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Thrill packed games
to test even the
veteran player

™

Traditional games
from bowling green,
pub and fairground

Challenging and
entertaining games
to strain your brain

Games of strategy,
skill — and survival!

All with full-length
listings and detailed
explanations

1]

All these games are
also available on a
REAL cassette.

See our bargain
offer on Page 73
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FOR THE BBC 32K 0.S. 1.2
Q*MAN CASTLE ASSAULT Q*MAN’'S BROTHER

- E N -] ] BB o

NIGHT
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(Also available
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SPECIAL OFFER!

All the programs in this

issue are available on

tape or disc — and it's

the best value ever in

educational software.
— See coupon on
Page 73

Explorer Eddie

Trapped in the deepest
recesses of a monster-
infested mine, you have to
battle your way upwards
through 12 levels. Superb
graphics and cunningly con-
structed screens set new
standards.

|

Masterspy

Based on Mastermind, this
intriguing brainteaser is set
in the deadly world of counter
espionage.

Draw

Brilliant simulation of draw
poker guarantees hours of
enjoyment for would-be
Mavericks.

Ejhina Drop

A  baby-sitting program
might seem the ideal solution
for insomniacs, but not when
the baby is two-year-old
Tobermory, intent on des-
troying his parents’ precious
china...

White Widow

There aren't fairies at the
bottom of your garden, but
there is Arachnida. This aged
spider needs your help in
capturing the fleas she needs
for food.

Bill Bounces Back

Continuing the saga of our
intrepid Spaceman Bill. This
time he's trying to make his
fortune from the teapots of
the planet Neegus. Of course
he hadn't reckoned on the
cloudhoppers . ..

m Software Guide

Comprehensive survey of all
the latest games software for
the BBC Micro will let you find
exactly the program you
want.

CONTENTS

Splat

A cat and mouse maze game
for all ages, Splat's simple
layout hides a compulsive,
action-packed game.

Fair Play

All the fun of the fair in this
simulation of a shooting gal-
lery. To achieve a respect-
able score you'll have to earn
your ammunition — and that's
no simple matter.

Crown Green

A vivid reconstruction of the
gentle game of crown green
bowling. This program cap-
tures all the grace and skill
of the original.

mSeuens

Two player simulation of the
standard card game. It needs
skilland downright cunning if
you are to rid yourself of all
your cards before your
opponent. I

Crihhﬂgie

Our version of the classic pub
card game is certain to give
you all the fun and frustration
of the real thing.

Which Way?

Perplexing, puzzling, byt
always highly pleasurable,
this original game of strategy
for two players will really get
you thinking.

Yams :
|

Based on the traditional dice
game Yahtzee, it's easy to
learn, but its subtle tactics
will keep you intrigued.

mj’atienne

Simulation of the solo card
game. Like the original it
offers the same need for
careful thought, the same
excitement as you near the
end.
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HAVE you got problems! Trapped in
the darkest recesses of a monster-
infested mine, you have to battle your
way upwards through 12 levels.

There is a lift to help, but you'll have
to collect all the keys on each level
before you can use it safely.

You can walk on and jump off the
ledges and conveyor belts found on all
levels, but the bricks cover the cavern
floor completely. Be careful though — if
you jump too far you're dead!

You'll have to watch the conveyor
belts as well — you can’t walk against the
direction of travel. You'll stand still if
you try!

And, of course, the final level has its
own special trick, but you wouldn't
want us to spoil it by telling, would you?

You can even tailor the game (o your
own design.

You'll have to change the user-
defined characters 239 to 254 at the
correct place in the program for the level
being altered, then redefine logical
colours 2 and L.

Next, give the start position and
direction of movement for the two
hazards.

You must make sure that if the
hazard moves horizontally there is some

sort of ground beneath it and that there.

is a gap in the ground where it is to stop.

If the hazard moves vertically there
must be pieces of ground where the
hazard is to stop.

Next, give the name of this level. Then
set the number of pieces of ground.
Print, at their appropriate positions, the
keys(K$), stalactites(S3) and trees (TS).

Now go to the line where the
positions of that level’s pieces of ground
are stored and enter your own data.
Each piece of ground is stored as X
position, Y position, length and type of
ground.

Type 1 is a ledge, type 2 is brick, type
1 is a left conveyor and type 4 is a right
Conveyor.

There are 24 different monsters. each
of 2 % 2 character size. All this takes up
rather a lot of memory, so take care not
to add unnecessary spaces and so on
when typing it in.

You've got monster-size problems in Explorer Eddie —
a nerve-wracking split level game :
created by BARRY WAKELIN

P$(n)
M$(n)
NS(n)
D%(n)
E%in)
A%(n)
B%i(n)
HI$(n)
HI1%(n)
196,1
K$

S$

T8

G%

CS

L%
LEVY%
LIVY%
SCR%

VARIABLES

Character used for the player.
First character for each monster.
Second character for the monsters.
Horizontal direction of monster n.
Vertical direction of monster n.

¥ position of monster n.

Y position of monster n.

MName of high scorer n.

Score of high scorer n.

General variables.

Key character.

Stalactite character.

Tree character.

Puts CGOL3,3 in the P3(n) characters.
Puts cursor down and left in characters.
Character number being used for monster 0.
Level being played.

Number of lives.

Score.

True if level 13 is reached.

Number of keys collected.

Last character printed for the player’s character.

Character being used for the player’s character.
True if you are jumping.

Vertical movement of player.

True if hit by monster.

Time remaining.

Used to store direction of motion before a jump.

¥ position of player.

Y position of player.

Number of pieces of ground used on this level.
Start of piece of ground.

Length of piece of ground.
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K%
T%
L%
K%

H%
Z%
A%
R%
W
NS

10-80
90-110
120-150
160-170
180-190
200

210
220
230-240
250-260
270
280-330
340-370
380-480
490-500
510-520
530-540
550-580
590-620

Type of ground.
X position of lift.
Y position of lift.
When elsewhere in the program it is used as the character for
monster 1.

Horizontal move of player.

Stage of jump.

This is two if the player is going left.
Ranking on table.

String to be printed in double height.
Name of level.

DESCRIPTION OF LINES

Set up characters, arrays, variables and envelopes.
Set up screen.

Move the monsters if they move vertically.
Move the monsters if they move horizontally.
Print monsters at their new positions.

End if player has been hit.

Decrement clock.

Check if the player is jumping.

Check for left, right input.

Check if player is on a conveyor belt.

Check for jump input.

Act on move.

Move player and restart loop.

Checks and moves if jumping.

Subroutine if a key is grabbed.

Lose a life.

End of game.

Input name if on score board.

Print up high score table.

P
JREM (C) The Micro User _ﬁ\

LONODES: DIMPS(3) He(1) N (1), DE(L)
yEL (1) AL(1) ,BX(1) HIS(B) HIL(B]:FORI
1=1T08:HI$(I1)="The Micro User"tHIX(]
1i=100:NEXT

20ENVELOPEL,!,5,0,0,25,0,0,126,0,0
y~126,124,126: ENVELOPE2,1,0,0,0,0,0,0
51”"31'2"11 Ili,ﬂ

J0VDUZ3,224,28,22,28,8,28, 40,84, 91
,23,225,28,0,28,30,54,98,66,99,23,226
,92,0,28,28,20,20,20,22,23,227 , 56,104
y9b,14,56,20,42,218,23,228,56,0,54,12
0,108,70,46,198,23,229,56,104,56,16,5
6,16,104,180,23,235,12,10,5,11,15,40,
64,32

40VDU23,233,28,22,28,8,28,8,22,43,
23,234 ,58,0,56,56,40,40,40,104,23,235
y0,253,169,171,137,171,149,255

JOVDU23,230,66,36,169,170,84,56,16
,16,23,231,2%55,23%,207,129,129,207,23
9,299,23,232,235,247,243,129,129,243,
247,235,23,236,206,251,239,255,189, 24
1,16b,34,23,237,223,223,223,223,0,251
y2491,251,23,238,127,59, 58,62, 20, 28,8,
8

&0K$=CHR$255: S$=CHR$238: T$=CHR$Z30
t6$=CHR$18+CHR$I+CHR$3: C$=CHRS 10+CHRS
BiP$(0)=B$+CHR$224+CH+CHRE225:PH (1) 2B
$4CHR$233+CH+CHR$ 2262 PH (2) sB$+CHR$227
+C$+CHR$228: P$(3) =BS$+CHR$2294C$+CHRS2
SA:C4=CH+CHREB:RE=" “+[$+" *:B0TOSY
0

TOLEVZ=1:LIVX=5:5CRY=0

BOG$=CHR$17+CHR$2: H$ (0) =B$+CHRS219
+CHR$ZA0+CE+CHRE2414CHRE242: N8 (1) =B 4+
CHR§243+CHR$244+CH+CHRE245+CHR$ 246 LY
=0:N$ (0) =B$+CHR$247+CHR$248+C$+CHRS24
F+CHR$250: N$ (1) =B4+CHR$251 +CHR$252+C$
+CHR$Z53+CHR$254

9ORESTORE (LEVY#20+640) : COLOUR1: PRI
NTTAB(0,30)STRINGS (20,CHR$234) 51F1%=0
1D%(0)=0: DL (1) =04 EX(O) =02EX (1) =0:COLD
UR3: 60SUB (LEVI#&0+910) 1 IFFI%=160T0530

100W1=0:0%=0:CL=01A%=0: =02 Vi=0: DE
1=0: TINX=1200: DX=0: X%=0:Yi=124:FOR] 1=
1TOGX:READSY ,PX,FY,KX: BOSUB(KY#10+900
JeMEXTsPROCL# (TY, LX) 1 KX=0:6COLS, 31D
US:NOVEXX, YX:PRINTTAB(XZ,YL)P$(0) 1 VDU
4

110COLDURI: COLOURL2B: PRINTTAB(O,1)"
SCORE ";SCRATAB(16,1)STRINGS (LIVI-1,P
$10)+CHR$11) TRB(0, J)N$: VDUZ3, 13050504
03

120KX=(K¥+1)M0D2:L%=(Lx+1) HOD2: FORI
X=0TO1: IFDA(IX) <0 BOTO140

I30TFEL(IL) =-1AMDPOINT (AR (12) #64, (3
2-BL(1%)) #32+16) X0 EXL(IX)=t

140IFEX(12)=1ANDPOINT (AR (11) #&4, (32
=BL(I%))232-80) >0 EX(IX)=-1

i »)

g
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1506070180

160TFDL (1%} =-1ANDPOINT (AX (1X) #64-54
o (32=BLL10)) #32-T6) =0DL (1) =1

1701FDX(IX) =1ANDPOINT (AL (11) 2544128
y (32-BA (100 ) #32-75) 200X (1%) =~

180AL (TX)=AT(TX)+DL(IL) s BALIX) =BA(]
LI+EX (1Y) s IFAT(IX) #54)=X1-54ANDAY (12)
#hAC N T+AARAND (32-BL(11))#32)Y1-36AND (3
2-BR(1X) ) #32¢YY+48DEY=11 VDUS:GCOLT, 3¢
MOVEXZ, YL:PRINTPS (DX) 2 Yi=Y1-92: MOVEXL
o YL:PRINTPS (0%) s VDUA

1SONEXT:PRINTTAB (AL (0} -DX (0} ,BX (01~
EX(0) )R$TABCAX (0) ,BR10) ) M$ (KX) TRB (AL
1)=D1(1) ,BRC1)-EX(1) IRSTAB (AL (1) ,BL(1
) INS(LL)

2001FDEX=1B0TOS10

2108C0L0,3:PLOTAT, TINY,876: TINI=TIN
1-4: IFTINXC7560T0310

2201FJ1=1807T0380

230HL=0: IFINKEY (-98) HY=-b4

2401F INKEY (-67) HL=b4

250IFPOINT (XU+HT+32, Yi~B4) =2HE=H}-6
41 IFHIC-b4HT=-54

260TFPOINT (XX+HX+24 ,YT-B4) =2HX=H1+b
&: IFHL X6 4HY=64

270IFINKEY (-74)J%=11 IX=0: DX=HX: H1=0
16070380

2B0TFXL+HECOORXT+HI Y 1216H1=0

290IFPOINT (XX+HX, Y1-64)=0]1=11 I1=ds
D=0

JOOIFLEVL=12ANDPOINT (XZ+HX,YI-74)=3
605UBA30

J10IFHX=0ANDVX=0FORI=1TD150: NEXT160
T0120

J20IF (XX+HE)=TIANDYX+HXCTX+12BANDYY
+VI=UT) ANDNZ YJB0TOL40

JIOTFPOINT (X1+HX+8, YI4VI-32) =360705
10

JAOVDUS: AL=01 IFHL=-540RDY=-44AY=2

JI0CA=(CA+1) MOD2: XX=XR+HY: YI=YI+V Lz
MOVEXX-HY, YX-V11PRINTPS$ (OX) 1 MOVEXT, YY
tPRINTP$ (CX+AT) s 0X=CY+AX: VDU4, 23,1505
030305

JOOIF (AX(0) #64 y=XT-64ANDAY (0) #64(X1
+HAAND (32-B1(0) ) #32>Y1-36AND (32-B1 (0)
JES2(Y1+68) DR (AR (1) 254 )=AT-64ANDAT (1)
HEACIT+64AND(32-BY (1) ) #32)Y1-36AND (37
=BL(1))#32{Y1+4B)BOTO510

3708070120

J80T%=17%+1150UND1,-10, 24, 12HL=02]
FILY2ANDIYC6HY=DY

JF0IFXT+HXCOORYY+HL)12146HT =0

400VE=32: IFTL)IVYE=-32

H10TFYL+VI(20RYT+VY )BAOVI=0

4201F (VI=32ANDPOINT (XX+H1+8,YI+VY)=
J)0R (VI=-J2ANDPOINT (1X+HI+8, YI-b4)=3)
6070510
\ AJ0TFVI=-32ANDPOINT (XX+HZ, Y2-64) 204

1=0:Y¥=0:D%=0: 6070230
A0 IFVL=J2ANDPOINT (X1+HL+32,YL+V1)=
350SUB490: MOVEXL+HY, YL+VY1 VDU25S

A501FV1=32ANDPOINT (X1+HY+8,YI+16)=2

Vi=0:11=3

460 1FVL=-32ANDPOINT (XX+HX+32,YL-b4)
=3605UBAT0: NOVEXL+HT , YI-54: VDUZTS

470IF11=1180TD510

4806070310

49050UND2,2,130,1: W1=WZ+1: SCRU=SCRY
+LEVX#25: COLOURS:PRINTTAB(4, 1) 3 SCRY:V
DUS: 6COLO,0: TIMR=TINZ+64: IFTINI} 12647
INI=1264

SO0ORETURN

310VDUS: BCOLS,3

920REPEAT: Y2=Y1-32: MOVEXX, YX+32: PRI
NTP$(0%) : NOVEXX, Y1: PRINTP# (01) : SOUND1
y=12,Y4/8, 2:FORT=1TD150: NEXT: UNTILYX(
128: S0UNDO,2, &, 1sLIVI=LIVE-1: IFLIVIX0
MODES: 60TOBO

S30FORI=1T03000: NEXT+ NODE7: IFSCRXCH
1T(8)60T05%0

JA0#FX135,1

SS0PRINTTABIB,3)CHR$134"THAT'S A NE
W HI-SCORE"TAB(10,7)CHR$130"What is y
our nase"

S60INPUTTAB (0, 9)PS: IFLEN(P$) J24PRIN
TTAB(13,12) CHR$129"Too long. *tFORI=1T
D5000: NEXT: CLS:60TDSS0

S70RY=9: REPEAT: R2=RY~ 1 : UNT ILR%=10RH
1X(R1-1) SCRL

SB0FORIX=BTORX+1STEP-1:HI$ (12)=HI${
11=-1) tHIZAIX)=HIX (1X-1) e NEXT:HIS (R1)=
P$:HIX (R} =5CRY

S70MODE7: FORIX=0TO1:PRINTTAB (4,11)C
HR$141CHR$129"EXPLORER EDDIES HALL OF
FAME":NEXT:FORI2=1T08: PRINTTAB(0, 12#
2430 IATAB(3, 1X#2+43) STRINGS(28,".") TR
BUS, IX#2¢3)HIS (1) TAB (33, I1#243) gHI |
1%) 1 NEXT

600#FX13,1

610PRINTTAB(1,3)CHR$130"Col lect the
keys to escape the sine."TAB(2,21)CH
R$133"1 - Left I - Right RETURN - J
usp"TAB(3,23)CHR#131"Press any key to
play again."

620QX=BET: NODES: BOTO70

63002 (0)=0:DX(1)=0sEXL(0)=0:ET (1) =0;
SOUNDO,2,6,1:VDU19,0,3;0; :FORI=1T0100
sNEXT: VDUL9,0,050;35:6C0L0,0: MOVEXY+H1
y YA=b4:VDU235, 4: RETURN

640BLOLO, 3: COLDURT:VDUA: FORIL=TINXT
073STEP-B:PLOTAY, 1X,876: SCRE=SLRA+5: P
RINTTAB(&,1) ;SCRYL: SOUND1 ,~13,75,. Lt NE
AT:LEVA=LEVE+1:FORI=1TO3000: KEXT:MODE
91607080

630DEFPROCdb] (N$,YL) tM$=CHRS 141448
Ti=(40-LEN(W$)) /2-1:PRINTTAB(T, YI)CH
R$130MSTAB(TT, YL+1) CHRS 134481 ENDPROC

b60DATAO,26,8,1,9,27,11,1,%,23,3,3,

14,21,6,2,7,20,3,1,0,19,3,1,10,18,8,1
A4,17,2,2
670DATALS,17,2,2,0,14,4,1,16,15,2,1
118,13,2,1,16,11,2,1,2,11,2,1,4,10,9,
i
6BODATAO,27,2,1,3,25,4,1,9,25,4,2, 1
5,25,3,1,18,22,2,2,3,20,4,1,9,20,4,3,
15,20,3, 1
690DATAO,17,2,1,2,15,2,1,6,15,7,2,1
5,15,5,1,11,12,2,1,1%,12,3,2,5,10,2,1
/9,10,2,1,0,7,4,2,11,8,9,1
700DATA1S,28,2,1,1,26,13,1,18,25,2,
1,16,24,2,2,18,21,2,2,0,18,2,1,4,19,4
4,12,19,4,3,18,19,2,1
T100ATAL8,17,2,1,3,16,1,1,7,16,6,2,
16,15,2,1,9,13,2,2,16,13,4,1,2,12,3,2
J11,12,2,1,5,10,4,1,11,10,2,1,15,10,5
12,11,22,1,1
7200ATA8,27,1,2,5,26,1,1,1,25,2,1,1
1,25,1,2,0,22,1,1,8,23,1,1,13,23,3,1,
11,2,1,1,16,21,4,2,9,18,1,1
T30DATAO, 17, 4,1,12,16,1,1,15,16,4,1
,7,15,1,1,19,15,1,2,0,14,1,1,4,13,2,1
0,11,1,1,6,10,13,4,4,9,1,1,0,8,1,1,1
8,3,4
740DATA13,27,4,1,15,24,1,1,1,23,4,1
16,23,1,1,9,23,1,1,12,23,1,1,0,22,1,2
,0,19,4,1,1,17,8,4,11,17,8,4
750DATAO, 16,1,1,9,14,2,2,19,14,1,2,
0,13,1,1,3,12,2,1,16,12,2,3,4,10,1,1,
15,10,1,1,0,8,2,1,5,8,3,1,9,8,5,1,1é,
7,4,2
760DATAO,27,1,1,4,25,13,2,18,27,1,1
11,24,2,1,3,22,14,2,9,22,2,4,17,21,2,
3,5,18,9,1
TT0DATAL6,18,2,1,4,16,1,1,1,15,1,1,
3,12,2,4,8,12,3,1,11,12,3,4,17,14,3,2
113,9,1,1,13,7,5,1,18,9,1,2
780DATA2,27,1,1,5,28,1,1,15,28,1,1,
9,25,3,4,16,24,1,1,3,23,2,1,12,23,2,1
J17,22,1,1,13,21,2,1,4,20,2,1,18,20,1
o1,9,19,1,1,2,17,1,1,5,17,1,2,9,17,1,
1,12,17,2,4,15,17,1,1,16,17,2,4,19,15
Wy 1,2,14,1,1,16,14,1,2,5,13,1,1,5,11
o1ohy8y11,10,4
790DATAO,8,2,2,2,8,3,3
BOODATAO,27,1,1,1,27,17,4,11,27,2,2
113,23,1,3,2,21,7,3,10,21,1,1,0,19,2,
1,2,18,1,1,5,16,2,4,11,16,1,2,10,14,1
i
¥
BIODATAZ,13,1,1,7,13,1,2,3,10,1
18,2,1,4,7,12,3,14,10,4,1,16,13,1
b,16,1,1,18,19,1,1,18,22,1,1,18,2
2
B20DATAL,28,1,1,0,25,1,1,3,25,1,1,
3,25,1,3,16,25,1,3,10,24,1,1,6,23,1,
117,23,1,1,2,21,1,2,6,21,1,1,8,20,8,
830DATAS, 17,7,3,13,17,1,1,16,15,1,1
J19,15,1,1,7,14,1,1,3,13,1,1,19,12,1,

11,0
11yl
4,

o
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1,4,11,4,3,1,9,2,4,16,9,4, 1
840DATAB,27,2,2,11,25,1,1,14,25,5,4
3,23,1,1,6,23,3,4,2,22,1,1,19,22,1,2
y14,20,5,3,3,1%,10,3,3,16,7,2,11,14,2
20y 18,1,1,8,13,1,8,11,13,1,1, 14, 13,
2,4,1,12,2,4,5,12,1,1,18,12,1,1,8, 10,
1,1,5,9,1,1,15,9,1,1,18,9,1,1,0,8,1,1
8500TA2,8,1,3,12,8,1,1,9,7,2,1
BAODATAS,27,1,2,11,27,1,2,9,24,1,1,
11,24,1,1,0,22,1,2,1,21,18,4,19,19,1,
1,1,17,18,3,1
B70DATAL3,8,3,10,13,9,4,0,10,3,2, 16
10,2,3,13,9,1,1,10,8,1,3,8,8,1,3,4,8
1,3,5,8,1,2,4,8,1,4,10,16,1,2
BBODATA7, 27, 1,2,10,26,1,1,16,26,1,1
18,23,1,3,12,23,4,4,17,23,2,3,1,22,5,
3,1,19,2,2,4,19,2,2,9,19,1,1,12,19, 1,
3,13,18,4,4
BI0DATALS, 17,1,2,1,16,1,1,3,15,1,1,
b,13,6,4,14,18,2,3,1,14,2,4,15,14,1,3
18,14,2,3,0,10,3,2,5,11,10,2,3,10, 1,
¢
S00DATAO
F10COLOUR1 :COLOUR128: PRINTTAB (8X,P2
)STRINGS (FX,CHR$234) ; s RETURN
920COLOUR] : COLOUR130:PRINTTAB (SX,P1
)STRINGS (FX,CHR$237) ; s RETURN
§30COLOUR2: COLOUR128: PRINTTAB (8% ,PX
)STRINGS (FY,CHR$231) 5 : RETURN
940CDLOUR2 s COLOUR128: PRINTTAB (ST, PY
)STRINBS (FX,CHR$232) ; sRETURN
9SO0DEFPROCI ££ (T2, U2) t BCOLO, 3: MOVETL
yUX: MOVET1+120,UZ: PLOTBY, T2+120,U%-54
tMOVETY , UX~64:PLOT8S, T2, UT:COLO, ¢ O
VETY+16, U1-12: DRANTL#32, U312 DRANTY+
32,U8-32: DRANTZ416, UZ-32:DRANTL+16, UL
=12: MOVET2+104,,UT-12: DRANTY#104,UT-32
DRANT1+104,U1~12:6C0L0, 3:FORI21=848T08
BASTEP4:MOVEO, I%: DRAWL279, 1X: NEXT: BCO
L0,0: NOVET?,875: DRAN1200,874: ENDPROC
970VDU23,239,0,0,0,195,199, 62, 13, 13

123,240,0,6,6,200,240,95,32,32,23, 241
130,31,60,120,251,63,30,12,23,242,112
1240,216,40,126,255,239,70
F8OVDUZ3,243,0,96,96,19,15,4,4,4,23
1244,0,0,0,193,227, 124,174, 176,23, 245
+14,13,27,56,124,255,247,98, 23,244, 12
0,248,124,462,223,252,120,48
F90vDU23,247,1,3,5,15,1,25,43,127,2
3,248,0,0,128,128,128,152,252,254,23,
24%,199,131,1,1,3,7,12,16,23,250,227,
193,128,128,192,224,48,8
1000vDU23,251,1,3,7,207,97, 61,63, 31,
23,252,0,0,128,131,134,188,252,248,23
1253,7,1,1,1,3,7,12,8,23,254,224,128,
128,128,192,224,48,14
1010TR=1132: Uk=124:VDU19,2,2; 0 1 N§="
SLIME’S CAVERN":D2(0)=1:AZ(0)=4:B110)
=BEX(1)=-1:AX(1)=4: B (1)=15:0%=15:PR
INTTAB(7 ,5)S4TAB(5,18) S$TAB(0,BIK$TAB
(14, 5)KSTAB(13,14)KSTAB(18,15)K$
10Z0RETURN
1030VDU23,239,3,14,61,123,247,204 4,
0,23,240,192,112,188,222,239,115,32,1
28,23,241,0,0,0,0,0,0,0,0,23,242,128,
128,120,128,120,144,80,32
1040VDU23,243,1,2,5,13,11,11,27,21,2
3,244,128, 64,160,176,208,208,214, 168,
23,245,25,8,0,0,0,4,5,2,23,244,152,16
,128,128,128,128,0,0
1030VDU23,247,7,31,50,56,116,226,193
y194,23,248,224,248,60,30,46,71,131,4
7,23,249,194,193,226, 116,56,460,31,7,2
3,230,67,131,71,46,30,60,248,224
1060VDU23,251,7,31,60,48,112,224, 193
1 174,23,232,224,248,188,140,142,135,1
31,127,23,253,254,193,225,113,49,61,3
1,7,23,254,67,131,7,14,12,40,248,224
1070VDUL9,2,6;0519,1,4;0;:A%(0)=7:B%
(0)=18:EX(0)=1¢AT(1)=13:BT(1)228:EL(1
)==1:N$="LOOPY LEVELS":Q%=18:PRINTTAB
(19, 18)K$TABIO, 130KSTAB(18, 12} KS$TAB(!
T SIKSTAB(4,19) THTAB(15,7) T§1 Ti=01 U=
840
10BORETURN
1090vDU23,239,0,6,15,28,16,48,103,7¢
123,240,0,95,240,56,8,12,230,178,23,2
41,71,103,51,25,12,7,1,0,23, 242, 162,1
02, 2u4 152 48 224,125 ﬂ
1100VDU23,243,0,0,0,0,4,15 31,51 123,
244,0,0,0,0,%5,240,248 2&!,21,2#5 28,
15,?,l.ﬂ.ﬂ,ﬂ,&,?l,!lb,5&+!4E.ilﬂ,IZB.
0,0,0,0
1110VDU23,247,1,3,47,109, 231,243,250
y121,23,248,128,192,244,182,231,207,%
J,138,23,249,118,35,119,103, 14,450,540,
0,23,250,110,234,238,230,112,48,40,60
1120VDU23,251,1,3,47,109,231, 243,251
1248,23,252,128,192,244,182,231,207,2
23,31,23,253,119,55,11%,103, 14,12, 40,
60,23,254,238,236,238,230,112,40,40,0

N

1130VDU19,2,150519,1,2;05:0%=21:T1=5
To:UX=572:AT(0)=13:BL(0) sS1EX(0) =12AL
(1)=13BT(1)=24:DL(1) =11 N8="SILLY STEP
S tPRINTTAB(19,22)K$TAB(11,20)K$TAB(1
JISIKSTAB(19,6)K$TAB (6,91 THTAB(11,15)
T$
| 140RETURN
L150VDU23,239,3,15,63,113,111,249,24
7,255,23,240,192,240,252, 142,246,159,
139,255,23,241,239,223,219,104, 124,42
y15,3,23,242,247,251 ,219,22,62,124,24
0,192
1160VDU23,243,3,15,63,127,113,239,24
9,2339,23,244,192,240,252, 254,142,247,
139, 255,23,245,255,247,239,124,127,63
113,3,23,206,255,239,247 ,42,254,252,2
40,192
1170VDU23,247,0,0,0,4,12,30,15,7,23,
248,0,0,0,0,0,0,6,142,23,249,3,0,3,15
+31,63,31,7,23,250,58,250,245, 232, 248
1240,192,0
1180VDU23,251,0,0,0,0,0,0,96,113,23,
282,0,0,0,32,48,120,240,224,23,253,92
y99,111,63,31,15,3,0,23,294,192,0,192
1240,248,252,248,224
1190VDU19,2,3;0519,1,5;053AL(0) =93 B2
Q) =19:EX(0) =1z AX(1)=4: BL(1)=B:DY(1)=
1:N$="SUNSHINE CAVERNS":TX=1152:UT=41
2:Q1=22: PRINTTAB(0, 1B)KSTAB(12,12)K$T
ABLO,J)KSTABIL1,5)K$TAB(3,7) T4TAB(14,
15)T%
1200RETURN
1210VDU23,239,15,31,24,24,57,57,48, 4
8,23,240,254,255,31,15,206,142,62, 14,
23,241,112,1135,103,103,224,224,255, 12
7,23,242,12,204,156,156,24 24,248,240
1220VDU23,243,15,31,24, 24,57, 57,48, 4
8,23,244,254,255,31,15,206, 142,42, 14,
23,243,112,115,103,103,224,224,295,12
7,23,246,12,204,156,156,24,24,248,240
1230VDU23,247,15,31,28,28, 56,57, 51,5
1,23,248,234,233,31,13,198,230, 254,25
4,23,249,113,103,103,103,240, 240,255,
127,23,250,252,252,204,1%56,24, 56,248,
240
1240vDu23,251,15,31,28,28,536,57,51, 5
1,23,252,254,255,31,15,198,230,254,25
4,23,253,115,103,103,103,240, 240,255,
127,23,254,252,252,204 156, 24,56, 248,
240
L250¥DU19,2,5;0519,1,6505:A% (0 =748
(0)=15:DX(0)==1: AT (1) =112 DL (1) =15:D(
1)=1yN$="ADVERTISING HALL"1TY=1152:0%
=860:01=22: PRINTTAB(3, 13)K$TAB(10,10)
K$TAB(17,13)K$TAB(1,3)K$TAB(3,29) T¢"
"T$" 8" “THTAB(2,20)8%
1260PRINTTAB(O,5)S$TAB (5, 7) TSTAB(11,
TITSTAB(13,5)8%:PRINTTAB(9,15)M8(0):R

>
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TAKE A PIECE OF
OUR SOFTWARE

_ A
NAYZ”

fast mail order from Microbyte Software. S.A.E. for
illustrated brochure. Trade enquiries welcome.
Access 24 hour hot line 06373 6886.

MICROBYTE SOFTWARE (Dept. E10)

k] ™ LraputEr
L]
7 (4
o € player
5 £ 12
% - Flease
2 g weter
Electron & BBC 32K R = z 2 e
Join Erbert in his cubic K 100r1.2 1 i
domain — fast and funny. BBC 32K (0S nr. / m 8 E B EF & M
Avoid his unwelcome Excellent 3D graphics four  Ejectron & BBC 32K
guests. Many features — different scenes. Battle to  The classic arcade game
alternative screen displays the death star and destroy  up to four players with Electron & BBC 32K
— addictive! it. bonus features. A game of strategy and
MACHINE CODE GAME MACHINE CODE GAME MACHINE CODE GAME skill — 2 levels

Games available now at many computer shops —or by

18 Hilgrove Road, Newquay, Cornwall TR7 2Q2Z
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From Page 7

ETURN
1270VDUZ3,239, 112,134, 148, 120,60, 60,
30,30,23,240,14,17,21,30,40,60,120,12
0,23,241,63,58, 114,120,41,31,50,50,23
1242,252,92,78,30, 188,248, 75, 76
1280VDU23,243,28, 42,34, 60,120,240, 12
4,30,23,204 56,84, 68, 60,30, 31, 62,120,
23,245,43,63,114,120,63,31,13,13,23,2
46,252,252,78,30,252, 248,176,174
1290VDU23,247,3,7,7,76,126,63,15,7,2
3,248,192,224, 241,139,190, 248, 240, 240
123,249,3,1,1,1,3,7, 14,24, 23,250,240,
224,224,192,192,128,0,0
1300VDU23,251,3,7, 143,249,128, 31,15,
15,23,252,192,224, 224,50, 126, 252,240,
224,23,253,15,7,7,3,3,1,0,0,23, 254,19
2,128,128,128,192,224,112, 24
1310VDU19,2, 650319, 1 ,150; :AX(0) =3¢ BY
(0)220:DX(0) =1 1AL (1) =52 B% (1) s16: DL41)
=13N$=*SPOOKY SIDE-CHAMBER" : TX=1088: U
X=636:01=18: PRINTTAB(19,27)KSTAB (7,19
YKSTAB(10,19)KSTAB(S, 14) KSTAB(6,29) T
S U U
I320PRINTTAB(4,26)84" *54* °*5¢*
§$* "S$TAB(&,11) T$TAB(12,11)T$:RETUR
N
1330VDU23,239,1,3,7,15,31,25,53,49, 2
3,240,128,192,224,240,248, 248, 252, 236
123,241,123,127,127,3,7,63,30,7,23, 24
2,246,246,246,238,220, 184,112,224
1340VDU23,243,1,3,7,15,31,31, 63,55, 2
3,244,128,192,224, 240,248,152, 172, 140
123,245,111, 111,111, 119,59,29, 14,7,23
1246,222,254, 254, 192,224,248, 112,224
350VDU23,247,1,3,7,7,7,7,3,1,23, 248
128,192,224, 160, 160,96, 192,128, 23,24
9,1,15,17,1,7,4,12,0,23,250,240,128, 1
28,128,224,32,32,48
1360vDU23,251,1,3,3,3,3,3,1,17,23,25
2,128,192,192,44, 44,192, 128,128, 23, 25
3,15,1,1,1,7,4,4,12,23,254,128, 240,13
6,128,224,32,48,0
1370VDU19,2,350;19,1,4; 05 1A% (01 =3: B
(0)=9:EX0)=1:A% (1) =14: BL(1) #9:D%(1) =
~1:N$="NINERS DINER":T4=0:UY=8281 012
6:PRINTTAB(2,5)88* "SSTAB(Y,21)KSTAB(
16,11)K$TAB(10, TIKSTAB (3, 5)KSTAB (12,2
TS
1380RETURN
1390VDU23,239,3,3,49,31,7,3,3,7,23,2
40,192,192,142,248,9,192, 64,224, 23,2
41,14,220,120,48,0,0,0,0,23,242,112,5
9,30,12,0,0,0,0
1400VDU23,243,0,0,3,3,1,15,31,51,23,
244,0,0,192,192, 128,240,120, 204,23, 24
5,99,71,30,56,48,24, 56,112, 23, 246,70,
226,120,28,12,24,28, 14
1410VDU23,247,7,15, 31,63, 115,99, 99,1

27,23,248,192, 224,240,248, 156, 140, 140
1252,23,249,61,63,28, 16,2131, 15,3,23
,250,120,248, 112, 16,80,240,224, 128
1420VDU23,251,7,15,31,63,115,99,99, 1
27,23,252,192,224, 240, 248, 156, 140, 140
1252,23,253,61,43,31,24,15,3,0,0,23,2
54,120,248, 240, 48,224 ,128,0,0
1430VDU19,2, 150519,1,3; 05 1AL (0) =33 BY
(0)=192D2(0) =1 AX(1) =111 B2 (1) =172 EX(L
J=11R$="ANCIENT ARCH®:T%=1152:\2=764s
Q2=22:PRINTTAB (0,5) KSTAB (8, 22) KSTAB(7
,17)KSTAB(7,B)KS$TAB (4,22) S$TABIS,26) T
§ T s
{440RETURN
1450VDU23,239,0,0,0,0,0,7,15, 14,23,2
40,48,120,120,60,4,195,230, 44,23, 241,
14,14,15,8,12,7,3,15,23, 242, 184, 48,22
4,32,9,192,128,224
1460VDU23,243,0,0,0,7,15,6,10,8,23, 2
#4,0,48,120,126,179,198, 236, 248,23, 24
5,15,12,13,7,3,3,3,15,23, 24,240, 9, 9
6,192,128,128,128, 224
[470VDU23,247,1,1,15,1,81,115,37,63,
23,248,128, 128, 240,128,138, 206, 164,25
2,23,249,2,3,0,54,0,94,84,27,23,250, 6
4,192,0,216,2,122,0,108
|4BOVDUZ3,251,1,1,3,97,97,35,37,83,2
3,252,128,128,192, 134,134,195, 164,252
123,253,3,3,0,27,64,94,0,54,23, 254,19
2,192,0,108,0,122,2,214
1A90VDU19,2, 4505 19,1,2; 05 1AL (0) =32 B
(0)=15:DX(0) =11 AX (1) =14: B(1) =18 DL (1
)a=1:N$="RANPAGING ROBOTS":T1=10243U%
=796:0X=22: PRINTTAB(2,5) K$TAB(S, T)KST
AB(16,11)KSTAB(10,21)KSTAB(12,29) T$*
'T$
{S00RETURN
5L0VDU23,239, 16,15,24,8,12,12,6,6,2
3,200,16,16,48,32,9,9,192,192,23, 24
1,3,1,3,6,14,14,6,2,23,242,128,0, 128,
192,224,224,192,128
1520VDU23,243,0,0, 44, 95,48, 56,28, 14,
23,204,0,0,4,12,24,56, 112,224, 23, 45,
3,1,3,14,12,24,24,8,23,244,128,0,128,
224,96,48,48,32
1530VDU23,247,0,0,0,252,252, 104,120,
108,23,248,0,0,0,0,0,0,40,230,23,249,
127,117,255,255, 255, 0, 248, 248,23, 250,
242,251,255, 254,248, 3,127, 30
1540VDU23, 251,252,252, 104,120,108, 12
7,117,255,23,252,0,0,0, 60,230,242, 251
1255,23,253, 255, 255, 0, 248, 248,0,0,0,2
3,254,254,248,3,127,30,0,0,0
1550VDU19,2,3;0519,1,1;0; 1A% (0) =3: B2
(0)=55E2(0) =1 AL (1)=3: B (1) =172 DL (1) =
1:N$="ESCAPED EQUIPMENT*sT1=1152:U2=1
241015261 PRINTTAB(6,20)58" "S$TAB(14,
21)84* *S$TAB(7,20)KSTAB(15, 21 KSTABI
0,51 K$TAB(8, TIK$TAB(18,20)T$
IS60PRINTTAB (6, 15) T$1 RETURN
1570VDU23,239,3,15,63,255,1,1,1,1,23

B

1240,192,240,252, 255,128,128, 128,128,
23,241,127,15,39,112,219,219, 115,32,2
3,242,254, 240,228, 14,219,219, 2064
1580VDU23,243,0,0,0,3,15,63, 255, 1,23
1244,0,0,0,192,240,252, 255, 128,23, 245
127,15,39, 112,219,219, 115,32,23, 246,
254,240,228, 14,219,219, 208, 4
1590v0U23,247,0,0,0,0,0,0,0,25,23, 24
8,24,40,126,231, 195,231,126, 188,23, 24
9,61,126,231,195,231, 126,40, 24,23, 250
+152,0,0,0,0,0,0,0
1600VDU23, 251,24, 60,126,231, 195,231,
126,41,23,292,0,0,0,0,0,0,0,152,23,25
3,25,0,0,0,0,0,0,0,23, 254,188,124, 231
1199,231, 126,40, 24
1610VDU19,2,2;0519,1,4;05:A%(0)=171B
100)=19: DX (0)=-11A%(1)=103BY (1) =11 D%
(1)=1:N$="PROCESSING PLANT®; T1=0:Ug=7
64:0%=19:PRINTTAB(4, 18) STRINBS (7,561 T
AB(14,18)S$S$SHTAB(S, 16) STRINGS (4, TH+
" *)TABIS,T)TS
1620PRINTTAB(3,12)T¢" *T$TAB(10,29)
TSTAB(3, 18)KSTAB (8, 1BIKSTAB(17,18)KST
AB(S5,5)K$1RETURN
1630v0U23,239,1,3,3,4,5,12,63,255,23
1240,128,192,192,96, 160, 48,252, 255,23
1241,234, 106,463, 31,15,9,16,0,23,242,8
7,86,252,248,224,144,8,0
1640VDU23,243,1,3,3,7,7,12,63,255,23
244,128,192, 192,224,224, 48, 252, 255, 2
3,245,245,117,63,31,7,25,0,0,23, 246, |
75,174,252,248,224,152,0,0
1650V0U23,247,0,0,0,4,34,2,0,24,23,2
48,0,0,0,36,64,128,152,36,23,249,4,2,
0,0,3,3,3,3,23,250,44,0,8,0,192,192,1
92,192
1660VDU23,251,0,0,0,0,12,18,32,1,23,
252,0,0,0,4,0,14,8,8,23,293,0,0,32, 44
\67,67,3,3,23,254,8,0,32,0,196, 198,19
8,192
1670VDU19,2,3;0519,1,5; 051 AL (0) =5: BY
(0)=9: DL (0} =1:AL(1)=13:BT(1)=9:DL(1)=
~1:N$="THE GRAND FINALE":T%=01U%=764;
Q1=23:PRINTTAB(12,6)KSTAB(11,12)K$TAB
(3,19)K$TAB(17,191K$TAB(4, 18) T$TAB(13
,22) T$TAB(15,29) T8
1680PRINTTAB(14,19)84TAB(10,12)S$TAR
(2,29)T$* *TSTAB(3, 14) CHR$235: RETURN
1690MODE7: FORIX=1T04z SOUNDL , 1 , 40,123
NEXT:PROCdb] ( *CONSRATULATIONS® ,2) 1PRO
Cdbl (*YOU HAVE ESCAPED",5):PROCdbI (*T
HE LOST URANIUM MINE®,B):PROCAbL (*NIT
H A FORTUNE",11) tPROCAb] (*IN BOLD KEY
§ !, 14)
17008CRY=SCRY+50004L1VT: PROCAb] ( *BON
US *+STR$(50008L1VX),18) tF1Za11FOR] =1
T017500: NEXT:RETURN
1710REN
1720REN ##4% EXPLORER EDDIE 4444
1 730REN
I740REM #4488 BY B.WAKELIN H#4 J/
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If you’re devi |
0 ous,deftand d

PRUCEDURES pROCnewsflash If score is 100 good a newsflash from
mission control. ;

PROCtitle Sets up MasterSpy title. :

pROCerr Error trap. if ERR=17 PROCreport PRDCscnrctable There are five places on the agent’s league

table. You have to be good to beat James

ELSE REPORT ERROR with my name

and address. - Bont. han 17(E ven thi

pPROCinit Sets DIM arrays for Messages (Mes$). PROCinsert Eﬁﬁﬁ;:ﬂ:him;; ?Ifwécﬁ“’?ﬁ:};ﬁz‘; th;i

Colours (Col%). Answers (Ans%), Codes occurred

(Code3) and Random (rnd%)- ;

PROCagent Asks for the layer's name, waits for a

; e - VARIABLES

PR{}Cinswcﬁun Gives briefing 10 agent. HIS(5) James Bond.

PROCscore Keeps score. H% (5) Minimum score to enter SCOTE table.

PROCsetcode Qets all codes, and makes sure that Files level2o(6) File level in play.
1.3 do not duplicate any colour. attempis% Total goes: all files.

PRDCplajringbuard Sets screen up for play- of% Number of files opened.

PROCplay Prints colour key and changes numbered  err% Flag. . errde=1 OF 2. If 1 program terminated. If 2
input to the righta:n'loureﬂ & Keeps tries 10 program completed SO that correct message is
10 per file. printed.

PROCreport Gives 4 mission report. Cn'% Number of colours in code (1-5)

PROCcheck Checks answer and assigns clues. N% Number of tries in each file (max 10)-

PROCans Reveals correct code. MY% Counts how many < (right colour right place) in your

PROCnewpage Press space bar 10 continue. answer. 1f _CnY% it is correct.

PROCclues Mixes up answers and prints them as on Tries¥ Puts number of tries on screet.
screen / X Col% Colours used in each file.

10 Mic
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n a mission with JOHN HOLLINGS ... )

But you
have to
' be good

to beat
lames

MASTERSPY is based on the well-
known colour code game Mastermind.
In this version yvou are a secret agent
who, once accepted into the agency, is
sent on a mission by mission control.
You must uncover the secret colour
codes of six files — but it is not easy.

File 1 contains any three of seven
colours. File 2 contains any four of
seven colours. File 3 contains any five of
seven colours. These files do not contain
any duplication of colours.

Once you have opened File 3 (five
colours) you get on to the more difficult
agency work. The next three files,
although reverting to three, four and five
colours of seven respectively, now may
contain any number of colour dupli-
cations.

As you have to be good to be an agent
yvou are only given 10 attempts at each
file. If you don’t crack by the tenth try
the code will be revealed to you and you
lose the file you previously opened, so
you go back by one file. On File 1
should you fail to uncover the code it is
rescrambled and you can try: again.

During your spying activities mission
control keeps an undercover watch over

your progress. If M decides you are
likely to be caught he instructs that your
mission is terminated and you will
receive a mission report to that effect.

If on the other hand you complete
your mission by opening all six files you
will receive a report from your mission
controller and may be duly promoted.

To join the ranks of James Bond you
have to be very good. You must open all
six files in fewer than 50 attempts. If you
can do this you are invited to enter your
name on the agents’ league table.

To help you in your mission your
controller gives you clues for each
colour entered — but these do not relate
to the correct position of the colours in
the code. To enter your selection you
must depress the relevant number key
followed by Return for each colour in
the code.

When the program runs you enter
yvour name and if accepted for a mission
you are asked: “Do you require a
briefing?”. This is a must for a newly
enrolled agent as it contains mission
control’s clues, which must be
memorised.

Good luck in your mission.

e ——

5 REM (C)} The Micro User
10 MODE7
20 #FX200,1
30 VDU2338202;05050;:CLS:PROCtit]e
40 CLEAR
: 50 #Fi4,1
[ 60 ®KEY10 D, !MSOUNDI,~15,75,5:S0UN
D2,-15,100,5: N RUN iN
z 70 REM ON ERROR PROCerr

80 VDU23;8202;030;0;

90 DIM HI$(5) HL(5) ,PL(5):FORA=1TO
StHI$(A)="James Bond"+STRINGS(13,".")
tHL(A)=50:PX(A)=A: NEXT A

100 PROCinit
110 level®=1:attemptsi=0:0fX=0terri
=0:filelt=0:file2%=0:filedX=0:filedi=
O:fileSi=0:4ilebl=0
120 PROCtitlesPROCagent:PROCtit1e:P
RINTTAB(13,B);CHR$131; "Agent “;Nanme$
130 PRINTTABI2,10)CHR$131;" you hav
e been accepted for a mission"
140 REPEATPRINTTAB(4,12)CHR$131; "o
you require a briefing? (Y/N)";:1%=6
ET$
150 XX=INSTR("YyNn",1$)
160 UNTIL (XX<X00
170 IF XX=1 OR X¥=2 THEN PROCinstru
ctions ELSE 180
180 IF levelX)b THEN erri=2:oflsb:C
LS:PROCscare
K\n_??ﬂ IF leveli=t OR levelX)3 THEN Cn

f=leveli-1 ELSE Cni=leveli+2
200 MY=0:NX=0:X=2:Y=b:Triest=0:VDU2
3;8202; 0303 0;
210 PROCsetcode
220 PROCtitle:PROCplayingboard
230 REPEAT
280 Triesi=Triesi+l
250 Ni=Ni+1:Y=Y+i
260 IF Mi=CnX THEN 340
270 PROCplay
280 attemptsi=attemptsi+l
290 IF of%<(5 AND atteaptsi)30 THEN
300 ELSE 320
300 errX=1:CLS:PROCreport:SOUNDI, 1,
134,50 ENVELOPEL, 1 ,-7,7,0,10,10,0,126
10,0,-126,126,126: I=INKEY (200)
310 PROCtitle:PROCreport:PROCplayin
gboard:PROCans:PROCscore
320 UNTIL NX=10:IF NX=CnX THEN 350
330 PROCans:PRINTTABIO,23);8PC(39);
tPRINTTAB(11,23);CHR$133; "Incorrect ¢
ode ":VDU7:1=INKEY(200)
J40 PROCnewpage
330 IF levelX=1 THEN ofX=0:60T0 180
ELSE levell=leveli-1:ofl=levelX:60T0O
180
3460 PROCans:PRINTTAB(0,23) 38PC(39);
tPRINTTAB(12,23) ;CHR$131; "Correct cod
e ":50UND1,2,4,50: ENVELOPE2,2,5,0,0,2
93,0,0,126,0,0,-126,126,126: T=INKEY (2
50)

370 ofi=level¥-1:level t=level %+1:60

T0 180

380 END

390 REM #¥##¥ init #essws

400 DEFPROCinit

410 DIN Mes$(23):FORA=1TO23: Mess (A}
=" "INEXT

420 DIN Col%(3),Ans%(5),Code$(5),rn
d%(5) A(7)

430 A=0:REPEAT:A=A+]

440 Col?(A}=0:Ans¥(A)=0:Codes(A)=".

"1UNTIL A=5

450 fill:lll!&:fllil!tl!?

440 ENDPROC

470 REM #8343+ setcode #heids

480 DEFPROCsetcode

490 IF level%{=3 THEN 530 ELSE 500

500 Cx=0:REPEAT:C%=Ci+1

510 ColX(CX)=RND(T)

520 UNTIL C¥=CnX:ENDPROC

530 FOR Z=1TO7:AIZ)=0:NEXT

540 C=0:0=0:REPEAT:Q=Q+1:IF C=7 END
PROC

530 X=RND(-TIME)

540 X=RND(T)

570 IF A(X)=1 THEN @=@-1:60T0 5%0 E

390 UNTIL 8=CnX
600 ENDPROC

LSE AtX) =l
)

580 ColX{@)=X
Micra User Games Special 11
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610 REM ®##4% playingboard #%sd

620 DEFPROCplayingboard

630 ERIHTTﬂBli!.EI;EHHtifila:Ii;EHR
$1575CHRS (§11e12);CHR$1365°F T LE °
slevel®;" "CHR$136

540 PRINTTAB(0,5) ;CHR$132; CHR$157;C
HR$131;*Selection®;TAB(17) " Tries";TAB
(31)*Clues *CHR#156

650 ENDPROC

b0 REM sessss play Heiité

670 DEFPROCplay

bBO #FN15,0

590 PRINTTAB(13,19);CHR§134; Colour

key"

700 A%=0:A=128:x%=10:REPEAT: AX=AL+]
th=Aslanl=ni42

710 PRINTTAB(x%,20) ;CHR$ (R) ; CHR$235
1

720 UNTIL AX=7

730 N=0:x1%=11:REPEAT:N=N+1sx1X=xil
+2

740 PRINTTAB (x1X,2113N

750 UNTIL N=7

760 PRINTTAB(0,23)3SPCI3R);

770 A=0:X=1B:REPEAT:A=A+11X=)+2

780 PRINTTAB{0,23) ;CHR$131; "Enter *
1Cn%;" colour code"

790 vDU21

800 INPUTTAB(18,23),Ansk (A}

810 VDUS

820 IF AnsL(A)<1 OR AnsX(A}}7 THEN
SOUND1,-15,75,5:60T0 780

830 VDUA:PRINTTAB(X,23)CHR$ (Ans% (A)
*123];'*';' 5

840 UNTIL A=CnZ:@=INKEY(50)

850 A=5-Cn%:B=0:REPEAT:A=A+21B=B+1:
PRINTTAB (A,Y);CHRS (Ansk (B) +128); "#";:
UNTIL B=Cni

840 PROCcheck

870 PRINTTAB(18,Y) ;CHR$135; Triesk;

880 PROCclues

890 ENDPROC

900 REM ##&#¥# check #¥iis

§10 DEFPROCcheck:Mi=0

920 FOR A=1 TO Cn%

930 IF Ansi(A)=ColZ(A} THEN Code$ (A
=" f*sMU=NL+1:NEXT A:G0TO 980 ELSE

940 B=0:REPEAT:B=B+]

950 IF AnsX(A)=ColX(B) THEN Code$ (A
y=*X*:80T0 960 ELSE

940 UNTILB=Cnl

870 NEXT A

980 ENDPROC

590 REM ####¥¢ ans #eiied

1000 DEFPROCans

1010 PRINTTAB(S,3);5PC(20);:A=0:T=17

=CnX
1020 REPEAT:A=A+1:T=T+2
Qm PRINTTAB(T,3);CHRS$ (Col % (R)+128)

+"%";" "tUNTIL A=Cnk

1040 ENDPROC

1050 REM ##tids clues ¥eiies

1060 DEFPROCclues

1070 xx¥%=31-CnX:REPEAT: xxd=xx 42

1080 X=RND{Cni)

1090 IF rnd3(X)=1 THEN xxX=xx%-2:G0
T0 1120 ELSE rnd%(X)=1

1100 PRINTTAB(xxX,Y) ;CHR$131;Code$ (X
)

1110 C=C+1

1120 UNTIL C=Cn¥

1130 C=0

1140 FORA=1TOCnX:rndX (R)=0:NEXT

1150 X=RND{Cn}}

1140 FORA=1TOCnY:rndX (X)=0:HEXT

1170 FOR A=! TO Cn¥%:AnskiA)=0:Codes!
A)=","sNEXT

1180 ENDPROC

1190 REM #esis¥s score Fhidid

1200 VDUs

1210 DEFPROCscore

1220 #FX15,1

1230 IF attemptsX{=30 AND ofi=& PROC
newsflash; B0TO 1570

1240 IF erri=1 THEN 1240

1250 FORRY%=10TO11sPRINTTAB(10,h¥) ;CH
R$130;CHR$136;CHRS141; "Nission Comple
ted®INEXT

1260 2=INKEY (300 :CLS

1270 FORhX=0TOL:PRINTTAB(10,h%);CHRS
131;CHR$141; "Nission Report®:NEXT

1280 RESTORE 2570:A=0:REPEAT:A=A+]

1290 READ Mes$(A)

1300 UNTIL #4=23

1310 PRINTTAB(0,4) ;CHR$134; "Ret Agen
t1";CHR$134; Nane$

1320 PRINTTAB(10,4);CHR$134; Classi
fied";CHR$133; "Secret”

1330 PRINTTAB(0,9);3CHRS 1343 Mess (1)}
tIF err=1 THENPRINTTAB(20,9);;CHR$13
3:Mes$ (2);;CHRS134; Mes$ (4) ELSE PRINT
TAB(20,9) ;sCHR$130; Hes$(3) ;s CHRE134; M
es$(4) :

1340 PRINTTAB(0,10) 3 CHR$134; Nes$(35)
sCHR$131;0f%; ; CHR$134; Ness (6)

1350 PRINTTAB(0,11)5;CHR$134;Nes$(7)
tPRINTTAB(4,11) ;CHR$131;attenptsi;;CH
R$134;Mes$ (B)

1360 PRINTTAB(0,12) 3 ;CHR$134; ;CHRS13
4;Nes$ (9)

1370 IF err¥=1 THEN PRINTTAB(17,12);
sCHR$133;Mes$(10) ;;CHRS134; Mess(12) E
LSE PRINTTAB{17,12);;CHR$130;Mes$ (11}
53 CHR¥134; sCHRS 1345 Mas$(12)

1380 PRINTTAB(O,13);CHR$134;Nes$ (13)

1390 IF of¥%<& THEN 1400 ELSE GOTO 14
40

1400 d=RND(3)

1410 IF d=1 THEN D$=Mes$(14):6070 14
B0

1420 IF d=2 THEN D#=Mes$(13):60TD 14
80

1430 IF d=3 THEN Dé=Mes$(14):60T0 14
80

1440 IF of¥%=b AND attemptsi>BO THEN
Dé=Hes$(17):60T0 1480

1450 IF of%=6 AND attemptsk<(71 AND a
tteaptsi>40 THEN D$=Mes$(18):60T0 148
0

1460 IF of%=b AND attemptsi{(él AND a
tteaptsi)50 THEN D$=Mess$(17):60T0 148
0

1470 IF attemptst{(S0 THEN Dé=Mes$(20
1160TO 1480

1480 PRINTTABI3,13)3;CHR$131;08

1490 PRINTTABIO,14);;CHR$134; Nes$ (21
)

1500 PRINTTAB(6,17);CHR$131; Nes$(22)

1510 PRINTTAB(0,19);;CHRS129; ;CHR$13

biMes$ (23}

1520 I=INKEY (2000}

1530 CLS:PROCtitle

1540 FORhX=10TO11:PRINTTAB(E,h%) ;CHR
$131;CHR$136;CHRS141; "Message destroy
ed" s NEXT

1550 1=INKEY(200)

1560 PROCscoretable

I570 REPEAT:PRINTTAB(4,21);CHR$130;"
There's another mission for you" TAB(
10)3CHR$130;"Do you accept Y/N";:1%=6
ET$

1580 1X=INSTR("YyNn",1%)

1590 UNTIL (224300

1600 IF I%=1 OR I%=2 THEN &60TO 110 E
LSE CLS:PRINT"Basic":END

1610 END

1620 REM w#e#ids agent #iédd

1630 DEFPROCagent

1640 PROCtitle

1650 PRINTTAB(0,4) ;CHR$134; "Before y
ou can become an Agent you must";CHR$
134;*state your name for our files. T
hen you "jCHR$134;"will be considered
for a mission.”

1660

1670 PRINTTAB(1,10) jCHR$131; "Flease
state your name."

1680 INPUTTAB(27,10)Name$:Nane$=LEFT
$(Name$,18)

1690 PRINTTAB(1,13) jCHR$130; Nanes; "
you are being considered"

1700 I=1NKEY (400)

1710 ENDPROC

1720 REM #ee#%# title srerss

1730 DEFPROCtitle:CLS

1740 FOR hX%=0 TO1:PRINTTAB(7,h%)CHRS
129;CHR$157; CHR$135;CHR$141" N a s t
erSpy “CHR$15&:NEXT hi

1750 ENDPROC

1760 REM ###s¢s report #eeies

1770 DEFPROCreport
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{780 FORh%=10TO11:PRINTTAB(10,h%);CH
R$131;CHR$136;CHR$141; "Nission Report
"INEXT

1790 ENDPROC

1800 REM #####+ newsflash #Eddis

1810 DEFPROCnewstlash

1820 Name$="john*:atteaptsi=23

1830 CLS:FOR h%=10 TO11:PRINTTAB(12,
h%)CHR$1413CHR$131; CHRS134; "NEWSFLASH
"INEXT hi

1840 I=INKEY(200):CLS

1850 PROCtitle

1840 PRINTTAB(13,3);CHRS131;CHRS 1363
*Newsflash"

1870 PRINTTAB(0,5);CHR$134; "Ref: Age
nt*;CHR$131; Name$

1880 PRINTTAB(O,7);CHR$134; "Congrat
ulation You ppened all & files"";CHRS$
134;"in only ";attemptsil® attempts.
How ever ‘M’ is"';CHR$134;"puzzled as

it is almost impossible to"';CHR$134

;"do that. Therefore you are";CHR$133
j"Dismissed" '}

1890 PRINTCHR$134;"from the service
immediately.”

1900 I=INKEY(200):PRINT""';CHR$131;"H
ow ever ‘N° thinks you should have"'T
AB(12)CHR$131;"a second chance®:60T01
570

1910 END

1920 REM #+##¥% score table #esdes

1930 DEFPROCscoretable

1940 PROCtitle:PRINTTAB(9,3);CHRS134
1"Agent ‘s League Table":PRINTTAB(%,4)
;CHR$ 1343 STRINGS (20,"~")

1950 FOR N¥=1 T0 §

1950 PRINTTABI(S, (NX#2) ) ;CHR$134;PY
(M%) sCHRS13L s HI$ (NXD s HL (N2 ) s NEXT

1970 COLOUR3: IF attemptsiiHX(5) OR a
ttemptsi<h ENDPROC

1980 NX=-1:REPEAT:NX=NX+i:UNTIL atte
aptsXCHLINL) OR N%=S5:IF N%=5 OR erri=
1 ENDPROC

1990 HXIN%)=atteaptsX:PRINTTAB(12,19
);eVDUL41,136:PRINTCHR$134; “Hi ~score
P11 TABI12,20);:VDUL41,136:PRINTCHRS
134; "Hi-score !!!"

2000 PRINT'TAB(12);CHR$134; "Enter yo
ur nase-"""TAB(13);

2010 VDU31,32: INPUTAS: IF LEN(A$) 1B
A$=LEFT$(A%,18) :REPEAT: AS=A%+", ":UNT]
L LEN(A$)=24 ELSE REPEAT:A$=A$+".":UN
TIL LEN(A$)=23 _

2020 HI$(NY)=A$:attemptsi=100:CLS:60
T0 1940

2030 ENDPROC

2040 REM s###4# instructions ¥eddes

2050 DEFPROCinstructions

2060 PROCtitle

2070 PRINTTAB(0,4) ;CHR$130; "Briefing

for Agent ";Name$;

2080 PRINT''" Your mission is to g
ain access to 6"'" files held in the

Udanddy Embassy."

2090 PRINT'" Each file is in a sep
arate safe with"'® its own colour-co
de lock and is graded by the classif
ication of the file it"'" is protect
ing."

2100 PRINT';CHR$131;"File No."TAB(12
}*Colours in the code-lock®

2110 PRINT'TAB(2) sCHR$134; "1 "TAB(10}
*3 colours No duplication®
2120 PRINTTAB(2) ;CHR$134;"2"TRB(10)"
4 colours No duplication”

2130 PRINTTAB(2) ;CHR$134; "3 "TAB(10)"
3 colours Mo duplication®

2140 PRINTTAB(2) ;CHR$134; " 4" TAB(10)"
3 colours May be duplicated®
2150 PRINTTAB(2) ;CHR$134; 5" TAB(10)"
4 colours May be duplicated"

2160 PRINTTAB(2) jCHR$134; "4 TABILO)"
5 colours May be duplicated"

2170 PROCnawpage
2180 CLS:PROCtitle
2190 PRINTTAB(0,4);CHR$130; "Briefing
tor Agent ";Naaed;

2200 PRINT''* The colours to choose
from are as shown below together with

their appropriate®’” nusber-key."
2210 AR=0:A=128:x{=10:REPEAT: AR=AL+1
tA=htlsxl=xl42
2220 PRINTTAB(x%,11);CHR$ (A} ;CHR¥255
1 L]

2230 UNTILAZ=7
2240 N=0:x%=11:REPEAT:N=N+1:x2=x1+2
2250 PRINTTAB(xY,12) ;N:UNTIL N=7
2260 PRINT '™ You are given 10 tries

at each code. If you do not open a f
ile by the 10th try the code is reve
aled, but you go BACK a file. [f you

are taking too many goes for the nu
sber of open files or if it"'" looks
like you could";

2270 PRINT" be caught then the missi
on controller will terminate your ai
gsion,”

2280 PROCnewpage

2290 PROCtitle

2300 PRINTTAB(0,4);CHR$130; "Briefing

for Agent “iName#;

2310 PRINT''* There are clues to hel
p you crack the codes. Memorize the

following." ' ';CHR$131;" [/ = righ

t colour right place" ;CHR$131;"

I = right colour wrong place" ;CHR$13
13° . = colour not used."

2320 PRINT'" Howaver these clues are

mixed up e.g. clue I may not relat

¢ to colour 1, etc. If you are good y
ou can be prosoted.”

2330 PRINT'" That concludes the brie

»

fing for this"'® mission "jName$;'TAB
{13);"Good luck"

2340 PRINT'TAB(7);CHR$131;"Signed Mi
ssion controller”

2350 PROCnewpage

2360 ENDPROC

2370 END

2380 REM ee#i#: newpage Hitiis

2390 DEFPROCnewpage

2400 PRINTTAB(3,23) ;CHR$130; "Press t
he {Space-bar} to continue"

2810 1$=BETS:IFI$<)" * VDUT:60TO 240
0

2420 ENDPROC

2430 REM #aed#d err teids

2440 DEFPROCerr:VDUb:CLS

2450 SOUNDI,~15,75,5:50UND2,-13,100,
3

24560 IF ERR=17 THEN erri¥=1:PROCrepor
t:PROCscore:END

2470 *F14,0

2480 CLS:PRINT:REPORT:PRINT" at line
No. *;ERL

2490 PRINT';CHR$131;"Dear Player"'';
CHR$131;" 1 am sorry that an error ha
s appeared”';CHR$131;"in the progranm.

If you cannot correct"’;CHR$131;"it

please let me know. Tell me the®';
CHR$131; "error and the line nusber in
which it""

2500 PRINTCHR$131; "occurred. "' CHR$1
31;"Write to me at this address:-"
2510 PRINT'TAB(12) ;CHR$134; "Nr J.Hol
lings" 'TAB(12) ;CHR$134;"156 Templewoo
d*"'TAB(12) ;CHR$134; "Walter Ash®'TAB(1
2);CHR$134; "High Wycombe® ‘TAB(12) ;CHR
$134; "Bucks."

2520 PRINT:PROCinsert ("LIST"+5TR$ (ER
L) +CHR$13) :STOP

2530 END

2540 DEFPROCinsert(I$):REPEAT:AL=138
1XU=0: YE=ASCILEFTS$(I#%,1)) :CALLAFFFF4;
I$=RIGHTS$(1$,LEN(I$)-1) :UNTIL I$="":E
NDPROC

2550 END

25460 REN #aea¥s DATA sepisss

2570 DATA"As your mission was","Term
inated","Coapleted”®,"and the®,"nuaber
of files opened was","which took","y

ou"," attempts. It is the decision of

L]

2580 DATA" 'MW’ that you are","Demoted
', "Promoted”,"to the rank®,"of","Clea
ner {at Hoover's)","Supervisor (in a
Siberian Salt mine)®,"Builder (for Le
go)","Assistant Spy","Spy®,"Super Spy
*y"Master Spy"*

2390 DATA"This is effective immediat
ely.","Signed Mission Controller®,"Th
is sessage self-destructs in 30 Sec"

2600 END
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Draw up a chair and join in this poker
simulation game by ALAN GORNALL

DRAW is a computer simulation of
draw poker, from which all other forms
of the game are derived.

First each player chips in his or her
ante or stake into the kitty or pot. Then
each is dealt five cards face down.

In real life the player to the dealer’s
left either opens the betting or folds, so
losing his ante. The next player in turn
may “see” the amount previously put
into the pot, or raise it, or fold. And so
on until we get back to the dealer.

If the pot has been raised the betting
goes around a second time. Next comes
the draw.

Each player can change any or all of
the five cards in his hand. Once
everyone has been dealt the final round
of betting follows.

The same process as before applies

Of course he may play erratically,
which would not be much help.

; : : d ,
You will be pleased to hear that the good as its DPP???’;“;;‘ E’Ft as good, it will change
Qﬂulatmn does play to a fixed system, PROCalter, and i 1

the nature of which you’'ll have to work
out for yourself.

There are two pretty good indicators
as to the strength of an opponent’s hand.
One is how much money he is prepared
to put on it — although he may bluff —
and the other is how many cards he
takes at the draw.

If he takes three cards, the best hand
he could have had before the draw
would be a pair, and his odds of
improving this are about 5-2 against. So
if you have two pairs, chances are you'll
beat him in the showdown.

In the game the ante is 1, the
maximum open 10 and the maximum
raise 10.

Deal your way to
a right royal flush

e

the data statemf:nts a;
also sets its betting s€

it using pPROCalterl.
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21T,

i is not as
and if its hand is not
¢ will alter it using

and the last person left in collects the PRUCE‘DURES . order of the accepted k
pot Values any poker heih 0 edures, such as:

Poker hands are ranked like this, pRDC\'ﬂlﬂﬁ{zS} ranks. This uses other pr::;-: pROCHush, PRGF:'
with the best hand first: PROCstraight. PRD;;?; Ef,ith hands of one P.alr}’

B}DFE"' ﬂl}s}!‘] 1:a[{'l:ﬂ tt? t:;“n . EhEdSHTT}ﬂ pfﬂ.mﬂ-n;fﬁ h%DCP;BCb (hands af t?l% Ezrsi];
suit), straight flus ive cards in pPROC( lushi, : oCd (fu ?
sequence of the same suit), four of a kind OCc (three of a ‘kmd}-, PR toait o & kind). |

t ther), Flus cifie o : s u
Fal?ngf Htlheansar:f zu?{n;;, Ehf?;rai;?:t pgucdeal[HAND‘i*Y%} ?cf_zfnth:tsgey - cmnimatcth‘;fc;gt;;l r:{lel«:nrreci
(consecutive cards, different suits), three PRO{:Cﬂfd{-X%’Y%} to draw
21; iar kind (say three fives), two pairs, one place. i rakan BF the card on :,s fa;ich i
. WS : ow

The simulation, however, involves PROCval gg:plays the value in the pot, and L
only two players with the computer pROCinfo in credit. : Which one is us
acting as dealer. So if one player drops 3, Control the betting fouiﬁz’m open first. _
out the hand will be over. PROCbet . j_ depends on whose Tg;tting cheme. The fﬂrme.tt:;

{11‘ I{ew rlrps for fthe Eﬁr:;fa_ue;; A Pl;gg;‘:; e Decid; :‘h?ﬁ]ﬂ?; has taken place, and the lat

e only way to play i er P efor

than by cheating — which incidentally pROCpre_betl :?tcedr it has taken place. e of hands that the
the simulation is quite adept at when works out the Pementaﬁ offed on.
called upon — is to make the most out of PROCDIuff computer’s opponent has been seen after the draw
your winning hands, and lose as little as Called when someone has
possible on your losing ones. Unfor- PROCwin has taken place. wish to change, and how
tunately, this is hard do to. Controls which cmds\igti:es {0 change. ;

One way is to glean as much as PROCdraw many the computer ¢ the beginning ©
possible from your opponent’s style of Called when the name ﬁfﬁ;‘:i; of those in on¢ ©
play and act accordingly. PROCcheat the program matches U'F'thﬁ end of the program. It



Packs

Contains 4 pack

PPonent’s cragi

Mount of my

it will fold, i‘;’hlfh l’-‘ﬂ!;;iplﬂﬁf

Variable by wh

What the Computer

Opponent’s hand.
Computer’s hand.
_Determines who h

I, it wip cheat,l?;'l (}? nmpl?ter

s OPponent hgg 4

ave been shuffled they are pl

VARI ABLES___

of cards,

that the Computer’s o

PPonent hag bluffed op,

deci i
e 1des whether 1t will fold Or not

3

decides whether

i . it wilj cheat or not, if

i ecided to do.
€n place 0T not, if 1, j¢ has if 0, i
L 10, it hag not.

dced here, One in egch

not loge their i
el s ante. If 1, jt

10 REM Draw-Poker by Alan Bnrnm\
20 REM Copyright Micro User
30 REM 1984
i 80 ON ERROR 80TD 5450
? 90 MODE 3
100 vDutly,2,2,0,0,0
110 vDu 23,240,8,28,28,107,127,107,
g,28
120 VDU 23,241,8,28,62,127,62,28,8,
0
| 130 VDU 23,242,54,127,127,127,62,28
8,0
140 VDU 23,243,8,28,62,127,127,127,
28,62
150 DIM 8T$(4)
160 ST#(1)=CHR$ 18+CHR$ O+CHR$ O+CH
R$ 240
170 ST$(2)=CHR$ 18+CHR$ O+CHR$ 1+CH
R$ 241
180 ST$(3)=CHR$ 18+CHR$ O+CHR$ 1+CH
R$ 242
190 5T$(4)=CHR$ 1B+CHR$ O+CHR$ 0+CH
R$ 243
200 DIM YY$(3) ,A%$(52) ,18(5),typel(]
4),local X(2),7%(5) ,CX(52) ,A%K(4,5)
210 STAKEX=50:beti=0:raisel=0ibluff
1=FALSE:nol=10:BLUFFI=1:POTY=0
220 Pack$="AC2C3CACSCACTCACICTCICAC
KCADZD3D4DSD&D7DRDFDTDI DRDKDAHZHIHAHS
HEHTHBHIHTHIHAHKHAS 25354 8556578B595T8
JEAsKS"
230
240 PRINT"NWhat is your name®":INPUT
Opponent$
250 REPEAT
260 READ F$
270 UNTIL F#="#+2+"0R Fé=Opponents$
280 IF F$=Opponent$ THEN cheatX=] E
LSE cheatX=FALSE
290
300 REPEAT
310 IF STAKEYX > 500 THEN cheati=i
320 foldi=FALSE
330 REPEAT
J40 FOLDX=FALSE:flushX=FALSE:BLOPY= |
FALSE:FOLDEDY=FALSE: taken=FALSE:draw
%=FALSE:stif4X=0:runt=FALSE:aceX=FALS
E:positiont=FALSE
350 CLS:PRINT TAB(2,24);"Shutfling
Cards*
360 FOR AX= 1 TO 52
370 Ch(AL)=FALSE
380 NEXT
390 SEEDX=RND(-TIME)
400 FORAX%=1T032
410 REPEAT
420 Bi=RND(52)
430 UNTIL CX(BY) = FALSE
440 EX=B%#2-1:CX(BL)=CY(BY)+1:A%(AX
)=MID$ (Packs$ ,EX,2) 1NEXT
450 Hand1$=R$ (1) +A%(3) +AS(5)+AS(T)+

L >
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A$(9) :

440 Hand2$=A%(2) +As (4) +A%(b) +A%(B) +
RE(10)

470 CountX=11

480 STAKEL=STAKEL-1:POTI=POTY+2

490 aboX=FALSE

500

510 COLOUR 130

520 CLS

530 PRINT:COLOURD

540 PRINT*Your hand :*

550

560 PROCdeal (Hand1$,700)

370

580 PROCvalue(Hand2$)

590

600 PROCinfo

610 IF fold% THEN 3380 ELSE 3470

620 PROCinfo

430

540 nol=noi+]

630

640 IF foldY THEN PROCbet ELSE PROC
bet1

670

680 IF (FOLDX=1 AND cheatX=FALSE) D
R (FOLDEDY = 1 AND foldi%=0) THEN 800

690 IF fold%=1 AND FOLDEDYI=1 THEN 8
20

700

710 VDU 24

720 PROCdram

730

740 drani=1

750

740 PROCvalue (Hand2$)

770

780 IF foldY THEN PROCbet ELSE PROC
betl

790

800 PROChbIuff

810

820 foldi = foldi +1

830 UNTIL foldiX

B40 foldi=0

850 UNTIL FALSE

B&0 END

870

BB0 DEFPROCvalue(I$)

B%0

%00 flushX=0

910 Y$=1%

920 value=0

930

940 PROCpreaanip

730

940 PROC¢1ush

970

980 NX=FALSE

\\th9ﬂ FOR J%=1 TO 4

1000 FOR KX=J%+i TD 3

1010 IF WID#(1$,2¢0%-1,1)=MIDS(1%,2¢
Ki-1,1) THEN WXsNT+1:A¥(JX,Kk)=]
1020 NEXT

1030 NEXT

1040 IF NX=1 THEN PROCa:ENDPROC
1050 IF NY=2 THEN PROCb:ENDPROC
1040 IF N%=3 THEN PROCc:ENDPROC
1070 IF Ni=4 THEN PROCd:ENDPROC
1080 IF N%=& THEN PROCe:ENDPROC
1090

1100 PROCflush

1110

1120 REM  flush

1130

1140 FOR J%= 1 T0 4

1150 FOR Ki= Ji+l TD 5

1160 IF MID$(1$,2¢J%,1) = MID$(1$,2¢
K1,1)THEN NZ=N1+1:R%(JY,K1)=l

1170 NEXT

1180 NEXT

1190 IF N%=10 THEN flushl=1

1200

1210 PROCstraight

1220 IF value » 0 THEN ENDPROC

1230

1240 REN  bust

1230

1260 11%=""

1270 FOR J¥=1 TO 9 STEP 2

1280 IF MIDS(1$,J%,1)="="THEN value
= 13:124=118+"K"+H1D$(18,01+1,1)
1290 IF WID$(I$,d%,1)=">"O0R MID$(I$,
J1,1)="1"THEN value = [4s114=115+"A"+
MID$(1%,0%+1,1)

1300 MEXT

1310 IF value(l3 AND cheatl=0 THEN F
oot =1

1320

1330 ENDPROC

1340

1350 DEF PROCstraight

1360

1370 FOR J%=1 TO S:18(J%)="":118(J%)=
MID$(18,280%-1,2) :NEXT

1380 FOR KX=1 70 4

1390 leastl=Ki

{400  FOR testX = Ki+1 TO 5§

1410 IF I§(testl) ¢ I$(leastl)
THEN leastl = testl

1420  NEXT

1430

1440 PROCswap

1450

1450 NEXT

1470 14=""

{480 FOR J¥=1 TO 35

1490 1$=18+1%(J1)

1500 NEXT

1510 114=1%

1520 BBL=0

1530 AAY=ASC(MIDS$(I$,1,11}

1540 FOR J%=3 TO 2 STEP -1 .

1550 BBY=BBI+(ASC (MID$(18,28J2-1,1))
-AAL)

1560 NEXT

1570 IF BBYX=10 AND flushX=0 THEN val
ue = (AARY-44)220000

1580 IF BBY=10 AND flushX=1 THEN val
ue = {((AAZ-44)%10)+30000200}

1590 IF BBY>10 AND flushi=1 THEN val
ue = (ASC(I#(5))-48)#200000+(ASCII¢(4
) }=4B) #10000+ (ASC(1$(3) ) -48) #500+ (ASC
(2812))=48) %25+ (ASC(I18(1))-48)

1600 IF BBXY10 AND flushX=1 AND acel
=| AND run¥%=FALSE THEN I1$=LEFT$(IT$,p
ositionX-1)+"1"+RIGHT$ (IT$,10-positio
n%)iruni=1:PROCstraight:runi=FALSE

1610 IF BBY)I0 AND flushl=FALSE AND
ace%=! AND runi=FALSE THEN I$=LEFTS$(I
T$,positionX-1)+"1"+RIGHTS (IT$,10-pos
ition):runl=1:PROCstraight:runi=FALS
E

1620 ENDPROC

1630

1640 DEF PROCpresanip

1450 FOR J%=1 TO 9 STEP 2

1640 29=1%

1670 IF NID$(z$,J%,1)="T"THEN 1$=LEF
T§(2$,0%-1)0+"1 "+RIBHTS (2%,10-J%)

1680 IF WID$(2%,J%,1)="J"THEN 1$=LEF
T$(28,J1-1)+"; "+RIGHTS(2$,10-0%)

1690 IF NIDS$(z$,J%,1)="0"THEN I$=LEF
T§(z$,J0-1)4+"("+RIBHTS (2§,10-0%)

1700 IF MID$(z$,J%,1)="K"THEN 1$=LEF
Tiz$,J%-1)+"="+RIGHTS (z$,10-0%)

1710 IF MID§(28,J%,1)="R"THEN I$=LEF
TH(28,0%-1)+"Y"+RIGHTS (z#,10-0%} 1 I T$=
I$1acel=1:positiond=J}

1720 NEXT

1730 y$=1%

1740 ENDPROC

1750

1740 DEF PROC1ush

1770

1780 FOR J%=L TO 4

1790 FOR Ki=1 TD 5

1800 AX(J1,KX)sFALSE

1810 NEXT

1820 NEXT

1830 ENDPROC

1840

1850 DEF PROC#lushi

{860 FOR J%=0 TO 14

1870 typeX(JX) = FALSE

1880 NEXT

1890 ENDPROC

1900

1910 DEF PROCf1ush2

1920 FOR J%=1 TO S:IX(JX)=FALSEINEXT

1930 ENDPROC

1940

1950 DEF PROCit

1950 FOR J%=1 TO 5
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1970 Ki=(ASC(MID$(1%,28J1-1,1)))-48
1980 typeX(K%) = typeX (K1) + 1

1990 NEXT

2000 ENDPROC

2010

2020 DEF PROCswap

2030 teap$ = I8(KL)

2080 I$(KR) = I8(]leasti)

2050 1$(leastl) = temp$

2060 ENDPROC

2070

2080 DEF PROCa

2090

2100 PROCf1ush2

2110

2120 FOR J%=1 TD 4

2130 FOR K¥=1 TO 5

2140 IF A%(J%,K%)=1 THEN CX=J%:D%=Ki

2150 NEXT

2160 NEXT
2170 11$=MID$(Y$,2%CK-1,2)+MIDS(Y$,2
#i-1,2

2180 IX(CLI=1:IX(DX}=l:YY$=""

2190 FOR J¥= 1 70 5
2200 1F I%(JX)=FALSE THEN YY$=YY$+H]
D$ (y$,2401~1,1)

2210 NEXT

2220 FOR Ji=1 TO 3

2230 YY$(IL)=MID$(YY$,J%,1)

2240 NEXT

2250 IF YY$(1)CYY$(2) THEN TH=YY$(2)
sYYS(2)=YY$(1)eYY$(1)aT$

2260 IF YY$(2)<YY$(3) THEN T$=YY$(3)
1YY$(3)=YYE(2) 1 YYH(2)=TH

2270 1F YY$U1)CYY$(2) THEN TH=YY$(2)
sYY$(2)=YYS(1) e YY$(1)=TS

2280 value = (ASCIMIDS$(2%,2¢CE-1,1))
=48) #1004 (ASCYY$(1))-48)+(ASC(YY$(2)
)=48) .01+ (ASC(YY$(3) ) -48)#.0001

2290 ENDPROC

2300

2310 DEF PROCh

2320

2130 PROC#lush2

2340

2350 11$="":ABCY=FALSE

2360 FOR J%=1 TO &

2370 FOR Ki=1 T0 §

2380 IF ALLIY,KX)=l THEN II$=I1$+MID
§(Y$,200%-1,2) +H1DS (Y4, 28KX-1,2) s 1)
L)=1: 24 (K1) =1: ABCY=ABCY+1:local X (ABCL
}=ASC(MID$ (1$,24J%-1))-4B

2390 NEXT

2400 NEXT

2410 FOR J%=1 T0 3

2420 IF I%(J%)=FALSE THEM locall = A
SCINIDS(18,28%-1,1))-48

2430 NEXT

2440 IF localX(1)>localX(2) THEN val
ue = locall(1) #500+1ocal1(2)#20+local
1 ELSE value = locall(2)#500+locali(l

)#20+locall

2450 ENDPROC

2460

2470 DEF PROCc

2480 114=""*

2490 FOR J%=1 TD 5

2500 1%(JY%)=FALSE

2510 NEXT

2520 FOR J%=1 TO 4

2530 FOR K¥=1 TO 5

2540 IF ALLJL,KL)=1 THEN IX(J%)=1:1%
(K¥) =1

2550 NEXT

2560 NEXT

2570 FOR J%=1 70 §

2580 IF Z%(J%)=1 THEN 118=115+HID$(Y
$,281~1,2) :CBAY=JY

2590 NEXT

2600 value = (ASCINID$(1$,2¢CBAX-1,!1
11=-48] #5000

2610 ENDPROC

2620

2630 DEF PROCd

2640

2650 PROCf1ushl

2640

2670 PROCit

2680

2690 FOR J%=1 TO 14

2700 IF type®(JX) = 3 THEN value = J
142E6

2710 NEXT

2720 114=Y$

730

2740 ENDPROC

2750

2760 DEF PROCe

2770

2780 PROC#lushl

2790

2600 PROCit

2810

2820 FOR Jx=1 TD 14

2830 IF typel(JX} = 4 THEN value = (
J1#10)+3E7

2840 NEXT

2850 I14s=Y$

280460

2870 ENDPROC

2880

2890 DEF PROCdeal (HANDS,YY)
2900 blipi = |

2910 FOR XX=100 TO 900 STEP 200
2920 K$=MI1D$(HANDS,b1ipX,2)
2930 PROCcard (XX,Y¥)

2940 PROCval

2930 blipX = blipX + 2
2960 NEXT XX

2970 VDU 4

2980 ENDPROC

2990

3000 DEF PROCcard (X%,YX)

3010 8COL 0,3

3020 MOVE XX, YX

3030 MOVE XX#160,YL

3040 PLOT 85,XX,Y%+200

3050 PLOT B85,X1+140,Y1+200

3060 BCOL 0,0

3070 ENDPROC

3080

3090 DEF PROCval

3100 X$=NID$(K$,1,1)

3110 VDU 5

3120 IF X$="T" THEN MOVE XX+24,Yi+11
2:PRINT"10":B0T03140

3130 MOVE XZ+8,Y1+1BOsPRINT X$:MOVE
XL+104, YE+401PRINT X8

3140 X$=NID$(K$,2,1}

3150 IF X$="C" THEN Ni=1

3160 IF X$="D" THEN Ni=2

3170 IF X$="H" THEN Ni=3

3180 IF X$="S" THEN Ni=4

3190 MOVE X%+B8,YX+180:PRINT jSTH(NX
) sMOVE X%+8,Y2+40:PRINT ;STSINY)

3200 ENDPROC

3210

3220 DEF PROCinfa

3230 vpuzs,7,30,18,29

3240 COLOUR 131

3250 CLS

3260 COLOUR 0

3270 PRINT"pot  "jPOTY

3280 PRINT"credit ";

3290 IF STAKEX ¢ O THEN COLOUR 1
3300 PRINT;STAKEX;

3310 COLOUR 0

3320 COLOUR 130

3330 VDU 26

3340 ENDPROC

3350

3360 REM I fold

3370

J380 #F115

3390 IF value < 500 AND cheati=FALSE
THEN PRINT TAB(0,25);"1 fold":0$=INK
EY$(500):60TD 820

3400 PRINT TAB(0,25);"1 am not going
to fold"

3410 D$=INKEY$(500)

3420 PRINT TAB(0,25)3SPC(30)

3430 6070 &30

3440

3450 REM you fold

Jas0

3470 PRINT TAR(0,25);"Do you want to
fold"

3480 REPEAT:0$=6ET$:UNTIL 0$="Y" OR
u‘=lHIuH u’=lvlnﬂ E‘.Inl

3490 IF 0$="Y"DR O$="y" THEN B20
3500 PRINT TAB{0,25);SPC(30)

3510 BOTO 430

3520

4
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Dare you take up the challenge laid down by the most evil
and sinister of all beings . . . the devil himseilf.

If you do you will find yourself alone and at the mercy of the
twisted fancies and whims of a cold and calculating mind.

Occult forces are threatening the lives of those near and dear to
you. Their only salvation rests in your hands but in accepting the
challenge your own existence is put in severe peril.

In taking up the challenge you have to find the TALISMAN and
locate a pentagram which then has to be prepared for the final rite. In
the mean time dark forces will be opposing you making a difficult
task almost impossible.

SATAN'S CHALLENGE

or (Nevil Rides Out) A Black Magic Adventure

Do not allow yourself to the lulled into a sense of security for it will
be short lived.
Many have gone before only to swell the ranks of the damned.
This is the latest adventure from the stables of Microtest and has
been written with the acclaimed features of other adventures in
mind eg save facility, quick response, simple but extensive
commands, 8 mixture of logical and fiendish problems to solve.
Be warned this is an easy adventure to get into but devilishly
difficult to end.
CASSETTE £7.95 inc VAT
DISC 40 or 80 tk £9.45 inc VAT (add 50p p&p)

DAIRYFILE FOR DAIRY FARMERS

Keep on that economic line between over and under feeding!

Save time recording milk yield and calculating feed amounts|

Quickly decide feeding policy with the ‘Monthly Calving Group’
Performance Graph!

Print out a recording sheet with cows in numerical order. Print out
graphs or tables of individual cows or Monthly Groups showing
serving and pregnancy details, illness record, Calving Index, weekly
and running total Margin over Concentrate. See at a glance cows
due for serving, pregnancy diagnosis and drying off. Keep track of

weekly total feed cost and milk sale price.

All this and more with DAIRYFILE.

Predict cow or Monthly Group total lactation yield. Compare with
Standard Lactation Curves. All old data preserved — compare
Monthly Groups over the years. Which is the most profitable month?

Find out with DAIRYFILE — for up to 200 lactating cows.

Available on dual 40 tk disc (For dual 40 tk drives only)

Dual or Single 80 tk drives £69 inc VAT (add 50p p&p)
Please state on ordering which disc format and printer model.

MICROTEST FONT ROM

This execiting new ROM from Microtest will enable you to get all sorts
of new characters and fonts from your BBC Computer. Once you
have produced your masterplece on the screen, all you have to do is
use the inbuilt screen-dump utility to produce a hard copy onto
paper.

Typing "HELP FONTS® gives a list of available fonts and the
blocks of characters which they replace.
Available fonts are:

*Accents Accents and miscellaneous.

*Block Small capitals.

*Data Like the bottoms of cheques.

*Graak It's all Greek to me too!

*Joined Standard capitals with joined up lower case.
*Maths A mix of until now unobtainable Mathematical

symbaols.

A few oddities which often are very necessary.
Thick text (for MODEs 0&3) to enhance B0
column mode.

*Miscellaneocus
*Thick

*Thin Thin text (for MODEs 2 &5) which makes modes 2
& 5 much more readable or perhaps
“READABLE".

*Vertical For labelling graphs.

*MODE 8 Ten column multicolour, memory-misarly
mode.

*S DUMP A dump facility which will produce a screen

dump of any MODE from O to 8 (including a
text only dump in MODE 7) on an Epson, Star,
CTI CPBO or MTBO.

The ROM uses absolutely NO user memory and can be used with
word processors etc. as well as normallBASIC programs. The
DUMP utility will produce positive or nggative graphics and will
also rotate the picture produced through 30° as well as being
able to position the picture anywhere |laterally across the sheet
of paper.

£17.50 inc VAT {add 50p pdp)

Microtest Starstick ROM & Joystick Package

Now avai

i

Enablas you to use our
Jjoysticks on most programs
even those that do not offer
Joystick capability.

DEALER ENQUIRIES
and
EXPORT ORDERS
WELCOME

available from
MICROTESTLTD
18 Normandy Way, Bodmin, Cornwall PL31 1EX
Telephone: 0208 3812

OR ANY GOOD DEALER

lable the Starstick ROM and Joystick. This comes in three forms:

{A) The Starstick ROM and Quickshot | Joystick
Price 17.95 + VAT = 19.84

(B) The Starstick ROM and Quickshot Il Joystick
Price 19.25 + VAT = 22.14

(C) The Starstick ROM and patch lead, choose

your own Spectrum/Atari style joystick

Price 15.25 + VAT = 17.54

Post and Packing £1.00 inc. VAT per item

This enables you to plug the Rapid action self centring joysticks until now
only available for the Spectrum/atari’'CBM machines into the user port of
the BEC. Madel A users please note NO ANALOGUE INTERFACE
REQUIRED.

Disc Users Note — pressing BREAK, SHIFT-BREAK or CONTROL BREAK
does not modify or destroy the STARSTICK software so Disc Users
pleasa feel frae to Boot!

The software patch provided in the ROM is interrupt driven and adds the
following commands 1o your compulter.

STICK turn on tha STARSTICK ROM

NSTICK turn off the STARSTICK ROM

SETSTICK set up joystick 1o users spec

SAVE “NAME" 140 160 saves your user-key protocols
ADVAL ermulate standard analogue joysticks

PALSE define key to Freeze game

MPALUSE turn off ability to fresze garme

"MAME" predefined key protocols set up for softwans
houses programs

HELP KEYS displays curréntly salected key protocols
REPEAT enables suto-repeat fire

NAEPEAT disables auto-repeat fire

R
VISA

PR Y

EN

Large picture shows BBC Computer System and a Quickshot [l Joystick. Small inset just a few of the
joysticks that will work with the patch lead. Screenshot by kind permission of SUPERIOR SOFTWARE

AllMICROTEST ROMs are fully TUBE ® compatible. (TUBE (@ is a reg. trademark of Acorn Computers).
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3530 DEF PROChet

3540

3550 IF cheat THEN PROCcheat ELSE I
F draw® THEN PROCpre_betl ELSE PROCpr
e_bet

3540

3570 vDOU 28,1,27,18,22

3580 COLOUR 128:CLS:COLOURS

3590

3600 IF FOLD% = | AND cheatl=FALSE T
HEN PRINT "I fold®:STAKEX=STAKEX+POTX
tPOTX=FALSE: PROCinfo: D$=INKEY$ (500) :E
NDPROC

3610 PRINT"I open with "j2BETX=betl+
INT(RND (betX)) :PRINT3BETY

3620 POTX=POT2+BETL:PROCinfo

3430 PROC2nd_bit:ENDPROC

J640

3650 DEF PROC2nd_bit

3460 VDU 28,1,27,18,24

3670 COLDUR3:COLDURIZB

J&4B0 PRINT*1, See"

3690 PRINT"2, Raise"

3700 PRINT*3. Fold"

3710 REPEAT:optX=BET:UNTIL opt21)48 A
ND apti(32

3720 optX=opti-48

3730 IF opti=1 AND drawl = | THEN 8T
AKEX=STAKEX-BETX:POTZ=POTX+BETX:COLOU
R130:CLS:VDU26:PROCinfa: PROCW n: ENDPR
oc

3740 IF opti=l THEN STAKEX=STAKEX-BE
TR:sPOTX=PQTX+BETX: PROCinf oz ENDPROC
3750 IF optl = I THEN FOLDEDY = 1:PO
T%=0: COLOUR 130:COLOUR 0:VDU24:CLS:EN
DPROC

3760 REPEAT

3770 CLS:INPUT"How much®,raisell
3780 UNTILraiselX0 AND raiseli(=10
3790 BETIX=BETX+raiselX: STAKEL=8TAKE
%1-BET11:POTY=POTY+BET11

3800 IF BETIX {= (raiselbetX) OR bl
uf% > 25 OR cheatl=1 OR POTX)20 PRIN
T*1 see you":POTE=POTY + BET1X:BLOPY=
i

3810 IF BLOPX=! AND drawX = FALSE TH
EN PROCinfo:08=INKEY$(500) : BLOPY=FALS
E:ENDPROC

3820 IF BLOPI=1 AND draw® = | THEN P
ROCinforO#=INKEY$ (500} :PROCwin: BLOP1=
FALSE:ENDPROC

3830 STAKEX=STAKEL+POTL:POTA=FALSE:F
oLD%=1

3840 PRINT®I fold"

3910 IF value ¢ 13 AND drawl = FALSE
THEN FOLDX = 1:ENDPROC

3920 IF value ¢ 300 AND drawi = | TH
EN FOLDZ = 11ENDPROC

3930 IF value ¢ 500 THEN betX = 1: r
aisel= 1:ENDPROC

3940 IF value < 1000 THEN betd = 1:
raisel= 2:ENDPROC

3950 IF value ¢ 1500 THEN betl= 2: r
aisel= 2:ENDPROC

3940 IF value < 4000 THEN betl = 3:
raisel= J:ENDPROC

3970 IF value { BOOO THEN betil = 3:
raisel= 4:ENDPROC

3980 IF value ¢ 40000 THEN betX = &
raisels J:ENDPROC

3990 IF value { 70000 THEN beti = &
raisel= &:ENDPROC

4000 betX = S:iraisel= 7:ENDPROC

4010

4020 DEF PROCbIuff

4030

4040 PROCvalue(Hand!l$)

4050

4060 IF value ¢ 500 THEN BLUFFX=BLUF
F1tl

4070 bluffX = BLUFFL # 100 DIV nol
4080 ENDPROC

4090

4100 DEF PROCwin

4110

4120 VDU 28,1,27,18,22

4130 COLOUR130:COLOURO: CLS

4140 VDU26

4150

4160 PROCvalue(Handi$)

4170 valuel=value

4180

4190 PROCvalue (HandZ$)

4200 value2=value

4210

4220 PROCdeal (Hand2$,400)

4230

4240 IF valueldvalue2 THEN PRINT ThB
(0,21)3"you win *;Opponent$:STAKEX=ST
AKEX+POTL: POTX=0:PROCinfo:0$=INKEYS (5
00} : ENDPROC

4250 IF valuel{value2 THEN PRINT TAB
{0,21)5"you lose ";0pponent$:POTL=0:P
ROCinfo:0$=INKEY$(500) : ENDPROC

4260 IF valuel=value2 THEN PRINT TAB
{0,21)3"both hands are of equal value
*:Opponent$: STAKEX=STAKEL+ (POTR/2):P
OT%=0:PROCinfo: 0$=INKEY$ (500) : ENDPROC
4270

4280 DEF PROCdram

~

2)3"1 take no cards" ELSE IF (10-lenl
)/2=1 THEN PRINT TAB(0,22)3"1 take 1
card® ELSE PRINT TAB(0,22);"1 take "
(10-lenX)/2;" cards"

4340 IF leni=10 THEN 4410

4350 al=(10-1enX)/2+Countl

4360 REPEAT

4370 114=11%+A$(Count)

4380 Count%=Counti+!

4390 UNTIL CountX = al

4400 Hand28=11%

4410 PRINT"Do you want to  change
any cards"®

4420 REPEAT:0$=BET#:UNTIL 0$="Y" OR
0$="N"OR O$="y"OR O%="n"

4430 IF O$="N"OR O$="n" THEN COLOLR1
30: COLOURO:CLS: VDU26: ENDPROC

440

4450 PROCF1ush2

4440

4470 FOR J%=1 TO 5

4480 PRINT*Change card "3J1;" ?";
4490 REPEAT:0$=BET$:UNTIL 0$="Y" OR
0$="N"OR 0$="n"OR D$="y"

4500 PRINTO$

4510 IF O$="Y"DR D$="y" THEN Z¥(J%)=
l:takenl=takeni+1

4520 NEXT

4530 lenf=0:0#=""

4540 FOR J%=1 TO 5

4530 IF TX(J%)=0 THEN O#=0$+MiD% (Han
dis,28d1-1,2)

4560 IF 14(J%)=1 THEN lenl=lenX+l
4370 MEXT

4580 1F LEN{O$) )9 THEN 45640

4590 a%=leni+CountX

4600 REPEAT

4610 0$=0%+A%$ (Countl)

4620 Countl=Counti+i

4630 UNTIL aX=CountX

4640 Hand1$=0%

4650 PROCdeal (Hand1$,700)
4660 COLOUR130:COLOURO:CLS: VDU26:END
PROC

4670

4680 DEF PROCcheat

45690

4700 FOLDY=0

4710

4720 PROCvalue(Handl$)
4730 valuel=value

4740

4750 PROCvalue(Hand2$)
4760 value2=value

4770

4780 IF value2)valuel THEN betX=Sira

3850 PROCinfa 4290 VDU 26 iseX=7T:ENDPROC
3860 0$=INKEYS(500) 4300 VDU 28,1,27,18,22: COLOUR128: COL 4790
3870 ENDPROC OUR3 4800 PROCalter
3880 4310 CLS 4810 PROCvalue(Hand2$)
3890 DEF PROCpre_bat 4320 lent=LEN(Z1$)
Qﬂm 4330 IF lenX = 10 THEN PRINT TAB(0,2 y
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The best software store in the country
(now boasting over 2,500 good titles in stock)
with accessories, joysticks and books. We have
somehow made room for hardware stocks.
Home computers, disc drives, printers, monitors,

and now a very special offer

SONY.
RGB. MONITOR®

|deal for BBC/Electron and many others.

S \\§
g
K3
2

sk 14" colour monitors

s These monitors using
Trinitron tubes have
been converted to RGB

sk Resolution equivalent to
480 x 400 pixels

3k Full

12 month guarantee

Our

unbeatable
price

£149.50....

Or mail order £159.50 including VAT, p&p & BBC leads

Postal and telephone orders welcomed.
All major credit cards accepted.

(Offer subject to availability) Easy Road Access

Soft Shop Ltd. Free Parking and
55 St Peter’s Court Open Mon. — Sat.
Chalfont St Peter 9.00-5.30

Bucks. SL9 9QQ

Tel: (0753) 889010 Sun. 9.30 - 12.30
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From Page 19

4820 IF value{10000 THEN PROCalter!
4830 ENDPROC

4840

4850 DEF PROCalter

4840

4870 aboY=abol+}

4880 IF aboX=2 THEN ENDPROC

4890 S$=NID$(Hand2$,1,2)

4900 naughtyl=14

4310 REPEAT

4520 F$=A%(naughtyX)

4930 IF MIDS(S$,1,1)=MID$(F$,1,1) TH
EN S$=88+F$

4940 naughtyX=naughtyX+l

4930 UNTIL naughtyX=33

4340 abbot=LEN(S$)

4570 abbo$=Hand2$

4980 Hand2$=5$+MI1D$ (abbo$,3, 10-abbol
)

4990 11$=Hand2$

3000 betX=S:raisel=7

3010

5020 ENDPROC

5030

5040 DEF PROChet!

3050

3040 IF cheatX THEN PROCcheat ELSE I
F drawX THEN PROCpre_bet! ELSE PROCpr
e_bet

5070

3080 vou2e,1,27,18,22

3090 COLOUR128:COLOURS: CLS

5100 PRINT"Do you want to:"

3110 PRINT"1. Open®

3120 PRINT"2, Fold"

3130 REPEAT:optX=BET:UNTIL optiX48 A
‘ND opti{51

5140 IF opti=50 THEN FOLDEDY=1:;COLOU
R130: COLDURO: YDU26: CLS: POTX=0: ENDPROC

3150 REPEAT

5160 PRINTTAB(0,4);SPC(14)

3170 INPUT TAB(0,4)"How much",BETY
3180 UNTIL BETZ0 AND BETY<=10

2190 #F)LS

9200 STAKEX=STAKEX-BETX:POTYX=POTX+BE
T

3210 IF ((betX#raiseX)»=BETY OR bluf
#2325 OR POTX)20 OR cheati=1) AND FOL
D¥=0 THEN CLS:PRINT*I see you":POTY=P
OTX+BET2:PROCinfos BLOPY=1 ELSE FOLDL=
1

5220 IF FOLDX=1 AND cheati=FALSE THE
N PRINT*I fold":STAKEX=8TAKEX+POTX:POD
T4=0:1PROCinto: VDUZ6: 0$=INKEY$ (500) 1 EN
DPROC

5230 g={raiseX#bet¥-BETY)/2

3240 IF g>10 THEN g=10

3250 IF g1 THEN g=INT(q):COLDUR128:
COLOURI:PRINTTAB(1,23)"and raise you
"1951POTL=POTY+g: BETA=g:PROCinfo:PROC

|

2nd_bit

3260 IF drawi AND g»=1 AND FOLDEDY=0
PROCwin:VDUZ4

3270 IF FOLDED%=0 O$=INKEY$(500)
5280 ENDPROC

5290

9300 DEF PROCpre_bet!

3310

5320 IF value<i3 AND drawi=0 THEN FO
LD¥%=1:ENDPROC

5330 IF value<300 AND drawd=1 THEN F
OLDX=1:ENDPROC

5340 IF value<S500 THEN betX=i:raisel
=|:ENDPROC

5350 IF value<1000 THEN betl=i:raise
1=2: ENDPROC

5360 IF value{1200 THEN betX=2iraise
1=2:ENDPROC

3370 IF value{1500 AND takenX)2 THEN
betX=4:raisel=2:ENDPROC ELSE IF valu
2(1500 AND takenX(I THEN beti=2:raise
1=2: ENDPROC

5380 IF value<4000 AND takenX)2 THEN
bet%=5:raisel=3:ENDPROC ELSE IF valu
{4000 AND takeni(3 THEN beti=3:raise
1=3:ENDPROC

5390 IF value(BOOD AND takenX>Z THEN
betX=3:raiset=5:ENDPROC ELSE IF valu
e{BOO0 AND takend (3 THEN betX=2:rais
e1=3:ENDPROC

5400 IF value<40000 AND takenZ)2 THE
N bet?=3:raisel=5:ENDPROC ELSE [F val
ue{40000 AND takeni (3 THEN beti=d:ra
isel=4;: ENDPROC

S410 IF value{70000 AND takenl)2 THE
N bet%=5iraisel=5:ENDPROC ELSE IF val
ue<70000 AND taken® (3ITHENbetl=dira
isel=4: ENDPROC

3420 betX=5:raisel=7:ENDPROC

5430

3440 DEF PROCalter!

3430

S460 stiffX=stiffis]

3470 IF stiffl=2 THEN ENDPROC

9480 naughtyX=1b

9490 F#=NID#(Hand2$,1,2)

3300 REPEAT

9510 naughty¥=naughtyf+!

3520 0#=A% (naughtyl)

3530 IF MID#(F$,2,1)=MID$(0%,2,1) TH
EN F$sF$+08

3540 UNTIL naughty%=52 OR LEN F$=10
3350 IF LEN F$<10 THEN Hand2$=F+R1G

HT$(F$,10-LEN(F$ }1ENDPROC
3560 Hand2$=F$

3570 11$=Hand2$

3380 ENDPROC

3590

3600 REM these DATA statesents shoul
d be filled with names of
pecple you want the computer
to cheat against.

3610

54620 DATA k42

5630

9640 REM Escape Key has been Pressed

9650 MODET
. 4

3640 END
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Catch crashing crockery in this

YOUR rich aunt and uncle have asked
you to babysit with their two-year-old
son, Tobermory, who is quite a
mischievous chap for his age.

No seooner have your aunt and uncle
left than he jumps up on to the china
cabinet and runs along the top of it,
jumping up and down as he goes.

The expensive china starts to fall and
you run frantically left and right trying
to catch the falling pieces.

It's easy to start with, but soon the
crockery falls thick and fast.

Because of the Law of Frustrating
Games the china will occasionally turn
into a red anti-matter blob, heralded by
a ping.

MNever try to catch an anti-matter
blob or your hands will explode and you
will lose a life — as you do when you
drop a piece of china.

You have three lives to begin with,
but get an extra one on completion of
Level 3. The number of lives left is
printed in yellow two-thirds up the left
hand side of the screen. This number
turns red when you only have one life
left.

Once you have lost all of your lives,
your aunt and uncle return home, see
their beautiful china smashed, and uncle

Q}mptl}' shoots you!

SCOHRE : 8—/———— [ SRS
Y = W &
b
——
o= e i

The program’s features include
ability to turn the sound on/off, use of
keyboard or joystick for movement,
pause game control, SAVE and LOAD
high score from cassette, “gruesome
consequences” and full use of the Acorn
Speech System if fitted.

BABY, YOU'RE QUI
A HANDFUL! ¢

!

f\/ it
[ f

fast mover by IAN McALPINE

b

X

The Speech System is used for
prompting input, speaking level number,
the “thud” in the gruesome consequen-
ces and for announcing the score.

Enter the program exactly as listed,
as it runs very tight on memory.

When entering the program disc
users would be advised to SAVE it each
time before they run it because of the
relocator at the start of the program.

Cassette users can leave out lines 60,
1330 and 1340. All users should initially
enter line 70 as:

70 PROCi
Once the program is running

correctly the rest of line 70 can be
entered.
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hon il

[num]'f'm‘
Rea

s —

doot.
ds char actel-

10 REM ...China Drop... ) x

20 REM by Ian McAlpine.

30 REM These, Graphics and Speech

40 REN consultant, Keith McAlpine.

50 REN (C) The Micro User

60 IFPABGE()RECOTHEN133O0

70 PROCi : ONERRORMODE7: CLEAR: VDU23;
10,532,030 05 :PROChp:PROCa:60T090

B0 MODE7:VDU23;10,32,0;0;0; :PROCgh
1CLS:PROChp: PROCa

%0 PROCi1:PROCastMODE2:PROCre: SOUN
03,3,50,~1:REPEAT: PROCw: PROCh: PROCS: I
Fd=BANDcr{>0sk=sk+1:11=11+1: IFsk=Scr=
cr+l:PROCwt (50) : SOUND1,4,200,5: PROCu:
PROCwt (1501 : PROCF £ : PROCwt (150)

100 IFsk>=5sk=5

110 1Fd=BANDcr< >OMDDE2:PROCr o2 SDUND
3,5,50,-1

120 UNTILcr=0:#FX15,0

130 CLS:PROCc:MODET:VDU23;10,32,050
1053 PROCp2END

140 DEFPROCi :RESTORE1360:FORCY=2237
0254:VDU23,c1: FORAZ=0T07: READ: VDUd: N
EXT,:ENVELOPE1 4,-4,-1,-1,20,20,20,1,
0,0,0,1,1:ENVELOPE2,133,8,4,8,3,1,1,1
26,0,0,-10,126,0: ENVELDPE3, 134,-1,-1,
-1,30,2,2,127,0,-127,-10,40,40

150 ENVELOPEA,1,0,0,0,0,0,0,126,~1,
0,-3,126,126:ENVELOPES, 1 ,40,-4,40,4,1
2,6,30,0,0,-50,75,5: HL=1001 #FX4,1

160 ENDPROC

170 DEFPROCi1:DINOS(9),CX9:4FX11,1

180 #FX12,100

190 sc=0:cr=3:sk=2:11=1:pp=J:RESTOR
E1410: FORDX=LOA40TOLO0ABA : READD : 7D%=D:
NEXT: ENDPROC

200 DEFPROCi2:FORch=1T0B:0$ (ch)=CHR
$(244+RND (4) ) :CY7ch=RND(7) :NEXT:08(9)
=CHR$244:CL79=1: xh=B1yh=301xb=B1yb=2:
wa=2:d=0:y=FALSE: rep=FALSE: ENDPROC

210 DEFPROCa:PROCH#:PROCwt (150 :VDU
31,0,23,129,157,135,136: PRINT*PRESS ¢
RETURNY OR 'FIRE' BUTTON ..";:RESTORE
1420: PROCspk: TINE=0: REPEAT: k=INKEY (-7
4): j=RDVAL (0) :UNTILk=TRUE ORj=10RTIME
y=15001 IFk=TRUE m$="K"ELSEa$="J"

220 IFTINE)=1500PROCa

230 ENDPROC

240 DEFPROCs:VDU19,7,030519,1,05051
9,3,070;:6C0L0,7: MOVED, 7362 DRAN1279,7
35t MOVEO, 5702 DRAN1279,670: NOVED, 30: DR
AN1279,30: MOVE400,992: DRANT00,992: MOV
E400,1007: DRANT00, 1007: MOVEA00,1019: D
RANT00,101%

230 BCOLA4,1:FORyc=740TO7A4STEPA: PL
0177640, yc:NEXT: GCOLAZ, 3: FORyc=0T024
STEPA:PLOT77,640,yc: NEXT:PRINTTAB(S,1
S18PC(7):VDU20:FORpr=1T08: COLOURCY 7pr
VDU ,pr#2,10:PRINTOS (pr) s NEXT: #FX9,

> j}
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260 #FX10,9

270 COLDUR14:PRINTTAB(0,0); "SCORE: "
tCOLOURY 2: PRINTTAB (11,0 ; "HIBH: "1 COLO
UR4:PRINTTAB(4,31) 5 "LEVEL "j:COLOUR2
tPRINTTAB (6,0 jsc:COLOURS: PRINTTAB (16
+0) 3 H2: COLOURpp: PRINTTAB(0,9) ;cr:COLO
URA:PRINTTAB(13,31)511y

280 DEFPROCw: IFm$="K"PROCka ELSEPRD
Cin

290 ENDPROC

300 DEFPROCKks: IFINKEY (~26) AND (xh0)
sh=xh-1

310 IFINKEY(-122)AND(xh{15)xh=xh+1

320 7%0A43=xh: CALLLAOS: [Frep=TRUE r
ep=FALBE: ENDPROC

330 IFINKEY(-1)rep=TRUE:PROCka

340 ENDPROC

350 DEFPROCjm:ov=32750:nv=ADVAL(1):
IFnv{ (av=30000) AND (xh{15) xh=xh+1ELSEI
Frv? (ov+30000) AND {xh>0) xh=xh-1

350 7%0A43=xhi CALLEAOS: IFrep=TRUE r
ep=FALSE: ENDPROC

370 $i=ADVAL (0)AND3: IFfi=1repsTRUE:
PROC jm

380 ENDPROC

390 DEFPROCspk:REPEAT:READs:SOUND-1
15,0, 0:UNTILs=11 ENDPROC

400 DEFPROCb:PROCpa: IFyb=2yb=1ELSEY
b=2

410 ONwa BOTDA30,420

420 IF(xb{15)xb=xb+1:60TOAS0

430 IF(xb>0)xb=xb~1

440 IFxb=0was2

430 IFxb=]3wasi

450 ?740A4D=xb: 7LOA4E=yb: CALLLAZOZEN
DPROC

470 DEFPROCwt (de) t TIME=0:REPEATUNTI
LTINE »de: ENDPROC

480 DEFPROC# s _ch=RND(5):IFf_ch{3EN
DPROC

490 o=RND(B) ;PROCw:PROCh: IFD$ (o) =""
THEN4%0

500 of $=CHR$237+CHR$B+STRINGS (sk,CH
R$10)+0$(0) 104 (0)=""tx0=0#2:b=FALSE: ]
Fsk=3bo=27ELSEbo=28

510 FORdp=10TObo STEPsk:IFb=FALSE:]
FRND (50) {JANDdp<{=230f $=CHR$237+CHR$E+
STRING$ (sk,CHR$10) +0$ (%) 108 (c) =" "1 009
tb=TRUE: SOUND2,-15,200,1

520 PROCw:PROCh:COLOURCL?0:PRINTTAB
(x0,dp) ;o $tPROCH: PROCw NEXT: IFa()9AN
D FNrc(xa)=1300Ro{}9AND FNrcixo)=129P
ROCct ELSEIFo{)>9AND FNrc(xo){>1300Ro¢
YIAND FlNrcixol{>129PROCdp

530 IFos9AND FNrc(xo)=1300Ro=9AND F
Nrc(xo)=129y=TRUE:CX70=7:PROCdp: L% 70=
1 ELSEIFo=9AND FNrc(xo)}{>1300Ro=AND
FNrc(xo){)129PR0Ce: PROCct

540 IFxb<16COLOURT:VDU3L ,xb+1,yb,23

Kkhifzsﬂiiln:?ﬂﬂtntlﬁﬂi:ﬂﬂﬂﬂ,ﬂ,!,!l?,!l?'

1237

550 d=d+1:IFd{>BSOUND3,5,30,~1:ENDP
ROC

560 DEFPROCu:COLDURZ:PRINTTAB(6,0)3
sc:COLOURS:PRINTTAB(16,0) jHE;2 IFcr(=1
pp=1ELSEpp=3

570 COLOURpp:PRINTTAB(0,9) jcr tENDPR
oc

580 DEFFMrc(x):LOCALAT,cZ:VBU3L,x,y
heA%=135:=(USR (LFFF4) ANDLFFFF) DIVE100

590 DEFPROCct:#FX15,0

400 S0UND2,2,100,101 IFsk=3PRINTTAB(
x0,28)3" *

610 IFo{)9scesc+sk#|0ELSEsc=sc+skd

620 1Fsc)HINI=sC

630 PROCu:ENDPROC

540 DEFPROCdp: #FX135,0

650 PROCe:cr=cr-1:PROCu:ye=0:VDUIY,
0,7;0; :PROCwt (5) : SOUND1 1,100, 1: SOUND
0,-15,7,30:VDU1%,0,0505 : VDU2Y, (xoRbd)
+£12;32;

660 FORex=1TD3ISOSTEP10:MOVEQ,D:BLOL
0,C%70:PLOTES,0,ye: NOVED, 0:PLOTES, ~ex
y324MOVED, 0s PLOTAS, -#x , ye: NOVED, 0:PLD
T65,ex,32: MOVEQ, 0: PLOTAS, ex, ye: NOVED,
0:BCOLD,0

670 PLOTAS,-ex,yes NOVEQ,0:PLOTAS  ex
,ye:MOVEO,0: PLOTAS,0,ye: NOVED,0: PLOTS
5y-ex,32:MOVEQ,0:PLOTAS, ex , 321 yesye+d
1PLOTAS, ex, yer HOVED, 0z NEXT: ENDPROC

680 DEFPROCp:#FX12,0

690 #FX15,0

700 IFsc=HY:VDU31,B,2,129,141:PRINT
*Congratulations!!";TAB(8,3);:VDUL3C,
141:PRINT"Congratulations' ! "1SOUND-1,
279,0,0: S0UND-1,202,0,0: PROCwt (150}

710 PRINTTAB(8,4);:VDUL31,141:PRINT
"Your Score "CHR$129;scjTAB(B,7);:VIU
131,141: PRINT"Your Score "CHR$129;sc)
TAB(B,10) ;:VDU134,141:PRINT"High Scor
e "CHR$1363HY; TAB(B, 11)5aVDUL34, 141:P
RINT*High Score "CHR$134;HI

720 RESTORE1440:PROCspk:sc#=8TRésc:
IFLENscS{ )4 REPEATscH="0" +scHrUNTILLE
Nsc$=4: [Fsc#="0000"S0UND-1,139,0,0:60
10760

730 SOUND-1,VAL(LEFT#(sc¥,1))+48,0,
0t SOUND-1,141,0,0:50UND-1,VAL (HIDS$ (sc
$,2,111+48,0,0:50UND-1,140,0,0: S0UND-
1,165,0,0: IFMIDS (5c$,3,1)="1"ANDHID${
scé,4,1)="0"SOUND-1,264,0,0: 8070760

740 IFNIDS(sc#,3,1)="1"SOUND-1,VALI
MID$ (sc$,4,1)1432,0,0: S0UND-1,135,0,0
+B0TO740ELSEIFNIDS (sc$ 3, 1)="0"SOUND-
1,VAL (NID$(sc$,4,1)) +48,0,0ELSE SOUND
-1,VAL (WID$ (sc$,3,1))432,0,0:SOUND-1,
137,0,0

730 IFMID$ (sc#,4,1) ()"0 SOUND-1,VAL
(NID$ (sc#,4,1))+48,0,0:#F121,0

740 CLEAR:PROCwt (S500) :VDU31,2,17,14
1,134:PRINT*Do you want to play again

7"; TAB(2,18) jsVDU141,132: PRINT"Do yo

u want to play again ?7":RESTORE1430:P
ROCspk:A=BET:#FX21,8

770 IFA=TBO0R A=110PROCrh:#FX21,8
780 IFA=780R A=L10PRINTTAB(0,22)8PC

8*Good_bye one and all!"SPC11:RESTORE
14603 PROCspks PROCwt (400) : PROCr :END

790 IFA=890R A=121:PROCa:GOTOF0ELSE
760

800 ENDPROC

810 DEFPROCre:#FX21,0

820 VDU23;10,32,0;0;0;:%FX9,25

830 #FX10,25

B4O *FX21,B

850 1F11<10S0UND-1,229,0,0:80LND-1,
11+48,0,0

850 COLOURI2sPRINTTAB(&,15);"READY!
'*:PROCwt (150) sPROCi 2: PROCs: #FX15,0

870 ENDPROC

880 DEFPROCes®F121,0

890 1Fy=TRUE PRINTTAB(xo0,281;" "1y=
FALSE:ENDPROC

900 PRINTTABI(xo,yh);" *;TAB(x0,28);
* *:ENDPROC

910 DEFPROCpa:#FX15,1

920° #FX12,0

930 IFINKEY(-B1)REPEATUNTILINKEY (-6
5

940 IFINKEY(~17):#FX210,1

950 IFINKEY(-82) :#FX210,0

9460 #FX12,100

970 ENDPROC

$80 DEFPROCHf:RESTOREI3S0:#FX21,0

§90 REPEAT:READV,PP,D: IFV=1¥=-13
1000 SOUND1,V,PP,D:SO0UND2,V,PP-48,D:
SOUND3, v ,PP+48,D:UNTILD=99: #FX15,1

1010 ENDPROC

1020 DEFPROChp:LOCALi :FORi=0T07:VDU3
1,0,1,154,RND(7) +144:NEXT: PROCCA (0) :F
ORi=7TO14:VDU31,0,i,136,133,RND(7)+14
4:NEXT:PROCcd(7) s FORi=14T020:YDU31,0,
i,154,RND(7)+144:NEXT: PROCcd { 14) : ENDP
ROC

1030 DEFPROCcd (ee):%FX21,8

1040 PRINTTAB(4,ee) "x/tj5"SPC12CHRS2
53" /a0"TAB(4,ee+1)CHR$235" /j3 _O"SP
CACHR$235" j5"TAB(4,ee+2)CHR$25S" 35
p bi0p _p0 "CHR$255" "CHR$34")__0_p0
__pO*TAB(4,eet3)CHR$235" j*;

1050 PRINTCHR$25SCHR$143") j5"CHR$235
CHR$163"} (ss"CHR$255" “CHR$235" _?j7"
CHR$163CHR$255CHRE163CHR$235" j7"CHR$1
GICHR$25STAB (4, eetd) CHRSZSS" 25 "CHR
$255" j5"CHR$255" "CHR$255" j7"CHR$163C
HR$255" "CHR$255" j5j5 "CHR$2553" "CHR
$255" i7"

1060 PRINTTAB(4,me+3) "+ k3 "CHR$235
*1u"CHR$255* ";CHR$253"1} ! "CHR$255" *
CHR$255%1 )35 ol 7i5"TAB(I1, me+b) " j5":
ENDPROC

1070 DEFPROCC: VDU29,54050;:VDU24,-54
0550056395 1023 : BCOL3S, 134: CLE: VDU24,
-b403 034393 1023; 16C0LO, b2 MOVE-640, 500
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:DRANG40,500: FORGT=-b40TOL40STEP12: HO
VEGX,500: DRANB#EY, 0:NEXT:VDU261 NOVELD
00,500:6C0L0,0: DRAN1030,550: DRAN10&0,
500z NDVE1030, 550 :

1080 DRAW1030,673:MOVE1000,475: MOVEL
060,675:BC0LO, 3: PLOTBS, 1000, 745: PLOTE
39,1060, 743: NOVEB0O, 5643 VDU19,10,0; 052
BCOLO, 10: VDUS: VDU242,10,8,243: PROCdo(
5) tPROCwt (100) :PROCdo (0) :HDVE 165, Sh4s
6COLO,7:VDU224,10,8,227:PROCWE {50)

1090 PROCdo(S): MOVE300,544:6C0LO,0:V
DU228,10,8,241: NOVE3T0, 5001 BCOLO, 01 VD
U251,252: SOUND14, 4, 3+RND (3} ,2: PROCwt (
30) :MOVE370, 600: BCOL33, 61 VDU251,252:F
ORxs=330T0B00STEP30: MOVExs, 5601 6C0L0,
Qs VDU255,8:PROCwt (5) 1 BCOLIS, 61 VDU25S:
MEXT:PRINT®>*

1100 PROCwt (10) :MOVEB40,560:8C0L33,b
tPRINT">":MOVET40,600:6C0LO, 02 VDU2ST,
254:VDU19,10,930; : S0UND1,3,200,20: PRO
Cwt (50) 1 MOVETS0,600: BCOLIT, 4:VDU253,2
541 MOVEBOO , 5641 6COLO,0:VDU242,10,8,24
3:6COL33, 62 MOVEBOQ, 564:VDU242,10,8,24
3:8C0L0, 1 :

1110 SOUND-1,7,0,0: NOVEBOO, 532: VDU24
9,250:PROCwt (200) : ENDPROC

1120 DEFPROCdo (L) :6COLO, Uiz MOVE100,50
0:NOVE250,500: PLOTBS, 250, 700: KOVE 100,
700: PLOTBS, 100,500: IFU=SBCOLO, 71 PLOTS
9,220,610

1130 ENDPROC

1140 DEFPROCgh:RESTORE1430:PROCspk

1150 PRINTTAB(1,4);CHR$134%Da you wa
nt to load the High score ?":A=INSTR(
*YNyn",BET$): [FA=20R A=AENDPROC

1160 IFA=10R A=3VDU28,0,10,39,41H=0P
ENIN®HIGH" s INPUT#H, HX: CLOSE®H: VDU24:E

NOPROC ELSE1150

1170 DEFPROCrh:RESTOREL470:PROCSspk

1180 LOCALAzPRINTTAB(1,22);CHR$134"D
o you want to record the High score ?
*tA=INSTR("YNyn" ,BET#) : IFA=20R A=4END
PROC

1190 IFA=10R A=3VDU28,0,24,19,23tH=0
PENOUT*HIGH":PRINT#H,H1:CLOSE#H: CLS1V
DU24:ENDPROC ELSE1180

1200 DEFPROCas:PY=4A0S5

1210 COPTO:LDA®0:LDX#0:LDALOR4O, X

1220 .write JSRLFFEE: INX:LDAROA4O,X:
CHPLFF: BNEwrite

1230 RTS:]

1240 PX=4A20

1230 [OPTO:LDA#0:LDX#0:LDAOAMR, X

1260 ,write2 JSR&FFEE: INI:LDAROA4A, X
1CHPHLFF : BNEwrite2

1270 RTS: 1:ENDPROC

12680 DEFPROCr:#FX4,0

1290 #FX12,0

1300 #F115,0

1310 #FX210,0

1320 ENDPROC -

1330 PRINT'"Please wait..."s#TAPE
1340 FORI%=0TO TOP-PABE STEP4:11'LEQ
0=1%'PABE:NEXTs 7&13=7413- (PABE-RE00) D
IV256: PABE=LEOO: RUN

1350 DATA1,53,4,0,0,.25,1,53,4,1,73,
4,0,0,.25,1,73,4,1,81,4,0,0,.25,1,81,
4,1,89,9,1,73,5,0,0,.25,1,53,3.5,0,0,
-25,1,53,3.5,1,73,4,0,0,.25,1,73,4,1,
69,2.5,1,73,2.5,1,89,2.5,1,73,15,0,0,
79

1360 DATAD,0,0,24,24,0,0,0,28,28,28,
8,60,90,153,133,0,0,0,64,127,43,3,3,0
10,0,1,127,126,96, 9, 153, 153,24, 36, 36

106,36,102,112,120,112,39,124, 112,112
y112,1,0,3,7,13,31,13,6,0,128,192, 224
y176,248,176,96,7,31,63,111,239,207,2
23,126,224,248,252

1370 DATA246,247,243,251,254, 31 43,6
3,63,31,31,15, 14,248,252, 252,252,248,
248,240,112,30,40,120,124,52,30,126,2
52,120,40,30,42,124,120,126,63,0,0,0,
0,0,0,0,0,0,0,0,251,170,171,170,0,0,0
10,190,170,170,170,0,0,0,0,228, 164,22
B,160,4,112,112,80

1380 DATA72,72,72,72,108,7,15,7,34,4
3,7,7,1,7,1,%,9,17,17,17,51,28,40, 254
1253,126,63,125,56,255, 125,126, 40,24,
24,24,126,248,230, 253,249,249, 250, 252
1248,250,253,249,114,124,112,32,248,0
+24,60,24,126,24,60,126,0,0,0,0,0,129
+135,255,0,0,0,0,2

1390 DATA231,247,255,238,170,170,204
y170,170,234,0,238,170, 168,171,170, 17
0,174,0,174,170,148,171,170,170,238,0
1165, 165,165,229, 165,160, 165,0

1400 DATA241,244,252,1

1410 DATA17,7,31,8,30,32,225,225,32,
255,17,7,31,8,2,237,237,237,237,8,8,8
+8,10,237,229,230,237,8,8,8,8,10,237,
231,232,237,8,8,8,8,10,17,1,237,233,2
34,237,8,8,8,8.10,17,7,237,235,236,23
7,8,8,8,8,10,237,237,237,237,25%

1420 DATA241,246,252,237,267,174,1
1430 DATA184,275,281,267,257,200,174
1

¥

1440 DATA290,257,20%,1

1450 DATA162,289,237,228,1

1460 DATA245,275,147,254,270,247,1
1470 DATA184,275,281,267,257,235, 143
J178,1
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THE NUIVIBER ONE
ADVENTURE SERIES

Triffid Software Research Triffid Software Research

BBC-B
versions
£6-95
each

B Bc_ RUNEMAGIC SERIES : B Bc RUNEMAGIC SERIES
ADVENTURE ONE ADVENTURE TWO

THE SECRET RIVER THE WIZARD’S CITADEL

. Load Character Generator (on side one of Adventure One).
. Dice Character; buy weapon and armour and choose spells.
. Load Character into Adventure One.

. If you complete Adventure, then your character will
progress in experience, so:

. Load Character into Generator, rest up, relearn spells and
buy better armour (only if you have found enough money
on your travels); Save Character.

. Buy next Adventure in series and load Character in.

7. Go to step 4. Until You have finished Adventure Eight
then put your feet up for a well deserved rest.

Available by M/Order (p+p free) SPECTRUM 48K,
Send cheques or Postal Orders to: ELECTRON and
Reeer COMMODORE 64

Ashley versions coming soon
MNew Milton

Hampshire \
BH25 5QJ ‘
e YO -

Available from good computer If accepted,
software stores nationwide : generous royalties offered.

Send your software to us.




Super colour
g[c:ptul‘:s with six
skill levels & 48
SCreen

4

.t;
I

your mission is o seek out a fellow
who is lost il space. Youmustexplore
strange n.'gw sdlana E%.mtmm :
the enemy and boldly go where no man
has gone before. % L

: BRC £7.95 ELECTRON£7.95




i
1
gl

At

BESGARAEAASNERE

-]

E!

T
f

A

REEEESS5

L]
gl
=8
"
1
A
E

28 Micro User Games Special

Flee the
¢ gardener

\ N

..Catch

oy

3 Help a senior spider
bl round the garden in
ALAN SERGEANT's
lunchtime lark-about

ME mam always told me that there were
fairies at the bottom of our garden —
well, I checked the other day and believe
me it’s a load of old rubbish. The place is
full of insects and other horrible creepy
crawlies.

Down in the bottom corner, just to
the left of the garden roller, there's the
most gi-normous white lady spider I've
ever seen in my life. I can tell she’s a lady
by the way she keeps smashing
everything in sight with her handbag.

Alas and alack, she is now a widow
and her daily diet of fresh fleas is getting
more difficult to come by, what with
inflation as it is, and VAT (vermin
added tax) escalating out of all
proportion.

To cap it all the gardener, in his
~ wisdom, has sprayed everything with
this horrible yellow stufT, fatal to spiders
I'm told.

Anyway the lady is getting a bit
weary in her old age and needs the help




of your nimble fingers to get her around (
the garden.

You move Arachnida — she didn’t
pick the name — round the screen using;:

A (up) . (left)

PROCEDURES )

Most of the procedures are adequately described by their names, but the
following réquire a little more description.

Z (down) , (i righf} b oanie. o f}%l]t;r&g;f:se.au -
You must catch a minimum of 20 PROCstartup Initialises screen and restores data for
fleas before you move on to another music for each round.
screen. S SR :
: - PROC!init Initialises variables and envelopes.
ch round and on the St fun through | L EEE e el e
each round an g PROCsoundoff Empties the sound queue at “Game over™.

there are a maximum of eight fleas on
the screen. This number decreases by
one each round to make the game a little
moré difficult.

You score 10 points for each flea you
catch, plus whatever bonus points are
left if you clear a screen.

Just be careful of anything yellow —

PROCtun (P%,D%,DD%) Creates the music and passes parameters
to PROCmusic, P% — offset, D% — note
length, DD% — pause length.

Called throughout the game with updated
parameters.

Double height characters passing the
string, X, Y coordinates and colour.

PR OCmusic

PROCdbl (msg$,X%,Y%,C%)

PROCsgl (msg$,Y%,C%) Single height centralised characters pas-
the wﬁllls’ t:fd:ﬁ%3Etl;:{,§::n;rgm’i$f sing the string, Y coordinates and colour.
b Ll PROCenv(e%) Toggles between two envelopes with the

OUus.
One touch means certain death,
although you do have five lives to play

same number.

FNp (X%,Y%,C%) Hit check for colour C% at location X%,

;v: with. There is a time limit on each screen Y.

8 50 don’t hang about 'cos the fleas won't.
eis e VARIABLES
Py BO% Bonus.

BPITCH% Base pitch for music.

.t}llz co% Count for number of lines scrolled up.
oy . dead% Number of fleas caught.

ve THE following routines are a little more F% Random number for feet to move.
dy complicated and require further explan- frog% Count for delay in froghop.

ng ation: FOOTflag% Flag for deciding which foot to move on
g PROCtun(P%,D%,DD%) — Writes the screen 1.

i music that is passed to PROCmusic. HI% Hiscore.
Ing The parameters are passed because lives% Lives.
i without this, each time the PROC is MAX% Maximum number of fleas on screen.
pin called, the pitch resets. NEWRIGHTX%, NEWLEFTX%

all It is this procedure which keeps the OLDRIGHTX%, OLDLEFTX%

: music playing throughout the game by NEWRIGHTY%, NEWLEFTY%
his using the ADVAL(-8) test. This checks OLDRIGHTY%, OLDLEFTY% Coordinates of feet.
ith for free spaces in the channel three NEWX%, NEWY%
s sound buffer and, if there are any, OLDX%, OLDY% Coordinates of spider.

1 continues playing the tune. NFX%, NFY%

bit PROCscroll — Inserts a space in the OFX%, OFY% Coordinates of frog.
elp bottom right hand corner of the screen P%, D%, DD% Offset from BPITCH%, note length, pause

forcing it to scroll upwards. If you prefer length.
not to have the scroll, replace snuffedit% True or false for dead spider.

S PROCscroll in lines 4190, 4260, 4380 SCREEN% Screen number.
5 and 4490 with CLS and omit lines X X%, YY%

Coordinates of teletext spider.
4620-4720. J

PROCenv(e%) — This is necessary to

cater for the 0.1 OS which only allows
the user to define four envelopes. This
game needs five and gets round this by
defining two envelopes with the same
number, (1), and toggling between them
according to the value of e%.
PROCscoretbl — In order to control the
input to the high score table, I have used
an OSWORD call set at &FFF1 (line
700), with A% set to 0.

This routine takes a specified number
of characters from the currently selected

input stream. Input is terminated with a
Return, the last character can be
deleted and Ctrl+U deletes the
entire line.

If the maximum number of charac-
ters is exceeded a VDU7 prompts. X%
and Y% are the low and high bytes of
the address of the parameter block. The
parameters are set up using the
following:

block96?0 and block%?1 are the low
and high bytes of the start address of the

input buffer.

block%7?2 is the maximum length of
the input stream.

block%?3 and block%?4 are the
minimum and maximum acceptable
Ascii values of the input.

*FX 12,0 resets the auto repeat delay
and *FX15,1 flushes the keyboard
buffer. QSWORD is called and finally
the string in buff% is allocated to
names$(N) using the string indirection
operator §.

o
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From Page 29

5 REM (C) The Micro User

10 PROCinit_arrays

20 MODE7

30 VDU23;8202;050;0;

40 PROCinst

50 #FX12,2

60 REMERFREREEER R ER4EFREH B0 40493

70 REM  START OF WAIN LODOP

80 REMEREBISRMEBRHEE RIS HERLE

90 REPEAT

100 MODES

110 PROCstartup

120 MAX1=8

130 PROCinit

140 PROCsetup

130 REPEAT

160 PROCscreent

170 PROCscreen_num

180 PROCMUSIC

190 1IF SCREENX=2 PROCscreen2

200 1F SCREENX=] PROCscreen3

210 IF SCREENY=4 PROCscreend

220 IF SCREENY=3 PROCscreen$

230 IF SCREENY=6 PROCscreensé

240 1F SCREENZ=7 PROCscreen’

250 PROCMUSIC

260 PROCSleas

270 REPEAT

280 PROCtun(P%,D%,DD%)

290 PROCbonus

300 FLEAX=FLEAZ+1

310 IF FLEAX=MAXY FLEAL=0

320 PROCwove flea '

330 PROCspider

340 IF FNp(NEWXT,NEWYL,2) snuffedit
%=TRUE:PROCdeadspider:livest=1ivesi-1

350 F%=RND(ABS(12-SCREENY))

340 1FFX=1 AND SCREENY=1 PROCmove #
eet

370 IF SCREENX=7 PROCfroghop

380 UNTIL deadX)=20 DR snuffeditl 0
R BOI{1

390 IF BOXCI AND livesi)=1 THEN CLG
:PROCsetup

400 IF deadX>=20 THEN CLB:SOUNDY11,
4,0,40:PROCdel ay (2) : SCX=5CX+B0%:PROCs
core:PROCsetups SCREENL=SCREENY+1:1F §
CREENT)7 SCREENZ=1:MAXL=MAXL-1

A0 IF livesX)=1 AND snuffeditl THE
N CL6:PROCscore:PROCLives:PROCsetup

420 UNTIL livesX{1:PROCqameover:MOD
E7:VDU23;8202;0;0;0;0; :PROCsoundof £ :P
ROCscoretbl

430 CLS

440 PROChiscores

450 UNTIL ©

460 VDU22,7:REPORT:PRINT" at line",
ERL

470 END

480 REMES¥SEEIEEEEHEREHERERERRTREE

490 REM END OF WAIN LOOP

S00 REMERSEE#EE02 0380883484005

310 DEFPROCstartup

320 RESTORE3B3O

930 VDUZ23;820250;050;

540 VDU24,20520;12605B80;

930 COLOUR130:BCOLO,130:6C0L0,129:C
LS:CLB

960 VDU24,I4536; 124658644

§70 6COLO,128:CLB:BCOLO,1

580 ENDPROC

a%0

600 REMEZEHFESEEREEFREFEEEEERETERES
13

610 DEFPROCinit_arrays

620 DIM blockX &:DIM buffl 20

630 DIMFLEAS (38} ,scX(11) ,name$(11)

640 FOR N%=0 TD 1l:scX(NL)=ABS(10-N
*)#100:name$ (NL1="The Hicro User":NEX
T

630 ENDPROC

650

670 REMESEHEEHEERREFRRERIRRERARAREL
13

680 DEFPROCinit

690 X=0:livesY=S:musicoffi=0

700 OEWORD=LFFF1

710 BPITCHX=43

720 FOOTflagi=1

730 ENVELOPE{,1,20,-20,10,10,0,0,0,
0,0,0,0,0

740 ENVELOPE2,128,30,-10,0,10,3,0,1
26,-10,0,0,126,0

750 ENVELOPES,b,95,0,0,137,0,0,92,0
,ﬂ,'ﬂhﬂ?,lw

760 ENVELOPE4,1,1,0,0,200,0,0,126,0
y0,-126,126,126

770 ENVELOPES,1,43,0,0,100,0,0,124,
0,0,-126,126,126

780 SCY=0:HIX=0 :SCREENX=1

790 PROCchars

BOO PROCfeet

B10 ENDPROC

B20

B30 REMFEHFFERERRERERIEREEHELEERES
)

B40 DEFPROCfleas

B850 FOR FLEA%=0 TO MAXZ-1:PROCnew_f
lea (FLEAYL) eNEXT

B&0 FLEAT=0

B70 ENDPROC

880

B0 REMEMS#sssiistid s HERRERIHIR
+

%00 DEFPROCsoundoff

910 SOUND&11,0,0,0

920 SOUND&12,0,0,0

930 SOUND&13,0,0,0

940 ENDPROC
950 REMEs##aE3EHEenetaisanising
960 RENM PLACE FEET

970 REMEREEESERSE4EEREFHERRERRRNE

980 DEFPROC{eet

990 FOOT#1agX=1:VDUS

1000 NEWRIBHTx2=1800:0LDRIGHTxX=NEWR
16HTxY

1010 NEWRIGHTyZ=RND(24)#32+b4

1020 OLDRIGHTyX=NEWRIBHTyY

1030 MEWLEFTy%=NEWRIGHTyX-44

1040 OLDLEFTyX=NENWLEFTyI

1050 NEWLEFTxX=NEWRIBHTxX-100:0LDLEF
Tx%=0LDRIGHTxX-100

1060 MOVE NEWRIBHTxX,NEWR1BHTy%:BCOL
3,2:VDU226,227:HOVE NEWLEFTxX,NENLEFT
yXiVDU226,227,4

1070 ENDPROC

1080

1090 REMESSF333RERE R4 RRRE R HERE0E
3

1100 DEFPROCsetup

1110 TIME=0

1120 snuffedit=FALSE

1130 deadX=0:FLEAL=0

1140 frogi=0:Wi=40

1130 SOUND&1L,5,17,13

1160 BOY=0::NEWXY=1560: NENYY=44: VDUS:
MOVENEWXY , NEWYYX: BCOLI,3: VDU224

1170 time_limit=RND{40)+40

1180 SC$=STR$(SCR): BO$=CTRS (BOYL) 1HI$
=STR$(HI%) : SCREEN$=5TR$ (SCREENY) tdead
$=5TR$ (dead¥):1ives$=STR$(livesl)

1190 OLDRIBHTxX=-1500: OLOLEFTxY=-150
0:NEWRIGHTxX=-1500: NENLEFTx%=-1500

1200 ENDPROC

1210

1220 REMEZEREEEREREHEEEEEEERIREELEES

1230 DEFPROCbonus

1240 COLOUR{

1250 vDU4

1260 BDY=999-TIME/S

1270 IF BOX{0 THEN BOi=0

1280 BO$=BTR# (BOY)

1290 PRINTTAB(19-LEN(BO$),1);"* ";BOX
i

1300 VDUS

1310 ENDPROC

1320 REMBSEREREEREFREBEERRERRERNEN
H

1330 REM CREATE SCREENS 1 TD 7

1340 REM#HEHHEHHH I IR RIS
#H

1350 DEFPROCscreenl

1340 VDUA

1370 COLOURTtPRINTTAB(O,L) "Score ;T
AB(10-LEN(SCS) ,1)8C%

1380 PRINTTRB(11,1)"Bonus "3 TRBI(20-L
EN(BO$) ,1)BOX

1390 COLOURO:PRINTTAB(0,3) "Fleas ;T
AB(10-LEN(dead$))deadZ:PRINTTAB(11,3)
"Lives";TAB(20-LEN{lives$),3}]ivesi

1400 VDUS

1410 ENDPROC

1420 DEFPROCscreen2

1430 BCOLO,2
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1440 VDUS

1450 wall$=5TRINGS(5,CHR$ (228))

1460 NOVE32,704:PRINTwall$

1470 MOVEABD,704:PRINTwall$

1480 NOVE920,704:PRINTwall$

1490 MOVE32,340:PRINTwall$

1500 MOVE480,340:PRINTwall$

1510 MOVE928,340:PRINTwalls$

1320 MOVE236,544:PRINTwall$

1530 MOVE704,544:PRINTwall$

1540 MOVE254,192:PRINTwall$

1350 MOVE704,192:PRINTwall$

1540 ENDPROC

1570 DEFPROCscreend

1580 GCOLO,2

1590 FORPX=0 TO 10:MOVE RND(34)#3243
2,RND{26) #32432: VDU229: NEXT

1600 FORPYE=0 TO 10:S0VE RND(34) #3243
2,RND(26) #32+32: VDU230: NEXT

1610 ENDPROC

1620 DEFPROCscreend

1630 6COLO,2

1640 MOVE140,700:MOVE3SO, 700:PLOTES,
160,500

1650 MOVE3IS0,700:HOVEIS0,500: PLOTES,
160,500

1660 MOVE30,700:MOVE1114,700:PLOTAS
730,300

1670 MOVE930,500:MOVE1114,500:PLOTES
(1114,700

1680 MOVESS0,700:MOVET34,700:PLOTBS,
550,500

1690 MOVESS0,500:MOVET34,500: PLOTRS,
734,700

1700 MOVE140,400:MOVEZS0,400:PLOTES,
140,200

1710 WOVE350,400:MOVE3S0,200:PLOTES,
160,200

1720 MOVE930,400:MOVE1114,400:PLOTBS
1 930,200

1730 MOVE930,200:MOVE1114,200:PLOTES
J1114,400

i740 MOVESS0,400: HOVETI4,400:PLOTBS,
550,200

1750 MOVES50,200:MOVET34,200: PLOTES,
734,400

1760 ENDPROC

1770 DEFPROCscreenS

1780 BCOLO,2

1790 LOCAL XX,YX

1800 FORX¥%=192 TD 1024 STEP25é

1B10 FORYZ=100 TO B804 STEP 192

1820 MOVEXX,YX:NOVEXX,Y3+94:PLOTES, X
1492, Y1496

1B30 MOVEXY,YY:MOVEXX+92,Y1:PLOTES, X
1492, Yi+96

1840 MEXT YL:MEXTXZ

1850 ENDPROC

1860 DEFPROCscreend

1870 GCOLO,2

1880 block$=CHR$228

1890 MOVE160,128: PRINTSTRINGS (3,bloc

k$)

1900 MOVE160,B800:PRINTSTRINGS (3,bloc
k$)

1910 FORYX=128 TO 400 STEP32:MOVE1&0
o YL:PRINTDlock$: NEXT

1920 FORYX=512 TO 800 STEP32:MOVE1&0
o YX:PRINTb] ock#: NEXT

1930 MOVES&0,128:PRINTSTRINGS(3,bloc
k$)

1940 MOVE940,B800:PRINTSTRINGS (3,bloc
k$)

1950 FORY%=128 TD 400 STEP32:MOVE108
8, YL:PRINTb1ock$:NEXT

1960 FORYX=312 TO B0O STEP32:MOVE108
8, YL:PRINTblock$: NEXT

1970 FORYX=224 TO 704 STEP32:MOVE3I20
1 YL:PRINTb1ock$: NEXT

1980 FORY%=224 TO 704 STEP32:MOVE928
JYL:PRINTblock$: NEXT

1990 MOVE3B4,224:PRINTSTRINGS (3,bloc
k$)

2000 MOVE384,704:PRINTSTRINGS(3,bloc
k$)

2010 MOVET3b,224:PRINTSTRINGS (3,bloc
k$)

2020 WOVET36,704:PRINTSTRINGS (3,bloc
k$)

2030 MOVES12,352:PRINTSTRING$(5,bloc
k$)

2040 MOVES12,576:PRINTSTRINGS (3,bloc
k$)

2050 FORY%=3BATO44BSTEP32:MOVES1Z, YL
tPRINTblock$:NEXT: NOVE748,384: PRINTD]
ock$

2050 MOVES12,544:PRINTblock$: FORYX=4
BOTOS76STEPI2: MOVETGB, YX:PRINTbLocks:
NEXT

2070 ENDPROC

2080 DEFPROCscreen?

2090 6COL3,2

2100 NFXX=RND(B00)+100: NFYX=RND (640)
+200

2110 MOVENFYX,NFYY

2120 vDuz31,232,233,10,8,8,8,234,235
,234,10,8,8,8,237,238,239

2130 MOVENFXY,NFYX:BCOLO,3:VDUY,240

2140 OFYX=NFXL:OFYX=NFYL

2150 ENDPROC

2160 REMBREHEFEHEHESEEREIREREHEREEE
E |

2170 REM HOVE FROB

2180 REM#REiisessiitd it iiiditidied
L 4

2130 DEFPROCfroghop

2200 frogi=frogi+1:IF frogl (20ENDPR
OC:ELSE frogi=0

2210 BCOL3,2

2220 MOVEOFXZ,0FYL

2230 vDu231,232,233,10,8,8,8,234,235
1238,10,8,8,8,237,238,239

2240 WOVEOFXX,0FYX:BCOLS,3:VDUY,240

2250 BCOL3,2

2260 NFXX=RND(B0O0)+100:NFYYX=RND (640)
+200

2270 MOVENFYZ,NFYZ

2280 vou23l,232,233,10,8,8,8,234,235
,236,10,8,8,8,237,238,239

2290 MOVENFXZ,NFYZ:6COLO,3:VDUT,240
2300 OFX%=MFXY%:0FYL=NFYL

2310 ENDPROC

2320

2330 REMSREFEREREHSFERERFEHNERHIREEE
3

2340 DEFPROCscore

2350 VDU

2360 COLOUR1

2370 SC#=5TR$ (SCL)

2380 PRINTTAB(10-LEN(SCS),1)35C%
2390 vOUS

2400 ENDPROC

2410

2420 REMEREEEAEEREFEEREREREREHRRIREF
¥

2430 DEFPROC!ives

2440 VDU4

2450 lives$=5TR$(livesk)

2450 PRINTTAB(20-LEN(1ives$),3);live
sl

2470 ENDPROC

2480

2490 RENSHEEERFRRERERRRERENRIERILER
1

2300 DEFPROCscreen_nua

2510 VDU4

2520 SCREEN$=STR$ (SCREENL)

2530 COLOUR 130:COLOURO

2540 PRINTTAB((14-LEN(SCREEN$)IDIV 2
o161 3"Screen: "; SCREENT: PROCdel ay(2) :P
RINTTAB( (14-LEN(SCREENS) DIV 2,16) 51V
DU4:COLOUR128: PRINTTAB( (14-LEN(SCREEN
$1)0IV 2,16);8PC(B) :COLOUR130:VDUS
2550 PROCMUSIC

2560 ENDPROC

2570

2580 REMERESRRE4 4284 8RR ERREETES
#

2590 DEFPROCqameover

2600 VDU4

2610 PRINTTAB(6,16) "Gane over"

2620 VDUS

2630 ENDPROC

2640

2650 REMEREsRR8 488080004004
113

2660 DEFPROCSleanus

2670 VDU4

2680 dead$=5TR$(deadl)

2690 PRINTTAB(10-LEN(dead$) ,3) jdeadl
2700 ENDPROC

2710 DEFPROCmove_flea
2720 LOCAL XX,YL,TX
2730 Yi=FLEAS (FLEAZ#0)
2740 YX=FLEAS (FLEA%#12]

- 4
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2750 T%=FLEAS (FLEAL+24)

2760 BCOL3, 1

2770 MOVEXY,YX:VDUS:VDU225

2780 T=Ti+l

2790 IF Tid= time_limit THEN SOUND&!
2,2,200,20:PROCnew_f1ea(FLEAY) : ENDPRO
C

2800 MOVEXY,YY:VDUS:VDUZ25

2810 FLEAS(FLEAYX+0)=)1

2820 FLEAS(FLEAX+12)=YY

2830 FLEAS(FLEAY+24)=T%

2840 ENDPROC

2850

2850 REME#EE3433333E85 000014

2870 DEFPROCnew_f1lea(FLEAY)

2880 6COL3,1

2890 REPEAT

2900 FLEAS (FLEAL+0)=RND(34)#32+32

2910 FLEAS(FLEAY+12)=RND(24)#32+32

2920 FLEAS(FLEAYZ+24)=RND(100)

2930 UNTIL POINT(FLEAS(FLEAZ+0) ,FLEA
S(FLEAZ+12) )=0 AND PDINT (FLEAS (FLEAY+
0)+64 ,FLEAS(FLEAX+12)+32)=0 AND POINT
(FLEAS (FLEAX+0)-B,FLEAS (FLEAL+12)-B) =
0

2940 MOVEFLEAS(FLEAYX+0) ,FLEAS (FLEAL+
12):VDUS, 225

2950 ENDPROC

2960

2970 REMEEEREREEEREREEEREREHER0EE04E
Y

2980 DEFPROCcrunch

2990 SOUND&11,1,90,255

3000 SOUND10,-15,7,3

3010 ENDPROC

J020 REME#E43EE3 44848421 0RERHEE

JO30 REAMODVE FEET

3040 REMEZERERFRERERERERRREEERENERLE

3050 DEFPROCeove_feet

3060 FOOT#1agX=FOOTflagl EOR 1

3070 IF FOOT#lagZ=0 NEWRIGHTxX=NEWRI
BHTxL-200

3080 IF FOOT#1agX=1 NEWLEFTxX=NEMLEF
Txi-200

3090 IF NEWRIBHTxYC=-300 MEWRIGHTx%=
0:PROCeet : ENDPROC

3100 IF FODT#lagt=1 GCOL3,2:NOVE NEW
LEFTxX,NEWLEFTyZ:VDU226: MOVE NEMLEFTx
1+b4 , NEWLEF TyX: YDU227: PROCcrunch: NOVE

OLDLEFTxY,0LDLEFTyY: VDU226: NOVE OLDL
EFTxX+&4,0LDLEFTyX: VDU227

3110 IF FOOT#1agl=0 BCOL3,2:MOVE NEN
RIBHTxX,NEWRIBHTyX: VDU226: MOVE NEWRIG
HTx1+44 ,NEWRIGHTy2:VDU227: PROCCrunch:
MOVE OLDRIBHTxX,OLDRIBHTyZ:VDU226: MOV
E OLDRIGHTx¥+&4 ,0LDRIGHTyZ: VDUZ27

3120 DLDRIGHTxX=NEWRIBHTx¥: DLDLEFTxY
=NEWLEFTx

3130 ENDPROC

140 REMFREREREEEREIERFREFEEERERE0EE

.

J150 REM NOVE SPIDER

J160 REMFRH#2RE332333 33434 0R0 24030
£

3170 DEFPROCspi der

J180 OLDXZ=NEWXY:0OLDYYL=NEWYY

3190 IF INKEY(-17) musicofél=-|

3200 IF INKEY(-102) susicoffi=0

3210 IF INKEY(-b&) NEWYY=DLDY%+32
3220 IF INKEY(-98) NEWYI=0LDYL-32
3230 IF INKEY(-103} MEWXZ=0LDXX-32
3240 IF INKEY(-104) THEN NEWX%=DLDXY
+32

3250 IF MEWXX{34 THEN MEWX:=34

3260 IF NEWXL)11B6 THEM NEWXY=118&
3270 IF NEWYL(G4 THEN NEWYY=54

3280 IF NEWYL)BAB THEN NEWYI=BAB
3290 IF NOT(NEMXX=OLDXX AND NEWY1=DL
DYZ)MOVE NEWXY,NEWYZ:GCOL3,3:VDUZ24:M
OVE DLDXY,DLDYZ:VDUZ24

3300 IF POINT(NEWXZ+32,NEWYI-15)=2 T
HEN PROCwhichflea

3310 ENDPROC

3320

J330 REME#EEEEEEEEERRRFERIEEERREREE
¥

3340 DEF PROCwhichflea

3350 LOCALCY,NX

3360 REPEAT

3370 1F POINT(FLEAS(NY)+32,FLEASINY+
12)-16)=2 THEN SOUNDO,-15,4,2:6C0L3,1
:VDUS: MOVE FLEASINY) ,FLEAS (N%+12):VDU
223,3:PROCnew_flea (N1} :CX=1:5CI=8CL+1
0:dead%=deadX+1:VDU4:PROCscore: PROCF]
eanum: VOUS

3380 NX=NL+1

3390 UNTIL C% OR NX)>=MAXY

3400 ENDPROC

J410

J420 REMEREHEREEE 820 RERRREE R4S
B

3430 DEFPROCdelay (SECS)

J440 LOCAL time

J450 time=TIME

3460 REPEAT:PROCNUSIC:UNTILTIMEYstinm
e+{100#5ECS)

3470 ENDPROC

3480

JA0 REMSRE4E23430ER 000000 R0
1

3500 DEFPROCchars

3510 VDU23,224,0,66,165,24,126,153,3
bbb

3320 VDU23,225,0,0,48,56,24,20,0,0
3330 vDu23,226,0,63,127,255,255,127,
63,0

3340 VDU23,227,0,128,206,207,207,206
,128,0

3330 wDu23,228,123,123,123,0,222,222
1 222,222

3360 VDU23,229,255,255,255,126,126,1
26,60,60

J370 vDU23,230,50,40,126,126,126,255

y255,255

3380 vpu23,231,0,0,0,1,1,1,1,1

3590 VDU23,232,0,46,231,255,24,24,24
124

3600 VDU23,233,0,0,0,128,128,128,128
,128

3610 unuzz.zz4,t,1,s,:,zs.au,a2,31
3620 VDU23,235,255,255,195,189,124,2
99,255,255

3630 VDU23,235,128,128,192,192,152, 4
0,124,248

3640 FDUZE,IJ?,EI,iﬁ,?,!,:,?,l#,l!l
3630 vDbu2s,238,2955,128,102,102,102,1
02,102,231

3660 VDU23,23%,248,240, 224,192,192, 2
24,112,862

3670 VDUZ3,240,0,0,0,0,231,231,132,1
32

3680 vDU23,241,0,0,0,0,99,99,0,0
3690 vbu23,242,0,0,0,0,0,0,99,99
3700 VDU23,243,0,0,60,46,129,0,0,0
3710 ENDPROC

3720

J730 REM#S2HE23 1R R840 ERH5R 0004

3740 DEFPROCtun (PY,DX,DD1)

3750 IF ausicoffl ENDPROC

3760 IF ADVAL(-B)<B ENDPROC

3770 IF BPITCHZ}101 BPITCHY=43

3780 READPX,DY,DDY

3790 SOUND3,-5,BPITCHI+PZ,DY

3800 SOUND3,0,0,DDY

3810 IF P%=0 AND DX=0 AND DD1=0 REST
ORE 3B30:BPITCHX=BPITCHY+5:S0UND3,0,0

40
¥

3820 ENDPROC

3830 DaTA 0,B,4,28,4,8,28,8,0,16,4,0
18,8,0,16,4,0,0,12,0,28,12,0,28,14,8,
48,8,0,28,8,4,28,8,0,34,4,0,28,8,0,20
vh0,18,12,0,0,8,0,8,14,8

3840 DATA 3b,8,0,32,4,0,36,8,0,44,4,
0,48,8,0,44,4,0,48,8,0,54,4,0,44,8,0,
9by4,0,44,8,0,68,4,0,76,16,8,76,8,0,4
4,4,0,48,8,0,56,4,0,64,8,0,56,4,0, 44,
4,0,76,4,16,28,8,0,48,15,0,0,0,0

3850

JBAD REMFREHEREIEEEEEFHEHERILEEEES
3

3870 DEFPROCMUSIC

J880 PROCtun(P%,DX,DDY)

3890 ENDPROC

3500

JT10 REMEREFHEEEREFERELERRREREHERES
]

3920 DEF FNp(X%,YX,CL)

3930 =POINT(XX,Y%-15)=CY OR POINT (XY
yY20=CX DR POINT(XX+40,Y1)=CY OR POI
NT(XL+32,YE)=CY

3940

J950 REMESEEEREEE3EREREEE0ER 050204
FH

3960 DEFPROCdeadspider
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3970 SOUNDE1!L,3,100,16

3980 ENDPROC

3990

4000 REMERERERERERREERAERTEREREREREE
HE

4010 DEFPROCinst

4020 LOCALXXZ,YVL

4030 FORY%=1 TO 4

4040 PRINT TRB{(6,YX)CHR$129;CHR$157;
TAB(35,YL) CHR$156

4050 NEXT

4040 PROCAbI(* WHITE WIDOW
1Y {11

4070 RESTORE 4160

4080 REPEAT

4090 READXXZ,YYL

4100 PRINTTAB (XXX, YYZ)CHR$255

4110 UNTILXXX=24 AND YYY=1B

4120 FORYX=21 T0 24

4130 PRINTTAB(&,YX) jCHR$132;CHRS157;
TAB(35,YX) ;CHR$154;

4140 NEXT

4150 PROCdbl ("by Rlan Sergeant®,11,2
2,7

4160 DATA 16,7,25,7,15,8,17,8,20,8,2
1,8,24,8,26,8,14,9,18,%,20,9,21,9,23,
%,27,9,16,10,17,10,19,10,20,10,21, 10,
22,10,24,10,25,10,15,11,18,11,19,11,2
0,11,21,11,22,11,23,11,26,11,14,12,17
,12,18,12,1%,12,20,12,21,12,22,12,23,
12,24,12,27,12

4170 DATA 16,13,18,13,1%,13,20,13,21
,13,22,13,23,13,25,13,15, 14,19, 14,20,
14,21,14,22,14,26,14,15,15,18,15,20,1
3,21,15,23,15,26,15,17,16,24,16,17,17
y24,17,17,18,24,18,999,999

4180 A$=INKEY$(200)

4190 PROCscroll

4200 RESTORE 3830

4210 FORYZ=10 TO 13:PRINTTAB(11,Y%);
CHR$12%; CHR$157; TAB (28, Y1) ;CHR$ 1565 : N
EXT

4220 PROCdbI (CHR$136+" INSTRUCTIONS?
*,10,11,3)

4230 REPEAT :B=GET

4240 UNTIL 6=78 OR B=B9

4250 IF 6=78 THEN ENDPROC

4260 PROCscroll

4270 PRINTTAB(14,2)CHRS141; CHR$130;"
ARACHNIDA"

4280 PRINTTAB(14,3);CHR$141;CHRS131;
"ARACHNIDA"

4290 PROCsng("is a lady and lives al
one. *,3,3)

4300 PROCsng("She must survive on a
diet of fleas.*,7,3)

4310 PROCsng("Life won't be easy. Th
e garden walls",9,3)

4320 PROCsng("and all obstacles, hav
e been painted*,11,3)

4330 PROCsng("with a deadly yellow p
gison.",13,3)

4340 PROCsng("She must eat 20 fleas
before soving",lb,1)

4350 PROCsng("to a different locatio
n.",18,1)

4360 PROCeng ("Press any key to conti
nue*,22,3)

4370 A=BET

4380 PROCscroll

4390 PROCsng ("Move Arachnida around
using these keys',4,3)

4400 PROCAb] (*A UP*,11,7,1)
4410 PROCADI (*1 DONN",11,9,1
)

4420 PROCdbI (*¢ LEFT*, 11,11,
1)

4430 PROCdb1 (*) RIGHT*, 11,13
51

4440 PROCADI ("0/N turn OFF/ON the au
sic*,b,16,1)

4430 PROCsng("REMEMBER, touch anythi
ng yellow®,19,3)

4440 PROCsng ("or run out of time and

you lose a life.",21,3)

4470 PROCsng("Press any key to conti
nue®,24,8)

4480 A=BET

4430 PROCscroll

4500 PROCsng("You score 10 for each
flea collected",3,3)

4510 PROCsng("plus the bonus left on
a cleared screen®,5,3)

4520 PROCsnq("8 fleas appear on scre
en at the start.",8,3)

4530 PROCsng("As you succeed on the
first 7 screens",10,3)

4540 PROCeng("this total is reduced
by one per round.®,12,3)

4550 PROCsng("Don't expect the fleas
to hang about!*,16,3)

4560 PROCsng("They don't particularl
y like spiders!®,19,1)

4570 PROCsng("Press any key to start
*23,8)

4580 A=BET

4550 CLS

4600 ENDPROC

4610

4620 RENSSHMHI3REFHEERHREEEHIARE
| 4

4630 DEFPROCscroll

4640 col=0

4650 REPERAT

46460 PRINTTAB(39,24)" "

4670 col=colti

4580 FORDELAY= 170 200:1NEXT

4650 UNTILcol)1é

4700 vDU31,0,0

4710 ENDPROC

7120

4730 REMEREEEREREREEEREHERRERRRIINE
1

4740 DEFPROCHbI (msg#, X%, YL,C0)

4750 FOR N%=0 TO 1:PRINT TAB(XX,YL+N
%) sCHR$141; CHRS (128+CX) ;mma¥; s NEXT

4740 ENDPROC

4770 DEFPROCsng(msg$,Y1,C1)

4780 X%=(40-LEN(nsg$))/2

4790 PRINTTAB(XT,YX)CHRS (12B+C%) jmsg
$i

4800 ENDPROC

4810

4B20 REMERERERREEREREEERERAPEREREERS
F11]

4830 DEFPROCscoretbl

4840 N=0:REPEATN=N+1

4850 UNTIL SCY>scX(N) OR N=11

4850 IF N=11 ENDPROC

4870 FOR N1=11 TO N STEP=-1:scX(Ni)=s
cZ(N1-1)znase$ (N1)=name$ (N1-1) :NEXT

48B0 sci(N)=8CX%

4890 CLS

4200 PROCdbI (CHR$ (135)+"Congratulati
ons®,10,4,7) :PROCsng(*Your score is i
n the top ten®,12,6):PROCsng("Please
enter your nase",i4,8)

4910 PRINTTAB(10,16)CHRS (134)CHRS (15
TICHR$ (129) ;SPC(18) ; CHRS (156) ; TABI13,
16}y

4920 blockX?0=buf{¥ MOD 25&

4930 blocki?1=bufti DIV 256

4940 blockX?2=17:REM maxiaua nuamber
of characters.

4950 blockX?3=32:REN minimum ASCII v
alue = 32

4950 blocki?4=126:REM maximum ASCII
value = 126

4970 Y%=blocky MOD 256

4980 Yi=blocki DIV 256

4990 A%=0

3000 PROCdelaytl)

3010 #FX12,0

5020 #FX15,1

3030 CALL DSWORD

J040 name$(N)=$butfl

3050 ENDPROC

5060

5070 REMS#EHEEEREEEEEREREERREEIRERES
13

5080 DEFPROChiscores

5090 REPEAT

5100 PROCdbI (CHR$ (157)+CHRS (131)+*

White Widow Hall 0f Fame.®,0,0,1):P
RINTTAB(3B,0) ;CHR$(156) ; TAB(38, 1) ;CHR
$(156);

5110 FOR N¥=1 TD 10:PRINT TAB(B,Ni%2
+2) ;CHRS (RND(6)+128) ;scX (NX) 3 TAB(16,N
1#2+42) ;CHRS (RND (6) +128) ynane$ (NX) § sNE
T

9120 PROCsng("Press space bar for a
new game®,24,7)

$130 #FX15,1

S140 UNTIL [INKEY(-%9)

5150 ENDPROC /)
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The continuing saga of Bill the
Spaceman and his quest for fame

WE thought he had gone, but Simon
Phipps returns yet again with a sequel to
the highly exciting Dug-Dig (Micro
User, May 1984). This time though, he
had incorporated a section of machine
code in his latest marvel to make the
game a little faster and obviously that
much harder,

Without further delay we continue
kthe saga of Spaceman Bill and his quest

for fame, fortune and an Acorn
Electron. (How did that get in?)

There he was with a handful of
krystals on a strange asteroid away in
the Hilton system. It was quite risky this
mining business and Bill was a little
worried about the fact that he might not
be able to spend all of his profits, what
with those nasty Scrugolds and all.

So packing another gem into his

starship and zapping a last alien he
blasted off for territories unknown and
relaxed with a jinantonnixx and his copy
of the book that caused him all the
trouble in the first place.

He had reached chapter 21,884 by
the time the warp drive had cut in when
suddenly he found what he thought
might be a safer way of making money.
Gugvunt Bleuch, author of the best
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selling “Jewels of the Universe” had
made a killing on his book, but Bill was
no author, so turning the page he found
a section on the sacred Green Teapots
of Quarg.

Wasting no time Bill punched the
right coordinates into his flight
computer and headed for the Betel-
joolien star cluster and once more
(hopefully) fortune. (He was starting to

give up on the fame bit.)

Bill was now certain about every-
thing. Surely nothing dangerous could
happen. According to the book the
strange teapots were piled high all over
the planet Neeguss — the umptifirst
moon of the star cluster.

However he was a trifle worried
about the fact that the last page of that
chapter had been torn out.

.

Asit happened the last page did give a
warning along the lines of “Keep away
from it mate, it’s far too dangerous”, but
as Bill didn’t know this he landed his
starship with an ungainly thud on the
alien terrain.

He had noticed on the way down that
there was a great deal of low cloud cover

2
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and that it moved quickly and
erratically across the planet's surface.

Had Bill realised that the clouds were
really vaporoids, a strange life form only
found in a few video games across the
galaxy, he probably wouldn’t have
landed. But land he did.

Of course that wasn’t all that was
stopping Bill from having an easy life.
The planet’s population mainly consis-
ted of Uecchian Cloudhoppers, small
cute and cuddly nasties that spent their
whole lives jumping up and down,
annoying unwary space travellers and
consuming the little oxygen that
remains in the planet’s atmosphere.

Bill dived out of his starship. Taking a
large gulp of air he ran towards the
teapots. Night was falling and he knew
that any collision with a Cloudhopper
would mean certain death. Can he make
it? Get typing and find out. ..

It really is quite simply a matter of
collecting some objects and returning

them to your waiting starship, avoiding
numerous space nasties and only having
one minute’s supply of airtodo itin—a
theme that has become rather popular
recently.

The game hinges around the large
section of assembly language (lines
370-520) which controls no less than 18
separate objects on the screen at once.

This technique uses the rather

“illegal” method of directly accessing
the screen, but seeing that many leading
software houses use this method it is
guite acceptable.

Just to make the game harder, as each
level is progressed night begins to fall
(literally) as the stars come out and the
Cloudhoppers refuse to jump quite as
high into the cold night air...

Have fun...!

L

VAR[ABL.ES 0% Variable passing on {}?T
, C otherwise it will g0 df:'wn;)f value to the assembler
A% Variable used in PRO - e Used in the generation e
MAN to ﬁndnulttvhﬂtmu _ the starfield. b % Variable used to pass
be added to Bill's x C;-DT o Table of the hi-bytes of the various x values to PROCS.
dinate vaiie depet:i mcgl dlomt s e f the Variable used as x% to pass
upon the keys presse anid HY%  Table of the hi-bytes 0 t various y values to PROCS.
in FNPEEK{X%"!’%} tt? ?hﬂ glien s POsHETTE: tar- Holds the multicoloured
h cha lmlfli:oihaﬂracter 1% Used to generate the s Maps d: finition for the Bill
Ascii code of the field. i
s . Feating if Bill 15 character.
osition (x%,y%)- % A flag indicating if Bi , .
% l'j'rhe value of the address . still alive, 0 indicates yes, a$ Used in I;?‘Giﬁ::ﬁt’g be
. from which the alien and otherwise it’s splatto— a$) to enablc 2 7
cloud definitions are stored. LO%  Table of the lo-bytes of the passed to that pre i
salna b e e ; itions. Calculates various secr
dicating if Bill is cloud’s post A ; :
CAR: rt:a‘ig:nal teapot, if zero LY%  Table of the lo-bytes of the addresses n PROCMEM
carry object is being alien’s positions. “ Execution address of cloud
thﬂr! no G program counter, where the movement routine.
carried. bler code is presently ion address of cloud
E% Value of the address from assem bled ko C Execution 2 :
COD which the assembler code is being assembl . initialisation routine. _
embled into. Q% Bill's x coordinate. . Execution address ?f alien
HE g Pl e-.i.}s pr,esﬂ_nt SCG[E- 5 Sl L" n routinﬂ;‘,
: eneration of S% ay o in initialisatio ‘
Used in the g ber of scree ; |
D% late the C%  The num ddress of alien
the starfield o calcVei® ’ uccessfully completed. E Execution addr e
B & o diaE Y % SGeneral variable used for movement routine.
stars being plotted. 2 virtually everything —infact 1 jabl
DIR% Value of the address f?;‘l.l my favourite variable. Loop variabies.
g e ot e in TEA% Number of teapots collec- KK : M to
table is stored. A value 3 B X Used in PROCME .
the table of 2 indicates t '-“:_ i Start address of table of x generate random SCre
cloud m“?ﬂs.lﬂm s values of the cloud’s posi- addresses.
1 moves it right. tions. Y Used as X in PROCMEMto
DY%  Value of the aqdress_ of f—hE Y% Start address of table stm;—_ * generate random sCreen
start of ‘:f “.l‘ﬁﬁﬂ*:‘::ﬁ;ﬂ- ing Cloudhopper y €00 addresses.
. A value In inates.
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PROCEDURES

Contains the
assembler code for

ture available on the
0.1 OS BBC Micro.

i ; Prints out_the
the . aliens and PROCSCORE iy e m{_ﬂ:‘e
s at bottom of the
ROCBONUS  Calculates the bonus Eg:wn.
’ points given for
completing 0n€ prOCSCREEN Draws out screen.
screen. PROCTITLE  Prints out Stail"tTE[;
DED Splats Bill about the display - ;
Ao bottom ©O the Micrﬂn Use
SCTeen. 4 presents etc. Sl
ill aroun varia
rocuAN  Mors B« ppocyat  Sen w0 YRS
PROCMEM Initialises the gluud CAR% and KIL%.
and alien positions. e e & iis verk v

Yet again simulates

PROCP screen, as passed t0

5OVDU23,227,24,24 60,126, 255,255, 2
55,153,23,228,24,0,0,24,24,0,0,0,23,2
29,0,0,0,0,129,129, 153,153
70VDU23,230,56, 56, 16,254, 16,40, 40,
108,23,231,0,0,0,56,14,40,40,0
80VDU23,232,128,72,1,34,132,52,110
255
90ENVELOPES, 1,-10,-37,-89,24, 13,46
43,106, 44,44, 135,0
100ENVELOPE1 ,1,12,-5,15,1,1,60,127,
0,127,127,-127,-127
110MODE?
120D INCODELA1D0
130DINNZ8
{40DINDIRYE
150DINHI18
160DINLO%E
170DINCY95
180DINYZ8
\\\_ 190DINHYYB

270MODE2: VDU23;8202; 0305 0;

280VDU28,0,31,19,28,17,128+2,12,20,
24

290PROCSCREEN

3007473=8: TINE=()

J10CALLC: CALLD:REPEAT: CALLB: CALLE:P
ROCHAM:DIRX? (RND(9)~1)=RND(2) : UNTILKI
LX()00R (TEAZ=10AND @1=0)

J201FTEAT=10THENPROCBONUS: 60T0250

J30PROCDED

131 MENYI=MENY-1:IF MENY)0 THEN PROC
VARL : PROCMEN: 60T0270

340COLOUR3:PRINTTAR(S,15) "BANE OVER
"+ FORKK=0T0O4000: NEXT:60T0230

350DEFPROCASS (o)

J50PX=CODEY: [: OPTOX

J70.C:LDX&73:. L1:LDARCIDIV2561 START
1:LDASCIMOD2S562 STALTO: LDAHIY , X2 STALB]
+LDALOY, X: STALBO: JSRons DEX:BPLL1:RTS

380, BsLDX&73:.L2:LDADIRY , X1 CHP#21 BE

the VDUJ:PRINT procedure by a$.
g TAB(x,y)a$ fea-
ACK!
ZREM By Gimon Phipps (C} The Micr
o User 200DIMLY18 D LEFT:LDADIRY,X:CHP#1:BEQ RIGHT:JINP
104FX9,7 210DIMDY18 RETL:.RET:.RET1:DEX:BPLL2:RTS
208FX10,7 220PROCASS {0) : PROCASS (2} 390, LEFT:LDAHIY, s STAKB1:LDALDS, X+ 8
HfrWHJHJNJﬂJHNJ”J”1 ﬁgﬁgf;ﬁﬁ;ﬁ?mﬂﬂﬁ TA%80: JSRo+ 1 LDAXY, XsCHP#0: BEQROFF 1 CL
’ ' . CsLDAXY,X:SBCHO: STAXY, X:CLCsLDA LOX, X
; A0VDU23,225,8,28,192,95,125, 125,62 :;;PEEE:E: :6BC#7:STA LOY, X:LDA HI%,X:SBCHO:STA
' HI%, X:LDASCKDIV256:5TAL7 1 LDAMCIMOD2S
50VDU23,226,8,28,0,0,0,64,32,0 260PROCVARI '

63 STALTO0sLDARIY, X: STALBL:LDALOY, X1 5TA
kB0: JSRon: JMPRET

400,RIGHT:LDAHIY, X:STAB]: LDALDE, X:
STA&BO: JSRof f

410LDAXY , X:CMP#A&B: BEQLOFF: CLC: LDAXY
yRsADCHL:STAXL, XsCLC:LDA LOX,X:ADCHE:
STA LOX,X:LDA HIY,X:ADC#0:STA HIX,X:L
DAR(CI+64) DIV256: STAL71: LDARICE+64) NO
D256:STAL70: LDAHIY, X:STALB]: LDALDE, X2
STALBO:JSRon: JAPRET: .ROFF:LDAR11STA D
IR%,X:JHP RET

420.LOFF:LDA#2:STA DIRX,X:JNP RET

430.0n:LDY#31:, L3:LDACLT0} , YISTA (LB
0),Y:DEY:BPL L3:RTS:.of fsLDYE3Ls.LAsL
DA#0: STA(4BO) ,Y:DEY:BPL L4:RTS

440.D:LDX&73:, L3:LDAR(CY+32) DIV25E:
STAL71:LDAR(CL+32)MOD256: STALTO: LDAHY
1,X:STALB1:LDALYY, X: STALBO: JSRon2 DEX:

>
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From Page 37

BPLLS:RTS
450.E:LDXMT31. L
460LDA DYX,X:CHPH2:BEQ UP:JHP DONN:
.RET3
47OLDAR(CX432) DIV2563STALT1:LDA# (X
+32) NOD256: STALT0:LDAHYY,, Kz STALB1 :LDA
LY%, 1:STALBO: JSRonz DEX: BPLLA:RTS
480, UP:LDAY?, X:CHP#O:BER C1:CLC:LDA
LYZ, 1 SBCHATF: STALT6:LDAHYY, K18BCH2:S
TAL77:LDY#313.C2:LDA(476) , Y1 CHPRO: BNE
C1:DEY: BPLC2: CLC:LDAYY, X: SBCRO: STAYY
 KsLDAHYZ, X: STALB1:LDALYY, X2 STALB0: IS
Rof:CLCsLDAR76: STALYY, XsLDAKTT: STAHY
%, X1NP RET3:.C1
490LDA#1:STA Y3, Xz JNP RET3
500, DONN:LDAYY , ks CHP#27:BER D103 CLC
sLDALYY, X2 ADCEKBO: STAL74:LDAHYZ, K:ADC
§2:STALTT: LDY431:.D2:LDA(476) , Y1 CHPHO
sBNE D1:DEY:BPLD2:CLC:LDAYY, ¥:ADCH :8
TAYY, YsLDAHYZ, X: STAUBI : LDALY?, X: STALE
0t JSRo##1CLCILDALT6:STALYX, XsLDALTT:8
TAHY, 1 JHPRET3
510.D1:LDAR2:STA DYZ, X:JMP RET3
520,010: JHP D1
530RTS: 1: ENDPROC
S40DEFPROCNEN
S50FORT2=0T08
5401=RND (60)
S70Y=T4+15
SB0A=43000+Y%640+)48
590X17T1=X
BOOHI7TH=ADIV256
610L0%?T1=ANOD256
620DIRYITH=RND 12)
630Y225: X=TH¥2+11 X=X
BA0YL7T1=Y
650A=K3000+Y 4404188
b6OHYL?TL=ADIV2S6
670LYX7T2=ANOD256
680DY17T1=1
690NANS=CHRS 18+CHRSO+CHRST4CHRS230+
CHR$G+CHRS184CHRSOCHRS44CHRS231 +CHRS
[
T00NEXT
710RESTORE: FORTL=07095: READCA?THeNE
XT:ENDPROC
720ENDPROC
730DATAO,0,21,63,53,63,21,0,0,63,43
,63,62,63,63,62,0,0,63,63,43,41,62,40
,0,0,0,42,62,63,42,0
740DATABS, 149,1,1,1,1,0,0,1,19,63,2
13,35,0,19,1,34,51,63,213,19,0,51,2,
70,106,34,34,34,34,0,0
750DATAO,0,0,21,61,63,21,0,0,21,63,
§3,43,62,61,20,0,42,63,63, 61,63 63,61
,0,0,42,43,63,63,42,0
740DEFPROCSCREEN

JRND(1280) ,RND(32) +DLs NEXT:NEXT
7B80COLOUR1ZE
790vDU28,0,31,19,28,17,130,12,17,12

B,26
BOOCOLOUR4: COLOURL 34
B1OPRINTTAB(0,28)STRINGS (50,CHR$224

?;

B20COLDURI2E

BIOCOLOURT:PRINTTAB(7,31)"000000";

B40FORTZ=0TO: MOVE1216, (31-TX-15)%3
2-41VDUS, 18,0,2,225,8,18,0,3,226, 4:NE

i
B30MOVEO, 2541 VDUS, 18,0,3,227,18,0,2

,8,228,18,0,1,8,229,4
B4OPROCP (0,27, MANS)

B41FORTY=1 TO MENZ:PROCP(164T%,31,M

AN$) tNEXT
B70ENDPROC
BBODEFPROCP (x1,y%,a$) : VDUS: NOVEx 126

A, (32-yX)#32-4:PRINT; a$; : VDU4: ENDPROC
BYODEFPROCMAN
9004FX15,1
F10COLOURT:PRINTTABI(O,3105" "3 (40-T

IMEDIVIO0) ;* "
9Z0A%=INKEY (-98) -INKEY (-105)
930PRINTTABIQY,2703" *

940 IFFNPEEK (@X,26) ¢ >)I2THENKILR=1
950 [FAL=-1AND@Y{ YOTHENQY=QY-1: IFFNP

- EEK(@X,27) ¢ )S2THENKILR=1

960TFAT=1ANDRY( ) 19THENGR =@ +1: IFFNP
EEK(QY, 271 {)32THENKILY=1

9701FALS Y0S0UND&1L, 1, 65,1

FB0PROCP (@Y, 27 ,NANS)

990 [FQX=19ANDCARL=0THENCARY=1: SOUND
1,-15,160, 13 TERX=TEAL+1:PRINTTAB(19,1
HIEAL) ;" "3 :

1000 IFR¥%=0ANDCARX=1THENCARX=0: SOUND1
,~13,35,1:5%=5%+10: PROCSCORE

1 040LOCALA%, CX

LOSOVDUS] yx X, vk

1060A%=135

1070C%=USR (LFFF4)

1080CX=CXANDLFFFF

1090CY=CADIVE100

1100=CX

1110DEFPROCVART :Q%=0: TEAR=0:CARL=0:K
IL%=0:ENDPROC

1120DEFPROCSCORE: COLOURT: PRINTTABI(7,
31) ;STRINGS (4-LEN(STR$(8X)),"0") ;815
ENDPROC

1130DEFPROCDED: SOUND3 3, 119 ,43: FORKK
=0T0100: CALLB: CALLE: COLOUR1 : PRINTTAB(
0%,27);CHR$232: FORJJ=0TO20: NEXT: NEXT:
ENDPROC

1140DEFPROCBONUS: T2=60-TINEDIV100:CO
LOURI:PRINTTAB(3, 15} "TINE BONUS=";TiL#
10% (SCA+1) :SCA=5CY+12 [FECY=138CX=14

11508%=8%+T%25C1: PROCSCORE: FORKK=0TOD
4000:NEXT: ENDPROC

1160DEFPROCTITLE

1170VDU23;8202; 050505

11BOPRINT "

1190COLOURS

1200PROCcentre("The Micro User®)

1210PRINT" "

1220COLOURT

1230PROCcentre("presents®)

L240PRINT" " " *°

1250COLOUR1

1260PROCcentre (*BILL BOUNCES BACK!'")

1270PRINT ' '+ COLOURY

1280PROCcentre("by")

1290PRINT* “1COLOURLO

1300PROCcentre(*Simon Phipps®)

1310COLOURLS: PRINTTAB(0,30) ; : PROCcen
tre("PRESE SPACE TO PLAY")

770VDU19,14,0;0; : COLDUR142:VDUZE, 0, 1010IFTIME)S000THENKILX=1 1 320ENDPROC
8C%,19,0,12,17,128: FORHY=0TOSCX: D%=(3 1020ENDPROC | J30DEFPROCcentre (a$) :PRINTTAB(10-LE
k\\i:ﬂliiJ?-l:EEﬂLﬂ,?tFUHJIIﬂTﬂIGtPLHTE? 1030DEFFNPEEK (xX,y1) Nl(a$)/2);a$: ENDPROC "/)
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""eee:er yones talking about:

Play the most exciting, ( (&9\
/) “

challenging Olympic
simulation of them alll LY M P\(’

MICRO OLYMPICS is riding high in the charts —and no

wonder. You are challenged to beat the world record in 11
realistic track and field events, with the packed stadium
cheering you on to victory — or defeat! Just like the real thing,
you'll want to keep on improving your sporting skill until you're
up there among the greats!

Turn your home micro into

a true office workhorse!

MINI OFFICE is the most incredibly priced introduction to
business computing ever offered. The package contains four
full-scale programs — word processor, database manager,
spreadsheet and graphics. They include advanced features
not yet available on programs costing many times as

much. Plus a concise 32-page haw-to-do-it booklet.

Let your children embark on a
magical micro adventure!

THE MAGIC SWORD breaks new ground in programming for
the young — a complete adventure on cassette accompanied by
a 48-page full colour storybook. Stunning sound and colourful
graphics bring a completely new dimension to the classic
computer adventure. And there’'s a very helpful animated m
compass to help you find your way around! and the Frog Prince §

& Db pubilsstion

b e e e SR

Please supply software as ticked in price boxes Micro Mini Magic
] | enclose cheque made payable to Olympics | Dffice Sward
Database Publications Lid. for £
No. Expiry date — Electron cassetle £5.95 O £595 O
Name BBC 40 track disc £7.95 O £7.95 O £9.95 O
i) BBC 80 track disc |£7.95 0| £7.95 0 £9.95 O
Spectrum cassette | £5.95 O Eggﬂi:g
Signed fomtet f£8.95" 0O
Post to: Database Publications, Europa House, Commodore cassette |£5.95 O] “0Td

68 Chester Road, Hazel Grove, Stockport SK7 SNY.

*Varsions for both machine on same cassette
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BLAAFRAK
BCAATALA
BCADFOOT
BLCAFBOUN
BLAFCHIC
BCAFCYLO
BCAFFROG
BCAFPRIN
BLAFSHAI
BCALADVE
BCAIPIRA
BCAISECR
BCANDOD
BCAKCHIL
BCAKCRAN
BCAKFACE
BCAKHIDE
BCAKLETS
BLAKNUMC
BCAKNUMG
BCAKNUMP
BCAXWORD
BLCALBUGE
BCALCOSM
BCALDAME
BCALEAGL
BCALFRUI
BCALUMCL
BLAMALGE
BCAMARIT
BCAMCALC

BBC Casseiie Solftware ..

Bardvack Frak |Cavemen game)

Aardvark Zalaga

Addictve Football Marager i
A& F Softwaee Bouncer ... ...
A & F Sohware Chuckie Egg

A & F Software Cylon Attack

A& F Software Frogger .

A% F Sofveare Painter

& & F Software Shrinking Prodessor
Adventure Intemational Advestureland
Advesiture Interaational Pirate Advestune .
Adventure International Secrat Mission
Adventure International ¥oodoo Castle ...
ASK Childeen from Spaca INBETE) ...
ASK Cranky (XBE1T)

ASK Facemaker (XBE10)

ASK Hide & Sexk [XBET1) .,

ASK Let's Count [(XBE12) ...

ASE Number Chages [XEE1 5|

ASK Mumber Gulper [XBR13)

ASE Mumiber Puzzher [XBE14] .

ASK Words, Words, Words (XBE18] .
Alligata Sattware Bug Blaster

Alligata Safrware Cozmic Asteroids ..
Alligata Software Dambusters

Alligata Sohware Esgle Empire

Alligata Softwara Fruit Maching [BIOE] ..
Alligata Softwam Uncle Claude

Ampalsoft Cheshine Cat Algebra [ leel
Ampalzoft Cheshire Cat fnthmetic O level
Ampalsoft Cheshire Cat Calcubus O level
Ampalzof Cheshire Cat Construction 0"
Ampalsol Cheshare Cat ﬁlaphs 0 lewel
Ampabsoft Cheshire Cat Trigosametry 0"
BAearesedt 100 Programs for BEC Micro
Acomsstt Arcade Action |SBGOE)
Acornsatt Arcadians (SBGI4) ..
Acornsott Aviator Flight simalator SBGO2
Apornsof Business Games (SBED3| ..
Acornsoft Camusel (SBGI4}

Beornsoh Castle of Riddles (SBG17) .
Acornsoft Chemical Analysis [SBE1Z) .
Beornsoll Chess (SBG10) .

Reomnsoft Chemical Simukations |SBE13)
Benmsol Chemiced Structures (SBE14)
Aomsoft/ICL Colleciors Cat, SBX0G ...
Beamsedt Countdewn to Doom (5BG19) ..
Acomsoft Crazy Tracer | 5BG26] [BI
Acomsoft Creatve Graphics (SBX01)
Acornsatt Desk Diary (SBB01) |

Acornsott Oraughts & Reversi fE:' ':SEEIU:I
Acornsolt Drogna [SBG2T]

Beornsoft Elite {(SBG3B) .........__.
Acemsoft Examiner Cassette (SBE17) (8]
Argmsolt Forecest [(SBED2

Apsmsodt Farth Cassatte (SBLO1}
Apomgatt Free Fall [SBG2E]

Acernsott French {Linkword] (SBX13) ...
Acornsott Gesman [Linkwaesd ) [SBX16) ...
Acorngoh Graphics on ibe BAC

Acornsoft Graphs & Chars (SBXO02) ...
#&'zof/ICL Hookesd o Numbers (SEX0B| .
Acornsol Hogger |S8G623)

Beomsoft Halian [Linkword) |SEX14] ..
MAcnmzokt Jars (SBE1S) .. ¢
Acomsoét JCB Digger (SBG0S)

Aot Ki m of Hamil (5BG25]
fzomsoft Lisp Dema Progs SELOS
Aenemsohi Lizp Casastie (RBLOZ] ..........
Aeomanft Magic Garden (Bl (SBXDS)
Acomsoft/ICL M ghip Mai | SRX0E] .
Acvmsodt Mesors (SBG13)

Acorneoft Meteor Mission (SBGEIS) .
Acomsobt Micotes [SELDA}

Acomsott Missibe Base (SBG 1B}
Acommeatt Missing Signs |SBEQD]
Acornsoltt Mongters (SBE03) ...
Bcornsott Nember Bslence (SBEDR)
Acornsofy/ICL One to Nine (58X07)
Acornsoft Peeko-Computer Pack {SBEDZ)
fcarnsoft Personal Money M'ment SEBS
Acornsoft Philosophers Qwest (S8G01) .
fearnsofl Pictare Maker (SBX03) ... :
heornsoft Planetoid |Delender) [SBG15)
Bcornsof Rocket Aaid (SBGOS| ...
Aeoanaoft Sentence Sequencing (SBEOT}
Beonsolt Super |evaders (SBGIE) ...
Acsansofi Shding block purdls |SBG12) .
Acormsoit Snlpphl (SBG04 =
Acormsoft Snooker (SBGZ1) ... .. -
Acarnsodt Spanish (Linkwand] |SB\}:'| ﬁl
Acorngott 5 Pascal (SBLOE] ...

Acormsait Sphuu Adventare (SBGOT) ...
Acornsatt Siarship Command [SB622] ...
Acornsof Tetraped (SBG32)

Acornsoft Tree of Knowledge |SBEQ4
Aenensoft Turtle Graphics (SBLOT|
Aeaenaoft View Printar Drver (SBE04) |
Acornsofi Voleano [SBG33) .

Acomsatt Word Hum (SBEDG|

]
ACOR

1.35
735
1.78
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(Authorised BBC Micro Dealer, and Econet serice centre)

Exc VAT Inc VAT

BOS
8.05
615
680
B.12

BCASWOAS
BCEEAWM
BLCBEHAPL
BCBEHAPN
BLBEMAPR
BLBETIM1I
BLBETIMZ
BCREWDRH
BCREWDRW
BCASBEYD
BLRSCANY
BLCESDRAW
BLCESORWH
BCESEARL
BLCESFUNG
BLCESGAMS
BCESHOME
BLCES MM
BCESMOTD
BCESPAIN
BLESPAOT
BCBSPAOZ
BCBSREC
BCBSTANC
BCESTOOL
BLBSVUTY
BLCASWHIT
BCAUTWIN
BLTCANDR
BLTCCASTE
BLTCCHES
BCLGLOGO
BELOESMAK
BCLCCSPAC
BCCCSWAR
BLOST4T
BLGEBEER
BLGEREER
BCEECATE
BCEGRAMR
BCGGGETS
BCGGNUME
BCGETABL
BCGEWORG
BCGEWORS
ALGHTALP
BOGHTMEA
BLGHTMON
ECGHTNUM
BLGHTSHA
BCGHTTEL
BCHOADVE
BCHOHEGA
ECHOBEGE
BCIBCRIM
BCIBOATI
BCIBHIST
BCIRIDD
BLIBMUSI
BCIBRDY A
BLIBSCIE
BCIBTHER
BCLIHYPE
BCLIINVA
BCLISTRA
BLLISUPE
BLJOYSTI
BLEAGALA
BLXOFREA
BLXOFAER
BLXOGEAA
BLCKOGERB
BLKOSPAA
BLCKOSPAR
BCLOCOLD
BCLADUNG
BLASLOAD
BLLASNOW
BEMHHOBE
BCMEDUIC
BCOCMAW]
BCPAFOAT
BEPPAOVE
BCPPALID
BCPPALIE
BLPPASTE
BLPPASTR
BLPPREAND
BLPPEARR
BLCPPEEEE
BCPPEUME
BLPPCAVA
BOPPCHEM
BLPPCHES
BCPPOOSM
BCPPCOWE
BCPPCROA
BLPPCYRE
ECPPDANG
BLPPOEMO

BBC Cassette Saftware

Acornsoft Woed Sequencing |S8EDG)

BES Animal Vegetable Mineral (XBED3) ..
BES Happy Lettars [XBEDT|

BES Happy Numbers (XBEDA] ...

BES Map Rally (XBEOSE]

BES Timemdm Dme [XBEOS) ..

BES Timeman Twn [XBEDG) ..

HES Wandkang |XBED2)

BES Workd-Wisa [NBED1]

BACsoh Beyond Basic Casserte (B)
BBCsof Camyon (8] .. i
BECsol Draweing ...

BBCsoft Or Wha: Tha First Advestare (B] .
BRCzal Earlg’ Learning .

BBCzoft Fum Games

BECsoh Games o Strategy

BBCzofi Home Finence

Making the most of your Miczo |Inc book)
BECsoft Motorisiz’ Log

BECsob Painting

BBCsoft Programs Vol 1 .

BBCsoh Programs Vol 2 ...

BBCsadt Racond Keeper (B

BACsot Taxcale (B}

BECsott Tool Box (B) ..

BACseh VU T-fpeﬂrpmg Tumr}l.B.l
BBCsot: White Knight Mark Eleven i6)
Bug-Byte Twin Kingdom Valley

Computer Concepis Android Atlack
Computer Concepls Asteroid beli
Camputer Concepts Chess

Comguter Cancapts Logo 1l

Computes Concepis Saake

Computer Concepls Spacehawks ...
Computer Concepts Swarm

Doctor Soh 747

Gesmini Beebcabc | Gpreadsheet]

Gemini Beebplot (Graph Plot) .

Gemini Clllrpillal

Griffin & George Fairshare

Grilfin & George Getset ..........._....
Griffin & Gaorge Mumbestun ..

Griffin & George Tebleswme ..

Griffin & Gaorge Wordgames

Grifin & Geoege Wordspall .__.........
Good Housake'g Mr T 5.ﬂulphahtl R
Good Howseke'g Mr T's Measwing Games
{Good Housake'g Mr T's Money Box ..
(iood Houseke'g Mr T's Number Games
Good Houseke'g Mr T's Shape Game

(5eod Houseke'p Mr T Tells the Tire
Haneybold Advamced Basiccourse ... 1
Honeyfold Beginners Assembly Language - 1
Honeyfold Beganners Basic cowrse ...
Fvam Berg Crime & Detection Duiz [Xexnzi
fvan Berg Dating Game (XEXO8] .......
Ivan Berp Higtory Quiz (XBXD4)} ...
hvan Barg ‘| Do’ (XBXOT] Fd

Ivan Berg Music Duiz (XBX03)

tvan Berg Royalty Quiz (XBX0G) ..

Ivan Berg Science Fiction IZImzl;:l:EKDEI
Ivan Berg Theatre Quiz (XEXO1)

11K Hyperdrive for BRC113) .

LK Invadess lor BRC (90

108 Suratebomber for BAC {14)

LK Super Hangmen ........ 3

Juystick Utility program for BAC

Kansas Galactic Firebard ...

Kosmos Softwars French Mistess & .
Kosmos Seftware French Misiress B
Kosmos Software German Master & .,
Kosmos Soltware German Master B
Kozmas Software Spamish Tutor A ...
Kosmos Software Spamish Tutr B ...
Lawed 9 Colossal Adventure (B

Level § Dungeons (8]

Level 8 Losds of Teme (b

Lavel 9 Snowball (8] ...

Melbawme House Hobhit

Mirrorsobt Quick Thinking (B)
Deean My, Wimpy

Pace Software Fortress

Program Power Adwenture (B) .

Fragram Power Alies [:Iutrmrglilm-aneri-
Program Power Alian Swid

Program Power Astenond Sroem (B)
Program Power Astro Navigator

Program Power Bandits a1 3 o'dlock ... ..
Program Power Barrage foe BBC ... ;
Program Power Biesh- [oe 81 £
Program Powes Bumble Bee (8) ...
Program Power Cavéman lgwenture
Program Power Chemistry

Piogram Power Chess

Program Powes Cosmic Comisat [B]
Program Pewes Cowboy Shoot-our .. .
Program Powes Croaker .........

Program Power Cybertion Mission (B)
Program Power Danger! UXAE

Program Power Demon Decorator [Paintar}

Exe VAT

B.83
6.63
B.63
6.63
663
6.63
6.63
b.63

1.35
1.38
.35
7.36
7.35
1.35
7135
457
957
4.57
957
857
8.57
210
210
210

9.35
235
3.35
835

935
935

O

Ine VAT

1016
1.62
1.62
162
162
162
162
1482
162
978
B.50

Electronequip

BUY 3 CASSETTES
GET 1 FREE

BLPFOIS
BCPPOLNE
BCPPELDD
BCPPESCA
BLPPFFALC
ECPPEFRU
BLPPGHOU
BCPPHELL
BCPPINTE
BCPPJETP
BCPPEILE
BCPPLABC
BCPPLASE
BCPPMART
BCPPMINE
BCPPAMOON
BCPPNEME
BCPPPHYS
BLPPPOKE
BCPPPOSI
BLPPREN2

BLOSMUE]
BLRHGALA
ELAHSKIE
BLSHGALT
BLSHINHE
BLEHTRAV
BCSI3DE0
BCSIATTA
BLSIEAGL
ACEIGLNG
BCSISPDO
BCSIVORT
BCEMDIS
BLES 2002
BCSSALID
BLSSEATT
BCESCENT
BCESCOLD
BLSSCRAZ
BCSSFAIR
BLESFAOG
BCESFALI
BCSSGALA
BCESHUNC
BLSSINVA
BLSSOVER
BCSEPONT
BLSSOBER
BLSSROAD
BLS35PAF
BCSULAINW
BCSLIUST
BCSUDPEN
BOSLISTAW
BLSUTENF
BLSUTIME
BCEUWORD
BCVIDARE
BCVIDEMD
BCVIPENG
BCVISNOD
BCVMDELT

BEC Cassette Software .,
Program Power BBC Disassembler
Pragram Power Dune Rider
Program Pewes Eldorado Gold | Advanturel
Program Powes Escage From M base Mlpha
Program Power Felix in the Factory 4
Program Powes Fielix & thie Frait Mansters

Program Power Ghouls ....... ... g

Frogram Powar Hell Drer (8] ...
Pragram Power Intergalactic Trader fE"
Program Pdwar Jet Powss Jack

Progeam Power Killer Gorllls

Pragram Power Labyrinths of la Coshe
Pragram Fower Leser Command
Program Powar Martsan Attack B
F'rugram Power Mane (8] ....

Praqram Power Moon Raider

Program Power Nemesis (B)

Prageam Power Physics

Program Power Foker Dice ()

Program Power Positron (B}

Frogram Powes Rewers {32K) ..
Program Power Roulette for BBC
Program Powes Seek
Program Power Space Jailer (B .
Program Pewes Stock Car {8)

Program Pewes Swoop

Program Power Timatrak [ Stastrek Plus) ..
Program Power Wall 1B]

Program Power Wharne (B}

Program Powser Woeld Geography (8]
Program Pewes Zarm (B)

Pzion Saloon Sally

Duicksilve Beab Art (B) .

Quscksilva Miizic Prnmgan:E:l

RH Sofwane Galactic Wipssut {AHSO01C)
AH Softwane 5ki Slalom (AHS002C) -
Sienon W Hezssl GB Led

Simon W Hessel Interitance

Smon W Heasel Travel Game . ..
Software Invassan 30 Bamb .MIE;'
Sodvware Invasson Atack on Alphacenturi
Sadteare Invasion Eagles Wing (B
Sodtwiare Invasion Gunsmaoke .

Sodtware Invasion Spooks & Spiders (B)
Soltware Invesion Vortex: .

Simonsoft Disassembder ..

Superior Seftware 2002 ..

Superior Sattware Alser [ nogee

Superior Soltware Battle Tank ...
Superior Sottware Cantipede ...
Superior Sufnware Colditz Adventure ...
Superior Software Crazy Paintes ’
Swperior Software Fairgreund

Sapezior Sottware Fropges

Superar Softwane Fruit Maching ...
Buperar Sollwarne Galaxians _..
Superior Software Hanchback ..
Superior Sefvware Inveders ... .
Superior Softeare Overdive

Superior Sedtware Pantoon

Superior Software 0Bert

Superior Safrware Roed Runnar

Superior Softwam Space Fighter ... :
Sulis Softwane Junior Wardsplits

Sulis Sefvwane Just a Mot ..

Sulis Sottware Opan Sesame

Sulis Sefrware Starter Wardsplits ..
Sulis Sottwiare Tense French

Sulis Soleweare Time Traveller .

Sulis Software Word power

Visuans Daredevil Dennis

Visigns Demolator

Visions Pengi

Vigiong Snooker

Voltmace Diefta Driver Cassette

11.05
6.61

.61
k]
439
439
5.87
687
587
5.87
587
587
587

7.00
B.61
.39

Inc VAT
5.82
115
5.82
6.75
B.75
6.758

Prices subject to variation without

prior notification

TRADE ENQUIRIES WELCOME
Access & Barclaycard Accepted
Large Stocks ~ 24 Hour Despatch

Carriage 46p
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Adventure Quest
Air Traffic
Lontrol

Alien Dropout
Arena 3000
Artist

Atlantis

Attack on
Alpha Centawri
Awviator

Banana Man

Base 10

Battletank

Beat the Bug

Beebmunch

Beep-Beep
Blitzkrieg
Blua Dragon

Boris in tha
Underworld

Brainstorm

Brain Teasers

Bridgeman

Bridgemaster

Bridge to the East

Bunfun

Bug Bomb
Casino

Castaway

Castle Assault

Castle Frankenstain

Castle of Riddles

Lavel 9

Microdeal

Superior Software
Microdeal
MREM

1K

Softwara Invasion

Agarnsoft
MEAM

Diial

Superior Software

Bridge

IJK

1K

Software Invasior
MP

Superior Softwara
Virgin

Dynabyte

Bridge

Serin

Iigery
Squirrel
Wirgin
(N4
Simon
MAM

Epic

Acornsoft

Deascription
Pure text adventure. 200+ locations. Overcome umpteen obstacles
guarding the Dark Tower in Middle Earth.

Simulated Air Traffic Control situation where the user is responsible
for take off departure of remotely controlled vehicles.

Arcade style shooting game whare killer moths are invading earth,
Fifteen waves of robots with which to do battle.

Computer aided design package which will enable you to create your
own picturas.

This includes normal Atlantis/Scramble features include depth
charges, rockets, jelly fish etc.

A 3D battle for supremacy over swarms of deadly, screaming, sting
dropping bug-eyed wasps.

Flight simulator.
Your mission is to eat 40 banana sarnies. Watch the spiders|

How fast can you add to 10, to receive your bonus star and improve
YOUF SCOTE.

A 3D tank battle game.

A new virus is decimating mankind. You must deduce the structure of
its molecule.

Another version of Pacman, including ghosts, fruits, super points,
screams, etc.

A version of Simon. Includes choice of number of colours and sounds
3D tank battle with revelving, exploding tanks, 30 shell fire, etc.
Adventure game.

Help Boris recover his possessions from the underworld creatures.
Unique game designed to test skill, logic, memory and nerve of two
players.

Six games of logic including Reversi, 30 oxo, Forty Two, Mastermind
alc.

Bridge Software’s version of the popular gobbler game.

Bridge tutor with world authority Terence Reese. Contains two
commentary tapes, two computer tapes plus book,

Multi screen arcade-adventure.

Frenetic assembly line happenings in a bun factory. leing and nuts
everywhere. 1-2 younger players,

Fight off the aliens by throwing bombs at them.
Version of twa popular casino games, full rules.

A graphic adventure. Battle against giant spiders, irate chemistry
teachers, etc.

Scala the heavily defended castle walls to obtain your golden reward.

M/C adventura with owver 250 locations. Find and destroy the evil
Frankenstain monster.

Text adventurs.

Title

Snakepit
Snowball

Spaca Fighter
Space Adventure
Star Hawks
Space Invaders
Space Shuttle
Space Tank
Traffic Controller
Spitfire Command
Spooks and Spiders
Staircasa Stampede
Star Battle

Star Maze

Star Striker

Star Trek

Star Trek
Stranded
Stratobomber
Stockear
Superfruit

Super Golf
Superpool
Survivor

The Avaunting
The Cliche

The Fallen Eagle
The Greedy Dwarf
D Maze

3D Bomb Alley
30 Munchy

30 Space Ranger
3D Tank Zone

3 Deep Space
Theseus

2002

Supplier

Postern
Laveld
Suparior
Virgin
Kay-Ess
Bug Byte
Microdeal
Kay-Ess
Kay-Ess
Superior
5. Invasion
Comsoft
Superior
5. Invasion
Superior
Superior
IJK
Superior
IJK
Micropower
Simonsoft
Squirrel

3. Invasion
M.P.

Ixion

Ixion

M.P.

D. Kindersley
IJK

5. Invasion
MBM
Microbyte
Dynabyte
Postern
Silverlind

Superior

Description

Gobble "em up type arcade game.

Pure text adventure.

Pilot the fighter craft against the aliens.

Graphics adventure.

Hold off the hovering mutant firing hawks.

Arcade classic.

Launch, park, retrieve and land, simulation.

Sideways scroll arcade game.

Control landing of up 1o 20 robot spacecraft.

Fight the battle against the Luftwaffe.

Using stairs and platforms rescue damsel — avoiding deadly spiders.
Paint the stairs, diffuse the bomb and avoid the stampede.
Two-player deep space dog fight.

Discover rare jewels, dock with mothership, avoid aliens.
Control a three stage rocket and fight the aliens.

Space adventure.

Space adventure,

Graphic adventura,

Keep the enemy at bay and destroy the reactor

Car driving fun on the track.

Ultimate fruit machine program.

18 hole simulation cross section view.

Real time graphic simulation,

Adventure game.

Adventure game with 13 magic segments,

Ludicrous send up of the computer industry.

Adventure game.

Text adventure.

Battle against the clock to escape.

Airfsea battle in 3D simulation.

Pacman type game with the ghosts digging holes.
Action game with on-screen ship, asteroids and trench
Wire graphics tank battla.

3D space action with special glasses.

A million mappable 30 mazes with treasure and monsters.

3D flight simulation docking to space station,
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Eagle's Wing

Elite

Er*bert

Escape from
Moonbase Alpha
Fairground

Fall of Rome
Fantasy Adventure
Firienwood

Five A Side Socca

Flags

Flints Gold
Frak
Franklyn's Tomb

Froogy

Fortrass

Fruit Machine
Fruity Fraddy
Galaxy Birds

Gatacrasher

Ghouls

Gideon's Gamble

Gisburne's Castle
Gnasher
Gunsmoke

Guy in the Hat

Heist
Hobbit
Honeybug
Horserace
Horses
Hunchback

Hyperdrive

Software Invasion

Acormsoft

M Byte

Program Power

Superior Software
ASP
Dial
MP
IJK

[N].4

Micrograf
Aardvark
Salamander

Superior Software

Armcom
Superior Software
Softspot

Superior Software

Cuicksilver

Program Power

Superior Softwara

Software Comm
Superior Software
Software Invasion

MR M

Softspot
Melbourne House
Silverlind
Dynabyte

Kay-Ess

Suparior Software

8]

Description

Fly through a8 heavily guarded canyon, avoid missiles, refuel and be
ready for the next confrontation.

Space strategy and shooting.

Help Erbert change the colour of the cubes, but avoiding unwanted
guests.

Graphic adventure.

A simulation of a rifle range at a fun fair.

Historical stratagy game.

Owvercome the puzzles and collect to fulfil your guest.
Adventure game.

Two player m/c version. Joystick or keyboard.

The flags of the world are drawn in hi-res colour. Test's knowladge of
flags and geography.

Adventure game.
Ladders and levels game.
Adventure.

You must guids Froggy across the roads and 1 ivers ta reach his homae
in time,

3D shoot out.
A fruit machine simulation with nudges, gambling, etc.
Arcade action in Mr Meany's garden.

Many formations of Galaxy Birds intent on your destruction are the
anemy in this game

A garne of skill and strateqy that will test your mind to the limits. Plus
you have the opportunity to win '200.

Haunted house fun.

Assist Gideon to find the treasure in this complex adventure with a
nautical flavour,

Graphic arcade adventure with 380 different locations.
A maze chase game including power pills, ghosts and fruits.

A realistic 30 Wild West gun battle.

A game in which you have to eat “bickies” without gatting eaten
yourself

Levels and ladders in the bank.

The well-known adventura game.

Eill the hive with honey and larvae and make the colony swarm.
Betting game for ong to six players.

Choice of three arenas and six horses.

A 12 sereen version of the arcade game.

Guide your laser tank around the network of passages destroying the
drone aliens,

Inkosi

Innerzone Shift
Invaders
Invaders

Jungle Jive
Kensingtomn

Killer Gorilla
Kingdom of Klein
Ladder Maze
Landfall

Leap Frog
Lemming Syndrome
Looney Lift

Lords of Time

Last City

Lost in Space
Mazog

Mekon Raiders
Microbe
Mined-Out

MS Pac-man
Missile Base
Missile Strike
Moon Mission
PAr. Wiz
Multi-Family Games
Mutant Invaders
MNapoleon
Meutron
Mightmare Maze
MNoc-A-Bloc
MNumberhang
Oblivion

0G the Cavaman

Old Father Time

Chalksoft

Ixion

IJE

Superior Softwara
Virgin

Leisure Genius
Micro Power

Epic

Superior Software
Wirgin

[JK

Dynabyte

H&H

Leval 9

Superior Software

Salamandear

Rad Giant

Micro Byte

Wirgin

Ouicksilver

Atari

Acornsoft
Superior Software
Superior Software
Superior Software
(N ].4

K

Mimeral

Superior Software
MR M

Virgin

Dialsoft

Bug Byte
Simansoft

Bug Byta

A colourful and addictive simulation with graphics and sound, ages
10 to adult.

Defuse enemy bombs while dodging their patrols.

The classic game.

Another version of space invaders.

Wild animals attack you as you stroll through the jungle.
& game of strategy involving shapes.

A version of the arcade game Donkey Kong. :
Defeat the wicked witch in this 230+ roomed adventure.

Find your way to the matter transmitter in this 3D maze game
& space ship landing simulator,

Help Froggy to get home.

Bounce the people to safety.

Dperate the lift to catch rushing guests, VIPs and luggage.

Text adventure with over 200 locations.

Venture into the unknown to discover the hidden mysteries of the
Lost City.

Advanture.

Can you reach the other side of the maze before the Mazog gets you?
3D space fight simulation.

Graphically stunning all-action arcade game.

Rescue Bill the worm from certain death. A strategy game.
Guide our haroine around tricky mazes..

Defend your cities from the enemy.

Defend your cities from relentless enemy missiles.

Avoid the hazards and rescue stranded astronauts.

Guide Mr. Wiz around the maze collecting frult, avoiding gremlins
A games compendium. Hangman, Dice, Beatle and more.,

A varsion of the arcade classic.

A war game where you become Bonaparte

Ride your light cycle skillfully to trap your apponent.

Help Sleepy Joe escape the avils in his multi-screen nightrmare

Just when you thought it was safe to go back into the deep freeze.

Addictive arcade action.
Cavermnan smashes dinosaur eggs-

A traditional style text adventure.
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SPLAT is a simple cat and mouse maze
game for any age.

You are the star in the centre of the
screen being chased by a morister — ‘O’
— who starts off in the top left hand
corner. You have to eat all the dots,
worth one point each, without being
caught.

Every 100 dots you eat gives you four
$ signs to eat, each worth 10 points.
When your score reaches 500 another
‘O’ — which has been waiting in the
bottom left hand corner — springs to life.

These monster *O’s do not eat the
dots, but they do eat the $ signs — and
you! If the two monsters hit each other,
one is transported to a random position
in the maze.

You have three lives to clear the
screen of dots. When you lose a life you
re-start from where you died.

At the beginning of the game you are
asked to enter your name and to choose

MARTIN HOLLIS

a level. The higher the level, the more
holes there are in the walls of the maze.

At the bottom of the screen your
name, score, lives left and the hi-score
are displayed.

If you qualify, your name will be
entered automatically in the hi-score
table displayed at the end of the game.
. To change the player’s name, press
Escape which returns you to the
beginning of the game without losing the
hi-score table.

S

10 REM $EsdskeEdssaisddissas

20 REN #

J0 REM # SPLAT! A maze game

40 REM #

50 REM # By Martin Hollis

&0 REM # Design - J. Barton

70 REM ® (c)1984 Micro user

80 REM #

90 REM BEFFREEERERidsdisidibs

100 ONERROR PROCMORE:GO0T0200

110 PROCTITLE

120 PRINT" ' 'SPC(12);"By Martin Holl
is" ' 'S8PC(9);"Designed by John Barton"
"ttrrGPCIIA); "Press SPACE"

130 REPEAT:6=GET:UNTILB=]2

140 REPEAT

150 PROCTITLE

160 INPUT" What is your name®,NAME$

170 UNTILLEN(NAMES) <21

180 DIMPY(3%,22) ,HL (%) ,HE (9}

190 FORAZ=0TO9:HX (A%)=50+A%#50:HS (A
1) =CHR$ (129+AXMOD4) +"Nicro User.":NEXT

200 REPEAT

210 MODET:VDU23;8202;050;0

220 PROCINST

230 REPEAT

240 PROCTITLE

250 INPUT® Enter level {-8 (1 is ea
gy, 8 is hard)"'" then press RETURN®'
SPC1)HY

260 UNTILHT)OANDHX(9:1HY=(Hi=1)#3

270 FORBYI=0TO39:FORA%=0TO21STEP2

280 PL(BYL,AY)=1:PX(BY,AL+])=2: NEXT:
NEXT

290 FORAX=1TO3B:PX(AX,22)=1:NEXT

300 FORA%=0TO22:P%(0,A%)=1:PY(39,A%
J=11NEXT

310 FORA%=2T020STEP2:FORBX=0TORND (H
XV +2:PX(RND (37)+1,A%) =2 NEXTINEXT

320 MAX=100

330 LEFT%=0

340 CLS

350 FORBY%=0T022:FORA%=0TD3?

360 IFPX(AL,BY)=0 PRINT" *; ELSEIFP
%(A%,BX)=1 PRINTCHR$(255); ELSEIFP%(A
%,B%0=2 PRINT","; :LEFTY=LEFTL+]

370 MEXT:NEXT

380 XX=20:Y%=11:CX=1:D%=1:EX=1:F¥=2
148%=0:L2=3:PX(CX,DX)=0:PX(EX,F¥)=0sL
EFTX=LEFTX-2:REPEAT

390 Yi=it

400 CX={

410 EX=1

420 FX=21

430 Si=0

440 LX=3

430 PYICY,D%)=0

440 PLIEY,FL)=0

470-LEFTA=LEFTY-2

480 REPEAT

450 FORAX=0TOI

e me o e M W e
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1330 IFLEFTS(H$ (A%}, 1)=CHR$136 HS (AL

From Page 45 )=CHRS (128 +RND (4) ) +KID$ (HS (AX) ,2)
1340 NEXT

1350 PROCKEY

1340 ENDPROC

1370 DEFPROCMORE:PROCTITLE:PRINT® An
y more Y/N"tREPEAT:G8=GETS:UNTILGS="Y
"0RE$="N"1 IFB$="N" PROCTITLE:END

1380 PRINT® What is your name?":INPU
TSPC (1)NAMES$: ENDPROC

1390 DEFPROCTITLE

1400 CLS

{1410 PRINTCHRS (130);CHRS (157) ;CHR$ (1
32);CHRS (141) " S PLA

T '*';CHR$(130);CHR$(1571;CHR$ (132);
CHR$(141)3" P L A1

500 PRINTTAB(XX,YZ);" *

510 IFPL(NY%,Y%)=2 SOUNDI,-15,100,1:
§1=5%+1:PL (XL, YX)=0:LEFTA=LEFTR-1

520 IFPL(X%,Y%)=] Si=8X+10:FORBA=0T
02555TEP2: SOUNDL,-15,B%, 0: NEXT: PR X3,
Yi)=0

530 IFINKEY (=&6) ANDPY (XX, YA-1)¢3 ¥
1=Y%-1ELSEIFINKEY (-98) ANDPTL (X1, YX+1)¢
M oYi=Yi+l

540 IFINKEY(-103)ANDPL(X%-1,YX) {31
X3=X1=1ELSEIFINKEY (-104) ANDPRL (X%+1,YX
1 Xi=aY+L

550 FORA=0TO100:NEXT

560 M1=0

570 PRINTTAB(XX,YR);"#"

SBO NEXT

590 IFP%(CY,D%)=2 PRINTTAB(CY,DX);"
." ELSE PRINTTABI(CY,DY);" ":PYICX,D¥)
=0

600 IFDACYLANDPRICY,DX+1)<>1 DX=DX+
1:Mi==1

610 IFDXYYIANDPYICE,DX-1){)1 DU=DX-
1:Mi=-1

620 IFCLYAXANDPX(CY=1,D%)(}1ANDNY=0

CY=C2-1 ELSEIFCYCXXANDPX(CX+1,D%) 21
ANDNT=0 CX=CX+1

630 1FS%(501 BOTO&70

540 M%=0: IFP%(EX,F%)=2 PRINTTABI(EX,
FX);*.* ELSE PRINTTAB(EX,FYX);* ":PLI(C
%,0%)=0 .

650 IFFXCYLANDPY(EX,FY+1) {3 FisFY+
1:MY==1 ELSEIFFL)YIANDPYLIEL,Fi-1) {01
Fi=Fi-1:M%=-1

660 IFEL)XIANDPY (EX-1,FL){>IANDNOTH
1 EX=EY-1 ELSEIFEXCXYANDPLIEX+1,FL) OO
ANDNOTNY EX=EX+]

&70 IFLEFTA<B PROCSPRINKLE

580 IFCY=EXANDDY%=F% REPEAT:EX=RND(3
B)+1:FL=RND{20) +1: UNTILPY (EX,FX1 {31

690 PRINTTABICY,DX);"0";TAB(EX,FX)}
Iul

700 PRINTTAB{0,23);"SCORE="};SX; TABI
12,2305 *LIVES=";L%; TAB(23,23) ; "HIGH-"
tHL(B) ;TAB(13,24) ; "Player-"; NANES;

710 IFSYYMAY MAL=MAY+100:FORBL=0TO3
+PROCDOLLAR: NEXT

720 IFCI=XYANDD%=YZOREX=YTANDFY=Y1
L%=L1-1:FORAL=0TOBO: PRINTTAB (XX, YX);C
HR$ (RND(10) +&4) : SOUND1 ,~15,RND (235) ,0
tNEXT:SDUNDO,-15,4,20:CY=1:DX=1:ER=1}
F1=21: X%=10:YX=11: PROCSCREEN

730 FORA=0TO100:NEXT:UNTILLY=0

740 PROCSCORES:60T0200

750 DEFPROCSCREEN

760 CLS

770 LEFT%=0

780 FORBY=0T022:FORA%=0TO39

790 IFP%(AY,B%)=0 VDU32: ELSEIFPX(A

k\flijll PRINTCHR$ (2353) 5

BOO IFPL(AL,BY)=2 PRINT".";:LEFTR=L
EFTR+1
810 IFP%IAZ,BX)=3 PRINT"$*;
820 MEXT:NEXT:ENDPROC
830 DEFPROCDOLLAR
B40 1%=RND(38)
850 JX=RND(21)
B50 PRINTTABIIX,J%);"$"
870 IFPX(IY,d%)=2 LEFTR=LEFTA-1
880 PY(IL,J%)=3
B90 FORK%=0T025%5:50UNDI,~15,KX,0:NE
1T
900 ENDPROC
910 DEFPROCSPRINKLE
920 HX=Hi+]
930 PROCTITLE
940 PRINT* Well done! You deserve a
sprinkling of"" "' 'SPC(13);CHR$129;CH
R§136"DOTS!HI"Y
950 LEFTA=0
960 FORBY=0T039:FORAL=0TO21STEP2
970 P%(BX,A%)=1
980 PX(BL,AX+1)=2
990 NEXT:NEXT
1000 FORAX=1T038
1010 PX(AX,22)=1
1020 NEXT
1030 FORAX=0TO022
1040 PLI0,ARI=1
1050 PL(3%,A%)=1
1060 NEXT -
1070 FORAX=2T020STEP2:FORBX=0TOH2+2
1080 PL(RNDI37)+1,A%)=2
1090 NEXTsNEXT
1100 PROCSCREEN
1110 X2=20:Y2=11
1120 C¥=13D¥=1
1130 EX=1:Fi=21
1140 ENDPROC
1150 DEFPROCSCORES: IFSY¢=HL (0} BOTD1
290 :
1160 #FX15
1170 PROCTITLE
1180 Al=0
1190 REPEAT
1200 AX=AL+]
1210 UNTILSXCHX(AZ) DRAY%=S
1220 FORB%=0TOA%-2
1230 HL(BY%)=HY(BL+1) tH$ (BL) =HS (BY+1)
1240 NEXT
1250 HY(AX-1)=81
1280 PRINT® Congratulations ";NAMES’
" You are in the high score table"
1270 H$ (A%-1)=CHRS136+NANES
1280 PROCKEY
1290 PROCTITLE
1300 PRINTSPC(10);CHR$(1341;" High
Score Table®’
1310 FORAX=BTOOSTEP-1
1320 PRINTSPC(B);H$ (AX) ;STRINGS (25-(
LEN (H$ (A%) ) #LEN(STRS (HECAZI 1)), . ") H
1A%

1420 ENDPROC

1430 DEFPROCKEY

1440 PRINT'TAB(14);"Press SPACE";

1450 #FX15

1450 REPEAT:G=BET:UNTILB=32

1470 ENDPROC

1480 DEFPROCINST

1490 CLS

1500 PROCTITLE

{510 PRINT® Instructions Y/N*'" *j

1520 REPEAT:B$=BET#:UNTILGS="Y"0RE$=
IHI

1530 IF6$="N" ENDPROC

1540 PROCTITLE

1550 PRINT"You start off as the *"¥*
" in the aiddle"'"of the screen.You m
ust eat up all of thelittle dots as y
ou get | added to your®'"score for ev
ery dot eaten. Every time"'"your scor
@ reaches 100, 200, 300 etc."

1560 PRINT"you get four '$' signs wh
jch are each"’"worth 10 points when e
aten. If you eat"'*up all the dots yo
u get more dots and a new maze."

1570 PRINT "There is one "0’ chasing

you round the" "maze, and another re
ady to be activated when your score r
gaches 500, If the two 'Os’ meet one
of thea is sent to anotherpart of the

maze."

1580 PRINT "You also get a personali
sed High Score"'*Table for nine score
s. If you qualify"'“your name will be

entered automatically."

1590 PROCKEY

1600 CLS

1610 PROCTITLE

1620 PRINT' 'TAB(7) ;CHRS (134} jCHR$ (13
4)3"Keys for the GAME."''TAB(11){CHRS
(131);*A = Up." ' 'TAB(11);CHR$ (132
)3"1 = Down."''TAB(L1)jCHRS(133)4
" = Left." 'TAB(11);CHR${130]);">

= Right."'"’

1630 PROCKEY

1640 ENDPROC /
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D.H. IBBOTSON

g Fair PLawy %%
Score L = Shot=s **
THE fairground has come to your hope you enjoy the Fairground organ
micro in the form of Happy Harry’s  music.
shooting gallery. All you have to do is The data on line 460 may be changed
hit the targets with the darts in order to  if the score, or the number of extra darts, T % iR S
win one of Harry's fantastic prizes. (If  is not to your liking. 3 e £ ;
the prizes are not quite up to your The formula is simple, 0 to 9 is added - = = m &
expectations then simply change the to the score, 10 or greater will be added - T
data on line 160.) to the darts, and —2 (use —2 only) will
Hitting a number will increase your force a retreat.
darts. Hitting a face will make all the Likewise characters 224 to 232 can 5
targets retreat. Hitting anything else will  be redefined if you dislike the targets.
increase your score.
Clear all the targets and a new set will
appear in new colours, sometimes
PROCEDURES

making the targets or gun partly

invisible. So try to hit the numbers first, PR OC multi_colour Displays Mode 6 (normally a single colour mode) in
followed by everything except the faces. multi-colour by using *FX19 and then rapidly
Shoot the faces last of all in order to changing the palette in order to display bands of
progress to the next card. colour.

Instructions are contained in the PROCsetup_characters Sets the string array AS( ) to random characters or
program. Only the space bar is strictly targets.

necessary in order to play the game. | PROCcheck (A%) Finds out which target (A%) has been hit and then

pays out accordingly.

-

3 A el

g W

\'I’%

PROCchange Selects fresh colour from the palette.
ARRAYS FNp (AS) PEEKSs the screen more or less as described on page
432 of the User Guide. If a hit is detected removes it
AS()  Targets. : ; 5
C$( ) Colours in the form of strings. frrrlam the appropriate string, then calls PROC-
D$(1) Dart / D$(0) delete dart. EHdngs. ;
| FNs Gets the name of the player for use in
przes( ) All the pises, PROCscore_ladder
R T t fi d b i i
A ngmg:;: A FNT Resets data pointer to line 1180 if the end of the
%0 ) R B RS i drost. music, as indicated by M%=0, has been reached.
s%( ) Old scores for score ladder.
s8( ) Old names for score ladder. : \
[B REM ###¥ Fair play ###s il DATA "a plastic ring","a cardbe
VARIABLES 28 REM (c) The Micro User ard doils house’,"a f1sh in a bag","a
A% Permanently set 165. 30 REK Program bv D.H. ibbotson, coconut,*a rag doll","a olaster duc
a% Permanently set to OSBYTE 49 REM Music bv T.Howes. k","a toy whistle®,"any prize on the
address &FFF4. 50 EHUELEPEI,#,QE," 5;15.15.23,2“ gtall”
AS$ Removes bottom line of targets ,126,0,0,-126,126,126 170 MODES
when they retreat. 68 ENVELOPE2,4,-1,1.0,20,20,8,1268, 188 VOU2Y:8282;8:0:0;
B% X axis position of the gun. 0.0.-126,126,126 190 PRINTTAB(%,2) "Kelcame ta the MI
C% Master counter. : 78 ENVELOPE3,3,0.0.0.0,8.0,121,-18 CRO fair"
g":’:r Darts flag 1 if fired, 0 if not fired. ~5,-2,~120,-120 200 PRINTSPL2"trv vour luck at the
Th'.: guﬂ. BE EH’UELEPE#thﬂmElEqH\HtB|1?&1_41 Ehﬂutlnq ﬁaller'ﬁl" et
H% Height of targets. ol : ; : ;
3,=3,126,100 210 PRINTSFCI1"A prize every time !
1% Jump out of loop flag. ;
=L OB ENVELOPES, iR, 1.-2,1, 10, 18,10,79 1w
J% Counts hits.
L% Level or card. ~10,-8,-5,-30.8 220 FRINTSPCZ2"everyaone wins on Hap
M% Time value for each note. 180 DIMAS(I}.CHI3D. D410 RE(3D.SEET oy Harry's piteh" ™
N% Pitch value for each note. } 230 PRINTSPCI3"S darte per go"'
0% Removes bottom line of targets if i1® REM arrays tor score )adder 240 PRINTSPCI4"PRESS ANY KEY"
set flag. 120 DIMs¥(B!,s$!8):FORAL=ATOB: Y (AL 258 PROCAulti colour:FORa=8TD1200:N
S% Total shots remaining. b=Bis4 (AL} ="Happy Harry ":NEIT EAT
s% Old total shots remaining. 138 REM arrays for prizas 260 PRINTTABO{4,2) "INSTRUCTIONS"
T% Total scored. 148 DMprize$(7) 278 PRINTSPCY"I mave gun to the rig
%  Old total scored. 158 RESTORE:FORa=@T07:REALsrizedial
X% Darts X axis. JNEXT -
Darts Y axis.

<
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280 PRINTSFCY"! move qun to the le
'k

790 PRINTSPCY"SPACE to fire 2 da
o

100 PRINTSPCI4*PRESS ANY KEY"

T PROCaulti caolowr

728 MODES:VDULY. 1. il

TI@ REM detine characters

140 VDU23,224.8,6,140,127,255,208,!1
83,0

150 YDU23,225,0,8,59,223,254,40,6,5
&

140 VDU, 226,28,24,24,128,44,124,2
8,34

178 VU2, 227,0,16,123,222,115,8,8,

B

180 VDU23,228,0,8,.62,107,62,85,83,6
3

199 YDU23,229,0,0,56,32,48,8,36,0

4@ VDU23,230,8,0,0,78,202,74,238,8

410 VDUZ3,231.126,153,153,1082,70,40
yob. 6B

428 VDU23,232,16,56, 56, 10,16,16,58,
i

438 VDU23,233,18,16,14.24,20,68,31,
15

440 REM get up score array

452 RESTORE44@:FORa2=BT07:READS) tat:
NEXT

440 DATA 2,1.3.4.5.10,20,-2

470 FROCsetup characters

488 REM the oun

490 GE=lHi20+" "eCHRE(ZITI" °

=08 REM the darts

510 D$(Q1=" “+CHREIGI+CHRELIRI+" 1

D{1)=08 100 +0HRS (232) +CHRS () +CHRS (18
e

520 As=" ;

530 VDULS,3.10:0;

S40 VDU23;8202:8;0:0:

558 +FX9 100

568 #FY10 102

S70 PRINT"s### Fair Play #+02" '($|
21"Score Shots"

580 REM canstants

598 A%=135:al=kFFF4

408 REN UL VY & 1% temp numbers

{9 REM U$ V$ & [§ temp strings

620 REN initial settings for variab
les

630 Ti=B:t¥=1:50=S:sl=1:L%=0

b40 Bi=9

458 TIME=1:M1=R:N%=D:RESTOREIL1EQ

540 REPEATJ%=24

670 Ch=@:D%=0:HE=16: AX=B: V=4

480 1%=0

450 07=0

782 REM main loop

710 REPEATCY=CL+1AND7:IF TIMED=Nil
@READNY M%: IFFNT SOUNDKIZ,S, (NX-17144
.!EE:EDUHDEIE,I.[HI-EE?*#.ESE:?IHEIﬂ

728 PRINTTAB(BY,IQ)68:VDUSL, XA, YEsP
RINT:FNp(D$(D%) )3 IFORO%=0:PRINTTABI(R,
Hi+h) ; AS:HE=HY-2: [FHL=4H}=6

738 IF (CLANDI)PRINTTAB (D, HL+ (CHANDI
4))C§(CEMOD3+1)A$(CIDIV2IELSEAS (CUDIV
2)=FNmove (RS (CADIV2) ,CLANDS)

748 IFYEOAYE=YE-1: IFYL=0Y=4: D=0

750 1FD%=B1F INKEY-980%=1: XA=BL+1: YL
=29:5%=5Y~1:S0UND%18,-15,5,8

768 IFBYLLIFINKEY-9BB%=B%-1

770 IFBLC161F INKEY-47BY=BY+]

78@ 1Fsush=0:PRINTTAB(17,20C8(1) ;5%
"+ [FSLCLIN=1 ELSEIFtXCTAPRINTTABLS
JZICECE T

799 UNTILI%: IFS%2@FO0RuX=10RTO20RETE
P3:SOUNDL, 1, u%, J:NEXT:LY=LE410d%=24:1
%=0:5%=5:5%=1:PROCsetup characters:P
OCchangetRESTOREL 1 BB:UNTILD

B UNTIL1:1§=prizes(7): IFTNC490LEs
prize$ ({THEIVID@IANDT!

El@ #FX13

B20 FORAL=150TORSTEP-1:S0UNDI, -AUDI
Vid, A%, LNEXT :

§30 MODEA:PRINTTAE(R,2)"Well done y
ou have won"' ' '1$'° " 'PRESS ANY KEY
TO ENTER YOUR NAME"'''""If your score

is high enough,of course":VDU23;8202
H'H'H'H

840 PROCaulti colour:PROCscore 1add
er (TL1:GOTOL70

858 REM end main loop

860 DEFFNmovelAs A%} IFALIS=LEFTHIAS
AV e=RIGHTS (A, 191418 ELSEZ$=RIGHTS(A
§,101=I$4LEFTS (A8, 19)

B78 DEFFNp (A%} 2%=UERa%: IF7L469¢ 332D
=@ IFYLOHE-10=(YE-HY) DIVZ: A (LU%) =LE
ETSIASLUL)  Nh-104"  "+RIGHTS (A% LY},
18-11) 1 ¥=4: s1=1:PROCcheck (5% (74449-]
280 1edh=dd-1: IFJ%=0: 13=1

880 I1FYi=Hisk=1

890 =0$(D%)

988 REM checks on characters nit th
en pays out accordingly

918 DEFPROCcheck (AY) IFA%9SR=5L+RUD
IV2:SOUNDLIL, 1,100, 12: ENDPROC

928 IFA%=-20%=1:50UNDKI1, 2,120, 15:E
NDPROC

3@ Th=THeAY+(3-U%)e1@:S0UNDELL, T, 1
28, 4:ENDPROC

940 DEFPROCsetup characters:FORa=@T
DI:C4ial=CHRE(17)+CHRS () tAS(a)=""1FD
Rz=BT0A:AS1a) =Rk (a)+® "+CHRE (223+RND
(B)) 1A% (a)=LEFTS (A${a) 20} :NEXT, :ENDP
ROC

B

950 REM adds sulti colour to mode &

6540 DEFPROCAulti colour

578 REM do not abreviate or add to
lines 998 &k 1002

980 #FY15

998 REPEAT#FX19

{308 FORAYL=1TOA:VDULT, 1, A%sBy e sNEXT
+UNTILINKEY (@) {>~1:CLS:ENDPROC

1818 REM change colours

1828 DEFPROCchange R%{11=RND(13}:REP
EATRYL(Z)=RNDU15) sRE(31=RNDL1S1:UNTTLR
(1) ORLI2IANDRY (2) C)RE(TIANDRL (11 <3R
1{3)1FORa=1TO3: VOULS, 4, RY () i@ s NEXT:
ENDPROC

1038 REM score ladder

1@4@ DEFPROCscore ladder (5%):#FXL3
1858 VDU4,23;8208258:0;0;: IFSIOSLITIF
RINTTAB(1l,1Ri"Please enter" "SPCL1"Y
our name"' ‘¢IFFNs A%=-1:REPEATAL=A
w41 UNTILSY st (A%) s FORBA=TTOAUSTER =12
sLiBL+1 =t (BY) a8 iBL+] i =a8 (BU)sNEXT:
g (RL)=8X:sdiAdli=]t

D6 Bg="-memmrenmem- :

{878 CLS:VDU23;8202;0:8;@;:PRINTSPLT
"Warry's Hall of HERQES"''SPCI1" Last
Srore=";S%"'"  Scores "+B$+"  Name
" +FORAL=BTO7:PRINTSPCA" "3sh{A%ITAB
(111B$TABI25)" “sf(AX) "tMEXT:PRINTSPC
11"PRESS ANY KEY":#FX13

1080 h'ﬁllli',l.ﬁ;l;:EEFEﬁTUHTiLEET:EHD
PROC

1050 DEFFNs Al=R:l§=""

118@ vou7

{110 (%=BETsIFXi=13=]

1120 IFX%=127ANDAY=BGOTOL 100

1130 IFNZ=12T:A%=A%-1:24=LEFTS (18 X
JELSEIFAL 1200=A%+ 11 I8=T1$+CHREXRELEEV
ou7

1148 PRINTTABCIG,18)" "I8" ":BOTO1ET
d

1150 DEFFNT IFMY=ORESTORE118@:=RELSE
=

1i40 UNTILR

1178 REM nid C=23

1188 DATA 37,6.27,6,35,6,25,8

1190 DATA 34,2,33,2,34,2,37,4,38,2,3
5,2,34,2,33,2,34,4,31,2

1700 DATA 32,2,31,2,32,2,35,4,34,2,2
5,2,38,2,34,2,37,4,38,2

1218 DATA 39,2,38,2,39,2,41,4,41,2,4
1,6,39,4,38,2

1220 DATA 37,8,27,6,35,6,29,6

{738 DATA 34,2,33,2,34,2,37,4,36,2,3
2. 300,012,308

{240 DATA 33.6,41,4,39,1,41,1,42,6,3
4,4,74,2

1250 DATA 34,2,39,2,37,2,35,4,29,2,3
0,5,74,2,35,2,36,2

1260 DATA B,8

"
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Fortress sets the pace for other

Micro Games
Put your skills to the ultimate test and overcome
the impossible with the explosive new game
from Pace. Meet the challenge and make your
mark . . . The fortress awaits you.

Cassette £8.85 inc. VAT
Disc version available. Usable on both 40 and
.£11.95inc. VAT.

| R
Access/Barclaycard orders.
Tel: (0274) 729306

Available direct from Pace or from your
nearest Micro Dealer.

Please send me D ‘Fortress' Cassettes at £8.95 inc VAT
+55p P+P TOTAL £9.50
And/or El 'Fortress’ Discs at £11.95 inc. VAT
+55p P+P. TOTAL £12.50.
Total remittance enclosed
=T B e
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CROWM Green is a vivid simulation of
the game for two players. The program
allows for different weights of bowl, 16
bowling directions and left or right bias.
The wood — the name remains, even
though many bowls are now made of
plastic — even slows down to a halt
realistically.

For those of you who like to play
rough, full allowance is made for
cannoning of woods into one another.

Each player plays two woods
alternately from the footer (a non-slip-
pable mat). The player who bowls the
jack also retains possession of the footer
until his bowl has stopped running.

If the jack comes to rest within less
than 21 yards — strength 150 in ouwr
game — or is bowled directly off the
green, the player loses it to the
opponent.

If it is knocked off the green during an

A

TRUE if a bowl has been hit or 2 if it has gone off the

Determines direction of running bowl and causes it to

Count for running bowl — random factor at line 990 brings

1 if the jack has been knocked off during an end.

Moves current bowl and calls PROCwhbowlA and tests for

Causes the bowl to bend according to the bias (GS).

bowls.

Ensures that each bowl wobbles to a halt instead of

VARIABLES

A%,B% Coordinates of the running bowl.
C% Colour of each bowl.
P%

green.
M %,N% Coordinates of any hit bowl.
H% Number of bowl being bowled.
A% Player.
HIT% TRUE if any bowl has been hit.
$%,T%

curve (bias).
F% TRUE if jack is being bowled.
X%, Y% Position of the footer.
AS$,B%,C% PROCmessage parameters.
D% Direction of bowl pointer arrow.
GS$ Bias selection (finger or thumb peg).
E% Strength factor.
MANX%.,MANY% Position of man at start of delivery.
MANX2MANY2 Position of man at the footer.
L%

an element of chance.
G%

PROCEDURES
PROCbowl
a hit.
PROCover The finish of each end.
PROCbend and
PROCacross
PROCmove Moves only the “hit”
PROCwhbowlA  Tests for a hit on any still bowl.
PROCscores Measures the bowls from the jack.
PROCslow
stopping dead.

A realistic interpretation of the gentle art of playing bowls by ALAN TOPHAM

end, that end is replayed and the same
player retains the jack.

At the completion of each end a
player scores one chalk — point — if his
bowl is nearer the jack and two points if
both are. The fi rst player to 21 points is
the winner.

Before each delivery instructions are
given in the boxes at the top and bottom
of the screen and a hint is given as to
which way the run of the bowl will bend.

The lines drawn between each bowl
and the jack at the finish of each end
represent measuring strings and the
player who wins the end bowls the jack
at the start of the next one.

It is sometimes better to alter the
direction and peg — bias — to avoid
knocking your opponent in or yourself
out.

Q'I} ﬂ T i

..u"l
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10 REM CRONN GREEN BOWLS
20 REM BY ALAN TOPHAM
30 REM THE MICRD USER
40 ON ERROR GOTO2490
50 DIN AYL(S),BY(S),CX(5) ,PYIS) ML(
3 NL(5)
40 PROCinit:MODE]
70 voute,!,4,0,0,0,19,3,2,0,0,0
80 COLOUR1:PRINTTAB{!,1)3CHRS$248:P
RINTTAB(38,30) ;CHR$248: COLOUR2: PRINTT
AB(38,1)jCHR$248: PRINTTAB(1,30) : CHRS2
48
90 PROCscreen:PROCorintscores
100 REPEAT
P10 CEIHY) =A%
120 IF All=2 PROCmessage("BLUE BOWL
T0 PLAY",11,30) ELSE PROCsessage!"YEL
LON BOWL TO PLAY",10,30)

\ljﬂ PROCdirection

140 PROCbias

130 PROCstrengh

160 PROCposean

170 PROChowl

180 IF HX=b THEN PROCaover

190 UNTIL scorelf’=21 OR score?})=?
|

200 PROC*in

210 END

220 DEFPROCinit

230 VDu23,240,3,3,3,1,1,7,15,27,23,
241,192,192,192,128,128,224,224,224,2
3,242,51,99,195,131,3,3.3,3,23, 243,22
4,224,240,216,204,198,195,193,23, 244,
2,2,2,2,2,2,2,2,23, 245,64, &4, b4, 64, b4
164,64,64,23,246,0,56,124,124,124,5,
0,0

o b g letud, 3_‘1':*“?.

\\ ;

»
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From Page 51

740 VDU23,281,192,192,192,128,128,2
24,224,224

250 VDU23,224,15,54,84,146,16,18,18
,16,23,225,124,10,10,17,16,32,32,64,2
3,226,31,3,5,9,17,32,64,128,23,227,8,
&,1,7,25,97,129,0,23,228,8,4,2,235,2,
4,8,0,23,229,0,129,97,25,7,1,6,8,23,2
30,128,64,32,17,9,5,3,31

260 YDU23,231,64,32,32,16,17,10,10,
124,23,232,8,8,0,8,73,42,28,8,23,233,
2,4,4,8,134,80,80,62,23,234,1,2,4,136
J144,180,192,248,23,235,0,129, 134,132
,224,128,96,8,23,236,14,32,64, 235,84,
32,16,0,23,237,68,94,128,224,132,134, 1
29,0

270 VDU23,238,240,192,160,144,136,4
v2,1,23,239,62,80,80,136,8,4,4,2,23,2
47,0,0,24,40,60,24,0,0,23,248,14,48,1
12,240,16,16,14,14

280 HITH=FALSE:I=0:F%=TRUE:H%=1:sco
reld=0:score2t=0:A%=2: XE=450: YL=200

290 ENDPROC

300 DEFPROCscreen

310 MOVE20,20:DRANW1259,20: DRAM1239,
1003: DRAW20,1003: DRAW2D, 20

320 VDU24,75475;1204;948;

330 BCOLO,131:CLG

340 ENDPROC

350 DEFPROCmessage(A$,BY,.CL)

140 VDUA

370 PRINTTAB(BY,CL) A%

380 VDUS

390 ENDPROC

400 DEFPROCdirection

410 #F115,1

420 PROCmessage("SELECT DIRECTION W
ITH (2%4) KEYS", 4,1}

430 BCOLO,0sD%=224

440 MOVEXY,YX:vDU42,11,8,D%

450 REPEAT

440 E=INKEY(500!

470 IF E=B8 THEN D%=D¥+1:IF D¥=240
THEN D¥=224

480 IF E=90 THEN D%=DY-1:1F D%=223
THEN D%=23%

430 YDU127,D%

500 UNTIL E=kOD

510 ENDPROC

520 DEFPROChias

530 GOSUB23S0

sS40 IF DY=227 OR D¥%=228 OR D%=229 P
ROCmessage ("SELECT BIAS (I UP X DOWNI
* 7,1) ELSE IF D¥=235 OR D%=236 OR DX
=237 PROCeessage (*SELECT BIAS (X UP

DOMN)®*,7,1) ELSE PROCmessage!"SELECT

BIAS (I LEFT X RIGHT)",7,1)
K\H‘_ﬁﬁﬂ REPEAT:G$=BET$:UNTIL 64="1" OR

Ei:l I ]

560 BOSURZIS0

570 ENDPROC

580 DEFPROCstrengh

590 PROCmessage!"STRENGTH (MAX 300)
e T

&00 VDUA

510 INPUTTABI(25,1),EX:IF EXX300 THE
N GOSUB2350:PROCstrengh

520 BOSUBZI40

430 BOSUB2350

&40 ENDPROC

630 DEFPROCposman

560 MOVEXX,YX:VDU9,127,11,9,127

§70 RESTORE 710

480 FOR Q=224 TO DX

590 READ MANXY,MANYY,MANX2,MANYZ,SI
W&

700 NEXT

710 DATA-57,-20,-57,40,0,5,-77,-20,
-57.60,2,5,-96,-20,-57,60,4,3,-96,38,
-57,78,5,2,-96,%6,0,94,5,0,-96,108,0,
75,5,-2,-96,120,24,55,4,-5,-38,120,24
o P

720 DATA20,120,24,53,0,-5,40,120,24
.559,-2,-5,72,120,24,55,-4,-5,72,80,24
,48,-5,-2,72,40,0,40,-5,0,72,10,0,30,
-5,2,72,-20,-57,40,-4,5,10,-20,-57, 40
=25

730 MOVEXL+MANXY, Y1 +MANYYL: BOSUBZ360

740 IF D1=224 OR DX%=225 OR D%=226 0
R D1=227 OR D¥=234 OR Di=237 OR DX=23
8 OR D%=239 MOVE 1X+MANX%+40,YE+MANYY
=40 ELSE MOVE XX+MANXX-24,YX+MANYX-48

750 IF FX GCOL3,3:VDU247 ELSE BCOLI
AR VDUZ45

740 TIME=0:REPERT UNTILTIMEXR0

770 IF F¥ VDUB,247 ELSE VDUB,24¢

780 MOVE XL+MANXY,YX+MANYX:BOSUB236
0

790 MOVE XL+MANXZ,YZ+MANY2:B05UB256
]

800 ENDPROC

810 DEFPROChaon]

820 IF Hi=1 THEN BCOL3,3 ELSE BCOL3
AL

830 AXIHE)=XU:BL(HL) =Y

840 MOVE AX(HY),BYL(HY):IF HX=1 VDU2
47 ELSE VDU245

850 Li=0

840 REPEAT

870 Li=Li+1

880 IF LY MOD 50=0 PROChend

8390 PROCaove

900 IF H%=1 THEN GCOL3,3 ELSE GCOL3
LE(HD

910 X1%=A%(HL)+S%:Y1%=BY (HE)+T4

920 MOVE AX(HY) ,BY(HL):IF Hi=1 VDUZ
47 ELSE VDU246

930 MOVE Xi%,Y1%:IF HX=! VDUZ47 ELS
E VDU244

940 ALIHY)=X1%:BLHL) =YX

950 IF AN(HY)I<0 OR AX(HY) >1165 OR
BY (HYL) »940 OR BY(HL){110 THEN SOUNDO,
-15,6,1: MOVEAY (HL) B (HY) : BOSUB2370:F
L{HR)=2:L%=EL

950 IF L%<&0 THEN99(

970 PROCwhbowlf:IF HITZ SOUNDO,-12,
31

980 FROCmove

990 IF RND(4)=2 Li=LU+2

1000 IF LLMEY%-50) THEN PROCslow

1010 UNTIL L¥>=E%

1020 IF P%(1)=2 THEN PROCjackoff:END
PROC

1030 Hi=Hi+!

1040 REPEAT

1050 HITE=FALSE

1040 FOR F=1 T0 §

1070 IF PLIF)=2 THEN 1090

1080 P%{F}=FALSE

1090 NEXT

1100 PROCwhbowlA:PROCAove

1110 IF PY(1)=2 6%=1:PROCjackoff:HIT
1=FALSE

1120 UNTIL HITY%=FALSE

1130 IF FY=TRUE AND EX{150 THEN PROC
aessage ("FAILED TO SET A MARK (minimum

1500",4,1):50UNDL,-15,8,3: T=TIME: REP
EAT UNTIL TIME-T»200:CLE:FL=TRUE:HX=1
+GOTOL160

1140 MOVEXY+MANY2, YY+MANY2:605UBZI40

1150 IF FY=TRUE THEN Fi=FALSE:ENDPRO
L

1150 PROCchplayer

1170 ENDPROC

1180 DEFPROCover

1190 MOVEXY-120,Y%:GOSUBZ360:PROCChD
Layer:MOVEXZ+B0, Y2+20: BOSUB2360

1200 PROCmessage{"MERSURING NOW®,12,
1}

1210 Yi=AY% 1 s Yh=BL{L):IF Xi{200 THE
N f%=200 ELSE IF XX)1030 Xi=1030

1220 1F Y%4200 Y¥=200 ELSE IF Y¥)B0O

¥i=800

1230 PROCscores

1240 PROCprintscores

1250 FOR T=1 TO 3000:NEXT

1260 BOSUB2T50

1270 IF scoreif>=21 OR score2i’=dl T
HEN ENDPROC

1280 PROCmessage!("PRESS SPACE BAR",!
2,30

1290 FOR T=1 TO S:PLIT)=0:NEXT

1300 B=BET:IF B<>32 THEN 1300

1310 CLB:HYI=1:FL=TRUE

1320 ENDPROC

1330 DEFPROChbend

et e ] P S
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ELS

OR
{00,
HY

: END

tHIT

PROC
| fum
1 REF
Hi=1

2340
JPRO

Cehp

THE

800

AT

"1

1340 IF D%=227 OR D¥=228 OR D%=229 0
R D%=235 OR DX=2346 OR 0%=237 PROCacro
s5:ENDFROC

1330 IF TEM TE=TI-1:1F Th(=1 T¢=1 E
LSE IF TY(-1 Ti=TY+1:1F Tid==] Ti=-|

1360 IF G$="1" 5%=5Y-1

1370 IF G$=")" 5%=5%+]

1380 ENDPROC

1390 DEFPROCacross

1400 IF Ti»=4 Ti=4 ELSE IF Ti(=-4 T
=-4

1410 IF 5% SX=5%-1:IF 5%{=] BY=1 E
LSE IF SY%(-1 SL=S¥+1:IF S¥)=={ 8Y=-|

1420 IF D%=235 OR D%=234 OR DX=237 T
HEN 1440

1430 IF B#="1" Ti=TL+1:G8¥=5%+]

1440 IF G#="X" TX=Ti-1:5%=5%+1

1450 ENDPROC

1460 IF G$="1" TU=Ti-1:5%=5%-1

1470 IF G$="X" TA=Ti+1:5%=51-1

1480 ENDPROC

1490 DEFPROCaove

1500 FOR Wi=1 TO HX-1

1510 IF PY(WY}=2 OR PL(WL)=FALSE THE
N 1590 ;

1320 IF WX=1 THEN BCOL3,3 ELSE BCOL3
LLINL)

1530 X1L=RL WL +MEONY) e Y1X=BY (NT) +NY
(WY}

1340 MOVE X1¥,Y1%:IF Wi=1 VDU247 ELS
E VDU244

1550 MOVE AL(WX) BY(NY}:IF WX=1 VDUZ
47 ELSE VDU244

1560 AX(WX)=X1%:BLINX)=Y1Y

1570 L¥=L¥+1

1380 IF AX(NX)C90 OR AY(NZ))1145 OR
BL(WX)>940 OR BY(WY)<110 THEN SOUNDO,
=154, 1:MOVEAZ (W) ,B% (M%) : G0SUB2370:P
LINZ)=2: 1F WX=1 LY=EY:G¥=1

1590 NEXT

1600 ENDPROC

1610 DEFPROCscores

1620 FOR ¥=2 10 §

1630 IF PL(Y)=2 THEN 1820

1640 A=)

1650 X1=A%(Y):Yi=BYh(Y)

1640 REPEAT

1670 IF XICAXZ(1) THEMN X1=X1+#1 ELSE 1}
1=X1-1

1680 IF Y1<BX(1) THEN Yi=Y1+{ ELSE Y
1=Y1-1

1690 A=A+1

1700 UNTIL X1=A%(1) OR Yi=B%(1)

1710 ML(Y)=A#d

1720 f=0

1730 REPEAT
1740 IF X1CAX(L) THEN Xi=Xi+1

1730 IF XIMAL(L) THEN Xi=X1-1
1760 IF Y1<BYX{1} THEN Yi=Y1+1

1770 IF Y1>B%(1) THEN Yi=Y(-i

1780 A=A+l

1790 UNTIL Xi=A%(1) AND Yi=B%(1)

1800 NY(Y)=R#3

1810 MOVEAL(1)+12,B%(1)-12:6C0L3,CX(
Y):DRAWAYL (Y) +12,BY1Y)-12

1820 NEXT

IB30 FOR Y=2 70 S:IF P%(Y)=2 THEN 18
&0

1840 MOVEAX(1)#12,BYA(1)-12:6C0L3,CL(
Y1 :DRANAY (Y)+12,BY(Y}=12

1850 FOR T=1 TO 1000:NEXT

1940 NEXT

1870 FOR Y=2 TO S:IF P%(Y1=2 THEN P
(Y1=5000:MX(Y)=Y:NEXT ELSE PY{Y)=(MY{
Y)4NELY) e ML(Y) =Y NEXT

1860 FOR X=1 T0 3

1890 FOR ¥Y=2 10 4

1900 IF PX(Y)IPL(Y+1) THEN PYL(1)=PL(
YisPROYI=PLIY+1) s PLCY#1)=PY(1) sME(L)=
MELY) eMEIY)=ME (Y+1) s MU {Y+1)=N2 (1)
1910 NEXT

1920 NEXT

1930 IF PX(2)=5000 THEN ENDPROC

1940 IF CL(MY(2))=2 THEN PROCblwin E
LSE PROCylwin

1950 ENDPROC

1960 DEFPROCprintscores

1970 FOR A=B0 TO 120 STEP 10:SOUNDI,
"“.ﬁ-i:HEIT

1980 VDU4

199¢ COLOURI:PRINTTAB(3,30) ;scorelil:
COLOURZ: PRINTTAB(35,30) 1score2l

2000 vDUs

2010 ENDPROC

2020 DEFPROCjackoff

2030 PROCmessage(® JACK OFF THE GR
EEN ",7,1) :S0UNDL,-15,1,3: T=TIME: REPE
AT UNTIL TIME-T)200

2040 FOR T=1 TO S:PYL(T)=FALSE:NEXT
2050 Hi¥=1:CLG:FY=TRUE

2060 IF B%=1 AX=CX(2) ELSE PROCchpla
yer

2070 BE=0

2080 ENDPROC

2090 DEFPROCwhbowl A

2100 HITZ=FALSE

2110 FOR @%=1 TO H%-1

2120 IF PY(@Y)=2 OR PX(Q%)=TRUE THEM
2210

2130 IFPOINT(AZ(QX)-4,BL(ONI+TI3 T
HEN N%(D%)=2:N%(QY)=-3:PX(0)=TRUE:HI
T%=TRUE

2140 IFPOINT(AZ(BL)+12,BL(0Y)+8)C33
THEN MX(Q%)=0:NX(Q¥}=-3:P%(0X)=TRUE: H
ITi=TRUE

2150 IFPOINT(AX(QX)+28,BY(BY)+3)(}3
THEN NL(R%)=-2:NX(BY)=-3:P%(B%) =TRUE;
HITY=TRUE

X

2140 IFPDINT(ALIDL) =4, BLIENI-12)¢)3
THEN MZ(QX)=3:N%(Q%)=0:P%(@%)=TRUE:HI
T%=TRUE

2170 IFPOINT(AZ(DY)}+30,BT(DY)-12)¢>3

THEN MX(QY)=-J:NT (0% =0:PY(Q%) =TRUE:
HITX=TRUE

2180 TFPOINT(AX(RY)+28,B% (%) -28)1¢33

THEN MYL(Q¥)=-2:NY(0%)=3:PY (DY) =TRUE:
HITX=TRUE

2190 IFPOINT(AX(BY)+12,BY(0%)-30)4>7

THEN MR (QX)=0:sN¥(0Y)=3:PL(GY)=TRUE:H
ITY=TRUE

2200 IFPOINT(AX(QY)-4,BX(DX)-2B)¢}3
THEN NY(Q%)=2:N%(0Y)=3:PY(0L)=TRUE:HI
T%=TRUE

2210 NEXT

2220 ENDPROC

2230 DEFPROCbIwin

2240 IF CXL(NX{2))=CY(ML(3)) THEN PRO
Caessage("TW0 TO BLUE",14,30):scorell
=scorell+2 ELSE PROCwessage("ONE TO B
LUE",14,30) :scoreli=scorell+!

2250 A3=2

2260 ENDPROC

2270 DEFPROCylwin

2280 IF CL(M%(2))=CX{N%(I)} THEN PRO
Caessage("TNO TO YELLON",12,30):score
2i=score2l+2 ELSE PROCaessage("ONE TO

YELLOW®,12,30):score2%=score2i+!

2290 Ax=l

2300 ENDPROC

2310 DEFPROCchplayer

2320 IF AX=2 THEN A%=1:ENDPROC

2330 IF AY=1 THEN AY=2:ENDPROC

2340 VDU4:PRINTTAB(3,30)35PC(34) : VDU
J:RETURN

2350 VDU4:PRINTTAB(3,1)3SPCI34) :VDUS
:RETURN

2360 VDU1B,3,3,240,241,10,8,8,18,1,4
%,242,243,18,3,3,10,8,8,244, 245: RETUR
N

2370 IF Wi=1 OR HX=L THEN VDU247:RET
URN ELSE VDU244:RETURN

2380 DEFPROCfin

2390 VDU4,22,7

2400 VDU23;8202;0;050:

2410 IF scorel¥}scare2y PRINTTAB(7,1
2)3"BLUE WINS 21 chalks to ";score2)

ELSE PRINTTAB(7,12); "YELLOW WINS 2t

chalks to ";scorefl

2420 TIME=0:REPEAT UNTIL TIME}300
2430 PRINTTAB(4,20) CHR$135; "PRESS AN
Y KEY TO PLAY AGAIN®
2440 B=BET:RUN

2450 DEFPROCs]ow

2460 IF SXC0 5%=-1 ELSE §¥=i

2470 IF TCO Ti=-1 ELSE Ti=I

2480 ENDPROC

2490 REPORT:PRINTERR:PRINTERL A,H)
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card

the tahle

By STUART MENEFY (

_—

PROC_DEFINE

PROC_INIT
PROC_SCREEN
PROC_GO
PROC_SHUFFLE
PROC_SOUND

PROC_DELETE

PROC_HUMAN

PROC_POSSIBLE

PROC_DETAILS

PROC_PLAY

PROC_FLIP

PROC_ADVICE

PROC_SWAP

FN_DEAL

FN_INPUT

FN_COMPUTER

\3

PROC_COMMENT

PROC_COMPUTER

PROC_DIS_HAND

PROC_INSTRUCTIONS

PROCEDURES

Defines characters, envelopes,
sets up DIMs and major
variables.

Sets up variables for each new
game.

Displays screen.

Decides who starts.

Sets up and shuffles the pack.
Makes a bleep, when an input is
not valid.

Removes last character from
input string.

Displays a centralised comment
for required period of time.
Accepts and validates the
humans entry, and performs the
required function, if possible.
Finds out if a card may be
played from the current hand.
Calculates the representation,
value and suit of a card.
Plays a card if possible from the
micro’s hand.

Plays a card, and removes it
from the hand.

Attempts to make the sound of
a card being put down!
Displays the human’s hand.
Tells the human which card to
play, using the micro’s criteria.
If possible, swaps the human’s
and micro’s hands.

Displays brief instructions, and
asks for the human’s name, the
time for which messages are
displayed, and if hands can be
swapped.

FUNCTIONS

Moves a card from the top of the pack
to one of the hands.

Asks the human for his/her instruc-
tion.

Returns the position of the *best’ card
to play.

FN_YES_NO

CARDS$(13)
C%(B)

CARDS

CARD%
DELAY%
end%o
G%I(8)
GO%
GO_POS%

GO$
HAND%(1)

Displays which player won, makes an
appropriate sound, and asks if the
human would like another go.

Only returns TRUE if “Y” pressed,
FALSE if “N™ pressed.

VARIABLES

Contains the representation of each
card.

The last card played in each section
(see below).

A representation of a card, including
colour control characters, as deter-
mined in PROC_DETAILS.

The cards face value, from 1 to 13, as
determined in PROC_DETAILS.
Delay while messages are displayed, in
centiseconds.

Whether the game has finished or not.
In which section the most cards can be
played, used to determine the micro’s
£0.

The current player (see below).

The position in the current hand of the
best card to play

Command entered by human.
Position in memory where each hand
starts.

HAND_LEN%(1) Length of each hand.

NAMES
NUM_GO0%
PH%(8)

PACK%
PACK_LEN%
P1% & P2%
PH%
SCORE0% &
SCORE1%
SNUM%
SUIT%

VLU%

Human’'s name.

Number of cards that can be played.
Position in the hand of each card that
can be played.

Position of the start of the pack in
memaory.

Number of cards in the pack.

Used in shuffling the pack.

Position in the human’s hand of the
card he/she wants to play.

Number of games won by the human,
and micro.

Number of times the human may swap
hands with the micro.

Suit number, from 1 to 4, as determined
in PROC_DETAILS.

Card’s internal value, as determined in
PROC_DETAILS.
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SEVENS is a traditional card game,
depending partly upon luck and partly
upon the skill of the players.

The game is played with a normal
pack of playing cards, the object being
to lay down all your cards before your
opponent.

However cards may only be laid
down in order, starting from seven,
going up to king, and down to ace, and
may only be laid down with other cards
of the same suit.

Each player starts with seven cards,
dealt from the pack, and puts down a
card in turn. If he or she is unable to go,
then a card must be picked up from the
pack, and added to the hand.

In this way, four piles of cards
develop, in order, and the winner is the
player who is able to put down his or her
final card.

In this version you play against the
micro, who cannot “see” your hand,
although it is displayed on the screen.

The player can also swap hands with
the micro a limited number of times — as
set by SNUM% — and can also give
advice on which card to play.

The logic behind deciding which card
to play is simple, as can be seen in
FN_COMPUTER, and is used by the
micro for its own goes, and also to give
advice.

Having first checked to see how
many cards can possibly be played
(PROC_POSSIBLE), the micro returns
a—1 if no card can be played. If only one
card may be played then its position is
returned, otherwise the remaining logic
comes into play.

This first checks to see how many
cards are held in the hand in each
‘section’. There are eight sections, two
for each suit, which extend from seven
(which is included in both sections),
either up or down.

ach

tion

ter-

yed.
that

~

In the arrays and scoring, the human
is player 0, and the micro is player 1.

Also, the word *section” in arrays
CY%I(8) and G9%(8), section 1 (or element
1) is from seven hearts, to the king
hearts, 2 is from the ace hearts to the
seven hearts, and similarly 3 and 4 are
clubs, 5 and 6 diamonds, and 7 and 8
spades.

The section that has the greatest
number of cards in, and has a card that
can be played, is used, and that card’s
position in the hand is returned.

This gives the player one advantage,
in that the micro does not understand
*blocking’. This is when you hold a card
for as long as possible, to prevent the
micro being able to lay down his own
cards, which come after it.

For example, if it is thought that the
micro holds the jack, queen and king,
then by delaying putting down the ten,
yvou stand a greater chance of winning.

i 10 REN  SEVENS

20 REM by 5.1.Menefy
30 REM for 32K BBC
40 REM (c) Micro User
50 MODE7
40 PROC_DEFINE
70 PROC_INSTRUCTIONS
80 PROC_INIT
90 MODE !
100 PROC_SCREEN
110 PROC_BD
120 PROC_SHUFFLE
130 REPEAT
140 IF BO% PROC_COMPUTER ELSE PROC_
HUMAN '

150 UNTIL HAND LENX(0)=-1 OR HAND L
ENi{i}=-1 OR endi

160 IF NOT(endX) THEN IF FN_END THE
N 80

170 MODE 7

180 #FX4

190 END

200 DEF PROC_DEFINE

210 VDU 23,224,54,127,127,127,62,28
8,0 _

220 VDU 23,225,8,28,62,127,127,28,5
2,0

230 VDU 23,226,8,28,62,127,42,28,8,
0

240 VDU 23,227,28,28,107,127,107,8,
28,0

230 vou 23,228,0,0,0,0,0,96,96,0

260 ENVELOPE 1,1,2,0,0,40,0,0,127,0
y0,-127,126,126

270 ENVELOPE 2,3,0,0,0,0,0,0,121,~1
3,0,-10,120,120

280 ENVELOPE 3,0,-2,0,0,100,0,0,1,0
0,-1,1,0

290 ON ERROR REPORT:PRINT® at line
"+ERL:END

300 SCOREO%=0: SCORE1%=0
b

310 DIM HANDX(1) ,HAND LENZ(1) ,CARDS
(13),C¥(B) % (B}, PHY (B) : PACKL=k500

320 HANDY (0)=PACKY+52: HANDY (1) =PACK
14104 :

330 FOR A%=1 TO 13:READ CARDS(AL):N
EXT AY

340 ENDPROC

350 DATA ACE,2,3,4,5,4,7,8,9,10,J4C
K, QUEEN,KINB

360 DEF PROC_INIT

370 ON ERROR IF ERR=17 THEN 130 ELS
E REPORT:PRINT" at line ";ERL:END

380 endi=FALSE

390 SNUNL=2

400 PACK_LENX=51:HAND_LENY(0)=-1tHA
ND_LENX(1)=-1

410 ENDPROC

420 DEF PROC_GCREEN

430 VDU 19,2,2;0;

440 VDU 23,0,10,32,05050;24,0;33649
T3 944518,0,130,16,26

450 PRINT"Games to "NAMES" ";SCORED
1

460 PRINT"Games to computer ";SCORE
1%

470 RESTORE 520

480 FORAL=1 TO 4

490 RERD YX

500 MOVE O0,YL:DRAW 976,Y%

910 NEXT

920 DATA B880,432,336,208

530 MOVE 0,944:DRAN 1280,944

540 MOVE 976,1024:DRAN 974,0

550 FOR AX=0 TD 3:MOVE A%#224+80,94
4:DRAN AX#224+80 ,432:NEXT A2

960 VDU 3

570 FOR A%=1 TO 13

580 MOVE 1&+(16% (LEN(CARDS (AZ))=2))

L
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From Page 55

JALEI2+A40

590 PRINT LEFTS(CARDS (AL),1-(LENICA
RD$(AL) )=2))

500 NEXT AL

610 FOR AZ=1 TD &

520 MOVE A%#224-48,928

430 BCOLO,AY MOD 2

640 PRINT CHRS$ (AX+223)

650 NEXT AX

640 6COL 0,3

670 MOVE 984,1000

B0 PRINT"Your hand"

90 VDU 4

700 PRINT TAB(0,22) "Nusber left in
pack 52°

710 PRINT*Nuaber in computers hand
TI

720 1F S% PRINT"Nusber of swaps lef
¢ 2% ELSE PRINT"You cannot swap hands

730 PRINT'TAB(13)"KEYS"

740 PRINTTAB(2,27) "Cannot go"

750 PRINT* End game"

750 PRINT* Advice on what to do®

770 IF S% PRINT® Swap hands with t
he cosputer®

780 PRINT"or nuaber of the required
card";

790 COLOUR 1

BOO PRINTTAB(0,27)*C"'"E"""A" 'CHRS(
-83#81)

810 COLOUR 3

820 COLOUR 130

830 ENDPROC

840 DEF PROC_BO

850 IF SCOREOY=SCORE1% BOX=RND(2)-1
ELSE IF SCOREO%(SCORE1X 60%=0 ELSE B
0¥=1

B&0 IF GO% PRINT TAB(10,19)°1 go fi
rst* ELSE PRINT TAB(8,19)"You go firs
ti

870 ENDPROC

880 DEF PROC_SHUFFLE

890 SOUND 0,-13,3,60

900 SOUND 1,3,255,40

910 A=l

§20 FOR B%=0 TO 51

930 IF A% MOD 20=14 A%=AL+]

940 PACKY7BY=AL

950 AX=Ak+!

960 NEXT B

970 FOR A%=1 TO SO+RND(50)

980 P1%=RND(52) +PACKL-1:P2%=RND(52)
+PACKX-1

990 Ti=7Pi1

1000 7P1X=7P2%

1010 7P2%=T%

1020 NEXT AL

1030 FOR A%=0 TO &

1040 FOR BY=0 T0 1

1050 CX=FN_DEAL (B%)

1060 NEXT BL

1070 NEXT A%

1080 PRINT TAB(0,20)8PC(30)

1090 PROC_DIS_HAND

1100 ENDPROC

1110 DEF FN_DEAL(CZ)

1120 IF PACK_LENt=-1 =FALSE

1130 L1=-1

1140 REPEAT

1150 L¥=L1+1

1160 UNTIL HANDZ(CX)?LX)PACKZ?PACK L
ENZ OR LX)HAND_LENZ(CY)

1170 FOR KX=HANDY (C1) +HAND_LENZ(CZ)
T0 HANDZICY)+LY STEP-1:7(KL+1)=2KN:NE
T

{180 HAND_LENZ (C1)=HAND_LENA (C1) 41

1190 HANDY (C3)7L1=PACKY?PACK LENY

1200 PACK_LEN%=PACK_LENZ=1

1210 COLOUR 128

1220 PRINT TAB(20,22)PACK_LENZ+1;"

1230 COLOUR 130

1240 PROC_FLIP

1250 =TRUE

1260 DEF FN_INPUT

1270 #FX15

1280 COLOUR 3

1290 vDU 23,0,10,96,050;0;

1300 INPUTTAB(0,1%)"Please enter you
r go*SPC10)TAB(21,19)input$

1310 VDU 23,0,10,32,050;0;

1320 IF VAL(input$) YHAND_LENZ(0)+1 P
ROC_SOUND:PROC_COMMENT (*You don't hav
e "+input$+* cards®,FALSE):B0TO 1270

1330 IF input$="" PROC_SOUND:8OTO 12
70

1340 =input$

1350 DEF PROC_SOUND

1340 SOUND 1,-15,101,2

1370 ENDPROC

1380 DEF PROC_DELETE

1390 IF input$=""ENDPROC

1400 input$=LEFTS (input$,LEN(input$)
=1

1410 VDU 127

1420 ENDPROC

1430 DEF PROC_COMMENT (COMMENTS$,COLY)

1440 PRINT TAB((30-(LEN(COMMENTS)+CO
L%#5))/2,20) CONMENTS;

1450 AX=INKEY (DELAYX)

1440 PRINT TAB(0,20)5PC(30)

1470 ENDPROC

1480 DEF PROC_HUMAN

1490 PROC_POSSIBLE

1500 BO$=FN_INPUT

1510 IF LEFT$(80$,1)<>"C" THEN 1390

{520 IF NUM_G0%>0 PROC_COMMENT(*You

can go*,FALSE) :60T0 1300

1530 B1=FN_DEAL (0}

1540 PROC_DETAILS(LX,0)

{550 IF BY% PROC_COMMENT ("You picked
up “+CARD$,TRUE) ELSE PROC_COMMENT(*T
he pack is empty",FALSE}

1560 PROC_D1S_HAND

1570 601=1

1580 ENDPROC

1590 IF LEFT$(60$,1)="A" AND NUM_BOX
»0 PROC_ADVICE:80TO 1300

1600 IF LEFT$(B0$,1)="R" THEN 1630

{610 IF LEFT$(80$,1)="8" PROC_SWAP:B
010 1490

1620 IF LEFT$(B0$,1)="E" endX=TRUE:E
NDPROC

1630 PHI=VAL(60%)-1

1440 IF PHY=-1 PROC_SOUND:PROC_COMME
NT(*Pardon?" ,FALSE}:B0TO1500

1450 IF NUM_B0%=0 PROC_COMMENT("You
can’t go",FALSE}:60TD 1530

1660 PROC_DETAILS(PHY,0)

1670 FOR A%=1 TO NUM_BDL

1680 IF PHY=PHX(A%) THEN A%=9

1690 NEXT AL

{700 IF AZ{9 PROC_COMMENT (“You canno
t play that card",FALSE):60TO 1300

1710 PROC_PLAY (PHY)

1720 PROC_DIS_HAND

1730 B0%=1

1740 ENDPROC

1750 DEF PROC_PDSSIBLE

1760 NUM_BOX=0

1770 FOR A%=0 TO HAND_LEN(BOZ)

1780 PROC_DETAILS (AX,80%)

1790 IF CL((SUITL#2)+(CARDLYE))=VLUL
-1 AND CARDLY: THEN NUM_BOX=NUM_BOY+1
«PHY (NUN_G0%)=A2

{800 IF CX((SUITL#2)+(CARDZ>6) ) =WLUY
+1 AND CARD%{=b THEN NUM_BOX=NUM_BO¥+
1:PHY (NUN_BO%) =A2

1810 IF CARDX=7 THEN NUM_BO%=NUN_B0T
+1:PHY (NUN_BOY)=A2

1820 NEXT A%

1830 ENDPROC

1840 DEF PROC_DETAILS (posi,D%)

1850 VLUZ=HANDX(DX)7posk

1860 SUITY=(VLUX DIV 20)+1

1870 CARDY=VLUZ MOD 20

1BBO CARD$=CHR$ 17+CHRS (SUITX MOD 2)
+CHRS 18+CHRS O+CHRS (SULTZ MOD 2)+CAR
D$ (CARDY) +CHRS$ (223+8U1TX)

1890 ENDPROC

1900 DEF FN_COMPUTER

1910 PROC_POSSIBLE

1920 IF NUM_BO%=1 =PHX(1)

1930 IF NUM_BO%=0 =-1

{940 FOR A%=1 TD B:BX%(A%)=0:NEXT AL

——
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The company which brought you the first self-build Arcade game and the first Adventure
with sound, just had to be the one to give you the very first QUEST for the Beeb!

Sinords and Sorcery
t. ﬂ a new expetience... b

QUEST pmﬁrams originated on the American mainframe computers, and were converted (o micros, though requiring so much
memory could only be made to work on expanded Apple micros and the like. Now, Kansas have cr: a full feature
Quest into 32K, giving every BBC Micro owner the opportunity to play and experience these unique games. £

So what is a Quest? Think of an Adventure, then think of very much more. A Quest is operated similar to an Adventure,
but no longer are you alone, starting with three helpers. As you progress you will encounter many other characters, but
unlike an ﬁdw—mtur:ngmgam were all characters are passive, these can be either hostile, friendly or indifferent. If hostile
you have to fight, and quickly; if friendly they may join your team bringing more strength, magical ability and carrying
capability; if indifferent you could perhaps try a bribe (but beware if you offer too little) or you could sell an object and
raise yourself more cash as well as lessening your load. iR .. -

But most of the effort is your own, with treasure, money, magic and strength all having a bearing on your progress. At
times it will pay to be vicious and abandon your friends as they become weaker, or even go in fighting before characters
show their true colours, the element of surprise using less strength.

i DT

As can be expected in Swords and Sorcery there is a story: Tedtiliiiiie -  —

™ Once upon a time in a far away land called Iriuma a ma ical Princess cast a spell of banishment on the wicked
Sorcerer Brogfelt, However, just before the spell took el‘ﬁ:ct. Brogfelt threw his arms into the shape of changing and
cast a return spell, changing princess Illear into a diamond, Taking the diamond with him, Brogfelt took sanctuary in
the Dungeons of Terror amongst the various monsters and demi-humans. Here he split the diamond into four parts and
changed each part into a different crystal. Brogfelt then hid each crystal in the dungeons never to be found again.
When the king heard of this he summoned all his faithful Knights to him and offered alf his lands for the four crystals. —j

Sadly they all perished in the Dungeons of Terror attempting it. Now the king has offered anyone his other daughter’s

hand together with half his lands. Hearing this, you set off to the king’s palace to offer your services. The king 1s

astounded but nevertheless offers you a party of three prisoners from ﬁis jail, promising them a full pardon if they will ~=

go and aid you. As you leave the king stops you and thrusts a scrap of paper into your hand explaining that it contains
| the location of each part of the crystal from the entrance of the dungeons. It was written very shakily and stained

_in blood, The king says: *+Let me introduce you to the three prisoners that [ have volunteered to go along with you...”

ﬁlq chaxa?:?érs you meet iné}pde'a Troll,?}r:-,-"[hief , Dwarf, G@iﬁliﬂ, Mﬁnﬁn,?‘u’ﬁchﬁ&?gnm, Mad Monk and of course
the wicked wizard himself, all in fact you would expect in a magical Swords and Sorcery...

All the objects have a use, but be careful, for ickinF the Dragons Tooth could be fatal; though if you find the Stalf of
Healing try and get it; an Idol of a forgotten should be left well alone: the Ring may help you; the Magic Axe certainly
will; the Old Book will give some clues; tub the Glass Ball; used properly the Magic Carpet will get you out of trouble;
the Rolled Scroll too is useful; but not s the Fools Gold; be careful with the Bottle of Liquid; but drink the Magic Potion;
treat the Golden Orb with care; but of course the Sword is the greatest help of all. And so it goes on, and on and on...

Unlike an Adventure game, were once you have solved the plot, and it is all finished for good, Swords and Sorcery
generates an entirely different scenerio every time, even though totally logical! But if you really intend to see a game
right through to the end, the game saving facility allows you to do this, playing the same scenerio, time after time, to
ite end. It is so different from an Adventure, that it actually has nine—yes nine— levels of play, with the ninth having
so many locations and of such complexity, that we would be amazed if anybody ever solved 1t!

- e R— - | e e— i -
“If you are an Adventure addict, this will really spoil you! If you do not care for Adventures the activity in this unique
game will suit you as well. It is one of those you just will not be able to leave alone...

-

-%

Though there are many Adventure games using the word Quest in their title, these are not Quests in this, the true
sense ol the word, but are just ordinary Adventures.

FEATURES a Map routine showing exactly where you are and where you have explored.
FEATURES colour denoting the different aspects of the game.

FEATURES sound on or sound off facility.

FEATURES entirely different scenerio for every game and all totally logical

f, FEATURES nine levels of difficuly from fairly easy to impossible.

FEATURES game saving routine to be able to replay the same scenerio.

e T

Only available from Kansas at £10.35 Vat and post paid.

Our normal retum first class post service applies, with
same day postage if ordered on Access or Barclaycard.

This program carries our famed lifetime guarantee.
Available on cassette only for BBC model B.

Kansas City Systems, Unit 3, Sutton Springs Wood, Chesterfield, S44 5XF.
Tel. 0246 850357
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From Page 56

1950 FOR A%=0 TO HAND_LENI(B0%)

1940 PROC_DETAILS(AX,B0%)

1970 8% (SUITY#2)+(CARDL)S) )=B% ((BUI
TX#2) + (CARDY Y6) ) #1

1980 NEXT AY

1990 MAXX=0

2000 FOR A%=1 TD NUM_BOZ

2010 IF BX(AX)XMAXX MAXY=5% (AX)

2020 NEXT A%

2030 FOR A%=1 TD HUM_BOZ

2040 PHYL=PHL(AL)1PROC_DETAILS (PHX,B0
1)

2050 IF (SUIT%#2)+(CARDL)&)=NAXY OR
(CARDZ=7 AND (BUITYX#2)=MAXY)AY=9
2060 NEXT AL

2070 =PHX

2080 DEF PROC_COMPUTER

2090 PRINT TAB(0,19)8PC(30)

2100 BO_POSY=FN_COMPUTER

2110 COLOUR 3

2120 IF GO_POSX=-1 PRINT TAB(B,19)"I
could not go";:6%=FN_DEAL(1):B0TO 21
b0

2130 PROC_DETAILS(BOD_POSZ,1)

2140 PRINT TAB(13-(LEN(CARD$)/2),19)
*I played ";CARDS$;

2150 PROC_PLAY (60_POSX)

2160 COLOUR 128:COLOUR 3

2170 PRINT TAB{(23,23) ;HAND_LENZ(1)+1
;l L]

2180 COLDUR 130

2190 AX=INKEY (DELAYY)

2200 B0Y=0

2210 ENDPROC

2220 DEF FN_END

2230 COLOUR 3

2240 1F HAND_LENT(0)=-1 PRINT TAB(31
JISPC(9)3TABIO,19)*  Congratulation
8, you win":5COREOX=SCOREOX+1:S0UND 1
,1,100,35:60T0 2350

2230 PRINT TAB(0,19)5PC(8) "Bad luck
I won"SPC(B):SCORE1Y=SCORELY+1

2260 FOR BX=8 TO O STEP -8

2270 RESTORE 2420

2280 FOR AX%=1 TD 5

2290 READ NY,DX

2300 IF AX=3 AND BX=0 D1=30

2310 SOUND %101,2,NX+BY,DY

2320 SOUND &102,2,NX+BX+4B,DX

2330 SOUND 1,0,0,2

2340 MEXT AX:NEXT BY

2350 COLOUR 128

2350 PRINT TAB(10+LEN(NAMES$),0)3SCOR
E0L

2370 PRINT TAB(18,1);SCORE1%

2380 FOR AX=] TO B:CX(AX)=0sNEXT AY
2390 COLOUR 130

\ 2400 PRINT TAB(0,20)"Do you want to

play again(Y/N)"

2410 =FN_YES_ND

2420 DATA 4,10,4,10,12,15,4,5,0,20
2430 DEF PROC_PLAY(PLAY_POSX)

2440 PROC_DETAILS (PLAY_POSY,G0%)
2430 VDU 5

2450 WOVE ((SUTTA-1)#224)+ ({256~ (LEN
(CARDS$) #32) /2] ) +16,440+ (CARDL232) 1 PRI
NTCARD$

2470 VDU 4

2480 CX{(SUITX#2)+(CARDL6))=VLUY
2490 IF CARDR=7 CL{SUITR#2)=VLUX
2500 FOR AX=HANDY {BOR)+PLAY_POST TO
HANDX (BOX) +HAND _LEN% (B0%}-1

2510 ?AL=ARU

2520 NEXT

2530 HAND_LENX (60%)=HAND_LENZ (G0X)-1
2540 PROC_FLIP

2530 ENDPROC

2360 DEF PROC_FLIP

2570 REPEAT UNTIL ADVAL(=5)=13

2380 SOUND 0,-12,35,0

2590 SOUND 0,-13,4,0

2500 SOUND 0,0,0,86

2610 ENDPROC

2620 DEF PROC_DIS_HAND

2630 VDU 24,980;031279;940;:CLE
2640 FOR A%=0 TD HAND_LENX(0)

2650 PROC_DETAILS(AX,0)

2640 COLOUR 3

2670 PRINT TRB(31=(AX(9) ,AT+3) sAL+;
CHR# (228) ; CARDS

2680 NEXT AX

2690 VDU 26

2700 ENDPROC

2710 DEF FN_YES_ND

2720 REPEAT

2730 A$=GET$

2740 UNTIL A$="Y" OR A$="N"

2730 =As="Y"

2760 DEF PROC_ADVICE

2770 GO_POSY=FN_COMPUTER

2780 PROC_DETAILS(B0_POSX,0)

2790 PROC_COMMENT ("I advise you to p
lay "+CARD$, TRLE)

2600 ENDPROC

2810 DEF PROC_SWAP

2620 IF S%=0 OR SNUMZ=0 PROC_COMMENT
(*You cannot swap hands.",FALSE) :ENDP
ROC

2830 TX=HANDX (0) : HANDX (0} =HANDX (1) 1H
ANDYL(1)=TY

2840 TX=HAND LENX(C):HAND LENX(O)=HA
ND_LENX(1) s HAND_LENR(1)=TX

2850 COLOUR 128

2860 PRINT TAB(23,23);HAND_LENZ(1)+1
)

2870 COLOUR 130

2880 PROC_DIS_HAND

2870 SNUMX=SNUNZ-1

2900 COLOUR 128

2910 COLOUR 3

2920 PRINTTAB(21,24) ; SNUMY

2930 COLOUR 130

2940 ENDPROC

2950 DEF PROC_INSTRUCTIONS

2960 FOR A=0 TO 1

2970 VDU 31,0,A%,134,157,132,141:PR1
NTSPC(10) "Sevens"

2980 NEXT Al
2990 PRINT"

is to put all®
3000 PRINT® the cards in your hand d
own before the"

3010 PRINT® computer can. You may on
ly lay one card®;

3020 PRINT" down at a time, starting
froa seven and";

3030 PRINT" going up and down to Kin
g and Ace."
J040 PRINT'"
yed next to a"
3050 PRINT® number, and it is this n
uaber that you"

3060 PRINT" enter to play the card.
If you cannot*

3070 PRINT" go type ""C"" and you wi
11 be dealt a"

3080 PRINT" card."

3090 PRINT* If you want advice on
which card to"

3100 PRINT® play type ""A"" and you
will be told."
3110 PRINT"
hose to swap'
J120 PRINT® your hand with the compu

ter, but only"

3130 PRINT® two times during the gam
8"

3140 #FXLS

3150 #F14 |

J160 VDU 23;10,%6,030;0;

3170 PRINTTAB(1,20) "Flease type in y
our nase (<19 letters)"

3180 INPUT TAB(1,21)8PC{40)TAB(1,21)
NAMES

3190 NAME$=LEFT$(NAMES,18)

3200 PRINTTAB(1,20) "Please type how
long messages are to be";

3210 PRINT" displayed for (in second
5} "

3220 INPUTTAB(28,21)8PC(12)TAB(28,21
1A$

3230 DELAYX=VAL (A$)#100

3240 PRINTTAB(1,20)"Do want to be ab
le to swap your hand ";

3250 PRINT® with the computer. (Y/N)
"+SPC(135);TABI26,21);

3260 S%=FN_YES_NO

3270 ENDPROC

The object of the game

Your cards are displa

If you wish, you can c

J
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THIS version of cribbage pits one
player against the BBC Micro. For
those unfamiliar with crib, the object of
the game is to “peg” your way round a
board by scoring points. There are two
main ways to score.

Firstly you can score points as you
and your opponent play your cards
alternately — this is the play.

Secondly, after the play, you lay
down your hand and gain points
according to the various scoring
combinations you hold — this is the lay.

All cards are worth their face value
with jack, queen and king counting ten.
Ace is low.

Play alternates between player and
computer, with the dealer of the first
game being picked at random. In
practice the micro deals the card.

However the deal is considered to
alternate between micro and player, the
non-dealer having to lay the first card in
a game.

The player is dealt six cards, from
which he has to retain four for his hand.
The two cards he discards are thrown
into the “box™ or “crib”. These, together
with the computer’s discards, form an
extra hand.

This hand is scored at the lay and the
points awarded to the dealer — that is,
this extra hand alternates between
player and micro.

Thus when selecting discards you
have to bear in mind whose box it is.
You must also try to ensure that the
hand you are left with is balanced
enough to provide points in both play
and lay.

Once the discards have been made a
starter card is dealt from the pack. This
is the “turn up”. If it’s a jack, the dealer
scores two points. This turn up plays no
further part in the play, but is considered
to be an integral part of the hand during
the lay.

The non-dealer then plays a card
followed by the dealer, the total points
value of the cards being added. Play
continues alternately until the total is
either exactly 31, or neither player can
play a card without exceeding that value
— or until all the cards in the hand have
been played.

If, after your turn, your opponent
cannot go, you are still entitled to if you
can do so legally, scoring as normal.

If a position is reached where neither
player can go, that round of play is
finished and a new one started with the
remaining cards, the player who first
failed to play a card going first.

The last player to play a card in a
round scores points: two if he reaches
Q exactly, otherwise one. However

Peg your way round ALAN FARMAN's
version of the classic card game
there are also other points to be won run, even though it’s 4, 6, 5.
during the play. Incidentally, if your four had been the
You score two points if you bring the first card in the round, you would score
total to 15, or if your card forms a pair five, since the total would be 15 — you
with the previous card. If your card score two for that and three for the run.
forms three the same you score six, and All you have to hope is that the micro
all four identical scores 12. doesn’t have a three — then again you
Also, if the card you play forms a run might have a two to follow it...
of three or more (including your When all the cards have been played Si
opponent’s cards), you score one for they are laid out and the cards in each ¢
each card in the run. Note that they hand — together with the turn up — are tl
don’t have to be in order. If you play a scored. it
four then the micro plays a six and you You score two for every combination
then play a five, you score three for the of 15 you can find in your hand, and g
PROCEDURES b
PROCINIT Rules.
PROCTAPE Chains game. PR
PROCget Pause control. |
PROCT Time delay. ]
PROC_vdu_chars Sets up characters. I
PROCplayname. Player’s name. PR
PROCBOARD Draws board.
PROCDEALER Randomly decides first dealer. PR
PROC_varis Sets up variables.
PROCSHUFFLE Shuffles cards. PR
PROCCARDS Draws cards on screen. PR
PROCALLOCATE Allocates CARDS type to numeric.
CARD% for calculation purposes. PR
PROCSTARTER Draws starter or crib card. PR
PROCSTARTERBACK Draws starter card back. PR
PROCBOXCARD Allocates the four cards to the crib. PR
PROCWHOLAY Sorts out who is to lay first card.
PROCGAME Plays the game. PR
PROCCARDFRONT Draws front of card. PR
PROCCARDBACK Draws back of card.
PROCUP & PROCDOWN Moves box character about screen.  PF
PROCNUMBER Converts random number into card number ~ PF
used when sorting out dealer.  PF
PROCsound Makes a sound. '
PROCPACK Reads 52 cards into an array and allocates
suit. PF
PROCPLAYERCARD Draws player’s cards on screen. 1
PROCcardcol Sorts out player’s suit colour. Pl
PROCCPBEST & Sorts out computer’s best or second best cards - PI
PROCCPSECBT according to whether Level 1 or 2 is being Pl
played. - P
PROCcompsc & Draws scores on screen for both computer Pl
PROCplaysc and player as play proceeds. :
PROCGAMETOT Displays game score. Pl
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similarly for every pair. Three of a kind
count six, and four count 12. Runs of
three or more count one for each card

involved.

If all four cards in your hand are the
same suit you score four for the flush.

for it.)

PROCCOMPCHECK

PROC(S)-FIVECARD,

Part of computer’s search routine to find best
cards.
These procedures search for runs, 135s,

FOURCARD, THREECARD, flushes, pairs etc.

TWOCARD, SAME,
PAIR, JACK

- PROCSWOP

PROCKEEP

PROCCOMPGAMECARD
PROCCOMPFIRSTMOVE

PROCPLAYERMOVE
PROCCOMPNEXTMOVE
PROCODSANSDS
PROCPLAYCARDGONE/
COMPCARDGONE
PROCFACECARD
PROCPLAYFIRST/
COMPFIRST
PROCCLEARUP
PROCLAY
PROCPLAYCARDHAND

PROCcorner

PROCWINNER
PROCBOX
PROCPLCOSCCHECK
PROCCOMPROX
PROCscore

PROCblank_score

Swops computer/player cards to enable
search for runs.

Decides which four cards computer should
keep.

Computer plays with these cards.

Plays computer’s first move (only if computer
goes first).

Plays plaver's moves.

Plays computer’s subsequent moves.

Clears up a bit of logic.

Removes cards from game screen.

Prints card face.

Decides who scores first, displays cards again
and scores.

Lays a card and sorts out specific variables.
Lays a card in CLEARUP above.
Re-allocates player’s cards before game
commences; enables player’s scoring to be
carried out by the computer.

Prints arrow character when scoreboard turns
corner (useful on B/W sets).

Declares winner.

Displays boxcards.

Part of score checking routine.

Sorts out boxcards.

Shows total score held by each player at the
end of each hand.

Removes total score from game board.

(In the box, you need all four cards in
the hand plus the turn up to be of the
same suit for a flush — and you score five

Also, if you have a jack in your hand
of the same suit as the turn up, you score

“one for his nob".

The non-dealer scores his lay down
first, followed by the dealer, who then
also totals his box. This is quite

important, as it lets the non-dealer have
first chance of pegging out — that is,
pegging his way around the scoring

board twice.

There are two levels of play. At level
one, the computer has limited search
facilities and this level should be used to

learn the game.

At level two a full search of any four
combinations from six cards is carried
out, making it suitable for the more

experienced player.

/10 REN #4% CRIBBABE +#+ \

20 REM * Alan Farman #

30 REM #(c) Micro User#

40 REM ##¢  [9B4 #3%

50 ON ERROR BOTD 2380

40 DIM CD$(18) ,BOX$ (5) ,CDY(18),CHC
DEC1B) KPAAT)  X1L(4) X2% (4) ,Gonel(b),
runt (9) :MODE7:PROCYD: PROCMN: seed’= (RN
D{-TIME) /LEN (NAHES))

70 MODES:PROCBD:PROCDL:CXM%=9T4:PX
Mi=974:CYNE=600: PYNX=472:REPEAT: PROCY
A:PROCSH: PROCCD{1) :PROCAL{1,7):PROCST
{* *):PROCSB:PROCBO: PROCWH: PROCEM: UNT
IL FALSE

§0 DEF PROCVD:VDU23,226,18,32,126,
33,17,1,1,126,23,227,0,0,40,35,34,80,
0,0,23,228,0,126,b6,6b,66,66,126,0,23
,229,255,129,129,129,129,129,129,255,
23,230,2,4,8,16,62,02,62,62,23,231,54
,127,127,127,42,28,8,0

90 VDU23,232,8,28,82,127,127,127,2
8,42,23,233,8,28,62,127,62,28,8,0,23,
234,8,28,28,107,127,107,8,268:1HEART$=C
HR$231:SPADE$=CHR$232: DIAMOND$=CHR$2]
J:CLUBS=CHR$234:5T$=STRINGS(59," ")15
T1$=5TRINGS(19," ") :ENDPROC

100 DEF PROCVA:nexcd¥=0:plcdpoi=iic
pnogoi=0:plnogoi=0sfiftnk=0:pairi=0:
ackl=0:col=01pli=0tnpairi=0:nennol=31
1n¥k=0:point¥=0:cpfini=0:pliini=liplco
nti=0:1cpprecdi=0:plprecdi=0:totalX=0:
corpi=littpri=0:twoetci=0:thiscdi=0:1
aidh=0

110 gotruni=0:plcoruni=0zapairi=0:c
opri=0:plpri=0:FORI%=1T06:Bonek (1%)=0
tNEXT:VDU28,0,3,19,0,23:11,050;0;0:EN
OPROC

120 DEF PROCCF(X,Y1):VDU25,4,X%5YL
125,59, X% (YE+150)325,5, (X1+100) § (Y1+]
507325,85,X%; Y43 25,5, (XX+100) ;Y43 25,8
5, (X1+100) 3 (YX+150) ; 1ENDPROC

. Z
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130 DEF PROCBD:VYDUS,18,0,3:FORYL=44
OTDAD0STEPI2:FORXA=4BTO974STEP32: IFYX
(=472 ORYX»=54BTHENMOVEXR, YXsPRINT®. "

140 NEXT:MEXT:VDULB,0,3,25,4,32;384
£25,5,32;608;25,5,104054608525,5,1040;
384;25,5,32;384;25,4,384;4B8; 18,0, 1:P
RINT"computer®:VDULB,0,2:MOVE 840~ (iL
EN(NAMES) /2) #54) \320:PRINT NAME$:VDU1
8,0,3,4:ENDPROC

150 DEF PROCST (n$):VDUS,18,0,3,25,4
(107954214 25,9,1079;971325,5,1179; 571
125,85,1079,421,25,5,1179; 421 25,85, !
179;571;25,4,1100;504;18,0,0:PRINT n$
:VDU1B,0,3,4:ENDPROC

160 DEF PROCCK(XX,Y%}:VDUS,18,0,1,2
5,4, 1%:¥%; 25,5, (XN+100) ; (YX+150);25,5
o3 (YR#150) 525,35, X%3YL; 29,5, (AR+100)
Y3 25,5, (XA+1000 5 (YE+150)525,4, (X¥+35
013 (YL+1500525,5, 1% (Y4+75)5 25,4, (X34
100 5 (Y1+75)325,5, (X1+#50)3¥%118,0,3,4
:ENDPROC

170 DEF PROCDL:PROCST(" "):PROCSB:C
OLOURI:PRINT TAB(0,1)"First Jack for
crib":VDU7:PROCT (1,5} : REPEAT:PROCUP: P
ROCNU:PROCST (N$)

180 IFN$="J"THENPROCT(.5):deal¥=11D
EALER$="computer":BOTO210ELSEPROCT (.3
)

190 PROCDN:PROCNU:PROCST (N$) :

200 IFN$="J"THENPROCT(.5):dealX=-1:
DEALER$=NAME$:GOTO210ELSEPROCT (. 3)

210 UNTILN$="J":PROCsd:PROCST(" "}:
PROCSB:PRINTTAB(0,0);5T$:COLOURL:PRIN
TTAB{10~(LEN(DEALER$) /2) ,0) ; DEALER$:C
OLOUR2:PRINTTABLO,2)3"has the first ¢
rib!*;+PROCT (4) :ENDPROC

220 DEF PROCSB:PROCCK(1079,421):END
PROC

230 DEF PROCNU: J%=RND{13):¢IFJd%=1THE
NN§="A"

240 TFJX>IANDJEC1OTHENNS=STRS (JX)

250 IFJ%=10THENN$="T"

260 IFJ%=11THENNS="J"

270 IFIX=12THENN$="0"

280 IFJ%=1ITHENN$="K"

290 ENDPROC

300 DEF PROCAL (a%,bX):FORNE=akTObY:
IFRIGHTS (CDS(NY), 1) ="A"THENCDY (N%)=1:
CHEDX (NY) =1

310 IFRIBHTS(CD$(NX),1)="T"THENCDXI
N%)=10:CHCDY (NY) =10

320 IFRIBHTS(CDS(NX) 1)="J"THENCDX(
N%)=10:CHCDE INX) =11

330 IFRIBHTS(CD$(NYL) ,1)="Q"THENCDYI
N11=10:CHCDX{NX}=12

340 TFRIGHTS(CD$ (NYX},1)="K"THENCDX(
N%)=10: CHCDY (N%) =13
\\-_35D IFVAL (RIGHTS (CD$ (NX) , 1)) X1 ANDVA

L(RIGHT# (CD${N%) ,1})<10THENCDY (NX)=VA
L(RIGHT$(CD$(N%) 1)) :CHCDY (N%)=VAL (RI
BHT$(CD# (NY) 1))

360 NEXT:ENDPROC

370 DEF PROCSH:PRINTTAB(0,015T#:COL
OUR1:PRINTTAB(2,0)*- Please wait -"iC
OLOUR2:PRINTTAR(2,2) "while [ shutfle"
+1VDU7,18,0,0:PROCCF(1079,421) :PROCT(
1) :KNX=1:REPEAT

380 copy=0:J¥%=11t%=0:TX=RND (32} :RES
TORE:REPEAT:READPKS$: th=tX+1s UNTILR=T
%:CE$=LEFTS (PK$,1):CN$=RIGHTS (PKS$,1)

390 IFCS$="H"THENPK$=HEART$+CN$

400 IFC$="5"THENPK$=SPADE$+CNS$

410 IFCS$="D"THENPK$=D1AMONDS+CN$

420 IFCS$="C"TRENPK$=CLUBS+CNS$

430 REPEAT:CD$ (NNL)=PK$: IFJi=NNLTHE
N450

440 IFCD$ (NNY)=CD$(JZ) THENcopy=1:UN
TlLcopy=1:60T0380

450 JU=JU+1sUNTILIE > {3 NNY=NNY+1: UN
TILNN%>13:PRINTTAB(0,2)5T1$: COLOUR3:P
RINTTAB(4,2) "while I deal";:VDU7:PROC
T(1):ENDPROC

450 DATA D%,H4,CJ,5T7,CT,D&,55,54,CA
,54,03,59,HK ,HQ,HE DB, 56, HA,LT,DT, DK,
§3,5K,H9,K7,DA, 87 ,C3,50,D5,H3, H2,C4 K
1,K5,02,C5,H1,C7,58,H6,C6,C8,57,C2,D8
,52,CK,Ca,be,n7,hd

470 DEF PROCPC(XXX):YYi=214:VDUS:PR
0Ccd(plcdpo’t) :GCOLO,CH: MOVEXXE+20, YV
~Sb:PRINTLEFTS$(CD$ (plcdpok) 1) s MOVEX
Y1425, YY%:PRINT;RIGHTS (CD$ (plcdpat , 1
) 1BCOLO, 2: MOVEXXX+25,44: PRINT; plcdpok
tplcdpoti=plcdpoX+l:VDU4: ENDPROC

480 DEF PROCBO:PRINTTAB(0,01ST#:COL
OURZ:PRINTTAB(0,0) "Put 2 cards in cri
b"sCOLOURL:VDUT:PRINTTAB(O,2) "Card No
o1 1= "ysINPUTNoL: IFNo1<10RNol > THEN
B0

490 VDUS,18,0,0:y%=96:plxi={{Nol#20
0)-200) +80:PROCCF (plx1,y%) :VDU25,4, (p
Ixi+B0);645127,4

400 PRINTTAB(0,2)5T14: COLOUR2: VDUT:
PRINTTAB(0,2) "Card No.2 :- ";:INPUTND
21 IFNo2=Naol ORNo2{1 ORNoZ)&THENPRINTT
AB{0,2)STRINGS (1%," "):BOTOS00

310 VDUS,18,0,0:y%=96: p2xi={ (No2#20
01-200) +80:PROCCF (p2x3,y4) :VDU25,4, (p
204800 ;64;127,4,17,1

520 BoneX(Nol)=99:BaneX (No2)=99:PRI
NTTAB(O,0)STH:PRINTTAB(0,0) "Please wa
it while 1":COLOURZ:PRINT:PRINT" thro
w mine in too";:PROCCP

330 BOX$(1)=CD$(Nol) :BOXS (2)=CD$ (No
2)1BOXS$(5)=CD$ (7)1 CO$(18)=CD$(7) 1 CD%(
1B)=CDX(7) :CHCDX {18} =CHCDX (7)

540 PRINTTAB(0,0)ST$:PRINTTAB(L, 1"
OK, I have chosen,":VDU7,5,18,0,0:yk=
736:cixt=( (NUN1#200)-200) +80:PROCCF (c

1%, yh)sc2xk={ (NUN2#200) -200) +80: PROC
CF (c2x%, y4) 1PROCT 1) :VDU4: ENDPROC

550 DEF PROCWH: [Fdeal X{)-1THENSTART
$=NANE$ ELSESTARTS$="computer”

560 PRINTTAB(0,0)ST#:¥DUT: COLOUR2: P
RINTTAB(4,1)"Starter card";sPROCT(1):
VDUS,18,0,3:PROCST(* *):VDUS,25,4,110
035363 s IFLEFT$(CD$ (71,11 =HEARTS$ ORLEF
T$(CD$(7),1)=DIAMONDS THENGCOLO, 1 ELSE
6COLO,0

570 PRINTRIGHT$(CD$(7),1):VDU25 4,1
095;488; tPRINTLEFTS(CD$(7), 1) :VDU4: PR
INTTAB(0,0)8T$: IFCHCDY (7)=11THENPROCs
d:PRINTTAB(0,0)ST$:PRINTTAB(O,1) "Two
¢or his heels'":PROCT(2): jacki=]

580 IFdeali=1ANDjacki=1THENPROCcS(2
) ELSE IFdeal%=TRUE ANDjack¥=iTHENPRO
Cps (2)2 jackk=0

90 vOU7,5,18,0,2,25,4,80;512; :PRIN
T“Game total=":PROCGT:VDU4:ENDPROC

400 DEF PROCGT:YDUS,18,0,0,25,4,920
+512;127,127,18,0,1,25,4,800;512; 1 PRI
NT:total %:VDU4: ENDPROC

410 DEF PROCSE:A%=B:B%=11:FOR@L=1TD
J:PROCAL (A% ,BX) : PROCSW (AX,B%) s PROCCC(
Q1+7,04+10) tKPX (%) =sc Xt PROCAL (A%, B1)
shL=AT+1:BY=BY+1:NEXT: PROCKP: IFkpX=0T
HENKkp%=RND (3

620 1Fkpi=1THENBOX$ (3)=CD$(12):BO)S
(4)=CD$(13) tNUML=5: NUN2=6: A¥=B:Bi=11

630 IFkpi=2THENBOXS(3)=CD$ (B): BOXS$(
4)=CD${13) s NUMI=1: NUMZ=b:A%=5:B%=12

640 1Fkpi=3THENBOXS (3)=CD${B):BOXS(
£1=CO$ (%) (NUML=1:NUM2=2:A%=10:BN=13

630 ENDPROC

660 DEF PROCT(t)sFORT=1TOL500#t: NEX
T:ENDPROC

470 DEF PROCCC(B%,TX):FVR=0:FRR=0:5
ch=0:PROCFR (B%,T%):PROCTH(BY, T} :PROC
TW{BY,T4) : PROCPR (BY, T1) 1 PROCSM (B, T4
+ENDPROC

&BO DEF PROCFV(BX,TX) sLOCALHX,IX,J%
Kk, LAt FORKY=BLTOTL-4: FORT%=HA+1TOTR-
JiFORIA=1%+1T0TX-2: FORKX=J%+1TATA-12F
ORLE=KX+1TOTX

£90 IFCHCDY (HX)+1=CHCDY (1%) ANDCHCDY
(1%) +1=CHCD% (J%) ANDCHCD® (J%) #1=CHCDA
K% ) ANDCHCDY (K% ) +1=CHCDX (LX)} THENsc X=sc
L+31FYR=1:FRR=1

700 IFCDY(HXY+CON(I%)+CDRLIRI+CDR (K
LICDL (LX) =15THENsc =8k +2

710 NEXT:sNEXT:NEXT:NEXT:NEXT:ENDPRO
C

720 DEF PROCFR{BY,T%):LOCALHY, I%,d%
yK% s FORHX=BLTOTX-3: FORI%=HA+1TOTUA-2:F
ORI%=12+1TOTY=1:FORKY=J%+170T%

730 IFFVR=OTHEN [FCHCDYX (H¥}+1=CHCDY
(1% ANDCHCDY ( [%)+1=CHCDY (J%) ANDCHCDX (
J4)+1=CHCDY (KY) THENscX=scY+4:FRR=1

740 TFCDY%(H%)+CDL (IR} +CDXR (KD +CO% (K

T
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%) =1 8THENsc=5ct+2
750 NEXT:NEXT:NEXT:NEXT:ENDPROC
760 DEF PROCTH{BY,T%)sLOCALHY,I%,J%
tFORMY=BATOTA-2: FORIX=HX+{TOTY-1:FORJ
1=1k#1TOTY
770 IFFRR=0THEN IFCHCDY(HX)+1=CHCD%
(I} ANDCHCDY (%) +1=CHCDY (J%) THENsc k=5
ci43
780 IFCOX(HRy+CDA(I1%) +CD%(J%)=15THE
Nsci=scii+2
790 NEXT:NEXT:NEXT:ENDPROC
800 DEF PROCTW{BY,T%):LOCALKY,I%:FO
RHE=BXTOTY-1:FORIZ=HY+1TOTY
810 IFCDX(HR)+CDYX(1%)=1STHENscH=8cH
2
820 IFtotalX+CDY%(HL)=15THEN$iftn%=H
4
B30 IFtotaldsCDY(IX)=1STHENFiftnt=]
4
B40 NEXT:NEXT:ENDPROC
850 DEF PROCPR(BY,T%):LOCALHY,I%:FD
RHL=BYTOTU-1:FORIA=HY+1TOTY
B&0 IFCHCDY (HZ)=CHCDX(I%)THENscY=sc
At2iftprizHi
870 IFCHCDY {HX)=CHCDY (n%) THENpairi=
H¥
880 IFCHCDX{1%)=CHCDYL (n}) THENpair=
It
B90 NEXT:NEXT:ENDPROC
900 DEF PROCSMIBY,T%):same’=0:L0OCAL
I FORIX=BYTOTA=2: IFLEFTS(CD$(IX) ,1)=
LEFT${CO$(1%+1) 1) THENsamet=samel+!
910 NEXT:IFsameX=3THENsch=sci+d
20 IFsamel=JANDLEFT$(CD$(T1),1)=LE
FT$(CO$(B¥) 1) THENsch=sci+1: ENDPROC E
LSEENDPROC
930 DEF PROCJK (BX,T%):LOCALI%:FORIY
=BATOTY-1
940 IFRIBHTS(CD$(IY),1)="J"ANDLEFTS
ICO$ (T}, 1)=LEFT$(CD$(1%),1) THENsC =8
ci+l
950 NEXT:ENDPROC
40 DEF PROCsd:FORS=50T0100:SOUNDL,
~10,8,.T¢sNEXT: ENDFROC
970 DEF PROCSW(bX,t%):LOCALMY, N%:FO
RML=bXTOt X~ 11 FORNX=MY+{TOtX: IFCHCDY (M
41 ¢(=CHCDX (N%) THEN990
980 temp¥%=CHCDY (MY):CHCDY (MY)=CHCDY
{N%) s CHCDY (N%) =teapl
990 NEXT:NEXT:ENDPROC
1000 DEF PROCKPink%=0:kpl=0:FORI%=1T
03 IFKPL (1) dnkXTHENnkL=KPE (1%) s kpll=]
1
1010 NEXT:ENDPROC
1020 DEF PROCEM:PROCAL (A¥,BX):PROCCE
(A%,BX):1aid%=1:IFdeal ¥=-1THENPROCFM:
laid%=2 ELSEPROCPM:laid¥=2:PROCNM:1ai
dt=3
1030 PROCPM:npair¥=0:IFplnogoX=0THEN
laidi=laid¥+1: IF1aidX>ITHENPROCr n: IFg

otrunl’=3ANDgotruni>plcorun’THENPROCP
s{gotruni):iplcoruni=gotrun’

1040 IFtotalX=31THENcorpX=2:60T01140

1050 IFcpnogoX=0ANDplnogot=1THENcorp
1=1:160701070

1060 IFtotalX(31PROCOD: IFpointX=1THE
NPROCps (1) :point¥=0:60T01 140

1070 PROCNM:znpair¥=0:IFcpnogoi=0THEN
laidi=laid¥i+1: IF1aidX)ITHENPROCrn: IFg
otrunk>=3ANDgotrun¥plcorun’ THENPROCE
s(gotruni) :plcorunk=gatrunt

1080 IFtotal¥=31THENcorpt=1:60T01140

1090 IFplX=4ANDcpnogai=1THENI0&0

1100 IFplnogo’=0ANDcpnoga’=1THENCorp
1=2:60T01120

1110 IFtotal X¢I1PROCOD: IFpaint=1THE
NPROCes (1) spoint¥=0

1120 IFplnogoX=0ANDp1LCATHENID3O

1130 IFcpnogaX=0ANDcal{4THENLOTO

1140 PROCPG:PROCGN: plnogo¥=0:cpnogot
=0:plcorunt=0:laidi=1:apairi=0:copris=
O:plprik=0:CHCDY (%) =0snpairi=1:totall
=01 PROCGT: FORCA=1T08:runX (CL)=0: NEXT
1150 IFpli=4ANDcok=4THENCorpt=d

1160 ONcorp¥k 60TOL030,1070,1170

1170 PROCPG: PROCGN: COLDUR3: PRINTTABI
0,01ST$:PRINTTAB(3,0) ALl cards laid"
tCOLOURI:PRINTTAB(S5,21:"~ scores -*:V
DU7:PROCT(2) :PRINTTAB(O,0)5T$:plcdpol
={:PROCCD (0) :6COLO, 0

1180 PROCCF (p1xX,96):VDUS, 25,4, (p1x}
+80) ;64; 127:PROCCF (p2x,96) :VDU25, 4, (
p2x¥+80) ;443 127,4:PROCFC(14,B48) :PROC
Ti1)s[Fdeal X=1THENPROCPF ELSEPROCCT
1190 total%=0:PROCBL:PRINTTAB(0,0)5T

$:COLOURI:PRINTTAB(O,1) "Next qame sta
rting"s:VDUT:PROCRC: VDUS, 18,0,0:PROCC
FO1079,421):VDUA; IFdeal=-1THENPROCUP

ELSEPROCDN

1200 PROCT (2} :deal =-deal L: ENDPROC

1210 DEF PROCCE (a%,b¥):IFa%=8 ci=h:0
1=13

1220 IF a%=9 ¢%=5:0%=12

1230 IF a%=10 ci=4:0%=11

1240 FORI%=aXTObY:CO$ (1%+cX)=COS(1T)
sCOMATN+ch)=COUCT%) s CHCDY (1% +c %) =CHCD
L01%) sNEXT:ENDPROC

1230 DEF PROCFM:newnoi=newnol+1:COLO
UR1:VDUT:PRINTTAB(O,0)5T$:PRINTTAB(1,
1) "Conputer to move®;1PROCT(1)2checky
=01 firsth=14:REPEAT: IFCDY (FirstX) {5TH
ENruni{laid®)=CHCDY (firstX) :PROCCL (#1
retilichecki=i:firsti=17

1260 firsti=firstX+lsUNTIL first¥>17
s [Fcheckt=1THENENDPROC

1270 #tpri=0:PROCPR(14,17) s IFftprido
THENrun® (1aid¥)=CHCDY (Ftpri) s PROCCL(f
tpri) sENDPROC

1280 LY=RND{4)+13srun¥(laidh)=CHCDY I
LY%) ¢ PROCCL (LX) ENDPROC

1290 DEF PROCNM:IFco%=4 OR cpnogol=|
THENENDPROC

1300 COLOURL:VDU7:PRINTTAB(D,D1STS:P
RINTTAB(!,1}"Conputer to aove®;:PROCT
(1) inewnoX=newnoX+1:nexcdi=0:fiftni=0
spairi=0:thiscdi=cpprecdl:prdrpi=0:IF
total %< ISTHENPROCTN(14,17) ELSE1330

1310 IFFi€tnY<P0THENrunY (1aidY) =CHCD

g
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SG2 8RX.

NEW GENERATION LEISURE SOFTWARE

QUAL-SOFT comments: In 1982/83 it was only necessary to throw together a few M/C code routines, record
them on a cassette, produce a flashy cassette insert, and it sold. But as we approach 1985, BBC users have bacome
much maore discriminating in their choice of software. Customers demand something more satisfying than a few
hours of high adrenaline action. They demand, not hours, but tens of hours, even a hundred hours plus, of
“playability”. They damand that the program challenges their intellect and not just their reflexes. They demand
QUALITY games. For the B4/85 season; for these customers, QUAL-SOFT is proud to offer these games:

“DIVISION OME ‘85" and "SOCCER SUPREMO™ are direct descendants of the 1983 game “"LEAGUE DIVISION
OMNE", but they are a significant advance on what was described as “by far the best game for the BEC Micro''. Thay
are soccer management SIMULATIONS! Soccer management is about ASSESSMENT; assessment of the
opposition strengths, of your players and thair skills, of the effectiveness of the teams you assemble, of the value of
transfer listed players, of the potential of your own youngsters. Soccer management is about EXPERIMENTATION;
experimentation with players, with blends of players, with team formations, with tactical ploys. QUAL-SOFT s unigue
soccer match simulation, with tackles, passes, shots, saves etc. all simulated within your micro, and the results
displayed in graphical form on your screen, allows ASSESSMENT and EXPERIMENTATION to be carried out. The
result is a ZND GENERATION soccer management SIMULATION, not an exercise in mental
arithmetic!!!

- ‘ , TAPE £9.95
{all OS) (all inc.)

This is an uncompromising strategy/tactics simulation, it will test to the full your knowledge of the game and your
ahility to use it to build a winning side. As described above, your ability to experiment and judge the results are
paramount. Injuries, suspensions, long term “form” changes, short term “form” fluctuations, will all conspire to
confuse and defeat you. You will also meet the prblems of financial limitations as you choose between the 33 players
available to you. You have a contract for 5 seasons, which will be terminated if your side is relegated. This game is the
supreme test of your managerial skills, short of the real thing.

TAPE £9.95
I {all inc.)

Soccer Supremo has been improved over the original game in the direction of a much more realistic “3D7, 22 MAN,
FULL PITCH match simulation for each of your games. The game is still a significant challenge to your managerial
skills, but with greater emphasis on enjoyment and entertainment. But with 30 players to choose from, restricted
finances, and just a 5 season contract, the 1st Division Championship is not an easy task.

ELECTRON
BBC 'B’ (all 0S)

COMEBO OFFER. Telephone conversations, and orders, have shown that customers find it very diffcult to choose
between the two games. Our COMBO tape/disc offers you both games for just the price of one plus £3, £12.95 or
£15.95.

PREVIOUS OWNERS. Send in your ORIGINAL tape/disc of LEAGUE DIVISION ONE, with manuals, and receive £7
for your tape or £9 for your disc, discount against any order for the above game(s).

TAPE £9.95
BBC ‘B’ P H I Fullu DISC £12.95
(all 0OS) (all inc.)

The most popular indoor games have always been multi-player board games, and yet designers have insisted on
producing single player “'me and my micro” computer games. In the USA the balance has already shifted away from
the “arcade mentality” towards multi-player programs. PORTFOLIO is an investment game for 1-4 players, or teams
of players, Each player/team begins with £1,000 and invests his money in a variety of companies against a
background of continually changing international, national and commercial news. The news items affect the share
values of the companies in a variety of differant ways, and the players must shift their money around to maximise
their investments; maybe even to become a millionaire,

The game is an ideal family game, or perfect in the classroom with a high pupil/micro ratio. It's suitable for 12 years
old and above, though younger do enjoy the game with some help from their friends, and in this game,. competitors
For the adult we have made some of our news items somewhat cryptic, occasionally even red herrings, to really make
them think about the effect on share values. Because we call it a family game we have tried to see that there is
something in it for all members of the family. Teachers can even tailor the news items to suit the capabilities of the
pupils.

So why not set your Beeb on the coffee table, connect it to the TV set and play against the rest of the family or your
friends on these cold, wet winter nights that are on us. It might even bring back the art of conversation {as against
BASIC statements).

TAPE DISC N ;
All orders DIRECT SALE. £9.95 O DIVISION ONE ‘85’ O £1295 R T T S e

Orders by post delivered £9.95 [0 SOCCERSUPREMO [ £12.95 | Address: ..0............

in 3/4 working days. £12.95 O COMBO,DIV.1+SS [ £15.95

ACCESS telephone £ 1 PORTEOLI

aineation 112 davs 9.95 [0 PORTFOLIO B e o DRt e S ol L s
Soccer Supremo: ELECTRON or BBC APCEING et e  s Shs  eRe  ,
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From Page 63

Rifittn¥) :PROCCL(fiftnY)ePROCes(2) EL
SE1330:IFCD% (#iftn¥)=CD$ (n¥) THENPROCC
&(2)

1320 GOTO1430

1330 PROCPR(14,17): 1Fpair LO>0THEN IF
total 1+CDY (pairl){=31THENruni{laidi)=
CHCD% (pairX] :PROCCL (pair®):PROCcs(2):
apairi=apairi+i:prdrpl=1ELSEapairi=0

1340 IFapair¥=2THENPROCcs (4)ELSE 1Fa
, paird=ITHENPROCcs (10) s apairi=0
! 1350 IFprdrpY=1THENI430
: 1360 IFlaidi<=2THENL400ELSEf indruni=
Oilpl=14

1370 REPEAT: IFCHCDX (1pX)<3ITHENrund |
laidX}=CHCD¥ (1p%) ELSE13%0

1380 PROCrn:IFqotrunX?=3THEN IFtotal
MCDL(1pX) ¢=ZiTHENrun® (1aid¥k)=CHCDY (1
pi)+PROCCL (1p%) s 1pi=17:4indruni=]

1390 lpX=lpX+ i UNTILLp¥ 1T: IFfindrun
A=1THEN1430

1400 FORIZ=14T017: IFtotal ¥+CDLLIN)I¢=
S1THENnexcd¥=1%: [%=17

1410 NEXT:IFnexcdi<>0THENrunt(1aid®)
=CHCDY (nexcd) 2 PROCCL {nexcd’) :GOTO143
0

1420 vOU4,7,18,0,1:PRINTTRE(0,0157$:
PRINTTAB(L,1)"Sorry - can't go!"inewn
oh=newnok-1:cpnogo¥=1:PROCT (1} :ENDPRD
C

1430 1Fplnogot=1ANDnpairt=0ANDRIGHTS
{CD$ (thiscd¥) 1) =RIBHT$ (CD$ (cpprecdt)
L) THENPROCcs (2) scopri=copri+l: [Fcopr
1=2THENPRQCcs (4)

1440 IFpli=4ANDnpairX=0ANDplfink=1AN
DRIGHT$(CD$ (thiscdl) ,1)=RIGHT$(CD$ (cp
precdX), 1) THENPROCcs (2) icopri=copri+l
tIFcopri=2THENPROCcS (4}

1450 1Ftotal%=31THENPROCcs(2):cpnogo
i=1

1460 IFpli=4 pltini=i

1470 ENDPROC

1480 DEF PROCCL (twoetcX):total¥=tota
144CD7% (twoetc?) : PROCLA (twoetc®,736):C
HCDY (twoetcX)=newnol: CDY (twortct) =new
no¥: X2% {col) =twoetciicpprecdi=twoetcl
:cot=col+1sPROCGT: ENDPROC

1490 DEF PROCPM:IFpli=4 ORplnogol=1T
HENENDPROC
| 1500 PRINTTAB(0,0)5T$:VDUT,17,3:PRIN
(| TTAB{B-(LEN(NAMES$)/2) ,0INAMES;: COLOUR
l 2tPRINT® to®:PRINTTAB(1,1) "enter card

nusber®:PRINT" or®;:COLOURL:PRINT"'G
"4 +COLOUR2: PRINT"if can’t go"j:#F)21

0
1

1510 N$=6ET$: IFN$="6"ORN$="g"THENpIn
ogod=1:ENDPROC

1520 nX=VAL (N$):IFnl<! ORnX)4THEN1SO
0

ST$:COLOURL:PRINTTAB(O,1) "Sorry-alrea
dy gone";:VDUT:PROCT(2):60T01500

1540 IFtotal%+CD%(n%) >31THENCOLOURL:
FR]HTTHEiDTGIETI:FE[HTTHB{ﬂ,l!'Enrry*
more than 31%;:VDU7:PROCT(2):G0OTO1500

1550 1Fco%=0THEN1590

1560 IFnpairk=0ANDRIGHT$(CD$(n%),1)=
RIGHTS (CD$ (X2% (coX-1)),1) THENPROCps {2
Viapairi#=apairi+lELSEapairi=0

1570 IFapairi=2THENPROCps(4)ELSE IFa
pairi=3THENPROCps (10) : apairi=0

1580 IFcol=4ANDnpairt=0ANDcpfini=1AN
DRIGHTS (CD$ (n%) , 1) =RIGHTS (CD$ (plprecd
%) L} THENPROCps (2) splprit=plorii+is IFpl
pri=2THENPROCps (4)

1390 IFcpnogo’=1ANDnpairX=0ANDRIGHTS
{CO$(nX) , L}=RIGHT$ (CD$ (plprecdX), 1) TH
ENPROCps (2) tplpri=plpri+l:1Fplpri=2TH
ENPROCps (4)

1600 IFtotalX+CDYink)=15THENPROCpS (2
}

1610 IFtotal%+CD%ink) =31 THENPROCPS (2
}icpnogok=1

1620 totalX=total¥+CDU(n%):PROCET: X1
Liplii=((n%*200)-200)+80:VDUS,25,4, (X
1%(plA)+80) 5645127 ,4:pl%=plX+1:60ned!
nk)=99:plprecdi=ni: [Fcok=4THENCpfink=
1
1630 rund{1aid%)=CHCDX (nX}:ENDPROC
1640 DEF PROCOD: IFcpnogal=1ANDpli=4
ORcpnogoX=1ANDplnogot=1THENpointi=1:E
NIPROC

1650 IFcol=4 ANDpli=4 ORcok=4 ANDpln
ogok=1THENppinti=1 ELSE ENDPROC

1640 DEF PROCLA(posi, YY)

1670 XXX=(((posd-0%) #200)-~200) +BO:VD
US,18,0,3: PROCCF (X X%, Y¥X) 1 PROCcd (posk
}VDU2S,4, (XXL+24) 5 (YYL+120)5:600L0,C
%:PRINTRIGHTS (CD$ (pos) , 1) 1VDU25, 4, (X
XL+24) 3 (YYL+34) ; sPRINTLEFT# (CD$ {pos¥)
(11VDU4, 18,0, 31ENDPROC

1680 DEF PROCPH:HHA=1:LOCALI%sFORI%=
1T063 IFIN< Nol ANDI%C »No2 THENCDS (HHX
}=CD$(I%) s HHA=HHT+1

1690 NEXT:CD$(3)=CD%(71:ENDPROC

1700 DEF PROCPG:YDUS,18,0,0:LOCALIY:
FORI%=0TOp1%-12PROCCF (X1X(IX) 96 : NEX
T:VOU4: ENDPROC

1710 DEF PROCGN:VDUS,1B,0,0:LOCALI%:
FORIX=0TOcoX~1ax2%={1 (X2R{I%)-0%) £200
)=200)+80: PROCCF (x2%,736) tNEXT:VDUALE
NDPROC

1720 DEF PROCcs{points¥i:VDUS,18,0,2
tRi=1:REPEAT: [FPOINT (1008,350) =2THENV
Du1g,0,1

1730 MOVE ABS{CXML) ,CYML:PRINT ",":1
FCXMX=48THENCXMY=-CXML+32: CYMY=568

1740 1FABS(CXML)=976ANDCYMY=S6BTHEN
CAML=1008: CYME=400

{750 SOUNDL,-12,R%#2450,2:PROCT(,3):

~

{760 JFPOINT(100B,550)=1THENPROCKN (*
The computer™)

1770 CXMX=CAMA-32:R%=RE+1: UNTILR )po
intsi:YDU4: ENDPROC
1780 DEF PROCSC(BX,TX):PROCAL (BX,T%)
+PROCSW(BY, TX) :FVR=0: FRR=0: sc¥=0: PROC
FV{BY%,TX) s PROCFR(BY,TX) : PROCTH (BX, T1)
tPROCTW(BY, TX):PROCPR(B%,T%) s PROCJIK (B
%y Th) sPROCSM (BY%, TX) :ENDPROC
1790 DEF PROCCD(F%):FORx%=80T01080ST
EP200sy%=736: IFF1=0ANDx =80 ORFY%=0AND
x%=1080THENGCOLO, 0: PROCCF (7%, y%) :60TO
1810

1800 BCOLO,3:PROCCF (x%,yX}

1810 IFF%=1THENGCOLO,1: PROCCK (xX,y%)

1820 GCOLO,3:y%=R6:PROCCF (x%,yX) :PRO
CPC{x3):NEXT:ENDPROC

1830 DEF PROCps{scorel):VDUS,18,0,2:
RX=1:REPEAT: IFPOINT (1008 ,422) =2THENVD
UiB,0,1

1840 MOVEABS (PXNY) ,PYMY:PRINT *."sIF
PXMA=4BTHENP XME=-PAMA+32: PYMK=440

1850 IFPXMU=4BTHENPXML=~-PIML+32: PYNX
=440

1860 TFABS(PXMX)=975ANDPYMY=440THENP
IMi=1008:PYMY=472

1870 SOUND2,-12,100-R%#2,2:PROCT(,3)
+IFPOINT (1008,454) =1 THENPROCcn (2,320)

1880 IFPOINT (008,422} =1THENPROCKN (N
ANES)

1890 PXMA=PXNL-32:RY=RY+1:UNTILRY »sc
orek: VOU4: ENDPROC

1900 DEF PROCFCIICY,yX}:LOCALIX:VDUS
tFORI1=280T0BA0STEP200: PROCcd (ICK) 1 BC
OLO,CX:MOVE IX+25,y%-56:PRINT;LEFT$(C
DE(ICK) 1) e MOVEIL#25, yXs PRINTRIGHTS (
COSCICH) 102 ICU=TCR+1: NEXT 2 VDU4:ENDPR
oc

1910 DEF PROCUP:VDUS,18,0,1,25,4,110
933201 9,127,25,4,1105;688;230,7,4:END
PROC

1920 DEF PROCDN:VDUS,18,0,2,25,4,110
3;688;9,127,25,4,1105;320;230,7 ,4: END
PROC

1930 DEF PROCRC:VDUS,18,0,0:FORx%=B0
TO1080STEP200: yi=736:PROCCF (¥, vy} 1 yX
=962 PROCCF (x4, yX) s VDU25, 4, (x1454) ; b4;
127iNEXT:VDU4:ENDPROC

1940 DEF PROCHN(W$)

1950 PROCBL:VDU4,17,1:PRINTTAB(0,0)8
T$:PRINTTAB(10-(LEN(N$)/2) ,0) W$:COLD
UR2:PRINT:PRINTTAB(3):"is the winnar!
"++TI%=1:VDUS:REPEAT:FORI%=1T03: VDUIB
0,1%,25,4,9703512; (226+1%) : PROCsd:NE
1T:VDU25,4,1034;5124127

1960 PROCT (. 2) s TIA=TIN+1:UNTILTI%=5s
VDU4, 17, J:PRINTTAB(0,0)ST$:PRINTTAB(1
y0) "Would you like*:COLOURZ:PRINTTABI
213"another game of";COLOURL:PRINTTAR

\\hfésﬂ IFGoneX (n%) =99 THENPRINTTAB (0,0) IFPOINT (1008,582) =1 THENPROCcn (1 , 688) d!/;
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“Brainteasers” on
one disc, 40 track
or B0 rack.
Just £29.00

At last, a stunning interpretation of the 3D
Wire-Graphics Tank Battle simulation you've all
been waiting for brought to you by Dynabyte.

Features include anti-tank missile launcher with realistic
‘shell-in-flight” action, radar screen, detailed control panel,
anti-aircraft and anti-tank modes (with options to choose
one or both), hidden line removal, exploding tanks and
many other special effects. There is'NO other game like it.

Disc versions available,
same price for
Maif Order only

DYNABYTE =% |

T Software m}%ﬁ, l _J
Avaliiable now at alf grﬂa-n" computer shops or direct from
DYNABYTE SOFTWARE
PO Box 10 Barnsley S. Yorkshire

k 0226-287707

PHILIPS 14"
GCOLOUR
TV/MONITOR

£ 2 3 5 TV/Maonitor (resolution better
; than 585 = 450 pixels. Dot-to-
inc VAT dot distance .65mm)

{TW only: £185 inc VAT)

As a company we chose the Philips because we believeitto
have the clearest picture as well as being the best value.
Take our word for it, or come and see for yourself.

EASY ON-THE-SPOT PARKING. AND IT'S FREE!

V‘ I Plus £8 carriage
I6 Ql\ and packing

SUPPLIES ® Easy to carry e Lightweight e Sparkling picture in seconds ® Reliability and

SAE for catalogue.

COMPUTE

Personal Service & Quality coupled with Wholesale Prices, e He

VI 7 Trudimpaees Whet Lramaioll | Sodours Ve Sk performance excelifmt Headphpne Socket can also he_connected to tape

Telephone: 01-843 9903 recorder ® Loudspeaker mute switch ® Retractable carrying handie

For special attention to your orders or enquiries concerning ®Monitor/TV selected by switch ® Includes RGB lead

MONITORS, PRINTERS, COMPUTERS, DISC DRIVES, connecting direct to your BBC Micro. ® Philips Model No. 14CT 2006/05T

ring 01-843 9803 NOW or fill in the coupon below

P rtmhet o et o st e R L B S R e P B T R LT IR e e -

: Post to: VIGLEN COMPUTER SUPPLIES, UNIT 7, TRUMPERS WAY, HANWELL, LONDON W7 2QA. :

: Please send me ___(qty) Philips TV/Monitor at £243 each. I enclose Cheque/PO.for€ ___ made out to !

I

| VIGLEN COMPUTER SUPPLIES or debit my ACCESS/BARCLAYCARD No. |
S I

I Name _ ") wammem Signature |

I |

|  Address |
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From Page 65

{3};"cribbage - (Y/N)";:yn$=GET$: [Fyn
$C)"Y"THEN END ELSE 60TO70

1970 DEF PROCPF:VDU7,17,2:PRINTTAB(1
0-(LEN(NAMES$) /2] ,1) NAME$:PROCPH:PROC
SC{1,3)+IFscA>0THENPROCscare: PROCS (5
¢4} PROCBL

1980 PRINTTAB(O,1)ST1$:COLOUR1:PRINT
TAB(&,1) "computer®:VDUT:PROCSC (14, 18)
:IFscR YOTHENPROCscore: PROCcs (sck) : PRO
CBL

1990 PROCRC:PROCBX (14,734 :PROCSC(14
+18) 1 IFscX Y0THENPROCscore: PROCCS (sc )
tPROCBL ELSECOLOURI:PRINTTAB(0,0)5T4:
PRINTTAB(&,0) "B#+ '#% it":COLOURZ:PRIN
TTAB(2,2) "my box is empty'":PROCsd:PR
OCT{3):ENDPROC

2000 PROCT (2} :ENDPROC

2010 DEF PROCCT:VDU7,17,1:PRINTTAB(4
y1) "computer®:PROCSC(14,18): IFsct)0TH
ENPROCscore: PROCcs (sc¥) : PROCBL

2020 PRINTTAB(0,1)8T1$:COLOUR2: PRINT
TAB(10-(LEN (NAMES$) /2) , 1) NANES$: VDUT 1 PR
OCPH:PROCSC(1,5) s IFscd YOTHENPROCscore
:PROCps (sc) :PROCBL

2030 PROCRC:PROCBX(1,94):PROCSC(1,S5)

2040 IFsc%)OTHENPROCscore: PROCpS (sc
}:PROCBL ELSECOLOURL:PRINTTAB(O,015T$
tPRINTTAB (7~ (LEN (NAMES$)/2) ,0) "Sorry
"1 +COLOURI:PRINTNAMES: COLOURZ: PRINTTA
BI2,11"There's nothing":PRINTTAB(3);"
in your box!";:PROCsd:PROCT(3):ENDPRO
C

2050 PROCT(2) :ENDPROC

2060 DEF PROCBX (IX,Y4):T¥=1;LOCALI%:
FORI%=TXTOZXN+4:CD$(1%)=BOXS (TX): TY=T1
+{1NEXT:VDUS, 18,0,3: FORk%=280T0RBOSTE
P200:PROCCF (xX,YX) sNEXT: PROCFC (2%, Y%+
112) :ENDPROC

2070 DEF PROCMN:PRINTTAB(13,2) jCHR$!
34;CHR$141; “CRIBBAGE":PRINTTAB(13) ;CH
R§134;CHRS141: "CRIBBAGE"

2080 PRINTTAB(O,7);CHRE133; "NOTE: *;C
HR$131; "With the exceptions of enteri
ng"tPRINTTAB(&) ;CHR$131; "your name an
d boxcard selection":PRINTTAB(4) ;CHRS
{31;"all entries are single key,"

2090 PRINTTAB(A) ;CHR$129; At the end

of each game the":PRINTTAB(4);CHR$12
%;"computer will display the scores":
PRINTTABI&) ;CHR$12%; *You must then pr
ess 2 key to":PRINTTAB(4);CHR$129;"co
ntinue,"

2100 PRINTTAB(1,17);CHR$134; "Now ent
ér your name-{1-14 letters)":PRINT:IN
PUT LINETAB(10)NAMES

2110 IFLEN(NAMES) >140RNANES=""THENFR
INTTAB(O,1715STRINGS (199, *):VDUT:PR
INTTABIO,16) ;CHR$136; CHR$129; "Come on
y Please enter correctly!";:PROCT(4);
60T02100

2120 ENDPROC

2130 DEF PROCcd(col¥):IFLEFT$(CD$ico
1%), 1} =HEARTS ORLEFT$(CD$(col¥),1)=D1
AMONDS THENCY=! ELSECY=0

2140 ENDPROC

2150 DEF PROCcni{ck,wt}:VDULB,0,c%,5,
23,4,96;wi; 2265 :ENDPROC

2160 DEF PROCCP: kp=0:LOCALIY, J%, KT,
LX:FORI%=BTO10:FORI%=11+1T01 1+ FORKY=)
A+ITO12:FORLA=KR+1T013: totnot=0:C0$(1
$)=COS (1) :CD$(15)=CO$(I%):CD8(18)=CD
$(KL):CDS(17)=COS (LY

2170 PROCAL(14,17):PROCSH(14,17)¢PRO
CCCU14,17) ¢ IFscX kp THENI X=12s jh=d%s k
=K% 1%=LYs totno¥=i X+ L+k3+] L PROCCY:
kph=scl

2180 NEXT:NEXT:NEXT:NEXT

2190 IFkpX=0THENPROCSE: ENDPROC

2200 CD$(14)=CO$(i%) 1CD$(15)=C08( %)
1CD$(16)=CO$ (kX):CD8(17)=CD$(1%) :COSI
91=C0$(L14) :COS(10)=CDS(15):CD8111)=CD
$C16):CD$(12)=CO8(17) s NUML=1 s NUM2=4: A
1=9:B%=12; ENDPROC

2210 DEF PROCCX:IFtotnoX=38THENBOX$(
S1=C0$(12):BOX$(4)=CDS(13)

2220 IFtotnoX=39THENBOX$(3)=CD$(11):
BOX$ (4)=CD$(13)

2230 IFtotnoX=42THENBOX$(3)=CD$(8) 1B
0X$(4)=CD$113)

2240 IFtotnoX=ASTHENBOX$(3)=CD$ (8):B
OXs(4)=CD$(10)

2250 TFtotnoX=45THENBOX$ (3)=CD$(B): B
0X$(4)=CD$(9)

2260 IFtotnok=d40ANDKY=10THENBOXS (3) =

CD$(11):BOX$(4)=CD$(12) ELSE IFtotnol
=AOTHENBDX$(3)=CD$(10) :BOXS$ (4)=CD$(13
!

2270 IFtotnoX=41AND;%=9THENBDIS$ (3)=C
D$(10):BOX$(4)=CDS$(12) ELSE IFtotnol=
A1THENBOXS$ (3)=CDS$(9):BOXS (4)=CD$(13)

2280 IFtotnoX=43ANDi 2=BTHENBOYS (3)=C
D$(9):BOX$(4)=CDS(11) ELSE IFtotnoi=4
STHENBOX$ (3)=CD$(8) : BOX$ (4)=CD$(12)

2290 1FtotnoX=44ANDi X=BTHENBO!$(3)=C
D$(9):BOX$(4)=CD$(10) ELSE IFtotnoi=d
ATHENBOXS$ (3)=CD$(8) s BOXS (4)=CD$(11)

2300 ENDPROC

2310 DEF PROCBL:VDUS,18,0,0,25,4,103
23912;127,127,127,127,127,127,127,127
127,127,127,127,127,127, 127, 4: ENDFRO
4

2320 DEF PROCscore:PROCBL:VDUS, 18,0,
2,23,4,80;512;:PRINT"Total Points=";;
VDULB,0,1:PRINT;sc: VDU4:get=6ET: #F )2
1,0

2330 ENDPROC

2340 DEF PROCrn:LOCALIX,J%,KX2gotrun
A=1tFORIE=1T01aid%-2:FORIA=14+1T00aid
A=1IFrunX (1) <=run¥ (J%) THEN2340

2330 run_templsrun¥ (1%)srunt{1%)=run
LR srund{d%)=run_templ

2360 NEXT:NEXT:FORKY=1TOlaidZ=1:1Fru
k(KL +1=run’k (KX+1) THERGOtrund=gotrun
A+1ELSE IFrund (KX+1)<30THENgatruni=1

2370 MEXT:ENDPROC

2380 IFERR=25THENTOELSEMODE?:REPORT:
PRINT® at line No. “;ERL:VDU23;11,255

105030 _‘#’H
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THE principle of Which-Way? was
described in 1969 by a research worker
looking into psycho-cybernetics and
game playing. Each of your moves is
partly controlled by your opponent’s
previous move, which means there is an
element of feedback in the game.

In the same way, your move controls
the options open to your opponent, so
you may be able to force him into a
move which is favourable to yourself.

The board is made up of 64 tiles, set
out in the usual 8 x & pattern. The two
opposing sides are Red and White. Each
side has a start tile and a finish tile and
the other 60 are made up of arrow tiles
or blank tiles.

Each arrow tile shows three arrows
and since there are eight possible
directions for the arrows this means
there will be 56 different possibilities for

the arrow tiles.
one possible tile

8 directions

Bx7x6
3

Tl = 36

If we take a completely blank tile into
account then there will be 57 possible
tiles to choose from. The program
chooses at random from these designs
and prints them out in the § x 8 layout.

On the first run this takes about five
or six seconds to be produced, but in
further games the board is printed on

demand.

Red (] [2]<]"C]1 [5:4) White
start S 973 U [ ] P e start
£ lal? | B K
MINIALG Y
o b 08 1 e W R
plirdits €N
Sl B a B
white | | [™e| F| | &| £ Red
finish finish

The aim of the game is to get from
Red start to Red finish or from White
start to White finish.

There is one basic rule which controls
the moves in the game — you can only
move in a direction shown by one of the
arrows on your opponent’s tile. To
make your moves you use the keys
shown in Figure L

Here is part of one possible layout

showing the start of a game. Red moves
first. He has three choices, tiles 1, 2 or 3:

e P e B B
R P P ol e A
Liirlald LEELS

If Red moves to tile 1, White has a
completely free choice — A, B or C.

White chooses A, Red will have only
one legal move (down to tile 3) because
the other two directions take him off the
board.

White chooses B, Red has a choice of
three moves all of which take him in the
right direction.

White chooses C, Red will be left with
two moves, one of which takes him back
to the Red start tile, giving White a free
choice next move.

If Red moves to tile 2, White will have
only two possible moves, B or C.

White chooses B, and gives Red the
advantage of a free choice of three
directions.

White chooses C, and Red has two
moves possible this time, back up to tile
1 or down to tile 4.

If Red moves to tile 3, White has no
legal moves available because all Red’s
arrows take White off the board.

This move by Red to tile 3 looks like

pend a night
on the tiles... |

. but make sure you head in the right direction with 1
JERRY LANCASTER's game of strategy for two player

[
his best option. ‘

If you attempt an illegal move the
computer will not execute it. Instead it
will leave you where you are and award
the move to your opponent.

Illegal moves are:
® Any move which would take you oﬁ‘
the board. L
@® Any move which does not match one
of the arrows on your opponent’s tile..
® Any move which would put both ::lf
you onto the same file.

Some tiles are blank. If you move
onto a blank tile your opponent will I:ue
left with no legal moves, so in effect g,nu
will get a free move. When you are
forced to stay on the same tile you can
do so by pressing the central key of your
control group.

Red always starts the game but White.
can decide whether or not to accept the
layout displayed. If Y is pressed you can
get an entirely new layout, without
losing the current game score. i

This option is also available durmg
play, so that if a drawn position i§
reached you can restart that game.

Be careful when entering the program
that you don’t inadvertently include any
spaces or suchlike as it is very tight on
memory. You will certainly have to
download it on DFS machines. '

»

aeen

Interrupt for new board

LR

C%%%%%%.OD&%%%j

DB@@@BLOD.’.@@DD

O@p@;@@@@p@[@j@@

White

Figurel
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From Page 68

LES
PROCEDURES AND MAIN VARIAB

SH$

N%).
String version of SHAPE%!(
Leading Z€ros
and need to0 be

will have been omitted

: $.
ned from S':H‘ 5
N%) The tile Pittfsmusigta:u detect 'chvfj bl
sh8(N%. MIDS( - - - the arrow should De-
G : hshﬂwswherﬂ
PROCinit de up e
B ?E;}s? is an entire :}meﬁaﬁ?ﬁ;s an UEFPRDC‘}DMdd to the columns and
; n !
oty s Tﬂer:zfr:ov:zi. all printed 88 O1¢ X% Y% Theiﬂgﬁ‘ﬂti‘:? i‘;u:-( 8 board. fy particular
geveral cu ; row sed to identify g
{ ] . ; are u ning
unﬂﬁ'nary coded nine-digit I:mmber ‘:fl ;ﬁ:e:uch - the COrners. ;[rr;i ;T::mng
A Bl : j attern. : hosen &
SHAPE@HN%) which describes th:d;ﬂ:hs jayout of the tile paﬂﬂgﬁl‘;{;%- o
ay which reco -cular game. N% = rinted on U
TILE%(X.Y) ‘:5:5 g.n the board for a partic RED and WHHEEET?.E » in the ti
The game SCOTES: start squares ¥
rgd. Whﬂe ‘ rﬂw’ Shﬂ?ﬂs* C.{)IOUTE,
yDU23,224 to 123 % s;?;; arrow’ shapes: DEFPROCgame ch ‘man’.
yDU23,234 10 OCtileshapes ) m Used to MOVE E8F " 4 ect key presses:
DEFPR i cgmm_ls‘wmchrf:f pR{)Emove-; tieek INKEY(0) to d:m converted into
S8 more s O L dving SR 8O0 o (PROCTIE Acceptable ;:t%[giw to 9. 19 then
movel 3, part O per from 1% g of 1 I 9
num R value Je sectors 1 to 7
Read as @ is written in L nds to tile s¢ ked
SHAPE%(N%) statﬂmemzmggg - ES e vmﬁs ag{chf:;: to
m 111 ) e pattern: legalmove using S
E?l:is is derived from 2 tile P& St 4 | E; determine the legality of
A a 1'[1(}"-'61
' 3 e reached 2
E'“IE [f a winning POSIIOY 3k
(01010 PROCwin

is updated.

110 PROCboard

120 PROCgame

130 COLOURZ2:CLS:60T0110

140 END

160 DEFPROCinit

165 ENVELOPE2,2,6,0,0,255,0,0,126,0
y0,-126,126,126

170 DIMsh$(58)

180 DIMTILE%(8,8)

190 DIMSHAPEYX (%58)

200 red=0:whites0

210 PRINTTAB(7,7); "WHICH-NAY?"
220 VDU23,224,0,127,67,71,47,81,120
J124

230 VDU23,225,0,255,231,195,129, 23
231,231

240 YDU23,226,0,254,194,226,194,138
30,62

250 VDU23,227,127,119,103, 64,464,103

k\&iéiq,li?

£ 20 REN (C) The Micro User 260 VDU23,228,34,0,129,24,24,129,0,  54,254,0
30 NODER Jb 400 PRINTTAB(8,14); "Setting up boar
40 VDU23,1,030:0;0; 270 VDU23,229,254,238,230,2,2,230,2 d"
b0 ¥FX4,1 38,254 410 ENDPROC
70 #FY11,0 280 vDU23,230,124,120,B1,47,71,87,1
90 PROCinit 27,0
100 PROCtileshapes

290 VDU23,231,231,231,231,129,1%3,2
31,255,0

100 VDU23,232,62,30, 138,194,226, 194
,254,0

310 VDU23,234,0,127,127,127,127,127
127,127

320 VDU23,235, 0,255,255, 255,255,255
255,255

330 VDU23,235,0,254, 254,254,254, 254
254,254

380 VDU23,237,127,127,127,127,127,1
27,127,127

350 VDU23,238,255,253,239,255,233,2
949,259,253

360 VDU23,239,254,254, 254,254,254 ,2
54,254,254

370 VDU23, 240,127,127, 127,127,127, 1
27,121,0

380 VDU23,241,255,255, 255,255,255, 2
55,255,0

390 VDU23,242,254,254, 204,234,234, 2

B

420 DEFPROCtileshapes

430 movei$=CHR$(B) +CHR$ (B)+CHRS (B)+
CHR$ (10)

440 aovel$=CHR$(11)+CHRE(11)
450 FORNZ=1T(0S8
450 RERDSHAPEX (NY%)
470 SH$=STR$ (SHAPEX (NX)]
4B0 REPEAT
490 IF LEN{(SH$)){9 SH$="0"+5H$

300 UNTIL LEN((SH$))=9
310 shs(NX)=""

520 FORA%=1TD9

530 IF MID$(SH$,AX,1)="1"sh$ (NK)=sh
$(N%)+CHRS (2234AX) ELSEShS (N%) =sh$ (NX)
+CHR$ (233 +A%)

540 IFAL=30RAY=bsh$ (NL)=sh$ (NL) tmov
el

550 IFA%=9sh$ (NL)=sh$ (NX) tmnove2s
J40 NEXTAX
570 NEXTNY

580 ENDPROC
590 DATA111010000,011110000,0011110
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WHAT A
BARGAIN!

Three of this high-powered collection are
top-rate machine-code versions of arcade
classics and the fourth is a thrilling real-time
adventure game. There's hours of enjoyment

and something to suit everyone in this unique

value for money collection.

ALIEN INTRUDERS — With only your
laser for protection you must destroy the
waves of aliens who threaten to engulf
you. PANZER ATTACK — You are a
tank commander engaged in vicious
combat against encircling enamy forces.
SNAPMAN — Guide your man through

the maze as he munches energy pellets
and avoids hostile aliens. MAYDAY — 4
futuristic adventure! As captain of an
interstellar cruiser you must guide the
sole survivor of a stricken space freightar
through the wreckage of his craft.

£5.95 (cassette] £7.95 idisc)

Four classic
arcade games
for less than
£1.50 each

Deathwatch Hold the e agaanst a combinad tank
and helicopter assaull on your positions. Fast and
furious — ane of gar mast popular games

Pelmanism Dedeat the computer by emembering
more pairs of cands than it an

King Keng Us2 your helicopter to rescug two
maidens fram the Empire S1gte building — avoiding
8 deluge of mocks frem King Kong

Tower of Landan Ghosts have broken gut of the
Tower of London ard taken the treazure. Can you
rebEwEr 1?7

Blackjack A toue-1o-Ide recreation of 1he casing
favourite. Can you beat the bank?

Gakactic Invaders The only thing between you and
imminent destruction by wawes of hostile alens is
your prolon gun A compulsie classic

Fruities Fast-paced, fum-pacied eatravagania.
Gusde your man up ladders, aveading — and digging
traps for — the marawding Frsities!

Nim Find out just how namble your mind is in this
infriguing batle of wits against the compuier

Space Pilot Desperately lightng oH  hostile
lite-forms, you mus! dock wib satellities to
reglenizh dvandling luel supplies

Alsen Intruders Stunnang version of the all-tme
arcade hit. Ne ane can resist this classicl

Goblins Frofics in fanyland! Guide Kzpian the panin
heene tRrough the forests, avoiding the nasty
goblins — & delightful game

Gane Fishing Supeit simulation o a day on the
rvarside. This enthralling program will give hours
of enjoymen

Build your own handy, action-packed
cassette library of these all-time
Micro User favourites. Only £3.75 per
cassette (three games in each).

RCTION ~—

FHE

REPLRY?S #::20

Awbin and Marian Medieval melodrama! Hescue
Maid Marign from the sheriff. & hilarious,
Brisdn-packed game

EECGAL In chame of the EEC's Phctuse Gallery,
you hawe to put some order into the Trames — but
It's not 50 simple a5 it sounds

Air Strike You need to fly fest and low Tor thic
dangeraus intresion into snemy air spacs

Barrel Battles Fast and funogs wideo action
Dadging an avalanche of deadly barals yous climb
lowands the telegphone

Frogs ‘n' Dogs Loved by young and old alike
Simply 1ake Fraddy Frog for a walk avoiding Fida
and pmsonous likes!

Tangins Stunning simulation of ten pin howbing
This addictive gamas will hold you spellbeund

Please send me:
CLASSIC ARCADE GAMES

ACTION REPLAY

Post 10: Database Publications, 68 Chester Road,
Hazel Grove, Stockport SKT GNY,

|
i
|
I BBC 'B° Cassette £5.95 BBC ‘B | 1 4
i 40 Track Disc £7.95 E“;g“!:fe 2 5
[ | 80 Track Disc £7.95 : 3 B
l O3 | enclose cheque made payable to
|
I Database Publications Ltd,
for £
B .0 wish topay by O Access [ Visa
i
I Mo. Expiry date
= Signed
. Name
i
l Address
|
|
1
i
=2

651 I
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From Page 70

00,000111100,000011110,000010111

600' DATA110110000, 110011000, 1100101
00,110010010, 110010001

b10 DATAO11011000,011010100,0110100
10,011010001

620 DATA001110100,001110010,0011100
01, 101110000

530 DATA000111010,000111001,1001110
00,010111000

440 DATA000011101,100011100,0100111
00,001011100

450 DATA100010110,010010110,0010101
10,000110110

6b0 DATA100010011,010010011,0010100
11,000110011,000011011

570 DATA101011000,101010100,1010100
10,101010001

580 DATA100110100,100110010,1001100
-
690 DATA100011010,100011001 , 1000101
01

700 DATAO10110100,010110010,0101100
01

710 DATAD10011010,010011001,0100101
01

720 DATA001011010,001011001,0010101
01,000110101

730 DATA000000000, 111111111

740 DEFPROCboard

750 Xx=i

760 Yi=1

770 CLS

780 COLOUR2

790 11=0

800 REPEAT

810 NX=RND(57)

820 IFX1=1ANDY%=1NX=58

830 1FX1=BANDY1=1N%=58

B40 IFX%=1ANDY1=8 N1=57

BS0 IFX%=BANDY%=E Ni=57

840 TILEX(XX,Y%)=SHAPEY (NZ)

B70 PRINTsh$ (N%);

880 Xi=X%+]

B90 IFXXYBPRINT:PRINT:PRINT:X2=12¥4
=Ykt

900 IFX%=1ANDY%=8 COLOUR3 ELSE COLD
UR2

910 1FX%=BANDY%=8 COLOURI

920 UNTILY1)B

930 XA=1:YA=1:XB=22:YB=1

940 COLOUR1:PRINTTAB(XA,YA);"#"

950 COLOURI:PRINTTABIXB,YB);'#"

980 #F121,0

970 ENDPROC

980 DEFPROCqanme

990 REPEAT
Q{!Dﬁ COLOURS : PRINTTAB (27,41 5 *RED 10

MOVE "

1010 PRINTTAB(27,12);"RED  ‘“red
1020 COLOURS:PRINTTAB(27,13); "WHITE
"white :
1030 PROCaaveA

1040 SOUNDL,-15,97,2

1050 IF71=160T010%0

1040 COLOURI:PRINTTABIZT 414 WHITE T
D MOVE"

1070 PROCmoveB

1080 SOUNDL,-15,197,2

1090 UNTILIX=1

1100 IFXA=22ANDYA=22red=red+]

1110 IFYB=1ANDYB=22white=white+]

1120 COLOUR1:PRINTTABI27,12) ;" RED
"red

1130 COLDUR3:PRINTTAB(27,15); "WRITE
"white

1140 PRINT TAB(4,28)"Press space for
next game"

1150 REPEAT UNTIL BET$=" *

1160 ENDPROC

1170 DEFPROCmoveA

1180 REPEAT

1190 xa=XA:yasYR

1200 I%=INKEY (D)

1210 UNTILI%C3-1

1220 IF I%=81 I¥l=1

1230 IF 1%=87 [i=2

1240 IF I%=b9 1¥=3

1250 1F I%=b5 li=4

1260 IF 1%=83 [i=5

1270 IF [4=68 Ii=b

1280 IF I%=90 [%=7

1290 IF 1%=88 [¥=B

1300 IF I¥=47 1%=9

1310 IF1%=B9 1%=1:ENDPROC

1320 IF I1<1 OR I%>9 THEN SOUND1,-13
433,7:60T01180

1330 PROClegalmovetXB,YB)

1340 1FI%=-1 ENDPROC

1350 IF %=1 XA=RA-3:YA=YA-3

1360 IF I%=2 YA=YR-3

1370 1F 1%=3 XA=XA+3:YA=YA-]

1380 IF I%=4 MA=YA-3

1390 IF [¥=5 XA=YA:YA=YR

1400 IF 1%=6XA=YA+]

1410 IF I%=7 XA=YA-J:YR=YR+3

1420 IF 1%=B YA=YA+3

1430 IF T¥=9 XA=1A+3:YA=YA+3

1440 IFXACL XA=xaiYR=ya

1450 IFXAX22 XA=xa:YR=ya

1450 IFYA{] XAsxa:Yh=ya

1470 IFYA222 XA=xa:YA=ya

{480 IFXA=XB AND YA=YB IA=xa:YA=ya

1490 COLOURZ:PRINTTAB(xa,ya);CHR$(22
8)

1500 COLOURL:PRINTTAB(XA,YA);"&"

1510 PROCcheck

1520 ENDPROC

1530 DEFPROCacveB

1540 REPEAT

1550 I%=INKEY(0)

1560 UNTILIZO-1

1570 xb=XB:yb=YB

1580 IF 1%=B0 I¥=1

1590 IF IX=b4 [¥=2

1600 IF 1%=%1 [%=3

1610 IF 1%=76 k=4

1620 IF 1%=59 I%=5

1630 IF 1%=38 [i=b

1640 IF I%=d44 I%=7

1650 IF 1%=44 [%=8

1660 1F 1Xk=47 [%=9

1670 IF 1%=89 Z¥=1:ENDPRQOC

1680 IF 1%{1 OR I¥%>9 THEN SOUND1,-13
,33, 7160701340

1690 PROClegalmove(XA,YR)

1700 IFI%=-1 ENDPROC

1710 IF I%=1 XB=XB-3:YB=YE-J
1720 IF [%=2 YB=YB-3

1730 1F I%=3 XB=YB+3:YB=YB-3
1740 IF I%=4 XB=XB-3

1750 IF I%=5 XB=XB:YB=YP

1760 IF I%=b XB=XB+3

1770 IF 1%=7 1B=)B-3:YB=YB+]
1780 IF 1¥=8 YB=YB+]

{790 IF 1¥=% AB=AB+J:YB=YB+3
1800 IFXB{1 XB=xb:YB=yb

1810 IFXB»22 XB=xb:YB=yb

1820 IFYB{1 XB=xb:YB=yb

1830 IFYB222 XB=xb:YB=yb

1840 IF IB=XA AND YB=YA ¥B=xb:rYB=yb
1850 COLDUR2:PRINTTAB (xb,yb)jCHRS (22
2]

1860 COLOUR3:PRINTTAB(XB,YB) s "#"
1870 PROCcheck

1880 ENDPROC

1890 DEFPROCcheck

1900 IFXA=22 AND YA=22 PROCwin
1910 1IFXB=1 AND YB=22 PROCwin
1920 ENDPROC

1930 DEFPROCwin

1935 SOUND1,2,4,50

1940 PRINTTABI27,4);" .
1950 PRINTTAB(4,25);"The winner ! ¥
"

1960 1%=1

1970 ENDPROC

1960 DEFPROC]eqalmave(X,Y)

1990 x=(X+2) f31y={Y+2) /3

2000 a$="0"

2010 18=STR$(TILEX(x,y))

2020 REPEAT

2030 IF LEN(2$)<% THEN 1¥=a$+i$
2040 UNTILLEN(Z$)=9

2050 IF MID$(28,I%,10¢ 1" T¥=-1

2060 ENDPROC ‘/
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Cassette/Disc

IT'S an offer you can’t
afford to refuse — all 14
fantastic games from
The Micro User's
Games Special are now
available on tape or disc
to save you the trouble
of typing them in.

Never before has such
high quality fun-packed
games been offered at
such a low price!

In fact the package is so
crammed with goodies that
for the DFS version we’ve
had to split the cassette
over two discs.

On DISC A (Cassette Side
A) you'll find Bounce, Crib,
Fair Play, Sevens, Which
Way, White Widow and
Yams.

DISC B (Cassette Side B)
features China Drop, Crown
Green, Draw Poker, Explorer
Eddie, Masterspy, Patience and
Splat.

And every game is of the high
standard for which Micro User is

renowned! r-----------—-—---ﬂn--E‘1
Please send me Games Special

Never before has so much BBC ] software as indicated here; s E“E:T:'B]f;'&% =

i 1 | enclose cheque made payable to 0 Disc :
Micro software been offered for L s i O Disc B £7.95 i
so little. B oot [ Discs Aand B £14.00 ]
B O 1 wish o pay by O Access O Visa D 40 track 03 80 track | ]
l No. Et‘P”‘f date N.B. No Eleciron version l
Don‘t miss out—send = Signed =

: Name
off for your cassette Vi B
or discs today ¥ i
Post to: Games Special, Database Publications, I
] 68 Chester Road. Hazel Grove, Stockport SK7 SNY.

O T U S R e Y R S B X RO D N --J
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YAMS is an adaptation of the
traditional dice game Yahtzee and can
be played by two to four players.

The object of the game is to get the
highest score possible by using a set of
five dice to obtain certain combinations,
called scores. These are outlined below.

Each player takes a turn at throwing
the set of dice. During that turn you
have a maximum of three throws. After
the first throw you may
O Throw all the dice again.

O Hold selected disc and throw the
rest.
O Accept the throw.

After the third throw, you must

accept the dice shown. If you can select

a score from this combination of dice letter H printed under it. qn
then you must do so — if not you can KEYS When you accept a throw, type the th
pass. i Accept a throw NAME of the score you have selected. P
Once you have made a valid Space Throw all dice again The ones you require are shown at the
selection, a summary of your current H Hold some of the dice top of the screen. If you can’t make up a y
scores is shown and the game then score, type PASS and then enter the d
passes on to the next player. It cycles Once you have pressed H, you are NAME of the score you wish to forfeit. S
round all the players until everyone has asked how many dice you wish to keep When your score summary is shown
had 14 turns — enough to cover all the and then which ones they are. To select the computer waits for quite a while to v
scores. these, type in the appropriate number allow you to get a good look at your t
A final score sheet is then shown and (1-5) of the dice, reading from left to sCOres. C
the winner declared. right. Once selected, the dice has the As the game progresses, there are tl

VARIABLES REPLY% Indicates a key pressed.

5% Size of side of dice.
AS,ABS,ANS Strings for INPUTS. <% General 1001_!' vanable..
A% Accept throw flag. 5% General variable qsud in PROCRUN.
a% Number of selected ‘score’. S1% Value of side of dice.
B% Bonus. throw%  Throw counter.
b%, BS General variable used in PROCPASS. TT%, t% General va_nables in PROCRUN.
C% Game loop counter. T% Controls dice moving down screen.
d%, dd% General loop variable. t% Value of top of d%ce in PROCTOP. E:PRD
DRS Names of players who have drawn a game. to% Value of top of ﬂ:mI:l. ]
D3 General string used in PROCgot. U% Ger}er?.}l loop variable. Eco
it e already selected qu:IN$ ;:]::ile uafg:.vi_nning player rtEIPRC
: ; i _
s Ianglc?:?:s i i X% Value of dice in PR_DCTHDI. ;
Fo%, % General variable in RUN procedure. X% Cmrd{nate (x) of dice. L
FA% Value of face of dice. Y% Coordinate (y) of dice. [
G% General loop variable. 7% Delay variable. B
£% Face value in PROCFACE. E
H% General loop variable. i
HOS, HO% Number of dice to be held.h v ARRAYS ;
ho% Identity of dice selected to hold. 5 R
D% Holds value for each of the five dice. :
t E - L ] "
:‘}S% ?Ilﬁst;aafi?cn;tzlir[:lﬁtf ?.;}eiﬁrzrw. DPOS% Holds starting position for drawing dice on :ﬁ:
i screen.
:‘;ﬁ gﬁ:':ll L??hﬁgvz?eag liﬂr; PROCPASS. hold% Contains dice tt{_:u h1: held during each throw.
i NAS Holds names of players.
E?& E:;ﬁﬂﬁp;ﬁlﬁﬁm 5C% Holds each p]a:;ers total score. i PR
i SC$ Holds names of scores. :
N% General loop variable. n3 ! : it ol
' i CSH% T dimensional array holding scor
it Sisinie w}nall;le, il il : ;:1:3 player. That is, SCSH%(A,B,C‘:} whf.ere § PR
i o B TEFS{;.[ A='score’, B=player and C=status of ‘score’ A~ PR
i Ge?lﬂal lc:ﬂp;art:]a a'.; re for player B. C=0 gives the actual score PR
i s s i obtained; C=1 gives details about that score, that = PF
g’; R% gﬁﬂs;ﬁfﬁim is, whether available, forfeited or taken. E PE
; ' h |
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guite a lot of them. However, if you find

this too long, simply alter line 1190
PROCDEL (1000) to a lower value.
When playing this game. you take
your scores from the front face of the
dice — that is, the dice facing you on the

sCreen.

Because of the large number of
variables in this game, the program had
to be written in Mode 4, thus sacrificing
colours. The program is a tight fit even

then, so be careful not to leave spaces.

_ Lines 10-70

for

2’ A
ore
that

1 PROCnoplayers

PROCINIT

PROCNAMES

PROCPLAY

PROCCHECK
PROCiot

PROCHhi
PROCIo
PROCvalid

PROCTPR

PROCTRI
PROCFKD
PROCYAMS
PROCRUN
PROCFH

PROCSCORES

PROCEDURES

Main body of program. Seeds random
number generator, defines envelopes and
calls procedures to play the game. Turns off
cursor after each mode change.

Prints titles. Asks if you want instructions
and if so calls PROCINST. Asks for the
number of players.

Sets up arrays according to the number of
players and initialises variables.

Gets the names of the players.
The main procedure, it controls the playing
of the game. It calls PROCTHDI,
PROCgot, PROCPASS, PROCCHECK,
PROCerr, PROCDEL and PROC-
SCORES.

Checks if the score you've selected is valid.
Calls relevant checking procedure.

If a number score is selected, this procedure
is called to add up the dice with the number.
Checks the dice to see if a Hi score is valid.
Checks the dice to see if a Lo score is valid.
Checks SCSH% after validation. If there is
no score for the player concerned, then ID%
is returned false, that is not valid.

Checks all combinations of dice for a Two
Pairs score.

Checks dice for a Triple score.

Checks dice for a Four Kind score.
Checks dice for a Yams score.

Checks dice for a Run score.

Checks dice for a Full House score.
Prints the summary of scores at the end of

PROCDEL
PROCADD
PROCPLTBL

PROCTHDI

PROCDRDI

PROCPLOT
PROCLPLOT
PROCTILT
PROCTOP
PROCSIDE
PROCFACE
PROCSPOTS

PROCHOLD
PROCPASS
PROCERASE
PROCgot

PROCINST
PROCerr

Line 2580

each players turn. Indicates scores obtained
and scores forfeited.
Delay procedure.
Adds up each players scoresheet and decides
whether to award bonus. Calls PROC-
PLTBL.
Draws the final scores table and declares the
winner. Asks if you want another game.
Throws dice, checking which ones (if any)
are to be held. This procedure assigns the
values to the dice.
Actually draws dice tumbling down the
screen. Also erases dice where necessary.
Sets hold% back to O before ending.
Draws a cube at selected position.
Draws the edges of the cube.
Draws a tiltedcube and its edges.
Draws the spots on the top of the cube.
Draws the spots on the side of the cube.
Draws the spots on the face of the cube.
Calculates the values for the top and side of
the cube given the value for the face.
Asks which dice you wish to hold and sets
hold% accordingly.
Asks which score you will forfeit and sets
SCSH% to indicate this.
Erases dice from resting position on screen,
ready for next throw.
Checks to see if you've selected a score
which you've already had.
Instructions for the game.
Lets you know if you've entered a name or
score that the program does not recognise.

Data containing names of scores.
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10 REM ##szsYAMSE#+43
20 REM BY J.AIIPURVS
30 REM (C) The Nicro User
40 MODET:VDU23; 82023050503 : 1X=RND(
-TINE) :PROCnoplayers:PROCINLT: PROCNAM
ES:MODE4: VDU23;8202;050;0;24,05160;512
19;840;19,0,4,0,0,0:CLS:CLB
50 ENVELOPE1,1,-128,127,-128,1,1,1
119,~50,~1,0,126,0
40 PROCPLAY:MODE7:VDU23;8202304040
3 :PROCADD
70 END
80 DEFPROCnoplayers
90 PRINTTAB(12,8) ;CHR$141;CHR$134;
CHR$133;CHR$157; CHR$132; "YANS *;CHR$3
2;CHR$156;CHR$137:PRINTTAB(12,9) ;CHR$
141;CHR$136; CHRS 1335 CHR$157; CHR$132;
YAMS ";CHR$32;CHR$156; CHR$137:#FX21,0
100 PRINTTAB(3,14);CHR$131;"Do you
want instructions?";CHR$134;"Y/N":AN
$=6ETS$
110 IF AN$="Y"THEN PROCINST
120 #FX21,0
130 PRINTTAB(3,14)3SPC(37);TAB(I, 14
}3CHR$130; : INPUT"HOW MANY PLAYERS *,P
i
140 [FPi(=1 OR PX>4THENSOUNDO,-15,
3,10:50UND1,0,172,10:60T0130
150 ENDPROC
160 DEFPROCINIT
170 DIM DX(4) ,SCSHX (14,P%-1,1) ,NA$(
PX-1),DPOSX(4) ,SCH(14) ,SCX(PY~1) ,hold
1(4)
180 82=100
190 FOR N%=0TD4:holdX(NL)=FALSE:NE
XT
200 FOR NX=0TO4:DX(N%)=0:NEXT
210 FOR N%=0TOP1-1:FOR pi=0TO14:FOR
@X=0TD1:SCSHX (pX,NX,0%)=0:NEXT:NEXT:N
EXT
220 FOR d%=0TO4:READ DPOSE(d%)sNEXT
230 DATA 400,600,800,1000,1200
240 RESTOREZ380:FOR NX=1TO14:READ S
CHINY):NEXT
230 FOR NX=0TOPX-1:5CX (NX)=0:NEXT
260 ENDPROC
270 DEFPROCNAMES
280 FOR NX=0TOPX-1:#FX21,0
290 PRINTTAB(0,17);SPC{40) sPRINTTAR
(3,16);CHR$129; "NHAT IS YOUR NAME PLA
YER "jNX+1:INPUT ANS:IF AN$="" THEN 2
50
300 NAS (NX)=LEFTS (ANS,8) : NEXT
310 ENDPROC
320 DEFPROCPLAY:CX=0:REPEAT:CX=C1+1
330 FORNX=0TOP1-1:CLS:PRINTTAB(S,0)
3 0.K."jNAS(NX) ;" you need:"
\hthiﬂ FOR QZ=1T0142IFSCSHY (Q%,N%,1)=0

THENPRINTSCS (@Y%) 3", ";

330 NEXT:AX=FALSE:throwl=0

360 REPEAT:PROCTHDI:UNTIL AX=TRUE 0
R throwi=3

370 #F121,0

380 PRINTTAB(0,24) ;8PC(150) 1 INPUTTA
B(3,24) "Mhat will you take from this
throw * ,AN$:IF LEFTS (ANS,4)="PASS" TH
EN PROCPASS: BOTOA30

390 £1=0:PROCqgot (AN$): IFFE(30 THEN
380

400 IDX%=FALSE:PROCCHECK (ANS$)

410 IFIDX=FALSE AND a¥=0 THEN PROCe
rrsPROCDEL (500):60TD380 ELSEIFIDY=FAL
SE THEN PRINTTAB(S,28);AN$:" is not v
alid with this throw":S0UNDO,-15,3,10
:SOUND1,0,172, 10: PROCDEL (500) : BOTO370

420 PRINTTAB{0,24) ;SPC(160) tPRINTTA
B(5,24);"0.K. ":SCSHY (aX, N2, 1) =11 VDUT:
PROCDEL (100}

430 PRINTTAB(0,0)SPC(200)3TAB(0,24
);5PC(160) :PROCSCORES (NAS (NZ) ) s NEXT

440 UNTIL C1o=id

450 ENDPROC

460 DEFPROCCHECK (A$)3:ai=D

470 1FA$="ONES"THENaX=1:PROCtot:PRO
Cvalid

480 IFA$="TWOS"THEMaZ=2:PROCtot:PRD
Cvalid

430 IFA$="THREES"THENai=3:PROCtat:P
ROCvalid

300 IFA$="FOURS"THENaX=4:PROCtot:PR
OCvalid

510 1FA$="FIVES"THENaX=5:PROCtot:PR
OCvalid

520 IFA$="SIXES"THENaX=4:PROCtot: PR
OCvalid

930 IFA$="TWD PAIRG"THENa%=7:pts¥=3
0:PROCTPR: PROCvalid

340 IFA$="TRIPLE"THENa%=B:ptsX=301P
ROCTRI:PROCvalid

990 IFA$="RUN"THENa%=9:ptsX=40:PROC
RUN:PROCvalid

360 IFA$="FOUR KIND"THENaX=10:ptsi=
40:PROCFKD: PROCvalid

370 IFA$="FULL HOUSE'THEMal=11:ptsX
=4(: PROCFH: PROCval id

380 IFA%$="HI"THENaX=12:PROChi:PROCY
alid

390 IFA$="LO"THENaX=13:PROC1o:PROCY
alid

600 IFA$="YAMS"THENa%=141ptsi=60:PR
OCYAMS:PROCvalid

610 IF a¥=0 THEN IDX=FALSE

520 ENDPROC

630 DEFPROCtot:Jdi=0

&40 FOR R%I=0TO4:IF DY(RY)=aY THEN J
A=J%+D% (RX)

630 NEXT:SCSHX (aX,NY,0)=J1

660 ENDPROC

670 DEFPROChi
680 sk=0:IFak=12AND SCSHI{13,NX,0)=
OTHENFORRZ=0TO4: SCSHX (aX ,N¥,0)=8CSHL(

al,N%,0) 4D (RL) tNEXT ELSEFORR=0TOdis

X=aX+DX (RX) INEXT

690 IFs2=0THEN ENDPROC ELSEIFst<=S5C |
SHA(13,NX,0) THEN ENDPROC ELSESCEHY (aX

yN%,0)=8C8HY (aX,NT,0) +s%: ENDPROC
700 DEFPROClo
T10 sl=03 IFSCSHY(12,N%,0)=0THENFORR
A=0TOA4: SCSHX (% ,NX,0)=5CSHY (aX,NL,0) +
DL(RL}:NEXT ELSEFORRY=0TOM4:sX=5Y+DY(R
1) INEXT
720 1FsX=0THEN ENDPROC ELSE IFsX»=5
CSH%(12,N%,0) THEN ENDPROC ELSESCSHY(a
L,N%,0)=5C5HY (a%,N%,0) +s%: ENDPROC
730 DEFPROCvalid
740 IFSCSHY(aX,N¥,0)=0THENIDY=FALSE
ELSEID%=TRUE
7490 ENDPROC
760 DEFPROCTPR:Vi=FALSE
770 1F(DX(0)=DX(1}AND(DX (2)=DX(3)0R
DA(2)=DL(4)0R DX(3)=DX(4)))I0OR(DYL(0)=
DX(2)AND (D% (1)=DX(3)OR DX(1)=DL(4)0R
DY(3)=DL(4)))OR(DL{0)=DL(IIANDIDY(1)=
DY{2)0R DX(1)=DX{4)OR DL(2)=DX(4)))TH
ENVZ=TRUE
780 IF(DXCO)=D%(4)AND(DY(1)=DY(2)0R
DECL)=DX(3)O0R DX{2}=DX(3))I0R(DA(1)=
DX(2)AND DZ(3)=DL(4))OR(DX(1)=D%(3)AN
D DX(2)=DY(4))ORIDY(1)=DL{4)AND DY(2)
=D (3) ) THENVL=TRLE
790 IFVZ=TRUE THEN SCSH%(aX,N%,0)=p
tsi
800 ENDPROC
810 DEFPROCTRI:Vi=FALSE
B20 IF(DZ(0)=DX(1)ANDDYL(0)=D%(2))OR
(DX{1)=DL(2) ANDDE(1)=DX(3})ORIDY(2)=D
%(J)ANDDZ(2)=D%(4))OR (DX (3)=DY(4)ANDD
L(3)=D%(0))OR(DL(4) =D (0)AND D¥(4)=DX
(1)) THEN Vi=TRLE
830 IF(DL(0O)=DL(1)ANDDYX(0}=DX(3})0R
(D%(1)=D¥X(2) ANDD.(1)=D%(4))OR(DY(0)=D
L(2)ANDDL(0) =D (3) )OR(DX(0)=DY(2) ANDD
L(0)=DY(4))OR(D%(1)=DX(3)ANDDY (1)=D%(
4))OR(DX (1) =D (J)ANDDL(1)=D%(0) ) THEN
Vi=TRUE
840 IFVX=TRUE THEN SCSHX (a%,NX,0)=p
tsl
850 ENDPROC
850 DEFPROCFKD:V%=FALSE
870 IF(DLCO)=DL(1}ANDDL(0)=DX(2)AND
DX{0)=DX(3))OR(DYL(1)=D%(2)ANDDY(1)=DY
(JVANDDX (1) =DX(4))OR(DL(2)=DY(3) ANDDY
(2)=DY% (4)ANDDY (2)=D¥(0) ) OR(DYL(3)=DX (4
YANDDXA3)=DX (O)ANDDY (3)=DX (1) JOR(DL (4
)=DE(0)ANDDY (4)=DY (1) ANDDZ (4)=D2(2)) T
HENV1=TRLE
B8O IFVX=TRUE THEN SCSHX(al,N%,0)=p
tsi
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890 ENDPROC

900 DEFPROCYAMS

910 IFDY(0)=5ANDDL(1)=bANDDY (2)=6AN
DD%(3)=5ANDDY (4) =4 THENSCSHY (aX,NX,0)=
ptst

920 ENDPROC

930 DEFPROCRUN:D¥=0:TT%=0:t¥=01F%=0
1$4%=01887=0

240 FORR%=0TO4: IFDX(RX)=1THENDL=0%+
i

950 MEXT:IFOYX>1THENENDPROC

950 FORRY=0TO4: IFDL(RL)=2THENTTR=TT
it

870 NEXT:IFTTL{>1THENENDFROC

980 FORRX=0TO4: IFDX(RY)=ITHENtA=t¥+
!

990 NEXT:IFtX{>1THENENDPROC

1000 FORRY=0TO4: IFDY (RY)=4THENFL=F1+
|

1010 NEXT: IFF&C>1 THENENDPROC

1020 FORRY=0TD4: [FDY (R%)=STHENE §1aff
i+

1030 NEXT:IF#$%{)>1THENENDPROC

1040 FORRZ=0TO4: IFDX(RZ)=46THENssL=55
1+

1050 NEXT: IF (D%=1ANDss%<>0)0R (DX=0AN
Dss¥¢)1) THENENDPROC

1060 SCSHY (aX,N%,0)=ptsi: ENDPROC
1070 DEFPROCFH:VY=FALSE

1080 IF(DL(0)=DYL(1)ANDDY(0)=DY(2)AND
DI{3)<>DL(0) ANDDY(3)=DXL(4))ORCDA(1)=D
L(2)VANDDL (1) =DX(3)ANDDL(0}<2DX (1) ANDD
100} =0%{4))OR(D%(2)=DY(3)ANDDY (2)=DY(
A)ANDDY (D) (XD (2)ANDDL(0)=DYX (1) ) THEN
Vi=TRUE

1090 IF(DL(3)=DL(4)ANDDY (3} =D¥ (0} AND
DLIL)<HDL(0)ANDDY(1)=DL(2))OR(DY (4)=D
%(O)AND DX(4)=DX(1)ANDDY (2)<>D% (4)AND
DL(2)=DL(3))OR(DY(0)=DY(1)ANDDL (0) =D%
(3)ANDDYL (2)<>DL(0) ANDDX (2)=DX (4) ) THEN
Yi=TRUE

1100 IF(DXZ{1)=D%(Z)ANDDL(1)=DL(4)AND
DLIO)¢>D%(1) ANDDX (0} =DX(3) JOR(DX (0)=D
L(2)ANDDX (0)=D% (3)ANDDL (1) <)DX (0)ANDD
L(1)=DYL(4))OR(DY(O)=DY(2) ANDDY (0)=DX(
ATANDDE (1) <D (1) ANDDR (1) =DX (3) ) THEN
VisTRUE

{110 IF(DX(0)=DY(2) ANDDZ(0)=D%(4)AND
DE(1)CXDE(0)ANDDE (1) =DX(3) JORIDE(1)=D
R(TYANDDZ (1) =D (4) ANDDL(O) CDX (1) ANDD
%(0)=D%(2) JOR(DA(1) =D (3) ANDDR (1)=D¥({
0) ANDDY (2) < >DY (1) ANDDZ (2)=D¥ (4) ) THEN
V1=TRUE

1120 IFVX=TRUE THEN SCSHZ(a%,N%,0)=p
tsl

1130 ENDPROC

1140 DEFPROCSCORES(NAS(NI))1PRINTTAB
{0,0) ;SPC(200)

1150 PRINTTAB(O,0);"0.K. "sNASINYK) 3"
Your scores so far are:":FORR%=1TO14:

IFSCSHX (RX,NX,1)=1THENPRINT; SC$ (RX) ;"
o $SCSHYL (RY,NX,003"%, "

1160 NEXT

1170 PRINTTAB (5,24 ;SPCI160);TAB(S,2
4);"Your forfeits:":PRINTTAB(S,25);:F
ORRX=1TO14: [FSCSHX (RL NX, 1) =-1THEN PR
INT;SC$(RT) ", "

1180 NEXT

1190 PROCDEL (10001 : CLS: ENDPROC

1200 DEFPROCDEL (Z1):TIME=0:REPEATIUN
TIL TIME=1X:ENDPROC

1210 DEFPROCADD: BL=50

1220 FORGX=0TOPZ-1:FORHY=1TO14:5CL(6
1) =8CT(6%) +8CSHL (HL,62,0)

1230 IFHX=6AND SCX(EX) »=40THENSCX (BX
)=8CY{B%) +B%: SCSHIL (0,61,0)=60: SCEHY (0
,81,1)=l

1240 NEXT:NEXT:PROCPLTBL:ENDPROC

1290 DEFPROCPLTBL

1260 PRINTTAB(11,0)sCHR$(141) ;CHR$13
J;CHR$ (134) ; *FINAL SCORES";CHR$137:PR
INTTAB(11,1);CHR$(141);CHR$133; CHR$ (1
35) 3 "FINAL SCORES";CHR$137

1270 FORRY=1TOPZ:PRINTTAB(O,3);CHRS(
135) ;CHR$157; TAB(5+R%#7,3) ; CHRS (128+R
L) NAS (RA-1) :NEXT

1280 FORGX=1T06:FORRY=1TOPR:PRINTTAB
(0,6%+3) ;CHR$ (135) ;CHRS (157) ;CHR$133;
SC$(BX) ; TAB(7+RY#7,6X+3) ; CHR (1284R2)
3 SCSHR (B, RX~1,0) :NEXT: NEXT

1290 FORRX=1TOPX:PRINTTAB(Q,10);CHRS
135;CHR$157; CHR$133; "BONUS" ; TAB (7+R%#
7,10) ;CHRS {1 284R%) ; SCSHL(0,RX-1,0) :NE
11

1300 FORGX=7T014:FORRL=1TOPYX: PRINTTA
Bi0,B%+4) ;CHR$135; CHR$157; CHR$133; 5C#
(B%) 3 TAB(7+RX47,6%+4) jCHRS (128+R1]35C
SHZ (B ,RYX=1,0) tNEXT:NEXT

1310 FORR%=1TOPL:PRINTTAB (0,62+4);CH
R§135;CHR$157; CHRS133; "TOTAL"; TAB(7+R
1#7,6%+4) jCHRS (12B+RY) ; SCX (R%-1) sNEXT
tPROCWIN: ENDPROC

1320 DEFPROCWIN:WIN$=""1DR$=""1K1=01
FORRY=1TOPY-1: IFSCL(KY) {BCY (RX) THENKX
=Rl

1330 NEXT:FORRX=0TOPX-1: [FRA=KXTHEN]
350

1340 IFSCX(RY)=SCA(KX) THENDRS$=DR$+NA
$(R1)+" and "

1350 MEXT:IFDR$<)""THENDRS$=DR$+NAS (K
1):PRINTCHR$133; "It ‘s a draw between"
sCHR$135;CHR$134; DRS; CHRE137 ELSENINS
=NA$ (KX) :PRINTTAB(S) ;CHR$133; CHR%136;
WIN$;CHR$137;CHR$134; "wins this game"

1360 #FX21,0

1370 PRINTCHR$1303"Do you want to pl
ay again?":A$=BETH:IF A§="Y"THENRUN

1380 ENDPROC
2id
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1390 DEFPROCTHDI:throwX=throwl+1:FOR
ddX=0T04: IF holdX(ddX)=TRUE THEN NEXT

ELSE X%=RND(&):DX (ddX)=1%:NEXT

1400 PROCDRDI:#FX21,0

1410 PRINTTAB(10,6)3"Y = ACCEPT this

throw®; TAB(10,7);*H = HOLD sose dice
"$TAB(&,8);"SPACE = THROW all dice ag
ain"

1420 REPLYX=BET: IFREPLY1=32THENAY=FA
LSE ELSETFREPLYX=B9THENAYL=TRUE ELSE I
FREPLYX=72THEN AX=FALSE:IFthrowt{)3 T
HENPROCHOLD ELSE SOUNDO,-15,3,10:SOUN
01,0,172,10: 60701420

1430 PRINTTAB(10,6)38PC(22) ;TAB(10,7
);8PC(19); TAB(A,B) ;8PC(29) : ENDPROC

1440 DEFPROCDRDI: IFthrowt=1THEN1450
ELSEFORp2=0T04: IFholdX (p%)=TRUE THEN
NEXT ELSE PROCERASE(p%) tNEXT

1450 FORpX=0TD4: IFholdX(p%)=TRUE THE
N 1560

1460 Y1=750

1470 FORTX=0TD5:FORq%=1TO0STEP-1:6C0
L0,g%

1480 XX=DPOSY (pX)-TL#50:VDU29,X¥;YXs
tPROCPLOT: BCOLO,0: PROCLPLOT: IFqi=1 TH
EN 6COLO,q¥

1490 BOUND1,1,2,5

1500 NEXT

1510 FORqX=1T00 STEP-1:BCOLO,qX

1520 X%=DPOSY (pX)-T2#50:VDU29,X%;YY;
tPROCTILT:NEXT:YX=Y1-50

1530 NEXT

1540 XX=DPOSX (pX)-300:VDU29,X%; Y1326
COLO, 1:PROCPLOT:BCOLO,0: PROCLPLOT: PRO
CSPOTS(pk)

1350 SOUND!,1,2,5:¥FX21,5

1580 NEXT

1570 FORKk%=0T04zhold¥ (k%)=FALSE:PRIN
TTAB(k1%6+3,22)3" " :NEXT:ENDPROC

1380 DEFPROCPLOT

1390 MOVEO,SX:DRANSY,5%:PLOTES,8%/2,
81/21DRAW-5%/2,51-8%/2:PLOTES, 0,8Y: DR
AWST,0: DRANSY ,S2:PLOTBS,5%/2,51/2: DRA
WS2/2,-81/2: PLOTBS, 8%, 01 DRAN-51/2, 5%~
53/2: DRANSY/2,8%/2:PLOTBS,-8%/2,-81/2
s DRANSY/2,-8%/2:PLOTBS,8%/2,51/2

1600 ENDPROC
1610 DEFPROCLPLOT
1620 MOVE-51/2,51-81/2: DRAWSY/2,81/2
tDRAWSY,BX: NOVESX/2,8%/2: DRANSY/2,-51
/23 ENDPROC
1630 DEFPROCTILT
1640 MOVE-40,0: DRAN-140,01 DRAN-75,~7
51 DRAN23,-75: DRAWBS, 0: DRANZS , 75: DRAN-
75,75: DRAN-140,0: NOVE-40,0: PLOTES, 25,
73
1630 PLOTBS,85,0:MOVE-140,01HOVE-TS,
Q:Pmes,zs,75:mveas,n=nnvszs,-?m

LOT83,-40,0:PLOTBS,-75,-75:PLOTES, ~14
0,0:600L0,0

1660 DRAN-20,0: DRAN25/2,=(75/2) :NOVE
-20,0:DRAN25/2,75/2: IF qi=1 THEN BCOL
0,q%

1670 ENDPROC

1680 DEFPROCTOP(tY):VDUS

1690 IFtX=1THENNOVELO,87:VDU42

1700 TFtX=2THENMOVE-30,80:VDU42: MOVE
43,95:VDUA2

1710 IFtX=3THENMOVE10,B6: VDU42: MOVE-
32,80:VDUAZ: BOVE44, 95: VDUAZ

1720 IFt2=4THENMOVE-25,B0:VDU42: HOVE
43,97:VDU42: MOVEO, 97: VDU42: HOVE27 , B0:
vDud2

1730 IFt2=3THENMOVE-27,B0: VDU42: NOVE
47,100: VDU42: MOVE-2, 100 VDUA2: HOVE2S,
B0:VDUA2: MOVEL 1, B9: VDUA2

1740 IFtX=6THENMOVE-29,74:YDU42: NOVE
54,1021 VDUA2: NOVEY , 1022 VDUA2: NOVE23, T
b:VDUAZ: MOVE-12,89: VDU42: NOVETS, 89:VD
U4z

1750 VDU4:ENDPROC

1760 DEFPROCSIDE (eX):VDUS

1770 IFeX=1THENMOVEST , 34:VDU42

1780 1FeX=2THENMOVE4S ,A8: VDU42: MOVE?
4,17:VDU42

1790 IFeX=JTHENMOVET3, 70:VDUAZ: HOVE4
8,~5: VDU42: MOVESD, 32: VDU42

1800 IFeX=ATHENNOVE4S,45:VDUA2: NOVET
4,70:VDU42: NOVEA?, -5: VDU42: MOVETH, 20:
vDu42

1810 IFeX=STHENMOVEAS,47:VDU42: MOVEY
3,681 VDU42: NOVEAB, -3 VDU42: MOVETS, 18:
VDUAZ: MOVESO, 32: VDU42

1820 1FeX=6THENMOVE4S, 45: VDUA2: MOVE7
3,70: VDU42: NOVEAB, 201 VDUA25 NOVET S, 45:
VDUA2: NOVE4B,-5: VDU42: MOVET3, 20: VDUA2
1830 VDU4:ENDPROC

1840 DEFPROCFACE (gX) : VDUS

1830 IFgX=1THENMOVE-11,12:VDU42

1860 IFgZ=2THENMOVE-38,37:\DU42: NOVE
13,=14:VDU42

1870 TFgX=3THENMOVE-3B,37: VDU42: NOVE
13,-14:VDUA2: MOVE-11,12: VDU42

1880 IFgX=4THENMOVE-38,37:VDU42: NOVE
13,-13:VDU42: NOVE-38,-15: VDU42: HOVEL3
1371 VDUAZ

1890 IFgX=STHENMOVE-38,37:VDU42: KOVE
13,-13:VDU42: NOVE-3B, - 15: VDU42: NOVEL3
4371 VDUAZ: MOVE-11,12: VDUA2

1900 1FgX=6THENMOVE-38,37:VDUA2: NOVE
13,-13:VDUA2: NOVE-38, ~15: VDUA2: MOVEL3
y57: VDUAZ: NOVE-38, 12: VDU42: HOVEL 3, 12:
VDU42

1910 VDU4:ENDPROC

1920 DEFPROCSPOTS (NY):BCOLO,0:FAY=DY
(NZ) 2 IFFAXS YBTHENL950

1930 toX=RND(5) s IFtoX=1THEN1930

1940 IFtoX=2THENSIX=3 ELSEIFtoX=3THE

NSIX=SELSEIFtoX=ATHENSI%=2 ELSESIY=4

1950 IFFAXC)STHEN1980

1960 toX=RND(6): [Ftol=FAY ORto%=2THE
NS940

1970 IFtot=1THENSIY=4 ELSEIFtoX=4THE
NSTX=b ELSEIFtoX=4THENSIY=3 ELSESIY=i

1980 IFFAXC)ATHEN2010

1990 tol=RND{&): IFtol=FAL ORtoX=3THE
N1990

2000 IFtoX=1THENSIZ=2ELSEIFtoX=2THEN
§I%=6 ELSEIFtoX=bTHENSI%=5 ELSESI%=1

2010 IFFAXC>3THENZ040

2020 tol=RND(&): IFtol=FAY ORtoX=4THE
N2020

2030 IFtoX=1THENSIX=5 ELSEIFtoX=2THE
NSIi=1 ELSEIFtol=STHENSI%=b ELSESI=2

2040 TFFALC>2THEN2070

2030 tol=RND(&): IFtol=FAL ORtol=5THE
N2030

2060 IFtoX=1THENSIY=3 ELSEIFtoX=3THE
NSIX=5 ELSEIFtoX=ATHENSIX=1 ELSESIi=4

2070 TFFA%CY1THEN2100

2080 tol=RND(3):IFtoX=FAT THEN2080

2090 1FtoX=2THENSI%=4 ELSEIFtoX=3THE
NS14=2 ELSEIFtoX=ATHENSI%=5 ELSESI=3

2100 XX=DPDBX (NX)~-300:VDU29,X¥; Y1316
COLO,0: PROCTOP (to%) : PROCSIDE (S1X) 1PRO
CFACE(FAZ) :ENDPROC

2110 DEFPROCHOLD: #FX21,0

2120 PRINTTAB(0,24) ;8PC{160); TAB(S,2
4);"How many dice do you want to hold
?"1HD$=GET$: HO%=VAL (HO$)

2130 IFHOXC1 OR HOX)S THEN SOUNDO,-1
9,3,10:S0UND1,0,172,10:60702120 ELSE
vou7

2140 FORUZ=1TODHOX: #FX21,0

2150 PRINTTAB(0,24)3SPC(160); TAB(S,2
413"Which dice would you like to keep
7*1hol=GET:PRINTTAB(0,24) ; 5PC(140) :VD
U7:IF hoX<49 OR hol)53 THEN 2150

2160 holdX(hoX-49)=TRUE:PRINTTAB( (ho
A=49)#643,22) 3 "H" ; sNEXT

2170 ENDPROC

2180 DEFPROCPASS:RESTORE2580:J$="":b
1=01#F121,0
2190 PRINTTAB(0,24) ;8PC(160) : INPUTTA
Bi5,24) "What will you forfeit" B$
2200 REPEAT:READJIS$:b%=bX+1:UNTILI$=
B$
2210 SCSHX (bX%,Nt,1)=-1
2220 PRINTTAB(0,24) ; SPC(160) : ENDPROC
2230 DEFPROCERASE (aX)

2240 XX=DPOSR(aX)-300:VDU29,X¥;Y1;:6
COLO,0:PROCPLOT
2250 ENDPROC
2260 DEFPROCqot (D$) : RESTORE2580
2270 J$=""1b1=0
2280 REPEAT:READJ$:b%=bY+1:UNTILJ$=
D$ OR bI=14:1F bX=14 AND J$<)D$ THEN
ENDPROC

- = == ™)
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2290 IF SCSHXI(bX,NL,11{>0 THEN fi=5
CSHL (bX,NT, L) :PRINTTAB(0,24) s SPC(160)
jTAB(3,24);"You've already had this o
ne"1SOUNDO,~15,3, 10: SOUNDL 0,172,101 P
ROCDEL (300)

2300 ENDPROC

2310 DEFPROCINST:#FX21,0

2320 CLS:PRINTTAB(3,3)3"This game i
s for 2 to 4 players.You have five d
ice and you must use them to accrue s
cores (details later).You must also
attespt to get your 'nusber’ scoresto

# total of &0 or more to obtain your

Bonus.

2330 PRINT3"Player one throws first
.You have three throws,and atter the
first throw, you may hold any nuab
er of dice.To do this, INPUT how many
dice you want to hold,andthen which
ones they are (1-3) reading left to

right."

2340 PRINT;"Keep CAPS LOCK on durin
g this gase, as DATA is stored in up
per case."”’' "' "TAB(5);CHR$130;CHR$134;
"PRESS ANY KEY TO CONTINLE....."tAB$=
BET$:CLS

2350 PRINTTAB(3,3);"To";CHR$129; "ALC
EPT*;CHR$135;"a throw press Y" 'TAB(3)
§"To";CHR$130; "REJECT"; CHR$133;"a thr
ow press SPACE BAR"'TAB(3);"To";CHR$1
315 "HOLD" ;CHR$135; "any dice press H*

2360 PRINT;"Once you've accepted yo
ur throw or had three goes, the Coap
uter asks you to  type in the score

you wish to take."

2370 PRINT;"The Computer will then
check your Answerto see if it is vali
d.1f so,the score will be calculate
d and added to your  scoreshest.The

gase then passes on to"

2380 PRINT;"the next player,and cont
inues going round until all the s
cores are filled." "You also have the

option to";CHR¥134;"PASS"'*To do thi

s type PASS when you are asked what y
ou want to take froa the throw,"

2390 PRINT;"then decide which score

you will forfeitThese are displayed
at the bottos of thescreen.”

2400 PRINTTAB(S) ;CHR$133;CHR$136; "P
RESS ANY KEY TO CONTINUE....."y:AB$=B
ET§:CLS

2410 PRINTTAB(B,3);CHR$141;CHRS135;
CHR$157; CHR$132; "number SCORES®;CHR$3
2;CHR$156; TAB(B,4) ;CHR$ 1415 CHR$1355CH
R$157; CHR$132; "nuaber SCORES")CHR$32;
CHR$ 136

2420 PRINTTAB(3,7);CHR$129; "OMES. ..
.points depend on nusber of " 'CHR$129;
“ones,froa | - 5.";TAB(3,10);CHR$130;

"TWOS....as above,points from 2 - 10,

2430 PRINTTAB(3,12);CHR$131; "THREES
.«a8 above,points froa 3 - 15.";TAB(3
y14) ;CHR$133; "FOURS. .as above,points
from 4-20."

2040 PRINTTAB(3,14);CHR$134; "FIVES.
+«48 above,points from 3-23.";TAB(3,1
B)jCHR$129; "SIXES. .as above,points fr
oa 4-30.";TAB(S,24) ;CHR$135; CHR$157;C
HR$132; "PRESS ANY KEY TD COMTIMUE....
"CHR$32; CHR$136; 1 AB$=BET$:CLS

2450 PRINTTRB(B,3) ;CHRS141; CHR$135;C
HR$157;CHR$132; "special SCORES";CHR$3
23CHR$156; TAB(B, 4) 5 CHRS 1415 CHR$135; CH
R$157;CHRS132; "special SCORES";CHR$32
JCHR$ 156

2450 PRINTTAB(3,b) ;CHR$130;"TWO PAI
RS..of 5 dice,2 pairs i.e 2° 'CHR$130;
"ones and 2 fives.Points 30.%;TAB(3,B
);CHR$131; "TRIPLE. .any three dice the

same, " 'CHR$131; "Points 30,°;TAB(3,10
) ;CHR$133; “RUN. .. .Each dice different
y =5 or"

2470 PRINTCHR$133;"2-6, points 40.";
TAB(3,12) ;CHR$134; "FOUR KIND..Any fou
r dice the same."” 'CHR$134; "Points 40,
i
2480 PRINTTAB(3,14);CHR$129;"FULL H
OUSE..two dice the same and” 'CHR$129;
"the other three the same,i.e.2 three
" 'CHR$129;"and 3 fives.Paints 40.%T
AB(3,17) ;CHR$130; "HI. ... Any fairly hi
gh score.Points"

2490 PRINTCHR$130; "total of all dice
+MUST be higher than"'CHR$130;"°L0."

2500 PRINTTAB(3,20) ;CHR$1315"L0....A
ny low score.Points total of" 'CHR$131
j "dice.MUST be lower than HI.";TAB(3,
22) jCHR$133; "YANS...al]l dice showing
sixes.Points"CHR$133;"40."

2510 PRINTTAB(S,24) jCHR$135;CHR$157
sCHR$132; "PRESE ANY KEY TD CONTINUE..
++ "CHR$32; CHR$ 156 s AB$=BET4: CLS

2320 PRINTTAB4,11) jCHRS1413CHRS134;
CHR$137;CHR$132; "You take your scores

*sCHR$32; CHR$156; TAB(6,12) jCHRS1414C
HR$134; CHR$157;CHR$1321 *You take your

scores ";CHR$32;CHR$156

2330 PRINTTAB(L,14) jCHRS1415CHRS 1343
CHR$157;CHR$132; "from the front face
of the dice.";CHR$32;CHR$1563TAB(1,15
}CHR$141;CHR$ 1343 CHR$ 157 CHR$132; " r
oa the front face of the dice.";CHRS3
2;CHR$ 156

2540 PRINTTAB(3,24) ;CHR$131;CHR$157;
CHR$136; CHR$12%; "PRESS ANY KEY TO CON
TINUE...."CHR$32;CHR$ 1565t AB$=BET$:CL
§: ENDPROC

2550 DEFPROCerr

2560 PRINTTAB(0,24)3SPC(140)3TAB(S,
24);"You've misspelt something here o
r left a space.... try again!"

2570 SOUNDO,-15,3,10:5S0UND1,0,172,10
: ENDPROC

2580 DATA OMES,TWOS, THREES,FOURS,FIV
ES,SIXES,TWO PAIRS,TRIPLE,RUN,FOUR KI
ND,FULL WOUSE,NI,LD,YANS
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B0 Micro User Games Special

George Cane puts

an old favourite

on your monitor

PATIENCE is a BBC Micro version of
the long established card game which,
by its nature, is for one player.

On screen you see seven vertical files
of cards, all face down bar the last card
of each file. The number of cards placed
in each decreases by one as you look
from left to right, resulting in there being
only one card in file seven.

The remaining 24 cards form the
pack. For convenience the pack is also
laid in a vertical file on the extreme left
of the screen and is numbered 1. The
seven files of game cards are numbered
2 to 8.

Using these numbers you must move

i cards from one file to another in an

attempt to finish with every card face
up, and all the pack used up.
The all-important rule is that cards

must be placed in the order “low™ on
“high” and in alternating colours. This
means for example that a red 4 can only
be placed on a black 5, a black queen
can only be placed on a red king and so
0.

When any vertical file becomes
empty as a result of moving its last card,
that empty space can be filled, but only
with a king.

Just keep moving the cards until
either you succeed in using all the pack
and turning all 52 cards face up in
ascending order, or you cannot move
any card according to the rules.

By the way, the computer won’t let
you make an illegal move — though
were sure you wouldn't even try!

All you need is a little bit of luck . . .
and an awful lot of patience.

LO 10 REM Patience

20 REM (C) The Micro User
30 #FX11,0
40 MODDE1:VDU19,2,2,0,0,0:COLOURI30

:CLS:PROCtext:VDU26:VDU23,1,050;0;0;:

PROCintro:FORJ=0TO12:READA,B,C,D,E,F,
6,H: VDU23,224+],A,B,C,D,E,F,6,H:NEXT:
DINCR(32) \F$(52) ,LX(7},L$(T7) N$(7) V2

(32) ,¥$(13) :FORA=1TO13: READVE (A) tNEXT
sV§(10)=CHR$236

30 T$=CHR$224+CHR$225+CHRS225+CHRS

226: N$=CHR$227+CHR$228+CHRS228+CHR$22
9:B$=CHR$230+*  *+CHR231:FORA=OTOT:R
EADNS (A) sNEXT

60 VDU26:COLOUR130: PROCtext:PRINT:

K$="Press any key to start":PROCsay(3
) tREPEAT@=RND: UNTILINKEYS$ (1) ()"

70 K$="Do you like to play strictl

y ?"iPRINT' ' :PROCsay(3) :REPEAT@=RND: K
$=INKEY$ (1) (UNTILK$C>"": J=0: IFK$="Y"]
=

B0 PRINT' ":K$="Would you like a di

tficult game ?7":PROCsay(3) :REPEAT@=RN
DeKS=INKEYS (1) sUNTILKS$C )" "2 K=0: IFK$="
Y*K=9

90 PROCshuffle:PROCdeal:#FX21,0
100 ONERRORGOTOSF0
110 PROCplay: [FK$="A"0RK$="a" THENSO

tELSEIFK$="C"ORK$="c"THEN70: ELSEBOTO1
00

120 DEFPROCwi ndow: BX=WL#5: VDU2B, B3,
28,B1+3,3:COLOUR130: CLS: ENDPROC

130 DEFPROCIong:VDU28,0,28,3,0:COLO
URS:COLOUR130:CLS:PRINT ™ | Pack";:E
NDPROC

140 DEFPROCtext:VDU28,0,31,39,29:C0
LOUR128: CLS: ENDPROC

150 DEFPROCsay (c):COLOURC:PRINTTAB(
20-(LEN(K$)DIV2)) ;K$3 : ENDPROC

160 DEFPROCshuffle:VDU26:COLOURI30:
CLS:@=RND(3) :PROCtext:PRINT: IFH=0K$="
Remember, Press A for a new game."':PR
OCsay(3) :PRINT ' 1H=1

170 IFQ{2K$="Just a quick shuffle."
tELSEIFQ(IK$="1"n shuffling the pack.
*{ELSEK$="1'n giving the cards a good

shuffle.”

180 PROCsay (3):FORA=0TDS2:F$(A)="":
NEXT:FORA=1T052:REPEAT:FORB=0T0R: DX=R
ND(32) :NEXT: UNTILF$ (DX)="":CY=(A=1)DI
VIZ:VE(DX)=A NODI3:F$(D%)=V$ (VL (DY) +1
)+CHR$ (2324CL) 4"  ":CY(DY) =CXANDI:NEX
T:ENDPROC

190 DEFPROCpack: IFLY(0)=PYENDPROC:E
LSECOLOUR129:COLOUR2: PRINTTS"

*B$; :ENDPROC
200 DEFPROCone: COLOURL31:COLOURZ: PR
INTT#; :EX=VAL (LEFT$ (LS (WX) ,2) ) : COLOUR
CR(EX) :PRINTF$ (EX) " "+ :COLOUR2
:PRINTBS; : ENDPROC
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210 DEFPROCtop:COLOUR]31:COLOURL:PR

INTT$; :COLDURCY (PL) : PRINTF$(PYX) "
*+1COLOUR2: PRINTBS: ENDPROC

220 DEFPROClast:COLOUR131:COLOUR2:P

RINTMS$; : COLOURCK (PX) :PRINTF$(PZ) "
*{1COLDUR2:PRINTB$:ENDPROC

230 DEFPROCdeal:VDU24:COLOURL30:COL

OURT:CLS:PRINT:FORA=1TOB:PRINT® ";A;"

“{sNEXT:PRINT"Pack":PROCtext:PY=52
tFORWY=1TO7:L$ (WX)="":FORA=1TOK-WX:L#
(NL) =L$ (%) +STR$ (PL) s PL=PY-1:NEXT:LY(
Wi)=A-1:PROCLay:NEXT

240 L#="";L1(0)=0: FORA=1TOPY: IFACIO
Li=L$+"0"

250 L§=L$+STR$(A) ¢NEXT:L$(0)=L$:PRO
Cturn:ENDPROC

240 DEFPROC]ay:PROCwindow:AX=LENIL$
(W) /2: IFALCIENDPROC: ELSEIFLR (NX) =A%
LY (WL)=L% (WX) -1 IFLX (W%} COLY (WE) =0

270 IFAT=1PROCone: ENDPROC

280 IFLY(WZ)<1THENCOLODUR131:COLOURZ
sPRINTTS; :60T0300: ELSECOLOUR129: COLOU
R2:PRINTT$:: IFLY (WX)=1THEN290: ELSECOL
OURO:FORB=2TOLY (N%) : PRINTM$; :NEXT

290 COLOUR131:COLOURTsPRINTTS;

300 COLOUR2: FORBY=LY (WL)#2+1TOAT#2:
EX=VAL (HID$(L$ (W%) ,BX,2) }sB%=B1+1: COL
OURCZ(EX) :PRINTF$ (EZ) ; :NEXT: COLOURZ: P
RINT® *;B%; :ENDPROC

310 DEFPROCkey:REPEAT:K$=INKEY$(100
e WL=VAL (K$)=1:UNTIL (WX)>-1ANDWIECT) ORK
$="A"ORK$="a"ORK$="C"ORK$="c" : ENDPROC

320 DEFPROCturn:WX=0:PROCIong: IFPY=
OENDPROC: ELSELX(0)=LX{0)+32 IFLX(0) 3PY
REPEATsLX(0)=LE(0)-PR:UNTILLE(0) (=P%

330 IFLT(0)=1PROCone: BOTO3B0:ELSEIF
LX{0) »16CLS: IFLA(0) =1 TPRINT " 1 "j:E
LSEIFLX(0)=1BPRINT® 1 *;

340 LX%=20: IFLY(0)=PXLYX=25

350 IFL%(0)1ANDLY(0)<{LXCOLOURL31:C
OLOURZ:PRINTTS:

360 IFL%(0) >ICOLOUR13 ! :COLOURO: A=1:
REPEATA=A+1:PRINTN$; s UNTILA=LXORA=LY(
0)

370 IFLL(0) XATHENEX=VAL (HIDS (L$(0),
L%(0)#2-1,2) ) s COLQURCX (EX) :PRINTF$ (EX
)" "+ :COLOUR2: PRINTBS; : COLOUR!
30

180 PROCpack:ENDPROC

390 DEFPROCFind: XX=VAL (RIGHTS (LS (WL
}y2) ) $CN=CLOXT) s NE=VROXX) ¢ IFFR0YE=VA
LOMIDS (LS (F%) ,LU(FYL) #241,2) ) :CH=CH LYY
}sM%=V4(Y%) s ENDPROC: ELSEYX=VAL (NID$ (L
$(FL) LY (FL)#2-1,2) ) sCH=CRAYYL) s MA=VE(
Yi) 1 ENDPROC

400 DEFPROCplay:PROCtext:Ké="Nove f
roa where to where ?":PROCsay(3):PRIN
T'sK$="or press 7 to turn the pack.":
PROCsay (3):PROCkey: [FK$="A"ORK$="a"0R
K$="C"ORK$="c":ENDPROC: ELSEIFW%=BPROC
text:PROCturniENDPROC

or press 9 to turn the pack.

Move from where to where 7

L J

410 IFWL=0ANDLY (WX)=0VDUT:K$="Turn
the pack first!*sPROCtext:PRINT:PROCs
ay(2) 16070500

420 IFLS(WL)=""VDUT:K$="Thats silly
', "1PROCtext:PRINT:PROCsay(1):60TOS00
tELSEF=N1:COLOUR2: PRINTTAB(17,0)NS(F
%);tCOLOURS:PRINT" to where ? ";:PR
OCkey: IFK$="A"DRK$="a"ORK$="C"ORK$="c
" ENDPROC: ELSEIFWZ=BPROCtext:PROCturn
: ENDPROC

430 IFWE=0K$="You may not put a car
d ON the pack'.":VDUT:PROCtext:PRINT:
:PROCsay (1) ;6070500

440 PROC#ind: IFL$(WZ)=""THEN470:ELS
EIFNX=12ZANDLS (W%)<>"*"VDUT:PROCtext:PR
INT:K$="A King may only go to an eapt
y space.":PROCsay(1):60T0300

450 TFNL{OMI+1VDU7:PROCtext:K$=V4(N
1+11+"'s may only go on "+V$(NL+2)+""
5. ":PRINT:PROCsay (11 :60T0300

450 IFCM=CN VDUT:PROCtext:PRINT:K$=
"Card colours may not be the same.":P
ROCsay(1):B0TOS00

470 IFL$ (NYX)=""ANDJ=1ANDNXC>12VDUT:
PROCtext:PRINT:K$="Only a King may fi
11 an eapty space.":PROCsay(1):B0T030
0

480 K$="From "+N$(F1)+" to "+NE(WL)
+*, "tPROCtext:PRINT: PROCsay(2)

490 PROCmove:ENDPROC

500 FORDELAY=0T0S000:NEXT: ENDPROC

510 DEFPROCmave: IFF1YOTHENSSO:ELSE
P§="":58=N1D$ (LS (F1) LAF)#2-1,2) ;L%
(0)=LY(0)=11PY=PL~1: IFPY=0L$ (0)=""260
10560

520 IFLY(0) YOP$=LEFTS$(L$(0) ,L%(0)%2
)+ IFL%(0)=PETHENS40

530 P$=P$+RIGHTS (L$ (0} ,LENIL$(0)}-I
LY(0)+1)#2)

540 L$(0)=P$:L%(0)=L%(0)-3:60TD560

550 S$=RIGHTS(L§(FY) ,LEN(LS(FL))~(L
LOFXI#2) ) sLO(FL) =LEFTS (LS (FX] ,LX(FY) #
20 sLX(FE) =LX{F%) =13 IFLX(FL) COLX (FX)=0

560 L§(WL)=L$(WL)+5$:PROC] ay:Wi=FXt
IFWL=0PROCturn: ENDPROC: ELSEPROCl ay:EN
DFROC

570 DEFPROCintro:COLOURL30¢PRINT " *"
tK$="PATIENCE" :PROCsay (3) tPRINT" ':K$=
"By B.7.Cane. Dec,'83.":PROCsay(3):PR
INT*'**TAB(4);"This is a simulation o
f the well" "TAB(3);"known card game,

The only rule is""’

580 PRINTTABI&)"'If you can do it,
it's OK,'* " "":K$="1f you get stuck,
press A for another ":PROCsayi3):PRI

NT':K$="game or C to change the level
of play.":PROCsay(3):ENDPROC

590 IFERR=17VDU7:60TO100: ELSEPROCte

xt1REPORT:PRINT" on line "jERL:END

600 DATALFF ,LFF,4FF,&FF kFF,LCO, 480
40, 4FF ,&FF ,%FF ,&FF ,&FF ,0,0,0,4FF , 4FF

LFF ,LFF ,&FF,3,1,0,0,0,0,0,43,64,128,0
,0,0,0,0,255,0,0,0,0,0,0,0,252,2,1,0,
0,0,0,0,0,0,480,%C0,0,0,0,0,0,0,1,3

610 DATA28,28,107,127,107,8,28,0,8,

28,62,127,62,28,8,0,28,62,127,127,127
,28,62,0,54,127,127,127,62,28,8,0, 38,
105,41,41,41,41,118,0,4,2,3,4,5,6,7,8
+9,7,J,8,K,0ne,Two, Three,Four ,Five,5i

xSeven, Eight /
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A must for every parent and teacher,
the Micro User Educational Special will
help turn your BBC Micro into a
learning centre.

Its 15 original programs have been
specially chosen to combine educational
validity with sheer good fun.

Tested in the classroom, and ranging
in scope from pre-reading to sixth form
maths, each program is fully listed and
explained in detail - in the clear style for
which The Micro User is renowned.

And we've managed to squeeze all
the programs from this Micro User
Special into a software package that’s
overflowing with educational value.

Can you or your children afford to
_miss these vital educational resources?

A T P OO N O O e T I e BN O RO T R o T N W '
I Please send me the following: E l
l [J 1 enclose cheque made payable to L Education Special No.1 £1.95 |

Database Publications Ltd C ] BB( B cassette £5.95 .
| for £ [J BBC 40-track disc £7.95
l TR i [ BBC B0-track dise £7.495 l
1 o | wish to pay by Magazine PLUS software i
I U Access D Visa 1 Magazine and cassette  £7 i
. No [0 Magazine and disc £9 l
l . Please tick box I
l Expiry date = I
B Signed — e el |
I Name | .
= Address e eeh al e e D =
I Post to: Database Publications, Europa House, I
' 68 Chester Road, Hazel Grove, Stockport SK7 SMY. l
W T B N PO SN PR N R N N el RS e W ORE TR S T e S RS W N
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ADDISON INDUSTRIAL EST BLAYDON-ON-TYNE,
TYNE & WEAR. TEL: (091) 414 4511.

ALL TITLES AVAILABLE FROM TYNESOFT
POSTAGE AMD PACKING FREE
SUPERFILE 64
AREALLY USER FRIENDLY DATABASE
FOR THE 64.

cmeacass E17.95. 0 £19.95
FIREMAN FRED AUF WIEDERSEHEN

HELP D2 BUILD A WALL, DRINK HIS BEER,
THEN FAIND HIS WAY HOME.

seec. E5.95 cnea £6.95

NEW! from SQUIRREL
Two very original programs
for BBC-B and ELECTRON

POLAR PERILS £7.95
A 100% m/code multiscreen arcadefadventure game set in
very hostile Arctic waters. No gun - just your wits and your spear
for survival against many sub-zero hazards including ravenous
polar bears who will hop on to your tiny ice floe without warning!
Great skill is required to get through to the final screen of this
very addictive adventure and only then do you realise that your
difficulties have only just begun as you try to collect ice blocks in
your kayak for your igloo home!

MOMNEYWISE : £9.95
An up to date yet simple to use personal/home money
management system based on not one but TWO main accounts
with extensive analysis, budget forecasting, annual summary
and 3D BAR CHARTS. Other facilities offered are - SAVE
complete program to DISC, PASSWORD protected datafiles
(tape or disc), PRINTOUTS of all accounts and 3D Bar chart
screen dump.

Other established classics from SQUIRREL:-

TRAFALGAR £8.00
‘A good combination of arcade action and strategy' - C & VG
SUPERGOLF £7.50
'l do know a good game when | see one and SUPERGOLF is
just that!" — Electron User

BUNFUN £6.50

'Fast and furious - a game calling for guick reactions - fun to
play' — The Micro User

All programs available on 40T disc - add £2.00

SQUIRRELSOFY

Dept E,
4 BINDLOSS AVENUE, ECCLES, MANCHESTER M30 0DU
24 Hour answering service — 061-789 4120

Cheques, P.O.5 E Same day despatch




THE BEST BAC MICRO SOFTWARE BBC

* PRODUCED BY AN INDEPENDENT SOFTWARE HOUSE *

* TOP QUALITY MACHINE-CODE PROGRAMS * [ | [d:{e]

o ... I
—l B

Smooth scrolling-screen arcade action. In this game you control a moon cycle which you use to patrol the surface of
the moon. You must avoid the rocks on the surface, and also the monsters bouncing high in the low gravity. You
should try to shoot down the spaceships which fly overhead dropping bombs onto the moon surface: A further

hazard are the flying barrels which are often just too high to shoot or jump over, and just too low to squeeze
underneath.

eeeNEL RELEASEe o @

Many of our titles are available in Boots, U.H. Smiths, John Menzies, Rumbelows, Laskys, Currys,
HMV, Greens at Debenhams and Spectrum Shops. Also at all major computer dealers — Eltec

Computers, Miao Management, West Coast Personal Computers, Microstyle, €lectronequip, 3D

Computers, Computerama, GTM Computers, etc. Our software is also available through all the
major distributors, and directly from us by mail-order. : '

WINGED WARLOADS (32H)

A fascinating orcode-style gome for one or two players. €ach player rides an
ostrich, and the aim is to knock the enemy riders off by colliding with them.
In a collision the rider with the highest jousting pole will be victorious. If you
are successful, the enemy will revert to its eriginal form: an egg. The egg
must be collided with to prevent it from hatching. Avoid the lova bath ot the
bottom of the screen, and remember: you can fly better by using stronger
strokes — imagine you are an ostrich trying to fly!

(HEYBORRD OR JOYSTICHS)
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