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| The Computer & Video Games 1983

Arcade Championships were only
|decided during the last few seconds
|of the action in July's thrilling final
aay.

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

Some of the finalists got up early
that day to appear on the BBC's
morning programme Breakfast Time

an unofficial championship

warm-up.
Then the 18 split into six groups of
lhree to tackle their {avourite

machines with the highest scorer
moving onto the next stage of the
‘ompetition.

Julian
takes the
arcade crown

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

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

And at the last gasp he overtook it

to notch 73,110 points and take the
title.

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

Dave Lee Travis turned up at the
end of the day to present the finalists
with certificates, Donkey Kong
Junior hand-held games-watches
from CGL and Julian with his Gala-

ga machine.
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Unioldmg helure your wvery eyes is the hrst-ever
Computer & Video Games Yearbook.

We've used some of Computer & Video Games
magazine's most potent resources to put together a
book we think computer buffs will love.

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

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

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

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

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

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

In the spaces between the games we packed in
features about computer gaming and the people who
made the industry what it is. There's plenty of car-
toon fun with those horrors the Bugs and Trevor
Truran sets you Puzzling with his brain teasers.

INTERSTELLAR INTRIGUE...............21

Five hardened diplomats meet to share out the galaxy but
each hopes to wrest complete control for himself. Take the
part of Grakta the Bloodline delegate or Maachen the lizard
from the Water Empire {up to five can play) as the fate of suns
planets and fleets rests on your negotiating. Mike Singleton
wrote this novel and tactical game for the Spectrum. And there
are versions for the Dragon, BBC and Atari too. [llustrated by
Stephen Gulbis. Can you take control of the galaxy when the
might of four other empires is ranged up against you?

It's not often that the special delivery rocket arrives on this
lanely sutpost of the galaxy. But when it does there's always
a rush te see the latest issue of C&VG. This photograph was
captured by the lens of Mike Goss and the two aliens were
put together by Dorian Creoss. We hope you get as much out
of the yearbook as Dorian put into this marvellous model.

YAHTZEE..........92
Come on Bud, roll them dice!
You know this game 'aint
fixed. Join our disreptable
team of dice-men.

3D MAZE.........100
Get lost! And then find your
way home again. That's the
aim of this challenging maze
escape game. Mind-boggling

e, e —

BEACON STAR WRRS RSN - | |

Two alien tribes discover the secret of the beacon stars and
realise that whoever controls this sector of space will have a
say in the running of the galaxy. Their {leets of mining ships
and gun ships help the race to preduce stargates around the
discovered stars. But what are the incredible space scaven-
gers and how will they affect the outcome? Written for the
Dragon by Hon Potkin, it's a well balanced and tactical
strategy game for two players. Converted onto the Spectrum

frustration for Sharp owners.

METEOR ATTACK

.II.'I...‘.Cl‘.l-lll-ll..110
Your city is in danger. A
heavy shower of meteors is
heading straight for it from
the depths of space. Your

fight your opponent?

)’
PIRHTES 8 POLYPS.....coooevruenenenenesennne 52

The polyps are a rare and precious space commodity which
you hope to attract down to your planet with a deep space
scanner. But the pirates are out to steal the polyps away and
to wreck your scanner and ground lasers. It's a battle of wits
as you try to draw a bead on the pirate ships in the atmos-
phere and blow them out of the skies before they make otf with
a polyp — or worse — dive bomb your detences. Written by
Pat Norris for the Spectrum we also have conversions for the
Atari, Vic-20 and Dragon, [llustrated by Peter Harris. Do you
blow up a pirate or pull down a pelyp? It calls for fast wits as
well as quick reactions.

4

too. Illustrated by John Higgins. Can you out-think and out-

mission is to destroy them
before they destroy youl
Space action on the Atari.

TRACKER........112
Androids are on the loose
again and threatening the
safety of everyone in Vie-
ville.

PAC-MAN ........116

A heart-rending tale of a Pac-
Man who thought he was
going to be left out of this
Yearbook. Fun on the Spec-
trum.
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THE VESPOZIAN AFFAIR..................68

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

THE BIGGEST GAMES FACTORY ......16
When it comes to games, more games come out of the Atari
factory in California than anywhere else. But how many ideas

finish up in the bin and how do they spot the winners.

SOFTWARE HOUSE

mers.

ill!ltuoloccl!lt..-tlancolic&ﬁs
The processes which could put your game on the streets. How
a software house deals with your tape and what you could
earn. We talked to Visions about their games and program-

MEET OUR ARCADE CHAMP................3
The page you've already passed. Read about the thrills and
spills of our 1983 Video Games Championships and the skills
of Julian Rignall, our worthy winner.

EVOLUTION OF THE SPACE
INVHDERS lOIIlICOUIiDIIl-.litit---..lln.l.-.lnqq--.u-..-ﬁ
We shed new light on the real strategies and motives behind
the great invasion and find out that despite suffering enor-
mous losses, the green meanies actually won.

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

Eugene Lacey talks to Dave Lawson, the programming brains
behind Imagine Software.
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TIPS ON VIDEO GAMES......................06

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

LICENCING.........ccccounrmuncnncsansnccancenss. 104

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

RE OF GAMING ...............107

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

PIHBHLL cnaz? L R Y ST TR l Dg
Tim Metcalfe is pinball crazy, but he's not the only one. We
sent him down to meet a family who think more about flippers
and drop targets than even he does.

DHRK CHYSTHL'I FlARSAERRAERAR RN RN RRRREREERS l zg
We asked our magazine readers to draw a character or a scene
from the fantasy Muppet movie, The Dark Crystal. Alan Outter
was the winner and you can see just how he reproduced Jen
the Gelfling on page 129. Then try it yourself on a BBC.
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PUZZLING...........8

We asked Trevor Truran to

set your Earthling brains
enough puzzles to keep them
busy until this time next year.
Trevor starts Puzzling on
page 8 and there are more on
pages 12, 20, 106 and 128.

THE BUGS ..I--‘I-"Ig
Every-so-often we have to
kick ourselves to remember
that the Bugs are the crea-
tions of cartoonist Elphin
Lloyd-Jones They don't really
exist in your computers. They
go into action on pages 9, 14,
15 and 20. Ruining program-
mes, blowing up computers
and planning chaos, just like
they did in our computer
room only last week., Maybe
they are real after alll

ExPEHTs.I LA LR AL L] 1 8

Would you like to add some
professional gloss to your
computer programs? We
asked some sottware experts
to tell us how on their compu-
ters. Malcolm Evans of New
Generation Seftware gets to
grips with the Spectrum on
page 18. Simon Hunt of En-
glish Software explains how
to get the best from the Atari
on page 66. And Nat and
Franklin of Salamander Soft-
ware tame the Draogon on

page 90.
GLOSSARY......120

Puzzled by computer jargon?
We'll put a stop to all that.
Robert Schifreen has com-
posed the definitive computer
glossary to take the jargon
out of computers.

Editer Terry Pratt, Art editor Linda Freeman, Preduction Tim Metcalie, Staff writer

ugene Lacey, Glossary Hobert Schifresen,

Advertisement manager Hita Lewis, Assistant advertisement manager Aob Cameron, Advertisement executive Louise
Matthews, Advertisement assistant Louise Flockhart, Publishing director Tom Maloney. Published by Computer and Video Games,
Durrant Housa, 8 Herbal Hill, London, ECIR SE]. Copyright © 1983 EMAP National Publications Ltd., Peterborough. Printed by East Midland

Litho Printers, Peterborough.
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EVOLUTION OF THE

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

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

'scalp — and still they kept coming.

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

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

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

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

But while the new aliens took over
the space invaders’ traditional terri-
tory in the arcades, the old enemy
was planning a new campaign. [t
moved straight into the Earthly
homes and setting up residence in
the humans’ previous major defence,
the telly ... a master stroke.

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

Atari VCS aliens were a different
shape but undoubtedly the same

In 1977, wh
local, the vid

z

:

: 1
Pruning years of 1981 '

9 hardcore arcad [

€ 20p and those who ll?rt:d!:i }
1

a few 20ps a night in the pub.

Bye-cut:hing graphics an
thout driving e

sound. in innovation

breed: antennae wriggling, legs

twitching and fighting in profile but
invaders none-the-less.

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

The green
meanies’ master
By Terry Pratt

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

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

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

grew fat on the back

P: new manufact |
and it hlossumed?c il

d sound effects wh
i
veryone into the sqh:: h:t:ruﬂea

were

ames still lead

to destruction, Subtley mankind hat
been switched from the side of
good guy to become the destroyer o
good guys. .
We tock this change in good stead
and soon ghosts were disappeari
almost as fast as invaders had on
done. But in Pacman we had a ga
which could actually cause
physical injury. Games were inters-
persed by finger soothing sessions,
when caloused and bruised join
were nurtured back into shape read
for the next bout. | a
While Pacman took over our hearts
in the arcades, the space invadel
had found a new realm to conquer as
they blasted their way into the home
computer circuits. _
At first this latest manifestation of
invader was barely recognisable as| |
the real thing. Many of them we
featureless, even more, suffered
from a slowness and jerkiness of
movement which made them easy
and unsatisfying targets. C
Worse still, many of the early ver| F
sions, could not even fire back and'po
merely relied on getting to the bot doc
tom of the screen. | her
But they were still thriving in this! ate.
new medium, and people were T
crying for more and better versions pro
— eventually these poor recruits tion
were replaced by creatures thet han
could pass for the real thing and the gan
galactic invasion continued apace Was
— dlthough still more young invad- It
ers were destined never to see their thoi
mothers again. out

Computer and Video Games YearboolCompy



Pacman’s insatiable appetite was
| also outgrowing the arcades as he
| munched and chewed his way onto
| the home screens. First he ignored
the TV games centres by moving
‘straight onto a variety of home com-
puters. Then he backtracked to the
Atari VCS system and arrived with a

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

A heroine was not long in emerg-
ing as the attack was launched on
the other half of humanity. Could
| Women be tempted into the arcades
by relating to Ms Pacman? Hardly o
feminist heroine, despite insisting
| on the “Ms"” part of her title. She had

(8 | @ bow in her "hair” and really just
| wanted to settle down and have
ad |§ | baby Pacmen.
ng (B I women were the real target of
ce || Ms Pacman, then this was a setback
me o the cosmic intelligence’s master-
us [l plan. Perhaps the real aim was to
1S~ Hnd a way of propagating Pacmen
ns, faster. Anyway, the male of the spe-
nts cies took readily to Ms Pacman with-
dy [l out worrying about role reversal,
and turned it into a success.

rts [§| Role reversal was fast
ers (B @pproaching in another form. Donk-
as Kong pitted us against one of our
me ¥ourite horrors, a mighty gorilla
| luring a starlet and escaping to
 of | top of a tall — if unfinished —
as . We tock the role of the poor
pre penter Mario as he rushed to the

red | B starlet’s rescue.
of Ihen came Donkey Kong Junior
isy [@nd Mario was the enemy. A villain
Bfthe first degree, actually given the
er- (Bprefix wicked, who had locked up

rnd Ppoor old Kong and was dealing out

jot- I doom and destruction to the gorilla’s
heroic offspring as he tried desper-
his ¥ ately to rescue his Pa.
prefl  The Donkey Kong duo of games
ons |8 proved how fickle mankind's affec-
jits " | tions could be, we were putty in the
hat | hands of the great intergalactic
the | game designer, if he told us black
ace | was white, we'd believe him.
ad- It also reversed the trend of
ieir | thousands of the enemy being wiped
out for the odd one or two human
book | Computer and Video Games Yearbook

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

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

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

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

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

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

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

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

:




CRAZYKONG

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

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

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

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

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

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

It isn't as difficult a task as it looks
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and the grid may help — enter a
cross for an impossible meaning for
a sign and a tick when you know it
for sure.

A little thought and you can guide
our window wiping friend to the roof
— but hurry, Deolores is screaming
again and her voice has already put.
two TV stations off the air...!
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DAMAGED GOODS

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

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

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

makes PEN
that lot??!!!

PEGONGLOF
| can S NGO GOLF but

lending a hand, you can name ail
twelve games and restore order from
chaos. .
Otherwise the world will have lo.
get used to KOGRZERSH in the
Top Ten and no one will play a gamé
with that name, will they? )
Top Layer: BERZERK TRICKSHOTN
FROGGER
2nd Layer: GALAXIANS PAC
UTOPIA .
3rd Layer: PHOENIX DRACULA PiT ¢
FALL
4th Layer: MEGAMANIA STAR
TER DEFENDER
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We take you to
Liverpool to meet
Dave Lawson
the designer/
programmer of
Arcadia,
Spectral Invaders,
Spectral Spectres,
Ah Diddums,
and Schizoids.

who you could describe as the
country’s top games programmer
it must surely be Dave Lawson.

Like a top pop star Dave, co-
tounder of Imagine, the Liverpool
software house, can look back on a
string of number one hit games.

But Dave's successes have not just
been top selling games they have
also been first in other respects.

Spectral Invaders was the first
commercially produced game for the
Sinclair Spectrum, Space Warp the
first commercially produced game
for the BBC, and Dave was also
heavily involved in the controversial
Vic Men, the first game for the Vic-
20.

Socon after these games were pro-
duced Dave wrote one of Bug Bytes'
all time greats — Spectrum Spectres.
The money earned on Spectres en-
abled him to go into business for

IF there is one person in England

Lawson: "I knew my work would be vuluubln- one day"’

himself with another ex-Bug Byte
employee — Mark Butler — and so |
Imagine was born.

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

Pressure of running an expanding
company has forced Dave away from
the computer though he still found
time to write Ah Diddums, released
in January.

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

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

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

“"When I was seventeen [ joined
the ‘merchant navy as a trainee en-
gineer. The next year and a halfF®
were spent at various colleges. It
was boring. They make you spend &
about four years at college before b P
you get anywhere near a ship.” ..

The navy and Dave parted com-§
pany in the summer of 1979 and he ' &I
was back in Liverpool, back to the ® ™
odd jobs and the hitch-hiking but$¥
this time much further afield —
Spain, Italy, France and Germany.

He shrugs at the suggestion that
hitch-hiking can be a lonely way of 8
travelling: "It teaches you to be inde-
pendent.”

It was at this time that Dave's

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

tually [ saw an advert for a kit com-*

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

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

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

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

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

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

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

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

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

Arcadia, Spectres,
and Spectral
Invaders, “classics”
that every
Spectrum owner
would want in his
collection.

HIGH SCORE
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Spectres

| said.”

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

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

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

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

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

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

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

Dave's talent for arcade cloning

| was to pay off again for Bug Byte
| when Dave wrote Vic Men, a straight

take-off of Pac Man, for the then new
Commodore machine. Unfortunately
for Bug Byte the game had to be
withdrawn in the face of a threat of
legal action by Atari — the holders
of the Pac Man copyright.

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

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

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

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

years to come.
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THE SPLURGS OF MOG

The story so far:

/"/—/— R
¥OU are at the spot X

surrounded by the usual mist which is
so dense you cannot even see the feature
you are on. You can go NORTH, SOUTH,
EAST or WEST. In each direction there is

another location and feature.
Each location contains a right NASTY and al
but one is armed with a fearful weapon with
which to bring about your immediate des
truction,

The odd creature out keeps a somewhat
ineffective guard over a GOLD CASKET
SPACE BAR

[

BUT...

it is not sufficient to locate it, grab it and exit!

Your nearest and dearest companions are

following behind and you must leave them

complete details of just who is where and |
armed with what,

After studying the data you may find our grid
helpful in sortng out the logical tangle.
Put a X where a combination is impossible
and a | for a positive connection,

The immediate results from the first clue is
already entered for you.
SPACE BAR

1 ]
r/ 4. The SWORD will be used against you in
[ 1 The GORGON is found in the SWAMP the FOREST a'“t’h":'[f:iﬂ?g hangs about in
which is not to the SOUTH : ; )
; | o 5. The HYDRA, which doesn’t have the
‘ 2. The MOU\EI‘?::{;S&%&:E?S{B;+ Whers you SWORD, is to be found to the NORTH-WEST
3. The VAMPIRE has the GOLD CASKET and of the spot W“”Ziﬂ:ﬂf‘ﬂ'ﬁﬁ?” will have to be
" qg:::{::_;hzég?KE 6. To the NORTH you will encounter an
attack to the outer flesh and to the SOUTH
| you are up against an EVIL SPELL
Z ' T
]
=
Ll
= s o
- |32 #21828 o WHO DIRECTION LOCATION WHAT WITH
ZEop20gsEa2%.8  — |
S328|2ES82 85535k
|x2wugEm:::.mwa_mEm MEDUSA [
FOREST | | 11} _ [ S
MOUNTAIN L
caves | [ [T []] BEELZEBUB |
SWAMP |4 VAL I
LAKE il — R = e 1
MEDUSA |
BEELZEBUB| | | HYDRA |
HYDRA - = ]
VAMPIRE |
GORGON VAMPIRE
GOLD CASKET|— | S I | R ! 3
POISON
EVIL SPELL o |
FIRE 11 GORGON
SWORD ]  —
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ARE YOU OUT OF
THIS WORLD?

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

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

If you think the games you have invented would
challenge other space travellers contact:
Dougie Bern at SILVERSOFT LIMITED, now,
London House 271/273 King Street London Wé
Telephone: 01.748 4125.
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_on this planet. Eugene Lacey looks at the
~ way the games are thought up, the

procasestheygoﬂ'lra.lg\aﬁwiyﬂm
ideas that survive have to be among

in the Worlid

More games ideas are suggested,
mvesngatedanddiscardedattheAtm

the best around

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

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

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

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

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

"We eat, sleep, and breathe
games at Sunnyvale . . . and it's not
just at work . . . I seem o spend a lot
of time at the brec:kfust table discus-
sing a game . . . or some part of a
game with my wife.”

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

16

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

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

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

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

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

designer and programmer inter-

changeably .

adventure, maze, children's, or ac-

tion games. These session can last|

anything from 1%z hour to all after
noon. Apart from time, place and
theme we try to keep it informal.”
Brainstorming sessions are an im-
portant part of the games factory
output though Brown also stresses
the importance of the individual
flash of inspiration, “as many ideas
come purely from cne person as do
from the brainstorming sessions”.
Brown would like to see the whole
company involved in the origination

of new games process: "I regard the
wider company as a potentially un-+

tapped resource.”
Although the original games are
often the most

sions also present difficulties.

“We have to work within the 'Hi
limitations of the hardware — which

. . we try to set a theme !
for the meetings. It might be space’

time consuming ti
licensed titles and arcade conver

usually means within the confines of | 5&

the Atari VCS. Unlike the arcade 'F
machines which can constantly be
improved in terms of their capabili- /T
ties the VCS always remains the S

same.

“There is also the problem of 1
trying to decide how licensed titles
like ET & Raiders of the Lost Ark for

example can best be used.”

Computer and Video Games Yearbook Co
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| Before an idea is assigned to a

Il put a project back

| ot a glut of games at cne point in

gk;?; _:

11T AT L L

When Atari are convinced that an |
idea for a game is g good one the
Project is then handed down to a
Cluster Group.

Each cluster group is made up of |
between five to eight people under
the control of the cluster leader who
in turn is responsible to Condon
Brown.

certain Cluster Group to turn it into a
game a detailed Story Line and de-
scription of the game has to be pro-
duced for management approval,

This will contain detailed descrip-
tion of the gameplay, difficulty
levels, and graphics together with
Precise market research to describe
exactly whom the company believes
will buy the game and why.

The next stage is to decide on a
time scale for the completion of the
project. This has to be flexible and
games have taken from as little as
five weeks to a year and a half to get
into the shops. It is not only unfore-
seen technical difficulties that can
Atari also give
careful thought to when is the right
moment to put any given game on
sale.

“We have to ensure that there is

the year and a shortage at another.”
There are usually as many as 10
games being developed at the same

| Computer and Video Games Yearbook
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time though not all of these are des-
tined to go into full scale production.

The cluster groups are teams
made up of various specialists: a
sound engineer who works on sound

| effects, a graphic artist who works

with the programmers, and a com-
poser to make up musical jingles,
theme pieces for the games. There
are also individual specialists whom
the cluster can seek advice from on
any point.

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

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

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

The quality of Atari's games, like
that of any other video game manu-
facturer, depends on the strengths of

the design team. One thing, Brown
| has to come to terms with, is the
tremendous amount of poaching that
goes on in the industry.

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

He does not believe there is any
set type of designer that fits into the
Atari mould. "They come from many
different walks of life . . . and range
from 17-year-olds to PHD's . . . the
one thing they all have in common is
an abiding fascinating and love for
computers."”

“We try to select people with a
proven track record and would nor-
mally expect some knowledge of
advanced languages such as
assembler language, and sequential
processes . . . it is not important for

a good designer to have a strong
mathematies background.”

The advanced knowledge the de-
signers attain in the existing range
of Atari computers means that their
opinions are highly valued by the
hardware researchers. “Because
they have to work within the con-
fines of set system they quickly start
to think how much more they could
put into a game if the computer had
extra capacity in certain areas.”

The conversion of games is a re-
cent problem for the designers and a
feasibility study has to be produced
as early as poessible in the develop-

| ment of the game if it is likely that

Atari would want to market the
game for other computer systems.

Not only games for specific sys-
tems but games for specific parts of
the world designed to cater for the
different culture and tastes.

The first of these games Astrisk
and Obelisk was currently being
under development when we spoke
to Condon Brown. “It's based on the
cartoon characters and is designed
with the European market where
they are particularly popular. It will
be test launched in France later this

year."
With several million Pac Man,
Space Invaders, Galaxians and

others too numerous to mention now

| in millions of homes there can be

little doubt that the Sunnyvale plant
is quite definitely the biggestgames
factory in the world.

And what does the man in charge
of it all like to do to relax? "I enjoy a
game of Defender”. Careful with

those smart bombs Condon.
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Presentation on the

Malcolm Evans gets things moving

Malcolm Evans of New Ge 4
tion Ss::!wm probu:;y k:‘II:tr':s
ectru

Here, Malcolm gi
benefit of all lh:i ::;::i:::eh:
as he undertakes to get a little

-Eﬁiﬁmﬂn geing on the Spec.

ILLUSTRATION 1

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

Mustration two then gets
him moving through four
walking positions.

ILLUSTRATION 2

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

These can be defined by the user
to be any chosen character and can
then be printed either by entering
graphics mode and using one of the
letters from A to U, or by printing the
character using CHR$S which will
output the specific ASCII code.

There are 20 user definable char-
acters on a Spectrum and they
occupy ASCII codes 144 to 164,

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

To calculate the actual data for the
characters, you first need to design it
on a piece of Bx8 squared paper.
Each of the 64 squares can either be
coloured in or left unshaded.

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

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

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

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

This article outlines the use of user
defined graphics, to achieve smooth

Position 1 Position 2

Position 3 Position 4

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

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

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

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

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

the user defined graphics A-P.
Another graphics character has
been introduced to provide a ground
plane. They have been entered in
this manner so that it is easy to
modify the pictures at any time. Line
1030 draws the four characters that
make up the man quickly. There are
two FOR-NEXT loops. N determines
which of the four intermediate pic-
tures is to be drawn, and M the
position across the screen.
Using a similar method, it is possi-
ble to animate the figure to move in
any direction. Each direction re-
quires further User defined graphics
characters, Since we have already
taken up 17 of the 21 available, we
must find some way of extending the
capabilities of the Spectrum.
The beginning of the character set
used by the Spectrum system is|
pointed to by a system parameter
called CHARS at location 23606 and
23607.
This good piece of foresight of the
Spectrum programmers allows the |
user to POKE into these locations to
produce new character sets.
Listing 3 introduces another six|
characters to provide the pictures of |
the man falling. Since the size of the
figure is one character wide and two |
high, by previous arguments it is
necessary to use o set of characters
three high to move the figure up or
down. These additional characters
are available since CHARS has been |
POKED to 30208 (location 23607 hav-
ing been POKED to 118). The first
usable character (CHr$ 32) is at
30464. Only two intermediate posi-
tions are provided this time to speed ||
up the fall rate.

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

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

18
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S1X

1 REM "araphics 3" man Falli

g
18 FOR w=a T0O 183

28 READ A
Tn
8 DATAH E,B,EJlJi,E,EJE,B,E,ﬁ,

128,128J939Je,?,?,5,14,26,34,1é,

3,.@,3,-9, ET_I B; B,d B,IB: EE,"I Fcrﬁiti':)'ﬁ
i

FOKE 2046440, 4 NE®

48 DETA B,BJE,E,G,B,H,E,H,@;BJ
,95,128,128,12E,E,E,E,EJ1,1,2)
,ISE,lBEJIEEJ123,1&8,1281193,ﬁ:
RFEM positiag 2
=8 DATA Q,ﬁ,B,BJBJB,EJ@,ﬁ,E,G,
24JE4J32JBE,112,E,B,B,Q,E,BJI,E,
168,168JEEJEBJ135,138J4J123: REM
FPoOgition =
B8 DATAH B,Q,G,B,Bﬂaﬂajﬁ,ﬁ,ﬂ,ﬁﬁ
E,E,E,EQ,EE,H,B,BJBJE,ﬁ,a,@,42,?
2,24425,35JSE,1EH,131: EEM pom=it
ion 4
7B DATH Eﬁﬁ,ﬁ,ﬁ,ﬂ,ﬂ,ﬂ,ﬂ,ﬂ
28 DATH B,BJBJB,BJE,1¢1,?8,E4,
56,56,16,16,43J4E,112,BE,BBJ152,
128.6.8,8,0,6. REM position 1
208 DATA H)EJB.E,B”GJBJBJB,BJlﬂ
1,?8,84,55;56.1EJ16,4EJ48J112J&@
805 152, 128 FEM position f2
888 POKE EEEQFJIIB
P08 FOR w«=nQ T 36
218 PRINT AT B,5; CHRE 48 HEXT
®

1800 LET z=:31

1618 FOR m=a TO S8 FOR
9 STEP 4

1828 PRUSE =

1638 PRINT AT Tt CHRS 3@ 3 0

RS 33400, 8T Bomi CHRE ¢ 3q4p 2 CHE

=8 TO 1

$ (3540 MEXT n: MEST
18405 FOR U= T0 18: Fogr n=E T :3
STEF 3

1850 PALSE 1
1866 PRINT AT w, 31 ;CHRS
g7 u+1,31:CHR: CEB+n ;AT
JHES CS14n3: NEMT i
1108 FOR vw=00 TO 1.

SR ST |
Mt , 310
MEXT

PRUSE 1: Fop
I m=a TO 1=n

BL10 PRINT AT 1944, 31;CHRs C 4Gy
[ *2>

1126 FoR 9=z TO z-3 STEP ~1
1138 PRINT AT 21,u; IHK 2;CHRS 4
18: NEXT i

11148 LET Z=4: MEXT m:

HEXT 1
11150 FRINT AT 21.8;

IMNE 2;:CHRS 4

IHE 2, CHRS ;AT 28,2

SiHT 21,31 ; CHRS 25

1268 FOKE 23692, 13

1285 FOR n=@ i1 U

1216 FRINT CHRES 25 HEXT n

1228 For n=22816 TO 22848

1226 PoOKE My 36: MEXT n

1248 GO T 1886

19868 REM FOEE SE6ET , &6 to get

back to oriainal charactepr st
1 REM "araphics 10

189 FOR n=8 Tn 15

=8 RERAD o: FOKE Usg »

EKT Iy

EB DETH BH.8,8, BIH BEEEE1 16, BTN

@EEBBlIQJBIH BEHBIBBHJBIH [l

1868, BIN EHBIIEIQ,EIH Balalaia, pr

H B1981060, BTH BEG1 1666, BT Bl G

H1ES, BTN BE1OA166, BTH Bl1eBa316, B

IM 188B0616, BIH 1860066E1 1

1826 FOR =@ T0 3265

183268 PRINT AT ?

T B.a~

T n

JCHREE =

= mMan

4"+, H

A0 o BHRY 144 [
"ICHRE 145 PARLUSE S5: NEw

1 REM "graphics 2"~ man walkj

i
18 FOR n=0 TO 13%

3]
8 RERD o: FOKE Usk
EXT n

38 DHETH B,E,B,I,I,EJE,E,H,H,B;
IEEJIEE,E,B,B,?,?,E,14126,34JIE,
E,Q,Q.HJG;BJE,E.Q: REM positions
1

"a'"4n,d: N

48 DETRH E,B,B,E,B,EJBJBJB,BJE,
56,56,128,IE%.JEJ,Q.B,BJB,I,lazJ
1,19&,192,128,123,1233123J192,9:
REM poszitiny 2
598 DATH G”B,BJG,B,E,BJBJB,B”B,
Edﬂad,ﬂzjﬂﬁ,11£JB,B,BJBJ@,B,1,E,
1&3J163,32,@EJ13E,138,4,128: FEM
Position 2

8 DATH a,a,a,a,a.m,m,a,ﬂ,&,a,
Ejﬁ,a,EB,EEJD,E,B,Q.BJB,B,Q,42,?
2}24,25,35J56,136,131; FEM pozit
ion 4

TE DATA EEEJQJE.GJB,BJEJG

200 FOR »=0 T3 26

319 PRIMT AT PaviCHRE 1660 HEXT
1818 FoR m=gl T 26 FOR n=@ To 1
45 BTEP 9
18268 PALSE -

1838 PRINT AT o CHRE Cld4d+ni;C
HF: % L1450 2 AT St CHRS C 1S

CHRS 147493, HEXT n: MHEXT m




PUZZLE PROG

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

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

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

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

S5 Mr AL IN
LO CO CA M
ur AL TY ER
MP co . CH LA

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

DUCKSHOOT

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

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

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

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

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

20

Parti. J, ]
mﬂ'&i"& C-q;‘:;;md Ofsw ok
/ fa'-fs-,' Aoy, rb-ba'vg. the Yoy Wish 4
o [ %
Dping UqY of the . ithey 0 is
Toug, 1ttle or P. oQ".rq-m T‘P lriq)
Ofs.l Qre J}zc-" er Tor 8'-
Tuanty,, FoU f;yuabd o e.rnu'pp ‘ng
Just po o  put :lap;? the
I~ g
20 FOR J= 0 TO 3 278 the for oW Moye s
30 FORK= 0 TO 3 / Yords _ op, 20edeq 4,
40 READ A$(,K) " there's 1
50 PRINT TAB (1'], 4°K) AS(.K)
60 NEXT K
70 NEXT ]

80 DATA S5, LO,UT,MP,MI,.CO,AL,CO,AL CA,TY,CR,IN,IM.ER,LA
90 PRINT: FRINT
100 INPUT A,B,C
110 M8s=AS$(A,B)
120 IF C=0 THEN AS$(A,B)=A$(3-A.3—-B) : A$(3—A,3—B}= M$: GOTOI70
130 IF C=1 THEN A$(A,B)=AS$(B A): A$(B,A)=Ms: GOTOI170
140 D=A+1 : IF D=3 THEN D=4-D
150 E=B-1 ; IF E>0 THEN E=4+E
160 AS$(A,B)=A$(D.E): A$(D.E)=M3
165 """REM Whatever you need to CLEAR THE SCREEN HERE ***
170 FOR]=0TO 3
180 FOR K= 0TO 3
190 PRINT TAB (4'], 4'K)A$(].K)
200 NEXT K
210 NEXT ]
220 GOTO 30

® Note: $=string sign
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Five of the most powerful
and influential beings in
the galaxy meet on board
the orbiting space station
of Far Funus.

Their declared intention
is to bring peace to the
galaxy by settling their
differences, over the nego-
tiating table, diplomati-
cally, Secretly, each of
these warlike beings
hopes to outwit the other
four and seize control of
the galaxy for his empire
once and for all.

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

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

In contrast, the brutish
| gesturing and roaring
from infamously ill-
tempered Tiaithan Lizard
delegate Maachen, threat-
‘8is 1o disrupt the pro-
‘ceedings at every turn.
Tﬁa others excuse his be-
“haviour by making allow-
-ances for his being out of
‘his natural amphibious
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environment but they are
not so quick to dismiss the
threat his numerous blue-
emblemed Water Empire
forces pose.

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

But while they look

By Mike Singleton

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

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

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

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

Players take it in turn to make their moves. The order of

beginning of his turn, he gets one movement point.

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

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

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

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

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

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

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

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

Lt R I O = L S e AR Bl I S

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

movement, rotation or firing. It always depends on the

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

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

1) It is adjacent to that fleet or star.

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

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

3 The following rules govern the ownership of stars and

eetls:

1) If no fleets are attacking, ownership of a fleet or star

2) If there are ONLY neutral fleets attacking it, the fleet|
or star becomes neutral itself. '
3) If each of the attacking players has an equal numbe
of fleets attacking it, the fleet or star becomes neutral. §
4) If any player has more fleets attacking it than any
other player, then the star or fleet is captured by that|
player and becomes his star or fleet.
5) Neutral fleets are only counted as attacking fleets if no
other players' fleets are involved.
Each move a player makes involves a potential change
in ownership of surrounding fleets and stars. In certain
situations, chain reactions can occur. Imagine, for exam-
ple, a line of fleets pointing towards each other. If
ownership of the first fleet in the line changes, this will
cause ownership of the next to change and then the next|

does not change.

again. Such changes take effect immediately, not just
at the end of a player's turn. :

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

ownership of that fleet.

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

1) Rotates fleet. Checks for change in ownership of the
star or fleet that was under attack.

2) Checks for change in ownership of rotated fleet.

3) Checks for change in ownership of newly attacked

fleet or star.

1) Check for change in ownership of fleet or star that th
destroyed fleet was attacking.

All checks for changes in ownership always involve afi |z

check on any connected fleets or stars, so chain reactions
may occur in any stage of the checking.

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

€ = CHOOSING

M = MOVING
R = ROTATING
F = FIRING

E = END YOUR TURN
S = SAVE THE GAME
ON TAPE

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

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

[

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

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

S enables you to save
the game on tape at any
stage. When loaded back|
in, the program will recre-
ate the exact conditions
that held when you press-
ed 5. All you need to do
after pressing S is give the
saved game a filename.,
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o 1 OIM p%
al. i B DIM wcdq> I wCqdn: DIM ne P
ny | DIM e 73
at | BEET »C1i=-1: LET wll=p
BLET «(25=0: LET w2 =1
S LET o=l LET 4yl 3i=-1
= B LET x(di=1: LET utd4i=G
ge | S 0
in | iz GO SUE 180
¥ 13 G0 SUE 11m
mI; l 14 GO SUB 120
i 3 B0 SUB 158
111 1560 SUE 195
xt U0 FAPER ©: BRIGHT 1: BORDER 9
CLe
ot 18 CO SUR 166G
BLET p=2: LET 1p=1
EBLET m=mip>: IF m=0 THEH G
T0 23
el GO SUE 178 GO SUE Zo0 LF
: i="s" THEN GO TO 26
AL 22 LET 1p=p
| 23 LET p=p+1 IF p=¥ THEH LET
ad | p=2
} 24 G0 TO 20
27 REM
S0 REM =ave game ov tape
29 REM S e i
S8 INFUT "SAYING! GAME HAME
! {18 IF LEN f$:10 THEM GO TOD
_- B SHAVE 5 LINE 48
ed | 32 GO TO 21
37 REM e
98 REM autostart zaved aame
39 REN - -
48 PAPER 0 BF!IL:HI 1 I.I:IFI:H- 8
fLs
. 41 RESTORE GO SUB 1& G0 S
a B 166
15 82 G0 TD 21 r— -
| 138 FOR s=1 1O =%
B REN ————— g 0 25 T0 175
98 REM read in oraphic 151 LET x=1+INT (RND316) LeT ull 1 3311 et S A S
l 95 REM ——_ S Crafiien i =1 F,I,-Hi' -l’-arlI,J_tlx_}.. IF s=m3c.. 4 % e li,l EM £lash bl""'—k L kew test
{400 FOR b=0 TO 159: READ n: POK SN G0 Th 1wy A e i e i
Y- SR "a'+b, v MEXT b: RETURN SIE.IF X33 THEN IF sucs-i e 1738 H i: LET c=p: LET b=VAL
m e . e THEM GO To s fiai 128 FLH'_J GO SUE 120
- 888 REM read in block data hon Al XS16 THEN IF sy t1,u0¢ [l TR EL (e=INKEYS: IF is=*n" OR
: o CEEseeleae "2 THEN Go 1O 1% 3 181 LET ; g=tn" OR i®="r" OR i
118 For b—l TQ 7 F._;p- -_4:1 TO 2 rl :f"‘ﬂ_“i ua.;}_rHi_jH IF s#Cs, y—1 5 s;-_"{THEH 1pE'rUFcH
EHD b¥(b,u): NEXT u: MEXT b: R e TEH GO 70 y87 i 181
- 1 x <93 IF y<18 THEN IF S8Cx, usi 182 GO TO S i | R B
u? L. B .L—I H_l}';H GO TO 1S4 187 REM _E.-..—,-rate neutral f‘ieets
118 REM SR 196 LET s%Cx,u)="S": NEXT <. « 100 MEI ARHBER E e e
RS REM' il et TR TR 499 RER Sme mn
e =1 ol :
120 INK F‘FIHT AT k2, x%2-2;b ,]1"1"‘ EH; A lli:? EE': il”m ¢RHDX16): LET 4
BEES10: PRINT AT wi2+1,x%2-2: b 159 REN Print starmap =1+IMT CRMD¥1@): IF s®(x,yicr"e
D20 RETURN T it A = - 191
ia? B s e e L ’__.lr:.ij..rr__ar., 2=l TO 10: FOR =1 TO 1 THEHLE:_DbZ?_'_“” CRHD*¥4>: LET nx
m REM raad in start positions '_’ LE_'F_L"_'I‘-'HL SEC, 4 LET c=VEL 19d(b-\ LET ||l5-—9+3(tl:l IF nx=8
- PEEEREE et ljs' ':-';'F'I GO SUB 120: MEXT . ME .*;*’ 17 OR nu=@ OR ny=11 THEN
Iy i 4 = ; b= <= TR ' i ol =
130 FOR €=2 TD 6: READ x,u: LET 167 REM R GO TO 134 Lt
PR, W="5" . IF mici=0 THEM GO T - CEC s, N BT THEN -
10 132 ] 1 REM print +.11—[.: & player 193 LF CRCTL, Wl lehs
169 REM o L ity == T e
Eine Lt S e e e L ) =S TES b: HEXKT =:
-fg}‘! :E;Tc'rcfféé‘;uérzp‘ ¢ 170 BORDER p: pppeg P: INK @: B H9 LET M
{3‘? FEN _:______________ FRIGHT B PRIMT AT 8.8 PEC o ;i : RETURN e b
by ; a7 REM —m——rm—e -
33 E: jE . aoas LLAR  INTRIGUE . INTERSTE 198 REM select move Todskaen
1948 DIN bsc7,2,2) thotr FINT AT @,23; "MovES= o, . R ea . LET Lk :
! e P1';-_*1”- 1 B PRINT AT 0,1a; FLASH 1; PAP
5 16, 1 | 1z FP{2p THEH FBFPER © oy 2@ B a = w. BEEF
_ jilliﬁ.“{,.. GHT 1: RETURN s ey ER ©; IMK 7,;" CHOOSING
W '..E; .:;- Fi;-‘ 3 PRINT AT &, iG; FLF‘"H Li Pag
% RETURH R 8, INK 7, BRIGHT i WINNER THEN GO SUB 258
?REH § . HEH GO SUB 390
BREM generate starmap HSIF“ ’;‘Jiﬁl ®l TO S@: BEEP .1,9: p ;HEH GO SUR 350
9 REM —- - - HEXT Kk OR is="s" THEH R
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251 LET is=IMKEYS: IF cig<"5" ol |o 301

0 251

R 1%>"8"> AND i®<>%c" THEN GO T 302 IF is="c" THEM EBEEF .5,%: 268 IF m=@ THEN LET is="e"

-
|lj<|<] SPECTRUM CONTINUED 3
: 17
. 4
F-T]JF'” D97 REM ———— i EEEF .B5,18: NEXT ¢ 4
€20 GO TO 201 298 REM rotate {leet 358 LET i=VAL s$Cx,w): FLASH ol

247 REM S BBG T wteme o e LET b=&: GO SUB 120: LET =<,
£°c BEM move Flest 388 FLASH 1: PRINT AT 8,10, PAP ="6": LET c#(x,ur="8": LET b=ifh4
e PhM mmessiarees ER @; IMK 7;" ROTATING " GO SUB 424 HE
258 FLASH 1: PRINT AT ©,10; PARP 301 LET is=INKEY®: IF (i®<{"S5" O 353 LET c=VAL c%{x,u’: GO SUB i

ER @; IMK 7;"MOVING FLEET" B i%>"8" 3 AND iS<>"c" THENM GO T €8: LET m=m~1: PRIMT AT 0,30, B

IGHT 1:1 FAPER '\'3, INK B:m:™ »

351 RETURN

SETURM
=02 IF i%="ch THEN RETURH Ligé LET i=vAL i®-4: IF i=b THEM REM e e
<53 LET i=VAL is-4 “Go To sei 2 REM check fleet or star
CHd LET mcmxax(id: LET nyg=yu i 304 LET ob=b: FLASH @ LET b=i: 399 REM == e
-‘_ IF '“:.:'E‘ |E|F’ NnE=17 0O ny=08 OR p GO SUB 128: LET =%« i, 1=5TRS b 468 LET ox=x LET ow=uy: LET -_‘;bI
- (RN 5L TO RS LET b=ob: GO SUE 408: LET b=i. : GO TO 424 51
o amy STOMGMUOCGUE" THEN GO0 [ lGo SUB 4810 GO SUB 400 _ =x: LET ow=y: LET obali!
i 385 LET m=m—1: PRINT AT @.28; Bp (b | il
'-IE'F:‘ IF b=S5 THEM FLASH &: GO Su E.]':E.H-i 9: PAPER 8; IMK O ;m;" " 482 0 7 LET nd{k =0 s
B 1-:.:;;3_ GO TO 261 .:7'.(:5 BEEP .4,12 EXT k: LET ci=8. LET c2=0: LET Hisi:
257 IF i+b=5 THEM GO TO 251 287 IF wm=0 THEM LET i%="e" n=8: LET hc=c: LET en=1 -1
2592 LET ob=b: FLASH @@ LET c=7 308 RETURM 483 FOR d=1 TD 4: IF d=b THEN [BRUF
LE'T_ b=6: GO SUER 126 SA T RN e L e GO TO 414 -
293 LET cSx,yd="7": LET s#(x,y 348 REM fire at flset 409 LET ax=xtxid): LET ausytuldDee
']:_::E?TR:' b 349 REM —==—m———————— 2 1IF ax=8 0OF ax==17 OR ay=@ DR_{ 18
£60 LET b=ob: GO SUB 408 S=@ FLASH 1: PRINT AT ©,18; PAP| |==11 THEN GO TO 41@ :
€61 LET x=nx: LET usny: LET cw=p ER B; INK 7;" FIRING " 405 LET ab=VAL s$¢ax,aud: IF d4
LET b=i: FLASH 1: GO SUB 120 351 LET iS=IMKEY&: IF cis<"s" of |#2b<>5 THEN GO TO 410
LET c®(x,u)=STRS c: LET =8Cx,ud= R i%>"8" > AMD 1%<>"c” THEN GO T 406 LET ac=WAL c$Cax,au’: LET »
&TF_H b i tact=nlacy+l: IF nlaci<hn OR acs
26z GO SUB 481: LET xenx: LET y 352 IF is="c" THEN BEEP .5,9 ¢ THEN GO TO 410
“rdi LET c=VAL c¥(x,ud: LET b=i RETURN 407 IF nCaci=hn THEN LET en=1:
e &0 sup aon 353 LET i=VAL i%-4: IF b<>S AND || GO TO 410
268 FLASH B: LET m=m-1: FRINT H icsh THEN GO TO 351 488 LET hn=nlac): LET hc=ac: LEIRE
T 8,38, BRIGHT @; PAPER 2; INK 8 354 LET nx=x+uCi?: LET ny=u+u(i [T =n=0
7o AT yi IF nx=0 OR nx=17 OR nw=8 OR n || #19 Mesl a
265 BEEF .4,12 g=11 THEN GO TO 351 411 IF sen=0 THEN GO TO 4290
270 IF m=8 THEN LET is="e": FL 355 IF =St nuri4r THEM GO TP 412 IF hn>8 OR nS77>0 THEN LE}
H-‘_pH 8: GD SUB 128: RETURN o 251 he=7
275 IF c®(x,uI<{>STRS p THEM FL 3%E LET ob=b: LET oc=c: LET ox=|| 422 IF hc=c THEN GD TO 43®
H‘?H B: GO SUB 126: RETURM w: LET ous LET x=nx: LET wJ=ny 421 IF b=5 THEN LET m{ci=mici-
280 GO TO 251 ”35? FI:IF?-f'=1 TO 19: BEEP .B5,1%9 1: LET m¢he y=md ke d+1

I.t:m:!,t:lINT ag“ in two parts 1. "INTRIGE” 2. (loaded automatically by 1.)
“INT#

The major problem with this conversion was the need to use
the BBC MODE2 to gain the required colours for more than two
players. Again this led to the further problem of needing 32
character width on a 20 character display.

The games uses all 32 characters, by displaying pair
together, to give 16 large characters. Rearranging the charac-
ters to only use 16 meant a rather sick display. In the end I
}radaaignad the Spectrum characters so that they can be over-

This overlap is achieved by printing the left-hand character,
then back spacing (using the VDUS graphics motion of the
cursor) by a character width. Finally the right-hand half of the

 character is printed. Thus 2 characters which would take 128

18mMonE?

2ADIMPECE ), M%7 )

30REM" X¥ENTER PLAYERSH$"
48CLS

1E??BF‘EI?-ITTHE{ B, 2CHRSC 131 ICHRS:

wd i A
EOFORI%=3T04 : PRINTTRE" A, 1%

: ©@, 1% CH

R$C 131 JCHRSC 141 ICHRSC 2595 )CHRS. 25

S ICHRS: 255 » IMTERSTELLAR INT
EIGLE "CHRSC 255 ICHRSC 255 ICHR

255 0 NEXT

24

pixels (2x64) now take 96 pixels (64 — 32 + 64). With 1280 pixel
across this still isn't enough.

By then reducing the ‘used’ amount of each character in the!
direction to 5/Bths we further reduce the character to B0 pixels
wide. This gives us 32 across! In the Y direction we have J
available lines so there is no problem except to match the {
shapes. This all sounds complicated but is achieved in the
by rewriting the character definitions in "INTRIGE” and ther
line 120 in "INT#2" does everything! 1

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

?EPRIHTTHBﬁEASDEHR!(131)EHR!(
1572 .
. SAPRIMT* * TABC &4 2" pesiansd byﬂ
Mike Sinalston fFor"?? FORI®=ETON
PRIMTTABC 7 dCHREC 141 3" CDT?FIER
& YIDED GAMES" : HEXT : PRINT 3
BC micrs branslation by Stewe Wi
1lis” e b

A@AFRIMTTABCG, 192" THIS GAME
AM BE PLAYED EBY AS FEW AS"*" TMO

LfLHvERS, OR AS MANY AS FIVE."'’

| -




ice
Iri-
ing
en
iin
the

82 LET cape-

SHX.Y) becomes 2816 + 10°¥% + Y%)
C8{X.Y) becomes ?(2580 + 10°X% + Y%)

les) have been used. In fuct as the data storag
meric in the game this is more efficient than evaluating
dstring) all the time as in the SPECTRUM version.

o

' FLEASE ENTER THE MUMBER OF PLA|
YERS FOR"' " THIS GAME - - -
; FOR A SAVED GAME '
| SFINPUTTAR: 13, 2050 o H®E

| 1BBIFNS="S " THEN Nei= g" £l sp
QYALCNS 5<2 OF WALCHS 355 THEMYDLU S -

GOTO98
LBYDU2SE 224 .80.01 . 6, &
he
128%Dz3, 2o
! 124,124

14,38, 62,

JELE. 8,95, 112,128,

hs and POKEs these areas. The relationship is as follows:—

‘AsX=16& Y=10 are the maxima, one can calculate that there
i unused gap from 2731 to 2826. In fact these locations are
d when saving a game (we will discuss this in @ minute),
Thus the SS(X.Y) & CS$(XY) strings have been replaced
ghout and, as in all the games, X% & Y% etc. (integer

W 1o 8AVEing and LOADing games. SAVEing a game is
leved by storing a machine code dump of locations &A00 to
in the file named "INTINT" on tape or disc, At the time

e is
VAL

I

the spare area from 2731 to 2816 (lines 31 to 38). The whole data

stream is then SAVEd.

The option of LOADing a saved game is selected at the start
of the first program. If an “S" is entered instead of the number of
players, then when the main program has loaded the player
puts a previously saved game tape in the recorder and it will be

loaded. The game is then running.

With tape storage several saved games can be stored on one
tape or several tapes. However they are all called "INTINT”
this could be modified if you wish gquite simply. Both SAVE &

LOAD work correctly to a disc system.,

Finally PAGE has again been set to %1200 if o disc system
interface is in use, or &EOOQ if not. This allows the use of

MODEZ2 with disc versions of the game.

128VDU23, 226,124, 124,120,112,9
6, 96.8,0

148Dz, 227,

BZ,62,30,14,6,8,08

1,31,683,63,

., 8,15,3

15EabUI2E,

127,127

e I T
178N

21,15, 8

12Dz, 231

‘::-,- FLASH 9. o ijé ?:agpzrﬂﬁ; [ ,..-';.E.m PRINT AT @,3; INK O, PAPER ;
- el | e 356 DHTA ' B i
3 IF b=s THEN oo 6@5 PRINT AT 1,3; INK ©; PAPER --I-.-|1II 529, 248, 202, 252, p5q,
e 20 TO 430 _ €;" INTERSTELLAR INTRIGUE " 9 DATH 127, 127,
IF 520 O weqo ro CET Wmudych) 606 PRINT AT 2,3; IMK @, PAPER S LET B3
B <o :': 17 OR =B gR 9¥=11 T g " " 78 DAT) . - 3
423 CE*T"'JJE £18 PRINT . PRINT "Designed by Sod o 2D4, 254, 254 ;2 -
HEN o I'It'l_:t,i} =80, IF b= T I"11ke Sinaleton for® = DATA 15, 4 o )
R 615 PRINT @ PRINT " COMPUTER ATH a0 l2:358,15,15,15, 15,0
" M CEVAL c®Cx, gy GO TO 4@ 2 YIDED DHT‘_1E.E." 10 10, = e >4
| 28 PRINT AT 18,9;"This same ca - .
B LET b=ob: RETURN LET c=o| | be plawed by a5 few as tuo p DT ety 3 1Y
97 REM —— e L lagysrs or as mang as five. Pls : ! ' +i 10, a0
e I S o vl i ol asa enter how mang are peopEle 3 " *
:;_E :E:1 I__I_Pfrf b ke test re going to play."” ve LHIH .0, 6,68 i ]
500 FLASH 0. oyvER Wi 625 INPUT "Mumber of players = [
ET b=7: oo "dur 128 LET cmgg: e FIr— nEs *INT np DR nps2 OR n .:I LHTEH 1 1 | G
L e exS THEM GO TO 625 !
EIEKEE:‘ -IF:[I.HHE.[‘. IF cim<"s» g 38 FRINT AT 18,8, "You hawve cho 21598 DRTA 4,8, 6,6, 254, 354 o
P AD isc ,.1.. . 1"."' T OAND e 2T & rif pladsr game,FPleaze
Y -THEH |‘|'H!r{[? L% AND i@ snter each plawer’'zs name. s Lo o .-I B DETH 54,254, 294 .0
915 IF ¢ 15:::.. 0 510 ine letters are allowed Ffor eac J
BOD w15 e D X®1D DR Ciam honaue. ) LB DAT 1
DR c1asco o (13="T" AND yuy £35 FRINT AT 15,0 1263
0 510 R THEN GO 4R FOR =1 TO e ! L| I |,I!| & 11 4
3 545 ITHPUT "Flaysr ' s pame il L. 7 i1} 15 i
g IF (is'5" oR je5ege » AHD < IF LEH v -_w? =" THEM G0 2! ' 4
Rags 2TRE  AND iS<o g™ RND 1 TO 645 198 LATH s 45
géls,FTHET.. L0 TO s1@ 650 LET c=IMT «RHDES+2. IF pS%i 197 REM '
! 1B="r" AND s8¢x, Wismgn T ! THEH G0 1O &S50 3198 REM b b elact
GO TO s1g 55 LET mi ET p®cch=nd: P 5199 REM
528 6o :?UB 120 ovER g F- '-II'-' - 5200 DATA I
_ iF 18="¢" OR i®="z" THEN F 60 MEXT & 18 DATH 1 d
530 ?F TEIUPH ; EES PRINT @ FRINT “Thankudown. 1 G DATH .4 e
T b=AL E!I' =" OR ll'r'"e" THEM L FA=e wait a moment," 52 AT .
000 sup 1on- neC! SR FLASH 50 RETURN =48 GATA g i
G0 SUB 120: BEEF .5,9 RETUR 42597 REM <k DHTR v
=40 imir JE9E REM araphil NER =1 LHETH 1t 4
BEEr Lo VPL %40 LET semcec s pefiecls s Bedbenlimaboees i REN
897 REM '.'._:J._ :_Jﬁ _EE’ TO Seo SEaa DATA 6,1 P b L Z7 SE98 REM sLartup dats
FO8 REM ortcr Players s I.l.‘“I el Lo R el & '!m: l !I |: Y g
kel = X 25 T - ] /] [} 1
By :ﬁ: B%¢ ":_I;E._‘“'-__-;';_p ) =a28 DATA 254 2 P4E 240 1,1 :I i'n!'. TH 1,4
EIRIGHT 0. 1np 7 prpes | COSH 2,128, ¢ Loed DRI 16,4
Ry s | FAPER 1. BO E638 DATAR 127,63,81,19,.7,.3.1.8 LA DATI 16
3 ~ J 5040 DATA B,.7,321,.63.6 27, 127, 1 15399 OATH 13, 1@
piter where no Basic may venture. SAVE is requested, the player's names, number of moves
or this [ have used &AOO to &BFF and the program now | allowed, and player colours are loaded as an ASCII dump into

>DD




BBC CONTINUED
43,248, 240, o
198¥DU23, 232, 6,6,6,6,6.6,6, 0

20BVDU23, 233,240, 240, 240, 240, 2
48,240, 240, 0

216YDU23,234.0,6,6,6,6,6,6, 6

ZEOVDUZE, 2135, 0,240, 240, 240 240
. 240, 240, 240

+9.,0.0,8,0,126, 126

126
248YD12E

8,8

25avDU2s 38.0.0,0,0,0,252, 252 |

, 252
260VDUZ3, 239, 292, 252,252, 0,0, 9

.8,0
27aVDuza, 2

28,128, 128,
2EBYVDUZ3, 241,
250VDUZ3, 242,

28,128, 128, 2559
S00YDU23,243,1,1,1,1,1,1, 1, 2us
AOSVDUZ3, 244, 255, 255, 255, o o |

55, 255, 255, 255
210P%=\ALC He )
3Z0IFFAGE »4EBBTHENPAGE =2 1 260
Z3OCHATHY INTH2"

F40EMD MRS
S T T 'oD& 1> Y¢S TR IMNGS: 1
e amone 7 (<18 THEH P?ﬂE“:=ﬁf?ﬁE§¥ e i

IDIMPSC 6, X% 45, Y35cd 3, Myc 7 ), B aor06  FOR Tmi TO10: T 27

M%7, BEC 7, 25 ! QSFDRIHE%TQE;foDggpmiIx?:JH!:

Eﬂhtlv=~1.WHc1h~B:ﬂxizp=a:~-, 31+JM+IE*155=H*L"
CROmY:RN0E =0 YHC T Imm] RO 9] 123 :NEXT :HEAT
=04 h=n 34?251’32&-%‘?_2 P 1% 2 HEX
BFORIZ=11TO178: 7¢ 2816+ % 1=0 D6 T aBaa L R oAb +B1AR O
TCZSEO+IY ymE: MEXT | 3THSAVE" INTINT
AMPZ=P3 GOSUBL110 : IFHPY=6THEH Be _ = STOP THE
SFLASH=0 THPE RECORDER
1 E“GEIE-L'BE‘:E1E ?BEHD o =IT 1 Ejh* .
1 4G0S1IB1 30 THE FILE INT TAFE RECORDER": |
15GOSUELSH ' FLEASE START THE
16G0SUEL 960 #LOAD" INTIHT .
IPREM¥XSCREEN COLOURSES | 41”P“j?23§n5-FD?Jz=1TDIG=P$<g
GOSUB166 AR e L v 5931 T+ Lk
:gpzZz;ﬂpz=1 v y=PEC 1% )+CHRSC TC 273 1+T% :
EBMA=MAC P2 ) IFM%=0THENZ 3 | (HEXT : HEXT 2. pu=7280%: FORI%=2T
21GOSUBL7: GOSUB200 : IF I§= 5o | S e

HENZ® | fiS; M3 I TL 298t e 3]
22C%=0: BX=7 : FLASH=0 : GOSB1 20 46FLH5HTQ‘GU“

LP%=p; | 47G0TOZ : mK DATARE
E3PH=PXR+ 1 IFPR=7PTHEMP Y, =2 ' JREREPLL, FARRRAD, M BLDL:U?-FDRT
24GOTOZE STORES208 : FORB%=1T07 : FOF
FOMODE? : PRINTTAEC 3, 73" THE GAl -_i#gggﬂzggB,(Bwag):HExT.HEﬁT‘R

ME WILL BE SAVED WITH"'TABCY " T bl P

HE MAME IMTIMT"' ‘" PLERSE START E 1BREM" *APRIMT BLDCK*fEH?*EB_

TAPE RECORDER AMD WALT" SBGCOLE , Cx+FLASHES : MOY At
3172816=NPx; 1522_Q232>x4g+4a:PR1HTEH :
F2FOR1%=1TONPY : IF LENC PSC 1% 3 3 e

72B03=P%  FORIX=2T}




csafak,13}+15§>;15L6}é74é2,d7#§1'

NTCHRSC ASCC RIGHTS$C B B

: L'-\. '\. i “l.|1}11):’+1

59>.mnvEA4*se~aB,caa—vaxzh*qa+4ﬁ

:PRIHTCHR:cﬁscqsscsx,a>n+159h; ;
125PLOTS, ~22, 8. PRINTCHRSC ASEc R

IuHTstB!ch,zb,1;;+1593:RETURH

1ZBREM" $¥RERD IN START POSTIO|

MS g
130FORC%=2TOE : READMS . 'vo - 2 2
+xxx1a+?z;=s:ImeccxuuéTﬁEﬁ£§§;E

L217¢ 2560+K5K1 04y vmlr
132MEXT - RETURN
12BREM" ¥%SET UP ARRAYSHE"
} 145FORY%=1T010 : FORK%=1TO16 : 7¢ 2
Ib+?»:f.3¥-19+‘r'.‘: YEQ T 2BERH RN 1@+
=7 NERT : MEXT : RETURM
148REM" ¥ECENERATE =T £
158F ORSY=1 TO2S it i
1S1X%SRNDE 16 3 Yo=RMDC 185 1R
; A A Y = J:IF P
Blngé*lﬂ+?x}{}6THEH151 il
2IFHE P I THENIF 7 281 6453054 1 (ason
1) ETHEMN1S 1 i
1S3IFH%C LETHEMIF 7¢ 281645951 s
i1 < SETHEML 5 1 i g
154 1F Y55 1 THENIF7¢ 281 6450 :
i L S S e Hlll- 1E )
=12 3¢ SETHEN1 S 1 = i
L ISSIFYRC 1ATHENTIE 7¢ 261 005
B o seTHEN S K10
.;56?{EE15+HH*13+?2}=5:HEHT:RET

ISEREM" #4PRINT STARMAPfE "
b LBOMODEZ : YDUS : FORY%=1T010: FoRs
;E%;gli:az=?c2815+Hx*1a+?xh:cw¥7
BEBE0+K%K104% ) GOSUB120: HEST - ME
oo 2 20: HEXT : ME
PLIGEREN" £XPRINT TITLE s PLAYER

JI?BPRUEHIPEfIﬁﬁhrﬁtﬁLﬂ,Px:mmuE
21806 PRINT " INTERSTELL AR™ : MOv
)954 , FEIHT“IHTPIGLIE" . H[JI'-'IEB, 1

FINOVED, 126 FLOTS, 128 4 i

i s S 8 s B9 :-:-.-'EJ 128:p
9252FLDT5,IEEEJSEB‘ gl
.J?EIFLP'F.'{ PF’JITHEHGEHJLEI,. 128 RETI

.1?3PPUE‘NIF‘E|" 29600 . otk
;PRIHTTF’IB"‘L = -‘J?EIHQé;E:B 2 MOVER
D IT4S0UMDY , ~1 5,180,50. SOUMD2 , —1
BI98. 25 50UND3, ~15, 75, 50 . SOUNDE

B9 125,25 REM" KAWINNING TUME $%

LOCK AMD KEY

k B'.F:::r?l‘t &2l E""H-"-* 1 l:l}"!'"r'.'-'; B G

%:s=;HHE?5ﬁ53:IFI$="H"GEI$m“

=z i “I:'RI-FE::"F:-‘."rjEIﬁm"E” I A

. THEHRE
F'EET"I" ¥HCENERATE HEUTRAL FLE

EXAMPLES OF ATTACKS
AFTER

No change because fleets are
pointing towards each other.

Only a neutral fleet is involved.
Therefore it effects ownership.

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

The red fleet is also attacking.
Therefore the neutral fleet has
no effect.

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

Example of a chain reaction.

19BFORE =1 TOVE >
191Hh=RHDi1ﬁﬁ:?H=RHD£1H):IFTCd
B1E+X%E104+Y% 3¢ FETHEH131 : S
1BZBM=RHD(4?:HHRme+HHﬂBx;:an
=¥E+TM{BH>:IFHHH=@DRHKE=1?DRNT4#
AnRMTY*=11THEN194 ¥
1931F?c25€E+HH2$19+HT23{} 7THE
HBE%=5-E .
194?ﬂ2a16+H2118+VHU=EE:HEﬁT:RE
TUREH
192REM" $XSELECT MoOvE LOCATION
-**Ib
DAAKK=E Y H=D - .
EﬂlPRDEMIPEﬁ32}:MDVE3H4,3¢:GED
LBJS:ECULE,12E:PRIHT"BHGU$IHG":H
LUy
2R2GOsSUBpS0R
2pSIF [$="M" THEMGOSUBZ50
EEEIFI!E"R“THEHGDﬁUBEBB
EB?IFI$=“F“THEHEUSUBBSB
2191FI$="E"DRI==“8"THEH RETURHN
B MOYE FLEET#®#%"
2a4@REM"  FEMO K"
EEHFRDCNIPEQER):MDHEEEE;JE:GED
LE,B=GEULB,125:PRIHT"MDvIHG FLEE

1 g1 Ie=THKEYSC5): IFC I8¢ S ORIS)
wg JRAND 1S4 > 0 THEN: GOTO251
2521F 1§="C"THEM FLASH=8: CX=F%:
Br=1%: GOSUB120 : RETURN
2531%=YALL 1% )4
Egj:;Hiﬁ;+WZﬁIx):HTKmTH+Y2ﬁIE?
 FHR%=00RNRY= 1 7ORN % =B0RNY%=11T
HEM YDUT:GOTO251




y i"P‘II b b L

,w1+ + 10 FETHEN

_JTH&HFLFL;H 8 GOSLET =6
IJIL*UFHIﬂL1 ,u1|be]I -
I THEHGOTOZS 1 I

: F"l A% Fﬂn—F1 I:"" B Bi=y
TGRSR -

R = |

5 THEMF
e T i

’I Q.5 l: I",;lf_.rf_||“-|_':' e e II. i S P i i |
oL M 128 PRINT R OTH | THGY

”_..JJ-‘F]I».E ..... I|-||-[-|$1tl:'
[SRE CTS - T
 CEZIF Ig=n

B RETLIRH

IFC 1% "S5 rip s
"L THENZG S

"THEHN {'I_J“H[rl s e 1

FILC T% o—g: TR
i FLASH=R ¢

[F1: “nrHrH}
ETURE T
REM" kRF [RE AT

FROCHIFE: r’FFT¢¢“

g EE I IMOVEdas
ol fF[HT'I[P[Hr“- e
i) sl I :;:::{r_” Evdie 5
ChE 4 THE NS
ul-||-r—l__.|£ ‘.*p rr”i—q F et
<UL TE Sed TFP EIHHH

iIJr

L0 T e

q L1 i-' [} |_|F;- l’ 'E _:;.

ZB1E+1 K0+ -
G-GOSUE133l?'

2B16+1 @4

v T 2EEO+ L@FANAY =0 GOSUB

% GOSUBL1E

lF“ET! IF‘H
SEREM" #*%CHECKE FLEET E

STHRE

AEROA =AY O R= R OBR=Ex D=L

;uaquzq
41 0= | O %= OB¥=B% : DCx=C%
4ﬁ?FﬂP|.ﬂﬁTU?'H/fE.A+B HEXT : C1

omid : CE%=0  HHYN=0 : HC ,,r,, EMH<=1

4EHBF'|_.IFLD-.'— 1 T4 IFDX=BXTHEMGOTO4
1@
weme il [ 0 A=Y R RC DR )

4G =
e PORFY R eBORAY%=11T

IFAXY=a0RA

HEMHS18
AASABH=TC 2216+ 10FAH b s N
+AB%L STHEM4 18
4@6H$H=Tu3550+151HEH+HTHD:HE{H
o vl ACH b+l TFH%E ACS »o HHXDRATS
=7 THEMHG 18
4GFIFthHEﬁJ$MHhTHEHEHE=
41
GAEHM =

v: IFD=

1:GOTO

= ) MO =R EMM=8

4 1BHERT

411 IFERM = A THE H*'h_.

41. T F MM rB0RH: e T
LhﬂF'HI.' «CHTHE H*."’[‘I

FE« o | Gl Bt o L A el S B M

CHa+1

e i_:'.:f-f':r‘l'*'1‘3'*"*--;"'*'!”; :3'==i.:::"; :

'_:I—JI 13 o 17,

: s I“.-.l"l::

% IFBX

*BTHENHC =7

s B T
11 THE M 26
B = l " “+: 1 I"1 Fr‘u |+ | q A 1F:E:.!I-'=6T

s GOTO4EaE
105 s BrsOE s

ETUI' H

44uFE #ﬁFUEEUR L OKEY TESTEER"
e L :ﬁ'.*w  ELASH=E: GOSUELZE
-'.'LHT.:E THEEY S S 3 Irl 1 %= '“’"""L|F"I§ "
v D T R AMD TS M AND TS
FAMHD TS H“E“HH!1$<3“““THFH315
5151F« fﬁ*”‘”HHbfA“l;nr.Im—"uuH
= SORC TE=" P AMDY =1 JORE 16="
v=l1@ 0 THEMS1E
tTFflﬁ 'r”HFIﬁ
’ FaroAMD THC >

wgt aEAMD T 2T mraf‘
PEVAMD IS

" THFH'“ 1a
el IF1%=
4 THEMSG 1A
SESE0EUE
seElF %=

= Y AMD T 2516+ 1BERNAD

F; 1|F I g5 " THEHF LASH:=0

Computer and Video Games Yearbook




|‘v

‘RETURHN
SIOIF I ven

16+ 1 Bkbese qooms o RIS guy o

126 - I:.Dur‘ el E‘;zp;: ; FLHEEﬁB":*?
o JUUND1 , ~15 o SH=1 ;G
390C%ep : pran | o A0 RETURN

! - 4 o =y B My
1% VAL I% dmgg - Lo, LHZH"B GOSUE 126
By

”Ff_ék 2 GOToSge | ARG T
ol BREN i g ; v
EOOCLS *XENTER pLgs,
'-_:BBCL_E, PRIMTT
CHOSERN A ik ::'-:r_]' ﬁfﬂ{ =

]

=
(-

1 ™
o

o]

U

ERS kv
* & an "I*D:;l HF‘I"."E
- G = na
) ME. UP Trwsw tf EACH F*qu--r-EF..r.qE'
JLOMED FoR Eae INE LETTERS ARE ph
N G40FORP;=; T, e ! i
I E4SPRINTTR
| *‘HEF'-\, L T
BENCNS > 5 onpie b e, =" i 1 g
P2 OR Mg 0 ¢ INPUTHg
+p T (IFL
uF**E?STRrHascstfwfflﬁgTHB‘E-19
3 & L TDE‘Fﬁ

Bca, 18+Px%2 30 HAME

_- is listi he two string
ke 130 of this listing. th /
];ss]?gn;ments are filled by pressing both Con

a comma symbol. . T
ol o o four lines have certain sec

tions to be printed in inverse videoi—
| i ts
B | the print statemen’ :
| 11?34G'I'Sluﬂ'Pshould be in mw;erse videc
the first print statement |
! ﬁ% all print statements in inverse v;?ft?:x ol
" 1 following lines some unp
e 4 in number form
| characters must be entere

[ ond must be turned back to character form.

.;,-_5 I 1':!$f-'1{32 g .. : .
€ 106, RTor;: oes 2o BEC 1@ 32 RT=p ﬁ
3774, ¢ 2 GRAPHICS 13: POKE EE’E%AHE&{EGJ%

L8 PHE= RT=5 i
K1 L =5 K258 CHE=p =l
; *135}*258=nrnggﬁégﬁ?iggﬁfﬁgfﬁ

S=FIB-ATAB: HI=]
: *HI=INTC OFFS./25¢ 32
623, 1:Py=56g: ot '
FBE*':E?:*:I*l PY=S68: A% ] )=+ " A% I%
J=7B8 TO J+3:READ A:pok
EKE 704,863 FOR =1 0" b KEri] "R NEX
D7 I=CHRSCAN: NERT
TH 76,56.,184, 126

DATR 2 29
Al .:‘55;123;123;125.123:125.129:123

IIIQ” ST B in
212% o LB H ut.n‘-'rg"--g_t_ T
'BQPP?HIéﬁ%*ciﬁ%rlggg"iﬁDSI%}éﬁPH;E?g

—

e R R

G5EC%=RNDC S »+1 : IFPSCCH <" " THE
NESE

| eSS o oo=1  PHCCH I=HS

EEOMEXT

EESPRINT " THRNK /0L,

|g WRIT A MOMEMNT."
S9BRETURN

1 BPBDEFPROCHIPEL U% )
{316MOVE®, U% : GCOLD, D

1 B2OFORZ%=0T013 : PRINTCHRS( 244 2

(HEXT

1 @ZRENDPROC

| 20@PPROCWIPES 190 ) : M=M%~1: GCOLO
P%:MOVED, 199 : PRINTPSC P2 ) MOVE?S

4,100 :PRINT"MOVES= ";M%:RETURN

| 4233F0R1%=1TONP% : FORJ%=1T018:

«2@@DATAAO, DP, KL, DC,AB, 1.7, MB, NC

EF.CH;. . .OR,ST

=300DATAB, 1,1,4,16,4,4,18,13,10

e

FLERS

LineéSDi 1 il -
22,0 eludes 104,162,6,169,7,160,64,32,93|

This should
i uld be turned back to characters by

i ¢ - A: ?CHR$(A)::NEX
Iégef*zulssq 69, ?ﬂdﬁa 13 oA, lﬁrﬂs;’.ém, 13-',1I
161,204 129 " >205.169,0,133,204,162,0,
206,230,204,208,8,23

r r ] r UI 2051 155;
8,230,206,208, 236, 230,207,208, 95 o 5 220240,

This should
using be tume

d back to characters by

i | FOR J=

1 TO 45: READ A7 CHRS$(A);:NEXT |

178 FOR J=CHE+24 TO J+&87:READ A:POKE J.A
PMEXT JiOPEN #1,4,M,"K"

188 DATA @,16,48,126,254.,126,48, 16

199 DATA 9,28.,28,28,127.62.28,3

2@@ DATA £,28,62,127,28,28,28,8

219 DATA 9,8,12,126,127,126,12,3

226 DATA @,24,6@,126,126,68,24.8

239 DATA 2,16,48,94,130,94.,43,16

248 DATA ©,28,28,20,119,34,20.8

256 DATA 58,20,34.,119.20.,20,28.08

268 DATA @,8,12,122,65,122,12.8

278 DATA @8,24,58,182,182,60,24,8

a0 DATA 146,212,9,38,192,48,66,137
g J=1536: DL=PEEK{ 56@ »+PEEK( 561 >¥256=
KE DL+3.199:POKE DL+15,135:POKE 1798,1
FOKE 1791,234:POKE 1783.N

21@ READ A:IF A<>-1 THEN POKE J.A:J=0+
GOTO =18

215 J=1708




lquq ATARI CONTINUED

328

956

16aE

lagz

lea7
16as
1918
SUE

a1z
rod

£5i3

lEly

1135

1156
b

=

2
.1

-

)

ek o
n g
A

bt e M e s g e
LFi
n

bt s ek s

o
ke

1173
: PO
1174

T

L1175

GOTO 226

3??189§?zf§4}fEé?SS&?IE&?e&ff%é?é%??s?r&
l:19;212;141322r238J2331253361194J84 _1
48,22.233,192.2 285

41:251,6,173,192,2,24,165.9. 141
952 UﬁTﬂ 2;?8:38:226:‘1

;1B};Ef15;19i,11(1),bb(?).2(5};ﬂii
@)
EXT J:P$

1885 FOR J=1 To 4:
:TEKT J:FOR

1628 M=MKP > IF M=N THEN 1@23

1821 50sSUB 1179: 50SUB 1206

1822 |Lp=p

1823 P=P+1:IF p=7 THEN P=2

1624 GOTO 162G

é%ﬁgHFDSITIDH #s¥Y: IF B=6 THEN 7 #6;" ":R
1121 + #S;EHH${SEKE}+B)=RETUHN

1128 FOR C=2 TO &:READ RaYIS(XLYI=S:IF N
(Co=N THEN 1132

1131 CCx,Yi=C

1132 MEXT C:RETURN

1148 FOR %=1 Tp 16:FOR ¥=1 TQ 18: 5K,y )=
E:CCK,Y »=7:NEXT YiINEXT X:RETURN

i
i ey
Ihﬂ

=Lix,Y 1 BOSUB 1128: NEXT X:NEXT ¥

1179 POSITION No11:7
er B PXE=5,PXE )5 4 MOUESS " 3m: TF LPe 9B Th
EN RETURN

EPGSITIGH NsN:7 #8

= THEN 1175

READ A: IF A<>-1 THEN POKE J,A:J=J+1:

DATA 216,169,8,141,253,6,173, 555 6 2
¥ :251:8:233:14fé§93?11
DIN PECIE 2.4 5,904 3, M 7 3,0K 7 3, 5¢ 16
G 57,58¢

J=1 T BEIC 3NN J D=NE 2 y: N

=R TK 7 =N N 7 b S
READ X, %2 X( J =1 | )=y
=1 TO 7EREAD X2 S6( d yess MEwy

UHTQ *l:ﬁ;@pl;@a-l;laﬂ

DATA 9.138,162,167.2. 135,34
50SUB 1509 1148:60SU8 1139:60

1156: G0SUE 1198: PORE
POSITION N.N:? #5:A%¢1,20):POKE 708

POKE S12,N:POKE 513,6:POKE 54286, 19

SOSUE 1160:P=2:1] p=1

FOR

DATA 8+1,1,4.16,4.4,18,132, 19

FOR 5=1 TO 25

A5 INTCRNDCN Y15 52 =14+ INTCRNDCN Y% 1
SCRY )36 THEN 1151

IF 521 THEN IF SCX~1,9%36 THEN 115

IF 2{16 THEM IF SCX+1,Y X6 THEN 11
IF ¥>1 THEN IF S(X.Y-13{>5 THEN 115
IF ¥<{18 THEN IF SCRLY+1 X6 THEN 11

XY I=SINERT 52 RETURN

FOR Y=1 TO 16:FoR %=1 TO 16:B=5(x,Y
*RETU

#5 ; CHR$C S+SGCP ) 5 ;

S3248,N:FOR J=1 TO S@@fNEXT

POSITION 3.4:7 #5;A$(1,13>:POSITION
r #E6:" press start “:POSITION Z,8:7

FOR J=1 TO 18:NEXT J: IF PEEK(53279>

1175 FUN cew 0 GOSUB 1120 ' 3

i s Pl Ja N UR I
138 C=Pib *{f' —CHR$CA > IF I$="N0 THEN F

181 GET AL ORTs="R" OR I$="E

RETURN

1182 ﬁDTGﬂliﬁ%ﬂ 2 nl

1138 FE?+?ET(RND€H)K16}3T=1+IHTQRHUK

L IF S R, K 06 THE§4E{RR-H+K(B’="'T :

. -t ¥ 4 H et o
i) ¢ RMDCN 2 Ny=1

1192 BOLTENOR Nx=17 OR NY=N OR

b= A —
?1;%31F LMK MY < 37 THEN B=5-8

—_

1194 SCX.Y =82 NEXT S:RETURN

@R H¥=5iY=0!
55640 s S PY
1201 SOUND N,198,
s%  CHOOSING

22 PyY=5631 A% 3
E 53248.112:FPY=
BV Pyaa =E4

: 3.M:7
Lo, 1S POSTTION 2Ty

589

5 1 GOSUB 124
-55 IF 1$="M" THEN G0SUB 2098 y
- IF 14="R" THEN SOSUB 2008:60SUB 1
a7 IF 1$="F" THEN GOSUB 2000:60SUB

@ i 788,N:POKE 794,38

;21‘3':; |—'I_iir'th 14 ':'?’ URN

fR1 IE LawEs THEN FEL s
2 07O 1. . ;e NG .
Ezié POSITION 3.N:7 *B’J??glis='c“ THEN
1542 GET #1,A: I$=CHR$CA):
HngE?F [5=u+% THEN 1=1350;g %gg:
{246 IF I$="=" THEN 1216070 1254
1243 IF [s=*-* THEN 1=3:60T0 1254
5oa IF 1$="%* THEN 1=4:60 .
1252 GOTO 1242 (1):IF_Nx=N OR N&=
fi=4 Mx=%+RC L2 NY=Y+Y N 1242

ZT0R Ny=N OR Ny=11 e 122

(255 IF SCMNRsNYXI6 T 112@:60T0 1261
{52 1F =5 THEM GOSUE

1557 IF I48=5 THEN 125C .

1258 OB=B:C=7:B=6:605

1
@

-
)
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T

1253 CCX,Y )=7:5(X,Y )=B LR
2 » 1438 HN=NC AC ¥z HC=AC: EN=N

EE? E—:ﬁmﬂsgﬂg R R e 1418 NEXT D

88 Prpu s o . : =P 1411 IF EN=N THEN 1420

IS0 1 oo APV P et CoPr | 1010 10 el R e P o THEN HC=7

1262 GOSUE 14@;=;f§;=m§;g(’§ﬁw,ﬁ=l 1428 IF HC=C THEN 1439

1253 GOSUB 1409 FEET HE‘I IF B=5 THEN I C =K C )—12FK HC =M HC )

1£55_SOUND N,200, 10, 15: fI=F-1:POSITION 16 1422 SOUND N.198,8,15:C=HC: CCX,Y )=C: 60SU
ro 1F o o SSOUND NoNN.N B 112@: SOUND N, NJNN
QI T THEN 15='E*:605U8 1120:RETUR ] 1405 I oo TN Liie
S5 IF CORLY00P THEN 6OSUB 1120:RETURN [| 142 HERHH(BITYSVHYCB I IF X=N OR =17 OR
50 coTo 1245 1425 B=SCX,): IF B=6 THEN 1430
99 FUSITION 3.M:7 #8:* RoTATING =[] 1428 vl il di B AN
381 GET #1,A: [$=CHR$<A )= =upe TyeN || 1999 REM CURSOR
3 N.158.4,15:FOR J=1 %‘E %g?hé:xﬂ Jrso|] 1981 I=N:GET #1.A: I$=CHR$CA>

!IJN:-

R 1582 IF I$="+* THEN I=1:GOTO 1515
i =I-|+

, THEN I=1:60TQ 1326 1563 IF I$="=" THEN I=2:60T0 1515

L83 IF I$="=" THEN I=2:G0T0 1329 1584 IF I$="-" THEN I=3:60TO 1515

1384 IF I$="-* THEN I=3:60T0 1324 1565 IF I$="%" THEN I=4:60T0 1515

395 IF 1$="%* THEN 1=4:60T0 1329 1518 IF I$<H*R"™ AND I$<3°M* AND I$<>*F*

1396 GOTO 1361 AND' 1$<3"E" THEM 15@1

1320 IF I=B THEN 1381 1313 IF ¢I=1 AND %=1 OR ¢ I=4 AND X=15>
| 0B=B:E=1:GOSUE 11201 S¢x,Y =p:p=op:g|| OR (1=3 AND ¥Y=1) OR ¢I=2 AND Y=1@) THEN
B 1490:B=1:60SUB 14@1:60SUB 1499 i

=7‘%”'igéﬁﬂﬁﬁlﬁ=ﬂ=ﬁ‘“mmm 16][ 1329, 1F =N AND CCx,%XOP AND I$C*E* TH
B IF N THEN Tmepa MM 1521 IF I$="R" AND SCX.¥3>4 THEN 1581
1324 RETURN 1526 IF I$="E" THEN RETURN
o e e e - | nel e i e
1551 BT (E1aR: IS=CHRSC AN IF 1s="C* THEN ||!RETDRN
Moo NN RETORE O J=1 TO 58:NEXT J:50 1548 KKK L DIPOKE. S3248,4843068: IF W1 )=
L IF F=H_n =1 =y 1
IF [eouce TTHEN I=1:60T0 1357 1550 FS(PY,PY+3 )=58: PY=PY+8XY( T 21 A$CPY,P
e T*I_*lEEH” i-g-g% ii@ Y49 =B Y=v+y T 3 G0TO 1508

s BEE POSIT 3,7:7 #5;"press Key":

> B0TO 1351 1626 7 #6;"3THIS GAME IS FOR 2705
IF BOS BND 1<58 THEN 1351 FLRYERS™:7 4637 #6:°HOH MANv SHALL PLAV
=AHACT MNY=Y+YC T 0 IF Nk W= P I Ng=" .

Mr=N OR My=11 THEN 1351 | OF Nx=1 1630 GET #1,A:A=A-48:IF K2 OR A>S THEN

3 IF SONK.NY 354 THEN 1751 1670

9 UB=B: 0C=C: 0X=1: OYy=y: =N 2 Y=hY io4d NP=H:7 #5;"PLEASE ENTER EACH  PLAY
I FOR =N T0 200 STEP 1arooume N O, 16| | ERS NAME - UP Tosix LETTERS ARE = ALLO
SNEXT 2 SOUND N.NLN.N:GOSUB 1379 0" x=NivY=18:L=1:P=1

=50 %, Y ¥ B=6:1 GOS : e | | 1650 POSITION X.¥:7 #6;%%"

BIE=11605U8 1404 120" ¢ KoY BiCC [l 1220 GET B1.R:IF Relze THEN 1709
L=CCX, Y )2 BOSUE 1120: Pl=fi—1 2 1662 IF A=155 AND L=1 THEN 1660

7 HesN; " POSITION |1 1865 IF A=153 THEN L=1:60T0 1800

¢ IF M=N THEN I¢="g" 1670 N$¢L,L >=CHR$CA>:L=L+1: IF L>6 THEN L
RETURN =1:50T0 1598

FOSITION X,Y:7 #5;9-n; 16298 POSITION X,¥:7 #6;CHR$CA): X=X+1:60T
3: SOUND N.J.a.15:mx$0§=mﬂnfﬁ 0_165@

1798 POSITION %,Y:7 #8:% “:l=l —1:X=K-1:]
OR=r: 0Y=Y: 0B=B: DC=C: GOTO 1424 F #{N THEN X=N:L=1

Ox=4: OY=Y: OB=Ez OC=(. 17ia B0TO 1658

FDﬁ_KfEEh'Eﬂi?:H(K::HuExT K:C1=N:Co=| | 1298 C=INTCRNDCN XS 42: IF ZCC)<3N THEN 1
=M HL=L 2 =

200

FOR D=1 TO 4:IF D=B THEN 14 1318 [0 =12 2(C 1=11 PHCCHB-5,C46 =N$: P=P+
BN D)2 AY=YCD>: TF AX=N OR Fx=t| | 12 1F FONP THEN 1960

HP=N OR AY=11 THEN 141@ 1820 =N:Y=18:POSITION X,Y:N$=" ":7
RE=SCAX.AY )2 IF [HABC>S THEN 1416 #E:N$:GOTO 1650

AL=CC AR LAY 21 NG : 1303 T #5;"3PLEASE WAIT 2@ SECS":RETURN
R FC=7 THEN 1418 T Co L IF KACX 2008 POKE 1787,7:POKE 764,4:POKE 1788,1:
ol IF NCAC)=HN THEN EN=1:60T0 1418 RETURN DD
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CLEARS000,&H7000 :FOKESS5495, 01 GR=8H7000 I ML=8H7020 :GDSUB&0100
DIMX(4),Y(4) ,N(7),M(7)
X(1)=-11Y(1)=0
X(2)=03Y(2)=1
X(3)=03Y(3)=-1
X(4)=11Y(4)=0
DEF FNCC(0)=VAL (MID$(C$(X),Y,1))
DEF FNSS(0)=VAL(MID$(S$(X),Y,1))
DEF FNCL (0)=VAL ("&H"+MID% (", AAFFASFSAD" ,2X(F~1),2))
10 DEF FNIK(D)=(I$="")ORCINSTR(ARS+"C",I$))=0
11 AR$=CHR$ (8)+CHR$ (10)+CHR$(9)+CHRS (94)
12 DEF .FNAR(D)=VAL (MID$("5687", INSTR(AR$,I%),1))-4
15 GOSUB600:GOSUE140$G0SUEL10:GOSUEL30:GOSUBLS0
14 GOSUE190 ‘NEUTRAL FLEETS
17 PMODE3,1$PCLS23SCREENL, 03 CL=853COSUBS0005ME="INTERSTELLAR@IN
TRIGUE" $ GOSUE61000
18 GOSUE160
19 P=231LP=1
20 M=M(F)!IFM=0THEN23
21 Q$=INKEY$:GOSUE170:G0SUE200
22 LP=P
23 P=P+11IFF=7THENF=2
24 GOTOZ0
S50 OC=Ci0B=E1C=11B=6!G08UEL20:C=0C:E=0B { RETURN
55 GOSUES0:GOTO120
110 GOTO5200
120 DRAW"EM"+STR$(16X(X~1))+","+STR$ (16X(Y~1))+E$ (E,C) IRETURN
130 NA$="START":GOSUEA0010:FORC=2T06IREADX,Y IMID$(S$(X),Y,1)="5"
$IFM(C)=0THEN132
131 MID$(C$(X),Y,1)=MID$(STR$(C),2)
132 NEXTC!RETURN
140 DIMES$(7,7)
141 DIMS$¢16)
142 DIMC$(16)
145 FORX=1T0163S$(X)=STRING$(10,"4")IC$(X)=STRING$(10,"7") INEXTX
!RETURN
150 FORS=1T025
151 X=RND(16)31Y=RND(10):IF FNSS(0)<>6THEN151
152 IFX>1THENIFMID$(S$(X-1),Y,1)<>"4"THEN151
153 IFX<16THENIFMID$(S$(X+1),Y,1)<>"6"THEN1S1
154 IFY>1THENIFMID$(S$(X),Y~1,1)<>"6"THEN151
155 IFY<10THENIFMID$(S%$(X),Y+1,1)<>"6"THEN151
156 MID$(S$(X),Y,1)="5"{NEXTS RETURN
160 LINE(C0,161)-(255,161),PSETIFORY=1T010FORX=1T0163E= FNSS(0)}
C= FNCCC0):GOSUB120 $NEXTX, Y IRETURN
170 IFLP=F THEN173ELSECL=FNCL(0)!GOSUE&0005:CL=851G=100:G0SUE185
1GOSUEA0005 I M$=F$ (F)+"@MOVES" +STR$ (M)
171 IFINKEY$=""THENGOSUE10003GOSUEL8S:GOTO170
172 RETURN
173 CL=85:G=100:G0SUB400053COSUE1B8S5:M$=F$(F)+"@WINNER" {GDSUE6100
0:GOSUBLES IPLAY " TS0ABCDE" { IFINKEY$=""THEN173ELSERUN
176 Q$=INKEY$:IFQ$=""THEN176ELSERETURN
185 FORG1=1TOGINEXTG1IRETURN
190 FORS=1T0O70
191 X=RND(16)31Y=RND(10)$IF FNSS(0)<>6THEN191
192 E=RND(4) INX=X+X(E) INY=Y+Y (E) $ IFNX=00RNX=170RNY=00RNY=11THEN1
94
193 IF FNCC(0)<>7 THENE=S-B

COoONGUDIWLNE




ID$(STR$(E),E):NEXT

164 HID$(S$(X),?,1)RH
<00 X=B3y=%

201 M#= "CHOOSE
202 GCOSURS0(
205 TFIﬂt”H”THENG

N

3IRETUR
ﬁU”+ﬁTR$(H):GDSUE&??:HDUNDIDD,B

OSUE250

204 IFI$=”R“THENGDSUEEDD

207 IFI$=”F”THENGDSUBBSU

210 IFIg=vp THENRETURN

220 coTozZo1

250 ﬁ$ﬁ“HDUINB@FLEET“IGUSUE&??

281 Le=INKEY$ s TF FNIH(U)THENGDSUEﬁS:GDTUESl
252 IFI$¢“G”THENRETURN

2453 I=FNarR(p)

£G4 NX:K+X(I)1NY:Y+Y(I)!IFNX=UDRNX=175RNYEDDRNY:1lTHEﬂﬂﬁﬂ
255 IFHID$(5$(NK),NY,l}ﬁ}“é”THENHSD

256 IFE=5 THENEDSUB]EU:GDTDE&I

257 IFI+H=5THEN259

258 HE:E!C=1!H:63GUSUBIHU

269

HID$(C$CX),Y,]J:"

?“:HID$(S$(X},Y
260 B=QE GOSUE400

rlJﬂHID$(STR$(E),2)

241 XENK:Y:NY:E=P!B=I:BDSUEIEU:HID$(E$(X),Y,IJEHID$(STR
ID$(8$(X§,Y,l)iﬁIDﬁ(ETH$(B),E)

242 GDSUBqﬂl=X=NX:Y=NYIC:FNEC(ﬂ)iE=I

263 GOSUE400

2468 ﬁﬁﬁnli@ﬂSUBé??

269 FLHY“TlDDEﬁFEGD”

270 IFHEUTHENI$=”E”!GHSUEIEU:HETURN

280 GOTOZSg

3040 h$=”RﬂTﬁTING”:GDSUB69?

301 I$=INKEY$ : IF FNIH(D)THENGDSUBSS!BHT0301

30z IFI$=”E“THENSDUNDI,I1RETURN

303 ItFNﬁR(ﬂ)iIFIEB THEN3O00

204 GDSUBSG!EﬁI:CEHC:ﬁDSUElfﬂIHID$KS$(X),Y,i)JHID${STR$(

DH:GDSUEQUD:E=I:EGSUH4OI2GUSUE4UU

305 HwhwliﬂﬂﬁUBﬁ9?

304 FLAY"TS0aF

307 IFHﬂﬂTHENI$=“E”

308 RETURN

350 H$:“FIRINB”£GDSUB6??

31 I$=INKEY$:TF FNIH(U)THENGDSUEEE:GUTDSSI

352 IFIg=rpw THENSUUN&i,i:HETURN

353 IrFﬂﬁRfﬂ):IF(E{FS)QND(I%?B)THENBSO

354 NK=X+X(I):NY=Y+Y(I):IFNXEU OR NX=17 g NY=0 OFR NY=11
355 IF ﬁID$(S$(NX);NT;1)}”4“ THEN350
356 GH=E£GE=C!UX2X:DY=Y:XENX:Y=NY
357 PLAY”TEUQEDEFEﬁ”
35e

I=FN5$(U):DE=E:E=
K),Y,l)x“ﬂ“3E=I!
C=FNCC(0) 1
IFM=0p THENI
OX=X:0Y=Y:
DX:X:GY=Y:DE:EtDC=C
FDRH=2TO7?N(H):H:NEXTH!CIEHICE
FGRD=1T04:IFD=E THEN410
ﬁX=K+X(D)$HT=Y+Y(D)SIFQX:D OR AX=17 ORAY=0 QR
QE:UAL(HID$CS$(ﬁXJ,ﬁYyi))ilFD+ﬁE{}5THEN410
ﬁE=UﬁL(HID$(E$(ﬁX),ﬁY;I)JIN(AG}EN(QE}+1:IFN(ACJ{HN OR

6iC=1G0SUR

GOSUE424

DSUE1203M=H~1
2||EI‘II

DETEiDﬂEE:GﬁTﬂqﬁq

120:HID$(8$(X),
359

340
400
401
40z
403
404
405

| 404

tGOSUR&DS

ED:HN=U:HCEE:EN21

EN410

B —

Y,1J=“6":HID${C$(

AY=11THEN410

$(CY,2)1M

E),2)iE=

AC=7TH
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10 NEXTD
A1l IFEN=OTHENAZO =0 THENHC=7
412 IFHN>0 OR N(7)%

1 EF
¢ N430 - =M(HC)+1 $FLAY"T200ACD
s iE:C—CTLEEH(E):H{C)ﬂi-H‘H?;Tzitt).Z}:EDSUEIZU FL

421 IFE=S

=MID®%
4272 C=HCIMIDS(CH(X),Y,1) ML

430
= ¥Y=00RY=11THEN
o IFB:?IEE?$§3+Y(B)11Fx=UURX-1?DRY 0
=X+ 1) e 1= :
122 E=FNSS(B):IFB=ﬁEEENﬂ3
;d C=FNCC(0):GOTO ‘£ LSO
qu X=0X:Y=0Y:C=0CIE=0E1
43 = +

503
500 E=7 1 =723 GOSUEL20 PRMFES"  I$)=0THENS
g%g cz**ﬁﬂs”aligiiiﬁzsgé INSTRCARS+"RMFES" .

=TNKEY®$ 1 -
=10 Iﬁ-INhE

IFINSTR(QR$,I$) THENI$=CHR$(FNQR(U)+52J
IF(Ig=rgm AND X=1)OR(T$=rgn AND X=16)OR (L= AND Y=1)0R(TI%
="&" AND Y=10)THEN5U3
IF(INSTR(“56?5“;I$)$U)QND HID$(E$(X)nglh{}HID$(STR$(P);H) A
ND TI$nnrpn THENS 03
LFI$="R" aAND HID${$${X),Y,1)Z
GOSUE120
IF INSTR{"E“,I$)THENRETURN
IF INSTR("56?3“,I$BEBTHENEMFNSS(E):CHP:GUSUEIEDERETURN
I=UAL(I$J~41X=X+X(IJEY:V+Y{I)iGDTDSUU
DIHP$(6):CLE
FRINT" INTERSTELL AR INTRIGUE"
FRINT" "+STRING$(21,"~")
FRINT" DESIGNED gy MIKE SINGLETON FOR
FRINT®" COMFUTER & VIDED GAMES"
FRINT" (CONVERSTON EY RO IN)"
FRINT@I?E,“ THIS GaAME CAN EE FLAYED EY ag
RS OR aAs MANY AL FIVE.FLEASE E
0ING TD FLAY "
INFUT" NUMEER OF FLAYERS ﬁ“?NP1IFNP{?INT(NP)DRNP{EDHNFFE.TH
ENG2S
PRINTEI?E," YOU HAvVE ﬁ”}NP;"—FLﬁYER GAME, », " ENTER EACH
FLAYER’S NAHE.”+5TRING$(4,13)
PRINT@ZS&,"”;
FORF=1T0 Np
PRINT”PLQYER’S NAME(”}HID$(STH$(P):2}}”)= i
INFUT"”;N$:IFN$="”THEN648ELSEIFLEN(N$)}9THEN£N$:LEFT$(N$,?J
C=RND(5)+1!IFLEFT$(P${C);1}}CHR$(31)THEN&SO
H(E)=1:P$(C)=N$

4" THENS03

FEW AS Two FLAYE
NTER HOW MaNY FEOFLE ARE




RVIINAL & SOFTWAF

When only -—-—

H..e B TERMINAL

isgood enough mr

Games for the
VIC 20, Commodore 64,
Spectrum, Dragon 32, BBC...
MANCHESTER M25 5A]. TEL 061 773 9313

TERMINAL SOFTWARE, 28 CHURCH LANE PRESTWICH,}




DRAGON CONTINUED

< \’\‘ &L m} =
408
45460
645
4690
&97

IFNCAC ) =HN THENEN=1 $
HN=N(ﬁE):HtﬂHC§ENﬂD
NEXTF
FRINT“TH%NHYDU.”+CHR
RETURN
CL=FNﬁL(ﬂh!GDSUEéDD[QI
BMEQX“13;169)~(B*{QX+
CL:BEEH$:”HDUES”+5
GOSUESDDOS
GOTO&1000
PDHE&Eﬂ?qu:PRINT“BﬁUE FROGRAM"
FGRI=4?TDSRtPRINTIm4ﬂI£SﬁUE
TOF
QL$=”ED6DUR2U205REDEU?REUED?NDﬂRéUL
HF$:”ED&DUDHEUBREUED12H2U14HEHRD5
ﬁU$=“ND3L2NUENDlﬂL2NDB”

GOTO410

COLORZtAY=174¢
2*LEN(M$}+1)?15
ave TRE (M)
700
702
2000
2010

5200
5202
5204

592064 ﬁ8$x”LEDRNLEDNLHDEREUEH&UL&U“
D208 RU$=”EH+12,+14}G2”

w209 ‘BLUE

G210 E$(1,2)="C3"+ALs

9212 B$(3,2)=”C3“+QF$

5219 ‘GREEN

o220
G225

H22é

E$(1,7)=1gqn
‘RED
E$(1,3)E“C4”+QL$!E${3,3)1“84”+QF$

R e

+tALSIES (3, 7) "C1YLAE

B (1, 5)y=k

" £
5 R erER G
0 b

A it
ey Al

(GTARTUR DATA
BATA START
DATA 8.1
DATAL, 4
Gatald, #

0 DATA4, 10
5340 DATALS, L0 ;
L 000% FOKECR+1,C

spEFUSRD =L
&

a6

$(13)+" PLEASE WALT

é),PSEI,HFIGUTGéIUEU

FINFUTY"FRESS ENT ER'
“BTELL&H”IFHRJ“lTU

ARAUL4URAUL &
NDZ7RAULzUzL 2"

“*Ui“HHWULGJEPUthh
e Ll

A MOMENT, , , "3

ﬁXﬁINT(lémLENtM$)J}LINE(

s B
E“UD:NEKTJ,l:S

ELUE AL I T e A T 1 SIRELS M e
5'.'.1 'I. { l . .c'% b B~ I: ‘ll: 1 § A 7 . ) | B ; o3 :| i 14 Vi
;RED;YFL et AGETEECD s

1L OUREDLENLEL

W sk i o

'L,HB?HLTUHH
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20
40098
40099
60100
40119
S 40129
N 60139

B 40200
& 40210

ESTORE
REHD&$:IFQ$WNQ$ THENHETUHNEL&Emnnzu

‘ML To CLEAR yIpgp EOTTOM

‘NEEDS GR 11

DATA Grapy

DATA B&EﬁlUHElﬁéDE?ﬁﬂlGBEIEHUEDFSBQ
Nﬁ$m"ﬂRﬁPH“:Un$uaaﬂniﬂ
CEU!REﬂHﬂ%iFDRJLIIDLFN(n$J/E:PDHEGh1E,UGL('&H”+ﬁIU$(”.'+
,2*J,2)>:ﬂHC+1:HEXTJ )

CHE="(1 094 BCDEE (LMNP RETUVWX Y x »

D$="EEFEEME EMEE( ?HGEEGGEGMEBHHGGEGUHMEEMEMMEEHGHHHEHHM

L]

OEEDEMQ

S$="KNN DDDHHNEHHMHHEDCENHCEHDHCﬂ
GHHNNHNNHHNNLEBUHNNHNNNUNNUNNUHNMMﬁNKUH ﬁHHHHUHHH
KNMF NN DDDDDHFCEECDINUGSQDNHNH RNNNNTTHPPNUN
NUHHHﬂﬂﬁAﬁﬁﬁUNNUHDNHNHHHNHHDDﬂDUDNNNHNNHNNNHHDGNNNHHUNNNHD

DI

WEECD

60240 pATA 33761F34E6ﬁ14?81432?05EDHESUEUGSHDHHEDIFU

60250 DATA H1ﬁHEﬁﬂf34UqﬁéﬁUﬁﬂ#lﬂéﬂSUDﬁE4?308ﬂHﬂE?}Uﬁ?ﬁugﬂﬂlﬁﬁﬁpi
0484808483404ﬁﬂﬁﬂEéEﬁCﬂ4ﬂﬁHﬁBHBhECBUSEDQ%'F&ULﬁUULULuqbd44

60260 T 'EE : 351}&ND(PEEH(HL+I}:J18}THEN&DEHUELEENQ$H”ML”1GU

&027p

S0287 ﬁﬁ$m””1UkUﬁRPTH(EH$}2BDEUH6HE?D:UHUﬁHPTR(D$):EDSUB&UE?U:U*

DqﬂECAIEDGEECHJED%#EEAIEDqéHé84EHUBS U4ﬁéﬂ?ﬁ62ﬂ?0§30
34 EQHFémﬂCI4FH?11E680C12ﬁ2éﬂ4312120& .
EEDEFBiEIBﬁL -6073D10AE 44

ﬂﬁSGﬂEﬁE&ﬁ?SSHUECQéBBD?FDQ&BﬁﬂqﬁﬁlﬂEéFF?Fﬂ?ﬂﬂBF

TD$€”¢“+ﬁ$pH¥d,H)J3ﬁkE+l!NEXTd,I

UﬁRPTRfS$)

| 60290 ﬁDmtﬁD$+CHE$(JEEH¥U+E)}+EHH$EPEEH(U+3)J:RETUHN
féﬂ??? ‘FRINT ALFHA GRAFHICY

| 61000 ﬁle?qidﬁD:HmINSTﬁ(l,ﬁ$,“W“J:IFH}UTHENdml$AY~1683HEIN8TRIH

+1,H$;”@”J?TFHJHTHENJERSéTﬁiﬁq

;élﬂiﬂ ImINBTRfH$,"ﬁ”):IFIﬁ?ﬂTHENK$:HID${H$,I+1)3H$=LEFT$(H$,I~1?

:élﬂﬂﬂ J=INSTH(M¢+”@”5:TFJ{?ﬁTHFNKﬁMHIU$(H$,d+1J?M$=LEFT$(H$,J-1)

?GﬂSUEéID4H!H$HK$!&VEAY+(1quxtdxi)3!GUTD&IUIUELSEélﬂqU

IEDEUM?:H$HX$3MYHﬂT+1U!GUTU&lUEU

&1030 ‘USSR

61035 HS$$QH$+EHR$CQX}#EHR$(éYﬁ+ﬁ$:DEFUSHUﬁﬁLIUHEUSRB(U#RPTR(HE*

61040 ﬁX=INT(lé“LEN(H$}):EUTD&lDBU
T e =

YIIRETURN

—

.ﬁFﬂRleTUH:HEﬁﬁﬁ$3FUﬁdﬂITDLEN(ﬁ$)!R:PDHEHL+E,UQL(“&H"+H



All over the galaxy con-
tests like this are being
fought, each unique in its

own way cnd ye! each
gimilar in SO many
aspects.

Two alien races

The first sign Wds a
strange green glow in the
night sky where a "Dead
Area” had been before
and then the blackness
was gone forever an

sometimes a  bright
Beacon Star shone out
from where the darkness
had been.

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

Their fleets are made up
of Miner ships fast and
useful for exploration and

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

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

And both tribes know
that if they can harness
this wealth of energy for

themselves then their
tribe might one day rank | Gun ships. slow but
as high as those great mighty in battle.

And each has @ base

empires and control just
as large a slice of the
galaxy - .- but first ...
they just have to deteat
their rivals.

The Beacon Stars, rich
in stellar energy. had lain
there for eons but their
light had been stifled by
the darkness and their
power remained undisco-
vered in the blackness of

stargate, immovable but
strong in defence and able
to produce new ships to
add to the fleets.

Other stargates can be
built on the sites of cap-
tured Beacon Stars by hav-
ing a Miner ship and d
Gun ship adjacent 10 the
Beacon Star and canniba-
lising these to create d

the "Dead Areas” into | star gate.
which no spacecratt dared Every star gate Ppro-
travel. duces three E.R.Us every

turn and these are the
mark of who is winning
the game. These are also
the basis of new ships,
$rom the cheap 1o produce
Miners, to the expensive
Gun Ships.

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

1. Rewind the tape fully and press th
recorder. Type

seconds — type
3 There will be a slight pause. The logo
appear on the screen.
being
4. The board
the screen and the Redarians on the rig

appear in the central part
5. The bottom part of the screen is devoted to messages)

and information. Currently, this will be flashing the mes:

sage:

STAR

clash in deepest spaceé

RATING INSTRU

CLOAD and press ENTER

RUN and press ENTER

This indicates that the board

prepared.
appears with the Bluutons on the left side

of the screen.

BLUUTON
PRESS ENTER

The Bluutons always move first.

THE RULES OF PLAY

1. Objective.

To earn the most
(ERU's) before the last

2. Sequence of play.

a) The Blue player moves his pieces. The commak
available are:

Move — use the numbers 110 6

Jump — press
Capture — occupy a Beacon Star
Produce — Press fipr
Complete — press

number of energy resource un
Dead Area is cleared.

nJH

ne". Checks for remaining attacks
Finish — press v, Does not check for attacks. '
b) Combat takes
result of all attacks.

c) One Dead area is removed from the board. The
area to be cleared is determine
d) Scavenger explosions are determined and pa

green. !
e) The Red player now plays and steps (a) to (dE§
repeated.

f) The game finishes after 30 turns when the Dead &=
are cleared. the winner is the player earning the

ERU's. Note that ships in play have no value.

e PLAY button on the
am has been loaded — i.t takes about 60

and title will then

ht. The Dead Areas

d and painted blue. &

is

of |

T O = =k = s -

Tm

ar

l
cor
nur
el
Xp
B

place. The computer will determinélg |

DL

n
N

(¥
k
Tk




3. The Pieces,

Mmences with five pieces. These may
during the Course of play beg
n.

€ capabilities of each piece are:
tart Moves Attack Defence Jumps Cost Prog

Start Attacks Defence

with | Moves Factors Factors
Sargare | nnn
;
P Wi
4. Other Pieces,

Other pieces on the board are:
8] Clear Hex

—

reas. They cannot be
is removed.

this is a blue hex. It indicates
Where the next Deaa_:l Area wi d.

Starting play,
chplayer myst press ENTER to

ing. The message 8. Occupyi 9 and convertin
shows the Status of thig piece j.e,
Name of the sid

Occupying a Beacon Star requires both a miner and a
€ currently moving Name of | gunship. If a gunship is in orbit around a star then a miner
current piece Balance of ERU's may be moved into and o
Index number XXX

and the star ¢
Oves XX

Occupation may not take
Attack Factors XX around the star.
Defence Factors XX

New Stargates wil| commence Producing three ERU's
Per turn starting with the player's next turn,
of moves available appear in the top-right 9. Jumps . .
message area. To move one hex, press a | Ifashipisin orbit around a friend
1 to 6, Visualise g six

through hyper

ly Stargate it may jump
destination s

“Space to another Stargate Provided the
Not under attack. Press “J" to jump the

N turn. Press *y*
at Stargate. Press “N" if you do
not. Press ENTER or “A" i

ed, prﬁss usu

n . A piece must st
1o an Opponent.

op when jt Mmoves

ayer's option, new pieces may be produced and
Immediatelv into play. There are three restrijc-

ships must be docked at the Base Stargate (The
edge of the board).

rgate has g maximum of foyr docks. Occupied

docks adjacent to an opponent may not be used,

Umber of pieces for one side must not exceed

e ships type “p** and when the number of free
PESAr type “M” for g minership or “G" for a
Provided sufficient ERU's are available, the
Placed in g dock. Press /A" when complete,

10. “C” and g
If a player decides that h
Pieces need be moved,
will check a| remainin

still adjacent to opponents from a Previous turn,

his however is rather slow and if it can be seen that
there are ngo potential attacks, press “f instead. This
brings the player's turn to an immediate end.
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fPEEH(HL)kSIDﬁND{PEEH(HL+1}=1IBJTHENQHUBELBENA$="HL“:G

29910 Cﬂﬂ:FDRIE1TDE:REQDQ$:FDHJ=1TULEN
)SCEE+1:NEKTJ.I
oo ﬁD*ﬂ""?UmUARPTR(CH$}

FMODE

—"i:ausuaaiia
0SUE31 1 g
FYSAY-L2:GOsups; 4

+PSET

1 for Red.
rdinates,
I each piece during initialisatr‘on and wil|
ions given by the Player,
or both even numbers,

set fg
accordancg with direct
Will always pe both odg
() which checks this.
ICture Cnordinates.
Ng point for each DRAW Commangd. Calculateq
BY.

S of the firgt byte of the Board. There is
although the boarg has only 128 hex, 256
ed. This js convenient for Calculations,
ter.

55,1?1),F

0SUE330

fﬁﬁ)/?:PUHEHL+C.UQL("GH"+HID${“¢"+ﬂ$;2¥d.23

ﬁRPTRCD$}3EDSUEBDIB:U=UQRPTR{S$?
ﬂD$kﬁD$+ﬂHR$(PEEHfU+ EK U+ N
: 0

SET,RIH=3“(.5)IRX=633§Y=1103L=29

Y IIRETUR

PEEK(FNBP[XH.
W: Piece Table,
The address of the first byte of the Piece table,

are allowed allowing for eXpansion of NR and Sz

R: Maximum number of Pieces on each side.
Set to 16.
SZ: Numb
Set to 12,
Qaaq: Index of curre
FNPC(): Address
This is g functi
Mmeter f

er of Parameters in piece table,




Wjustration Jehn Higgins

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

type,
then

m,

pe as a direct
“ENTER” Secondly |
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Pabipag i wipep PY+1,pwm;» . ; = i il.@: NEXT ;- 0 SUB 1gp
k=0 S3@ POKE FiM Pttt} . tp- FoR 1=1 T
28@ PLOT IhiE, iRjPN#E;15ﬂ4P9+3: O 4. POKE Fp Pii+2?,£{tp,lﬁ 3= 4
DRAL INK ik:;7,.@:; RETURN | T 3
218 BEEP @, 1 i=a% TH hin [=ln] 528 PakE Fi p{nn_?;r;n:r L1 LET
SUE 23@: NEXT i 1m Crids THEM | ODPLILI =n(plag 21: POKE Fi eia),
LET ¢ =1+pL 39: POKE M+e (  FN L@ 21 oo TO o1
228 IF gg=hh THEN RETURHM [ 7@ :
225 FoR i=hh+1 TH 25 G0 suE 23 51& LET £q9=q9q LET s=x=phx LET =
8. NEXT i RETURN d=by: L_ET er=a LET a=1 LET jj=
238 LE 99 =FHM biij): IF ga=px THE N miips
I FETURN S2& cn SUR 25 - IF haep Dy Fiyg
2385 G0 SUE 7o S0 s5uR s SEIMT nDitt) =3 THEN G0 T B3
FLASH Cr=4; INK a; FREPER &, LUE 623 LET a=as+] IF a7 THEN EaO T
Rﬁé+8£ﬂn9,pxj" "PAT pyslpwl - o o sze
S8 RFIMT 3 1 e bE 5
ine TRePEAGYT TF =@ THEW Lev FBit GO 1o 7aa @i -
d3i=na: IR S5 i TR peget =5 TQ FH
T2 LET ux=FN xc@r: ey U =En ﬁ?ﬁaLg$Th;iq?JiFrESJ11; AaaTi b
{;;+Hém EgTerbx+uxJng§{gﬁ iy u ft;t_q THEN LET tX=FM @ ixw) . {ET
Yl di=ng: R | =F ] P = P 20 Th
28 LET ajePi qeis a@? =N B tyy) G0 SuB meEn v )
25@ IF aisz%nr QR ai=@ THEN RET | 535 GO To 2@ )
URN . . &4@ LET FS=@ FOR 3=1 TO & =L
285 _LET “a=i*‘*aéf=”f‘=‘qq*=“” SUB 25@: IF na=1 THen LET = N
279 BEEP 1,1 STOR . 43 IF 5.i=@ THENM LET Fl=g
238 G0 SUBR 1o PRPER % R I‘:'{' a S48 MEXT 3 IF 2= THE 0 T
2% {Cr 8 BMD paxsi RMD pysa Bl 75
TTR g tPX -1 =43y, (=7 T ="F . E5@ LET a=r=. LET ux=Ft »iq: - L
IF pxs17 AND E4:1 AND Lr=8 RAhc 13 ET Uy=FN % (1] GO SUE 1apn. LET
TTR (Y, ex=-11 =43 A8 ATTR [ " B = Fr=1@@+ (i j-mn) 1@
1li -INT (AT iPY B =11 A3 #3558y T | 88@ IF r:@ R rai@p@ THEN LEY =
HEN LET E@=) PNK (r>108) +100
235 PRIN AT pg_.p::-.;;zs_: IhiF, R; | 7@ &0 SUEB 3p. PRINT WunE s tar
FAPER (cp: i FPRAPER R T cfo Bates" g ne s ""Prese YoM 83
LET zg="} . I B <29 Sein Figsi B TEap GO sSuB Sa- B0 TO slpszos {a%
ND ¢r =8 RND ATTR Py .px 3l 4T TH =iy TEDF fag="Tfyy PSSt iag="n
EM LET zg=" T INK QA ; | ES@ IF r:FN Z T1D@y FTHEN LET i=p
250 PRINT s AT PY+l,.px=1;: ogp S0 SUR 3@- PRINT arF 21.@2; “ump
ER cr: TImMk B—E*I’Cr-:_.‘:ﬁ 2D Fr:l B failed, Ship implodes LET g+ =
ND py 17 g RTTR tEg ] pw—-3 Eacl [ 1: LET q==q GO ToO 17i5d
T L G BND oy <a7 70@ LET tx=bx: LET ty=by: LET g
AND cr =g BMHD (ATTR ipysd gl g = | ®=53: LET by=s4: (T Cr=a. &0 3¢
48 OR ATT ‘PY+1, px 13 2 Tigf ETTR B 250: pokE £ SR L@ [FT bu=lx
Iiu+iiﬁ.§-—éi_.—'6] *O=8) THEN LET 24 [ = FEw Bg=ti 4
i B LET "BdigltET bx=bxaiux: ¢
795 PRINT 28 Ink a; papes Erg T7§E=55+U33 Pake BN ST ;a8 ©o
"i:. PAPER A IMK cr: LET 2&::"f SUB_12@: 2o To 17@
! IF px«Dg MDD pyg st BHD cr=5 gpM 728 NEXT q.: FPRINT aT 21,8; “Ma =
L ATTR =2 PBXF+12 »47 THEN LET z tarqates avai Labie -
$=°0"; INK @ 730 GO _suB 49@
i =36 IF CR=6 THEN GO sSum soa 735, LET er=a
b 222 PRINT za: Imx 5. PRFPER D B 748 LFT qq=s4: GO To ag .
ETURN @ LET sx=bx: LeT Sg=by: LET g
302 LET g=0. FoR i=@ TO dar rzs: LE‘T‘ ba=hx +ux. | T by =hy 3y -
31@ LET U=9+1: GO SLB 39p- IF b LET tx=bx: LET tu=by: LET Zo;°
| <3 _OR bx3>11 THEN GO TO 31 LET soca
Bl 515 PokE i+rd,q: NEXT i 76@ GO SUB 252 IF na-a BND Fig
$92 FOR_i=@ T8 dr:. LET » . NtL) =2 THEN LET Fo=1 i
1) -1: LET a=FEER lrarax;: ; i 785 IF na=1 AND Fid DIty zal IHE
| trd.PEEEK ij +rdl . POQKE i+rd,.a: N PRINT AT 21.,@; "Eneuny in Grbi
1: RETURN ‘LLET er=12: G0 'TO aenm o
352 G0 SUR 2E@: eo sus 2ao 7@ LET 3=331: IF a<7 THEN ca T
| 3sa CELCL <8 THEN RETURN o TEn S
82 L Cr=4 : Fr= F f2=00 THEM PRIN T 21,4;
J EE?SE#EEHJZFN VD -Jd: IF j:0 TH “Needs a JUOShip to land": Lef &
i} : 2 =3 =S: 30 TO Apn )
{ 373 POKE FN s(@), . 1F J4 =432 THE 780 LET bx=sx: | ET by=sy: [ ET ¢
| N.SC SUB 1p@. &a TQ 13 255 GO _SUB 28&: poke rn £4i3: .2
| 375 RETURN 79@ LET bx=tx: LeT by =ty. o su
il 330 LEeT A=PEEK {3i+rg) . B 28@: LeT tp=3: go aig S8@ . POK
| 392 LET by=SzINt 415 +INT {q E W+p LFN | {ar—3. PRINT BT 21.m@;
| =1S+«IMT {91531 <81 : LET byi=gasq-1 “BE‘&CC‘T} star OCcupied' - GO 7o 49
F | Stby: RETURN @
i 0433 LET G=ip@: E0 sus 4@ oo T E00 Ga sSup 49@;: [ FT by ==¥ LET
|

= : _RETURMN
i 520 LET sp=p(: rog F=R TG 1: g bgiggLET 59=3q: G0 SuUB l1ooa. e

=
' Y. EBl=p [ €f _THEN @b ‘T4 ‘aan

I 53 FOR q=1+nr-.lpi TG Fn Lider o o 820 LET er=Q: LET 99 =£ IF Fpiom
3 Sdd=a: IF FN gi%x1 =29 THEN &0 ‘ :t$1{>3 THEM PRINT AT 21,a:(nel
! SUE ssp-. GO ToO 53 Lase Elargste": 2o TS 9aa
55@ NEXT U: NEXT p: LeT El==sg; S3@ LET F1=a: Fop i=1 Tno §: LET
RETURN . 3558 92 8UB 7o, LET aai. GalSh
S8R LET j=qq. 1F AREEN Lidy THE B_25@: IF a;i THEN Go 10 are
2,80 =0m Za. POKE FN stay . @ aq | B84@ LET bxipx tux: LET by=bysuy
fo 8 . OBP,LET 12=1:"FOR so1 FATEY bt
go5.7OR 9=9a+1 Ta ry L8 L&y S 359: IF ha=1 THEN L&T oo
99=q: GO suUg 7a.; POrE FM = i) =39 ET fo=@
=l: FOR J=@ TO sx_3. Pﬂﬁﬁ Fi i g iy S6@ NEXT a- IF F2 THEM LET rfi-=v
V=52 . FN B Jl: NEWT ;. MEMT 7 1+1: LET kefaz) =:
E?QF}F\$K|EN“ +*P L, FM L@ =1: LET == a7 NEXT | S ——
1iRETUR F F1=@ THEM PRIr T oRe.a;
] £08 FOR 520 TO 52-1: PoKE sy o s DD
= I 43
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“pNo dOCRS free": GO aga
598 GO sug =289: PRINT “nocks fre
= -v: F1CTERU™S s fpladl

s M,.E.RA": GO SuUB 14@d: B
a3@d LET ce=3: LET tp=i:

s
g4@ LET cs=5: LET tp
agsﬂ IF cs}c(pl+11 TH

954 BEEP -2y
Clpt+11=c|FL
+ LEF bx =bx +FN
Mo 1) LET f3
ap@® LET qq=FH

= ]

1@@@ LET er =K. IF cipl#+1} i3 THEM
LET PRINT BT Ei;ﬂ;"InsufF
icient ERU-=s fOF BOrEe": RETLIRHN
1p@s IF FN tt@::nr+nript THEM LE
T er=7: PRINT AT 21,3;“Haxiwum
ieet EiZ€ dep{ages“

1819 aETURN

ip2@d LET dx =ABS fex-1x1: LET dy=
ABS tsg—ty:: LET i=dﬁf2+dgg2; gE
T 4=RAB3S derEAgngJ: LET k=dx+i:
LET L=dx+J: L mh=i3+J

1@3@ IF mn2>k THEM LET wrn =k

jg@4aa IF mn2>t THEH LET mn=t

1gs@a RETURN

ia7e IF dr 4@ THEN s TO 23D
1@7s LET cr=56: LET 1=l i g0 oL
35@: LET dr=df-1: IF df :=8 THEH

- LET j=dlj+1): IF i<>28@ THEN G
O suB 388 POKE FNM < &) B LET €
r=6: GO0 sup =23@

1@a85 IF == ¢3da THEHN NMEXT J

1990@ FOR .j=@ o= n i T LET dfj+i}¢23

@
1108 LET gs==5+1: iF =s=76 THEM

3 &
1114 FOR a= TO 6: &8O spp 20 1
F aj<«»49 AND aj<»99 THEM NEXT &8:
cD TO 113
1i2@ LET dij¥l) =552 POKE FHN = f@
53: GO SUB 1@8@: LET cr=4.: GO S
& 280
1138 MNEXT J: RETURM
114@ IF FHN L@ =nrIpt THEN S0 TOD

3 LET cipt+13:cipl+ 1 FiFH &1

13 =3) POKE FHN pixda,ﬂ: PORE Fi

ptrgl,ﬂ- POKE FHMN ptaidl B EXT

0 suB 3@

115@ PRINT AT 19, QUER 1-TRE 1

2;a%l L+1);TAB i Lpress Entler
(=10 =2 25: IHKEY %4 >CH % 13 T™H

EN GD TO 115

116@ LET ag=""": LET qa==s"- LEY =ZZ

117@ 60 _B B 309: LET By =Fi @ imBl:

pv =0 THEN G TG 138

118@ PRINT AT 9, ;l5pr+1};THB

i “Moves";TRB =2 .nw'tsiFN BmEiLT2

) - FH minn),TAB 14,“nttacn Factoar

s - FHN ntaaa‘"ERU‘s”;TﬂB a.cfpt

= 41;%nB 14; "Defence factors ~iFM
midd)

1i9a GO sup 988: IF asg="C" THEM ©

o TO 128@

129@ LET BF= 4

121@ PRINT oUER 1;AT po,8,. EntE

r command iﬂ,S,F,J,P,_-EJ”_ S0
sy S@: GO TO 12 2Rz ias>"Rl A

MDD 354"7"J+?@+tas="c" R 3B="35"1

€ e, co T

+&1§$ta$="F”3+Ea§ias="J"J+1a*ias

1226 GO spuB 3@: PRINT vproductic
e sy 8i@: GO TO l1i3e
123@ GO _SUB 3@- PRINT rHyper Jum
. @0 SUB s1@a- oD TO jigpsiaaF T
er423+39*ter=11
124 GO sup 25@a: oo SuUp 38
12582 IF aj=49 AND FH mittr=3i
N PRINT "Landing": cn SuB a2
o TD 1215+1294ier=43
1z26@ IF ajix@ THEN FOR v=1 TO
-“BeeP .01,8: BEEP - 5 PR £ -
w: 0 TO iziea
i27@e POKE Fi s (B} ,8: POKE FH
Y ,949: a0 SuUB 19@d: LET by =bx Fux
LET by=by +UY: co suB 12@: B0

yw=1 TO 36 : BEEP .gi,ﬁ: NEXT
ZZT=

13g@ IF ag<>"C” AND ag:2»"3"
LET: my =myv -BF: IF my @ THEN

o 118@

131@ FOR =36 TO 1 STEP -—-1:
L1, ¥ MEXT ¥: LET qg=q3#i-

q ¢ =FHN L (@) THEHN 0 TO IiFe

S2@ GO SUB a@: IF NOT IX

NT '"Ho combatl™: RETURMN

2 PRINT “Combal™: LETY hx;BFHF

3 0 Dl
~ DL

—-@ THEHN GO TO 1308
IF FN m(f 1 =1 THEM LET aJ=F
41 : POKE N jimid) 1 o 7O

sSup S8 PRINT AT op, & X
directien"
sup S@: e Sus oop- iAF P
N GO TO 135
INT AT 20,8, .- s sue A58
FH Jiaid],l: BEEP -2 ,36:
P .2.24
6@ NEXT 4 e o
@ IF bx THEN LEF Cf =B ci Sub

LET ap=e: LET Qa=%5° LETYT bhh=
Fg) =@ THEM LET 3=

Qﬂéﬂﬂﬂifqﬂﬁfﬂ 1 il
idl: P FH a

ppIR ZIH
e Ll =

aald

m
]
4.!
nIn~D

=10 Bl
moue
ou
=
« M
nmano

i
aid) . 1: GO Sup

sEud
-
b
=)
b
m

o
LET Q9=99%1: IF qaq>FN i f33
cOo TO i44d
IF FHM mtid)=aj THEMN 0 Sus

oY
M- Gk

co TO 141@
POKE FH pifg} 8B LET hh=hbhit
pPOKE FN a thhl} ,99: L ET aF=aF}F

Lanacy
aNes

el
o g g e
S

i

N mtaa): R URN

144@ LET ai=FH bt@d): LET dp=FH B §
(aal S0 SuB 174@: LET dp—dp ¥k 3
145@ LET a=ap-sdp: L b=X g
F ays OR azB i1 THEN LET ri=3¥ i
a5} : GO TO i47@ 1
j46@ LET rt=FN r iFH Zz fABRrI:C !
t =@ THEHN LET rt=1@& ;
147@ LET cr=4: B0 sug 216: tET b
x=1

1488 GO sug 3@&: PRINT rrgirtl
5;92@LET c=2508: &GO suBs i14ad: SO s
1=@@ GO sus 1513+rt&1ﬂ+2ﬂ*frt}21
+2@iir13¢3+1B!(rt>53+201frt;31+2
@zirtz9)

asi1@ 0 TO 137@

iSEE LET k=929: co TO AS88

53@ FOR e=1 TO hh: LET i=€: LEE
qq=FH BEi): LET .=Fhk midd} - LEY
£ =INT (. S+J 2}
1s54@ IF J<=k THEHN GO suB A7i8

1245 IF >k THEN POKE FN P (dd) . J

Jose NEXT e: RETURN
156@ LET k=3 ceD TO isad




E Fn p tdada , ;
=4

SUB 1554 5
TO 153¢
EETURN

ET k=2: g@o TD i1s5a
LET k=3

A=FN big - LE
q—l THEN SO Su

. 1EB@ RETURN
%b?ﬂ LET ;

=R: iEFT =F]
{ J =Fiy l[;dl: LET Ry
1682 1F

k=TT
Ji=k THEN G
15&5 IF J>k THEN PORE

biz» -
(.53 ;.2)
17iax
P iddy , ;

“hh LE¥”“21Fh PNy
= 9= -
= NEXT ;

2=- =FHN bigay -
gg‘r [A1=7¥]

b DIM p (6.2) -
2:7): D

M s(D.4)
oI nioj

NEXT ;
=201a

los

i2¢.8,0.p
5,89, 144
75,143
188,84, Ao

POKE i@ NE
VT T . §
ti]:qsti*ﬂ-l ?g
pr g LET mE (1 ="BL
l$l21="ﬂEDﬂRE"
FOR ;-3 T Ig: REBRp L = =35

oATR “Httatler Eli.jhated“,
tacker lesesg halg= =
S three=™

” ttacks—r
+"Attackef L iwo
lose typ-°% b
los=
| ™
=X ToO 3
,EJ.sfi,SJ,s

a1 99 =3 - LET pi=

: LET [L=3+0r - LET

& FO 2aa

299-73 - LET n tFL+12
TO S-

READ hx,hg,ip
LET 99=9q931. NEXT

LET dif=cip_g.
Lig

: F
S5a: POKE

FMN =
: FOR
FN z(dr).
=89 T
FHN 5 (@,

=1 TO
Eo SUZ Iagn-
e g e 3
o
-$=.${1+rcIEJ§cr1JJ31”
1) =

B A
@

7; BRIG

PRPER
BEACON STAR

a-
1. The
AV

18™ g 205, mroy
Bl @, 145 DRaw ousm 1. 5
OT 247.24. BrAu @,1437
b pass GO sSuB zp
. 1. “PLEASsE

there Sin-’t a2ny




3 F a=l TQ 1%
B IME 7, "K": HNEXT a

3= PRI HT 28,7 INK 4 AT
21,7 AT Z@a.25 I";AT 21,28
MT AT 19,16 IHE. 5; "pP"
AT Z2E "CDE" AT 21,15, "FGH"
4@ 1 IF ATTR (=g,ts = T
HEM 1=rm=1 LET md=md+1 ¥
0 SUB PRINT AT s=.t=; 0OV

DUMIZE
k=1 THEMW
K1B+120: G TO ==

20 ]
THEM LET h=INT
-l

LET q=1
LET h=IMT

38 [F . RHD

J=1i

¢ RMHD

0 TC be’
h=IHT CRND¥30+1
i = LET &= LET m=1]

1=INT (RHDX9+1
LET g
£AMAIN LDOP X%

AHD b=1 THEH

=

=B
=

238
EM
=1
F

s=po+] [rk]

all

THEM
THEH

Ha IF THEH

=S IF = THEM -

SR IF ==1080 THEH G0 ] 4%

% IF 1=a THEWH LET ==%0. PFRIH
i 1 1 H ] THM LET z=1
a AT w.h; IH¥ L "HY L AT

a0 TO 1268
1 1 ATTR (g, k=78

THEM
QOMIZE

b=

b=t1 AMD ti=1
! ZESS9: RAN
SUB 4%5: LET
148
a.ho=6 THEH LET =

TiREe

N

118 IF g HE} FRINT AT .t
IME. 2. "M ) o 128 .
115 FEIMNT AT I Lk [ H
9+ Bl 1
128 IF vip=0 THEH 00T bkt
F L HEHM al o 4
B 2234 GO SUBR Z1¢
.'_1
I LIk E" .M
3+ My BRIGH 1 [ 4
£ |E A0 T 12k
145 LE ] F HEF F'F
I f f ul It I
i LET mm=n
If 3! T 556
If 1 I 120
PRINT AT g.h; BRIGHT 1; IMt

52

ra IF

EM LET

HT o,k

210 IF
A o
215 IF
30 SUE
=1 I ¥

GO
PRIHNT
T HE

ATT

H

[~'I% ;

FAMLOM T ZE

L

Frl RBHLD F

=t THT

o

3 RETUEM
9 LET te=

I
1

AT

j:l-“'[— s

=Rl

1 ERIGH

UEk
LET

1=
=5 THER

FRIHT
] It
LET

28 AL

'r-'r-i_l ¥.3

{

1

AT d,%;

LHH
] TO 12¢€
FHED
=

=

AMD b

1
¥ #34

HHD a=

=i

=3

(5]

s, bE

5]

RUNS ON A SPECTRUM IN 48K

] |

0 5l

= 1

BRI
1

VHT

THEH

THEM

THEHM

. THEF

I

LRl
FAMHDIT

G

J

298 IF ATTE <s=,ts.=3% THEN &l
303: GO TD 330
GO SUEB Z28: GO TO 230

B PRINT
SUE S35
LET
] SR 535
318 IF
IME 7
315 IF =
z; IHK V;"O"
328 PRINT AT
HT= 5™ FAMDOMI Z2E
ETLIREM

AT z=,%s;
SUE 395
i — 1

LET

IHK 7,"B
RETURN

J=mmd+1

i

THEH

FRIMT
28

PRINT

AT ss.48

TO
THEM

THE
LSk

z=,ts,

329 LET t=@: LET d=t: RANDOMI
LUSKE 232905 PLOT INYERSE 160,

& DEAK INE &, ta-
8. RETUREM

PLOT INVERSE 160,16
3, Les=70KE,.C 19-s2 )¥8: G0
RETURM
FRIMNT AT

7R, (] F-gal
£cis]

I HEK

g 3
335

te;, INK 7

25,

HT @;"L": RETURM i
340 BRIGHMT @: FLOT 204,16: DRAES
INK B,Cts-259%8.¢ 19-25 %8 R
DOMIZE USR 32488: IF ARTTR (zs
=6 THEM GO TO 3268

345 IF ATTR (=%,ts ) mEE THEW
SUB 30@: GO TO 3e0
35@ IF ATTR (ss,.ts =3
SUB 303: GO TO 3&5
3T5 GO SUP 328: GO TO 36T

THEN GO

de b bl B

360 RANDOMIZE USR 327

ek, 16

FLOT

DRAKW  IMK 8;f
RETURM
1; 204

INWERSE 1
o ONEE 0
= PLOT
W IME &
SR

-
"4
=]

3 ERETURHN
379 BRIGHT &: PLOT
1: DRAW  [HE B;Cts
o RANMDOMIZE USk
288 IF ATTR (s

D

DOMIZE USSR 22555

¢

B el et

FLOT IHVERSE
DREAM  IHK 3,0tg
RETURN

TORE FOLYFPSk:

Cl8-zz
B REM *4%F
LET fim=
FOR g
EM LET
IHT AT
385 H
41% FC
i

i =

E

4363

£ g
F FETLIRM
i TO

LET

IF

e P

&0 =g i
=90 . RETU
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1

= . HDOMIZE USR 32580: PRUSE 48: RAH RETURM

’EEJE“J P: RETURN DOMIZE USR 3238@: IF h=7 THEN L 568 GO SUB 555: PRINT AT 18,8;
fEJvLD; INVERSE 1; INK 5;132 ET k=1 INK S;"GAME OVER LASERS DESTROYE
€l DRAM INK 8;Ct1-16)%8,C18-51 485 IF H=2% THEM LET y=1 D": GO TO Z&s5

*’hpﬂle AT s1,.tl; BRIGHT @; I 499 IF k=1 AND yw=1 THEN GO TO 65 PRIMT AT 28,0; INK 7;"POLYP

% 7, "B": RANDOMIZE USR 32555 =115 S SAFE =";AT 21,0;"POLYPS LOST =

;Efi £1<16 THEN LET ti=t1+1 495 LET m=@: LET mm=nm=-1: LET z | ";AT 20@,18;"MISSILES";AT 21,18;"

35 IF t1>16 THEM LET ti=ti-1 z=10"19: PRINT OYER ©;RT g,h;" CESTROYED =" |
440 LET‘;1151+1 IF s1>18 THEHN “;AT g+i,h;" *: RETURN S7P8 PRIMT AT 2B8,14; IMK 7;npc,A |
LET s1l=18 505 LET omo+l: IF o>7 THEM LET T 21,14;:7=-npc;AT 21,28;md

445 IF s1=18 AMD ti1=16 THEN LE o=l 575 PRINT AT 7.2;"Press ""F"" 4
Tb=B: LET np=np-1: LET npc=npc+ 510 IF eo)=358 THEM RETURM or another game"

I! RETURN 515 PRINT AT eCo),flol; IMNK 7;" =80 IF npc>® AND npci3 THEM LE |
450 LET b=1: PRINT AT si,t1; IM | B T pS="Mot very good are woul." |
rE;?FEhHT 1;"B" 520 LET flomfi{oi~1: IF f{oil 585 IF npcr2 AND npc<é THEN LE
'-Ih. FLOT INVERSE 1; IMK S:132. THEH LET ffoim31 T pE="%ouw need a little practice |
€l DRAW INK 8;<t1~16)%8,¢18-81 525 PRINT AT e<o)>,fCo); INK 6;" | v ] s ok

:ﬁ RETURH B": RETURN 598 IF nepc=6 THEHN LET p%="Mot

_E‘*JlLET b=1: PRINT AT ss.ts;: IM 535 IF =s=¢g AND ts=h THEM LET bad at all. "™
E7,"B": PRINT RT ss,ts; INK 6; m=@: RETURM 595 IF npc=7 THEM LET p$="BRIL
RIGHT 1, "E": GO SUB 415: LET sl 548 RETURH LIANT play. " !
=5 LET tl=ts 545 GO SUB $55: PRINT AT 1B,0; E80 IF npc=8 THEM LET pS="Y0OU

%5 FOR p=1 TO 7: IF eCp)=sl AN | INK 6; "GAME OVER PROJECTOR DESTR | RE MOPELESS try tiddluwinks"
#ftpo=tl THEM LET e(p)=3@: RET | OYED": GO TO S&% &85 PRINT AT 2.1;p%
. 550 GO SUB 555: PRINT AT 18.8; 610 IF INKEYS="p" OR INKEY$="P"
P47 NEXT p: RETURM INE 7, "GAME FINISHED": GO TO 3565 THEM GO TO &28

880 PRINT AT 9-1,h; INK 7;"0";A 555 OVER B: PRINT AT 18,0;z%;AT &1% GO TO 00
F9:hi INK 2; BRIGHT 1;"L";AT g+ 19,0,z8;RAT 20,0;z%;AT 21,8;=z%: 628 CLERR RUH =
Lhi"L" . RANDOMIZE USR 32%85: RA

n Polyps are one of the
s many natural
omena. Clouds of
e small creatures drift
in the outer atmospheres
o planets, enriching and
Increasing it.
‘But planets fortunate
gh to have these mi-
iile beings in orbit
ound them, now find the
mer;crm«m'}' elements
galaxy eager to get
ieir hands on them. .
Pirates and Polyps, it
ur job to protect the
s from a band of pi-

confrol o scanner

two laser bases on the

irtace of the planet and

list stop pirate vessels

om destroying and steal-
polyps

both your laser bases
[ the projector are hit,
I the game is lost. And
all the polyps are stolen
game is also over,
t you can collect the
ps yourself, by aiming
‘scanner at one and
licing it down to earth.
n order to collect a
p or destroy a pirate
radar scanners at
and left side of the
1;1;51 be lined up
appropriate
Key "Z" will fire

laser base Key "O" will
bring the PROJECTOR into

ion.

TOP SCANNER
KEY O = LEFT
KEY P = RIGHT

SIDE SCANNER
KEY Q = UP
KEY A = DOWN
When a pirate vessel
lands on a polyp it will be
captured. The pirate will
change to red and proceed
to the top of the screen.
You will lose the polyps if
the pirate reaches the top

Butu “stolen” polyp can
be saved by destroying
the pirate with laser fire.

Pirates come in four
different guises, so don't
be fooled by them. If the
pirate ships cannot find a

-polyp then they turn and

head back to earth bent on
destruction. If they man-
age to hit your scanners or
a laser base, it will be
destroyed.

If a laser base is des-
troyed then it is not us-

able. If the projector has
locked onto a polyp, then
the polyp will be drawn
into the projector auto-
matically, unless a pirate
ship intervenes.

Laser fire destroys pi-
rates but has no effect on
the polyps. The projector
has no effect on pirate ves-
sels.

It's a hard game to win
but the tactics will soon
become clear when you've
had a few turns at polyp-
collecting.

PPl
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Runs on a Dragon in 32K

’ ‘ {<]<] ©On the Dra ;
| gon, Pirates
3 Chdngasiu the use of keii:ﬂlyps has unde:goneﬂ,ie“r Cﬂnverted b'\f Ron Potk

It uses the arr
rath ow keys to move .
ThE: Eilf:oqf'& O.Pand B mthe: l::{::: s-gr e sighin,
identify Pie;e;gumtmn . on the scree
flashes i and to avoid confusi o
its beam. ion the projection

CLQ!PCLEQRHECLEhﬁﬁﬂﬂ,&H?ﬂUﬂ:GDSUEﬁUHﬂ:EDTDRUB
FERJ=1TU41IFPEEH(J+340)=ERH THENOMJ COSUBT 164940

NEXTJ:RETURH
TS=15+IGK(TSF1G)iPUT(TS—iD,Uif(TS+15|?),ﬁﬁ.PEET:RETURN
T5=T9_1Ux(Tﬁ{EQU)SPUT(TE—IH,D}ﬂ(T5+15,?),ﬁﬁ,?SET:RtTUHN
SE=PS_B#(SB{144?:FUT(G.SS~E)~(?,65+15},DD,F&ET:RtTUHN
BE=S$+B!ESS}BI1PUT(“.95“9}*(?,35*15)1DD,F5ETiRETUHN
GET(K,Y)—(K+?,Y+?},UU,G:RETURN

; ﬁNﬂFNﬁT(B)!X=X+1DiIFﬁH=?THENFUTtK,Y}~{X+?,T+?},RR,PEET:RE1UHN ELSEFUW(X,T}Wlxﬁ
?.Y+?},UU,F5ET:FETURN

1% COLOK tR{lINE(&ﬂ,lS?}F(5+TS+B+HS),FEETIRETURN

14 COLOR ﬁﬁ1LINF(185.15?}"{5+T§r35+35.Pﬁﬁf!ﬂETURN

= RESTORE

30 REhDﬁiiIFﬁ$=Nﬁ$ THENRETURNELEE&B

40 ﬁY=Rﬂ!M$="GHﬁE UUER“:GUTﬂélﬁlﬂ

{lCDNU“L"thLA}I'JF“

20 XﬂTitW=BiiGGTﬂlﬂﬂ

92 X=T1Y=D1GDTB1BH

94 XmF(D)1Y=EtU11GUT01ﬂD

9é X=H1Y=G:ﬂUTU1ﬁD

pg X=TH51Y=863

100 ON ASC(PS)—64 GETDIHS,1151123f1ﬂ5;1ﬂ5-105;1ﬂﬁ+1ﬂ5,139,1ﬂﬂ,1qu,1ﬂ5.150,15ﬁ,16
ﬂ,165.1?ﬂ.1?5*1ﬂﬁ+18ﬂ.1ﬂﬁ,185

105 RETURN

115 PUT(X,Y]F(K+?,Y+?J,EE,FSETI:RETURN

120 PUT(K.T)—(X+Z?,Y+15),EE,PSET:RETUHN

130 PUT(K,Y)—EX+?,Y+15),II;PSETzﬁETURN

135 PUT(X.T)—€X+?,Y+?).JJ,PSET:RETURN

140 PUT(X.T)P(K+9,Y+?),KH;FHET}RETURN

145 PUT(X,Y)~{X+9¢Y+?);LL.PSET#RETURN

150 PUT(X.T)*(X+9;Y+7)pHH,PSETlRETURN

155 PUT(X.Y)-(X+9,Y+7)pNN.PBET:RETURN

140 PUT{K,Y}—(X+?,Y+?),DU,FBET%RETURN

165 PUT(K,Y}—(X+9.Y+?).PF,PSET:RETURN

170 PUT(X.T}F(X+9,Y+?)PRG,FSETtRETURN

175 PUT(K.Y)—(K+9.Y+7}.&R,FSET:RETURN

180 PUT(X.Y}“EK+?,Y+?).TT.PSET:RETURN

185 PUT(K,Y)“(X+?,Y+7),UU,PBET:RETURN

190 "%X gTART GAME XX

200 PHUDEE,i:PELBE

201 Hﬂ=ﬂ1PS=ﬂlB=D:HP=7§D=D:PC=0tHﬂD!TY:thﬁﬂtTSﬁlu:T1=T525$ﬁ6251ﬁ55

205 CDLDRllLINE(EEE.l?é)—(B.i?i).PSET,BF!CULURQ:LINE(EﬁE,l?é}wlﬂ,1?6),PﬁET:E=—51
ﬁ=ﬂ1FDRH=ﬂT02551F=RND(B)+4$ﬁ=H+F1IFﬁ}2ﬁ5THEN215

210 LINE—(H,176+E),PSET:E=5!(EFG?:NE%TH

215 FDRﬁ=1TD7IE(h)=16%ﬁ%F(ﬁ?=lﬂl(RND(22>+E)!NEXTh

220 Q#DSFDRD=1TDT%P$=“E“:GDSUE941NEKTO%D=ﬁtP$ﬁ"H"1Y$ﬂ:lFﬂﬂiﬂﬂTGEQESTEPlﬂ:GDSUEIH
D:NEXTKiPSET(2ﬁ4,3,4}1PSET(254,4,41!FDRY=BT0152SYEP81X#01GDSUBlﬂD:NEﬁTT

235 GDSUEE%GDSUE&:X=6D:YﬁléﬁtP$="I"=ﬁD$U810ﬂ1X=18ﬂ%EDBUElﬂU:K=l£ﬂtT=1ﬁﬁ:P$#“F"1G
BEUEiﬂU:X=110:Y=160%P$=““":GﬂSUBiﬂﬂ:GﬂSUEbﬂ?DISCREENl,ﬂ

240 xﬁT51Y=BS:IFFNﬁT{ﬂJ=20THENNH=NH~1:HDﬁHD+1:EDSUB?QE:F*="R":DUEUB??

295 R=RNHE-T1HER)1&=1

290 IFHElTHENH=1DE(RNDE15)+?)!GDTUZﬁﬁ

251 IFTElTHENlﬂi(H=RND(16)}:GUTUEﬂS

253 H=RND (23)%10

255 Nﬁ=GiS=UIM#13G=152:I#RND(9)XE

260 GﬂﬁUBEtFCjPE+1tGDBUBTDE

2465 IFPCH4 AND BSiTHENGDSUEéEﬂlPC=ﬂ

270 IFFE?%THENPC=U

275 IFNFﬂﬂTHEﬂ?ﬁU

280 TFM=0THEN3ZS

285 IFS=5DTHEN365

290 IF5=1ﬂﬂTHEN345

295 IFI=G THENE=503P$="J"1GU5UE?6!P$="N“lGDBUB?b:Z=1ﬂ510:F$ﬁ"U":GUSUW?&:GQTHBED

300 G=E"B:1:H1Y=81@ET(K.T)—(X+9,T+?),UU;G;IFFNHTLU)ﬂiz AND G=851 AND H=T1 AND e=1
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"

THENPLﬂYHﬁi:GGSUEﬁSﬁ
05 X=HIY=G:IFFHAT(U)
2310 IFG=144THENP$=“H"
315 FUT(H,;G+8)
FSET
420 IFNPfETHEN?5U
325 IFNH=HTHEN245
21COSUB41 0

330 Gosuez
435 GOTH240
340 AN Yels s
H,GJ"(H+9,G+7}
345 G=G-B1TFE.
A50 IFHTUTHENBEH

355 ECH*IB:Y:E+9:GDS
340 PUTCH;E—R)"(H+9
345 D:EITmH!E:G+$
370 X!H%Y*G:QTEFNﬂFfﬂh
'=HIS=1HUIGDT0363

75 IFAT=
|| 380 IFHT=26THEN
285 IFAT=19
370 IFGFI&UTHE
5UE1001H=0:NH=
495 IFHFIDQNDH
Iﬂ?,G+7)9UU,G:
400 P$=“D":GQSUB?6:P$h
410 TF{PEEH(3403=?23) L]
415 IF(PEEH(3403=251} 2]
4?“1F(PEEH(343)%24?}
425 RETURN
ﬁH=B?GUSU81
IFﬁT=33THENGﬂSUB
IFRT*HOTHENGBEUE
'GUSUBSZB!GDTHEBD
PUT{TS;SSlﬂfT5+9
NM=NM~1 1 MD
IFS=0 oRr g
PUT(T5,58
TEEIDHT:PLﬂYH5$¥
CR=E:GQSUBJS
PUT(Tﬂ,SS)—ETW

ad

AR, FSET
SBTHENFUT

UE
y G-

L :
PUT(H,G) -

300

=MD+1:60S
=SO0THEN F
Y= {(TQ+o
CR=2

+72,85+
CHEH!ﬂDSUHlﬁ:FLﬁYﬁii
IFﬁT=33THENGDSUEE
; THFNGDSUBﬁ
GDSUEﬁEﬂ:GGTDSéS

PLHYM]$:EREE:GUTﬂ16

ER=21HBEUEI&:GUTUSHS
COLOR 1ILINE (1
Wd X=T$!Y=SS:IFFNﬁT(U
e 7=

EU”EU!EDLDR?:LINE(I

08 NM=NM-~1 1 MD=MD+ 1
;nFnRP=JTu?:IFE<PJ=50 T
BLSENEXTP { RETURN
J-FﬂRP=jTﬂ7:1FEfP;xG AN

25 COLOR 2:LINE:125,152
31 T1=T1+lﬂHle}1203—
85 IFS1=144 AND
B=1:P$m“T"1GUSUB9D
EULGR]:LINE(IR'
PSET!RETURN
xhﬁ=1:P$="R":EDSUH
'}-FDRPrlTD?:IFEﬂP
;,G=G~B:P$=“R":
EH=60THE NJ = 1
ﬁIFszeﬂTHENYY:l
BIFK=1 aAnD YY=1 THEN7&0
5 UINH;NH—1:2=?U“20:P$
thu+1:IFﬂ}7THENHm1
E{DJ=SDTHENRETUR
=R COSURYS
jU)thﬂ)hlﬂ:IFF{U
V="' 1 C0TO94

b
lox
Ti=120p

N

—(H+9,G+15];

PUT(H,6)~(Hes, g

'iH,R+BJ—(H+9,G

9THENS=IDU:FLﬁYH3$
GUSUE&HU:EU]
THEHGGSUB&SB:GUT
NX=Hty=-
thi:PLﬁYH?ﬁtP

5:PLAYH1$:X=T°

15547
UE735
UT(TS.SBJh(T
+ 55+

00:GOTDS60
05:G0TO545

25,152) - (S+Tg

) =g THENPLﬁYH4$:

THENE=HENP:NP~1
3,152}—(5+T1,51*BJ,
PBiFg=

=81 AND F(
GDSUE?&:G=G+H:P$

<107

‘B=018=100;
?- THENG=
tGOSUE

EOTO240

1ﬂﬂ£PLﬂYH1$:EGTDSﬁD
P4160TO320

UU,PBET:GETEH,E)

~{H+9,G+7)

+7) RR,PSET GO
Bs15:G0TO3Z0

"
5

1Gosy

?:X2H2?=G:EUSUH

BIFUT(

FUT(H,E) -
tIFAT=172 AND G=&1 AND H=T1 AND
{COTO340
0320

0745
"R" i GOSUE
UT(X, Yy~
<144 THEN H
(H+9,Gf7},DD
R”lGUSUE??:GﬂTUSEﬂ
ND K=g THEN480

ND E=0THENS 75

BiF$= 100¢Y=y+8ig
{X+9,Y+7J,UU
H+10%(2-gpN

» FSET{GOTD3

20

AND Yy={ THENS 4

:Y=881
325

AT=FNAT(0) : TF AT=%
{GOTO

S05I60TOS3g

)2 KR, FSET I C0SUB7 351 6070595
5+9,88
FSET:PL
15¢R

ZIaLlL,
{GOsSUE

7)yRR

s PSET I RETURN
IX=T§

1Y=

,SE+E),PEET:PLQYH1$

EDSUBSBS:GDTDééﬂ
e

b,lﬁZJ“(5+TS

HENE(P)=593F(P}=T5:PUTfTS;ES
D FiP)=H THE
—{5+TI,51+BI
(Ti<1

N E(F)=50:RE
+FSET}

FE="R"iGpSUE
20):81=51

~Bx(51<144)
:P5=PS+1:RETURN
FBET:Z=20*20:CDLBRE

GOSUE9g
P)=

LA GO5UES15:81 =

T1 THENE(P}ESB:RE
*”L”!GDSUE?&:G=G+

="R"IGOSUEY 4

THENF(DJ=245

AFSS=C AND TS8=H THENH=U:RETURNELSERETURN

UBH:PUT(H;EfE)—(H+?

+15§,UU,FSET:H=D:

H,GJ—(H+9,E+?).QD
(H+?,G+7J,GG,PSET

ET(X,Y)~(x+
' PSET;
D(3))ix=

SS!QT:FNQT(B):IFﬁT=9THEN560

.SS+B);PSET!RETURN

1~(T5+9,85+7)

TURNELSENEXTP:
FOIFLAYM3S

58iT1=T3
TURNELSEN
8i1GOSUEDS

}G=G+BIGUSUH96:G¢E—

;UU.G:PUTCH.BJ_(H+9,G+?),HM.

.G+15JpRH.PSET:PUT(

NF NPwltHH=NH—1:IFNF=DTHEN7

+FSETiGDTO32p
:GGSUB&IS:GDTDSZG

E=1 THEN FLﬁYHQSIGGSUB&SS:H

9,?+?),UU,G:P$=”L":GD
GOTO3z0

T—Iﬂ:Y=D:GﬂSUE??GET(H,B)-(

THENSZ2S

.BE,PSETIRETUR
RETURN

RLINE{IES,ISE}—{5+T1.SI+

EXTPIRETURN
:PLﬁYH5$:G=G—B:PLHYH4

B8IRETURN




Dragon continued e e e TP e : : i3

745 GDSUEQB:AY=35:H$="PRBJECTDREDESTRGTED"1305UE&1010:GBTD?65

750 GOSURA403IGOTO7465

7 &0 GDSUB4D%ﬁYmBS1H$="LﬁSEREEDESTRﬂYED”:GUSUBélﬂiﬂ

765 PLHYHEitHY=6D:H$=”PDLTPS SﬁFE“+STR$(PSJ+“E”+“HISSILESEDESTRDTED"+STR$tHDl1GD

SUB&1010

770 AY=100:M$="PRESS F FORBANOTHER CAME" ' GOSUES1010 B

780 IFPS=0THENMS$="KEEF UPRTHE FRACTICE"ELSEIFFS<3 THENM$="BETTER LUCKENEXT TIME"

ELSEIFFS<é& THENMS$="YOU NEEDRMORE PRﬁETIEE”ELSEIFP5=éTHENﬁ$="UEHY GOODYELSENM$="ER j

TLLTANT FLAY" E

790 AY=130:GOSUES61010

200 FDRI=1TDRGUGH:IFINKEYS{h“P“THENNEthHUEIELﬁEﬁU=ﬂ

810 PHDDEB,S:SCREENi,D:GDTDZDB

700 GOTD&1100

4999 ‘GETS

5000 POHESAS495,0

5001 CLS!PRINTRZ&0, "FLEASE WAIT soeas”

5002 AR$=" "+CHR$<B}+CHR$(9:+CHR$(10)+CHR$¢94}

5005 DIHﬁﬁ(&).EB(Z),CC(12),DD(6),II(4).HH(EJ.LL(E).MH(E).NN(E].BD(E),PP(E},DUtEJ
,RR(E).TTiE).UU(Z),E{?E,F{?B,UU(E)

5006 ‘F=4=FOLYF, 19=5=pR0OJ, 2&6=4=LASER, 20=3=MISS/TY, 33=2=WITH FOLY § 12=7=CAUGHT
POLYF

5007 DEF FNﬁT(B)#H!PPDINT(X+2,T+2)+FPUIHT(K+4,Y+ZJ

5010 PHDDEB,I:PGLSZ:GUSUBbﬂDﬂ:FﬂDDEB.l

S01% Nﬁ$="ﬁﬁ”1GDSUEEG%GDSUBEIHD:GET(D,u)—cﬁﬁ,?),hﬁ.G

S0Z0 GDEUBﬁlDﬂ?GETEE,ﬂ:-(?.?J,BB.G

5030 GGSUESIUD:GETEU.ﬂ)—(E?,!S),EC,G

5040 BDSUEEiﬂD:GET(G.D)“(Q,EBE,DD,G

S045 GDSUEEIBUtGET(n,D)P(Q,ISJ,II,G

5055 GDSUﬁﬁlﬂn:GET(B,U}—E?,?}.HH,G

50460 GDSUBSlGB:GET{ﬂ,a)—£91?),LL,G

5065 GUSUHSiﬂU:GET:D,ﬂJ*(?,?).HH.G

S070 GDSUBEiDﬂ:GET(U.B)w(?.?),NNfG

S07% GUSUESiDﬂ:GET{ﬂ,ﬂ}r(?.?),DU,G

5080 EDSUEﬁiﬂﬂ:GET{u,U)—{?;?),PP,G

5085 GﬂSUBﬁlﬂﬂiGET(ﬂ,U)~(9,?}.GD.E

S086 GDSUEElDﬂtGET(ﬂ.D)—(?,?}.TT,G:PELSZ:GET(H,H)—{9.?),RR,G

5087 H1$=“91anﬁﬂﬂﬁﬁG"!hzsc“u1ﬂL25ﬂDBﬁEEHBCABEﬁBE":HB*="UBBL15001FQ“:H%$=
001FD3AB"

=068 M5$=“U31L255T25503ﬁ":H6$=“L2uu;01U31BUEE&UR&GUZUFU160U1UC£U50":ﬁ?i="L2UUDiU
31BU3UFUZ?DvZEGUE?EUZECU23FUElCUl?GUl?BUlE:LZID02D£U13C£U11F£U?DU?HUEBU3EU18"
50794 RETURN

5100 PCLSZIREADIIJ=01K=0

51005 READF t IFF=0THENRETURN

5110 POKERHADO+K+J%32,F

5115 Ksk+1iIFK=I THENJ=J+11K=0

5114 GOTOS105

5120 FHMENRRMN

5125 DATA AA

=420 DATA4,85,85,85,80, 8%5,127,85,85, 85,93,85,83, 117 ,93,89,213, 117,93,85,213,
85,93,85,85, 85,930

%134 ‘BEE - FOLYF

5135 DATA 2.86,85,?3,85.64,85,124,85.124,85,64.Bﬁ,?ﬁ,ﬂ

=139 ‘CDE - PROJECTOR

5140 DATA4, ﬂﬁs173,16?,85,3?,105.150,14?. B?,lﬂﬁ.lzl.iﬁ?.i?ﬂ,1?0.17ﬂ.1&?. 106,17
G.i?ﬂ,i&?,?ﬂ,l?ﬂ.170.101, 36.19,85.149,35,1&?,106.85, 85,1?0,16?,85,86,1?0,17&.8
Sy 86.89,150,85,@?,1“1,101,14?, ﬂ?,lui,101f14?,101,155,105,1ﬂ1, 101,8%,85,101,16
9,85,85,149.0

5144 ‘DDD SIDE SCANNER

5145 DATA 2,95.85,95,85,85.85. 93,85,93,85, 35,85.85,85.85,85.85,8ﬁ. 117,895,117,
85.12?,85,12?.85,11?,95.11?185, 85.85,85,35,85,95,85.ES,?S,BS,?E.U

5149 ‘ITT - LASER

5150 DATA ?,1&2,85,1u2,8ﬁ.166.149.17&,14?,1?0,14?,1?0,14?, 153,149 ,106,85,8%9,85,
89,85%,89,85; 106,+85,102,85, 149,14%,149,14%,0

5159 ‘KKK

51460 DﬁTﬁE.BE,BS.95,85.85,35.93,85,?3,D

=144 ‘LLL-EXFLODE

51465 DATA 2;213,213,11?,85.BS,BS.?B,ZIS, 221,35.95,35,119.&5,213,213.0

51469 ‘MMM-MISSILE

5170 DATAZ,93,95,85,35.93,85.?3,85,119.0

5174 ‘NNN -TYFG

5175 DﬁTﬁE.BS,Bﬁ.ES,Bﬁ,REl.213,221,213,255,213,255,213,221,213.213,ﬂ

5179 000 - FIRATE

"Y15L15

£l e = 1 F

St Sraay faiie kil
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5180 DATAR, 85,85, 213,218,801, 213,255, 713,255,713, 221,215,821, 218, 218,215,0
H184 ‘FPP - TOP OF PROJ __

5185 DATAZ,B85,85,085,8%,89,85,89, 8%, 89, 85,104,85,104,85,107, 10

S189 QG - WITH FOLYP

5190 DATA 2,221 ,213312738%5, 112,85, 127 4
5194 CAUGHT POLYR

S # Xl ) o IO = 1l v Lo PR CRED M pEEY L= s (
G185 DATA 2,805,85,93,85,77,85,1249,8%,129,85,484,85,93,0

T g A s gl gl Cpgey o
39 L7 2 WD 6%, 85,93, 0

HRo g

A0 7B ¢

AO0ES AY=10 8 HE DMFUTER ANDRUIDED GCAMES":GCOSUES1010

S0LO AY=407ME="FRESE

S0E0 AY=45IM$="FTR S0 EANDE BPOLYPS"IGCOSUES1010

030 AaY=12% MORRIS"IGOSUEALDLD

HDA0 @AY= L AR MY CONVERTED EYERON POTHEIN"GOSUES1010

043 COLORALLTINE( Fr-{Z%4,140) ,PSET B |

H045 PHODEDS, S1PC ORI=1TO4:FCOFYTI TO T+4 INEXTISCREENL 0 :RETURN

A0 TFAL THENﬁUrU:HE1UPNELHECLG!PRINT@EEH,“ FRESS I FOR INSTRUCTIONS - AN

T OTHER KEY TO PFLay"

LB ﬁ$=INKEY$81FG$W””THEN&U?HELBEIFﬁ${}"I"THENHETUHN

A0 CLEIME="FIRATES AND POLYRES"IGOSUBS00 i Me="RY FAT NORRIS"IGUSUEBSZ00 iME="INST

RUCTIONS" (GOSUB&O0D

A110 FRINTYOBJECTIVE" IPRINT" %70 STOP FPIRATE VESSELS FROM"™

A120 FRINT" DESTROYING YODUR BEASE AND"SFRINT" STEALING THE SUN POLYFS. IF"IFRINT"
BOTH YOUR LASER BaASES ARE“IPRINT" HIT THEN THE GAME IS5 LOST."™

ALED PRINT"  ®WHEN &L THE SUN FOLYFS ARE"PRINT" COLLECTED OR STOLEN THE GAME
FINLSHES ¢ "

140 FRINT"  ®SCORES ARE SHOWN AT THE END" (FRINT" OF THE GAME,"

150 GOSUESY10

6160 PRINTY  %IN ORDER TO COLLECT & FOLYFS" IFRINT" OR DESTROY A FIRATE THE":!PRIN

ILLUSTRATION: PETER HARRIS.

™ RADAR SCANNERS AT THE TOF AND"3FRINT" LEFT SIDE OF THE SCREEN MUST":FRINT" BE

LINED UF OM THE TARGETS,"

G170 FRINT"  *TOF SCAMNER — USE LEFT/RIGHT ARROWS" IFRINT"  =S5IDE SCANNER - USE

UF/0WN ARROWS"

LTS FRINT"  ®LEFT LASER - UBE Z"," *RIGHT LASER - USE M"{PRINT" xPROJECTOR
- USE g

G180 GOSURARLO

G180 FRINT"  ®WHEN & PIRATE LANDS ON A" iPRINT FOLYFS, IT IS CAFTURED AND":FRINT
" THE PIRATE PROCEEDS TO THE"!FRINT" TOF OF THE SCREEN. YOU MWILL"IFRINT" LOSE TH
E FOLYFS IF IT REACHES"IPRINT" THE TOF,"

6200 FRINT" *THE POLYFS MAY EBE SAVED EY"IFRINTY DESTROYING THE FIRATE WITH":PRI
NT' LASER FIRE."

G200 GOSUE&D1LD

Gl PRINT" %A LASER I5 NOT USEABLE WHEN HIT"IFRINT" *WHEN THE FROJECTOR IS"
FRINT' LOCKED ONTO & POLYPS, THE"IPRINT" FOLYFS WILL BE DRAWN INTO":{PRINT" THE

PROJECTOR " IFRINTY  %LASER FIRE HAS NO EFFECT DN FOLYPS."

6230 FRINT"  ®THE PROJECTOR HAS NO EFFECT ON FIRATES,"

G230 PRINTSINPUTY"FRESS ENTER TO START" ;A%

300 RETURN

GRO0 L=l ENCME) SPRINTTABC16-L/2) Me I RETURN

6910 PRINT (INFUT"PRESS LENTER>" JA$ICLEIFRINT I RETURN

00D MlL=8&HZO000

GO200 CHE="012345478ABCDEFGHTJELMNP RSTUVWXY®"

&0E10 D$W“EEEEEHEGEEHEEDEEBMEHEGGEGHEGHHGUEGDHHEEHENHGEHGHHHEﬁHﬁDEEBEHDGHUUEDUH“
al 220 95*”HNNNNNHDIDDDDHHNHHHMHHCDCENHGEHUHCEHHUEBNLNHHUNNHHBBEDGHKNNKNNHHNNLEBU
MHHNNNUNNUNNUHNHHHNHUNNNNNUNHHUHHHHHHUHHHHHHFNNHNNNHNNNHDDDDDKFCCCEDINGGSGUNHHH

MHHNURHNNNNTTHPPNUNNUMHHﬁﬁhﬁﬁﬁﬁUNNUGUNKNHKENHHDDDDDDNNNNNNHNNNHHDDNNNRRUHNNHDHN
NNMNEDDD "

0230 DATA ML

60240 DATA 33761F34B4A147814327 05EDEE302003EDEIED1IF0110AED2ECALED40ECALEDA2ECALE
DAECALED4SESBACO083404A647C6203DC306001F01E6463AAF484FAEAOE SA4C1AF27 11ES80012A2
043121 2050E1A427034C20EF3121342006073D1 0AE44

8250 DATA F1AECE073404A6A08041C6033DAEAZ308E342010AE48ECE1834040484848483404ABE
(E4B4CHA058585858CE0SEDA41F 2003002 0EDAR3S2035045A2607 352 0ECA68E02ED463504541 0 26F
F7Faz4a39

60260 TF (PEEK(ML)=%51) AND (PEEK(ML+1)=118) THENSUZBOELSENA$="ML" : COSUB20

80270 C=01FORT=1T02 IREADA%IFORJ=1TOLENCA%)/21FOKEHLAC, VAL ("&H"+MIDS (", "+A$ , 2XJ, 2
) 1E=0+1 INEXT, T

60280 ADE=""{U=UYARF TR (CH$) :GOSUBA0290 i U=VARFTR (D$) : COSUES0290 : U=VARFTR(S$)

0290 AD$=ADS+CHRS (PEEK (U+2) ) +CHRS (FEEK (U+3) ) $RETURN

L0997 ‘FRINT ALPHA GRAPHICS

61010 T=INSTRM$,"@") I IFT<>0THENX$=MIDS (M$,I+1) M$=LEFTS(M$,T—1):COSUBSL040:ME=X
$LAY=AYHC10-4%(J=1)) 160T06101 0ELGES1 040

61035 HGH=ADS+CHRS (AX) +CHRS CAY ) +M$ tDEFUSK 0 =ML } US=USKD (VARFTR (MS$ ) ) $ RETURN DDDDD
61040 AX=INT C16-LEN(HE) ) 1G0TO61 035

57




Runs on an Atari 400/800. Converted by Simon Goo

4 q The PRINT statements in the line below include
special control characters, which do not come in the
printer listing.

GAME AND":7 #"é-rf.I_T
#5;"MAKE A FEW NOTESS

e B IR e

S eRiuieaid sl

I
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g L= = e
FacC« Ea t.C CiEss S5 1.8 1.k i
] 1 3 " ™ i -
= . i
e = = | o P | i B = ;
o et = Ty = L =5 Ly REd |
= E S e e R = ML ) P TS i
#id pProcesedn
¥ & o . 1 1 (= L=l 1= =T s ¥
=L ¥ L] 1 + i=r F

g, COLS:
4: POKE 179

»
T

" A HE ':'_-c_-__l = M Ew

¥ 2 =0%:BONLI

HIREAD A

POKE PPB+.

== e el
U JHasKEHD A: POKE

oA POKE 764 ,255:
HE Y -4 .Y
= HMD 5414
E+HE4: POKE
{ 41| IF S
B=1 THEN 3488
S=108: 60TD 4166
99: 50TO 1959

5<71 > THE!

v IHustration: Peter Harris
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Atari continued

TEF 2aod3aN:M=N: NM=NM—-1:FoR =g O
2R 9:S0UND N,J,8.15-/10: ear] 10
0SITION W,B: 2 ﬂ*u:EETuﬁwl_ l718: NEXT  Jz F
BRI, Y43 )=581 G=G1: IF ey THEM 1=
N NP=HP—1: NM=NM=1 s POKE S3040 L NP=N T
LN e N-1:POKE S3249,N: IF T
4?£g IF =M THEN 135g

S1me poctIT—4s RECINMved =38 6aTo 135
cood POSITION H,5:7 CIHECMY -4, My—1 =5
;gégmé{mz+;ﬁzﬂ3$:595ug HEBB:EDTﬂqTBéﬁ 2
HB8 BL=EC+1: [F prs C=N: ONLS
N THEH BDHUSzBﬁmSE~? THEN BEh: IF Boms>
SHEE POSIT

P RN ho Be23t7 SC;iPOSITION 17,23:

| = oR éiiéT%ﬁE;”§;§§5;T=la OR ST=3 OR ST-
| s T e e
ZfﬁTEEE?_THEH ?523?:Tx=rg:; Rk Tty
L Foot I pIHEN TS=TS-1: Te=Tx—4: IF T
ﬂpanQEr,* ﬂ$I¥EET3£:SS+1;Ty=TV+4:IF 55
22 RET

ETORH 3% AND B=N THEN Gosug
* STRIGCNI=N BND K3N THEN GOSUR 14

E;FD;FHEHEMI
EC (=55 THEN RETURN
-.'IT;JJH FCOi,Ecmaes u

21 THEN Fe FRCO=Fco>-

TION Foda,ExQyes n

I " RETUR
CSITION T1,51:7 » b

“iIF T1<19 THEN

—

19 THEM T1=T1-4
HEIF ?1;18 THEN S1=13
o AND T1=19 THEN B=i: NPt
fﬁgh§153£5@.H:PﬂKE 555%!?;?§Uﬁ
1 S0=5C+548: RETURN o
: S:EUEITIDH T1,5127 "I RETURH
e ES=100: SOUND 1,N.H.H:pare o,
ha__$5$513N=BDTG a5ép 1 POKE 53250,
20 SHSITION H,5:7 « " 1A% )
eI e Bosue Setot oo AL S
8 FOR_J=235 70 M STEP -p=-n :
STNEXT JTPOKE ?BS_SEf%uﬁspg?U¥E Prie!
2 D FCPO=H THEN E¢ P =5g: pig
o MEST P2 SOUND N.N,N,N:RETURN

POKE 5354S,H=ﬂ$(ﬁ?—4,ﬂ?-1}=5$=PDSIT

1l

i
L o Wy

e e N

-
-

T i ==

oo
1 T

Runs on a Vic-20 in 3.5K.

Type in the first part of the program and save it be_-fore
running. Make sure you do not alter anything, especially
the "load” part of the program.

Save the second part of the program after the first and
, ‘ save it as "&POLYPS” in caps without a space.
When using the program, load and run the first part
| and leave the Play button on the cassette recorder down.
I_A lot of gibberish will appear on the screen which is

I0N H,G:7 " "1 IF H=1@ THEN K=k-1 '
IF H=23 THEN K=Kk-2
EONUS=BONUS-1@a: IF BONUS<H THEN Ej

i
-
A

[T
Lu]

o= e

0 0f

4
L2 FOR =25 TO 228 STEP 2:SOUND N,J,

L . rUHD &JLHEJE;J].S:PM 542??:&“5"\”“
AT POKE S4277.N

A
ol o

S ﬁ-lf.J'HJl =M G

=15
I3(
i | &

1L = i s

-
100

16

MENM=NI-1:POSITION M,G:7 * "2 PR
G+1:7 " M iRETURN

SUUND M, 29,6, 15: S5=PEEK( SCRN+TS
IF SG=64 THEN SOUND 1.208,6,12:
Z38: RETURN

FOR J=1 TO S:NEXT J:SOUND NaN-N,

= Ka) 0 -
t‘fl :-___,:il:-r] I:—-""'-IT'I.'I
= 2

i (VR

.,_
Y
—

.

A

"

e
.
=i
- iT
LA

1k

IR

Y FPOKE S325@8,121:POKE 33251 ,129:8=
2SiTI=TS:FOR P=1 TO 7:1F ECF 3=5] A
\F =Tl THEN E(P »=5@:pP=8
4218 NEXT F:SOUND MNeM.N.N: RETURN

w8 FOR J=-14 TO 14 STEP 4:S0UND N,
wle 18, 152 NEXT 3 SG=PEEKC SCRNA+TS+554
e 1 e

3

e
A

Ih
— T [T
T o i

[N

(RN

| C

=% [

A

| ==
= 1T

[
=

8 SOUND MsM,MN.N:IF TS5<>H OR S5 7
4 RETURH
Lii98 POKE 7o4,N:A=121:FOR J=1 TO 2&:
E 83RO N Y255 SOUND MN:A:&8,15: IF f=
THEM A=z43:60TD 11110
11182 R=iz}
11118 NEXT J:POKE 33249,N2SOUND NLNLNN
MI=HMT-1 2 M=Nz MO=M0+1 = POKE 704 ,COLS: SC=5
L2 IF RFCAY.MY+3 >=M13% THEN 11268
11120 A+ MY, MY+3 =S$: POKE SCRMN4TS+55
S5 RETURN
ilogm FOR P=1 TO 7:IF ECP =50 THEN E(p
SSIFCPO=TS:FOSITION TS,SS:7 # "aip=g
L1218 NE=T P:niﬁﬂv.ﬂv+3h=S$=RETURH
L=SCHEONUS: GOSUE 20306: 7 #6;
1E NISHED":50T0 36498
Saldn GUSUE 30200: 7 #6;"GAME OUER - "
1 lasers destroued®:3OTO 38406
W GOSUE 303Z00: 7 #6; “GAME OUER — "1
"RErogec topr destroued®: GOTD 38408
FOR =N TO Z:SOUND JeNsN, N2 POKE §
o+ ALHIMERT Ui GRAPHICS 15: RESTORE 159
- POKE 16.64:POKE S3774,64:FOR =N
} J+3:READ A:POKE J,A:NEXT J:RETURN
18 T #E:T #E;" SCOre ";SC:7 #6
2od T #E;UPirates blasted Y;MD:? gg
RETLIRH
Sedl GOSUE 39319:7 #5;¢ FREESS ST
YiT #EGY TO PLAY AGAIN":POKE 764,
TO 18:NEXT J:IF PEEK{S32%

m

-

i Iu&! £ II'::r

=

5T
]
Bl
=L

E =S |
N
1
&

el we [1) W

IS0 T T
1=
(]

] Poe) e

& £

el 0 0
()

1
THEH 36416

IES2E RUM

Converted by Paul Ja

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

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

Do not clear the screen or change the display or th
game will crash. The game runs on a standard Vicd
with a joystick.
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| 1o POKESE, 28 POKES2, 28 CLR .
10 LRINT™ SUN POLYPS FLOAT  ACROSS THE SCREEN. A BLUE PIRATE SHEF 18"

{2 PRINT"TRYING TO STEAL THEM. YOU HAVE 2 LASER BASES& A PROJECTOR.IF BOTH"
13 PRINT"BASES OR THE PROJECTORARE HIT,THE GAME ENDS. PLACE YOUR LASER SIGHT
§ | 14 PRINT"OVER THE PIRATE & FIRECUSING JOYSTICK)>.ALSO DO THE GAME - TO COLLECT"
HiSTl 13 PRINT"POLYPS. SCORING 1S UNUSUAL & YOUR OWN TACTICS FOR"
4 | {6 PRINT"HIGH SCORES MUST BE USED. MMMPRESS ANY KEY":GOSUBZS
K= | 17 GETAS: IFA$=""THEN17
{8 PRINT"MSCORES WORK LIKE THIS-" PRINT:PRINT"BLUE PIRATE HIT-":PRINT
post B | 15 PRINT"NUMBER OF LRSER BRSES #NUMBER OF POLYPS. " :PRINT
| ¥ | 20 PRINT"RED PIRATE HIT-":PRINT:PRINT"DOUBLE RBOVE SCORE" ! PRINT
ggﬁ || 54 PRINT"POLYP RESCUED-":PRINT:PRINT"NUMBER OF PIRATES HIT ¥NUMBER OF POLYPS®
1 | 22 PRINT"MDPRESS ANY KEY TO BEGIN : GOSUB25
| 23 GETA$: IFA$=""THEN23
| 24 PRINT"TPLERSE WRIT":GOTO37
B=1: § |25 FORI=1T010:GETRS : NEXT : RETURN
AN 37 FORI=0T0463:POKE?168+1,PEEK(32768+1) NEXT
38 FORI=GTO111:READPD:POKEP432+1,PD: NEXT
9 POKE36879, 13 POKE36878, 7416
;‘g‘} 40 DHTHS;61.245.212491,132;9?;24;255,85;9,136;43;195;2@;85;192.124,159423,69,194

E 3 ?3;36
' %@ DATAS,1.8.3,13.32, 16,84,20, 150,235,179, 105,20,0,0,144,64,0,192, 112.28.4,21,12

tPOK ,63,247
=12% €8 BF'.TFI255,19,136,46,3&4&,46,1?&; 170,190,150, 130, 130,231,129, 129,0,9,129,129,2

3
| 70 DATR@.0.0.08,12,59,213, 148,0,0,0,0,249, 14@,27,97.9,0.0,08,0,12.51 ,222,48,252, 18

| 4,168
| 8@ DFITFliS;16;223;84:23;52:63:23;142;3?;164;9
‘| 99 PRINT"D":FORI=1TO21" READMS : POKE36873, INTCI/3)472: PRINT"H

| W Ms
(P )= 109 FORDE=1T030@:NEXTDE, I
: mg FORDE=1T03000 : NEXTDE

11 DATR"®E WP ¥ N | rw
lﬂDHTH"!I!ﬂ!Ii!H!!!H! .y e
i 130 DATR"®= Wrd | Wad sgEg EyWe’
3 | (40 DRTR"®= ® @| 8 gE s EA" WW
£5 150 DATR" %= B 4IEGE EgRgEgE VN
160 DATR"&= 8 diEgEgEgel Fa@
188 DATAR" ar v - i
| 190 DRTA" MEHl |Bgm ¢
EBQDHTHH: o . i wA . u
210 DATR" MmMEy (Bgm 3
220 DATR" AmMEg| |28 i
232 DATR" fmE g W »
2% DATA" oM W NB 38 3| ve'"
EGBDHTH"ﬂl!ﬂl!ﬁi!ﬁ!ﬂl!ﬂi!‘ﬂ!"
' | 276 DATR" &4 was gy w] FyEe
|2 DATA" w4 @ 4B I /¥ AN a8 e’
| 250 DATR" ®4® Am 4 |® AN 42 avg "
| 300 DATA" $1 @ 3 &y mgs WYWw'"

320 DATR"®WBY PAUL JAY.ADRPTED"

239 DATA"IMFROM THE SPECTRUM GAME"

240 DATR"WBY P.M.NORRIS."

400 PRINT""

419 FORI=7966T08175:READD: POKEL. 0" NEXT

420 DRTA169.15,141,14.144, 12El.169:82;141:2343.159;3..141»21;3:83;96;1@;15.16.«54.«1

£0,0
421 DATA162,222,173,78,3.201,10, 176,9,238,78,3,238, 10, 144,76, 116,3, 140,10, 144,23

| 6.78.3

DD




VIC-20 part 2

[ 422 DATRZ
46J 3 H:‘.QEJ 6} 1499 ?E.l 3-

IJEJIBJ 144! ;BJ;B 3!281!25!
1 &

11-‘1 1-136 4 2 ian:SJaJ

44 .ll's 3! BBJEJ

4|_:4 Di”]lz"eJ 1-—)144!; : 4 4 &

.I 6.-1 6 3)1 a

42.,_‘ D 4
I]'IG':JI:SJ —8) 233.! 81 3.!

-..E Dli ”2 4 - E 4 4

4: 1 IE;.' - JI 1 131

427 DATAL91, 24
4assnﬂmes, ézw
1

4

1?6)9)238;?913#23&;111144J
v 142:11;144;1?3;8@;3;
;144p236;88;3;298;61149

76,1
291;16,1?6;9;233:

- 0.3, 14
3 BI»S:EBI;EEJEBSJ?JISQ 176 ’ 2412}144}1?3,81

141;13a144;248;25,291a4

4 4 F 3 1 4

4, 169,09, 14
Saa P 6,91&9;8,3, Ifgélgl.ﬁlq':aza 3

RINT" i ’ 1143, R
=0 Perwruﬁhﬁﬁﬁm§;§*<34>"&Puvas»cHEs to?
gza POKE198, 2: poK N (34)
38 NEW (E€32,

1,14, 144, 120,

149,81,3, 1
9.0,0,0.0.0, -

169,234, 14
’16 . 4 IJEI.’S
4 149;16&!144)129)142:13? 13

191PDKE533,13?P0KE634J13
RERDY,

VIC-20 continued

@ IFPEEKK193}{}66THEHFDRI=1T0191=PﬂKE327+1,PEEK(?955+I):HEET
5 POKE193.66

& DIMP(7),L(T

20 CLR15V5828=D=8981E=B4?:SH=EGB‘BU*IB‘EUSUB?BQG

100 PDKESES??:13=PEKESGB?Bpt16#?)UR(PEEK(SEB?S)HHDiS)1P0KE36969:255130=B

i@ P=3915H=43158=41fGU=45:R=1B:BL=14!PU=12=BC=EL:C=36?26:BD*1‘C?Fll:KIIB:LU-Bli
9:pPC=@

120 GC=2:BP=B?CP=ETG=?TRESTDRE5FDRI=1TG?1REHDP(I);L(I)=NEﬁT=PRINT“ﬂ"

130 D1=331DE=34:33#35=NH=3=L=@:M=@=B=B

148 G=?6931K1=3?1391K2=B?154:K=13=?=19=T=32:D=1=U=3713?1V=3?152

150 BHTH??23;??91;??54,??45:?8@3;??89:?841»?833:7935;?B??;?BS?;?BZI;7949:?943
160 FURI=8142T081635H=INT(RND(1)#3)+421FUKEI;H=PUKEI+CJR=HEKT

162 PDKEB!Ei:B:PDKE8121+E:1!PGKE314B;91PDKE314B+C;1

163 PGKE8143,GU1PUKE8143+C.Q:FGKEBIGEJGU=PDKEBlGE*C;?

{7e H=331F0RI=8129T08131iPDKEI)H=PDKEI+C;EV1H=H+11NEﬁT

1@ ﬂ=36!FGEI=8151T68153!PDKEI;HiPUKEI+C9C¥TH=H+11HEKT

1808 1FR=0ANDDP=0THEN1028

1918 GOSUB2000

i@z2e IFDP=0THENGOSUB3600

1840 M=BiH=IHT(RHB(1)#3?+D¢GNHGDTDIBE@:15?831986

1058 K=K-0: IFKC{OTHENK=0

166 GOTO18208

1878 K=K+0: IFK>20THENK=20

1020 H=IHT{RHDQI)*2)+ﬂfDHHGDTUIEQB,1113

1820 { =L +BD: IFL>28THENL=20: BD=-0

1169 1FL€BTHEHL=@TBB=DTIFBE=RTHEHGDSUB]19@

1118 T=22%L+K  WH=PEEK (G+B)

112a FMH:D1GRNH=DEDEHH=D3THEHFGKEG+N,TfPDKEG+EJSH3PDKEG+B+E,BETGDSUE?B@BiGDTDBG
ae

1130 IFWH=9THENGC=GC-0

114@ IFNH=PHHDEC=BLHHDDP=ETHEHBC=R1ED=—O=BU=1B!SH=2221D=94$1E=E49iGUSUB?ﬂﬁﬁiﬁGSU
Biivo

1150 PDKE$+H+T:EDKEG+H+CJU-PGKEG+EJSH:PDKEE+C+B;BC

1168 GOSI.E4090 : GOT01990

1178 FDRI=UTDQTEFFﬁIl=G+ETHEHPC=1ZFDKEPEI}JTiRETURH

1188 NEXT
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1158 PfPC3=P(Q)iL{PCﬁ=L(E}'Q=D—U?IFQ=BTHEHSBEB

1288 BC=BL!PC=BiEETUEH

2800 H=IHT(HHBCI}*Q?+D=IFH=EPFNDG{}1THEHE@BB

2812 IFH=PETHEHEBBB

2815 IFQ=1HHBEC=RTHEHEETUEH

2620 PQKEPiﬂh,T!P(H?zP{HD-DfIFP(H)=LEH}THEHP{H)=P6H3+EE
2830 PDKEP{H}fP:PDHEP(Hj+CJPUIEETUEN

2860 PDHEJ;T=J=J+E2?IFJ}LUTHEHDP=@JSE=ED+PH$@fGDSUBEk@BfGDSUBS@4BfPETURH
36824 D=94B’E=84915H=EB@fﬂU*S@fGDSUB7BBB'PDHEJ;PiPOHEJ+CJCV

2030 RETURH

2640 PCCP?=P€QP5LﬁCPh=L€Q}?Q=Q-DfIFE=BTHEH8@EE

3856 CP=2:RETURN

4008 PDKEHIJﬂiPDHEKEJI
4820 SE=ﬁfSHHDlEJ=_}?F
128

4030 =7

4840 IFSETHEHH=H-DJIFH{BTHEHH=G

44358 IFS?THEHH=H+01IFH}EITHEHHEEI

4064 IFSQTHEH?=?—DfIF?{ITHEH?=U

46870 IFSITHEHV=?+DIIF¥}19THEH¥HIS

4454 Z=22%Y 4w

4685 IFF=—DTHEHGUSUBSBBE

4650 FDHEG*H;T'PDHEG+2J551PUKEE+C+EJGiRETURH

5866 FDEI=DTDDiIFP(I}=G+ZTHEHIFDF=BTHEHJ=F{IﬁJDP=03CP=I=EETUPH

S81ie HEHT?IFG+Z€?G+BERGC{=@THEHEETUPH

5620 B=8583E=84E'DU=4B?9H=2@EiGDEUB?EGEJB=BBETE=84?fGDSUB?BB@ZD=9181E=84E?GDEUF?
551z

o830 IFBC=ELTHEHSC=SC+GE*QfPH=PH+I?GDTDSHEB

S840 EC=SC+GC*&$QJPH=PH+23P£=Q

]l GDSUBS@B@iBC=ELTBH=05L=E'K=IB?E=Q'EETUPH

A860 PE]_’HT"E LILJL LILILILIL LS JLILILILILIC I KSCORE
reae PGKED;DUfPOKEBES;SHiFGKEEJSHfRETURH
8508 PF!IHT"m-r‘DUE? SCORE WAsS";:gp

8008 IFSC}HITHEHHI=SC

epar PRINT" STHE HIGHEST 18 "iHI

8808 PRIHT"LMDULD YOU LIKE AMOTHER GAME™"
8814 FDEI=1TDIB’GETG$1HEHT

8829 GETGSiIFG$=”"THEH8@26

8030 IFG$=“?“THEH1@9

8840 END

3800 HH=36864?U?=365553FOETT=1TG55:GDSUB?BQQTHM=IHT(RHDﬁ1}¥2+19)fUN=INT(RHDfI}tE
+323

2??EESTURE18=PEEK€UE?SB=C{$HND4)

=a’:51 CCSANDS)Y=R)
f{SHHDEE§=9318=PEEK(V}?SE=Cf3HNDI

1ig1=
285=B51PUKEK2”ESSTPGHEHI

S01a PDKEVVJMWJPDKEHH;HHJFURDD=ITDESJHEHTiHEHTiPDKEHHJIEiPUKEV?JSSJRETURH
READY.

- —
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Software houses have had
to learn their trade fast.
Two years ago, games
programming companies as
successful as Bug-Byte,
Psion, Quicksilva l_'.tml Im-
agine were unthmlfuhl_e.
Now games software is big
business and new software
houses are appearing all
the time. We asked one of
these, Visions, to tell us ab-
out their operation, so if you
send away a tape for con-
sideration, you’ll under-
stand just what processes it
has to go through before it
finds its way into the local
.H. Smiths. :
w?isions was set up in West
London last summer by four
people with a background
in different areas of the
software industry: Sean c!e-
‘Bray was previm&sly in-
volved in commercial soft-
ware consultancy; R::z
Evitts comes from a pul!ln:
relations company which
specialised in com?uter
clients; John Burnham is the
p'oductinn director w!th_ a
background in the audio in-

dustry and Martin Parmiter
is the financial director.

They pooled their talents
to become Visions and start
producing games for the
home market.

Any software house is ultimately

only as good as its programs so Vi-

sions treat theirs with special care.

The company aims to have six

programmers employed when it gets

into full swing, but like many other

| games companies, a lot of the ideas
are sent in by freelance writers.

| These are tested and evaluated

| quickly. The accompanying informa-

' GAMES |

The inner workings of a software
house

loaded on the required machine.
Some games have an initial impact
and the testers take to them straight
away, others only become compul-
sive when they have been played

i with for a while.
Any that show promise are looked

staff — four people usually test each
game and give their comments, and
they're all keen games players.

As soon as it gets the go-ahead,
| the team start working on whether
the game needs tidying up or if there
are a few areas which need improve-
| ment. The programmer is contacted
straight away and invited down for a
chat — young programmers are
| asked to bring a parent. The sche-
| dule of the game is already being

possible release date, when adverts
would need to be put into magazines
and what sort of artwork will be used
in presenting the cassette.

On meeting the programmer, the
suggested improvements are talked
over and Visions try to discover if he
is capable of doing these himself or
whether he will need help from the
programmers on staff, Does he need
any additional equipment to make

books which might help.
At the end of the meeting, he is |
‘ offered a contract. The company |
pays 25% royalties but will also pay
an advance if extra work is involved.
‘ Visions' designer asks an artist in
to look at the game and work on
| some ideas for the cassette inlay.
| Presentation of the cassette is an
| important factor in how it sells so a
| great deal of thought goes into the
‘ name of the game, the images which
appear on the cassette packaging

tion is read and the game cassette |

| at by other members of the Visions' |

drawn up, with thought going into a |

the improvements, are there any |

| puter experience and (if you thinki

and how it will be represented §
| advertisements.

If the formula is right, the cor
pany can end up with a top-selli
cassette, finding its way into |
15,000 homes.

‘ HOW

Visions put great stress on the wa
| freelance programmer presents hi
| games cassette.

The more information they ho
the quicker Visions' testing and pr

| duction team can go into action.
Professional presentation can fé
long before the games tester evg

loads the cassette. One obvious 1

quirement is to make sure you i
| clude your name and address and
| phone number if you have one.

Explain what machine your gam
works for, whether it needs memer
expansion, joysticks or any specid
cartridge to run.

Give its title, a brief write up a
| what kind of game it is and a

down on the key controls. Full i

structions should be included.

Is it written in Basic or Ma

Code and what other machine

might it be possible to transfer th

game to?

Have you sent the game anywhes
else and if so, is it on offer?

Before the tape goes in the post
check that it loads, try it on mon
than one tape machine. Now it's tim
to include some personal detail

Give your age if you're still .

school, add a biography of your com

will help) where the idea for if
game came from.

Your prize game may still not fin
its way into the shops but now yo
have at least given it every chance

Computer and Video Games Y
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Presentation on the

Simon Hunt talics colour and sound

The tips on Atari presentation come
courtesy of English Software.

Simon Hunt is the programmer
giving you the benefit of his know-
ledge of the Atari machine. He is
responsible for the jewel in English
Software’s collection, Diamonds.

Diamonds is written in purely
machine code, but Simon has repro-
duced the title sequence in Basic
and uses it to illustrate a number of
techniques which you can adapt to
your own programs.

Variables used in the listing
REGBKGD, REGDIAM, REGBKG2, REGNAME, REG-
TEXT: These define the cddresses of the colour
registers corresponding to the colour of the back-
ground, dicmonds. guthor's name, and the other
text.

COLBEGD, COLDIAM, COLNAME, COLTEXT: define
the actual colour value,

LABEL is used to read some of the Data: I have
appended labels to the ends of data statements to
show what the data is.

RAMTOFP deiines the register which points to the top
of usable memory.

CHBAS defines the register which points to the
beginning of the character set table.

SETP points to the area of memory 1K below Ramtop:
this is where my new character set will be placed.
SETMEM is the actual value of the first memory
location in the new character set table.

CHAR controls the input of the 44 re-defined charac-
ters.

BYTE controls the input of the eight bytes which
define each character.

DATA is used to read in the daota values.

I is just a general variable.

DLIST defines the memory location at the start of the
display list.

DLISTF, DLISTP+1 define the registers which tell the
Atari where to find the display list,

colours change.

Figure |: Bit values of a data value would be

te 2+64 (BE).
128643216842 1 Figure 3: Structure of
Figure 2: Character set 414 display

table Graphics Data Scan

Character 0 Mode value Lines
Byte0 Setmem 2 7+B4* 16
Byte 1 Setmem +1  _ 112 B
Byte2 Setmem+2 g 7 AT
Byte 3 Setmem +3  _ 112
Byte 4 Setmem +4 112 16
Byte 5 Setmem +5 1 B B
Byte€ Setmem +6 | B B
Byte7 Setmem +7 ] 8

Character 1 1 B ]
Byte 0 L 112
Byte 1 112 16
Byte 2 2 7 16

“NB The 64 is the partof  _ 112

the instruction which 112 16

says the following twe 2 7 16

bytes define the start _ 112 8

address of the display 2 7 16

data. The 7 is the mode - 112 B

value. If the first line 2 B

was a mode 0 line, this Total 192

The success or failure of any prog-
ramme usually depends upon its
“POP". This stands for Presentation,
Originality and Playability and I be-

ENGL ISH SOF TUARE
PRESENTS

THE
COMPANY

AUTHOR :

ALL

RIGHTS RESERVED

lieve Presentation is the most impor-
tant consideration of the three. In
this listing below I'll start by show-
ing how the colours are set up be-
tween lines 600 and 720.

Register 708 is colour register 0;
register 712 is Colour register 4. The
values of any combination of hue
and luminance can be calculated by
multiplying the hue value by 16 and
adding the luminance level. This
value is them poked directly into the
colour register. So SETCOLOUR
1,4,8, can be replaced by Poke 708,
4"16+8 or Poke 709,72.

Note that in Graphics mode 0 col-
our register 2 (location 710) defines
the colour of the background, but in
graphics modes 1 and 2, colour reg-
ister 4 (location 712) defines the

| background colour.

DELAY is used to control the speed at which the

Since the title page uses modes 0,
1 and 2 all at once, registers 2 and 4
have been set to the same colour to
keep the background uniform; regis-
ters 0, 1 and 3 define the colours of
the Text.

Lines 1000 to 1100 load in the char-
acter set.

The Atari's default character set is
stored in 1K of ROM starting at loca-
tion 57344, The register CHBAS (756)
points to the first page of the charac-
ter set data, (o 'page’ is used to
describe 256 bytes of memory). At
power-up PEEK (756) will return the
value 224 since 224°256=>57344. If we
POKE CHBAS with a different page
number (in multiples of four) the
Atari will use the data in the follow-
ing 1K of memory to display the char-
acters.

Now each character is displayed
as an 8 x 8 grid. Each row of pixels is
defined by one byte of data and
where the bits are set to 1 in the byte,
the corresponding pixel in the char-
acter will be lit.

So each character is defined b
eight bytes. The first byte is the top}
row, the last byte is the bottom row
The bit values are shown in fig |
to calculate the value of the byt
add the bit values together. (A row
with the end bits lit has the valu}
128+1=129). These bytes ar}
arranged in the character set table
as shown in figure 2. :

Programme lines 1060 to 1090 load}
the character set data into RAM Ik} =293¢
below Ramtop while line 1100 acti-f
vates the new character set.

Lines 2000 to 2040 load the title
page data.

The area of RAM used to store the] 2595
data telling the Atari which characf
ters to display on the screen, is locap
tion 1536 to 1755. This is part of pagels
six (page six runs from 1536 to 179
The rest of page six will be used to}
store the display list. £

Page six is an area of RAM which}
is not used by Basic or the operating
system and so is free to be used by
the programmer. 3

The display list is set up between} #2935
3000 and 3080.

It is a list of instructions which tell| =
the Atari the types of graphics mode} S5
lines to use for a screen, and where}
the screen data may be found is
memory.

When you execute a GRAPHICS|
command in Basic, an area at the topf
of RAM is cleared and used to storg *
the screen data, and a display listi
generated just below this area o
define which mode lines to use in
displaying the data. GRAPHICS I
produces a display list that defines
24 mode, 0 lines. GRAPHICS | pro-
duces a display list which defines I
mode | lines than 4 modes 0 lines for
the text window.

By choosing the right instructions
we can write our own display list fo
create whatever pattern of mode
lines we require, remembering that
the size of the screen must never
exceed 24 mode 0 lines of 12 mode!
lines, or the equivalent.

A 'SCAN' line is the name given to
a line 1 pixel high. So a mode 0 ling
is eight scan lines high; a mode &
line is 16 scan lines high. Thus the®
maximum number of scan lines in a ¥ lis
display is 24"8=192. My Display list
is structured as shown in figure 3.
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"nofwon

 ~HAOPPO0 NN~ ON0

18 DATH 31,22,19,8 19.26,21,24,23,39,
30,27,20,31,34. 16,2818 2

B1S 0ATH 6,9, C227 225, 16,28, 8,28
8,19,36,19, 26,31 26 08" i

DATA 283.261,194, 139,208, 155,19¢6,2
J Eé;%gé.!33.2&1.2‘8‘2;15’6;!9?;293-@1 :2

D9TR_262,282,0,197.262,204. 197, 199
%a?,:anaaz.zéz.aaﬁ.m?,zaz.zaz.:m

OATA 2132-2‘32,!3.19?-' 29, 1971971
2197.202.202,262, 19 = 202.202,200,6

DATA 195,133, 194.195,194,8,193, 193
2,194,193, 194,0,193,195, 19,6, 195 8

DATR 8,16,32,31,22,27,29,36,0,94 .9
81.90,8,86,56 96, = . 6 o
JRIR 8:8.9,0.,0.8,0,37,0,32,39,48,4
L e L] A Y 'l
OHTA_15,24,24,0,29.23,21.22,31 .30,
29,19,38, 19, 55, 59.19. 15 21+22.31

06TR 9.8,16,30,8,30, 19,19.26.8,23,
ﬂt#E;l?fE?;Z‘j:EE’JE«?

GATA 31;1‘3;28;8.42.&;33.23.18-13;2
216,25,19,30,43,08,6
REM

FFI‘EEH —= CHARACTER SET DATA ——
Fi

DATA 9.8,0,8,8,0,8,0,%

DaTR H,IIE.SZ;B.B.&.B.E.X
DATA 2,7.2,0,8,8,8,8,%

DATA 34,119,34,8,8,0,0,6, %
TR 5.3.9.9,32.112.32.3.}{
DATA 32-!!2-32:3;32‘.112-3.?13;X
iy DA 2&?-3:9-32:]12-32:&;?{

5 %ﬂ 34-119:34;8;32:112;32:@;?’-'

I3 06TA 0,8,0,0,2,7,2.8,%

™ DATA 321]12432;6:2;?1219):‘:
TR 2,7.2,8,2,7.2,0.%

B2 0TR 34,119,34,0,2,7.2,0, 4

4 (TR 8,9,9,9,34,119,34,8,%

M6 05 32,112,32,0,34.119, 34,0, %
48 DATH 3;?-2-5134;119-34.9;}(
%ﬂ 34-119;34;&;34;119,34;9;3

56.4!1.139-139-38:254.198.&.
124,238,152, 192, 132,233,124,5
232,118,182, 1682, 182.118,252,0
254,224,192,252, 192,224.254,0
254.224,192,252, 192,192,192,8
124.238.192:&88;138.238;125;13
198,198,198,254,233, 193, 193.8
£8,24,24,24,24,24,60,0,
192,192,192, 152,192,224,254,8

76578
N
IBE72
«H
FRITY
+0
29876
P

23073
’b
Ieasa
o
g
0654

FEE3E
il

ORTA
0ATH

124.238,192,124,6,238.124,8,
LEB,68,24,24,24,24,24,0,

A 139,158,638, 109, 182,48,56,4,
IEEE DATR
oM
LT
i
Ipagz

192,182, 182,60.,.24,24.24,9,
9,8,24,24,8,24,24,4,

B066. 153,161 .161,153,65,60.,
24,56,24.24,24,24,60,0,
124,239,199, 126.6,238.124,0,

TaEad
i
s 0

OGS

30106 DATA
9102 DATH 124,238.6.29.8,238. 124,98,

=

N 56,168,56,112,222,204,118,9,

DATA 182,182,162.0,0,0,0,8,

I8iag O

TRaE

| 18 BEM oo et oo e e by 1

28 REF %32 DIAMONDS TITLE DISPLAY &

38 REM k% ADRPTED TO EASIC BY mkr
48 REM 3% SIMON HUNT 5
58 REM $¥tivrriiee Rt onn o
8 RER

T8 BRAPHICS 15:REM BLAMK QUT
S FEM
S1G REN
RET
S89 REM -—-
REM

=20 REGBKBD=712:COLBKBD=224
3 REGDIAM=71 1:C0LDIAM=30

SCREEN

L=l

SET UP COLOURS

REGEKGZ=718

B5E REGHAME=7E9: COLMAME=212
REETEXT=788: COLTEXT=22
78 REM

POKE REGBKGD,COLBKED
PME REGEKGZ.COLBKED
POKE REGHAFME . COLNOME

? POKE REGDIAMN,COLDTAM
728 POKE REGTEXT,COLTEXT
979 RER

Sep REM ...
990 REM
1288 REM -—— | 0AD CHORACTER
1218 REN

1920 DIN LABELS$C 24 3 RESTORE ]
1828 RANTOR=165: CHEAS =75

NS R T N R

SET —-

DATA 198,238,254,214.214,193,193,8
230.230,245,214 . 222 . 206 , 206,89
124,232,192,198, 198,239, 124,98
2524238, 198,252, 192,192,192,0
: 252,233, 198,252,242, 229, 206,0

138,195, 193,193,192,239, 124,89

198,198,198,214,214,254,193,a

124,232,193,124,133,238.124,.@

1848 SETP=PEEK(RAMTOP >-4

1858 PA25SE

1868 FOR CHAR=G TO 43:FOR BYTE=8 TO 7
1878 READ DATA

1820 POKE SETMEM+CHARES+EBYTE , OATA
189 NEXT BYTE:READ LABEL$:MEXT CHAaR
1168 POKE CHBRS,SETP

1970 RER
1928 REM
1958 REN
=008 REM --- LOAD DATE INTO PAGE § -—
2018 REN

2020 RESTORE 29010

JUE0 FOR I=8 TO 219:READ DATO

FOKE 1536+1,DATA:MNEXT I
"

S W R

848
T0em RE

2079 REM ...
Je2E REM
090G REM -—- SET
2818 REM
3828 OLISTP=560: OLIST=1536+229
REN

048 RESTORE 32001 [=9
3050 READ LABEL$:IF LABELSC1, 155" THg
N POKE DLIST+I,UAL¢LABELS 3¢ [2ley

IB68 IF LABEL $< >"—ENpe THEH Z65@
3878 REM

3898 POKE OLISTP,220: POKE DLISTP+1,6
21@a REN

e R R R R o N = I e

UP DISPLAY LIST -—

3118 REM ~— DISPLAY LIST DATA —
I126 REN

Jzod DATH 112,112,112,-8KIP 24 SCAN LNS
2218 DATA 71.6,6,~LMS MODE 2

3228 DATA 112,-SKIP g SCAM LINES

3226 DATA 7,-MODE 2 LINE

2248 DATA 1312,112,-SKIP 18 SCAM LIMES
2250 DATA E,6.6,6,-4 MODE 1 LIMES
3260 DATA 112:112,-5KIP 16 SCAN LINES
3278 DATA 7,-N0DE 2 LIME

3228 DATA 112,112,-3K1P 16 SCAN LINES
7298 DATA 7,-MODE 2 LINE

3308 DATA 112,-SKIP 3 SCAN LINES

331@ DATA 7,-MODE 2 LINE

3320 DATA 112,-SKIP g8 SCAN LIMES

II76 ODATA 2,-MODE @ L IMNE

3348 DATA £3.220,6,-JUMP START OF oLIST
I258 DATA —END

588 REM

519 REM . A R R e R e
7528 REM

4308 REN — CYOLE THE COLOURS ——
4914 RET

4828 FOR [=1 To 35

4288 COLDIAM=COLDIAM+1E

4218 IF COLDIAM>2SE THEN COLDIAM=COLD M
o

4328 FOKE REGDIAM,COLDIAM

4778 FOR DELAY=1 TO 4iNEXT DELAYy

4348 HEXT 1

4358 COLTENT=COLTEXT+16

4‘1:2 IF COLTEXT3256 THEN COLTEXT=COLTEYT

4378 POKE REGTEXT,COLTEXT

4788 GO0TO 4820
2e0aR REM

3040 to 3060 load the display
tata into page six and line 3090
$ihe Atari to start using this list.
iy address in the Atari's memory
ined by two bytes — the first is
WD as the least significant byte
and the second the most signi-
byte (MSB). The address is
ed by multiplying the MSB
and adding the LSB.
15t three bytes of the display
¢ 24 scan lines to be skip-
defines the top border of the
7. The next byte says to use a

mode 2 line and that the next two
bytes give the start address of the
screen data. These bytes point to
location 1536: 0 (LSB) =6 (MSB)*256.
So the first 20 bytes of page six are
displayed in mode 2 at the top of the
screen.

The next byte says skip eight scan
lines — this leaves a gap between
the mode 2 lines. The next byte says
use a mode 2 line, so the second 20
bytes of page six are displayed on
this line.

The last three bytes of the display

list tell the Atari to jump to the be-
ginning of the display list again. The
first of these bytes is the jump com-
mand; the other two bytes give the
start address of the Display List.
Lines 4000 to 4380 of the listing
alter the colours of the text, and
gives a sparkling effect to the Di-
amonds. The hue is changed by the
luminance level is kept the same:
this is achieved by adding 16 to the
previous colour value lines 4310 and
4360 make sure the value to be

POKED is within the range 0-255.
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An adventured

- set on a spacecraf
soaring between star syste
By Keith Campbell

JNS ON A DRAGON IN 32K.

a5 0
IRE
186
161
182
16832
164
=" FE
145

ZTHH
186
1687
185
163
11

L l'l | =
1328

1325
1452
145
146E
156

1 CLS:PRINT  PRIMT  PRIMT" THE YESPOZIAM AFFAIR" PRIMT: PRINT  PRIMT" A Comef
UTER % YIDED GAMES" FRINT® ADYEMTURE BY"  FPRIMT" KEITH CAMFBELL AMD TERR]
Y OPRATT" (FORI=OTOZ006 : HEXT |
2 CLS:PRINT"VOU PLAY THE ROLE OF D THAM, SCIENMTIFIC OFFICER ABOARD THE  SPRCH
ESHIP YESFOZIAM. " |
3 PRINT"VOUR CPRIMATE » MISSION IS TA OBLITERATE THE BLOODLINE STARG ]
- ALL THE INFORMATION ¢OU HEED TO DO THIS 15 AYALLAELEWITHIN THE hHNE'”

4 PRINT:PRINT" USE 1-MORD (R 2-MORD COMMAMDS" : PRIMT :FRIMT® GOOD LUCK - D’ Tﬂl
AN FORI=8TOS000 : HE=T F

o CLERRSBG |
18 DIMLSS 14 >, 180 149 CJEFCL4 D DEC 140, 00180, POLIEY, OO 18D CHESC 110, %04 0, VEBCE i
28 FORI=GT0O14 FEHULﬁfIJ.LjiﬂlJ.Em-TkJD$L]U.HHHT-FDR1=@TDLE'HEHDD5iI?,PEIJ-CflJﬂU

EXT . FORI=8TO11  READHES? I 3 MET

28 PH=1:0T=0..IM=-1:P¥=6.CY¥=143; PF=60@: CD=2: ATS$="A THOUGHT IS FRAMED IH YOUR MIND
"LET=1 P I=999  SF=1 !
S WYSR="T HEDROL IFLODESAOPELDMLL D) OWEAREMINSRAIFEREEILSLE" |
T8 WGE="FORSTHF OREAF T DOWOUTBEUMSHUMHOREASKESBUL GO RAYVES " |
28 LDSE="PSFAUGORTHEMLRCY " !
8 WHS="SHUDEYPOLCEARSESFACOM YL TOMEEZGRAMACBASHH 1 Aa20A20R4KEYROCD ISP ILDODEUTHRD

SCRELINSHE"
I 1 ="COMFUTER & YIDED GAMES" 0% 2 ="WELCOMES YO TO": (%¢ 3 v="THE SEVEMHTH EMP|

a:FE

Lt -

ADYENTURE "
[FFH=SAMDPL=STHENR T=5ELSE [FPN sSTHEMRT =6 |
IFFC 7 a=20F: PG D=3RNDLC 6 2 3 THEMSF =& '
IFFY=2AMDFY 2 »=23THEMP. 2 j=4q ,
IFPH=2ANDCO B b=-4AHDCY 4 0 =STHEMGOSUBEIS 2686 ; COTOSaRS0 I
LT=0CT+1 - IFCE 6 2=3RMDP 6 )=3THENC] & J=d : PF=FF+2000 : 0$C 3 )="HEW FUEL LORDED" :0$(6)]
TAL COMTAINER"

IFST=1THENJE=JE+]1 : IFJE »@4THEMJESJE=25 : PYSEY T : CLE erw CD THEMST=2:PF=PF-10
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he Seventh Empire is |
lominated by the Blood- |

Ine race, a tyrannical reg-
e headed by hereditary
Riones. They alone control
e ‘greenhouse effect’
llanets, those rich in stel-
i energy — energy espe-
Wally useful for interstellar

avel. And interstellar
Wivel means power,
 Bloodline Scientists

tave developed a theory
3t “greenhouse effect”
lanets are created by
folyps” — small organ-
sms that are the nomads
ispace. The theory holds
et if a new generation of
¥yps form on a dead
lanet, their activity turns
liover a period of time,
o & greenhouse effect
Janet. The time scale for
s process is estimated
820 years.

‘The Bloodline Empire
live therefore chartered a
fice exploration vessel,
¢ Vespozian, skippered
§ Captain Bezel from the
e Empire, to investi-
file the Funus solar sys-
M 10 test their theories.
On board The Vespozian
i0'taan, a female human
bentist, charged with the
sponsibility of conduct-
8 this investigation.
idan is ambitious, and
Wuld risk a lot to gain
iirol of a source of stel-
fEnergy.

fowever, to do this, she
Wild need to break free
im the influence of the
Wodline  Empire, by
blierating the Bloodline
gate currently sta-
Wed in the Funus Sys-
M, and to which the

Cenario

and Bulgen.

Mission

#nd Videa Games Yearbook

D'Taan felt sure someons was watching her

Vespozian is now return-
ing at the end of its
voyage.

Nearing the end of its
journey, Vespozian is low
on fuel. Each change of
course uses 100 picaroth
of fuel, and Vespozian's
only weapon, a laser can-
non, uses a massive 1000
Picaroth each time it is
fired.

D'taan is uneasy. She is
convinced that there is a
Bloodline spy aboard.

In “The  Vespozian
Affair'”, you become the
cautious D'taan.

To play this Adventure,
enter 1-word or 2-word
commands when promp-
ted by “WHAT NOW?".
Bear in mind that to move
to a different location you
must always use the verb
"GO" followed by a direc-
tion or location. And be
careful — | think you're
being followed . . .

SEVENTH EMPIRE
ADVENTURE NOTES

gard the Vespozian heading through the Funus system
Bbinto orbit around Gyrates, and there to dock with the
fadline Stargate, also in orbit aound Gyrates. As the
starts, the Vespozian is between the orbits of Great

tbliterate the Stargate using the Vespozian's laser
0 . As D'taan, you must do this covertly, avoiding
picion by the Bloodline spy Grakta, and without the
WWiedge or help from Captain Bezel.

3. Game Description

This follows the usual Adventure format, but breaks out
this mode for control of the ship, and view of the naviga-
tional details.

3.1 Navigational Details

These are reported on a screen in the Navigation Room.
The screen is not visible from “Adventure’ mode, but a
“LOOK AROUND" clue mentions the screen. “LOOK
SCREEN" will display it. Details given are:—
CLONE-YEAR ZONETIME
CURRENT BEARING OR ORBIT OF VESPOZIAN

ETA AT BEARING (IN ZONETIME)

FUEL LEVEL (IN PICAROTH)

LASER OPEARTIVE OR INOPERATIVE

@ Note that 1 clone-year = 200 Zonetime. 1 Zonetimes =
1 player's command.

At start, the fuel level is 600 picaroth. Picaroth is the
anergy unit, and usable as follows:— :
To change ship's course — 100pR
To freeze crew cryogenically — 10pR/Clone-year
To fire laser — 1000pR

3.2 Control of Vespozian

Normally from Bridge, where LOOK AROUND clue says
"“Button marked Thought Control”. Pressing button is
impossible, as player is restrained by Machen, the pilot.

A metal lined gangway near the door of the suit room,
reveals via “LOOK AROUND" a hidden bulkhead which
can then be entered. It contains a duplicate control. No
button is visible, so the player must deduce there is a
button from his look at the Bridge. Pressing the button
puts the game in “control mode"” eg:

A THOUGHT IS FRAMED IN YOUR MIND
HEADING, CRYOGEN, LASER or END?

To change the ship’s direction, a touch of the “H" key
will cause the current location and heading to be display-
ed, and a request for new destination.

The reply is validated against known planets and stars,
and against the current fuel level. If OK, the course
correction is applied and confirmed, and the fuel de-
creased by 100pR.

As the ship passes each planet, between moves, the
screen is cleared and:

“VESPOZIAN PASSING say ROTH"
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DRAGON CONTINUED
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[RANGE FEELIMG .  wELSEIFPC S )< »FH ﬂnopcs><>55HHDP<5;{bsaﬁHDP<534>11HNDP(5>{>56THE

i NP( S )=88: Q¢ 1 »="00D - 1 THOUGHT . «"

160 1FCC 3r=2ANDFC 172 ¢y SSANDPCLTY <2 ﬁBTHEHP(i?}nEB1Q!(l)w“FUHNY - SOMETHING'S
JhCC 17 =3

IFP(13)=1HHDPN=1HHDK1=14THEHGGSUBS$3EB:GUTUGBBBB

IFPN=EDRPN=?BRPH=1EGRPH=1THEHIFRHDE3)=2THENP¢13)=PH ELSEF¢ 18 3=688

IFFC 17 »=SSANDPN <> 11ANDPH € >1@ANDCC 172 > 2 THEHGBSUBSSEBB:GDTDEBiBB

IFCC @ )=3ANDPH <2 1AMDPH <7 ETHEHGGSUBGSBBB:GDTUEBILQ

FORI=1TOLENC ESCPH 22 E

IFHID!{ESQPH?,I,1}="P“THENEHSHEH!+“PBRT."

IFMID!(Eﬁ(PH},1)1)n“S"THEHEHEWEH$+"S'BDHRD."
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1FMIB$£E$¢PH>,1,1>="U"THEHExs=Eﬁ$+"UP."

IFMIDF(E!(PH?,IJ1)="D“THEHEK!=E%!+“DUHH."

IFHID!(E!(PH),I,1)=“D“THEHEH$=EK$+“DUT."

HEXT
II*B:?$£II)="UISIELE: ":FDRI=BTUIE:IFPQI?=PN THEHﬂ$$=UI{I?ELSEHEHT:GOTDESBE

IFLEH(¥${113}+LEH(GS$? < 29THEHV§(IIJF?!(II?*DS$+". “:UE"""ELEEII‘II*I:PIV

MEXT
330 CLS:PRINT"I AN ";L!QFN}:PRIHTLIEQPHﬁ:FRIHTSTRING!QBE,LEI};:IFLEH(EKI) > BTH
HPRINTVEAITS: " EX®
B TFLENCYS(B)) > STHENPRINTYS(E
FORI=1T08: IFVEC1D <% wu THENPRINTYSC 12
HEXT
PRIHTETRIHG*(SE,IQI);:IFHE{}”"THEHPRINT"Wﬂ——bYGU SAID " FA%
PRIHT:FDRIﬂlTﬂ4:IFQS(I}{}”"THEHPRIHTGSﬁ11
MEAT
350 PRINT:PRINT" SUHAT HOW"
390 PL=PH:FDRI=BTD4:?$(I)#"":EiqIvn"":HEKT:ﬁ15="“:ﬂ2$="“:HS$=“":H4!-"":EMI-"“$

| PUTRS
| 400 IFLEMCAS%2 < 3THEN4$BBBEL$EH2$=LEFT$(H!J33 ,
485 1FH2$=":Nv"THEH4@9@ELEEIFHE$=“NR1"THEHS@%BELEEIFE2:="QUI"THEﬂelsaBELSEIFwi
."HEL"THEHSBaaELSEIFﬂznz"ELE"THEH1$9@B
| 419 J=E:FDEI#1TDLEH{H$}:IFMI$$EH!,1,1}=“ " THEMJ=1 .
4z2@ HEHT:1FJ=BTHEH4@11@EL$EH1$$LEFT$(H$”J-l):ﬂBiﬂRIEHTﬁ(H!,LEH{Hi)—J):H4IHLEF'
bl R3S, 30
| 430 1FH1$="GU"DRH2$ﬁ"GET"THENIBQB
448 Hi=uvszvs=ﬁaﬁzsﬂﬁuaaﬁaua:1FJ=BTHEHQ$¢2)="I DO’ T KHOW HOW TO "+A1S: GOTO10
SEK1=( J=1 273+1
450 HsﬂuHszvs=H4s:GDSUBasaaa
456 1F J=aTHENOSC 2 =" WHAT 15 A "ef2s+" T GOTO108
470 K2=C J-12/3 _
498 OHK1 GHTUE@E€)3BBG,T693,8@@0.8@@9,9@3@,1@996,119@3,123@%,13@6@,146@3,Lﬂ%
@00, 16000, 17000
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H THEH#BBEBELBEIFC{HZ)=w2THEH4aBBEEL5EIFE{EE)H—lTHEH4BﬂEEELBEIFPﬁ9)=PH THEH48
calo IF(H2=?DE(m2:5ﬂHmcc5}z3);HHDPcsm ¢ 3 SSTHEMGSSC 2 y="T00 HOT TO HANDLE" :GOTE
ELSEIFIN > FTHEMGSC 2 »="1 AN OYERLOADED HLREHDT!":GGTD&BBELEEIH=IH+1:F(H2>=%*

| n4pBzd

apen IFK2 2 13THEH4@E?BEL5E1FPdKEﬁ o EETHEﬂqaa?EELEEIFH2=1HHDCPH <> BAMDPH &
B?THEHGGSUEEEBG@.GDTBGB@EBELSEIH=IHw1:IFPH214THEHPQKE?=Ea:m!<3)="$LIPPED 1T
4 PlLLUN”ELEEPﬂHE}ﬂPH

a@1e GOTO4aB328 3
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| 4818 IFP{IJ=55THEHIFLEHLQ!{J)3+LEHﬁD$hI?k}ﬁ?THEHJ=J+1:1FJ$5THEH1=18:HEHT=l“
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1 4020 HEXT : GOTO106
| saa0 CT=CT+1la: IF—'ET=1THET-4-JE==:.JE+l'ﬁ.'n
S010 GOTO40Ea2E )
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oo IFK2< )Z00RPHY *14THEN4RDBRELSERSL Z »="NOTHING | " FORI=ATO13

=14 Qe 20="1IT WAS STILL THERE!"

fBle MHEXT: GOTO186

8088 IFKZ< >23THENMSO10ELSEIFPHM=TTHENRSL 2 »="1 SEE BUTTOM MARKED": (S 3>="-THIHK COM
TROL~" : GOTO1BPELSE [IFPH=10ANDLEN. ESC 19 ) )=2THENESC 18 J=ESC 18 »+"L" : Q0 2 p="WOW ! " : L 1%
1B82=L1% 16 >+" AND HIDDEN BULKHEADR" :GOTO180

BOES IFPH=SANDESC 9 »="5S"THEHNES. 3 )="5SC" : P 2)=9: Q% 2 »="AHA! " : GOTO 1 B0ELSE [FPH=&THENG
$(Z2="COURSE DATA OH SCREREEN" GDTGIBB

2087 IFPH=ZTHENIFC.B )==3THEMRS: 2 2="IHHEE DOOR OFPEHN":QR$C4 ="0UTER DOOE ELUEED".EUi
T4 Z20ELSE IFCE 6 =~4 THENRS. 2 )=" INHER DODOR CLOSED": 2% 4 )="0OUTER DOORE OPEH":GOTOD42 §
BBT9 1FK2=19THENGYB3BELSE IFK2=1THENIFP 1 4 »SSANDFS 1 3< »PH  THENIOBZBELSENS. 2 p=" 1T
HAS HOLLOW CYLIMDRICAL CUTTER":Q%i 3 >="AND PRESSURE-SEHSITIVE SHITCH"  GOTOlGaH
BE15 IFCPH=20RPH=1 >ANDK2=22THENGS 2 )="SIGH —-AIRLOCK CONMTROL-":GOTO188

8028 IFEZ<17ANDE2 1 1THEHIFPL K2 3< *35THEN4QR7RAELSEON K2-11G0TO27Ve8 , 2718, 72D, 8738,
8740

025 IFKZ=ZBANDPH=14THENOSC 3 »="L00KSE STRANGELY LUMPY . .":GOTO4@88zZ68

8826 IFkZ2=24ANDFH=6THEH45B86

2838 Q%0 3 0="HOTHING SFECIAL" :GOTO4B626

B0 0% 2 0="LABEL -YUSES-":GOTO180
il 0% 2 )="LABEL -POLYFS-":0G0TO160
Bfc0 0% 2 »="LABEL -FUNUS-":GOTD108
Bl 0% 2 )="LABEL -CONFIDENTIAL-":GOTO108
fraE C%C 2 »="LABEL -BLOODLINE-":GOTO184 i
BO0 IFKZ< 221 THEM4BBEBELSE IFPHNS > 18 THEN480SRELSEIFCC 17 »=2THENGS: 2 »="LOCKED ! " - GOTO
.fml;LIFuulFﬁt4THEHG$CEJ=”HLREHbT OPEH! " . GODTOIBRELSEIFPY 7 o= 18 THEHGBDOE
BB10 CC17 =4 ESC 10 )=E%; 18 +"R" : GOTO40020
Boan IFK:z Z1THEM40GB8RELSEIFPHL F1ATHEN4BBSEELSEIFCY 17 ) 2THEN4BE9BELSEIFPE 17 24 55
BTHE M43 ELSECC 17 2=3: GOTO4R020
[lBee IFH 2L 2l THEM48aBBELSEIFPHL »18THEM4@8SaELSEIFCE 17 24 »40RPC 17 3 *S5THEN4BESBEL
. EHTH4EB”@
lTHtH4BuﬁEELkF1FPHﬂfIDTHEH4ﬁBJﬂEL SEIFCE 17 34 »4THEHGBRERAELSECE 3 =3 ES$
GOTO40620
»MEG H1m.~4HHDhana5THEH4DEE@EL EIFPC K2 24 *SETHEN4 OB TOELSEIFCC 4 )=KZ2 THEMES! 2 ="l
‘s THIS I‘M WEARING THENT": FDTDIBEELbEIFD&4}}ETHEHQ$QM)%“HEHRIHG "+LEFTSCO%C
800, LENC OS¢ CC 3 3 337 3 : GOTO1BBELSECC 4 »=K2: 0% K2 »=0%< K2 »+" ¢ WORM 3" : GOTO428028
BEbE IFCKZ2< 4HH{lh B AORCC Y )=2THEN4BBESBELSECS 4 )=2 : OFC K2 »=_EF TH. 0% K2 7, LEMC 0% K2
)3 ?).FDTG4DE
2 “IHTHEH4HB?8EL:EIFh2*lhDPhEELbTHEH4BBHDEL SEIFPCKZ < »33THEH4BATRELSEIFP
EBTHENRS: 2 »="HD COMPUTER TOD TRAKE IT":GOTO108
5 IFPC 18 »=6ANDKEZ > 1 1ANDK2< 1 PTHEHGOSUB2S308 : GOTOERR=2H
18 CLE3:PRINTOSCKZ2;" SPINS IN IT’S DRIVE . .":PLAY"L1O1A" :PLRY"OSL198F4&" :CLS
K2-11G0TO158%50, 15180, 15200, 15258, 15468
RBSE PRINT"-YUSES SYSTEM-":FPRIMT"STAR SYSTEM RODJACENT" :PRINT"TO FUHUS. HAS 3 PL
BETS: " PRINTHES: 11 5;" - BALL OF FIRE":PRIMTHME®(S)>;" —~ IMHREITED BY MINIHG"
RINT " COLONY, MNO FINDS"
BEER PRINTHE%CE);" - REMOTE DEAD PLANET":GOTO1SS60
QBE PRINT"-POLYPS-" :PRINT"FREGUENT GARALAKXY IM MILLIOHS" :PRINT"AROUHD EHERGY-RIC |BS
SPLANETS. " : PRINT"REGEMERRTE EVERY 20 YEARS.":PRINT"RCTIVE POLYPS CAN TURN DERD"
ﬁ1HT”PLHHET IMTD GREEHHOUSE-EFFECT":PRINT"PLRMET, RICH IH STELLAR EHERGY"
glle PRINT"AFTER 20 YEARS . .":GOTO1S5S00
}55PRIHT"-FUHU5 SYSTEM-" :PRIHNT"STAR WITH ¥ PLAMETS. " : FRINT"IN OREDERE FEOM FUHU
ECIPRIMNTHEB®C 15, " - (MOLTEN ROCK " :PRINTHBSC(Z22,;" - (UNINHRBITED >" :PRINTHB®C 3 ;"




7 T b 1 S LT L SR T ST R
~ ¢ GREEMHOUSE EFFECT >":PRINTHE®(42;" - ¢ INHRBITED »"
15210 PRIMTHBS(S ) PRINTHB®(E);" - CICY WASTE )" :PRINTNBSC7 2, = ¢LUMP OF ROCK "G

0TO15588
15258 PRINT"-CAPTRAIN'S LOG-" : PRINT"BERRING TO DOCK WITH ELOODL [HE"  PRINT * STARGHT

E IN GYRATES ORBIT."”:PRINT"MISSION ACCOMPLISHED - D’ TARM’ S" : PRINT "EXPERIMENTS CO
HFIEM POLYP":PRINT“THEORY. PITY BLOODLINE WILL"  PRINT"BEMEFIT!"
15390 PRINT"GLAD TO GET SHOT OF THIS":PRINT"CREW! SUSPECT GRAKTA 15" :PRINT“BLOOU
L IME SPY. MACHEM,":PRINT"THE TIRITHEN LIZARD GIVES ME" - PRINT" THE CREEPS. CAN'T G
ET RID OF":PRINT"HIM - ONLY PILOT ABOARD!":GOTO15599
15408 PRINT"-BLOODLINE=":PRINT"TYRANNICAL EMPIRE KEEPIHG" : PRINT"CONTROL OF ENERG
| SUPPLIES" : PRINT"FROM GREENHOUSE PLANETS ~":PRINT"ON WHICH INTERSTELLAR TRAYVEL"
PRINT"DEPENDS. " : PRINT"STARGATE IN FUHUS SVSTEM®
15418 PRINT"CAN SUMMONS CRUISERS TO" : PRINT"QUELL REBELS.":GOTO15589 ]
155600 FURJ=BTU?;PLHY"GELIBBF#":FGRI=BTDIB@B:HEKT:HEHT:E$(2}="YGU REMOYE THE DISE
. .":GOTO199
16008 1FK2< >22THEN40020 .
l16o18 1EPH=7 THEMIFF( 18 =7 THENGBEOBEL SEQSC 2 )="MACHEHN, THE LIZARD PILOT™ : 0% 3 )="RE
|sTRAINS YOU" :GOTO100
16020 IFPN{)12THEH1£4BEELSEIFPF=BTHEHEBQEQEL$EGUSUBSS1@B
116550 PRINT"HEADING, CRYDGEN, LASER, OR END"
l16040 PLHY"GﬁLEﬁSVBlF“:Z!=IHKE?5:IFZ!H“H"THEH16156ELSE1FZ$="E"THEH162@EELEEIF_3
| " THEM1 6300ELSE IF2%="E" THEN4DO20EL SE16040 ]
16100 J=0:GOSUB25100:PRINT“CURRENTLY *;00D%;": " NB®CCD »: INPUT"HEW DESTINATION®
A% FORI=BTO11 : IFAAS=NESC I )THENJ=I
16105 MEXT : IFJ=ATHENPRINT :PRINTAAS,; " NOT ON DATABASE" : FOR1=0T0O2000 . NEXT : GOTO166
|
{15110 IFJ=CD THEM16B2OELSEIFJSFY THENJM=1ELSETM=~1 )
ic120 5T=1:JE=0:CD=J:PF=PF-100:PRINT: PRINT"COURSE CORRECTIOH APPLIED" : PRINT"HEK
BEARING: " ;MNE®(CD>:PRINT"FUEL: w,PF;" PICAROTH" i GOSUB35200 - IFPF <1 THENGAOS
ELSE16D20
L6208 GOSUBZS100: PRINT :PRINT"CRYOGENIC CONTROL®  PRINT"ENERGY TO FREEZE CREMW =
PRCY" - PRINT : INPUT"HOW MAMY CLONE-YERRS FREEZE" ; ARS | IFYALCAAS 7% 10PF THENFRIN]
AFRIMT"FUEL DEFICIEMCY."PRINT"ITERLDCK OVERRIDE" :PRINT"¥ OPERATION ABORTED " GO
UBE35200:GOTO160
16218 PF=PF—10$YALCARS ) CY=CY+VALCARS ) :PRINT"STAND BV - GOSUB3S200 - GOSUEB25300 M
14:08c2="VYAUN . .":GOTO108
16306 COSUB35186: PRINT"LASER CONTROL"™:PRINT
|16385 PRINT: INFUT"TARGET ===>";HH!:IFHﬁ$="5THRGHTE“THEH16329ELBEJ=B:FURI=BT01e
FHESC I J=AAS THEMJ=I:1=11:NEXTELSENEXT
16210 IFJ=ATHEMPRINTAAS;" HOT ON DATABASE" : GOSUE2S520@ : GOTO16820 _
16320 PRINT"TARGETED ON ";ARS:PRINT“FOMER LOADING . v FORI=BTOS008 : NEXT : IFPFU
PBTHENPRINT "FUEL DEF ICIENCY"ELSEIFJ=PY¥ OR< AA%="STARGATE "ANDPY=2 JTHEN1&6330ELSER
HTAAS; " OUT OF RANGE"
16325 PRINT"COMPUTER OVERRIDE":PRINT"¥ OPERATION ABORTED %" :GOSUB35200:GOTO168
16330 Gasusassaa:Funl=aroxa:HExT:GosunssaaazFUR1=aTu1B:HExT.Gasusassaa:FnR1=a
B MEXT : IFAA%S > " STARGATE " THEN6OO30EL SEEE0D40
| 16400 IFPH=1THEN16600
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| 1c420 GOSUB2S109: INPUT" THINK *DESTINATION' OR ‘END’ " ,ARS: IFAAS="VESPOZIAN"TE
[FP¢ @ =2THEMPRINT"AT YESPOZIAN" :PRINT"X OPERATINN ABORTED %" GOSUE35200 : GOTOI
LSEPRINT"IN FLIGHT VESPDZIHH":GUEUBESEB@;PRINT“DGCKIHG"-GUSUBBBEBB:P(B}=2:DSQ
| 28" :GOTD16420
116425 IFLEFTSCARS, 1 )="E" THEN40020
lic420 1=0 FORI=GTO11: IFARS=NESC I 7THENJ=1
16440 MEXT: IFJ=DTHENPRINTAAS; " NOT ON DATRBASE" : GUSUEB35208 : GOT0100
{16450 1FJ<>PY THENPRINTARS; " OUT OF RANGE" : GOSUB3S2e: G0T0100 .
| 6550 1F5T=1THENFRINT"VESPOZIAN HOT IH " ARS;" OREIT" :PRIMNT"% OPERATION BORTE
" GOSUB3S208 : GOTO198 _
16560 IFJ<>BTHENPRINT"CONDITIONS ON " ;AAS:PRINT"NOT SUITABLE FOR SHUTTLE" : PRI
LANDING" :PRINT"# OPERATION ABORTED £ GOSUB3S208 : 010198 5
| 16565 1FCCD 3<>~4THENPRINT"SHUTTLE BRY DOORS CLOSED" : GOSUEB35208 : PRINT " OPERAI
RBORTED #":GOSUE25208:G0TO100
116570 PRINT"HERDING - " . AR% : GOSUB3S200: PRINT LANDING ON " ARAS : PCB =8 DEC 3 ="8
GOSUB35280 : GOTO188 ]
16600 IFPH=1THEMIFCC @ y=—2THENCC @ )=-3:L1%¢ 1 »="BLUE BUTTUH BV OPEN BULKHEAD" | ES
="FFL”:GDTD4QBZBEL3EIFC(B)=*3THENE{B)tmz'Llic1}="BLUE BUTTOM BY CLOSED BULKH
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aan CLS: PRINT'WALETHG ARCOUHD 1M, 0$CCC4 30 PRINTYIS HIGHLY SUSFILLIOUS :
el kst 2 Ly . T Y Ly " TiEs 2 EED
2 BLOODL IME SP L PRINTPSHOOTS YOU!" GOTOSZ2O08
khrhhur|n PEINT *GRAKTA — BLODDLINE SPY =" :PRINTUKILLS YOU FOR [REACHERY FGATST
SR THMTYTHE ELOODLIME EMPIRE!Y : GOTOS2E00 . TN YR e
f—'-‘lr'ul'- af CLS PRIHT'GRAETA YAFOURISES SOl DY PRINT"SUE EI:,, 1 |_J;-_4 _:__-r- SPYIHG By FRINT"EE
TRIEYING COMPUTERISED DATR. " FRINT"VOU PERISH . .":GOTO62008 . o ool
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PRINTUELASTS YOU TOMARDS FUNUS':GOTDEze®e (6 g oo A
0118 CLS PRIMT"GRAKTA MOTICES SHUTTLE BRY":PRINT"DOOR OFEN, AHD ""fLri}LETEHD
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ErREYER LOST" BRIHTYIH SPACE! " GOTOS 28R _ JE TR
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YANISH INTO ROCKS®
126 IF CYMPI+13 THEN LETH
=14: LET PI=CY
129 IF PC25=PN AND ¢PN=3 Of
14) AND CPC193< 314 DR Peo
THEN LET G%<3)="SWITCH STAR
OTOR. DRILL": LET (8¢4 s ENG
AND SPRAYS DLST!
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PL7i=14 AND Cc7oa=2 THEN LE
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The Spectrum version of The
Vespozian Affair will aute RUN
from line 7000. It can be stopped at
any time by use of the BREAK key
and to resave use SAVE "ADVEN-
TURE" line 7000.

2 BORDER ©@: PRAPER @: INK ¥ E
RIGHT @: FLASH @: CLS

19 DIM L$C15,25%: FOR =1 TO 1
5. READ L& I»: MEXRT I_ 4
11 DIM BSC 15,327 For I=1 10O
. READ B$CI»: HNEXT 1 g )
12 DIM O%HC19,15) FOR I=1 TO 1
g: READ O®C 1> HEAT 1 _ : .

17 DIM REC12,145: FOR I=1 0 ol
2. READ R&CID: HEXT I : A
(4 DIM ESC15,4>: FOR 1=1 o 1%
READ E®C 1> HEXT I -
15 DIM D%C15,452: FOR I=1 TO 15
READ D$C I3 HEXWT I y .
16 DIM P 192 FOR I=1 TO 19: RE

-

148 1IF CCS24 AMD CCS3<7 AND
N=2 OR FH=7 0OR PH=g OR FH=11}
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143 IF 1G:B THEM LET Fe1] e

EIF'&JIIL=5 THEH GO SUB 3%30. @
EAD PC I HEXT 1 : i ET PC23=% ) & ?‘?
o o B = 019 R o 145 017 .
i ir GHPaes (196 IF PN=3 AND CC1)=-4 AND CCS IF ?STTﬁR;D$?+ii=2(11)=PN;
ERD CC1): NE . ¢5 THEN GO SUB 353@: GO TO €05 | [c) j=» THEN S
{8 LET PO=0: LET GR=0: DIM Q¢ = it o = ’iiéhIEVEE GET THE FEELING .0
- ey, DL 1, 14D -~ g = " PLS I HEE F < 3PN
e 1Ei{2,thl iET GE=t": LET H 187 IF C(7)=3 AND PC7 =10 THEN D PCS3<5%5 AND E:Q?E,f§5$$ b
Bmt; LET IS=bv: LET Jemto LET CC7o=d: LET PF=PF+2000: LET [H<>66 THEN LET P¢S)=88: LET @
e LT Hae® i LET ysa®i LET @ G%(2)="NEW FLEL LOADED )="STRANGE FEELING . .*: 601
$="HOTHING": LET S%="": LET ki=1 é?EJEE}EEI‘CT+1- IF ST=1 THEH 66
LET K2=1 B THEN GO TO 113 133 1F PCEXOPN AND PC6 )R
o= FOR 1=1 TO 4: LET e I =" oy QT—‘ ‘-THE . . [E‘ F{6 <355 AND PCE3C 12 AND P
HEXT I IF JE>34 THE Br GEso Lot e ] 766 THEN LET Pc6i=ss: LETH
pesi e JE»2 HEN LET JE=@: LET PY= »="STRANGE FEELING . i
=@ LET JE=0: LET PN=Z: LET FL= PY+JM: IF PY=CD THEM GO TO 112 168 IF CC4)=2 AND Pr18)¢3ss
PH: LET CT=@: LET Jn=—1: LET Py= 11l CLS PRINT IHK 2; EBRIGHT PC18)<>E6 AND Pr 183¢595 T
&: LET Cy=143: LET PF=600: LET C 1 "WESPOZIAN PRSSING -=~": PRINT [HET PC18)=88: LET G8¢1)="STRAN
D=2 LET K$="A THOUGHT IS FRAMED PRINT IMK 3;R$CPV): PAUSE 90 || SOMETHING SEEMS MISSING": LE}
IN YOUR MIMD": LET ST=1 LET F2I P GO TO 113 1890=3
=g999: LET SF=1 : _11..'.' LET ST=2: LET PF=PF-100: CL 17@ IF P11 =2 AND PH=2 AND K
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38 LET T$="SHUDEYPOLCRARSBSPAC 114 IF CO=PY THEH LET ST=2 TO 138 3
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KEYROCDISPILDOOBUTAROSCREUNSHE ING": GO TO 117 180 IF PC1287=5% AND CC18)=4 §
1@@ IF PH=6 THEH IF PL=1@ OR P 112 LET Ws="BERRING ON" : PCl1i=11 AMD (PM=12 OR Pﬁnn‘
¢1@=99 THEH LET P{183=33. JBT _11._ IF PH=18 AND C(50<3 THEN GHMHEN GO SUB 3=3g GO TO 5100
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ceT3323 THEM LET sF=1: GO TO 1@ 128 IF PY=3 AMD PH=5 AHD P 13 = 185 IF Cc1=3 FND PH<32 AND F
é I??_THEH LET PC1323=5 »3 THEH GO SUE 353@: GO TO 1
184 LET SF=0 125 IF P(3)=14 THEN LET PC33=3l] Z00 FOR I=1 TO LEN E$CPN>
19= IF Py=4 AND Pc35=99 THEN L 8: LET FPI=CY: LET Q% 3)="POLYFS 218 IF E%CPHN I 2= MPY THEM e

Lssaniniadi TSRS T M



=SS+ "PORT,

Was sent down to the murky surface of Far Funus
Videa Games Yearbook

I DON'T KNOW HOW TO "+G$. GD To FT JE=JE+15
220 IF ESCPHN | A=USY THEN  LET 106 518 GO TO 4@2p
$=58+"5° pORRD, 16 LET K1=INT CCJ-13,3241) y 588 LET 08C23a"Logk AROUNG AMD*
€30 IF ESCPN X Iy=vpw THeN LET 417 LET Me=Ts: LET vY$=J%: oo su LET G®C3)="EXAMIME THINGS, TRY
Pos+ror-p, - B 3500 WORDS" : LET Q8¢4j="L1KkE INSERT,
€40 IF ESCPMOC T ymvge THEN LET 419 IF J=B THEM LET Q%¢2)="LHA LIFT, WAIT ETC.": go To lea
SE=Sg4 raET | T IS A "+I8+"?": GO To 1p@ a8 IF K2<>21 op FN<>15 THEN g
o0 IF ESC Py o I a=ryye THEH LET 428 LET K2=2TIHNT CCT=12-30%1 0O TO 4o08
is=ca+up, 421 GO TO (K1=13%¥430+¢ K1=2 13450 791 LET GSC25="NOTHING | . FOR I
68 IF ESCPN 3 [ ymupn THEN LET HOK1=3 34 7RO4C K1 =4 )X800+¢ K1=5 )x80 =1 10 18: IF P¢1)=66 THEN LET P
SS=584 " DOLY, o B+ K16 MEIDD+C K1=7 3% 1008 +¢ K1=8% CIX=1%: LET osr S I=UIT S STILL TH
1 78 IF Ewmc PH I s=mrpgw THEN LET ilg‘a*'. K1=3 %1200+ Ki=112 J#J.E!LE"&H_W P’ ERE!";: Go TO 1@.
BA=Sg+ oUT, 1211 3%1400+<K1=12 )% 1500+CK1=13 ¥ 792 NEXT 1: GO TO 190
288 MEXT I FROH+H K1=14 351600+« K1=1%5 %1708+ K 408 IF Kk2<>24 THEN GO To a12
r S0 CLS : PRINT  puk 7i"1 AMe 1=16 %1200 2091 IF PN=8 THEN LET GINC 2yt ]
FRINT Tk E,LEIPNY; PRINT Escpp 425 LET He=N&: LET TE=JE: G0 '?'-' SEE BUTTOMN MARKED" : LET 22 T iyt
i PRINT IF LEN Ss:p THEN PRI B 3508: IF J=g THEM GO TO 481G THINK CONTROL-" GO TO 189
NI Thie 2. "WAYS : =< i INKE S5:.s% 426 LET H¥=ES(PH3 LET ‘Y#=F%gcJ 282 IF PH=11 AND Es¢ 11 301 T0 3»
! 333 IF pPH=g OR PHN=14 THEN PRIN =13-3+13: GO SUB 358G : IF J=0 TH ="PD " THEN LET ESC11i1 To 3=
INK 2; "WHICH WRY 70 EN GO TO 4m1a "PBL": LET G2 v="Wow [ HIDDEN
p 348 LET II=1. FRINT FREINT 1IN 427 LET PN=CODE ¢ DSc PH J2a-64 BULKHERD" . Gno TO 180
B "VISIBLE . - IF PN=1% AHD g GO TO 462a 805 IF PN=18 AND Esc10 JeTE
- B2l THEM GO TO zas= 430 IF K2=20 THEN GO TO 46306 THEN LET Es¢ 185="5C . | ET Peg
%2 FOR I=1 TO 19: 1f PCIo=Py T 431 IF PC11)=PN THEN GO To ees =180 LET osczo="AnRie . g TO 10
[N PRINT  [pye S0 1) 5]
44 NEXT 1 IF K219 THEN GO TO 4878 205 IF PN=7 THEN LET O« Z2="C0
843 IF P THEN PRINT FRINT IF PCEZ =55 THEN GO To 4849 HWRSE DATA OM SCREEN" GO TO 106
PCISEIR K 2 "VESPOZ AN e 807 IF PN=3 THEN [F CC1)=-3 TH
S OTAES PRINT IF A$<>"" THEN PRI IF PCK2O<HPN THEN GO ToO 40 EN LET 08C3i=*INNER DOOR oPEN, »
s INK 7, " emee vy SAID “; INK LET B%<45="0UTER poop CLOSED. »
% Pr: B PRINT : FOR 121 Tg 4 IF @ IF Lokao=-2 THEN GO TO 4e0 GO TO 4020
'Jf L0 | g s THEN PRINT INK =; ; 288 IF PM=3 THEN IF Ccroy i=-d TH
PT* s IF C{K2)=-1 THEM GO ToO 485 EN  LET Gmc = '="INNER DOOR CLOSED
SAGES 3 FOR I=1 TO 4: IF Q#c5¢smn a i LET Q8¢ 4= "0uTER DOOR OPEM"
3 ANE EN PRINT IME Al 1o 440 IF ¢k OF (K2=7 AHD “ GO TO 492
=T Pl NEXT | 232 AND PCS5<55 THEH LET G®c2) B12 IF k2 THEH GO TO 483g
rTAINER. > IF 0%c23c1 1o 2I=10K" THEN ="TO HOT TO HAMDLE " oM L 813 IF K2=z THEN IF Pczycrms 5
I.., WEEF 05,15 441 IF IN*3 THEM LET 0oy L0 HND PC2 3¢ 3PN THEM GO TO 4830
iR, O PRINT : prinT INK 7; e " OVERLOADED ALREADY I*: GO TO 19 814 IF k2=2 THEW LET GRe 3 omngr
o FIET Now, 2] <3 FAS HOLLOW CYLINDRICAL CuTTER
f 90 LET PLepy FOR I=1 To s: _g 442 LET IN=IN+1: LET Pck2i=ss LET (%32 =*aND SEMSITIVE PRESSL
el =" NEuT I: LET RAs="v; GO TO 4625 _ M, RE SWITCH": GO To 1p@ : .
| G="". | ET HE=h v | ET 1g=nu. 458 IF K2>13 THEN o TO 4ara . B13 IF (PHN=3 Op PH=2 ) AND Kz=22
D cPlE JS="": LET S&="": INPUT As: 431 IF PCK23<>S% THEN GO TO 45 THEN LET pec2 P=USIGH ~AIRLOCK
D <P cooe (A$C153590 THEN o sup =g CONTROL-" . GO TO 109
> T8 950 432 IF K2=2 AHND CPHI 23 AHD PNy 528 IF Kz<lg AMD K212 THEWN IF
00 LET 7= IF LEM A%<{3 THEMN 14> THEH ro SUB 3538: GO TO SEE PCRS S THEH GO To 4876
=ppy i O 4000 o it 921 IF K2<18 AND K2>12 THEN oo
GO T IF ASC1 o THEH LET J=71 433 LET IN=IM-1 LF ?'f_"“'l-j__“”_—'l” TU (KZ=130%870+¢Ka=14 Pl+( k2=
2 B LET CE=Cs+Asc 135 LET AS=Rg: = LET P{EZ=66: LET (O 3 3="SL IFPPE 5 . CK2=17 »k57g
93 6o 1o A01+2%C AE=1ny L IT UNDER PILLOW": 5o To 4820 THEN LE
IHE o LET Is=Ascz 7o, 454 LET PCEZ y=PM ¥ LUMPY
ET CS (FT Hgac GE+"  nyet TO 33 435 GO TO 4@20 ;
» T 5 LET Je¥=¢ [m+n "X1 710 3> 460 PRINT INK 3;'*'"1 AM CARRY1 56 < ANR PH=7 THEN @d
fr g":- or IF Is=vv Tuey | Bp J=g NG: » X TO 4528
- o I LET AS=Cgev "+1% 461 IF IN=@ THEN LET G%C 2 )="Ng 838 LET G%C 3 D= "NOTHING SPECIAL"Y
SCHING IF 1ig= 17 THEN GD To 4s@ THING": GO TO 1@9 : GO TO a@z0
S LI IF gy THEN GO To =pe 462 LET J=i 970 LET G®(23="LABEL -vusgs-"
oT8="GUI" DR Hgs g - THE 463 FOR I=1 TO 13 GO TO 100
G0 TO gpp 464 IF PC13=3% THEN PRINT D% I 871 LET Q8C2)="LABEL -POLYPS-».
SR IF Cy-ion OR HE="GET" THEN \ GO TO 1e@
SCTIN0 10 425 470 NEXT 1: PAUSE 200: GO TO 1o 872 LET 08¢2)="_/BEL =FUNUS-"
29 LET Xs=ms. | pr TE=HE: GO sy o GO TO 108
o B IF =0 THEN LET D%c2)=n 508 LET CT=CT+15: IF gTwy THEM 573 LET G8¢2j="_LRBEL —-COMNF IPENT
+E )




SPECTRUM CONTINUED LEF &T=y: LET

RHM GCEAG'": PRINT "PLAMET IMTO GRE |iez7 IMK & CLS - LET L
= ENHOUSE EFFECT"; PRINT "PLAMET, |JE=9  LET cb=J: LET PF=pPF-12@; F
IAL=": GO TO 100 RICH IM STELLAR EHERGY" RIMT . PRINT “COURSE CORRELTION
874 LET @$C2)="LABEL ~BLOODLINE| |1sgp pRINT "AFTER 28 YERRS . .°: [APPLIED"  PRINT o PRINT "HEW DEAp
-t GO ToO 128 GO T0 1569 RING =" PRIMT RS Cchoy FRIMT F
998 IF Ka<eze THEN GO TO 4809 1563 PRINT “~FUMUS SYSTEM-": PRIJRINT "FUEL — “,FF;" FICORATHY
S0l IF PHoxll THEW GO TO: 4690 NT "STAR WITH 7 FLAMETS." PRINT{jAUSE 26w
SOz _1F PCLIM=L] FND PHll THEN "IN ORDEF FREOM FUNUS - PRINT 71n33 IMK ¢ 1F PF<1 THEH GO T0
GO TO &188 ) FRINT RECo " —-MOLTEM ROCE" . Pl eozo
S04 IF Colgi=z2 THEHW LET G Z)= RINT F& 2 LUMIHHABI TED FRIH GO TO 16885
“"LODCKED1" GO TO 128 T REC 4 GRCHHOUSE EFFELCTY rriliass GO SUR 3918 LHE 5 FRINT
SET IF CC 18 =4 THEM LET OS2 3= INT RSCS3;" — [MHABITED" BELNT "CRYDGEMIC CONTROL®  PRIN
"ALREADY OFEN" GO TO 1989 15cd PRINT Pedes PRINT escTs: pHT "ENERGY TO FREEZE CREMW - 10 PR
906 IF P(B8) =11 THEN GU TO 608} |ppur o — cBOTH 10Y WASTES) - Pl[-cve PRINT - PRINT "HOW MANY O
918 LET C¢1@y=d4: LET ESC113="PD BINT RECES: PRIMT » - ¢LuMP oF &Il oHE-VERRS FREEZE?": INPUT F%: If
R": GO TO 48z2@ W.oooTO LSe9 VAL (FE&105FF THEM  FRINT PR
1009 IF K2<:22 THEM GO TO 4008 = PRINT "-CRPTAIHN'S LOG pe bl Nt “FUEL DEFICIENCY.": PRINT °I
1981 IF PH<>11 THEM GO TO 4850 "BEARIMG TO DOCK WITH BLOODL ||NTERLOCK OVERIDE"  PRINT INE 2
1982 IF CC1853x2 THEH GO TO 48538 FRIHT "STHRGATE IHM GYRATES HF;'I|:1|"| LS OFFERAT IO AEORTED #
3003 IF FOARICHES THEH: " TG 42 OREIT." PRINT "MISSION ACCOMPLf|*. GO SUB 3925 IHK 7- GO TO 168
=0 S ) ISHED - DO TAHM'S"  FRINMT "EXPERL| & 2
1084 LET CC182=3: GO TO 5026 MEMTS CONFIRM POLYFY PRINT "THE||1626 LET PF=PF-10¥VAL (F3>. LET
1100 IF KZ2<:2Z THEM GO TO 4288 ARY. FLITY BLOODLIME WILL"  PRIMT | lcvscyvsyal <Fgs FRINT IR bR
1181 IF PH< 211 THEHW GO TO 4858 CPEHEFITI" l| |xH:| 1, FLASH 1 CETHHD BYY FLR
11a3 IF F;'_ 1|. =1 AND PH=11 THEHN 1= PRINT "GLAD TO GET SHOT OF 1=1 TO 188 : HEWT 1 GO SUE 33539
L0 TO ease. _ . , THIS*: PRINT "CREM!. SUSPECT GRA|| LET PH=15: LET GEC22="VAKH . .
1184 IF GLi8353 DR POIRHEES TH KTA 15" PRIMT “BELOODLINE SPyv. Mipli1*: Go TO le@
EN GO TO 4858 _ N ACHEN, " PRINT "THE TTALTHEM L12|]1639 G0 SUB 3%515: PRINT INK 4.3
Li@e LET Colgo=a: G0 TO 4828 RO GIVES ME" . PRINT "THE CREEF: | |LAsEr COMTROL": PRIMT
1200 IF K24 :22 THEWN GO TO 4406 . CAH'T GET RID OF": PRINT "HMIM 1642 PRINT IME 4 "TARGETT": INF
1261 IF PHS 11 THEH GO TO 4058 THE OMLY PILOT AEORFED! . mo Tol |uT Usc1>: IF USC1)="STARGATE
1263 IF PO117=11 AHD FH=11 THEH ey CWTTHEN, ©0 TO 1646
';_iU TQ "-:JLE”:-;E‘ ) el 15 FRINT “=-ELOODLIHE-" FRIHT 1643 LET J=8: FOR I=1 TO 1& IF
1224 1F ColBad 4 THEN GO TO 486 CTYRAMHICAL EMPIRE KEEFIHG" PRI | |Rsc 1 s=U%¢1> THENM LET J=1: LET§
B : HT "CONTROL OH EHERGY SUPPLIES" =12: MEXT I
1296 LET Co1g=3 LET ESC110=E% PRINT "FROM GREEHHOUSE PLANETS 1644 HEART I
1196 TO 32 J To 4Bzd FRINT “OH WHICH INTERSTELLAR| | 1645 IF J=0 THEM PRINT INK 2
1308 IF K2<3>%5 AND K2< 56 THEWM GO RAVEL" . PRIHT "DEPEHMDSY  PRINT BRIGHT 1 Usc1 ;" HOT oM DATHEAS
10 4008 STARGATE 1M FUHUS S¢STEM® v, GO SUB 3527 GO TO 1608
1381 IF FCRZ2(>55 THEN GO TO 48 1565 PRIMT "CAH SUMMON CRIJTSERS 1646 PRIMT [HE 2. BRIGHT 1-1[
e ) on “EUELL g, GETED OH ";U$c1x: FoR 1=1 70 13
PH SRR i T 1 LET @8 2)>="'0OU REMOVE THE D Ik 3, FLASH 1, FUEL DEFICIENEE
T Ll - m . s ' ¥
1 AE Beam THER LET. SeClow 1680 IF K2¢323 THEM CO TG 4030 1647 IF USC1 2="STARGATE
WEARIHG "+ F.-_'_- R TO 186 1€92 IF P-rl.l'i'*-E AND FH=Z THEM o HEH o TO 1&5a
204 LET CoSo=kz. LET QK I=US I:I-TI'J 6‘3‘36. ! by 1649 IF J<2PY THEM FRINT "0ouT
3= ,f O ; |_4I_'1 Tl._:_-‘l-'.r::‘FJ : 1683 IF PH=8 THEHN IF PC11=8 TH E RAHGE" GOTO 1692 ‘
1498 IF (Kz<»S AHD K2<{268» OR CL3 EH GO TO €28 ' ) 1658 IF UEd1 =" THRGATE :
wE THEH LG TO 4080 1604 IF PN=8 THEN LET GS¢2o="mMa| |HD Pvo>3 THENM FRINT IHE G SOy
ok LE¥ Dfﬂr;d ET o Rl R, CHEN, THE LIZARD PILOT": LET G« . v OUT OF RAMGE®: GO TD 1852 |
200 GO TO 4020 o N b R 3 ': has i el = =1 GO TO 1ESS !
1508 IF E2=28 THEH GO TO 4830 iéﬂE‘HECIRHiT; FI,;_:L.J_i;j[.T_Héﬁ !.IES e llrb:}: -T:.I-}.:_-it” PRIHT i1HK 2, BRI ’
1581 IF K2413 OR K217 THEM GO - e il T 1, COMPUTER DVERRIDE!  PRINE |
T e TaEn fe o oam| [1687 IF PF<L THEN GO TO 020 IMK 2; BRIGHT 1;"% OPERATION fy
- IF Pk 259 THEH GO TO 489 166E GO SUE 3515 RTED ¥": GO SUE a5es s G0 T0 168 |
1 i i SR : Ewa £S5 G0 SUB 3549 IF UL v El ’
1% 4T EHaar THEH a1 WASem D l!F"E?!-IiFI”E'PIrﬂ!TJh IJHthsFibII:r:urgu i Fle‘l,HTE." ‘ THEN G0 TO 5039 "
0 COMPUTER TO TAKE I1T": GO TO 18] |\ "epryr . PRINT 1Mk 4, LRsEr| |18%6 oo TO cod0 E
@ TeLsv P . B G 15 F PH=2 THEH GO To 1632
1505 IF P<11)=7 AND kzriz AND k2| ['ob’ cFEHE PRINT  IHK &;"EMND ;;WL "L Eias rHEM G0 1o 1eoii
<18 THEN GO SUR 3352@: GO TO 683 1612 LE{ Qsélwrﬁ“s- tr UEERHe TH LEET IF FH<>4 THEW GO T0 4859 :
Y Ei; ‘_I'_.'U -11:1 1£1_:=1L o 1667 50 SWB 3515 PRINT lHl_ <
1516 CLS  PRIMT IME 2; BRIGHT 1ELS IF -.'5:'-r-'-' THEM GO TO 1633 FHIMK DESTIMATION' OF P EHD "M E
1;08(K23: PRINT IMK 3; BRIGHT 1 1614 IF gt THEH GO TH 1695 HPUT L% 10 LF U 1 o="VESPOZIA i
JUSPINS IN ITS DRIVE . .": FOR I} | ole 1o GguvEr THEN 6O TO 4020 W THENM  IF Fr13=3 THEN FREEELE
=] TO 150: NHEXKT 1: CLS GO TO £ 1516 a0 'lF|'| Fi 20 1 2 . =les r THI 1 BRIGHT {  "SHUTTLE H F
KZs12 01550+ K2=14 JF 1361+ K2=132 LA R T B e AN - PRIMT FRe I IHE
$1563+{ K2=16 331560+ K2=17 JX13567 lr“iﬁh.L"F.jT ;;;;‘f. H*;fll "I.J.IB, IFJ;;'JW Pffm I;I lluh,-.l4l|‘ I; Jng MIsSIoN ABORTED §
1558 IHK S: PRINT "=-YUSES SYSTEM BT IMK & g PRIMT .tﬁ; o GO SUB 35e% Yo 1@@ g
" PRIMT : PRINT "STAR SYETEM A SR bl s i Lt fe@ IF U 1 oas"wESPOZIAN
pIACENT TO EUNUEY: PRINT “IT Hes BR e ety T LEeT BRIt ik &, 1N FLIGHT SRR
3 PLAMETS." PRINT - PRINT R®t1 1&:5 EOR- 124 TO 120 TR O 1 S Lz TRANY . GO SUE 3520: PRINT
13: PRINT "= BALL OF FIRE ~%: PR JIUSX 0™ Poy o0 Bhaini i 4 YOOCKING® . G0 SUB 3520 LES
INT : PRIMT R®C187: FRINT * = I[N ;#:1 HEXT 1: IF 18 THEM PRIHT G v=2 LET DECA a=t CoGU T 2
HABITED BY MIMING COLOMY, " PRIM Ear “.“PW]IHI U LR e ”ﬁl o o B
T "HO FINDS.": PRINT [nr-‘1T|—'|lE_«Fl1:‘-.$"' Jl‘;l'- ':IJ:}l3_":'-;"I rr|_'r|':_1 1- (F et Lo 1 a=vE" THEW GO 4
1960 PRINT R$.%): PRINT " - REMO| | = o 7 S THeera O i A
TE DEAD PLAMET ~": GO TO 1569 st = fetl THEH B0 TO 1E6& cro LET J=8 FiR 1=l TO 12 |
1561 PRINMT “-PFOLYPES-" FRINT “FE :L 1T_Ir ::t:: [’r-liTl_tl L?L""' - |]|-;. { s 1o THEM LET J=1 | |
EGUENT GALAKY IM MILLIONS®: PRIN| o050 S5 =70 STISSERSE, 35 Teom MEWT 1. IF J=0 THEN PRESEESS
T "ARDUMD EHERGY RICH PLAMETS." 1':_; ‘:; T - e IME 2. ERIGHT 1.FH; "HOT OH B 4
PRINT "REGEHMERATE EVERY 28 VERR semoeEL E
5.": PRINT "ACTIVE FOLYPS CAH T




.

-

Rt S

m

B3 e T
GO TO 102
PRINT

BASE" GO SUB 3527:
1681 IF J<>PV THEN INK &
GUS<15,"0UT OF RAMGE™: GO SUE
20 GO TO 199
1624 IF ST=1 THEM PRINT
MYESPOZIAN NOT IN " PRINT IMK
USC15," ORBIT": PRINT . PRINT
INK 2, BRIGHT 1;"% OPERATION AE
TED *“: GO SUF 352%: GO TO 108
1637 INK S: IF J<:3 THEN PRINT
CONDITIONS OM ", USC1): PRINT
T SUITABLE FOR SHUTTLE" FRINT
LANDING" . FRINT . PRINT INK 2,
BRIGHT 1;"% OPERATION ABORTED %
§ GO SUB 352%: INK 7: GO TO 108
890 IF CC1<>-4 THEN PRINT IN
4, "SHUTTLE BAY DOORS CLOSED® -
SUE 3520: PRINT IMK 2; BRIGH
1;"% OPERATION ABORTED 3", GO
3525: GO TO 109
891 PRIMT
1>: GO SUB 3520
ANDED ON *; Usc 1%
T D8C4)=m]  ».
10 100
IF PN=2 THEN IF C¢1=-2 TH
LET CC15=-3. LET PSC2)="BLUE
WTTON BY OPEN BULKHERD"  LET E
2="PFL “: GO TO 402p
93 IF PN=2 THEW IF CC1)=-3 TH
L LET CC1)=-2; LET BSC23="BLUE
ON BY CLOSED BULKHERD"
#2)="PF . o TO 4920

iz
Sl

INK 3;

FRINT IHK 5;
LET Pl =5
GO SUB 3Sz28: G

IF PN=3 AND C<C15=—-2 THEN L |

C(1)=-4: LET ESC3)="gT =. LE

J)="ED " LET GIE 3 =" INNER
CLOSES": LET % 4 )="0UTER
OPENS": GO TO 4820

IF FH=3 AMD Ct1)=—4 THEM L
L010=-3: LET E®C3)="TPp »; LE
§3)="DB ": LET CI%C 3 0="0UTER
OR CLOSES": LET G 4 o= [MHER
K OFENS": GO TO 4829

GO TO 4858

0 LET 08C2)="NO CHANCE-TOO Bl

¢ GOTO 106
LET G®C20="1'M NOT TIRED":

IHE 2 "HEADRING - ";u

"M |

LET |

T0 169

LET J=0: FOR I=1 TO LEN X
LEN v

) IF Y$={$c ] TO I-1+LEN V&> T

L LET J=I: LET I=LEN X$+3: RE
HEXT I: RETURN
LLS : PRINT IMK B:K%: PRIM
RETURH

FOR I=1 TO 38B: MEXT I. RET

FOR 0=1 TO &: BEEP ,1,7: BE| s084 DATA "AUTO

1,20 NEXT O: PAUSE 150: RETU|

BEEP 3,20: RETURM
FOR O=1 TO 18: BEEP .BS,s5:
+83,18: MEXT 0: RETURH

FOR I=1 TO 1S: CLS : PAFER
ORDER ©: PRINT : PAUSE S: PR
¢ BORDER 7: PRINT : MNEXT I:

B: BORDER B: IMK 7: CLS : |
FOR I=1 TO 10: CLS : PAPER |
BPER O: PRIMT : PRAUSE 5: PR|
 BORDER 2: PRINT : NEXT I:
88: BORDER ©: INK 7: CLS

TURN f

d TO qu28

ET 08¢23="IMPOSSIBLE 1" GO
T 0%C23="] CAM'T oo e
100

BECZr="0K": GO To 1@

| INSULATED TONGS",

- SaBs DATA

|, "IN MY BUMK-IT HRS CLEAN" ;
| "LIMED WITH BUNKS®,"BL|

o

ats

s
T

SeBz DATA
UE BUTTONM BY R CLOSED BULKHERD",
"BLUE BUTTOMN OM WALL","WITH-THIM
K CONTROL-BUTTOHN","OF THE WESFOZ

i RPLE &KY","1 CHAH FEEL. HERT"

E DEVICE", "#POLYFPSE" . "CRAMWLHWAY" .
"ASBESTOS SUIT",
TAL COMTAIMER", "FUEL CYLIHDER"."
"CRFYH BECEL" "
“MACHEH" , "DISK 865" ,"DI%
K @e1", "hIisk =az", "DISK @83", "DI
Sk B4, "KEY", "GLOWING ROCK"

3885 DATA "FUNUS",“LITTLE FUHUS*
“GYRATES", "ROTH™, "BULGEN" , "GRERA
TER BULGEH”, "DUTER FUHUS™,"FRR F

GRAKTA" .

IAN", “", "COMPUTER ROOM","","A PU||

5003 DATA “DOOR™,"","WITH DUPLIC|
| ATE CONTROL", "UNDER AN INDIGD Sk|.
| ¥"."SHEETS AND LARGE PILLOM"
SHUTTLE" , "STRANG]

“SPRCE BUITY, "ME]

ELODDLINE SPY, BLASTS": PRINT »

VOU WITH HIS LASER": PRINT “you
S, & : .
I@igangngfna:E?’aunthHuv CHER ARE HOM A PILE OF": PRINT “YUSES
“Co T DUSTI": GO TO &z08
YING IT": GO TD 160 3 A% S i X !
4058 LET Q$C2)="1 DON'T SEE IT HjS b“la"xnh_g. CLS : PRINT “AARGH .
S o0 1D A0 ] &D;E-HT?agaT"”Eg;lﬂ?T?PQEEEggfg
= 5 Yk e Y 1% Gl ! 3 S
;B?g IIE; D% 20="1 CAH’'T YET! g N = SEARING HERT . .*: 60 To eao
1ao7 CEy="1e ARRYING] @
d?}?.LE; $;“;;a R g | 6928 INK 4. CLS : PRINT "WITH HO
- o T BE Jokiity FUEL, THE VESPOZIAN" : PRINT “WA
:g??.LEE ?:'faa allie it i. NDERS AIMLESSLY QUT". PRINT YOF
14090 LET Q%0 2 = "OK-NOTHING HAPPE LS gUNTRDLJ LOST IN SPRCE": GO TO &
oS ?ﬁftgga INK 2: CLS . PRINT “TOO CLO
41068 LET GEC2>="CAP'H WINKSZ AT M " E = i --.u 3 }IN
D" LET (%¢2)="GLANCES AT Gr| | 5E PROXIMITY": PRINT “THE YESPOZ
Elq?:"- -GD TO ma' | IAN IS RIFFPED AFPART" . PRINT "BY
4110 LET 0sC2i="HUH?": GO TO 1@a| | THE EHPLQEIDQ'- GO TO 6200 o
B8 IMK 5: CLS : PRINT "CLOME v|E 5948 IMK S: CLS | PRINT “WHEMI™:
o "-rv-"' ZOMETIME: ";CT: PrRIN] | FRIHT “THE BLOODLIME STARGATE I
e b SR ool g b i | |S"° PRINT "VAPOURISED. YOU HAVE
e R " B SUCCEEDED" : PRINT "IN YOUR MISSI
----------- poziAn * | |ON! CONGRATULATIONS": Go To eaa2
: i 3 AN -
b ETﬁQTRS<?EiﬁTIFVE$E?L$HEH -ﬁ 6858 INK S: CLS : PRINT “INMER D
PRINT "ETA: = ";CT+RBS Coo-py oxzs| | 0OR CLOSES': PRINT “RIR EVACURTE
PEéNT s D": PRINT "OUTER DOOR OPEMS — HO
= : SPACE SUIT": PRIMT “YOU PERISH
Wi 5 \i,-
e :Efg;> T§125=°H$2§5 Tpg?ﬁi AND DRIFT INTO SPACE": GO TO 620
e fie =i : 1o
4sio PRINT - PRINT "FUEL-~ »;pr; | 18955 INK i s o eRInT “vou v
-PIED.RH}-:: FF< 10308 -i—HEN FRIMT * "RAZOR SHARP ROCK": PRINT : FRIM
il FATIVE": GO TO 4928 |T "YOUR SUIT HAS RIPPED AND ‘YOU"
' i;?TEPR:H¥ “OPERAT IYE " | : FRINT "DIE FROM LACK OF OXYGEM
el o S, J": GO TD &zp@
45208 PRINT PREHT_ - Jeois 1w 27 els ¢ rriiT e
B iy citict |E SWITCH OPERATES". PRINT "DRILL
IMNE 7: PRINT : PRINT 1InMK 4] | "
|1=1 TO 558 MEXT I: Go To 4pza | |NT “CRAFT."
| 5000 DATA "IN THE CREWS GURRTERS| |E961 INK 4. IF CcS)=6 THEN PRIN
- THE RESEARCH LRAE B‘l""a" IN TIN T 'I‘DU DRIFT OFF INTO SPHLE . PR
| He ;ﬂUTTLE BAY", "IN A SHUTTLE","| | INT "AND PERISH WHEN OXYGEM RUNS
| outs1oE THE HULL",."IM THE CRAFTRAI| | Egg; iNEUETDP:$ﬁ$ SR
HE CABIN","IN THE NAVIGATIOM RMDJ =y .
|","0ON THE BRIDGE","OM YUSES FRAR | | RTIE;TT_THE : PRINT "DEPRESSURIS
; uﬁDER";"nT YESPDZIANS FUEL CORE" .Qé?a MK E? EESEZGEEIHT “WALK ING
5081 DATA "IN A METAL GRMGWAY WI| : ‘
| TH A", "IN A SUIT ROOM","IM A SEC|| ﬁﬁnﬂgg IHO";Bl<K2>:N$ng;H'HIGH
i 2 i #[ LY SUSPICIOUS!" . PRINT "GRAKTH,
| RET CONTROL ROOM","ON YUSES FAR"|

| BLODODLINE SPY BLASTS YOU": GO TO
| &zea

56888 IMK Z: CLS FRINT "GRAKTA,
BLOODLINE SPY, BLASTS": PRINT
TOU FOR TREACHERRY AGAINST THE":

T

FPRINT "BLOODLIME EMPIRE!": GO T

0O 6208
6898 INK 2: CLS PRINT "GRAKTA
| YAPOURISES ¥OU ON": PRINT "SUSPI

CION OF SPYING BY": PRINT "RETRI
EYING COMPUTERISED DATA": PRIMT
“¥YOU PERISH . . ": GO TO s2e@

5180 IHK 4: CLS FRINT "GRAKTA
|HOTICES SUIT ROOM COOR® . FEINT *
OFEN. FIMDS KEY ON YOU AMD": PRI
HT "BLASTS YOU TOWARDS FUNUS" - P

RINT “¥YOU PERISH ., .": go TO 62e
a

6118 IHK 5: CLS : PRINT "GRAKTA
HOTICES SHUTTLE BAY": PRINT "DOO

R OPEM, AND SUSPECTS A PLOT": PR

UNUS" ; "YUSEE FAR", "MID YLUSESY, "y
USES HEAR" , "YUSES"
NOSGEY, CPEY, YRR, e

g

B voct, “AFUPY, “AU", "TE", “5*, “PD",

d “P, MO0, PNEWY, "y"
SRR PRATR “HBO™, "AGE" , “"B", "', "&
“,MGJ", “BHKF ", "GA", "DN", "KF ", "JG
ML*, MK, 4K, "HNI™, "R
bEes DATH 2,2,99,99,12,12,6,18,2
6,7.,8,66,2,8,6,7,13,99

| 009 pATH -2,2,2,-2,2,2,2,2,2,-2

ymBy 2,2, 8., 2,2,8,2,~2

B 2 )= "REFERENCE DIsC p |

PRINT "GRAKTH,

i ey (3

e

INT "RGAINST THE ELOODLINE EMPIR
E": PRINT “¥YDU ARE EJECTED IN TH
E SHUTTLE": PRINT “AND FOREVER L
05T IM SPACE"
6208 FOR O=16 TO -5 STEP -1 EBEE
P .85,0: HNEXT O: IMK 7: PRINT
PRINT FRINT "YOUR ADYEHTURE 1S
OVER" : PRINT “IF YOU WOULD LIKE
ANOTHER® : PRINT “GRAME THEM PRES
S tEeymNt Co TO 5205
6202 IMK v: G0 SUB 3525: GO SUEB
3326: GO SUB 3527: PRINT FRINT
: PRIMNT "YOUR ADYENTURE 1S OVER

e D e



SPECTRUM CONTINUED
14 ’_"_F-"F'IHI “IF YOU WOULD LT £ II_”,_“_I.[*| [_ " v_] ,TEB IF IHKEY®="pn OR IMNEEySS

L] THEN GO ToO
HER": PRINT "GAME THEH PRESS » 7035 PRINT ¥ Seve

7B95 GO TO roes

et o 2040 PRINT " BOBB IF FEEK 23580>c PEE
LD IF INKEYS="" THEM GO TO &2 u ‘;I 3S60<31 THEN 1“:1' a'_:«"l-l:EED
B85 : “ b SRR o 1 =
-?.jw b i, T y 2045 PRINT BOD7 CLS . INK 2: PRINT Ing
[HEHF. 1 .lljr l:_'_|1r=- i THEN CLs C " MOULD sou PLEASE EMSURE THRTS
E218 pRINT - oo @50 PRINT @ PRINT RINT & PRINT “YOUR SPECTRUM B
SR INT i PRINT 1Mk 6; FLask [llooss prINT * H THE": PRINT : PRINT »n»opal
u]' GUODBYE THEN": PRUSE 1@G: NE . i MODE"" BEFORE PLAY"
o o 7968 PRINT " 8810 PRINT : PRINT “CHANGE 70
(200 FAPER ©: BORDER ©: INK 2: ¢ | CAPITAL MODE NOW.": pRin: . 3
LS A0 e
e 7065 PRINT " T : PRINT : PR "PRESS el
7895 PRIMT AT Do = =] - MHEN, REFDS IHT FRESS A"
" s " ce1s .
718 PRINT 7a78 PRINT i INPUT G%

i i | 2917 IF G%="A" THEN o To el

7875 PRINT : PRINT @ PRINT ag| [591B GO TO 815

FE13 IFI'E'IH'[ . 5."By Keith Campbell. @ CcevG 1 8020 INK 2: LS - S
iy &, "PRESS | [P25@ PRINT AT 21,0;"vou Arc 0
yez0 J:-r«_]rn -ag@ PRIMT AT 21,7, IHK &) PRESS USING CAPITALg» PAUSE g::g '
2825 PRINT wopue TO PLAY" rheN G0 To 7e | [VT AT 21,0, E
i : 2aes IF IMKEY&="" 2 5 L 7
FAZHE PRINT :__Ig'?i IF 1 . ¢ RETURN

=

RUNS ON A BBC MODEL B.
CONVERTED BY STEVE WILLIS

The display of the BBC is far superior in the Teletext mode
(MODE 7) and of course the BBC has its very flexible sound
options. It is in these two areas where the BBC translation has
been enhanced, using a set pattern of colours for the displays
with ‘'meaningful{!) sounds.

Because space is tight on the BBC, especially when a large
number of string arrays are in use, [ have adopted a space
saving way of inserting coloured displays.

This does require some work and the method for a machine
with a 0.1 operating system is more complicated.

In order to use the listing provided, colour is not needed but
mods will be required in the DATA strings (lines 1520-1580).
Where I have shown words highlighted in yellow the words
should be omitted and 1 space inserted instead. To use colour
then the word must be replaced by its respective colour control
character instead of a space. Following is a list of colour control
character/keyboard equivalents:—

DIV RED ; %
EOR GREEN g
MOD YELLOW 3 C T ——at
OR BLUE 4 D ou traitor”, yelled Grakta, lashing out
ERROR MAGENTA 5 E -
LINE  CYAN R 1 BMODET S ——
B e o mwuEsl 1731 YCHRS
g?gp HJHI};I;EQ on g ﬁ | sEPRINTTREC B, 2 HCHRSC 131 C
as i it
| SPCflashingoff8 a1 -] 157 2 EORI%=3TO4: PRINTTABCE, 17 ,:EH
_".i“ o A i i - ;.o BT =
On the 1.0 or later operating systems these can be inserted . 1{1 yreHREC 141 WCHRESL 299 EEHF‘.E( ]E
using the shift+ a function key (where the function key number g it ¢ o THE VESPOZIAN
is the number in the 3rd column above). On 0.1 systems the 5 CHRES S0 % CHREC 255 JCHRSC 255 JCHR:
function keys must be programmed using commands such as CIDEHT ek Sl
"KEY1 !lA to give red; the remaining keys are as in the 4th & 255 2 HE® o 51 YCHRSL
column above, e.g. "KEY2 IIB for green. AAPRIMTTABC @, S YCHREC 13100
Please note however that, once typed in, listing these DATA FYTegs K
lines will display the keyword and not the colour. This is fine as Las ,: AFRINT* * TABC 42" Mr-itten b':'_’
long as you do not edit any part of the line. If you edit a DATA Ii"'lﬁ_': K 11 for"'’ FOR 1%=6T07:
line showing keywords then every keyword in that line must be eith Campbe . " AR S TER &
W : § e = MRS 141 2" COMF
replaced by the colour again, PRINTTHEC 7 JOHRSL vl RIMT’’'" EB
For the strings in the text colour control display lines. These WIDED GAMES": HEST : PE ——
can be inserted between the first ” and the first character of the n i e banslation by Sheve
string. The string will then be displayed in colour during listing eI .1. oo
as well as running. A spinoff is that the remainder of the listed lis BEEE S »LEBATHENPRGE=S1 268
line, after the end of the string, will also appear in colour to the Ea1FFAL gl :1:':_, =
end of the display line; this does not have any bearing on the ~HCHAIN" VESFU.
operation of the program. SEEHD
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|
"
-

. “OPIMLSC 145,01 19¢ 14, pc
14 3 ! F__I$[: 1’._"3 5 Prc g Aa $«.
POECd S, e gy

SEFORT *=8TO 1d: READ

' 14 5, D
180,050 18 2, HB%: 11

EEK 1% 3 Esr % L$C 155 L1sc
wUH 8 L S oy bt 2L T 2 LaT o )
¥ 18:READ 0%< 1% 3, g 1o | o ORI%=8TD
[ TF"_'Rlnnangl:lli . o lAad, Cke I:.—.":,HEH

: e PEH["“B$( I %5 e
W H?_4Qg4fawmﬁaTrmEy;IHHH@fF?EfT‘_
l “‘1'LT%ﬁﬂ:Jﬂxﬁ-l:vaaﬁ;rgygfguﬁ

o 5 PEX=508 . Cpw== . o
B FRAMED T ATE=" A THOUGHT 19
QBE;SFEm;N FOUR MIND" : §Tx=1 ; poes

5‘31-1'-.-'$:=--T|=|}:'[-,pr_1|__
k. UMl IFLOOEXAOPE
DEEEgﬁEHREMIHSEHIPEEFIETHGPEUHLL
SBMGE= " PORS TARORARE TP T
LMbﬂgwUREHSNESEULSSSﬁggﬁEE?NBUTB
égﬂng:gEEEUbUETHENLRE;"
L 8 = SHUDEYPOL CRARSBSPACA-
:éETQHBEEGWHHHEBEﬁEEIﬁgggggpﬁL%H;
| FOCLISP ILDODBUTAROS R, DO IR
16 QBIFPHHQ}ETHENQT;H
£ I?EﬁRT.fS AFRTS=STHENP Y 4 9= . e
| S j[;‘*:-_.rEl..-'::-EF'.'—-;J_'_' Q '-1::?.]9 = L 19" ;j:{""u i
B 1FP%C 7 5 90R P2t € ImoANDEY e
P JTHEH?:&F.‘»;:1EL:3|5:5;|:.-;.-=,3 ' bt =
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fPﬂ?tfiHG AROLIND IH'HH";LEFiglﬂil
CHC423, 14500 " HIGHLY SUSPICIOUS
! GRAKTA , BLOODL IME Spy
SHOOTS YOU 1" GoT01 730 |
1690CLE: SOUNDS, ~15, 6, 25 : PRINT + |
" GRAKTA ., BLOODLINE SPY , SHooT |
SIH“¥TF343" VOU FOR TRERCHERY AG
sk Iulgpsga:: THE BLOODLIME Eml
1?@@6Lé-§£dééﬁg 15. 6 ;

g, 10, 6,25 .
" GRAKTA vapnumxgaa';dquﬁﬁfﬁl i
(4> SUSPICION OF SPYING Byus s o |
RETRIEVING COMPUTERISED GRATH 1o |
" YOU PERISH . ., 1":GOTO1720
AT1OCLS : SOUNDB, —15, 6, 20 : PRINT"
GRAKTA MOTICES SUIT ROOM DOOR op |
EN. "' *TABCS " FINDS KEY OM vou @l
MO BLASTS »++w vou 3
D?H;EE FUNUS 1°:cotoizse o0

TOCLE: PRINT" CRAK ;
HUTTLE Efy Dumn"f?ﬁKTﬂ ggééCEgng
EUSP$ETS A PLOT AGRIMST" » "

HE BLOODLIME EMPIRE,
OU ARE EJECTED IJETEEP;ﬁE%TLE"’T

# AMD ARE LOST FOREVER IH

SPACE !!”:GDSUBESEEB:GQTDIFSG
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il
E
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oo |

P ORA=ER TOZ1 | PRIMTTAECE, »5

41 0" YOLE H[WEHTHFfHI.!i¥h
I'J-Hrjl%?'ritr*r ITHFIIT TRES 11 :—'HL;HH
n CAME" A% IFLER _F_.'!ul;.klza‘r.lé E

-|ﬁ-CLEHE.EUH ELS B

| 17amose 2 =" IMPOSSIBLE " GOTOS
.31?amm$aa;n“ [ OERHCT GO REE
TDE%;ﬁﬁfvvﬂ" ok GOTOSE
{%?Eikéigﬂn_ggfggﬁnua LISK BY )
Ti?nﬁﬁﬁfiﬁliuﬁfﬁﬁﬂLmaﬁuw

g IT " GOTOSE

CAREY TH

GOM* T SEE IT HERE

| 7oRRE. & p=" 1
v GOTOSEA

1 EERRDET
T

18 Luuam oyt

GET 1% R0
st [ OCAMCT - YWET ! A

1M HOT CARRY IHG IT

a=" YO MUST BE JORIMG

CE - HOTHIMG HAFFER

con ! | dﬁ B

5 il LJ|T|:§r "' LR CF.‘.”,;,. » H HI!‘:H_:
.64?5'” = CLANCES AT

RO QRS IF

TA" : GOTOZE

T ME A
EREE,

s O TS E
PLATTHL T L HUH P GOTOS L R
BHAGEL 2 3 o pRe e s
1'_”_ LJL l FJF-\'. IT.T i_l._"f,.“‘]F::: : ';i.l_:-’- ET " :
e ZOMETIME: ‘oGt " "4
il MO 38, A "’IEE'PULI:HErqi"'ra-
r;F ITHE:' 249 'HE‘*‘E' CO% I[JT-H:‘Ii o (D%
T-[HT ETA. ", TREC 17 2CT

n=.1¢;,~TE- " TRE

a7aPRINT " HEAREST BODY
Dl

-

18 REM VESPOZIAN AFFAIR - C&MG 1333
B REN RULhor F.Morris o |
| E?E %H HLar Conwersion Ifg 'Jlbmgl-uglgﬁn §

| 3 READ N1.,NZ,N3.N4 . NS, NE 020, 0268
ARG
ZOATA 1.2.3.4.5.6.65,96 o
n E':I:FPHIEE Mz F{F”Ié%n?ﬁ'ﬂ" gD‘CITII:;N_?lE:j Tis
ngUEaE%ZE‘E“‘D ‘Taati, Scientific" —
@7 "Officer aboard Lhe ElﬂDd]:Jﬁl_E’quw.l
hip  Uespazian, Your (private) mission
il is to blast the Bloodline Staroa ¥ O
45 7 " of": T “existence. ":T &7 Fz:uauleb]
[ |.[-'\ft1l"':T|-5|T,|-3r'|ttll:!l i‘Jre\E'EEIZ:“;rI . i
(= s | =) SP0 v ‘
iEIuI;I’IIIr:LEdt‘?._,Hl 17 17 L,UGood luck, D'Ta
aniv:? i Q= l } :
182,001 JHU$(48):HE$'-4B »
E?E’ﬂqgag'ﬁi*‘4§9"E§55g§39ﬁ§§§%§3””“9
,08( 415 ) ,NB$C 168 ),0
éT;'l EI!"I Liﬁ:l@).Sltﬂédf;M(L@.)abPi-%:ﬁE};
S e S LTt 5 Dt 128)
Rl ey 2o B3 =" “L$CNR =L $iL1%=
8 Le( ML =" "1L$( 4uu_)= JE FiL1e=
Eﬁ:glzu:%ﬁ&f.mnwu LL
S tastes ARG C OCCLOMEARE
=" TAKDROL 1 FL OOEXAOPEUNLL
%?HSHHIFFEKILSLE"=Q$=L$-DII'I PHSC LNE >
Bl P-G!:“E'IQFSTFF!:F_EF[LP DOHOUTEUNSHUNORER
SHESBULDOOCRAVES .
62 HD$="FPSFAUDOBTHNEHLRCU
B3 m—":mmm%ﬁw
ANICEASHA 1| APH8 2ER4KEYROCD L DOOEUTARD

| C 1€ NBSCPyI S, T
BC1g 3w BLUUDLIML STARGATE »
188BFRINT v g bl

PICAROTH » + 1 iHDEFTHf ; ?F s
1QEETHEHFFIHTTHEf. -"rmmrFaHrtff
“ELJEFFIHTTHE=1.J"HPEFHTIHL” "

1 B90S0UMD | “15, 1,60 PRy
STRIMGS: 35 "TREBE S 40
OMTROL FEPDRTIHE "TT
UNTIL TIME: 1gag . o

V=2 THENFRT 1T

TH

H

(T

TIIH} -
L_U REFERT

G SCREEN
T,-,,- K FDRI

Ir"$ ”IDEI‘ '.c$'
I‘ . '1. I|$.J

TOLENC 58 yaTep g
IX.1 EHr TH I ITH

HEXT "RETURN

3 Bttt Wle
= .Ji,HF'-‘$' lJl ACHE S 1
HT  RETURY

134877 ME =3 . REF
a

‘PR INTTARE: &,
.GI-HTﬁ MHEXT : rﬁ;

EAT UNTIL TIME >7p
AIOFOR] %=
Er T RETURH

.I..-‘b“F'F‘IHTTHB' FIY THE ppL ey
= T r‘ Fos sl
OFEM ARE TH-I"'F“E“- THE" -:, 3" LFJ‘IHFT:JEEIE;U
"DTAAM- H‘H[- "MACHE} "TRE 3 un
FES=ak WHICH HHE" ; : fRgen v
i IHFU
"15 IF_L..EF I$' HH$ l J:”Er" T'{FP‘F,"*-'-I:}F"
L .JEIFLEI‘ T$f' HH$ 1 |--””“

poiel. llbalin, THEHFH»":“].F
“.,L1E1GEJ‘I”ELFIPE1 l1.8,5 3

1,8,-1,8z SRE-Ta T
i E et 'iDﬁ

H[.il 1.1,200. ':EIUH[I

L..J_-TUI"‘-' TEF-~1 BN &

1a B2 NEXT | RE ETURH

BTOLa: oL e GOsUEy G - 1y

HUNS ON AN ATAFII 400/800. CONVERTED BY SIMON GOODWIN

SCRBUNSHE *
B2, FOR I=NL TO 1S:READ S1s:Le¢ 1532-31, ¢
32 =S1$:READ S14; SLISC I%32-31, 1305014

e hERD S1$:E$( IXN4—H3, 1XN4 =5 1$: RERD S
$:D$C 1487, 148 =51 $: Nort 1]

02 FOR I=NI T 19:READ S1$:08( 1x20-21, 1%
22 =1s:ReRD A:PC TN S Ry A2 CC TN >
72 FOR I=N

1 T0 1Z2:READ 51*»1‘&‘(1*14“13:1
¢14 =S1$IMNERT
S PM=M1 Jﬂ:—Hl :CY=143: PF=5p8: CO=N
2 %EHHT’(EE)'RTF"Q FRAMED ]

IS
IHEI;_'ST=H1 PI=999: SF=H1
BEI DATA IN THE CREW'S QUARTERS,LINED WIT
H BUNKS,DSB, ?Xl*l‘th THE RE LAB.
BY.BLUE BUTTON BY (LOSED Mﬂﬂm

51 DﬁTHPFB*E*E:IHTI*ESHﬂ'ﬂ_EB:WH_U
E BUTTON ON WALL,P,1%, IN A SHUTTLELHITH
~THINK CONTROL- BUTT

TTON,0.2%
DATA OUTSIDE THE

HULL , THE VESPOZIR
HoU. 2%, IN THE CAPTAIN'S CRABIN, ,OC
N THE NAUTGATION AND.COMPUTE

52 DRTA FiFLP.l*?ZtIBS:k
EXEE.0N YUSES FAR

A PURPLE SKY,TE,
S*13.AT UESPOZIAN'S FUEL CORE
24 DATA I CAN FEEL HEAT,S, 185%, IN A META

iy 2PNGHEY HITH R,D00R.PD,326%1511, IN & 0
UIT RGO, P, 16, 110 SECRET CONTROL RO

55 DATA WITH DUPLICATE CONTROL .0, 18,00 ¥
USES FAR !.HIER FN INDIGD SKY,.NEH,13138%,
INTW BUNK — T HAS CLEAN

86 DATA SI-EETS & LARGE PILLOW,U.a%,
SHUTTLE ,2.-2 . STRANGE DEVICE., |

PLDD

AUTCO-

IJ)

1993 L .99.—2;ﬂSBEST 85




F e

2918 IF PCNS 3PN AND
ATARI CONTINUE . ¥ >55 P{NS{>88 AND P(H5 |
R0 PSS Tl PO B0 B |

44

57 DATA 11.2.SPACE SUIT,11,2.METAL CONTR

INER,S#2,4F
B5,1.2.CAP'N BEZEL ,5.—2

MACHEN
%?,1.- FOTaK G827 .2.DISK 983.5,2,015K 08
4

LGEN.GREATER
%S.'\‘USES FAR,AID YUSES.YUSES

% DATA WSES
1 o
3} :POKE 752.M:POKE 82,M4:6070 1
1600 IF 51956,56=" " THEN S6=S6-N1:S1%
=51$(N1,56 »:60T0 1068

1516 RETURN

1188 _SH=LNB: S1$=NB$( SEZXLNBHN1 . SE2XLNDH.
MEt 1 GOSUE 16881 RETURN

L

UEL CYL IMDER.9.,2, INSULATED TON
IMJGJ"E

DAT +72—2,DI5K 985.,66,2,D1SK @
',E-KE‘r';iz;E,ELCHIhB ROCK .99.-2

DETR FUMUS,LITTLE FUMNUS,.GYRATES .ROTH.

BILGEN.OUTER FLHI'EEF;F'!FFR FU

pPress any key ":GET #N1,J:7 *
G

00 %< 2R 028 ="COMPUTER & VIDEQ GAFES
2 (@%< 97, 1268 ="HELCOMES YOU TO THE":0%(12
3,168 ="SEVENTH EFPIRE"

1’% IF PN=NS AND PL=9 THEN RT=NS5:60TO 1

1818 IF PN{>NS THEN RT=M

1988 SF=N:IF P(7)>=9 OR (P(NE)>=S AND C(NE
22M2) THEN SF=N1

@@ IF PU=N3 AND P(N2)=99 THEN PC(N2)=N4
2108 IF PN=NZ AND CONI=—H4 AND CON X D

THEN GOSUB 19688:60T0D 225608

’fﬁ@@ IF CCNEI=N3 AND P(NE)>=9 THEN C(N6 =
o : PF=PF +20@8: 2% 97, 128 ="NEH FUEL LORDE

ZZa@ CT=CT+N1:IF ST{ON1 THEN 2408
2318 JE=JE+N1:IF JE<X2S THEN 2400
2320 JE=JE-25:PU=PU+JA:? "3

237@ IF PU=CD THEN ST=N2:PF=PF-1@@:7 *“LE
SPOZIAN ORBITING ® ;NB$( PUXLNE+N1 .PUXLHB+
LHE > GOTO 2398
2343 7 "UESPOZIAN PASSING *;NB$C PUXLNB+N
1 ,PLXLNE+LNE
2399 GOSUB 1598
2458 IF RT=NS THEM PY{9)=99:P(18)>=N6:60TD

2506
amg IF PH=HS AND RT=N THEN P(9)=NS5:P(18
=
SSom IF CT3208 THEN CT=N1:CY=CY+N1
2608 IF CO=PU THEN ST=N2
2709 OD$="BEARING ON":IF ST=N2 THEN 0D$=
"ORBITING"
2268 IF PH=9 AND CON4 X N4 THEN 22198
2008 1F PU=N2 AND PN=N4 AND P(12)=89 THE
pli i 3 ¥=88: PI1=CY: 2%
2998 IF P(M2 =13 THEN P(N2)=88: :
57,128 ="POLYPS UANISH INTO THE ROCKS®
7199 IF CY PI+19 THEN P(18)=13:PI=CY
2298 IF PCML=PN AND (PN=88 OR PH=13> AN
B P18 13 OR PCNBX »13) THEN 3228
e GDT%?E%F TCH STARTS MOTOR. DR
3220 @8C 97,128 )="SHI 3
%%'zusuzs,mm:-ams aND SPRAYS DUS
2368 IF PC18)=13 AND P(N1>=13 AND P(NB)=
12 AND CONE =NZ THEN 3326
3318 GOTO 3488 i
3329 PC 19 )=091 05 NEXLO+N1 ANEXLOH 0 )="
L EONTAINER® 2 CCNE X=H3: Q$( 97 , 128 ="SHI TCH
STARTS MOTOR. DRILL®
%ﬁgngﬁ 129, 160 ="ENGAGES AND FILLS CONT
2400 IF PC17)=55 THEM CCN3)=N3
580 IF CON4INZ AND (PN=N1 OR PN=NE OR
BN=7 UR PM=18> THEN 16=I6+M1:60TO 3608
7518 I16=N

HEN @$(33,64 ="EVER GET s

e F P18 =PN T F | 7 =N

¥353 AND PCN4 X OPN %H#

3990 0$( 33,64 ="STRANGE
3 FEELING. .. "

4108 IF CONZX=N2 AND PC17 X 55 AND P17
766 AND PC173<>39 THEN 4128 :
31;}3 GOTO 436

28_PC17 =851 @4 33,64 )="STRANGE. SOMETH
ﬁgﬁwaﬁng MISSING™: Ce 17 iy g
43 C18)=N1 AND PN=N1 AND Ki=14 THE

4480 IF é»h”-ﬁ'é’“’"’ Ph=H
- PN=NE OR PN=7 DR PN=18
2 g OR
THEN PX100=68: IF INTCRNDCN YENG v
4500 IF PC17)=55 AND PN<>11 AND PNCS 10 A

ND CCI70>N2 THEN GOSUB 19886:60T0 23188

4788 IF CCNI=N3 AND
EN 6OSUE 19080 6070 oavan! AND PNON2 TH

4808 EX$="":FOR I=N1 T

: 0 LE:S6=PNXLE
4966 Nisa +1
1998 LE E#CS6.S6)="P" THEN EX$CLENCEXS >+
SB00 IF E$( 56,56 ="
R rong paak a0+ S8="5" THEN EX$CLENCEXS »+

3188 IF E#cs = T
M1 :-=-Fc.r.:~;_-,f°§ S62="F" THEN EX$<LEMKEX$ >+

526@ E 5 E Tl ] 32
R e pEToH 96,56 ="A" THEN EX$CLEMCEXS >+

1798, IE ESCSB,SE)="U" THEN EX$CLENCEXS >
N1 22, BF, E$ 35,56 )="0" THEN EX$CLENCEXS
1728, IF E$(S6.56)="0" THEN EX$CLENEXS>
e

. BLE: “:FOR I=N T0 18

IF PCI =N :
S5=L03 5070 508 TRLOWN1 , [XLO+.0 ¢

5718 GOTO 6889

IF I:lai( + —
=OS$CNI L5631 6070 ‘Sao  |TEN SB=S6-1:08s

SBLE IF LENCS1$ MLENC 0S$ sesa
X29 THEN

SE28 IF
;;B".:m%ms”xaz THEN S1$CLENCS]$ »+1
$C 11
g CLIALL AN, TTRULHL 2=S182 TT=TToN1:

B S15CLENCS18 1M1 Y=0S$: S1$¢ LENK
1= FUSCTIRLLANT » 1 THLL SLL i S1$
5000 NEAT 1351$=LeCPNKLL+NLPNELLHL )
5001 BE-LENKUS )1 IF S6<268 THEN Us< Seani)
€002 IF SISCLENCSI$)=" * THEN Cieseie
sLENCS13 -1 2 50T0 5082 f
saes@):_? 31 AM "3S18:7 L1$CPNALL+N1,PNLL
6810 IF LENCEX$)>N THEN ? "EXITS: *;Exs:
160 IF US$C18,18%>% * THEN 7
6268 FOR I=N1 TO &: IF USCTXLL+i o b Lr32)
2 55P$ THEN 7 US$( T4 Y B gt
g YLL+NL, TR HL

? 1 IF L .

&y RA$<>** THEN 7 *———>v0U SAID
5500 FOR_I=N1 TO NS:IF Q8
LY >SP$ THEN 7 G$( 13 FALLNL I3 L
3OS THEN 7 QS TALLANLL THLLaLL S
5788 USCNL J=* *:U$( 2895 =:

e TUS(288)=" 3 USCNR =87
=PN:Q$CNL =" ":$(LQ)=" *3
m:m:.“: k.= e ] —‘:.-._' -WE):
;;;:}mpurng: AZ$="": U3§=% "1 Qqg== 51 Eug

IF LENCAS$ XN3 THEN 19408
631 ﬁmm,uz)
: $= [l
7018 IF A2$="HAI* TrEN o
7820 IF AZ$="QUI" THEN 9688

7208 MEXT I:

2 bt
555 AND PCN4 X >11 AND PCN4 X686

7218 AL$=A%CNL . N1 2 AZS=ARHNL >

B OIS



Sisomy 15608

HHaT IS g =«
FELENCS1$ yapyy meSilEeLE

8568, 95908, | g
>181688, 15
28662}

- 12660, 1

9908 UF(Q2H,028 ="1 AN CARRYING: ":IF IN
=H THEN 0%{57,128 ="NOTHING":60T0 1388

%SIIEIIS\FHE=51$="I A CARRYING: ":FOR I=H

Jaa IF PC1=55 THEN 9858

918 NEXT 1:SG=LENC@$):IF S6<LO THEN <
SEHNL =" VIRSCLEI=" 08 SEHN2 =04 SEH1
928 GOTO 1399

9850 S$=08¢ 13 0+N1 , THL0H.0):S6=10

6A IF 0S$CS6,S6)=" * THEN SB=GG-N1:0S$
=SS N1 .56 0:60TOD Sa68

978 IF LENCS1$ H+LENCOS$ <29 THEN 9166

3358 IF LEN(S1$ {32 THEN S1$(LENC S1$ 41
=" ":60TO Sasa

36359 G JHLLHNT L H L =S1$:J=J+MN1: IF J

=NE THEN I=1B:51%="":G60T0 9Al@

9835 S1$="":60TD @70

9108 S1$(LENCS1$ A1 =0S$: S14(LENCS1$ >+N
L= R

%J=“. te L.l HI =51%:60T0 981
K

3328 CT=CT+15:IF ST=N1 THEN JE=JE+15
Sdoa GOTO 19608

688 GHE(E2A,02E ="ALHAYS LOOK AROUND AND
"iOEC97, 128 ="EXANINE THINGS. TRY HORDS®
P08 129,158 ="LIKE INSERT., LIFT, HAIT...

JE1E G0TO 1568
3308 IF K2{>28 OR PH 14 THEN 19498
9818 420,028 ="NOTHING! ":FOR I=N TO 1

8: IF PCI =66 THEN P(I1)=14:0%( 220,028 )="1
T HAS STILL THERE!'"

3968 MEXT 1:60T0 196G
18188 IF K2{>Z3 THEN 10486

18118 IF PN=7 THEN 08 020,028 )>="1 SEE Bl
H%TWQEEHWS?AEBF'-THIM CONTROL -

18128 IF FPHN=18 BND E$( 43,43 =" " ES
(343.43 UL O Q2A, 028 ="H0H! ":60TO 1614
¥

lai3e 50TO 16266
18148 S1$=1 14 180K L +N1, 1681 H 1 »:56=32

181568 IF SIS$(LENCS1$)>=" " THEN S6=S&5—N1
519=518(N1,S6>:60TD 19158

lalel S1$CLENCS1$ 4N =" AND HIDDEN BULK
L1#C 1okl Hil 1881 H | >=S1$:60T0 18

IF PN=3 AND E$(37,38)>="S " THEM E$
C 38,38 ="C": P(N3 =9: 0% Q21,028 ="AHA| ": 6

18218 IF PH=N6 THEN G$(22R.028 )="COURSE
DATA ON SCREEN®":60TO 1866

18306 IF PNKNZ2 THEM 10408

18318 IF CONI=—NI THEN O$(97.,128 ="INNER
DOOR_ OPEN":2$( 129,168 )>="0UTER DOOR CLOS
ED":GOTO 15680

18329 IF CCN)=—H4 THEN Q$(97.128)="INNER
DOOR CLOSED® : @< 129, 168 ="0UTER DOOR OF
EN":GOTO 19608

16488 IF K2=19 THEN 19768

18418 [F K2<>N1 THEN 18568

1%32& IF PCNL »{>55 AND P{(M1 PN THEN 19
18438 05328, ="IT HAS HOLLOW CYLINDR
ICHL &m‘:%‘a?;iﬁk'ﬂﬂ SENSITIVE P
RESSURE SHITCH":50TD 1884

16506 IF (PN=N1 OR PH=NZ) AMD K2=22 THEN
T@iﬁgﬂﬁg;ﬁi‘ﬂh'SIfﬂ —AIRLOCK CONTROL-":60
0

19688 IF K2{17 AND K2>11 THEM IF PCK2X>
oo THEN z&168

18618 IF K2{17 AND_K2>11 THEM ON K2-11 6
OTO 1116é.,11266,113686,11460,11568

18788 IF K2=20 AND PN=14 THEN Q$(97.,128)
="LOOKS STRANGELY LUMPY...":60TO 19666

1508 IF K2=24 AND PN=N6 THEN 209798
18966 (557,128 ="NOTHING SPECIAL":60T0

éééaﬁ G5 B2A,028 ="LABEL. —YUSES-":60T0 1
%SE@G i 62A, 028 )="LABEL —POLYPS-":50T0
b

L1386 0¥ 02A,026 )="LABEL —FUNUS—":60TO 1

DD




CT »*:SB2=N4:60SUE 110@:7 S1%; " =
ATARI CONTINUED o L ;

: 1198:7 S1$

605UB 11 ; .
- e e ok, ~ tleﬁTEﬁ?ﬁg%%
" il =D iT = - B
<< I-il.mg [16¢ (2R 028 J="LABEL ~CONFIDENTIAL-" 13816 GOTO 14308 i
:GOTO 1688 . . L3308 7 "~CAPTRIN'S LOG-":7 *
L1539 GE Q2R .E2E ="LABEL —BLODDLINE-":60 %ﬁuﬁéﬁ BLOODLTHE™ £ 7 .STWS%EFR%FB T0
TO 1888 S AL L
11798 IF K2<>21 THEN 13488 13318 7 "NISSION ACCOMPLISHED — D .
11718 IF PN<>10 THEN 19988 o7 [EAPERIMENTS CONFIRM s SR
11728 IF OC17)=N2 THEN 2$(32R,828="L0CK =i ¥ BLODOLINE WILL®
ED!*160T0 . 1600 " o900 T TBENEFITI": 7 "6LAD TO GET SHOT 0
11770 IF £17 )=Nd THEN O%{Q2A,028="ALRE LOODL THE S CREH! SUSPECT GRAKTA IS*":? “B
ACY OPEN!":GOTO 1566 13336 = §rF“r' MACHEN., "
11748 IF P(73=10 THEN 22000 e CrenrE TIRITHEN LIZORD GIUES ME=:7
11508 E-:i?)—-#H:ﬂIi—;gléfé43,43):‘ " THEN E$¢ DMLY PILDT"h&%Tu'-}EgETﬁI%%ﬂ “HIM -
43,43>="R": 60T : Hbyed
11618 E$(44,44)="R":60T0 19680 i REED INBE T2 Cron ot on CRENICAL EMP]
2@ IF K2{»21 THEN 195480 SY:iF SEROM mmﬂms -‘IJ_ SUPPLIE
1za1@ IF PN<>18 THEN 19988 14208 7 “OM WHICH INTERSTELLAR TRAOUEL":7
12626 IF COL17)0N2 THEN 29308 DEPENDS. ":7 *STARGATE IN FUNUS SYSTER®
12038 1IF PC17 X055 THEN 200688 14218 7 “CAN SUMMON CRUISERS TO":7 *QUEL
12049 017 )=N3:60TO 19688 LS — '
12208 IF K2<>21 THEN 19488 14 © 1T PRESS ANY KEY TO CONTINUE. ..
12218 IF PN<>18 THEN 19988 — hﬁ_ﬁﬁigﬂ}%ﬂlﬁ'h'm REPOE T
1;226 IF C<172<>3m OR PCL7 X050 11:% IF K2<>22 THEN 1
L2238 CC 17 =N2:60T0 19608 588 IF PN=7 THEN IF PC18)=7 THEN 22068
12488 IF K2¢>21 THEN 19480 LI LE PN-7 THEN (8020, 028 »="MACHEN,
12410 IF PN<>18 THEN 19988 v oD, PILOT®: G897, 128 >="RESTRAING
2428 IF CC17 N4 THEN 20800 = e
11313@ £ 17 /=N3:E$( 44,44 =" ":60T0 19660 112?193 }E mﬁfdmmﬂi e
17680 IF K2<{>N4 AND K2<ONS THEN 19408 14728 0SUB 15868 =eae
s IF Cie ﬁgﬂﬁaﬁﬁ QZE F="HHAT 14508 ¢ "HEHDING. CRYOSEN. LASER OR END"
l'f.%rlf 1""F1H4HEFRH~B THEN?:60T0 1;? - gﬁﬁ%}, #N1.5S6: Z$=CHR$(SE )1 IF Z$="H" T
2630 < THEN S1$="HERRING ": > iz
ﬁfﬁﬁ%ﬁsﬂm%ccm>thmm>m 111915 IF Z$="C* THEN 15608
7 >: 0L (2R, 028 =51$: GOTO 180 928 IF Z$="L* THEN 15080
L2640 0O Nd =K23 D% K2KL0+L0-N6 ,KZXL0H 0 )= 14338 IF Z$="E* THEN 19608
U WORM " GOTO 19668 OR CCHe ii‘?"!.g S'agg 14366
Lzawd IF (K2<oN4 AND K2<ONS> =Nz 15108 J=59:G0SUB_186808:7 “CURRENTLY *;
THEN 28266 p ﬁé-—%[bﬁmwl*me? il
L2518 O N s=N2: 0$CK2EL0H0-6,K2XL0H 0= HESTINATION® ;
vrEOTO 13688 13118 INPUT AA$: IF LEN RS )>=N THEN 15118
LZoga IF K2=19 THEN 13700 53{2'2 IF LENCARS XLHE THEN AR$CLENCARS »+
13916 IF K2412 OR K2>16 ;I,-EEH 19406 e F-SHDEHI%E?l .
L3@28 IF PK2){>55 THEN zele8 1513 I :IF PAS=NBS$C )
13038 _IF PN NE THEN @$E5,96 ="NO0 COMFU {f‘léHBwHE » THEN J=1 *LNB+H1
TER T THKE 1T1°:60TO 1898 - o BT JE J=39 THEN 2 :7 pas;= NOT
131@@ IF FC18=N6 AND K2>11 AND K2<17 TH Tarig TOHSE":FOR I=N TO 10@:NEXT 1:60T0
BN bUSUE 19986:50T0 23608 . (5300 IF i
12208 7 "3":S1$=08( K2ELO+N1 KZXL0+L00: 56 2 J=LD THEN 14708
=L0: GOSUB- 1088 e g 11§4£ grmllé; JOPU THEN JR=H1
(3228 7 S1$:" SPINS IN ITS DRIVE...": =y =MN1:JE=N:CO=J:PF=PF—10@:7 :7 =
N TO ?éé:mﬁ? 157 "3" URSE CORRECTION APPLIED" TR Tl
12238 O K2-11 BOTO 13308,13568.13708,13 ifgi@}?g_gﬁgm: -;%WI,P
e T USES SYSTEM-*:7 "STAR SYSTEM | Z00STE 139663 IF PFCNL THEN 22208 H
ADJACENT®: 7 “TO FUNUS. HAS 3 PLANETS® 15426 GOTO 14766
13719 SG2=19:605U8 11098 i t:?g@“%&aaa&:? ig = CONTRO
1Z72@ 7 S1%$:" - BALL OF FIRE":SG2=9:605U = SHOH T _TO FREEZE CREH — 16 PR-CY*:
B lloa e ANY CLONE-VERRS FREEZE® ;
13339 7 Si$:;" - INHABITED BY MINING®:7 m_l_g TRAP 15616 INPUT S6: TRAF 40006
" COLONY, NO FINDS" SI0e2 IF SEX18PF THEN 7 "FUEL DEFICIENC
3490 SH2=5:GOSUB 1198:7 S1$:* - REMOTE  ong Pl TERLOCK OUERRIDE®:60TO 19266
DEAD PLANET®:60TO 14308 A m-‘%:?ﬁ?f%:? “STAND Ev*:
13598 7 "—POLYPS-":7 “FREQUENT %g RN, R 138ea: Ph=14: 08( 42A, 028
MILLIONS":7 AROUND ENERGY-RICH 15606 GOSUE 16800: 7 “LASER CONTROL":7
13519 7 "REGENERATE EVERY 28 YEORS.":7 * : e TRRGE] ===pn;
HCTIOE POLYPS Ered TURN DERD=:7 "PLANET I 12301 INPUT PRSI IF LEMCAAS>=N THEN 15961
NTU GREENHOUSE-EFFECT® " ——— = vz Ii’f &Hﬁgiﬁmm THEN 165108
526 7 "PLANET, RICH IN STELLAR J 295 IF LEN LNE THEM Rfsc . -
13920FTER 20 VEARS. .. "160T0 14308 o 2o e0To 1595 HER RS 2
T7@@ 7 "—FUNUS SYSTEM-":7 “"STAR H c = =33:FOR I=N TO 11:IF :
LTl L W15 "IN DRDER FROM FUNUS:-":SB2= » TELNB+LNE SRS THEN =17 [ g1 LA-NBNI
M1:GOSUE 1168 § &0 113355 ?EAE I
(3710 7 S51%:" — (FIOLTEN ROCK)":SG2=H2:E =4 J=95 THEN 7 5
'111392%8511{;8“8\ — (UNINHABITED»":5 L?-ELESJSLE 189a@: GOTO ?gfau MOT ON DATRBA
52=n3t G0 . 5189 7 “TARGETED ON *:PAs:F
- 13720 7 51%;" - ( GREENHOUSE—EFFE OR I=N TO 28

et e g T




?J'?‘-EIZITEI 1
6118 IF J=PU OR (RAS="STARGATE" AND PY=

| N2) THEN 163@@
{6129 7 AR OUT OF F‘:FH'EE'
16208 7 “COMPUTER OUERRIDE":GOTO 19206
16398 GOSUB 19988:FOR I=N _TO 18:NEXT I:1
F AA$< >"STARGATE" THEN z2Z23@@
16320 GOTO 22488
1ES@8 IF PhN=N1 THEM 17708
|EEB@ IF Ph=N2 THEN 17708
16618 IF PMNKONS THEN 19966
IEF.EEEEJ.E.ISUB 18898: 7 “THINK 'DESTIMATION'
I 'lli
16785 INPUT AAS$: [F LENCAAS =N THEN 16785
16718 IF AR${>"VESPOZIAN" THEN 16860
6768 IF P(N)=N2 THEN 7 "SHUTTLE AT UESP
OZIAN": hﬂTﬂ 191@a
ie77a 7 "IN FLIGHT UESPOZIAN®: 605UB 1898
B 7 II[H(II"E TGOSUB 18999 PON X=N2: D$(N3X
L0+ ,N3XLD+L D )="2%":60TD 1588
16688 IF ARS(N1.N1="E" THEN 19666
16999 I[F LENCAR$ >{LNB THEN RASCLENCARS >+
Ni=" ":60TO 1696@
15313 J=99:FOR I=N TO 11:IF AAS=NBS( KN
Btil, JELNEB+LNE > THEN J=7
\7ae8 NEXT L[:IF J=99 TnEM 7 FIFH-" NOT ON
DATABASE " : GOSUE  1&8906: ECITEI 15ea
L7108 IF J<»PV THEM 7 AR$:" OUT OF RANGE
:GOSUE 189@8:60TO 18686
Lrzee IF ST=M1 THEM 7 "UESPOZIAN MOT IN
"iAAs; ORBIT:60TO 19108

17309 IF J<>3 THEN 7 "CONDITIONS DN _*:BR
§:7 "NOT SUITABLE FOR SHUTTLE":? TLANDIN
FUtB0TO 19188

, if‘hdﬁ IF CONDCO—N4 THEW 7 "SHUTTLE
O0RS CLOSED®:60SUB 189@0:G60TO 19108

17508 7 "HERDING - * ;AR$:60SUB 15910:7 *
LARDED ON ™ 248 PCN X8° D$¢ NSXL D41 - NZHLD
D=5k GOSUB 18919:60T0 1898
{7708 IF FPNCONI THEN 17800
285 IF CCNO=—N2 THEN CCNI=—HN3:L1$(LL+N

LIl "Bl UE BUTTON BY OPEN BULKHEAD
M S LEYNL,LEFLE »="PFL":60T0 19660
17718 IF CONX=—NZ THEN CONI=—hZ:L1$CLL4N

15(ivt L o="BL0E BUTTON BY CLOSED BULKHEAD

BIEEC LE+N1 LE+LE ="PF":60TO 19606
17508 IF PM=NZ2 AND CCNO=-N3 THEN CCN)=—H
4 ESCNERLEAN] SNEHLELLE y="0T " D$C NSXLD+N1
LD =4 xsk=: 60TO 17350
17618 GOTO 17960

17558 08¢ 37,128 ="TNNER DOOR CLOSES™:@$(C
i 125,166 )= GUTER DOOR OPENS®*GOTO 19606
17300 IF PN=N2 AND CCN)X=—N4 THEN CCN)=—N
S ESCNZRLEAN] NEELE 3=~ TP D$C NZKLIMN1 N3

LD = 3k1E 150D 17350

17918 GOTO 1996@
15350 0% 37,128 ="0UTER DOOR CLOSES":
155,166 = TINER DOOR OPENS®:60TO 19608
15208 G4 G20,228 ="T00 RISKY!*:60T0 1968
{6400 @+ 02A,G26 )="1'N NOT TIRED!*:60T0

188&6 J=MIFOR I=N1 TO LEMK2%) STEFP LEKY
SEEKLI; Ye=x$( I, I+LENC Y N1 > THEN J=121=L
.

{8616 MEXT I:RETURN
18806 7 “I“;AT$:7 :RETURN

18998 7 :7 "press anyg keu":GET #M1.563:R
ETURH

185918 FOR SG6=1 TO 188:NEXT SG6:RETURN
198988 FOR I=N TO 258 STEP HS:POKE 718.1:
SOUND M.I,8,15:NEXT I:SOUND NsNsN-N:POKE
viB,148:7 "I :RETURM

191@@ 7 "% OPERATION ABORTED %":50SU8 18
996 GOTO 15B6

la28@ 7 "% OPERATION ABORTED x“:GOSUB 18
Sha: GOTO 14786

19488 OF( QZ2A 028 ="IMPOSSIBLE ! ":60TD 188

L2

15508 S1$="1 CAN'T G0 ":S1$(LEMNCS1$ N1 D
=32$: 0% (2R, 028 =51$: 60T0 1868

13608 0% 02A.828 ="0K":60TO 1560

19700 0$( Gi2A, 628 ="REFERENCE DISK BY ITS
HLMBER" : GOTO 1888

13388 GF( u
70 BTG S0s82B ="1'N ALREADY CARRVING

ég_gigalaug:,hm,%r“l DON'T SEE IT HERE™:
I:EESEI RECR2RLE2B ="1 CAN'T - YET!":50TD
_.lgrj%ig ngzﬂd +HZE="1'1 NOT CARRYING ITi=
;E_T?Saalggéuzmmar YOU TMUST BE JOKING!*:
ZB308 O$CH2A, 028 )="0K — MNOTHING HAPPENS®

:GOTO {56@
ca4ia6 G'-#(G!thE‘EEIF"Lﬂ? N HINKS TO ME

a@&ﬁﬁr;lEB)‘ GLHNCES AT SRH(TFI'“‘GIJTEI%
2O598 G NZAL028 =" HUH?*:60TO 1908

20794 7 "iN:7 ow . .
H'IE'"'"T:'? "? CLOME YEQR: iCY; ZONET
28718 7 nij .

N1 COM MBS LRI ZIAN " 70085 * ;MBS Co g
28728 IF t.T=H1 TF-EH 2

T+HAES( LO-PUOK2S-JE ETA: ;¢

20z “NERREST -
UVRLMBALNE 3 TF PU=No T THEN ”B“Pvnm%,p

STHRBATE "
SHORIE BLOGOL THE
cee 7 FUEL:

Hm FERHTIUEU'}SEIGQTUE

BIE r el 1}
21008 7 15 E””T“"E
7 .

REF‘E:RTINE"
) s Pres
2181@ GET #N1,1: mmigemaakw

SO0 U AGRAKTR
7 VCIUHITHHIS m“ﬁsﬁ‘-‘wmﬁ

» L4 T"E -
_;_L,g*ﬂ INE is.pﬂé?fswm%”é o0 T
w ‘? |r
SPOCTnn 12 00 CLOSE PROXINITY*:7 =
4 RI a: THE UE
blﬂ'ﬁ; BOTO 53*@ HPART®:7 *By THe
TE 157 stetniwescer, THE BLOODLINE STrmen

IN YOUR*: 7 -nrss%a %Iﬂﬁ"
22588 7 “IINMER El.n:‘,-
o7, DOOR CLOSES*:? *gIR
u II. g m mE—I. [} gﬂz
SUIT "YOU PERISH, fND m?nmm-
22680 7 ' IPRESSURE
T SHITCH OPERATES

TIF .c' % ImIEED#EmTI-EHIH zzasaES m
h.::esa 2, ""0U DRIFT SPACE
£50 OFF_ INTO *:7 =
Jom ISH WHEN YOUR": 7 “OXYSEN. RUNS ouT !
nm:"-sc-m 3306
22300 7 ML K ING me
'ﬁﬂ?ﬂiﬁhﬁ" JALOH0:7 *HIgH i ﬁaﬁﬁga‘a’f

. . INE SPY, SHOOTS
22900 7 " GRAKTR SHOOTS
22508 7 : &Lmu_nc SPY, .
DOOLINE EI’FIRE""E‘I:ITD zzaa'b'sr T
ﬁip“n:EIﬁN 5 BY"1t CRETaEni? v
23Ele 7 '”r’IJU PERISH "3
e RISH.... *:60T0 23309
2316 m'rrmns @ncss SUIT ROOM DooR®

GPEN, ON N YOU_AND*: 7 Bu_nsr

22416 GOTO 233pa

22518 ? “INTD R -E:ITD -

22616 GOTG 2258

Z27HE T vy

PRESSUR 15T o oL APART MITH THE*:? spg
22816 GOTO 23366 TS Youyi=
HJTEEIS:DOEQ%?IW BY=1 7 SRETRIEG con
S_YO0U TORARDS FUNUS* : 5aTg = oho"

‘6533 L SGRAKTA NOTICES SHUTTLE Bay":7
:‘_"'IB T8 ¥ .IF.LDT 'ml"ﬁ
Es 2om

d BRE EJEC el
ILE MO FOREUER Lg5T+: 50x 1N %Fmg{,.ﬁ*l"
S OUER":7 »

NOTHER SaiiE=» ROUENTURE I
HEn RUNTET"GET #NI,1:IF uﬁ.ﬂn:...,,.. 1'3




Presentationont

Giving your Dragon games a profes-
sional lock are two of Salamander
Software's top programmers.

Writing under the obscure title of
Nat and Franklin are Peter Neale
and one of Salamander’s other prog-
rammers who wishes to remain
anONymous.

Peter Neale is Texas-born and has
been involved in computing since
high school in the States, where he
learnt most of skills by playing Star
Trek on a remote teletype link to the
University of Texas computer.

He arrived in England in 1974 to
attend the University of Sussex and
then spent four years as an IBM
mainframe programmer, two years
as an accounts programmer and two
as a system programmer.

Finally he quit to set up Salaman-
der Software with wife and friends in
November 1982. He has a hand in
designing most of the company's ti-
tles and was responsible for Dragon
Trek and Wizard War.

Franklin claims to have been
raised on Betelgeuse V but his Earth-
ly programs include: Grand Prix,
Starjammer, Gridrunner and Frank-
lins Tomb. He is currently working
on the sequels to Franklin's Tomb
and the first will be called Lost in
Space.

Taming the Beast

Having spent many hours in the high
street Jungle, you tinally managed to
cage yourself a Dragon. But now that
it's locked up in the back room, what
do you do with it?

Feed it human sacrifices on the
full moon? Not if you want to keep
your friends.

Subject it to the whims of other
Dragon Masters? This can provide
hours of harmless amusement.

But what you really want todo is to
become a Dragon Master yourself,
learning to tame and control the
majestic beast. There is only one
way to do this. Start writing prog-
rams.

There is one thing that can turn a
good game into a great game, pre-
sentation. A player's first impression
of a game is based almost solely
upon what he sees. and this will

greatly influence the player's final

Taming the beast by Nat and Franklin

judgement.

A cluttered screen, badly pre-
sented with difficult to read-
information, or boring graphics, can
turn a player off, and he may grow to
dislike what would otherwise be an
excellent game.

The hardest and possibly most
misunderstood aspect of presenta-
tion is printing. If you bought a bock
you wouldn't expect to find words
split haphazardly, crooked margins
and spelling mistakes.

Neatness does, after all, count.
When you are planning your prog-
ram, lay all the text out on a print
grid like the one in the Dragon
manual. Centre the text in the mid-
dle of each line or insert extra
spaces to make the margins even. It
takes more time, but the results are
worth it.

s
-

1
-

To further improve the appearancesf10
of your text, try printing everythingf20
in a greenbox on a coloured back}30
ground. This technique is particularj4a
ly effective. When printing columnsisg
of numbers, use the PRINT@ and the}s
PRINT USING so the text is printed}
exactly where you want it. Using t
semi-colon (“;") in your PRINT statefe
ments allows you to print on any lins}, 00 E
without destroying the rest of the 110 D
line. Use all these techniques '-EI 14
together and you will find that youllf 22 ° -
program will begin to take on a pref™ e 1
fessional appearance. = 2

It can be very useful to POKE char §* 9,32
acters directly onto the screen in}* 30 L
stead of printing (the text screen i§ "9! 4‘2
located between addresses 1024 and 46 12
1535). Sample program 1 shows you'™
how you can get the complete ASCI
characters set inverse video. The in
verted alphabet is available normal-
ly by pressing Shift and @. Othe
characters (e.g. & and %) can only be
inverted by POKEing the corred
values directly onto the screen. A
particularly useful location is 15%
the last screen position. If you print
character at this location, the screer
will automatically scroll up, but i
you POKE the character in, you ca
avoid this.

The low resolution graphics on the

10 CLS3
20 FOR I=12 TO 51 : RESET(I,2)
30 FOR I=2 TO 17 : RESET(12,1)
40 FOR I=13 TO 50 ; SET(I,3,5)
50 FOR I=3 7O 14 1
&0 GOSUB2&0
70 PRINT@78, "MENU";
BO PRINT®135, "PRESS 1 FOR FOKE";
70 PRINT@147, "PRESS 2 FOR PRINT";
100 PRINT®19%, "PRESS 3 FOR QUIT";
110 A$=INKEY$
120 IF A$="3" THEN CLS:END
130 IF A$="2" THEN B$="FRINT"
140 IF A$="1" THEN B$="POKE"
150 BOTO110
:gﬂ GUSUB260

0 PRINT®105,B%; " "3
1BO FOR I=0 Ta 2;5 kgt

200 IF A$="1" THEN FPOKE1445,1 ELSE
210 PRINT@Z201, "PRESS ANY KEY"§

220 B¥=INKEY$

230 IFE$="" THEN 220

240 NEXTI

250 GOTO10

260 FOR I=71 TO 2&1 STEP 32

270 RETURN

: RESET(I,17)
: RESETIS1,1) : NEXT I
: SET(I,14,5)
: SET(13,1,5) : SET(S0,1,5) : NEXT I

: BOTD1&0
: GOTO180

190 PRINT@423, USING"ASCII VALUE £££";1;:
PRINTE441,EHR!EI}iETRINGQtE,CHRiIl?ﬂ'

: PRINT@I,STRINGG(!B," ")

: NEXT 1

: NEXT I

Drag

and

Ble

I Igrﬁp
colo

: NEXT I
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.

mnce LSO
1ing |RERD A, B
ack- WIF A=99 THEN 70
s WEGR 1=1 TO 10 : NEXTI
the Wentnoo
ited Wi 1NkEYs
the SIF as="+ THEN 70
Lo~ S o
fll;: ”""T‘*a-i-ﬂs5-9.-?1&518-9-5-10-8-11.-8..12,&-.4,?.4.9,4,?.4,10,4,11..4,1:,4,13,4,14,5,15,a,1a,?,1a
= _1&.9,1&.,1:},15,11,14,12,13,13,12,13,11,113_.1u:n,13_.'?,13.a,13,?,13,5.13
pro- ]}ﬁmlﬂnss13:9.-19519,18,11.18,12,18,13,I‘?,C?,.2-30,Ei,21_.E,22,8,23,?,25,?,2&,8,2?.8,28,8,2?,8,30,9
.10,34:',11,34},12,3{:.13,29.13,2&,13,2?,13,25,13.:5,12,:5.11,2?,11,29,11,2?,11,3&.,9.35,3,34,8,33
nar- 2, 10,32,11,33,12,34,13,35,13,36,13,37,8,37,9
. EﬁTﬁE?,l!_‘a,:’.?,11..‘5?,12,37,13,3?,14.3?,15,3?,1:’:,36,1?,35,1?‘34,17.733,16,40,8,41,8,42,8,43,8,44
n is W, 10,44, 11, 44,12, 43,13, 42, 13, 41,13, 40,13, 39, 12, 39, 11,39,10,39,9,46,8,46,9,46,10,44,11, 46, 12,
_— '13,4?,9,48,8,49,8,5&,3,51,9,51,10..51,1I._.51,12,51,I.Z,'?‘?,‘?*?

effect in title pages. Sample prog-
ram 2 is an example of the latter,
where the X and Y co-ordinates,
which are to be set on, are stored in
DATA statements. As each position
is set on, the impression of writing is
gilven.

There's one thing to be careful of
when using the low-res graphics,
each character position is divided

10 SF$=”R20FéGbL?OUI2

20 PMODEY, | HARGF4BD1264L s

40 SCREEM] W0
50 FOR =10 T 100 STEP 4
?g QST:BH"+STESFI)+“,¢GE3“+SPS
Bg= BM"+STR5€K+#?+" 4002+
80 DRAwas B
70 DRAWBS
100 FLAY"T255) s5enen,
gl e 35L255054
120 DRQW"EHIIO.]?EEQUlQH"
130 FOR 3= 1010 5 NEX+ X
140 DPRN“CSDI#O"
150 COLOR4, 3
140 Fog R=2
170 CIRCLE
180 NEXTR
1%0 COLORZ, 3
200 FOR R=2
210 CIRCLE
220 NEXTR
230 GOTOZI0

T0 34 STEP 2
110,52) g

TO 36 s7Ep 2
110,52) .k

fagon tend to be vastly under-rated
enerally pooh-pooched by peo-
. Don't make the same mistake.

e great advantage of the low-res
phics is that you can get all nine
s and text on the same screen.
the low-res graphics, you
t borders around text (as in
program 1), put simple
mation in instructions (always a
ier), or they can be used to great

into four pixels. Within one charac-
ter position, you can have only one
colour and black, so be sure to plan
well in advance.

High resolution graphics are a
different kettle of fish indeed. The
number of different ways of display-
ing anything on the hi-res screens |

could fill a book. The best way to
fully appreciate the hi-res graphics
is to sit down and try different things
out. The DRAW command is espe-
cially powerful. By setting up a few
DRAW strings at the beginning of
your program you can very easily
create animation effects. The only
thing to be wary of is DRAWing off
the edge of the screen, as this will
distort your picture. Sample program
3 illustrates both the DRAW com-
mand, and the effects you can get
using FOR/NEXT loops. The expand-
ing CIRCLE used for the explosion
could be easily changed to look like
an approaching tunnel or planet,
Treat your Dragon with respect
and it will be a true and loyal friend.

Print meny
— Wait for ap

— Fill boy 0% 10 be selected

outine to fj]]

box with green,
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LLUSTRATION: DORIAN CRUSS

£ .
g)g}x‘w\ "

12 REMXXXYRHTZEE BY MARK KERSHAW FOR THE DRAGOM 32 ¢rC)83

28 DIM MAMESC 283, 50020, 13

TTALCZ@ Y, R(20, 205,85 20,207

3@ CLSA PRINTE22S."IR IMSTRUCTIONS ARE REQUIRED™; 'PRINTE2G1.'"PRESS Y (ELSE AMY ¥
EY
40 AE=[HKEYS IF AK="" THEHN 4P
45 IF Rm="Y" THEN GOSUB 2238
@ CLER: IMPUT"HOW MAWY TO PLAY ;MO
€@ IF NO=8 QR NO>Z2@ THEM 50
7@ FOR ¥=1 TO HNO
g2 CLS@ IMFUT"GIVE YDUR MAMES™ :MRAMESC X
33 IF LEMCHRMESE ¥ 33FTHEN CLSQPRINTYTOD MANY LETTERS, AGAIM PLEARSEC!" FORPZ=1 TO
1888 NEXTZ GOTORS8
92 HEXT =
1@ FOR
18]
R

dice with us? All you need is
some dough and a lot of luck.!|
know me and my friends might
look a bit rough — but we've all
got hearts of gold — really!
We'll even give you a few hints
and tips on how to play before
you join in. The professor here
has written down a few notes
that give you background to
the game. You might even
make a few quick bucks while!
you're at it. We won'i mind you
taking our money. We're «a fair|
minded bunch. All you have to
do is let us win it back again,
OK? Now just cast your eye
over the professor's notes ..."
Everything depends on the roll |
of a dice in this adaptation ol
the well known game Yahtzee.
It is a dice game in which only
certain combinations of dice
score points. Once a combina:
tion has been used it cannot be
scored again. The object is to
score all 13 combinations and
make as many points as possi-
ble. Five dice are thrown in

“HEY bud! Want to roll some




T 00N A e

S T =)tk

IF JLH3E THEN Ji=59

iF JJri&e THEM JI=168

IF J>=234 THEM (=234

PUTC D, J 50— 20, ) 20 5. R, PEET
FP=FEEKC 63258

[F P=234 OR P=i2t THEN SOUND 198, 2:C0TO2A8 FLSE200

REMICHECK JOYSTICK POSITIONS

IF JialB AND J>=8 AND JJ4=188 AND JJ3=76 THEN PC1 =0 PrLS
IF J=72 AND J3=45 AHD JJ>=7& AND - =182 THEN PC2i=g: PCLS
IF =117 AND J>=99 AND K =100 AND J05=76 THEM PC35=d POLS
IF JE=1T1 AHD JP=144 AND J.0>=76 AND i<=1p@ THEH Prdo=0-FOLE
IF =216 AND J3=122 AND JJ3=7%6 AND J07=1A0 THEN PrS =0 FrLE

IF Jimign AMD Jip=1%2 THEN 280

IF Jr=]d4 AMD J1=1%2 THEN 329
COTO Z0a

NEXT AT

REMESCORES i

FOR M=1 TO 1828 HEAT ¥:S0UND 28,3
CLS

FRINTED. "PLAYERS HAME: " : HAMESCD »
PRINT@Z2, "SCORE: " TTALAC 5

FOR ¥=32 TO 63 PRINTEM. CHREC 145436 3 HEXT

PRINT®6S, "OMES CADD ALL THE OMES)":IF S0¢C.13=1 THEM PRINTERGA, vy
FRINTRSZ, "THOS CADD ALL THE TWOS " 1F SCoC, 2=t THEN PRINTE2E, "y
PRINTE138, "THREES (ADD ALL THE THREES)"-IF srv C:2%1 THEH PRINTERIZS “u"
PRINTEISZ, "FOURS ¢ADD ALL THE FOURS )™ IF 3C0C.43=1 THEN PRIMTELED, "p"
PRINTR1S4, "FIVES ¢ADD ALL THE FIVES)" IF SCCC,50=1 THEN FRINTRISZ, "u"

PRINTR2ZE, "SIMES (ADD ALL THE SINESH"
PRINT@2SE, "THREE OF A KINDIALL THE O
PRINTEZ98, "FOLR OF A KINDCALL THE DICE)" IF SC{C.E521 THEN PRINTEZES, "y

{IF SCLC.B0=1 THEM PRINTE224, "u"
ICEX":IF B0(C, 7h=1 THEN PRINTEZSE, "

PRINTE3Z2. "FULL HOUSE ¢ SCORE 293" IF S5, )=t THEH PRINTE3ZD."u"™;
PRINTR3S4, "LOW STRAIGHT ¢SCORE 280" IF SCCC. 100=1 THEN PRINTE3SZ2. "u")

PRINTE386, "HIGH STRAIGHT rSCORE 403"

IF SCCC, 11 9=1 THEN PRINTEIS4, "y

PRINTE418, "YRHTZEE (SCORE S@)" IF SCCC.12)=1 THEN FRINTEA1E, "u";
PRINTE458, "CHRHCE CADD ALL THE DICE )" IF Sr¢ C.133=1 THEN PRINTER448, "y~ ;

JEJOYSTEKC ) J )= JOYSTKE 1 S

JI=INTC IS 400 IF JJm1% THEN JJ=14 ELSE IF JJ¢2 THEN Jd=2

572 PRINTRJJ3IZ +1."'C"

573 PRINTE.JJx32+38,"]"

574 P=PEEK[ES28@)

588 IF P=254 OR P=126 THEM SOUMD 190,32
TRJIIXIR+3B, CHREC 143 > GOTOS48
c2e JJI=2 THEW CH=1

cle JJ=3 THEM CHe=2

&z2e Jl=4 THEHW

538 <=5 THEN

£49 JJ=5 THEMN

£58 JJ=7 THEM

560 JJ=8 THEW

678 J=S THEMW

680 JJ=18 THEN CH=3

£28 JJ=11 THEN CH=i@

GOTOSAR ELSE PRINTEJJ$32+1, CHREC 143 3:PRIN

YAHTZEE

Y and any, all or none of
dice may be thrown or
wed on subsequent throws.
Upto three throws are allowed
9 achieve any desired com-
ingtion. One problem in com-
juterising Yahtzee is the num-
of inputs needed for sav-
owing and deciding

h combination to choose. It

would be easier in most cases to
just throw the dice and forget
the computer! The author has
got round the problem beauti-
fully by utilising the right joys-
tick as cursor control. This
clever trick has enabled hi-res
displays of the dice and very
easy inputs. All instructions are
included.

Variables,

D(1)-D(5): array to store dice.
P(1)-P(5): array to save disc.
SC (C, CH): array to determine
whether a player, C, has used a
certain option, CH.

Name S (C): array to store
names of players,

TTAI (C): array to store scores
of each player.

>




1170, 1:@;.»_"1‘;33&;&3#;_; 1460, 1570, 1679. 1502, 1990, 2130, 2180

21 PAFT2L 28FT2L2A0T
ABO+T2L2BC0-T2L22RE

& 1 13T ] i
ik ”HU-_. 1) TTALS T+1 ¥+ NAMESC 1 >=NAMESC 141 > TTALC 141 )= NAME
THEN M=f-1:GOTO 838

CO=E
OR W=1 TO 5
IF DO y=CO THEN TTAL=TTAL+E

¥
L a=TTALLE +TTAL
ﬁ( 61=1

1':-a1-n<2>uuz'-n<su-o4=e=n:s-rna pE=a

1ma@ IF Dixo=

1519 HERT %

=20 IF 043 oR 0%=3 OR pE=3 THEH TTAL=DC L 2+DL 234D 3 DL 4 D¢ S VEL
1530 TTALCE y=TTALLL »+TTHAL

1=a@ TTAL=A

lm WG-??H

1568 RETURH :
1572 BaDK 1 )1 02=D¢ 51042010572
i

=zg FOR =1 TO 5
1978 IF D=0 THEH oa=04-+1
iao8 IF Ot % y=02 THEM 05=05+1

16168 HEXT ¥
F O4=4 OF =4 THEMN TTAL=DC1 ‘J+Dt2)+br_33+l:'(4‘;-+bf.h ELSE TTAL=2 |




638 TTALCC Y=TTALLC M+TTAL
648 S0cC. fomt
bS8 TTAL=0D
liccn RETURN
e COUNT=R i
_ T : =
1g§g igﬁa;kaxnbER THEH ODER=D¢ 33
1 DEEIID
1700 HEhT€f1 T
b EEP9£§\=06EP THEN DC =0 T e e
3 5
iy v o = B I?EH 5 o1
(B 2risoun o r coans e v e conaien
i IF DC13=D¢2) AND D¢ 2 3=p 2
1;33 'll:'iﬂl._*.'t' =TTALCC »+TTAL
}??B SCLC. 9 =]
{750 TTAL-0
1730 RETUPE 1
Cils] ¢ D= G
:Ig?g G=0¢ ‘.--Eig\ 23
-l i y
T S >
Jjga IF DEXISE THEN E=Dey
60 FOR n=1 To 5
:ggg iEnDEH)=a+cu THEN 1590 .
' : 1508 : =
lsag ﬂ'E':f;['JEEIIT?FSQU!ﬂ THEM 1340 ELSE
00 FoR =1 TO S :
mg ’I:E ["'.f'r"f =E-D THEM iggEB
o HEXT ¥ TTAL=8:G0TO19S

B IF DCMICG THEM GsDCX)
MEKT .
=1 TO
!;EREJ::XI‘-LGG THENDgg;g 2860
' =gl z2e30
EEH_.:U.‘JEITIELW# THEN 2079 ELSE

TTALCC »=TTALL C )+ TTAL
M SCCC. 11 =1

TT AL=8
B140 TTALK £ 2= TTALE O+ TTAL

2162 TTAL =g

2178 RETY

2158 TTALape HHDC 2 St 5 D0 3pe oy
219w TTHL(CJ-TTHL(C)+TTHL

2 SCCC, 133eg

2218 TTALep

2226 RETURN

g

2230 REM:INSTRUCT:DHS
2240 CLE PRINTS

OUEYRE THE JOYSTICK
TO 3AvE 5 DICE simely POSITT

"IF Agarn HEN 23
'P‘F?INT=PEIN’T"L|‘H LISED COH.E:IHRTIDH" 'PRINFPE‘INT"YHHTZEE‘? DICE ALL
3 'F’RIH'T'PRIHT"F'ULL o 2 DICE THE ."IPRIHT"'HIGH STHIGHT*-ET_
-PRIH‘TIPRINT"LW STEHIEHT--Q".*QE MIRE > oy A Ry

e ANY kEy T C
B, 1

HKEY®: 10 H!-""THEN

2280 DIC‘EICX)*"EN‘-B.- —BRBP.‘P#DI#L 14t 3B, *ERBRIGIRY
=318 RETURN
2329 DICE.EN)-“‘BH-B.-—BR-ERIQDI‘!L!#U!SBM*-E.+5EBE‘!GIRIBI‘I+B;
2330 RETURM
2340 DICEwe H =g
RI™

23%8 RETLRN

4 +3IROR1GY Rigm-¢, *+4RORIGY
2368 DICEg: Xim'py.g

BM+g, “IRBRIGCIRL"

2378 RETURN

2328 DICEs: J="BM—g, 'GRMI‘W-I#L 14U138Mez,
1BM-5, +4RBR’ICIRIBI"P+&- =y
£330 RET

RORIGIRY «
2988 OIcEs: Aimipi g

*EEEEI#DI-CLI'GUJGET‘I'
RiBmM+a, -matmmisﬂ-:a, +am:c1msms
2410 RETLIRN

“1RBRIG1R]~

+IR‘BRIGIREBH+B: -IRBRIGIRIBM-G- +3RBRIGIR

+2, 'FIRQRIG!RIEIH*B,*-lRBElGlRIHH*
~IRBRIGIRY v

18, +4poRicy
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The C&VG review team have the bitter end of some

& to
{ow months playing theif We¥ 8 5o popular video

of the toughest games YOU €478 scoring
games SYSIeTS. .. pints ond tips 1o °
pioly on some of the toughet SR

PITFALL — FUN IN THE JUNGLE!

Pitfall was one of the smash hits of 1983 and voted
Game of the Year at the Consumer Electronics Show —
which is America's Chelsea Flower Show of video
games, where all the major manufacturers show off
their prize exhibits.

Pitfall Harry's Jungle Adventure takes you on a peri-
lous search for the lost treasure of Enarc.

On your search you will encounter many dangers in
the shape of crocodiles, snakes, scorpions, logs, and
disappearing lakes.

ou have just three lives and twenty minutes to locate
all the Treasures of Enarc.

Control of Harry is simple. All you do is push the
joystick in the direction you want him to move — right,
left, or up and down the ladders that connect the two
floors. Pressing the fire button makes Harry jump —
which is the way he avoids obstacles.

The nasties have different strengths and some of
them are easier to avoid than others. Generally —
timing is the key to overcoming all of these obstacles,
time your run and leap to the split second to get over
them.,

The other general tip is to keep a record of the screens
that you visit, try to memorise them and note down all
the obstacles that appear on each screen.

The first screen is easy, simply skip Harry across a
stationary log and one hole and your are on your way to
the next screen.

The first major hazard appears on screen three in the
shape of a bog. Hop on to the vine — timing your leap
carefully — and jump again as soon as you land on the
far side of the bog to clear the log rolling towards you.

Toughest of all the jungle adversaries are the crocs.
The only way to get across a croc infested lake is to use
their heads as stepping stones. There are two ways to
deal with the crocs — the slow safe way, and the fast
risky way.

For the more cautious of you there is a safe spot at the
back of each crocs head where you are out of reach of
those snapping jaws.

Tips for
tadkling top

games .
by Eugene Lacey} *

to
Daredevils may wish to attempt the fast method —K .-_umf:
time your jump so that Harry's last footstep on landf this
takes place just as the crocodiles mouths begin to close? gre .
If your timing is sharp enough you should be lable ik only
clear all three crocs in three quick hops. . pep
A couple of easy obstacles follow the crocodiles andilf = E;,
is not until screen seven that you come across your firsf ' bee;
piece of treasure. P Ti
To claim the gold bar you must successtully negotiaitd io fc
a disappearing bog. The secret of getting past thisk or b
obstacle is to position Harry in the space between theR and

second number and the colon on the timer. When thf ©O
bog begins to disappear make a dash to the right. Thisk

awa
strategy is the best one to adopt for all diasppearingf wall
bogs on other screens. . the

These tips if learnt thoroughly should enable you t®% A,
deal with all the obstacles you encounter in the follow: g
ing screens.

For real speed in Pitfall you will have to learn when O
and where to use the underground tunnels. These take
you through the jungle faster but be careful not to miss
out on the treasure as well as the obstacles.

QUEST FOR THE RINGS

Quest for the Rings represented a totally new concept in|
games when it was launched last year.
The first ever board game come video game all in
one. The theme is very Tolkienesque with demons|
dragons, hidden rings, and strange powers.
The idea of the game is to find the 10 rings that have
been hidden by the Ringmaster. Two people can play s
a team against the forces of evil or there is also a single.
player version of the game. {
The video part of the game is basically a maze chase|
affair. The various screens for this action are selected
by pressing the keys on the overlay giving you various
ly; The Dungeons, The Crystal Caverns, The Shifting
Halls, and the Infernal Infernos.
Matching of partners is the key to success in thel
Quest. Pick partners that work well together, one fo
deal with the enemy, the other to dart in and grab the;
rings. |
You can choose to be a Wizard, Phantom, Changeling
or an Alien.
Each has different powers. The Warrior is armed with!
"Theor's Sword” which can slay adversaries that come|
at you on a horizontal plane only. The sword is useless,
if the creatures attack from above or below. i
Wizards can cast spells which have the effect of
temporarily immobilising enemies.

Phantoms can walk through walls and Changelings
can become invisible altogether though both only move|
at half speed when in this state. Practising each of the
four roles is the key to mastering Quest for the Rings, an
the Philips G7000.

Computer and Video Games Yearbo




URGERTIME — FAST FOOD!
Uall the food games that have appeared since Pacman,
lirgertime must surely be the best.

If's fast food at its quickest as You score points in an
empt to assemble four hamburgers before the peppers,
Hgs and sausages catch you.

Burgertime is a master strategy maze game. You have
iplan your, route very carefully. Unlike Pacman you

I — Mot go on long sweeping runs gobbling dots — as in

and s game it's not just simple dots and slow ghosts that

se. 2 out to get you. Those pickles are really mean and the

2 to tly defence you have against them is a limited supply of

! Epper.

d it W hira pepper can be earned by catching the tankards of

Irst Weer and cartons of french fries that appear periodically.
The secret of success in Burgertime is to get the pickles

ate iollow you, position them under o burger, lettuce leat

his bun and then splat — drop the morsel on their heads

the dsend it crushing to the ground.

the One tip for dealing with fried eggs is to turn and walk

"hls fay from them once they have been peppered — don't

ing filk through the points that appear, as this will cause
f8ggs to reappear.

L to s vou move your way up through the screens the

P flout of the burgers gets more complex and you will
#d to think even harder about the route to take.

len One of the most dificult parts of Burgertime is learning

'11;: control the chef with the disc controller and it may pay

1o spend an afternoon just steering the character
bund the screen to practice tight cornering.
50 — gorge yourself.

AIDERS OF THE LOST ARK

fjust too damn tough was many a gamers comment
Howard Warsaw's adaptation of the Stephen Spiel-
g blockbuster — Raiders of the Lost Ark.

ilhe 13 screen of action with their assorted challenges
it many of you stumped.

liyou were one of those people, then help is at hand.
Lif you want the satisfaction of getting there for
rself then turn the page right now.

ou are Indianna Jones — the hero of the game and
M in search of the Lost Ark of the Covenant.

ihe game begins in the entrance room which shows
I, a snake, and the famous whip. Pick up the snake
id dash down screen to the market place before the
ke gets you.

Jnce in the market place you must now assemble the
fes you will need for your adventure.

ems are picked up by moving Indy around the screen
dsimply touching the item you want. Get the magic
e first as this will give you immunity from the
Bkes, Also pick up a grenade, a key, and an eyepiece

vice these items are registered at the foot of the
60 you are ready to enter the Temple of the
fients. To do this you must blast a hole in the side of
tenirance room with your grenade.

s needs to be a quick, clinical operation as once
ihave selected the grenade you have lost immunity
m the snakes.

will also have to remember to dart back to the
nter and Video Games Yearbook

market place before the explosion takes place other-
wise you will be blown to bits as well.

Pick up the timepiece in the Temple of the Ancients
and head straight for the Blue Room — also known as
the Room of the Shining Light. You will now find
yourself trapped in one of the cells at the bottom of this
room. This is your first opportunity to select the whip
and blast a hole — Breakout style — in the wall of the
cell.

Once you have escaped make a dash to the right
towards the Treasure Room. Items to pick up here are
many and the Egyptian Ankh — persistence is required
to win the latter as the Gods are reluctant to part with
such a valuable item easily.

You shold now have in your possession the Ankh, two
bags of money, the time piece, and the eyepiece. Go
back to the Blue Room and get yourself trapped in one of
the cells. Select the Ankh, press the button, and hey
presto you are teleported to the Mesa Field.

From the Mesa you must find your way into the Map
Room. The map will appear at the centre of the screen.
Centre yourself on the map and move the selector dot to
the timepiece and press the joystick fire button.

This will make the clock appear. Just before the hands
of the clock are vertical select the eyepiece.

The sun will now flood in and if you look carefully
through the eyepiece at the map you will be able to see
a tiny flashing dot — in one of the mesas — this is the
location of the Lost Ark of the Covenant.

So now you know where it is the next step is to go to
the Black Market and buy a shovel which you will need
for the dig.

Take the right exit from the Black Market and head for
the Treasure Room — you will now need to recover the
Ankh to take you back to the Mesa Field, and two more
bags of money to buy a parachute.

Use the parachute to arrive in the Mesa — you are
now very close to finding the Ark and to give you further
help would only spoil the last most exciting scene of the
game. Go to it Indy.

bhbbibbbbbbbbbbd
CENTIPEDE — INSECT ATTACK!

Fun in a mushroom field can mean only one thing to
video gamers — Centipede.

This arcade game caused a real wow in the arcades as
it was the first game to demonstrate the full potential of
trackball controllers.

The key to success in Centipede is to fire quickly and
fire accurately.

Beware of low lying mushrooms as the Centipede
moves down a row when it collides with @ mushroom.

The secret is to clear just the right number of
mushrooms — don't clear all of them as if you do fleas
will begin to appear. You must learn to look at mushroom
configurations and act accordingly. If a formation of
mushrooms is enabling the Centipede to fall rapidly
through a certain part of the screen blast them away to
slow it down.

Not all mushroom formations are dangerous — some of
them can actually be a bonus. The best example of this is
the funnel formation in which the Centipede has to travel
through a tunnel of mushrooms to advance down screen.
If you position blaster in just the right position at the foot I}f} |
of the funnel you can completely annihilate the Cen-

a7



.<]<] < tipede which is helpless to dodge your fire.

:E Large scores can only be picked up by blasting the
spiders that drop out at you every so often — to score
really highly let them get quite near to you belore you let
fire.

This policy can be a bit hairy in the later stages of the
game when the action is much faster.

Centipede is a game of priorities — always pursue the
highest point scoring possibility on the screen at any
given time. Go for all the spiders, scorpions, and try to
shoot the heads off the Centipedes.

One tip for getting Centipedes that are near to the
bottom of the screen is to position yourself at the very
bottom of the screen with one mushroom one row above
you — when the centipede head comes in between let fire
with all you've got — the rapid fire created by the
mushroom and Centipede sandwich will enable you to
blast the whole thing segment by segment till it is
completely dead.

Be adventurous, take risks, and assert yourself.

e e o e o i e o i e b o b e b

mon Attack

De

DEMON ATTACK — TOUGH ALIENS

Demon Attack is arguably the toughest shoot 'em up
type game available for the VCS.

No less than 84 waves of aliens are queueing up in
this cartridge to attack your laser base.

This is the hybrid of two arcade games — space "
invaders and Phoenix, though unlike the official Atari - 3ers of the Lost Ar
Phoenix does not have the home base. Raide
The basic strategy is similar to invaders — slide and
shoot.

Keep constantly on the move thus preventing the
aliens from cornering you.

Pick off the low flying aliens first. If you kill these you
may notice that the higher aliens flap around the screen
harmlessly without firing back. You can now pick these
off at your leisure.

There are 10 game options in Demon Attack. You can
choose one or two players, regular or advanced aliens,
and whether or not to have guided missiles.

If you are playing the guided missile variation, be
reminded that the laser base moves together with the
missile so you must be careful not to guide your base
into an oncoming missile as you pick off the aliens.

Speed and good hand-eye co-ordination are crucial to
success in Demon Attack.

a8 Computer and Video Games Yes
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Coming Soon

softek software for the Spectrum Dragon
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m and selected branches of
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won and we'll rush you your Sottek
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BY STEPHEN GODFREY

RUNS ON A TI 99/4a in 16K

The baffling corridors
of mazes seem to have
a certain strange fas-
cination for our read-
ers. Maze games have
become firm
favourites with you
funny people out
there! So by public de-
mand we bring you
more mind-boggling
frustration,

Stephen Godfrey took
a look at the /3D Maze
game we printed for
the Sharp MZ-80k in
our Book of Games
earlier this year and
came up with a con-

version for the TI 99/
4a.

All you have to do
is find your way
through the maze and
discover the exit,
Sounds simple, but just
try it!

You'll soon be tear-
ing your hair in great

big lumps — we
guarantee it! But
never mind Stephen
has come up with a
cure for premature
baldness.

Stephen has also
included an ingenious
“cheat” command —
but you'll have to play
the game to find out
just what that does for
you. Other. more stan-
dard controls, are;
“L" for left, “R" for
right, "M" to move for-
ward and "“F" to turn
180 degrees.

Program notes

To make vyour life
easier type in lines 14
to 27 first and RUN.
Then substitute the
characters shown be-
low — where they
occur — with the given
keystroke. (Note: This
will be different if you
have a TI 99/4.)

l CHLL CLEAR

PRINT
374 (RY "
FRINT
PRINT
.!.‘

FEINT
FRINT
ITH"

7 PRINT

L o |

T M LA t"‘ I

FRINT

OO0

9 ELSE
10 PRINT

-
-l

:"3-D MAZE FORE TE=AS TI?

:"BY STEFHEN GODFREY"

:"ADAFTED FEOM =-I1 MAZE
:"MATTHEW ELAKSTAD IM TH
: " 'EOOK OF GAMES® FREE W
1983 C V.5,

: "FEERURREY

t"PRESS ANY KEY"

CALL KEYdO.E.S»:s IF HOT 5 THE

CALL CLERR
"0l HAYE TO FIMD ¥OUR

I

1%




DATA FFOOO00000000000

DATA =0s0s0snsns0z02o

DATA C1010101 01010101

OATH S020S020202020FF

DATA FFO1O10101010101

232 DATA FFaOE0s020202020

24 DATA 01010101010101FF

25 DATA 1.13233,2232,2938,20, 144,237
» 299

26 DATH 20126, 2: 232507

Z7 FOR T=1 7O 11 :: RERAD D% :: C
ALL CHARC1Z7+T,.DE0:: MEST T

28 CHLL CHAERC1ZO0."223310FE1035844

e 00

=

SEO A

3 b

i? iHLL CHARC1Z1-"001112D4F2D412
1§+

30 CALL CHAR(122."22443310FE1038
31 CALL CHAR(123."23482B1F2E4858

1

oot
a2 CHLL CLERR :: CHLL SCEEEMHC1)
33 PRINT "™ 2
24 PRINT " ™ 28
PRINT " ™ -0 MAZE i
FEINT " Y omEmsmoms==s WM
FPRINT " I /
FRINT * | Lo
29 PRINT " |
40 FRINT " L
41 PRINT " i
42 PRINT " !
43 FRINT * |
44 PRINT " [
l
|
|
|

0l 0 0 el )
D e I W

45 PRINT "
45 PREINT "
17 PREIMT "
43 PRINT " :
49 PEINT " < il
S0 PRINT "~ b id
: 21 PRIMT " -
e 52 PRINT "/FPLEASE WAIT.. cxvus s
ﬁ%ri_=fggTrﬂF AR MAZE. YOU ARE 54 FOR T=1 TO 14 :: CALL COLORCT
F;m{J PH 3-D YIEW OF THE MAZE 21621282 HNEXT T )
RUM™: 1 "THE POINT WHERE vOU ST S5 DIM CL(Z.43:: FOR I=1 TO 2 ::
D, FOR J=1 TO 4 :: READ CLCI,J)i:
}{ERIHT :"YOUR COWNTROLS ARE:": HEXT J 2 NEXT I
* 'L - TURMN LEFT": :"p - TURN F 56 EANDOMIZE
IBHT": :"F - TURN 120 DEGREES": 57 LI=6+INTCRND#S3:: LJ=6+INTIREN
I - MOVE FORWARD": :v[ - CHEART D#53:: DIR=INTi(RND*43+1 :: DD=DI
EDHL? S ALLOWED! v ) B ot CI=LI 37 CU=11-LJ
IIFEIHT ' "FEESS AMY KE4y ™ S2 DIM DWcg4n:: FOR I=1 TO 4 :: E
13[fLL KEYC(0:K,S3t: IF NOT g TH EAD DWeIxis HEST I
EN 13 59 DIM DL<2,2):: DL{1,12=129 i3
14 IATA FFFFFFFFFFFFFFFF DL<1:22=130 #: DLC2-10=130 :: DL
13 TATA 2040201008040201 (2,2)=129
1EHHT5 0102040810Z04020 60 DIM YLOZ2:: WLO1D=134 15 WL(Z
B IT DATAH 00000000000000FF =133

- &1 TIM DRE<4::: FOR I=1 TO 4 :: HL

Hlustration: arry Hogers.,

D



AU Py r— NEXT 1 ' = i
¢ 62 CALL COLORCO, 16,15
63 DISPLAY AT(23,235I1ZEC18): "SEL
ECT MAZEC1-33:"3:: RCCEPT AT¢23,
19)SIZEC1)BEEP, VAL IDATECDIGIT ) 1
£ 1: IF MZ<1 OR MZ3>2 THEN &3
€4 IF MZ=1 THEN RESTORE 204 ELSE
IF MZ=2 THEN RESTORE 214 ELSE R
ESTORE 224 -
&5 DIM MS(10,10%2: FOR I=1 TO 1Q
2 FOR J=1 TO 10 :: READ MSCI, .
31t NENT J 1t MNEWT I
&6 CALL CLEAR
67 TI=LI :: TJ=LJ :: FOR CA=1 TQ
4
&2 FOR SD=1 1O 2
63 OY=DIR+(3-2%SD0:: IF Ov=0 THE
N OY=4
70 IF OY=5 THEN Ov=1 e 01
71 TY=MSCTI, TJy-DR(OYS 93 IF AS="H' }EEE éC=CB+1 L
72 IF INTCTYICSTY THEN 119 24 IF A%= %3 ELSE TH=3
r2 FOR I=CLCSD,CAITO CLSD.CAY+¢ | | pess THEN THER &9
23-2#5D)#(4-CAISTEP (33-2#5D):: 95 1F TH=1}; THEN 98 «: CA
CALL POKECI,DLCSD. 13022 NEXT I 96 I I Cnsus 132,156,180 1
74 IF CA=4 THEN I=CL(SD,CH3+32 97 ON Mz B sl 1+2%C11-LJ)s 119
: 5070 76 LL FUKE('31+E4EEE613r16v1*14’1°i
7S TY=I+(SD#2-3)i: E=0 :: FOR = DIR):: 5HLE1‘?U 5000 t: NEWT T3
TV TO TY+324CDW(CA)-2%(4-CAY-3) 5 1yse B S -
TEP 32 :: E=E+1 11 MNEXT T st y=[ : 60T 1BR+TT 1z IF DIR=U
NTCTV/32041 1: ¥=Ty-INT¢TY. 32523 7 e e
2+1 i: CALL YCHARCY, X, YL (SD).E) IR= i DIR-BIE
76 TVt eq FOR 1=TY TO Tv+?29+2* 99 1F DIss l:EE CLEAR @t GETBE
SD)#(4-CAISTEP (29+2%5D):: CALL 100 TH=D 3f C DIRI=INT (M5 C
OKECI.DLCSD,2)):: NEX 7 psis SDR(DIR»= vVl
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73 IF CA=4 THEN 86 104 1E DURo4 THEN LJ=LJ-1
80 TV=MSCTI.TJ)/DRCDIRS 11':1'5 :EETE! {Euj £ 0, 330. 0 1
21 IF INTCTY2>=TY THEN 114 B TEl L SOUNDC 3000, 262, 0,330
82 IF DIR=1 THEN TI=TI-1 :: IF T S ey 5.0 230, 05508
I=0 THEM CALL POKECCLC1,4),695: 103 CALL SOUNDC1.26Z,0.330-4
GETD E:F _..'.- o ™ F 'H
83 IF DIR=Z THEN TJ=TJ+1 105 CALL CLEAR 3@ PRINT “CONGR
54 IF DIR=3 THEM TI=TI+i %EEH§?EEQTIH
23 IF DIR=4 THEN TJ=TJ-{ a :
26 NEXT CR 110 PRINT wygl HAYE FOUND THE EA
87 CALL COLORC13.16:1, 14, 16,1 %%{"PEIHT
32 CF - (0:K,Shrs £ ; i
88 CALL KEY(D,K IF NOT S TH 112 PRINT o coonscs 1 I8
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90 IF AS="L" THEN Th=l B 3 11 022
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5 e Rl
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1228 I=1+¢29495an:
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Licensing video games is a
marketing man’s dream. Theory
and imagination meet head on as
the most unlikely titles, characters,
and products are “tied up” at enor-
mous cost to be converted into
home video games.

It all started with arcade games.
It was an obvious step for the home
video games manufacturers to
license the title of a popular arcade
game and convert it for home use.

Gamers now take for granted
that successful arcade titles will
eventually be converted for the
home systems. But just five years
ago it was thought very innovative
when Atari introduced home ver-
sions of Space Invaders and Break-
out for home use.

Now any arcade game which pro-
duces the slightest tremour of
popularity in the arcades is leapt
on by the large firms license-
hunters.

Many games are tied up even
before they go into the arcades, just
in case they are hits.

Licensing has been the salvation
of the arcade game manufacturers
many of whom receive millions of
pounds for their games.

Of course this has its bad side as
well as its good side and many
people in the arcade business be-
lieve that quick conversions to the
home are killing the revenues of
the arcade proprietors.

Whatever the effects on the
arcade industry these games are
key targets for the home game
manufacturers.

Parker Brothers spent four mil-
lion dollars each to get Popeye,
Qbert and Tutankham and expect
to have to pay at least this in the
future for good titles.

Colecovision could not quote an
exact figure for licensing arcade
games because the deals they
make are usually tor more then one
game. One thing is certain though
— with two of the hottest titles of
the year in the shape of Zaxxon and
Donkey Kong the sums involved
would, as with Parker Brothers, be

104

How your
favourite heroes

are turned into

your favourite
games.
By Eugene Lacey

measured in at least six figures.

Atari are in a slightly more
favourable position than some of
their competitors as they have their
own arcade division.

This means that they already
own the rights to several hit games,
Centipede, Pole Position, and Xe-
vious to name but three.

Fortunes are made on the rights
to arcade games but even larger
fortunes are made on the rights to
films.

Mattel Electronics were the first
company to produce a home video
game based on a popular film re-
lease — with their Tron games for
the Intellivision.

Their deal with Walt Disney also
enables them to produce games
based on some of the Disney car-
toon charaters.

Atari followed into films in a big
way last year with a 25 million
dollar deal with Stephen Spielberg
which enabled them to produce
both ET and Raiders of the Lost
Ark games for the V.C.5.

The list of game-of-the-film titles
is now a larger category than
sports simulations.

Like all so-called comprehensive
lists I've probably left something
out. However, here are all the video
games, some of which are not
available in the UK, based on fea-
ture films.

ET, Raiders of the Lost Ark, Jedi
Arena, Return of the Jedi, The
Empire Strikes Back, Superman,
Spiderman, M.A.S.H., Tron —
Deadly Discs, Tron — Maze-a-Tron,
Tron — Solar Sailor, Buck Rogers,

China Syndrome and James Bond
007.
Before you read this there wil
probably be half a dozen othe
films announced for the vid«
games treatment.
Although several films have ng
been converted by far and away th
most expensive must surely be th
Star War games.
The exact details of Parke
Brothers deal with George Lucas
the director of the Star War films, i
not known. We do know that Parke
Brothers have the rights to produc
all sorts of games and toys bas
on the films
There will be dozens of Star Wa
toys in the shops this Christma
from large plastic Millenium Fa
cons, models of R2-D2, C3-PO
Chew Baca and the video games-
of which Parker already have th
with one more in the pipeline.
Unlike Spielberg, who '
his money "up front” from At
Lucas earns a percentage of
profits of all the Star Wars toys.
Blockbuster films are by o
means the only areas being look
at by the game license hunters.
Anything which has popult
awareness, particularly amos
young people, can be turned intol
game.
The Americans band ]oume!'-
cently became the first pop group
have their own video game ctnd
likely to be followed by Dwa
number two. Come on Duran Durg
let's have the first British g
video game.

Television programmes are al
being looked at and in Ameri
firm recently advertised a D
Hazard game, which should ju
beat Atari's Muppets game on|
the shelves.

We have probably not emw
scratched the surface of video ai
computer game licenses. |

One clue to what to expect in
future is a game recently 3
sale in America with the charm
1y ridiculous name of Attack oi
Beetf Steak Tomatoes.
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SNACKBITE

Cyril, the word-eating snake, takes
his daily meal by leaving his lair
and wandering along the tunnels
which connect the chambers of his
den. At each chamber he takes a bite
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at a lefter and he is so intelligent
that his path always forms words.
He cannot turn round in a tunnel§|
and will not visit the same chamber
more than once in any one word.
What puts his .Q. way above thatlifp
of his fellow computer asps is thatlf|
the last letter of one word is also the
first letter of the naxt. .
Can you find the eleven words
which he makes before returning fo} |
his sleeping quarters? i

PATRIOTIC
PACMAN

It is only right and proper that P""E
W™ **""s first toddler micro should
be accompanied by software of o
regal and loyal nature.
In his version of Munchyman, the
dots are coloured Red, White and
Blue and the patrictic little gobbler
always eats the dots in that order,
Blue being followed by Red again
and so on. i
Once a dot has been visited it
cannot be used or passed through
again and the task is to consume a8
many dots as possible before becom-

ing stuck.
From any dot you can only move fo
a neighbouring dot — i.e. one you

can reach without passing between
two other dots. Starting from the
Green dot at the centre, just what is
the longest path you can find?

For family fun, place a piece of
tracing or thin paper over our picture
and draw on that, then everyone can
have a turn.

PUZZLING SOLUTIONS
ON PAGE 128
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what gaming’s got in store
By Terry Pratt

Imagine your ideal
wothing to the imagination.

It comes to your home where you sit alone but can
tlay against other people sitting in their own living

oms.

It has stereo sound and the explo-
fons actually rock your chair.

It may be science fiction at the
loment but it will be happening
ety shortly, All of the technology is
tady here and it won't be long
-l someone packages a game
fich puts you on the inside with
e action happening around you.
The most important development
laser disc games. The next gen-
ltion of arcade games will feature
ser disc technology with film ac-

reacting to the player's move-

ent and firing.

Already a game called Astron Belt
§in UK arcades, showing what is
ssible on laser disc,

Aston  Belt puts q computer
aphic ship in front of a film back-
found, which comes from a
fpanese science fiction film. The
ackground consists  of planets,
ws, alien ships and alien land-
kapes and when the computer reg-
615 a hit on an alien craft, the
teen dissolves into o bright orange

he game has plenty of flaws but
Bs¢ should be corrected and im-
fived as the manufacturers under-
fud the medium better. The main
blem with laser disc is interrup-
i in the game action,

dhis is due to the speed at which
€ laser can search appropriate
#nes and sounds called for by the
idyer's response.

Une way around the disc response
e is to store the information in an
tient way so that it tollows the

INTO

game with graphics that leave

game’s logical sequence. Another

more expensive way is to use a dou-
ble disc system so that one disc fol-
lows the current action while the
second prepares for the player's next
move, providing a “seamless” pic-
ture. A laser disc cabinet costs about
£2,000 but it is easily re-usable with
a new game disc.

Other examples of games using
this technology are: Dragon’s Lair
and Eon and the Time Tunnel.

Dragon’s Lair is o fully animated
sword-and-sorcery cartoon with the
player taking the part of Dirk the
Daring. He swashbuckles through a
castle loaded with scorpions,
snakes, trapdoors and pools of fire.

Eon and the Time Tunnel is a simi-
lar fantasy theme but the player
travels through a series of movie
scenes featuring ominous Welsh
castles and futuristic cities.

Astron Belt also features the vibra-
seat. A chair which shakes and vi-
brates in time with the action, so
those explosions can really rock you
to the core.

Another arcade breakthrough is in
allowing players to take on each
other as well as the computer. A
Californian company, Simutron has
just produced the Simulator game
system which allows up to 16 players
to interact on one tournament centre,

Each player is sat in a cubicle with
up to four screens of action in front of
him, The first game using this sys-
tem is called: Star Trek: The Motion
Picture (not to be confused with the

current Star Trek game going the
rounds in arcades).

A player has four screens of in-
formation, showing tactical displays
and laser disc film from the movie
Star Trek. It has a hundred buttons,
voice synthesis and stereo sound. [f
he wants to compete against o
friend, the other players’ ships
appear on his screen as rebel fleets,

For the future they plan a sports
simulation, a fantasy game and
games based on other popular
movies. The system can also be con-
nected down a phoneline to other
similar centres allowing a nation-
wide or even worldwide tournament.

In the U.S. they are already doing
without the phones, using cables.
The system is currently limited to a
small audience served by Play-
Cable, a New York City-based firm,
half-owned by Mattel, This winter
will see the launch of the Games
Network of Los Angeles and three
other companies (including Atari)
are exploring the possibilities.

PlayCable offers subscribers ($15
a month) 20 video games which
change every month. The system can
only be used by owners of Mattel's
Intellivision System and games are
downloaded into the system in about
10 seconds.

Games Network will place a mic-
rocomputer in the subscribers home
for $50 (about £35) and then it's $14 a
month for 20 games, including some
arcade hits,

It's all just around the corner.
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Behind the quiet facade of
suburban homes all over the
country something strange
is going on. In the quiet cul-
de-sacs_and peaceful tree-
lined streets of towns and
cities you'll find ordinary
looking homes which hide a
secret known only to a
select few. Venturing into
this secret world takes you
On a nostalgic journey — but
if the secret gets out then
residents. of these
hauses may have already
discovered the shape of
things to come!
Keith Temple, who lives
on the outskirts of London,

few. The back room of his
house is an Aladdins’ cave
0f arcade memorabilia —
With pride of place given
‘Over to-two veteran pinball
| Machines. Al ‘bumpers,
bells and bright lights these
Mmachines are Keith's pride
"&nd joy. Along with four
| uther pins and a magnificent
W's style juke-box that is!
| Keith is just one of the 300

ball Owners'  Association
| which has kept the .art of
Playing the silver ball alive
dufing the lean vears of the
videa beom. Now the game
which grew up with rock 'n’
oll and the Cold War is
oming of age in the era of
synthesised pop and cruise
missiles,

More and more people
are turning to pinball as an
fﬁ_ | alternative  to hammering

near Croydon, is one of the

or 50 members_of the Pin-

CRAZY

Tim Metealfe finds
he isn't the only one.

their favourite video game,

Keith is pleased to see
pinball making a comeback
and although he is a fan of
the older machines is ready
to admit the modern games
are just as good. “The older
machines are nice to play,
but often the modern elec-
tronic pins are faster and
give you a better game."”
Having  said  that = his
favourite pins ' are  the
“wooden-raijl” machines
from the 50's — so called
because of the wooden strip
along the sides of the
cabinet,

Keith's love affair with
pinball began when he was
still at school in Lincoln-
shire. He used to nip down
to the local cafe and rattle
up a few high scores.

Several years later he was
passing a shop in Croydon
and saw a pin-table lan-

guishing in the window. |
thought to myself, I've got
to have that!” Later, on his
way home with a car full of
old machinery he thought to

himself:  “What = have |
donel”

But he learned of the then
recently formed Pinball

Owners’ Association and
realised that he wasn't alone
in his passion for pinball. He
joined up — becoming one
of the first members of the
fledgling association — and
since then has never looked
back. He became the asso-
ciations’ Pinball Wizard at
their annual convention in
1980, beating all-comers to
that coveted prize.
Although Keith has six
machines he is just an aver-
age pinball fanatic. Other
members take their passion
even further. Some have
built special extensions to

their homes to take collec-
tions of pin-tables which
often run into double fi-
gures. There's a family of
pinball fans who have a
house full of machines and
there's @ rumour that one
meémber owns an amazing
200 pins!

But what attracts people
like Keith to go to such
lengths to preserve these
old machines and encour-
age interest in them? “| sup-
pose there's a certain
amount of nostalgia
attached to it. But really it's
the 64,000 dollar question
and very difficult to
answer!"

Keith is an art-restorer by
trade and lavishes the same
care and attention on old
pintables as he does on
Victorian paintings.

Pinball has been thought
of as primitive compared to
the latest 3D stereo-sound
video games. And admitted-
ly many of the features
you'll find on a modern pin
date from the 30's and 40's.
But pinball has made a bold
step inta the microchip age.

Electra-mechanical
machines are things of the
past — replaced by chip
controled games. Some
even speak to you as you
flip the ball around. There
are pins based on video
game themes, like the Wil-
liams Defender and com-
bined video and pinball

ames like Bally's Baby Pac-

n. All a far cry from the
first pin-tables which had
light bulbs to mark up the
score instead of digital dis-
plays!

Pinball has also survived
conversion to the small
screen. Some video games
centres have pinball car-
tridges produced for them
and computer owners can
also play pinball.

Tandy brought out a car-
tridge for the TRS-80 Colour
Computer which had the
added attraction of allowing
the player to design his own
playfield. Texas owners can
also play the game,

But for people like Keith
their will never be a substi-

tute. for the real thing.
They'll be Pinball Crazy until
their flipper fingers seize-
up!

If you want to know mare
about pinball or the Pinball
Owners’ Association contact
the association’s headquar-
tersat “Arcadia”, 465 Cran-
brook Road, liford, Essex,

q the Smart bomb button on
— li L*
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b P s Tt
100 FOR MP=42 TO 183 STEP H:SOUND 2Z,MP,@
,B:ST=STICK () : POKE HITCLR,®
ies IF ST=15 THEN 115
110 Y=Y+5% (ST=13) -5 (ST=14) : POKE PLY, Y
115 IF L=0 THEN M=STRIG(@):IF M=@ THEN P
DKE PLY1,Y:L=1
Y 120 IF L=1 THEN GOSUB EX
130 POKE PLX2,W:POKE PLY2,MP _
Bl 140 1F L=0 THEN FOR 7=1 TO 20:NEXT Z
A 150 y=y+5% (ST=13) 5% (5T=14) : POKE PLY,Y
e 160 IF L=1 THEN BOSUB EX
B 176 IF PEEK(PLCOLL)<>@ THEN COLOR ASC{CH
= ARS (5)) :PLOT (W-48) /8, (MP-34)/8
S 199 SOUND 2,9,@,0:NEXT MP
S o0 IF MP>=182 THEN COLOR 138:PLOT (W-48
) /8,19
; 27@ NEXT E
_ >ge IF H=4 THEN POKE COLRZ, 104:H=5: 60TO
i 35
N 290 IF H=5 THEN POKE COLR2, 232: H=6: 60TO
39
R o 1F H=6 THEN POKE COLR2,250:H=7:60T0
| E 35
B si10 1F H=7 THEN POKE COLRZ, 250: H=8: 60TD
2 35

a4 ©

. TO S:SETCOLOR 4,2,8:NEXT I:FOR 1=1 TO
| 5:SETCOLOR 4,7, 6: NEXT I:NEXT C

.: SITION 6,0:7 #&;"s hit "3;0:RETURN

} 750 POSITION 4,3:7 #&; "1=novice"
760 POSITION 4,5:7 #63"2=pilot”

770 POSITION 4,7:7 #&3 n"I=commander "
780 BET #1.K

3 "sk=1":60TD g2e

PREM ; ~=«=2":60T0 820

I ; "sk=3":60T0 g2e

4 ®~ B15 s0OTOD 780

N> 820 POSITION 4,3:7 #6;"
Y 83¢ POSITION 4,5:7 #63"
840 POSITION 4,7:7 #&6;"

@:NEXT J:SOUND @,64,10,10
860 POSITION ©,0:7 #6§"

g7@¢ POSITION @,0:7 #5;5 "meteor alert”

g8e GOTO 30
10@® REM CHARACTER SET DATA

y 1940 DIM CHARS$ (7) : CHAR$="

| 1050 IF PEEK(CHSET+?)-BJ*25&=CHDHG=S?

320 SOUND ©,0,0,0:S0UND 2,0,0,0:650T0 200 \Y 1060 FOR 1-=0 10 511

s00 FOR C=1 TO S:SOUND 0,255,4,15:FOR 1=

§ 510 POKE HITCLR,@:SOUND 2,0,0,0:0=0+1:P0

4 1136 FOR 1=
=x2 re
K‘CHURG+1>=NExm 39:POKE CHSET+1I, 255-pgE

1138 neone o
: OR I=
M i & 1=1536 TO 17e6:READ A:POKE 1.4
% 117@ = s
£ 1181 FOR I1=1774 10 1787-
240 6D§I“ 162,3, *POKE 1,@:NEXT |
30y 9,83,1
% 1182 DATA 255 ;1'254’5’196.141
f3'6'24*1°9,252’
183 DATA 296'1é9,24a

799 IF K=4%9 THEN CC=8:POSITION 15,0:7 #6
Powiill Beo IF K=5e THEN CC=4:POSITION 15,0:7 %6

| 810 IF K=51 THEN CC=4:POSITION 15,0:7 #b6

& pse FOR T=1 TO 10: SOUND @,47,10, 19:POSIT
Sl 10N ©,0:7 #6; "meteor alert”:FOR J=1 TO 5 1185 paTa &
:45.293,239’169’6'17
b= zigﬁqgnIn 173,254, 6, 157
IIE’ » 33,263,24 138, 14 i
7 DATA 109,235 » 141,253 4

":FO
R J=1 TO S@:NEXT J:NEXT T:SOUND 2,0,0,0

» 109,252, 6, 133, 204

F

P T s -

2]
182¢ DaTAa ?2?59

%]
1821 DATA :9,0,24,24, 124,127, 255
S

25
¥ 7 &

] 3

126, 102, 102
1025 DATA o, »9,0,0,0,0,0 » 102, 102,23
'B, er a" 42. 28’3’23, 20

' 1845 ['.:HSET:-_—":I-EEM{196:l =< S@"

2 )

ORG+I) : NEXT 1 :POKE CHSET+I, PEEK (0{

}373 Eﬂg I=1 10 & i
- O0S=CHSET

116e FOR J=e TOD ;fﬂSC{EHnRi(IJ}—32],H

111@ READ A
:POKE
1120 NEXT J:NEXT ?HPDS+J,Q .

TI
1149 POKE 756, CHSET /254

1&9,244,6,249,99,56,22L

142,253,6,2
4,1 i
6,133,208, 135 02 1998

» 203, 136, 202, 208, 244, 74, 87
]

7,203, 145
:292,293,244,1;4-25292,169,9,
»

l2491ﬁ'189,23ﬁ &

y 35,ﬁ’133

»204,24, 173
. 189,240, 6, 133 253,6
»248,6,170

731

390,157, 2
6,?6,98,223,0,0:134 133'&’

1

1199 32I2E2£162,a,159

=§::137 (106) -14:

1210 FOR I=p
MBASE

TEE;,B=NEXT " +1023 TO PMBASE+2047:pP0

=”mfkigﬁwawu1=53249=PL12=P:.

=178 B4:PLY1=PLY+1:PLY2oPLyss

: POKE 704,118:POKE 7e5 POKE .

24e » 118: POKE COLR

1250 POKE
; 359, 62: POKE 623,1:POKE 1788 PM
s

» 9,32, 92, 228
» 228, 96
PHBQEE=25ﬁ*Pa=Y=131

v

/" Sy ' o~ ""-‘N
¢/ [ H :




Y e | £ 5 N

+4: POKE S53277,3:POKE 54279,PM:POKE 1771, §

PM: POKE 53256, 1
1266 RESTORE 1280
176 FOR I=PMBASE+1024 TO PMBASE+1@35:RE
AD A:POKE I,A:NEXT I
1280 DATA 254,254,16,16,127,127,120,120,
32,32,112,112
129¢ RESTORE 1310

‘.1399 FOR I=PMBASE+1280 TO PMBASE+1291:RE
aD A:POKE I,A:NEXT I

% 1310 DATA 0,0,0,0,0,0,1,3,60,50,3,1

B[ 1370 RESTORE 1340
1330 FOR 1=PMBASE+153&6 TD PMBASE+1543:RE
AD A:POKE I,A:NEXT I
1340 DATA 30, 126,252,126,127,255,254,70
13Se POKE PLY,Y:POKE PLY1,Y:POKE PLX,193
:POKE PLX1,XM:POKE PLL,12:POKE PLL+1,12:
POKE PLL+2,12
1360 X=USR (15956)
1780 POSITION @,18:7 #b6;"press fire to s
tart™
1480 IF STRIG(®)=0 THEN 1420
1410 GOTO 1400
1420 FOR N=2 TO 18 STEP 2:FOR I=@ TO 19:
SOUND ©,1+100,8,8:POSITION I,N:7? #&6;"
NEXT I:NEXT N:SOUND ©,0,90,0
14390 POKE &56,1:POKE 657,8:7 "

150@ POSITION ©,@:7 #65"meteor attack”
1SeS FOR I=2 TO &:FOR N=19 TO 18 STEP -1
:COLOR ASC (CHARS (3)) :PLOT I,N:NEXT N
151@ FOR N=17 TO 16 STEP —1:COLOR ASC(CH
AR$ (2)) :PLOT I,N:NEXT N
1526 FOR N=15 TO 13 STEP —1:COLOR ASC(CH
AR$ (3) ) :PLOT I,N:NEXT N:NEXT I

M 1536 FOR I=3 TO S5:COLOR ASC (CHARS (2) ) :PL

% 0T I,12:NEXT I:COLOR ASC (CHARS (4) ) : PLOT
a1
1540 FOR I=8 TO 11:FOR N=19 TO 16 STEP -
1:COLOR ASC (CHARS (2)):PLOT I,N:NEXT N
1556 COLOR ASC (CHARS (3)):PLOT I, 15:NEXT
I
1560 FOR I=9 TO 10:COLOR ASC(CHARS(4)):P
LOT I,14:NEXT I

§ 1570 FOR 1=13 TO 17:COLOR ASC(CHARS(3)):

® PLOT 1,19
1580 FOR N=18 TO 12 STEP —1:COLOR ASC(CH

| AR$ (2) ) :PLOT I,N:NEXT N
159@ COLOR ASC(CHARS (3)):PLOT I,11:NEXT
1
1600 FOR N=14 TO 14:COLOR ASC (CHARS (3)):
PLOT N,1@:NEXT N:COLOR ASC (CHARS (4) ) : PLO
T 15,9
1610 1=0:FOR N=19 TO 1& STEP -1:COLOR AS

2%5 Cr TY;-,&,

N:zNEXT
OR Nes 1p 14124)*100)

POSITION I“"
0,0,0 =

29?9 ;'.'hn es
. SITIOoN
@,0:7
1927 Mg;
D-”n:éa:? *6"'

5 Ti . -
;0 EDRs DESTRUYE]J:- 3
#4; qu
*POSITION 4, gry"

1=2
N 8,3:5 4

5 5-?
= '6-5 :n.".
213 HE Cltyw = %
RESS POSITION
| RESg». @

EXT I-'hEX'r N:B

-‘Fm I
=0
217e 50To TO 19;

= I,N:7 . u
1508 g @ i ¥ -EN




Communication to Track-
er 2680 ... unprogrammed
android in your sector.
Type: security droid. Sta-
tus: control malfunction.
Solution: terminate
message ends.

Another assignment for

the overworked and
underpaid Tracker. A
dangerous job hunting

down rogue androids. You
never know just what you
are likely to come up
against. Some of them are
pretty tough customers,
But then, so are the Track-
ers ...

These men are the bounty
hunters of the 21st cen-
tury. Seeking out and des-
troying rogue androids
who get too big for their
programming sequence,
Now you can join the elite
ranks of these modern day
hunters and save the
world from the dangerous
androids.

The fugitive android lurks
somewhere among the
obstacles on your Tracker
control screen, displaying
the sector your Tracker
patrols. The Tracker must
catch the android within

18 moves or the fugitive
realises it is being fol-
lowed with nasty con-
sequences for the Tracker.
To catch the android the
Tracker first has to work
out the best route to reach
his target and input them
into his control computer.
The complete set of
moves must be typed in —
up to 18 — and then just
hit the return key and sit
back and watch.

The Tracker on screen
follows the appropriate
course step by step.

While this is going on a
small arrow points to the
appropriate instruction on
the line the player has
keyed in, and the move
number is shown. Inputs
are: L = left, R = right, U =
up, D = down.

Remember totake care
when you are typing the
listing into your machines.
If you make a mistake it
could mean many frustrat-
ing moments.

So to save your sanity
check each line carefully
— and only turn to the
Bug Hunter as a last re-
sort!

BY RICHARD BARTON

Variables
CO = colour address

V = volume.
(Tracker).
G = Grid display.

C = border of grid.
Q = fugitive position.
X = tracker position.

T = time delay.

S1,82,53 = Vic sound addresses. @

_TRACKER

RUNS ON AN UNEXPANDED VIC-20

Y = represents whatever arrow code is being used at e
anytime (U,D,LR)(e.g.=Y=R. used |
MS = special sound effect routine.

112
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ak

28 PRINT" "

40 C0=30720:2=8

60 U=1 Dm22:( w60: ReE2 : ¥a7822
B2 S1=36874 :5p=3587%: §3=36876: v=36878
108 FORG=7680T0792]

120 POKEG. 122 POKEG+CO, &

148 NEXTG

220 FORB=1TO4G

248 M=INT(RNDC ] ) 4241 )+7630
268 POKEM. 160 POKEM+CO, &

238 HEXTB

| 283 FORC=r688TO77@1 : POKEC, 168 ‘POKEC+CO, B:HEXTC

| 284 FORC=77@1T079435TEP22 : POKEC, 16@ : POKEC+CO, 9 : NEXTC
296 FORC=7943T07922S TEP-1 ‘POKEC, 160:POKEC+C0, 0 HEXTC
288 FORC=7322T076805TEP-22 "FOKEC ., 168 POKEC+CO, B NEXTC

| 308 O=INTCRNDC1 %241 1+7E28

319 IFFEEK<Q)=160THENIEO

326 POKER, 102 POKEQ+CO, 2

340 POKEX. R : POKESBI8+CO s

60 FRINT " magag JLALRLALALSL I AR 5008 .01 0] 1)

380 INPUTRS

| 468 IFLENCRE)> {BTHENPRINT 'm g TOO MRNY
MOVES = :FORT=] TO80E : HEXTT : GOTDIS0

428 POKEY, 10

[ 448 POKEM, 30 POKEMW+CO, 4

450 =168

430 POKEM, 20 POKEN+CO, 4 POKEN-1.32

%00 IFFEEK (H-223 =32THEN?@8

320 IFFEEF.(H-22)=21FINI.TF'EEF<.‘L’H—223{>16€lTHEH.'=e.'=
#-2d :POKEX+22, 122! POKEX+CO+22,0: Y=

g IFFEEl((H—ZE)n-tHNIIPEEK(H-*EE)(}isﬂTHEHK=
K+22:POKEX-22,122: FOKEX+CO-22,8: Y=1

N - e
Samputer and Videg G ames Yearbook

-

=1

't 5

580

IFPEEK(N-22)=1 2ANDPEEK ¢ ¥~1) <31 6OTHE NN =
#—1'PDKExvl,1:;'PDKEH+ED+1,B.w=;
15ANDPEEK ¢ X+ 1 5 € 1 SATHENY =
"1 POKER~1, 122 ‘POKEX+C0~1,8: YaR
FOKER. ¥ POKEX+CO, 2

Z=Z+]
FRINT " Sa0
POKESZ. 280
FORT=1TO10@ MEXTT

FOKES3. 0

H=N+]

GOTO458

IFPEEK (X )=UAHIPEEK | A=223=1B2THENT 38

IFFEE} A =DANDPEEK (X+22) =1 02THEN 91

IFPEEK (X =L ANDPEEK (X~15=162THEN?98
IFPEEK(H?=EHNBP£EK(H+L}=1GZTHEH?98

PRINT" : PRERIE MISSED! mv. 070580
PRINT"MWIM&HWII"H:& A HIT! &

KR DD R BB TER " 2

9 FORMS=132T0240STEP, 7

FOKESZ, MS
HEXTMS
FORT=1TOS0@ : NEXTT
FOKESZ. @

GOTOZ28
FORMS=24aT01325TEP-, 7
POKES!, M5

NEXTMS

FORT=1T0S0@ : NEXTT
POKES!.@
FRINT"T00IE HIT R FOR HEW GAME =

1868 GETR$: IFA$=""THEN]IBa0
1820 [FA$="R"THENRLN

1848 GOTO189a

Nustration: Terry Rogers

3
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NTERCE?TOR SEND S.A.E.
MICRO S e FOR FULL LI?T OF GAMES «

PANIC &t LRALY *.UN

WTERCERTOR Ir- EBCERTOR
IS’:-l WA s" TR

INTEHCEWOﬁ
SCH' TWARE

NTRUOERS

'\',Ml5i|||_|‘__;|.|||||||.|;.
Address __j P LY W 1 WK T LT A AN o Y T

uantity Total] lterm
| Scramble 64 £7.00 ™ Galaxzions
[Star Trek 64 | £7.00 Fantazia Vic 20
?rEE:TLT 64 fTDG Crazy Kong  Vic20
Panic 64 |’ €7.00 Frog Vic 20
“[Crazy Kong &4 E7.000 Align Attack__ Vic 20
Speiteman 64 | Er.00 5 Vic Rescue | Vic20
Fightor Pilat Atari| £7.00 Penny Slot Wic 30
Wardhanger  Atar| £65.00( B e
~ Prtruders BBC| E6.00]
Jupiter Defender | £6.00 P&F
| = Toual

=
| S

—
—

Sand uuq.Jc P Q. with Or der o In n'”calc Micro's, Lindon House
The Green, Tadiey, Hants

A Postage & Packing 50p
fe—— NEW VIC 20 GAMES — e
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‘The Legend contmues.. ol

ﬁnyo[formt

(L'.RAHTEE,

ofihe game ot am diicia
Imagine Software, Masons Buildings, Exchange Street East, Lwerpaol, Merseyside 1.2 3. o ﬂ-'d mﬂw plm

- ad
IdI ng first class post,
£ VAT and o'
Ihenulne
@® EACH G




i_}iﬁ w=65368 TO 63535

7 RERD 4 POKE #.,d

3 MEWT =

4 DATA €¢ T

@, 1'25_.3@,219,255, 255;2;’2’, S0
0 e.0,0,0,8,255,129,129,123, 1
3,129, L5 129,252,2,1,1,1,1,

n o

3,129,129, 127 (00" 129,129, 129,66
252,129,129, 125, 150" |20, 64, 62,
ud%9:1291129,129,1@9,122;5?
-q5,24s,24a,25?,ézgéegéufép
P l:'lﬂ') 2 , 68, ; :-
iijﬁgéifég.aa,seﬂxze,zﬂu
L 5%y ,1092,36,9,0,0,9,0,0,
e T ol 1,11 088,128, 10
”8.128,125,128,255i2é9;g,
< e’ 9m,255,255, 255,99,
=y 64.1'23,128,1234128,1
"Sa40,128,128,128,12

12,
15,24‘3,12,2,2,1,1,1, 1

LE

[\_
5

i~

y

a

-

P~
n =

T
= @O
P -

=~
N
i -
n R
A
T
o

pa b

e [ UL
raof v

p v = L
Lo~

1%

) e
=

& o
- = b
=

S,

5

[V
a

"
-

‘-

-

@M

g -
-
o -

Q\_
-
0y -

i

10 REM R,Beale 0 1983
15 REM SAVE "Pacmhan" LINE 777
?;BEHUE "Pacman G"CODE USR gt 2
20 LET hse=d: LET cw@
23 LET s®@: LET l=2
382 DARTA 03,0,.3,0,.3,8,.2,-5,.
E;-ﬁJIEJBJI4Jng544 J
31 DATH .3;@,.3.6,.3,8,.2,—5,.
2,-3,.2,0,.3,0,.5%,-3
~ 32 DRTAH +3,09,.3,0,.32,0,.2,~9, .
€,=35,.2,0,,3,0,.3,4

33 DARTA «3,5.,,3,6,.3,5,.2,4

34 DATA .3,0

3% DATA .4,3,.4,0

52 RESTORE BORDER B: FAPER @

CLS

190 INK 1: PRIMNT THB %:'af
bbobbbbbbbbt " s 'qbbbbbb

lti":"

1280 PRIMT TAEB 9;"cugt.qot.c.qot
i ﬁlt’.U.C"

120 PRINT TARB Si'"c.er.elr.e. =1
P B e

140 PRINT TRE S;

n
c" -II:"...*IIIIIII
" oW

-

150 PRIMT TABR %; "Z.fd.g.fbobd. g
arl:ln':” |
160 PRIMT TAR %5; "~ e

O R e
'—II

s ’ = .
,;égr-ﬁRIHT THE 5; "shibt, nbd. e, fhin
128 FRINT TRE 5" g P

.f"' n

130 PRINT TRAE 5, "fbbr. . 4 ft
. =bbd" SRS

LI I BRI

. ow

Late at night, when we were
sitting around looking at
programs for this year book
in the C&VG office we sud-
denly hear a mysterious snif-
fing sound coming from the
computer room. Expecting to
find Mal Function up to no
good among the software we
crept up to the door and
slowly pushed it open. Not a
Bug in sight. But sitting in the
middle of the floor was a
small round vyellow being
with a small tear running
down its chubby cheek. A
Pac-man. “What's wrong lit-
tle fellow?” we asked. "I've
heard you are doing a great
programs we have known
section in the yearbook,” it
said, wiping away another
tear. “Why, yes,"” we replied,
"But why are you upset? Pac-
men are usually happy little
creatures.” "A little ghost
told me that | was being left
out!”, it sobbed. “How could
we leave you out! Everyone
loves a Pac-man!”

Its round face brightened.
“Really!” it exclaimed. “Of
course!” we said. “Just wait
until | see that ghost!” said
the Pacman, gulping down a

powerpill, “I'll soon sort him ::
out!” And with that he dis o
appeared in a puff of golden gr
smoke, leaving behind him o
this neat little listing for the T
Spectrum. i
This program gets as close Ci
to the original arcade version S|
as is possible within the di
limits of the Spectrum. There &t
are four power pills, two ke
escape tunnels, and all the i
video-pills a Pac-man can eat. .
Because of the limitations of f“
Basic there is only one ghost g
— but he’'s a mean Pac b
hunter. And there's a nice b
twist to the original theme T
which gives the little mun- m
cher additional problems. Ji
The power pills can be trans: T
formed into poisonous pills -
by the devious ghost. While o
they are poisonous to the
Pac-man the pills stop th
flashing. You get three lives =
as in the arcade version and te
the Pac-man is controlled by Jis
using the “Q" key to move
up, “2" down, “M" left and
“N" right.
Program notes
When entering the maze-
printing section of the prog-
ram the dots are full stops

e

2pn PRIMT THE S

.abbd”

r_-' =
Z30 PRINT THRE S

. sbbt" i
248 FRIMT THE

i

,ad.c"

Je et

- Ea ‘F'm "

=2o@ PRIMT TAE
bbd.c" i
e 151% ) PRIMT THE

-|‘:
319 PRINT THE

218 PRINT TAB 2.

EEB PEI""T THB 5;“ el wws s w®’=
';”qbbﬂ.e.Fbmhd.e

- = I{'--
'ESB PRIMT TRE 5;
260 PRIMT TAB 5;"CUeCarssrn

279 PRINT TRB 2

5;"c....c...c...c

o )
.;-298 PRIMT THE 5;"C.be1bd.e.ibl

bbbbr" N
311 LET 1=@: LET u=0: _

géé Cof =i 10 3i: RERD-a: RERG
294 BEEF a-.1,b: HERT

a3 LET j=pl: LET m=PI
409 IHMK &: FLASH 1: FF

e el R

rFobt.9. zbbbtr. @

JI“CHJIDHHlIl‘:IIiI

"'C.f‘t.Ft‘;d.e.de

;"ﬂd.e.g.rbobd.g

55“\:----------.!-

= "5bbbbbbbbbbbbb




and must be coloured with
ink 7 (white). The maze is
drawn using user defined
graphics and must be col-
oured using ink 1 (dark bilue.
To colour the maze do not
use the INK command. Press
CAPS SHIFT and SYMBOL
SHIFT together. Then hold
down the CAPS SHIFT key
and press the appropriate ink
key. This method saves mem-
ory and is necessary if the
program is to run on a 16k
machine. User defined
graphics are shown as capital

| letters in quotes and should

be entered in graphics mode.
This program runs on a 48K
machine. To run in 16K add
line 5 CLEAR 65367: LOAD'™",

! Then type in lines 1-5 and

save on tape. Type NEW and
enter the rest of the program.

To play the game, load in
the first part and run it. This
will then define the charac-
ters and load in the main
listing.

465 LET a=i
4?8 LET b!= ||5"

EJHT 1& BNy,
ER= L ,HT 1 I"*‘.n Wi

“4IE3‘ PRIMNT mRT E-'si?'lLf"“:éT"t_l pe
" S,e8; "y

421 FLASH B:

922 PRINT AT @, 24.» :

bl ©.24; "HI-scORE" , AT

425 LET Yi=g: LeT x1=14

327 PRINT AT 21,9,

an TD 1_1 ‘ PR 1] H FDE

=0 : INT £ B

*ié h": NEXT ¢ AT
30 PRINT &

o { INK 7;RT 11,12;"Read
:Ei ERINT INK 6;AT 16,14:nn
e 2 FOR Fu1 Tg 1mg. NEXT F: pRry
442TP;1,12;”sbbbr" :
INT  INK @ "

10,24 ; g K 8;AT 10,4, 2"iAT

445 NEXT ¢

47 L
Eé EE H;_.!::PjEiRh.J[ ;AT B‘ 1#, "a'u
LET HHIS

477 PRINT AT 19 Sl
'_-—-—_.________-__ 'l H

INKEYS

LET a=CODE b%-52
484 BEEP .91,1-/5 By
510 PRIMT AT W, Xx;

+ g=4 )= a=1) o
xS&B LET c$=SCREEMN% Cy,x:
v THEM GO TO 789

<"

540 PRINT

550 IF j=dJ1 AND m=x1 THEH
u=4: REM 3288
552 LET u=u-—1:
TO 2280 i
551 LET j=wl: LET M*A:?fﬂll
s63 IF t»® THEH LET &=t
TO 2008
563 LET yl=9%+£u &
556 1IF Jl=y AND x=

1F '..'-:"FJ THEH

14—yl >
::-I:l THETI

0 18809

480 IF IMKEY®<>"" THEM LET b%=

482 IF b$>"4" RAND b®<"S" THEN

=20 LET ysy+(a=Z)-(a=3): LET x=
IF c%

IMK 6;AT d,x;3a%C3)

=i ' + H [} _,:{1;"-3."
4% PRINT OVER 1;AT 4l LET

Go)
G0

GO T




0 1828

1="" AND A
7 E SCREEHE (Jl,x .
T?;Bﬁil,ﬁlﬁ{}134 T?Eﬂ r;EIxﬁ1=J
W‘ LET x=1=sl+{xl<xr—" p £ gn g
%gg IF ul=y AMD x=x1 THEH GO

. (L 1] H
£00 IF SCREENS Cgl,xi):ET Z?Zm
TTR (yl,x12{>134 THEM e
618 IMK 4: IF t)BITHE gt
620 PRIMT OVER 1;AT 9l,xi;

TO 4868 _

Ezg Eg c&<>". " THEN GO Tﬂg?l?

%BE LET s=z+3: FRIH;BHT 2,9
j=i+1: BEEF .01,

L§E4IIF i»177 THEN GO TO el 151

787 GO TO 333

o= o To
719 IF ATTR (y,x>=8 THEH G

r
E?g IF ATTR (u9,x2=134 THEW GO
v
2 T
TglgﬁIF ATTR (u,x2<>1 THEH Go
0 1808

=uCigeD il ge3Y: LET Xw=
g LET wusy—{as=z2 2
vi?a=4}+(a=1}:_GUdTE 535
Co4a REM oot big do .
z;é FOR @=20 TO 5 STEP g.F§EET
+é1 a: HMEXRT 9: FOR =85 TOD 38 S
EP 5. BEEP .@1,a: NEXT 9
T +=39 A
;Eg tET ==z+25: PRINT AT 2,8;s
GO TO S35 :
200 IF x=4 THEM LET x gg
810 IF ==24 THEM LET x=
25 GO TO 533 &
1391 IF SCREEMS (u,x>="." TH
T i=i+1 . 1) Il-' I
%592 PRIMT AT H;%J"UvﬁEHIJL;T 1
F SCREEMS Cuw,%0="." T

i+l

-

1095 IF t»>6 THEM GO TO 1zp6
1188 FOR =1 TO 4

11685 PRINT AT Y.¥i"a": FOR g=8 T
0 & STEP 2: BEEP «81,9: HEXT a:
PRINT AT Y.x;"p": FOR g=¢ TD B s
TEP -2: BEEP «B1,9: HEXT g: HEXT
s

1118 IHK &: DATA Bl e M T
1115 RESTORE 1119

1120 FOR g9=38 TO 18 STEF -18
1123 READ a%: PRINT AT w.x;a%: F
OR f=1 TD ¢

1138 EBEEP «B135, f+g9: MNEXT ¢ HEXT
=]

1148 PRINT AT Hax;" " PAUSE 14:
BEEP .1,8: PAUSE g PEFFP . 1.5
1268 LET 1=1-1
1218 IF 1=~1 THEH
1220 GO TO 425
13898 PRINT OVER 1;AT y,x;"a"
1281 FOR g=-14 TO 48 STEFP S5 EEE
P .01,9: NEXT (=1

1318 PRIMT INK EiAT Y9, x;asCad
1329 LET s=s+200: PRINT AT 2.8;s
1320 LET wi=8: LET xl=14

1333 PRINT OVER 1; IHK 4,AT =,1
4;"a"

1333 LET t=p

1348 GO TO S35

1588 IMK 7: PRIMT AT 19,109; "GAME
OvER™

15189 IF =>hs THEN LET hs=g: PRI

HT AT 2,24;hs: FRINT AT 14,2; "¢y

ouw have the high-zcorel y»

1511 PAUSE s8

1528 PRIMNT FLASH 1;AT 5,2;"Pres

$ any ke to begin.,."

1538 IF INKEYS$<>"" THEN GO ToO 1

S30

1348 IF IMKEY$="" THEN GO TO 1%

48

16898 GO TOo 25

2888 PAPER RHD¥6+1 : FLASH 1: CLs

GO TO 1566

2018 FOR f=8 TO 49 STEF 19: FOR
9=0 TOD f STEP 3: BEEP «82,9: HEX
T g: NEXT ¢

2820 PAFER 9: FLASH B: CLs

2B48 RESTORE

2041 IMK &

2842 LET c=c+1. IF c>1 THEWM GO

TO 3588

2859 FOR f=1 TO 31: READ a: READ
b: BEEF a-,15,p+g

2968 PRIMT AT A, g maw.
AT 18, f;vmy"

2878 HEXT f
£873 RESTORE
2877 INK 4

IHE 5

LET g=p

2059 FOR f=B TO 30




F

209983 REARD a: READ b: BEEP a~.195,
b

2A%1 PRIMT AT SIH o¥3+1A,+-1;" "
2895 LET ga=g+.3

2188 FRIMT AT SIH g¥3+1B,1;"a"
2118 HEXT

2128 PRIMT IHK &;RAT 18,31;"k"
2138 INK &6: CIRCLE 199,147,228
21468 CIRCLE 228,128,3

21509 PRINT AT 8,24a; "o :
21680 PRIWT IMK 7;AT 3,22;"Dh Mo
|ll

2165 PAUSE S@

2170 CLS : IHK &: PRIHT AT 18,31
s s THE 4:R/T 11,38 A

2180 FOR f=38 TO @ STEP -1

2198 BEEF .865,58-f: PRINT RT 18
s . M  NEXT ¥

c268 PRINT AT 18,8;" "

2218 GO TO 58

2992 STOP

3816 LET wul=ul+igldgd-{yldyd
3848 IF SCREEH® ol ,:1="" HAHD A
TTR ¢l ,xl € >134 THEH LET dl=j
2044 LET =l=sl-+Cx1<23 AMND 21 5 2~
(3125 RAMHD wl<xn

3050 IF SCREEMS <dl,x1)="" AHDR A
TTR (), x1 22134 THEH LET =1=m
218 GO TO 618

2288 IF wu=3 THEM LET o=IMT C(RHD
%4 )

3218 LET xl=x1+{x1<23 AHD o=@ 1<
o=1 AND =1>53: LET yl=yl+{o=2)5-C
0=3 D

3220 IF SCREEMS «wl,x12="" THEH
LET xl=uxl-{o=A3)+{o=12: LET ul=y
1=% o2 240 0=3 )

3225 IF x1=m THEH GO TO 35828
2238 GO TD 518

3518 IF c=2 THEW GO TO 4384
3520 IF c=3 THEWM GO TO 44080
43168 FOR =8 TO 26

4328 READ a: READ b

4322 BEEP a--.15,b

4325 PRIHT IHK &;AT 18,+;" h"
4228 PRIMT IHE 4;AT 8,31-f;"a
42360 HEWT

4332 PAUSE z8

4333 RESTORE

4337 FOR =30 TO 16 STEF -1

4348 REFAD a: REARD b

43242 BEEP a-.15,b+24

4548 PRINT INK 8:AT 19.F;"] Y
INE 4:RT 8,31-f;" a"

4355 NEXT £

4258 PRINT INK ¥V; FLASH 1;AT 9,
6" 1": INK &: PRINT AT 18,15;"1
4368 PRAUSE S6: PRINT AT 9,16;" "
AT 18,16;"j": PAUSE S58: PRINT H

F 19,16, k"

4486 PRINT p

4370 NERT ¢
4373 PRINT AT -
4419 FOR f=g 7
L¥e¥ BELG o

0 To
TO 14

4434 PLOT 136
3940 DRAW -SGJJSE
4458 DRAL EH,é P
4455 DRAW 39,9 _p;
4460 DRAW ~35, <4g
4462 PAUSE :

4475 FOR f=

MK 4; A 19,f; IHK
4490 NEXT ¢
4492 LET =3

4494 G0 1O Sp

i

77 LOAD

LM

" HCUDE USE‘ lla‘ "

L= 1‘5., i Al

5]

e ;
h 6.'. "J" a FIRIHT F‘IT IB.. IS;

15 Tp
47 . @ STEP -
9 READ a: RERD b, EEEPI

a-.1,
5; "hll‘;

READ b: peep a=, 18

. IH"’ = .
IHK 4;AT 39 31-p io), 10 Fit pel
: J |

I

E
I

P

4383 ;

16?; fGEPégéﬁ TO 21: PRINT AT ¢
Eas i "9Z.F: PRINT AT ¢ 1

ILLUSTRATIONS: TERRY ROGERS




Glossary of Computer Terms

6502

The CPU chﬁ'ﬁm many popular home computers, e.g.
BBC, and Oric, also in the Atari VCS games centre.

E

A newer CPU chip with some similarities to the 6502. As used
in the Dragon-32. .

|

=
A way of specifying movement on the screen whi ear ‘

relation to where you are moving from. E.g., Move to
coordinates (10,9). See also relative.

T g régister in the CPU on which arithmetic and other

he
ingtruetions operate. To use certain functions on other
registers requires copying that register into the accumulator,
operating on it and then returning the registers to their

original state.
e

Address

=)
A name, number or label indiéﬁﬁi’lg—a—‘bositiln inthe
computer’'s memory.

Adventure

The name given to computer simulations of fantasy
role-playing games. The machine plays the part of the

adventurer which you control by giving instseetiaps from the
keyboard usually in plain English. The pbjectiveTs usually to
find treasure. F

A detai -by-step description of a problem which can

then Iv translation into part of a computer
prégranm-—

Append -

A Basic command to load data ora p ipto t
computer and add it on to the end of whatever is there
already.

Argument

The value on which a Basic function operates. e.g., POKE has
two arguments: an address and its contents.

Array /?:‘--,_,,\B
h

/’ —
e,

A way of storing related pieces of information in t

computer, so that each element of the array shares a
commaon \gﬂf?p-name. E.g., instead of storing a list of
addre . B.£and their '‘phone numbers as D, E, F, two
arrays could se:{su that the addresses would be labelled
Al1), A(2), Al3) and the phone numbers as P(1), P(2) and P(3).
Then, finding the phone number for a known address
becomes simple.

ASC( )

A Basic function to give the ASCIl| code of the character in the
brackets. e.g.

P IIAIi]
will print 65. If you uming, the function will
return the ASCIl code of the first character in the string.

120

Asdl

American Standard Code for Information Interchange. A
standard code used in most micros to represent 128
characters in a 7 bit code.

Assembler

A program which helps in writin%lmat@e code programs. It
allows the programmer to enter mathinexdde instructions
using mnemonic codes which&re &4ster to femember than
the hex values. eg., in 6502 machine code one way of loading
a value into the accumulator is by using hex code A9. With an
assembler, the load-accumulator instruction is LDA.

ATTR

A Basic function on the ZX Spectrum used to find data about
a certain point on the screen. For a pair of coordinates it
returns the colour of the screen at that point, whether itisin
extra-bright mo d whether that particular character is
flashing or sty&g‘

Basic ~——

Beginners’ All-purpose Symbolic Instruction Code. A
programming language invented in America in 1964 and
available in almost all computers from those running power

stations to those playing Space Invaders,
S ("*__,\

BAUD RATE

The speed at which data bits are sent down a wirérBaud rete
is approximately equal to bits per second; so with an average
of ten bits per byte an interface working at 300 baud can
transmit or send about 10 characters per second (or CPS.)

BEEP s

The command used in Basic aﬁ-ﬁeﬂ&aa&rum and Jupiter

Ace tm sound from the built-in speaker. The two
argumients aeespitch and duration, where pitch is relative to
mi - duration is specified in a range from 0 to 255.

Base two. The way in which all information is represented in
the computer internally. The only digits used are 1 and 0

which correspond to an electrical signal either being W-
i i -~
in a wire or not. e l

]
A short form for binary digit, né'iiﬁ'ﬁh 0.
Border
An area round the edge of a playing screen which can be a

different colour from the main playing area. Used mainly to
ensure that the whole of the game is visible on the screen.

A pommand to print on the screen in varying
 brightness
“has

.Tn Atari 800 has 16 variations while a Spectrum

An error in a program which prevents it from Mﬂﬁi
properly. L \

Byte

A short form of BFh/ I‘{"Eigh used to describe a set of eight
bits. P Casies

Computer and Video Games Y|




A (usually) plastic case containing magnetic tape on which

| programs can be stored using two frequencies. The

| computer can " " to a cassette and reconstruct the
program at adatér dm.fne frequency is used to represent a

1 and anosferforazerol (see binary).

Centronics
Aform of interface for computers used in connecting
printers. The centronics interface is a parallel device as

| oppesed to the RS232 interface. It uses eight separate wires
for the date and a complete byte is sent at a time. Originally
used in a range of printers by Centronics, this interf?,iﬁ_gpw

d iy : :
standard or optional in most micro printers. [
k——.‘_

Character

| Aletter, number or other symbol which is represented by a
unigue code in the computer. The usual number of characters
| is up to 255, which represent numbers, letters and other

i sm ontrol characters which mean special things like
| ':' rmon er” or “change to upper or lower case”’.
i

The range of characters which a computer is able to produce.

Some machines have special character sets with
mathematical signs or non-Engl¢

: Chip S“fg“‘

An electronic circuit reduced photographically and produced
on a piece of silicon of around % inch square. The final
version of a chip is much larger to accommodate the pins
which are used to connect the chip to the outside world.

CHRS( )

- r"n
L wd
A Basic function to output a character w?;s\e\t\scll code is
known. E.g.,

PRINT CHR$(65)
apital letter A,

€hunl)
The term used to describe graphics W whole
tharacters as opposed to pixels, Theset raclgrg are often

whole blocks with one or more qu ved. As found
on machines like the ZX81.

CLOAD

ABasic command to load a program from a cassette as
opposed to loading from disk.

will pri

A statement in Basic may be aitheM ontmand §r a function.
Acommand tells the computer to d& some ing §nd does not
expect a numerical or alphabetical result, while a function
does. Soféﬁd.i.uqn and PEEK are functions but POKE and LIST
are com ﬂ'ﬂ!:g]

Compiler

Aprogram which converts a program written in a high level
language such as Basic to machine code. This may be useful

because machine code programs are hard to write but run
much faster than those in Basic. Compilers are often used in

the writing of game programs for this reason, A com piler

differs from an interpreter because an interpeter translates

each line as it is encou which may be many times
during a run, while a¢ ilerftdnslates each line once, at

| the start, before thé®Brogram is rdn.

Computer and Video Games Yearbook
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Copyright

The area of the law which allows the originator of a piece of
waork the exclusive right to make copies of that work. No
copyright laws specific to computer programs exist at
present. The difficulties arise over the idea of a program as
much as the program itself. Because the author of a program
is entitled to a payment for each copy sold, copying of
programs illegally is considered theft.

CPU

Central Processing Unit. The n'l?n-oh.p in a computer which
organises the work of all the o co nents in the
machine as well as performbertogieal arli arithmetic
functions.

CSAVE

A Basic command to save a program onto cassette.

Cursor

A marker on the screen of a computer to show where, if a key
is pressed, the next character will appear.

Data

Informatio rogram needs before or during a run
E.g.,apr, to Eﬂ%v a square needs to know where on the
screen tfie corners aredto be. Note that data in this senseisa

plural word as in a list of data. A single item in that list is
called a datum.

DATA

A command in Basic which is used to supply data to the
program. The word DATA is followed by the data it ith
each datum separated by a comma. To access thi

function READ is used. L— j\

Debug

To ensure that a program works properly by removing the

bugs from it,
Decimal £ €4
The most common way of répFesentmg ndmbers. It uses the
digi *Also known as base 10, or denary.
]

A command used in Basic to reserve space in the computer's

memory for an array. Most machines will automatically allow

for an array to have 10 elements so if you plan to have

anything larger you must use DIM. To reserve enough space

for array D to have 75 elements, use the command

DIM D(75). Short for DIMension. /.;"‘_J
g l

Deutsche Industrie-Norm. W—l-designed standard of
connections used extensively ¥ augdiyequipment and,
therefore, also in the conftettmgf cadsette recorders to
computers. A DIN connector usually has between three and
seven connecting pins.

An alternative medium to cassettes on which computers can

store programs and data. It consists of a thin circle of plastic
c in a similar substance to cassette tape and housed in a

okpy disks or floppies. They are available either 5.25
across and need a special machine called a disk
drive for them to be used.

The machine which is used to get informatio afth aﬁ‘
disks. Once a disk is inside the drive it is #Tated affainst a

head similar to that in a cassette recorder. Disk storage is up
to 50 times fastaWusing cassettes but is also more
expensive. An 3 gagrive costs 10 times more than a

cheap portajfeTassnite

i d:'rintective plastic jacket, which is why they are often
or 8 inch

arder.
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To alter part of a program while leaving the rest unchanged.
This can range from the addition of a single character to the

removal ofala mck of the program.
-

Asingle part of an array identified by the array’s name and
the element’s unigue subscript.

A basic command to tell the computer that the end of the

program has been reached.
P
ENVELOPE —)\

A command used in Basic on the BBC micro to define the

characteristics of a note which will be produced by the BBC's
SOUND command. ENVELOPE defines the actual wave form
of tlf;zyﬂ&and can be used to simulate the sound of various

instGagBnts,
épiibw)

Erasable Programmable Read-Only Memory. A ROM chip
which can be re-used by exposing it to ultra-violet light which

erases it, —
—~—Z
File
A collection of related pieces of data stored for use by the
computer on tape or disk.

Fixed point

The way the computer stores numbers. IW moving the
decimal point around it is always placed#fterthe first digit.
Then the entire number is multiplied mﬂ factor of
10 to make it the correct value. For example .

YVio=10""

50 0.168 in fixed point format would be 1.68x 10"

ﬂ@:qg point

The normal way of specifying decimal fractions. The decimal
point is placed between the whole pan;t@m fractional part

of the number. .
Floppy disk

see Disk.

FOR

A Basic command to perform partof a program a certain
fixed number of times. The part to be ra is placed
between a FOR statement and a NEXT J\

Forth

A computa rammmg language. It is the language of the
Juplter Isu available for some other micros.
Nth }rdar to learn than Basic it runs much
faster and is useful or writing games programs. Was
originally to be known as “fourth” as in fourth-generation
language, but the computer on which it was invented only
allowed 5 characters for a program name!

Function

see Command,

GET €

A Basic function to'Get a sinyle kly press from the keyboard.

number up or down so INT(5.01) is the same as INT(5.99).
1 - d
-Irlteder

GOSUB

A Basic command which jumps to a certain part of the
program called a subroutine. These are useful where the
same part of a program may be “called” several times. The
subroutine may consist of several program lines and will
continue until it finds a RETURN statement. Then control
returns to the line after the initial GOSUB.

GOTO

Jumps to a certain point in a Ea/s}pmaram and continues to

run from that point. i
- . \
Graphics characters

Characters which the computer can print apart from normal
letters and numbers. These can be used in blocks to form
pictures. See also Characters.

Hardware

The phys:ca nents of a computer which can actually
be seen, as Y programs and data which cannot.
Hexadecimal

(or Hex.) A way of specifying numbers in base 16. Hex uses
16 digits, namely 0 to 9 and then A to F. So eleven in hexis B,
and hex 10 is 16 in decimal.

/-~.
High level language ~— r""\

A programming language in which the language itself does
some of the work for you. For example, Basic is a high level
language because most of the commands available in Basic

are not available directly in the?lq but must be broken
down into many simple instruE on Qﬂe\Basic interpreter.

C s

sed in S ectl.m-r and Oric Basic to specify the colour in
which printing on the screen will be.

INKEY

Similar to GET. As used on Sinclair computers., /c--.""'

INPUT .

A Basic functiontogeta knv r Keys. the keyboard.
Keeps getting keys until tike-RETUE N o ENTER key is
pressed.

INT

A Basic function to strip a number of its decimal places and
leave the integer part. Note that INT will not round the

A number, positive or negative, which has no fractional part,
1,2,3, —9, —96 are integers, whereas 7.5 is nm/.-.

Interpreter . \

The program whi des the statements in a high level
language. It conv¥erfs thg Jines which you type into simple
steps which tjge-€Pt>san u;derstﬂnd,
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Jack plug

A connector used for linking cassette recorders to computers.

Joystick .

A hand—opérated cn'ﬁtmllr for video games. A short stick can
be pushed in 4 or 8 directions which controls the object on
the screen. There is also usually a “fire” button.

K{or Kb.)

Stands for Kilobytes or a 1024 bytes. The unit used to
measure the size of a computer’s memory. Usually go i
multiples of 4 or 8. One byte is equal to about 1 charaél\".'“___,

o
Language
The set of commands with which a computer is programmed.
Basic is the most common language for beginners but special

Iaq%hc exist for certain jobs. Cobol is mainly used for
wWri ugipéss programs while Fortran is a science and

piaths-based language.
LEFTS

The Basic function to take the leftm haracters from a
string, thus LEFT$(S$,5) would tﬂkﬁlﬁi t five characters of
string S%.

LET

Used in Basic to assign a value to a variable, eg.,. LET X=100r
LET S§="HELLO".

Line number

Each line in a Basic program must have afinenumber. When
the program is run the lines will be e in ndraerical
order, and not the order in which they were typed if.

LIST

A Basic'fpo-;‘m Td to produce a copy of the current program

Jcf:-w—-"'—--..._“_

of printer.

optha.screen’
LLIST o

; <
List the Basic program on the printer;_____\""‘} l

LOAD

Read a program into the computer from cassette or disk.
Location

The actual position in memory where a %m stored.
[
Low level language— \

Alanguage in which a limited number of commands can be
handled di nd they must be broken down and

simpliﬁgd.hu&a-ﬂ?ram mer.
Lower case

The small, non-capital letters available on a keyboard. The
characters produced by pressing a key without holding down
a shift key.

LS =
Large Scale Integratign..Gettin g"a‘at of components into a

small area on a chip.
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LPRINT

A Basic command to output to the printer as opposed to the
screen.

Machine code

The lowest level language available on a computer. It is the
language which the CPU can directly understand and
because it does not need an interpreter, machine code
programs run very fast but are complicated to write and
debug. A typical machine code pregram may run 100 times
faster than its Basic equivalent.” € _,

—"\
Memory map

The way in which the computer organizes its memory. The
memory map states where the machine holds its program,
variables and Basic interpreter. Most computers also hold the
contents of the screen in memory as well so that altering that
area of memory will change the contents of the screen. This
is known as having a memory-mapped screen.

Merge —

Loading a‘pfogram.or nLta without destroying the one
already in memory. Where program lines are duplicated, the
convention is for the incoming line to replace the one already
there.

Microprocessor

A single chip which can get information in, procesaﬂ';ﬂ_&t)
Output |t¢ ‘c’_,.u-—h...\ \
Similar to CPU.

Microsoft

A software company responsiblgfgrwiiting the Basic
interpreters in many micros. . ___ "‘r\

MIDS .

Aﬁnction"rn Basic to extract a certain part of a string starting
from a certain position and going on for a certain number of
characters. MID$(AS$,5,3) will be a string made up from A$
starting at position 5 and continuing for 3 characters.

Mnemonic Va

)
A short code which helps in remembering sometl‘ﬁh’ﬁ. For.
example, in ZB0 machine code, the code to compare the
accumulator with a value is k;cGFrB? the mnemonic CP A.
d i

MODEM °~

Short for MOdulator/DEModulator. A peripheral to convert
the signals sent from a computer to the correct frequencies to
allow them to be sent over the telephone lines and fed into
another computer.

Monitor

A device used as the display for a computer. It is similar to a
TV screen but is of much higher quality and costs more.
Monitors cannot normally receive TV signals. A typical colour
monitor costs at least twice the price of a port our TV,
s e
‘,.4—-'—-"-..‘

Monochrome

Single colour. A Wr display which cannot show more
than one colour. Usfially black and white but can also be

green on black-ororange oh black.
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Network

A number of computers connected together such that each
can communicate with any other and that they can share
peripherals which would be too expensive to provide for
each computer.

A Basic command to tell the computer to forget the current
program and to expect another one.

NEXT

see FOR.

Nybble

Half of a byte (4 bits.) A byte is made up from two nybbles.
The first 4 bits are called the high nybble and the last four are
called the low nybble.

Operating system

The program in the computer which controls the
coordination of all the components. Every computer has an
operating system. Some operating systems are common to
many computers subject to minor alterations. One such
system is CP/M which runs on many Z80 based machines.
CP/M controls the loading and saving of programs and also
control of the disc drive, keyboard and printer. Commands to
load and save on one CP/M machine will be almost identical
on any other machine with the same operating system.

OVER

A Basic command to print on the screen on top of the
character which is already there.

PAPER

A command on the Spectrum and Ace to specify the colour of
the screen.

PEEK

A Basic function to look at the contents of a certain location in
memory. For example, the character at the centre of the
screen on a PET is held in memory location 33268. So to see
what character is at the centre of the screen you would use
PEEK (33268).

Peripheral

Additional hardware used with a computer but not an
integral part of it. Eg. a disk drive, cassette recorder, printer or
joystick.

Phono plug

A connector commonly used to connect acomputer to a TV
set or monitor.

Pixel

Short for Picture Element.

The smallest dot which can be displayed by a computer.
Pixels can be used individually or be placed in blocks to make
alphabetic or graphics characters.

POKE

A Basic command to load a certain value into a known
location in memory. The syntax of the command is:

POKE address, value
so to put character 46 (a full stop) at the centre of the screen
on a PET, type POKE 33268,46.
See also PEEK.
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Printer

A peripheral used to produce output onto paper which can
then be stored, as opposed to output on a VDU which cannot.

Program

A list of instructions which will be executed sequentially by
the computer.

PROM

Programmable Read-Only Memaory.

A ROM chip which can be programmed by a special PROM
programming machine. One programmed a PROM cannot be
altered or erased.

RAM

Random-Access Memory.

Memory in a computer which can be altered and is therefore
used to hold the current Basic program and data. RAM
memory loses its contents when the power is turned off.

Raster scan

The way in which a TV picture is produced in the set itself. A
single dot scans across the 625 horizontal lines which make
up the picture. Whatever the display on the screen, the dot
always follows the same course., It goes so fast that the
display appears steady and stationary.

READ

Used in Basic with a DATA statement. It reads one item from
the DATA list each time it is called.

Register

A memory location built into the CPU chip itself, used to hold
data temporarily to perform arithmetic and logical functions.

Relative

A way of specifying direction which does not depend on
where you are going but on where you are coming from. Eg.,
“move 7 positions to the left” is a relative direction.

See also Absolute.

RENUMBER

A Basic command to alter the line numbers of a program so
that they all run in even, neat steps. RENUMBER should also
alter any GOTO or GOSUB statements as well to enable the
program to run correctly.

Resolution

The number of pixels which a computer can display on the
screen at one time. The higher the number, the better quality
graphics can be produced.

RESTORE

Used in Basic with READ and DATA. RESTORE sets the data
pointer back to the beginning so that the next READ
statement will start reading from the first item in the DATA
statement.

RETURN

See GOSUB.

RIGHTS

Similar Basic command to LEFT$ but takes the last characters
from a string. Eg., RIGHTS (“therefore”, 4) would be “fore"".
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RND

A Basic function to produce a random number, used in
games and simulations.

ROM

Read-Only Memory.

A memory chip whose contents cannot be altered. ROMs are
used to hold such.things as the Basic interpreter and the
operating system.

PC3>% x
The name of an interface used for connecting computer
peripherals together. All devices with RS232 interfaces
should by definition have the same connections via a 25pin
|D-plug although some manufacturers vary these for their
own use. The RS5232 is a serial interface which means that
agithough there are 8 bits to a byte the bits are sentone ata
time down a single wire.
See baud rate.

RUN

A Basic command to start the execution of the current
program in the computer,

SAVE

A Basic command to record the current program on to
cassette or disk, so that it can be re-used at a later date.

Scroll

Moving the contents of the screen up or down by a single
pixel or character at a time. Some programs also scroll the
‘| screen sideways.

Shoot-'em-up

Avideo game where the object is to shoot at aliens which are
above you. The first such game was Space Invaders.

Software

Programs for a computer. The part of the computer which
cannot actually be seen (unless printed out on screen or
printer) See also Hardware.

String

Aset of between 1 and 255 characters assigned to the same
variable name. Some Basics allow strings of unlimited
length, but most allow 255, which is the highest number
which can fitin 1 byte.

Subroutine

Afrequently-used part of a program, placed, usually at the
end, which can be called whenever needed. Thus although it
is used frequently, it only needs to be typed in once.

See also GOSUB.

Subscript

Anumber used to identify single elements in an array.
Although each element has the same variable name they
have different subscripts. Eg,

LET A$(7) = “COMPUTER"
Where the variable name is A$ and the subscript is 7.

Syntax

The composition of a statement, its arguments and any
punctuation. Eg., a certain Basic statement may need two
arguments, separated by commas and a semi-colon at the
end. If this is not typed correctly it will be rejected by the
computer with a "SYNTAX ERROR" message.

Computer and Video Games Yearbook

TRACE

A command in Basic which prints out the line number of each
statement as it is executed. This can be useful in debugging
to check that the program lines are being executed in the
correct order.

Upper case

The characters available on a computer by pressing a key at
the same time as pressing a shift key. The shift key usually
punctuation and graphics for the others.

User defined graphics

Graphics characters made up of a block of pixels which can
be designed by the user. Custom characters can then be
made, like a Pacman figure or a space invader.

User friendly

Describes a program which is easy to operate by
non-computer minded people.

A good user-friendly program will help the operator and
should produce helpful messages in response to mistakes
from the user.

USR

Used to transfer execution from the Basic program being
executed to a machine code routine written by the user. This
may be done if a certain part of the program needs to be
executed very fast or for certain things which Basic cannot
do.

VDU

Visual Display Unit.
A monitor or TV used as the output device for a computer.

Vector Scan

The alternative to raster scan. Instead of scanning the whole
screen, the dot traces out the shape of whatever it is required
to produce. Programming such a device needs great care
because if the dot is allowed to stop for just a fraction of a
second it will burn straight through the screen! Vector scan
produces clearer, smoother graphics.

As used in some arcade games like Atari's Asteroids, and
alsoin the Vectrex.

Verify

Used in Basic to compare the program currently in RAM with
one on tape or disk, to ensure that it has been SAVED
correctly,

Word processor

A program to accept text from the keyboard and help in
producing written documents. A good word processor will
align the text to the margins, store standard letters on disk
etc. Separate files of addresses can be stored so that a single
letter need only be in typed once but can be printed many
times with different addresses on top.

Z80

A common CPU used in many micros including the Spectrum
and Sharp MZ80K.
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Sl
.

Muppet creator Jim Henson put his puppeteers to

..Illl1nuei:au||llqamns! epic last

the

year,
He created a land peopled by the weird Mystics,
eruel Skeksis and gentle Pod People. Through this
are sent on a quest to break the
rule of the Skeksis and return peace to the land.
- | Bcomputer program of the quest was released and
we at Computer and Video Games asked readers to
graphic representations of
the weird and wonderful creatures from the world of

world two

come up with their own
the Dark Crystal.

e P BB e e o T T =

film score.

head of Aughra, one of the “stars" of the film, flown
over from America, the book of the film — beautifully
illustrated by artist Brian Frood — and an LP of the

When Bruce McNally, Henson Associates’ creative
director came in to judge the entries, he found a
runaway winner in Alan Outter's marvellous repre-
sentation of Jen the Geliling on the BBC.

We show a screen picture of the winning entry over
the page and for those who are feeling brave enough
l:_kwitiewnmrodu-i- the listing to show the work

18 MODES:GCOL®,d:MOVE B,8:MoYv
E1289,0:PLOTES,@, 1824 : PLOTBS, 128
9, 1824 : ¥=24
ZPPRINTTABL B, 18 7; " JEN" :FORI=1
T019808: HEXT 1:CLS
3eVDU19.,6,4,8,9,8
48YDIU19,3,3.0,0,08
l 8 vDUl19,0.8,8,8,0
EBVDL 23;8202;0;8;8
[ 7O0OMERROR GOTO129
{ B0 E=4:X=K+8:MOVEX,8
i 99GCOLD, B:READ A, B:DRAW ¥, A¥E
-228
1881IF A=188 THEM 28
118GOTO 992
12BEMD
138DATA140,1,143,4,149,1,1%1,4
,180,4
148DATAL127,1,13
188, 4
1S8DATA124
188, 4
1EBDATA123,1,125,3,133,1,
,188.4
1VADATHIZA, 1,
,180,4
18BDATALLS, 1, 122
180, 4
190DATAHL14S . 2.141,1.147, 4,120, 4
ZEADATALIN, 3,143,1,147.4,149,1
152,4,168,1,161,4, 180, 4
21BDATAIOE, 5, 144, 1, 147
,161,4,180,4
Z2BDATASS,0,99. 4,
48,3,154,4,162, 1,16
5,172,4,180,4
2360ATAS7 .8, 188 ,4,182,7
15,1, 144.4.159 1.164,4,1
8,5,171,4,180,4
Z4BDATAS?, B, 100 ,4,181,7, 182,08,
igg,7.119,2,113,7,114,8,115,7,132
8,3,149,1,154,3,157,1,161,4, 182,
1,167.3,168,5,179.4, 180, 4
250DATA9S,9,194,1,197,8, 189,56,
111,1,115,8,116,7,141,3,158,1, 16
9,3,162,4,167,.5,170,4, 180, 4
ZEADATAES,@,94,1,9%,0,98,1, 164
3,106,1,198,5,112,1,114:98,115,1

D

»4,143,1,149,4

1,137 ,4,142,.1,144,4

142, 4

123,23,138,1,143,4

,3,148,1,146, 4

4,148, 1

o=
1.1-—-

117,89, 118,6,133,7,144,3,161,5,1
63,4,164,5,167,4,180, 9
27ODATA 58.0,79.4,75,08,77.,4,8
0,94, 1, QJ B,97,1,101,3,108,1,11
@ @.111,3,112 5,113,1,114,8,11%5,
1.117,9,118, 7.122,6,133,7,145.3,
161.1.163.3.1ﬁ4.1.169.5.1?1,4.18
B, 4
Z8ADATA4E, 0, 94,
1,102,3,105,1,106,6
118.1,112,3,113 ; p
7.1,118,@, 11ﬂ.J ]?1.?,133”6.1ﬁ4”
7.148,3,161,
171,4,180, 4
298 DATA49,0,94,1,95,8,97,1,18

2,3,189,1,106,7,187,3,188,1,111,
B,112,5,115,1,11&5.,8, 11r 1,118,8,
119,6,186, ¢, 16,8, 131, 7, 143,86, 14

4,7,148,3,161,1,1&
5,169,4, 1680, 4
ZRALISTOATAY44 , 0,58, 1,51 ,.8,92
,93,8,93,1,97,5,99,7 1uﬁ.1,19?
,108,1,113 -.114 -
19.,8,128,7,124, 125.-
, F.148,3,169,5, 1rt 4,180, 4
Z218DATR43.9,99,1,52,8,55, 3
B,86,3,99,1,95,5,.97.7.99,6,183,7
,195,1,187,7.189 .1 ;
16,8,117,1,119,8,128,7,.124,6, 12
20, 128,6,130,7,159,3,165,4,169,3
;174,.4, 180, 4

2,3,167,1,168,

S20DATA42,8,51.1,52,0,54, 1,56,
&5,68,1,62,0, ﬂ‘.l.??.ﬂ.?%,l.ﬁd.&.
Eb 3,89,.7,91,1,95.6,95,7,99,6,18

ra183,1,188,5,187,7,189,1.,112

11? 1,116,89,117,1.,118,9,119 ?
13"?‘,-7 I--nr_-r 151 e g l"4 4,185,959,
5,4,170,5,172,4, 180, 4

3309 DHTH42 8.52,1,53,08,54,1,58,
4.6e0,1,82,8, «H.l B4,8,87,3.88,7.,
99,5,91,1,95,5,95,7,105,1,185, 5,
187, T,iﬂq 1,112, 7,115, 3,114,1,11
&,0,117,7 13@ 6,131,7,1324,6, 135,
?.137,6,1 , 198,3,170,5,171 .4,
1280, 4

348 DATAR41,
8,381,
At il

0,52,1,54,8,55,1,
61,80,66,1,668,80,74,1,75,
79,5,80,1,85,8,87.3,88,5

1 5F

93,7.95,6,182,7,185,1, 1
1, 111,:7,113,3,114, 1,117
5, 132,7,137.,6, 14L.r 1591,0
AP2,5,176,3.17
ISADATA4E, B, 55, L, 55 a,
8,81,1,6v,9,79,1,72,3,74,1, Tﬁ 3,
80.5.85,1,86,0.87,1,88.7,90,,95
7184, 1,187,7.108,.8,185, 1,111“
2114,1,116,7,121,6,124,7,131,6,1
33.7,134,6,135,7 LJ..J 140,7,149
23,169,959, 172, a,lfﬂ 176,3,179,49
., 180, 4

36ODATA4D,0,42,1,%0,0,55,1,56
®,57.1,60,0,61,1,67,0,79,1,72,5,
74,3,79,7.,80,%,82,7,94,6,1082,1,1
94,8,105,1,106,7,108,0, 183, 1,1u
,7.113,1,11%,6,126,7,128,6,133,7
,137,6,139,7,190,3,168,5,173,3,1
75,5,176,3,177,4,180,4

37ODATA41,0,43,1,%2,0,55,1,57,
@,38,1,71,5,72,3,78,7,99,8,92,7
193,1,194,0,10%,1,108,8,111,7,11
2,1,115,6,126,7,128,6,132,7,137,
€,1389,7,148,3,163,9,167,3,170,4,
171,5,172,3,177,4,160,4

38ODATA41,0,43,1,%5%,0,57,1,70,
5,75,7.76,3,77,1,85,0,86,4,93,0,
99,7,191,1,102,9,104,1, 187,08, 188
J1,111,7,112,1,119,5,116,7,120,6
.124,7,121,6,132,7,147,3,159,1, 1
63,3,166,1,168,3,171,5,173,4,180
4
4

398 DATR4Z,@,46,3,47,5,%54,1,%6
,0,%8,5,60,1,63,9,66,1,69,3,78,3
,73,7,77.5,81,7,83,0,684,4,99,0, 1
Bﬂ;lJlaE“G,fU4,1;114;?;1151@,11?
,6,120,7,123,6,129,7,138,6,131,7
,147,3,1%9,5,168,3,171,5,173, 4, 1
£0, 4

490 DATR42,0,46,3,%4,%,57,8,59
,5,60,1,64,5,65,7,66,%,67,1,69,7
,79,1,73,7.,75,5.76,7,60,8,84,4,9
8,1,99,0,102,1,103,0,104,1, 105,80
,187,1,112,8,115,3,116,1,120,7,1
23,6,129,7,130,6,133,7, 148, 3, 139
,5,163,1,168,3,170,4,171,%,173,4
.18@, 4

410DATA43,0,60,5,63,1,66,9,67,
1,69,5,72,3,71,8,77,4,97,1,595,8,

4, 188, 4
57, 1,68,

-
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191.1,192,90,193,1,1904,8,105,1, 11
2,8,113,1,115,8,119,1,128,7, 138,
3,158,5,161,3,163,5,165,3,167,1,
169,3,171,4,172,5,174,4, 188, 4
4z8 DATA432,0,46,1,51,0,57,32,58
.8,59,3,.660,8,62,53,63,0,68,4,90,3
»96,1,597.0,102,1,183,0,104,1,10%
,8,198,1,189,8,113,1,115,0,116,7

1 137.3,199,1,158,3,164,5,163,3,1
66,5,172,4,173,5,176,3, 177,
3,179,494, 180, 4

1,178

S8, 56.?.55
D,Eﬁ 5,66,
.9@ Z,91.8, 34
L186,1, 19-.6,
49 S5.161.4,16
lbj 4,175,
o, 0,95, 1,57;
;65,3668 1,
T2 4,88,3,89
91,8.187,1,10
e, d; 1596,1, 139,
59,167,3,1689,4,
ar.,08,58,1,59,
,3,68,0,69,3,
,87,1,89,0,92
187 ,4,118,3,1
151.4,155,3, 159
=.4,162,32,170, 4
¥8,8,60,3,62,
I.F--"'.T- h-i..?.n?i‘:..l.fi?.ﬂ B8,3,72,8,
7‘1,3,74,1 r,8,76,1,77.,4,85,3,86
,E88,0,91,1.95,.3,97.8,101,1., 104
,118,3,129,1,136,3.,141,5, 146, 1
14’ 4,.157,2,152,4,175,32,176 .4, 1
?9 4
488DATA4:, 8,54 . 1,55, 9, Gﬂ 2,62,
8,62,1,67,0,68,3,70.0,71,2,74,1
?3-0-Tm.&.?&.l,FH.E.EB.4.BE.J.ﬁt
1,86,8,.90,3,592,1,94,8,100,3,181
J1.182,4 121,%,1:m,4.1%€,J.11H b=
145,4,175,3,176,4, 1"'1‘1 4
496DATA4T, 8, 56, 2 JEE
8.,&67,3,78,8,71,3.7 e, 3,
83,1.,25.08,98,:2 3,351
B2,1,183,4; 1,,'3, .
SOBDATHEE, 8, 57 e
68,8,69.,7,70,0,7 .Tﬂ.ﬂ
.-'.’,"3."’1.1.3¢..13 Bs, 1,93
.B.ﬂm.l QB,?.luw,4_114 D 116 4.1
" 1:'.’ 4,1260,4
5,8,69,3,74,

t|1F_1L=F|'I'FT'51 8,64,7,

1,75.,89,76,3,.84, 1.{ .35.3.89JD;
22,1,96,3,98,8,188,4,112,0,118,6
127V ,4,180,4

SEPDATASZ, B, 62,1 ,.64,0,68,1,569,
2,79,1.76,8,77,1,7¥8,8,85,3,86,0,
98,1,91,8,92,3,98,8,188,7,101,65,

7,199,8,110.,7
B, 126,08,127,6, 1
EiﬂEﬂTH'”

,115,6,118.7,12
2,4, 180, 4

U 68,169, 3,7,7T. 74,
: B 8,76, 1 .9,80.1.8:3,'3..’31’_!21.
SU. ﬂﬁ.@.ﬂt.l.gﬂ.ﬂ.laﬁ.F.llmﬂn.
1135 11P.B 120.6,124,0,125,6,12
E.?.‘.Ll- L129,7.1582,8,134,6, 138,
4,188, 4

SH48DATASE , B, s 1,688,3,71,1,72,

s rd, 1,799,808, :'_.,lJ._-’T’,ﬂ.T’E..l.T’_?.E..
85,8,89,1,.90,3,95,8,97.1.58.6,18
4,8,1038,6,118,8, ll’ T.119,6,133,

7.137,8,138,6,148, 4,120, 4

‘qQDHTH54 R.,63,1.64,8,78,1,73
B,77,1,v9,9,63,1,84,8,87,1.88,3,
‘41 8,92, lJ_H.r a, q4 a, 115,r 1226,
122,08,137,6,138,0,148,6,142,4, 18
2.4

J96BDATAS4 .0 ,58,5,60,0,78,1,72.
@,77,3,.81,0,83,1,85,0,87,3.,50,0,
91,1,92,3,95,6,160,0,135,6, 136,08
148, 6,141 .8,144 .4, 180, 4

SPBDATA47,1.48,8.55,5,56,1,61,
8,65,1,70,8,75,1,76.3,88,7,82,48,
84,1.86,3,89,0,90,1,92,3,94,7,.98
,6,108,0,.121,3,122,7,127,0, 135,65
,138,8,139,6,144,98,147,4,188,4

S58BDATA46,1.48,8,53,1,61,0,63,
1,69,0,74,1,75,2,79,0,84,2,88,0,
89,1.91,3,92,6,109,9,116,3,120,7
,1280,8,137,6,140,8,143.6,145,8, 1
48.4,188. 4

=y

S9ADATRZS, 1,47V, 0,50,5,54,1,55,
3,99,1,61,8,632,1,68,8,72,1,74,3,
8,1,7r9,0,84,3,89,1,91,3,92,8,58
»6,194,8,115,3,118,7,122,3,123,7
»139,0,136,6,141,8,142.6, 144,09, 1
50,4,180,4

EQADATAR32,1,47,5,51,7,32,3, 53,
5.59,8,61,3,64,8,71,1,72,3,77.,1,
g81,3,83,1.98,8,111,3,116,7,119,3
,120,7,122,3,125,7,131,0,140,6,1
48,8,159,4,1808,4

612 DATA3@,3,36,1,48,0,47,5,43
»1,91,3,98,95,99,0,61,3,63,0,79,1
,71,3,74,1,79,0,80,3,84,0,25,1,9
1.8,119,3.,116,7,118,3,125,7, 133,
B,140,6,149,0,1%59,6,151,0,152,4,
180, 4

EZBDATAZ9,3,3%5,1,41,08,46,5, 58,
Ao, -, 8,4, 68,8,66,1,69,3,72,1,
74,8,76,1,78,8,79,3,84,8.85,1,86
,2,87,1,94,0,199,3,110,7,115,3,1
23,7,132.8,133,7,136,1,138,8, 148
»6,144,0,146,6,149,0,152,6,153,0
, 154, 4,180, 4

E38DATAZ1 ,0.,46,5,32,3,59E,0, 68,
3, cl B8,62,3,64,0,65,1,66,3, ?2 é,
r9,3,82,0,83,1,84,3,88,1,92,3,94

B, ﬂE %5,98,3.,103,0,189,3, llB,-,l
15,1.116,3,125,?,135.3,131.3,132
v,134,0,13%5,7.137.1,148,6,146.,8
,148,6,151,0,152,6,153,0,154 4,1

2E,4
E4BDATARZ1 ,0,46,1,43,3,55,0,68,
3,61,8,62,3,63,0,64,1,65,3,63,9,

7&6,3,80,0,82,1,84,3,94,0,96,5,57 8

,3,92,5,101,9.183,3,187,7,188,3;
118,7,114,1,115,9,116,1,117,3,12
B,7,1223,3,15,7,129,1,130,3, 131,
B,132.2,124,2,136,3,137,1,137,8;
142,6,143,7
658 DATAL14S5,6,147,8,148,7,158,
£,151,0,192.6,152,6,154,4,180,4
GEADATAZ4,3,38,1,41,08,45, 1,58,
51,5,594,.0,55,6.56,9,62,3; bj i,
.J.FBJB ¥4,3,78,8,81,1,83,3.,85
90,3,93,7.,94,8,95,9, |13.53,3
;8,18%,7,197,.5,188,3,189,r7,1
;115.8,117.1., 118 v.121,8,12 2
23,7,184,3,125,7,189,1,138,3,
2, 133,7,134,2
670 DATA13S,.8,136,3,137,7.,141,
4,1432,6,144,7,1458,0,158,6,153,8,
155,444,188, 4
GBBDHTH¢B 35
,8,62,3,65
3 _1 B2,3,84, 1 3
FiC .- -4 4.9? 8, 5q 3
5,2,106,. 7,107,595, 1€
1,113,808, lll,l 1‘1]
125,
v

ﬂ |

ﬁ
a3
+ 9

n,w H'ﬂ\

4,
x
13

a0

H-J(.Luu;,a-@u

w

=~ =
5 LR -

(R A
i

5,7139.3, 13_,c-
B,136,3.137,
bjﬁtHTH138,5,14@,b,141,Q,142,5

«144,7,147,.6,148,0,150,6, 154, 0,1
S55,4,158,4
FTABDATAZE, 3, 34,8, 44.u,b4 8,63,
3,65,0, 71,5, 77,8,78,1,; ,J,ed a,
84,1.87,3.88.9,89,3, 9& T.91,3,593
,8,94,6,95,3,96,5,97,0,92,3,108,
B,181,5,182,3,165,7 13* 5,188,3
189,7.113,1,114, r.llS.E.llb,T,H
r:8,118,1,119.3,124,7,129,9, 121
3,123.8,13%,.3
718DATAHLI3Z?,5,139,8,
,146,6,148,0, 152,6, 154,80, 155,6,1
6,4, 180, 4
T2RADATRZS, 3,44, 1
1,61.9, GU,J.rE B. 3 e
Fr.1l.79,3,84,8, H4,1,86.3
7 3,9

B i 1 :3 B,94,5,335, o6, !
.33.3.93 8,198,1,181,3,184,
8,187 ,5, IUE,&_lB#.r 112,11,

Il..l 118, 1*1 a,122,5,1
=4 128,59, 111
“'uFHTH154,H_L' r.136,5,148,1
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PLAYTHE VESPOZIAN AFFAIR: Keith

Campbell’s dramatic adventure set on a spacecraftona
deep-space mission.

INTERSTELLARINTRIGUE: Mike Singleton challenges
you to outwit up to four opponents as you try totake
over the known galaxy.

THE BEACON STAR WAR: Mining vessels, gun-ships
and stargates battle it outin Ron Potkin's classic
wargame, set among the strange alien space
scavangers.

PIRATES & POLYPS: Arcade style co-ordinationis
needed to keep the pirates from the valuable polyps as
you try to catch them in the rays of your space scanner.
By Pat Norris.

PLUS Pages of Bugs

cartoons * Pagesto puzzle over

* Tips on Spectrum, Vic,

Atari, BBC and Dragon %‘
programming — from the "
experts * And a whole host of
features from the people behind
Britain's top computer magazine.
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