TARGET
LOCKED +++
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Hi there, gamesters, it's time for another bumper
Book of Games just in time to stop you getting
bored during the summer holidays.

We think we’ve come up with another interest-
ing and entertaining selection of programs sent
in by our readers.

Besides being fun to play, they'll hopefully
help you improve your programming skills.
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far between — but if you have any problems,
don't hesitate to call C&VG's Bug Hunter who
will try and solve your problems.

And if these listings have inspired you to try
your hand at coming up with a game of your own,

All the games have been tried and tested by
our team of reviewers. Bugs should be few and
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we may be able to publish it.

The star fleet has been destroyed and your ship is the only
survivor. Now a meteor storm strikes. Can you make it back
to the Mother Ship?
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Have you written a games program that you'd like to see printed
within C&VG?You have? Then fill in this form and rush it to us at
Computer & Video Games, Program Listings, Priory Court, 30-32
Farringdon Lane, London EC1R 3AU. We pay £25 for each listing
we print — so get your game to us today!

We'd also like you to send us a photograph of yourself — it
doesn’t matter how silly you look — so we can feature your
smiling face alongside your listing and make you REALLY
famous. Money and fame — what more could you ask for?

Please fill in the form below carefully so we know exactly
what's going on in your game. And please include full
instructions and program details along with your tape. Don't
forget to keep a copy of your game for yourself. We're afraid that
we can’t return your tapes to you.

Talking of tapes — that's how we'd like you to send your
games in to us. On tape or disc — with a listing if you have a
printer.

Lots of our readers have been asking just what happens to
their games when they arrive at C&VG. Well, we send them out to
our team of hard working reviewers who let us know just what
they think of your game. If they like it, your tape will go into our

Acknowledgement sent:

Name of

eValEatan sl Sl SR e e L e e e

Needs to be returned to
author for alterations:

Bue:to be published In. .. .. ... .00 vl

issue of magazine.

GANES!

“to be published" files. And that's where the waiting starts. We
receive several hundred tapes each month — and loads of them
are printable. So it can take quite a while to see your game in
print. But we like to think that it's worth the wait!

And starting here and now you could become C&VG's
Programmer of the Year — which we'll judge at Christmas time.
So you could get an unexpected Christmas bonus. And don't
worry those of you who already have had programs printed —
you'll be eligible too!

Evaluator’s comments

Good enough
to publish

Needs some
tidying up

Not worth
publishing

Same game
already published
on this micro

Wouldn'’t load
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All weapons are out, the rest of the fleet is destroyed, and you're stuck in
the middle of a meteor storm, desperately trying to make it to. the Mother
Ship. | know what you're thinking: “Why does it always happen to me?!"

The idea of the game is to dodge the approaching chunks of rock to

dock with the Mother Ship at the top of the screen. The keys are:
Cursor Right

= RIGHT
Cursor Down = LEFT
Space Bar . P

41 HIS=O

2 = s R2= :R .-Q:RLI,-- 6: R ——lll'-—'F-}
I8 H

i =10

;0 RE“‘ o D ARIBLES *‘* :
5 A25 28 :Siu2 H =

1:5&276:wz=5u283 -

H1=54273:H2= : e

o OKE 53280.0.POKE [DOWN][DOWN][RI

12c PRINT e TE][RIGHT][RIGHT][
120 P Jinon

[DowN][Dow

[RIGHT]{RI

60 EN¥%=9:

1=54272: L2=5u4279

[DOWN][DOWN
own] [DO
RIGHT][RIGHT][RI

[RVSON] SPACE BAR TO STA

85
GHT] [RIGHT] {RIGHT] PRE

RT"
150
160
170
122 FOR Z=1 TO 20: NEXT
o 150 _—

202 ig; *%% SET UP VARIBLES
21
*
230 GOSUB 99%0

[ o]
240 GOSUB L N

iy hes ORE AND ENERGY
e EM B PRINT up SC Lo
2267(()3 F‘E:‘OKE 53280,0:POKE 53 ;

"
T"[CLE&R] :
28% Pl;illhl:lT "[HOME] [RED] [RVSON}
il 29

"o

| ERGY=
"[RVSOFF][WHITE]EN

385 TO 55406
2*RND(1)+1)
THEN NEXT A

300 PRINTTAB(SO):
", EN%S LR
310 PRINT

HOME

N1
ulle *] [RVSO
nte CIE;V;é;;I[sEPl[c ylle T1l

c *¥]1lc
}c ulle ylle Y1
wnl (D
oyt T TAB(30):“[WH1TE}[DOWN][DO
330 PRIN " won
C : SC3 -
OWN]SLORE : ) -"[DOWN]TRIP 3
S PRIN% 112&20):"[DOWN}[DOWN][DOW ]
o coom e ON SCREE
oty TION SPRITES P
o 100: -x3=230:xu=15 : 2
350 X1= : _

N Wk

e X] -

| L1 BY ALLAN SHORTT

When typing in the listing, you'll often find words within square
brackets, indicating the keys ycu should press. This method eliminates all
those nasty-looking graphics characters. So: ;

|HOMEI —  Press the HOME key.
IREDI —  Colour Red.
Is X1 Press key X whilst pressing SHIFT.

Press key X whilst pressing C=.




581 POKE Ul.lQﬂ:POKEUlhl.lﬁc
582 Ul=U14+1

584 1F U1>=1053 THEN Ul=1024
590 REM *% SEE IF SPRITE HITs BOTTEM #x%
600 1R 1>=255 THEN R1=30:SC=SC+10:GOSUE
15&0:GOSUBllgD:PGKEV+2.X1:POKEV+3.R1

610 1F R2>=255 THEN R2=30:GOSUB 15&0:603
UB 1200:POKEV+H.XE:POKEV+5.R2

620 1F R3>=255 THEN R3=30:GOSUB 15&0:608
UB 1210:POKEV+6.X3:POKEV+7.R3

30 IF Rﬂ>=255 THEN Ri=3 15&O:GOS

POKEV+g

15HO:GDS

1540:Gog
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960 IF EN%¥<1 THEN 1410

g80 GOTO 490C

990 PRINT"[CLEAR]“;

1000 REM ** MAKE UP EACH SPRITE *%¥*

1010 v=53248

1020 POKE 2040,13

1030 FOR S=0 T0 62:READ D: POKE 832+8.,D

1040 NEXT S

1050 RETURN

1060 POKE 2041, 104: POKE 20042, 14: POKE 2043

, 14: POKE 2044,104: POKE 2045, 14

1070 POKE 2046, 14: POKE 2047, 104

1080 FOR 8=0 To 62:READ D: POKE 8g96+3,D: N

EXT

1090 RETURN

1100 DATA 6u.0.2.6&.0.2.22&.0.7.22&.o.?.

160.0.5.160.0.5.160.2&.5.160.2&,5

1110 DATA 240,24,15,1 ,60,13, au,126,29

.18&.91,29.190.91.125.25&.126,127

1120 DATA 255.255.255.191.255.255.191.25

5;253.223.2 ., 253, ' 31,143

1130 DATA 10 ., 231, 6,63,195,252

1140 DATA 3. ’ .3.25&.0.7.255.0.15.255

.22&.31.255.2&0.63.255.22h

1150 DATA 63.255.22&.63.255.252.127.255.

25ﬂ,127.255.25“.127.255.25ﬂ

1160 DATA 127.255.252.127.255.252.63.255

.252.63.255.2&8.63.255.22u

1170 DATA 30.255.192.6.127.22&.0.63.128.

0,6,0,0,0,0

1180 REM *% POSITION SPRITE AT RANDOM ¥

1190 Xl:INT(250*RND(1)+1):RETURN

1200 X2=INT(250*RND(1)+1):RETURN

1210 X3=INT(250*RND(1)+1):RETURN

1220 xu=1NT(250*RND(1)+1):RETURN

1230 X5=INT(250*RND(1)+1):RETURN

1240 x6=1NT(250*RND(1)+1):RETURN

1250 X?sINT(ZSD*RND(1)+l):RETURN

1260 GOTO 190

1270 EN%=EN%-1

1280 IF EN%<1 THEN 1320

1290 PRINT "[HOME]":TAB(37):EN%

1300 RETURN

1310 REM x% MOVE TE TO TOP OF SCREEN

1320 POKE , Xz : RETURN

1330 POKE

1340 POKE y+4,60: POKE y+5,20:

1350 POKE v+6,90: POKE V+7.20:RETURN

1360 POKE y+8,100: POKE V+9.20:RETURN

1370 POKE v+10,110: POKE V+11.20:RETURN

1380 POKE v+12.1uo:POKE V+13.20:RETURN

1390 POKE V+1u.lBO:POKE V+l5.20:RETURN

1400 IF EN%>=1 THEN RETURN

1410 REM ¥* GAME OVER ROUTINE **

1420 POKE 54296.0

1430 ZZ=1

14040 GOSUB 1840

1450 ZZ=0

1460 POKE 53280.0:POKE 53281,0

1470 PRINT " [CLEAR] GAME OVER "

1480 PRINT w[HOME1":
"LWHITE}[DOWN][DOWN][DOWN}[RI
[RIGHT][RIGHT][RIGHT]{RIGHT}[

][RIGHT]{RIGHT][RIGHT

] [RIGHT] RIGHT}[RIGHT][RIGHT][RIG

HT][RIGHT][RIGHT][RIGHT}[RIGHT][RIGHT}[R

IGHT]YOU SCORED :":iSC

149% IF gc>HIS THEN HIS=SC §

1500 PRINT “[DOWN][DOWN][DOWNJ[DOWN][DOW
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BY PAUL EVANS

Fortunately, there are only two keys to master in this fast

action levels-and-ladders game for the BBC micro. These
are: Z — left X — right.

The object of the game is to collect the keys which
you'll find scattered about the screen, then return to the
starting door to move onto the next screen. You move up
a level simply by running into a ladder, and down again by
dropping through any of the holes in the floors.

Just to make things a little more complex, you'll find
yourself pursued by Pacmen, bent on your destruction.
These will move relatively slowly on the first screen, but
speed up later on, whilst you find yourself slowing in
comparison.

Finally a tip from the author: “‘Move at just the same
speed as the Pacmen, because they can match any speed
that you move at.”

10 MODE2
11 GOTO11000
15 *FX11,0
20 PROCUDGS
30 VDU23;8202;0;0;0;
39 PR=1:PS=1
4o MX=967:MY=127:AX=135:AY=991:BX=839
:BY=607:CX=7:CY¥=511:80=0:08=0:S=0:P1=64:
P2=64:P3=604:MZ=130
50 GOTO2000
110 GOTO50
1000DEFPROCUDGS
1010 VDU23,128,28,12,72,62,9,20,34,17
1020 VDU23,129,56,48, 13 124,144,40,68,1
36
1030 vDbU23,130,28,28,8,127,8,20, 34,65
1040 VDU23,131,66,126,66,126,66,126,66,
126
1050
53,152
1060 vDU23,133,18,63,127,63,31,63,127.,5
o
1070 VvDU23,134,72,252,254,252,248,252,2

vbuz23, 132,90, 255, 255, 255, 255, 255, 2

54,76

1080 vbU23,135,0,0,32,80,95,85,32,0
1090 VvDU23,136,8,8,8,24,24,8,8,8

1100 VvDU23,137,60,126,252,248,252,126,6
0,0 :

1110 vDU23,138,60,126,63,31,63,126,60,0
1120 vDU23,139,68,238,254,254,254,124,5
6,0 :

1130 VvDU23,140,255,255,255, 255,255,255,
255,255

1140 ENDPROC

2000 VDUL:REM SCREEN I

.2010 CLS:COLOURLC:PRINT"SCREEN NUMBER:
":PS

2020 COLOUR13:PRINT" ".:VDUL

35: PRINT: COLOUR1:VDU133,132,132,132,134:
CCLOURO: VDU140: COLOUR1:VDU133,132,132:C0O
LOUR7:VDU131: COLOUR1:VDU132,132,132,132,
132,132: COLOUR7: VDU131: COLOUR1:VDU132, 13
2,134

2030 COLOURT: PRINT" ";:VDUL131:P
RINT" ";:VDU131: PRINT: PRINT"

";:VDU131: PRINT" ";:VDU131: PRINT
2040 COLOUR1:VDU133,134:COLOURO: VDU140:

COLOUR1:VDU133,132: COLOUR7: VDU131: COLOUR
1:VDU134:COLOURO: VDU140: COLOUR1: VDU133,1
32,132: COLOUR7:VDU131: COLOUR1:VDU132,132
,132,132,132,132,132,134
2050 COLOUR7:PRINT" ";:VDU131: PRINT
1" ";:VDU131: PRINT: COLOUR13:VDU135: CO
LOUR7: PRINT" ", :VDU131: PRINT" e
VDU131: PRINT

2060 COLOUR1:VDU133,132,134:COLOURO: VDU
140: COLOUR1:VDU133,132,132,132,132,132,1
32,132,132,132,132,132,132,132: COLOUR7:V
DU131:COLOUR1:VDU134

2070 COLOURT7:PRINT" ",
:VDU131: PRINT: COLOUR7: PRINT"

"..VDUL131: PRINT

2080 COLOUR1:VDU133,134:COLOURO:VDU1U40:
COLOUR1:VDU133,132,132,132,132,132,132:C
OLOUR7:VDU131: COLOURL1: VDU134: COLOURO: VDU
140: COLOUR1:VDU133,132,132: COLOUR7:VDU13
1: COLOUR1:VDU132,132,134

2090 PRINT" "::COLOUR7:VDU131:
PRINT" . :VDU131: PRINT: PRINT"

" :COLOUR7:VDU131: PRINT" ".:VDU13

1: PRINT

2100 COLOUR1:VDU133,132,132,132,132,134
: COLOURO: VDU140: COLOUR1:VDU133: COLOUR7:V
DU131:COLOUR1:VDU132,132,132,132,132,132
sl32, 182 13> 1 go g3l

2110 COLOUR7:PRINT" ", :VDU131: PR
INT: PRINT" ";:VDU131: PRINT"

" :COLOUR13:VDU135: COLOURO: VDU140

2120 COLOUR1:VDU133,132,134:COLOURO: VDU
140: COLOUR1:VDU133,132,132,132,132,132,1
32,132,132: COLOUR7:VDU131: COLOUR1: VDU132
b e et e s e i B VT

2130 PRINT" . :COLOUR7:VDUL
31: PRINT: COLOURO:VDU140: COLOUR13:VDU135:
PRINT" ": : COLOUR7:VDU131: PRINT

2140 COLOUR1:VDU133,132,132,132,132,132
: COLOUR7:VDU131: COLOUR1:VDU134: COLOURO: V
DU140: COLOUR1:VDU133,132,132,132,132, 132
+132,132: COLOUR7:VDU131: COLOUR1:VDU132,1
34

2150 PRINT" "; :COLOUR7:VDU131: PRIN
it ";:VDU131: PRINT: PRINT"
"; :COLOUR7:VDU131: PRINT"

131: PRINT

2160 COLOUR1:VDU133,132,132:COLOURY: VDU
131:COLOUR1:VDU132,132,132,132,132,134:C
OLOURO:VDU140: COLOUR1: VDU133, 132: COLOURY
:VDU131: COLOUR1:VDU132,132,132,132,132,1
34

2170 COLOUR? PRINT" ""VDUlSl:PRINT“

:VDU131: PRINT: PRINT" ;:VDU1
31: PRINT" "; :COLOUR13: VDU135: COLOURT7=:
PRINT" ";:VDU131: PRINT

2180 COLOUR1:VDU133:COLOUR7:VDU131:COLO
UR1:VDU132,132,132,132, 134: COLOURO: VDU14
0:COLOUR1:VDU133,132,132,132,132,132,132
«132,132,132,132, 131

2190 COLOURY7:PRINT"
NT" ";:VDU131:PRINT"
OUR11:VDU136: PRINT

2200 COLOUR1:VDU133,132,132,132,132, 132

»132,132,132,132,;,132,132,132,132, 132 132

N VDI

";:VDU131: PRINT: PRI
Ne s COL

8908

e e ¢
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+132: COLOUR7:VDU131: COLOUR1: VDU132, 134
2210 PRINT" "; : COLOURT7:
VDU131: PRINT: PRINT" M
OLOUR7:VDU131

2215 VDU5: MOVEMX, MY: GCOLO, 5: VDU130: MOVE
AX.AY:GCOLO.3:VDU13Q

2220 GOSUB8000: IFSO=-1THENSO=0: PS=PS+1:
PR=PR+1:GOTO40

2225 IFPS=70RPS=130RPS=190RPS=250RPS=31
ORPS=370RPS=U430RPS=490RPS=550RPS=61THENP
R=1

2230 IFPR=30RPR=6THENGOSUBQ010: GOSUB902
0: GOSUB9000: GOTO2300

22040 IFPR=20RPR=5THENGOSUB9000: GOSUBQO1
0: GOTO2300

2250 GOSUB9O0OO0OO

2300 IFOS=-1THEN1000OO

2310 GOTO2220

8000 SOUND2,-10,77.1:BN=50-2%PS

8001 IFBN<1THENBN=2

8010 A$=INKEY$(BN):IFA$=""THENMOVEMX, MY
:GCOLO, 5: VDUMZ: RETURN

8020 IFA$<>"Z"THENB8030

8025 IFMX>6UTHENMX=MX-6.4:GOTO8050

8027 RETURN

8030 IFA$<>"X"THENS8OULO

8035 IFMX<1215THENMX=MX+604:GOTO8050
8040 RETURN

8050 IFPOINT(MX+32,MY-16)<>11THEN8060
8055 IFS=5THENS=0:GOTO8600

8057 GOTO8500

8060 IFPOINT(MX+32,MY-20)<>7THEN8QT70
8062 IFA$="Z"THENMOVEMX+64,MY:GCOLO,0:V
pU1lo

8063 IFA$="X"THENMOVEMX-64,MY:GCOLO, 0:V
DU140

8065 FORI=1TO3:MY=MY+32:MOVEMX,MY: GCOLO

+5:VDU130: MOVEMX, MY-32: GCOLO, 0: VDU130: MO
VEMX, MY-32: GCOLO, 7: VDU131: SOUND2, -10, 97+
I*%40,1:NEXTI:IFPOINT(MX+32,MY-20)<>7THEN
8ozo0

8066 GOTOB060

8070 IFPOINT(MX+32,MY-UU4)<>O0THEN8BO8O
8072 IFA$="Z"THENMOVEMX+64,MY:GCOLO,0:V
DUl4o

8073 IFA$="X"THENMOVEMX-6U4,MY:GCOLO,0:V
DU140

8075 FORI=1TO3:MY=MY-32:MOVEMX, MY: GCOLO

» 5:VDU130: MOVEMX, MY+32: GCOLO, 0: VDU130: SO
UND2,-10,250-I%40, 1: NEXTI: GOTO8020

8080 IFPOINT(MX+32,MY-16)=13THENS=S+1:M
OVEMX,MY: GCOLO, 0: VDU140: SOUND3, -10, 253, 2
8090 IFPOINT(MX+32,MY-16)=3THENOS=-1:RE
TURN

8399 SOUND1,-10,121,1

8400 IFA$="Z"THENMOVEMX,MY:GCOLO, 5: VDU1
28 : MOVEMX+64,MY: GCOLO, 0: VDU140:MZ=128: RE
TURN

8410 IFA$="X"THENMOVEMX,MY:GCOLO, 5:VDU1
29: MOVEMX-64,MY: GCOLO, 0: VDU140:MZ2=129: RE
TURN
8500

8510
8600

IFA$="Z"THENMX=MX+6U4: RETURN
IFA$="X"THENMX=MX-6U: RETURN
REM CHANGE SCREEN

8650 SO=-1:RETURN

9000 MO=Pl:X=AX:Y=AY: PROCCHASE: P1=MO: AX
=X:AY=Y: RETURN

9010 MO=P2:X=BX:Y=BY: PROCCHASE: P2=MO: BX
=X: BY=Y: RETURN
9020 MO=P3:X=CX:Y=CY: PROCCHASE: P3=MO: CX
=X:CY=Y: RETURN

9100 DEFPROCCHASE

9110 IFX+MO>1279THEN9500

9120 IFX+MO<OTHEN9500

9125 SD=INT(RND(1)*3): IFSD=1THEN9130
9126 GOTO9140

9130 IFX>MX THEN MO=-64

IFX<MX THEN MO=64
IFPOINT(X+MO+32,Y-16)=11THENG500
9150 IFPOINT(X+MO+32,Y-16)=13THEN9500
9160 IFPOINT(X+MO+32,Y-16)=50RPOINT(X+M
0+32,Y-12)=5THENOS=-1: ENDPROC
9165 IFX=MX AND Y=MY THEN OS=-1:ENDPROC

9135
9140

9170 PP=0:IFPOINT(X+MO+32,Y-20)<>7THENG
180

9172 MOVEX, Y:GCOLO, 0:VDU140

9175 FORI=1TO3:Y=Y+32:MOVEMO+X,Y:GCOLO,
3:VDU139: MOVEMO+X, Y-32:GCOLO, 0: VDU139: MO
VEMO+X,¥Y-32:GCOLQ, 7:VDU131: SOUND2,-10,97
+I*40,1: NEXTI:X=X+MO: PP=1

9176 MOVEMX, MY: GCOLO, 5: VDUMZ

9177
9180 IFPOINT(MO+X+32,Y-UU)<>0THEN9190
9182 MOVEX, Y:GCOLO,0:VDU140

9185 FORI=1T0O3:Y=Y-32:MOVEMO+X,Y:GCCQLO,
3:VDU139: MOVEMO+X, ¥Y+32: GCOLO, 0: VDU139: S0
UND2,-10,250-I%40,1: NEXTI:X=X+MO: PP=1
9186 MOVEMX,MY:GCOLO, 5: VDUMZ

9190 REM 4
9400 IFMO=-6U4THENX=X+MO:MOVEX, Y:GCOLO,3
:VDU138: MOVEX+64,Y: GCOLO, 0: VDU140: GOTO99
98

QU410 IFMO=6UTHENX=X+MO:MOVEX, Y:GCOLO, 3:
VDU137 :MOVEX-64,Y:GCOLO, 0:VDU140:GOTOG99
8 e
MO=-MO
REM

9500
9998
9999 ENDPROC
10000 MODE7:SOUND1,-10,5,15: PRINTTAB(10,
10); :VDU141: PRINT"YOU'RE DEAD!!!"

10001 VDU141:PRINT" YOU'RE D
EAD! 11"

10010 PRINT:VDU141:PRINT" YOU SCORED:";
PS*5+8

10020 VDU141:PRINT" YOU SCORED:'"; PS¥5+S
10999 END

11000 CLS:INPUT"COLOUR OF PAC-MAN: "PMC
11010 INPUT"COLOUR OF YOU: "MC

11011 PRINT

11020 INPUT"KEY COLOUR: "KC

11021 PRINT

11030 INPUT"DOOR COLOUR: "DC

11031 PRINT

11040 INPUT"FLOOR COLOUR: "FC

11041 PRINT

11050 INPUT"LADDER COLOUR: "LC

11051 PRINT

11055 INPUT"BACKGROUND COLOUR: "BC
11060 VvDU19,3,PMC,0,0,0:VDU19,5,MC,0,0,0

:vbU19,13,KC,0,0,0:VDU19,11,DC,0,0,0: VDU
i19,1,FC,0,0,0:VDU19,0,BC,0,0,0:VDU19,7,L
c,0,0,0

11070 GOTO15
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This fast-action Vic-20 version of the classic game Breakout after the other on tape. When typing in the listing, you'll often find - el

certainly deserves a look. words within square brackets, indicating the keys you should press. oy
Use the keys: This method eliminates all those nasty-looking graphics characters. ' < "‘,*".'
“" — Left  “f" — Right So: e
4 to move the bat. Hit the bouncing ball to destroy the rows of  [HOME] —  Press the HOME key. S

coloured bricks. The ball has an annoying habit of changing r
direction when it knocks a brick out of the wall, so you're never quite IRED] = lealguened - %
P oW sure where it'll return. Is X] —  Press key X whilst pressing SHIFT.

The program loads in two sections which you'll have to save, one

lc X1 —  Press key X whilst pressing C=.

OKE36879.,8
;g gRlNT"[CLEhR][NHITE}[RIGHT][RIGﬁ;é&?;:
GHT][RIGHT}[RIGHT][RIGHT][RIGHT][R i
REAKOUT[RVSOFF]"
30 PRINT" [DOWN] [CYAN
RE: "
4o PRINT"
T] (RIGHT] [RIGHT

T >
. :I;TPRINT“ [DOWN] [WHITE] [RIGHT] [RIGHT] [RIG [ :

HT] [RIGHT] [RIGHT] [RIGHT] [RIGHT].". "[RIGH

T][RIGHT}[RIGHT}/"
60 PRINT" [DOWN] [DO ias
H
F THE [DOWN]BAT i
iDOPRINT"THE BALL TO [DOWﬁ]THE LEFT
TO [DOWN] THE RIGHT.
goﬂig§§=1Tozooo:NEXT:PRINT"[DONN}[Do¥g]£
R WHITE][RIGHT][RIGHT][RIGHT]THE{i?ZgT][RI‘
ow[RIGHT][RIGHT][RIGHT}[RIGHT] aurl 1T (i
GHT}[RIGHT}[RIGHT][RIGHT][RIGHT][ %

- L1
Vi ggnigg1=lT02000:NEXT:PRINT"[BLACK][DOWN]

| e 2 [DOWN] [DOWN] [DOWN] [DOWN] [DOWN] [DOWN] [DOW

OWN] [DOWN]" : .
iééDPDKElga ,5: POKE631., 78: POKE632, 69: POK

633,87 POKE63U4,13: POKE63. 131:END

2 : - . o y(?’ A.é o
£ B 'r"'{}”‘?‘ o e o0y

-

JTHE MOVEMENT KEYS A

-
HT) [RIGH |~
WN] [DOWN] [RIGHT] [RIG .
e 1][YELLOW]LEFT"."[RIGHT]RI

WwN] [GREEN]THE LEFT SID ﬁgigﬁﬁk
" . ’ b

5 4

||'—RVSOF‘F] "



— il . P o ME] —
1 o PRINT"[HO
a ;3] [RVSOFF] [HOME
[e Tlle T]"g;;=VI
135 IFPEEK(
130 G=P+UD:IFG=2OR

=Q
180 IFPEEK(
| 190 W=G*22+

igo PRINT" [HOME]"
" "
210 PRINT"I
)"[YELLOW][S Q
N 220 GOTOlzgc
=D:IF
k. zgg zFthjTﬂﬁﬂzao
P 237 REM**MIS
‘| 2h0 PRINT" [HOME]
) misseED IT

P][UP}"C$C$F$:
270 GOTO110

280 PRINT' [HOME
| y"[RIGHT]
| guT) [WHITE

0
| 300 FORI=1T010
305 GOSUBL9O
320 GOTOL0

. A$; TAB(V): :
]u;ﬁnghB(VI)'

)5ND1THEN135
G=20TH \

W+22)=160THEN230
F+7680:IFPEE

:LEFT$(A$.P):LEFT$

HOME]“:LEFT$(A$.G
]":Q:F:PsG

SHITHENHI=SC

SED BALL¥*¥
nas" [UP

(HOME] [GREEN]

F GAME**

{powN] [DO
(RIGHT] [RIGHT]
]GAME OVER
" [pOWN] [DO

JPRESS ANY KE
0: NEXT

-1TO1000:N
B L5 PAGE**
5-PRINT"[CLEAR

w[BLACK] [RVS |
"[WHITE]

i
ENUD=-UD: GOSUBUS

g;mj,‘

K (W) =20BTHENGOSUB | SRR

(B$.Q

y: LEFT$ (B$.F |

][RVSON][WHITE]
[RVSOFF1":

WLEFTS (BS | S g

250 BA=BA+1:PRINT " (U = gl
"ﬁ$ "
0)BA ¢ . PRINT" [HOME] s

i 2 OOD.NEXT ;
260 FORI=1TOL g ey

[ ~
|

$,10 =
WN]"LEFTS (A
[RIGHT][RIGHT][RI:

"

WN][RIGHT][RIGHT][
Y"

3

RIG

EXT:GOTO10

)
ey

]u:pRINT:PRb

. uT
o POKESGS?%%@LE] [RVSON] BREAKO
"[P .
INT: PRINT -
s [RIGHT][RIGHT][ 3
b INT PRINT" [RIGHT] :
0o PR = : :
iigK]BY el G;¥§g§1NT:PR1NT"[RED] EEﬁ :;
B PRI:EL?iiln%:PRINT"[BLACK] . .1
", "RIG : A%
"’ NT PRINT"[RIGHTE[RIGHT][RI &
T: PRINT: e g
e UE]HI SCORE: —
HT}[Risﬁg?gg;NT"[BLhCK][RIGHT][RI
366 PRINT: N g
: SE v
F FT_LOCK.i?gRINT“[PURPLE] [s 31%0 2 .
= PR?: %]tc o Tgi?PRINT"[PURPL
2. ¢ i ) L e ey [pURPLE][c

1le Tlle

“| E1

[c G) [BLACK]PRES

S ANY KEY.

§l 380 PRINT" [s Ll[c @l[c e][ec

{s Pl[s P][s Pl[s Pl[s Plls Pl[s Pl(s P][

'v_N][DOWN][DOWN][DONN][DOWN][DOWN][DOWN}[D

1 565 DATA195,240,195,240,195,120, 183, 120

! 201,120

! 191.120.175.120.159.120.195.120,191,120,

@llec @]1[e
| @1[c @](c @llc @l[c @llc @)l[c @][c @][c
| @1(c @l(s @1

A | 390 FORI=1TO1000:NEXT
(o] =20T HEN LR= == |
150 F=Q+LR:IFF:i?iZDid>20THENLR=SGN(F b 395 POKE198,0
= NDF< | LOO GETT$:IFT$=""THENLOO
60 IFG=20A -
15) L ANDF<18ANDUD=1THENF ‘ﬁ%ﬁﬁ;i 410 RETURN
170 IFG=11ANDFNZ(3)= B .15 REM*SCREEN SETUPX

kzo POKE36879,8: PRINT" [CLEAR] [DOWN] [WHIT
E] [RVSON] [RVSOFF]"™

430 FORI=1TO20:PRINTCS$;:NEXT

4uo PRINT"{HOME]{DOWN][DOWN][DOWN][DOWN]
450 FORI=7TO1STEP-1: PRINTMID$ (" [WHITE] [R
ED][CYAN}[PURPLE}[GREEN][BLUE][YELLOW]".
I,1)"[RVSON][RIGHT][s Pl[= Pl[s P][s Pl [
s Pl(s Pl[s Plls Pl[s Pl(s Pl[s P]([s P1I[

RIGHT] [RVSOFF]"; : NEXT

460 PRINT" [HOME] [GREEN]SCORE"SC" [HOME] [R |

IGHT] [RIGHT] [RIGHT) [RIGHT] [RIGHT] [RIGHT]
[RIGHT] [RIGHT] [RIGHT] [RIGHT] [RIGHT] [RIGH
T] [RIGHT] [RIGHT] [RIGHT] [RIGHT]BALL"BA

465 PRINT' [DOWN] [DOWN] [DOWN] [DOWN] [ DOWN ]
[DOWN] [DOWN] [DOWN] [DOWN] [DOWN] [ DOWN] [ DOW

OWN] [RVSON] [BLACK] [RIGHT]
[RVSOFF]";
470 RETURN

475 REM**BLIP WHEN BALL HITS BAT#*#*

485 REM**¥MUSIC LOOP**

490 POKE198,0

495 READN:IFN=—1THENRESTORE:GOTO&QO
500 READM

510 POKES1,N:POKES2,N

520 FORI=1TOM:NEXTI

530 POKES1,0:POKESZ,0

540 FORI=1T010:NEXTI

550 GETT$:IFT$=""THENU4GK

555 RESTORE: RETURN

560 DATA201,2HO.201,2&0.201,120.191.120.
215.120.201.120,191,120.1?5.120.0.5

570 DATA191.120.195.120.191.120.183.120,
0.5.201.2&0.201.2ﬂ0.201.120.191.120

580 DATA215.120.201.120.191.120,175.120.
159.120.1?5.120.195.120.191,120.195.120.
183,120

590 DATA1?5.120.201.120.201.120.191.120.
195.120.201.120.191.120.195.120.201.120.
191,120

600 DATA215.120.201.120.195-120,1?5.120'
195.120.183.120.191.120.195.120.183.120.
191,120

700 DATA195.120.183.120.191,120.195.120.
191,120.183-120.201.120.191.120.195.120.

705 DATA191,120,195,120
710 DATA201.12D.191.120.215.120.201.120»

183,120 :
720 DATA175,120,167,120,175,240,0, 490, -1
TR — T g PR, adi
- | s g : i
éﬂf-ﬁisérgﬁ.




The deep space
shuttle mission
started out peace-
fully enough — but
then trouble. Your
fuel tanks are
empty.

Your only hope is
to crash land on a
nearby planet and
collect fuel in the
hope of being able
to resume your
mission.

But beware the
flying saucers and
deadly laser which
could mean total
destruction.

Full instructions
for Spectranaut are
included in the
program.

EXe
efFECT

" FAFER 1:FEM 3:F
HIBELESOFT

FERHALT

RIMT® B
G FPAFER @:FEM Z:FEIMT"AS YO WERE FLYIH
GOTHROUGH SPACE IH YOURSPACE SHUTTLE Yol
FAH OUT OF FUEL AMD HAL TO CEAZH LARD
OW HH ALIEM FLAMET. YOLD MO HAVE TO R
E-FUEL YOURE SHUTTLE T THEE OFF SHFEL
Yo

S8 FPRIMT PREIMT" ¢ D THIS BY FLYIHG

Ty THE OIL DEUMAT THE TOF OF THE SCREEH
ARD RETURHMIMG  TO YOUR SHUTTLE AT THE EBO
TTOM LEFT OF THE SCREEEM. ™

BE FREINT:PRIMT"VOURE SHUTTLE MEEDS 18 UMT

OF FUEL T FLY. =0 %00 WMILL HAYE TO

E THE JOUGEMEY TEM TIMES.

VEPRINT:FEIMT"HIT EMTER T COHTIHUE"

S RESTORE 128 WY S, 15, -1, 18:EHY &, 15, -

Mi=-1 THEM =k
0,15, E%+5

Zad ELSE 2

s Ly laivoda 11517
; 1

LI 3

T "
Aot o B o B oi e i

o T

e
AR R}

| GET FUEL FROM THE
WILL BLEEF. I

AGATH WHEM Y0OU TAKE

=
a

2 BIMT : FRINT"THE AMOLH
SHUTTLE IS

T OF FLUEL IH TH
SHOMM BY A REM LIME OH I

[ STHPEE
WRTCH O
M THE D

BY NIBBLESOFT




——mCTO0N COr UCy
— RSTRAL L

EADLY LAZER. IF 0l GET HIT BY A FLYI
; SAUCER OF THELAZER ¥0OU LOOZE OHE OF %

» 2 LIVES.®

2op PRINT:PRIMTTIF 50U LOOSE A LIFE @FT; ; éél' '.E :
FOCOLLECTIMG FHEL YO CAM TAEE THAT F 197 0
UEL BRCE TO THE SHUTTLE OH WOUR HEXT LIF fe e,
E WITHOUT GOIHG TO COLLECT SOME MORE . ] . mE
4R PRINT : FRIMTUEEYS: e
SFACE=THRELIZT 1, G ., = e G
Z=LEFT M=RIGHT" sa . 89 . @A e ar
ZEE PRIMT:FPRIMTUHIT EMTER TO FLAY" 115 . 19 , 35 . 16 . At B
IF IHEEWC 123058 THEM Z&d . . 43 , 43 , 43 , 285 , lEE
CLE PRIMT'FLEASE WALIT" e 1 E2 . @ , 185 . 194 . {5z
E* ' 1,15, -1, 18GEMT 1,159, 2:ENY 2,15 . ag ; X

Va8 KEA

Fp;rnFF;
:FPOKE 1.A:

2V READ FCPOKE 1.8

HLH

Az

=i

mira -

A2, 163,

1,119.1,

aFR DHTH

PR S X

ELTE T 4 :

JBEs 2. s IHE Z.25:IH : Ir 1H

el o 1E~IIL L-IFTF:F Ju e }11 .

FOE I=1 TO S FLOT BEMDEads, RHDEDRE,
rh. F15HERT

DRE MIMDOW B1.5.010. 1,25 :FEN B8 :PRIMTHL
I' n 'IL” !j'_‘.l IJII

R A

Ju
b [ B

. EEE FOR I=1 TO 22:L0CATE ML1-1.1 'r'h.‘{HT M1,
1 CHESC 1L 2FOR D=1 TO 6 MEST - S0UMD 1. TH18
i SE2 TS HEET

18 -"“31#71 SOUHD 1,88, 15,1 .8

41 gk FOR 4—'19-‘:1 TO 8 STE A, 1.6 DREA
= WoeE2, T:FOR D=1 TO S8:b

L S - FOR D=1 Tﬂ S
SHEST el EYFBOL 42,28
i ':"lu'{L“'lL
ME Ii 14:
o=, 28,




tFRINT"E
_:PEiHT”++++++++++++++++++++”

ka? FEM

mr% LOCATE 1.1 FFIHT FHF$V“*T-7
MoELOCHTE 1.2 :
" LOCATE 1.1:FK £
F-H FEI 2:PRIMT EHH$£
FFIh? CHREED 14
30 PRINT ﬁHH$KZE§+CHE$ﬁB}
1 : |WIH1 21 PRINT &

1 THEW CALL

s il ke

L |iTl',——-1_'_[:|1:\"||-
M~ T

FLAG==1  FUELS=FLELS

a@d IF FLAGH=0 THEM S48

o 0 0 O o AL o

SRR

oL Jul

=3 -LOCATE #1, 1,

14

Fr.—'[-ujl' " !"r'|
RINT"HIT EMTER™
1848 IF INKEVC1Z0=0 THEN RUN ELSE 1gan

T-JHIH

CFPRTHT FRINT:

-




BY AIDEN TAYLOR

T I 7': oz
LI sy

This is a very colourful version of the classic game Q*Bert, with all the

5 i original features such as the bouncing ball, the snake and the saucers.
0 INK 0 he idea of the game is that you must use the keys:
] BORDER 3 Q — Up Left P — Up Right
pPAPER 0: A — Down Left <ENTER> — Down Right
2 to move Fred about the pyramid, painting the blocks as you go. As in all
the best games, any other moving object is dangerous to Fred’s health, so
T key g=0 avoid the balls and snake. If things get a bit too dicey, just jump onto one
L LE 000 $ YN of the magenta saucers and you'll be immediately transported to the top
feTe) sSUB 1 =13 LET ms= = of the pyramid — probably closely followed by the snake. The snake
5 -0 LET m= LET r=-= becomes progressively more intelligent as you complete each sheet, so
10 LET S 3 LET =0: be careful. :
b= Lo When typing the listing, you'll come across underlined characters.
NN" i IET These are in place of the user-defined graphics which are normally scat-
—— o= EN tered through the listing, and should be typed in GRAPHICS mode {the G
8: LET UP <CRE wgCORE cursor). So if you see the character F, then enter graphics mode (CAPS
REM ET sopeq Ok o;"S SHIFT + '@, then hit the character f, then return to normal mode (CAPS
il INK ' TO m) SHIFT + ‘9’ again). You may also come across a set of characters such as
20 PRIN ' VES: w.m$ K sh8. These refer to Spectrum symbol graphics (above the keys 1 to 8).
o . ! LI A A Y Again in graphics mode, hold down the SHIFT key whilst pressing the
AL -3 AT » woA A = T number (in this case 8). When the program has been run, a listing will
LET a%= - o show the graphics, shown in the diagram below.
23 A" n8c Finally, if anybody wants to make changes to the program, here are a
A A 0 = 8 sh E.ﬁ couple of tips. To get rid of the sound, change line 115 to:

A ¢=""Bsh psh8C BS 115 FOR z=1 to 10: NEXT 2: LET 1=RND ; :

2l LET c Bshgc Bshac == i 1F'ecapie with black-and-white televisions may find that the following
elps:
psh8C Bsh8C EF DEE 340 IF c=6 THEN LET c=4




1 e X=1:" . "
t+1: LE?EF";AT y*l.xggfggn:AT ¥+
R e e
i M NT INK 6;

LET V=
165 35 1o 2t LB po
-2: LETF INKEY$="q" ?HE
Il e L p—fN ReEE T
ks KEvyg=" o
2: = a"
170LET Y=y¥+2: LE THEN LET x=
2i 2010 Gog T p=1 B
0 IF
o gouT ATTR (v+1,x)=3 i
20 EN Go
213 §E§ YOUR DEAD 1
4,0: BEESE 10: BEEP .4
215 FORP -2,4: BEEP 9t BEEP
230 FOR £20 10 100: npyg
T u__l.a:"A"'INK (ATTR < b o
{AT u'&i"ShSN.a—l)J;A
= NG, e

AT
240 b B T
i IF m<i TH s 1

16

yho Go TO 420
600 LET e=0: PRINT AT y+1.x—l:"

"
610 FOR f£=1 TO 12
PRINT INK 33 A

G615 IF €=

T u-1,a3;"M": PAPER (

)3 AT u,a;"L"s INK 1; PAPER (ATTR
"K"

(v,h-1)):AT Vv,hi"2
PRINT INK 2iA

LET a=(INT (RND*8

250 LET u=17:
yR4)+1: LET y=11: LET x=15: LET
p=1: LET h=15: LET v=3
260 GO TO 100
300 REM NEW SHEET
305 PRINT INK 6: AT 0,22; "BONUS
.":p: LET z=USR 30025
310 FOR f=1 TO o STEP 10: LET s
—s+10: PRINT INK 6;AT 0,6:8;AT :
0.28;bﬂf;" w. NEXT f
320 IF r>.2 THEN LET r=r—.1
340 LET p=b+50: LET t=0: LET c= g
cxl: IF ©=F¥ THEN LET c=0U ﬁ?
350 CLS GO TO 20 4§
100 REM GAME OVER 7
410 PRINT AT 1,11; PAPER 73 INK \
FLASH 1:'"GAME OVER"
nz0 FOR £=0 TO 1: PRINT BRIGHT
INK 53 AT >1,6;"PRESS ANY KEY
TO PLAY": PAUSE 2: NEXT f£
430 1IF INKEY$<>"" THEN CLS : G
o TO 10

o THEN
ATTR (u,a-1)

IF p=2 THEN
Ggo TO 63

620
T y—l.x:"l”:AT spazey NS
625 PRINT INK 2:iAT y-1,%:"G": A
T y'){: F'B—'!
630 PRINT INK 3;AT y+1'x;"gu
635 BEEP .05,f: LET 1=(RND)+.1
guo IF e=0 THEN PRINT INK (AT
TR (u,a-1)):AT u-1,8;"A";AT u,ai
"snh8" . F
(u+l1,a)<t THEN LET

645 IF ATTR
E

650 IF 1>r THEN IF u<>¥y THEN

IF a<>Xx THEN LET u=u+{u{y}*2—(u
(a(x)*z—(a}x)*z

e=1

>y ) *2: LET a=a+
655 PRINT AT g1kt ™ AT v, et
";AT y+1'x;“9_"
60 IF p=2 THEN LET x=x-1
LET x=X+1

665 IF p=1 THEN
670 LET y=y-1
680 NEXT f
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10 GRAPHICS 1+16: POSITION 5,10:7 #6;"POWERBOAT":POSITION 4,12:7 #6;"BY S A SMITH

v .poSITION 6,13:7 #g;"(C) 1984"

15 RESTORE

50 DATA 0,0,9,9,0,0,0,0

30 DATA 255,255,255,255,255,255,255,255

20 DATA 0,0,24,60,126,126,60,0

50 DATA 24,60,102,126,125,126.126,60

60 DATA 0,68,238,68,0,68,238,68

70 FOR J=0 TO 511:POKE 15240+ , PEEK(57344+] ) : NEXT J

g0 FOR J=0 TO 39:READ JK:POEE 10240+, JK:NEXT J

90 ? " ._ll

g9 GRAPHICS 1+16

100 ? #6;"THE AIM OF THIS GAMEIS TO COLLECT THE
YOUR BOAT WITH THEM'

110 ? #6;"AVOID SHALLOWS
E BOAT WITH JOYSTICK "
120 ? #6

130 ? #6;"press trig to start"

140 IF STRIG(0)=1 THEN 140

150 GRAPHICS 1+16:FOKE 756,40

160 POSITION 0,0:7 #4g;"HIGH SCORE="jHIGH

165 SC=0

170 POSITION 0,1:? #63 "SCORE="35C

180 COLOR 36:FOR J=0 70 19:PLOT J,2:PLOT J,22:NEXT J
190 JK1=INT(RND(1)*3)+8

200 JK2=INT(RND(1)*3)+14

210 JRI=INT(RND(1)*3)+6

200 FOR J=JK1 TO

JK2
230 PLOT JK3+M(BN'D(1)'3)—1,J:DR.AWTO JK3+IN1‘CRND(1)'3)+6,J:NEKT J
240 COLOR 2:FOR J=1 TO 10:PLOT INT(RND(J.)*20),INT(RNU(l)*la)+3:NEXT J
250 COLOR 34:FOR J=1 TO 20:PLOT INI'(R!‘JD(J.)'EU),I!ﬂ(RND(l)*lB)+3:NEXT J

260 J=INT(RND(1)*10)+6:COLOR 131:PLOT J,21:COLOR 32:PLOT
570, X7 Y21 £ X1=) s Y1 =21 18C=0:DIR=L

280 GOSUB 2000

590 TIME=0:PAUSE=50:UP=80

300 GOSUB 600

310 GOSUB 1000

300 GOSUB (DIR*100)+2900

330 GOSUB 500

340 TIME=TIME+1:IF TIME=UP THEN GOSUB 800
350 FOR JK=1 TO PAUSE:NEXT JK

400 GOTO 300

500 POSITION 6,1:? #6;SC:RETURN

00 S=STICK(0)

610 IF S=15 THEN RETURN

620 IF S=11 AND DIR<>4 THEN DIR=43GOTO 2080
630 IF S=7 AND DIR¢>2 THEN DIR=2:GOTO 2020
20 IF S=14 AND DIRC>1 THEN DIR=1:GOTO 2000
650 IF S=13 AND DIRC>3 THEN DIR=3:GOTO 2040
'660 RETURN

510 PAUSE=PAUSE-8:1F PAUSECO THEN PAUSE=

YELLOW BOUYS BY

MARKED WITH ¥°S AND AVOID RED BOUYS. YOUCONTROL TH

Normally, when
power boating,
you would
make it a habit

to avoid all
obstacles, but
in this variation ’

COLLIDING

you must col-
lide with the W
yellow buoys.
Nevertheless,
anything else
could cause a
WreCk! so avoid
the shallows
(marked with
Xs) and the red
(for danger!)
buoys. Use the
joystick to
change direc-
tion and keep
going as long
as possible.

J,20:PLOT J,19

0
820 COLOR 2:FOR J=1 TO 10:PLOT M(RN"D(S.)*?O),INT(RND(J.)'lS)+3:FOR Qw=240 1O 0 S

7EP ~20:SOUND 1,QW, 10,8:NEXT QW :NEXT J

830 COLOR 34:FOR J=1 TO 10:PLOT INT(RND(].)*EO),INI(HND(l)*lB}+3:FOR Qw=240 TO -

STEP ~203SOUND 1,QW,10,8:NEXT QW:NEXT J

832 soud 1,0,0,0

g40 IF X>3 AND X<16 AND Y<18 AND Y>5 THEN B60

850 RETURN

880 COLOR 34:PLOT ¥-3,Y:PLOT X#3,Y:PLOT X,Y-3:PLOT X,¥+3

862 FOR Qw=0 70 240 STEP 30:FOR Q=1 TO 10:NEXT Q:SOUND 1,

oooogo:RETURN %
1000 IF BOUY=1 THEN BOUY=0:GOTO 1100
1010 BOUY=1

QW, 10,83 NEXT QW :SOUND 1

1020 POEE 10257 , 24 :POKE 10258, 60:POKE 10259, 126 : POKE 10260, 126 : POKE 10261,50:POK

E 10262,24
3030 RETURN

1100 POKE 10257, 0: POKE 10258, 24 : POKE 10259, 60:POKE 10260,

10262, 60
1110 RE

TURN
5000 POKE 10264,24:FPOKE 10265, 60:POKE 10266, 102:POKE 10267, 126 KE 10268,128:F0

XKE 10269, 1263POKE 10270,126

2010 POKE 10271,80:RETURN

2020 POKE 10264,0:FOKE 10265, 01POKE 10268, 4 1FOKE 10267,6
69, 254: POKE 10270, 124

5030 POKE 10271,0:RETURN

2040 POKE 10264,60:POKE 10265, 126 :POKE 10266, 126POKE 10
OKE 10269,102:POKE 10270, 60

5050 POKE 10271,24:RETURN

2060 POEE 10264, 0: POKE 10265, 0: POKE 10266, 32:POKE 10267 ,96 : POKE 10268,255:

: FOKE 10268,255:?’322 id

267,126:POKE 10288,128:F

126:POKE 10261, 126:PORE

o



1027 AD JK:pogp J, JK:Ngxp J
R Qu= iNEXT QW:NEXT

5130 FOR TO 200: Ngyp

5140 » #e;m

5150 7 wg

#6; "voy SCOREp "ssc;m POINTS THAT TIMg"
5160 1@ T GH=gp
#6; HIGH=="'I'EGH

7

19
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7, ,:,' BY KIERAN 0'DONNELL

In this game, you control a roving pair of pliers, which appear in
the centre of the screen. Using the keys:

uT!r —— Up “F” P Left

“V" — Down “G" — Right

you must guide the pliers to the bomb which appears. Too easy, |
hear you cry! So it's all against the clock which you'll see
counting rapidly at the top of the screen. Having defused a
bomb, another immediately appears elsewhere on the screen.
There are five bombs to defuse on the first screen and an extra
bomb appears on each subsequent screen.

: E56,28:CLR
28: POK 5NT“[CLEAR]pLEASE WALT

G GRAPHICS"
POKEI, PEEK(

10 POKE52.
20 POKESGS?Q.&:PRI
":PRINT"[DONN]M&KIN
30 FORI=7168T07679:
EXT

no I=7432
50 READA: I

T1+25600): N

FA=999THEN150
2L = : GOTO50
60 POKEI,A:I=I+1
70 DAT363.67.253.133.18
.16.56.103.108.108.56
80 DATAguo.lza.lgs.zu
18.85.86.85.117.
90 DATA60.126.219.231.23
.62.108.196.12.2&.&8 )
100 DATA0.0.112é7t;$6.7 =
28,128,128, 6 13
iig5BiTA255.253.251.255.7.7.7.119.13
8.138,138,138.128.128.25267 .
120 DATA167.167.167.167. .5,
.32.101.161.165.37.37 o
130 DATAO.D.0.76.210.92. :
6.229.1&9.1ﬂ9.§§611
DATAO,0,0,80,
123 PRINT"[CLEAR][WHITE][DOWN
DOWN]" oot
oo emawrn Rvsons (o +) (A28 (£5 ) (o
RIGHT] [RIGHT 2
%i??gg;i[[c *}[RIGHT][RIGHT][RIGHT][SE 3

1.181.13“.252.5-9

h.20.20.2ﬂ7.0.0.0.1

1.219.126.60.2.5

112,0,31,63,127

248,8,24

75'0,0.225.1u

999
[DOWN] [DOW

7|86|85l86']

"

RIGH§L1NT" [sEP][RVSOFF][BEP][RVS
190

[RVSON]

J{e *](RvVSON](e

OFF
(rvsoN] ([RVS VSOFF] [8EP] [RV

*] [RVSON] (R
SON] [RVSOF;] [sEP] [RVSON] [RIGHT] [RIGHT]

200 PRINT"
*] [RVSOFF] [

Ille *](RIGHT] [R ] [RVSON] [e 1]fe

Lo %] v (rvsow) (riauT] (RIGHTI(RICHT | | o %) (ame) (nvson) [azanri ooTa, RVSOPF](
N ! c % ﬂ= -

[RIGHT][RIGHT][RIGHT][RIGH-EGHT1 Saly Iz PRINT'{RIGHT][RIGHT][RVSON}} vsort
HT][RIGHT][RIGHT][RIGHT][R Gg¥?] N i e Tl ez st [£?IGHT][R
oo pRanT ] EERl 18 . L 300 [RIGHT] [RIGHT] ": NEXT GHT] [RI
180 PRINT"[RVSON] [RIGHT e = . ] PRINT“[RIGHT] i) s
o *] [RIGHT] [RIGHT]{RIGHT]{S SoN]

RVSOFF] [gEP]

631,131

Just to make things a little more difficult, the pliers leave
behind them a trail of spaces which you won't be able to cross,
so you’'ll have to plan your route quickly and carefully. For-
tunately the screen wraps around, so you can go off one side and
come on the other, making things a little easier.

The program loads in two sections whnich you'll have 10 save,
one after the other on tape. When typing in the listing, you'll
often find words within square brackets, indicating the keys you

should press. This method eliminates all those nasty-looking
graphics characters. So:

230 PRINT"[DowN]{DowNJ

HT] [RIGHT] [RI

G
e [RIGHT] [RIGHT] [RVSOF?T]
SON] [RIGHT] ": PRINT"

IGHT][RIGHT][RIGHT‘
HT] [RIGHT] {RIGHT]J
{RIGHT][RIGHT][R:GHT
GHT] [RIGHT] [RIGHT)
260 PRINT"[RIGH -

[RIGHT] [R
lle *][sEP]
[RVSON][RIGHT][R
[RIGHT] [RIGHT] [RIg
f?R:]":PRINT“[RVSON]
GHT
[RIGHTJJ“[RIGHT] [RI

T] [RIGHT] [RIGHT) [RIGHT] [R

[RED] PRESEN |

*] [RIGHT] [e *][RIGH

[e *] [RVSON] [RvsO

270 PRINT"[RIGHT] [RIG

11:]]: [e *] [RIGHT]
GHT] [RIGHT] [RIGHT] [

! ][RVSONJ [e *]":PR?H;LRIGHT

N] [RIGHT]IRIGHT] [R

[RIGHT] [RIGHT =
T] [RVSON] * e

280 PRINT"

HT] [Dow

e N] [Rvs
[RVSOFF) [R1G ik ol

]EHTJ.[RIGHT}[
L RIGHT] [RIGHT

[RIGHT][RIGHT][RVSO
IGHT][RvSOFFJ.[s ul.

] [RIGHT] [RIGHT] [RIGH

[RIGHT][

HT] [RVSON]
[RVSOFF] [e

EP] [e *][RI
HT] "

290 PRINT" [RIGHT] [RIGHT

1[RVSOFF] [c *] [Ry

HT]l[e *][RvsoNn]

[RVSDFF]{sEP][RIG
[RIGHT] [e *]

EP] [RIGHT [RIGHT] [RIGHT
HT] [RIGHT) (R1GHT] [RVSOFF1 e * || 310 GETA$3£;A:i£§¥gON] [RVSOFF] [agp]n =
?T;v;g;? {c *] [RIGHT] [RIGHT) [RIGHT] 320 PRINT" iate

[CLEa
R}[WHITEJ":POKElga.l:pOKE

RVSOFF] [sE
SOFF] le *] [RvsON] [
;?iiggéNSR:RIGHT}[RIGHT][RVSOF?3[C *] [RV

son] "

ool

][RVSOFF][c *] [R
[RIGHT][RIGHT]{R

"

210 PRINT" [RVSON] [RIGHT
vsoN][e *] [RIGHT] [RIGHT]

HT]
GHT][RIGHT]{RIG v
éggTL;iiT"[RVSOFF][SEP][RIGHT](RIGHT][

EP][R
sofFFl e %] [RVSON] [RVSOFF][S
VSON] o

20

5 DIMA(BOJ.HS(5J.N$(
0:N$(I)=“VIC—20":NEX
10 POKE36878.1
S+1:N=82+1:SC=
20 CO=30720:POKE

?) : FORI=1T05:HS(I)zl

5: POKE36879, 25: 5
v 1 8=348 . o
O:TB=5: W1 36875:s2=

6 ;
YM=7932=C=1:DD=3 869,255: PRINT" [CLEAR] "

TB: CH=1

T —

P SRR ¥ T =R,

o

e

-

R



) ==

(HOME] — Press the HOME key.

[RED] — Colour Red. . B

[s X] — Press key X whilst N2 av, )
pressing SHIFT. :

[cX] —  Press key X whilst N/
pressing C=.

”'%wj?%dbmd#”m$ﬁﬁi~

- =PEEK(YM+X)
30 GOSUB1000: DEFFNA(X)=PE .
ho FORI=772&T08185:POKEI.33:POKE1+CO.7.N
XT
20 PRINT"[HOME].—=“:PRINT"[GREEN]%%%%%%%

Ve o

[BLACK],-./ {GREEN]%%%%%%%[BLUE]()'..Po
KE77404,042: POKE7T745,43
60 POKE??uu+co.6:Poxzv7a5+co.6
Lr o [
80 AL=INT
3THENS8O
85 POKEAL, 34:POKEAL+CO,0:T=100
93 POKEYM.SB:POKEYM+CO.6:PRINT"[HOME]ERI
GHT]ERIGHT][RIGHT}[RIGHT][RIGHT][RIGHT][
RIGHT]{RIGHT][RIGHT][RIGHT][RIGHT][RIGHT
][RIGHT][RIGHT][RIGHT][RIGHT][ELACK]./[C
YAN]"TB" [LEFT] "
100 FORII:TTOOSTEP—l:PRINT"[HOME].—"II"[
LEFT] ":IFCH=1THENPOKES.A(C):C=C+1:IFC=3

OTHENC=1
110 K=PEEK(197)

120 IFK=27ANDFNA(22)=33THENYM=Y
YM-22, 32

130 IFK=50ANDFNA(-22)=3
EYM+22, 32

140 IFK=LZANDFNA(-
M+1,32
150 IF
g 8 KEYM+CO, 6
160 POKEYM, 38:FO +CO, o
170 IFYM+22=ALORYM—22=ALORYM+1=ALORYM 1=
ALTHEN1030

200 NEXTII:GOTO2000 - '
1000 RESTORE:FORI=1T030:READA(I)-NEXT.IN
PUT" [BLUE]IMUSIC ";AS$

1005 IFA$="N"THENCH=0

1006 RETURN
1010 DATAZSO.230,231.23H.23&.231.230.227

227
.223-223.227-230-230.227.
1020 DATA230.230.231.23H.23“.23

23,223
.223.223.227.230.227.2
1030 POKES.O:FORI=1T022:FDRT=250-I*2T015

O—ISTEP—Z:POKESZ.T:NEXT:NEXT:POKESZ,D
L 1040 SC=SC+1D*W:PRINT"[HOME][RIGHT][RIGH
T][RIGHT}[RIGHT][RIGHT]{RIGHT][RIGHT][PU
RPLE}#$'[GREEN]“SC:TB=TB—1:POKEhL.37
1050 IFTB=OTHEN1100

1060 GOTO80
1100 POKES.D:FORI=0T022:FORT=150+I*2T020

0+I*ESTEP10:POKESE.T:NEXT:NEXT:POKES2.0
1110 PRINT“[CLEAR][DOWN][DOWN}[DOWN][DOW

(RND(1)%*462)+7724: IFPEEK(AL)<>3

M+22: POKE
3THENYM=YM-22: POK
1)=33THENYM=YM-1:POKEY

K=19ANDFNA(1)=33THENYM=YM+1:POKEYM

B e e TS ———C| L T2 Y

1'230, 227

IR
S

N] [DOWN] [DOWN] [DOWN] [DOWN] [DOWN] [DOWN] [R

=1l e T

W A

.EQ”%,UJQW%HQH

%
19 :
‘

ﬂwwmﬁﬁf%.a?qu*“ﬁ&§.E%h_f

(el

. r

X
ESE:%&?iESTééS;SHE][RIGHT][RIGHT][RIGH%}1
N™:FORI=1T030: POK
1120 FORT=1TO150:N y o
:NEXT: NEXT: H
A N i, POKES, 0: TB=DD
1130 IFW/2=INT(W/2)T
HEN300
1140 GoTouo o
2000 POKES, 0:FORI=1TO
O0+I%3: POKES2, T: NEXT: N

s??gIgﬁi??g£CLEAR]EDOWN][DONN]{DOWN}[DOW
GHT][RIGHT][RIGHT][

RIGHT] [RI
GHT][RIGHT][BLACK]T

IME UP":PRINT"[D
DOWN] [GREEN] YOU SCORED "sc" on" S
2020 PRINT" [DOWN]SCREEN "W:HI=0
2025 FORT=1T02500: NEXT

2030 FORI=1TO5:IF
i 5 SC)HS(I)THENHI:I:GOTOZO

2040 NEXT: IFHI=O0THENZ2100
2050 POKE198 O: PRINT"[
,0: CLEAR]YOU GO
SCORE [DOWN]NUMBER "gHT S
2060 INPUT"[DOWN]YOUR NAME
2070 IFHI=5THENN$(5)=A$:HS(
o]
2080 FORI=&T0HISTEP~1:N$(I+1)=N$(IJ:HS(I
;ié;HS(IJ:NEXT:HS(HI)=SC:N$(HI)=A$
POKE3686¢9 240: PRINT"[
: 3 CLEAR] [BL
gf BOME [GREEN]HALL OF FAME" S
10 FORI=1TO5:POKEGULE, T+
: . 1:P i

HS(I)"™ BY "N$(I):NEXT ot
ﬁ}?g PRINT"(BLACK][DOWN]{DOWN][DOWN][DOW

owN]{RIGHT][RIGHT][RIGHT]{RIGHT][RIG
HTJHIT ANY KEY": POKE198, 0
2130 GETA$:IFA$=“"THEN2130
2140 GoTo10
3000 POKES, 0:PRINT"

10:FORT=1HO+I*5T022
EXT: POKESZ, 0

Y:AS
5)=SC:GOT0210

[CLEAR}[DowN][DowN][D
GHT]{RIGHT]ERIGHT][RI
RIGHTJ[RIGHT][RIGHT][

BL :
UEJBONUS".PRINT"[DOWN]SCORE PLUS BONUS

OF"w*10
3030 PRINT"
GHT] [RIGHT]
sc

3040 SC=SC+W*10: PRINT"
NUS[RIGHT]"sC

3050 FORI=1TO30: POKE
NEXT:NEXT: POKES2, 0
3060 GOTOULO

[DOWN]SCORE:[RIGHT][RIGHT
JIRI
[RIGHT][RIGHT][RIGHT]{RIGHT]"

[DOWN]SCORE AND BO

SZ.A(I):FDRY=1T0150:

21
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you're going to outsmart the Beeb in this skirmish.

The idea is that you must deflect the bolts of:

@ jyenergy fired from the spinning weapons droid.
- You do this by swinging your Light Sabre about
7 using: Z — Left, X — Right. Each time you’re hit,
- you lose one of your three lives

Try the program out on level one, just to get the

u'll certainly need some sort of force with you‘if‘

1?§ : : ." - E : fE % ;

Electron owners will be pleased to hear that the
game will also work on their machines. Type it in
as listed. The teletext title screen will look: a little .
unusual, with double printing and so on. You'll
also find the game a little slow, but if you just use
the more difficult levels, it'll. still be quite a
challenge. ;

.hang of things. Level five is just what it says — .

. impossible!

50 :
60 ONERROR MODE
e ";ERL:END
70 :
80 PROCINIT
90 MODE7
100 VDU23.1.0:0:O:0:
110 PROCTITLEPAGE
120 MODE1
130 VDU23.1,0:0:0:0:
140 PROCSCREEN
150 PROCPLAY
160 MODE7
170 VDU23.1.0:0:0:0:
180 PROCTABLE
190 IF AGg="'y" THEN 120
200 PROCBYE
210 MODE7
220 END
230
240 DEF PROCINIT
250 *Tyzss
260 VDU23.224.0.0
3.225.0.0.128,22&.2

H:REPORT:PRINT" at 1lin

+74+31,63,63,127,127, 2

127,127 63,63 31 720 g 23,226,
| ' ' B g o B o
»208,224,128,0,0 23.227,208,168,96

270 BALL$=CHR$224+CHR
$2
i +CHR$8+CHR$226+CHR$22? 2 CHERLORCRRY
2;30 vnuzs.zzs.o.o.a5.56.a8.112.120 124
'o ézfg.;lg.11u.u9.ug.ug.ﬂs.aa.56.23'23o
Fee ekl (00T 15,83,23, 039y 6n !
ol G P »03,79.79,159,
t2% 9 3.232.0.o.u8.57.u9.11a.122
” :90 VDU23.233.112.112.&8.&8.&8,&8 48,5
' 3.234,0.6.15.135.?1.?1.111.63.23:235

63.15.15.31,31 1
. 60,126,255 31.63.63.23,236.0.0,0,0,0

300 DIMFIGHT$(3), HSN
310 FIGHT$(1)=CHR
HR$8+CHR$8+CHR$233+
320 FIGHT$(2)=CHR
f HR$8+CHR$8+CHR$229+
330 FIGHT$ =
R$8+CHRSB+ CHRS256  Onmen g <2 30 CHRR L0 CH
340 FORIX=1TO5: HSN$(1I%)
(I%)=100:NEXT
350 ENDPROC
360 :
370 DEF PROCTITLEPAGE

380 FORL%=0TO24: p
HR$130: NEXT RINTTAB(O, L%)CHR$157C

$(5),HS%(5)
$232+CHR$234+CHR$10+C
CHR$235

$228+CHR$230+CHR$10+C
CHR$231

="The Beeb":Hs%

g,1+1%)CHR$101
K E R"™:NEXT
By M.OFFIELD

Bl

TO2: PRINTTAB(
g K Y WA L
6 :_::,_’_v;32!|

390 FORI%=1
CHR$129CHR$13 %]
Loo PRINTT&B(12.C--
’ NTTAB(B LBO"MOVE vOUR LI
np10 PRI
GHT SABRE USING :
uLz0 PRINTTAB(ll._
EYS: i
430 PRINTT&B(M.iu &
(25a1ﬂ)"X - RIGHT
nuo PROCTUNE .
L50 PRINTTAB(9. 1/
(1,5)" .
L60 PRINTTAB(a,-
5 - IMPOSSIBLE
L70 REPEAT
L8o #F¥X15,1 2
190 LEV$=GET$:L%w e
500 UNTIL LEV¥%<O ﬁ;f e
510 PRINT TAB(ZQL:;;%;513H
520 PRINTTAB(1l.2e/%"

play"
540 ENDPROC

550
560 i
o P=0:
Zgo vDuU 29.6&0;.
590 VDUlg-l.?;D.
600 GCcoLo, 130

610 CLG
620 PROCLUKE
o *FX15.1
zio GCOLD.l:MOVE—éﬂDé5
'PLOT85.—6HO.-100:PLOT0T.
' 650 MOVE 340,-100:PL -PL6T85.
3&0.—100:MOVE —630.—100.

660 VDUL
670 COLOURL
680 PRINTTAB

ES"

,10)
=n
THE

21C

130HFOLLOWING K

"

a"z - LEFT"TJD‘B

4

YCHR

1 33"SELECT LEVEL

JCHR$133"1 - EASY

=
o

%=VAL{LEV$)

"any key to

; EEN
EF PROCSCREEL B
D REFLAG%FO:SCORE%-

200
19,2,

0:LIVES%=3

Lty 193, 08 O

_200: DRAW6LO,

(10 0)“SCORE"TAB(23.0)"LIV







990 ENDP
1000 :

1010 DATA ﬂO.l?O.35.150.30.130,20.110.ﬂ
0,100,30.100.50.90.?0.80,90.&0.95.0.100.
~20.90.—30.60,—30.55.—100

1020 :

1030 DEF PROCSABRE

1040 GCOLH.O:MOVEO.D:DRAW (P*ESO),(COS(
P)*350)

1050 IF F%=1 p=p-g
1060 IF F%=0 P=P+qQ
1070 PROCMOVEBALL
1080 GcoL4, 0:MOVE 0.0:DRAW (P*250), (cos

(P)*350)

1090 ENDPROC
1100
1110 DEF PROCMOVEBALL
1120 IF MOVING%=FALSE AND RND(5)<l4 THEN
1230
1130 GCOLO, 2: MOVE XBX%,YB%: PRINTBALL$
1140 IF MOVING%=TRUE THEN 1180
1150 MOVINGX=TRUE
1160 DR%=RND(H):DS%=200+RND(150)

1170 XBl%=XE%+DS%:XBE%=XB%~DS%:YBl%=YB%
+DS%:YB2%=YB%—DS%

1180 IF (DR%=1 AND
ND XB%<-580) OR (DR%
DR%=4 AND YBX%<d50) T
DPROC

1190 IF DR¥%=1 THEN XB%=XB%+20: IF XBX%>XB
1% THEN MOVING%=FALSE:ENDPROC
1200 IF DR¥%=2 THEN XBX=XB%-20:IF XB%<XB
2X THEN MOVING%=FALSE:ENDPROC
1210 IF DR¥%=3 THEN YBX=YB%+20: IF YBX>YB
1% THEN MOVING%=FALSE:ENDPROC
1220 IF DR%=4 THEN YBX=YB%-20:IF YBX%<YB
2% THEN MOVING%=FALSE:ENDPROC

1230 GCOLO, 1:MOVE XB¥%,YB%: PRINTBALL$
1240 ENDPROC

1250 :

1260 DEF PROCBALLFIRE

1270 sounpo,-15,7,4

1280 FOR F¥%=255 TO 95 STEP
5,F%,1:NEXT

1290 Xl%zXB%+30:Y1%=YB%—30
1300 FIREFLAG¥=1

1310 IF X1%=0 M=0:GOT01330
1320 M=Y1¥%/X1%

1330 GcoLo, 1

1340 FOR Y¥%=Y1% TO Y1%-30 STEP

«+1:IF P<-PI/2 P=P+0.1
-1:IF P>PI/2 P=P=0. 1

XB¥%>550) OR (DR%=2 a
=3 AND YB%>730) OR (
HEN MOVING%:FALSE:EN

—ﬂO:SOUNDl.—

- (LEVX%#*5

1350 IF M=0 X%=0:G0OTO1370

1360 X%=v%/M

1370 PLOT 69,x%, vy%

1380 NEXT

1390 REPEAT

1400 IFRND(5)<4 GOTO 1430
1d410 *FX15,1
1420 IF INKEY(-
IF INKEY(-67) Fx%
VEBALL

1430 IF M=0 X%=0:GOTO1450

1440 X%=Y%/M

1450 HIT1%=POINT(X%-5.Y%):HIT2%=POINT(X
%.Y%):HIT3%=POINT(X%+5.Y%)

1460 GcoLo, 1

98) F¥%=1: PROCSABRE ELSE
=0: PROCSABRE ELSE PROCMO

i R (HIT3%=1)

1470 PLOT 69,X%,YX%

1480 Yl%:Y%+(%_ ;

1490 IF M=0 X1%=0:

1500 X1%=Y1%/M

2

1510 GCOLO, e
1520 PLOT 69,X1%,
1530 HITSABREX=(H %

D¥%=(HIT1%=0) OR (HIT2%=0) OR
1540 DEAD%=(HIT.

IT3%=0) e
1550 Y%=Y%«(Lnlfa,
1560 UNTIL HITiﬁ;=
1570 Y%=Y%+(LE\f 5
1580 FIREFL&G%;:
1590 GCOLO.l:M:i
1600 PROCCOVETEU
1610 IF HITSAgn

E IF DEAD% THEN
1620 ENDPROC
1630 : '
1640 DEF PROCC??
1650 GCOL4, 0:MOV
P)*350)

1660 GCOLO, 2 =
1670 FOR YL%=Y% 1

EV%*5 ) .
1680 IF M=0 TiEJ
1690 XL%:YL%/Tb_ﬂ
1700 PLOT69,XKL%.YL=%
1710 NEXT
1720
P)*350)

1730 ENDPROC
1740

1) OR (HIT2%=1) O

OR DEADX

. YB%: PRINTBALLS

T

PROCHITSABRE ELS

v
moae O m

LEV%*20) STEP (L §§

:GOTO 1700

F%,1:NEXT
"1790 ENDPROC
1800 S,
1810 DEF PRO%J
1820 LIVES¥%=LI
1830 SOUND O.
1840 FOR F%=2
: NEXT
%1;50 TIME=0:R
1860 GCOLO,1:
:p]_.OT85- —6“0-
1870 XFx%=14.
1880 FOR B%=1
1890 FOR CHX%=2

= A Os . { H
< = )

1930 SOUND 0. A-5| 3"'--“%-5
9110 TIME=0: oA L II]'[E}EO

HT$ (CH |
e GcgéoEixF%-eu}.YF%:PRINT BES
1960 MO

;TEP -2:SOUND1,0,F

UNTILTIME>50
v 540 _200:DRAW6L40,-200

LOT85, 640, 100

L

g

M

wo |
* P
":‘,(J(!"I

T$ (CH%)
%) %: PRINT FIGH
wF%,YF%:

1970 MOVE

1980 NEXT:NEXT
(8]

1990 GCOLO. _6L),YF

2000 MOVE (-XF%-64)

(3)
010 MOVE XF¥,YF%:PRINT FIGHTS
2 -

%: PRINT FIGHT$(3)_ 



)
-

NTIL AG$="Y" OR A

'S S Q}\

2530 REPEAT:AG$=GET$:U
G$='|N'|

2540 PRINT TAB(25,21)AGS
2550 TIME=0:REPEATUNTILTIME>100

2560 ENDPROC

s IGH
2580 DEF PROCNEWH
2590 IF SCORE¥<=HS%(5) THEN ENDPROC

2600 FORI¥%=1TOZ2 N
2610 PRINTTAB(l,2+I%)CHR$129CHR$137CHR; N7
136CHR$141"C O NGRATULATI O N

5820 SOUND 0.-15,6 30
30 TIME=0:R AT’

:REPEAT
2040 PROCDITTY S SRISan
2050 IF LIVES%-=
2060 GcoLo 1
2070 MOVE (-XF%—G&)
2080 MovE XFX%, YF¥%:
2090 GCOL0,0:MOVE

2620 NEXT 5
2630 PRINTTAB(Q.10)CHR$130"YOUR SCORE 1
-

S IN THE"
2640 PRINTTAB{IH.12)CHR$131"TOP FIVE

"
2650 PROCCONGRATS
2660 PRINTTAB(S.16)CHR$132"PLEASE INPUTl

"MAY THE (-l&.5*32) ~140:p
' : PRINT
BE WITH " : NAME"
2100 GCoOLo, 2 YOUu YOUR
" M L 7
B EE g" OVE ( 5.5*32).-1&0:PRINT"’/ 2670 PRINTTAB(O,20)CHR$133
2110 EN 2680 *FX15,1
2120 2690 INPUT TAB(ls.zo)NAMEsz
: o R$15
e Pel >700 PRINTTAB(25,20)CH
2123 SgguPROCSCORE 2;10 FOR L%=21 TO 23: PRINTTAB(O, L%)CHRS$
; : NEXT
gjgg SOLOURI ; 12?20 TIME=0:REPEAT UNTIL TIME>300 el
RIN : =LEF
ES% TTAB(16.0); SCOREXTAB (2 0y;rrv [ 2730 IF LEN(NAME$)>10 THEN HANES
21 ’ : NAMES, 10)
> 2123 bt ' 2740 REM BUBBLE SORT ROUTINE
- BYorReg ' 2750 HS%(5)=SCOREX:HSN$ (5)=NAMES
& 2200 éEF PR 2760 FOR LOOP%=4 TO 1 STEP -1
OCTUNE s =
2 2770 C¥%=0
2523 EgﬁTORE £9e0 & _.-30 FOoR I¥=1 TO LOOPX ——
~ SD¥=1T . i = I%+1) THEN CX%=Cx-+1 R
5, F%,D%: NEXT 012:READ F%,D%:SouUND1 ‘1i” 2790 IF HS%(I%)>=HSX(IX+
; 1P : GOTO 2830
5538 gESTORE 2330 ; A 2800 DUNs:ﬂsus(1%+1):DUM%=HS%(I%+1) ’
O = H 5 =
.F%.nx-wzx?qulToﬂ’READ F%,D%:SOUND1 15‘ 5810 HSNS$(I%+1)=HSN$(IX):HSX(I%+1) HS%
2250 ' 1%)
< 50 RESTORE 2320 s_— BSN$(1%)=DUM$:HS%(I%)=DUM%

2260 FOR sD
5.F%.D%:NEXT
2270 RESTORE 2340

2280 FOR SD%
=1TOu:
» 7%, DX: NEXT READ FX,D%:sounps , -

2290 TIME=0:
2300 ENDPROC

2830 NEXTIX%
2840 IF C%=LOOP% THEN LOOP%=0

2850 NEXTLOOP%
2860 ENDPROC

2870 @
2880 DEF PROCCONGRATS

2890 RESTORE 2940

%=1T012:READ F%,D%:SOUNDl —

1

15 [@

REPEATUNTILTIME)&OD

B 2310 : _
M 2320 paTas: 10 2900 FORSDX%=1TO22:READ F%,D%:SOUND1. o2
++0,109, 20,1
29.10,109, 2 . »101,3,97,3,8 , F%,D%: NEXT
20 0,101 ' 3, 97, 3, 89' 3, 129 ngigél 2910 TIME=0: REPERTUNTILTIME>3OO

2920 ENDPROC

o4 81,15,10
TA81.5.89-5'97-5-101.10. ' ’

e 0,89,15,8%9,5,97.5.,10

\ 1.5.97.5.101.5.109.1
'1.5.117.9.109.3.109.3.101.5.101.5.97.5'8

9,5,97,5,101,25

2350 : ' 111?.3-121.3'109'u0

2360 DEF PROCDITTY
2370 RESTORE 2420
g <2380 FORSD%=1

B 7X.D¥%:NEXT TO7:READ F%.D%:SOUND1, -135, 2950 : PROCBYE

§f§§ géggzgéREpEATUNTILTImE>500 gggg gi; To 18 STEP 15

5325 SATA&l 1 iggg igi iizfégz:pRINTTAB(lO.YGgfféﬁigﬂ
2§i10'109'30' 0.105.21.101-3.93.3,39.3'1 Rslulcﬁi;;ZQCHRslséug oO0DBY :

150 DEF PROCTABLE ggig PRﬁNTTAB(g:g;;¥T§132"THE HIGHEST S

20680 romenT BIGH: CLS OO o BRINTTAB (B, 12) CHRS130" ACHIEVED BY"
:xas136cnns£u19§:fRéNgTAst'1+I%)CHR$129 : nggésgiigiéi;(lﬂ.1H)CHR$131"0N LEVEL"CH

R$136; LEVX

2470 PRINTTAB(14

En +5)CHRg$132m o]

T L Lok RESTOREIN00 ey o sounoa. -

“a PRINTTAB = : 30 » )
-xx}TAB(zn.7+Nézé§T:x*2)CHR$(129+N%)HSN$ E?f/#‘- g . Fx, D%: NEXT
{ 2500 NEXT FHS%(N%) > #) 3060 GX=INKEY(1000)

€510 *FX1s, 1 3070 ENDPROC

2520 PRIN 3080 :

E. TTAB(lD.21)CHR$129nANOTHER & 3090 DaTaag.lo,ag.6.125.20.89.12%9;.i5;:

T + 3. A

29.20.125.7-117.3.13?.10.129.

{2 T
- '10'129'7'117‘3'12516'109'30

b

T
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Well, it would seem that caterpillars don’t '|
like mushrooms. So, in this game you must .
guide your caterpillar through the mush-
room patch, avoiding the mushrooms, but
picking up twigs, flowers, apples and
acorns for bonus points as you work your
way through the seasons.

There are only two keys to master: “Z”—
Left “M”—Right but you'll still find this
game pretty tough. For such a short game,
the graphics are excellent and will no

doubt provide many tips for prospective
game writers.
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1 GRAPHICS 2+16:POSITION 4,0:? #6;"SHOW JUMPING":POSITION 8,1:7 #6;"3Y":POSITION
4,2:7 #8;"ERIC TILLEY"

2 GOSUB 2000:FOSITION 4,4:? #6;"[INVIMOVE[INV] [INV]STICK[INV] (INV]TO[INV]":PO3
ITION 4;5:? #6;"[INV]SELECT(INV] [INV]NUMBER[INV]":POSITION &,5:? #6;"[INV]OF[IN

v] [INv]JuMPs[INV]"

3 POSITION 2,8:7 #6;"trigger to start":NUMJIMP=10

4 POSITION 2,11:PRINT #6;"JUMPS=";NUMJMP:FOR D=1 TO S50:NEXT D

5 IF STRIG(0)=0 THEN 10

6 IF STICK(0)<>15 THEN NUMJMP=NUMJMP+10:IF NUMJMP>30 THEN NUMJNP=10

7 GOTO 4

10 GRAPHICS 18:POSITION 2,2:7 #6;"PLEASE WAIT":POSITION 2,4:? #8;"WHILE STEWARDS

":POSITION 2,6:? #6;"SET UP COURSE"

11 FOR D=1 TO 1000:NEXT D

12 GOSUB 10000

13 UP=0:UPC=1:5P=50:H=1:FLT3=0

14 JMPCOU=0

20 D=USR(VP,REST1,0,PLJ):D=USR(VP,REST2,0,FL1}

22 FOR D=1 TO 200:NEXT D

24 GOSUB 1540

26 STATIM=(( PEEK(18)*65536 )+(PEEK(19)*256)+PEEK(20))/60

40 J=INT(RND(0)*10)+1:D=USR(VE,JUMP(J),0,PL2):IF J=1 OR J=4 THEN POKE 53253,3

50 FOR I=191 TO 33 STEP -4

51 IF UP=0 THEN SOUND 0,200,8,15:SOUND 0,0,0,0

55 IF STRIG(0)=0 AND UP<>1 THEN UP=1:D=USR(VP,HORSE(3),PLO,PL0-10):D=USR(VP,HORS

E(2),PL1,PL1-10):DST=10-(SP/10)

56 IF UP=0 THEN D=USR(VP,HORSE(H),PLO,PLO):D=USR(VP,HORSE(H+1),PLLl,PL1)

57 IF UP=1 THEN UPC=UPC+1:IF UPC>DST THEN UPC=1:UP=0:D=USR(VP,HORSE(H),PL0O-10,FL

0) :D=USR(VE,HORSE(H+1),PL1-10,PL1)

58 IF UP=0 THEN SOUND 0,130,8,15:S0UND 0,0,0,0

80 POKE 53250,I

85 IF PEEK(HIT1)»2 OR PEEK(HIT2)>2 THEN GOSUB 300

90 H=H+2:IF H>3 THEN H=1

92 IF STICK(0Q)<8 THEN SP=SP-2:IF SP<O THEN SP=0

93 IF STICK(0)>8 AND STICK(0)<13 THEN SP=SP+2:IF SP>=50 THEN SP=50

95 FOR D=0 TO SP:NEXT D

100 NEXT I

101 JMPCOU=JMPCOU+1:IF JMPCOU=NUMJMP THEN 600

105 POKE 53258,INT(RND(0)*2)

110 D=USR(VP,JUMP(J),PL2,0)

120 GOTO 49

300 S0UND O,2,8,10:FLTS=FLTS+4:SP=50:UP=0:UPC=1

306 D=USR(VP,HORSE(3),PL0O-10,0):D=USR(VF,HORSE(2),PL1-10,PL1)

310 D=USR(VP,FALL1,PLO,PLO):D=USR(VP,FALL2,PL1,PLL)

330 FOR Z=I TO I-42 STEP -1

340 POKE 53250,7Z

350 NEXT Z

360 I=1-40:POKE HITCLR,1

370 SOUND 0,0,0,0:FOR D=1 TO 250:NEXT D

380 RETURN

500 FINTINM=( (PEEK(18)*85536)+(PEEK(19)*256)+PEEK(20))/60

610 D=USR(VP,REST1,PLO,PLO):D=USR(VP,REST2,PL1,PL1)

520 GOSUB 1540

630 TOTIM=FINTIM-STATIM

840 GRAPHICS 2+16

541 POKE 53277,0

§50 POSITION O,0:PRINT #6;"[INV]JUMPS[INV] ";NUMJMP

660 POSITION O,2:PRINT #6;"[INV]faults[INV] ";FLTS
§70 POSITION O,4:PRINT #6;"time ";TOTIM

675 GOSUB 2000

700 GOTO 700

1540 FOR J=1 TO 25

1550 SOUND 0,10, 14,15:SOUND 1,20,14,15

1560 FOR D=1 TO 5:NEXT D

1570 SOUND 0,15,14,15:30UND 1,25,14,15

1580 FOR D=1 TO 5:NEXT D

1590 NEXT I

1600 SOUND 0,0,0,0:SOUND 1,0,0,0

1610 RETURN

2000 FOR S1=0 TO 2

2010 FOR §2=1 TO 2

2020 GOSUB 2070:FOR D=1 TO 60:NEXT D:GOSUB 2120
5030 FOR S3=1 TO 3:G0SUB 2070:FOR D=1 TO 15:NEXT D:GOSUB 2120:NEXT 53
2040 NEXT S2

2045 NEXT S1

2050 S1=3:GOSUB 2070:FOR D=1 TO 200:NEXT D:GOSUB 2120
2060 RETURN

2070 SOUND 0,81,10,10

2080 IF S1>0 THEN SOUND 1,64,10,10

2090 IF S1>1 THEN SOUND 2,53,10,10

2100 IF S1>2 THEN SOUND 3,40,10,10
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Make the jumps safely, but all the
time keep an eye on the clock.

This game has you competing as a
show jumper.

You have to clear all the jumps,
including uprights, doubles and
the dreaded: water, to complete
the course.

The game graphics are excel-
lent, especially when your horse
falls! Of course, the idea is that

0,0,0,0:S0UND 1,0,0,0:SOUND

ET UP P.M

106, PEEK(106)-5:GRAPHICS 3+1
(PEEK(106)+1)*256

54279, PEEK(106)+1

10035 E 277,3:POKE 559,46




you fall as little as possible; thus
keeping down the' number of

faults ‘at the end. This involves
timing. the speed and the jumps
correctly. Use the joystick:
RIGHT—Increase Speed. -
- LEET-—Decrease Speed
FIRE—Jump
When typing in the listing, take
~care of the graphics commands,
shown as [INVI.

a

0,0,0:S0UND 3,0,0,

FOR I=0 TO 1023
POKE PMBASE+I, 0

NEXT I

PLO=PMBASE+580: PL1=PL0+128 : PL2=PL1+132

DIM HORSE(4), JUMP(10),TXT$(8)

0 HORSE(1)=PMBASE:HORSE(2)=HORSE(1)+13:HORSE(3)=HORSE(2)+13:HORSE( 4 )=HORSE( 3

JUMP(1)=HORSE(4)+13:FOR I=2 TO 10:JUMP(I)=JUMP(I-1)+9:NEXT I
FALL1=JUMP(10)+11:FALL2=FALL1+13
REST1=FALL2+13:REST2=REST1+13

RESTORE 10220

0 FOR I=0 TO 195

0 READ X:POKE PMBASE+I,X:SOUND 0,1I,10,5

) NEXT I

POKE 623,1:POKE 712,154:POKE 708,194

113,41,28
248,248 56,208, 96
, 89,209, 16“

:aa 448,L¢,138,5

194

dg,_he 129 129,129,129
1, 131,31, 63, 255

HOOoDmo 0o 2 T
L VI S TS R T = E

NI P O =

3 0 0 o, 25J 265,255
D,‘Q 12 71 35 ql 31, 63,255
0,32,64, 129 143 255 243,252,255

[y

(] ]
3,3 199 63 12? 127 127 65 33,32
,136,14 238 152 ,248,248 248 240 8,144,186

5 RESTORE 20050
20010 FOR I=0 TO 43
20020 READ X:POKE VP+I,X
20030 NEXT I
20040 RETURN
20050 DATA 104,162,5,104,149,220,202, 16, 250,198,220,198,222,160,0,177,224, 170
20060 DATA 168, 165 223 240 9,169,0, 1&5 222 136 208 249 138 lBE 103 ¢21 ,240,7,177
,224,145,220, 136 2“6 249 96

29




This original action game is a far cry from the Pied
Piper. In this case you have to avoid the dashing
rats, which come hurtling out of the blackness at
you. Use the joystick to steer left and right, keeping
clear of both the rats and the walls.

When typing in the listing, you'll often find words
within square brackets, indicating the keys you
should press. This method eliminates all those
nasty-looking graphics characters. So:

[HOME] — Press the HOME key
[RED] — Colour Red
[s X] — Press key X whilst pressing SHIFT
[c X] — Press key X whilst pressing C =.

1010 PRINTCHRS (147) ): NEX

1160 REM sk
SET U .
Toh : L$=L$+CHRS (157 T UP sou
1020 L§="'":FORI=11D%%

o ND %%
;igﬂ s—5a272:FORI=CTQZH-pO *
(o] Sl=5a285:POKE : KES+

S+
;190 POKES+2H.15:POK

< I.O:NEXT
3.31:?0KES+6,2&0
FS1+
ES1 5.31:POKESl+6,2ﬂ
lz00 L=12:x%=

150:W=12:9_pn.
1210 POKEG646, 14 €:Z=0:SE=0
1220 PRINTcH

R$(19)cH
1230 FORI=1TO2; iRe(5)
1240 PRINTTAB(g)n

S0

ioso POKE53280.0:POK§33§81
1040 GOSUBlBZO:REM " E R .
1050 REM k% READ SPRIT

1060 FORI:OTOEiiR

070 FORI=0TOOZ: ; E
1020 FORI=0T062:READJ.POK 9
1090 PRINTCHas(lu?)

e 1250 NExT: [ec B] "spc(ig)m
yp SPRITES XT: POKEVC+ = [e B]"
1100 REM *¥* SET, _sa248: POKEVC+21,5 1280 PRINTC €+31.0: POKEVC+30, o
g2040,13:VC=53 EVC+L40,8 HR$ (19)CHR$ (30
1110 POK ul'lu:POKE20ﬂ2»15‘POK vC+29 1290 FORI=1TO21 =0
et 10s POKEVC+23, 71 POKE 1300 PRINTCHR$(18)w
1130 POKEVC+3Y- 1310 PRINT" "SPC(zo);
,180 1320 N

iluo POKEVC+0, 1503 POKEVC+2 g

":REM BOTH ¢ SPACES

R$(19}CHR$(5)
R$(19)TAB(28)

.10
1150 POKEVC+28.2:POKEVC+U1

1155 POKE5H296.15

1340 PRINTCH "SCORE: "

"HIGH: "

30




1350 REM *%%¥MAIN LOOP X%
1360 IFCR=0THENGOSUB1580
1370 SE=SE+1
1380 CY=CY+16:IFCY>210THENCY=1:CR=0
1390 P=PEEK(56320)
1400 IFP=123THENZ=1
1410 IFP=119THENZ=2
1420 ONZGOSUB1530,1550
1430 POKEVC+0, X
1440 POKEVC+l,R:POKEVC+5,CY
1450 PRINTCHR$(19)TAB(6)" "L$SE
1460 IFSE>HITHENHI=SE
1470 PRINTCHR$(19)TAB(34);:HI 1790 PRINTTAB(12)w
1480 IFPEEK(VC+31)AND1=1THEN1600 1800 PRINTTAR( )" ":REM
1490 IFPEEK(VC+30)AND1=1THEN1600 _ 13 R S
1500 POKEVC+31,0:POKEVC+30,0 1810 GOTO1110 ~Sin
1510 GOT01360 | 1820 REM *¥x r1q
1520 REM *#% MAN DIRECTION *¥¥ | 1830 PRINTCHRs(lLE PAGE k%
1530 X=X-2:IFX<10THENX=10 1840 pRINTTAB(7)2)CHR$(5)
1540 RETURN 1850 PRINT"R ¥ >S EWER % n,
1550 X=X+2:IFX>250THENX=24¢ 1860 PRINTCHR$(17S <n 5
1560 RETURN : 1865 PRINTTAB(5)uJCHR$(17)
1570 REM *%¥ NEW POSITION OF RAT %X 1866 PRINTTAB(5 )" BY M.ELLIg"
1580 R=INT(RND(TI)*84+110):CR=2 Ile Tife 1[0 T3 [e TI[(e 7]
1581 FORK=150TO250STEP15: POKES+11,17: POK 1870 PRINTTAB(S)EC Thle: THLS ) T]"c &
ES+8, K: NEXT 1880 PRINT"STERR USE JOYSTICK 10 n
1583 POKES+11, 0: RETURN 1890 PRINTTAB(B)"YOUR MAN"
1590 REM *%% CRASH INTO KERB *¥¥ 1900 PRINT"SEWgEg AND AVOID THE ",
1600 POKEVC+21,6:POKES1+4,0 1910 PRINTTAB(B)"RATS“'-"
1610 POKEVC+2,X:POKEVC+3,180 1920 PRINT"FoR THALSO WATCH ouT, n,
1620 FORV=15TOOSTEP-1: POKES+1,2+V 1930 PRINTCHRg (1 R ‘
1630 POKE53270,INT(RND(1)%*8) 1940 PRINTTAB(g)Z)CHR$(17)CHR$(17)
1640 POKES+W,129:POKES+24,V 1950 GETA$=IFA$-~ERESS A KEY TO ppayw
1650 POKEVC+37,INT(RND(TI)*15) 1960 RETURN:RgyM THEN1950
1660 POKEVC+38,INT(RND(TI)*15) 1970 REM s SPR%NTO GAME
1670 NEXT:POKES+4,0 1980 pATAO, 0,0, o TE 0 (MAN) *x%x
1680 POKEVC+21,0 1990 DATA60, 0. ¢ éio.o,o.éo.o,o
1690 REM *¥% NEW GAME *%% 2000 DATA189, 128 4 o 02255.0,1
1700 PRINTCHR$(19):CY=1:CR=0 2010 DATA128, ¢ 152'60'123-1.60.123 1,25
1710 POKE6U6, INT(RND(TI)*15) 2020 Daran,g'3é : W0 0060,10.10. g TP
1720 FORI=1TOWL:PRINTCHR$(17):NEXT 2030 DATao,o'o 6 »0.36,0,0,231, o
1730 POKES53270,200 ’ 2040 DATAU.D'O'O'O'O'O'O'O'O
1740 PRINTTAB(12)"YOU HAVE BEEN" 2050 REM #x QPEI;D
1750 PRINTTAB(11)"EATEN PRESS FIRE" 2060 DATAO, 248, o ol (CROSSBONES) #x
1760 POKEVC+4,R:POKEVC+5,CY 2070 DATA1714 0'2'1'252'0-3.25u,0_2
1770 IFPEEK(56320)<>111THEN1700 2080 DATA3, 225 o +18:0:3.222,0
1780 PRINTCHR$(145)CHR$(145)CHR$(145) 2090 DATA250,D.G.f’asu'o'ltlaglolz
2100 DATA136.O:0:8;?605153'3'0




"' '
ROCE FARLL

Z il |

O

BY ANDREW CLAPHAM

1 LET h$='"000"
5 REM ROCK FALL February 85
By A.CLAFPHAM
10 DATA 255,170,255,85,255,170
72555 85
20 "DATA, 74 L27275265 2w 7als @5
30 DATA 240,152,108,44,152,240
,192,253
40 DATA  102,..128,:87.36:31,2, 52
50 DATA 7,247,245,4,252,32, 80,
32 '
50 DATA 3. 0,.5,:11,23.43,45, 46
70 DATA 0,224,32,160,220.226.2
50,122
80 DATA 95,191,191,152,99,28,0
, 0
90 DATA 2502375, 237122, 19U,
92,32
100 DATA %1; 3,5:10, 18, 36,68,20D
110 DATA 0,128,64,160,144,72,68
Rl
120 DATA 120,39,17.9.5.3,1.0
130 DATA 28,136,16,32,64,128,0.
0
LHO: IDATA  6,953%, 22, 57127, 2232
36
150 DATA 192,32,160,208,28,252,
222,138
151, 'DATA 36574565 35.1465%.37
152 DATA 96,48,112,48,96,64,64,
210
153 DATA 19,311,724, 41.,01,165.165

, 255
154 DATA 228,232.232,200,200.20
Oy 2165255

155 DATA 255,238.238,68,68,68,0
. O

156 DATA 0,0,68,68,68,238,238,2
55

160 FOR n=USE "a" TO USR "u"+7:
READ x: POKE n,x: NEXT n

170 FLASH 0: OVER 0: INVERSE O0:
BORDER 1: PAPER 1: INK 7: BRIGH
T 1z CLS

180 LET a%$=""1100010001101010101
01010100011001100101010001010101
0010001101010000000000000000001.1
10010010001000100010101000100011
0011101000100010001010112201121"
190 LET p=1

200 FOR n=1 TO 9: FOR m=1 TO 16

210 IF as$(p)="1" THEN PRINT iE
NK 6:AT n¥*2, (m-1)*%2;"FG": AT n¥2+
1, (m-1)%2; "HI"

215 IF INKEY$="s" THEN LET m=1
00: LET n=200: NEXT m: NEXT n: G
O TO 400
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Infinite screens, and all different, should
keep you glued to this Boulder Dash vari-
ation. The idea of the game is to collect five
diamonds on each screen, whilst avoiding
Egbert, the alien. Whenever you tunne
underneath a rock, the rock will fall, either
stunning the alien for a bonus, or destroying
a diamond (not advised!). Every five screens
there will be no earth to tunnel through and
on later screens the alien will speed up.

When typing the listing, you’ll come
across underlined characters. These are in
place of the user-defined graphics which are
normally scattered through the listing and
should be typed in GRAPHICS mode (the G
cursor). So if you see the character F, enter
graphics mode (CAPS SHIFT +‘9’), then hit
the character and then return to normal
mode (CAPS SHIFT + 9" again). You may
also come across a set of characters such as
sh8. These refer to Spectrum symbol
graphics (above the keys 1 to 8). Again in
graphics mode, hold down the SHIFT key
whilst pressing the number (in this case ‘8’).
When the program has been run, a listing
will show the graphics, shown in the
diagram below.

220 LET p=p~+1

230 NEXT m: NEXT n

240 FOR n=0 TO 15

245 IF INKEY$="g" THEN GO TO 4
00




250 PRINT AT 0O,n; INK 5:" BC":A
T dwavs ENK g™ DER

260 PRINT AT 11,30-n: INK 7:"NO

"
270 PRINT AT 20,n; INK 3;" gﬁ";
AT 21.1’1:" w"
280 BEEP .01,n: NEXT n
290 LET as$="
Press 5 to play.
A.Clapham presents

———===ROCKFALL===-——
Guide Ernie the mining robot to
collect five diamonds. Avoid
Eggbert NO and do not run o
ut of air. KEYS Q=
UP A=DOWN M=RIGHT N=LEFT

"

295 LET a$=a%+"5 points for eac
h jewel + bonus for screen and K
illing Eggbert. CAN YOU BEAT
THE HIGHSCORE OF "+hsg+" 2929

(A}

300 DIM k(4): LET c¢=1: LET d=1:

RESTORE 370: FOR n=1 TO U4: READ

k(n): NEXT n: RESTORE 360: READ

Q,z: IF INKEY$="g" THEN GO TO
400

310 LET x=0: FOR n=1 TO LEN a$-
32: LET %x=x+1: IF x=8 THEN LET
x=1

320 IF INKEY$="s" THEN LET n=1
000: GO TO 340

330 PRINT AT 10,0; INK x:a2%(n T
O n+31}): BEEP .01,9: LET z==z-1:
IF z=0 THEN READ q,z: IF z=99 T
HEN RESTORE 360: READ .z

335 BEEP .0l1.k(c¢): LET d=d+1: I
F d=3 THEN LET d=1: LET c=c+li

IF ¢=5% THEN LET c=1

340 NEXT n: IF n<1000 THEN GO
Tl S0
350 GO TO 4o0O

360 DATA o
t3-“59;l-?aus11!”‘09,2,702t11.8.l
2

_5gv lévuiat_59| o Bl ul

6.3.-59.1.16.2.1“—,2.11. a0902| 7|
+ L1, ill 9.2,?.2,“—.&,“—.8

365 DATA 4,04,99,99

370 DATA -8,-1.0,-1

390 DATA 99,99

400 LET sc=1

410 LET s=0

420 LET 1=3

430 INK 7: PAPER 1: BRIGHT 1: C
LS

LuQ PRINT AT 10,10;"SCREEN ":sc
441 IF sec=1 THEN PRINT AT 12,0
; PAPER 7; INK O;" THE EA

SY SCREEN

"

4Lz IF sec=5 THEN PRINT AT 12,0
; PAPER 7: INK O:" Mind the V

enus Fly Traps

"

443 IF sc=11 THEN PRINT AT 12,

0: INK O:

PAPER 7;"Watch out.you

g0 half the speed!"
44 IF sc=16 THEN PRINT AT 12,
0; PAPER

e robot traps

7 INK: 02 Mind th

"

445 IF se=18 THEN PRINT AT 12,
0: PAPER 7; INK 0;"You must have
skill to succeed!!"

450 BEEP
2,40

NT (=¢/5) THEN LET w$="AA"+FN =
F(2)+"AAAAAAAA"+FN s$(1)+"AAAAAA
"LFN s$(L)+"AAAA"+FN s$(6)+"AAAA

.2,4: BEEP .2,0: BEEP

BEEP .U4,7
460 RANDOMIZE =sc
U70 PAUSE 150: CLS : IF sc/5<>I1




", FOR n=0 TO 21: PRINT AT n,O:
INK 2; PAPER 1;w$: NEXT n

480 IF sc>1 THEN DIM w$(32): F
RINT AT 10.0:;w$;AT 11,0:w$

4L&%s FOR m=NOT (sec>L) TO 2: FOR
n=1 TO 12+sc¥m

490 LET x=INT (END#10)%2: LET V¥
=INT (RND#*16)%2: IF x=10 THEN 3
O TO 490

#igs IF m=0 THEN PRINT AT x.¥:

INK 4; BRIGHT 0;"PQ":AT x+1.¥;"R

S"
T500 IF m=2 THEN PRINT AT x,¥:
INK 6:"FG":AT x+1,y;"HI"

520 IF m=1 THEN PRINT AT X,¥:
PAPER: 1g"  WuAT x+dgyitt ¥

530 NEXT n: NEXT m

540 FOR n=1 TO 5 - :
550 LET x=INT (RND¥10)*2: LET ¥
=INT (RND*16)%2

560 IF x=10 THEN GO TO 550

56% IF ATTR (%x,¥)=71 THEN GO T
o 550

570 PRINT AT x,y: INK 7: PAPER
; BRIGHT 1:"JK":AT x+1,y:;"LM":
EXT n

580 LET h=10: LET p=0: LET oh=h
: LET op=p: LET mh=10: LET mp=30
: LET omh=mh: LET omp=np

580 LET md=1

700 LET g=0: LET air=200-(sc*25
y: IF air<60 THEN LET air=60
710 GO SUB 1000

720 G0 SUB 2000

730 DIM x(4): DIM wy(4): LET x(1
J==2i IDET y(2)=25 LET #{3)=2% LE

34

T y(U)=-2
740 IF sc<ll OR sc>14 THEN GO
T 770
750 GO SUB 3000: GO SUB 2000: G
O SUB 3000: GO SUB 2000: GO SUB
4000: GO SUB 100
760 GO TO 750
770 IF sc<16 OR sec>25 THEN GO
TO 800
780 FOR u=1 TO
G0 SUB 3000: GO
1005: NEXT u
790 GO SUB ©
800 GO SUB 2
G
8]

- G0 SUB 2000:
SUB 4000: GO SUB

O SUB 4000:
810 GO TO 80
1000 PRINT ) A
B 30 NEVS MoadT
TAB 24;"AIR ":;a

HIGHSCORE '":h
1001 RETURN
1005 PRINT )O0:AT 1,4:s;AT 1,28;:;a
ll—,: " "

1010 LET air=air-1: IF air<l1® TH
EN BEEF 1,30

1020 IF air<=0 THEN FOR z=1 TO

15: BEEP .1,30: NEXT =z: 3@ T 60

o]v}

1030 RETURN

2000 PRINT AT chyops! DiAT oh+il
,op;"™ ";AT h,p; INK 5;"BC": AT h
+1,p: INK U4:"DE":AT omh,omp:" "
- AT mh.mp; -INK 73"NO"

2010 LET oh=h: LET op=p: LET omh
=mh: LET omp=nmp

2020 RETURN



— ]

3000 LET nmd=md+1l: IF nmd=5 THEN
LET nmd=1

3010 LET nmh=mh+y(nmd): LET nmp=

mp+x{(nmd)

3020 IF nmh<0 OR nmh>20 OR nmp<O
OF nmp>30 THEN GO TO 3500

3030 IF SCREEN$ (nmh,nmp)<>" " T
HEN GO TO 3500

3040 LET md=nmd: LET mp=nmp: LET
mh=nmh: GO TO 3600

3500 LET nmh=mh+y{md): LET nmp=m
p+x{md)

3510 IF nmh<0 OR nmh>20 CR nmp<0O
OR nmp>30 THEN GC TO 3550

3520 IF SCREEN$ (nmh,nmp)<>" " T
HEN GO TO 3550

3530 LET mh=nmh: LET mp=nmp: GO
TO 3600

3550 LET md=md-1: IF md=0 THEN
LET md=4

3600 IF ABS (omh-oh)<4 AND ABS
omp-op )<l THEN GO SUB 8500: GO

TO 6000

3610 RETURN

4Lo00 LET nh=h~+( (INKEY$="a")-(INK
EY$="q"))%2: LET np=p+((INKEY$="

m")-(INKEY$=""n""))*2

4010 IF nh<0 OR nh>21 OR np<0 OR
np>31 THEN LET nh=oh: LET np=o0
P

4020 IF ATTR (nh,np)=78 THEN BE
EP .01,12: LET nh=oh: LET np=op
4030 LET h=nh: LET p=np

LoL4LO IF ATTR (h,p)=71 THEN FOR
n=1 TC 5: BEEP .01,n*5: NEXT n:
LET g=g+1: LET s=s+5: IF g£=5 THE
N GO TO &0Q00

Lo4s IF ATTR (h.p)=12 THEN FOR
n=1 TO 5: BEEP .05,10: BEEP .05,
0: NEXT n: GO TO 6000

Loué IF ATTR (h.p)=85 THEN FOR
n=20 TO ¢ STEP -1: BEEP .001,n:
NEXT n: GO TO 6000

4050 IF oh<>0 AND oh<>20 THEN i
F ATTR (oh-1.0p)=78 THEN GO SUB

5500

4100 RETURN

4500 PRINT AT oh-2,0p;" ":AT oh
T e o = ". FOR n=h TO 18 STEF 2
4510 PRINT AT n.,op:"™ ";AT n+l.o
p;" ";AT n+2,o0p: INK 6;"EG";AT

n+3popy LNK 68"HIN

4520 BEEP .01, (20-n)%2

4530 IF n+b=omh AND op=omp THEN
FOE g=69Q TC 0 3TEF -5: BEEF .00
5,d: NEXT g: FOR g=0 TO 69: BEEF

.005,q9: NEXT g: PRINT AT omh,om
p:™ ": LET s=s+100: LET mh=0: L
ET omh=0: LET mp=14: LET omp=14
4540 IF n<>18& THEN IF SCREEN$ (

n+ld,op)<>" " THEN GO TO 4600
4550 PRINT AT oh,op:" e AT 'oh+l
,op: " DLAT hyip; INK B5y"BE™UAT H

+1l.,p; INK 4:"DE"

4560 NEXT n: LET n=18

4600 PRINT AT n+2,o0p; INK 6:"FG"
AT n+3,0p: INK 6:"HI"

4610 IF n+z2=oh THEN LET oh=h
4L620 RETURN

6000 PRINT AT oh,op:" ".AT oh~+1
,op:;" ":;AT h,p: INK 5;"sh2sh7":

AT h+1,p:;"sh2sh7": FOR n=69 TC O
STEP -2: BEEFP .0l1,n: NEXT n

6010 LET 1=1-1: IF 1=0 THEN GO

TO 7000

6020 GO TO 430

7000 BEEP .5,0: BEEP .5,0: BEEP
.25,0: BEEP .5,0: BEEP .5,2: BEE
P .25,1: BEEF .5,1: BEEP .25,0:

BEEP .5,0: BEEP .25,-1: BEEP 1,0
7010 LET as$=" G A ME O

VvV E R 1

7020 FOR n=1 TO LEN a$: FPRINT AT
10,n-1:a%(n): BEEP .005,60: BEE
P .005,10: NEXT n

7030 BEEP .5,-U48

7035 IF s>VAL h$ THEN LET h$=ST

R$ =

7040 PAUSE 200: GO TO 170

8000 BEEP .2,12: BEEP .2,7: BEEF
.2,9: BEEP .U4,11: BEEP .1,9: EBE

EF .3,11: BEEP .4.12

8010 FOR n=air TO 0 STEP -3: LET
s=g+3: BEEP .003,n- 4: PRINT )O0;:

AT NopldiaiAT 2805 i NEXT hi¥
LET sc=sc+1

8020 GO TO 430

8500 LET dy=omh*%8-h*%8: LET dx=om
p*¥8—-p*8: FOR y=175-h*8 TO 175-h#*
8-8 ITEP -2: PLOT p#8+8,y: DRAW

dx,-dy: BEEP .01,RND¥50: NEXT y:
RETURN

9000 LET x=INT (RND*16)%2: LET ¥
=INT (RND¥*11)%2

9010 IF ATTR (y.x)=71 OR (y=mh A
ND x=mp) OR (y=h AND x=p) THEN

RETURN

9020 PRINT AT w¥.x; INK 5; PAPER
2:"2";;\11 .y+'l.X:"U_‘[l"

Q030 RETURN

9999 DEF FN s#(s)=("AA" AND sc<=
s)+ (" "™ AND sc>s)

35



THE GREAT C&VE COV

——

Why not brighten up those boring old blank tape labels by using C&VG's Book of Games
cassette inlays? Just use a sharp pair of scissors to cut out the labels, paste them onto the
blank cassette inlay and you’ll have your very own custom-made C&VG games cassette.
Neat eh? If you don’t want to spoil your Book of Games, why not get together with a
friend and swap them — or else buy another copy of C&VG? We have to keep paying
protection money to the Bugs somehow!




