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NARIES] s JEFF MINTER Ha
@ﬁ\lm{?’%ﬁo ATTACK OF THE MUTANT s
SP/;CE ANCIPITAL, METTAGALACTIC L4 08

GE 5}: TIME, HOVVER BOVVER. PSYCHE 2
* b GRID RUNNER (I THINK THAT'S

s BATTLE AT THE
A, MAMA LLAMA,

MATRIX, AN

NG E

K, so you already  But then Minter doesn't give
know ~ everything a toss about any of that. The
Jabout Jeff Minter last thing he would want to do
apart from what is launch a game based on the
he latest soap opera or pop group.
breakfast. Well worry no But you can seen it from their
longer for now I can exclu- point of view as well. After all,
sively reveal that Jeff "Yak' if you had just forked out tens
Minter has only “a cup of tea of thousands for the rights to
Star Wars and some hi-tech hip-
py from Basingstoke out charts
you with something like Sheep
just lhe sluif that comes out of in Space or Mettagalactic
abottl Llamas Battle at the Edge of
W)\at elce does he munch on  Time, then you would be a bit
fed up, wouldn't ye
asked Mmter Al he would
ever consider a Ilcensed game
... My favourite take away himself. “God, nu e the
is baked potatoes from Spud-U-
Like — especially the one with
beans in".
Minter is a bit strange. Hard- necks of creativity minded pro- he has disappeared from the
nosed businessmen in the soft- grammers. “There’s no style screen”.
ware market hate him because ... it's making everything look  What about Tony Crowther?
he breaks all the rules. None of the same.” “He writes eight games and
his games conform to what own ideas into the game, not So who are the style sur- they are all the same.” So what
they learned out of the text somebody else’s.” vivors? “Taskset have a distinc- about the new 16-bit machines
books, or practiced when they ~ Minter believes the current tive style which they can call — the Atari ST and the (.om—
were marketing Corn Flakes or obsession with licensed g their own. Activision as well; modore Amiga? “I don't kno
bog rolls. is their games are always very enough about these B
simple but good fun to play.” ~  yet to say but from what I have
Bul Minter qualified his heard it should be possible to
ctivision. produce some rezlly greal
C.ImslBuslers is an example of games hy? “Be the
a sed game. It's processor is |||uLh las(cn you
resenled but the have lots more memory to play
bish.” wlth znd in the mase of the ST
a good screen with
Ghostbusters and Impossible beauulul graphics.
Mission broke new ground?  To make best use of the new
“It's just digitised speech and
there is nothing new about it.
People were doing it years ago
on the Commodore Pet. | agree
s effective in_those two
games, but it's still only a frill. the left, right, jump syndrome."
There are two main problems  Minter managed to get away
with using speech in games for from games in one of his latest
the 64 — it uses too much progra Psychedelia
memory, and_the_processor
can't do anything else whlle it
is creating the spe = told
MAMA LLAMA why in lmpcsslbl hacks, just turn off the lights,
man doesn’t scream nnul aile! turn up your favourite music




anddo it". none of the traditional trapp-
Psychedelia is one of Minter's ~ings associated with whizz kid
proudest achievements. programmers,

“Every new machine wil have
a version of Psychedelia for it
T am working on the Atari

version

the best one of the lot, with
‘many additional features.” An

what about the new games? “
will start on my new game in
two weeks time. All | can say is
its going to be different
won't be out until the Summer

though

Minter is without doubt the

material

‘There is no Ferrari outside
hie honae though step in-
and you will find

its

computers including a 51,500
Apple Macintosh, several ar-

at the moment

If Mike Singleton’s Triad looks a bit too taxing on
the brain, then Rox 64 by hairy yak, Jeff Minter|
might be more in your line.

You must defend your Moonbase against in-
coming meteors by firing off rockets to destroy
them. Let too many meteors through, and your|

ed Defender and a sit down
Star Wars arcade console.
You also won't find Minter

it sipping exotic cocktails on
some Carri h — you

ay uj
Peru listening o Pink Floyd
on his walkman. I said he was
abitstrange.

benefits — though

Rox Deluxe
for the Commodore 64

By

REM
REM
REM
REM
REM
REM
REM

Jeff Minter

*nROX-bhRRRR
BY JEFF MINTER
16/09/1982
HEEREEREE SRR RN
**LLAMASOFT ! %
R ERRRRN

*%*BLACK SCREEN+ LIMIT MEMORY%x
POKES3280, 0: POKES3281 , 0: POKES6 , 48: CLR
REMXEVSPRITE BASEStex

will be turned to dusty by an earth-
sk (moonqa ake?

e game is in Basic and is well Remmed, so!
asplnng games programmers who want to leam
the secrets of the stars are encouraged to pull it
apart and see how it works.

Rox is the very first thing Minter ever wrote for
the 64. an_American Machine, you
couldn’t get them in England, and the very first
night | got it running,
1 sat and hacked Rox
64 to try and find out
how the bloody thing’
worked!"" History in
the making eh?

Full instructions
are included in the
progiam: If you feel
break from
shooﬂng meteors,
press P to pause the
game. Cheats
among you can get a premature display of the
mothership docking by altering the “IF AW<7"in
line 8050 to ‘IF AW< 1

X)=192+X: NEXT X 248
nmsr_s(m».acum M e

(@) *64TOS (6) ¥64+64: POKEX , B NEXTX
REM***MOTHERSHIP % %%

FOR
DATAG4,20,1,16,170,4,11,255,224,21,85,88,
DATA144,0,6,144,0,6,159,255,246,4,0,16,4,
REM*%*DEF INE SPRITE #Ox*x

* na‘[PuR]RDX [CYNIGALYEL 1%#

@TOS0: READA: POKES (1) ¥64+6+X ,AsNEXT X:

FOKE2041,5(1)
148,0,22,144,0,6,144,0,6,144,0,6
©,16,16,0,4,16,0,4,68,0,1,64,0,1

RX=BT07: READA: POKES (@) ¥64+25+X%3, A NEXT X

DATA24,62,124 , 255 ,254,126,94,8
REM***SPRITE #1%%%

ORX=0TOS6: READA: POKES (6) 64+X , Az NEXT
DATAZ,0,0,2,0,0,2,0,0,20,0,0,

OKE2046,5 (6)

116,0,20,255,0,226,0,128,4,124

164
DATAR 66, b8 166,08 12,66, 128, 1,672,258, 128, 3,56, 64,8,40,32,16,56,16

DATAL6,40,16,16,56, 16,56,48,56
REM*#*SPRITE #2%0%

FORX=0TO’
nmmw..::a 118,56,24,20,2
q-RsAnmx).NExr Xz DATMbB
REMn s *SPRITE W3%k

707 READAS POKES (3) %6442+ XK, At NEXT
DATAB,20 8,28, 4

REM***SPRITE #4%%%

227,24

EADAS POKES (2) #4025+ Xx3, A NEXT X3 POKEZ04:

2,5(2)

7,248,98,121,111,108,32,32

X:POKE2043, S (3)

FORX=0T07:READA: POKES (4) ¥64+25+X %3, A:NEXT X:FPOKEZ044,5 (4)

DATAS,7,14,60,24,40,54,0
REM***EXPLOSION SPRITE**%
FORX=0TO7:
DATA6S,D,4,32,0,34,128
REM***SOUND REG! e
VD=SAZ561UARSA2761 AT=SAZT 1 HeSA2T,
POKEVO, 153 FI
Amwmmsrgw POKEX, 171 POKEX,
REM***PRINT UP PLANET*

31 L0=54272;
KEVA ST EPIRERT A4 32\ PR ESU+14,255

EADA: POKES (5) #64+25+X43,AINEXT X1 POKE2045,5 (5)

: PH=54275: PL=54274: SU=54278




120 GOSURZ00@: PRINT" [CLS]" : FORX=1T018: PRINT"[CDI" 5 s NEXT

110 PRINT"CYELI[G<OI[G<I1I[6<0ICB<PICB<0IC6<IICE<0IC6<IILE<PILE<IIC6{0IIEPILEOT

[G<PI1[2G<@1L6<IIIREVISBYILOFFIIGIII6<0IC26<PIL6<0IL6<@ILBOIIGKPILG{0I6@I2

6<01CB<PICB{EILBLOILGLFILELOILEPI"

120 PRINT"CREVIC4@SPCICLOFF1";

13@ PRINT"CHOMICWHTILUNAR EVA MODULE #5.
EX

LANDING BITE ety
DA=25: PA=3: NH=0;
OKEV+45,3: Pnnsv«zn 272 aum1

=C0-1
59 REMeXWROCK INITIAL [SEX*%
200 SX=150: SY=10} POKEV , S¥: FOKEV+1,6Y: POKEV+39, CO: HI=
218 XO=RND (1) : IFRND (1) ¢ STHENXD=-X0
220 YO=.5:5=DF : IFS>20THENS=20
238 POKEWA, 1291 POKEH, 200: POKELD, 2551 POKEVO, 1: POKEV+30,,
299 REM***MAIN MOTION LOOP*xx
300 SX=SX+XO¥ (5/3) : SY=SY+YO*S
385 1FSX>25SANDHI=BTHENHI=1: FOKEV+16,PEEK (V+16) +1: SX=
310 POKEV, 5X: POKEV+1,5Y: IFSY>190THEN1 000
315 IFFITHENGOSUB6@RD: IFERTHEN720D
320 S=5+.3: IFS>20THENS=20
330 FOKEVO,S/2
340 IF (PEEK (V+30) AND&S) =65THEN 10000
400 P=PEEK (KEY) : IFP< >64THENI000
410 IF FITHENGOSUB6D@R: IFERTHEN700D
500 GOTO3ER
773 RENARDO. 1HPACT SURFACERss
20 SP=INT (T/8) 21 POKEY 01 POKEV+1,0: POKEV +16, 02 FOKEVD, 15 PO
1010 POREWAL 14,01 1-04 FOKERY , 01 FORZ=1 TORND (1) 12 THEN 2000
1816 GOSUB7S@0
1028 FOREC(TOIDLPOKEV+ 17,261 E 0N
1830 FoRD=170L
1040 4+5F THENG=1824+ 572
1050 GedsORX-0T0%: 1FPLS (X) THENGR=X+
1868 NEXT X:POKEQ,G(GR+1) tNEXT Z
1100 GOT0220
2995 REMx**ACTION FOR KEYS¥#*
3000 IFFITHEN4200
3005 IFP<>31ANDP< >28ANDP< >39THENADRD
3010 IFP<>31THENS100
3020 MX=164:MY=170: RX=V+4:R
3100 1FP<>28THENI200
3110 Mx= IY=170: RX=V+62 RY=V+7: XC=01 N:
3200 IFP<>3ITHEN42DD

ROX=ROX~1: IFROX=0THENER0O

:POKEV+16,0

KEH, 1

=1T010:

EXT:POKEV+17,27: POKEVO, 15~ (X/2)

=PEEK (@) : FOKEWA , 8

=V+5: XC=-1: N=4: 60TO3500

N=16

3505 POKEWA+14,129: POKEH+14,255-MY: POKEV+16,HI
3510 FI T0410

4000 IFP=10THENAS0Q

4002 IFP=41THEN4700

4005 IFP<>600RPA=BTHEN410

4006 PA=PA-1:POKEWA, 19: POKEVO, 15: MX=5X: MY=

4010 FORX=1T030: POKES3281,3: POKEH, 29: PDVES}ZEH 0:POKEH, 200: NEXT: GOSUB7500
4020 GOTO7000

4499 REM***ABORT MISSION**%

4500 POKEV+21,64: POKEWA, 129: POKEWA+7 ,0: FOKEWA+14 ,0: POKEVO, @

4385 PRINT"CHOMILL RED1sss[2SPCIN I S S I O NCSSFCIA B O R T EiDcnnst
4510 FORX=1TO1SSTEP. 3: POKEVO, X1 Y KEV+13, YY: NEXT

4520 PDKEWA 17:POKEWA+7 , 171 POKEH, 32 PDKEH+7 33:POKELD, V Funei.nq,vwm
3530 YY=YY-.75: POKEV+13, Y¥: POKEH, 255-YY3 POKEH+7 , 249-YY2 IFYY >6THENASSO
4540 coT011000

2699 REM#**PAUSE FEATURExx*

4708 PRINT"CHOMICBLKILISPCI%*% PAUSE MODE - ‘P’ TO RESTART %xx'

4705 POKES3281,1: IFPEEK (KEY) < >64THEN4700

60T0410

5000 POKEAT,32:POKESU,255: POKEAT+7, 321 POKESU+7 , 255: FOKEH, 17: POKELD, 3
5001 POKEVO, 15: POKEWA, 17: POKEWA+7,17

5002 POKEH+7,16

5005 POKELO+7,3:POKEFH, i
5010 VY= (&) saul T EMEE 210
5020 FOKEL, 16: FOKEL-3, 1 08:
5025 NEXTX

YY=YY+. 3t POKEV+13, YY:

OKELO, VY2 POKELO+7, VY




5030 GOSUESS00: trw>175rHENsm.sa
5040 POKEL,0: Pn 3,m=FcR 08: w=vv+.3=Puksv»x:,w:PGKE\_D,W:PDKELDW,vv
60°

[NDn]UEFCl{L REDIRETRO THRUSTERS FIRING . LBSFCI"5
11291 POKEWAY7, 1294 PBKEH 7:FORX=15TO1STEP—. O OKEVD , X: GOSUBSS02
v+, 081 POKEV+13, VY2
5067 Pmm'-tHnnJ[ERN](ﬁst»u T L ANETFALL SUCCESSFUL %#*[6SPCI"5
5070 FOKEWA, 1 EWA+T7 0
5uam POKEVO, 1 qu T05: PRINT [HOMI[2CDIL11CRITL REDIA" : POKEH , 20: FORDL=1T0188:N

smqu FRINT“[HDM]("CD!UICRJ[WHT]E”- POKEH , @t FORDL=1T01@0: NEXT: NEXT
5100 FRINT" [HDH][ZCB](ZISPC -
5110 FORDL=1T01000% L ERINT® CHOMICBLKIMETEOR SHOWER. .- MAN ALL ROCKET STATIONS
5115 PaKEwA, 174 Fur«xxnnmpnnzmza: X:FORZ=BTO4DSTEF .5
5120 FOKEH, sNEXT 53281,0
5200 PRINT"CHOMIC4QSPC
5500 PR!NT”[HUHJKZCD](PURJALT!TUDE[ZSPE][EVN]";IEE»INT(YV); e
5510 RETURI
5999 ﬂenumnvs MY ROCKET***

FaM¥sXC*8: IFMX>2SSTHENMX=NX-255% POKEV+16, PEEK(V*lb)vlb

ey TFMY<SBTHENPOKERY 02 F1=0: POKEWAS 14 m wsr
,MX:POKERY , M : POKEH+14,255- MY xs

6025 lF(PEEK(ijm)ANDN) NTHEN6200

TUR
R=1: FDVENA»!‘ 0: PT=PT+AW100: BOTO7500
N Expmslum»
5: POKEV+1,0: POKERY @ NH=NH+ 1 POKEWA, 129

OKEV+10,SX1 POKEV+11,8Y: POKEVD, X: POKEV+29, 321 POKEV423,32
X3 Poxzvux Sv+4: POKEVD, X2 POKEV+27 OKEV+23 ,0: NEXT
T0200

7500 PRINT“(HON][QIDD][PUR]ECDRE."-PT; LCLIE3EPCILCYNIPANICS: "5 PAF "ECLD 5

7505 PRXNT"[ZSPD][PUW]N!EH!“xS

7506 C$="LPUR] A< 1QTHENCE="[L

7507 X=FRE (@ s S R001DS GARBAGE DULLECTIDN

7508 IFD DTHENPR!NT“[ED][9CR1[2SPQ)MREYU

7510 PRINT"(ED)[YEL]/- DAMAGE: [REV1" 3 C#3  FORX=1T0DAZ SRINT#CGOP1"3 tNEXT X:PRINT*CO

FF1 "3:RETU

7999 Rsmnmmck [

8000 PR!NT"[HDnl[BLK][bSPI:]RIJX muck--mu,"(c\_n COMPLETED! "

@ PRINT"[2CD1CESPCIBONUS OF 10 U

8020 PT-PT"ANGIEE PUKEVD 153 PUKENA 33: FDR)(=ETD1ID;PC\KES$251,RNDH)II&:FDRV=EYDAB

i L POKEWA, @: POKES3281,2

"lHDm[S‘?S

[258PC1" : GOSUB7S00
2T THEN190

nu 1IN MODNBASE***
JCSSPCIexs MOON BASE DONE 14 11 xx*[7SPCT"
EwA 1293 POKEH ,RND (1) %254+ FOf X=1STORSTER— 1
POKEV+11,180: POKEV+23,2 PnKszv @: POKEVD, X
11781 POKEV+23, 321 POKEV+29, OKEVD,@: NEXT X

10999 REM«»»EanAnE SCORING!
11000 PRINT"[CLSICHHTIYOUR Sco
11005 POKEWA m Puxswaﬂ 0: POKEWA+14,
0 THIS IS ADDED A LONUS FOR YOUR"3 INT (NHx100/60)
INT" (CB]PEREENT snuunuu ACCURACY. ":B1= INT ( (NH/68) ¥5002)
#[CDIE ;B1:PT=PT+EL
11042 lFaL=|mENBL=m emnnma




11850 PRINT"C2CDIAND AN SRDITIONAL BONUS- FOR FInismings
11842 PRINT"CCDINITH AN INTAGT MOON BASE ! 1 v

PRINT"CCDIEONUS: Somo Frs. :FT=FT+So0p

PRINT"L2CDICYEL 1YOUR FINAL SCORE WAS THUSLCYN]";pT

=0T020: GETA$: NEXT x :FORX=1T01 FPT>SC 00 THENZ=x: x=11
IFZ=0THEN1 1500

TRINT[CDIENTER TEXT FoR scome TABLE: "3

INPUTAS: IFLEN (ag) ISTHENAS=LEFTS (Af, 15,

IFZ=1@THEN] 1 200

ORX=9TOZSTEP-1: SC (x+1) =5c (x) #5C#(X+1)=8C% (X) 1 NEXT X

SC(Z)=PT:SC$(2)=As:F1=p

PRINT*LCLSIL7CRICYEL IROX-64 ALL TIME BEST"

PRINT"L7CRICPURI 2065y 1"

Fuﬁx-xmm:PR!NT"[cDm:vma";x;maum:-‘twm]";sc(xy;ms(zs);"zvsunscs(x

NEXT X:x=FRE (g)
PRINT" [CDILGRNILSSPCIFRESS SPACE" FOR A NEW GAME"
PPEEK (KEY) : IFP< >60THEN] 1550
G0TO100
REM** XMOONGUAKE 1 1 xxx
PRINT" CHOMIL6SPC 1nxxEXCESS SEISMIC ACTIVITYxxx
t FORX=15T0RS T}
=1T010: NEXT:
Frxx

ToN ONEV4S7,7:POKEV+38, 21 REM ENABLE MULTICOLOUR SPRIT
JCHOMIMISSTON COMPLETED.. MOTHERSHIP BONUS Soppn
oos: POKEV+29, 2: poKEy+4p, OKEVO, 151 POKEWA, 33: POKEWA 7, 35
PT=FT+5000: GOSUB7500
POKEH, 2: POKEH+7, 2: POKEL, 1 5 POKELO+7, 6:FOKEV+3, 70
FORX=OTO156STER. 2: POKEY+3, x CL=CL+. 3: IFCL> 1STHENCL
FOKEV+4D, CL: POKEV+37, 15-0 s NEXT X
ROKEWA+14, 129: FORX=15TORSTEP. | 1:YY=YY-. 05% (15-x) POKEV+13, vv:POKEV+38, X
NEXT X:FOKEWA+14, 17
=yy- 75.Pm\'sv»;x,vv:PnKana.,znn»w:1Fw>77msmsw7u
POKEV+38, 2: POKEWA+ 14, g
TYRX=156TO226STEF. 2: foKEV+2,
S YY=YV~, 2:POKEY+1 3, v POKEV+12, X121 CL=CLargs IFCL> 15THENCL =0
POKEV+40, CL1 POKEV437, 15-01.
FOKEV+3,227-X:NEXT X1607T011000
TITLESwRx
RZNT"[ELE][VEL][AG)D][ISFC][JE)E]KZSPI:][E>EJ[SSPI:][E)n][SSPCJ[REDJ[2E>QJ[
YELICG>a1 raLuJrzsPcJmRmus>mmspcuwmmw
YELILG>0IL3SPCICGa) (8>01L38PCIL6>01E25PC 1050, [6>a1r68PCICCYNILE
1LG>0ICISPCICRED 1L G0
20020 an'r“tvELJ(as>mLzspcnmm[:sPcJmm)(sspcnmmnspcupumrzmomsurz
G301CBLLILE> @) rsmurze»mmsm(:»rs;mrcvm(rsm:rzsPc;mmnsrr"
CYEL10G50] rsm](sspcms)mrssn;mmnzspm:s:m [6>0Ir6sPCItE RIS
JOILSSPCILFURICG>G
20040 PRINT"[VELJ[s»mIZSPEIEBmJISEFCJr:E)QJ [ZSPC][G>B]ISEPCJ[E,\Q][ﬁSPE]EBl,UJEz
G>uJ[GRNJ[2B>uJ[REDJ[stLssPE](vELJtam] CWHTIMINTER"
20850 FRINT"LCDICWHTIx AN ARCADE-STYLE GAME FoR COMMODORE-6 4%
LUNAR MODULE BY FIRING GFpe
NTERCERT INCOMING METEORS,
UND IMPACTS RESULT In e
FOR BONUS*

VBN [YELIFIRE Rockets, LCYNISPACE Bag+
RANIC DESTRUCTOR. CCVNIACYEL] 1o ABORT ! 1
i
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ony Crowther's first
computer was an
old Commodore Pet
lent to him by

ears, a Vic 20, and a
ot mer, Tony Crowther is now
one of the best known games
programmers in the Ul

Games like Loco, Killer Wat,
Monty Mole, Black Thunder
and Gryphon need no introduc-
tion to 64 users.

At just nineteen years old,
and with a shock of peroxide
punk hair, Crowther is a real
live teenage computer Whizz

engineering drawing,
“I like engineering drawing.
2a programimer| I can

b an
Fm good with my

ks s
under-

his.

work,
and sewing. Sewing?
made a dress for my gm friend
once”.

Crowther believes that it was
the competitive drive that

RN/AES] TO
S LoCO. MONTY MOLE.
THUNDER, STELLAR STRIKE.

NY CROWTHER

GRYPHON, BLACK

e him do so well in his
Engmeenmz Drawing A’ level.
/e were constantly trying to
outdo each other. We all used
techniques way above the level
expected for the course; in the
end everyone in the class got a
grade ‘A’ master was
chuffed with us"
"It the same thing with pro-
gramming real
regard Jeff Minter as an n sich
enemy? “People like to make
out that we hate each other.
Jeff's crit
using the same scroll routines,
but I'm not going to say
anything about his games
T'm more interested in what
public think anywa;
about other pro-
grammers? *1 get on well with
most of them. We bump into
each other regularly. Matthew
Smith (Manic Miner, Jet Set
Willy) is a good lac
drunk together
Quickbyte Dinner
Christmas”.
Listening to Tony Crowther
you get the impression that

e

before

games programmers are
members of an exclusive club.
All great mates, and all earning
y. In Tony's case
nothing could b further
from the truth. “I didn't get a

penny for several of the games .

T've written." Legal wrangles

GRYPHON

over contracts and royalty pay-
mer

unsuspecting programmer.
this minefield Tony Crowther
has had his fair share of hard
knocks.

He has written games for
four different software houses.
I now have my own company,
Wizard Development. We
write the games and let other
people market them. This is
why my last two games were
put out by C

Tony is not mmg who will

would be a cartoon-style ar-
cade adventure.

What about hackers — jail
‘em or bail 'em? “I don't know
about hackers — I'd like to be
one. I think people are a bit
paranoid about the whole sub-
ject. Hacking seems like a good
way of finding out the power of
your machine”

Could hackers start World
War Il “Personally 1 doubt it
if you really want to protect
information you can do’"




‘Tony Crowther should be a name well known to Com-
he land.

ploment, he's written Stollar Strke, based on the
Skramble theme, which most of you will be familiar
with.

G vaur | mmmnnr spacecraft over the craggy
terrain, blas
m»gapowaﬂul S i i oipsdoen photon
torpedoes? Type in the game and you'll see what |

mean.
The only other clue I'm going to give you is that
you'll need a joystick plugged into port 2.
the listing is in Basic, 50 you shouldn't have any pro-
blems entering it. Don't lnrgm to save the program to

up with a ‘crashed" 64. Not much of a laugh when
you've spent the last hour typing the thing in. Before
the program is run you'll need to type in these few
lines of Basic:

This must be done every time you play the game,
before you load the program.

If, having saved the program, you can't getit to run,
carefully check through the data statements. If you've
made a mistake it's more likely to be here than
Al sk

One last tactical hint. If you stick to the top half of
the screen you'll stand more chance of escaping the
maraucing abens. But don't get complacent. n Star
Strike, nothing can be taken for granted!

PR GOSUE1000
T =

svs 49152

RINT" [HOM]CRED ][ 26PCISCORE L 28FC]
[ ELU1200000"

FOR LI =0 TO 2
[FRINT " CHOMI " TAE (25) " [BRN]
LIVES"3-L1
GOSUR 200

FOKE 897 ,0
FOKE 898 ,1
SYS 49941

200 REM SET UF SPRITES
0

EIRWFO<E 900 +1 ‘m

POKE 53248 +I ,0
NEXT 1

FOR T =0 TO 7

53287 +1 ,12

Stellar
Strike
for the
Commodore

.4
170
1129

2@ $FOKE B899 ,16
,@ :FOKE 53269 ,0
FRINT"[CLSICCDICELUIBSFCI
<<<<d<STELLAR STRIKE
RINT"[CDI[REDILSSFC]
WRITTEN BY A.CROWTHER
[PRINT" [SSPCIWIZARD DEVELOFMENT LTD.
PRINT"[CDIL2SPCICCYNIHI! I'VE 6OT
A JOB FOR YOU.."
PRINT"LCD] WHAT I WANT YOU TO DO,
IS BOLDLY GO
PRINT"LCD] WHERE NO MAN HAS BEEN

[CD] ARE ABOUT TO ENTER
THE INNER SPACE

PRINT"CCD] OF A 6502 SOLAR SYSTEM.
PRINT"CCD] BUT ,1 MUST AD
PRINT"[CD] YOU WILL BE UNDER
ATTACK,S0 KEEF ALERT"j;




FRINT"[CDICL6SFCIUSE JOYSTICK PORT 2"
PRINT"[CDICL&SPCIHIT SPACE TO START"

IF A% <> " " THEN414

PRINT *CBRNICCLSI"
FOKE 53281 ,0
RETURN

B =0

FOR I =@ TO 5

A = PEEK( 1033 +1 ) -48
B =B *10

B +A

NEXT T

RETURN

IF B <= HI (5) THEN S60
PRINT"[CLSICCRICCDICWHT]

LREDIYOU ARE ON THE HI SCORE"

2 mPuT"(rR)me 1S YOUR NAME";A$
HI$ (5)

=5 TO 2 STEP-1
2 T0

(3) < HI (J-1) THEN 566
(JI-1) 1A% =HI$ (J-1)

1% (I-1) =HI$ (1)
=A%

)

FRINT"[CLSIL11SFCILZCDT
[RED] HI SCORES
PRINT"[4SPCILCYNILISFCI

BLUI"
 FORI=1T05
FRINT TAB( 1@) I; "[REDI) [FURI"
HI (1) TAB( 22) LEFT$ (HI$(D),4)
“LELUI"

SCD1CBSPCIPRESS SPACE

THENS77

DATAGD,102,110,110,96,98,60,0,636
DATAGD, 102,102, 126,118,118, 118, 0, 744

ER0ATA12D, 108, 108, 126,118,118, 124,0,82

bATA6D, 102,96,112,118,118,126,0,732
paTA124,102,102,118,118,118,124,0,806
DATA126,96,96,120,112,112,126,0,788
DATA126,96,96,120,112,112,112,0,774
DATALD, 102,96,110,118,118,126,0,730
DATA102,102,102,126,118,118,118,0,786
DATAD,24,24,28,28,28,62, m,ma

M ontara) 12121202368, 25, 252,0,7

DATA102,102,102,124, ua 118, ua m 784
DATAT6,96,96,112, 112 ,126,0,750

DAYAI[‘?,127.1@7,‘?'?,“5,115,1!5.2),7‘77
DATA126,102,102,118,118,118,118,0,802

DATAGD,102,102,118,118,118,126,0,744
DATA124,102,102,126,112,112,112,0,790
DATA6®,102,102,118,118,124,14,0,638
DATA124,102,102,124,118,118,118,0,806

DATALD,98,56,12,118,118,60,8,522
DATA126,24,24,28,28,28,28,0,286
DATA102,102,102,118,118,118,60,0,720
DATA102,102,102,118,118,60,24,0,626
DATA99,99,99,123,127,127,119,0,793
DATA102,102,60,24,60,118,118,0,584
DATA102,102,102,60,28,28,28,0,450

STELLAR S

DATA126,6,12,28,56,120,126,0,474

DATAZ4,24,24,24,0,0,24,0,120
DATA102,102,102,0,0,0,0,0,306
DATA102,102,255,102,255,102,102,0, 1020 |
Dﬁ-\TA24.a‘2,Qb 60,6,124,24,0,396
112,24,48,102,70,0,456
2,60,56,103,102,63,0,546
,24,0,0,0,0,0,42
Dmmz,za,m,aa,aa,:a.|2,m,71b |
DATA48,24,12,12,12,24,48,0,180
DATAD, 102,60,255,60,102,0,0,579
DATAR,24,24,126,24,24,0,0,222
DATAR,®,0,0,0,24,24,48,96
DATA,0,0,126,0,0,0,0,126
DATAR,0,0,0,0,24,24,0,48
DATAD,3,6,12,24,48,96,0, 189
DATALD,102,102,102,102,102,60,0,630
DATAZ4,24,24,24,24,24,24,0, 168
DATAGD,102,6,12,48,96,126,0, 450
DATAL®, 102,6,28,6,102,60,0, 364
DATA14,30,54,102,127,6, & m.:
DATA126,96,124,6,6,102,60,0,
DATAGD, 102,96, 124, uzu,m:.bm m 646
DATA126,6,6,12,12,24,24,0,210
DATAGD, 102,102 60, 102,102, 40, 0,568
DATAGD, 102,102,62,6,6,6,0,344
DATAD,D,24,0,0,24,0,0,48

e 0~ 170,0,24,0,0,24,24,48, 120

DATA14,24,48,96,48,24,14,0

DATAB, B, 126,0,126,0,8,0,25

2,24,12,6,12,24,112,0,302

B 0aTAc0, 1026, 12,24,0,24,0,228

DATABS, 85, 85,85,85,85,85,05,680
DATA192,188, 171,155, 102,85,89, 83,1067
DATAR,2,0,8,192, 188,167,151 ,698
DATA,0,@,3,3, 14, 14,249, 263
DATA1S,58,57,229,15%,86,85, 101,784
Dmaw 189,169,102, BS5153 ,149,85,1127
DATAO,@,0,0,0,0,0,0,
DATAR, 85, 85,84 186, |7m 169,127,826
DATAZSS, 245,26, 170, 168,5, 95, 128,1092
DATA, 6,208,0, 1,181, 2,21,417
,255,!,&99

252,




pATAR, B, 192,0,48,192,0,62,494
pATAZ08,224,10,215,128,42,213,0, 1040
DATATE, 85,0, 165,85,64,254,85,776

4 52
DATA167, 253 =,84,63,127,938
DATAZS4,5,106,170,0,85,84,0,704

DATA®,128,0,0,128,0, 1,144,401
pATAR,2,144,0,2,80,0,2,230
paTAED,0,2,80,0,2,80,0,244
paTA2,80,0,2,80,0,2,80,246
DATAG,2,80,0,14,92,0,14,202
pATA156,0,62,159,0,63,159,0,599
DATA243,147,192,0,192,0,0,0,774
bn160,0,0,0,0,0.0,0,8
DATA120,169,0,141,14,220,169,1,834
08,141 ,26, 208, 169,27,945
208,141, 18,208, 169,35, 937
DATA141,20,3,169,192,141,21,5,690
bnTAes, 96,255 ,238,34, 192, 169, 1,1073
134,192,208, 14,995
141,18,208,173,131,3,1095
,208,76, 129,234, 169, 255, 1234
DATA141,34,192,169,0,141 52,208,907
DATAL69, 194, 141, 18,208,162,0, 160, 1052

MoaTo24, 125, 148,3, 141, 16,208, 189, 854
DATA14D,3, 155,0,208, 76,117,192
bmmw 245 1 0,208,232, 200, 200, 1407

8,216,173,130, 3,240, 1202
135,1?2,75 49,234,32,753
DATA234,192,173,131,3,56,233,2,1024
DATA141,131,3,201, 16,176,082, 169,919
DaTAZ3,141,131,3,162,0, 109,249,898
DATAG, 157,248, 6,232,224,239,208, 1320
DATA245,173,129,3,24,105, 6,201,886
DATA1B6,144,2,159,0, 141,129,3,774
DATA169, 31,133,‘_@ 169,7,133,251, 1143
L133,252,169, 195, 153, 25

DATAZSS, 177,252, 160,0, 145,250, 165, 1404
DATAZS@, 24,105, 40, 133,250,144, 2,948
pATAZ3R, 251,230, 255,232,224, 6,208, 1636
DATAZ30,96,162,2,189,140,3,56,878

DATA233,2,157,140,3,176,11,189,911
DATA132,3,24,105,1,41,1,157,464
DATA132,3,232,224,7,208,229,96,1131
DATA173,18,208,201,60,208,249,173, 1298
DATA11,208,24,105,253,141,11,208,961
DATA169,255,141,0,220,173,0,220,1178
DATA41,1,208,19,173,1,208,201,852
DATA7S,144,12,206,1,208,206,1,853
DATA208, 206, 3,208,206,3,208,173,1215
DATAD, 220,41 ,2,208,19,173, 1,66
Dmazua,zm.22@,176.12,235,x,2na,1254
DATA238B, 1,208,238, 3,208,238, 3,113

B DA TA208, 32,53, 193,76, 10, 1%,17t,?am

DATAQ,®,76,8,193,173,0,220,670
DATAA], 16,208,26,173, 164, 3,208,839
DATAZL, 169, 1,141,164,3,169,0,668
DATA141,139,3,169,80,141,147,3,8'
DATA173,1,208,32,35,195,173,164,981

Y DATAS, 240,34,173,147,3,24,105,72

DATAB,141,147,3,144,3,238,139,823
DATAS, 173,139, 3,240, 15, 173,147,893
DATA3,201,80,144,8,169,0,141,746
DATALS, 208,141,164, 3,173,142,5,849
DATAS6,233,1,141,142,3,176,3,755
DATA206,134,3,162,0, 189,143, 3,840
DATAS6,233,2,157,143,3,176,3,773
DATA222,135,3,232,224,2,208,237,1263
141,1,157,692
,208,243,173,1223
DATAS, 208,201,70,240,7,201,210, 1142
DATA240,3,76,240,193,173,165,3,1093
DATA24,105,1,41,1,141,165,3,481
DATAL73, 165,3,240,6,206,5, 208, 1006
DATA76, 254,193,236, 5,208,173, 7, 1154
DATA208,201,70,240,7,201,145,240,1312
DATAS, 76,23, 194, 173, 66,3, 24, 562
DATA1@S,1,41,1,141,66,3,173,531
DATA9,208,201 , 145,240, 7,201,210, 1221
DATA240,3,76,48,194,173,67,3,604
DATA24,1085,1,41,1,141,67,3,383
DATA160,8,162,0,185,66,%,240,816
DATAG,222,7,208, 76, 66,194,254, 1853
DATA7,208,232,232,200,192, 2,208, 1261

QDATAZ35, 173,68,3,208,63,173,6, 92!

DATA220,201,2,176,26,173,7,208, 1013
DATA141,13,208,173,143, 3,56, ,{3,'77@
DATAZ4,141,146,3,173,135, 3,233, 8
DATAR, 141,138,3, 76,138,194,
DATAZES, 144

DATAZ08,173,144,3,56, v,‘a 141 95—)
DATA146,3,173,136,3,233,0, 141,83
DATA138,3,238,68,3,173,68,3,694
DATAZ4D,34,173,146,3,56,233,3, 808
DATA141,146,3,176,3, 206, 138, 3,816
DATAL73,138,3,240, 15, 175, 146, 3,891
DATA201,200,144,8,169,0,141,68,951
DATAS, 131,135,208, 173, 30,208, 141,917
DATA&9,3,173,69,3,41,128,240,726
DATAZB, 162,2, 173,69, 3, 61,148,646
DATAS, 240, 13,352,222, 194, 169,250,112
DATA157,140,3,169, 1,157, 132,3,762
DATA232,224,6,208,230,96,169,0,1165
DATA141,63,%,141,15,208,138,72,7682
DATA224,1,144,27,160,5,185,8,754

DATA136,208,235,202,
DATAS9,195,173,69,3,41,2,240,782
DATAL,96,76,8,193,173,30,208,785




‘m‘zma.\eq‘m,mx.w,ﬂ
z,xnz,ss.ime,wq.m,em
A,:xz,wq,a,m),x,:s:,aaa
5,212 tb‘?,\2?,143,11’25

DATATZ,
DATAGA ;681681681527
2 255,0,885

,247
0 1+7
=M A

w1z END

1 THEN PRINT WERROR IN LINE

JREAD A PIF A
_g192 T0 8575 STEPS
D 147

SRS Gl JHEN PRINT JERROR TN LINE w1z END
_agis2 TO 50191 STEPB
TO 1+7

VERROR IN LINE w1z END

1F AdsM THEN PRINT




DAGIEE M

@@m@@ 3 DEEP SPACE, SNAKES, SHADOWFAX, THE
VENGE, QUAKE 1.

HE EYE OF THE MOON
DNIGHT TRILOGY.

LORDS OF MID
TO BE LAUNCHED LATER THIS YEAR—T

— THE CONCLUDING GAME IN THE Ml

sk Mike Singleton
whathis
background is

and you could get

1 dozen

answers and they would all be
correct. Former Englis]
teacher, bains behind Siar Net
play-by-mail game with

over three thousand plaers

er.
The thread running through
all of these achievements is his

1 designed my first

when [ was thirteen. It
was a James Bond-style board
game.”

From board games Mike
graduated to _play-by-mail
games. *T got hooked on an
American_game
Webin 1977 I only o e
players and | eventually
managed to win the game two
years later”.

Unlike many programmers

difficult to_imagine Mike
Singleton doing anything else.
‘Ask him what his ambitions are
and you get a game designer's
repy “To write a real classic

e thie computer
e ttent of e

IKE SINGLETON

NIGHT, DOOMDARK'S RE

u
playing area of the game and _ Quake is being co-written by

ve and look in authentic dir- Warren Foulkfe — a young pro-

ections. So that if you look grammer who now works full

north and see a vilage it gets time for Mike — helping to run
oumove towards .~ Star Net.

biBe g thah e o
L Pk B nene 8
Grisat op Bladus.

that people will still be playmg [

logufieflam e abd gone’
say Mike has
alrcady achieved dassi game
status in Lords of Midnight and
Doomdark’s Revenge but there
{8 plenty mere on the ey frm
him this
e next_game from the
Singleton keyboard s Quake |
urin,
ki o bl v
tionary technique ‘land-
scaping’. Landscaping enables
the player to walk through the

LORDS OF MIDNIGHT

‘The game is set in the future

for
The Moon — the fnal gaime in
he Midnight trilogy.

ts bigger and better than
the first two
(Doomdark’s R
6,000 locations
Moon _will
16,000".

Currently only Lords of Mid-
night is_available on the 64
though Doomdark's Revenge
will also be lauched this year

‘When Eyeof the Moon s finally
launched on the 64 — probably
not before Spring ‘86 — it will
have anumber of other improve-
e, a el assheercompixity
onthefirsttwo

haraclnnsanon will bebetter

and it will have a two player op-
tion”.

AND




Although the rules of already occupied. Move- KEYBOARD right creep in when you
Triad are simple enough,  ment must be along the CONTROLS enter
the strategy and tactics Alpha, Sigma annd Zeta FUNCTION . 1t ey 56 1RbR o
involved are pretty com- axes and you  cannot Direction Alpha | know_what should_be
plex, so don't be in a jump over triodes of Diroction Sigma  happending, even if it
hurry to master it. either colour blocking Diaction Zaa isn't, so here’s what you
First typeintheaccom-  your path. Only switched e should seen when the
panying listing and saveit  on triodes can move. Fire with a triode program is run.
fo_ tagle (0F disc 1 the FIRING Return Confirm movement ~_ First the title screen
usual manner. Before you i should appear with the
run it, read the following A SWitched-on triode can gt word Triads in large
brief instructions fre in any of the diec. Defete Cancel movement
: Alpha, Sigma or
because, believe me, you  ons Al
Zeta. It must fire at an

won't 9ot very far  emy triode that is also press the Commodore

mgNmb:

To start @ new game,  Minute or so delay, while
: the program generates

without them. oo on ot e Koy and N, The colourgq (he necessary data, the

THEBOARD  ™ust be no viodes bot Strpe in the cursor in- [ SR SO pereplac
The field of play consists  Ween the attacking triode _ dicates whose tum it is. % ;
Jrehadcly ssts o s target. Placo the cursor over one

of your switched on

S4ord wrey f specdé o THE PLAY wiodes and press Mor F. vt it YOU SEE
tirest h‘:‘ed'e“‘m e Both players start withall Next, using the move- Bt v pllds
shisioniolel ipe i their triodes switched on.  ment keys A, S, and Z, S RO ANC IO
:‘ay“:r's T o ’“ax: The green player starts, position the cursoronthe  agctS, S8 O o
B itaon thedes . then each player takes it nodo you wish 10 move tioded ara cwiched on,
ranged in three groups of with lines of pulses
six_occoupying three of drawin in to the accom-
the star’s six points. If paniment of beeps.
that sounds complicated

take a look at the ilustra-
tion and you'll see what |
mean — one player has

plays with the green.

PULSES
Triodes can either be If you find
switched on or off. A everything looks a com-

switched on triode emits
pulses of its own colour
in three directions —
Alpha Sigma and Zeta.
An easy way to visualise
these is that they corres-

pond to the three arms of .
the letter Y. If the cursor doesn't
The pulses terminate . function as it should, the
when they reach another mistake Is lkaly to be n
triode or the edge of the i i - swit-
board. Switched off P B% Méke Slrlg:jeton64 ching does not heppen
triodes emit no pulses. A or the Commodore according to the rules,
triode is switched on if it check from fine 3000

receives pulses from intum toeithermoveone to, or over the enemy ~ Onwards.
anmhev mods of the of their triodes or fire at triode you wish to fire at.

ur, otherwise it an enemy triode. Finally, press Return to BEFORE YOU
is swin:hed off. A triode The object is to force execute the move or START
cannot therefore, be your opponent into a delete to cancel. One last thing: When the
switched on and off position where they can- board is visible you won't
directly, but only by not take their tum, ie. be able to read error
movement of itself or move or fire at one of DEBUGGING messages because the
other triodes so that the  your triodes. Mike Singleton has screen area has been

pulse streams are altered  This usally happens ~cleverly designed thepro-  relocated. The only clue

to hit the switched off when all of their surviving gram to generate mostof  you'll get is that some of

triode. triodes are switched off; the enormouse amounts  the cells turn a funny col-

in rare cases, their swit- of data required. our To read the emor

MOVING AROUND  ched on triodes may be However, the program is ~ message press Return,

A triode can move toany  completely boxed in by still very long and it's type GOTO 10000 and
position on the board not  your switched off ones.  possible the odd error press Retum again.




POKES2, 45, POKES,
ULsEs

18102y

132ePokg 5,

22230 Ty 40
1970 e1r 4y
D Sz oyl py, X
1 Then 53

B 20 kvapegy

Y ang
74 IF Ky,
75 IF kyoy THEN gg
76 Poke 7,

,JZ:FDkEIZ,KZ:PDKE FL,i
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b4 THEN 109

1972211
26010
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s
wgeLsd®y

o, 11:POKESSZ0L s 11

.mmm&sszsz.s

THE PAGES

+ (BRNILIEFCIFRON
T aim: PRINTINEXD
Yoy TO b1 READ GRY. (K) TNEXT

1))-68)

SR cpBCIDS (L% Jrdy

a GAME BY MIKE SINGLETON"

2raspPe)
2,2)
e S 20 FoR €20 10 2
ArBAIACRT
YT :NEXT
»
1: For B=8 T0 2eFoR ©=0 T0 2
T =z7ameca T
XT3 NEX
0 10 3

10 2
y2=2%V1

g5 AND MASK
70 AND MASK

For C=0 TO 2

AD MAS
. (GET) v 1RBHs
GET) AV2RBHK L

499
S0 NEXT:NEXT
oR B=0 TO 2%







1450 XT:NEXT
| 500 vm-n-v;.m:mm-w.w
1505 FOR K=
i 10 AL
W (8K =W (7K

FOR D
1560 Thai2t, D):hzmmmm—n

| @ NE
-1.uzn=17mmuxmvun
i 1)=18+8% i vi (121} =aAsBNY
0,0)=45
FOR =

3170 121
110 PDKE F.(5) ,AS+C%(S)
1620
2000 S
212 DI
2020 D! 1
2030 i wum 2)
Jass DI O%(121,2)
2040 DIN T2ty 2)
2050

s
2060 Din oo =

S70 DIM OD% (SR
Jo 2:FOR 3=0 TO 1

3110 NEXT
\m RE
e Ren VREpLACE
F B 10:60T0 3200

0208 wm oS!

@ To 2:FOR k=@ TO 2:FOR J=0 T0 2

ol "To 285 POKE £0,5+ABS (K) :NEXT
msw?uwsa
«r-rms.c-/.msm

T
1552953 POKEK B3 NEXT
3220 F
3230 07%(08,D) =
05 807 (CL(08)
. (0S) +37888,8

. 2 05 x5u7 (08) #8EN (L%(08,0))

. npzs2) 0R2
249) ORE Su.(09))

P 64:Y:
RD/.(E) wnvm.nw.‘zw,a

018431 FOKEK
spa»swa RO (D)
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2478 17 T THEN 2420
2480
2490 eEs3276,255
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x-s3268 e N
353! NEXT
e iiEihem senas -
84241 72=1842" e pst 18 2
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2055 roe 21
Soe Lo s
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718 Poeoazrae
2720 BAT!
272 Focsazrs
T t5eL%(20,D) £ COSUBA100
R omuerion
5

2998 ReM AEov

0 1F 02¢78 ©JEN GOSUB 10:60TO 3000
KE GATE , 33

K=sp, 10 5 eTer _41POKE FO,KeNEXT

2 08,0 #SBN (LY (08,

-0:5
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[
E P%(OS) 4373

3060 To et T0 2=3-D
Sere POKE PZLDEHPW.(D).H: (1708 D) 407 (08,P2) P2

@ NEXT
3o For op=0 TO 2
3100 GOSUB & 2000
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ATTACK OF
SOFTWARE PIRATES
/AGE:s T. GIBSON & M. HARRISON
@@ MJL:SS JAMMIN’, BOZO'S NIGHT OUT, SEASIDE o
SPECIAL, GHETTO BLASTER AND SEVERAL ARCADE G7A 5
@@Eg 37 ““AM | TOO OLD FOR COMMODORE USERY?

ike many top names pay-per-play cabinets that have
in the games business now largely disappeared from

Tony Gibson — or our pubs and clubs.
Gibbo' as he prefers In those pre-micro days he
be called — learn- rubbed ~shoulders with the
ed his trade in the arcade authors of the arcade games
business, programming the Gyruss and Blue Print. At that

time they were working for a
company called Zylec — whom
they left shortly aﬂcrwnrds to
set up their own firm — A
Computer Graphics. ACB
now behind the. hest known

were having their own succes:
in the arcades. They developed
an arcade game called Master
Blaster — which had three
separate games in one cabinet SREASIREIEE
One of these was The Pit —

which later turned

015 LIVES:0S RAD

up his own move into the boom- trying things out, finding out

American ing home games market and what it could do and what it
set up Taskset. Gibbo was con- couldn't

1983 tracted to write three games. “I  *I wanted to_break all the

ndy spent the first six weeks just rules with my first 64 game. |

playing around with the 64, was fed up with writing games

Attack of the
Software Pirates
— for the Commodore 64
by T Gibson & M Har 'son
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Efpsa» S2480) ~5427
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himsel.
Mark and Tony were now
- working

to other people’s specifications.
" enabled me to ex-

that
good as well as cne hat played
wel raphics with the ad of  Koala
The musc for Jammin’ was Fa ‘graphics tablet.
written by Mark Harrison,  Their next project was one
Gibbo's partner and co-author that appealed to them both
of h rk borrowed because of their political beliefs
heavily from various sourcesto — they are both members of
put together a really nice col- the Ecology Party. It was to be
lection of tunes.” Good sound a protest game about nuclear
and graphics are the hallmarks energy — inspired by the re-
of a GibboHarrison game cent accident at Sellafield in
though Tony also points out which radioactive substances
that there s also a personal leaked
trademark in all of his games.  Royalties were to be donated
“I put a large amount of to Greenpeace, the cassette in-
red and
... this is my trade- st
mark. It's because I am a reg-

tement of the programmers’

gae fan and the colours repre- everything was ready to go.  the g
there was one hitch: cassette turning. The top shows and Ghetto Blaster play
2 ritten

sent the music.”
Gibbo's liking for music was Tony Gibson's relations with
how he met Mark Harrison. “ Taskset were already at a low
put_together a_computerised ebb. He was now working at
performance. Trouble was | home because he found he

drank so much lager | forgot could not work in the
how to operate the machine. It mosphere at the office. “They
was very embarassing at the had Radio One baring out all
time.” it was driving me up

Mot 2o ivas o i (he i

club that night — playing guitar  But the real diesgresment

in his own band — Generalor. was over the game isell
A conversation struck ¢ Seoside Spetil Taskset werE
relationshp developed, and a reluctant 1o emphasise il the
partnership was born that has controversial elements in Gib-
produced some of the most fun son and_ Harrison’s game. In
and interesting games yet for the end Taskset launched Sea-
the 64 side Special without any
The fim worked well — and reforences 10 Greenpeace. o
Taskset were very quickly on Sellafield. Tony Gibson and
oth Mark Harrison are now work-

ig! ing for themselves,

“Young kids seem to love Bozo  The next game from this stable
- 1 think it's the idea of a is called Ghetto Blaster. “l got the
grown up stumbling, drunken- ide forthegame whitlaving n

ly around the screen the sun in Battersea Park
amuses them,” says Gibson, London when ths gy walked
clearly amused by the notion past me with a ghetto blaster

yellow on lay was to carry a hard-hitting dance.

SCORE: 00000
DISKS: 08
LIVES ¥ ¥ ¥

blaring out. It made me want to rival record companies en

The game features a_split wve read

g Now that yo
views about nuclear power, screen with a ghetto blaster in about the authors of Seaside
’s N

bottom portion with the Special, Bozo’s Night Out,

mpan
avolding the nastiessent out by st there — key i in now.

Attack of the Software Pirates i feione: of the shorter
listings in the Book of Celebrity G:

But don't take the brovity of the | Immg as an indica-
than of samathng lacking i the &

“The objoctive & to get the cisks from the top of the
screen to the bottom, and demsn themin their correct
colour coordinated posi

“Tho first row of diska you willfind fary easy. The
second colour will get tougher as the software pirates.
are out o stop you.

pirate should catch you he will automatically
and place it back at the top of the

You are going to enjoy playing Attack of the Soft-
‘ware Pirates. lts easy to enter and not very long — so
what are you waiting for.
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AT
SOFTWAR

TACK OF THE
E PIRATES

0SUB3900
0SUB395@

LFPEEK (FNA (X) ) =21 SANDCAR=BANDFEEK (5324%) < >234THENCAR
IEPEEK (55249) =234ANDCAR=1ANDPEEK (FNA (X)) ¢ »21 3 THENCAR=

RETURN

BOKEFNA (X) , 16@: POKEFNA (X) +1, 160: POKEFNA () +40, 160+
V=FNA (X) : RETURN

POKEFNA (X) .213=pm<zFNA(x>+1,2m;pm<zv=me)wm,zmzmunsrnmxnn 1203
P ONEEN (S ~57THENPOKESE-1,PEEK (SE-1) +1 POKESE,, 483 60T03760
POKESE , PEEK (8E) +1
EPEEK (DE+1) =57 THENPOKEDE , PEEK (DE) +13 POKEDE 1, 482 : D= K+1: B0TO3999

K=Di+11 IFDK=4THENGOSUESS00

OKEFNA (X) +41, 160

POKEDE+1 ,PEEK (DE+1)+
RETURN
=0+11 IFO=STHENG=1

POKESX , 0%2: BX=PEEK (53248) : GY=PEEK (53247)
EEK (532484 (0%2) )  BY=FEEK (53249+ (0¥2))
IFCAR=DANDRS STHENGOT04170
IFCAR=1ANDA=A4THENFORGH=1T02
IFBX<GXTHENSYSRT

IFBX>BXTHENSYSLF

IFBY<GYTHENSYSDN

IFBY >BYTHENSYSUP

E=PEEK (53278) ANDL
IFE=1ANDCAR=1THENGOSUBS200
IFCAR=1ANDE=4THENNEXTGH

RETURN

L1=L1-1: CAR=0: POKEWY,213: POKEVY+1,201 POKEVY+4D , 202: POKEVW+41,203
L rEST569, PEEK (532693 AND (27 (S+L1) ) =11 IFLI=@THENS6X!

RETURN

LFDD=4THENCC=30: POKECDL , 5 POKES3269 ,PEEK (53269) ORS

D+DK 2 DK
P DD=8THENCC=158: POKECOL , 73 POKES326%, PEEK (532691 OR16
IFDD=12THENGOTO7000

DD:

FRINT"[HOM1": A$="[REV1[24SPCI"

PRINT: F‘RINTCHRSLCC):FORIﬂlTGA:PRINU\J:PR!NTAS:PR!NT:F‘RINT:NEXT!
ERINTAS: PRINTA$: FRINTAS: PRINTAS$; " [HOM1" : RETURN
Fumrmmmmngsnzmmgsms;zaﬂnmms.Ngxnzpnyasshv.m
T0S@: PRINT: NEXT

PRINT"[14SPCIGAME OVER"

=

= PRINT"[11SPCIANOTHER GAME? Y/N"

FORT=1T011: PRINTzNEXT
GETAS: IFA$=""THENS620
IFAS="Y" THENRUN
IFA$< > N" THENS620

D,

RETURN

FOR1=@TOR6: PRINT: NEXT: PRINT#[7CRIVOU WINLHOMI®

FOR1-07030: FORFL=0TO3: POKES3288+FL , PEEK (S3288+FL) +1AND15: NEXTFL:NEXTT

POKEST269 ,0: B0TOS601

10000 DATAB,D,D 0.2,160,10,168,43,250,38,218,47,254,42,170
10010 DATAD,B8,2,160,0,192,2,160,5,20,8,8,4,4,40,10

10020 DA Thal@ 5. 10,10,8,42,178,43,250,38,238,47,254, 15,252
10030 DATAS,240

240,10,104,42,170,42,106,42,170,56,171,63,63

M

1005 DATA120,216,248,218,254,218,4,219,10,219

11000 DRTA76s 143,40, 76,249 ,40,76,23,41,76,53,81,76,83,41,169

11010 Dmaz\bfa,x?s}.:‘s}.lév,:la,is},zsa,xﬁ,xm,2‘2A.1t.5.Mx,h.ls,zm,l:
11020 DAIAIA,ZAﬁ,lA)‘&,QBA,Jz,l51,’720,165,11u.41,7,2B1,5,xe,245
1les0 DATAL70,224,8,240,14, 165,253,24, 105,160,133 253,144,2,230,254
11042 D TAZan. 208,238,178 , 6,204 ,223,0, 240,18, 165, 253,24, 185, 2, 133
11050 DATAZEK,144,2.23mv254,2m2,2me,235,32,151.:zA.:t.E.Ml,M,S.?m
11060 DATAS.ZAE.2A5,165,lBS,?Aé‘ﬂm,le,lE.ldﬁ,?ﬁl,zﬂm,lAS,ZﬁE,l&B,AD
11070 DATALAS 253,200,135 ,253,96,2,5,7,32,130,41,56,233,80, 133

11080 mmzsz,175,2,1<¢s,25n,32,1n,4;.20:5,12,5:,115.4:.155.1,2@51
11890 D Tnae 5%, 16,153, 1,208,96,32,130,41,24, 105,80, 133,255, 104
11100 DAYAz,zsm.zsa,sz.M:./u.22\@.12.32‘115,4!.185.1,zwa,za,ms
11110 DTagb 155, 1,208,96,52,130,41,56,233,2, 133,253, 176,2,199

11120 DATAZ54,3:
111308 DATAD. 208, 96,332,150, 41 ,24,105,2, 133,253, 144, 2,230,254, 32
11140 D TALA: al.208,14,32,115,41,185,0,208,24, 105, 16,153,8, 208

L oe DATA144,0,8,165,253,157,0,205, 165,254,157, 1,205, 165, 250

11160 DATRW:A&B.'-’I&Jbt.,zS:!,xE'?,1,2m5,133.254,ie‘?,m,Qv_\S,?e,ié\Z\,w.17“/

141.41,208,12,32,115,41,185,0,208,56,233, 16,153

DATAZS3,41,15,197,255,%6




n/AnEs RICHARD LEINFELLNER
@/A\[[ESS THE EVIL DEAD, CAULDRON.

INGES

first met Richard Leinfell-

r at the London Dun-

geon amid the models of

homhc ‘medieval torture.

place for the

oo R e Bt gaame

the Eoil Dead. But the setting

was ftting in more than one way.

for Richard didn't look out of

place himself ith"his ‘black

leather jacket — complete with
frilisand studs.

Since the launch of Evil Dead
— not the biggest success of all
time — a lot has happened to
Richard. Not least he has
changed his image. With crop-
ped hair, and heavy Austrian
accent, he now looks more like
a respectable professor —
rather than thefeathered biker
of his Evil Dead days —
fave the matoebike Though,
heis quick to point out

Dead did not repeat the

it s completely disarming

frankness. “Although it may

not be the best game of al ime
s quite advanced tec
cally

new game— Caidron, Palace
long time perfecting
this one — and It shows, The
arcade adventure in which you
are a witch seeking a golden
broom-stick is one of the
guaranteed smash hits of 85,

So what caused the turn-
around? “We now work in a
team, the graphics are design-
by our ful e artst Steve,

play is worked

ingle part

of the play fas been discotsed

in great detail to give the best
possble game pay”

When [ went to see Richard
at Palace’s dingy offices — in

an old cinema near King's
Cross Station, he was still work-
ing on Cauldron. “See that — a

were o be left by the doors of
the same colour,” he said,
interrupting our conversation,
to tick off a fellow pro-
grammer,
Timmediatly go the impre

in Cauidron ¢
And talking of pains, playing

managed to get one of the in-
gredients for the spell into the
witches cauldron

Richard makes no apologies
for the toughness of Cauldron.
Let's face it, games players
have had a lot of practice over
the last couple of
games need to be tough and
challenging if they are to hold
interest. Cauldron is_difficult
but it is also fun to play and

can enjoy it even if you

don't master it after your first
ew goes. We want people to be
still enjoying the game after a
year, or even after two'

Richard Leinfellner’s first
computer experience was at
Heathlands Comprehensive in
Hounslow, London. “We had a
terminal which plugged us into
a mainframe. It was infuriating
because it was constantly
ordering you to log off in five
minutes ... | lost 5o many pro-
grams that way.”

When Heathlands got their

setting it up, organising imer-
faces for printers, and teaching
the teachers how to use it

Like so many top games
writers Richard s critical of
computer studies at school. “I

did the ‘O level but my school
did not do the ‘A’ level ... it's

the time Richard left

Heathlands — with "A' levels in

Physles, Chemistry Muthe and

— he was already a
competent madiineeote pro.
wammer.

e German ‘A’ level was an
easy way of gaining a fourt
GCE for Richard, who was born
in Vienna, and speaks German
fluently

CAULDRON

o what happens after
Cauldron? “A holiday ... I'm
going to Austria o see my
family. We have at e 8
dozen ideas for another
Dut mothing has boen fnalled
yet

hat
Richard Leimteltner e lnr
budding computer
kids? “Practice
have to keep at it to learn all
about you machi
the most out of it”.




Brickbusters is a new variation on that old favourite
Breakout. Breakout s a bit of a geriatric on the games

scene these days, so Richard Leinfellner has souped it
up and given it some added vitality.
Arcade addicts will know that the best way to beat
ut s to knock a hole in the wall so that the ball
can break through and devastate the top row of
bricks! You'll have to devise some other method to
crack Brickbusters, because the wall keeps re-
amanging itself!
st type in and save the Boot Loader program in
the first listing. If you are using the Datasette, save the
program at the beginning of a cassette — you'll see
why later. When you've saved Boot Loader, get rid of
it by typing NEW/RETURN or switching off the
computer.

Next, type the prog e
second listing. An error statement will be generated if
you have made any errors typing in the data. If this
happens, Check the data statements through carefully
and make any necessary corrections.

When you've got it right you wil be given the option
to save to tape or disc. Tape users should save the
code on the tape after the Boot Loader program. Now,
switch off the computer again (or type NEW) and load
the Boot Loader program you saved earlier. When run
you with the Brickbusters screen. Nothing left to do
now but plug a joystick into port 2 and bust those
bricks!

Brickh!
for the Commodore 64
_by Richard Leinfellner

140 FRINT"CHECKSUM ERROR IN DATA STATEMENT"
150 PRINT'FLEASE CHE NES"
160 STOP

Boot Loader
10 1F A=1 THEN 7@

1
3@ PRINT"(CLSIBRICKEUSTERS LOADE!
48 INPUT"T=TAPE D=DISC": A
HEN N
=1:LOAD" BELISTERS

78 8YS 12%4096

Boot Maker

10 PRINT"CCLSIERICK BUSTERS TAFE/DISC MAKER®
20 N=12%4096

G070 9@

198124 THEN GOTO 149
108 INPUT"T=TAPE OR D=DISC";A$
11 + 50764, 8: POKES7 46,8

ATA LIN

197,32, 1 236
7,209,197 4,157 , 2 s

540 DATA 64, 196,32, 28
4,3,141,
2 2,208 , 246,238,
ey 1750

120,4,
b 2)169,52,157,208

DATA 160,240,2 23,5,72
31199.4,72,173,23,5,
DATA 173,194, L 109,160

500 DATA 249, 1
201,160,240,2,169,
616 paTA 201140248, 2, 169,521 1)

217,200, 18
680 DATA o e,

530 DATA 245,197,356



SCORE 80007

1530 DATA 201,2,144,17,141,49,197,32
1540 DATA 64,196,174,49,197,232,232,232
155@ DATA 169,32,157,152,7,76,3, 1

1560 DATA 170,202,202,160,4,169,226,157
1570 DATA 152,7,169,5,157,152,219,232
1580 DATA 136,16,242,96,173,17,208,48
1598 DATA 31,173,18,208,281,251,176,24
1600 DATA 169,251,141,18,208,173,17,208
1610 DATA 41,127,141,17,208,169,1,141
1628 DATA 25,208,104,168,104,170, 104,64
1630 DATA 173,74,198,240,6,206,74 198
1648 DATA 76,136,196,169,16,141,4,212
1650 DATA 169,49,141,18,208,173,17,208
1660 DATA 41,127,141,17,208,173 66,197

2,145, 25
A2l 1,173 244,9,48,157
216,202

1980 DATA 197,201,10,176,
1990 DATA 5,4,169,7,157,5,216,

21,141
2169,10,56,537 i
i 2000 DATA 208,236,96,162,5,24, 189,226

197,141,214,

2230 DATA 111,160,198,32,189,255
2240 DATA 169,8,133,253,169,192,133
2250 DATA 254,162,74,160,198,169,253
2260 DATA 32,216,255,96,66,85,85,84
2270 DATA 69,82,83,0,169,-1




BABY BERKS

[IAGES JOHN WILLIAMS

@QMESS BERKS |, Il, AND Ill, JET BOOT JACK.

Ve come across some pret-
ty silly names for computer

Space — but nothing
dule a8 bllarious a5 the it
simplicity of Ber

“thre dm you get that [f

1 ask, hoping for a
serous repty knowing 1
wasn't going to get one.
¢ ing each other up (the
other is lan Eller

find all of my questions mgh[y
amusing.

well ¢
don't, but you'll probably say I
daanywav

of pets Jon's

tion. Despite these efforts he
iyasnot happy wih the Pet and
ditched it for his trusty Af
for which e wrote_ his" st
0 commercial piece of software.
It was called ACE — Atar
ncer — a toolkit-
type program. It was marketed
by English Software, and 1 a
at they are sl selling

Jon's relationship with
h Software led to him

first computer wab one o1 W

the Commodore variety. “It
was an obvious purchase for
- Td bought program-
mzble czlfulnmu before that
ter seemed like a

200t dea,

“It was not easy buying a
computer in those days. I had
to drive up to Canterbury to
get it. I learned Basic on the
Pet and then machine code
I wrote an Invaders and'a
Break

Ton Joined: the Jocal_com-
puter club — SUP
Southern” Pet Ussrs: Assonns

hard slog to write. “When I am
working on a progra

seven dﬂvt a week — tcn hDII!
days”.

Ths long-haul 64 programm.-
ing is in stark contrast with the
(lme spent on the Berks trilogy,

erks 1 was written in four
weeks ind the it two
weeks were. just playing
around with the C16 to see

‘e what it could do. I also had to

write an interface program to

et the program from my Atar
into the

m earn his living as a
full time computer games pro-
grammer. One storey of his ter-
raced home in Littleworth is
given over to computers
There are three computers in
all—aC16, C64, and the Atari,

Jon does not share the view
that the C16 is a hopeles
machine. “It could easily have
been better but it does have s

the 64 had that it would be

brilliant,”
Berks 11l

work on the

completes Jon’s
C16 "I expect my

next project will be for the 64
but nothing has been confirm-
ed yet. | am hoping the new
Atari computer takes off . . . I'd
loveto vt game for that”
s Wi

And wi

Since mm first Berks game or

Jon's productivity rate has in.
creased: there are now three
Berks games on sale — plus the

crept over iy 4 face — the
first time that afternoon, “I
don’t lhmk the pmblem

completely free game lsted on ser

these pay
Jon's home is wel equipped

0 think. Penomuy. think
hncklng is pointless”.




Baby Berks is a fast action, hundred per cent muninecoda
6's

inbuit monitor, TEDMON, to enter . ffyou haven't used the
mmm holo be sure to read the instructions for entering
car

et game listing is in the form of a ‘hex dump’ — simply a
isting of the contents of the C16's memory locations. The
address s given on the left-hand side followed by the eight
bytes of code which occupy the next eight memory
locations.

decimal (base sixteen). If you udnerstand the hexadecimal
system so much the better, it's not important if you don't,

Do this in the same way you entered the main code,

5t now
000, 268/ RETURN
(change the 01 to 08 for disc).

Just to ba on the s side take two copiss. To load the
program from ‘cold" type in LOAD“BABY BERKS” in the
usual way.

GAME INSTRUCTIONS

me can be played either using the keyboard o
joystick plugged into port 2. The keyl controls are: Left
= A, Right = S, Up = Retum, Down = Shift and Fir

First enter or by
screen display should now show
intemal registers. Next type F 7400 SBRE O

This instruction tells TEDMON to fil the block of memory

i i

Space.
The Tofire, keyat
contents of the C16's | | the space-bar.
ETURN.

The object of the des(my the Baby Berks as
they hatch from thar ‘eggs. Watch out ig Berks, who

be overwriting these locations when you type in the pro-
gram. It's just that when you switch on the compt

tank and try to azsvny . Yoo o s
the Big Berks for a whils by firing

In al, there are sixteen iroana o moon - enough to
ng fun. And

memory is full of garbage and this can make
confusing.

Now to start entering the program. The code starts at
location $1400  (the & stands. for hex).

— the same format as in our
listing. Ignore the characters on the far right of the screen.
To ente the code, just postion the cursar overaline of i
formation and er lues from the listing. When you
have entored ol eight bytes. press RETURN and continue

with the next line. When you have entered all twelve lines,
press M/RETURN.

Another twelve lines will now appear on the screen. You
notice that the first of these is the last one you entered
on the previous screen. Enter the next eleven lines of data

f you make a mistake, move the cursor to the bottom of
screen, type M, the address of the fine where the
mistake occunred and RETURN.
01 cowse, you dor't have to entsr the whale thing
save what you've typed in so far, type S
”DATA1" 01,1400, 1800.
Where:

Sis the command for save.
DATA1 can be any file name.
01is the device number (change to 08 for disc).
1400 the start address.
1800is the end address and will obviously vary, depending
on how much code you have entered.

To reload the data type L “DATA1",01, (08 for disc).
When you have typed in the whole listing save it by typing S
“'FINAL",01,1400,2BFF (again, disc users change the 01 to

CH ERROR CHECKING

XIRETURN andyou will be retamed 1o Basic, Now type
NEW/WETUHN and enter and run the Check Sum Basic

you have just entered. All bclr\g yeob. the program shouid
retum the message ‘checksu re are any error
the checksum program will ol you in when 513 byte block
of memory they occur.

Then it's simply a  mattor of re-entering the monior and

code
checksum program wil sl be n memory, 5o un it agai to
see if you have eliminated all of the er
When all the checksums are o.k., tvpe NEW/RETURN.
You are now ready 1o enter the fina pioce of code which
runs the program:

well worth the effort of typing all that coc

SKILL:NORMAL - LIVES:03 -— SCoR

R 6 86€ 46K K¢ ¢ ]

Baby Berks
_ for the Commodore 64
by Jon Williams
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CHECK SUM PROGRAM

10 BERR=0: RESTORE: PRINTCHRS
(147

5

)
100 Sun:

118 Reap stamte FINISHs, CHECK
120 1F rxmsmw

BLOCK #°3STARTS:

170 BERR=EERR+1:G0T0100
1090 IF BERR-@ THEN 2000
CHECY SUM

1010

D

2000 FRINT" was CHECKSUM 0.k
END

5000 DATA 14001600, 39666

5120 DATA LAST,LAST,3333




‘B 2003 DUB SCROGGIN

Dub Scroggin is a name for you could be forgiven for
not knowing. We'd never heard of him at Commodore
User, until we discovered his excellent game, -
sk, in Compute!’s Third Book of Games for Com-
modore computers.

Speedski is a worthy inclusion in our ‘Top Games’
selection, because it runs in Basic on an unexpanded
Vic-20, yet features the speed and excitement of
many machine-code games found on larger machines.

As | said, the program is totally Basic so you should
have no problem entering it, especially with Com-
modore User's ‘Easy Enter’ system. There are only
two keyboard controls, * < to move the skier left and

*>" to move him right. Simplicity itself.

The object of the game & to guide your skierfrom
top to bottom of the slalem course in the shortest
| possible time. Bonus points are gained for passing
| through the gates, and you can gain extra time by hit-

ting the jumps dotted around the course. *You will be
penalised if you hit a tree, or crash into the fence (if
you're lucky, you can get away with hitting the occa-
sional tree!).

Up to four players can participate, so there’s no ex-
cuse for not inviting your friends round for an after-
noon on the piste!

1@ PRINT"[CLSIC9CDIL6SPCISPEEDSKI " s PRINT*9CD1"

20 POKES6, 28: FUKESS , 250: POKES2, 261 FOKES1 , 250: POKES6879, 25
READX : IFX=@THEN7@

4@ FORI=XTOX+7:READY:FOKET, Y:NEXTI: GOTO3®

@ DATA7672,16,56,56,124,124,254,254,16

\64,126.0,0 Speedski

52 DATA7656,0,0,248,4,2,1,0,0
53 DATA7648, mz: 40,40,40,104,56,44, 40 — for the

Vic-20

54 DATA7640,32, 16,136,68,34,17,8,4
55 DATA7632,4,8,17,3

56 DATA7626,16,28,30,28,16,16,16,56
57 DATA7616,0,0,0 m,:ss 85,170,255
58 DATA76DE, 16,24, 4,26,44,72,16

(unexpanded)
by Dub
Scroggin

,52,18,8
61 DATA7S84.0,@,0,0, m.m
2 DATA7576,8,8,28,8,62.8,127,8

&3 DATA7568,8,8,42,8,8,8,0,0,0

7@ PRINT"LCLSILBLKIL6SFCISPEEDSKI": PRINT"[22B<T1"
80 PRINT"CCUILBLUIYOUR SCORE IS ELAPSED TIME +'5 FUR EACH GATENISSED. [Z8FCILOWES
T SCORE WINS.

9@ PRINT"[CDIFRESSIREVI<LOFFITO GO LEFTC4SPCIAND [REVI>LOFFITO GO RIGHT."

1@ INPUT"CCDINO. FLAYERS (1-4)";NP: IFNF<10RNP>4THEN7®

11@ INFUT"LCDINO. ROUNDSL2SPCI(1-5)":NR: IFNRS 10RNR>STHEN7®

120 R=
138 FRINT"[CDICREVICCYNISKIER #"
R":PRINT"2=INTERMEDIATE "

FRINT"[CDICELUISLOPE DESIRED":PRINT"




140 PRINT"3=ADVANCED' PRINT"S=PROFESSIONAL"

PRINT " 4=0LYMPIC"

"THEN1 5@
[26FCIBEGINNER"

2" THENS#=" INTERMEDIATE "

070130

AL (A%) : RN=(SK+1) /182 IFSK< 10RSK >SORSK< > INT (8K) THENPRINT " L 18CU1
51

%5

230 POKES6869,255: FRINT"[CLS1": POKE34878, 15
248 FORI=1T023: LoINT (RND (1) %19) +11 FRINT~ERED o}
NEXTT

7
TRBiU:"(ER’NJ’»‘ :TAE(20) "[REDI<

2 @: C=30720: F=55: POKER, F mhn«c,,=p0n55~22,;2=v=urssm1,. : POKER+23,3:
260 POKES125,57: POKEB131,57: FOKEB125+C , 41 POKEBI 140

270 PRINT"CHOMICBCDILASPCIIREY]®;S$; "[13CDI"

280 FORI=8126T081 52! PDkEI‘L‘ 4:NEXTT

290 FORI=1T05: POKE! 1T0188: NEXTT: POKES—1,0: NEXTI

300 TIs:
310 GETAS: IFA$=""THENS10

'ITHEND=~1: F=55: POKES , 245: G0T037@
53: FOKES, 246

370 G=G+1: IFG<2ZBTHENA1D

380 +1: IFE=: mmznpmm”(Puwaneeseaeasaaaaesaeeew-smmw
390 IFE>10THENPOKEE,S6: GOTOS1!

400 X=INT(RND (1) %10) 121 PRINTTAB ()"
410 IFG=1@THENX=INT (RND (1) *1@) +4: FRINT" [CUILREDI<
e

PUR197444449" ; GOT0460
TAB(X) “[CYN1>=

3 TAB(20) ; "[RED

420 IFRND (1) >RNTHENA4®

430 L=INT(RND (1) %19) +1: PRINT"[RED1<"; TAB (L) "[BRNI?"; TAB (20) "[REDI< " : GOTO450
440 PRINT"[REDI<"; TAB(20) 3 "<"

450 IFFEEK () < >32THENS@Q

+D: POKER, F: POKEB+C, 3

S2THENH=H+ 1 POKES -1, 240: FORT=1T030: NEXTT: POKES-1,0: GOT0460
56 THENH=10-H: TM=INT (T1/6@) : FOKES—1,@: POKEB+D , F: G0T0640

B) =57 THENPOKES-3 , 220: G0T0570

53@ IFPEEK (B) < >62ANDPEEK (E) < >6 1 THENS70

G+1@: FORI=1T01@: PRINT" [REDI<"; TAR (20) " LREDI<

>~STHENB=B+22: U=U-1
560 BOTO460
570 IFFEEK (B)=6@THENPOKER, 6@: D=D*~2: GOT0600
580 IFFEEK () =63 THENFOKEE-22,50: POKER, 51: GOT0A00
590 FOKES-3,
600 FORJ=2TORSTEP-1:FORI=11-JT011+J: POKES6864 , 1:NEXTI ,J
610 0S=08+1: FORT=( 8101271 POKES, 25573 POKED- 22+C, INT (T/22) 425 NEXTT: POKES~1
620 IFPEEK (E) =51 THEND=-22: U=U+13 IFU=1@THENFRINT " CREVI LCLS 1TRY AEMN”-PDKUAEH 2
48: GOT0690
630 GOTO460
640 POKES,0: FORT=128T0255: POKES-3, T: NEXTT: POKES-3,8
650_U=0: PRINT" [CLS1CREVIDBJECTS HIT=";081PRINT" (REVIGATES MISSED=";
TIME="TM: SC=TM+S¥H
660 FRINT EREVISCORE="SC: POKES-2, 2201 FORT=1T0100: NEXTT: POKES~2, 81 POKES6869, 240
678 2(P ) +SC: PRINT"L2CDIL7SFCICREVIROUND " ; NT" “:FORI=1TONF
680 PRINTHUSP:J&MER £"513Z (1) :NEXTI

: =t : IFU=10THENU=0: POKES , 0: G0TO1 30

PRINT"CREV]

:08:
IF+1 THEN130
720 PRINT"[2CD1(6SPCILREVIGAME mvsr«”-wm "[2CDICELKIPLAY ABAIN? (Y/N)"
730 GETAS$: IFA$="Y"THEN RUN

740 IFA$CS N THEN730

750 END

|
i
i
!
I



Careful!

Sinclair Useris giving away a FREE
| 24-page booklet on the front o the June:
issue. It's crammed with information,
prices, features, suppliers and star ratings
of all the available Spectrum and QL
add-ons. Soyou'll never again
buy an overpriced joystick or
non-compatible printer.

Plus there is an exclusive review of the
‘Fourth Protocol' a revolutionary new
game based on Frederick Forsyth's
latestnovel.

Not to be missed. On sale May 18th.

SINCLAIR USER s t all good newsagents
price 95p.

sinclair




The Fun computer magazine.

On sale at all
good newsagents on the
16th of every month.
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GET YOURS BEFORE
SOMEONE ELSE DOES.

ENOUGH 10 _
BLOW ANYONE'S

FUSE.

Every month, SINCLAIR PROGRAMS features
extensive listings for the Sinclair Spectrum and
ZX81,as well as graphics instructions, letters,
‘game of the month’, and even a special section
for beginners. See you inamonth’s time!
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Ifit's games you want,
youll find plenty in
Sinclair Programs (4

Available from your
newsagents,only95p |




‘\\ HOW TO USE EASY ENTER

~p e,
ey — press ‘cursor left’ Lfey
[CR] — press ‘cursor right” key
| {OME key

o ecified key
e CEmGM MBS

[spo]  — press spacebat ihroe [TEEY

’ imes
ursor down' key five time
180D ek SR koy wih F

GoR - pres

Justlike ham and eggs and peaches and cream, Commodore
User is the perfect companion for your 64 or Vic 20. Every
month Commodore User is packed full of the latest new
games reviews, special projects and business computing,
plus the latest software charts, Tommy's Tips for your tric
computer problems, e

and much much more. =

Commodore User, the

perfect magazine for
Commodore owners, at
your newsagent on the
first of every month.
Al for only 95p.







