Can you defend the inhabitants of
an alpine planet from destruction
at the hands of alien kidnappers?

In Sharp Defender you are at
the controls of a spacecraft flying
across mountainous terrain with a
mission of protection ahead of
you.

The aliens enter from the right,
firing and dropping bombs to try
and pick off their prey from one of
the mountain peaks.

You can judge their approach
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on the radar screen and try to
dodge their fire and pick the kid-
nappers off before they can get
alien claws into human flesh.

Your task is made more difficult
by the antics of the planet's in-
habitants, who seem to come from
mountaineering stock and climb
the peaks regardless of the peril
they put themselves in.

If an alien lander reaches his
prey or manages to hit your ship,
then you lose a life. After three

lives the game is over.

Basil Zimmo has produced a
very neat graphical representa-
tion of the popular arcade game
and although it is written in Basic
it still proves difficult to excel at.

There are several good pre-
sentation touches and the game
comes complete with a range of
sound effects.

The control keys are: W= up;

« A= left; D= right; §=







A4

1838
1546
1856
1864
1878
1884
1264
19a1
1985
191@
1915
1316
1920

1925
1938
1940
1999
2868
zela
2820
2838
2848
2858

2878
28268
28368
21686
2118
2115
2128
2125
2126
2138
2148
2208
2218
2215
2220
2238
2231
2234
2235
2298
2258
2268
2278
2288
2285
2298
2388
2400
2418
2588

FORI=PTOJ: POKET» 83 HEXT : IFA=1THEN1558

RETURH

POKEJ» 187 MUSIC"oC1BE" : S=5+1: POKEJ, @2 RETURMREM DISPLAY CODE 187 = "«
POKESH, DXIPOKESY, DYSPRINT®  ":DH=INTCRHDC1)#13)+15: DY=INT(RHDC1 0430 +12
GOSUEZ888

GOTO1916

POKESY, ¥D: POKESY, YD: PRINTY ¥

IFYD > 13THENTS 16

IFCK$="R";+(kE="D" 1 THEN1915

FORI=BTOI:RESETHD+15+1, YD—~6+1: RESETDN+15+1 . YD—-6~1 2 RESETHD+15+1, VD61 NEXT
IFYD=ETHEHFRINT "[": TAB( 17 ) § " ge———

IFYD > 18THEMPOKESY , 71 FOKES!: 131 PR INT " wem— : 170> 1 STHEH 1976
RESETHD+15, YD~6: RESETHD+18, YD-&

FORI=@TO3: SETDH+15+1, bY-61 HEKT

POKESH, DX FOKESY . DV PRINTDS

RETLIRHN

REM # DISPLAY DEFENDER #

FORI=-1BT0-12POKESH, D+ 11 FOKESY, DY PRINT" 4

FOKESY, DY POKESH, DX+ 13-C11+I )1 PRINT "~ "t MUSIC"wC3" tNEXTI
FORI=-STO@: IFDY+I<FTHEN 2040

POKESH, Di+1:FOKESYs DV+T- 11 PRINT" "5 POKESH, Dbi+1: POKESY, DY+ 1:PRINT "m”
IFDY~1 17 THENZETE

POKESH, Di+2: POKESY  DY=1+ 11 FRINT" "2 POKESH, Di+2: FOKESY., DY~1
PRINT"a" s MUSIC “wB2"

HEXTI

RETLIRN

REM # MOUE ALIENS #

FORI=1TO4:RESETACI. 12, A 1,27

ACI» 10=ACT. 15~12 IFCACL, 10 2260%CACT, 1 2$55) THENZ2268

IFACT, 13< STHENALT- L 1=75

IF ACI, 10=26THENFOKESCH+1 24+ (ACT, 2046 %48, 0

IF (5C1 2 M@ (PEEK C(SCT ¥ 3< 346 ) THEMS (1 ) =0

IFSCI )< >ATHENZ 248 ;

SETACI. 1), ACT, 20

NEXTI:RETURN

IFACT, 1)=S4THENPOKESC+39+CAC T, 2)+6 )44@, AL: GOTOZ138

P=SC+ACT, 10-15+0ACT, 2)+6)#48: IFPEEK (P+1)=0THEN2460
IFPEEK (F ) =BTHENZ 236

H=1:G0T02138

IFCS I 2@ CPEEKCSC 1) 1= THENS ¢ 1 )=83

POKEP+1 . 612 POKEP, AL : GOSUBZSAA: TFCSC =) 4R 1 1<, 63 THEN2 138
IFACI, 1)< 27 THEN2138

IFSC ] 2=0THENSC I )=P—1: MUSIC <#F 1"

B=5¢ 1) P=SC+DN+2+4DY#4@1 FORJT=1T03: POKEE, 461 £=E3 IF(BYP-Z)#(B<F+2) THENH=1
IF (E-P)<@THENB=E+33: GOTOZ280

IF CB-P )< JBTHENE=E-1: GOTOZ 226

IF (B-P) *@THENE=E~-41

IFPEEK (E)=64 THENSC [ )=t J=3: B=6

IFPEEK(E)=MATHENH=125(I »=8: Z=1

IFH=1THEN.J=3

POKEC, @3 NEXT : POKEB, 462 5¢1)=B1G0T0O2136: REM DISPLAY CODE 45 = ", °
ACT, 1 2=INTCRNDC1 24150 +623 AC T, 23=INTCRHDS L 1411342

GOTOZ138

J=SCH+ACT, 124785

COMPUTER & VIDEO GAMES 6l

L |
ed



IFFEEK (T < *MATHEMZ542
IFCP-Ji=BTHENH=1: =1
ACI, Z)=AT1, 22+ 1:G0TOZe08
J=SC+ACT, 13+825

IFFEEK {J»< *MATHENRE TURHN
IFCFP-J)=8THEHH=1:Z=1
ACI.22=RCI.20+1

POKEF, B

P=SC+AC(I: 1)-15+CACT, Z0+60%48: T=5C+Dx+DY+48
IF(P>DE-1 2% (F<DH+4 2 THENH=1

IFPEEK (P »=ALTHENRC I, Z20=RC 1, 20+1 1 GOTOZEET
IFFEEK (F3=MATHENH=1:Z=1

FPOKEF . AL: RETURH

REM # HIT =*

H=8: A¥="YOUR SHIF WAS HIT":IFZ=1THEHH%$="H MAH WAS KILLED"
K=DRF2+2: Y=DY+ 2 RESTORE
PRINT"DESZ":s TRBC12): AF:FORI=1T01880: HEXT

FORI=1TO46a

REM + S0OUND +

FOKE4513,2:FOKE4S14,58-1: ISR (EE D

A=INTCRHDCI0# 150 i BE=INT CRHDC L 21503 IFECH: B < JBTHEN4848

IF CY=B<B) THENNEXT : GUTO4a7a
IFR-2=IMT(R-ZI)THEMSETX+H. Y+B: SETH-A. Y ~BIECA. B)=-11NEXT : GOTO4687E
SETH+A, Y-BI1SETH-A. V+E1ECR. BE)=11HEX
pusicHz"

FORI=1STOBSTEFP-1: FORTJ=GTOLS

IFECI- Ja=—{THENRESETX+1,Y+J: RESETH-1,Y-J
IFE<I. J3=1THENRESETA+I - Y-J:RESETH-1,V+.J:
MEXTJ, I: PRINT"0": N=N~1: IFN=ATHEN4 568G
FORI=1TO1886: NEXT: GOTO1 54

PRINT "08EZZZDDZIRR022": THEC 195 "GAME OUER"
PRINTTABC 16> "ANOTHER GAME™"

GETR#: IFA$=""THEN4SZ8

IFA$F="Y"THEM185

IFA#="N"THENFRINT"E" : EHD

O Jo=a: 60704188
Ecl.Jr=0

GOTO4528

REM * DISPLAY RRDAR *

PRIHTHMI F- . II;

FORV=1TO& : POKESY, Vi FOKESE, B:PRINT® | "2 POKESY» ¥ POKESK, 39: FRINT " | "t HEXT
FREIMT"G! N A e
FORI=SC+328TOSC+7205TEP4G: FOKEL - 643 HEXT

POKESY, ZZ:PRINT" IR i i i e b e et e r e e R ™ s
PRINT"SCORE: HIGH: SHIFS: "1 tRETURN

POKESY. 241 POKESH, 61 PRINTS : POKESH, 231 IFS HSTHENSH=1:HS=5
PRINTHS: : FOKESK, 34t PRINTH: " "3

RETLIRN

MT=HT+1

IFMT S4B THENMT=1

FORI=1TO4: T(I =8 |

IFCACT, 22 2 12)0%C PEEK CSC+AC TS 1 ~15+CAC T, 20+6)#4083=206) THENS 148
NEXT: GOTOS156

TC1)==11NEXT |

POKESY, 19: POKESK, 81 PRINTME(MT ) 3 t FOKESK, D POKESY, DV: PRINTDS
FORI=1TO4: IFTC I »=ATHEMHEN T2 RETLIRN

POKESCHAC T, 1)~ 15+CAC L, 20 +6 %43, 206 NEXT : RETLURN
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Musiration: Dorian Cross





