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Preface

This book has been produced primarily for people who enjoy games
but would like to have the ‘pleasure’ of typing them in themselves. In
this way it is possible to build up a good collection of programs for
very little outlay.

Entering programs from listings is also the best way to learn the
syntax of BASIC and to see how various results can be obtained.
Later as you develop your programming skills you will be able to
adapt the programs to suit your own preferences.

Finally it is hoped that you will be suitably inspired and
experienced to be able to write your own programs from scratch.

Although this book can be a useful aid to learning it is not designed
as a tutorial. If T had taken pages to tell you why and how each
element of a program functioned then there would probably only be
half as many listings! My aim and the aim of our merry band of
programmers has been to ensure that each program is well worth the
effort of typing in. In our efforts to ensure that the finished games are
satisfactory machine code routines have been incorporated. The code
is POKED into the memory from data and it will not be necessary to
know about the wild code.

It is important to realise however that CBM BASIC, even with a
little help from machine code, cannot equal a fully coded program.
The compromise which has been adopted in this book is as far asitis
possible to go without making each one totally machine code. In the
final analysis however it is whether the game is ‘playable’ that matters
and | hope you will agree that each game in this collection is
enjoyable and playable.

This book represents a great deal of hard work and long hours
from a team of people. I am pleased to be able to record my
appreciation to the following Mr Micro programmers: Issi, Greg,
Bootsy, David and Evan who each contributed a great deal to the
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project. I am also grateful to our friends at Commodore for the loan
of equipment and for their valuable technical assistance.

The other important person to have worked on the book is my wife
Val who took my handwritten input and produced the finished
word processed output.

Finally I am grateful to Richard Miles of Collins who
commissioned this book and who ensured that despite the many
possible pitfalls of publishing it has reached you, the C16 owner, for
whom the entire exercise was undertaken.

Jim Gregory



Introduction

Each game featured in these pages has been specially written for the
C16 and should also work with the PLUS 4. This has resulted in a
range of programs covering all types of games which incorporate
many useful techniques.

Each listing has been printed with a width setting of 42 columns.

After extensive testing all the listings have been produced from
actual working programs. Each has been reproduced directly from
the computer printout. This means that the most likely reason for a
program not working is that the reader has typed it in wrong!

I have entered many programs from books and magazines, and I
know from experience that at some stage you will not believe that you
have got it wrong. Please read the following notes on programming
carefully. They will help you to avoid the most common mistakes as
you enter the programs. Follow the advice given and you will find
that your microcomputer hobby can be more enjoyable and less
frustrating.

Although most of the following guidelines may seem obvious, each
will save you time or trouble. If you are prepared and relaxed then
few errors will be made.

First program yourself

1. Set up your equipment on a desk or table, make sure that you
are seated properly and try to keep your back straight. Ensure that
lighting is good and that the book is supported where it can be read
easily. '

2. Before you start a long typing session ensure that everything is
plugged in!

3. Make sure that you have a good supply of blank tapes.

4. If your blank tapes have a ‘leader’ on them, it is a good idea to
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prepare them for saving by turning the hub until the brown of the
tape shows.

5. To make certain everything is OK, get a longaudio tape such as
a €90, which will be your working tape. Next complete a ‘Save and
load test’, e.g. type in

1§ REM - TEST -
29 PRINT*TEST O.K.”
30 GOTO 1§

or a similar short program.

Save Test, rewind the tape, then load Test,and ‘RUN’it. If thisisOK,
do not rewind the tape, leave it where it stopped. If all does not
operate correctly then check everything and try again, until all is
working. You will then be able to use this tape to store your program,
either when you have finished or part way through to be continued
later.

6. When you save a part version give it a title which will help you
later, such as ‘V1’, ‘V2’, etc. You may prefer to use the date and time
of saving, e.g. 8.15-14/10/85. ’

As you save a version, remember to make a note on the cassette or
insert of the title and the counter number. These will enable you to
retrieve the program quickly when you wish to resume entering the
program or to ‘debug’ your completed program.

7. Always save onto tape before you type RUN. The microworld is
full of keen folk who lost hours of work because they typed RUN
before saving. (If you have saved earlier versions as directed, at least
only part will be lost.)

The reasons for losing a program in this way are various. Examples
are: mistyping words so that the interpreter performs a ‘new’
instruction, or gets into a loop from which there is no escape except
by switching off. Programs which incorporate either machine code,
POKE statements or System calls are most liable to ‘crash’, due to
incorrect values being encountered by the program.

8. When a program is finished and working it is recommended
that one copy is kept on a C90 back-up tape along with other
programs. The main copy should be stored on a suitable short length
cassette such as a C15. Only one program per side should be allowed,
to enable it to be loaded easily and quickly when required. Remember
to write the title on the label.

This two-tape system should help to prevent retyping if a cassette
is lost, damaged or develops a fault.
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9. Many users become very careless about storage of cassettes and
then wonder why they sometimes become faulty. If you want to keep
what you’ve saved follow these rules:

Identify all tapes and cases clearly.

Keep them in cases in a rack or storage system.

Store away from heat.

Store away from any magnetic fields such as TV sets, computers,

loudspeakers, motors, fans and very definitely telephones, all of

which may damage or erase your program.

® Don’t leave tapes in the deck when they are not required, and do
not leave the deck switched into ‘play’ unless the program requires
1t.

e Remember to break out the plastic tabs at the back of the tape to

prevent accidental erasure of the program. If ever you wish to re-

record over a protected tape temporarily cover the tab hole with

adhesive tape.

10. Don’t spend longer than about three hoursina session. Havea
break, walk about, have a shower, play a game!

Other problems

PARIS
IN THE
THE SPRING

Read the above out loud! You will be surprised to know that most
people read it as ‘Paris in the spring’. Perhaps you did too! However,
it actually says ‘Paris in the the spring’. The word ‘the’ is printed
twice, but because it is not expected and because the phrase is
familiar, the second ‘the’ is not ‘seen’ by the mind.

A similar problem occurs when programs are typed in from
listings. You often type what you expect to see instead of what is
printed. This is why the letter O is sometimes typed when it should be
‘zero’ (printed as @), or S is incorrectly typed instead of the dollar
symbol (printed as §).

A moment’s lapse of concentration can lead to lines becoming
jumbled as the eye jumps from one line to the next. For example:

19 PRINT*This is the start”
20 PRINT“This is next”
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becomes:
10 PRINT“This is the next”

Look at the screen to check that your shifted letters have been
correctly entered. Failure to do this produces classics such as:

1§ PRINT 2 WHERE ARE THE QUOTES!2

Under no circumstances should you attempt to alter a program as
it is entered. If the numbers go: 10,20,30, etc., then enter them like
that. Changes are best made after a program is known to be working.
This applies to everything — do not be tempted to miss out lines
because you think that they may be optional. Otherwise program
control could attempt to go to a line number that you have changed
or deleted, and crash the program.

‘REM’ statements are remark statements and have been used to
help you to understand the program. They should be entered as
printed. Only when a working program has been produced and saved
should you perhaps produce a copy which has no ‘REMs’. This could
save a little memory, but there ts no real benefit to be obtained.

Spaces are always of vital importance in a computer program.,
Care should be taken to get them right, to enable spaces to be counted
and entered accurately. Simply align a piece of paper or card with the
characters above and below, and count as the edge is moved along.

Please be particularly careful to enter each line as a complete line
from the line number commands. Confusion could arise when the
line includes numbers which wrap onto the next line. Do not enter
these lines separately, or the computer will take it as a line number
which will cause problems.

You may find it useful to place a ruler along the line you are up to.
This will further reduce the risk of errors.

If you follow all the foregoing then you should not have any great
problems. However, it is inevitable that some bugs will creep in. If
your program fails to operate properly then the last chapter contains
some helpful advice on debugging.
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Read this first

Commodore BASIC has long caused problems for those who publish
listings. This is because it features special symbols to indicate things
such as ‘Clear home’ which is a little heart character.

If we were to use a CBM printer then these symbols would be
produced, but experience shows that many people have problems
identifying what is what.

The programs in this book have therefore been printed using a
special interface. This interface automatically prints out the special
characters as easy to understand abbreviations. All such abbrevia-
tions are contained in between special brackets. These brackets
indicate that the keys shown should be pressed.

The special brackets SHOULD NOT be typed in, nor should the
actual letters which they contain. For example, if you see 3CLR£
then the Clear Screen key should be pressed. This will show on screen
as the heart symbol as you enter it.

The interface also prints out the special graphic characters ina
more legible form. Once again the special brackets will be printed
containing either an up arrow for shift or a star for the CBM key
followed by a letter. For example, if the up arrow is printed with the
equals symbol then the shift key should be held down whilst the
equals key is pressed. This will produce a left arrow. If a star or
asterisk were printed with the equals key then the CBM logo key
should be held down and equals pressed. This will produce a PI
symbol.

Spaces between one set of special brackets and another set should
be counted carefully by reference to the number of characters above
and below.

Examples of the special bracket codes are shown below:
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PRINTER CODES

COLOURS

{BLK}= BLACK={(CTRL+1)
{WHT}= WHITE=(CTRL+2)
{BLK:= RED=(CTRL+3)
{CYN}= CYAN=(CTRL+4)
{PUR}=PURPLE=(CTRL+5)
{GRN}= GREEN=(CTRL+6)
{BLU}= BLUE=(CTRL+Z)
{YELI=YELLOW=(CTRL+8)
{OR}=0ORANGE=(CBM+1)
{BRN:=BROWN =(CBM+2)
{RVS ON}=RVS ON=(CTRL+9)
{RVS OFF:=RVS OFF=(CTRL+9)

CONTROL CODES

{CUR L3}=CRSR LEFT

{CUR RT}=CURSOR RIGHT

{CUR UP}=CURSOR UP

{CUR DN=CURSOR DOWN

{HOME }=HOME CURSOR
{CLR}=CLEAR SCREEN

O=FLASH ON =CTRL+COMMA
“=FLASH OFF=CTRL+FULL STOP

CHARACTER CODES

{¥X>=CBM KEY + KEY INDICATED
{~X>}=SHIFT KEY + KEY SHOWN

EXAMPLES

{~~3=SHIFT+MINUS KEY
{¥%3}=CBM KEY+ASTERISK{(MULTIPLY)

Remember that codes will all need to be entered in ‘Quotes Mode’.
This means that the first set of quotes must have been typed so that
the CBM interpreter will know that a special symbol is required.

Due to the extensive use of machine code the likelihood of a crash
is greatly increased. So do remember to save before you RUN. If a
crash occurs it is sometimes possible to recover without loss of data.
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The trick is to hold down the RUN/STOP key whilst pressing
RESET. This will clear to the monitor. Type X [return] and the
program should still be there.

If you have any problems refer to the Introduction and to the Final
Words section.



1
Marie Celeste

5 HORT ALPESSIN THE MREIT

An Adventure at Sea

In this text adventure you find yourself moored alongs1de the
legendary ghost ship.

What is the secret of the Marie Celeste? Where are the crew"

By giving commands to the computer you can solve this marine
mystery. By mixing up the text in the listing, care has been taken not
to spoil your fun. In this way it is hoped that you will not be able to
guess the solutions to the puzzles as they are typed in.

It is usual for adventures to require North, South, East and West as
directions, but since this one has a nautical setting directions are:
Forard, Aft, Starboard or Port. In case you do not know, these are -
equal to front of ship, rear of ship, right lookmg forward and left
looking forward respectively.

As you move it is a good idea to draw a map. This map will help
you to find your way around or identify locations that you have not
yet visited.

Two-word instructions such as ‘Take bucket’ are accepted or the
direction may beshortenedto FOR, AFT,STA and POR . Adventures
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often require the player to enter :INVENTORY’ to see what is being
carried. In this adventure the inventory is displayed after each action.
One of the enjoyable (but often frustrating) aspects of adventures is
trying lots of different ‘verbs’ to see if they have any effect! Common
verbs for adventures are: get, take, down, up, climb and unlock.
Whilst you are on board, try lots of different ones. Try ‘Examine cat’
at the right time and see what happens.

Once you have solved the adventure invite others to play it. It is Just
as satisfying watching someone else make the same mistakes and
perhaps have the same success as you.

16 REM>>>>>>>MARIE CELESTECK<<<<<<K

20 REM>>>>>GREG/ISSI/JIIMLCLLCLLLLK

3¢ GOTO125%

42 RETURN

S3 PRINT"{CLR}>{RED)":COLOR®, 1:COLOR4,1

60 PRINT"(CUR RTI{CUR RTI{XG){ ¥I(¥RIC %I

~I3 CAUL %RIL{~%2C~I2"
79 PRINT"(CUR RTI{CUR RT3 {"7-3 (7=} ("=-2- =
’ {~=-3 " - {¥RY - {¥RI"

88 PRINT”{(CUR RT}{CUR RT3} ("~} {~-} {~-3("U
JARICATICAUNLARICAIICRRICAUILN¥ICII. (7=
3 CAUILARICATILA=IL UL RILAT AU RN

TICKRAILKICUIC ¥I{ I

%8 PRINT"{CUR RTJI}{CUR RT3{"-3 (-} {(~-3 (

AmILA=Y  {A=3{N=3 {N=3 {3 (-3 {2=3("

PR B SaED NEEh BN Garb B Sab b IR el b Ry

199 PRINT"{CUR RT}{CUR RT}{~-3 {~-3 {~-3{"

UIC R2EXRWICA-3C~ 3L~ I -3 (¥AICHICAKY  (

-3 {*Q}"*)(“K)(‘-)(*Q}(“*}€‘K}{ JI{ %3¢

AT =) (¥BIC XI(KD"

119 PRINT*{CUR RT}{CUR RTI{*-3 (-} {"-3("

=3 {~=3{"=) (~=3{"-) (~=3 {(~=3 (~-3

{~-3 {(~=3{"=3 {~=3"

120 FPRINT"{CUR RT}{CUR RT)X{*E} {(X¥E) {(X¥EX{~
JIARICKILKEY  (FEXCATICAHICAKY (T (7%2

(X3 RIATICARICKILHEICATICARILAKICAT I

¥ILAKILATICAKIENTIC %I K"

136 PRINT"{CUR DN}{YEL}":RETURN

148 REM >33>>333>> INITIALIZECCCLCLLLKL

15 DIMD(10,7)

160 DIMOS(11)

179 DIMM(1G,4)

186 DIMO(LL)
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199
289
219
220
2309
249
259
250
279
280
298
350
21Q
32a
339
348
250
369
370
389
373
43,3
419
429
438
449
450
456
a7
489

RESTOREZ80

FORN=1TO19®

READD(N, 1) ,D(N,2),D(N,3) ,D(N,3)
READD (N, S) ,D(N,&) ,D(N, )

READM (N, 1) , M(N,2) ,M(N,3),M(N,4)
NEXTN

FORMN=1TO11

READOS (N) , O (N)

NEXTM:RETURN
DATAL1,8,1€,11,28,2,5
DATAD,0,0,0
DATAL12,36,23,08,0,0;9
DATAL1,1,8,0
DATA13,16,1,29,4,30, 20
DATA1,9,1,0
DATA13,14,3,23,9,0,0
DATAD,1,1,0
DATA1,183,35,3,33,0,0
DATAD,1,0,0
DATA1,8,9,11,208,0,9
DATAZ,9,05,0
DATA2,38,29,13,15,22,16
DATAL,T,1,1
DATAS,30,20,08,0,0,0
DATAD,,1,0
DATA1,8,34,29,5,0,6
DATAL,9,0, 1
DATAL1,17,27,33,3,3¢,20
DATAG,3,1,0
DATAKNIFE, 6, TARPAULIN, 1, WATER ON DECK,

2,ROPE, 6,NOTE, 8, BUCKET,4,KEY, 9

453
599
5198
526
539
549
=ssg
568
576
s3g
599
600
619
620

DATACAT,®,MOP,S,WELLIES, S, HOOKS, g
REM >3>33>3>>>3>> INPUT <<<<<<<<<<<<
PRINT:M$="":PRINT">";: INFUTAS
SOUND!, 800, 7: M$=MS+AS%

RETURN

REM >>333>>>>> INVENTORY <<<<<{<<<<< -
PRINT" INVENTORY. "

FORMN=1TO11

IFO(N)=13THENPRINTOS (N)

NEXTN: RETURN

REM >3>3323323> SPLIT <<<{{<<<<<<L<
UgE="" s Ng=""

FORN=1TOLEN (M$)

IFMIDS (MS,N,1)=" "THEN&IO
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NEXTN:Vs=M$:RETURN

Vs=LEFTS (MS,N~1)
ME=RIGHTS (M%$, LEN (M%) -N)

FEETURN

REM >>3>33>>>3> COMMARND <JI{<{<0LK
GOSUES1IO

GOSUB6LOO

CH=LEFTS (VH,2)

IFCH="PO" THENGO3SUB 1320
IFCH="ST"THENGOSUBL1380
IFCs="FC"THENGOSUB146&9
IFCs="AF"THENGOSUB1549
IFCE="GE"ORCS="TA" THENGOSUB1&29
IFC&="GO"ORCE="EN"THENGOSUB1719
IFCE="EX"ORCS="IN"THENGO3SUB17359
IFCS="UMN"0ORCS="0P " THENGOSUBLY39
IFCs="CU" THENGOSUB123g

IFC$="ClL "THENGOSUBZ29ZIQ
IFCs="KI"THENGOTOZ2109
IFCH="LO"THENGOSUEZ215¢

IFCE="SH"ORCS="FU"ORC$="RA"THENGOSUBZ22

CH=LEFTS(VSF,3)
IFCH="SWA"ORC$="MOP" THENGOSUB2250
IFCS="MOV"ORCS$="LIF" THENGOSUBZ30%
IFVE="QUIT " THEMGOTOZI59
IFVS= "% "THENDOY

) PRINT"I DON’T UNDERSTAND . . .”

GCSUBL 132: GOSUESSH

GOTO&8O

REM >3>2>2>>>223>> START <LK
GO3SUEB1990

GOSUBSY

GCOSUR4QD

G0OSUBLSY

GOSUESSE

FO=6:RETURN

REM >>3>3>>3>>3>> STRINGS <{<{{{LKLK

1993 DIMWSE (36)

RESTORE 1069
FORN=1TO36
READWS (N)

1948 NEXTN
1229 RETURN

11
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1656 DATAI AM ,ASTERN ,FORARD ,PORT ,STARB
OARD ,UP ,DOWN ,IN A ,SMALL ,LARGE
1970 DATABOAT ALONGSIDE ,THERE IS ,THE WIN
D ,HOWLS ,3INGS
1582 DATASCUNDS LIKE LAUGHTER. ,OUTSIDE ,I
NSIDE ,IT IS , THE MARIE CELESTE.
18?7 DATAA ,AND ,HERE.,AND I ,SLIDE ,ACROS
S ,LOCKED ,UNLOCKED ,T0 ,OF ,IS
119¢ DATAI SEE ,STORES.
1114 DATAGAP ,THE ,WATER OM THE DECK.,DEVI
L ,BERMUDA TRIANGLE ,ATLANTIS
1120 REM >3>3>3>>> DESCRIBE <<<<<<<KK<
1138 REM
1140 IFPO=2ANDO (168)<>13THENPRINT"YOU SLIP
THROUGH TO THE NEXT DECK !*®
1150 VOL8:SOUND2, 399, 18
1160 IFPO=1ANDO(2)=@THEN2410
1178 FORN=1TO?
1188 PRINTWS (D (PO,N))}
1199 NEXTM:PRINT
1290 PRINT"I CAN SEE -*
1242 FORN=1TO11
1220 IFO(N)=POTHENPRINTOS(N);",";
232 MEXTM:PRINT:RETURN
1240 REM >3>3>>>>> BEGIN GAME {<{<<<¢<<
1250 GOSUB93H
12586 NVUS="YOU CAMNOT GO THAT WAY."
1278 GOSUE!130
1220 GOTO438
1293 REM >5>>3>>333 COMMANDS £<<<<<<<<<
1300 Vs="x"
1316 IFM(PGC,4)<>8THENL33®
1326 PRINTHNVS: RETURN
1330 IFM(PO, 4)=1THENPO=PO-5: RETURN
1343 A=M(P0O,4) :A=A-1
135¢ IFO(A)=1ZTHENPRINT*YOU USE THE "0%(A)
"AND GOT PORT. ":ELSEGOTO1329
1350 FORN=1TO3008:NEXTN
1370 PO=P0-5:RETURN
1335 Vs="x"
1396 IFM(PO,2)<>OTHEN1410
1465 PRINTNVS: RETURN
1419 IFM(PQO,2)=1THENPO=PO+5: RETURN
1420 A=M(PO,2) :A=A-1
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143@ IFO(A)=13THENPRINT"YOU USE THE "O0%(A)
"AND GO TO STARBOARD. *:ELSEGOT014029

1448 FORN=1TO3@00:NEXTN

1952 PO=P0O+5:RETURN

14468 Vs="%"

1475 IFM(FO,1)<>PTHEN1499

1483 PRINTMNVS:RETURN

1498 IFM(PO,1)=1THENPC=PO+1:RETURN

1560 A=M(PO, 1) :A=A-1

1517 IFC(A}=13THENPRINT*YOU USE THE "O%(A)
"aND GO FORARD. ":ELSEGOT01489

1520 FORN=1TO3890:NEXTN

1520 PO=PO+1:RETURN

1548 Vs="x%"

15509 IFM(PO,3)<>@THEN1579

1548 PRINTNVS: RETURN

1578 IFM(PO,3)=1THENPO=PO-1:RETURN

1588 A=M(PO,3):4=A-1

1590 IFO(A)=13THENPRINT"YOU USE THE "O0O%(A)
* AND GO AFT.":ELSEGOTO15409

1500 FORN=1TO3829:NEXTN

161¢ PO=PO-1:RETURN

15280 Vs="%"

1438 FORN=1TOL1O

124¢ IFN2=0%(N) THEN1&670

1558 HEXTN

15606 PRINT“DON’T BE SILLY !“:RETURN

1679 IFN=4THENPRINT*ITS TIED TDOO TIGHTLY F
OR MEZ " :RETURN

16809 O(N)=13

1499 PRINT"YOU TAKE THE "Os$(N)

1769 RETURN

1718 Vs="x¥"

1728 IFNS<>"STORE"ANDN®< > "STORES" THENFRINT
*YOU CANNOT GO THERE. . .":RETURN

1738 IFM(10,4)=0THENPRINT"ITS LOCKED !":RE
TURN

1748 PO=5:RETURN

1750 Us="%"

1740 FORN=1TO11

1779 IFN&=0%(N) THEN1809

1788 NEXTN

179¢ PRINT”I DON’T SEE THAT HERE.":RETURN
1806 IFN=1THENFRINT*IT’S SHARP !*

1819 IFN=2THENPRINT"IT'S GREEN !"
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1828 IFN=3THENPRINT"IT’S WET AND SALTY !"

183% IFN=4THENFPRINT*IT'S TIED TIGHTLY."

1249 IFN=STHENPRINT"IT SAYS-":PRINT"’NO NE

ED TO GO EELOW DECKS IN THIS GAME.'"

1359 IFN=6ANDO(T)=CTHENPRINT"IT’S RATTLING
1n:g{7)=P0

1360 IFN=6ANDO(7)< >@THENPRINT"IT’S EMPTY !

n

1878 IFN=7THEMPRINT"IT SAYS 'STORE’"

1888 IFN=STHENPRIMT"IT RUNS OFF WITH A DEA

D RAT.":0(8) =@

1898 IFN=STHENPRINT"IT’'S 3S0GGy !'"

1990 IFN=10THENPRINT"THEY’RE SMELLY !"

1918 IFMN=11THEMPRINT"THEY SEEM TO BE FOR A
ROPE "

1929 RETURN

1538 Vs="%"

1748 IFPOC>1OTHENPRINT"I CAN'T . .":RETURN

1958 IFO(7)<>13THENPRINT"I HAVE NO KEY !*“:

RETURN

19480 M(P0O,4)=1:PRINT"THE STORE IS OPEN."

197G D(1g,3)=28:RETURN

1930 VeS="%": IFO(1)<>I3THENPRINT"WITH WHAT

7" :RETURN

1998 IFNS=0%(4) THEN2QG1Q®

2008 PRINT"YOU SADIST !":RETURN

2018 PRINT"YOU CUT THE ROPE AND TAKE IT."

2026 0(4)=13Z:RETURN

203IF VF="%" I IFNS< 205 (4) THENVS="EBI" : RETURN .

2@40 IF0(4) < >POANDO(4) < >13THENPRINT"WHERE’

S THE LADDER 7" :RETURNM '

2052 PRIMNT"YDOU CLIMB THE ROFE LADDER."

2069 IFPO=&THENPO=7:10(4)=7:RETURN

2078 IFPO=7THENPO=6:0(4)=6:RETURN

26308 IFPO=1THENPDO=2:0(4)=2:RETURN

2099 RETURN

2157 PRINT"AN ALBATROSS FLIES DOWN AND KIL

LE YOUu FOR BEING DESTRUCTIVE"

2116 PRINTY{CUR DN)YOU ARE DEAD !*

2128 FORN=1TOS902:NEXTN

2i13% SOUND1, 402,20

2143 GOTO22S5¢

21508 Us="%"

2140 PRINT"{CUR DN3IEXITS ARE ;*

2176 IFM(PO, 1) <>0THENPRINT"FORARD *j
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2186 IFM{PO,3)<>OTHENPRINT"AFT "j

2199 IFM(FQ,2)<>3THEMFRINT"STAREOARD "3j
22¢@ IFM(FO,4) < >PTHENPRINT"PORT."

2213 IEM(PO, 1) =@ANDM (PO, 2) =GANDM (PO, 3} =0AN
DMIPR, 4) =GTHENPRINT "NONE. "

2223 PRIMT:RETURN

223F Us="%"

2240 PRINT"MNOT NOW SAILOR !":RETURN

2253 Us="%":IF0(4) {>130R0O(F) <> 13THENPRINT"
WITH UHAT YOU FoOL. . .":RETURN

2243 IFPO<>2THENPRINTYNOT HERE YOU IDIOT.
. " :RETURN

2979 0(3)=@:PRINT"WELL DONE ! NOW IT IS SA
FE.":M(2,3)=5

2288 D(2,1)=1:D(2,2)=2:D(2,3)=20:D(2,4)=32
:D(2,5)=21:D(2,6)=11:D(2,7)=0

229¢ 0(11)=2:RETURN

2366 Vs="%":FORN=1TO10

2310 IFN$=0%(N) THEN2339

2528 NMEXTN:PRINT"MOVE WHAT ? ! ?":RETURN
-3¢ PRINT"YOU MOVE IT,AND THE WIND BLOWS
IT AWAY!"

2340 0(N)=@:RETURN

2759 PRINT"(CUR DM)ICUR RTI}{RVS OMYOANOTHE
R GAME ? {RVS OFF}—"

2340 COSUBSLIO

237@ IFMS="YES" THENRUN

-=2p PRINT® {CUR DNIWELL YOU’RE FLAYING ANY
WAy '®

225g FORN=1TO2580:NEXT

24099 RUN

2419 PRINT"SURPRISE !":PRINT"WE HID IN "Ws
(21)3WH(11)

2420 PRINTWS (29) "WE THOUGHT YCU WOULD"
243¢ PRINT"NEVER SOLVE THE ADVENTURE !":GO
TO2250 .
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Please Sir?

=

PEBRE RIR. tH ¥V, ..

A Teaser for Everyone

This program is not quite what it seems! You may think that you are
able to guess what the secret of the program is as you enter it, but you
will still find the game a challenge when you play it.

The idea is that the on-screen ‘teacher’ selects a subject and you
must then give examples which fit the subject. For example, if ‘Films’
was displayed then you might enter ‘Please sir, is SUPERMAN one?’

-and teacher may say ‘yes’ or ‘no’! You must try to decide why and then
enter another example such as ‘STAR WARS’ to which the reply will
once again be ‘yes’ or ‘no’! The game continues until you achieve three
‘yes’ replies in a row, when it is assumed that you have realised why
some get a ‘yes’ and others ‘no’. You can cheat, but that most certainly
would be a shallow victory.

Later, when you have mastered playing the program, you may
wish to change the rules or add more subjects, and that may be a
challenge in itself!

Invite a friend to list the program, and he may be surprised to find
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that there is a distinct lack of data, whereupon you may either give
your own reason or offer the following test of gullability:

‘The program uses an advanced text compacting system based
upon the mathematical characteristics of letters within English
words. Thus, careful selection of parameters enables specific target
answers to be ‘tuned’ into apparently imprecise test routines.’

Of course, you will know differently, because you typed in the lines
which verify the entries! Why then, is a correct answer for the ‘Birds’
category: Sparrow, Chaffinch and Swallow?

16 REM >>3>> PLEASE SIR <<<<<
20 REM>>>>>DAVID/ISSI/JIIMC<<L

39 voLs

49 GOSUBS79

S0 GO=9

60 GOSUB1£9

70 GOSUB3&8

80 GOSUB66O

98 REM >>>>> SCREEN <<<<<

196 COLOR®, 1:CGLOR4, 1:COLOR1,2,6:SCNCLR
119 FORR=8T024:CHAR1,21,R, "{~-3}" INEXT

126 CHAR1,24,1, *GUESS A"

138 CHAR1,24,9,"TOTAL"

149 CHAR1,24,17, "GAMES*™

150 @$=STR$(GH) : CHARL, 25,19, 8%

160 CHAR1,8,13, "PLEASE SIR, IS IT..."

176 PRINT"(HOME3}{CUR DN3}{CUR RT}{CUR RT3} {~
U I ARICARIC RICARIC HICATI"

180 PRINT"{CUR RT}{CUR RT:{~-3 {~~3"
199 PRINT®"{(CUR RT3}{(CUR RT3} {("~-} {~-3
{*M3"
200 PRINT"{CUR RT:}{CUR RT3{~-3 {~=-3
{NI{XYI{ "M:"

218 PRINT*{CUR RT}CUR RTI{"JI{ " ¥I{"RI{ ¥}
{*RICXILHIL"MIT (NI (ENII{"MI"

220 PRINT"{CUR RT}{CUR RT}{CUR RT2{CUR RT?
{CUR RT}{CUR RT3I{CUR RT}{CUR RT3}{CUR RT}{C
UR RTI{"*M3} {¥Y3I{~I} ("NI"

239 PRINT*{CUR RT}{CUR RT}{(CUR RTI{CUR RT?
{CUR RT>{CUR RTX}{CUR RT}{CUR RTI}{CUR RT{(C
UR RTI{CUR RTZI{CUR RTI{CUR RTI{"JI{X¥RI{(¥H}

249 RETURN
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259
260

REM >>> YES <<K<
CHAR1,4,3," {CUR L}CUR LICUR L3({(C

UR LIYES!'"

279
280
290
300
310
!.
320
339
349
359
360
379
380
399

490

419
420
430
449
459
460
479
488
499
S50
510
520
539
540
o559
560

FORN=89OTOYGSSTEPS: SOUND1, N, 2: NEXT
WIN=WIN+1

RETURN

REM >>> NO <<<

CHAR1,4,3," {CUR L}{CUR L3}{CUR L3INO

FORN=980TOSPOSTEP -5 SOUND1, N, 2: NEXT
WIN=0

RETURN

REM >>> START GAME <<<

WIN=8:GO=Go+1

S=INT(RND(1)%#208) +1

CHAR1,32,1,S%(5)
@$=STR$ (TR) : CHAR1, 25,11, 0%

A=T(S,1) :B=T(S,2):C=T(S,3)

RETURN

OK=ASC(LEFTS (A%, 1))
IFA=2THENOK=ASC (RIGHTS (A%, 1) )
IFA=3THENOK=ASC (MID$ (A%,B, 1))
IFA=4THENOK=LEN (A$)

IFA=STHENOK=SP+B

IFS=2THENOK=ASC (LEFT$(RIGHTS (A$,2) ,1))
RETURN

REM >>33>> INPUT <<<<<

AS="":SP=g

CHAR1,8,16," -
CHARL,8, 16, A%

GETWS: IFW$=" * THENS39

IFW$=" *THENSP=SP+1:GOT0S589
IFWS=CHRS ( 13) THEN6SS

IFWS=CHRS (20) ANDLEN (A%) >0 THENAS=LEFT$ (

A%, LEN(AS) -1) : GOTOS99

570
S80
599
&O0
6190
620
&30
640
659
668

IFWSE<"A"ORWS > " Z" THENS39
AS=AS+WE: IFLEN{(AS) >15THENSOO
SOUND1, 999,5:G0T0S519

@=LEN (A%)

IFa<{10R&>15THENSS9

SOUND1 , 4009, 20: SOUND1 , 200, 20
GOSUB420: RE=0K

RETURN

REM 2>3>>>> LOOP <{<<<£<
GOSUBSP0
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676 IFA$="GUIT" THENRUN

680 IFRE=CTHENGOSUB2&9:ELSEGOSUB310

6908 X$=STRS$ (WIN) :CHARL, 25, 11,X$

706 IFWIN=3THEN739

719 GOTO660

726 REM >>3>>> WIN <<<<<

738 SCNCLR

7406 CHAR1,11,5, "CONGRATULATIONS !'*

758 CHAR1,8, 18, "YOU SOLVED THE PUZZLE '*
768 CHAR1,7,15,"PRESS 'Y’ TO PLAY AGAIN."
770 GETAS:IFAS<>"Y"THEN?79:ELSEGD

786 REM >>>>> SUBJECTS <<<{<K

798 DATA DOG,ACTOR,STAR, TV PROG,FILM,PLAY,
SONG

866 DATA MICRO, COLOUR,FLOWER, TREE, GEM, BOOK
, SPORT, BEAST, BIRD, PLACE

816 DATA FISH,NAME,CAR

826 DATAZ,1,78,1,2,82,3,2,79,5,1,2

83¢ DATA1,1,83,5,0,9,5,5,6,4,1,8

849 DATA4,1,4,2,1,806,4,1,3,2,1,68

850 DATAS,2,4,3,3,67,3,4,83,3,3,65

860 DATAZ2,1,82,3,2,65,3,2,65,4,1,6

870 RESTORE7%9

880 DIMSS (20)

899 FORN=1T028

998 READSS (N)

918 NEXTN

920 DIMT(208,3)

938 FORN=1TO2¢

949 READTI(N,1),T(N,2),T(N,3)

958 NEXTN

968 RETURN



3
I Accuse

A Suspicious Listing

This is a test of deduction which will challenge all budding sleuths.

You are Inspector Croucher of CID (Computer Investigations
Department) and are presently undertaking an extensive training
course. This training is designed to test your courage and endurance.
The course also tests your intelligence and ability to use the computer
in criminal detection. Since we cannot cover the courage and
endurance section in this book, we have included the computer
deduction test.

The computer has the ability to generate thousands of different
permutations from a set of data. Inthe blink of an eye it will decide on
the criminal and his corroborative details, together with the
statements of a witness that will conclusively point out the guilty
party. You are allowed to ask for only six sets of details. This is done
by entering the number corresponding to the category on the left of
the screen. The computer will display them and then display the
statements of key witnesses. This could be enough to identify the
correct suspect, if you requested the right data!
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The number of the suspect that you believe to be the criminal is
entered and the accuracy of your judgement is reported back.

This program could well have educational value, but most of all it
is designed to be different and fun.

18 REM <<<<<<< I ACCUSE >>>>>>>>>

208 REM{{<<<<< ISSI/IIM >>>>>3>>.

30 REM

49 GOSUB 999

5@ GOSUB 420

69 GOSUB 579

78 FOR G=1 TO &

80 GOSUB 1120

99 NEXT G

199 GOSUB 1230

116 COLOR 1,3,3:PRINT " YOU MUST NOW ENTER
THE NUMBER OF THE *

126 PRINT * SUSPECT YOU CONSIDER TO HAVE C

OMMITTED THE CRIME.*

139 COLOR 1,15,2:PRINT " THE WITNESS SAID

THAT . . . . . . .":COLOR 1,5,3

146 RESTORE 209

150 FOR N=1 TO 19

1686 READ AS

170 DUM=@:FOR M=1 TO 4:IF W(M)=N THEN DUM=
1

186 NEXT M:IF DUM=1 THEN PRINT " THE CRIMI

NAL *;A$3;S%(S,N)

199 NEXT N

266 FOR N=1 TO 12

216 READ A,B:SOUND 1,A,B

220 NEXT N:GOTO 289

230 DATA WAS A ,WAS ,WAS ,’S HAIR WAS ,’S

HAIR WAS ,WORE A ,"’S SHOES WERE *

249 DATA 'S EYES WERE ,’S NOSE WAS ,"HAD A

250 DATA 1990, 25,200,25,3008, 25,400, 25

260 DATA 200, 25,309,25, 490, 25, 500, 25

276 DATA 390, 25,490,25,5008, 25, 600,25

280 GETKEY AS:IF A$<"1" OR A$>"4" THEN SOU

ND 2,7,2%:GOTO 280

290 CR=VAL (A%) : SOUND 1, 608,506:SOUND 1,499,

S%:SOUND 1,200,508

399 GOSUB 1230

319 IF CR=S THEN GOTO 350
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320 PRINT " YOU’RE PATHETIC, °*INSPECTOR® C

ROUCHER . NO ! I WILL DEMOTE YOU TO P.C."

338 PRINT:PRINT:PRINT * IT WAS SUSPECT N

UMBER "3S3" !'*

348 GOTO 379

356 PRINT " CONGRATULATIONS, INSPECTOR CRO

UCHER '*

3680 PRINT:PRINT "YOU CORRECTLY DEDUCED THE
CRIMINAL FROM THE CLUES GIVEN !*

378 PRINT:PRINT:PRINT " PRESS "SPACE’ T

0O REPEAT GAME. "

380 GETKEY A%:IF As<{>" * THEN GOTO 38¢
398 SOUND 1,100,58:G0T0 59

499 REM >>2>3>2>32>22> SCREEN <<{<{<<K<<L<LK(

419 REM

42¢ COLOR &,1:COLOR 4,1:COLOR 1,3,5

439 GRAPHIC 0,1

449 PRINT "{HOME} SUSPECTS:";TAB(12);"1";5T

AB(29) ;2" TAB(28); "3 " TAB(36); "4"

45¢ RESTORE S536:COLOR 1,6,2

4468 PRINT:FOR N=1 TO 19

478 READ AS:PRINT As$

488 NEXT N

496 GOSUB 1230

560 COLOR 1,8,3:PRINT * CHOOSE YOUR QUESTI

ON (§-9). . . . ."

510 COLOR 1,4,4

529 RETURN

53¢ DATA 9-SEX,1-BUILD,2-HEIGHT,3-HAIR,4-"’
*COL,S5-ATTIRE

549 DATA 6-SHOES, 7-EYES,8-NOSE, 9-SPECIAL

556 REM >>2>>>22>>> SET UP <L LLLKLKL

569 REM

578 S=INT(RND(1)¥%4)+1

588 FOR N=1 TO 4

599 WIN)=0

698 CHECK=0

619 A=INT(RND(1)¥10) +1

620 FOR =1 TO 4

638 IF Wi{g)=A THEN CHECK=1

648 NEXT @

636 IF CHECK=1 THEN GOTO 608

668 WIN)=A

678 NEXT N

689 FOR N=1 TO 19



&90
700
710
728
730
749
750
760
7790
780
799
800
819
820
839
840
859
860
879
880
890
999
910
220
939
949
959
9608
979
980
990

FOR 6=1 TO 4
A=INT(RND(1)%4) +1
SS(8,N)=L$(N,A)
NEXT @

NEXT N

N=W (1) :GOSUB ?78:N=W(3):
N=W(2) : GOSUB 878:N=W(4):

RETURN
A=INT(RND(1)%4) +1
SE(S,N)=LS(N,A)
T=S+2:IF T>4 THEN T=T-4
SE(T,N)=L%(N,A)

IF A<>1 THEN B=A-1:ELSE
T=T-2:1IF T<1 THEN T=T+4
S$(T,N)=L%(N,B)
T=T-2:IF T<1 THEN T=T+4
S$(T,N)=L$ (N, B)

RETURN
A=INT(RND(1)%4) +1
S$(S,N)=L$(N,A)

IF S<>1 THEN T=S-1:ELSE
SE(T,N)=LS(N,A)

IF A<>4 THEN B=A+1:ELSE
T=T-1:IF T=0 THEN T=4
S$(T,N)=L% (N, B)
T=T-1:1IF T=8 THEN T=4
S$(T,N)=L% (N, B)

RETURN

REM >>3>3>>>>> INITIALIZE
REM

DIM S$(4,10)

1000 DIM W(4)

1919
1920

DIM L$(10,4)
A=RND(-1) :RESTORE 1279

1936 FOR N=1 TO 10

1949
1050
1969
1970
1080

FOR M=1 TO 4
READ LE(N,M)
NEXT M

NEXT N

voL 8

1099 RETURN
11960 REM >>>>>2>>2>> QUESTION

1110

REM

1126 GETKEY A%:IF A$<{"8" OR
TO 1128

| Accuse 23

GOSUB 770
GOSUB 87¢

LKL

€L LKL

AS>"9* THEN GO
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1139

1149
1150

1169

QW=VAL (AS)

GW=aW+1
SOUND 1,600-QWX59, 25

PRINT"{HOME}":FOR N=1 TO @W:PRINT:NEX

T N:SOUND 1,390,25

1179
1180
1199
1200
1219
1220
1239
TN

1249

1259
TN

1260
1279
1280
1299
1300
1319
1329
1339
1349
1350
1368
1379

FOR PE=1 TO 4

PRINT TAB(PEX8+1);;S$(PE,QW);

NEXT PE

RETURN

REM >>>2>>3>>>>> ERASE <{<{<{<<{LK«K

REM

PRINT*{HOME}"*:FOR N=@ TO 14:PRINT:NEX

FOR N=15 TO 22:PRINT *
":NEXT N
PRINT*"{HOME)":FOR N=¢ TO 14:PRINT:INEX

RETURN

DATA MAN, BOY,WOMAN,GIRL

DATA FAT,THIN,SLIM,STUBBY

DATA TALL,LARGE,SHORT,STOOPED
DATA NORMAL , SHORT, CURLY,LONG
DATA BROWN, BLACK, BLONDE, GINGER
DATA JEANS,SUIT, JACKET, CLOAK
DATA PUMPS, BOOTS, SANDLES, CLOGS
DATA BLUE, BROWN, GREEN, HAZEL
DATA SMALL ,LARGE, BROKEN, BENT
DATA TATTOO, DAGGER, GUN, MOLE
RETURN



4
Star Trek

The Program that Goes Boldly On

There have been versions of Star Trek written for just about every
computer ever made. This says a lot for its attraction as a game and
makes this the classic game.

Now you can turn your CBM into a Federation Star Ship complete
with scanners and phasers. Your mission is to clear the quadrant
of the evil Klingons, without using up all your energy or being
vaporised.

This version incorporates a zooming star field and ‘real time’
action during encounters with the enemy or when docking with star
bases.

There follows an extract from the 32,544 page mega-manual
entitled: ‘How to be Captain of a Star Ship in 4000 easy lessons’:

1. Keep calm. Remember the most you can lose is: your own life,
20 billion Galactic Dollars’ worth of hardware and the lives of
everyone in the known universe.

2. Watch where you are going! Use the ship’s eyes to reveal the
nature of the universe. Pressing ‘L’ for Long Range Scan (LRS) will
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display the position of your ship and the whereabouts of the enemy.
Klingons are represented on the LRS by a circle with an arrow. This
is the ancient symbol of Mars, the war bringer.

Star bases are represented by a circle above a cross. This is the
ancient symbol for Venus, the bringer of love.

Those sectors which are occupied by both enemy and star bases
have a square symbol in them. The square is an ancient symbol for a
square.

3. See what you can do? Pressing ‘S’ will activate the short range
scanners. This indicates the total number of enemy and star bases in
the present sector.

4. Keep an eye on your energy. Docking with a star base will give
you more. To dock press ‘D’ on your control panel. If there is a star
base in that sector the docking sequence then requires you to steer
your ship using left and right controls until the star base rests in the
centre of your screen. Once docked you will receive extra units to
the overall ship’s energy bank and a special unit boost to your phasers
and shields. Failure to dock could result in the loss of the base. So
be careful out there!

5. Zap em’, Cap’n! A Star Fleet Captain has to do what he has to
do, and that means eliminating the evil menacing Klingons.

If there are Klingons around, hitting the ‘B’ key sounds Battle
Stations and you can start zapping. First get your enemy in the centre
of the screen using the cursors. When you are ready, stab the space
bar, sending phaser bolts out to destroy the target.

If you are not successful quickly you will lose the element of
surprise and they will start to shoot back, thus draining your shield
power. Do not give in, keep zapping until the last one is cleared from
the sector. Then move on to win more battles.

6. Warp carefully. Movement to any sector is achieved by pressing
‘W’ followed by a number between 1 and 5. This is equal to the warp
factor or distance you wish to travel.

Next the warp direction is required. This is 2 number between 1
and 8. Each number corresponds to a point on a compass, starting
with one at the top and counting clockwise. Note: clocks have been
retained in stardate 2806 to help Captains steer their Star Ships.

7. The semi-final frontier. On commencement of mission you can
select the level. The easy level has only 10 enemies to seek and destroy.
The average level has 20 and the hard level has 30.

As each level is completed, news of your success reaches Central
Klingon Control and a replacement force, increased by 10 each time,
is sent out to do further battle. The ultimate challenge consists of 200
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adversaries to wipe out. Are you ready Captain? Then let
programming commence ...

18 REM <(<{<{{<{LLLKSTARTREK2>>2>2>2>>3>

28 REM <<<{<<<< DAVID/ISSI >>>>

30 POKES1,255:POKES2,55:POKESS, 255: POKESS,
S55:PRINTCHRS (8) : VOL8:REM LOWER MEMTOP

46 EN$="{HOME}{WHT}{CUR RT}{CUR RT}{CUR RT
3{CUR RT}(CUR RTI{CUR RTI{CUR RTI{CUR RT3}{
CUR RT3}{CUR RT}{CUR RT3}{CUR DN}{CUR DN3{CU
R DN} CUR DN}{CUR DN}{CUR DN}{CUR DN}{CUR

DN} {CUR DN3}{CUR DN}{CUR DN3}{CUR DN}{CUR DN
3(CUR DN3}{CUR DN}{CUR DN3}{CUR DN}{CUR DN3({
CUR DN} {CUR DN3}{CUR DN3}":A$="{CUR RTI}{CUR

RT}{CUR RT}{CUR RTI{CUR RT}{CUR RT}{CUR RT
}(CUR RT}{CUR RT}{CUR RT3"

58 SHS=ENS$+AS

69 PHE=SHS$+A$

70 SE$=EN%$+"{CUR DN}{CUR DN3}"

80 EME=SES+AS

98 ARS=EM$+AS

190 COLOR®G, 1:COLOR4,1:COLOR1,2:POKE1344,9

119 PRINT*"{CLR}{WHTIPLEASE WAIT A MOMENT..

126 FORR=@TO029:READD:POKE16352+R,D:NEXT:SY
516352

130 REM MACINE CODE TO COPY CHARSET FROM R
OM TO RAM

146 DATA149,0,185,0, 208, 153,06, 56, 185,09, 299
,153,0,57,185,0,210, 153,06,58, 185,98, 211

156 DATA153,8,59, 136,208, 229,96

160 REM POINT TO CHARSET NOW IN RAM

176 POKE65298, PEEK (65298) AND251 : POKE&SS5299,
PEEK (65299 ) AND3ORS6&

186 REM DATA FOR SHIP SHAPE

196 FORR=0TO7:READD:POKE14336+R, D:NEXT

266 DATA7,98,242,254,242,98,7,0

2196 REM DATA FOR STARS ETC

226 FORR=8T039:READD:POKE14336+27%8+R,D:NE
XT

230 FORR=8TO7:READD:POKE14336+33%8+R, D:NEX
T

246 FORR=0TO031:READD:POKE14336+35%8+R,D:NE
XT

250 DATA,; 5555528
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260 DATA; 555555128
270 DATA,,,,128,,,

280 DATA128,,,,55,

298 DATA16,,55555

300 DATAL,, 45555

310 DATA,,51,,4,

329 DATA; 35553551

336 DATA1S5,7,13,56,198, 198, 198,56

349 DATAGY, 192, 102, 102, 60,24, 60, 24

35¢ RESTORE3930:FORR=0T0224:READD: POKE1587
2+R,D:NEXT:REM SCROLL DATA

3468 DIMS(15,2)

376 GOSUB1220

389 GOSUB1300

399 GOSUB94O

490 GOSUBSS8H

416 IFS(SEC, 1) >0THENGOSUB2860

429 GOTO479

438 PRINT"{HOME?{WHT)>{CUR DN3{CUR DN3{CUR
DN3{CUR DN3}{CUR DN3}{CUR DN3}{CUR DN3}{CUR DN
33

440 FORR=1TOS:PRINT"*(CUR RT} *SPC (
19)* " NEXT

456 PRINT"{CUR UP}{CUR UP3}{CUR UP}{CUR RT3}
HHNRRNNRN"SPC(19)"113111111":RETURN

460 PRINT"{HOME)"; :FORR=1TO39:PRINT"* *j:NE
XT:RETURN

470 GETAS: IFA$=""THENSS0

489 IFAS="L"THENGOSUB1470

496 IFA%$="S" THENGOSUB14&50

S00 IFAS="W" THENGOSUB1770

516 IFA%$="D"THENGOSUB2138

520 IFAS$="B"THENGOSUB2510

536 GOSUBSSO

549 IF EMEN=ALIEN THENS19

550 SYS15872

560 IF DEAD=10R ENER <1THEN&7@

570 GOT0479

586 PRINT EN$" {CUR L3>{CUR L3}{CUR L3}"ENE
R

598 PRINT SH&" {CUR L}{CUR L)>{CUR L3"SHI
E

689 PRINT PHs" {CUR L3}{CUR L}{CUR L3"PHA
s

619 PRINT SEs$" (CUR L3}{CUR L)>{CUR L3}"SEC
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628 PRINT EM$®  (CUR L3}{CUR L}{CUR L3}"EME
N

639 A$=" N":IFS(SEC,2)=1THENA$=" Y*

649 PRINT ARSAS" (HOME)"

658 RETURN

668 REM >>33>>>>DEADCL<<<<LK

676 PRINT”(CLR3{CYN3}{CUR DN}{CUR DN}{CUR D
N3} {CUR DN}*

686 PRINTSPC (15) " >BAD LUCK<{CUR DN3}{CUR DN
}.

699 PRINTSPC (8) *THE STARSHIP ENTERPRISE"
788 PRINT

718 PRINT® HAS BEEN DESTROYED BY THE KLING
ONS BUT(CUR DN3}*

728 PRINT® ADMIRAL WELLINGTON HAS DECIDED
TO GIVE YOU{CUR DN3}*

738 PRINT® JUST ONE MORE CHANCE IF YOU W
ANT TO(CUR DN3}*®

746 PRINTSPC (16) *GET YOUR VENGEANCE !'*

758 PRINTSPC(12)"{CUR DN}{CUR DN}{CUR DN3}(
YEL}ANY “CHR$(138) "KEY*CHR$(132) *"TO PLAY"
7608 FORT=1T02000:NEXT

778 GETAS

788 IFAS=""THEN770

796 GOTO379

898 REM >>>>3>3>> NEXT <<<<<<<K

819 PRINT*{CLR3}{YEL3}{CUR DN3}{CUR DN2{CUR D
N3}{(CUR DN3}*

820 PRINTSPC(8) " >WELL DONE CAPTAIN KIRK<(C
UR DN}{CUR DN3}*

838 PRINT®{GRN} NOW YOU MUST FIGHT A FIERC
ER GROUP OF{CUR DN3}{CUR DN3}"®

849 PRINTSPC (12) * {WHT3<<{<KLINGONS>>>"

850 ALIEN=ALIEN+19

868 PRINTSPC(11)"{CUR DN}{CUR DN}{CUR DN3{
CUR DN3}{WHT3ANY "CHRS(138) "KEY"CHR® (132) *
TO PLAY"

876 FORT=1T02089:NEXT

880 GETAS

899 IFA$=""THENSSO

998 GOTO3ISE

P18 REM <<<<<<<< STARS >>>>>>>>

926 SYS15872:RETURN

930 REM <<<<<<<K SCREEN >>>>>>>>

949 COLOR1,2,5S

959 PRINT"{CLR}{CUR DN2"SPC(10)"{~U3}";:FOR
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R=1TO1Z7:PRINT"{*#3}*j :NEXT:PRINT"(~I3"

960 FORR=1TO17:PRINTSPC(19)"{~-}"SPC(17)"(
=3 "INEXT

978 PRINTSPC(10) " { J3{ %I " HI{ " RI{"¥I("¥3{
AERICARILCARICARICRICARICEICRIOAHIORI(OR
I RIL~KI"”

288 PRINTSPC(4) " { UM ¥I{"RI("RI{( " KI{("XI("
I{RICRILARFICARICANRILCARILARILRILRI(RD
ARICAFCRI(ARICAICRILARILCAEI(ARIOARIL
I RILCRILTII"

999 PRINTSPC(4)*"{~-}"SPC(?)"{~-2"SPC(?)"("
=}*"SPC(P)"{(~-3"

1988 PRINTSPC(4) "{XQ@}{ " RI{( " RI{ " KI{("%I{"¥3{
SRICEICARICARICAHJILHICRIORIFIORI(CARIOR
PR Gad FREt JESar S XSal D Xqat SRSl SRSl JASM DREA F L8 R4
CRICEILCTRI(NWI"

1916 PRINTSPC(4)*{~-3"SPC(?)"{~-3"SPC(?)"(
A=} "SPC(P)"{"-12"

1920 PRINTSPC(A) "{~JX{ X3 {"%X3{ " #2{"¥I{"¥3}{
AUFLARFICORICRIIHEIC NI RICARILARICRI(CN
ARFLARICARIIREILRIL HICRICRILRILNRIL
AILRI(C R KI(HOME > "

193¢ PRINT"{HOME}{CUR DN3}{CUR DN}{CUR DN3{
CUR DN} {CUR DN}{CUR RTJ}{CUR RT}{CUR RT3{"U
AR RILARILTII®SPCI23) "L U (" RI{"RI{ ¥
{~13"

1940 PRINT"{CUR RT3}{CUR RT}{CUR RT}{"-3}{WH
TILRS"5:COLOR1,2,S5:PRINT*"{(~-3}"SPC(23)"{"~-}
{WHTI}SRS";:COLOR:1,2,5:PRINT"{~~-3"

1950 PRINT (UM ¥3{ " XI(HEI{( " RI{ " ¥I{( ¥ {XE
F{ARI{ A RI(RWIPSPC(L1Z) "{XAI{ " RI{ " RI{AEI{ ¥}
{ " RI{RI(AEIC " RI{ " RIL("II"

1660 FORR=1TOS:PRINT*{~-3"SPC(37)*{~-}"INE
XT

1876 PRINT"{ ~J3{ %I {"RI{ " HI{ " RI{"RI{("RI{("%
JCARFILARILRWIPSPCLIZ) "(RAI{RI("RI{HKI( %]}
{RI{RICRIIRICRI{(KE

1986 PRINT"(CUR DN3}{CUR DN3}(CUR DN}{CUR DN
3{CUR DNX{CUR DN3}{CUR DN>{CUR RT}{CUR RT>{
CUR RT3}{CUR RT3}{CUR RT}{BLUXENERGY{CUR RT}
{CUR RT}{CUR RT}{(CUR RTJ}{GRN3}SHIELD{CUR RT
}{CUR RT3}{CUR RT}{CUR RT{REDI}PHASOR"

1899 PRINT"{CUR DN3}{CUR RT}{CUR RTI{CUR RT
}{CUR RTI{CUR RT}{(BLU3ISECTOR{CUR RT{CUR R
TI{CUR RT}{CUR RT}{GRN3IENEMY{CUR RT}{CUR R
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TI{CUR RT3}{CUR RT3}{CUR RT}{RED3}*-BASE(HOME
}-

1166 PRINT"{HOME)}{WHT3}{CUR DN3}{CUR DN3}";
1119 FORR=OTO?

1126 PRINTSPC(11)SPC(R) "$"SPC(7-R)"["SPC(?
-R)"\*

1139 NEXT

1140 PRINTSPC (11) “##H##N##{(CUR RT231111111]
1159 FORR=@0TO?

1166 PRINTSPC(11)SPC(7-R)*!"SPC(R)"_"SPC(R
).I\.

1179 NEXT

118¢ PRINTCHR$(153)*{CUR UP3}{CUR UP}{(CUR U
P}(CUR UP{CUR UP3}{CUR UP3}"SPC(17) "{~J}{¥R
IAEI(HRI{"KI*

1198 GOSUBSS8@: GOSUB439

1206 RETURN

1210 REM << (LLLKLKLKDIFFICULTY 22233235

1220 PRINT"(CLR}{YEL3}{CUR DN}{CUR DN}{CUR
DN} {CUR DN3}{CUR DN}{CUR DN}{CUR RT3I{CUR RT
3{CUR RT3}{CUR RT}{CUR RT}{CUR RT}{CUR RT{
CUR RT}HARD EASY AVERAGE ?*"

1239 GETAS

1246 IFAS$="H"THEN ALIEN=20:RETURN

12506 IFA%="E*THEN ALIEN=19:RETURN

1260 IFA$="A"THEN ALIEN=15:RETURN

1276 GOTO1239

1286 PRINT*{HOME}{CUR DN3}{CUR DN}{CUR DN3{
CUR DN3}{CUR DN3}{(CUR DN3}{CUR DN}{CUR DN3}"j:
FORR=1TOS:PRINT"{CUR RT: "INEXT:PRINT"

1299 <<<CCKCKINITIALISE>>>32>>3>
1306 FORN=1TO15:S(N,1)=8:S5{N, 2)=0:NEXT
1310 FORN=1TO ALIEN

1320 SEC=INT(RND(8)¥15) +1

1330 IFS(SEC, 1) >3THEN1328

1340 S(SEC,1)=S(SEC,1)+1

1358 NEXT

1368 FORN=1TO3

1379 PO=INT(RND(8)¥15) +1

1389 IFS(PO,2)=1THEN1379

1399 S(PO,2)=1

14098 NEXT
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1410 PHAS=25:ENER=25:BAD=0:SHIE=25
1420 SEC=INT(RND(8)%15) +1

1436 EMEN=@:DEAD=0 )
1449 SCREEN=3163:COLOUR=2139

1456 RETURN

1468 REM <({<<<<{{<LONG SCAN>>>3>33>>>

1479 FORR=@TO29:SOUND1,RND (8) %200+800, 1 :NE
XT

1489 PO=1:PRINT*{HOME3{CUR DN3}{CUR DN3}{CUR
DN} (CUR DN3}{CUR DN3}{CUR DN3}{CUR DN3}{CUR D

N3} {CUR DN}{CUR DN}{CUR RT} {CUR UP
3{CUR UP}{CUR UP}{CUR UP}";

1499 FORN=1TO3:SOUND3, 1616, 19:PRINT*{CUR D

N3~

1560 FORM=1TOS:SOUND3, 1926, 2: PRINT"{CUR RT
33

1510 SYS15872

1529 IFPO=SECTHENPRINTCHR®(153)"@";:G0TO1S

70

1538 IFS(PO, 1) >3ANDS (PO, 2) =1 THENPRINTCHRS (
155) "(%+3 "} :GOTO1570

1549 IFS(PO, 1) >8THENPRINTCHR$(151) *%"; : GOT

01570

1550 IFS(PO,2)=1THENPRINTCHRS$ (152) "&"; : GOT

01570

1560 PRINT* *;

1578 FORR=1TO28:NEXT

1588 PO=PO+1:NEXTM,N:PRINT" (HOME}*

1599 FORR=1T0100:5YS15872: FORT=1TO018:NEXTT
.R

1608 GOSUBA439

1616 SOUND3, 1909, 10

1626 ENER=ENER-5

1638 RETURN

1649 REM <(<<<<<{SHORT RANGE SCAN>>>>>>

1650 FORR=0TO20:SOUND1,RND (8) ¥200+600, 1:NE
XT

1666 PRINT® (HOME)>{CUR DN3}{CUR DN3}{CUR DN3{
CUR DN3}{CUR DN}{CUR DN3}{CUR DN3}{CUR DN}{CU
R DN3*SPC(31)CHRS(151) "%{WHT3}"S(SEC, 1)

1678 SOUNDS, 16108, 20
1682 FORR=1TO490:NEXT
1699 PRINT:PRINTSPC(31)CHR&(152) "&{WHT3}"S({

SEC,2
1709

)
SOUND3, 1920, 20
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1719 FORR=1T0S@:SYS15872: FORT=1TO16:NEXTT,
R
1726 GOSUB43P

1738 SOUND3, 1900, 10

17406 ENER=ENER-5

1756 RETURN

1768 <<<CCSKCWARPY»»>>>5>

1776 PRINT”{HOME}{CUR RT}{CUR RT3}{CUR RT{

CUR RT3} {YEL3}WARP/DISTANCE FACTOR (1 TO 5)

PLCUR LICWHTI"}

1780 SOUND3, 1815,5

1798 GETAS: IFAS<"1"ORAS$>"S5"THEN1798:ELSEPR

INTAS

1860 SOUND3, 1805,5

1810 DIS=VAL (A%)

1820 GOSUB468

1832 PRINT"(HOME3}{CUR RT}{CUR RT}{CUR RT3{

CUR RTI{CUR RT}{CUR RTI{CUR RT}I{CUR RTI{CY

NI}WARP DIRECTION (1 TO 8) Z{WHT}{CUR L3}";

1848 SOUNDS, 1915,5

1850 GETAS: IFAS<"1"ORAS$>*8" THEN1850:ELSEPR

INTAS

1869 SOUND3, 1995,5

1878 DATA-5,-4,1,6,5,4,-1,-6

18680 DR=VAL (AS$)

1899 RESTORE1870

1966 FORN=1TODR

1916 READXY

1928 NEXT

1936 FORN=1TODIS

1949 SEC=SEC+XY

1958 IFSEC<1 THENSEC=SEC+15

1960 IFSEC>15THENSEC=SEC-15

1978 NEXT

1980 FORR=800TO1026:SYS15872:5YS515872

1998 SOUND3,R, 1

20006 NEXT

2018 GOSUB4&O

20208 IFS(SEC, 1) >0THENGOSUB2069

2038 ENER=ENER-INT(DIS¥*1.5)

2048 RETURN

2056 REM <<<<{<<{<RED ALERT>>>>>>>>

2060 PRINT®(HOME}{CUR RT3}{CUR RT}{CUR RT}{

CUR RT3}{CUR RT3}{CUR RTI{CUR RT2{YEL}"CHR$(
e 13B) *C<LLKKK(REDIRED ALERT{YEL3}>>>>>>>>"C
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HR&(132)

2870
2089
2099
2160
2119
2129
2130
2149

FORR=1TO8
SOUND1, 699, 8: SOUND2, 620, 8
FORT=1T0108:NEXTT,R

GOSUB449

RETURN

{K{CCCCKDOCKING> > > 333> >
IFS(SEC, 2) < >6THEN2199

PRINT* {HOME}{CUR RT}{CUR RT}{CUR RT3(

CUR RT3}{CUR RT}{CUR RT}{GRN3NO STARBASE IN
THIS SECTOR®™

2150
2169
2170
2180
2199
2200
2219
2229
2239
22409
2259
2269
2279
2280
2299
2389
23106

SOUND1, 360, 20: SOUND2Z, 310, 29
SOUND1, 196, 20: SOUND2, 110, 20
FORT=1TOS560: NEXT

G0OSUB466: RETURN
Y=@IX=INT(RND(8)#17) : XX=1
BS=5C+X+Y¥*49: BC=BS- 1929
TS=PEEK (BS) : TC=PEEK (BC)
POKEBS, 38: POKEBC, 125

GETAS: IFA$="{CUR RT?}"THENXX=XX-1
IFAS="(CUR L)}"THENXX=XX+1
X=X+XX:Y¥=Y+1

IFX<{BTHENX=0: XX=0
IFX>16THENX=16: XX=0
POKEBS, TS: POKEBC, TC
IFTS<{>113ANDTS< >114THEN2380
POKEBS, TS: POKEBC, TC
PRINT*{HOME}{CUR RT}{CUR RT}I(CUR RT2{

CUR RTJI{(CUR RTJ}{(CUR RT}I{CUR RT3I(CUR RT3} {CU
R RT}I{CUR RT}{CUR RT}{CUR RT3}{CUR RT3} {WHT?
?>>DOCKING(LK"

2320
2339
2349
2359
2369
2378
2380
2399
2499

ENER=75: PHAS=7S: SHIE=75
FORR=1T08:VOLR: SOUND3, 496,5

NEXT
FORR=8TO1STEP-1:VOLR:SOUND3,4060,5
NEXT
VOL8:S0OUND3, 1616, 26: GOSUB446: RETURN
IFY<>13THEN2439

POKEBS, TS:POKEBC, TC

PRINT*"{(HOME}{CUR RT3}{CUR RT}{CUR RT}{

CUR RT}{(CUR RT}{CUR RT}CUR RT}{CUR RT3{CU
R RT}{WHT}STARBASE OUT OF RANGE"

2410
2420
2439

FORR=699TO1920STEP16: SOUND3, R, 2: NEXT
GOSUB44P: RETURN
IFTS<>74ANDTS< >7STHEN2489
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2449 POKE WS, TS:POKEBC, TC

2456 PRINT"(HOME}{CUR RT3}(CUR RT}{CUR RT3}{

CUR RTMCIWR RTI{REDI<<< THE STARBASE 1S DE
STROYED >}>*

2469 FORR®1920TOGPOSTEP-10: SOUND3, R, 2: NEXT
2479 GOSUB4&S:S (SEC, 2)=0:RETURN

2480 GOSUP926:SOUND1, 1606, 1:SOUND2, 1991,1:

FORT=1TO2(§&:NEXT

2499 GOTOR209

2500 REM »>)>>>>>>BATTLEL (<LK

2519 PRINT*({HOME}{(CUR RT}{CUR RT}{CUR RT}{
CUR RTJ}(CUR RT}{CUR RT3}{CUR RT}{WHT3}"CHR$(
130) ">>>>XBATTLE STATIONS<<{<{{<{"CHR%(132)
2520 FORRRM=1TO04:FORR=490TO6OOSTEP20: SOUND1
s R, 2: SOUNIDIZ,R+10, 2: NEXTR, RR

2530 IFS(QEC 1) { >OTHEN2579

2540 GOSUHM&S:PRINT® (HOME}{CUR RT}{(CUR RT}
{CUR RTI{CIUR RT}{CUR RT3I}I{CUR RT}{CUR RT3{C
UR RT}(CU#;RT}{CUR RT}{CUR RT}{CUR RTJ}{CUR
RT>(CUR RIT}(YEL}"CHR%(138) "SECTOR CLEAR"C
HR$ (132)

2558 FORR=1T04:SOUND1, 19609, 2: FORT=1TO0208:N

EXTT,R

2569 GOSUB %48 : RETURN

2578 X=(INT(RND{(8)#15)+1)0R1:Y=(INT (RND(8)
¥1S)+1)0R1 [ XX=1:YY=-1

2580 BS=SC 'X+Y#409:BC=BS-1024

2590 TS=PE! (K (BS) : TC=PEEK (BC)

2400 POKER ;,37:POKEBC, 123

2619 GOSUB 720

2620 GETAS3 IFPHAS>GANDAS=" "THENGOSUBZ818

2630 IFKIL#1THENS (SEC,1)=S(SEC,1)-1:KIL=0:

60702528

2649 IFAt-f(CUR L3 * THENXX=1

2450 IFAS=®(CUR RT}"THENXX=-1

2668 IFAS=F(CUR DN3*THENYY=1

2670 IFAS=P{(CUR UP}"THENYY=-1

2680 IFX=@THENXX=1

2699 IFX=1pTHENXX=-1

2790 IFY=@THENYY=1

2719 IFY=1THENYY=-1

2720 X=X+XK:VY=Y+YY

2730 1IFRND{§8)<.9THEN2780

2749 COLORW, 3, 2: SOUND3, 509, 19: COLORG, 1,9

2750 ‘*i‘i?ilﬁ— 1: IFSHIE>-1THEN2788

i

i

Ay
iy
"
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2769 DEAD=1 i

2770 PRINT*{HOME}(WHT3}{CUR RT>(CUM RT3}{CUR
RT}{CUR RT3}{CUR RT}{CUR RT3}>>>>>¥>>SHIELD
S OUT<C<<K{{KC*":FORT=1TO1606: NEXT: mETURN
27806 GOSUBS89

2796 FORT=1T040:NEXT:POKEBS, TS: 'BC,TC:G
0T02580

2800 REM <<<FIRE>>>

28106 M1=3804:M2=M1+14

2820 FORR=6TO06

2830 C1=M1-1824:C2=M2-1024

2840 P=PEEK(M1): IFP<>32THEN2848
28506 POKEM1, 78:POKEC1, 95

2860 P=PEEK (M2) : IFP< >32THEN2888
2878 POKEM2, 77:POKEC2, 95

2880 SOUND3, 990+R%10,2

2899 M1=M1-39:M2=M2-41

2998 NEXT

2916 M1=38064:M2=M1+14

29289 FORR=8T06

2930 P=PEEK(M1):IFP<>78THENZ2938
2949 POKEM1,32 i

2950 P=PEEK(M2):IFP<>77THEN2978 -

29606 POKEM2, 32 :

2976 M1=M1-39:M2=M2-41 ) !

2980 NEXT v -

2999 PHAS=PHAS-1 !

3000 IFX=8ANDY=8THENEMEN=EMEN+1: lIL=1 POKE
BS,32:COLOR®,2,7
30919 SOUND3,?50,20:COLORG, 1,0 i
3920 RETURN !
3930 DATA173,216,56,168,162,0,23
56,202,157,216,56,232,224,7,208, 2
3649 DATA1S52,141,223,56, 173,224,
» 9,232, 189,224,56, 202, 157, 224,56 '
3959 DATAZ232,224,7,208,243, 132, 1ﬂ1,231,56,
162,7,189,224,56,74,144,2,9,128

30608 DATAL1S57,224,56,202,16,242, 1#3 236
3976 DATAS6,74,144,2,9,128,141,2%6,56, 173,
247,56,168, 162,7,202, 189,249 &

3980 DATASS6,232,157,240,56,202,234,0,208,2
43,152,141,246,56,162,7, 189,248 !

3999 DATAS6,74,144,2,9,128,157, 2”‘.56,292,
16,242,173,255,56, 168,162

31906 DATA 7,202,189,248, 56,232,1#7 243 56,

St

“?

f
{

.»}
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262,224

3116 DATAG, 208,243,152, 141,248,56,173,15,5
7,168,162,7,202,189,8,57, 232

3120 DATA157,8,57,202,224,0, 208,243,152, 14
1,8,57,162,7,189,8,57, 19, 144

3130 DATAZ2,9,1,157,8,57,202,16,242,173,27,
57,10,144,2,9,1,141,27,57,173,32

3149 DATAS7, 168, 162,0,232

3156 DATA189,32,57,202,157,32,57,232,224,7
, 208,243,152, 141,39,57,162,7

3160 DATA189,32,57,10,144,2,9,1,157,32,57,
282,16,242,96



5
Rainbow Breakout

An Arcade Classic

This second program classic has great attraction for players of all
ages. It is one of the shorter programs in the book and so may be a
good first attempt for those new to programming.

At the start you are asked to select a large or small bat, then the
game begins. The object of the game is to eliminate all the blocks by
hitting them with the ball. Your bat is moved left or right using the
cursor pad or joystick. It must be moved in advance to anticipate the
path of the ball as it bounces back from the blocks.

If you lose a ball then there are three supplied before the game
restarts. The score is shown and can reach very high levels in the
hands of a skilful player.
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16 REM <<<<< RAINBOW ISSI/GREG >>>>>>>>>>
20 FORN=OTOS1:READA:POKES28+N, A: NEXT

30 DATAZ24, 166,209,164, 208,32,240,255,96, 16
9,86,133,210,169,12,133,211,32,60,3

49 DATA152,249,8,169,40,32,1090,3,136,208,2
48,138,32,1608,3, 177,216, 133,215,96

56 DATA24,101,216,133,216,165,211,105,6,13
3,211,96 .

40 SC=@:LI=5:VOL

78 PRINT"{CLR}{GY 33"

80 POKE268, 12:POKE289, 16:S5YS828: INPUT"LARG
E/SMALL ";AS

90 SE="":LM=38

198 IFLEFTS(AS,1)="L*THENSS="{%Y}{#Y3}":LM=
36

118 GOSUB259

128 CO=0

136 X=1

149 GOSUB3&9

158 B=23

168 N=RND(1)

176 IFN>.BSTHENC=1:ELSEC=0

188 C=C+(INT(RND(1)%18)+5)

199 BD=-1:AD=-1

208 GOSUB319

219 GOSUB48g

226 IFCO>39STHEN11G

239 GOTO2089

246 REM >>33>>3>353>> SCREEN <<<<<<<<<<<K

258 RESTOREZ286:PRINT" (CLR)":COLOR®, 1:COLOR
4,1

260 FORN=1TO016:READZ:FORM=0T038:POKEZ268,M:
POKE20%9, N: SYS828: PRINTCHRS$(Z) "{~@}"

276 NEXT:NEXT

289 DATAZ28,28,39,34,31,31, 156, 156, 159,159
299 RETURN

306 REM >>>>>>>>> MOVEMENT <<<<<<<<<<<

319 GOSUB760

320 IFLE=1ANDX>@THENGOSUB398: X=X-1:GOSUB36
o

339 IFRI=1ANDX<{LMTHENGOSUB39@:X=X+1:GOSUB3
60

349 RETURN



40 Commodore 16 Games Book

359 REM % % % DRAW #* % %

360 POKEZ298, X:POKEZ20%, 23:SYS828:PRINT"*{~0}
"SE*{(~P}"}

379 RETURN

386 REM ¥ ¥ # RUB * ¥ ¥

398 POKE208, X:POKE289,23:SYS828:PRINT" "3
400 IFS%E<>*"THENPRINT" "3}

410 RETURN

428 REM >3>>>>>3>> DRAW BALL <<<{{L<<LL

438 PRINT"{WHT3}";

449 POKE208,C:POKE20%,B:SYS828:PRINT"{*W3}"
$§ :RETURN

458 REM >2>2>>2>>>>>» RUB BALL <K<K

469 POKE208,C:POKE269,B:SYS828:PRINT" "3IR
ETURN

478 REM >>>2>2>>>> MOVE BALL <{<{<<{<<{<KLL

480 GOSUB460:AZ2=C:B2=B

490 A2=A2+AD: B2=B2+BD

506 IFA2{OTHENA2=9:AD=1:SOUND2,580, 15

519 IFAZ2=39THENAZ2=38:AD=-1:S0OUNDZ2,580,15
520 IFB2=1THENBX=1:S0OUND2, 609, 19: GOTOS80
3539 IFB2=23THENGZ2O

540 POKE268, B2: POKE289,A2:5YS837: CH=PEEK (2
15) :

559 IFCH<>81THENS79

569 POKEZ298,A2:POKEZ20%,B2:5YS828:PRINT" *;
579 IFCH=81THENSOUND2,600,5:5C=5C+10:BX=-B
D:CO=CO0+1:ELSEBX=BD

588 C=C+AD:B=B+BD

596 BD=BX

680 GOSUBA439

618 RETURN

620 POKEZ208, 23: POKE289,A2:SYS837: CH=PEEK (2
15) : IFCH=32THENG?79

639 BD=-1

649 N=RND (1) :IFN>P.SANDX<L3S8THENC=C+1

658 SOUNDZ2, 106, 15

660 RETURN

678 GOSUB392:LI=LI-1

688 SOUND1,75, 1S

699 IFLI>OTHENL139

7?08 PRINT"{(CLR}":POKE208, 12: POKE289,?:5YS8
28:PRINT*CONGRATULATIONS !*

719 PRINTTAB(14) "{(CUR DN}{LT RED:YOU SCORE
D: "
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720 PRINTTAB(14) "(CUR DN}"SC" POINTS '*

739 PRINTTAB(11)"{CUR DNJ}O{OR}ANOTHER GAME
? (Y/N)*®

749 GETKEYA%: IFAS="Y" THENG&6Z

759 GOTO748

760 LE=@:RI=0:KS=PEEK(198)

779 IFKS=48THENLE=1

784 IFKS=351THENRI=1

799 RETURN



6
Maze Maniac

THRBLY : BELB08 ELBPBED  0BOLLE

A Game with Perspective

This third classic is a 3D maze game in which you have a perspective
view of the paths open to you. A

The object of the game is to find your way around the maze
quickly. If you do it fast enough then you will catch the maniac. If you
are too slow then he will catch you!

On screen are shown the passages that are open to you. The pointer
at the bottom indicates the true direction that you are facing and how
far you have travelled towards the exit at bottom right.

The left or right cursor changes the direction you are facing. The up
cursor takes one step into the picture each time it is pressed. The
down cursor takes you back one step and leaves you facing the same
direction.

Once you are successful in reaching the end of the maze then the
target time is reduced and the best time must be beaten.

This game uses machine code to achieve the very fast changes to
the picture.
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16 REM >>>>>> MAZE MANIAC <<{~I3<<<<<<<_<<
26 POKES2, 68:POKES4, 60: POKESG, 60

36 POKES1,255:POKES3, 255: POKESS, 255: CLR
40 SM=8:S@=SM-1:VOL 8

5@ DIM M(S@,S@),MT (S0, S9)

60 GOSUB 969: TG$="001500"

76 GOSUB 850:X=0:Y=0:S5P=1

80 GOSUB 180:TI$="000000"

98 SOUND 2,480,4:G0TO0 470

160 GET I%:IF I$="" THEN 260

118 IP=ASC(I%):SOUND 2,800,4

126 IF IP=145 AND Y<S@ THEN IF M(X,Y+1)>8
THEN Y=Y+1:GOSUB 180

136 IF IP=17 AND Y>@ THEN IF M(X,Y-1)>8 TH
EN Y=Y-1:GOSUB 180

146 IF IP=29 THEN SP=(SP+1) AND 3:GOSUB 18

#:GOSUB 340

156 IF 1IP=157 THEN SP=(SP-1) AND 3:GOSUB 1

89:GOSUB 3990

160 GOTO 99

176 REM >>>>>>> DIRECTION ARROW <<<<<<

180 CHAR1,2@,22,CHRS(32) : CHAR1, 21,23, CHRS (
32) :CHAR1, 20, 24, CHR$ (32)

196 CHAR1,19,23,CHR$(32) :COLOR1,2

286 ON SP GOTO 220,239,249

216 CHAR1,208,22,CHR$ (98) : RETURN

2206 CHAR1,21,23,CHRS$(99) : RETURN

238 CHAR1,20,24,CHRS$(98) : RETURN

249 CHAR1, 19,23, CHR$(99) : RETURN

256 REM >>>>>> TIMER <<<<<<<<<CCCCKC<<

260 COLOR1,6,6:CHAR1,32,24,TI$

276 IF TIS<TG% THEN 1900

280 SCNCLR:COLOR1,2

299 CHAR1,4,11,"THE MAZE MANIAC HAS CAUGHT
YOU FROM*®

360 CHAR1,4,13, "BEHIND. YOU WERE MUCH TOO

sSLOw"

319 GOTO 839

326 RETURN

336 REM >>>5>>>3>>> TURN RITE <<<<<<<<<<K
346 FOR I=0 TO S@:FOR J=6 TO SO
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350 MT(J,1)=M(1,S58-T)

368 NEXT J,1I

I76 ZZ=X:X=Y:Y=ZZ:X=50-X:60TO 430

380 REM >>>>>3>>>>> TURN LEFT << <<<KLKL
396 :FOR I=@ TO S@:FOR J=¢ TO S@

460 MT(J,S8-1)=M(1,J)

416 NEXT J,I

428 ZZ=X:X=Y:Y=ZZ:Y=58-Y

43¢ FOR I=¢ TO S@®:FOR J=8 TO S©

448 M(J,I)=MT{(J,I)

45@ NEXT J,I:RETURN

4606 REM >>>>>3>> GENERATE VIEW <{<<{<<L<<LL
479 FOR W=2 TO & STEP-1:V=Y+3-W

480 IF V=SM THEN GOSUB &90:K=W:W=8

499 IF V<SM THEN IF M(X,V)=06 THEN GOSUB 69
giK=W:W=0

S8 NEXT W:0=0:IF Y<(S@ THEN IF M(X,Y+1)=2
THEN 7898

519 IF X=S¢ THEN FOR D=3 TO 1+K STEP -1:0C
=@: GOSUB 7988:NEXT D:GOTO 3550

S20 V=@:F0OR D=3 TO 1+K STEP -1:0C=0

538 IF M(X+1,Y+V) >3 THEN 0C=1

S4¢ GOSUB 7@6:V=V+1INEXT D

550 IF X=@ THEN FOR D=6 TO 4+K STEP -1:0C=
#:6G0SUB 709:NEXT D:GOTO 580

560 V=0:FOR D=6 TO 4+K STEP -1:0C=0:IF M(X
-1,Y+V) >@ THEN 0OC=1

578 GOSUB 789:V=V+1:i:NEXT D

580 GOTO 100

598 REM >3>>>3>>>> SET WALL < {<{<{{<<<<L<KLK
696 ON W GOTO 629,630

616 SYS 15646:G0TO 649

628 SYS 15624:8YS 15656:G0T0 &509

638 SYS 15616:G0T0 660

640 SYS 16128:5YS 16823

658 SYS 16092:SYS 15989

668 SYS 16956:SYS 15955

&79 RETURN

689 RETURN

698 REM >>>3>>>>> SET DOOR << <LKLL
768 ON D GOTO 719,720,738,749,750,7609

716 IF OC THEN S5YS 162907:RETURN:ELSE SYS 1
6128: RETURN

7208 IF OC THEN SYS 1618%:RETURN:ELSE SYS 1
&6992: RETURN
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736 IF OC THEN SYS 146974:RETURN:ELSE SYS 1

6956 : RETURN

749 IF OC THEN SYS 16251:RETURN:ELSE SYS 1

6923 : RETURN

756 IF OC THEN SYS 16886:RETURN:ELSE SYS 1

5989 : RETURN

760 IF OC THEN SYS 15972:RETURN:ELSE SYS 1

5955: RETURN

P76 REM >>3>>>>3>> OUT <<{<<<<<<<<L<LLK<LK
786 SCNCLR:COLOR1,2

798 CHAR1,4,11,"WELL DONE YOU HAVE ESCAPED
THE®

808 CHAR1,4,13, *"MAZE MANIAC THIS TIME ....
-

816 CHAR1,4,15,"Y0OU TIME WAS *+TI$

829 TGS$=TI%

839 FOR I=1 TO S@088:NEXT 1:GOTO &9

848 REM >>>>>>> DRAW SCREEN <<<<<<<<<<<
850 RESTORE 1360

868 FOR I=0 TO S@:FOR J=@ TO S@

879 READ M(I,J):NEXT J,1

886 COLOR 4,1:COLOR &,1:COLOR 1,3,6

399 SCNCLR:SYS 16225:SYS 16056:SYS 15955

99¢ COLOR1,2:CHAR1,2,24, "TARGET: "

918 CHAR1,24,24, “ELAPSED: *

926 COLOR1,6,6:CHARL, 9,24, TGS

930 COLOR1,S,é6:CHARL, 20, 23, CHRS (289)

949 RETURN

9SG REM >>3>>>>>> INITIALISE <<<<<<<<<KK<

968 RESTORE:AD=15616

97¢ READ D:IF D<@ THEN RETURN

989 POKE AD,D:AD=AD+1:GOTO 979

998 REM >>>>>>> PROGRAM DATA <<{<<{<<<<<<
19986 REM

1918 DATA 169,163,160,12,162,17,208,6, 169,

27,168,13,162,11,133,2206,132,221, 169

1920 DATA 160, 160,32, 145,220, 136, 208,251,7

6,37,63,162,5,208,2,162,3,169,164,160

193¢ DATA 12,133,220,132,221,169,36,160,15

, 133,222,132, 223, 168,30, 169,32, 132,224
1949 DATA 145,220, 145,222, 136, 208, 249,24, 1
65,220, 195,41, 133, 226, 165,221, 185,0

1959 DATA 133,221,56,165,222,233,39, 133,22

2,165,223,233,06,133,223,164,224,136,136

1066 DATA 202,208,212,96,24, 165,220, 105,49

W



46 Commodore 16 Games Book

, 133,220, 165,221, 165,90, 133,221,996, 165

1676 DATA 222, 145,228,200, 196,224, 208,249,
165, 223, 145, 228,32, 99, 61,230,224, 160,90
1986 DATA 262,208,233, 96, 165,222,145,220,2
88,196,224, 208, 249, 165, 223, 145, 2206, 32

18996 DATA 47,63, 238,224, 160,0,202, 208,233,
96, 165,222, 145,220, 136, 196, 224, 208, 247
1168 DATA 165,223, 145,220,32,99,61, 198,224
,160,4,202, 208, 233,96, 165, 222, 145, 220

1118 DATA 136,196,224, 268,247, 165,223,145,
22¢,32,47,63, 198,224, 160, 4, 202, 208, 233
1126 DATA 96,160,0,132,224,2408,163,160,9,1
32,224,240, 181, 138, 168, 134, 224, 208, 199
1136 DATA 138, 168,234,234, 134,224, 208,215,
133,222, 132, 223, 298, 224, 133,222, 132,223
1146 DATA 208,224, 133,222, 132,223,208, 224,
133,222,132, 223, 208, 224, 133, 226, 132,221
1156 DATA 169,160, 168,223,208,222, 133,224,
132,221, 169,32, 160,32, 208,212, 133, 220

11606 DATA 132,221,169, 160, 160, 195, 208, 208,
133, 220, 132,221, 169,32, 160, 32, 208, 198

1176 DATA 133,2290,132,221, 169, 166, 160,233,
208, 194, 133,220, 132,221, 169,32, 166, 32

1186 DATA 298,184, 133,224, 132,221, 169, 160,
160,95, 208, 180, 133,229, 132,221, 169, 32

1196 DATA 160,32,208,1708,169,0, 160,12, 162,
4,32,3,62,169,192,160,15,162,4,208,179
1266 DATA 169,0,160,12,162,4,32,13,62,169,
192,1606,15,162,4,208,172, 169, 164, 160

1219 DATA 12,162,3,32,3,62,169,36,160,15,1
62,3,208,145,169,164,160,12,162,3,32,13
1226 DATA 62,169,36,160,15,162,3,208,138,1
69,31,160,13,162,2,32,3,62, 169,175, 160
12386 DATA 14,162,2,208,186,169,31,160,13,3
2,13,62,169,175,160,14,162,2,76,33,62

1248 DATA 169,35,160,12,162,4,32,43,62,169
,227,160,15,162,4,76,63,62, 169,35, 160

1256 DATA 12,162,4,32,53,62,169,227,160,15
,162,4,76,73,62,169,192,160,12,162,3

1266 DATA 32,43,62,169,64,16@,15,162,3,76,
63,62,169,192,160,12,162,3,32,53,62, 169
1276 DATA &4,169,15,162,3,76,73,62,169,54,
1606,13,162,2,32,43,62, 169,198, 166, 14

1280 DATA 162,2,76,63,62,169,54,160,13,162
.2,32,53,62,169, 198,160, 14,162,2,76,73
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1290 DATA 62,234,32,99,61,202,208,1,96,76,
18,61, 56, 165, 220, 233, 49, 133, 220, 165,221
1306 DATA 233,0,133,221,96,32,238,62,169,1
60,141,236,12,141,20,13,141,244,14,141
1316 DATA 28,15,96,32,18,63, 169, 1606, 141,97
,13,141,98,13,141,161,14,141,162,14

1326 DATA 96, 169,159,162,12,133,220, 134,22
1,162,17,169, 160, 160,49, 145,220, 136, 208
1330 DATA 251,32,99,61,202,208,241,96, 162,
2,76,168,62

1349
1359
13602
1379
1380
1399
1499
1410
1420
1439

DATA
REM

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

-1

1,1,1,06,1,1,1,9
1,6,1,1,1,98,1,