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Eecaan’s
Transmission

: at one end. The chip is a various interfaces for Com-
Gredlt Gard normal ROM or EPROM but modore 64 and Spectrums.
ROMSs with the large plastic The interfaces will be

package removed. Achip is cheap at about £5, but the

normally only a quarter of catch comes when §¥ou

an inch sguare, so this just wantto buy these ROMs, it8
vat another ROM format is ~ mounts nicely on the bot- intended that they are go- f
set to come to Britain pased tom of the card. ing to be gold for a whopp-
on a credit card style car- The card then slots into ing £14 to £20 each. Add
rier, from Astar. he car- an adaptor oTr interface. It those together and a nor-
rier i3 a plastic card with a 18 mainly designed for mal &£1 cartridge looks
¢hip and connections stuck MSX, but there will be more inviting.

s for -
of the BBC or

impor
Ariols
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24K inaccsssable
Im

D
grams in 18K chunkg, The
168K that ig dealt with ig the
Second 18K Section from

7FFF ig i

g e B b . $4000 tq ¢ é hs is
8 Atari hag a8 huge gof. Just above w e€re the i-reg
.ﬂ,tari ISOXE ware librapy. Screen normalyy resides.
laa Onics gape In hisg Section gof
The Atari home compu slightly different for more memo You ecan look at

System g Probably the efficiant ma.nufacburing elther the OTriging] (normal)
longest running Saga in the and then there ig the RAM 16K of Memory or the extra

computer mduatry — havy- system. memaor e 8Xtra
ing a basically unchangeq The xg range wag memory (B4K) ig divided up
design  fpq its orj ina] originally "deg; ned to p into 4 18K g nks. You can
Coneception back in 1g ) F BEX%P. 65 then ggy Which 18K chunk
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ware industry. Football
Mana.%ar has not only sold
100,000 copies it has cOT-
peen in the charts
for the past three years.
This is incredible when
jjder that most
in and out of the
fop twenty in a matter of
weeks. It has also lasted
longer than most real foot-

ball managers.
@

as 1 was tempted into play-
ing just one more session.
(One such geasion ended at
Sam).
Mow it
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Cassettes are
unreliable but disks
are expensive, Mike
Roberts finds an
answer to this
dilemma for C64
and VIC owners.

Cagsette storage is an un-
guitable storage medium
for home computers. It
is only with us due to
economics — i.e. it's cheap.
Even the ubiquitous paper
tape has a number of ad-
vantages over this un-
suitable medium.

On the other hand, the
main competitor to casset-
tes — floppy disks, are ex-
tremely expensive, runn-
ing to hundreds of
pounds a time (they were
not designed for storage
any more than audio tapes
were, but for data transfer,
however that's another
story).

The disadvantages of
tape are mainly slow speed,
lack of direct access (try
to record at the end of a
tape), and unreliability.

Disks are also unreliab-
le, but less so, and have
quantitive problems when
it comes to storage space —
disks are between 100K for
the smallest BBC drive at
around £150, 180K for the
Commodore 64 at around
£176, to 640K for the
modified non-standard BBC
drive at around £300.

The storage media (ie.
the digks) all weigh in at
about £2, though some peo-
ple will try and rip you off
with prices up to £4 for a
single disk. Price is no
guide to quality.

When you come to tapes,
at £30-340 tape deck and a
&1 CPO will store about
300K.

As I previously mention-
ed, both these data storage
devices were never original-
ly designed for data
storage, so getting down to
the crux of the matter, the
Wafadrive is.

What is a
Wafadrive?

Everybody has heard of the
infamous Sinclair
Miecrodrive, an attempt to
provide a fast disk alter-
native. However it failed to
live up to its claims, was
unrelibale, slow, had a low
data capacity, and was bad-
ly supported by software
houses.

Now a group of multina-
tional companies headed by
BSR/Astec (famous for
their power supplies and
modulators) and Entrepo
have, over the last few
years, developed their own
wafer or continuous loop

IVIREPO

O

4

tape system. The system is,
in concept, similar to all
‘stringy rloppies’ that have
been developed. A loop of
tape that is joined at the
ends. 5o that if you want
some data that is at the
beginning of s tape and
read head is just past it, it
will wind on past the join
until it is in the appropriate
place to read it again. So
direct access is possible.
The big unreliabity pro-
blemn comes with the spool-
ing method. When you have
unravelled the tape, you
have to shove it back onto
the spool again. This is
where the Sinclair devices
fall down, at this point,
after continuous use they
get all munched up — los-
ing all data, programs etc.

The Entrepo units do not
have this problem, due to a
highly developed tape
system, lubricants, and
various other systems to
keep the tape tight.

In Britain the system
first saw the light of day
with the otronics
Wafadrive about a year ago,
for the Spectrum. The unit
since went on to win the
CTA ‘peripheral of the year’
award.

However, other com-
puter owners will not have
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to suffer any more. Dean
Electronics are now impor-
ting the Quick Data Drive
from Phonemark for the
Commeodore 64 and VIC 20.

The unit is very small in-
deed and is a lot smaller
than the standard tape
deck. Like the tape deck it
plugs into the cassette port
and requires no extra
power supply. Quite a
change from the heavy and
large disk system with all
its trailing wires.

The Q08 (Quick
Operating System) needs to
be loaded so that the Com-
modore 64 can use the new
systemn through the tape
port. This is done by inser-
ting the operating system
waler and hitting run/stop
(where have I seen that
beforel) the QDD will
emulate the tape recorder
and load in the program at
normal tape speeds. This
obvipusly takes a while as
‘normal’ tape speeds are
uer% slow indeed.

hen booting has taken
lace the commands LOAD,
AVE, VERIFY, and the file
handling commands all
work through the Q0S8 and
go directly to the wafer at
high speed.
he QOS does take up
memory space though, and

he
LA i

B &
s f
-

»
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b 7
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QuUICK

© DATA papyy

the 4K of spare RAM from
$C000 is taken over. 4K
from $A000 is also taken,
but this is banked under
Basic and is not normally
used by the Basic user.

For normal disk-type
commands a separate pro-
gram needs to be loaded,
called a File Management
Utility. The FMU provides
tape to wafer, wafer to
wafer, disk to wafer, and
most other combinations of
copying. It does not copy
protected files.

The FMU also provides a
directory display, format-
ting, system creation, and
clean drive (this needs a
cleaning wafer). It is a
shame that these essential
funections could not be pro-
vided in a permanent com-
mand driven environment.

On the whole the QDD is
a very good alternative to
tape, whether it will
challenge disk or not is
another matter as the price
of disks is falling. The QDD
is currently supported well
by American software
houses and there is a lot of
imported software
available for it.

If the price drops to
gignificantly lower than
disks this will be well

worth getting.

il Ll



/ Please send me the indicated items. I enclose a che-
que/ postal order (payable to Kempston Micro Elec-
trondes) for £. .'. . .......

Formula 1 Joystick £13.56 RRP(16.95) [J
Formula 2 Joystick £9.56 RRP(11.98) [
BBC Joystick £14.36 RRP(17.95) []
Scoreboard Joystick £23.16 RRP(28.95) [
Junior Pro Joystick , £4.76 RRP(5.95) [
Spectrum Joystick £7.96 RRP(9.95) []
Interface

Spectrum Pro Joystick £15.16 REP(18.95) []
Interface

Spectrum Centronics E £31.96 RRP(39.98) []
Interface

Spectrum Centronics § £24.96 RRP(29.95) []
Interface

1 R et R R R S e R
G b 1o SRR R R e e o L e T Sl
.............. POSTCODE. ...........
aen @ W N SR N e
e e R e SRR R T L /

This month Computer
Gamer readers can save
pounds on joysticks
through our discount of-
fer.

Not only can you save
over £3 on the Formula
one joystick, that was
rated highly in last mon-
ths survey, but also
there is money off a
whole range of other add
ons. These include
joystick interfaces for
most micros and even
centronics printer inter-
faces for Spectrum
owners. All at a 20% dis-
count!

All you have to do to
take advantage of this
offer is to fill in the
coupon below and send
it along with a cheque or
postal order to:
Kempston Offer,
Computer Gamer,

1 Golden Bquare,
London W1R 3AB
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Soft Aid
World Series Baseball
Ghostbusters

Brian Jack’s Superstar

Challenge
Spy Hunter
Gremlins
Impossible Mission
Football Manager
Daley Thompson's

Decathlon

Bruce Lee
Air Wolf
Combat Lynx
Moon Cresta
Blockbusters
Rocket Ball
Pole Position
Finders Keepers
Sorcery
Hunchback
Radio Over Moscow
Pitstop 2
Mini Office
Death Star Interceptor
Flight Path 737
Dragon Torc
Jet Set Willy
Alien 8
Mr Freeze
Vegas Jackpot

Formula One Simulator

Hunchback 2
Manic Miner

Castle Quest
Chiller

Grand National
Chuckie Egg 28
Everyone’s A Wally
Elite

Zaxxon

Starion

Fighter Pilot
Breakdance
Pyjamarama
Skooldaze

Wizards Lair
Rockman

Booty
Emerals Isle
Match Day
Tower Of Evil

Various
Activision

Martech
US Gold

Adventure International

CBS
Addictive Games

Ocean

US Gold
Elite

Dureil
Incentive
Macsen

IJK Software
Atari
Mastertronic
Virgin
Ocean

US Gold

CBS

Database Publications
System 3

Anirog

Hewson Consultants
Software Projects
Ultimate

Firebird
Mastertronic
Mastertronic

Ocean

Software Projects
Micro Power
Mastertronic

Elite

Software Projects
Mikro Gen
Acornsoft

US Gold

Melbourne House

Digital Integration
CBS

Mikro Gen
Micro Sphere
Bubble Bus
Mastertronic
Firebord

Level 9

Ocean

Creative Sparks

Complled by Gallup for the industry's weekly trads magasine, Computer and Software Retailing

For details contact John Sorrentd, Computer and Boftware Retailing, Liberty Houss,

A38 Regent Sireet, London W1R 7DE. 01-434 2131,

Spectrum Top 10

RO A e R S B
Commodore 64 Top 10

[l R A RS G T
BBC Top 10
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ARCHON is brilliant. There’s
something in it for all games
addicts, arcade, adventure
and strategy are all here. My | GhME
only complaint is that It's best
played against a human opponent — the
computer’s just too good and you can't
give it a handicap.
Bryan Skinner
Personal Computer News

Features @ Play the computer or a friend ® Computer
player gets tougher as you do @ 64 Battle combinations

@ Separate battleground screen @ Medieval pieces

like the wizard and the sorceress — magic spells and a board
that changes as you play ® Deluxe boxed package includes

. .-.--.l-"l . - .'-
' j i ® lled * ﬂI e
full mstru an hints manual @ Jc onr?w” S S arioid O

‘AL GOOD SOFTWARE RETAILERS - IF IT'S NOT THERE, PLEASE ORDER IT WGHPERFORMANCE PROGRAMS




Competition
Rules

l. This competition is
open to all UK readers of
Computer Gamer, except
employees of Argus
Specialist Publications
Ltd, their printers and
distributors, employees
of Silica Shop, or anyone
connected with them.

2. As long as the correct
coupon is used for each en-
try there is not limit to

the number of entries per

person, photocopies will
not be accepted.

3. All entries must be
postmarked before lst
July .

4. The prizes will be

awarded to the first entry
judged to be correct by the
editor.

5. No correspondence will
be entered intoc with
regard to the competition
results and it is a condi-
tion of entry that the
editor’'s decision is final.

/ Coupon

COnPETITION

L™ iy,

Win an Atari
600XL Games
Pack

S8ilica 8hop, the number one
Atari specialists, are giving
away an Atari 600XL com-
puter to the winner of our
competition. This 168K
home computer is ideal for
g?mes playing featuring
gh resolution graphics
and superb sound. Inelud-
ed in the prize is a joystick
and two cartridge games,
Donkey Kong and Qix.

How to win

All you have to do to enter
this competition is to

/ Send to: Computer Gamer, Silica Shop
Golden Square, London W1.

z R e e i b e N T e
; Pogt Code. .........-u
‘f R S B Ty

Which computer do yoOu OWRY. .. ... v nivainas

design the defenses for a
fortress. Whether this en-
tails robot patrolled
passageways of a spaceship
or zombie infested grounds
of a castle is entirely up to

'O,
’ All the judges will look-
ing for is the imagination
and ingenuity of the design
and layout of your
defenses.

Obviously in your entry
ou should include the
ollowing information.

Who or what are you

ding and how they get past
the defenses. You should
also include full details of
the traps, sensors and
weapong ag well as a
diagram of the fortress and
the surrounding area.

Fill in the coupon below

and send it all to us by the
last post on June 30th.

Competition, 1

COMPUTER GAMER JUNE 1985



BACK-UP PROBLEMS SOLVED

Enables the quick and easy creation of back-up copies of all Turbos,

DCL1 Dual M/Cods, Data Files, etc. If your program can be loaded it will be
Datasette transferred exactly on a second datasetie. Does not réquire sofiwara
or modifications o your computer,
S~ ORDER AS DCL1
Price £10.00 (CBM 64 & VIC 20)
Enables back-up copies to be made on 1 or 2 audio cassette recorders
DELA Audio or on & second datasette. Like the DCLT, it will transfer any program
Recorder that can be loaded. Does not require software or modification to WOur
Intértace compuler ORDER AS DCL4
Price £18.00 (CBM 64 & VIC 20)
Special Trigsoft, originators of dual cassette interfaces, now offer you a
Resat1 unit for only £1.00 if purchased with a DCLY or DCL4. Offer
Offer ends 1 July BS.
ORDER AS DCL1/RESET1 OR DCL4/RESETH
CVCopy Tape  Ideal far anyone with anly 1 Datasette and no Audio Recorder, it will
Back- transter programs from tape to tape or tape 1o disk, meny driven with
i prompts. ORDER AS CVCOPY
Program Price £4.50 (CBM 64 only)
This Reset unit Plugs into the CBM 84 or VIC 20 allowin Q reset withowt
Reset] arasing your program. Full instructions included 50 that most basic
and M/Code programs can be recovered
ORDER AS RESET1
Price £3.00 (CBM 64 & VIC 20)
MSX Printer Cable
Other MSX Expansion Conneclor/Cartridge Adaptor
Scart Video Connectors and Leads
Producis

Audio Level Meter for M5SX, Spectrum, efc
Send SAE stating machine and requirements.

Fast loading cartridge For 1541 disk drives and the CBM 64

ORDERING: ALL PRICES INCLUDE RECORDED DELIVERY & ARE

We will refund your payment less postage if any hardware item is

FULLY INCLUSIVE [overseas add 1 00}
All Hardware I8 Guaranlesd for 1 Year

" 10 DAY MONEY BACK GUARANTEE **

returned undamaged within 10 days.

Send to TRIGSOFT Dept (CGA),
161-163 Rutland Street, Grimsby,
South Humberside DN32 7ND
Tel: 0472 48304

SPECTRUM
Game ¥ RRP Our
Price
Daley Thompson .........6.90 4.99
Beachhead . . .. e b T 5.85
Sherlock Holmes .. ... . 1485 9.99
Knights Lore ......., -995 » 875
Underworlde ......... - 96 6.75
Lords of Midnight....... 085 5.95
Doomdarks Revenge 9.95 5.95
Combat Lynx .. 5.25
Dark Star.......... 4.75
Star Strike.,............ 4.50
TriNaMNog ........ 5.95
Match Day .......,, 570
Monty is Innacent . 5.35
Zaxxon........ 5.85
Great Space Race . = 4.93
Ram Turbo Interface e h 18.00
Gift of the Gods .......... 895 6.99
Gihnatbusters ..., 9.95 5.99
Allen 8 ....... ey ..aas T.25
Project Future ............6.95 4.99
Everyones a Wally .. ...... 005 T.25
Bruceles........... 7.485 5.95
Tapper . T 5.95
Dukes of Hazard . . . 5.50
Spy Hunter ... 5.95
Shadowfire ............., :.g
Spy vs Spy ..., .
Grand Nfls:unal ik 525
World Series Baseball . . 5.25
Deathstar Intarceptor __ . 5.25
Herbert's Dummy Run 8.85 7.50
Twin Kingdom Valley .....7.95 399
BANTE ol il i .B.95 5.25
Romper Room ., ci--.. 006 599
Gyron...... S s 2.95 7.25
BBC/ELECTRON
Combat Lynx ... .., vee-.8,95 6.50
Arabian Mights ... .. .7.00 4.95
Sabre Wolf (BBC only) 9.85 T.50
Mini Office {either
machine. . ..., fis 4.70
Wizadore . ... .. 5.80

All prices include P&P

"Denoies special offer while stocks last

COMMODORE 64

Game ARP Cwur
Price
Ghostbusters ,..,........ 1095 825
Tales of Arabian Nights 7.00 .99
Beachhead ... ... PR 1 7.50
Staff of Karnath 985 7.25
Tapper ., AN 905 7.50
Spy vs Spy .. P - L 599
Breakfever.... ......, 7.00 4,95
Combat Lynx , AL T
Impossible Mission ...B.05 7.25
Lards of Midnight. ... . 9.95 599
Shadowfire o e 845 6.99
ORI 7.95 5.5
Brian Jacks... .. cxs 1 o 10D 5.95
Tri Ma Mog - 985 6.95
Airwoll ........, AR 595
Hobbit (Disk)...... .. 17.85 1398
Elite 1495 10.75
Ciphoid 9.85 6.99
Mega hits . .. ... 1885 1299
Grand Mational . . ..T7.85 5.85
Moon Cresta . PP ] 585
World Series Baseball .7.85 5.85
Herbert's Dummy Run ... 995 T.50
Roland Aat .......... ....7.00 5.90
Glider Pilot i - 6.25
Spitfire 40 . . .. AT 7.85
AMSTRAD
—_—
Daley Thompson's
decathion o B8.95 6.50
Diark Star A 7.95 5.25
Fighter pilot ..............B85 6.50
Jet Set Willy R B.95 6.50
Mini Office ..., el 4.T5
Chopper Squad . ..., 6.00 4.50
Heroes of Khan ., oo 600 4.50
Jewels of Babylon .. B.00 4.50
Forest at World's End ... 6.00 4.50
Hobbit . ... 1485  10.50
3-D Starstrike.. ..., ...6.85 528
Battle for Midway ... .. ... 995 6.99
SOMBrY ......ca... 8.95 6.50
Ghostbusters cen.. 1099 8.99
Combat Lynx . ..... .B.95 6.25

Quick Shot 1l only £8 99
Plaase note: if our order excesds £50 you
get 10% further discount. Send chaque
PO 1o
GOODBYTE (CG), 94 Leather
Lane, London EC1. Tel: 01-
404 4245,

Its easy to complain
about an advertisement.
Once you know how;

One of the ways we keep a check

answer, a full investigation is made.

If you think you've got good reason to complain about an advertisement,

send off for a copy of our free leaflet.

It will tell you all you need to know to hel

complaint as quickly as possible.

The Advertising Standards Authority.
If an advertisement is wrong, were here to put it right.

on the advertising that appears in the
press, on posters and in the cinema is by responding to consumers’ com plaints.
Any complaint sent to us is considered carefully and, if there's a case to

P us process your

ASA Ltd, Dept 1 Brook louse, Torrington Place, London WC1E THN

This space is donated in the interests of high standards of advertising




Imagine the outrage if a
small nuclear device ex-
ploded in Britain. As MIS
agent John Preston,
rumours have reached
your desk that someone 1s
planning to do just that and
you have only a limited
amount of time to find out
exactly who is going to do
it, how and where.
Frederick Forsyth's
latest thriller is the basis
for this game from Hut-
chinson. The Fourth Pro-
tocol is a secret agreemsent
signed by America, Russaia
and Britain back in 1968.
Briefly, it states that none
of the signatories can in-
troduce a nuclear device in-
to the territory of another
signing nation. 8o far, no-
one has tried — until now.
The date is 1987, a few
weeks before the general

election. Experts in
Moscow have decided that
if the Labour Party is
returned to power, they can
control the government to
such an extent, that over
the next few years, Britain
will withdraw from Nato,
allow a HRussian invasion
and so pave the way for a
Soviet takeover of mainland
Europe. The problem is to
uarantes the election of
abour. Thus plan Aurora
is hatched. The idea is to

J:

explode a small nuclear
bomb and use their disin-
formation services to blame
it on the Americans. This
should ensure that enough
people switch their
allegiance to the only partly
committed to Unilateral
Disarmament.

The game is a three part
adventure game, the first
two parts being icon./menu
driven with part three be-
ing text input with some
arcade-type sequences, In
part one, you have to un-
cover a traitor within your
ranks. This leads to part
two where you have to
discover exactly whera the
bomb is hidden and so to
the final part and the actual
defusion of the bomb. The
three parts must be played
in order as successful com-
pletion of parts one and two

B e

ing a pointing finger round
the screen and pressing the
return key. ost of the
icons, once selected, lead to
a window full of further op-
tions. For example, selec-
ting the picture of the
telephone, gives you four
choices: make an outgoing
call (you are prompted for
the number), listen fo an
incoming call, put the
telephone on hold (so that
you don’t lose a call of you
are doing something else)
and return to the main
SCTEEer.

The icons are large, very
well drawn and mostly self
explanatory. The telaphone
has already been described.
The filing cabinet 1s used
for storing memos and
reporte that you have ac-
cessed. The wvideo camera
allows you to put a sur-

THI

R

With only days to foil a Russian plot to explode
a nuclear bomb in Britain, Gordon Hamlett is seconded
to MIS to investigate.

yields a password allowing
access to the next instal-
mernt.

Whilst you are settling
into your new job as head
of Cl(A), responsible for
security of Goverment
buildings, a diamond rob-
bery is taking place. The
burglar discovers that he
has got away with more
than he bargained for and
amongst his haul are sorme
top secret Nato documents.
Being a good patriot, he
sends them anonymously
to the Ministry of Defence
and this is where the game
starts.

Most of part one consists
of information gathering
from within your office and
the icons on the screen
depict wvarying functions
that you can access. The
icons are selected by mov-

viellance team (watchers in
the jargon) on to a suspect.
The cassette lets you save
different positions whilst
the graph gives you details
of your current prestige
and how much of the game
you have solved.

You have only forty days
to solve part one of the
game and the calendar
charts your progress. Each
“‘day'’ takes two minutes of
computer time but once
you have solved the early
parts of the adventure, you
can use the calendar icon to
advance the date more
rapidly.

The three VDUs across
the bottom of the screen are
your main sources of infor-
mation. Normally blank,
gymbols appear on the
screen when there is
something for you to read.

From right to left, these are
memos, reports and sitreps
(reports from your wat-
chers). Accessing one of
these terminals gives you
options to read, file or
throw away the report. As
the game progresses, more
and more pieces of paper
land on your desk, all of
which need to be acted
upon in one way or
another. It's nice to know
that even occupations as
supposedly glamourous as
spying have their problems
with bumf.

80 to the game itself. As
mentionad earlier, your main

So to the game itself. As
to the game itself. As men-
tioned earlier, your main
task is to find out who has
been leaking the Nato
documents. But your job is
concerned with all aspects

of security in Government
buildings and other people
will want you to sort out
their problems as well.
Some of these other jobs
will give you additional
clues whilst others are
meraly designed to waste
your time.

Having read the
messages congratulating
you on your new appoint-
ment, it is time to get down
to some serious work. You
soon discover that a young
civil servant called Abbs is
reportedly seeing a foreign
national so you decide to
put some watchers on her
and see what happens. It is
worth looking up the file
called ‘‘telephone’ at this
stage as it gives you some
important numbers of use
later in the game. The most
frequently used of these
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numbers is the one for
Blenheim — one of the
other MIS offices. By phon-
ing them, you can get their
files transferred to your of-
fice — providing of course
that you know the name of
the file that you want.

Another thing you will
have to find out pretty
quickly, is exactly who had
access to the leaked
documents in order that
you can check up on them
and eliminate as many
suspects as you can, Aas
80011 a8 possible.

No spy story is complete
without its secret codes,
and Fourth Protocol is no
exception. Memos come
through at regular inter-
vals telling you what the
latest password is. You
need to know this before
you can access any of the

where to put security locks.
If you do not get it correct
first time, you get summon-
ed again and again until
you do. Getting annoyed
with this, I put locks on
every single door in the
building. This resulted in a
rather terse memo stating
that they didn't know
about what happened in
London, but where they
were, toilet rolls were not
considered a security item
and the wunion were
threatening to go on strike
if the locks weren't taken
off the toilets pretty quick-
ly!
As you complete dif-
ferent actions, so jyour
prestige varies for better or
for worse. The lower it gets,
the fewer watches you will
have at your disposal and
80 subsequent tasks

files at Blenheim. Being
gacurity items, the
passwords are not written
down as such, but given to
you in code. These have to
be decoded using the one
time pads which are includ-
ed in the packaging of the
ame as a playing aid.
hese pads consists of an
array of letters which are
used to turn numbers into
sequences and are in stan-
dard use amongst in-
telligence services
throughout the world by
virtue of being almost un-
breakabls.

Not all your time is
spent in the office. A request
comes through for you to
install a security system at
Building 17. When you get
there, you are presented
with a blueprint of the
building and have to decide

become that much more
difficult. The sort of thing
that would affect your
prestige would be the
potential defection of a
foreign diplomat. If you get
him quickly enough, your
Hestiga goes up as he tells

I6 everyhting he knows.
If you don’t get him in
time, he defects to the
Russians and down goes
your prestige.

There are about fifteen
different plots going on
throughout the course of
part one although you will
not be aware of them all.
Some are vital, some give
subsidiary information and
others are total red herr-
ings. The way the plots fit
together is cleverly done
and there is a real feel of be-
ing there, especially with
the variations in the memos

COMPUTIER GAMER JUNE 1985

and reports that you get.
Unlike other adventures,
where you have to go and
look for things, here things
come to you. Of course, you
then have to act on them,
but there is8 always
something going on. You
will have the opportunity
for making voice print
analysis, using .the
remarkable talents of Blod-
wyn with her incredible
memory for faces and liais-
ing with other security ser-
vices, both your own and
foreign, in your search for
the traitor.

When you think you
know who has been giving
our secrets away, you have
to convince the Paragon
committee which has been
set up to investigate the
leaks. This involves
answering a series of ques-

tions on who did it, how
was he recruited, by who
and what evidence there is.
If you get everything cor-
rect (and be warned, it's
not that easy) you get a
password which allows en-
try to part two. If you get it
wrong, the game continues
but with an enormous dent
in your prestige. If you do
not successfully solve part
one, the game ends
automatically afer the forty
days-have elapsed.

Your objective in part
two i8 to discover the loca-
tion of the bomb. Again, it
is an icon driven adven-
ture, but this time there is a
lot of travelling to be done
and there are about 175
locations to be explored,
The utility and assessment
icons are the same as in
part one, but several new

ones are introduced. Com-
municate allows you to use
the phone or talk to so-
meone and wait is used to
advance time. Manipulate
lets you take, drop or use
an object while look leads
to a choice of examining an
object, reading something
or taking an inventory of
your stock. The final icon is
the one that enables you to
move around. This gives a
comprehensive choice of ac-
tions ranging from getting
in a tube or taxi to entering
a lift or following someone.

To start with, you will
need to visit various MIS
buildin?s in order to equip
yourself with ID, money
etc. You will also meet a
Q-type figure (to pinch a
character from James
Bond) who may be able to
help equip you.

As you move around the
country, following a group
of terrorists that you have
had a tip off about, you will
find you way impeded by
rail strikes and the like.

Plus, of course, the fact
that you never have the
right to pass a pilece of
equipment at the right
time. You have to do all
your own legwork in this
part, no teams of watchers
to help you out here. As in
part one, successful com-

15)




pletion of part two gives
you a password for part
three, The task must be
completed within a certain
number of moves although
this is fairly lenient and so
you don't have to follow an
exact course.

All that remains now, is
the small matter of defus-
ing the bomb and it is in
this part that the Spectrum
and 64 versions differ con-
siderably. The original
specification of the game
called for an arcade game in
part three, but the writers
— the Electronic Pencil

Company — felt that this
would destroy the feel of
the game. The Bpectrum

version wasg so far advane-
ed though, it was decided to
leave the arcade element in.
Having found the location
of the bomb in part two,
you have to plan an SAS

raid on the building. You
must arm the six soldiers
at your disposal before sen-
ding them into the buildin
for a shootout with the KG
thugs. This is depicted as a
Berzerk stiyle game with
both sets of agerits dodging
round the furniture in an
attempt to kill each other.
Only when all the Russians
are dead are you allowed ih-
to the room with the bomb.
The 64 version puts your
straight into the room with
the bomb, with the battle
raging around you. This is
a graphical adventure with
text input. The KGB can
still find you if you don't
take sufficient precautions
but will not however shoot
you for fear of detonating
the bomb. They will try to
overpower you though and
will succeed if too many of

themn get near you.

The bomb is hidden in-
gide a cabinet and your
first problem is to find a
way into it. This requires a
combination number that
you should have come
across earlier in the game.
Any other attempt at open-
ing the cabinet, such as a
hefty kick will result in the
bomb detonating
prematurely, and you go-
ing up in a mushroom
cloud. Once the cabinet is
open, the bomb is revealed,
together with a series of
flashing lights. These have
to be pressed in the correct
sequence. Again, you
should have found this out
from earlier in the gamse,
but it is not too difficult to
work out. All the time that
this is happening, a clock is
ticking away, and the
pressure of trying to do

everything before it
reaches zero starts to
mount. If you get the cor-
rect sequence, You are
prasented with three wires
to be cut. You cut one and
gtill the clock keeps tick-

ing. ..

Fourth Protocol is the
first serious attempt at a
game based on a spy story
that I have seem and it
works very well indeed.
The use of icons makes the
game a lot friendlier to use
than text input and the
storyline flows well and
maintains a high level of
excitement. This is due in
no small way to Frederick
Forsyth. I read the Fourth
Protocol before playing the
game and was more than a
little worried that the game
would not do it justice, but
my fears proved

groundless. The weakest
part of the game is the third
part and there is a feeling
that it has only been put in
to let the player see the plot
through to the end. The
part that will get everyone
talking though and
discussing it with their
friends is part one, which is
highly original and ex-
tremely well implemented.
The Fourth Protocol is
ublished by Hutchinson
or the Spectrum and Com-
modore 64 and costs
£12.985.
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TARI 600XL ENTERTAINMENT I’AGK

Great news for games addicts who appreciate high guality
graphics and sensalional arcade action gameplay. For Only
EB3, you can buy a 16K Atari 800XL Computer with two top
arcade AOM cartridge tithes and a joystick. These two ROM
titles are the famous arcade hit Donkey Kong and another
tavourite Oix (We only have a limited number of packs with
Qix, When these run oul, Cix may be substituted for an arcade
entemainment cartridge of the same value). The G00XL
Enterfainmen! Pack offers real value for money and enables
wou bo save £63.96, nearty hall of the normal RRF's of the pack
fterns when purchased individually. Silica Shop have a wide
range of ROM cartridges available including arcade favouriles
such as Asieroeds, ntipede, Missile Command, Popeye,
O'Ber, S1ar Rasders, Super Cobra for anly £9.95 gach! The
G00KL i a programmable home computer with the Basic
Programming Language bullt in and if you later add a 1010
Program Recorder (XLP 1010 - £34), a range of hundreds of
cassefte programs will become available to you. The Atan
BOOKL is recommended as a lirst class games machine.

ATARI PACKS - POWER WITHOUT THE PRICE!

ATARI 600XL ENTERTAINMENT PACK
16K Atari 600XL ..... . £99.98
Donkey Kong (R)
Qix (R} . :
Single CX40 Joystlck h:
Total i purchased separatety]

Less Discount (appros 48.1%)
PACKAGE PRICE (XLC 1600) ..

ATARI BOOXKL AND REGORDER PACK

The B4K BOOXL is packaged here with the 1010 recorder. an
ecanomical siorage and reirieval unit, a smash hit arcade
game and programming aid, all for a package price of only
E120 (el XLC 1010). a saving of DE5.96 off the RAPs of the
ndividual iterms which total £194.86. The game included in this
pack is Pole Position. Mow on cassette from Atari, Pole
Position i4 an accuraté reproduction of Alari's own highil,-
successful arcade driving game which has all the thrills and
spills of the grand-prix racetrack. On the reverse of this
casselie is a demonstration program of Atari’s amazing sound
and graphics capabilities giving an example of the high quality
performance of the Atari B00XL. Also included is an lnvitation
I Programming 1 cassefle which lakes you $tep by siep
through the first stages of programming in Atari Basic using
Atari's unigue soundithrough facility which aliows pre-
recorded human speech to be played through your TV
speaker. Al you need is a joystick (ATJ 0400 - £7.90 for Pole
Fositon), 1o be up and running with this package. The Atari
BOOXL in this pack comes with a Silica iwo year guarantes

ATARI PACKS - POWER WITHOUT THE PRICE!

ATARI 800XL + PROG. HECORDER PACK
B4k Atari 800XL
1010 Program Recorder
Pale Position + Demo Prog (C) ...
Invitation to Programming 1
Total (1 purchased separateiy)
Less Discount (approx 33.8%)
PACKAGE PRICE (XLC 1010} .

ATARI BOOXL AND DISK

IVE I’AGI(

This pack incledes the G4K BOOXL with a 1050 Disk Drive for
madss slorage and speedy information refrieval as well as a
brand new adventure game and a powerful home help
program, all for only £249 (red: XLC 1050), a saving of £115.96
ofi the RRP's of the individual items which total £364.96. The
first of these programs is The Payoll an disk, a new adwenture
game which Is a fantasy simulation in which you play ihe
Ie.au:ng role. An exciting introduction 1o adweniure programs
which are always popular (with 8 demonstration program of
Atar’s amazing sound and graphics on the reverse) Also
incluged in this pack is Home Filing Manager to help you
orghnise your files, It allows you 10 catalogue and file delails
of birthdays. books, youwr stamp collection or anything else
whith would nofmally reguire you 10 use filing cards. The
instructions for Home Filing Manager are on the reverse of the
disk and all the disks which come in this package are in
prodeclive paper walleis. You get an exiended two year
guaraniee on the BOOXL and 100 free programs with the disk
drive when you buy this package from Silica

ATARI PACKS - POWER WITHOUT THE PRICE!

ATARI 800XL + DISK DRIVE PACK
B4K Atari BOOXL £12999
1050 Disk Drive ......... . £199.99
Home Filing Manager [D] .. £2499
The Payoff + Demo Prog {Dj e .._I“j_,ﬁ
Total i purchased ssparatety)
Less Discount (approx 31.8%)
PACKAGE PRICE (XLC 1050) .

£269

SIMBA 51U

WE ARE THE UK'S No1 ATARI SPECIALISTS
Since the introduction of Atari Video Games into the UK six
years ago. Silica Shop has been selling Atan products and
Spporting Atan Owners with a specialist mailing service
which we belisve is unbeatable. Wa st over 1 Atari
related product lines and have a mailing list including ower
300,000 Atani 2800 VCS owners and over 50,000 Atari Home
Computer Owners. Because we specialise in Atari. we aim to
keep stocks of all the available Atari hardware, software,
peripherals and accessories. We also stock o wide range of
Atarl dedicaled books and ihrough us. the awners on our list
can subscribe to several American Atari dedicated magazines.
W can provide a full service to all Atar owners and are now
firmiy estabiished as the UK's N R OME Alari specialists.
Here are just some of the things an offer you:

'FREE POST & PACKING ON MAIL ORDERS
FREE CLUBS & INFORMATION SERVICE
HIGHL PRICES

Y
AFTER SALES SUPPORT SERVICE
REPAIR SERVICE ON ATARI PRODUCTS
A you would like to register on owr mailing list as an Atari
compuler owner, or just because you are interested in buying
an Atari maching, let us know. We will be pleased to keep you
up to date with all new developments on the Atari scene free
af charge. 5o, post off the coupon with your order or enguiry
and begin experiencing an Atari service thal is second 10 fone,

4F i T O S S R R O Gy

2= 01-309 1111

NEW ATARI 130X

Atari's new 128K computer, the Atari 130XE offers an enormous 131,072 bytes of RAM for only £1608,
The 1230XE comes with buill i Basic and lull aperating instructions and is now in & néwly designed
case with a modern full stroke keyboard. The XE is fully compatible with both the $00/800 and the XL
ranges of machines, this means that it can run approximately 90% of all Atari Computer sollware on the
market, This provides a range of over 1,000 software titles as well as a large selection of accessory and
D-unune\'al items. Initial stock of the 130XE will be limited, so it's first come lirst served

Sidcup, Kent, DA14 4DX
LITERATURE REQUEST:

NOW IN STOGK

£169

SILICA SHOP LTD, 1-4 The Mews, Hatherley Road, Sidcup, Kent, DA14 4DX Tel: 01-309 1111
ORDER NOW-0OR SEND FOR OUR FREE ATARI BROCHURES

s f R R R B R B R R R 0B B R B R B B B _B B |}
To: SILICA SHOP LTD, Dept CGMER 0585, 1-4 The Mews, Hatherley Road,

Telephone: 01-309 1111

[0 Piease send me your FREE brochures on Atari Home Computers.

O lalreadyowna ............. Videogame O talreadyowna ............. Computer

Mr/Mrs/Ms: . ... Initials BTN o b e s e e A SR e AT e

L A e e N S R e A M P PR LR A R
.......................... Postcode:

ORDER REQUEST:

PLEASE SEND ME:

O 16K 600XL Entertainment Pack Y e (LT
O 64K 800XL & 1010 Recorder Pack ............
0 64K BOOXL & 1050 Disk Drive Pack T
O 128K 130XE Home - Computer ...............

[0 | enciose Cheque/P.0. payable to Silica Shop Limiled for the following amount: £. .. ... .. ... . ... .. ... .....

O CREDIT CARD - Please debil my:
Aceess/Barclaycard/Visa/American Express/Diners Club

£69 All prices include VAT
£129
£249 Post & Packing
.. E1689 is Free Of Charge

¥ F R R R R RORR

My Card No is:
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A graphics package and a
games designing aid for
only £7.95! Tony
Hetherington looks at the
state of Spectrum art.

Often the only difference
between a good and an
average one lies in the pro-
grams graphics. Up to now,
we have only been able to
grasp in awe at the 3-D
raphice created by the
ikes of Ultimate, but now
through Leonardo, even I,
can create Knight Lore
style 3-D displays.

Leonardo isn't the first,
nor will it be the last
graphics package for the

pectrum but it surely is
the most comprehensive to
date. For not only does it
have the usual array of line
drawing, circle and fill
commands it has an im-
?PEBSWB array of additional
satures that distance it
from the rest. It is on these
additional features that I
will concentrate in this ar-
ticle.

Although Leonardo is
simple to use it takes some
time to learn how to use its
many facilities. Indeed the
program is accompanied b
al page manual whic
includes examples and ex-
ercises to illustrate some of
the more involved com-
mands. Thankfully the
booklet also includes some
keyboard charts to show
which operation is accessed
by pressing each key. This
is vital since many of the
keys have three or four
operations associated with
them. A keyboard overlay
would seem an abvious
answer however I'm afraid
the Spectrum plus has put

aid to such luxuries.
owever, I soon found that
I could remember .enough
of the keys to allow me to
begin drawing without div-
ing for the booklet at every
turn.
The programs routines
are efficient and well
thought out. The whole
screen is occupied by the
drawing screen and so you
can create full screen im-
ages. Should you require a
special function, for exam-
le a circle, then the bottom
alf of the display gives
way to user friendly pro-
mpte asking for the radius
and so on. Once the func-
tion is completed then the
full drawing area returns.
Many users will first
plan their work on graph
paper before committing it
to screen and will therefore
benefit from a small but

useful display that shows
the co-ordinates of the cur-
sor. This can be toggled bet-
ween the top or bottom of
the screen so that you can
always see the area in
which you are working.

Such forethought, while
commendable, isn't as
necessary with Leonardoas
it is with other graphics
packages. For drawings
can be easily erased, copied
or even scrolled across the
screen to the desired loca-
tion.

Infact, Leonardo seems
to have been d ed for
the lazy artist. If for exam-
ple, you decide you need a
crowd scene for a football
game. Such a prospect
would be intimidating, but
not with Leonardo.
have to do is draw one
scarf-waving fan. This is
saved as what Leonardo
calls a picture element.
This can be any defined
window of the screen and
up to 266 small elements
can be stores at any time.
We can then use our fan as
the brush and literally

aint fans on to the screen.

y carefully setting some
additional parameters they
can appear to stand behind
one another making a
realistic display. Store two
or three types of fans and
the crowd scene becomes
ever more realistic. What is
even more impressive is
that the picture takes
minutes not hours to
create.

Leonardo stores the pic-
ture elements on its backup
screen which can alsc be
used to store up to 774
UDG’s or an entire backup
screen. Unfortunately not
all three. However you
could create the images,
elements and UDG's that
you may need in your pro-
gram in stages and save
each to ta hey can then
be load into your own

pr%gra.ms.

olour is added to pic-
tures as in other graphic
Ercgra.ms and not even
eonardo can solve the
Spectrum’s attribute pro-
blem that cause colours to
smudge. However it can
help by allowing you to

paint on the colour as and
when required. You can
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also swap colours and even
scroll the colour across the
screen.

Programmed drawing is
Leonardo’'s most im-
pressive feature it is also
the most difficult one to
understand and use well.
However its resulting ef-
fects are well worth the
struggle. Basically it con-
gists of two stages. In the
first stage you define up to
nine co-or ates that will
be used to draw a 3-D image
which is then used in the
second stage. Here the fun
| really starts as you can
define a number of
parameters that will draw a
geries of the images.
However each one can be
magnified slightly, or
rotated by any angle or
both. You can also use pic-
ture glernents or just a sim-
ple brush consequently we
could draw our football
fan doing handstands into
the distance.

As you can see you can
combine Leonardo’'s
facilities to produce an im-
mesurable number of ef-
fects and images. Indeed it

swap between alternate
character sets.

To fully test the games
deslgnin% potential of
Leonardo I set out to design
two different games, e
first a Knight Lore style,
multi screen arcade game,
the second a Bhadowfire
style, icon driven, adven-
ture.

Designing the arcade
game was easier than I first
imagined when I realised
the potential of the first
user program. This allows
you to move one Or more
thirds of a screen image on
to the screen display.
Therefore if you make your
screen 1images inter-
changeabls you greatly in-
crease the total number of
screen available to the
game. For example the top
third of one screen becames
the bottomn of another but
the middle of a third
screen, and so on.

Onece the background
has been created animated
figures and monsters can
be added by using blocks of
UDG’s. The whole game can
be completed by the addi-

& 8

\ FEFFFFIFIFIF I FLFFLEFFL

s o

||I|I|||

TAYLOR

4.3 i

will take months to
discover all of the different
permutations.

Most graphics packages
help you create pretty pic-
tures but then leave you
wondering what to do with
your creations. Leonardo
solves this problem by in-
cluding five machine code
routines to allow you to use
your artwork in your own
programs. Each is a
subroutine of a Basic pro-
gram and is easy to use for
all you have to do is define
two or three parameters.
These routines transform
Leonardo from a graphics
package to an invaluable
aid to games designers.

The first transfers either
whole or part screens to the
display from graphics
screens held in memory.
The second is used to print
stored picture elements
anywhere on the screen,
over the background or
merged with it. Similarly
blocks of UDG's can
printed or merged by using
the third routine. The last
two routines are used to

tion of a score and lives
display that can be printed
in an appropriate character
8

et.

Designing such a game
involves dividing up the
Spectrums memory into
graphic and screen stores
and loading in the Leonar-
do designed graphics into
the required areas. Then
your program would set the
subroutines parameters so
that they draw the required
graphics from the ap-
propriate area of memory.

is is no doubt daun-
ting to first time games
d ers who will pro-
bably wuse Leonardo to
create backgrounds that
are then fed into programs
such as the H mes
designer which is publish-
ed by Melbourne House.

However no such pro-
gram exists to help design
the Shadowfire style adven-
ture game. This mainly
consists of one main screen

display and a number of

picture elements.
In this example You
must control your crew
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members who must find
and catch a number of
aliens that have escaped
from the ships zoo. These
animals are of course
dangerous and will fight
back.

The first job was of
course to draw the main
control panel display leav-
ln§ spaces for a character
select icon, a display show-
ing the area of the ship that
the character is in and so
on.

Next the map of the ship
was drawn, which occupied
a full screen that was then
divided into picture
glements that could be
displaged. as and when re-
quired.

Finally the rest of the
display consisted of blocks
of UDG’s which had to be
created and stored
saparately.

The game itself was sasy
to program as it didn’t re-
quire any animation mere-

the correct element of

DG block printed in the
right place at the right
time.

In time I will improve
both games by perhaps ad-
ding further screens to the
second one or change the
arcade game to a platform
game.

Luckily since Leonardo
takes the hard work out of
drawing the graphics I can
concentrate on trying out
new ideas.

If I was to try and find
fault with this program I
would say that it lacks just
one important feature. That
is the ability to magnify the
area that you are working
on. For it is far easier to ac-
curately draw large pixels
than it is to stare at little
dots on the screen. Finally
it would have been nice to
have been supplied with a
]ibra.rfr of predefined pie-
ture elements to get you go-
ing. However this is only a
minor gripe as you can
rapidly collect your own.
For example some of the
animals in the zoo adven-
ture may soon be crawling
over the 3-D rooms of the
first game.

At only £7.95, Leonardo
iz a must for all Spectrum
OWTIETrs.




We, the Guardians have
returned as promised. Time

ows short and our search
or one among you con-
tinues. Already you have
received our bulletin which
has introduced you to our
Jbournay, and now we must
egin. Remember, your
score 18 important, and the
total will help you to
discover our identity — but

theare will be other ways not
yet known. You may
already have accumulated
200 points, but this is
trivial compared to that at
which we aim. If you have
joined us here do not
despair — with luck and
cunning you nﬁa._g et turn
out to be the ONE. Perhaps
our advice should be to wait
and see!

1: THE DARK WORLD
You, (your
name is anagram of some of
all the letters in Computer
(Gamer) . . .are alone in the
Dark World. The planset
Earth is eons away and
long ago, and all around is
black. To light the path that
you must travel you will
need something to guide
you. We, the Guardians are
Eulsing a message to you
ut cosmic status interferes
with the transference. If
you are able to sort it out
then your score will help
YOU ON YOUur way.

1 FELEAAMCIONMG (score

25 points)
LLIWGNORTSDNA

EDUTITRDF (score 25

points)

2: A KEY

It is time to move on, so,
brandishing the torch and
bracing yourself you step
forward into the gloom, the
darkness forming a shroud
about you. Strange
thoughts and images come
into your mind. e air is
filled with illusions. You
can feel our presence as if
we left a trace. It is old and
crumbling — long before
your time. But you, with
the accumulated know-

ledge of past and future
generations (for which of
us knows the time in which
we are?) are able to deduce
a fragment of our identity.
There are two ways to find ¢
— the first key ‘a’ ma
strike the right note wit
some, while b’ might lead
to ‘¢’ for some of you
others.

3: SECRET OF THE EAST
Conceal this letter well. An-
cient lore knew of it but to
prevent it getting into the
grasp of the dark forces hid
it in a letter maze until one
who knows it should
chance along. It should
provide a number if you

ut it in the shade and thus

orever banish it from pry-
ing eyes from the other
side.

rp>rO0O®
IOOOOOm
oOPpP0Om@O®
ooOoOO00D
Oopomwmer
DI EPEOD
-3 -1 -1 -RwlisNw)
POOOOODR
POOD>0O0O0D

score 50 points

.has provided a little dive:

4: LORDS OF THE VOID
The Lords of the Void a
an You have shot a boll
of lightnin
thair avll inbant. solving
the above riddle which they
were on the wer s of
discovering. The T :
has been summoned a.n
ou, because you have 8
ttle strength, so early on
in this journey, are com
elled to attend. Tha
amemaster of the Void

sion for his peers. You arg
to them as a mouse it to 2
elephant — a plaything to
toy with; something that at
is a mere irritant
Now th intend to drain
your brain of stren
perseverance. If,
moment they thought you
could deliver an answer,
then they would not let you
play at all. For an answer
opens the door of time
through which you could
slip through.

We wish you well
Challenge the Gamesmaster
and beat him!

Like the combination of
a safe, the fourteen hex-
agons will fit into the shape
below (you might cut out
the hexagons and mount
them on card, or make
copies). The problem is to
ensure that adjoining sides
a have matching equal
numbers eg.

O,

i

‘!Pm 8 5

R

/©

12 56 20 205 18 3

score 50 points
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If you have matched the
numbers ecorrectly then
you can slip from the grasp
of the Lords of the Void into
another time. As you g0 on
take what you have alrea.dg
discovered — and score 10
points.

Remember, keep a check
of the total score. It may
not necessarily be the one
with the highest score that
iz able to discover ALL. Un-
til another TIME and
another SPACE.. . WE,
THE GUARDIANS wish you
well.

<P
PR

OANATANRA
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<>
BB

[\
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CLUES ACROSS

1: Fourtold? (4,28,3,5)

9: Lordof 26, in 1.

11: The French, the

Italian, the Fren-

eh. . .the town.

12: Went West to save
lives.

13: Didn’t succeed at first
— taken back to
court.

14: Cubed, or broken at
parties,

15: 'Ecllm’ in translation,.
in 1.

16: This is no yarn — it's
based on 9 (like 1).

20: X-stacies?

23: Trumpet — plays the
Little Boy Blues.

25: John Selwyn begins
to stick.

i Sguirm, and give the

slip.

28: And it isn't short
dirsction.

29: End of the line —
organ transplant re-
quired.

30: A Villain in 1, return-

ing to 6.
32: Leader of 9 in 1, lost
in 26. (7,3.4)
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Egges in renovation
roject.
ade up, near to
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a.ud{v.
ot like him to write
1

B B "

(Fitzgerald and Dare)
returned from the
west with news in 1.
Once a beautiful
lace, in 1.
ne of 9, in 1. (5,7)
Pippin, in 1. (8,4)
He was 111, in 1.
9 were loth to leave
here, in 1.
On course, for 1.
In 1, across a river
from 10.
2 of 9 climbed here
with 21.
Ate fish, in 1.
‘il"illa.incua captain, in

A little time?

Where 9 ac. was lord,
and buried, in 1.
Employ Sue, in a
roundabout way.

ey
n
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-
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Pole Position

The first game we are going
to look at is Pole Position
for the Atari home com-
puter system. The techni-
ques are also applicable for
the BBC, Spectrum, and C64
versions.

Braking? Don’t!

There is only one timse
where you should use the
brakes, and that's on the
corner that all regular
players know and hate. It is
a very sharp left hand hair
pin with a brown sign on
the right hand side (colours
may vary according to ver-
sion). You ma.{getint.oabit
of bother with this if you
are trying an outside over-
take of an opposing car
(you shouldn't be in this
gosition — read on later).

he point to remember
here, is that your speed
must be below about
154mph to be able to turn
at a rate that will get you
around the outer lane of the
track without emashing in-
to the sign.

Doing 196mph on the
right lane surrounded by
hostile cars is the only time
that I allow myself the lux-
ury ‘of brakes, swerving,

1)y

and low gears! — in fact
anything to brin% you
down to the magic 140mph
you need to sescape from
this dilemma. Anything
higher and you skid into
that sign.

Slowing Down

As the previous section
mentioned, slowing down
should not be achieved by us-
ing the brakes. This is due to
them slowing you down too
much. Resulting in lost
time to re-accelerate. To
slow down those few mph
you need, occasionall 3' you
should skid. BSkidding
slows you down by a small
amount, usually all you
need iz a subtle change in
velocity.

8kidding around corners
can be useful, especially if
there is a block of opposing

cars. Overtaking on a cor-
ner

is not much fun,

REDUCTION

)
/
f
f
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though it is fairly straigh
forward for the experienc
ad player, it merely needs
experieance in co-ordinating
all the controls at once.
Ramming the road
useful for rapid drops
apeed and a;}ually rt&.pid ac:
celeration afterwar

on the infamous ha.irp
bend under perfect condi-
tions.
On the straight towards
the bend you should be on
the left lane doing 198
mph, or near to it. As you
see and approach the cor-
ner a sign will appear on
your left. Duck in as sharp-
Ly as you dare after the sign
as hard as you can for a
couple of seconds until
{our speed hits around
66-160 mph. Then duck
out to the right as hard asis
practical. he infamous
and deadly sign should
pass harmlessly in front of
your nose. When on the
right hand lane line up
with the road again. You
will now be on the inside
lane, ready for the next cor-
ner, and travelling at up-
wards of 180 mph.



Pole position is a game that is
popular both in the home and in
the arcades. Mike Roberts keeps
you on the right track with his

hints and tips.

This method must, of
course, be modified if there
are any opposing cars in
the way.

Corners

Corners should always be
taken on the inside lane.
This gives you more
manoeuvering room and
means that you can take it
at a higher speed, you ex-
cess speed can be shed by
sliding to the outside lane if
TNecessary.

Avoiding objects is also
easy. If there is one in your
lane, sliding out will avoid
it. If there is one in the lane
that you are moving to then
turning back into your
original lane will reduce
your speed sufficiently to
bring your next c¢lash with
the cars on the following
straight — where they are
much easier to handle.

If the road is clear and
you want to grab every tiny
bit of speed you should try
tapping around corners.
Again the technique re-
guires you to be on the in-
gide lane. The road also
needs to be clear of cars, as
this method sacrifices all
manoeuvering ability.

As you hit the corner at
196 mph you will start to
move onto the outgide lane,
The technigque requires you
to ‘tap’ the joystick
towards the inside of the
corner. This will just move
the nose of your car and
correct the outward slice of
the car, but without skid-
ding or the shedding of any
velocity. You can, in fact,
accelerate around corners
like this. However, some
corners are too sharp to use
this method their whole
length. And the speed
defecit created by a quick

skid to the inside lane can
soon be made up to max-
imum in the remainder of
the corner.

The last long bend is the
best for this method and
you can ‘tap’ around the
whole length of it, gaining
precious time as you come
up to the line.

Overtaking

Cars ra.rel:,r travel in
singles, they usually move
around in paires or fours.
On average, every two laps
a block of eight cars willap-
pear.

Overtaking a single car
is dead easy — you just sort
of swing around it.
However, you have to be
careful that wyou don't
smack into its pair which
just happens to be unseen
around a corner.

Tackling groups of two
or four is a bit more dif-
ficult. A group of four can,
logically, be considered as
two pairs tackled in quick
succession. 8o just apply
the pairs technique, and
think quickly.

The thing to know about
the pairs is that the two
cars travel at different
speeds. Once you have
worked out which is the
faster car, you should tuck
yourself behind it
(remembering to regulate
your speed as not to smash
into his rear). Then when
the slower car drops
behind, you can mp smart-
ly bel;ween the g

sets o e].ght. the
ca.ra a.re staggered, so you
must keep your speed to
within a 5§ mph margin and
zig-zag between them. Do-
ing this on corners is very
difficult.
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The End Result

My personal best is
108950. That has stood for
three months on the high-
score page. Use these
technigques and you should
be able to come close to it.
Mike Roberts.




The Band’s On The Run/

Traffic Wardens,
15 hours, 48

c'nr:Jn’fds’D square feet of London,
filled screens.

s, 10 lost
étatioﬂsf 196*.7(2
943 action

s fe IRISY character
. 95 London Tube
7 million Londoners ««.

The new single is missing and the band have
gone home for the weekend — leaving you
just 15 hours to re-create the missing tune.

A race against time around London to
find each member of the missing band.
You have to watch out for blue
meanies, wardens and Rath! A —~
clever strategy game, full of
excitement, brilliant graphics
and all wrapped-up with
McCartney music!

—

3 NUND GAMES

[T Argus Press Software
) Liberty House, 222 Regent Street, London W1R 7DB

L 1985

For the Spectrum and Commodore £7.99

'-t‘ Available from W H Smith, Menzies, Laskys
and all good computer stores.
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From 7th June,

YOU will become

James Bond

in his first arcade/adventure on
Spectrum 48K, Commodore 64,

Enterprise 64

and watch out for

Amstrad, MSX and others
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W-A-L-F,

Dave Bishop takes an indepth look at
a strategy game that attracts both
strategists and arcade freaks.

Imagine an seconomic
strategy game where suc-
cess owes as much to hand-
eye co-ordination and
quick thinking as it does to
strategic planning!

Imagine a game as com-
plex to master as chess and
vet as simple to learn as
draughts!

Imagine a game that lets
four people compete and
yet forces them to co-
operate.

Imagine a game that at-
tracts both strategy players
and arcade freaks.

You have just imagined
M.U.L.E.

M.U.L.E. is a game of ex-
ploration and development
on another planet for up to
four humans. The com-
puter will take over up to
three players if you are
short on Homo Sapiens.
There is also a complete
demonstration game where
you can sit back and watch
the computer play all four
players.

The Aim of the
Game

By deploying resources and
developing plots of land
each player must try to
make as much monsy as
possible. But there is a
catch because you each
form part of a colony which
must, as a whole, achieve a
certain mmonetary level in
order to survive. The more
gelfish each player is in his
or her pursuit of wealth the
more the colony is placed in
Jeopardy!

Choosing your
Character

There are eight different
characters to choose from,
each with different
abilities. For instance Bon-
zolds are good at mining
Smithore ( more of that
later). Different characters
also start with different
amounts of money.

What is a
M.U.L.E.?

M.U.L.E. stands for Multi-
ple Use Labour Element
and they are robots design-
ed for exploring alien
worlds. The design of the
M.U.L.E. allows pioneers to
outfit them for specific
tasks. In this game
M.U.L.E.s are used as mini-
production facilities.

Resources

there are four resources;
(1) Food

(2) Energy

(3) Smithore

(4) Crystite (only found in
the tournament game)

Food is needed to pro-
vide enough time to outfit
more M.U.L.E.s. All plots
except those producing
food will use up this
resource. Food plots
themselves are self-
sufficient. The price of food
usually stays well below 50
except duri shortages
when it can rocket well into
the 200's. The best place to
produce food is by the
river!

Energy is required to
power your M.U.L.E.s and
a lack of energy will result
in under production on one
or more of your plots. As
with food plots those with
energy M.U.L.E.s are self
sufficient. The price of
energy follows much the
same pattern as that of
food.

S8mithore is one of the
two raw materials that can
be mined by the colony in
all areas except the river,
however, those plots con-
taining mountains will
yeild the most plentiful
supply. The more moun-
tains in a plot the better a
Smithore producer it will
be. Bmithore is used to pro-
duce more M.U.L.E.s so if
nobody produces Smithore,
no new M.U.L.E.s will be
made and if there is a run
on M.U.L.E.s then the
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Smithore price may soar
well into the 200's.

Crystite, like Smithore,
iz mined from the ground
but there are only a limited
number of plots where de-
cent supplies of crystite can
be found. There are two
ways of determining
whether a plot is rich in
crystite. The first is by
agsaying the plot you are
interested in, by taking a
soil sample back to the
town for analysis. The se-
cond way is to deploy a
crystite .U.L.E. onto a
plot you think may be rich
in crystite. Once produc-
tion for that round starts
the number of dots in the
bottom left hand corner of
the plot will tell you all you
need to know. e price of
crystite ranges between 50
and 1580 and is not affectad
by supply and demand.

There is a store in the
town whose prices (except
for Crystite) are governed
by supply and demand. The
store's selling price will
always be 35 higher than
it's buying price, that is if it
has anything to sell!

Let's play a game!

The game is divided into
three main phages:
(1) Land grant
{8) Development
(3) Auction

The Land Grant

The colony is divided into
44 plots, one of which is the
town. The remaining 43
can be used to produce any
one of the four resources
mentioned above by the
oputfitting and development
ofa M.U.L.E. At the start of
the round a black cursor
frames each plot in turn
from top to bottom and
from left to right. Land is
chosen by pressing a
joystick or keyboard when
the cursor frames the plot
you want. It isn't always
that simple though because
someone else may want the
same plot as you in which
cage the first on the button
will get it, although close
calls will invariably be won
by the player with less
money at the time.

At the end of the land
grant phase extra plots
may be put up for auction
(more later).

Development

Plots are developed by
entering the town and pur-
chasing a M.U.L.E. which
then has to be outfitted to
perform it’s required func-
tion. This having been done
you must lead the M.U.L.E.
to the plot you want to
develop.

At the end of the phase
the production of those
plots with mules is shown
by the number of blobs ap-
peairoing in the plot from O
to k

Auction

After production comes a
series of auctions where
players can bid and outbid
each other for the various
resources. This is one of the
best designed features of
the game!

At the start of each auc-
tion you must decide to be
buyers or sellers. This hav-
ing been done the players
are displayed on the auc-
tion screen with the sellers
at the top and the buyers at
the bottom;.

By using joystick or
keyboard players can move
up and down the auction
area and where buyer and
geller meet a transaction
will take place.

When two buyers meet a
geller at the same time (or
vice versa) the player with
the least money will tran-
sact first. This allows you
to buy out the store, for ex-
ample, when one or more of
your opponents need to buy
too thus leaving them
short!

Economics

Buying and selling prices in
the store are determined by
the amount of production
and the colonies re-
guirements of each
resource. Accurate
monitoring of price fluctua-
tions is a prerequisite to
successful .U.L.E.ing as
it allows quick killings to
be made by offloading
before the price drops.

Another vital area of the
game comes when deciding
what type of M.U.L.E. to
deploy on a given plot.
There are a number of
reasons for deploying a
particular M.U.L.E. One is
to produce food or energy
for your own continued
survival, another may be
because everyone else is
gither short of or not pro-
ducing, say, en&rg}y and
you think these factors
may push the price up and
gven dictate the selling
price, especially if the store
doesn’t have any.

Here, as in many other
places, the player in last
place is helped by going last
in line during the deploy-
ment phase. This allows
him to see what the others
have done and legislate ac-
cordingly.

Economics of
scale & the lear-
ning curve

Before each land grant
phase it is important to
work out which plot you're
going to try for. Adjacent
plots producing the same
thing will produce one
more unit each due to
economics of scale. When
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three or more plots of a
similar persuasion are
owned by the same player
then each will produce
another extra unit each as
you learn to produce more
efficiently. 'A good policy
therefore is to develop
groups of plots that are all
connected. This allows far
more flexibility in
M.U.L.E. allocation and
means that like
M.U.L.E.s can be
at any one time.

Scoring

The net worth of each
player is given by the total
of cash, land and goods.
Land is given a nominal
value of 500 plus the value
of a M.U.L.E. should it con-
tain one. QGoods are the
resources that you own at
the time.

A league table showing
each players net worth is
displayed at the end of each
round of which there are 6
in the beginners game and
12 in the stan d and
tournament levels.

Random Events

During the production
ghase there is a high pro-
ability that a random
event may occur, some-
times inconsequential,
sometimes devastating. For
example: consider the
situation where there is a
£lut of food in the store and
nobody is actually produc-
ing much themselves
why should they? it's in
plentiful supply, the price
is rock bottom and Crystite
or Smithore plots should
pay far better dividends.
All this is sound reasoning
until there is a fire in the
store destroying all it's
stock. Suddenly food, and
perhaps energy, becomes a
rare and possibly very ex-
pensive commodit into
which players will have to
move if they are to continue
outfitting M.U.L.E.s.
Other random events in-
clude the planetquake
which halves mining pro-

airs of
eployed

; from Electronic Arts

rat -3 -

(PRESS F3 TO RESTART Gamel

duction (of both Crystite
and 8Smithore), sunspot ac-
tivity which increases
ensrg&r output and the most
feared of all — The Pirate —
who steals all Crystite pro-
duced that round including
any that players may have
been hoarding because the
price wasn't high enough to
Justify selling last round.

Collusion

One of the extra features of
the tournament game is the
ability to shut out one or
more of your opponets dur-
ing the auction phase. This
means that two players
could come to a private ar-
rangement where one con-
centrates on food produc-
tion while the other makes
energy. This means that
both players can benefit
from economies of scale
and the learning curve thus
producing more of their
chosen resource. Then dur-
ing the auction phase
energy and food can be ex-
changed to enable both
players to have all they
need of both!

Collusion is also used to
stop a particular player
from buying something he
wants.

Collusion during
land auctions

As mentioned above you
may not be the only one
trying to get a particular
plot during the land grant
ghasa (especially 1if a
rystite meteor has just
landed on an unowned
plotl).

This often results in
players with plots far away
from their main develop-
ments. In such cases it may
be better to sell the plot in
question to another player
especially if he has one
smack in the middle of
your development. Collu-
sion allows you to sell land
to your chosen player
without interference from
the others.

Summary

It is very difficult to convey °

in so few words how deep a
%ama M.U.L.E. really is. All

can say, is play it for at
least an hour — if after that
you can’t see why M.U.L.E.
is one of the best games
ever written for a computer
then I'll eat my memory
map!

InEPIH

T



ADVEVTURE:

Infocom are the undisputed leaders in text adventures.
Gordon Hamlett examines their range in his first look
at adventures for the Commodore 64.

Life is becoming very in-
teresting for 64 owners.
Not only do they have an
gver increasing base of
British software awvailable
to them, but also, large
amounts of American soit-
ware are now appearing on
the scene. Whereas
previously, games from the
gtates could only be obtain-
ed from a few specialist

stores who had imported
them, top titles are now
becoming free available
under such labels as US
Gold, CBS, Ariolasoft and
Commodore themselves.
For adventure fans, this is
great news. The bad news
though is that you will
almost certainly have to

buy a disk drive to enjoy a
lot of these transatlantic
treats.

You cannot get very far
when talking about
American adventures
before mentioning Infocom
(I'm surprised it took him
‘til the second paragraph —
Ed). They have justifiably
acquire themselves a

SOMEBODY'S GOING 1t

ye lowdo

you've got a bird's-e

reputation of being pro-
ducers of the world’'s best
adventure games. If that
sounds as though I am
gecretly in their pay, then
let me try and explain.

To start with, the games
are text only. Not for them,
a few lines of description,
but pages of it. It iz very
well written, funny and
most important of all, total-
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ly convinecing. This applies
to the whole of the storyline
which fits together
beautifully and reads as if
it has been written by a
professional author rather
than a computer program-
mer. The text also contains
essential clues and so0o must

wn on &

be read very carefully. I
would recommend reading
a description at least twice.
Once fairly quickly to get

the general feel of things,.

and then a second time
slowly to glean all the extra
bits of information.

80 what are these
wonderful games? The
most famous ones and the
ones that started the com-
pany going are the Zork
trilogy. Bet in the Great

ours to C

Universal Empire (a land
which I now totally believe
inl), the games are indepen-
dant of each other and can
be played in any order
although it would seem
logical to start at the begin-
ning. This gives you an ex-

HE DEEP SIX!

ack the case

tra advantage later on as
you may gain an additional
clue or two. For example,
there 1is an. oblique
reference in Zork I as to
what happens if you %U
round saying ‘‘Hello
sailor’ but it ig8 not until
Zork III that you come
across a gentleman of the

564,

Whilst the task of collec-
ting twenty treasures in
Zork I is not exactly
original, the' problems

Vf
e)




associated with getting
them are. Amongst other
things, you have to learn
how to operate a dam and
Sﬁl'fﬂrm an exorcism.

ther games feature a theif
who robs you of your
treasures but only in Zork
do you have to use his
special skills to help you.
In Zork II, you get to mest
the Wizard of Frobozz, a
somewhat dotty old man
who will attempt to cast
assorted spells over you
and so hinder you on your
way whilst in Zork ITI, you
have to find and overcome
the Dungeon Master him-
s8e

If.

One of the lovely things
about the games is the way
in which they have an-
ticipated most of the
“wrong' answers. Instead
of just saying ‘‘You can't do
that'', they make fun of
you when you try some-
thing stupid. If something
is logically possible, then
you can do it. (S0 many

ames do not cater for
things like your burning
desire to stand on a table).
It may not get you
anywhere, but in Zork you
can do it. The parser (the
bit of the program that
understands your input) is
very detailed and sentences
such as "Drop everything
except the hot pepper sand-
wich'’ are fully
understood. There is
always a lot of material to
read within the game such
as leaflets, books of mat-
ches, bibles etec and again,

everything should be read
carefully. Half of them will
be adverts for other In-

focom products but the
other half will contain vital
clues.

If you like more magic in
your fantasy gamses, then
take a loock at Enchanter
and Sorceror. To help you
in your attempt to rid the
land of ewvil, you have a
spell book at your disposal.
Further spells can be found
along the way, usually
written on a scroll. It is
normal then to try and
write the spell into your
book from where you can
use it again and again but
gome spells are so powerful
that they can only be used
once by reading them off
the scroll. Working out
which spells to use where is
great fun and you soon get
used to the strange names
of the spells such as

nusto, izyuk and frotz.
hese games could almost
be called Zork IV and V
and the use of magic adds
an extra dimension.

Perhaps you prefer
science fiction or fantasy.
If so, there are four titles to
keep you amused. Star-
cross puts you in charge of
a space ship in the year
2186 on a search for black
holes. Everything is going
all right until you come
across a giant space ship

e
Q’)2

full of strange aliens. .. In
Planetfall, you are playing
the part of a menial galactic
crewhand when your ship
explodes and you manage
to escape to a strange
world. Out of the frying pan
and into the fire as the
gla.net also needs saving.

ortunately, you soon
come acrosg a small
mischievous robot called
Floyd to help you on your
way. Hobots also play a
large part in Suspended.
Something has gone
drastically wrong on your
ship and you get awakened
from your cryogenic cap-
sule in order to put things
to right. You do this by con-
trolling six robots, each of
which has a different func-
tion. Iris and Auda act as
your eyes and ears respec-
tively. Waldo will

manipulate things for you,
Sensa will analyse various
emissions whilst Whiz acts
as an interface between you
and the data bank. My
favourite though it Poet
who, when he is not actual-
ly touching something tries
to make the best of his sur-
roundings. The result is
gome wonderful hippy type
outpourings. Getting six
different views of the same
area makes fascinating
reading and the game has
one of the most original
storylines I have seen. The
fourth sci-fi game is the
newly-released Hitchhikers
Guide to the Galaxy. As a
review follows this article, I
won't say much about it.
Suffice to say, it is weall up
to Infocom's usual stan-
dard and is very funny in-
deed.

If you are one of thoss
people who always claim to
solve who-dunnits before
the last page, you have the
chance to prove it with
Deadline and Witness. Here
you have twelve hours to
question suspects and
analyse clues before ar-
resting someone. Different
actions take varying times
to complete. For example, if
you examine something
carefully, it will take longer
than a cursory examina-
tion. You can ask people
about other people or ob-
jects. You can accuse them,
trying to get clues from
their reactions and finally

OUu can arrest someone,

ou will then be assessed
on your performance. Just
to make life more difficult
for you, the suspects are
living their normal lives,
moving around — and try-
ing to cover up the
evidence.

Just in case you have
still not found a secenario
that suits you, you could
explore a lost pyramid in
Infidel, tangle with pirates
in Cutthroat or explore
under the ocean with
Seastalker.

All Infocom's games are
beautifully packaged. You
don't just get a disk with a
few introductory notes. For
example, in Witness, you
%Bt- a copy of National

etective Gazette, a suicide
note, a telegram, a copy of a
local newspaper and a book
of matches complete with
scribbled message. The
package is completed with
booklets advertising other
Infocom products and the
whole package is contained
in a wallet somewhat larger
than this magazine.

Before you rush out and
buy all the games, there are
however, two drawbcks.
Firat, the ﬁmes are not
cheap (£30-£40) especilally
with the strength of the
dollar againgt the pound
and secondly, as mentioned
earlier, you will need a disk
drive. To alleviate the price
problem, Commodore have
roduced six titles under
icence. These games are
Zork I, II and III, Star-
cross, Suspended and
Deadline. At a price of
£11.99 these must repre-
sent wvalue for money. As
for the disk drive, more and
more software, especially
American software, is be-
ing produced on disk onl
and it is a medium that will
become increasingly impor-
tant in the games market.
There is a story doing the
rounds about people who
have bought a BBC just so
that they can play Elite on
it. Infocom games are so
good, that I would suggest
it is worth buying a disk
drive just so that you can
play them.

Infocom adventures are
also avallable for the Atari,
Apple and IBEM pc.
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. Vonotar The Traitor still lives = can you survive the lce Halls of Terro
ou are Lone Wolf, the last of the Kai I 3 news has
d your homeland that Vonotar The Traitor still
'rules over the Ice Barbarians of Kalte.
The King has vowed to your people that Vonotar will
be brought to justice for his crimes. But it is a promise
that only you, Lone Wolf, can fulfil. In the ICE HAL
O TERROR, you must brave the terrible d
#" ice kingdom in your quest to capture your - most
hated foe. But be warned! It is a challenge that will test
your skill and endurance o the ver?' '




EEEEEEEEEEER
Marion Champion helps you
with your adventuring
problems.

Feeling
Adventurous

Are you one of those many
keen adventurers who
started out so well in your
travels around the loca-
tions of THE adventure, but
find that now you have
come to a barrier which

ou cannot pass? If this is

e case then read on.

Many adventurers find
that once they leave the in-
itial beginners stage of
adventuring and begin to
find their feet in the world
of adventure software,
their seemingly rapid in-
creage in skill and
knowledge of these games
suddenly seems to slow to a
halt. Once over the first
hurdle of basic adventure
tactics, the player finds his
skill does not seem to be in-
creasing and he continually
gets stuck at a certain stage
of every game he plays. Ob-
viously the puzzles and
problems increase in com-

lexity the farther you get
nto the game, the practise
and perseverance is not
always enough to get you
through.

I believe that a tremen-
dous amount of experience
can be gained from writing
your own adventures. It
enables you to understand
the complexities of an

adventure program and at
the same time perhaps be
able to get behind the
minds of the software
writers and follow the
deviousness of their plans.
You will learn the problems
they encounter and find
out how they must simplify
or change these ideas in
order to overcome these
problems. And of course
apart from all that, it's a lot
of fun.

I'm not going to give ¥ou
all the programming
techniques that are used,
that would take too long. I
am just going to ou
what the basic require-
ments are.

If you decide to proceed
with adventure writin
then I would suggest tha

ou perhaps invest in a

ook on e subject, one
compatible with your com-
puter obviously. There are
several good books about a
varie of micros so I
shouldn't think it would be
too difficult to find one to
suit you.

Onece you have decided to
write your adventure, you
nead a plot. It is ra
nice, instead of just having
a single aim to your gams,
such as finding the
treasure and getting it back
to your treasure est, (a
typical adventure goal), to
write yourself a little
scenario to go with your

me. Here you can really
‘Fcﬁ:. your imagination run
riot. You can think up a
short story around which
your adventure will be
woven. I always find it in-
teresting, if when p
the adventure, you play i
as one of the lea 1nﬁ
characters in the story.
would :loeem . rather
pointless cast yo
with a walk on role in your
own adventure.
. Ym o%r;&cg.’wum
8a a8 your
fancy. You can stick to the
more traditional line of
deep forests, black towers
castles and caverns, or you
can perh;_atfs go for some-
thing a little more modern,
like a space adventure, or
even something involvin
everyday objects whic
seem you have developed a
mind of their own, or even
a combination of all these
ideas just to confuse
players, (my favourite
sort).
Once you have wriiten
our scenario you can
gin work on the adven-
ture. The tations of
our game are entirely up
you of course, ie. how
many locations, puzzles
that will have to be solved

vocab listings and all |
the m paraphernalia
associated.

It is best to start with
something simple, ie. a fair-
ly short text adventure in-
rolv%lng a small mlwt%)}{.tc gg

ocations, puzzles, o
and characters. You could
actually write a short

adventure using very basic
input commands with a
number of subroutines on
what I call a conditional
basis. This mlallel.ynls1 that
something will o appen
of a condition is
fulfilled. This type of pro-
gram on it's own does not
allow much scope for
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detailed and imaginative
adventur!ng, which is why
ug%aatad the purchase of

to start you off.

It is nmssa for you
have a plan of how your
locations are to be arranged
and what perils you wish to
place within sach of these
locations. I do suggest that
if you have a fairly limited
knowledge of programming
that you are not too am-
bitious to start with. It is
better to build up your pro-
gram gradually in sections
of short subroutines then
putting it all together after-
wards, rather n trying
to write the whole program
at once and then finding
out that it doesn’t work.

Graphies of course are a
luxury to my mind, but
once you have mastered the
written technicalities of the
text adventure, there is no
reason why you should not
add graphics to make it
more colourful.

Unfortunately, writing
your own adventures
means that you do not get
the fun of pla%mg them,
gince knowing @ ANSWers

makes
winning fa.r t.m easy. But
the expeience you have
gained will hopefully
enable you to advance that
bit er with your selec-
tion out of them. You may
even become a master in
adventure wizardry,
although that might be a
little too mueh to hope for.
rcade type adventures
ars a differsnt kettle of fish
ethar They require
aphical anima-
tion a.nd don’t think that
writing your own will in
anyway assist you in play-
ing them. For it is a dif-
ferent type of skill which is
required. Correct timing
and quick reactions come
nﬁy with practise, so keep
a

Having problems?

There are various routines

- which I always follow on

encountering a problem.
They are not always suc-
cessful of course but they
provide a good basis of
where to start eating away
at your problem. hope

will find them

Problem No. 1: Tape will
not load correctly or won’t
run after loading.

A common enough pro-
blem which frlﬁls};ratmgly
enough occurs before you
have even reached the title
B&ga of your adventure.

ere is how you should try
and rem this.

(1) Check all leads are con-
nected correctly. If
they are not then ad-
just them acecordingly
and again.

() Turn the tape over and-

* try the other side. One

gide of the tape may

have been corrupted.

(3) Try adjusting the
volume control on your
tape recorder, it may be
that your particular
casgette is recorded ata
different level than
that which you are us-
ed to or that the volume
control on your tape
recorder i8 b set.

(4) Try using a different
tAa.“?he ah m{sa%ordar

o appens
raraly, it is possible
that certain tape
recorders cannot cope
with certain programs
but use of another tape
recorder could solve
this.

(6) If none of the above
prove successful then
write to the manufac-
turers explaining your

redicament, an ad-

gs is usually provid-

ed for just such a pur-

pose, should send

you another copy free
of charge.

Problem No. 8: You come

across a character in a loca-

tion who seems to be block-
ing an exit or preventing

%rlou from performing an ac-

On:

This problem is obvious-
ly associated with actual
play of the adventure.

(1) Take note of what the
character is and see if
you can think of
a.n&thing associated

the character or
type of creature that
you think will get rid of
it and try out your
theory.

(8) List your inventory
and -write down any-
thing that you are car-
rying. Use each object
in turn against the

character until some-
thing happens, use
your onjects within
reason though., Don't

to staw the creature
with a whistle, blow
the whistle. It might
just scare him away.
Also try giving the
creature some of your
objects, but don't be
too free with them for
you might not get them
back

(3) Look around your loca-
tion and see ere is

anything that might
flrn-kjrou there.

If all the above fails then
there are two possible
reasons why:-

(a) There is no solution to

this problem.
(b) You ve not been far
enough with this

adventure or perform-
ed the correct actions
to enable you to solve
this particular pro-
blem.

The first is highly
unlikely and extremely un-
satisfactory. The second
has just one m e to tell
you, persevere and keep on
playing.
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Problem No. 3: An object,

or wall or something of an

inanimate nature is block-
ing r path.

(1) ne it carefully
for a;y clues that lt’
may give you.

(2) Examine your location
carefully to see if there
is anyt‘.hh’klg that might

help you

(3) Take note ol‘ wha.t the
object is and see if you
can think of ing
associated with the ob-
ject that you think
might move it or reveal
315 use. Try out all your

B0rys.

(4) List you inventory then
try out each object in
turn against the pro-
blem until something
happens.

The same principle ap-
gues here as with problem

'The one prime rule in
ad\rant.urmg which should
alw be ap@]ied before

D ’*ﬁ“ﬂ'ﬁ P Eiptining
1t o not pick up a

before you have examinag
it. You could save yourself
from quite a few sticky
situations if you remain
cautious.

Two steps that I did not
mention in any of those
problemn solving routines
‘wWere:-

(1) Ask for HELP.I did not
me?lb;onhuna?ME _;:
rea should o
used as a last resort
and in any case you
might not get help just
when you want it. But
if you are well
an ummoxed
by a problem, then just
one clue is forgiveable.
(2) Load the other side of
t.hlz ta mgext. time you
play. may Seemm &
strange one to add but
there may be a bug in
the program w is
not immediately ap-
parent and does not
allow you to overcome
a certain problem You
may loading
the other uida of the
tape is the answer.

e e e

Dear Marion,

With reference to your arti-
cle in April’s edition of
‘Computer Gamer’ muld
you please offer

with the adventure *

stead’' by Malbuurne
House. I can only achieve
33% and alw edgat atuok
once I've reac

tion, I've tried numarm.:.s
ways round the problem
an ant-%réd n}.m;i on via
Regent, ord, ccadilly
ete., but all to no avail.

So far I've collected my
UB40, worn the tracksuil
ridden the bike, exc

for which I've
subsequen cashed, been
in the Oxfam shop and ex-
olmn%ed mdy Lra.c,&mnt. for
tw and taken the art
and antiques magazine
from the newsagents before
going into the station
where I've acquired a travel

pass.
.!mg help you could offer
wou be most dearly

wi 4
Thanking you.

Yours,
Mrs C. Paulton

P ==

This is the procedure I
suggest you follow. Before
you go to the station to
catch your train, I
that you return to the
tion between the main roa.d

mm to go east towards
patead. Now will
see on the screen that fur-
ther east glows the promis-
ed land of Hampstead.
DON'T GO EAST | Go
north and you will come

across a rk bench. B8it
down on the park bench.
(This B]lOU.lﬂ be possible
ust typing B8IT).

ndernaa.thi you will then
see a credit card. Take the




-

credit card and go south,
then west to return to the
main junetion. Follow your
normal course of action
here until you reach
Waterloo. Catch the bus
and go north until you
come to the area where the
better class of people shop.
Enter the mens outfitters
and purchase a business
suit with your credit card.
Don't forget to wear it
before you leave the shop

t.hnuih.
I hope these hints will
ghar. you a little further and
at the addition of the
credit card will get you
more noticed around Lon-
don. Good luck with play-
ing Hampstead.

=

Dear Marion,
I have just bought and read
the first issues of your
e and I must say
found it ver oyable.
After reading the adventure
column, which is always
the first thin
felt I must write to youon a
number of points.

ol

I hope that you are not
going to fall into a trap of
reviewing the so called ‘AR-
CADE ADVENTURES' in
the adventure column.
Although there may be pro-
blems solve, but I feel
that-anything that requires
a joystick and no user in-
put is not a true adventure,
it’s bad enough arguing
about text only and text
and graphic adventures,
without starting on about
‘Arcade Adventures' as
well, Leave them to the ar-
cade game players as the
major requirement seems
to be timing,. I must admit I
have got ‘Technician Ted'
but it isn't in my adventure
box!

Well now I've got that off
my chest I'll wish you all
the best for the future of
the magazine and especial-
g of your ecolumn. Tell the

d lyou need another page!

m off to slay some

more dragons or something
now, so say bye, bye.

Happy Adventuring,

Yours
Paul Clifford.

Iturn to, I .

.
*
EEEEEEEEEEEEEE .

Dear Paul,
Thank you for writing to
me, 1 agree entirely with all
that you said about arcade
adventures. I believe that I
mentioned in the first issue
that arcade adventures
were certainly not my

ADVENTURE

favourite e of game and
as a result [ am rather poor
when it comes to playing
them. I do not intend to
spend much time discuss-
ing them although they
may crop up in passing of
course. They are still
adventures of a sort
though. There is some
thought involved in work-
ing out how to overcome
various obstacles the dif-
ference being that your at-
tempts are all input using
physical responses rather
than verbal input. 8till I do
ges your point.

hat do other readers
think? -

Dear Marion,
Flease help me and the
family, we are completely
new to the Adventure
Game, havlng bought
‘Heroes Of Earn' and
many frustrating hours,
have finally given up try-
ing, feeling I'm missing
something somewhere, but
believing I've tried
everything. Having found
‘Beren' I either can't get
assed the ‘Bear’ or e
arrowight’ or get thrown
into the nearest du i
Pleage help me to get a little
further into the adventure.
I look forward to hearing
from you shortly as any
help is desperately needed.
Yours sincerely
Mrs J. Smith

First of all
et rid of the
ou need with you the Bible

which can be found in the
monastry. Attack the Bar-
rowight with the Bible. You
are now able to take the
money. Do so and then let
yourself be thrown into the
dungeons. If you get
thrown in the dungeons
without the money then
you are, I'm afraid, stuck
there for good and you will
have to start the game
again. When you have the
money then you must give
it to the Guard and he will
let you out. These ards

are hi susceptible to
briber s.hl¥t‘

ou need to
arrowight.

you wander
about down here for a while
you come across a jar

of honey. Take this and
return with it to the bear.
Give him the honey, it will
send him off to p and
}'nu will be able to get past.
hope what you find
beyond the dungeons and
the bear will prove in-
teresting. Good luck.
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HHCH HHARS:
GUIDETO THEGALAXY

David Bishop

The tfetgm ‘‘gtate pc{‘ Eﬂ; art"
is often misguids ap-
plied to I;hinggunot worthpy
of the accolade. However,
having spent many hours
exploring the bizarre world
of Douglag Adams' Hit-
chhikers Guide To The
Galaxy, I am convinced
that the art of computer
adventures should always
be in this statel

Hitchhikers, the com-
guter game, comes from the

nfocom stable, famous for

guch thoroughbreds as
Deadline and the Zork
trilogy. All Infocom's pro-
ducts feature highly
gophisticated langauge in-
teraction and have been
labelled *“‘Interactive Fie-
tion'', rather than adven-
fures. A description which
perfectly describes a good
night's interaction with
Hitchhikers.

Adames and Infocom col-
laborated on the project
from start to finish and this
marraige of talent has prov-
ed an unqualified success
with much of the text being
original rather than taken
straight from the book or
the play or the radio series
or the feature film or the
T-shirts, or the. . .|

Having spent so long
hitchhiking around the
galaxy, I'm not about to
make it easy for anyone
else but a few ditties should
serve to wet your B.Epetlte.

As in the book, the game
starts with wyou, Arthur
Dent, trying to persuade a
particularly silly civil ser-
vant that demolishing you
home to make way for a
motorway wouldn't be at
all friendly!

8till, none of this matt-
ters because the Earth's go-
ing to be destroyed in 12
minutes to make way for a
new Hyper-Space Bypass
being built by a Vogon Con-
structor Fleet.

Having hitched a lift off
the BEarth with your friend,
Ford Prefect, who, you
have just discovered, is
really a researcher for the
Hitehhikers Guide to the
Galaxy, you are captured
by the Vogons.

The Vogon captain in-
sists on reading you some
of his poetry (the second
worst thing in the Galaxy,
according to the Guide)
before throwing you out in-
to space.

S0, Babel fish in ear, you
are flung out into space and
are picked up by the Heart
of Gold, a revolutionary
new ship powered by the
Improbability Drive. To

reveal just what exactly
you would have to do would
spoil your enjoyment, but
guffice it to say that in
order to do it you must
“‘become’’ other characters
in the plot!

The best way to Iil-
lustrate this is with a cou-
ple of examples...On the
bridge of the Heart of Gold,
you find a handbag con-
taining a pair of tweezers.
Later on you wake up at a
party and you are being
chatted up by Arthur Dent
(he who you just were)
from whom you get a very
important thing (V.I.T.)
which you put in your
handbag. Back in the
future, as Arthur Dent
agailn, you examine the
contents of the handbag on
the bridge of the H.O.G., on-
ly to discover that twesezers
have been joined by the
V.L.T.

Ag if that wasn't enough,
how about being on board a
mieroscopic spaceship
heading into battle when
it's swallowed by a dog!
Suddently, you remember a
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INTERACTIVE FicTion

SCIENCE FICTION
STANDARD LEVE]

dog yapping outside the
pub where you and Ford
went drinking six minutes
before the Earth was
destroyed. In fact, if you
have brought a cheess
sandwich from the pub and
fed it to the dog, this is
what would have happen-
ed: ‘‘The dog is deeply mov-
ed, With powerful sweeps
of its tail, it indicates that it
regards this cheese sand-
wich as one of the great
cheese sandwiches. ine
out of ten pet owners could
happen by at this point ex-
pressing any preference
they pleased, but this do%
would spurn them and al
their tins. This is a dog
which has met its main
sandwich, It eats with pas-
sion, and ignores a passing
microscopic space fleet.’'

This is just one example
of the detail and humour of
the text in Hitchhikers,
which will appeal to all
lovers of Adams as well as
more serious adventures
who will find enough
puzzles to keep them going
for months.

Hitchhikers is a bug-
free, highly interactive and
extrutiatingly funny
adventure. I'm convinced
it’s & major contribution to
mental derangement and
definitely worth buying a
disk drive for.

Hints and Tips

1. Consult the Guide about
an%t,hing and everything.
&. Don't be Shﬁ'

3. Take everything you find
— all things are useful.

4. Alan Freeman?

5. You'll need four objects
just to get the Babel fish.
8. Make uss of such
prespositions as ‘‘under’’,
‘through’ and ‘‘inside’
when using such verbs as
‘‘look"’.

; There is no hint number
8. Read every word of the
instruction manual and the
text that appears on screen
— both are riddled with
clues, and funny too!

9. Using your five senses
will get you out of many a
tricky situation.

10. Never be without your
towael.

- aw
'3 Ve




IDungeon
Dressing

When is a door not a door? Gordon
Hamlett answers this and other

important questions in this months
Dungeon Dressing.

Last month I looked at
ways of making your loca-
tion descriptions more in-
teresting. Over the next
couple of months, I want to
deal with the problems
within an adventure.

If you wish to populate
your dungeon with lazer-
wielding bunnies, then
fine, I am not going to try
and stop you. What I think
you ought to wateh out for
are things like rooms full of
snow in the middle of a
desert or a robot running
riot in a story all about
elves and goblins. In other
words, try and avoid major
inconsistencies. Before you
argue that you have got a
special cryostatically con-
trolled room, let me say
that this sexample came
from a commercially pro-
duced game and was set in
an Egyptian tomb!

This is a very difficult
concept to understand as
surely it is all make belleve
anyway. Probably the best
way of explaining it, is not
to, but to give lots of ex-
amples and hope it becomes
clear. Whilst you can set a
whole game round the
killer rabbits, the one room
full of snow is out of place
in the rest of the setting. It
may be a great trap, but
you cannot use it in that
particular story so take it
out, make a note of it in
your next one instead.

Fascinating
Features

Be honest, one of the most
boring parts of a room
description, i doors. Doors
are for kicking down, or for
unlocking with the correct
coloured key so this month,
I've written out a list of &
few ways of making doors
more interesting. In pass-
ing, the onli); doors that I
can remember from my
adventure playing, are in
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Zork II, with the lizard’s
head sticking out of it, and
the intelligent doors iIin
Hitchhikers Guide to the
Galaxy.

Descriptive Doors
Size

e size

double

normal

Shape
rectangular
arched
square
saloon

barn
round

Material
wooden
iron
brass
studded

Locking Mechanisms
special locks
magical locks

Colour/Decoration
whatever takes your fancy

Special Features
grille or spyhole
doorknocker
handles

one-way doors
talking

intelligent
notices/inscriptions
electrified
porteullis

Selecting a few items from
the above lists should do

wonders for your portals.

L A SR S T I Wy o R P S Y. o W ST IR
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Trap of the
Month

A lot of you seemn to have
misunderstood what 1
meant when I asked you to
write in with your ideas for
tricks and traps. I did not
want ‘“‘you are walking
down a long corridor when
a pit opens up in front of
you and you fall 300 feet
onto some poisoned spikes,
You are dead''. Instead I
was looking more forlgm-
blems to be overcome, Here
are two on a similar themse
of disguising access to
other areas of the dungeon.

Chris McBride Irom
Glasgow came up with the
idea of someone searching
for secret passages. They
find one, but it is only a
small alcove containing
treasure. Convinced that he
has solved the puzzle, the
player garries on
elsewhere. Had he searched
the alcove, he would have
discovered a sliding panel
which concealed a tunnel
leading to new locations.
Tricky huh?

Henry Cherry from Der-
by says in his letter that in
his experience, adven-
turers tend only to think in
two dimensions and look
for secret doors only in
walls. He suggests a large
room sugported by carved
pillars. One of the pillars
containe a secret door,
behind which is a narrow
spiral staircase leading up
into a hidden room.

I'll be looking at more of
your ideas next month so
keep those letters coming
in.

I have been asked to
recommend some reading
material apart from the ob-
vious Tolkien etc and I hope
to be able to give the odd
book review in the coming
months. If you have any
good suggestions in the
meantime, please writa to
me care of Dungeon Dress-
ing.




ROY'S HOBBIES & TOYS e

<0
? ﬂ?p“‘ COMPUTER o 5‘0;%
O
oS®  GAMES 5,
=

o £1.99! Ok
Fslmlrum (Mastertranic)  gRC (Micro Power) Electron (Micro Power)
inders Keepers Which Salt : Swoop Which salt : Croaker
Chiller Ghouls : Positron Bumble Bee : Gauntle
Locomation Felix in the factory ‘Whera? : Draw
Magic Carpet Jat Power Jack Jet Power Jack
Formuia 1 Plutnium Plundar Stock car : The mine

CBM &4 (Masteriranic)
Skyjet
Haklik

Spooks
Chiller

* Soft Aid £4.95 °

s

Elactron Invaders
Frenzy : Escazpe M.B
Rubble Trouble

Swag : Stock car
Eurcpean knowledge
Frenzy : Moon Raider

* Offerssubjecttoavailability

E

Phane for other titles

155 New Road, Rubery, Nr. Birmigham B45 3JW
Tel: 021-453 3280 * Posl & Packing 50p extra

SPECIAL DEAL FOR ATARI

400 / 800 / XL / XE

HIRE your first 2 games FREE from our extensive
range of software. Up to the minute releases avail-

able. Apply Now!

OR

BUY all the latest software titles at best possible

prices.
hardware and modems now available at

Atari

(New releases available direct from U.S.)

discount prices. For further details send SAE. to

CHARNWOOD GAMES
27 WARWICK AVENUE, QUORN,
LOUGHBOROUGH, LEICESTERSHIRE.
TEL: 0509 412604

British Code of Advertising Practice

ADVERTISEMENTS IN THIS PUBLICATION ARE REQUIRED TD
CONFORM TOTHE BRITISH CODE OF ADVERTISING PRACTICE. IN
RESPECT OF MAIL ORDER ADVERTISEMENTS WHERE MOMNEY |15
PAID IN ADVANCE, THE CODE REQUIRES ADVERTISERS TO
FULFILDRDERS WITHIN 28 DAYS, UNLESS A LONGER DELIVERY
PERIOD IS STATED. WHERE GOODS ARE RETURNED
UNMDAMAGED WITHIN SEVEMN DAYS, THE PURCHASER'S MONEY
MUSTBEREFUNDED. FLEASE RETAIN PROOF OF
POSTAGE/DESPATCH, AS THIS MAY BE NEEDED.

MAILORDERADVERTISING

Mail Order Protection Scheme
If you order goods from Mail Order advertisements in this
magazine and pay by post in advance of delivery, AS5P
Ltd will consider you for compensation if the Advertiser
should become insolvent or bankrupt, provided:
1. ¥You have not received the goods or had your maney
returned: and
2. You write to the Publisher of this
publication; summarising the situation not earlier than 28
days from the day
you sent your arder and not later than two months from
that day
Please do not wait until the last moment to inform us. When
you wriba, we will tell you how to make your claim and what
evidence of paymentis required

We guarantee to meet claims from readers made in
accordance with the above procedure as soon as possible
after the Advertiser has been declared bankrupt or insolvent
(up to alimit of £2 000 per annum for any one Advertiser so
affected and up to £6 000 per annum in respect of all
insolvent Advertisers. Claims may be paid for higher amounts,
or when the above procedure has not been complied with, at
the discretion of this publication, but we do not guarantee to
do so in view of the need to set some limit to this commitment
and to learn quickly of readers’ difficulties. )

This guarantee covers only advance payment sent in direct
response to an advertisement in this magazine (not, for
example, payment made in response to catalogues eic,
received as a result of answering such advertisements).
Classified advertiserments are excluded,

PLAY-BY-MAIL
FANTASY GAMES

THE TRIBES OF CRANE
a fantasy game

bound only by the
imagination of its players
or STARMASTER
the ultimate Science

Fiction Fantasy Game.

You play a fribe on the world of Crane . . .
a beautiful, infriguing planet of fertile plains and
myriad seas. Diplomatic and tactical skills count
for more than mere size and strength, os you
experience the thrill of danger and the excitement of
discovery, in THE TRIBES OF CRANE. Or, in
STARMASTER, play a people in a galaxy of
unknown planets and star systems, set in the far
future. Design your own species, chose your planet
type, ideology, and political system, and then roam the
galaxy as you vie for supremacy.
These are play-by-mail games: hundreds of players in the same game
send in furns fo Mifregames, while negotiating with each ofher as they
wish. Payment is according to fumns played. The
complete start-up package for either THE TRIBES OF
CRANE or STARMASTER is available in your
local games shop, price £9.95, which
includes the first two turns of play. In case of
difficulty, games may be ordered post free
from Mi mes, at the address below,
enclosing cheque/postal order for the
games|you require.

Trade enquiries to:
Games Workshop,
27/29 Sunbeam Road,
London, NW10 6JP

U.S. enquiries fo:
Games

9110 F, Red Branch Road,
Columbia, MD 21045, USA

77 Bumiwood Grange
Wandsworth Common, Lundun Swia




By the time you read
this, members of the
Computer Gamer
Readers Club will
have read two free
newsletters, been of-
fered fantastic dis-
counts on software,
accepted reduced
subscription rates to
their favourite mag
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and entered ex-
clusive club only
competitions. Some
members may even
have won their first
Intergalactic award!

All you have to do
to join our FREE
club is fill in the ap-
plication form below
and send it to us.

Reader's Club

Computer Gamer
Argus specialist
1 Golden Square
London W1R SAB
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Play By Mail (or PBM

F&m&a ave been aroun
or a long time — far lo
than micro computers. But
it i8 only since the silicon
chip brought m%ung to
the masses that games
have enjoyed wideapread

ty.

e idea of a FBM game

is simple. The players,

however many there are,

send in instructions to a

central referee who works

out what happens and
sends the results back.

Chess has been played
by post for more than a
hundred years, and most

pular boardgames have

n given the PBM treat-
ment.

SBome games, of course,
just don’t work postally, as
experience socon shows.
Postal Poker, for example,
has some serious draw-
backs: as for Scrabble by
Mail, you really have to be
an addict. I always found
my letters ended up in the

wrong FMB

Most games, however, do
adapt well — and some
work far better
Ehan when played face to
ace

The boardgame which
adapted best to postal play
was Diplomacy, a power
politics game in which
geven players vied for con-
trol a map representing
Europe in the early twen-
tieth Century.

The game mechanics
were simple, but the real
appeal — as the name sug-
gests — lay in the immense
capacity for treachery and
double the rules
allowed. The objective, put
baldly, was to betray
yourself to the top.

Diplomaey was so
popu some years back
that you could ¥1u.y it

in dozens of small
independently produced
m es (or Dippy zines,
as they were affectionately
known) usuall put
together in the s hours
of the morning by gifted
fanatice on a shoestring
budget.
ost of the Dippy zines
had circulations that
hovered around the B0
mark, although there were
a few well into the hun-
dreds. They had wierd and
wonderful names which
reflected the editors’ in-
clinations — names like
He's Dead, Jim, Perfidious
Albion, Sauce of the Nile or
the Lads!

Players would go to great
length to win, often resor-
ting to bribery and even
blackmail.

Alongside blackmail
went forgery and in-
terference with Her Majes-
%y‘s Mail. Players would
orge other players' letters
or orders, or even letters
from the gamesmaster;
another trick was to alter
{:)a't.ma.rks (using a frank-

g machine) so t orders
which missed the strict
deadlines were accepted
(most people took
gcﬂtnmrks as proof of the

ate of tl.ng. and at-
tributed cfaln.ys the GPO).

Two players ma d to
get into trouble with the
police — as suspected ter-
rorists! They were involved
in complex negotiations
about an attack on the
gamer playing Britain. To
avoid postal delays, one
sent the other a telegram
which read ATTACE ON
LIVERPOOL CONFIRMED.
Both spent some time ex-
to the police that it

41

B Nataace badan o wassst
c¥ began to wane af
the end of the 1970s.
Gamers wanted somethi
more complex, to reflec
the growth in sophistica-
tion of the boardgames be-
tional factor wis Dungeons
[ T Was

and Dr the fm
the Role Playing Games.
Abstract games lost out to a
new breed of simulation
gamaes.

The PBM games of the
1980s are, almost without
exception, titles which
have been specially written
for postal play. As such,
they are mostly immensely
complex games involving
tens, hundreds, or even
thousands of players. They
could not exist without
computers, either to run
them or just to handle the
papserwork.

n these modern FPBM
ames, you can be anything
rom a single person to an
entire space faring race.
You can control the fate of
one of the nations of earth
in the Atomic age, or you
can rule a tribe of hunter-
therers scrambling up

the ladder of civilisation.

In America, PEM gaming
is well on the way to being
Big Business. US PBM com-
panies are, usually, well
or ed and efficient.

ne game, Earthwood, is
be played by over 4,000
people. When you consider
the start-up costs, in-
cluding the rule-book,
come to $10, and that the
turns (usually one a
month) cost $3, you can see
we're talking medium sized
bucks, if not big onea.

Some FPBM games are
still run by people — these
are called human
moderated or Games-
Mastered games. Others are
entirely run by computers,
with people just there to
type in the players’ orders.
Some don't even need this
amount of human input —
the players put their orders
onto computer cards by fill-
ing in boxes indicating
which of certain set options
they wish to choose.

he two different types

of game appeal to different
groups. For those who like
the freer, less structured
ame, where new ideas can
e readily incorporated in-

" to the system, the human

moderated game is best.
For those who appreciate
atructure, who like usk
their intelligence to outwit
opponents, not their im-
agination, the computer
moderated games are pro-
bably more suited.



$2

Both types, of course,
have their drawbacks.
Human gamesmasters can
make mistakes, or show
favouritism, or be ill; com-
puters don't make
mistakes, but they can only
work in set routines, defin-
ed by the program — which

be faulty.
ames also differ in
le . Bome are limited

bo in the number of
players allowed, and in
time. Earthwood is a good
example of a limited game:
there are 25 human players
in each game, and once one
g&yﬂr or alliance of players
captured all the cities
in the fantasy world set-
tmgi_’ tt{hpel game 15:'0?:1-.
ar g&I‘DEB Ust carry
on, with new players join-
ing and old ones droppin
out all the time. Open ende
es like this tend to at-
act those more interested
in role playing rather than
playing, since the
objective is not so much
winning as surviving.

In a game where all the
layers start at the same
me, the positions oc-

cu};:ad by each are usually
relatively equal. In open
ended games players can
find themselves with vastly
differing resources.

One major drawback to
some American games is
S I i Br MerE
8 on by pay
the Mmpanyp more
real world money — which
biages the game in favour of
those with more cash. It
also means that players
who drop out will some-
times try to sell their game
position, throu adverts
in games magaz ;

layers can also be at a
disadvantage because of the
vagaries of the postal ser-
vices — rticularly in
America, where it can take
five days or more for a let-
ter to go from coast to
coast. As for transatlantic
mail, that can take weeks.

This doesn’t affect those

mes which have dead-

88 80 much, as thess will
only allow, say, one turn a
month. There are games,
however, where you can
send in your next turn as
soon as you get the results

of your last one back. If
you live close to the FBM
company running the
game, you could end up

ting two or three turns for
every one someone three
thousand milas away is get-

ting.

%u try to ease this pro-
blem, some UK companies
act as postboxes ‘for, UB
companies, and vice versa.
This means that UK ers
would have to sen eir
orders in to the postbox by
a deadline, usually earlier
than the U8 one, and all
would be sent on to the US.
The UK PBM hobby is less
well organised than the
American, but there are a
number of companies with
in games on offer.
Most of games are of
American origin, but

British desl%ners are begin-
to t’ﬁh back.

oldest British PBEM
com is now called In-
ternational Computers by
Mail — a name chosen to
provide the acronym ICBM
— altho it used to be
Flying Buffalo UK. It is the
English half of a tran-

e i:;z'
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| but it doesn't exist. He has

gatlantic partnership. :
US end is Flying Buffalo
Inc — or FBI. ]

M runs a number of
games in the UK, and acts
as a postbox for FBI games.
as well. All its games are

to destroy
organic life-forms; or a
Merchant, a Pirate, an Ar-
tifact Collector or an Apos-
tle. Each character type has
strengths and weaknesses.
Other games run &}’,ﬁ
ICBM include Terra 11
its offshoot
basically
war, es with a
; Universe 11, in
which players explore, col-
onise and conquer an alter-
nate universe; and Feudal
Lords, a diplomatic e of
the struggle for the throne
of an rthurian type
Britain. :
ICBM's offices
located in a wor
foundry
Midlands. The base for o
of its main rivals, Mitre
Games, 18 a former Esta
Agents in Balham
Road. 1
Mitre only run two
mes at the m%mnmant, bui
are T.
Tribes 5 Eorm is an
open ended game set on &
Iant.a.st.locé mﬁd,
aspects of w may wel
be familiar to SBclence Fie-
tion and Fantasy readers.
Although magic doesn’
work, there are many
wonderful creatures, in-
cluding the giant warhawk.
These creatures can be rid-
den into battle, as ocan
zebras and rhinoceroses.
Crane is human
moderated, and there is an
immense amount of im-

af.na.tlon apparent in it
T1 ere are pel.m:mncl 8
P

group of German players; %
other gamers whose tribes
gggmach it are warned of
inhabitants lack of a
sense 1?;‘8 tb:l;xemnur. One
layer n :
or months for Wﬁm
White Albatross, a marine
version of the warhawk —

been following a fairy tale.
Another has solved the pro-
blem of navigation in the
polar latitudes, and
regularly uses the icy



Launched at around the
same time as Crasimoff's
world, it was & similar

% scenario — a small party
\ wandering a fantastic
\\ planet — but 18 su; to
appeal more to those

who er careful

oBBe,, ¢ B

i \ gamers
; | lanning m‘a.m:l stru.tagji;:
with Ifli guns b or,
| should that be all :
! of Bled is run
the aptly namea
Eent
mftl"m are a number of
other PBM

based

Time Patterns. Starglobe

is a space exploration

game whereas Globemaster
B oy players forget about

——_—_‘—_:_:-_" = travel and get down to the

W}l b : i B i ﬂghmgganw another
4 lﬂterﬂafiona] game moderated by = Mike
for the man who wrote The Lords

; Doomdark’s Revenge.
modern thmking mind pe Lo v v o

~ Wastes as a short cut while The%mwﬂht.tmmm mﬁmmnmdm
- everybody else gets playersintheUK atthemo- Nile. Dally, the man
lost. ment is robably who commissioned the in-

tend to Crasimoff's qud, vrhml?x famous Hackers’ Hand-
wmmam book for Century Com-

to be sold to an American mercial proposition to
h Tel ., Was once

I o s

WAaY. s -

- The a I:A‘Bl 5

small of humans Per this cross over

S T St euines
eponymous planst. an in-

There are four ty’i)es of m%gawmma.

character — Chieftain Many of the American PEM
and companies are already

electronic and

ﬁama}sj;nuton (two of has been run

is another now — Bulletin Boards of-

ma which inspires fer a perfect medium for

Crane, this llrmg.dumttlo: I ofmm beervers
-] n [}

the amount of work the ortlmw hoil;b have

are n d cover
put in. If you mwm m‘”‘“.g By Modem as
idea which appeals to :
you have a greater chance
of succeeding with

than ﬂuﬁm send in the dial
2 soon,
Games, who run ausortsnfothsrgarl’nma.s
Crasimoff’s World from a well.
Blackpoo:” e front, aise
run wood in the UK. (:;,,_ a 7 A
KJC are about to launch o D SAPE
ammmiﬁm =T )ég
called Capitol which be BT jw f.” 3 e
Tﬂ??ﬁhﬁr n;!n%ur A i % St A
Wbmmminﬂmg_ . i SN
at the moment oty s "
8 Keys of Bled. "f;!m. s i,
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Send to: Hi Score, Computer Gamer, 1 Golden
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In EARTHWOOD, twenty-five players compete to
be the ultimate ruler by controlling all the de-
veloped cities, either singularly or with an alliance.
A typical game will last about 18 months with the
first knockouts usually starting after six months.

Each player is either a king of a fantasy race or
powerful charismatic character. Your character or
king controls several groups each of which is totally
independent of each other. You can recruit trolls,
wildmen and others into your armies, and even
control powerful creatures such as dragons. Your
characters will capture and control cities, upon
which you can spend gold to improve security, in
crease your workshop's production, build defences
and maintain and enlarge your army. With gold
your wizards undertake magical research, learning
new spells. Spies search out enemy strongholds
and then attempt acts of sabotage, theft and
assasination. These are just a few options available to a
player in EARTHWOOD.

EARTHWOOD is computer moderated but the
turn sheets and replies are written in plain English
so that you can easily understand them. No need
to look through complex charts and code books to

understand this gcme.

To enrol in Earthwood send

£5.00 cheque/PO payable to

KJC Games. For this you re-
ceive the rulebook, setup and
first three turns, Future turns
are £1.50. Send to KJC Games,
5 Vicarage Avenue, Cleveleys,
Blackpool, Lancashire,

F¥5 28D.
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DON’'T MISS OUT! _\
Now that you have read this issue of
Computer Gamer and you know how

interesting and inwvaluable it is, wouldn’t it be S

a crime to run the risk of missing a single

thrilling issue? \

Well, you don’t have to!

If you order a subscription to Computer Gamer
you will be assured of receiving every issue
through your letter box each month without
the worry involved in rushing to your local
newsagent before all your friends have nabb-
ed the available copies.

Simply fill in the coupon and send it in with
your remittance and sit back and wait for
thrills and excitement to come directly to you!

Subscription Order Form
Cut out and send to:
Computer Gamer
Infonet Ltd.,

Times House,

179 The Marlowes,
Hemel Hempstead,
Herts. HP1 1BB.

F------------------------------------------------------'

Please commence my subscription with the
very next issue.

Subscription Rates
(tick [0 as appropriate)

£15.280 for 18 issues UK [
£18.20 for 12 issues overseas surface post[]
£22.50 for 12 issues USA surface post
£50.70 for 12 issues airmail

I am enclosing my (delete as necessry)
cheque/Postal Order / International Money
Tahira T e g h SR S, RN ST O el
(made payable to ASP Ltd)

OR

Debit my Access[] Barclaycard (]

CREAESUCEARSGERTEL

Please Use Block Capitals and include post
code

HO

WANE CMrI MY . it i e e b et o SRR T e
6w B0 ] T % o M S T B S i e L s it i
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CHECK THESE PRICES

* Highly recommended

BARGAIN SOFTWARE

(Dept CG2)
UNIT 1, 1 ESMOND ROAD, LONDON W4 1JG.

SIMPLY CHEAPEST SOFTWARE

SPECTRUM RRF Our RRP
Price CBM &4
Shadow Fire™ 0.85 T.48 Shadow Fire ™ 9.95
Gyron * 9,95 7.46 Impossible Mission B.95
Alian 8 6.a5 T.486 Pit Stop (I (free poster]™  9.05
Knight Lore 9,85 T.46 Tir Ma Neg 9.95
Everyone's a Wally 0.895 T.46 Slap Shot B.95
Moon Cresta 6.85 5 Gremling 8,45
Dragon Torc (Avalon 1) 7.95 5.96 ‘World Series Basebal 7.85
Mega Hits (10 Top Tithes) 19.95 14.96 Mega Hits {10 top titles) 18,85
Technrician 585 4.46 Moon Cresla B.95
Bruce Lee 7.96 5.96 Ghostbustars 10.69
Spy Hunter 7.85 5.96 Regards to Broad St 7.85
Gremlina 9.95 T.48 Archon 11.85
Grand National 695 51 Lode Runner (free poster) 9.85
Chuckie Egg 2 6.90 5.18 Super Pipe Line (1 B.90
Starion (Free poster)® 7.85 5.96 Elite ™ 14.85
Brian Jacks Superstar 7.a5 5.86 Super Huey 11.95
Wizards Lair 895 51 Brian Jacks Superstar 8.85
Fantastic Voyage 6.95 51 Blagger goes to Hollywood9.895
Wworld Series Baseball 695 5.1 Breakdance 85
Sherlock Holmes 14.95 9.99 Rock'n'bolt 10.89
‘alhalla 14,95 4.99 Spitfire 40 8.85
Gt. Space Race 14,85 4.89 Super Gran 9.95
Tasword 11* 1385 1048 Everyone's a Wally 985
Formula " 7.95 5.;?
The Quill 1485 M. BBC
Skool Daze 585 448 . 14.05
Project Fulure 6.95 521 Castle Cuest 12 85
Brlan Bloodax E gj gz;
Death Star Interceptor 7.85 8.
Mini Office * 2 595 445 AMSTRAD
Supar Gran Q.95 7.48 Ghostbusters 10.99
s % i seees i
: P aley's Deca A
Ghostbusters 9.95 7.48 Millianaire 695
Kong Strikes Back B.95
Mini Office 595

GLOBEMASTER

The 3-0r space combat play-by-mail game.

Fly your command ship.and its fleet of fighters from star to star
into combat with ships corftrolled by the other players. Find
and capture the MASTERSTAR and become
GLOBEMASTER.

Turns 1 fortnightly £1.50 per turn.
The GLOBEMASTER plays for free while he survives. First 2
moves and rules free

STARGLOBE

This is an adventure in space and time. You must navigate
your well-equipped starship through 3D space, filled with
2000 stars. When you reach a star, you can explore the planets,
establish colonies and factories, build up an empire, meet
aliens and fight other players.

Moves £1.50 each. No deadlines. Details and launch £2.

Send to: TIMEPATTERNS, 97 Devonshire Road, Birmingham,
B20 2PG. Tel: 021 523 4446.

KJC Games, Britains leading Play By Mail company, introduces to you our new Play By Mail
game of Xenophobia, Conquest, and Space Warfare called ...

CAPITO

CAPITOL Features —

A strategic space warfare game, completely computer moderated. “CAPITOL is fast becoming the

Approximately 35 players per game.

Players design their own race’s characteristics and description.
Design your own starships and build them at your star bases.

Expand your empire and conquer other races.
An ‘advanced stage’ of the game introduces new technologies of overlays to use in mapping the game

stargates and improved ship movement capabilities.

standard against which other space
warfare games are compared”

— With each rulebook you receive a set of

and moving ships.

CAPITOL's simplified order formats are easy to remember. No coding Mapping CAPITOL is extremely
your orders onto computer cards or other gimmicks. interesting, using the computer
CAPITOL has an easy to understand rulebook, complete with printed maps you receive with your

numerous examples.

turn results.

CAPITOL was subjected to the largest playtest of ANY commercial Mo due dates.CAPITOL allows you
PBM game. Over 100 players played over 1500 turns of CAPITOL prior four turns per month. Most other

to release.

computer moderated games have the
usual one turn every two weeks.

KJC Games has been running Play By Mail games for about 5 years now and our
reputation for giving good, exciting games and a first class service is second to
none. Our team of professional Gamesmasters will usually reply to your turn with

48 hours.

To enrol in CAPITOL send a £6.00 cheque/PO/international money order
payable to KJC Games. For this you will receive the Rulebook, setup and
first two turns. Each turn of Capitol costs £1.75 for the first 60 orders. Each
additional 30 orders costs £1.00. European players are welcome. Reply to:-
KJC Games, 5 Vicarage Avenue, Cleveleys, Lancashire FY5 2BD.
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Black Hole —

White Dwarf —

Bright Star —

Red Giant —

Nova —

Supernova —

38 pAfe] [o]]e]
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Nebula —

"
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3
y “i"

e e

Planet ratings

Eecaans Star Guide

This should be avoided at all costs
as anything that gets too close to it
is immediately sucked into the
vacuum. A game given this
description is totally void of any
interesting features.
This is a small dg'mtg gtar that is
now far from it’ Any similar
es may lack lasting appeal.
ike you sun, games given this
description will be bright and in-
teresting and will support intelli-
ent life.
righter than a bright star such a
ame will have an outstanding
eature or game system.
If you see a game with a Nova
rating you should immediately
rush out and buy it. Novas are
bright and spectacular and can in-
fluence neighbouring planets.
This is the ultimate in stellar
systems for this incredible explo-
gion of a star can effect entire
galaxies. If a supernova game
Tuns on a computer that on't
have then buy the machine and
then buy the game!
Although at first nebulae look
bright and interesting they are in
fact constructed totally from hot
gasses. Beware of any game carry-
ing this symbol as you will pro-
bably find it disappointing.

Game symbols.

Planet ratings are marks

out of five for specific areas
of a game. These include
Originality, graphics, use
of machine and value for
money.
Originality — How
original is the game? Is it a
completely new idea or is it
the 83rd wversion of Pac-
marn.

L L e

Graphices — Do the
Graphiecs amaze your
friends or send them to
sleep.

T < Wi

Use of machine — does
the game push the
machines hardware to the
limite or was it written in
three lines of Basic.

Value for money — Is it
daylight robbery or a steal?

These symbols indicate
which category the game
belongs in. It is however
possible for a game to be in
more than one group in
which case more than one
symbol will appear by the
review.

Adventure
Action

Simulation
Strategy
Sports
Wargame

Number DI playarafg
minimum/maximum

&L

Joystickas
required/optional.

Title:
Computer:
Supplier:
Price:

G ¢ 4
A blowpipe and forty darts
are all you have between
you and a grisly death in
the new fantasy action
game from New Genera-
tion.

The game is played in a
series of screens in which
an assortment of nasties
atternpt to eat or drain you
of your blood.

he first threat lies in a
forest and comes from
deadly red snakes complete
with sinister black and
yellow spots. These snakes
usually attack in pairs and
s0 you should ensure that
you don't get trapped

between them.

Your main problem is
that when you've fired a
ou have to stop to re-
ut while you're doing

dart
load

Amazon Warrior
Commodore 64
New Generation
£7.95

this your perfecting your
gitting duck impressions.

Hours of practice have
developed the load and run
technique which involves a
lot of running away
whenever a snake’s fangs
come to close. Then a well
timed turn and fire often
results in a hit. Enough of
these hits and your on to
the next level.

This is infact easier as
the foe are giant scorpions
that are larger than the
gnakes and crawl towards
you along the ground. A
few well aimed shots will
soon despatch these.
However, if your caught
you will be stung and then
eaten in full gory graphics.

Next on the agenda are
the head hunters which are
a particularly violent
bunch that not only attack
you with swords but also
throw spears at you.

e i om md R B el AT

R G o e LR,



You then leave the forest
behind you and enter the
caves, This is a particularly
silly idea as you are im-
mediately swamped by
vampire bats that are then
replaced by wraiths. The
wraiths are undoubtedly
the hardest to kill as a hit
will only score if it is on the
wraiths head. Darts aimed
at the body will only pass
through it as it carries you
away screaming.

Your troubles are still
far from over as you have

et to face spiders and

locks that drop on you
and then a rather large
dragon. This plummets to
the und with a satisfy-
ing thump when you final-
ly mana#e to kill it. Your
reward for completing all
this is to be transported
back into the woods with
the snakes, but this time
they're really mad.

It will take most people
many months to complete
this cyele as you only have
three lives. I was also pro-
vided with an wunlimited
lives cheat option which
allowed me to complete the
game using only 87 amazon
warriors.

The games graphics are
superb and create some in-
teresting 3D displays but I
would imagine that most
people will be too busy try-
ing to stay alive to look at
the scenery. They will
however notice the sound
which consists of eerie
tunes and realistic sound
effects. For example if you
run away from the bats in
the cave the sound of their
flapping wings will die
away, but if you stop they
will return.

Excellent graphies,
great sound, impossible
game, need I say more. Buy
it as soon as it is released

on June 20th. I.H,
PLANET RATINGS

Originality g
Graphics yesse
Use of machine RS
Value for money SeSee

STARBATING
Nova 'r.}

Title:
Computer:
Supplier;
Price:

BEC

R
Revs has received the type
of pre-release publicity that
Elite got before its release
— and with good reason.

The game itself is a
highly accurate simulation
of formula three racing —
the very same formula that
Acorn themselves sponsor
in the form of David Hunt,
James Hunt's brother. It
was from this experience of
racing that the game was
born. The game was written
in conjunction with David
Hunt and the author of the
immensel popular
‘Aviator’ ngama_

The 3D effects of Aviator
have been kaﬁt except that
they're in full colour. The
screen display is excellent
and the track is
represented perfectly. It is
a scale copy of Silverstone
with all the twists and
bends of the original. One
detail is that the hills and
changes in level are also
featured. Most (in fact all
the ones that I have seen)
racing games don't bother
with hills at all. Not being
able to see over a hill to see
the road conditions ahead
adds quite a 1ot to the game.

There are two modes of
operation., The first
practice is where
you race around the track
on your own to try to get a
decent time.

This isn't qualifying
practice but merely a
chance to get used to the
track and conditions.

In race mode you get a
chance to run some qualify-
ing laps, and you c¢an
allocate a certain amount of
time to practice in before
you start the race proper.

REVS

Acornsoft
£15.95

In this mode of practiein
your lap times are taken of-
ficially, and influence your
position on the start grid.
There are also other cars on
the track practicing as well.
Once you start the race it
really hots up. the parallel
here will obviously be with
Pole Position from Atari,
this game was — until now
— the best racing game that
you could get for the BBC,
indeed for other machines
as well. Now even this
classic has been surpassed.
When you are on the star-
ting grid and see all those
cars spread out before you
(and they will be!) the sense
of realism is incredible.
Start the engine and
your off. A point needs to
be made here that it is a
Er‘oper race, and once you
ave overtaken a car it will
stay overtaken. In Poile
Position and most other
race games, even if you are
in pole position (at the front
at start up and on the in-
side for the nearest corner)
you will find cars ahead of
you once you have started.
All the cars you are rac-
ing against have individual
characteristice and highly

NAMmes
such as Max Throttle,
Hugh Jengine, and others.

amusing drivers’

line on the
ou of who
ehind you

the status
screen informs
is is from and
in the race.

Control of the car is
through five forward gears
and one reverse, ac-
celerator, brake and a
clutch type arrangement.
Once in the pits you can
change the wings on the
front and rear of the car
which changes its handling
charactersistics.

All in all the best racing
game 1 have ever seen on
any computer, and I play a
lot of racing games. A real
must for any BBC owner.

M.R.
PLANET RATINGS
Originality Sessy
Graphics esse
Use of machine (I rrrd
Value for money [ Irrr
STAR RATING
Super Nova ﬁ




Title:
Computer:
Supplier:
Price:

Gl #9 2 &
Boulderdash II, which is
subtitled Rockfords
Revenge, iz the sequel to
the hugely popular
Boulderdash which was
one of the best games of
1984,

The game chronicled the
attempts of the games hero,
Rockford, to dig for
diamonds while avoiding
falling boulders, amoebas
and deadly fireflies. Most of
Rockford’s problems stem-
med from the fact that
when the earth surroun-
ding a boulder was du
away, that rock would fal
and if Rockford was still
under it then a life would
be lost. However boulders
had to be moved to get at
the diamonds and so each
of the games 16 screens
posed a different logic pro-
blem which then had to be
solved with a joystick.
Some screens were con-
founded by deadly fireflies,
growing amoebas and but-
terflies that while death to
touch turned into
diamonds when crushed by
a boulder.

Boulderdash II includes
all of the old features and a
few new ones that will give

even experienced
Rockfords a run for their
money.

The first difference bet-
ween the two games that
springs to mind is the in-
creagse in time that you
have to complete each
screen. This is8 on average 4
minutes which is a lot more
than the 100 seconds allow-
ed in Boulderdash. This is
because the screens are
even more involved and
pose more difficult pro-
blems. These ineclude a
screen where you are
literally showered in
boulders and diamonds and
another which contains on-
ly one boulder. Unfor-
tunately there is a horde of
fireflies on your tail from
the start so any wrong turn
will be your last.

There are also some new
features including a watery
style barrier on which ob-
jects will settle for a few
seconds before sinking out
of your reach. A particular-

o()

Boulderdash II
Commodore 64
Monolith
£9.95

ly intriguing feature is an
expanding wall that grows
as the surrounding earth is
dug around it which will
surely catch unsuspecting
Rockfords.
As with the original
Boulderdash the secret of
success lies in knowing
your enemy. Particularly
useful is the knowledge
that fireflies will always
turn to he left (at a junc-
tion) where butterflies will
always turn right. However
in a panic situation it is often
difficult to remember
which is left and which is
right and then you have to

manoceuvre in the right
direction.
As a bonus, Monolith

(see new ﬁa.gas], have in-
cluded both versions on the
same cassette so that new
players can practice on the
garlier, easier version,
before tackling this one.

The original Boulder-
dash was one of my
favourite games of B84.

Boulderdash II is even bet-
ter. Perhaps in time we will
see Boulderdash ITI and IV,
as far as I'm concerned
Rockford will run and run.

PLANET RATINGS

Originality L1117}
Graphics L Ll
Use of machine aee

Value for money L]

STAR RATING
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Title:
Computer:
Supplier:
Price:

il #¢
8tringer iz an ace reporter
with the Daily Blurb and
as such you have been
given the task of getting an
exclusive shot of Polly
Platinum who is staying at
a local hotel. Your equip-
ment is hidden in various
rooms of the hotel and you
must collect all four items,
avoid the hotel staff and
take your photograph in
time for your editor's
deadline.
Tha %_lma is a platform
aving the usual
lght.s of stairs and lifts.
Stringer must search every
room until he collects his
camera, flash bulb, press
pass and the key to Polly's
enthouse suite. Beware
ecause behind one of the
doors lurk Mr Angry who
does not appreciate being
aroused from his slumbers.
The graphics are chunky
and pleasant but control of

-

Stringer

CBM 64
Addictive Games
£7.95

S8tringer requires care
when climbing the stairs. If
you are not careful it is
easy to walk off the stair-
case and plummet to your
death. Stringer can walk or
{qump and in certain cases
e can even jump past the
hotel staff if he is cornered.
Thnugh pleasant to look
at, ame does not re-
'uire a. igh degree of skill
at the lower levels but heats
up as the program goes on-
to more complex hotel
layouts. The game is
neither good nor bad, it
depends on your reaction to
Blatl’orm arcade games.
erhaps a greater variety of
roblems to be solved could
ave saved this game from
mediocrity. J4.G

PLANET RATINGS

Originality -
Graphics ey
Use of machine oy
Value for money e
STAR RATING (o)
Bright Star

Parky and the Yellow Sub-

Cheetah Soft

original locations to give
gc:u a better chance to help
arky completehis task.
The game is very dif-
ficult to play, especially
because the walls are lethal

Title: ;
marine
Computer: CBM 64
Supplier:
Price: £6.95
Parky the penguin has to
rescue his brother, Perry,

trapped somewhere in an
endless maze of subterra-
nean caverns at the bottom
of the sea.

First you must help
Parky to find the three
partsa of his yellow sub-
marine avoiding a myriad
of deep sea creatures which
dart about the caverns
menacingly. To help you in
your task you are provided
with a map on which you
can mark the locations of
such useful items as
‘smart’ bombs, lanterns
and Parky’s energy source
— plates of fish and chips.

By rubbing the magic
lantern Parky becomes
temporarily invineible,
eating a fish supper adds to
his energy store and the
smart bombs destroy all of
the dangerous creatures
and obstacles within a par-
ticular cavern.

Scattered around the
soreens are the letters of
the word ‘help’ which,
when collected in the cor-
rect order, cause all of the
food, lanterns and smart
bombs to re-appear in their

to penguing, and it will take
many hours of intense con-
centration to complete the
mission successfully. There
are 91 caverns in all and
many of them are identical
in shage variety being at-
tained by varying the speed
and type of creatures found
in them.

There are three levels at
which the game can be
played which vary the
amount of energy which
Parky can attain, making it
more difficult to survive.

Cheetah are offering a
free copy of the sequel to
Yellow gubmarlne to the
first fifty people who sub-
mit a map showing the loca-
tion of every item in the
game, 4.G.

PLANET RATINGS

Originality L L)
Graphics 1)
Use of machine el
Value for money Ll
STAR RATING 0
Bright Star
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Title:
Computer:
Supplier:
Price:
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Let's get one thing straight
before we go any further.
This is an absolutely
brillaint game. The fact
that am completely
unable to play it is neither

here nor there!
Combat Lynx is an in-

credibly detailed simula-
tion of a war scenario in
which you pilot a heli-
copter. The playing area is

a vast simulted terrain
(north and east coodinates
are four-digit numbers),
and located within it are
from three to six bases
which you have to support
with troops and air cover.

Base 1 has an endless
supply of fuel and can in-
gtantly cure any injured
personnel you transport
there (not too realistic, but
without it you wouldn't
stand a chance). The other
bases depend on you to re-
main viable.

You constitute the only
allied air support. The
enemy seem to have almost
unlimited aircraft to throw
at you, and there is the add-
ed complication of ground
vehicles, both Allied and
enemy, which are involved
in independent battles all
over the map. Your mis-
sion, should you decide to
accept it, is to ferry armed
troops and casualties bet-
ween the Allied bases as re-
quired, while maintaining
sufficient weaponry on
board to harass and
destroy enemy craft. This is
not easy!

Apart from some conve-
nient fictions mentioned
above, to make the game ac-
tually playable, this is as
close to real life as you can
get. I seemed wunable to
shoot anything down,
another glance at the in-
structions revealed that I
had forgotten to load any
weapons at the start of the

ame. None of this Space
nvader infinite ammo rub-
bish here. The games
graphics are su%erb OT 8X-
ample while fitting out
your Lynx, you are treated
to a three-D perspective
rotating wire-frame view of
the chopper.

The instrument panel is
equally impressive, spor-
ting a weapon status and

Combat Lynx
Amstrad CPC464
Durell Software
£ 7.95

gelection systemn, naviga-
tion console, fuel guage,
engine instruments and
altimeter. But the most
mind-blowing thing of all is
the cockpit view which
shows, in real-time and full
colour, the actual view as
you fly over the terrain.
Hills and valleys rise and
fall (their shape is accented
by contour lines, a bit of
postic licence that actually
adds to the realism), trees
and houses appear as dots
in the distance and stream
past you out of sight,
enemy planes flash across
the field of view and over
the horizon. I take my hat
off to the programmer this
is a work of genius.

Sound isn’t neglected, as
there is the steady
background beat of the
rotor blades with a pitch
depending on your flight
speed, and explosions
where necessary.

It's going to take you
hours to master this game,
just learning what the cou-
ple of dozen key options are
takes some doing. You can
use just the keyboard,
keyboard and one joystick
or keyboard and two
joysticks, depending on
how you prefer to control a
game. If you want a game
which presents a satisfying
and difficult challenge that
will take perseverence to
master, put down the
magazine this instant, and
go buy Combat Lynx. You
won't regret it.

PLANET RATINGS
Originality sy
Graphics o
Use of machine (111
Value for money  SSS88
STAR RATING
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Title:
Computer:
Supplier:
Price:

¢ 4 R
Where am I? What am I do-
ing? Is this is a dream?

Such were the thoughts
which went through my
head when playing this
game from Virgin. The
game is based on the
nightmare world of sleep
and you dream that you are
& knight in armour
wandering through an an-
cient world fraught with
dangers.

As you progress from
room to room, your pro-
gress is mapped out on a
chessboard to the right of
the graphic action screen
and the aim is to reach the
gates of Dawn or, in the
words of the song, to help

Title:
Computer:

Supplier:
Price:

¢ 4
The fairey Swordfish was

used for aerial search and
destroy missions against

L

'3 4

Gates of Dawn
CBM 64
Virgin

£8.95

me make it through the
night.

Weird and wonderful
challenges await the
dreamer with spiders and
bats featuring strongly in
the action. Oeccasionally a
room contains an object or
two which may be useful
later on and these may be
carried until required or
dropped if you later decide
they are useless. As usual
in adventures you are
limited in the number of
objects which may be car-
ried and in this game that
means only five.

The instructions are suf-
ficiently detailed to allow
you to commence the game,
but no clues are given to the
method of play so trial and
error is the watchword.

Graphically, the game is

Operation Swordfish
CBM 64

British Software

£ 7.95

submarines during the
Second World War. This
game invites you to take the
role of a German sub-
marine commander given
the task of delaying the
allied landings in the
Mediterranean under the
relentless attacks of the
marauding Swordfishes.
Nothing is wrong with the
games concept but its
realisation is a different
kettle of Swordfishes.

The only controls you
have are the function keys
for dive, surface, open and
close hatch, with the

sophisticated one moment
and blocky the next and
like most 3D screens it is
difficult to judge depth and
relative positioming. This
means that death occurs
frequently through
miscalculation and a lot of
chance is involved in suc-
cess.

As I played the game I
found that total confusion
gradually gave way to a
vague gense of purpose. I
also felt my reaction
towards the program
change from one of dislike

joystick being wused for
targetting torpedoes, mov-
ing the anti-aircraft gun
and firing these weapons.

The screen shows a view
across a bay and the convoy
ships move across your line
of sight with the planes ﬂﬁr-
ing towards you Beach-
Head style. To stave off this
bombardment you must
shoot down the ‘planes and
torpedo the ships without
gustaining too much
damage yourself. Therein
lies the problem. The gun
can only be launched
underwater. The result is
that you have to decide
which is the greater threat,
the reality is that you get
shot to pieces.

I found the game
frustrating to play, the
torpedoes leave no trace of
thier progress and the fun

to that of curiosity.
Perhaps persistance might
lead further to addiction. I
must admit that this is the
first action adventure
which has given me the
usual initial feeling of
despair which I experience
with text-based adven-
tures.

If an object is selected
for use, the computer may
ask how it is to be used. For
example, having collected a
mushroom I gave the com-
mand ‘eat’ and for several
screens every object took
on the appearance of a
mushroom, and all of the

listed objects which I was
carrying changed to read
mushroom. I've yet to find
if the mushroom has a real
function other than as
halucigenic relief. Weird.

d4.G.
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is difficult to aim correctly.
Also the amount of damage
which the submarine can
sustain is set to such a low
tolerance that the game no
sooner starts than it ends.

Despite the similarities
to one of the Beach-Head
screens, this game adds
just enough to make it ae-
ceptable as a game in its
own right. it is limited in its
scope and frustrating to
play. In my case frustra-
tion has given way to indif-
ference. JG
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With Wimbledon in mind,
Activision have released
their 3D simulation which
enables you to join in the
on-court excitement.
Streets ahead of Psion's
abysmal Match Point, this
package shows how it
should have been. You
choose your style by selec-
ting one of the four players
which each have their own
strengths and weaknesses.
You must also shoose the
ﬁlaying surface; grass,
ard court or clay.
Once the type of game

Title:
Computer:
Supplier:
Price:

CCs
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e

In 1944 three Allied air-
bourne units were dropped
into Holland to secure vital
bridges and therefore clear
the way for the Allied ad-
vance. This wargame
gsimulates five different
scenarios in this campaign.

The game can be played
by up to three players. In
the one player game, the
player controls the allies
against a computer oppo-
nent and in the three player
game, separate players play
the British and American
units that make up the
Allied force.

The battles are fought on
a map far bigger than the
computers scrolling screen
therefore the enclosed full
map is useful for planning
tactics.

The scenarios range
from the shortest which
depicts just the advance to
Eindhoven to the full
Market Garden scenario
which takes about ten
hours to complete.

Fach of the scenarios
consists of a number of
turns during which a
player can advance his
units or perhaps order
them to dig into defensive
positions.

Arnhem is a well design-
ed wargame and as most of
the Allied forces are air-
bourne and therefore can
land anywherse, each game
will be different. T.H

On-Court Tennis
CBM 64

Activision
£10.99

has been selected, the
screen reveals a view of the
court looking along the line
of play, with player 2 in the
near court sporting a
yellow shirt and player 1 in
the far court in blue. In the
one player version the com-
puter takes the role of
player 1.

he first problem is serv-
ing the ball. The computer
sees to the process of
throwing the ball in the air
but it's up to the player to
time his swing and
calculate the strength and
direction of the serve using
the joystick and the fire
button.

Assuming the serve is

Arnhem
Spectrum

£8.95
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legal, the computer again
takes over to position the
player for the return shot.
Again the joystick selects
the type of shot, giving the
choice of slice, lob, drop..
topspin or flat shot, the
timing of the swing deter-
minin% the direction of the
ball. If your opponent lobs
the ball back you then have
the ol_piportun:it.y to place a
smash into his court.
Scoring
quence o

follows the se-
the professional
game including the use of
tiebreakers to decide drawn
sets. The match can consist
of three or five sets, or it
can just be a one set prac-
tice match.

From the players point
of view the play is by no

..{f..

means easy and practice is
essential, just as in the real
game. As your game im-
proves so does that of the
computer making an
almost unbeatable oppo-
nent.

If you've ever wondered
what its like to face John
McEnroe, Jimmy Connors
or Bjorn Borg then this
game is definitely for you.
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Super Pipeline II
CBM 64
Taskset

water fl
convolu

ugh the

Title:
Computer:
Supplier:
Price:

$

Spelunker
c64
Ariolasoft
£9.95
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. The wariety of
foes has also been increas-
ed, with the familiar six-
legged Venusian Pipe
Spider and Hard-case
Lobster being com-
plimented by caterpillars,
drills and hammers. Fred

down a m
claimed man,
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can blast a of these
enemiss with his gun but
an occasional shower of
tacks is unstoppable and a
worker may have toc be

sacrificed to protect Fred.
Ignoring the sociological
implications of the expen-
dability o .8 1in a con-
sumer soclety, 1 shall con-

centrate o1 the gameplay.
Touching any of the in-
sects or tools is fatal to Fred
and i is workforce but the
real problem is caused by
the breaks are made in the
pipeline which allow the
water to drain away. The
water supply is limited, so
Fred must collect one of his
workers and lead him to
the break as soon as possi-
ble so that repairs can
begin. Whilst the little
worker hammers away,
Fred must protect him
against the many dangers
until the leak is repaired.
Taskset's cartoon-like
graphics are delightful and
the game is8 fast and
challenging. J.G.
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voleanie things spit at you,
and the entire terrain
seems to be after jyour
blood.

On the way you must col-
lect dynamite, flares, and
energy, as well as the
glusive treasures you have
to find. Flares are used to
scare off the bats, and
blockages can be cleared by
the bombs.

The game is broadly lad-
ders and ramps from the
original miner 2048er, and
its eclone manic miner,
mould with a lot of dif-
ferences. The game is not
screen based, you don't
have to complete one screen
before going onto the next
in fact you can almost come
and go as you please.

All in all, this is one of
the best ladders and ramps
game that I have seen.

M.R.
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Title:
Computer:

Bounty Bob Strikes Back
CBM 64

Supplier:

US Gold

Price:

£9.98

#0 41 I

The return of Bounty Bob
from Miner 2048er has
been well worth waiting for
unless your name is Yulon
Uohan, Bob's arch-enemy.
Again we join Bob down a
mine full of manic mutants
intent on murder in this
platform game

Each of the twenty-five
gsereens must be solved if
¥ohan is to be defeated and
with the mine alive with
mutant beasts and rogue
machinery it is not easy.

The mutants evolved
from small furry animals
when radicactive waste
from Yohan's dump seeped
down into the mine, con
taminating their food. In
some of the caverns this
waste still drips dangerous-
ly from the stalagtites ad-
ding to Bob's nightmare
journey. One touch from a
creature or a drop of this
acid rain costs our friend a
life but if he collects one of
the many items left by the
mine's previous occupant,

Bob becomes temporarily
lethal to the creatures anbd
one touch from him will
give them terminal relief.
The mutants know this and
assume less hideous ap-
pearances whilst Bob is in
his supercharged state.

Completion of a screen
means that you have guid-
ed Bob over every inch of
ground. As he moves on a
new area it becomes a solid
block of colour and lifts,
suction tubes and matter
transporters are there to
assist you,

A sufficiently high score
allows you to enter your
name on the high score
board which is an enter-
tainment in itself. Two
bulldozers are used to
select the letters of your
name which are pushed on-
to a conveyor belt. From
here they are picked up by
intelligent pigeons which
swoop around the board
moving until the board is
correctly reorganised. Any
names which are pushed
off the board are deposited
underneath the board
where the two bulldozers

Ref-V-1-E- WS-

crush them into a solid
block which is
unceremoniously kicked
into touch.

Function keys may be
used to select display
screens and the left arrow
key permits you to pause
the game so that a route can
be -planned through each
new CAVerIl.

Great skill and fast reac-
tions are the order of the
day if you are to get
through every ordeal
before your air runs out
and I hope US gold have
more than just a miner suc-
cess with this program.
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Grog's Revenge is the se-
cond game based on the BC
cartoons and follows hard

on the wheels of Quest for
Tires. Once again our in-

-

trepid hero, Thor, is
wandering around his
prehistoric world on his
stone-wheeled monocycle
but this time he has for-
saken the neolithic plains
for treacherous mountain
tracks.

The game is a race to col-
lect sufficient points
so0 that Thor can pay
a toll allowing him across a
rope bridge leading to the
next, more challenging
level. Pointe are gained by
rolling over coloured clams
strewn along the nar-
row winding mountain
path. The path is also
covered with cracks and
rocks which will smash the

monocycle and, as the
levels increase, these
obstacles increase.

Along the cliff walls

beside the path the occa-
sional cave is found. Enter
ing a cave causes Thor's

Grog’s Revenge
CBM 64

US Gold

£9.95

light to go on and the view
is limited to its “V* shaped
beam. B8Strange little
creatures scurry about
amongst the stalegmites in
the dark and Thor must
mow these down, avoiding
the rock formations, to
score more points. At the
end of one of these tunnels
the toll booth is found and
when enough points have
been gained the game pro-
ceeds to the next level. If
there are any points left
over after the toll has been
payed a new wheel may be
acquired which means an
extra life for Thor.

Where does Grog come
into all this? He is rolling
along the same mountain
path collecting points of his
own and Thor must avoid
meeting him or sacrifice all
his lives if he does.

The steering of the
monocycle requires deft
joystick control and each
new level demands greater
stearing ability. The
graphics are cartoon quali-
ty and the game, though
limited in wvariation, is en-
joyable but can be very
frustrating initially wuntil
control of the monoeycle is
mastered, J.G.
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Jonah Barrington's Squash
(to give it its full title) is a
superb simulation of a
frantic sport. which

features animated players
and even speech.

The game accurately
represents the game of
squash and is played to the
International 8quash
Federation’s rules which
are included on the cassette
inlay. The players are mov
ed around the court by
gither defined keyboard
kays or a joystick. I found

—

Title:
Computer:

Supplier:
Price:
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Joysticks everywhere are
in for another pounding as
another decathlon style
game is launched. This time
the hero to be challenged. is
Brian Jacks and competi-
tion is played over eight
events.

These include, canoeing,
cycling, sprinting and
swimming where speed is
important. However the
game feafures a system

Sgquash

C64, Spectrum
New Generation
£7.95

that using the joytick wasa
distinet advantage as you
are more free to think
about your shot than which
key you should press.

In the Commodore ver-
gion the two players are
distinguished by their shirt
colour one of which is
white the other yellow.
White always starts the
game by serving so I would
suggest you take account of
this slight advantage par-
ticularly when playing the
computer opponent (as you
will need all the help that
you can get).

The Spectrum version
sacrifices the colour for a

Superstar Challenge
C64, Spectrum, BBC
Martech

£7.95

called powersync where the
best acceleration is acheiv-
ed by a steady build up of
pace leaving the frantic
joystick wagglers on the
starting line. Swimming
also poses the additional
problem of breathing at the
right time or wvaluable
seconds will be lost.

In the football event you
have to co-ordinate speed
with control as you have to
dribble round three cones
before shooting.

The pace slackens for the
other three events.
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playable black and white
display with the players
distinguishable by a white
band on one players shirt.
The tactics and feel of
the game are the same in
both versions. Practice will
show you how to serve into
a COrner or play your oppo-
nent into difficulty.
However you should avoid
obstructing your opponent
as a penalty will be called
and a scoring chance may
be lost. These calls are the
score announced by a syn-
thesized version of Barr-
ington's voice which is im-
pressive on the 64 but bare-
ly audible on the Spectrum.
Matches can be played at

Howaever this is misleading
as I found then the hardest
to do. In the boar shoot you
have to fire five crossbow
bolts at moving targets at-
tached to bulls. The squat
thrustsa poses an in-
teresting co-ordination pro-
blem as it is extremely dif-
ficult to establish the
rhythm you will need to en-
sure a good score. This is
because each squat thrust
requires three taps on the
joystick in one direction
but only two in the other.
By far the hardest event is
the arm dips where one
mistake will end the event
for you with a poor score.
This will be disastrous and
will end your challenge.

I found the game more
difficult to play than other
decathlon style games as

a number of speeds
depicted by the colour of
the ball ranging from the
possible (red) to the im-
possible (yellow) over 1, 3
or 5 games.

This excellent simula-
tion should be enjoyed by
gamers and squash en-
thusiasts alike.

T.H.
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there are new technigues to
learn and I would imagine
that it will take most people
some months to beat the
computer opponent. Unfor-
tunately you have to do this
before you even get a
chance to take on Brian
Jacks!

The boar shoot is replac-
ed by archery in the Spec-
trurn and BBC versions
which is a shame as it is my
best event. T.H.
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Runestone maintains the
high quality that we have
come to expect from Games
workshop. It is a new type
of game and is a combina-
tion of a Midnight style
landscaping game and a
text adventure. -

The result is8 an en-
joyable game with over
8000 views of 2000 loca-
tions filled with humans,
elves, orcs and the evil Kor-
domir. The land in which
the game is get is known as
Belorn and has the usual
stock of mountains, forests
and icy wastes.

You contrecl three

" characters as they try and

complete a number of
quests cumilating in the
destruction of Kordomir
and his Ores. Your
characters are Morval the

Warrior, Eliador the EIf
and a Wizard called
Greymanrel.

The game also contains
an extensive parser which
{inderstands complex text

»SAY To SERIMNAL ,

"RROP o Stare.

Runestone
Spectrum

Games Workshop
£7.95

input and also allows you
to issue several commands
at once. This you should
make good use of, if you are
to survive and complete
your gquest.

To add to your problems
the game is played in real
time which gives you little
time to plan your moves,
especially when you have
three charactrers to control
at once. This problem is
confounded by the fact that
while you are taking Mor-
val for a country stroll the
other characters may be
under attack, imprisoned
or dead.

Runestone is a state of
the art adventure which
combines the graphiecs of a
landscaping game with the
depth of a text adventure.

™ -
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This is a race chase type of
game where you assume
the role of a James Bond
like character equipped
with a fast deadly car. Its
deadly in that it can fire
bullets and has the ability
to fire ground to air
missiles. The car is dropped
by a transporter and the
%&me then begins in ernest.

he main idea is to destroy
you. The baddies cars are
easy to spot becuase they
are black of course. Every
so often a supply tanker
will road past you and the
idea is to dock with it for
fuel /bullets and sometimes

Y5 O

O

Spy Hunter
Spectrum 48K

a few %rnund to air
missiles. The ground-to air
come in useful because the
baddies have a helicopter
that they use. Without the
missiles things become
slightly difficult.

Onece you have completed
& lap of the track a sign ap-
pears telling you that the
bridge ahead is not in uses,
you must then guide your
car down a tunnel that is to
the left of the bridge.
Failure to do so means that
the car goes for a swim!

If you manage this then
the game changes to a boat
chase with all the usual
bombs and mines.

This is a very high quali-
ty g£ame that I highly
recommend.
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Bpitfire 40 — as you may
suppose — is a simulator of
the Bupermarine Spitfire in
the war-torn years of 1940,
The plan is for you to rise
through the ranks to Group
Captain and to obtain the
coveted medals of the VG,
DSO and DFC.

The first thing that the
program does is to enquire
whether you want to use a
saved or original log. You
Can BSave your progress
through this game a very
useful thing too if you are
going to play it for any
great length of time. There
are three modes of opera-
tion for a flight. Practice,
combat, and combat prac-
tice,

Fractice mode lets you
learn the controls, hand-
ling, and general perfor-
mance of your craft
without the general har-

Title:
Computer:
Supplier:
Price:
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Wizadore, marks Imagine's
second release for the BBC
Micro since their recent
ravival, and it is good to see
that they are back in form
again with an excellent
game, colourful graphics
and pleasing sound effects.

Wizadore is one of those
arcade adventures that are
becoming more popular as
time goes on.

BEC B

£7.95

Spitfire 40
C64
Mirrorsoft
£ 7.95

rassment of enemy
aeroplanes. Your perfor
mance at this can be saved
for experience points.

Combat practice i8 a
mode where you find
yourself in the midst of a §
battle and can practice
dogfighting without the
bother of landing and tak-
ing off ete. Your successes
in this mode are not record-
ed. To do that you must fly
in proper combat.

Combat mode is the
heart of the program. To
save any status here you
must take off, fly and fight,
and land before saving. To
start with certain condi-
tions and statuses will be
displayed. This gives infor-
mation such as the enemy's
strength and position. Fly-
ing the plane itself is
similar to any other fight
simulator, so I will skip
that bit and concentrate on

Wizadore

Imagine (Play the Game)

Typically, you are in
control of a character who
is gifted with limited
magical powers, as his only
real strength is from
reading magic scrolls. With
them, you are able to
destroy your opponents,
who are either firing ar-
rows at you, or they are
marching up and down on
guard duty. Your task is to
walk around a world of
forests nd dungeons and
dragons. . .not to mention
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the excellent graphiecal

diaﬁl&y,
he graphics are based
on two screens — the con-
trol panel and the forward
view. The forward view is a
3D representation of
whatever you should see in
front of you. This is quite
good apart from the slug-
gishness of some of the
horizon drawing. The se-
cond screen is of the instru-
ment panel. This is covered
in copious dials and in-
dicators and is much less
cluttered than most of
these simulators that try to
put the external display on
the same screen as the in-
struments.

The combat, which is the
best part of the game is ex-

Robin Hoods everywhere
firing arrows at you:
Unless you have a m&%c
gspell on you, it would be
best to jump over the ar-
rows, before they hit you,
and, of course, kill you.

You are reincarnated
four times in all, starting at
whatever screen you died
at, which is good news if
you jumped 10 bottomless
pits, 6 arrows, and skillful-
ly avoided the armed
guards, only to be hit by a
sword dropped from above,
by soldiers sitting astride
creatures that look more
like green Parrots than
Griffins.

The graphies are ex-
cellent, being colourful and
smooth, the scrolling is not
as smooth as Castle Quest, a

game to which Wizadore
bears a great resemblance
(ducking, running and
picking up things in a
gimilar environment), but
as a whole, it is well im-
plemented. There are
treasures along the way
which can be collected and
used, and some are purely
for show.

My only real criticism is
that Wizadore, at early
levels of the game, is far too
dificult. Jumping over the
arrows requires precision
timing, and only the
slightest miscalculation
can make you fall into the
bottomless pit, thankfully,
the game did not get too dif-
ficult froim there on, so if
like me you feel like giving

up on the first level, do:

whatI did and come back to
the game a week later, it
does wonders.

As a whole Wizadore is a
well implemented version
of a popular game scenario,
it uses the BBC's graphics
capabilities well, and is
complemented by good (if
repetitive) music. There is
no option for a joystick and
there is a single high score
number. The characters fit
in reasonably well
(although I'm not too sure
about those parrots!), and
Imagine’'s choice of keys
are comfortable. Wizadore
iz a well paced game, cer-
tainly, timing is far more
eritical in Wizadore, than
many games available and
should be action packed for
just about anyone.

[-F+/-§-

plained clearly and consise-
ly in the manual. Enemy
aircraft aipaa.r in.different
colours that indicate dif-
ferent skills and speeds.
Get 'em in your sights and
blam! remember though
that this is more than justa
shooting game, it is a full
simulation. Gripping stuff!

M.R.
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Recommended, if you
like ‘Arcade Adventures.’
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Theatre Europe simulates
the first 30 days of the next
war as the forces of Nato
and the Warsaw pact battle
for control of West Ger-
many. The Warsaw pact
will win if they smash the
Nato forces by taking West

PSS

Title:
Computer:

Elite 64
C64

Firebird
£15.00

Supplier:
Price:

4

o] i ] PO 8

At last! the program that
jealous CB4 owners have
been looking for. Ever since
Elite turned up on the BBC
. micro about nine months

ago every computer
owner has been lusting
after it.

I'm sure that everybody
has heard of the BBC ver-
sion and knows it to a cer-

GO

£9.95

Theatre Europe
Commodore 64

Germany, Nato by stopping
this and therefore halting
their advance. As the
gsupreme commander of
either side you control an
impressive force of conven-
tional forces as well as
chemical and nuclear
Weapons.

Theatre Europe is played
in game-turns in which you
move . your forces (via

tain degree so I will concen-
trate on the additions to the
Commodore implementa-
tion. There are three Acorn
imglement&tions at present
BBC disk, BBC tape, and
Electron tape. The disk ver-
sion is the most complete
and the tape versions have
certain bits removed in the
case of the Electron quite a
large amount. The BBC has
half the memory of the
Commodore 64 and needs
to make a lot of disk ac-
cesses to make up for it.
The Commodore 84 can
accommodate Elite in its
entirety, and then some
more. 5o no extra disk use
in necessary with the Com-
modore disk unit that is
probably just as welll; The
main difference in the con
trols is that it doesn't use
proportionate joysticks and
the way the keys are laid
out is a bit different. One
extra function turns off the
planetary lines for extra
speed. On speed for a
moment most people's
worst expectations were
not realised, as this version
is not as slow as I feared.
The screen display is

similar to the BBC original,
there are more colours of
course and there is a dif-
ferent sight for each type of
gun — le. military lasers
have a different sight to the
original pulse lasaers.

usic and sound effects
abound, different sounds
for different lasers, and
docking music like in 2001
a Space Odyssey. Trumblies
are another problem
altogether.

Trumbles are modelled
on Tribbles from Star Trek.
To the uninitiated a Tribble
is a little furry and loveable
creature that multiplies
like crazy, until they even-
tually take over your ship.

Trumbles are the same,
once you get one in your
hold you end up with
thousands after they breed,
and breed, and breed. You
pick up one by buying it!
for B000cr no less. Getting
rid of them is harder and
Firebird aren't telling
anybody. Even ejecting
doesn't get rid of them en-
tirely.

As they fill up your hold
you cannot carry as much
cargo because they take up

joystick controlled curso
and attack adjacent ensm
Whenever possible yol
should attack enemy uni
with at least three of yous
OWIL.

Each unit has a specifis
combat or ARM strength
which is reduced by com
bat. When this reaches [
the unit is lost. Units alsg
need supply (SUP) and AIR
cover. These will also be
depleted but along with
ARM strengths, can be
reinforced at the end of
most turns,

Each turn you will also
be given an opportunity to
flex your fire button finger
on the games action
screens. These are used to
simulate one of the battles
fought that turn. TUsing
your joystick you must fire
and guide missiles t0

g0 much room. After they
fill up the hold they move
onto filling up your cabin,
and eventually start cover-
ing up the screen thus
reducing your available
view. Ever tried fighting
with a trumble annoying
you on the screen?
There are no words to
express how amazing this
ame is despite the hype.
he Commodore version is
a great improvement over
the BBC version. Get it now!
NB. Having had a quick
peak at the Spectrum wver-
sion (due out in a few mon-
ths) I am not so impressed.
The Spectrum just cannot
handle .this type of game.
There may be more mis-
sions, but the hardware
cannot cope. Go get a CB4
instead.

M.R.
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destroy enemy tanks and
planes. Your performance
in assisting this attack will
effect all of the other battles
one way or other. Therefore
if your not a joystick
genius you should ignore
this phase or you will give
yourself a handicap you
could well do without.

As well as controlling his
land forces a player can
command air missions and
launch chemical and
nuclear strikes. You have
only a limited number of
planes in your airforce and
80 should allocate them
carefully to the various
missions at your disposal.
These include recon-
nigsance to determine the
strength of enemy wunits,
counter air to weaken the
enemy airforce and inter-
diction attacks to delay and
destroy enemy rein-
forcements. In addition
there is the continuing bat-
tle of air superiority which
will effect the success of
other missions. You can
also use your aircraft in
agsault breaker attacks on
enemy units to support
your ground troops.

The enemies supply and
reinforecements can be af-
fected by a strategic
chemical strike which will
destroy an important
enemy supply city. Nuclear
weapons may also be used
in this manner or against
individual units. Obviously
there is a risk of a response
from the enemy in using
these weapons which is
likely to result in the
destruction of the world in
w}]lch case no one would
win.

Title:
Computer:
Supplier:
Price:

i #0 4
Activision threatened the
world with a new series of
programs which would ex-
Plode like an expensive
irework illuminating the
dusky s of the software
market. If this is the exam-
ple then it's going to be
more like a damp squib.

There is great similarity
between this and Simon,
the mimic the tune game
much beloved by program
contributors of magazine
listings.

Colourful it is, exiting it
is not. Basically, you must
travel through a corridor in
space on your magic carpet.
At the end of the corridor is
the Genie's room which has
an array of gongs. Three
beats on the gong will sum-
mon the Genie who blows
smoke rings of pure music.
As the smoke disperses a

In the top right hand
cornier of the screen is the
defeom display which
begins the game set at 5.
Every time a warhead is
launched the figure is
reduced. When this reaches
one, the enemy will launch
an all out nuclear attack
with predictable results.

Your computer oppo-
nent will employ a number
of strategies depending on
the game level you have
selected. At level one it will
avoid nuclear weapons
unless provoked. Level two
follows accepted Nato or
Warsaw pact strategies and
level three may launch an
all out attack at any time.

At the end of the game
you will be awarded a com-
mand rating which in-
dicates your success. My
first few attempts resulted
in the end of the world and
a 0% rating. Twelve hours
of continuous play later
and I was able to win as
either side with a rating of
over B0%.

One final gripe is that
the choice of colours for the
units, a predictable red or
blue, means that the game
is almost impossible to Tela,y
on a black and white i

Amstrad, Atari and MSX
versions will be available
S00TL.

PLANET RATINGS
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Master of the Lamps
CBM 64

Activision

£10.99

range of notes is played
which you must repeat ex-
actly as heard. If you do not
play fast enough, a musical
note gradully descends and
throws you back along the
passageway.

Your lives are unlimited
and so is the boredom of
having to renegotiate the
passages to have more
musical smoke blown in
your face. I must admit
though that the graphic ef-
fects of the passages are
very well donw, it's just a
pity that the rest of the
game is one long techni-
colour yawn.

J4.G.
PLANET RATINGS
Originality 1 1)
Graphics '8
Use of machine -
Value for money [
S8TAR RATING
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Black Hole

Title:
Computer:
Supplier:
Price:

Faleon Patrol is rather like
& cross between Zaxxon,
Scramble and Defender. So
like Defender the top of the
screen is dedicated to a
radar scanner that warns
what is up ahead. Like Zax-
xon there is a scrolling
screen 3D landscape and

like Scramble

there are
things on the ground to hit.
You are supplied with 100
missiles and as you cross
the landscape 3 different
types of helicopter attack

you. Fast and maneouver-
able solo fighters, bigger

gunships and the
transporters that drop nas-
ty things like Flack Bombs

and Hadar Jammers.

The graphics are good
but really they're only
decoration because the ship
only moves in 2D. Never
the less they are very
smooth and as fast as is
necessary. Once the con-
trols have been mastered
the game becomes quite

Falcon Patrol 2
Spectrum 48K
Virgin

£7.98

frantic and it is at this stage
that it becomes enjoyable. I
said once you have
mastered the controls and
this is no mean feat because
the controls don't self
cancel, that is to say of you
press to go down the ship
keseps going down until you
tell it to go up, thus altitude
is very difficult and erusing
along happily bombing
things 4 la Scramble is out!

PLANET RATINGS
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Title:
Computer:
Supplier:

Price:

M ¢ 2

This is the game of the book
of the T-shirt of the pop
video of the film. The plot is
that the Ghostbusters team
has become s0 successful,
they are offering fran-
chises, and you have taken
one up. Starting with a
bank loan of £10,000, you
have to purchase the equip-
ment you think you need to
run the franchise sue-
cessfully. The object iz to
make sufficient profit dur-
ing the main sequence to
qualify for the short end
game in which you tackle
the evil god Gozer at his
headquarters, the Temple
of Zuul.

¢ Equipment selection is
made by menu, and can on-
ly be done at the start of the
%ams_. 80 choose carefully!

ou'll discover the op-
timum of vehicle and equip-
ment by trial and error. For
instance, there's a choice of
four cars rar{r%lvng from a
clapped out which is
cheap, but slow and not
very spacious, through an
old hearse and a sfation
wagon to a fast sports vehi-
cle (the latter actually car-

Ghostbusters
Amstrad CPC464
Activision

£ 10.99

ries fewer items than the
previous two)

Onece you've picked your
car, fit it out. Here there's a
trade-off between the
money you've left yourself,
the prices of the various
items and the load your
vehicle can carry: one of
the strategy elements in the
game. he equipment
menus are graphical, and
you make your choices b
driving a little fork 1ift
truck around the screen
and moving the items into

ogition on the car. Choose
rom PK detectors, ghost

vacuums, Marshmallow
Man detectors (look, I
know it sounts silly if you
haven't seen the film!),
ghost bait, ghost traps, im-
age intensifiers, and a por-
table laser confinefnent
system. (This is very expen-
sive and you won't be able
to afford it until you've
won & few games and built
up your bank balance).

nce equipped, the main
game starts. A map of the
city, centres on the Temple
of Zuul, indicated locations
where Slimers are mani-
festing themselves. At the
same time, Roamers are
drifting in from the edge of
the screen, attracted by the
PK energy build-up at ths
Temple. Plot a course to the
trouble spots, if possible
touching Roamers to freeze

them. You then get an
aerial view of your car ag
you drive along the streets
and if you bought a ghost
vacuum you can suck upl
the frozen Roamers on the
WAay.

You need two men and
an empty trap to catch &
Slimer once you get to the
scene. Drop the trap in the
centre, use the protonis
lances of your men td
manoeuvre the ghost over
the trap, and fire it. Success
boosts your bank balance,
failure gets one of yout
men slimed. Trips back ta
base are necessary to empty
traps (unless you have the
laser system) and replace
Slimer wictims. Towards
the latter stages of the
game, you need to drop
ghost bait at just the right
time to stop the giant Stay-
Puft Marshmallow Man
from demolishing city
blocks.

As more Roamers arrive
at Zuul the PK level rises,
and everything happens
faster until the PK hits
9989. If you haven't madea

rofit, the game ends here,

therwise you get the
chance to sneak at least two
of your men into the Tem-
ple for a final confrontation
with Gozer.

It's hard to be cbjective
in an appraisal of this ver-
sion because I've seen the
far superior Commodore 64
game. The Ray Parker
theme tune, which plays
over the title page (completa
with displayed lyrics and
sing-along bouncing balll)
and throughout the actual
game, is not bad, but thes
speech synthesis doesn't
really come off. The hard-
ware just isn't built for it,
and it might have been bet-
ter to drop it ( then thers
might have been room for
in memory for the large
logo on the title page, which
has been omitted).

The graphics flicker a
lot, which suggests the pro-
grammer didn't bother
with the frame flyback
gyne on the CPC484 which
should minimize the pro-
blem — I wonder why? It
gets a bit hard on the eyes
after a while.

To sum up, a strategy/
arcade game with a dif-
ference, and the bonus of a
tie-in with a popular film
and pop song, but tries to
stretch the 464's
capabilities just a shade too
far for comiort.
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Tower of Despair, which
was (Games orkshop’s
previous Quilled adventure,
and by all accounts was a
goodie. Key of Hope is the
sequel and, I suspect will
be equally well received by
the adventuring communi-
ty. It’s a two part adven-
ture, though to be honest I
haven't got very far in the
first part as the problems
I've faced aren't easily solv-
ed. But, they are ant.icin%
enough to ensure that I'l
be going back to the game
to try and get through.

The adventure is very
well constructed, and has
the wonderfully frus-
trating habit of dangling
things right before your
eyes, but just out of reach. I
suspect that when I do
stumble across the answers
I'm looking for, they'll be
so obvious I'll kick myself
for not guessing them
s00Ner.

The plot is the old ‘find
the parts of a treasure’
chestnut, but the actual
design of the game is ex
cellent, The authors have
redesigned the character
set into a nice medieval
script, which suits the
mood of the game. The loca-
tion descriptions are wvery
good, and the addition of
graphies, courtesy, I
assume, of The Illustrator,
has not detracted from this.
Obwviously, these graphics
occupy & fair chunk of
memory, but the authors
have chosen to stick to a
basically text only ap-
proach, with just a small
number of illustrations for
the most important loca-
tions and objects, and I
think they have just about
got the right balance bet
ween text and graphies.

My only, minor,
criticism of the game is that
it suffers a little too much
from the ‘you are on a
grassy plain that stretches
as far as the eye can see’
syndrome, which makes
mapping a bit long-winded.
Apart from that. it makes
excellent use of the Quill and
INustrator (the first com-
mercial product that I've
seen using the Illustrator,
by the way), and sets a high
standard for other Quilled

games to achieve. C.d
PLANET RATINGS
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Key of Hope
Spectrum

Games Workshop
£7.95
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Chuckie Egg 2
Spectrum 48K

Title:
Computer:
Supplier:
Price:
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The long awaited sequel to
the spectrum mega smash
Chuckie egg. but is it as
good as Its predecessor,
well yes and no. Yes it is
better than Chuckie and no
it isn't up to the standard
that we now expect from
Spectrum games. Anyway
here's the game. Henhouse
Harry now resides in a
chocolate egg factory which
contains 120 rooms so its
not small. The aim is the
game is more or less as
before but 2 has much
more of an Adventure feel
to it. For instance in & you
have to collect objects on
screen that will only
become useful on later
screens. A nice touch but
its & real bind having to
retrace your steps if you get
gtuck. There are pink
elephants and a creeping
hand after you as well as
sail the usual ledges and
ropes to negotiate as you at-
temnpt to collect the parts of
the toy kits (to put inside
the eggs of course).

PLANET RATINGS

One other feature that Originality
makes this an ar Graphics
cade/Adventure iz the Useof machine

Adventure style Save game Valuefor money
feature that means yhou

don't have to do all 120 STARRATING
screens in one go. Bright Star
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Computer:
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‘A new and different adven-
ture, featuring the unique
Walk-Thru Graphics
System’, announced the
press release accompany-
ing this new adventure
game. Well, it is new, I
can't deny that, but it's not
particularly different from
the average run of the mill
adventure.

An evil Wizard has
stolen the five treasurss
which will ensure the well-
being of the people of
Ashkeron, and bless the
coming marriage of the
Princess Zeraphina. Your
task is to take on the role of
Stephen the Blacksmith
and brave the Wizard's
castle in order to return the
treasures (although why
the Princess’ prospective
hubby can’'t go and do it
himself remains a
mystery).

You'll see from the plot
that it's a pretty standard
sort of adventure scenario.
That wouldn't both me if
the game itself were well
done, but Ashkeron,
though quite competent,
never really caught my im-
agination. The Walk-Thru
graphics simply mean that
instead of the location pie-
tures flashing up as you
move around, they scroll
across the screen in order
to give the impression that
you are actually ‘walking
thru' the game. So, if you
enter ‘Go East’' as a com-
mand, the picture of the
new location scrolls onto
the screen from right to
left. This doesn't add
anything to the gameplay
though, and the graphics
themselves are small and
not very detailed, be'm%
drawn mostly with smal
block graphies rather than
pixel lines.

There are a few nice
ideas in the game, such as a
spell which reverses the
meaning of your com-
mands, and it was quite fun
figuring out how to say the
opposite of what I actually
wanted to say (such as ‘Ig-
nore book' instead of ‘Ex-
amine book’) but the game
overall just didn’t hold my
attention. The screen

G-

Ashkeron
Spectrum (48)
Mirrorsoft
£5.95

display is wvery cluttered
sinece it doesn’t clear old in-
put and descriptions very
often, which makes reading
the text a bit of a chore.
Another oversight is the
frequent lack of 'visible ex-
its' which wastes a lot of
time while you type in
loads of direction com-
mands to see where your
way out is.

Askeron isn't actually a
bad game, just very average
— if it were a budget game
it would be worth a look,
but for six quid I can't
recommend it.

C.d.
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When I first saw this game
I thought ‘““Not another 3D
maze'’ but my yawns were
soon stifled by the ingenui-
ty of the programmer.

The game requires you
to negotiate three maszes,
but within those mazes you
must kill the guardian
jellyfish and you can also
stun marker fish to help

The Wreck

All MSX

Electric Software
£14.95

Y

you to orientate yourself ag
you move.

The booklet accompany-
in%_‘t.he program tells a
of how you are on your ups
pers having sunk your sav-
ings into diving expeditions
to find the gold ship the
Beaulieu Ann which sank
during the mutiny. On
meeting an old seaman in&
bar, you discover that he
was the only survivor of
wreck and that he not only
knows its location but also
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Title: Minder

Computer: Spectrum

Dk’tronics
£7.95

Supplier:

»
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Taking the part of Arthur
Daley, you have two weeks,
&2 and wvarious goods
with which to deal in order
to earn as much money as
you can. Starting from Ar-
thur’s home you can visit
various locations, such as
the lock-up, where you
keep your stock of goods,
Terry’s flat, the Winchester
club, or a number of
dealers, to try and sell your
goods.

The buying and selling is
the heart of the game, and
it's quite impressive the
way that the game
simulates artificial in-
telligence when dealers ac-
tually make the first ap-
proach and try and sell you
a motley assortment of
items. The language handl-
ing of the program is very
good and allows you to type
in some quite complicated
sentences when you're
discussing the prices and
quantities in a deal. Try not
to be too rude though, as
some of the dealers can get
rough.

The dealers and other
characters all have
animated faces that move
in time to their words, and
all the locations are drawn
in the top half of the screen
display, above the area us-
ed for text., Between loca-
tions there's an animated
car that plays a strangled
version ofthe Minder theme
on its horns.

Minder isn't mentally
t.a.xin% like an adventurs,
or a fast-paced zap gams,
but like I said, it’'s orig-
inal and fun. Bo, Iif
you see one falling off the

back of a lorry, grab it. c.d.

-- -.

has a scribbled grid which
will help to deciper the
codes revealing the
treasure's location.

Back in the maze you
discover clues scrawled on-
the wall which, when
deciphered, give the com-
bination of the safe which
is also located somewhere
on the ships labyrinthine
deck. Inside the safe on the
firast deck is the first clue
for the combination of the
second safe, without which
the rest of the code cannot
be broken. The second safe
has a similar clue for the
lowest deck where the safe
contains the gold.

Ingots are not all that lie
inside the final safe
because a strange egg is
lurking there ready to

PLANET RATINGS
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hatch, which it does of
course. The alien thus born
starts to develop and has
homicide on its mind.
While racing against time
to recover as much of the
gold as possible, the alien
tries to cresp up behind you
murderously.
Two of the mazes are
non-linear and therefore
require the use of a map-
ing card which is supplied
with the game. Added to
this you only have ten air
tanks which are lowered to
the entry hatch when your
current tank is 80% empty
(or 40% full if you're an op-
timist). i

The graphics are ex-
cellent and though I
originally saw the fact that
shooting your harpoon gun

was a fairly hit (and usual-
ly) miss affair as a weak
point of the game, once you
master the technique it
becomes relatively easy.
Currently Electric are
running a competition
related to the game, and
later this year, another one
will be run which is why
my review game was doc-
tored to prevent me from
descending beyond the first

linear maze. J4.G.
PLANET RATINGS
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By R P Newman

On computers, to control
most things, you use POKE.
This magic word means
‘“‘put in the specified box"’'.
For example:

Poke 36879,8 on the Vic
20 will turn the screen and
border black because
LOCATION 36879 is the
screen and border colour
box on the Vic and by Pok-
ing it, *,8" it puts 8 into
that box. The No.8 for loca
tion 36879 is black and
black.

Vic owners type in Pro-
gram 1 and have some fun.

Use key ‘2" to change the
screen colour. Use key ‘‘M"
to change the border col-
our.

Conversions:

C16 and Flus 4: use the
commands ‘Color 1,
number’ for screen ‘Colour
4, number’ for the border
Colour codes are:

1 Black These are the

2 White main col-

3 Red ours, but

4 Cyan with experi-

5 Purple mentation, it

6 Green should be

7 Blue possible to

8 Yellow to find what
the other
numbers are.

On the 64, use POKE
B3280,... for the border and
POEE 53281,... for the
BCTeern.

On the Bpectrum, use the
ecommands Border, number
and Paper, number.

The numbers are:
0 Black

1 Blue

2 Red

3 Purple

4 Green

5 Cyan

6 Yellow

7 White

80, that's colour — very
nice. Originally we used
POEKE so what's PEEK?
Well, PEEE means ‘‘see
what's in the specified
box'". Therefore if you (on a
Vie) type:

? PEEK (36879)

you will get RY, for white
screen, cyan background is
27. PEEK and KE go
hand in hand.

Perhaps Vic owners will
now understand PEEK
(197). 197 is the POEE loca-
tion for key input, each dif-

ferent key has a differen
number. It's %'ea.t.!

Possibly a better way o
explaining POKE is to ue
the screen. Type in Pro
gram 2.

Use locations:
Vic 7680-8185
Vie + 18K 4096-4601
Ce4 1024-2023
Cl1l6 3072-4071

The characters are be
ween O and 255, .
character will work on
Commodore computers on
ly. Line 50 will need to b
changed accordingly.

Line 60 needs explain
ing. x is the screen locatior
and y is the number of th
character code you chose
so really it is ‘‘Pul
character x in box f”.
explains it more clearly, I
think. The screen is a grid
a set of boxes. ANy
character can be put I
each box. That is po

This is the most impo
tant part of computing, bul
on the Spectrum it is dif
ferent. They do not us
PEEK and POEKE so muel
for the screen they use:

PRINT AT location
down, location across
“WHATEVER I8 TO
PRINTED''

To check what is in th
square this is used:

IF (SCREEN$ (location
down, location Aacross
= “Whatever character you
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want to check' THEN. . .

As you can see, they are
s]iﬁ different.

K tells you what is
in a certain location, while
SCREEN$ checks to see
whether a certain character
is at a certain location.

It is clear that the use is
unlimited. With screen$ in
a Pac-man game you use:

If at location (Pac-man
+1, Pacman) there is the
character for a dot, then
give a point.

If at location (Pac-man
+ 1, Pacman) there is the
character for a ghost, then
GO TO the end gams
routine.

While with PEEK it
would be:

If at loecation Pac-man
+ 1 there is the POKE code
for a dot then. . .

If at location Pac-man
+ 1 there is the POKE code
for a ghost then. . .

80 you see, with Com-
modore machines you poke
a number in a square and
read a number in a square.
With B8ineclair Computers,

ou print a character at a
ocation down, across and
see If there is a certain

character at that down,
across location. Different
formats but the same prin-
ciple.

Well that's the tea.ching

!
Before the QGames, let's
recap.

To move:

GET A$ or A= IN KEY §
if A$="*'" THEN
A GOSUB must have a
return
PRINT TAB(x) ** "PRINTS"'
"' % spaces along
RND is used to generate
random numbers
RND(1) * 100 generates a
random number between 0O
ATl

(NOTE: leave out the (1)
on Sinclair computers).

(RND(1) x 100} + 100
generates a random
number between 100 and
100. DON'T FORGET.
INT(RND ETC) rounds the
number off, ve whole
numbers INTEGERS.

Colour commands vary
from computer to com-
puter.

POKE location 36879,7

POKE 53280,7

Colour 4,7

Colour 1,7

Border ?

Screen ?
The screen is a grid

Use PEEK and POKE or
PRINT AT and SCREEN §
for ‘guttmg characters in
location and seeing what
characters are there,

COMPUTER GAMER JUNE 1985

In Program 3 you can
draw pictures using the
Keys A-Up, Z-Down, N-Left,
M-Right.

Changes that have to be
made are: C64 Line 30 to
FOKE B53280,0:FOKE
53281,0 and line 20 to
x=1024. C168 line 30 to
COLOUR 1,1:COLOUR 4,1
and Line 20 to x=3072. On
both computers the ** — 22"
and “+228" in lines 50
andB0 should be replaced
bs'. “—40“ and --+40”
res tively.

or the Spectrum just
type in Version 2.

Now you will be able to
make patterns. Good for a
ten line program, but how
does it work? Well. . .

67

Line 10 clears the screen
Line 20 on the Commodore
version sets the POKE loca-
tion while on the Binclair
set the gition for the
PRINT AT.

Line 30 seéts the screen and
border colour. Change
them and see what looks
best.

Line 40 gets the Key miut.
Lines 50-80 analyse the key
and move block in the a
propriate way. It is self-
explantatory on the Spec-
trum, but the reason why
on the Commodores you
have + / -22(or +/ —-40)is
because that is the width of
the screen and 22 locations
back on the Vic is one
square above. You can also
change the key input if you
wish to suit your fingers.
Line 90 either POKES or
PRINTS your square in the
appropriate place.

Line 100 goes back to move
again.

This is fine for a ten line
program, but how about
constantly changing col-
our? Just add this line:

95 Z= INT(RND(1)x255)
968 POKE 36879,2

This is for the Vie, but for
the C16 and 64 use:

95 A=INTRND(1)x15+ 1
:Bl= INT(RND(1)x15)
+




6O

86 POKE 53290,A:POKE
53.81,B

for the C16

96 COLOUR 4, A: COL-
OUER 4,B

and the Spectrum

95 A+INT(RNDx 8)+ 1:
B=INT(RNDx8)+ 1
96 BORDER A: PAPER B.

Now that is done, how
about just moving, no trail,
Well, on' the Vic add to

line 50*'POKE x aa 32"
line B0 'POKE x 239"
line 70*‘POKE x 1 3z
line 80*POKE x — 1,32".

32 is the POKE code for a
space.

On the C16 and 64 use
the same changes as on the
Vie, but now use for lines
50 replace 22 with 40 and
line 60 the same.

On the Spectrum, you
need to add to:

Line E’vO ”PRINT AT x +

I+I'I-

1,¥;" BPACE
Line 60 “PRINT AT x -
1,Y;'* BPACH *

Line 70 “PRINT ATxY+1;

ACE
Line 80 “PRINT AT x,¥-1;
‘ BPACE '

Having done this, you
now have a number of
variations and should be in
position to write your own
games. How about a game
where you have a random
location? The random
character is only possible
at the moment on Com-

modores, but Spectrum
owners with im tion
will, I'm surs, ink of
something.

The Final Program this
month is Asteroid Dodge.

You use the star at the rop
of the screen and you must
avoid the blocks, which are
asteroids. To move use Z
and M, but you may change
them if you want. Here
again there are two ver-
sions, one for the Com-
moore Computers and one
for the Spectrum. A score
feature is included and,
with a bit of patience,
should be scoring over 500
points.
To convert this to 64, the
following changes will be
needed:

Line 20 to x=1044
Line 30 to POKE 3R280,0:
FPOKE 5328

Line 50 to A INT(RND(1)
x1000) + 1024

Lins 100 to IF PEEK
{5;5640)=160 THEN GOTO

On the C16 change:

Line 20 to x = 3072

Lme 30 to Colour 4,1: Col-
our 1l

Line BD t.o A + INT(RND(1)
x1000)+ 3

Line 100 to IF PEEK
{5}55 40)= 180 THEN GOTO

NOTE: You can change the
screen and border colours

to suit you and Vic owners
can use PEEK(197) in the
usual way.

How does it work?

Line 10 clears the screen

Line 20 sets the POKE location or the PRINT AT
variables

Line 30 sets the screen and border colour

Line 40 POKES or PRINTS your space ship (a star)
in the middle of the top line

Line B0 chooses a random PO location for the
islartarcida (or random wvariables for PRINT

)

Line 60 POKES the asteroid (or PRINTS it)

Line 70 gets a key input _

Lines 80 {

and 90 see if you move. If you do, it deletes the B
old space ship and repositions you in the BE"Y
Qgprupria.ta place A

Line 100 ecks to see if you have hit a piece of -
trash, an asteroid; if you have, it jumps Fo
to 50O (i.e. if the square in front of your 4
space ship has the POKE code of an E
asteroid (or the graphic of one) it jumps
to line 600)

Line 110 inecreases your score, D, by one

Line 120 PRINTS a line of spaces. This scrolls the
screen upwards

Line 130 goes b to 40; if you have crashed, you
will now have jumped to line 500 (see
line 100)

Line 600 clears the screen

Line 510 PRINTS your score.

That's Asteroid Dodge. I
hope it gives you some
ideas. Next issue I shall be
dealing with UDGs (User
Defined Graphics) with
which you will be able to
use professional lookin
graphics games, instead o
relying on eyboard
characters. Until then,
good luck with writin
your own games and goo
oom uter gaming
tha.nks m D Tuffitt
and R earn for help with
Spectrum and Cl8 pro-

gramming.

COMPU




The Design is Delta.

Voltmace is the UK'’s largest computer joystick Our success is our design—Super sensitive
manufacturer. Last year Voltmace produced more fingertip control with fast, centre sprung return action,
joysticks for more computers than any other British means you always know where you are.
company.

Tough, solid steel shaft, encased in a smooth
nylon sleeve, handles even the roughest treatment and
ensures hours of easy, fatigue free use.

The famous delta shaped joysticks are now
available for over twenty different micro computers
including the BBC, Acorn Electron, Dragon,

Commodore 64, Sinclair QL, Spectrum, Amstrad and Make the most of your micro computer with
Tatung Einstein. delta superior joysticks.
For the BBC C.A.D. 32—Computer aided design on the For the QL
Delta 14b—An analogue joystick with 12 Dragon with the delta 14d and CA D, 33, Delta 3sg—Switch type joystick with 3 fire
button programmable keypad,; full use is complete with 14d keypad overlay £4.95 /A  buttons, no interface needed £12.00 A\
made of keypad when connected via delta For the Electron For the Amstrad
14b interface. Colour matches BBC £14.95 /A Delta 3sc—Switch type, 3 fire button Delta 3sa—Switch type joystick with 3 fir
Delta 14b interface—An interface to allow joystick, use FBC interface £10.00 /A buttons, no interface nebded £12.00 A\
full use of the delta 14b . £14.85 A elta 3b ‘single’ and delta 3b ‘twin'—For ~ Delta 3sa splitter—Run two delta 3sa
Delta driver—A cassette based utility details see BBC above. Both use Plus 1 joysticks from the joystick port £495 A
ogram for the delta 14b £5.95 ﬁ interface ‘single’' —£12.00 For the Spectram
elta 14b system—As above £35.15 4 ‘twin'—£19.95 - e £l : .

Delta 3b ‘single’—A 3 fire button analogue £ Delta 351 - Switch type joystick with 3 fire
e g ﬁgum A For the Commodore 64 buttons to run on your interface 2 or
jﬁgszg 3b ‘twin'—Two analogue iovsticks on Delta 3sc—Switch type 3buttons ~ £10.00 /A  Kempston interfaces £10.00 A
o R s £19.95 A  Delta I6c datapad—A 16 button keypad Delta 3s2—Switch type, 3 fire buttons, to

ping, o ' programmed with software supplied run with Concom interface £10.00
Joystick utility tape—Convert keyboard £2095 A Co intect £19.95 A
Br:g:ams to run with joysticks . £5.95 /A : ¢ 7 e i

lta 16b datapad—A 1€ button keypad For MSX micros L7, S For the Einstein
programmed with software supplied Delta 3sm—Switch type joystick with 3 fire Delta 3e—A 3 fire button analogue rygne
i £3495 /\  buttons £12.00 A joystick, no interface required 12.00 £\
For the Dragon Please send me the items | have indicated above
Delta 3d—This analogue joystick comes
Erith the choice of either red or green fire N Name For EXPRESS delivery telephone us
uttons for easy recognition. . . . . . £10.00 on Baldock ((462) 834410 with your

Delta 14d and mterfaceAEnaloguerPrpe Address Access or Barclaycard number
joystick with 14 button programmable o ;
keypad : ... E2095 A BiEea E il
All prices include VAT and P&F (Overseas add £2) I enclose Cheque/PO for £ made payable to RN
Callers welcame at the factory—Monday to Friday Please allow 28 days for delivery. Voltmace Limited

For detailed product information

. . ' '. please send SAE indicating your
F——-1 =- = requirements on the order form.
FEREETEE

Park Drive, Baldock, Herts. SGT 6EW Telephone (0462) 894410




Andrew Shaw

The object of the game is to
guide your boat through
the harbour. Full instruc-
tions are included in the
program.

I have used various
machine code routines in
‘Crazy Sailing’. The object
code for these has been
stored in Data statements
in lines 30,000 onwards. Be
careful when you are enter-
ing lines, as one Wrong
character may cause your
system to crash. SAVE
“D:CRZYBAIL'' or CSAVE
the program before attemp-
ting to RUN it.

oke 16,64: Poke
53774,64 has been used to
disable the “‘break’ key.

Press ‘Bystermn Reset' to
exit.

B REM CRAZY SAILING.

1 REM BY A. SHAW. COMPLETED MAY "84

2 RANTOP=PEEK(1B4)

4 GRAPHICS 1B:SETCOLOR @,7,8:POKE 14,44:

POKE 53774,44

& POSITION 3,3:7 #b;° INITIALIZING *

8 POSITION 3,5:7 46;"CRAIY SAILING®

9 POSITION &,7:7 #6; "HANG ON"

18 60SUB Jeeed

11 SOUND @,@,@,0:50UND 1,8,8,8

15 GRAPHICS 18:SETCOLOR @,12,12:SETCOLOR
4.3,2

2@ POKE 14,b4:POKE S3774,564

25 POSITION 3,2:7 #b;°CRAZY SAILING®

10 POSITION 3,4:7 #b;"BY ANDREW SHANW®

15 POSITION 4,6:7 #b;"INSTRUCTIONS®

48 POSITION 7,B:7 #4;°Y OR N*

45 OPEN #1,4,8,"K:":X=USR{1664):6ET #1,K
:CLOSE 41

5@ IF CHRE{(K)="Y" THEN GOSUB 1@ed@:GOTO
1]

55 IF CHRF(K)<)"N" THEN 43

&0 GRAPHICS 18:SETCOLOR B,12,12:SETCOLOA
4,8,0:POSITION B,2:7 Bb;"select difficu
1ty ";DIF

61 POKE 1b,b4:POKE 53774,44:5ETCOLOR 3,3
b

¥

b2 POSITION 2,4:7 #b;" (1=EASY,5=HARD}"
&5 POSITION B,6:7 #4;"press start to pla
v

78 K=PEEK(53279):IF ¥=b THEN FOR P=202 T
0 @ STEP -5:S0UND B,P,10,1B:FORK W=l TO 3
sNEXT W:NEXT P:SOUND B,8,8,8:B60T0 82

75 IF =5 THEN DIF=DIF+i:FOR P=@ TO 200
STEP 1B:SOUND @,F,18,1B:NEXT P:SOUND 8,8
,0,8:IF DIFY5 THEN DIF=|

B@ POSITION 18,2:7 ¥h;DIF;" ":FOR W=l 1

e

-LCI’A ¥ a5
AlILING

0 180:NEXT W:BOTO 78

82 POSITION 8,8:7 #6;"PROGRESIVE PLAY Y/
N2

B4 OPEN #1,4,B,"K:":BET #1,K:CLOSE #1

85 IF K=B9 THEN PROG=1

86 IF k=78 THEN PRDG=2

87 IF K()78 AND K()89 THEN 84

99 SPEED=68-(DIF+18)

95 COLOR 32:FOR X=B TO 19:PLOT X,@:DRANT
0 1, 11:50UND @,255- (X%10) 19, 18:FOR W=1

TO L@:NEXT W:NEXT X

9% SOUND 8,2,8,9

97 POKE 10b,RAMTOP:POKE 186, PEEK (184)-16
18@ GRAPHICS 23:SETCOLOR @,@,8:SETCOLOR

{,1,4:5ETCOLOR 2,8, 12:SETCOLOR 4,8,2:COL
OR 1:POKE 559,8:POKE 765,1

185 POKE 16,b4:POKE 53774, 64

118 PLOT 150,90:DRANTO 88,78:DRANTO 8,78
:POSITION ,9@:X10 18,%5,3,8,"5: ":POKE 7
85,1

128 PLOT 45,7@:DRAWTO 65,35:DRAWTO 38,33

:POSITION 3@,70:X10 18,85,8,0,"5:"

138 COLOR @:FOR ¥=35 TO 45 STEP 2:PLOT X
,60: DRANTO X,7@:NEXT X

14 FOR X=33 T0 57 STEP B:PLOT X,A2:DRAN
TO X+4,42:DRANTO X+4,46:DRANTO X, Ab: DRAN
T0 X, 42:NEXT X

158 FOR K=35 TO 59 STEP B:PLOT X,A2:DRAM
T0 X,46:NEXT X:FOR X=33 TO 57 STEP B:PLO
T ¥,44:DRANTD X+4, 44 NEXT X

168 COLOR 1:PLOT 27,35:DRANTO 48,35: DRAK
T0 48,28:POSITION 27,35:X10 18,46,8,8,"5

170 COLOR 2:PLOT 49,28:DRAWTD 49,13:DRAW

10 55,13: DRAWTO 55, 16:DRANTO 49,16

188 COLOR 3:PLOT &5,3:DRANTD 71,3:PLOT &

3,4:DRANTO 72,8:PLOT 41,5:DRAWTO 73,5:PL

0T 59,6:0RAHTO 71,6

198 PLOT &1,7:DRAKTO &9,7:PLOT 42,8:DRAN

T0 &7,8:PLOT &4,9:DRANTD 66,9:COLOR @

218 COLOR 3:PLOT 5@,14:DRANTO S4,14:COLO

R 1:PLOT 5@,15:DRAWTOD 54,15

220 COLOR 3:PLOT 18@,3:DRANTO 1@5,3:PLOT
99 4:DRANTD 186,4:PLOT 97,5:DRANTD 108,

S:PLOT 94,6:DRANTD 1096

230 PLOT 92,7:DRANTO 187,7:PLOT 98,8:DRA
WTO 108,8:PLOT 91,9:DRAWTO 104,9

235 PLOT 93,10:DRAWTO 124,18:PLOT 93,11:
DRANTO 99,11:PLOT 95,12:DRANTO 97,12

240 PN=PEEK(106) :PNB=FH¥256:RESTORE 285

i .conrmn GAMER JUNE 1

250 POKE 54279 ,PM:POKE 53277,3:POKE
b,1:POKE 623,4

268 FOR I=PMB+512 TD PMB+&4R:POKE I,
Rkl

270 POKE 704,52: X=BB:POKE 53248,1:%=

200 FOR 1=PMB+512+4Y TO FME+S23+Y:READ

POKE I,A:NEXT 1

785 DATA @,B,8,8,16,16,36,56,127, 127
124

799 POKE 559,44:FOR W=1 TO SR@:NEXT H
J1@ FOR 1=88 TO 128:POKE 53248, K:500
1,128, 10:50UND @,@,8,0:FOR W=1 T0 18
AT W:NEXT X

328 FOR =128 TO 19@ STEP 3

325 1=USK(DOWN,PMB+3124Y):Y=Y4]
327 FOR ¥i=! TO 3:POKE 53248,X+K1:
8,255-A+X1+Y,18,18:50UND @,8,8,0
335 NEXT X1:NEXT X

JAB FOR X=19@ T0 22@:POKE 53248,1:5

2,x,128,18:50UND @,0@,8,@:FOR W=1 TO 1

EXT W:NEXT X

35@ FOR V=15 T0 B STEF -1:5OUND 8,
2,V:50UND @,8,8,0:FOR W=1 TO 28:NEXT
EXT V

J6B FOR W=1 TO 1@B:NEXT W

378 REM ##% MAIN LOOF ##+

4@ GRAPHICS 17:SETCOLOR @,8,14:5ETC
4,8,2:SETCOLOR 3,3,6:SETCOLOR 2,34
E 53277,8:POKE 559,8

405 POKE 1b,64:POKE 5377464

419 POKE 756,CH

A6 POSITION @,23:7 Bb;"sc “350" R
LIVES;® sk ";(6@-SPEED!/18

420 FOR X=@ TD 1% STEP 2:FOR N=1 TO &
438 Y=INT(RND (@) ¥15)+2

440 LOCATE X,Y,2:1F 1432 THEN 438
458 POSITION X,Y:? 46" ("

44B NEXT M:NEXT X

452 FOR N=1 TO 2:POSITION 11, INT(RND
1904337 #b;" ("NEXT N

454 POKE 559,34

455 POSITION 4,1:? #b;"press 'FIRE™
456 IF STRIGIB)=1 THEN 44b

447 POSITION @,1:7 463"

478 COLOR 43:PLOT @,1:DRAWTD 18,1:
2,1: DRANTO 19,1

475 Y=INT (RND(R) #19) :LOCATE ¥,22,1s
332 THEN 475

480 FOR Y=22 T0 @ STEP -1

s e U
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lr'-—""‘1W'"""""'"“"""_______________"

KE 5323
1,B:NE

1=75
READ A:

27,126
T ¥

S0UND @
) 1B: NE

S0UND

SOUND
0 18:N

25,12
IT W:N

ICOLOR
4:POK

Did) #

498 S=5TICK(@)

495 IF 5=15 DR S=14 DR 5=13 THEN DX=X:0Y
=¥+1:60T0 515

980 IF S=11 OR S=10 OR 5=9 THEN OX=):)=X
=1:0Y=Y+]

518 IF 5§=7 OR S=b OR S=5 THEN OX=XgX=l+1
10Y=Y+!

312 IF X< THEN X=B

al4 IF X319 THEN X=19

313 LOCATE X,Y,2:1F I<>32 THEN GOSUB (i@
2@:607T0 480

520 POSITION OX,DV:? 443" *

538 POSITION X,Y:? 46;")"

335 SOUND B,X+Y,B,14:50=5C+18

337 POSITION @,23:7 #6;"sc 180" i
LIVES;" sk *; (6B-SPEED) /18

548 FOR W=1 TO SPEED:NEXT WiNEXT ¥

538 SOUND @,8,0,8

933 IF NOT PROG THEN GOSUB 6@@:6070 579
568 IF X9 AND X<=12 THEN GOSUB 4@

363 TY=TY+1:1F TY=4 THEN TY=1:SPEED=SPEE
D-18

565 IF SPEED(=1 THEN SPEED=18

378 IF X<=9 OR X»12 THEN GOSUB 11080:607
0 4@

388 60TO 4@0

688 POSITION @,@:7 #b;"

“ssREM 2@ SPACES

b1@ POSITION 3,8:7 #6;"YOU'VE MADE 1T:5
C=5C+INTIRND (@) #1@0) +40

615 GOSUB 628:RETURN

628 FOR N=1 TO 7

63@ FOR P=B TO 208@ STEP 4P

&48 SOUND @,P, 10, 18: S0UND 1,P+2,18,10
638 MEXT P:NEXT N

bb@ SOUND @,2,0,8:50UND 1,0,0,8

678 RETURN

828 RESTORE 845

B40 READ 1,J:IF I=3 THEN RETURN

845 IF I=8 THEN 842
838 SOUND @,1,1@,14:50UND 1,1-1,10,14
B35 FOR I=1 TO J:FOR K=1 TO 20:NEXT K:NE
AT 1:SOUND @,@,2,8:50UND 1,0,8,0
868 FOR I=1 7O 1@:NEIT 1:6OTD B4Q
BoS DATA 243,8,243,4,243,1,243,4, 204,42
I?.l,?!?,4,243,£.2#3,47255.1,2¥3,b,3,3
7999 REM ##% INSTRUCTIONS ##+

18888 GRAPHICS @:SETCOLOR 2,8,0:SETCOLOR
1,8,12:5ETCOLOR 4,8,8:5ETCOLOR 8,15,12:
POKE 752,1

10083 POKE fe,64:POKE 53774, 44

18818 DL=PEEK (568)+256+PEEK (541)+3:POKE
DL,71:FOKE DL+3,6
10020 POSITION 3,@:7 *CRAIY SAILING®:PO
SITION 23,8:7 “BY ANDREW SHAW"
18832 7 :7 * The idea of the gase is to
guide  your hoat through the harbour
and out through the gap *;
18035 7 "at the top of the screen,”
10048 7 :7 " There are five levels of ]
lay. Level 1 is easiest, Level 5 is
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hardest. You can change *;
10845 7 “levels by pressing the SELE

CT key."
18058 ? :?7 * To control the boat you us
ea Joystick pluged in port 1. You

can  only move the boat *;
10035 ? "left or right, The computer
will move it forward autoeaticaly.”
10868 ? :? ,"Press any key":POKE 744,255
18065 IF PEEK(764)=255 THEN 1865
18878 BRAPHICS @:SETCOLOR 2,8,8:SETCOLOR
1,8,12:SETCOLOR 4,8,@:SETCOLOR B,15,12:
POKE 752, 1
18875 POKE 16,b4:POKE 53774, 64
18088 7 :? * You have three lives. You
lose one life every time you hit a
rock. You will also lose one °;
18885 ? "life if you colide with the
barrier at the top  of the screen.®
18898 ? :? " You score points as follow
10188 ? *1) For every successfull move
taorward, you scere 1@ pts,*
10118 ? :? "2) For every successfull har
bour crossing, you score 238 pts
ia randos bonus between *;
18128 7 4@ and 148 pts.”
10138 ? 12 " You will also score a bonu
sof 18 times the difficulty level.Thi
s will be added at the end of *;
18135 7 "the game.”
18140 ? :? \"Press any key.":POKE 744,25
3
18145 1F PEEK(744)=255 THEN 10145

~ 18158 RETURN

11888 FOR V=108 T0 @ STEP -18
11085 FOSITION 0X,0¥:7 #6;"#"

11010 SOUND 8,255-V,12,18:50UND 1,280-V,
12,18:POKE 718,V

1102 NEXT V:SOUND 8,,8,8:50UND 1,8,8,0
:POKE 718, PEEK{712):605UB 820

11825 POSITION OX,0:? 463" *

11830 LIVES=LIVES-1:1F LIVES=@ THEN 1280
)

11848 RETURN

12880 ERAPHICS 17:SETCOLOR 4,8,8:SETCOLO
R 8,12,18:POKE 16,64:POKE 53774, 64

12010 POSITION 4,127 #6; " $HE8a880"
12815 POSITION 4,2:7 463 "4GANE OVERY"
12020 POSITION 4,3:7 #6; "HASHEIH"
12821 SC=SC+(184DIF)

12022 POSITION 2,8:7 #6;*YOUR SCORE=";SC
:IF SCOHSC THEN HSC=SC

12823 POSITION 2,18:7 #6;°HIGH SCORE=";H
s¢

12025 POSITION B,21:7 #b;°PRESS START TO
PLAY"

12838 POKE 718,PEEK (28)

12035 IF PEEK(53279)¢6 THEN 12038

12848 DIF=1:5C=0:LIVES=3:60T0 15

38000 RESTORE 3@peq

38810 DIM DOWNCODES$ (21} : DOWN=ADR (DONNCOD
E$

38828 FOR I1=DOWN TO DOWN+28:READ B:POKE
1,B:NEXT 1

30038 DATA 104,104,133,204,104,133,203
3235 DATA 160,19,177,203,208, 145,203
32048 DATA 134,136,192,255,208,245,9%
38858 DIN MC$(32)

30060 FOR I=1 TO 32:READ A:MC$(1,1)=CHR$
{A) :SOUND 8,1+19, 18, 18:NEXT |

30070 DATA 104,104,133,213,104,133,212,1
04,133,215,104,133,214,162,4,162,0,177,2
12,145,214

38080 DATA 209,208,249,230,213,238,215,2
82,208,248,9

3885 CH=PEEK(1@b)-B:CHSET=CHEZSE

30892 1=USR(ADR(NC$) 57344, CHSET)

38108 DIM CHARS (3):CHAR$="()+"

J@1:@ FOR 1=1 70 3

38128 CHPOS=CHSET+(ASC(CHARS 1)) -32) %8
38138 FOR J=R TO 7:READ A:POKE CHPOS+J,A
sSOUND @, 140,10, 18:NEXT J:NEXT 1

30140 DATA 8,28,28,62,62,127,127,255
38150 DATA 24,60,126,126,195,195, 195,195
38160 DATA 255,235,255,255,295, 255,255, 2
55

8200 LIVES=3:5C=R:DIF=1:LEVEL=1:PROG=1
32080 REM VBLANK ROUTINE TO ROTATE
32018 REM ALL 256 COLOURS#

32028 REM FROM 170 ISSUE 4 WINTER ‘83
32830 FOR A=0 T0 &3

12840 READ ITEM

32050 FOKE 1664+4,1TEM

32855 SOUND @,A+10,10,18

I2B4R NEXT A

32178 RESTORE :RETURN

32588 DATA :73,36,2,141,193,6

32518 DATA 173,37,2,141,194,4

32520 DATA 160,180,162,6,169,7

32530 DATA 32,92,228

32540 DATA 238

32550 DATA 192,6,173,192,6

32560 DATA 141,18,212,141

32570 DATA 22,208

32560 DATA 174,252,2,232,240,238

32598 DATA 172,193,5,174,194,6

32600 DATA 169,7,32.92,228,104,56

32618 DATA 286,196,2,173,19%

32640 DATA 2,141,192,6,76,98,228

-
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Robin Davies

The object of the game is to
find a group of words in-
puted by the user in a 15 x
15 grid of letters.

he game runs two dif-
ferent ways one with a time
limit and another with as
much time as you want.

FOKES32680 ,0:POKES328] .8
REM CLR WHT 2%CRO- S*CRL 2#CRD- 4=CRL 2xCRD- 7#CRL
FRINT"J" : TAE ¢ 17 3! " SJLORD SREREEF 1D ER R SRR 05 [N DAV IES®
FORAL=1TOD1BBAINEXTAL

FREM 37=CRD CLR

ASE= " M ¢ PR 1T " 0" GOSUB 148
REM CLR

B3I=0tPRINT"J"

DIMABE( 1S, 15)

FORAZ=1TOI1S
FORAS=1TOLS :
AEE(AI,AS)I="B " IMNEXNTINEXT !
FOKESS4EE, 12

REM WHT CRL-YEL

INFUT"@PUZZLE MNAME BE"!A7S

REM LHT-CRO 4%CRL-YEL

INFUT " SiHOW MANY WORDS (MAX 18D L[ ' LR
REM 3*CRU

IFE4 > 1BTHENPR INT"OO" :GOTOE 1

REM LWHT-CRD YEL LHT YEL

PRINT® giFNTER YOUR EI"/B4:"@ WORDS " iPRINT"H"
FORAZ=1TOB4

IMNPUTAZ®E(A3 I IPRINT
IFLENCAZS(AZ) ) IBTHENGOTO 145

MEXTAS

REM CLR-WHT

PRIMT* WORK IMNG OUT PUZZLE":1GOTO28
FORA3=1TOB4

AZ= INT(RNDC(12%15+1)

AB=INT(RND (1% 15+1)

KeINT(RMD(1)%3)~1

YuINT(RMD(1)%3) -1

IF<=@AMNDY =ATHEN3Z2

IFAZ+Me (LEN(AZE(A3 ) 2 ~1) » 1STHEN3E2

IFAB+Y* (LEN(AZ®E{A3 ) }-1) »1STHENZZ2

IFAB+Y*x (LEN{AZE(A3) ) -12<{BTHEN3Z

IFAE+Hx (LEN(AS® (A3 ) -11{BTHEN3Z
FORAS=ATOLEM{(AS2E(AI ) =-1

IFAGS (AT XX +AZ ,AB*Y+AB I =MIDSCAZBLA3) ,AS+1, 1 Y THENA3
IFAGE(AD*H+A2 ,AS2Y+AB I = "B * THENAS

zOTO32

MNEXT

FORAS=BTOLEMN{AZECAI ) ) -1

AES(ASEN+AZ  ABRY+AB ) =MIDS(AZS(AI) ,AB+L , 1)
MNEXT

A4 (A I =KIAS (A3 =YIAB (A3)=A2 1AT (A3 ) =AB8

MNEXT

AIE="ABCOEFGH 1 JELMMNOPORS TUVIKYZ *

BE=LEMN{A3I®)

FORA3=1TO1S

FORAS=1ITOLS

IFAEE(AI . AG)< > A" THENSE

BS=INT(RNOCL)#BE+1)

AGE(A3,ASI1=MIDS(A3E,BS, 1)

L
f
f
i
L
L
i
i
L
L
L
L
:
|

HEXT

MEXT

GosuBl22

REM CLR- 4=*CRD
FRINT * e

FORAZ=1TODIS
FORAS=1TOL1S
AIE=AIE+AES A3, A ENEXRT

REM YEL

FRIMNT® m"AdE

AGE=""

MEXT

REM LHT~HOM

FRIMT" 38" ' ATH

REM HOM CRD

FRINT"E") TAB(23) "WORDE TO FINDNE"

FORAZ=1TOBS

IFA3L IBTHEMNGOTOT

REM BLU

FRINTTRAB(21)»"@la “A2s(id):G0TOTE

REM BLU WHT

FRINT*@*"TAB(Z21»A3*H “"AZ2%(A3)

MNEXT

REM GRM-HOM- 2:CRD

FRINT " : TABCI2 2 100011 "

REM GRM

PRINTTAB(3) "@I23456789012345"

REM GRM-HOM- SaCRD CRD-CRL CRO-CRL CRD-CRL CRD-CRL CRD-CRL CRD-CRL

PRINT " i | N - N NG N N~ ¢

REM GRMN-CRD-CRL CRD-CRL CRD-CRL CRD- 2#CRL CRD- 2%CRL CRD- 2:CRL CRD- 2iC
CRD- 2%CRL

FRINT " S NS N O | N © S S .S

REM GRM-HOM 1&=CRD SaCRL-RVE-BLU

PR INT @ TAB (21 ) * M T | ME LEFT R

REM GRN-HOM- E2@#CRD

F 2T Y e

IFE9=2THENGOTOS3

COMPUTER GAMER JUNE 1986




Fj—‘—+_

183
188
1ai1
182
183
184
185
188
1a7v
1ag
189
1ia
11

125
126
127
128
129
1239
1z@
13@
131
121
132
133
134
135
136
137
138
138
139
id4a
141
142
142
143
144
144
145
145

147
148
143
158
158
151

ClsCy=1
IFC1=CZ2THENGOSUB 185

GOSUB IS7IGETALS! IFALE=""THENTT
REM LHT 4#CRL=-YEL
INFUT"SMNUMBER OF LIMNES DODWMN
IFEE=ATHEMGOTO 138

REM LHT 4*CRL-YEL

INFUT*" SMUMBER OF LIMES ACROSS
IFB7=8THENGOTO 130
REM WHT 4 *xCRL-YEL
INPUT " SMUMBER OF WORD
IFBE=ATHEMNGOTO 138
REM 2*CRU

IFEE » 18THENPR INT "0 : GOTOA T
IFBE< »AB (BB ) THENTB

IFB7< »A7 (BB ) THENTB

FOKE 1843 +4@xBE+18+48 .31
FOKESS31S5+4@8=B8+ |8+48 . 6:B3=B3+1
FORAS=BTOLEM(ASS(BE) ) -1

" ; BE

-y

M  EE

GOSUBIBTIBL=1187-41+403B6+B7+A3+AS (B8 ) +A3 x40 +A4 (BB} +48A
IFPEEK (B 1)} <{3BTHENPOKEE | ,PEEK{B1)+ 1281 POKEB 1 +S4272 .14

MNEXTAZ

IFB3=E4THEH 1B

GaTovre

FORAZI=1TO102@t NEXTAZ

REM LHT =HOM

FRINT " SvOU HAVE COMPLETED THIS WORD FINDER

FORAI=1TOZBBA I NEXTAZIBA=21560TO131
OPEMNI .4:CHMD 1

GOSUBL1E

AT=2

FRINTW] " "

FORA3=1TODIS

FORAS=1TOI1S

AGE=A4E+AES (A3, AT ) T NEXKT

IFAZXB4+ 1 THENGOTO1 12

REM E*CRR

FRIMNTHL  A4%) "HERBEE" ' AZE (A7 ) LA7=AT+1:G0TO113

FPRINTHI A4S

AdE=""

MERT

PRINTHL """, "" ==

CLOSE1 .4

RUMN14

PRINTHI ,ATS

PRINT#L.""

PRINT#1, "PUZZLE... LIBT...

PRIMT#1 ., " "tRETURM

REM WHT-CLR CRD
FRINT " SORD FIMDERN

REM CRD

FRINT®*OD0 YOU WISH TO PLAYE
REM YEL WHT CRD

PRINT*FROM E1>.8 PRINTOUTHE
REM YEL LHT

FRINT® ON BEE).# COMPUTER
GETALEI [FAl&=""THEMIZ2E
IFA1S="1"THENGDTO 183
IFA1&="2 " THENGOTO 1 78
GOTOIZE

REM WHT-HOM

FRIMNT*3E RESIGM...
REM HOM- Z@xCRO

FRTMT * o s s se)
REM CRU

FORAL=1TOItPRINT*
FORBB=1TOBS4

IFB4=2 THEMGOTD 1 39
FORA3=ATOLEN(A2S(BB) )~ 1

RESIGN, .. RESIGM. . .

Bi=1187-41+40%xAG (BRI +ATI(EE ) +AZLAS (BRI +AZ 14D A4 (BE 1 +48
IFPEEK {(B1»<{3@THENPOKEE 1 .,PEEK (B1)+128'POKEB 1+54E72. 14

HEXTAZIMNEXTES

REM WHT-CRU

PRINT"SOTO CONTIMUE HIT A KEY"

GETAl*: IFAl&=""THEM148

IFAlE=" “THEM143

GOTOL48

REM CLR

PRINT "J*

RUMNI4

REM RED WMHT

PRINT"®"A28{A3) "8 IS MORE THAM 18 LETTERS"
REM LHT

FRINT"SINPUT ANOTHER WORD"

GOTODES

READA 1S
IFAl&="-"THEMNA 1&="CONT INUE " 1 GOSUB 172
IFAl#="+"THENA 1$="START*tAl=21605UB172
REM HOM

FORAI=1TO3SIPRINT"#" 'RIGHTS(ASH CIMIRIGHTS(AIS AL INEKTALICI=CI+1

COMPUTER GAMER JUNE 19858

152
153
154
(§-1-1
156
157
1se
159
iIca
161
188
163
164
165
186
187
188
183
17a
171
172
173
174
173
176
176
177
177
178
178
178
179
iaa
181
182
183
184
184
185
186
187
188
1838
198
191
182
193
194
195
196
197
1898
a8
cna
aal
a2
2a3
2a4
&85
28E
287

READY .,

"IHNEXTAIIPRINT"O"

GOTO148

DATA®IN LORD FIMDER YOU ARE GIVEM A LIST OF"®,"*

DATA"WORDS LHICH CAM BE FOUND IM A GRID OF",*"
DATA*LETTERS. """

DATA®" THE HIDDEWN WORDS CAN BE READ FORWARD.®.""

DATA"BACKWARD , UP, DOWMN AMND DIAGONALLY.™,""

DATA™ WHEN ¥0U HAVE DISCOVERED A WORD IN THE®",""®

ODATA"LETTER GRID YOU MUST FIRST INPUT THE".""

DATA"CO-ORDIMNATES OF THE FIRST LETTER OF THE".,""
OATA"WORD , THEN SECOMDLY INPUT THE MNUMBER OF".,""

DATA*THE WORD YOU HAVE FOUND, ™ ,"" .-

DATA® TO QUIT THE GAME TYFE @ AND HIT RETURM. """
DATA® TO STOP THE CLOCK IN THE LIMITED TIME®.""

DATA"GAME PRESE 'EPACE BAR"'" ,""

DATA® THE GAME CAN BE PLAYED ON THE - COMPUTER",""
ODATAOR A PRINTER DEPEMDIMG OM WHAT YOU HAVE®.""

DATA*GOT. ", **
DATA* IF ¥YOU GOING TO USE A PRINTER MAKE",""™

DATA*SURE IT IS ON AND THAT THERE 1S5 PAPER.","".+

END

PRINT"PRESE SPACE TD "!AlS

GETALS$: IFAl&=""THENI73

IFAl&=" "THEMITE

GOTO173

IFAI=ETHEMGOTO14

REM CLR

C3=11PRINT *J" iREADA 18I RETURM

REM LMHT-CLR

PRINT"RJHICH GAME DO YOU WISH TO PLAY"
REM CROD YEL WHT

PRIMNT"H |).8 TIME LIMIT"

REM CRD YEL LHT

PRINT"H BE).8 AS LONG AS YOU WANT®
GETAl$: IFAlS$=""THENIgI
IFAlE="]"THENBS =] IC | =B4+380ICE=AIRETURN
IFAl$="2"THERNBS =2 | RETURN

GoTO181

REM LHT-HOM

PRIMT"EEYOUR TIME HAS EXPIRED. BAD LUCK...
GOTOL31

S2=542721V=52«24

POKESE+S, IE+3iFOKESE+E .8
U=151POKEV .U
FOKESZ2+1 .18

FORCH=1TOE
POKES2+4 .33
FORCO=1TO0S58 : NEXTCO
POKES2+4 .0
U=li=1:POKEV Ut NEXTCH
RETURN
S1=S4272
FORL 1 =ATOZ24
POKESL #L1 .8
MNEXT
PDKES1+1,138
FOKES1+5,.89
FOKES1+15 .38
POKES1+24 .15
POKES1 +4 .21
FDEES 1 +4 .28
RETURM

COMPUTERS

PUZZLE... LIST.ua
VYTAZU IRATAAYCEE
EBNOGARDKTFMHS.J COMMODORE
BLMZPZFKMAHAY IB ACORM
ADVRFLOOKCHGBRE SINCLAIR
TADV ICSWNVOAYKPJ ENTERPR ISE
KRDAPAMFMRYEAR I DRAGON
OTZFJTLS INZSDEK ATARI
QASKZYMMCHYMRF TB AMSTRAD
AMIHDJLMNULZ NN vIC
RAMKFFFQYV IVISER ATMOS
NGZPRAXUGSSMR IK TEXAS
1DVDCOMMODORED 1

FHTALUWSAXE TOER

LHFLE INMJYSTMMP
JRJYUCTULKYNUHC
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Steve Lucas

Many years ago, I set out
from Earth on a routine
trading mission to Hlor, a
small but friendly planet in
a far distant galaxy. On my
journey, I was attacked b
a strange alien spacecraft
and was forced to land on a
planet inhabited by some
weird creatures. My
spaceship is damaged and
I'd like your help to repair
it so that I can return
home. You should give me
instructions in the form of
one or two word sentences
such as get food.

Note

All instructions must be
given in lower case. The
program is written in the
lower/upper case mode and
you should enter this mode
before typing in the pro-
gram (line 50 locks the pro-
gram into this mode).

[

Words (
Understood J

S ———F

e

!i :
| Here is a list of some of the
! words I understand.
n,s.e,w,go,in,out,up,down
et,take,inventory,drop,
I eave,help,examine,score, - ~
| eat,drink blast,burn,shoot, »
kill,swim,insert,throw,tie, %
¢climb,rub,wear,mend,re- 1
pah‘.ﬂﬂ,uu. 18 ram &% red alart *=:
28 ram ** an adventure game for the commodora plus 4 7 clB
3@ rem *{c? Steve . Lucas January 1985"
IIirlts 40 ram %% select lower case upper case
! =@ print chr$(14)ichr&(B)
These should only be read if 60 scnclriprintiprinttab(l2)/chr$(28)) "Red Alert®
1 you are stuck, as the fun of T printtab(l2)) emmm==amat
playing comes from finding 80 printippintchr$(3@)!" An adventure game for tha Plus 4 /CI6"
! th solution for yourself. 88 printiprintchr#{154)) "Fleasa halp me."
1. ¥You'll need a flame 198 print*1 set out from earth many years ago on a"J
thrower to get past the trif- 118 print*trading mission to Hlor, a small but®
fid! 120 print"friendly planet in a Far distant galaxy."
2. You can only get the coin 138 printipr intchr$<1493)"0n my Jjourney [ was attacked by a*
if you are invisible. . .try 14@ print“strange alien spacecraft and my ship has"}
vanishing cream 1%® print*crashed on a planet inhabited by some wiard craatures."”
3. You'll need a rope which 16@ printiprintchr®(154)7 "You must help me to escape by giving ma”
is firmly attached to climb 178 print®"instructions in the form of two werd santeances such as 'sat food'
the cliff! 188 printiprintchr&(287
4. Fat monsters are suppos- 198 dim 3%(23,4),q%(23),08(20) ,nS(20) ,bX(2A) ,n¥(2D
ed to like alien art 200 for x=1 to 23tread q¥i{x)ifor y=1 to 4tread sXix,y)inext ¥,x
8. Try using the jetpack to 218 data"in dense woodland. My wrecked spaceship is here.",8,8.,2.9
1 get back to your ship 228 data®in a vast clearing. Large numbers of Zombies are standing areund.”
1 230 data ®.4,3.1.on a launch pad for alien spacecratt,®.,0.d8.2
1 I'm not giving any more 248 data"on a narrou footpath. A triffid blocks my way.".,2,0,0.8
away! 2%8 data “"at the side of a desp river of marcury®.8,3,58.8

260 data "on the banks of a river of mercury.",8,08,7.8

278 data”in a meadow. The grass is se high that lcan't ses ovar it.",49,11,8,6
288 data”in an alien zoo. There's a large cage ofhumans who ars asleap.”

299 data 9,8,8,7,"in a small quarry. There is & hut here.*.,5,0,8.8

300 data®inside the hut, A large, fat, ugly alienslesps on the floor.”,8,8,.2.2

318 data"on a gently sloping hillside.”,7.8,.12.8
320 data"at the foot of an enormous cliff. I can see a tres at the top."
330 data @.,8,8,.11,.%n the clifftop. A small tree grous here®,8,8,8,149

348 data “"walkKing along the clifftops.”,9,1%5,13.8

3%@ data “on the steps of an alien art gallery”,14.8,8,17

360 data”in an alien art gallery.”.0,8.90.8

378 dats®in a narrow alleyway betwsen buildings made of slime.",18.0,15.0
388 data“at the entrance to a largs building. Thedoor is closed.*,8,17.8.0
398 data®inside a strange building made of jelly.".9,20,16.0

1‘

BN,



488
41a
428
438
448
a458
468
47@
488
438

data "in & narrow undulating walKuay.",18,21.8.8 j /
data"at the bottom of a flight of stairs.®.28,.8,.8.8 ’l ”
data®on The roof of the building of jelly. lead down.”,8.8.23,8 ¥

Stairs
data®on the roof of the building.".®,8,8.22
for x=1 to 2Oiread g% (x) . bXix) nElxdinXixdmxinaxnt x
data a lump of mouldy jelly,.3,jelly,.a flame throusr.l.throwsr
data an empty fuel tankK.l.tank.m spaceship,l.spaceship
data a zombie.,d4.zombie.a coin slot,.18,slot,a golden coin,l@.coin
data a jar of vanishing cream,B8.cream,a rope,8,rope.a plank of wood,d4,wood
data a meatal hook.S.hook.an amepty can,17,.can,.a fuel dispasnser ,23

508 data fuel.a pair of alien goggles,.15,9099les .an evil fat blodgat,28.blodgat

s18
s28
=38
S48
558
SE@
57e
S8a
=i-l. ]
688
(=31}
g28
&30
548
E38
EE®
B78
=11
598
vea
Tie
Tae
Tae
TaB
7ae
TER
7ve
Tae
7o
=1 1]
aia
828
838
B40
asa
=1=1.]
ave
=T
CEL]
ELL]
a1a
sza
a3
S48
o358
asa
are
Isa
990
1088
ia1e
@28
@38
1848
i858
1RER
1ave
1eea8
1898
1188
iiie
Li2e
1138
1148
1158
1168
1178
1188
1188
1288
(=3 T]
12za
1238
1248
1258
12E8
1278
1288
1298
1388
1218
1328
1338
1248
1358
1368
1378

data & sheet of metal .14, metal ,a rivet gun,l8,.rivet

dats & crystal warp controller 2l ,crystal ;an ampty crystal socket,l

data sockKet,.a jet pack,.22.jetpack

printiprint“Press the {(Space Bar)» to start the game."

getiey aSiscnclrip¥=]1is¥=8

do

if p¥=2@ and aui{l then gosub 2288

print"@ I am i- @ "iprintqSi(pXitag=""

i¥ s¥ip¥,122@ then as="MNorth"

if sXip¥,2728 and len(a®)>@ then a®$=a®%+" ,South"

if s¥ip¥.270 and len(a®)=@ then a®="South"

if s¥dp¥,300 and len{a®) @ then aS=a®+" ,East”

if sM(p¥,.37@ and len(a®)=0 then a®="East"

if s¥d{pk,432@ and len(a®) @ then aFwa®+" llast"

if s¥{p¥.45@ and len{a®)=@ then aS="|jast"™

if pk=8 or p¥=15 then a®=a®+",.[n"

if pH=mlB or p¥ & then as$=s"0ut"™

if p¥eE1l then aS=as+" Up*

if p¥=B2 then a®=a®+” ,Doun”

printiprint*@ I can go I-W"tprintas

e=@ifor t=] to 2BMpp¥X=A1if bX(t)=p¥ then ppk=l

if pp¥=1 than 748

nextligoto TEA

if «=@ then printiprint*@ That looks 1 ike !-"

PrintgSitlie=ligoto 738

printiprint"@ What should 1 do now W"’/linput z®!scnclr

b=l eftS(zH , 2)icEn]laftSi(zH I ) tdS=leftS(zH 41 1K=0

ifib#="n" or d¥="g6 n") and s¥ip¥.1)2@ HmagMip¥,10iK=1

if(b#="s" or dE="go s") and s¥(p¥.2)> mgMlpH, 2 ik=]

if(bSu"e" or d¥="go &%) and $¥(pX,3220 then PH=s¥ip¥,3rtk=1

ifib¥="u"® or d¥="go W ) and s¥(p¥%.4)>0 then pX=sXipX,4)IKn]

if K=8 and (b®="n" or b¥="3" or bE="e" or b#F="w") then print"]l can't k=]

i¥ cH¥="get® or c¥="tak” (then K=ligosub 1878

if c®¥="inu® then K=ligodub 1328

if cH="dro”® or cE="laga” then K=llgosub 1358

if cH¥="hel ™ then K=liprint*Il'm as puzrled as ¥ou are."

if cE="axa®" then K=ligosub 1668

if c¥="sco” then print"khat do you thinkKk this is...a game 7"iK=1
c¥="gat" or c®¥="dri® then print“I have no provisions!“IK=1
c¥="bla” or cE¥="bur" or c#="sho” or c%$="Kil" then K=l!{gosub 1720
cEB="gsui®” then K=ligosub 1778
cHE="ins® than K=lligosub 1790
cE="in" or d¥="go {" then K=ltigosub 1838
c®="out" or d¥="go o" then K=llgosub LEED ’
cE="up” or d¥="go u® then K=l!gosub 1838
c®="dou" or dS="go d* than K=ligosub 1920 J ‘
c$="thr* then K=1igosub 1959 ’
c¥="t je"” then K=lligosub 2828

cE¥a*cli”® then K=ligosub 2878 ’ ’
if c®="rub” or c¥="wea®" than K=ligosub 2188 \ ’
if cE="man" or c®="rep® then Ksligosub 2148

if c®¥="§il" then K=ligosub Z1E8

if c#="yuse" then gosub 2258

loop until s¥=18

scnelrtlprint"@ Well Done. You have repaired your *

print” ship and have flown to safety., tend

gosub 157@1if 1X{1 then print*] can't see a "!l&ireturn

eX=@ifor h=]l to 20tif b¥ch)=p¥ and bXinX(r>)=pY¥ then e¥=l

naxtiif eX=8 then return

if r=32 then print"It's too heavy to lifti!"ireturn

if
if
if
if
if
if

54 oFf r=]9 then print*"Don't be stupid!®*ireturn

=% or r=15 than print"Do vou want to get me Killed 7*treturn
=5 then print"What a silly suggestion!"ireturn

=] then x%="The jelly is alive and suffocates me. "igosub 1518
=7 and aq<l then x#="He wakes up and attacks me~igosub 1618
¥2 then aa=]

if r=7 then abw=]

if =2 then acw=]

if r=9 then ads=]

if r=18 then ae=]

if ruEl]l then af=1

i¥f r=l2 then ag=]

itf r=13 then print"]l can't carry the tank

if reld than aj=1]

if r=]lB then ak=]

if r=17 then al=]

if r=18 then am=1

if r=280 then an=]

eXi=@ifor d=1 to 4iif uvE(d)="" then ulidleg®Ein¥iridi =]igdml
nextiif a¥=@ then print*"Sorry my hands are Ffull."ireturn
b¥in¥ir))=Bireturn

a=Riprint*l am carrying !-l"1for x=1 to Fiif vB(xI{(X"" then printuvSixiia=]
naxtiif =0 then print"not a thing!"

printireturn

gosub 137811 1X<2] then print®] can't ses & "J1Sirsturn

e =Blfor x=1 to 41if vS(x)mg&(nXir)) then vSi(x)I=""1aXs]

nextiif aX{l then print*I'm not carrying it! ireturn
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if r=l® and p¥=6 qQe(E)=q®(E)+" A plank crosses the river®IsXd{6,5)=3

if rel® and pi=6 return I j o
if p¥=18 and r=7 q¥(18)="st the sntrance to a large building”® ’
if p¥=18 and F=7 print*The door opens “IsX{18,.4)=181return /

bXinMir ddmpl
‘r=2 then aa=@
r=7 then ab=2
r=8 then ac=2
r=3 then ad=2
i¥ r=18 then as=0
i¥ r=11 then af=0
if r=l?2 then ag=8
i¥ r=13 then ah=8
if r=14 then aj=@
if r=16 than aKk=2
if r=17 then al=2
if r=18 than am=2
if r=28 than an=2
return
1S " jyyminstr(z28," "J11SsrightSiz®, lani(z8)=-xx }ir=01] =0
if lenCl®)<2 then return i
for h=1 to 201if leftE(nEch), len(l®))=1% then 1¥X=lir=h
nextireturn
scnclriprint x®iprintiprintiprint “@rou idiot. You've got ma Killedl"®
printiprintiprint "l0o you want anothar gams <y n> 7*
getkey a®lif a®="y " then run
if a®="n" then printiprintiprint*"Goodbye. Thank's for playing."lend
goto 1E30
gosub 137@tif r{}4 then print”l don't sees anything special.fireturn
i¥ ar=1 then 1538
print*There is & hole in the side of the ship where the aliens shot it.~
if 2337 then return
print*The fusl tanks are empty and the crystaluwarp drive neads & NnEW crysta

return

if p¥esd and aa{>] then =x®=*"Tha triffid attacks me"lgosub 1618

if p¥=4 then print*The triffid burns up®is¥(4,2)=7iqE{4)=leftE(q®(4),21)
if p¥=4 then return

if p¥=1@ then =®%="The Blodgat attacks me!“igosub 1618

print"That's a stupid idea!®"tiresturn

if p¥?E or p¥{S then print*not here!*ireturn

*&F="The river is deadly poiseonsous!“igosub 1610

if p¥<{>»1 then print”"l can't do that here!"irsturn

if ami{l then print*]l havan't got the crystal!"treturn

for x=1 to 41if vS(x)=gW{ 18I then uvE(x)=""

nextigH{18)="s uarp drive erystal sitting in a socKet®isX=sX+diraturn
if p¥=8 then p¥=l8treturn

if p¥=15 then pX=16treturn

print *Sorry"irsturn

if p¥=16 then p¥=]1Sireturn

if p¥=18 then p¥=8ireturn

print“Sorry"ireturn

if p¥=12 then print"How 7"ireturn

if p¥=2l then p¥=2Eireturn

print®*not herse!®ireturn

i¥ p¥=13 then x®="1 slip and break my neck"lgosub

if p¥e22 then p¥=Z2lireturn

print*Sorry *ireaturn

if pH¥<»12 then print*"not here!®

if ad<1 then print®*no ropel!"ireturn

i¥f ap<l than print"The rope falls back"ftreturn

if ap=2 then return

print*The rope catches on the tree above."lap=2

far x=1 to 41 if vE(xi=gH(3) then vE{xI=""

nextireturn

if ad<l or af{l then print"not yet!"lreturn

if ap»@ then return

ap=lifor x=1 to 41if vEi{x)=gH(11l) then vHF(xI=""

if uSix)=g®H{B) then vH(xI=gHC(S3+" with & hook attached igS(8)i=v®ix)
nextliap=1ltireturn

i¥ p¥(¥»12 then print"Not here!*ireturn

if ap{@ them x®="1 try to climb but break my neck!"igosub 1618
pHX=l13treturn

gosub 1570t if r=14 and aj=1l then print*They 're too small!"ireturn
i¥ ac{1l then print*not vet“ireturn

if p¥<8 or p¥}1@ then print“There isn’'t much point in that!"treturn
aq=liprint”] wear the vasnishing cream and dhapp-ar-'tr--t'urn

if pi{>1 then print"noet here"lreturn

if ak<{l then print"What uwith 7 "treturn

if al<1l then print®"l have the metal., but no tools|"treturn
s¥ug+3print"] fix the hole im the ship."tar=lireturn

if p¥=1 and at=1 then s¥X=sX+3Jtprint*l fill the fusl tanks!“ireturn
i¥ p¥=1 then return

if p¥{>23 then print"MNot here!"traturn

if mg<>1l then print"] have no can!"lreturn

at=l1for x=1 to 41if vE(x)wgH(1E2) then v(x)="a full can ig®lIE2)=vixD
naxt

return

2250 if an<l then print*l don't have the jetpack!"ireturn

2260 print"The jetpack fires!®

2278 i¥ p¥214 then pi=lireturn

2288 p¥X=23ireturn

2298 KK¥=KK¥+11if KK¥?2 then x%="The blodaat attacks me!“"fgosub 16180

2308 i+ aji=@ then return

2318 i+ aj=1 then au=ltprint*"The blodsat takKes the goggles and lats me pass|”
2328 for x=1 to 4:1if vEix)=gH(ld) then vEix)=""

2330 nextig®(15)="a smiling blodgat"ireturn

ready .




RN e g

1D REM #ERsussiisd BRaanubrdERaabist

79 REM ### The Miner i
30 REM #%#  Written and designed ###
48 RER #+3 by HH
S8 REM ### Jaees McPherson HE
40 REM se3ssvssbitiitiiebiibe i ees
78 MODE7

88 PROCintro

98 MODE2

188 VDU 23:8202;0;8;8:
118 DIN BY(5,1)

122 PROCsetup

138 PROCsazedraw

142 SCY=0

158 Ti=@

168 PROClevel (438)

178 PLOT &9,%080,YLI+28

es:";iVDU 4
198 PROCsetup
280 FOR R%=1 TD 5
21@ PROCchangeblock

L 1988

18@ VDU 5:MOVE 128,56+YLL:PRINT; "Reserv

228 NEXT

238 PROCaave

248 PROCwinermove: A=BET
258 GOTO 248

268 END

278 MODEZ

280 :

1d




298 :

389 DEF PROCsetup

318 VDU4:COLOUR 11:PRINT TAB{Z,8);"SCOR
E="

320 YLi=900

330 Gi=B:FLY=B:NFY=2

34D ASL=b4:YSA=14232-4

398 XS1%=b4:Y511=0

J&@ VDU S:6COL 3,6

370 MOVE XS%,YSU:VDU 235:VDUd

388 ENVELOPE 1,18,4,28,59,3,4,5,125,8,8
-3, 126,126

390 ENVELOPE 2,1,10@,-200,100,38,30,30,
126,8,0,-1,126,126

480 ENVELDPE 3,3,-22,-16,-3,5,8, 18,126,
0,8,-18, 126,126

410 VDU 19,12,4,0,0,0,19,13,4,8,0,0,19,
14,4,0,0,0

420 VDU 23,225,96,96,64,96,64, 64,168, 16

(]

438 VDU 23,255,255, 255, 255,255,255, 255,
255,255

449 VDU 23,226,8,4,18,16,0,8,8,0

450 VDU 23,227,0,0,8,1,15,1,8,0

AtB VDU 23,229,8,0,0,8,16,18,4,8

478 VDU 23,229,0,8,8,0,8,255,170,85
480 VDU 23,230,8,8,8,3,3,0,8,8

498 VDU 23,231,0,8,0,24,24,8,0,8

580 VDU 25,232,8,8,8,192,192,8,8,8

518 VDU 23,233,8,96,96,44,121,73,175, 16
9

528 VDU 23,234,8,96,96,64,127,79,175,16
q
538 VDU 23,235,24,68,24,8,126,24,24, 182
548 VIU 23,236,129,36,102,24,24,182,34,
129
558 VDU 23,248,26,61,26,4,123,24,24, 182
540 FLAGS=CHR$S+CHRS 18+CHRS@+CHRS L+CHRS
755+CHR$8+CHR$ 18+CHR$A+CHRES +CHR$230+CHRS
4
5708 ALFRED$=CHR$235
580 MAN$=CHR$233
598 DIG$=CHR$S+CHRSLB+CHRSD+CHRES+CHRSZ
25+CHR$84CHRS LB+CHRSB+CHRS12+CHR¥220+CHRS
B+CHR$18+CHR$B+CHRS13+CHRS227+CHR$8+CHRE]
G+CHR$Q+CHR$ 1 4+CHR$228+CHASS

488 PE$=CHR$S+CHR$18+CHRSB+CHASL+CHREZZ
9+CHR$B+CHRS 18+CHASB+CHRE 1 2+CHRE23R+CHR 48
+CHR$1B+CHAS$B+CHRS13+CHRS231+CHR$A4CHRE 18
+CHR$Q+CHAS$ L 4+CHR$2324CHRS4
b1@ BELT$=PB$+PES+PES+PBS
520 MOVE 24#32,144:PRINT BELT$;D16%;
530 NOVE 24¥32,96:PRINT BELT#;D1G%;
648 Ch=12:Cli=14
450 RESTORE 1878
Ab8 VDU 5
670 GCOL 2,7
588 FOR @2%=1 T0 3
&9 FOR Wi=1 TO (6-0%)
708 NOVE 23#32-Wie24+16,00%12¢72:V0U 23

#
M

© 718 NEXT:NEXT
728 VDU 4
738 COLOUR &
748 PRINT TAB{13,5);CHR$255
750 COLOUR 1:PRINT TRB{13,4]):CHR$255
768 GCOL @,7:MOVE 1288, YLY:DRAW 8,YLL:D
RAW B, YLL+22:DRAN 1268, YL1+22
778 ENDPROC
780 :
798
g8@ DEF PROCe:nersove
818 VDU 19,C%,7,8,0,0,19,C1%,4,0,0,0
B28 Cli=CX%
a3 Ci=Ci+l
B4R IF C1=15 THEN Ci=12
B5@ ENDPROC
o6l :
B72 :
280 DEF PROCmazedraw
B98 Xi=@:Yk=b
908 REPEAT
918 READ R1
928 FOR @%=1 TO RX
930 COLOUR 4:PRINT TAB(XY,Y%);CHR$Z35;
748 XU=AL+1
958 IF X%=21 THEN Yi=YX+l1:)%=1
968 NEXT
978 1F Y1=30 THEN 1248
988 COLOUR &
998 READ RL
1808 FOR 8%=1 T0 R%
1810 PRINT TAB(XZ,Y%);CHR$255;
1820 (1=X%+1:1F A%=2@ THEN Yi=Yiel:Xi=R
1830 NEXT
1248 UNTIL Yi=3@
1858 ENDPROC
1060
1070 DATA 12,3,6,18,1,7,2,1,5,1,2,1,2,1,
$,1,2
1980 DATA 5,1,2,1,1,2,1,3,1,7,1,2,1,1,5,
{.1:7.2:1:1.0:1,8
1098 DATA 3,2,1,18,1,3,1,2,1,1,11,3,2,1,
1,2,2,9,1,2,1,3,2,2,1,7,1,3,2,4,6,4,2,3
1189 DATA 1,4,1,4,2,2,1,1,1,2,2,4,1,5,3,
2,1,2,1,2,4,4,2,1,1,2,1,2,4,2,1,2,3,2,1,2
k40
1110 DATA 1,2,4,4,1,2,1,2,4,2,1,2,1,2,3,
2,1,2,1,5,1,2,1,7,1,2,1,5,1,2y1,7, 1,24 1,1
J16,2
1120 DATA 1,1,1,
|lrl|!|l|21"?!31
1138 @
1148 ¢
1158 DEF PROCmove
1168 TIHE=0
117@ VDU S
1198 AL=16#32:Yi=14-4

v 15,141, 1,1,1,3,3,9,1

11,1
1,7,28
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Fogen ' 1

1198 BCOL 3,17:MOVE XX,YL:PRINT ;MANS;

1288 REPEAT

1218 B1=61+1

1228 IF (B6% MDD 38)=1 THEN RL=RMD(5):PRD
Cchangeblock

1238 IF (6% WOD 2@)=1 THEN PROClevel(-1@
)

1248 IF TIME}25 THEN TIME=B:PROCainerasov
[

1250 11L=X1:Y12=Y1

1260 AL=X1-INKEY(-57) %64+ INKEY (-98) 264
1278 YX=YL+INKEY (-125)#32-INKEY (-73) %32

12688 PO%=POINT (XY, YZ)

1298 IF PD¥=1 THEN PROCunload

1388 IF POY=3 THEN 1328

1310 IF POXL<6 THEN XA=X1¥:YX=YiX

1320 IF PO%=7 THEN PROCloadcoal

1330 BCOL 3,17

1340 MOVE X1%,Y1%

1358 PRINT ;MANS;

1348 IF INKEY(-1) THEN PROCflag

13780 PROCmoveal fred

1388 6COL 3,17

1398 NOVE X1,Y%

1480 PRINT ;MAN$;

1412 UNTIL B

1420

1430 :

1448 DEF PROCchangeblock

1458 VDU 4

1468 COLOUR &

1478 IF BU(RY,B)(1 THEN 1490

1480 PRINT TAB(BY(RY%,8) BL(RY, 1)) ;CHRS2S

1498 BY(RL,B)=RND(1B) :BLIRL,1)=RND(2@)+3

1508 XEL=BL(RY,Q) £54

1519 YBL={31-BA(R%,1) %32

1528 IF POINT(XBY,YBX)(6 THEN GOTO 1498
1532 COLOUR 2

1548 FRINT TAB(BL(RYL,®),BL(R%,1)};CHRE2S

1558 vDU 5

1568 ENDPROC

1578 :

1588

1598 DEF PROCloadcoal

1688 IF MAM$=CHR$Z34 THEN ENDFROC

1610 MAN¥=CHR$224

1628 SOUND 2,2,158,1

1438 ENDPROC

lod

1638 :

1568 DEF PROCunload

1670 IF MAN$=CHR$233 THEN ENDPROC

1680 MAN$=CHR$233

1698 FROCLevel 173)

1780 Ti=Ti+340

1718 VDD 4:COLOUR 9:PRINT TABIB,@);TL:VD
U3

1728 SOUND 2,2,8,1

1738 ENDPROC

COMPUTER GAMER JUNE 19858

bbl

1740 ¢

1758 =

1768 DEF PROCmovealfred

1778 1%=8

1788 HXL=XSL AL HYX=YSL YL

1798 GCOL 3,6

1688 MOVE XS%,YSX:PRINT ;ALFREDS;

{B1@ IF 1%=1S% AND YL=YSL THEN MAN$=CHRS$
233:PROCIevel (-25) : 50UND 3,3,15@,1:60T0 1
958

1878 IF FLYY® THEN XSX=XSX+X51%:Y5X%=Y5L+
¥511:6070 1868

1838 IF Y51%=0 AND HYL AND POINT(XSL+1s,
¥SY-48)¢+4 THEN Y¥S1%=-32:1511=0:607T0 1878

1848 IF YS1%=R AND HYZ=B AND POINT(X5%+1
5,YS51+14) (>4 THEN ¥§11=32:4511=0:GOTO 187
2

1858 IF 151%=8 AND HX% AND POINT(XS%-16,
Y¥SL-14) (>4 THEN XS51%=-b4:YS11=0:6070 1678

1848 IF A51%=0 AND HYZ=@ AND POINT (XSL+l
8@, YS1-16) ¢4 THEN X51%=64:¥51L=0

1870 X51=XS%+XS1L:YSE=YSA+YSIL

1888 POY=POINT(X51+16,Y5%-14)

1898 IF POY%=6 DR POX=2 DR POX=7 THEN 193
]

1988 IF FLY=28 THEN FL%=2:GCOL B,4:MOVE
XS%,¥SA:VDU 255: XSL=ASA-AS1L: YSU=Y52-YSIL
+6COL 3,6:ALFRED$=CHR$235: NFL=NFL-1:6010
1958 .
1518 IF POY=1 THEN FLi=FLY+1:ALFRED$=CHR
$240: 151=151-1511: Y54=Y5%-Y51%: 6070 1958

1920 IF I%=1 THEM YS1%=YS1%#-1:X517=K51%
#-1:10=0:60T0 1970

1930 IF Y51%=B THEN XSE=X51-XB1%:YS1X=(Y
SUCYI#2+1)#32: 51%=0: 11=1:6070 1878

1948 IF ¥51%=8 THEN YSX=YSK-YS1%:X51%=(X
SR NL#2+1) ¥hA:Y51Y=0: 10=1:60T0 1878

1950 GCOL 3,6:MOVE X5%,YSL:PRINT ;ALFRED
%

1968 ENDPROC

1978 :

1960 :

1998 DEF PROC1ag

2088 IF PDINTI(XX+32,YL-B}{>5 THEN ENDPRD

£

20818 IF NFL=3 THEM ENDPROC
2028 NFL=NF1+!

2830 MOVE XX, ¥

2048 PRINT jFLAGS;

2852 SOUND 1,1,50,1

2848 VDU 5

20878 ENDPROC

2088 :

2090 :

2188 DEF PROClevel (ASY)
2118 ASY=AST2

2120 IF ASL)@ THEN GCOL @,2 ELSE 6COL @,
2



2130 FOR Wi=1 TO 4
2148 HOVE SCX,YLL+W1#4:PLOT 13,SCL+ASY,Y
LA+WLed

2138 NEXT

2140 SCL=SCU+ASY

2178 IF SCHC@ THEN PROCend

2188 ENDFROC

2198 :

2280 :

2218 DEF PROCend

2220 RESTORE 251@

2238 FOR W=1 TO 25@@:NEXT

2240 *F115,0

2598 vDU 28,8,23,39,3

2680 REPEAT

2619 READ 8%

26208 IF 0%="ND MWORE® THEN 2000
2638 RY=RND(7)+128

2640 PRINT

2658 IF @4="END" THEN PRINT ' ''TAB{S);"P
ress any key to continue®;:A=BET:CLS:60TO
2418

2660 OF=0%+" "

2238 VDU 4 2678 L1-0
2260 PRINT TAB(3,30);"Press any key";j:f= 2688 REPEAT
GET 2690 P$=HIDS(Q%,L%,38)+"6"

2278 Th=Ti+6Y

2280 COLOUR 1:COLOUR 131

2299 READ D$:L%=B:P$=""

2300 0$=05+" *

2319 REPEAT

2320 Li=Li+!

2338 PE=PS+NIDS (E8,LY, 1)

2340 UNTIL MIDS(0$,L%,10=" *

2350 PRINT “'TAB((19-LEN(P$))/2);P8;
2360 A=INKEY (30)

2370 IF LEN(P$)¢3 THEN 2410

2380 Ps=""

2399 K1=RND(4):COLOUR RY:COLOUR 1294R%
2400 GOTO 2318

2419 IF Ti=0 THEN 2450

2420 PRINT}TL

2438 T1=0

2440 BOTO 2299

2450 FOR W=1 TO 6080:NEXT

2440 CLS

2470 #FY 15,8

2480 PRINT TAB(D,18);*ABAIN? (Y/N)";:A$=

2788 1F LLYLEN(RS) THEN 2798

2710 IF LYSLEN(BS$)-39 THEN L%=(LEN(B$)-3
7)-LE ELSE LI=L1+39

2728 PLL=39

2730 REPEAT

2740 L¥=LY-1

2738 PLY=PLY-1

2760 PH=LEFT$(P$,LEN(PS)-1)

2770 UNTIL MIDS(P#,PLY,1)=" " OR Li{@

2780 PRINT CHR$(RL);P$

2798 UNTIL LEXLEN(E$) OR Li<@

2008 UNTIL @$="NO MORE"

2818 ENDPROC

2028 :

2838 DATA In this game you are a working

miner trying to maintain your mine reser
ves to stop the mine fros being closed do
Wn.

2848 DATA You do this by taking coal fro
o a pile at the bottom of the mine your §
ellow miners keep this pile from running J
out, |

BETS 2858 DATA However you have a problem : ay
2490 IF A$="Y" THEN RUN ELSE CLS:END striking miner is trying to stop you : h
258@ ENDPROC e does this by placing five blockades whi
2518 DATA Unfortunately the pit had to b ch you cannot get past.

e closed due to lack of reserves however 286D DATA END

you have earned yourself ,redundancy pay 2870 DATA Also he chases you around the
. saze of mine shafts and if he catches up
2520 : with you your coal reserves are reduced.
2530 ; 2868 DATA "Luckily for you, you have a w
2549 DEF FROCintro ay of slowing the striker down, this is t
2350 RESTORE 283 o drop obstacles which will delay hia for
2568 FOR 7%= 7O 1 a few seconds.”

2578 PRINT TAB(18,8%) ;CHR$141;CHRS$131;°T 2898 DATA Use these obstacle carefully a

he Miner" 5 you are only allowed 5 of thes in the a
2588 NEXT ine at any one time.

290@ DATA END

2910 DATA ##sesesess L DN TR OL 5 ##3
BEERRRE RRRERNERRE [, ..., et EEREREESE
FoHERERERERE N.,. ..., right ERerEeeeE dae
BERREER B, ..., Up FREREERERE SRERERRERE
Feveevos down EEEREREREF BERE (SHIFT). .,
.drop obstacle ###+ END

2928 DATA "ND MORE*

ol)




EE STHTiDﬂ
ALPHA

Space Station Alpha is a toonegovernmentand isin (,
: igame set in a time about the process of setting up a
700 years from now, depen- small federation of the sur-
: dlndg upon the year you are rounding solar systems, To
dtold by the program. The make the naming of new
planet Earth Fua.s united in- planets more logical, Earth

1988




has been re-named Sol III,
Mars is 80l IV ste.

Recently though, things
have been going wrong for
this promising start for in-
tergalactic man. People
from the Centauri system
(colonised way back in
23B60) have become
troublesome, if not to say
aggressive. They wish to be
the new power in the
W.A.8. (Western Alliance of
Systems), of which the Sol
system (eolonised
-100,000) is at the mo-
ment the predominant
member, They have cut off
all their trade and com-
munication with the rest of
the W.A.8. and several
scout ships from the Pro-
cyon system (colonised in
2438) have spotted ship
years in orbit around Cen-
tauri AIV (formerly known
as Darcog) manufacturing
large war-ships, similar in
design to the familiar Har-
mis stormer ship of Eridani
system (colonised in 2410,
one of the co-founders
along with the Sol and Cen-
tauri systems in 2290).

In readiness for the at-
tack from the Centauri
system, the Sol system set
up the highly-secret
Omega, series of space sta-
tions. These ranged from
the first and nearest to Sol
I1I, Space Station Alpha
made in 2455 to the newast;
Space Bage Tau set near Sol

I in 2490.

The attack began, and
the Centaurians swept
through the outer fringes
of the Sol system towards
Sol III, destrnym% Bpace
Station after Space Base.

ey completely
anhilliated 8ol VI and its
surrounding satellites and
several space stations. The
only one left is yours, Space
Station Alpha, after which
this game is named. You
must defend Sol III, by
warding off their attack.
After a certain time, the
Centaurians will give up.
This is because they are a
poor planet, starved by
their economic sanctions
against the rest of the
.A.8., and have a few of
their star stormers.

If you can survive the

onslaught for that time,
ou will have saved Earth.
omplete game play in-
gtructions are included in
the program

1 REM ###— Adam Manning 1784
—
D OREM W S
3 EEM #8iadadsdititisttetsesen
4 REM #= L2 ]
5 REM ##Space Station Alphas#
& REM == by *
7 REM ##% Adam Manning -
B REM == "
5 REM ##afsfsttetitsisrsesnne
10 REM %% 000 6o 68 5 50000
11 RANDOMIZE : OVER @: INVERSE @: FLASH @: BRIGHT @:
LET sound=1: POKE 2348%,B4: DEF FMN i (x)=INT (x+.5): DEF
FN ri{x)=INT (RMD#®#x+1): LET year=25@@+FN r (50@)
i3 LET k$="k": GO SUB 7784
14 REM ##— Main loop of program —#&
20 B0 SUB Fe+3
25 GO SUB B.Se+3
I9 GO SUB 9.99e+3
35 GO SUB 7.%e+3
4@ GO SUBR Te+3
45 GO SUB &.%e+3: GO SUB &e+3
58 GO SUB &.%e+3
55 GO SUB &.Se+3
4@ G0 SUB Se+3
&5 GO SUB &.95e+3: GO TOD 43
7@ REM ##— Data for graphics (A-5] —#=
75 DATA B,463,32,43,2,2,2,4,0,252,4,252,64,64,64,32,5,
6,24,96,127,29,7,0,150,95,24, 4,254, 184,224 ,0
B@ DATA 0,4,10,55,63,31,15,43,0,0,0,54,80,112,7240,224
,127,31,127,463,31,22,2,0,240,224,192,192,224,32,08,08
85 DATA 48,4@,238,0,238,40,40,0,68,70,153,255,255,133
,78,40,44,32,31,08,31,32,44,0,0,238,158,238,130,138,142,
9,0,238,1346,142,130,130,238,0
%@ DATA D,4,4,4,12,12,126,0,40,114,145,231,173,227,82
Lh0,0,94,32,32,48,48,126,0
95 DATA 225,1&2,22‘5,3,16.3'?..&9,135,3,E,E,E‘,E,E,H,B‘,ﬂ¢
49,.73,134,134,73,49,8
S0@ REM =##— SET UF HIBH SCORES —#=
S@5S DIM A%(10): DIM B$(1@): DIM C$(1@): DIM D$(1@): LE
T AFL TD )="ccccaasnus <"t LET B${ TO (=" .ccununnns "1 LET
cEL TD )=, icpsannns "3 LET d%( TO ’=".ccisssnss="35 LET
hi=@: LET h2=0¢ LET h3=0: LET h4=0
S51@ REM #%— SET-UP GRAPHICS —#»
570 FOR a=USR "a" TO USR "s"+7: READ wval: FOKE a,vals
BEEF .B@1,val/4.25: NEXT a
538 RETURM
1000 REM ##%— TIME UP! —w=
1881 GO SUB 1100
1@@2 BORDER 1: PAPER 1: INK 7: BRIBGHT 1: CLS
1P@S FLOT 20,150: DRAW S5,20: DRAW -1@0,0: DRAW 20,0: PLO
T 4@,15@8: DRAW S5,2@0: PLOT S0,15@8: DRAW 5,20: DRAW 545t
DRAW S5,5: DRAW -5,-20 I
191@ PLOT 7@,150: DRAW 5,20: DRAW 10,@: PLOT 70@,15@8: DR
AW 1B,B: PLOT 72,14@: DRAW 10,0
1@15S PLOT 128,150: DRAW @,-50: DRAW 25,@: DRAW 8,58: FL
OT 178,15@: DRAW 25,0: DRAW @,-25: DRAW -25,0: DRAW @,2
S5: DRAW B,-5@
1828 PLOT 205,150: DRAW @,-4Q: PLOT 205,108: DRAW 8,5:
FLOT 282,103: DRAM &,0
1825 FOR a=-25 TD 4@: BEEP .@1,a-5: BEEFP .@1,a: BEEP .9
1,a+4: MEXT a
1838 FOR a=3 TO &1 LET m¥=p#(3,alz LET row=16: LET col=
@: GO SUR B90@: PAUSE 25: NEXT a
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EF

L N - ]

1835 FOR a=1@ TO @ STEP -1.5: BEEF .1,a: BEEF .1,-a: NE

XT a

1940 GD SUEB B470: GO TO 250@

110@ FOR a=7 TO @ STEF -1: PRINT AT 21,13; INK a; OVER

13" ": BEEF .@1,a-S: BEEP .@1,a: BEEF .@1,a+é:
NEXT a

1118 RETURN

1399 STOF

1498 REM #=— CHECK IF HE'S HIT SPACESHIF -#%

140% IF (curcol=spacol AND currow=sparow) OR (curcol=sp

acol AND currow=sparow+l) OR (curcol=spacol+l AND curro

w=sparow! OR (curcol=spacol+l AND currow=sparow+l) THEN
G0 SUB S5508: RETURN

1418 RETURN

1508 REM ##- SPACE STATION DESTROYED'!' —-##

1582 60 SUB 15382

15@5 BORDER 2: PAPER 2: INK &: BRIBHT 1: CLS

151@ PRINT AT @,5;"This message arrives at";AT 1,13;"So

11 111.";AT 2,@;"It was sent from Mars communica-tion c

entre (Sol IV)."

1515 INK S5: FOR a=1 TO &: LET m$=p$(2,a): LET row=a+3:

LET col=8: GO SUB B9@@: MNEXT a

1528 INK 4: PRINT "*°"TAB 4;"At which point,Sol IV was"’

TAB 3;"destroyed by the Centaurian”;TAB 13;"Craft.”

1525 GO SUB 39@0@: FOR a=4@ TOD -5 STEP -1: BEEF .@1,a-5:
BEEP .@1,a-2.5: BEEP .®1,a: BEEP .@1,a+3: BEEP .Dl1,a+&

: NEXT a: GD SUB B49@: B0 TO 2500

1532 FOR a=@ TO 1 STEP .@S5: BEEP .@1,-25—a: BEEFP .@1,a:
MEXT a: FOR a=1 TO 20: BEEF .01 ,@8: BEEF .01,-251 NEXT

a

1532 FOR a=1 TO 15: PRINT AT FN r(8)+11,INT (RMD#31); 1

MK INT (RMND#3+3); PAPER BjCHR$ 148;CHR$ 14%: BEEP .@1,-

1@+RND: NEXT a

1535 FOR a=1 TO S@: INK INT (RND#3+3): FLOT 128,14: DRA

W INT (RND®*255)-128, INT (RND#*8@): BEEF .@1,-25+RND%*5: N

EXT a

1548 RETURN

2008 REM ##— SPACECRAFT DOCKED! —#*=

2005 FOR a=1 TO S

2018 LET Which=FN r {3}

2015 IF which=1 THEN FOR n=-5 TO 5 STEP 2: BEEP .@1,n:
NEXT n

2020 IF which=2 THEN FOR n=15 TO S5 STEP -2: BEEF .@1,n

: NEXT n

2025 IF which=3 THEN FOR b=1 TO 4: FOR n=5 TO -5 STEF

—-1: BEEF .@1l,n: MEXT n: FOR n=-5 TO S: BEEF .@1,n: NEXT
n: NEXT b

2030 NEXT a

2940 BORDER ®: PAPER @: INK 7: BRIGHT 1: CLS

2045 PRINT AT 2,9; INK B; PAFER 73 "CONSOLE COMPUTER" ; AT
4,123 INK 2; PAPER &s3 "WARNING'*: BEEP .5,—-25: FOR a=1

TO &: LET m#=p$i(l,a): LET row=a=2+4: LET cel=08: GO SUB

87908: MNEXT a

2058 FOR b=1 TO 1@: BEEFP .@2,25: PAUSE 1: NEXT b: GD SU

B B49@: GO TO ZS0\@

2500 REM ##— SCORING AND HIGH SCORE TABLE —##

2585 BORDER 3: PAPER 3: INK 73 BRIGHT 1: CLS

2510 LET score=FN il{score): PRINT AT 11,2; FLASH 1; INK
13 PAPER 7;"You got a score of “: FOR a=@ TO 7: PRINT

AT 11,21; PAFPER a; INK 7-aj FLASH lj;score: BEEF .@1,a:

NEXT a

2515 PRINT AT 13,5; BRIGHT @; INK @3 PAPER 7§ "And a bon

us of "j3: LET time=FN i(time): PRINT time: LET score=sc
ore+time: GO SUB B470
2528 IF score*hl THEN LET bo=&: LET uf="_": B0 BUB Z7@

B: LET hd4=h3: LET h3=h2: LET hZ=hil: LET hl=score: LET d
$=c$: LET c#=b%: LET b$=a$: LET as$( TO )=e$: GO TO 2540

SPHOTRUM

Hints and Tips

As the space-ships always
start off at the top of the
screen, and your sight
begins at the bottom of the
game play area, it is a good
idea to press the down key
as soon as you start. This
will mean that you get to
the spaceship faster
because if you go off the
bottom edge of the screen
you re-appear at the top.

Keys

The keys used to control
the sight are:

Q-up, A-down, I-left,
P-right, O-fire laser, space-
fire matter disintergrators,
S-turn sound on/

Matter disintergrators
have a choice of blowing up
on you. This is because
they are under develop-
ment and is explained fully
in the programs instruc-
tions.

Scoring

You will get more points for
destroying a ship the
nearer it is to your space
station and the fiercer it is.
The ferocity of the space
ship is shown by its colour
of class. You will get more
points for destroying a
white class spaceship than
a green class. You also get a
bonus for how long you
survive.

Docking

Once the spaceship has got
to the outside rim of your
space station it will make a
bee-line for your docking
portal (the same place as
you fire from). If they suc-
cessfully dock, they will
capture Bpace 8tation
Alpha and your go will be
over.

Damage

Every time a Centaurian
spacecraft it inflicts a cer-
tain amount of damage.
This is dependant upon
how near it fires to your
docking bay (the nearer the
more damage). Once Space
Station Alpha has taken
more than about 965%
damage, it will disintegrate
and your go will be over.
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2525 IF score>h2 AND score<=hl THEN LET bo=5: LET u$="
t": BO SUB 298@: LET h4=h3: LET h3=h2: LET h2=score: LE
T d¥=c#%: LET c#=b#%: LET b#{ TO )=e$: 80 TOD 2540

2530 IF score>hI AND score{=h2 THEN LET bo=4: LET u$="
L": GO SUB 29@@0: LET h4=h3: LET h3=score: LET d¥=c#: LE
T c#( TO )=e$: GO TO 254@

2535 IF scorerhd4 AND score<=h3 THEN LET bo=3: LET u#%=C
HR#% 143: GO SUB 290@: LET hd4=score: LET d#&( TO )=e$: GO
TO 254@

2540 BORDER @: FAPER @: INK 7: BRIGHT 1: CLS : LET col=
7

2545 PRINT AT 1,4; INK cli*The Alpha High Scores": PRIN

T AT 2,8; INK col;CHR$ 144;CHR$ 145;" kil ™ ki BN ™ Y B N
i Es ] BE";CHR$ 144;CHR$ 145;AT 3,8;CHR¥ 14&6;CHRS$ 147;

CER B R E ol B BB P B B Y A R B ;CHR¥ 145;CHRF 147
2558 PRINT AT 8,5; INK colighli"” by ";a$;AT 18,5; INEK
colih2;" by "jb¥;AT 12,5; INK colih3;" by ";c¥$;AT 1
4,5; INK colzh4;" by ";d¥

2555 PRINT AT 1&,2;"Press any key.."s IF INKEY$<{>"" THE
N GO TO Ze+3
2%&@ LET col=col-1: IF col=@ THEN LET col=7

2545 BEEF .@1,col: BEEF .Bl1,-col: GD TO 2545

?9@@ BORDER bo: FAFER bo: BRIGHT 1: INK @: CLS

2985 LET m#$="You have managed to get": LET row=2: LET c
ol=2: GO SUB 8988@: LET m#¥="into the high score table.”
LET row=4: LET col=2:B8%9080

2910 PRINT AT &,2;"Please type in your name ";AT B,2;"M
ax 1@ characters.": LET row=10: LET col=11: LET limit=1
@: G0 SUB B4@@: PRINT AT 12,33"“Thank you.": FOR a=1 TO
14 BEEP wfa,l),s(a,2): NEXT a: RETURN

IPA@ REM ==— ANOTHER GO7? —##

IP0@5 BORDER 2: PAPER 2: INK &: BRIBHT 1: CLS

Z@1@ PRINT AT 11,25 FLASH 1; INMK 1; PAPER &;"Do you wan
t another go?";AT 12,2; OVER 1; INK 1; PAPER &j"++++++s
s

3215 BEEF .@1,FN r(120)-568

IP20 IF IMKEY$="y" OR INKEY$="Y" THEN FOR a=-35 TO S 5T
EF .5: BEEF .B1,a-5: BEEF .@1,a: BEEP .@1,a+&: NEXT a:
60 TD 2@

ID2S IF INKEY$="n" OR INKEY#="N" THEN BORDER 7: PAFER
7: IMK B: CLS : PRINT AT 11,2; FLASH 1;"RUN THE TAFE...
»+"3; FOR a=@ TD 1@ STEP .25: BEEP .P1,a-5: BEEF .Pl;a:
NEXT a: RAMDDMIZE USR B

J@3@ GO TO 3I@L1S

3500 REM #=#- MATTER DISINTERGRATORS —w=*

X502 IF matters=@ THEN RETURN

3585 IF damage<=5@ THEM LET pro=5@8

3510 IF damage>S@ THEN LET pro=damage

3515 LET rating=FN r(18@): IF rating<pro THEN GO SUB 3
B80@8: RETURN

3520 FOR a=@ TO S: PRINT AT a,@; PAPER 3; OVER 1; INK B
3" “:AT 11-a,@;"

i MNEXT a
IS525 LET pap=3: GO SUB 551@ .
3530 FOR a=@ TOD S5: PRINT AT a,®; OVER 13 INK B;"
“:AT 11-a,B;"
": MNEXKT a

I535 PRINT AT olcrrw,olcrcly OVER @3 ": LET matters=ma
tters-1: GO TO 5548

IH80@ REM #*»— MATTER DISINTERGRATORS BLOW UP —s#

3805 FOR a=110 TO 127: INK 2: PLOT a,17: DRAW (127-a)#2
,@,~-P1: BEEP .@1,-25-RND#5: NEXT a

TE1@ FOR a=-28 TO -3@ STEF -1: BEEF .@1,a+5: BEEP .81,a
: BEEP .P1,a-b4: NEXT a

3B815 LET matters=8: INK 7: RETURN

3908 REM ##— LINE ARDUND —==

391@ INK B: PLOT @,@: DRAW 255,0: DRAW B,175: DRAW -255
+@: DRAW B,-175

3915 RETURN

4202 REM #%— SPACECRAFT FIRING —#»

4005 LET x=(spacol+1)#B: LET y=(21-sparow)#8-5&

4010 FOR a=@ TD 1: OVER a: PLDOT INK coljx-1,yt DRAW I
MK colj=2,8@8-y: PLOT INK coljx+l,y: DRAW INK col;2,B@
—-y: IF a=@ AND sound THEN BEEF .@1,25: BEEF .@1,3@
4@15 IF NOT sound THEN PFAUSE 1

4028 NEXT a

4Q22 OVER @

4025 LET harm=FN i({(146-ABS (l&-spacol))}/1.5)

4930 LET damage=damage+harm: IF damage>»=1@8@ THEN GO TO
1508

4835 IF sound THEN BEEP .@1,harm

4240 RETURN

4500 REM =#- SPACE STATION FIRING —##

A4%0S LET x=curcol#B+4: LET y=(21-currow)#8+4

451@ LET dx=x=1271 LET dy=y-82

4515 FOR a=@ TO 1: OVER a: PLOT 127,8@0: DRAW dx,dy:s IF

sound AND a=@ THEN FOR b=-45 TO 45 STEP 20: BEEP .@21,b
5 MEXT b

4528 NEXT a

4523 OVER B

4525 GO SUB 140@

453@ RETURN

S@02 REM ##— SPACECRAFT MOVING —#=

S0@S IF RND<prob THEN GO SUB 4e+3

S@1@ IF sparow{>1@ THEN GO TO S@5@

=012 IF spacol=15 THEN GO TO Ze+3

5P15 IF spacol<1S THEN LET spacol=spacol+1l: RETURN

S@2@8 LET spacol=spacol-1: RETURN

SPS@ LET distance=distance-speed: LET sparow=FN i(11-(d
istance/?@%))

S@55 LET spacol=spacol+INT (RND#3-1)

SBs@ IF spacol<® THEN LET spacol=@: RETURN

5045 IF spacol>3@ THEN LET spacol=3@

S87@ RETURN

=508 REM ##%— DESTROYED A SPACECRAFT! —#=

55@5 BEEF .@,-25

5587 LET pap=B@: GO SUB 551@: GO TD 5548

5510 FOR a=@ TO 1@: LET RND=RND: IF RND<.S THEN LET in
k=2g REM #%— FIRE —#=

5515 IF RND».S5 THEMN LET ink=é&

5528 PRINT AT sparow,spacol; INK ink; PAPER pap;CHR$ 14

B;CHR$ 149;AT sparow+l,spacol;CHRS 150;CHR$ 151

5525 1F sound THEN BEEP .@5,-295+RND: BEEP .@0&4,—3@+RND®
3

S553@ IF NOT sound THEN PAUSE &

5535 NEXT a

S537 RETURN

5548 OVER @: LET speed=speed+25: LET score=score+{(18%p

rob) +sparow) +18: PRINT AT sparow,spacalj OVER @3;" “j;AT
sparow+l ,spacol;” -";AT currow,curcol;” "

5545 G0 SUB 799@: LET prob=prob+.@25

S55@ IF prob>l THEM LET prob=1

5552 PAUSE 1@

s=5% IF sound THEN FOR a=1 TO 14: BEEP s(a,1)/2,sla,2}
t NEXT at FOR a=S TO @ STEP -1: BEEP .@1,a: NEXT a: FOR
a=@ TO 15: BEEP .@1,a: NEXT a

5557 PAUBE 25

5560 IF NOT sound THEN PAUSE 97

5575 RETURM

L0208 REM #=- UPDATE DISPLAY INSTRUMENTS —#=

4382 IF RND<.4 THEN PLOT INT (RND#*#253) ;INT (RND=94)+E@
&0@S IF LEN STR$ distance<>4 THEN LET num=distance: LE
T y#="D00B": GO SUE &45@: GO TO &@@7
4004 LET y#=5TR$ distance

&0B87 PRINT AT 2@,9;v$

&6@1@ IF LEN STR¥ damage=1 THEN FPRINT AT 280,2%;"@";dama

ge

&015 IF LEN STR$% damage=Z2 THEN FPRINT AT 2@,29;damage
6020 INVERSE 1: PLOT 1@S+time,l: DRAW @,5: INVERSE @

&@21 LET time=time+.25: IF time>78 THEN GO TO le+3
&@835 RETURN

6£45@ REM #*#— CONVERTING NUMBER TO STRING —##*

5455 LET len=LEN STR% num: LET y#%(LEN y#-len TO }=STR$
num: RETURN

4500 REM ##— SIGHT MOVING —w*=

&5@5 IF k#="j" THEN GO SUP &40@: GO SUB &B@@: GO SUE &
850: RETURN i
&51@ IF k#="c® THEN GO SUB &70@: GO SUP &4B@@: GO SUB &
B5@: RETURN

&512 IF INKEY$="D" OR INKEY#="g" THEN GO SUP 4508
&515 IF INKEY$="[" OR INKEY$="q" THEN LET currow=curro
w—1: GO TO &525
4528 IF INKEY$="A" OR INKEY#$="a" THEN LET currow=curro
wtl
£%52% IF INKEY#="1" OR INKEY$="i" THEN LET curcol=curca
1-1: GO TOD &335 :
4538 IF INKEYS="P" DR INKEY$="p" THEN LET curcol=curco
1+1

6540 G0 SUP &4BBB: GO SUB &B5@: RETURN

&£60@ REM s*#— KEMPSTON —##

6405 LET stix=IN 31: IF stix=@ THEN GO0 TO 5670
6618 IF stix>=14 THEN GO SUB 45@0@: LET stix=stix-16
4615 IF stix=8 THEN LET currow=currow—1: GO TO &&69@
L5620 IF stix=% THEM LET currow=currow-1: LET curcol=cu
rcal+l: GD TO &&98@
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&425 IF stix=1 THEN LET curcol=curcol+i: GO TO &&7@

6638 IF stix=5 THEN LET currow=currowt+l: LET curcol=cu

rcol+1: GO TO &£&49@

&4588 IF stix=4 THEN LET currow=currow+l: B0 TOD &&90

45645 IF stix=4 THEN LET currow=currow+l: LET curcol=cu

rcol—-1: GO TO &4&69@

L4558 IF stix=2 THEN LET curcol=curcol-1: 60 TD &49@

65655 IF stix=1@ THEN LET curcol=curcol-1: LET currow=c

urron=1

44690 GO0 SUB ABR@: GO SUB &BSA

&£4695 RETURN

AH7DA REM =x— CURSOR —##

&7@5 LET g#=INKEY#$: IF g#="8" THEN GO SUB 4500

4718 IF g%="8" THEN LET curcol=curcol+1: GO TO &720
4715 IF g#="5" THEN LET curceol=curcol-1

&728 IF q¥="7" THEN LET currow=currow—1: GO TO &7I8
&725 IF q#="&" THEM LET currow=currow+l

4730 GO SUB &B8P@: GO SUB &5BS@

&735 RETURN :

4800 REM #=#— STANDARD KEYS —#*

4805 IF INKEY$=" THEM GO SUB 3I50@

&£818 IF INKEY#$="s" OR INKEY$="5" AND sound=1 THEMN LET
sound=@: RETURN

4815 IF INKEY$#="5" OR INKEY#="s" AND sound=@ THEM LET
sound=1: RETURN

&£820 RETURN

&858 IF currow<@ THEN LET currow=11: GO TO &840

&855 IF currow>l1 THEN LET currow=8

48580 IF curcol >31 THEN LET curcol=8: RETURMN

6865 IF curcol<@ THEN LET curcol=31

4£878 RETURN

4980 REM #=#— PRINT SPACE+SIGHTS —#»

6901 LET colFN i(prob/.142857142)

£9@2 LET olsprw=sparow: LET olspcl=spacol: LET elerrw=c
urrow: LET olcrcl=curcol

&9@83 IF col=@ THEN . LET col=1

&85 PRINT AT currow,curcol ;CHR$ 152: PRINT AT sparow,s

pacol; INK col;CHR# 144;CHR$ 145;AT sparow+l,spacol ; CHR

% 1445;CHR$ 147: RETURN

&£747 REM ##— RUEB —&a

£95@ PRIMT AT stirow,stlcol; INK S;CHR$ 153;AT st2row,s

tZ2col; INK &3CHR# 153;AT olsprw,olspcli;™ “;AT olspre+l
yolspcl;®™  “jAT olcrrw,olercly™ "1 RETURN

7008 REM #»»— SET UF SCREEN FOR BAME -##

7085 BORDER @: PAPER @: INK 7: BRIGHT 1: CLS

7012 PLOT @,14: DRAW 255,@: PRINT AT 2@,@; INK &;"DISTA

NCE"3;CHR$% 154; INK 53" ":CHR$ 155;CHR$ 15&4;" "3 INK
7;CHR*% 157;CHR# 158;CHR# 15%9;" "; INK 4; "DAMAGE";CHR¥
1534;" ";CHR$ 1&0;AT 21,3; INK 7;CHR# 157;CHR$ 158;CHR

% 1593 "; INK 63 "TIME";CHR$ 154;" s INK

7;CHR$ 157;CHR# 158;CHR# 159

7012 PLOT 104,0: DRAW B80,0: DRAW @,7: DRAW -808,0: DRAW

@,-7: FLOT 1@5,1: DRAW 7B8,8: DRAW @,5: DRAW -78,0: DRAW
B,-5: FOR a=1@83 TO 183: PLOT a,l: DRAW @,5: BEEF .01,a

F84.575: NEXT a

7813 INVERSE 1: PLOT 114,3: DRAW @,2: PLOT 124,2: DRANW

2,4: PLOT 134,3: DAW B,2: PLOT 144,1: DRAW @,5: PLOT 15

4,3: DRAW ©,2: PLOT 144,2: DRAW @,4: PLOT 174,3: DRAW @
b

el

7814 INVERSE @

7015 PLOT 1@5,17: DRAW 15,4@0: PLOT 151,17: DRAW -15,4@:
PLOT 112,17: DRAW 34,@8,-FPI

70820 PLOT 128,34: DRAW B0,25: PLOT 122,37: DRAW 12,@8: DR

AW -3,14: PLOT 122,37: DRAW 3,14

7025 PLDT @,24: DRAW 117,25,-.25: PLOT 255,26: DRAW -11

728,29

7038 FOR a=3& TO 44: PLOT @,a: DRAW 255,@8,-.7B: NEXT a

7835 PLOT- 121,72: DRAW 12,08,-.8: FLOT 126,74: DRAW B,5:
DRAW 3,8: DRAW @,-5

7040 FOR a=1 TD FN r{20): PLOT FN r(7@)+34,FN r{2@)+1&:
PLOT FN r(&5)+150,FN r(20)+14: NEXT a

7845 FOR a=1 TO FN r(BB): PLOT FN r (255) ,FN r (87)+88

7850 IF RND<.R25 THEN LET x=FN r(24@)+3: LET y=FN ri(7@
1+5+88: FOR b=1 TO FN r(2): CIRCLE x,y,b: NEXT b: MEXT

a

7855 NEXT a

78468 RETURN

792@ REM ##- SET. UPF VARIABLES -#=

7985 LET matters=2: LET speed=100: LET sticol=INT (RMD*
J32): LET st2col=INT (RND#32): LET stilrow=INT (RND#3): L
ET stZrow=INT (RND#2): LET time=@: LET damage=@: LET sc
ore=@: LET prob=B: B0 SUB 7990

7918 RETURN

7998 REM ##%— SET UFP CRAFT AND SIGHTS -—#%

7991 LET sparow=2: LET olsprw=sparow: LET distance=%9%9%
¢ LET spacol=INT {(RND#31): LET olspcl=spacol: LET curce
1=1&6: LET currow=11: LET olcrcl=curcol: LET olcrrw=curr
ow: RETURM

E020 REM ##— INSTRUCTIONS —#=

B@02 CLS

BO@S PRINT AT B,4; PAPER 7; INK 2;CHR$ 1&2; "SPACE STATI
ON ALPHA";CHR* 1&2;AT 1,9; FLASH 13 INK 93 "BY ADAM MANN
INB"

BBR7 PRINT """ The year is "jyearj" and" '"Sol III is u
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SPICTRL

nder attack from theCentaurians. Several Space Stat-=ion
s (the Dmega series) have been set up. Yours is the
neare-st’ to Sol 111, and is the only one left. It is
your task to halt this attack for as long as possible
- The Centaurins have to capture or destroy your stat
=ion in order to continue their conquest. Remember YOU
must' stopthis.": B0 SUB'"390@: GO SUB B49@: CLS
BB@F PRINT AT @,15; "KEY" ‘" There are two ways of destro
yi=" .
E@1@ PRINT "ng the approaching craft. One way is to a
im your sights onto it and press fire. The other isto
use MATTER DISINTERBRATORS. These are the keys:—

"3 FLASH 1;"@"; FLASH Bj":- Move sight up.

"3 FLASH 13;"A"j; FLASH B;":- Move sight down.

]

"3 FLASH 1;"I"; FLASH B;":- Move sight left.
": FLASH 13;"P"; FLASH B3 ":- Move sight right.
"5 FLASH 1;"0"; FLASH @;":- Fire laser.

“s FLABH 13"[SPACE]1"; FLASH B;":- Matter Di
sintergrator.”; FLASH 1;"5"; FLASH B;":- Turn sound on/
off. Gpace Station "j;CHR$ 142;" also works wit
h the cursor keys or Kempston Int—-erface.": GO SUB 3900
: GO SUB B49@8: CLS
BB15 PRINT AT B,5; "MATTER DISINTERGRATORS"'" You also
have two matter disi-ntergrators at your disposal. Wh
en the SPACE key is pressed, they will clear the scree
n of all approaching Centaurians. However , they ar
e very unstable,and are likely to explode when used.
No lasting damage will harm your station, but the cen
t-re of it will go solid red.”

BRZ0 PRINT “When the station has B";CHR$ 1&48;" damage,
the disintergrators have a 58" ;CHR$# 15@;" chance of ex
ploding. Any more than 5@";CHR¥ 140; " damage, and the
likely-hood of them exploding is equal to your damage.
L]
B82S G0 SUB 3I9@@: GO SUB BA7@
BB3I@ PRINT AT 11,2§" The various gadgets will now";AT 1
3,5;"be explained in detail.": GO SUF 3I9@@: GO SUB B4A%@
B03S PRINT TAB 9;"DISTANCE READER" " "'"This gives you the
distance of the approaching craft in a unit called pa
rsec. Remember alsao that once the craft is on the
same level as your docking bay, it will make a bee line
for it. The dcking bay is also where you shoot from
.": GO SUP 390@: GO SUB B4AT@
8040 PRINT TAB 93 “TIME INDICATOR" "" This instrument gi
ves you the time you have left in command of Space 5
tation Alpha. The longer you survive, the more b
onus points you will be given. Read the instrument like
a ther—mometer.": B0 SUB I9@8: B0 SUB B49@: CLS
8045 PRINT TAB 9; "DAMAGE DISPLAY" """ The Damage Displa
vy gives you the overall damage around the station as
a percentage. When it is over about 95";CHR$ 1&60; 7,
the stati-on will disintergrate, and the game will be
over . ‘ Damage is only incurred when a Cent
aurian craft fires at Space Station Alpha, and the near
er a craft fires to your docking bay,the more damage it
causes, The Damage Display is also useful indeciding
wether or not to use the MATTER DISINTERGRATORS. ": GO
SUP I92@: GO SUP B4T@

B@47 PRINT TAB 13;"SCOING" ‘" Scoring in Space Station
";CHR$ 1423 is worked out according to the sta-te of
two things, the position of the spaceship on the scree
n and the likelehood of it firing.The nerarer the ship
is to the docking bay, the more points youwill get by
shooting it. You w—ill get more points for a space cra
$t that is very fierce than one which is not. There i
= alscoa bonus based on how long you survive.": GO SUB

I90@: GO SUP B490
B@48 PRINT TAR 11;"COLOUR CODE"'"" The ferocity of the
Centaurian craft is shown by it’'s colour. The lighter
the colour, the morelikely it is to fire. This is the
table of ferocity. “; PAPER'1;“"BLUE"; PAPER 2
;" Seventh Class craft. RED Sixth Clas craft.

“y PAPER 3;"MABNETA"; PAFER 2;" Fifth Class craft

" "; PAPER 4; "GREEN"; PAPER 2;" Fourth Class craft
- “y PAPER S;"CYAN"; PAPER Z;" Third Class craft.
": PAPER &3 "YELLOW"; RFAFER 2;" Second Class cr

o)

e

K0y
O




aft. "3y PAPER 7;"WHITE"; PAPER 23" First Class cra
. A top first clas craft will movevery fast an
d fire all the time. Bood Luck!'i'iv: g0 SUB I7@D:
GO SUBE B4T7@

B@S@ FRINT AT 18,7; FLASH 1; PAPER S5; INK 1;"PRESS "3 1
NVERSE 1;"R"; INVERSE B;" TD READ ABAIN";AT 12,48; PAPER
23 INK &3 "OR ANY OTHER KEY TD B0 ON.": BO SuB 390@
B@OSS BEEP .@@1,FN r(38): IF INKEY#$<>"r" AND INKEY#$<>""
THEN BO TO B@B@

BB&A IF INKEY#$="r" THEN GO TO B@0@

B@7@ BEEF .@@1,FN r(-38): GO TO B@5SS

B@E@ BORDER 1: PAPER 1: INK 7: CLS : PRINT AT 1,93 BRIG
HT @; INK &; PAPER 2; "INPUT DPTIONS:-"

BBBS LET row=3: LET col=3: LET m#="KEYBOARD (Q,A,I.,etc.
»": B0 SUB B89@@: LET row=7: LET m$="KEMPSTON INTERFACE.
": BO SUB B78@: LET row=%: LET m$="CURSBDR KEYS OR JOYST
ICK.": GO SUB B8%92a

8898 PRINT AT 11,1;"Enter key,kempston or cursor.” .
B@9E LET row=13: LET col=4: LET u#$=CHR$ 13B: LET limit=
18: GO SUE B4D@

188 IF ef="key" THEN LET k#="k": PRINT AT 15,3;"0D.K. k
eyboard it is.": FOR a=-25 TO 25: BEEP .@5,a: BEEP .@5,
a=35: BEEFP .@5,a+5: NEXT a: PAUSE S0: RETURN

B1BS IF e$="kempston" THEN LET k&="j": PRINT AT 15,3;"
Space Station ";CHR$ 1&82;" now";AT 17,3;"works with the
Kempston"jAT 19;11;"Interface.": FOR a=-25 TO 25: BEEP
.B5,a: BEEP .@5,a-5: MEXT a: PAUSE S5@: RETLURN

B811@ IF e$="cursor” THEN LET k#="c": PRINT AT 15,3;"Yo
u can now use the cursor";AT 17,3;"keys or a cursor joy
stick.": GO SUB B492: RETURN

8115 PRINT AT 15,3;"Incorrect answer. Flease"jAT 17,43
re—anter.": BEEF .5,-25: BEEP .5,-30: FOR a=13 TO 21 S
TEF 2: PRINT AT a,®;" =1
NEXT a: GO TO Seva@

BAB@ REM ##— CURSOR INPUT —#=

BAD2 LET e$=""

B4B@5 PRINT AT row,colje$ju$: LET is=INKEY#$: PRINT AT ro
wycolje®;" " IF is="" THEN GO TO 84@5

B4d4 BEEP .901,25

Ba@7 IF i%=CHR#% 13 THEN PRINT AT row,col+LEN e$;" ": R
ETURN

8410 IF i$=CHR$ 12 AND LEN e$<>8@ THEN LET ef=ef$( TO LE
N e$-1): PRINT AT row,col+LEN e#+1;" “: B0 TO B4@S

B411 IF i$=CHR# 12 AND LEN e$=0 THEN GO TO 8405

8415 LET ef=ef+i%: IF LEN e$>limit OR col+LEN e%$>31 THE
N PRINT AT row,col;™ ": BEEF .S5,-20: BEEFP .5,
-25:1 G0 TO B4R2

B42@ IF INKEY#<>"" THEN G0 TOD B4zZ@

B425 GO TO B4@S

8498 LET m¥%="FRESS ANY KEY..."

B492 PRINT AT 21,8;m$: BEEF .@1,FN r(3@): BEEFP .@1,FN r
(=3@): LET m$=m$(2 TO )+mF(1)

8495 IF INKEY#$<>"" THEN BEEP .@1,25: CLS : RETURN
B497 GO TD B492 >

8508 REM #&— DO YOU WANT INSTRUCTIONS —##

8512 BORDER 2: PAPER 2: INK 7: BRIGHT 1: CLS

8515 G0 SUB 3788

;AT 16,11; "M

TOD =5 BTEP -2

740 RETURN
9991 BORDER &:

T 5,3:;"A -

7918 PRINT AT 2,5;" N S "3AT 3,5;"
TR _ — " AT 4,5 " ] L |
HE EEGAT S, . HE BE BN ;AT 46,5; .
g i L . AT 7, 5; mn - [N |

;AT 5,8; " L EE EE ;AT 7,5; " . L]

T ;AT 10,5; L T T
P15 INK 1: PRINT AT 12,18;"Il B B FEEE";AT 13,113
W E W';AT 14,11;"W

F92@8 INK 2: PRINT AT 17,25; " " ; AT 18,5; " S
;AT 19,7; "8 ] " =
.

9925 FOR A=5 TO 208 STEF 2: BEEFP .1,A: NEXT A: FOR A=2Z@
BEEP .@5,A: BEEP .@5,A-5: NEXT A

9930 BEEF .5,—18: GO SUB S5@@

935 GO SUP 9500

9950 REM ##— D.K. GET READY TO PLAY —##
PAPER &3 INK B: BRIGHT 1: CLS : PRINT AT
2,5;"mm . W:;AT 3,4;"W W B mGAT 4,4;"H & ;A

W": LET m#$="0.K. GET READY TO PLAY,": LET row=9: LET

BS528 FOR r=3 TD 1@: PRINT AT r,3;">": BEEP .@1,3B8: NEXT
r: BEEF .B1,25: LET m$="Do you want to read": LET col=
T2 LET row=11: GO SUR B9@@: LET m#¥="the instructions?"g
LET row=12: BO SUP B900: LET m#=":>": LET row=13: B0 8SU
B B92@; LET m#%="(Y/N {Y=Yes,N=Nol})": LET row=14: GD SUB
87aa

8525 LET m#=">": LET row=row+l:
B53@ BEEF .01 ,RND#120-&0

8532 IF INKEY$<>"" THEN BEEF .P1,25

B335 IF INKEY#="Y" OR INKEY#="y" THEN LET m$="¥:— Yes.
"t LET row=row+l: GO SUB B9@@: FOR r=0 TO 3: BEEF .05,r
: NEXT r: GO SUB B0@8: REBTURM

8548 IF INKEY#="N" DR INKEY$="n" THEN LET m#="N:- HNo."
t LET row=row+l: GO SUB B898@: FOR r=3 TD @ STEP -1: BEE

P .@85,r: NEXT r: RETURN

8545 G0 TO 8538

8988 FOR c=1 TO LEN m%: PRINT AT row,c+col=1jm#(c): BEE

P .@25,2@8: NEXT c: BEEP .PS5,38: RETURN

7008 REM #%— TITLE SCREEN —##

F@@5 BORDER @: PAPER B: INE 7: BRIGHT 1: CLS

@18 CIRCLE 128,88,87: CIRCLE 128,88,47: CIRCLE 128,88,
17

9015 PLOT 120,1@24: DRAW 5,52: PLOT 134,104: DRAW -5,52

FR2@8 PLOT 142,94: DRAW S52,-5: PLOT 142,80: DRAW 52,5

FO25 FLOT 120,72: DRAW 5, —52 PLOT 134,72: DRAW -5,-52

FA3@ PLOT 114,94: DRAW -52,-5: FLOT 114,B0: DRAW -52.,5

7248 FOR y=14@8 TD 142: FOR x=B2 TD B4: PLOT y,x: DRAW -

IZ,0: DRAW -%7,7: DRAW B,1: DRAW -2,2: DRAW -&,0: DRAW -3

y—3: DRAW B,~-1: DRAW -1,-1: DRAW B,-7: DRAW 3,-1: DRAM

&,0: DRAW 7,9: DRAW 4,5

FRAS NEXT x: NEXT y

S@5@ INK S: FOR r=3 TO 18: PRINT AT r,3;CHR$¥ 142: NEXT

r: FOR c=3 TO 29: PRINT AT 18,c;CHR$% 152: NEXT c: FOR r

=18 TO 3 STEF -1: PRINT AT r,29;CHR$ 152: NEXT r: FOR c

=27 TD 3 STEF =1: PRINT AT 3,c;CHR$ 142: NEXT c

@468 FRINT AT @,7; FLASH 1; INK 7; PAFPER 2j"SPACE STATI

ON ALPHA";AT 1,1@; FLASH @; BRIBHT @; INK 7; PAPER @;"P

RESS ANY KEY"

F@65 FOR a=1 TOD 1&: BEEP s(a,l),s(a;2): IF INKEY$<{>"" T

HEN RETURN

FO7@ NEXT a: PAUSE 25: IF INKEY$<>"" THEN RETURN

7S B0 TO FOL5

7508 DIM s(156,2): FOR a=1 TO 1&: READ sia,l),s{a,2): NE

XT a

%585 DATA .25,0,.25,7,.125,5,.125,4,.125,2,.25,12,.259,7

9= 125,5,.125,4,.125,2,.25,12,.25,7,.125,5,.125,4,.125,3

29y 2

951@ DIM p$i{3,6,32): FOR a=1 TO 3: FOR b=1 TO &: READ p

${a,b): MNEXT b: NEXT a

315 DATA "The Centaurian craft has docked”,"with your

station. They have ","shot all the survivors. There",

"now stands nothing between them","and the conguest of

LET col=3: GO SUP B700

Earth." You failed in your task."

528 DATA " " ,"Space Station Terminated STOP","Computer
estimates chances of ","civilisation surviving the Cen

t-","aurian onsluaght as @¥ STOFP "," Message en....

525 DATA " "," ","You have completed your command","of

the Station. The Centau-",
e Well done!!!!!! L
530 RETURN
908 REM == STOF THE TAPE ==
79@5 BORDER &: PAPER &: INK @: BRIGHT @: CLS
L E L

"rians have been defeated."”

N AT 15,11;"H "-E m
. .

Lt )
H ;AT 28,7
W';AT 21,7;"H [ § I |

W m;AT 4,4;"H W B W:AT 7,4; "S- ||
col=3: GO SUB B8708:

7?72 LET m#$="YOUR COMMAND STARTS IN": LET row=11: LET cC
ol=2: B0 SUB B9@@: LET m$="1@ SECONDS.": LET row=13: LE
T col=11: B0 SUB B9@@: FOR a=% TO @ 5TEF —-1: PRINT AT 1
I,113" "za: BEEP .5,25: PAUSE 25: MEXT a: RETURN




18 poKeS3E280,0:pokeS3281.,01pr int "E"
11 print " ENIREEMEBERERE) leazse uwait”

12 print "'BERRREREE=tting up graphics"”

15 gotoSO@@8
28 print"®
23 print*"

3@ print"HM as =ir pentagon.
35 print® =hip through the screen
4@ print"M collect the following objectsti-="

instructions"
1)

45 print"f zcreen 1!-a computer"

5@ print"R
55 print"H
E@ print"H
8@ print™

128 end

S5P0P@ pokeSZ .,48ipokKeSE , 48Biclr

when this
7?5 print"fl press a Key,

computer monitor®
and a box of preprials®
iz done the game ends "
type in fhnew! then load
program number 2*
90 getaFiifa®F="" thend@d

S0085 poKeSE334 .,A:pokel .35
S001@ forz=0to010@@ipoke 12288+z ,peek (S3248+z)inextz
50015 pokKel 39ipokKeS6334,1

SA02@ forz=@to?EV!readx!pokKe l2288+z ,xtnextz!pokeS3272,.281goto2@

you have been transported
to ‘Nilgypon', has hostile
aliens and a special type of
radioactive electricity
which attacks stationary
objects (like the objects you
have to collect), which will
kill anything which makes
contact with them, so you
have a 50/50% chance of

E 1985

collecting the object. You

start off in ‘HI’ gear which

can be switched to ‘L0’ gear
by pressing the ‘FIRE’ but-
ton, and the same goes for
‘LO° to ‘HI' gear.

Use joystick in port #1
or use KkKeys: CRTL =left,
2=right, 1=up, =down,
gpace bar =fire.

in order to"

vyou have to pilot your"

in*
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Sa188
se1es
Salia
58115
se12e
Sa12s
Sai3a
SB135
Sai4ae
Sa145
Saisa
581355
se160
S5A165
Sal1va
sa175
Salise
Sa185
S@ 158
54185
Sa2aa
Sazas
Saz1a
S8215
Sazze
58225
Sazza
SA235
Saz48
50245
50258
580255
50260
SA2ES
Saz27e
50275
582880
Sas8s
Se298
S@a295
Sa308
S@385
58318
50315
se3ze
58325
50330
58335
S5a348
58345
58358
58355
50360
SA365
58378
sp375

.Sp388

S5@38s
S2398
5@395

O O
810

dataG®,66,153,161,161, 153,66 ,60
data224 ,2480,.216.204 254,254,198 .198
datazd48 ,ESE ;Eﬂ-ﬂ rESE r |SBJ 198 ;E54J252
datal24,254,198,182,192,198,254, 124
data252,254,198,198,198, 188,254,252
data254,254,192,248 ,248, 192 ,254 ,254
data254 ,254,192,.248 ,248,192,192,1392
datal24,254,198,192,222, 198,254, 1249
datalSs, 198,198,254 ,254,1988, 198, 198
data254,254,56,56,56,56,254 ,2549
data?s4,254,12, 12,204,204 ,252, 120
datal198,204,216,240,248,220 ,206,198
datal192,192,192,192,192, 192,254,254
datai98,.238.254,214,198,198,198, 188
datal98,198,230,246 ,222 ,206, 198, 198
datal24,254,1968,198, 198,198,254, 124
data2s2,254,198, 198 ;254 ,252, 192, 192
datalZ24d,254,198,198,198,222,254,118
datags5e ,254,198, 198,254,252 ,198, 198
datal2d4 ,254,192,252,126,6,254,124
data2s4 ,254,56,56,56,56,56,56
datalS8,198,198,198,198,198,254 ;124
datal3S8,198,198,198,188,108,56,16
datal9e,188,198,198,214 ,854 ,238, 198
datalS8, 198,198 ,56,56, 108,198,198
datal98,198,198,238, 124 ,56,56,56
data2%4,254,12,24,48,96,254 ,254
datal?v®,85,178,85,1780,85,1780.,.85
data®,?,2,0,0,0,255,0
data6,6,6,6,6,6,6,6

dataS6 ,86,96 ,96 ,96,96 ,96 ,96
data®,255,9,0,0,0,0.,0
data®,0.,0,0,0,0,.8.0

dltlaaa rayara raaaa?
datal@z,102,192,0,9,0,0,0
data®,®,®,0,8,8,192,2249
data7,3,9,9,9,9,0,0
data22g4,192,8,08,90.8,.8.,.82
data24,24,24,60,126, 102,195,153
datal53,195,102, 126,60 ,24 .24 ,24
datsl6,16,8,8,16,16,8,8

data®,255, 129,189,165, 165, 165, 165
datal65,165,1659,165, 188,129 ,255,0
datal27,96,111,184,1084,111,96,127
data®,®,®,0,56,56,24,48
data®,®,®,126,126,0,0,08
data®,8,8,0,8,56,56,56
data2sS4,6,245,22 .28 ,246,6,254
datal24d ,254 ,.206 222,246,230 ,254 , 124
dataS6, 120,248 ,56,%56,56,2854 ,254
datal24,254,198,12,48,96,254 ,254
data254,254,6,28,6,198,254, 124
datal4,39,54, 102 ,255,255.6.6
data254,254,192,252,254,6,254 ,252
datal24,254,192,252,254,198,254, 1249
data254,254,198,12,24,48,96, 192
datal2d,254,198,124,1998,198,254, 124
datal24,254,198,198,254,126,6,6
data®,24,24,9,9,24,24,0
data®,24,24,0,0,24,24,48

50408 data3,. 14 ,29,.,249,249,289,14 .3

58405 data®,126,126,90,8,126,126,8

590410 datalBS2,112,184,159,159,184,112,192
50415 datal24,254,1968,12,24,0,.24,249
594920 data®,.®,®,294,51,8,8,8

30525 datal6,16,8,204,51,16.,8.8

503530 datal26,255,239,247.,119,7,7.7
58535 data?,.?.,?.7.7,.7.7.8

50540 data?,?7.,7.119,247,239,255, 126
50545 data2s5,255.2855,255.855,855,255,255
50550 data2549 ,255,255,259.,254 ,252 ,2852 ,2852
5555 datae,255,255,255,255,255,255,255
30560 data®,.252.252,252.,.252 252,252,252
SO56S data2sSe . 252,252,252 252 .292 ,252,188
SAS7P datal®7?,219,171,91,251,3,255,255
58575 data255,255,0,255,170,85,2855,0
58588 data218,215.218,213,223,192,2855,2855
508585 data218.214,218,.214,218,214,218,214
505960 datal®?,.91.187,91,187,91,.187.,391
50595 data255,255,.192,2283-218,213,219,214
5906080 data255,.,255.,3.,251,171,91,235,91
50605 data®.255.85,178,255,0,255,255

SAE 18 data254 ,254,198,198,198,254 ,254.,0
S0615 data231,24 ,36,66,66,129,129,1289
50628 datal29,129,129,66,66,36,24,231
S9625 dataz224 .24 ,.4.2.2,1,1,1

Ses3@ datal,.1,1.2.2.4,249,224

S0635 data?.249.32.64,64,128,128,128
SPE48 datal28, 128,128 ,64,64 ,32,23,7

306435 datalS.63.1287,120,.2498 ,2249 224 .229
58658 data22d . 224 .224,.248,128,127,63,15
SPE5SS data®.,®,8,255,2854,252.,.2498,0

SOEEd data® , 248,252,254 ,255,0,06.,8

SPE6S5 data255,255,.255,255,255,2855,2855,2855
S8678 data®,3.7.,126,254, 182,182,182

S067S datal2SS.255.295.295,2595,.255.,2595,295
ready .

4 R
S P
1@
14
15
28
29
23
3a
35
42
99
12a
181
182
183
184
185
186
187
1as
118
111
112
113
114

(Progedd™ Z

EM CLR

RINT"J"

PRINT" PLEASE WAIT"

REM CRD

PRINT"M SETTING UP GRAPHICS"
FORN=BTO767 ! READA ! POKE 14336 +N, A tNEXT

PRINT"M PRESS ANY KEY, THEN TYPE IN NEW, THE
REM CRD

PRINT"H LOAD IM PROGRAM MNUMBER 3°
GETA%: IFA$=""THEN35
END

REM SHIP#1

DATA® ,9.2,0,9,0,0,0

DATARG .0.,0,.0.8,8,248.,8

DATA3 .2280,0,13,92,0,53,92
DATAB .213,82,63,2855,255,192.,0
DATA3 .63 ,255,2855,0,0,0.0
DbATA® .8,8,0,8,8.0.8

DATA® ,0,0,0.0,0,0,8
DATA® .8, ,0,8.8.0.8

REM SHIP#2

DATAG .8 ,0,9,0,0,0,0
DATR®.0,8,90,15,0,8,53
DATAl192,8,52,112,8,53,92.0
DATAS3 ,.87.0,255,255,252,192.,8
DATA3 ,255,255,252,0,0,8.,8

COMPUTER GAMER JUNE 1985




.

iEN"

115
116
117
119
120
121

122
123
124
125
126
127
129

130
131

132
133
134
135
136
137
139
140
141

142
143
144
145
146
147
149
150
151

152
153
154
158
156
157
159
168
161

162
163
164
165
166
167
169
17@
171

172
173
174
175
176
177
179
180
181
182
183
184
185
186
187
189

DATA® .9 .0 ,0,0,8,0,0
DATA®.,0,.,8,0,0,0,0,08
DATA®.,0.9,0,0,0,0.,0
REM COMPUTER
DATAZ2SS ,255 ,248,255,255,248,192.,1
DATAL1SZ2,192,1,248,1982,1,152,192
DATAl,.248,182.1,152,255,255.248
DATA248 .7 ,248 ,255 ,255,248,0,0
DATA®.2,0,0,9,08,0.8

DATAB ,.R,0.,0.,0.,8,0.,8

DATAD ,P,0,08,0,8,8,0
DATA® .9 .9 ,0,9,8,0,0
REM BOX
DATAR,8,9,0,0,0,8.0
DATAD ,®,0,0,0,0,0,0@
DATA? .0 ,2,0,0,0,0.0
DATA® ., ,8,0,8,8,31,255

DATAR2SS 42,178,175 ,85,85,95,255
DATAZ2SS ,253,213,85,91,179,178,173
DATA212,85,91,178,178,175,213.,85
DATAS4, 178,170,172 ,255,255.,248.8
REM MONITOR

DATAR,9,8,8,0,0,0,8

DATAR® ,d,2,0,0,0,0,31

DATASSS ,224 ,63,255,240,58,170,178
DATAS3.B5,112.,58,178,176,53,85
DATALl12,58,178,176,53,85,112,58
DATAL7®,176,53,85,112,63,255,240
DATA31 ,255,.224,0,48,0,0,48

DATA® ,B,252,0,3.,255.,0,0

REM FACE#1

DATAP ,P.0,0.8,0,0,170
DATAl28,2,178,160,10,251 ,232, 18
DATASS1 232,108,203 ,40,18,203,40
DATALl®,179,168,18,178,168,18,170
DATA168,1@,170,168,18,170,168,8
BATALTY.136,18,51,48,18,51,40
DATA2,128,160,2,179,160.,8,178
DATA128.,0,0,90.,8.8,8,8

REM FACE#Z

DATAB ,8.,0,0,0,0,.0,17@
DATAl128,2,17@, 160,180,251 ,232.10
DATAZ2S1,232,10,56,232,10,56,232
DATALD,170,168,19,178,168,10,178
DATALES,18,178,168,18,178,168.,8
DATAL7®,136,10,51,40,18,51 .48
DATAZ2,128,160,2,179,160,8,170
DATA1Z2B8,0,0,0,90,0,8.,0

REM MONSTER#1

DATALTS , 168,80 ,250,170,8,250,178
DATAB ,258,178,8,170, 168,080,808
DATA49 ,8,0,40,0,0,40.8

DATAD ,48,0,0 .40 ,8,8,4@
DATA®,9,178,8,2,186,8,2
DATA186,.08,2,186,0,3,234,0
DATAZ,170,2,8,170,8,8,48
DATA®,9,8,8,18,1790,0,8

REM MOMNSTER#Z

DATAB ,42,170,0,170,175,0,170
DATA175.0,17@,175.0,.42,178,8
DATA49,0,0,40,0,90,40.,0

DATAG .40 ,0,0,40,0,0,40
DATAP,.,A,178,0,8,174,128,0
DATALTS,128,0,174,128,8,171 ,64
DATAD, 178 ,128,0,42,128,0,18

DATA® ,@ ,B,0,0,42,160.,0

REM MONSTER#3

]

r

re oy r
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198
191
192
193
194
195
196
197
1939
b={ ]
zal
ee2
203
204
285
288
287
2ag
=8 L)
211
21e
213
214
215
2186
217
REA

s p
12
15
17
2@
25
3l
31
32
34
36
38
an
az
44
can
20a

DATAB,8.0,3,248,8,15.254

DATA® ,31,255,0,63,255, 128,127
DATAR2SS, 192, 127,255,192 ,231,57,224
DATAR214.,214 224,246,214 ,224,246,E14
DATAZ224 ,246,214 ,224 ,246,214 ,2284,185
DATAST 224,127 ,255,1982.,127.,255,192
DATABS 255, 128,31 ,855,8.,15.234
DATA® ,3,248,0,0.8.,9.,8

REM MONTER#4

DATAB ,56.,0,0,124,8.,8,124

DATA® ,B,124,8,8,56.,8.8

DATA124 ,8,0,254,8.,8,254.,8

DATAG® ,254 .0 ,8,254,0,8,254

DATAD ,@,254,0,8,124.,8.0
DATAl24 .8 ,8,124,8,8,124,8

DATAB .56 ,80,8,56,0,8,56

DATAD .0, 108,0.,8,8,8.,.0

REM ESCAPE DOOR
DATAZ,178,0,10,154,128,41,153
DATAlED,41,153,168,169,153,168,.153
DATA153,152,153,153,152,153,153,152
DATA153,153,152,.153,133,152,153.,153
DATA1S52.153,153,152,153,153,152,153
DATA1S3,152,153,153,152,153,153,152
DATAIS3,153,152,153,153,152,153,153
DATALS2,178,170,168,1790,179,168.8
oY.

Prog?™

rint "EEE"tpokKeS3280,11:pokeS3281,08
poKeS3272.,28ipokeS3263,01gosub2poa
sc=0:hs =8
restore!gosubS@0@A:gosubE0ABA
1i=3'bo=500A:q=0
gosubZ@lE6:gosub2@3ig

gosubZ2@s4

ifq=3 thengotoEB@AER

gosub20a4

gosubZ2 1286

gosubz2 186

gosub2888

gosub2136

gosub2162

goto 31

A forl=S4272+a54296!pokel ,Binext
2 return




bo=bo-2@ipr int "E 3 23 FEERY bonus 18" 1 bho
print’ mmvearl Migear$
Frint  SMICECCECECEEEEEEECEEECEERRERR RRDRRRRRRRRRRRRRRRR]] ives (81" 1 1
print"E¥ scoreifi"isc

pr int " BIEREE BERREERE: i —ccore!38"'hs
ifli=0 thengotoGA380Q

return

poKeS4296,15ipoKeS4277 , 32

pokeS4278 ,255poKeS4276 .23
poKeS4287 .5
forl=255to0B8step-1lipokKeS4273,1

next

forl =0t0255step.S5ipokKeS4273,1

next

poKeS4273 ., AtpokeS54287 .0

return

poKeSq4287 ,AlpokeS4277 ,32

pokeS4278 ,255ipokeS54272 .9
poKeS4276 ., 33tpokeS4296,15
readht!ifh=-1 thenpokeS429&6.,8ireturn
readl

readd

pokKeS4273 . h

pokKeS4272,1

fort=Atodinextt

goto=2@4@

pokeZ2@480 ,225tpokKecddl 226

pokKeZ2@42 ,227ipoKeZB43 ., 235
pokeZ@44 2291 pokKe2045 ,230

pokeZ2046 ,230tpoKke2B47 , 232
g=]15iy=53248!x =40y =60
gearF="hi1"ix1=245iv 1=68
¥x2=14Aty2=138

x3=144tv3=178

xd=245ty4=58

x9=141iy5=138

x6=250tyE=170

x7=681y7=98
ml==15tm2=15'm3=-10:md4=18

pokKevw+21 PipokKew +28 ,243
pokKeu+37,10ipokev+38,7
pokev+4@ , 18!pokev+41,7

pokKev+42 ,SipokKev+43,2

pokev+d4d SipokKew+d4d .6

pokeu ¥ipokKeu+l .y

pokKev+45 ,6EipoKev+d4E 2lpokev+2 ,x1

poKev+3,vlipokKev+d ,x2ipokKev+S5S,y2ipokev+E ,x3ipokev+7 y3ipokev+2l ,.255
return

PokKew ,xipoKeu+] v
pokev+2,x1llpoKeuv+3,v1
pokev+d  x2ipokKev+S v
poKeu+E ,x3tpokKev+7? ,v3
pokKev+8 ,x4ipokev+3,yv4
PoKev+18 ,x5!poKev+1l,v5
pokKeu+l2 , ,xEBipokKev+l13,vE
pokev+ld , x7ipoKew+15S,v7
return
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L

21906 ifx4<48@ thenml=13

2187 ifx4>»24@ thenml=-15

2188 ifx5<{58@ thenm2=195

2109 ifx5»238 thenm2=-13

2118 ifxB<4@ thenm3=10:pokKe2@46,.232

2111 ifx6>248 thenm3=-10!ipoke284E ,231

2112 ifx7<498 thenmd=10ipoKe2847 ,232

2113 ifx7>248 thenmd=-10!poke2B047 ,231

2114 if (peek (2044)=229)thenpokeZ@44 ,230:goto2118
2116 if(peek(2044)=230)thenpoKe2844,229

2118 i{(peeK<EG45)=EES>thenpoKeEB45,ES@lgntaEIEE
2120 if(peekK(2P45)=23@)thenpoKezB45,229
2122 return

2126 xd4=xg4+ml

2128 xS=x5+m2

2138 xB6=x6+m3

2132 x7=x7+md

2134 return

2136 ifpeek(145)=251 thengosubzal13@

2138 ifpeekK(145>=247 thengosub2152

2190 ifpeek:145)=254 thengosubZl54

2142 ifpeek(1453)=253 thengosub2l156

2144 ifpeekK(145)=233 thengosub2l58

2146 ifjs=239 thengosub2138

2148 return

215a x=x—g=poKeE@4B,EE4=ifx<B thenx =@
2151 return

2152 x=x+gipokKe2dd4@,225:if=x 2255 thenx =255
2153 return '
2154 v=v-glify<{@ theny=8

2155 return

21568 v=v+glify »255 theny =255

2157 return

2158 ifg=7theng=15igear®="hi"treturn
2168 g=Flgear®="lc"ireturn

2162 poKeu+3@0,0ipoKev+31.,8

21EB if((Feek(u+35}and3}=3)thenst=sc+lﬁB@!pokeu+El,(Peek(u+21)rE)=q=Q+1=PEturﬁ
2168 i-F((peek‘(u+36}and5)=5)th9nsc=SC+19EIW=PDI'€EU*21r(PEEK('v'"‘El3"4?"q=°-"1“"!t“"""
2178 if((peek(u+38>and9)=5ﬁand(peek(u+El)2349)thenq=31sc=sc+bc+IEEB=r¢turn

2172 i+<(peek(v+3@)and1)=l)thenli=li-l=h0=563@=gnsub&1?stq=ﬁ=x=4ﬂ=y=66=90102354
2174 i¥C(peeK(u+31)and1)=I)then1i=l1—1=bo=SEBB=90£ubEl?qu=a=x=4ﬂ=y=68=gotueaﬁ4
2176 return

2178 forl=vyto255ztep3ipokKev+l,]l poKev+38,1
2180 pokKeS4296,15tpokeS4287 .20

2182 pokeS4273,1'nextl

21849 pokeS429E ,AipokKev+38,7

2186 return

S00808 print "EE escape from death.”
50085 print"Hl Written by gary biasillo"
S@0A3 rem crd

SP81® print"El ® copyright asp 18985"

SPA1S af=" "

SAAZ0 bFE="press “$ired to start game . "

50035 d$=" did vou hear about the idiet who bought a computar "
SEA40 eF="to play games on 7 he took it back cause the darts Kept falling "
SAN4S f$H="out. special thanks to computer samer for publishing my game. "
SAAEA zF=aF+tbF+dEteF+fH

S@@61 rem hom 1l%crd vel

SAREE pr int " EEECEECEEEEE:"

SPAA63 print" OKKKKEEEEKKKKKKKEKKKKEEEKKKKKEKKKEKKP "

/
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SanEg
S@aess
Seas’
S@BEs
Seavi1
50av4
Seeve
58a7s
S0esa
Seesz
Seass
Seasa
581808
sSa1es
cEaaaa
50085
saaay
E@a18
68815
s08z8
68825
E@a3a
ERAA3S
caa4a
50845
s@ase
68855
E00E2
E0@ES
EBaave
E8a7S
caasa
B@@s82
E8084
E@@8e
s@ess
[=talaisla]
saag:z
E0@394
68896
508898
Eaiea
Ea38a
E8385
cEa3la
568315
sl1088
gl1@08s
E18084
61886
sEl180as
61818
s1812
si18ati4
El1816

Print"mMm

fort=1ltol1@tprint" M

print" LEQGGAARGAGAGOAAAGGAAAGAGAGAGAGAAGaAEaT "
pr int " EFCECCECCEEEECEEIRRRRI BRRERI 1 top three games"
print " ERERRRRRRR] "
print*"pRREl 1! impossible mission?! by chs"
print"pEREY 2 suicide express! by a.crouther"”
print"pEIMEl 2! ghostbusters: by activision"
z¥=aF+bF+cEF+dE+teF++S$

a=1

Print "EREEEEEEEEEI" mid$(z%H,a ,980)
fort=1toE@inextt

ifpeek({1452»=239 thenreturn

a=ma+ltifar=len(z®$) thena=l

gotoS@BA82

print "k

print "EOKKEKKKEKKKKKKKEKKKEKKEKERKEKEKREKEKP "
fort=0to017

MN"tnext
print "LOQAEGAGAGAGAAAAAAGAGAEAGARGAEAGAEAGGAGGT "

print "SEEERI'cLEEEEEEEH [EX ] IEEEEEEEEENR"
print"MICCCCCCCCLY 1LC* JCLLELELELE"™

Print "HEtrttetdty e bl
print"CERBEBB ' tEEEEELEEH \EEEEEEEEN"

print "I CCCCCCCCY ILCLCLILLEL"

print " MEREEE« e Fht e

print "EREEEEEH IEEEEEEEEEEEEH IEEEE"
print"MICLCY JECCLCLCCELELICY ICCee™

print P 2 e e T o S oY S F"
print"BERMEEEEEEEEEErEErfefrfffssrsefsreese"
print"MCCCCCCCCCCCICCECCCECCCECCDECEL "

return

pokeu+Zl Aiprint"H"tgosub2@34

print"d congratulations, vou have s=tolen the"
print”"® computer hardware and escaped through"
print"81 door."

ifsc*hs thenhs=scigoto&B@a3s4

print"flvou s=cores"?!sc’f"points, so yvyou have not"
print"H beaten the hi-score."igoto5@038
print"®S uell done, vou have beaten the hiscore”
print"g the new hi-score is!"!hs!"points"
fort=0to l000@inext

gotol?

pokew+2l ,AigosubZ2@834iprint"Ehard luck sucker ,
print"fl three times before wvou collected the"
print "8 required objects"

gotocAA32

dataz2l 31,108,139 ,2339,158
data21.,321.,508,15.210,1008
datalg,.209.,.188,16,135, 188
datal3,78.,c08,14 ,24 , 1908
datazgl.,31,18@,18,239,158

datazl .31 .588,15,21@a,188
datalB8,209,100,16,135,10a
datald,24,985,8.,0,5,14,.24,150
datalS,.218,158,16,135,158

you crashed

dateld, 24,190 ,15.218,158
datalB,195,.158,18,.283, 132
datalS,.210,159,16,195,158
datalB8,.209,.1%0.81,.31,.158
dataiE, 195,150, 18,2083, 158
dataZl . 31,.130,.22,96,158
datalB,.2@9,.1590.21,.31.125
datalE,1985,1285,18.2889;12%9
datalS,.210,12%,16;193,123
datald,24,125,.15,218,185
datalE,143,.1285,14,.24,128
datall .48,129.12,143,135
datald,143,125,11.498,125
dataB,184,185,180, 143,185
dataB.97.730.-1

dataZi ,31,156,19,239,150
datag2l.31.199,19,238,.158
datazl31,1508,15,.218,158
datalB8 208,150,186, 135,150
datald , 24,1008
datagl.31.1590,14,24,158
datals, 210, 1088
datagl,31,.158,15,218,15@
datal6, 195, 1088
dataZl,31,158,19,239.1%@
datag2l,31.190,18,2359,.158
data2l,31,158,15 218,158
datal8 ,209,158,.16,195,130
datald, 24, 1008
data2l,31,1580,14.249,1390
datalS,. 210, 1888
data2l,31,150,15,218,1358
datald, 24,300, 16,1593 308
data2l,31,.3080,20,49,13508, -1

vour ship"®




the spin bullets fired by the

red snake, they will kill
ﬁou if they hit you on the
ead or make you lose a
segment if it is in your

boc%&r.

ith a new and more dif-
ficult maze the number of
ghosts increases to & max-
imum of five on the fifth
sereen. Completing the fifth

screen will give you a
bonus depending on the
time taken to do the task,
and bring you back to the
beginning.

f you eat the strawberry
the ghosts turn to green for
a while and then you can

shoot them getting extra
points. As your snake is in
continuous movement you
must have a quick finger to
decide which direction you
want to go. Otherwise she
decides for you when she
hits a block, but you're
always in control.

One last warning, don't
shoot yourself or you will
have a nice and inglorious
death. : :

As you see the game is in
3 parts and you must
carefully type each one of
them (special care to pro-
gram 2) and save them one
after another on the same

tape. To play the game just
type CHAIN'' and that's it

The game itself runs on
an Electron, only the mode
7 statements for instruc-
tions and Hi-score table
will look a bit strange but
this can easily by changed
by Electron users.

Do)

E 1988




e

PEep———r_

Il REN s==zs=sszss=sssz===
28 REM = Snake Maze-! =
I8 REM = by =
48 REM = C.Randao =
5@ REM = Lisb/Jan/BS =
b8 REN mmmzmssmzscsc==c=
78 HODEY

B8 MASE1=19B@B:HASEZ=HASE1+14@: MASEI=
MASEZ+148: NASE4=MASES+140: MASES=HASE4+14
#: BLOCK=HASES+140

99 FOR AX=MASE2 TD MASE2+139:READ Bl:
PAL=BL:NEXT

102 DATA1,8,8,0,2,8,0,0,0,0,2,0,0,0,8,
8,8,8,0,1

118 DATA1,8,0,0,8,8,0,0,0,0,8,8,0,0,8,
0,8,2,0,!

128 DATA1,0,8,1,1,1,0,0,8,8,0,8,0,2,1,
1,1,0,0,1

130 DATA 1,0,0,0,0,0,0,0,0,1,1,0,0,8,
#,0,0,0,0,1

1de’ Data 1,0,0,1,1,1,0,0,0,0,0,0,0,8,
1,1,1,8,8,1

150 DATA1,0,8,0,0,8,0,8,0,0,08,8,0,0,0,
0,2,0,0,1

168 DATA1,0,0,8,0,8,0,0,0,8,0,2,0,0,8,
9,0,0,0,1

178 FOR AX=HASEI TO MASE3+139:READ BX:
PAL=BL: NEXT

180 DATA1,B,8,0,0,8,2,8,0,0,8,8,0,8,0,
9,0,0,8,!

19 DATA1,0,0,8,0,8,0,0,8,8,08,0,0,0,8,
2,2,0,0,!

200 DATAL,0,B,1,1,1,0,0,8,1,1,8,0,8,1,
1,1,08,8,1

218 DATA1,0,8,1,1,1,8,08,1,1,1,1,8,8,1,
1,1,8,8,1

228 DATA1,@,0,1,1,1,0,08,8,1,1,0,0,8,1,
1,1,8,0,1

238 DATAL,@,d,8,2,0,0,0,0,8,0,0,8,0,8,
2,0,0,0,!

240 DATAL,8,8,8,8,0,8,8,0,08,8,8,8,8,0,
2,0,0,0,1

258 FOR AZ=MASE! TO MASE1+139:READ BI
17A%=BL: NEXT

240 DATA1,08,8,8,8,0,8,0,0,8,0,8,8,0,8,
2,2,8,0,!

270 DATAL,0,8,8,8,0,8,8,8,8,8,0,08,8,0
,8,8,0,0,1

280 DATA1,8,8,1,8,0,8,0,0,8,0,0,0,8,0
,8,1,0,0,1

299 DATA1,0,0,1,0,8,1,1,1,8,8,1,1,1,8
JB,1,0,2,1

380 DATAL,d,0,1,8,0,8,2,0,B,8,0,0,8,0
JB,1,8,0,1

318 DATA1,0,8,8,0,8,8,0,08,8,8,8,0,0,8,
0,2,0,08,1

320 DATA1,8,8,8,0,8,0,0,8,0,0,8,0,2,8,
0,08,8,8,1

330 FOR A=MASEA. TD MASE4+139:READ B:?4
=B:NEXT

340 OATA 1,8,0,0,0,8,8,8,0,0,0,0,0,0,0
,8,8,0,0,1

350 DATA 1,0,1,0,1,0,1,8,8,1,1,8,0,1,0
‘lll.li'la'l‘t

348 DATA 1,8,1,8,1,8,1,8,8,1,1,0,8,1,8
o1,0,1,0,1

370 DATA 1,0,1,0,1,0,8,8,0,1,1,0,0,8,0
o1,0,1,8,1

388 DATA 1,8,1,8,178,1,0,0,1,1,2,8,1,0
.1,0,1,0,1

398 DATA 1,@,1,0,1,8,1,0,0,1,1,8,8,1,8

21,0,1,0,1
428 DATA 1,0,0,8,2,0,8,0,2,0,8,0,0,08,0
,8,0,0,0,1

iz

418 FOR A=HMASES TD WASES+139:READ B:?A
=B:NEXT

428 DATA 1,0,0,0,0,0,0,2,0,0,0,0,0,08,0
,8,0,0,8,1

430 DATA 1,0,1,1,1,@,1,1,1,®8,@,1,1,1,0
J1,0,1,8,1

440 DATA 1,B,1,1,1,08;1,1,1,
21,1,1,0,1

458 DATA 1,8,08,0,0,0,8,0,0,0,0,0,0,8,0
,8,0,0,0,1

460 DATA 1,0,1,1,1,08,1,1,1,8,@8,1,1,1,@
shl 1A

470 DATA 1.,08,1,1,0,@8,1,1,1,8,@8,1,1,1,@8
o

48@ DATA 1,0,8,0,0,0,0,0,0,0,0,0,0,0,0
,8,08,08,08,1

498 FOR AX=BLOCK TO BLOCK+15;READ BX%:?
RL=BA:NEXT

588 DATA119,175,223,175,223,175,223,(1
9,238,191,95,191,95,191,95,238

518 FRROCTITLE

520 CHAIN®"

338 DEFPROCTITLE

548 FORCX=4 TD 12

5580 PRINTTAB(9,CX)CHRS$C(129)" ("

5608 NEXT

S7@ PRINTTAB(11,4)CHRS$(132) "Esmifrasof
tu

S8@ PRINTTABI11,4)CHR$(132) "presents”

598 PRINTTAB(I1,BICHR$(1I3)CHRS(134) "5
NAREKE MAIE*"

1.1 PRINTTﬂﬂlll.llFCHR$f1}2]"bf"

&108 PRINTTAB(11,12)CHR$({132)"C.Rondao
% A.Dtero"

428 PRINTCHR$(133)CHR#/{134)"-PROG2-"

630 ENDPROC

(0 aim-2

*WIDTH 48
b

28 REM =

38 REN =ccmmmEmms==s

4@NASEL=%4R3B

@ FLAP=KL4A3B

b@BLOCK=%4CF4

7@ HEADR=184820

8@ HEADL=HEADR+1&:HEADUP=HEADL+16:HEA
DW=HEADUP+14: BODI=HEADW+&: NAV=BODI+16:0
AR=NAV+1 &:DAL=DAR+*14; DAUFP=DAL+{4; DADW=D4A
UP+16: REODI=DADW+14: MAVI=RBODI+15

FALPL=NAVI+15:LPH=LPL+10;: TPL=LPH+1@:T
PH=TPL+1@:FIRSTPL=TPH+I@;:FIRSTPH=FIRSTPL
+10:FTPL=FIRSTPH+1@:FTPH=FTPL+10

188 GBL=FTPH+I@:GH=GL+5:LS=6H+5: [L=L5+5
tDL=IL+5: IH=DL+1:DH=TH+5: GHOST=DH+1: NGH=
GHOST+1A6: FINE=NGH* 1 1 MORT=F INE+1

118 FL=MORT#1:FH=FL+1:PIH=FH+1:RPL=PIN
+1tRPH=RPL+1@: IPL=RPH+10: IPH=IPL+1@; DELA
YO=IPH#1@: DELAY1=DELAYA+1: DELAYZ=DELAY1+
1 5

120 SHOT=DELAY2+1:DEAD=SHMOT+1: TRAS=DEA
D+1tML=TRAS+1:NH=NL+1: BULLET=NH+1:GEXP=R
ULLET+16;HEXP=BEXP+14: TEXP=HEXP+14:NENSC
=TEXP+14

130 GHOST1=MEWSC+1:GHOST2=GHO5TI+14:5T
BERRY=BHOST2+14: BR=STHERRY+14:EAT=BR+1:D
ELAY3I=EAT+1

148 PATO=DELAYI+1:TI=PATO+146: TP=TJ+1b;
YL=TP+16: YH=YL+1:SHTR=YH+1: SHT 1 =5HTB+1

15@ DW=SHTi+1:NSEG=DW+1: TMORT=NSEG+]

168 FOR A=TJ TO TJ+31:READ B:7A=B:NEXT

178 DATA ®,1,0,3,4,1,8,08,0,8,8,10,12,0
,8,0,0,0,4,2,1,1,2,0,0,4,8,08,12,2,0,0

16@ FOR A=PAID TO PATO+1S:READ B:74=B:
NEXT

198 DATA 32,64,144,33,33,144,54,32,564,
32,129,72,72, E”?.;; &4

200F0R A= HE&DH TO HEADR+79:READE: 7A=B:
MEXT

8,8,1,1,1,0

218DATA 16,48,97,248,248,97,48, 16,124
72,128,192,192,120,72,128,14,33,225,48,4
B,225,33,16,128,192, 104 ,240,240,184,192,
128,32,32,112, 15| 2[. 112,48,16,64 64,20
l1lil lﬂl 224,]?2 128

220DATA 16,48,112,210,150,112,32,32,12
5.112.22I,IBI.15I,224.64.64,l,1&.1ﬂ.Iih
112,48,15,0,0,128,192,224,224,192,128,8

230FOR A=FIRSTPL TO FIRSTPL+39:READ B:
2A=BiNEXT

Z240DATALYR, LAR, LBE, LCA, LD, LED, k20,440
RYTRITH lﬁﬂ,&it &5C,&5C,&5C,L5C, 45E, k5F
S50, LAL,L50, 590, 5D0, 410, k50, 450, kAD, LED
1&:! £D@,K77,478,579 ars.l?t 470,470,470
JA70,57D

258 FOR A=BHOST1 TO GHOST1+47:READ B:?
A=B:MEXT

260 DATA 3,7,15,185,45,15,15,9,8,12,14
194, 74,14,14,2,48,112,240,150,210,248,2
40,144,128,192,224,44,154,224,224,32, 54,
224,22,15,15,15,7,1,464,134,15,15,15,15,1
4,8

278 FOR A=DAR TO DAR+79:READ B:7A=B:NE
kT

288 DATA 1,3,22,15,15,22,3,1,68,132,11%
y12,12,135,132,8,1,18,30,3,3,30,18,1,8,1
2,134,15,15,134,12,0,2,2,7,185,45,7,3,1

298 DATA 4,4,14,105,75,14,12,8,1,3,7,4
5,189,7,2,2,8,12,14,75,105,14,4,4,8,1,3,
7,7,3,1,0,0,8,12,14,14,12,8,0

388 FOR A=BULLET TO BULLET+47:READ B:?
A=BiNEXT

318 DATA @,@,16,48,48,14,8,8,8,0,128,1
92,192,128,8,0,0,15,1,1,2,2,4,4,0,7,5.5,
5,5,5,7,3,21,2,69,9,14,69,56,8,6,9,42,12,
20,69,2

320F0R I%=@ TO 2 STEP 2:PY=20000

I30L0PT I

349, START

ISALDANESA:STALTI: LDANLER: STALTR

3&BJ5R T

J7OLDANLTE:GTALTL: LDANLCA: STALTR

IBBJSR T1

I9@8 LDAMLSB:STALTI:LDAREC@:STALTE

400 LDA#R

418.C7

420 LDYMR

439,.C0

4BTYA:STALT4:LDA(LTZ) ,Y:BED C2

450LDY 415

4&0.C1

478LDA BLOCK,Y:STA(&7@) ,Y:DEY:BPL C1

48@.C2

A7BCLC: LDALTR:ADCH146:STARTR: LDALT ] ADC
#B:STALTI

58@ LDAL74:TAY:INY:CPYN14@: BNE CO

510 INX:CPY#S5:BNE C7

S28RTS

230.T1

S4BLDY#R

5508.C3

560 LDY#1S

570 .C#%

580LDA BLOCK,Y:STA(LT@),Y:DEY:BPL C4

STBCLC:LDALT@: ARCH16: STALTR: LDALT I ADC
¥Q:STARTL

bBP INX:CPINZR:BNE C3

618 RTS

620, 1P

H30LDY#1

640,82

L5@LDA FIRSTPL,X:STA LPL,X:STAL7E

668LDA FIRSTPH,X:STA LPH,I:STALTI

&70 LDYH1S

sB8@ B30

690 LDA BODI,Y:STA(K7@)},Y:DEY:BPL B3R

TRRINX:CPX MNSEG:BNE B2

718 LDX#L

720 .B20

730LDA FTPL,X:STA IPL,X:STALTE

74QLDA FTPH,X:S5TA IPH,X:5TALTS

758LDYH1S

760.83

7TBLDA, RBODI, Y:STR(A78) ,Y:DEY:BPL B3

JEBINE:CPX®10: BNE B29

798LDA FIRSTPL:STALPL:STAL7@:LDA FIRST
PH:STA LPH:STALT1

BB@ LDA FTPL:STA IPL:STAL7B:LDA FTPH:§
TA IPH:STARTY

BIBLDY#ES

828 .B@

BIBLDA HEADL,Y:STA WAV, Y:STACET@),YiLD
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A DAUP,Y:S5TA NAVI,Y:STA(&78),Y:LDA GHOST
1,Y:8TA BHOST ,Y:DEY:BFL B@

B4D LDX#@

B58 .00

B5@ LDARLTR:STA BL,X:LDABLAC:STA BH,X:
LDARI:STA LS, X:LDARI&:STA IL,X:LDA#B:STA
IH, X

B7BINX:CPX NGH:BNE @@

BE@ LDANZH@:5TA DL:LDAWZSS:STA DH:LDAN
192: STAFL:LDA®ZI4:STA FH:LDAWIR:STA PIN

898 LDA#1@:STA DELAY®:STA DELAY1:STA D
ELAY2:STA DELAY3:STA OW

988 LDAM@:STA SHOT:STA DEAD:STA MEWSC:
STA BR:STA EAT:STA SHTR:S5TR SHT1:STaA THMOD
RT

F1BRTS

928 .DOHUS

938 LDY#IS

948 .0DMB

50 LDA HEADUP,Y:STRAL&T4@,Y:LDA SHOST!
yYeSTAKGC4A,Y:LDA STHERRY,Y:STALT140,Y:D
EY:BPL DH@

F&@ RTS

978 .TESTR

988 JSR ALE:CHF¥18@:BCS WOVDW:CMP#128:
BCS MOVL:CMP#&B:BCC MOVR

998, NOYUFP

I12PRBLDOARIF2: 5TA DL:LDANZS4:5TA DH

1018LDY#1S

18208, B4

1B83IBLDA HEADUP,Y:STA NAV,Y:DEY:BPL B4

1848 RTS

1858, MOVDN

106BLDANGY: STA DL:LDARLI:STA DK
187@LDYRIS

1aga, BS

1@98LDA HEADMW,Y:STA NAV,Y:DEY:BPL BS
118@ RTS

1118. NOVR

1120LDAR16:5TA DLILDAR@:STA DH

113BLDY#LS

1140.88

115BLDA HEADR,Y:STA NAV,Y:DEY:BPL B&

1168 RTS

1178, NOVL

11BBLDA#Z4B:5TA DL:LDAR2S5:5TA OH

1198LDY#1S

12@00.87

1218LDA HEADL,¥:STA MAV,Y:DEY:BFL B7

1228 RTS

1238 .AN LDA#I:5TA MORT:RTS

1248, HOV

1230 LDA DELAYZ:BEQ AM

126@ DEC DELAYZ2:RTS

1272 .4aM

1280CLC:LDALT@: ADC DL:STALT2
1290LDAX71: ADC DH:STALT3
IS0ALDY®B:LDA(LTZ) ,Y:CHPO1:BED AN:CHP#2
sBEQ AN:CMP#I:BEQ AN:CMPH&4:BED Al11:CHPH
119:BNE AlD

1318 JSR TEST@

1328 JHP MOV

1338 .A11 LDA#1:STA EAT:STA DEAD:LDARI®
:5TA TRAS

1348 .ALD

1358 LDA#S:5TA DELAY2

13608LDY#1S

1378, AR

IIG@LDAN@:STACKTA) ,Y:DEY: BFL AR

IZ90LDA &72:STAL7@:STA TPL:LDALTI:STALT
1:5TA TPH

1420LDY#LS

1418, 481

142BL0A NAV, Y:STAIL7E) ,¥Y:DEY:BPL A1

I430LDX#!

1442, 42

1450LDA LPL,X:eSTART2:LDA LPH, ¥:5TALT3
146@ LDYBA:LDAILT2),Y:ENE AED
147@ALDY#1S

1480, A3

147@LDARB: STAIKT2) ,Y: DEY: BPL A3

1580 .ABA

I518LDA LPL~-1,K:STA TPL,X;STALT2

1520LDA LPH-1,X:STA TPH,X:5TAL73

1530 LDY®@:LDA(ET2) ,Y:BNE ABI

1540LDYHLS

1550. A4

1560LDA BODI,Y:STA(KT2),Y:DEY:BPL A4

1578, AB1

15BBINX:CPY NSEG:BNE AZ

1592LDY#0

1608, A5
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1618LDA TPL,X:STA LPL,X:LDA TPH,X:STA L
FH, X

162@INX:CPY NSEG:BNE AS

14630, Ak

144BRTS

1458. MGH

l6e® LDA DELAY1:BEQ GM

1478 DEC DELAY1:RTS

1688 .BM

1698 LDA DELAY3:STA DELAYL

17RBLDX#B

1718.6

1728L0A GL,X:START4:LDA BH,X:STAKTS

1738LDA LS,X:BEQ 66

1740LDYVHIS

1750. 61

1758LDANA:STAILTA) Y1 DEY: BPL B1

1778J5R TEST

1788.62

1798CLC: LDARTAIADE IL,K:STALTS

180DLDALTS: ADC IH,X:STAKTS

1810LDY#B: LDA(474) ,¥:CHP#14: BEQ GB:CMPA
52:BED GB:CMP#&64:1BED GNI:CMP#119:BNE GOT

1B20JHP GB

I1BID .GN3

1848 LDA®B:STA BR

1850, B3

1862LDYH1S

1870.64

1BBALDA GMDST,Y:STA(474) ,Y:DEY:BPL G4
1890. 65

17@BLDAET4:5TA BL,X:LDAKTS:5TA GH,X
1719. 64

192@INX:CPK NGH:BNE 60

1930RTS

1948 .GB

1958 LDA GHOST:CMPR48:BEQ B9

196@ LDARL:STA MORT

1978 .B9

198@. TEST

199BJSR ALE:CHPAZQ:BCC 7T

2BRRRTS

2018.7T

2828J5R ALE:CMPH#18@:BCS RZ:CMPHI20:BCS
F1:CHP#&@:BCC R3
2230LDANL92: 5TA IL,X
204QLDAN2SA:5TA IH,X

2@85BRTS

2060.F1

2B70LDANAA:STA IL,X

2080LDA%1:STA TH,X

2098RTS

2100.R2

Z11BLDANI&ISTA IL, X

2120LDARB:STA IH, X

213BRTS

2148,R3

2158LDAK24B:STA [L,X
214BLDAN2S5:STA IH,X

21TORTS

2188, ALE

2198TXA:STA FINE

27200LDY#8

2218, BE :

2220CLC: LDALB3+3: BPL IE

2238LDX#2

224@.LP
2250LDALAT, K: EORLBR, X: STALAS, ¥
2Z6BLEY

2278BPL LP

22805EC

2298, 1E
2I0BROLEBI: FOLEBI+1: ROLEBS+2: ROLEAZ+3
2310DEY: BNE BE

2320LDA FINE: TAX

2330LDAYES+3

2348RTS

2358, TEST2

236@J5R ALE:CHPE18@: BCS VL:CHPE128:BCS
VR:CHP#&R:BCS VUP

2378, VDN

23BBLOANGA:5TA FL:LDA#I:STAFH
239aLDYN1S

24p@.ve

2410LDA DADN,Y:STA NAVI, ¥:DEY:BPL V@
242BRTS

2438, VL

284DLDAN2AB: 5TA FL:LDA#ZS5: 5TAFH
245BLDY#IS

2450.V1

Z470LDA DAL ,Y:5TH NAVI,YiDEY:BPL V1
24BBRTS

BBl 7/

2490, VR

2508LDAB16:STA FL:LDANB:STAFH
251ILEY1|3

2520. V2

233J0LDA DAR,Y:STh NAVI Y:DEY:BPL V2
254@RTS

235@. Vup

2560LDABIT2: STA FL:LDAR2S4:STAFH
257OLDY®LS

2588.V3

2398LDA DAUP,Y:5TA NAVI,Y:DEY:BPL V3
26BORTS

2618 .MIR LDA¥LI:STA MORT:RTS

25628, MOVIT

2638 LDA DELAY®:BER MJ

2648 DEC DELAYR:RTS

2650 W

2660CLC: LDALTB: ADC FL:STALTA
26TOLDARTT:ADC FH:STAMTE

26BBLDY®@: LDA(KLTA) ,Y:CHPHI&: BED MIB:CMP
RI2:BEQ MIB:CMPH&4: BED ETI1:CMPR119:BNE E
18

2698JSR TEST2

278RJHF HOVIT

2718 .ET1 LDANB:STA BR

2720.E1R

2730 UDANB:ISTA DELAYR

2T4BJSR ALE:CMP¥14:BCS E20

2758J5R TEST2

2760JHF HOVIT

2770.E208

Z7BeLDY#1S

2798.M0

ZBROLDANB:STACLTE) ,Y:DEY:BPL M@
281@LDALTA:STALTE:STA RPL:LDASTB:STAKTY
:STA RPH

2828LDY#1S

2838.M1

2BABLDA MAVI,Y:STA(K7B) ,¥Y:DEY:BPL M1
2850LDX#1

2B60.H2

2878LDA IPL,X:STALTA:LDA IPH,X:STARTE
ZEBOLOY#@: LDA(LTA) ,Y: BNE CBR
2B9@LDY415

2980.R3

2910BLDANR:STA(LTA) ,Y:DEY: BPL
2929.Cb@

293IBLDA IPL-1,X:5TA RPL,X:STA%7A
294BLDA IPH-1,X:STA RPH,X:STALTR
2950LDY#A: LDACKTA) ,¥:BNE CBI
296@LDY#1S

2978.M4

2988LDA RBODI,Y:STA(LTA) ,Y:DEY:BPL M4
2998.CB1

SBRBINY:CPK PIM:BNE M2

JplaLpxwea

IB20.H5

IDIBLDA RPL,X:STA IPL,X:LDA RPH,X:5TA I
FH, X

JO4BINX:CPYX PIM:BMNE M5

IASRRTS

3860, FIRE

I@TALDA SHOT:ENE JK@

JOBOLDA DL:ETA NL:LDA DH:STA NH
JBYBCLC:LDALTR:ADC NL:5TA &7&
J100LDALTL: ADC NH:STALT?
JIIOLDA#1:STA SHOT

J1280MP KC

I130.JK@ RTS

J14@.FIRE1

J130LDA SHOT:BER JK@

J14BLDYNIS

J17e.k@

J108LDAKB:STAILTS) Y:DEY:BPL K@

. 0’




J19BCLC: LDAKTE: ADC NL:STAKTS
J200LDA%T7: ADC NH:STA 477
3210.KC 2
jzthDVi::iﬂAli?bJ.?:BEG KCa
323@JMP NOW:RTS

1240.KCH

F250LDY#RLS

3260, K1

3270LDA BULLET,Y:STR(&T&) ,¥Y:DEY:BPL K1
J2BORTS

3290 .NUM LDA®I:STA NEWSC:RTS

TI00. NOW

I310LDYWI:LDAYLTS) ,Y:CHPR16: BEQ ND1@:CH
P#1:BEQ NDZ:CHPRI112:BEQ NODT

3320.N01 LDARB:STA SHOT:RTS

3II0. .NDL® LDARL:STA MORT:RTS
3340.N02

IZSELDX PIM

3360LDA IPL-1,K:CHMPR7&:BNE MOI
I37OLDA IPH-1,X:CHPLT7:BNE NOI
33B0LDANS:STA TRAS

II9OLDAML:STA DEAD:LDAS@:STA SHOT
J4BBLDYRLS

T41@. NOV

J420LDA HEXP,Y:5TA TEXP,Y:DEY:BPL NOV
T438 DEC PIM:LDA PIM:CMP#1:BE@ NUM
I44BRTS

3450.ND3

JasaLDY AR

J4TR.NDS

3480L0DA LS,X:BER NO3

T498LDA GL,%:CMPLT&:BNE NOS

350@LDA GH,X:CHPL77:BNE NOS
IS18LDANB:STA LS, X:STA SHOT
352@LDART7:S9TA TRAS

ISIALDAWIISTA DEAD

J54BLDYE1S

I5508. NDC 5

IS&BLDA GEXP,Y:STA TEXP,Y:DEY:BPL NOC
ISTBRTS

1588, NOS

ISTRINK:CPY NGH:BNE ND4

J40ARTS

Ja18.DREXP

I420LDY#IS

3530, M08

ILABLDA TEXP,Y:STACLZS) ,Y:DEY:BPL NO&
J65@RTS

Jo6@. EFAEXP

I678LDYRLS

IsB@, NOT

I69QLDARB:STA(LTE) ,Y:DEY: BFL NO7
I70BLDARR:STA DEAD

ITIBRTS

%7208.BERRY

ITIOLDA EAT:BME BIX3

T74QLDA BR:BNE RES

96

I7SEJSR ALE:CHP#1:BEQ BXE

3T4BRTS

1770 . BXR

3780JSR ALE:CHPRIBB:BCC BXI

379PRTS

38008.811
IB1BLDANLAC: STALTS: LDARLTB:STALTZ

3828 LDY#B:LDA(LT2) ,Y:BNE RS
3830LDYN1S

3848.BX2

IESBLDA STBERRY ,Y:STA(KT2),¥Y:DEY:BPL EX
z

IB4BLDARI:STA BR

3870.RR5 RTS

JgeR.BY3

3B98J5R ALE:CMPE2:BEQ BX4

I9BARTS

3910.BX4

3920LDY#IS

3930.BXS

3948LDA BHOSTL,Y:5TA BHOST,Y:DEY: BPL BX
5

395BLDARA:STA BR:STA EAT
“3I968RTS

3978. CHANGE

I90BLDYRIS

3998, BX&

48@BLDA BHOST2,Y:5TA BHOST,Y:DEY:BPL BX
]

42818 LDA#B:S5TA DEAD

4RZBRTS

4838, ALLD

4@4@LDXNR

4250, ALD

4860LDA LPL,X:STALT2:LDA LPH,X:STALTS
4RTALDYHIS

4988, ALI

4098LDA PATO,Y:S5TAIK72),¥:DEY:BPL AL!
418RINX:CPY NSEG:BNE ALD

4118LDANR:STA HORT

4128 RTS

4130.TIROD

4148 LDA DW:BED DWR

4150 DEC DW:RTS

4140 .DWO LDARL:STA DW

4178LDA SHTB:BNE TI1

41BBJSR ALE:CHP#1@:BCC TIR

419@RTS

4200.710

4210 LDA®L:STA SHT@

422BLOAFL:STA YL:LDA FH:STAYH
423PCLC:LDANTB: ADC YL:STARBE:LDAKT:ADC
YH:STALBF

424BJHF TI2

4250 .M23 LDA®1:STA THORT

4268.T1V LDAS@:STA SHTR:RTS

4270.TI11

4288LDY#15

4290, HO

43BBLDARR:STA(RBE) ,Y:DEY: BFL HO
431@8CLC:LDALBE: ADC YL:STALBE:LDALBF:ADC
YH: STAREF i

4320.712

4338LDYN1:LDALBE) ,Y:CHPA4B: BER TIG:CHP
#32:BED TI9:CHP#33:BER TIF:CHPH#14:BER H2
J:CHPH@:BNE TIV

434BLDA SHT1;BNE TIZ

4358LDYHI1S

4360, Hi

4378LDA TJ,¥Y:iSTACELEE) Yt DEY:BPL HI
43BOLDANL:STA SHTI:INP TIS
4399.713
4400LDYH1S
4410, H2
4428LDA TP,Y:STRIKBE) ,Y:DEY:BFL H2
4430LDAND:STA SHTI
" 4440, TIS
445BRTS
44568.719
44TALDAMR:STA SHTB:LDA#I:STA HORT
4480 RTS*
4490.HR5E
450QLDY NSEG
4510LDA LPL-1,X:STAL7A:LDA LPH-1,X:5TAk
78
4520LDY#15
4530. MRS
AS4LDANR: STACLTA) ,Y:DEYIBPL HRT
455BDEC NSEG:LDA WSEG:CHP®1:BEQ MRG
4560 LDANB:STA THORT
457BRTS
45808. MRS
459BLDAN1:5TA WORT
460BRTS
45181 NEXT IX
4&2!1§BQ=&53:7EE]=&BS:?&32=b?6:'kES=RHD

4439 ENVELOPEL,1,1,1,-1,5,5,25,127,-4,08
,=2,127, 6B: ENVELOPE?,129,-8,0,8,15,0,0,1
27,0,8,-127,126,8

4548 ENVELOPE3,1,18,28,-30,18,5,15,127,
-2,8,-1,127,180 '

4558 ENVELOPES,129,8,8,8,1080,0,08,127,-2
,0,-1,126,128
4568 PRINTCHRS$(I32)CHR$(134) "-PROG3-"

4478 CHAIN®®

4508 MODES:S=@:FOR A=BULLET TD BULLET+&
3:7(24800D+5)=7A: 5=5+1:MEXT

{@ REM =======sssz=s=sss
2@ REM = Spake Maze-3 =
3P REN ===s===ss=ssazams

40 NEH=%491B:NORT=L4F1D: STARTwL4EZD: ]
P=L4EBD: BERRY=4S3ID3: HEH=&5@E5: HOVIT=4520
C:HOVUP=L4F 78 : MOVDN=24FAE: MOVL=LAFDA: NOV
R=L4FC4

5@ SHOT=h494C:FIRE=LS2CC:FIRE1=852F5:
DEAD=%4F4D: NENSC=44991: TRAS=L4F4E: CHANGE
=45427: DREXP=4S3P9: EFAEXP=L53C4;: ALLD=054
I8:DELAYI=L49CA: DONUS=54FTI

40 HASEl=L4AIB:FLAP=LAATB: HOV=RAFF&:H
REG=455@5: THORT=449FB: TIRD=L545R

TH DIM WING1@) NIS(1@)

B@ DIs@:HIL=R

9@ MODES

188 VDU2T;B202;0;0;8;

1L8 VDU19,2,2,8,8,0,19,3,4,0,0,P

12@ PROCBEG:CLS

138 IF F$="Y" MODE 7:PRDCINSTR:MODES

148 YDUZ23;8202;0;0;9;

158 vDpui9,2,2,0,8,8,19,3,4,8,0,80

148 TIHE=@

17B7NGH=1:POL=@: SCXeB: LI%A=3

168 7L49FA=T

198 PROCSC:FPROCLI:PROCHI

20@ 7LT2=FLAF MOD25&:7?%73=FLAP DIVZ3&:
THORT=@ )

21@CALL START:CALL IP

228 FPROCWAIT

2IBREPEAT

24@ CALL BERRY

258 CALL MEH

268 CALL WOWIT

278IF INEEY(-4&) CALL MOVUP

2801F IMKEY(-98) CALL MOVDW

2901F INKEY1-188) CALL MWOVL

30BIF IMKEY(-181) CALL WDVR

318 CALL mOvw

328 IF INEKEY{-99) AND ?5HOT=0 SOUNDLER
11,2,158,11CALL FIRE

338 CALL FIREL

348 CALL TIRD
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358 IF 7THMORT=! PROCTNORT
368 IF ?DEAD=1 PROCDEAD
J7BUNTIL ?MORT=1 DR ?NENSC=1
3B IF ?NEWSC=1 PROCMEWSC:CLS:B0TO 198
198 PROCMORT
4B IF LIY<»@ PROCPAUSE (1@B@):CLS:E0TO
18@
S1B#FY1S, 1
428 MODET:PROCGOVER
438 PROCHIT:PROCHITABLE:HIX=NI%(1)
440 IF S$="Y"GOTD 98 ELSE END
45BDEFPROCDEAD
460 IF ?TRAS=18 SOUNMD3,3,7,2:CALL CHAN
6E:1BOTD 520
478 IF ?TRAS=7 BY=50@ ELSE Bi=249
4HBCALL DREXP
492 SDUND 1,1,78,1
SBBFOR ST=@ TO BI:NEXT
S18CALL EFAEXP
52@ SCA=SCI+18#7TRAS: PROCSC
SIPENDPROC
S4BDEFPROCNEWSC
558 IF PO%=1 PROCTB:ENDPROC
568 FLAP=FLAF+140
S7TR IF FLAP=KL4CHB POY=]
S8R PHEH=7NEH+1
39@ IF 7?NBH>=5 7NBM=5
580 ENDPROC
L1BDEFPROCHORT
&2@CALL ALLD
ﬁJ!EUﬂID&I!lI.l;b.?I
448 FOR RZ=1 TO 10@@:MEXT
L5BLI%=L12~-1
SLBENDPROC
4TBDEFPROCSC
s8@coLour 1
b?lFRlHlTﬁi[l.1};lEFT!f'iIlHl'.5-LEN{S
TRESCL) ) ;SCX
TRBENDPROC
TIBDEFFROCLI
T2eCOLOUR2
TIBPRINTTAB(9,1) ;LEFT$("B@", 2-LEN{STRS
LIX) ) LI
TARENDPROC
TSBDEFPROCHI
T6BCOLOURL
??EPR[HTTHB!1#,1];LEFTS{'illil'.5-LEN(
STREHIL) ) ;HIT
THRENDPROC
T9BDEFPROCTE
B0 TE=INT(TIME/&@@@); IF TE>=1@ RX=1:6
oTD 828
810 RE=18-T%
B20 FOR WI=1 TO i@
B38 SCX=SCI+1@+#R%:PROCSC
B48 SOUNDI, I, [B@+WIs10,1
858 FOR E=1 TD 2B@:NEXT
848 NEXT
B7@?DELAY3I="DELAYI-1
8BBIF 7DELAYI(4 PDELAY3I=%
BIOFLAP=LAAIE: TNBH=1
FeerPo%=0
10 TIME=B
92BENDPROC
SIBDEFPROCNBANE
F4RQFPRINT “ “ANOTHER GAME 7*
FFOREPEAT A$=BETS:UNTIL A$="Y" DR A$="
N
FEBENDPROC
F7@DEFPROCBEG
980 COLOURI
F9RFOR Cim=12 TO 280
IBBRPRINTTAB (&, CHI;" 1"
IBIBNEXT
LB20PRINTTABIT7,12); "ESHIFRASOFT"
1832 CoLOour 3
ID4BPRINTTAB(T7,14); "presents”
1ﬂ5!CULﬂUR?=PRINTT#H!T,I&J;'SH&KE HAIE"
1868 COLOUR 1
LBTRPRINTTAB(TY, 1B); "hy"
llBlﬁDLEURS:FHIN!TABI?.2!!;'C.HENﬂﬂB'
1B9RCALL DOMUS
1188 COLOUR 1:PRINTTAB (4,24} ;" Instructi
ons 7"
111@ REPEAT F#=BETS:UNTIL F¥="Y" QR F§=
INI

112BENDPROC

1 13R0DEFPROCGOVER
1140 FLAP=L4AZE
115@IF Di=1 ENDPROC
116@A%=10008
1170FOR It=1 TO 1@

COMPUTER GAMER JUNE 1988

118@AL=AY~-28@

TI9BREAD B#:MI$(I1%)=Bf:NIT(I%)=a%

120@NEXT

1218D%=1

122BDATA Carlos Rondao,Ana Otero,Paula
Rondao,ASP.Rondap,Sub/Ten Jordao,Pauluch
2 a trapeuta,Arucha terrivel ,Moi le prea
ier,NRP ’Pereira da Silva',Rantanplan

1232ENDPROC

L288DEFPROCHITABLE

1250FOR A=@ TO 2 STEP 2:PRINTTAB(4,A);C
HRE(LIZ9) "= -—===m=eeo"y NEXT

126@PRINTTAB(4,1);CHR$(13@); "Best Score
g

127081%=0

1280FOR A=3 TO 21 STEP 2

129081%=11+1

13BRPRINTTAB (3, A) ;CHRE(E31); I%;". *; TABL
&,A) ;CHR¥(130) ; LEFTS("@000B" ,5-LEN (STRSN
IXCINDFINIRAIY) g
I31@PRINTTAB (@, A+1) ;CHR$ (129) ;NI$(I2)
I3ZONEXT :
1FIBPRINTTABE (4,23} ;CHR$(13@); "Ancther &
ame 7*

JI4BREPEAT: S#=BETS: UNTIL 5#="Y" DR S¢="
N.

1358ENDPROC

1I6BDEFFROCHIT

13701%=1

I1JB@REPERT

139@1%=0%+1

L4BBUNTIL NIX(IX)<SCY OR I%=1@

1418IF NIX(IX)(SCE P=1@:REPEAT: NIX(P)=N
IX(P-1)zNI1$ (P)=NI$ (P-1):P=P-L1UNTIL P=IY
-1 ELSE GOTO 1440

T42@NIX(IXr=5CY

1430INPUTTAB(1,18) *Your Name" ,NI$(1%)

144BIF LENCNI$(I%))>22 CLS:60TO 143@
1458 HI%=NIL(1)

1458 CLS

1478 ENDFROC

L4BODEFPROCPAUSE ( FX)

149@FOR @=1 TOD T

ISRANEXT

15S18ENDPROC

152@DEFPROCINS TR

1538 PRINTTAB(12,1);CHR¥{141);CHR¥ (133}
3 "INSTRUCTIONS"

1542 PRINTTAB(12,2); CHR#(141);CHRS (133
j*INSTRUCTIONS™ .

1558 PRINT CHR$(134)"In this game you c
.ontrol a green snake"

1568 PRINTCHR$(134)"in a mase.You must
avoid the red ghost*

157@ PRINTCHR$ (134} "and the red snake h
pad. "

158BPRINTCHRS (134) "Your objective is

to kill the other"

159@PRINTCHRS (134) "snake shotting her b
ehind,"

16BBPRINTCHRS (134) "Each dead snake take
5 you to a new maze"

161@PRINTCHR$ (124)"1f you eat the stra
wherry the ghosts" )

162BPRINTCHR$ (134) "turn to green for a
while and then you"

163BPRINTCHR$ (134) "can shot them gettin
g extra points.”

144BPRINTCHR$(134) "Be careful not to sh
ot your self..."

1458 PRIMT 'CHR$(1IT)" 'At==up
*1'--down®

I166BPRINT 'CHR$(133) " ‘Wr-=left
‘B'--right"

167@PRINT 'CHR$ (133} % "SPACE
‘=fire"

16BBFRINT "CHR$ (134) CHR$ (134) "
‘any key ‘to.play'"

15698 G$=GETS

I TRRENDPROC

171BDEFFPROCTHORT

1728CALL WRSE

1730 SOUNDLRRIR, 4 ,RND(3}+3,4
1T4BENDFROC

175@DEFPROCNALT

1748COLOUR | .
177APRINTTAB (4,3) "READY 7
178@PROCPAUSE (3008)
17%@COLOURE
18BAPRINTTAB(4,3) "READY 7*
181BENDFROC
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CLASSIFIED RATES — 40p private per word. Semi
display £9 per single column centimetre. Series
rates on application. Please note that all classified
advertisements under £20 must be prepaid. All
cheques or postal orders to be made payable to

Telephone Dave 01-437-0699
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SOFTWARE | FORSALE | SOFTWARE GAMES

ATARI

400/600/800 XL SOFTWARE
We have an all round selaction of
disks, cassettes and cartridges
FOR HIRE. Apply now and hire
your first 4 games free. Well over
800 different original titles. For
full details send stamped
addressed envelope ortelephone
evanings Tpm-10pm or week-
ends
LOW ATARI PRICES
800 XL Computers £89.95
(P&P £2.95)
1050 Disk Drives £169.95
(P&P £2.95)
Save £10.00 when you purchase both
Best guality disks, boxes of 10 single
densily disks £16.50, doubla density
disks £18.00. Antic and Analog
magazines available.
Six subscriptions £19.00.

Games & Software Club,
Dept CG, 35 Tilbury Road,

Thorney Close, Sunderland,
SR3 4PB. Tel: 0783 286351.

ATARI
FREE GAMES

Yas just send large SAE for our latest

list and you will receive a space shoot-

up FREE on tape. disc owners send
blank disc — Mail Order only

STOCKSOFT

15 Woodbrook Road,
Birmingham B30 10E.

SOFTWARE

FUZE
FUZED

AT

JOKES ~ s
£

FREE - s

Britain's Mo: 1 Joke " J ~

Calalogue packed
with over 500 practical jokes Irom 5p
Stink bombs, Whoopee cushion, wob-
bly lager glass, laxative tea bags,
smoke bombs, willie sugar, cigaretie
bangers, joke blood, sick, mess, soap
sweels, wel jokes, exploding jokes,
magic tricks, party fun kits, masks,
make-up, seéa monkays, girl strip pans,
adult party packs, saucy novelties,
I'IBL:ghTy' prIﬂEI'H!, pﬂs[ﬂ{g, BBﬂng&_
tha completa Joke Shop by Post.
Send 13p stamp with your name and
address for bumper colour catalogue
and Free Gilt to

MATCHRITE, THE FUNNY BUSINESS

(Dept C.G.) 167 WINCHESER ROAD,

BRISTOL BS54 3NJ,

QUICKSHOT Il £8.95

20% OFF SOFTWARE (RRP)

GAMES, UTILITIES, EDUC., ADV., FOR SPECTRUM, ATARI,
BBC, COMM-84, VIC 20, C-16, DRAGON & AMSTRAD

Send SAE for lists. State computer. All the latest programs
available. Hundreds listed, Give us a try!

JOYSTICKS

JAYCEE SOFTWARE (C.G.), FREEPOST (EN84),
FORRES 1V36 0BR.

GUNSHOT Il £8.95

ATARI 400/600/800/XL
Cartridge transfer ufility

48K RAM minimum required, specify
tape or disc based system. Mo modifi-
cations 10 your computer raquired
Original 400/800 system £15.00
NEW XL version £25.00
Tape to disc transfer utility

DOS based singhe stage tape to disc
transtar utility.

Tape to disc £6.50
Prices include pAp. Send S.AE for
further details of these and other
utilities:
S. Terrell, 17 Cock Close Rd.,
Yaxley, Peterborough
PET 3HJ

THE BRITISH SCIENCE
FICTION ASSOCIATION
Interested in Science fiction? The
BSF A publishes a critical journal
newsletter, reviews magazine
writers' forum - 20 magazines for
£7 annual membership, or send
SAE for application form and
details to: BSFA (Dept C9), 18
Gordon Terrace, Blantyre, G72
9NA, Scotland

OVER 6,000 GAMES
FROM £1.99
For Comm 64, 16 : VIC 20 :
SPECTRUM : AMSTRAD :
DRAGON : ATARI 400/800/

1200 MSX : BBC :
ELECTRON SAE FOR
PRICE LIST

{state which micro)

ARCADE SOFTWARE
202/3 Shopping Hall, East
Ham, London EE. or phone
01-471 S900 FOR A PRICE

WIN A COLOUR T.V.

Spectrum - Oric - Atmos - QL
Software Library
Free membership. Free antry 1o draw
SAE for details 1o: Hire Solt, (Depl CG),
113 Broomileld Rd., Marsh, Hudders-
field, Yorks. (Stale micro)

ORIC, ATMOS, COMMODORE
64, LYNX, SOFTWARE LIBRARY
Ower 150 Oric and 200 Commaodore 64
titles. Stamp for details
Les Wilson, 100 Blenhelm Walk, Corby,
HNorthants

DEFUZED
CONFUZED

GIVE YOUR BUSINESS A BOOST
BY ADVERTISING IN
COMPUTER GAMER

PHONE DAVE ON 01-437-0699

BBC / ELECTRON / DRAGON
software library. Membership
£5.00, tapes 1 (+30p P&P). Stamp
for details. E. Tucker, 58 Blenheim
Walk, Corby, Morthants.

Rates: 40p per word per issue (minimum 15 words) Please place my advertin CG for....... issues _
commencing as soon as possible. | am enclosing ..
1 2 3 my cheque/P.O.for£........ {made payabile to ¥
' 6. A.S.P. LTD) .

8.
12.
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. 3

Signature..........c.ccceniiniinrnns e IOMNINE S ok 1505 05 Ty R

ENTrr T B

B8 Computer Gamer June 1985

SEND TO: 1 GOLDEN SQUARE, LONDON W.1.6L20 7AR.
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Our intrepid hero"Hen House Harry” of
“Chuckie Egg"” fame has been called in to
halp a “Chocolate Egg"” manufactures sort
out his automated factory, which has gone
hay wire. Harry, using all the skills he acquired
working in the Hen House must get the
wheels of industry maoving.
Mot only doas Harry have to collect the
ingrediants 1o mix the eggs, but he will
also have to collect the parts for the toys
that go inside the eggs.
As if all these problems were not
anough there are a number of
other itema that Harry will need 1o
find and use to be able to
complete the task Things like
ladders, bits of girders, keys and
many more,
Chuckle Egg 2 contains 120 screens, plenty
of surprises, and it is a true Arcade/ Adventure
game - you don't just find things, you actually
move them and use them.

g

Great games. Great ideas.
AVAILABLE FROM GOOD COMPUTER STORES A&F Software, Unit 8, Canal Side Industrial Estate,
(RRP) £6‘90 ALSO AVAILABLE DIRECT FROM A&F Woodbine Street East, Rochdale, Lancs OL16 5LB.

Telephone: 0706 341111




