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BEFORE YOU START PROGRAMMING

1. All the programs in this book
were written, initially, for the Spec-
trum. However, they can alsc be

made to work with a BBC, Electron |

or Commaodore 64.

[fusing one ot the latter, you will
have to replace some of the lines in
the programs with new ones:

2. 0f vou are NOT usirg a Spec-
trum, leave out anvy line with the
symbol @ in front of it. When you
have finished typing in the main
listng, type in all the variation
lines given for your machine, Your
computer will insert them in the
right order.

3. The program Iistings sometmes
refer o subroutines (with the in-
struction GOSUB] numbered 1000,
2000, 3000 and so on, All thesc are
found on page 32. Add all che sub-
routines that are called in the main

(CAPS). When you run a program,
also be sure to put your computer
into CAPS mode. Otherwise, some
ot the programs will not work.

5. When a program comes o the
end a ‘stop message’ usually ap-
pears on screen. After a program
has halted, or if it crashes for some
reason as you are running it, you
can re-start by typing and entering,

RUN {unless otherwisc instrucred).
6. There are many ways to change |

FOR SPECTRUM

or improve the vrograms in this
book. The cbvious place is with
new screen messages, or with other
colours or by changing the speed of
play. Experimen: for yourself.

7. Spectrum users are reminded
that the keywords FN and DEF FN
arc entered in E mode, Toenter the
struction FNR{g), for example,
first obtrain FN, rthen type R(6)
normally. Te get DEF FNR{N]J,
enter DEF FN and then type R{NY.

Main
Listing

+

Subroutines

Warking
Program

FOR OTHER COMPUTERS

isting onto the end of each pro- : :
listing ? A il b Main | Working
gram Whu? you have typed 10 0. Listing + Variations + Subroutines | —— Program
4. All the Listings should be typea
into your computer in capital leteers |

— = ———————— e ]




GAME NOTES

Dininga routine cruise through the
Sirius system, the sirens of the
Srarship Pluto sound ‘Red Alert’.
The scanners have picked up an
unusual storm of metallic mereors.
The shipboard computers are not
| programmed ro deal with anything
I like this. You will have to fire the
| photon blasters manually.

You have one blaster for each of

screen. Use the keys 1 to § ro fire.
The sooner vou hit the meteors, the
TIOTE POINTS YOU $COTC,

The ship has a force ficld which
will vaporise any metcors you miss,
but will reduce in strengrh cach
| time. The numbers near the centre
of the display show the strength of
this field. It mercor hirs reduee the
strength to zero in any sector the
ship 1s destroved.

At the start of the game vou
cnoonse a level of difficulty from 1
{easy) to 20 {impossible). To win
you must survive 30 mereors,

PROGRAM NOTES

Lines 100-130: Dehine rwo graphics
characters and set ap display
colours,

Lines 140-160: Inpur the level of
dithculty and set the starting value
of the variables.

IO Sectots.

Lines 210-240: Priuuw rhe ‘force
fieid’,

Lines 250-330: Complere the scan-
ner display.

Lincs 400-440: Select ar random
one of 16 starting positions for the
Next meteor.

Lines 450-490: Move the meteor
towards the ship. The motion staps

oOF

Lines 170-200: Divide the screen |

the numbered sectors shown on the |

SPECTRUM LISTING

100
110
120

213=a
140
150
1460
| ®170
180
190
200
210
220

i
LD

240
250
260
270
280
290

®310
8320
® 350
*400
410
420
4Z0
440
430
460
470

480

430

8500
I 910
220
530

REM METEORS

GOSUB 1000:LET BL=20:G0SUB 2000

DATA 255,255,255,255,255,255,259,255,
&2,63,255,295,127,127,124,56

BORDER ©0:PAPER 0:CLS:LET L=0:LET J=11
LET K=1&6:LET W=1:LET T=0:LET X=0.01
INPUT" LEVEL (1-20) ";D:GOSUB 3000
DIM X(8):DIM Y(8):DIM P(8):DIM Q(8)
INK 7:DRAW 255,175:PLOT 128,90

DRAW 0,175:PLOT 255,0:DRAW -255,175
LET R=J-1:LET C=0:G0SUB 4000

FOR N=1 TO 2%K:PRINT" ";:NEXT N

DIM S(8):FOR N=0 TO &60:LET A=FI*N/30
LET R=J+INT (6.4%C0OS(A))

LET C=KE+INT{7.2*SIN(A))

GOSUB 4000:FPRINT"+":NEXT N

FOR N=0 TO 3:FOR C=K+N—-4 TO K-N+3
LET R=J-N-1:GOSUB 4000:PRINT Us$

LET R=J+N:GOSUB 4000:PRINT U$:NEXT C
NEXT M:FOR N=1 TO 8:READ R,C,V,H
GOSUE 4000: PRINT CHR$ (N+48) : GOSUE
S000:PRINT CHR$(51):LET S(N)=3

LET X(N)=R:LET Y(N)=C:LET P(N)=V:iLET
B{N)=H:NEXT N:FOR N=1 TO SO*W:NEXT N
DATA 0,23,9,16,7,31,10,17,14,31,11
DATA 17,21,23%,12,16,21,8,12,15,14,0
DATA 11,14,7,0,10,14,0,8,9,15

INKE &:LET L=L+1:LET N=11:LET M=FNR (&)
LET F=X(M):LET G=Y(M):LET P=2#FNR (2)
IF F<Z OR F»2#J-3 THEN LET G=6+3%P-9
IF G=0 OR G=2%K—1 THEN LET F=F+2%P—6
LET A=(F-3)/J:LET B={G-K)/J

LET R=INT(F):LET C=INT(G):LET N=N-1
GOSUE 4000: PRINT Z#:GOSUE 7000

FOR Z=1 TO (20-D)*W:NEXT Z:IF K$=
CHR# (M+48) THEN LET T=T+5#*N:GOTO 500
GOSUR 4000Q:PRINT" “":IF A/ (F-J}»1.8/J
AND B/ (6-K) >1.8/J THEN GOTO 530

LET F=F-A:LET G=G-B:G0TO 450

FOR Z=1 TO S:BEEP X,1:BEEF X,0:NEXT Z
GOSUB 4000:FRINT U$:FOR Z=1 TO S0*W
NEXT Z:BGOSUB 4000:FRINT" ":G0TO 550
LET V=P{M):LET H=Q(M):G0SUR 5000:LET
S{M)=S(M)—1:PRINT CHRE(S(M)+48)

IF S(M)=0 THEN LET M$="SHIP
DESTROYED": GOTO 570

IF L<30 THEN GOTO 400




1‘ 540 LET M&="THE SHIF IS5 SAFE"
8570 CLS:PRINT AT 10,8;FLASH 1;M%: PFRINT
580 FRINT TAB(K—13);"YOU SCORED ":T;

" AT LEVEL ":D:PRINT:FRINT:S5TOF
- . |

~S

xBBC/ELECTRON

| 130
140
170
180
310
320
330
340
| 400
| 405
i 500

570

| NB Electron users should reduce the value of W in line 140 from 2510 10.

MODE 1:VDU 23,1,0;040;05:PRINT:PRINT ‘
FRINT:L=0:J=16:K=20:W=s23:T=0:1¥4=-15

DRAW 1279,1023:MOVE 12790 |
DRAW 0,1023:MOVE 640,0:DRAN 540,1023

DATA 1,28,14,20,10,3%,15,21,21,39,14

DATA 21,30,28,17,20,30,11,17,19,21,0

DATA 16,18,10,0,15,18,1,11,14,19

ON ERROR GOTD 480

COLOUR Z:L=L+1:N=11:M=FNR(B)

¥FX 15,1

SOUND 1,X,%,9:50UND 0,%,&,7:S0UND 0,K,4,5
CLS:PRINT TAB(12,8);M$:PRINT

COMMODORE 64

|

| 130
| 140
165

170
175

180
310
320
330
400
500
|| 570

FOKE 53280,0:POKE 53281,0:POKE 646,14
L=0:J=12:K=20:W=6:T=0:Pi=3. 1416:PRINT C$;
FOR N=1 TO B:PRINT TAB(2%N);CHR$(109);
TAB (20} ;CHRS (165) ; TAB(39-2#N};

PRINT CHR$ (110} tNEXT N:PRINT LEFT${R$,5) [
FOR N=1& TO 2 STEP -2:PRINT TAB(N);

CHR$ (110) 3TABI20) ;CHR$ (165) g

PRINT TAB(39-N);CHR$ (109 tNEXT N

DATA ©0,28,10,20,7,39,11,21,16,39,12

DATA 21,23,28,13,20,23,41,13,17,14,0

DATA 12,18,7,0,11,18,0,11,10,19

POKE 64b,7tL=sL+1tN=11:N=FNR(B)
DN=30:L0=0:H1=8:605UB B8000:HI=4:B0SUB BOOO
PRINT C$:V=BiH=J:G0SUB 5000;PRINT M$:PRINT

|| at line 470 il the correct key is

pressed or at line 480 when the
meteor reaches the force feld.
Lines 500-520: Display a ‘hic’.
Lines $30-540; Reduce the strength
of the [orce field and jump to line
570 if the new va'uc is zero.

Lines 350-580: Send rhe program
back ta line 400 for a new meteor or
print the final score.
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ALIEN INVADERS

GAME NOTES

London is in peril! An Interplan- |
etary Barttle Fleer from Mars -
whose inhabitants are infuriated
by oar claims chat their planet is |
dead — has artacked. The Ministry
of Defence is asleep, so you have to
defend the city with jusr one missile
launcher.

You can move the launcher to
the lefr using capital 7. and ro the |

right using X. Press F when you are |

ready to fire,
The aliens descend cautiously at

firse, but be on your guard. If you | §

let a single ship through, London
will be devastared.

During the game you score
points for each mvader you hit —
more points for a ship high in the
sky rthan for one dlase to the
ground.

If you want ro make rthe game
move difficule, try replacing (N 42 |
in line 200 by (N ' 1} or reducing
the 4 inline 2900 3, 2 or 1,

PROGRAM NOTES |

Lines 100-150: Define ‘invader’ and |
‘building’ graphics, then set up
display colours and initialise vari-
ables. .
Lines 160-190: Dispiay wvarious
buildimes of random height.

Eines 200-280: Move a randonly
selected alien ship, checking o sec
whether or not it has landed on a
building.

Lines 290-320: Check the kevboard
and move the launcher if 2 or X
has been pressed.

Lines 330-380: Fire the missile. The
compucter jumps to line 3901f a ship
is hit.

Lines 390-410: Calculare the new
scorc and determine which ship bas

been hit by the missile.
Lines 420-450: Makc a skort sound

and rearrange the lises of alien posi-

tions stored 10 arravs R and C.If
there are na aliens lefr, the com-
puter junips te line 490.

| Lines 460-480: Display an alien

ship landing and a suitable mes-
sage.
Lines 490-500: Print the final score

and stop the progrant,
AT
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BBC/ELECTRON SPECTRUM LISTING
——— —— — e — |
|
130 MODE 1:VDU 23,1,0; | 100 REM INVADERS '
] 03;030319,1,5;03 110 GOSUB 1000:LET BL=1:G0SUB 2000
'135 #F¥ 11,20 120 DATA 255,153,153,255,259,153,153,
140 COLOUR 1:V=30:W=38: 255,0,129,126,24,126,255,231,189 i
H=19 || || *130 BORDER O:PAFER 0:CLS:LET J=0.1
|| 200 COLDUR 2:A=RND(N+2) 2140 INK 3:LET V=21:LET W=30:LET H=15
| 290 FOR T=1 TO 4:K$= | 150 DIM R{W):DIM C(W):DIM H{W):LET S=0
INKEY$(B) (1l 160 LET N=W:LET L#%=CHR#(?4):FOR C=1 TO W

340 COLOUR 3:MsPOINT ‘ 170 LET C(C)=C:iLET H(C)=Y—S+FNR (4}
(324H,1024-323L) -1 180 FOR R=H(C) TD V-1:BOSUB 4000:FRINT U
1/ 420 SOUND 1,-15,53, 41

190 NEXT R:NEXT C:LET F=H

|
P PRINT TAB(H,L);" *® i'! #8200 INK &4:LET A=FNR{N+2)
495 #FX 12 i.| 210 IF A>N THEN GOTO 290
' || 220 LET R=R(A):LET C=C(A):G05UB 4000
‘ || 230 PRINT" *":80SUB S000:PRINT L%
L:.”__ = 240 LET R=R+1:LET C=C+FNR(3)-2

250 LET R{A)=R:IF C<1 THEN LET C=1
260 IF C:W THEN LET C=Ww
iCOMMODORE 64 270 LET C{A)Y=C:B0SUB 4000:PRINT Z%
! —— s : 280 IF R>H(C)-2 THEN GOTO 440
5 . #2920 FOR T=1 TO 4:BEEP J,-V:LET K$=INKEY#$
‘ 130 23251?3233122:3& 300 IF K$="Z" AND H>1 THEN LET H=H—1i:
GOSUBR S000:FPRINT L$;" ":LET P=H

e :5%;':;?;;;:::3?' | 310 IF K$="X" AND H<W THEN GOSUB 5000: |
\200PUKE&463=Hhﬂ0: | PRINT" ";L$:LET H=H+1:LET P=H |
LD=0: A=FNR (N+2) | 320 NEXT T:IF K$<>"F" THEN GOTO 200
| 29 ERF Fay T RSEET K3 | 3T0 LET L=H(H)-1:BOSUB &000:PRINT®!" |
292 FOR 2=1 TO 10:1F K$ #340 INK 7:LET M=POINT (8%H,178-8»L)
=" THEN GET K$ ||| =50 GOSUB &000:PRINT® ":LET L=L-1
204 NEXT ? | 360 IF L=0 THEN GOTO 200
340 POKE 444.1:H=S5N (PE 370 IF M=1 THEN LET N=N-1:G0TO 350
EK (5844408, 4H) =327 380 GOSUB 6000:PRINT"!":50T0 340
X DNSEQSRORIE G600 390 LET K=1:LET S=S5+5% (30+W-N-L)

410 LET K=K+1:60T0 400

—/

]
7L

Fdi T 0 AR S A

/;

172

——

420 BEEP 0.2,0:FRINT AT L,H;" "

420 IF N=0 THEN LET M$="YOU HAVE SAVED
LOMDON": LET S=5+1000:G0TO 490

440 FOR T=£ TO N:LET R(T)=R(T+1)

450 LET C{T)=C(T+1):NEXT T:G0TO 200

460 FOR R=H(C)-1 TO V:GBOSUB 4000:PRINT" "

470 NEXT R:LET R=V-1:GOSUR 4000:PRINT I#

480 LET M$="THE INVADERS HAVE LANDED"

b | 490 LET R=Z:LET C=2:60SUB 4000;FRINT M$

| 500 PRINT:PRINT" YOU SCORED *3;S:STOF

%/_‘_
’Lﬁl.‘."{




BANANAS

GAME NOTES SPECTRUM LISTING
=== = —— _J l S = - ___

In this game the computer tries to 100 REM BANONAS
gucss vour favourite food. It asks ®110 LET J=S0:DIM @$(J,50):DIM F¥(J,32)
guestions to which you can reply 120 FOR C=1 TO 4:READ G#(C),F+(C):NEXT C
by entering capital Y for yes or 130 DIM Y{(J):DIM N(J):READ Y (2) ,N(Z2),K,T*
c;][jital N {or no. 140 LET Y{(3)=J+1:LET Y {(4)=J+3

At first the compurer does not do 150 LET N(3I)=J+2:LET N(4)=J+4

| very well. However, if vou p|a}r ®»140 BORDER 1:PAFPER 1:INK 7:CLS

several games the compurer will 2006 PRINT:PRINT"I AM GOING TO GUESS ":
build up a question ‘trec’ by asking PRINT T#:PRINT
plavers to enter cxtra questions 210 FRINT"PLEASE DECIDE WHAT IT IS":
that have ves or no answers. PRINT"THEN PRESS A KEY":LET C=2

It the computer cannot answer @220 FAUSE 0:CLS
yaur guestion the message “'SUG- 230 IF C>K THEN GOTO 300
GEST ANOTHER QUESTION” 240 LET D=C:PRINT QG#(C):INFUT AF:FRINT
will appear. For instance, the ques- 250 IF A%="Y" THEN LET C=Y(C):60TO 230
i CWHAT-COLOLR IS T 260 IF Af="N" THEN LET C=N(C):60T0 230

270 PRINT"ENTER Y OR N":PRINT:GOTD 240
Z00 PRINT:PRINT T#:" IS":PRINT F#$(C-J)
310 PRINT"ISN'T IT?": INPUT A%:PRINT
220 IF A%="Y" THEN FRINT"THERE 'S NO
ACCOUNTING FOR TASTES":G0OTO &00

| 330 IF A%#{>"N" THEN GOTO 310
|| %40 PRINT"I GIVE UP":FPRINT"YOU LL HAVE
TO TELL ME"“
7 Z50 PRINT T#%:PRINT: INPUT A%

3 @360 PRINT A%

370 IF K=J THEN PRINT:FPRINT"RATHER YOU
‘ THAN ME®:FRINT:GO0TD &00
[l Z80 LET K=K+1:LET F%(K)=A%
‘ Z90 PRINT:PRINT"HOW COULD I HAVE KNOWN
] THAT":PRINT AF:PRINT"IS "3;T#;" 2"
400 PRINT:PRINT"WHAT QUESTION SHOULD I
‘ HAVE" : PRINT "ASKED?"
| 410 PRINT: INPUT AF:PRINT
1 420 PRINT AF:PRINT:LET 8%{(K)=A%
1
|

would be rejeceed becavse the an-
sweris neither Y nor N. Tnthe same |
way, it vour favourite food is
LEMONS, and the computer
guesses BANANAS, the question
“IS 1T YELLOW?” would be ro

PRINT"ANSWER THIS RUESTION FOR"




440
450
440
470
480
490
200
310

FRINT F#(C—J3):INPUT AF:PRINT

IF A¥="Y" THEN LET Y {K)=C

IF A$="N" THEN LET MN{K}=C
PRINT"ANSWER THIS RUESTION FOR"
PRINT F#{(K): INPUT A%:FPRINT

IF AF="Y" THEN LET Y (K)=K+J

IF A¥="N" THEN LET M{K)=K+J

IF Y{K)#N(K)=0 THEM PRINT"SUGGEST
ANOTHER QUESTION":PRINT:GOTO 410

e T

I'| good because it has the answer Y

for both fruits.

The program zllows the com-
puter to store up 1o 49 guesrions
and 50 types of food. If your ma-
chine has room for more questions
in ifs memaory, you may increase
the value of ] in line 110,

Whenever vou play chis game
remember that typing RUN clears

320 PRINT"ARE YDOU HAPFY WITH THE the computer’s memory. To restare |

QUESTIDN?':= INPUT A%+:PRINT the game without lusing the cur-

ST
— = 20 i

230 IF N“.?)=C THEN LET"N(D’=K Spectrum users can record the

600 INPUT QNGTI:"E"? GAME" ; AF program together with all stored
#6510 CLS:IF A$="Y" THEN GOBTO 200 questions, using the command

620 STOP SAVE “BANANAS” LINE 200,

800 DATA "","RADISHES","15 IT S0LD AT

THE GREEMGROCERS?" , "BAMANAS"

810 DATA "IS IT A SALAD VEGETABLEY", |
| "LIBUORICE®" ,"IS IT SWEET?","KIFFERS" |
820 DATA Z,4,4,"YOUR FAVOURITE FOOD™

space for lists of questions and

‘ answers, store injtial data and set
‘ e o s display colours.
Lines 200-220: Give you time t
decide en your favourite food.
Line 230: Sends the computer to the
‘guess’ routine if there are ne more
\ questions 1o ssk,

PROGRAM NOTES

Lines 100-160: Reserve memory

Y BBC/ELECTRON _
|

110 J=50:DIM @$(J),F$(J)
160 MODE &:VDU 19,0,4;0;

220 PAUSE=GET:CLS:PRINT 1
610 CLE:IF A$="Y" THEN GQGTO 200

|

Lines 240-270: Print a series of

guestions using the numbers stored

inarrays Y and N. For example, il

the answer 10 question QS is Y

then the number of the next ques-
tion in the “tree’ 18 Y{5}.

— = Lines 300-370: Printthe compurer’s

guess and jump to the end of the

program il the guess is correci orif

COMMODORE 64 the reserved memory space is full.
‘ Lines 380-550: Input an extra ques-

110 J=50:DIM Q$(J),F$(J):PRINT CHR$(147) ton andl answers tw it then store
160 POKE 53280,4:POKE 53281 ,4!POKE &44,1 appropriate numbers in arrays Y
220 GET B$:1F G$="" THEN 220 and N.

225 PRINT CHR$(147) Lines 600-620: Send the computer i
610 PRINT CHR$(L147)¢1F A$="Y" THEN 200 back to the start of the question
sequence or stop the program.
Lines 800-820: Store questions ard

L . L
- Y




GAME NOTES

A spider has rrapped a number of
juicy flies in her web. She now
wants 1o (our her larder, visiting
each meal (0 turn.

The aim of the game is to move
the spider {rom fly to fly and then
back to her starting point in as few
moves as possible. You starc by
choosing a level of difficulty from 1
feasy) to 6 {difficulr).

On the screen ihe spider s
shown as an asterisk and her vic-
vims are labelied A, B, Cand soon.
The spider can move in cight difier-
ent directions. A diagram shows
how to make these moves. 3he
must nspect her prev in alpha-
betical arder and may not land on
any square rwice.

If you wanr the computer to re-
start the game with the spider and
flies in the same posjtions, enter Y
when you see the message “SAME
WEB AGAIN?” or type GOTO
280, You ora friend can then try [or
s lower score.

PROGRAM NOTES

Lines 100-130: Define rwo graphics
characters and reserve memory
space.

Lines 140-170: Store the spider’s
¢ight moves in arrays Vand H,
Lines 180-270: Sec up display
colours, input level of difficulty

and select random positions forthe |

spider and up 10 seven fhies.

Lines 280-370: Display the web and
the choice of moves.

Lines 380-480: Input vour move,
erase previous messages, then
check that vour chosen maove is
legal.

Lines 490-540: Move the spider and |

jumo back to line 380 for a new

‘\

10

1
I

| SPECTRUM LISTING

1Q0
110
120

130
14
150
140
17¢
=180
8150
200
210
220
230
240
230
260
270
280
290
200
Z10
F20
230
340
350
360
370
&350
370
400
410
8420
430
440

450
470

480

490

D 'IF SCREEN®(V ,H)="#%"

REM SFIDER
GOSUR 1000:LET BL=30:B0SUR 2000
DATA 255,129,129,129,129,129,129,
PR RSe ISR oas pEs SorE naE Sons Sane
DIM R{$):DIM C{(9):DIM V(8):DIM H(8)
LET P=0:FOR N=1 TO 4:READ D,E

LET V(N)=D:LET VY{N+4)=—D

LET H(N)=E:LET H(N+4)=—-E:NEXT M
DATA ~2,1,~1,2,1,2,2,1

BORDER &:PAPER 6:CLS

FOPER 7:INK O

INFUT"LEVEL (1-&) "3;W:GOSUB 3000
LET W=W+2:FOR N=1 TO W:LET K=1
LET R=FNR(1&)+2

LET C=FNR{1&)+4

IF N=1 THEN GOTO 270

IF R=R(K) AND C=C(K) THEN GOTO
LET K=k+1:IF K<N THEN GOTO 250
LET R(N)=R:LET C(N)=C:NEXT N
LET T=0:FOR V=3 TO 18:FOR H=5 TO 20
GOSUB S000:FPRINT UF:NEXT H:NEXT V

FOR V=4 TO 10:FOR H=25 TO 29

GOSUB S000:FPRINT U$:NEXT H:NEXT V

LET v=8:LET H=27:GOSUR 5000:GOSUR &00
FOR N=1 TO 8:LET K=N+48:LET H=27+H (N)
LET V=8+V(N):BOSUB S000:PRINT CHR$ (K)
NEXT N:GOSUR 4000:GOSUB &00:LET F=1
FOR N=1 TO W-1:LET V=R(N):LET H=C(N)
BOSUB S000:FPRINT CHR$(&64+N) :NEXT N
LET B=0:INK O

INPUT"WHICH MOVE (1-8) "3;M:BOSUB 3000
IF M<1 OR M>»8 THEN GOTO 320

LET L=20:G0SUR 6000:FOR N=1 TO 22

INK &6:PRINT Z#;:NEXT Nz INK O

LET V=R+V(M):LET H=C+H (M)

IF V<I OR V>18 OR H{S OR H>20 THEN
LET W$="  OFF THE WER! ":LET B=1
THEN LET B=1:

LET W$="YOU'VE BEEN THERE'"
FOR N=F+1i TO W

IF V=R(N) AND H=C{N) THEN LET
LET W$="<< WRONG ORDER' >>"
NEXT N:IF B=1 THEN LET P=4:GOSUB
&£000: PRINT W$:60TO 380

LET T=T+1:G0SUB S5000:GOSUR &00

29
F s

B=1i:

e
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SPIDER’S WEB

o200 IF T=1 THEN GOSUB 400C0:PRINT Z#%

510 IF T>1 THEN GOSUB 4000:FPRINT"*"

020 LET R=V:LET C=H:LET V=13:LET H=24

@530 INK 0OzIF R=R{F) AND C=C(F)> THEN LET
F=F+1:BEEF 0.2,0

940 IF F<=W THEN GOTO 380

o030 GOSUB DO00: FRINT"SCORE "5 T

560 INPUT"SAME WER AGAIN Y/N ";A%
a70 BOSUB =000: IF Af="Y" THEN GOTO 280
o8¢ 5TOF

8500 INK 2: PRINT INVERSE 135 "#":RETURN

///%

' / ,/7.

Y BBC/ELECTRON

180 MODE 1:COLOUR 130:CLS:X=1004:Y=992

190 COLOUR 131:COLOUR O:PRINT TAB(0,24);

380 B=0:COLOUR O:PRINT TAB(0,24);

420 COLOUR 2:PRINT 2$;:NEXT N:COLOUR ©

450 IF POINT(14+H*32,Y¥-Y#32}=1 AND POINT (H#32,
Y-v#32)=3 THEN B=1:W$="YOU'VE BEEN THERE'"

530 COLOUR O:IF R=R(F} AND C=C(F) THEN F=F+1:
SOUND 1,-15,53,4

555 PRINT TAB(0,24);

500 COLOUR 129:1COLOUR 3:PRINT"#":1COLABUR 131:
COLOUR 1:RETURN

t COMMODORE 64

180 FOKE 332B0,7:POKE 5328{,1:POKE &£44,7

190 PRINT C$;:FOR N=1 TO BEO:PRINT I$;:NEXT N:
R=23:C=0:G05UB 4000:FOKE 446,11

380 B=0:POKE &4&,11:V¥=23:H=0:608UF 5000

420 POKE &4&,7:FRINT I3;:NEXT N:POKE &44,11

450 IF PEEK({10DZ4+H+40%V)=42 THEN B=1:
We="YDU 'VE BEEN THERE!'"

530 POKE 546, 11:1F R=R{F} AND C=C(F) THEN
F=F+1:HI=20:L0=0:0N=100:5605UB 8000

335 V=23:H=0:G05UB 50G0

00 PRINT CHR$(2B);CHR$(18);"#":RETURN

move unless the spider has com-
pleted her tour,

Lines 550-580: Print your score and
give you a chance to restart the
game with the same web.

Line 600: A subrouting to print the
spider.

&
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TARGET PRACTICE _
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GAME NOTES SPECTRUM LISTING
The computer is going to draw a 100 REM TARGET
grid and set up ton hudden rargees ||| 110 DIM R(10):DIM €¢10):DIM H(1O)

for vou. Fire at the targets by ®120 BORDER 1:FAPER 1:INK 7:CLS
entering a row number (rom 0 1o 9, ®13Z0 LET K=0:LET H=0:LET L=21:LET F=22
then a column lerter from A 1o G ®140 FOR N=12Z TQ 252 STEF 1&

After each shot a new symbaol #1500 FLOT N,0:DRAW 0,1867:NEXT N
will appear on the grid in the space | || #16G FOR N=4 TO 144 STEF 16
at which you fred — a circle for a 170 FLOT 8,N:DRAW 247,0:NEXT N

ITliSS, a square fOL' A OEAT MISS OF a 180 GOSUER 2000: LET V=K:G0SUE SO000;FRINT
star fora hit. The game ends when | || " ABEDEFGHIJKLMNO™"
vou have found all ten targets. 120 FOR N=1 TO 1G:LET V=Z2*N+K:GOSUB S000

200 FRINT CHR#(N+47):NEXT N
210 LET S=0:LET T=0:FOR N=1 TO 10
220 LET R=Z2%FNR {10} +K
230 LET C=2#%#FNR(15)+H
240 LET F=1:1IF N=1 THEN GOTO 270D
230 IF R=R(F) AND C=C{F) THEN GOTO 220
280 LET F=F+1:IF F<N THEN GOTO Z50
270 LET R{N)=R:LET C{M)=C:NEXT N
*280 INE &
290 INFUT"ROW ";R:GB0SUB 2000z IF RO
UR R>? THEN GOTO 290
F00 LET R=2#R+E+2:LET M=0
F10 INFUT"COLUMN "3;56¥%: GOSUR 3000
320 LET C=2*CODE(G¥)—-12B+H
330 IF C<Z2+H OR CrZ0+H THEWN GOTO 310
240 LET N=1:LET S=8+1:608UR 4000
337 IF R=R (M} AWND C=C{N! THEN 5OTO 400
360 IF ABS (R—R{M)) <X AND ABSE(C-C{N}1I<{3
THEN LET M=1

A score of under 80 shots is
good. If you take less han 50 shots

to hit all ten targers, you must be ar
clectronic mind reader.

Remember that two rargets may | || 376 15 Nc1o THEN LET N=N+1:GOTO 350
be next to each other! Z80 IF M=0 THEM PRINT"Q":GOTO 280

It you acaidentally stovthe pro- | || ax00 PRINT FAPER 63" ":PAPER 1:G0TN 280
gram in the middle of a game, type | || 400 IF H(N)=0 THEN LET T=T+1:LET H(N)=1
GOTO 280 ro carry on.; #3410 FRINT FLASH 1;"#*":BEEF 0.5,0

420 LET M#=" ":IF T>1 THEN LET M$="§
4Z0 GOSUB &000:PRINT" "3Ti" HIT":M#

PROGRAM NOTES 440 IF T<10 THEN BOTO 280
#3450 PRINT AT 21,12;FPAPER &3 INK O
Lines 100-200: Initialise variables " YOU TOOE ";8;" SHOTS ":STOFP

and draw the grid.

Lines 210-270: Select at random 10
different pairs ot co-ordmares for
the targets.

Lines 280-330: Taput the row num-
ber and the column letter of your
shot.

Lines 340-370: Check the co-ordin- = —




TARGET PRACTICE

ates of the shor against the posi-
tions of the targets.

t BBC/ELECTRON

Lines 380-450: Printan appropriate
symbol then jump to rthe nput

reuting or if the game 15 over dis- ‘
play the hnal score. |

120
130
140
150
160
170
| | 280
||| 320

390
‘ 410

' 450

MODE 1:H=4:K=4:L=27:P=17:BL=20

YDU 19,0,4;0;19,1,1130;

FOR N=176 TD 1136 STEP 44

MOVE N,192:DRAW N,B&3:tNEXT N

FOR N=208 TO 848 STEP &4

MOVE 140 ,N:DRAW 1152,N:NEXT N

COLOUR 128:COLOUR 21 PRINT TAB{0,29);

LET C=2%ASC(5$)-128+H

COLOUR 130:PRINT" ":GOTOD 280

COLOUR LiPRINT"#";COLOUR 3:SOQUND 1,-15,53,4
COLOUR 130:COLOUR OtPRINT TAB(12,29);

"YOU TOOK ";8;" SHOTS":END

i COMMODORE 64 o

120
130
140
150
160
170

280
320
380
410

450

POKE 53280,6:POKE 53281,6:POKE 646,1
H=43:K=01L=24:P=25:BL=20:PRINT CHR$(147)}
FOR N=1 TG l1rPRINT" "

FOR J=1 TO 14:PRINT® ";CHR$(221);

NEXT J:PRINT:PRINT" "

FOR J=1 TO 16:PRINT CHR$(195);CHR$(219);:
NEXT J:PRINTINEXT N

POKE 446,7:R=23:C=0:608UB 4000
C=24ASC(G$)-128+H

PRINT CHR$!{18);" *:B0T0 280

PRINT CHR$(18);"+“:R1=15:L0=0:DN=200:
GOSUB 8000

Y=22:H=12:B05U8 5000:PRINT CHR$ (18);

"YOU TOOK";S;CHR$(157);" SHOTS";:END

|
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GAME NOTES

SPECTRUM LISTING

Your compurer 15 not a good for-
tune-teller. It has no mystic powers
and the only predictions it can
make use the information that you,
the programmer, put intg a pro-
gram. However, if you do this weli
you may be able to make at least
some of your friends think your
computer 1s a gypsy!

To make tnis program work you
typein your ownset of DATA lines
after the given listing. Here are
some examples:

800 DATA "SCARLET",
"BLUE", "VIOLET"
DATA "CHARMING™,
"PLUMP”, "BLONDE"”
DATA ""WRESTLER",
"DENTIST, "CLOWN"

920 DATA "TARIS”, "THE

BATH", "THE 200"

960 DATA "JELLY", "NUTS",

"BLACK PUDDING”

The complete set of DATA lines
should contain up to 12 colours,
12 descriptive words, 12 jobs, 12
places and 12 kinds of food. I you
start at line 800 and put 3 words or
phrases in each line, vour word list
should end around line 990.

Your word list can give the pro-
gram a personal rouch. Try ro
make anyone who runs the pro-
gram laugh by putting unlikely
words in your DATA lines.

When you have finished, the
computer will be ready to ask its
first victim to enter their name and
birthday. ‘Predictions’ will then
flash on-screcu.

540

880

PROGRAM NOTES

Lines 100-130: Set up screen
colours and store your waord list in
anarray W5.

100
=110
«l20

130

140

150

1560

170

180
*1570
e2200

210

220

230

240

220

260

270

2840
.20

SO0

/ 310

L
f,

REM FORTUNES

BORDER Z:FAFER &: INK CQ:CLS

DIM WF(H0,32}:LET TD=200:G0OSUR Z0Q0
FOR N=1 TO &0:READ WE(NI:NEXT N
PRINT: PRINT" WHAT IS5 YOUR NAMEZ"
FRINT: INFUT N$:PRINT:LET L=LEN{N¥)
FRINT" WHEN IS YOUR BIRTHDAY?"
FRINT: INPUT" DAY (1-31) “;D

PRINT: INFUT" MONTH (1-12) ";M
BORDER 3S:FPAFER 1:INE 7:CLS

FPRINT AT Z,13%; "HELLO":PRINT:LET E£=0
IF L<32 THEN LET C=INT({(3Z2-1L)/2)
FRINT TAB(L) $N$:PRINT:GOSUB 390
FRINT TAB(&6)}; "YOUR LUCKEY NUMBER IS
PRINT: FRINT TAR(15);ABRS5(L-D)+5
FRINT:zLET F£=W+{(M):50C5UR 370

FRINT TAEB(4); "YOUR LUCKY COLOUR IS"
FRINT: 305UR 400:G0O5SUER 320

FRINT" FRESS ANY KEY TO CONTINMUE"
FAUSE 0:BORDER 4:PAFPER 0O:INK 6:CLS
FPRINT: FRINT: DIM R(4):FOR N=1 TD 4:
LET RINI=FNR(12):MNEXT N

PRINT" ¥YOU ARE GOING TO MEET A"
LET P#=W${(R{1)+12):605UB ZZ70

GOEUR 400: LET FP#=WF (R(Z)+24)

GOSUB 400:505URB 370:LET FP#F=
WER(3)+34):PRINT TAB(13) ;" IN"
FRINT: GOSUR 400:60%UB =20

FRIMNT® TOGETHER YOU WILL EAT™
LET P:=W*(R{43}+48) : PRINT: GOSUR 400
STOF

FOR N=1 TO TD:NEXT N:PRINT:RETURN
LET L=32:LET Q@%=" "

IF PF(L)=R¥% THEN LET L=L-1:607T0 410
LET FP$=P$(T0O L):LET C=INT{((32-L)/2)
FPRINT TAB(C) ;F#+:FRINT:RETURN

BBC/ELECTRON

K BECELECTRON

o
e
|
|

200

MODE &:vDU 19,1,3;03:CLS

DIM W$(&C):TD=2000:G05UB 2000

voy 19,0,4;0;19,1,3;0;:CLS

PRINT TAB{13,3)j"HELLO":FRINTsLET C=¢
PARUSE=BET: VDU 19,0,1;0319,1,7303:CLS
END

L=LEN(P$):C=INT({¢32-L)/2)




FORTUNE-TELLER

Lines 140-180: Input vour name
and birthday.

Lines 190-270: Set up new colours
and print your ‘lucky number” and
‘lucky co.our’. The compurer cal-
culates these using the length of
your name and your birthday.
Lines 280-290: Wair for vou rto
press a key then clear the screen
and set up new colours.

Lines 300-390: Select and store in
array R 4 random numbers, used to
find the rest of vour ‘fortune’.
Lines 400-430: Subroutine to find
the length and position of the
words stored 1 PE.

f COMMODORE 64

l 110

120
190
200

290
295

380
400

POKE 53280,2:POKE 53281,7:

POKE &4&,0:BL=]

BOSUB 2000:PRINT C$:DIM W$(40):TD=300
POKE 53280,4:POKE 53281,6:POKE 646, 1
PRINT C$;LEFTS(R$,3);TAB(13); "HELLD":
PRINT:G=0

GET K$:IF K$="* THEN 607D 290

PRINT C$;:POKE 53280,5:POKE 53281,0:
POKE 46,7

END

LET L=LEN(P$):LET C=INT!(32-L)/2)
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GRAND SLALOM |
GAME NOTES !SPECTRUM LISTING
lmagineasnow—covcrcd mouniam- ‘ 100 REM SLALOM
side in the Austrian Alps. Tele- 110 GOSUR 1000: LET BL=1:G505UR 2000

VISION viewers arc walting Lo see
world-c ass skicrs tackle a long,
difficult slalom, speeding dowrhill

through a secries of flag-marked #1500 LET W=30:LET D=21:LET 6=1C:LET J=7 !
‘mates’. |®1&60 LET ZI=3582:FOKE 23561,10
You are going to control one of ||| 170 LET R=D—-J:LET C=W/2:LET NC=C
the skiers, using the Z key to move ||| 180 LET L=C-S:LET NL=L:LET T=0O
left and the X key to move righut. [| 170 LET M=FNR(11)-&z L:ET L=NL
Your skier must stay on course ||| 209 LET NL=L+M:IF NL<1 THEN LET NL=1
#2100 PRINT AT R,C;" ":LET A=US5R Z

and will be disqualified if he misses
a “‘gate’. The longer he survives, the
narrower the gap berween the flags
becomes,

You can make the game more |
difficult at the start by reducing the |

120
130
140

220
2E0
240
e
iad

#2560

DATA 48,48,24,252,27,48,31,248
DATA 178,7241,255,255,143,129,129,1
BORDER 7:FPAPER 7:IMK 0:CLS

LET €=NC:GOSUEB 4000:PRINT U#f

IF NL+6>W THEN LET NL=W-G

IF E<L GR CxL+6 THEN GOTO 4GO

LET G=10-INTA{T/Z20):LET T=T+1

PRINT INMK Z;AT D,NL3;Z#;TER(NL+G} ;7%

value of | in line 150. . 270 FOR N=2 TO J
: [ || #2802 FRINT AT R,C;" ":LET A=UER {
‘ 292G LET C=NC:GOSUR 400Ca2PRINT U#
00 308UR 7000
PROGRAM NOTES | 10 IF !‘5311'_-:"2" AND E.‘:"D THEN LET NC=C—-1
I20 IF EFx="X" AND C<=W THEN LET NC=C+1
JI0 NEXT N:GOTO 190

Lines 100-140: Define the ‘skicr’

| NB Electron users should change line 325 by substituting 10 {or less) for 80.
(L 4]

it vl 400 LET ¥=10:LET H=1:G0SUB 5000:FRINT
an’ cflgb c| Aracrers, t[wn faet up “YOUR SCORE IS "3T#10
te‘M and background colours. 8410 POKE 23561,%5:STOP |
Lines 150-180: Stare initial values
of the variables. |
Lines 190-200: Select a random =
position (or the lefe-hand flag.
Lines 210-220: Scroll the screenand |
o ij'_ESBC/ELECTRON
Line 230: Ensurcs that the right- s HEII;I L COLOUR 134:COLUR 0:0LS
hand flag is on screen. i 1 COL :
Line 240: Checks that the skier is | 1:3 UE;' ff!éé‘oio?oioi=w=3E?D=30=G=10=J=10
berween the flags. ' i Y
Lines ’-’_50-260:%1-im a new pair of 210 PRINT TABIC,R);" ";TAB(O, D) PRINT
Rise, 260 COLOUR 1:PRINT TAB(NL,D);Z$;TAB(NL+G,D);
Lines 270-330: Move the skicrifthe Z$:COLOUR © -
Z or X keys are pressed. isg Pg;”;_TRBéE'EE i EXT; TAB (0, D) :PRINT
Lines 400-410: Princ the score and 20 E =1 TD BO:N K
stop the program. :éo E;; 12,0

AN
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COMMODORE 64

140 POKE 53280,15:POKE 53281,15:FOKE 646,0
150 W=3B:D=23:6=10:J=6:POKE 450,128
160 PRINT C$
210 BOSUB 4000:PRINT" "tPRINT H$;R$
260 POKE 6446,2:PRINT H$;LEFT$(R$,D);TAB(NL);
1$3TAB (NL+G) jI$: POKE 644,0
280 GOSUB 4000:iPRINT" *:PRINT H$;R$
410 END




GAME NOTES

| SPECTRUM LISTING
|

|1
You are a hi-tech locksmith work- |

mg for Counrer Intelligerce. Your |
job s to make a copy of the key' o |
an uvlrra-saphisticated laser lock. ‘

The key consists of nine mircor |
units that are fixed in various posi- |
tions. You must find the correce
combination of their posicions by ! _
testing the Jock with pulses of laser |
lght. |

The secree combination uses | |
four mirror unit posinons:

H-horizonea! pair of mirrors

V —vertical pair of mirrors

F —forward sloping mir-or

B —bacleward sloping mirror

Paositions of mirror units
V[P
(D) %f/?

=), F

HIHIF

C - move cursor |
L —fire laser !
M — guess mirror position |

100
110
120

®1350
140
150
1450
17¢

18C
170
200
210
220
230
240

230

"1260

|

*270
| .2a0
290

| 300

| E10
20
| 330
240

Fo0

REM LASER
BOSUE 1000:LET BL=30:GOSUB 2000
DATH 255,250,255, 250,200 26 one.
255,0,20,20,20,20,20,20,0,35,6,3,2,3
BORDER O:PAPER O:INK 7:CLS

LET D=4:LET L=21:LET F=0:DIM C¥{4,1)
DIM M(9):=DIM X(12)=DIM Y(13)

FOR J=1 TO 12:READ X{(J),Y{J):NEXT J
DATA 12:8,17,11,17,148,17,19:12 1%,
9,19, 6,14, 1. 11,1,8,1 ,"H" nge_ ses wp
FOR J=1 TO 4:READ C#(J):NEXT J

FOR J=1 TO 9:LET M(J)=FNR{4):NEXT J
FOR R=7 TO 15:FOR C=5 TO 13

GOSUE 400C:PRINT U$:LET V=R

LET H=C+17:GOSUB S000:FRINT Uf

NEXT C:NEXT R:GOSUR &00:LET N=49
GOSUB 900:B0OSUB &00:LET V=3:LET H=&
LET M=0Q:LET T=0:LET G=12:GOSUB 700
IF INKEY$<3"" THEN GOTO 260

IF INKEY$="" THEN GOTO 270

LET K#=INKEY#$

LET F=0:IF K$="C" THEN GOSUB 700

IF K#="M" THEN LET M=M+1:G0TO 430
LET N=3: IF Ef<>"L" THEN GOTO 240
LET Y=INT((Y{G)-&)/9):LET B=Y(B)

LET X=INT((X(G)-B)/9):LET A=X(G)
GOSUE B0OO:LET A=A-S5xX:LET B=B-5%Y
LET S=Y:LET U=M(A+B/3~9F)

IF U=1 THEN LET X=—1%X

IF U=2 THEN LET Y=—1%Y

IF U=Z THEN LET Y=-X:LET X=-35
IF U=4 THEN LET Y=X:LET X=5

LET A=A-3%X:LLET B=B-3%Y:IF AX7 AND

A< 13 AND B>3 AND B<1l3 THENM GOTO F30
LET A=A+2%X{:{ET B=B+Z¥Y:LET N=5
GOSUE 800:G05UEB 720: 5070 260

LET N=4%:G0OSURB 900:FOR J=1 TO 9
INFUT("MIRRDR UNIT ";J;" 2?")iA%

LET Z=INT((J—-1}/3):LET D#=CE(M(J})

IF D#<>A% THEN LET F=F+5:60T0 480
LET R=Z%Z+B:LET C=E%J-9¥I+20:

GOSUE 4000:FRINT DF

NEXT J:LET T=T+MxF:LET M#="CORRECT -"
LET R=1:IF F>0 AND M<4 THEN GOTO 240
IF F>0 THEN LET M¥="YOU BLEW IT
FOR J3=% TO S:FOR C=22 TO 2% STEF =
LET R=3#J-1:G05UR 4000:FRINT C# (M(Q}))




LASER LOCKSMITH

The diagrams below left show a
combination of mirror umrs bheing
tested by laser beams fired from
diffcrent positions.

Toplay the game use capital Cro
movye the cursor — the laser gun —to
the position you want. Press L to
fire a laser pulse, or M when you
are ready 10 guess the mirror com-
bination.

Cnter your guesses with the
leceers 1, ¥, F and B. The com-

puter will display correct guesses |

but refuse wrong ones. You also get
penalty points for wrong guesses.
As there arc orly four chances to
get the right combination, you wall
find it very helptul to keep notes as
you go along.

820
830

200
Fre
FLO

LET @=@+1:NEXT C:NEXT J:GOSUB 4000
FRINT M#;" ";T:;" FENALTY POINTS":STOF
FOR J=3 TO S:FOR C=& TO 12 STEF 3
LET K=FNR(7)—1:INE K:LET R=3Z%J-1
GOSUE 4000:FPRINT U$:NEXT C:NEXT J

INE 7:RETURN

GOSUB S000:PRINT" "

LET G=G+1:IF G=13 THEN LET G=1

LET V=X(B):LET H=Y(B):GOSUE S000:
PRINT"#" : RETURN

LET L#¥="="21F ¥=0 THEN LET L¥=7%

FOR J=1 TO M:LET R=A-J#X:LET C=B-J#*Y:
GOSUE 4000:PRINT L$:NEXT J

FOR W=1 TO D:GOSUB &00:NEXT W

FOR J=1 TO N:LET R=A-J®X:LET C=E-J+Y:
GOSUE 40Q00:PRINT™ “:NEXT J:RETURN

FOoR J=3 TO0 S:FOR C=23 TQ 2% 5TEFR =
LET R=Z®#J-1:G505UR 4000:FRINT CHR# (M)

LET MN=N+1:MEXT C:NEXT J:RETURN

|

PROGRAM NOTES

Lines 100-130; Define two graphics
characters and set up colours,
Lines 140-250: Produce the screen
display, select 9 mirror units ar
random and store the 12 positions
of the cursorir arrays X and Y.
Lines 260-310: Wate for you two
press a key then jump to the appro-
priate line.

Lines 320-420: Send a laser pulse
through the ‘key’.

Lines 430-490:1nput yoursolutior.
Lines $00-540; Display the correct
combination of mirror units and
the outcome of the problem.

Lines 600-920: Subroutines to dis-
play coloured lights and laser
pulses, move the cursor and print
numbers 1to 9in position,

BBC/ELECTRON

‘ 130
| 140
240
440

I 610
‘ &30

MODE 1:V¥DU 23,1,0;0;030;:CLE
D=20:L=21:P=3:DIM C$(4)

LET K$=GET$

PRINT TAB(0,23);“MIRROR UNIT
INFUT" 7 “A$:BOSUB 3000

LET K=RND(3)-1:COLOUR K:LET R=3%J]-!
COLOUR 3:RETURN

"aly

LCOMMODORE 64

130
140
2460

270
440

610
&30

POKE 3328Q,0:POKE S3281,0:FOKE &46,12
PRINT C$:D=5:L=21:F=0:DIM C$(4)

GET K$:IF K$<>"" THEN 240

GET K$:IF K$="" THEN 270

PRINT H$;LEFT#(R$,23);"MIRROR UNMIT ";d;
" ";:INPUT A$:GOSUB 3000

LET K=FNR(10)}#*1:POKE &45,K:R=3%J-1

POKE &46,7:RETURN

(

‘J___

bt
©
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BLOCKBUSTER

GAME NOTES

SPECTRUM LISTING

Your compuler can produce all
kinds of exciting graphics simply
using, kevboard characrers. With
.his program you can create many
colourtul displays.

To plan your design, think of
the screen as ¢ piece of squared
paper with numbered rows and
columns. (The Specerum uses rows
N to 21 and columns 0 te 31. The
BBC /Electron: rows 0 to 29,
columns O ro 19, The Commodore:
rows D to 21, columns 0o 39

To define the screen area in
which you will be working, sclecr
rop and botrrom row numbers, then
lefr and right column numbers,
The computer will fill the chosen
area by printing a repearing patrern
up ro «( characters long,

[f you decide oir a pattern length
of 4 then the compurer will ask you
4 times to enter a character. In each
case vou also choose the coloursin
which rthe charvacter will be dis-
plaved. For example, an Electron
user might begin hy entering
*RETURN} follewed by 3(RE-
TURN) for blue and then 4(RE-
TURN;} for vellow ro get a hlue
background and a yellow star.

You can use all the colours and
characters on your computer to
butld anendless varicty of parterns,

If you stop the program by acci-
dent type GOTO 200 to continue,

The diagram on rhe right shows
rwo designs on a Specrrum screen.
A square of solid colour fills the
area defined by columns 5 to 9 and
rows 5 (o 9. A band of colour fills
column 25 from :op to harrom
{fromrow 0 to raw 21). On page 2]
15 a block partern you could make.
Remember vou can print flashing
colours, graphics symbaols and
letrers on screen.

100
®110
®]120
®13%0

200

210

220
230

240
230
250
270
*250
220
300
10
F20
|| ®330

40

REM BLUOCKS

BORDER O:FPAFER 0O: INK 7:CLS

OIM F#(10,1):DIM B(10):DIM F({10)
DIM T(10):LET W=31:LET D=Z1
INFUT"TOF ROW "j;TR:GOSUR 3000
INPUT"RBOTTOM ROW *"j;ER:GOSUB Z000:
IF BR>D THEN LET BR=D

INPUT"LEFT COLUMN ";LC:GOSUB 3000
IMPUT"RIGHT COLUMN ";RC:GOSURB Z000:
IF RC*W THEMN LET RC=W
INFUT"FATTERN LENGTH ";N:GOSUB 3000
FOR J=1 TO N

INFUT ( "CHARACTER ";Jd;" ");P$+(J)
INFUT"PAFER COLOUR (0 TO 8) *“;B(I
INFUT"INKE COLOUR (0 TO 8) ";T(J)
INPUT"FLASH (© OR 1) ";F(J)

GOSUE Z000:NEXT J:zLET J=1

FOR R=TR TO BR

FOR C=LC TO RC
FRINT AT R,C;PAFER R(J); INK T(J);
FLASH F (J);P#(.J)

LET J=J+1:If J>N THEN LET J=1

250 NEXT C:NEXT R
60 INFUT"ANOTHER GO (Y/N) “; A%
370 L[OSUB FoO0: IF Afx="¥Y" THEN GOTO 200
=380 STOR
Top row
0 ) 10 26 31
0 T 0
5
L & =0
i : &
= A =
‘ 310 =
| @
i
i l
| | |
i r
| S |
2l [ il B . ;21
0 5 10 Bottom row 25 31

0)
2



BLOCKBUSTER

PROGRAM NOTES

x

BBC/ELECTRON

Lines 100-130: Clear the screen and
reserve memory space 10r yeur
partern,

Lines 200-240: Input the position of
the patiern block and the number
of characrers to be used.

Lines 250-300: Irpur a sequence of
colour codes and characters.

Lines 310-330: Princ the chosen
characrer sequence unnl the pat-
ternt block is complere.
Lines 360-370: Send

the coni-

purer back to the inpus routine a:
line 200 if you wish to print another
pattern block.

i

119
120
260
270
28¢
330

S33
380

MODE 2:PRINT TAB(0,30);:H=19:0=29
BL=19:DIM P$(10),BL10),T{10}
PRINT"CHARACTER “§d;" "j:INPUT LINE P$(J)
EO0SUB 3000: INPUT"BACKBROLUND {0~15)";B ()
BOSUB 30001 INPUT*TEXT(0-15) ;T (J)

COLOUR 128+B(J):COLOUR T(J):PRINT
TAB(L,R)LEFT$IP$(I), 1)

COLOUR 128:COLOUR 7:PRINT TAB(0,30);

END

COMMODORE 64

110
120
130
260
270
28¢
290
330
3338
355

38¢

8L=30; BOSUB 2000:POKE 53280,0:FOKE 5328t,0
POKE 644,15:PRINT C$;LEFTS (R$,23);

DIM P$(10),R(10),T(10)sW=35:D=21
PRINT"CHARACTER"3J; ¢ INPUT P$ ()

BOSUB 3000: INPUT"TEXT COLOUR (0-15) “;T{d)
BOSUB 30001 INPUT"REVERSE (0 OR 1) ";A

IF A=0 OR A=1 THEN R(J)=A

POKE &44,T(J)tPRINT H$3TAB (L) ;LEFTS (RS ,R}}
PRINT CHR$ (18+128+R(J));LEFTS(P$(J),10;
FOKE &456,15:PRINT H$jLEFT$(R$,23}}

CHRS (146§

PRINT CHR$(145); tEND

-_'l i




GAME NOTES

Mu Torere is a raditional Maori
game from New Zealand. The
board consists of an 8 pointed star
and a central area called the
‘putahi’. The original boards were
either drawn on the ground or
marked out on the hark of a tree.
Now you can play Mu Torere
agamnstthe computer. Y ou have the
black pieces (numbered 1 to 4} and
the computer has the red preces.
This is a blocking game. The aim is

o blockade the computer’s pleces

50 that they cannot maove.
There are three types of mave:

(1) from the centre to a point of the
star;

{2} from one point to an adjaccnt
pOIRE

(3) from a point of the star ro the
centre (but only if one or both
neighbouring poines are occu-
pied by the enemy}.

The best way to learn the game is

by playing it as the compurer will
not allow you to break the rules!

{(When typing the program Spec-
rrum uscrs should nore thar the
keywords DEF FN and FN are used
in several places.)

PROGRAM NOTES

Lines 100-240: Display the board,
store che initial positions of che
pieces using arrays R, C, P and Q,
then decide whick player starts.
Lines 250-380: Determine the com-
puter’s move. Lines 260-310 enable
rhe compurer (o win in the current
turn if possible. Otherwise lines
320-370 selecr a valid move at ran-
dom. Line 380 is reached only if the
CUII]PUfCr CAnNnNor maove,

Lines 400-430: Decide whether the
computer has won.

SPECTRUM LISTING

| oo
=110
|| 120
| 130
| 140
150
164
170
| 180
;' 120
| 200

210G
‘ 220

' @230
240
250
250
270
280
290
00
310
330
40
350
T60
370
=80
400
410

420
430
440
450
I 450
470

f 480
| S00
:‘ 310

&0

REM MU-TDRERE

|
BORDER 1:FPAPER 7:INK 0:GOSUB 2000

CLS:LET V=0:LET H=0: INVERSE ©

FOR J=0 TO 120:LET A=PI*J/&0

LET K=9-5*ABS(SIN(4%*A))

LET R=INT(V+10.5-K*SIN(A))

LET C=INT (H+1&.5-K*COS(A))

GOSUE 4000:PRINT"#*:NEXT J:DBIM M(5)
DIM R{(9):DIM C(P):zDIM F(F):DIM Q(F)
FOR J=1 TO 9:LET P(I)=J:LET Q(J)=J
READ R(J},C(J):LET R(J)=V+R(J)

LET €(J)=H+C(J):NEXT J:READ G,X
pATA 10,7,%,9,1,14,3,23,10,25,17,23,
19,16,17,%,10,16,%,4

LET V=20:LET H=1: INVERSE 1:GOSUB 700
IF FNR{Z)=1 THEN LET W=1:G0T0 400
LET M$=" MY TURN ":GOSUB 900

IF 5=%9 OR R(9)<S THEN GOTO 32

LET F=FNC(S):LET G=FNA(S)

LET Y=B(F)>4 AND B{(FNC(F)) >4

LET Z=R(BG):>4 AND R(FNA(B)) >4

IF ¥ THEN LET N=@(F):G0TO 350

IF Z THEN LET N=QR(G):BO0TO 350

FOR J=1 TO S:LET M(J)=J+4:NEXT J
LET K=FNR(X):LET N=M(K)

LET P=1:LET T=1:G0SUER 800:LET W=1

IF T=1 THEN GOSUE &00:GOTO 400

FOR J=E TO 4:LET M(J)=M(J+1):NEXT J
IF X>1 THEN LET X=X-1:G0TO 330
LET M#="YOU HAVE WON":B0OTO 950
LET M#=" YOUR TURN *:B0SUB %00
IF S=9 OR B{(9)<5 DR P (W)=FNC(5)
P (W)=FNA(S) THEN GOTO 440

IF W<4 THEN LET W=W+1:60T0 410
LET M3=" I HAVE WON ":GOTD 950
INPUT" WHIGH PIECE ";N:GOSUB 3000
LET T=0:IF N<1 DR N>4 THEMN GOTO 470
LET P=5:LET T=1:GOSUB 800

IF T=0¢ THEN LET M$=" TRY AGAIN ":
GOSUB 900:G0TO 410

GOSUBR &00:LET X=4:G0TD 250

DEF FNC(P}=F+1-8*INT(F/8)

DEF FNA(F)=P-1+8*INT((7-F) /&)

LET P(PI=P (NI :LET G(P(N)}=9

aR




MU TORERE

Lines 440-480: Input your move,
checking that it is Jegal,

Lines 500-510: Define functions
which give the positions next to
posiion P, clockwise and anti-
clockwise.

Lines 600-740: Store and display
the new positions of the pieces after
cach move.

Lines 800-84(: Check that a move| |

does not break the rales. |
Lines 200-250: Print messages and
end the game.

610
&L20
700
*710
*720
730

a740
800
| ‘10

840
: 200
? 950

‘ 830

LET @(S)=N:LET P(N)=5:LET S=F(7)
FOR Z=1 TO 100:MEXT Z:BEEP 0.2,0
FOR J=1 TO 2:LET P#=CHRF(Q{J)+48)
IF Q{J) >4 THEN FP#=" ":INK 2

IF B{(J}=% THEN INK &

LET R=R{J):LET C=C{(J):605UB 4000z
PRINT F%

INE O:NEXT J:RETURN

LET L=P{N):IF =% THEN RETURN
LET J=P:IF FNC(L!=S OR FNA(L)=S
THEN RETURNM

IF 5=% AND (P(J)=FNC(L) OR P{D)=
FNA{L)} THEN RETURN

IF J<F+3% THEN LET J=J+1:G0TO 820
LET T=0:RETURN

GOSUB SO00:PRINT ME: PRINT:RETURN
GOsSUB 90¢0: INVERSE 0:5TOF

..Jl

i BBC/ELECTRON

110
120
| 230
255
335
520
710
720
| 740
| 950

MODE 1:COLOUR 131:COLCUR O
CLS:V=3:H=4:BL=18:G0SUB 2000

COLOUR 128:COLGUR 3:G0SUB 700:V=25:1Hd=1
FOR J=1 TO 2000:NEXT (

IF %=1 THEN N=Mi{)

FOR 2Z=1 TO BOQ:NEXT Z:S50UND 1,-13,33,4
IF R{J)>4 THEN P$=" ":COLOUR 129

IF @(J)=9 THEN COLOUR 130

COLOWR 12B:NEXT J:RETURN

GOSUB 900:END

* COMMODORE 64

110
120
230
520
620
710
720
740
930

POKE 53280,4:POKE §532B1,13:PAOKE &44,0:L0=0

BL=20;508UB 2000:Y=1:H=4:PRINT C$:P[=3,142
V=211 H=1tHI=20:DN=100:GQSUE 500:605UB 700
RETURN

FOR Z=1 TO 200:NEXT I1:GOSUB BQOO

IF B(J)>4 THEN P$=" ":POKE 6444,2

PRINT CHR$(1B)3:IF @(J)=% THEN PGOKE &46.18

FOKE &46,0:NEXT J:RETURN
GOSUB F00:PRINT CHR$(143):END
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GAME NOTES SPECTRUM LISTING

You are a detective hunting downa | 100 REM ROBEBER
Lank robber on the run and trying ®110 BORDER O:PAPER O:INK 4:DIM W$(315,1)
to recover the money he stole. At 170 DIM DE(4,1Y:LET U=0:LET P=3Z:CLS

the start of the game the computer 1Z0 DIM D(3):=:DIM R{Z00):DIM L (F00)

displavs a forest surrounded by a 140 GASUB 2000:LET S=FNR{15)+Uz:LET E=5-U

hedge. The rabber has just enrered 150 READ D#(1),D%(2) ,D*{(3),D%(4),6,T,X,M
. the forest from the West (left-hand 160 DATA "N","5","E","W",0,0,B,3

sidei. As he blunders abour among 170 LET B&="YALLALLLLLLLL L AL LATALL"

the trees he leaves a trail of foor- 180 LET MB=0:LET A=1:LET L=U:LET T&="£"

190 GOSUE 6000:FRINT™ ";B£:FOR J=1 TO 15
200 PRINT TAB(P+2);"%Z"; TAB(P+23) ; "%"
210 NEXT J:PRINT TAB(P+2) ;B#:LET wW=3.5
#220 IMK &4:LET TD=20:LET V=B:LET H=6
230 LET D=P+3:LET R(1)=5:LET C(1)=H
240 FOR J=1 TO I1S5:LET W&(J)=" “:NEXT J
250 FOR J=1 TO 10:G0OSUB &610:NEXT J
®2460 GOSUB S5000:PRINT INVERSE 13;W$(8)
270 INPUT"DIRECTION ";A%;" DISTANCE ";N
280 LET T=T+1:GOSUR S000:FRINT W#(X)
290 IF A%="N" AND V-N>U THEN LET V=V-N
300 IF AF="W" AND H-N>P+2 THEN LET H=H-N
310 IF A#="S5" AND V+N<U+1& THEN LET V=V+N
320 IF AF="E" AND H+N<P+23 THEN LET H=H+N
330 LET X=15% (H—-P—3)+V—U:LET L=U+19

prints and scattered banknotes.
Aflter a while the rabber may drop
the bag of money in the hope of
throwing you off his rrail.

You will have to wait a few
seconds while rhe compurer gives
the robber a ren-move start. Then
begin tracking him by keying in the
direction (N, F, S, W) you want to
zo, followed by a number for the
| distance you wish to move. After
cach move, any c'ues vou find
about the robber's trail will be
shown on the screen:

N=53C‘;?Omﬂ““g°mg 340 IF X<>32 OR 6=2 THEN GOTD 370
- - e 350 LET W3 (@)="R":LET G=G+M:GOSUE 6000
T roniused I0CIPURIS BOME | 1| 340 PRINT"YOU HAVE CAUGHT THE ROBBER™
! in several directions I70 LET L=U+20:G0SUB &000
| = spwercdbanote 380 IF X<3MB OR G=1 THEN BOTO 410
| |~ shows that the robber no | Il 395 pRINT® VOU HAVE FOUND THE MONEY™
'?wﬁfrﬁthemonﬂ’ | 400 LET G=G+1:LET MB=0:LET WE(X)="x"
o, = EHESHOEIREIOTRCY, |®*410 GOSUR J000:PRINT INVERSE 1j3W#(X)
R = the robber | 420 IF G<2 THEN BUOSUB &00
_If the robber reaches the East | || 430 IF G<3 THEN BOTO 270
(right) side of the hedge he may 440 IF M=X THEN LET L=U+20:GOSUB &0OO0O:
escape from the woods and ger PRINT" WITH THE MONEY™
| away. _ _ 450 LET L=U+21:G0OSUB 4000
The game continues unti] borh 450 PRINT" IN “;T;" TURNS"®
the robber (R} and rhe money *) 470 FOR J=1 TO A:LET R=R(J}
have been found. The object is to 480 LET C=C(J)¥:zLET N=15%(C-P-3)+R-U

find both of them in as few maves 420 GOSUR 4000:FRIMT INVERSE 1;W#(N)
as possible. || 500 FOR k=1 TO TD:NEXT K:iNEXT J:STOF
‘ &00 IF ABS(5-V}+ABS(D-H)<ZF THEN RETLIRM
610 FOR K=1 TO 4:LET D(K)=K:NEXT K =

#4520 LET F=0:LET N=FNR (W) :LET B=D (N} e
630 IF B=4 THEN LET W=W+0.5 N
s " &40 IF B{>T OR D-P<:22 THEW GOT
- =S s 2 0OTO &70 B
e = -
ST, [N fé‘;flf>
\ < OO
@) > = :
i Y-:{s\\*m@i <S>
AN

-:_g‘:—@-h



LET G=G+M:LET L=U+1%:GOSUB &00Q

FRINT" THE ROBBER HAS ESCAPED"
Ir (P=1 AND S5=U+1) OR (B=2 AND S=l+
15) OR <(B=4 AND D=P+3F)} THEN GOTO 720

IF B<% THEN LET R=5+2#BR-Z:LET C=D

IF B>2 THEN LET R=5:LET C=D-2#B+7
LET @=15%{C—-P-3)+R-U

IF WE(@)=" " OR F=1 THEN GOTO 750
FOR =N TO 4:LET D(EI=D(K+1}):NEXT K
LET W=W-1:1IF W>0O THEN GOTO &20

LET B=3:LET F=1:60TO &20

LET F#=D¥(R):LET S5=R:LET D=C

LET W=3.5:IF FMNR{(Z)<Z THEN LET P£=T%
IF WE(E}Y<>" " THEN LET FP$="72"

IF M=2 AND FNR{(3Z0)=1 THEN LET MR=E:
LET TH="+":LET M=2

LET A=A+1:LET WF(E})=F%:LET E=R:IF E=
ME THEN LET T#="L":LET M=3:LET MB=0O
LET R{A)=5:LET C{A)=D:RETURN

BBC/ ELECTRON

BEL=3%:1F PAGE=%EOC THEN MODE ! ELSE WODE 4
vou 19,1,232;:C.1:CL5:U=3:F=7:0IM D3(4)
V=iZ:tH=10:TP=300:C, 3:DIM W$ (315}
Col34:CoOrFRINT TAB(H,V);W${8):C.128:C.
INFUT TAB(O,28] "D REETIDN "AS; TAB( 18,28
“DISTANCE "N GOSUE Zp0o
C.1Z1:C 0:PRINT TAB(H,V);WE (K]
C.131:C,3:PRINT TARIC A);WEIN);
FaGiN=INT(RND{1)*@)+L:B=D(N)

Bl 2840,
s TAB(0,28)

COMMODORE 64

110
120
220
240
270
273

POKE 53280,0:FOKE S3281,0:P0KE &46,3:BL=39
PRINT CHR$(147):TD=50:U=0:F=7:1DIM D54}
POKE 6468,7:DIM W${315):VE=CHR$(18):V=8:H=10
GOSUB JOOOIPRINT V$;Ws(@)

FRINT H$;LEFT$(R$,23);"DIRECTION "y

INPUT A$:PRINT THB(IEJ'EHH$(145),

"DISTANCE ";:INPUT N:GOSYB 3000

PRCGRAM NOTES

| Lines 100-260: Assign initial values

to the variables and display vour
startng position in the wood.
Lines 270-330: lnpur your move
and calculate your new position.
Lines 340-410: Decide whether you
have found the robber or the
money, then display vour new
position.

Line 420: Moves the robber, if
necessary, using the subroutine at
line 600.

Line 430: Jumps 1o iine 270} for a
new mput if the game 1s not over.
Lines 440-500: Display the out-
come of the game and the robbet’s
route.

Lines 600-740: Movc the robber in
a randomly selected direcrion.
Lines 750-800: Determine whether
or not the robber bas the money.

jfﬁﬂ 410 GOSUB SOQ0:PRINT Vé;We(X)
p— 490 H0SUB 4CQCsPRINT U$;N$(N);H$;LEFT$(R$,20]
a20 LET F=0:LET N=FNR{W):LET B=DIN)
&
% - k&’
4 5

by
e

=)
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SORCERER'S STEPS

GAME NOTES

SPECTRUM LISTING

You arc a gallant knight trving to
rescue a helpless princess (or you
may ke a warrior maiden on a
similar quest). Tosucceed, and win
the game, you must reach the top of
the steps [cading ro the sorcerer's
rower,

Choose a level of difficulry from
1 {easy} to 20 (impossiblel, then as
you sef out to climb, the sorcerer
will bombard you with magic sym-
bols. To destroy each of these
s[range missiles vou must press tae
matching  key as

quickly as

possible.

Slowly you Aight your way upthe |
steps, Every time you are hit by a |
falling symbol, the strengrh of your |
enchanted swaord is recuced and
the game hecomes more ditheult.
The svinbols fall more quickly and
drive vou down the steps.

‘ 100
110
120
1320

*140
150
160

170
«] B0

ll.lr_:_ —_—

170
200
210
20
w20
| 240
2320
260

REM SO0RCERER

DEF FNT (X)=PEEX

"# 3 sMNEXT N

POKE

LET

GOSUB 1000:LET BL=0:GOSUR
DATA 57,121,121,4%,121,125,123,121
DATA 112,120,120,120,72,68,48,102,7
BORDER 2:FAFER &: INK O:CLS
2ILT2+2S64PEEK
LET L=5:LET P=1:GOSUR &000:PRINT .
"SORCERER 'S STEFPS"
READ W:PRINT: INPUT"
CL5:FOR N=1 TO 704:PRINT PAPER Z;

LET D=Z1-D:IF D<1 THEWMN LET D=i

FOR R=0 TO Z1:IF R>*8B THEN LET W=W-2
FOR C=0 TO W:GOSUB 4000:FRINT"
NMEXT C:MEXT R:LET S5=0:LET H=Z
2Z67Z,0:PORKE 23673,0:LET F=21
LET R=F—-1:LET C=H:G05UR 4000:PRINT Us%
R=F: GOSUEB 4000:FRINT Z#%

GOSUR &000: IF H=1 THEN GOTO 500

2000

236735

LEVEL (1-20) "D

-

t BBC/ELECTRON

tcommooonE 64

PROGRAM NOTES

140 MODE 1:VDU 23,1,0;
0:0;0;

DEF FNT(X)=TIME/Z
CLS:COLOUR 0:COLOUR
{29:FOR N=i TO 1200
PRINT"#"; tNEXT N |
COLOUR 130 '
TIME=0:F=21

SOUND 1,-10,100-2#
{R+F) ,D%0.4

FOR 2=1 TO D*40:
NEXT 2

FY 15,1

SOUND 1,-15,53,3:
LET H=H~1

130
180

185

230
300

303

335
350

; [ 140
i

145
150

180
185
230
390

303
330

POKE 53280,2:POKE
53281,7

POKE 446,0:PRINT C¥
DEF FNT(X)=
INT(TI®3/&)

FOR N=0 TO R99:POKE
J32956+N,2

POKE 1024+N,163)
NEXT N
TI$="000000":1F=21
FOR I=1 70 (D-1)4%10
NEXT 1
HI=30-F:L0=0:DN=50"
GOSUB 80Q0:iH=H~1

w

2/

Lines 100-150: Definc the ‘knight
graphics characters and ser up
screen colours.

Lines 160-170: Allow you te choose
a leve! of difhculty,

Lines 180-230: Display the flight of
steps and store injtial values of the
variables.

Lines 240-270: Print the knight and
jutnp 10 the winflose message rou-
tnes if appropriare,

Lines 280-340: Move a randomly
selecied character down the screen
and decide whetrher the correct key
1s heing pressed.

Lines 350-360: Move the knight
one step backwards and reduce the
nme delay in the characrer-moving
rourine.

Lines 400-430: Move the knighe
one step forward if the correct key




276 IF H=27 THEN GOTD &00 \
280 LET M=FNR{(26) +&64:LET R=0 |
290 GOSUB 4000:LET M3—CHRE (M) z FRINT M$
| 200 BEEF D/100,40-R-F |
“ 210 GBGOSUE 4000:FRINT™ ":LET T=FNT {1} /3000 l \
“ 220 IF RCF-T-2 THEN LET R=R+INT(T)

330 GOSUB 7000: IF K$=M# THEN 50T0O 400
=40 LET R=R+1:IF R<{=F THEN GOTD 290
®#T50 BEEF ©.2,0:LET H=H-1

360 LET F=4F-H-F:LET D=D*4/%:350T0 240

400 LET R=F—1:GOSUB 4000:FRINT" ":LET R=
410 GOSUE 4000:FRINMT"” “:LLET F=4F—-H-F

420 IF 5<21—-F THEN LET S=21i-F

470 LET H=H+1:G0TO 240

500 PRINT"THE SORCERER HAS WON" \
S10 PRINT" YOU CLIMBED ";S5;" STEPS" |
‘ 520 FRINT" AND SURVIVED FOR" }
SZ0 PRINT" ":FNT(1)/50;" SECONDS":STOF 1
\ &00 FRINT"YOU RESCUED THE PRINCESIS" ‘
! &10 PRINT™ IN ";FNT(1)/50;" SECONDS":STOF ‘

has been pressed.
Lines 500-610: Prine suitable mess-
ages when the game is over,

IMPROVEMENT

Skilled plavers can make the
game harder by changing the ex- |
pression for M in hine 280 to M=—
ENR(58) = 32.




GAME NOTES SPECTRUM LISTING

Teu farms in a remore part of the 100 REM FPORCELS —‘
country have heen cur off by 110 GOSUB 10C00:LET EL=1:GOSUEB 2000 |
muddy floodwaters. You are the 120 DATA 0,0,0,583,127,6%,1,0 i
pilot of a small aircrafr; your as- 130 DATA D,2,86,254,255,224,1922,0 :
signmentisto drop a ieoa parcel as 8140 LET W=20:LET D=20:LET L=0Q:LET B=100

close to each farm as pOSSibIC. #1500 BORDER S:FPAFER 5:INK ©:CLS |

Your aircraft keeps circling each 160 LET S=0:FOR T=1 TO 10:LET P=1:LET '
farm until you press capital D to V=D+1:LET H=0:LET F=FNR(W-16)+3
dL’(Jp a parcel. The centre of the 170 GOSUR &000: FRINTYFARM " 3; TzGOSUR S00G
target area ls marked by a cross, ®180 PAPER S:FOR N=0 TO 31:FRINTY %;

You can score up to 400 points 170 NEXT N:zLET H=F—-3:B0OSUR S000

| for a paccel dropped on targer ||| ®200 PRINTU——<+>——":PAPER 5
during the firse flight pass over any 210 LET K=2:LET R=FNR(7)+L:LET C=W+1
farm. Later drops on targel score EE BDSLEB S00: GOSUR 7000
ap to 200 poirts. Your score will =30 IF K¥<>"D" THEN GOTO 220
| vary depending on how close you 540 LET V=R+1i:LET H:E+i (LET 2:2
are to the target. Ng points are 290 BEHSHR SUCOrPRINT"#" XG0SR 500
viven for parcels which land out- EbG LET Nv=v+(2%Z+1) {SH‘ET Z=Z+1 ,
et tte i 270 LET NMH=H-1:IF NV:D THEN LET MH=H-

Tolig HTSO T INT (DY) /7 (NV- +0.5):LET NV=D !
dicates that \-'m; pfessed D ;;illare a0 BHSLE RODEERINT | B L H=THENY |
sl e pa)rcel bae lasided oft | 2720 &gg H=NH: GOSUR SO000:FRINT"#":GOSUER
sereen in loodwarer. s s ;.

The object of the pame is to gain | 300 IF V<D AND H>0 THEN GOTO 260

the highest score alter visiting ten | ‘
farms — ¢cores over 1300 are very |
zood indeed, | 1L : e

) - -\~ e



PROGRAM NOTES

Lines 100-150: Dehne the ‘aircraft’
graphics characiers, initalise vari-
ables and set up screen colours.
Lines 160-200: Print the ground
and a randomly selected targer
area.

Lines 210-230: Move the aircraft
across the screen unril the key D is
pressed. -
Lines 240-310: Move che atrerafc
and the parcel until the parce! lands
or reaches the edge of the screen. ‘
Lines 320-360: Calculate and print |
the score. |
Lines 370-400: Troduce

a short

pause then either send the com-
puter back to line 160 for the next
farm or display the final score.
Lines 3500-520: A suoroutine to
move the plane forward by one
characrer square.

310

=~
o

330
8340
350
260

I7G
380
S50
‘ 400

| 500
510
8520

IF V<D THEN LET B=0:G0OSUR S000: PRINT
"TOC LLATE":6G0O7T0 350

IF ABS(H-F)*>3 THEN LET (=0:G0T0 350
LET M=ABS{H-F):LET Q@=110-5%#M* (M+1)
IF M=0 THEN BEEF 0.2,0:LET (=0+70

IF C>0 THEN BOSUR 500:G0TO 350

LET S5=S+0L*k:1LET F=15:G05UE &000:;PRINT
"SCORE S0 FAR "35:LET F=1

SO5UE 4000:FRINT® ¢

FOR J=1 TO B:NEXT J

GOSUR S500C:FPRINT™ "INEXT T
GOSUER &000O:FRINT" YCUR TOTAL SCORE
5 “emeh "t PRINT: STOF

GDSUE 40CO:FRINT" ":1LET C=C-1

IF C<0 THEN LET C=W:LET K=1

GOSUE 4000:PRINT INE 2;U%;7F¥:RETURN

BBC/ELECTRON

140
130
138

180
200
340
520

W=38:D=24:L=4:B=1500

MODE 1:V¥DU 19,3,630;24,0;0;1279;139%;
COLOUR 131:C0LOUR 0:CLS:BCOL 0,130:CLG:
VDU 23,1,0;0;0;0;

COLOUR 130:FOR N=0 TO 39:PRINT® *;
PRINT"=={4>=="; COLOUR 131

IF M=0 THEN SOUND &,-15,53,4:LET @=0+50
COLOUR LtPRINT TABIC,R);U$;Z$:FOR

I=1 TO 40:NEXT J:COLOUR 0:RETURN

t COMMODORE 64

140
150
180

200
340
520

N=3B:D=22:L=1:B=200:DN=80: PRINT C#
POKE 53280,14:POKE 53281,14:POKE 4484,0
H1=20:L0=03PRINT CHR$(149);CHR$(18);:
FOR N=0 TO 38:PRINT" "j

PRINT"=={+>-="

IF M=0 THEN GOSUB B8000:Q=0+9¢

POKE 446,2:G05UB 4000:PRINT U$;2%:
POKE &46,0:RETURN

N

743
b iy



FORGERY

GAME NOTES

e BB e ]

A clever forger is at work. He is
producing counterfeit copies of
top-grade copper ingots. The for-
geries contain high proportions of

| SPECTRUM LISTING

100
110
120

REM FORGERY
GOSUR 1000:LET BL=3%:BOSUR 2000
DATA 295,259,255,253,299,255,255,
255,24 ,24,24 ,60,60,460,1256,126
EORDER O:FAPER 7:INK 0:CLS:LET Z=1
DIM B$(50,2):LET TD=200:LET C=15
INFUT"LEVEL (1 TO 8) *;L:GOSUB 3000
LET N=&6%L~-4+FNR(&):DIM W(N):LET W=0
LET L=1&:LET F=FNR(N):LET G=FNR(2)
LET W(F)=2%G—3:LET W&=CHR% (BO-4%)
LET A=0Q:LET P=L:GOSUB &6000:PRINT"%*"
FRINT TAB(P);Z%:PRINT TAR(P);U$
PRINT TAB(P);U$:PRINT TAB(C);U$;Us; UF
LET B=0:LET C=1:G0SUB &00:GOSUB 600
FOR J=1 TO N:LET V=3%INT((J—1)/10)
LET H=3%¥J-10%V-Z:LET B# (J)=U$+U%
GOSUR S000:PRINT STR£(J):NEXT J
GOSUB 700:LET S=0:1LET D=0:LET W=W-+1
INPUT"IN LEFT PAN “;X;" TO ";VY

IF X<1 OR X%X>N THEN GOTG 270

LET B=1:LET C=1:FDR J=X TO Y

IF B#(J)<>U$+U$ THEN GOTO 320

LET S=S+5+W(J):LET B$(J)="LP"

NEXT J:GOSUB 700:GOSUB 400
INPUT"MORE IN LEFT PAN (Y/N)";A%
GOSUB J000:IF Af="Y" THEN GOTO Z70
INFUT"IN RIGHT PAN "3;X;" TO "3V

IF X<1 OR X»N THEN GOTO 350

LET C=%:FOR J=X TQ Y

IF B#(J)<>Us+Us THEN GOTO 400

LET D=D+5+W(J):zLET B$(J)="RP"

NEXT J:GOSUB 700:GOSUB &400:LET C=1
INFUT"MORE IN RIGHT PAN (Y/N)";A$
BOSUR 3000:IF A%="Y" THEN GOTO 350
LET A=SGN(S-D):G0OSUB &400:BOSUB &00
INPUT"WOULD YOU LIKE ANOTHER
WEIGHING *;A%:GOSUR 3000

LET A=0:zIF Af="Y" THEN GOTO 220
INPUT "NUMBER OF FORGERY ";G

GOSUR 3000: INPUT" IS IT HEAVIER OR
LIGHTER (H/L) ";A%$:GOSUB 3000

IF G=F AND A%=W$ THEN GOTO 510
PRIMT#1; " SORRY-NOT RIGHT"
FOR J=1 TO TDzNEXT J:GOTO 220

LET R=21:LET C=5:G0SUB 4000:FRINT
"CORRECT IN ";W;" WEIGHINGS":STOP

LET C=C+B:LET A=—A:LET R=15-A

i

cheaper merals such as iead, iron | || ®130
and zing. | *140
You have just been shipped a 150
consignment of copper ingots ! 160
which inciudes ore forgery. You 170
can detect it because it will be | || 180
either heavier or lighter than the ||| 190
other ingots, Theaim of the game is 200
to find the forgery with as few ‘ 216
weighings as possible on your pair | || 2<9
of scales. i 230
Choose a level of difficulty from ‘ 240
1 {easy) to & (difficult). The com- 230
puter will then display up ro 50 ||| 289
| coppet bars. *=70
) 280
I You now enter the number of nog
bars vou wish to weigh. If there arc :00
8 barsin all, for instance, when vou __';10
see the message “IN LEFT PAN?", =

. : ; 320
you might place the first 4 bars in =30
the lefr hand pan of the scales by _:_'540
entering 1, and ther entering 4, The | =50
next 4 bars you would place in the 260
right-hand pan by entering 3, and | | =70
ther 8. To place just 1 bar into a ||| =gp
pan, enter the number of the bar ||| =zgq
{number 8 for example) both times. i 400
The computer weighs the ingots 210
and shows you the result. Keep 470
weighing the ingots until vou think | | azo
‘ you know which inget is a forgery; : 440

. then enter N when the computer
asks “WOULD YOLU 1IKE AN- 450
OTHER WEIGHING?". 440
Youshould then key in the num- 470

her of the forgery and H if von
think itis heavier or Lif vouthink it 480
ts ighter. The compuier will reveal w430
how accurate vour detective work 500
has been. | a10
| | eoo

L
ik
(30)




610 GOSUB 4000:PRINT™
620
*53F0

R-1,C+2;U$; Ut US

GOSUBR 4000:PRIMT"+";UF; "
LET R=R+1:1F B=1 THEN FRINT INK Z;AT

*:LET R=R+1
!l;Ui; ll*ll

&40 GOSUR 4000:PRINT" ";Uf;Us;Us;Us;Us;" @
650 LET R=R+1:G6G05UEB 4G0CO:PRINT"® =
®540 RETURN
00 FOR J=1 TO MN:zLET VY=Z%®IKT{({J-1)/109)+1
Z10 LET H==2+J-10¥V+9: GOSUR 5000
720 PRINT IME 23;B+(J):NEXT J:=:RETURM
)
BBC/ELECTRON tCOMMODORE 64
130 MODE 1:COLOUR 131: 130 POKE S3280,0:POKE
COLOUR 0:CLS 93281 ,12:POKE 644,0
[1133 Z=1:C=13: TD=2000 135 C=15:TD=400:1=2:
(1140 DIM B$(50):PRINT DIM B$(30)
TAB(0,25) 140 PRINT C$;
270 PRINT TAB(O,25) LEFT${R$,23};
272 GOSUB 3000: INPUT 270 L=23:P=0:G05UB &000
“IN LEFT PAN "X [t 272 PRINT:GOSUE 3000
274 INPUT TAB{(135,25) 274 INFUT"IN LEFT
| “TO "Y:GOS5UB 3000 | PAN ™1 X
| 350 INPUT TAB(Q,25) || 276 PRINT CHR¥(143};
"IN EIGHT PAN "X TRB(L7)3"TO ";
335 INPUT TAB(14&,23) 278 INPUT Y:G50SUB 3000
“TQ "Y:B05UB 3Q00 385¢ GOSUB &00G:INPUT"IN
490 PRINT TAB(9,25); RIGHT PAN ":X
“"SORRY-NOT RIGHT" 332 PRINT CHR$(143);,
§30 LET R=R+1:IF B=l TAB(1B);"TO "
THEN BOSUB 800 354 INPUT Y:GOSUB 3000
460 PRINT TAB(O,23)4:¢ 490 PRINT TAB(%!;"SORRY
RETURN -NOT RIGHT"
720 COLOUR L:PRINT 630 LET R=R+1i:IF B=1 TH
B${(J):COLOYUR 0 EN FRINT CHR$(28);
730 NEXT J:RETURN TAB(C+2);CHR$(143)
800 COLOUR 1! Us:Us3US;CHR$(144)
810 PRINT TAB{(L+2, 460 GOSUB &6C00:RETURN
| R-1);U$;U$;U$ 720 PRINT CHR$(28);
820 COLOUR 0:RETURN B${(J);CHR$(144)
730 NEXT J:RETURM
|
ore < U

PROGRAM NOTES

Lines 100-150: Define two graohics
characters, set display colours and
input level of difficulty.

Lines 160-180: Select random num-
bers which determine the number
of ingots, the location of the forged
ingot and irs weight.

Lines 190-260: Print the scales wich
empty pans ard cthen the ser of
CoOpper ingots.

Lines 270-340: Input the numbers
of the bars to be placed in the left-
hand pan,

Lines 350 420: Tnput the numoers
of the bars to be placed in the right-
hand pan.

Lines 430-450: Display the result of
the weighing and jump back to line
220 if a further weighing is re-
quired.

Lines 460-510: Inpur your answers
to the problem and print suitable
Messages.

Lines 600-660: Subroutine to prin:
the copper bars and their position
on the sca'es.




SUBROUTINE NOTES | 'SUBROUTINE LISTINGS

The subroutines nuribered 1000,
2000, 3000 and on up w 8000 con-
tain that are used
again and again throughour e
book. They should be typed in ar |
the end of the main program. '
Recording the subroutines on
anather cassctte makes a lot of
sense as it saves you a greal deal of‘
time typing. Before you start to
enter a new Brogran, load the sub- | |
routines first and then type in the
main listing; otherwise it s not
possible to mierge the tieo,

LINE NOTES

nstructions

Lines 1000-1100: Set up two speci-
ally designed graphics characters
and s1ore them as variables U$ and
Z3.

Lines 2000-2030: Define a random
number and on the Commeodore 64 |
setupthe variables used to position | |
the cursor,

Lines 3000-3010: Clear the input
line on the screenso it is ready fora
new input.

Lings 4000, 5000, 6000 Move the
Cursir (o & gIven posirion.

Line 7000; Stores any key you press
as variable K3.

Lines 8000-8040; Proauce g short
sound for the Commodore 64 only,
The variables HI and LO derer-
mine the pitch of the note and vari-
able DN the lengeh of the note.

SPECTRUM:

1000
101G
1020
20400
2010
2000
400
5000
&HOG0O
FTOHO0

FOR N=0 TO 15:READ DiFOKE USR"A"+N,D
NEXT N:LET U#$=CHR$144:LET Z$=CHR%145
RETURN

DEF FN K(N)=INT (RND*N)+1
RANDOMI ZE : RETURM

RETURN

FRINT AT R,C::RETURN

FRINT AT V,H;:RETURN

FRINT AT L,F::RETURN

LET E$=INKEY#$:RETURN

BBC/ELECTRON:

1000
1010
102G
2000
2010
Z000
Q00
2000
L0080
pasialal

FOR J=0 70 1:VDU 23,224+7
FOR hN=1 TO B:READ D:vDl D:zMEXT N
MEXT J:Us=CHR$ZZ24: 73=CHREZZ5: RETLRHN

DEF FRNR (M) =RKND (M}
RETURN
FRINT CHREF11;EFC(EBL) ;CHRFLIS; s RETURN

FRINT TARIC,R) ; : RETURN
FRINT TAE(M,V);:RETURN
FRINT TAE(P,L);:RETURN
E$=INKEYE(2) s RETURM

COMMODORE 64

100G
1010
1020
LOT0
1040
1050
1040
1070
1080
1070
1100
2000
2010
2020
2050
3000
ZCG10
4000
S000
HO00
7000
8000
2010
8G20
8oE0
8040

FRINT: IF FEEK (52272)=2¢ THEN 1070
FRINT"PLEASE WAIT FOR A MOMENT"
FOKE S3272,28:FPOKE 52,48:POKE 56,48
CLR:FORE S6334,FPEEK (56334) AND 254
FOKE 1,FEEK (1) AND 251

FOR N=0 TO 1535

FOKE 1Z2288+N,PFEK (53248+N) :NEXT N
FOKE 1,PEEK{(1) OR 4

FOKE 56334,PEEK(S56334) OR 1:60T0 110
FOR N=C TO 15:READ D:FOKE 125844N,D
NEXT N:U$="%":zZE="%":RETURN

DEF FNR{N)=INT {RND (0) *N) +1

FOR N=1 TO Z4:R¥=RF+CHR$(17) :NEXT N
FOR N=1 TO BL:BL$=RL%+" ";NEXT N
CF=CHRE (147) : H¥=CHR% (19) : RETURN
FRINT CHR%(145);BL%$;CHRE (145) ;
FRINT CHR% (173);:RETURN

FRINT H#;TAR(C);LEFT# (R%,R); :RETURN
PRINT H#;TAB(H) ;LEFT# (R$,V) 3 : RETURN
FRINT H¥;TAB(P):LEFT#(R$,L);:RETURN
GET K#:RETURN

POKE 54272,L0:POKE S427%,HI

POKE 54277,0:FPOKE S54278,240

FOKE 54256,15:FOKE 54276,33

FOR T#=1 TO DN:NEXT TM

FOKE 54276,72: RETURN

)
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Micromasters Computer Games

gives line-by-line listings for keying in 14 games for the
Spectrum, BBC, Electron and Commaodore 64. The games
vary from simple blocking games to brain-teasers, games
of strategy and keyboard trainers; levels of difficulty range
from simple to near impossible! The listings are quick to
key in, and subroutines for colour and sound are included.

Author Patricia Grady teaches computer studies and has
taught mathematics from junior to diploma level. She
has published books on mathematics, games and puzzles.




