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Trapped i n  t h e  deepest
recesses o f  a  monster-
infested mine, you have to
battle you r  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
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Draw
Brilliant simulation o f  draw
poker guarantees hours o f
enjoyment f o r  wou ld -be
Mavericks.
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A baby-s i t t ing  p r o g r a m
might seem the ideal solution
for insomniacs, but not when
the baby  i s  two-year-old
Tobermory, intent on des-
troying his parents precious
china

White Widow
There aren't fairies a t  the
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there is Arachnida. This aged
spider needs your help in
capturing the fleas she needs
for food.
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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
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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.

Sevens
Two player simulation of the
standard card game. It needs
skill and downright cunning if
you are to rid yourself of all
your c a r d s  b e f o r e  y o u r
opponent.

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

68 Which Way?
Perplexing, puzz l ing,  b u t
always highly pleasurable,
this original game of strategy
for two players will really get
you thinking.

Yams
Based on the traditional dice
game Yahtzee. i t 's easy to
learn, bu t  its subtle tactics
will keep you intrigued.

Patience
Simulation of  the solo card
game. L i ke  the original i t
offers the same need fo r
careful thought, the same
excitement as you near the
end.
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NOW ET OUT
HAVE you got problems! Trapped in
the darkest recesses o f  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 i f
you jump too far you're dead!

You'll have to watch the conveyor
belts as well y o u  can't walk against the
direction of travel. You'll stand still i f
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 to 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 1.

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

You must make sure that i f  the
hazard tnoves 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 o f  ground where the
hazard is to stop.

Next, give the name of this level. Then
set the number o f  pieces of  ground.
Print, at their appropriate positions, the
keys(KS), stalactites(SS) and trees (T$).

Now g o  t o  the l ine 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 I is a ledge, type 2 is brick, type
3 is a left conveyor and type 4 is a right
conveyor.

There are 24 different monsters, each
of 2 x 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.
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You've got monster-size problems
a nerve-wracking split level game
created by BARRY WAKELIN

PS(n)
MS(n)
NS(n)
D%(n)
E%(n)
A%(n)
B%(n)
HIS(n)
H194(n)
1%,1
KS
SS
T$
GS
Cs
L%
LEV%
LIV%
SCR%
Fl%
W%
0%
C%
J%
V%
DE%
TIM%
D%
X%
Y%
Q%
S%
F%

in Explorer Eddie —

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.
X position of monster n.
Y position of monster n.
Name of high scorer n.
Score of high scorer n.
General variables.
Key character.
Stalactite character.
Tree character.
Puts CGOL3,3 in the PS(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.
X 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.



Of THAT!
iccoit

c f l u e l m
Ninth

C o F t i E
I L IL AL

w kw pommy.... IA*

DESCRIPTION 017 LINES
10-80 S e t  up characters, arrays, variables and envelopes.
90-110 S e t  up screen.
120-150 M o v e  the monsters i f  they move vertically.
160-170 M o v e  the monsters i f  they move horizontally.
180-190 P r i n t  monsters at their new positions.
200 E n d  i f  player has been hit.
210 D e c r e m e n t  clock.
220 C h e c k  i f  the player is jumping.
230-240 C h e c k  for left, right input.
250-260 C h e c k  i f  player is on a conveyor belt.
270 C h e c k  for jump input.
280-330 A c t  on move.
340-370 M o v e  player and restart loop.
380-480 C h e c k s  and moves i f  jumping.
490-500 Subrout ine i f  a key is grabbed.
510-520 L o s e  a life.
530-540 E n d  of game.
550-580 I n p u t  name i f  on score board.
590-620 P r i n t  up high score table.

I_ • Yz_
e t  en_ e t  e t

PigifeK,aza:rzcz
a

1
d a d i b a l i n a l l t i p

M e R e m o r p o

480400 A

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 i f  the player is going left.
Ranking on table.
String to be printed in double height.
Name of level.

5REM iC1 The Micro User
i0M00E5e09040/,81(1)111$(1),01(1)

,EVI),M1111X(1111118(81,111I(8):FORI
221T08:HISilt10The Micro OseruiNit(l
%)8100:MEX1

20ENVELOPE10,5,0,0,25,0,0,126,0,0
,-126,126,126:ENYELOPE20,0,0,0,0,0,0
027,-31-2$-11126,0

300U23,224,28,22,28,8,28,40,84,11
,23,225,28,0,28,30,54,98,66,99,23,226
,92,0,28,28,20,20,20,22,23,227,56,104
156,16,56,20,42,218,23,228,56,0,56,12
0,108,70,66,198,23,229,56,104,56,16,5
6,16,104,180,23,255,12,10,5,11116,40,
64,32

40VOU23,233,28,22,28,8,28,8,22,45,
23,234,58,0,56,56,40,40,40,104,23,235
,0,255,169,1711137,171,169,255

500U23,230,66,36,169,170,84,56,16
06,23,231,255,239,207,129,129,207,23
9,255,23,232,255,247,243,129,129,2431
247,255,23,236,2061251,239,255,189,24
7,166,34,23,2379223,223,223,223,0,251
'251,251,23,238,127,59,58,62,20,28,8,
8

601WCHRS255:SOCHR$2381TOCHR$230
:60CHRSI8+CHRS3+CHR$3:CPCHR$104CHRS
8114(0)g6OCHR$224+COCNR$225:PC1/116
OCHR$2334CPCHR$226:14(2)a6OC14R$227
+CPC104228:11(3)40CMR$229+CPCHRS2
34:CS.COCHRS8:RO".1,C0":601059
0

70111,121:1IVIs5:SCH=0
806SzCHR$17+CHRS201$(0)=60CMR$239

+CHRS240+CPCMRS2414.CMR5242:11$(1)260
CHR$243+CHRS24000CIIRS2454CHR$246:11
:001$(0).SOCHR$247+CHR$248+COCHR$24
9.1CHR$25004(1)4114.CHR$2511.CHRS25240
1.CHRS253+CHR$254

90RESTOREiLEM204.640/:COLOORI:PRI
NTTAB(0,30)STRINGS(20,CHR$236);:FILTO
in(0)2001(1)g0iE(0)=0:Et(l):0:COL0
UR3:608UELEV1.604910):IFFIP.160T0530

1001114iDs0:C10:AIN0MNO:4801DE
VIO:TIMI=1200:DicOinz0Ms124:FORam
1TOOLREAOSI,n,FI,KL8OSUBins10+900
)1NEXT:PROC1ftill,U70:Kla0:6C01.3,3:0
1151MOVEUAPRINTTAB(n01)PS(0):OU
4

11000LOUR3iCOLOUR128:PRINTTA8i0,1/1
SCORE IISCRUA8(16,1)STRIN6SiLlVI-1,P
SiOKHRS11)TAB(0,3)8$04U23,1040;01
0;

120KWKP1I11OD2:1.1z111+1)11002tFORI
I.0T0I:IFIAil%/00 6010160

1301FE1(ID11-1ANDPOINTiWID*6403
241(1%)14324.1600 EVIUgl

1401FH(1%)111AWDPOINTin(1%).64032
-HilWe32-80)>0 EliI112-1
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From Page 5
1506010180
160IFDICIVa-IANDPOINT(AICID*64-64

1(32-82(12)).32-76)1101Z(11)21
1701FD2(IValANDPOINT(AVI2)*64#128

,(32-1VID)s32-76)4DVIDE-1
180A1(ID4Z(II)+DVID:81(II)iiIVI

1)+EVIV:IFAUIII*64)0a-64ANDA/(11)
s64(M64AND(32-81(11))•32)Y1-36AND(3
2-BUIV).132(n+68DEPIAIDU5:6C0L3,3:
N0YEXIM:PRINTPC0U0102-92:80YEXI
"PRIATPCO2)ODU4

190NEXToPRIATTAB=0)-DMO),In(01-
EVO) )RSTAB(AZIO),MOHNSWVTAEAM
1)-01(1)3B1(1)-El(1))RST4BIA2t1)AI
)111$(1A)

200IFDE1:160T0510
2106C0L0,3iPLOT69,TIM1,876iTIND.TIN

I-4:IFTINU7580711510
2201Fam18010380
230az0lIFINKEY(-98)N12-64
2401FINKEYI-67)1ds64
2501FP0INTMO2+32,Y1-841.2112x14Z-6

4i1FH1(-64H18-64
260IFP0INT(X2+NP241Y2-84)112KENU6

411FHV640164
270IFINKEY(-74)J281:ZWIDVIK:1400

:8070380
280IFX102(00RXIMD1216HX=0
2901FP0IN1OW4a,n-64)20Jtc1:U841

1)%20
300IFLEn:12ANDPOINT(INIZIYI-76)23

SOSUB630
3101FHPOANDVIg0FORImIT0150:NEXT:80

10120
3201F(IPHVBTIANDI1+HUT24I2BAND17

4I.U2)ANDWV38010640
3301FPOINTOU044,1104-3213380105

10
340005:fda041F820-646A022-64A212
350am(n+1)10002:114NitineaMi

NOYD3-14014/1PRINTW02)INOVEX101
IPRINTPA(MA2)IO2.C2+ALYDU4,23,10;
0004

360INA2(0).64)41-64ANDAI(0).64(22
+64AND(32-11%(0)102)Y1-36AN0(324110)
/1132(Y1468)0R(M1)44)81%-64AN0A2(1)
04(X2+64AND132-81(1)/112M-36ANI137
-131(1))0201+68i6010510

3706010120
38012.12+ItSOUND1,-10,1114,11112m0:1

FIV2ANDI1(61(141
390IFI1+HI(OORII+H1)1216H24
400V1i3211FZI)30g-32
4101FUM(920R1101)860R4
420IFNI232ANDPOINTUNIK110/%12

31011(nz-32ANDPOINT(IPHU8011-64)113)
8070510

\\_4301Fil2c-32ANDPOINT(IN41,T1-64))0.1

P0ins0ilna0:8010230
4401P4832ANDFOINTOTC.32,YPIAlx

380SU1490:N0YEXP14,111041YDU255
450IFV1=32ANDPOINTUPHUR,U+16/s2

1/14:11=3
4601M1-32ANDPOINTOM+111+32111-64,

a3608U8490:NOVEXPla,11-64:011255
4701F11B118010510
4806010310
490SOOND2,2,150,1:111mA1+1:SCRIBSCR%

+LER*25:COLOUR3:PRIATTAB(6,1)0CRIa
D05:8COL0,0:TINI2T1K+64:IFTIN2)1264T
INZ=1264

500RETURN
51000516C0L3,3
520REPEATa101-32:110YEn014.32:PRI

ATPCOV:H0M2,Y1:PRINTPS(0%):S0UNDI
,-12M14,2:FORINI10150:NEXTIONTILIT
1281SOUND0,2,6,11LIVisLI92-1:1FLIVD0
NODE5:80T080

530F0RI.IT03000:NEITIMODE7sIFSCRUN
12(8)8010590

5400X15,1
550PRIATTA8(8,3)CHR$1361114A1'5 A NE

W HI-SCORPTAR(10,7)CHRS1304hat is y
our me'

5601NPUTTAB(019/PAIIFLEN(P$) >24PRIN
TTAD(1502)CHR$129"1oo long."IFORIalT
050001NEXT:CLSOOT0550

5701a291REPEAT:R2'R1-1:UNTILK.IORH
111R1-1I>SCH

580FORIZ=8TORPISTEP-11111$(1VoHIC
12-1):NIVII1mHIVII-1):NEIT:HICR118
PS:HII(RU=SCR%

5901'30DE7iFORIZOT0I:PRIATTA814,1I)C
HRS141CHR$12911PLORER EDDIES HALL OF
FANE'iNEXT:FORIPOT081PRINTTA8(0,III

24):12TAD13,1102+3iS1RIN8S(28,".')TA
3(5,11.243)HISIIIITA1(33,1111243)0III
IX) :NEXT

600*F115,1
610PRIATTAB(1,31CHRS130'Collect the

keys to escape the eine.'TA8(2,21)CH
It$133'Z - Left I  -  Right RETURN - J
uspiTA8(5123)CHR$131"Press any key to
play again.'
62001'ET:MODE5:80T070
63002(0)4:DV1)1101EV0)14:EVI/110:

SOUND0,2,6,1:0819,0,301:FORIIIIT0100
INEXT:YOU190,0:00:8COLO,O:NOVEM.H%
M-64:VDU235,4tRETURN

640SCOL0,3:COL0UR31004:F0RI1aTINIT
075STEP-8:PL0169,1%,876:SCHNSCRP5 i P
RINTTAB(6,1) ;SCRLSOUND1,-13,75,.1:NE
IT:LEinsLEYWIFORIalT03000iNEXT:MODE
5:60T080

650DEFPR0001(11$01)1WOCHR114101$:
Tia(40-LEN(11S))/2-1:PRIATTACTIMICH
R$13011STABITIMWCHR$13411SiENDPROC

660DATA0,26,8,1,99274111,5,23,3,3,

14121,612,7,20,3,1,0,19,3,1,10,18,611
,4,1712,2

670DATA16,17,2,2,0,14140116,15120
1161131211061114111211112016110191
1

6BODATA0,2712114,25,411,9,2594,2,1
5125,3,1,1842,2124,2014,1,9,20,4,3,
15,20,3,1

6900A140,17,2,112,15,2,1,6,15,7,2,1
5,15,5,1,1102,2,1,15,12,3,2,5,10,2,1
,9,10,211,017,492,11,8,9,1

7000ATA15,28,2,111,2603,1118,264,
1,16,2412,2,18,21,2,20,18,21101119,4
14112,1994,308,19,211

7100ATA18,17,2,1,3,16,1,1,7,16,6,2,
18,15,2,1,9,13,2,2,16,13,4,1,2,12,3,2
,11,12,2,115,10,411,11,10,2,11151104
,201,22,1,1

720DAT48,271112,5,26,11111125,2,111
1,25,112,0,22,1,1,8,23,1,1,13,23,3,1,
11,21,1,1,16,21,4,2,9,18,1,1

730DATA0$17011112116,111,154694,1
15,1,1,19,15,1,210,14,1,114,13,211

,001,11116,10,13,40,90,10,8,1,1,1
,8,314

740DATA13,271411,15124,1,14123140
96123,111,9,23,111,12,23,1,1,0,22092
,0,19,4,1,1117,814,11,17,8,4

750DATA0,16,1,1,9,14,2,2,19,14,1,2,
0,13,1,1,3,12,2,1,16,12,2,3,4,10,1,1,
15,10,1,1,0,8,2,1,5,8,3,1,9,8,5,1,16,
7,4,2

760DATA0,27,1,114,25113,20.8,27,1,1
0124,21113122,14,2,9,2212,4117121121
315118,9,1

7700A1A16,18411141160,111,1504,
3,1212,4,6,12,3,1,11,12,3,4,17,14,312
,13,911,11139715,1118,9,1,2

780DA1A2,2704,5,26,1,1115126,111,
9,25,3,4,16,24,1,1,3,23,2,1,12,23,2,1
07,22,1,1,13,2112,1,6,20,2,1,111,20,1

1,12,17,2,4,15,1711,1,16,17,2,4,19,15
14,1,1,16,14,112,5,13,1,1,5,11

0,1,6,11,10,4
7900A1A0,8,2,2,2,8,3,3
800DATA0,27,1,111127,17001,27,2,2

1,2,16,1,1,5,16,2,4,11,161112,10,14,1

2

1
8I00A142,13,1,1,7,13,1,2,3,10,1,1,0

,8,2,1,4,7,12,3,16,10,4,1,16,13,1,1,1
6,16,1,1,18,19,1,1,18,22,1,1,18,24,1,

820DATA1,28,1,1,0,25,1,113,25,111,1
3,25,113,16,25,113,10,24,111,6123,111
,17,23,1,1,2,21,1,2,6,21,1,1,11,20,8,4
08,20,1,1

830D41A3,17,7,3,13,17,1,1,16,15,1,1
,19,15,1,117,14,1,1,3,13,1,1,19,12,1,
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1

1,401,4,311191214116,9,4,1
840DATA8127412,1145,10,14,25,5,4

0123,111,0313,4,2122,10,19,220,2
04120151313119,10,313,16,7,2,11,16,2
921104011190311141111130,1,14113,
2,40,121214,502,111118,120,1,800,
10,5,10111151911,1118190,1,0,80,1

650DATA21811131121800,9,7,20
8600ATA9127111201,270,2,9,240,4

111241100922,11211,21,18,4,1909,4
1,1117,18,3,1

870DATA13,813,10,13,9,4,0,10,3,206
00,213,13,90,1110,80,318,80,3448
013,540,2,4,811,400,160,2

880DATA7,27,112,10,2600,16,261111
,843,1,302,23,4,407,23,2,3092215,
3,1119,212,4,19,212,9119,111,120914
3,13,18,4,4

890DA1A1907,1,20,16,10,3,150,1,
6,15,6,404,18,2,30,14,2,4,15,140,3
08,14,2,3,000,3,215111,10,2,3000,
4

900DATA0
91000LOUR1:C0L0UR128:PRINTTAUSI,P2

)STRINGS(FZ,CHRS236);:RETURN
9200010UR1tCOL0UR130:PRINTTA8(SI,PX

)STRINSVF%,CM$237);:RETURN
/3000LOUR21COL0UR128:PRIN1TAESIIP1

)STRIN6S(F%,CHR$231);:RE1URS
940C010UR23COL0UR128sPRINTT48(11,PZ

)11RIN8S(Fi,CHRS232)11RETURN
150DEFPR0CIft(TIOAN8C01.0,3:MOVET1

OR:N0YETP120,11%:PL0TB5,TZ+120,U% -64
MOYETI,SI-641PLOT81,TI,UX:8COLO,0010
YET1+16,1N-121DRAN1I#32,M-12:DRANT14.
32,1A-32:DRAN110611.1%-32:DRAMTP.16,14
-12:MOVET14.1041111 -121DRAST1+104,14 -32

960DRAV1P92,11/-32:DRANT:092,111-12*
DRAST1+104,14-12:8C010,31FORIZ2868100
B4STEP4:NOVE0,12:DRA111279,1%01EXT:SCO
1.0,00101E79,8761084111200,8741ENDPREC

170101123,239,0,010,115,199,62,13,13

p2312400,6,6,200,240196,3242,23,241
,30,3460,120,251,63130,12,23,2421112
,240,216,40,126,2551239,70

180101123,243,0196,96119,15,6,4,4,23
,244,0,0,0095,2271124,176076,23,245
0405,27156,124,255,247,98,231246112
0,248,1241621223,252,120,48

9900023,2470,3,5050,25,63112712
3,248,00,128,128,128,152,252,254123,
241,199031,1013,702,16,23,250,2271
193,128,128,192,224,48,8
10001M2312510,317,207,97161,631311

23,252010,128,131,134,1881252,248123
1253,70110,3,7,124,23,25412241128,
128,128,1921224,48116
1010TP1152:111r12401S191212;01sW

SLIME'S CAVERN101(0)81:62(0)418110)
.8sE1(1)m-Istall)00%(1)815:0%=15:PS
INTTAB(7,5)9T4815,18)SSTAI(0,8)KSTA8
(14,51KSTAB(13,14)KSTA8(18,151KS
1020RETURS
103001J23,23113,14961,123,247,206,4,

0,23,240,1921112088,222,239,115,320
28,23,241101010,0,0,0,0,0,23,242,1289
128,128,128,128,144180,32
104010023,2430415,13,11,11,27,21,2

3,244,128164060076,208,208,216,1689
23,245,25181010,014,5,2,23,244,15206
112811281128,128,0,0
105010023,247,7,31,60,561116,226,193

094,23,248,224,248,60130,46,71,131,6
7,23,249,194,193,226,116,56,60,31,7,2
3,250,67,131,71,46130,60,248,224
10600023,211,7,31,60,48,112,224,193

094,23,252,224,248,188,140,142,135,1
31027,23,253,254,193,225,113,49,61,3
1,71231254,67,131,7,14,12,60,248,224
10700U19,216;0119,1,40;a4(00170%

(0)416:EV0)21:11V1)•13:81(1)828:EV1
)2-104$01.00PY LEYEL8IMm18:PRINT1AB
(19,18)10TAB(0,131KST4B(18112)KSTAN1
7,5113TAB(4,19)TSTA8(15,7)T$01.0:111.1
860
1080RETURN
109010823,239,0,605,211,16,48,103,71

123,240,0,96,240,56,8,12,230078,23,2
41,71,103151,2502,7,1,0,23,242,162,1
02,204,152,48,224,128,0
11000023,243,0,0,0,0,6,15,31,11431

244,0,0,0,0,96,240,248,204,23,245,28,
15,7010,0,0,0,23,246,56,248,240,1289
0,0,0,0
11100.1231247,1,3,47,109,231,243,250

1121,23,248,128,1929244,1829231,207,9
5,158,23,249,118,55,119110304,60,60,
0,231250,110,2361238,230,112,48,60,60
1120101123,251,11307,109,231,243,251

,248,23,212,128,112,244,182,231,207,2
23,31,23,253019,55,119,103,14,12,60,
60,23,2541238,236,238,230012,60,60,0

113010U1912,10;19,1,2101:0141:T1115
76:M.5721M0)313:11V0)4tEt(0)14:41
(1)11118/(D1124:0Z(1)81:11$81SILLY STEP
S'IPRINTTA1(19,22)XSTA8(11120)KSTAB(1
03)13T48(19,6)KSTA1(619)TSTA1(11,15)
TS
1140RETURW
1150011231231,305,63,113,111,249,24

9,25512312401192,240,252,142,246,159,
159,25512312419239,223,219,104,124,62
05,312312421247,2511219,22,62,124124
0,192
114008231243,3,15,63,127,1131239124

11215,23,244,192,240,252,254,14212471
1591255,23,245,255,247,239,1241127,63
05,3,231246,255,239,247,42,2541252'2
401112
1170101123,247,0,0,0,402,30,15,7,231

24810,00,00,0,6,142,231249,310,345
131,63,31,7,23,250,58,2501246,252,248
,240092,0
118010023,251,0,0,0,0,0,0,96,113,23,

252,0,0,0,32,48,120,2409224,23,253,92
,95,111163131115,310,23,254,19210,112
,240,248,252,248,224
1190101119,2,310090,500Z(0)1,90%

10)819:EVO)xl:AVD86:14(1)03:1V1)2,
1:NOISURSHINE CAVERNS'alx115211.1%01
2:10142:PRINTTAB(0,18)XSTA8(12,12)KST
48(0,5)KSTA8(11,5)KSTAB(3,7)TSTAB(16,
15)T$
1200RETURN
12101M231231,15,31,2444157,57,48,4

8,2312401254,255,31,15,2061142,62,14,
23,2410120151103,10312241224,25502
71231242112,204,156,1161241241248,240
12200823,243,15,31,24124157,57148,4

8,2312441254,255,31,15,204,142,62,14,
23,245012,115,103,103,224,2249255,12
7123,246,12,204,156,156,241241248,240
12300023,247115131,28,28,56,57,51,5

143,248,254,251131,15,118,230,254,25
4123,249,115,10311031103,240,240,255,
127,23,2509212,2521204,156,24,56,248,
240
1240101123,25105,31128,28,56,57,51,5

1,23,2521254,255,31,15,198,230,254,25
4123,253,115,103,103,103,240,240,255,
127,23,2541232,254204111612446,248,
240
125011(119,2,501190,6100Z(0)27181

10)x15:1M018-1:41(11*11:11(1115:DIC
1)2g1INWADVERTISINI HAW:II:1152M
2860:0Z2221PRINTTAB(3,13)13TAB(10,10)
KSTA8(1703)ISTAI(1,5113TA8(3,291111
'TS' *TPITSTA1(2120)9$
1260PRINTTA8(015)SSTA8(5,71TSTAII(11,

7)TSTAE13151SSIPRINTTAB(9,15)11$10)18
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YOUR MOVE,.

ER•BERT

Electron & BBC 32K
Join Erbert in his cubic
domain -  fast and funny.
Avoid his unwelcome
guests. Many features -
alternative screen displays
-  addictive!
MACHINE CODE GAME

8 M i c r o  User Games Special

TAKE A P I E C E  O F
OUR SOFTWARE!

3D SPACE RANGER
S W =  S M I I I M M 1

111111, I
4"diolob.

BBC 32K (OS1.0 or 1.2)
Excellent 3 0  graphics four
different scenes. Battle to
the death star and destroy
It.
MACHINE CODE GAME

1

1

PINBALL

Electron & BBC 32K
The classic arcade game
up to four players with
bonus features.
MACHINE CODE GAME

= M k

REVERSI

e e m e s t e r

4 P l e a s e

1
N o v.

(11A01
14

Electron & BBC 32K
A game of strategy and
skill -  2 levels

Games available now at many computer shops—or by
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)
18 Hilyrove Road, Newcway, Cornwall TR7 2 0 2
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From Page 7 27,23,248,192,224,2401248,156,140,140 ,240,192,240,252,255,128028,128,128,
,252,23,249,61,6312806,21,31115,3,23 23,241,127,15,39,112,2191219,115,32I2
,250,120,248,112,16,80,240,224,128 3,242,254,240,228,14,2191219,206,4ETURN 1420V01J23,251,705,31,63,115,99,990 1380Y0U23,243,0,010,305163,253,1123

12700U23,239,1120361168,120,60,60, 27,23,252,192,224,240,248,1561140,140 1244,0,0,0,192,240,252,255,128,23,245
30,30123,240,14,17,2140,60,60,120,12 9252,23,253,61,63,31,24,15,3,0,0,2312 1127,15,3911120191219,115,32,23,2461
0,23,241,63,58,114,120,61,31,50,50,23 54,120,248,240,48,224,1211,0,0 254,240,2280492191219,206,4
9242,252,92,78,30,188,248,76,76 1430V0U19,2,10;154,1„300%(0)113:81 1590VD023,247,01010,0,0,0,0125,23,24
1280YOU23443,28,42,34,60,120,240,12 (0)219:DX(01•1:Alt1/211:111(1)8171EVI 8,24,60,126,231,195,231,126088,23924

4,30,23,244156,84,68,60,34,31,62,120, ).1:NWANCI(NT ARCH1:711.1152:132764: 9,61,126,2311195,2311126,60,24,23,250
23,245,63,63,114,120,63,31,13,13,23,2 8Xm221PRINTTA1(0,5)KS1A8(8,22)KSTAB(7 052,0,0,0,010,0,0
46,252,252,78,30,252,248,176,176 117)13TAB(7,8)XSTA8(4,22)9STA8(5,26)T 16000U231251124160,1203111951231,
129001J23,247,3,7,7,76,126,63,15,7,2 $ " 1 4 " T $ 126,61,23,25210,0,0,0,0,010,152,23,25

3,248,192,224,241,159,190,248,240,240 1440RETURN 3,25,0,0,00100,0,23,254,188,126,231
,23,249,30,10,3,704,24,23,250,240, 1450VDU23439,0,0,0,0,0,7,15,14,23,2 095,2311126,60,24
224,224,192,192,128,0,0 40,48,120,120,60,6095,230,44,23,241, 1610VDU1912,20;19,1,40pAX(0)817:8
13000U23,251,3,7043,249,125,31,15, 14,14,15,802,7,3,15,23,242,184,41,22 X(0).19:DVO)z-IsAX(1)210dX(1)211:02,

13,23,252,192,224,224,50,126,252,240, 4,32,16,192,128,224 (1)1:NWPROCESSIN8 PLANT1ITINO:U2s17
224,23,253,15,7,7,3,30,0,0,23,254,19 146000239243,0,0,017,15,800,812312 64:111219:PRINTTAB(4,18)STRINGS(7,SET
2,128,128,1280929224,112,24 44,0,48,120,126,17111981236,248,23124 A8(14118)S$9$S$TAN5061STRIN8$(4,10
13100U19,2,60;19,1,110pAV0103:111 5,15,12,13,7,3,3,3115,23,2461240,96,9 "/TA8(5,7)TS

(0)820:D1(0)211AVI)051111(11,116:81(1) 6,192,128,128,128,224 1620PRINTTAI(3,12)T5' ITSTAB(10,21)=1:NWSPOOKY SIDE-CHAMBER1:T1111088IU14700U23,24700,1511011115,37,63, TSTAB(3,18)KSTA816,18IXSTAB(17,18)XS1
12636:11Xx18:PRIN1TA8(19,27IKSTA8(7,19 23,248,128,128,240,128,138,206,164,25 Al(5,5)KSIRETURN
)KSTA8(10,19)XSTA8(9,14)KS1A8(6,29)14 2,23,249,2,3,0,54,0,94,64,27,23,250,6 163001J23,2390,3,3,6,502,63,255,23• ' T s " T s " T s 4,192,0,216,2,122,0,108 ,240,128092092,96,160,48,252,255123
1320PRINTTAB(4,26)9"9"9" 14801M23,251,10,3197,97,35,37,63,2 ,241,234006,63,31,15,9,16,0,23,242,8

SS' "SSTAB(6,11)TSTAI(12,11)TPRETUR 3,252,128,128,192,134,134,196,164,252 7,86,252,248,224,144,8,0
,23,253,3,3,0,27,64,94,0,54,23,254,19 1640VDU23,243,14,3,7,702,63,255,23

1330VDU23,2390,3,705,31,25,53,49,2 2,192,0,108,0,122,2,216 ,244,128,192,192,224,224,48452,255,2
3,240,128,192,224,240,248,248,252,236 1490YDU19,2,60;19,1,20;:AV0)03:81 3,245,245,117,63,31,7,25,0,0,231246,1
,23,241,123,127,127,3,7,63,30,7,23,24 (0)8115:DV0)1.1:A1(1)z1411(1/18:M(1 75,174,2521248,224,152,0,0
2,246,246,246,238,220,184,112,224 )x-1000RAMPA6IN8 11880TPITI*1024:U% 1650VDU231247,0,0,0,4,341210,24,23,2
13400U23,243013,705,31,31,63,5512

31244,128,192,2241240,248,152,172,140
*796:0Xz22:PRINT1AI(2,5)KSTAB(5,7)XST
A8(16,11)KSTAB(10,21)XSTAE12,29)Te

48,0,0,0,36,64,128,152,36123,249,4,2,
01013,3,3,3,23,250,6410I8,00920920

123,245,111,111,111,119,59,29,14,7,23 *TS 920/2
1246,222,254,254,192,224,248,112,224 1500RETURN 16600U23,251,0,0,0,002116420,23,
13500U23,2470,3,7,7,7,7,30,23,248 15100023,239,16,16,24,802,12,6,6,2 252,0,0,0,4,0,16,8,8,2392530,0,32,64

028,192,224,160,160,96,192,128,23,24 3,240,16,16,48,32,96,96,192,192123,24 167,6713,3,23,254,8101320,1961196,19
9,1,15,17,1,7,4,12,0,23,250,240,128,1 1,3,1,3,6,14,14,6,2,23,242,128,0,128, 61192
28,128,224,32,32,48 192,224,224,192,128 1670VDU19,2,30;19,1150pAl(0)25181
136014023,25111,3,3,3,313,107,23,25 15200023,243,0,0,64,96148,56,28,14, 10/z9:DX(0)a1tAVII13t8V1)89:DVI).

2,128,192,192,64,64,192,128,128,23,25 23,244,0,0,4,12,24,56,1129224,23,245, -1:11$81THE 6RAND FINALE101=01U1•7641
3,150,10,7,4,402,23,254,128,24003 30,304112,24,24,8,23,246,128,0028, D1R23:PRINTTA8(1201XSTA8(11,12)KSTA8
6,128,224,32,48,0 224,96,48,48,32 (3,141)XSTAB(17,19)XS1A8(4,18)TSTAB(13
1370YDU19,2,30;190,40pAX(0183o8t 1530VDU23,247,0,00,252,252,104,120, ,22)TSTAB(15129)4

(0)02EX(0)z1:AX(1)214:8X(1189:DV1).. 108,23,248,0,0,0,0,0,0,60,230,23,249, 1680PRIITTA8(1409)SSTAI(10,12)9TA8
-101$21MINERS DINEP:TW:U1s82810Im2 127,117,255,255,255,0,248,248,23,250, (249)1r I1STA11(3,14)CHR$235:RETURN
6:PRINTTAE(2,5)SS' 9STA8(9,21)KSTA8( 242,231,255,254,248,3,127,30 1690MODE7:FORIX*IT041SOUND10,40,121
16,11)KSTA8(10,7)KSTABC3,5)14TAB(12,2 1540YD023,251,252,252,104,120,108,12 NEXTOROCMOCONGRATULATION81,2)1PRO9)9 7,117,255,23,252,0,0,0,60,230,242,251 COI('YOU HAVE ESCAPED1,5):PROCdb1(°T1380RETURN ,255,23,253,255,255,0,248,248,0,0,0,2 HE LOST URANIUM MINE',8):PROCalrilIT
13900U23,23913,3,49,31,7,3,397,23,2 3,254,254448,3,127130,0,0,0 H A FORTUNEI1111:PROCOIVIN SOLD KEY

40,192,1921142,248,96,192,64,224,23,2 1550VO1i19,2,310;19,1,10;114(0)g3:8% S !11141
41,14,2201120,48,0,0,0,0,23,242,112,5 (0).5:EX(0)21:AX(1)23:112(1Ia17:DX(1)m 1700SCRX8SCRI+50001LIMPROCMCION
9,30,12,0100,0 121401ESCAPED EQUIPMENTIITP1152:U121US 11.S1RS(5000*LIY11,18):FIZoltFORlil
1400VDU23,243,0,0,3,30115,31,51,23, 2410X11261PR1NTTA8(6,20)81' 1SSTA8(141 T017500:NEXTIRETURN

244,010,192,192,128,2401120,204,23,24 21)9S"SSTA8(7,20)KSTA8(15121)14TABC 1710REM
5,99,71,30,56,48,24,56,112123,246,70, 0,5)XSTAD(8,7)XSTA8(18124)TS 1720REM Bill EXPLORER EDDIE IBBI
226,120,28,12124128,14 1560PRINTTA8(6115)9:RE1ORN 1730REM
14100U23,24717115,31,63,115,99,9911 15700023,239,305,63,255,10,10,23 1740REM till BY B.NAKELIN 04114



If you're devious, deft and deadly g o  ol

PROCtitle
PROCerr

PROCinit

PROCagent

PROCInstruction
PROCseore
PROCseteode

PROCplayingboard
PROCplay

PROCreport
PROCeheek
PROCans
PROCnewpage
PROCelues

10 M ic ro  User Games Special

_
PROCEDURES
Sets up MasterSpy title.
Error trap. I f  ERR-17 PROCreport
ELSE REPORT ERROR with my name
and address.
Sets DIM arrays for Messages (Med),
Colours (Col%), Answers (Ans%), Codes
(CodeS) and Random (rnd%).
Asks for the player's name, waits for a
mission.
Gives briefing to agent.
Keeps score.
Sets all codes, and makes sure that Files
1-3 do not duplicate any colour.
Sets screen up for play.
Prints colour key and changes numbered
input to the right coloured * .  Keeps tries to
10 per file.
Gives a mission report.
Checks answer and assigns clues.
Reveals correct code.
Press space bar to continue.
Mixes up answers and prints them as on
screen V X

- • • • •

PROCnewstlash

PROCscoretable

PROCinsert

HIS(S)
H% (5)
level%(6)
attempts'
(Irk
err%

If score is too good a newsflash from
mission control.
There are five places on the agent's league
table. You have to be good to beat James

If an error other than 17(Escape) then this
Bond.

will list the line in which the error has
occurred.

V ARIL ABLES
James Bond.
Minimum score to enter score table.
File level in play.
Total goes, all files.
Number of files opened.
Flag.. err%,1 or 2. I f  I  program terminated. I f  2
program completed so that correct message is
printed.
Number of colours in code (1-5).
Number of tries in each file (max 10).
Counts how many •/' (right colour right place) in your
answer. If  M%-,=-Cn% it is correct.
Puts number of tries on screen.
Colours used in each file.



-olon a mission with JOHN HOLLINGS • • •

But you
have to
be good

• to beat
James
Bond!

MASTERSPY is based on the well-
known colour code game Mastermind.
In this version you 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 flies — but it is not easy.

File I  contains any three of seven
colours. File 2 contains any four o f
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
you are only given 10 attempts at each
file. I f  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 I
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. I f  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
your 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 i t  contains mission
control's clues, which must  be
memorised.

Good luck in your mission.

r  5  REM (C) The Micro User
10 MODE7
20 fFX200,1
30 VDU23;8202;0;0;0;:CLS:PROCtitle
40 CLEAR
50 eF114,1
60 *PIO 0.1MSOUND1,-15,7515:SOUN

D2,-15,100,5:1M RUN 11
70 REM ON ERROR PROCerr
80 VDU23;8202;0;0;0;
90 DIM HI$(5),K(5),P%(5):FORA81TO

5:HICA)81,1ales Dond*fSTRIN61(13,11)
:K(A)850:PX(A)8A:NEXT A

100 PROCinit
110 1eyelVz1iatteepts%.0:ofi.0:err%

0:file5%80:4ile680
120 PROCtitle:PROCagent:PROCtitle:P

RINTTAB(1318);CHR$131;sAgent *iNase$
130 PRINTTAB(2,10)CHR$1310 you hay

e been accepted for a eission'
140 REPEATPRINITAB(4,12)CHR$1311°Do

you require a briefing? (Y/11)1;;Z$89
ET$

150 XX8INSTRINYyNni,Z$)
160 UNTIL MOO)
170 IF n81 OR Hz2 THEN PROCinstru

ctions ELSE 180
180 IF levelD6 THEN •rr21of%86:C

LSIPROCIcore
190 IF level%86 e v eOR l l D 3  THEN CnW e v e l I - 1  ELSE Craz1eyell+2

200 la=0:N1=0:11z2az6:TriestzOiVDU2
3;8202;0;0;0;

210 PROCsetcode
220 PROCtitle:PROCplayingboard
230 REPEAT
240 Tries%8TriesU1

W250 NZ:N:Y.01
260 IF razCra THEN 360
270 PROCplay
280 atteeptsIzattemptsV.1
290 IF ofX(5 AND atteepts)50 THEN

300 ELSE 320
300 errtm1:CLS:PROCreport:SOUND1,1,

136,50:ENVELOPE1,19-7171000,10,0,126
4,09-126,126,126:Z8INKEY(200)

310 PROCtitle:PROCreportiPROCollyin
gboard:PROCans:PROCscore

320 UNTIL N7(810:IF MX=Cn% THEN 360
330 PROCans:PRINTTA8(0,23);SPC(39);

:PRINTIAB(11,23);CHR$133;s1ncorrect c
ode 'ODU7:18INKEY(200)

340 PROCnewpage
350 IF leve1%81 THEN ofI80:80T0 180

WELSE levelevel%-lionoleyelLOOTO
180
360 PR0Cans:PRINTTAB(0,23);SPC(39);

:PRINITAB(12,231;CHR$131rCorrect cod
e 1:SOUND112,4,50:ENVELOPE2,2,6,0,0,2
55,0,0,126,0,0,-126,126,126:IzINKEY(2
50)

370 enzlinfelt-lileviitIZ;Itivel%+1;0*\)
TO 190

HO END
390 REM ****** init **am
400 DEFPROCinit
410 DIM Mes$(23):FORAzIT023:Mes$0)

8':NEXT
420 DIM Co1%(5)1AnsX(5)1Code$(5),rn

a(5),A(7)
430 PO:REPEAT:A:01
440 Coll(A).0:AnsUA)=0:Codel(A)86.

"UNTIL Az5
450 filec281351fileR8129
460 ENDPROC
470 REM um* setcode *me*
480 DEFPROCsetcode
490 IF levelV83 THEN 530 ELSE 500
500 CP UIO:REPEAT:8CP1
510 Col/(U)8RND(7)
520 UNTIL MICnI:ENDPROC
530 FOR 2=1T07:11(2)80:NEXT
540 C80:0801REPEAT:080+1:IF Cu7 END

ROC
550 118RNM-TIME)
560 X8RND(7)
570 IF A(X)sl THEN 080-1:60TO 590 E

LSE W)st
580 CoU(0)4
590 UNTIL 044
600 ENDPROC

d / I
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From Page 11
610 REM ***** playingboard
620 DEFPROCplayingboard
630 PRINTTAB(1113:;CHRS(fi1ec)ICHR

$157;CHRS(fi1e1%);CHRS136rF I L E
PeYel%;" "CHR$156

640 PRINTTA810,5)1CHRS1321CHRS1571C
HR$131;"SelectionliTAB:171'Tries1;TA8
:31,1C1ues ' C H R S 1 5 6

650 ENDPROC
660 REM f f * * * *  plpy m i n
670 DEFPROCplay
680 *FX15,0
690 PRINTTAB1131191iCHR$1341'Co1our
key'
700 A%=0:0128:xt=10:REPEAT:A%=AX*1

:A=A+1:xX=0+2
710 PRINTTA8(xX,20);CHRSIA)ICHRS255

I

+2

•

IIIIIIII

;
720 UNTIL Al=7
730 Nm0:x1X=IliREPEAT:N=N+lixamx1X

740 PRINTTAB(x1X,21)04
750 UNTIL N=7
760 PRINTTAB(0,23)ISPC(39)i
770 A.0:X=18:REPEAT:AmA+1:X=X+2
780 PRINTTAB(01231;CHR$131rEnter 1

;Cnlr colour code'
790 VDU21
800 INPUTTA13118,23/OnsUA)
810 VDU6
820 IF Ans%(A)(1 OR AnsICAD7 THEN

SOUND1,-15,75,5:80TO 780
830 V0U6:PRINTTAB(1123)CHRS(AnsW)

+128);"*"0 °
840 UNTIL A=Cn%:0=INKEY(50)
850 A=5-C403=0:REPEAT:A=A+2:11=8+1:

PRINTTAB:A1Y):CHRSIAns%(8)+1281141;:
UNTIL B=Cn%

860 PROCcheck
870 PRINTTAB(1809;CHRS135;Tr1es%;
1380 PROCclues
890 ENDPROC
900 REM maaa check ******
910 DEFPR0Ccheck:M%=0
920 FOR A=1 TO Ca
930 IF Ans%(A)=ColUAl THEN CodeS(A

)=1/1:MX=1X+1:NEXT A:GOTO 980 ELSE
940 8:0:REPEAT:B.11+1
950 IF AnsX:111.ColM81 THEN CodeS(A

)=IX°:80TO 960 ELSE
960 UNTIL8=Cn%
970 NEXT A
980 ENDPROC
990 REM "4 /41*  AnS 4114411

1000 DEFPROCans
1010 PRINTTAB(5,3);SPC:20);:A=0:T=17

-Cn%
1020 REPEAT:A=A+1:T=T+2
1030 PRINTTAFT,31:CHRS(ColUA)+1281

+1e1":UNTIL A.Cn%
1040 ENDPROC
1050 REM to*** clues ******
1060 DEFPROCclues
1070 Kx%.31-C4:REPEATIxx%.**%+2
1080 X=RND(Cn11
1090 IF rndX(X)=1 THEN xxX=xx%-2:80

TO 1120 ELSE rndX(X1=1
1100 PRINTTABIxdj):CHRS1311Codel(X

)
1110 C=C+1
1120 UNTIL C=Cn%
1130 C=0
1140 FORA=ITOCairna(A)=0:NEXT
1150 X=RND(CnX)
1160 FORA.ITOCa:rndX(X1=0:NEIT
1170 FOR A=1 70 Cn%tAnsX:Al=0:CodeS(

A:=".":NEXT
1180 ENDPROC
1190 REM ******* score ******
1200 01.16
1210 DEFPROCscore
1220 *FX15,1
1230 IF attempts%(.30 AND of%=6 PROC

newsflashiGOTO 1570
1240 IF err%.1 THEN 1260
1250 FORhX=10T0111PRINTTA8il01W;CH

R$130;CHR$1361CHR$141:11ission Couple
tedi:NEXT
1260 Z=INKEY(300):CLS
1270 FORld=01.01:PRINTTA8(10,h%1;CHRS

131;CHRS141i"Mission Report":NEXT
1280 RESTORE 2570:A=0:REPEAT:A=A+1
1290 READ MesCA:
1300 UNTIL A.23
1310 PRINTTAB(014):CHR$134;4ef Agen

t:';CHR$134iName$
1320 PRINTTA8(10,6);CHR$134:"C1assi

fied";CHR$133i"Secret"
1330 PRINTTA13:0,9/1;CHR$1340fe5$(1);

:IF err%=1 THENPRINTTAB(20191;;CHR$13
301es$12);;CHRS134;Mes$(4) ELSE PRINT
TAB(2019);;CHR$130iMesS(3);;CHR$13404
es$(4)
1340 PRINTTA8(0,10);;CHR$134:MesS(5)

;CHRS131;of2;;CHRS134iles$(61
1350 PRINTTAB(0,11:;;CHR$134:MesS(7)

ORINTTAB(4,11);CHR$131;attempts%;ICH
R$134;Mes$(8)
1360 PRINTTA8(0,121;;CHR$134;;CHR$13

4040(9)
1370 IF err%.1 THEN PRINTTAB(17,12);

;CHR$133;MesS(10:;;CHR$134041$(121 E
LSE PRINTTAB(17112);;CHR$1301Mes$C1l)
;;CHRS134;;CHR$134040(12)
1380 PRINTTAB:0,131:CHRS134;MesS:13)
1390 IF of%(6 THEN 1400 ELSE 8010 14

40
1400 d=RND(3)
1410 IF d=1 THEM DONesS(14):8010 14

80

1420 IF d=2 THEN DS=Mos$(15):80TO 14
80
1430 IF d=3 THEN DOMes$(16):6010 14

80
1440 IF of%.6 AND attempts%>80 THEN

DOMesS(17):80TO 1480
1450 IF ofX=6 AND attemptsX(71 AND a

ttemptsl>60 THEN DOMes$:181:60TO 148
0
1460 IF of%=6 AND attempts%<61 AND a

ttempts%>50 THEN DS.Mes$:19i:80TO 146
0
1470 IF attempts%<50 THEN DOMesS:20

l:80T0 1480
1480 PRINITAB(3113l;;CHR$1310$
1490 PRINTTAN0041;ICHRS134;Mes$(21

)
1500 PRINT1AB(6$171;CHRS131;MesS(22)
1510 PRINTTABCO319)1;CHR$129;;CHRS13

Wies$1231
1520 Z=INKEY(20001
1530 CLS:PROCtitle
1540 FORhX=10T011:PRINTTAB(8,hX);CHR

$131;CHRS136:CHR$141;"Message destroy
ed":NEXT
1550 Z=INKEY(200)
1560 PROCscoretable
1570 REPEATORINTTAB(4,21);CHR$130;"

There's another mission for you..TABC
101;CHR$130:1Do you accept Y/N°01$.6
ETS
1580 U=INS1RIEryN04$1
1590 UNTIL (1XOO)
1600 IF 12=1 OR Z7..2 THEN GOTO 110 E

LSE CLS:PRINT9asie:END
1610 END
1620 REM ****** agent *****
1630 DEFPROCagent
1640 PROCtitle
1650 PRINTTAB(0,4l;CHR$13403efore y

ou can become an Agent you •ustliCHRS
134;"state your name for our files. T
hen you "ICHR$134rwill be considered
for a mission.'
1660
1670 PRINTTA8(1001;CHR$131;11ease

state your name.'
1680 INPUTTAB(27,10)NameS:NameS.LEFT

S(NameS,18)
1690 PRINTTABI1,13i:CHRS130;NameW

you are being considered'
1700 2.INKEY(400)
1710 ENDPROC
1720 REM *um title ******
1730 DEFPROCtitleiCLS
1740 FOR hX=0 TOI:PRINTIAB(7,WCHRS

129:CHR$157:CHR$135:CHR$141°Mast
e r S p y  'CHRS156:NEXT h%
1750 ENDPROC
1760 REM ****** report ******
1770 DEFPROCreport
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1780 FORIA=10T011:PRINTTAB(10,h%);CH
R$131;CHR$136;CHR$141rMission Report
o:NEXT
1790 ENDPROC
1800 REM * * * f a e  ness4lagh 444#11
1810 DEFPROCnewsflash
1820 Name$:"johnitatteeptsW3
1830 CLS:FOR h10 1011:PRINTTA8(12,

14)CHR$1411CHR$131;CHR$136;INENSFLASH
':NEXT h%
1840 1=INKEY(20011CLS
1850 PROCtitle
1860 PRINTTA8(13,31;CHR$131;CHR$136;

'Newsflash1
1870 PRINTTA8(0,5);CHR$134140: Age

nt";CHR$131;Name$
1880 PRINTTAB(017):CHR$134;'Congrat

ulation You opened all 6 files";CHRS
134;"in only 1;atteepts%" attempts.
Hoy ever 'Iv is";CHR$134;apuz2led as
it is almost impossible to";CHR$134

;'do that. Therefore you are;CHR$133
;Dismissed";
1890 PRINTCHR$134;"from the service

immediately.'
1900 1:INKEY(200):PRINT";CHR$131;"11

ow ever '11. thinks you should have"T
AB(121CHR$1311"a second chance*:60T01
570
1910 END
1920 REM ****** score table ******
1930 DEFPROCscoretable
1940 PROCtitle:PRINTTA8(94);CHR$134

rAgent's League Table:PRINTTAB(914)
;CHR$134;STRIN6$(20,")
1950 FOR N2=1 TO 5
1960 PRINT1A815,(W2)+6);CHR$134:P%

(NZ);CHR$1311HIS(NUOWNZ):NEXT
1970 COLOUR3:1F attemptsNiX(5) OR a

ttemptsU6 ENDPROC
1980 11%:-1:REPEATMaND.1:UNTIL atte

epts(fft(C) OR N1=5:IF N7=5 OR erlq:
1 ENDPROC
1990 HUM:attemptsl:PRINTTAB(12,19

);:VDU141,136:PRINTCHR$134;"Hi-score
!!!°;TA8112,20);MU141,136:PRINTCHRS
13401i-score !P."
2000 PRINTIAB(12)1CHR$1340Enter yo

ur name-""TA8(13);
2010 VD1.131,32:INPUTAS:IF LEN(A$))10

AOLEFTS(AS,18):REPEAT:AS:AW.';UNTI
L LEN(AS)=24 ELSE REPEAT:A$40".":0
ILL LEN(A$):23
2020 HIC)4108:atteepts%11100:CLS:60

TO 1940
2030 ENDPROC
2040 REM ****** instructions *sae**
2050 DEFPROCinstructions
2060 PROCtitla
2070 PRINTTAB(014):CHRS13011Briefing
for Agent 11Name$;

2080 PRINT"" Your-mission is to g
am n access to 6" f i les held in the
Udanddy Embassy.*
2090 PRINT" Each file is in a sip

crate safe with" i t s  own colour-co
de lock and is graded by the classif
ication of the file i t " "  i s  protect
ing.'
2100 PRINT';CHR$131;*File No..TA8(12

)'Colours in the code-lock'
2110 PRINTIA8(2);CHR$134;111TAB(10)

*3 colours No duplication'
2120 PRINTTAB(2);CHR$134;"2"TABf101"

4 colours No duplication'
2130 PRINTTA3(2);CHR$134;"3"TAB(10)*

5 colours No duplication'
2140 PRINTTA8(2);CHR$13404*TAB(10)1

3 colours May be duplicated'
2150 PRINTTAB(2);CHR$1341"51TA8(10)'

4 colours May be duplicated'
2160 PRINTIA8f2);CHR$134;16°TAB(1011

5 colours May be duplicated'
2170 PROCnewpage
2180 CLS:PROCtitle
2190 PRINTTAB(0,4);CHR$1301°Briffing
for Agent ";Name$;
2200 PRINT"' The colours to choose

from are as shown below together with
their appropriate'" nueber-key.'
2210 A0:0128:xXa10:REPEATIAW%0

;A:01:xX:01.2
2220 PRINTTAB(a,11);CHRS(A);CHR$255

; N  P .

2230 UNTILAX=7
2240 N:0:x1:11:REPEAT:N=NO:ar4+2
2250 PRINTTA8(a,12);N:UNTIL
2260 PRINT"' You are given 10 tries
at each code. I f  you do not open a f

ile by the 10th try the code is reve
aled, but you go BACK a file. i f  you
are taking too eany goes for the nu

ober of open files or i f  i t "  looks
like you could";
2270 PRINT' be caught then the lissi

on controller will terminate your e i
ssion.'
2280 PROCnempage
2290 PROCtitle
2300 PRINTTAB(0,4);CHR$130:18riefing
for Agent 1;NameS;
2310 PRINT''' There are clues to hel

p you crack the codes. Memorize the
following."";CHR$131;" t  r i g h

t colour right place";CHR$131;'
a right colour wrong place'ICHR$13

11" .  8 colour not used.'
2320 PRINT" However these clues are
mixed up e.g. c l u e  1 may not relat

• to colour 1, etc. I f  you are good y
ou can be proeoted.*
2330 PRINT" That concludes the brie

fing for th is"  mission I;NameirTAB
(15);'Sood luck'
2340 PRINTJAB(7);CHR$131;°Signed Mi

scion controller'
2350 PROCnewpage
2360 ENDPROC
2370 END
2380 REM flod*** neoldge *"."
2390 DEFPROCnewpage
2400 PRINTTAB(3,23);CHR$130;lress t

he (Space-bar to continue'
2410 l$:8ETWF1$01 liDU7:80TO 240

0

5
2460 IF ERR:17 THEN errial:PROCrepor

t:PROCscore:END
2470 *FX4,0
2480 CLS:PRINT:REPORT:PRINT" at line
No. ";ERL
2490 PRINT';CHR$131;"Dear Player'";

CHR$131;" I am sorry that an error ha
s appeared";CHR$131Cin the progrie.

If you cannot correct";CHR$131;'it
please let me know. Te l l  me the";

CHR$131;'error and the line number in
which it'';
2500 PRINTCHR$131;"occurred.";CHR$1

31;41rite to me at this address:-"
2510 PRINFTA8(12);CHR$134;"Nr J.Hol

lings11A8(12);CHR$1340156 Tesplemoo
diJA8(12);CHR$134011alter AshilA8(1
2);CHR$1341*High ilycoebe"TA8(121:CHR
$13401ucks."
2520 PRINT:PROCinsertOLISPATR$IER

Ll+CHR$1311STOP
2530 END
2540 DEFPROCinsert(B):REPEAT:R=138

:X%=0:YZ:ASC(LEFT$(3,11):CALLIFFFF4:
IS:RI6HTS(1$,LEN(1$)-1):UNTIL ISa":E
NDPROC
2550 END
2560 REM ****** DATA *******
2570 DATA'As your eission was","Term

inated*,"Coopleted","and the,enumber
of files opened was","which tooklisy

GO," attempts. I t  is the decision of

2420 ENDPROC
2430 REM *ma* err u m *
2440 DEFPROCerr:OU6:CLS
2450 SOUND1,-15,75,5:S0UND2,-15,100,

2580 DATANT that you are",'Demoted
',"Promoted",°to the rankl$1of","Clea
ner (at Hoover's)","Supervisor (in a
Siberian Salt line)","Builder (for Le
go)yAssistant SpyYSpelluper Spy
','Master Spy'
2590 DATA"This is effective immediat

ely.",*Signed Mission Controller","Th
is message self-destructs in 30 Sec'
2600 END
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Draw up a chair and join in this poker
simulation game by ALAN GOR NAIL

Deal your way to
a right royal flush

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 f ive cards in  his hand. Once
everyone has been dealt the final round
of betting follows.

The same process as before applies
and the last person left in collects the
pot.

Poker hands are ranked like this,
with the best hand first:

Royal flush (ace to ten in the same
suit), straight flush (five cards i n
sequence of the same suit), four of a kind
(say. four kings), full house (three cards
of one kind and two of another), Flush
(all o f  the same suite), Straight
(consecutive cards, different suits), three
of a kind (say three fives), two pairs, one
pair.

The simulation, however, involves
only two players with the computer
acting as dealer. So if one player drops
out the hand will be over.

A few tips for the player:
The only way to play poker, other

than by cheating — which incidentally
the simulation is quite adept at when
called upon — is to make the most out of
your winning hands, and lose as little as
possible on your losing ones.' Unfor-
tunately, this is hard do to.

One way is to glean as much as
possible from your opponent's style of
play and act accordingly.

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

You will be pleased to hear that the
\ m u l a t i o n  does play to a fixed system,
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the nature of which you'll have to work
out for yourself.

There are two pretty good indicators
as to the strength elan opponenes 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 o f
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 I ,  the
maximum open 10 and the maximum
raise 10.

PROCvalue(ZS)

PROCdeal(HANDS,Y9(o)

PROCval
PROCinfo

PROCbet
PROCbet I
PROCpre_bet
PROCpre_bett

PROCbluff

PROC win

PROCdraw

PROCcheat

PROCEDURES
Values any poker hand in order of the accepted
ranks. This uses other procedures, such as:
PROCstraight, PROCswap, PROCflush, PROC-
premanip. PROCa (deals with hands of one pair),
PROCIlush2, PROCb (hands o f  two pairs),
PROCc (three of a kind), PP,OCd (full house),
PROCIlush I, PROCit, PROCe (four of a kind).
Deals the specified hand. Starting at the left of the
screen at a  Y  — coordinate o f  Y%. This uses
PROCcard0M.Y%) to draw the card in the correct

Draws the value of the card on its face.
place.

Displays the value in the pot. and how much you are

Control the betting rounds. Which one is used
in credit.

depends on whose turn it is to open first.
Decide the computer betting scheme. The former is
used before the draw has taken place, and the latter
after it has taken place.
Works out the percentage o f  hands that the
computer's opponent has bluffed on.
Called when someone has been seen after the draw

Controls which cards you wish to change, and how
has taken place.

many the computer wishes to change.
Called when the name entered at the beginning of
the program matches up with one of those in one of
the data statements at the end of the program. It
also sets its betting scheme, and if its hand is not as
good as its opponents hand it will alter it using
PROCalter. and if it still isn't as good, it will change
it using PROCalterl.



opt%
draw%
Count%
AS(52)

Iland IS
Hand2S
fold%

value

PackS V A  R IA BLES
Contains a pack of cards.STAKE% Opponent's crediPOT%t .

bluff% A m o u n t  of money currently in the pot.
no% P e r c e n t a g e  of hands that the opponent has bluffed on.

to make calculations easier.Number of hands that have so far been played, with nine added on,

OpponentS Name of the computer's opponent.BLUFF% Number  of hands that the computer's opponent has bluffed on,

FOLD% Va r i a b l e  by which computer decides whether it will fold or not, if I.it will fold, i f  0, it will nocheat%t .

I, it will cheat, i f  0, it will not.Variable by which computer decides whether it will cheat or not, it'
What the computer's opponent has decided to do.
Card at the top of the pack.Whether the draw has taken place or not, if I, it has, if 0, it has not.
location.
After the cards have been shuffled they are placed here, one in eachOpponent's hand.

Computer's hand.

Determines who has the write to fold and not lose their ante. If I, itis the computer's turn, i f  0, it is the opponent's turn.
The value of the hand last used in PI(OCvalue.

All of the Other variables are used in FOR ... NEXT loops, are restricted to asmall part of the program, or are of little importance.

(7-  10 REM Draw-Poker by Alan Sornali
20 REM Copyright Micro User
30 REM 1984
80 ON ERROR 8010 5650
90 MODE 5

100 VDU19,2,210,0,0
110 VDU 23,24018,28,28,107,127,107,

8,28
120 VDU 23,24118128,62,12796248161

0
130 VDU 23,242,54,127,127,127,62,28

140 YOU 23,243,8,28,62,127,127,127,
28,62

150 DIM STS(4i
160 STS(I):CHRS 18+CHRS 0+CHRS 0+CH

RI 240
170 STSI2l:CHRS 18+CHRS 0+CHRS 1+CH

RI 241
180 STS(3)iCHRS 18+CHRS 0+CHRS 1+CH

RI 242
190 STS(412CHRS 18+CHRS 0+CHRS 0+CH

RI 243
200 DIM YYS(3)IAS(52)III(5/Itype%(1

4),1oca1I(2),27.(5)1C%(52l,M4,5l
210 STAKE2.50:bet%s0iraise%201b1u4f

WALSE:no%g10:BLUFFIal:POT%00
220 PackS0AC2C3C4C5C6C7C8C9CTCJCOC

KCAD2D3D4D5D6D7D8D9DTDJDODKDAH2H3H4H5
H6H71113119HTHJHOHKHAS2S3S4S5S6S7S8S9STS
JSOSKS'

230
240 PRINT.Nhat is your nasal:INPUT

OpponentS
250 REPEAT
260 READ FS
270 UNTIL F1z4414'0R FOOpponent$
280 IF FOOpponantS THEN chsat%81 E

LSE chain...FALSE
290
300 REPEAT
310 IF STAKE % 500 THEN cheat%.11
320 foldWALSE
330 REPEAT
340 FOLDWALSE:flushWALSEiBLOPX:

FALSE:FOLDEDWALSE:takenl:FALSE:dram
%2FALSE:stiff%.0:runWALSE:acemFALS
E:position%mFALSE

350 CLS:PRINT TABI2,26WShuff1ing
Cards'

360 FOR A%2 1 TO 52
370 CZ(AZ)FALSE
380 NEXT
390 SEEDWND(-TIMEl
400 FORA%611052
410 REPEAT
420 lAgRNDi52)
430 UNTIL C7.1Ial S FALSE
440 E%28%42-I:CUNKUBD+1:ASIA%

l2MIDS(Pack$,EX,2):NEXT
450 Hand1OAS(1)+ASI3/+A$(51+A$(7)+
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From Page 15
AS(9)

460 Hand2S.A$(2)0$(4)441.(6)41$(8)4.
A$(10)

470 Count%•11
480 STAKE1.STAKEN:POTI.POTP2
490 abol.FALSE
500
510 COLOUR 130
520 CIS
530 PRINT:COLOURO
540 PRINT°Your hand 0
550
560 PROCdeal(Hand1197001
570
580 PROCvalue(Hand2S)
590
600 PROCinfo
610 IF fo1d1 THEN 3380 ELSE 3470
620 PROCinfo
630
640 no1.no/f1
650
660 IF fold% THEN PROCbet ELSE PROC

bet I
670
680 IF (F0LD1.1 AND cheat1=FALSE) 0

R (FOLDED1 = 1 AND fo1d1.0) THEN 800
690 IF fo1d%.1 AND FOLDER.' THEN 8

20
700
710 YOU 26
720 PROCdraN
730
740 dram%•1
750
760 PROCvalue(Hand2S)
770
780 IF fola THEN PROCbst ELSE PROC

bet'
790
000 PROCbluff
810
820 fold% . fold% +I
830 UNTIL fo1d%>1
840 fo1d%.0
850 UNTIL FALSE
860 END
870
880 DEFPROCvalue(U)
890
900 flush/.0
910 YOU
920 va1ue.0
930
940 PROCpresanip
950
960 PROCf lush
970
980 NX.FALSE
990 FOR 411.1 TO 4
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1000 FOR KNUI TO 5
1010 IF MIDS(9125a-10).MIDS(Z$12.

K%-1,1) THEM N1.144.11111(JX,KX).1
1020 NEXT
1030 NEXT
1040 IF N%.1 THEN PROCcENDPROC
1050 IF N1.2 THEN PROCb:ENDPROC
1060 IF N%.3 THEN PROCc:ENDPROC
1070 IF R.4 THEN PROCd:ENDPROC
1080 IF N%.6 THEN PROCI:ENDPROC
1090
1100 PROCflush
1110
1120 REM flush
1130
1140 FOR J%. 1 TO 4
1150 FOR K%. J%.1.1 TO 5
1160 IF MIDS(U,2'JI,1) 2 MIDS(M21

1(2,1)THEN N1041+1:A1(l,K1).1
1170 NEXT
1180 NEXT
1190 IF N7..10 THEN flush1•1
1200
1210 PROCstratght
1220 IF value > 0 THEN ENDPROC
1230
1240 REM bust
1250
1260 NS."
1270 FOR J%=1 TO 9 STEP 2
1280 IF MIDSUS,J1,11.1.6THEN value

= 13:12$.12$41'4114(1$,J1+1,1)
1290 IF MIDSUS,JI,1).1>10R

J1,1)e1.THEN vain .  14:1207201IN
MIDS(l$,J1+1,1)
1300 NEXT
1310 IF value(13 AND cheat/.0 THEN F

OLD% = 1
1320
1330 ENDPROC
1340
1350 DEF PROCstraight
1360
1370 FOR J%.1 TO 5:1S(J%).":1S(J1)=

MIOSIZS,2*J%-1,21:NEXT
1380 FOR K/21 TO 4
1390 leasa.K1
1400 FOR tett% .  K/4.1 TO 5
1410 I F  3(test2) (  IS(least%)

THEN least% . test%
1420 NEXT
1430
1440 PROCswap
1450
1460 NEXT
1470 1$."
1480 FOR J1.1 TO 5
1490 Z $ 11 2 $ 4 3 ( n )
1500 NEXT
1510 11$.3
1520 BRNO
1530 AA7EASC(MIDSUS1111))

1540 FOR 11%.5 TO 2 STEP -1
1550 138%.011WASC(MIDSUS,2*J1-1,11)

-AA)
1560 NEXT
1570 IF BROD AND flush/0 THEN val

ue = (AA%-44)+20000
1580 IF 801.10 AND flush%.1 THEN val

ue . (1(AA%-44)*10)4.30000200)
1590 IF 01)%>10 AND f1ush%.1 THEN val

ue • (ASC(Z1(5))-48)+2000000ASC(N(4
))-401.10000*(ASC(ZS(3))-48)000(ASC
(Z$(2))-48)*25+(ASC(Z$(1))-48)
1600 IF 081)10 AND flush1.1 AND act%

.1 AND run%.FALSE THEN ZS4EFTS(ITS0
osition1-1)004ISHTSCI1S,10-positio
nUtrun/.1:PROCstraight:run1.FALSE
1610 IF BR>10 AND flush%.FALSE AND

acids! AND run1.FALSE THEN ZOLEFTS(1
TS,position%-1)4.°0418111$(17$00-pos
itionl)trun1=1:PROCstraight:runWALS

1620 ENDPROC
1630
1640 DEF PROCpresanip
1650 FOR J1.1 TO 9 STEP 2
1660 201$
1670 IF MIDS(0011)07THEN ZOLEF

TS(c$,J%-1)+10416HTS(0,10-J1)
1680 IF MIDS(0,J%,1)0J1THEN 1S.LEF

TS(z$1J1-1)e0+1116HTS(c$,10-J%)
1690 IF MIDS(z$07%,11.10•THEN ZOLEF

TS(c$,J1-1)0(i+RIEHTS(cS,10-J1)
1700 IF MIDS(c$,JI,1).1'THEN ZS.LEF

1S1c$,J1-1).0.1416HTSUS,10-‘111
1710 IF NID$10,J1,11.41THEN 1S.LEF

TS(001%-1).0T+RISHTS(c$,10-J1):ITS.
2$:ace1.1:position/4%
1720 NEXT
1730 y$.2$
1740 ENDPROC
1750
1760 DEF PROCf lush
1770
1780 FOR a.' TO 4
1790 FOR la.1 TO 5
1800 AUJP%).FALSE
1810 NEXT
1820 NEXT
1830 ENDPROC
1840
1850 DEF PROCflushl
1860 FOR J1.0 TO 14
1870 type/(41%) • FALSE
1880 NEXT
1890 ENDPROC
1900
1910 DEF PROCflush2
1920 FOR J1.1 TO 5:Z(J%).FALSEtNEXT
1930 ENDPROC
1940
1950 DEF PROCit
1960 FOR J1.1 TO 5



1970 KWA9CiMIDC2M,2*J%-1,11/)-48
1980 typeCal = typel(K1) + 1
1990 NEXT
2000 ENDPROC
2010
2020 DEF PROCsmap
2030 teep$ g U(KI)
2040 I C U /  g 1$(1east71
2050 1$(1east%) g temps
2060 ENDPROC
2070
2080 DEF PROCa
2090
2100 PROCflush2
2110
2120 FOR J%21 TO 4
2130 FOR K%el TO 5
2140 IF 4%(17.,KURI THEN C%2J%:D%21(%

2150 NEXT
2160 NEXT
2170 IIS=MIDSM,2*C%-1,2)+MIDSIYM,2

*D%-1,21
2180 ZUCilg1il%(D%)21:Yys1..
2190 FOR Jig 1105
 2200 IF Wil%)=FALSE THEN YYMOYM+111

DM(y$,2*J1-111)
2210 NEXT
2220 FOR J%gl TO 3
2230 YYMIJ1OID$CYYM,J%,1)
2240 NEXT
2250 IF YY$11)(YYM(2) THEN TWYMi2)

OY$(2)011(1):11/(1)2T$
2260 IF 111(210Y$(3) THEN TOYY$13/

irf$(312YYS(2)0Y$(2).T$
2270 IF rf$(1)(YYS(2) THEN TOrf$12)

WIS(2)01$(11aYel11gT$
2 2 8 0  v a l u e  z  A S N M I D $ 0 , 2 1 C N I I I )

-481000+iASCOnfe(1)l-48WASCWIT21
1-48)L01+(ASCP11$131/-481*,0001
2290 ENDPROC
2300
2310 DEF PHU
2320
2330 PROCflush2
2340
2350 22$10":ABCWALSE
2360 FOR nil TO 4
2370 FOR 'ail TO 5
2380 IF A%(.11,KUgl THEN ZIOZIPMID

M(YM,2*JI-1,2)+111D$(Y1,2*K%-1,2):MJ
%1g1:1%(1(1).1:A8CX2ABC%+1:1ocalIiABC%
lgASC(MIDMUM,2*JI-1)1-48
2390 NEXT
2400 NEXT
2410 FOR J%gl TO 5
2420 IF 1%(J%)gFALSE THEN local% • A

SCIMIDS(Z$4*J%-1,1)1-48
2430 NEXT
2440 IF 1ocalU1DlocalM2) THEN val

tie g 1ocal%(1)*500+local%(2)*20+l0ca1
% ELSE value is local%12l*500+localUI

1*20+local%
2450 ENDPROC
2460
2470 DEF PROCc
2480 11$211
2490 FOR J%gl TO 5
2500 ZUMBFALSE
2510 NEXT
2520 FOR Jig' TO 4
2530 FOR K%=1 TO 5
2540 IF AUJI1K%).1 THEN IUJUgla%
(1(%1g1
2550 NEXT
2560 NEXT
2570 FOR J%gl TO 5
2580 IF 1%(,1%)81 THEN 2Z0Z2M+MIDSef

$,2*.11-1,2) :CBA%2J%
2590 NEXT
2600 value g (ASC(MID$(3,2*CBA1-1,1

)1-48),5000
2610 ENDPROC
2620
2630 DEF PROCd
2640
2650 PROCfluthl
2660
2670 PROCit
2680
2690 FOR nal TO 14
2700 IF typeND •  3 THEN value g J

D2E6
2710 NEXT
2720 ZagY$
2730
2740 ENDPROC
2750
2760 DEF PROCe
2770
2780 PROCflushl
2790
2800 PROCit
2810
2820 FOR nil TO 14
2830 IF typeWll g 4 THEN value g

JUI0l+3E7
2840 NEXT
2850 11$03
2860
2870 ENDPROC
2880
2890 DEF PROCdea1iHAND$M1
2900 blip% • 1
2910 FOR X%0100 TO 900 STEP 200
2920 KOMIDCHAND$,blip%,2)
2930 PROCcardiX%,YD
2940 PROCval
2950 blip% • blip% + 2
2960 NEXT la
2970 YOU 4
2980 ENDPROC
2990
3000 DEF PROCcard(XIM)

3010 8C01 0,3
3020 MOVE X%,11
3030 MOVE X%+160,Y%
3040 PLOT 85,X%,11+200
3050 PLOT 85,X1+16001+200
3060 8C01. 0,0
3070 ENDPROC
3080
3090 DEF PROCval
3100 XONIMK$11,11
3110 VDU 5
3120 IF HOT' THEN MOVE M2411(2+11

22PRINT110•160103140
3130 MOVE XV01Y21.1800RINT IMINOVE

X%+10401+401PRINT X$
3140 XONIDM(K$12,1)
3150 IF 'WC' THEN Migl
3160 IF X0101 THEN lax2
3170 IF X$241 THEN N1I3
3180 IF XteS" THEN NW
3190 MOVE X%+88,Y%+180:PRINT OWN%

):MOVE XX+8,11+40:PRINT ;SIMiN%)
3200 ENDPROC
3210
3220 DEF PROCinfo
3230 VOU28,7,30118,29
3240 COLOUR 131
3250 CLS
3260 COLOUR 0
3270 PRINT'pot m;POT%
3280 PRINT'credit ;
3290 IF STAKE% ( 0 THEN COLOUR 1
3300 PRINT;STAKE%;
3310 COLOUR 0
3320 COLOUR 130
3330 YOU 26
3340 ENDPROC
3350
3360 REM I fold
3370
3380 •FX15
3390 IF value ( 500 AND chett%gFALSE
THEN PRINT TAB(0,25);1 folds:00INK

EYS(500)180T0 820
3400 PRINT TAB(0,25);11 as not going
to f o l d '
3410 001NKEY$(500)
3420 PRINT TAB(0,25)1SPC(30)
3430 8010 630
3440
3450 REM you fold
3460
3470 PRINT TAB(0,25)11Do you want to
fold'
3480 REPEAT:006ETM:UNTIL 00"1" OR

OWNIOR 0$="y6OR Osen.
3490 IF 0$="POR 0$="y" THEN 820
3500 PRINT TAB(0,25)0PC(30)
3510 8010 630
3520
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Dare you  take u p  t he  challenge la id  down  b y  the  mos t  evi l
and sinister of all beings t h e  devil himself.

If you do you wil l  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.

DAI RYFI LE FOR
Keep on that economic line between over and under feeding I
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 of t  Keep track of

This exciting 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 masterpiece on the screen, all you have to do is
use the inbuilt screen-dump util ity to produce a hard copy onto
paper.

Typing "'HELP FONTS' gives a list o f  available fonts and the
blocks of characters which they replace.
Available fonts are:
*Accents
•Block
*Data
*Greek
*Joined
•Maths

*Miscellaneous
•Thick

( 4 * .

Enables you to use our
joysticks on most programs
even those that do not offer

joystick capability.

DEALER ENQUIRIES
and

EXPORT ORDERS
WELCOME

SATAN'S CHALLENGE
or (Nevi!  Rides Out)A Black Magic Adventure

Accents and miscellaneous.
Small capitals.
Like the bottoms of cheques.
It's all Greek to me too!
Standard capitals with joined up lower case.
A mix  of  until now unobtainable Mathematical
symbols.
A few oddities which often are very necessary.
Thick tex t  ( for  MODEs 0 & 3 )  t o  enhance 8 0
column mode.

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 wi th the acclaimed features of other adventures in
mind e g  save faci l i ty,  qu ick  response, s imple b u t  extensive
commands, a mixture of logical and fiendish problems to solve.

Be warned this is an easy adventure to get into but devilishly
difficult to end.
CASSETTE 17.95 inc VAT
DISC 40 or 80 tk 19,45 inc VAT (add 50p p&p)

DAIRY FARMERS
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. A l l  o l d  data preserved c o m p a r e
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 E69 inc VAT (add 50p p&p)
Please state on ordering which disc format and printer model.

MICROTEST FONT ROM
*Thin

*Vertical
•MODE 8

•S D U M P

Thin text (for MOD E5 2 & 5Iwhich makes modes 2
& 5  m u c h  m o r e  r e a d a b l e  o r  p e r h a p s
"READABLE".
For labelling graphs.
Ten column multicolour, memory-miserly
mode.
A dump facility which will produce a screen
dump of any MODE from 0  to 8 (including a
text only dump in MODE 7) on an Epson, Star.
CTI CPBO or M1130.

The ROM uses absolutely NO user memory and can be used with
word processors etc. as well as norrnaL§ASIC programs. The
DUMP utility will produce positive or negative graphics and will
also rotate the picture produced through 9 0 '  as well as being
able to position the picture anywhere laterally across the sheet
of paper.

117.50 inc VAT (add 50p p&p)

Microtest Starstick ROM &  Joystick Package
Now available the Starstick ROM and Joystick. This comes in three forms:

(A) T h e  Starst ick  R O M  a n d  Qu ickshot  1 Joys t ick
Price 17.95 +  VAT  =  19.84

(13) T h e  Starst ick  R O M  a n d  a u i c k s h o t  11 Joys t i ck
Price 19.25 + VAT  =  22.14

(C) T h e  Starst ick  R O M  a n d  patch  lead,  choose
your own Spectrum/Atari style joystick

Price 15.25 +  VAT  = 17.54
Post and  Packing E1 .00  inc. VAT  per  i tem
This enables you to plug the Rapid action selt centring joysticks until now
only available for the Spectrum/Atari/CBM machines into the user port of
the BBC. Model 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
please feel free to Boot!
The software patch provided in the  ROM is interrupt driven and adds the
following commands to your computer.

*  S T I C K  turn on the STARSTICK ROM
•  N S T I C K  turn off the STARSTICK ROM
•  SETSTICK set up joystick to users spec
*  S A V E  -NAME' 1 4 0  150 saves your user-key protocols
•  A D V A I .  emulate standard analogue joysticks
*  PA U S E  define key to Freeze game
•  N PA U S E  turn off ability to freeze game
*  " N A M E '  predefined key protocols set op for software

HELP P Eprogramsays currently selected key protocols
*  R E P E AT  enables auto-repeat fire
•  N R E P E AT  disables auto repeat fire

a v a i l a b l e f r o m
MICROTEST LTD

18 Normandy Way,  Bodmin, Cornwall P131 1 E X
Telephone: 0208 3812

OR ANY GOOD DEALER
Large picture shows BBC Computer System and a Quickshot II Joystick. Small inset just a few of the

joysticks that will work with the patch lead. Screenshot by kind permission of SUPERIOR SOFTWARE
All MICROTEST R O M s  are fully TUBE()) compatible. (TUBE i s  a reg. trademark of Acorn Computers).

VISA

A w A c c e s s
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3530 DEF PROCbet
3540
3550 IF cheat% THEN PROCcheat ELSE I

F draw' THEN PROCpre_bet1 ELSE PROCpr
e_bet
3560
3570 VDU 28,1,27,18,22
3580 COLOUR 128:CLS:COLOUR3
3510
3600 IF FOLD % 1 AND cheatWALSE I

KEN PRINT 'I fole:STAXEMTAKEX+POT%
:P0T%mFALSEIPROCinfa:00INKEY$1500i:E
NDPROC
3610 PRINT°1 open with •I1BET1=bet%+

INICRND(betZ)):PRINTIBET%
3620 POTImPOTI+BEHIPROCinfo
3630 PROC2nd_bittENDPROC
3640
3630 DEF PROC2nd_bit
3660 VDU 28,1127118124
3670 COLOUR3ICOLOUR128
3680 PRINT11. See'
3690 PRINT"2. Raise'
3700 PRINT'3. Fold'
3710 REPEATIopUmSET:UNTIL opt%>48 A

ND opt%(52
3720 opt7.mopt%-48
3730 IF opt%ml AND drawl m 1 THEN ST

AKE%0STAKE%-BEILPOHEPOTPBEILCOLOU
R130:CLS:VDU26:PROCinfo:PROCwinIENDPR
OC
3740 IF optlE1 THEN STAKRESTAKEZ-BE

TWOHEPOTTOBEHIPROCinfo:ENDPROC
3750 IF opt% 6 3 THEN FOLDED% 6 I:PO

130:COLOUR 0:VDU26:CLS:EN
DPW
3760 REPEAT
3770 CLSONPUT"How auchs,raisel%
3780 UNTILraiselD0 AND raisel%(=10
3790 BEIllmBETX+raiseHISTAKE%=STAKE

%-BEIMPOHEPOTt+BETI%
3800 IF BETH (E Iraise%sbet%) OR bl

04% > 25 OR cheat%El OR POMO PRIM
see you"IPOTWOIX + BETH:BLOKE

1
3810 IF BLOP%El AND drawl m FALSE TN

EN PROCinfo:WINKEYS(500):BLOP1=FALS
E:ENDPROC
3820 IF BLOP%El AND drawl • 1 THEN P

ROCinfolOS=INKEYS(500)1PROCwintBLOKB
FALSE:ENDPROC
3830 STAKEIESTAKEPPOILPOTWALSE:F

OLHEI
3840 PRIMP! fold'
3850 PROCinfo
3860 00INKEYS(500)
1870 ENDPROC
3880
3890 DEF PROCpre_bot

\Q.944

3910 IF value (  13 AND drawl • FALSE
THEM FOLD% * 1:ENDPROC
3920 IF value ( 300 AND drawl E 1 TH

EN FOLD% • IIENDPROC
3930 IF value ( 500 THEN bet% • 1: r

liselk 1:ENDPROC
3940 IF value ( 1000 THEN bet% 1:

raiselE 2:ENDPROC
3950 IF value ( 1500 THEN betZE 2: r

aise%m 2:ENDPROC
3960 IF value ( 4000 THEN bet% 3:

raise%E 31ENDPROC
3970 IF value ( 8000 THEN bet% I 31

raisdE 4:ENDPROC
3980 IF value (  40000 THEN bet% • 4:
rtiodm 31ENDPROC
3990 IF value (  70000 THEN bet% • 41
raise%2 6:ENDPROC
4000 bet% 5:raise%2 7:ENDPROC
4010
4020 DEF PROCb)uff
4030
4040 PROCvalue(Hand10
4050
4060 IF value ( 500 THEN BLUFK•BLUF

F1+1
4070 bluff% • BLUFF% s 100 DIV no%
4080 ENDPROC
4090
4100 DEF PROCmin
4110
4120 VDU 28,1,27,18,22
4130 COLOUR130:COLOURO:CLS
4140 VDU26
4150
4160 PROCvalue(Handli)
4170 valuel=value
4180
4190 PR0Cva1ue:Hand2S)
4200 value2Evalue
4210
4220 PROCdeal(Hand2S,400)
4230
4240 IF valuel>value2 THEN PRINT TAB

(0921)ryou win IlOpponent$:STAKEZEST
AKE%+P0HIP011=0:PR0Cinfo:OSEINKEYS(5
00HENDPROC
4250 IF value1(valug2 THEN PRINT TAB

(0,21)0you lose "OpponentS:POTWIP
ROC1nfo:OimINKEYSi5001:ENDPROC
4260 IF valut1mva1ue2 THEN PRINT TAB
(0,21lrboth hands are of equal value
1;OpponentS:S1AKE%=STAKE2+(POT%/2):P

OHEO:PROCinfo:OSEINKEYS(500):ENDPROC
4270
4280 DEF PROCdraw
4290 YOU 26
4300 YOU 2811,27,18,221C0L0UR128:COL

OUR3
4310 CLS
4320 lenlELENUN)
4330 IF len% • 10 THEN PRINT TAB(0,2

2);"I take no cards' ELSE IF (10-len%
)/2•1 THEN PRINT TA8i0,22W1 take 1
card' ELSE PRINT TA8i0,22li'l take a;
(10-1111%)/2:1 cards'
4340 IF len%210 THEN 4410
4350 a%=i10-len%I/2+Count%
4360 REPEAT
4370 HOZZOACCount%1
4380 Count%sCount%+1
4390 UNTIL Count% a%
4400 Nend2OUS
4410 PRINT"Do you want to change

any cards"
4420 REPEAT:DORIS:UNTIL 00"1" OR

0091°OR OSEsy'OR 0$00
4430 IF 00111.0R 004" THEN COLOUR1

30:COLOURO:CLS:VDU26:ENDPROC
4440
4450 PROCf1ush2
4460
4470 FOR Hal TO 5
4480 PRINTIChange card 118;' 7";
4490 REPEAT:008ETS:UNTIL 001Y1 OR

0041OR 0010OR 001y"
4500 PRINTOS
4510 IF 0$01"DR 0$m"y" THEM HUDE

1:takenl=taken%+1
4520 NEXT
4530 len%=0:0SE"
4540 FOR J%=1 TO 5
4550 IF TVJT)60 THEN 000S+NIDSCHan

d1S,2sH-1,2i
4560 IF 11(JD21 THEN len%Elen%+1
4570 NEXT
4580 IF LEN(0$)>9 THEN 4640
4510 4=lenl+Count%
4600 REPEAT
4610 0000ASICount%1
4620 CountXount%+1
4630 UNTIL deCount%
4640 Hand100$
4650 PROC4ea1(Nandl$,700)
4660 COLOUR130:COLOURO:CLS:VDU26:END

PROC
4670
4680 DEF PROCcheat
4690
4700 FOLUE0
4710
4720 PROCvalue(HandIS)
4730 Must:value
4740
4750 PROCvalue(Nand2S)
4760 value2Evalue
4770
4780 IF valueDvaluel THEN WM:re

ise%=7:ENDPROC
479°-
4800 PROCalter
4810 PROCvalue(Hand2S)
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* 1 4 "  colour monitors

*  Resolution equivalent to
480 x 400 pixels

* F u l l
12 month guarantee

Soft Shop Ltd.
55 St Peter's Court
Chalfont St Peter
Bucks. SL9 900

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
S O N - Y-

R.G.B. MONITOR"
Ideal for BBC/Electron and many others.

Awommi•••••••mok

Our
unbeatable c l 4 A n t i lprice . U n O  i n c .  VAT.

Or mail order E159.50 including VAT, p&p & BBC leads
Postal and telephone orders welcomed.

All major credit cards accepted
(Offer subject to availability)

Tel: (0753) 889010

*  These monitors using
Trinitron tubes have
been converted to RGB

Easy Road Access
Free Parking and

Open Mon. — Sat.
9.00-5.30

Sun. 9.30 - 12.30



From Page 19
4820 IF value(10000 THEN PROCalterl
4830 ENDPROC
4840
4850 DEF Malty'
4860
4870 abasaboUl
4880 IF abo%=2 THEN ENDPROC
4890 SOMIDCHand2$0,2/
4900 naughty%=16
4910 REPEAT
4920 FOAMlnaughty%)
4930 IF MID$(8$.1,1)BMIDCF$11.11 TH

EN SOSOF$
4940 naughty/mnaughty%+1
4950 UNTIL naughty%=53
4960 abba=LENiSli
4970 abbaM=Hand2$
4990 Hand2PSOMID$tabbo$13110-abba%

4990 12$=Hand2$
5000 bet1=5:raise%=7
5010
5020 ENDPROC
5030
5040 DEF PROCbati
5050
5060 IF cheat% THEN PROCcheat ELSE I

F draw' THEN PROCpre_bet1 ELSE PROW
e_bet
5070
5080 M28.1127,18122
5090 COLOUR128:COLOUR3:CLS
5100 PRINT'Do you want to:"
3110 PRINTRI. Open'
5120 PRINT12. Fold°
5130 REPEATiopt8ET:UNTIL apt%>48 A

ND optI(51
5140 IF opti=50 THEN FOLDEDI=1:COLOU

R130:COLOUR0:VDU26:CLS:POT%=0:ENDPROC

5150 REPEAT
5160 PRINTTA11(0,4)1SPC(14)
5170 INPUT TABi0,410How •uche,DETI
5180 UNTIL BEIM AND BET/(210
5190 •FX15
5200 STAKEI=STAKEI-BEMPOTI=POTWE

T%
5210 IF l(betImraise%)>=BETI OR bluf

fl>25 OR POT%>20 OR cheatImil AND FOL
D%=0 THEN CLS:PRINT'l see youe:POTP
OTMETI:PROCinfo:BLOPI=1 ELSE FOLD
1
5220 IF FOLDI=1 AND cheat%=FALSE THE

N PRINTSI fold'ISTAXEDITAKEPPOILPO
11=0:PROCinfoODU26100INKEY$(500):EN
DPROC
5230 plraiseImbet%-13E111/2
5240 IF 010 THEN g=10
5250 IF g>1 THEN g=INTlgl:COLDUR128:

C0LOUR31PRINTTAE(1,231"and raise you
:POTI=POTIfg:BETNIPROCinfo:PROC

2nd bit
526.6 IF drak% AND 01 AND FOLDEN=0
PROCitin:YDO26
5270 IF FOLDEDZ=0 00-INKEY$100)
5280 ENDPROC
5290
5300 DEF PROCpre_bet1
5310
5320 IF value(13 AND draw%=0 THEN FO

LD%=1:ENDPROC
5330 IF value(300 AND draw%=1 THEN F

OLD1=1:ENDPROC
5340 IF value(500 THEN WM:raise%

=1:ENDPROC
5350 IF value(1000 THEN bet%=1:raise

/22:ENDPROC
5360 IF value(1200 THEN bet%=2:raise

I=2:ENDPROC
5370 IF value(1500 AND taken%>2 THEN
bet/44:raise%=2:ENDPROC ELSE IF valu

•(1500 AND taken/(3 THEN bet2:raise
EIDPROC

5380 IF value(4000 AND taked)2 THEN
betI=5:raisel=3:ENDPROC ELSE IF valu

e(4000 AND taken1(3 THEN bet1=3:raise
1=3:ENDPROC
5390 IF value<8000 AND takenD2 THEN
bet%=5:raise%=5:ENDPR0C ELSE IF valu

e(8000 AND taken% (3 THEN betI=2:rais
A=3:ENDPROC
5400 IF vaIu8(40000 AND taked>2 THE

N bet1=5:r•ise%=5:ENDPROC ELSE IF val
ue(40000 AND taken% (3 THEN betI=4:ra
ise4:ENDPROC

5410 IF value(70000 AND taken%)2 THE
N bet%=5:raise%=5:ENDPROC ELSE IF val
ue(70000 AND taken% (3THENbetWira
ise%=4:ENDPROC
5420 bet%=5:raise7:ENDPROC
5430
5440 DEF PROCalterl
5450
5460 stiff/astif4P1
5470 IF stiff%=2 THEN ENDPROC
5480 naughty%=16
5490 FOMIDM(Hand2$0,2)
5500 REPEAT
5510 naughtylinaughtylfl
5520 0$4$(naughtyn
5530 IF MIDCFM,2,1/EMIDC0S,2,1/ TH

EN FS=FM+0$
5540 UNTIL naughty/252 OR LEN F010
5550 IF LEN F$(10 THEN Hand2S=F+RIG

HTS(F$110-LEN(F$ ):ENDPROC
5560 Hand2OF$
5570 11$,Hand2$
5580 ENDPROC
5590
5600 REM these DATA statements shoul

be filled with names of
people y o u  want the computer
to cheat a g a i n s t .
5610
5620 DATA um
5630
5640 REM Escape Key has been Pressed
5650 MODE7
5660 END

Micro User Garri•35 Special 2 1



22 M i c r o  User Games Special

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 sooner 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.

Never 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 o f  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
promptly shoots you!

BABY, YOU'RE QUITE
A HANDFUL! (

The program's features include
ability to turn the sound on/off, use of
keyboard o r  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,

Catch crashing crockery in this
fast mover by IAN McALPI  N E

1 T h e  Speech System i s  ?used fo r
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 i s  running

correctly the rest o f  line 70 can be
entered.



•  C O N T R O L S

To ntoPe pour hands eji or right use
th l

e lejei or right cursor keys.key.
•  To accelerate hold down either Shift

•  To pause the game press Shill Lock•  To conthale press C a .•  t o  tarn the P S  Lock
sound on/qgpress .The sound S / Qcontrols

 at the o n l y  take viect
ena' of each drop of china.•  r o  return

 Escape. t o  the title page press

pROCI

pRoCgh

pROChP
pRoCa

PROCil

'PROCEDURES
Initialises characters
and envelopes.
Asks whether to load
recorded high score.
prints title page.
Presses space or lyre
button.
Initialises strings and
secondary variables.
PrePareS to  s tar t  game.
Checks whether using
keys or joystick.

PROCb P r i l l t S  bouncing baby.'Drops a piece of china.
PROCf
PROCvit(ount) Delay.
PROCu U p d a t e s  score, highscore and pieces of

china left to drop.
Plays title tune.
Grt leSOMe c o n s e q
ces• a n d

uen-

PrintS your score
high score at end of
game.
Prints screen display,.
Checks which keys
pressed.
Checks for (3ysticlt.
movement.
Pauses game or sound
onlotr
You caught the piece of
china.
You dropped the piece
of china.
Erases p i e c e  o f  c h i n a
from bottom of screen.
Records high score.
Restores everything to
default.
Assembles machine
code to print the baby
and your hands.
Initialises which piece
of china goes where onPROCl2
the cabinet.

PROCspU R e a d s  data, then speak.
PROCed (num)Prints "China prop",in teletext graphics.

PROCdo (oun)P10t door.
1:Nre (num) Reads  character.

pROCre
pROCw

p R O C I T
pRoCc

pROCP

pROCS
pRoCkil l

pRoCim

p RoC pa

p Ro C ct

pRoCdP

pRoCc

pRoCth
pROCT

pROCas

10 REM ...China Drop...
20 REM by Ian McAlpine.
30 REM These, Sraphics and Speech
40 REM consultant, Keith McAlpine.
50 REM (C) The Micro User
60 IFPABE()IEOOTMEN1330
70 PROCiIONERRORMODE7:CLEARIVIDO231

10,32,00;OpPROChpiPROCal8OT090
80 MODE7:Y0U23;10,32,0100pPROCch

:CLS:PROChp:PROCa
90 PROCiliPROCasiMODE21PROCre:SOUN

D5,50,-IIREPEAT:PROCiliPROCb1PROChI
Fda8ANDcr()0stmskfli11m11011Fsks5cre
cr+1:PROCut(50):SOOND1,4,200,5:PROCui
PROCut(150):PROCff:PROCot(150)

100 IFsk)x5sk=5
110 IFd:8ANOcrOOMODE2:PR0CreiSOUND

3,5,50,-1
120 UNT1Lcr=0:*FX15,0
130 CLSIPROCc:MODE7100231104200

lOpPROCp:END
140 DEFPROCi:RESTORE1360IFORCX2223T

0254:VOU23,c1:FOROOT07:READdIVDUcliN
EXT0ENVELOPE1141-4,-1,-1,20,20,20,1,
0,0,0,101ENVELOPE2,133,8,4,8,3,1,111
26,010c10,126,0:ENVELOPE3,136,-1,-11
-1,30,2,2,127,0,-127,-10,60,60

150 ENVELOPE4,1,0,0,0,0,0,0,126,-11
0,-3,126,126:ENVELOPE5,1,40,-4,40,6,1
2,6,50,0,0,-50,75,5:R=100:M4,1

160 ENDPROC
170 DEFPROCil:DIMOS(9),CI9:0X11,1
180 0112,100
190 scs0icre3:04111=1:ppc3iRESTOR

E1410:FORDX40A4OTO&OA84:READOM2D:
NEXTIENOPROC

200 DEFPROCi2:FORch.1T08:0SIchKHR
$(2444RMO(C)WchiRND(7):NEXT:0$(9)
=CNR$244:CV921:chs8:yh.30:041yb.21
wa=2:00:y8FALSE:repzFALSE:ENDPROC

210 DEFPR0Ca:PROCff:PROCut(150):VOU
3110,23,129,157,135,136:PRINTIPRESS (
RETURO OR 'FIRE' BUTTON ..'1:RESTORE
1420:PROCIpkiTIME80:REPEATaBINKEY1-7
41:j=ADVALIO)1UNTILksTRUE ORjslORTIME
=150011FIczTRUE i$811ELSEISor
220 IFTIME)*1500PROCa
230 ENDPROC
240 DEFPROCsillOU19,7,00;19,1,0100

9,3,010;i8C01.0,7:MOVE0,736:DRAW1279,7
36:MOVE0,670:DRAN1279,670:MOVE0,30:OR
AN1279,30:MOYE400,992:DRAN700,992iMOV
E400,1007:DRAN700,1007:110YE400,10190
RAW700,1019

250 8C01.44,1iFORyc=740T07648TEP4:Pi.
0177,640,yc:NEXT:6C01.430:FORycs01026
STEP4:P10T77,640,yoNEXT:PRINTTA8(6,1
5)SPC(7):VOU20:F0Rpr.ITO8:COLOURWpr
:VOU31,pr12,10:PRINTOSIWINEXTWX99
5
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From Page 23
260 0110,5
270 COLOUR141PRINTTAB(0,0)r8COREO

:COLOUR121PRINTIAB11110111HIONO:COL0
UR4:PRINTTA8(6131);"LEVEL 1;ICOLOUR2
:PRINTTAB(6,0);sc:COLOUR5:PRINTTAII16
,011HI:COLDURpp1PRINTTAB(019);criCOLO
UR4tPRINTTA11113,311;11;

280 DEFPROCII:IFOoKIRDCka ELSEPRO
Cja

290 ENDPROC
300 DEFPROCWIFINKEY(-26)AND(W0)

ahmsb-1
310 IFINKEYI-1221ANDIxh<15>ahmsh+1
320 70A43exh:CALL&A051IFrepuTRUE r

epmFALSE:ENDPROC
330 IFINKEYI-IlrepmTRUE:PROCks
340 ENDPROC
350 DEFPROCjiisovm32750!nvmADYAL1111

IFnvOov-3000010111111xh<111ahmsh+IELSEI
FnWov+300001ANDixh>0)alimsh-1

360 7110443mxhICALLIA05:IFrepmTRUE r
apmFALSEIENDPROC

370 fimADVAL(0)AND3:1FfimIrepoTRUE:
PROCJa

380 ENDPROC
390 DEFPROCapktREPEAT:READalSOUND-1
0,0:UNTILsmIlENDPROC

400 DEFPROCb:PROCpa:IFybm2ybmIELSEy
bm2

410 ONwa 8010430,420
420 1F10(151abmxb+1:80T0450
430 IF(00011tbm0-1
440 1FxbmOwa•2
450 IFAmlloaml
460 71:044Dmab:7110A4E9biCALLkA20:EN

DPROC
470 DEFPROCat(do):TINERO:REPEATUNTI

LTINE>de:ENDPROC
480 DEFPROCfsf_chmRNDI51:IFf_ch(3EN

DPRCC
490 0mR11)(8):PROCw:PROCblIFOS(o)m"

THERM
500 a4SmCHR$237+CHRS8+S1RIN6S(sk,CH

R$10)+D$I010$10101:somo*M=FALSEll
Fokm3bom27ELSEbom28

510 FORdpmlOTObo STEPskilFbmFALSE1I
FRND(30)(3ANDdp(m23o4OCHR$237+CHRS8+
STRINOCak,CHRS101+0$(9)10SIolmiutom9
tbsTRUEISOUND2,-15,20011

520 PROCw:PROCb:COLOURCM:PRINTTAB
(so,dp);OSIPROCb:PROCw:NEXT:IFo<>9AN
D FNrc1x0121300Ro09AND FlIrc1xolm129P
ROCct ELSEIF009AND FNrcIsol(>1300Ro<
>9AND FNrc(so)()129PROCdp

530 1Fam9AND FNrc(zo)m1300Rom9AND F
Nrc(so1m129ymTRUE:C17027:PROCdp:C17am
1 ELSE1Fom9AND FNrc(so)(>1300Rom9AND
FMrclso)(>129PROCI:PROCct

540 IFxb(16COLDUR7:110U319x6+1,yb,23

\\.,8_,239,240PROCmt1601:008,8,8,237,237
24 M i c r o  User Games Special

1237
550 dmd+1:1F1108SOUNO3151501-1:ENDP

ROC
560 DEFPROCuICOLDUR21PRINTTA11(610);

sc:COLOUR5:PRINTTA81161011H1;11Fcr(ml
ppmIELSEppm3

570 COLOURppIPRINTTAB10191;crIENDPR
OC

580 DEFflircis1ILDCAL:4410U31,x,y
11111%.135:m1USRAFFF41AND&FFFF1DIIII:100

590 DEFPROCct:011510
600 SOUND2,2,100$101IFskm3PRINTTA8(

610 IFo()96cmicflik*I0ELSEacm104105
620 IFsc)HUImic
630 PROCu:ENDPROC
640 DEFPROC4101150
630 PROCalcracr-I:PR0Cusytm0IVDU19,

0,7;0;1PROCk(5):SOUND111,100,1:SOUND
0,-1517,300/DU1910,0;0;:YDU2911so*64)
+32;32;

660 F0ResmITO350STEP10:1101010:8C0L
0,C27o:PLOT65,0,yetNOVE00:PLOT65I-es
,321MOVE0,0:PL0T651-asol:NOYE0,0tPLO
T65,ex,32:M0YE0,0:PLOT651exiyetN0VE0,
018COL0,0

670 PLOT65,-eslya:MOVE0,0:PLOT651ex
tye:1104010:PL0T65,0,yealOYE0,0:PLOT6
5,--ex,32:1101,10,0:PLOT65,ex,32:yemye+5
:PLOT65,ex,ye:MOYE00:NEXT:ENDPROC

680 DEFPROCWFX12,0
690 01115,0
700 IFacmHZ0/01131,8,211291141:PRINT

"Congratulations!!';TA81813100U1309
141:PRINT"Congratu1ations!!'ISDUND-11
279,0,01SOUND-1,202,0,0:PROCat(150)

710 PRINTTAB18,61;0/0111311141:PRINT
'Your Score "CHRS129;sc;TA8(8,71;;YDU
131,141:PRINT'Your Score 'CURS129;sc;
TA1118110100U134,141:PUNT'High Scar
e 'CHR$136;11%1TAB(8,11)0YDU134,14111,
RINT'High Sur. "CHR$13611a

720 RESTORE1440:PROCspk:scOSTRW:
IFLENsc$04:REPEATscSe01+scatUNTILLE
Nsc$84:1Fac10000090UND-1113910,0:80
10760

730 SOUND-1,VAL(LEFTSIsc$,11)+4810,
0iSOUND-1041,0,0:SOUND-1,YAL(MIDS(sc
S,2,1))+48,0,0:80UND-1,140,0,01SOUND-
106510,0:IFNIDS(sc$,311)011ANDNIDS1
sc$0111001SOUND-1,264,00:80T0760

740 IFNIDSItc$,3,110190UND-1,01(
11111$18c$,4,1))+32,010:SDUND-1,135,0,0
80T0760ELSEIFNIDS(sc$1391)100"SOUND-

1,YAL1011440,41111+48100ELSE SOUND
-1,VAL1MIDS(scat3,11)+32,010:SOUND-1,
13710,0

750 IFNIDS(sc$,4,1)0"01SOUND-1,YAL
CHIDS1sc$14,111+48,0,0:*F12110

760 CLEAR:PROW1500111/11U31,2,17,14
1,134:PRINT.Do you want to play again
r;TAB(2,18);;VDU141,132:PRINTIDo yo

u want to play again 76:RESTORE1450:P
ROCapk:A4ET:01(2118

770 IFAm780R AmI10PROCrhl*FI2141
780 IFAm78OR AmI1OPRIN1TA8109221SPC

nood_bye one and all!"SPC11:RESTORE
14601PROCapkiPROW(400):PROCrIEND

790 IFAm89OR Am121:PROCI6DT090ELSE
760

800 ENDPROC
810 DEFPROCral*FX21,0
820 01123;10,32101010;:q19,25
830 0110,25
840 •F12118
850 IFII<IOSOUND-1429100180UND-I,

11+48,0,0
860 COLOUR121PRINTTABi6,15WREADY!

!":PROCW150):PROCi2:PROCWFX15,0
870 ENDPROC
BOO DEFPROCal*FI21,0
890 1FymTRUE PRINTTAB(so,28);":ym

FALSE:ENDPROC
900 PRINTTABIxo,yh);' siTA8(so128);

":ENDPROC
910 DEFPROCpa:0115,1
920 *F112,0
930 IFINKEY1-811REPEATUNTILINKEY(-6

5)
940 IFINKEYI-171:0121011
950 IFINKEY(-82):*F121010
760 •FX121100
970 ENDPROC
980 DEFPROCII:RESTORE135010121,0
990 REPEAT:READY,PP,D:IFYRIYm-15

1000 S0UND1011,PP,D:SOUND2,Y,PP-48,0:
SOUND3IVIPP+48,D:UNTILDm99:0115,1
1010 ENDPRDC
1020 DEFPROChp:LOCALi:FORimOT07:1/DU3

1,00,154,RND171+144:NEIT:PROCcd(0):F
DRim711114:VDU31,0,i,136,153,RND(7)+14
4:NEXT:PROCW711FOR:m14111201YOU31,0,
1,154,RNDI71+144:NEXT:PROCcd(141:ENDP
ROC
1030 DEFPROCcdIee)1011210
1040 PRIMITAB140.1'xitJ5*SPC12CHRS2

55a/a0ITAB14,ee+11CHRS255° 1J5 _O'SP
C8CMRS2151 j5TAB1404+21CHAl255° J5
p blOp _p0 "CHR$255"CHRS34°>__0_p0
__901TA814,es+31CHRS2151
1050 PRINTCHR$255CHR$1631/j5ICHRS255

CHRS1631/411CHR$255" "CHRS251 2j71
CHR$163CHR$255CHR$163CHR$255"JPCHRS1
63CHRS2551118(40e+4)CHR$255" _z5 'CHR
$255'j5'CHRS255"CHR$255"j7THR$163C
HR$255" "CHRS255° J5j5 THR$255"CHR
$255'.017'
1060 PRINTTAII(4111+5)1+115 5CHRS255

guiTHR$2551 ';CHR$255"01°CHRS255"
C11RS255'1>!J5 ol7J5"TABI3101+61'151:
EMDPROC
1070 DEFPROCcODU29,640;01:YDU241-64

0;5001639110231:8COL33,134:C16:YD(124,
-640;0;639;1023;18COL0161N0VE-640,500
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_ . - .  . . " a . - u 2  f t  a #  a g  #  #  2  a

:DRAN640,5001FOR8lz-640T0640STEP12:NO
VE6Z,5001DRAN8'8,0:NEIT:011261NOVE10
00,500:8C01.010:DRAN1030,5501DRAN1060,
5001NO31E10301550
1080 DRA111030,673:110K100016751M0YE1

060,67518C01.0,301.01511000,745ADT8
5,1060,745:NOVE800,564101.119,10,001:
8C01.0,100160DO242,104,243:PROCdal
51:PROW(100)1PROCdo(0):NOVE16515641
8C01.0,7:VDO224,10,8,227:PROCA1501
1090 PROCdo(5):NOYE300,564:8COL000/

DO228,10,8,2411NOVE370,600:6C0L0,O:VD
11251,252:SOUND1614,3AND13),2:PROCW
50):NOVE370,600:6C0L33,61011251452:F
Olbsz.330T080051EP30:1101ifss156018C010,
0:01.1255,8:PROCIst(5)38C0L33I611110U255:
NEXT:PRINT1)1
1100 PROCW10):NOVE840,56018C01.3316

:PRINP)11NOVE7601600:8COL0,00/011253,
254:VDO19,1019;01:80UNDI,3,200,20:PRO
Cet(50)1N0VE7601600:6C01.33,6:VD025312
541110148001564:6C0L0,0OD1J242,1018,24
3:8C01.13,6:NOVE80046401111242710,8124
3:8COL0,1
1110 SOUND-1,7,0,0001/800,5321VD1j24

9,2500PROW1200):ENDPR0C
1120 DEFPR0Cdo1111:GC01.001/10A100150

0:N0YE250,500:PL0T8550,700:NOYE100,
700:PLOT85000,500:1F1058COL0,7iPLOT6
9,220,610
1130 ENDPROC
1140 DEFPROCgh:RESTORE14301PROCsok
1150 PRIATTA9(10);CHR$1341Do you wa

i t  to load the High score ?1:AzINS1R(
1114y0,8ETS):IFAz2OR Az4ENDPROC
1160 IFAstIOR Az300280110139161HEOP

ENIN'HIGH1:1NPUTDHINZICLOSEDH:01126:E

NDPROC EISE1150
1170 DEFPROCrh:RESTORE1470:PROCsrak
1180 LOCALAIPRINTTA8(1,22);CHR$13411)

a you want to record the High score ?
1:AzINSTROYNy0,8ET$1:1F02OR Az4END
PROC
1190 IFA21OR Az3VDO2810,241191231100

PENOUT"HIWIPRINTDH,HX:CLOSEDHICLSO
011261ENDPROC ELSE1180
1200 DEFPR0Cas:PlziA05
1210 EOPT0s131160:13X10:1.DA60A40,X
1220 Arita JORiFFEEIINWA10A40,14

CAPAUFF:BNEwrite
1230 RIM
1240 F1041120
1250 (OPTOMADO:LD140:1DA&OA4A,X
1260 .write2 JSRiFFEE:IN1iLDWA4AIX

:CAPIIFF:BNEloritt2
1270 RTS:3:ENDPROC
1280 DEFPROCrt4FX4,0
1290 •FX12,0
1300 0115,0
1310 eFX21010
1320 ENDPROC
1330 PRINT"Please wait....laTAPE
1340 FORIPeOTO TOP-PAGE STEP4:1%!DE0

0zIX!PAGEINEXT01113zA13-1PA8E-H00ID
1102561PABNIE00:RUN
1350 DATA1,53,4,0,0,.25,1,5314,1,73,

4100,.25,1,73,41118114,001.2511,81$
41149011,7315,0,01.25,143,3.510,01
.25,1,53,3.5,1173,4,01045,1,73,4,1,
99,2.5,1,73,2.5,1,89,2.511,73,15,0,0,

1360 DATA00,0,2444,0,0,0,28,28,289
8,60000531153,0,0,0,64,127,63413,0
10,0111127426196,961153,153.24,3646
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n0 - 0  - . 0  sa. " .  -
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est r t _
2  a  a

a1  g  ,  2 5  2 u  - ,  . 0  . „  . 0

166,36,102,112,1201112,391124,1121112
„112,1,0,3,7,13,31113,6,0,128,192,224
9176,248,176,96,7,31,63,111,239,207,2
23,126,224,248,252
1370 DATA246,247,243,251,254,31,63,6

3963131,31,15,14,248,2521252,252,248,
248,240,112,30,60,120,124,62,30,126,2
52,120,60,30,62,124,120,126163,0,0,0,
0,0,0,0,0,0,0,0,251,170,171,170,0,0,0
,0,190,170070,17000,0,0,228,164,22
8,160,4,112,112,80
1380 DATA72,72,72,72,108,7,15,7,34,6

3,7,7,7,7,7,9,9,17,17,17,51,28,60,254
,255,126,63,125156,255,126,126,60,241
24,24,126,248,250,253,249,249,2509252
,248,250,2531249,114,124,112,32,248,0
,24,60,241126,24,60,126,0,0,010,0,121
11351255,0,0,090,2
1390 D4TA231447455,238,170,170,206

470,170,234,0,238,170,168,171,170117
01174,0,174,170,168,171070,170,238,0
065,165,165,229,1651160,165,0
1400 DATA241,2461252,1
1410 DATA17,713198130,32,225,22029

255,17,7,31,8,2,237,2371237,237,8,8,8
,8,10,237,229,230,237,8,8,8,8,10,2379
231,232,237,801,8,8,10,17,1,237,233$2
341237,8,818,8.10117,7,237,235,236,23
7,8,84,8,101217,237,237,237455
1420 DATA2411246,252,2371267,17411
1430 M1841275,281,267,257,200,176

vl
1440 DATA290,257,209,1
1450 DATA162,289,237,22611
1460 DATA2651275,147,254,270,247,1
1470 DATA18447592811267,257,235043

1176,1

$.
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BBC-B RUNEMAGIC SERIES
ADVENTURE ONE
THE SECRET RIVER

BBC-B
versions
E6-95
each

B B C  B  RUNEMAGIC SERIESADVENTURE TWO
THE WIZARD'S CITADEL

Available by M/Order (p+p free)
Send cheques or Postal Orders to:

Triffid Software Research
12 Cullwood Lane
Ashley
New Milton
Hampshire
BH 25 SCU

Available from good computer
software stores nationwide

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

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

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

6. 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.

SPECTRUM 48K,
ELECTRON and
COMMODORE 64
versions coming soon

Send your software to us.
If accepted,
generous royalties offered.
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• . frontier_
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your missio i s  to seek out a fellow captain
who is lost I • space. You must explore
strange new akodes, fight and destroy
the enemy a • • boldly go where no man
has gone halo £7.95 ELECTRON C7.95

AVAILABLE
NOW!

Super colour
graphics with six
skill levels &  48

screen
locations
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Flee the
gardener
...catch
the fleas
Help a senior spider
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
lull 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 i t  is. and VAT  (vermin
added tax)  escalating ou t  o f  al l
proportion.

To cap i t  all the gardener, in his
wisdom, has sprayed everything with
this horrible yellow stuff, fatal to spiders
I'm told.

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

o
121 43)- N A
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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) ( l e f t )
Z (down) ,  (right)

You must catch a minimum of 20
fleas before you move on to another
screen.

There are seven different screens in
each round and on the first run through
there are a maximum of eight fleas on
the screen. This number decreases by
one each round to make the game a little
more difficult.

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

Just be careful of anything yellow –
the walls, the frog, the plant pots, and
even the gardener's boots are poison-
ous.

One touch means certain death,
although you do have five lives to play
with. There is a time limit on each screen
so don't hang about 'cos the fleas won't.

THE following routines are a little more
complicated and require further explan-
ation:
PROCtun(P%,D%,DD%)–  Writes the
music that is passed to PROCmusic.
The parameters are passed because
without this, each time the PROC is
called, the pitch resets.

It is this procedure which keeps the
music playing throughout the game by
using the ADVAL(-8) test. This checks
for free spaces in the channel three
sound buffer and, i f  there are any,
continues playing the tune.
PROCscroll —  Inserts a space in the
bottom right hand corner of the screen
forcing it to scroll upwards. If you prefer
not t o  have the  scrol l ,  replace
PROCscroll in lines 4190, 4260, 4380
and 4490 with CLS and omit lines
4620-4720.
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%.
PROCseoretbl– In order to control the
input to the high score table, I have used
an °SWORD call set at 84FFF1 (line
700), with A% set to O.

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

PROCEDURES
Most of  the procedures are adequately described by their names, but the
following require a little more description.
PROC nit–arrays I n i t i a l i s e s  all arrays which are called but

only once.
PROC startup I n i t i a l i s e s  screen and restores data for

music for each round.
PROCinit I n i t i a l i s e s  variables and envelopes.
PROCsetup I n i t i a l i s e s  certain variables and strings.
PROCsoundoff E m p t i e s  the sound queue at "Game over".
PROCtun (P%,D%,DD%) C r e a t e s  the music and passes parameters

to PROCmusic, P% – offset, D% – note

PROCmusie

PROCdbl (msgS,Xlit,Y%,C%)

PROCsgl (msgS,Y%,C%)

PROCenv(e%)

FNp (X%,Y%,C%)

BO%
BPITCH%
co%
dead%
F%
frog%
FOOTtlag%

HI%
lives%
MAX%
NEWRIGHTX%, NEWLEFTX%
OLDRIGHTX%, OLDLEFTX%
NEWRIGHTY%, NEWLEFTY%
OLDRIGHTY%, OLDLEFTY%
NEWX%, NEWY%
OLDX%, OLDY%
NFX%, NFY%
OFX%, OFY%
P%, D%, DD%

snuffedit%
SCREEN%
XX%,YY%

input stream. Input is terminated with a
Return, the last character can be
deleted and C t r l+L l  deletes the
entire line.

I f  the maximum number of charac-
ters is exceeded a ' M t n  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:

block%?0 and bloek%?I are the low
and high bytes of the start address of the

length, DD% – pause length.
Called throughout the game with updated
parameters.
Double height characters passing the
string, X, Y coordinates and colour.
Single height centralised characters pas-
sing the string, Y coordinates and colour.
Toggles between two envelopes with the
same number.
Hit check for colour C% at location X%,
Y%.

VARIABLES
Bonus.
Base pitch for music.
Count for number of lines scrolled up.
Number of fleas caught.
Random number for feet to move.
Count for delay in froghop.
Flag for deciding which foot to move on
screen 1.
Hiscore.
Lives.
Maximum number of fleas on screen.

Coordinates of feet.

Coordinates of spider.

Coordinates of frog.
Offset from BPITC H%, note length, pause
length.
True or false for dead spider.
Screen number.
Coordinates of teletext spider.

input buffer.
block%?2 is the maximum length of

the input stream.
bit:id/903 and block%?4 are the

minimum and maximum acceptable
Ascii values of the input.

*EX 12,0 resets the auto repeat delay
and *FX15,1 flushes the keyboard
buffer. ()SWORD is called and finally
the string in bull% is allocated to
namesS(N) using the string indirection
operator S.

Micro User Games Special 2 9



From Page 29
5 REM (C) The Micro User

10 PROCinit_arrays
20 MODE7
30 VDU23;8202;0;0;0;
40 PROCinst
50 *FX12,2
60 REsesseestessessessessesefeeseet
70 REM START OF MAIN LOOP
80 8E8######1.4141f#11.111.4***4 .4
90 REPEAT

100 MODES
110 PROCstartup
120 MAXIm8
130 PROCinit
140 PROCsetup
150 REPEAT
160 PROCocreen1
170 PROCscreen_nue
180 PROCMUSIC
190 IF 9CREEN2 PROCscreen2
200 IF SCREEN1:3 PR0Cscreen3
210 IF SCREEN1m4 PROCscreen4
220 IF SCREEN1m5 PROCscreen5
230 IF SCREEN1m6 PROCscreen6
240 IF SCREEN1m7 PROCscreen7
250 PROCMUSIC
260 PROCfleas
270 REPEAT
280 PROCtun(P1,1)1,DDI)
290 PROCbonus
300 FLEAWLEA/41
310 IF FLEAXmMAX% FLEA/m0
320 PROCeove_flea
330 PROCspider
340 IF FNp(NEWX1,NEWYX,2) snuffedit

1mTRUE:PROCdeadspiderilives%mlived-1
350 F7.mRND(AB8(12-SCREENX))
360 IFFN. AND SCREENXml PROCeove_f

eet
370 IF SCREEN1m7 PROCfrochop
380 UNTIL deadI>m20 OR snuffedit% 0

R BOX<1
390 IF HUI  AND lived>81 THEN CL8

:PROCsetup
400 IF deadDm20 THEN CLB:BOUNDAII,

4,0,40:PROCdelay(2):SCXESCWOLPROCs
core:PROCsetup:SCREEN1m8CREENIa1:IF S
CREENI)7 SCREEN1=1:MAXImMAX/-1

410 IF livesX)ml AND snuffedit% THE
N CLEIPROCscorelPROClives:PROCsetup

420 UNTIL livesX(11PROCgaseover:MOD
E7:V0U2318202;010;0;0;:PROCtoundoffiP
ROCccoretbl

430 CLS
440 PROChiscorts
450 UNTIL 0
460 VDU22,7:REPORTIPRINTs at line*,

ERL
470 END

RENsesesseeteseeeseeessessesses

30 Micro User Games Speciai

490 REM E N D  OF MAIN LOOP
500 AEMstestesseeneesseeteeessesse
510 DEFPROCstartup
520 RESTORE3830
530 VDU23;8202;0;0;0;
540 VDU24,20;20;1260;880;
550 COLOUR130:8COL0,130:6C0t0,127:C

LS:CL8
560 V01J2413406;124618661
570 ECOL0,128:CL8:8COL0,1
580 ENDPROC
590
600 REM**414####01114.1####114.1#4411.

H i

610 DEFPROCinit_arrays
620 DIM block% 6:DIM buff% 20
630 DIMFLEAS(36)0c1(11),naee$(11)
640 FOR N1:0 TO 11:1c1(WmAB9(10-N

1).1001naleS(NUmiThe Micro Usee:NEX

650 ENDPROC
660
670 RENestes*******essestsessetetet

ess
680 DEFPROCinit
690 Xm0i1ives/25:musicaffIm0
700 OSNORD4FFF1
710 IIPITCHXm43
720 FOOTflagXml
730 ENVELOPE1111201-20110110101010,

0,0,01010
740 ENVELOPE2,1281301-10,040,3,0,1

261-101010112610
750 ENVELOPE316$95,01011370,0,92,0
-84,82,100

760 ENVELOPE411111010120010,0,126,0
101-1261126,126

770 ENVELOPE5,1,43,0,0,100,0,0,126,
0,0,-126,126,126

780 SC/m011(lIm0 :SCREEN7=1
790 PROCchars
BOO PROCfeet
810 ENDPROC
820
630 RENamaaaaaeatettatetaaaataitaa

840 DEFPROCfleas
850 FOR FLEAl20 TO M4R-1:PROCnew f

lea(FLEAU:NEXT
860 FLEXIm0
870 ENDPROC
880
890 8 E M * * 4 . 1 * 4 1 4 f f i f f 4 * * * f i f f i t i f i f

114

900 DEFPROCsoundoff
910 SOUNDA11,00,0
920 SOUNDAl2,0,0,0
930 SOUNDA13,0,0,0
940 ENDPROC
950 8 0 1 1 1 * * 1 1 * M i t t l 4 1 4 t f t i l l i i i t i t
960 REM P L A C E  FEET
970 REN*****14#4**.tfiCitill..f.4.*

980 DEFPROCfeet
790 FOOTflaglIODU5

1000 NENRIBTx1m1800:OLDRIEH1xIRNENR
18HT:i1
1010 NEWRI8HTy7.RND(24)*32+64
1020 OLDR181174.NEWRINTyX
1030 NEWLEFTy1mNEWRI6HTy1-64
1040 OLDLEFTyWENLEFTyl
1050 NEWLEFTamNENRIGHT4-100:OLDLEF

Tx/mOLDRIEHT4-100
1060 MOVE NEWRIEHM,NEWRIEHTyL8COL

312:VDU226,227:MOVE NENLEFTx1,NEWLEFT
yX:VDU226122714
1070 ENDPROC
10E0
1090 REN******atataaeliatatmataaait

1100 DEFPROCsetup
1110 TIMEm0
1120 snuffeditImFALSE
1130 dead1m0:FLEAIm0
1140 frogX:0011m40
1150 SOUNDA11,5,17,15
1160 BO/m0::NENU=160:NEWY/m64:VDU5:

MOVENEWX1,NEWY1:ECOL3,31VDU224
1170 tiee_lieitmRND14014.40
1180 SCOSTRSISCU:DOSESTRCBOUIHIS

.STRCHIU:SCREENOSIRS(SCREENV:dead
SmSTRS(dead%):IivesSmSTRI(lives%)
1190 0LDRI8HTam-1500:0LDLEFT1Im-150

0:NEWRI6HTelm-1500:NEWLEFTkIm-1500
1200 ENDPROC
1210
1220 RENsfessessesetesseeesesesseeee
1230 DEFPROCbonus
1240 COLOUR1
1250 VDU4
1260 801:999-TIME/5
1270 IF 801(0 THEN 80/20
1280 80S.STRS(80%)
1290 PRINTTAB(19-LEN(E10$),1);"00%

1300 VDU5
1310 ENDPROC
1320 8 E 8 * * 1 1 1 . * * 4 4 # # # # # M i f f i l f i n 1 i t

14

1330 REM CREATE SCREENS 1 TO 7
1340 AEN*********essestesettestesset

1350 DEFPROCscreen1
1360 VDU4
1370 COLOUR1IPRINTTAB(0,1)'Score ';T

A8(10-LEN(SCS)II)SC1
1380 PRINTTA8(11,1)18onus ";TA8(20-L

EN(8OS),1)110%
1390 COLOUROIPRINTTAB(0,3)11eas I;T

AB(10-LEN(deadffideadliPRINTTAB(11,3)
"Lives1;TA8(20-LEN(livesS),3)lives1
1400 VDUS
1410 ENDPROC
1420 DEFPROCscreen2
1430 6COL0,2
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1440 VDU5
1450 wallSmSTRIN8S(5,CHRS:228)1
1460 MOVE321704:PRINTma11$
1470 MOVE480,704:PRINTwa11$
1480 MOVE920,704:PRINTwail$
1490 MOVE32,340:PRINTwa11$
1500 MOYE4809340:PRINTwaill
1510 NOVE928,340:PRINTwa11$
1520 MOVE256,544:PRINNIIIS
1530 MOVE704,544:PRINTwa11$
1540 MOVE256,1921PRINTwa11$
1550 MOYE704,192:PRINTwa1l$
1560 ENDPROC
1570 DEFPR0Cicreen3
1580 8COL0,2
1590 FORK=0 TO ID:MOVE RNO(34)432+3

21RND(26):132+32:V0U229:NEXT
1600 FORP%00 TO 10:MOVE RND(34)$32+3

2,RNN261132+321VDU2301NEXT
1610 ENDPROC
1620 DEFPR0Cscreen4
1630 SCOL0,2
1640 MOVE160,700:MOVE350,700:PL0T85,

160,500
1650 MOVE350,700:40VE350,500:PL01B5,

160,500
1660 MOVE930,700:MOVE1114,700PLOT85

,930,500
1670 MOVE930,500:MOYE1114,500:PLOT85

11114,700
1680 M0VE550,700:M0VE734,700:PLOT85,

550,500
1690 MOVE550,500:M0VE734,500:PL0185,

734,700
1700 MOVEI60,400:110VE350,400:P10T851

160,200
1710 MOVE350,400:MOVE350,200:PLOT85,

160,200
1720 MOVE930,400:MOVE1114,400:PLOTB5

1930,200
1730 MOVE930,200:MOVE1114,200:PLOT85

,1114,400
1740 M0VE550,4001MOVE734,400:PLOT85,

550,200
1750 MOVE550,200:M0VE7341200:PLOT85,

734,400
1760 ENDPROC
1770 DEFPROCerreed
1780 6COL0,2
1790 LOCAL X1,11
1800 FORX%.192 TO 1024 STEP256
1810 FORY1=100 TO 804 STEP 192
1820 MOVEX%,Y1:MOVEX%01+96:PLOT85,1

%+92,U+96
1830 MOVEROI:MOVEXP92,11:PLOT85,X

X+92,n+96
1840 NEXT VL:NEITIZ
1850 ENDPROC
1860 DEFPROCecreen6
1870 8COL0,2
1880 blockS8CHRS228
1890 MOYE160,128:PRINTSTRIN6S(31b1oc

k$)
1900 MOVEI60,800:PRINTSTRIN6S(3,bloc

k$1
1910 FORU2128 TO 400 STEP32:MOVE160

01:PRINTblockS:NEXT
1920 FORYW12 TO 800 STEP32:MOVE160

01:PRINTblockS:NEXT
1930 MOVE960,128:PRINTSTRIN6S:3,bloc

kS/
1940 MOYE960,800:PRINTSTRIN6S(3,bloc

k$)
1950 FOR)1128 TO 400 STEP32:MOVE108

801:PRINTblockSINEXT
1960 FORUN512 TO 800 91EP32:MOVE108

BOI:PRINTIllockS:NEXT
1970 FORn.224 TO 704 STEP32:MOYE320

"PRINTblockS:NEXT
1980 F0RY1424 TO 704 STEP32:M0VE928

01:PRINTS1ock4:NEXT
1990 M0VE384,224:PRINTSTRIN6S(3,bloc

k$)
2000 M0VE384,704:PRINTSTR1N8413,bloc

k$1
2010 M0VE736,224:PRINTSTRINS4(3,bloc

14)
2020 MOVE736,704:PRINTSTRIN8$13,b1oc

NS/
2030 MOVE512,352:PRINTSTRINS$15,bloc

k$1
2040 MOVE512,576:PRIN1S1RIN8S(5,b1oc

k$)
2050 FORY1:384T0448STEP32:MOVE512,Y1

:PRINTSlock$INEXT:M0VE768,384:PRINTS1
ock$
2060 MOVE512,544:PRINTSlockS:FORYX=4

80T0576STEP32:MOVE768"PRINTblock$:
NEXT
2070 ENDPROC
2080 DEFPR0Cscreen7
2090 GCOL3,2
2100 NFINND:8001+100:NFM.RND:640/

+200
2110 NOVENFItiNFY%
2120 VDU231,232,233,10,8,10,234,235

,236,10,8,8,8,237,238,231
2130 MOVENFH,NFYLECOL0,3:VDU9,240
2140 OFXI=NFILOFYI=NFU
2150 ENDPROC
2160 R E M t i f t • t i l l i M i l l i f f i l t i l f 1 4 1111

2170 REM M O V E  FROG
2180 NEM**4441.444*444t4ttot4tt*****

2190 DEFPROCfroghop
2200 froOmfro0+11IF frogX (20ENDPR

OC:ELSE 441:0
2210 8C0L3,2
2220 MOVEOFR,Ora
2230 V0U231,232,233,10,8,8,8,234,235

,236,10,8,8,8,237,238,239
2240 MOVEOFX1,OFY1:GCOL3,3:111U9,240
2250 6C013,2

2260 NFUERND(800)+100:NFYWNO:6401
+200
2270 M0VENFX1,Nra
2280 V0U231,232,233,10,8,8,8,234,235

,236,10,8,8,8,237,238,239
2290 MOVENM,NM6COL0,31YDU9,240
2300 OFIWFX1:0FnaNFY1
2310 ENDPROC
2320
2330 R E M M A R I C I f f * I t i f f f f i R t i f f f i l f f

2340 DEFPROCecore
2350 YDU4
2360 COLOUR1
2370 SCOSTWEI)
2380 PRINTTAB(10-LENISCUO)OC1
2390 VDU5
2400 ENDPROC
2410
2420 AEM4444444444444444444444444444

2430 DEFPROClivel
2440 VDU4
2450 livesS.STR$CliveW
2460 PRINTTAB(20-LEN(lives$),3);live

sI
2470 ENDPROC
2480
2490 REM4444444444444444444444444444

4*
2500 DEFPROCacreemus
2510 VDU4
2520 SCREENOSTRS:SCREENU
2530 COLOUR 130:COLOURO
2540 PRINTTAIM:14-LEN:SCREENCIDIV 2

,161:1Screen:";SCREENLPROCdelay(2):P
RINTTAIM14-LEN(SCREENSI/DIV 211640
DU4:COLOUR128:PRINTTAB:(14-LEN(SCREEN
S)/D1V 2,16/0PC9):COL0UR1301Y0U5
2550 PROCMUSIC
2560 ENDPROC
2570
2550 REW41144.4*..**4.#4*414141141f*

f t

2590 DEFPROCgaseover
2600 VDU4
2610 PRINTTAB:6,16I08tee over'
2620 VDU5
2630 ENDPROC
2640
2650 NEN4444444444444444444444444444

444
2660 DEFPROCfleanse
2670 YOU4
2680 detdOSTRS:deadD
2690 PRINTTA11:10-LEN(deadC,310ead%
2700 ENDPROC
2710 DEFPROCsove_flet
2720 LOCAL XPI,T%
2730 XFLEAS:FLEAl+0/
2740 11:FLEASIFLEA%+12I

it

•*

1
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From Page 31
2750 T1=FLEAS(FLEAI424)
2760 8C013,1
2770 MOVEXIIIIIVDU5:VDU225
2780 T1=T141
2790 IF TD= tise_lisit THEN SCUM

2,2,200,20:PROCnew_flea(FLEA1):ENDPRO

2800 MOVE1/01:VDU5ODU225
2810 FLEAS(FLEAZ+0)212
2820 FLEAS(FLEA1+12)07
2830 FLEAS(FLEA1+24)=TZ
2840 ENDPROC
2850
2860 REN****************************
2870 DEFPROCnew_flea(FLEA1)
2880 8C013,1
2890 REPEAT
2900 FLEAS(FLEA1+0)40(34)432+32
2910 FLEAS(FLEA1+12)=RND(26)432+32
2920 FLEAS(FLEA1+24)=RN0(100)
2930 UNTIL POINT(FLEAS(FLEA1+0),FLEA

S(FLEA1+12))=0 AND POINTIFLEAS(FLEAU
01+64,FLEAS(FLEAI+12)+32)=0 AND POINT
IFLEAS(FLEA1+0)-8,FLEAWLEA1+12)-8)2
0
2940 MOVEFLEAWLEA1+01,FLEAS(FLEA1+

12)0/D05,225
2950 ENDPROC
2960
2970 REW*1414114.1114***411*.ffiltflif

2980 DEFPROCcrunch
2990 S0UNDL11,1190,255
3000 SOUND1110,-1517,3
3010 ENDPROC
3020 RERM#41114.11.ft4f44.1411114.1f.
3030 REMMOVE F E E T
3040 REN444444444444444444444*******
3050 DEFPROCsave_feet
3060 FOOTflegZ=FOOTflegl EOR 1
3070 IF FOOTfleg1=0 NEWRISHTx%=NEWRI

BilTx1-200
3080 IF FOOTflagIsl NEWLEFTKIMENLEF

Tx1-200
3090 IF NENRI6HTd(=-300 NENRIPTa=

0:PROCfeet:ENDPROC
3100 IF FOO1ileg121 8C0L3,2:NOVE NEW

LEFTx1,NENLEFTy1:VD11226:MOVE NENLEFTx
1+64,NEWLEFTylaD1J227:PROCcrunch:MOVE
OLDLEFTx1,OLDLEFTyLVDU226:80VE OLDL

EFTd+64,OLDLEFTy1:YDU227
3110 IF FOOTflag1=0 ROLM:MOVE NEW

RISHTx1,NENRI8HTy1:VDU226:MOVE NEWRIS
HTx1+64,NENRI6HTylaDU227:PROCcrunch:
MOVE OLDRISHTx1,OLDRI6HT4ODU226:NOV
E OLDRI8HTx1+64,OLDRI6HTy1:VDU227
3120 O1DRI6HTd=NENRI6HTatOLDLEFTx1

=NENLEFTx1
3130 ENDPROC
3140 REN***•****4*******************
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3150 REM M O V E  SPIDER
3160 REN************s***************

3170 DEFPROCspider
3180 OLDZZ=NEWIZOLDII=NENYZ
3190 IF INKEY(-17) susicoff1=-1
3200 IF INKEY(-102) susicoff1=0
3210 IF INKEY(-66) NENYI=OLDY1+32
3220 IF INKEY(-98) NENYZ=OLM-32
3230 IF INKEY1-103) NEWX1sOLD11-32
3240 IF INXEY(-104) THEN NEWILTOLDII

+32
3250 IF NEWIZ(34 THEN NENII=34
3260 IF NEUZ)1186 THEN NEWX1=1186
3270 IF NENY1(64 THEN NEME64
3280 IF NENY1)868 THEN NENY12868
3290 IF NOT(NENIZ=OLDU AND NEWYZ=OL

DYZIMOVE NEWII,NENY1:6C0L3,30DU224:M
DYE OLDII,OLDYLVDU224
3300 IF POINT(NENX1+32,NENY1-16)=2 I

HEN PROCwhichflea
3310 ENDPROC
3320
3330 RENSI l l t i f f * * *11411•14Mi l f4 i f  I

3340 DEF PROCwhichflea
3350 LOCALCI,N1
3360 REPEAT
3370 IF POINTIFLEAENV+32,FLEAS(81+

12)-16)=2 THEN SOUND0,-15,4,2:6C0L3,1
:VDU5:MOVE FLEAS(N1),FLEAS(141+12):VDU
225,5:PROCnew_f1ea(1111:C1=1:SCPSCZ+1
0:dead1=dest11+1:VDU4:PROCecore:PROCf1
venue:VDUS
3380 /CAW
3390 UNTIL CI OR 111)=MAXI
3400 ENDPROC
3410
3420 REM*******************44444****

44
3430 DEFPROCdelay(SECS)
3440 LOCAL time
3450 tiseskTIME
3460 REPEAT:PROCNUSIC:UNTILTINE>stis

e+(1004SECS)
3470 ENDPROC
3480
3490 Ralf#444**14. . . . .11.44144. . . . **1

f t
3500 DEFPROCchare
3510 VDU23424,0,66,165,24026,15313

6,66
3520 VD023,225,0,0,48,56,24,20,0,0
3530 YDU23,226,0,63,127,255,2551127,

63,0
3540 VDU231227,01128,206,2071207,206

028,0
3550 VOU23,228,123,123,123,0,222,222

,222,222
3560 VDU23,229,255,255,255026,126,1

26,60,60
3570 Y0U23,230,60,60,126,126,126,255

3740 DEFPROCtun(PIID1,DH)
3750 IF musicoffl ENDPROC
3760 IF ADVAL(-8)(8 ENDPROC
3770 IF DPITCHZ>101 BPITC1f1a43
3780 READP1ADIA
3790 SOUND31-5,8PITCHZ+P11DZ
3800 SOUND310,0,DDI
3810 IF P180 AND 01=0 AND DD1=0 REST

ORE 3830:8PITCHZ=BPITCH1+5:SOUND3,0,0
,40
3820 ENDPROC
3830 DATA 0,8,4,2814,8,28,8,0,16,4,0

,8180,1614,0,0,1210,28,12,0,28,16,8,
4818,0,28,8,4,28,8,0,36,4,0,28,8,0,20
9410,16,12,010,8$0,8116,8
3840 DATA 36,8,0132,4,0,36,8,0,44,4,

014818,0,44,4,0,46,8,0156,4,0,64,8,0,
569410,64,8,0,6814,0,76116,8,761810,6
494,0,48,8,0,56,4,0,6418,0,56,4,0,64,
4,0,76,4,16,28,810,48,16,010,0,0
3850
3860 RENf i f f i l f f i f l i f f i f f#1144 . * * * * * * *

,255,255
3580 OU23,231,010,0,111,1,1,1
3590 VDU23,232,0,669231,255,24,24,24

,24
3600 VDU23,233,0,0,0,128,128,128,128

1128
3610 VDU23,234,111,313,25,60,62131
3620 VDU23,235,2551253,195,18911264

55,255,255
3630 OU239236,128,1280921192,152,6

0,124,248
3640 VDU231237,31,15,713417,14,124
3650 VDU23,238,255,1281102,102,102,1

021102,231
3660 OU23,239,24812401224,192,192,2

24,112,62
3670 VDU23,240,0,0,0,09231,231,132,1

32
3680 VDU23,241,0,0010,99199,0,0
3690 VDU23,242,0,0,0,010,0,99,99
3700 VDU23,243,010,60,66,129,0,0,0
3710 ENDPROC
3720
3730 REMe**************************

3870 DEFPROCNUSIC
3880 PROCtun(P1,D1,D1111
3890 ENDPROC
3900
3910 REM14.11.1114#4**Wil i f f i t t l i f f i t

3920 DEF FNOX1,11,C1)
3930 sPOINT(1101-16)2C% OR POINTIX%

1111aCZ OR POINT(11+60,11)=C1 OR POI
NT(XU+32,YZ)=C%
3940
3950 R E M *  11.14#41.114.#1411.14.14*.41

I f

3960 DEFPROCdeadepider
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3970 SOUND&11,3,100,16
3980 ENDPROC
3990
4000 REM********e***e**********sm*

f t *
4010 DEFPROCinst
4020 LOCALXXX,ra
4030 FORY2.1 TO 4
4040 PRINT TAB(601)CHR$129:CHRS157;

TAB(35,YUCHR$156
4050 NEXT
4060 PROCdb1(1 WHITE WIDOW

1,7,2,7)
4070 RESTORE 4160
4080 REPEAT
4090 READXXX,Y11
4100 PRINTTAB(XX1,111)CHR$255
4110 UNTILX11.24 AND 111.18
4120 FOR)1.21 TO 24
4130 PRINTTAB(6,11):CHR$132:CHRS157;

TAB(35,YX):CHRS156;
4140 NEXT
4150 PROCdbl(eby Alan Sergeant",11,2

2,7)
4160 DATA 16,7,25,7051807,812018,2

118,244,26,804,9,18,9,20,9,21,9123,
9,27,906,10,17,10,19,10,20,10,21,10,
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
02,18,12,19,12,20,12,21,12,22,12,23,
12,24,12,27,12
4170 DATA 16,13,18,13,19,13,20,13,21

03,22,13,23,13,25,13,15,14,19,14,20,
14,21,1412204,26,1405,15,18,15,200
5,21115,23,15,26115,17,16,24,16,17,17
,24,17,17,18$24,18,999,999
4180 AS.INKEYS(200)
4190 PROCscroll
4200 RESTORE 3830
4210 FORstlE10 TO 131PRINTTAB(11,n);

CHR$129:CHR$157:T0(28,11):CHRS156::N
EXT
4220 PROCdbl(CHR$136.0 INSTRUCTIONS?

1,10,11,3)
4230 REPEAT :828ET
4240 UNTIL 8278 OR 8289
4250 IF 6:78 THEN ENDPROC
4260 PROCscroll
4270 PRINTTAII(14,2)CHR$141:CHR$130:1

ARACHNIDA1
4280 PRINTTAB(14,3):CHRS1411CHRS1311

1ARACHNIDA1
4290 PROCsn9(1is a lady and lives al

one.1,5,3)
4300 PROCing(lhe lust survive on a

diet of fleas."17,3)
4310 PROCsng(1Life won't be easy. Th

• garden 01110,9,3)
4320 PROCeng('and all obstacles, hay

• been painted1,11,3)
4330 PROCsng("with a deadly yellow p

oison."03,3)

4340 PROCsng(1She must eat 20 fleas
before soving"116,1)
4350 PROCsng(to a different locatio

n.1,18,1)
4360 PROCIng("Press any key to conti

nue",22,3)
4370 As6ET
4380 PROCscroll
4390 PROCsng("Move Arachnida around

using these keys114,3)
4400 PROCdb1(1A U P ' 0 11 7 , 1 )
4410 PROCdb1(11 DOWN1,11,9,1

4420 PROCdb1(1( _  LEFT111101,
1)
4430 PROCdb1(1) _  RI6HT1,11,13

11)
4440 PROCdbINI/N turn OFF/ON the mu

sic,6,16,1)
4450 PROCing("REMEMBER, touch anythi

ng yellow°,19,3)
4460 PROCsng(1or run out of time and
you lose a life.1,21,3)
4470 PROCsng("Press any key to conti

nue°,24,6)
4480 ABET
4490 PROCscroll
4500 PROCsng("You score 10 for each

flea collected1,3,3)
4510 PROCing(1plus the bonus left on
a cleared screen115,3)
4520 PROCsng(18 fleas appear on scre

en at the start.1,13,3)
4530 PROCsng("As you succeed on the

first 7 screens"110,3)
4540 PROCsng("this total is reduced

by one per round.1020)

4550 PROCing(lon't expect the fleas
to hang about!0116,3)
4560 PROCsng(1They don't particultrl

y like spiders!1,19,1)
4570 PROCsng("Press any key to start

1,23,6)
4580 A.8ET
4590 CLS
4600 ENDPROC
4610
4620 HEH****************************

4630 DEFPROCscroll
4640 coX.0
4650 REPEAT
4660 PR1NTTAB(39,24)1 '
4670 coX.col+1
4680 FORDELAY. ITO 200:NEXT
4690 UNTILco%)16
4700 YDU31,0,0
4710 ENDPROC
4720

REM**4.4111.**4.11114.****fit*****
* I

4740 DEFPROCdbl(asg$,UM,CU
4750 FOR 010 TO 1:PRINT TA8(13,1144

%);CHR$141:CHRS(1284.CX):1110::NEXT
4760 ENDPROC
4770 DEFPROCsng(esg$014%)
4780 la*(40-LEN(esgS))/2
4790 PRINTTA8IX%01)CHRS(128+C)mg

$:
4800 ENDPROC
4810
0 2 0  R E N i f f * . * * * * * * * * * * * * * * * * * * * * * * 1

I f *
4830 DEFPROCscoretbl
4840 Ns0:REPEATN.101
4850 UNTIL SCDsc(N) OR 11.11
4860 IF N.11 ENDPROC
4870 FOR N1.11 TON STEP-1:saJNIJ.1

diN1-1J:nameS(N1J.naseSJNI-11:NEXT
4880 scl(N).SCI
4890 CLS
4900 PROCdbl(CHRS(136)0Congratulati

ons',10,6,7):PROCsng(*Your score is i
n the top ten1,12,6):PROCIngl1Please
enter your nase1,14,6)
4910 PRINTT0110,16)CHRS(134)CHRSil!

7/CHRS(129):SPC(18):CHRS(156):TAB(13,
16):
4920 blockX708buff% MOD 256
4930 blockrlabuff% DIY 256
4940 block%?2i17:REM minion nueber

of characters,
4950 blockl?3.32:REN minimum ASCII v

alue . 32
4960 block%?4.126:REM maximum ASCII

value . 126
4970 JR.block% MOD 256
4980 n.blockX DIY 256
4990 AV.0
5000 PROCdelay(1)
5010 *FX12,0
5020 *FX15,1
5030 CALL °SWORD
5040 naseS(N).Sbuff%
5050 ENDPROC
5060
5020 REM*****ea*******************e*

**
5080 DEFPROChiscores
5090 REPEAT
5100 PROCdb1(CHRS(157)+CNRC131)**
White Widow Hall Of Fale.1,0,0,1):P

RINTTAB(38,0);CHRS(156);TAB(38,1);CHR
$(156);
5110 FOR N%.1 TO 10:PRINT TA8(8,K*2

1.2):CHRS(RND(6)+128);scX(NX):TAB(16,N
U2+2):CHRS(RND(6)4.128);nalleS(MoNE
XT
5120 PROCsng('Press space bar for a

new game1924,7)
5130 *FX15,1
5140 UNTIL INKEY(-99)
5150 ENDPROC



The continuing saga of Bill the
Spaceman and his quest for fame
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By
SIMON
PHIPPS

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
the 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 o f
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 o f  the best

1



selling "Jewels o f  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 in to  his f l ight
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.

As it 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
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From Page 35
and tha t  i t  moved quick ly  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 o f  Uecchian Cloudhoppers, small
cute and cuddly nasties that spent their
whole lives jumping up and down,
annoying unwary space travellers and
consuming the l i t t le oxygen that
remains in the planet's atmosphere.

Bill dived out of his starship. Taking a
large gulp o f  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 rind out

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

36 Micro User Games Specidi

them to your waiting starship, avoiding
numerous space nasties and only having
one minute's supply of air to do it in — a
theme that has become rather popular
recently.

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

This technique uses the rather

A% V a r i a b l e  used in PROC-
MAN to find out what must
be added to Bill's x  coor-
dinate value depending
upon the keys pressed and
in EN PEEK(x%,y%) to aid
in the calculation o f  the
Ascii code of the character
position (x%,y%).
The value o f  the address
from which the alien and
cloud definitions are stored.
A flag indicating i f  Bill is
carrying a  teapot, i f  zero
then no object is being
carried.
Value of the address from
which the assembler code is
assembled into.
Used in the generation of
the startield to calculate the
base y  coordinate for the
stars being plotted.
Value of the address from
%vhich the cloud direction
table is stored. A  value in
the table of 2 indicates the
cloud moves left, a value of
I moves it right.

DY% Va l u e  of the address of the
start of the alien direction
table. A value in this table of
2 moves the al ien up,

C%

CAR%

CODE%

D%

DIR%

H%

HI%

HY%

J%

KIL%

LO%

LY%

P%

Q%
S%
SC%

T%

VARIABLES
otherwise it will go down.
Used in the generation of
the start-lel&
Table of the hi-bytes of the
cloud's positions.
Table of the hi-bytes of the
alien's positions,
Used to generate the star-

A flag indicating i f  Bill is
still alive, 0 indicates yes,
otherwise ifs splatto_
Table of the lo-bytes of the
cloud's positions.
Table of the to-bytes of the
alien's positions.
Program counter, where the
assembler code is presently
being assembled into.
Bill's x coordinate.
Player's present score.
The number o f  screens
successfully completed.
General variable used for
virtually everything — in fact
my favourite variable.

TEA% Number o f  teapots collec-
ted.

X% S t a r t  address of table of x
values of the cloud's posi-
tions.

Y% S t a r t  address of table stor-
ing Cloudhopper y  coor-
dinates.

Variable passing on OPT
value to  the assembler
routine.
Variable used t o  pass
various x values to PROCS.

Y% V a r i a b l e  used as x96 to passvarious y values to PROCS.
MANS Holds the multicoloured

definition f o r  t he  B i l l
character.

aS U s e d  in PROCP(x%,y%,
aS) to enable a string to be
passed to that procedure.
Calculates various screen
addresses in PROCMEM.
Execution address of cloud
movement routine.
Execution address of cloud
initialisation routine.
Execution address of alien
in initialisation routine.
Execution address of alien
movement routine.

x%

A

Loop variables.
KK
X U s e d  i n  PROCMEM t o

generate random screen
addresses.
Used as X in PROCMEM to
generate random screen
addresses.

"illegal" method of  directly accessing
the screen, but seeing that many leading
software houses use this method it is
quite 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



'FUNCTIONS
FNclf,E1( la l ten  almost, exactly frontthe User Guide, checir,s the

character a t  the positionand retuois i ts

Ascii cocle,

1REN B I L L  B O U N C E S B
A C K !

2REM By Simon Phipps 1C/ The Nicr
o User

104FX9,7
20sFX10,7
30YDU23,224,127,127,127,0,247,2471

247,0
400U23,225,13,28,192,95,125,125,62

,0
50VDU23,226,11,28,0,0,0,64,32,0
6001123,227,24,24,60,126,253,255,2

55,153,23,228,2410,0,24,2410,010,234
290,0,0,0,129,129,153,153

700U231230,56,56,111254116,40,401
102,23,231,0,0,0,56,16,40,40,0

BOVD1123,232,128,72,1134,132,52,110
,255

90E4YELOPE3,1,-10,-37,49,24,13,46
,43,106,64,64,135,0

100ENVELOPE111112,-5,1511111601127,
0,127,1271-127,-127

110MODE7
120DINCODEMD0
130DINIZB
140DINDIR1B
ISODINHIN
160DINLOU
170DINC195
180DINne

\ \ , ,  190DINHYM

CONTROLS
z  Lei?

/  R igh t

The game is not very tight on
memory
 standa a n d  will r

BBC u n  quite happily on ard M i c r o  with
set 3 2 k .  biscusers please note that to run the game

with PA G E  t o  &  / 900 a l l
unnecessary spaces must he removedand some of the lines

ay need packing

together.

PROC ASS

PROCBONUS

PROCDED

PROCMAN

PROCMEM

PROCP

200DIMMB
210DINDY18
220PROCASS10/:PROCASS(2)
230M0DE2:S1x0:SC/.0:PROCTITLE
240REPEAT:UNTILGET1132
241 MEN/3
250PROCNEM
260PROCYARI
270MODE2 YD02302021010:0;
28000213,0,31,19,28,17,128+2,12,20,

26
290PROCSCREEN
300711734:T1HE:0
310CALLC:CALLD:REPEAT:CALLB:CALLEIP

ROCMAN:DIR17(11ND(9)-11.RND(2):UNTILKI
LWOOR ITEAl210AND OI:01

320IFTEAW0THENPROCBONUS:6010250
330PROCDED
331 NEN1sMEN1-1:IF MENDO THEN PROC

YARI:PROCNEM:60T0270
34000LOOR3:PRINTTAB(511514AME OVER

NIFORKKz0T04000:NEXT:SOT0230
350DEFPROCASS(o11
360PI.CODEla:OPTol
370.CILDX103:.LI:LDABCIDIV2361STAU

1:LDAICZNOD2561STAUOILDAH11111STA&BI
aDAL014:STALBO:JSRonIDEI:BPLLI:RTS

380.8:LDX&73:.L2:LDADIR1,111CMPCIBE

PROCEDURES
C o n t a i n s  t h e
 assembler code fo r
the a l i e n s  a n d

io

points g i v e n  f o r
°almcuplaiteest.tihtelsboonnuseCc

screen.
Splats Bill about theob o t t o m  f  t h e
screen.
Moves Bi l l  around
the screen.
Initialises the cloud
and alien positions.
Yet again simulates
the 1 /DUI :PRINT
TAB(x,y)aS f e a -

PROCSCORE P r i n t s  o u t  t h e
player's score in the
box at bottom of the
screen.
Draws out screen.
Prints out  start up
display —  " T h e
M i c r o  U s e r
presents" etc.
Sets u p  variables
Q96, T  E A %,
CAR% and KIL96.
Centres t e x t  o n
screen. as passed to
procedure by 6 .

PROCSCREEN
PROCTITILE

PROCVARI

PROCcentre

ture available on the
0.1 OS BBC Micro.

LEFT:LDADIRIX:CRP111:BED RIGHT:JIIP
RETI:.RETI.RET1:DELBPLL2:RTS

390.LEFT:LDAHI1,1:STAL8I:LDALU,X;S
TA1100:JSRoffiLDAX/01:CMPI0IBE9ROFF:CL
CiLDAX/O:SBC40:STAX1,X:CLC:LDA L0/01
ISBCF:STA L010:LDA 11,I:SBCIO:STA
H1%,I:LOAMDIV256:STA&71:LDASUMOD25
6:STA&70:LDANII,X:STA&81aDAL01,X:STA
1(80:JSRon:JMPRET

400,RI6HT:LDAMI10:STAI8I:LDALOZ,I:
STABOIJSRoff

41OLDAU,X:CMPe6B:BECILOFF:CLC:LDAXI
4:ADCII:STAIX,I:CLC:LDA L0X,X:ADC18:
STA 1.0%,I:LDA HI1,LADCBOISTA H114:1.
DAS(CI4.64)DIV256:STA&71:LDACCV.641110
0256:STA1170:LDAH1,X:STAIL81:LOAL014:
5TA$180:JSRon:INPRETt.ROFF:LDA1IISTA D
IR1,1:INP HET

420.LOFF:LDA2ISTA DIR1,111DIP RET
430.on:0931;.L3:LDA(100/,Y:STA(118

0),Y:DEY:BPL L3:RTS:.o4f:LDY1311.L4:1.
DA110:STA11130/,Y:DEY:BPL L4:RTS

440.DaDX173:.L5:LDAB1C1+32/DIV256:
STA101:LDAB(C1+32)MOD236:STA&70:LDANY
%,11:ST411111:LDALYI,X:STAIIBOOSRon:DEX:
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From Page 37
BPLO:RTS

450.E:LDX1173.1.6
460LDA DYX,X:CMP42:8ED UP:OP DOWN:

.RET3
47OLDAS(CX+32)DIV256:STA671:LDAS(C%

1.32)MOD256:STA670MA101,1:STAIi81:LDA
LII,X:STAI80:JSRon:DEX:BPLL6:RTS

480.UP:LDAII,X:CMPS0:BEG
LII,X:SBC1117F:STA676ILDAMMXISBCCIS
TA&77:1.11431:.C2:134(1176),Y1CMPI08NE
CI:DEN:BPLC2:CLC:LDAMX:SBCOO:STAU

,XILDAMO:9TA1181:LDAIAX:STAlt800S
Roff:CLULDA1(76:STA01,1:13477:STAMY
X,X:JMP RET3:.CI

490LDASI:STA Dn,X:JMP RET3
500.DOWN:LDAYX,X;CMPS27:BEll DIO:CLC

:LDALII,XiADCS&80:STAII76:LDAHU,1:ADC
S2:STAk77:LIPS311.1)2:LDA(1176),Y:CMPSO
:BNE DIOEY:BPLD2:CLC:LDAYX,X:ADC41:S
TAII,X:LDANYX,XISTA681:LDALMX:STAi8
0:JSRoffiCLC:LDAt76:STAL)14:LDAt77:8
TAIM,X7.1MPRE73

510.DI:LDA02:STA Wil,XWMP RET3
520.1)100MP Di
530R1S:1:ENDPROC
540DEFPROCMEM
550FORTI0TO8
560XaRND(60)
570Y.T%s15
58001130001.Y.640+1*8
590XVID4
600HIVTW0IV256
610LOVTXrAMOD256
620DIRMWND121
630Y.25:1(41*2411X4*4
640U7T%2Y
65001130000*64044.8
660HYVTDIADIV256
670017T7.AOOD256
680DUTIN
690MANOCHRSI9+CHRI0CHRS7+CHRS230+

CHRS8+CHRSIKHRS0+CHRS4+CHR$231+CHRS
4

700NEXT
710RESTORE:FORT0T095:READMILNE

XT:ENDPROC
720ENDPROC
730DATA0,0,21163,63,63,21,0,0,63,63

,63,62,63,63,62,0,0,63,63,63,61,62,40
0,0,0,42,62,63,42,0

740DA1A85,149,1,1,1,10,0,109,63,2
13,35,0,19,144,51,63,2131190,51,2,1
70,106,34,34,34,34,0,0

750DATA0,0,0,21,61,63,21,0,0,211631
63,63,62,61,20,0,42,63,63,61,63,63,61
,0,0,42,63163,63,42,0

760DEFPROCSCREEN
770YDUI9,14,0;0;:COLOUR142:VDU28,0,

Sa11910,12,17,128:FORKz0TOSCW(3

\<-21):32-4:8C010,7:F0Rnm0T010:PLOT69
38 M i c r o  User Games Special

,RND(1280),RND(32)4.0%:NEXT:NEXT
780C0LOUR128
790YDU28,0,31,19,28,17,130,12,17,12

8,26
80000LOUR41COLOUR134
810PRINTTABI0,28)STRIN8$160,CMR$224

);
820C0LOUR128
83000LOUR7:PRINTTAB(7,31)0000000";
840FOR11:0109:MOVE1216,(31-T%-15)11

2-4:VDU5,18,0,2,225,8,18,0,3,226,4:NE
XT

850MOVE0,256:14U511810,3,227,18,012
,8,228,18,0,1,8,229,4

860PROCP(0,27,MANS)
861FORT1:1 TO MENX:PROCP(16+11,31,11

ANC:NEXT
870ENDPROC
880DEFPROCP6a,yX0CIVD1J5IMOYEas6

4,(32-00132-4:PRINT;IS1:VDU4:ENDPROC
8900EFPROCNAN
9000X15,1
91000LOUR7:PRINTTAB(0,31);"1(60-T

IMEDIV100);";
920At.INKEY(.98)-INKEY(.105)
930PRINTTABM,27);";
940IFFNPEEK(Q,26)032THENKIL%01
9501FAX8-1ANDOM0THENONM-1:IFFNP

EEK(0%,27)032THENKILX21
9601FAX21ANDOW19THENg181WItIFFNP

EEK(,27)032THENKIlligl
9701FAM0SOUNDI11,11650
780PROCPC,27,MANS)
9901FOXiI9ANDCAnt0TNENCARUI:SOUND

1,-15,160,1iTEAWEA1+11PRINTTABil9,1
54TEM);" 11
10001F8WANDCARgITHENCARX.0:SOUNDI

,-15,35,11870SW0IPROCSCORE
1010IFTIME)6000THENKILPI
1020ENDPROC
10300EFFNPEEK6aly%)

1040L0CALR,C%
10501/DU310a01
1060AD,135
1070CtcOSEUFF4)
1080CX=C1ANDUFFF
1090CCUIV1100
1100=C%
1110DEFPROCVARI:07.=0:TEAW:CAR7.'OIK

111201ENDPROC
1120DEFPROCSCORE:COLOUR7:PRINTTAB(7,

31):STRINGS(6-LEN(STRCUI)14");SX1:
ENDPROC
11300EFPROCDED:SOUND3,3,119,45:FORKK

2010100:CALLB:CALLE:COLOURI:PRINTTABC
in,27);CMRS232:FORJJ=0T020INEXT:NEXT:
ENDPROC
1140DEFPROCBONUS:TXA60-TIMEDIV1001C0

LOUR3:PRINTTAB(3,15)1IME BONOS00%*
10*(SM1):SNESCPIIIFSCX.15SCX1114
1150SX=SWX*SCLPROCSCORE:FORKOOTO

4000:NEXT:ENDPROC
1160DEFPROCTITLE
11700.123;8202;0;00;
1180PRINT"
119000LOUR5
1200PROCcentre('The Micro Us•r')
1210PRINT"
122000LOUR1
1230PROCctotr(spressot0)
1240PRINT
125000LOURI1
1260PROCcontrs('BILL BOUNCES BACK")
1270PRINT"iCOLOURI
1280PROCcentre('by")
1290PRINT":COLOURI0
1300PROCcentre("Sison Phipps')
131000LOUR15:PRINTTAB(0,30);:PROCcen

tre'PRESS SPACE TO PLAY')
1320ENDPROC
1330DEFPROCcentri(al):PRINTTAB(10-11

CAS)/2);ICENDPROC



•

Micro
Olympics

Mini
Office

Manic
Sword

BBC 'B cassette £5.95 0 £5.95 D
f8,95* 0

Electron cassette €6.96 El £5.95 o

BBC 40 track disc £7.95 0 f7.95 0 f9.95 1-1

BBC 80 track disc f7_95 D f7.95 111 f9.95 I ]

Spectrum cassette f5,95 r j Coming s oo rif8 95* 0
Commodore cassettef5.95 o Cominqsoon

Three programs
everyone's talking about!

foc60,vmpxc)
Play the most exciting,
challenging Olympic
simulation o f  them all!
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!

Let your children embark on a
magical micro adventure!
T H E  M A G I C  S W O R D  breaks new ground in programming for
the young — a complete adventure on  cassette accompanied by
a 48-page ful l  co lour  storybook. Stunning sound and colourful
graphics br ing a completely new dimension t o  the classic
computer adventure. A n d  there's a very helpful animated
compass to  help you f ind your  way  around!

Please supply software as ticked in price boxes
I enclose cheque made payable to
Database Publications Ltd. for f

I wish to pay hy DAccess El Visa

No  E x p i r y  date

Name

Address

Signed

Turn your home micro into
a true office workhorse!
M I N I  OFF ICE  is the most incredibly priced introduction to
business comput ing 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 cost ing many  t imes as
much. Plus a concise 32-page how-to-do-it booklet.

The computer Adventure
of Prince** Poppy
and the Frog Prince
A WAWA .  AA1046,06.

Post to: Database Publications, Europa House,
68 Chester Road, Hazel Grove, Stockport SK7 fiNY. ,t Versions for both machine on same cassette

NS OM Mil Mil Mai IMO ES = = = = = = = = =

MO Mil = = = = = = = = = = = = = = = = = =  M I  I =  I =  OM I =  MN = = = = =  Mit OM •  = I  O E =  ME =1  I =  M O
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BBC Cassette Software   S e t  VAT Inc VAT
IVE.,PDIS
BCPPOUNE

Program Porno BBC Drsassembler
Progra Power Own* %derm

5
50762

2
571 5

BUTE LOD Program Pewee Eldorado Gold 1Adventurel 6.06 5.82
BCPPESCA Program Power Escape tionl MUM/ Alpha 5.5? 6.76
BCPPEFAC Program Power Felik an the Factory 517 8.75
BCPPFER11 Program Power Felix & the holt Monsters 5.51 6.75
5CPP10011 Program Power Ghouls 5.8 / 676
BCPPHELL Pmgram Putter Hell Ormer 111 ..... .. 5.87 675
BCPP1NTE Program Power Int eroalemie Trader (B) 6.61 7.60
BCP PJETP Program Pdarer Jet Power Jack 5.81 1.75
BCPPhlit Program Power Krilei Gorilla 887 6.76
BCPPLABC Program Power Labyrinths of la Cosh@ 587 8.75
BCPPLASE Program Power Laser Commend 5 57 0.76
BCPPMART Program Power Marlton Attack 111 . 5.51 075
BCPPNONE Pnigram Pgrwer Woe iti I 511 1.75
BCPPMOON Program Power Moon Raider 5.17 5.15
BCPPNEME Program Power Nemens10)
BCPPPHYS Moran Power Phypcs :5061 S6:117/
BCPPPOKE Program Power Poker Dice IED 4.40 516
BCPPPOSI Program Power POlililin (3) 5.14 5.91
BCPPREV2 Program Perm, Revere! 132K) 4.21 4E14
BCPPROUL Program POW!, Roulette for BBC 4.21 4 84
BCPPSELK Program Ptrine, Seek 5 . 0 6 5.82
BCPPSPAC Program Power Space Jailer aft 6.14 5.91
BCPPSTOC Procne. Power Stock Carle) 6,55 7.45
BCPPSWOO Program Powo Swoop 6.17 675
BCPPTICAT Program Power timernk 'Mann& Plus) 517 575
BCPPWALL Program Foram Wall 181 4.40 5.06
BCPPWREll Program Pulver Where 15/ $.14 511
BCPPWORL
BCPPlARM

Program Power World Geogrophy is)
Program Power Zarin (B)

5.14&Ai 5,91
6.75

BCPSSALD NOV° Saloon Salty 4 3 9 5.05
BSCLSBEEB Oureksilea Beeb Art (B) 11.05 12.71
BCOSMUSI Ounksirm Music Processor 11)

11:51 12101EFCBHGAIA RH Software Galactic Wipeout MIHSOOICI 75
BERHSKIS
BCSHG81.7

RH &Omani Ski Slalom 1BHS002C)
Simon W Hessel GB Ltd   . .

55
35E1

2
5,6n90

BCSHINHE Simon W Hesse' inieniante 439 5.05
BCSHIRAV Sonia° W Messer Iran' Game 4 39 5.05
BC.S130B0 Software 'erasion 30 Bomb Alley . 6.75
BCSIATTA Software Invasion Attack on Alphacenturi 5.17 6.75
BCS1EAGL Scdtwere Invesren Eagles Wing 1BI 5.17 6.15
BCSIGUNS Software Invasion Gunsmoke 517 115
13CSISPOD Software Invasion Spooks A Spiders (B) ... 5.17 6 75
BCSIVORT Software Invasion Vortex 6.11 675
IICSMOIS Simonsolt Orsassernaser 5,15
0CSS2002 Superior Software 2002 . 6.87 6.75
BCSSALIO Superior Software Men 0,101111 5.87 6.75
BCSSEIATT Superior Software Battle Tank 581 6.75
13CSSCENT Superior Software Centipede 5.17 6,75
BESSCOLD Superior Software Cardin Adventure 5.53 6.35
BESSCRAZ Superior Software Crazy Parma 51? 6.75
BCSSEAIR Superior Software Fairground 5
BCSSFROG Superior SahWa la Fro's,' 5502 7 : 6 715
ACSSIFFIIII Superior Software Frail Machine 551 6.75
BC5SCALA Superego Selman Golexiene 5.87 6 75
EICSSMUNC Superior Software Hunchback 5.87 6.75
BCSSINVA Superior Software Invaders 5,87 5 75ecssovEASuperior Software Overdrive 5,11 6.75
BCSSPONT Superior Software Pontoon 5 . 1 3 5.91
BCSS051.11 Sueerior Setterare OfFert 5.8/ 6.75
BCSSROAD
BCSSSPAF

Superior Saloom Road Branner
Superior Software Space Fighter

.581
5.5?

6,75
6.75

OCSLIJOIYIN Subs Software Ju noir Wordsplits 7.35 8.46
litSiouST Solis Software Jo st a Mat ... . 7,35 0.46
BCSUOPEN Solis Software Open Sesame 7 . 3 5 8.46
BCSUSIAW &iris Software Starter Wordsphis .. 7.35 R nn
DCSIITENF Solis Software Tani French 7.3$ B 46
BCSUMME Sells Software Time Traveller

2 4 6  66.45BCSU WORDSolis SolmareWordpmver 7:3355
BCVIDARE Ittalatil Daredevil Dennis 700 8.05
BCVIOEMO glistens thernoteler 7E10 8 115
fICVIPING Visions Penor . 7.00 8.05
BCVISNDO Visions Snooker 6.61 7.60
BcemoEsT Volgmace DelaUriver Caasatte . . . „ . . 4.31 5(15

(Authorised BBC Micro Dealer, and Econet service centre)

BE.AAFIIAK
BCAlt/ALA
KADEN),
BCAFBOUN
BCAFCH1C
EICAFCIE0
OCAFFROG
BCAFPAIN
BCAFSHEll
KAIA0V1
BCAIP1RA
KCAISECF1
BCAIV000
BCAKCHIL
BCAKCRAN
BCAKIACE
BEAK HIDE
BCAKII1S
BCAKNUMC
EICAKNUMG
BCAK NUMP
BCAKVVORD
BLA11.1168
BCALCOSM
6CAIDAMB
BCALEAGL
BCALFRUI
BCALUNCI
BCAMAIGE
BCAMAR1T
EICAMCA1C
BCAMCONS
BCAMBRAP
BCAMIRIC
OCAS1DDP
fiCASAACT
BCASARCA

, BCASAVIA
EICASBUSI
BCASCARO
OCASCAST
EICASCHAN
BCASCHIES
BCASCHSI
BCASCHST
BCASCOLI
BCASCOUN
BCASCRAZ
BCASCREA
BCASOISK
BCASORAIll
EICASDROG
BCASELIT
liCASEKAM
BCASFORE
5CASFORT
BCASFREE
BCASFREN
BCASGEllia
OCASGRAO
BCASGRAP
OCASHOOK
BCASHOPP
BCASIIAI
BCASJARS
BCASJCB0
EICASKING
BCASLI SD
BLASLISP
FICASMAGI
BCASMEMB
EICASMETE
BCASIalf TM
BCASM1CR
BCASIAISB
EICASIA ISS
BCASMONS
BCASNUMB
BCASONET
BCASPEEK
BCASPERS
BCASPHR
BCASPICT
BCASPI AN
BCASROCK
SCASSkNT
BCASSIPAI
OCASSLID
BCASSNAP
BCASSNO13
BCASSPAN
BCASSPAS
BCASSPHI
BCASSIAR
9CASTEIR
EICASTREE
BCASTURT
BCASVIEW
BCASVDLC
BCASWORH

016 Cassette Software E  •c VAT I n c  VAT
Aardvark Frisk ICevenrair game)
Aardvark lenge
Addrenve Nobel' Manager
A 5 F Software Bouncer
AS F Sonoma Chuckle (pg
AS F Sohware Caron Attack
AS F Sohware Freragel
A Pr I Software Palmer .....

00
7.00
587
 5.92
5 84
5.84
5 92
5.92

A AF Selman Short-lung Prolessor   5 . 9 2
Adventure ntemateonal Adventure/and 7 . 3 5
Adventure intemaironal Pirate Adamture 1 . 3 5
Adventure International Secret Minion 7 . 3 6
Adventure internist wool Youdeo Castle 7  35
ASK Children from Space IXBEIBI 7 _ 1 5
ASK Cranky 1KBE1 1 3 5
ASK Facemaker (XBE10)   7 . 3 5
ASK Hide A Seek I71811 11   7 . 3 5
ASK Let s Count i XBE1 21   7 . 3 5
ASK Number Chaser 1 (13E151   7 . 3 5
ASK Number Gulp!! IXBII1 31   5 1 2
ASK Number Punier I716E141   7 . 3 5
ASK Words. Words, Words. (X1E191 1 3 5
klhpnIa Software Bug (Frasier 5 8 8
Niigata Software Cosmic Aitereide 4  39
Alligata Seftware Dambusiers   5  67
Alligeta Sohware Eagle Empire   5 1 7
Alligata Sehware Fruit Machine 150061 4 . 3 9
Alligala Software OncieClaude   1 0 0
Ovals*  Cheshire Cat Algebra D level 5 1 3
kneels* Cheshire Cat Amharic 0 level 5 . 1 3
Amparsoll Cheshire Cal Calculus° noel 5  13
Anmalsoh Cheshire Cal Construction 5 . 1 3
kneels* Cheshire Cat Graphs 0 lever 5 . 1 3
Ampanuft Cheshire Cat Trigonametry 11" 5 . 1 3
Ammer 100 Programs for BBC Micro 5 . 5 0
Acomsofr Arcade Anion ISEIG06)   5 5 0
Acorosott Alcarhaes (SBG1 4) 7 . 3 5
Acernsoft Aviator Nigro annolathi SBG02 11.05
Acerosolt Business Genes ISBED31 1 . 3 5
Acornsofl Carousel (SBG7   7 . 3 5
kennel Cann of Riddles 15136111 7 3 5
Acornsoh Chemical Analysis 1561 121 1 0  20
Acurnsoh Chess (SBGI 0/   7 3 5
ACOMlOft Chemical Simulators 450E13) 11.20
Acernseft Chemical Slructures (SEIE141 10.20
Acorn soll.'1C1 Colluders Cat 58605   7 . 3 5
Against* Curentdcwo Co Doom 15B619) 7 . 3 5
Acornsoft Crazy Trove 1586201 151 7 , 3 5
Acorns,* Creel me Graphics 1SBX01)   1 . 3 5
Acorns,* Desk Chary ISBBOI  1 . 3 5
Amman Draughts & &rani (BI(SB620/ 1 . 3 5
Acornsoll Magna 'SSW 71   7 . 7 8
Atornsoh Elite 151363131   1 2 . 3 5
Areon1011 Examiner Casseete(SEIE17)(1) 7.35
Amelia /stream IS1313021  8 1 0
Acerftsolt Forth Cassette (51L011
Atomic& free fall ISBG281   1 7 1 4 3 :
Aceresolt French (Liniment' (SBXI 1 1 . 0 5
Acemsolt German 1 linktvord I56X161 1 1 . 0 5
Acornsoh Graphics On ihe BBC   8 5 1 1
Acernsols Graphs A Charm 1.5B)1021   1 . 3 5
asoft/ICI Hooked on Numbers r55/1011/ 7 . 3 5
kurnanil Hopper 15E1623/   7 . 3 5
Amorist* Italian I Liniment.' 1581141 1 1 . 0 5
Acernsoh Jams 1561151   1 8 3
/Lamson JCEI Digger 156609)   7 . 3 5
A tom*  Kingdom of 'Semi' (SI362 51   7 . 3 5
Acornsoh Lisp Dante Frogs SB109   7 , 3 5
Alornaoh hop Casselle I SBL021  1 2 . 4 5
Aeornsoh Magic Garden IBI (S57104I 7 , 3 5
AcernsoftliCi M'ship Manager I SBX061 7 . 3 5
Ammer Meteors 155513)   7 . 3 5
Atornsult Meteor Mrspon 1SBG29)   7 , 7 8
Atoms,* Mrcrotert ISBID41   3 6 . 8 5
Acorns* Miniile BaselSEIG 1 8) , 1 . 3 5
Acomsolt Misting Signs 158E011   8 . 8 3
Amour* Monsters 1586031 1 , 3 5
Acornscift Number Balance (SBEDBI 1 . 1 3
AcurrisohliCL Nieto Nine isaxon   1 . 3 5
Acornsch Puke-Computer Peck 1SBE01) 7_35
AnOrfilall Personal Morey Minim SI3B5 B  80
Acornsoti Philosophers Quest 1513G01 I 7 , 3 5
/worm* Picture Maker 15E0(03)   7 , 3 5
Acornsoh Planetoid I Del ender' I SB61 SI 7 . 3 5
Acronseh Rocket Raid tSBG051   7 . 3 5
Atomic/I Senience Sequencing (SBED7 1 , 1 3
Aroma,* Sue Invariers !SEMIS) 1 . 3 5
Atoomeh Sliding block punks 1506 12) 1 . 3 5
Aconnott Snapper ISBG041   7 . 3 5
Acoinsott S4maker1556211 . . . . . . . . 7  35
Acorns,* Spanish I Liniwordl ISBK 151 11 . 0 5
Acorns,* S Pascal 1511081   0 7 4 5
Acomsoft S•phina Adientore I SBG07 i 7 . 3 5
Amino* Siarshp Conwnand 1516211 7 . 3 5
Acornsoh Terrepoi 1556321   7 . 7 8
Acornsols Tree of Knowledge 150E041 7 . 3 5
kornsah Turtle Brightes gSBL07 I   1 2 . 4 5
Acorns& View Printer Cirmr 15E1500 7 , 3 5
Acorns,* Volcano I586331   1 3 5
Acornsoft Word Hunt (SBE051 8 . 8 3

ACORN
CO PUTER

B 05
6.05
575
6.80
6.72
512
6.80
6 50
5 110
846

48
546
8.46
146
1.45
1.46
8 45
8.46
6 46
6.70

46
846
6,76
5.05
6,75
6.75
5,05
515
5.90
5.90
5.90
5.90
5.90
5.90
9.711

10.12
8 46

1211
 846
846
546

11.73
145

11.73
11.73
8.46
6 46
8 46
845
8.46
846
1.95

14.20
8.46

10E2
14.32
5 46

12.71
11,71
9.76
145
5,46
8.46

12.11
ID IS
s 46
11.45
8 46

14.32
8 46
8.46
8 46
5 95

4231
B 46

1016
5.45

1015
46

• 45
111.12
8.45
8.46
8,46
8 46

I 0 16
13 46
5411

45
5.46

12.71
14.32
146
1.45
1.95
5411

14.32
8 45
8.95

10 10

E a t VATI n c VAT1111C Cassette Software
BCASWI3RS AcornsohWord Sequencing 151E06)  8 , 5 3  1 0 . 1 6
BCBEAVM BES Animal Vegetable Mineral (XBED3)  6 . 6 3  7 . 6 2
BCBEHAPL U S  Happy letters I KBE071   6 . 5 3  7 . 6 2
Balt MAPN BES Happy Numbers tXBE041   6 . 6 3  1 1 2
BCBEMAPR CAS Map Rally IKBEOBI   5 , 5 3  1 1 2
BCBETIM1 BES Trmenien One ()1BE051   6 . 6 3  7 . 5 2
BCIIIIIM1 U S  Trmeman Two 1 /13t001   6 . 5 3  7 , 6 2
BCELEWDRH 6E5 Wordhang 186E021   5 8 3  1 8 2
BCIFEWURIN BES World-Wise I 718E011   6 . 6 3  7 5 2
BCBSBEY0 111Csoh Beyond Basic Cassette (1) 8 5 0  9 1 8
BCBSCA NY Bets Erh C411041113 I   7 3 9  6 . 5 0
BCBSDRAW BM:sell Drawing .   1 4 0  5 5 0
BCBSORWH BBCcoh Dr Who-. The First Adtoptore111   7 3 9  5 . 5 0
BCBSEARt BBCsert Early learning   1 4 0  5 5 0
EICBSMING BBCseh Fun Games   7  41 5 . 5 0
BCKSCIAMS B5Csnh Games of Strang),     1 4 0  8 5 0
BCBSHOMF BBeseh Home Finance   7 4 0  5 . 5 0
BCBSMAI(A1 Making the most of your Memo 'Inc book) 9 . 5 1  1 1 0 1
BCBSIIM7TO BI3Csoh Motorists Log   7 . 4 0  1 5 1
EICBSPAiN BBCsofi Paroling   ? A O  1 . 6 0
RCBSPRO1 BBCsoli Programs Vol 1 .. 7 4 1 1  8 5 0
BCBSPRO 2 BEICseer Programs Vol 2 . 140 8 . 5 0
ncasALCO BEICsolt Record Keeper ICH _ 1 0 . 2 1  1 1 . 7 3
BCBSTAxc eaCsalt Tartaric I BI 116 1 . 3 5
BCBSTOOL BEICsoft Tool Boa (B) . 1552 1 1  55
BCBSVOTY 65Csoft V1.1 Type 'Typing Tutor) (B) . 1 1 . 9 0  1 3 . 6 9
BCBS WHIT BeCsois While Knight Mark Elston 161 5 0  9 . 7 8
BEBOTWIN Sag Byte Twin Kingdem Valley
BCCCANOR Computer Concepls Android Aileck 0 2  1 1 . 0 161 7 . 8 0
BCCCASTE Computer Concerns Asteroid belt
BCCCCHES 8 7  5  7$Computer Conceeis Chess .. . 6 1  7 8 0
EICCCIOGO Computer Concepts Logo II 5 0  9  /a
BCCCSNAK Compute Concepts Snake   5 7  5 1 5
BCCCSPAC Computer CenCepis Spacehatilks . . 0 7  6 . 7 6
BCCCSWAR Campine, Concepts Swarm ... 51 7  50
BCC'S 747 Doctor Soli 7 .47
BCGEBEEB Gemini Beek* I Servadsheel i 1  8 1  6 . 7 5.71 1 6 5 6
BCCEBEEP Gemini Beebolot 'Graph Plot/ ..._ _ i  .15 1 6  95
EICGECATE Gemini Caterpillar . .3$ 5 4 5
BCGGFAIR Guilin B George Fainhare .35 1 4 6
OCG66ET5 Grillm A George Beset
ecomume Griffin B George Nuorterfun . . . . 35 : 4466
13CG6IABI Griffin &George Tablestime   , 3 I 5  1 1 . 4 6
6CGGViORG GriMin & Geroge Wordpmes  . 3 5  8 . 4 6
BCGGWORS Grit' in & George Wordseell   , 3 $  1 4 6
BCGHTALP Good Housekeg Mr re Alphabet   5 7  1 1 . 0 1
BCGHTMEA Good Hoideke'g Mr I's Measuring Genes 5 1  11 . 111
BCGHTIVIDN Good Hounieg Mr r,  Willey Box   5 1  1 1 ( 1 1
BCGHINUM Good Housekee Mr Ts Number Gomm 51 1 1 . 0 1
BCGH1SHA Good Houseireg Mr la Shape Game 51 1 1 . 1 1
BCGHTTEL Gold tiouseireg Mr I Tells the Time 5 7  1 1 1 1
BCH0A0VB Honterold Advanced Basic course 1  .10 1 2 . 7 1
BCHOBEGA Honerfold Beg,nners Assembly Language 1 I D  1 2 . 7 1
BCHODEGB Honey/old Boomers Basic (Willa „  .  1  .10 1 2 . 1 1
BiCIOCRIM hran Beig Crime & Detection Cilia maxo 21 . 3 5  1 1 . 7 5
BCIRCIATI h e n  Berg Dating Gam 1)151081   . 3 5  1 0 . 7 5
BCIBHIST N a m  Berg History Quiz IX5X1141   . 3 5  1 8 . 7 5
aciRloo t o n  Barg 1 Do' IXIIXO 71 .35 1 0 . 1 5
BCIBMUSI t a i l  Berg Music Quit 116X031 .35 1 0 . 7 5
RiCIRROYA r a n  Berg Royally Ourz (7187106)
IICIBSOE a n  Berg Science Fiction 004 0a3X051 3 5  1 1 1 7 535 1 0 . 7 5
BC113THER can Berg Theatre WO 1)1871111) .. . . 3 5  1 0 . 7 5
BCIJHYPE J K  Hyperdnve for BBC' 131 . 8 0  5 5 1
EICIJINVA X  invaders or BBC it'll M 6 1 7
BCLISTRA X  Sir arotrember tor BBC 114) 54 5  37
BCIJSUPE 1...11( Soper Hangman   , 3 2  3 , 0 2
EICJOYSTI Joystick Utility program lor 18C   1 6  5 . 5 2
BCKAGALA Kansas Galactic Firebird   0 1  8 . 0 6
BCKOEREA KosnoL Software French MisinersA   3 5  R  45
BC1OFREEI Kesmos Soirrrere French Mistress B   3 5  8 . 4 6
BC)1OGERA XDSmos Software German Master A .....   3 5  5  46
BCKOGERB Koninoa Solterare German Master B   3 5  0 4 6
BCKOSPAA KOSMOS Software Spanish Tutor A 35 5 4 5
BCKOSPAB Kosos Software Spanish Tutor Bm 35 8 4 6
BC1.9C1310 Levet 9 Colossal Adventure(S) ,32 1 4 2
BCIROUNG l e v  9  Dungeons Miller .32 8 4 2
KISUMU l e v e l  9 lords ol Time Mil 32
BC1.8StraDIN Level 8 Snowball 181   . 3 2  : 4 422
BCMHH055 Melbourne Howie Hobbit IU
BCMSOUIC Mirroisott Clock Thinking (B) .._...   : 1 3 5  15211901
BCDCMFIWI Ocean M r. Wimpy .10 5 8 7
BCPAFORT Pace Sultware fortress .61 7 . 6 0
5CPPADVE Program Pcmer Adventure (1) . . 8 7  5 7 5
BCPPALIO Pogrom Putter Alien Destroyer& fterader I . 9 1  6 . 7 9
BCPPALIE Program Power Alien Swid   . 1 3  5 . 9 0
BCPPASTE Program Fewer Asteroid Storm(S)   1 7  6 . 7 5
BCPPASTR Program Power Aslr0 Navigator   2 1  4 5 4
BCPPBAND Program PC,Nef Bandils al 3 rancid   1 4  5 1 1
BCPPBARR Program Power Barrage ton BBC   1 3  5 5 0
BCPPB1115 Program Power Bert -Tote113.1   4 1 3  5 . 0 6
BCPPBUMB Program Power Bumble Seelig ..... ..   8 7  1 5 1 5
BCPPCAVA Program Power CnernanAermeure ,    0 6  5 8 2
BCPPCHEM Program Power Chamialni   . 1 3  5 1 6
BCPPCHES Program Power Chess   8 7  5 . 7 5
BCPPCDSM Program Power Cosmic Condole 161 1 4  5 1 1
BCPPCCMIB Program Power Cowtmy Shoed-out ... .. O S  5 . 8 2
BCPPCRDA Program Power Croaker .  . .  . 8 7  6 . 7 5
BCPPCYBE Program Pnerei CaldrirOn Million (B) . . . . . 81 6 . 7 5
BCPPDANG Program Power Oa nger I 11716 , 1 1 7  6 , 7 5
BCPPOE MG Program Power Demon Decorator Wanner" . 06  5 1 2

BUY 3 CASSETTES
GET 1 FREE

Prices subject to variation without
prior notification

TRADE ENQUIRIES WELCOME
Access & Barclaycard Accepted

Large Stocks 2 4  Hour Despatch
Carriage 46p
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Softspot Arcade fun in the CPU.

Trench Virgin Rght to save the universe.Twin Kingdom Valley Bugbyte Highly complex graphic adventure.Valley of the Kings M.P. Adventure game.Vortex S. Invasion 3D voyage into outer space with aliens and asteroids.Wallaby Superior Rescue your wallaby baby from the evil monkeys.Wheel of Fortune Epic Graphic adventure, 250 locations and moving chars.Wizard Quicksilva Use your magic to save the princess.Woodland Terror M.P. Adventure game.
1
Zalaga Aardvark Arcade action
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An excellent version of the board game with some nice addiComputer moderated strategy board game for two players.A version of the card game played against the computer.

I!

Full feature version of the ever popular card game. A robber snatching gold with a PC in hot pursuit.

A game in whicn you have to guide a pipe to

Machine code simulation for up to four players.3D. full colour Formula One racing car game.Help Scaffolding Sid survive berserk planks.Fight for the ashes in your own front room.Collect gold bars while fighting off pirates. Spy-based text adventure - more difficult.Strategy and arcade action combined.Versions of the two popular card games.

Simulation of pothole rescue call-out.Destroy the dam and avoid the flak.Help DJK rescue papa from Mario

Walk through a maze filled with

Watford Electronics A version of the arcade game.

Children's graphic adventure.Machine code arcade game. Spy-based text adventure,

Allotment arcade capers

Pontoon & Patience IJK

3D car race simulation.

Dungeon Adventure

3D space shoot out

Superior Software

Superior Software Superior Software

Custard Pie Fight

Superior SoftwareSuperior Software Superior Software Superior Software

Donkey Kong JrColossal Adventure Deaths Head HoleCosmic Kidnap

Software Comm

Percy Penguin

City Defence CyIon Attack Diamond Mine

Undersea fun.

Pole Position

Dambusters
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Title Supplier Description

Inkosi Chalksoft A colourful and addictive simulation with graphics and sour

10 to adult.

Innerzone Shift lxion Defuse enemy bombs while dodging their patrols.

Invaders IJK The classic game.

Invaders Superior Software Another version of space invaders.

Jungle Jive Virgin Wild animals attack you as you stroll through the jungle.

Kensington leisure Genius A game of strategy involving shapes.

Killer Gorilla Micro Power A version of the arcade game Donkey Kong.

Kingdom of Klein Epic Defeat the wicked witch in this 230 i roomed adventure.Ladder Maze Superior Software Find your way to the matter transmitter in this 30 maze c

Landfall Virgin A space ship landing simulator.

Leap Frog IJK Help Froggy to get home,
Lemming Syndrome Dynabyte Bounce the people to safety_

Looney Lift H&H Operate the lift to catch rushing guests. VIPs and luggage

Lords of Time Level 9 Text adventure with over 200 locations.

Lost City Superior Software Venture into the unknown to discover the hidden mysterit

Lost City_Lost in Space Salamander Adventure.

Mazog Red Giant Can you reach the other side of the maze before the Mang

Mekon Raiders Micro Byte 3D space fight simulation.

Microbe Virgin Graphically stunning all-action arcade game,

Mined-Out Quicksilver Rescue Bill the worm from certain death. A strategy gam

MS Pac-man Atari Guide our heroine around tricky mazes..

Missile Base Acornsoft Defend your cities from the enemy.

Missile Strike Superior Software Defend your cities from relentless enemy missiles_Moon Mission Superior Software Avoid the hazards and rescue stranded astronauts_

Mr. Wiz Superior Software Guide Mr. Wiz around the maze collecting fruit. avoidingMulti-Family Games IJK A games compendium. Hangman. Dice. Beetle and more

Mutant Invaders IJK A version of the arcade classic.

Napoleon Mimerol A war game where you become Bonaparte.

Neutron Superior Software Ride your light cycle skillfully to trap your opponent_

Nightmare Maze MRM Help Sleepy Joe escape the evils in his multi-screen nigtNoc-A- Bloc Virgin Just when you thought it was safe to go back into the der

Numberhang Dialsoft

Oblivion Bug Byte Addictive arcade action.

OG the Caveman Sirnonsoft Caveman smashes dinosaur eggs_Old Father Time Bug Byte A traditional style text adventure.
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SPLAT is a simple eat and mouse maze
game for any age.

You are the star in the centre of the
screen being chased by a monster —
— 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
S signs to eat, each worth 10 points.
When your score reaches 500 another
'0' — 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 I f  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

PROCEOURO

?g000OLLNII ?laces S
her ork e v e r y n clear

Gives

100 score.

VROCSCIISEN P r i n t s  scree screen at n.

PROCSPRIN14.1,E n e w  dots when s c r e e e d .
PV.00SCOOS s c o r e  table.
PROCMOttf. A n o t  g o  option.
Pft0C-1 VILE P r i u t s  header e .

titl

VitOCISSI P r i n t s  instruction.Nat W A - 8 1 0

C5/0,010 I L  position of monsters.
1)14,1F1‘ y  poshion of monsters.
II% L e v e l  of 6fticu1ty.
1-11510(9) 1-140 score. dots t o

LEFT% 1.1untber of r e M a i n i n g  on
L'A) L i v e s .

rY2 00,24)Dirnension for easy access

VI/o, '1,10 Coordinates of star.
S m e s'Yo S c o r e .

IAS(9) 1  abte of n a .

By
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.

10 REM 1111.1****414.4**** . f . *
20 REM a
30 REM a SPLAT! A laze gase
40 REM *
50 REM * By Martin Hollis a
60 REM * Design - J. Barton a
70 REM a (01984 Micro user a
80 REM a
90 REM 1#1 .11 .4 t f i l f f i l t i f t t f i l t

100 ONERROR PROCMORE:80T0200
110 PROCTITLE
120 PRINT'"SPC(12);'By Martin Noll

is""SPC(91;10esigned by John Barton'
SPC(14)0PressSPACE'

130 REPEAT:828ET:UNTIL8232
140 REPEAT
150 PROCT1TLE
160 INPUT' What is your nase,NAMES
170 UNTILLENINAME$1<21
180 DIMP/(39,22),H1(9),H$(91
190 F0RA0T09:H/0/12500%*50:HCA

1)=CHRS(1290111004)eMicro User.":NEXT
200 REPEAT
210 MODE7:41123;8202:0;0:0
220 PROC1NST
230 REPEAT
240 PROCT1TLE
250 INPUT' Enter level 1-8 (1 is  ea

sy, 8 is hard l "  then press RETURN'
SPC(1)H%

260 UNTILHD0ANDHX(9:K=(K-I1a5
270 FORBX=011139:F0RAX=0TO2ISTEP2
280 PI(131,AX)=1:1:1031141.1/22NEXT:

NEXT
290 FORA1=1T0381PX(AX122)211NEXT
300 FORAZ20T022iPX(001)21:P%(39,A/

1=1:NEXT
310 FORAl22T020STEP2:F0R81=0T0RNO0(

114.2:PX(RNO(37)+1,AX)221NEXT:NEXT
320 MA1=100
330 LEFT120
340 CLS
350 F0RB1=0T022:F0RA1=0T039
360 IFPX(AI,B11=0 PRINT"; ELSEIFP

1(AX,In1=1 PRINTCHRS(255); ELSEIFPUA
1,8%1=2 PRINT".";:LEFTX2LEFT/41

370 NEXT:NEXT
380 XX=20:YX=I1iCX=1:0I=1:E21:F/=2

1:91=0:L1=3:Pl(CX,DX)=0:PUEZ,FU*0:L
EFTX=LEFTX-2:REPEAT

390 n=11
400 C1=1
410 El=1
420 F1=21
430 S0
440 1.1=3
450 PUC1,02l=0
460 Pl(E1,F1)=0
470-LEFT14EF11-2
480 REPEAT
490 F0RAl20T01

Micro User Games Special 4 5



From Page 45

500 PRINTTA8(X%,Y%);"
310 IFP10a,n1s2 S0UND1,-15,100,1:

SMP1:PVXI,Ms0:LEFUELEFT1-1
520 IFPICH$YVs3 S%sSX+101F0RRE0T

0255S1EP2:S3UND11-15,80:NEXT:P1(X%1
11)=0

530 IFINKEY(-66)ANDPVU,Y%-1l01 Y
/01-1ELSEIFINKEY(-90)ANDPVii,n+1)<
)1 Yleas1

540 IFINKEY(-103)ANDPICX%-1,n)01
XWI-IEL5EIFINKEY(-104lANDPVXV1.1,Y%
)01 )1=13+1

550 F0RA=010100iNEXT
560 Mi=0
570 PRINTTA8(11,Mil4.
580 NEXT
590 IFPUU,0%)=2 PRINT1AB(C%.0%);"

." ELSE PRINTTAB(E07.);":Pl(CiAl
=0

600 IFIWYUNDP(EZ,R4.1)01 Insinf
101=-1

610 IFIWYUNDPI(COX-1)01 MTH-
101-1

620 IFCIORANDPVC%-1,0)OIANDM7,0
EX=C%-1 ELSEIFEUXXANDPVEZ41,DVOI

ANDK=0 C%=CP1
630 IFS%(501 6010670
640 Pfts0:1FPVEX,Ms2 PRINTTAB(EX,

F%);1.1 ELSE PRINTTAB(U,H);"iPICC
%JAM

650 IFF1(nANDP(ELFZ41)01
1:M-1 ELSEIFFUYIANDPUMF%-1101
nsF%-1:11%=-1

660 IMMANDPVEV-1,F%/01AN0N0TM
EE%-1 ELSEIFEVXUNDP2iEZ+1,F%1(>

1ANDN0TN% EX=EX41
670 IFLEFT1(8 PROCSPRINgLE
680 IFE%sEUANDDI8F% REPEAT:EI=RND(3

8)+1:FWN0(20)4,1:UNTILPVEZ1FVOI
690 PRINTTABtU1DU;101;TAB(Mg);

.0.
700 PRINTTAB(0,23);'SC0RDW;TA8(

12,231;1LIVES=1;LI;TAB(23,23);416H-'
;HVB);TAB(13,24);"Player-"INANES;

710 IFSDMA% MAWAlf100:F0RW0T03
:PROEDOLLAR:NEXT

720 IFC181ftANDDUMOREWIANDF7.Y2
listi-1:F0RAls0T080:PRINTTABIR,Y7.);C
HRS(RND(10)+64):SOUND1,-15,RND(255),0
iNEXT:S0UND0,-15,4,20:EWADIs1ins1:
F%=210Ms10:Y1=11:PROCSCREEN

730 F0RO0T0100:NEIT:UNTILLIs0
740 PROCSEORES:60T0200
750 DEFPROESCREEN
760 CLS
770 LEFTW
780 FORH=070221F0RM=0T039
790 IFPVAi1Als0 UL1321 ELSEIFPUA

0%121 PRINTCHRS(255);

BOO IFP(A8%)s2 PRINT".•;:LEFTX=L
EFTU1

810 IFF1(42,8%)=3 PENN";
820 NEIT:NEXT:ENDPROE
830 DEFPROEDOLLAR
840 IWND(38)
850 n=RN0121)
060 PRINTTABCIZ,81;41
870 IFPVI%,nls2 LEFT1=LEFI%-1
880 PVI1,a1s3
890 FORKWT0255:S0UND11-15,1a90:NE

XT
900 ENDPROC
910 DEFPROCSPRINKLE
920 0,01.1
930 PRCCTITLE
940 PRINT' Well done! You deserve a

sprinkling oSPC11311CHR$129;CH
R$1361DOTS!'!!""

950 LEFI1=0
960 FORMOT0391FORns0T021STEP2
970 Pl(8%,a)=1
980 P(BOIs1)=2
990 NEXT:NEXT

1000 F0RnsIT038
1010 PVA%,22)=1
1020 NEXT
1030 FORA%s0T022
1040 PV0,als1
1050 PV39,4%)81
1060 NEXT
1070 F0RAWT02OSTEP2:F0RN=0T0Ks2
1080 MRN0137)4.1,AUs2
1090 NEXTINEXT
1100 PROCSCREEN
1110 n=20:11=11
1120 Us1:Ms1
1130 Rs107.=21
1140 ENDPROC
1150 DEFPROCSEORES:IFSV=HUO) SOTO1

290
1160 *FX15
1170 PROCTITLE
1180 n*0
1190 REPEAT
1200 asAP1
1210 UNTILSVHVA1)0RAX29
1220 F0RW0TOA%-2
1230 HVIMNIA(81.1.1l:Hel%)8H$(8%s1)
1240 NEXT
1250 HVA%-t)sS%
1260 PRINT' Congratulations 'INKS'
You are in the high score table'

1270 H$41-1)=CHR$1364.NANES
1280 PROCKEY
1290 PROCTITLE
1300 PRINTSPC(10);CHRS(134);" High
Score Table"
1310 FORAXs8T00STEP-1
1320 PRINTSPC(8);HCAU;STRIN8S(25-(

LEN(HCAU)sLEN(STRCHVA2111),".11;H
VAW

1330 IFLEFTS(HS(AU,1l4HR$136 WA%
12CHRS(128sRND(4)lsMIDS(HUAU,21
1340 NEXT
1350 PROEKEY
1360 ENDPROC
1370 DEFPROCMORE:PRDCTITLE:PRINT' An

y sore Y/PIREPEATIBOSETS:UNTILSWY
"0118041:1F8S=4" PROCTITLE:END
1380 PRINT' What is your naell?":INPU

TSPC(1)NANES:ENDPROE
1390 DEFPROCTITLE
1400 CLS
1410 PRINTCHRS(130);CHRS(157);CHRS(1

32);CHRS(141);' S P L A
T !".;CHRS(130);CHRS(157);CHRS(132);
CHRS(141)11 S P L A T !

1420 ENDPROC
1430 DEFPROCKEY
1440 PRINTIA8(14);Tress SPACE';
1450 sFX15
1460 REPEAT:Ss6ET:UNTIL6=32
1470 ENDPROC
1480 DEFPROCINST
1490 CLS
1500 PROETITLE
1510 PRINT' Instructions YiN' '" ;
1520 REPEAT:D=BETSIUNTILBWPORBIs

1530 IF6$14" ENDPROC
1540 PROETITLE
1550 PRINT'You start off as the "s '
In the siddle"of the screen,You 8

ust eat up all of thelittle dots as y
ou get 1 added to your"score for tv
ery dot eaten. Every tile"your scor
e reaches 100, 200, 300 etc.'
1560 PR1NT'you get four 1' signs wh

ich are etch""worth 10 points when e
aten. I f  you iat"'"up all the dots yo
u get sore dots and a new laze."
1570 PRINT"Thert is one '0' chasing
you round the'ssue, and another re

ady to be activated when your score r
caches 500. If the two 'Os' meet one
of thee is sent to anotherpart of the
•aze."
1580 PRINT''You also get a personali

sed High Score"Table for nine score
s. I f  you qualify"your name will be
entered autosatically."
1590 PROCKEY
1600 ELS
1610 PROETITLE
1620 PRINT"TAE7);CHRS(136);CHRS(13

41;"Keys for the 6ANE.'"TAllill/iCHRS
(130;4 s  Up."11111(1111CHRS(132
):1Z s .  Down.'''TAB(11);CHRS(133);
s 8  Left.'"TAB(11);CHRS(130);°)

= Right."'"
1630 PROCKEY
1640 ENDPROC
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THE fairground has come to your
micro in the form of  Happy Harry's
shooting gallery. All you have to do is
hit the targets with the darts in order to
win one of Harry's fantastic prizes. (If
the prizes are not quite up to your
expectations then simply change the
data on line 160.)

Hitting a number will increase your
darts. Hitting a face will make all the
targets retreat. Flitting anything else will
increase your score.

Clear all the targets and a new set will
appear in  new colours, sometimes
making the targets or  gun partly
invisible. So try to hit the numbers first,
followed by everything except the faces.
Shoot the faces last of all in order to
progress to the next card.

Instructions are contained in the
program. Only the space bar is strictly
necessary in order to play the game. 1

ARRAYS
AS )  Ta r g e t s .
CS( )  C o l o u r s  in the form of strings.
DS(l) D a r t  D S ( 0 )  delete dart.
prizeS( )  All  the prizes.
R9/0( )  Temporary  stores for random

numbers.
S%( )  S c o r e s  for the various targets.
s%( )  O l d  scores for score ladder.
s$( )  O l d  names for score ladder.

VARIABLES
A% Permanently set 165.
a% Permanently set t o  OSBYTE

address &FFF4.
AS Removes bottom line of targets

when they retreat.
B% X  axis position of the gun.
C% Master counter.
D% Darts flag I if fired, 0 if not fired.
GS T h e  gun.
H% Height of targets.
1% J u m p  out of loop flag.
.1% Counts hits.
L% Level or card.
M% Time value for each note.
N% Pitch value for each note.
0% Removes bottom line of targets if

set flag.
S% To ta l  shots remaining.
s% O l d  total shots remaining.
T% Tota l  scored.
t% O l d  total scored.
X% Darts X  axis.
Y% Darts Y axis.

hope you enjoy the Fairground organ
music.

The data on line 460 may be changed
if the score, or the number of extra darts,
is not to your liking.

The formula is simple, 0 to 9 is added
to the score, 10 or greater will be added
to the darts, and —2 (use —2 only) will
force a retreat.

Likewise characters 224 to 232 can
be redefined if you dislike the targets.

PROCEDURES
PROC multi_colour D i s p l a y s  Mode 6 (normally a single colour mode) in

multi-colour by using * F X  19 and then rapidly
changing the palette in order to display bands of
colour.

PROCsetup_characters Sets the string array A$( )  to random characters or
targets.

PR OCcheck (A%) F i n d s  out which target (A%) has been hit and then
pays out accordingly.
Selects fresh colour from the palette.
PEEKs the screen more or less as described on page
432 of the User Guide. If a hit is detected removes it
from the appropriate string, then calls PROC-
change.

FNs G e t s  the  name o f  the player f o r  use i n
PROCscoreladder.

FNT R e s e t s  data pointer to line 1180 if the end of the
music, as indicated by M%=0, has been reached.

PR OCchange
[Nip (AS)

10 REM 1(4f* Fair play 4114(1.
20 REM (ci The Micro User
7,0 REM Program by O.H.labotson.
40 REM Mus:c by T.Howes.
50 ENVELOPE1,4,90,-15,-15,10,21,21

,126.0,2.-126,126,126
68 ENVELDPE2,4,-1,1,0,28,20,2,126,

0.0.-126.126,126
70 ENVELOPE3,1,0,0.018.0,121,-10

,-5.-2,-120,-120
82 ENVELOPE4,8.0,0,0,1,11.01126,-4,

-3,-3,126,100
92 ENVELOPE5,10,1.-2,I,10.10,a,70

100 OIMAS(31,CS(31,24(11A7,(31,SZ(7

110 REM arrays for score ladder
120 DIMs%18),sCEN:FORA1=2T08:0.(At

1=0:0(AX)="Happy Harry ":NEIT
130 REM arrays for prizes
140 DIMpri2eS(7)
150 RESTORE:FORar0T07:READprize1(a)

:NE1T

'

By
IBBOTSON

WA& F  4a r -
4:4 4 E 4  1  4  - 1 4  4-4 11-, •  •t•

to

4-

168 DATA "a plastic ring",'a cardto
aro dolls house","a fish in a bao","a
coconut","a rao aoll","a ; Inter  duc

le","a toy whistle ,"any prize on the
stall"

170 MODE6
180 OU21;82028:0:0;
1q0 PRINTTAB(9,2)"101come ta the ?!:

CRC fair"
201 PRINTSPC2"try your luck at the

shooting gallery"—
210 PRINTSPC11"A prize every time !

220 PRINTSPC2"everyone wins on Hao
py Harrvi pitch"—

230 PRINT5PC11"5 darts aer g0-
240 PRINTSPE14'PREES ANY KEY"
250 PROCmulti colour:FORa:0701000:N

EXT
260 PRINT1AB(14,21NINSTRUCTIONS"—
270 PRINTSPCC"2 move gun to the r:o
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From Page 47
ht""*

280 PRINISPC9"1 move gun to the :e
it

290 PR1N1SPC9"SPACE to fire a da
rt"'

300 PRIN1SPC14"PRESS ANY VEY"
310 PROCeulti_colour
728 MODE5:VDU19,1,110:
330 REM define characters
341 003,224.0,64140,127,255,206,1

03,0
350 VDU23.225,8.0,59.223,254,60,8,5

a
360 VDJ23,226.24124124,126,44,124,2

8,56
372 M23,227.0.16,123,222,115,8,0.

382 VDU23.228.010,62.107,62,05,85,6

790 V0U23,229,0,0,56,32,48,8,56,0
400 VDU23,230,0,0,0,781202,74.238,0
410 VDU23,231,126,153,153,132,70,41

,66.60
420 VDU23,232,16.56,16,16,16.16,56,

42
430 VO1J23,23316,16.24,20,61,31.

15
440 REM set up score arrav
452 RE91ORE460:F0Pa:0T01:READS%la)t

NEXT
460 DATA
470 PROCsetuo characters
4Bt PM o u h
491 Lit:CiCilf" "I•CHRS(23314."
520 REM the darts
510 O$(01:" 'tCHR1t8)+CHR5t12)."

30.):CCItCHRSi232)4CHRS(8)4NRcie

521 AS:"
530 VDU19,3.100:
540 VDU23;8202;0;0101
550 •RY9 lee
568 •F118 120
570 PRINT*... Fair

21'Score S h o t s '
580 REM constants
590 P.:135:a%4FFF4
600 REM 01 2 %  temp numbers
60 REM US VS & IS tesp strings
620 REM initial settings for variab

les
630 TI=0:t%111:51=51:14=0
640 Fi=9
658 IIME=1:M:OiN7,=0:RESTORE1181
660 REPEALT%:24
670 C%:0:0Z:0:H60100%:4
681 1%.:0

play ***O.CM(

690 07.111
700 REM main loop
710 REPEATU:C%f1AND7:1F TIME):8%41

IREADNLIMIFFNT SOUND142,51(11X-171#4
,255:SOUNIA13,411N%-25lii41255:TIMEm2

721 PRINTTA8(8%,31/6S:VDU31A,YZIP
RINTOODS(DI)) :IROX01=0:PRINTTA811.
HI.+610$:HVzH%-2:1FHX=4H106

731 IFCCZAND11PRINTTA011,HZ+1CUIND1
411CSIWOD3WAStUDIVDELSEAS(MIV
21:FNmove(ACMIV2),C7.AND31

740 IFY%04Y1-4%-1:IFYX:Ms4:N=11
750 IFDX:11F1NKEY-99DX:10%47.+10%

:29:RmS%-1:SDUND1418,-15,5,8
760 IFIM11F1NKEY-988W-1
77e IF(161FINKEY-6740.1
780 IFsW:0:PRINTTA8117,2)CS(1)0%

":1FSUII7.=1 ELSEIFtIO11PRINT3AB(6
,2)C$1110%

790 UNTILIZ:IFS7)IFORu11:11110202STE
P3:SOUND1,1.u3:NEXT:a=1.10.1tr4:24:1

5s%=1iPROCsetup_characters:PR
OCchanoeiRESTURE1180:UNTILO

BOO WIL1:1Szorizei(7):iFIV.69921:
prizeINIADIV180)407)

Ele *F115
820 FORA.4:150TOOSTEP-liSOUND1,-ADI

VII.A1.1iNEX1
830 MODE6iPUNITA11,2l*Well done y

ou have won"—"3— -TRESS ANY KEY
TO ENTER YOUR NAME"--"If your score
is high enough,of course":VDU23;8202

;Ri8*.0
840 PROCmulti colouriPROCscoreiadd

er(1IO:6OTO170
858 REM end Gain loop
860 DEFFNmovetWAVIRA)iS:LEFTSIAS

,1)::RIGHTS(AS,19)+1$ ELSE2ScRISHTS(A
4.1):=10LEFT5EAS,19:

870 DEFFNOSIntUSRa741F714690320
V.41:1FYX)n-llgzin-HtlDlY204(11:4141
FTSCASCAI,X1-11+1 "416HTS(4$110J,
18-Vii:Mt4:51:PROCcheck(g04469-1
28.:1:J)147.-1:IFJZ:00%.:1

881 IFY1%s%21
891 : W M
901 REM checks on characters hit th

en pays out accordingly
910 OEFPROCchecklAIIIRW9S1284104ea

IY2:SOUNDi11,i,1041,12:ENDPROC
920 IRn=-207.111:5000411,2,128,15:E

RPM
930 TT7JAV(3-U7.)*10;SOUNDS111,3,1

011,4:ENDPROC
940 DEFPROCsetup,characters:FORaLTOT

031C$1a:CHRS(17)+CHRS(3):AStale*:F0
Rz=0T06:ASW=ASia)+"+CHRS122340
i811:4S(a1=LEFTS1Atia),21):NDT,:ENDP
ROC

958 REM adds multi colour to mode 6
960 DEFPROCeulti_colour
970 REM do not abreviate or add to

lines 990 1 1010
980 *FX15
991 REPEATsFH9

1800 RORIC4=1T06;01119,1,A41::::NEXT
:UNTILINKEY1l0-1:CLS:ENDPROC
1018 REM change colours
1020 DEFPROCchanoe Kill:RNO(15)1REP

EATR7.t2140151:RU31411&151:UNTIIR
X(1)()RZ12)ANDR%1210K(31ANDRV1OR
Z(31:FORarAT03:01t19,0%ta):0“NEI1:
EMOPROC

1030 REM score ladder
1040 DEFPROCscore ladder(R)isFX15
1058 vD114,2303202;10;0IFSDW7)P

RINTTAB(11.16i1Pleese enter"—SPC11'Y
our name"":1FRNs A%:-.1:REPEA1AY.:A
%41:UNTILS.4)WW:FORB%:7TOWSTEP-1:
0,48%+11:0.(81./10(81+1;0(8%):NEXT:
sUAV:SX:sStA1U:ZS
1061 BS:" •
11713 usom23:0202;0;80;;PRINTsPc7

"Harry's Hall of HEROES' SPC11" Last
Scoreein*." Scores "410" Name

s".:FORAWiT07iPRINTSPC41 "isUAUTAB
(11)8STA10251" "sS(AX).:NEXT:PRINTSPC
11"PRESS ANY KEY":0115
11180 0019,1.6;11i:REPEATUNTILSE1:END

PROC
1090 DEFFNs A.4:11:1$:""
ilea YDU7
1118 JA:8ET:IFX%:13:1
1120 IFam127ANDA%:060T01100
1131 IFIX:127:M4X-1:2$=LEFTS(1$,A%

iELSEIFAV12AV-10.+1:3:7itCHRWEL5Ev
DU7
1140 PRINTTAB(11,14)" "a" ":6011.1111

1150 DEFFNT 1FK:2RESTORE1180::0ELSE

1160 UNTIL8
1170 REM mid C:25
1180 DATA 3716,27,6,35,6,25,6
1190 DATA 34,2,33,2,34,2,37,4,36,2.3

5,2,34,2,33,2,34,4,31,2
1200 DATA 32,2,31,2,32,2.35,4,34,2,2

5,2,31,2,34,2,37,4,38,2
1210 DATA 39,2,38,2,39,2,41,4,41,2,4

1,6,39,4,38,2
1220 DATA 37,6,27,6,35,6.25,6
1230 DATA 34,2,33,2,34,2,37,4,36,2,3

5.2,34,2,31,2,32,6
1240 DATA 33,6,41,4,39,1,41.1,42,6,3

4,4.31•2
1250 DATA 36,2,39,2,37,2,35,4,29,2,3

1.6.34,2,35,2,36,2
1260 DATA 0,1
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Once you've got

you mi ht never seethe end of it!
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 T h e  fortress awaits you.
Cassette £8.85 inc. VAT
Disc version available. Usable on both 40 and
80 track drives. 01.95 inc. VAT.

VISA
'

Access/Barclaycard orders.
Tel: (0274) 729306
Available direct from Pace or from your
nearest Micro Dealer.
PACE, 92 New Cross Street,

Bradford, BDAKS,I M O  N M  E M S

Please send me n•For t ress Cassettes at f8I95 inc VAT
+55p P+P TOTAL f9 50

And/or[ I 'Fortress' Discs at El l  .95 inc. VAT

+55p P+P, TOTAL f12•50.
Total remittance enclosed

Access/Barclaycard No

Cheque/ PO No
Name

Address

Tel P I M C



,,.,....... s t o p p i n g  dead.
50 M i c r o  User GEIRIUS SpEtCiai

A realistic interpretation of the gentle art of playing bowls by ALAN TO P H A M

CROWN 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 o f  you who like to play
rough, fu l l  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 our
game -  or is bowled directly off  the
green, the player loses i t  t o  the
opponent.

If it is knocked off the green during an

C%
P%

F%
X9/0,Y%

D%
GS
E%
MANX%,MIANY%
MANX2,MANY2
L%

G%

PROCbowl

PROC over
PROCbend and
PROCaeross
PROCmove
PROCwhbowlA
PROCscores
P R  (-bedaub..

VARIABLES
Coordinates of the running bowl.
Colour of each bowl.
TRUE if a bowl has been hit or 2 if it has gone off the
green.
Coordinates of any hit bowl.
Number of bowl being bowled,
Player.
TRUE if any bowl has been hit.
Determines direction of running bowl and causes it to
curve (bias).
TRUE if jack is being bowled.
Position of the footer.
PROCmessage parameters.
Direction of bowl pointer arrow.
Bias selection (finger or thumb peg).
Strength factor.
Position of man at start of delivery.
Position of man at the footer.
Count for running bowl - random factor at line 990 brings
an element of chance.
1 if the jack has been knocked off during an end.

PROCEDURES
Moves current bowl and calls PROCwhbowlA and tests for
a hit.
The finish of each end.

Causes the bowl to bend according to the bias (G$).
Moves only the "hit- bowls.
Tests for a hit on any still bowl.
Measures the bowls from the jack.
Pnclirpc_ dant isnrh hnurl wobbles to a  halt instead of

end, that end is replayed and the same
player retains the jack.

At the completion o f  each end a
player scores one chalk -  point -  if his
bowl is nearer the jack and two points if
both are. The first 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,
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10 REM CROWN GREEN BOWLS
20 REM BY ALAN TOPHAM
30 REM THE MICRO USER
40 ON ERROR 60102490
50 DIM AZ(51,(5).C705)1PV5)X1

5/,N%(5)
60 PROCInit:MODEI
70 VH19,1,4,0,0,0.19.3,2,0.0,0
BO COLOURI:PRINTTAB(111):CHR$248:P

RINTTAB(381301;CHR$248:COLOUR2:PR1NTT
AB(38,01CHRS248:PRINTTA8(1,30);CHR42
48

90 PROCscreen1PR0Cprint5care5
100 REPEAT
110 Cnilt1:11%
120 IF A22 PROCmessage(mBLUE BOWL

TO PLAY'.111301 ELSE PROCmessageOYEL
LOW BOWL TO PLAY11101301

t 1 3 0  PROCdirection

140 PROCbias
150 PROCstrengh
160 PROCpasman
170 PROCboml
180 IF HI:6 THEN PROCaver
190 UNTIL 5carea):21 OR scare2I).2

1
200 PROCfin
210 ENO
220 DEFPROCinit
230 VOL123,240,3,3,3.1,1,7,15,27,23,

241.192,192,192,128,128,224,224,224,2
3.242,51,99,195,13113,3.313123,243122
4,224,240,216,204,198.195,193,23,244,
2.2.2,2,2.2.2.2.23,245.64.64,64,64,64
,64.64,64,23,246,0,56,124,124,124,56,
0,0

A,•:•11:1;;;1•;:t.,1,01,‘,

vv)1,4:1.- • •
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GS:"X"
560 609UB2350
570 ENDPROC
580 DEFPROCstrenqh
590 PROCmessage("STRENGTH (MAX 300)

' , 7 , 1 )
600 VDU4
610 INPUTTAS(25,11,E%:IF E%)300 THE

N 6OSUB2350:PR0Cstrengh
620 6051.182340
630 60SU82350
640 ENDPROC
650 DEFPROCposman
660 M0VEXLYLVDU9,127,11,9,127
670 RESTORE 710
680 FOR 0224 TO D%
690 READ MANXLMANYZ,MANX2,MANY2,S:

700 NEXT
710 DATA-57,-20,-57,60,0,5,-77,-20,

-57.60,2.5,-961-20,-57,60,4,5,-96,38,
-57,78,5,2,-96,96,0,96,5,0,-96,108,0,
75,5,-2,-96,120,24,55,4,1,-38,120,24
,55,2,-5

720 DATA20,120,24,55,0,-5,40,120,24
,55,-2,-5,72,120,24,55,-4,-5,72,80,24
,48,-5,-2,72,40,0,40,-5,0,72,10,0,50,
-5,2,72,-20,-57,60,-4,5,10,-20,-57,60

730 MOVEX/01ANXLYZ+MANY1:GOSUS2360
740 IF DI=224 OR N:225 OR D1:226 0

R D1=227 OR 0%=236 OR D237 OR D1:23
8 OR D%:239 MOVE X/4.MANXX+601114.MANY1
-60 ELSE MOVE X%*-MANX1-24,Y14-MANY%-48

750 IF Ft GCOL3,31VDU247 ELSE GCOL3
,ALVD11246

760 TINE=O;REPEAT UN1ILTIME)90
770 IF FI VDU8,247 ELSE VDU8,246
780 MOVE X14.MANX%,YWANY/1609U8236

0
790 MOVE X101ANX2M+MANY2:80SU8236

800 ENDPROC
810 DEFPROCboml
820 IF H1:1 THEN GCOL3,3 ELSE 6C0L3

830 AUHM:X/18/(H7:)0%
840 MOVE AUH/1,131(4)11F HI:1 VDU2

47 ELSE V011246
850 LI=0
860 REPEAT
870 L1=t1+1
880 IF LI MOD 50:0 PROCbend
890 PROCmove
900 IF H1=1 THEN 6C0L3,3 ELSE 6C0L3

910 X1A14%)+S111%=81(H/141%
920 MOVE AX(H/),1311H/1:1F H%=1 VDU2

47 ELSE VDU246

930 MOVE X1%,Y1%:IF H1=1 YDU247 ELS
E YDU246

940 41(H/141/18/(H/1011
950 IF A7.(HZ)<90 OR A1(H/01165 OR

07.(11/1)940 OR 8104/1(110 THEN SOUNDO,
-15,6,1:MOVEAI(HZ),81(1.1%):GOSUB23701P
1fH%/=2:1.7.:EX

960 IF LI(60 THEN990
970 PROCmhbowIA:IF HITZ SOUND0,-12,

3,1
980 PROCmove
990 IF RND(4)=2 LI=L1+2

1000 IF LI>17.-601 THEN PROCslom
1010 UNTIL L%>=E%
1020 IF K(1):2 THEN PROCiackoff:END

PROC
1030 Ht=H/41
1040 REPEAT
1050 HUI:FALSE
1060 FOR F=1 TO 5
1070 IF P1(F)22 THEN 1090
1080 PI(F)=FALSE
1090 NEXT
1100 PROCmhbowIA:PROCmove
1110 IF P/(1)=2 SZ:IgPROCjackofftHIT

I:FALSE
1120 UNTIL HITT:FALSE
1130 IF FTRUE AND EI(150 THEN PROC

messaqWFAILED TO SET A MARK (minimum
15011,4.11:9OUND1,-15,1,3tT:TIME:REP

EAT UNTIL TIME-T)200:CLS:R=TRUE:H%=1
:GOT01160
1140 MOVEX1+MAN12,r0.MANY2:6OSU82360
1150 IF Ft:TRUE THEN FWALSEtENDPRO

1160 PROCchplayer
1170 ENDPROC
1180 DEFPROCover
1190 MOYEXZ-120,Y1:SOSUB2360:PROCchp

Iaver:MOVEY1+80,Y1+20:60SUB2360
1201 PROCmessaqWMEASURING N0W',12,

11
1210 X1=A/(1101:131(1IF C(200 THE

N 1(/:200 ELSE IF 1(1>1030 X1=1030
1220 IF Y7.<200 n=200 ELSE IF Y/100
YX:800
1230 PROCscores
1240 PROCprintscores
1250 FOR T=1 TO 3000:NEXT
1260 G05U82350
1270 IF score1%>=21 OR score2%):21 T

HEN ENDPROC
1280 PROCmessageOPRESS SPACE BAR",1

2,301
1290 FOR T=1 TO 5:P/(T):0:NEIT
1300 G:GET:IF 8032 THEN 1300
1310 CL6:14%=.1:FTRUE
1320 ENDPROC
1330 DEFFROCbend

From Page 51
240 VDU23,241.192,192,192,128,128,2

24,224,224
250 Y0U23,224,16,56,84,146,16,16,16

,16,23,225.124,10,10,17,16,32,32,64,2
3,226,31,3,5,9,17,12,64,128,23,227,8,
6,1,7,25,97,129,0,23,228,8,4,2,255a,
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 VDU23,231,64,32,32,16,17,10,10,
124,23,232,8,8,8,8,73,42,28,8,23,233,
2,4,4,8,136,80,80,62,23,234,1,2,4,136
,144,160,192,248,23,235,0,129,134,152
,224,128,96,8,23,236,16,32,64,255,64,
32,16,0,23,237,8,96,128,224,152,134,1
29,0

270 V0U23,238,240,192,160,144,136,4
,2,1,23,239,62,80,80436,8,4,4,2,23,2
470,0,24,60,60,24,0,0,23,248,16,48,1
12,240,16,16,16,16

280 HITZ:FALSE:1=0:FI=TRUE:H7.=1:sco
rel%=0:score2%=0:A%=2:X1:650:n:200

290 ENDPROC
300 DEFPROCscreen
310 MOVE20,20:DRA01259,20:DRAW1259,

10031DRAW20,1003:DRAW20,20
320 VDU24,75;75;1204.,948:
330 SCOL0,131:CL6
340 ENDPROC
350 DEFPROCmessage(AS,BLU)
360 VDU4
370 PRINT1AB(81,C110$
380 VDU5
390 ENDPROC
400 DEFPROCdirection
410 *FX15,1
420 PROCmessage("SELECT DIRECTION W

1TH MX) KEYS",4,11
430 6COL0O:D1:224
440 MOVEMYLVDU42,11,801
450 REPEAT
460 E=INKEY(5001
470 IF E=88 THEN D1:D1+1:IF DV:240

THEN D1:224
480 IF E=90 THEN DI:D%-1:IF 01:223

THEN 0I:239
490 V0U127,D%
500 UNTIL MOD
510 ENDPROC
520 DEFPROCbias
530 905U82350
540 IF D%=227 OR 01=228 OR D1=229 P

ROCmessage("SELECT BIAS (I UP X DOWN)
',7,11 ELSE IF 01=235 OR 01:236 OR DZ
:237 PROCIessap('SELECT BIAS (X UP I
DOWN)*,7,11 ELSE PROCaessage("SELECT
BIAS (1 LEFT X RIGHT1",7,1)
550 REPEAT:SS:GEMUNTIL 6i="1' OR
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1340 IF DI.227 OR DI3228 OR 0%.229 0
R DI.235 OR 0X.236 OR 0%3237 PROCacro
ss:ENDPROC
1350 IF TX>1 T % < = 1  TZ.1 E

LSE IF Tv-1 TI.TX4ItIF TX>2-1 TX=-1
1360 IF SS="Z" SX.SX-1
1370 IF 6$="X" SI=r0.1
1380 ENDPROC
1390 DEFPROCacross
1400 IF TX>=4 TVA ELSE IF TU2-4 11

2-4
1410 IF M I  SI=SI-1:IF SX<21 St=1 E

LSE IF SI(-1 K.SX+1:1F SI):-1 SX.-1
1420 IF 0X.235 OR DX3236 OR DI.237

HEN 1460
1430 IF D e e
1440 IF 601X1
1450 ENDPROC
1460 IF D e l '  TX.TX-1:6%.1%-1
1470 IF D e r  TL=TZ4.1:SX.SX-1
1480 ENDPROC
1490 DEFPROCmove
1500 FOR WX=1 TO HI-1
1510 IF PI(10/)=2 OR 1'110:FALSE THE

N 1590
1520 IF WX=1 THEN SCOL3,3 ELSE 6COL3

XI(11%)
1530 XIX=AZ(WZ)+MZW:Y1X.0%1K)+NX

111/1
1540 MOVE X1X,Y1Z:IF W%31 Y0U247 ELS

E VDU246
1550 MOVE AZ(K)1X(WZ):IF WX.1 VDU2

47 ELSE VDU246
1560 AX14).XIX:B(WX)01%
1570 LZ=0:+1
1580 IF AX(WI)(90 OR AINI)>1165 OR

8/101X0940 OR 8%141(110 THEN SOUND°,
-15,6,1:MOVEAZIWZ1,8X(WI):6OSUB2370:P
Mal=2:IF WX.1 LX=EI:6X.1
1590 NEXT
1600 ENDPROC
1610 DEFPROCscores
1620 FOR Y=2 TO 5
1630 IF n(Y)22 THEN 1820
1640 A20
1650 X141%1YltY1=8Iql
1660 REPEAT
1670 IF X1(AX(1) THEN X121141 ELSE X

12X1-1
1680 IF YI<BI11) THEN Y1et1+1 ELSE Y

1.11-1
1690 A=A4.1
1700 UNTIL X134%(1/ OR Y1=8I(1)
1710 WY)=A44
1720 A.0
1730 REPEAT
1740 IF X1<AX(1) THEN XI.X1+1
1750 IF T H E N  II2X1-1
1760 IF 111(11V0 THEN Y12Y1+1

1770 IF Y1>81(11 THEN YI.Y1-1
1780 A.A4.1
1790 UNTIL X12AX(I) AND Y138%11/
1800 NliYl.A*3
1810 MOVEAX(I)+12,8/111-12:6C0L3,CX1

YltDRAWAX(Y)+12,8%(Y)-12
1820 NEXT
1830 FOR Y=2 TO 5:IF PX(Y)32 THEN 18

60
1840 MOYEA211l+12,8%(1)-12:8COL3,CX(

Y1:DRANAZIY14.12,8201-12
1850 FOR T.1 TO 1000:NEXT
1860 NEXT
1870 FOR Y.2 TO 5:IF PI1Y1.2 THEN P%

1Y1.5000:MX(Y)=Y:NEXT ELSE PX(Y).(MV
Y)441/(Y))0/(Y).Y:NEXT
1880 FOR X.1 TO 3
1890 FOR Y.2 TO 4
1900 IF PX(Y)>P7.041) THEN PX11)=P/1

Y:PX(Y13P/041):PUY,t1)0%(1):11%(!).
MX1Y):MItY1.MX(Y4.1):MM4.1).=MI(1)
1910 NEXT
1920 NEXT
1930 IF PX(2)=5000 THEN ENDPROC
1940 IF CUMX12)1=2 THEN PROCblwin E

LSE PROCylwin
1950 ENDPROC
1960 DEFPROCprintscores
1970 FOR A.80 TO 120 STEP 10:SOUND1,

-11,411:NEXT
1980 VDU4
1990 COLOURI:PRINTTA8(3,30/tscore1Z:

COLOUR2:PRINTTA8(35,301;score2
2000 VDU5
2010 ENDPROC
2020 DEFPROCjackoff
2030 PROCmessaget" JACK OFF THE GR

EEN 117,11:SOUND1,-1511,3:T=TIME:REPE
AT UNTIL TIME-T>200
2040 FOR T.1 TO 5:P/al=FALSE:NEXT
2050 HX=1:CL8:FI=TRUE
2060 IF 6Z.1 Al.CI(2) ELSE PROCchpla

yer
2070 6/.0
2080 ENDPROC
2090 DEFPROCwhbowlA
2100 HIT7=FALSE
2110 FOR 0%.1 TO H%-1
2120 IF PICOZ).2 OR P/(0%).TRUE THEN
2210
2130 IFFOINT(AX(0%/-4,13ZIOXl+3)03 I

HEN MI10%)=2:NX(0%)3-30%(0I)=TRUEIHI
TX=TRUE
2140 IFPOINT(AX(01/4.12,8%10%)+6)(>3

THEN MI(07.)4:NI(0/).-3:P/41%).TRUE:H
ITI.TRUE
2150 IFPOINT(AX10%14.28,8%117X14.3/03

THEN MX(0%).-2:NI(0%).-3:PX().TRUE:
HITX.TRUE

2160 IFPOINT1A/10Z1-6,8/10Xl-12103
THEN MUOI).3:NI10%1=0:P110I1=TRUE:H1
TX:TRUE
2170 IFPOINTIAI(Ot1+30,8110/1-12)03
THEN MZIOX1.-3:N/10%/=0:PI(01/=1RUE:

HITI.TRUE
2180 IFPOINT(Al(011.28,8/12%)-28)03
THEN MI(/=-2:NI(OX)=3:MOU=TRUE:

HITZ.TRUE
2190 IFPOINT(AM14.12,8X112/1-30)(>3
THEN MI111X1.0:N/1)=3:PZIOU.TRUE:H

ITI.TRUE
2200 IFPOINT(AX(0%)-4,8%(0%)-28l<>3

THEN MX(0%1=2:NICOI1.3:P/10%).TRUE:HT
TX3TRUE
2210 NEXT
2220 ENDPROC
2230 DEFPROCblwin
2240 IF CUMX(2)):Cl(MXI31) THEN PRO

CaessageTRO TO 8LUE",14,301:scorell
=scorelI4.2 ELSE PROCmessagel'ONE TO B
LUE',14,30l:scorell.score1/4.1
2250 AZ.2
2260 ENDPROC
2270 DEFPROCylwin
2280 IF CX(M/12))=MMX(31/ THEN PRO

Coessage("TWO TO YELLOW1,12,301:score
2%.score2/4.2 ELSE PROCsessage(IONE TO
YELLOW',12,30):score2I.score2/4-1
2290 AI.1
2300 ENDPROC
2310 DEFPROCchplayer
2320 IF AZ=2 THEN g=1:ENDPROC
2330 IF AX.1 THEN AZ=2:ENDPROC
2340 VD1J4:PRINTTA8(3,30):SPC(341:VDU

5:RETURN
2350 VD114:PRINTTAB(3,1)1SPC(34):VDU5

:RETURN
2360 V0D18,3,3,240,241,10,8,8,18,3,A

1,242,243,18,3,3,10,8,8,244,245:RETUR

2370 IF Cal OR H%.1 THEN VD1J247:RET
URN ELSE VDU246:RETURN
2380 DEFPROCiin
2390 V0U4,22.7
2400 V01123;8202:00:0;
2410 IF score1nscore2I PRINTTA8(7,1

2);'8LUE WINS 21 chalks to "tscore2X
ELSE PRINTTAB(7,12);'YELLOW WINS 21
chalks to "tscoreIX
2420 TIME.O:REPEAT UNTIL TIME>300
2430 PRINTTA8f6,20)CHR$136:TRESS AN

Y KEY TO PLAY AGAIN'
2440 6.6ET:RUN
2450 DEFPROCslow
2460 IF S/(0 S%=-1 ELSE S%=1
2470 IF TUO T%=-1 ELSE TZ:1
2480 ENDPROC
2490 REPORT:PRINTERR:PRINTERL )
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Lay your
cords on
the table
By STUART MEN EFY 1

PROC_DEFINE

PROC_IN IT

PROC_SCREEN
PROC_GO
PROC....SHUFFLE
PROC_SOUND

PROC....DELETE

PROC_COMMENT

PROC_HU M AN

PROC_POSSIBLE

PROCIDETAILS

PROC_COMPUTER

PROC_PLAY

PROC_FLIP

PROC_DIS_HAND
PROC_ADVICE

PROC_SWAP

PROC_INSTRUCTIONS

FN_DEAL

FN_IN PUT

Frsl_COMPUTER
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PROCEDURES
Defines characters, envelopes,
sets u p  D I M s  a n d  m a j o r
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 a n d  val idates t he
humans entry, and performs the
required function, i f  possible.
Finds out  i f  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 i t
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.
I f  possible, swaps the human's
and micro's hands.
Displays brief instructions, and
asks for the human's name, the
time fo r  which messages are
displayed, and i f  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_END

CARDS( 13)

C%(8)

CARDS

CARD%

DELAY%

end%
G%(8)

GO%
GO_POS%

PACK%

SUIT%

VLU%

GOS
HAND%(1)

HAN D_LEN%( I
NAMES
N UM_GO%
PH%(8)

PACILLEN%
P 1% & P2%
PH%

SCOREO% &
SCORE1%

SNUM%

IP
AI

Displays which player won, makes an
appropriate sound, and asks i f  the
human would like another go.
Only returns TRUE i f  "Y ”  pressed,
FALSE i f  "N”  pressed.

VARIABLES
Contains the representation o f  each
card.
The last card played in each section
(see below).
A representation o f  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
go.
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.

) Length of each hand.
Human's name.
Number of  cards that can be played.
Position in the hand of  each card that
can be played.
Position o f  the start o f  the pack in
memory.
Number of  cards in the pack.
Used in shuffling the pack.
Position in the human's hand o f  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 I 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 o f  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.

In the arrays and scoring, the human
is player 0, and the micro is player

Also, the word "section" in arrays
C%(8) and G%(8), section I (or element
I) 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,
you stand a greater chance of winning.

10 REM SEVENS
20 REM by S.I.Mentfy
30 REM for 32K BBC
40 REM id Micro User
50 10E7
60 PROC DEFINE
70 PROC INSTRUCTIONS
80 PROC INIT
90 MODE 1

100 PROC_SCREEN
110 PROC.80
120 PROC.SHUFFLE
130 REPEAT
140 IF GO% PROC_COMPUTER ELSE PROC.

HUMAN
150 UNTIL HAND LEN/(0)=-1 OR HAND _I

ENIC1l=-1 OR end_
 160 IF NOT(endl1 THEN IF FN END THE

N BO
170 MODE 7
180 •FX4
190 END
200 DEF PROC DEFINE
210 YOU 23,224,54,127,127,127,62,28

,8,0
220 YOU 23,225,8,28,62,127,127,28,6

2,0
230 YOU 23,226,8,2E1,62,127,62,28,8,

0
240 YOU 23,227,28,28,107,127,107,8,

28,0
250 YOU 23,229,0,0,0,0,0,96,96,0
260 ENVELOPE 1,1,290,0,60,0,0,127,0

,0,-127,126,126
270 ENVELOPE 2,3,00,0,0,0,0,121,-1

3,0,-10,120,120
280 ENVELOPE 3,0,-2,0,0,100,0,0,1,0

290 ON ERROR REPORTIPRINT1 it line
P;ERL:END

300 SCOREOI:0:SCOREa=0

lx

z
- " N \310 DIM HAND/(1),HAND_LENli11,CARDS

(13),CM8),8li81,PHX(8):PACKX4900
320 HANDU0)=PACKM2:HAND/ill.P4CK

14104
330 FOR A/21 TO 13:READ CARDCAU:N

EXT Al
340 ENDPROC
350 DATA ACE,2,3,4,5,6,7,8,9,10,JAC

K,DUEEN,KING
360 DEF PROC.INIT
370 ON ERROR IF ERR:17 THEN 130 ELS

E REPORT:PRINT' It line ";ERL:END
380 enfl=FALSE
390 SNUM/a2

400 PACK_LEN/41:HAND_LEN/i0/2-1:HA
ND_LEN/(1)m-1

410 ENDPROC
420 DEF PROC.SCREEN
430 YOU 19,2,2;0;
440 YOU 23,0,10,32,0;0;0;24,0;336;9

76944;18,0,130,16,26
450 PRINT*Bales to "NAMEM";SCOREO

460 PRINT'Sames to computer ';SCORE

470 RESTORE 520
480 FORR:1 TO 4
490 READ )1
500 MOVE 0,Yl:DRAW 976,Y%
510 NEXT
520 DATA 880,432,336,208
530 MOVE 0,944:DRAW 1280,944
540 MOVE 976,1024:DRAW 976,0
550 FOR A%.70 TO 3:MOVE A1122080,94

4:DRAW A1122080,43201EXT A%
560 YOU 5
570 FOR Alm! TO 13
580 MOVE 16+116*(LENiCARDCAME2/1
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,A1$324.440
590 PRINT LEFTS1CARD$(11%),1-1LEN(CA

RD$011)=211
600 NEXT A%
610 FOR Rzt TO 4
620 MOVE A1*224-48,928
630 8COLO,AI MOD 2
640 PRINT CHR$101141231
650 NEXT AI
660 &COL 0,3
670 MOVE 984,1000
680 PRINT1lour hand'
690 VDU 4
700 PRINT TAB(0,22)"Number left in

pack 521
710 PRINT"Number in computers hand

7"
720 IF SI PRINT'Nueber of swaps lef

t 2' ELSE PRINT"You cannot smap hands

730 PRINT'TA8(13)1KEYS"
740 PRINTTAB(2,27)"Cannot go'
750 PRINT' End gale'
760 PRINT' Advice an what to do'
770 IF S% PRINT' Swap hands with t

he computer'
780 PRINPor number of the required

card';
790 COLOUR 1
BOO PRINTTA810,271"C"P"A"CHR$1

-83.51)
810 COLOUR 3
820 COLOUR 130
830 ENDPROC
840 DEF PROC_80
850 IF SCORE01=SCOREI% 8OI=RND(2)-1

ELSE IF SCOREOUSCORE11 801=0 ELSE 8
0%=1

860 IF 60% PRINT TAB(10,19)11 go fi
Nit' ELSE PRINT TABC8,191"You go firs
tu

870 ENDPROC
680 DEF PROC_SHUFFLE
890 SOUND 0,-13,3,60
900 SOUND 1,3,255,60
910 Uzi
920 FOR (4=0 TO 51
930 IF A% NOD 20=14 A/41+7
940 PACK17131=A%
950 AW1f1
960 NEXT la
970 FOR Alz1 TO 504N0(501
980 PIWND(521.0PACK%-l:P2WND(52)

4.PACK%-1
990 71=2P11

1000 7151%=7P2%
1010 7P21=T%
1020 NEXT A%

1030 FOR A%=0 TO 6
1040 FOR 13%=0 TO 1
1050 C%=FN_DEAL(8%)
1060 NEXT B%
1070 NEXT AX
1080 PRINT TA1110,201SPC1301
1090 PROC_DIS_HAND
1100 ENDPROC
1110 DEF FN_DEAL(C1)
1120 IF PACK LENT-1 :FALSE
1130 L1=-1
1140 REPEAT
1150 1.1=Lt+1
1160 UNTIL HANDVC/17LI>PACKMACK_L

EN% OR LDHAND_LENZ(C1)
1170 FOR KI=HANDUCUMAND_LENUC1)

TO HANDUCU+L% STEP-1:7(1(141)0KLNE
XT
1180 HAND_LEN%(C1)=HAND_LEN1(CD4.1
1190 HAND1(C1)7L1=PACKMACK_LEN%
1200 PACK_LENWACK_LENN
1210 COLOUR 128
1220 PRINT TA8(20,22);PACK_LENN;"

1230 COLOUR 130
1240 PROC FLIP
1250 =TRUi
1260 DEF FM INPUT
1270 $FX15
1280 COLOUR 3
1290 YOU 23,0,10,96,00;0;
1300 INPUTTA1110,191"Please enter you

r go'SPC1101TA11121,191input$
1310 VDU 23,0,10,32,0;0;0;
1320 IF VAL(input$)>HAND_LEN1(0)+1 P

ROC SOUND:PROC COMMENT('You don't hay
e l+imputis" cards",FALSE):SOTO 1270
1330 IF input$z" PROC_SOUND:8010 12

70
1340 minput$
1350 DEF PROC_SOUND
1360 SOUND 1,-15,1014
1370 ENDPROC
1380 DEF PROC DELETE
1390 IF inputi="ENDPROC
1400 inputOLEFT$(input$ILEN(input$)

-I)
1410 YOU 127
1420 ENDPROC
1430 DEF PRDC COMMENT1CONNENT$,COL1)
1440 PRINT TAi(130-1LEN1COMMENT$1+CO

L1f511/2,201CONMENU;
1450 AX=INKEYIDELAM
1460 PRINT TA1110,201SPC1301
1470 ENDPROC
1480 DEF PROC HUMAN
1490 PROC POSiIBLE
1500 GOS=N INPUT
1510 IF LEFi$00$,1101C1 THEN 1590
1520 IF NUM.801>0 PROC_CONNENT('You

can go",FALSE):80TO 1500
1530 614N_DEAL(0)
1540 PROC_DETAILS1L1,01
1550 IF 8% PROC_CONMENT('You picked

up 1+CARD$,TRUE) ELSE PROC_COMMENTI'T
he pack is meptr,FALSE)
1560 PROC_DIS_HAND
1570 60%=1
1580 ENDPROC
1590 IF LEFT$(80$,I)="A' AND NUM_80%

)0 PROC_ADVICE0OTO 1500
1600 IF LEFT$(80$0)241 THEN 1650
1610 IF LEFT$(60$,1)=1" PROC_SNAP0

OTO 1490
1620 IF LEFT$180$,IWE. •nd1=TRUE:E

NDPROC
1630 PK=VAL180$1-1
1640 IF PH12-1 PROC_SOUND:PR0C_COMPIE

NWPardon?',FALSE):80T01500
1650 IF NUM_80%=0 PROC_COMMENTMou

can't ge,FALSE):80TO 1530
1660 PROC_DETAILS(PH%,0)
1670 FOR AX=1 TO NUM_80%
1680 IF PHI=PH%1141 THEN A1s9
1690 NEXT Al
1700 IF A%<9 PROC_CONMENT('You canna

t play that card',FALSE):80TO 1500
1710 PROC_PLAY(PH%)
1720 PROC_DIS_HAND
1730 601=1
1740 ENDPROC
1750 DEF PROC_POSSIBLE
1760 NUM 60%=0
1770 FOR 41=0 TO HAND_LEMBOX)
1780 PROC_DETAILS1A%180%1
1790 IF CUISUI71121sICARD%>6))=YLIA

-LAND CARDV6 THEN NUM_8012NUM_BOX4.1
tPKIN101.80%)=A%
1800 IF CUISUIT1.21+(CARDNOINVLU%

4.1 AND CARDX(26 THEN NUM_60%=NUMAOP
1:P111INUM_60%1=AZ
1810 IF CARDX=7 THEN NUM_60%*NUM_60%

fl:PHUNUM 801)=A%
1820 NEXT AZ
1830 ENDPROC
1840 DEF PROC_DETAILS(pos/M)
1850 VLIA=HAND/0117pos/
060 SUIT1z(VLU% DIV 20)+1
1870 CARD1=V1111 MOD 20
1880 CARDOCHR$ 174.CHRUSUIT1 MOD 2)

+CHR$ 184.CHR$ 0+CHRS1SUITI MOD 21+CAR
DS(CARD1)+CHR$(2234.SUIT1)
1890 ENDPROC
1900 DEF FN_COMPUTER
1910 PROC_POSSIBLE
1920 IF NUM_BOX=1 014(1)
1930 IF NUM_601=0 =-1
1940 FOR A%=1 TO 8:8%(A%)=0:NEXT A%
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SOrTWARE

t t  50Elborough Street Southfields, London SW1850N

Softw s i o n  a v a i l a b l e  from WH SMITH,
HMV, all SPECTRUM SHOPS and over 1,000 retail outlets.

111411111111ci tOw- 114

This is the game you've been waiting for! A 3D high
speed formula 1 car race round 8 different international
circuits.

Just look at these amazing features:—
*  Bends arranged to simulate 8 actual Grand Prix circuits.
v4c Working cockpit Rev, counter, Speedometer,
Temperature Gauge, gears, moving steering wheel.
*  Other cars which alter in perspective and size as they
overtake.* Signposts.* Realistic sound effects such as

engine noise, skids and crunching shunts. *  Keyboard or
Joystick control.* Volume control,

Runs on OS.1.0 or greater. More than a year of man
hours have gone into creating this superb game.BBC MICRO MODEL B
E9-95 CASSETTE
E l l  .95 DISK
Authors: Mick O'Neill and Dave Mendes

•

Blitzkrieg is a 3D Tank Battle from the same author as
our Best Seller "3D Bomb Alley".

This program is probably unique in the fact that all the
graphics were created with the help of models, a video
camera, a video digitiser and some very special Light Pensoftware.

This has resulted in extremely fine detail and realism,
with fast moving real time graphics— you don't have to
wait for the screen to be updated between each move.
Features include:—
*  Detailed scrolling landscape. *Rotating tanks.
*Detailed explosions.* 3D shell movement.* Recoiling
barrel. *3D sound.* Keyboard/Joystick option.

*Freeze game facility.
*  Optional sound.

*  Demo' mode.
*  High score & ranking

System.
BBC MICRO MODEL B

E7.95 CASSETTE
E9•95 DISK

Author: Simon Vout.

0 1 1 1 • • • • • • • • • • • • • • •

HOW TO ORDER
You may purchase any of the games above direct All you have to do is write your name and
address on a piece of paper, item(s) required, enclosing your cheque/P.O. made payable to
SOFTWARE INVASION,
Please allow? to 14 days for delivery (orders are normally dispatched within 48 hours!)
OVERSEAS ORDERS. Please add E1.00 per game

DISTRIBUTORS, MULTIPLE STORES. RETAILER GROUP AND EXPORT INQUIRIES INVITED

Do you write your own programs? If you have an unusual program which can meet our standards you could be earning a substantial sum everyweek! Why not take advantage of our sought after reputation. Write now!
other SOFTWARE INVASION GAMES ...send for full list now!

root
I M M O

NOW WITH COLOUR
GRAPHICS!
(BBC VERSION ONLYI



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!

W O P  •

d y  P

41)‘;. %;;;:1•7.4%. 1 1 )  r b  n u b, •••opw-vd, Ortttp
a new expvtivner

Kansas City Systems, Unit 3, Sutton Springs Wood, Chesterfield, S44 5XF.
Tel. 0246 850357

QUEST programs originated on the American mainframe computers, and were converted to micros, though requiring so much
i memory could only be made to work on expanded Apple micros and the like. Now, Kansas have crammed 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 litany other characters, but
unlike an Adventure program were all characters are passive, these can be either hostile, friendly or indifferent. I f  hostile
you have to fight, and quickly; if friendly they may join your team bringing more strength, magical ability and carrying
capability; i f  indifferent you could perhaps try a bribe (but beware if you offer too little) or you could sell an object andraise yourself more cash as well as lessening your load. . — , o d o o l o o s p . . . .  . m i t a t o k m .

But most of the effort is your owl, with treasure, money, magic and strength all having a bearing on your progress. A t
times it will pay to be vicious and abandon your friends as they become weaker, or even go in righting betore characters
show their true colours, the element of surprise using less strength.- -  .- - -As can be expected in Swords and Sorcery there is a story. - 7 7 - 4 1 0 1 1 1 - _ - - - - - -

0.-----once upon a time in a far away land called Iriuma a magical Princess cast a spell of banishment on the wicked

1 Sorcerer Brogelt. However, just before the spell took effect, i3rogfelt threw his arms into the shape of changing and

cast a return spell, changing princess !Hear 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 half his lands for the four crystals. .
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 is
astounded but nevertheless offers you a party of three prisoners from his 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
1 the location of each part of the crystal from the entrance of the dungeons. I t  was written very shakily and stained
tz_ip blood. The king says: "Let me introduce you to the three prisoners that I have volunteered to go along with you..."
r  The characters you meet include a Troll, Ore, Thief, -Dwarf, Gol;lin. Madman, Witch, llobg.otrilt, Mad Monk and of coursethe 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 picking the Dragons Tooth could be fatal; though if you find the Staff of
Healing try and get it; an Idol of a forgotten God should be left well alone: the Ring may help you; the Magic Axe certainly
will; the Old Book will give some clues: rub the Glass Ball; used jxoperly the Magic Carpet will get you out of trouble;

l'• the Rolled Scroll too is useful; but not su 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 difierent scenerio every time, even though totally logical! But if you really intend to see a gime
right through to the end, the game saving facility allows you to do this, playing the same scenerio, time after time, toits end. I t  is so different from an Adventure, that it actually has nine—yes nine— levels of play, with the ninth having
so mmany locations and of such complexity, that we would be amazed if anybody ever solved it! . .

r  I f  you are an Adventure addict, this will really m . ,  . sPoily0111•1f youdon(* care for Adventures t h i s  unique- - - ;  t--,hersrawomome activity in ____-_,..4110.—_,, _  i l l i m p o m  .

game will suit you as well. I t  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

i sense of the word, but are just ordinary Adventures.
11-4,, 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•1

t, FEATURES nine levels of difficuly from fairly easy to impossible.
FEATURES game saving routine to be able to replay the same scenerio.
Only available from Kansas at E,10.35 Vat and post paid.
Our normal return 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.
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1950 FOR A%20 TO HAND_LEN/(80/)
1960 PROC_DETAILS1A1,80/1
1970 81t(SUIT1$2),f(CARD%)611:610SUI

TWIfICARD%)6/141
1980 NEXT A%
1990 MAX100
2000 FOR A1a1 TO NUN_80%
2010 IF 81(AWMAX% NAX%:81(111)
2020 NEXT A%
2030 FOR A/81 TO 111111_601
2040 PROMA11:PROC_DETAILS(P/11,80

11
2050 IF (SUIT1*2)4.(CARDX)612MAX% OR
(CARDW AND (5UITU2)gMAX1)A/g9
2060 NEXT AI
2070 .PH1
2080 DEF PROC_COMPUTER
2090 PRINT TAB(0,191SPC(301
2100 802091=FN_COMPUTER
2110 COLOUR 3
2120 IF SO_POS/m-1 PRINT TAB(8,19)61
could not got;:614N_DEAL(1):60TO 21

60
2130 PROC_DETAILS(80203%,1
2140 PRINT TAB(13-(LEN(CARD$)/2),19/

"I played ";CARDS;
2150 PROC_PLAY(60_POS%)
2160 COLOUR 128:COLOUR 3
2170 PRINT TAB(25,23);HAND_LEN1(114.1

•

2180 COLOUR 130
2190 A1mINKEY(DELAY/)
2200 813/20
2210 ENDPROC
2220 DEF FM END
2230 COLOUR 3
2240 IF HAND_LEK(0)11-1 PRINT TAB(31

,3)SPC(9);TAB(0,19)" Congratulation
si you win1:SCOREOWCOREOWISOUND 1
4,100,35:60TO 2350
2250 PRINT TAB(0,19/SPC(8)"Bad luck

I won'SPC(8/ISCORE112SCORE1W
2260 FOR 8%08 TO 0 STEP -8
2270 RESTORE 2420
22E0 FOR ail TO 5
2290 READ N1,D%
2300 IF Al25 AND 131.0 DX230
2310 SOUND &101,2,N1q141
2320 SOUND 1t102,2,1114,1314.48,D1
2330 SOUND 1,0,0,2
2340 NEXT Al:NEXT la%
2350 COLOUR 128
2360 PRINT TABO0+LENiNAKES/301;SC0R

E01
2370 PRINT TABC18,111SCOREI%
2380 FOR Oil TO 8:C1(A/)a0:NEXT A%
2390 COLOUR 130
2400 PRINT TA8(0,20)"Do you want to

play again(Y/N)"
2410 zFN_YES_NO
2420 DATA 4,10,4,10,12,15,4,5,0,20
2430 DEF PROC_PLAY(PLAY_POS%)
2440 PROC DETAILS(PLAY_POS/4011
2450 YOU i
2460 MOVE (ISUIT%-1)$22414.((256-(LEN

(CARDW32)/2114.16,4404(CARDIx32)1PRI
NTCARDS
2470 YOU 4
2480 CE(SillT1s2)41CARD1>6110LU1
2490 IF CARD127 C1(SUITI*2)=VLU%
2500 FOR 4X.HAND/i60114.PLAY PDS1 TO

HAND1(60/)4,14AND_LEN1(80%)-1
2510 ?A%8A%?1
2520 NEXT
2530 HAND_LENX(80%)0HAND_LENX(80%)-1
2540 PRDC_FL1P
2550 ENDPRDC
2560 DEF PROC.FL1P
2570 REPEAT UNTIL ADVAL(-5)x15
2580 SOUND 0,-12,5,0
2590 SOUND 0,-13,4,0
2600 SOUND 0,0,0,6
2610 ENDPROC
2620 DEF PROC_DIS_HAND
2630 VDU 2419800;1279040pCL6
2640 FOR A1:0 TO HAND_LEN1(0)
2650 PROC_DETAILS(A1,0)
2660 COLOUR 3
2670 PRINT TAB(31-(A1(9)0%43)0%+11

CHRS(228);CARD$
2680 NEXT AX
2690 VDU 26
2700 ENDPROC
2710 DEF FN_YES_NO
2720 REPEAT
2730 AS.6ETS
2740 UNTIL AS11 OR Alell°
2750 441.-"P
2760 DEF PROC_ADVICE
2770 80208%8FN_CONPUTER
2780 PROC_DETAILS(80_POSX,0)
2790 PROC_COMMENT(11 advise you to p

lay IfCARDSITRUE1
2800 ENDPROC
2810 DEF PROC_SNAP
2820 IF SW OR SNUM120 PROCSOMMENT

("You cannot swap hands.",FALSE1:ENDP
ROC
2830 T%2HAND1(01:HANDU0)IIHAND/(11:H

ANDX(1)41
2840 TWAND_LEN/(0):HAND_LE111(0)11HA

ND_LEN1(1):HAND_LEN/01011
2850 COLOUR 128
2860 PRINT TAD(25,23);HAND_LEN1(141

2870 COLOUR 130
2880 PROC,DIS_HAND
2890 SNUM/iSNUM1-1

2900 COLOUR 128
2910 COLOUR 3
2920 PRINTTA8(21,24)1SNUMI
2930 COLOUR 130
2940 ENDPROC
2950 DEF PROC_INSTRUCTIONS
2960 FOR AN TO 1
2970 VDU 3110,A%,134115711321141:PRI

NTSPC(10)1evens"
2980 NEXT Al
2990 PRINT' The object of the game
is to put all '
3000 PRINT* the cards in your hand d

own before the'
3010 PRINT' computer can. You say on

ly lay one card'i
3020 PRINT' down at a time, starting
froa men end";
3030 PRINT' going up and down to Kin

g and Ace.'
3040 PRINT.' Your cards are displa

yed next to a'
3050 PRINT' number, and it is this n

umber that you'
3060 PRINT' enter to play the card.

If you cannot'
3070 PRINT' go typo "C" and you pi

11 be dealt a'
3080 PRINT' card.'
3090 PRINT' I f  you want advice on

which card to"
3100 PRINT' play type "A"  and you

will be told.'
3110 PRINT" I f  you wish, you can c

hose to swap'
3120 PRINT' your hand with the compu

ter, but only"
3130 PRINT' two times during the gas

e.
3140 0115
3150 IF14 1
3160 VDU 2300,96,0040;
3170 PRINTTAB(1,2011Pleaso type in y

our name (09 letters)"
3180 INPUT TAB(141)8PC(40ITAB(1121)

NAMES
3190 NAMEOLEFTS(NAME$08)
3200 PRINTTAB(1,201"Please type how

long messages are to bey;
3210 PRINT' displayed far (in second

sI I
3220 INPUTTABI28,21/SPC(121TAB(28,21

)A$
3230 DELAYWAL(A$1.100
3240 PRINTTA80,2011Do want to be ab

le to swap your hand 1 ;
3250 PRINT' with the computer. (Y/N)

"ISPC(15WA8(26,211;
3260 SWN_YES_NO
3270 ENDPRDC
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THIS version o f  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 t o  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 a t  random. I n
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 arc 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

exactly, otherwise one. However
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PROCsound
PROCPACK

Peg your way round ALAN FAR MAN 's
version of the classic card game

there are also other points to be won
during the play.

You score two points if you bring the
total to 15, or if your card forms a pair
with the previous card. I f  your card
forms three the same you score six, and
all four identical scores 12.

Also, if the card you play forms a run
of three or  more (including your
opponent's cards), you score one for
each card in the run. Note that they
don't have to be in order. I f  you play a
four then the micro plays a six and you
then play a five, you score three for the

PROCINIT
PROCTAPE
PROCget
PROCT
PROC...vdu_chars
PROCplayname.
PROCBOARD
PROCDEALER
PROC_varis
PROCSHUFFLE
PROCCARDS
PROCALLOCATE

PROCSTARTER
PROCSTARTERBACK
PROCBOXCARD
PROCWHOLAY
PROCGAME
PROCCARDFRONT
PROCCARDBACK
P R O M )  & PROCDOWN
PROCNUMBER

PROCPLAYERCARD
PROCcardcol
PROCCPBEST &

PROCCPSECBT

PROCcompsc &
PROCplaysc

PROCGAMETOT

run, even though it's 4, 6, 5.
Incidentally, if your four had been the

first card in the round, you would score
five, since the total would be 15 -  you
score two for that and three for the run.
All you have to hope is that the micro
doesn't have a three -  then again you
might have a two to follow it

When all the cards have been played
they are laid out and the cards in each
hand -  together with the turn up -  are
scored.

You score two for every combination
of 15 you can find in your hand, and

PROCEDURES
Rules.
Chains game.
Pause control.
Time delay.
Sets up characters.
Player's name.
Draws board.
Randomly decides first dealer.
Sets up variables.
Shuffles cards.
Draws cards on screen.
Allocates C A R D S  type t o  numeric.
CARD% for calculation purposes.
Draws starter or crib card.
Draws starter card back.
Allocates the four cards to the crib.
Sorts out who is to lay first card.
Plays the game.
Draws front of card.
Draws back of card.
Moves box character about screen.
Converts random number into card number
used when sorting out dealer.
Makes a sound.
Reads 52 cards into an array and allocates
suit.
Draws player's cards on screen.
Sorts out player's suit colour.
Sorts out computer's best or second best cards
according to whether Level 1 or 2 is being
played.
Draws scores on screen for both computer
and player as play proceeds.
Displays game score.

si

ti
ir

PR

PR

PR

PR

PR
PR

PR
PR
PR
PR

PE1
PP

PF
PF
PF

PF

PI
PI
PI
PI
PI

PI



PROCCOMPC HECK

PROC(S)—FIVEC A RD,
FOURCARD, THREECARD,
TWOCARD, SAME,
PAIR, JACK

PROCSWOP

PROCKEEP

PROCeorner

PROCCOMPGAMEC A RD
PROCCOMPFIRSTMOVE

PROCPLAYERMOVE
PROCCOMPNEXTMOVE
PROCODSANSDS
PROCPLAYCARDGONE/

COMPCARDGONE
PROCFACECARD
PROCPLAYFIRST!

COMPFIRST
PROCCLEARUP
PROCLAY
PROCPLAYCARDHAND

PROC WINNER
PROCBOX
PROCPLCOSCCHECK
PROCCOMPBOX
PROCseore

PROCblank_seore

11-1 i t  2

,-Ar V -  4
4

NANA N_

f f f f f f f f f f f f f f f f f f f f f f. . . . . . . . . . . . . . . . . . . . . . . . .
. . .

. . . . . . . . . .  . .  . . . . . . . . . . . . . . . . .  . ..
. . . . . . . . . . . . . . . . . . . . . . .

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.

I f  all four cards in your hand are the
same suit you score four for the flush.

dirb

fi
(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
for it.)

Also, if you have a jack in your hand
of the same suit as the turn up, you score

Part of computer's search routine to find best
cards.
These procedures search f o r  runs, 15s,
flushes, pairs etc.

Swops computer/player cards t o  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 player'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.

"one for his nob".
The non-dealer scores his lay down

first, followed by the dealer, who then
also to ta ls  h is  box.  T h i s  i s  qui te
important, as it lets the non-dealer have
first chance o f  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 i t  suitable for  the more
experienced player.

//-70--iiW*** CRIBBAGE 441
20 REM * Alin Farman *
30 REM 41c) Micro User*
40 REM it** 1984 * * 4
50 ON ERROR SOTO 2380
60 DIM CDS(10),803(5),C01(181,CNC

D%118),KPV3),X1X14),X2(4),Sone%(61,
renZ19):M0DUIPROCVDtPROCMNiseenniRN
DI-TIME)/LENINAMES/1

70 MODE5:PROC8DIPROUL:CM:976:PX
M%:976:CYMX=600:PYM%!472:REPEA7:PR0U
A:PROCSH:PROCCD(11:PROCAL(1,71:PR0CST
("):PROCSB:PROCBO:PROCW11:PROC6M:UNT
IL FALSE

80 DEF PROCYDOM23,226,16,12,126,
33,17,1,1,126,23,227,0,0,60,36,16,60,
0,0,23,228,0,126,66,66,66,66,126,0,23
,229,255,129,129029,129,129,129,255,
23,210,2,4,8,16,62,62,62,62,23,231,54
027,127,127,62,28,8,0

90 IIDU23,232,8,28,62,127,127,127,2
8,62,23,233,8,28,62,127,62,28,8,0,23,
234,8,28,28,107,127,107,8,28:NEARTS4
HRS231:SPADEOCNR$232:DIAMONDOCHR$23
3;CLUBOCHR$234:STOSTRINGS(59,"/IS
TIOSTRINGS(19," *):ENDPROC

100 DEF PRDCVA:nexceVAO:plcdpdxlic
poogo0:pinogam0iflftga0ipaina0:1
ackl:0:col=0:p11(=0inpair0:newnd231
inWipoint7.x0:cofinImOip1fin1=0:plco
nt0:cpprece00:p1precaB0:tota1%:0:
corpX=1:ftpr%20:twoetc Zi0ithisca20:1
aicas0

gotrun0ip1corun1:0:apair1=0:c
opr120:plprIa0:FORIX=ITOM:GondilZ)=0
:NEXT:01128,0,3,19,0,23111,00;00:EN
DPROC

120 DEF PROCCF1XX,MODU25,4,1%01
;25,5dai(Y1+150)125,50X14.100/10T*1
50);25,85,1a01;25,5,1X14.100/M;25,8
501171+10011014.1501;;ENDPROC
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From Page 61
130 DEF PR0CED:00,18,0,3:F0RY%.44

0T0600STEP32:FORX48T0976STEP32:1H%
(072 0RY%>:568THENNOYMM:PRINT"."

140 NEXT:NEXT:VDU18,0,3,25,4,32;384
25,5,32;608;25,5,1040;608;25,5,1040;

384;25,5,32;384;25,4,384:688;18,0,I:P
RINT"computeri:VDU18,0,2:MOVE 640-Itt
ENiNAMES1/214641,320:PRINT NAMES:VDU'
8,013,4:ENDPR0C

150 DEF PR0CSTin$1:VD0,18,0,3,25,4
0079;421;25,5,1079;571;25,5,1179;571
25,13511079;421;25,5,1179;421125,135,1

179;571;25,40100;504;18,0,0:PRINT ni
:VDU1810,301:ENDPROC

160 DEF PR0CCK(X,Y1):VDU5,1810,1,2
5144%04%;25,5,(X100)0X+1501;25,5
4%;111+1501125,5AU;25,5,M+1001
0125,5,1X%4100)101+150);25,4,(X%+5
010Y%+150);25151X%0%+75l;25,4,0a+
1001101+751125,5,0(1+501M;1810,3,4
:ENDPROC

170 DEF PROCDL:PROCST( "):PR0CS8:C
OLOOR3:PRINT TAB10,1First Jack for
crib1:VDP:PROCT(1.5hREPEAT:PROCUP:P
ROCNU:PROCSINSI

180 IFNWPTHENPR0CT(.51:dea1%=1:0
EALERWcomputer':60T0210ELSEPROCT(.5

190 PROCDN:PROCNU:PROCSTOM
200 IFNWPTHENPR0CT(.5):dea1%:-1:

DEALERS:NAMES:GOT0210ELSEPROCTI.51
210 UNTILNWP:PROCsd:PROCST("/:

PROCSB:PRINTTAE(0,0';S1S:COLOUR1:PRIN
TTAB(10-1LEN(DEALERW2l,0);DEALERS:C
OLOUR2:PRINTTA11(0,21:"has the first c
rib;;PROCT14):ENDPROC

220 DEF PROCSD:PROCCK(1079,421):END
PROC

230 DEF PROCNU:JWNE131:1Fa=1THE
NNS."411

240 IFMIANDJ%<10THENNOSTRS(J%)
250 IFJ%:10THENNWT"
260 IFJ%.111MENNS:',1"
270 IFJ1:12THENNS:"0"
280 IFJ%.13THENNS:"K"
290 ENDPROC
300 DEF PROCALta%,b%1:FORN%meT0b%;

IFRI6HTSICDS(N)OWA"THENCDUN%1:1:
CMCDUN%1=1

310 IFRIGHTS(CDCN%1,1)=1T"TNENCDU
N%l=10:CMCD%(N%)=10

320 IFRI6HTS(CDS(N%),11PTHENCDU
N%1:10:CMCDWX1=11

330 IFRI6NTS(CDS(Nt),11O"THENCD%(
N%):10:CMCDWX1=12

340 IFRIGHTSCCDUNDOWKIMENCDU
NU:10:CMCD%(N%)=13

IFVAL(RIONTS(CDSiNX1,1)1)1ANDYA

62 M i c r o  User Games Special

LtRI6HT1(CDUNX),1I1(10THENCD%1N%/4A
1(RI6NTS(CDUND,1)):CHCDUNUOAL(R1
GHTS(CDS(N1),1)l

360 NEXT:ENDPROC
370 DEF PROCSHIPRINTTA80,01STS:C0L

0UR1:PRINT1ABt2,01"- Please wait -":C
0LOUR2:PRINTTA8(2,2)'whi1e I shuffle"
0VD0,18,0,0:PROCCF11079,4211:PROCT(
11INN%ml:REPEAT

380 copys0:J%:1:t%=0:1WND(52)1RES
TORE:REPEAT:READPKS:t7A%41:UNTIMII
%:CSS=LEFTS(PtS,1):CWRIONTS(PK8,1)

390 IFC9$24"THENPKOMEARTS+CNS
400 IFCSSerTHENPKOSPADES+CMS
410 IFESSeD"THENPKS2DIAMONDS+CNS
420 IFCSSeUTNENPKS.CLUBS+CNS
430 REPEAT:CDS(NNZ)=PKS:IFJ7.mNNITHE

N450
440 IFCDSOINZ1r-CDSOlTNENcopy=1:UN

TILcopv.1:1010380
450 JW%+1:UNTILJ%)13:NN%=NN%+1:UN

TILNW13:PRINTTAB(0,2)STICCOLOUR3:P
RINTTAB(4,2)1whi1e I deal";;VINE:PROC
TillIENDPROC

460 DATA 09,H4,CJ,ST,CT,D6,S5.94,CA
,SA,D3,59,HK,HO,H8,D8,9MA,C9,DT,DK,
S3,SK,H9,H7,DA,SJ1C3,SCI,D51H3,H2,C4,H
J,H5,D2,C5,NT,C71981H6,C6,C8,S7,C2,04
,S2,CK,CO,DO,07,DJ

470 DEF PROCPC=1:M:214:VDO:PR
OCcd(plcdpo%1:6COLO,CLMOVEXX%1204M
-56:PRINT;LEFTS(CDS(p1cdpa).1/:MOVEX
X1+25,YMPRINT;RIGHTS(CDS(plcdpoL,1
1:SCOL0,2:MOVEXXX+25,64:PRINT;p1cdpo7.
:p1cdpe.olcdpoX+1:VOU4:ENDPROC

480 DEF PROCBO:PRINTTAB(0,01STS:COL
0UR3:PRINTTAB(0,0)"Put 2 cards in cri
b":C0L0URI:VDIMPRIN1TA0(0,2)"Card Na
.1 : -  ";:1NPUTNo1:IFNo1(I0RNo1)6THEN4
80

490 VDU5,11310,0:y%=96:plam((No1420
0)-200)+80:PROCCF(p1x%1)074:VDU25,4,(p
1x%40);64:127,4

500 PRINTTAB(0,2)STIS:COLOUR2:0117:
PRINTTAD(0,2/"Card No.2 :- "01NPUTNo
2:IFNo2=No1 ORNo2(1 ORNoNTNENPRINTT
AB(012/STRINGS(19," "):6010500

510 VDU5,16,010:),%=96:p2aWNO24.20
01-200)+80:PROCCF(p2a,M:VDU25,4,(p
2x%+80);64;127,4,17,1

520 Sone7.(N011.99:Sone%1No21=991PRI
NTTA8(0,01STS:PRINTTAB(0,0)'P1ease wa
it while 1":COL0UR2:PRINT:PRINT" thro
if mine in too';:PROCCP

530 B0X1(1'2CDS(No1)i80XS(2):CDSLNo
21:BOXS(5)=CDSi71:CDS(18)=CDS(7):CD%1
18/=CD%(7):CMCDU181=CMCD%(7)

540 PRINTTA8(0,01STS:PRIN11A8(1,1)°
OK, I have chosen.":VDU7,5,18,0,0:y%
7361clx%a((NUM14200)-200)+80:PROCCF(c

720 DEF PROCFRO%,TU:LOCALM%0%,J7.
,K1I:FORKORTOTI-3:FORM2H%fIT0T%-2:F
0RJ%21%fITOT%-1:FORKW%fITOT%

730 IFFVR2OTHEN IFCHCD%041+1*CHCD%
(17.)ANDCMCD%(1%1+18CMCDW7.)ANDCMCD%!
J11+1=CMCDMUTHENsazsc7+4:FRR=1

740 IFCH(14)+CDUI7.)+CD10%)+CDVK

1a,y%/:c2KWENUM24200/-2001/801PROC
CF1c2xLy%):PROCT(1):VDU4:ENDPROC

550 DEF PROCWHOFdeal%0-11HENSTART
S=NAMES ELSESTARTS."computer"

560 PRINT1A100,01STSIVDO:C0L0UR21
RINTTAB(4,0'Starter card'oPROCT(11:
VDU5,18,0,3:PROCST(* "):VDU5,25,4,110
0;536;:IFLEFTSICDS(7),11.NEARTS ORLEF
TS(CDS(7),112DIAMONDSTHENSCOLO,1 ELSE
OCOLO,0

570 PRINTRIONTS(CDS(7),1):V0U2514,1
095;4880PRINTLEFTCCDS(7),1):VDS:PR
INTTAB10,01STS:IFCMCD%171211THENPROCs
d:PRINTTAB(0,0)STS:PRINTIA0(0,1)"Two
for his hee1s:PR0CT(2):Jack7.:1 +

Cps(211jack%.0
)

580 IFOeal7.=IANDJack%.1THENPR0Ccs(2
ELSE IFdeal%:TRUE ANDJack%:1THENPRO

590 V0117,5,18,0,2,25,4,80;512;;PRIN
Tlame totale:PROCGT:VDM:ENDPROC

600 DEF PROC61:VDU5,18,0,0,25,41920
;512;127,127,18,00125,4,800;512;:PR1
faltotaIX:VD04:ENDPROC

610 DEF PROCSE:A%=8:8%:11:FOROX.IT0
3:PROCAL(A%,8D:PROCSICA7..W:PROCCCi
0%+7.0%+101:KP%(0%1=set:PROCAL(A1/4,8%4
:A7.74%+1:8%4A+1:NEXT:PROCKP:IFkid7.=0T
HEN44%=RND131 1

620 IF10%=ITHENDOXS(31=CDS(12):DOXS
(41=CDS(131:NUM1115:NUM2.6:A%=8:8%:11

630 IF07.=2THEN8OX$13/=CDS(8):BOXS( 1
44=CDS113/:NUM1=1:NUM2=6:A%:9:8%;12

640 IFko%4THENBOX1(31=CDSi8):130XS(
4).CDS(9):NUM1:1:NUM2=2:A%:10:1117.=13

650 ENDPROC
660 DEF PROCT(t):F0RT:IT015004t:NEX

T:ENDPROC
670 DEF PROCCOMM:FVR20:FRR:0:s

c7.4:PR0CFRILTU:PROCTM(87.,%1:PROC
TW113%,TU:PROCPRIR,TUIPROCSM(2%,T%)
:ENDPROC 4

680 DEF PR0CFV1H,TX1:LOCALM%,1%,J7.
,K%,MFORM%.78%TOT%-4:FORIX21.1%fITOT%-
3:FORagl%+ITOT%-2:FORKWX+110T%-1:F
ORL%43+1TOT%

690 IFCMCDUMX1+1=CMCDMANDCHCD%
II%1+1:CMCDUMANDCMCDX(.170fl=CNCDU
K%1ANDCMCDUK%1+1=CNCOVLUTHENsc%:sc
14+5:FVR:1:FRR=1

700 IFCD%01%)+CD%(1%)+CDUJI1+CDX(K
%1+CD1(LX)=15THENsc%.sc%+2

710 NEXT:NEXT:NEXT:NEXT:NEXT:ENDPRO

f
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%1815THENsa=sc2
750 NEXT:NEXT:NEXT:NEXT:ENDPROC
760 DEF PROCTHISW%):LOCALHX,R,J%

:F0RK=HT011-21FORU=K+ITOTX-1:FORJ
1.1%+1TOT%

770 IFFRR:OTHEN IFCHCDUHX)+1=CHCD%
(1%1ANDCHCD%(1%)+1:CHCD1W11THENsc%:s
c%+3

780 IFCDUH%)+CDMID+CDUJX):15THE
Nsc%:sc%+2

790 NEXT:NEXT:NEXT:ENDPROC
800 DEF PR0CTE8X,TD:L0CALH%,1%:F0

RH%=8XTOT%-1:FORIZIcH%+1T07%
810 IFCD(H%)+CD%(1%):15THENsc%=sc%

+2

v

820 IFtotal%+CDX41%1=15THENfifts%41

830 IFtota1X<DICI%1=15THENfiftn%=1

840 NEXT:NEXT:ENDPROC
850 DEF PROCPR(8%,T%):LOCALHLIZ:F0

RHX=BU0T%-1:F0RII=HX+1T0T%
860 IFCHCWHI)=CHCDMI%1THENsc%=sc

Z+2:ftpr%:H%
870 IFCHCOVH%/=CHCHODTHENpair%=

H%
880 IFCHCO1%):CHCROUTHENpair%=

I%
890 NEXT:NEXT:ENDPROC
900 DEF PROCSM(13%,T2):saseW:LOCAL

II:FORIX=B7.TOT%-2:1FIEFTS(CDSCIX),11=
LEFTS(CD$(1%+1),1)THENsame%=sameX+1

910 NEXT:IFsaseWTHENsc%=scX+4
920 IFsaseX:3ANDLEFTS(CDCTI),11:LE

FICCDUBU,11THENsc%=sail:ENDPROC E
LSEENDPROC

930 DEF PROCJI08%,T%):LOCALII:FORI%
=11%TOTX-1

940 IFRI6HTCCDS(1%111):"J'ANDLEFTS
ICD4(111)=LEFTS(CDS(1%),1)THENsc%ms

950 NEXT:ENDPROC
960 DEF PR0CIWORS=50T0100:S0UNDI,

-101S,.7:NEXT:ENDPROC
970 DEF PROCS14(1)%1t%):LOCALK1N%:F0

RN%sb%T0t%-1:FORN%:H%+ITOWIFCHCHCM
%)(=CHCDX(NZ)THEN990

980 tempZ:CHCH(11%):CHCHOW*CHCD%
ftG1:CHCDUNX1.tempX

990 NEXT:NEXT:ENDPROC
1000 DEF PROCKP:sk%=0:kpI20:F0RIZ:IT

03:IFKP%(1%))nk%THENAWP%(1%):kpZ=I

1010 NEXT:ENDPROC
1020 DEF PROC8N:PROCAL411,611:PROCC8

(4%1BU:1aidX=1:IFdeal%s-ITHENPROCFM:
1aid%=2 ELSEPROCPM:1aidZ:2:PROCNM:1ai
d%•=3
1030 PROCPM:ripair%801IFpleogo%=0THEN

1aidNaidZ+1:IF1aid%)3THENPROCrn:IFg

otrus%>=3ANDgotrunnelcorun%THENPROCp
sigotrun%):plcorun%=gotrun%
1040 IFtota1%231THENcorp%:2:60T01140
1050 IFccinogo%=0ANDe1sogo%=1THENcorp

%=1:80101070
1060 IFtota1%01PR0C0D:IFpoint%=I1HE

NPROCps(111point%=0:60T01140
1070 PROCNM:npair%=0:IFcpsogo%=0THEN

1aial1aid%+1:1F1aid%)3TNE4PROCrn:IF9
otrun%=3ANDgotrunUelcorus%THENPR0Cc
s(gotrunI):plcorun%:gotrun%
1080 IFtotal%=3)THENc0rp1=1:60T01140
1090 IFp1%24ANDcenocoX=ITHEN1060
1100 IFp1eogoWANDconogoX=1THEticorp

1=2:60101120
1110 IFtota1%(31PR0CCID:1Fpoint%:ITHE

NPROCcs(1):pointX=0
1120 IFe1nogo%20ANDp1(4THEN1030
1130 IFcpnogo%=0ANDco%<4THEN1070
1140 PROCPS:PROC6N:pinogo%=0:cpsogo%

=0:plcorus%=0:laidl=1:apair%=0:copr%=
0:p1prX:0:CHCO%(11%)=0:npair%=1:totall.
=0:PROCST:FORCI=I108:run%1CZ)=0:NEXT
1150 IFpl%=4ANDco%=4THENcorp%:3
1160 ONcorp% 60T01030,1070,1170
1170 PROCP6:PROC6N:C0LOUR3:PRINTTABC

0,01STS:PRINTTAB13101411 cards laid
:COLOURI:PRINTTAS(5,2);1- scores -I:V
DO7:PROCT(2):PRINTTAB(0,01STS:plcdpo%
:1;PROCCD(01:6COL0,0
1180 PR0CCF1p1x1,96VD05,25140p1x%

+801;64127:PROCCF(p2x%,96)01DU25,4,(
p2a+801;641127,4:PROCFC(1448481:PROC
1(11:IFdea1%=ITHENPROCPF ELSEPROCCT
1190 total%=0:PROC8L:PRINTTAB(0,0)9T

AI
.  J
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4:COLO1JR3:PRINTTA8(0,1)"NeKt qae sta
rting";:VD117:PROCRCODU5,18,0,0:PROCC
F(1079,421):VDO4:1Fdeall=-ITHENPROCUp
ELSEPROCDN
1200 PROCT(2):deal%=-deal%:ENDPROC
1210 DEF PR0CC6ta%4):1Fa%=8 c%:6:0

%:13
1220 IF aX=9 c%=5:0%:12
1230 IF a%=10 cX=4:01:11
1240 FORI%=aXT01:1%:CDS(1%+c%)=CDS(1%)

:CDDII+c%)=CDZ(11):CHCIMIX+c%)=CHED
%UV:NEXT:WPM
1250 DEF PR0CFM:sesno%=nessol+1:C0LO

ORI:VDP:PRINTTAB(0,0)STS:PRINTTAD(1,
))"Co3puter to move6;:PROCT(1):checla
=0:firsa=14:REPEAT:IFCIA(first%)(5T4
ENrunl(1aid%CHCH(first1):PROCCL(fi
rstX):check%=1:first%:17
1260 4irstWirst%+1:UNTIL 4irst1)17

:IFchecla=1THENENDPR0C
1270 ftprX:01PROCPRI14,171:IF4tpr%)0

THENrusUlaid%)=CHCDX(itpr%):PROCCLI(
torl):ENDPROC
1280 11=RNDi41+13:runX(laidX1=CHCD%1

LU:PROCCLUXIENDPROC
1290 DEF PROCNIfilFco%:4 OR cpsogo%=1

THENENDPROC
1300 C0LOURI:VOL17:PRINTTAB(0,0)STW

RINTTA8(1,11"Computer to sove";:PROCT
11):nesso%=newria41:nexcd%=0:fiftrIX:0
:pair%=0:thiscdX:cpprecdX:prdrp%:0:IF
totalX<I5THENPROCTIC14,17) ELSE1330
1310 IFfi4tn%00THENrus%Claid%)=CHCD
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DEPT. CG1,
18 HAZEINIERE RD,
STEVENAGE, HERTS
SG2 8RX.

BBC 'IV
(all OS)

ELECTRON
BBC 'B'  (all OS)

BBC 'B'
(all OS)

QUAL- SOFT
NEW GENERATION LEISURE SOFTWARE

QUAL-SOFT comments:  In 1982/83 it was only necessary to throw together a few WC code routines, record
them on a cassette, produce a flashy cassette insert, and it sold, But as we approach 1985, BBC users have become
much more discriminating in their choice of software. Customers demand something more satisfying than a few
hours o f  high adrenaline action. They demand, not hours, but  tens of  hours, even a hundred hours plus, of
"playability". They demand that the program challenges their intellect and not just their reflexes. They demand
QUALITY games. For the 84/85 season: for these customers. QUAL-SOFT is proud to offer these games:

"DIVISION ONE •85" and "SOCCER SUPREMO- are direct descendants of the 1983 game "LEAGUE DIVISION
ONE", but they are a significant advance on what was described as "by far the best game for the BBC Micro". They
are soccer management SIMULATIONS' Soccer management i s  about ASSESSMENT: assessment o f  the
Opposition strengths. of your players and their 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 unique
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 i s  a  2 N D  G E N E R AT I O N  soccer  management  S I M U L AT I O N ,  n o t  an  exercise in  menta l
arithmetic!!!

DIVISION ONE '85'
This is an uncompromising strategy/tactics simulation, it will test to the full your knowledge of the game and your
ability to use i t  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, wil l  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

SOCCER SURE

STEV (0438) 721936

Soccer Supremo has been improved over the original game in the direction of a much more realistic ••313-. 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.

COMBO OFFER. Telephone conversations, and orders, have shown that customers find it very diffcult to choose
between the two games. Our COMBO tapeidisc otters you both games for just the price of one plus (3 .  (12.95 or
E 1 5.9 5.
PREVIOUS OWNERS. Send in your ORIGINAL tape/disc of LEAGUE DIVISION ONE. with manuals, and receive E7
for your tape or E9 for your disc, discount against any order for the above gamelsi.

All orders DIRECT SALE.
Orders by post delivered
in 3/4 working days.
ACCESS telephone
authorisation 1/2 days.

PORTFOLIO
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 . 0 0 0  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 different 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 las against
BASIC statementsl.

TAPE D I S C
£9.95 0  DIVISION ONE'85' 0  E12.95
E9.95 0  SOCCER SUPREMO 0  E12.95

E12.95 0  COMBO, DIV.t+ SS 0  E15.95
E9.95 EJ PORTFOLIO 0  £12.95

Soccer Supremo: ELECTRON or BBC

TAPE E9.95
DISC E12.95

(all inc.)

TAPE €9.95
DISC E12.95

(all inc.)

TAPE £9.95
DISC E12.95

(all inc.)

Name:
Address:

Card No:
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From Page 63
1(fiftn%):PR0CCLififte411PR0Ccs(2) EL
SE1330:IFC0Sififtn%)=COSinUTHENPROCc
02)
1320 60T01430
1330 PROCPR(14,17):1FpairlO0THEN IF

tota1%+CIMpair11<=31THENrunUlaidX).
CHCRIpain1:PROCCL(pair71):PROCce(21:
apairl.apair%+1:ordrp1=1ELSEapair%.0
1340 1Fapair).2THENPROCcs14)ELSE IFa

pair1=3THENPROCcs(10):apair%.0
1350 IFordrpX.ITHEN1430
1360 IF1aid%<=2THEN1400ELSE4indrora.

0:10..14
1370 REPEAT:IFCMCDX11p/MITHENrunX1

laidX1.CMCDUIpl1 ELSE1390
1380 PROCrn:IFootrun%).3THEN 1Ftotal

Z+CDX1IpX1(.31THENrunMaidZ).CMCD%11
41:PROCCL(10):W.17:4indrunZ.1
1390 Ip%.1p%11:11NTILip%)17:IFfindrun

1.1THEN1430
1400 FOR1%.14I017:1Ftota14fCMIW.

31THENnexca.ILII.17
1410 NEXT:IFnexcgOOTHENrunUlaid%)

.CHCR(nexca):PROCCUnexcd%):60T0143
0
1420 VIDU4,7,18,0,1:PRIMITAB10,01STS:

PRINITAB11,11"Sorry - can't go!":nesn
ol.newna-1:cpnoga.1:PROCI111:ENDPRO

1430 IFp1noga=1ANDnpa1lls0ANDRI6HTS
1CDSithiscdX),11.RISHTSCCDS(cpprecd%)
,I)THEMPR0Ccs121:coprX.coprX+1:1Fcopr
%.2THENPROCcs(4)
1440 IFp1t.4ANDnpairX.0ANDp1fini.IAN

DRI6MIS1CDS(thiscd11,1)4118HIS1CDS(cp
precd%),1)TMENPROCcs121:copr%.copr7.4.1
:IFcopr%.2IMENPROCcs141
1450 IFtota1%.31THENFR0Ccs121:cpnogo

1460 IFolt=4 p141nX=1
1470 ENDPROC
1480 DEF PROCCL(twoeta)Itotal%.tota

It+CDICtmoetc7):PROCLA(twoetc%,736)1C
MCDX;twoetc%).nemna:CIAltwoetc().new
noW2Vco%)..twoetatcpprecd2=tooetcX
:camcg4.1:PROC8I:ENDPROC
1490 DEF PROCP11:1Fo1Z.4 ORpinoga.IT

HENENDPROC
1500 PRINTIA8(010)STS:VD1J711713:PRIN

TIA1318-(LEN1NAMES1/2),0)NAMES;:COLOUR
2:PRIN1' tetPRINITAD11111"enter card
number":PRINT" or';;COLOURI:PRINT"'S

"1:CO10UR2:PRINT1if can't go'osFX21
,0
1510 11$.6ETS:IFN16IORNWeTHENp1n

oga=1:EMDPROC
1520 n%.,VALIMS):IFnI(1 0RnD6INEN150

1530 IFOon(n%).99THENPRINITABCO30)

91S:COLOURI:PRINTIM0111°Sorry-alrea
dy gone"1:0117:PROCI(2):60I01500
1540 IFtota1%‹111(n1)>311HENCOL0ORI:

PRINITAB(0,0)STS:PRINTIAE(0,1)1orry-
sore than 31";:VD117:PROCI121:GOT01500
1550 IFcra.OTHEM1590
1560 IFnpair11.0ANDRIOHISICDS(n%),11.

RIGHTS1CDSIMicol-11)111THENPROCps12
):apairY..apairVf1ELSEapairI.0
1570 IFipair%.2THENPROCos141ELSE

pairWTMENPROCes1101:apairX.0
1580 IFcg=4ANDnoairX.OANDcp4101.1AN

DRIGHTS(CDS(n%),1).RIGHTSICDS(p1precd
U,I)THENPROCps121:plprImplpr%+1:1Fel
prI.2THENPR0Cps(4)
1590 IFtpnogo%=1ANDnpair1.:0ANDRIGHTS

1CDS1nZ1,1).RIGHTSICDS(olprecdn,l)TH
ENPR0Cps12/:plprV.pler7J1:1Fe1pr4.2TH
ENPR0Cps(4)
1600 IFtota1)14CD/(ra).15THENPROCps12

1
1610 IFtota1ViCDI1nt).31THENPR0Cps12

1:cenogoX.1
1620 tota17.ttotal11+CDVW:PROCGT:X1

%;p1U.((11%*200)-200)+80:VOU5,25,4,(X
1711p1%).1.80);64;127,4:p11.p1X41:Sona1
nX1.99:plerecaza:IFcot.4THENcofIraz

1630 runUlaidX)=CHCRInV:ENDPROC
1640 DEF PROCODI1Fcpnogol.IANDp1%.4

ORunoga.IANDelnoga.ITHENoolnall:E
NDPROC
1650 IFcca.4 ANDp17..4 ORco7..4 ANDoln

ogoV.ITHENpointX=1 ELSE ENDPROC
1660 DEF PR0CLA(posLYYZ)
1670 XXX=Mpos%-0X)42001-2001+80:VD

115,1810,3:PROCCF1M,Y)A1:PROCcdipoi%
1:VDO25,4,00121.241;1ra+1201.06COLO,C
LPRINTRISHIS1CDS(pos%),111VDLI25,4,01
)34241;(Y4454)::PRINTLEFTS(CDStoosX)
0):VDU4,18,013:ENDPROC
1680 DEF PROCPM:MHX.I:LOCALMFORI%.

IT06:1FIXONol ANDIWNo2 THENCDSIMMt
1=CDS1111):1411X.41%.11
1690 NEXT:C0$(5)=CDS(7):ENDPROC
1700 DEF PR0CP6:VD0,18,010:L0CALII:

FORI7.:OT0o1X-1:PROCCFCX1111)11,961:NEX
I:VDO4:ENDPROC
1710 DEF PROC8N:VD141113,0,0:LOCALM

FORIV4I0col-1:x2%.1((X2X(M-0%)4200
)-200)480:PROCCF1s2%,7361:NEXT:VDU4:E
NDPROC
1720 DEF PROCceIpointst):VD15118,0,2

OVII:REPEAT:IFPOINT11008,5501.2THENV
DU18,00
1730 MOVE ABS(C111%),CYMPRINT ",":I

FCXMX.48THENCXMI,:-CSM7+321CYM%2568
1740 IFABSICIMI1.976ANDCYMV.568THEN

CXMI.1008:CYMX.600
1750 SOUND1,-121RX*24.50,2:PROCT(.3):

IFPOIMI(1008,582)=ITHENPROCcn11,6881

1760 IFPOIM7(1008,550).1THENPROUN("
The cosputer')
1770 MaCSM/1-32:RVildf1:LINTILRDpo

Ints%:VD114:ENDPROC
1780 DEF PROCSCOMM:PROCAL(A,TX)

:PROCSN11n,11);FVR.O:FRR.O:s0.0:PROC
FYIBX,TX):PROCFR(BI,IMPROCIMIX1IX)
:PROCTM(Ea,M:PROCPR(N,TX):PROCJK1B
I,T%):PROCSM113%,111:ENDPROC
1790 DEF PROCCD1FV:FORx%.80T01080ST

EP200:41t736:1FRz0ANDam80 ORFWAND
a.1080THEN9COL0,0:PROCCF(a,M:6010
1810
1800 6COL0,3:PR0CCF1a,yX)
1810 1FF121THEN6COL0O:PROCCK(xX,y%)
1820 9COL0,3:y%.96:PR0CCF(x,0):PR0

CPC(x%):NEXT:ENDPROC
1830 DEF PROCps(scoreX):VD115,18,012:

RX.I:REPEAT:IFPOINT11008,422;=2THENVD
U18,0,1
1840 MOVEABS(PX/1%),PYMX:PRINT ".":IF

PM.48THENPXM7..-PXM%+32:PYM%.440
1850 IFPXMX.48THENFIMX.-PSMX432:PYM%

.440
1860 IFA9S(PXMI)2976ANDPYMX.440THEMP

)01%.1008:PYM.472
1870 SOUND2,-12,100-K*212:PROCTI.31

:IFPOINT11008,4541.1THENPROCcn(2,320)
1880 IFPOINT11008,422)=ITHENPROCWW

AMES)
1890 PXMI.P1M-32:RW7+1:UNTILRX>sc

org:VD114:ENDPROC
1900 DEF PROCFC1IC7.0q):LOCALIX:VD115

:F0R11.280T0880STEP200:PROCcd(ICU:GC
010,C1:MOVE IX+25,yX-56:PRINT;LEFTS1C
DUIC11,11:MOYEIX+25,yX:PRINT;RIONTS1
CDCIC7.1,1):ICV.ICZ+1:NEXT:VD04:ENDPR
DC
1910 DEF PRDCUP:VD15,18,00.25,4,110

5;320;9,127,25,4,1105;688;230,7,4:END
PROC
1920 DEF PROCDN:VD115,18,0,2,25,4,110

5;688;9,127,25,4,1105;320;230,714:END
PROC
1930 DEF PROCRC:VD115,18,0,0:FORa.80

TO1080STEP200:y%.736:PROCCF10,yMy%
.96:PROCCF6a,“):VDO25,4,(a+96);64;
127:NEXT:V0U4:ENDPROC
1940 DEF PROMOS)
1950 PROC8L:01.14,17,11PRINITAB10,01S

TS:PRINITAB110-(LEN(13)/2,01 WS:COLD
02:PRIMT:PRIMTTA113);"is the winner,
1;:r1%.1:VD115:REPEAT:FORIX.II03:VD1118
,0,1%,25,4,9701512;1226+1%):PROCmd:NE
XT:VDU25,4,1034;5121127
1960 PROCI1.21:71W1V.1:UNTILTIW:

VD114,1713:PRINITA8(0,0)STS:PRINTIMI
,0)"Would you likel:COLOUR2:PRINTIAE
2):"another game of":COLOURI:PRINITAB
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For
SSC 32k

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.

Software
Avullitible now at all good computer shops or direct from

DYNABYTE SOFTWARE
PO Box 1 0  Barnsley S.  Yorkshi re

0226-287707

PHILIPS 14"
COLOUR
TV! MONITOR
E235incv,

Post to. VIGLEN COMPUTER SUPPLIES

Please send me ( c i t y )  Philips TV,
VIGLEN COMPUTER SUPPLIES or debit

Name

Address

DYNABYTE

TV/Monitor (resolution better
than 585 x 450 pixels. Dot•to-

dot distance .85mm)
(TV only: E185 Inc VAT)
As a company we chose the Philips because we believe it to
have the clearest picture as well as being the Iciest value.
Take our word for it, or come and see tor yourself.
EASY ON-THE-SPOT PARKING. AND IT'S FREE!

V i 5 l e r k  P l u s  E8 ca a g eC O M P U T E R  S U P P L I E S  r r i
and packing

Personal Service & Quality coupled with Wholesale Prices,
Unit 7 Trumpers Way, Hanweil, London W7 20A.
Telephone: 01-843 9903.
For special attention to your orders or enquiries concerning
MONITORS. PRINTERS, COMPUTERS, DISC DRIVES,
ring 01-843 9903 NOW or fill in the coupon below

SPECIAL
OFFER TO
READERS

AN 5 games •
roimeosen"-.

on d i sc .  4 0  truck
or 80  (neck.
Just f 2 9 , 0 0

1.011
Ses NEW e Ilessr

SAE for catalogue.

Disc versions available, f r P A .  24)

Of t  S  hin,.. a t h c k t 4 7-::9-,:e.:,.9,-,D,,-0411:/nt - l a )  f  ore, „ .  e  no,„ ....y .-be,„• .,,,l1, .  ir?,„ 0 . .  ,-5,5.

same price for
Mail Order only

P I  1 f s  a / h e  (- e e  h a'scle c  ' th r k l  0 l e p
&NI r  as ,  eke i.„_. brio_.s.
fn4,. 4144,7; 00 on gorpotiet ,..t,unk

• ,e, cook, _eteion,••__,011 programs require 0.5. 1_2 )

Please state BBC or Electron when ordering and include 50p P&P

• UNIT 7, TRUM W A Y ,  sAlgYn,aHtuArNeWELL, LONDON W7 20A.

,Mon i to r  at £243  each.  i enclose Cheque/P.O. for E

my ACCESS., BARCLAYCARD No
M A  •

4:16,1 c,o,

e91111441:—A1041411 sz:11 c1)-17 r:et°e1E1;eer:a:li
hi30his„0hlhcler4.1'het,

rif? r o e
ts r

c '5tre -'411) k c h i r  r h e

°ea's, 1, t o  4 , - , 6

e-et?t afro, e i /  „

f e e t  / 3  c _

- O f /  •

ute o , '

e t t e

k0-11; 3 : 11 : : 0 1 : 1 : 7 /

tie° eso "'ate 11)745
610-1".'19 t o o  /Ott % t r .  ao• 6 .

o e k  t e S
J)e- r e

c o o  u o t t „ . •

4 . 0 A b a  4Z1t7
,,, • r s l y t e A Dht e

tb,'? t k c i r e o ,  „ . • , "  toffee
0„ otro.. , „ ,

sos w i t ? , r ) o , „ ? '
1:6 ,  /

'.77/.1.0cLo er • - inc , ,
'1?1,01, w o v.  ore or? 'oatioti

t  te,„ :41;e0 se ;0?,11149:c eft e02:41:rsole floor('

8pe

1,6

" r a t e o p e  i l v e r l t i o „

•  Easy to carry •  L ightweight  •  Spark l ing p ic ture in seconds  •  Reliabil i ty and
performance excellent •  Headphone Socket can also be connected to tape
recorder. Loudspeaker mute switch •  Retractable carrying handle
•  Monitor/TV selectedby switch •  Includes RGB lead
connecting direct to your BBC Micro.. Philips Model No. 14CT 2006/05T

trJ1Erria

made out to



From Page 65
i3);"cribbage -  1Y/N).;:yn$=0ET$:IFyn
$(>":"THEN END ELSE 80070
1970 DEF PROCPF:007,17,2:PRINTTABC1

0-(LENINANEE/2),1) NAMMPROCPH:PROC
SC(1,5):IFscDOTHENPROCIcore:PROCos(s
c%):PROCEN.
1980 PRINTTAB(0,115TI$:COL0UR1:PRINT

TAB(6,1)"computer":VDU7:PROCSC(14,18)
:1FscDOTHENPROCscore:PROCcs(scX):PRO
CBL
1990 PROCRC:PROC8X(14,736):PROCSC114

,18):IFscX>OTHENPROCscore:PROCcs(sa)
:PROM ELSEC0L0URI:PRIN1TAB(0,0)514:
PRINTTA8(6,0)411e* it":COLOUR2:PR1N
TTAB(212ny box is empty:PROCsd:PR
OCT(3):ENDPROC
2000 PROCUMENDPROC
2010 DEF PROCCT:VD0,17,1:PRINTTA8(6

,1)"computer1:PROCSC(14,18):1FscVO1H
ENPROCscore:PROCcsfscX):PROCBL
2020 PRINTTAB(0,1)ST1$:COLOUR2:PRINT

TAB(10-(LEN(NAME$)/2),11NAND:VDU7:PR
OCPH:PROCSC(1,5)1IFsc%)0THENPROEscore
:PROCps(sa):PROCK
2030 PROCRC:PROC8X(1,96):PR0CSCH,51
2040 IFscX)OTHENPROCscore:PROCps(scX

):PROCBL ELSEC0L0UR1:PRINTTA8(0,0)ST$
:PRINTTAB(7-(LENINAMEC/2).0) "Sorry
"::COL0UR3:PRINTNANECCOLOUR2:PRINTTA
812,1i"There's nothing":PRINTTAD(3);"
in your box!";;PROCsd:PROCT(3):ENDPRO

2050 PROCT(2):ENDPROC
2060 DEF PROCSX(1Z011:11:1:LOCAL1%;

FOR1Z:NTOZXO:CD$(1%).80X$CTX):TX.TX
4.1:NEXT:VDU5,18,0,3:FORx%=28010880STE
P200:PROCCF(A,111:NEXT:PROCFCHX,Y7„4.
112):ENDPROC
2070 DEF PR0CMN:PRINTTA8(13,2);CHR$1

34;CNR$140"CRIBBA6P:PRIN1TAB(13);CH
R$134;CHR$141;"CRIBBAGE"
2080 PRINTTA8(0,71;CHR$133;"NOTE:";C

HR$131;"Nith the exceptions of enteri
ng":PR1NTTA8(6);CHR$131;"your name an
d boxcard selection":PRINTTAB(6);CHR$
131;"all entries are single key,'
2090 PRINTTA8(6);CHR$129;"At the end
of each game the1:PRINTT4B(61;CHR$12

9;"computer will display the scores":
PRINTTA8(6);CHR$129;"You must then pr
ess a key te:PRINTTA8i6);CHR$129;"co
ntinue."
2100 PRINTTAB(1,17);CHR$134;"Noio ent

er your name-U-14 letters)":PRINTIIN
PUT LINETABUONAME$
2110 IFLENCNANE$1)14ORNANEW"THENPR

INTTA8(0,171;STRING$1199,1 "):VDU7:PR
INTTA8(0,16);CHR$136;CHR$129;"Come on
, please enter correctly!";;PROCT(4):

. . . . . . . . . . . . . . . . . . . . . . . . . . .
. . . . . . . . . . . . . . . . . . . . . . . . . . . . . .
1G g r o h , e ,  - t  stb - - - , - - - - -  * i v

. . . . . . . . . . . . . . . . . . . . . . . . . . . . . .. . . . . . . . . . . . . . . . . . . . . . .

JL

co —ae. rat i t  i n  : 1 1 7  - r  rtIE
L b —

2120 ENDPROC
2130 DEF PROCcdicolV:IFLEFTCCD$(co

1X),11=HE4RT$ ORLEFTCCDCcolX1,1)1111
AM0ND$THENCX=1 ELSECLIO
2140 ENDPROC
2150 DEF PROCcn1c7.0X):VDU18,0,0,5,

25,4,96;14;226;EMDPROC
2160 DEF PROCCP:k0:0:L0CALIX,R,KI,

LLFOR1.4z8T010:FORR=IXIAT011:FORKX4
:Cf1T012:FORLXWOI1013:totnoX=0:C0$(1
4)=CMIX11C0$U51:CD$(JX):CD$(16)=CD
$(1a):CD$(17):CD$CLX/
2170 PROCAL(14,17):PROCSW(14,17):PRO

CCC(14,17):1Fscnkp7THENIX:ILJW7.: k
X=KX:1X:11:totnoX:it4jX42.11LPROCCX:
kpt:sc%
2180 NEXT:NEXT:NEXT:NEXT
2190 IFk0=0THENPROCSE:ENDPROC
2200 CD$04):CD$CiXi:CD$(15):CD$0)

:CD$1161:CDCM:CD$C17)=CD$11:0:CD$1
91=CD$(14):CD$(10)=CD$05):CD$C11)=CD
$(16):CD$(12)=CD$(17):N0M1=1:NUM2=6:A
7.=9:8X=121ENDPROC
2210 DEF PROCCX:IFtotna:38THENBOXII

31=CD$(12):80X$(4):CD$(13)
2220 IFtotnoX=39THENBOX$(3)=C0$01):

BOX$i4)=CD$(13)
2230 IFtotna242THENBOX$(3):CD$(8):13

0X$(4)40$(131
2240 1Ftotna=451HENB3X$(3):CD$(8):8

OX$(4)=CD$C101
2250 IFtotna=46THENBOX$(3)2CD$(8):8

0X$(4):CD$19)
2260 IFtotnoWOANDkX=10THEN8OX$13):

'fie* iv w  4 E l o  la '

CD$11111BOX$(4):CD$(12) ELSE IFtotnol,
:40THENBOX$(3):CD$C101:BOX$(41=C0$113
1
2270 IFtotno2:41AND)%4THENB01$13).0

D$(10):80X$(4)=CD$(12) ELSE 1FtotnoX=
41THENBOX$(3)=CD$(9):BOX$(4):CDC13)
2280 IFtotnca243ANDIX:8THENBOXIt3):C

D$(9):B0X$i4):CD$C111 ELSE IFtotna=4
3THEND0X$(3)=CD$181:80X$(41=CD$021
2290 IFtotnoX:44ANDIX28THENDOX$(3):C

0$(9):90x$141.CD$1101 ELSE IFtotno10.4
4THENDOX$(3):CD$(8):BOX$(4):CD$(1)
2300 ENDPROC
2310 DEF PROCBIADU5118,0,0,25,4,103

21512;127,127,127,127,127,127,127,127
027,1271127,127,127,127,127,4:ENDPRO

2320 DEF PROCscore:PROUL:VDU5,18,0,
2,25,4,80;512;;PRINT"Total Points';:
VDU18,0,1:PRINT;scLVDU4:get=8ET:*FX2
1,0
2330 ENDPROC
2340 DEF PR0Crn:LOCAL1X,R,laigotrun

Xm1:FORIVz11O1aid-21FORR:1%4.1TO1atd
X-1:1FruWIW:runX(,11)THEN2360
2350 run_tempX:rurallX):runMorun

Z(JX):runliMmrun_temp%
2360 NEXT:NEX1:FORKX:I131ain-1:1Fru

nXIK/14.12runW,X+111HIngotrun%ggotrun
PIELSE 1Frua(Kl.1)00THENgotrun%:1
2370 NEXT:ENDPROC
2380 IFERR=25THEN70ELSEMODE7:REPORT:

PRINT' at line No. ";ERLODU23;11,255
;0;010
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THE principle o f  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 8 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.

24--';\-4
-1'4: '; 1-•''' ' K

Red
start

White
finish

8 directions
8 x 7 x 6
I x  2 x 3

* . 4  .-4 .<
/  •
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one possible tile

= 56

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 8 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.

't

4-•

4

White
start

Red
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

Here is part of one possible layout

Spend a nighton the tiles...
but make sure you head in the right direction with

JERRY LANCASTER's game of strategy for two player

showing the start of a game. Red moves
first. He has three choices, tiles 1. 2 or 3:

Red
start

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 o f  a free choice o f  three
directions.

White chooses C, and Red has two
moves possible this time, back up to tile
I 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

le
LiVi,

Red

LD O E
MO   J O

JEML,

(4_i FEU

Interrupt for new board

C 3

• White

LiE

Figure I

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 oil
the board.
•  Any move which does not match one
of the arrows on your opponent's tile.
•  Any move which would put both of
you onto the same tile.

Some tiles are blank. I f  you move
onto a blank tile your opponent will be
left with no legal moves, so in effect you
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.

This option is also available during
play, so that i f  a drawn position is
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. Yo u  wi l l  certainly have to
download it on DFS machines.
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shEN96)

SHAPE%(N%)

TILE%(X,Y)

movelS, move 2$

SHAPE96(‘1%)

SHS

PROCEDURES AND MAIN VARIABLES

DEFPROCinit
This is an entire tile pattern made up
from nine user defined characters and
several cursor moves. all printed as one

A Binary coded nine-digit number
unit.

which describes the tile pattern.
Array which records the layout of the
tiles on the board for a particular game.

red, white T h e  game scores.
I/DE.123,224 to 232 'Ar row'  shapes.
VDL123,234 to 242 N o  arrow' shapes.DEFPROCtileshapes

Cursor movement controls which form
part of each string describing a tile.
Read a s  a  number f r o m  da ta
statements. The  data is written in the
form 111010000.
This is derived from a tile pattern:

sh$019/0) T h e  tile pattern obtained from SHS.MIDS(. • ..) is used to detect the ' I '
which s
DEFPROCboard

X% T h e s e  correspond to the columns androws of the 8 8  board.
Values are used to identify particular
tiles, such as the corners. The remaining
tile patterns are chosen at random using

RND(57).
RED and WHITE are printed on their
start squares using " * "  in  the right
colours.
DEFPROCgame
Used to move each 'man%
Uses INKEY(0) to detect key presses.
Acceptable returns are converted into
values of  196 {TOM i  to  9. 1% then
corresponds to tile sectors 1 to 9.The values are checked

using M I D S ( . . . )  t o
determine the legality of
a move.

If a  winning position is reached a
winning message is  printed in  the
appropriate colour and the game score
is updated.

PROCmoveA
PROCmoveB
I%

PROCIegalmove

PROCwin

bows where the arrow should be.

From Page 68
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V g : : 1 1 1
I S  1 1 = 1

String version o f  SHAPE%(1•49,6).
,

Leading zeros will have been omitted
and need to be replace

54,254,0
400 PRINTTA8(8,14);1Setting up boar

REM U s e r
30 NODE1
40 VDU23,1,0100:0;
60 *MO
70 *F111,0
90 PROCinit

100 PROCtileshapes
110 PROCboard
120 PROCgame
130 C0LOUR2:CLS:80T0110
140 END
160 DEPROCinit
165 ENVELOPE2,2,6,0,0,25530,0,126,0

,0,-126,126,126
170 DIMshS(58)
180 DEMTILEU8,8)
190 DIMSHAPEZ158)
200 red:0:white.0
210 PRINTTAB(7,7WWHICH-WAIT
220 VDU23,224,0,127,67,71,67,81,120

024
230 VDU23,225,0,255,231,195,129,231

,231,231
240 VH23,226,0,254,194,226,194,138

,30,62
250 01123,227,127,119,103,64,64,103

••••••._

36
260 VOU23,228,36,0,129,24,24,129,0,

270 VDU23,2291254,238,230,2,2,230,2
38,254

280 VOU23,230,124,120,81,67,71,67,1
27,0

290 VH23,231,231,2314231,129,195,2
31,255,0

300 VDU23,232,62,30,138,194,226,194
,254,0

310 VOU23,234,0,127,127,127,127,127
,127,127

320 VOU23,235,0,255,255,2551255,255
1255,255

330 VDU23,236,0,254,254,254,254,254
,254,254

340 VOU23,237,127,127,127,127,127,1
27,127,127

350 VOU23,238,255,255,255,255,255,2
55,255,255

360 VDU23,239,254,254,254,254,254,2
54,254,254

370 VDU23,240,127,127,127,127,127,1
27,127,0

380 VDU23,241,255,255,255,255,255,2
55,255,0

390 V0U23,242,254,254,254,254,254,2

dm
410 ENDPROC
420 DEFPROCtileshapes
430 movell:CHRS(8)1.CHRS(8)+CHR$(81+

CHRS(10)
440 •ove2S:CHRS(11)+CHRS(111
450 FORNX:IT058
460 READSHAPEUNU
470 SNS=STRICSHAPEW411
480 REPEAT
490 IF LENUSH$11<9 SHWO'+DIS
500 UNTIL LOWSH$11=9
510 sh$M1.1*
520 FORIam1T09
530 IF MIDS(811$,A%,1)elmsh$LNU=sh

$CNU+CHRS(2234X)ELSEshlitalashl(NU
I-CHRS(2334%)

540 IFAWORAX:6shCN/).5hllND+mov
ell

550 IFAX=9shl(NU:sh$CNX/4move2l
560 NEXTAX
570 NEIN%
580 ENDPROC
590 DATA111010000,011110000,0011110

_!)

iL



W H A T  A  F o u r  classicarcade games

B A R G A I N ,  f o r  less thanE1.50 each
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.

1 4
2 5
3 6

ALIEN INTRUDERS -  With only your
laser for protection you must destroy the
waves of aliens who threaten to engulf
you. PA N Z E R  AT TA C K  Y o u  are a
tank commander engaged i n  vicious
combat against encircling enemy forces.
SNAPMAN -  Guide your man through

Deathwatch Hold the tort ageinst 'combined tank
and helldolgel osin01 I on your positions Fast and
tuna, s - sae ut our most popular games
PliMantlal Belem the computer by mown-Meting
more pails of cards than it can

IllMg Kong Use your helicopter to rescue two
maidens from the Empire Stale building avoiding
a deluge of nicks horn King Kong

Tower of London Ghosts hart broken not of the
Toweli f tordno and laaen the peasure Can you
rescuer it,

Blackjack A lare-toble mutation 01 the casmo
taemunte Can you beat the bank')
Galactic Invaders lbe only thing between you and
imminent destruction by wakes of hostile aliens is
your melon gun A compulsive classic

LJLitIA.X./J• •

the mare as he munches energy pellets
and avoids hostile aliens. M AY D AY A
futuristic adventure! As captain of an
interstellar cruiser you must guide the
sole survivor of a stricken space freighter
through the wreckage of his craft.

E5.95 (cassette! E 7 . 9 5  (disc)

Entities Fast-paced, tun-packed tntranalanaa.
Guide your man up ladders. wading — and digong
traps Pot — the marauding 'tallest
Nita Find Out just how nimble your mind is in MIS
intriguing battle of will against the computer.
Space PAW Desperately lighting all hostile
life-forms. you roust dock with satellitres in
rersanish dwindling lull supplies

Alan intruelets Stumm' oirpOn of the all-titne
Dude h N o  one can resist this classic'

Goblins Ff 01,CS in fairyland I Guide Kaplan the lace
home through0the omits. avoiding the nasty
goblins — a Othghttul game
Gone meshing &orb sanulation 01 a day on the
nikerside This enthralling program will give hours
at enjoyment

Robin oral Marian Medieval melogrona Rene.
Ma id Marian Ir urn I he sheriff. A h i  err nun.
htinon parked game

EECGAL In chaige at the EEDs Petiole Galant
you bake to put some order onto the !mates but
it's not so simple at it bounds
Air Strike You need to Ply Past and Ion for this
dangerous intruit eon into enemy air space.

Please send me.
CLASSIC ARCAGE GAMES

Build your own handy,  act ion-packed
cassette l ibrary o f  these a l l - t ime
Micro User favourites. Only £3.75 per
cassette (three games in each).

BBC '8 Cassette E5,95
40 Track Disc £1.95
80 Track Disc E7,95

Li I  enclose cheque made payable to
Database Publications Ltd.
for E

L.i, I wish to pay by Li Access L i

ACTION
REPLAY! N I

•  11 C it

Visa

Burge! Battles Fast arid lam!, a ,irleo achon,
Dodging an Nalanche of deadly barrels you climb
!maids the Rieanuiiii

Frogs 'a Doge Loved by rung and old alike
Sin,Plt tale Freddy Frog Inr a wale avoiding Fob,
dud poisonous Wits,

Tomlin StuOnify simulation of ten pin hointino
This addictive game voll hold you spellbotind

IIIB E l l e  BIM IIIIO N O  MD n i l  IMP = = = = = =  E N  1M

BBC 'B'
Cassette
E3.75

ACTION REPLAY

No.   E x p i r y  date

Signed

Name

Address

Post to! Database Publications, 68 Chester Road,
Hazel Grove, Stockport SK7 5NY

ast
s u m  = = = = = =  N o  NM RR E i n i = = = M M = I I M E 1 1 1 1 1 1 1  am in
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From Page 70
00,000111100,000011110,000010111

600 DATA110110000,110011000,1100101
00,110010010,110010001

610 DATA011011000,011010100,0110100
10,011010001

620 DATA001110100,001110010,0011100
011101110000

630 DATA000111010,000111001,1001110
00,010111000

640 DATA000011101,100011100,0100111
00,001011100

650 DATA100010110,010010110,0010101
10,000110110

660 DATA100010011,01001001110010100
11,000110011,000011011

670 DATA1010110001101010100,1010100
10,101010001

680 DATA1001101001100110010,1001100
01

01

01

690 DATAI00011010,100011001,1000101

700 DATA010110100,010110010,0101100

710 DATA010011010,010011001,0100101
01

720 DATA001011010,001011001,0010101
01,000110101

730 DATA000000000,111111111
740 DEFPROCboard
750 X1=1
760 Y1
770 CLS
780 COLOUR2
790 1/=0
BOO REPEAT
810 N1=R4D(57)
820 IFX1=1ANOY/21N/058
830 IFX/z8ANDY1.=IN%=58
840 IFXWANDY1=8 N1=57
850 IFX/z8ANDY1=8 N/z57
860 TILE1(11%,Y%)=SHAPE1(41)
870 PRINTOWN/11
880 X/414.1
890 IFIDETRINT:PRINT:PRINT:X%=1:Y1

900 IFXX=1ANDYI=8 C010UR3 ELSE COLD
UR2

910 IFX%=8ANDY1=8 COLOUR1
920 UNTILY1>8
930 X01001:X8=22:Y8=1
940 C0LOURI:PRINTTAUXA,YA1re
950 COLOUR31PRINTTA9(X8,03):41
960 *FX21,0
970 ENDPROC
980 DEFPROCcame
990 REPEAT

1000 C0LOURI:PRINTTA8(27141:1RED TO

MOVE
1010 PRINTTA8(27,12)14ED 'red
1020 C0LOUR3;PRINTTA8127,151:4HITE

"white
1030 PROCeoveA
1040 SOUND1,-15,97,2
1050 IF71=180T01090
1060 COL0UR3PRINTTA8(27,411"WHITE I

0 MOVE"
1070 PROClove8
1060 SOUND11-15,197,2
1090 UNTILM=1
1100 IFXA=22ANDY022red=redf1
1110 IFX8=1ANDY8=22shite=whitef1
1120 COLOURI:PRINTTA8(27,12):1RED

'red
1130 COLOUR3:PRINTTA8(27,15):91HITE

'white
1140 PRINT TA8(4,28)"Press space for
next game'
1150 REPEAT UNTIL GETS:
1160 ENDPROC
1170 DEFPROCeoveA
1180 REPEAT
1190 xvIAlya=YA
1200 I%=INKEY(0)
1210 UN1ILIM-1
1220 IF I1=81 I1=1
1230 IF 1%47 I1=2
1240 IF I1=69 1123
1250 IF 1145 11=4
1260 IF 11=83 1125
1270 IF 11268 1%4
1280 IF I1=90 11=7
1290 IF I%=88 1%4
1300 IF I1=67 IXI9
1310 IFIX=89 2%=1:ENDPROC
1320 IF 11(1 OR I1>9 THEN SOUND1,-15

,33,7:80T01180
1330 PROC1egaleoveIXBIY111
1340 IFI1=-1 ENDPROC
1350 IF IX=1 XA=XA-3:YA=YA-3.
1360 IF I1=2 YOYA-3
1370 IF 11=3 XA=IP3:YA=YA-3
1380 IF 11=4 XAzXA-3
1390 IF I1=5 XA=XA:YA=YA
1400 IF 11=6X4103
1410 IF I1=7 XA=XA-3:YALIA43
1420 IF I%=8 YA=Y03
1430 IF 1%29 XA=XA430A=YA*3
1440 IFX4(1 XA=xa:YA=ya
1450 IFX022 XAsla:YA=ya
1460 IFYA(1 XAzge:YA=ya
1470 IFYA>22 XA=x1:YA=y1
1480 IFXA=X8 AND YA=YB XAzKa:YA=ya
1490 COLOUR2:PRINTTA8(xa,ya);CHRI(22

8)
1500 C0LOUR1:PRINTTAEXA,YA);40
1510 PROCcheck

1520 ENDPROC
1530 DEFPROCeove8
1540 REPEAT
1550 1/zINKEY(0)
1560 UNTILIM-1
1570 xbzXB:yb=Y8
1580 IF I1=80 11=1
1590 IF I1=64 1122
1600 IF I1=91 1123
1610 IF I1=76
1620 IF I1=59 I125
1630 IF 11=58 I/z6
1640 IF I1=44 11=7
1650 IF 1%246 1%4
1660 IF 11=47 I1=9
1670 IF 11289 11=1:ENDPR0C
1680 IF I1(1 OR 11>9 THEN SOUND1,-15

,33,760101540
1690 PROCIegallove(XA,YA)
1700 IFI1=-1 ENDPROC
1710 IF I%=1 X8=X8-30108-3
1720 IF I%=2 Y8=Y8-3
1730 IF 1183 X8=X8+3:Y10Y8-3
1740 IF 1124 1808-3
1750 IF I1=5 X8=18:Y8=Y8
1760 IF I1=6 X8=X8f3
1770 IF I1=7 X8=X8-3:Y8=Y8f3
1780 IF I1=8 Y8=Y8*3
1790 IF 11=9 X84114.3:Y8=Y8+3
1800 IFX8(1 XEIzxb:Y8=yb
1810 IFIB)22 X8=xb:YE=0
1820 IFY8(1 X8=xb:Y8=yb
1830 IFY8>22 X8=xb:Y8zyb
1840 IF X8=IA AND Y8=YA X8=113:Y8zyb
1850 COLOUR2:PRINTTA84b,yb);CHRS(22

8)
1860 COLOUR3:PRINTTABCX8,YEre
1870 PROCcheck
1880 ENDPROC
1890 DEFPROCcheck
1900 IFXA=22 AND YA=22 PROCwin
1910 1FX8=1 AND Y8=22 PROCwin
1920 ENDPROC
1930 DEFPROCwin
1935 SOUND112,4,50
1940 PRINTTA8(27,4);"
1950 PRINTTABI4,251:1The winner t *

f  I

1960 2%=1
1970 ENDPROC
1960 DEFPROCIegalsove(X,Y)
1990 m=(X+2)/3:y=1Y+2)/3
2000 0=101
2010 U=STRUTILE1(m,y1)
2020 REPEAT
2030 IF LEN(3)(9 THEN 100+3
2040 UNTILLENI1$)=9
2050 IF MIDWS,1%,110"1" I1=-1
2060 ENDPROC

72 M i c r o  User Games Special



The best software
value ever!

E7_95
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!

Never before has so much BBC
Micro software been offered for
so little.

Don't miss out-send
off for your cassette
or discs today

Mlle En I= NE = e n    M M M M M M M M M M M M M
Please send ine Games Special
software as indicated here:

I enclose cheque made payable to
Database Publications Ltd.
for f

0  w i s h  to pay by E) Access 11 J  Visa
NO

Signed
Name
Address

Expiry date

Li Cassette f7.95
O Disc A £7.95
O Disc B f7.95

Discs A and B f14.00
•  40 track 0  BO track

N B. No Boman velono.

Poet to Games Special. Database Publications,
68 Chester Read. Hazel Grove. Stockport SK7 5NY
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YAMS is  an  adaptation o f  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
El Throw all the dice again.
D Hold selected disc and throw the

rest.
0  Accept the throw.

After the third throw, you must
accept the dice shown. If you can select
a score from this combination of dice
then you must do so — if not you can
pass.

Once you  have made a  val id
selection, a summary of  your current
scores is shown and the game then
passes on to the next player. It cycles
round all the players until everyone has
had 14 turns — enough to cover all the
scores.

A final score sheet is then shown and
the winner declared.

VARIABLES
AS,ABS,ANS Strings for INPUTS.
A% A c c e p t  throw flag.

Number of selected 'score'.
Bonus.
General variable used in PROCPASS.
Game loop counter.
General loop variable.
Names of players who have drawn a game.
General string used in PROCgot.
Side value in PROCSIDE.
Indicates whether or not you've already selected
a score.
General variable in RUN procedure.
Value of face of dice.
General loop variable.
Face value in PROCFACE.
General loop variable,
Number of dice to be held.
Identity of dice selected to hold.
Seeds random number generator.
Flag to indicate validity of throw.
General loop variable.
General string used in PROCPASS.
General loop variable.
Key used in sort routine.
General loop variable.
General variable in RUN
Number of players.
General loop variable.
Points assigned to a score.
Controls colours.
General loop variable.

a%
B%
b%, BS
C%
d%, dd%
DRS
DS
e%
f%

F%, ft%
FA%
G%
g%
H%
HOS, HO%
ho%
I%
ID%
.1%
JS
k%
K%
N%
0%
P%
P%
pts%
cl%
Q%, R%
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KEYS
Accept a throw

Space T h r o w  all dice again
Hold some of the dice

Once you have pressed H. you are
asked how many dice you wish to keep
and then which ones they are. To select
these, type in the appropriate number
(1-5) of the dice, reading from left to
right. Once selected, the dice has the

procedure,

tistness
Who can get the best score %worn
throwing a set d i c e ' ?  V a r n s
trif JULIA POPofURNIS and tind outl

REPLY%
S%
s%
ss%
SI%
throw%
TT%, t%
T%
t%
to%
U%
V%
WINS
X%
X%
Y%
Z%

letter H printed under it.
When you accept a throw, type the

NAME of the score you have selected.
The ones you require are shown at the
top of the screen. If you can't make up a
score, type PASS and then enter the
NAME of the score you wish to forfeit.

When your score summary is shown
the computer waits for quite a while to
allow you to get a good look at your
scores.

As the game progresses, there are

Indicates a key pressed.
Size of side of dice.
General loop variable.
General variable used in PROCRUN.
Value of side of dice.
Throw counter.
General variables in PROC RUN.
Controls dice moving down screen.
Value of top of dice in PROCTOP.
Value of top of dice.
General loop variable.
Valid flag.
Name of winning player.
Value of dice in PROCTHDI.
Coordinate (x) of dice.
Coordinate (y) of dice.
Delay variable.

ARRAYS
D% H o l d s  value for each of the five dice.
DPOS% Ho lds  starting position for drawing dice on

screen.
hold% C o n t a i n s  dice to be held during each throw.
NAS H o l d s  names of players.
SC% H o l d s  each players total score.
SCS H o l d s  names of scores.
SCSH% Three dimensional array holding scoresheet for

each player. That is, SCSH%(A,B,C) where
A=4score', B=player and C.---status of 'score' A
for player B. C - 0  gives the actual score
obtained; C.1 gives details about that score, that
is, whether available, forfeited or taken.

Lig
tt•

tlsc

tc

Lines

PRO,

PRO

PRCI
PRC

PR(

PRI

PR'
PR4
PR'

PR

PR
PR
PB
PR
PF
PF



on

for
lere
e A
:ore
that

quite 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 o f  the large number o f
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.

PROCEDURES
Main body o f  program. Seeds random
number generator, defines envelopes and
calls procedures to play the game. Turns off
cursor after each mode change.
Prints titles. Asks i f  you want instructions
and i f  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. I t  cal ls PROCTHDI ,
PROCgot, PROCPASS, PROCCHECK.
PROCerr, PROCDEL and P R O C -
SCORES.

PROCCHECK 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.

PROCTRI C h e c k s  dice for a Triple score.
PROCIFKD C h e c k s  dice for a Four Kind score.
PROCYAMS C h e c k s  dice for a Yams score.
PROCRUN C h e c k s  dice for a Run score.
PROCFH C h e c k s  dice for a Full House score.
PROCSCORES Prints the summary of scores at the end of

Lines 10-70

PROCnoPlaYers

PROCINIT

PROCNAMES
PROC PLAY

PROCtot

PROC hi
PROCio
PROCvalid

PROCTPR

Ones
Twos

 A n y  number of ones. Score SCORES

total number of ones (1-5).Any number of twos. Score total number of twos
Threes A n y  number of threes. Score total number of threes (3-15).
Fours A n y  number of lours. Score total number of fours (4-20).
Fives A n y  number of fives. Score tot& number of fives (5-24
Sixes A n y  number of sixes. Score total number of sixes (6-30).

of 60 points.

If you total of scores is 60 or more, you are awarded a bonus score
SPECIAL SCORES

fives. Score 30 of  dice.points.Any two pairs  s u c h  as 2 ones and 2

Any three dice the same. Score 30 to points.Score 40 points.
All dice different, either one f i v e  or two to six.

Four of dice the same. Score 40 points.

Two dice the same, an t h r e e  the same rs and 3 sixes. Scored the other
n i  4 0  points.as each other, such as 2 fou

Any fairly high score. t h a n
Lo S c o r e  total number shown on dice face.total number

Any /ow sco I t  must be higher L o .
re. It must be lower than HiYams s h o w n  on f a c e . Score

F d i c e  ive sixes. Score 60 points.

Two Pairs

Triple
Run

Four Kind
Fun House

PROCDEL
PROCADD

PROCPLTBL

PROCTHDI

PROCDRDI

PROCPLOT
PROCLPLOT
PROCTILT
PROCTOP
PROCSIDE
PROCFACE
PROCSPOTS

PROCHOLD

PROCPASS

PROCERASE

PROC got

PROC MST
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 y o u  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 0 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 i f  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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From Page 75
10 REM ssfs4YAMSsis41
20 REM BY LAIZPURVS
30 REM (C The Micro U r
40 MODE7;VDU23:8202:00:0;:IX=RNDS

-TIME):PROCnoplayers:PROCINIT:PROCNAM
ES:MODE4:VOU23;8202:00:0:24,0:160:12
79:840:191014100,0:CLS:CL8

50 ENVELOPE1,1,-128,127,-128,1,1,1
,75,-50,-1,0,126,0

60 PROCPLAY:MODE7:VDU2318202:0:010
1:PROCADD

70 END
80 DEFPROCnoplayert
90 PRINTTAB:12,83sCHR$141:CHR$136;

CHR$133sCHR$157sCHR$132:1YAMS *sCHRS3
2:CHR$156sCHRS1371PRINTTAB(12,9);CHRS
141sCHR$136sCHR$133:CHRS157:CHR$132:'
YAMS isCHR$32sCHR$156:CHR$137:*FX21,0

100 PRINTTAB(3110;CHR$131rDo you
want instructiontriCHR$134rYiN1:AN

SmSETS
110 IF ANWYITHEN PROCINST
120 sFX21,0
130 PRINTTAB(3,14);SPC(37):TAB(3,14

)1CHR$130::INPUT6HOW MANY PLAYERS 'IP

140 IFPUzl OR PD4THENSOUND09-151
3,10:SOUND1,01172,10:60T0130

150 ENDPROC
160 DEFPROCINIT
170 DIM D(4),SCSH(14,P%-111),NAS(

Pt-I),DPOSV4),SCS(10,SCI(PX-1),hold
V4)

180 9131100
190 FOR C80104:holdX(NU.FALSE:NE

XT
200 FOR NI:0T04:DX(N)m0:NEXT
210 FOR NI=0TOP1-1:FOR 010T014:FOR

04TOIISCSHVO,NX,9UsOINEXT:NEXT:N
EXT

220 FOR dX:0114:READ DPOSVM:NEXT
230 DATA 400,600,800,1000,1200
240 RESTORE2580:FOR lam11014:READ S

Ct(NX):NEXT
250 FOR Ca0TOP%-1:SCVN%)..0:NEXT
260 ENDPROC
270 DEFPROCNAMES
280 FOR N2470P1-1:*FX21,0
290 PRINTTABl0,171:SPC(40):PRINTTAB

(3,16):CHR$129:1WHAT IS YOUR NAME PLA
YER 1:14+1:INPUT,ANS:IF ANSE" THEN 2
90

300 NAS(C)=LEFTCANS,6::NEXT
310 ENDPROC
320 DEFPROCPLAY:CW:REPEATICVM1
330 FORNX4TOPX-1:CLS:PRINTTAB(5,0)

s'O.K.104A$(N%);* you needis
FOR ONT014:IFSCSHVIniC,1/20

THENPRINTSCM4y;
350 NEXT:Al.FAL5E:throw120
360 REPEAT:PROCIHDI:UNTIL AD.TRUE 0

R throwX=3
370 sFX21,0
380 PRINTTAB(0124)OPC(160):INPUTTA

8(5,24)4hat will you take from this
throw °,ANS:1F LEFTS(AN$14)=1PASS1 TH
EN PROCPASS:80T0430

390 f1=0:PROC9ot(ANS)IIFfM0 THEN
380

400 IDWALSEIPROCCHECK:ANS)
410 IFIDWALSE AND 420 THEN PROC.

rr:PROCDEL(50018010380 ELSEIFIDWAL
SE THEN PRINTTAB(5,26):ANW it not v
'lid with this throw1:SOUND0,-15,3,10
SOUND1,0,172110:PROCDEL(500):80T0370
420 PRINTTA8(0124):SPC(160):PRINTTA

8(5,24):10.W:SCSHVal,C,1):1:VOU7t
PROCDELCION

430 PRINTTAB(0,0):SPC(200):TABI0,24
/1SPC(160):PROCSCORES(NACNX)):NEXT

440 UNTIL CD=14
450 ENDPROC
460 DEFPROCCHECK(A$):420
470 IFAWONES'THENalml:PROCtot:PRO

Cvalid
480 IFAWTMOS1THENIX=2:PROCtot:PRO

Cvalid
490 IFAWTHREESITHEN4113:PROCtot:P

ROCvalid
500 IFAWFOURPTKEN424:PROCtot:PR

OCvalid
510 IFAWFIVE5ITHENW.5:PRDCtot:PR

OCvalid
520 IFAWSIXE51THENIX.6:PROCtot:PR

OCvalid
530 IFAWTWO PAIRS1THENaWipts%23

0:PROCTPR:PROCvalid
540 IFAWTRIPLE1THEN488:pttX:30:P

ROCTRI:PROCvalid
550 IFAWRUN'THENa1319:pttP.40:PROC

RUN:PROCvalld
560 IFAWFOUR KIND.THEN4.101pts%m

40sPROCFKD:PROCva1id
570 1FAWFULL HOUSE1THENa11:ptd

840:PROCFHIPROCva1id
580 1FAWHIuTHENaIN12:PROChl:PROCv

a) Id
590 IFAWLPTHENaX0131PROCIo:PROCv

ilid
600 IFAWYAMSITHENIV,14:ptslm60:PR

OCYAMS:PROCvalid
610 IF 430 THEN IDDIFALSE
620 ENDPROC
630 DEFPROCtotta.0
640 FOR HR0T04:IF DICRIlma% THEN J

Ima+M(RX)
650 NEXT:SCSHVaX,R,Olan
660 ENDPROC

670 DEFPROChi
680 44:1F41112AND SCSH1(13,NX,0)3

OTHENFORRWT04:SCSHVal,PIX,0:38CSHV
aX,NX,01+DVRV:NEXT ELSEFORR1a0T041s
%14X+DVRVINEIT

690 1Faz0THEN ENDPROC ELSEIFIV4C
SH1(13,M,0)THEN ENDPROC ELSESCSInia%
,M,0)28CSKW,111,0/41X:ENDPROC

700 DEFPROCIo
710 stm0lIFSCSH1:12,NZ,0120THENFORR

MT041SCSHIlai,K,0/oSCSHVa%,K,Ws
WRV:NEXT ELSEFORRWT04:sX=sl+DVR
XS:NEXT

720 IFIaNOTHEN ENDPROC ELSE IFsl>4
CSHX(12,l4,0)THEN ENDPROC ELSESCSHMa
1.,R,0)21SCSHMal,NX,0)41LENDPROC

730 DEFPROCvalid
740 IFSCSIMaX,11290)g0THENIDWALSE

ELSEIH.TRUE
750 ENDPROC
760 DEFPROCTPROARFALSE
770 IF(DX(0)aD1C1)AND(DX(2)111M3/OR

DX(2)Di(4)OR DV3).DX(4)))0R(D%(0)2
DX:2SAND(DZ:1)=DV3)OR DUI)=H:41OR
DU3l:DV4)))0R(DX(0).DZ(3)AND(DV1).
Di(2)OR DX(1)DX(4)OR 07.(2)21M4MTH
ENV22TRUE

780 IF(DVOS=DU4)ANDOVI).DV2)0R
N(l:DX(3)0R D1i2)111M3D)ORIDX(1)2

DX(2)AND DV3}RIA(4))0R(DX(1)2DU3)AN
D 0U2/4114/)0R(D1:11mDX(4)AND 01(2)
141(3)/THENtarTRUE

790 IFV22TRUE THEN SCSH1(d,t4,0)=p
ts%

800 ENDPROC
810 DEFPROCTRIOWALSE
820 IF(DX(0)20%(11ANDDX:Olon(2)/OR

:DX:11:1M2SANDDVI)=DV3ISOR(DU2)2D
X(3)ANDM:21211(41/0R(D2(3)4V4)ANDD
V3:4X(0))0R(DX(4/4%(0)AND DX:04%
(1)THEN VX=TRUE

830 IF(DX(0)4M1SANDU(0):DX:3)/OR
(DX(1)20%(2)ANDDX(1)4%(4))0R(DX(0)8D
V2)ANDOV0)11%131)0R:DI(0)=DX:2)ANDD
X(0).1a141/0R(DX(12DX(3)ANDE1:1/14%1
41/0R(DUI/cDV3)ANDU(1)aDU0O7HEN
ViETRUE

840 IFYX=TRUE THEN SCSMA,14%,0/.p
tsl

850 ENDPROC
860 DEFPROCFKIMIEFALSE
870 IF(DX(0)8DIMANDOVOMV2)AND

D110/42(3))ORCH(1)20X(2)ANDD1(1)20%
(3)ANDIA(1)41(4))0R(DX(2)=01 (3)ANDD1
(2)01C4/ANDDI(2)4X(0))0R(DM3S4V4
lANDDX13)4X(0)ANDDX(3)2DX(1))0R(DV4
)4X10)ANDDI14).DIMANDDI:414%(2))T
HENV%2TRUE

880 IFK=TRUE THEN SCSHIlaX,NX,0)4
tsX
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OD

IOR
1 mci
OD

40

B90 ENDPROC
900 DEFPROCYAMS
910 IFM01.6ANDIA11).6ANDIA(2).6AN

DM(31.6ANDIM41.6THENSC5MA,K,0).
ph%

920 ENDPROC
930 DEFPROCRUN:0%.0:M=0:tt=0:R.0

:f4%.0:siX=0
940 FORRXBOT04:1FDUR11.1THENK.OXf

1
950 NEXT:IFOD1THENENDPROC
960 FORK.0104:IFDI(H).2THENTTX.TT

14.1
970 NEXT:IFTTWITHENENDPROC
980 FORRX.0104:IFDUR1.3THENtD4P

1

1

990 NEXT:IFtWITHENENDPROC
1000 FORRIAT0411FDX(R1).4THENWU

1010 NEXT:IFFWITHENENDPROC
1020 FORRX.OT04:1FMRD.5THENfasff

X.1
1030 NEXT:IMWITHENENDPROC
1040 FORR%.0704:1FMRX1.6THENtdass

%fl
1050 NEXT:IRONANDssWO/ORIOX.OAN

DssW11THENENDPROC
1060 SCSHX(IX,C,0).ptsLENDPROC
1070 DEFPROCFM:n.FALSE
1080 IF(DX(0).1A(1)ANDDX(0).H(2)AND

DX(3)0DX(0)ANDDX(3).1)1(4))0R(H(1).D
1(2)ANDIMI).1)%(3)ANDDI(0)0DX(1)ANDD
1(0).DX(4))0R(DZ(2).DX(3)ANDDI(2).D%(
4)ANDIM0WD%(2)ANDIA(0).H(1)1THEN
n.TRUE
1090 IF(DV3)21A(4)ANDU(3).1)%(0)AND

Ift(1)(>11(01ANDR(1)4V21)0R(D%14).D
X(0)AND M(4).01(1)ANDIA(2)()D%(4)AND
DV21.1M3)101101(0).DX(1)ANDM(0).D%
13)ANDIA(2)0DX(0)ANDDX(2).D1(4))THEN
in.TRUE
1100 IF(DMII=DX(2)ANDDX(11.1%(4)AND

DU0MIA(1)ANDDX(0).DX(3))0R(D1(0).D
X(2)ANDIA(0).0%(3)ANDH(1)0M(0)ANDD
M1).DX(4)10ROZ(0).01(2)ANDDX(0).DX(
41ANDIA(1)()D%(1)ANDDX(1)41(3))THEN
nsTRUE
1110 IF(H(0).H(2)ANDR(0).D1(4)AND

1)%1110H(0)ANDMII.DX(3)10R(M(1).1)
XI3}ANDIMI).11%(4)ANDH(0)01A(1)ANDD
X(0)=DV21)0R(Dt11).DX(3)ANDHIII.DX(
0)ANDDI(2)001(1)ANDR(2).M4))THEN
VI.TRUE
1120 IFVX.TROE THEN SCSR(aXM,0).p

ts%
1130 ENDPROC
1140 DEFPROCSCORES(NACUMPRINTTAB

(010)0PC(200)
1150 PRINTTA8(0,0):10.K.'iNAS(N7.10

Your torts so far art:1:FORR1.1T014:

IFSCSHURX,14,11.1THENPRINTOCSIRDIP
II:SCSHX(RX,C,01;1,1;
1160 NEXT
1170 PRINTTAB(5,24)0PC(160):TAB(5,2

4);'Your forfoitus:PRINTTAB(5,25):a
0RRX.IT014:IFSCSHMR,1).-ITHEN PR
INT:SCS(R2);°,11
1180 NEXT
1190 PROCDEL(1000):CLSIENDPROC
1200 DEFPROCDELMI:TIME.O:REPEAT:UN

III  TIME.MENDPROC
1210 DEFPROCADD:3%.60
1220 FOR8%.070P1-1:FORK.IT0141SCU6

U.Sa(81)4SCSIWK,61,0)
1230 IFHX.6AND SCU8W.60THENSCUSX

).SCUEIX)413LSCSH110,6X,01.60:SCSK(0
AX,11.1
1240 NEXT:NEXT:PROCKT81.:ENDPROC
1250 DEFPROCPUBL
1260 PRINTTAB(11,0);CHRS(141);CHR$13

3;CHRS(136)0FINAL SCOREP:CHRS1371PR
INTTAB(11,1):CHRS(141):CHR$133;CHRS(1
36); FINAL SCOREP;CHRS137
1270 FORRX.ITOMPRINTTAB(0,3):CHRSI

1351:CHR$157:TAB(5+RI*7,3);CHRS(1284
%);NAS(R%-1):NEXT
1280 FOR8%.1T06:FORRDIITOPI:PRINTTAB

(0,811,3):CHRS(1351;CHRS(157):CHRS133;
SCS(81):TAB(70M7,6X+3):CHRS(12841)
;SCSHME1,11%-1,0):NEIT:NEXT

1290 FORR%.1TOPX:PRINTTAB(0,10):CHRS
135;CHR$157:CHRS1331180NUP;TAIN7+RX*
7,101:CHRS(1284%);SCSHX(0,R%-1,0):01E
IT
1300 F0R6X.77014:FORU.ITOPX:PRINTIA

13(0,81+4);CHRS135:CHR$157:CHR$133;SCS
(61);TAB(741*74P4):CHRS(128.0%);SC
S14(81,1U-1,01:NEXT:NEXT
1310 FORH.ITOPIIPRINTTA8(01624.4):CH

R$135:CHR$1571CHR$1330TOTALI:TA8(70
X17,6144)1CHRS(128.0%);SCUR-1):NEXT
:PROCWIN:ENDPROC
1320 DEFPROCWIN:WINS.":DR1.":K1.01

FORRX.ITOP%-1:IFSCV1(1)(SCURDTHENK%
.R%
1330 NEXT:FORRX.OTOPX-1:1FROaTHENI

350
1340 IFSCURUBSCUlaITHENDRS.DRONA

$(14)0 and •
1350 NEXT:IFDRSO"THENDRI.DRONACK

XI:PRINTCHR$13301t's a draw between'
;CHRS136:CHR$134:DRS:CHR$137 ELSEW1NS
.NAOKX):PRINTTAB(5);CHR$133:CHR$136;
WINS:CHRS137:CHR$134:swins this gm'
1360 *F1210
1370 PRINTCHR$130rDo you want to pl

ay again7':AS.8ETS:IF ASerTHENRUN
1380 ENDPROC
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1390 DEFPROCIHDI:throaathromPl:FOR
dd%20T04:IF ho1dUdd%12TRUE THEN NEXT
ELSE X%aRND(6/0%(ddl)aXI:NEXT
1400 PROCDROIWX21,0
1410 PRINTTA8110,61:1Y a ACCEPT this
throe:TAB(10,7)VH a HOLD some dice

';1A816,8WSPACE a THROW all dice aq
ain'
1420 REPLY%a8ET:IFREPLY%232THENAWA

LSE ELSEIFREPOW9THENADITRUE ELSE I
FREPLYW2THEN ALL-FALSEilFthros%03 I
HENPROCHOLD ELSE SOUND0,-15,3,10:SOUN
D1,0,172,10:80101420
1430 PRINTTA11110,611SPC(22/;1A8110,7

/0PC1191:TA1116,81:SPC1291:ENDPROC
1440 DEFPROCDR01:1Fthrom%alTHEN1450

ELSEFORp%a0T040Fhold%101aTRUE THEN
NEXT ELSE PROCERASEWNEXT
1450 FOR0=0T04:1Fho1d%1WaTRUE THE

N 1560
1460 na750
1470 F0RT%4T05:FORgia11OOSTEP-118C0

LO,q%
1480 naDPOS1101-TI*50:01129,XIIII:

IPROCPLO1:8C0L0,01PROCLPLOTIIFq%a1 TN
EN 8COL0,0
1490 SOUND11192,5
1500 NEXT
1510 FORq%alT00 STEP-1:8C0L0,q%
1520 XPIDP0SZ101-T%$50:VDU29,X%011

:PROCTILT:NEXT:1101-50
1530 NEXT
1540 HaLOP0SUp%1-30010029,X%01:18

COL0,1:PROCPLOT:6COLO,O:PROCOLOT:PRO
CSPOTSCp%1
1550 SOUND1,1,2,5:0X2115
1560 NEXT
1570 F0RIaa0T04:ho1dUk11:FALSEIPRIN

TTAi1k%*6+3,221;"1:NEXTIENDPROC
1580 DEFPROCPLOT
1590 N0VE0ADRANSI,SLPLO185,6%/2,

61/2:DRAW-S%/2,61-6%/21PLOT85,0,6%:DR
A116%,0:DRAWS%,61:PLOT85,61/2,6%/2:DRA
WS112,1%/2:PLOT85,61,0:DRAW-81/2,6%-
6%/2:DRANS112,6%/2:PLOT85,4%/29-8I/2
:DRANSI/2,-5%/21PLOT85,61/2,61/2
1600 ENOPROC
1610 DEFPROCLPLOT
1620 MOVE-S%/2,61-61/2:DRASSI/2,6%/2

IDRAWR,SLMOVES1/2,6%/2:DRANSI/2,-S%
/2:ENDPROC
1630 DEFPROCTILT
1640 HOVE-40,01DRAN-140,01DRAW-71,-7

51DRAN25,-75:DRAN85,01DRAW25,75:DRAN-
75,75:DRAW-140,0:NOVE-40,01PLOT85,25,
75
1650 PLOT85,85,0:110YE-140,000VE-73,

75:PLOT85,25,75:M0YE850:MOVE25,-75:P-•,....,

LOT85,-40,0:PLOT851-75,-751PLOT851-14
010:8COL0,0
1660 DRAW-20,0:DRAW25/2,-175/21:NOVE

-20,0:DRAW25/2,75/211F q%al THEN 8CGL
0,q%
1670 ENDPROC
1680 DEFPROCTOPit111005
1690 IFt1a1THENMOVE10,87:VD1142
1700 IFtWTHENMOYE-30,80:VD042:MOVE

45,9510042
1710 IFtI=3THENMOYE10,860/0U42:MOVE-

32,80:V01142:MOYE44,951VDU42
1720 IFt%a4THENNOVE-25,110:011421WOVE

45,97:01J42:1101/E0,97:VDU42:110VE27,1301
V01142
1730 IFt%a5THENNOVE-27,80:YDU42:110YE

47,100:VDU42:MOVE-2,100:VDU42:1101/E29,
80:0042:10E11,89:VD1142
1740 IFtWTHENW0M-29,76:VD0421MOVE

54002:01142:110VE9,102001142:NOVE2317
6:VD1142:MOVE-12989:1/DO42:NOVE36189:VD
042
1750 1/01.14:ENOPROC
1760 DEFPR0CSIDE41%;00115
1770 IFONI1HENNOVE61,34:VD042
1780 IFIWTHENMOVE49,48:VD0421NOVE7

407:VD042
1790 IFeWTHENMOYE73,70:VOU42:NOVE4

8,-5:VD042:MOVE60,32:14042
1800 1Fe%.4THENN0VE49,45:11/0042:1101/E7

4,70:10011421NOVE49,-5014142:110VE74,20:
VD1.142
1810 IFI15THENNOVE481470D0421NOVE7

3,68:VD042:MOVE48,-3:V01142:M0VE73,181
VD11420101/E60,32:VDO42
1820 IFe%a6THENNOVE48,450D042:N0VE7

3,70:VD1142:NOYE48,20:00421MOVE73,45:
Y01142:110VE48,-5101142:WOVE73,20:VOL142
1830 1/004:ENDPROC
1840 DEFPROCFACEO:VD16
1850 IFg%a1THENN0VE-11,12:VD1142
1860 IF0a2THENMOYE-38,37:VD0421NOVE

13,-14:V1)1.142
1870 IF0a3THENMOVE-38,37:110O42:110YE

13,-140/01.142:MOVE-111120D042
1880 1Fg%a4THENM0YE-38,37:VD042:MOYE

131-1510042:1101,1-381-1510042:MOVE13
137:VD042
1890 IFg%4THENNOVE-38,3711/01142:NOYE

13,-IS:VD02:NOVE-38,-15:VD042:MOVE13
137:0042:MOYE-11112:181142
1900 IF0=6TNENNOYE-38,37001/42010VE

139-15111DU421NOVE-38,-15101.142:NOVE13
,37:0/1421110YE-38,12:VD0421NOVE13,12:
01142
1910 VD114:ENDPROC
1920 DEFPROCSPOTS1141118COL0,0:FOND%

(14%1:IFFAU)6THEN1950
1930 toWND(5):IFtoialTHEN1930
1940 IFtoWTHENSIZa3 ELSEIFtoWTHE

NSIMELSEIFtda4THENSIM ELSESIla4
1950 IFFAW5THEN1980
1960 toWND161:1FtamFAI ORto%a21HE

W1960
1970 IFto%alTHENSI%24 ELSEIFtda4THE

NSIN ELSEIFtda6THEN9I%23 ELSESI%al
1980 IFFAW4THEN2010
1990 toW1D(6):1Fto1FAI ORto%a3THE

NI990
2000 IFta%a1THENSIZa2EL5EIFtoWTHEN

61%26 ELSEIFt0%a6THENSI15 ELSESIN
2010 IFFAW31HEN2040
2020 ta2RND161:1FtdaFA% ORtga4THE

N2020
2030 IFtoWTHENSIZz5 ELSEIFto%a2THE

NSIlal ELSEIFt0%25THENSI%26 ELSESIM
2040 IFFAM2THEN2070
2050 taaRND(6)11FtdaFAt ORtda5THE

N2050
2060 IFto%alTHENS1%23 ELSEIFtda3THE

NS11a6 ELSEIFtda4THENSUal ELSESI%a4
2070 IFFAWITHEN2100
2080 toIaRND15/:1FtdaFA% THEN2080
2090 IFto%=2THENSIZa4 ELSEIFtam3THE

NSI%a2 EL9EIFto%:4THEN81%25 ELSESIW
2100 IMPOSWD-300:0029,X%1Y11:8

COL0,0:PROCTOPItoMPROCSIDE1611;:PRO
CFACE(FAU:ENDPROC
2110 DEFPROCHOLD1M21,0
2120 PRINTTAB10,2410PC116010A8(5,2

4):1Hou eany dice do you want to hold
r:HOSaSETS:HO%aVAL(HOS)
2130 IFHOU1 OR H0%)5 THEN SOUND0,-1

5,3,10:SOUND1,0,172,10:80102120 ELSE
VDU7
2140 FORD00110%s*FX21,0
2150 PRINTTA810,24/1SPC1160WAB15,2

4101hich dice would you like to keep
rihoWE1IPRINTTA810,241:8PC11601:VD
1.17:1F ha(49 OR ho1)53 THEN 2150
2160 ho1d11ho%-49/mTRUE:PRINTTA811ho

%-491$6+3,22101111:NEXT
2170 ENDPROC
2180 DEFPROCPASS:RESTORE258000"111

WisFX21,0
2190 PRINTTA11(0124)0PC1160/:INPUTTA

1115,2414hat will you 4orfeit1,8$
2200 REPEAT:READaltaalafl:UNTILJO

8$
2210 SCSH%lta,N1,11a-1
2220 PRINTTAB10,2410PC116011ENDPROC
2230 DEFPROCERASE14)
2240 1ZaDP08211%1-300:VD1129,XWX;18

COL0,0:PROCPLOT
2250 ENDPROC
2260 DEFPROCgot10$1:RESTORE2580
2270 aa":1:180
2280 REPEAT:READJfibtab2.1:LINTILJO

D$ OR t4,1411F 1141114 AND J$00$ THEN
ENDPROC
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2290 IF SCSMIA,01%,1100 THEN fizS
CSH2(bi,N1,1);PRIN1TAI(0,24);SPC(160)
;1411(5,24)11You've already had this o
neliSOUND01-1513,10:SOUND1,0,172,10:P
ROCDEL1300)
2300 ENDPROC
2310 DEFPROCINSTI*FX21,0
2320 CLS:PRINTTAB(3,3)rThis game i

• for 2 to 4 players.You have five d
ice and you must use this to accrue s
cores (details Itter).You oust also
attempt to get your limber' scoresto
a total of 60 or sore to obtain your
Bonus.'
2330 PRINTrPlaver one throws first

.You have three throws,and after the
first throw, you s a y  hold any numb

er of dice.% do this, INPUT how many
dice you want to hold,andthen which

ones they are (1-5) reading l e f t  to
right.'
2340 PRINT;leep CAPS LOCK on durin

g this game, as DATA is stored in up
per case.'""T48(51;CHR$130iCHR$136;
'PRESS ANY KEY TO CONTINUE 1:4110
SEMCLS
2350 PRINTTA8(3,3);1To1;CHR$129;'ACC

EPT";CHR$135;1a throw press Y"T48(3)
;1TWICHR$130;1REJECT1;CHR$13511a thr
ow press SPACE BAR"148(3);"To";CHRSI
31r140L0";CHR$135rany dice press H'
2360 PRINTI'Once you've accepted yo

ur throw or had three goes, the Comp
uter asks you to t y p e  in the score
you wish to take.'
2370 PRINWThe Cosputer will then

check your Answerto see if i t  is vali
d.lf so,the score w i l l  be calculate
d and added to your scoreshett.The
game then passes on to'
2380 PRINTlithe next pleyerond cont

inues going r o u n d  until all the s
cores are filled.1.1You also have the
option taelCAR$13411PASS"To do thi

• type PASS when you are asked what y
ou want to take from the thrum,'
2390 PRINT11then decide which score
you will forfeitThese are displayed

at the bottoe of thiscreen.1
2400 PRINTTAB(5(;CHR$133;CHR$136rP

RESS ANY KEY TO CONTINUE ";:411$08
ETS:CLS
2410 PRINTT48(813!ICHR$1411CHR$135;

CHR$1571CHR$132;"number SCOREPICHR$3
2;CHR$156;TAB(8,41;CHR$141;CNR$135;CH
R$157;CHR$132rnileber SCOREPICHR$32;
CHR$156
2420 PRINTTAB(3,7);CHR$129;10NES...

.points depend on number o41THR$129;
'omes,from 1 - 5.1;48(3,10)1CHR$130;

11110S....as above,points from 2 -  10.

2430 PRINTT48(3112);CHR$131;"THREES
▪ as tbovelpoints from 3 -  15.°;TAB(3
„14);CHR$13311OURS..as above,points
from 4-20."
2440 PRINT148(3,16)1CHRS13411FIYES.
as above,points from 5-23.'ITAB(34

8);CHR$129rSIXES..es above,points fr
as 6-30.1TA8(5,24);CHR$135iCHR$1571C
HR$132rPRE5S ANY KEY TO CONTINUE...,
THR$32;CHR$1361148$18ETS:CLS
2450 PRINTTAB(8,3);CHR$141;CHR$1351C

4R$157;CHR$132i'spec1al SCOREPICHR$3
2;CHR$156;TAB(8,4);CHR$141;CHR$135;CH
R$157;CHR$1321'special SCORESI;CHR$32
;CHR$156
2460 PRINTTAB(3,6);CHR$130rTWO PAI

RS..of 5 dicea pairs i.o 2'.CHR$130;
'ones and 2 fives.Points 30.1;748(3,8
);CHR$131;1TRIPLE..any three dice the
same.".CHR$13111Points 30.1;TA8(3,10

)ICHR$13311RUN....Each dice different
, 1-5 or'
2470 PRINTCHR$13302-61 points 40.1;

TA8(3,12);CHR$134;10OR KIND..Any fou
r dice the same.11HR$134;"Points 40.

2480 PRINTTAB(3,14)1CHR$129;IU1L H
OUSE..two dice the same andi'CHR$129;
'the other throe the sase,i.e.2 three
s"CHR$1291"and 3 fives.Points 40.°;1
48(3,17);CHR$130;1HI....Any fairly hi
gh score.Points°

2490 PRINTCHR$130;'total of all dice
.NUST be higher than".CHR$130;°LO.°
2500 PRINTTAB(3,201;CHR$131;11.0....4

ny low score.Points total of"CHR$131
i'dice.NUST be lower than NI.10411(3,
22);CHR$133;1YAMS...all dice showing
sixes.Points'CHR$133;160.1
2510 PRINTT48(544);CHR$135;CHR$157

ICHR$1321'PRESS ANY KEY TO CONTINUE..
.."CHR$32;CHR$156114808ETSICLS
2520 PRINTT4816,111;CHR$141;CHR$134;

CHR$157;CHR$13211You take your scores
1;CHR$32;CHR$1561T48(6,12)1CHR$1414

HR$134;CHR$157;CHR$132rYou take your
scores 11CHR$321CHR$156
2530 PRINTTAB(1,14);CHR$141;CHR$134;

CHR$157;CHR$132;1fros the front face
of the dice.";CHR$32;CHR$156;TAB(105
);CHR$141;CHR$134;CHR$1571CHR$132;1fr
as the front face of the dice.1;CHR$3
2;CHR$156
2540 PRINTTAB(3,24);CHR$131;CHR$157;

CHR$1361CHR$129;1PRESS ANY KEY TO CON
TINUE...."CHR$32;CHR$156;14808E13:CL
S:ENDPROC
2550 DEFPROCerr
2560 PRINTTAB(0,24);SPC(160);TA8(5,

24);°You've sisspelt something here o
r l e f t  a space.... try again!'
2570 SOUND0,-15,3,10:SOUND1,0,17200

:ENDPROC
2580 DATA ONES,TNOSITHREES,FOURS,FIY

ES,SIIES,TNO PAIRS9TRIPLEIRUN,FOUR XI
ND,FULL HOUSE,H111.01YANS
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a 1

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 fi le 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
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

LO 10 REM Patience
20 REM lC1 The Micro User
30 0111,0
40 MODEl:V11U19,2,210,0,0:COLOOR130

:CLS:PROCtext:0826:VDO23,1.00;00;;
PROCintrotF0RJ01012:READA1B,C,O,E,F,
601:YDO23,220,1,A,8,C,D,E,F,8.H:NEXT:
DIMU(52),F$152l,M71,11(71,N$(7),V%
(52),9$(13):FORA=IT013:READVS(A)iNEXT
:VS(10)CHRS236

50 TOCHR$224401RS2254.CHR$225+CHRS
226:MS=CHR$2274.CHR$2284CHRS228+CHRS22
9:BS=CHR$230"4CMRS231:FORAgOT07:R
EADMSCAliNEXT

60 4U26:C0L0UR130:PROCtest:PRINT:
KO"Press any key to start":PROCsay(3
l:REPEAT8AND:UNTILINKEYSCI)0"

70 KWh you like to play strictl
y riPRINT—:PROCsay(3):REPEATO4NO:K
SmINKEYS(I)iONTILKSO":JzO:IFKWY°J

80 PRINT":00Would you like a di
fficult game 1":PROCsay(3):REPEATOTAN
D:WINKEYS(1):ONTIL130":1(7.8:IFKO'
Yik=9

90 PR0Cshuffle:PR0Cdeal:0121,0
100 ONERRORGOT0590
110 PROCplay:IFKOWORKSeasTHEN90

:ELSEIRSeCeORKSeciTHEN70:ELSEBOTO1
00

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
on.

When any vertical f i le 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
we're sure you wouldn't even try!

All you need is a little bit of luck
and an awful lot of patience.

120 DEFPR0Cwindowan=11145:0828,13%,
28,1n+3,3:COLOUR130:CLS:ENDPROC

130 DEFPROC1ong:YOU213,0,28,310:COL0
OR3:COLOUR130:CLS:PRINT'"I Pack";:E
NOPROC

140 DEFPROCtext:0828,0,31,39,29:CO
10UR128:CLS:ENDPROC

150 DEFPR005aylcl:COLOURE:PRINTTA8(
20-UICKS)D1Y2D;KS;:ENDPROC

160 DEFPROCshuffle:VOU26:COLOUR130:
CLS:O=R0(3):PROCtest:PRIMT:IRROKSas
Remember, Press A for a new game.":PR
OCsay(3):PRINT'A=1

170 IFE201."Just a quick shuffle.'
:ELSEIF11(31(Porm shuffling the pack.
":ELSEKS="I'm giving the cards a good
shuffle."
180 PROCsay(3):FORA=0T052:FSCA):"":

NEXT:FOROIT052:REPEATIFOR8=0TOO:DX=R
NO(52lAEXT:UNTILFSW.":CI.,(A-1iDI
V13:VVOX)=A MOD131F$(DX)=VSOWN)+1
l+CHRS(232+C)41 ':ClIOXI:CIANDI:NEX
T:ENDPROC

190 DEFPROCpack:IFIA(0).PIENDPROC:E
LSECOLOOR129:COLOUR2:PRINTTS"

°B$;:ENDPROC
200 DEFPROCone:COLOUR131:COLOUR2:PR

INTTS;:EZ:VAL(LEFTS(LCIM,2)1:COLOUR
CI(El):PRINTFSlEXP 1pCOLOUR2
:PRINTBS0ENDPROC



210 DEFPR0Ctop:C0L0UR131:C0LOUR1:PR
INITS000LOURC(P1):PRINIFSIP11"

MCOLOUR2:PRINTBS:ENDPROC
220 DEFPROCIast:COLOUR131:COLOUR2:P

RINIMS;;COLOURCUM:PRINTFSIPW
11:COLOURWRINTBS:ENDPROC

230 DEFPROCdea1:01,126:COLOUR130:COL
OUR3:CLS:PRINT:FORA:1I08:PRINT"Or

1;:NEXT:PRINT'Packm:PROCtext:PI.52
:F0RldmI107iLSINII:":FORA=ITOK-11LLS
(111.121.$01114,STRUM:PW1.-1:NEXT:LI(
dt)sA-1:PROC1ay:NEXT

240 1.0":1A(0)=0:F0RA=IT0PLIFA(10
ar1S+106

250 LS=1.$4.STRCA):NEXT:LSI0I:LSIPRO
CturnrENDPROC

260 DEFPROClay:PROCwindow:WLEN(LS
(NX))/2:1FAVIENDPROC:ELSEIFIX(141)=AZ
11(111).110M-1:1FIA(N1)(01.1(11I)=0

270 IFA1=IPROCone:ENDPROC
280 IFLIIWII(ITHENCOLOUR1311COLOUR2

:PRIN1TSp60T0300:ELSECOLOUR129:COLOU
R2;PRINTTSWFUIld1=ITHEN290:ELSECOL
OURO:FOR82270LX41111:PRINTMS;INEXT

290 COLOUR1311COLOURI:PRINTTS;
300 COLOUR2:FORR:LIII4X142.41TOAM:

EXOAL(1111341.SIO1.1,81.,2)):111W1f1:COL
OURCIIEZI:PRINTESIEtIoNEXT:COLOUR2:P
RINI' 101$0ENDPROC

310 DEFPROCkey:REPEAT:KOINKEYSI100
1:14%4ALIKS1-1:UNTILIND-IANDNU9)ORK
$ePORKS0TORKWC*ORKS:00:ENDPROC

320 DEFPR0Cturnii&0:PR0CIong:IFM8
OENDPROC:ELSELVOIctA(0)4.3:1FIA(0))PX
REPEAT:LII0I21A101-P1..:UNTILII(0)(=f1

330 IF/1(01=1PROCone:60T0380:ELSEIF
a(0))16CI5:IFM0)217PRINT'" 1 i l i E
LSEIFIA(0)=18PRINT" 1 ';

340 LAm20:IFIA401=PLI=25
350 IFIA101)1ANDLA(0)(LXCOLOUR131:C

OLOUR2:PRINITS;
360 IFIX0DICOLOUR131:COLOUR0:01:

REPEATA441:PRINTIISONTILA=MRA=IAI
0)

370 IFIAI001TKENEWALIMIDSILSI01,
1140142-1,2MCOLOURC1. (EU:PRINTMEX

°;:COLOUR2:PRINTBSIICOLOUR1
30

380 PROCpack:ENDPROC
390 DEFPROCfindin=VALIR180$(1.SIC

1,21):COC14170:K=V1.(X11:1FFI>0V1.2VA
L(MIDSCLSIFII,LIIR).24.1,2)):CM=CMI
):MX:IWYDIENDPROC:ELSEt1=VALINIOSIL
SIFUOACRI*2-1,211:CII=CIMIOVVIC
MENDPROC

400 DEFPROCplay:PROCtext:WMoye f
rom where to where riPROCsay(3)1PRIN
rilOoor press 9 to turn the pack,":
PROCsayI3IIPR0Ckey:IFTWA1ORKSea"OR
KO'C'ORKOICIENDPROC:ELSEIFIWPROC
text:PROCturniENDPROC

'
11- •

poutOglildk
LuAlulo.m

•

410 IFIn=0ANDIV141.):OVOU7:KS="Turn
the pack first!":PROCtext:PRINT:PROCs
ay(2):8011500

420 IFLSIN1.I="0117:KWThats silly
!.":PROCtext:PRINT:PROCsay(1):60T0500
:ELSER:11%;COLOUR2:PRINTTAB(17,0)NW
11;:COLOUR3:PRINT' to where ";:PR
OCkey:IFKWANORKSea"ORKWC"ORKS:ic
"iENDPROC:ELSEIFNWPROCtext:PROCturn
:ENOPROC

430 IFII&OKS:"You say not put a car
d ON the pack!.1:YOU7:PROCtext:PRINT:
:PROCsay(1):6010500

440 PROC4indiIRS(MI)."THEN470:ELS
EIFNI=12ANDLS(NUO"VDP:PROCtext:PR
INTIKWA King say only go to an espt
y space,*:PR0Csay(11:60T0500

450 IFNUMIfINDIP:PROCtext:KS4S4N
Z4.11+1s say only go on 6.0S(NI4.2140"
s,":PRINT:PROCsay(1):80T0500

460 IFCM=C01 VDO:PROCtext:PRINT:13=
'Card colours may not be the sase.*:P
ROCsayI11:8070500

470 IFLIMI="ANDJ21ANDC4)121,11NO:
PROCtext:PRINT:KS.10nly a King may fi
11 an espty space.1:PROCsay411:60T050
0

Move f r o m  w h e r e  t o  w h e r e  ?
o r  p r e s s  9  t o  t u r n  t h e  p a c k .

480 K$21Fros 1444$(FI)f* to 'ACK)
0.*:PR0Ctext:PRINT:PROCsay121

490 PROCmoye:ENDPROC
500 FORDELAY=0T05000:NEXT:ENDPROC
510 DEFPROCmove;IFFVOINEN550:ELSE

PS...*":SOMIDSILS(F1.),WFD*2-1,21:1A
(0).4%101-1:P1.PI-1:1FPWLS(0).":80
10560

520 IFL1.(0))0PKEFTS(L$(0),L7410)11
1:IFIX01.PITNEN540

530 P1:PPRI6HTSCLS(0),LEN11.$401/-(
11(01+1)f2I

540 W0):14:1X0)41401-3:60T0560
550 9WI8HTSILSIRI,LEN(LS(FX))-(1.

UR1s2)/:LCRI:LEFTSILSIR1,11(FI)*
2):11(R)=LAIR1-111FLVF11(01A(R)=0

560 1.$111%)44(1%)49:PROCIay:141.41:
IFI&OPROCturn:ENDPROCiELSEPROClay:EN
DPROC

570 DEFPROCIntroiCOLOUR1301PRIN1"'
:KOIA1IENCE1:PROCsayI3):PRINT":KS.
*By 8.T,Cane. Dec.'83.1:PROCsay(3):PR
INT*—TAB(4);"This is a simulation o
f the well""TABIWknown card gale,

The only rule is' ' '
580 PRINITA8(6)"14 you can do i t ,

it's OK.'""—:KS="14 you get stuck,
press A 4or another 6:PROCsay(3):PRI

NT':102"game or C to change the level
of play.'iPROCsay(3):ENDPROC
590 1FERR2170117160111100:ELSEPROCte

xt:REPORT:PR1NT' on line ';ERI:END
600 DATAIIFF,FF,IIFFAFF,ILFFACO3&80

,0XFAFF,IFF1IFFAFF,0,0,0,1iFF,IFF1

,0,0,0,0,255,0,0,0,0,0,0,0,252,2,1,0,

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,A,2,3,4,5,6,7,8
,Y,T,J,,B,K,One,Two,Three,Four,Five,Si
x,Seven,Eight
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The best
value ever in

educationalrams!

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?

•  m e  ow NE EN ow NN tim = = = = = = = = = = = = = = =
Please send me the tollowIng

171 I enclose cheque made payable to
Database Publications Lid:
lor f

o  I  wish to pay by
0  Access 0  Visa

82 Micro User Games Special

Education Special No.1 £1.95
lii BBC 13. cassette £ 5 . 9 5
El BK  40-track disc £ 7 . 9 5
D 8E1C BO-track disc f 7 . 9 5

Magazine PLUS software'
LI Magazine and cassette £ 7
LI Magazine and disc 1 9No

Expiry date

Signed
Name
Address

Eigase tick bok

Post to: Database Publicatians, Europa House,
68 Chester Road, Hanl Grove. Stockport SKI 5NY.
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COMPUTER SOFTWARE
ADDISON INDUSTRIAL ESTATE, BLAYDON-ON-TYNE,

TYNE & WEAR. T E L (091) 414  4611.
ALL TITLES AVAILABLE FROM TYNESOFT

POSTAGE MVO PACKING M c

SUPERFILE 64
A REALLY USER FRIENDLY DATABASE

FOB THE 64.

CA164 CASS E 1 7 - 9 5 .  DISK E 1 1 9 - 9 5
FIREMAN FRED A U F  WIEDERSEHEN

HELP FIREMAN FRED RESCUE CATS, DOGS A H E L P  OZ BUILD A WALL, DRINK HIS BEER,
PEOPLE FROM 20 DIFFERENT LOCATIONS_ T H E N  RND HIS WAY NOME

s p E c . C 5 - 9 5  S P E C _  E  5 - 9 5  0 0 1 6 4 E 6 - 9 5
BBC ELECTRON 1 E 6 - 9 5

NEW! from SOUIRREL
Two very original programs
for BBC-B and ELECTRON
POLAR PERILS E 7 . 9 5
A 100% m/code multiscreen arcade/adventure game set in
very hostile Arctic waters. No gun - lust 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!
MONEYWISE £ 9 . 9 5
An u p  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 3 0  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 2 8 . 0 0
'A good combination of arcade action and strategy' -  C & VG
SUPERGOLF 2 7 . 5 0
'I do know a good game when I see one and SUPERGOLF is
just that!' -  Electron User
BUNFUN
'Fast and furious a  game calling for quick reactions f u n  to
play' -  The Micro User

All programs available on 40T disc -  add 22.00

Dept E.
4 BINDLOSS AVENUE, ECCLES, MANCHESTER M30 ODU
24 Hour answering service -  061-789 4120
Cheques, 13.0 s S a m e  day despatch

26.50



THE BEST BBC MICRO SOFTWRRE
* PRODUCED BY RN INDEPENDENT SOFTWARE HOUSE *

* TOP QUALITY MACHINE-CODE PROGRAMS •
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BMX ON ME MOON (341ij 1 3 . 9 5
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.
•  ..NEW RELEASE...

S 5 ,  SUPERIOR SOFTWARE LTD.

Dept.TM11, Regent House,
Skinner Lone, Leeds 7
Tel: 0532 459453
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WINGED WARLORDS (32K) £ 7 . 9 5
A fascinating arcade-style game for one or two players. Each player rides on
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
ore successful, the enemy will revert to its original form: an egg. The egg
must be collided with to prevent it from hatching. Avoid the lava bath at the
bottom of the screen, and remember: you con fly better by using stronger
strokes — imagine you ore on ostrich trying to fly!
(KEY6011AD OR JOYSTICKS)
•  • •NEW AELEASE• • •

(1)
(2)
(3)

OURGUARAIITEE
All our software is avoiloble before we advertise.
All oursoftwore is despatched within 48 hours by hrst-doss post
In the unlikely event that any of our software fails to load. return your
cassette to us and we will immediately send a replacement.
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