ATRIX is one of those rare but

M excellent routines in which the

computer answers back. It is a

game of strategy requiring you to move

a flashing cursor across a matrix of

.numbers, collecting the highest avail-
able values by hitting the 0 key.

The restrictions are that you can
move only horizontally and that you
must avoid giving the computer, which
moves vertically, any access to the high
numbers. The winner is the player with
the highest score when more moves are
impossible. Instructions and prompts
are contained within the game and a
running score is kept.

The computer plays very well, obvi-
ously in its element with the requisite
number-crunching, and in our tests it
managed to win more often than not,

An interesting and original listing
| - from T J Marrow of Wirral, Mersey-
¥, side. :

In our listing, lower-case letters signi-
fy inverse video except when inside
brackets, when they are graphic instruc-
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