMT TAB 5

.Qﬁbd" —
523 PRINT TRE I

2p PRINT TAE S;

bbt" S
240 PRINT THE 5,

--,_C"
2513 PRINT TREB =

- qd' I:“

m MmN

"
« CaME

270 PRINT TAB S

.?-Fm" :
>0 PRINT TAB 5;

1
"N

290 PRINT TRE S5,
bbd.c"

c"

’ 5;"fbbt.g.sbbbr.d

"gbbr .. fbobd. &

Caspsnnsas

giuc.rt‘rbd.ﬁnrbd

260 PRINT THAE 9;"CUeCansnnnanes
';"ﬂd.e.g.rbﬁbd.g

Saa PRII‘{T THB 5}‘“'2'!-"-‘."‘1'!

319 PRIMT TRE 5;
LET u=g: LET =0

T i=0: .
2Lé %ER f=1 TO 31: READ a: READ
b rd

. MEXT f
294 BEEP a-.1,b: NE¥
§g9 LET j=P1: LET m=PI

400 IMK &: FLASH 1:

= A Caa

- R F e

CoCainsnnnl

i:...ll

"C.,..C,..Cl-'c

he, fbblbd. e. bl

usbbbbbbbbbbbbb

FRINT  INK




him || ™d must be coloured with
dis- [ | "k 7 (white). The maze is
bon 1 using user defined
him graphics and must be col-
the oured using ink 1 (dark blue.

To ﬂm I(th. maze do not

use command. Press
son | LCAPS  SHIFT e SYMBOL

SHIFT together. Then hold
down the CAPS SHIFT key

ind press the appropriate ink
key. This method saves mem.

the
ere
wWo
the

rat. | 1Y and is if the
i of | 2 PTO@ram is to run on a 16k
ost machine, User defined
‘ac- graphies are shown as capital
lice in quotes and should
ne be entered in graphics mode.
bn- This program runs on a 48K
ns. machine. To run in 16K add
ns- line 5 CLEAR 65367 LOAD ",

type in lines 1-5 and

ills
iile | § *¥Ve On tape. Type NEW and
enter the raet of the program.

m L H
u,: /l To play the game, load in

-_-_'_'_'__'———-—._________

res the first part and run it. This
nd will then define the charac-

b ters and load in the main
,v: listing.

le-
g-

FRINT AT o o

"SCOR 4802 IF INKEYS<>"" THEN LET bs=
T 4 INKEYS
8,24 ; HI“ECDRE”,HT 482 IF b%>"4" AND bS$<"9" THEN
: LET 5 LET a=CODE bs-52
21 6.0 14 484 BEEP .01,1/5
: ": FOR 510 PRINT AT w,x;" *
INK &;AT 21, ¢ 920 LET ysmy+(a=2)=(am3): LET x=
: X+ 324 )—( g=1 )
INK 7;AT L. 12; ”R‘-"id 530 LET c$=SCREENS (y,x) IF C%
291 PRINT Ipic c. <>" " THEN GO TO 700 _
292 FOR Fuy 1o gon] 16,14;% . 540 PRINT INK 6;AT u,x;a$(a)
T AT l1,12;:» Ses: NEXT F: PRI 545 PRINT OVER 1;AT wl,x1;"a
19, 24; "o g K Q,HT Ig,q,l. “a-“JHT U.;:q.: F.EH?EBB :
4:5 P‘{EHT f 555‘, LET |_|_=Ll_1 IF Ll __-|.:} TH'[—_H 1_||_|t E
3L PRINT ou TO 3200
4:§ LITE ﬂ’IQJ’E?}"}‘A -‘-HT 'B..l 14, l-i” ;"31 L,ET ,'=!:.il : LET [||=,.a;1 !
. =14: ' . - = - G0
465 Let ami LET ymig S63 IF t>0 THEN LET t=t-1 E
: : 0 3908
:;S i il Téeé LET wl=yl+(uldydr=C(yloyd 2
J RINT AT 10, 14;4 & SE6 IF yl=y AND x=x1 THEN GO T SBl
0 1000 :




v 1

1o="" AND A 1095 IF t>0 THEN GO TO 1300
®

$ (Yl 1190 FOR f=1 TO 4
| igécii i?ﬁE§?34 THEN LEE %1’J 1105 PRINT AT y,x;"a": FOR 9=0 T
nga CET Ki.g1+cx1<33*;ﬁéﬁﬁ &0 T 0 6 STEP 2: BEEP .@1,9: NEXT a:_
=op IF wi=w AND x=x1 PRINT AT y,x;"p": FOR 9=6€ TO @ ¢
o _ . F .
D AOREL . E i Cyl,xi pet SHRE T Dl R
R 11 - 13<>134 THEN LET x170 1110 INK 6: DATR “i"," »,"_" |
TTTQ{?H& 4: 1F t>@ THEN 1?5“:" 1115 RESTORE 1118
gza PRINT OVER 1;AT wl.xbs 1120 FOR =30 TO 18 STEF -10

5

com GO TO 48 4

sl >" " THE! L 2¥

Zgg 1ET g=2+3" PRINT AT 2,8,%
f

BEEF .©1,30

710 1123 READ a%$: FPRINT AT y,x;a%: F
Go TO OR f=1 TO f
1130 BEEP .815,f+g: NEXT f: MEXT

Caddl a
LE;41?; {5177 THEN GO TO 2Baw 1140 PRINT AT w,x;" ": PAUSE 14:
& TO 533 T BEEP .1,0: PAUSE 8: BEEP .1,5
L?E ?2 ATTR (u,x 7= THEN e 1200 LET 1=1-1
500 24 THEN GO 1210 IF 1=-1 THEM GO TO 1500
215 IF ATTR Cw,x)=1 1220 GO TO 425
- T 1300 PRINT OVER 1;AT wu,x;"a"
TELZJIF ATTR C(y9,x2<>1 THEN GO 1301 FOR 9=-18 TO 40 STEP S: BEE
- P .01,9: NEXT g
3 ; i) e = 2
D?;gBLET yuy~C am2 )+ a=3): LET X 1316 PRINT INK 6;AT u,x;a$Ca)
¢ amar+Ca=1): GO TE 525 1320 LET s=s+200: PRINT AT 2,0;s
. M got big do s = 1329 LET wi=8: LET x1=14
3%3 ﬁER g=30 TO 5 STEP =5: e 1333 PRINT OYER 1; INK 4;AT 38,1

L=
a1,9: MEXT 9: FOR g=5 TO 32 ST 4;"a"
b ®: BEEP .91,9: NEXT © 1335 LET t=0
6o LET +=30 1340 GO TO S35

=70 LET s=s+29: PRINT AT 2,8;s: 1ESERENK 7: FPRINT AT 14, 10; "GAME
ggﬂT?Fﬁi24 THEN LET “’Eg 1518 IF s>hs THEN LET hs=s: PRI
210 IF x=24 THEN LET X NT AT 2,24;hs: PRINT AT 14,2;"CY
gz0 GO TO 5233 _w n THEN ouw have the high—score! "

091 IF SCREENS (u,x2="- 1511 PAUSE SO

LET kel i 1 1520 PRINT FLASH 1;AT 5,2; "Pres

1992 PRINT AT J, %) s any key to begin..."”

F SCREEMNS Cu,x2="." THEN LET 1= 1339 IF INKEY®<>"" THEN GO TO 1
R S
it 1540 IF INKEY$="" THEN GO TO 15

4 40

1608 GO TO 25
2000 PAPER RNDX6+1: FLASH 1: CLS

2819 FOR f=80 TO 49 STEP 18: FOR
=0 TO f STEP 3: EEEP .P2.9: HNEX
T 9: NEXT

2020 PAPER ©: FLASH B: CLS

2048 RESTORE

2941 INK &

2042 LET c=c+1: IF c>1 THEN GO
TD 3508

2858 FOR f=1 TO 31: READ a: READ
b: BEEF a-.15,b+6

28580 PRINT AT 198,f-1;" ";: IHK &;
AT 10,f;"h"

2878 NEXT §

2875 RESTORE : LET =0

2877 INK 4

2808 FOR =0 TO 30




F e

2099 READ a:
&
r 2931
2095
2100
2110
2120
2130
2140
2159
2160

RERD b: BEEFP a-.15,
PRINT AT SIH g¥3+180,f-1," "
LET 9=g+.5

PRINT AT SIN g%3+10,f,;"a"
HEXT f

PRINT 1INK &;AT 16,31;"k"
INK &6: CIRCLE 199,147,28
CIRCLE 238,120,8

PRINT RT 8,39; "o" :
PRINT INK 7;RAT 3,22;"0DOh Mo

e

!ll
2165
2170

RN
FEH R

2120
2198
JFJ"-..I
s 15
2210
2999

PRAUSE S
CTLS INK &: PRINT AT 10,31
INK 4;RT 11,30;"a"
FOR f=320 TO ® STEF -1
BEEP .0805,350-f: PRINT AT 109
": HNEXT ¥
PRINT AT 10,06;" "
GO TO 58
STOR
3010 LET wl=ugl+iglduli-(yldy
2948 IF SCREENS <ul,x1»>="" AND R
TTR <ul,x1>€X>134 THEN LET yl=]
3044 LET x1=x1+(x1<23 AND x1>x)>-
{129 AND x1<{x)
2050 IF SCREEMS (yl.,x1)>="" ANMD A
TTR <wul,x12<>134 THENH LET x1=m
2166 GO TO 618
2200 IF u=3 THEN
¥4 )
' 32190 LET x1=x1+(x1<23 AND o=8 )¢
| o=1 AND x13>5): LET ulsyl+(o=2 )
0=32
3220 IF SCREENS (4l,x]1)=""
LET xl=xl-{(o=0) )+{o=12: LET
1=-Co=2)+(0=3)
2229 1F =1=m THEHN
32389 G0 TO0 &19
3510 IF c=2 THEN GO TD 4300
35280 IF =32 THEN GO TO 4400
114216 FOR =0 TD 20
4320 READ a: READ b
4322 BEEP 3-.15.,b
4325 PRINT INK &6;AT 16,f;" K"
4328 PRINT INMK 4;AT 8,31~-f;"a "
43380 NEXT f
4332 PRAUSE 218
4333 RESTORE
4337 FOR =28 TO 1& STEF -1
14348 READ a: READ b
4242 BEEP a-.15,b+24
4248 PRINT INKE &6;:AT 18.¥;:;"J "“;
INK 4;AT 8,31~-fF;" a"
4355 NEKXKT f
258 PRINT
i Mt
4360 FPAUSE S0:
AT 10,16;" J":
¥ 10,16;"k"

LET o=INYT (RHD

THEHN
gl=y
GO TO

oo

IHKE
INK &:

ri; FLASH 1:AT 92,
PRINT AT 18,16;"1

PRINT
FPRUSE

AT 9115" T
28: PRINT R

4416 Fop

44922 PR INT
INK 4;/T 19
4427 NEXT ¢
4430 INK 2
4434 PLO

4440 DRALY
4456 DRAL

4475S - 3
i EEHD 2: READ b BEEP1
e 2 PRINT AT 1, ¢, ¢ 6
o ARIN] +Fi INK 6;mpm; "
4490 NEXT ¢
4492 LET =g E
;;54 GO TO sp !
?? LD [T
” Al "“CopE ysg "ar,21%8. p 5

; BEEF" ‘BE,'F; P

=5

131"'{",‘ "3. "

T 130, 180
=30, 49

F’R‘INT MT {.’

INK 6,AT 10,¢;0 o




GlossaryofComputerEnns

6502 -,

The CPU ¢ many popular home computers, e.g.
BBC, and Oric, also in the Atari VCS games centre.

A newer CPU chip with some similarities to the 6502, As used
in the Dragon-32.

Absolute £

A way of specifying movement on the screen whiolk5éars no
relation to where you are moving from. E.g., Move to
coordinates (10,9). See also relative.

er in the CPU on which arithmetic and other
rate. To use certain functions on other
registers requirés copying that register into the accumulator,
operating on it and then returning the registers to their
original state.

Address 2
A name, number or label indimmil'l in the

computer’'s memory.

Adventure

The name given to computer simulations of fantasy
role-playing games. The machine plays the part of the

adventurer which you control by giving in saps from the
keyboard usually in plain English. The gb ﬂyj ually to
find treasure. F

Algorithm

A detai by-step description of a problem which can
then UQIT translation into part of a computer
pr

Append =,
A Basic command to load dataorap igto t

computer and add it on to the end of whatever is there
already.

Argument

The value on which a Basic function operates. e.g., POKE has
two arguments: an address and its contents.

Array <.

-~

A way of storing related pieces of information in
computer, so that each element of the array shares a

common \pmme. E.g.. instead of storing a list of
addr nd their ‘phone numbers as D, E, F, two
arrmmﬂhuw{su that the addresses would be labelled
A(1), A(2), A(3) and t

Then, finding the phone number for a known address
becomes simple.

ASC( )

A Basic function to give the ASCIl code of the character in the
brackets. e.g.

P “A")
will print 65. If you um&ng. the function will
return the ASCII codeé of the first character in the string.

e phone numbers as P(1), P(2) and P(3). |

Amencan Standard Code for Information Interchange. A
standard code used in most micros to represent 128
characters in a 7 bit code.

Assembler

A program which helps in wﬁtin?ﬁw\\a code programs. It
allows the programmer to enter i e instructions
using mnemonic codes which&r@EaSter to femember than
the hex values. eg., in 6502 machine code one way of loading
a value into the accumulator is by using hex code A9, With an
assembler, the load-accumulator instruction is LDA,

ATTR

A Basic function on the ZX Spectrum used to find data about
a certain point on the screen. For a pair of coordinates it
returns the colour of the screen at that point, whether itisin
extra-bright mo d whether that particular character is
flashing or st \

Basic©
Beginners’ All-purpose Symbolic Instruction Code. A
programming language invented in America in 1964 and
available in almost all computers from those running power
stations to those playing Space Invaders.

/—‘ o

BAUD RATE

-
The speed at which data bits are sent down a wire~Baut rete
is approximately equal to bits per second; so with an average
of ten bits per byte an interface working at 300 baud can
transmit or send about 10 characters per second (or CPS.)

BEEP =,

The command used in Basic offtier2%Spedrum and Jupiter

Ace tm sound from the built-in speaker. The two

argumems acapitch and duration, where pitch is relative to
s

mi ation is specified in a range from 0 to 255,

Binary

Base two. The way in which all information is represented in
the computer internally. The only digits used are 1 and 0
which correspond to an electrical signal either being W

. ]
in a wire or not. g l

A short form for binary digit, @SB 10( 0.
‘-""""""-..j‘

Border

An area round the edge of a playing screen which can bea
different colour from the main playing area. Used mainly to
ensure that the whole of the game is visible on the screen.

mmand to print on the screen in varying
tness Tn Atari 80O has 16 variations while a Spectrum

An error in a program which prevents it from
properly.

Byte

vﬁ,\

bits.

A short form of B@gﬁ used to describe a set of eight
P
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Cassette
A (usually) plastic case containing magnetic tape on which

| programs can be stored using two frequencies. The
computer calm to a cassette and reconstruct the
program at afatér dgip.\One frequency is used to represent a
1 and annmemﬁsn binary).

A form of interface for computers used in connecting
printers. The centronics interface is a parallel device as
opposed to the RS232 interface. It uses eight separate wires
for the date and a complete byte is sent at a time, Originally
used in a range of printers by Centronics, this interface] W

. standard or optional in most micro printers. /'("'-.J ‘

- Character
A letter, number or other symbaol which is represented by a
unigue code in the computer. The usual number of characters
is up to 255, which represent numbers, letters and other

5 ontrol characters which mean special things like
Lurnbn er”’ or "change to upper or lower case".

1‘ -

Character set

! The range of characters which a computer is able to produce.

| Some machines have special charagter sets with
| mathematical signs or non-En

: 3 ages.
Chip 2
| An electronic circuit reduced photographically and produced
| on a piece of silicon of around Yz inch square. The final

' version of a chip is much larger to accommodate the pins
which are used to connect the chip to the outside world.

CHRS( ) ~

2= =
A Basic function to output a character wm | code is
known. E.g.,

PRINT CHRSI(65)
will priptacapital letter A,
€humky graphics
The term used to describe graphics w whole
tharacters as opposed to pixels. The r

aclemg are often
mv'wq As found

whole blocks with one or more qu
on machines like the ZX81.

CLOAD

A Basic command to load a program from a cassette as
opposed to loading from disk.

a function.

A statement in Basic may be eilhe@
Acommand tells the computer to & someting §nd does not
expect a numerical or alphabetical result, while a function

does. So iglon and PEEK are functions but POKE and LIST
mmmﬁ%n

Compiler

A program which converts a program written in a high level
!lnnuaga such as Basic to machine code. This may be useful
because machine code programs are hard to write but run
much faster than those in Basic. Compilers are often used in
the writing of game programs for this reason. A compiler
differs from an interpreter because an interpeter translates
gach line as it is enco ich may be many times
during a run, while ileransiates each line once, at
the start, before thé®brogramM is rdn.

Computer and Video Games Yearbook

Copyright

The area of the law which allows the originator of a piece of
work the exclusive right to make copies of that work. No
copyright laws specific to computer programs exist at
present. The difficulties arise over the idea of a program as
much as the program itself. Because the author of a program
is entitled to a payment for each copy sold, copying of
programs illegally is considered theft.

CPU

Central Processing Unit. The maj & in 8 computer which
organises the work of all the um nents in the
machine as well as performybatomegl anj arithmetic
functions.

CSAVE

A Basic command to save a program onto cassette.

Cursor

A marker on the screen of a computer to show where, if a key
is pressed, the next character wil! appear.

Data

Informatio rogram needs before or during a run
E.g.apr lnﬂ?%va square needs to know where on the
screen te corneM arsto be. Note that data in this sense is a

plural word as in a list of data. A single item in that list is
called a datum.

DATA

A command in Basic which is used to supply data to the
program, The word DATA is followed by the dala%h
each datum separated by a comma. To access thi

function READ is used. \

Debug

To ensure that a program works properly by removing the
bugs from it.

Decimal L0

The most common way of répTeseMmg ndmbers. It uses the

Wﬂlso known as base 10, or denary.
=\

A command used in Basic to reserve space in the computer’s

memory for an array. Most machines will automatically allow

for an array to have 10 elements so if you plan to have

anything larger you must use DIM. To reserve enough space

for array D to have 75 elements, use the command

DIM D(75). Short for DIMension. /"—-_;
""_"‘"\\‘ l

Deutsche Industrie-Norm. A n-designed standard of
equipment and,

connections used extensively @ &

therefore, also in the conftetTmegf cagsette recorders to
computers. A DIN connector usually has between three and
seven connecting pins.

Disk (or Disc)

An alternative medium to cassettes on which computers can
store programs and data. It consists of a thin circle of plastic
C in a similar substance to cassette tape and housed in a
otective plastic jacket, which is why they are often
oppy disks or floppies. They are available either 5.25
or 8 inchés across and need a special machine called a disk
drive for them to be used.

Disk Drive —
The machine which is used to get iniurmzi(uuﬁﬂ'ﬂ iﬂ'
disks. Once a disk is inside the drive it is ®lated aJainst a

head similar to that in a cassette recorder. Disk storage is up
to 50 times faste sing cassettes but is also more
expensive. An g drive costs 10 times more than a

cheap portajleTIoonite

arder.

m
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To alter part of a program while leaving the rest unchanged.
This can range from the addition of a single character to the

removal of a 1amtk of the program.
-

Elemént

A single part of an array identified by the array’s name and
the element’s unigue subscript.

A basic command to tell the computer that the end of the

program has been reached.
7~
o

ENVELOPE

A command used in Basic on the BBC micro to define the

characteristics of a note which will be produced by the BBC's
SOUND command. ENVELOPE defines the actual wave form
of tl’r;?nm.and can be used to simulate the sound of various

ins Mb:

Erasable Programmable Read-Only Memory. A ROM chip
which can be re-used by Bxpnsing it to ultra-violet light which

erases il.
“’\

F ile
_______ s of data or

camputer on tape or d:sk

Fixed point

The way the computer stores numbers, IW moving the
decimal point around it is always placed*fTtarthe first digit.
Then the entire number is multiplied wwrfactur of
10 to make it the correct value. For example

Vie=10""

s0 0.168 in fixed point format would be 1.68x 10~

'i

=
I
o
=3
=g
S
{ni]

point

The normal way of specifying decimal fractions. The decimal

point is placed between the whole part fractional part
of the number. -Ji
Floppy disk

see Disk.

FOR

A Basic command to perform part of a program a certain
fixed number of times. The part to be r?und.is placed
between a FOR statement and a NEXTetafEey

Forth

Acompum rammmg language. It is the ianguage ofthe
Juputer so available for some other micros.
Alth }rdarta learn than Basic it runs much
faster and is useﬁ.r or writing games programs. Was
originally to be known as “fourth’ as in fourth-generation
language, but the computer on which it was invented only
allowed 5 characters for a program name!

Function

see Command.
GET €S

A Basic function toﬁet a single kdy press from the keyboard.
124

GOSsSuUB

A Basic command which jumps to a certain part of the
program called a subroutine. These are useful where the
same part of a program may be “called” several times. The
subroutine may consist of several program lines and will
continue until it finds a RETURN statement. Then contraol
returns to the line after the initial GOSUB.

GOTO

Jumps to a certain pointin a EaWram and continues to
run from that point. £~y

e
Graphics characters

Characters which the computer can print apart from normal
letters and numbers. These can be used in blocks to form
pictures. See also Characters.

Hardware

The physical ¢ nents of a computer which can actually
be seen, as 4@5 programs and data which cannot.
h\

Hexadecimal

(or Hex.) A way of specifying numbers in base 16. Hex uses
15 digits, namely 0 to 9 and then A to F. So eleven in hex is B,
and hex 10 is 16 in decimal.

High level language ..:——-~."‘\

A programming language in which the language itself does
some of the work for you. For example, Basic is a high level
language because most of the commands available in Basic

are not available directly inthe c but must be broken
down into many simple instrugtion WﬂEasicinterpratar.
$ e

sed in S ecth and Oric Basic to specify the colour in
which printing on the screen will be.

INKEY

Similar to GET. As used on Sinclair computers.

INPUT
A Basic functiontoget a iav‘r mpxn the keyboard.

Keeps getting keys until tike-REPPSEN oAENTER key is
pressed.

INT

A Basic function to strip a number of its decimal places and
leave the integer part. Note that INT will not round the
number up or down so INT(5.01) is the same as INT(5.99).

-mnd“ e er

A number, positive or negative, which has no fractional part.
1,2,3, -9, —96 are integers, whereas 7.5 is ngt/.,.—.

T
Interpreter

/'"':l

S

The program wnwndes the statements in a high level
language. It com thgJipes which you type into simple

steps which tjie-€Ptregn ugderstand.
Computer and Video Games Y




Jack plug

A connector used for linking cassette recorders to computers.

Joystick

A hand-up&ated cuhtrallr for video games. A short stick can
be pushed in 4 or 8 directions which controls the object on
the screen. There is also usually a “fire"” button.

K|or Kb.)

Stands for Kilobytes or a 1024 bytes. The unit used to

measure the size of a computer's memory. Usually g i
multiples of 4 or 8. One byte is equal to about 1 chlrjlf""_,

—=7)
Language
The set of commands with which a computer is programmed.
Basic is the most common language for beginners but special
Ianm.ﬂ.u exist for certain jobs. Cobol is mainly used for
wri s programs while Fortran is a science and
lenguage.

LEFTS

The Basic function to take the left hafactars froma
string, thus LEFT$(S$,5) would t five characters of
string SS. J\

LET

Used in Basic to assign a value to a variable, eg., LET X=10 or
LET S$="HELLO".

Line number

Each line in a Basic program must have bar When
the program is run the lines will be e encni
order, and not the order in which they ret',r

LIST

A Bap'c"_-' mand to produce a copy of the current program
Mﬂw‘% printer.

LLIST s

Listthe Basic program on the pnnter‘_____\ I

LOAD

Read a program into the computer from cassette or disk.

Location

The actual position in memory where aWured

Low level Ianguaglh =

A language in which a limited number of commands can be
handled Lﬁ\‘@nd they must be broken down and

simpl WW? rammer.
Lower case

The small, non-capital letters available on a keyboard. The
characters produced by pressing a key without holding down
a shift key.

LSl

Large Scale Integrati mﬁ*:t of components into a
small area on a chip.
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LPRINT

A Basic command to output to the printer as opposed to the
screen.

Machine code

The lowest level language available on a computer, Itis the
language which the CPU can directly understand and
because it does not need an interpreter, machine code
programs run very fast but are complicated to write and
debug. A typical machine code pr }..m may run 100 timeas
faster than its Basic aquwalenl \

Memory map

The way in which the computer organizes its memory. The
memaory map states where the machine holds its program,
variables and Basic interpreter. Most computers also hold the
contents of the screen in memaory as well so that altering that
area of memory will change the contents of the screen. This
is known as having a memory-mapped screen.

Merge —

Loading a"pfoTl‘hnr ta without destroying the one
already in memory. Where program lines are duplicated, the
convention is for the incoming line to replace the one already
there.

Microprocessor

A single chip which can get information in, prnces&-i(ﬁd
output it. \
Similar to CPU.

Microsoft

A software company rmpﬂnssblm the Basic
interpreters in many micros. r{

MIDS .

A‘ﬁnctmnh ic to extract a certain partof a atnng starting
from a certain position and going on for a certain number of
characters. MID$(AS,5,3) will be a string made up from AS
starting at position 5 and continuing for 3 characters.

Mnemonic Ve

e
A short code which helps in remembering mmatlﬁﬁ'"‘Fﬂh \
example, in Z80 machine code, the code to compare lhu
accumulator with a value is "-"‘T mnemonic CP A

MODEM °~

Short for MOdulator/DEModulator. A peripheral to convert
the signals sent from a computer to the correct frequencies to
allow them to be sent over the telephone lines and fed into
another computer.

Mohitor

# A dévice uded as the display for a computer. It is similarto a
TV screen but is of much higher quality and costs more.
Monitors cannot normally receive TV signals. A typical colour

monitor costs at least twice the price of a port our TV.
-

N
Monochrome

Single colour. A Wr display which cannot show more
than one colour, lly black and white but can also be
green on blackr-ororange oh black.
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Nei:'iﬂork

A number of computers connected together such that each
can communicate with any other and that they can share
peripherals which would be too expensive to provide for
each computer.

A Basic command to tell the computer to forget the current
program and to expect another one.

NEXT

see FOR.

Nybble

Half of a byte (4 bits.) A byte is made up from two nybbles.
The first 4 bits are called the high nybble and the last four are
called the low nybble.

Operating system

The program in the computer which controls the
coordination of all the components. Every computer has an
operating system. Some operating systems are common to
many computers subject to minor alterations. One such
system is CP/M which runs on many Z80 based machines.
CP/M controls the loading and saving of programs and also
control of the disc drive, keyboard and printer. Commands to
load and save on one CP/M machine will be almost identical
on any other machine with the same operating system.

OVER

A Basic command to print on the screen on top of the
character which is already there.

PAPER

A command on the Spectrum and Ace to specify the colour of
the screen.

PEEK

A Basic function to look at the contents of a certain location in
memory. For example, the character at the centre of the
screen on a PET is held in memory location 33268. So to see
what character is at the centre of the screen you would use
PEEK (33268).

Peripheral

Additional hardware used with a computer but not an
integral part of it. Eg. a disk drive, cassette recorder, printer or
joystick.

Phono plug

A connector commonly used to connect a computer to a TV
set or monitor.

Pixel

Short for Picture Element.

The smallest dot which can be displayed by a computer.
Pixels can be used individually or be placed in blocks to make
alphabetic or graphics characters.

POKE

A Basic command to load a certain value into a known
location in memory. The syntax of the command is:

POKE address, value
s0 1o put character 46 (a full stop) at the centre of the screen
on a PET, type POKE 33268,46.

See also PEEK.
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Printer

A peripheral used to produce output onto paper which can
then be stored, as opposed to output on a VDU which cannot.

Program

A list of instructions which will be executed sequentially by
the computer.

PROM

Programmable Read-Only Memory.

A ROM chip which can be programmed by a special PROM
programming machine. One programmed a PROM cannot be
altered or erased.

RAM

Random-Access Memory.

Memory in a computer which can be altered and is therefore
used to hold the current Basic program and data. RAM
memory loses its contents when the power is turned off.

Raster scan

The way in which a TV picture is produced in the set itself. A
single dot scans across the 625 horizontal lines which make
up the picture. Whatever the display on the screen, the dot
always follows the same course. It goes so fast that the
display appears steady and stationary.

READ

Used in Basic with a DATA statement. It reads one item from
the DATA list each time it is called.

Register

A memory location built into the CPU chip itself, used to hold
data temporarily to perform arithmetic and logical functions,

Relative

A way of specifying direction which does not depend on
where you are going but on where you are coming from. Eg.,
“move 7 positions to the left” is a relative direction.

See also Absolute.

RENUMBER

A Basic command to alter the line numbers of a program so
that they all run in even, neat steps. RENUMBER should also
alter any GOTO or GOSUB statements as well to enable the
program to run correctly.

Resolution

The number of pixels which a computer can display on the
screen at one time. The higher the number, the better quality
graphics can be produced.

RESTORE

Used in Basic with READ and DATA. RESTORE sets the data
pointer back to the beginning so that the next READ
statement will start reading from the first item in the DATA
statement,

RETURN

See GOSUB.

RIGHT$

Similar Basic command to LEFTS but takes the last characters
from a string. Eg., RIGHTS (“therefore”, 4) would be “fore”.

Computer and Video Games Yearbook
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A Basic function to produce a random number, used in
' games and simulations.

ROM

Read-Only Memory,

Eh memory chip whose contents cannot be altered. ROMs are
used to hold such.things as the Basic interpreter and the
operating system.

PC95°9%

- The name of an interface used for connecting computer
jparipharals together. All devices with RS232 interfaces

- should by definition have the same connections via a 25pin
D-plug although some manufacturers vary these for their
own use. The RS232 is a serial interface which means that
sithough there are 8 bits to a byte the bits are sent one at a
time down a single wire.

See baud rate.

A Basic command to start the execution of the current
program in the computer.

SAVE

| A Basic command to record the current program on to
cassette or disk, so that it can be re-used at a later date.

Scroll

Moving the contents of the screen up or down by a single
pixel or character at a time. Some programs also scroll the
screen sideways.

Shoot-‘em-up

Avideo game where the object is to shoot at aliens which are
above you. The first such game was Space Invaders.

Software

Programs for a computer. The part of the computer which
cannot actually be seen (unless printed out on screen or
printer) See also Hardware,

String

Aset of between 1 and 255 characters assigned to the same
variable name. Some Basics allow strings of unlimited
length, but most allow 255, which is the highest number
which can fitin 1 byte.

Subroutine

Afrequently-used part of a program, placed, usually at the
end, which can be called whenever needed. Thus although it
is used frequently, it only needs to be typed in once.

See also GOSUB.

Subscript

Anumber used to identify single elements in an array.
Although each element has the same variable name they
have different subscripts. Eg,

LET AS(7) = “COMPUTER"
re the variable name is AS and the subscriptis 7.

Syntax

The composition of a statement, its arguments and any
punctuation. Eg.. a certain Basic statement may need two
arguments, separated by commas and a semi-colon at the
end. If this is not typed correctly it will be rejected by the
computer with a "SYNTAX ERROR" message.

Computer and Video Games Yearbook

TRACE

A command in Basic which prints out the line number of each
statement as it is executed. This can be useful in debugging
to check that the program lines are being executed in the
correct order.

Upper case

The characters available on a computer by pressing a key at
the same time as pressing a shift key. The shift key usually
punctuation and graphics for the others.

User defined graphics

Graphics characters made up of a block of pixels which can
be designed by the user. Custom characters can then be
made, like a Pacman figure or a space invader.

User friendly

Describes a program which is easy to operate by
non-computer minded people.

A good user-friendly program will help the operator and
should produce helpful messages in response to mistakes
from the user,

USR

Used to transfer execution from the Basic program being
executed to a machine code routine written by the user. This
may be done if a certain part of the program needs to be
executed very fast or for certain things which Basic cannot
do.

VDU

Visual Display Unit.
A maonitor or TV used as the output device for a computer.

Vector Scan

The alternative to raster scan. Instead of scanning the whole
screen, the dot traces out the shape of whatever it is required
to produce. Programming such a device needs great care
because if the dot is allowed to stop for just a fractionof a
second it will burn straight through the screen! Vector scan
produces clearer, smoother graphics.

As used in some arcade games like Atari's Asteroids, and
also in the Vectrex.

Verify
Used in Basic to compare the program currently in RAM with

one on tape or disk, to ensure that it has been SAVED
correctly.

Word processor

A program to accept text from the keyboard and help in
producing written documents. A good word processor will
align the text to the margins, store standard letters on disk
etc. Separate files of addresses can be stored so that a single
letter need only be in typed once but can be printed many
times with different addresses on top.

Z80

A common CPU used in many micros including the Spectrum
and Sharp MZBOK.
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head of Aughra, one of the “stars” of the film, flown
over from America, the book of the film — beautifully
illustrated by artist Brian Frood — and an LP of the
film score.

When Bruce McNally, Henson Associates’ creative
director came in to judge the entries, he found a
runaway winner in Alan Outter's marvellous repre-
sentation of Jen the Geliling on the BBC.

We show a screen picture of the
the page and for those who are feeling brave enough
to key it in we reproduce the listing to show the work

winning entry over

18 MODES:GCOL®,.4 :MOVE @,8: MOV
E1280,.9 :PLOTES. D, 1024 . PLOTES, 128
AN B, 1024 : K=24
ZOPRINTTRABCH,.18); " JEN" :FORI=]
the 1010999 MEXT 1 CLS
39VDU19,6,4,0,9,9
48Y0DU19,2,3.0.0.9
1 =2 v0DU19,9,0.2,8,9
i 6@VDU 23,8202;9;9;0
| | 7RONERROR GOTO120@
|13, 80 P=4 M=)+8: MOVEX,Q
i SPGCOLO, B:READ A, B:DRAW *,A*8
na i-zz0
?: 188 IF A=188 THEH 80
110G0TD 30
1 2@END
12300ATALI40,1.143.4,149,1.151 .4
! 188, 4
] 148DATALZ27,1,139.4,143,1,1459,4
L1890, 4
| 1S@DATAL24,1,137.4,142.1.144 .4
! 180, 4
1EBDATAL1Z23,1,12%,3,133,1.142 .4
L1880, 4
iI7ODATAL29,1,123,3,138,1,143,4
188,49
180DATAHLLS.1.122,3,.140.1,146,4
180, 4
190DATAL14.3.141,1,147.4,.180.4
ZORDATALID, 3,143.1,147.4,149,1
J1%2,.4,160,1,161.4,180,4
210DATRIOE , 3, 144, 1,147.4.148,1

161 ,4,160, .4
22ODATAS2,.9,99 .4,
48,.3,1%4,4,162,1.1
.5, 172.4.180.4
Z23ABDATAST ., 100,4,182,7.1
198, 1,1594,3,159,1.,164,4,165,
D.5.171.4,180.4
Z480ATAST .0, 1008,.4,101,7.182.8,
108,7.119.0.113,7.114,0,11%,7,13
8,3,149,1.154,.2,157.1.161.4,162,
1,167.3,168,5,170,4,180 .4
ZSBDATASS,0,104,1,107.,0,109.6,
111,1,11%5,9,116.7.,141,2,1598,1,16
0.2.162.4,167.5.1790.4.180,4
ZEBDATASS,0,94,1,9%,0,98.1, 104
3.106,1,108,6,112,1.114,.0,115.1

117,8,118,6,133.7.144 ,3,161 .51
£2.4.164.5,167.4,180.4

278DATA Sa.68,.78.4,75.0,.77,4,87
,8,94,1,.935,0,97,1,191,3,108,1,11

2,2,111,3,112.%6,113,1,114,9,119,
1,117.9,118.,.7.132,6,133,7,145, 3
161,1.163.2,164,1,169,5,171.4,18
3,4

ZBODATA46,9,94,1,55,7.96,0,97

1,162.3,185,1.195,6,167,3,188,7
116.1.,112.3,113,1,115,9,116,6.,11
7,1,118,8,119,6,131.,7.,133,6,134
r.148,3,161.1,163,3,164.,1,169,3
171.4,188. .4

290 DATA4S.8.94,1.,992,8,97.1.18
2,;3,195,.1.10&,7,187 1828,1.,111
8,112.5,113;1,116.86,117.1.118.8,
119.6. 126 c lEd, 6, 141, 7,133,813
4,7,148,3.161,1,.162,.3,167.1,1ER
5,189, 4,180, 4

JOOLISTOATA44,0.58,1.51.68,592,1

,93,9,93,1 19%,1,107,3

TR s ) =
- P e

»198,1.113,3,114,1,116,8,117.59.1
19.9,120.7.,124,6,125,7.,129.6,138
7, 148,3,169,%5,178,4, 16808, 4
210DATA43,9.58.1,.52,0,55, 1, 3€
0,86,3,99,1,95,9,97.,7.99,6,183.,7
, 109,1,107,7,1982.1.111,8,112,1.,1
16.9,117,1,119,.8.120,.7.124.6,.12%
r.128,6,130,7,150,3,16%,4,169,3

174 ,.4,180.4
JZ2eDATA42.0.51.1.53

8,60,1,62.9,73,1.,77,0,78,1,82,8,
86,3,83,7,91.1,95,6,96,7,99,6,19
e, 195,1,.186,5,197.,7,189.1,112,

3,113,1,11€6,9,117

35,6, 137,

13
5,

1,118.8,.119.7.
r.191.3,.164,4,165.%9, 16
4,170,5,17v2,49.180,4
JJODATA42.,9,52.1,%2,8,54,1,56
0,60,1.62,08.75,.1.84,.0,87.3,.88.7,
-

90,.5,91,1,93,9,95,7,195,1,105, 9,
197.7.,109,1,112.7.113,.3.,114,.1,11
&,0,117,+,130,6,121,7,134,6,135,
r,1237.6,139,7,.159,3,170.5,171 .4,

180, 4

3480 DATA41,9,.52,1.5%4.8,59,
,9,98,1,61,0,66,1,68,0,74,1.,
s 7r:1,79,5,.80,.1,85,0,.87.3,.8

9,1,92,5,932,7.,95,6,102,7.,105.1.,1
8r.7.109,1,111,7.,113,3,114,1,117
7. 131,.6,132,.7,.137.6,142,7.151.3
170,4,172,5,176,3,179,4, 188, 4
ASODATA49,9,55,1.56,0,57.1,68,
2,61,1.67.90,790,1,72.5.,74,1,75.3,
£9,5.,85.1,86,0,87,1,88.7,90.6,95
yt. 104,151,197 ,7,1908.0,18%2,1,111.,
,114,1,11€,7,121.6,124,7,131.6,1
33.7.134 6,139, 7, 137,6,.140,.7,. 149
3,169,%5,172,3,174,5,176,3,179,4
1890, 4
J6ODATAR4D,D,42,1,50,8,55,1,56,
8,%7.1,60,9,61,1,.67.8,70.1,72.
i%,3,79,7,80,5,82,7,94,6,103,1,1
24,0,105,1,195,7,108.9,189,1,111
y7,113,1,115,6,186,7,128,6,133.7
137.6,139,7,15%0,3,168,%,173,3,1

rS.5.,176,3,177.4,188.4

IVYODATA4]1 ,9.43,1,52,0,595,1.57.
9,98,1,71,3,72,3,78,7,99,8,92.,7.
193,1,1904,0,195,1,1068,0,111,7.11
2,1,119.:6,126,7,128,.6.132.,7.137,
6,138,7.148,3,163,95,167,3.178,4,
171,3,172,3,177.4,160.4

J00DATA4] ,9,43,1.,55.,0.37.1,78,
S.75,.7,76,3,77.1,859,08,86,4,93.0,
99,7,101;,1.1@82.9,194,1,1@7.8,108
y1,111,7.112,1,1158,5,116.7,120,.6
,124,7,131,6,132,7,147,3,199,1.1
£39,3,1656,1,168,3,171,.5.173.4,188
4

299 DATRASZ,8.46,3,47,.5,.94,1,56
,8,58,5,60,1,63,5,66,1.69,5,79,3
s 73,7,77,5,81,7,83,0,04,4,99,8,1
Ue,1.192,9,104,1,114,7,115,0,117
:6,120,7,123,6,129,7,.138,6,131,7
;147,3,199.5,168,3.171.,5,173.4,1
80,4

480 DATA42,.90,.456,3,9%4,5,5%7,0,593
;) 5,60,1,64,%,.65,7.66,9,67.1,69.7
iT9,1,73,7,79,3,78,7.80,0,84,4.9
8,1,99,0,102,1,103,9,104,1,18%,8
107,1,312,9,119,3,116,1,120.7.,1
23,6,129,7.139,6,133,.7.148,3,159
' 5,1683,1,168,3,179,4,171.5,173.4
. 180, 4

410DATRA43,2,60,5,63,1.66,5,67,
1.69,.5,790.3,71.8.77.4,97.1,99.0,
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2.9,113,1,115,8,119,1,120.7.138, a ?T.I.?i.f.$_ 84.8,87,1.88.3 E4DDATAZ1.0.46,1,49,3,5%, 0,60, =4
3.198,%9,161,3,163,9, 169, 3, lﬁ?. 91.8,.92.1 .6, “4 a, 11*.3.1cr.ﬂ_ 3,61,0,62,3,63,0,64,1,6%9,3,69,9, -
16'.14..'!.1'.'1,4.1.«";:,4.1?4 4,188, 4 122,08 1.-.:7'.ll 2.8, 146.6, 142 18 76.3.80,.0,82.1,84,3,94.0,96,%,97 r

| 420 DATARA42 . 90.456,1 .51 .,0.57_.32.58 8.4 ,3,98,%.101,.0,183,3,107.7.188,3, 3

| ,0,59,3.60.0,.62,3,63,0,68.4,90,3 SERDATAS4 .0, 53.! E2.0,70.1, llﬂ.?.114,1.115 9,116,1,117,3,12[l 61
! »96,1,97,0,1902,1,1903,90,104,1, 187 9,77.,3,81,0,83,1.8%,0,87. E,FB : 8,7.122,3.125,7,129,1,139,3,131, o g
,0,108,1.169,0,113.,1,11%9,8,116,7 F21,1,92,3.,99,6, IE?E'.I ,13%9,6,1536,0 B-lEE.E,l?d,E!.I’:E..' 127,.1.139.0, N
137,:3,195,1.1958,3,164,%,163,3,1 140, 6,141 .0, 144, 4, 193 4 142.6,143.7 a,l
LE.?.ITE.J.i?E_E.IFﬂ.E 177.1,178 E?H[HTHd? 1 48,0.9%,9,56,1,61, E50 DATAL4S.6, 147,80, 148, 7, 158, 136
,179.4,1808,4 9,.65.1.70.0,75.1.76.3, an 7.B2.8, 5,151.0.152.6,153,6,154.4,180,4 5,1
44GDHTH44 9,49,1,35, 9,57.2,.99, 84,1.86,3, &q u 90,1, ga,ﬁ_94.r,9g E6ODATAZ4,3,38,1,41,0,45,1,58, ¢
2.60,1.61.%,62,.3,632.,0, £ ,%,66,3, ,6,108,.0.121,3,122,7,.127,0,135%.,6 v.51.5.%4,0,55,6,56,0,62,3,63,1, £
68.80,69,1.70,.4 T—.‘:*.l.ifj ,91.0.54 138,080,139, E ldd.lﬁ.ldu".—'-.litﬂ.-t 665,3,608,0,74.3,78.90,81,1.83.3,.83 3,8
,95,1,100,0,101.,1, a 188,1, SEODATA46,1,48,0,53,1,61,0,63, 1,98,3,93,7,94,0,95,9,97,3,98 Sl 62
ig9,.0,112,1,114,7 116 ., 125,7,13 1,69,9,.74,1, f5,3.??.3.84.3.88.0. ,99,0,10%,7,107,%,108,3,1083,7,11 .

4.3 1-- gl 1.5.-,;.11-43_5,1&,., . 167, 89,.1,91.3, ,q,.r,,lafl,e,“s.?,_]zg,;' 4,1.115.9,117.1,.118,7, 121 e.122, 1.1

W 4,172,3,175%,4.,176.5.178.4,1680.4 ,138, 3.13? ,140,0,143,.6,14%,0,1 2,123,7,124,3,12%,7.129,1,138,3, 11«

44mpn1nd4.u 51,3,559,9,96,3,59 48,4, 180 1?5_; 133.7.134.2 ?.-

! 8,68,1,51,%.62,3.6494,0,6%,5,66,3 72 DATA13S,0,136.3,137.,7,141 &,

| 168.0,69,1,79,4,89,1,90,3,91,0,94 -_14,.4.144,:_1¢a, ,1%0,6,193,0, k
1.99,8,182,1.183,8,106,1,187.8, 1%5% . 4. 180, 4 :

i 198,1,112,7.,115.3,148,5,161.4.16 SERDATAZE,3,3%.1.29,.9.,45,1,351 e,

f 2.5 IFJ,: 1,‘ 5,167,3,168,4,175, 3. 4.0.62.3.55.?.E&.H.T4.E.F-.ﬂ S

i 3.176 180, 81.1.82,.3.84.1.,90,2,92,.0,94,5.93 3

[ 4% ﬁ[ﬁTHﬂé 8.49,1.53,8,355,1.57,; 2,96,.59.,97.,8.99.3.18 'l 2,183.1,.12 11¢%
2,60,1.62,5,63,90,64,5,6%,3,66,1, =.3,108, ,.11 %, 198,3,109,7.113. a,!
&7,0,68,3.69 1.1 Py 1...":_4.r5E.'. 3, B9 i.11%.8,117 121.7, :|.._._.' 123 3,1
8,91 3 22 B 3.1 101.9.187.1,19 129 J.jgn.z 15; 2,133,0,134,2,13 i 19¢

;112,383 14 152, 3, ldt.l 159, = 9,136, 1,... t
4.]h’. ' 163,3.166,%. 167,3. 169, 4, <u[ﬂ1ﬁ .5, 140,56, 141 u.14£.6 9,4
17%,3,176,4, 1ru.4 44,7 14* c ,148,2,19 , 154,90, 1 83,

4600ATA4S,0,%0,1,5%7.0,58,1,99, =e, 4,180, 4 8,7
=.62.3,63,0,64,5,66,3,68,0,69,3, TOODATAID . 3,34,0,44,3,54,0,63, 11

1 Fe.0.7&8,1.,75.,4,86,3,87,1.89.0,92 3.65.9,71.3,.¥7,0,.7v8,.1.79,3.83,0, 31,

E 3,94,1,38,8,184,1.107,49,.118,3,1 4.1 E-i’.';‘,-E'-'.'-..i."'.'.’-'E!._1.:'-"1‘!,-'.:-'].;.'.‘: 6

l 44 ,.5,147,1,1%0,3 o-l.4,15%% 159 0,94 .6,95,.3,9,%,.597.8,.982 1"‘5'* s 1%

4.162.1,164,2,1656.4,162,.2,170,4 2,191 .%.102.3.186.7.,187.5 IE"E £
160 .4 ies,7,113,1,114 ".1[" 9.118, 7 11 | i
47O0ATR4S . 8,55, 1, 8,608,362 ﬁ.l:l.:': 1.119,.3,.124,7.129,9,131 |*"'
1.,62.,9.64,3,686,1.67, »'! a8 L L ,123.8.,13%,: o
vl,3,74,1,7M5,8,76, ]. . B8%.3,86 TI18DATALZT . =.1329.0, 148, 144 ' .t;?
1.88.,9,91.1.95.,3,; .1*31 1,184 46 . 6,148, 0,152,686, 154, 8 14‘-"' vl s,
119,3,129,1.,138 ..Idl.ﬁ.146.! 56.4,100, 4 &_
147 ,4,157,3,159,4,175,32,176.4, 1 290ATAZS, 0, 44,1,59, 3, 54,9, 125
20,4 1.61,0,63,3,66,0,79, .¢.1.-r 3, a8
480DATR4: . 8,54 .1 . 59%.0,. 60,3 .62, N .1.79,3,84.0, 2‘:5,-_.1.:"-: 3,88,8.9] §
B8.63,1,67,08.,68.3,.V0.8,71.3.74.1. f.92,1,932.08,.94.,.5,995 ':. 96.5,.97.1 , 1
re.8,76,.3,79,1.75,2.80,.4,82,3.85% ?*.:.1ﬁ B, 100.1.101.3,.164,7, 10¢ g
1,.B6.0,.90,3.92.1.94.0,100.3., 101 B, 107.5%,1688,.3,189.7 ,11,__ i15.8 L.
1.182.4,121,5,126,4,132,3.139,5 S9DATR38,1.47,0,50,5,54,1,93, 117.1. 11“.“ 121,0,122,3.,123,:1,1 ==
145.4,1 176.4, 129, 4 3,%9,1,61,90,63,1,68,0,72,1,74,3, 24,7,139,%,131,7 1
490DATARA7 v, 56, 3.98,8,62,1 .66 78.1.79.8.,84,3,89,1,91,32,92,8,.9B "2ODATHLIZ24 .8, 135 ,7.136,5. 148, 1 .
B,.e7 79.8,71 74,1,75,8,/'s,3 ,6,104,9,115,3,118,7,122,3,123,7 |143 6,147,7,146,0,147,6,1%.0,1 - |
8%.1,65.9.990,2,.94.1.95.0. 190 | _139,5,135_5'141,3,142 6,144,801 =3,.6,1%4,0.1%%,7,.1%.,0,1%57.4,180 1
02,1,103.4,175 178,.4,180,4 50,4,180,4 a5 23
SOODATA4E . 9,.57.2,.59,1,684 ., 0,67 EOBDATA32,1.,47,.5,51,7,.52,3,93, T4PDATAZE,2,449,1,49,3,93,2,%7, i
.68,8,69.7.7V9,0,71,3,735.1,76.0 S5.59,0,61,3,64,0,71.,1,72,3,77.1, 12.60,0,64,3,66,0,68,1,69,8,70.3 1
77:3,81.1,82.9,85,3.91,0.,92,1,93 1,3,85.1,90,0,111,3,116,7,119.3 ,72,1,73,08,75,3,76,1,78,7,81,3,.8 =1
,8,95,1,99,3,103,.4.114,0,116., 4,1 ,1280,7,122.3,12839,7,131.,9,149,6,1 4,90.83,3,87.1,88,0,90,1,93.0,%, 4
76, 32,177,4,180,.4 45,0,199,4,1808,4 3,99,0,96,3,99,0,100,3,103,7,106 [ 1.+
SIBDATAS1,0,.64,7.65.0,63.3,74 612 DATA39,3,36,1,40,0,47,5.,45 ,0,107,%.1908,1,109,3,113,1,11%,8 =8
1,75,0,7V6,3,80,1,51,0,85,3,89,0 »1,91,3,99,5,599,0,61,3,63,0,70,1 »116,1,117,7.122,3,123,1,124,3,1 o

F T 1'.'}':.' '.':'g:_‘;'i1 !*.:IE:'J ll': *"tir: = J?lIEI?4J:J?9JBIEHJ3JE4JBIBEFIJS 29;?i:331B,l3‘i5 ,’3.
'1"'-.:"4 1““" 4 I.B.-1131341154-?;115!3;125;?,133: ?SE‘DHTHIETdHJIEIf?Ila"pﬁr]:ﬂSrl 3-

SZBDATARS3,0,62,1,64,.0,68,1,69, 2,149,5,149,9,1%9.6,1%1.0,1%2.4 ,128.0,144,5,147,7.,149,0,1%3,5,1 03

{ 3,79,1.76,0,77,1,78,0,85,3,88,0, 180, 4 55.0.1%€,5,157,4,180,4 i

! 29,1,91,0,92,2,92,0,100,7,101.6 620DATAZS,3,39,1,41,0,46,5,50, TERDATARZ8.0.,43,1,49,3,52,0,95, '

i 1H= ¢ 1“9 8,110,7,115,6,118,7.12 3,548,0,.62,4,64,4,66,1,69,3,72,1, 1,96,8,57,1,599,0,63,3,67,0,68,3, =

126.8,127, € !“t 4,180, 4 34,6.?5.1.?8.5.?9.3.94.6,H5.1.36 0,1.,71,8,73,1.74,3,75.1.77.7.80 3£

i .;0[ HTH'-‘,. 0.6 | 59 ;,1:,,",7‘4, ,3,87,.1.94.9,1909,3,110,7,115,3.1 ,8,84,.3,87,1,89,3,99,.1,92.98,54.3 L&
1,73,9.76,1 D 80.1, 3,87,8, 25,7.,132,8.133,7.136, 1., 1 38.9, ldn ;9%,0,96,3,97.9,98,1,99,2,103, 7, i
ﬁn.?.ah a ﬁr.1_+4 ) 1h‘.? 1189, 8, .5.144.ﬂ.146.6.14E,G.152. 193,00 87,9, 108,%5,110.3,112, 1,113 P | 0,
11%.7.118.8,.120,6,124,.9,125,6,12 154 .4, 180,48 1.115.8,3116,7V.118,.3,119.7 1""2 7a
B0 ;-27.8,129,F,132.,.89,134,6,138,; E3RDATAA1 ,0,46,5.52,3,56,0,60, 1,124,32,125,.1 -]
4,180, 4 3,61.,9.62,3.64,0,65,1,66,3,72.8, TTRDATRAZS,0,43,1,49,3,98,90,33, &t

S40DATASE ,8,66,1,6R0,3,71,1,72, 79,3,82,0,83,1,.84, 5,88 1,92,.3,94 . 54,0,35%5,1,68,0,64,3,69,1,71,08, i
ofardl.v3,0./M6,1,77.8,78,1,79,3 .8, 3& %.98,3,103,9,199,32,110.7.1 r’-l 1,77.,0,80,3,85,1.,88.0,89,1.9 13
§%.0.89,1,99.3,99%,8,.97.,1.98.6,18 19,1,116,3,125,7,130,3,131,0,132 ,3.96,0,98,3,100.7,103,1,106,0,1 a1
4,9,108,6,110,0,117,.7.119,6,133 _9.1 34,0,135.7.137.,1,1498,6,146,0 @?.1 1908,5,113,7.1195,0,116,95,118 z
r,137.8,138.6,140.4 ., 180, 4 ,148.6,151.,0,.152.6, 153 2, 15 4.1 ,3.119,%5,121.7.,124,1,129,3,137.7 t
130 Computer and Video Games Yearbook




- A

:1‘ 'ﬁ]aigﬁlal -"‘?.1

4:139,6,145.0,146,6,147,7.149,9,1
4,6,155.0,1%6.6
TEBDATR1IST . 4,180, 4
TIRDATAS3,1.,40,.0,42,3,46,1,47,
315E’r3153r 1 ,56Ja|5:"p 1153#9.=3| 1 *
€1.0,64,3,.69,8,73,1,88,0,89,1,92
7 94,0,97,3.98,7,104,3,1935,1.10
6,9,197,0,195,1,109,5,113,3,115,
B,116,1,117.,%5,128,7,124,1,127.5
138,1.,131,7.,132,3,136,7.138,0., 14
=,6,148,7,149,0
SOODATALS4, 6. 155,09, 136,4,188,4
218DATA31.,5,32,0,41,3,42,1 .47,
3,49,0.51,1.,53,9,94,1,36,0,358,1,
62,0.6€%,2.v9,0,.72,1,80,3,88,0,89
1,90,3,91,1,92,3,96,1,97,3,103,

1,106,.5,107.9,108,1.,189,3,113,3,
114.5,120,6,122,1,128,3,131.,5,13
2,7,137,0,146,6,191,0,1%2,7,1%4,
6.,195,0.1%€,4
2200ATA1E0, 4
BI0DATASE, 1,33,0,41,1,46,3,49,
3,“.1;53.5.541. 1 -ﬁslalﬁ?.si?4'ﬂ
75.1,81,3,88,0,89,1,99,32,91,1,94
»3,96,1,192,3.104,1,108,7,109,1,
118,5,115,3,116,1,117,95,119,6,12
a-l-izﬂ;ﬁrln?i;l ; 13*1 3_] 13?11! 143.
3,141,7.144,0,147,6,15€,0,157,86,
198.4, 180, 4
B48DATAS4,9,40,3,41,1,46,3,48,
'J‘"’BEI rﬂlaiﬁﬁp l .55,3,53.3.83.9;
89,1,99,3,91,1,93,3,94,0,95,1,19
8,7,109,1,1190,5,111,1,13,5,114,3
§e119,1,117,7.118,6,121.1,125,5.,1
91,1,133,3,134,1,137,9,142,3, 143
:6,144,7,.14%5,0,1%0.6,151,0,154,6
156,8,157.6
BSOLATR1ISE, 4, 180, 4

EERDATAZZ, 6,49, 3,43,
2,49.1,.%0.0,5%1.,1,%2,8,%3,1,%4.0,
. 1,57.0,60,1,74,3.77.86,80,3,83
20,84, 1,8%,3,88,0,89.1,50,3,91.,0
Y108,.7,199,1.,114,
1,117,.7.119.6,120,1,
R 3. 12%.5%,126,3,127,1.,131,7.,13
29.9.135,1,.142, 0

SVODATAL4Y . &,

l,45,3,43,

$:115;,3,1186,

153,0,1%4,6, 157, 4

1 1:.180,4

11.46.0,49, 1,50,

-} Bi14,3,115,7

EE0DATAZ1 ,9,3%,.1.37,0,40, 3,44,
3.%1.9,54,1.,56.0,
i 1,.59.0,.60,1,.61,3.67,1,73.3.7%
1.76,.3,89,0,63,3,84,5,85,1,86,3
FEE.0.89,1,93.0,94,1,9%,3,96,7,9
§,8,98,1,108,3,199,1,110, J,lli 1
: 117.,6,119,1.,121.3.1
jf.?-lz*.ﬁ.lzﬁ.a

' B?Bbﬁrﬂlz?.m.laﬁ.t,laa.r
§135,1,136.6,137,1,141,
I.E.I‘EB 0.1595,.6, 15- o4,
SPODATA21 . u 33.1,.238,0.40,3,44,
104%.3.47,0,50,3,%1, B,;ﬁ 1,55.8,
§8,1.%9.9,61.1,63.0, 1. 71,375
ﬂh_??.a.?a.:.sa.a.93.3.34.:.aﬁ,u
¥ .ills?ialeafe;wa'1!9&4-}.-92|arg

I 94,.32,97.0, 99 1,10%.5,105,3.1
IR, 5.113,3,115,7,116,9,119
_1aa.s 122, 7
SIBDATALZS, 2, 127.9,129, 1
R Y. 132,0,133.7.134,2,13%,0,1
137, 6,139,1,149,6,141 .8, 14&
m*allﬁﬂpﬁll-jﬁid;laai4

2 m-i;?a-a;“l.a;q'ﬁal;"ﬁl
1.,989.0,62.1,67,0,69,1,71,3.
B83.0.87,1.89,3,90,0,91,%,92
.1,95,2,98,5,100,1,101,5,10
[5108,%,108,1,109,3,115%,7,117,
T rdey.3,199,7,132,1,133, 2,
gar,1,138,3,139,1,143,8,1%
2,0,1353,6
AlS4,0,156,4,180,4
31.1,32,3,33,1,34,8,35,

» 134 .8
T.144.9,1
133.4

» 128,32

y 47 ,0,36,1,98.0,69,1,
:1,90,3,91,0,92,6,93
23,99,0,109,1,10%,5, 12
IIB 1,120,7,125,3,130,
3,2,134,7,133,2,136.,9,
:139,5,149,1,142,0,128,6,15
G 156 6,157.4

FTPDATRIES, 4

SEBDATA30,1,31,3,32,1,33.0,41,
1,46,0,56,1,99,9,67,1,68,0,69,1,
8‘543-‘ EEJ ] JB?iBJEsJ 3- 5‘1.3. 92-3;93
»9,99,1,96,3,99,0,101,1,109,3,11
9,5,113,1,114,5,11%,1,119,7,125,
3,13909,7,132,5,133,2.124,7.1325,2,
136.9,137.3,139,6,140,5,142.0, 14
9,6,159,0,157,4

S7YeDATALEB. 4

98Q0ATRA29,1,31,3,34, 1.35.3.39;
1,43.9.44,1.46,8,55,3,55,0.61,3,
65,1,67,08,69,1,79,3,80,1,83,3,8 ?
»1,88,0,90,3,91,0,92,9,93,8, 95;1
£:96,3,100,0,102,1,104,5,189,3,11
@.5,112,1,114,5,1195,1,120,3,12 2»
1,123,3,125,¢,129,3,130,7.132,1,
133,09, l..Fl;-,I.

q?ﬂf‘ﬁrﬁli’:‘ 32, 9,140, 1,142, %

e .BD, 154, 6.156,4,1680. 4

usauoﬁTﬁal.l.ﬁz - 1
1.47,0.59.,1.,57.8,73,1,74,3; ?ﬁ-l
T?.;.?ﬁ.l.:&, },81,1, u..:.*ﬂ 1,9

9,92,.9,93,8,935,.5,96,3,109,0, 16
o BF lﬂ-ll S5,.108.,1.199.,.3 11I!I 1132,
114.5.116,1., lla,s 122 S5.129.3,1
Tk .12?* F3,130,7,133,1.134,0.136
1.142,.6,143,.8
1OIBDATALAS . &,
LNEE,.4,100, 4

122B0DRATAZL . 1,328,232, 34,
F.44,1.47.0,.51.1.55,.0,74,.1,
r8,1.84.3, L;.l, 31.,0.92.59,9
0.96,5,99,.,3.181.,8, H'_!".':.l
Hd &,188,1,189,3.,111,1,114,

9.3,
a,.14

1,35,0.,44,3.4

1
>
1

'
=
L

151.8,.153,6,156.0
1,35, l-.'r 4'=.

-
» g

3 -4
04, 1
s, 11H
139
.1

119.5.124,3,126, ..13,_

.l. 1,1359.90,136,1,142,
45.6,149,.0,153,.6
10300ATALSE .0, 157
10400ATHES, 3. 29,
8.732.,1,.76.90,77.,1.83,3.89,1,91.5.
92.8,93.32.94.,0,97.5,100,.7.102.0,
1983.3,.1904,8.,107.1.118,.3,111.1.11
4,59,116,9,117.1,129.35.124,7.126,
3,128,.7,131,3,133,1.,.1584,3,.133.,0,
137,1.141.6,142.8,14%,6,147.,0,1%5
8,7,152,0,157.4

:ﬂﬁﬂbnTalBﬂ.*
18ERDATAZ3,3.34,8,48,1,49,0,51,
1,53.9.56,1,99.3.62,1,64,0,77.1,
83,3,89,1,98.7,91.,0.,93,3.95.,80,19
a,7.,103,0,119,1,114,5,11%5,0.116,
1,121,.5,.124,7.126,1,128,3.1390.7,
134.9,.136,1.141,0,145,6,149,.7,15
0,0,15,7,157.6,1568.4,180,4
107@DATAS1,0,33,3,34,0,48,1,50,
9.,9591,1,92,0,399.1,60,3,61.1.62.8,
v6,1,8%,0,87.3,90,7.92,8,93,3,96
B8.180,7,103,.8,111,1,116,8,118.5
J112,1,129,7,1286,5,129,3,131,;1.1
35,3.136,1.,141,8,142,6,145,0, 148
s 7:149.0,1%4,6,155,0,1%5,6,198,.@
L199,.4,.180,4

19880ATA31 ,.8,33.,3,34,0.,48,1 .98,
a,351,1,352,0,58,1,59,3,60,1,62.0,
58,1,69,3,71,9,73,1.84,8,868.3,99
JT,92,.0,85,.7,98.8,111.,1,1118,0,1
28,1.126,5,128,7.,139,1,135.5,137
»1,149,.3,146,6,147,0,151,6,137.0
1598.4,180.4
10580ATA32.8,33,3,34.0,44,1.43,
0,990,1,51,0,99,1,599.3.60,1.61.0,
68,1,79,3,71,0,79.1,83,0,92,6,54
:8,95,7,99,0,104,7,105,8,113.3,1

<4, 180, 4

9.351,1,59,3,60,

19.9.190,6,155,0,157.4,180,4
1120DATARZ29,0,30,7,32,0,39,1
©,%51,.1,456,0,62,1,63,0,64,1,6%,0
8,1.72,0,76,.1,85,.0,689,6,92,90,94
+6,95,0,97,6,191,0,103,7,106,0,1
14,5,117,0,149,6,1358,7,151,6,1594
,8,1%56,4,180,4
11180ATRZ29.0,37.1,40,8,45,1,47,
H.,63,3,685,0.68,1./M,H4,/5,1,78.8,
83.1.86.0,91.6,94 .0,.9%.6,96,0,98
6. 102.8,10%5,7.,.107.,8.,115,6,117.,.8
LA48,6, 149, 7, 198.6.151.,0,155, 4.1
e, &
11200ATARE2.1,.32,8,.34 ,1 .39, 8,45,
1,47.9,62,1.63,3.65,0,66,1.68,.3,
rg,1.71.8,75,1.79.0,.82,1,83.3,.80
1.87.8.91,1,92,0,95,0,97,6,98,0
LAD0.6,105,0,108,6,114,0,116,7,1
23,6,.137,0,.146.6,.148,.7.149,. 6,134
9,154.4,1688,. 4
11Jﬂbﬁ1ﬁjﬂ.1.
.? 4,8, 66,

149,

34,090,451 ,46, 0,62,
1,.68.3.69,1.70.,8,
f; ,78.80,82,1.83,3.85%,1,856,80,. 9
1,'5!_. B.96,6,99,8,102.6,129,7.13
6.0,1368.6,142.0.,14%5.6,147.7.143,
190,89, 1%3.4, 190, 4
11480DATARIZ . 0. 44 1 4% . 0,62,
].r‘.«'l-.l’.l.-ir‘.';.l.!.ii'Tl._‘:.E_“*E]. I. 9.
ﬂa.l.ﬂﬁ.ﬂ.ﬂ‘.ul|"."'|.5].'?E.1 i:l
5, 100,0,102,6,1180.0, IIE.!:J 117,80
L1328, 140,80, 143.6,14%5,7, 146,61
48,8, "-.1‘ o4, l-li_'1 E ]
118900ATASE , 39,090,466, 1.47.80,68,
1,70,.8,71, I._q"'.’-.'.:.ql'hl 82.32.83,8,
!1:_'..1.,9‘_3,(!,‘11.l.:'d'i.fj.ll.':'.-‘.li-i.l'.l.
121.6,.138,7,139.9,141.6,142.0, 14
d,60,1494,.2,190.4,153.6,.154 4,180,
4
11E80ATAR4D 6. 48,1 .99, 0,68, 2,69,
1,70.90.71.,1,78.3.80,1.84,.3.8%,.8
BE, I. "ll“r K1, ll 1.93.8,112.7.114.8,
131,6,138, 39,.89,141,6, 142,98, |14
3.6 .!I-H o, IJE!I.'I.IE:EI.-#
1170DATA44 .0, 68,3,.69,1,70.0,71,
1,79.0,76,1,78,3.81,1.64,3,:85.,71,
94.,8,.100.6,.1390.0,.133,6.138.8,141
E.142.0,14% . 6,146,0,1%0,6,153.4
L1820, 4
llfau[’HTH‘;i‘-[j. ri.1
3,78,1.81.3,82.0,83,1.85,3,87.1,
94,080,926, IEE.H.ldﬂ-E.lﬁﬁ.?riﬁln
5,1%3.4.180 .4
1198DATRASE .8, 71.,.1.,.73.6, 75, 1,77,
3,78,8,79,1,82,0,83,1.,86,3:87.1
22,0,.99,.6,102,7.104,6,108,.7. 189,
6,111.9,112.6,120,8,135.93.137.8,
147.6.149,7,150.6,152.4, 18904
1200DATRAE2, 0, 74,1,76,3,77.0,79,
{1,82.0,85,1,91,0,92,1,95.0,1892,.6
,196,0,187,6,119,0,115%.6,125.7.1

1.62,
T a,
I

B, 8. P 1 P

26.9.138,5,141,0.146,6,1350.4,160
|

1210DATAES ., 0,69,1,.71.0.75,1,77,
o 79,1.,83,0,85,1,91,0,.52,1.95,8,

96,1,97.0,98.6, 182, 3,133 1.132,@
L140,3,141,0,146,6.145,4, 159, 4
12200ATRGY ,@,71,1,7Ve,8,73,1,840,
2,24,1,87,0,92,1,94,0,100,7,182,
6,182.0,130,1,140.08,142,3, 142, 5,
144,.6.146.4,188,4
12300ATRS2,0,73,1,77.,0,72.1,80,
8,92,1,94,0,131,1.140,0,141,3,14
2.9,144.6,14% . 4,186, 4
12480ATAVI, D, 75,1,80,0,133,1.13
7:6,1239,1,145,49,1808,49
1290DATAT4,0,89,4,98,0,121 ,€,13
5.1,126,5,139,1,144.,4,180, 4

1268 DATATE.9,80,4,85,8,87,4,99
»9,125,6,134,4,180,4
1270DATALDZ .0, 120,6,128,4, 180, 4
122@DATALIDT .0, 116,6,122, 4,180, 4




V. 2 e _
o - PLAYTHE VESPOZIAN AFFAIR: Keith

Campbell’'s dramatic adventure set on a spacecraftona |

deep-space mission. -

/INTERSTELLAR INTRIGUE: Mike Singleton challenges '

/| youto outwit up to four opponents as you try to take
over the known galaxy.

2 THE BEACON STARWAR: Mining vessels, gun-ships
and stargates battle it out in Ron Potkin’s classic
wargame, set among the strange alien space
scavangers. y
PIRATES & POLYPS: Arcade style co-ordination is N
needed to keep the pirates from the valuable polyps as
you try to catch them in the rays of your space scanner.
By Pat Norris.

PLUS Pages of Bugs

cartoons * Pages to puzzle over
* Tips on Spectrum, Vic,

Atari, BBC and Dragon
programming — from the
experts * And a whole host of
features from the people behind
Britain's top computer magazine.
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