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‘Spectrum are proud to offer you the very latest

ﬁ@l “Rest of Brtish Micros

ABERYSTWYTH
ALDERSHOT
BEDFORD
BOSTON
BRIDLINGTON
DUNSTABLE
GRIMSBY
LONDON W1

price!

New! LYNX 48
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BBC
MICRO
INSTANT

MACHINE

THE BBC MICRO
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FUGHT SMULATION




100 FREE PROGRAMS

FROM SILICA SHOP — WITH EVEHV PuRcHAsE OF AN

ATARI 800 &

A £199
Ao £248
Ao £349
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TAMING THE INVADERS







JOHN BRIGHT STREET

Aahstu Computers Lid.
ATARI e ATARl










THE GRAPHIC DI! F RENCE BETWEEN
COMPUT ERSAND AI.I.THE oT HERS
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AIRLINE
PILOT




Don’t bother
guessing which
programs our
‘members are
saving money on
. this month.

JOIN THE CLUB
AND WE WILL

TELL YOU,
FOR FREE

Free membership application
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ADVENTURES

o wATER
ULTRRFAST
MACHINE CODE

® save cane
FEATURE.

® seur scheen
DISPLAY.

or ATARI 400800 £1250
SPECTRUM, 2X81 (1K),

seno cieaut 08 0. TO:

DIGITAL
FANTASIA oer ow.
26 NORBECK NOAD, NORBAECK. BLACKPOOL. LANCASHIRE.
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“We will be flying at a height of 30,000 feet.
Our air speed will be 500 knots.
And there's a fair chance we're going to crash?’













i ATOM

* G2 namprckror we V]G 20 *

only the most versatile ram
£69-95, pack for the Vic 20.

Swichablo 03K, 16K, 24K plus ram 1, 2,3 orBlock' formachine code o data sttements.
5, 8K ram pack 4

£24.95. Al o skt drecly o e back ofyour Vie 20 Al prices nchude VAT

modors, Rabbit PGS, Computor Room, Hi-Tech,

"By, Sond SAE. orful .

Uamason, nercepior
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Let Commodome
yourhonzons.

VIC 20 is the finest home
compuger hat moncy can b
e betteryou get o know
it the mnm ¢ confident adventurous

business systems, entertainment,
education and many applications
inthe home

rogram in the series
as boe deogned by expert,and
chosen for its quality and value
for mone;

VIC business software covers
aviderangeof pplications includ-
ing spread sheet analysi, tock
control, mmnm ion handling
wordprocess

Frind-blowing range of
garnes including Seort Adams
workdfamous Adventure serics

vanced space games, includ-

ing the sophistiated Omega Race!
im subjects as diverse as

i Language, programming,

and biology.

And ho

ne software ranges
from 1Q tests to Robert Carrier
menus,

' addition, there is a range
of VIC software,like programmers’
aids and graphics packages—

t0 add to your unde g and
enjoyment of computers and
computing

ere’s even a special ‘VicSoft
Club (nr vIC Z()u\ll\u

with many advantages including
Special offers to club members.
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~ over the orchard wall




LEAP INTO THE COMPUTERISED AGE

VISIT OUR BRANGHES AT FOCHFORD AND WORNCHURCH AND.
SEE THE LARGEST SELECTION OF HOME COMPUTER SOFTWARE
‘SN0 HAROWARE W SOUTH ESSEX
JOIN OUR SOFTWARE CLUB and save t=

£20 Your member rciden you

rsnip foe. alve

" NEW LOW PRICES







ZXx81 SPECTRUM DRAGON TANDY BBC
16K 16148 TRS COLOR __ LEVEL2 _AB
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SinclairZX Spectn
16K or 48K RAM...

full-size moving-

key keyboard...

colour and sound...
high-resolution
graphics...

From only

£125!

Key features of the
Sinclair 2X Spectrum
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APEX TRADING LTO

BT 3

WE CAN MARKET
YOUR SOFTWARE

at no cost to you!

‘CORNFORTH MARKETING SERVICES
56 Gowon Gardens
o estn
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COMPUTERS

BBC & ATOM DEALER AND

INCREDIBLE
VALUE!

Vie 20 £149
Commodore 64 £343
Dragon 32 198

WEST OF
SCOTLAND

SERVICE CENTRE

MONITORS
PRINTERS
COMING SOON

WEST COAS]
COm
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WARPATH PART II — BITS AND PIECES
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Two more spell bmdels from

TSCHIZOIDS FIWACKY ARCADIA







GEMINI
SOFTWARE

281 (16K) SPECTRUM (48K)
STARTREK

Gomini Software




THE FLEXIBLE COMPUTER SYSTEM FOR THE FUTURE

K(é

GRIC.







!'HARE SOFTWARE SOFTWARE SOF super

'ATOM ADVENTURE |

BUGGIES WILL
SIMPLY DRIVE YOU
CRAZY!

FREE SOFTWARE FOR THE
UNEXPANOED ViC 20




RIC & JUPITER ACE SOFTWARE

WRITE OR PHONE FOR DETAILS

_IMMEDIATE DELIVERY
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FIARTIAN RAIDER SEARVACEN

SUPER NINE
ZX81

NINE 1K GAMES.
1. CANYON
2, ASTEROIDS
3 ASTROBLASTER
4 DEFENDER
SQUASH

9. FOUR THOUGHT




ENGLISN SOFTWARE FOR ATARI" 400/800 COMPUTERS

RETAIL PRICE £19.95 each inc. VA

SREPITE menauemanec
Hecate Software Authors Wantedi!

- ENGLISH SOFTUARE ™
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COLOUR GENIE

SPECIAL FREE “TRss0

£1295
Loy




MOREIDEAS Tﬂi
MORE PROGRAMST!
LESS MONEY THA
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ATHINK-TANK.
A SOFTWARE HOUSE.

N YOU'D EXPECT.
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pREEIE TS, e ]

i T e
e L e, o AN

pert vt B
commatah 5

Ner 500 i e o £49 1 ok your computer 19y
" e o WCRONET Bl wbrgionct
o e chon e
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HickoNeT £
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Coeaing syiems...sehaolond colege pogroms  allon

SOUNDS FANTASTIC? THAT'S JUST THE START!

1 ‘you e hicoupon TOL
and el o g o o fh hme Fndow  PREE PACTS FOLDER on Mcroner 800services
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ITBRINGS YOUR |,
COMPUTER TO LIFE! "=




E|E
\ ol

¥



FULL FUNCTION
TYPEWRITER TYPE
KEYBOARD FOR
ATARI 400*

f

AT £68.00

Retal price

FROM: BLABY VIOED & COMPUTER GANES,
o . Luterwan s

Probably the BIGGEST range of
SOFTWARE i mtheSOl.l‘ll"ﬂ!e

LANSDOVWNE [Risss
COTPLTER CErTTRE

" dimn.
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e S THE NEW COMMODORE 64

DRAGON 32
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R || --eeedE

| [THE FINEST SELECTION OF ATARI SOFTWARE
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TEWSON CONSULTANTS

NIGHTFLITE

For e 2X SPECTRUM




THE WORLD'S FINEST VIDEO GAMES N
0

0K FOR THEM AT YOUR LOCAL ARCADE'

PRESS ‘ ADVERTISEMENT INDEX

NEW LOW PRICE!

S REVIEWED N ZX COMPUTING ept 82)




P

TV GAMES?

TRS80— VIDED GENIE

00 YOU PLAY

6K 2XB1/SPECTRUM
0 Y0U LIKE MONOPOLY

L suriom

W

STAINLESS SOFTWARE

OVER 100 DIFFERENT ATARI
'S CARTHIOGES
O WIRE
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GREAT B B C PROGRAMS FROM
BRITAIN'S LEADING SOFTWARE HOUSE -
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Book of
Games

FEBRUARY 1983

SNAKES. 12
Are you a slippery customer? Then here's your chance to
prove it! Slither up to your Atari and program in this addic-
tive serpentine challenge.

RED ALERT. 13
Scramble! The aliens are coming and it's your job to stop
them. The action takes place in caverns on a distant planet

But you can bring it home on your Vic-20.

MAGIC SQUARE 14
Baifled, bothered and hewﬂdexad" You will be after trying
out this little number on your Ato

15
Kl e celonss of e Spectrum are used in this all action
arcade style game. If you don't want to become another brick
in the wall — knock them down!

m A-r"r: 16

got for Christmas? At a loose end when it
comes to game ideas? Never fear — the
Book of Games is here!

The Computer and Video Games office is regu-
larly deluged with programs from readers — more
than enough to keep the magazine full for the next
few centuries. So in order to bring you some of the
best games that we've received — but which have
not been published within the pages of C&VG — we
decided to put them together in this bumper bundle
of post-Christmas fun.

Al the games have been tried and tested by our
busy team of reviewers so any bugs should be few
and far between. We also tried to k

i
they are just as

kel ndis Chlapinbaiee
dangerous as the high-speed jet fighters
'WORLD CUP..
Return to those hea up
el 2 G RS L v o misiper
of a top team. The big match awaits on your BBC micro.

BOMBER 27
You are the pilot on a do or die mission. Your ancient fighter
is running out of fuel. You are flying over a city full of

ALIEN ATTACK 28
Here they come again! You can't keep a good alien down.
by bug

short and sweet with the exception of World Cup.
We thought it was worth giving more space to. It'sa
version of the game first published for the Sharp in
our June issue — converted for the BBC machine. It
proved popular with Sharp owners — so now BBC
fans will get a chance to have a crack at the big
match.

eyed monsters.

5.0.S MISSION 29
Welcome captain, you are in charge of our latest space
battlecruiser on a mission to a planet infested with enemy
bases. Can you destroy them before they get you? Sit down at
your Pet and find out

This one will send shivers down your spine. A hlunlmq
experience for owners of those sinister black ZX81

'WORDFIND 4
Remember Hangman, that game you used to play on rainy
afternoons? Well now it has been transferred to the Atari.

=L COPY 34

G Beat b Atom at its own game. Match every move it makes

CONTENTS and you'll be a winner. If you fail . . . well, computers can be
very sasty somatime,

DRACULA. 4l [Enare #

Watch out for the anti-matter. Bewas
playing this spirited Spectrum game!
3IDMAZE 35
Wandas axuadthis impramive eaphic tze and sloupt o
get out. Are you Sharp enough to find thy

GRAPHICALGOLF .37
This the real f golf off to a tee. There are all

of the ghosts. Enjoy

5
No compendium of games would be complete without a ver-
sion of this all time arcade favourite. Blast those little green
men on your §) i

MASTER-MIND. 6

the frustrating hazards of the real game — plus the big thrills.
Can you score a hole in one on your ZX81?

DC 39
There's more than a touch of motorway madness about this

Test your powers of logic and deduction on the TRS-80,
model IT and III.

REACTION

d wonder for the BBC model B.

ALPHA ATTACK 41
You are the last survivor on a planet devasted by an alien

How quick are you? Can you beat your Vic-20 to the plmch"
Program this game in and stand by for action!

10

long lost
‘mysterious treasure. Only e bravest TRS.80 owners nued
apply.

skyscrapers. You need somewhere to land. What happens
xt? |

PACMAN 42

— and now this version for the Apj
45

package for the Texas TI 99/

Ace puzzler Stephen Shaw strikes again with this surprise
4A

Thu arcade funster has inspired pop-records, TV adverts |
-shirts ple.

supploment

Bookot
I8 Foephose Eatoral, BLaTe
s BEed Ty Edun Fibor (Soumeond) Eimtied. € Compu

01278 6553, mm.a nd disribuied by TAE Netional Publications Limited. Tepeset by Adeanoge

itod ISSN 0281




i ight . . .how
isten to the children of the nig]
— they sound. Ahh, there you are my

dearrrrs. We must return to our resting place
inCastleDracula,
Butlook! There's the priest again. H
lhin‘;(s he’ll finish us this time. But we'll
defeat him yet!

i ion of the

In this charming resurrection of A
Draculastory you play the evil count who s
returning to his castle after a night out. You

i id the garlic to
JUARTEARL tevade the priest and avoid the garlic
T
spell your doom. :
The program includes full instructions

RUNS ON A ZX81 IN 16K
«and has a high score feature which allows

ayers to enter their names.
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The object of Word Find it

. to guess the hidde
guierd ints the computor’s memory by Your Sl
ou simply have to type in your choi A
will gradually reveal the sl el e

ro Is a catch however. Just like the pen and
game Hangman an uniortunate characier I graducily

S OPEN #1,4,0, "K:
10 DIM ANSWERS (20),BUESSS (1) ,ALPHABETS (2
&) ,USER$ (20) , CLUES (15)

30 BRAPHICS 7

prvies toward his doom each time you make a

o e
ill you be able to beat
your opponent — and the
Hangman — before the poornm.ehnpnmmdu:;m ¥
The 's’ character is a clear screen command and it
pears in lines 500, 520 and 530. The ¢’ in line 1035

1

TO 63,58:PL
1,57:NEXT

68,5
140 IF X<
145 FOR T=1

#6:7 #6:7
160 FOR

BY A. J. DAVIS
RUNS ON AN ATARI 400

125 IF X>=9 THEN COLOR

130 IF X=10 THEN COLOR 2:PLOT 65,4
70 65,50:FOR I=66 TO 69:PLOT I,46:DRAWTO
135 IF X=10 THEN COLOR 3:PLOT
LOT 66,59: DRAWTO 69,
10 THEN 490

150 GRAPHICS 1+1.
:SETCOLOR 4,0,

6OTO 600
500 7 "IWORDFIND":?
u want instruction:
510 IF CHR$(K)
515 ANSWER$=""
520 POKE 752,

62,30, 63,30, 64,30, 65,30, 66,30, 67,30,

67,31, 68,32,65,32

OT 61,59:DRAWTO 64,59

1
.59

T0 750:
62
.

NEXT T

#63 ANSWERS.

I=1 TO 5:FOR J=1 TO 200:SOUND 0,
3,8,10:NEXT J:SOUND 0,0, 0, 0:NEXT I
80

RUN
490 FOR T=1 TO S0@+S50*X:NEXT T:SOUND 0,0
T

s (Y o 2
Y" THEN GOSUB 1000

3:PLOT 62,58:DRAW

: DRAW

67,58:PLOT

COLOR 1:SETCOLOR ©,0,0
#63 "THE ANSWER WAS ":7

OKE 752,1:? “Do yo
GET #1,K

1:7 "}INPUT YOUR WORDS":? *

35 COLOR 3 should be typed in inverse video.

40 IF x>=1 THEN PLOT 20,20

42 IF X>=2 THEN PLOT 20,59

DRAWTO 30,79

44 IF x>=3 THEN PLOT 30,20 |s24 NEXT I

46 IF X>=4 THEN PLOT 80,20 |525 IF LEN(ANSWERS)>20 THEN 515

Se IF X>=5 THEN PLOT 65,20:DRAWTO 527 CLUES="

SOR I=1 TO 35:COLOR 1:READ A,B:PLOT A,B: |530 2 :2 ")INPUT YOUR CLUE

NEXT 1:RESTORE than 15 letters)": INPUT CLUES

6 DATA 63,26, 64,26, 65, 26, 66,26, 67, 26,62 | 535 1F LEN(CLUES) >15 THEN CLUES
127,63,27, 68,27,65,27, 66,27, 67,27,68,27, | 527

62,28, 63,28, 65,28, 67,28, 68,28 540 USER: OR I=1 TO LEN(ANSWERS):USE
70’ DATA 62,29,63,29,64,29,66,29,67,29,68 |R$(1,1) IF ANSWERS (I, 1)=CHRS (32) THE

N USERS (1, 1) =CHR$ (32)
545 IF ASC(ANSWERS (I,1))<65 OR ASC (ANSWE
R$(I,1))>90 THEN USERS (I, 1)=ANSWERS (I1,1)

90 IF X>=6 THEN COLOR 2:FOR I=61 TO 69:F | 550 NEXT

OR J=34 TO 44:PLOT I,J:NEXT J:NEXT I 590 X=0:Y=1

100 IF X BR 1:PLOT 60,34:DRAW | 660 GRAPHICS 2:COLOR 1

10 57,39: DRAWTO 57,46:PLOT 60,35:DRAWTO | 610 POSITION 0,37 #63 USERS

58, 39: DRAWTO 58, 46 620 POSITION @,9:COLOR 2:7 #63 "CLUE: "3CL
116 IF X>=8 THEN COLOR 1:PLOT 70,34:DRAW | UES

1073, 39: DRAWTD 73,86:PLOT 70,35:DRANTO |630 2 :2 “LETTERS USED: ~*; ALPHABETS: ? *

2,39: DRAWTO 72,46 NPUT YOUR GUESS":GET #1,K:GUESS$=CHRS (K)
120 IF X>=9 THEN COLOR 3:PLOT 61,45:DRAW =Y+l

1o 69,45:FOR 1=61 TO 64:COLOR 2:PLOT 1,4 |635 IF v>26 THEN I

6:DRAWTO 1,57:NEXT I 440 FOR 1=1 TO LEN(ANSWERS

SWER$ (1,1) THEN USERS (I, 1)
POSITION 1-1,3:7 #6;GUESS$:F=
650 IF F=1 THEN 6OTO 665

660 NEXT 1:60T0 670

465 FOR J=1 TO 20:SOUND 9,50, 10, 14:NEXT
J:SOUND ©,0,0,0:F=0:G0TO 660

470 IF USER$=ANSWERS THEN BOTO 9

280 IF 7=0 THEN X=X+1:SOUND 0,200,4,12:6
o010 30

690 2=0

700 BOTO 630

900 7 “"CORRECT"

910 BRAPHICS 2+16:FOR T=1 TO 4:FOR ¥
0 15:SETCOLOR ©,5,12/T:POSITION 0,3:? #&

3 “CORRECT": SOUND ©,200/S, 10, 10

915 SETCOLOR 4,16-S,T:POSITION 0,6:7 #éi
ANSWER$: SOUND 1,200/T, 10, 10

920 FOR TIME=1 TO 20:NEXT TIME

930 NEXT S:NEXT T

940 SOUND ©,0,0,0:SOUND 1,9,0,0:RUN

000 7 :? "The object of WORDFIND is to
:? “hidden word entered by yo

(not more than 20 letters).":? 2" ur

522 FOR I=1 TO 20:GET #1,K:ANSWERS(I,D1)=|1010 7 3 our opponent must enter the
SHRs (K2 IF CHRS(K)="#" THEN ANSWERS (I, D) |word(s) of his choice letter by letter
=+ ;6070 527 nd . press '*° to end it."

1020 7 :7 "You must guess letters in tur
n. To do this simply type the letter of
your"

1025 3

2 “choice.
2

1030 7 :7 *The computer will do the rest
1035 7 7 "PRESS C TO CONTINUE":GET #1,K
1F CHR$(K)="C" THEN RETURN

1040 BOTO 1035




ET _uy==a Ly =@: LET
IESDLSUB gﬂﬂﬂ P)\PER ? LET S_

2 BORDE

0113120 A3 BeBit100
11180 21 aéae:as
«Npa“ D1RRI, 201
eie.9 5io1imed,BIN mamuma.
218 S4T0aca0, AIN SASDiRRN, BIN

,3221100e a1y 90111
ATN 13111111,BI
N :.’\ 11131,8314 1ied|

aoumm BIn
AIN 115 Ra0T083
R Béei11a11, A0 13131
pa1a BTN 11129058,8
(BIN_ Qad
35333

£ 2@
LT Rt 25
LET rt=a

N
I
2
N
1
@

=

LET ti=

iEer =
TNEXT

THR 20

POKE

SeryE AT o

ThHEn S0 TO 20

g Eranini
s1 AND¢. S0 THEN 50 T8 78
2 lo=1
&3 =)
23 .
&=
=8
e
B
7
&3
71
N 8
7S NEXT o=
73 FRINTS AFR 5T ey 21
8@ IF INKEY$="m" THEM LET (=4

IF INKEVS="b"

IF 12=33 THEM LET
IF L¢=5 THEN LET
u

THEM LET t=t-

=1 THEN RETU

“RT Zi.l-d

@
2@
342 ESRBenRidscss
S@ NEXT f

PRINT AT k.u;™

INVADERS

BY ANDREW FILBY

RUNS ON A SPECTRUM IN 16K

Those nasty aliens are back  You may also use the life

again. And they are as dan- saving hyperspace button —

gerous as ever. but only six times. And each
You can defend yoursel time you press the panic but-

using your laser base. But decreases.

you can only fire three times

on you. b’ to go left, and 'n’ to fire.
T80 FRINT AT 20, U " CiAT 21.1-1
485 INK 2
47@ LET Lli=ti-1
$28 5FT i1 TAEn oo To oo
38 25 187131
B2@ PRINT HT 19 ?, INVERSE 1:"H
VPERSPRCE IN 2
=13 FOR i@ TQ B STEP_ -1
sea pRINT AT 231,L;" “AT K,u;"
510 BORDER RNDa&+1: .02
5%3 RE. +1 BEEP o2.1
S38
538
S38 ’
233 (100/k) #2
S38
e
800 INVERSE 1,
o i@t ATTACK W
881 IF sc>hs THEN PRINT “vOU
uE REENTsciRE BF
ihsty e ERRSE %

82 FRINT 380" has a hisn scora

10 PRINT AT 21.8; INVERSE 1;%p

ER E PSR R TR A TN S

11 mESTORE

1% BERIR™E. eomoer

18 IF _sc>hs THEN LET hs=sc

2@ LET L$=INKEYS

4@ IF L$="a" THEN CLS GO TO

280 GO _TO &z2e
i2@@ PAFPER 1 cLS INK 7
1204 PRINT TAE 4, INVERSE i, “SPR
\.E ATTACK --@-- AR.FILBY", INVERSE
5
121@ PRINT "
3%a2 5%
$28shins
85f this
i02@ PRINT
%30
¥ will
in*ists
S PEREER M
R eereas
Seltinta fn
tEna &
wss €3 i3

erist 33

atlen.:

2 FRI) FERSPAC

31 Tass] ire
AR TR

n 1op th b\lbs"

4 PRINT "“Usa2 to move rig
FeE R ot
PRINT “‘v' PUts wou inte Hy

paea

3C8 i \press ‘enter’ to $ta
X3

EeTurn




MASTERMIND

Can you crack the hidden code? If

The idea behind the game’ for

ied. In this game the first option is the
levels of

ttle of CAVG mastermind!

is set-up, which has to be discovered

Flr‘ﬂylhlnmh-rlmhrlhm
be varied. Secondly the number
of positions fn the code may be var

BY DANIEL BISHOP
RUNS ON A TRS80 MODELS | AND Il




1820 IF CC=0 THEN 1870

Cora1CuL 05 ATo0 BT 01CT=01DT=03ET=01
(T=011T=01T=01AK=0BK=0¢

REWK RESTONING X
resianed.

REMX HINNING
ave won! Conaratulations.
1190 TromeaNDI-ATHENFRINTOZ7 4,151 ks ok
1120 WEXT
1130 PRINTEA14: 200 wou wish to chanee then (V77
o NTHEN 1140

- Co and see an
114 amazine.

o rrofessional.
od.

W
raNTezse: o n-va mm fuube better luck
0 *next tine.ti
Ganeover

SETCH 6 inERT X

PRINT@9261 Do wou wish to rlay a /NP
ZASINKEXS P20 0k 4 Y < AND2 SINTHER 2510
IF 78=*N*THENCLS:E

Gotsosus 1550 ¢ O85G0T 190

mzu sosus 1950 tcora 720

ECIPTIER G010=09:8(3) 400 15(39=90315 (1) =003
2)=77315(3)=77518(4)=777
755(4) =649

I3 TN SD SIS BN




REA

Want to hone your reactions for
those games of Defender, Frogger
— and of course, Pengo — down
at your local arcade? Well here's
the game that will test your mind
1o eye powers to the full.

The rules are simple. All you
have to do is wait for a dot to
appear on the screen. a noise

from your computer and the
screen colour to change. As soon
as this happens you must the
space bar.

Your reaction time is flashed
up. and there is also a high score
feature which you set with your
first attempt.

Further attempts receive com-

BY J. STANTON
& J. WILKINSON

RUNS ON AN UNEXPANDED VIC-20

ments from your computer and a
suitable jingle. Instructions are
included in the program which
uses the Vic's sound, visual, and
colour facilities to the full and
should provide a good test to skill
for any arcade fan willing to take
a break from blasting multi-col-
oured aliens!

=)
F=INT(RND¢
5=INT{RHD:TI o #4
RINT"® IERE
RL=1TO406

T ARG
e
1702009




g

TUM@ NE}'TH
"LL" :

} PRINT"

4a6a PO
4aia
4

IWOU CHEATED ! ! weuil ITRY AGAIN"
FDRR— 102066 : NEXTR: PRINT "




7 /vr)
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e
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VAT

SIS
PR

IS _,T,;, 1z N7
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n. huud-n of those anclent pyramids were craty

oy used every devious means available to
unm to protect the treasures of the Pharoah buried deep
with the vaults of their awesome creation.

Trap doors, dead ends, false — these

BY STEVE HOLLOWAY

RUNS ON A TRS-80 IN 16K

i y look
bm -m:h may i open 1f you move forward into them,
ap doors will drop you back to a lower level — and

1l the tricks o

e

glittering jewsls.

| for the eamares whieh e idaen totee? Wil you man-
5 2% to escape once you hare found the glitiering prize?
}12 Or will you gradually starve to death — trapped withia
7 the stone corridors of this anci ze ..
;/ is is @ game for one player. You will be presented
)\"\ with a 3D representation of a maze in which you must
Wi move azound tn

St so find uwuin Th «
after it has run out you are V7.5

time limit on the game —
presumed

Program no
los0: Tapt muﬂnl and i mencs

200: Help or's direction, level
llmllr- and inc H a mov.ubl- wall is nearby
$00-530: Solid =alln message and open wall routine.

: Move player forwe

2000.5020 R o hnd.inq o present and whether
stairs, trapdoor, treasure

5 GOTO 6000

10 BOSUE3030:PRINTEO, "WHICH WAY? (F,L,

20 I$=INKEY$:PRINTE2S, 1;--T=1.1:1=TuoocmmENcL

DUT OF TIME AND STARVED TO DEATH.
30 IFI$="F"GOTOS00

40

50 IFIs=
60
70
80

IF1$="H"THENGOSUE100:G0TO10
PRINT@S3, 100-INT (T/100) ;

607020

100 REM HELP ROUTINE

110 CLS:PRINTTAB(10) "YOU ARE ON LEVEL
)" $PRINT"YOU HAVE
20
130
140
150
160
170

"58C;5
PRINTTAE (10) "YOU ARE FACING
PRINT"NORTH" tG0T0170
PRINT"EAST" :B0TO170
PRINT"SOUTH" :GOTO170
PRINT"WEST" :B0T0170

i
%

PRINT@48,

B FFW=0THEN10Z0
510 rFFumAND: (rTNENPWINT@./.m
NTeS30,

20 PRINT@S30,
XTI INEXTT

"THE WALL OPENS -";:FOR

OUNDS OF rREnsuRE
tOND BOTO130,

PRINT:PRINT:PRINT"PRESS ANY KEY TO CONTINUE PLAY
“TIME LEFT -"3100-INT(T/100)

"THIS IS A SOLID WALL
"3 $B0TOZO
1

" ; tPRINT@4B, "TIME LEFT —";
RINT@S20, "SORRY - BUT YOU RAN

IF1$="L"THEND=D-1t IFD (1THEND=41GOTO10ELSE10
R"THEND=D+1: IFD) 4THEND=1 t GOTO1 0ELSE 10

RINTTAE(10) " (THE EXIT 15 ON LEVEL 3

140, 150, 160

PRINT" (THE EXIT 1S ON THE EAST SIDE OF THE PYRAMID)"
IF A(X,Y,LV))S11PRINT"THERE 1S A MOVEAELE WALL NEXT TO YOUR PRESENT POSITION

(NOTE TIME IS SLIPPING EY)"
ST=T+5:18=INKEYS$: IFI8=""THEN 200 ELSE

FORI=1T01000:NEXTI tPRI

FORJ=1T050:NE




SU=S7
RN
iz
S

1090 A=A-11RETURN
NHW=A (A, B, LV) ANDZ: WW=A (A, B, LV) AND1 tEW=A (A, B, LV) AND4 : SW=A (A, B, LV) ANDB :FW=NU:R
T=A(A, B, LV) ANDIE: TR=A (A, B, LV) AND16:PI=A (A, B, LV) AND128: IFD=1THE

N3020
3010 FORI=1TOD~1:Z=FW:FW=RW: RW=EW: BW=LW: LW=Z INEXTI
3020 F=A(X, Y,LV)AND (FW*S12) sRETURN
3030 IFA(X, Y, LV) =763THENSSO0EL SEA=X t B=Y : GOSUB3000 : IFPT) OANDRND (3) =4 THENGDSUBS600
:60T010
3040 IFST=64THENCLStLV=LV—1:PRINT@SZO0, "GOING UP STAIRS":GOSUB7050:BOTO1020ELSEIF
ST=32THENCLS:LV=LV+1:PRINTES20, "GOING DOWNSTAIRS" :GOSUE7050:60T01020
3050 IFTR) OTHENSC=SC+RND(10) #10:CLS:PRINT@5Z0, "YOU HAVE COLLECTED MORE RARE TREA
SURES,
YOU NOW HAVE” ;SC; "POUNDS" A (X, ¥, LV) =A (X, ¥, LY) =16 BOSUE7050: 60T010
3060 CLS:PRINTE141,VO%; tPRINTE173, VOS; : IFLW) OPRINTE74, XA$; ¢ PRINTE@I70, XB$; ELSEPRI
NT@129, W38 tPRINTEB37, Was;
TERW) OPRINT@116, XES; : PRINT@1012, XA% ;ELSEPRINTE180, W3 1 PRINT@TAE, Was;
IFFW) OPRINTE@142, W13 tPRINT@I10, W2$ ;5 s RETURN
GOSUB1060: GOSUBI000
IFST=32PRINT@540, 51 : RETURNELSEIFST=64PRINTES40, S2%; s RETURN
IFLW) OPRINT@142, XC# 3 i PRINTEI10, XE® ;ELSEPRINTESS4, W73 tPRINTE718, Was;
IFRW) OPRINT@Z93, XD$; : PRINT@B1 1, XF$; ELSEPRINTEIES, W73 t PRINTE747, WBS;
IFTR) OPRINTE861, TR
PRINT@342, V1$; t PRINTE362, V1$; t IFFW) OTHENPRINTES4T, WSS ; $ PRINTE727, Wes; tRETUR

BOSUE1060:GOSUB300

IFST=32THENPRINTES40, 51%; : RETURNELSE IFST=64PRINT@S40, 528 5 t RETURN

IFLW) OPRINTE@34S, XG$ ; : PRINT@727, XH$ ;ELSEPRINTE407, WAS ; : PRINTEE63, WAS;

IFRW OPRINT@A4ZS, X185 : PRINTE679, X.J% ;ELSEPRINTE4ZS, WAS; : PRINTEE79, WAS;
PRINT@A410, V3$; : PRINT@422Z, V3% ¢ IFTR) OPRINT@733, TR

1FFW) OPRINT@A11, W9%; :PRINTEE67, WI$; 1 RETURN

BOSUR1060BOSUB3000 IFST=32PRINTE540, 1% i RETURNELSEIFST=64PRINT@S40, 528 R

URN

3230 IFLW) OPRINT@411, CHRS (176) sCHRS (Z6) sCHR® (131) 5 t PRINTEE67, CHRS (131) ;CHRS (27) 3
LSEPRINT@A7S, CHRS (140) ;CHRS (140) 5 s PRINTEG03, CHRS (140) s CHRS (140) 3

3240 IFRW) OPRINT@4B4, CHRS (131) sCHRS (27) ;CHR$ (176) 3 1 PRINTE612, CHRS (176) ;CHR$ (26) 3

CHRS$ (131) ;ELSEPRINT@484, CHRS (140) sCHRS (140) 5 : PRINTE612, CHRS (140) CHR$ (140) 3

3260 PRINT@477,CHRS (188) ;CHRS (24) :CHR$ (26) ;V$;CHRS (143) 3t PRINTRABS, CHRS (188) ;CHR

$(24) ;CHRS (26) ;V8;CHRS (143) 5

3270 1FFW) OPRINT@A478, STRINGS (5, 140) ; tPRINT@606, STRINGS (5, 140) ; tRETURNELSEPRINTE@4

78, CHRS (176) sCHRS (26) ;CHRS (173) ;CHR® (32) ;CHRS (179) ;CHRS (27) ;CHRS (176) 5 1 PRINTE606

,CHRS (131) ; tPRINT@610, CHR$ (131) 3 : RETURN

4000 RETURN

5500 CLStPRINTES20, "YOU ARE DUT !":PRINT:PRINT" TIME LEFT®332-INT(T/1000) ¢

NT* TREASURE COLLECTED -";SC;" POUNDS":IF SC)200 PRINT" TRUL

EXCELLENT !!"$ENDELSE PRINT"YOU DID WELL TO ESCAPE. " :END

5600 CLS:PRINT" YOU HAVE STEPPED ON A MOVEAELE TRAPDOOR AND ARE" :FORI=154T01020

STEP641PRINT@I, "FALLING" ; tFORJ=1TO30:NEXTI t PRINTEL, "INEXTI:LY=LV+1:RETU

RN

5000 CLEAR 900fDEFINTA-Z:DIMA(11,11,6) sCLStPRINTE28Z, "T H E":PRINTE406, "P Y R A
M I D":PRINT@S32,"0 F S E 7. 68

5010 PRINTESBS, "*; 1FORI=1TDBfPRINT"/ ";CHR® (27) s sNEXTI:PRINT! /" ;CHR$ (32) 3" ";CHR
$(26) ; tFORI=1T08t PRINTCHRS (92) ;CHRS (32) ;CHR® (26) 3 INEXT1 ¢ PRINTE640, STRINGS (64, "~

)

5020 PRINT@780, "WRITTEN BY STEVE HOLLOWAY, FEE 1982":LV=5:A(6,5,1)=231A(3,6,3)
=769

6030 N1=7-LViN2=12-N1tFORX=N1TONZtFORY=N1TONZ:READAA (X, Y, LV) =AINEXTY tNEXTX eLV=L
V-1 IFLY) OTHENGOSO

6040 WI$=STRINGS (37, 131) tWZ$=STRINGS (37, 176) tWI$=STRINGS (12, 131) :W4$=STRINGS (12,
176) tXA$=CHRS (131) +CHRS (140 +CHR$ (176) t XB$=CHRS (176) +CHRS (140) +CHR$ (131) tPRINT"P
RESS *1° FDR INSTRUCTIONS OR ANY OTHER KEY TO CONTINUE™

6050 I$=INKEY$:IFI$=""THENGOSOELSEPRINT"JUST A MOMENT":IFI$="1"GOSUEB00O

60BO V$=CHRS (131) +CHRS (26) +CHRS (24) FORI=1T013: VO$=VO$+V$ INEXT1 : XCE=CHR® (140) +CH
R (176) +CHRS (26) +XAS+CHRS (26) +XA$: XDE=XES+CHRS (27) +XE$+CHRS (27) +CHR$ (176) +CHRS (1

€070 XE$=CHRS (140) +CHRS (131) +CHR$ (27) (27) +XE$: 6)
(26) +CHRS (131) +CHRS (140) tFORI=1TO7 1V1$=V1$+V$NEXTI :W7$=STRINGS (8, 131) tWB$=STRIN
58(8, 176) tWSS=STRINGS (13, 131) tWE$=STRINGS (19, 176)

£0BO’ S1$="STAIRS" +CHRS (26) +STRINGS (5, 24) +"DOWN" : 52$="STAIRS" +CHRS (26) +STRINGS (4,
24) +"UP" s TR$="TREASURE "

5090 WI$=STRINGS (11, 140) tWAS=STRINGS (3, 140) tV3$=CHRS (188) +CHRS (26) +CHRS (24) +V8+V
$+VS+CHRS (143) § XBS=CHRS ( 140) +CHRS (176) +CHRS (26) +CHRS (131) : XH$=CHR® (140) +CHRS (131
) CHRS (27) +CHR® (176) £ XI$=CHRS (131) +CHRS (27) +CHRS (176) +CHRS (140)




XJ$=CHRS$ (176) +CHRS (26) 4CHRS (131) +CHRS (140)
FORI=1T011 :FORJ=1T011:READAA(I, J, 6) =ASNEXTI :NEXTI
PRINTTAE(8) "PRESS (F) TO OPEN ENTRANCE AND START EXPLORING'
D=4 sX=o g IR NS0 10
I$=INKEY$: IF1$="F " THENCL S:G0TOSZ0EL SE6390
vnTnzﬁ:5,5593911345591A5Am IS dos s 2.0, 3 0 (22,44
2,5,8,3,29,10,6,12, 14, 10,11, 14,2,5,12,3,1,9, ,1,8,3,1,12,10, 10,
2,29, 14, 10,32, 10, 2063, 10, 10,6, 5, 13, 6,5, 12,519, 12, 3
7010' DATA13, 133, 5, 5, 2053, 13, 32, 32, 5,5, 9, 515, 5, 12, 3, 8, Giz10,64,5,10.65.8.4. 5, 8
13,7,5,8, 11,2062, 64, 1, 13, 11, 10, 6,517, 5, 4, 5, 140,
. 64,32, 6,137, 2, 135, 9, 3, :22 141,10, 6,32,2062,6,12,3,

7030 DATA7,9,23,5,5,5,1,1,5,5,9,27,6,9,7,5,9, 14, 10,11, 7,8,10,11,6,5,9,2,5,8,2,29
,10,10,2,1,4109, 1034, 10,27, 10,6,5,8, 10,10, 10,3, 12, 10,6, 12, 3, 5, 12, 6, 12, 10, 10, 7,0,

5,9,14,3,9
7040 DATAZ,S,8,6,5,12,11,6,5,12,10,10,7,4,5,1,13,6,1,5,5,12,6,5,9,3,12,64,7, 4, 1,
5,9,5,29,10,2,5, 12,3, 29,10, 64, 10,6, 5, 12,6, 5, 13,6, 5, 12,6, 12
7650 FORI=ITRI000INEXTI iCLBRETURN
8000 CLS:PRINTTAB(10)"P Y R A M 0F € R E T S"tPRINT:PRINT"YOU ARE O
UTSIDE THE ENTRANCE OF THE eRANID. na woneNT vou
CAN ENTER AND FIND YOUR WAY AROUND. "
8010 PRINT"THERE ARE TEN TREASURES TO FIND AND MINOR HAZARDS TO AVDID
THERE ARE SOME TRAPS IN THE FLOOR WHICH WILL DROP YOU TO THE  LEVEL BELOW SOME
TIMES AND THERE ARE WALLS WHICH LOOK SOLID BUT"
8020 PRINT"WHICH WILL ALLOW YOU THROUGH IF YOU MOVE FOREWARD INTO THEM. YOU CONT
ROL YOUR WAY THROUGH THE PYRAMID USING -
(F) FOR FOREWARD, (R) TO TURN RIGHT, (L) TO TURN LEFT
() WILL TELL YOU THE LEVEL YOU ARE ON AND
8030 PRINT"THE DIRECTION YOU ARE FACING BUT REDUCE YOUR TIME.
YOUR TIME IS LIMITED 50 DON'T TAKE TOD LONG PONDERING !":RETURN

BY STEVEN JERATH

RUNS ON AN ATARI 400 IN 16K
5"
1=13H2=-1 P‘;RE}.E:SEM .?:?‘Es-
COLOR 3:PLOT INT(RND( g playes el
,,,,,,ﬂ.;:v anA plaver £ m 2503 SOUND 0 i
o 159,0: DRAWTO 4 hit any key

5,10, 10: NEXT

(5601 »z&b-PEEK (561))+3, 64+

e 5_,e,wu£xv
D 250
hit any key "
1+
v2=Y.
ao xz-xzwm
AND

K
HEN 300 s +3,68+
S HICS 1 APEEK (561))+3»
81 1F Xi=x2 & EK(Me)bﬁb
OCATE 1

FOR
S:go:}:mzz 0,0, enﬁﬂ uuen s

310 60TO . 6A+
500 em»nms L +2SLAPEEK (3610143
OKE

So1 POI (PEEK (5¢




7: SETCOLOR 2,7,

502 2 #63 " PLAYER ND.2 WINS"
503 FOR 27Z=0 TO OR W=0 TO 20:NEXT
w: SoUND 0,222, 10, n NEXT 22Z

504 SOUND ©,0,0,0

516 GOTO 610

600 GRAPHICS 1+16

601 POKE (PEEK (560) +2S6%PEEK (561))+3, 64+
7: SETCOLOR 2,7,10

402 7 #63° PLAYER NO.1 WINS®

403 FOR 277=0 TO 100:FOR W=0 TO 20:NEXT
W:SOUND ©,22Z,10,4:NEXT 222

4604 SOUND ©,0,0,0

610 7 #6:7 #b:7 #6:7 W6:? Wb

hit any key for"

another game"

640 aer #1,K:RUN

1000 FOR W=0 TO S00:NEXT W

RETURN
OPEN #1,4,0,"
GRAPHICS 1+16
POKE (PEEK (560) +2S6%PEEK (561))+3,64

#6! snakes”
sEn:umR 2,0, 14

627

N nus 2 PLAYER"

GAME EACH PLAYER"
TRIES TO AVOID THE"

OTHERS TRAIL"

USING THE JOYSTICK"
#6:7 #b3"hit any key to begi

ququu,w

BET #1,K
RETURN
60T0 9999

RUNS on A vic-20 | R ALERT#

Got tunnel vision? Then
i h f

g
youl Zapping through
narrow tunnels is a task
some arcade video freaks
justlove. And here’sa
program that will save @
few of those precious
10p's.
It's based on arcade
Scramble — the game
that you either love or

hate. For those of you who
have yet to come across
the game — and you must
be few and far between
here’s a rundown on what
youhavetodo. The idea
isto pilot aspacecraft
over the ever changing
landscape of an alien
cavern, dotted with fuel
dumps. You must avoid
the walls of the cavern
and the spaceships which
advance against you.
Youbomb the fuel dumps
and shot down the ships
— isassimple as that!

The program is written
mainly in basic apart
from a small machine
code routine in
subroutine 5000. Thisis
used to pull the screen
fromright toleit. The
game can be controlled
using .hhor the keyboard
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2 POKE35277.220
FORK=1T0208@ : b
NE.\<T!

TDI@U

uk
FPlNT"ﬂ
PRINT " Mal’OU_SCOR
PR!NT"MNOTHEE
GETAS : IFA$=
1 IFAS$="Y" THEN.
TFR$="H"THENFR
GOTOZB80

0K
NEXTE PDKEV’I( 3

anE CYAND

5:GOT018
HT

RETURN

6,240 POKE36876.0

ATOM IN 16K

Warning. This game can
impair your sanity.
Writter In machine code for
an Atom with at least 3K of
progrom seems
designed to either inu--m
your reasoning power
destroy what_litle sansty
you may
Yuu are yl l nine
square grid with « sondom

except the centre one.
Should youmanage tis task
you are rew by a

Zying display of sight and
sound, small consolation for

FORK=823T0874 : READS : POKEK., & E"'VK RETUF'N
Sa1@ DATA169. 19, 32,210, 255, 163 23,3 55, 169.13.32,210.255, 169,09, 141,
5820 DATA163.29,32.218, 255, 163 55, 162.13,32,218,255.238,60, 3, 11
3
30 DF!‘“I?@! 21,208,231.96
5040 RETUI
1@DIMKKS : W2

20P. 912 WRIT 821
30G0S. 21G08. 2/ GOS. &
‘GV UEW-’EFWEFBF) IOW'UWBBBF x 7#308=400

68

)

17H348=#00

!
174368=#00
7.378-“5F

1 w |
1aam %2mB) THBRA7=HFF; I 017WEBRE-“FF;IFQ V.Z-OI'NBBRF-QFF
1401FR. %2‘01?'8107-'FFJXFR ZZ'B 7T#B1@B=WFF ) IFR. %2=0; THB10F =#FF
15QIFR. %2w0; 7#B167=4FF ) IFR. -a,"ﬁBlSB-.FF IFR.%2=0; THB16F =#FF
1601 HDE=#8025, P, "magic" 128" squar

170MOVE18, 9) DRAW1B, 35) MOVER? 91MRH27 35:MOVE1LQ, 18, DRAU3S, 18
188MOVE1®. 261 DRAW3S, 26

199 LINK #3300

MAG’C =

200 END

210a P=#3300

2200 'KK@ JBRWFFE3 \ GET KEY
230 CMPE#31,BMI KKO

240 CMPEW4Q,BPL KKQ

250 ANDERWOF

nerves.

SQUARE




450 EORW300,X
460 STAWB107
470 INX

480 LDA#B108
430 EOR#300, %
500 STRWS10B
510 INX

520 LDA#S1OF
538 EOR#300, %
540 STAWS10F

350 II
560 LDA#B167

600 LDA#S16B
610 ENR#300, X
620 STR#S168
630 INX

640 LDA#B16F
650 EOR#300,%
660 STA#BLEF
670 BCS KK2
680:KK1 JMP KK@
690 'KK2 LDYR#AA
\ BLEEP

700 LDAWBAR2
710:KK3 LDX#8@

730 EOR®4
740 STAWBROZ
750 DEY

260 ROL AJROL A 670 CMPRWFF
270 ROL AROL A 880 BNE KKi
280 STAKS 890 LDR4B1OE
299 SEC;SBCE#1O 900 CMPRN43
300 TAX 910 BNE KK1
310 LDY®s 920 LDR#S10F
320 LDAWERAR? 930 CMPRWFF
\ COMPLIMENT 940 KK1
339 EORW300,X 950 E_:H.Bm?
eR7 960 CMPR#FF
gg me 978 BNE KK1
360 LDAKGOAD 980 LDA#S16B
370 EORW30Q, X 992 CMPRAFF
380 STAWEOAB 1090 BNE KK1i
390 INX 1010 LDAWB1GF
400 LDR#BOAF 1020 CMPRHFF
410 EORW300, X 1038 BNE KKi
420 STA¥SEAF 1858 LDAES; STA#4Q

JBCSKKS

1051 :WW@ LDX2450
“BLEEP

10%2: W1 TXA; TAY
1053 LDA#BRE2
1054 EORG4

1055 STA¥BOB2
1056+ WW2 DEYBNE Wu2
1057 DEX;BNE WW1
1038 RTS

1060 :KKS LDAKBOA?
N DISPLAY WIN
1070 EORGHBF
1080 STA#BOAR?
1058 JSR WWe
1100 LDA#SORB
1110 EOREWBF
1120 STA#SORB
1130 JSR WW@
1140 LDR#BORF
1150 EOREHBF
1160 STABDAF
1170 JSR WWO
1180 LDAWS1QF
119@ EORGHBF
1200 STA#B1OF
1210 JSR WW@
1220 LDAKB1EF
1230 EOR@#BF

250
720:KK4 DEXBNE KK4 1260 e

1270 EORGHBF
1280 STA#B1EB

98 JSR Wk
1300 LDA#B1E?

Ever feel like you're just
banging your head up
against a brick wall? Do
you want to break out?
Well, here's your chance.
Simply program in this
little number and you'll
be able to knock down
walls as quick as your
computer can build them.

76@ BNE KK3
770 LDRWBOR? 1310 EORGMBF
\ WIN CHECK 1320 STANS167
760 CMPRWFF 1332 JSR WWO
799 BNE KK1 1348 LDAKB107
800 LDA#BOAB 1350 EORBMBF
810 CMPENFF 1360 STA#B107
:%% BL’;E"S;F 1370 JSR W@
1380 DECH42, Bl
840 CMPRNFF 1390 375 asEe
850 BNE KK1 14801
860 LDAYS1D7 1490 RETURN

‘BEER -
"Eaos

Ak Yt

Its a game for ome
player and the object is to
knock as many bricks out
of the multicoloured wall
as you can by bouncing
ball at it. You get three
balls to score as many
points as you can. Key '§'
moves your bat left, key
'8 moves it right.

BY DAVID HOUNSLOW

RUNS ON A SPECTRUM IN 16K

PRINT AT

R
u .30 N
PRPER G

BEEP

.5,10° 2
{TLET Bx=INT,
=INT (bx/2)

-




<o THEN LET x=0

IF 552 T X =35

LET bx=bX+
(=3 THEN LET umoves=i:

:
.21, bx <3 THEN U
SEE% ifliries gm. sl T
5

RUNS ON AN ATARI 400 IN 16K

‘YHEVé_rLET s;ﬁ

358 N LTEN (STRS (hs
AT
33
381
Fet]

130
520

K 6:

NEXT %

B o TQ S
225 BaeER £
&1@ PRINT
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85 e
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“ g2@ PRINT
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are out to do your i
Your task is to use your supply of missiles — 201n

of

-
BY IAN STRINGER ey Wt s o limhad sowly of
s

n of 4 players
6 o 150: X3=55: X0=100: @1=-3: 2
~2:Q0=2:REM X controls horz. position

a3

of players. @ controls speed
0

3251
20 PCOLRO=704: PCOLR1=705: PCOLR2=706: PCOL
=707

30 SIZEP@=53256:S1ZEP2=53258:REM Used to
alter width of players © &

53253: P2PF=53254: P3PF=53255: REM
Used to detect collisions between playfi
eld(missile) & players

90 POKE SIZEP@,1:POKE SIZEP2,1:REM Playe
rs @ & 2 set to double width

100 GRAPHICS 7

110 A=PEEK (RAMTOP)—24:POKE PMBASE, Az MYPM
E=256%A: POKE SDMCTL, 46: POKE GRACTL, 3

OKE HPOSP1,X1:POKE H

POSP2, X2: POKE HPOSP3, X3

125 REM

130 FOR I=MYPMBASE+384 TO MYPMBASE+1024:

POKE I,0:NEXT I:REM Clears P-M RAM

1 REM . *%% AIR ATTACK *x* 146 FOR I=MYPMBASE+512+Y(@) TO MYPMBASE+
2 REM . By lan Stringer S16+Y(0) :READ A:POKE I,A:NEXT

3 REM . 198: 156 FOR I=MYPMBASE+640+Y (1) TO MYPMBASE+
4 Rel 684+Y (1) :READ A:POKE I,A:NEXT I

S DIM Y(4):Y(@)=91:Y(1)=20:Y(2)=30:Y(3)= 160 FOR I=MYPMBASE+768+Y(2) TO MYPMBASE+
40:Y(4)=88:REM Controls vertical positio 773+Y(2):READ A:POKE I,A:NEX

170 FOR I=MYPMBASE+896+Y (3) TO MYPMBASE+
905+Y (3) :READ A:POKE I,A:NEXT I

180 REM Lines 140-170 read player data i
nto P-M RAM

190 POKE PCOLRO,88:POKE PCOLR1,26:POKE P
COLR2, 138:POKE PCOLRS, 186

191 POKE 752,1:SH=20:REM 752,1 removes c
ursor

192 GOSUB 1600

196 GOSUB 1500

199 REM

200 GOSUB 1000:REM MOVE TARGET

210 IF STRIG(0)=0 THEN ST=1

220 IF ST=1 THEN GOSUB 1200:REM BULLET
230 BOSUB 1100:REM MOVE SHIP

240 GOSUB 1300:REM CHECK HITS

250 IF .SH=0 THEN GOSUB 1410

300 GOTO 200

X1+Q1:POKE HPOSP1,X1:IF X1<35 TH

EN X1
1010 X2=X2+02:POKE HPOSP2,X2:IF X2>220 T
HEN X2=35

1020 X3=XI+Q3:POKE HPOSP3,X3:1F X3>215 0
R X3¢35 THEN @3=-03

1090 RETURN

1100 F=230:1F STICK(@)=11 THEN X0=X0-G0:

0




F=170
1110 IF STICK(0)=7 THEN Ao=XAEeE

1220 SOUND ©,B, 10, 14
nzse IF B<2 THEN COLOR ©:PLOT XA,B:B=75:

o
290 RET
1300 IF PEEK (P1PF) <50 THEN HIT=1:G0TO 13

20

1310 IF PEEK(P2PF)<>@ THEN HIT=2:60T0 13
1320 IF PEEK(P3PF)<>@ THEN HIT=3:60T0 13
20

1340 IF HIT=0 THEN 1390
1345 FOR S=20 TO -20 STEP

(S),8,12:NEXT S
1350 IF HIT=1

OUND ©, ABS

THEN S
1385 COLOR @:PLOT XA,B
1389 SOUND ;0,6 0:5T=0:
53278, 1:SH
1390 POKE .:,5,5 1epoe 657,9:7 SC
1395 POKE 656,1:POKE 657,30:7 Si
1400 RETURN

1410 OPEN #1,4,0,"K:"zSOUND 3,0,0,0
1415 2 "3*

1420 POKE &56,1:POKE 657,2:7 " YOU SCOR
ED *3SC;" IN 20 SHOTS. PL

AY ABAIN

/N T #1,K
IF K=255 THEN 1420
IF K<>89 THEN END
C THEN HSC=SC

500
656,2:POKE 657,

3 14:7 HSL
489 CLOSE #1
1490 RETURN
POKE 656,1:POKE 657,3:7 "SCORE
POKE 657,24: 7 "SHOTS

POKE

£56,2: POKE

657,3:7 “HIGH SCORE

RETURN
XX=0:POKE 656,0:POKE 657,10:7 "#*%
OUND 0,255, 10,8: SOUND 1

1630 IF PEEK(53279)=6 THEN 1690
1640 GOSUB 1000

1649 IF XX<10 THEN 1680

1650 POKE 656,2:POKE 657,19:7 * -
1651 IF XX>20 THEN XX=0

1680 GOTO 1619

1690 SOUND ©,0,0,0:SOUND 1,0,0, R
ETURN

2999 REM

3000 DATA 8,8,30, 63,255,253, 51,94, 120,12
0,128, 192,254, 255, 12, 56, 60, 126, 255, 255, 2
55, 189, 66,36, 60, 60

Remember the World Cup? Those try's team through to the champlon-  ence to quality, iry to manufacture
heady summer days when England p-o“hnWmldCuthﬂll an open game.
still had it all to play for and every- will Then it's e
one was saying that this time the lads coumtios tomolved in the 1362 World  two eams are up agaiastone:
could pull it off . . . Cup but expect to have a more diffi-  with a_running commentary of
‘Well they dida't quite make it did cult time if you plck El Salvador than  eve a close check on.
they? And now there's another four  if ail., of your players seem to lose posses-
‘years to wait until the next one. Stil. It invites you to enter your team sion and play badly. these are the
you can ill in the . and then publishes the draw for the  one’s you will wat to
ming in our version of the World Cup _ competition with initially six groups for which team s gain-
By special req: i it ¥ you
one of CAVG d  Check on how the goals are scored
_ first published in June last  off your scouts them. — it could be important to tighten up
yoar. But this time we've adapted it ‘you can get through by 1o certain situations or
50 all you BBC owners can second in your group 50 it to find out which of your own attack-
may not be a ing
‘World Cup Manager sets outtogive  three teams in your group. The first -time comes around and this is
you all the of game comes up and a dossier on the  your chance to your tactics if
tod out. Pay careful  you have noticed things going
‘manage go a goal down 20 minutes  attention because you will have to :
from time in a crucial match. find good tactical answers to the At the end of the day, win, lose or
. with some careful atten-  opposition’s ploys. draw. you wil have 1o st back and
waich the other results of the day
itical games. it should give you  choose your formation carefully and  being typed out and see if your pre-
all the elation of o i you need to boost your goal differ- dhu-mna-lnu
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*TV 2551
MODE 7
DIM K$(12)
J$=STRINGS (150, "2") 1 Jg=t"
E1=01E2:
DIM G04),U(4), D3 (4),FD44), A3 (), HK (4, 5, DB(4), T3(4), PI4), RK(24),58(4), N1
L% (26), 0% (6, &), AR (3, 3) | B% (3, 5, Ok (5, 3), DX (5, 3), TA® (207, A% (24}, Fx (24) 1%(3,3)
,_m(s 3), MK (26, 21) % (24), TRIZ6), UX (24) | VK(26) , Wk (24), XRK(24) , YR (24
70 DIM 2%(24), 299 (12) | A1%.(3) | A28 (3 L EX(11) 1Ym0t BARO
BO DEF ENA(X)=INT(RND(1)#X)+1
30 DATA BRAZIL, ARGENTINA, W. GERMANY, YUBOSLAVIA, HUNGARY, BELGIUM, TTALY, POLAND, F
RANLE, CZECHOSLOVAK A, SPATN, ENGLAND, SCOTLAND, N. TRELAND, PERU, AUSTRIA, CHILE, EL SALV
ADOR, HONDURAS, »Lasam N zequwn CAMERDON, KUWATT, RUSSTA

z
"5 PASS 15 msl:umnm.t.sn By
LOSES THE BALL IN A MISUNDERSTANDING WITH ", " HITS A LONG BALL , " PASSES WID
E TO ", CROSSES TO *," PLAYS A WIGH BALL TO ", " COLLECTS A mss FROM "

120 "DATA " PLAYS A ONE-TWO WITH »," 1S SENT AWAY BY ", * WINS A FREE KICK FROM
Y, " MOVES INSIDE ", " SWERVES PAST ", " DUMMIES ", " RUNS ROUND "," RACES PAST ", "
SHRUGS OFF A CHALLENGE FROM ", " 15 TACKLED sv *,"'S PASS IS CUT OUT BY *

O DATA "*S CROSS 1S HEADED AWAY BY .5, 1%,30,30,5, 15, 15, 1(» 5. 5 30,185,355, 3
0, 15, 15,5, 30, 30, 15,5, "° § CHIP FoR GOAL 18 HEADED AWAY BY"." LOSES T
," 18 TACKLED t«w,“’u VOLLEY 1S PUNCHED CLEAR BY
DATA "'§ FIERCE DRIVE 15 WELL SAVED EY"," BLASTS THE BALL WIDE "," ROUNDS
THE KEEPER AND MISKICKS “, " EEATS TWO DEFENDERS AND SHOOTS WIDE ", " STUMBLES AN
D LOSES THE BALL
HOME", " YOLLEYS INTO THE ROOF OF THE NET"," TAPS T
L HITS A LOW SHOT INTO THE NET","'S SHOT BOUNCES UNDER
18 DROPPED EY THE KEEPER"," LETS FLY WITH A LONG SHOT"
STEPS INSIDE THE FULLBACK, ROUNDS THE KEEPER AND SLOTS HOME"
TUCHODSE YOUR TEAM-ENTER A NO. FROM LIST®
ROC TEAM
MOW KEY AN THE NAMES OF YOUR PLAYERS":PRINT CHRS(136);
m OF 15 LETTERS

THEN BRINT"GOALKEEPER *

D) 1ANDI(E THEN PRINT"DEFENDER "+STRS$(I-1)

SBANDI (3 THEN PRINT'MIDFIELD "+STR#(1-5)

178ANDI (12 THEN PRINT"STRIKER "+STR$(I-8)

THEN PRINTSUESTITUTE *

ANPUT K8 (1)
IF LEN(<$ (1))} 15 THEN PRINT'NAME IS TOD LONG. RE-ENTER. ":G0TO 260
NEXT 1
CLE:PRINT "YOU ARE MANAGER OF "3;CHR$ (136) ;A$(T)
PRINT "YOUR AIM IS TO WIN THE 1382 WORLD CUP"
PROCWATT
FOR I=1T06
=0

% 24)
IF G%(Y) ) OTHEN BOTO 340
1

GH (V) =110% (1, 8) =Y
IF S=4 THEN GOTO 400
GOTD 340
NEXT 1
CLStPRINT“THE DRAW 18:-"
FOR 1=1T03
PRINTIPRINT “GR. "STR$(I);TAR(20) ;"GP *3STR$(1+3) tPRINT
FOR J=1T04
PRINTAS (0% (1, 1)) : TAR(20) ;A% (0% (143, 1))
NEXT JINEXT I
PRINT %
480 PROCCONT INUE : PROCSCOUT : PROCF I TURE § PROCSECSTAGE : PROCCONT INUE t PROCSECF 1X T ¢
PROCSEMI : PROCSEMI LAY : PROCF INAL
PROCCONT INUE
500 IF E2)E1 THEN E2=X2
510 3
520 CLStPRINTTARI(O, 6 ~CONGRATULATIONS T0:- RINTTAB (10, 10) ;CHRS (136) ;A% (B2)




PRINTTAE(O, 15) ; "1982 WORLD CUR WINNERS"
PRINTTAB(O, 21) "DO_YOU WISH TO PLAY AGAIN?"
INPUT "TYPE 'Y’ OR 'N’ " 5%
IF ASC(S$)=89 THEN CLStRUN
IF ASC(5$)=78 THEN CLS
1F ASEC(5%) ()83 AND ASC(S$) 78 THEN GOTO S50
nerppnﬁnw

mu)smrmnpuwant
READ £ (1)
a L)
Y% (1) =FNA(3)
2% (1) =FNA (3)
TR(1)=FNA(3)
U (1) =FNALS)
VA1) =FNALS)
Wk D) =FNALS)
NEXT I
FOR 1=1T03 Rlﬁ(l)-:(‘
FOR J=1T03 1
DR(1, DI =10 FoR 1157017
READ 1%(T, J)mean Jucr, R%(1)=INT (RND (1) #5) +16
NEXT JiNEXT NEXT 1
FOR 1=1T020 FOR 1=18T023
READ T4# (1) ﬂi(l)-lNT(RND(l).S)vu

NEX
nxwm-xm‘mwnm« 2)#11
D% (1, 1)

READ A% (1,J) DR (3, 3eis

READ EX(I,J) FOR 1=17012

READ Cx(1,J) 298 (I)=" NO. "+STR$(I)

: tar
Lol e 798 (1)="THEIR GOALKEEPER "
RA(1)=INT (RND (1) #10) 21 SOR 1370
NEXT 1 READ A18(1)

FOR 1=47011 neuEL
FOR 1=1709
R%(1)=INT(RND (1) %10) +16 &
READ AZS$ (1)
NEXDol NEXT 1
FOR 1=127014
ENDPROC

D1t TiAs(I12) P e
NEXT 1 1F x=1 THEN GOTO 1240
PRINT : PRINT IF (T-D#(T-12-1) OO THEN BOTO 1240
ENDPROC IF T=1+12 THEN GOTO 1220
DEF PROCTEAM PRINTTAR (20) ;STR$ (1+12) 3. " 3A%(1+12)

INPUT"WHICH TEAM?"T4 60TO 1250

T=VAL (T$) PRINTSTR$ (1) 3", "3A8(1)
IF T(1 THEN GOTO 1340 60TO 1250

IF T)24 THEN GOTO 1340 PRINT STR$(I);". ";A$(1)3TAR(Z0) ;5TRS
GOTO 1360

PRINT'ENTER A NO. BETWEEN 1 & 24

6070 1290

ENDPROC

DEF_PROCWA:

D MEC0: REPEATFUNTIL TIME=40O

ENDPROC

DEF PROCCONT INUE

PRINTVPRESS ANY KEY TO CONTIME"

28=6

TF Zene THEN 1420

ENDRROC

DEF PROCSCOUT

cLs

PRINT"SCOUTS CAN COMPILE DOSSIERS ON 4 TEAMS"
PRINT"ENTER 4 NOS. FROM THE FOLLOWING:"
PRINT"SEPARATED EY COMMAS":PRINT"====

X=2
PROCCHODSE

INPUT 81,82, 83,

TF(51-T) #(52-T) * (S3-T) #(84-T) =0 THEN GOTO 1570

1F (51-52) % (51-53) % (S1-54) # (S2-53) # (52-54) * (S3-54) =0 THEN 1570

IF S1¢1 OR S1)24 DR S2(1 OR S2)24 OR S3(1 OR S3)24 OR S4(1 OR 54)24 THEN




IF W6=4 THEN PROCX
IF We=4 THEN GOTO 1960
Ki=11K2=3:J1=4

A3(3)=0:P3(J)=02W (J)=0:DB

FOR J=1T0J1
T3 =0% (1, I
FOR K = Ki TO K2
IF M%(T9(J),K)=0 THEN GOTO
F9(3) =Mk (T3 (0), K+7) +F3(T)
AF () =Mk (TF(J), K+14) +AF(T)
Z7=MR(TICT), K7D
Z6=M% (T9(J) , K+14)
D8(J)=27-26+D8 (1)
0(H=0(DH+1
€ THEN D9(J)=D3(J)+1

IF 26027 THEN W(2)=W(D) +1
IF 76(27 THEN P3(1)=P3(])+2
IF 26=27 THEN P3(D)=P3(]) +1
NEXT K
NEXT J
Fz=0
FOR J=1T0J1~
IFP3(J) (PI(J+1) THEN PROCSWAP
IFP3(J)=P3 (J+1) THEN PROCGOALDIFF
NEXT J
IF F2=1 THEN GOTO 2210
ENDPROC
DEF_PROCGOALDIFF
1F DB(J) (DB(J+1) THEN PROCSWAR
IF DB(J) ODB(J+1) THEN ENDPROC
IF F3(J) (F9(J+1) THEN PROCSWAP
IF F3(J) OF3(J+1) THEN ENDPROC
IF FNA(2)=1 THEN PROCSWAR
ENDPROC
DEF_PROCSWAP
F3=T9(J) $T3(I) =TI (J+1) 1T (J+1) =F3
F3=F9(J) tF3 (1) =F3(J+1) tFI(J+1)=F3
F3=A3(J) tA9(1)=AF(J+1) tAF(J+1)=F3
F3=D8(J) tD8(J)=DB(J+1) :DB(J+1) =F3
F3=D3(J) tDI(J)=DI(J+1) tDI(J+1)=F3
F3=P3(J) :P3 (1) =P (J+1) tPI(J+1)=F3 |u

(3) HW (T =W (J+1) tH(J+1) =F3

2190

1570

ENDPROC

PRINT"RE-ENTER 4 NOS.

ABOVE LIST"

smmszo

ENDPR

DEF vnm:r»'xxrunz

m=1~

H2=1:AZ=2:PROCRESULT

H2=3AZ=4 1 PROCRESUL T
A:

H2=2:A2=4: PROCRESULT
HZ=1:AZ=4:PROCRESULT

+1
PROCPLAYCHECK

JUNE 82|

cLs
PRINT"RESULTS FOR "3:D
RINT

FOR 1=1T06
H=0% (1, H2) 1A=0% (1, A2)
IF H=T THEN B=P2:C=P3:60T0 1810
IF T=A THEN B=P3:C=P2:G0TO 1810
GOSUE 2820
PRINT"GP. »
"iAB(A) 3

YIAS(H) 3" ME;

F3=0(J) $0(1) =0(J+1) 10(J+1)=F3

DEF vnucpusvnmr

PRIN

FamoF *spdsmnn
msn B$=CHRS (1+48)

HEN E$=CHRS (1+64)

namr-‘an ";E$;" LEAGUE TAELE"

FOR 071

TP F5 (153 THEN Fe=t F

IF A9(J))>3 THEN A4s=" A "

NEXT 1
IF D1=18 THEN PROCCONTINUE:PROCTAELE
PRINT
1F *Di=18 THEN ENDPROC
PRINT"PRESS 'L’ FOR LEAGUE TABLE!
PRINT" ANY OTHER KEY TO cumwue"
2%=GETS

THEN BOTO 1880

THEN PROCTAELE

DEF PROCTABLE

NEXT J
PRINTTAE(20) ; ;AG%;"Pts,
R J=1T0J1
Pasmn " pSgms 0
L3=0(J) —W (J) =D ()
THEN 607D 2770
GOTO 2730
+A$(TT (D))
STAB(Z1) 30(T) 5" "sW(D 3"

IF W6+J-5=0 THEN PROCSEMITEAM
70

IF W6=6 THEN 2710
IFI(4 THEN 2760
GOTO 2730




IF J=2 THEN H%(3,2)=T9¢J)
60TO 3260

IF J=1 THEN H%(3,3)=T3(J)
1F J=2 THEN Hx(1,3)=T9¢D)
60TO 3240

IF J=1 THEN Hx(4,2)=T3(J)
IF J=2 THEN H%(2,2)=T3()
6070 3240
F HX(2,3) =T (D)
H% (4, 3)=T3 (1)

DEF PROCOPPVAL

IF D%(I,H2) OT THEN Z=0%(I,H2)
IF 0%(1,H2)=T THEN Z=0%(1,A2)

PROCGAMEPLAY
ENDPROC
DEF PROCGAMERLAY

cLsmanaﬂn-" v. A% (2) tPRINT

B=0:C=03B4=0.
Pnncscwmspmnumncmm_x

PROCOPPTEAM
3520 23=0124=01W1=0
3530 Kh-vmzmn,zmznv:.oa
W3I=R%(T) SWa=R% (2

40 us-u:wz-xxwmn
F%(2)) tWA=WA+ZRI% (F% (2) , F%(T))
3550 an 1=17011 tEX (D) =0:NEXT 1
3560
3570 nswnm--ms REF BLOWS HIS

IF 1¢3 THEN 2760

IF (1-4)#(1-5)=0 THEN 2760
PRINT"PRESS ANY KEY TO CONTINUE
2$=GETS

IF Z$="" THEN GOTO 2740
ENDPROC

IF F3(J) (10 THEN Pas=" "
GOTO 2610

IF A(J) (10 THEN PS$=" "
GOTO 2620

ENDPROC

B=0:C=0,

IF FNA(100) (60 THEN GOTO 2850

B (F% (H), FX(A)) 1C=J% (F%(H) , F% (R)]

E1=FNA(8) :C1=FNA(8)

B1=E1+R% (H) :C1=C1+R% (R)

D=INT ( (ABS (F1-C1))/5)

1F DOO THEN 2950

B=E+FNA (2) -1

C=C+FNA(2) -1

1F FNA(2)=2 THEN GOTO 2990

IF RA(H)YRXK(A) THEN B=B+FNA(2)-1
1F R%(A))R%(H) THEN C=C+FNA(2) -
GOTO 2390

1F E1)C1 THEN B=E+D

1F C1)B1 THEN C=C+D

IF FNA(S500))438 THEN E=E+FNA(3)
IF FNA(500))498 THEN C=C+FNA(3)
N (H) =% (H) +1 EN% (A) =N () +1

A CH, N% (H) ) =R
MELA) NK (R)) =H
M () N% () +7) =B
T Mk (R N% (R) +7) =C
TF FNA (W3+W4)) RE(T) THEN Z1=Z Mk CHL N% CHD +14) =C
1F Z1=T THEN 2872 M (A, N% (R) +14) =B
IF 21=2 THEN Z8=T RETURN
PROCDETROSS DEF PROCPLAYCHECK
FOR 1=1T0W6
PROCPOSSREG 1F (0% (1, H2) =T) % (D% (1, AZ) ~T) =0
PRINTAS (Z1) ;28% "POSSESSION" ¢ PRINT
IF Z1=T THEN PROCPLAYRAN EROUEERYE
IF Z1=Z THEN PROCRANPLAY NEXT &
J$=258+T4% (61) +26$: PROCMOVEPRT ENDPROC
PRINT t PROCWAIT DEF PROCX
24=22¢73=21 Ki=4:K2=51J1=3
1F 22=1 THEN Ui=U1+1:E%(A3)=E%(A3)+]] FOR I=1TD4
IF zz=2 THEN PROCSCORCHAN 3 FOR 3=1783
IF 1=22 THEN PROCHALTIM 0% (1, ) =HX (1, J)
NEXT T NEXT' JINEXT I
H=T:A=Z ENDPROC
PRINT"NOTHING ELSE OF SIBNIFICANCE DEF PROCSEMITEAM
DURING ms GAME' 3 58(1)=T3(J)
ENDPROC
DEF PROCY
gy ON 1 GOTO 3250,3280,3310, 3340,
1F X3=0 THEN rs:vsus ZEQOIENDPRDC B0k
IF B=C THEN 3850 ENDPROC
1F V=0 THEN ENDPROC IF J=1 THEN Hx(1,1)=T3(D)
GOSUE 2390 :ENDPROC IF J=2 THEN H%(3, 1)=T3(D)
IF XS=1 THEN 3300 6OTO 3240
23=0:24=0:K4=15 IF J=1 THEN H%(2,1)=T3(])
X5=1 IF J=2 THEN H% (4, 1)=T3(D)
CLS:PRINTVEXTRA TIME BEING PLAYED" 6OTO 3240
GOTO 3580 IF J=1 THEN H%(1,2)=T3(D)
X5=0
cn_swnxm";-smmzs WILL DECIDE THE RESULT"
Js=" SHOOTS WIDE
IF RND(1)).5 THEN B=B+1:J$=" SCORES FROM THE SPOT"
J$=K$ (14FNA(10)) +J%: PROCMOVEPRI
J$=" SHOOTS WIDE"
IF RND(1)).5 THEN C=C+1:Je=" SCORES FROM THE SPOT"
J$=29% (1+4FNA(10)) +.J%: PROCMOVEPRT
1F B=C THEN 3320
PRINT"FINAL SCORE ":PRINTA$(T):




FOR F1=1T03
PROCFORM

PRINTF1;"

PROC:

"iCe

T)=E9:PRIN

PRINTAWHAT ARE THE DEFENCE PLANS EOSS?"

4000 P2=B:P3=C
4010 ENDPROC

PROCZ X% (T) =E3:PRINT
PRINT"WHAT ATTACK PLANS BUV?"

FOR F1=1TO3
PROCATTACT

(2-51) #(Z-52) %
(2-53) #(2-84) =0 THEN Dé=1

PRINTF1;"
NEXT Fi

;ce

PROCZ: Y% (T) =E9:PRINT

PRINT"WHAT AEOUT MIDFIELD BOSS?"
FOR F1=1T03

PROCMIDTACT

PRINTF1;
NEXT F1
PROCZ 2% (T) =E9t PRINT
PRINT"WHAT IF WE BET A FREEKICK UPFIELD BOSS?"
FOR F1=1T03
PROCFREETACT

3 cs

F D4=1 THEN PROCCONTINUE
PROCREPt ENDPROC
DEF PROCTACTSEL.
4100 CLS:PRINT'WHAT FORMATION
SHALL WE PLAY BOSS?"

4420  PROCFREEDEF
4430 PRINTF1;" ";C8%

";ce

PROCZ:T#(T)=E3:PRINT
PRINT"HOW DO WE DEFEND AGAINST A FREEKICK?"
T03

4460 NEXT Fi FOR F1

4450  PROCZ tUX(T)=E3:PRINT
4460  PRINT"WHAT SHALL WE DO WITH
o cnnnsns?

FOR F1=1T03

PROCCORNTACT

PROCZ :V% (T)=E9:PRINT
PRINT"WHAT ABOUT THEIR CORNERS?"

DEF PROCOPPTEAM
CLS:PRINT"DO YOU WISH TO TYPE
IN THE OPPOSITION  PLAYERS' NAMES?"
INPUT"TYPE Y OR N "D3%
IF ASC(LEFT$(D3%, 1))=78 THEN
PROCOPPNAME t ENDPROC
IF ASC(LEFT$(D3%, 1)) 083 THEN 4610|
4640 FOR 1=17012
4650 PRINT"ENTER NAME OF PLAYER "3It
IF 1=1 THEN
PRINT CHRS$(136) ;"~-MAXIMUM OF 5
INPUT Z9%(1)
IF LEN(Z3%(1))) 15 THEN PRINT"NAME
15 TOD LONG. RE-ENTER.":BOTO 4660

LETTERS-"|

NEXT

BOTO 4380

ENDPROC

DEF PROCSCORCHAN
24=1:63=FNA(7)

IF B1(8 THEN Z1$=26%
IF G1)7 THEN Z1$=2S:

NEXT 1

ENDPROC

DEF_PROCDETPOSS

G1=FNA(20)

IF G1(4 THEN Z2=1

IF Gi¢4 THEN ENDPROC

IF 61)17 THEN Z2=1

IF G1)17 THEN ENDPROC

22=2:ENDPROC

DEF_PROCPOSSREG

IF 2401 THEN ENDPROC

IF 23021 THEN ENDPROC

z88=" REGAIN "

ENDPROC

DEF_PROCPLAYRAN

AS=FNA (10) +11 Z58=K$ (AZ)

IF G1)10 THEN Z6$=29% (FNA(10)+1)

IF B1>10 THEN ENDPROC

AG=FNA (10) +1

IF AU=A3 THEN 4860

263=K$ (A4)

ENDPROC

DEF_PROCRANPLAY

AZ=FNA(10) +1 1 258=29% (A3)

IF 61)10 THEN Z6$=K$ (FNA(10)+1)

IF G1)10 THEN ENDPROC

AG=FNA(10) +1

IF AL=AS THEN 4340

26$=29% (A4) tENDPROC

DEF PROCMOVEPRI

IF LEN(I$) (=35 THEN PRINTJS

IF LEN(J$) (33 THEN PR

IF LEN(J$) (=39 THEN ENDPROC

FOR J=39701 STEP-1

IF ASC(MID$(J$,J,1))=32 THEN PRINT
LEFTS(J$, J) $ J$=RIGHT$ (J$, LEN(J$) -J) t J=0

-
ON 63 GOSUE 5120,5120, 5120, 5120, 5160, 5160, 5250

ENDPROC
G3=FNA (100)

IF CX(Y%(Z3),X%(28))) 100-63+B4 THEN PROCGOAL :RETURN

PROCA




1F Fi=2 THEN Cs=

IF F1=3 THEN C:

ENDPROC

DEF PROCDEFTACT
THEN C#
THEN C$
THEN C#="

CATTACT
THEN C$="
THEN Cs="

DEF DnocManBT
N Ce="

1F FI=3 THEN C$="
ENDI

DEF DRBEFREETQCT
IF Fi=1 THEN C$="
1F F1=2 THEN Cs="
1F F1=3 THEN C$="

RETURN

PRINT:PRINTA$(Z1)3" WIN A CORNER"
IF Z1=T THEN Z1$=K$(5+FNA(6))

IF Z1=7 THEN Z1$=Z9%(S+FNA(6))

J$="FROM THE KICK THE BALL REACHES"+" "+Z1%
PROCMOVEPRI

G3=FNA(100)

TF Bk (Y%(23),X%(ZB))>100-G3+E6 THEN BE=EE+2:PROCGOAL : RETURN|
PROCA

RETURN

PRINT

1F 21=T THEN Z5$=29% (1+FNA(4))

IF 71=2 THEN Z5%=K$ (1+FNA(4))

J$=21$+" 15 BROUGHT DOWN EY "+Z5$+'.THE REF AWARDS "+As(Z1)
J$=J%+" A FREEKICK JUST DUTSIDE THE BOX":PROCMOVEPRI
PRINT:PRINT"FROM THE FREEKICK "

G3=FNA (100)

IF CA(YR(Z3), X%(28))) 100-B3+ES5 THEN BS=BS5+2:PROCGOAL :RETURN|
PROCA

RETURN

DEF PROCHALTIM

PRINT  PRINT " HALF TIME ECDNE-'

INPUT "TYPE

IF ASC(LEFTS(Z%,1)) ()78 AND ASC(LEFT$(Z$,1)) ()89 THEN 5330

IF ASC(LEFT$(Z$,1))=83 THEN PROCTACTSEL

PROCSUE : ENDPROC

DEF PROCREP

PRINT"PROFILE ON " ;A% (E) :PRINT

PROCPASTRES

PRINT $F 1=X% (E)

PROGDEFTACT

PRIN'

PRINTYIN DEFENCE THEY"5C$:PRINT

F1=Y%(E) tPROCATTACT

PRINT"IN ATTACK THEY USE THE";C#$:PRINT

F1=2%(E) : PROCMIDTACT

PRINT"IN MIDFIELD THEY;C#:PRINT

IF D4=0 THEN PROCCONTINUE:ENDPROC

F1=T#(E) :PROCFREETACT

PRINT"IN FREEKICKS AROUND THE EOX THEY USE A":PRINTCS

F1=Ux (E) § PROCFREEDEF

PRINT"AND DEFENDING AGAINST FREEKICKS THEY"tPRINTCS:PRINT
% (E) : PROCCORNTACT

PRINT"FROM A CORNER THEY";C$

F1=W# (E) t PROCCORNDEF

PRINT"WHEN FACED WITH A CORNER THEY":PRINTCS:PRINT

F1=F% (E) t PROCFORM

PRINT"THEY NORMALLY PLAY";C$;"FORMATION" :PRINT

USE A SWEEPER "
INTERCEPT PASSES "
SHADOW ATTACKERS "

FAST BREAK
EARLY CROSS
SLOW BUILD-UP "

TACKLE HARD "
MARK TIGHTLY
FIND SPACE "

DIRECT SHOT
CHIP TO THE FAR POST |
TEE-UP FOR SHOT "

2



IF Fi=1 THEN C$=" MAKE A WALL "

IF F1=2 THEN C$=" MARK MAN-TO-MAN "
IF F1=3 THEN C$=" RUSH THE KICKER "
ENDPROC

DEF_PROCCORNTACT

IF Fi=1 THEN Cs=" PLAY IT GHORT "
IF F1=2 THEN C$=" AIM FOR THE FAR POST "
IF Fi=3 THEN C$=" AIM FOR THE NEAR POST
ENDPROC

DEF_PROCCORNDEF

IF Fi=1 THEN C$=" MOVE OUT FAST *

IF F1=z THEN " RELY ON THE GOALK
IF F1=3 THEN C$=" USE CLOSE MARKING
ENDPROC

DEF PROCZ

INPUT "ENTER A NO. EETWEEN 1 & 3t"ES
IF LEN(E$) 01 THEN 6140

IF ASC(E$) (49 THEN 6140

IF ASC(E$))51 THEN 6140

E9=VAL (E%)

ENDPROC

PRINT"PLEASE RE-ENTE

60TO 6080

ENDPROC

DEF PROCOPPNAME
FOR 1=1T012
29% (1) ="NO. "+STR$ (1)

Ty
29%(1)="THEIR GOALKEEPER "

ENDPROC

DEF PROCGOAL

PRINT

B4=B4+2.5:J$=21%$+AZ% (FNA(9)) : PROCMOVEPRI
PROCSCORE : PROCSUE

IF I1=K4 THEN ENDPROC

PRINT"FROM THE KICK-OFF"

“4A%(Z1)+" HAVE SCORED":PROCMOVEPRT
Bl

IF 21=Z THEN C=C+1

D2=1az

1F RND(1)).5 THEN DZ=D2-1

FRINT

pixﬂfnscnns AFTER "3D2:7%
PRINT:PRINT A$(T) 3" ";B;" ";A$(D) 3"
Z2=1tENDPROC

13+A18 (63)
H$=" "+K$ (1+FNA(4))
H$=" "+Z3% (14FNA(4))
Z18=Z18+H$
J$=21%: PROCMOVEPRI : 7
H$=" "4K$ (1)
28=2 H$=" "+238(1)
B3(6 THEN J$=Z1%+H$: PROCMOVEPRI :ENDPROC
J$=21%:PROCMOVEPRI :ENDPROC
DEF PROCSUE
IF Wi=1 THEN PROCCONTINUE :ENDPROC
PRINT"PRESS *§’ TO ERING ON SUBSTITUTE":PRINT"

2$=GET$
IF Z$="" THEN 6550
1F ASC(Z$) (B3 THEN ENDPROC

FOR J=2TO11:PRINTJ;" " 3K¥ (J) INEXT
PRINT"ENTER A NO. FROM 2 TO 11":PRINT"TO SHOW THE PLAYER TO BE SUBSTITUTE

INPUT K

IF K> 11 THEN 6620

IF K(2z THEN 6620

PRINT:J$=K$ (K) +" TRUDGES OFF TO EE REPLACED BY "+K$(12):PROCMOVEPRI
Z$=K$ (K) 1K$ (K) =K8$ (12) tK$ (12) =28

WI=W3+ (= (U1/10) +E% (K) ) #2




ENDP!

DEF PROCPASTRES

IF N%(E)=0 THEN ENDPROC

pmmwumr"wesuus 50 FHR"EFRINY

FOR I=1TONX (E.

PRINTAS (E) 3" P (E, 147) 3" "3AS(MR(E, 1)) 3" "3MR(E, I+14)

NEXT I

PRINT : PROCCONT INUE

ENDPROC

DEF PROCSECSTA(

Lssvmm"snnuna FOR THE 2ND. STAGE ARE #—"fPRINT
FOR 1=1T0Z

PRINT"GP. "3CHRS (64+1) ;TAE(20) ;"GP. ";CHR$(B6+1)
PRINT

FOR J=1T03

PRINTAS (H% (1, 1)) s TAE (20) ;A% (HX (142, 1))

PRINT

NEXT .1

ENDPROC

DEC A e

We=4:D1=27

Rz=1:AZ=2:PROCSECRES

H2=3:A2=1:PROCSECRES

Hz=2:A2=3 PROCSECRES

ENDPROC

DEF PROCSECRES
ROCPLAYCHECK

CLS:PRINT'RESULTS FOR “;Di;" JUNE *82"

FOR I=1T
H=H% (1, uo SopHELL fAz)
i H=T 070 7030
T=A THEN Bap3:Cap2:G0TO 7030
SosuR 2870
PRINT"GP. ";CHR$ (1+64) 3" ";AS(H) 3" “3Ei" ";AS$(A) ;"
NEXT 1
IF D1=23 THEN PROCCONTINUE:PROCTAELE
PRINT
1F D1=23 THEN ENDPROC
PRINT"PRESS 'L’ TO SHOW LEAGUE TABLES":PRINT" ANY OTHER KEY TO CONT

2$=GET:

IF 2%="" THEN GOTO 7090
IF 2$="L" THEN PROCTABLE
D1=D1+1:ENDPROC
DEFPROCJ

FOR 1=1T04

FOR J=1T03

0% (1, ) =H% (1, D)

NEXT JiNEXT I

ENDPROC

DEF PROCSE!
CLS:BRINY"SEMX—FINRLS"IPRINT ===
FOR 1=1T04

BRINT

NEXT
ammnusaun-msus
FOR I

PRINT

XT 1

PRINTAS (S8(2)) ; TAB(16) 3A$(S8(4))

FOR 1=1T06

PRINT

NEXT 1

PROCCONTINUE -

ENDPROC

DEF PROCSEMIPLAY

CLS:PRINT"EARCELONA 8th JULY 1982":PRINT
SEMI-FINAL" :PRIN

PRINTAS(SB(1)) ;" V. ";A$(SB(3))

=1

PROCWAT

xl-sa(nnxz-ss(s)




PROCR

CLSEPRINT'SEVILLE 8th JULY 1982":PRINT
PRINT" "t PRINT

E2=0:E1=0

PRINTAS (SB(2)) ;" V. ™

PROCWAIT

X1=58(2) tX2=58(4)

PROCR

ENDPROC

DEF PROCE

FOR 1=1T030

IF RND(1))86/30 THEN PROCD

IF 1=45 THEN PROCE

IF 1/10=INT(1/10) THEN PROCF

NEXT 1

IF E1=E2Z THEN PROCG

PRINT"FINAL SCORE"

PRINTAS (X1) 3" "3E1;

ENDPROC

DEF PROCC

WS=WS+1

IF V=1 THEN ENDPROC

IF EDEZ THEN N1 (WS)=X1

IF E)E1 THEN N1 (WS)=XZ

ENDPROC

DEF PROCD

R7=RND (1)
CLSTRI=R% (X1) / (RX (X1)+R% (X2))

IF R7=R3 THEN 7670

IF R7(R3 THEN J$=A%(X1)+" HAVE SCORED AFTER "+STRS(I)+" MINUTES"
IF I=1 THEN J$=LEFTS(J$, LEN(J$)-1)

IF R7(R3 THEN PROCMOVERRI

IF R7(R3 THEN E1=E1+1

1F R7)R9 THEN J$=A%(XZ)+" HAVE SCORED AFTER "+STR$(I)+" MINUTES"
1F R7)R3 THEN PROCMOVEPRI

F R7)R9 THEN E2=EZ+1
PROCWAI T :ENDPROC

DEF PROCE

PRAIRLSBRINT-ELE, TinE Scokes

PRINT t PRINTAS (X1) ; "3AB(XZ) 3" ";EZTPRINT
PROCWAIT t ENDPROC

DEF PROCF

CLS:PRINT"SCORE AFTER

PRINTAS (X1) 3" "3E13" ";A$(X2)3" "3E2
EBIdh1 T ENGRRGC

DEF PROC

cLsxpmm--nnzn EXTRA TIME"

R4=FNA (2

IF R4=1 THEN E1=E1+FNA(3)

IF R4=2 THEN E2=E2+FNA(3)

PROCWATT tENDPROC

DEF PROCFINAL

V=11CLS:PRINT"MADRID 11th JULY 1982"
FOR 1=1T06

PRINT

NEXT 1

PRINT"CUP FINAL"PRIN
PRINTAS (N1 (1)) ;" V. ";A$(N1(2))
PROCWAIT t PROCHATT
cLssEroteasg 1N O (I

IF X1=T THEN
IF X2T THEN Z-X1{PROCOAMERLAY1E1-CAE225+60T0 G040
PROCE PROCCt

ENDPROC

DEF PROCR

AY:E
AYE1=C!

MX(X1,6)=XZtMA (X1, 13) =E1 tM% (X1, 20) =EZ
N (X2) =N% (X2) +1

MX (X2, 6) =X1 M (X2, 13) =E2 1M (X2, 20) =E1
IF (X1-T)#(X2-T) (30 THEN PROCCONTINUE
ENDPROC




Aupllohonlymdupplylwihh
the wild bl

little excusion into
yonder. Well, it's not really the flying
youhave to worry about. Its getting

o
back on the ground that's the

Ywnulltquhndy

i
BY JANEK SIRRS G‘ﬂ“
‘makeshift bombing
RUNS ON A BBC MODEL A IN 16K olh-l—-cywtﬂn.ll

10 REM ### BOMBER by J.Sirrs, 1982 sw«
20 HISCORE%=0

30 MODES:PROCinit:PROCttlesMODE4: PROCINSt: ! &FE0O=X10200A
40 PROCscreen

50 PX%=PX%+111F ?7FNS (PX%+2,PY%,N%) =126 THENPROCEr ash: GOTO370 z
40 IFPX%=80ANDPY%< >29THENPRINTAD (PX7%—1, PV § 1PX%=0: PY%=PYL+1 N

80 ELSEPRINT JPYZ) " “3FLANESS
90 I%=INKEY (0) : IF1%>0ANDBOMB7=0PROCCr eatesomb

100 IFBOMB%=1THENPROCmovebamb

110 PRINTTAB(11, 1) § SCORE%: FORL%=1T0400: NEXTL%: GOTOS0

120 DEFPROCCreateboms

130 BOMBY=1:BX%=PX%: BYZ=PYZ

140 ENDPR(

150 DEFPROCmovebomb |
160 FORLY%=1T02: IFBY%=PY%ANDBX%=PX%G0T0170 ELSEPRINTTAB(BXZ,BY%)}

170 BY%=BYZ+1: IF 7FNS(BX%,BYZ,N%)=126THENPROCexp10sion: SCORE%=SCORE%+1:6OTO210

180 IFBY%>29THENLY=3: BOMB%=0:GOT0210
190 IFBOMB%=OTHENL%=3:G0T0210

200 PRINTTAB (BX, BYZ) j CHRS (227) : SOUND1,
210, NEXTLZAENDEROE

220 DEFPROCexplo:

250 FOREXSOTORND (4) + SOUNDO, ~15, 4,

15, BY%%2, 1

3 IFNYZ+E%>29 THENE%=5: NEXTE: L %=3: BOMBY%=01 END

PRINTTAB (BX%, BYZ+E%) § % “§ sNEXTE%
BOMB%=0: L %=3: ENDPROC
DEFPROC1 and
FORL%=1T050: SOUND1, ~15, L%, . 05:NEXTLY
FORL%=1TC20: IFL%/Z=INT (L%/2) THENCHZ=22BEL SECH%.=229
PRINTTAB {35, Z9) § CFR$ (CH) : FORD%=1T0750: NEXTD%: NEXTLY
PRINTTAB(12, 12)§"100 BONUS POINTS":FORLZ=1T05000: NEXTL%: PRINTTAB(12,12) "
+ ECORE%=SCORE%+100
310 PRINTTAB(35,29); " "3 CHRS (30)
PY%=29: FORPX%=8T036: PRINTTAB (PX%—1,PY%) 3 " ":PY%=PYZ-.
|PLA'EIIFORDX-ITUSODINEXI’DL:NEXIPX‘A
330 SKX=SK%+11PX%=11PY%=3: ENDPROC
340 DEFPROCcrash
350 FORLY=1T020:VDU19,0,RND(15),0,0,0,19,1,RND(15),0,0,0: SOUNDO,
INEXTLZ
360 VDU19,0, b,o o o 1931 02970 ENDEROC
1

2: PRINTTAB (PX%, PYZ)

15,RND (3)+3, 1

+4,0,0,
*you appear e e your "

"3 SCORE%; * points. "

“Your final score was -
DREZT! Wow! You've just got the best

{T**"Today’s high score is t— "jHISCORE%:SCORE%=01PX%=11PY%=31BOMB%L=0

430 PRINT”’*TAB(8) "ANOTHER GAME (Y/N) 2"
440 A$=GETS$: IFA$="Y"GOTOSOELSEGOTOAS0
450 HDDE7|EN.D
460 DEFPROCsc
470 m_s-vnun o. 40,0,0,19,%,7,0,0,
480 PﬁlNTTAa(s.ln"scuRE-"iscaREana(zo 1) "HI-SCORE: "} HISCORE%
490 PRINTTAB (0, 30) ; STRINGS (40, CHRS (233) ) § CHR$ (30)

500 FORLZ=3TO36:BHY=RND (3#SK%) 1 PRINTTAB (L%, 29) ; : FORBZ%=1TOBH: PRINTCHRS (231) § CH
uu)ucukus)nsmn 15, B%*3, 11 NEXTS%1 PRINTCHRS (230) £ NEXTLY
510 PRINTTAB(PX%,PY%) § PLANES
520 ENDPROC

530 DEFPROCinit




540 VDU23,224,24,28,31,0,0,0,0,0
550 VDU2S, 225, 63,5, 255,255,15,2,7,7
560 VDU23, 226,228, 4,244, 252,244, 4,4,0
570 VDU23, 227, 126, 60, 24,60, 40, 60, 60,24
580 VDU23, 228, 60, 60, 24, 126, 153, 36, 66, 129
590 VDUZ3, 229, 189, 189, 153, 126,24, 36, 66, 129
500 VDUZ3,230,0, 24, 60, 126, 126,90, 90, 126
410 VDU2S, 231,126,590, 90, 126, 126,90,90, 12
620 VDUZ3,232,0,0,50, 126, 126, 90,90, 126
430 VDUZ3, 233, 255, 255, 255, 255, 255, 255, 255, 255
440 PLANE$=CHRS (224) +CHRS (225) +CHRS (226)
£50 SCORE%=0: 1 PX%=11PY%=31BX%=0: BY%=0: BOMBY=0: N%.=4
660 DEF FNS(X,Y,N) =HIMEM+ (Y#40+X) #8+N
670 ENDPROC
680 DEFPROCinst
%90 CLS1UDULY,3,9,0,0,0:PRINTTAR(S, 14) "Do_you need instructions (Y/N) 7%
700 AS=GET$: IFA$="Y"BOTO710 ELSEIFA$="N"GOTO 790 ELSEGOTO700
0,0,01COLOURT1PRINTTAB (13, 1)§"B O M B E R"
V to land your ancient fighter plane”
730 PRINT’* by destroying all the city skyscrapers®
740 PRINT*" to create a makeshift runway!"
Bombs are dropped by pressing any key.
WARNING - your fuel is limited!
2 PRESS ANY KEY TO START YOUR FLIGHT"

790 CLS:PRINTTAB(S, 12)§ “What is your skill level (1-3)2%
K7Z=VAL (AS) : IFSK7>30RSK%C 160T0790 ELSEENDPROC
tle
0,0,0,0,19,3,2,0,0,0
830 TL$="B O M B E R"IFORLY=1TOLEN(TLS):COLOURS: PRINTTAB (L7%+3,10) 5" "iPLANES:F
ORB%Z=1T04
840 COLOURZ2: PRINTTAB (LZ+5, 11+B%) ;" "3CHR (10) ; CHR (8) § CHR® (227) : SOUND1, ~15, BZx
2, 1INEXTB%: COLOUR1s PRINTTAB (L7%+5, 16) s MID$ (TL$, L%, 1) § : SOUNDO, ~15, 5, 13 FORD%=1T0100
sNEXTD%:NEXTLY
850 FORL%=1T012000: NEXTLY: ENDPROC

Avast fleet of alien craft is 9 ki
sweeping majestically toward it T g ol T ki,
your tiny space fighter — the only i T R e
surviving defender of arace T S
Doom

unless you can stop the attackers.
Youhave to knock out the alien

battleships one by one while

their mother ship dodges up and

down the screen attempting to

wipe you off the face of the

verse.

Unfortunately for you this

‘mothership is invulnerable.

But the following fleet can be

destroyed. Yousimply need tobe
‘marksman.




5.0.5 MISSION

BY NIGEL STUART

RUNS ON A 4000 SERIES PET

‘Welcome captain. You are now in charge of the
space fleet’s newest most advanced battlecruiser.
Your mission, should you accept it, is to pilot this
craft into a tunnel on the enemy planet and destroy
as many of their underground bases, ammunition

and fuel dumps as possible

This is @ version of arcade Scramble and all the
rules of the video version apply. You gain extra fuel
for your craft by bombing the fuel and ammunition
dumps. Full instructions are included in the

program.

To alter the program to run on a 3000 or 2000 series
Pet the peek ot find which key is being pressed must
be changed. This is peek 151 and the value is held in
variable Q. The movement of the tunnels is held in
BS, CS, DS, ES, FS, and GS.

E‘FI

PRINT
INT®

ST e
-i!Iux:Iazu;x!axum-mmamnm-mmn

PRINT"
INT"
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11D$(G$
PRINT " Sileel:
PRINTMID#
INTMID$(CS$
ID$C0¥

RINTMID$CES

PRINTMID$(GF
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L=INT<RHD
1E4+CL¥4ED

CHEEERE END REREERE
TH$:FRIMT"&"N$: IF M:

12 THEN 457@
H

EXTF ' FRINT




T H$
INT Ew iR
DATA"

AN ALT EH FLANE
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AND FLEL m il
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IREM BY neil devlin SEPTI982
L
B

NEIL DEVLIN'

o0 WAITN.

1-FRST  SLOW-2 "0

o e
120022

eI

14020 Mo

T Azh DN RRL, oL LeMEFED
16C) RRD JGR L/STRMGBIRTS/11P.96

LEARS
St cou
e SorF berToze AT,

msr;: G088, 416G £ (C=0)F=81F . D=1T063 HALTIN. 1G.24

i aoaptey! weace

g af ot ot k10, COLOURS
GiFra0nsa Teel) Je2, 4edd) COLOURL
J41FTHG0=S1 I=1+1; Jed) Xe78) COLOURS
SIFTMR=c2 el ok ¥e100 COLORS
368+8/C#0,505.39) IFBBC1-1))) 6,68
grireet e e COL OGRS, GO 301

oRén DeF SUFRE
o
AIMOVECHB), 75 HALT ) DRRUCX+B), 80

R T T R

{21F Soens Meree coLO0Ra R,

o
SGREM DRAH NUWBERS
SIMOVELL, 60, DRAMLL 65

TIOVETD, DRAN?3, 62|

.47 R,

3e0REn D YOUR G2°

s7cL

5amv=35 15010, 150/ ORAGS 58IMOVER, 154/0RALS, 134

‘S0RAIS, 158
O AD, 150/ DRFAT. 150, DRAUAT, 1 o DR 38 0RRUAC, 10
SLMOVES1, 158 ywam,m,nwauss, 50, DRAKS:
e 52" OAES, 137 A6, 154

e 50 a3, 154 MOVEEL, 154/0RRUED, 1
76,138/ DRAW?S, 138 DRAK?4, 137, DRAW7A,, 131 DRAUTS, 150
ExoRRITY. 130, 0RATD: (30T 123 DRAL7?, 153

62, 130 DRAWSE 150 DRANSS, 158, DRAUEZ, 1581 DRANER, 150

TW8000-32
TuT™ " WRONG CHOICE"
FNOTHER, GAHE <140 YES-2)'Z

2 G.74
12, 74E 101 748000=02,P. " /11

BYE-COURRD"
2 MBI 10K VL GIVE YOU ROTIER CHANCE'

5746000432 G. 3

76CREN DRA /COPY"

77601

7BHOVES6, 198 DRAHS4, 130, DRAUS4, 1861 DRAASS

NE&?, 100, RFIGA, 188 DRAWSA, 150 DRAUER, 198) ORAUG2
OvOVESS, 150) DRRIES, 198 DRUER, 168, HOVESS, 190)DFAHES, it
a2DRAlE R 00|
How good are your powers of mumbers for_you to
o cancentration and remember. one
‘memory? and you have to start all
Not very good. then let over again from scratch.

Copy hone them to razor  For those of you Thinking

ness as the Atom u are superior there is a
Plays in hi-res graphics an fast mode designed to take

lx,.L,

Bt

SET =58 anvInaTTER
0 10

58 LRInt AT INT_ (RRDR0) +1. INT
'RND!SO)fl INK L 3

22 NEN st up pLAvER & ,oHosTS
88 DET s=InT (RND32L)
=INT 31 u

T
DIM 29,21
J=1

ENT
Evgeia Ane a2
24! K] 5" AND b3
17~ (INKEY$="5"" AND b>DB)
245 REM GHOST HOCERENT

ever increasing sequence the smirk off your face and

ing you back to reality.

n the Simon

game, Copy is written for
o expanded Atom

How long can you evade the nasty little ghosts that
pursue relentlessly around the screen? Your only
chance is to force the ghosts to step onto anti-matter
spots.

First there will be one ghost after you and when
he has been disposed of two more will appear to

carry on the evil job. When the two have gone three
will appear, then four, five

‘Watoh out that you do not get caught by them or
step onto an anti-matter spot or you will come to a

nasty end!

‘This program uses all three of the Spectrum’s best
requisites — sound, colour, and user-defined graph-
ics — to make up an exciting arcade type game.

When run the computer sets up the screen and
waits for you to press a key before starting. Your
little man is moved by the cursor keys.

BY IAN McATAMNEY

RUNS ON A SPECTRUM IN 16K
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EN_GO 10,
Se8 NEXT 3 ren NEXT Fnen oo TO
380 IF

2, THEN NEXT

L2330
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BORDE

cLs :

FL

AT a.bi
540 ‘,‘ I T.gee R 4; IN
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3
PRUSE v TR

4; IN
PP iniay

2 °:
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. UAL B
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‘printout. SI, SJ: co-ordinate
for finding side location. DR:
Batfled, bothered and bewil- direction in which play
dered? No? Well you will be facing. CL CJ: co-ordinates
after trying to find your way for printout at end of game.
out of 3D-Maze! . (4): depth of wall for
You'l find yourself in an each distance. DL (2

- codes of dlugonul line

aphics.
all the twists DR (4): prime number for
and turns. Allyonhuvnlndn tesing the presence

of a

is escape. S: hul'on\al .pu:-
The program enables you mm 14]: loop variables.
to move left. right. and for- (also X). AS: \.mpurﬂry
ds, and eventoexecutea string var MS

neat little 180 degree “{lip {10,101, lmmbor ol et ooll
as you attempt to work out for mnng for the presence of
which way the exit is. . M2 choice of mas
‘When the elusive exit is ln TIS: MZ 80K time string. C|
sight a letter E' appoars on_advancement of cell from
{h screen, A musical jingle (TLT]). SD: side belag tosted
g s your successful fora &
escape and the computer OV: other temporary varl
displays the time it took you able. TN: direction of lnrn/
lo q-« out of its mysterious correct input test. PP: posi
See you soon — e tion of poke (location). o
Yoriables/arroys ft hand corner for facing
CL(2.4): corner location on wall. C2: right hand corner
screen of walls. TV: tempo- ing wall. WH: wall
rary variable. LI, L: co-ordi- height for facing wall. D
nates of player. TI. T]: wall depths for wallsin adja-

g

temporary co-ordinates for cent cells.
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134 PRINT" 870 IFDR=3THENLI=LI+
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GRAPHICAL

S61403804206352054284359
ueu:as;xgs:csaaseasmasasn,au
447553784 189355¢
S
VAL i "GRAPHICA

uAL () IAN T

VAL "28

)
(H) VAL 18" +PEEI

NEXT22-zz4u
LET BiR) =PEEK
NEXT

(zz) -UAL 28"

PR
INPUT
AND_ZZ.
LET zZ =Y,
OR H=U TO
225 [ LT N
Ml T
280 LET P(H)=
FEzsI s i1l »unL
LET_ZZ=ZZ+P

wagn
S RNDRURL 420"

BY IAN TURTLE

RUNS ON A ZX81 IN 8K

ndue-dmuundotm

S0 you think you're another

Arnold Pulnutdnyml‘! Woell. ro

this round ofgol will st the

men out from the bﬂvﬂ

Golf 18- you will see

hole simulation el lhl real dm" the hole. el
‘made as

Pmm now, you are on the
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Tnitially, the computer witha graphl:ul ta-
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lo\wthl g e
the REM statement and wi
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o,
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BY S. JAMES & R. NURSE

RUNS ON A BBC MODEL B
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controls the
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BY ALEX KEIRNAN
RUNS ON AN UNEXPANDED VIC-20

Your planet has been devastated by
the marauding Astrol Fleet,

most warlike nation in the galaxy.
Your defences are all but wiped out
and the Astrol warrior-ships are
closing infor the kill.

You are in control of the last Alpha
defence base. But it is damaged and
your laser is short of power.

But your turret does containa
maulti-directional beam conveyorin
working order — so you will be able
to use your skill and judgement to
destroy the descending Astrol

ips.
You can control the position of
your Alfabase — butduetoa
computer malfunction you cannot
move and fire your laser at the same
time. The number of laser bolts
which you have at your disposal is
defined by a marksmanship rating
which is input at the start of the

game.
The future of your planet is in your

hands. Can youstop the:

Bstrols invading and laying waste

toyour home?




By NEIL FORSYTH

There’s an indicator at the bo
5 ttom of the scr
which tell o
Munch your way cround  mase i e cdepratin. sk e b P e
pop-records, tee- sneak e
shirs, pinball machines, TV adverts and thousands  you Bt thoss dety e
S e pu:;;l-n;_; .gl;?:.:m“li: munch _ To contral your Pacman use keys T for up, T-left
3 1 Koy ™. -
enable the Pacman to devour the ghosts. And all 77 s f Ol

.. this

devious twists and turns of the maze itself. TR s mech I culd ipta fyeur
05 = oiL = 3¢ GOSUB 30008 DIM VAC14s11)

1 HOME : NORM

5 GOSUB 6000% cosus 10000

10 FOR 0T

15 FOR X = 0 TO 14

20 READ AIVA(XsY) = A

22 IF § > 2230 ANIN A / 13
(S - 4470)1VACXyY) = AINE
25 NEXT X

27 NEXT Y

28 IF 5 > 0 THEN VAC0s5) = 01VAC155) = 301VAC14,5) =
70iTB =

30 GOSUF 50008 ROT= 0% XIRAW 3 AT 129,145 XDRAW 2 AT 139,145% XDR

AW 3 AT 149,145

32 ROT= 0% SCALE= 1} FOR P = 1 70 Lt XDRAW 2 AT P ¥ 10 ¢ 119,108 N

EXT P

INT (A / 13) THEN A = (A / 13) ¥ SGN
1

IUAC13,5) =

35 V = 10301 = 0D = 139:0A = AIB = 6410F = B! ROT= 0! XOR
AW 3 AT 0A,OB
40 X = 1393 = 114 0
45 DX = X:0Y = YiIK (¢ ROT= RO: XDRAW 2 AT O0X,0Y
47 HOME ¢ IF NE = 1 THEN INVERSE ¢ VUTAR {"1)¢ PRINT " NO TUNN
EL AND NO ENERGIZERS "s NORMAL & GOTO G
48 HOME ¢ IF TE = 1 THEN INVERSE ¢ VTAE ("1). PRINT " THE TU
NNEL IS BLOCKED "3 NORMAL
50 VUTAB (22) FLASH PRINT " HIT ANY KEY TO START
w3 POKE - 16368503 WAIT - 16384,128% NORMAL
60 HOME § VTAE (21)1 PRINT " SCORE="

100 FOR T = 1 TO 2 STEF 0

110 K = FPEEK ( - 16384)

120 XA = (DX - 69) / 10iYA = (OY - 24) / 10tFA = VA(XAsYA)

125 IF K = 201 THEN R = 03 IF PA /7 2 = INT (PA / 2) THEN ¥ = Y -
v

130 IF K = 205 THEN R = 32¢ IF PA / 5 = INT (PA / 5) THEN Y = Y +
v
135 IF K = 202 THEN R 483 IF PA /7 = INT (PA /7)) THEN X = X -

s IF X < 69 THEN X = 209
F Y 203 THEN ’16'» IFPA/ 3 = INT (PA / 3) THEN X = X 4

]

142 XA = (X - 69) / IO.Yﬁ = (Y 24) / 10iPA = VACXAIYA)
145 ROT= RO: XDRAW 2 AT OXs0Y$ ROT= Ri XDRAW 2 AT XY
1460X=XOY=Y~RU:R
147 IF (A = X) ¥ (B = Y) % (SF = 0) THEN GOTO 1000

150 IF PA > O AND PA / 13 < = INT (PA / 13) THEN FROT= 0% XDRAW

(1} e




1 AT X»Y: POKE 768596 POKE 76953% CALL 770iVA(XAsYA) = =~ PAIDT

= DT - 188 = S + 10! VTAE (21)¢ HTAR (20): FRINT 5! IF IT = 0 THEN
GOTO 2000

152 IF SF = 1 THEN ROT= 0% RETURN

155 IF PA > O AND PA /7 13 = INT (PA / 13) THEN ROT= 0! XDRAW 4 A
T XsY: FOR P = 10 TO 1 STEF - 1! POKE 768,F! FOKE 769,3% CALL 77

0% NEXT PIVACXAsYA) = - PA! GOSUB 600
200 GH = VA((DA - 69) 7/ 10,(0B - 24) / 10)
205D = - DI =0

207 IF (Y = B) THEN GOTO 215

210 IF I < 0 OR (X = A) THEN GOTO 255

215 IF (X > A) THEN GOTO 240

220 IF GH / 7 = INT (GH 7/ 7) THEN A& = A - Vi GOTO 320

0

240 IF GH / 3 = INT (GH / 3) THEN A = A + Vi GOTOD 320
250 DI = DI + 1D = - 1% IF DI = 2 THEN GOTO 285

255 IF Y > B THEN GOTO 270

2640 IF GH / 2 = INT (GH / 2) THEN B = B - Vi GOTO 320
265 6OTO 275 5
270 IF GH /5 = INT (GH / 5) THEN B = B 4 Vi GOTO 320
275 DI = DI + 1:D = 13 IF DI = 2 THEN GOTO 285

280 GOTO 215

32«!5 IF (X - A) % SGN (X - A) > (Y - BE) X SGN (Y - B) THEN GOTO

290 IFGH /7 = lNT(GH/7)THENﬁ=ﬁ-U'D=1: 6070 320
295 A=A+ ViD = 1! GOTO 3

300 IFGH/ 2= T(GH/Z) THEN B = B - ViD = - 1% GOTO 320
305 B =B + WD = -1

320 IF A > 209 THEN A = 69

323 IF A < 69 THEN A =

325 ROT= 0: XDRAW 3 AT OQ,DB. XDRAW 3 AT AsB: IF (A = X) ¥ (B =
THEN GOTO 1000

330 0A = AIOB = B

400 NEXT T

400 SF = 11 ROT= 0! XDRAW 3 AT 127-145‘ XDRAW 2 AT 139;145. XDRAW 3
AT 149,145: XDRAW 2 AT 129,145: XDRAW 3 AT 139,145 XDRAW 2 AT 1
497145

610 FOR Z =1 TO 15

620 GOSUE 110% IF (X = A) % (Y = B) THEN GOSUR 800 GOTO 700
630 P = INT ( RND (1) ¥ 3)

635 GH = VAC(DA - 69) / 10+(0B - 24) / 10)

440 IF P = 2 ANDGH / 5 = INT (GH 7/ 5) THEN B = B + V

650 1FP=0ﬁNDGH/2 INT (GH 7/ 2) THEN B = B - V

660 IF P = 3 ANDGH / 7 = INT (GH / 7) THEN A = A - V3 IF A < 69
A

THEN A = 209

670 IF P = 1 AND GH / 3 = INT (GH / 3) THEN A = Vv: IF A > 209
9

680 ROT= 0% XDRAW 3 AT 0AsOB: XDRAW 3 AT AsEI0A = AIOR = B

690 IF (X = A) X (Y = B) THEN GOSUE 800

710 SF = 0% ROT= 0! XDRAW 2 AT 129114 5¢ XDRAW 3 AT 137v145: XDRAW 2
AT 149,145: XDRAW 3 AT 1295145: XDRAW 2 AT 139,145 XDRAW 3 AT 1

S
715 FOR P = 1 TO 153Z = PEEK ( - 16336)% NEXT P
720 RETURN
800 XDRAW 3 AT AsBiA = 139.3 = 6430A = AIOB = B! FOR P = 1 TO 5¢ F
RINT CHR$ (7)3% NEXT P 15: XDRAW 3 AT DA,0BIS = S + 100 VTA
B (21)% HTAB (20)% F‘RXNT St RETURN
1000 ROT= R: XDRAW 2 AT X»Y: SCALE= 2! FOR R = 0 T0 128 STEP 8% RO
T= Rt XDRAW 2 AT X»YiD = PEEK ( - 16336)% NEXT Ri POKE - 16368,
0% HOME $ VTAR (21): HTAB (15): PRINT "SCORE = "iS
1005 XDRAW 2 AT X,Y: ROT= O: SCALE= 1! XDRAW 3 AT AsB: XDRAW 2 AT |

o




L ¥ 10 + 1195108
1010 PRINT "po
$ POKE - 16368101
GOTO 1

1020 TEXT 3 HOME

L= L - 18 IF L 5
YOU WANT ANOTHER GA

GET @%: IF 0%

+ END
1100 REM l‘*lt*‘tilii!*ti*l*‘l*x

1 TO 500% NEXT P
3 DIM VAC 14511

ORE., WELL DONE

PRINT " KEY

3140 PRINT PRINT
N BOTTOM BY TWO PACHEN WITH GHOST N
5150 PRINT & PRINT ¢ FLASH § PRINT

ACTION"
upP"
EER S
RIGHT"
DOWN"

3070 PRINT e
3080 PRINT " 1
3090 PRINT » J
3100 PRINT * K
PRINT "

ER KEYS STOP"
PRINT " LARGE DOTS ARE ENERGIZE
GHOST VULNERABILITY 15 INDICATE
THE MIDDLE.
WHIT ANY KEY FOR SCREEN SET
GET ZZ%% RETURN

0 T0 11

)
X ¥

~

2<%

NEXT Y
HPLOT 050 T

65040
3'7612v3y?61010
6050 RETURN
10000 HGR2

IFA>00ND&/13=

17314871727136v20675)

l030=24#‘1k10
> INT (A / 2? THEN
>IN CAT 3) THEN
> INT (a / 5) THEN
3 INT (A / 7) THEN
INT (A /

00
1IF A > O THEN XDRAW 1 AT KyViDT

NEXT X

0 645193 HPLO

139: HPLOT 279,159 T0 2145139
FOR X = 770 TO 792

t POKE 232,16% FOKE 233964

HPLOT K = 52V -

HPLOT K + 59V

=DpT 4 1

T 27920 TO 2149198

206;‘)3124(%7,202:

RS."

2000 HOME ¢ VUTAB (22)% FLASH PRINT “PERFECT SC!
wy FOR P = 1 70 15% POKE 768916 - P} FOKE 769163 CALL

770% NEXT P RESTORE ¢ IF oF = 1 THEN POP
2005 SF = 0% GOTO 1
3000 TEXT HOME
3010 PRINT "¥X KKKKK" 7
3020 PRINT nxns s FLASH 1 PRINT " FPACHAN

"33 NORMAL 3 PRINT "X"§
3025 PRINT wyny s FLASH PRINT " BY NEIL FORSYTH

=31 NORMAL 3 PRINT "X"3
3030 PRINT "¥X =y
3040 PRINT ¢} PRINT "SINCE THE GAME IS WELL KNOWN HERE ARE SIMPLE

INSTRUCTIONS"

3050 PRINT

5 TO K +

5 70 K +

HPLUTK>510+5T0K+
HPLDTK*ENU'ETUK—

13) THEN XDRAW 4 AT KoVt

HPLOT 05159 T0

o AT THE SCREE

208,245,174507

UF

b4y




10060 DATA 410vl010d.‘n0v31v0v51v0
10070 DATA 42 2,36963,5472190 s
39936 44)441‘?149143754)6‘v 2163 0 @
11%?)?7?) 22‘;2 142’1370'746’19136039137139137y63746'62134123145\'AhéB».M 3
2 2 610
1ATA 53 30v601&011‘73/y‘1v 21y 54 Sr
| 1‘%2)%% [IIATA :11,11‘os)zlylo»‘)zlv;diolldlblylod"i:“gd ‘:)v S
;0010 DATA lOv1574"v3qyév3uv.30vz]g«;g:1.;2)1;;1:;:)'6:3;6'70
B A 30 910!0v301211210v7 y0930,210,21»
%%Eg g:"{'ﬁ 10:6110.n1411.u14130|21'701673¢161}’03,§:v;° el
2‘0050 DATA 6935130721,210521 21°'7;‘(’7 "ig(y)?li“’l‘l(’),";,‘;0,210,—-21
A -215210+2 1072192109219 ~70199= v2 2
283768 52¥R 1_:;{4130'34'by3qv -Gl 1041*1‘71::141lf’v?(;z)bvél‘“)’"u,
) 20080 DATA 3Qv10.:7X‘y}OyEly”\Oleqvale.ﬂ 10y i; 7:) %
':300‘70 DATA 10130,21v701).n14v1?1105;10721«213.:23?6:0:30170
= A 30 70105307145195s 14+ 16145
f’.‘gigg Ezlﬁ 1012”10.47141!.”14-.\.4142134‘6-3.”6vlO:;)::lO
b :0120 DATA 6)21v4~v21y42v21v1410'6v2h42121v4 21y

1% ROT=
16400 TG 16460

VICTORIAN SEWERS

Chaos in the city as the
mclent sewers start & o col-

oo, Cam you rebulld them
hdom the city slips into a

Your job is to keep the traf-
fic flowing around the city's
gradually eroding road
system.

‘This program is in TI Basic
for a 99/4A console with no
gaditions. 1 will also run in

Basic, and if you
bave the 82K expansion
memory. it will run faster in
Extended Basic than in
basic.

m uses several
tricks you may find useful:
The play board is set up with
PRINT statements

used here) are

Note the use of POS in
lines 1660 and 630 — the

snie eay of reacting to @ mat:

ALL KEY input. If the key
not appear in

composed o
 Cmpreies. The PRINT 1

gram will goto/gosub_the
first line transfer, as the POS
function will return nil.

Although Tl Basic does not
support AND and OR. these
ARE used in this program, in
lines 980 (* used for AND)
and in line 1270 (+ used for
OR) — also several other
lines. Note the expressions
are placed in brackets in
these lines.

For greater spsed the rou.
tines you planare stored ina
two lonal  array
RTONM) which 1o rocd back
to delete a route which suf-
fors from a road collapse.
Conversion:

Pretty easy. The screen
f 24 rows of !2
ines
start in column 3, and as
they all gart with o space:
ko Est PHINTED 1 i col-

cAu. HCHAR is in the for-

at: CALL HCHAR (ROW.
COLUMN ASCII, No of
times)

(ROW.
Col.UldN VAHIABLE) in
ich the variable takes the

wl
ASCII code of the charter at
de

that position.

The characters take the
codes given in lines 2290-
40 oo ore all coloured

ocks excapt the player
DlSch! Suchor fhel P,

ol L
memory mapped_screen

hota in e 1870 (-mw
i 1400-1410

a slight approximation has
been used.

n used.
For machines without the
POS function, you will need
to test the key pressed and
GOTO/GOSUB as
opriate.

essed
E. first string then the pro- CALL GCHAR is in the for-
BY STEPHEN SHAW

RUNS ON A TEXAS TI 99/4a




TPRINT
PRINT

E {>REF) THE
FINT
PRINT
CALL HCHAR (115 15 UTI
CHLL HCHAR ¢ 1 s 1sLTRs 2
: M DRAWN

¥

0 IF CDE=HOLE THEN 1000 ELSE
\05
1000 CDE=REF
1010 FOR T=1 70 10

1050 IF lIIE REF THEN 1080 ELSE
1040
) CDE=RT
(RR=11)+(RR=12) THEN 1080

FEM DAMAGE




L THEN'#20

CaHOLE

IF CD=LTR THEN 1330
f=1

GOTO 1390

ROWs COLs RDY
HT(PT'Hnl
TY 2

0 L
G070 1580
TR=UTR

30 CALL KEY (0K, ST
0 CALL HCHAR (ROUs O

IF RND

CALL SOUNDCTMaF1sY1sF2sW20
F

{1 THEN 1
Lt Il’lIIO
1516705 1 an.!
HAR (ROW-1,
D THEN 1590

1
R ROWs COLs TR

720 CALL GC HRP ROWs COL-1, CI

RD THEN 1590

OL-1
HCHAR (ROW. COL» TR

GCHAR (RO C DL+1.|‘D‘
IF CDORD THEN 15
=COL+1
LL HCHAR (ROW, COLs TRY
TO 1

KEEP THE CI1
”: “"DESPITE

'.wmr« ROUTE RUNS
\i

) PRINT * A
:E EACH OF TWO LANES
"USING THE ARROW KE

*OUTE MUST NI
0= Ak ROUTE HOR AN
DAMAGED ONS. "

1 PRINT Li OUR ROUTE EEFO
2E ¥OU EBEGIN AS RECTIONS CAN
NOT BE MADE :
5040 PRINT "PRESZ ENTER TO CONTI

._HSIJ INPUT A
LL CLEAR
‘U?n PRINT "WHEN TWO LANES OF TR
AFFIC HAYE BEEN ROUTED YOU ENT
ER AHOTHER SECTIOW OF PLAY."
20280 FRINT "¥OU MUST MOVE YOUR R
EPAIR  GANG (R» USING THE CURSO
R KEYS AND WHEN OYER DAMAGED

2020 PRINT F’DHI\-FEFHIP IT BY PR
ESSING KEY “R”.




Victorian
Sewers
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