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PLAYING
BY MAIL
Dear Sir,
Due to being unbearably
bored during the last couple
of weeks, I have decided to
take part in a play-by-mail
game. I would be grateful if
you could give me the
addresses of people I should
contact to get further
information.
Steven Mill,
Broughty-Ferry,
Dundee.
Editor's reply: There are
several games you can
play, Steven. Starlord by
Mike Singleton, I  Rake Hey
Close, Moreton, Wirral,
Merseyside, Vorcon Wars
by John Nicholson, 71
Juniper, Birch Hill,
Bracknell, Berks. Or for
free you can enter our own
Seventh Empire play-by-
mail game in the July issue.

LOW COST
SPECTRUM
Dear Sir,
I have just read that the 7 I
Spectrum will be going down
in price. Does this mean that
it will now be cheaper to
convert my 16K Spectrum to
48K?
Sutton Gill,
Bellbroughton,
West Midlands.
Editor's reply: The price of
the Spectrum goes down
from Ma y  2 1983. A 16K
Spectrum will cost E99.99,
making it the first under-
L100 colour micro to be
available. The 48K model is
reduced to £129.99. The cost
of an upgrade to 48K is
reduced from E60 to E40.

Orders for a Spectrum
placed by mail order after
April 7 were frozen, so if
you ordered a Spectrum
alter that date you should
be receiving a refund.

DEFENDER
DEFENDED!
Dear Sir,
As a proud Atari 800 owner I
must complain strongly on
your review of the Defender
cartridge for this machine.

According to me, the
graphics are spectacular for
the I6K program and equal
to those of Acornsoft's 32K
Defender program
(Planetoids) for the much
over-rated BBC in every way.

There is no question of
which is easier to play
because playing with six
keys at once on the BBC
keyboard is impossible.

Lastly, on the question of
the best quality software, it is
known in every home
computer selling nation that
the Atari has the most and
certainly the best quality
software of any available
computer and it does not only
come from Atari Inc. but from
a variety of companies.

It is not like the BBC where
you are restricted to
Acomsoft software if you
want programs of any
reasonable quality.
Paul Ippaso,
Barrow-on-Soar,
Leicester.

SPECTRUM
STICKS?

LOCATIONS,
ROUTINES. . .

Please drop us a line at Computer and Video Games, [MAP, Durrant House, 8 Herbal Hill. London ECIR 5..18

Editor's reply: Thanks for
your comments Paul, but as
a keen Defender fan I  can
only defend my reviewer by
saying that I  also prefer the
BBC version of Planetoids.
The action is more
reminiscent of the arcade
original and the screen
scrolls more neatly.

Also you don't mention
the fact that Atari's
Defender is much more
expensive than Planetoids.

Still, perhaps we have all
been spoilt by arcade
Defender  anyway.

Dear Sir,
Can you get joysticks for the
Spectrum?
M. Law,
Sutton Caldfield,
West Midlands.
Editor's reply: There are
many companies selling
joystick i nter faces for  the
Spectrum. Try  Fuller,
Kempston or AGF
Wardware. A Spectrum
Joystick review soon.

Dear Sir,
I am writing to tell you about
some useful memory
locations and routines which
may be of some value to
those of your readers who
own a Sharp MZ-80K. They
are listed below.
POKE 10167,1 removes the
PEEK protect from Sharp
Basic.
Type SG when you switch on
and a beep will sound when
you hit a key.
Type SS and the beep will
stop.
POKE 59555,0 will blank the
screen whilst retaining
anything on it and POKE
59555,1 will reactivate the
screen.

REVERSI
REQUEST

PRINT AT X,Y; can be
simulated by POKE 4465,
X:POKE 4466, Y:PRINT
"character".
POKE 4464,1 will go into the
small alphabet mode without
havmg to press striliCAP.
POKE 10682.1 before saving a
program will cause the
program to run automatically
after loading.

The location of the
keyboard buffer is 17828, but
this only holds the ASCII
number of the key being
pressed if GET is issued
before hand, thus GET
AS:AS=CHRS (PEEK(17828))
can be used in a program so
that movement of your ship
or whatever is continuous.

Finally to make a security
copy of Sharp Basic. simply
load the Basic and type POKE
10167.1: USR(33): USR(36) and
hit CR.
Ian Clarke,
Stoke on Trent,
Staffordshire,

Dear Sir,
I think it was in the March
1982 edition that Gordon
Stevens gave us an excellent
Reversi (Othello) program for
the ZX8I.

However, this used some
machine code and peeks for
which there does not seem to
be direct Spectrum
equivalents.

Any chance of a Spectrum
"conversion kit" for this very
good program? I  want to try
to beat the swine!!
G. N, Thorne.
Welwick,
Hull.
Editor's reply: I  suggest that
you try and get hold of a
7-X81 manua l  w i th al l  the
system addresses in.  Most
of  the var i abl e names are
the same as those for  the
Spectrum,  and i t's si mpl y a
matter of replacing the
locations.
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USR calls and specialised Peeks and
Pokes
USR (68) —  Starts a sound after
a value other than zero has been
poked into locations 4514 or 4513
USR (71) —  Stops the sound
USR (62) —  Emits a short beep
USR (3494) —  Stops some of the
screen noise when laser is fired
POKE 10167,1— Switches off the
peek protect on Sharp Basic to allow
Peek (17828)
PEEK (17828) —  Returns the ASC
value of the current key being
pressed (for continuous movement
of laser)
List of main variables
TL —  Time limit of game in seconds
Y —  Random position of blocks
P —  Target poke code
T —  Position of target
X —  Position of laser gun
P1 —  Movement key input
TIS —  Internal timer
F —  Position of laser bullet
H —  High score
FS —  Message which is flashed on

screen
36 COMPUTER & VIDEO GAMES

I f you l ike taking pot shots at those
bobbing ducks and targets you find in
fairground shooting galleries you'll enjoy
this game. The object is to shoot down as
many targets within one minute as you
can. Each target is worth 100 points —
and i f you shoot down all nine you'll be
rewarded with a 500 point bonus and
another crack at the game. However,  each
time you win an extra go the time limit
gets shorter. The targets are represented
by the numbers 1-9. They appear at
random among a "battlefield" of blocks. I f
you hit a block with a blast from your
laser gun instead of a target number you
will lose 10 points — and valuable time.
Once one target is hit another appears to
take its place until you have destroyed all
nine. Your score and the high score are
displayed throughout the game.

You'll be hooked from the moment you
start blasting away — those targets have
an annoying habit of avoiding you!

i
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No games supplement
would be complete without
that little denizen of the
mazes. So here he is -
renamed and revamped for
the Sharp MZ80k1

Guide your little
Munc he r around his maze
home eating up points and
the Munchers  favourite
snack called "Gulps".
These "Gulps" are
extremely important as
they guard you against the
attentions of those nasty
ghosts which also ha unt
the corridors of the maze.

7.0
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If you manage to gobble
down 20 "Gulps" the ghost
which is chasing you will
turn white  with fear and
runs away. I f you catch
and eat the ghost while he
is in this fear-stricken state
the score is given and you
get a new restocked maze.

Avoiding the ghost is a
difficult task and there are
several surprise features
built into this program
should you manage to
chalk up a high score -
which are best left for you
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to find out! At the end of
each game the top ten
scores are displayed.

To move your little
Munc he r  around use the
W. A. D and X  keys as in
many MZ80k games.
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difficult then a useful tip is
to change the value of the
variable P9 in line 420
which specifies the
numbe r of "Gulps" that
must be munc he d before
the ghost turns white.
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BY C. STANGROOM &

I. MACNALIGHTON

1:13311111•11M1
The author has

managed a high score of
258,000 - so that's the target
for all you maze fans out
there!
Variables:
206, 207-different ghosts.
46-fullstop. 202-man.
208-grey walls.
191-"Gulps". PEEK
(17828)- address contains
ASC code of key passed in
GET routine. 53248- screen
address (TOP LEFT).

The  author says that
conversion to a Pet is easy
using the above variables. (.4
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5 1 1 - 0 - = 1 ) * ( V A L ( 1 1 $ )  = T I ) T H E N F = 2 0 / : 1 2 = 0 : I 1 = - I I : J 1 = - J I :
• - - 1 1 : L 1 = - L I : M = - M : P = 0

P 0 I E G ( H ) . F : N E X 1 U : G O I 0 5 0 0
I F F = 2 0 6 1 H E N 5 0 0 0

05  S L = S C - f - I I * 1 0 0 0 0 0 0
9 r = S C W * 1 0 0
F 0 R J = u T U 5 : F O R I = I T O J * 5 0 S I E P J : P M E 4 5 1 4 . I : U S R ( 6 0 ) : N E X T I , J
F O R J = 2 5 5 1 0 1 S T E P
-
3 : P O K E 4 5 1 4 . J : U S
R ( 6 8 ) : N E X I J

U S R ( 7 1 )
u P R I N I  D M M U N ( H ' " "

• P R I N T " S S I O R E  =  " : b C
1 1 -S C J A S (1 0 )T H E N I N P U T " N o ME
-
'  " : 1 4 $ ( 1 0 )
I F L E N ( N $ ( 1 0 ) )  1 5 T H E N F R I N T " 1 0 0  L O N U . . . ( M A X  1 5 ) " : 6 0 1 0 2 0 3 0

-  I F S C  H 5 ( 1 0 ) T H E N H S ( 1 0 ) = S C : G O T 0 2 0 4 0
MUS I C " CDE E E T G O O C"
6 0 t 0 2 - 1
-
, 0

.4() R E M * * * *  H A I L  O F  r(-4 ML  * * * *
• P O R S 1 = 1 1 0 9 : M = 0

F O R9 2 = b 1 1 0 1 0
'0  I F H S ( S 2 ) - = M T H E N
-
2 0 9 0

10  M = H S t S 2 ) : S , = . 5 2
q 0  N E X T S 2

• 0 0  H S ( S 3 ) = H S ( S 1 ) : H S ( b 1 ) = M
10 N S = N S ( S 3 ) : N S ( S 3 ) = N S ( S 1 ) : N S ( S 1 ) = N I
,120 NE X T S 1

P R I N T H E H a I I  o f  F a m e . . . . "
140 F O R N = 1 1 0 1 0

. 1 5 0  P R I N I " n " ; N : " . " : T A I
-
1 ( 4 ) : H S t N ) : T A E I ( 2 0 ) : N
S ( N )

160 N E R T N
- 1 / 0  S C = 0 : 0 0 T 0 1 0
3000  RE M * * * *  I N b T R U C T I O N S  * * * *
3 0 1 0  P R I N T " E n E M U N C H E R S . "
-
u
2
0  
L
(
1
1
,
=
"
n
W
r
i
t
t
e
n  
b
y

' 0 7 0  E 2 I
,
t
- -
- " 2 C h r i
s  
S t a
n g r
o o
m

3040 E t : $ = " n I a i n  M a L N a u n h t o n "
3050 F O R N = I T U L E N ( H 1 S ) : F R I N T M I D S ( B I S . N . 1 ) ; . : F U R I = 1 T 0 2 0 : N E X T I : N E X 1 N : P R I N I
3 0 6 0  F O F N = 1 T O L E N ( B 2 S ) : P R I N I M I L A ( b 2 S . N . 1 ) : : F O R T = I T 0 2 0 : N E X T I : N E X I N : P R I N T
3063 P R I N T  'BmicArAuft&"
3065  F O R N = 1 T U L F N ( D 3 4 ) : P h I N T M I D $ ( 1
-
1 3 $ , N ,
1 ) : F O R I = J T 0 2 0 : N E X T I : N E X r N

*.)10 P R I N 1 " U U H U E E N E I n s t r u c t i o n s '  4
,
1 -
1
/ I \ O "

1P90 F O R N = I T O 5 o o : N E X I N
• 1
,
1
0  
F
A
-
T
A
%

110 I t A $ - " " I H L N , 1 0 0
.:1120 F 0 R N = 5 6 0 8 T 0 5 _ 7 . 6 1 3 : F O K E N , 2 0 7 : F O R T = 1 1 0 2 5 0 S 1 E F 5 0 : P 0 1
,
. E 4 5 1 4 , T 1 J 5 R ( 6 8 /
3130 N E X I I : P O I E N . u : N E X T N : U S P ( 7 1 )
-
1
-
1
1 
F
0
E
-
E
5
3
5
7
3
,
2
0
/
G
O
s
U
R
5
S
0
0
:
P
O
I
E
5
3
1
-
J
/
3
,
0
:
0
1
)
S
U
E
1
5
-
1
1
1
0
0
:
1
0
f
E
5
'
1
5
-
7
3
,
2
0
7
:
6
0
b
U
b
5
:
1
0
0

P O r E 5 3 5 3 3 , 0 : G O S U B 5
-
L 0 7 0 : P O P E 5 1 5 7 3 . 2 0 7
: G O S U I - 1 5 0 0 : P 0 f L 5 3
5 / 7 . 0 : G O S U B 5 3 0 0

F O R N = 5 : 6 1
-
1
-
0 5 : • ; : P 0 1
, -
E N . . . . !
0 / : F 0 k 1 -
,
1 1  
0 2 5 ( )
S T E P 5
0 : P t A
L 4 5 1 4
, 1
-
: U S R (
6 9 ) : N
E X 1 1

317,5 P 0 E E N , O : N E X I N : U S R ( 6 8 ) : P 0 1 1 - 4 4 6 5 . 0 : P 0 I E 4 4 6 6 . 9 : P R I N T " G  0  O D  L U C  1
,
"

3177 U S R ( 7 1 ) : F O R N - 1 1 1 . 1 1 0 o w N E ) ( 1
3 1 4 u  I V A S = " N " T H L N : . 2 8 0
3145  U f 3 R ( 7 1 )
3150 P R I N T  " E I n s t r u c t i o n s . "
7160 P R I N T  ' R u n  f r o m  t h e  G H0 8 1  (  )  e a t  t h e  d o t s "
' 1 ' 0  P R I N T  "U.Pf  G U L P S  (  ) .  A s  s o o n  a s  Y o u  h a v e "

1
1
0  
P
R
I
N
T  
"
n
e
a
t
e
n  
2
0  
G
U
L
P
S
.  
t
h
e  
G
h
o
s
t  
t
u
r
n
s
"

70 P R I N I  " n W H I T E  a n d  Y o u  m u s t  c h a s e  I t . "
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RR114 2 1 i  y O U  c . . i c h  i t .  a  n e w  s c r e e n  w i l l "
3 2 1
0  
P
R
I
N
I  
2
a
p
p
e
a
r
.  
N
o
r
m
a
l  
c
o
n
t
r
o
l
s  
a
r
e
:  
"

3 2 2 0  P R I N I  2 i )  - - -  W E S T . "
7 2 3 0  P R I N I  2 D  -  -  E A S T . "
' 2 4 0  P R I N T  " U W  N O R T H . "
2 5 0  P R I N T  " 2 X  - - -  S O U T H .  F r e s s  A n o  K e y . "
2.60 P 0 T E 5 3 3 4 8 . 2 0 7 : P M E
5 7
.
4 1 7
.
1 ( 4 1

' .270  G E T A S : I F A $ = '  1 H E N _
,
2 7
0

3 2 8 0  R E M * * * *  D A T A  * * * *
3 2 9 0  D I M H ( 2 5 ) . F ( 1 0
0 )
. 1
4 -
_ % : .
)

3 3 0 0  U S R ( 6 2 ) : F O R N = 1 1 - 0 2 5 : P E A D H ( N ) : H ( N ) = H ( N ) 4 5 3 u 0 0 : N E X T N
' 3 1 0  D A T A  7 5 1 . 9 - 7 5 . 5 4 2 . 7 . 7 6 , 9 7 . ' , 9 9 7 . 9 8 7 . 9 8 0 . 6 8 1 , 6 7 6 . 7 0 0 . 9 5 . 5 9 5 . 3 4 7 , - , 5 5 . 6 2 2 . 7 6 7
3 3 2 0  D A T A  1 6 4 . 7 6 5 . 4 9 8 . 4 1 8 . 4 2 4 4
5 1 6 , 1 0 7 1
.
7 8 5

3 3 3 0  F O R N = I T 0 1 0 0 : R E A D R ( N ) : N E X T N  / -
3 3 4 u  D A T A  1 . 1 . 1 . 1 . 2 . 2 . 2 . 1 .
1 r
. .
3

3 3 5 0  D A T A  3 . . 1 . 4 , 1 . 4 . 1 . 4 . : . 1
- 7
6
0  
D
A
1
A  
3
.
4
.
4
.
2
.
2
.
1
.
4
.
1
.
4
.

-
'
4
1
D
A
T
A 
1
,
1
.
7
.
2
.
-
3
,
7
,
4
.
4
.
2
.
-

6 4  3 0  D A T A  2 . 1 . 1 . 4 , 4 . 1 .
7
. 4 ,
2 , 3

7fl D A T A  3 . 3 . 2 . 3 . 4 . 4 . . 1 .
1
.
2

4(m) D A T A  2 , 2 . 2 . 3 , 4 . 1 . 4 .
4
.
1
. f

v 4 I 0  D A T A  2 . 3 . 4 . 2 . 3 , 4 ,
-
3 .
2
.
3
.
4

3 4 2 0  D A T A  1 , 1 . 1 , 2 , 2 . 2 . 3 . 3 ,
3
.
4

3 4 3 0  D A T A  4 . 4 , 2 , 2 , 3 . 7 . . 2 . 2 .
3
.
2

.7440 F O R N = 1 1 U 2 7 : R E A D 1 ( N
)
: N E X T N
7 4 5 u  D A T A  1 3 , 1 7 . 2 0 . 2 6 . 3 0 . 3 . 3 4 . 7 , 9 . 4 0 . 4 2 . 4 7 . 4 9 . 5 3 . 5 9 , 6 i 1 , 6 1 . :
3 4 6 0  D A 1 A  6 6 . 6 9 . 1 1 , 7 4 . 7 8
9
9 3 . 9 4 .
9 7
,
9 8 , 1 u u

3 4 7 0  R E M * * * *  F I N I S H  * * * *
614 3484) R E T U R N

4 0 0 0  R E M * * * *  V A R I A T I O N S  * * * *
44)10 R E M
4 0 2 0  R E M *  H O L E S  *
4 0 3 0  F O R N = 1 1 0 I N fi S L / 4
1 ) 0 0 0 )4 u 4 0  F0 I < E 1 -1 (1 0 . 4 6
4 0 5 0  N E X T N
4 0 6 0  R E M  *  NUMB E R O F  P U D S  *
4 0 7 0  0 = P ( I N T ( S C / I 0 0 0
0
)
)

4 0 8 0  R E M *  T R A I L  *
4 0 9 0  U = 4 6

6 4  4 1 0 0  H A R N = 1 T 0 2 7
4 1 1 0  E F I N T ( S C / 1 0 0 0 0 ) = T
(
N ) T H E N U
= 2 0 7

4 1 - u  N E X T N
4 1 3 0  R E M  *  H O L E S  B L O C I E D  U P  *
4 1 4 0  I E R N D ( 1 ) - 0 . 5 1 H E N F O K E 5
3
/
2 9
.
2 0 7

4154) ] F ( R N D ( 1 )  0 . 2 ) * ( 0 < 4 ) * ( U = 4 6 ) 1 H E N R O T E 5 7 ) 4 0 7 . 4 e 1 0 O 1 . E 5 3 4 u 9 . 4 6
4161) I F ( R N D ( 1 )  u . . . ) * ( 0 < 4 ) * ( U = 4 6 ) T H E N P 0 1 - , E 5 4 0 8 7 , 4 6 : P O I E 5 4 4 1 8 9 . 4 6
4 1 7 u  I F 3 C + I I * 1 0 0 0 0 4 1 0  ' 5 0 0 0 1 P 0 T HE NX 9 = 1 o u UO
4 1 8 0  G O T  0
4 0 ' )-
.
0
0
0  
5
1
=
0
:
S
C
=
5
C
-
4
-
F
*
1
W
:
1
'
2
=
0

6 4  6 0 5 U B 5 2 0 0007 F O R N N = 1 1 0 5 5
.08 S T= 8 1 4 -1

' 0 1 0  F O R N = 2 5 5 T O 1 S T E P
-
S T *
2

5 0 2 0  P 0 I - E 4 5 1 3 , N : U S R (
6 8 )5 0 3 0  N E X T N
5 0 3 5  N E X T N N
5 0 4 5  S E = S C - 1 - 2 0 0 0 ÷ X 9 : F T = F T
4 - 15 0 4 6  I F  F T = 4  T H E N  F T = 1 : G O T O  5 1 0 0
5 0 4 7  I F S C  1 u u u u u 0 T H E N I I = 1 1
4
1 : G C = S C
- 1 0 0 0 0 0 0

5 0 4 8  P R I N T " O E C S C O R E  " : S C 4 - 1 I * 1 0 0 0 0 0 0
5 0 5 0  U S R ( 7 1 ) : S T =
05 0 6 0  P O T E 4 4 6 6 . 2 3 : P R I N 1 " 2 E P R E S S  A N Y  I . E Y . "
5 0 7 0  G E T A $ : I F A S = " " T H E N 5 u
7 05 0 8 0  1 J 9 R ( 6 2 ) : 6 0 1 0 1 : 0
5 1 0 0  F O R  N N = 5 5  T O  1  S T E P - 1
5 1 1 0  S T = S T - 1
5 1 2 0  F O R  N = 2 5 5  T O  1  S TE T- - S 1 * 2
5 1 3 0  P O F E  4 5 1 3 . N : U 9 R i 6 8 )
5 1 4 u  NE X T  N
5 1 5 0  N E X T  N N

6
1
,
1  
5
1
6
o  
S
C
=
S
C
-
4
-
1
0
u
0
0
4
-
X
9
:
F
1
=
1
:
0
1
1
1
0  
5
0
4
7

5 2 0 o  R E M S T A R T  P O S I T I O N S  *
5 2 1 0  F O R N = I T O 4

5 2 4 0

5 2 2 0  E ( N ) =  1 .I N T ( R N D ( 1 ) * 4 ) 1
5 2 3 0  F O R I = N - I T O 1 S T E P
-
1 : I F E
1 1 ) =
E
(
N
I
I H E N
5 2 2 0

NEXT
5 2 5 0  N E X T N
5 2 6 0  R E M *  S WA P  *

F O R N = I T 0 4 : 6 ( N ) = D ( E
(
N )
)
: N E X
1
N

5 2 8 0  R E T U R N
614  5
7
0 0  
F O
R T
= 1
1 1
1
0
: N E
X T  
T  
:  
R
E
T
U
R
N
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In Short Circuit you are
charged with repairing a
silicon chip from the in-
side.

Your mission is to help
Fred the Repairman to rec-
tify a short circuit in the
wall of the chip.

This is done by picking
up the pills of silicon chip
repairing vitamins which

can be found on the edge
of screen.

Fred must be guided
through the chip using the
keys:

U p - 7
Down -
Left
Right - I

S H O R T  C I R C U I T
1 G O TO  9 6 0 o
2 GOTO 9 5 0 0
-F• P O KE  1 0 1 6 7 ,  1 : TEMPO 7

4 P R  INT"IE" : FOR A = 1  I
-
0  1 0 0 :  
X = I N T  
( 4 9 * R N
D  
( 1  
)  
) :

Y=-
-
I 
N
T  
(  
7
9
-
1
0
-
R
N
D  
(  
1  
)  
)

:S E T Y .  X,J N E X T
6 P R  I NT TAB (1 7 )  ; "028112I/CSHORT"
7 P R I N T
-
I
-
A [ 1 ( 1 6 )  
;  
" C I
R C U
I T "

8 F ' ' R I N T : P R I N T T A B ( 1 7 ) ;  "---Vi --"9 P R  I NTIAB ( 1'7) ; "z'a30.,';"
10 P R  I NT I AB ( 1 7 ) ; "o•'"%.0"
11 P R I N T I A B  (1 7 )  ; ",-- '--•--,"
13 P R  I NITAB (1 7 )  ; •"•, e's•
14 P R I N T T A B  (1 7 )  ; " • ----'• " :P R I N T T A B  (3 ) ;
" ( C ) c o p y r i g h t  s t u a r t  w i d e r ( 7 . 6 . 8 2 ) "
15 F O R  6 = 1  T O  1 0 0 0 : N E X T : U S R ( 7 1 ) : S C = 0 : T = 070  D I M  M ( 2 5 5 )16 F O R  X = 1  T O  5 0 : F R I N 1 : N E X T : R N = 5 3 5 4 0

71 F O R  C
. ,
4 0  
T O  
2 5 5
: P O
K E  
4 5
1 4 ,
C :
U S
R (
6 8 )

72 M(C)= BN:E N= 8 N4 . 173 NE WT
74 P R I N T " R "

8 3  P R  IN T TAP ( 9 ) ; " 2B2f3t4A-,. P r k l  4 4 4  P i t t ,  I A  V I "
8 4  P R  I NT I AB ( 9 ) ; "Pl PI  ti l  F A  PI  I f  t  I ' I t l
-  t i r85  P R  I NT TAB (9 )  ; "Ps i r  Mi /  M I A  ti l  P I  P I  C r
86  P R  INTTAB (9 )  ; " p r t .  ti l  1 4  v i  1,4 r t  I A  0
8 7  P R  I NT TAB C 9 ) • '' Fl k:-/ rsti.ri kr.1 LA M T '  l a  k i l "8 8  U S R ( 7 1 ) : F O R  LiV=1  1 0 1 0
0 0 : N E X T  G V90  P RI NT" NnT1  S C O R E  H I - S C O R E " ; H S ; "  " - X S : T E M P O100 P R I N T  " Aok r - - - - - - - - -  - - - - - - -110
120  P R I N T "
1 3 0  P R I N T  ' ' ' '
140  P R  INT "::.-,
15c) P R  INT " :!,. 0 "
160  P R I N T " .  ; • , -

1 70 P R  I NI  " 4  • 'r i t.Firriv ,P le  k f , i W t . i l . "180 P R  I N T " 0
190 P RI NT" . AM 0 "2 0 0  P R  INT "0 M

"2 2 0  P R I N T '
2 1 0  P R  I NT "

 0 4 4 1 c * MA-V 1 4 4 1  r i p s : v m m t t v F  : : : ! • •2 4 0  P R I N T "
2 5 0  P R  I NT ":.'. I l z ' l
2 7 0  P R  / NT " 02 6 0  P R  INT ":AlliP WV,41g)tPagir40144*.44 -45P 0."
2 8 0  P R I N T '    .0 • ; - , 1
'290  P R I  NT " ',
-
s; 
:
s
:
4
0

3 0 0  P R I  NT" 0

3 1 0  P R I N T  "P.143.141:11100(108411804.••00114044*/54444"3 3 0  P R I N T  "In"3'20 P R  INT " 1 4 4 1 4 - 1 4
4 I 1 4 1 4 " 3 1 1 .  
I -  
C I A V E t r n i t i
l fi r "

3:35 P R I N T
3 4 0  P R I N T  TAB (3 3 )  ; "SHORT"
3 5 0  P R I NT - I A [1 (3 '2 ) ;  " C I R C U I T "
3 6 0  P R I N T :P R I N T -T A B  (3 3 )  ; "•-•.•'%./ ---"3 7 0  P R  INTTAB (3 3 )  ;
3 8 0  P R  INTTAB C33) ; " 0 /  ‘ 0 "3 9 0  P R I N . / T A B  (.33)
4 0 0  P R  I NT TAB ( 3.3) ; " % ill'a .,'"
4 1 0  P R  I NTTAB (
.
3 3 )  ;  
"  . - - - - -
" '  "

4 1 5  P R I N T
4'20 P
R I N
T T A
B ( 3
3 ) ;  
"
B
Y
"

4 3 0  P k  I NTIAB (3:3) ; "S TUART"

Fred must not touch
any thing on his way up to
the v itamin pills or he will
be instantly  fried by 10
billion volts. He must also
beware of the Sparx which
wander around the chip.

A nice display awaits
you should you complete

BY S. WIDER

Fred's hazardous task. Ana
the author's highest score
is 1,980 so try and beat that.

Next month we publish
the sequel to this game
called Repairman's
Revenge. And the author
has speeded up his sparx
and armed Fred with an
energy gun. . .  don't miss it
Sharp owners.

7
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;

1

twi

to)

4 6 0  F R I N T T A B ( 7 3 ) W I 0 E R "
461 R E M  T I T S E T  U P  V A R I A B L E S t t t t "
4 6 2  M A N = 5 6 9 7 5
-
4 0
4 6 3  A = 2 0 7
4 6 4  C = 1
5 0 0  GOE U8  1 0 0 0
5 2 0  GOTO 5 0 0
1000  G E T  A S
1 0
0
1  
P
O
K
E  
4
5
1
4
.
2
5
5
:
U
S
R
(
6
8
)

1010  I F  F E E K ( 1 7 8 2 8 ) - . 5 5  T H E N  P O K E
1 0 2 0  I F  E E E K ( 1 / 8 2 8 ) = 7 3  T H E N  P O K E
1030  I F  P E E K ( 1 7 8 2 8 ) = 7 4  T H E N  P O K E
1
0
4
0  
I
F  
F
E
E
K
(
1
7
8
2
C
)
=
8
9  
T
H
E
N  
P
O
K
E

M A N . 0 : M A N = M A N
-
4
0

MA N.0 :MA N=MA N+1
MA N. 0 : MA N= MA N+ 4 0
MA N . 0 : MA N = MA N
-
1
1042  U S R ( 7 1 )
1050  F O I E  M A N . A
1051 G O TO  5 0 0
01052 I F  A = 2 0 6  T H E N  GOTO 7 . 5 0 0
1
4
0
5
5  
I
F
(
K
E
L
I
I
M
A
N
4
4
0
)  
'
1
,
I
H
E
N  
A
=
2
0
6
:

M A N A - 4
0
.
0
: G O T O  
6 0
0
0 : M
0 =
0

1
0
a
0  
I
F
t
I
E
E
K
4
M
A
N
4
-
1
)  
u
/
f
H
L
N  
G
O
I
0

1070  1 F ( P E E K ( M A N
-
1 )  
0 ) T H E
N  
G O T O  
2 0 ( )
i .

1080  I F ( P E F I  (MA N- I -4
0
,  0 / M E N  
G O T O  
3 0 0
0

1090  I F ( P E E I  ( M A N
-
4 ) )  0 /
F H E N  
G O T O  
5 0 0
0

1100 RE TURN
1956 I F  A = 2 0 7  T H E N  GOTO 1 0 5 5
3 0 0 0  F O R 8 = 2 0 6  1 0  2 0 7
3001  P O K E  4 5 1 4 . 2 0 0 : U S R ( 6 8 )
3 0 1 0  P O K E  M A N . 8
1025  C= C+ 1
1 0 2 6  I F  C ; 5 0  T H E N  3 0 4
0 07..0 N E X T  B
5 0 5 5  GOTO 3 0 0 0
.040  P OK E  M A N - 1 . 2 . : 7 : F O t E  M A N
-
2 . 2 2 7

3 0 4 5  P O K E  MA N)-1 . 2 2 7 : P O K E  MA N+ , , ! . 2 2 7
3 0 5 0  P UK E  M A N . 1 6 6
5 0 6 0  P O K E  MA N4 -4 0 .2 1 .8 :P OK E  M A N - 4 0 , 2 3 k
-
.
0
6
5  
F
O
I
E 
M
A
N
4
-
8
0
.
2
3
8
:
P
1
)
K
E 
M
A
N
-
8
0
.
2
3

3 0 7 2  P O K 8  M A N - 1 , 0 : P O I E  M A N - 2 . 0
1 0 7 3  P O K E  MA NA -1 . 0 : P O K E  M A N + 2 . 0
3 0 7 4  P O K E  M A N . 0
3 0 7 5  F O I E  M A N A
-
4
0
.
0
: P O K E  
M A N - 4
0 . 0

3 0 7 6  P O K E  MA N + 8 0 . 0 : P O V E  M A N - C u . ( )
3 0 9 0  F O R V C= 1  T O  2 5 5 : P O I E  4 5 1 4 . Y t :
U S R ( 6 8 ) : N E X T  V C
3091 U S P ( 7 1 ) : F O R  V 8 = 1  T O  1 0 0
0
: N E X T  V b
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