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Preface

The Commodore 16 represents tremendous value and, while
intended for the novice, has many surprises in store for the
experienced programmer. The improved version of Commodore
BASIC has many powerful graphics statements, making it ideal
for developing games.

With this book, Melbourne House continues its tradition of
producing high quality literature and software in support of
personal computers.

Arrangement of Programs

The games programs are graded within the book from easy to
difficult. However, because different people have preferences for
particular kinds of games, they are listed in the Contents page
grouped by type. If you enjoy strategy games, you will find them
all by consulting the Contents.

Ease of Use

Like us, you have probably gone crosseyed while trying to type in
programs from computer magazines. Counting spaces and
trying to distinguish Commodore graphics characters are the two
most frustrating experiences of program typing.

Be of good cheer! In this book programs have been formatted
for greater clarity. Graphics characters have been redefined to
resemble keyboard pictographs, and spaces within strings are
indicated by small black pyramids.

To speed program debugging, the ChexSum utility program
enables you to identify incorrectly-typed lines immediately. (This
aid is unique to Melbourne House games books.)

But — and this is an important but — read the chapter ‘Program
Accuracy'’ first if you want to get the maximum benefit from all the
aids to accurate transcription.



Programming Projects

We hope that as you read and use our book, you will absorb the
principles of programming the Commodore 16 by osmosis. Lists
of variables have been provided and subroutine names inserted
in listings to help you discover how programs work.

We have also suggested improvements you may make to the
games as a challenge to your programming skills.

Suggestions

Melbourne House is always interested in feedback from readers.
whether it be suggestions, praise or complaints — see Appendix
E, ‘Reader Feedback'.

Happy computer gaming!

Richard Woolcock
Cameron Duffy
September 1984




Program Accuracy

Programs take a long time to type in and debug. To help make
programs easier to read and debug, printouts have been
specially formatted, and utilities have been provided to help you
get programs running. Read the rest of this chapter, and enter the
Merge and ChexSum programs before you enter any games
programs.

FORMATTED LISTINGS

The program listings in this book have been processed through a
formatting program to improve their appearance and readability.
The formatter:

e  Aligns statements at the left, avoiding the margin stepping
that occurs as line numbers increase,

° Inserts spaces between keywords,

e Transforms SPACE characters occurring in strings, i.e.
between quote marks ("), into a small black pyramid ( = ),

e  Makes the colon easier to see by redefining it as two small
opposed triangles ( s ), and

. Redefines graphics characters to resemble the keyboard
pictographs and inserts spaces between them so that they
are readily distinguished.

Because the redefined alphanumeric and graphics characters
do not exactly resemble the screen display, you may make typing
errors until you become familiar with them. To assist you in
determining which symbol corresponds to a particular key, tables
of colour and control characters, and keyboard pictographs are
illustrated overleaf.

These tables are also reproduced in Appendix D, ‘Printout
Symbols'. We suggest you photocopy or cut out Appendix D and
keep it with you for ready reference.



KEYBOARD CHARACTERS*

Symbol Key Symbol Key

in book in book
- (3 E L [ 1t
4 G W - G R
s G D 4 G a
e G cC al G F
LY G B " G vy
b [ ¢ ® G o+
- G u ] G v
- G o - G 1
i G e il G P
[ G G b G -
I G g I G H
| G L | B G K
7] G ™M i G N
b H G s W G £
r G A N G %
A | G . G 2z
L SHIFT L d SHIFT @
r SHIFT O A SHIFT P
LY SHIFT 1 H4 SHIFT U
?; SHIFT K N SHIFT J
o SHIFT W L] SHIFT @
+ SHIFT + x SHIFT v
\ SHIFT M /7 SHIFT N
. SHIFT Z A4 SHIFT S
¢ SHIFT X * SHIFT A
bar SHIFT E e SHIFT D
- SHIFT 2 - SHIFT C
= SHIFT F - SHIFT R
I SHIFT T i1 SHIFT G
HE SHIFT R HH SHIFT -
i SHIFT H ot SHIFT ¥
4 SHIFT £ - SHIFT =
1t SHIFT ZERO

These characters are designed to emulate the pictographs which appear on
the front of the keys. The € symbol is the special shift key located to the left of
the left hand shift key.

Unfortunately different keyboard characters can produce identical
symbols on the screen and printout. If a program doesn’t work, these
symbols may have been interchanged in a string:

" CTRL , CURSOR LEFT
= SHIFT 3% SHIFT C
HH SHIFT B SHIFT -




COLOUR AND CONTROL CHARACTERS*

Symbol Key

in book
CLR
HOME

CURSOR DOWIN
CUR=SOR UP

CURSQOR RIGHT
CIUURSOR LEFT
CTRL
CTRL
CTRL
CTRL
CTRL
CTRL
CTRL
CTRL
CTRL
CTRL

NN B S ) B (VI

-l

1w

‘AN eEARJwruesr~O0EZC
b3}

[of_N - ORX
PAQQRQQD
W =1 M LW

|-
00
- —
D
rr
.

These characters are designed to emulate the characters which appear on
the screen.



TYPING RULES

In the program listings spaces have only been used as an aid to
readability. For example, the line

100 POKE 54272, 1 3 PRIMT . S T R I NG o "

would be entered into your computer as

10OFOKESAZT2, IsFRINTV STRINGL"

Spaces are often used in strings but only enter a space when you
see a ( =~ ) symbol. This character does not appear on the
keyboard but is used to tell you when to press the SPACE bar.

Character Confusion

In the printouts certain similar characters may be confused and
entered incorrectly, and cause your program to crash: they are
the letter | and the figure 1, and the letter O and the figure 0. In the
text, figure zero (0) is shown cancelled (@). In listings these
confusing characters are soon recognised:

CHARACTER PRINTOUT
Letter | !
Figure 1 1
Letter O Ia)
Figure o

If you are modifying programs and entering code from your own
notes, a number of handwritten characters are easily confused
unless clearly distinguished. We offer you this guide:

CONFUSED RECOMMENDED
CHARACTERS FORM
Letter Z, figure 2 z, 2
Letter O, figure 0 O,9
Letter S, figure 5 S, S

Letter |, figures 1and7 I, 1,7



Punctuation may also be a trap:

e Commas (,) and full stops or periods (.) are not
interchangeable.

e (Colons (1) and semi-colons (;) are not interchangeable.

e Apostrophes () and double quotes (") are not
interchangeable.

e Use parentheses () and not brackets []. Always ensure that
parentheses are correctly paired: a quick check is to make
sure that you have as many righthand as lefthand
parentheses in a mathematical expression.

e The SHIFT key must be pressed when some characters
(suchas!" # $ %, etc.) are entered.

SAVE Before RUNning

Do you remember the old proverb?
Programs typed and SAVEd today, live to RUN another day.

Be sure to progressively SAVE the programs onto cassette or disk
as you enter the listings. From time to time the keyboard may lock
up, especially if you try to RUN a program that contains an error.
We strongly recommend that you keep SAVEing copies of the
program as you enter it into the computer and debug any typing
errors.

Note Some programs contain loaders to place machine
language routines in high memory and which may alter certain
system pointers. If such a program is RUN and crashes, the
machine language program and the pointers will remain as they
were even when the NEW command has been entered. When
debugging programs, SAVE your work before RUNning and
always reset the computer after a crash to avoid crashing a
program subsequently entered or loaded.

CHEXSUM PROGRAM VERIFICATION

When games programs such as these are keyed in, invariably
reading and typing mistakes creep in. You then spend ages trying
to sort out where and what is causing the error. Even experienced
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programmers often cannot easily identify an error and need to do
the tedious job of double-checking with the book, especially with
DATA statements.

To avoid this major cause of frustration when entering the
programs, there are two short routines in this book which you
should enter and save before you enter other programs:

e Mergeand
e  ChexSum.

The program ChexSum calculates a unique check-sum number
for each line of a games program, then prints out a table of
program line-numbers and their corresponding line check-sums,
plus a grand total for the whole program.

When you have entered a game program, run ChexSum and
compare the check-sum table with that in the book. Any
discrepancies immediately identify a mistyped line.

Other versions of BASIC have a MERGE command which
enables you to construct new programs by combining pre-written
subroutines or sections of existing programs. To use ChexSum it
must be appended to the end of the games program it is to check.
The Merge utility program performs this job and overcomes the
lack of a MERGE command in Commodore BASIC. (Merge may
also be used to join other programs — see Appendix C, ‘Merging
Programs’.)

Saving Merge and ChexSum

Follow these instructions to enter Merge and ChexSum, and save
them to tape or disc. If saving to tape, do not put games programs
on the same tape or you will spend considerable time winding and
rewinding the tape to, first, load your program and, second, to
load and use ChexSum.

1 Type in the Merge and ChexSum listings below and SAVE
them before you do anything else.
Note Hand check Merge character by character after you
have saved it. Merge is the only program in the book which
cannot be verified by ChexSum. Why? Because you need
Merge to load ChexSum to verify Merge and, if Merge is
incorrect, this won't happen.




Load ChexSum and RUN it. It will first of all process itself,
generating a table of line sums and a grand total for the
whole program.

3  Atthis point you may or may not have had a crash. If a table
was successfully generated, compare your table with that
given below. If the grand totals differ, check the line sums to
find the incorrect line.

4  Repeat steps 2 and 3 until ChexSum is debugged.

5 Inline 62020, alter the value of E = 62194 to E = 61999. Save

a copy to tape or disk.
Note This is your working copy used to check all the other
programs in the book. Make sure you don't confuse it with
your initial version, which is used only to verify ChexSum
itself.

MERGE PROGRAM

a) POKE S5S5,2023P0OKE 56,633CLR

12 FOR 1=16331 TO 16331+342READASPOKE I ,ASC=C+ASNEXT

20 1F C<>4@94THEN PRINT “CHE CK SUMLJWERROR?™

$5T0OP
109 DATA165,43,141,238,63,165,44,141,239,63,56,165,45,2
33,2,133,43, 165

110 DATA46,233,0,132,44,96,173,238,63,133,43,173,233,63
» 133, 44,96

12@ NELI

CHEXSUM PROGRAM

62000 T=PEEK(62)%256+PEEK(61)+1

62005 INPUT *F RO M L. L I NE . ";FROM

62010 INPUT T O . PR I NTER . C¥Y /N> ", Q%
62011 IF Qs$<O"Y *'THEN 62020

62015 CLOSE<4SOPEN4,45CrMD4sPRINT CHRS$(1);CHRS$(129)
62020 LINK=PEEK(44)%2S6+PEEK(43)3E=62194

62120 T=LINK

62130 LINK=PEEK(T+1)>%#256+PEEK(T)

62135 LN=PEEKC(T4+3)%#256+PEEK(T+2331F LNCFROMTHEN 62120

62136 1F LNDETHEN PRINT $PRINT T O T A L = *;CHICLOSE4S
END
62137 S$=STRSCLNDS$L=LENCSS$>-13$S$=MIDS(SS$,2,LO4MIDSC(""s 4. .

a o a ,1,6-L0




62138 PRINT Ss$;

62140 CS=03N=03C=0

62150 FOR P=T+4 TO LINK-23PK=PEEK(P)
62160 IF PK=143THEN P=LINK-23GOTO 62190
62165 IF PK=34THEN C=(C=0)

62170 IF C=9ANDPK=32THEN 62190

62180 IF PK=137THEN N=N+1$CS=CS+(2830RN)>SPK=164

62185 N=N+13CS=CS+(PKORN)>

621390 NEXTSCH=CH+CS

62192 H$=STRS(CSISY=LENCHSD>SHS=MIDS(HS,2,Y) HS=MIDS(", .
a a a ",1,5-C(¥-1)>+HS

62194 PRINT "= . ';HS$GOTO 62120

62196 REM

ChexSum Tables

£202R = 1R4R% £2130 = 2067 £2160 = 2373

£200S = 1332 £2135 = 3540 £2165 = 1431

£2212 = 161% £2126 = 2407 £2170 = 1554

62011 = 1221 62127 = 4224 62120 = 2320

EZN1S = 2022 £2138 = 23R £E218%5 = 1R62

£2AZ0 = 2502 62149 = 1142 £2190 = 121

£2128 =  S77 £2150 = 2251 21722 = 48922
£2194 = 1247
TOTAL = 44837

Using ChexSum

The greatest problem encountered when typing in programs from
a book is errors made by the user. Most of these are picked up
when the computer responds to the RUN command with the
‘Syntax Error’ message. The user then has only to LIST the line and
compare it with the line in the book. Unfortunateiy, some errors are
more subtle and not fatal to program operation. These types of
errors will cause the program to run, but incorrectly, and the
computer will not be able to detect them as such.

Checksum is a special program which generates a unique sum
for each line in a program and a grand total of all line sums. After
each program listing is a table of check sums. You need only
compare the numbers in the ChexSum table for each program
with those generated by ChexSum. If two numbers differ, check
that particular line.

10




10

Load and run the Merge program by typing LOAD “MERGE"
(for tape) or LOAD “MERGE" 8 (for disk), and then entering
RUN.
From your games tape or disk, load the program you want to
verify.

Note Always SAVE your program to tape before running
ChexSum.

For the first program, enter LOAD "BLOCKADE" for tape or
LOAD “BLOCKADE", 8 for disk. Do not RUN the program at
this point.

Enter SYS16331 to protect the first game program, i.e.
BLOCKADE.

Load ChexSum by entering LOAD “"CHEXSUM" for tape or
LOAD "CHEXSUM", 8 for disk.

Enter SYS16355 to merge the game program BLOCKADE
with ChexSum.

Enter RUN 62000 to activate ChexSum.

The program will respond with the prompt:

LINE NUMBER: ?

Pressing the RETURN key at this point will cause ChexSum
to start with the first line of your program. Entering a line
number will start ChexSum at that line.
ChexSum next prompts with:

PRINTER (Y/N) ?
A Y’ will send the ChexSum table to the printer or an ‘N will
send itto the screen.
Check your grand total with that in the book. If they differ, a
line has been typed incorrectly. Compare line numbers until
you locate the bad lines and then edit them.
Repeat steps 6 to 8 until the games program is debugged. In
step 6, enter the number of the first bad line to avoid
ChexSum verifying the games program from the first line.

11




DEBUGGING HINTS
Limitations of ChexSum

ChexSum is not entirely foolproof and cannot detect two errors
which give a (seemingly) correct output:

1 If your grand total is correct but the program crashes, two
lines have been typed in incorrectly and, although their
individual line sums are incorrect, they cancel. Please check
that all line sums are correct.

2  Atcertain column positions in a statement line, a full point (.)
and a comma (,) may be interchanged and yet still give a
correct line sum. When occurring in a DATA statement a ()
for (,) substitution will cause two adjacent integer numbers to
be read as a single real number and will usually generate an
‘Out of Data’ message. When either possible substitution
occurs in a program statement, a ‘Syntax Error’ message will
be generated.

Itis impossible for ChexSum to completely eliminate typing errors
— itmerely reduces the probability of them occurring to a very low
level.

Pointer Corruption

Sometimes a program will run incorrectly even when thoroughly
debugged by ChexSum and by hand. In this case there are two
possibilities:

e The program is wrong — please write and tell us (see
Appendix E, ‘Reader Feedback’).

® A previous run has left system pointers corrupted and they
continue to crash the program despite the use of the NEW
command. Always reset the computer after a crash to avoid
this problem.

12



Blockade

CLASSIFICATION: Evasion
In this fast-paced game, your goal is to build a wall in front of your
opponent so that he crashes into it. Only by quick maneouvres,
either left or right, can you avoid the walls. May you outlast your
opponent.

The controls are:
Player 1, Q move left, Z move right; player 2, | move left, P move
right.

PROGRAMMING SUGGESTIONS

Add a computer opponent. Give the computer limited (or perhaps
random!) intelligence when making a decisionto turn left or right at
each step.

Add obstacles to the board. Set up a routine in the board so that
non-blank characters on the field will act as obstacles.

13




PROGRAM

Variables

CH
CX, CY
X1, Y1
X2, Y2
P1, P2
D1, D2
A1, B1
A2, B2
W

14

Wall characters

Corner characters

Player 1 co-ordinates

Player 2 co-ordinates
Scores, player 1 and player 2
Direction of players 1 and 2
Player 1 step value

Player 2 step value

Winner




Initialisation

10 COLORRQ, 2,53 COL0OR4, 153V0L 8JP1=0JP2=0
20 Xé=""p MMM MM CIDINCHCL,155CH(1,85=643C
HCO, 1)=333DIMCKXC(3D>¢DIMCY (3D
39 CHCA>=1093CX(10=1253CX(2>=1107CX(3)>=112
ol CY{@d=1123CY{13=1033CY(2)>=1257C¥(31>=110
5@
60
A A A 4 A A & a a a a a
T COLOR1,16,4¢PRINT "L, 1 [
HE AT A IE E AT
g0 PRINT "a. a
a a b=4 Lk
39 PRIMT . a

100 COLOR1, 9, 4‘PRINT :PRINT ‘PRINT "a a4 4 a4 & a4 a a a a
aaaaCONTROLS™"™

110 PRINT 2PRINT . 4 a a a a a «a a PLAVY ER1 4 4 a
- a PLAYERL..2"™

120 PRINT $PRINT ", L EF T 4. a
a a a a C+2>"

139 PRINT $PRINT . R I G H T .

4H

a a aC0O 2 a4 aaaa

CZ 2 a a a a a

“w
»
»
»

P
149  COLOR1,7,43PRINT $PRINT $PRINT 2PRINT . . o a a H
I T.CRETURND.TOLCONTINUE. ..
15@  PRINT 3PRINT . 2 a a a a a a a CED> 4T 04 EXI
T |
160  GETAS:IF AS=""THEN 160
179 IF AS="E "THEN PRINT "L W W MM T HE.LEND. . .
“SEND
189 IF ASCCASIC>13THEN 160
190 COLOR1,3,32PRINT "ki o 2 a a a a a a a a a a a a - B
L OCKGADE "sPRINT $PRINT $PRINT ™. . ii “;B$;"
200 COLOR1,3,33FOR I=1 TO 20:PRINT LSINEXTSPRINT . . it
I3 ;s m n ot
210 COLOR1,84PRINT "B (1 . » PL AYER . 1"
220 COLOR1,15,2:PRINT "H UMM UMM HNUMUNMNMMNYY
UMMM MMMMMMPLAYER.LZZ"
230 K1=2:X2=373¥1=123¥2=143A1=13A2=-1$B1=03B2=03D1=0:D2
=2495=0

15



350
360
370
3&%09
33a
400
410

420

4490

16

COLORL,25PRINT i (1 Bl ";X$;"a o a a s NN N ";P
PR Ak TN T TIN T T ) IR T [ [ I | By a4

Get Player Input

GETAS${C1=CH(ARS(A1),ABS(B1)>>3C2=CH(ABSC(A2),ABS(B2)>
+S=S+1JIF S=2THEN S=0
R1=N1+A1JK2=X2+A23Y1=VY1+B13Y¥2=VY2+B2

IF A$=""Q "THEN C=B1$B1=-A13A1=CIDA=INT(C(D1+1) /4~
INTCCD1+1) /4308433 C1=CX(D1>

IF A$=""+ "THEN C=B2$B2=-A2$A2=C$D2=INTC(C(D2+1) /4~
INTCCD2+1) /4))>%4)>3C2=CXCD2>

IF A$="Z "'THEN C=-B1$B1=A13$A1=C{DA=INTC(CABSC(D1+3>
Z4)—INT CARSC(D1+3> -4>)>)>%4>3C1=CY¥(D1>

IF AS$=", "THEN C=-B2$B2=A23A2=C$D2=INT(C(ABSC(D2+3)
#4>—1INT CABRSCC(D2+3) ,42))%#4)3$C2=CY¥(D2>

Collision Detection

IF PEEK(30T2+40%Y1+X1)>{>32THEN A1=03B1=03P2=P2+1Jl
=23X=X13¥Y=Y13GOSUB 4908:G0T0 160

IF PEEK(30T72+40%Y2+X2)<C>32THEN A2=03B2=03P1=P1+13l
=1$X=X23¥Y=¥Y236G0SUB 4903G0TO0 160

GOSUR 30592

GOTO0 259

Draw New Bricks In Each Player's Wall

POKE 3072+40%Y1+X1,C13POKE 2043+40%Y1+X1,119

POKE 3072+40%Y2+X2,C25POKE 2048+40%Y2+X2, 46

IF S=0THEN SOUND 1,400+20%D1,5

IF S=1THEN SOUND 1,320+20%D2,5

RETURN

SOUND 3,85@,203SOUND 3,800,100

FOR 1=1 TO 103POKE 3072+40%Y+X,1023POKE 2043+40%Yy
+X,963F0OR J=1 TO 20INEXTJ

POKE 3072+40%Y+X,230iPOKE 20483+40%Y+X,443F0OR J=1
TO 20SNEXTJ

MNEXTI

Determine Winner

IF LI=ATHEN COLOR1,8SPRINT "l B M . o PL A Y ER 4
13"




450 IF W=2THEN COLOR4,15,24%PRINT "l & 1 &l Bi 01 B1 M) Ml DI M
ppupMUMMMUMEMENMBMNMMUMPLAY ERLZ=

460 COLORA,24%PRINT " [0 M ";X$;". a4 o o NI NN ;P
L;$;" M UMMEY . ... N ;P2
470 RETURN

ChexSum Tables

1@ = 2228 179 = 2259 330 = 299
20 = 4384 18@ = 1378 240 = S26
30 = 2204 130 = 4121 350 = 3185
40 = 29186 2e@ = 2324 260 2055
se = 6342 210 = 1453 270 1243
60 = 267@ 22@ = 2559 220 = 1744
e = 6651 232 = 5263 292 = 143
20 = 4821 240 = 4358 400 = 1419
Els) = 5645 25a = 5280 410 = 4237
bRl = 2784 260 = 2367 420 = 4047
119 = 2292 272 = 68413 4320 = 206
120 = 1392 2z@ = 6374 440 = 2432
130 = 2051 29, = 7025 450 = 3738
140 = 4043 300 = €980 4e@ = 43258
150 = 1745 210 = BS8KS 470 = 143
16@ = 1214 220 = 6593 TOTAL = 16017S
17
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CLASSIFICATION:  Shoot Up

Control your gunsights totarget the attacking pods: fire either 1 or 2
zaps to destroy them and to protect your cities and weapon
emplacements. You have only limited energy reserves, so zap
sparingly. You receive bonus points for remaining energy. Be
prepared to zap heavily when later waves of high-tech pods swarm
in. The game is over when all cities are destroyed.

Controls are:
Q up, Z down, | left, P right, SPACE fire.

PROGRAMMING SUGGESTIONS

Create a new type of pod — one that must take more zaps to be
destroyed, or perhaps one that can split open to drop more pods.
Increase the speed of the game with each level. Give some special
pods more intelligence — have them either home in on the gun
emplacements or on the cities. Give bonus cities for surviving
each wave.

19




PROGRAM
Variables

NM

E

LX, LY
G%
C%

LV

SC

T

MV

20

Pod co-ordinates
Energy

Co-ordinates of sights
Gun damage

City damage

Level

Score

Speed of pods
Gunsight step distance




Listing

Select Graphics Mode and Initialise

10 DIMNITZ(3,2)3Cx=TST=03G%=33SCX=03LV=13LX=TI9SLY=T79%
GRAPHICAY4, 1

29 COLOR®,2,23COLOR4,13COLOR1,8$COLOR2,3,45C0OLOR3,15,5
sVoL 8

30 GOSuUB 400

Get Player’s Input, Fire Remaining Zappers

Draw Gunsight
g0 GETAS$$T=T+12GOSUB 19021F T=6-LVTHEN GOSUB 220
se IF AS=""1 "THEN GOSUB 2002LX=LX-T7421F LXC4THEN LX=4
(] IF A$S=""P "'THEN GOSUB 2002:LX=LX+73IF LXD1SSTHEN LX
=155
T IF A$=""Q "THEN GOSUB 2002LY¥=LY-921F LYC{STHEN LY¥=5
20 IF A$='"Z *"THEN GOSUB 2002LY=LY+921F LYD147THEN LY
=147
an IF ASC>". ""ORGX=OTHEN GOTO 40

100 IF C(GXAND2>=2THEN DRAW1, 3,148 TO LX-2,LY

11e@ IF (GXAND1)>=ATHEN DRALI1, 156,148 TO LX+2,LY

129 DRAIO, 3,148 TO LX-2,LYSDRAWD, 156,148 TO LX+2,LY¥YS
SQUND 23,1009, 15

130 FOR I=@ TO 33IF NITC(I,0)C=0THEN 160

140 IF MITACT ,@3<LX-30RNIMZCI, @)2LX+30RNM%CT , 1) CLY-50RNIT
CI,1>2LY+5THEN 160

15@ SQUND 2,900,253SC=SCL+LUNSINIM%Z(I ,8>=—-13CIRCLEZ,LX,
LY,2,40Kx=Kx+1

1e6@ MEXTI

170 IF K¥%=LV4THEN LV=LV+13SCNCLRSKX=0SPRINT "L 1 M M
JguuUuuywueowewewuewUUWUWUWUEMES CORE ";SCxs
GOsSurR 4ee

Move Pods, Check If Pods Hit Cities or Zappers. End Game

170 GOTO 40

19@ *=256G0T0 210

200 Bi=0

210 DRALIBY,LX,LY-5 TO LX,LY+53DRAWBY,LX-3,LY TO LX+3,LY
SRETURN

2290 FOR 1=0 TO 3

2320 IF NITICI,@>2>208THEN 260

240 IF RMDC1>>.08%LVTHEN 390

250 MIsCT ,@)=INTCRNDCA1)>#140+SOSNIT.(I ,15=0

21




410
429

420
449

45
460

40
430
500
510

22

IF RNDCA1>C.3THEN NIM<CI,2>=INT(RNDC1>%11-5>

IF NIE<CT, @) #NME4CT ,2>CSTHEN NIMCI, 2>=INTCRNDC1)%6)
IF NMECT, @0 #NIMTICT ,20D2454THEN NMXCI,2)=—INT C(RNDC1)
*E6D

MIT2CT , @2=NIM2CT, @ #NMICT , 2D $NM%CT , 4D =NIMCT , 10 +5
DRAWI,NIM<CI , 0> ,NMXCI L, 1> TO NFZCT, @3 -NIMCT, 2>, NIMZC T,
1>-5

IF NITt:iCI,1>C154THEN 380

IF (CXAMD1J>BANDNITLCI, @>>24ANDNITCI , @) CS6THEN Cx=C%
-1:D%=03G0OSUB S51@

IF C(CXAND2)>>@ANDNIM:ICT , @) >E4ANDNIT:CI ,0>CIBTHEN Cx=CX%
—-25D%=13G0OSUB 51@

IF C(CXAND4>>@ANDNITCI , 0> 104ANDNIMLCT ,B)CA136THEN CX%
=Cx-43DX%=23G0OSUB 510

IF MM<CI,®>C13THEN G=(GXAMNDA>$CHARL, 1,19, "3 **

IF MNIM<CI,®O0>147TTHEN G%=(GXAND2>32CHAR1, 38,19, "% '*

IF CX=0THEN CHAR1,12,12,'"6 A ME . O V E R "2END

IF NIE<CT , 1)21S3THEN NItiCI,8)=-1

MEXTIST=0SRETURN

IF (GXAND2>=0THEN 430

Draw Screen

DRAWZ,0,148 TO 3,148 TO 6,151 TO 12,151 TO 12,154
70 9,154 70 ©,1483PAINT3,3,151
DRALZ, 159,148 T0 156,148 TO 153,151 TO 147,151
TO 147,154 TO 153,154 TO 159,1483PAINT3, 156,150
IF C(GXAND1>=0THEN 450
DRAW3,159,148 T0 156,148 TO 153,154 TO 147,151
TO 147,154 T0 159,154 TO 159,1483PAINT3, 156,150
FOR 1=0 TO 23IF (CXANDC2¢I>>=0THEN 500
DRAWZ,25+1%40, 154 TO 25+1%40,159 TO S55+1%40, 159
TO S5+41%40,154 TO S53+1%490, 154
FOR J=@ TO 3:DRAWZ TO S3+1%40-J%7,146 TO 48+1%40-J
#¥7,146 TO 43+41%40-J»*7,154
DRAWZ TO 46+1%40—-J%7, 1543 NEXT
PAINT2,3R+1%40, 157
MNEXTISRETURN
CHAR1, 7+D%1@,19,"# # # # # # '"$SOUND 3,600,202
RETURN



ChexSum Tables

ige
199
202
210
220
220
240
250
260
272
2%@
230
300
310
220
220
242

a7e

249

237
4134

655
121@
1506
2754
2819
2286
3as6e
3479
2705
12173
ase1
4567
4672

47a
42
492
pajalal
510
TOTAL

1]

2742
2857
2424
2122

791
1170
4163
5367
1162
5367
2261
5613
SR7S
1324
1212

407
2571
1454

a3

23
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Unscramble

e diding 0

CLASSIFICATION: Logic COLOUR ILLUSTRATION OBC
A four-by-four matrix of numbers ranging from 1 to 15; 1 is blank
and 15 are scrambled. You have to re-organise them into
sequence from 1 in the top left to 15inthe bottom right. Use l and P
to move the blinking cursor, then hit the SPACE bar to shift the
pieces.

PROGRAMMING SUGGESTIONS

Increase the size of the matrix for a more challenging game.

25




PROGRAM
Variables

N Board array

NZ$ Tile patterns

XY Cursor co-ordinates

X1, Y1 Empty square co-ordinates




Listing

i@
20
30
40

120
190
209
210
220
239
240
259
260
270
280

Initiatise Game; Display Title and Define Tiles

COLOR®,23C0OLOR4,235V0L B
DITINC3,30$DIMMNZS$C15)
x GAV @A Czs—.l"l. Cas—llll

ll FUgnitgniugniynniliean s anT
CXS="4 a4 a a a . UH.UNN.EOH.HH.UN.
nn.nnn.on.ouw.on

COS="H 1 5 W ":CRs=" M

u
U}

II\UIIIDIIIDIII
BDS"'BUUUUUU"‘BRS-"!]!l!l!l!l!l!I!l!l!l!l!l"
COLOR1,3,33PRINT =
NP = ALEE AL
PRINT bl Ml B M
H RSO HE A
PRINT "Bl M M N
- -“'—".i.'.' =
COLOR1,9,45PRINT "N Wil MM UMMNMMBMMNIN
STRUCTIONS"
PRINT " (1 i 81 M M1 M1 01 M
OCRLALEFT™"
PRINT "l B} B 01 BI 01 BI M1 O}
R 4RI GHT ™™
PRINT ™ ol Ml & M B M
R.UP™
PRINT "y pipi M MMM
u

M1 % a a a aCURS
7P % a aaaCURSDO

R oD OUWN®"
PRINT "0 1 1 01 BI BJ
T .PI1ECETGS™"™
PRINT " (0 (4 1 M M M M B
a T O. S TARTOD>™"™
GETASSIF ASCC(ASOI<>13THEN 180

u
M
o
L]
I )]
[]]

NZ$SCOO="14 |4 o o o WU IN 4 4 . WHHWN.L ..
MZ$C15=""m |3 o o ~UOD I 1} . 1 men. ..
NZ$C23=""T4 |d u o W RN .2 ... ."
NZSC3D="R IJ o o . WHHHN.3.BO0NN L o o "
MZSCHO="F Id o a - N .S N L L "
NZSCSO="[I @ o 4« WU .S .0, ... "
NZSC(BX)="D I} o . IO . B I IENN a a "
MZSCTO="11 [ a a o AN &0 7 oUW 4 & &0 7
NZSCS="13 l a a ~ WM H .. OUHIIH.L..LLT
NZSCIO="F [} w a a WIS BHIEN L L L™

27




290 NZSC100=""2 |4 . . ~WWHHNW1ILe .. . ."
209 MZSCA1D2="E I o o ~ W H N1 1 . BN ..."
310 NZSCA2)="H 14 . . ~ W w112 .o .."
220 NZSC13)="B I3 o o« o W HN1I3 . UHHNH..."
3320 NZSCAD="" 14 . . NI 4  HIUN..."
340 NZSCA150=""00 |4 o a ‘L'J" [ | I =) Aw" 1] I.A a a "
350 FOR I1=0 TO 32FOR J=0 TO 32NCI,J)=1%4+J2NEXTJ,I

360 PRINT "L UMUMMMUMMUMMHMMNUHMEMMNMUNSCRA

MBL E ! "$GOSUB 550

Shuffle Tiles Randomly; Draw Cursor

370 N1=03Y¥Y1=03K=03¥Y=05Z=20+4+INT CRND (B> %*25>

320 FOR J=1 T0O Z$X=INTC(RND(O>%4>3GOSUB 620:Y=INTC(RNDC®)>
#4)3$GOSUR 6203 NEXT

330 COLOR1,3,34PRINT CDS$;CRS$;'pl [§ ";C2%,C3%,;CSs$;"H "X
=0sv¥=0

Get Input; Move and Draw Cursor

400  GETAS:IF ASCO". "ANDASCO'P "ANDASCO'I '"ANDASC>"Q *
ANDASC>"Z “THEN 400

418  IF A$="", "ANDCX1=NXORY1=¥>THEN GOSUB 620:G0TO0 490

428 PRINT CDS$;CRS;"[ M ";C2%;C3%;CKS

428 IF ASC>". THEN SOUND 1,400,7

440 IF AS="P "THEN X=X+13C2$=C2$+" 8 M Bl M "2IF X>3
THEN X=@2czs=""

450 IF ASCO™I THEN 488

460  H=X-121F X>=@THEN C2$=LEFTS$(C2%,X*4>2G0T0 520

478 X=32C2$="N1 M Bl M B Bl Bl M1 BI B} Bl B] "2GOTO S520

480  IF AS$CO"Q “THEN 510

499 ¥=Y-131F Y>=@THEN C3$=LEFTS$(C3$,v%4>3G0T0 520

LR Hot LRy ON NGO RN GO RO NORONUN U

510 IF A$="Z "THEN Y=yY+12C3$=C3$+"[ (] (4 I "21F ¥>3
THEN y=@sC3$="""

S20  COLOR1,3,32PRINT CD$;CRS;"ll Bf '*;C2%;C3$;CSs$

530 GOTO <40@

548 EMD

Draw Board and Tiles On Screen

5950 COLOR1,15PRINT CDS$;CRS;"
560 PRINT CD$,;CRS;''[8] '*;Ss$,;"™\
570 PRINT CDS;"'1l Wl @ *;
=217 FOR I=0 TO 32PRINT CRS;"pJ M '";3FOR J=0 10 3
590 PRINT O 0O *;NZSCI%d+J);"® _ " 4NCI,Jo)=1%4+]
600 MEXTJS$PRINT $PRINT $PRINT SPRINT $NEXTI

610 RETURN

28




620
630

649

710

T20
T30

Shuffle Tiles

IF X1=XANDY1=YTHEN RETURN

IF Y<YATHEMN FOR I=¥1-1 TO ¥ STEP —A$SNCI+1,X>=NCI,X)
+GOSUB 6803 VYi1=VYINEXT

IF Y2YATHEN FOR I=Y141 TO YINCI-1,Xd>=NCI,XD>$

GOSUR 690INEXTSY1=YSRETURN

IF XCXATHEN FOR I=X1-1 TO X STEP —4A$NCY,I#+1)0=NC¥Y,I)D
$GOSUB TIBINEXTIX1=XSRETURN

IF X2XATHEN FOR I=X141 TO X$¢NCY,I-1)>=NCVY,I>3$

GOSUB T20INEXTSX1=XSRETURN

PRINT BDS;BRS;NZ$(®>$COLOR1,1SRETURN

Shuffle Down

Z2%=BDS$S$BDS=LEFTS(BDS, I%447)3GOTO 700

Shuffle Up

2$=BDSSBDS=BDS+"Yy 1 [y '
SOUND 1,10900-5%],2:G0SUB 67OSPRINT Z$;BRS$;NZS(NCI,X
JIIRETURN

Shuffle Right

Z$=BRS{!BRS=LEFTS(BRS, I%4+1253G0TO0 730

Shuffle Left

ZS=BRS{BRS=BRS+"'MI M M M
SOUND 1,370+5%] ,23G0SUB 670$PRINT BDS$;Z$;NZSC(NCY,ID
JIRETURN

29




ChexSum Tables

ie
2@
30
49
52
60
4
8Q
Eld
10@
11@
1z2e
13@
142
i15@
160
i17e
ire
130
20Q
21@
220
230
24
25

30

]

1}

1]

i

LU}

1171
1100
177@
12924
4369
3603
1522
6927
5657
5244
2443
1883
1352
1701
1232
2194
2257
1709
2137
2277
2155
2285
2285
2159
2161

260
270
2@
290
300
319
220
230
24a
25@
260
a7e
age
390
400
ai@
aze
aze
440
as@
4@
470
480
420
s500

o

non

2285
2277
2297
2351
2354
2343
2352
2347
2352
2185
2195
3202
4131
32953
4383
2011
153@
1523
4219
1124
2425
1849
1133
23428
1118

[}

L}

4014
2229

529

1239
2587
2038

634
2142
2135
13514

142
1477
42@3
4534
5032
4582
1703
2745
1429
3286
2848
1583
2212

202327




CLASSIFICATION:  Shoot Up
You are the commander of a ground-based guided-missile
launcher. You launch surface-to-air missiles at attacking enemy
craft flying overhead, and try to intercept and destroy them. The
smaller and faster the target, the more points you earn.

Use Q to move the missile up, Z down, | left and P right. The
SPACE bar will launch a new missile and abort one currently
zooming about.

PROGRAMMING SUGGESTIONS

Have the enemy shoot their own anti-missile missiles — you must
evade them. Have the enemy drop paratroopers who will try to
overrun your emplacement.

31




PROGRAM

Variables
DR% Direction table
D Current direction
SC Screen memory
CL Colour memory
MX, MY Missile’s (X, Y) co-ordinates
X, Y Step values for missile
TG Missile collision
EX, EY Enemy (X, Y) co-ordinates
SX, SY Enemy missile (X, Y) co-ordinates
S Score
32




Listing

Draw Title Page and Initialise Game
Draw Screen and Start Game

FOR 1= TO 23POKE 4032+1, 1047POKE
POKE 4059, 253;POKE 4051, 663POKE 4852,73

VDL RICOLORA,14,63C0OLOR4,65SC=30725CL=2048
DIMDRMCT,ADSDITMCUCTISEX=-13LU=1
TeREADDRY (I , @) READDRXCI , ADSNEXTSFOR 1

a a a

a P 7 4 aTURN_._MI

i6@
ie6@

A a a a aaaaasS . A

M

rATAL,2,1,-4,06,-1,-1,-4,-1,0,-1,1,0,1,1,1,62,78,390,

3008+1 ,5TSNEXT

Get Piayer's Command, Move and Fire Missile
Generate and Move Enemy

19
2
20 FOR I=2 T0O

=@ TO T4AREADMCYKCIISNEXT
40

77,60,78,32,77
sa PRINT L@@ "
£ FRINT

= s
7@ PRINT

H PR I
20 PRIMT

f AL AR HE
an PRINT ", 4 2 o a a

H PO
100 PRINT ", 2 a o a a

e a - - - ‘. - . 11
11@ PRINT "m W[ o . a

L s
120 PRINT "M M o . o

S 1 LE .LEFT
120 FRINT " o 4 o o a

LELRIGHT?™"
14n PRIMT "™ o o a o a

. M1 8s1LE®™
150 PRIMT "] [ o o a a

s TART "
160 GETA$SIF AS="""THEN
170 IF ASCCASICO13THEN
18@ PRINT "l a a a -
130 GOSUR 67Q3K=02MN=LUXSIPC=0
200
212
220 MX=24MY=224D=2sF §="1""
230 GETASSTN=TN+1
240 IF ASCO' . ""THEN 28@
2se

95,1
260 PT=PT~14PC=PC-14GOSUB &7@

SOUND 2,75@,5$S0UND 3,765,53S0UND 3,788,53S0OUND 3,7

33



N
3
oo I I B B o

H W WWWWWWw W WNN
«3-9m4mg5wmu—u§«nm

o993

b
-
9

460
470
4RQ
490
See
510
520
530
540
55@

S5e@
570
Sza
590
€eQa
£10

4

34

POKE SC+42%MY+MX, 32¢MY=223MX=1930=24POKE SC+40%MY
MK, MCLCDISFS="F *

IF F$=""""THEN 3%0

POKE SC+40%MY+MX, 323POKE CL+40%MY+MX, 0
MX=MX+DRX (D, @IS MY=MY+DR (D, 1D

IF MXCA0RMX2>3S0RMYC20RMY2>23THEN 220

TG=PEEK (SC+42%MY+MX)

IF TGC332THEN GOSUR S605GOTO 230

POKE SC+40%MY4+MX,MCHX(D)SPOKE CL+40%MY+MX, 0

IF As$="1 "THEN D=D+1%1F DD>7THEM D=0

IF As$="P "THEN D=D-131F DCOTHEN D=7

SOUND 1, 100@-ABRSCEX-MX)-ABSC(EY-MY),3

IF TNCE-LVTHEN 230

TN=@3IF EX2>=@ANDEX{=39THEMN 430

FOR 1=1 TO 103SOUND 2,90@-5%] ,43FOR J=1 TO 4INEXTJIS
MEXTI

EX=0SED=131F RND(®)>.STHEN EX=39%ED=5S

EY=INT (RMDC(A)I#24+RND(D)>%8+2)

FOKE SC+40%EY+E¥X, 32

IF EY#DR%C(ED,1)>C3THEN EY=3SED=INT(RND(®)%3+4>3
GOTO S1e

IF EV4DRX(ED,13223THEMN EY=233ED=INTCRNDCO)I%*3)>3
GOTO 53a

EX=EX4DRX(ED,@>SEY=EY+DRX(CED, 1)
ED=ED+INTC(RND(®D>%3>—-1

IF EXCATHEM EX=13ED=INT(RND(O)%4+6)

IF EX233THEM EX=3R3ED=INT(RND(O>%#3+2)

IF EDCQTHEMN ED=ED+7

IF ED>TTHEN ED=ED-7

EG=FPEEK(SC+4D%EY+EXD

POKE SC+42%EY+EX,E653POKE CL+40%EVY+EX, 49

IF EGC>32THEN GOSUB 560

GQTO 232

Collision Detection and Scoring

POKE SC+40%M7+MX, 423PT=PT+5%LU+13PC=PC+S%LV+1

FOR I=1 TO 253SOUND 3, 1000-5%1,53NEXT

FOR 1=6@ TQ 127$POKE CL+42%My+MX, I$NEXT

F$="""$POKE SC+40%MY+MX, 3238 X=193MY=223EX=~13K=K+1
1IF KCONTHEN 670

FOR I=1 TO 20+2%LV$SOUND 1,600+I%5,353SOUND 2,900-4
#] ,S$FOR J=1 TO S$MEXTJISNEXTI

PRINT "s WO UOUMMBMMNML EVEL.L™LV;".CO
MPLETED. "™

PRINT ™[] . . a a KT LLLJARATI O .= . ";100%PC
ZCNESRLYD ;v o

PRINT ") W o a a aRETURN__TOLCONTII
NUE ™




€58  LV=LV+131F LUDSTHEN LU=S
668 PRINT "] . . MS CORE . [ "™;PT2G0TO 160
6780 PRIMT " 1) o o M S CORE . B s aaaaeaal
111 ;PTSRETURN
ChexSum Tables
10 = 265% 249 = 1@g@ 470
2n = 22392 25 = 2ER’7 4z =
3@ = 4anz3 260 = 193293 4238 =
an = 23521 2@ = SEx4 soe =
S0 = 471 28 = g48 s1m =
€0 = 2899 29 = 29%8% see@ =
4 = 2%79 300 = 2541 530 =
20 = 2489 210 = 2810 540 =
El = 2556 32 = 1768 ssa =
1A@ = 2365 320 = 186% sem =
112 = 1732 240 = 32213 57T =
120 = 2447 250 = 2261 sgn =
130 = 2343 €D = 2267 sa =
142 = 2393 3Te = 2672 can =
15a = 1986 3r0 = 1242 100 =
160 = 1214 230 = 2358 €20 =
ire = 137% 400 3350 631 =
122 = 1434 410 = 2330 £40 =
13 = 162 420 = 2213 550 =
200 = 2771 420 = 14935 cea =
212 = 1733 440 = 4052 57O =
2z2e = 18173 qs = 29327 TOTAL =
220 = 1275 460 = PER2

ogm 9
WD

[ N L L
AR e

[EN

AN 3D J D L -1D )
N

[V IEN IR VI N

b

B S
W W N i
DR 3R
aAm 3 a0

in
X
Y

W
BV« BTV I S S N S
RV ]
Mo0 DN

LR N
[ g
Wb
QD
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Tank Ambush

CLASSIFICATION:  Shoot Up
The hunter against the hunted: hiding within the woods or lying
behind hedges are devious infantrymen with dangerous heat-
seeking missiles.

These missiles will always home in on your tank. You can shoot
them with keys 1 to 8, or manoeuvre by pressing Q for up, Z for
down, | for left and Z for right.

PROGRAMMING SUGGESTIONS

Have an enemy helicopter that fires heat-seeking missiles at your
tank — shoot them or avoid them by manoeuvring. Introduce
limited ammunition in the tank and ammunition dumps (where the
tank must wait until it is reloaded). Give the killer tank hit points so it
can suffer up to five hits before being destroyed. Also, create a
repair station to fix up damages, and create the fuel for the killer
tank and fuel dumps where it can refuel.

37



PROGRAM

Variables
SC Screen memory
CC Colour memory
BR Background brightness level
LV Level of difficulty
TB, TC Character and colour beneath tank
F$ Fired flag
X, Y Co-ordinates of tank
E Delay for moving misSile
EX, EY Co-ordinates of enemy missile
EB, EC Character and colour behind missile
SX, SY Howitzer shell co-ordinates
GB, GC Character and colour behind shell
D Firing direction
PT Score
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Listing

19
20

30

40

€0

70

80

100

11e

129

140
i5e
160
170

180
130
200
219

Title Screen and Instructions; Initialise game

VOL EB$SC=3072$CL=20482BR= ?‘COLORG 2,BR$V¥Y=123X=0
PRINT " MMM r v a =
ZEX rrv A orraie=
PRINT "M M M . ik . HE :
a b sl a PEAE L L FET

PRINT "B Bl M o & & &k & N, 4,

a a a aif

ad Lt NS L

PRINT "W @ MMM MMUMUMMMBMMETI NSTRU
CTI1IOMNS"™

PRINT "M mppgdMMUMBMMNMMeLLio™ | . .AYO
UR LATANK®™PRINT U HHHUMUUUHMMEe® . .

a s AENENMY .MNMI SSILELCHNSHOOT &)

PRINT " MM MUMUMMMERE * . . . .HLANDL.L

MI NE . a4 aaaCHAVOI Dad "$tPRINT g b M

MMHMMHUMUEL 0 "EWaaaoalTREE/ZHEDGE
"

PRINT "W M MUBMUMLECFIRI NG LGLAAZAGAGDSGEZaaaa

A a a2 a a aMOVEMENT?"™

PRINT " m Bl B B MM 8 4 1 4 2 4 s aaaiem=m==

(1]

HE =3 4 a s aaaa0@

PRINT "BI M MM UM/ a aaaaacdiBBRRETU

RN® @&k a a a aaaalil
FRINT "IJI_II_I[]!I'?“"

i a a a a al

F’RINT"U!lu!l!l!l/l\‘.....éliBEGIN-

i a a a a a a o "

PRINT "M M HUMGE L S5 .94 .4 4aaasi888=
2

"
a a a aaaal?

GETASSIF ASCC(AS)>C>13THEN 1490

GOSUB 7103G0OSUB 660
TB=PEEK(SC+40%Y+X)>TC=PEEK(CL #40%Y+X)
POKE SC+40%yY+X,2153POKE CL+40%v+X,0

Get Input; Move Missile In; Move and Fire Tank

GETAS

IF F$="F ""THEN GOSUB 459
E=E+121F EC8-LVTHEN 340
E=0

39




220
239

240
250
260

41@

420
430
440
450
460

510
520
530
549

40

POKE SC+J0MEY+EX,EBSFPOKE CL+40EY+EX,EC$SOUND 1,100
@-ABS(EX-X)-ABSCEY-Y), 2

IF E¥Y=YANDABSCEX-XI>ATHEN EY=EY+INT CRNDC@O>%3-1>3
GOTO 26@

IF EYCYTHEN EY=Evy+1

IF E¥Y>YTHEN E¥=Ev-1

IF EX=XANDABSCEY-¥)>>A1THEN EX=EX+INTCRNDC®)%3-1>3
GOTO 290

IF EXCXTHEN EX=EX+1

IF EXDXTHEN EX=EX-1

IF EYC2THEN Ev¥=3%

IF EY>24THEN EY=24

IF EXCOTHEN EX=1

IF EX>33THEN EX=38

GOSUB 670

IF A$=""THEN 1890

POKE SC+40%y+X, TBSPOKE CL+4@%Y4+X,TC

IF AS$="Q "THEN ¥=¥Y-13SOUND 3,400, 10:1F Y{2THEN ¥=2
IF A$="Z "“THEN Y=Y+13SOUND 3,380,1031F YD>24THEN ¥
=24

IF AS="1 "THEN X=X-13SOUND 3,420,10%I1F X<OTHEN X=0
IF AS="P "THEN X=X+142SOUND 3,440,103IF XD>39THEN X
=39

IF VALCASDDPANDF$="""THEN F$='""F "4SX=X3S¥=¥Y3D=VALC(AS
>4TS=04GB=2155GC=04SOUND 3,300,290
TB=PEEK(SC+40%Yy+X)$TC=PEEK(CL+4D%Y+X>51F TB=42
THEN 780

IF TB=43THEN TB=GB2TC=GC

POKE SC+40%Y+X,2155POKE CL+30%Y+X,0

GOTO 180

POKE SC+40#SY+SX, GR3POKE CL+40%SY+SX,GC

IF D=80RD=10RD=2THEN SY=S¥-12I1F SY<{2THEN Svy=23%
GOTO 640

IF D=20RD=30RD=4THEN SX=SX+13I1F SX>39THEN SX=393%
GOTO 640

IF D=40RD=SORD=6THEN SY=Sv+13I1F SY>24THEN Sv=243
GOTO 649

IF D=60RD=TORD=8THEN SX=SX-121F SXCOTHEN SX=032
GOTO 640

GB=PEEK(SC+4@%SY+SX>%GC=PEEK (CL +40%SY+SX)

Shell Collision With Missile; Increase Level

IF GB=21STHEN GB=TB$GC=TC

IF GB<{>81ANDEB<C>43THEN 610

PRINT @ "'$IF BR=7THEN PRINT "m '

SOUND 3,1900,15PT=PT+1SPRINT " U M M S C O R E ';
PT;GB=423GC=03G0SUB 660



E00
€610
629
630

6409
€50

660
670
[=3-44]
699
gala)

PU=PU+1$IF PU=LV+1THEN BR=BR-1;PU=0

1F BR>=OTHEN €00

IF BR=-1THEN COLOR®@,1$G0OTO 648
BR=T4COLOR®,2,BR$LV=LV+131IF LVU>BTHEN LV=8

FOR I=1 TO SOOINEXTAPRINT "L MM MU U EUe L EVE
L ";LV;". COMPLETED "™$FOR I=1 TO 10005
NEXTSGOTO 150

COLOR®,2,BR$GOTO 640

FOKE SC+40%SY+SX,433P0OKE CL+40%SVY+SX,0
TS=TS+1$1F TS2>1OTHEN 640

RETURN

POKE SC+4@%SY+SM,GB$POKE CL+40%SY+SX,GC
Fs="""¢RETURN

Initialise Enemy Missile Location

EX=IMTCRND(B)>%40)>SEY=INT(RND(QOI%22+42)
EB=PEEK(SC+4O%EY+EX) SEC=PEEK(CL+4B%EY+EX)
IF EX=XANDEY=YTHEN 720

POKE SC+40%EY+EX, 813POKE CL+40%EY+EX,0
RETURN

Display Score and Generate Background; End Game

PRINT "[u B 4 4 2 2 4 2 a 2 4 2 2 a aaTANKALNNA
M B US H "™

PRIMNT "Bl (1 o o S C ORE *“;PT;"/ ",LVU+1

A=INT (RND(O)>#50+50-6»_\>

FOR I=1 TO A2B=INTC(RND(@)#320+20)>:POKE SC+B,65%
POKE CL+#B,S533NEXT

A=INT(RNDC(OOI%30+30-3%_V)>

FOR I=1 TO A2BR=INTC(RND(PO%320+80)>3POKE SC+B, 1042
POKE CL+B,R&$INEXT

RETURN

POKE SC+40%y+X,1024F0OR I=1 TO 153%COLOR®,15SOUND 3,8
O0+10%] ,32F0R J=1 TO SOSNEXTJISNEXTI
COLOR®, 2, T2PRINT "Li (0 (0 (1 (4 B1 BJ 0J 1 B4 RO BE BS OO OO BE NE
G o A a Tl a E o a a 04V . EJ.R®E®™

PRINT "W WU MU MMEMUNEMMEEe SCUK
E ",;PT;™, ";LVU+13END
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ChexSum Tables

10 = 2640 2z0
2e = €6m91 2390
20 = 4316 300
49 = 4620 210
=Q = 1232 220
(Y] = 6531 230
70 = SRE0 240
8]0 = 2724 350
Qe = 3243 260
100 = 24173 270
110 = 2331 280
120 = 2854 2902
130 = 3121 9420
140 = 1705 410
15@ = 679 420
1€0@ = 2402 42
170 = 2704 442
12@ = 267 452
190 = 1@79 a0
200 = 1752 47e
2102 = 298 azra
220 = 53292 4920
220 = 4367 sea
24@ = 1436 510
25 = 1435 s20
260 = 4377 530
270 = 1495 s4@
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1494
1171
1229
11@3
1238

202

R43
2824
2174
3288
2160
3284
6547
4483
1R43
2704

533
216R
4302
4491
4424
429%
2737
1882
1212
158S
4226

i
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n
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220287




Alien Overrun

CLASSIFICATION: Defender

Your spaceship has been invaded by hordes of menacing aliens
and they are multiplying prodigiously. You must move around your
spaceship for as long as possible without being destroyed. Wipe
the aliens out by moving onto the green chequered squares. Don't
stand still as you don't score when you're still.

PROGRAMMING SUGGESTIONS

Make your ship a multi-level vehicle and arm your man with more
than one weapon.




PROGRAM

Variables
X1, Y1 Next position of player
X, Y Current position of player
Z Level of difficulty
SC Score
X(), Y() Array of locations of each alien
A B Location of a particular alien
A1, B1 Next location of a particular alien
N Number of aliens

|
|
|
\
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Listing

10 REM ALIEM OVERUN
20 COLOR4,5,54C0OL0ORO, 7,4
Input Difficulty Level, Define Variables and Draw the
Spaceship
30 INPUT "lUD I FF I CULTUY o 1-5 ";Z42=2%10
40 IF Z>SP0ORZI1GTHEN 30
50 C=20484$S=30724SC=02DIMKC(Z),¥(ZI4X=62Y=103N=1
60 PRINT "l I [ a4 a4 a « 2 a a « a 3P . A+ oa
- -~ L "
70 PRINT ™. & 4 a a a a a a I8 a a ®ia . aa "
:3a) PRINT ™o a o a a a « a @V 4 o a ™[ 0 0 . a2 a .
£l PRINT ", . a POERE IR t B B3 B K DGR B B
100 PRINT a a a a3V =P | Ll a4 a a a a a i@y
110 PRINT "4 o a ldV WP . 4 n s a a a a2« VYL
129 PRINT . oV WP . 4 4 s a a a a a 2 a « alu¥vw
13@ PRIMT . P P 4 4 a a a a a a a a a a « a VI
-
1492 PRINT @ & A Id . ™ . . . o b8 .1 A a a a

a o b .

150 PRINT "8 JHA R o a a H13 .=, 4
A *WH .. A nary"

160 PRINT "% T 61 R o a o (¥ 13 .= , pf
I a ™R R 0N LWy

a N
*
[
G
1
P
»
»

=

i17e PRINT [ & A [ o0 ™ | . 4 4 a o [N D555/ 0 4 & a
T R

1R0 PRIMT ™3 . NS ] YW | s s a o o & a 2 2 a a
Wy =y -

190 PRINT ™8 o o U™ ] U B | | | | 4 4 a a a a a « ald
v eay

200 PRINT "% 4 o a B | N ® | 4 4a a a aaaaaldpr
-y

210 PRINT "& 4 a4 a a N B | NS | 4 2 a 2aaaasdyrs
y -

220 PRINT 4 4 a a a Wl a a4 a 2 B RIW 4 o & -y

230 PRINT "4 4 a a a a « o V0 0 0 0™ | 0 4 a a "

240 PRINT ™. 4 a4 a a o a a « Q0 o o=, "

250 PRINT ™. 4 a a a + a a PO UL B R '

260 A=144B=1@2FOR 1=0 TO N

270 KCID=A2YCID>=B2POKE C+B*40+A,2:POKE S+B®*40+A,S81

220 AL=A+INT CRNDC1)>%#3-1>3B1=B+INT CRNDC1>%3-1)

230 IF PEEK(S+B1%#4P+A1>CD>32THEN 280

300 B=B12A=A12NEXT
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370
380
3390
400
410
420

430

449
450
460
470
489
430

5929
510

520
530

549

550
560
570
520
590

610
620

46

FOR 1=0 TO N2PRINT "Bjlm . S CORE $ ";SC;3IF SC
C1ATHEN PRINT Il . "

C1=13A=XC10$B=Y(I)D

IF RNDC1D>2>.7THEN 350
AL1=A+CAZXI-(ACKISB1=B+(B2>Y>-(B{Y>$GOTO 360
BA1=B+IMTC(RNDC1)>%#32-1)>3A1=A+INT(RNDC1)>%3-1)

IF PEEK(S+B1#40+A1)=320RPEEK(S+B1#40+A1)=810RPEEK(S
+B1#40+A1D=88THEN <400

C1=C1+121F Ci1{10THEN 350

IF ITCNTHEN A=XC(I+1)$B=Y(I+1)

GOTO 410

POKE S+B»40+A, 32

A=A1:B=B1S1F A=XANDB=YTHEN 538

XCID>=ASY (I )=B{POKE C+B¥#40+A,2:POKE S+B»#40+A, 81

Scan Keyboard; Move Player in Response; Multiply and
Move Aliens

GETA$$IF ASCO™A "ANDASCO"D "ANDASCO"L "ANDASCO"X *
THEN 530

RA1=X+CAS=""A "D-CAS="D "IIVi=VY+(AS="W "I-CAS="X '
P=PEEK(S+¥1%40+X1>

IF P=81THEN 580

IF PC>32ANDPC>1@2ANDPCO230THEN 530

SC=SC+1

POKE C+Yi1m40+X1, T$POKE S+Y1%40+X1,883POKE S+y*d0+X,
323 ¥=v13x=X1

IF PCO>1@2ANDP{>230THEN 53@

FOR J=8 TO N3POKE S+Y(J>%4B+X(J),32:NEXTSSC=SC-303
IF SCCATHEN SC=9

N=13G0TO 260

IF NCZANDRNDC1)>.8THEN N=N#1$XCNI>=XC(N-1)3¥C(NI=¥C(N
-1

IF N=ZTHEN FOR J=1 TO Z$POKE S+Y(J)%40+X(J)>,323
NEXT$N=1

NEXTI1$GOTO 310

POKE S+Y(@)%404X(0)>,3231F C1=10THEN 430

GOTO 310

REM

FOR I=1 TO 5@03NEXT

Print the Score and Ask Player If He Wants Another Game

FOR I=1 TO 10POINEXTSPRINT "Lim T HE . Bl ALTIE
MS®g ., GOT L V¥ O0OU !t ! "SPRINT SPRINT "ma M M

MBS CORE"™SC

PRIMT SPRINT "m A NOTHERL.LGAME 72"
GETASSIF ASC>"Y '"ANDASCZ'"N "'THEN 620




630 IF AS$="N "THEM PRINT 4PRINT " B Y E . B Y E . T K
E M . "SEND
640 PRINT SPRINT 3PRINT ''m % % % S T A ND . B Y 3 % %
"
659 FOR I=1 TO 1S5082NEXT
6690 RUN
ChexSum Tables
i@ = 4] 230 = 1612 45 = 1582
20 = 1Q58 240 = 1442 460 = R4%
30 = 2270 2se = 1457 470 = 2637
4 = 1392 260 = 1572 4RQ = 746
50 = 3678 270 = 2FER 490 = 5141
€0 = 1863 2%@ = 3417 500 = 1897
7@ = 1508 29@ = 2231 sie = 4892
R0 = 1612 200 = 1PQA9 520 = 917
Eld = 1624 210 = 23376 530 = 4296
100 = 17TER 220 = 1544 540 = 23756
11e = 1852 220 = 1117 554 = ge3
12@ = 19315 240 = 4967 s6@ = 2548
13@ = 1961 350 3419 s7@ = S26
14 = 2%13 260 = 5833 SR@ = 2
150 = 3311 272 = 1624 590 = 264
160 = 2EER 280 = 2236 14 = 5627
170 = 2852 390 = s30 610 = 1617
1g2@ = 23609 490 = 1167 &20 = 2337
190 = 229S 410 = 2247 e3a = 2654
200 = 2235 420 = 2EER 640 = 177%
21 = 2180 420 = 411% es@ = 1021
220 = 1621 44 = 4n4q7 £EQ = 4139
TOTAL = 147939
47
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CLASSIFICATION: Educational

This is a smaller version of the number guessing game Minotaur.
The objective is to guess a number intherange of 0to 99. You do it
by moving a piece around a board of numbers. As you pass over a
number, it is removed from the board and added to your score. If
you pass over an X, a clue appears at the top of the board for a
short time. If you pass over a question mark, a random number is
added to your Score.

If you pass over a number greater than five as you move around
the board, you are pursued by a minotaur. If he capturesyou,you're
dead. Remember, once you pass over anumber itis removed from
the board and you cannot pass over spaces. If you become
encircled by spaces. press T to escape. Move your piece around
using | for left, P for right, Q for up and Z for down. When you have
guessed the number, move your piece to the white cursor.

49



PROGRAMMING SUGGESTIONS

Add different pieces tothe board, such as bombs and mines. Place
temporary barriers in the path of both the player and the minotaur.

PROGRAM
Variables
SC Screen memory
CO Colour memory
H$ Characters to place on screen
R Row co-ordinate of player’s piece
C Column co-ordinate of player’s piece
PO Player’s pieces position
PE Player’s pieces previous position
BE Start of matrix on screen
C1 Column position of minotaur
R1 Row position of minotaur
MA Minotaur’s screen position

50




Listing

19
20

i92@
i11e
ize
132@

14@

150
160
170
i1Re
i19e
200
210
220

REM MICRO MINOTAUR
CLR

Draw Border, Rows of Numbers; Generate Number to
Guess

SCNCLR$VOL 8$COLOR1,1,3
SC=3PM724C0=20483COLORD, 7, 4:COLOR4, 6, 43 C=02R=03$PO=SC
+(R»%4@> +C$BE=SC+130

PRIMT *'d **;

FOR 1=1 TO 243RP$=RR$+" “"$NEXT

FOR I=1 TO 423CC$=CC$+ Bl *"SNEXT

FOR I=1 TO 343CLS=CLS$+". "$NEXT

H$="1 2 3 4 5 6 7 8 3 7 "+CHR$(24>$DIMCLS (18>

FOR 1=SC TO SC+33$POKE 1,1603MEXT

FOR I=SC+(24%4Q) TO SC+(24%#4@)>+393POKE 1, 1603NEXT
FOR 1=SC TN SC4+(24%4@) STEP 4@3POKE 1, 1603NEXT

FOR 1=S5C4239 TN SC+(24%4@>+39 STEP 404POKE 1,1603%
NEXT

PRINT "B 14 o 2« a «a a a a a a MICROLMINOT
AUR ™,;"™d o a a a a PLAYER™

FOR 1=SC+12@ TO SC+8S@ STEP 20

FOR J=1 TO 1+18 STEP 2

Q=INTCRNDC1)%12)>21F Q=@THEN 179
A=ASCCMIDSCHS,Q, 1))

POKE J,ASNEXTSNEXT

NU=INT CRNDC1D%1@@>3 1F NU=@THEN 20@
NUS=STRS$(NUX3RA=INT CRNDC1D%3>21F RA=BTHEN GOTO 210
IF NUCIATHEM NUS="@ "+NUS$

Make up Clues About Random Number

IF RA=ATHEM CLS$SC41>="F I R S T . D1 G 1 T . EQUA
L S 4 "#+MIDSCNUS,2,1)D

IF RA=2THEM CLSC4>="S E C OND . DI GI T . EQU
AL S L "+MIDSCNUS,3, 1)

CM=23F0OR I=2 70 NU-1

A=NU/TI$B=INTCADSIF ACOBTHEN 290

IF CM=TTHEN 200

CLSC(CM>="A . FACTORLOF . THELWNUMBE
R .1 & . "#STRS(ADSCN=CN+1

NEX

IF NUA2=INTCNLI/2>THEN CLSCCND="T H E . NUMBER
al S A EVEN"
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410
420
4320
440
ase
a60
47e
4z@
429
s00
s10
s2a
530
sS40

a A
QA
89

Te

580
590
€ae

61@

620
€30

52

IF NU2CSINTCMUI/2)THEN CLSCCNDY="T H E
al S . 0DD"
GB=VALC(MIDSC(NLIS,3,1)D3F0R 1=2 T0O 9%A=GB/ISIF A=
INTCGRB/IDTHEN GOSUR 10603G0OTO 340

MEXT .
GB=VALC(MIDSCNIIS,2,13)3F0OR =2 T0O 93A=GB/I$IF A=
INTC(GR/IDTHEN GOSUB 1270$GOTO 260

NEXT

SD=VALC(MIDSCNUS,2,13331F SD/2=INT(SD 2>THEN CLS$C7>
="F I RS T . DI GIT .1 S . EVEN®"

IF SDA2C2INT(SD/2>THEN CLS$SC(T)="F I RS T . D1 G I
T .1 s .00DD™"™

SD=VALCMIDSC(NUIS,3,41))31F SD/2=INTC(SD/2>THEN CLS$C(R)
=S ECQOND LDIGIT LIS .EVEN?"
IF SD.22COINT(SD 2>THEN CL$(8>="S E C O N D
1 T .1 s .0DCD*"

FOR I=1 TO 331F I%I=MUTHEN CLS$C(9)="NM U MB ER . I
S A THELLWLPRODUCT . 0F . ALS5SQQUARET™"™

aNUMBER

aDIG

Place Minotaur and Player On Board; Move Them Around

MEXT

HO=RE+1@$POKE HO, 160
C1=62R1=62MA=BE+(R1®40>+C13VE=PEEKCMAD$POKE MA, 13
C=1@$R=184P0=BE+(R%40>+C$VA=PEEKC(PO>$POKE PO, 209
A=PEEKC198>$POKE MA,1331F A=64THEN 550

IF A=62THEN GOSUB S6€0

IF A=12THEN GOSUB 620

1F A=323THEN GOSUB E6R@

IF A=41THEN GOSUB 740

IF A=22THEN GOTO 1042

GOSUB 8S@$SOUND 2,15,12$SOUND 1,23,23

PRINT "l ";LEFTS$CRRS,2);LEFT$CCCS,2);CLS;

TT=TT+cuU

PRINT " ";LEFT$CRRS$,23);LEFT$CCCS, 7™ L A S T 4
SCORE ¢ ®",CU;", ,HTOTAL .SCOREZ*: =
TT;

CU=@$POKE MA,141260T0 450

1F R=ATHEN RETURN
R=R-23PE=P0O$PO=RE+(R®42)+C$DA=PEEKC(POY$1F DA=32
THEN R=R+23PQ=BE+C(R*42>+C$RETURN

IF DA=13THEN GOTO 920

GOSUR 0@

POKE PE,VA$FL=PEEK(PE)$CU=VALC(CHRS$CFL>>$POKE PE,32%

VA=PEEK(PQ)

POKE PQ,2@33RETURN

IF R=18THEN RETURM

R=R+2$PE=PO$PO=RE+(R®*40)+C$DA=PEEK(PO)$1F DA=32

THEN R=R-22P0=RE+(R*4@>+C$RETURN




€649
&850
(1Y}

e7a
[53:37]
5920
700
710
720
730
T40
750

34
778
T8O
=14
gO2
®19
g20

830
84e

IF DA=13THEN GOTO 920

GOosuBR 290

POKE PE,VA$FL=PEEK(PE)>$CU=VAL(CHRS(FL)>)>SPOKE PE, 32
VA=PEEK(PO>$POKE PQ,203$RETURN

IF C=@8THEN RETURN
C=C-2$PE=POSPO=BE+(R*42)>+C$DA=PEEK(PO)>SIF DA=32
THEN C=C+2$P0=BE+(R*40)>+CSRETURN

IF DA=13THEN GOTO S20

GOSUB 800

FPOKE PE,VAIFL=PEEKC(PE)$CU=VAL(CHRSC(FL)>)>$POKE PE, 32
VA=FEEK(PO>$FOKE PO,209SRETURN

IF C=12THEN RETURN
C=C+22PE=P0O3sPO=BE+(R#4AD+C$DA=PEEK(PQO>SIF DA=32
THEN C=C-23PO=RE+(R*42D>+CSRETURN

IF DA=13THEN GOTO 220

GNSUBR 200

POKE PE,VAS$FL=PEEKC(PE>SCU=VALC(CHRS(FL>)>SPOKE PE, 32
VA=PEEK(PO>$POKE PO,203SRETURN

IF DA=6B2THEN CU=INTC(RNDCA1>%10>
FUSTMTC(RNDCA1D%10)3D1=C40-LENCCLS(FUDD > 2

IF DA=24THEN PRINT *B *"*;LEFTSCCCS,DID;LEFTS$(RRS,2);

CLSCFUD; $GOSUR 18350
IF DA=16OTHEN GOSUB 1000

RETURM

Work Out Minotaur's Position and Move Him Closer To You

IF CUCSTHEN RETURM

IF CADCTHEM Ci1=C1-2

IF C1<CTHEN C1=CA1+2

IF R1DRTHEN RAi1=R1i-2

IF R1CRTHEN R1=R1+42

POKE MA,VESTMA=RE+C(R1%49)>+C1$1F PEEK(MAD=203THEN
GOSUB 23203ST10P

VE=PEEK{MADSFOKE MA, 123RETURN

FRIMNT "L, *"";LEFTS$SC(RRS,1@);"T HE . MI NOT AUR .
HAS . EATEN_ _VYOU®"

PRINT "8 *"";LEFTS(RRS,13);"T HE . NUMBER . WA
S "G MNU;

PRIMT S$PRINT $PRINT

PRINT D O . Y OU L. LLANT L. ANOTHER.LGA
ME CY¥Y -~ N D> $ ";

GETASSIF AS=""""THEN 9260

IF As=""Y ""THEN GOTO 2@

IF AS=""N *""THEN END

GOTO 969

PRINT "L, "";LEFTS(RRS,2>;LEFTS(RRS,3DD;"WW HAT . 1S
a T HE A MNUMBER ";$INPUT VT
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i123e
i74e
195@
1260

54

IF UTCONUTHEN PRINT
ER . MWAS L ";NUS
PRINT *°C O N G R A
VELBEATEN,
GOTO 942

PRINT ", ;%
FOR I=1 TO 1
cCLsced=""A L

o 23

2003
F

1 T o1 S "5
F
T

NEX
T

CLSC(SH>="A

T o1 8§ "+5

"WRONG,

GOTQ 340
TULAT
MINOT

2
TSRETURN
OR . OF
2SRETURN
R . OF

«a THE A NU

MB

I ONS .Y OUL.LWLHA

AU

R **

aSECONDL.LWDTIG

a F I

RST .A.DI1GI




"

372 = 4099
28 = 5353
230 42

a0 = S6

410 131
4az2e = 1346
a43e 4005
44 = 23924
450 = 2185
46@ = 9%6
478 = 382
ag@ = 9®2
43 = ag2
se@ = 1278
s1@ = 1647
=20 = 2034
sam = 857
sap = SE7T7
sse = 1573
se@ = 761
s7T@ = 7374
sg@ = 41287
sap = 322
eM = 4201
61 = 729
g2@ = 224
82 = TRTR
6549 = 1287
esa =  3@2
660 = 3195
7@ = 1614
g = 748
€@ = 7312
7o0 = 1227
718 = 2a2
720 = 313S

0
5]

9

[

0
3
3

0
WN
99090 9

w D

]
5y

]
9

]
)

)

O‘BB‘SQ‘S'SDQUJUO;'J"UI

e 0
9
]

1}

e
o

N
9

N D w
]

m
33

T N T N
-]
Do}
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Dumper

CLASSIFICATION: Defender COLOUR ILLUSTRATION OBC
An alien spacecraft is dropping bombs on your city’s shield and
gradually eating it away. You have three dumper trucks with which
to drop bricks onto the shield and rebuild it. (Be careful, the trucks
can be destroyed by the UFO's bombs.) Use the | key to move left,
the P key to move right, and the SPACE bar to drop bricks on the
shield.

PROGRAMMING SUGGESTIONS

Change or vary the effect of the alien’s bombs so that one bomb
may take one piece of the shield and another several pieces. Aiso
give bonus points each time the UFO'’s bombs break the shield if
you reseal it before the city is destroyed.
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PROGRAM
Variables

58

HS
S

B
G$
AL
P
DI
DU

Highest score
Score

Position of bomb
INKEY'$

Alien

Position of dumper
Holes

Number of dumpers




Listing

12 REM DUMPER

22 HS=23sV0OL 8

20 COLOR®?,4,54C0OL0OR4,2,5

492 FRINT "U BB OOONWMOEMNE-"S;

Set the Colors; Draw the Sky, Shield and City; Define the
Alien

=0 FOR 1=1 TO R3PRINT ™. 4 4 a 2 2 2 2 2 2 2 2 2 2 a a
4 A 4 & A 4 &4 & & & a4 & 2 4 a4 & & & & a a a a a';
SNEMT

[=¥q] PRIMT ™"'® @] (5 “"TABRCEI"M ik H+uUnEUDW.L"

T2 PRINT "0 @ w i o I . ™ a2 s m A=/ N\ 0N
-3 T .nm -

20 PRINT @ LmOE NG s ARG\ E
Ar1.e =’

an FRINT ™4 4 a4 a a 2 4 a 2 a a a 4 2 a 2 a a a a a a
a2 a4 4 &4 a4 & a4 A 4 4 a a4 a a & a a a a';

100 PRINT ™4 4 4 4 4 a 4 2 2 a = 2 2 2 a2 2 2 a a a a a
4 4 & & & & & A A A & & & a a a a a a's

112 PRINT "O00MHMM=" G MMM UMNMNMNUMENDN
“

12@ D=2$S5=0

130 AL=1SAS=". U Pr CS e NS _gquuuunmn.Nm
TR -.

140 P=33%7

15 B=0

160  K=E4:GNT0 220

178 GETGS

180 IF G$="""THEN K=64

19P  IF GS$="1 “THEN K=12

200 IF G$="P THEN K=2@

212 IF Gs=". “THEN 45@

228 D=(K=12)>-(K=20)%24P51F DC23S41THEN 210

3@ IF FEEK(D)=16@ATHEN D=D-4R

240 1IF DMPTHEN D=D-1

2S5 POKE P,224POKE P-41,324POKE P-39,324POKE P+1,32%

POKE P-4@,32

2€@  POKE P-%1,32$POKE P-8@,32:P0OKE P-79,323POKE P-121,3
24POKE FP-119,3258P=D

278 POKE P,R213POKE P+1,%14POKE P-41,2333POKE P-40,98%
POKE P-29,24%

28@  IF FPEEK(P+4@>C>22ANDPEEK(P+42)C>16@THEN 52@

290 IF PEEK(P+42)=16QTHEMN 310

39R  D=P+4@3G0OTO 250

318 AL=AL+INT(RNDC1)>%3-1>41F ALCATHEN AL=0

328 IF ALD1RTHEN AL=18
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542
S5@
Sea
s7a
580

53202
€080
61@
€629
6320
£40
€52
66@
870

680

60

Move the Alien Invader Along the Top of the Screen and the
Dumper

PRIMNT '@ ""TABCALDAS

IF B>ATHEMN 37@

IF RNDC12>C.2THEN 440

B=3154+AL

POKE B,324B=B+4031F PEEK(B)>=32THEN 430
IF PEEKC(BXC2>16@THEN 419

POKE B, 32

B=A3GOTO 44@

IF BX3T11THEN S20

GOTO 5490

POKE B, 46

GOTO 17@

DI=P-1%1F PEEKC(DI+40><C{>1608THEN S=S+5
POKE P-41,939S

POKE P-41,2323G0T0 5See

S=S+1JPOKE DI, 160

FOR I=1 TO 1QSMNEXT

IF PEEKC(DI#+40>=16B0RDI>3671THEN 3190
POKE DI1,323:DI=D1+483G0T0 48@

GOTO 5308
GOTO 619

generate Sound, Print the Score and Prompt for Another
ame

REM SOUND

SOUND 2,55,5$POKE B-1,77$POKE B,121$POKE B+1,78
IF DU=A1THEN €61@

POKE B,2323POKE B-1,223POKE B+1,32

POKE P,22$POKE P+1,32$POKE P-41,32:POKE P-40,32%
POKE P-239,32

PRINT K "TABCAL+1D", . . . WM. ..r"
DU=DU-1$GOTO 140

FOR I=1 TO 1@@@$NEXTSPRINT i (l tlm S C O R E 'S
IF SDHSTHEM HS=S

PRINT "R H I . 4. a "HS

PRINT "M A NOTHERULWGAME ? *¢{POKE 198,@
GETASSIF AsS="Y °*'THEN 4@

IF ASCDO™M *"THEM 6350

PRINT 2PRINT "CE B I AT OO0 LT OUGHLWFORL
ou, .EH.?2"

END

4




290 = 113% 470 = 1347
250 = 2443 420 = 1161
26 = 4378 93 = 9pg
27@ = 2520 =il = 2216
220 = 2058 510 = 1923@
230 = 1502 =20 = 532
300 = 1231 s30 520
212 = 2365 s40 (%]
220 = 1203 =50 2477
220 = 721 SER = Re7
240 = 769 s70 = 1778
35e = 1113 580 = 3465
360 = =1 520 = 1762
37e = 2315 €p@ = 1333
220 = 12233 610 = 2084
390 = 374 &2@ = 1179
40 = 23 £30 = 636
410 = 357 640 = 1746
420 = 523 650 = 1243
430 = 3271 £60 = 1128
44 = 528 £70 = 2640
450 = 2303 334 = 129
ak@ = 679 TOTAL = 1@6983
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CLASSIFICATION.  Evasion

You are the commander of a spaceship which must fly through an
obstacle course of mountains, corridors and meteors. To move
your space vehicle, use the Q key for up. the Z key for down. The
program uses a small machine-language routine to scroll the
screen, so the program should be saved before running in case
you make a ‘typo" and crash the program.

PROGRAMMING SUGGESTIONS

Give the player more landscapes to travel through. Cause a
missile or a rocket to drift up from the ground occasionally. Give
the player a fuel limit or a time limit to complete a given piece of
scenery. otherwise he is destroyed.
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PROGRAM

Variables

SA
PO
SL
R

C

P

1$
CC$
RR$
S1

Start of screem memory
Position of spaceship

Start of colour memory

Row position of spaceship
Column position of spaceship
Keyscan location

Vertical bar

Column positioning variable
Row positioning variable
Score



Listing

10 REM SCRAMBLER

20 POKE S595,163POKE 56,393CLR

39 GOSUBR 450

42 Ts="W . ®mNONOoOnNoHNouNonNonNE o-e
Y] COLOR®,7,53COLOR4, 7,5

€D Ks="1d . MO ""$FOR I=1 TO 1S31S$=1IS$+KSINEXT

Ta SAS=", L A a1 ./7TN NN N .
Nd/Zsugnmmnnma. oL

pada] RR$="F "SFOR I=1 TO 24SRRS$=RRS+"y ""INEXTSFOR I=1
TQ 293CCsS=CCS+"'Bl ""TNEXT
=) ls="1 ""+LEFTS(RRS,22>+4LEFTS$(CC$%, 38>

Define Variables; Read Machine Program Into Memory

1990 FOR 1=11022 T0 1107413READASPOKE I,ASNEXT

1@ PRINT "'\ '"';$K1=11000

iz2e P=19R3SR=123C=20$SA=30723SL=20483LM=320

13e PO=SA+(R*4Q)+C

14e PRINT "L ";TABRC1R8)>;"S T A G E . O NE . . '

Stage One: Fly Ship Over Mountains With Lowest Possible
Altitude

iS50 FOR SC=1 T0O 32@$SYS KA1SPRINT UWS;LEFTSCIS,RNDC1)>%70)

162 IF PEEK(PO+83>=16Q0RPEEK(PO+82)>=160THEN GOSUB 35602

GOTQO 142
170 A=PEEKC(P>SIF A=62THEMN GOSUB 32@
i%e IF A=12THEN GOSUR 3249

190 S1=S1+R-62PRINT "B [ ";$PRINT USING™# # # ";S1;3
PRINT *m _ | *;

208  PRINT LEFT$CRRS,R);LEFTSCCCS,C);SAS; SNEXT

212 PRINT "B ";TABC1E6>;"S T A G E . T WO . a a '

Stage Two: Fly Ship Through Meteor Storm and Keep
Dodging Them

220 FOR SC=1 TO 38@:SYS K1

230 IF SLI=ATHEN SUL=1$GOTO 27@

240 Sl=0

2% HK=INT(RMDC1)%#22>31F HKI{STHEM 2308

260 FK=2272+(HK*4@>+33{POKE FK, 81

270 IF PEEK(PO+83)=210RPEEK(PO+3)=1600RPEEK(PO+43)=81
QRPEEK(PQO+4>=21THEN GOSUR 560@

280 A=PEEK(P)>$IF A=62THEN GOSUB 320

29 1IF A=12THEN GOSUB 340
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390
400
410
420

430
44

4650

4.1 |
DA D
- )

66

S1=S51+14PRINT " 14 **;4PRINT USING™# # # ";S1;%
PRINT "m _ '

PRINT LEFTSCRR$,R);LEFT$CCCS,C);SAS;$NEXTIPRINT "L
YOUR.L.LSCOREL.LUWUAS S . ";5CsSTOP

IF R=STHEN RETURM

R=R-14P0=SA+(R%40)+CsRETURN

IF R=22THEN RETURN

R=R+14PN=SA+(R%4DI>+C2RETURN

REM DATA FOR BLOCK MOVE

REM ==========z=========
DATA173,11,255,271,204,2088%,249,160,0, 162, 199, 185,20
1,12,453,200,12,185S
DATA145,13,1532,144,13,185,89, 14,153, 88,14, 185
DATAR3,15, 153,32, 15, 200, 202, 208, 228, 160, 0, 162
DATAS, 142, 23%,46,169,32,1%3,239,12
DATA1S3,183,173,153,127,44,153,71,15,152,24,105, 40,1
€%,174,23%8,46,202

DATA2QR, 228, 96

NEXT

PRINT "l *;TABC44);"4 SC R AMB L E R = *;

PRIMT $PRINT 4PRINT "G U 1 DE . T HE . SHI1P L
ACROSS.THELMOUNTAINS.THE "™
PRINT

PRINT "L 0O WER .YOU.STAY . THE .MOR
E.POINTS.YOWU.GATIN. "sPRINT

PRINT I F . Y OU . LTI FT .¥Y¥0OURULWSHTIP.
T O.L.1TS .MAXTTHMUTHM"$PRINT

PRINT "H E 1 GHT . ¥YOUS.LWWILLLWBETGTIN .
LOSING ALWPOTIMNTS . "sPRINT

PRINT "B E . CAREFUL .NOTS.TOLCRAS
H.INTOLMOUNTATINS . "$PRINT

PRINT "0 NCE ., ¥O0OU.L.HAVE .PASSEDL.LT
HE .MOUNTATINS .Y 0OU "“sPRINT

PRINT "l 1 L L . HAVE . TOL.SURVIUVES.RHA
.METEORSLWSTOR M "sPRINT

PRINT TABC1®);"P RE S S . ANY . KEY . T 0 .S
TART™;

GETAS41F AS="""THEN 549

RETURN

FOR I=1 TN 1S4F0OR J=1 TO 994NEXTACOLOR4,1,33NEXTS
RETURN




ChexSum Tables

10 = ? 2An = 2061 2 = 2422
°n = 1149 212 = 1761 a0 = 2393
2n = 202 22e = 1205 410 = 182%
40 = 28359 220 = 1751 420 = 2gse
%) = 1060 240 = 401 430 = BB
) = 2816 2%5a = 213% 440 = 121
-a = ags7 268 = 2109 a5 = 19246
2@ = 471% 27@ = 5547 460 = 4272
an = 2201 28 = 1680 472 = 385S
198 = 2233 2%@ = 9381 480 = 3518
118 = 1121 382 = 2697 490 3538
128 = 2254 e = 4881 508 = 3769
130 = 1299 320 = 762 s1e = 2716
140 = 123% 230 = 2236 520 = 2385
15e = 2911 Gam = w13 s3a = 2sea
160 = 2374%° 352 = 2235 saa = 1212
178 = 1620 k0 = 2 S5 = 143
180 = agq 27 = a SE@ = 2797
190 = 2016 28R = 4972 TOTAL = 125262
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Siege

CLASSIFICATION:  Shoot Up

It's you versus the Commodore 16. Use your ballista to lob huge
rocks at the castle, trying to demolish it before it destroys your
castle. You can raise and lower your ballista with Q and Z, and
trundle it closer to or further away with P or |. Hitting the SPACE bar
will fling your boulder.

PROGRAMMING SUGGESTIONS

Put flags on towers for extra points if hit. Have limited ammunition
or reloading times. Have a different type of ammunition which
starts fires which you must put out. You cannot shoot while
extinguishing fires. Adapt the game for two players..
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PROGRAM

Variables

70

CX
PX
EV
BY
VY
B%
CY
FY
C%
PB
CB
CH
C2
F$
F2$
M

Computer position

Player position

Elevation of player’s ballista

Height of player’s rock

Velocity of player’s rock

Horizontal position of player’s rock
Height of computer’s rock

Velocity of computer’s rock
Horizontal position of computer’s rock
Bricks remaining in player’'s castle
Bricks remaining in computer’s castle
Character beneath player’s rock
Character beneath computer’s rock
Player fired flag

Computer fired flag

Computer move distance




Listing

Title Screen

19 COLOR®, 144COLORYS, 112V0L 84PRIMT "L *"4COLOR1,6,6

20 PRINT "4 4 4 o 4 a 2 a a a a =383 ar=3 a7 a'r
= A . Prp=a"

20 PRIMNT "4 4 4 2 2 a 2 2 2 2 a i a a aili a a ailialil
a a aili a a a0

40 PRINT "4 4 a a a a & a a a a S8S=78 42 F=4 4 a4k
a a a b="

50 PRINT "4 4 a a a a 2 2 2 a a a aili aili aaailadl
aT sl aaa0

Y4 PRINT "o 4 a a 4 a 2 a a a a $=2 &= a & I8
[ AP B B HE

7a PRINT 2PRIMT 2PRINT ™. w4 a a a 2 4« « 2 2 2 a a a a
. MCONTROLGSS$™"™

20 PRINT 2PRINT ", 4 4 a a «a a8 "0 QA8 ° a4 a aalN
CREASE.JLRANGE™"™

an PRINT SPRINT "4 4 a a 2« a a "R Z 48 " a4 aaaDEC
REASE.JLRAMNGE?"

100 PRIMT 2PRIMT . . 4 2 2 2 a “RBP A& - . - aMOowv
E.BALLISTALRIGHT™"™

110 FRIMT 2PRIMT ™. . . « o a o “ 01 A4 ° 4 aamowVv
E.BALLISTALLEFT™"™

12e PRINT 4PRIMT . . . o o R3S PACE . . AF IR
ES.BALLISTA®"

130 PRINT 4PRIMT 4PRINT 2PRIMT . 4 a o 2 2 2 2 a a CH
1T .RETURNS.LTOLBEGTINDV "

Initialise Game and Draw Game Screen

140 GETASSIF AS=""'THEN 140

150 1IF ASCCASICOA12THEN 140

ic0 PRINT L “4COS="mH U U U UNUUUOUUOUOUNNNWE
(UNOR ORI OO

170 CR$=""2cCs="p M DU UMNMMNMUMMMNMEEMNMNDMNDM
[ IO TR IO TR T T TR O TN IO T ]

1%0 CX=4sPX=12EVU=1.92B%=04BY=03sVU¥Y=03CH=323C%x=0SCY=03FVY
=AsC2=224PR=4042CB=40

12 BS='", 0 4+ 0 .

200 B1s=""L . % 3 . W MW "iCis=", F* . nunnun

210 B2S="", . A WM HIN "C2s="_ k.-

220 BRS="0] . o Al o~ W INILIIIE 3C3s$="4 i o s UM MI I NN
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37e
38@
390
400
41
42
430
440

72

CTS="C . @ . @ . @ "CLS="C € € € @ € "$SP$="_ . .

"
A A A A A & & a .

COLORA1,3,5SPRINT "B} o a a a a A & 4 A 4 4 & a a a
a ST EGE ! "sPRINT "H U MWUEUMMMMMPL AYE
R *; .

COLORA,AS,SSPRINT "4 4 4 a @ a a a a a «a a a a a C

OMPUWUT E R "$COLOR1,2,3

PRINT "SI 0NN UEUNOOE " CTS;SP$;". . 'S

PS$;CTS;

FOR I=1 TQ 62PRINT CWS;SPs;"@ € e @ *;SPs$;ClUs;$

PRINT S$NE¥

PRIMT ," 4 a a a a a a aCCUHUMUeEeepmnueecy
nneewine e *";CoOLOR, 10,2

PRIMT "R 2R R EARRBRRRRRERRIRIRTRERBRR

BRRIREIEIRRARRABRER R R ";SPOKE 4071,102%

POKE 3@47, 31

FS=""SF2s="""1BX$=B1S$3CXs$=C1$

»

Get Input

GETAS

COLOR1,1@,44PRINT CD$;CRS$;BX$;B$;CDS;CCS$;CXS; RS

IF A$="1 "THEN PX=PX-12SOUND 2,100,22CRS=LEFTSCCRS,
PXY$1IF PXCATHEN PX=1

IF AS="P “THEN PX=PX+1$SOUND 2,100,24CRS$S=CRS+""p] 2
IF PXD14THEN PX=144CRS$=LEFTSCCRS, 14>

IF A$="Q "THEM EV=EVU+.012SOUND 2,100@,12IF EV>2.4
THEN EV=2.4

IF A$="Z "THEN EV=EV-.014SOUND 2,1000,131F EVC1.5
THEN EV=1.S

IF RNDC@><.STHEN 430

M=TNTCRNDCO®)%3)—1

CX=CX+M3IF CX31STHEN CX=1%2M=0

IF CXC4THEM CX=42M=0

IF M=1THEM CC$=LEFTS$(CCS,36-CX)

IF M=—1THEN CCS$=CCS+"pl **

IF F$="F I R E D "THEN GOSUB 510

IF F2$="F 1 R E D ""THEM GOSUB 61@3GOTO 470

Fire Computer's Ballista

F2%="F I R E D "$PRINT CD$;CC$,;C2%;Bs%;CDs$;CDS;CCs;C
3S$;RS;IFY=1.5+RNDCADI*,243¥=1
SOUND 2, 85@,13CXS$=C3$3F2=37-CX$GOSUB 620




470

619
e2e
€30
40
€50

660

Fire Player's Ballista

IF ASCDY L. “ORFS="F I R E D *THEN 310

PRINT CDS$;CRS$;B2%;B%;CDS;CD%;CD%;CRs;B3%$;BS;
VY=EU®,7071$BY=1$S0UND 3,200,10
BX$=B3$$FS=PX+24F$="F I R E D **$GOSUB 35203G0TO 310

Move Player's Rock and Check For Collision

POKE 2932+4FS-IMT(BY)®*42+BJ,CH
B=BRiX+1SBY=BY+UYSUY=UVY-.1
CH=PEEK(3332+FS-INT(BY)*#40+R:D$IF CH=32THEN 590
SOUND 1,0,23S0UND 3,800,180

1F CH=42THEN POKE 3992+4FS-INT(BY)®48+B%,323F$="""0BX
=0¢BY=23VUY=DSBX$=RB1$SGOTO 700

IF BX>A6ANDCHCD>32ANDCHCD182THEN P1=P1+1$COLOR1, 3,47
PRINT "H W WU WEUMMMEMENYNY ™ P1

POKE 2932+FS-INT(BY)>*4A+B, 323 1F BXD16ANDCH=0

THEM CB=CB-1

IF CB=@ATHEN SOUND 1,1000,9¢PRINT "B [ . o o a a a a
a4 4 4 a4 24 a a a a0 ULWON! ! ! 2G0OTO 719
1F CH=22ANDB%+FSC4@ANDINT (BYIDRTHEN POKE 3992+4FS-—
INT(BY)*42+Bx, 423 RETURN

FS$="""BL=AsBY=03VUY=03BX$=B1SSRETURN

Move Computer’s Rock and Check For Collision

POKE R2392+F2-1INT(CY¥)%*40~-C%,C2
C/=CxU+13CY=CY+FYIFY=F¥-.1
C2=PEEK(2329324F2-INT(CY)>®4D~-CX%DSIF C2=32THEN 690
SOUMD 1,0,Qa:S0UND 2,900,290

IF C2=42THEM POKE 3392+FS-INT(BY>®*4B+B},323F$=""""3BX%
=ASBY=03VY=03BX$=B1s$GOTQO 709

IF CXD2ATAMNDC2CO22ANDC2CD122THEN P2=P2+1SPRINT " B
JUICIRUURCI T T I I I I T I I I I R R T T I
gy ;P2

POKE 32932+4F2-IMT(CY)®*4Q-C¥,3251F CXDO17TANDC2=0

THEN PB=PB-1

IF PB=OTHEN PRINT "B ] o 4 4 a a a o 2 a a a T HE
. HCOMPUTERSLAWON . . . "$60TO 710

IF C2=32ANDCX%-F2C(AANDINT (CYD>D>@THEN POKE 3992+F2-
INT(CY)>%42-C2, 423 RETURN
F28="""0C/=03CY=03FY=03CKX$=C1$SRETURN
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Ti@

720
730
740

PRINT

ME . 72"

GETASSIF AS=""THEN 720
IF AsS="Y *THEM RUN16©

PRIMT *'(i "SEND

End Game

ChexSum Tables

19
2e
30
49
50
€a

74

[t}

22374
2574
2694
2946
2824
3571
2244
2784
2530
203R
2357
2752
2162
1212
1376
1513
2362
65316
1063
2213
2774
2206
2005
38532
2898

260

>N VR U R O R C R U I () R RN

2126
2028
2T22
2556
223a

267
2868
4363

= 6143

2R27
2”35
1113
1326
2455
1437
20185
1663
132396
2055

= 5624

2504
2084
2727
2179
2343

ANOTHER

650
660
570
[Sp:44]
630
Toa
710
T2@
730
740
TOTAL

n

n

[}

]

- G A

2177
2471
3512
1191
6534
See1
4406
4237
5127
2653
2106
2457
23426
1191
6510
Sg12
4350
4119
4313
2711
1784
1216
i1@96
569
223686



Hunter

CLASSIFICATION: Evasion COLOUR ILLUSTRATION OBC
You are a wild animal in a maze being pursued by a hunter. You
can move yourself around the maze by pressing the keys I, P, Q
and Z. No matter where you go in the maze, the hunter will know
where you are and seek you out. As you move through the maze
you eat munchies. When you have eaten allthe munchies, you win.
There are four levels.

7 PROGRAMMING SUGGESTIONS

‘ Add a facility at the hardest level of the game so that the player can
| ‘teleport’ to another part of the board. He can't, however, control his
| destination, so he might land on top of the hunter.

75
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PROGRAM

Variables

F$
D$
SC
CC$
RR$
R

C
PO
T1
C1
R1
PC
P1

76

Barriers of maze
Munchies

Screen start in memory
Horizontal position string
Vertical position string
Row position of animal
Column position of animal
Current position of animal
Previous position of animal
Column position of hunter
Row position of hunter
Hunter's previous position
Hunter's current position




Listing

i0
29
3e
40

RETT HUMTER
CLR$COLOR®?,8,33COLOR4,7,33COLOR1,2,7
GOSURB 710
GOSLUR &50

Draw the Border, Maze, Power Pills and Define Variables

SCNCLR

SC=30725C0=20483BE=3072+207

AS="14 . . W "IBS=", "ICS=AS+BS

ES=", . @ "

FOR 1=1 1O <4@3CCS=CCS$+""Bl "2$NEXT

FOR 1=1 TO 253RR$=RRS$+"] ""$NEXT

FOR 1=SC TO SC+39:POKE I,1603POKE [+960,1603NEXT
FOR 1=SC T0O SC+999 STEP <9@3POKE I,16@3POKE [+33,160
SNEXT

PRINT "k ";TABCI8X;"d H U N T E R ';

FOR I1=1 TO B4F$=FS$+ESINEXT

FOR I=1 TO 103D$=DS+CSSNEXTSPRINT $PRINT $PRINT 3
PRINT $PRINT

FOR I=1 TO S53PRINT TABCT);D$:PRINT TABCT7);D$3

PRINT TABC7);F$SNEXT

PRINT TABCT);D$2PRINT TABCT);D$

R=2$C=0

PO=BE+(R%40>+C2POKE PO, 102
C1=263R1=163P1=RE+(R1%40>+C13VE=PEEK(P1)>$POKE P1,8&6

Move Your Piece Up, Down, Left and Right; Move the
Hunter

A=PEEK{133>JIF A=62THEM GOSUB 370

IF A=12THEN GOSUB 420

IF A=33THEN GOSURBR 472

IF A=41THEN GOSUBR 520

GOosuUB 290

IF CN=4QTHEN GOSUB €4035G0OT0 1@

PRINT B ",;LEFTS(RRS,3>;LEFTS(CCS,16>;"4 S C O R E
NI

GOT0O 210

IF SWCCAWTHEMN SW=SL+1SRETURN

SL=9

PC=P1$1F CACCTHEN C2=C15C1=C1+1{P1=BE+(R1%40>+C17
IF PEEK(P1)>=160THEN C1=C2{P1=PC

IF CADCTHEN C2=C13C1=C1-13P1=BE+(R1%40)>+C1J1IF
PEEK(P1>=160THEN C1=C23P1=PC

77




330 IF RACRTHEN R2=R1{R1=RA141{P1=BE+(R1%#40)>+C1JIF
PEEK(P1)>=160THEN R1=R2%:P1=PC

240 IF R1ZRTHEN R2=R1$R1=RA1-13P1=BE+(RA%40)>+C1iJIF
PEEKC(P1)>=160THEN R1=R23P1=PC

350 POKE PC,VESVE=PEEK(P1>$IF VE=1P2THEN GOSUB 6003
GOTO 1@

360 POKE P1,863RETURN

370 IF R=OTHEN RETURN

3RO T1=POSR=R-13PO=BE+(R*40)+CSIF PEEK(PO>=160THEN FO
=T1{R=R+1$RETURN

290 IF PEEKC(PO>=13THEMN GOSUB 570

4e0 IF PEEKCPOD>=81THEN S1=S1+13CN=CN+1

410 POKE T1,323F0OKE PO,1023RETURN

420 IF R=16THEN RETURNM

430 T1=POSR=R+13PO=BE+(R®#40)>+C3$IF PEEK(PO)>=160THEN PO
=T1R=R-ASRETURN

44 IF PEEK(PO)>=81THEN S1=S1+#1$CN=CN+1

450 IF PEEK(PO>=86THEN GOSUB 570

4690 POKE T1,323POKE PO,10923RETURN

470 IF C=0THEN RETURN

480 T1=POSC=C-13PO=BE+(R#42)>+CJIF PEEK(PO>=16OTHEN C=C
+1PO=T1JRETURN

430 IF PEEK(PO)>=81THEN CN=CN+#12S1=S1+1
s00 IF PEEKC(PO)>=86THEN GOSUB 570
510 POKE T1,324POKE PO,1025RETURN
sz20 1F C=2RTHEN RETURN
530 T1=PO4C=C+15P0O=BE+(R#40>4+C21F PEEKC(PO)>=16BTHEN C=C
-12P0O=T14RETURN
540 IF PEEKCPO)D=RA1THEN CN=CN#12S1=S1i+1
550 IF PEEKCPO)>=86THEN GOSUB 570
S60 POKE T1,324POKE PO, 1022RETURN
You Ran Into the Hunter; You Won the Game; Print
Instructions
570 SCNCLRSPRIMNT "W 0O U . RANLSTRAIGHT . 1IN
TOLTHELWHUNTER ! ¢ 1 1
520 PRINT $PRINT 2PRINT TABC13);"y O U -~ AT E . ";CN
P OWNWERPILL S ™
590 PRINT $PRINT 2GOSUR 6892GOTO 10

500 SCNCLRSPRINT ", . o Y OU . WERELCAPTURE
D .BY A THELHUNTER?!? 1 1 1 1 1 ma
PRINT $PRINT

610 PRINT TABC1@),;"Y O U . AT E . ";CN;". PO WER .
P I L L S "$PRINT $PRINT

620 GOSUB 6R@

630 RETURN

640 SCNCLR

650 PRINT "4 ";TABC13>"C ONGRATULATIONS?"




PRINT SPRINT SPRINT $PRINT TABCS);"Y O U . HA VE
aCOMPLETEDSULWLEVELS$ "™, TY

PRINT S$PRINT $GOSUB 6805RETURN

PRINT TABRCS);"P R E S S . ANY . KEY . TO0.L.CO
N T I MUE ";3FOR I=1 TO 203GETASINEXT

GETASSIF AS$S=""""THEN 690

RETURNM

SCNCLRSPRINT TABC16);"@ H U N T E R

PRINT $PRINT SPRINT "M O V E . ARUND . THE .
SCREENSLLWFORLLZLAS . LONGSU LWAS "
PRINT

PRINT “"P 0 S S 1 BLELWLWITHOUT LLWBETLING
aDESTROYED L.BY . THE "$PRINT

PRINT "H UNTER . . YOULGETLW.POINTS
a FOR LWLEATI NG L.THE "$PRINT
PRINT "P O WER LAPILLS.WHEN
RE . GOME LY OU.LGET "SPRINT
PRINT "A NOTHERLWLGAME , MOVE .Y OUR
aMAN_WITHALWTHESE "$PRINT

PRINT "W E Y . COMBI NATTITI ONS - "$PRINT
PRINT $PRINT

PRINT TABC15>;"1 . - . L EF T "

PRINT TABC1S)>;"™P . — . R I GHT "

PRINT TABC15)>;"Q . - up-

PRINT TABC(153;'Z . — . D O W N "$PRINT $PRINT

GOSUB ERASCOLOR1,2,7

RETURHM

SCNCLRSPRINT "D I F F I CULTY . LEVEL . ¢ 1
—_ 4 ) ll'.

GETASSIF ASC"1 "THEN B6O0RAS>"4 ""THEN 860
TY=VALC(ASI$AlI=4-TYSRETURN

FOR I=1 T0 2553GETKEYAS$$POKE 3872, 13NEXT

»
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ChexSum Tables
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Chess

CLASSIFICATION: Logic

This game plays a subset of the standard chess game against you.
You move around the screen by entering the starting position and
then the destination position in the format (X, Y). The pieces are
represented on the screen by the following symbols:

King K or k
Queen Q or g
Rook R orr
Knight N or n
Pawn P orp

You play red from the bottom. When your pawn reaches thetop,
you must enter the initial of the piece you want to exchange it with,
using the same system as above. The computer will tell you when
you are in checkmate. If this happens, type 999999 when it is your
move. You always go first and the game does not permit castling
nor en passant moves.
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PROGRAMMING SUGGESTIONS

Increase the game'’s central logic sothat it can handle castling and
en passant moves. Add to the number of pieces that can be fielded
by both sides and replace symbols with user-defined characters.

PROGRAM
Variables
B% () Numerical representation of the chess board
D% () Chess board
AS () Chess in character format
XB, YB Position of player's next move
XY Position variable
KX, KY Starting position for Commodore 16
F$ Flag for checkmate
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Listing

W N =
)

pala]
[5)4)
70
20
9
120
110

129
13@e
14e
152
160

i7e
120
199
200
219
220
230

2409

250
26@
270

REM CHESS
COLOR4,10,53COLORO
PRINT "Bl . o P L

10,5
EASE . WUAT T ™

KX=5SsKY=83DIMBX(&,8)>,D%(6,8,2),P%(6),ASC(EDSFOR ¥=1

TO 3FOR X=1 70O 8

Read in Data for Pieces Representation on Board

B®X(X,¥Y)>=031F V¥=1
IF Y=2THEN BRXM(X,¥D
IF Y=2THEN BX(X,Y¥)
IF ¥Y=7THEM BX(X,Y¥)
NEXTX, V¥
DATA-4,-2,-3,-5,-6
FOR X=1 TQ 63PX(XD
THEN DXx(X,%¥,2>=1
IF Y21ANDYCSTHEN D
IF ¥YD>5THEMN DX%Z(X,Y,
IF ¥Y2>3ANDYCTTHEN D
NEXTYSIF XI22THEN

FOR %=1 TO 44READDX(X,Y¥,1)>,D%(X,¥,2>4D% X, v+4,10=

“DNOX,Y,A03DK K, Ve
NEXT

DATA -2,1,-1,2,1,2
IF X=1THEN PX(X)>=8
IF X24THEM PX(X)=1
MEXTSFOR X=1 TO €
DATAP,N,B,R,Q,K
PRIMT ' *"¢GQOTQ 62

THEN READ BXZ(X,Y¥)D
=-BX (X, 1)

=-1

=1

»=3,-2,-4
=2¢FOR ¥=1 T0O 83JIF Y{30RY=28

“(X,Y,10=1
1>=-1
“X,¥,2>=-1
190
4,2>=D%(X,¥,2)

,2,1

SREADAS (XD SNEXT

a

Clear All the Variables to Zero and Work Out Next Move

XB=@3YB=XB:DB=XB:CL=12BP=XBs X=92 AX=KXS AV=KYSF15="""3

GOSILIB 7SOSFAS=FS
FOR ¥=1 TO BSFOR X
IF  BKOX,¥>C1 THEN
P=B%(X,¥Y>$FOR I=1
=KX$AY=KY$C1=13P0O=
1F X+DXC10RX+DX2>R0
IF P2>2ANDPCBTHEN 4
IF DY>-1ANDP=1THEN
IF ¥Y210RP2ATHEM 36
FOR 11=5 T0O 1 STEP
IF PXCIADC2THEN PX
NEXTIA

=1 TO 23TBR=B3C=13T¥Y=03TX=05D=0
600

TO 85DY=DX%(P,1,2)3DX=DX%(P,1,1)3AX

a

RY+DYCA10RY+DYD>8THEN 3530

40

530

%)

-1
CIAD=P%CIAD+4$B% (X, ¥YI)=14311=1
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n
-
3

n
n
9

GOTO S3a

IF DXC>OANDBX (X4DX,Y+DYI>—-1THEN 530

IF P=BTHEN KX=X$KY=Y{AX=X+DX$AY=Y+DY$GOSUB 7403%

IF Fs="1 "“THEN S3@

IF DX=@AMDRBRX(X,Y+DYI)C{>OTHEN 530
PO=2-P-Bl(X+DX,Y+DY)I»3

IF YCOTORDXCZ@ORBMCK,S>CO>O0RPIATHEN S30

IF  F1s="1 * THEN GOSUB 74@2:1F Fs$=""" THEN 530
IF  Fi$='"1 ' OR RNDC1>>.3 THEM C1=2

GOTO S3@

Ki=Xevi=y

IF P=3ANDINTCI /2>%2CITHEN 330

IF P=4ANDINTCI v2>%2=ITHEN 530

IF X14DXC10RX1+4DXD80RY1+DYCA10RY14+DYDBTHEN Ci1=C1-1%
GOTO S37

IF BX(X14DX,Y1+DY)I>DOBTHEN C1=C1-13GOTO 530
PO=2-P+IMNT(RNDC1)>%3)>-BX(X14DX,Y1+DV¥)I%3

IF Fis=""1 "THEN GOSUB 74@31F F$='""""THEN PO=P0O+S0%
GOTO S7@

IF BX(X1+4DX,Y1+4DYOICOATHEN 330
C1=C1+1X1=X1+DXY¥Y1=Y14+DYSGOTOD 470

IF PO=ATHEM S70

IF F1$=""1 "THEN GOSUB 74@31F Fs$=""'THEN PO=PO+503
GOTO S70

IF Fi1s=""THEN GQOSUB T740$I1F Fs$='""1 'THEN PO=03G0OTO 57
Q

IF PO=2TRBTHEN AX=X+DX®CA1SAY=Y+DY®%C1$GOSUB 74031F FS
="1 ""THEN PO=PO~-P»2

IF POQ>TBTHEM TB=POSTX=X$T¥Y=vY$D=13C=C1

MEXTI

IF TB2BPORPTB=RPANDCRNDC(1)3>.390R(TY{YBANDRND(1132>.5))
THEN BP=TBSXB=TX$¥YB=T¥$CL=CSDB=D
MEXTX,YSP=Bl(XB,VYBI$X1=XB+DXx(F,DB, 1)%CL3Y1=YB+DX (P,
DR, 2M%CLSIF F=6THEN KX=X1$K¥Y=¥1
AX=KXSAY=KY$BX(X1,¥Y1d=B}(XB,¥B)SBX(XB,YB)=03Q=1%
GOSUB 75@sQ=@a

GOSUR 844

Check If a Checkmate; If Yes Then Finish Game

IF F$="1 " THEN PRINT "W CHECKMATE "
EMND

PRIMNMT "R M@MY OUR LA MOWVE "SINPUT "M FROM
X, YSIF X=939 THEN END

INPUT . . T 0O ";XB,¥B

IF BX(XB,VYBIDATHEN PXZ(BX%(XRB,¥YB))>)=P%(B%Z(XB,YB))>~1
BX(MB, YBY=BX(X,V¥>

Bx(X,¥Y)>=0

IF B (XB,YBIC-10RYBCRTHEN 720




TQQ

Ti@
T2@
730
740

D DN <]
W N =
3993

s

INPUT P 1 E C E S . "™;AS$SFOR 11=1 TO S$IF ASCI1D
=A% THEN BX(XB,YB>)=-11

NEXT

GOSURBR 4@

GOTO 249

PC=R%Z(X+DX®C1, Y+DY%C1D$BL(X+DX%C1, Y+D¥*C1)>=B% (X, Y3
Bx(X,¥>=0

F$=""sFOR P1=1 TO 64FCR 11=1 TO 85D41=Dx(P1,I11,153D2
=p%{P1,11,2>3L=1

IF AN+DALCAI0RAX+DAXL DBO0RAY+D2%L CA0R AY+D2%L DR

THEN 8022

1F P1=1AMDD2C1ANDQA=BTHEN 200

IF BXCAN+D1%L ,AY+D2% >=-PATHEN F$=""1 '"'$GOTO 2i@

IF PAD2AMDPA1<CEANDBZ (AN4DA®L , AY+D2%L D=0THEN L=L+13
GOTO 7602

NEXTIA,P1

IF MD>RTHEM 230

RICK,¥YI=BUCK4+DR®CL, Y+DY%C1D$BHL(X+DX*C1, Y+DY*C1>=PC
RETLURM

Print Out Chessboard and the Cartesian Co-ordinates

PRIMT 4PRINT 2PRINT 4PRINT 4PRINT 2PRINT 2PRINT

PRINT "l (0 I Bl 2 2 a 2 2 2 a 2 « a «a a a 12345

€ 7 8 l1] AFOR ¥=8 TO 1 STEP —43PRINT ". 4 4 a a a a
a a aflM"Y;

FOR X=1 TN R21F BX%(X,¥Y)C>OTHEN 890

IF IMTCCR+y /23%2=N+4YTHEMPRINTE 1§ . ™*;3G0T0 S20
PRIMT®™  '"; $+GOTO 326

IF R%CX.¥ICOTHEN PRINT ' **;$GOTO 910

PRINT *'rg *;

FRINT ASCABSCBXCX,¥I)D;

MEXT$PRIMT 4NEXT4RETURN
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ChexSum Tables

10 o 22e = 1110 €30 = 1321
20 = 1172 330 = 3514 f4@ = 3043
20 = 1365 340 = 257 e5@ = 282
g0 = 445\ ase = 532 6ED = 2442
50 = 2049 260 = 2R84% 670 = 1206
650 = 1278 270 = 4816 3:34) = 671
Ta = 1479 220 = 2257 £30 = 20793
2@ = 1309 39n = 2237 < = 408R%
0 = 2361 4R = 2353 710 = 131
12a = 1272 410 = 29032 T20 = 206
112 = 4203 420 = 1978 730 = 3529
1z2e = 1354 430 = 532 740 = SR17
120 = 1583 44R = g949 750 = 4715
142 = 2151 450 = 205a TER = 512@
150 = 1294 460 = 246 T7R = 130%
ic0Q = 68204 a7 = 5214 TRA = 7SR
17e = 131 480 = 2146 739 = 4874
ix@ = 1003 430 = 3458 g@e = 441
13e = 1172 sa@ = 3234 210 = 208
200 = 1172 =S40 = 2134 220 = 4356k~
214 = 13921 see = 3032 g3 = 143
220 = RS2 537 = = 3eded 240 = 1449
e3e = 9388 Sam = 2334 g5@ = 387%
242 = BARE =S50 = 2agg f60 =

2se = 2667 se0 = sg1e 27a

26@ = 1163 st = =237 Tem - a9s:
272 = £A36 =20 = 206 29Q = 1937
2g@ = 3703 saa = 736% e = 219
2309 = 1320 60R = 7424 210 = 1117
e = 13581 610 = 4293 aze = 746
212 = 1326 620 = 306 TGlAL < Z1ZAZE
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Mind Quiz

CLASSIFICATION: Logic

The computer or an opponent will generate a sequence of four
random numbers in the range of three to eight, represented by the
six number keys. You have to guess what the four numbers are by
pressing the right sequence of keys. You will get seven chances to
guess the numbers. After each guess, the computer will respond
by printing a O for the right colour inthe wrong spot or a ® for the
right colour in the right spot.

PROGRAMMING SUGGESTIONS

Add another digit to the number of colours which the player has to
guess, giving an extra dimension of complexity.
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PROGRAM

Variables
D$ Message ‘Instructions Y /N’
AS$ Response to input
Y Flag for end of game and screen position of
beads
X General purpose variable
G$ Response to colour bead input
D% Array containing random numbers
B% Array containing input numbers
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Listing

i@
20

il B I B
g-DQfSQ

110
129

139
149
150
160
170
1R0

190
200

210
220
230
240

2509
260
270
250
290

310
320

REF1 MIND QUIZ
COLOR4,2,5¢C0OL0ORO,2,53V0L 83COLOR2,5,6
PRINT CHRS(B)CHRS(142>3PRINT "L, "

Put Border On Screen; Instructions or Play Computer?

FOR X=3073 TO 31102POKE X,642NEXT

FOR X=3112 TO 3992 STEP 402POKE X,934NEXT

FOR X=3151 TO 4831 STEP 402POKE X,933NEXT

FOR X=49033 TO 40705POKE X,642NEXT

POKE 3@72,85

POKE 3111,733POKE 4032, 744POKE <4871,7S

PRINT " (0 (M B o« o o 2« a M a al a a N1 aD .
a2 aQ a s U o al o aZ aaa-m
DIMAXCAdSDIMBCA>4DIMD%C4)

D$=""4 4 a 2 2 2 2 « a a Il NSTRUCTIONS .YV

/SN a4 ? a4 a s aaaaal

PRINT (9 [y **

PRINT OO M M & ";D$$FOR X=1 TO TISINEXT

D$=DS4+LEFTS(DS,1>5sDS$=I1D%$(DS,2,36>

GETAS$A2IF ASCO"N ANDASCO'Y "THEN 140

GOSUB 600

PRINT *f (8 ""SPCC48>''M > . P L A Y . ME "CHRS$(13)

SPCC18)'"1W} S > . PLAY . SOMNMEONE LWLELSE?™

GETAS2IF ASC>'I "ANDASCDOS ""THEN 190

PRINT "k (8] "SPCC18)2" 4 4 2 2 o a a a a a ""CHRS$C13)

SPCCARI'M] 4 4 o 4 a a @ 4 2 2 a4 a a 2 a a 2 a a a "
IF AS="'T1 ""THEN GOSUB T790:GOTO 280

R=1

FOR X=1 T0O 4

GETAS2IF AS=CHRS(20>ANDXDA1THEN X=X-1$R=R-2$POKE 311
S+R, 160

IF VALCASIC30RVALC(ASOI>ETHEN 240

A%C(XI=VALCASISPOKE 3115+4R,81

R=R+23NEXT

GOSUB 770

PRINT " "SPC(32>" MU W W3 =eoWUUHNINNS
e UUUHHNNAS=cUEUIHNNRSG =8 YUY

U 7oy NIDE =0 "

Y=R4A$R=1

Print Your Guess; Make Sound; Input Player's Colour

PRINT *'f "'SPC(25>'"Y O UR . G UE S s "
SOUND 2,19,19
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420
430
44
450

aaa
D ot -]
9 Q

n
9
Q09

90

FOR X=1 T0O 23503NEXT

PRINT ' "SPCC25)"a 4 4 2 4 2 2 2 2 2 2 2 2 a a "
FOR X=1 TO 49DXIXI=A%CXISINEXT

FOR X=1 70 9

GETASSIF AS=CHRS(20DANDX>ATHEN X=X-12R=R-23POKE 311
S+R+Y, 32

IF VALCAS)>C30RVALCASOIDRTHEN 370
BX(XD=VALCASISPOKE 3115+R+Y,812POKE 2091+R+Y,BX%(X)
-1

R=R+23NEXT

FOR X=1 T0O 421F BX(XI)=DX(XITHEN GS$=GS+'"@ "3Dx(X)=25
SIBN(XI=254

NEXT

IF DXC12=BX(2>THEN GS$=GS$+"0 "2Dx(1)=25542B%(2)=254
IF DXxC13=BX%(3)THEN GS$=GS+"0 "2Dx(1)>=2552B%(3)>=2549
IF DXC13=BX(4>THEN GS$=GS$+"0 "2Dx(1)=2552B%(4)=254
IF DX(2>=BX(1DTHEN GS$=GS$+"0 "2DX(2)=2552B%(1>=254
IF DX(2>=BX(3)THEN GS$=GS5+'"0 "2DX%(2)=2552B%(3)=254
IF DXxC(2>=BX%(4>THEN GS$=G$+'"0 ''2D%(2)=2552B%(4)=254
IF DX(3>=BX(A1DTHEN G$=GS$+'0 "2DXx(3)=2552B%(1>=2549
IF DX(2)>=BX(2>THEN G$=G$+"0 '"2DX(3)>=2552B(2>=254
IF DXC33=BNC4ADTHEN GS$=GS$+"0 "2Dx(3)=2552B1(4)=2549
IF DXC(4)=BNCIDTHEN GS$S=GS$+"0 "2DX(4>=2552B%(1)=254
IF DXC4X=BX(2>THEN GS$=GS$+'"0 "2DX%(4>=2552B%(2)=254
IF DXC(4>X=BX(3DXTHEN GS$=G$+''0 "2D%(4>=2552B%(3>=259
PRINT "8 ""$FOR X=1 TO ((¥-40) /40>4PRINT 'y ;2
NEXTSPRINT SPCC18)'[ ''GS

IF Gs=""'e @ @ @ ""THEN Ds$=""%¥ E S '"4G0OTO 820

IF ¥Y=12@THEN DS$="N O '"2G0OTO 820

Y=¥Y-120:G8="""3R=1

GOTO 310

IF AS="N "THEN T@0

Print Instructions; Try Again?

PRINT "l WM K a 4 a a a a 2« a 2a24a2aaINST
RUCT T ONGS S 4 4 a a 2a 2 a 2 2 2 a2 2 2 24.a™"
PRIMT "M I N . THISL.GAME LW.YOUSLWCAN
aPLAY A THELWCOMPUTER 4 a a a2 4 a a
a 0OR LA L.HUMAN L OPPONENT "

PRINT "] . ¥ O UL HAVE .RTEL.CHANTCES
AT 0O LCRACKSLWLTHESLLWLCODE""

PRINT "8 T 0 . ENTERLJLCOLOURS .USE .
KEY S ..iHM3.a049.a85.06.0C7.08€80"
PRINT "™ . o o a PRE S S .DEL LW.1F .Y¥YOU .
MAKEL.ALMNMI STAKE™"™

PRINT ", A MR . @0 L . MEANS  _RIGHTL.C
OCLOURLZLRIGHT L. SPOT?™"



860
70O
88@

PRIMT "a
OL O0OUR

MR .0 L LTMEANSLRIGHTALLWC

a WRONGSLWLSPOT "™

PRINT "l M M o a4 a «a «a a a a a PRESS JARET

URN L. T
GETASSIF
PRINT "L
FOR X=1 T

O 4 START 4 a4 a4 a aaaaaa
ASC>CHRS(13>THEN 690
" .

o8

PRIMT " 4 a a FTIT TN TNTT T a aaasaaaaa

4 A a4 a a4 s aaaaaaaaanaaaalia

a A a a

PRINT .
NEXT

PRINT ',
PRINT "B

POKE 2069
RETURN

FOR X=1 T
FOR ¥=1 T
AXCXI=ESN

a aliaa aaaaail™

i AR s T T o B B o B oo SR A IS
a a G LD LY L Ton o H i »

a

a

MU MUUNI BEUNUOUND UWUN .
UNoOUUNUBUNI WEWZ "
FOR X=1 TO 92FOR ¥Y=0 TO 22P0OKE 3074+X+¥Y%40,160%

+X+'v240, 14 NEXTY, X

0o 4
O 33E=RNDC1)%S543SNEXTY
EXTSRETURN

FOR X=1 TO 49%POKE 3116+C,813POKE 2092+C,AX(X1>3C=C

+23NEXT

PRINT "B
L UCK a
IF Ds=""¥
oOuU . v D0

**;31F DS$=""N O '"THEN PRINT SPCC162'"B A D .
17T

aWAS A THIS"™
E S "THEN PRINT SPC(416)>"G O O D .
Uu.G6o0T .1 T "

ON .

4

PRINT "R [0 (4 "SPCC16>"P L A Y . AGA I NLLWY /N

>
GETASSIF
IF AS$=""N
RUIM

ASC>''N ""ANDASC>"Y ""THEN 869
“"THEN POKE ©,03SYS ©
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ChexSum Tables

1@ = a 310 = 1477 sl1Q = 2938
20 = 41983 320 = S8R 620 = 5864
e]%] = 1439 232 = 1279 630 = 34349
40 = 1729 240 = 4139% 640 = 381%
S0 = 2016 352 = 1762 650 = 3/93
(=Y%) = 2016 260 = &70 660 = 3447
70 = 1722 370 = 43234 670 = 3458
2@ = 533 220 = 1368% [3:44) = 32209
4] = 41750 33 = 2742 590 = 1711
102 = 2294 400 = 77 700 = 425
11e = 1376 419 = 4424 Ti0 = 67TR
120 = 2568 42 = 131 720 = 443
130 = 266 4322 = 342313 730 = 22
140 = 1693 440 = 3433 740 = 131
1502 = 2231 45 = 2441 TSQ = 21904
169 = 2322 460 = 2439 760 = 2942
17@ = 297 47@ = 2441 TTQ = 571
180 = 441F 4@ = 3443 g {4l = 1432
1992 = 2222 490 = 3439 790 = 670
200 = 2002 500 = 3441 rOQ = 2107
210 = 1684 510 = 3443 101 = azs
220 = 212 520 = 3444 820 = 3572
230 = &70 530 = 2443 230 = 2678
240 = 4222 540 = 2443 40 = 2442
250 = 1367 550 = 3301 5 = 1973
260 = 1761 560 = 2862 %60 = 2329
270 = 77@ s7Q = 19195 270 = 1366
22e = 303 S8AQ = 1542 R8QA = 139
290 = 7348 =30 = 526 TOTAL = 198346
200 = 223 600 = Q3R
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Penetrator

CLASSIFICATION:  Shoot Up
You are the pilot of a spaceship which must land and pick up a
stranded pilot. In front of your vehicle are three mountains filled
with multiplying aliens. You must move your ship up and down with
the Q and Z keys to target them, and destroy as many as possible
by pressing the SPACE bar.

When the number of aliens gets below five you can land and pick
up the pilot — but you must be quick! After picking up the pilot you
move onto the next level.

PROGRAMMING SUGGESTIONS

Steadily increase the size of the objects that you must pick up.
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Program

Variables
S$ Spaceship
T$ Spaceship blanker
D$ Move down a line
BS Move back a space
BE Start of screen memory
C Column position of spaceship
R Row position of spaceship
PO Position of multiplying aliens
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Listing

i

= 10
39 3
S

112
12e
120
14@
150
160
17@
18a
130
200

REM FEMETPATOR
COLOR4,6,32

Build the Spaceship, Pilot, Backspace Variable, Column
Position

BS="H "4DS$="1 "25$=""/ I \ "+DS+BS+BS+BS+I L ] "4D$
+RSHRSHBRS+UN\ L 2 "

TS="1 . a o "+DS+BS+RS+BSHBS+", L . . "+DS+BS+BS+BS
+BS+UL L . . " $BE=3@72:G0OSUB 570

GOSUB 4S0:GS="13 . . W “iM$=""0 "+DS+BS+" 4

US=TL UHDSHRS T, U3

FOR I=1 TO 423CC$=CC$+"M “$NEXT$FOR I=1 TO 25:¢RR$
=RR$+" “INENTSPOKE 20%,12:0=208
£C10=Q3C0C27=123CC()=24

C41C42=83C1C2)=203C1C(3>=32

C=CC1)$R=2$POKE 2@2,C$POKE 205,R$PRINT *. ';5%;3C1
=C1C1DSE=DLY=LY-.1

FOR 1=4R22 TO 4232+439:POKE 1,1603NEXT

PRIMT "y **;LEFT$CCCS,2>;LEFT$C(RRS,22);Ms;

FOR I=1 TO 2 STEP @

A=PEEKC(O)$IF A=E2THEN GOSUB 230

IF A=12THEN GOSUR 3S@$ELSEIF A=6BTHEN GOSUB 430

IF ETHEN GOTO 199

GOSUB 32A3SOUND 2,4,4

Q=198 NENT

C=C(2>3C1=C1(2>3E=AJCN=OSR=3

PRINT *'§ "';LEFT$CCCS,14);LEFTS$CRRS,22);M$; $POKE 400
4,77:0=208

FOR I=1 TO 2 STEP @$A=PEEKCQY>$1F A=62THEN GOSUB 330
FOKE 404,77

IF A=12THEN GOSUB 2SAIELSEIF A=6BTHEN GOSUB 430
Q=19831F ETHEN 260

GOSUR 3RAISOUND 2,4, 43NEXT
£=C(2)3C1=C1(2)$E=DICN=0$R=320=208

PRINT " "';LEFT$(CCS,26);LEFTSCRRS,22);M$;

FOR 1=1 TO 2 STEP @$A=PEEK(QY>31F A=62THEN GOSUB 330
IF A=12THEN GNSUB 3S@3ELSEIF A=6BTHEN GOSUB 430

IF ETHEN 100

N=1383G0SUB 2RB$SOUND 2,4, 43 NEXT

sTOP

IF R=1THEN RETURN

POKE 202,C4FOKE 2@5,R$PRINT T$;3R=R-1$POKE 205,R$
POKE 2@2,C4PRINT ", "S$;$RETURN

IF R=1%THEN IF CNC=STHEN GOSUB 610

IF R=1%THEM PETURN
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230

410
42a

4320

440
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POKE 202,C$POKE 205,RSPRINT T$;$R=R+1JPOKE 205,R$
FPOKE 202,C$FRINT ', ';SS$;SRETURN
M=S+IMNTCRMDCADHLV*1QD>3IF NCSTHEN 380

Scan the Keyboard; Move Ship Up or Down

IF MD>XARTHEM RETURN

PO=RE+(M%*4Q0>+C141F PEEK(PO>=32THEN POKE PO,813CN=CN
+14G0SUR 420450UND 1,5,S54RETLURN

RETLIPM

POKE 205,Q04POKE 202,05PRINT ", ";4PRINT USING'I # #
| " CN; SRETURN

PE=BE+(R®*4Q>+C151F PEEK(PE)>=841THEN POKE PE,324CN=CN
-13RETURN

RETURM

Print the Three Mountains; Set the Difficulty Level

PRINT "'l *;

PRINT " 4 4 4 2 a2 2 2 2 2 a 2 a aHPENETRA
TOR®M _ @ .S CORE® _ _ o 4a aaal'"

PRINT 2PRINT 2PRINT

PRIMT
FOR HU=14 TO 133PRINT ", 4 a4 a a all a a a alla aa
a a alla a a allaaaaaaliaaaalllINEXT

PRIMT "4 4 a a a/ o a a a a N4 aaaarl aaaa
a N 4 a4 aaa’/ a4 aaaaN"

FRINT ™4 a4 a a ald a a4 a a4 a a a ™ | | 4 a alda .

a a a a a

a a o a ald a a a a aaa
" . .
PRIMT "4 4 a4 a4 ald a a a a a2 a a® | | 4 a aldaa

A a a a a a a a2 a all a a a a a aa

PRIMT i 4 a4 a a ll a a4 a a a a o™ | o a2 alda .
-m

A a a a alllaaaaaaam

PRINT "4 4 a4 a a ld a a4 a a a a a® | | 0 0 aldaa

A A a a a

A & a a a a a a a ald o aaaaaa

PRIMT "4 4 a o/ 2 2 2 2 2 2 aN 2 a a” aaaaa
a a N a4 a a/ a a aaaaalNT

RETURM

SCMCLRAPRINT D I F F I CUL T Y . LEVEL .1 -
HARDEGST .9 -EASITEST" ";

GETLESSIF LIES=""THEN =20

IF LESC"1 “ORLIES>'9 “THEN 580

LU=VAL CLIESY4RETURM

REM

1F C1=8THEN FRINT " ";LEFTS(CCS,2)>;LEFT$(RRS,22);V
S,

1F C1=2@THEM PQOKE 3366, 324P0OKE 4006, 32




IF C1=32THEM PRINT B ";LEFTS$(CCS$,26);LEFTS$(RRS,22)

;i Vs,

PRINT "B} ";LEFTSC(CCS,10);LEFTSC(RRS,2);"P I L O T .

RESCUETD"*;
FOR HJ=1 T0O 29933MEXT

FRINT "B *;LEFTS(CCS,10);LEFTSCRRS,2);"a 4 2 a a a

.
A & & A a a

-
SC=5C+170

PRINT *f *';LEFTS(CCS,33);LEFTSC(RRS,0);"4 *;
PRIMNT USING™# # # # ' ;SC;$PRINT 'm *;

VE=13FOR I=1 70 3

-
v

PRINT " “;LEFTS(CCS,VE);LEFTSC(RRS,R);TS;SCN=0O2E=1%

VE=VE+12
NEX

FOR BU=S T0O 183DF=BE+(BUM40)+C13POKE DF, 32$NEXT

RPETURM

ChexSum Tables

= 2 260 = 2R%R89
= 486 27e = 2035
= 6464 282 = 2702
= BRI 290 = 22820
= 2346 200 = 537
= 1279 210 = 1582
= 5178 320 = 145
= 1639 230 = 7162
= 1%13 240 = 4005
= 4726 250 = 1892
= 2053 360 = R24
= 1961 270 = 40695
= 886 380 = 2634
= 1681 290 = R20e
= 2280 400 = G236
= Q23 410 143
= 857 420 = 2771
= 629 430 = 4286
= 2382 440 = 143
= 3168 450 = 435
= 2702 460 = 2136
= 525 470 = 585
= 22%@ 4r@ = 153
= 1070 430 = 2873
= 1962 S = 2961

DA A A A NAA A A
D -1 N NN WM
330939330133

o w
33

n o
N e
93

630
540
650
€60
67
680
690
T
Ti@
720
T30
740
TOTAL

1]
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Dragon’s Lair

314 £ red
s dark,mystic
dungean )
odrich contains a

marnster guarding it

b at now
5%;9 monster

CLASSIFICATION: Adventure

Move through the Dragon’s Lair in search of treasure but be
careful, a fire breathing nasty is wandering around this place and
he isn’'t too fussy about what or who he eats. You have a number of
commands to move to move through this world. They are:

COMMAND FUNCTION

go left Move left one location

go right Move right one location

go forward Move forward one location
pick-up ‘object’ Pick up given object

examine ‘object’ Tells you the name of the object
drop ‘object’ You guessed it!!

recover treasure Adds treasure to your hoards
slay monster Only if you have a weapon

spell monster Only if you have a magic staff

gaze -into palantir ~ Reveals important information
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PROGRAM
Variables

100

0%
0$

PO

TR

D

C

NS, V§
=

Number of weapons
Weapons

Strength

Treasure

Place

Object

Input instructions

Flag number of words input




Listing

1a

0 W -] (SIS I S
3 o] D320
i

9

N LA WNEkDID
o o B

- [ O T Ty
n
) o)

(SO
0 -
o]

[,
0
o]

COLOR4,8,3% COLOR®,13,33PRINT CHRS$C14>
PO=153DIMN0ON(3),08(3>$TR=0

Read in Objects; Generate a Random Environment

FOR I=0 TO 3SREADOSCIDINEXT

DATASWORD, STAFF ,PALANTIR, TALISMAN

ONCINTCRNDC1)0%2)>5=1

PRINT "M L0 U . HAVE L.LENTERETD "™

PRINT A . ';

D=INTC(RNDC1)>%#4>31IF D=OTHEN PRINT "H N . E V I L
MELLING?™

IF D=1THEMN PRINT "H O M E L ¥ "

IF D=2THEM PRINT "D A NK . AND.JWET "

IF D=3THEM PRINT "D A RK , MY¥ S T11 "

D=IMNTCRNDC1)%#4+1)>31F D=1THEN PRINT . B A R N '
IF D=2THEM PRINT "". D UNGE O N "

IF D=3THEM PRINT . CA S T L E "

IF D=4THEM PRINT . 7T O LW E R "

C=INTCRMDCAD®#EDSPRINT ", WH I CHLACONTATI

S . A "IC1=C

IF C=0THEN PRINT '"T1 ¥ S
. USO=INTCRMDC1D%4)

IF C=1THEM PRIMNT "B O O K . OF . S P E
IF C=2THEMN PRINT "H O R DE . OF . TR
IF C=3THEN PRINT "S MALL . ANITMAL . RU
GI NGS.LINL.THEU LWCORNER . "™

IF C=4THEN PRINT "M O N S T ER . GUARDTIN
r T .

IF C=STHEN PRINT "D R A G ON . BL OCKTING
ou a Ay . "

IF C{3AMNDRMDC1>>.6THEMN PRINT ]I HE R E . I S 4
S 0O A A 4 4 a a a a afTONSTER . "$C1=3

0O

—

ERI OUS.L.O0OBJE

L S .

L
EASU

Pl

IF POCAITHEN PRINT "W 1 HO U . ART . SLAITINQK

*$GOTO 1019

IF POCISTHEN PO=PO+0(3D

FOR 1=0 TO 33IF RNDC1)>2>.9THEN PO=PO-0XCI>
NEXT

N

Input a Response From Player; Check What He Did and
Counter

PRINT SPRINT "0 H A T . N O W "$INPUT AS
Vg="1"0NS="""{P=13F0OR I=1 TO LENCASD
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W WwwwwwnN
Ml AW N = 310
300009093

W W
D X <]
Q

LA DLW
N = D
SRR R

LA
LW
20

LN
Do
oo}

4]
m
Q

[2))
-1
o]

A
g
(o]

610

102

IF TMID$CAS,I,10="", "THEN P=2$G0OTO 320
IF P=1THEN US=VUS+MIDSC(AS,1,1)

IF P=2THEN NS=NS+[IDSC(AS,1,1D

NEXTI1

FRIMNT "L, ""US'". "NS" B '

IF V$=""S L A ¥ ""THEN 560

IF V$=""G 0 "'THEN 620

IF Vs="P I C K — U P "THEN 650

IF V$="E X A MI NE "THEN 6890

IF VUs="D R O P "THEN 720

IF V$="G A Z E - 1 N T O "THEN 750

IF Us="S P E L L "THEN 2830

IF V$="R E C O V E R '"THEN S20

IF V$="R E A D '""THEN 3970

IF V$="T M V E N T OR V¥ "THEN 1010

PRINT "W 31 o DON T . UNDERSTAND . "'

GOTO 230
IF C>3ANDRMDCID>,TTHEN Ci1=Ci+1
FOR I=1 TO TS@$NEXT

Print the Countering Message From the Computer

IF C1=1AMDRMDC1D>2>.9THEN PRINT "1i H E . R O O F . F
AL L S .1 N ! "$PO=P0O-22G0OT0O 230

IF CA1=2AMNDPMDCAD2>.2THEM FRINT "™f 0O U . F EL L . D
OUMNM . ALPITITLOINLWSTHESLWFLOOQOQR . "$tPO
=P0-23GOTQ 230

IF C1=3THEM FRIMT "I HE A A NI MAL . KEETFPS
al TS A DI STANCE . "™

IF C1=4ANDRMNDC1>2>.6THEN PRINT "}i H E . MO N S T E
R .ADVANCE®S."

IF C1>STHEN C1=5

IF C1CSORRNDC1DC.TTHEN 2309

IF RNDC13>.7THEN PRINT "EFE . K I LL S .VvYOU?! "™
SFO=03GOTO 1010

GOTO0 230
PRINT "I: HE A MONSTERLZWATTACKS a4 a a
Y O U . "¢PO=PO-INTCRNDC1>%4)

IF C1C3THEN PRINT "I HE RE oI S A NOLWLMONS
T ER . "$G0T0 450

IF 0XC@>=0THEN PRINT " J O U . HAVE . NO .UWE
AP O NZS ! @D "$GOTO 450

PO=PO-IMNT (RNDC1>%3>

IF C=SANDRNDC1)>>.6THEN PRINT "jJi H E . D R A G O N .
LI VES . "$GOTO 450

PRINT "J: HE . BEAST .1 S .DEAD . "C1=0
GOTO 45@




620 IF CA1>2ANDRNDC1)><CC1/7THEN PRINT "j: H E . MO NS T
ERLADWON T A LET .Y OU. "$GOTO 450

620 IF NSCOL E F T "ANDNSCO"™R I G H T "ANDNSC>"™F O R W
A R D & "THEN 390

640 PRINT "IF K "3GOTO 60

650 IF N$COQSCODTHEN PRINT "I HE RE . 1 S o NO . NS
$GOTO 450

660 0XCO>=0kCOI+1SPRINT T K "

670 GOTO 450

680 IF CA12>3THEN PRINT *1: HI S . ANGER S . T HE a
B EAST . "SC1=C1+135G0OTO 460

632 IF C>OTHEN PRINT "I HE RE . I S A NOTHTING.L
T O a aaEXAMINE . "$GOTO 450

TR0 PRIMNT "] HE . OB JECT LA TURNSLWOUT . a
T 0O . BE . A . "OsSCOO>™. "

T10 GOTO 45a

720 FOR 1=0 70O 351F NS=08$CID>ANDOXCID>=OTHEN PRINT "} O U

. DDODNMN ST O HAVE LA A L YNSIGOTO 459

T30 IF NS$=0SCID>THEN 0XCI)>=0XCI>-1$0=I$PRINT "'IF K *

T40 NEXT$GOTO 450

750 IF N$SC3"™ 3 AL ANT I R "THEN PRINT "] O U . C AN

T aGAZE LAT L.THAT . "$GOTO 450

TED IF 0Xx(2>=0THEMN PRINT "™f O U . DON T . HAVE .
A 4 a a aaa TALANTTIR . "$G0T0 450

TTO IF RNDCA1>2>.3THEN 810

TED IF RNDC1>>.5THEN PRINT "] HE . GL OBE.LWLRETMA

I NS . BLANK. "$GOTO 450
TR IF RMDCADD,.STHEN PRINT IO U . F I ND L.A L MO
MSTEFRLLWCLURKTING,LINALWLTHEU.LWSHATPD
0L 5 . "iC1=33G0T0 490
pxgalal FRIMT *"™f O U L. S EE . A .G

TREASURE LWLIMNLWY OUR L a4 aaaaN¥OUR
M E Y S . "${G0OTO 230

710 PRINT "I O U . FEEL . WEAKER . "

gr20 PO=P0O-15G0TO0 450

220 IF 0XC1D>=0THEN PRINT "™f O U . HAVEN T . THE

AaMEANS L.TOLCAST J.SPELLS.""™

GOTa 230

840 IF NSC>™M O N S T E R "THEN PRINT " O U . C AN ~“
T .S PELLLATHAT . "GOTO 450

2502 IF CAC3THEN PRINT "I HE RE .1 S o NO L.MONS
TER . "$G0OTO 230

360 IF RNDCAD{.2THEN 890

3} PRINT "F O UR LWSPELL .FATI
PRINT "8: T . HAS . ANGERED LW THE 4 a a a
BEAST . "$sC1=C1+13G0OTO 460

880 GOTO 450

&30 PRINT "I HE . SPELL . WORKED . "3C1=0




250
360
372

220
330
19200
i91@
i82a

1049
i105e
19602

104

IF RMDCAXD>.E6THEN PRINT "L U T . YOUR .S TAFF
A SMAPPED.UWUITHLTHESJLSTRATIN

"e0%C1d=0%C10~1

GATO 2320

IF CCO2THEMN PRINT I HE RE .1 S . NOTHTI NG

T 0. ..RECOVER. "sGOTO 450

IF NSCO™T R E A S U R E “THEN PRINT "T HA T . C A

NNOT 2o BE 4 a4 « 2aa4s22RECOVERED . "

26070 4920

IF C1>2ANDPNDCA>>.3THEN PRINT 1" HE . MO N S T E

R AWON T o LET L% 0OU . "sC1=C1+12G0T0 460

TR=TR+INTCRNDC1)#191)+10@

PRINT "I K '22GOTO 23@

IF CZ24THEN PRINT 1" H E R E . I
"s30TN 45a

IF NSCD™B 0 0 K '“THEN 44

PRINT "J QU . FEEL . FAINT "“sP0=P0-2

GOTO 230

PRINT "J O U . HAVE "O"S TRENGTH®"

PRINT "} O U . HAVE "R"S I L VY E R "4PRINT "C O
I NS .

PRINT *f O U . HA VYV E "$FOR I=0 TO 34PRINT 0X%CI>0s

<1y;

IF 0%CID>COATHEN PRINT S *;

PRINT 2$NEXT

IF PODBTHEN 450

a MO o BQOQOK

(D)}




ChexSum Tables

in
20
3a
49
50
6@
70

1780
1716
1356
2545
1299
2332
3567
1330
1750
1749
2707
1462
1384
1320
2315
3558
2000
2266
23964
2437
2894
4637
3113
1742
2759

131
1539
2440
2196
1243
1920

206

267
1216
1233
1421

HH LKA WD
H WM 3PP X
IO IIA

"

i

]

9 W -l AN W
OO9 IICIDIIN

90

90909

[PV I < < TP I < I IR B BN SN I B IS B |
3

DY XN DU D WM

DD )W
DA I TS B I
933900 93

]
-l
9309

M MR N ek
N A WO AN

B

A A d
WD QAN RN N DR A
w

W
rey

M D8N A W -

WO AWRrDOADOTIANDLDNMN

'
W
m
n

2248
528
1353
2671
2742
1430
342
R74
210526
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Crash Barrier

HIGH SPEER. [ SO HPELD

€ ‘;_‘b&tﬁ&?&ﬁ M

L SLURE £

L_"::

PRENIOUS HIGH SLaRE

CLASSIFICATION: Evasion COLOUR ILLUSTRATION OBC
Test your skills as a high speed driver. Race around the track
swapping lanes whenever you feel like it. Usethe |, P, Q and Z keys
to move the car around the race track. The longer you can move
around the track, the more points you score. Periodically a barrier
will appear between the lanes and you will have to swerve to avoid
it. The longer you survive, the more frequently crash barriers
appear.

PROGRAMMING SUGGESTIONS

Adding a gear stick to the controls of the game would give players
more choice of play. Also throw obstacles such as mud slicks into
the outer lanes to make the driver’s life even more torturous.
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PROGRAM

Variables
SC Start of screen memory
CO Start of color memory
PO Car’s position on screen
E Flag to indicate end of game
R Row position of car
C Column position of car
QL Number of barrier to erect (1-17)
R1 Row vector of barrier
C1 Column vector of barrier
PT Position on screen of barrier
FL Random flag to place barrier on screen
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Listing

10
20
30
4@
50
60

gQ

sa

10
119
12@
13e
140
i5e

210
229

230
240

Scan Keyboard, Move the Car

REM CRASH BARRIER

DZs=""K ""SFOR I=1 TO 123DZs$=DZsS+""[Y] ""SNEXT

FOR I=1 T0O 133DZS$=DZS$+"M "INEXT
COLOR4,7,63COL0OR®,2,65C0L0OR1,6,25G0SUB 7403V0OL 8
DIM C1C25)>,D1(25>,R1(25)>

FOR I=1 TO A18¢READCACID>,RACI)>,DACIDSNEXT
QA=0IPRINT "L, ';:G0SUB 430
COLOR4,7,5¢COLOR®,2,7T$COLOR1,6,25SC=30725C0=20483C
=27 R=2;D=27E=0;G0SUB 3790

PRINT '@ *"{POKE PO, 81%POKE CC,6

A=PEEK(183>3IF A=64THEN GOSUB 380

IF A=B2THEN GOSUB 1303D=1

IF A=12THEN GOSUB 200:D=2

IF A=32THEMN GOSUB 220:D=4

IF A=41THEN GOSUB 2403D=8§

FL=INTCRNDC1)>%#3>J1F FL=1THEN GOSUB 260sIF E=1
THEN GOSUB 358:G0OTO 70

IF E=A1THEN GOSUB 3503G0OTO 70

SL=SL+.253PRINT DZS$;'"li m ";INTC(SL);"®™ " ;$GOTO 100
POKE FP0O,32:POKE CC,23R=R-1$6G0SUB 370$IF PEEK(PO>>
=1283THEN E=1SRETURN

POKE CC,63POKE PO,81¢RETURN

POKE PO,323POKE CC,25R=R+156G0SUB 37051F PEEKC(PO)>>
=128THEN E=13RETURN

POKE CC,B6S5POKE PO,813RETURN

POKE PO, 323POKE CC,235C=C-1$6G0SUB 37031F PEEKC(PO>>
=128THEN E=12RETURN

POKE CC,B63%POKE PO,813RETURN

POKE PO,32$POKE CC,23C=C+1$6G0SUB 370:1F PEEKC(PO>>
=128THEN E=1SRETURN

POKE CC,63POKE PO,81$RETURN

Erect a Barrier Between Two Walls; Check for Collision

IF 0OA=1G0OTO 2320
GL=INTC(RNDC1)%21)
R1=R1CQLI$C1=CA1CQALO$D1=D1CQLD
ON DA1GQOTO 2398,318SRETURN
R1=R1+13PT=30T7T24(R1%48>+C13FOR J=PT TO PT+E0

STEP 403POKE J,16@¢NEXTSO0A=1LRETURN
C1=C1+15PT=30T7T24(R1%40>+C1$FOR J=PT TO PT+23POKE J,
160 NEXTS0A=13RETURN
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320 ON D1GOTO 330, 34907RETURN

3392 FOR J=PT TO PT+30 STEP 40{POKE J,32¢NEXTS0A=0%
RETURN

340 FOR J=PT TO PT+23POKE J,32¢NEXT{0A=0SRETURN

350 FOR I=1 TO 163FOR J=1 TO 99¢NEXTLCOLOR4,I1,5%
SOUND 1,17,83S0OUND 2,8,494SNEXT

360 RETURN

370 PO=30T2+(R*#4@)>+C{CC=2048+ (R»*40>+CSRETURN

380 IF D=1THEN A=62{RETURN

399 IF D=2THEN A=12${RETURN

409 IF D=4THEN A=33$RETURN

410 IF D=BTHEN A=41$RETURN

420 RETURN

430 REM

Draw the Race Track and Instructions For Game; Data for

Barriers

440 PRINT "L m ';

45 PRINT "™ a4 a4 4 2 2 4 4 2 2 2 2 a a 4 2 2 2 a a a a
A A4 A A A a4 & 4 4 a &a a4 a aaaaBam-r;

460 PRINT "3 8 o ™ . 4 4 2 a 2 a 2 a 2 2 2 2 2 2 a a a
A a4 4 &4 4 4 4 A 4 A 4 4 4 4 &2 a4 2 aasaB.C.m;

470 PRINT "4 @ a ™ L, 4. 4 4 2 2 2 a 2 2 2 2 2 2 2 a a a
A A 4 & 4 4 & 4 4 4 a4 a4 4 4 2 42 4 2 clim.om

g5 PRINT "l B o ™ . 4 4 4 a 2 2 2 2 2 2 2 2 2 2 a a a
A & 4 A A 4 4 4 & 4 A & & & 4 a4 a4 a4 a BT =

430 PRINT "lim . ™ . . . ldim o HIGHALWSPEEDR .
B .. L. e i LOUWULSPEEDM .. B 4o &

a a aldim . @
500 PRINT "im . ™

..
»

a
a a ald ™ | 44 a4 s aaaaaa

A A A a4 & 4 4 a4 4 4 a4 4 4 s 4 aaldld.wm , L WW.C
a =y

510 PRINT '.m.‘!AAAm.A!AAAAAAAAAAA
4 4 4 & &4 &4 & & 4 a4 a a a a a aa He .=, ..
. .®=;

522 PRINT ""ld m o™ , 4 ol ™ | o 4 4 a a 2a a a a a a
A 4 a4 a4 A 4 4 4 4 s a & & 2 aasl.m, .
- my

5320 PRINT "l m o™ . .ldm ™ _ P, .l o XXX
e . % . .mC.=;

549 PRINT "ld m o ™ . o o8 ™ . . ol .a™ _ 0 4 aaa

4 A & A 4 A a4 & 4 4 a4 4 a a aHl.=m W= _ .
ald o @ mry
550 PRINT "l m o ® . s s lim.® .. .le.™=_ P

A 4 A A A a4 A A & & & & a4 a4 & a a a a alim - _ .

a aldm o™  F..He . C.=";
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560

570

600

610

620

PRINT "d m .

B A A 4 4 & A s 4 4 a a4 a a s aa

‘A“A‘AAAAA‘A‘..“‘["AG-_l
PRINT i @ o ™ L 2 a4 a a a a a «a a a alimaasscC

DREAAAAAAAA!AaAAAAAAAAAAm-

POl A S

PRINT i@ o™ _, 4 4 4 4 4 a 4 4 a4 a a 4a a & 4 & a
A 4 A a4 A 4 4 a4 4 4 4 a4 a4 s aas s
PRINT " m . ™ . lima® ..l .®=_F
A A 4 4 4 a4 & 4 A 4 A & & 4 a a4 s 4 aaldnm - _.r
a aldlm o™ P ..He .C . =";

PRINT "l m WL e Al ™, LAl A® L4 a s
a A 4 a4 aA a a a4 a a4 a a a a ald IR K BN

ald i C =
PRINT "ld s . % .. .Lim.®™®_ K. .= a a a
-

a2 a a2 s B all e ddassaaaaT..

e o™ . .de .=
PRINT "l m o % , . a4l o™ | 6 a4 a a 2 4 aaaaa

A A & 4 A 4 a4 4 4 a 4 a2 a 2 a4 asad.m L WB.C
PO

PRINT " m . ™ L . alima® P aaaaaaaa

A A 4 & 4 & 4 A s A s s s s s s s aaalin " N

a aldm . @ -

PRINT "l m o™ o, a4 alda™ a4 4 aaaaaaaauaa

A 4 4 A 4 a 4 & a s a s s aaaald@a®T L .W.C

"
-

PRINT “ldm o™ L F 4 all® a4 a a4 a4 a aa aaaaa
a a B L L ald a4 a4 s s s saeaaaa® ..
e .C.®;

PRINT " @ o™ ., 4 a4 4 a a a a a a a a a a a a a a
- .

a4 4 & 4 4 A 4 a4 a4 a4 4 4 a &2 a a aaallBC. ;

PRINT " @ o™ ol a4 4 4 a a a 4a a a aaaaaasa
-

.
A 4 & 4 A 4 & & & & & a4 a4 2 &4 2 & aasalin Q.=

e
’

PRINT "li M o™ 4 4 a4 a a a4 a4 a a a a a a a a a a a

A A 4 4 a4 4 4 4 4 4 &2 a4 a s & aaaaldDE=T;

PRINT " m 4 a «a a a a PREVI OUSLLHIGH .
S CORE 4 a a a a a aaaa2aas2a2aCH'"'™
PRINT "'

C=0;R=0

GETASSIF AS="""THEN 720

RETURN

PRINT "W U UUNUDOONOOWN "™
PRINT "D 0 . ¥ O U . W AN I NSTRUCTTIGO
NS . C¥Y /A ND L. S 4"

GETASSIF AS=""""THEN 76©

IF A$=""N ""THEN RETURN

IF ASC2"Y "THEN GOTO 760

PRINT "L "SPRINT "4 4 4 a a a 2 a a a a aldCRAS
H.BARRIERSS™

PRINT $PRINT SPRINT
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810

820

&30
840

850

860

112

PRINT ™4 4 4 a4 a a a a STEERUALWTHELWLCAR .

ROUND L LJ_THESLWLMAZE™"™

PRINT "4 4 a4 a a a a a FOR LAS .LONGSLAS

aPOSSIBLEALZLUSING?™"™

PRINT "o 4 a4 4 a a a,a THE o - "

PRINT SPRINT ™4 4 4 a a 4 a a4 a 2 2 a a a a a a ol
a ~ o LEFT L

PRINT ™4 4 a4 a4 a a a a a2 2 a a 2 a a «a a a P o~ 4

RIGHT™"™

PRINT ™a 4 4 a4 a4 a a a a a a a a 2 a a a a @ 4 -4

up-*
PRINT"‘A..A‘.-..‘-“AAAAZA—A
D O WMN"

PRINT SPRINT SPRINT "4 4 a a a «a «a «a PRE S S . A
NY . KEY A T0OLW.START""™,;

GETASIIF AS="""THEN 830

RETURNM
DATA16,0,1,21,0,1,0,10,2,0,14,2,34,14,2,34,10,2,17,
20,1,21,20,1
DATA4,10,2,4,14,2,17,16,1,21,16,1,39,14,2,30,10,2,1
,4,1,21,4,1,17,8,1

DATA21,8,1,17,13,1,21,13,1




ChexSum Tables

19

20

30

4

se

6@

e

ze

e

ine
11@
ize
132
14@
152
ie6@
172
122
i9@
209
212
220
230
24@
25e
260
270
280
29
200
210

n

PR NRN

NN WD A
WhH WA
W d® k= A3

32@
3320
240
350
36@
37@
aze
390
470
410
42@
430
440
as@
460
a7e
4z@
430
s9@
51@
s2@
530

542
55@
S60
570
sge
590
600
610
6520

n

1236
2%78
24979
3R03

143
2232%
1184
11892
i1%@
1187

143

584
2406
2771
2962
2771
S5AR3
2221
3IRES
2221
5437
2647
5727
2771
23R33
2771
5727
3903
5233
2221

630
640
550
€@
57@
580
590
700
710
720
730
740
750

[}

]

4269
3221
2RSS
2771
3131
2771
2037
2494
682
1216
143
755
2766
1216
301
1525
2536
585
2353
2074
236
1967
1752
147@
1678
2025
1211
143
3383
4724
1332
221692
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Hangman

CLASSIFICATION: Educational
The classic word-guessing game in brilliant colour. Guess the
word before the computer hangs you.

The computer will print out a line of dashes, each dash repre-
senting a letter of the unknown word. Guess a letter by pressing a
key. If you guessed correctly, the computer will replace a dash or
dashes with the letter. If you were wrong, the computer will begin to
build the scaffold and start the execution. Hint: the most common
letters in English are E and T.

PROGRAMMING SUGGESTIONS

Add more words to the word bank. Design an edit mode which
allows you to change, add or delete words quickly without writing
DATA statements. Kids can use this editor to test their parents on
their most commonly misspelt words.
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Program
Variables

116

w
RR$
LE

LC
CC$
N

W§ ()
W$

Pointer to randem word

Move cursor down rows
Length of word

Letter count

Move cursor across columns
Number of words in word bank
Array for word bank

Word



Listing

I T
Do B
900

130
149
15@
160
i7e
180

COLOR®,3,37COLOR4, 7,4
FOR I=1 TO 4@3CCs=CCs
=RRS+"'[)] "INEXTSIN=T7T3306
DITWISCHND>SFOR [I=0 TO N
SCNCLRSMS="d H A N G
LEMNCIIS)) 25;M$SLC=0

SVOL SSPRINT 'm ';

+B] "INEXTSFOR 1=1 TO 253RRS
osuB 340

SREADWS CI D SNEXT
aMMANS“SPRINT TABCC(40-

PRINT LEFTS$(RRS$,23)>;SPCC17);"l4d S C O R E . ™ ';SC;

W=TNTCRNDC1D%NDSIIS=WS
=10

CLDSLE=LENCWSISPE=C40-LE) /27LV

PRINT "B *";LEFTS(RRS,20);
PRINT SPCC(PED;SFOR I=14 TO LESPRINT '- ";SNEXTSCN=03
PTs=""0 2 @ 0 ¢ 2 9 2 © 0 © 2 9 9 9 0 P 0 © 0O O O ©

Enter the Letters of the Word One by One

F=B;GETKEYAS

IF ASCA ""ORAS>"Z "THEN GOTO <9
PRINT i "";LEFTS(RRS,19),3F=0

FOR I=1 TO LESLS=MIDS

(WS, 1,1031IF LS=ASTHEN IF

MIDSCPTS,1,415<>"1 "THEN GOSUB 300

NEXT

IF CN=LE THEN GOSUB 2983GOTO 4@

IF F=OTHEN GOSUB 170©
GOT0 Se

IF LC=10THEN GOSUB 3103G0OTO0 40

LC=LC+1SLV=LV-1

Print One More Section of the Hangman; Decrement Score

IF LC=14THEN PRINT "M
S$SOUND 2,7, TSRETURN
IF LC=2THEN PRINT "
SSOUND 2,9,33RETURN
IF LC=3THEN FRINT "H
SQUND 1,5,5SRETURN
IF LC=4THEN PRINT "8
SOUND 2,6,53RETURN
IF LC=S5THEN PRINT "8
SOUND 2,5,63RETURN
IF LC=6THEN PRINT '8
SOUND 1,2, 3RETURN
IF LC=TTHEN PRINT '
SOUND 1,6,33RETURN

";LEFTS(RRS,16);SPC(14);¥Ys$(1);
“,LEFTS(RRS,15);SPCC19);V¥s$(2);
", LEFTS(RRS,3),SPCC13>;Y$(3);3%
", LEFTS(RRS,3)>;SPC(26),;¥Y$(4);3
", LEFTS(RRS,6);SPC(25);¥s$(5);3
", LEFT$C(RRS,8);SPC(26)>;Y$(6);¢

"*;LEFTSC(RRS,9)>;SPC(24>;,Y$C(7);3
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IF LC=8THEMN PRINT "B ";LEFTS(RRS$,9);,SPC(27)>;¥S$(8)>;%
SOUND 1,6,63RETURN
IF LC=9THEN PRINT "B ";LEFTS$(RRS,12)>;SPC(26);¥$(39>;
+SOUND 1,6,6SRETURN
IF LC=10THEN PRINT "B ";LEFTS(RRS,12);SPC(26);¥s$C10
;$SOUND 2,7,85RETURN
PRINT "8 ;"1 G 0O 0O D . GUE S S @& ";$FOR I=1
TO 100SGETASSNEXTSSC=SC+LVSRETURN
POKE 202,0¢PRINT SPCC(PE+4I-1);L$;SF=13CN=CN+1SMIDSCP
T$,1,1>=""1 "SRETURN
PRINT "B ";LEFTS(RRS,18);
K$="I 4 T HE . WORD . WA S . "+tus+''mg W "JKE=
LENCKSD$TA=(40-KE) /23 PRINT SPC(TAJ;KS;
FOR I=1 7O S@$GETAS$$SOUND 1,5,63S0OUND 2,9,23NEXTS
RETURM

Build the Scaffolding, the Noose and the Hangman

YSCId="E L R

¥Ysc2>=""% O oo ROBROR
gnrxOoOnNrONRONNZTNHNORHNOR "

¥YS$(3d="%
vsCadr="
¥S$CS)=" 3
¥$CEI="1d .
YS$CTI="14 .
YSCBI="4 o . m

¥Y$CI0>=""d . Nl Wa.nmnny. .=

YSCIAD="14 . [ . [ . W™

RETURN

DATA DOOR,HOUSE,WALL,BRICK,RETURN,COMPUTER

DATA TABLE,KEY,CHAIR,POWER, CURTAIN,CASSETTE, TAPE, CO
LOR,DATA, STABLE, RUN

DATA RECORD, SUPPLY, DEMAND, TREASURE, TITANIC, MELBOURN
E,PERTH, ECONOMIC

DATA CALCULATOR,HELP,HEAD,HIGH,BATTLE, BEEF, BECAUSE,
EAT ,EEL,ETCH, GOLD

DATA GATE,GET,JUMP, JUSTICE, JAIL,KILL,KEEPER, LOOK, LE
ACH, KENNEDY, MORRI SON

DATA ZEBRA, TEETH,UNIVERSITY,Z0O,CUPBOARD, PERCEPTION
,CLARITY,FENCE, VENTILATOR

DATA SWITCH,LIGHT,PAPER, PLATE, BRACKET,BUTTON, MACHIN
E,CURSOR, PLUG

DATA CARPET,BAG,RING,LORD,STAR,STATISTICS,CHIP, INTE
RGRATE,BOTTLE

=1

%8
as
=%
¥
a%

%

1 E %
Egx
%

== %%
» e

=Ex
%

EJd
»
E

»

| Il |




ChexSum Tables

1@ = 1942 18@ = 1524 350 = 7379
20 = 4335 12@ = 3393 2E0 = 1337
20 = 1968 200 = 3411 270 = 142%
40 = 23744 210 = 323358 227 = 2249
50 = 2367 220 2245 230 = 1447
en = 4622 220 3346 420 = Q1
Ta = 1067 24a = 23237@ 41 = RAB
24%) = 4419 250 = 2366 420 = 18284
ag = A7 260 = 2361 432a = A472
102 = 49329 27e = 2445 440 = 143
11@ = 1449 280 = 3499 a5a = 2372
120 = 4786 29@ = 4394 46 = B162
130 = 121 200 = 4537 470 = 6167
142 = 1654 210 = 1066 420 = 5924
150 = azs 220 = 5720 420 = 6246
160 = 420 2320 = 2637 500 = E80A
178 = 1612 240 = 2497 51@ = SE6R

520 = 95699

TOTAL = 1s0@24@
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Looney Landa

CLASSIFICATION:  Simulation
You have a high-technology exploratory spacecraft at your
disposal. Your mission is to land the craft softly onthe blue landing
pads on the moon. Thrust can be varied up to five without
exceeding the safety limits and, in emergencies, you can retro up
to nine, risking engine burn-out. Lateral control is achieved by
rolling the craft either left or right and thrusting. If you succeed in
your mission, you will be given a more difficult task.

The controls are: increase thrust with Z, reduce it with Q, roll left
or right with | or P.

PROGRAMMING SUGGESTIONS

Design new environments: create orbiting junk to avoid, different
planets with higher gravity and different planetary surfaces.
Increase fuel and mass of craft to make manoeuvres more difficult.
Invent a new mission — take-off and dock with the mother ship, or
land on an asteroid.
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PROGRAM

Variables
TL Toll value
TH Thrust
FU Fuel level
M Mass value
LV Level
G Gravity
™ Timer interval
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Listing

10

20
30

1992
119
129
130
140
15
169
170
189
199

200
210
22e

Select Graphics Mode and Initialise Game

COLOR®, 13COLOR4,13C0OLOR2, 7¢COLOR3,10,23C0OL0OR1,6,5%
GRAPHIC3,13V0L 8

GOSUBR 320{B=13TL=16{G0SUB 410
TH=0:FUx=1000:M=1000;VX=03V¥Y=03 SX=9600:SY=10803G=10
+TMN=.13B0O=0

CHAR1,34,@,"R 0 L L "$CHAR1,34,6,'"F U E L '"$CHAR1,3
4,10,"V E R T "$CHAR1,34,15,"H O R Z "$COLOR1,4,5

Get Player's Input, Update Screen

GETA$2CHARL, 34, 8,STRSCFULI+, ™
CHAR1,34,13,STRSCINT CUYDI D+
CHAR1,34,19,STRSCINT (UKD D+

IF SX2>9120ANDSXC10S60ANDSY>16200THEN 450
BOX®, INTC(SX /128, INT(SY  1205-5, INT(SX /120> +4, INT(SY
1285, TNTC(TL%*360 /32>

IF ASCO"P "THEN 130

GOSUB 4@@3TL=TL+1$IF TL>31THEN TL=90

B=13GOSUB 410

IF ASCO™I "THEN 160

GOSUB 4@03TL=TL-121F TLCBTHEN TL=31

B=14GOSUB 410

IF FU%=@THEN GOSUB 20©:G0T0 50

IF AS$="Q "THEN TH=TH-13IF THCOTHEN TH=90

IF A$="Z "THEN TH=TH+121F TH>9-BOTHEN TH=3-BO
IF THDFUXTHEN TH=FUX

Calculate New Position and Velocities
Did Space Craft Crash?

QAY=C(TH*30@0) /(M+FUXD OXCOSCC(TL-16D%wd /32D
QAR=C(TH®3000) /(MHFUXDII%SINCCC(TL-16)%%) /32D
SX=SX+UX+ , 005#QXSSY=SY+UY+.005HQYIVY=UV+G-QYSVUX=UX
+AXSFUN=FUX-TH

IF (PEEK(8192+INT(SY /S60>%#320+INT(SX/960)#16+((
INTC(SY - 128>>ANDTI>>AND3BI>ATHEN 460

IF (PEEKC(B196+INT(SY . SE60>%3204INT(SX 360> %16+((
INTC(SY - 120>)ANDTIOAND3DI>OTHEN 460

BOX1, INT(SX/120), INT(SY /120)>-5, INT(SX/120>+4, INT(SY
<1205, INT(TL#360,-32>

IF TH=OTHEN 50
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270 SOUND 3,500+30%TH,80¢IF TH>S-BOTHEN SOUND 1,990, 10
280 IF TH+BRO-S<{=@0RRND(®)>>(TH+B0O-5) /30THEN 59

290 BO=BO+1$SOUND 3,1020,2031F TH>3-BOTHEN TH=TH-1

390 IF BO=9THEN CHHRi,@,ZZ,TR ETROLFAILURE:"!

210 GOTO 5@

Scenery Information

320 DPRALZ,2,8 TO 0,159 TO 131,159 TO 131,90

330 DRALZ3,0,8 TO 4,8 TO 6,16 TO 7,24 10 8,32 70 9,40
T0 10,48 10 12,56 T0 7,64 TO 13,72 TO 14,80

3409 DRALI3 TO 16,88 TO 14,36 70 19,104 70 6,112 70 8,120
TO 8,128 70 10,136 T0O 12,144 T0 14,152 70 18,157

2350 DRAW3,37,157 TO 47,152 70 50,144 70 52,136 TO 56,12
8 TO 64,120 TO 72,128 70 76,136 TO 89,136

260 DPRALIZ TO 78,136 70 90,136 TO 94,130 TO 94,126 T0O 90

,120 TO 86,115 70 85,198 TO 90,104 T0 96,95

270 DRAW3 TO 105,90 70 112,95 TO 116,88 T0O 124,80 TO 12
5,66 TO 118,60 TO 115,48 70 126,22 70 128,7 70 131,
a

2802 DRAW3, 18,157 TO 27,4130 70 37,157¢DRAWZ, 78,135 TO 90
»1353PAINT3,1,9

290 RETURN

400 B=0
410 DRAWB, 1474+9%COSC((TL-16)%n) /16) ,26+18%SINCC(TL-16D
*q) 16D

420 DRAWB TO 147-9%COSCC((TL-16)%a) /16),26-1B#SINCCCTL
—~16)%a) /16D

430 DRALIB, 147,26 TO 147+9%SINCC(TL-16)%nd /16),26-18»
COSCCCTL-16)>%a> /16D

440 RETURN

450 IF TL=16ANDABS(VX){(=10ANDVYC{=10THEN END

460 SOUND 3,909,3003FOR I=1 TO 163COLOR3,1,43FOR J=1

TO 290SNEXTJ, 1
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ChexSum Tables

WX N NU D WM
S 33IIIIIOI

1008
110
i12e
130
14e
ise
i6@

1]

4700
s386
43%14
see1
s773
asse

143

N
n

0
iA

DN [5,J05 I Y
AW N

[ B - BT T}

9N W WMIM
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2D Maze

CLASSIFICATION: Evasion
You are placed randomly within a maze and must work your way
through to the end.

You can turn left or right with the | and P keys, or move forwardto
the next junction by hittingthe SPACE bar. The end ofthe mazeis a
flashing wall of colour.

PROGRAMMING SUGGESTIONS

Put a time limit on solving the maze. Introduce random teleporters
which change your position and orientation; once triggered, they
disappear. Increase the size of the maze. Have nasty things chase
you! Add secret, invisible passageways that change your position
but can only be found accidentally.
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PROGRAM

Variables
MZ Maze array
J% Current junction
D% Actual orientation
N% Next junction
M Number of moves
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Listing

40

120
130
140
150
160
17@
180
1990
200

Initialise Game and Define Maze

PRINT "k W A I T *SCOLORA1,15DX=93DY=33$XF=53YF=9
DIMMZ:<(DX,DY>

RESTORE

FOR 1=80 TO DYSFOR J=0 TO DX$READMZX%(J,IDSNEXTJI, I
DATA15,3,4,7,5,7,5,5,15,5,11,14,5,13,5,13,5,3,10,6,
14,11,6,5,5,5,7,11,8,10
bATA10,8,10,6,3,6,114,12,7,9,12,5,9,8,6,12,15,5,13,3
»9,95,3,6,15,3,10,2,6,13
bATAT,5,9,10,10,12,9,10,12,5,14,7,5,9,12,5,5,15,5,1
,11,14,5,7,7,5,3,10,4,5

DATA11,8,4,9,8,4,9,12,7,5
DEFFMNLCXI=C(X%2)ANDASI+INT CCXAND8)D /8D
DEFFNRCXD=INT (X /2)+(XAND1)%8

H=INT (RNDC(@O>%6+2)>3¥Y=INT(RND(BI>%#5>3D%=2¢INT CRNDC®)
#*43>SGRAPHIC2, 23 GOSUR 210

Get Player's Input; Move Player, Rotate Left or Rotate Right

GETASSIF ASC2"I ""ANDASIO'P '"ANDASC>',. "THEN 120
IF AS$=""1 ""THEN DX=FNR(DX>$GOSUB 210:G0TO0 120

IF A$=""P "THEN DX%X=FNLC(DX%>$GOSUB 2103:G0TO 120

IF (DXANDMZX(X,¥YI>)=ATHEN X=X-131F XC{OTHEN X=DX

IF C(DXANDMZXC(X,¥))=2THEN ¥=¥Y+131F Y>DYTHEN ¥=0

IF (DXZANDMZX%(X,¥))>=4THEN X=X+1$1F XODXTHEN X=0

IF (DXANDMZX(X,¥I)D>=8THEN ¥Y=¥Y-13I1F Y<{(OTHEN Y¥=DV¥

GOSUB 21021F X=XFANDY=YFTHEN GRAPHICOS$END

GOTO 12@

Draw Player's View; End Game

SCHNCLRIXN=XSVYN=YSIF (DXANDMZZ%(X,¥)>=0THEN RETURN

IF C(DXANDMZX (X, ¥YID=ATHEN XN=X-131IF XNCOTHEN XN=DX
IF (DXANDMZX%(X,¥YI)D>=2THEN YN=Y+13IF YNDDYTHEN ¥N=0
IF C(DXANDMZX%CX,¥ID>=4THEN XN=X+13IF XNDDXTHEN XN=0
IF CDXANDMZX%C(X,¥ID>=8THEN YN=¥Y-13IF YNJ{BTHEN V¥N=DY
DRAW1,®,0 TO &7,573DRAW1,0,159 T0 87, 130SDRALL, 319,
@ 70 232,57¢DRAWL, 319,153 TO 232,130

IF (MZXCXN,YNDANDDX)>=OTHEN 300
BOX1,157,103,162,1073DRAL1,157,103 TO 130, 853DRAWL,
162,103 T0 189,85
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230 DRAW1, 157,107 TO 1390,1163DRAW1, 162,107 TO 189,1167
GOTO 319

300 DRA1,130@,85 TO 189,85¢DRAL1,130,116 TO 189,116

310 IF (MZXCXEN, YNODANDFNRCDX)>>=0THEN 340

320 DRAWL,87,57 TO 87,1303DRAW1,130,85 TO0 87,85¢DRALL, 1
39,116 TO 87,1186

330 IF (MZXCKXN, YNDANDDXO>D>OBTHEN DRAW1,130,85 T0O 130,116

340 IF (MZX XN, YNDANDFNL(DX)>>=0THEN 370

350 DRAW1, 232,57 TO 232,139¢DRAW1,189,85 TO 232,853
DRAW1, 189,116 70 232,116

360 IF (MZX%CXN, YNDANDD)>D>@THEN DRAW1,189,85 TO 189,116

IF C(MZXCXN, YNDANDFNLCD%)>2>0THEN <400

DRAWL,232,57 TO 189,85¢DRAIN1,232,130 TO 189,116

3399 IF C(MZXCXN, YNDANDDXD>=0THEN DRAW1,189,85 TO 189,116

400 IF (NMZX XN, YNDANDFNRCDX%DD>D>OTHEN 430

419 DRALJL, 87,57 TO 130,853DRAW1,87,130 TO 130,116

420 IF (MZXACXN, YNDANDDXD>=OTHEN DRAW1,130,85 T0 130,116

420 IF XN=XFANDYN=YFTHEN CHAR1,18,11,"H O M E *

440 RETURMN

ChexSum Tables

1 = 3085 160 = 3286 31@ = 2223
20 = RO7 17 = 2289 320 = 3669
20 = 141 180 = 32328 220 = 2914
40 = 2902 190 = 2244 349 = 2215
50 = 4511 200 = 527 350 = 3882
650 = 45900 210 = 3077 260 = 2920
70 = 4529 220 = 3625 3TN = 2208
RQ = 1252 232 = 3604 2IRA = 2567
0 = 2764 240 = 3602 290 = 2922
100 = 2229 250 = 2634 400 = 2226
110 = 4926 260 = 4807 410 = 2494
120 = 2219 270 = 1801 4z = 2916
130 = 2600 280 = 3813 430 = 2715
140 = 2589 290 = 2332 440 = 143
15@ = 3231% 200 = 2561 TOTAL = 1258913
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Blackjack

|
L ACR IRCE
LYFEY g8 THISTY

CLASSIFICATION:  Gambling
Play Blackjack, the player versus the computer. You start with $50
and can bet up to your credit on one hand.

Enter your bet and hit return, then wait for the computer to deal
your card (face down). Use key S to stick, if you think your hand is
good enough, or T to twist a new card over. You bust if the total
exceeds 21. Try D to double your stake if you feel lucky.
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PROGRAM

Variables
CD$ Array of names of cards (A, 2, 3, J, Q, K)
SS$ Suits of deck
CR Money
Ccv Computer’s total card value
PV Player's total card value
NC Number of cards computer has
NP Number of cards player has
B Amount of bet
DT$ Next card
SQ Stake
DB Flag of doubling stake
CO% Computer’s card
P% Player's card
CN% Array which indicates which cards dealt

C1§$, C2% Computer’s first and second cards

132




Listing

10

20

3Q

a9

60

70

g0

90

1920

110

120
132

140
159
160
179
180

13@
200
21@
220

239
2490

Initialise Game Variables
Draw Screen; Deal First Cards Face Down

MU YCNS="HU U UUUNNWOWYWY
cas="ti i UMMM MMM "N

”
A A A A a4 a a A 4 4 A A s a s s s A a

E ol £ R N O | B O [ BH O [ R HE O | RO ||
W E ™ ""SCR=500:DCsS="ly [y "

VOL EBSDIMSSS(3>$DIMPCC(9I$DIMCCC(S)
DITCDSC1253DIMCN%XC12)4FOR =0 TO 12$READCDSCID$CDSC
I>=CDS$CID>#+*, “SCNXZCID=15INEXTI
DATAA,2,3,4,5,6,7,8,9,10,J,0,K

CDS$(9)3=""1 @ '"$SSS$(DOX=""T1 ¥ ""$SS$C1)=""T] & "$SSS$(2)=""n
% '""$SSS(2d)=""w & "

PRINT "li P 4 4 o a 2 a a a a a a a a a a BLACK
JACK?®™"™

PRINT “Z g cUNOUNNMNUNBPHUNRUNNINDT ON
EUUHRUUUNUUODNUUCEYUN.UBOWUM.NHNNU
L=03CX$="M M B M '"$S0=0¢B=03CN=-13PN=-1$DB=03S=0
CYS$=CNS+DCSIGOSUR 3285P18$=DTS$$PS=X$PN=BSPCC(PNO=VY$
Gosue 420

C¥Y$=DC$IGOSUB 32035C18=DTS$$CS1=X$CN=B$CCC(CNO =¥

GOSUB S5SE0:CYS$=CNS+DCSIDT$=P1$$X=PS$60SUB 3803RCS$=CX
S¢{RPS$=CKS

BLS="% % % %S U WUHIHHNN"ICLS=", .

Flip Over Player's First Card and Enter Bet
Deal Next Two Cards

PRINT CNS;CAS;"KC E N T ER . BE T a ";$INPUT B
PRINT CNS;CAS;NLS

IF BC10ORB>CRTHEN 140

GOSUB 550

CY$=CN$+DCS$GOSUB 3203PN=PN+1$PC(PN)=Y$P1$=DTS$3PS
=X

CYS$=DCSICHS=RCS$IGOSUB 3203C28=DTS3CS2=XSCN=CN+13CC(C
CNO=Y¥

CYS=CNS+DCSICXS=RPS$IDTS$=P1S$X=PS$G0OSUB 3803$G0OSUB 42
2]

IF PV=21THEN 290

PRINT CN$;CAS;'"FR S T 1 CK a4 OR LT WI ST ?*"™;
GETASSIF AS=""THEN 230

IF ASC2'S "ANDASCOT *"ANDASCOD '""THEN PRINT CNS;CAS
;NL$SSOUND 1,350,536G0T0 210
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250 IF AS$=""T "THEN GOSUB 3205PN=PN+1JPC(PNO>=YSGOSUB 320
$GOSUB 4203GOSUR 6003GOTO 210

260 IF ASC2'D "'ORDB>OORB>CRTHEN 280

27 GOSUB 550:DB=13G0OT0 210

220 IF ASCS'S ""ORPVCA2THEN 210

Player Sticks, So Reveal Computer's Hand and Play

290 S=1$GOSUR S5703GOSUB <489

300 GOSUB 6900

319 GOSUB 3203CN=CN+13CCC(CN>=¥Y$G0OSUB 380:G0OSUB <480%
GOTO 300

329 SOUND 2,700,5¢Y=INTC(RND(B>*13)>3IF CNX(Y)=OTHEN 320

Determine Next Card's Value and Suit; Draw Face Down;
Flip Card Over

320 DTS=CDSCYOSX=INT(RNDCD)>3%4)

240 IF (CNXCYIANDC24XD>D>=BTHEN 320

350 CNXCYI=CNX (YOI -2¢X

360 PRINT " m ";C¥S$;CNX$;'& ";CS;" W Il ";D$;"H ";Cv¥s;C
AR VBRIl RN O | IR BRAIFE oL S 2R

370 PRINT " ";CV¥YS$;CX$;""] b '";BLS;BLS;BLS;BLS;BLS;BLS;B
LS;BLS;3FOR I=1 TO 1002NEXT2RETURN

380 CCS=LEFTS(SSSC(XD, 1>

399 FOR 1=1 TO S@PANEXT2PRINT "f *;C¥S$S;CXS$;"4 Bl *";CCS;D
TS a a «a WIHHMHBIHHNT;SSS(X);"a a a a o N
munn';

420 PRINT CLS$;CLS;CLS$;CLS;CLS;CLS;2CXS=CXsS+"'}l M M "

410 SOUMD 1,10900,34F0R I1=1 TO S004NEXTSRETURN

Calculate Player’s Hand; Calculate Computer's Hand

429 PV=A3AC=B3FOR 1=0 TO PN{PV=PV+PCCIDJ+AJIF PCC(CI)>=0
THEN PVU=PV+103AC=AC+1

430 IF PCCIJ2>3THEN PV=PVY-PCC(CI)>+93

440 MEXT

450 IF PY221ANDAC2>OTHEN PV=PV-10$AC=AC-13G0OTO0 450

460 IF PVU221THEN L=1

47 RETURN

420 IF CNCOTHEN RETURN

490 CV=@JAC=PSFOR I=0 TO CNSCV=CV+CCC(CID>+1JIF CCC(CI>=0
THEN CV=CV+10SAC=AC+1

500 IF CCCID2>3THEN CV=CV-CCC(CID>+9

510 NEXT

520 IF CV2>21ANDAC>ATHEN CV=CV-183AC=AC-1$GOTO 520

530 IF CVY221THEMN L=-1

540 RETURN




[Syaja)

610
620

640
650

670
60

T60
77O
TRO

Draw Credit and Stake

SQ=SA+BSPRINT CNS;"I; M Bl S T A KE oA a £ a4 a a a a

asas NN NNEA ", SA;CR=CR-B

PRINT CNS;"IM C R E DI T a4 £ 4 a a aaaaallll

WHuHuHNnNE ";CRIRETURN

PRINT “f 0 U (51 0 B B BRI B] **;C1S;°°) Il Ml *';SS$CCS1);"a
(G [ IR O | I | IR O B 1 I | IR O | B | PR OB | BN | PR

Lwmn. ..

SOUND 1,1000,3

CvY$=DCSICXS=RCSIDTS=C2%$X=CS13G0SUB 3803G0SUB 4803

RETURN

Determine Winner and Amount Won or Lost

IF L=1THEN PRINT CN$;CAS;''] . . Y OU . HBUSTE
D ! m o a a "$SOUND 1,800,103S0OUND 1,700,20%

GOTO TEO

IF L<>-1THEN 640

PRINT CN$;CAS$;NLS;CNS;CAS;"@ o o ol . BUSTETD

"$CR=CR+2%5SQ

SOUND 1,800,103FOR I1=1 TO SOSNEXTSSOUND 1,900,103

GOTO 790

IF CVC>210RCNC2ATHEN 670

PRINT CNS;CAS;'"'m I 1 . GO T . BLACKJACK:!

= ""$SOUND 1,900,20%1F PV=21ANDPN=1THEN CR=CR-3%SQ

FOR I=1 TO 10$SOUND 1,800+10%] ,10¢NEXT$CR=CR-SQ3

GOTO0 79e

IF S=@THEN RETURN

IF PUC2210RPNCSATHEN 710

PRINT CNS;CAS;"'s 1 ¥ O U . 3 0T .BLACKJAC

K ' m "$CR=CR+3%#SQ3G0OSUB 570

FOR I=1 TO 20$SOUND 1,300+10%],105SOUND 2,420+10%],

1033FO0R J=1 TO SOINEXTISNEXTISGOTO 790

IF CYCAITTHEN PRINT CNS;CAS;'"Fi o a a o I 4 T WI ST
« + + a a a a "SRETURN

IF CVCPVTHEN 740

PRINT CNS;CAS;'"M w o a a Y OU . LOSE . . . "%

SOUND 1,700,182FOR I=1 TO SOINEXTSSOUND 1,600,253

GOTO 790

PRIMNT CNS;CAS;'"[] o a a a I 4 LOSE . . : a a a a

"
a

FOR I=1 TO 103SOUND 1,900+10%I,103FOR J=1 TO 503
NEXTJISSOUND 1, 1000-10%], 102NEXT

CR=CR+2%5Q

GOTO 790

GOSUR 57O
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790 GOSUB SEOIPRINT CNS;"1] B "";NLS;CNS;CAS;"QI U . A NO
THERLZLGAME o 7"

800 GETAS$ZIF AS$S="""THEN 800

g1@ IF A$=""N "*THEN END

820 IF CR>OTHEN 80

]20 PRINT CNS$;CAS;"LU Hl o« o« a a BANKRUPT t @ "¢

END

ChexSum Tables

10 = 6108 2990 = 1067 57T@ = 5388
20 = 2532 e = 298 58@ €35
20 = 6598 318 = 3279 sam 2435
40 = 1924 320 = 3113 €00 = 5046
S0 = 5245 33 = 1965 €18 = 1455
(o) = 16R2 3499 = 1750 €29 = 3982
7o = 5225 358 = 14%@ 639 = 3023
20 = 1897 /O = 4995 649 = 1R8R2
a0 = 4377 378 = 5023 ese = 6228
i@ = 4@e92 380 = 1162 €6@ = 3284
118 = 4203 399 = €940 7@ = 762
129 = 3533 400 = 294R 680 = 1905
139 = 4527 419 = 1920 690 = 4433
149 = 2124 420 = 6113 TP = S669
ise = 844 430 = 2235 710 2046
1680 = 1392 499 = 121 720 = 996
i7e = 303 ase = 3661 3@ = 5235
180 = 4349 a6a - 1e2% 749 = 19491
190 = 4733 470 = 143 sl = 47RO
290 = 3668 40 = 831 760 = 1069
210 = 940 430 = €961 770 = S3%
2z2e = 2128 se0 = 2194 780 303
230 = 1245 s1@ = 131 7909 = 3470
249 = 5832 520 = 26349 pyal4] = 1211
250 = 4542 538 = 1244 g1@ = R3S
279 = 1372 558 = 5847 Ra@ = 2370
280 = 1784 se@ = 2ER3 TOTAL = 235915
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Dungeon

CLASSIFICATION: Adventure
You have been placed in a chamber with a monster and have the
following attributes:

Fatigue
Wounds
Weight

You are the red object — explore the rooms and battle the evil
monsters. Your controls are R to turn your man right and L to turn
your man left. The keys 1to 9 move you forwardthe corresponding
number of places. The T key thrusts the sword at the monster, but
be careful, he fights back. Your wound tolerance must not reach
zero or you will die.

PROGRAMMING SUGGESTIONS

Alter the game so if a player stays too long in one position a
monster will come after him. Also give the player and the monster
more than just the one weapon they currently have. Weapons like
a spear or a mace would be useful tools to have.
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Program

Variables
SC Screen start
RO Room number
FA Fatigue value
X, Y Player’'s co-ordinates
MX, MY Monster’s co-ordinates
D Direction
R$ Room
WO Wounds value
TS Total slain
WE Weight value
\ Steps of movement forward
M Monster flag
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Listing

19
20

W
2

D® DB
N =39 3333
399

[
P 09

[ S T U I TN T PO PO Y
@ W WM A
[ I I I )

N
-
9

N
M
o]

W
o

W
)

w

w
DX N NA DN
2 ]

w
by

REM DUNGEOM
DIMRSC 4>

Define Cursor Movement Variables; Set Colours, Data For
Mazes

A SHURURUNURURURUNURURUNURCRURURURORCRURCRORURNUR
Rt T IO TR T T T O T T TO T TR T O TR T TO T O VO T O

COLORA4,E,45COL0ORA, 7,53PRINT CHRS$(1413SC=3072
SP=INTIRNDC1)%*114+1@D

DE=INT(RMDCA1D%11+1@0JJE=TS+INTC(RNDC1)>%25)
S=AIRO=QIFA=10231J0=1003D=13X=33¥=15

FOR I=0 TQ 44READRSCIDAMENXT

DATANARDTLSEDSRIN4DTLAD2L 4UI2L 4U3R3U4L 3UE

DATADAORSE4Q3D31L 413D 3LRUIEQOE
DATANIDSRPESULIN4RADTE4N32L.93U334

DATANEBDTUTREDZL2DSR2DEL4E404U91R6D4U4LEBULIE4OR2L 2UB

DATANI2DSL2IREDILADILIE4O3U993

ON FOGQTO 170,180,190, 20Q

MY=123MY=23G0OT0 2192

M¥=421MyY=23G0T0 21@

M¥=23M¥=123G0OTQ 21a

M¥=123MY=12$GOTO 21@

MX=2$MY=1%$G0OTQ 212

M=R3$IF PMNDCAXD.STHEMN M=INTC(RMDC1)>%23+1)>3MS=INT (RNDC1
RE S RUDE =]

GOSIIR 106ASU=ASF=A3G0T0 260

Move Your Player Forward, Rotate Him Left or Right

GETASSIU=VAL ASDISIF Y=ATHEM 420

FA=FA-INTCCU - 2002%C10Q-0D+ (VY /2000 %LJE+ . 5D

GOSUBR 37ASIF M=1AMDRMNDCADD> . 2THEN F=1

SH=A$FOR 1=1 T0O WIPRINT LEFTSCYS,Y+1);LEFTS(XS, X",
PRUNE | BN | RPN

MA1=X+(D=3D-C(D=103Y1=Y+(D=0>—-(D=2)

IF  PEEKC(SC#+Y1%4Q2+X1)CD320RPEEK(SCH+Y1%40+X1+1)>{>32
THEM 1=VSGOTO 412

IF FPEEK(SC+71%40+4X1+40)C>220RPEEK(SC+Y1%40+X1+41)
C222THEN I=USGOTO 41@

X=¥13$¥Y="Y131F MNDPANMDXC11ANDY>QANDYC20THEN 410

RO=RO+(X=A2—-(M¥=1104((Y=201>-(¥Y=0)Dd%2

IF ¥=ATHEN ¥=1@

IF ¥=11THEN X=1

IF Y=ATHEM Y¥=19

1F ¥Y=20THEM Y=1

139



400 GOTO 15@

410 FRINT LEFTS(YS,Y+1);LEFTSCXS,XO"rf **;

420 QM D+1GOTO 420, 440, 450, 460

430 PRINT ™4 . WM INE QN ™ $G0T0 470

440 FRIMT L w ™ 0 (] I ML ™ .M *;3G0T0 470

Print the Player and the Monster

50 PRINT "W LEEONN® . " 1l ";$60T0 470
460 PRIMT ", @@ HU*&E00N";
470 1IF UDATHEM MENTI
4% IF ASCOUL ANDASCIYR “'THEM 540
432 IF FACIMATHEN FA=FA+14GOSUB 27@
508 SLI=AID=D+(AS="L ")I-CA$="R ")>3IF DCBTHEN D=3
10 IF DD2THEM D=
S20  As='t
3@ U=@:GOTO 41@
s490 IF ASC2"T “THEM 62@
SS@  SL=33FA=FA-2
S6@  PRINT LEFTSCYS,Y+1);LEFTSC(XS,X+1);" % “;21F D=0
THEM PRINT "$GOTO 600
570 IF D=ATHEM PRIMT *{ I ""4GOTO 60@
2@ IF D=2THEN PRINT *U] 1] {] *"4GOTO 60@
S2@  FRINT 1§ @ **
602 H1=MIVYASYIMA=M14(CD=3)-(D=1))%23¥1=Y14((D=0>-(D=2))
2
6100 F=1
20 IF SL2@THEM SL=SL-131F SL=@THEN GOSUB 970:AS=''''2
GOTO 41@
620 1F M=RTHEN 93@
€42  IF M3>=SRAMDRNDC11>>.7THEN F=1
€50 IF F=ATHEN 77@
660  PRIMNT LEFTSCYS,FMY+#1);LEFTSCMS, MO, L W MM . . ";%
IF SMX@ANDMXD=XTHEN PRINT OO W I M . *
£330 SM=0IDY=MY+CMYIYI-C(MYCYISTF PEEKCSC+DY%AR+MXI D32
ORFEEK (SC+D'Y%4R+MX+1)CO32THEN 730
722 IF FEEK(SC+D'Y*4Q+MX+42) CO320RPEEK(SC+DY®*40+MX+41)
CD32THEN 73R
7200 IY=DY
T30 DY=MMECMXINA2D-(MMCX-1D31F ABS(DY-X)><=1THEN DY¥=DY¥
+CDYD10%2
742 1F PEEK(SC+My%224DY)CO320RPEEK(SC+MY%22+4DY+1)<>32
THEN 772
759 IF PEEK(SCHMY%224DY+22)C>320RPEEK(SC+My*224DY+23)
C332THEN 770
768 MM=DY
T7@  PRINT LEFTSCYS,MY+1);LEFTSCXS, MXOE 14 " ™ & [ § 1) :®
";3$1F SU=OTHEM %20
IF  ABS(X1-M¥)>1 OR ABSCYA-MYD>1 THEN 8220

-
0
D)

—_
S
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SH=17S=SR /42 S=5+(S*DED /10O MS=MS-INT(S+.3>3IF MS>0
THEN 829

PRINT LEFTSC(YS, MY41);LEFTSCXS, MO, &1 m .. "
TS=TS+1$M=03G0OTQO 93@

IF SM>@0ORRMNDC1)>.50RF=ATHEN 890

H2=Mxeva=rv

PRINT LEFTSCYS, MY+1DX;LEFTS(XS,MX);SIF MXCXTHEN
PRINT "0 B] B T2 *°;SV¥Y2=¥2+413X2=X2+13G0TQ 280

IF MM=0THEN 230

IF PEEK(SCH#HMY»%224MXK-1D=160THEN 930

PRINT Il O @ 2t *"; $X2=X2-1

SM=4

IF SM=@THEN 2330

SM=5M-1

IF ABRS(N2-XI>10RABS(YZ2-Y)ID>A1THEN 930
SW=12S=MS$S=S+(SH2%MD 1003 LI0=LI0-INT(S+.5)>

IF LIO2>@AMDFADATHEN 232

FOR I=1 TO 122@INEXKTSPRINT "L U W WU @ T HOU . AR
T "SPRIMT ", o a a S LAITIN"®"™MO

GOSUR 97@SPRINMNT O O **; $POKE 198,03END

1F DA=3THEM PRINT "l **;

PRINT LEFTS$(Y$,2);LEFTS(X$,14>"" F AT I GUEGWN
nuuEnnerFAT % oL

PRINT TABC14X™\ WO UND SUHUHHBMHNUHNIINGE"WON %

FRINT TARCA4DM A WG T W ITNE "LE"H
PRINT TABC14X"" T O T AL NNS
nmnwpnnn s

FRINT LEFTSC(YS,A7);LEFTS(XS,14>""Q &
(IR IO LI IN LI | NS RPN S URS T
|

PRINT *1 a4 a a a a a BB HIINE L .
A aa a2 o a a aaali”

LBSWMH"™
LAl NBWE
iy R ON | |
mumunn

FRINT "mpuunununmnnmIN-oooDooZsZoooaonn
mwwwn’';

IF M@ THEM PRINT "I MONSTERUUHNMNNINN
mnmnNAPPEARS?®"

RETURM

PRINT "L ¥ *";$D1=1% FOR I=1 TO LENCRSCRO))>
S$=MIDS$(RSCROD,1,12¢IF VALC(SSIZOTHEN FOR J=1 TO
VAL(SSOI$GOSUR 115QSNEXT

IF S$="I1 "THEMN Di=0

1F S$=""L °''THEN D1=3

1F S$="D "THEN D1=2

IF S$=""R "THEN Di=1

IF S$=""E *'THEN PRINT *® °*°;

IF S$=""0 ""THEN FPRINT '3 *';

NEXT$PRINT ' "*$GOSUB S7ASRETURN

PRINT . 1} *°;
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11602
117e
112e
1192
1200
121@

IF DAi=ATHEMN PRINT 'O
IF DA=A1THEN PRINT M
IF D1=2THEN FRIMT "4
IF DA1=2THEM FRINT ''HH

RETURN
IF S$=""0 "THEN

PRIMT

ChexSum Tables

DW=
P9 39

(S5 IS IR 3 |
D 9 0O 2

N L WN RO
9 e 3 I DI D

PN
99 3

M a W B3
DRI II

WM NMNMNNNMINNRE R R R R e e
m w

W
MmN =
30
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m
I B e

-1
o9

W)
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D e
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[FURNE 3 T TRV B B IS NS T 00 B o BV B BN B L) B oY
DO D209 90909 DY DIIIIIIIIIILI

T TS T TS [ G R R
WM = D WmKdDdA L
D ODO IO DD

De]

X)L

L
I
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Warlock

wooan sgB an iron ohest, i
§“ wnu want to oper L, (f-ges
gﬁ fhat Inuide s & magiv potisn
wok gqual graad i .

You Fecaver 31 siyeanstt popintgt?
{resgsure U
efis

<

5
ﬁgren h g3
ﬁnareg cotR

iPieft 2o cubt s Dodorwards?

CLASSIFICATION: Adventure

You have been cast into the world of the warlock, a time of
dungeons and dragons. The objective ofthe gameistolive as long
as possible but at the same time gather as much treasure as you
can. You will be confronted with monsters and creatures of all sorts
and you will have one of three alternatives: attack, retreat or use a
spell. Beware, spells are not always effective against creatures of
the night.
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PROGRAM

Variables

144

S
SP
TR
M
CO
HA
z

D

E
MH
MT
SS
1T
T

Strength

Spells

Player’s treasures

Monsters

Colours of monsters

Next event

Up or down stairs

Silently or noisily

Angry, friendly or dumb looking
Advance or stop

Coins taken by the monster
Metal spikes

Silver or gold

Monster's treasure



Listing

i@

0 o0
Q3

1092
110

120
130
1490
159
160
170

N o™
A W
o 3

COLOR4,7,32COLORG, 2,535=1004SP=8+INT CRNDC1O%#4>$TR
=0
PRINT CHR$CA™ ] 4 2 2 2 2 2 o a - = % . 0 & i
LI =2 .=
PRINT $PRINT ". . .l OU “VE .BEEN.LTRAN
SPORTE ME
PRINT ", W I
cAVES.™"
PRINT $PRINT ". . a LI VE . AS .LLONG.ZAS,
POSSIBLE.
PRINT ". T RE A S
MONSTERS.™"
PRINT $PRINT #PRINT #PRINT ". . . T LEASE . PR
ESS.ANY .KEY .TOL.START . "
GETAS$IF AS=""THEN 80
PRINT g *

E
OCK 7S .

= O
()
-+
L bt

H E R
A R L

I I NG
E o AND LWAKTITIULLTING ..

Print Message; Press Any Key to Start

S=S—-INTC(RNDC1)>#5>+131F SCATHEN 760

PRINT $PRINT "L 10 R E A S URE . § "TRSPRINT ", @
PELLS a a a* "SPSPRINT " ® T RENGTHLS
'S

PRINT "o ® C O RE o 4o a a & "TR*10+SSPOKE 198,90

M=INTCRNDC1>%13)>+1

T=INTCRNDC1O#20)+1

CO=INTCRNDCA1O>%7)+1

HA=INT(RNDC1)%6)>+1

PRINT $PRINT . . 1 D LEFT , 232RIGHT .O0R
a3>2FORWARD®S?™"™

GETASSIF AS$S=""""ORASC>''1 ""ANDAS{O™2 "ANDASCO*3 *
THEN 180

PRINT ", "

IF RNDC1><.15THEN GOTO 160

ON HAGOTO 220,340,460,460,1010, 1370

PRINT ™. o ol OU L. CANULWZWSEES.LWALFLTIGH
T a0OF o STAI RS.W.GOI NG™"™

Check If You Want to Use the Stairs or Move Into a Room

Z=INTC(RNDC1)>%2>+1
IF Z=ATHEN PRINT ", . UP WA RDS . 1 NTO.LW.TH
E.GLOOM. "
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260
37a
330
390
400
410

420
430
449

a g
0 )
20

146

IF Z=2THEN PRINT ". . D OWN LI NTO.L.BLATCK
NESS . "™

PRINT SPRINT "4 4 o ¥ 0 4. YO UL WTI SH.L
S E 4 THETM? "PRINT "4 a a a o a a a1 -¥%
a2 - NOa-*

GETASSIF AS="""ORASC>'1 "ANDASCD"2 "'THEN 270

IF A$=""2 "ORRNDC1>{.8THEN 100

PRINT SPRINT "L, . . % % LI H O OP S % % *

FOR I=1 TO 1@@@:NEXT

PRINT SPRINT "', . /O U . FELL .DOUWNGLWTHE
+« S TAI RS "

PRINT SPRINT ™. . S A STRENGTHULWPOINTS
«a TAKEMNLAWAY .,

S=5-53G0OTO0 100

PRINT . (FOU . CANLLWSE
PRINT ', = - WAN
I T .1 -YES.2-NODV>Y>?™"
GETASSIF AS='"""ORASID'"1 ""ANDASCD>'2 ''THEN 360

IF AS=""2 ""THEN 100

PRINT SPRINT ", . 1: HE . DOORLOPENS b
D=INTCRNDC1>%2>+1

IF D=ATHEN PRINT ', S 1
IF D=2THEN PRINT ", W I
K1 NG . "™

FOR I=1 TO S00INEX

IF RMNDCA1D<.7THEN 459

GOTO 19@

mo»
()]

E.A.DOOR. "™
T TOL.0PEN.L

a

-

N Yy .

L E T
THLALLOUD LWLCRENA-

Print ‘Behind a Door You Can See a Creature of Some Sort'

PRINT “, L FEHIND . THELDOOR=-"

PRINT ", L il 0U . CANWLSEE.RA";

E=TNTCRNDC1>%3>+1

IF E=1THEN PRINT N . A N G R ¥ **

IF E=2THEN PRINT ", F R 1 E ND L ¥ *

IF E=3THEN PRINT ", D UM B *

PRINT “, A LOOKING . ";

ON COGOSUB 1309, 1310,1320,1330, 1349, 1350, 1360, 1370

ON MMS0SUB 1160@,1170,1180,1190, 1200, 1210, 1220, 1230, 1

240,1250,1260,1270, 1280, 1290

MH=INT CRNDC1)%2)+1

IF MH=1THEN PRINT $PRINT ", . ifFE . ADV ANCE S
¢ e

IF [H=2THEN PRINT $PRINT . . (L E . S

PRINT $PRINT ", . 1 >ATTACK, 2
T a0RL3DIPUSEL.ALSPELL®"™

GETASIIF ASC™1 "ANDASCO"2 "ANDASCO"3 “THEN 580
IF ASCO™2 “THEN 640

T OFPS
JRET

T -
m
D




600
610
620
630

640
650

€60
670

6RO

<1 =1 =l =] -]
DI I e I S) N
[ RS R ]

-l
0
S

padals]
310
220
B30

840
850
pay=Ya)
370

RE0Q
8390
300
91e

PRINT SPRINT . 4 a a a Zfi=Z=2m/7 0 8"

FOR I=1 TO BBOINEXT

IF RNDC1DC.8THEN 100

PRINT $PRINT SPRINT ". . i E . DOESN“T . LE
T oaYOULANVYHOWW?! "$GOTO 570

IF AsS=""1 ""THEN 73@

IF SP=@THEN PRINT ". . i O U . HAVE LWLNONE.
"*$GOTO 570

IF RNDC1><{.35THEN 700

PRINT $ PRIMT "lu o o ¥ HE . SPELL o WORKE
D . "SPRINT

SP=SP-1%1F SP{STHEN PRINT . . EUT . ¥ O U “RE
a SHORT LAONLATHEMANOW. "

GOTD 3Sie@

PRINT SPRIMNT "k a o 3 HE . SPEL L . DIDN~"T
aWORK . "

PRINT "4 a4 AiT . JUST .MADE L HIMLWANGEG

RY . "

GOTO S57@

IF RMDCA1D<C.31ANDINTC(RNDC1)>#10>#10CSORRNDC(1)>< .28
THEM S@0

IF RNDC1D>C.8THEN 7390

PRINT "k '

PRINT 2PRINT *,. LA O U " RE . =M e=1 1

PRINT SPRINT "4 4 o a o ® = 5™ o ¢ "TR®10+S
END

‘You Are Dead’; ‘You Are Wounded'; ‘You Have Lost Your
Strength’

PRINT PRIMT "l o - O U 2 VE . BEENSLWWOU
N D E aAND . YOURLWSTRENGTH "
PRINT ", . HA S . BEENLWHALVED . "™
S=INTCS. 2D

IF INTC(RMDC1D)><.40RSSC>OTHEN 100

IF RNDC1>{C,.4THEN 870
MT=INTCTRAINTCRNDCAD®TDD$PRINT "4 o AL S O . THE
. MONSTERSAZSTOLE""™T"C OI NS L.FRDO
[

PRINT ", . Y OUR LWLPURSE . . . "

TR=TR-IT

TR=03G0OTO 100

PRINT . . FH L. MNO! A1HEALMONSTERALS
T OLELALLLAYOUR?™

PRINT ". . COI NAGE . . kADLJLUCK.™"™
TR=03G0OTO 100

PRINT "L *

PRIMT ™. . O E L L . DONE ! & "

D <
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920 PRINT SPRINT ", o o fOU . KILLEDSLHIM, "
320 PRINT ", A ND . HI S ';
3949 TT=INTCRNDC1>%2>+1

ase PRINT T'"C 0O I NS . OF "

.

=1y IF TT=1THEN PRINT ", . S 1 L VE R ';
970 IF TT=2THEM PRINT ", . G O L D ';
9&0 PRINT . A RE . NOWLWYOURS.?"

990 TR=TR+T

1090 GOTO 100

101@ IF RNDC1>C.3THEN 100

1020 PRINT ", . % % |lJH O O P S % %

1230 FOR I1=1 TO 1@003NEXT

19040 PRINT SPRINT ", . i O U . FELL LDOWNGLALP
) S I

105@ FRINT ', . ¢ T . T HE . BOTTOHmM";

1062 HN=INTCRNDC1)%3)

1270 ON HNGOTO 108@,1090,1110,1130,1130

1080 GOTO 460

1230 PRINT ", I S . NOT HI NG . "

11906 GOTO 1600

1110 PRINT ", 1 S . A . POOL . OF . ACI1ID?! ¢ »

1120 GOTO 76O

1130 SS=INTC(RNDC(1>%10)>+1

1142 FPRIMT "A R E "SS*M E T AL . SP 1 KE S t 1t =

115@ GOTO 799

1160 PRINT "D E T O G O R G O N ! "$RETURN
1170 PRINT "H ¥ D R A ! "SRETURN

118@ PRINT S E R P E N T ! "SRETURN

1130 PRINT "G I A N T ! "$RETURN

1200 PRINT "D R A G O N ! "2RETURN

121@ PRINT "J U B I L E ¥ ! *"4RETURN

1220 PRINT ""Z O M B 1 E ! "2RETURN

1230 PRINT "W R A1 T H ! “4RETURN

1240 PRINT "M I N O T AU R ! *"2RETURN
1250 PRINT "D E V I L ! *2ARETURN

126@ PRINT "W E R E WO L F ! **RETURN
12790 PRINT O R C ! "2RETURN

128@ PRINT "W AR L OC K ! *SRETURN

1298 PRINT "3 WH I T E . ";2RETURN

1300 PRINT "M B L A C K . |4 ";*RETURN

1318 PRINT °C O L OUR L E S S . ";2RETURN
1320 PRINT "M R E D . |4 ";4RETURN

1330 PRINT " ¥ E L L O W . (4 *;5RETURN
1340 PRINT "3 G R E E N |4 . ";5RETURN

1350 PRINT " P URP L E . (4 '";2RETURN
1369 PRINT " B L U E d "; SRETURN

1379 PRINT ", . 1O U CANLLWSEE.LWA";
1380 Z=INTC(RNDC1)>%2+1)

1390 IF Z=ATHEN PRINT ", WO O D E N *;
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1400
1410
1420

1430
1440
1450
14602

1470
1480

IF Z=2THEN PRINT "N . I R O N *;

PRINT . CHE ST . "

PRINT ", A 0 . YO UL.UWANT . TO0.0PEN.L
I T . . C1-YESaL.2-NOOD>"

GETASSIF AS=""0RASC>'"1 '"ANDASCO'2 °''THEN 1430
IF AS=""2 "THEN 100

Z=INTCRNDC1)>%10+1)>

IF Z=1THEN ? ", . FH . DEAR ! AT . U
Oo0BY L.LTRAP ED ! "7 "4 4 il 0O U 4
E . O0ONJLWPOI S N . GAS . "¢s=5-10

IF ZC3THEMN 10@

IF Z{8THEN PRINT ", Ao Ai T o WA S . EMPT VY . "2
GOTO 100

PRINT "o o a ®#HLAHA! A RINSIDES.LWI S . AL
MAGICLOPOTIONSLWWHTICH®"

PRINT . o Y OU . QUAFF .G6REEDTILY."
Z=INTCRNDC1)>%#20+16)

PRINT SPRINT "4 .

ENGTHLLWPOI

OUL.RECOVER?®"™2"S TR
S ! ! *$S=S+Z3G0OT0 100

Z)»
-t

ChexSum Tables

A WM

n

TA A WN P3O NI IIII

[
m
]

x) =]

N T T T U T
[ I T O B

QTN
0 -
oI

-
0
X

200
219
220
23e
240
250
260
272
220

3E29 29@ = 1287 s7e = 234@
= 3222 300 = 1921 580 = 3162
= 333R% 210 = 2665 599 11924
= 258% 220 = 2355 (=Y]4] = 2204
= 3435 3302 = 1487 £10 = 271
= 2770 240 1274 20 = 1106
= 2716 350 = 2162 632 = 2616
= 1143 260 = 2342 64 = 316
= 272 27Q = Elab:s [S¥atd = 2956
= 2472 2RO = 1226 (==Y 1176
= 4756 232 = 13216 870 = 249075
= 2282 490 = 1622 [=3:44) = 4646
= 1389 410 = 264R 620 = 534

1296 420 = 964 7A@ = 2583
= 1427 420 = 1120 710 = 2265
= 140 440 = 525 720 = 532
= 2804 45@ = 1648 730 = 2747
= 23744 460 = 1443 7490 = 1110
= 172 472 = 1317 7592 = 372
= 1551 4R = 1336 76Q = 212%
= 2aR4 43@ = 1545 770 = 2560
= 3544 500 = 122§ TR0 = 129
= 123% 51 = 352 790 = 6417
= 2868 S20 = 2612 ] = R4F
= 2624 530 = 4R20 210 = 2174
= 4113 =40 = 140% g20 = 1113
= 2241 558 = 2331 }23@ = 5915
= 1709 560 = 2087 R40 = 132732
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by
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1079
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o

]

[

1]

[ETN o D) B
[ T I O B BN BV I B
WWw @K Do D
M NN NI AW

1080
10932
11020
1112
1129
11320
1142
1159
1160
1172
1122
1130
1200
1212
1222
12329
1240
12502
12€0
1270
1282
1299
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Reel Thing

CLASSIFICATION: Gambling

Play a four wheel poker machine. You start withten dollars and can
win up to $2000. There are five different symbols — cherries,
grapes, pine-apples, watermelons and, for big dollars, dollar signs.
Spin the wheels andtry your luck. There are different combinations
in every game. Controls are £ to spin wheels and = to exit.

PROGRAMMING SUGGESTIONS

The odds ofthe wheels can be adjusted inthis game. New symbols
could be designed. Finally, the payout could be changed, for
example, if cherry, cherry, dollar, dollar was to pay $3@, then this
could be inserted after line 63:

If R(@) = @ and R(1) = ¢ and R(2) = 4 and

R(3) = 4 then W = 30
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Program

Variables
WH Weighting of each symbol on each wheel
R Symbol currently showing
SC Screen memory
CL Colour memory
CR Money
W Amount won
WT Weighting of wheel
FT Random function to select symbol
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Listing

Initialise Game and Draw Title Screen

12 YOoL R3COLOR@,2,6%C0QLOR4,2,65C0L0OR1,14,4
29 PRINT Ul o4 a a a =8 FP™= 4 F = a T a a aacrr-T

A A T AT 4T 4T 4T a f=Al

30 PRINT "4 o a a by 2 b= b oa oa
F=4 . . N

4n PRINT ", . ao . * % < + aa
.I.‘L‘-LA.L‘.I.A ‘_§.°"

se DIMMHC3,474DIMRC3)4SC= 1824‘CL 552964CR=10421I=0%
GNSUB 6RA4FOR I1=0 TO 33RCID=OANEXT

a a i

62 COLOR1, 2 ?‘PRINT "l!l L'J a o a if

== a oal FEEE=S =S

a PRINT"IJ!IIJI'-'-\'E'-IA-ili‘-%'n'-'-ili-.’l
T T T T T HERE L e B B

20 PRINT "M M MHESS%% %% aacili%%%%%iaail
e T e B T PR L S T e B

Ely PRIMT "M MM %S S%% %%l aadl%%%% %o all
Rl T T T I PP L L T R B

19202 PRIMT "M MM % %S % %l aasadld% % %% %l o aE
T T T T T DR L T " T S " HE

11@ PRINT "M B ML % % %% % aoall%%%% % . o:IE

LT T L PR H S L S S
128 PRINT "p1 M M ¥ = :

- em e wm O

13@ PRINT 4COLOR1,2,43PRINT “B M o o o ~ £ ~ o T O . P
LAY 4 a4 aaaaa"="a2aTOoQuUurrTr
140 GOSUBR 21@3G0OSUB 240

Get input

150 GETASSIF AS="""THEMN 15@

160 IF As='"= "'THEN 200

i17@ IF ASCO'£ "'THEM 150

iRe CR=CR-1$GOSURB 21935G0OSUB 2403GOSUB 28@2GOSUR 52803
IF CR=@QTHEM 200

190 GOTO 150

End Game
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200

24a

154

COLORA,ELPRINT "H U U W U U WU BB UYWL BNYUYWWY
WUOUMMMMHMEMUELL, oTHANK.LYOU.
FORLZWLPLAY I NG ! "SEND

Print Credit Rating

COLOR,13,45PRINT "H U W U U U W U W U KB E N8O Y
WM aaoaaCREDIT .96 .aaaaaalilinnnmun
n ";cr

COLORA,2APRINT "H U U U U U U U B U UYL OYEWY
BRI BN RN RMIBI MM BN MMM CR

RETURM

Print Payout

COLORY,13,43PRINT "H U U U U U W U UM M 8 WYY WY
R R R TR TR TR TR TR TR TR T T TG
YOUT .8 s s aaaaalllUBIUN"

RETURMN

COLORA,R4PRINT " M W U U W W W W W WYY WOWYY WY
TR R R R R TR TR TR TR TR T ]

(10N TN TN T AN T AN
RETLIRM

Spin Wheels

FOR I=1 TO 44COLOR41,10
PRIMT " (0 M [ *;4FOR K=1 TO S4FOR J=1
TO 431F I<=JTHEN PRINT "™ Bl B BJ BJ ™ " " " " ;¢
GOTQ 319
PRINT "M M MMl MMM
MEXTJSPRINT 4MEXTK
FRINMT "M U W@ MOUIM ™ $FOR K=1 TO S53FOR J=1
TO 431F IC=JTHEM PRINT LA M Bl B Bl % %% % ™ " "%
GNTO 349
PRIMNT *piMl MMM MN";
MEXT JSPRINT 4MEXTK
IF I=ATHEMN PRINT i [ (0 © (0 [ [ (3 0J 81 B} B} **; %
GOSUB 410
IF I=2THEN PRINT " W WU U UWWUBDMUONMNEEMNDMN
MoeMR T SGOSUB 410
IF 1=3THEN PRINT "B 1 8 1 (4 (0 @ &) &1 01 &) BI BRI DI
B RL BRI BRI R RERE MR T SGOSUB 410
1F I=4THEM PRINT " 1 [ 1 (1 O (1 3 01 B} BJ B1 B BRI BRI BRI M}
LTI O T T O O T TH T I VA T T VR T I TRR TR O T T I T I T
GOSUR 41@




33a SOUND 1,200,S53MNEXTI
420 RETURM

Select and Draw Symbol

410 WT=03FOR J=0 TO 4%LT=LT+LMHCI-1, IDSNEXT
420 FT=INTCRMDCAOI®IT+41)>27=0
430 FT=FT-LHCI-1,J>%1F FT<C=BTHEN RCI-1)>=J3GOTO 470
449 J=J41%1F JCA4THEN 439
450 RC(I1-4>=4
450 PRINT "B o a a a a4+ HINN
Mo+ oL +20m0nmn0nnun. ..
a a "SRETURN
470 1IF J>@THEN S00
420 COLORA1,1@,43PRINT ", . 4 o NN . L oL a
(UNN [ BN [ I 1 I | IR i L
430 COLORA,3,4SPRINT "M I HH U . o .U NN
a a a a a "TRETURN
son IF J>ATHEN %30
S10 COLORA,192,43PRINT ", 4 2 a o O MW HNUN . o % a a

.
»

520 COLORA,S,4SPRINT "M I H U .o e . IHUHNUNMN
A a® . .U L L o o o "IRETURN

530 1F J22THEN S6&0

540 COLORL,6,43PRINT ™. 4 4 4o BN LRV EL"

550 COLORA,S,45PRINT " B NN NN . . R ..y
A AR L aBHBUNN L o 4 4 o "$RETURN

560 COLOR1,3,63PRINT ™, . 4 4 s BB o B2 EZEY o0

»

57@ COLOR1,16,43PRINT "W H U H H I . YW@ . =p . uun
M. LS a0 . . . . o "SRETURN

Calculate Payout

5R@ L=a

53 IF RCAI=BTHEN W=L#131F RC1D>=0OTHEN W=W+1JIF R(2>=0
THEM W=L+421F R(3D)=OTHEN Li=Li+17

(Y]] IF RCAY>=1ANDRCA1D=1THEN W=LI+3SIF R(2>=4THEN L=W+13%
IF R(23>=1THEN LI=Li+80@

10 IF RCO>=2AMNDR(A1D=2THEN W=W+43IF RC(2>=2THEN LI=LI+60%
IF R(3D>=2THEN l=Li+20

620 IF RCAY=3ANDRC1)>=3ANDR(2>=3THEN LF=L+17631F R(3>=3
THEN W=LI+154

€30 IF RC(@®>=4AMNDRC(1)>=4ANDR(2)=4THEN WL=W+12031F R(3>=4
THEN W=Li+2000

640 GNSLUB 2603P=L)
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[3:9%]
6302
720
710
T20@

i@
20

140
15@
160
i7@
122
139
200
219
220
230
24a

156

IF LI>A@THEN FOR J=1 TO INT(P/10>3CR=CR+10QJUL=l-103
GOSUB 2203S0UND 1,990, 13NEXT

1F

L>ATHEM FOR J=1 TO LISCR=CR+1SUW=W-17G0SUB 2207
SOUMD 11,1000, 13NEXT
RETURN

Establish Weighting of Wheels

1HC@,8)=83LHC(D,1>=83LH(0, 2)=5514H(®, 3>)=35WH(D, 4> =1
LHC1,@3=431HC1,1)5=431HC1,22=351LMC1,3)=321HC1,4>=1
LHC2,83=32LH(2,1)5=431HC2,2)>=3451MHC2,3)=421LIH(2,4>=2
WHC3,83=231IH(3,13=43LHC(3, 2)=331LHC(3, 3)=52UH(3,4>=1
RETURM

ChexSum Tables

2040
S176
4248
a7ea
5489
7613
€157
6157
6157
6157
6157
€661
3234

672
1212

219
1141
227

s26
4714
2284
2m28

143
s181

250 = 143
260 = 3062
270 = 143
28@ = 1179
29 = 5352
200 S67
310 = £97
320 = S223
230 = S67T
298 = 637
350 = 1670
2E/@ = 1944
370 = 2402
28@ = 2962
23@ = 25%
@ = 143
4a1@ = 237S
aze = 1921
430 = 3786
4498 = 1443
a5@ = 718
460 = 7048
410 = 777
4%@ = 2756

430 =
sea =
518 =
sz =
530 =
san =
550 =
s60 =
7@ =
sre =
sae =
coea =
610 =
620 =
630 =
£40
31
€6@
(]
(31
(=T
700
710 =
T2 =
TOTAL

nou

1]

t

3514
778
2387
sn44
779
2539
4673
2570
sa20
216
€033
s293
s293
4523
4556
725
4205
4136
143
2673
2680
3681
3ER4
143
222653



Road Patrol

CLASSIFICATION:  Shoot Up

Move your vehicle left and right along the bottom of the screen,
avoiding the aliens’ bombs descending upon you. You can fire at
the aliens by pressing the SPACE bar. Move left and right using the
I and P keys.

PROGRAMMING SUGGESTIONS

Increase the speed of the missiles so that the player’s reactions
have to be swifter. Occasionally place barriers around the patrol
car so that it is paralyzed.
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PROGRAM

Variables
PAS Patrol car
SAS Alien ship
MS Missile in flight flag
SV Start of screen
SC Score
K1 Start of machine language routine
E Flag to indicate end of game
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Listing

n
9

LW
23

o =] M
23390

190

NN
SYREIVIN " B
N 3323 I

WwWwNm MmN
LRSI 0 IRV I BN B L ) B N
D I T B B IS B

w
)

REM ROAD PATROL

RESTORESFOR I1=1 TO 404LMS=LMS+'", “4NEXT4PAS="\ & &
TR oMU nn.Le Lo UILTS="

FOP 1=1 TO 2233LTS=LTS+p] "SMNENT

FOR I=1 T0 422J$=J5+p) "SNEXTSFOR I=1 TQ 253HS=HS
+U0 USMEMT

RTS$S=", 4 a a a a "$K1=12P00235VU=3072

ﬁlgad In Machine Language Program; Define the Ship and
ien

FOR 1=0 T0O 10$READASIFOKE 12020+1,ASNEXT
PRIMNT [ ";$G0SUB 42045AS=", C e ® ® ® > . '

GOSUBR 42R3PRINT "L *;

PRPINT *, ";$E=04P0=174PRINT LTS$;LEFTSCLNS,PQO);PAS;$
F=P3F 1=R3$R0O=2

Ms=asrL=n

FRIMT "B ";"S C O R E $ . ";3$PRINT USING"™# # # '";SC
;$A=PEEKC138>21F A=33THEN GOSUB 190

Main Logic Loop; Move Your Ship Backwards and Forwards

IF A=41THEMN GOSUR 22@

IF A=6ATHEM F=1

IF FTHEM GOSLIRB 25231F ETHEN GOTO 2@

GOSUR 21@

JC=IMTCRMDCADHLVISIF JC=A1THEN Fi=1

IF FATHEM GOQSUR 23AJ1F ETHEM 9@

GOTO 119

FRINT LTs;$S¥S K1

IF PODATHEM FO=F0-1

PRIMNT LEFTSCLMS,PQD;FAS; SRETURN

PRIMT LTS;$SYS K1

IF POCRSTHEMN FPO=FO+41$:PRIMT LEFTSC(LNS,PO);PAS;$
RETURNM

PETURM

IF MN3=1THEM 27@

FT=F0+2.P=2A21S=1

POVE TM,323TMN=CSV+(R®4AD+PT >

IF PEEKCTIMDCDI2THEN GOSUR RAATE=1IMS=0BSRETURN
IF R=QTHEM MS=@JPOKE TM,32:F=03RETURN

POKE TM,2033R=R-1SRETURN

IF CO=2DTHEM GOZUR 570

FRIMNT i "";LEFTS$C(HS,ROD;LEFTS(JS,C0>;SAS;3C0=C0+1°
RETURM
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Alien Drops Bombs On You; You Fire Up at Alien, Check for

Crash
230 IF ML=1THEM 350
240 ZN=CO+24PF=RO+141ML =1
350 FOKE RD,224RD=SU+CFPF%*40)+2ZN
260 1F PEEKCPDYCDR2THEN GOSUBR S4042E=14RETURN

27e IF FF=24THEM ML=0%F1=Q$RETURN
g0 POVE RO, 2033FF=PF+1$RETURMN
230 FOR TI=1 TO 1S$FOR J=1 TO 2@3COLOR4,1,4sNEXTSMNEXTSE

=1
Relalal FOP 1=33@ 70O 1@233S0UND 2,1, S4NEXT
410 SC=3SC+2A2C0L0OR4,1,3233COLORO, 4, S4RETURN
42 PRIMT L "";TABC12D>;"P A T ROL . CAR "
420 FPRIMNT SPRINT $PRINT "A YV O I D . THE L. ALTIEHN

-

ST NGLITHES.LWLI A KEY . T0.MOVE s
PRINT

449 PRIMT L EF T , o THE . P .KEVY .TO0O.MOUV
E LA RITIGHT LANDLWTHE . “4PRINT

450 PRIMNT S FACERAR LTOL_FIRELLWLAT . TH
E.ALIEM.GOQOD LLUCK ! “SPRINT &
PRIMT 2PRIMT

460 PRIMT TABCRI;"P R E 8 S . RETURNL LATO.STA
PR T ';

47a GETASSIF ASIOCHRSCA13DTHEN 470

420 RETURM

430 PRINT "WEMTERSLWLLEVEL .OF .DI1IFFTI1C
UL TY iR -EASY .1-HARD® ;

atalal GETASSIF AS="""THEN S0Q

19 IF AsSCa ""ORASD™3 “'THEMN S00

520 LVY=YALCAS)ISRETURN

3e DATA162,79,163,32,157,152,15, 202, 208,250, 96

540 FPRIMT "B ";TARC12);"M P A T ROL .CARDETST
R QY ED = ";$SC=8C~-102

S50 FOR I=1 T0O 1@$SQUND 1,S,R4SQUMD 2,5,44NEXTSFOR I=1
TO 10@2¢MNEXTSCOLOR®,2,54C0OLORA, 4,5

560 PRIMT "B ";TABCL12);"™a 4 a 2 4 2 2 4 2 2 2 2 2 a a a
a a a a ";IRETURN

S7Q PRIMT "B ";LEFTSC(HS,RQ);LEFTS$CJS,COd;RTS;

) PO=IMT CRMDC1)%2@>31F ROC=1THEN SRO4ELSECO=1

2 RETURM
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ChexSum Tables

10 = 21@ = 1402 410 = 2154
20 = 62 220 = 77 420 = 1764
20 = 113 23e = 2159 420 = 4225
4an = 26 240 = 142 440 = 2485
=0 = 29 250 = 272 450 = 4251
El = 217 260 = 1656 460 = 2324
Ta = 2497 270 = 2199 470 = 1707
20 = 224 220 = 2644 4320 142
20 = 4485 290 = zZ17@ 490 = 2682
109 = R®S5 200 = 1399 s00 = 1212
1140 = 4704 210 = 1067 =10 = 15230
129 = 375 2E0 = 2192 s20 = 1236
1230 = a7a 220 = 272 =30 = 23201
140 = 1639 240 = 2026 540 = 2869
150 = 235 250 = 2125 550 = 4261
160 = 2447 2E0 = 2158 =60 = 2126
172 = 1209 270 = 1809 =70 = 2mg4
180 = S26 20 = 1557 s20 = 2113
190 = 770 290 = 2292 590 = 143
200 = 1459 400 = 1766 TOTAL = 120540
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Letterbox

CLASSIFICATION: Educational

Catch the falling letters and post them in the letterbox on the left. If
you do not catch them, they will go into the dead-letter box on the
right. If you fill the good-letter box before the dead-letter box, then
you will go to the next of the five floors. However, should the dead-
letter box be filled first, you will go back to the previous floor. The
letters fall faster for each higher floor.

Move the mailman left and right with the left and right cursor keys
prior to the letter falling. When the letter is falling the mailman can
only be movedright by pressing the key that matches the letter that
is falling. To move the mailman left, use the same key andthe shift
key.

PROGRAMMING SUGGESTIONS

Have more than one letter falling to the ground and award bonus
points if the player catches the letters.
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PROGRAM

Variables
AS$(24) Random letter table
A$(0) Used for mailman movement with cursor key
C$ Colour table
LM$ Left facing mailman
RM$ Right facing mailman
LV Floor level
S Sound register
SL Good letter stack (number from top)
SR Missed letter stack (number from top)
X4 Horizontal location of mailman
DX Direction of mailman
N Number of dropped letters
K Row number of dropped letters
M$ Key pressed
M ASC value of pressed key
K1 Screen location for stacking letters
F Colour of dropped letters
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Listing

10 REM LETTER BOX
Define Variables; Draw the Post Office
20 vaL =
29 RliE S SHUBURBORUNORURBORUNBORORUBUNORUNUNORORUNORUNORU]
W o
49 BLS=""1 D] M1l M Bl M a4 4 4 a a 4 a 2 a a 2 2 a a a a a

"
A A 4o A A A A A A A A a a a a a

59 Ris="sipipl UMMM UHNHMMNEYNNMNN
LI IO TIN TO TR TR T T T IR IO R TR TR T T T B

&2 DIMASC2453ASCOI=""1] ""Cs="M A A RRC LD R "

T2 LMs=""w o . W HH4 . WHNI.L"RMS="g o oNN .
FUO N Lk rILV=1

gQ SL=2@3SR=21¢XA=INT(RNDC.)>%8>+103DX=1

Eld IF LVCATHEM LV=1

12a IF LVUDSTHEM LV=S

11@ GOSUR 340

120 FOR L=1 TO 242AS(LI=CHRSCINTC(RNDC.>%#26+65)>D>SNEXT
132e PRINT LEFTSCDNS$,21)RIGHTS(RTS,X1)RMS;

1492 E=INTCRNDC.D%4D>+13F=E46—-LV

i5e FOR J=E TO FIPRINT "B M M M MM 4 4 4 a4 a4 a a a a a

.
A & & A A A A A A A A A A s a a

160 M=@3FOR I=1 T0O 24

i17e GOSUB 449

ize PRIMT "8 [ *"MIDSCCS,J,10TABCI+5)ASCID;

i9e MEXTSMEXT

200 PRIMT 8] **; ¢N=INTCRNDC.)>%24>+1

21@ FOR K=1 TQ 22

22a PRIMT LEFTSCDMNS,KI)TABRCS+ND . [ I] "MIDSCCS,F,10ASCND
S URE

23a FOR T=1 TO 285-CLVUR12>INEXTSGOSUB 440

249 IF SL=@THEM LV=LV+1{N=SR$GOSUB 7@87GOTO 20

25e IF K=23THEM 120

260 NEXT

27e FOR T=4+M 7O 32

280 IF T=X1THEM GOSUB 51037T=T+13G0OT0 200

232 PRINT TABCTDO'", "MIDSC(CS,FI>AS(NISPRINT O **;

270 MEXT

210 GNSUB 76@

220 IF SR=@ATHEM LV=LV-1¢N=SL$GOSUB 73083G0OTO0 20

39 GOTD 120

34e COLOR®,7,53COLOR4,7,S5SPRINT L4 *

pal] PRINT Ul I3V 4 o o« W a4 a a a a a a 4a aa

A a4 a4 a4 a4 s s a s aaa @Dl oL N"”
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410
42
420

700
740
720
739
740
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FOR I=1 TO 22
PRIMNT "M@ LM EE® L 4 4 4 a a a a aaaaaaa
A a4 a4 4 a a a a aaaasDHBIES®™

NEXT

FRIMT ™I B 4 4 4 a a a a a a a 4 a a a4 a a a a a a

1]
A A A A A A A A A A A A A a a a a

PRIMT "4 @ 4 a o a 2 a a a a a a a LETTERULB
OX auaasaaasaFloo < a LYy
FRINT LEFTSCDNS,210"p 0l B L. E=E;
PRINT LEFTScBLS, 20N I
RETURM

a
-

LEE =

Move Mailman Left or Right, Depending on Key Pressed

REM MOVE MATLMAN

GETMSSIF MS=""""THEN 540

IF MS$=""Q1 ""THEN PRINT 'L *"SEND

IF M$=ASCNDTHEN MM$=RM$$DX=1$G0OTO0 510
M=ASC(MS$>$M=M-128

IF M=ASCC(ASCNI+CHRS(AIDTHEN MM$S=LMSSDX=-13GOTO 510
Ms$="""SGOTO 5S40

PRINT LEFTSCDNS,210RIGHTSC(RTS,X1OMMS;
K1=X14DXS1F XA1CSTHEN X1=5

IF XA1D23THEM X1=29

IF KC200RK2>22THEN RETURN

IF DX=—41ANDC(XA1C(N#3)>0RX1D(N+3D>>THEN RETURN
IF DX=1AMDCXA1C(N+4)ORX1D(N+EDDTHEN RETURN
FOR T=%4N TO S STEP -1

PRINT LEFTSCDNS,22>TABRCTOMIDSCCS,FIASCND'O **LMS
NEXT

FOR T=5S TO 2 STEP -1

PRINT LEFTSCDNS,22)TARCTOMIDSCCS,FOASCND* . **
NEXT

PRINT LEFTS$CDNS,22)TABRCSO*O *'LMS

REM GOT LETTER STACK

FOR K1=30744SL %40 TO 3074+20%40 STEP 40

PDOKE Ki4,PEEK(K1+40)

NEXT

POKE K1,323SL=SL-1

N=1$GOSUB TORSK=233X1=53RETURN

Make Sound for Dead and Live Stacks; Put Letter in Dead
Stack

REM SQUND
SOuUMD 1,25,25
RETURN

REM SQUND
SOUND 2,5@,15




750 RETURM

760 REM MISSED LETTER STACK

770 FOR K1=310@5+SR»*490 T0O 3105+21%40 STEP 40

TR POKE K1,PEEK(K1+4Q)
790 MEXT

b:4val] POKE Ki1,323SR=SR-1
210 N=1$G0OSUB T72@SRETURN

ChexSum Tables

10 2 280
20 = 277 2992
22 = 1061 200
49 = 2317 2102
S50 = 2115 32@e
ea = 2588 33a
Ta = 47990 240
rQ = 3119 352
=l = 1126 260
100 1128 37e
110 293 20
i2e = 3090 290
i13@ = 1826 40@
14 2327 41
i5@ = 241R 420
160 1116 430
170 = 302 44
180 = 188%% 450
1392 2202 46
200 = 41767 470
21@ = 710 4@
220 = 3059 490
2320 = 2037 lula
249 2921 510
250 = {393 520
26@ = 131 s30
272 = ar4 54

L1}

2318
1381
131
3e3
2939
527
1528
2171
T2
2957
131
2111
3765
1859
1523
143

1232
1435
2647
1421
2667

294
1833
1946
1197
13Re

117530
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Ganymede

CLASSIFICATION: Strategy
The purpose of this game is to run a small moon base on Jupiter's
satellite, Ganymede. You must attempt to set up a mine on
Jupiter's surface and collect the valuable ore deposited there.

This treasure means life to you as you must sell it to Earth to
obtain money to buy supplies and the vital oxygen which your
people need. You must also build more mines as they can be |
destroyed by storms on Jupiter's surface. Canyou sell enough ore |
to Earth to buy the oxygen you need, or will you suffocate?

Commands are:
Import oxygen from earth.
Build spaceships.
Load spaceships with mining equipment and personnel.
Send your loaded ship to set up mines.
Recover some mined ore from the surface of Jupiter. ‘
Sell recovered ore to Earth.

ISEECAIE SIS R
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PROGRAM
Variables
M

170

Mines

Money

Ships

Ships loaded
Ore held

Ore on planet
Population
Year

Oxygen

Total ore sold
Fuel

Number of aliens




Listing

1]
3

100
11@

i2e
1320

REM GAMYMEDE

MI=23M=20005S=1$L =03 0BR=0
OM=asP=503¥Y=030=200
DEFFNRCRD=INT(RNDC(R)>#R+1)30S=90
COLOR4,7,44C0LORO, 13,3

Clear All Variables; Print Instructions and Supplies

PRINT "L . % % _. GANVYMETDE . % %

PRINT SPRIMT "Hi ¥ E A R 4 4 a a a a o a a "'2000+Yv2
PRINT "B M O NE VY o o a a a a a a'M

PRINT "I P OP UL ATTI ON . . . "PSPRINT "2 0 X
Y G E N . 4 2 a a a a0

PRINT 8 O RE . HE L D o a a a a "OB2PRINT "OR E
aOM . PLANET "OM

PRINT ™I M I NE S 4 a a a a a a a "MI

PRINT N S HI P S 4 4 a a a a a a "S2PRINT "S H I

PS .LOADED.L"L

PRINT SPRIMT i I NS TRUCTTI ONS
PRINT @2 1 . O X V¥ EN®™",n 2 .BUI LD"™,". 3
aLOAD"™,"™@ 4 . I NES "™

PRINT " S . R E C VER®™,"™@ 6 . S
PRINT SPRIMT |2 7T ¥ PE . I NS TRU
GETASSIF AsS="1J ""THEN 13@

IF AS<*"1 ""ORASD>*E '"THEN 1S@

PRINT *L, *"$0ON VALCASIGOSUR 260,430, 480,540,670, 2303
PRIMT " P RE S S . A LWLKEUVY"

GETASSIF AS=""THEN 1RO

“»
-
-

G
™M
Q

Print Report for Game, Amount of Oxygen Left, Supplies
Used

PRIMT *li A o a a REPORT . FOR LY EAR "2y
=Y +1SPRINT

R=FMPC(P “2>¢F=P+R$FPINT "m "R"C HI1 L D REN . WE
P E . BQOPR N *"$0=0-P

IF OCZFPTHEM PRIMT ''m '"P-0'"P E
PRINT "0 F . 0O X ¥ GE N . S
=0

IF MI>AANDFMRC1A>=1ATHEN PRINT "I M I N E "FNRC(MID"
HWAS .DESTROQYETD "$tMI=MI-1

IF MI>@ANDFNRC1@ID>STHEN 220

»

o
—
m

0O PLE D 2
TARVATTI ON**"P
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240

450

ac@
470
az@

IF PC2THEM FPRIMT SPRINT I3 L I F E o ON . B ASE

A a4 2 a4 a 2 a a aaEXTINGUTISHETD "™

GOTO 322
IF MI>ATHEM R=FNRC(MI®*4D%FNRCMIDSPRINT @ '"R"K

-

G

,

)

a0F LA 0ORE A WERE "SPRINT "M 1 N E D "$0M=0M

+R

IF O32222@THEM PRINT AN T HE . GOV ERNMENT

I

IGOT0 3202

R=FMRCPISPRINT "N "R"U N 1 T S .
“"SPRINT . WERE . RECUVYCL
IF F21, 23C=00RFMR(SICITHEN 330

oF
E D "S0=0+R

AS A ALL LATHEU LWORE LWLIT LJWANTS

- 0XY¥Y GEN

hj
FRINT SFRIMT "R T HE . PEOPLELLWLREWVOLTE

D
IF M2anANMDPCTSTHEMN 320

PRINT " T HE Y . OVER-RANL.LWLTHE L.BAS

E . AND.LAKILLEDRALY OU "SG0TO 92

(9]

PRINT SPRINT "3 ¥ O U . ST OPPEUDLLTHET "N

=M-2003P=P-FNRC(P//2)¢PRINT "8 T HE R E . WERE

CASUALTTIES:?""™

FRINT $PRIMT 4PRINT [ P R E S S

GETAS$21F AS="'"THEN 24@

GOTO 6@

PRINT "2 4 4 a o a a a a O X V¥
U .HAYE"™O“WNTITS:®*

R=FMRC1S5)+1S54FRINT 2PRINT " C O S T "R'"F O R
I PP I NG ?"™

R1=FMR(2>+1$PRIMT A N D "RA"P E R . UN I T

FRINT $IMPUT "I B UY . HOIW . MUCGCH *;N
IF N=@THEN RETURN

IF N®#R1+4RD>MTHEM PRINT “"[IN O T . ENOUG H

N E ¥ *4G0OT0O 370

M=M-CMN%R1+RI20=0+M

RETLIRM

a AL KEY

D

E N "$PRINT

N

g ¥ 0

-

"wa
v

S

H

a Mo

PRINT ™. 4 a4 a a a a a A SHIPS "$PRINT A Y O U

aHAVE "S"S HI P g *

P=FMRCASO+1SIPRINT "B C O S T "R"I N . LABOQU

aAND . MATERTIALS™"™

INFUT "B B U T LD . HOUWLMANY ";NAIF N%RDM

THEN PRINT "R M O T . ENOUGHLWLMONTEYVY
GOTO 450

M=M-RXeNSS=S+N

RETURM

wa
v

R

PRINT "4 4 a4 a a a a a A S HI P S "spRINT @ ¥ QU

aHANVE “SSPRINT L''A RE . LOADETD "
F=FNRC1QD+25¢FPRINT $PRINT "W C O S T S “R"T O
AD o A "SPRINT “"S HTI P "

INFUT "L O AD A HOWLWMANY “;NSIF N+L>S
THEN PRIMT "f M O T A ENOUGH LWSHIPS
GNTO SAQ

"wa
v

L

lu]




AN
w N
Do

in
5]
9

[0 |
- M
9 93

o
0
9

M mn
(D]
93909

IF R®*M2>MTHEM PRINT "N O 7T . ENOUGH .OMONEY

"*$GOTO See
M=M-R®MSL=L N
RETLRM

Send Ships to Set Up Mines; Check If Any Ships to Send

FRIMT " ¥ O U0 . HAVE LS HI P S "$PRINT "L O

ADED .. ANDLREADYVY "™

INPUT "@ S END . HOWLWLMANY ";NJIF NDLORP/2

ZNTHEM PRINT "3 T 00O . MA N VY "$GOTO 550
IF M=ATHEN RETURN
L=L-N

PRINT $¢PRINT "R HOQOW.O.MUCHLLWFUEL .

a a a alMI S S 1T 0NTSINPUT F

FOR

a

IF F2MTHEN PRINT "R MO T L ENOUGH.LWMONEYVY

»:60T0 S0
M=M-F
R=2/(FMRC4)4.5)41F R*10®NC=FTHEN &50

FRINT **@ M O T . ENOUGHLLWFUETL "$R=

®1O%MN-F D 7AADISTF R=ATHEM R=1
IF RZMTHEN R=N

INTCCR

S=S5-RIFRINT "\ "P"S H 1 P S . ARE . STRANDE

D "IMN=M-R

FRINT SPRINT & "N"M I N E S . WE R E "$tPRINT "E

TABLI SHEDLZWONMLGLGALGSLSGGIGEGILGALSL-23
TER™

MI=MI +MNSRETLRMN

PRIMT "N ¥ O U0 . HAVE "S"S HIPGS®"

JuPI

INPUT S E M D . HOWLZMANY *";NSIF N>SORP/2CN

THEMN PRIMT "2 T O 0 . M A N VY "$G0TO 680
IF M=ATHEM RETURNM
IF N2S-LTHEMN L=S-N

PRIMT SFRINT " H O W LW MUCHLLWFUEL .

a a a aMI S ST O0NTSINPUT F

F OR

s

IF F2MTHEM PRINT "B N O T . ENOUGH .. MONEYVY

"eGOTO 710
M=M-F$IF OM=OTHEN R=@3G0OTO 2920
R=FNRCOM*2> sOM$1F R*1Q%NC=FTHEN 780

FRINT “q NOT L. ENOUGHLLFUEL "tR=

#1A%M-F ) 71ADSIF R=ATHEN R=1
1IF R>MTHEM R=N

IMTCCR

S=5-R¢PRIMT "N "R"S HI PS . ARE .S TRANPDE

D "IN=N-R

R=INT (N®1Q%R+ . 5)

IF R2QMTHEM R=0M

PRINT @ "P"K G 2 S . OF . ORE . WERE
FRINT "R EC OV ERETD"™

OM=0M-RS0OB=0B+R

"na
v
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o

2 RETURM

3e FRINT "4 a a @S ELL 4 4T O LW .BEARTH" ™S
PRIMT SPRINT ¥ O U . HA WV E "0OB""W G 7 S "¢
FRINT T 0 . S E L L *

40 F=FNR(S>#SSPRINT "B T HE . GOV ERNMENT L. P

A Y S “FSPRINT P E R o K G "¢R=FNR(20>+253R1=FNR(

342

850 PRINT "B T RANSPORTATIONLLCOSTS "

PRINT R™F O R . F U E L *"SPRINT "8 A ND "RA"P E R

n N

o K G "SPRINT "OF . ORE "™
ge0e PRINT “l# HO W . MUCHULWLDOLYOU.LWANT "
INPUT T O . S E L L *;N
g70 IF M20OBTHEM PRINT B Y O U . DON T . HAVE .
-

THAT . 4 o MUJCH™GOTO 860
’g@ IF N=@THEN RETURN

290 IF RA®N#RIMTHEN PFRINT " N O T . ENOUGH.LWMDO
M E Y "$GOTO R60

[ OB=DB-NSM=M-CRA%N+ROISPRINT "3 T HE . G OVERNM
ENT L. O0OF "SPRINT " EARTHI® . THANKS ..

Y aou-*"
Q19 M=M+F*%MN$O0S=0S+MNSRETURN

Print Message Thanking Player for Saving the Planet

0
N
9

FOR I=1 TQ S@@@tNEXTIPRINT "L T HE . GOV ERN
MEMNT oA OF o a a a a®@EARTHENALWTHANK
s . Oou -

30 PRINT "F OR . YOURLWOSERUVICE .OQOF "vS
FPRINT Y E A R & *

QQqe PRINT $PRINT "R ¥ O U . MADE . £ "MPRINT ¢
PRINT *§ A N D . S OL D *™0S"™ G 7 S "SPRINT "0 F .

ORE ™
Q50 EMD
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ChexSum Tables

12 = 4] 3320 = 1587 €50 = 4369
20 23m3 240 = 1214 6EM = 9329
30 = 1749 25@ = 476 670 1640
49 = 2492 260 = 2942 [=3:34) = 4673
514 = 1121 370 = 2411 €20 = 757
X4 = 1401 220 = 4406 700 = 1506
70 2139 330 = 757 710 = 3244
20 2607 400 = 3503 720 = 2875
20 = 2125 410 = 13963 730 2332
100 11R81 420 = 143 749 = 2016
1102 = 2794 432 = 29S8 750 = 4671
12@ = 1706 440 = 40RR 760 = 932
130 = 2481 45a = 5259 ded <l 2530
140 = 482 460 = 1528 780 = 14402
150 = 1311 470 = 143 790 = 1154
160 = 1533 420 = 2874 200 = 2947
179 = 4156 420 = 3R73 210 = 1589
120 = 1212 fafald = 4353 r20 143
199 = 2781 =1@ = 2127 2320 = 4728
200 = 4752 s20 = 15A2 240 = EE25
210 = 5301 =20 = 143 |50 = 6084
220 = 5434 sS40 = 244g 260 = 2925
23n = 17491 S50 = 42120 270 = 2298
240 = 45823 SEQ = 757 b:3:4% = 757
259 = BBTE 570 = S8R 290 = 2502
260 = 5561 520 2116 200 6564
270 = 519% s3a0 = 2872 31@ = 1791
220 = 2181 Xl = Sg@ 320 = S5508
2an = 2033 £10 2270 aze = 2623
302 = 1437 2@ = 4671 2A4a = 4353
310 = 4425 ¥cla = 292 ase = 129
220 = 6RA1 40 = 2530 TOTAL = 270053
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Snakepit

CEEEE .
e b erecereeeend

2888983889983&&&

£
€
8
B
g
B
it
2
4]

CLASSIFICATION: Evasion

You are one of two snakes placed in a pit, each trying to bite the
other’s tail off. The other snake can be either the computer or
another opponent. Biting your own tail, turning back on yourself
and running into the wall are all fatalto you. Try to block the other
snake's path so that he runs into your tail. Seven bites of the tail
determine the winner of each game. It is not necessary to hold
keys down or hold the joystick in a fixed position, as the snake will
continue travelling in the last direction it was pointed. For player 1
the keys to move up, left, right and down are W, A, § and Z. For
player 2 they are |, J, K and M.

PROGRAMMING SUGGESTIONS

Give the opposing snake intelligence so that he can counteract
your moves. Place obstacles on the board at randomto make play
more difficult.
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PROGRAM

Variables
CO Color offset address
UL Left joystick
UR Right joystick
X1 Left joystick X direction increment
Y1 Left snake Y direction increment
X2 Right snake X direction increment
Y2 Right snake Y direction increment
Pl Screen location of left snake
P2 Screen location of right snake
N Number of players
F Speed variable
S Left snake score
S2 Right snake score
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Listing

ie
20
30

W W wwwWwnN
A WN KL OW
339300380

W
a
S

360
2370
3%
390

REM SMAKEPIT
VoL 8SGOTO 7820
REM GET DIRECTION

Scan Both Joystick Ports and the Keyboard; Call Move
Snake

IF N=1THEN 60

1F JLC2OTHEN 130

JL=JOov (1D

JL=1S-CJLANDAS)D

IF JL=@THEN 1390

IF JL=1THEN X1=Q3¥1=-1$GOTO 290

IF JL=2THEM X1=03¥1=13G0OT0 290

IF JL=2THEN X1=1$Y1=0$GOT0 290

IF JL=4THEMN X1=-13Y1=Q@3G0OTO0 290
JL=A3 IR=J0Y (2D

JR=15-CJIRAND1S>

IF JR=@OTHEM 200

IF JR=ATHEM X2=0$¥2=-13G0T0 290

IF JR=2THEM X2=Q$¥2=1{G0OT0O 290

IF JR=82THEMN X2=13Y2=03G0T0 290

1F JR=4THEN X2=-13¥2=03G0T0 290
GETASSIF AS="""THEN 290

IF A$="1 *'THEN X2=03¥2=-1${G0OTO0 230
IF A$=""L] ""THEN X1=23V1=-13G0T0 290
IF AS=""1 "THEM X2=03¥2=15G0T0 290
IF AS$S=""Z *"THEN X1=03¥1=13G0T0 290
IF AS=""K *""THEN X2=13¥2=03G0T0 290
IF AS=""3 "THEN X1=13$Y¥1=0{G0T0O 290
IF AS$=""1 “"THEN X2=-13Y2=05G0T0 290
IF AS=""A "THEN X1=-1$¥1=03G0T0 290

Plot the Player on Screen and Check for Collision

REM PLQOT PLAYER POSITION
P1=P1+X1+(¥Y1%4A>3P=P13S=136G0SUB 380
IF S=0THEN 973@

IF N=1THEN GOSUR 61@
P2=P2+4X2+(¥Y2%40)>SP=P25S=23G0SUB 3890
IF S=0THEN 99@

POKE P1,81$P0OKE P14CO,2

POKE P2,873POKE P2+4CO0,S

FOR T=1 TO FX*F+F%20¢NEXT$GOTO 30
REM CHECK FOR HIT

IF PEEKC(P)Y>=32THEN RETURN
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ane
410
42
432
440
450

550
560
570
580
530
600
610
620
630
649
[Shal}

FOR 1=5 TO 1 STEP -1$COLOR4,1,33GOSUBR 580
POKE P,R13F0OR T=1 T0O BOINEXT

POKE P, 813$MEXT

IF S=1THEN S2=S2+13S=0

IF S=2THEN S1=S1+1$S=@

FOR T=1 TO 20Q$NEXT

1F S1CTANDS2CTTHEN RETURN

Print Out Who Won the Game and Prompt For Another

REM WINNERS ROUTINE

GOSUBR T20IPRINT "M I MM P LAYERLLWLS . .NM
UMMM MMRRMMABPLAYERLLZS 4 .
PRINT K 1 4 *"SPCC1@>S1SPC(24>""[] *'S2

IF SACS2THEN M=2$PRINT ¥ 11 0 **

IF S2CSATHEM N=1$PRINT °°i§ |4 r§ **

PRINT "W MU UMMMMEMUMNMEBHMEUWI NNE
R . PLAYER.LW®";

PRINT N
PRINT "Bl MU UMNMUMMMENNMMMEHMNANOTHE
R .AGAME? . CY¥Y /N>

GET ASSIF As='Y *THEN RUN

IF ASC2N "THEN 550

END

REM SQUND

FOR T=1 7O 1@$SOUND 2,15,23S0OUND 1,30,43NEXT
RETURN

REM COMPUTERS MOVE

IF PEEKC(P24X2+¥2%40)>=32ANDRND(.)><.85THEN RETURN
XN=X2S¥YN=Y2$¥2=0

X2=1-CINTC(RNDC.>%3))>31F X2=ATHEN €640
XK=PEEK(FP24+X24¥Y2%40)$1F K=32THEN IF X2=1THEN AS$="K °*°
SRETURN

IF X=22THEN IF X2=-ATHEN A$=""J "$RETURN

X2=0

Y2=13X=PEEK(P2+X24Y2%40>31F X=32THEN AS$=""M °*'%
RETURM

¥Y2=—13X=FEEK(P2+X2+Y2%40)$1F X=32THEN AS$='"1 "3
RETLURM

K2=XMSY¥Y2=YM

RETURN

COLOR4,11,43C0L0ORD, 4,5

Draw Pit, Print Player Instructions and Enter Number of
Players

PRINT U 1 ® a4 o a 2 a a o a a a a a a a a SNAK




740
750

760
770
7208
720

200
g1@
gze
830
240

1000
1210
102@
1230
i104e
105@a
1060
1070

12RA
10902

FOR 1=4 TO 223PRINT "1 13 . . "SNEXT

PRIMT A M} 4 a 4 a a4 2 a a a a a a a a a a & a a a

B " E
A A A A A A A A A A A A A A A a a s a a ’

POKE 4931, 16@

RETURN

GOSUR 720

PRINT MMM MMMPLAYERSLLIL S .KEVYS.a
. PLAYER, M2 “S .KEVYST®"™

PRINT *p] B} U P *"SPC(9)"l **SPCCATO"I **

PRINT *Bl Bl L E F T "SPC(7I"™A "SPCC1T7O>'"J **

PRINT "Bl BJ R I G H T '"SPC(EI*S "SPCCL7O"K **

PRIMNT "B M D O LI N "SPC(CT)>'"™Z *SPCC17O*"M **

FRINT "M B M JOY STICK CPORT 4B D> 4 aa
JOYSTICKCCPORT oAD"

PRINT *MMMENMNTERLLWCNUMBER LWL . OR . 2
~aFORT™

PRINT "M MMUMMMMMMMNMNUMBERLLWOF A PLA
YERS . "

PRIMT *M B MTHE . COMPUTERSLWLWTILL LB
E.PLAYERL..L2"

PRINT i MMM MMMLHEN,_ONLVY.1.P
LAYER.L.AVAILABLE." "™

PRINT "M MMMNUMBERLLWOF _PLAYERSS?$ .
PRINT *| . ™ *;2F0OR T=1 TO 28B3:NEXTSPOKE 30724999, 16
a

GETASSIF AsS='""1 '"ORAS='"2 '"THEN 930

PRINT It . Il ";2FOR T=1 TO R@INEXTSGOTO 900

M=VAL (AS$)

PRINT "H U UUNUOUNUOUUOUOEE NN

MMMEMNTERLLWSPEEDULWCLS$FAST .- a9
4 S L OLW D> . ;56070 970

PRINT *'l§ . ™ *;4FOR T=1 TO ROINEXT

PRINT 11 . Il ";4FOR T=1 TO 8@3INEXT

GETAS2IF ASC'1 "ORASD'™ 39 "THEN 950

F=VALCASISGOSUR 1142

GOSUB 7204PRINT "H MM P LAYERLLILIS L .MNMH

pupN UMMM ERARPLAY ER L 23 4 a
PRINT *jd r§ |4 ""SPCC1@>S1SPC(249>"[ *'S2

REM SET RANDOM LALLS

NL=INT CRMDC . D>34)4PRINT iy **;

1F ML=@THEM 1030

FOR I=1 TO NU

FOR J=1 TO RNDC(C.)®E>+3

PRINT 2$MNEXT

PRINT SPCCCRNDC.)>%2)>+#8)$FOR K=1 TO RNDC(C.D%#16+83

PRINT *'m 13 . "5 $NEXT

NEXT

REM SET IMITIAL POSITIONS
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1108 P1=31543P2=31893K1=03X2=02¥1=14¥Y2=1245=9
111@  IF N=2THEN 1120

1128 REM

113@ GOTO 15@

1142 RETURM

ChexSum Tables

10 = 2 290 = 11147 770 = 143
20 = R22 400 = 2026 TRA = 29
20 = Qa 41 1421 Tan = 2903
40 = 725 420 = 5939 00 = 1460
S0 = 1051 4320 = 1727 R10 = 1604
(4] = E86 440 = 1723 R20 = 1719
T = 1151 450 = 274 30 = 1619
RO = 265 4E2 = 1323% 240 = 2196
an = 2241 47 = [} 250 = 2075
100 = 21873 480 = 2236 260 = 2004
119 = 2190 430 = 1402 R7Q = 2652
120 = 2350 500 = 1433 2FRA 20232
1320 = 1151 510 = 1433 I = 1R854
1402 = 11693 520 = 2208 300 = 256%
152 = 266 S22 = 231 31A = 13192
160 = 22355 540 133 20 = 2207
172 = 21992 550 = 12673 A3 £54
1% = 2137 560 = 1129 340 = 42173
130 = 22354 570 = 123 ase = 1534
200 = 1212 =pidal = a 60 = 1680A
2102 2426 s59a = 2164 aTe = 1224
220 = 2425 600 = 142 320 = 19R%4
220 = 2221 610 = a 339 = 2236
249 = 22497 620 = 2073 100 = 1402
250 = 2232 =3ei] = 1521 10100 = a
260 = 22491 €4 = 2436 1220 = 1576
270 = 24920 550 = 291% 1030 = 2232
280 = 2233 Y=Y = 2285 1042 = TE6
220 = a €70 = 270 1052 = 147
200 = 2746 &R0 = 2666 100 = 242
212 = 202 692 = 2BSR 1072 = 2T7TS2
22@ = 92R% TO2 = 1061 17800 = 131
22 = 2752 710 = 143 1030 = Qa
249 = g2 T20 = 1109 11200 = 2428
250 = 1252 T3A = 2724 1110 = R42
360 = 1251 740 = 1435 1120 = a
37O = 2243 750 = 253232 1122 = 526
2RA = 4} TEQ = SR4 1142 = 143
TOTAL = 479227
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Break-In

CLASSIFICATION: Co-ordination

You areinside a four-walled container with a series of brick walls, a
moving ball and a bat. The ball is bouncing off the bricks and you
must use your bat to stop it getting past you and hitting the wall.
You are given nine balls for each game and you lose a ball each
time one gets past your bat. The bat can be moved left and right
using the I and P keys. There are three different brick wall config-
urations and two bat sizes. The smaller the bat, the more points
scored.

PROGRAMMING SUGGESTIONS

Add more courts to the game so that the player has a greater
choice of games. Make the ball change speed in midflight, i.e.
accelerate or decelerate.
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PROGRAM

Variables
SC Start address of screen
CB Color offset value
GM Game number
BS Bat size
GS Game score
HS High score
BV Vertical position of bat
BH Horizontal position of bat
BY Vertical position of ball
BX Horizontal position of ball
BA Screen position of ball
DX Horizontal movement value of ball
DY Vertical movement value of ball
SW Switch to allow screen refresh
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Listing

19

2e

129
110

12@
132
140
i15a

REM BREAKIN

Set Volume, Move Bat Left or Right; Check If Ball Hits
Boundary

DNS="H (W D WU UUHUUNYUUDYUUUUL LN
(U T T T T T T T T T T T T T T T T TR TR TR T TR TR T
LT T T R I T TR TR T T T T T R
SC=3AT23NBR=93G0T0 330

GOTO 20

VOL 82SOUND 2,1,S$RETURN

REM MQVE BAT

GETASSIF AS="""THEN A=64

IF As="1 "THEN A=12

IF AS$S=""P **THEN A=36

IF A=64THEN 170©

PRINT LEFTS$C(DNS,BVORIGHTS$(DNS,BHY;4FOR I=1 TO BS*
PRINT **', *'; $NEXT

BH=BH4+((A=12)>-CA=36) %2

IF BHCRTHEN BH=®

IF BH>28-BSTHEN BH=282-BS

PRINT LEFTS$C(DNS,BUDRIGHTS$(DNS,BHY;4FOR I=1 TO BS:
PRINT *'m ™ ' ;SNEXTS

REM CHECK BOUMDARY HIT

BX=BX+DXSBY=BY+DYSFF=21

IF BXCITHEN DX=-DX$GO0SUB S0:GOTO 230

IF BX>36THEN DX=-DX$GOSUB S@3GOTO 23@

IF BYCATHEN BY=13D¥Y=-D¥4$GOSUR S@4+GOTO 230

IF BY>23THEM BY=233DY=-DY¥Y$GOSUB 5@

REM CHECK BAT /BRCK HIT & PRINT BALL

POKE BA, 32:BA=SC+BY*40+BX

IF PEEK(BA>=120THEN BA=B1$DY¥Y=-DY4FF=1334GOSUB S@3:
GOTO 6@

IF PEEK(BAY=20T7TTHEN DY¥Y=-DY¥Y2$FF=354GOSUB S0$GS=GS+14
PRINT I m [ ""GS

POKE BA, 81

REM CHECK FOR MISSED BALL

IF GM=1AMDBY2>22ANDDY=-1THEN NB=NB-14PRINT "8 [ I 8
DU Ee N8

IF GMC>A1AMDBY=12THEN NB=NB-13PRINT i [ [ 1 1 [ (U @
e "NB

IF NBCATHEMN 1@90@

IF INT(GS/10@>~(GS/10@>C>ATHEN 60

ON GMGOSUBR 2320,900,998

185




410
42

430
440

450
460

470
480

Draw Title Screen; Select the Game Number and Bat Size

REM TITLE SCREEN
COLOR4,3,645C0OLORO,3,63PRINT "L B M M L @ o a o a &

e
A A A & A A A a A a a a

FOR T=14 TQ 1@@3NEXT

PRINT "L I L] M i fha s a a a4 a a a aaaaa
aa®neodqe "

FOR T=1 TO 1@0O3NEXT

PRINT "L, ([ M i 4 a a a 4 a a o4 a a4 a a a
aa® .m0 _ A"

FOR T=1 TO 1@0SNEXT

PRIMT "L WO MO MEA LA Laf aaaaaasaasaaa
aa®le . mo _ Ao e"”

FOR T=14 TO 1@Q3NEXT

PRINT "L ([ ([0 U EER a4 a a4 a a a aaaaaa
aa® e . mpes . Je . Te"

FOR T=1 TO 1005MNEXT

PRINT U (1M @ a a4 a4 a a a aaaaa
a a®e _Ne . mo _ A2 _CCepRe"

FOR T=1 TO 120sMEXT

PRINT "L W MOOOMEMNEMEOEE & a4 aaaaaaaa
a o ® . RNe . "Me . aeo _ qe e . .Be"

FOR T=1 TO 2023NEXTS$FF=35$G0SUB 50

PRINT "U U WU MOOOOLMMBME o aaaaaaaonaa
aaBafe . MMe . ne _ Ae . Ce _ Qe

FOR T=1 TO 200IMEXTSFF=24$6G0SUB 3@

PRINT " WO MNEMME LLCaLaeaaaaaa
a aB . AR . Me . ae ,_qe e e

FOR T=1 TQ 200$NEXTSFF=355G0QSUB 50

PRINT " [ ([ OO O WOENBBE L o aaaaaaaa
aaB LR .HE.ne _ Qe Qe _ Qe

FOR T=1 TQ 200sNEXTSFF=21$G0OSUR 350

FRIMT e ([ 0 ] (8 (90 (1€ o a a a a a a aaa
aaBL.RAPRP.HE . A .6 _ e _ GO

FOR T=14 T0O 2Q03NEXTSFF=353G0SUB 50

PRINT 0 0 MM a4 a a a a aaaaa
aaB AR .LHME .mAAK . Qe . . Be "

FOR T=1 TO 2003NEXTSFF=213G0SUB 5@

PRINT U 0O MO MM EE UL & aaacaaaaaa
aaBliRAR.ME .mA . AK.CT .E0e"

FOR T=1 T0QO 200%MEXTSFF=35$GOSUR 50

PRIMT "L U O OOENNUMEEBUE 4 a4 a a2 aaaaa
a aB.RR.ME.mALAK..ml BON"

FOR T=1 TQ 2003MNEXTSFF=21SPRINT {4 [y **

GOSuUB S@

PRINT "M 4 a a a a 2 a a S ELECT LWA.GAME a
NUMBERICI1 -3 ) "SFOR T=1 TO 98INEXT




Ti0
7290

T30
740
750
760

T7Q

g1i@
g2e

&30
240
&850

R60
2870
]R80

g9
=]
Q10

FRINT "O® | . 4 4 a a a a SELECT .GAME .
NUMBERC1 - 3 ) ";3FOR T=1 T0O 9@3NEXT
GETGMSSIF GMSC'™1 *"THEN PRINT $PRINT °* '**;$GOTO 620
IF GMS>*3 "'THEN PRINT $PRINT QO ';$G0OT0O 620
GM=VAL(GMS>SPRINT *', "GMSPRINT $FF=3%

GOSUR 50

PRINT "8 4 a4 a4 a a a a a a@SELECT .BAT .
S 1 ZE C2 - 2 ) "™FOR T=1 TO 90SNEXT

PRINT "[O0® | o\ 4 a a a a aa SELECT . BAT .
SI1 ZE C2 - 3 ) ";$FOR T=1 TO 90OINEXT

GETBSSSIF BSs$<C'2 “THEN PRINT $PRINT '] *;$GOTO 680
IF BSS$2'"3 "THEN PRINT $PRINT 0O ';3GOTO 682@

Draw Court, Print Score, High Score, Balls Left and Game
Number

BS=VAL(BS$J>SPRINT ', "BS

NB=93GS=100%(4-BS)

FOR T=1 TQ S0QSNEXT

PRINT "li B a4 a a a 2 a all a a4 a4 a4 a a a a a a a a

BREAKTINLL M a a a2 a aa44aa2""

FOR I=1 TO 233PRINT "4 @4 4 a a a a3 . % _ . 4 a a

A A 4 A A &4 & 4 4 & A A a4 & &4 a4 a4 a a4 a a a a a alu
CENEXT

PRIMT "R 4 a4 a4 a a o al 4 4 a 24 2 2 2 2 2 a o 2 a

A & 4 4 A a4 a4 4 s s 4 s a4 4 s aaaall@m

PRINT "® S C R E "SPRINT GS2PRINT "l H I G H 2

PRINT *''S (a] E "SPRINT HSSPRINT "M B AL L S *

PRINT L F USPRINT NBSPRINT ") G A M E '3

PRINT N U 1 E R "SPRINT GM

PRINT "I B A "SPRINT **S 1 Z E "$PRINT BS

ON GMGOTO 230,900,990

=)

mno
-0 -3

Print Out the Courts for Games One, Two and Three

REM GAME 1
PRINT "B W (1 g1 *°
FOR J=1 TO 4PRINT MU MMNMMMMUWEIrrrrrrr

rrerrrrrrrrrrrrrrrrrrrrrrrrr e
NEXT

IF GS>ATHEN GS=GS+1

1F SU>ATHEN &0
SL=1$BV=21¢BH=174BY=15$BX=184BA=SC+BY®*40+BX4DX=-14D
Y=-1

GOTO 110

REM GAME2

PRINT "B 14 (g g **
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1952
12602
1270

1280

TGN
S
D D
Dol

1110
1120
11302
114
1150

188

FOR J=1 TO 3SPRINT "M MM MMM FFFrrrrr
rrrrrrrrrrrrrrrrrrrrrrr-."s
NEXT

PRINT "M O WO MOOOME-*

FOR J=1 7O 2F{PRINT MM MNMMMMMNMEBIrrrrrrr
rrrerrrrrrrrrrrrrrrrrrrrrr- s
MEMT

IF G32ATHEMN G3=GS+1

IF SWIXATHEMN &0

SLI=13BU=133BH=20¢BY=103BX=213BA=SC+BY*40+BX$DX=13DV

GOTO 110

REM GAMER

FRIMT '8 (3 (1 *

FOR I=0 TO EIPRINT "M MM MM MHMBMHMMNM®;$FOR J=3
=1 TO 1 STEP -13PRINT "3 @ ™ "; $NEXT

PRINT SPCC(I%248>;3FOR J=3-1 TO0 1 STEP —-413PRINT ' '
GINEXTSPRINT SNEXTSPRINT

FOR I=@ TO 2IPRINT "M M M M M MMMYHYM "™ SFOR J=1
TO T#ASPRINT 4 B *"; SNEXT

FRINT SPCCCCR-1)D®2)4R%2>;3F0OR J=1 TQ I+41SPRINT T ;%
MEXTSPRIMNT $MENMTSFRINT i **

IF GS2OTHEM GS=GS+1

1F SLI>@THEM 602

SLI=1SRV=12$BH=16SBY=33BX=24 BA=SC4+BY®*40+BXDX=13DV
=-1

GOTO 11@

Check for Another Game

REM END GAME

FRINMT "H WU UUUUUDUUUUUUNMEHEMMENENNM
ML LA . AMNMODTHERLLWLCGAME CY /N>
GETAS

IF AS="MN ""THEM FRIMNT L "$EMD

IF ASCO"Y “THEN 111@

IF GSD>HETHEM HS=GS

SL=ASGOTO 6RA




ChexSum Tables

10 = a 420
20 = 2703 412
30 = 1693 420
40 = 472 4320
5Q = 1020 440
£ = < 450
TR = 1421 460
@ = 1133 470
29 = 1146 480
120 = %34 4an
110 = 2219 s00
129 = 2108 10
139 = 1079 =20
14a = 1914 530
150 = 2WKNg 540
160 = %] S50
170 = 2291 s6Q
120 = 2336 bard s}
1232 = 2373 SRA
z20e = 2844 52a
210 22322 Y5y
220 = a 610
2320 = 2P0r 620
240 = 2]RK93 620
259 = 4413 &40
269 = 444 (=351
272 = 4} 660
23 47T R 670
290 = AT [Sp:4%]
20 W13 (=14
210 = 2402 TOQ
320 = 1256 Tie
230 = 4] g=dal
240 = 2812 T30
2SO0 = 7S 740
260 = 2337 Kasld
2T = 375 vea
220 = 2435 7R
230 = g TR0
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Minotaur
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CLASSIFICATION: Educational

You are placed at the bottom centre of a matrix of numbers and
symbols which you can move through by pressing keys as follows:
W-up, X-down, A-left, D-right, Q-up left, E-up right, Z-down left and
C-downright. It is easy to remember the keys because they form a
diamond round the S key and each key points in the correct
direction with reference to the S key. Your objective is to guess an
integer (a whole number) in the range of @ to 19@@. You can get
clues by moving over the X squares but in the least number of
moves. Each number you move over is added to your score. If the
number is too large, you are pursued by a minotaur which is placed
in the centre of the screen at the start of each game, and which
gradually creeps closer as you play. If he catches you, the game
ends and you lose. When you think you have the number, move to
the white block at the top of the matrix.
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PROGRAMMING SUGGESTIONS

Make the board multilevel, and give the player and minotaur the
ability to travel from level to level by landing on an appropriate spot.

D1%, D2%,

PROGRAM

Variables
LD% Level of difficulty
R% Round
SN% Secret number

D3% Digits of a secret number (SN%)
PP% Players’ position
M% Minotaur position
LS% Last score
TS% Total score
Cu Character under minotaur
NC% Number of clues
T% () Truth array for clues
MR%, MC  Minotaur row, colour

PR%, PC%

Player’s row, colour




Listing

19 REM MINOTALR
Set Screen Colours; Input the Difficulty Level; Print Board
20 PRINT ", **;2COLOR4,9,44COLOFR®,7,54PRINT TABC12);''m
MINAQAOTAURL.MASTER-MI ND "
20 PRIMT 4PRINT 4PRIMT
40 FRIMT 2PPINT "L EVE L . OF . DI FFICULTY
2 ¢1 -9 2y
=0 GETXS$21F X$="""THEN S@
€2 IF VAL CXSICAORVALCKXSISITHEN S0
7@ LD%=VAL(XS$I4PRINT LD
20 FOR T=1 TO 100@sNEXT
On G0TN 250

100 FOR 1=32723 TO 2W33 STEP 40

110 FOR J1=@ Tn 27

128 KA=INTCRMDCRI*13)

1320 IF KAD3THEN 160

149 POKE T1+J,K1+4%

150 GOTO 220

1608 IF KACOAATHEM 199

17@  POKE 1+]1,24

120 G070 220

190 IF K1<D11THEN 24@

200 POKE 1+J,63:G0T0 22@

210 POKE 141,42

22a NEXT s MEXT

230 POKE 3292,160@

249 RETURM

250 R=12SNX=INT (RMND (PRI %9994 1)

2e0 DA%=INT (SN¥% - 10@)>4D2%=1NT C (SN%-D1%%*100) /1A>+D3%=SN}
—DAu*100-D2%*10

270 FRIMT ', '*;$COLOR4,4,34COLOR®,7,5+GOSUB 100

zen PP%=38S24M:=357241F PEEK(3852>D>48THEN LS%=PEEK(3852
2-4sg

29n 1IF PEEK(3852)=630RPEEK(3852)>=420RPEEK(3852)=24
THEM LS%=@:FOKE 23852, 48

200 TSH=TSX+LS%4sCU=PEEK(3572)4P0OKE 3572,134POKE 3292, 16

o
Print Difficulty Level, Score and Total Score; Scan
Keyboard
310 PRINT "R IR OUND . # ";R%;"BLEVEL . OF .
DI FF . . ";LDx;"® “; TABC30);"d P LAY ER . 1 ™
320 FOR I=1 70O 214%PRIMT 4MEXT2PRINT "M . T O T AL . S
CORE . "™;TSK;TABC21);"L A S T . S C O R E ";LS%;
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c=esQ=1
GETXS$SC=C+1
IF C=7THEN Q=1-Q3C=0

IF QCOATHEN 229

IF FEEK(PPX)>E3THEN POKE PP,PEEKCPP%)-1282Q=1%
GOTO 397

POKE PP, PEEKC(PP%)+1282Q=1

IF ¥$=""THEN 249

GOSUR 194038 1F PEEKCPPXZ)>E4THEN POKE PP%,PEEKC(PP:)
~12%

IF 4$="l] “THEN S1
IF ¥$="A “THEM SS@
IF ¥$="D "“THEN Sa@

IF X$="X “THEN 632

IF X$="E “THEN 670

IF ¥$="0 *THEN 710

IF ¥$="Z "THEN 750

IF X$="C "“THEN 790

IF %$="T “THEN 23@

GOTO 240

IF PEEK(PF%-42)=32THEN 340
L5%=PEEK(PPX)-48

POKE PPY%,224PPy=PP%-42
GOTO 8S@

IF PEEKC(PP%-1)>=32THEN 34@
LSX=PEEK.PPX>—-4%

POKE PP, 224PPY%=PP¥%-1

GOTO 8SA

IF PEEK(PP%+1)=32THEN 34@
LS%=PEEK (PPX)-4%

POKE PP, 324PPu=PP%+1

GOTO 25@

IF FEEK(PF.+42)=32THEN 340
LSH=FEEK(PFPZ)-48

POKE PP¥%,224PF1=PPX%+40
GOTO 250

IF PEEK(PF%-33)=32THEN 34@
LS“=PEEKC(FP%)-48

POKE PP, 224PP%=PP%-39
GOTO 2S@

IF PEEK(PF%-41)=32THEN 340
LS%=FEEK(FP}%)-48

FOKE FFX,324FPY%=PPY%-41
GOTO 2S@

1IF FEEK(PP%+23)=32THEN 340
LS%=FEEK(PF¥%)-48

POKE PP, 324FP3=PP%+39
GOTO =S@

IF PEEK(PFX%+41)=232THEN 240
LS%=PEEK (PP%)~-48

POKE PP%,324PPu=PPX+41




i91@

i102a

1230
194a
1250

1060
ia7e
128
1032
1100
111@

1120
1130
114

115@
1160
117@
1122
119

GATO 259
FPR%Z=IMT C(PP%-3072
GOSUB 41S3Q%IF PPX
GOTO 177@
PRX=IMT (C(PPX-3072
K1=PEEK(PFPXISJIF K

) /48D SPC%=FPX%-PRY%*40-3072%
COMATHEN 830

) 748) $PC%=PP%-PRX%40-3072
1=63THEN GOSUB 950

IF FPY=ITZTHEMN 1770

IF K1=24THEM GOZU
1F K1=42THEN GOSL

B 37@
B 1440

IF K1=16@THEM 1492
KA=PEEK(PP)-4841F LS%+K1>=1@-LDXTHEN GOSUB 153@

TS*=TSH+KA1$GOSUR

1260

1F PPM=M<THEN 177@

GOTO 330
I=INTCRMDC1)%1@)4
PETURM

POKE PP, 4%

IF NCX>=3THEN GOT
K2=INT CRMD(D)%I+1

POKE PPX, 1448

0 1430
D$IF THCK2>=1THEN 990

TYuCK2)=13NC=NC%+1

At Random, Print a Clue at the Top of the Screen

ON K2GOTO 1020,1050,1090,113230,1170,1210, 1260,1290,1

340

GOSUB 129@3PRINT
S ECRET "¢PR
L S .

PRINT D1x+D24+D3%

GOSUB 191Q@$RETURN

GOSUBR 189Q$PRINT

IF SN 2=1INT (SNX
PRIMYT 0 D D '
PRINT $GOSUR 191@
K=INTCRNDC1)>%200>
IF K2100ATHEN K=1
GOSUBR 1R89ASPRINT
" JSPRINT TABRCSD
GOSUB 191@03RETURN
GOSUR 1829@3PRINT
IF SM/S=INT (SNX/
GOTO 1160

PRINT "M O T . D
PRINT TAR(C9>;"B V
L=D1MS1F D2X2>LTHE
IF DRUDLTHEN L=D3
GOSUR 1R9ASPRINT

"SUMLWOF ADIGITS

a

[n}

F a

INT TABC9);"N U MB ER . EQ UA

"SECRET LWONUMPBETR

a

1

S a

2>THEN PRINT "™E V E N ""$GOTO 1020

SRETURN
+SNX*$J=K-20031F JCOTHEN J=©
(]l

"N UMBERALZWI S ABETUWEEHN

;AN D 'K

"N UMBERLLI S 4 ";

SO>THEN PRINT *D I VI S 1 B L E "¢

Ivi1Isi1BLE™"™
a 3 "$GOSUB 1910SRETURN
M L=D2%

"LARGEST .DIGTIT

a

I

N o
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T HE "$PRINT TAB(9);"S ECRET . NUMBER .
I s ;L
120@ GOSUB 19123RETURN
121@ GOSUB 189@QSPRINT "F I R S T . DI G I T . I N . TH
E . SECRET "$PRINT TAB(9);"N UMBER . I S

e .
- ’

1220 1F DAXOSTHEN PRINT "L A RGER A THAN L. S5 'S
GOTO 1250
123@ IF DAXCSTHEN PRINT L E S S . T HAN L. S5 "$GOTO 12
S
1242 PRINT "E QU AL . T O . S5 *
1252 GOSUR 191A@3RETURN
126@ GOSUBR 1RQAIPRINT S UM . OF . F I RST . AND .
THTIRD "$PRINT TABC(SD;0 I G 1 T S . 1 S . ";
1278 PRINT D1+D3Xx
1282 GOSUB 191@SRETURN
122@ GOSUB 12%923PRINT "O M E . OF . THE . DI GI TS
a Il N LT HE "PRINT TAR(S);"S ECRET . NUM
BERLLAI S . ";
1222 K=INTC(RNDC1D>%3)31F K=@ANDSNXD>99THEN PRINT DiXx$
GOTO 132320
1312 IF K=1ANDSMX>9THEN PRINT D2%$GOTO 13390
1320 PRINT D3%
1332 GOSUR 191A3RETURN
1340 GOSUR 1890SPRINT "P R O D U C T . OF . THE . NO
N - Z ER Q "¢PRINT TABC(S9)>;*"D I G I T § . I S *;

1350 1IF D1X%=0ANDD2%=0THEN PRINT D3%$GOTO 1420
1360 IF DA1X=0ANDD3X%=0THEN PRINT D2X$GOTO 1420
137@ IF DA%=0THEN PRINT D2%%#D3%3$GOTO 1420

1238@ IF D2x=0ANDD3%=0THEN PRINT D1X%$GOTQ 1420

133@ IF D2%=@THEN PRINT D1X%#D3%$GOTO 1420

142@ IF D3X=@THEN PRINT D1Xx»D2%$GOTO 1420

1412 PRINT DA1X»D2:%D3%

1420 GOSUBR 1310$RETURN

143 GOTO 1030

14492 POKE PP, 48

145@ IF TSX<11THEN RETURN

1460 I=INTC(RNDC@>»*100>31F I>S@ATHEN TSX%=TS%-1@3$RETURN
1470 IF ICAATHEM TS%=TS%+S0$RETURN

1480 TSX=TS%“+1A$RETURN

Input the Secret Number; If Wrong, Then Give Player Clue

1432 GOSUB 1R9A3PRINT G U E S S . AT . THE LW.SETCR
ET . NUMBE R "$PRINT TABC(9);

1502 INFUT "A N D . HI T A @R ETURN®S*™Ks

1510 I=VALCKSDISIF I=SNXTHEN 177@

1522 GAX=INT (I /10@)3G2Xx=INT(CI-GA1%»*100) /10>3G3%=1-G17%10
0-G2ux1i
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1532 PRIMT (i "4PRINT $IF D1X=GAXTHEN PRINT "F I R S T .
DI GI1IT .CORRETCT "$PRINT

154@ IF D2%=G2%THEM PRINT "SEC OND . DI G1 T . CO
R R ECT "$PRINT

15S@ IF D23%=G3%THEN PRINT "T H I RD . DI G 1 T . COR
RECT "™

156@ IF DAX%{>GA%ANDD2%COG2%ANDD23%COG3XTHEN PRINT N O .

DI GITSLWCORRECT *

157@ FOR T=1 TO 20003SMNEXT

158@ RX%=Rx+1$G0T0 27@

1590 MRX%=INT((M%Z-1024) /40> $MCL=M/-MR%%40-3072

16@@ IF MCXCOPCXTHEM 1630

1610 IF MR%ZIPRZTHEN MRX=MRZ-13G0TO 1700

1620 MRX=MR%+13G0TQ 17060

162 IF MRXCOPRXTHEN 1660

1648 IF MCXZDPCXTHEN MCX=MC%-1$G0OTO 17@@

16528 MCx=MC4+13GOTO0 1700

1660 IF M<>PPXZTHEN 16930

16702 IF MCHUCPCXTHEN MCH=MCX%+15G0OT0 1700

1682 MCx=MCx-1$G0OTO0 1700

16390 MRX=MR¥*-1

1700 K=30T724+40%MR%4+MC*$1F PEEKC(K>=16@THEN RETURN

171@ POKE Mx,CUsIF CU=62THEN GOTO 1748

172@ IF CU>=48THEN GOTO 1749

173@ IF CU=24THEN GOTO 174@

1740  Mx=K3$CU=PEEK (M)

175S@  POKE Mx,43

176@ RETURN

1778 PRINT i '"";$1F MX=PPXTHEN 181@

Print the Score and Who Won, You or Minotaur; Print Magic
Number

17%@ FOR I=1 TO 1832PRINT . . . CONGRATULATI
ONS ! . o aCONGRATULATITIONS ! 7
MEXTSPRINT

179@ PRINT v O U . HAVE . DEFEAT
MINOTAUR?!! ! “$PRINT Y O UR
1 8 . ";TS%;

1808 PRINT *"I N . '";R%;". R O U N D S *"3GOTO 1830

181 FOR I=1 TD 1242FRINT "m . o a MI NO T A UR . WI
NS ! o a 2a o MINOTAURL.LHWINS ! "SNEXTS
PRIMT

1828 PRINT T HE . SECRET .ANUMBERLWLWAS.L
', SN

123 PRINT 4PRINT "H I T . ANY . KEY . FOR.JWLANDO

THERLLGAME "

1840 GETXS$$IF Xs$='""'"THEN 1840

185@ RUM

ED A THE a
-~ SCORE
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18%6@ PRINT CHR$C13)>;CHRS$(145>;". T O T AL . SCORE .
a a a a a a a a "TABC21D;"L A S T . S CORE . .
.
- - - »
127@ PRINT CHRS$C13)>;CHRS$C145);", T O T AL . SCORE .
"ITSHSTARC21);"L A S T . S C O RE ";LS%;

188%@ RETURN

PRINT CHRS$C13>;$FOR I=1 TO 214PRINT CHR$C145)>;3
MEXTSPRINT '@ *;

PRINT TARCI); $RETURN

FOR I=1 TO 18$PRINT CHRSCA17);$NEXT
PRINT TARC3S) ;s ';

RETURN

FOR I=3160@ TO 31R863POKE 1, 324NEXT

FOR 1=3200 TO 32263P0OKE 1,324NEXT
RETURN

KA=INTC(RMDC(@I%14>$PRINT K1,4G0OT0O 197@

ChexSum Tables

-
x
4]
3

VIR
WMy
o393

0
)

0 W
4]
]

BB R R R R R
W
m B
5} )

0
3
)

10 = 2 210 = 4779 610 = 1451
20 = 4821 220 = 4312 c2e = 534
20 = S85 230 = 68a [3e]5) = 571
40 = 23823 2402 = 2lge] R40 = 11%1
52 = 14196 25A = 15K7 AS0 = 1505
(X = 1953 260 = a1 €6 = =24
70 = 1204 270 2514 e7a = 157;
2@ = 1@32 220 = 163%2 £20 = 11841
an = s26 390 = R72 €30 = 15173
1920 1212 a0 = 29244 700 = s34
11@ = 729 410 = 369 712 = 1571
120 = 1207 420 = 957 T2e = 1181
130 = B4R 430 = Q52 730 = 157
140 = 243 440 = EXE:S 740 = 534
150 = 527 ase = 359 750 = 1570
160 = 1@89 460 = Q71 il = 1121
17@ = €29 470 = agz e = 1512
18@ = =27 age = ass R34 = 5324
120 = 1@91 490 = 984 798 = 1571
20n = 1246 =l = s2S 200 = 1121
210 = €29 s10 = 1571 210 = 1508
220 = 220 sz = 11%1 g2a = 5349
232e = 529 s30 = 1506 2320 = 5454
240 = 143 540 = 534 740 = 524
258 = 2063 ssa = 1513 g5e = 2533
260 = ss528 S6@ = 11%1 26@ = 135S
270 = 1987 s7@ = 14s2 27a = 1@e92
280 = 13724 sz =34 220 = 1@43
29n =  434& =anp = 15172 gan = 1104
200 = 12293 500 = 1181 200 = 1022
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)
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1270 = €56 1632 = 1347
128m@ = 562 1642 = 2405
12230 = S167 1650 = 1447
13@@ = 3577 16E@ = 1@61
1319 = 226% 1670 = 2497
1229 = 311 1620 = 144
1339 = S62 1690 = 2102
1240 = 4265 170 = 289%
135@ = 2330 171980 = 192%
12€0 = 2323 17280 = 1574
1370 = 2@66 173@ = 1370
1380 = 2328 1742 = 1135
139@ = 2067 1759 = 421
1490@ = 2066 1760 = 143
1417 = 1009 177@ = 1569
1420 = 562 178@ = 4320
1439 = S]7 179@ = 4376
1440 = 515 12@@ = 29385
145@ = 56 1812 = 4652
1460 = 217R 182@ = 2254
1470 = 1842 1829 = 2713
14%@ = 1086 1849 = 1321
14292 = 2464 1%5@ = 132
15@@ = 1679 1860 = 46612
1512 = 1723 ig7@ = 4697
1520 = 5020 1280 = 143
1539 = 38142 1899 = 29613
15492 = 3@22 1999 = [3:33
155 = 2719 1314 = 1613
1560 = 4353 1920 = g2%
1579 = 1031 19200 = 143
1520 = 1271 1940 = 1682
1598 = 2344 195@ = 1683
16 = 1316 19€a = 1472
16102 = 24619 12370 = 232%
1620 = 1477 TOTAL = 2346232
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Star Trader

I BRIA FOR RICHARD

34 R R3] LG
5 ¥R

CLASSIFICATION: Strategy

You are the pilot of an interstellar merchant vessel. Using all of
your charm and intelligence, you secure a loan from the Solar
Interstellar Bank (Sol branch) to purchase a second-hand
merchant ship. With the little cash left over, you decide to enter the
hazardous world of interstellar speculation. Use your cash to
purchase various items at cheap prices, then travel to worlds
where the demand for these items is great and sell them at a profit.
You must repay the bank your massive loan or risk repossession.
Beware of pirates and space storms. Full instructions are
contained within the game. May you make a gigabuck or two!

PROGRAMMING SUGGESTIONS

Limit the supply of goods available on each planet. Introduce
random patrols searching for gems, drugs or uranium among the
inner worlds. Add random events such as black holes, or robbers
who attack you and try to steal your cash.




PROGRAM
Variables

S$
GD
TP
T$
CC
SS
LP
MS
DF
P%
PL$
CS
CR
DM
DR
PF
SN
SD
L

Ship name

Goods in warehouse and ship
Trade prices

Trade items

Cargo capacity

Ship size

Laser pods

Missiles

Deflectors

Planetary data

Planetary names

Cash

Bank balance

Damage to ship

Current real damage
Pirate fleet

Number of pirates in fleet
Star data

Current planetary system

follow.

Important Note

Star Trader is such a large program that it leaves no room for
ChexSum to be merged with it.

You must therefore type in Star Trader in two sections, run
ChexSum on each half in turn, then merge the two halves:

1 Enter lines 10 to 1440 of the first half of Star Trader which
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Listing

1e

20

30
40

S50

60

T

89
90
100

119
1z2e

130
140
150

160
170
180
190
2009

210
229

230

240
250

260

270

Initialise Game Variables

NS="li @ 4 a4 a4 2 a a a a a a a a a a STARLTRA
DER®™"™:S$=""B O LT 4. BIN_ . "™2V0L 8

PRINT ""m ";NSSPRINT ""[ W @ a a a a « a «a a a a a P
LEASE..WATT .. ."™

RCS="pi M UMMM UMMMMEUMNMNMNN

=t
NL$= A A A A &4 A 4o & A A A a a a4 s s a a o
”

»
»
»
»

A A & A & A A A A A A A a a a a

CV!-"@JUUUUUEIEILJEJUEIUU"‘L$‘"".. ;=
EHESESEEESSEESCS="Y MM
L1$"' EEsEsE=E=+

LP Q‘NS OSDF= B‘DIMHVCS 1)‘DIFP(9 633DIMPLS$(9)3SS5=10
2sL=0

DIMPF(S,3)3DIMGDC(8,1)>SDIMTPCB)

DEFFNXC(DO>=INT (RND(@)#D#8-D*3)
DEFFNDS(D)I=INT(SQRCABSC(P(D,0>-P(L,0)>)$42+ABSCPCD, 1>
=PCL,1)5)5¢42+ABS(P(D,2>-P(L,2>>¢2)>

RESTORE

DATASIRIUS, PROCYON, WESEN, ALTAIR, DENEB, DUBHE , VEGA,CA
PELLA,CASTOR, POLLUX, ANTARES
DATAZOSMA,RIGEL , MEGREZ, MINTAKA, SAIPH, KOCHAB, PHAEDA
DATAETAMIN, ERIDANE , WOLF , HAMAL , ARI ADNE

FOR I=1 TO 9%IF RND(®>C.333THEN READPLSCID>$READDSS
GOTO 129

IF RND(O)><.333THEN READDSSREADPLS$C(ID>SGOTO 180
READDS$READPL $CI)

PCI,O)=FNXCIDSPCI ,A0=FNXCIDSPCI ,2)=FNXCI)D
PCI,3>=91-10%1+INTCRNDC(®>%#15>+INT CRNDCO)>#15>

PC1 ,4>=21-2%]-INTCRNDCOI>%#3>3P (1 ,5>=INT(2800/(PCI1,3)
#P (I ,40>+1)

PCI,6>=FNDSCI>

NEXTISPLS$CO)>=""S O L "SP(9,3)=118+INT(RNDC(O)>%20>3P(0
,4>=205P(C0,5>=1

DIMTSCAIITSCOI=" @ $ F O O D o a a a "STSCAO="" 1
S$METALS . "

T$CEI="") 6 § G EMS a a .a a "

TSC2)=" 2 ¢ WE AP ONGS o "$TS(3)=" 3 $ C¥BO
RGS . "

T$CHH="1'4 ¢ UR A NT UTM o, "3T8$(5>=" 5 $ DR UG

SAAA

TSCTI=" 7 § F UE L a a a a "$sTS(8)="" 8 3 REPA
I RS . "
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320
330
340
3ase
360
379
380
390
400
410
420
430

440
a59
460

479

480

500

510
520
530

540
550
5690

204

COLOR®,25COLOR4Y, 2

PRINT "li o« « a a a a WELCOME A.TO.STAR

~aTRADER ! "™

INPUT ") o 2 a a «a a ENTERLNAME o OF 4 ¥

OUR .S HI

*;S$SPRINT "L

GD(7,1)=102CS=50002CR=-50003SD=5+INT (RND(0)>%200) /10

04GOSUR 22083$G0SUB 690:B=2#CS+500

Get Player's Command and Help Table

GETASSIF AS=""'THEN 320

IF AS=""Q0 ""THEN 530
IF As=""]

""THEN GOSUB 69@3GOTO 320
IF As=""T1 ""THEN GOSUB 8783GOTO 320
IF A$=""J "THEN GOSUB 998:G0T0O 329

IF AS=""B '"ANDL=BANDB2>@THEN GOSUB 2400:G0T0 3290

IF AS='""D '"ANDL=BANDCS>OTHEN GOSUB 24803;G0T0 320
"THEN GOSUB 127036070 320

IF As="T

IF A$=""U ""ANDL=@THEN GOSUB S5703GOTO 320
IF As$="L "ANDL=OTHEN GOSUB 6303G0OT0 320

IF ASCCAS$)>=13THEN 320

PRINT NS;"Bl ( (1 ™ o 4 4 a a a a a a a VALIDL.
OMMANDS . ARE . & "¢PRINT "l o I 7 a4 a
ARGOLAND .SHIPLSTATUS™"

PRINT "] o *J “ a a HYPERLJIJUMP .CHAR

T "“2PRINT "1 o T 2~ o a TRADELTABLE"™

PRINT " o M % o a SYSTEMLLIBRARY" ™

PRINT "] o “ @ 2 o aTOL.QGUITJ.GAME?™

PRINT "Il o U “ . 2o UNLOAD LSHIPLTO.L

WAREHOUSE"

PRINT "1 w L “ a aLOADLWLSHIPLWFROTMA

WAREHOUSE?"™

PRINT "8l o "B " a a BORROWSALCASHLLWFRDO

Ma.BANK?®

PRINT "l o D " a aDEPOSITLA.CASHULLIN

-« BANK?"™

GETASSIF AS="""THEN 510

GOTO 330

PRINT "l M1 (] o a a QU I T TINGS$ .AREULWLVYO

U .S URELL?"™;

Quitting, Loading and Unloading, Inventory

GETASSIF AS=""THEN 540

IF AsS=""Y ""THEN 2860

GOSUBR 630:G0OTO 320




\

600

610
620
630
640
650
660

670
6&A

690
T00

800

g10

gz2e

IN=-131$="""3PRINT " "";CY$;NLS

PRINT C¥$;"™% . UNLOADTI NG . ";

GOSUB 162031F INDETHEN SOUND 1,200,5:G0TO 590
PRINT RIGHTSCTSCIND,8>;3$INPUT N2IF INTCNDDGDCIN, 1)
ORNCATHEN SOUND 1,200,5:G0TO 570
GDCIN,®>=GDCIN, B> +INTCN>$GDCIN, 1>=GDCIN, 1> =INT (N>
PRINT CY¥S$;NL$$GOSUB 236032GOSUB 8503RETURN
IN=-121$=""3PRINT C¥$;NLS$

PRINT Cy$;"%x . LOADI NG . ';

GOSUB 1620%1F IN>E6THEN SOUND 1,200,53G0TO 650
PRINT RIGHTSCT$CIND,8>;3INPUT N$IF INTCNI>GDCIN,®)
ORN{@THEN SOUND 1,200,5:G0TO 630

GDCIN, 1>=GDCIN, 1> +INTCNI$GDCIN, @>=6GDCIN, @) -INT (N>
PRINT C¥$;NL$$GOSUB 23602G0OSUB 85@3RETURN

PRINT NS$PRINT ' ";L$;"3 i¢ ";L$;"™
PRINT "™l w a WAREHOUSE . CSOLD L.l

THRELR
A a4 & a a2 a4 a s aaaaaaaail

PRINT * (0 (1 0 M M M M ";RCS;S$

PRINT "F ";L$;"4 F ";L$;"4 '

FOR 1=@ TO BSPRINT TSCID;"s a a a a a a a il ";T$CID

i"a s a & s a a oa il M;ENEXT

PRIMNT "'m ¥ *";LS$;"20 8 ";L$;"2) "SPRINT "y @ *

GOSUB 23603GOSUR 2403GOSUB 2460:GOSUB 850

PRINT CY$;"M I J M U @ @ a a a a a a SHI P . DA

TALFOR.L";SS

PRINT " K a o TONNGAGE . . o B ";$PRINT

USING™# # # # # # # ;SS;

PRINT " 4 a a DAMAGE a o o a B ";$PRINT

USING™# # # # # *;DN

PRINT "G M MMMUMMUNMUNENUNBNMMNYY

MF UEL . aaa ";3PRINT USING # # # # # . # ";

GDCT, 1)

PRINT $PRINT " o a LASERLPODS . .k"™;3

PRINT USING™# # # # # ";LP;

PRINT "L o a a DEF LECT ORSE ";$PRINT

USING'# # # # # ";DF

PRINT " o a M1 S8 S 1 LES . .Pk";3PRINT USING#
HH R R BB NS

RETURN

PRINT CYS;"f . o ";PL$SCL);"2a ST ARDATE . "3

PRINT USING™# # # # # . # # ";SD;$RETURN

CC=SS$FOR 1=0 TO 63CC=CC-GDCI,1>$NEXTS$CC=CC-INT(GDC

7,1>>-10%CLP+DF > 1S

PRINT CYys$;"C U U U W W@
P "5 SPRINT USING™# # #

PRINT N$2PRINT $PRINT "S
s aTECH . aaaah

PRINT

A a

MMHMCARGOSLLWCAP
# # '"";CCIRETURN
TEM",”P OP L . 4o a
I CULTURE""™$

QCHE
20 EE
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283
g99
=Jalo]
310
29

1000
1010
1029
1630

10490

e e
8 039
-] N
9 30

1190
1110
1120

1130

11490
1150

206

Library Information

FOR I=08 TO 92PRINT 2IF L=ITHEN PRINT " ',

PRINT PLS$CID>,P(CI,3),PC1,4)>,PCI,S)SNEXT

RETURN

PRINT N$2L1=L

PRINT "1 Bl o a a a «a «a s DESTINATIONALLS
Y STETMS.LWHM ", PLSCLL

FOR 1=0 TO 43PRINT " m ";CHRSCI+48>;"3 N ";SIF 1
=LTHEM PRINT "3 '*;

PRINT PLS$CID>;"®m 3 *; ,PCI,6),;

PRINT "m '";CHRSCI+53)>;"% B ";$IF I1+#5=LTHEN PRINT *"\4

"
’

PRINT PLSCI+5);'"®m @3 *; ,PCI+5,6)NEXTI
PRINT "M MK o o “©® 7. . 7“9 7 .T04SELETC

T aDESTIMNATTION®"SPRINT "o a4 a a a a a T
HENLWZRETURNGALWTOLLAUNCH. "™
RETURN

IF CC<OORGDCT7,1>C=0THEN SOUND 1,200,53RETURN

Hyperjump Table and Random Interstellar Events

GOSUB 310

GETASSIF AS=""'THEN 1010

IF AsS=""Q ""THEN 530

IF L1=LANDASC(AS$)>=13THEN GOSUB 6390:GOSUB 840%
RETURMN

IF ASCCASD><C>13THEN 1110

K=PCL1,633L=L1SFOR Z=1 TO KS{GOSUB 11405SD=SD+.01%
IF CR>@THEMN CR=CR+CR./500

IF CRCATHEN CR=CR+CR 150

NEXTZ

FOR I=0 TO 93PCI,B6)=FNDSCI>SNEXTS{GOSUB 220032

SQUND 1, 1000, 10

IF RNDC@)®CR#CR 1000000>50000 /SDTHEN PRINT "l ®m o o
a Y OUR LA SHIPLWAS . REPOSEZSSEDTPD

. . "$GOTO 2360

B=2%#CS+50@G0SUB 25403G0SUB 690SRETURN

IF ASC(AS)ICIR0RASC(ASI>STTHEN 1010

L1=VALCASISPRINT "ot B (0 (3 M1 M M Bl B} "";RCS;"a o & a

aa aaalHHHHBBNNON ;PLSCLLS;

GOTO 1049

GDC7T,1>=6DC7,1>-0.1

IF GDCT,13<OTHEN PRINT "k . o o YOU L RANL.LO
UT . 0F . FUEL A I NLMID-FLIGHT.

*'eGOTO 2860




1160
1170
118@
1190

1208

12192
1220
1230
1240

1250
1260

[
5]
DY)
2

[
W
10
]

1420
1412
1429
1439
1440

IF RND(A>>.06THEN RETURN

IF RNDC2)>>,3THEN 1220

DM=DM+INT (RND(@)%*5+1>$SOUND 3,400, 20

PRINT CYS;"l W WM . o o o MMSPACE .DESB
R 1 s ! ! @ "$FOR J=14 TO 4900sNEXTJ

IF DM>=SSTHEN PRINT "L M W (U w ¥ O UR . SHIP .
WAS L.ADESTROYEDLBY .A.METEDOR "™
$GOTO 2860

RETURM

IF RNDCAD>.1THEN 1258
GDCT,132=GDC7,1>~-INTCRND(D)>%*10)-12SO0UND 3,1000,20
PRINT CV$;" 0 M W MMM a o« o ~NHMIS-JURM
P ! ! @ "IFOR J=1 TO 400$NEXTJISRETURN

IF RNDC(OO>2>L$+2.-120THEN RETURN

GOSUB 1T10$RETURN

Trading Goods and Trade Table

PRINT NSSPRINT " B 4 2 2 2 2 a a « a -« a T RADE
PRI CESLWFOR . ";PLSCL)

PRINT "SI 4 I T EM 4 a a a ail aaaa PRICE .
a il a a a a a aaaaO0OWNED.LE";

FRIMNT *F *";L18;"4

FOR 1=0 TO BIPRINT LEFTSCTSCI)>,3);21F IX=ITHEN
PRIMT 4 *';

FRINT RIGHTSCTSCID,S);"® i@ "';2PRINT USING"# # # #
#HH . OHH TP ;

PRINT "0 il 4 4 a4 a a 2 @« a 2 a a a a a a i "sNEXT
PRINT *p *r;L1S;"4 *

PRINT TSCTI;'E ";SPRINT USING™# # # # # # # . # # *

GTPOTOISSPRINT a4 ik 4 4 a a 2 a 2 a a a a a a a aili

v
s

PRINT "p *';L1S;"4 "
PRINT TSCE);"E ", $PRINT USING"# # # # # # # . # #
TITPCBICIPRINT "a il a4 a 2 2 2 a2 a2 2 a a2 a a a a a ik
PRINT %
=4 === == - = d
FRINT " B 7~ — BUVY . a 5 “-SELLGLWGLG-" G~
—QU I T . . "R ”-REPATIR "™sDNS="'"2G0SUB 16
Se

IN=-1315=""3GD(&,1)=0

FRIMNT C¥S,CDS;NLS

GETASSIF AS="""THEN 1420

IF AsS=""0 ""THEN GOSUB E690:RETURN
IF ASI2>"R "THEN 1480




ChexSum Tables

19 = 4935 seg = «2124 5906 = 2539
2@ = 2726 Ste = 1212 1a00 = 303
30 = 1968 szZe = 523 te1e = 1276
a@ = 2271 S3@ = 2466 1620 946
S0 = 6608 S4@ = 1212 1o39 = 2523
49 = R’729 550 = 1015 1@ae = 1440
el = 4329 See = 919 tosg = S688
89 = 1711 sze = 1958 1060 = 1820
°a = 2395 Se@ = 1547 teva = 221
108 = 6929 5°6 = 2379 1g8@ = 3244
11e8 = 141 60@ = 4649 t@va = 7374
1@ = 4197 629 = 1664 1116 = 2124
148 = 2885 630 = 1768 1126 = 4628
159 = 3352 6409 = 1338 1130 = 579
160 = 2623 650 = 2384 1144 = 1339
1@ = 869 66@ = 4645 1150 = 9499
186 = 3216 o7 = 3794 1168 = 1133
190 = 2436 420 = 1664 117g = 1171
200 = 4949 &G = 2221 1186 = 2455
216 = 1@33 7e@ = 3328 115@8 = 3551
229 = 4463 718 = 22 1209 = 56828
236 = 3699 72 = 1673 1219 = 143
246 = 1382 T = 3377 122@ = 1168
250 = 3317 749 = 2311 123 = 3139
260 = 3173 750 = 1548 124 = 3513
278 = 3178 T69 = 2503 1250 = 1636
230 = 834 zva = 2757 = 558
290 = 2455 ’ea = 2597 = 2231
309 = 3124 roa = X349 = 88449
<t@ = 6440 aoa = 3023 = 3482
320 = 1216 2190 2675 = gra
334 = 9464 220 = 2723 = 2742
346 = 1478 g3g = 143 e = 3126
350 = 1478 840 = 3658 133@ = 1562
6@ = 1474 256 = 5941 134 °ra
3-a = 2770 260 = 33644 1356 = 4031
386G = 2869 e = 4202 1380 = 97a
<90 - 1750 Qgg = 1975 1270 = 437
0o = 220349 @ = 2077 1329 = 32349
aie = 2194 °6a = 143 135 = 4214
42a = 1189 10 = 723 1400 = 1743
aze ] S2a = 2927 1413 = 256
a4q0 = =722 P34 = 2492 142¢ = 127
am@ = 1733 9408 = 1505 1aze = 1294
460 = 1507 oS5 = 2925 t4ag = 1194
ara = 256 960 = 2162

aea TOTAL= 385287
qo0




10

11

12

13

14
15

Save the first half of Star Trader by entering SAVE "STAR
TRAD FIRST" for tape or SAVE "STAR TRAD FIRST", 8 for
disk.

Load and run the Merge program by typing LOAD "MERGE"
for tape or LOAD "MERGE",8 for disk, and then entering
RUN.

From your games tape or disk, load the first half of Star
Trader: enter LOAD "STAR TRAD FIRST" for tape or “"LOAD
STAR TRAD FIRST",8 for disk. Do not RUN the program at
this time.

Enter SYS16331.

Load ChexSum by entering LOAD "CHEXSUM" for tape or
LOAD "CHEXSUM", 8 for disk.

Enter SYS16355 to merge the first half of Star Trader with
ChexSum.

Enter RUN 62000 to activate ChexSum.

The program will respond with the prompt:

LINE NUMBER: ?

Pressing the RETURN key at this point will cause ChexSum to
start with the first line of Star Trader, first half. Entering a line
number will start ChexSum at that line.
ChexSum next prompts with:

PRINTER (Y/N) ?
A Y will send the ChexSum table to the printer or an ‘N" will
send it to the screen.
Check your grand total for the first half with that printed
above. If they differ, a line has been typed incorrectly.
Compare line numbers until you locate the bad lines and then
edit them.
Repeat steps 8 to 1@ until the games program is debugged.
In step 8, enter the number of the first bad line to avoid
ChexSum verifying the games program from the first line.
Erase ChexSum from the end of the first half by entering
DELETE 62000-62196.
Save the first half as "STAR TRAD OK1".
Enter the second half of Star Trader, lines 1450 to 2880
(which follow), and save it: SAVE “"STAR TRAD SEC" or SAVE
“STAR TRAD SEC".8.
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1459

1468
1470

1489
1490
15ea
1512
1520

210

PRINT C¥Y$;CD$,;'"t o a RE P A1 R S 4. ";DM;SINPUT NS
IF NZDITHEM N=DN

IF INTCHO®TPCEIZCSTHEN MN=INT(CS/TP(3))
DM=DM-INTCND>$CS=CS—-INT(NI*TP(8>3G0SUB 1650$G0OT0 141
[a)

IF As{>"B "THEN 1560

PRINT C¥S$,CDS;"B} . o B UVY I NG . ";

IF INCOTHEN GOSUB 1620

PRINT RIGHTSCIS,&);"(C ';

FRIMT USIMNG"# # # # # # ", INTC(CS/TPCINDID;SPRINT "

FRINT "4 4 a a a a aaaa BRI BNN

LI
’

INPUT MSIF TPCIMO*INTINDDCSTHEN N=INTCCS/TPCINI)D

CS=CS-TPCIMNI®INTC(NISGDCIN,1>=GDCIN, 1)+N3GOSUB 16503

IN=-13G0OTQO 1419

IF ASC2'S ""THEW SOUND 1,200,5¢G0T0 1410

PRIMT CYS$;CDS;"[J a a S E L L I NG . ";31IF IN>=0

THEM PRIMNT "Ml M M Bl M M M B ";3G0TO 1590

GOSUR 1620¢PRINT RIGHTS$C(IS$,8);3IF IN>TTHEN SOUND 1,

200,53 1MN=~-13G0T0 1410

FRIMNT ™4 4 a4 a a a 2 2 a a 2 a a a aaaHEHEIN

nuHnuEIMIIOINNn

THMPUT MSIF INTCNDZGDCIN,1>THEN N=GDC(IN, 1)

CE=CS4TPCIMNI*INTC(NDSGDCIN, 1>=GDCIN, 1>-N$GOSUB 165063

IM=-12G0T0O 1410

GETASSIF AS=""""THEN 1620

IF ASCCASI>=92ANDASCC(ASIC=55THEN IN=ASC(A$)-4831$

=TSCIMI$RETURN

SOUND 1,200,55G60T0 1629

GOSUR ESAIPRINT CYs;""M M M U W M MM o o CASHLL

A 2 s a aasaascsasdlBBBHBIUDIIONT";

FRINT USING S # # # # # # # # # # # . # # ';CS

DMs="""3FOR I=0 TO BJPRINT " C U U N UUEUMUMNMMEY

MMM MHM'DNS;RCS;

PRINT USING"# # # # # #

SHEXTSDNS=DNS+J [ 1 (9 (1

PRINT " CHUMMMMHY

FRINT USING"# # # # # .

PRINT "H QU MMHMMM
#HHHH

",GDCI,1D0$DNS=DNs+"'[y "
B MM ";DNS;RCS;3
",GDCT7,408

MM MBMBMBM “,DNS;RCS;
MsRETURN

E =EE#
oE-EE #

..
»

SPRINT USTHG™#

Ambushed By Pirates!

PRINT "k, ""$COLOR1,83COLOR®O,2,49¢DR=0{PS=4803SK=050S
=2

SMN=QLBT=000JFOR 1=1 TO INTCSS/100)$SN=SN+INTC(RND(®)
#2D BT =BT +S00+INT (RNDCOO>*500) {NEXT
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PF{0,A)=SS+INT(RND(@I%SS, 100+2)%1005IF SN>STHEN PF(
A,02=PF(0,0)+(SN-3)%100%SN=9

FFCR, 1>=1NT (RNDC@)>%*SS./100+2)+INT CRNDCDD %L /25

FOR J=1 TQ 93PFCJ,0>=INT(RND(PI%SS, 10+SS,/1023PFCJ, 1
Y=INT CRMNDCAD%S5S,'500+1 >

IF JIZSMTHEM PFCJ,0)=0

MEST

FOR J=@ TQ 3PF{J,3>=30+INT(RNDCOOI#3>2PF(J,2)=8+
IMT CRMDCAIHE I SHEXTATG=020S=SN+1

DR=DR-1@%DF$1F DRCOTHEN DR=0

DM=DIM+INT CDRY>*DR=DR-INT CDR>

IF GDCT,1)C=0THEN PRINT "M 4 M ¥ O U . RAN . O
UT .0F . FUEL . . . "sDIM=SS+12FOR I1=1 TO 1000
SNEX

IF DM>=SSTHEN PRINT "Um MMM MML OOTED LB
Y aFP I RATES ! "$FOR I=0 TO 63GDCI,1)=02NEXTAC
S=04GOTO 2860

PRINT NSSPRINT "B . " E * . EVADE L “C - .C L
OSE.L " "® . .79 ”.7TARGET "sPRINT ". -
M” 2 MNUKEW6.‘’L~”.LASER

Get Player’s Combat Instructions
Draw Combat Display and Resolve Combat

GOSUR TEASGOSUB 2050

IF SN=-1THEMN 1930

PRIMNT CYS$,RCS;CDS;""l Bl a «a T ARGE T a4 a a a a
a "SSPRIMNT USING"# # '";TG;$GETASSIF AS='""""THEN 1860
IF AS=""LL ""ANDLP>@ANDPF(TG,@®)>>BTHEN GOSUB 1370%
GOTO 1799

IF AsS=""T1 ""ANDMS>@PANDPF{(TG,0>>0THEN GOSUB 2000%
GOTO 1790

IF AS$="E ""ANDGDCT, 12>0THEN GOSUB 2040:GOTO 1790

IF AS=""C ""THEN IF RNDC(@>{.TTHEN EV=-33GOTO 1730

IF ASC{ASI>A4TANDASCCASICSSTHEN TG=ASCC(AS$)I-48%

GOTO 12RO

GOTO 1860

COLOR®,2SPRINT "L '"$IF OS{>SKTHEN RETURN

PRINT "L Wl mYOUJ_DEFEATEDSULWTHELLWP
I RATELALFLEET
CS=CS+BTSPRIMT "I A N
PRINT USING''# # # # #
00T Y ¢+

FOR I=1 T0O 200QNEXTSPRINT "4 ""$RETURN

SOUND 2, 1020, 23S0UND 1,3970,83PF(TG,0>=PF(T7G,08>-(150
*LP) PFCTG,2D

IF FFCTG,@)C=0THEM SOUND 3,900,203SN=SN-13SK=SK+1
RETURHN

D.COLLECTETD.-"'™s
# # # “;BT;2PRINT . I N . B
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SOUND 3,6020,203015=MNS-131IF RND(®>*100{PF (TG, 3>

THEM RETURN
SOUMND 2,200,200PF(TG,A3=FF(TG,0>-INT(RND(DQ)>*50)—-
INT{RNDCO>%5Q)

IF PFC(TG,RXI=0THEN SOUMND 3,9508,203SN=SN-13SK=5SK+1
RETLIRM

GDC7,10=GDCT,10- . 1JEV=INT (RND(O>%#3+1>SRETURN
FOKE 2072+PS,425P0OKE 2048+PS, 127
FOR J=9 70O © STEP —-131F PF(J,0><{=0THEN 2180
TMV=IMT CRMNDCOI®3D2IF PF{J,3)+EV-MY>=41THEN PF(J,3)>=PF
CX,AAE -

IF FFCJ,3)3339THEN PF(J,0)=03$SN=SN-1$G0OTO0 2180

IF INTCPS - 42D>2PF(J,2)ANDRNDC(O>C.3THEN PF(J,2)=PFCJ,
2>+1

IF INTCPS. 40)<FF(J,2)ANDRND(B)<C.3THEN PF(J,2>=PF(J,
2>-1

IF J=0THEN POKE 20T2+PF(0,2)%40+PF(9,3>,653P0OKE 204
S+PFCO,2)%40+PF{0,3),127G0TO 2140

POKE 2QT2+FF(J,2)%404PF (J,3)>-40, J+48$POKE 2048+PF (J
S, 20%AQ+FFCT,30-42, 113

POKE 3@T7T2+4PF{J,2)%43Q4PF(J,3),8TsPOKE 2048+PF(J, 2>
¥JO+PF(J,2),127

IF RNDC(ODCPF{J,3)> /40THEN 2180

SOUND 3,1020-10%J,53DX=C(PF(J, 1>%400> /CPF(J,3)42)
DR=DR+DX$IF RNDC(O><DX,(SS-DM+DXI>ANDDF>OTHEN

SOUND 2, 1020, 10SOUMD 3,990, 153DF=DF -1

IF FNDC(RHXIDX/(SS-DIM*DX>ANDLP>OTHEN SOUND 3,1000, 103
SOUMD 3,900, 103LFP=LP-1

MNEXTJ

V=ASRETURN

TP{A>X=2Q,S0RCPCL,S5))

TPC13=2000 /(S*P (L ,4>4PC(L,5),5)
TPI2)=40000 . 10%PCL,4>+FdL,3))

TRFCI=C12000+INT (RMNDC(Q)I%#2000) > /SQRC10%P (L ,4>)
TF{4Y=100000 /SOR (AP CL, 4D )

TRCS2=100000 /SOERCPCL,5)> 2D

Determine Trade Value of Goods

TPCEI=15000%P (L, 3)  (5#P{L,4))
TPCTY>=100,SQRC2M%P (L, 4> )

TRPCEI=S500-PC(L, 4)%#22

FOR 1=0 70O T$IF RNDC(DIC.4THEN TPCID>=TPCI)>-RNDCOI%*(T
FCID - CT#L-2305G0T0 2310
TRIIDX=TRCIDH+RNDCOIXTPCID /C10+2%L )
NEXTSIRX=IMTCRNDC@O)%T>$1IF INTCRNDCO)*18><OLORRND(®)>
{50/ CSD*®1IQDTHEN IX=-13RETURN
NS=C(RNDCR)#P{L,3)+48)/43G$="S H O R T A G E "2IF
RMDC@DC.STHEN GS="G L U T "2NS=4,NS




22322 PRINT "W U WMEOECTHERELWLHAS . BEENLA L
MiGS;". O F 4 ",;RIGHTSCTSCIX),8);"".
22342 PRINT "P R 1 CE S o AR E . Il “;$PRINT USING"# # .
# # ,NS;IPRINT @ . T I ME S O NORMAL ¢ ¢ 1!
.o
2350 FOR I=1 T0O 2500INEXTSTPCIRI=TPCIXI®NSSIRETURN
2260  DNs="'""
2270  PRINT [0 *"$FOR I1=0 TO 63PRINT " W & 1 M M M M
M MR MBM CDHNS;SPRINT  USING'# # # # # # # # ;0
DL, e
23%@ FRINT "B O (O W 0 MMM MBMMEMEEMDM',RCS;DNS; 3
FRINT UUSING™# # # # # # # # GD<CI,1>

LIS
»

2392 DHS=DNS+'"(] "INEXTSRETURN

2420  FRINT CYS;NLS

23410 FRINT C¥S$;'™« . o a B ORROWTI NG . *';

2420  INPUT NSIF INTIND>BTHEN N=B

2420 CS=CS+INT(NISCR=CR-INT(N>$B=B-INT(N)>$GOSUB 2460

2494409 PRINT CY¥YS;NLS

2430 RETURN

2460 PRINT CYS$;"M M [ o o a a CA S H 4 a a § a4 "8
PRIMT USING"# # # # # # # # # # # # # # . # # ',;CS

2470 PRINT CYS$;"H B W o o a a CREDI T 4o 8 . ";3
FRINT USING™# # # # # # # # # # # # # # . # # ",;CR

$RETURN

2482 PRINT Cv¥s$;NLS$

2499 PRINT C¥$;"™4 . . aDEPOSITING.L";

2580 INPUT M$IF INTCNDDCSTHEN N=CS

251@ CS=CS-INTCN)$CR=CR+INT(N)>$B=B+INT(N>$GOSUB 2460

2528 PRINT CV¥S$;MLS

2530 RETURN

2548 IF RNDC@)>>PCL, 4> 40THEN RETURN

2550 IF RNDC®)>>.2THEN 2620

2560 CT=P(L,4)%100+1000%RND (D) +RND(®I%(CS, 10001 +CS /1000

257@ IF CT>CSTHEN RETURN

258 PRINT "L MW WA Y OU.LWLHAVE .BEENL.LOFF
ERED.A.BIGGBERSLSPACE - "

2599 PRIMT "W SHI P . FROMLALCOMPANY .0
N . ";PLSCLD

Special Offers When Arriving at a New Planet

2600 PRINT "M I 7T . C O S T S . ";$PRINT USING"# # # # #
# # # T,CT.SPRINT ", CR . ";

2619 PRINT ", W1 T H . A . TRADE-1N . "$GOSUB 28
2A;SS=SS+100RETURN

2620 IF RNDCOQ>2>,25THEN 2680

2630 CT=160%(25-P(L,4>>+RND(@)>%#(CS/1000)>+CS /1000

264@ IF CT2>2CSTHEM RETURN
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2670
2680
2699
2700
2710

2309
281@
28202

2830
2340
2850
2860

2870

2830

214

PRINT "L MM METHERES LZWI SLAALNEUWLLA
SERALAPOD . FORLWLSALELHERE . "
PRIMT *] I T . CO ST S .ALMERE.L"™:S

PRINT USING'"# # # # # # # # '",;CT;$PRINT ", C R . "
GOSUBR 28205LP=LP+1{RETURN

IF RNDC@)>>.A15THEN 2740
CT=200%(25-PC(L,4))>+RND(B)>%(CS/800>+CS /800

IF CT2>CSTHEN RETURN

PRINT "L M@ MUMMATHERES LI SL.ALDETFLETC
TORLZALSHI ELDL.AVAI LABLE?"™

PRINT "M C O S T 1 NG LW JUST o ";5PRINT USING"#
# # H HHHH CCT,;SPRINT ", CR . "

GOSUB 28203DF=DF+13RETURN
CT=70%(25-PC(L,<))4+RNDC(D>%(CS  1900)+CS /1000SN=INT(
RNDCOO>*#P (L, 4> 24PC(L,4) /341D

IF CT®#NJ>CSTHEN N=INTC(CS/CT)

IF N=@THEN RETURN

PRINT "l @[] "";N;'"§ . NUCLEARULWLMI SSITIL
ES .AREL.JLOFFERED."

PRINT "l T O T AL . COST .1 S ";$PRINT USING"#
# H#H B HHHH CCTHN;SPRINT ", C R . "

INPUT "] H O W LAMANY . DO L.YOU.LWLWISHLA

T O . B UY ";NMSIF NMCBOTHEN NM=©

IF NPZNTHEM NM=N

FIS=MS+NISCS=CS—NIM*CTSRETURN

PRINT "Ml A RE . YOUL.LWWILLTINGA LWLTO.L.MA
KEATHESLWLPURCHASEL.?"

GETASSIF ASI2'Y ""ANDASC2'N ""'THEN 2830

IF As$=""Y ""THEN CS=CS-CT

PRINT "L, ""$¢RETURN

PRINT "I M (1] . 4 o a a a a a CASHLWLPOSESS
E D . ";CSIPRINT "] o 4 4 a «a a a a BANK.L™WBAL
A NCE . ";CR;

PRINT "2 M [ 4 4 o4 a a a a a GOODS . POSES
SEDW®M "™

FOR I=0 TO G3PRINT "[J 4 a a a a a a a ":TSCID;" &

";GDCI,@0+4GDCT , 1D NEXT




ChexSum Tables

1459
1460
147@
148@
1499
1590
1510
1520
1530
1540
1550
1560
1570
1520
159@
1600
if1@
1620
1630
1640
1650
1660
1670
1680
1692
1700
1719
17290
1739
1740
1750
1760
1779
1780
17399
1%00
1810
1820
1830
1840
1850
1860
i87@
18302
1890
1300
i131e
1920

36SS
2207
age2
1180
1643
1076

916
243%
2484
3302
5255
2248
4274
4900
4136
2517
5255
1277
4538
1272
4444
1404
2863
4946
2764
2685
3461
6817
6856
3505
5764
1410

121
6138
2300
2334
5485
6726
5470

739
1112
4851
3416
3414
2665
3918
aT3s

589

13930
1949
1350
1360
1370
13919
1339
20009
29010
2020
2030
2049
2059
2060
2070
2030
2039
21929
2110
2120
2132
2149
2150
2160
2170
2180
2199
2200
2210
2229
2230
22490
2250
2260
2270
2230
2299
2302
2319
2329
2330
23490
2350
23609
2370
2380
2399
2400

1}

2119
3922
49832
1711
4502
3710

143
3560
4207
3715

143
2074
1926
255@
5346
3278
3964
2965
6128
5555
4562
1767
3597
6243
5188

205

591
1433
2520
2398
32349
1953
1956
2318
1786
1504
5425
2910
5639
6025
3796
4387
2804

445
3773
2783
1247

611

2410
2429
2430
2449
2459
2460
2479
2480
24390
2500
2512
2529
2530
2540
2550
2560
2570
2580
2590
2600
2610
2620
2630
26402
2650
2660
2670
2639
2690
2709
2710
2729
2730
2740
2750
2760
2779
2789
2790
2890
2810
282@
23302
2840
2850
2860
2870
2289
TOTAL

i}

I

1671
1541
3644
611
143
3828
3369
611
1762
1717
3644
611
143
1647
1173
4246
|41
3700
257@
2ee3
3151
1234
2663
341
3790
3507
1382
1234
3558
941
3761
3373
1352
TQ6S
2154
797
3406
3654
3388
11449
2362
3452
2405
1649
577
4522
2001
3675
419602
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16
17
18
19
20
21

22
23

24
25

Load Merge if you have reset or switched off your computer
— see step 3.

From your tape or disk, load the second half of Star Trader:
LOAD “STAR TRAD SEC" or LOAD “"STAR TRAD SEC",8.
Perform steps 5 to 13 to run ChexSum on the second half of
Star Trader.

Save the second half as “STAR TRAD OK2".

Load Merge if necessary — see step 3.

Load the first half by entering LOAD “STAR TRAD OK1" for
tape or LOAD "STAR TRAD OK1",8 for disk.

Enter SYS16331.

Load the second half by entering LOAD “STAR TRAD OK2"
fortape or LOAD "STAR TRAD OK2",8 for disk.

Enter SYS16355 to complete the merge.

The program will now run!
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Appendix A
Using Joysticks

All the games in the book are designed to be played from the
keyboard, usually using the following scheme:

KEY ACTION
I Left

P Right
Q Up

Z Down
Space Fire

The Commodore 16 has an inbuilt function JOY(N) which is
used to read joystick input. The variable N is set to 1 to read
joystick @ and to 2 to read joystick 1. When the fire button is not
depressed, the JOY(N) function returns values from @ to 8 to |
indicate the deflection of the joystick; when the joystick is
deflected and the fire button is depressed, values from 128to 136
are returned (see diagram below and overleaf).

JOYSTICK VALUES, NOT FIRING
upP

1
K

LEFT 7 ) 3 RIGHT
\6<
5

DOWN




JOYSTICK VALUES, FIRING

upP
129
136 130
LEFT 135 128 /131 RIGHT
> >32
133
DOWN

Thus, the statement
10 IFJOY(2) = 13D THEN (action)

would cause the appropriate action to take place when the
joystick was moved to half-past two and the firing button
depressed. Armed with this information, you should be able to
alter the GET A$ statements in the programs so that they will
operate with the joysticks.
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Appendix B
Software Sprite Utility

WHAT IT IS AND HOW IT WORKS

This utility allows the user to move a block of charactersina 3 x 3
square around the screen. To use this program simply POKE the
Xand Y co-ordinates of the block into locations 16357, 16358 and
then do a SYS16050. To move the block round the screen just
change the X and Y co-ordinates and repeatedly call the SYS
routine.

For this program to work correctly the screen must not scroll.
Type in the program and save it to disk or tape, then run ChexSum
onit.

When executed it will place a machine language program at
16030 decimal and set the top of memory pointer to this location to
prevent BASIC from overwriting it. Once executed, the program
will sit there until you overwrite it, reset the top of BASIC pointers or
switch off the computer. You can either tack it onto the ends of
your programs and use it as a subroutine or load it in, run it and
load in another program which calls it.

Sprite Utility

19 POKE 595, 15%$POKE 56,623CLR

292 FOR [=1605@ TO 160S0+321$READASPOKE I,ATC=C+AS
MEXT

20 IF CCD4496@ATHEN PRINT "CHE CK . SUMLAERRDO
R . IMJMLPROGRAM®™;CSSTOP

42 STOP

50 DATALES, 249,141,241,63,165,241,141,242,63

62 DATALTR,222,63,201,0,208,7,173,231,63

Ta DATAZ91,@,242,3,32,1€60,63,32,23,63

z2a DATAR2,32,62,173,230,63,141,232,63,173

el DATAZ2293,63,141,221,63,173,242,62,133,241

190 DATA173,241,62,1332,249,26,163,0,133, 240
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11a DATA169,12,133,241,172,234,63,152, 240, 16
120 DATA24, 165,249, 105,40,132,240,169,0, 101
i1ze DATA241,133,241,136,208,240, 165, 240,24, 109
14a DATA2322,63,133,240,169,0,101,241,133,241
15@ DATAR6,173,230,63,144.,234,63,173,229,63
ie0 DATA141,233,63,32,234,62,160,0, 142,235
17@ DATARR, 140, 236,63,162,3,142,237,63, 162
120 DATAZR, 142,238,63,174,235,63,172,236,63
13 DATAL7TT,240,157,162,62,238,235,63,238,236
200 DATABI, 206,23R%,63,208,234,173,236,63, 105
210 DATAZRT,141,236,63,206,237,63,208,216, 96
220 DATAL17TR,229,63,141,232,63,173,230,63,141
232 DATAZ234,63,32,234,62,160,0,140,236,63

240 DATA162,127,141,240,63,162,2,142,237,63
250 DATA162,3,142,23%,63,172,236,63,173, 240
260 DATAEZ, 145,240,238,23€6,63,23%,240,63, 206
270 DATAZ238,632,208%,237,173,236,63,105,37,141
2%0 DATAZ236,632,206,237,63,208,219,96,173,232
232 DATAR3,141,234,63,173,231,63,141,233,63
200 DATAZR2,234,62,160,0,1490,235,63,140, 236

21e DATARR,162,3,142,237,63,162,3,142,23%

220 DATARR, 174,235,63,189,162,62,172,236,63
230 DATA145,249,238,235,632,238,236,63, 206,238
240 DATAB3, 208,234,173, 236,62,10%,37,141, 236
250 DATARR, 206,227,663, 208,216,96,0,0,0

2602 DATAR,2,0,0,0,0,0,0,0,9

W

7 DATA 0,120

ChexSum Tables

10 1207 122 = 2245 250 = 2029
20 = 3160 140 = 212% 260 = 2144
20 29921 150 = 2088 270 2140
4 = 145 160 = 2016 280 = 2157
dal = 2175 17@ = 2p10 230 = 207%
£0 = 1932 180 = 2032 200 = 2014
7o = 1824 130 = 2211 210 = 41978
Ra = 2025 20 = 2127 220 = 2993
Eld 2151 2102 = 2073 330 = 2205
120 = 2@96 220 = 2144 340 = 2157
110 = 2144 2z2a = 1353 350 = 4AR17
120 = 2026 2490 = 2100 260 = 1120

270 = 399

TOTAL = 74515

SPRITE DEMONSTRATOR

Type in the sprite utility and run it to place the utility in upper
memory, then enter NEW to clear the BASIC loader. Now type in
the following demonstration program:
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10 PRINT CHR$(147);

20 FORI=1TO20

30 POKE 16357, :REM SET X CO-ORDINATE
40 POKE 16358,1 :REM SET Y CO-ORDINATE
50 SYS 16050 ‘REM MOVE SPRITE

60 NEXT

70 GETKEY A$: GOTO 20

When you run the program, the screen will clear and a block of
characters will go from the top of the screen to the bottom. Hitting
any key will move the block again. The characters inthe block are
from 127 ASCII to 135.

SHAPE DEMONSTRATION

It is possible to create differently shaped ‘sprites’ by redefining
the characters in the 3 x 3 block. Enter this program:

10 POKE 55,255: POKE 56, 47 :REM SET TOP OF

15 B=12 ‘REM MEMORY TO 12287

20 POKE 65298, 192 ‘REM POINT AT NEW

30 POKE 65299, 192+4"B ‘REM CHARACTER DEFINITION
40 P=1024'B

50 SP=P+32*8 ‘REM DEFINE SPACE

60 FORI=SP TO SP+7:POKE I, ®: NEXT
70 IN=P+(127*8) :REM Define charsacters 127 - 135
80 FORI=INTO IN+71=POKE I, 255 : NEXT
90 POKE 16357,5
100 POKE 16358, 5
110 SYS 16050

A solid 3 x 3 block will appear at co-ordinates 5, 5 onthe screen.

In the program, lines 20 to 40 tell the computer to get its
character set from memory starting at 12288. Each character is
stored as eight bytes of memory and each bit in the byte
represents one pixel (or dot) of the character. The first byte of the
character represents the top pair of eight dots, while the second
byte represents the next row of dots down and so on.
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CHARACTER SHAPE VALUES

Binary Hex Decimal
P011 1100 3C 60
o100 0010 42 66
1010 0101 A5 165
1010 0101 A5 165
1000 0001 81 129
1911 1101 BD 189
1000 0001 81 129
o111 1110 7B 126

To restore the normal character set, hold down the RUN/STOP
key, then press reset. This will land you in the monitor! To escape.
just press the X and then the RETURN key.

To find out the order of characters in memory, check the ASCII
table in your reference manual. Use the formular SP=P+(A*8) to
calculate the position of a character in memory, where A is the

ASCII value of the character, and P is the start of character
memory.

CAUTIONS

Please note these important facts:

1 The range of movement of the sprite is @ to 37 for the X axis
and Q to 22 for the Y axis. The routine does no range testing.
SO it is up to you to make sure that the X and Y co-ordinates
are in range.

2  The screen must not scroli.

3 Donotletyourprogram place a sprite in location (@, @), which
is reserved.
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Appendix C
Merging Programs

The Merge program can be used to join other programs besides
ChexSum and games programs, overcoming the lack of a
MERGE command in Commodore BASIC. An important limitation
to remember is that the smallest line number in the second
program must be greater than the largest in the first program.

1

Load the Merge program by entering
LOAD “MERGE" for tape or
LOAD “"MERGE", 8 for disk.

Enter RUN to cause Merge to place a machine language
routine in high memory and to protect it by changing the

top-of-memory pointer for BASIC.
Load the first program by entering
LOAD “first program” for tape or
LOAD “first program”, 8 for disk.
Enter SYS16331.

Load the second program by entering
LOAD "second program’ fortape or
LOAD “second program’, 8 for disk.

Enter SYS16355 to complete the merge.
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Appendix D

Printout Symbols

To aid clarity, the graphic symbols of the Commodore 16
computer have been represented in this book by special symbols
designed to look like the pictographs which appear on the

Commodore 16 keyboard.

COLOUR AND CONTROL CHARACTERS *

Symbol
in book

AT HENJRrQue I=C0EED

HE o8N~ H0 KX

Key

CLR
HOME

CURSOR
CURSOR
CURSOR
CURSOR

CTRL
CTRL
CTRL
CTRL
CTRL
CTRL
CTRL
CTRL
CTRL
CTRL

QAR RD

PO MADWN

CTRL .
CTRL .

(2NN s LE I NI SVIRS (VI

* These characters are designed to emulate the characters which appear

onthe screen.
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KEYBOARD CHARACTERS *

Symbol Key Symbol Key
in book in book
4 G E o G 1t
4 G u T G R
- G W G F
. c R " C Y
= G 7 b G o+
- G u b G v
i [ - G
i G e s G P
I ¢ G S G -
[ G I G H
H | = L B G K
i G M Bl G M
5 G s e G £
r G a EN G v
A G ‘w G z
L SHIFT L | SHIFT e
r SHIFT 0O 1 SHIFT P
LY SHIFT 1 4 SHIFT U
’ SHIFT K N SHIFT I
[ SHIFT L) ] SHIFT Q@
+ SHIFT + x SHIFT W
N SHIFT M Ve SHIFT N
. SHIFT . SHIFT S
@ SHIFT ¥ ® SHIFT A
b SHIFT E = SHIFT D
SHIFT = SHIFT ©
o SHIFT F b SHIFT R
1: SHIFT T i€ SHIFT G
i} SHIFT B HE SHIFT -
O SHIFT H i SHIFT v
| 4 SHIFT £ - SHIFT =
1 SHIFT ZERO

* These characters are designed to emulate the pictographs which appear on
the front of the keys. The € symbol is the special shift key located to the left of
the left hand shift key.

Unfortunately different keyboard characters can produce identical
symbols on the screen and printout. If a program doesn't work, these
symbols may have been interchanged in a string:

1] CTRL , CURSOR LEFT
= SHIFT 3 SHIFT C
i SHIFT B SHIFT -
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Appendix E
Reader Feedback

Melbourne House is always interested in receiving letters from its
readers.

Publishing Ideas

If you have written a book or program that you think would be of
interest to other computer users, we want to hear from you.

We are always interested in discussing new ideas for books
with authors. If you think you have a good book idea, please send
a detailed outline first. We prefer to work with authors as early as
possible in the writing process.

BASIC programs are wanted for inclusion in our books, and
machine language programs are wanted for our list of adventure
and game software. Always send a tape or disk and, if possible, a
code printout with your submission letter.

Fees and royalties are negotiated acccording to the quality and
ingenuity of the submission, and are more than competitive with
those of other publishing houses.

Send your book or program to the Melbourne House office
closest to you — see the back of the title page for the address.
Mark your letter to the attention of the Editorial Department to
ensure an early review of your idea and a prompt reply.

Bugs and Problems

Everybody knows how maddening itis to have typed in a program
which won't run, despite ChexSum and any amount of careful

checking.
Every effort is made to ensure that our books are error-free.
Occasionally, however, you may have difficulties — in such

instances, do not hesitate to write to Melbourne House. Send your
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letter to the Melbourne House office closest to you — see the back
of the title page for the address.

So that we know which editior you have to process your query
as quickly as possible, mark your letter to the attention of
Customer Support. Quote the title of this book in your letter,
together with the printing and edition numbers, and the year of
publication. This information is on the back of the title page at the
foot.

Describe your problem precisely, quoting the game title and
the offending line numbers.

228




S

Commodore 16
Games Book

Customer Registration Card

Please fill out this page (or a photocopy of it) and return it so that
we may keep you informed of new books, software and special
offers. Post to the appropriate address on the back.

Date ............. 19.. ..
NamMe .
Street &NO. ...
City ... . .. Postcode/Zipcode . . .. ... ... ...

Model of computerowned . ........... ...
Where did you learn of this book:
[] FRIEND [] RETAIL SHOP

[ MAGAZINE (givename) ................oiiiiio...

[1 OTHER (specify) . ...
Age? [] 10-15  [] 16-19  [J 20-24  [] 25and over
How would you rate this book?

QUALITY: [] Excellent [] Good [] Poor

VALUE: [] Overpriced ] Good [] Underpriced

What other books and software would you like to see produced for
your computer?

EDITICN 7654321
PRINTING FEDCBAY9E87654321
YEAR 90 89 88 87 86 85 84

)




Melbourne House addresses

Put this Registration Card (or photocopy) in an envelope and post
it to the appropriate address:

United Kingdom

Melbourne House (Publishers) Ltd
Castle Yard House

Castle Yard

Richmond, TW10 6TF

United States of America

Melbourne House Software Inc.
347 Reedwood Drive
Nashville TN 37217

Australia and New Zealand

Melbourne House (Australia) Pty Ltd
2nd Floor, 70 Park Street

South Melbourne, Victoria 3205
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If you're only going to get one games book for your
Commodore 16 then this is the book for you!

| Easy to program
i With the unique CHEXSUM verification program
you can make sure your games are bug free.

Hard to beat

Games that will test your reflexes, your nerve, your
logic, your strategy and your intelligence —
educational games, simulation games, gambling
games and much more!

Allthese games explore to the fullest the extended

" | graphics and sound facilities of the new, easier to
w‘”ﬁ"“ WI 3 use BASIC.
mEno Program structures are outlined and key variables

are given so that you can learn how to modify and

é extend these games for more fun-packed action!

Melbourne ISBN 0-8klk1L-185-3
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