
Not just anybody can ger 
served in the Computer & 
Video Games Ci ty Saloon. 

N e w c o m e r s a r e c h a l -
lenged to prove that they 

1 are good enough to d r ink 
w i t h the other games play-
ers. The on ly w a y to prove 
what a games player 's got ta 
prove, is by demonst ra t ing 
your nerve a n d react ions in 
a few rounds of Pot Shot. 

The bar tender w i l l f i l l 
your g lass a n d s l ide it a long 
the bar top to you. It w i l l go 
over the edge a n d fa l l to the 
f loor. You must f i re at just 
the r ight moment to h i t the 

g lass as it fa l l s . 
When you score six hi ts i n 

o n e r o u n d , t h e g a m e 
becomes harder and you 
have to h i t just the hand le 
tor a l l subsequent rounds. 

Don't worry about the bar 
b i l l , as many dr inks as you 
want w i l l be p rov ided by 
your land lo rd . Vic! 

Pot Shot is one of those 
d e c e p t i v e l y s i m p l e b u t 
c o m p u l s i v e g a m e s . The 
graph ics show just what 
can be ob ta ined us ing the 
VIC-20s bu i l t - i n character 
set. 

Asp i r i ng games wr i ters 

wou ld do we l l to note how 
we l l Pot Shot puts 10 of the 
g o l d e n g a m e ru les i n t o 
pract ice: 

1) It is v i sua l l y novel . 
2) As a react ion game it is 

ha rd but not so ha rd that 
m a x i m u m scores cannot be 
obta ined. 

3) As the p layer improves 
the g a m e a u t o m a t i c a l l y 
gets harder . 

4) The rules are easy to 
unders tand a n d are pr in ted 
i n an in te res t ing way . 

5) T h e g a m e does not 
requ i re constant reset t ing 
by the p layer-so no interrup-

t ions. 
6) If no keys are pressed 

the "at t ract mode" shows 
g a m e operat ion. 

7) A p p r o p r i a t e s o u n d 
effects a d d to the overa l l 
impac t . 
8) Compl ica ted character 

s t r ings have been put in as 
data statements and odd 
symbols have been kept to a 
m i n i m u m to a i d entry by 
readers. 
9) Key p rog ram sect ions 

ind ica ted by REMarks. 
10) The g a m e makes the 
mos t of t he c o m p u t e r ' s 
fac i l i t ies a n d memory. 
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0 REM VIC POT SHOT 
1 REM CO I fi STONES.. MR. MICRO LTD 
2 REM P . O . B 0 X 2 4 . S W I N T O N . M A N C H E S T E R . M 2 7 3 f l L 
3 fifi=73:BB=160 CC=103 
5 RESTORE SC=0 
7 P0KE36879, 25 : REM SCREEN COLOUR 
9 50=36876 :V=36878 :REM SOUND & VOL. 
11 REM DfiTfi FOR fit 
13 fi$=" " : F0RI=1T027 REfiDfi: fi$=fi$+CHR$<fi) •* NEXT 
15 D f i T f i I S ; 1 5 8 , 4 6 , 1 7 , 1 5 7 , 1 5 7 , 1 4 6 , 1 7 2 , 1 8 , 3 2 , 1 7 , 1 5 7 , 2 0 3 , 1 7 , 1 5 7 , 1 4 6 , 2 8 , 2 2 3 , 1 8 , 2 2 3 
17 D f iT f i l 7 , 157 ,157 ,169 ,146 ,169 ,144 
19 REM DfiTfi FOR G$ 
21 Gf="" :F0RI=1T035 :REfiDfi :G$=G$+CHR$(fl> NEXT 
23 D f i T f i 1 4 4 , 1 7 5 , 1 8 , 1 7 , 1 5 7 , 1 6 2 , 1 6 2 , 1 6 2 , 1 6 4 , 1 6 4 , 1 6 4 , 1 4 5 , 1 5 7 , 1 4 6 , 1 7 2 , 1 7 , 1 7 
25 D f i T f i l 5 7 , 1 5 7 , 1 5 7 , 2 0 5 , 2 0 3 , 1 8 , 3 2 , 2 2 3 , 1 4 6 , 1 7 , 1 5 7 , 1 5 7 , 1 5 7 , 1 6 3 , 2 2 3 , 1 8 , 3 2 , 1 4 6 
27 REM DfiTfi FOR B* 
29 B$="M:F0RI=1T0I2 :REflDfi :B$=B$+CHR$<fl> :NEXT 
31 D f i T f i 3 1 , 1 6 7 , 1 7 , 1 5 7 , 1 6 7 , 1 6 4 , 1 6 5 , 1 5 7 , 1 4 5 , 1 5 7 , 1 6 7 , 2 0 1 
33 REM DfiTfi FOR C$ 
35 C*= " " : FOR I = 1T025 REfiDfi C$«C*+CHR$ < fi > : NEXT 
37 D f i T f i 3 1 , 1 4 5 , 3 2 , 3 2 , 3 2 , 1 7 , 1 5 7 , 1 5 7 , 1 5 7 , 1 6 7 , 1 7 , 1 5 7 , 1 6 7 , 1 8 , 3 2 , 1 4 6 , 3 2 , 3 2 , 1 4 5 , 1 5 7 , 1 5 

39 Df iT f i l57 ,167 ,201 ,32 
41 fi=7680;B=22:E=fi+19*B+12:F=0 
45 PR I NT " I T ; 
47 PRINT" aMCS&sWS. 3DD" CI TV SfiLOON" 
49 F0RGfiME=lT06 R=0 
5 1 r . «= - "» — n | | » 
53 Zt=" flfI(I«««Pli'Ii'I"I(!W(!l«i'I«!WBl('Ii'Wi!l(!r' 
55 PRINT"HMIHI"TRB(19)R$ 
57 PRINTTfiB(17>Bf 
59 I F S C = 0 T H E N P R I N T F O R I = 1T06 PRINT" •"; :NEXT :PRINT :PRINT" " 
61 IFSC=0THENFOR 1 = 1 T06 : PR INT" S 9 " i NEXT: PR I NT 
63 IFSC=0THENPRINT" 1 1 
65 PRINTLEFT*CZ$,11>" 

I — 
I Zi I 
I I 
I U I 
I zi I 
I u I 
i a L 

S i h 

' iT 
11 
11 
11 
11 

J L 

67 PRINT" 
69 PRINT" 
71 PRINT" 
73 PRINT" 
75 PRINT" 
77 PRINT" 
79 PRINT" 
81 PRINTLEFT*<2$,19>TfiB<13>G*:J=1 
83 IFH<1THENGOSUB183 
84 REM FILL GLfiSS 
85 POKEV,8:FORI«128TO240:POKESO,I'POKESG-1,I 
87 I F I / 8 = INT < I / 8 ) THENPRI NTLEFT* < Z$, 10>TfiB<18>MID$(D*,J,1>; =J=J+1 
89 NEXT:POKESO,0 POKEV,0:POKESO-1,& 
91 POKE198,0 REM CLEAR KEVBOfiRD BUFFER 
93 PRINTTfiB<19)"" " 
94 REM MOVE GLfiSS 
95 FOR 1 = 17TO0STEP-1 : PRINT"flftWWtf«WM«,,TfiB< I >C* G0SUB141 I F I = 13THENG0SUB123 
97 NEXT 
98 REM MOVE GLfiSS DOWN 
99 FORI = 1 TO13:PRINTLEF T$(2$ , I + 9 > C * " i r :OOSUB141:NEXT:PRINTLEFT$<2$,22>" 
101 PRINTZ$HM"i 
103 P0KEE-2+F,32 continued on page 49 

COMPUTER & VIDEO GAMES 47 



Continued irom page 47 

104 
1 0 5 
1 0 7 
1 0 9 
111 
1 1 3 
1 1 5 
1 1 7 
1 1 9 
121 
1 2 2 
1 2 3 
1 2 5 
1 2 7 
1 2 9 
1 3 1 
1 3 3 
1 3 5 
1 3 7 
1 3 9 
1 4 1 
1 4 3 
1 4 5 
1 4 7 
1 4 9 
1 5 1 
1 5 2 
1 5 3 
1 5 5 
157 
1 5 9 
168 
161 
1 6 3 
1 6 5 
1 6 7 

S O , 0 
1 6 9 
171 
1 7 2 
1 7 3 
1 7 5 
1 7 7 
1 7 9 
181 
1 8 2 
1 8 3 
1 8 5 
187 
1 8 9 
191 
1 9 3 
195 

TS 
1 9 7 
1 9 9 

REM SMfiSH GLASS 
F*="m 
P O K E V , 1 5 • P 0 K E 3 6 8 7 7 , 2 0 0 
F O R I = 1 T 0 1 6 : P R I N T M I B * < F * , I , 1 ) ; P O K E V , 1 6 - 1 : F O R J = 1 T O 2 0 0 : N E X T : N E X T 
P O K E 3 6 8 7 7 , 0 
P R I N T Z * ' " ! 
P R I N T " _ T :FOR J = 1 T O 2 0 0 N E X T : P R I N T " T 
GOSUB131 
F = 0 ; H — 1 : N E X T G R M E 
GOTO173 
REM SUB TO MOVE RRM 
PR I NT " M M M U U N " T A B < 1 9 ) " 3W « 
P R I N T T R B < 1 8 > " S T • " 
PR I N T T R B ( 1 6 > " 2W W z i " 
P R I N T T R B < 1 9 > , , S • RETURN 
PR I NT " T R B < 1 9 > " 
P R I N T T f l B ( 1 8 ) " 
P R I N T T R B C 1 6 ) " 
P R I N T T A B < 1 9 ) H " R E T U R N 
RETURN 
I F F < 0 T H E N 1 4 7 
REM TEST FOR SPACE BAR 
G E T K $ : I F K $ 0 " " T H E N F O R J = 1 T O 2 0 : N E X T : RETURN 
F = F - 1 : I F F = - 1 1 T H E N F = 0 : R E T U R N 
I F F C - 2 T H E N P 0 K E 3 6 8 7 7 > 0 = POKE V , 0 GOTO 1 5 3 
P 0 K E 3 6 8 7 7 , 1 9 0 P O K E V , 1 5 
REM CHECK I F H I T 
P = P E E K ( E - 2 + F > : I F R = 1 T H E N R E T U R N 
I F P = A A O R F - B B O R P = C C T H E N G O S U B l 6 1 R - l RETURN 
P 0 K E E - 2 + F , 1 1 9 : P O K E E - 2 + F + 3 0 7 2 0 , 0 : P O K E E - 1 + F , 3 2 : P O K E 8 0 9 8 , 3 2 
RETURN 
REM H I T 
S C = S C + 1 : F O R J = 1 T 0 2 # S C = P 0 K E A + 3 # B + J , 3 2 : N E X T 
F O R J = 1 T 0 2 * S C : P 0 K E f i + 4 # B + J , 3 2 : N E X T 
F 0 R 2 1 - 1 T 0 5 
POKEV, 1 5 : F O R Z = 2 0 0 T O 2 3 0 : POKESO, 2 : NEXT •' F O R 2 = 2 3 0 T O 2 0 0 S T E P - 1 : POKESO, Z : NEXT: POKE 

NEXTZ1 
RETURN 
REM P R I N T SCORE 
P R I N T " S 3 * V O U G O T " S C " l l OUT OF 6 " 
I F S C = 6 T H E N P R I N T " a ® : i H R R P S H 0 0 T E R " ; P R I N T " B O I TAKE I T VOU BON'TWANT A B R I N K ? " 
F O R I « 1 T O 3 0 0 0 • N E X T ; H = 1 ' I F S C = 6 T H E N B B = A A 
IFSC=6ANBBB=AATHENCC=AA 
G 0 T 0 5 
REM I N S T R U C T I O N S 
R E A D X $ : I F X $ = " # " T H E N R E T U R N 
F O R I - l T O L E N < X $ > 
P R I N T " a * T T R B < 2 0 > M I B $ < X $ , I , 1 > 

PR I NT " -S i * ! " CHR$ < 2 0 ) : FORBEL A V= 1 TO 1 0 0 = NEXT 
N E X T I : G O T O 1 8 3 
BAT A " 3f-/IC POT SHOTS" > " THE BAR TENBER W I L L POUR VOU A B R I N K , " , " ANB " 
B A T A S L I BE I T ALONG THE BAR T O P . . . VOU MUST SHOOT THE GLASS BEFORE I T H I 

B A T A " THE FLOOR . . . U S I N G THE SPACE BAR TO F I R E FOLLOWING 6 H I T S " 
B A T A " I N A ROW, THE GLASS W I L L ONLV BREAK I F THE B U L L E T S T R I K E S THE H A N D L E . . 

2 0 1 B A T A " . . . V O U R F I R S T B R I N K I S C O M I N ' UP 
2 0 3 B A T f l " # " 

REf lBV. 


