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Another great book from
INTERFACE PUBLICATIONS

Here's a collection of 49 games guaranteed to
make you glad you invested in a Spectrum.

Tim Hartnell, the world's most widely published
computer author (and recently described by
Personal Computer World magazine as 'Mr
Sinclair') has drawn on the work of some of the
UK's most talented young programmers to bring
together this incredible collection of explosive
games for your Spectrum.

The programs, many of which feature
machine code subroutines, include:

PROTECTOR
WIPE-OUT
CHOPPER SQUAD
DODGEMS
SNAKE
ZOMBIES
DOORS OF DOOM (Adventure)
GOLD RUSH
SPACE TREK
3-D MAZE (with full graphics)

Don't wast a minute longer reading the back of
this book in the shop. Buy it now, and rush home,
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FOREWORD
Books as solid as this one don't just spring out of the
Spectrum without a serious investment of time and
e ffort.

And there has been plenty of both time and effort spent
making sure this collection of games for your
Spectrum is as good as we could make it.

Drawing on the work of some of the UK's best young
computer programmers, I've brought together a series
of major programs for the Spectrum which deserve
the label 'software quality'. The major contributors
were Malcolm Young, David Perry, Graham Charlton
and Neil Pellinacci, whose work forms the bulk of this
book.

Others I contracted to produce programs for this
collection include Scott Vincent, Raymond Blake, Neal
Cavalier-Smith, Paul Toland, Andrew Sweetland, Martin
Jones, Graham White, Tim Rogers, Damian Steele,
Neville Predebon and Michael Briggs. They also
deserve congratulations for the quality and 'play-
ability' of the programs they've contributed.

Time to start your Spectrum exploding.

Tim Hartnell,
London, 1983.
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Protector

No need now to spend your money in the

arcade. PROTECTOR gives you the chance to

save the world (or at least a few cities)

as this sample run shows:

\sCOPE = 1000
&	 >«: ,

X^
^

z

Your controls are "M", "Q", "A", "O" and

"P". Time to start protecting...

10 REM RUN QITB owes LOCK LJ
20 OLS
3@ FOR F=1 TO $g
$— DORDER F/7
50 BEEP 0.05,F
50 PRINT AT 5,10 INK 0 PAPER

4; FLASH 1 .-PROTECTOR-
70 NE'T F
60 LET S0=0
90 LET H5=0

100 RESTORE
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IF INKEY$= - M -

IF INKEY$=-0-

IF INKEY$="R”
IF INKEY$=-0-

THEN
THEN
THEN
THEN

CO TO 05
LET	 =

LET L1=1
LET L2=-

110 LET N=0
1 0 PARER 1: BORDER 1: INK 6:

L5
130 LET 0$=" ill " : REM G ABC
140 LET R$=0$
1 50 LET E$="esi sse	 REM G 35 555
150 LET U$=+" ,4p.": REM G DESG
170 FOR X=1 TO 12
180 READ R$
1 90 FOR Y=0 TO 7
200 PERD R
210 POKE USR A$4-Y,A
220 NEXT Y: NEXT X
230 DIM Z$(6,2,4): DIM ! (17):
DIM N(15): DIM X$(15)
240 DATA -A,28,20,26,28,20,20.50,125,“5",16,16,55,55,56,55,56
124,"C-,128,128,128,192,192,224
224,240,"D",7,7:15,15.31,53.53.6
3,-E",254,254,254,2SS;25t,2.55. �7e55,255,-F“,255,255,231,19519523
1,255,25S,G",240,248,248252,25
2,254,254,255,-H-,48,45,45,112,1
20,120,12b,12
2E70 ORTR

5,129,-Y",129;126.126,50,50,24,,2
4,24,-N".128,54,325,4,2,1,./

256 FOR 6=1 TO 6: LETZ$(E,1)=0
=

80 LET V=10: LET D=V:,...!FT
=6: GO SUB 0970: 0 5Uti 0PteLET W	 t.7

20
29 0 FOR 6 =1 TO V: LET L5,13=IN
T ERND*H: LET L(5,2)=IN7 a?.ND*3
0) : LET N(B)=INT (RND*2Y*2-1: LE
T XS(B)=CHR$ (155.5-N{5)s2: NEX
T	 GO SUB 0950
300 LET R1=17: LET A2=15
310 LET 6=5+1: IF 6-D THEN LET
320 PRINT AT 0,20, INK 0;"SCORE
= ",SO
330 PRINT RT L(6,1),L6,2);X$(5): LET L(B,1)=L(B,1)+1: LET 'L.2)=Lt5,2)+N(6): IF L(6,2)>31 THEN LET L(6,23=0
340 IF L(5,2)<0 THEN LET	 6,2)'=-31
350 IF SCREEN  (L1)-!(R.:)(>" 	 THEN GO TO 071n.

350 PRINT RT L(6,1),L(6,2);"1"
370 LET L1=0: LET L2=0
380 IF INKEY$="" THEN GO TO 050

390
10
400

1
410
420

1

440 PRINT AT R1,R2,"
450 LET Al=R1+L1: LET R2=P2+L2
460 IF A1<1 THEN LET R1=1
470 IF A1›17 THEN LET A1=17

490 IF A2>30 THEN LET P2=1
500 PRINT RT Al,R2j -- : GO TO e
4-SO IF R2(1 THEN LET R2=30

IF TNKFY$= - P - THEN LET Lg1=1

310
510 PRINT INK 2;RT A1-1,R2-1,"p

L ";RT A1,A2-1;1105 - ;AT R14-1,R2-
1; " gfr "
520 FOR Y=I TO D: IF ASS (L(Y.1

)-A1)>1 OR ABS (L(Y,2)-R2)>1 THE
N GO TO 0540

5 30 GO TO 0570
540 NEXT Y	 n, .1
Al,R2-1; -	-;PIT R1-1-1,R2-1"

550 GO TO 010
570 LET L(Y,2)=L(D,1): LET L(Y,

2)=L(D,23: LET N(Y)=N(D): LET X$
CY-..=X$(D): LET D=D-1: LET SC=SC+
10
580 BEEP 15,16
590 IF D>0! THEN GO TO 0540
600 LET H=H+1
610 PAUSE 200
520 CLS : PRINT AT 5,5; FLASH 1
;"YOUR SCORE IS -;SC: PAUSE 100
630 LET W=0: FOR X=1 TO 8: IF .7-
$EX,23::E$ -THEN LET !A=U+1
F,40 NEXT X
,50 IF U=0 THEN GO TO 080

F,60 PRINT AT 10,0;: FOR X=1 TO
PRINT RT 10,4*(X -1);RCRT 11,

4*(X-1);W$: NEXT X
570 LET T=W*100: PRINT AT 11,(W
)*4;“= BONUS "T: LET SC=SC+T
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GO TO 0020
" +Z$ C1,	 +Z$(2 1)

'+Z$ (4,1) +:_'$ (5,1) +

530 GO SUB 0970
590 GO SUB 0920: LET L)+1: IF

t_41 15 THEN LET V=15
700 LET D=V: GO TO 0290
710 IF L(8,1)<18 THEN GO TO 03E,
720 IF SCREEN$ (L(8,1),L(5,2))<

>-- THEN GO TO 0800
730 LET Z=L(6)2)
740 IF 7>1 AND ..7<6 THEN LET 27$(

LET Z$(1,2)=E$: GO
Tb 0840

750 IF Z>5 AND Z<10 THEN LET ZAt
"; LET Z$(2,2)=Es: G6

Tb 0540
760 IF Z>9 AND Z<14 THEN LET Z$
(3.1)=- -: LET Z$(3,2)=E$: GO
Tb 0540
770 IF Z.17 AND Z <22 THEN LET Z
(4..1)=-	 -: LET Z$(4,2)=E-t1 n

O Tb 0640
730 IF Z>21 AND Z<26 THEN LET Z

LT Z$(3,2)=E$: G
M TO 0340
790 IF Z>25 AND 7;30 THEN LET Z

LET Z$(6,2)=E$: G
O Tb 0340
800 LET L(6,1)=L(D,1): LET L(6,

z) 1	 n	 2)	 ;	 !sj ro=t't	 -

6)=X$(D): LET D=D-1
310 IF D>0 THEN GO TO 0360
6v2 0 IF W=0 THEN GO TO 6.60

;330 GO TO 0600
64.0 BEEP .1,2: GO SUB 0920: GO
SUS 0950: GO TO 0800

OLS : FLASH 1: FOR X=I TO 2
2: PRINT "

910 LET 5C=0:
920 LET 0$="lx.

+Z$(3,1)+"
Z$(3,1)+"

930 LET (11$=0
:2)+Z$(3,2)+"
2)+Z$(6,2)+" 

940 RETURN
950 PRINT AT 19.0; INK	 TO
2); INK 3;0$(3 TO 14);	 4;1D*

(IS TO 18); INK 3;0$(19 TO 30);
INK 4;0$(31 TO 34); INK 3;6$;35
TO 46); INK 4;0$(47 TO 50); INK
3;0$(51 TO 62); INK 4;O$(63 TO )

960 RETURN
970 PRINT AT 20 ) 13; - LEUEL -:H
980 FOR F=1 TO 200: NEXT F: CLE,

990 RETURN

S
/ /	

N.. 
\ &CORE	 cl

/// \/ ./.\\

-- •	 t
:'"74,jihAkiLOW6iihAiWLAWL.14fiLJa

"- NEXT X: PRINT AT 10
,121 "GAME OVER - : FLASH 0
esb PRINT870 FLASH 0: IF SO>=HS THEN PRI

NT -WELL DONE YOU HAVE THE NEW H
IGH	 SCORE

LET HS=SO: INPUT "ENTER Y
OUR NAME ";N$

350 PRINT : PRINT PAPER	 INK
7;N$;" HAS THE HIGH SCORE"
390 PRINT : PRINT FLASH 1;-PRE5

:5 6 TO PLAY AGAIN -
900 IF INKEY$<>"6" THEN BEEP 0.

73,1: GO TO 0900

$ C 1 ; 2) +Z$ (2
+Z$ C4- ,	 $
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Hi-Rize
From	 Paul Toland comes this exciting
arcade game, which involves jumping
through many screens of lines with moving
gaps. There are five screen variations to
be played through, and you can see them
all in these screen printouts:

I1I'rIiE 

SCREEN I            

t1I'(?IZE
SCREEN 2

Fï û,,, t hi s s`reen, on, red dots
appear on the screen and you
can gain points b'3 going overthese

: ås th àS screen rten you mau not
return to t h e base tine.

4

f

WRAARiNlin

e

1..iJL^i^^ a r.^ ` 1 L i ^^ n.^
. a a ^t7^	 CRlEE ^

I1I°i^IZE
SCREEN 3

E+oanamsoommsc FtEEl4si®
1NIEN/8 Rs you move up the screen the

Lines below you vanish, so you
wi t t lose a Life if you fall.

9
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SCREEN S

.pikes appear at the top o ► the
screen and their touch is
Ie tha i .

t	 t

t

t

mommmielmmg.. 163 0	 SCREENmF4

10.

t1I'tkIZEtt
t

0	

t

4,	 t

t

l'466 (R °182mmum9 SOmmmummSt: REENmS^^S^

t1I'ftIzE
SCREEN 4

192

t

t t

t t

•	 m''Vrier''23201"mwmaSCREEN5'7'
t

And here's the Listing for HI—RIZE:

1 REM HI-RIZE el P. TOLRND
SO GO SUB 80O: GO SUB 2500
90 LET TOT=TOT+1: LET UN=UN f2:

GC SUB 920
200 FOR I=H TO L: PRINT RT I*2-

1,H(I.1) CHR$ 144: LET N=H(I,1),t-
H (I,2): IF N<0 OR N>31 THEN LET
R=INT tRNC+.5): LET HtI,2)=R-U
0): LET N= (H tI,2) =-1) *31
110 PRINT RT I*2-1,N; " ": LET H

f I , 1 ) =N: NEXT I

11



120 PRINT PT Y, X;"	 IF SCREEN
$ CY +1 , X) =" " THEN LET SC•=5C•—'2 0*
G: PRINT RT 21 , 3; EC; C•Hfi$ 144: BE"
EP .1,-20:     LET Y =Y+2 : LET O=146: :
LET T=0: IF L<10 THEN LET L =L +1
IF G>2 THEN GO TO 300

130 LET T =T + 1 : IF T=UN THEN LET
C=145: BEEP .05,30
..^,,.4•0 IF C =146 THEN GO T O 155
245 LET I$=INKEY$: IF I$;>..1.. T

HEN GO TO ISO
14 6 IF SCREEN$ tl{-1 , Xt =" •' THEN

SEEP .0.5,0: LET C'• =146: LET T=0:
GO TO 160
147 IF Y<20 THEN LET L=L-1: IF

L i 1.0 RND G > 2 THEN PRINT RT Y +1,0
;SS LET SC=5C+10aFG: PRINT PT 21
, 3: SV;	C:ip^ $ 144- : BEEP.05,20:   LET

—'^ _? . LET X=X — H £l'':°'2+12__2? ^: ^
~150 LET :1=X+ f I$= ., 8 ,=	 $_	 ;

LET X=X+ i?{ = -1? 9F;=2— iX=3:2) +32
1=7=4 IF SCREEN$ tY +1 ,X? = . .. THEN
r;fl TO 120
^55 LET N =F3TTR [Y,X) : IF N=50 T

HEN LET S+C•=SC+10*G" .BEEP . 05 ,5:
PRINT AT 21 , S,: 5C•; CHR$ 144-

15 ;^ IF N=45 OR N=51 THEN GO TO
7-710

12

300 FOR I = L *2 TO 20: PRINT RT I
X: i:HR$ 146; AT I-1,X; "	 BEEP .

20 —I: NEXT I
3 1 0 BEEP 2.-10: LET M=M-1: IF M

=0 THEN INPUT " TRY RGRIN "„';.A$
, G O TO 1+(R$=..N..) *aGG8+iA$="n"t
:r9qq8
320 LET G=G —i+(01)
3^,,0 GO TO 90
300 RESTORE uOt•1• : LET T$= — ": FOR
1=1 TO 63: READ N: LET T$=T$+ C H

P$ (N+128): NEXT I
610 DRTR 0, 14 '1'3 .0 t 1:1 010 . 1tt1

.6,i^,7 11,0,3,3 11,6,13 ^^ 

.a.0,6,[1 ,13, 14 , 0 , 13
"+-1- $(
 12,1.2,0,1=:i-,12

820 LET T$="  	 TO 22)+—
'+T$ (23 TO 42) +..

"+T$t43 TO a
G00 RESTORE 900: FOR 1=0 TO 55:
READ  N: POKE U5R "R"+I, N: NEXT

905 LET N=0: DIM B$:321: RANDOM
I7E LET TOT =@: LET UN =5: LET 5
C=0: LET M=4: LET G=1: RETURN

910 DATA 255,255,255,0,0,0,0,0
911 DATA 60, 231 , 182 ,165, 153 ,66,

912 DAT A 195,165,129,i89,189,18
c?,'231,24

';113 DRTR 24,10.2,102,153,153, 102
10 "2 2^,
91 4 DATA 0,0,24,60,60 ,24 ,24,0,0
^"15 DATA 16..16..i6..55,55,56,254-..
916 DATA 24.24-,60.255.60,24-.24,

24
920 LET N$="": LET L$=--: FOR I

=1 TO 32: LET N$=N$+CHR$ 142: LE
T L$=L$+CHR$ 14-4: NEXT I

930 IF P$="Y" THEN GO SUB 2550
94.0 LET H=1: LET L=10: LET T=10

0: LET X=16: LET Y=20: LET C=145
950 INK 1: PPPER 6: BORDER 6: C
960 LET BX= 16: LET BY=0
970 IF G>1 THEN FOR I=1 TO 20:

PRINT INK 2: RT INT iRND+10} * ,RN
D *31; CHR $ 14.8: NEXT I
- 030 IF G>4 THEN FOR 1=2 TO 10 S
TEP 2: PRINT RT I, 15; TNK 3;CHR$

150: NEXT I

13

.È.. -.^. 3̂ 1 ^ CS : L 1 8-7,G 1 v
0)	 ^" ?=e • 1..•HR ^ C• :''":^.^,,^ PRINT INK 0; A	 ,• .
IF Y=0 THEN LET G =G +1: RESTORE 2
000: FOR I=1 TO 13: REl?.D N: BEEP

1,N: NEXT I: GO TO 90 LET E;X=170 PRINT RT B^1r ,BX;	 "'
SX +D: LET BX=BX+ i€'iX = -11 *.32 — dLSX=^.å
2 ^ , 32: LET R$=SCREEN$ £BY+1,.SaX1 :
IF SCREE:N$ tE;Y+1,BX —D 1 =" OR P

$ _" " THEN LET BY=BY +2: LET D= —H
:7,Y./2+1,2): IF EY >'11 OR BY .> ti' • THE

N LET 5Y =13: LET BX=16: LET D=—Hi
:12?

i7._-r+ LET ,yi=RTTR tBY,BX? : IF t•J=48
THEN GO TO 310
177 IF N=51 THEN LET D=—D: : LET

5X =BX +D
1 50 PRINT INK 0; .RT BY , Fs "k ; C:f-4R $ I

47
l.65 IF G=2 AND Y<20   THEN PRINT

INK 0: AT 20,0;N$
120 GO TO 100



1000 DIM H(10,2)
1010 FOR I=1 TO 21 STEP 2: PRINT
PT 1,0;L$: NEXT I

1020 FOR I=1 TO 10: LET HCI,11=I
NT (RND*31): LET R=INT (RND+.5:
LET H(I,2)=R-(R=00: NEXT I

1030 LET D=-H(1,2)
1040 PRINT RT 21,8;5C;RT 21,15-
SCREEN";CHR$ I44;G;RT 21,29;TOT:
FOR I=1 TO M-1: PRINT AT 21,I*2

;CHR$ 14-5: NEXT
2000 RETURN
2010 DRTR 2,2,2,14,14,14,11,11,1
17,11,7,2
2500 PRPER 1: INK 7: BORDER 1: C
LS : INPUT ;: PRINT RT 10,0;"Do
ycw want instructions ?-
2505 LET I=0
2510 LET I$=INKEY$: PRINT RT 0,0

INK 1;T$: IF 1$="" THEN LET I=
I+1-(I=6)*6: GO TO 2510
2520 LET P$="N": IF 1$="Y" OR 1$

"y" THEN LET P$="Y"
2530 RETURN
2550 LET I=0: INK 7: PRPER 1: CL

: BORDER 1: INPUT ;: PRINT RT
4,10; INK 6;"SCREEN ";G: GO SUB
G*100+25002.0 LET I$=INKEY$: PRINT RT 0,0

INK 1;1$:
I+1-fI=3)*6: GO TO 2550
2570 BEEP .5,10: RETURN
2600 PRINT RT 6,0 "Your aim is t
o reach the top of each of the
screens in order	 to advance t
• the next.	 YOU move up b
• jumping through	 moving gaps
in the line 	 above Whi Lst avoid
in g falling down	 the gap in t
he Line you are	 standing on.

You also have to avoid the ha
rel which rolls	 about on the
higher lines; you	 will Lose a
tife if it hitS	 you."
2610 PRINT "Move Left&right with

keys 5&5,	 Jump with key I": R
ZTURN
5700 PRINT RT 6 1 0. "From this scr

n on, red dots	 appear on th
screen and you	 can gain poi
ts by g oin g over	 these."

2710 PRINT "In thiS screen youm
y not	 return to the base

14

Line.": RETURN
2600 PRINT RT 5,0;"Rs you move u
p the screen the lines below
y ou vanish, so you will lose a
liie if you fall.": RETURN
5900 PRINT ST 10,0;"Things speed

a bit from now	 on,": RETLP
N
3000 PRINT PT 10,0;"5piXes appea
r at the top of the screen and
their touch is	 tethal.": R
ETURN
9600 RETURN
9699 INK 0: PRPER 7: BORDER 7

15



Wipe-Out
No collection of computer games would be

complete without a 'city bomber' type

program. This is a much stronger version

of the game than many I've seen, and

provides a real challenge to the player.

Here it is in action (at the end of a

run):

The scenario is familiar. You are in a

space ship which is coming down. You do

not have any means of ascending, so must

blast a landing strip for yourself by

dropping bombs on the buildings. Use the

"H" key to release your bombs.

10 PAPER 0: BORDER 0: CLS
1-)2=1 T A r.0. =? r.^ .2ES.O.`.0,1.3

,^,.--^^^ , ^^^ ^^- 2^•i 2Gz  L'- 0 Q Q ^i ^

, ='55,255,255,255 ,76,25,255,102,
255,25S,2,8,84,:1,116,39,120,2

16

30 FOR c=111 TO 11E: FOR n=0 T
40 READ X: POKE UaR i-HR$ t+tZ _`t
50 NEx T n: I'.E.,, C
GO LET be =0
70 PRINT A7 c4,5; INK 5; ' y**WiP

E-OUT***- H tO drop	 bomb.
(..ripe the LitU Of.-` the	 earth
with H-bombs to '_t.`. ZIe 	 ^l^lt j ^ ^
IF a t - r 3 d 3 '^ __ t' i 3 p .. : tT 15,8;OR
IGHT 1; iN'c, '`DIFFICULTY ?(1 Z TO
7)": iP.1Pe;T D: LET E• _ - -D
00 PAPER 0: CLS . BORDER 0
2O LET 4;=-1

1 - F UR	 Yn ^S
110 INK 1 -I:'3T ( RND ) PAPER 1+

INT (Rr,_r`-: ) . LET q=11+2NT (RND*9
220 PRINT AT `=t	 .,. ' ; PAPER L ..^

FOR d ;- b _ `z ^t 1 TO 2 .r . PRINT    RT ^ . ^ _ • , ^.. NEXT G
130 NEXT a
140 FOR a=1 TO
150 L? PAPER iL : INK 1+INT ( RNL^ :ë-? )
1t^Lt LET Ep - rç-1-a:
170 FOR b=28 TO 1 STEP -1
1öl•^-, PRINT AT ' _ "-^1Tt ' . SEEP .0

41 ^^,1 9'rv FOP t=o
L'00°^T s _a	 .,i^ (11`iitiEYŸ= . h .. ^ +(s=1

)	 1-40` S US >•20Y
210 NEXT

TF- - _ RcEN$ (ah-2.? i > .. .. TH^
s' GO TO 450
230 PRINT AT a	 "
240 NEXT .. . PRINT HT a,1;"
2.50 NEXT -
260 DATA	 . 4 . =i- .
270 RESTORE 260: F OR a=1 70 4:

READ 4. BEEP .25 i (1ja i (a=4)),`i:
NEXT -
280 PRINT AT 21.0; FLASH 1: INK
3; PAPER .. SE+'z S E :" ëe :"a t à r d bqfor- - - f 'r " P AU "̂ E 3000n

PAPER L. F OR a =20 T O 0 STEP
-1
300R?r.eT AT a+: =11: ..	 -;AT =_

a, INK 1+INT (RND *C) "–m0"
310 NEXT	 GCI70
3 •̂  1 IF a =21 THEN V RETUR N . IF s=

T::E6: E T a== +1
330 IF _- THEN LET ^ =,9 +2 - ( a =20

17



340 IF S=1 THEN LET h =b +2 : IF a
=1 THEN LET d =d :r2
350 IF s<0 THEN RETURN
350 PRINT RT e-1.h _ " }" - RT e h'"

*"- BEEP .006,21-E:: LtE-T e=e +1 ^

370 IF SOREEN $ (eh) i > " " THEN
GO TO 390

300 IF e<21 THEN RETURN	 IF e>
21 THEN LET E=2.1: GO TO 4-00

390 LETLE be =be 11 O
4-00 IF t e>21 THEN LET E=21
410 PRINT PT ' -1 h	 C^PAPER 0;"

. FOR n=7 T O C ^ STEP -1
420 PRINT RT e, h; INK n;"®" . DE

EP .02,n-12 -1=
430 NEXT F:
440 LET S=-1: LET d =d *2 : RETURN
450 PRINT RT 3 b -2 " "
450 D ùTR0,0,0.-5.-5,-5,0   
470 RESTORE-S^. Nh 2
480 FOR n=10 TO 90 STEP 10: PLO

T brtO. .2'1.-a) .._. 4Ri-,U 20,n: NE XT

490 PRINT Ii•iT RT 11,10; PAPER 6; IN
.: 1; ..SOORE: ", bt

.. OO `TOP
510 (-4 SO 5 1 == 410. GO TO 510

Birds
Written by Neil Pellinacci, this is an

arcade—type game, in which you have to

defend your planet from the lines of alien

birdmen above.

Once by one the aliens swoop down on you,

dropping large white crates in the process

The crates are used as bombs, but later in

the game, the crates can smother your

planet, completely covering it. If this

happens, the game ends, no matter how many

Lives you have left. The crates have a

third role, but you'll have to play the

game to discover what it is.

You control your Laser base using the

0114	 /\ 	 i- yJ,	 r#1611 1.Ièe opuue hey 61.1 1 1I e
You score 50 points for each swooping

birdman you hit. If you hit a birdman on

the bottom row, you get just 25 points.

However, a birdman hit here will not be

killed, but merely stunned, and will soon

return.

You start with three laser bases and lose

one each time it is hit by a birdman or a

crate. The number of bases is shown on the

top row of the screen, together with your

score (on the left) and the current high

score. You gain an extra base when you've

destroyed three attack waves.

II Z II

18 19



f?; , 7 0 4
E5 ,.32
HL
HL

i' E

1;26
 . .^.

v253^
HI
H`
;{_H
NZ ..325:49-
H L _ 	
rs yj L L
2 C L
t.Z s .325,35
HL
^2^2^

( H L F 7 t=a
; 7.^̀ ,... . B C
t HL	 25
^^ n

L D
PUSH
ADD
DEC

CP
JR
PrIP
D E C
LD
JR1D
ID

%: P
jR
DEC

P.F=T
LD
ADD D
F i

At this point, you'll meet mutant aliens.

These swoop, but may then rise, dropping

more crates.

To give you something to aim at, you might

like to know that the best score that Neil

has achieved – and only after a great deal

of practice – is 12,000.

The program is written entirely in BASIC

with the exception of a single machine

code routine Located at 32500. Here is a

disassembled Listing of the code:

32500
32503
32506
32509
3 2 5 S ti
3 25 _i ^.

32513
32515
32517
32516
32519

32525
32529
32531
32533
32534

32539
32542
L-2 544

And here is the key to the user–defined

graphics:

=
= t^-

EFS =
H I LE _ ^=
K: _ 

--

After you have the program working, you

may wish to relocate the code. If you do,

remember to check Lines 90, 317, 412 and

7020. The subroutine locates the position

of each crate and moves it down one

position. It also checks to see if the
planet is completely covered by crates.

The result of this test is detected on

return to BASIC by Line 317.

You should type the program in, and then
Sava it. hefora trvinn to riin in in rnco
you've made a mistake with the machine

code. It is also advisable to save the

program so that it starts automatically on

loading.

10 RRNDOMIZE E . GO T O 20
20 PRINT FT GZ; 5—LFN 5TR$ 5; IN

K 5;5:LET^T+U_RETURN
30i_e_ S i.?L+'=i?:: -i- t IN::EY ,t. =—X <_

L- <27) —t I.NKEYTt= .. ÿ .. RND 5r'-,°- å.̂ ) tlPRI
NT RT 21,6C; PRPER 5,. INK 6;"
^ ..35 IF IN:iEY$ C:.. .. THE.. ;cETU`=EN:.

.Y--'^-'^_` ,-- O TO 520	 _	 _
5e FOR = TO	 F...=Lt' ^ =S TO I:^
C^ ^- TE Lk X^Y3 ti 	 - _..

	

1X .Y): LET ,`rl=::..tX` i ) _	 ^._-;_—, .
, E T L 2 =X : RETURN    

70 NEXT Y: NEXT X: LET UF = I : R
Eä- U R N
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Bo . ^	 =^O TO ^^ Y :'.T ÉL-'::= j^.-:
STEP	 RT	

^i^^ 1̂' ^	 _- _	 ER-	 >  ^ri iü :T	 ;ti
	

-
7:-  .	 SEEP`-.001,40-X:

	

^        	 PRINT RT
?i .Bt_.+2: RAPER 0;"  ": NEXT X: PRI
NT RT ^,Bf1+2: INK 5; PAPER	 " '•
. RETURN

90 CLEAR 32499
95 BORDER 6: PAPER e, L-LS _ BO

RDER 0
100 INK 4: BRIGHT 1: PRINT RT O
2^? : INK 5; "i0LiOå: i_}"

^ 105 t ̂ t? EUE :• ^--^00 : GO SUE S000
107 LF.T H5=0
110 GO SUB 3000: LET BL-=13 : LET
8=0: LET LB=3: LET =.ata=0
120 LET FF=0
130 LET HF =0
140 LET BFF=J'
160 LET UF=0
200 .DIM L(3,10): DIM C:3,10)
205 F OR 6 =0 T O 2
210 FOR Fl_e TO 9
220 LET L(6± P+1) -B*2+.''..: LET C

i64-1 _ r:-r2? =r=z*3-+1
R

235 NEXT :1
237 PRINT : iT 0,0; INK 5;-000000

_aktAL	 ':	 e,17; LE

	

 r-	 _ _-,--,
250 FOR R=1 T O 10: PRINT ;-:T L FB

, R ) . C ( B . R ) " 	 . NEXT è=a
255 NE5KT B
260 LET rH =e
2^L T^R K-1 TO INT ERN.r.,t* '= i-1I
300 ° ET B =IQvT fR;kD * 3= t-1) . =LET A=

Ia3TRici?*10^''
^05 ` YF L(, R1=-1 THEN GO TO 315

	

310 PRINT RT•~ L (6 . t=è) C f û	 .,,°
BEEP .01,-10: PRINT RT ^ _. F6, R),

C (B , R) _ „^:, , BEEP .015
512 IF RNi? 5 THEN IF RTTR TR E22,

C-+0 +2Z =i.26 THEN GO SUB 80
31 	 IF TN3-. 3=Y $ c i .,. Ta-=FN GO S;rIB 3

31:. NOT L°SR .i2 SiO THEN ûO TO
4000 y
^ 1 t_ - --•TRTTR - S^ rt_1.` _RTTR ^ >- R RTTG ' - +._ Ô v å'^	 ^v vZ -s å`- %_ ^.e^ .i e i..Ev ^

3z =12^- THEN f GO T O :1000^
320 NEXT K

22

330 IF BH >20 2L:3 T HE N GO ._= U8 se, IF
Wt= =t THEN G O TO 405
34.0 -- l` = 1	 -
400 LET	 =1:dT ::iNLj*3+1.= _ LET C

2=INT :ttiN i° _0 - -
4°1-	 L 1 -.	 1=-` (L

^404 IF L'`a = -i THEN GO TO 400
40E PRINT 1=:T L 1.c1. .,.	 --
a06 LET CD -=	 :f

	

=`T	 :	 ::i?:..==-- -
410 PRINT AT , Li .0 = OVER 1;",,-ft-."

BEEP .	 L- ^=

	

001 . :.+2 ^ 4̂ : PRINT	 ..: 1;AT L 1 . C 1 ; " . 
411 IF R ND'- . f? THEN IF L1:6 6 THENPR INT AT L _ .- -: C 1 _ INK 6; PAPE
412 LET,v ^r'=? ^.R32500:   .€.j- .àNi•^E $

<>-- "" HENy GO SUB; . _. -= THE
N LET =- = ^:V GO TO 290 j
413 IF RTTR :21 _. EsL:+1) =126 OR RT

TR f 2 ;^ _, Bs_+2 ? = b26 OR RTTR F2 `C +
-3) =326 THEN .=:1 TO 1000	 _.
415 LET 01=01+00: IF C1=32 THEN
LET C1=0
416 If= C° = -.... THEN LET C1 =30
418 IF R N D _ . 3 5 THEN LET . ; - = I .'i T

(RND*L:-1)
419 IF lila : _ - THEN IF RND ; 6 THE
^20 E T 11 =1_ 1 + 1 : IF L1<>21 THEN
GC T	 't,-2` M

T€ L.. I.=Ev ±1 vR- _^^^.-.^.v^^^ . «N
LET EFT=1• G0 TO 1000

4-30 PRINT AT L (L t==`.- ^= ;^= ._=2! •
•,^^.,	 v^ TO 2°^O	 _	 •
520 PLOT 6C8+20.6: as4 RRz3 INK
PAPER ävR 0 12f1 . PLOT OVER , 6C *f;1

+20 S ßR=; a..,' OVER	 2E
53e- 6C^-^:=C1 OR 6C ^F-? =;.^-1 THEN

GO TO 610
540 IF SCREEå^s $ : 5, 6C ^-=_° ` t > ., .. TH

EN PRINT RT _y 61-^1; ..	 ., `FT ^-
S+' -̂̂ ç : G E3 3LE E ^0

^c-AŸ RETURN	 t^}
33 1^^ PRINT RT	 û i, INK 

RT L1 Ci ., ": `L^T ^ " - L^`..L.:t.
=-1: BEEP .O5 -30: LET -1 (L2.C2) =
-1: LET 5=5+50: GO SUB 20
620 LET HF =1. LET Bd;--6?:}-I: RETU

RN
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1000 R5M
1010 FOR Y=1 TO 4: FOR -7 = 1 Trl
: SEEP .01520-Z: PRINT RT 21,51-7

INK RND*7-	 NF-X7
1020 FOR 1=10 T ri 1 STEP - 1 : RF--EP
.015,20-Z: NEXT Z.: NEXT Y

1030 LET LS=LS-1: PRINT AT -n,ILT
INK 5; LE;

lr"el	 THEN GO TO 1060
1045 IF 6F- F=1 THEN LET EFF=0: GO
TO 430

1050 GO TO 415
1 06 O PRINT PT	 INK 1 , .'=-PPFR
7; FLASH 1:L6

1070 FOR X=1 TO 20: PRINT RT X,0
•

-: NEXT X
1 060 SEEP	 SEEP .25,30
106O FOR X=1 TO 7: PRINT RT X+7,
0: INK X;- GAME OVER
ORME	 NEXT X
1100 SEEP	 SEER

T F F->HS THEN LET HS=S
1260 PRINT AT 0,32-LEN STR$ HS;
INK R;HS
190 TF s =HF, THEN FOR -7 = 1 7-n 5:
FOR X=20 TO -20 STEP -2: BEEP .0
1,X: NEXT X: NEXT Z

•-..•	 -a--	 • •-•,-	 -	 ••n 	 nn••

NEXT X
1305 FOR x=e_ TO =r;I: SEEP

NEXT X
1310 FOR X=1 TO 206: NEXT X: ROR
DER 6: r' is	 RORER 0: PRINT AT
0,26: TNK .STR$ HS, INK 5;H: GO Tr11
1400 STOP
2000 REM WAVE OVER
2010 FOR X=1 TO 20: PRINT RT X,0

-: NEXT X
2020 FOR X=I TO 7: PRINT RT 34-X*

INK X,-	 ATTArF. WAVE r''FSTR

2030 NEXT X
2040 PAUSE 150: SEEP .2,50: FOR
X=-30 70 35: SEEP .0I,X: BEEP .0

NEXT X: SEEP
205e FOR X=1 TO 20: PRINT RT X,0
.r

": NEXT X

24

'FT WU =UW4-1: IF UW=3 THEN 5
ORDER 4==: PAPER 0: CLS : BORDER 0

PRINT RT 0.26; INK F;-000000-;
RT 0,32-LEN tTR$ HS, INK 5-; H5: E
EER .2,10: SEER .2,-10: LET L5=1_
5+1
2070 GO TO 120
3000 R I=M TITLE PAGE
3010 RESTORE 3500

PERD X: TF X=RgR THEN GO Tr'

3040 READ Y: PLOT X,Y
3050 PERD X: IF X=-219 THEN GO T
O 3020
3060 READ Y: DRAW X,Y: GO TO 305
O
3100 PRINT AT 10.4, INK 5;“ i'F) NETL REL1TNACe-T
3110 PRINT RT 13,7; INK 2; PAPER7; - CONTROL S-
3120 PRINT RT 1 5s; T NK .
	 - LEFT"
3130 PRINT RT 1 7, 11= , INK R,-X....
	 RIGHT"3140 PRINT RT 19,2; INK R;-e_SPAC
	 FIRE"

3150 PRINT RT	 PAPER7:-RRES5 ANY KEY 70 P I AY-
DRAW 53,0: PLOT 176,70: DRAO 77.0: DRAW 0,-68: DRAW -45,0: PLUS2,2: DRAW 37,0

3165 INK 2: PLOT 0,R3: DRAW- 255,
: DRAW 0,16: DRAW -255,0: DRAW

0,-16
3170 INK 4
3200 FOR X=30 TO -30 STEP -1: SE
ER .01,X: SEEP .01,-X: NEXT X: PRUSE
3210 FOR X= 1 TO	 PRINT RT X,0

-: NEXT X
3220 RETURN

.4 01 ri	 1R

DATA
.-14-14,-30,-14.-96S
:3510 DATA 66.110,0,t5,-999
3520 DATA

.-14.30.-26.-999
3530 DATA 15 1 ,110,0,55,30,-26,-3

25



3540 DATR	 188,110,30 „ 28 .- L..f. i='
'^ •^	 L v 3

3t} 3050 DATA 8,8,28,28,62,127,27:5,2^5
3700 DATA    999
4000 00 REM LANDED
4010 BEER	 ^ –  L :	 BEEP	 . ?5 , –1.: BEE

9070 ^ H T ti	 ^	 -q`'^^SL DATA i	 . e e 35 . 5 , e 255^
g090 DATA S.0.42. 32 5.42 , 203.34 , 2

.2 5.5 9100 DATA 0, 32,0,128,36,136,0,254020 FOR 2=1 70 23
3:4030    FOR R si = 1 TO	 _	 FOR - _

4040Lv f <°	 <0	 OR	 L C_F ,
_

_	 _	 ..f
_ 2 î

6-^
. 9110 DATA

33EI; GO TO 405
t^ 5i PR TNT AT L- :	 '.' ?	 5::^

 LET	 L	 X.	 : _._::,
INT	 RT	 L_ !?: ,Ÿ`:	 , G fX , -:'ri .	 TN: .

N-
i	 t

 +1:
INK

PR
9120	 v i :T .^-e	 i2 •̂  _ îc _ 5 •; _ ^^ . --- _ i.^ ,	 _ ^.^.'

3
21.30i:^ RETURN

4050 NEXT Y: NEXT X
4 c17 111	 ?: 	 :ti:T

..̀'^TL-Fn--^C 	 To	 –:"0
R	 , ^E	 ^^?^ 	 YSEEF'	 .^.^"o.,s5f:

g1 1 ,- -7 + 101 :	 NEXT  

We'LL now have a	 look at what each part of

the program does:
^-00y BEEP	 .15,-5:
REP
=4-02E+ FOR A=1 TO 5
4300 FOR 2=1 TO 19 STEP

AT 2,0; INK RNG.`*5i-i; .,
R r  =^ P:AUt LANDED
1,7_42: NEXT Z
4105 NEXT A
4200 EEr^'– .Li
= €?' l?± _'	

T#^^ 3ie,r?
4900 -TOR
7010 REM M_=i
7020 RESTQR E 7030: FOR R=I TO 46

READ B: POKE 32 499'P-R , B : NEXT R
7030 DATA 3 

	
,3.i^2,2,3^.^R= _	 –.

0,229.25,43,126,254,2–`25,i0,22'"`
7040 DATA 225,^3.3...32 4353	 2:42
?iva0'., DATA 3.223.9C .. 32 .2.254-
1232.5.43: – – T8 14 0

i060 DATA 201,54 -7 i  _. – 'T 12'== .?'t}
3000
9000

USA
9010
9020

=71
pei7!

-`^}4L:=
–0
^050 DATA Q : ^.C^.^.^ 1 r4.3 i < 2 ^i
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10:	 this skips over the following

subroutines,	 which	 are
	

at	 the

beginning for maximum speed

20: subroutine to print score

30: this moves the laser base. If the

space key is pressed, control is sent

to line 520

50: this is the beginning of a

subroutine which is called when only a

few birds are left. It locates the

first living birdman, and selects it

to swoop down. If there are no birds

left, WF is set to 1 to tell the main

loop what has happened

80: an 'additional hazard' subroutine

90: makes room for the machine code

27

2 : R R INT
BI

EE- .0

=ETL;a:^3
FOR 0=0 TO 91 READ B: POKE, __ , ti-C,E• NEXT C
DATA 192./13.26.7,1.2.2.0
DATA t=t 3,1,;$-2,8,2;2464-..54
DATA 0	 25 ii4 .%.2 .1-A
DATA 0 i25 . 54 2 4 ? =?2 . . .?5



110: game	 initialisation 610 — 620:	 exploding bird

120 — 160: wave	 initialisation 1000 — 1050:	 base	 hit	 routine

200 — 235: sets up the birds 1060 — 1310:	 game over	 routine

240 — 255: display birds 2000	 — 2070:	 'attack	 wave
routine

over'

290 — 320: makes a few birds	 flap at

random	 2060: start of mutant waves

317: checks for a whole Line of	 3000 — 3210: title page routine
crates; also scrolls them down

3500 — 3700: data for title page
318: checks for a collision between

the base and a crate

330: selects next bird without using

the random selection routine, see

subroutine 50

4000 — 4300: this routine is called

when the planet has been completely

covered by crates; it causes the

birdmen to change color and slowly
land

340: checks for end of wave

400 — 404: selects a bird at random,

and sees if it exists

410 — 420: the main loop

411: drops a crate

419:	 if a bird is a mutant, 	 it may

move upward

7020: POKEs the machine code

7030 — 7060: data for machine code

9000: sets up UDG characters

9010 — 9120:	 data	 for	 graphics
characters

Finally, here is a	 list of the main
variables used in the program:

HS — high score

BC — base position

S — score

29

520: fire routine
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LB — bases left

WW — wave number
Chopper Squad

HF — hit	 flag	 (1	 — yes,	 0 — no)

WF — wave over flag (1	 — yes,	 0 — no) Action is	 the	 name of	 this	 game	 from

L(3,10), C(3,10)	 — positions of the 30

birdmen

Malcolm

rescue

Young.	 You	 are in charge	 of	 a

helicopter	 flying above the desert.

6H — number of birdmen hit

L1,C1 — position of swooping birdman

CD — horizontal direction of birdman

As with most programs in this book, there

are many things which can be changed to

suit your own needs. For instance, the

random numbers can be changed, thus

changing the probability of various events

taking place (for example, lines 411 and

419). The screen displays can also be

changed at various stages.

You have to save as many soldiers as you

can before you run out of fuel. You can

either pick up a soldier by landing on him

for 50 points, or for a faster and easier

pickup, use the helicopter skyhook by

pressing "1" when you are exactly two

spaces above the man. This will get you 25

points.

You can also use the skyhook for clearing

trees. However, in doing so you reduce the

helicopter's cover. This cover is
imnnrtant aR it hoInc chiolri vni fnnm +F

people who come along in jeeps from time

to time to shoot at you. They can only

shoot straight up, and you can destroy the

jeeps by simply dropping bombs on them.

Hardly seems fair, does it. You can only

bomb them while in the sky, and you do so

by pressing "1" again. (The program will

know whether you want the bomb or the

skyhook, which is why "1" is use to

trigger both.)

After you pick up a man, the ambulance

turns black and you can then gain a bonus

of 100 points if you can get the man to

the black ambulance.

30
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To add to the things you have to keep

track of in this pronram, you'll see (from

time to time) a fue, ....uck somewhere along

the bottom of the screen. If you manage to

bomb this, you'll gain 20 fuel units as

well as 10 points.

CHOPPER SQUAD ends when you either run out

of fuel or when your lives have all been

used up. There is a 'hall of fame' at the

end of the program, which you can easily

extend to five places.

75 GO 5U5
10 REM a=0 h= i4 c= d= e=4,.

w= h= i=ti	 m=f n=11'

20 DIM s$(5,10): DIM h(S)
30 LET tr=0: LET -f =0: LET

0: LET ac=0: LET pX=0: LET
r-,mm FP	 INK 0: B

RIGHT 0: OIS
110 LET jf=0: LET Ln=100: LET

ut=200
1 2 0 BOROER R: PRPEP	 INK 0:

130 LET	 LET 1-$=-
FT A 't="19403 " : LET	 LET p$=.

774;:": LET t$=-",R9tq-
140 FOR 9 =11 TO 21: PRINT PRPER
6;RT NEXT q
150 FOR t=0 TO 31: PAPER E: LET
r=INT R.NO*4): PRINT INK 2;RT 1

Fl-r 2 t;"Y "	 INK 4-;RT 15-r,t;"":
NEXT 't
160 LET y=INT (RNO*10)+11 LET x

=INT (RN0*30): LET a=1
170 PRINT PAPER 6;RT	 "

; INK 2-2*pX;AT Il,a;a$
175 LET fuet=fuet-1: PRINT PPE

R 0; INK 7; BRIGHT 1;RT 0,0;"FUE
"AT Z;10;"5-t7ORE="

;AT 0,20-;-LIVES=-Lives

178 IF fueLKO THEN GO TO 1000
180 LET a=a+0.5 AND iata0): IFNOT a THEN LET pK=a

PRINT OUER 0;AT w,x,"
1Q1 IF w=11 AND x+1=a THEN LET

=-c--=C-5-50: LET pk=0: BEEP .5,-5
200 LET y=y+(INKEY$="6")-fINKEY

LET x=x+iI1 EY$=-8")-iIN
205 IF 14;11 THEN LET x=x+(INKFY$ ="8")-(INKEY$="5")
210 LET w=w+(y<0)-(y>21): LET x

tix -;	 )30)
220 LET c=ATTR (y,x): IF c<>40.ND c<)48 THEN GO TO 1000230 LET c=RTTR (w.x+1): IF c<>40 AND c>48 THEN GO TO 100024-0 PRI%T 0i,sER	 SEEP .1,-10: PRINT OVER 1;AT w,x;r$24-5 IF RND‹.3 AND NOT 	 THEN LET sf=1
248 IF sf THEN GO SUB 420+dp250 IF RND‹.5 THEN LET jf=1
--1. 10 GO TO jf*Ln+170

270 LET jw=16+INT (RN6*4)+1
280 LET 111=150

LE' 	 _

fjd‹.5)
300 LET q$=p$ AND jd=1: LET q$=

g$+(j$ AND jd=-1): IF RNO‹.333 T
HEN LET tr=i
305 IF tr=1 THEN LET q$=(t$(2 T

O ) RND jd=1)+(t$( TO 2) AND id=
-1)

10 LET jx=30 AND jd=-1
320 PRINT INK 0;AT jw,O:"..

PRINT INK 1;AT jy,jx;q$
330 LET jx=jx+jd

340 IF jx=0 OR jx=31 THEN LET t
D=100: LET tr=0: LET jf=0: PRINT

PAPER 6;AT jy,0;-
GO TO 170

350 IF y<I0 RND INKEY$="1" THEN
GO TO 510
360 IF tc=1 OR NOT (jx>=INT x-I
AND jx<=x+1) THEN GO TO 170

o=1.

dp=
VE5-
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128,128,125,255,25
48,12,10,252,252,1

,0,15,124F254,255,1
0,0,192,199,255,/,
255,0,0,0.0,0,0,0

F7,0,0.0,0:0.0,0
126,9t7,97,255,255,

,255,239,199,239,26
16,16,15,15,16,16
138,73,118,188114
36,36,24,16,16,16 ..

• 153,90,78,56,8,20,

370 LET e=y+-1: FOR f=jy-1 TO e
STEP -1: LET b=ATTR (f,jx+1)1 IF
b=40 OR b=48 THEN PRINT PAPER 8
INK 2;AT fFjx+1;".": BEEP .1,F
PRINT INK 0;AT f,jx+1;" ": NE::<

330 PRINT INK OFAT f,jx+1;"
390 IF (jx+1=x+1 OR jx+1=x) AND
F=L4 THEN BEEP 1,-5: GO TO 1000
400 GO TO 170
410 REM Transport soLdier
420 LET sdx=/NT (RND*30)+1: LET
sdt4=12+INT CRND*5): LET dp=10:

LET t=.INT (RND*20)+10
430 PRINT INK 1;AT sdwFsdx;"W":
BEEP .1.50
440 LET i=t-1: PRINT AT sdy)sdx

-: IF NOT t THEN LET sf=0: LE
T dp=0: RETURN
450 IF y=s,3 1,4 AND x+1=sdx THEN L

ET 5C=5C-1-50: BEEP 1,5: LET 5f=0:
LET dp=0: LET pk=1: RETURN
450 IF INKEY$<>"1" THEN RETURN
470 PRINT AT LI+1 F x+1;-1-;AT y+2,x+1;"1-
480 IF sd q = q +2 AND sdx=x+1 THEN
FOR m=w+2 TO q STEP -1: PRINT AT m,x4-1--: BEEP .3,0: PRINT AT

": W7X77	 fF717
f	 dp=0: LET sc=sc+25
490 PRINT AT L.14-1,x+1- -;AT y+2,x+1;"
500 RETURN
510 LET e=j q : FOR f=y+1 TO e: L

ET b=ATTR (f,x4-1): IF b=40 OR b=
48 THEN PRINT PAPER 8; INK 2;AT
iwx+1;"W";CHR$ 8: BEEP .1,30-f:
PRINT INK 0;AT f,x+1;- ": NEXT fGO TO 530
520 PRINT INK 0;AT f F x+1:- -530 IF b=49 THEN BEEP 1 F .-5: LET
sc=sc+10: LET fuet=fuet+20*(tr=

I): PRINT AT j q ,jx;"	 LET j
x,==0: GO TO 340
540 GO TO 170
560 REM
570 RESTORE
550 DATA -a-,1,1,1,255,2551.95F

21,24
590 DATA -b-,15,124,8,53,53,1S5
219.24-

500 DATA "c"
• 195‘219,24

510 DATA
• 21 21
c,20 DATA e

27,35.125
DATA "f"

0,0
640 DATA "g -
550 DATA -h"
550 DATA "i"1g5,219,24
570 OPTP -j"
5,195,219,24
550 DATA "1(-
84,56
590 DATA -1.-
F22,59,175
700 DATA -m-

16,16710 DATA "n-
20,54
720 DATA -o",231,126,24 24 50 1

25.50,24
7 ;30 DATA "p",125,255,255,255,25

5,195:90,24
970 FOR c=1 TO 15: READ c$
980 FOR e=0 TO 7: READ n: POKE-
990 NEXT c

RETURN1000 PRINT INK 2; FLASH 1FAT y,x
BEEP 1)1

1010 PRINT INK OF FLASH 0; PAPER
5 ;RT y,x;"	 : LET y=INT (RND*1

0)+1: LET X=INT (RND*30)
1020 LET tives=kives-1
1025 IF fuel<1 THEN PRINT FLAN
1-OUT OF FUEL!,I'M AFRAID THI5
15 THE END": GO TO 1040
1030 IF lives THEN GO TO 170
1040 IF sc<h(5) THEN GO TO 1200
1050 INPUT "PLeaSe enter your na
me fOr the score tabLe",n$
1050 FOR r=5 TO 1 STEP -1: BEEP
.1,r: IF sc>h(r) THEN NEXT r
10:70 FOR g=5 TO r+2 STEP -1: BEE
P .1,g: LET h(g)=h(g-1): LET s$f
g)=s$(g-13: NEXT g
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mow
MI 14

=

M—=e
r. •

105'0 LET h( q )=sc: LET s
10:g0 BORDER 1: PAPER 2: INK 7: 5
RIGHT 1: CLS
1110 PRINT INK 5; AT 3,2-TODAYS
C:HAMPTONS ARE--
1120 FOR a1 TO 5: BEEP	 PR
1.NT INK et; AT 7 +a 8 s (a 3;" "

NEXT a
1200 PRINT FLASH 1 .; PAPER 4-; INK

qT 16, 3; "DO YOU WANT TO PI AY
_;;GPIN?"
1 :7-6 10 IF INKEY$= - n - OR INKEY$=-W`
THEN GO TO 1240

TF TNKEY$=-- THEN GO TO 121

GO TO 30
1240 BORDER 7: PAPER 7: INK 0: B
RIGHT 0: STOP

Snake

Written by David Perry, SNAKE is a game
demanding a steady eye and concentration.

The object of the game is to lead your
snake around a garden — surrounded by an
electric fence — while getting the snake
to eat mushrooms. Each mushroom makes the
snake grow longer, and you must make sure
you do not hit the snake's tail...or the
game will end.

Here's what it looks like in action:

6'f	 _000

AMMWWWWNNA,WWWWIVAMWAMMWMVIMMMMWMV
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And here' s the listing for SNAKE:

20 GO SUE 210
25 REM ***Start dis-pLay
30 =PT T=0: IMUERSF- 0: BRIGHT

0: .F-LP-M 01:	 0: PI-IPR 0:
NK 7: CLS

PRINT "
B5G PRINT PRINT - M a aa m M M 2

M N-
60 PRINT - M	 *WOO ria

a'
70 PRINT "	 22-EN

WNW'
SO PRINT -	 aaegammam a

M N-
90 PRINT "	 - a a
N M"100 PRINT - mma a an om

N OMMNM-110 PRINT RT 14,1;-Use keys_ 0,2:
,IP for up,d=own: PRINT " elft
and right. Each tit,� e you": PRIN

T - eat a toad-toot the snake wi
tL-: PRINT - row tonger.": PRIN
T - BE CPREFUL NOT- 10 BUMP INTO"

120 PRINT " YOUR Ott BODY OR TN
E FENCE:!!-

•Es.‘.

280 DRTR "R-,189,102E195,153,15
3 195 102 169
290 DRTR--B0,60,12F‘,1,24,24
000 DRTR -C-,g0,36,189,102,102,

189,=k6,Q0
310 DRTR "D34,34,85585,85,1

35,136
320 DRTR -E-s28,96s2833,26,96,2
:-3=0 LEI li5=0
340 Rh URN
350 LET 8$="p-
360 BORDER 7
370 PAPER 7
380 LET R=0
390 LET 5C=0
400 flLS
405 REM ***Screen set up
410 PRINT RT 0,0; INK 1;"-; INK

;--t5flORF:0> - ; INK 1;-,*>-; INK
2;"5NRKE-; INK 1;-<,411"; INK 4;t",::
- RND H5KI00);"HT-CORE:-;HS;(->
- RND HS-;100J
420 FOR N=1 TO 20
430 PRINT PT N F O; INK 1;"
44-0 NEXT N
-1-F;	 P R NT	 -T	 ?-1-	 ; " AV&42V

itgilf tititeRgitiktiiiielcAfeNtiVetteM44441itWOMMIMOikk"
130 PRINT	 :	 PRINT INK 3;-

MENREMEWMV
450 LET X=1-0
4-70 LET v=-19

1ci PRINT PT 10,6;	 INK 1-;"ENTER 48-0 LET R*-=""
LEVEL OF PLRY" 4-90 FOR N=10 TO 1174
150 PRINT RT 12,11;	 INK I/2;-(1: 500Lt	 H*-=-14*+-.10-4-1:7<sR.T.
70 g" 510 PRINT RRIGKT- I ;	 INK 'a ;RT 10
155 PEN ***Input Lavet
150 LET R$=INKEY$:	 IF THE NEAT N

N LET 1= -1+1:	 IF -1.7 7 THEN LET -1=0 5:3Ø GO 50G 600
170 IF R$<-1- OR RZ-:"9" TH-EN GO 540 LET D$=INKEY.T.
TO 140 REM ***Ke g input
180 LET L=VPL F,; .e.	 IF D$="p"	 OR av,-- q " OS-
190 INK 0 OR	 BIT=D-S
200 GO 70 350 ET X=X±B.S=Z"Y
205 REM ***User dafined Chrs 570 LET Y	 -1 - "
210 FOR R=1 TO 5 580 TF X=21 OR X=0 THEN GO TO 5
220 PERD 50
230 FOR N=0 TO 7 5Q0 IF y =32 OR Y=0 THEN GO TO 8

REPO
250 POKE uSR 5.0-0 TF RTTR 1X,Y:1=122 OR X=2-2 0
2F.0 NEXT N R Y=.: P THEN GO TO 830
270 NEXT P 610 GO SUB 750
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-E 3 	 =sIF _110 THEN LET C$-

`r!	 Y
650 IF Y-10 ä0 THEN LET D$= , " +iTR

$
Ei=^c-^'_t 	 ;LE- ^4 1 _i,-;=^!	 4,-	 ^^ - 	 3

S_:570 L ET Y1-UR? _e-f..̂}- S ,-. 	 °.'-
5R0 IF g ;R (X ,Y1)<)122  1 	 THEN t4

L+ T{ ► - t:i^	 -
^-4  =1 1-71 PRINT RT ` 1 ^^ å _ .. ..
=-,Q..-7R^-^{	 t- _ n ^ =_akE
700 PRINT BRIGHT ' INK 2; -  X^: . 0 ,	 —

-= 1 << =E	 ;	 f-	 `^=^^^^_r̂ t- ^
-.^ ^ ^ ^ , . _^ . :̂ -€__ ^ ^

Dodgems
This fast—moving action game is by Raymond
Blake. You steer your car around a track
with four lanes, passing over flags to
gain points. At the same time, you are
trying to avoid the suicidal car
controlled by the computer, which travels
in the opposite direction to you, trying
to spoil your fun.

6$-0

R$_R$ ;5- TO
730 L ET R=R-- CR >0s
740 17;0 TO 545
750 !ET  M-R R s.` '3
7 1.'0. IF M<>50 THEN RETURN
70 LET R=?=a+L^;- _^:__

7=-!=21 -	
-

-. _ -

	

` ^: T RT r^- ^t	 --	 r`t`` ^ - `	 =	 E^^
• 

c.	
L T

	

•^-•—	 .^a`éF•.e` Sf ._.`i^ > •--	 INK,	 ..riti

	

_ INK 1; . 	 i^^^: 4-; ` R^- << ^L . -_ y .. 
-^.^- --a ' ^ c-v 4t yä i^__-^ ^--

r-^ f-^-``^-T ^` ^ 	TE.c^: • A _	 TNT^-4

	

—	 _ _ — ^^- ^ -_ ^-	 : ^ _

	

^`s':i ^ ^._̂-	 ^ r__^^ 	 _ ^_ - -- - ^- ^	 _	 : Z: ^i= ä^ _ ^ s^ ^ '-^-
^- a. `r

_
^e FOR $-s ' n=50    ^ e O .= ^5 STEP .G $-i -10:

^.E^' ^01 : ^^: ^^E'^_I ^^ M
820 RETURN
R30 LET X = - - € X = -._ ç * € X -- 1 :
340 LET •*' - - t`. - _ = _+t`{` =- •t :
RF,-0 FOR F='---30T^ç` -^'i-^'_= STE P i?-F -5: BEER .02.F:   NEXT - F	 _	 -

-R4 ^ REM  - a °En d of
R50 IF 50:415 THEN L ET HS=S C-

' 
PRINT RT 10. _^^,"H-.-Ts_H SCORE:_

	

^_- 	
—

	

^n	 -	 r.	 -	 _?-` ^ .< É': 3 ^%' ^ ; ^ i : ' ` := s ,_ = =+ - A. = i :

3=0 LET =^
'00 PRINT RT X s Y , INK K .å, t ` P- " - ^ E

EP .01sI*2

	

cm5 REM
•

^ ^ -^ _- ^ ^ i	 - —

	

FLRSH
 - - 	_

	

r=	 e^^ r	 :.F̂9^.éi.̂  PRINTPRINT ?'2 F -' ^^

	

r^.	 .3<!F'-I;
1; ?Yo u scored w d " a	 s	 points    C
920! EY- ^^^ f NKE

^. ^v 
-c 0$="" ' THE

N !FT T ' ^ ^ .^ : IF 1)7 THEN 

	

=	 -	 -	 ^ —= ^< -- 5=" " THEN

40

You can change lanes in the four gaps in
the track, and you can change tracks as
many times as you like. The suicide car
can also change lanes, but it is limited
to moving a single lane at a time. Despite
this, you'll find this a very difficult
game.

Near the start of a run, you'll gain
points for red flags, which turn yellow as
you pass over them. When you've run out of
red flags (or you just feel like a change)
passing over the magenta flag will allow
you to gain points from yellow flags, but
will also allow your Kamikaze opponent a
chance to catch up!

Another magenta flag will appear in
another part of the track, and passing
over it will once again change the color
of the flags which allow you to gain
points.

FOR j = e TO	 RE RD _ FOR
_	 7: REPO - - PUKE L' ßà,. ,é $+

NEXT j: NEXT
94_0 ^.: s.. 

s

;_^.
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a"; INK_ 2;
11-4R e ;115 PRINT "naun"120 PRINT "nn"; INK =--;-INK 7:"n
INK 7; ":e•-1:r.-"

===..
LET s

4 f=1 P; r1R ,TI= R 	 PAPER	 INK 7:
RIGHT 1, cLa

50 PRINT -unnnununuammuuuuuull
nuunzmuuanull--

GO PRINT -au-; INK 2"11111111
1111	 141111111111".; 

70 PRINT "Un-; INK 2;"1"; INK
7:"nnni..rUnz_
INK 2:"1"; INK 7;-nr,-

75 PRINT -un-: INK 2;"1"; INK
7 ; --"; INK 2; "li111111,11
111111 - ; INK 7; - & -I INK	 I
NK 7;"nn"

80 PRINT "n13"; INK 2;"1"; INK
7;"ii"; INK 2;"1"; INK 7; 4nn-U
nu	 utsunuroutu-; INK 2; - 1 - ; INK7; "U" ; INK 2; " ; INK 7;_85 PRINT "Inti"; INK 2:"-- INK
7;'; INK 2;"1"; INK	 INK

3/!-,--44444441 - 	44444444-s,-I 
;"n"; INK 5";	 INK
2;"1-; INK 7;"

90 PRINT -iin"; INK 2;"1-; INK
7;". INK 2:"1". INK -,27 ‘"=-- -	 INK.ra;-1; INK 7; s' UnU4ntin	 ututtzt

,

ct .5 RINT "U-_-ii"; INKI 4INK
T NK 5= ;-1 " :_	 TNK

INK 7 i -a- i	 a,-IIIII111111"; INK 7;"U"; INK 2;",
-; INK 7;"41"; INK 2;"1"; INK 7;"
n"; INK 2;"; INK 100 PRINT "tin"; INK 2;"; INK7;"n" .; INK .-=';-1"-; "j"; INK ; "	 INK	 ; TN

7;-nnununuuitun-
INK 7;"-tt "; INK	 1?-;
INK 2 ; I " INK

INK 7;-an-

42

125 PRINT 'nn"; INK
•A .	 .INK e, 'r‘'n" n"; 

INK 2;INK 7;"11
130 PRINT "Un — TI' w	 :-
"n"; INK 2;"1"; INK 1,7 ;"n - :: INK

23-1 - INK INK 2:"1 1'; IN
K ---tu", INK 2;"1";

INK 7;"n"; INK 2;"1"; INK 7;"n -
; INK 2:"1": INK 7;"n"; INK 2;"1
-; INK 7. "nu:"
135 PRINT "tin"; INK 2;"1"; INK

n"; INK I-,-1"; INK	 INK
2;"1"; INK 7,"e"; INK 2;-111111

111111 " ; INK 7;"n"; INK 2;"1
INK. 7; "n"; IN'- I"1"; INK 7; "

n"; INK 2; "1 "; INK 7;'
140 PRINT -nu"; INK 2;"1"; INK

7;" 1V"; INK 2;"1"; INK 7,"n"; INK
2;"4"; INK 7;"nununnu	 unnnunu"; INk 2;"1"; INK 7;"n"; INK 2;

"1"; INK 7; "ii"; INK 2;"1 " ; INK 7
;"1112"
150 PRINT "tin"; INK 2;"1"; INK

7;--14 - _: INK 2;" 1 "; 
INK 7;"n"; INK.;-11111111	 11111111-.; 'INK 7

;"n"; INK =1 ;"1": INK 71--11— ; INK
21-1"; INK 7; "nu:"

150 PRINT "nn"; INK 2;"1 - ; INK
7;"n"; INK 2;"1"; INK 7;"nUnit4iin
nu	 unnunnunu"; INK 2;"1"; INK

INKS 	 INK 7:-:7=-
170 PRINT -nu": INK	 42----

	INK ',7J ; - 11111111i l* 	4-4741
-1-41111-; INK 7;-n-; INK 2:-, - ; -
MK 7; "nu:"

160 PRINT "l=": INK 2:-"i"; INK7:-uuunuununun
INK 2:"1"; INK 7-un-

190 PRINT "tin"k INK 2-11111111
i -III 444444444444-- -74A4-! -7-

ifSEIFIMIS

200 PRINT -unnuunnuuunuunnnuuunnu-nunnutrunun-
210 LET x=20: LET	 LET x1=1
: LET 341=29: LET z1=55: LET îG=0
220 PRINT RT x,i4 INK 4; "ii";RT

x1î; INK"W";R T 3,22; INK 3;
FLR5H 1;"1"
230 LET Lane=1: LET L3ne:1=1
240 PRINT PT

1,10;"Hiscore ";hs
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350 LET =. $="3" LET 111-$="i---1.-" : LET
b$="5" : LET n $="T''
300 IF fl--I>0 THEN GO TO 50:0
310 IF 50R;tEN$ :x4-ta$="5"-ia$=

T
HEN GO TO 400
020 IF a$="5- THEN LET _!--,$-="6":

LET fil$="T": GO TO 400
330 IF a$=-5- THEN LET at;=-8"1

LET F"f+": SO TO 400
340 IF a$=-7" THEN LET a$=-5"1

!ET m$="i4": f=0 TO 400
350 IF a$="8" THEN LET 3 $="7":

LET m$=-,t"
401 IF (x>6 AND x<131 OR it-i>13

RHO z4<15) THEN PRINT RT x,14;

GO EUE: 900: GO TO 410
432 LET a=PTTR

"7"„!4+(a$="5")-(a$="5"3
400 PRINT RT	 INK
405 IF a=135 THEN GO EUE: 850
407 TF a=64-t-f1 THEN LET sc=sc+1
4-10 LET x=x÷(.3$="6" -ia$="7")

LET ;4=!_i+(a$=-8")-ta$=-5-
420 PRINT RT x,y; INK 4;sti$
430 PRINT RT 10,17;sc: SEEP .00

1,20
450 IF x=x1 RHO g = q 1 THEN GO TO
600

TF	 THEN 'FT 171,4.=fta
BEEP .02.20

510 IF 5CREEi.4$

THEN z-40 TO 500
520 IF b$="5" THEN LET b$="7":

LET n$=",t": GO TO 600
530 IF b$=" i'l." THEN LET b$="5":

LET n$=-44": GO TO 500
540 TF hik="7" THEN LET

LET n$ =" 1-+" ; GO TO 
550 IF b$=-8" THEN 'ET 6:t==-5":

LET r$"" "tti	 GO T
580 IF x>5 RHO x‹13) OR k=4>13

AND g <la) THEN PRINT RT x,,-4;"
GO =7 - , i5 300: GO TO 610
601 IF tx1=9 RHO b$= -5"1 OR 041

=14 RND b$="5") OR tXI=12 RHO b$
="7" OR t y1=î7 RHO' THEN
PRINT RT x1, q 1; INK cl;" ": GO

SUB 700

44

7f (x1:-5	 r=P
13 RND 141,:18) THEN PRINT RT x1,i4

INK c l ;" “: f=1 4-1 TO 5 10
60 3 LET i=RTTR :‹1+.b$-=5"117-

505 PRINT RT	 1.; INK.	 -E..
) - i1 =E!-7-; RHO	 1	 ; FLRZ-L-.H I RN

506 LET 11=1
Z - 6 4_ C-73 ; " 1 "

510 LET X1=X14-(b$="5-i-U-2$="7")
: LET =-41=q2.-i-ib$=-8-3-ib$=-5-

PRINT RT x1.141: INK 5;n$
535 IF x=x1 RHO u=.1 THEN GO TO
550 GO TO 000
7 471 0 T F i_=i-la!=lan.=,I THEN RETURN
705 PRINT PT x1. ;41; INK cl;"
7 =!1:1 !PT

ET LanE1=tansI+t/2
LET xl=xqi.-1-1$="5"6-$=-

=:"))
760 LET 441=i41-1-1*(b$="7")-tb$=-

FOP i= =5 TO	 --14-EP -I: SE
EP .02,i: NEXT i
810 PRINT RT 14, = ; PRPER 4; INK
0; FLR5H 1;"Pres5 ant4 kei4 for a
new qame"
815 IF sc>h-=‘ THEN LET hs=sC
620 TF INKPY$<:?"" THEN G0 TO 52

0
530 IF INKEY$=" THEN GO 70 530

fa r! TO
850 !PT 	 !PT c1=8-c1; LET
sc=s--10: EEEP 0	 5EF-P .01

,30
65 LET f.-3g=10
650 ' PT ,7,C='=-ci.-10
870 LET Lin=INT tRND*2014-1: LET
col=INT (RND*301+1: IF CODE 5CR

P'- $ 	 THEN GO TO 870
PRINT PT L1fl0	 INK 3; F'

PSH 1;-41-
686 RETURN
900 LET i$=INKEY$: IF i41-13' &IND

!4{18 THEN GO TO S50
905 IF q >22 THEN GO TO
910 IF I$="5" RHO q >2 THEN LET

!4=i4-2: LET :_ane=Lane-a.
TF ;$="" RHO !4:8 THI=N LET

;4-1-2: LET L3ne=1.ane41
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920 RETURN
TF i $="5" AND ti ^23 THEN LET

,, =k-1- =, : LET 	 ne = ?_ane +1
ga^ TF- i$="8" AND 1_1<29 THEN LET
g=g+2: LET iane=lame-1

gFTVRN
;_FO TF x / ia THFN	 c47=;
PF.0 TF i$=^5" AND x<7 THEN

x=x+2: LET :_ane=Laoe+1
955 IF i="7"="7 AND x^I THEN LET

x=x-2: LET iane=Lane-1
970 RETURN
950 IF 	 AND z / ^0 THEN LETx=x+2: LET i_ane=^ane-1
955 IF i$=-7~ AND x / :14 THFN LET
x~^x-2: LET iene~~1.ane+1
9-=t0 RETURN

1000 DATA
4.4
1010 T'RTA

102o« DATÂ
58'7a'224
^^^^^^ 2a
1040 LTA
4,114,7

^5000 ^p= ft.?,-=.>0 THEN LET F$_-ag=f la
^-2

graphic
gr^aph^^
græp ^ ic
graphic
graphic

Zombies
Zombie s , from David Perry, is a game in
which you must lure the Zombies into

swamps. They are blind, and always move

towards you.

Full instructions are provided w ithin the
program. Use the cursor keys to move

around. Note that the pound signs in this

listing should be entered as hash (#)
signs.

1 REM
2 REM
3 REM	 > ZOMBIES <

4 REM
5 REM
6 REM	 COPYRIGHT
7 REM	 DAVID PERRY
8 REM	 1983!
9 REM
10 REM
11 LET NUM=10: DIM N(NUM+1): D

IM N$(NUM+1.8): FOR N= 1 TO NUM:
LET N(N) = 1100-(N*100): LET N$(N)
= "SPECTRUM": NEXT N

12 BORDER 7: PAPER 7: INK 0: B
RIGHT 0: CLS

13 LET LEV=5: GO SUB 66
14 LET SC=0
15 BORDER 7: PAPER 7: INK 0: B

RIGHT 0: CLS : DIM A(LEV): DIM B
(LEV): LET KILL=0

FT
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16 PRINT AT 0,3:"
"

^7 FOR N=1 TO 20: PRINT AT N,3
;" "; INK 4;"
"; INK 0;" ": NEXT n
18 PRINT AT 21,3;"

19 BRIGHT 0: BORDER 7
20 PRINT AT 2,28;"7";AT 3,27;"

5"; INK 2:"X"; INK 0;"8";AT 4,28
;"6";AT 0,26;"Move.";AT 1,26;"--
--";AT 6,27;"Key";AT 7,27;"---"
21 PRINT AT 8,27:"You="; INK 6

;"a";AT 9,26; INK 0;"Zomb=": INK
2;"b";AT 10,26^ INK O:"Swamp";
INK 3;"c"
22 PRINT AT 12,27;"GOOD";AT 13

,27;"LUCK";AT 14,27;"	 "

^3 PRINT AT 16,28;"";LEV-KILL^
AT 17,28;"TO";AT 18,27;"KILL!"
24 FOR N=1 TO LEV
25 LET A(N)=INT (RND*20): LET

B(N)=INT (RND*20): IF ATTR (A(N)
+1.B(N>+4)<>124 THEN GO TO 25
26 PRINT AT A(N)+1,B(N)+4; INK
2; PAPER 4;"b": NEXT n
27 FOR N=1 TO LEV*5
28 LET A=INT (RND*20): LET B=I

NT (RND*20): IF ATTR (A+1,B+4><>
124 THEN GO TO 28
29 PRINT AT A+1 " B+4: INK 3; PA

PER 4;"c": NEXT n
3O LET X=INT (RND^20): LET Y=I

NT (RND*20>: IF ATTR (X+1,Y+4><>
124 THEN GO TO 30

48

31 PRINT AT X+1,Y+4; INK 6: PA
PER 4;"a": FOR N=O TO 50 STEP 5:
BEEP .02,N: NEXT N
^2 PRINT AT X+1,Y+4; INK 6^ PA

PER 4:"a"
33 FOR N=1 TO LEV: IF A(N)=10O
AND N=LEV THEN GO TO 49
34 IF A(N>=100 THEN NEXT N
35 IF KILL=LEV THEN GO TO 91
36 IF N>LEV THEN LET N=LEV
37 PRINT AT A(N)+1,B(N}+4; BRI

^HT 1: INK 4;" "
38 IF A(N)<X THEN LET A(N)=A(

N)+1
39 IF I^(N>>Y THEN LET B(N)=B(

N)-1
4O IF A(N)>X THEN LET A(N)=A(

N)-1
41 IF B(N><Y THEN LET B(N)=B(

N)+1

42 LET A=ATTR (A(N>+1.B(N>+4)
43 IF A=124 THEN PRINT AT A(N

>+1,B(N>+4: INK 2; PAPER 4; BRIG
HT 1:"b": BEEP .01,N: NEXT N

44 IF A=99 THEN LET SC=SC+10:
FOR I=7 TO 0 STEP -1: PRINT AT

A(N)+1,B(N)+4; BRIGHT 1; PAPER 4
; INK I;"c": BEEP .02,I*7: NEXT
I: PRINT AT A(N)+1,B(N)+4; INK 3
; PAPER 4: BRIGHT 1:"c": LET KIL
L=KILL+1: PRINT AT 16.28v"";LEV-
KILL:" ": LET A(N)=100: IF N<=L
EV THEN NEXT N
45 IF N>=LEV THEN LET N=LEV

4g 



46 IF N< =LEV AND A(N)=X AND B(
N) =Y THEN FOR I =0 TO 7: PRINT A
T A(N)+1,B(N)+4; BRIGHT 1; PAPER
4; INK I; FLASH 1;"a": BEEP .1,
1*7: NEXT I: GO TO 87

47 IF KILL =LEV THEN GO TO 91
48 IF N<LEV THEN NEXT N
49 IF LEV=KILL THEN PAUSE 30:

GO TO 91
t0 FOR 8=1 TO 2: PRINT AT X+1,

Y+4; INK 4; BRIGHT 1;" "
51 LET X=X+(INKEY$="6")-(INKEY

$="7"): LET Y=Y+(INKEY$="8")-(IN
KEY="5")

52 LET A =ATTR (X+1°Y+4)
53 IF A = 1 24 THEN PRINT AT X+1

, Y+4 ; INK 6; PAPER 4; BRIGHT 1;"
a": BEEP .04,20: NEXT G: GO TO 3

t4 IF A =98 THEN GO TO 103
55 LET LEV=5: CLS : PRINT AF 1

~11; " ZOMBIES" ;AT 2,11;"-----=="
56 PRINT AT 3,1;"YOU ARE SLOWL

Y SINKING INTO THE"
57 FOR 1=0 TO 7: PRINT AT I+6°

O. PAPER 7-I; INK I;" SWAMP
!	 ": NEXT I

58 PRINT AT 16,3;"HOWEVER YOU
HAVE MANAGED": PRINT AT 19,5;"TO
SCORE ";SC;" POINTS!"
59 PRINT £1;"(c) Copyright DAV

ID PERRY 1983"
60 LET I=0
61 PRINT AT 21,9; INK I;"PRESS

A KEY!"
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62 LET I=I+1: IF I>7 THEN LET
I=1
63 IF INKEY$= "" THEN GO TO 61
64 LET LEV=5: PAUSE 0
65 GO TO 106
66 CLS : PRINT AT 0,10;"ZOMBIE

S";AT 1,10:"======="

67 PRINT : PRINT " YOU HAVE J
UST LANDED ON AN"

68 PRINT "	 ISLAND POPULATED
WITH?"
69 RESTORE 70: FOR N=0 TO 31:

READ A: POKE USR "A"+N,A: NEXT N
7O DATA 0,24°126,24~24~24,24,0
129,195r165,165,102,24 ,36, 24`12

9,126,66,90,90,66,126,129,153,90
60,231,231,60,90,153

71 FOR N=7 TO 13: PRINT AT N.1
0; INK N-7;"ZOMBIES": BEEP .5 ° N:
NEXT N
72 PRINT AT 14,10;"ZOMBIES":

EEF
73 PRINT AT 17,0;"(c) COPYRIGH

T DAVID PERRY 19831"
74 PAUSE 10: FOR N =0 TO 27: PR

INT AT 19,N; INK 2;" b "; INK 5;
"Jk"; BEEP .02,N: NEXT N
75 PRINT AT 19,N;" ": PAUSE
10: BEEP .5,40: PAUSE 5: FOR N=

27 TO 0 STEP -1: PRINT AT 19,N;
INK 2;"b "; INK 5;"a ": BEEP .02
,N: NEXT N
76 CLS
77 PRINT AT 0~10;"ZOMBIES!";AT
1,10;" ======="
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78 PRINT AT 2,1;"The zombies a
re flesh-eaters	 however they
are blind, that
	

is your only
advantage. They	 come in pack s
SO you can use	 yourself as b
ait to lure them	 into the area
s of swamP.	 Be careful,
if you fall in	 a pit then yo

u will die too.	 You only have
one life so-"
79 PRINT AT 12,4;" B E CAR

E F U L ! "
80 PRINT AT 14,1;" The movemen

t keys are 5-8."
81 PRINT AT 16,2;" YOU= "; INK

5;"a"; INK 0;" ZOMBIE="; INK 2;
b"; INK 0:" SWAMP="; INK 3;"c";
INK 0;"."
82 LET I =0: PRINT £1;"(c) Copy

right DAVID PERRY 1983"
83 PRINT AT 19 , 8 ; INK I; PAPER
2; BRIGHT 1;" PRESS A KEY! "
84 LET I = I+1: BEEP .01,I*7: IF
I>7 THEN LET I=0
85 IF INKEY$="" THEN GO TO 83
86 CLS : RETURN
87 CLS : PRINT AT 1,11;"ZOMBIE

S";AT 2,11:"======"
88 FOR N=0 TO 7: PRINT AT 4+N,

0; PAPER N; INK 7-N;" T H E Y C
AUGHT Y O U ! ": NEXT N
so GO TO 58
90 STOP
91 CLE : PRINT AT 1,11;"ZOMBIE

S";AT 2,11;"======="
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92 FOR N=7 TO 0 STEP -1: PRINT
AT 4+N,0; PAPER N; INK 7-N;"
NGRATULATIONS":N

EKI N
93 LET SC=SC+(LEV*20>
94 PRINT AT 13,1;"YOU HAVE S[2,O

RED ";SC;" SO FAR!"
95 LET LEV-

O STEP 2: BEEP .02,N: NEXT N: PR
INT AT 15,4;"NOW TRY THE NEXT LE
VEL": PRINT : PRINT " 	 WITH
":LEV;" ZOMBIES!"
96 PRINT AT 19,7;"BONUS POINTS

=";(LEV-5)*20:""
97 PRINT £1;"(C) Copyright DAV

ID PERRY 1983"
98 LET 1=0

99 PRINT AT 21,8; INK I;"PRESS
ANY KEY!"
100 LET I = I+1; BEEP .02,I* 5 : IF
I>7 THEN LET I=0
101 IF INKEY="" THEN GO TO 99
102 GO TO 15
103 CLS : PRINT AT 1,11;"ZOMBIE

S";AT 2,11:"======="
104 FOR N=7 TO 0 STEP -1: PRINT
AT 6+N,0: PAPER N; INK 7-N:" YO

U HAVE JUST COMMITED SUICIDE ":
NEXT N
105 GO TO 58
106 BORDER 0: PAPER O: INK 7: B

RIGHT 1: CLS
107 IF SC<=N(10) THEN GO TO 12

3
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108 LET NUM= 11: IF SC>=N( NUM > T
HEN INPUT "ENTER 8 INITALS! ";P
$: IF LEN P$>8 THEN GO TO 10S
109 PRINT AT 7,0: FLA S H 1; BRIG

HT 0; INK 7; PAPER 2;"THIS WILL
ONLY TAKE n FEW SECS!"

J. 	 IF SC> =N(NUM) THEN LET N(N
0M)-SE: LET N$(NUM)=P$
111 FOR A = 1 TO (NUM-1): LET B$=

N$(A): LET C$=N$(0+1): LET B=N(A
): LET C=N(A+1): IF B<C THEN LE
T N(A) =C: LET N(A+1) =B: LET Nti

)=C$: LET N$(A+1)=B$
112 NEXT A: FOR N=1 TO NUM-1:

F N(N)<N(N+1) THEN GO TO 111
113 NEXT N
114 CLS
115 PRINT AT 2,4;"H A L L OF
F A M E !"
116 PRINT AT 3,4;"===-----=====

122 PAPER 7: INK 0: BORDER 7: B
RIGHT 0: OLE : GO TO 14
123 PRINT AT 10,4;"SORRY SCORE

TO LOW! ! !"
124 PRINT AT 13,7;" PRESS A KEY

125 PAUSE 0: GO TO 114

117 FOR N = 1 TO NUM-1: PRINT AT
M+5,7; INK 6;"("; INK 2;N; INK

N+5 ° 12: INK 7;N(N): FRI
NT AT N+5,17; INK 5;N$(N}: NEXT
N
118 PLOT 0 ~ 0: DRAW 255,0: DRAW

0,175: DRAW -255,0: DRAW
PRINT AT 17~8; PAPER 2; INK 7;"
PRESS ANY KEY! ": LE T I=0
119 LET I=I+1: IF I>7 THEN LET
I=0
120 PRINT AT 2,4; INK I;"H A L

L OF F A M E !"
121 BEEP .01,I*7: PAUSE 2: IF I

NI- 1E- 	 THEN 80 TO 1 19
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ADVENTURES



TROLL and THE CITY
These two Adventure games, written by Neil

Pellinacci, are played in similar ways,

although the scenario and solution are —

of course — different. It is worth trying

to convince a friend to type the programs

in for you, so you don't find out the

solutions even before you run them.

THE CITY includes instructions in the

program which precedes the main game. To

complete the Adventure, you must say the

password so your contact can hear it. You

don't know who the contact is, although

there are not many possibilities.

In the second Adventure, TROLL, you must

try and escape from the Troll's lair. He's

very mean and will let you escape only

over his dead body. Therefore, you have to

kill him to win.

In both programs, as in most Adventure

games, you enter your commands as two—word

phrases (verbs and nouns) such as GO WEST

or DROP AXE. You'll soon discover which

words the program will recognize.

Note that each program has a loader

program (which for THE CITY doubles as an

instruction manual). This sets up the

screen and keyboard. 48K owners can leave

out the CLEAR 32767 instruction, but the
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CLS must be left in. If you use the in-

built SAVE instructions, note that you'll

have to set the colors and POKEs

beforehand.

The loaders have been used to maximise

memory space for the main program. To type

the games in, enter and SAVE the loader

program, then type in and SAVE the main

game directly after it. When saving the
programs, or re—running them, remember

that the start line is 1 for the loaders

and 900 for the main programs.

Here is the loader for TROLL:

10 REM Adventure
Pettinacci 1983

20 BORDER 0: PAPER 0: INK 7:
RIGHT 1: CLS

30 CLERR 327a-7
40 POKE 23609,100: POKE 23553,

3: POKE 23624,71
50 LOAD

And this is the main TROLL program:

12 PRINT '"I AM AT THE TROLL'S
GRTE."

13 IF Of9) THEN PRINT -I HRUE
NO WEAPON RND T MUST	 LEAUE 0
IT ct; y

14 LET S=P: RETURN
18 PRINT '"I RN IN R SMRLL SHO

P, WHICH SELLS ONLY DOG-FOOD
.-: LET S=P: RETURN

3 7- PRINT '"T AM TN R 5MALL, DR
RK CPE.	 THERE I. R GATE TO
THE NORTH,	 AND P CLERRING TO T
NE EAST."

34 LET N=P: LET S=P: LET E=P;
RETURN
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36 PRINT '"I PH IN A CLEARING,
THE CRUE IS TO THE OEST.": LET

E=P: LET W=P: RETURN
PRINT '"I AN ON A PRTH, Whi

CH CONTINUES TO THE SOUTH. I CRN
SEE R SHOP TO THE NORTH, AND A
FOUNTRIN TO THE ERST."
40 LET N=P: LET 5=2: LET E=P:

LET W=P: RETURN
42 PRINT '"THERE IS R FOUNTAIN

HERE. H ROADLERDS OFF TO THE 50
UTH,": LET 5=P: LET W=P: RETURN

54 PRINT --I RH STANDING IN R
NARROW, ROCKYPRSSAGE WHICH GENTL
Y RISES TO	 THE NORTH. I CRN SE
E DRYLIGHT	 P6I1E.-: 'LET 1'4=P: L
ET U=P: RETURN

60 PRINT '"I RN STRNDING ON P
GARVEL PRTH. P ROAD LIES TO THE
EAST.": LET N=P: LET E=P

Si IF Of4)=LOC THEN PRINT "THE
RE IS A MOUND AT MY FEET."

52 RETURN
63 PRINT '"A ROAD RUNS NORTH-5

OUTH. A	 FOUNTRIN LIES TO TH
E ET N=P: LET G=P: RET
URN

89 PRINT '"I CRN SEE A SMRLL C
LEARING WITH R LRRGE TREE.": LET

LET E=P: RETURN
72 PRINT '"I AN IN A THICK FOR

EST. THERE PRE CLEARINGS TO TH
E ERST RND	 SOUTH."

73 LET W=P: LET E=P: LET S=P:
RETURN

75 PRINT '"I AN STANDING IN R
CLERRING.	 THERE IS P DEEP SHP
FT IN THE	 GROUND.": LET W=P:
LET D=P: RETURN

34 PRINT -- THE RORD ENDS HERE,
THE RI :dER ISTO THE SOUTH, WITH

MOUNTAINS	 5EYOND-: LET N=P:
RETURN

87 PRINT '"P LARGE WOLF LERPT
OUT OF THE	 TREES, RHO KILLED M

GO TO 9000
, 121 PRINT — I AM STANDING IN A

CLEARING. I CRN HEAP RUSTLING N
OISES TO THE WEST.": LET N=P: LE
T E=P: LET W=P: RETURN

61



93 PRINT — TI-HE FOREST ENDS HER
A RIVER LIES TO THE SOUTH.

T- t•1RY SE	 POSSIBLE TO CROSS."
LET N=P: LET W=P: : RETURN

=14 PRINT --T RN t ST:RNf`f.^t'iG ON T4--¢
; RIVER E^AiiK: a I L-}'?^'f S EE RN OPEN G
RTE GURRDED BY P DOG, AND A t-1RN
SION BEYOND."'

3.15 LET S=DOG : IF NOT 5 THEN PR
INT "THE DOG WILL BE A PROB_LE4•`! . .:

116 RETURN
117 PRINT '"I RM NEPP A MRNSIC€N
 A DOOR IS RHEPO OF ME.-: LET
N=P: RETURN
138 PRINT "I PM #•4t..2(-i INSIDE THE
MP N L ION . I CERTAINLY WOULDN'T L

I UE HERE.	 IT'S PLL DUSTY AND 5
N;LLY . " LET W=P: : RETUR N

8020 PRINT '"I CA`'! SEE...": LET
LL =0: FOR Z =P TO 9: IF O iZ3 =LOCTHEN GO TO 830: REM: THEN PRINT "
3'i - ;0$(Z): LET FL =1
810 NEXT Z: IF NOT FL THEN PR Ï•N

T "NOTHING
820 RETURN
330 IF Z=4 AND L _iC =20 THEN GO €

Cs 8141
840 PRINT "A ";0$(2): LET FL=I:
GO TO 310
350 IF R$(P)=" - THEN LET A$ =A$

i= TO i	 GO TO 85;^.̂2
330 IF R $ tLEN R$)=- " THEN LET

L$=A$i TO LEN P$ -P?: GO TO 850
370 LET 5$="": FOR 72=P TO LEN P

$: IF R$(Z)=- " THEN LET 5$=A$(2
-?-P TO ) : LET R $ =a=a $ t TO Z -P ) : RET
URN
^ 380 NE XT Z: RET URN
900 GO SUB 9E00: C•L5
248 LET N=0: LET 5 =^.̂ : LET E=0:LET W=0: LET U=0: LET D =O
999 GO SUB LOC-*3: PRINT ' "E};IT5=:•

• "'("NORTH " AND N. ; ( . ,.Lt1UTH " A
rk D 5 )_ ("ERST -- ANLS E); ("WEST" RN
D W): GO SUB 800
1000 INPUT INK 5; "Wi-åRT SHALL I ^-
0?"' LINE R$: IF 3=3$='' THEN GO T;2 }C
1005 GO SUB 8E0 : PRINT INK 6;A$;
-- ";B$: PRINT

100 7 IF L OC- = 4 RNL% ri#Cf: .33 THEN P
PINT "THE TROLL L E P-? PT OUT R ND SM
RSHED MY SKULL. I HH ClERD .": GO
T O 9000
1008 IF LOC=39 A1=iD NOT DOG AND R
ND> . 9 THEN PRINT "THE DOG ATTACK
ED M E RND KILLED ME.: GO T O 90
00
1010 IF R$=-N- é-?i'éD N THEN LET LO

=LOC -F: GO TO C-P-P
1020 IF R$= .: 5' = RHO 5 THEN LET Li €
C==L0C+F: GO T O C-P-P
10347 IF R$= `E- AF-iD E THEN LET LU
C=L0C+P: GO TO C-P-P
1340 IF R$=-W" AND W THEN LET LO
+_=LGC---P: GO TO C-P-P
1045 IF R$=-W'° OP P$="E" OR R$="
N" OR R$= : '5 :: THEN PRINT "I i1RN' T

G O IN THAT DIRECTION.":   GO TO C:
1 050 IF R$="1" THEN GO SUB 2000:

GO TO C
12t^50 IF A$="LOOK;" T H E N CLS : G O
T O C -P -P
1070 IF R$=-D-      THEN ;O TO 3000
1080 IF R$ = "U" THEN GO TO 31 00
1090 .IF R$= 'GET- O P A$= "TAKE" T M
Ç-}-J Gt̂  TO 2100
11002 IF R$=-DROP- OR R$=-PUT" T H
EN GO TO 220s^^
1 .110 IF R$=-KILL- THEN GO TO 230

1120 IF R$=-OPEN" THEN GO TO 240
0
1130 IF R$= -CROSS" THEN GO T O 25
00
1140 IF R$=-UNLOCK". THEN GO TO 2
F.00	 _ _
-€ 150 IF R$= "r-^EŸF'° THEN GO TO 270

1150 IF A$- 'Bf iY " THEN GO TO 2800
1 170 IF A$ = "LPVE .; T HEN SAVE "A:>:`
LINE 998: PRINT "VERIFY...": `_°E

R I FY "RD":GO TO C
1130 IF R$="L-.^Li-T" THEN GO TO 8P7
1190 IF R$=—HELP- THEN PRINT "T M
F TROLL WON'T LET YOU GO EVEN _F

YOU ASK NICELY...": GO TO C
:.2047 IF R$= :, DIG" + TH-E N GO TO 2900
1300+ PRINT "I DON'T UNDERSTAND.“
. GO TO C
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2000 PRINT '"I HA ijE THE FOLLOWIN
LET FL=O: FOP Z=1 TO g - I

F 0(2)=0 THEN PRINT
LET- FL=P
2010 NEXT Z: IF NOT FL THEN PR/N
T "NOTHING."
2020 RETURN
2100 IF 5="" THEN INPUT INK 
R$); " UHT ??"' LINE 8$: GO TO 2
100
3105 IF 05=4 THEN PRINT "I CRN'T

CARRY ANY HORE.": GO TO C
2110 FOR Z=P TO g : IF 0$(Z)( TO
LEN 5$)=5$ AHD Of7)=LOC THEN GO
TO
2120 NEXT Z: PRINT "I CAN'T DO T
HF.": GO TO
2130 IF 5$=-DOG BONE" AND LOC=6
THEN PRINT "THAT WOULD 5E STERLI
NG!": GO TO C
3140 PRINT "OK..": LET OfZ)=0: -
ET 05=05+P: GO TO C
2200 IF 5$=" THEN INPUT INK 5;"
WHAT SHALL I ";07-71$)," ??"' LINE
5$: GO TO 2200
2210 FOR Z=P 70 g : IF 01-1,71- )	 70
LEN 5$) =E$ PHD 0(Z=0 THEN PRINT
"OK.."; LET oz)=Loc: LET OB=OR

-P: GO TO C
2220 NEXT Z: PRINT "I HRVE NO ";
8$;"!": GO TO
2300 IF Ei$="" THEN INPUT INK 5;"
KILL WHAT?" LINE 5$: GO TO 2300
2310 IF 5$<>"TROLL" THEN PRINT -
I'M NOT THRT SORT OF PERSON!": G
O TO C
2315 IF LOC-4 THEN PRINT "I CAN
'T SEE A TROLLY": GO TO C
2320 IF Of g ) THEN PRINT "YOU HAV
E NOTHING TO KILL THE	 TROLL U
ITH.": GO TO C
2330 PRINT ""WELL DONE. YOU HAU
E KILLED THE TROLL AND ERRNT YO
UR FREEDOM.": -4t) 70 0000
2400 IF B$="" THEN INPUT INK 5;"
WHAT SHALL I OPEN?"' LINE 5$: r7-'0
TO 2400

2410 IF B$<>"DOOR" THEN PRINT
HAT I CRNNOT DO.": GO TO C
2420 IF LOC<>39 THEN PRINT "WHAT

DOOR?": GO TO C
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2430 IF NOT DO THEN PRINT "IT'S
LOCKED.": GO TO C
2440 PRINT "OK„": LET LOC=L0C+P

GO TO C-P-P
2500 IF 5$=" THEN INPUT INK 5;"
WHAT DO YOU WANT Tn oR055?"' LIN
E 5$: GO TO 2500
2505 IF 5$<›"RIUER" THEN PRINT
I'M NOT THAT CLEVER, MRTE!": GO
TO
2507 IF LOC:31 AND LOC;)32 THEN
PRINT "SHOW ME R RIVER, RND I'L

L TRY.": GO TO C
2510 IF 0(2) THEN PRINT "I'M GOT
NG TO NEED SOMETHING TO HELP ME

GO TO C
2320 PRINT "OK,..": LET LOC=LOC-1-
LOC=31)-(LOC=32): GO TO C-P-P
2500 IF 5$=" THEN INPUT INK 5;"
PLERSE CONTINUE YOUR COMMAND."'
LINE 8$: GO TO 2,500
3 505 IF 5$;"DO0R" THEN PRINT "7
HAT COULD TRKE ME A WHILE.": GO
TO C
2510 IF LOC<>39 THEN PRINT "I CR
N'T F, EE R nnORY-:GO-TO C
2520 IF DO THEN PRINT "YOU FOOL,

IT'S RLRERDY UNLOCKED!": GO TO
2525 IF 0(4) THEN PRINT "YOU HA=.3
E NO KEY...": GO TO C
2530 PRINT "OK..": LET DO=P: GO
TO C
2700 IF 5$<>"DOG" THEN PRINT "I
DON'T THINK IT'S WORTH IT.": GO
TO C
2710 IF LOC:)32 THEN PRINT "WHAT

DOG'?": GO To
2720 IF 0(P) THEN PRINT "WHRT
TH, YOUR FINGER"?": GO TO C
2730 PRINT — THE DOG HR5 FRLLEN
ASLEEP.": LET DOG P: LET 5=P: LE
T 0(P)=LOC: LET 05=05-P: GO TO C
2800 IF 0(F) THEN PRINT "YOU HAO
E NO MONEY.": GO TO C
2810 IF 5$=”" THEN INPUT INK 5,"
ANYTHING IN PPRTICULAR?"' LINE 5
$: GO TO 2810
2820 IF 5$="NO" THEN PRINT "WR7CHIT, MRTE! I'LL LOSE MY	 PRTI
ENOE": GO TO C
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20 IF 5$<>"DOG BONE" THEN PRIN
T -WHY BOTHER IF IT'S FREE?": GO

TO C
?:,, a4tli IF LOC K >6 THEN PRINT "THERE

NO , DOG BONE HERE.": GO TO C
2345 IF 05=4 THEN PRINT "I CRN'T

RRRY lc:MY MORE.": GO TO C
2350 PRINT "OK„": LET 0(P)=0:
ET 05=0B+P: GO TO C
2900 IF LOC<>20 THEN PRINT "1 CR

'T DO THRT YET.-: GO TO C
2910 IF 0(4)<)LOC THEN PRINT "TN
FRE'S NOTHING THERE": GO TO C
2920 PRINT "I HAVE FOUND R KEY.-

GO TO C
3000 IF LUO :25 THEN PRINT "DOWN
WHERE?": GO TO C

3010 IF 0(5) THEN PRINT "I'M NOT
JUMPING, I'LL BRER14: MY NECK!":
GO TO C

3020 PRINT "OK,.": LET LOC=LOC-F
: GO TO C-P-P
3100 IF,LOC;318 THEN PRINT "I CP
T DO THAT YET-": CO TO C

3110 IF 0(5) THEN PRINT "HOW DID
YOU GET ME DOWN IN THE FIRST P
LACE?": GO TO C
3120 PRINT "OK,.": LET LOC=LOCI-F

GO TO C-P-R
5970 CLS : INPUT -PRE YOU SURE -
- Y/N:" LINE R$
3950 IF R$ "Y" OR P$="YES" THEN
GO TO 9000
3990 GO TO C
9000 INPUT "DO YOU WANT ANOTHER

In	 (Y/N)", LINE R$
9010 IF R$="Y" OR P$="YES" THEN
RUN 900
9020 IF R$="N" OR A$="NO" THEN 15
TnP
9030 GO TO 9000
3500 LET OPI -PI: LET P=PI/PI
95 10 LET F= 1,JAL "7": LET LOC=VRL
"24-": LET OB=0
9520 LET D0=0: LET DOG=0: LET 0=7
VAL "1000": DIM 05(9,8): DIM 0(3
9530 FOR Z=P TO INT (PI*PI): RER
D 0$(Z),Y$: LET O(Z)=VAL Y$
954-0 NEXT Z

9550 DATA "DOG BONE-,"5","PLANK"
11"1"RING",-14-,"KEY","20","RO

PF","23","ROCK","23","WALLET","3
e","BOOK","39","GUN","40"
9500 RETURN

This next program is the loader for THE
CITY:

10 REM	 The- City
20 REM An A,-iventure Gama
30 REN By Nell Pelinacci 1933
40 RE-1	 154, Spectrum
50 REM
50 REM
70 BORDER 0: PAPER 0: INK 7:

RIGHT 1
30 C4._ERR 32757: OLS
90 POKE 23609,100: POKE 23556,

8: POKE 23624,71
9 5 Gn SUB 200
100 LORD ""
200 DIM AS(32): PAPER 6: INK 0.
LET f11$="	 STOP THE TAPE

LET L=9: GO SUB 900
210 PAUSE 100: PPPER 0: CLS
220 LET R$="	 THE 017

Y": LET L=3: INK 5: GO SUE 900
230 LET N ADVENTURE FOR TH
ZX 5PECTRUN": LLT L. GO

900
24-0 LET A$="WRITTEN BY NEIL PEL

LINACCI 1983": INK 5: LET L=5:
GO SUB 900
250 LET A$="	 PRE-.11‘5 ANY KEY TO
CONTINUE": INK 7: LET L=16: GO

SUB cipoi
260 LET L=1: PAUSE 1: PAUSE 0:

CLS
265 FOR -7 =-20 TO 30 STEP 5: BEE

P .01,Z: BEEP .01,Z/10: BEEP .01
,Z-10: BEEP .01,Z+10: NEXT Z
270 RESTORE
250 READ R$: IF A$(1)= - *" THEN

RETURN
290 IF A$(1)="+" THEN PRINT AT

21,0; INK 6,"	 PRESS ANY KEY TO
CONTINUE": PAUSE 1: PAUSE 0: CL

: BEEP .1,0: BEEP 1.,10: BEEP
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GET THE

KNOW AD

LET L=1: GO

900: LET L=Lt2: GO T
TN THIS:-.4. DVENTURE GR

SOME STOLEN

THE BANK
WI-4U 5TOL

BREAK INTO

THE MONEY 0
THIS WILL NO

APPEAR 1-)1

TO GO :----.

HOWEVER, 5T

-SECRET HISSION.-
- WHEN YOU HAUE COLLEC
-MONEY, YOU PIUST FIND

.1,20: BEEP
O 280

f300 GO SUB
O 230

400 DATA
ME YON MUST

410 DATA -RECOVER
ONEY. THIS"
420 DATA -MONEY IS,

ORED IN THE"
430 DATA -BANK URULT.

IS OWNED BY"
EAT  -THE GANGSTER

E THIS
450 DTA "HONEY.-
450 DATA - YOU HUST

THE BANK,-
470 DATA -AND STEAL

Ar:K.
460 DATA "Ht-IWEUR,

T BE ER5Y,-
DATA -AS

BE P THIEF-
500 DATA
5 1171 OPTA - 1-11

HAVE "ETA
, -- :=4qD SO-_
PTY. YOU

F-40 DATA
THRT THE
550 DATA -POLICE DON'T

WRONG IDEA.
560 DATA `.THEY

OUT Y	 "OUR
570 DATA
580 DATR

TED THE-
1-- 0 DATA

YOUR'
600 DATA "CONTACT,
YOU AWRY."
510 DATA "4--
620 DATA - TO

WISHES IN"
530 DRTR "PLAIN

VERBS AND-
540 DATA ”NOUNS,

IS 'N T0'
550 DATA "GO NORTH,

OUTH, ETC.-

550 DATA - TF YOU WANT TO STOP,
TYPE -
Fi7n rs ATA "---TnP' 1-1R ',7";7-T",

580 DkTH "SAE rHE CURRENT GAHE
ON TAPE,"

DATA -SO THAT YOU CAN FINIS
H IT LATER,-
700 DATA "+-
710 DATA

TART THE TAPE"
720 DATA
c'i0 PARER O. IN	 .

900 FOR Z=7 3 :73 TO 1 STEP -1: PRIN
T AT L,O;;;$f2 TO): NEXT Z.: RETN
RN

Once you have that in place, you can enter
and save THE CITY program itself:

9 PRINT 4 "I RN IN A TUBE STF-iT
ION. THERE ISA TRAIN WAITING TO
FAE. THE	 TAXI WAITS OUTSIDE.

RETURN
12 PRINT '"I AN STAND/NG F;FHTNr. 	 7 r:AN SEE A B

OILDING SITE TO THE ERST."- LET
E=P; LET 5=P: RETURN

15 PRINT — A LARGE STEEL GIRDE
R FELL ON NE,I AM DEAD.-: GO TO
gog5g'l

21 PRINT	 RH OUTSIDE THE EA
NK, T1-iE DOOR IS BEFORE ME. THE H
IGH STREET ISTO THE ERST. - : LET
F =P: LET 001=0: RETURN

24 PRINT	 RN IN THE HIGH ST
REET, WHICH IS DESERTED, APART
FROM A TAXI, A r-1AAkET IS TO THE
SOHTH.-: LET F =P: ;FT W=P: LET :3
=P: RETURN

27 PRINT '"I AN STANDING IN A
LARGE SHOP. I CAN SEE NO PEOPLE
. THERE IS A CAFE TO THE EAST.":
LET N=P: LET S=P: LET W=P: LET

E=P: RETURN
30 PRINT '"I AN STANDING IN P

SMALL, DESERTED CAFE. THE
LARGE SHOP ISTO THE WEST.-: LET
W=P: RETURN

-ARAANGEL-, A BUH  5C"-APE

-TH rTY I. NEARLY tri

"MUST STILL BE CAREFUL

HE WILL TAKE

ENTER YOUR

ENGLISH, USING

THE EXCEPTION

Ti_ NOT

PLAY,
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:33 PRINT '-1 I FEM INSIDE THE BI—?N
. IT IS IaER -Y-ti1LïIET "	 IF GU TH

EN PRINT "1 CAN SEE R G'URRL> WITH
t-) I S B A CK TO ME.—;

37 PRINT : LET N=P: LET S=NOT
GU: RETURN

39 PRINT ' — I F:M IN Ft STREET t sri
PKET . R POLICE :1TRT ICtP•1 IS 7
C.` THE EAST, AND R BUILDING SITE

T O THE	 SOUTH."
40 LET N=P: LET S =P: LET E =P:RET1 fRN
42 PRINT '"/ I HAUE ARRIVED .RT T

HE POLICE	 ST!-(T IUN . IT IS NOT
DESERTED..."

43 IF NOT Ls a T THEN PRINT • ` Pr P
L?L ICEï-iAN SEE r iC^riŸ'e' RND ARR

r^E.. -'	 GO TO^ ^-•L^^1C^^
44 PRINT "P: POLICEMAN TFtKEFr £,: H

AT I HI=; I_JE	 COLLECTED RND RETURE•-?
=S THEM TO	 W HERE I FOUND THEM,"
: LET N=P: LET W=P: : GO TO 700

45 PRINT '"i RH IN R SMFfLL GL O
C'M`i` TUE:E! 	STRTION. THERE IS -="t

C1H7 E TN Ti-?L WALL TO THE SOUTH."
LET 5=P. . RETURN
45 PRINT '"I Pr3 t STANDI NG I N F;--

ONT OF THE	 Ui-iULT DOOR, WHICH I
5 LOCKED."

49 IF VC THEN PRINT "THERE IS
:J HOLE IN IT."

50 LET E=P: LET: F= ?" E• = 2_^t:: RETURN
51 PRINT '" CRN SEE TWO DOOR'S

, ONE TO THE WEST, ONE TO THE 5=-?
UTH. THE	 UPULT ENTRRNCE Iç, T
3 THE NORTH.": LET N=P: LET S=P:
LET W=P: RETURN
54 PRINT '"I F:?`? ON R BUILDING

HISITE, E, WHICH IS SURROUNDED BY HI
GH WALLS.": LET N=P: RETURN

57 PRINT -' . M NOW STANDING IN
THE FOYER L FR LARGE HOTEL. BEFO

PE ME IS THE RECEPTION DESK.": >,
ET E=P: RETURN

50 PRINT '-I	 IN THE BF► SEMEN
T OF R LARGE BUILDING.":      LET N=P-
: 1 ET W=P: R	 CrET tr

5 .l PRINT '"I I - AM INSIDE THE VR:._:
LT. TO REACH THE MONEY, I HRl.1E .
O ENTER THE KE't-PRCdEL CODE. THEN:
E FIRE 9	 BUTTONS IN FRONT OF

70

ME. I MUST PR-E °_-^ THE RIGHT
64 LET N=2	 RETUx:.-.
55 PRINT '	 WALL :--? Pf S APPEARED
BEHIND ME. I AM TRAPPED.": GO

TO 9000
78 PRINT -"I =? f INSIDE THE MAI
RC1L T ROOM.": 	 -"E ^-; =P : RETURN'.å	 ts

SOO IF FS $ £ P = _ ' " T HEN LET t=-s $ =F:$
( =-' TO )	 r40  TO
S10 IF f-I$ £LE Fd P $V= • •' THEN LET

1=4$=R$ ( TO LEN R$-P): GO TO 510
520 LET B$=-": - F j--i c, =P TO LEN R

$: IF P$ (71 = - " ^'?-zEP^ rLET E-$=fi$ (.;
= TO 3: LET P$-:i,$ £ T O Z -P 3 . R ET

URN
7%0 NEXT : RETURN

700 RESTORE Y:000: FOR Z =P TO 7:
RERD F:$, E;$: IF 0(2)=0 THEN LET
(Z) =l1PL B$
710 NE' XTL — 0E2=0: RETURN
800 	 —EXITS: u; £ •'NORTH

R;dL} N); £ "SC1LiTH " AND 5);(-ERST
AND E ) F £ ' • 1r1 E.5T" e=å t-d L•• ?+,11
510 PRINT :: I CAN SEE--   
520 LET FL =Ot : FrOP; =P TO 7 - IF... (.^) =LOC: TTHEN PrI?'dT L '{=e	 ; 

O$ 
£7_7 .

LET FL _P
830 NEXT - IF NOT FL THEN PF: I: ^

T "NOTHING INTERESTING."
540 RETURN^ .-, . î	 BOZO: i= L E; ^r ^.̂ 	 i^ SUB c: i,
999 LET tSF=G : LET 5=0: LET E=0: :LET W=0: 4: GO SUB LOC*3: : GO S U B 6'^-^-.

1 300 INPUT INK	 WHAT SHALL I D
0 NOW?"' l,.i ?"' LINE A$: IF R$="" THEN

^+ TO C	 _
^' ^'^ I F L r_1 C^ = ^ r AND D R i d C`	 C^ AND tG :..- tiJ l ti	 *.
THEN PRINT r `THE. GzJa=:R^^ ^ TURNED,

5PtJ ME, THEN SHOT ME. I AM DE RD. - G O T O 900e
1050 GO SUB 500: PRINT ' INK 5;R
$; ,. ";B$
1050 IF R$="N" AND N THEN LET LO
C: = L O C - F . GO TO ;./- -r-^
/0700z70 IF R$ ="SS '^ AND S THEN LET LO
C- =L OO-I-F : GO TO C-P
1080 IF R $= 'E" AND E THEN LET L O
G_. _ L. O f1 -r P: V O TO C-P
1 090 IF Fi$="W" AND U THEN LET LO
C=LOC-P: GO TO C—P
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.3 ,100 IF R$= .,ÿ.. OR R$="S" OR A$=-
E OR A$=-W- THEN PRINT "I CAN'T
GO IN THRT DIRECTION.-: G?) TO 

120 IF R$= 'î_=E"' OR =;$= 'TRKE" TH
EN GO TO F*200t,-
I20 IF fy $= DRO:=... OR R$= -PUT" TH

EN GO TO 2100
ï = 7i0 IF R$=-1- THEN GO TO 2200+
1140 IF R$=` LOOK" THEN CLS : GO
TO C-P P
1150 E0 IF R$=-HELP- THEN GO TO 230
1150 IF R$="EL.iRRC ' OR R$="C.FßTC:t-;,:
THEN GO TO 2400

1170 IF R$= ' °zJNLCsC'rC" THE N GO T O -

1150 IF F?$="OPEN" THEN GO TO 260
^.̂
1190 IF R$="D" T HEN GO TO 2700
1200 IF R$=°:s:.tUl T " OR R$="STOP" -
HEN GO TO 5000
1210IF R$="RERD" OR R$= 'EXAMINE

THEN GO TO 2500
1220 IF R$=-KILL" THEN GO TO 220
,-4

1230 IF R$=-CUT- THEN GO TO 3000
1240 IF R$="PRE:SS " OR i-i$="PUSH°,
THEN GO TO 3100
:i.;...^^0 IF R$= L î:.fRVE" THEN SRVE "CI 7
`r- " LINE 99'4: PRINT "VERIFY...":
VERIFY"":VERIFYGO TO
12E0 IF R$=-SR " THEN GO TO ;^2iO13001300 PRINT " I DON'T  ^^^UNL4 ER5TRNCr . "GO TO C
2000 IF E$=°,,, THEN INPUT IivY-. 5;"
0GET G.i'r-iRT .. '' LINE 5$: GO TO 200 °
2002 IF LEN 6$>13 THEN PRINT `?
r--».GO TO
2005 IF 05 =3 THEN PRINT "I CAN'T

-'RRRY RNY MORE.": GO TO C
2010 FOR -P TO	 IF O$ €.7) ( TO
LEN 5$:s=5$ RND O€?) =LOC; THEN LET
0(Z)=0: =O: LET O5=05+1: PRINT -OK.

GO TO C
2020 NEXT 2^ : PRINT "I SEE NO ";F5  s..	 4-",'Cl TO
2100 IF B$=`' THEN PRINT R$;" WH H
RT?": GO TO C :
- 1 10 IF LEN 5$>13 _:1 THEN PRINT "1
Ci-RN - T_°' GO TO C
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P120 FOR , =s^ TO 7: IF O$ (Z) ( TO
LEN E +$) =E$ THEN PRINT -0K..-: LE
T 0(2 s =LOG LET O6=05-1: GO TO
2:130 NEXT Z: PRINT T "I HRVE NO °' ;
5$;"1":    G O TO C
2200 PRINT "I HAVE THE FOLLOWING
• . `	 LET FLs0 : FOR.--.2=P TO 7: IF
(Z)=0 THEN PRINT"A "; O$ (?) : LE

T FL =P
2210 NEXT	 IF NOT FL THEN PRIN
T -NOTHING."
2220 LO TO C
2300 IF LOC=17 THE7+: PRINT "r,3K T
HE VILLAGE PEOPLE .-1 GO TO C
2:3:1.^..̂ s PRINT -FOLLOW THE OLD LONDi1=
N - BRISTOL ROAD-: GO TO C
2400 IF 5$="" THEN PRINT R$;" WH
PT?":GO TO t:.
2410 IF E$ < TRR -`N" AND E%$ < F `Tl=tX

THEN PRINT "I OH . . . GO TO

24P0 2 a IF 6$=T ê-%R i N" AND L.00 < 3 RN
D L. O C: <; i 5 THEN GO TO 2490
2430 IF B$= ., T RX1" çsNi:? LOC t t-,3 RND

Ls3sO ;} S THEN GO TO 2490
2440 IF E $ _ "T r; P .r.. N " THEN GO TO 24-

2450 IF 0(2) THEN PRINT " I HRVE
"Cs MONEY FOR THE FRRE .": GO TO C
2460 PRINT "THE TRXI DRIVES OFF
WITH ME	 LET LOC: -t
C+ CF RND LOL ^.. - 	 AND OC=S) . ^
O TO C-P P
247L•^ IF O£3) THEN PRINT "I NEED
A T ICKET ! ! ' GO TO C	 _
2450 PRINT "I GET IN t-tNs1^ THE TRR
IN MOUES	 R:tvR'r`	 LET LCsC- f 3 -
ND LOC=1.5) f( 25 AND LOC=3) - GO TO

C -- R
2490 PRINT -I C- R ; ' T DO T N RT YET. ..
. GO TO C

2500 IF E:$= ._,. THEN PRINT -WHAT S
HRLL I UNLOCK?-: GOG TO C
:= 5:3.Ca IF 6$<>"000R" THEN PRINT "I

; HN ' T DO THRT . '' GO TO C
2520 IF LOG : . THEN PRINT "b.lHRT
DOOR?": GO TO
2530 IF DO THEN PRINT -YOU IDIOT

IT'S RLRERD`r'	 UNLOCKED!
!• '	 k;3 O TO C
25 :r0 IF 0(53 THEN PRINT "I NEED
THE E KEY.": .°°. GO TO C
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2E.5+0 PRINT "r=?-'._ . . ' . LET DO=P: GO
TO C
2600 IF B$=-- T HEN PRINT "OPEN
HAT?": GO TO C
2510 10 IF B$<;" L} _S CS P" THEN PRINT ".i
CAN'T.":G O TO C

2520 IF" LOC<>7 THEN PRINT "I C AN
'T SEE A DOOR!": GO TO C
2530 IF N OT DO T HE N PRINT "IT'S
LOCKED,": GO Tî! C
2540 LET DCs 1=P: PRINT "Ott..,,' '..I

CA N SEE SOi-iE
C:
 . , IVS GOING

OWN.":  GO TTO –
27 00 IF LOC <	 THEN GO TO 2490
2710 IF N OT C= OI THEN PRINT "THER

'S R DOOR IN THE Wf ('t' s ' , G O T O
2 720 PRINT "OK..": LET LOC:=LOC•s-F

GO TO C–P
280tf3 IF B$="" THEN INPUT INK 5; ;
AV;" UHAT?"' LINE B $: GO TO 280
t=:
28 10 IF 8$< i LUE" THEN PRINT "I

CAN'T DO THR`€'? ' GO TO C
2 820 IF O(S) THEN PR INT "I'M NOT

CARRYING R CLUE. – : GO TO C:
2830 PRINT "THE CLUE IS $"}R ITTEr-E
ON R4–SIZED PAPER. IT SAYS: 'RUE;

A DUB B	 DUB...'":   GO TO C
2900 IF B$=-- THEN PRINT "KILL
HAT?": : GO TO C
2910 IF 8$< ; "LUF=-iRD" THEN PRINT '"
I REFUSE ON MORAL GROUNDS. – : GO
TO C
2920 IF LOC:>12 THEN PRINT "I CA
r:: ' T SEE A GUARD!": G O TO C
2930 IF 0(P) THEN PRINT "I HR6VE
• WEAPON.": GCS TO C
2940 PRINT "OK . . " . LET GU=O: GOTO C
3004 IF B$="" THEN INPUT INK 5;–
WHFiT SHALL I C:U7?" ' LINE B$: GO
TO 3000
3 010 IF 8$<> Vz=fi U L T DOOR –     THEN PR

''=NT I CAN'T'	 C-0 THAT": ï• .. _ GO TO C
3020 IF LOC-` -":: THEN PRINT ,. I SE
E NO VAULT DOORS HERE!": GO TO.
3030 IF ^,1 ( 4.) THEN PRINT "I HAVE
NOTHING TO CUT IT WITH. – : GO TO
-...° iiT 40 PRINT-0K.. – :  LET VC=P: GO
Tn C– ä3

3100 IF LOC < : :'1 THEN PRINT "THEP
^' ^, NOTHING HERE E T;? ; A$;" S „ C-^ w
–TO C
31 10 IF LEN E $ < 1P THEN PRINT "I
NEE.[} A NUMBER BETWEEN 1 AN D 9.":

s;n TO C
3120 IF B $ < .' .W .. O	 ' 9 " THEN F` P
INT "THAT'S NOT ^ ^è;.:M8Et=< _ . " . GO
^. `.

3130 LET =Or:L r- . *-: IF Z<>3 THEN
LET LCsC=LGC°-P GO TO C –P
:314^.̂  LET LO;=.=LOC=F: PRINT "THE ?"
RON DOOR SL IDES.• EAC:=. SLOW L,
Y...": GO TO C–P
3200 IF B$="' THEN PRINT "SAY t.vH
AT-7": GO TO C
3210 IF E:$ < : PR v-vi.3ORD" THEN PRIN
T "I CAN'T SAY T HRT:' GO TO C
3220 IF L.00 = 15 AND NOT 047) THE!-,i4 !== R INT " – I "I HR-fttE FOUND THE CONTA
CT, AND	 HAVE SUCCESSFULLY COMP
L E T E D MY MISSION. THE CONTACT
:-< S THE	 TRAIN DRIVER. – : GO TO
-000

3225 IF LOC =^ OR LOC=8 THEN PRI:;
T "THE TAXI DRIVER SAYS SOMETH'IN
ß VERY RUDE TO ME.": GO TO C
5230 PRINT ' ' N : KC-E APPEARS- TO :..
ANT TO KNOW.": GO TO
3000 LET O =P I -P=NOT r
S010 LET F =: ;^:L "S-1

LET
: ET LOC:=I}A:_

"13" .,
3020 L ET OB=:_i: LET v'O =C: LET GU=
P: LET t_! C: = 0 : LET

 _
^ T	 – t ..° r`-è- L – 1000    , .

E'0-^0 DIM C► t?3	 DIM 0$(7,13)
5=040 RESTORE E:000: FOR Z =P TO 7:

REA D O$(Z) , A$: LET O (Z) =VAL A$:
NEXT Z

8050 DAT A "KNIFE" '. .	 : •'WALLET,.
=" "TUBE TIC?:ET" , ^.^" "BLObJTCiRC-H.. .. 15., `. ,.l^,E'r. .. "s.G ; "å,3^1ITTEN CLUE", .2^., .CA SE OF MONEY", . `5..
;;OF-,0 PRINT - ' T RB INK5ï "TI-iE–:TT`r:,, , ' ..	 WRITTEN 	 NEIL PELLi.s'-=tRodI,. ' ' ..	 PRESS ANY KEY TO ST: ̂

^.T ..

='E070 PAUSE P: PAUSE O: FOR Z=50
TO –20 STEP –S: BEEP .@1Z: BEEP

.01,Z-3: BEEP .@1,?+5: NEXT Z
8€080 RETURN
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Doors of Doom_'_+ 00 INPUT " r; R EV <.1U SURE?
''t N+

:,
 : LINE R$: IF R$="-

THEN GO TO 8900
-:910 IF R$ f R3 = ." THEN GO TC] 900

This is a masterpiece program by Malcolm

Young which will well reward the time it

will take you to type the whole thing in.

This graphic Adventure is based around the

maze routine at lines 1000 to 1400. The

routine starting at line 2000 handles the

graphics.

^-^ 2 0 GO TO C
g000 INPUT "DO YOU U àN RNT TO
R'-RIN?	 `(/N" LINE Çfi$: IF

THEN GO TO sLeo
9010 IF R$ (F 's ="i•d" THEN STOP
9020 RUN 900

PLR`:'
R$=-

When Malcolm started writing the program,

he had intended it to be simply a 3D Maze

program. However, once he had that up and

running he decided he could make it a lot

more interesting and the result is here

for you to see.	 Full instructions are

included.	 A word of warning: The program

generates	 mazes which	 are	 extremely

challenging, and difficult to solve. Do

not run this program if you want a game

you can master in an hour or so.

REM ©1983 Ha t c o C m Young
10 DEF FN r L x) = INT ; RND *x) t 1

LET set=0
GO SUB 9000: REM i r,__ t r u i t i ï.-

40 E:OR ER 4-: PR PER E: 33`dß: 0:

50 00 SUE 1000: RE 9 = i r 2 r a t e fj
aTe

SO GO SUB, 8000: REM iDi li . t i E•E-
y a r a b t e
70 GO TO 230
50 NEXT a
90 REM main driving routine
00 LET K $ =IN KEY$ : IF k$=-- OR

$k-=-a- THEN GO TO 100
110 LET f=f+t3:$=..r..3-( $="t-)+:0
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120 LET f=f+4*(f<1)-4*(f>4)
130 IF K$="m- THEN GO SUB 5000
135 IF K$="f" THEN LET m$(py,px

)=--"": LET 1(11)=L(11)-L(13):
7 L(11)<0 THEN GO TO 500

140 LET px=px+((K$="f")*((f=2)-
ff-=4)))
150 LET pu=py + ( (1($=" f ") *((f =3) -

ff =1) ) )
155 IF ms(py t px)=-n- THEN LET s

w =1; LET px =p::( - (F =2)1- f =4) : LET
p,4=pq-(f=3)+(f=1)

150 IF m$(py,px)=CHR$ 123 THEN
SO SUB 6000
170 IF m$(py,px)>"-- THEN GO TO
2500
175 IF gl=py AND g2=px THEN GO

TO 600
180 IF k$=-e- THEN LET re=1-re:
LET X$="f": GO TO 140
190 IF k$=-y" THEN GO SUB 7000
200 IF L(7) RND k$="d" THEN GO
SUB 7200
210 IF L(3) RN!) k$="t" THEN GO

6500
220 IF k$="s" THEN INPUT "Ceo
u want to save this game?"; LINE
a$: IF a$=-y" THEN GO SUB 7500:
CLS
230 CLS
240 PRINT /40; INVERSE 1; "NORTH"
f-4ND f=1;"EAST" AND f=2"SOUTH"

PsND f=3;"WEST" RN!) f=4-; INVERSE
0; " "; FLASH 1;-REPEAT" AND re;
FLRSH 0;TRE 15;"Energy=-;t(11
250 BEEP .1,10: GO SUB 2000
250 IF INKEY$=-- AND (re*r) THE

N LET ,k$="f-: GO TO 135
270 IF SW THEN PRINT RT 10,11;

FL:RSH 1;-SOLID WALL": BEEP 1,-10
LET sW=N1-3T
280 GO TO 100
500 REM end of game
510 CLS
520 PRINT RT 10,0;"You have st e

fVe j to death..."
530 PRINT —Your bones Litter t

he maze with those of many other
540 GO TO 4.638
500 REH finish
605 PRPER 0: INK 7: CLS
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610 GO SUB 5150: PRINT AT 4,0;
620 FOR i=40 TO 45 STEP .5: BEE

P .25,1: PRINT "Wett done  You m
ade it": NEXT i
625 FLRSH 1
630 PRINT INK 6;"You accomptish

ed the task with"
535 INK 4
640 IF 1 (10)>200 THEN PRINT -a

great amount of skill."
550 IF L(10)<200 RN!) L(10))100

THEN PRINT "welt deserved merit'
555 IF 1 (10)<100 THEN PRINT -a
considerabLe amount of luck"
650 GO TO 4542

1600 REM Maze Generator
1002 PRPER 0: INK 5: CLS	 PRINT
"The maze can take a considerab

Letime to construct so it is-
advisable to have the Larger
mazes stored on cassette--

1004 PRINT "-Please enter the d
iF4tensios of your maze so that
it has a widthbetween 30 FIND 100
and a Length between 20 RN!) 100

1006 INPUT "Woi,st .d.	 tiy.a to RE
STORE a gameanswer (y./n)-7 :"; LI
NE as
1005 IF a$="y" THEN GO SUB 7600:
PETURN
1010 INPUT -Enter Width of Maze:

w: LET w=INT (w/2): IF 1(1;15 OR
>50 THEN GO TO 1010

1020 INPUT -Enter Length of Maze
:";L- LET L=INT 11/2): IF 110
R -1.50 THEN GO TO 1020
1036 LET a=INT (W*1/3): LET s=IN
T (s+ä/10): DIM L(s): DIM d(s)
1032 LET s=s+INT (RND*5 y3): LET
t=INT 15 /50): LET t1=(s-t+60)./10
0- LET t=t+t1
1633 POKE 23574,0: POKE 23673,0:
POKE 23672,0

1035 PRINT " — Please expect to
wait at Least	 approximatety -;t

minutes"
1040 LET m=w*2+1: LET n=l*2+1: D
1 5-1	 $ :n,m)
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1050 FOR 1=1 TO m:	 LET m$(1,11=-
n-: LET $(ni)U: NEXT i
1050 FOR i=2 TO n-1: LET m$11,1)
=-U-: LET m$(1,m)=-U-: NEXT 1
2070 LET nn=2*INT fRND*ft-2))+3
1080 LET mm=2*INT (RND*(w-2))+3
1090 LET mistnn,mm)=-14": LET K=0
1100 IF m$tnn-2,mm)=-• - THEN GO
TO 1210
1110 IF m$tnni-2,mm)=- - THEN GO
TO 1210
1120 IF m$fnn,mm-2)=- - THEN GO
TO 1210
1130 IF m$fnn,mm4-2)=" - THEN GO
TO 1210
1140 IF K-1=0 THEN GO TO 1420
1150 IF dtX)=1 THEN LET nn=nni-tt

1150 IF dft)=2 THEN LET nn=nn-tf

1170 IF dtk)=3 THEN LET mm=mm+If
Fs _1
1180 IF d(t)=4 THEN LET mm=mm-tf
XI
1290 LET K=t-1
1200 GO TO 1100
1210 LET 11=2*INT S+3.+2
1220 IF t1=8 THEN' GO TO 1210
1230 LET d1=INT (RND*4)+1
1240 IF dl>2 THEN GO TO 1280
1250 LET s=-1+2*(d1=2)1 250 LET t=0
1270 GO TO 1300
1230 LET s=0
1290 LET t=-1+2*(d1=4)
1300 FOR i=2 TO tl STEP 2
1310 IF m$inni-s*-1,mmi-t*. 21)=-U- TH
EN GO TO 1210
1320 NEXT i
1330 FOR 1=1 TO (.1
1340 LET m$frini-s*i,mm-i-t*1)=-Izt-
laso NEXT 1
1350 LET nn=n514-s*L1
1370 LET mm=mm+t*t1
1330 LET t=t+1
1390 LET L(t3=t1
1400 LET d(R)=d1
1410 GO TO 1100
1420 REM no of doors

1425 LET nd=INT ttt4)*L(5)/25):
LET st=nds14
1430 LET Lf4)=m: LET LIS) =n
1435 REM hide objects
1440 FOR o=1 TO 4
1450 FOR 1=1 TO st
1450 LET t=FN ffif5.I-3.1+1: LET E
=FM Eft(4-)-334-1: LET tn=FN rt5)*
101-0
1470 IF m$ft,c)<>-11" THEN GO TO

1480 LET m$ft,c)=CHR$ f48-f-knI
1490 NEXT 1
15100 NEXT o
1510 REM hide food and ViLt8iDS,
1520 FOR o=5 TO 7 STEP 2
1530 FOR 1=1 TO st*3
1540 LET L=FN rfit5)-3)+1: LET c
=FN rtti4)-33+1: LET tn=FN ri5)*
104-0
1550 IF m$ftec) - 11" THEN GO TO
1540
1550 LET m$(t,c)=CHR$ i4-6--kn)
1570 NEXT 1: NEXT o
1530 REM hide treasure
1590 FOR 1=1 TO st*4
1500 LET t=FN rttf5)-3)+1: LET C
=FN rtti4)-3)+1: LET tn=FN rtS)*
10+5
1610 IF rû$	 c)<>4 THEN GO TO
1500
1520 LET m$ft,c)=OHR$ (484-kn)
1530 NEXT i
1640 LET m$ftt5)...2,tf41/2)=CHRS
f434-FN r(5)*10+8)
1550 REM hide Keys
1550 FOR 1=1 TO 4*st
1570 LET L=FN rfL15)-434-2: LET c
=FN rfL(4)-4)+2
1630 IF m$ft,c);>" - THEN GO TO

1690 LET m$ft,c)=CHR$ 128
1700 NEXT i
1705 LET sel=1
1710 LET time=tPEEK 23572+256*PE
EN 23573+55535*REEK 235743
1720 LET time=timez50: BEEP 2,10
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1730 INPUT -This maze took ",iti
ale);" seconds to qenerate,would

3-ou tike to save it for future
use?",a$
1740 IF a$(1)=- q - THEN GO SUB 75

1750 CLS : RETURN
2000 REM disptak4 view
2010 BORDER 1: PAPER 0: BRIGHT 1
2020 LET x=24: LET 9=16: REM wat

angte gradiant
2030 FOR i=1 TO 6
2040 LET ty=py	 ( f =3)	 f =1) ) *i
2050 LET Cx=px+((f=2)-ff=4))*i
2060 IF m$(ty.tx)<-1/- OR m$fty,t
x)=CHR$ 126 THEN NEXT i
2065 LET dt=fm$fly,tx)=- ")
2070 LET vw=i-1-(i)6): REM maxi
um viewing distance
2075 IF NOT vw RND m$(ty,1x)).-4-

-THEN GO SUB 2500
2080 LET wx=vw*x: LET wu=vw*y
2090 FOR d=0 TO vw: REM dividinc:
panet

2100 LET h=255-d*x*2
2110 PLOT d*x,d*y: DRRW 0,175-(54
*6)*2: IF d=vw THEN DRAW :s;0
2115 PLOT d*x+1,d*I.J: DRRW

4*-d)*2
2120 PLOT 255-d+x,175-d* q : DRAW

,-(175-y*2*d): DRRW -h0
2125 PLOT 254-d*X,175-d*Y: DRAW
• -(175-y*2*d)
2130
2140

t ts
NEXT d
FOR i=0 TO VW-1:	 REM draw w

2150 LET L (	 =33 -(f =1.?	 * (i
1)
2160 LET 1x =p> (	 f =23-	 f =4) ) *

2170 LET d$=ffi$(ty-(f=2)4-ff=4),tx
-(1=1)+Cf=3Y3
2175 LET Lwatt=fd$="U"): LET Cdr

2180 LET d $ =MS ( y -1- ( =2) - ( f =4) t
• ( f =1) - ( f =3) )
2190 LET rwatt=fd$=-11-): LET rdr

2195 IF (tdr+rdr) THEN GO SUB 23

2197 GO TO tdr*7+2200
2200 PLOT i*x,i*yi-y*NOT (watt:
SAW x,y*(twalt)
2205 PLOT i*x,175-(i*y+4*NOT Lwa

DRAW x,-(y*twatt)
2207 GO TO rd-26--22i0
2210 PLOT 255-i*x,i* s4+ 14*NOT rwat

DRRW -x,y*(rwaLl)
2220 PLOT 255-i*x,175-fi*y+Q*NOT
rwatL): DRAW -x,-Cy*rwatt)

0 NEXT i
2240 INK 5: LET p=5
2250 LET v=255./P: LET e=f255-2*W

2260 FOR t=1 TO p-1
2270 LET h=fwx+e*L)-v*t
2260 PLOT v*1,0: DRPW h,w1.4
2300 NEXT t
2310 IF dt THEN PRINT FLRSH 1; 0
t..)ER 1;RT 10,15;"M";RT 11,15;-ffE
2320 IF NOT re THEN RETURN
9395 LET r=1
2330 REM check for repeat
2340 FOR i=0 TO 1
2350 LET f =p1.4 ( ( =3)	 f =1) )	 :
LET rx=px	 ( f =2) - ( f =4-) .1*i
2360 LET r=r* (MS (ry+ f =2) -( f =4-) ,
1-;<	 f =3) - ( f =1J ="i1")
2370 LET r =r * (MS ( ry ( f =2N ( f =4-)L

- f	 ( f =1) ) ="tt" )
2380 NEXT i: RETURN
2390 REM draw door
2400 LET k=(ii-1)+5
2410 FOR j=1 TO 7
2420 IF Ldr THEN PLOT i*x÷j*3,i*
2425 IF Idr THEN DR.IM
5-(i*y+j*2)*2
2430 IF rdr THEN PLOT 255-(i*N+d
*3)ii*qi-j*2
2440 IF rdr THEN DRRW INK 6,0,17
7- Ci *qi-j*2)*2
9450 NEXT j
24E0 RETURN
2460 PLOT 100,100+X: DRAW	 0,-.P
I*175
2490 DRAW X/2.5,-K*1.5: DRAW -X,,r
2.5*2-k,0,-PI: DRRW k/2.5;k*1.5
2491 RETURN
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27,00 .PE.
2510 PRPER 8: INK 0: CLS
2520 PRINT RT 14;-E D 0 0 R-:
SEEP
2530 PRPER 0: INK 5
2540 RETURN
2600 REM enter
2610 IF 1(12) THEN GO TO 3000
2620 PRINT RT 2,4; FLRSH 1;; "Soc
r q ,flo Ke y -no entry"
260 LET px=px-(f=2).4.f=4): LET
p4_1=p14-(f=3)+(f=1)
2640 BEEP 1,-20: GO TO 100
2700 REM found centre
2710 IF p ly>INT (1(5)../2) PND
>INT (1(4),,2) THEN RETURN
2720 OLS : RESTORE 2900
2730 PRINT "The door creaks stow
ty open...-
2740 FOR i=-30 TO -20 STEP .5:
EEP .2,i: NEXT i
2750 FOR i=1 TO FN r(8): REPO 1$
: NEXT i
2760 PRINT "Rnd there in the ce n
ta-e of the 	room lies the uttima

2;t$;""
2770 PRINT °"Rnd now you have to
take this--back to an e.>.zit sit

uated"
2775 LET m$(py,px)="
2780 LET g 1=FN rf((5)): LET 9 2=.
N r(1(4))
2785 LET m$(gl,g2)=-
27g0 GO SUB 5500
2810 LET b=FN r(100): LET t(11)=
Lt11)-i-b

PRINT —You have also Found
a• vitamin —pill boostin g your

energy by -;b
2640 'IORDER 0: PRPER 0: INK E
2R50 P.RtiäF 0
2660 GO TO 230
2900 DATA "a slave for tife",-a
ticket to Timbuttu-,-an automati
o house cleaner",-the LIONs rug b
y team beating the NZ PLL BLROKZ
,"the answer to life...422-

2910 DRTA "a free ZX83,4,5,6..."
-an eternal supply of tager","1

2 million mars bars"
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7_'-:2500 REM open door
3010 LET j=CODE m$(py,px)-48: LE
T Ln=INT (j/103
3020 PRINT RT 0,3; INK B,"The do
or has toc 	 no.";tn
3025 IF I(9) THEN PRINT "Your sk
teton keys opens the	 door!":
PPUSE 100: GO TO 3070

3030 IF 1(12):>In THEN PRINT RT
21,0; INK 5; "Your key doesn't Fi
tep g oin g ": GO TO 2630
3040 PRINT RT 200; "Your key
• Do you want to	 unlock this

Cysn)": BEEP 2,10
742• 150 IF INKEY$=-n" THEN GO TO 20

3080 IF INKEY$<>"y" THEN GO TO 3

3065 GO SUB 2700
3070 LET Fate=) -tn*10: BORDER 4:
PRPER 6: INK 1: OLS

3073 IF fate=8 THEN GO TO 2700
3075 PRINT "INSIDE,there is..„,
-: BEEP .5,3: BEEP 1,10
3080 GO TO fate*200+3090
3090 REM empty
3100 PRINT RT 3,5,"NOTHING!";RT
5,0; "Some has been here before
ct_g
3210 GO TO (RND).5)*80+3120
3120 REM lose key
3130 PRINT —Your key is StUCR
• the Lock!" — Do you want to spe
nd some time trying to get it o

t?"
3140 PRUSE 0: IF INKEY$<›-y- THE
N GO TO 3200
3150 IF 1(6) THEN PRINT "OK,it s
houldn't take a second
our Laser,": LET ((8)=tfE0-1: LE
T i=1: GO TO 3190
3160 PRINT -0K,I' LI wait a momeri
t white you try."
3170 PRUSE 70: FOR i=0 TO 104-FN
rs 50): BEEP .01,RND*30-15: NEXT

3180 IF RND).7 THEN LET 1f13)=/.
13)-1: PRINT "It won't come out,
, ou'LL have to leave it.": GO TO

31=40
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513	 PRINT	 "You	 g ot	 it!'" hut	 ";
PRINT	 "You	 wasted	 ";i;"	 ene

3560
,17“71

rgy	 units	 in" —y our	 attempt.":	 L
E:	 L(11=-L(11)-i

3676 5F-75i:1
T=200 GO TO 4900
320 REM Laser
3300 LET u=FN ri8)-1-2: PRINT RT 3
,6;q$(11 — with enough EVERYRERDY
batteriesto last ";u;" uses!"

3310 IF L(6) THEN PRINT PT 3,0;-
J:Inother -
3315 PRINT TAB 12;"1WirM—TR6
3320 PRINT RT 9.0;"A Laser has a
'EC fat)- i S Do yoti want ,t
take it?""

3330 IF INKEY$="n" THEN GO TO 46
3335 IF INKEY$;?"y" THEN GO TO 3
:750
3340 IF NOT Lf6) THEN LET LC13.1=
lf13)+9: GO TO 3360
3350 IF LC6) THEN PRINT "Since y
ou atready have a Laser you jus
t have to take the	 batteni

3360 LET 1(6)=116)4-u: BEEP .2;3:
BEEP .2,10: BEEP .2,3: BEEP .7,

10
5370 PRINT —You are now the pro
ud owner of adisposable 'LEPPY'
Laser ""guaranteed for ";lf6J)-

3360 GO TO 4900
3490 REM demateriatiser
3500 PRINT AT 3 1 5;q$C2;RT 3,0,"
Another - AND I.
5510 PRINT RT 5,11;"1";TPB 5;"=rrrrimm--TRB 12;-1 5'-3:520 PRINT —This enables you to
disinte g ratesoLid watts in two
blasts and tocharcoal an y vitai
n you may	 meet.-
3530 LET L'=-FN r(6)+2
3540 PRINT —This one has ";u;"
Cartridges — q$(2);"has an 'EC—'
factor of 14-

3550 PRINT —Do You want to CEITT
Y this along?"

IF INKEY$="n" THEN GO TO

IF INKEY$>"y" THEN GO TO -

3570 CL5 : FOR i=0 TO 10: BEEP .05,i: NEXT i
3560 PRINT FLASH 1;AT 2,9;"CONGPF-TTULRTIONS !"
3590 PRINT —You didn't need muc
h convincing for this formidable
weapon,as	 it's the hottest th

in g around inarmourments."3600 IF L(7) THEN PRINT —You wo-
n 't want to carry around	 two of
these so you can have thecartri

d g es for free.-
3610 PRINT '"To use this weapon,
aim at your target and squeeze
the Key 'd'"
5620 PRINT —You can use this weapon •'; I ;7)	 " 'times"3630 PRINT ' INUERSE 1;-GOVERNME
NT WARNING: THIS WEAPON CRN BE DANGEROUS FOR YOUR HERLTH"3670 LET 1(13)=L(13)+14: LET Lf7)	 ;7) +it
3.660 GO TO 4900
3690 REM transporter belt3700 PRINT AT 2,6;q$(3);RT 2,0;-
Pnother " AND i633710 PRINT INK 4; PAPER 2;RT 415;17";RT 5,7; INVERSE 1;"4-==:1-
:== "; FLASH 1;"1- -; FLASH 0; IN)
ERSE 1; "1 ==:1- ==-";RT 6,15; "1•1•R
3720 PRINT "This enables you to
h yper-travetto a different part
f the maze but you have no cont

rot where	 and if 40L1 stop in a
watt You wiLL be instantL y suff

3730 LET u=FN rf3)+2
3740 PRINT —This is another mod

rn— disposable product and mus-
t be	 discarded after "1.1;" uses
or— transport failure may occu

3750 PRINT 'cl$(3);" has an 'EC'
factor of 5.

3760 PRINT AT 20,3; "Do you want
to put this on?"
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3770 iF INtGEl` $ ="r) " THEN GO T O 49
00
3780 IF INKEir $ <>"y " THEN GO TO 3.
770
3790 CLS : LET L f S? =ct : LET l i 3S:
= 4_ t1 51 +S
3800 PRINT RT 1 , 0; "SOLD ? T o that
daring pers o n	 sitting behir:

d the ZX SPECTRUM."
3510 PRINT '" Use this belt n o mo
re than ..:ur..ti:i3eS.... _ • `T, jump t
o hyperdrive press the bz► ttc+r, ma
'„ed 't'"' '
3820 PRINT ' INUERSE 1; "THE MANU
FPtL•TURER W ILL NOT BE RESPCINSI
:bLE FOR IMPROPER USE OF THIS TRR
NSPORTER BELT
3830 FOR i=1 TO R: BEEP .75,i: N
EXT
3 540 G O TO 4900

3890 REM s.keteton teii
-?9^-^. ^.̂  PRINT RT 2,0;q$'4);"!"
3910 PRINT 'TSB 15 '"	 • ; Tf3B 11;:..'	 c+i ", TRL 15,
3930 PRINT ""This ke y gives y ou
access to anydoor in the maze t"

3940 PRINT — You • 'Y' o Lt can use s it as m
an y ti m es as you li ke," : ..This Re
y has an 'EC' fact o r o f 3"
3950 PRINT FLASH 1; "Do y ou want
to carry this a l o ng?"
3960 IF INKEY $ _.. n .. THEN GO TO 4^.::'
gn
3970 IF INKEY $ i ) .. y .. THEN GO TO 3
960
:350 FOR 1=1 TO 10: BEEP .2,5:
RUSE 10: NEXT i

'L_-;_ 5
4010 IF NOT I(9) THEN LET L t 1:3) _
L13).4-3
4020 LET t t 2? = 3
4030 GO TO 4900
4020 REM food iersergy )
4100 PRINT RT 2,10;-Food!"
4 110 PRINT "-You gu i c t; l y rush t o
the table" " , arid g obble up all t

he food."
4120 0 LET a Bi = tÇ N r(25)+10

4130 PRINT AT 20,3; INUERSE 1;"P
,es_ any hey t o find out";PT r,^.̀̂
;"The    food has given you ": fi RU S_ 0
4140 IF am >25fFN r5) THEN PRINT

- Indigestion! You don't get an =.z
ener g y pC+int4 for thdt? .•. BEEP

1,-20: GO TO 4900
4150 PRINT am,- valuable energyr: o in t s
=160 LET t 1i.; =t i11_ ra•m
4200 G O TO 4Oi+3 0
4290 REM treas u re
4300 RESTORE 448 0
4^.̂ 10 FOR i=1 TO FN r(5: RE PO t $
L!^ : NEXT  i

4320 .PR2N , PT 2 r S, cl$ t5} , AT 2,17;
- !"""You . ,.You have ";t$
°F;^^30 LET am =FN r f am? t5: LET en =I

am ./5)
4340 PRINT -It comes to the e valo i. o
_. of ";am — treasure p c+i nts and f-:.:
as an 'EC' factor of ";en
4350 PRINT '"The treasure may be
useful l to bribe the evil bees

ts- that hide in these passages."
4360 PRINT — Do you want to carr
-` this along?"
4370 IF INF;EYS="n" THEN GO TO 48
90

4-360 IF iN?tE'r'' $ < s ,. y ,. THEN GO TO 4
370
4320 LET l t13i =L t 1O) i-er,: LET i f ï:.
0)=11034-am
4400 PRINT — You have now gained.: 	 i10i ., t reasure p o ints=,.
4410 PRINT — Your    'EC' factor no
w adds up to "; l i 3 3 ) f , .	 Each m o v
= you make i 2 ses u p	 a€3e
ry4 usai ts "
44 20 GO TO 4900
4480 OATS "struck yolri1..F50= .,P '..
hest of si 1 s+, ç r , . _ 0 . .. R sac

,"	
3 i +Å_ z3 F

=A..^ l, g	 +?1a ^^i^ 93 C^s _. ^-^"^ plati
rum =ù=x.^r d"; 20,"A jar o f rubies"

44 g ^.̂  REM e;fi t tli f fair?
43 00 RESTORE 4500
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4510 DATR "Rn an g ry","R crazy","
fierce","Rn ugly","R horrible-

"R g iant"P smell g R hungry -
4520 FOR i=1 TO FN r(8): RERD •

NEXT 1: RESTORE 4530
4530 ORTR "gorittademon","dra
gon","troll"j"werewolf","androle
",n$
4540 FOR 1=1 TO FN r(7): RERD

NEXT 1
4550 PRINT INK 3;RT 2 : 5ia$" "it

4560 PRINT INK 1 — that's goin g t
o rip your arms off for w3).in-7
him up!"

4570 PRINT INK 0; — What are you
90ing to do?" — Rre you g oin g to:

4.560 PRINT INK 1-1s Fight ""2
bribe-3./ run"'"4s pray he'Ll g
o away"
4.590 IF INKEY$<"/- OR 1NKEY$"4"
THEN GO TO 4590

45g5
4600 GO TO URL 1NKEY$*50+4560
4510 PRINT "You have
4512 IF 1(6) THEN PRINT "a Laser

4514 IF 1 7) THEN PRINT "an anti
Tatter rag,"
4515 IF NOT (1(6)+1(7)) THEN PRI
NT "nothing,";
4618 PRINT "for a weapon."
4520 LET pr=iilt7)>0)+.8*(1f6)
:): IF NOT pr THEN LET pr=RND,e2
4.522 PRINT RT 21,1; "Press a keg
to begin the fi g ht": PRUSE 0
4624 FOR 1=1 TO 5*(1/-pr)
4525 LET cl=FN r(8)-1: BORDER C.

PRPER cl: INK 7-cl: LET mc=US
invert: BEEP .05,10-FN r(20)

4628 IF	 THEN BORDER 2: PAPE
R B: BEEP ,075,30: LET ffic=USR
vert
4.530 IF k(7) THEN BORDER 0: PPPE
R 7: BEEP .1,0: LET mc=USR inver

4531 LET Lt11)=1(11)-2
4632 NEXT i: BORDER 5: INK 4: PH
PER 0: BRIGHT 1: CLS
4534 IF RNO:pr THEN GO TO 4548

4536 PRINT AT 5,1"YOU LOST! The
";a$(3 TO )" ";t$""has thrown
g our armless body in the corner
to join man g others who had
tured in this maze"

4638 FOR 1=0 TO -30 STEP -1: BEE
P .5,1: NEXT i
4640 FLRSH 1: CLS : GO SUB 5160
4542 POE 236 g3,56: PRINT RT 12,
2; "Do g ou,want to try again?"
4544 IF INKEY$="n" THEN CLS : ST
4546 IF INKEY$="y" THEN GO TO 50
4647 GO TO 4644
4648 PRINT RT 5,10,"You won!"
4550 IF I. 	 THEN PRINT "but wit
• the antimatter ray you cou/d''
t LOSE! - : LET 1(7)=I(7)-1: GO TO

4.900
4652 IF 1(6) THEN PRINT "That wa
a hand y work with the	 Laser!-

LET i(6)=1(6)-1: GO TO 4900
4554 PRINT "That was a pre-1i
cky blow," "the ";a$(3 TO )"
t$;" must be sick today."
4556 GO TO 4900
4550 PRINT "What are you going t
o give — a$;" ";t$;"?"
4565 PRINT —You have with you:-

FOR a=1 TO 5: PRINT q$(a) RND
k(a4-5)': NEXT a
4670 DIM g $(18): INPUT g$
4673 FOR i=1 -TO B: BEEP	 MT-

g $=q$(1) RND k.(54-i) THEN tt',0 TO
4680
4.676 FOR i=1 TO 6: BEEP .1,6: IF
g$=c1$(1) RNO L(5+1) THEN GO TO

4680
4678 NEXT i: PRINT RT 12,0"Sorr
y,I didn't understand that Try
again": BEEP .55: PRUSE 0: DIM
g$(64): PRINT RT 12,0; g $: GO TO
4s70

4680 IF i =5 THEN GO TO 4690
4.652 PRINT —The not so ";a$(3 T
O );" ";t$ — says thank you and t
akes the — q$(i.,3 TO ) — and sude
anty disappears"
4584 LET 1(1+6)=0: LET 1(13)=1(1

4685 GO TO 4900
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45 0 INPUT "How much treasure af-
you goin g to give the "; (t$);--

am
453 IF am>0 THEN GO TO el700
4 5 4 PRINT "The ";t$;" is enrage
d that you tried to cheat him ar
J has — taken everwthing,except
hatf —your treasure."
4595 FOR i=0 TO -20 STEP -1: BEE
P ,05,i: NEXT i
4596 LET t=L(11372: LET L=t(10):
LET m=L(4): LET n=Lf5): DIM L(1

4597 LET 1(13)=1: LET L(4)=m: LE
T LtS)=n: LET 1.(10)= 1 : LET 1(11)

4698 GO TO 4900
4700 IF am›FN r(20)4-10 THEN PRIN
T "The ";t$;" accepts your meast
y —offering and tetts you he wi
tt	 be more ";a$(3 TO )" to you
next — time.": BEEP 1,10: GO TO
4900

4702 PRINT "The ";t$'"insulted L
• what you have —offered, g ets m
re ";a$(3 TO ) — and steals your

4764 LET o=FN r(5): IF 0 =5 711EN
LET o=6
4706 LET L(13)=1113)-efo): LET t

a'1,1-5-i-(o=6))=0
4708 PRINT g$(0,3 TO )
4709 GO TO 4900
4710 IF L(8) THEN PRINT "You act
ivate your transporter and whc,
osh! You're away!": BEEP 1,50: G
O TO 5500
4711 FOR i=0 TO FN r(40)+10 STEP
.5: BORDER FN r(7): BEEP .01,i:
LET 1 (11)=1(11)-.5: NEXT 1: FOR
i=0 TO FN r(50): BEEP .01,-i: N

EXT
4714 LET r=2-FN r(3)
4718 IF NOT r THEN GO TO 4730
4-. 722 PRINT "Not fast enough!"'t$
;-'s are pretty fast "'"sometime
---"y'clu can onty fight now."

4725 GO TO 4510
4735 PRINT "You made it! Wh q are
't you "'"representing your cour

try in "'"running?"

4740 PRINT "Riter a suicW 100 »le
tre sprint around the corner yo

find —yourseLf back in the sa
Tfle ptace"
4745 PRINT RT 20;"Rfter you ha
e had a re.stspreas • Key"

4.750 BEEP .5, L50: BEEP .3,-40
4755 IF INKEY$="" THEN GO TO 475
4758 GO TO 4900
4750 FOR i=0 TO 5: PRPEP FN r(7)

BEEP .1,50: CLS : BEEP .5,-50:
NEXT i

4765 PRPER 6: INK 0: CLS
4770 PRINT "It didn't work,the
t$'"is stitt there!"

4773 LET w =FN r(10): LET L(11)=t

4775 PRINT "You wasted -;to;" en e
r g y units — tryin g though."
4.750 GO TO 4570
4890 PRINT "OK,we'LL Leave it."
4.900 GO SUB 8400: REM wait
4920 BEEP 1,5
4930 BORDER 0: PRPER 0: INK 5:
RIGHT 1: CLS
4940 LET m$(pw,px)="
4950 GO TO 230
5000 REM map
5005 IF L(10)(10 THEN PRINT
5;RT 00; "You don't have enough
treasure to pay the fee ,no more
4,no map.": BEEP .5,-30: GO TO 1

5010 BORDER 5: BRIGHT 0: CLS : P
R TNT RT 4,9
5020 IF INKEY$<>"" THEN GO TO 50
20
5030 LET J)1X = (px -5) * (px >5) +1: LET

= (pw-5) * ipy>5) +3.
5040 IF mx+10>L(4) THEN LET mx=t.

5050 IF my+10>L(5) THEN LET mq=L
iF*0-10
5060 LET dl=m$(py,px): LET m$(py
px ) ="*“

6070 FOR 1=m q TO mw+10: PRINT IN
6;TRB 9;"*";

5080 FOR -c=omm TO MK4ie

F;
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5090 IF CODE m$	 c>$-6 RND CODE
m$(l,cJ<128 THEN PRINT	 GOTO 5120: REM print door
5100 IF m$(I,c)>"5" THEN PRINT F
LR5H 1; INK 6;"M";: GO TO 5120
5110 PRINT m$kl.c)
5120 NEXT c: PRINT INK 6,"*"
5130 NEXT I: PRINT INK 6,TRB 9;"
,;--*-+SOUTH.2c-***"
5140 LET t(13)=I(13)-2: LET L(10
izzA(10)-10: REM pay $10 fee for
p-?ap
5150 LET m$(pw,px)=d$
5160 PRINT INK 4, BRIGHT 1;RT 0,
0; "Energy 1eft="1(11)—Treasure
points=;) —You energy cons
Jmption per move is ";I(13)
5170 PRINT INK 5,AT 1 :7,0,"You ar
a carrying:"
6180 IF 1(5) THEN PRINT INK fe,;c1
.1),1(6);" shots teft"

5190 IF 1(7) THEN PRINT q$(2),IC
shots left"

5200 IF 1(6) THEN PRINT INK 5A3S.
;:i);- l ife of ",I(8?

5210 IF I(9) THEN PRINT INK 4;q$
5215 IF t(12) THEN PRINT INK 5,-
O key"
3220 IF NOT (t(12)+1.,(5)+ 1 (7)+ 1 (5
)4-1(9)) THEN PRINT FLASH 1,"Noth
3 ng"
5225 IF INKEY$<>"" THEN GO TO 52
5227 GO SUB 5500
5230 PAUSE 500: RETURN
5500 IF NOT 241 THEN RETURN
5505 PRINT "The EXIT is ","NORTM
-" RND p g gl,"SOUTH-" RND pw<gl
5510 PRINT "WEST" AND px-12,"ERS
• AND px<g2;" of here."
5520 RETURN
5000 REM key
5010 PRINT PT .1;5"Yois .be friv.g7
d a .et"
5020 BEEP .75,10
5030 IF NOT I(12) THEN PRINT PT
21,3,"Do you want to pick it up';-
6040 IF t(121 THEN PRINT RT 21,3
,"Do you want to swap Kegs?"

5050 LET ms(py,px)=" ": REM spac

5060 IF INKEY$="n" THEN RETURN
6070 IF INKEY$<>"y" THEN GO TD E-
OF.0
5075 IF L(13)i1 OR NOT I(12) THE
N LET 1(13)=1(13)+1
6080 BORDER 2: PRPER 4: INK 0: C
5090 LET Xey=FN r15: IF Xew=ttl,
2) THEN GO TO 6090
5095 LET L(12)=key
6100 BEEP .1,3: BEEP .4,10: BEEP
.2,3: BEEP .5,10

5110 PRINT PT 10.,2; "YOU NOW HRVE
P KEY MRRKED ",L(12)"" Guard i
t closely your tife may
epend on it."
5120 GO SUB 8400
5140 BORDER 0: PRPER 0: INK 5:
5150 RETURN
5500 REM transporter
5510 LET px=FN r(I(4)): LET py=F
N r(I(5)): LET f=FN r(4)
5520 FOR i=0 TO 10: LET cI=FN r(
53-1: BORDER cl: PRPER 7-ct: BEE
P .01,10-FN r(20): CLS : NEXT i
5530 FOR i=1 TO 5
5540 LET cL=FN r(8)-1: BEEP .1,4

5550 BORDER cl: PRPER 7-CL: CL5
5560 PRU5E 20: POKE 23693,56: CL

5570 NEXT i: BORDER 1
5580 PRINT PT 5,0;"You have now
beeil ta-r,s1:3-ol-tAci"' " to a diffe-rev,:
t part of the maze"
5590 LET L(8)=1(8)-1: IF NOT
) THEN LET 1(13)=1(13)-5
5600 GO SUB 8400: RETURN
7000 REM drop object
7005 PRPER 6: INK 0: BORDER 4: C
LS
7010 INPUT ("What do you want to
teave"'n$,"? ");g$

7020 IF cl$(1)=" - THEN RETURN
7030 FOR i=1 TO 5
7040 IF 01$=q$(i) THEN GO TO 7070
7050 BEEP .1,10-FN r(20): NEXT i
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7060 PRINT -Sorr g ,I don't know
hat ",g$;-is,Trq a gain.": GO TO
7010
7070 IF .i +5) THEN GO TO 7090
7080 PRINT "But you don't have -
; g 15 —Tr y again": GO TO 7010
7090 IF i=5 THEN GO TO 7140
7200 PRINT -0K,say goodbye to

-' q $(3 TO
7110 LET 1(13)=t(13)-e(i)
7220 LET t(i+5)=0
7130 DEEP 1,I0 GO TO 71S0
7140 INPUT -How much treasure do
you want toteve	 ";tr

7150 IF tr>t(10) THEN PRINT "Yot.,
don't have that much—treasurE
";)-)$': SEEP 1,-10: GO TO 7140

7150 LET 1(13)=t(13)-tr/5: LET t
:10)=t(10)-tr
7170 PRINT "Say goodbye to "tr;
" points of— treasure-
7180 IF I(13)<=0 THEN LET 1_13)=
7190 BOR0ER 0: PRPER	 INtc,
LS : RETURN
7200 REM demateriatisers
7210 LET dq=py+(f=3)-(f=1): LET

f =2) - f =4)

7212 IF dy>t(5)-1 OR d q <2 OR dx.r
2 OR dx>1(4)-1 THEN PRINT "Sorr
you can demateriaLise thisou ter
watt": PRUSE 0: RETURN
7215 LET m$(du,dx)=-
7220 FOR i=40 TO 55: LET ct=8-FN
r(8)

7230 PRPER ct: BORDER 7-cl.: OLS
7240 BEEP .05,i- NEXT i
7250 LET t(7)=07)-1
7250 SEEP .5,-20: RETURN
7500 REM save game
7505 LET t(1)=p q : LET 1(2)=px: L
ET If3)=-f
7510 PRINT FLRSH 1;AT 15,7;"5avi
ri g Maze Data"
7520 PRINT INVERSE 1"-Fitename
"maze	 ;T 2"Ptease keep pr
essjng a key untilthe screen cle
7530 SAVE "mare" DATA t(): OLS
SAVE "maze- DRTR m$()

7540 INPUT "Verif q 7";a$: IF a$‹:-
" q " THEN RETURN

7550 PRINT -Rewind cassette/then
PLY" "I1toading error then t

--4pe:GO TO 7500-
=.7-560 VERIFY -maze" DRTR t(): VER
IFY "maze- DRTR m$()
7570 RETURN
7600 PRINT FLRSH	 10,9;"Load
jn q Data-
75;;-20 PRINT 110; FLRSH 1;PT 1,4"5
tart cassette recorder"
7630 LORD "maze" DRTR tO: LOR
- maze- DRTR m$()
7540 LET py=t(1): LET px=t(2): L
ST f=t(3)
750 OLS
7650 RETURN
6000 REM variabtes
5010 IF NOT set THEN GO TO 8070
5020 LET px=2: LET pu=p: LET f=
2: REM pla y er position in maze
5030 DIM 1(13): LET 1(4)=m: LET

=n
3040 LET L(10)=200: RE11 treasura
6050 LET L(13=1: REM energy con
aumption
8060 LET t.(11)=INT (t(4)I(5)/5
3070 LET r=0: LET re=r: REM repe
at
5080 LET g1=0: LET sw=0
5090 REM define graphics
3100 RESTORE 8250
3110 FOR i=1 TO 7: READ c$
8120 FOR e=0 TO 7: PERD n: POKE
JSR c.4—Eri
5130 NEXT e: NEXT i
3140 FOP i=USR "s" TO U5R "s" +1E
3150 REPO b: POKE i,b: NEXT i
5160 LET invert=USR "s"
8170 DIM q$(6,18): DIM e (6)
5180 FOR i= 1 TO 6: PERD a$,e: LE

R$(i)=a$: LET e(i)=e: NEXT i
6190 BORDER 0: PRPER 0: INK 5: 5
5:IGHT 1: CLS
3200 RETURN
5250 DRTR "a0,0,3,15,12,12,12,

5250 DRTA "b",0,0,128,224,96,48,
48,c`,6
5270 DRTR -c-,1,1,1,1,0,1,1,0
8280 DRTR -d-,224,192,128,128,0,
17'2's,128,0
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3290 DATA "e",255,229,129,129,12
9,12129 ,255
:5300 DATA "k0,2,3,255,67,226,6
4,0
8310 DATA "h",24,60,126,60,24,24
,24,24
B320 DATA 33,0,64,6,24,197,6,0,1
26,2315,255,119,35249,193,16,
243 201
8330 DATA "a i.aser-,9,-art antima
tter ray",14,"a transporter belt
- ,5,-a skeleton ke g ",3,"some tre
asure-,0,"a key",1
34elo PRINT RT 22,5; FLASH 1; INK9;-PRESS 'c' TO CONTINUE."3410 IF INKEY$<>"c" THEN GO TO S4108420 BEEP 1,10: RETURN9000 REM instructions9002 POKE 23509,100:005 INPUT "Hullo! Before we start, p lease —enter your name:-; LINE n$: IF n$=-- OR n$="no- OR n$="yes- THEN GO TO 90059007 IF n$(1) >"Z" THEN LET n$(1)---7-CHR$ (CODE n$-32)9010 BORDER 1: INK 1: PAPER 5: C
5E120 FOR b=0 TO 109030 PLOT 127,175: DRAW b*25-125-1759040 PLOT 127,0: DRAW b*25-125,1
7s9050 NEXT b: POKE 23609,509060 PLOT 0,112: DRAW 255,09070 PLOT 0,70: DRAW 255,09080 PRINT AT 3,0;9090 OVER 1: INK 29100 PRINT TAB 7;"

-,-=z10 PRINT TAB 7;-9101 PRINT TAB 7;-rml
9103 PRINT TAB 7;11 NS II
911'64 PRINT TAB 7;"Lme	 Nam, s%.1.21111-9105 PRINT
9110 PRINT TAB 10;-
9111 PRINT TAB 10;-
9112 PRINT TAB 10;"
9114 PRINT TAB 10;-
9115 PRINT

9120 PRINT TAB 7,"9121 PRINT TAB 7;-9122 PRINT TAB 7;Tl Alm% e'mx LPVIE% • •

"14 123 3 PRINT TAB 7;111E1E111
3 11-

'..]4124 PRINT TAB 7s-%me
3 I-9150 INK 1: OVER 0: BEEP .4,20:
BEEP .5,5: BEEP .5,109160 INPUT "Do You Need Instructi On (y"-n)?"; LINE a$: IF a$="n"
THEN RETURN9170 BORDER 5: PAPER 1: INK 4. 5
RIGHT 1: CLS9180 PRINT 'TAB 8; FLASH 1;--D00
RS OF DOOM"—9190 PRINT "GREETINGS to the DOO
RS OF DOOM" FLASH 1;-?";CHR$ 8;9220 PRINT n$;"."9230 PRINT -You have come here i

search of the Ultimate Goal wh
ich ties	 beyond one of the DO
ORS OF DOOM at the heart of the
unwelcomin g Labyrinth."9240 PRINT --v-3{! ust ..jot.zrne
rou g h the — long deceiving passa
ges in — search of the right rou
te to theinterior.""9250 PRINT -Throughout the mare
there are" "doors Leading to an
adjacent —passa g e,and behind th-
se doors may Lie DANGER. .or hope?"'9260 GO SUB 8400: PAPER 0: CLS3270 PRINT "The doors are locked
and can —only be opened if got,
possess a matchin g ke g ,which er

e littered around the Labyrinth.
3280 PRINT INVERSE 1' "DIRECTIONS

INK 59290 PRINT --You may use a map w
hi ch shows — the surroundin g waL
la and the" '"pathyou have taken.It Witt alsoshow up any Keys an
d doors —nearby -9300 PRINT -Each time you ask fo
3 a map you Lose 10 treasure poits"9310 GD SUB 8400: BORDER 0: CL5
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9320 PRINT TRB 8;"'KEY'words": P
LOT 70,167: DRRW INK 4;24,0
9330 PRINT — Ke gs 'L for Left,'
R' for ri ght and 'B' for bat:X.-
9340 PRINT "Key 'F' to step for w
a rd"
9350 PRINT "Ke g '5' to save game

"Key 'E' to repeats (if you cc»
e	 to a Long corri,lor"
9360 PRINT INK 5 — Each object yo
u pick up has its own EnergN4 Cc
sumption or 'EC'	 factor.This is
the amount of —energy used aft

ar each step."
9370 PRINT INK 7 —You maw specif
y the size of mazeto be used,the
targest maze wititake up to 20

minutes to producewhiLe the smak.
Lest wilL taKe — about 1.2 minuv_
9380 PRINT INK	 "t 	 sare t
he mazes for — future use."
9390 GO 5U5 8400
9400 RETURN

MOVING
GRAPHICS

GAMES

101100



Gold Rush
Your task in this game, written by Neil

Pellinacci, is to carry six sacks of gold

from a bank vault to a safe. The vault and

safe are separated by a river. The river

can be crossed via a network of small

dams, which are built across it.

Unfortunately, the future of this link is

not	 certain,	 because occasional logs

drifting down the river will destroy parts

of the dam system. You must transfer all

the sacks to the safe before your route is

cut off.

You play the game using the following

control keys:

Q — to move up

Z — to move down

I — to move left

P — to move right

Your current task is shown by the color of

your man. White indicates that you have to

pick up a sack, and yellow shows you are

carrying a sack. To pick up a sack, you

just move onto the same square as it. You

put it in the safe by moving onto the

safe. In either case, a beep will sound,

and the man will change color. You have

three men per game, and the number left is

shown at the top of the screen.
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A log will remove any section of dam in

its path. However, sections above and

below are also damaged, and if you move

off one of these, and into part of the

river where a log has been, you will lose

one life. This is the only way you can

lose a life, so be very careful after the

first few logs have appeared.

When all six sacks have been put in the

safe, you move onto the next level. On

this level, there are two dam formations,

and these alternate. As the game

progresses, the number of logs increases,

until finally you'll find the game is

virtually impossible.

You'll see at this point the dam is almost

nonexistent, and you'll have to resort to

new tricks. You can 'hop' onto a log

immediately above or below. It is

difficult at first, but not impossible.

Remember, you don't move with the log; you

are just using it as a piece of dam. If

you are very careful, you can even move

right and left using the logs.

The end of the game is the hardest part,

and it is the main reason for getting as

high a score as you can before the dam is

destroyed.

Scoring is simple. You get 100 points for

going from the safe to the bank vault and

another 100 for successfully bringing back

a sack of gold. If you lose a life while

104

carrying the sack, you do not score.

Neil's highest score is around 3300, which

gives you a target to shoot for.

The program is written mainly in BASIC,

but it uses a machine code routine located

at 32530, which moves the logs right and

left across the screen, stopping them

after a collision with a dam wall. The

data for this machine code is held in the

last two lines of the program.

Here's	 the key to	 the	 user—defined

graphics:
_

This is the program's structure:

100: subroutine to print score

1000 — 1030: game preparation

1040 — 1045: initialisation for each game

1050 — 1100: initialisation for each level

of the game

1510 — 1560: main loop

1600 — 1630: detects collisions

1700 — 1740: end of one level

1800 — 1820: lose one mars routine

2000 — 2100: game over routine

6000 — 6650: draw dams across river

7000 — 7100: draw river and the banks

8000 — 8100: title page and instructions

9000 — 9120: POKE user graphics characters

9200 — 9310: POKE machine code into memory
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And here' s the Li sting:

10 CLERR 32529: RANDOMIZETO 1000gg RT--"H :=,rp.;17
1 =-=t0 PRINT RT 0,11-LEN STA:=1 5; I

NK 7j PAPER 2 FI34RETUR
1000 REM SET UPE- r-RnE P	 PREP
SUE 92,00

PR TNT AT	 TNK 7, Pf:t17,FR
0,-	 _

IGHT	 HI-5CORE	 BRIGHT 1.-0T
1030 LET
1 040 GO S i lE33CCPRTNT AT n,8;
PAPER 2; INK 7 BRIGHT 1;.-55oo,-

M-
1045 LET ' MM=0: LET MEN=3: LET0: L ET RN 992
1 0 E 0 ' ET 5K=0: ' ET L= P : LET
: LET G=7
1 1f:N 0 	 70001 GO a,!-1S -600,0
150 0 R I=M !nnp.
1610 LET L1=L. LET C1=C
1517 LET AS=INKEY$1 IF A ,Ii= 	 THE
N SO TO 1 5 E

	

!=.7:7:.f7t LET 1 =z + Ms=	 17= c="i71"‘

1530 LET 0=0±(A="P--tAlii="I")
1540 LET ATATTR	 iF iarr<>27
4 THEN GO TO 1500
154-5 SEEP .0025.10

PRINT AT 1'1 , 47 1 ; PAPE R	 TN
K 0:- -;RT L,O; INK G; PAPER
155 IF RND>RN THEN PRINT AT 7+1
NT (RN-r'-9),	 INK 0; PAPER

LET RN=RN-.n05
1560 LET Z=USR 32530: GO TO 1510
1500 IF A7=3 ."71 THE N TF 6 =7 THFN 1
ET 6 =5. BEEP	 LET

GO SUE 100 LET 5K=5KI-1: GO TO
1;0
1610 IF RT=31 THEN IF 5 =6 THEN 5
EEP .1.40: LET 5=7: LET 5 =5+-100:

GO SUE 1 0 61 : IF 5/4,=- 5 THE N GO TO
1700
1620 IF RT=45 THEN GO TO 1800
1625 IF RT=0 THEN GO TO I':"=-,45

1530 LET L=LI: LET 0 =0 1: GO TO I
550
1700 FOR R=-10 TO 20 STEP 5: BEE
171e FOR	 15 Tri
EP . 1 .A: SEE P	 NEXT A: EE
1720 FOR R=1 TO 21: PRINT AT A,0
: PAPER R/3;"

-: NEXT R
17 30 BEEP .1,20: SEEP .1,25: FOR
R=1 TO 21. PRINT AT A,0; PAPER

0:-
-: NEXT

1740 Gr, Tri
1800 FOR :-.=10 TO -= STEP -A:PR--"

r4	 2-

T L.C. PAPER 5; INK 5; - -: SEEP
01.R: NEXT R

1805 PRINT AT L1,01: PAPER 3; IN
0:" -

:1310 LET HEN=NEN -1. PRINT RT 0,1
5; PR -ER 2; INK	 BRIGHT 1;MEN
1815 IF MEN=0 THEN GO TO 2000
1817 IF 5K=5 THEN GO TO 1700
1 620 17:- 1= 2 ;	 LET 0 =7:

f-;/-1 Tfl
2000 REM 5FE OUER
2010 FOR R=0 TO 7: FOP 5 =1 TO 21

PRINT AT E;,M; PAPER P:-
0: N E XT A

2020 FOR R=1 TO 12. SEEP
EEP .1.8: BEEP .1.13: NEXT A

T E	 THENi ET	 PRIM
T RT 0,32-LEN STR$ M5; PAPER 2;
INK 7: ERTGHT 1;HS: SEEP .1,2: E
:==.p

FOR A= =w0 Tri 2 STEP - 1 : PRTN
7 RT	 1, PRPER i-zi3L77;

INK 9,- SANE OVER GRME OUER GAM
E OUER -: NEXT R
2040 FOR A=0 TO	 54-1Arl',ER	 BEE
P	 N=1--XT A: FOR R7 TO O 5
TEP L 1. BORDER A: BEEP .2,7-A-1:

NEXT A
2100 GO TO 1040

.rAcT11-4 = -1- nr)

5000 RE M EiRTI-7'E-=,
5010 IF NM=0 THEN GO TO 6600
5020 LET MN=0
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7

àN?-: PRI	 RT 7,
7070 ' i;- FOR   R=19 ,1 9 T

9 ^ .° ;AT	 _ I 2 . .. NEXT Ÿ
7000 FOR R=1., ^ TO 21:

9,9;-  ,` : 	 . . -:P7	 1 ^
";AT	 1 gf ^ å7.

8:	 INK 5;"1„Z"-	 NEXT
2,25;	 INK 7;--
7100 RETURN

1	 ..	 . -
	 .	 11

5050 PRPER
5050 PRINT RT

RT 6.15:-
5070 PRINT itJT RT

. . . RT 1'._'

PRINT AT
,. _.?

5	
y

^ _ PRINT
 , r

a

- ,. ;^T 3^
6100PRINT AT
T 14 ^ - ..

5500 RETURN
6600 PAPER 3: INK 0: PRINT AT
12:-	 -,RT 7,20;-

5510 PRINT .i NT RT 9,10;-
-;AT - ;PTY  _ äï	 -;A 

T 10,10:-  -;PT̀	 1^..`^..'..t-== '- ' ?:T 1i1 , .^
5 ..a -;RT1^ :-Vt ..a	--
5520 PRINT PT11,10: - 	";RT

. : RT 12 , :3_0; ,.

5530 PRINT RT 13.^: ..
5; ., ..: RT1.?.ci . " -`

5546	

..

	

.- , .^ T	 2L_= .
ÿ =¢-;^ . .: =^; 4T . . . 	 ;AT IS -e

5550 __ ^;: =_`s. RETURN
7000 	 ScvKCEN
7010 FOR ;r=1 TO 21: PRINT RT R,sia
i PAPER ,cy ..

" _å•iEX T R_ 
7i^1 5	 R=F,. . ..—... RTR,0 

L`t=^ y— , 	 _ 21f:: w f^ ^
..

 -.`	 -	 -	 ..	 . -	 _ °^	 '
n

" :::"4: 	 4
T5,13;"

^-; '"	 -.
704-0 PRINT R   	 . 4 F W , 1 _

` - PT' = ^ - ,. . -=f+ —	 -
a .. yNT . . . .i^  ^. =- ..	 . RT 16,15

-jo-_7oeo PRINT . - . 1.	 ..
RT 18.18;"
.	 ^ Ŷ - ;. -=r- _ •
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LET
I(R)=R-1: NEXT R

301S FOR A='? TO 5- LET II=IN7 tR
ND *: -:	 - LET	 _ RT	 LE	 .. <. =1
1i)	 LET	 I) i =F^î =. ..E^_. r.

SOIS GO TO 
^

'i:J0J0
5018 FOR R=I TO	 .i:'.:: , tR	 OR
DERPRINT RT ^. • . z^^å^^a^
___________S'

5i	 PAPER INK 0: ^`f-iPEë 5: PRINT^.`Y R € 1
 "C:r:3TRv:.r5 `	 -	 0,75: ' zRr-é=.:

	

PLTI-j 	 :	 ._ - -- —

8050 INK . = R.T ^,..T RT v 14 . `^ ` ti? =

	 UP - ;RT15 - g ; 'Z.. . =<__..D0
UN"
8 060 PL'INTT 2E _ " 	 .LE
FT- :RT 1 ^ 

^y •^^ +-_̂ `-^¢.

5070 PAPER 6: ;Nr, f 0: . PLOT 0,24: .
T' 3'̂ L=-i :	 4_'	 _
8050 PAINT ;NT . _ 	 _ _ _ INK

.	 5R >L=H 7	 -^ `RL -^^- L ^-t^i ` ^^_=,€ • TO P

RRTNT RT - . '-	
'

- - - - 3; - 4éi c
P e E L i ` n a L c 2

5100 GO 70 5015
Pc-v7sei vE!!-i
9005 RESTRESTCRE =3100
901^.Y FOR R=U5R "'R" TO U.;R -A-÷23
: Fc E ^ ^ a _ - POKE, -f `i . ^- : là ? : T

Ai
a _	

114_

NEXT TF
70 = P1 INK0: PARER -' . F n̂= R== Tn

66 - — 

7000 " PRIN

-,=.74. ; 23; "

PRINT R7:t .

PRINT 	 f^ ,
R: PRINT RT

5'010^-R^^t^1 ^TO 21. PRIM-- RT R,0
PAPER 5,-

- NEXT R
6012 DIM .1(8):FOR R=1 TO

60Gë'• PRINT i": ^ a s_ ^ 2E3SS.e•^._^s^®^^v-rzmk-..
6022 PRINT PT 5.7:-/_-;AT 5,;a4".1. ,.1
'	 BEEPy!L̂̂$,a :.: (i T10
ev": ^ IF i^ti^ E'f` $ t: ... T HEN ^ i--- ^-^: >_.

RETURN
8026 NEXT	 GO Tn
5030 PRINT	 :^ -_ .	 _ 0

-L	 -°-2.ÿ-^^.
	 . ._ 	 `r%
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g1ez .)RTR c_ 125 , E0 , 24 __E0. 1.= 6 . 25E

9110 DT R 2-55,129,133,165,137,12
9:255,102
9120 DATR 15 : 56 , 1 ,1: 4 , 13=. - 0 S.S
ES
?20L^ ---_? ?`1COî,•E
^10 FOR R-0 T O 	 ..E:=sD E: P OK E
-:2E=?.̀•̂.. t-Pi , E : NEXT R

9220 RETURN
=4-3n0 D A f R J ,.} , 1 9 2 . 8 iZ . 5 , 1 1 , 1 4 , ,.? 1 . 3

Tarantula
In Malcolm Young's great program TARANTULA

you are in a dark pit about the size of a

football field, fighting for your life

against dreaded tarantula spiders.

5 •,123?;._:54

qSiO EkRTR

,0_ ^ , 1E,54.4L,4S,Y26,.....

.;•^^^^: ^^,, ä >_`_ _:^=.At; .=^ ^.

The tarantu las slide down	 the sides of the

pit	 looking	 for	 food,	 and human beings	 fit

into the category of food. 	 You're	 equipped11,32 ; :L^ ; 6 _	 ,
with	 a	 torch and a	 laser,	 and	 you	 move
around	 the	 pit	 in	 a	 fairly	 flimsy	 tank.

Instructions are within the program, and

you'll find you'll quickly work out how to

play it once you get the program up and

running.

1 REM f i g r a ; h	 L ,` , a t .3 =' t
L
^ s' ^ : REM

A= 11^= a_y c=1,̂  D=.4^ ^_E =1,1 r =^ =_A HA,
J=,

E DIM p$(15): DI M w$(5,15): D
I'°; g i5)a PRINT "Please e wait .iva t a m
omen t.": GO SUB 851 E: R E M define
characters

1<z^ GO S UE 90s`0 _
20 BORDER 5: PRPER 0: T Nsf. 7:
30 PRINT RT g , ti: , t $

_ 35 PRINT INK 0; PAPER 5 . A T 21.:
- SF_l..7RE="szoresRT 21 i 1 1 :., =PIDE

R5=" T7b "	 LIi_JES= ' t i 'd e _
-TO ' LET a =x : LET .b=q
50 LET i $= INhEY$
60 GO TO {i$; ., 5 ., OR å$: .:ti,.; *20

+70 0
70 SEEP .05,0: GO SUB t'RL i$*1

o06
80 PRINT AT b, a;" "; BRIGHT 1,;

-. Ls,.• : INK rk;T$,
^ La G O SUB t RN D ; L e v ? l;.00 +100

100 GG TO (t► $ tss+1,x+1? _:,A., i *520
+110

r:
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110 LET cn=cn*(cn<n)+1
120 GO TO (n>CO*85+40
125 IF NOT s(cri,. 1) THEN GO TO (

1) *70+40Iao LET sx=s(cn,1Y: LET sg=s(cn

14-0 LET d $ ( s s x ) ="
150 LET s y =s q (s-y  <y +2 -	 y +1
: LET s(cn, 2) =s. w
160 LET sx =s x (s x <x +1) - (s..x :t-x +1)

ET	 ( cn 1) =sx
1.70 LET d$ (s g sx) =
180 GO TO 4.0
200 REM new tarantula
210 IF n=15 THEN LET lav=.05: R

ETURN
220 LET n=n+1: LET nb=nb+1
230 LET sx=s(n,1): LET sq=5(n,2

240 LET d$(sg,sx)="-
250 LET c=INT (RND*5)+2
260 PRINT BRIGHT 1; INK c;RT sy

8;: BEEP ,4,d:
PRINT ;"

PRINT INK 0; PAPER 5; FIT 21,
_;"SCnRE=";SCORE;RT 21 12,;
Rs=";nb;" LIVES=".;LIVES
280 RETURN
5 00 PRINT PRPER 7; BRIGHT 1; FL

RSH 1; INK 2;RT 15;-arrgh!! T
HEY GOT YOU.-: LET tives=tives-1
510 FOR t=1 TO n: IF sit,1)=x+1
RND s(t.2)=y+1 THEN GO TO 530
520 NEXT t: STOP
530 LET d$ks(t.2,s(t,1)=- -
540 LET s(ti)=0: LET nb=nb-1
550 FOR t=1 TO 10: PRINT INK 2;

PT y,x;";%";CHR$ 8:: SEEP .25,1
PRINT ";111": BEEP .25,0: NEXT t
560 PRPER 0: INK 7: FLRSH 0: CL

565 IF n=15 RND nb=0 THEN GO SU
5 9250
570 PRINT INK 0; PAPER 5; FIT 21,

2,"5CORE=";SCORE;RT 21,12;"SPIDE
RS=";nb;" LIVES=";L/VES
575 LET rirs=rk+irk<7)
550 IF lives THEN RETURN
590 IF score<q(5) THEN GO TO 54

600 INPUT PRPER 5; INK 1; RT 0,0
("You have made the "; FLRS)- 1;

"TOP FIVE"; FLRSH 0' PRPER 6;"Pl
easa enter your name. "); LINE p
510 FOR r=5 TO 1 STEP -1: SEEP

IF score>q(r) THEN NEXT r
620 FOR g=5 TO r+2 STEP -1: BEE

P .1, q : LET q(g)=q(-1): LET to$
9)=w$iq-1): NEXT q
530 LET q(g)=score: LET w$(g)=p
540 BORDER 3: PF(PER 5: INK 2: C

E=50 PRINT RT 3,2;"Today's Champ
ions are:"
650 FOR r=1 TO 5: BEEP .5,r
670 PRINT RT 7+r;4; FLRSH iw$Cr
=p.$ RND score=q());w$(r);q(r):
NEXT r
680 PRINT RT 18,3; FLRSH 1; INK
0:"DO YOU WRNT TO PLRY RGRIN?":
PRUSE 0
690 IF INKEY$=-n" THEN STOP
595 GO TO 10
700 REM promote rank
710 BORDER 2: PAPER 5: INK 1: C
720 PRINT RT 3,7;"CONGRRTULRTIO

145""TR5 1; "You have killed -;sc
oras10;" tarantulas"
730 PRINT 'TRS 5;"You have now

bean"
740 LET rk=rk-1
750 PRINT 'TRB 3;"promoted to t

ne ";rV;;"th- RND rk>3;"rd" RND f
X=3;"nd- RND rk =2,; RND rk=1;
- RRNK"
760 RESTORE 8550: FOR m=1 TO 25
: REPO n: BEEP .2,n: NEXT m
770 PRINT 'TRS 2;"You wilt. now

change tanks to"
750 PRINT TRB 5; "signify g our n
11! rank"
70 PRINT '"You now control the
500 FOR c=5 TO rk STEP -1: RERD
c=t: NEXT c
510 PRINT BRIGHT 1; PRPER rk;

NN .9;c$;
820 PRINT " tank.-
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330 DIM d$i22,32): LET S=7: LET
r=-=./3: LET n=0: LET nb=0
540 GO SUB 9250: PRINT RT 20,10

;-Pres a Kew": PRUSE 500
650 BORDER 5: PRPER 0: INK rk:
350 LET p=0: RETURN

1000 LET UD=fT$="")-(T$=--)
1010 LET
1020 LET U=Y+1: LET H=X+1: LET W
th=1
1025 PAPER 6: INK 0:
2030 GO TO R65 vd*110+1040
1040 LET dt=(s*hd)
1050 LET d=h+dt: LET d=d OR fd<1

LET d=d-fd>32)*(d-32)
1070 FE' t=i7.4-	 TO ri STEP )7.ri
1030 LET u =v t h OR v -tith< 1
1090 LET	 =(v+w t -	 t >21) *

w h -2 1 )
1100 PRINT RT u I_ -1 t -/ ; d $ Li	 t
CHR $ 8,;: IF ut>1 THEN PRINT Ok,IER

.ND hd=1;"1" AND hd=-1
1110 FOR w=ul+1 TO Lt-1: PRINT F
LR5H	 Cw t ) <>" " ) ; RT w -1, t -1;

NEXT IA!

1120 PRINT RT1_1-1.t-16$(1i_,t);
CHR$	 IF LL<21 THEN PRINT OJE
R 1r1h," FIND hd=1;"4" AND hd=-1
2230 LET wth=wth+2: NEXT t
1140 G-G.! TQ 12 3 o
1150 LET dt=is*vd)
1180 LET d=v+dt: LET d=d OR fd<1

LET d=d-id>21)*(d-21)
1170 FOR t=v+vd TO d STEP vd
1150 LET ti=th-wth) OR th-wth<l)
1190 LET u =	 + to t h ) -( (h-§-w t h -32

+to th >712) )
1200 PRINT RT t -1 ti-11;d$ft, Lt. T
Q
2202 IF t1>1 THEN PRINT O'ER 1;Fi
T	 RND vd=1;" AND

1205 IF ut<32 THEN PRINT OUER 1;
T t-1,ut-1;"N" AND vd=;:L; "A" AND
vd=-1

1210 LET wth=wth+1
1220 NEXT t
1230 BEEP.2.5: PAPER 0: INK 7:

PRINT RT L4,x;t$:
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1240 PRINT INK 0; PAPER 5;AT 21,
2;"CORE=";score;RT 21,12;"SPIDE
RS=";nb,-	 LIVES=";lives
1 250 LET s=s-RNDs3: RETURN
1000 LET VD= iT$="0;51") -
ET HD= T = " 71," ) - f.T$ = " 31" )
2010 LET V=Y+1: LET H=X+1
2020 FOR T=1 TO R
2025 LET V=V+VD: LET H=H+HD
2030 LET U=U+(Vi1)-(1)::.21): LET H
=H+(H13-(H>32)
217 35 SEEP .05,10
----a4a PRINT RT
2050 GO TO (D$>- --20+20E,

2 060 PRINT INK 0; AT k)-1H-1; "R":
NEXT T

1070 LET r=r-ir>23/10, RETURN
2080 FOR T=0 TO 7: SEEP .1 1 t: PR
INT INK t;RT V-1,H-1;-";CHR$ 8;

BEEP .1,t+7: PRINT INK 7-t;- ',IE-
CHR$ 6;: SEEP .1.t-7: NEXT T

-77-:090 LET SCORE=SCORE+10; LET S=5
*RND/4: LET r=INT (r15)+2
2100 FOR t=1 TO n: IF v=s(t,2)

h=s(t,l) THEN GO TO 2120
2110 NEXT T: STOP
2120 LET .st,13=0: LET mb=nb-1
2130 LET d$(v,h)=-
2140 PRINT INK 0; PAPER 5; AT 21,
2;"5CORE=";500RE;AT 21.12;-SPIDE
RS=";nb;" LIVES=-;LIVES
2150 LET Lev=iev4-001*fiev<.2)
2150 LET p=p+1: IF p=15 THEN GO
TO 700
2170 IF n=15 AND nb=0 THEN PRINT
BRIGHT 1; PAPER 4; INK 0;AT 15,

21 ;"Please wait 2 sconds for the
next wave,": GO SUE =4250

2190 RETURN
5000 LET T$=-4"
5010 LET X=X-(X>0)
5020 RETURN
5000 LET T$="15,-
8010 LET Y=Y-1-(Y<20)
8020 RETURN
7000 LET T$="kif-
7010 LET Y=Y-0(>0)
7020 RETURN
3000 LET T$="D"
8010 LET X=X-1-(X<31)
5020 RETURN
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3500 REM DEFINE CHARACTERS
8510 DATA 66,90,126,60,126,153,5
5:36
8520 DATA 129,155,126,60,126,153
153. 129

8530 DATA 0,126,60,55,55,60,126,
354-0 DATA 16,16,146,254-,206,254,954,130
3550 DATA A30,254,254,230,254,14-5,16,16
3560 DATA 0,126,60,236,236,60,12

O
8570 DATA 1,3,7,15,31.63,127,255
;71530 DFCTP
3590 DATA 255,127,63,31,15,7,3,1
3600 DATA 255,254,252,248,240,224-192,226
8610 DATAT0,0,2424.00. @
3615 RESTORF	

.
3620 FOR d=97 TO 107
3625 FOR 2=0 TO 7
3630 READ n: POKE USR CHR$ d+e,P
334,a N-EXT E: NEXT d
8650 RETURN
8660 DATA
1-3670 DATA "YELLOW","CYAN","GREEN

MAGENTA"."RED","BLUE-,"BLACK-
9000 REM HEADINGS
L=q7:%10 RANDOMIZE RND*65535
9020 LET H$="W

>14	 ;41
9030 INK	 PAPER 5: BORDER 11 C

9040 PRINT H$(2 TO 31AT 0,0
9050 FOR X=1 TO 11: PRINT OVER

-TAB 31;"#X": NEXT X
9060 PRINT AT 21,0;H$( TO 32)
9070 PRINT AT 10,10; BRIGHT	 F
LASH 1;"TARANTULA -
9080 LET m$="You are in a dark p
it about the size of a football.
field fi g htin g for your Life aqa
inst the dreaded tarantulas-The
tarantulas slide down the side o
f the pit in search of food,gou
isiust fight off these ravenous be
asts if you vaLue g out- life.-
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9090 LET m$=m$+" You are equiped
with only a torch,a Laser and y

ou move around in a li ghtl g armo
i.-red tank which is no match for
the crushin g jaws of the tarantu
100 LET m$=m$+" Your weapons ru
on tarantula juice and if they

don't g et enou g h they be g in to
wear down and their ran g e stowld-Pcreases."
9110 LET m$="

9:120 PRINT INK 0; PARER 6;AT 1 9 -1;"PRE5S 'e' TO END INSTROCTInN20,1;-or PRESS ANY NEY TOSPEED UP. -9125 PAUSE 500
9130 FOR L=1 TO LEN M$-27: PRINTHT 15t2;t1SiL TO L+27)
9140 IF INKEYV=-e-
THEN GO TO 9160

9150 PAUSE 10: NEXT L
9160 BORDER 4: PAPER 5: BRIGHT .0CLS
9170 PRINT AT 5.2; 'USE KEYS 5 TO

8 TO MOVE YOUR	 ;ANK.—USE
KEY 'I' TO LIGHT YOUR TORCH"''" U
SE KEY '2' TO FIRE."
'130 DIM d$C21,32): DIM sC15,2)
3150 LET s=7: LET r=ss1.5+1
3200 LET x=INT CRND*32): LET y=I
NT :RND*21)
92 1 0 LET SCOre=0: LET LiVES=3:
ET nb=0
5220 LET i-K=7: LET t$=-k-
--.1- 0 LET cn=n
'7-1240 LET (ev=.05: LET p=0

GO SUE 9250: INPUT "
FNTER when you are ready“,r$: RE
TURN

5 50 FOR z	 1=1 TO'.7---	 15
'74----l5k0 LET sx=INT (RND*32)+1: LET
y=INT iRND*21)+I: LET o=RND

7,7 IF o<0.5 THEN LET sz,1)=s
'ET .=,(n',2)=20*(RND>.5)+1

9280 IF o>0.5 THEN LET ::,(z)-sq
: I ET .=.(---,1)=31*(RND-5)+1
520 NEXT	 LET n=nb
5-300 RETURN
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Jungle Job
This is a two–stage challenge from Andrew

Sweetland and Martin Jones. In the first

stage, you have to guide your canoe down a

fast–flowing river. There are a number of

rocks blocking your way, and you must

avoid them. If you hit a rock, a man–

eating fish (or a faint computer version

of one) will leap out of the water to

consume you.

In the second stage, you'll find yourself

on a dirt roadway like this:

2_ ^^r i^3-^-^__ .s 7 Y =

. ^ . . . . . . . . . . . .

. , *
ttett +i t ;€t_t#Itttf	 t
tttnåYrygyyrmy-r=1t
t#I1G-tåItt?'t$t$tŸIttt
1t^t-tttfe=m4444-4t4 4-	 .
4 #fp	 . #

_-:,^t#	 _ -• • -
^	

¢°ìtå=eÎtt+tt`r_--^te3` ^

I	 gft'<etttetTtteett
t	 I$t4ezttti * tt't#f	 et
t	 3 f1-^ s3-1-t1r-r-^ i lg 41-	 4k.4.
t	 _tttt ;	 ^^

f♦ ^ç
^i.^aa
	

^`^
Ztttt	 i^^^

t	 **•it.1-°-* as **.^
e fr	 tå=st-t$ået °Î

ee #	 it4,-t=$^_ â s #$-3 #ai^
tt / Ÿ ^ ä ^l i å t e i i it#tet4; å t'tetTettt4t

Your car has no brakes, so working your

way around the track will call on all your

driving skill.
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Use the following keys to control your
boat and your car:

Q – to move up

A – to move down

O – to move right

P – to move Left

1 RE N 	}ksJL-;1I-74LE JOB***

:F }"1ti }:^	 --	 _ - - - ;_' ü _ :_ = L^. }-1 i i -i 7 :- ::zi .;• ^i' -	 -	 _-	 _ ^	 ri ts

	

r r I ^-. ^; i' E I	 ~3 G O SUB 9001: LET i i-4- POKE 2- 3 E, 58 O	 -^
5 FOR t=1 TO 3: BORDER  0: BRT` H T	 - P i-:P L*i =: INK	 s_ L = 	SRIG H T

Ii:` 3 _- = = 14- -- 2 1:
`^
'r:f=-_	 _	 NEXT f15	 ...F.T :+•	 .-^	 .•i-' RI J,- tr1, r-!T ^:_. ÿ, PAPER - • ,

- H T 1; INK K
. .. - - 

¢ ^ 1^^ fl  7 '    	 23

i-,

- ÿ--	 71T
K ^. - • 

L 
• . ;Ri

PRINT T 2- . P;=i#L:i^; INK 	 PP/PE7-, 	
c
I .:	 • 

R 50 LET X=17:
c= T.=	__ _ - s-•t`y - -	 r-

14-  O ri	 —	 i : ti = - _	 ._ R.
-+ , y -- =14 TH- 	 G -^^_L^_T1'=s-

-.AS"
	 :..	 =• , _	 .^..^r:

70 LET
SO IT 	THENIE (X15N	 : __ -_ _ . . 

T LE_
=. I1= RTT^:	 -

14 ri:^-^L'' ^.	 R	 :::- 1 	-	
;._ 	 ;

TTR
	 '^ f î	 - -y -	 ;_?^--^_ P

Trf 	 .14- =3- THE : =. 	 -r r^ ` '	 . 
^^	 ^ ri	 - 	 INK >-. ^ f '	 . .
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20 PRINT RT

30	 `

40r='rt_- -
	 E.--  

	
E . .€

. . DE": -
^-5 Ff i Ç- f=1=7    ^-^, • _ '	 - 	 - -_ - R I"}

	

: =-'E= 1 -	 It--;
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83 IF INKEY$="a" THEN IF fx,420
RIND !--;-(29 THEN IF RTTR

>1 .4 TH F N  T F PITR :x++ 1 .1,	 7
HEN IF RiiR	 7HEN
PINT RT x, g ; PRPER 1; INK 7;"
:LET x=x-1-1
85 IF INKEY$="o" RHD 1-4<28 THEN

LET
86 DLit 254,0: OUT 254,18
90 FOR z=1 TO 10: NEXT Z:

=30 THEN NEXT t: GO TO 105
95 GO TO 55

100 REM END OF ERIE-ODE I
105 PRINT PT	 PRPER I; INK
"R5": FOR 1=5071 TO 60: FOP g=0

TO -"=: R: OUT 254, q + 1F : OUTRF,4»71:
NEXT Q: NEXT f

1--4n
120 REM 000PS!
130 PRINT RT	 PRPER 1; INK

FOR 1=0 - T ri 50L OUT 254,1
OUT 254,0: NEXT f: PRINT PT x

+1, q +1; PRPER 1; INK 4,"CO":RT X
-1,Z-4+1; INK 7; 5 'LM": LET Li=11-1:
IF 1i=0 THEN GO TO 6000
140 FOR r=1 TO 500: NEXT r: GO

--ro
500 REM EPISODE II

: PRP FR 1 : THK 4: CLS
FOR =0 TO 21: PRINT -NNNNNNNNN

NNNNNNNNNNNNNNNNNNNNNNN " : NEXT f
510 FOR 1=-50 TO 50: BEEP .01,1

: NEXT f
FIF, FOR 1= 1 TO	 PRINT PRP FR 4

; INK 1:RT 1.0"
NEXT

PRPER 4, r
525 FOR 1=7 TO 12: PRINT PT 1,2

3; PPPER 4; INK I;"	 "RIT 1,--RF+;
NEXT f

530 FOR f=3 TO 4: PRINT PT f.23
PRPER 4; INK I;"

T f
535 FOR f=8 TO 10: PRINT PT 1,3
PPE: 4: TNK

NEXT f
540 FOR 1=10 TO 18: PRINT RT

1; PRPER 4; INK 1; 	 NEXT f

546 FOR E=I5 TO 17: PRINT AT f
1 1 ; PRPFR 4: INK I."
PT - 1,25:-	 : NEXT f

FOR 1= 1 F; TO 20: PRINT RT f,
PRPER 4; INK 1;-

FF F FflR 1= 1 :-=;	 PRINT RT f,
r-,CLID	 A'	 1-"

":	 f
PRINT PRP F R	 TNK 1.

6;" " F--4 -1- 2 2 4- ; "	 .2-11

" ; PT	 , 2 0 "	 ":PT

	

" RT	 20; " --;	 la 4-; "
";RT 11,22;" ";RT 12,21," ";FT
13,23:"	 ";RT 13,30;"
565 PRINTPRPER 4: TNK 1; FT 14,

1R;" ";RT 1.4, R ;" " :RT 14,R;-
";RT 18.10: - ";RT 18,21;" -;R

T î6,2E;," ";PT 17,4;" ":PT 17,3-;
";RT 18,11,"	 "

PT 10,2;" - ,PT 19,11;" ";RT 19,2
570 LET x$=": LET x=2: LET ,-;=0
: LET d$="0"-
EEC T F x-=- 1 F; RN r) y=---:-3 OR ;x=1R
RM.) 14=31) OR x=20 RND u=31) TH

FN GO TO 7000
581 IF RTTR (x, ,-4)=12 THEN GO TO
F;f71(..):

saa PRINT AT x, ,-4; PRPER 4; INK
:d$
585 OUT 254,0: OUT 254,16
5 P1 r: T F TNKFY$="o" THEN LET x$="

• LET
600 IF INKEY$="a" THEN LET x$="

• LET d$="P"
610 IF INKEY$="q" THEN LET x$=-

620 IF iNKEY$-"p" THEN LFT
"• 	 413 = " "

PR TNT RT x,"; PRP tTP	 INK
540 IF x$="o" THEN LET Li-=,-;-1
650 IF x$="p" THEN LET g=.41-1

TF x " a " THEN LET
670 IF x$="g" THEN LET x=x-1
680 GO TO 380
700 GO TO 000
6n0 REM 000PS

F

zr1.7

120
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:ci l G',	 PRINT	 RT	 x„	 ;INr	 2;	 FLASH
• "•-” „•	 FLASH	 0; RT 	 x - 1 	 ;	 PAPER	 4--,
INK 0,-LM":	 FOR	 f=0 TO 70:	 OUT

3 5 4- ,	 :	 OUT 254-. 0: 	NEXT
:	 F	 THEN i-OP.

SOO:	 NEXT F:	 GO TO SOO
820 IF	 Li <=0 THEN GO TO 6000
7000 REM	 SUCCESS!
7010 BORDER 0:	 PAPER 0:	 INK 7:	 C

:	 PRINT PT	 0.F;:-CrviNGRATfoATI
ON51 - ;AT 12,0, -VOICHA 1,1E BEATEN Y
OUR ;.-7AY THROUGH -;AT 13,10; -THE j

9070
0,
9080
9090
240
q 100
9110
9120
9130
9140
0
91S0
8,0

DATA

DATA
DATA

DATA
DATA
DATA
DATA
DATA

DATA

2482245,240,240,192,0,
0,0,0,1,3,7,31,53
0,0,0,192,192,224,240,
0.24,48,76,28.14.7,2
012,6.14,28, 56,112,64
0,234,170,238,0,0,0,0
0,234,142,234,0,0.0,0
24,60,126,60,24,24,SO,
O 2E	 5ES 05 23

UNGLE!"
7020 FOR	 f=0 TO 30:	 BEEP	 .01,f:
7; F EP	 .0 1 .-f:	 NEXT	 f
7030 GO TO 80 5 0

q 160
24

6170
DATA

DATA
90,126,90,24,90,126,90
04.1I64.255,2554I1

7040 STOP
6000 REM	 FAILURE!: 9180 [:f[:fH 24,90,12,90,-24,90126
8010 RESTORE	 :	 BORDER 0:	 PAPER 0

INK	 7:	 CL7,
8020 PRINT AT 10, 1 .. 	 HA!	 FASC
IST!	 YOU' 1JE USED UP 7 U F RY r:HANC

9190
9200
cc2 1

DATA 0,6,70:0,048,248,254
DATA 0,0,0,24,24.0.0.0
RETURN

E THAT I GA 1JE YOU!-
8030 FOR f=1 TO 12: READ a,b: BE
EP a,b: NEXT f
8040 DATA

8050 PRIf4T AT 15.0: "WOULD YOU LI
KE ANOTHER GO? (y'..--N)-
8060 IF	 T NKEY="i l " THEN LET	 li=

r-40 TO
30 7 0 TF T NK FY="n " THEN PRINT
P0
Si7;0 GO Tfl
60604 STOP
8'7-g 9 STOP
6000 REM	 ;.iDG DPITP
9001 RESTORE 9000: FOR f=0 TO 15

POE 11',P
T f
9010 DATA 0,0,1,14-8,96,127,63
9020 DATA 0,0,192,192,134,131,25
'11030 DATA 240, 56,18,252,124,53,
6
.--41;DAf71
9060 DRT

9050 DATA 31,01,15,15,3,0,0,0

122 123



Dodge
In this fast—moving game of logic and

skill, you are heavily disguised as an

asterisk. You have to avoid the VBB's

(Vicious Black Blobs) which appear at

random around you to terrorise and trap

you.

As you'll see when you run DODGE, you must

enter a 'level of difficulty'. You need to

enter a number between 1 and 100, with the

higher numbers representing easier games.

Level 100 is only for real experts.

You'll have to keep moving to ensure you

are not trapped by the VBB's. Use the

arrow keys to move around.

20 INPUT ' Lf	 _-	 .. 	 TO :z=

30 BORDER 4: i LT x=10: LET ,4=1
5: L ET -=f1:  LET -'=;^

40 PRINT _ x . _	
i"' !_` x : 

r .z _ _. -. ._ =x 
^ ^

SO IF SCREEN_ L;<,=4)=-_- THEN
_È TO IF-0  

SO PRINT 	 .k i y, ' ''^	 LET _s=5,4-1  
70+^^ PRINT  a--fT a. + 3s4 ^	 ( R ^`^i+x ;f ^i ) -i , y *

INT .RND}33 -1 INUERSE 1;-_- ,.
L. t5 PAUSE j_3 S F _	

_
Q0 IF CODE J3 flP f11C'f a- K E 'r ^;. 	 i THEN -	 T - _ -•- ^`-

LL, 	 `

110 0 IF ..-i." = ..r̂_.' :1 R N L` q >0 L-' l -THEN N L FT v=
4-1
120 IF -=S4- RP=1x _k_4 =d THEN L ET

=x+1  
130 IF a=55 RJ'•a.° :h . _- } _HE t*I LET N=
-
140 ?E a= 1=; Rr- :r' u .3 21 T ^E£-f iFT -̂'
-^-^-` 
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150 .i_̂^ 4 t_` T ^

15G PRINT ._ 

AS
-̂̂ BWM _ -. i2

- __	 ^-r!! Ei r	
---`4--- - -	

.: 	 ^-r~	 _	
_

^._-- _	 :^ßT ;Z	 ^ -

iRY ^^,RTN
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3 LET a=c-'1
4 PAPER 0: 	 INK 7: BOREER

PPTNT

Duel Cabbageway
The fiendish mind of Neal Cavalier—Smith

thought up this strange little program

(and its 'witty' title). The aim of this

game is to plant cabbages. You score one

point for each cabbage you pLant, and lose

10 if you attempt to plant a cabbage on

top of a house. Three points will be

deducted from your score if you plant them

next to a house or under a tree. (I told

you it was strange.)

k-jRY-
F, PRTN7	 I PoiDt

3 each-	 cabbagE you pLant,
t tae 	 10 if urlu pLant fr--e on

top of a	 po.s	 I	 gr-
ow there)	 and 3 cabbages if yo
U plant thefkby a hiDUSE-(be(03.1- E o
F terraces) OF under a tree,r--,71	 LET S =0: LE
T h=ot

30 LET c-$=-
FÇJ FnR x=1 Tn 1 ==
70 LET b$(x)=cS÷a$
80 NEXT x
Pln LET y=13

11710 LET x=CRND-g-1 2 + 1 )
171 "	 R-T	 1:"ST

130 IF x>12 THEN LET x=x-i
14-0 IF xl THEN LET x=x+d
1 A=, IF TNT x=6 RND u=12 OR
THEN PRINT RT 20,4; INK 2;"
: PRINT RT 21,4; INK 7;-12 ":
T =S -2

146 TF TNT x=P RNE, y=14 THEN PR
	INT RT 2020, 	 INn	 P.R2WT

RT 21, = 0 :: INK
1 50 IF TNKEY$=6 THEN LET 9=--

r-- TNK F-Y=- 8-	 ET

170 IF SCREENS	 - THEN
F-10 TO 220

PPTmT RT ll e y; INK
1'=11-7 Pr1KE

	

GO 70	
,,,_ LET s=

=-11711: TF h=3 THEN PRINT  -.51-D 5 E=-
;S: FOR x=1 TO 10: LET z=TRN X:
NEXT x: PRUSE SO: PUN
230 GO TO 110

1 4 9 IF INT x=6 RD ,-E=12 OR =4=10
THEN PRINT RT 2 %;=%,4; INK 21"

PRINT PIT 21,4; INK 7;-	 ": LE

PRINT RT 21,0: PRINT	 117;
LET x=x+IRND.:+2-1)
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Ghost Chase

The ghost is after you. The small playing

grid has a number of mines (X) on it, and

you have to try and tempt the ghost to

come into contact with one of the mines.

At this point, the ghost will be

electrocuted.

The mines also pose a danger to you, so as

you try to evade the evil little ghost,

you have to make sure you don't touch

mines or the ghost.

Written by Neal Cavalier—Smith and Graham

White, this program demonstrates a fairly

intelligent ghost in action. You certainly

10

quickly indeed. If it is too fast for you

the first few times you run it, insert a

few dummy FOR/NEXT loops to slow it down a
bit.

- _	 -- - _p -	 — --.

--	 . _.. . _ .. . -- _. .— . 	 = _ . —2*

z-.
-	 _ .. ^ ^ . ^ ^i i ti ^ ^ = e=•  -- -2 at-

u_  __ — ,_ _	 ^ --
._	 _, 	 - _	

--

="X -.	 Ti?F-N —

won't be able to evade it for long.

You'll see that the program runs very
T#—+=r-4 {=
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P

pc:p
21 2 	 F2R = 	 '7

h.3
27171	 ,0712	 ,630 DRTP 26,62,42,1	 /

FL 25H 1/ CHR F.40	 FOR	 n=171 TO	 7
650 PERD a	 POKE USR

.:--;rnF7--.‘	 S70	 E,RTR	 145,62,0,195,0,7,„1—,
211	 EE p	 17.

N F xT
T. !=z7NT	 R7

0	 1. 5
-

Li
P,P;71	 Fr:R	 n=0	 TO	 7

RERE:, 	d:	 POKE	 USR	 "m".4-n/d
;,3.7--4-3-

--.	 c

C. 	 PRINT RT 10,0/ r-. ,L "tiR10 'Ç'T- r%	 ti=-	 -"me's

FLR 720 RETURN
PRINT RT 12O; FLRSH 1; PP	 PPFR 0:	 INK 7:

ER	 f71-=-- -rf-I	 10 PRINT TRF 5;	 INK 6;	 FLRSH 1
PT---.TNT

310 FOR 6=20,11
NFXT

TO
3-3-2,3 3	 .5- 

STEP -1
:33 610 PRINT	 "-You have	 to move	 ,4

( - ;INK5; r: HR t 	156,	 INK
a - L t hE	 SE n	 to	 f=.riti
Qhn .--qA	 Y',;	 INK	 6;r:HR ,t	 144;

TF D= 17) THEN GO T TNK	 7,-)	 tt1	 r	 -=.	 q	 +.4 n	 I

to	 run	 fltri	 the	 bombs(",	 PRPER
:';0 To	 in
PRTNT RT FLRSH

;---• /"X",	 PRPER	 0;-)Bu t 	be	 carefu
you	 don't	 run	 into	 the	 bomb	 or

catch	 YOU	 You ha
" -1 1

_
F-7; = F77'	 =:711,TN;	 tHNI).i,60.1-25 Ve	 6	 Lives=

4_ jx.7
-415 PRINT PT x,y; - 	”:	 PRINT RT

"
620 PRINT

TO	 tliniPF
— PRF55 KEYS "5"-"-
IN	 5-:=TpPoTTnN SHOWN

416

500
.---'7	 -1 	 ,-71

LET p=p-i:	 TF p= g: THEN GO
c-4n Tn	 in
PRPER I:	 FLRSH 1:	 CLS
E E. -,- ;• Er	 .--. .	 -1 ,77	 -1	 -7.. -	 " .7.	 i i	 -r	 -

T ON KEY
r'P INT

to	 r on t
640 LET a=-NKEY$:
7 ,--4FN	 To

FLP5 H 1	 " P e 	 I3 flY y

IF INKEY$=--

"
.__ =t--_L--'.:.,	 . =2 	 .	 .-	 ___	 STEPF OR i.--.7	 N ..,-_- ....1. ifi	 . 0	 -20 k.:.	 In 3 1_-_, 1-. 	 -i -_	 _

.-..-1	 I..;

520 FOR d1 TO 200:	 NEXT d
H	 f--

7'z	 1.=

F4n IF	 THEN LET hf=fi.
"	 Pf-4PnR

PRP FR 5; T
NK ;7;'4Y KEY FnR RNn1H1.7_R

560 LET	 R-1-.=TNKFY.$:	 TF P;$=--
F-71=.17-1

5.55 LT:	 LET
r7;0 TO	 5

5on Frt 7-7,	 n=nTO
510 PERD	 POKE UsR
620 NEXT n

—
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Frog on a Log

Frog on a Log is another great program
from Malcolm Young. He says he enjoyed
creating this program as with it he had
broken new ground in programming
techniques. "For example," he wrote, "I
have been experimenting with machine code
routines and produced a scroll left
routine of my own...The computer cannot
usually recognize user–defined graphics
using SCREEN, and most people have got
around this by using the ATTR function.

"I found that by pointing the system
variables CHARS to the UDG memory, SCREEN$
can operate in the normal way, although
you must use the letters that the
character represents. I have used this
technique in my program from lines 300 to
490. This technique has the advantage of
recognising any UDG characters, including
non–flashing, non–bright black ones.

"I have made the program so it can be
typed into the 16K model as well as the
48K model without any modifications, i.e.
line 30 CLEAR USR "2"-43 for the machine
code."

The object of Malcolm's program is to
catch as many insects as possible using
keys I and P for left and right, and CAPS
SHIFT to make the frog jump. You must
avoid going off the screen or falling off

132

the log and encountering the spider, as
this will result in a loss of life. Each
fly starts off with 200 energy units and
this slowly decreases to zero. When it
reaches zero, the frog starves and dies.

Butterflies may appear, and if caught are
worth 10 energy points plus 50 bonus
points. You have only a 50% chance of
catching a butterfly, no matter how
accurate you are in your jump.

You'll find this program quite addictive
and you may wish to modify it to include a
skill level option, which changes the size
and number of the logs. You should type
the program in and then save it by using
SAVE "frog" LINE 5000.

	

2 REM a– b 	 c ^̂ d	 =4i4..r3 h = fir 3 .^ =;eE. --- i tit .^r^;}

30 REM frog on a Log
DEF FN	 3 =INT t F ND *:s. ? -t- 3

30 CLEPR 1.16F;
4å,^ GO 5q...#3 ti+fZ1^^^^ - ^•1} T L+ +^. 's•

45 130 SUB 8110
50 ii SUB i ,g L^1-3. : ^i i^i` ^ S r-rl i cf?^
^•^:	 d ^:^:
70 POKE 23606;0: POKE 23607,60
60 PRINT HT 0:„0.  BRIGHT 3; INK

7; PRPER 3; .:.y COR-E: "; ac; T3^Fs 11;
•,^ ^:E?'it--^•` : ., ^ £ r ^ T^^ 24-;- "FQ0i .i :
_ 05 ^

.90 RETURN
100 REM read Keyboard
110 LET ,i. =PEEK 23556
120 LET :21 =.X^ i }:=80? -tK=76 ?^

130 IF x<1 OR x>31 THEN GO TO 3
0
240 LET K=lN 55275-
146 GO TO (K=254 OR _i p ? * d {-±560
150 PRINT RT y r x -2 f "
160 IF N 6T POINT ;x* 6,. 3 2 :1 THEN

=11.0 TO 4-E0
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1 E' 5 RETURN
270 REH j:14&:p
180 LET jp=1: LET bp=10: LET

=40 . PRINT R7 y,x-1-;-
POE-

-,700 FOP C=0 TO 1fa =7
215 GO TO 04=27:142804220
220 IF SE:REENS	 71-)71E.N G

TO a0.0.
230 PRINT RT y->;;--	 jr-rZ

P.N.6 )4! -f	 :

,005,bp
240 MEXT i
250 LET bp=bp4jp-
270 LET jp=.jp-2-ii-3J+‘y:11 S
28-0 P.12E
2R.0 RETURN
300 LaT a$=SCREEN$
310 IF a$="i" OR ait="j" THEN LE

T e=iy-1)iL3.2i-.x-2: LET :2;*iE TO
-: GO TO 350

320 IF a$="g" OR a$="h - THEN LE
T b=0: LET en=en+10: LET sr=sr+
0: GO TO 350
330 FOP 2=20 70 ZZ: SEEP -05,-2
: SEEP .1,-2-.5: NEXT

LET LET s=: a
EE' 2,-10: IF NOT s: co' THEN 50 T
0_ AllO-

LET en=200: GO TO 8000
350 LET -=.C=,=-C-J-10: LET jp=-1
1F%4?- 1=1-5=-P
370 GO SUB 70
3aa RE-WPN
4-00 IF	 Tf7-EP3
:;2,0 TO
• 10 GO SUB 8080
4-20. PqSW7

4.30 PRINT RT i6 1 >-1;	 ";T 17

440 RETURN
450 BEEP -05,-5
480 PRINT R7 AB,A;" ";R7

18,x,;""
470 BEEP ,05,-5
41= 0 PRINT RT 17X; " ";PT 18,x;"

.1,-5: PRINT RT aaix;-
•
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4 90 GO TO 330
500 REM main routine
520 IF RND>.05 THEN GO TO 560
530 LET st=32*CFN rÇ64-9J-1
540 LET i$st TO st-f 1 ="-
SE0 PRINT RT 1,Z; IN 2;i$
570 LET i$=i$(a TO Y
580 LET x=x-NOT jp: LET L=USR m
S-00 SEEP .005,20
&10 GO SUB .a_cso
520 GO TO MDT b)+40+530
630 LET d=FN r(41: LET b=b-1
540 LET bu=bu+(d=1)-(d=2): LET

bx =bx (d =3) - ( d =4)
550 LET by =b 14- by >15) 4- by -:1 )	 L

ET bX = bX bX <0) - (bx 30i
560 PRINT PT bg e bx; I?kW. 2; 0.11ER
570 IF NOT b THEN LET b=(RND›,9

J FN rf20)+5): IF b THEN LET by
=F--N rt:15)+1: LET b: =FN rf303

&FIE?, REN .7;p.i-ker
590 LET s=s+fRND>.4)*((s<x)-(s>

3
700 PRINT INK 0;RT 16,0,q$,RT 1
710 1F y:15 flND ( X =5.- OR :2.; =E-- +1

THEN GO TO 810
720 LET en=en-1
730 PRINT RT	 BRIGHT)-;:. 7; PRPER 2,en;" "
740 IF en <0 THEN PRINT PAPER

RT 8,7; FLRSH 1;"JAD More Energy
GO SUB 330

790 GO SUB 100
30 0 GO TO 500
310 PRINT INK 0,RT 16,s;" ",RT
320 FOR 1=0 TO 1 STEP .1330 SEEP 2,-z*10: NEXT -17

GO SUB 340
350 GO TO 500

1000 REM score tabLe
1010 GO SUB 5000: GO SUB 70
1020 IF sc=hs THEN GO TO 1050
1030 INPUT "You have the new bigh score!","PLease type in your name. "; LINE n$
1040 LET hs=sc
1050 DIM a$11)
1060 INPUT "Do you want to ptay
aqain?";a$
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:2pr}Itiaoss PRINT AT 18,0-"aM M. MERV1070 IF a$="n" OR a$="N" THEN PC
KF 23593 55 PRINT RT 20,10;"OK,
tau again soon.": PAUSE SO: BOR

'DER 7: RANDOMIZE USR 4750
1 0 80 GO SUB 8120
1090 GO TO 50
3000 REM Title
5010 BORDER 5: PAPER 1: INK 4: C
L5 : PRINT AT 2,0;
5-020 PRINT TAB 4;11MM";TAB 20;
N"
5030 PRINT TAB 4-;";TAB 19,"11
A -
5040 PRINT TAB 4;-mm	 em%

E Is'"%"5050 PRINT TAB 4.;-N 1 1111
X M	 "5060 PRINT TAB 4,"ff I %me siAmj

5070 PRINT TAB 16;"1";TAB 14,"Am.-w
5090 PRINT TAB 5;"
5560 PRINT 'TAB 6;"
5100 PRINT TAB 5; 	  IF

3053 PAPER 8
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8057 PRINT AT 19	 -0Q.»2114	 ON.MSNIT):

WNW&	 Wff4f41a:	 ;4545dIfk • •

8060 PRINT PT 21,0; PAPER 2; INK
BRIGHT 1;" HIGH SCORE ";hs;"

",n$
3070 LET y=17: LET x=19
3080 LET jp =0
8090 LET ds=20
3100 RETURN
3110 LET hs=0: LET n$=""
3120 DIM i$(480)
3160 LET b=0: LET w=0
8170 LET n=USR "a"-776: RANDOM=
E n: LET lw=PEEK 23670: LET hh=P
SEK 23671: RANDOMIZE
8180 LET b=0: LET w=0
5190 LET s=0
5200 LET frog=3
5310 LET en=200

LET sc=0
3240 DIM q$f32)
5300 RETURN
9000 REM define graphics
9010 RESTORE 9000
9020 FOR c=1 TO 12: READ c$
9030 FOR b=0 TO 7: READ n
9040 POKE USR cliztb,n
9050 NEXT b: NEXT c
5060 LET mc=USR "a"-42
9070 FOR m=mc TO mc44-1
=4080 READ bute: POKE m,byte
9090 NEXT m
9190 RETURN
9195 DATA "a0,0,0,0,0,0,0,0
9200 DATA "b",36,126,60,153,128,
1--- 6,60,9g : REM frog
5210 DATA "c",165,231,66,129,153
• 153,126,60: REM 1/2jumpin9 frog
3 -2120 DATA "d,126,126,60,90,129,
1 35,36,195: REM 1s2 jumping frog
'230 DATA "e",170,85,170,85,170,
35,170,85
9240 DATA "f":170,85;170,85,0,0,
0,0- REM lo g (bottom)
3250.3ips6 DATA " 9 ",17,109,86,130,170,
56,109,17: REM 1/2 butterflU
9960 DATA "h",16,108,212,130,170
912,10B,16: REM 1/2 butterfly

9270 DATA "i",1,2,4,73,253,56,85
• 73: REM insect
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e–%
dww.-

5110 PRINT TAB 5; 	 N II	 I
5120 PRINT TAB 5;-m m	 '51.1ew

3130 PRINT TAB 22;"1", -TAB 20;"%ww-m-
513:5 RESTORE
5140 FOR a=1 TO 10
5150 READ n: IF n=99 THEN PAUSE
5: GO TO 5170
5160 BEEP .15en5170 NEXT st
5180 LET x =PEEK 237304-256*PEEK 2
3732
51 90 IF x=USR "a"-1 THEN RUN
5200 RETURN
5500 DATA 2,3, 99 ,2,5,3,99,5,103000 REM set display
3010 BORDER 2: PAPER 5: INK 6: C
3520 GO SUB 70
3040 PRINT PAPER 3; INK 4-;AT 17,
0:TAB 31;" ";TAB 31;"
8050 PRINT PAPER 1TAB 31," ";TA

MaR



9280 DATA -j-,
0,0: REM ins

9300 DP-7-174
1,144,30: REM
931e DRTR
0,10,10: REM S
9320 REM machi

224,16,212,128,85,
ect tait
0,34,33,159,156,17
spider
0,58,202,24_2,98e21
pider
ne code scrolL Ler

9330 DFiTA 33232280,62,3,50,129,9
2,6,3,197,229,125,245,34,93,35
9340 DRTR 1,31,0,237,175,241,13,
225,35,193,15,37,167,17
9350 DATA 224,7,237,82,58,12,92
:61,32,220,201
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Card Pairs
This game — written by Raymond Blake — is

based on Pangolines, in which you have to

try to pick pairs of cards from a pack of

20 until no cards are left. The aim is to

do this in as few moves as possible.

When prompted, enter the coordinates of

the card to be turned, entering the column

number first. The chosen card will then be

turned over. You do this again, so two

cards are showing. If the two cards are

the same, they are removed. If not, they

are turned face down again. The game ends

when there are no cards left, at which

point the score will be given. The lower

the score the better. Raymond Blake

challenges you to beat his best score of

17 turns.

!_1?-q= _R :^, 	 ^}=^i}; ,;51 	 s-^^` 7 = ei f‘
`ti0 ETM _ l^^i:	 }^.-R:L',--'±`^_^,.^tiT7--

_- _-60 LET a$= _ ^1112333436 ^ĉ2 .-̂42
S31'^'^ i-^-^^.-^_^ ? ^24^4--^=-^^ ^cJ L _

60 FOR i=1 T_, 10
90 FOR j=1 TO 2

100 LET t=LEM a$_ LET L+ = 3NT t RN
i I- t `2.` - `-?- =: 1F--T -._.;T f i 71=1 ÿ^_Z

12 17A 	X=1- n$ i s? .
b$2)
130 LET a$ =a$ i TO b-:U= ÷ s a$ fb-i.2

TO ) RtvD b i : t -1?
1E63 LET a i x ; y " =s : NEXT Y NEXT

c Qq.-_71 	 __

210 FOR i=1	 .a^-PiNT ^-??'	 _	 _ - --	 Ti,i: ;E ^= -Z;
^ -	 - -	 L r	 -. . 	 - - '	 ^ 

.:i 	 1 _
.. .	 2-fL f	 •

140

+ =.
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T-

620 BEEP 1,-10: PRINT RT- 5,24;"
-;AT 123;"

630 GO TO 630
650 PRINT RT 5,23;-

T 8,24:-
670 LET x2=fp1-1)*5+2: LET 4v2=

p2-1)*44-2: LET x=x2: LET	 L
ET c=p1: LET d=p .P: GO 5E 31=1;

RRO = ET pl=c: LET PR=
RRS LET c.c=c.c+1
700 IF atq1,q2)<>aip1,p2) THEN

GO TO 760
705 FOR i=0 TO 12 STEP 8: BEEP

.1,i: NEXT i
710 FOR i=0 TO 3: PRINT AY xl+S.

-;RT x24-i,%;t2;"

FnR J TO	 i=11-
T;4K	 rNVPRz'IF -1;

j+1: EO ; =L7, TO	 F--3R	 Tn
PRINT- RT i*54-k-i*4-.1-2; INK 6;"ME

M": NEXT k: BEE .03,0: NEXT i:
NEXT j
330 PRINT RT 6 1 2-3; 5 T1rn c,ve-r-;RT 8,25;-,"
340 IF INKEY$<:s"" THEN GO TO 34
350 LET q$=INKEY=: IF 4.1*-:."-	 OR
gsts.).-" -1-:-!==!4 s--10
350 PRINT RT 8 1 24;g: REEP .05,

20: LET q1=VRL q$
370 IF INKEY$4>-- THEM	 TO 370
380 LET q$=INKEY$: IF g$-z-1" OPg$:1-"5" THEN GO TO 33171

PRINT RT zR,21=,- ci* Elf=EP20: LET q)2=Pi g=
40t0 IF :=;fcC,,gf-0 THEN GO ,c1

50
410 PRINT RT 10,23; INVERSE 1;-

Try again-
420 BEEP 1,-10: PRINT AT 3,24;-

-;RT 10,23;-
430 Sn Tn
450 PRINT RT 6,23;" „R

T 8,24:-
470 L.L'T - LET--

9. -	 ÷	 L ET :4	 L ET
ET c=q1: LET d=q2: GO SUR Boo
490 LET ql=c: LET g2=d
5 :10 PRINT RT -1-:‘23;-Turn o\!=r-;P

T 8,25.--
546 IF INKEY$>-- THEN -:zf-1 TO 540
550 LET q$ :=TNKEY*: 7F	 ORq$>-4- THEN GO TO 550550 PRINT RI- 8,24;g$: BEEP20: LET pi=URL g$
5717 TF	 THFN	 Tn R71:71
580 = r--7- q$=TNKEY$: TF q=:"1" OR
q$›"S- THEN GO TO E,,Az7-:5171 PR INT 4-41-

_
600 TF	 -TnFio
610 RINT --1! -r 10,23; TNVERE 11"Try aain-

": NEXT
720 LET aql,q2:k=0: LET afp1,p2

)=0
730 LET c=0: FOR i=1 TO 4: FOR

j=1 TO 5: LET c=c4,---“isj): NEXT
: NEXT i
740 TF c=0 THEN GO TO -.1100
750 GO TO 300
760 BEEP .5,0
765 FOR t7 = 1 TO	 NEXT f: FOR
i=0 TO 3: PRINT RT N1+y1; INK
6;---;PT -:-.124- 1,y2;"IME": NEXT
770 GO TO 300
800 PESTOPE 100e; FOR: -7=-;TBaf

cad): READ .7=: NEXT
820 PRINT AT x,y;7= TB	 x

+1, 24,7_$f4 TO R)
8;:-30 PRINT RT x+2,y;-3.7$7 TO 9);R

T x+3,yz$:10 TO 12)
8 5 171 RETURN
ROO CLS
920 PRINT RT 8,2;-Yu cteared t

he tabte after-;RT 10,11; c-c;" tu
rns-
930 FOR i=1 TO 25: BEEP

NFXT
940 LET a$="Pre r	fi-ar
new kq eme - : PRINT RT 2.2,2
RRet	i=-5 TO LFN	 PR1-NT IN

K 6;a$(i);: TF A$1-.}" - THEN 5
FFP .03,20:
952 IF ' a$::)=- " THEN PROSE 2
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NEXT i
7	 GO	 -ii_tb^

RUN—
Sub Search
In this challenging game from Malcolm

Young, you have to track down and destroy

a submarine in the shortest possible time,

by employing your fleet in a strategically

sound manner.

You control a fleet of warships made up of

a battle cruiser, two patrol vessels and

three frigates. Your task is to hunt and

destroy an enemy submarine which has been

lurking around the shipping lanes near

you. Your battle cruiser is equipped with

a sonar system which rises in pitch as it

gets closer to the sub.

Each vessel can carry only a limited

quantity of depth charges. Once they've

been fired, your ship must return to port.

Full instructions are within the program.

10 REM Sub Search
20 REM © 1963 Ÿ`! 3 L co i L; Young LE r) tt
30 REM	 L-+ =1i6 t_ =iL, d=X t= åç f=r-

ä-	 h=	 S -_j=	 ` _^' := ^ A1 =- F7-'

4-0L'`EF FN b ( 1 =SGIR (FN _. (5'., s i ;
, l)1+Ffv s(su,=(3 2)11

5O DEF FN s(a . b) =RES (a -b? *RB5
-^-

80 DEF FN r ( : ' =i:°åT	 L` if-x : 3-1
70 DEF FN t(,i,i; i :,Ifi?=tRBS (1-s;

80 + G L7 SUB aL11t^0 : REM define `ara
•:^à i^
' 90 GO SUB 6000: RE M ..rrstd'uct i o
_ s

100 GO SUB 7000: REM _- e t up e•cr
^̂j:

Y 110 REM v 4f :r v v:i St :+ if t? 11 v tr v :` .f v v tF t' v tj v
120 REM move submarine
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130 L ET =-324 =FN r(6)
140 LET =_.=1:;+fsm=1) - (=;ia=-2)
150 LET s 1-4 __-'7 +fsfir=3) - (sir3=4_)
160 LET _-d=_ d +(^-n3=5) - (sm=5)
-å. 7 r.^ LET = x = s- >. + ( s :i : 1) - f -_- :?: 12 )
1E0 LET =y=sV+f_-yi1) - i s-y::-10)
190 LET s d = s d+ (5d d 1 ) - (Ç- d sG)
-2 10 F fl R c=1 T O 6
220 IF FN C (sx	 tC,1) , ^•'i - = (c_2)
- THEN GO TO S000

2 ,._̂ 0FNr5'^-' f c ,2 ), ç-:. ,5 (c,1)
THEN GO TiL? 5000

240 NEXT c
2 50 REM p £ aw E- r'' move
260 0 PRINT t10;" Press an u Rey to
throw di ce. "
270 IF s- (1, 1) :: =0 THEN PRINT RT

15.2 1; '°BCfanar ";AT 16.21; "read_. • - •
; INK 3; FLs=tEt-f 1; INT FN h f ) ; FLR
_'H 0; INK S;" ,.
250 IF s- f 1 , 1 ) : =0 THEN BEER .1,1

0-FN b ( ) PRL€S E 10
200 IF .It`1'r:EY $ = ' " THEN GO TO 230
30=0 REM dice
3 05 LET .r:b = n b +1
310 LET d=FN r (20? +1tz^: LET T3s =FN
r (6)
320 FOR i =1 TO d
330 LET na =m :t- f m 6 + 1 : BEEP 1 , [i+

PRINT AT 16,21; -'1`ot_= ha v e ";
RT 19 .-'1; t:-#-4R$ (151+m);" moves. - ."

350 NEXT i
360 PRINT BRIGHT 1; FLRTSH 1; IN

K m ; PRPER 9; RT 1 9, 21; GHR $ (151+ 3-
m)
310 BEEP 1,10: LET ri=t?
3 50 LET n =n * (n f 6 ) + 1
390 LET p =s f rr , -2) : LET r == (n , 1)
325 IF r<0 THEN G)? Tt_? 330
4-c^^0 PRINT FLA5H 1; INK n -1; PRP
- 7 ; pST ^` , r ; d $ ( n )

^4•10 PRINT PRPER n -1; .It•rli, 2 f RT 2
6 ; s $ ( n ) ; „ ( . . f ° ( n , 1) ; .. f . . s ( n r 2 ) .^;..

r^20 PRINT RT 21,5; "depth charge
_ ^ieft: "as fis ,'3)
4as, 	 RT 0.0; ,. EF> t y r yr). z^: e	 ,.

; LINE m$: IF Tl} $ ="" THEN PRINT I
vK n-1; PRPER 5+ (n=6) ; f-tT p, r; d$ æ

GO TO 3E0
4-40 LET £ =LEN m$: IF :. :- åx: THEN B

- I LF{: wz't_e' i Ci	 itiEf
450 FOR c=1 TO t

146

450 IF ift is: C);?''rr" RI'iD i6: $ f C) i:? '° 5-
'` R NL` iYs $ ( c ) f > " w " RND fTr $ ? C ) { > " e "
RND m$(c)> " d '  THEN INPUT RT ^.̂  .r 0

- "2.2-3-vaï.icï entry-Try	 "; Lå.
m$: L'C} T ir ^40

470 IF m$ ( C g ='d" THEN GO TO 570
450 NEXT c
490 0 REM F move t ship
=00 FOR q =1 TO £
510 PRINT ST p, r; PRPEF.' 5; BRIfT.

1; INK 0: ..1--..
=20 BEEP .1 .15
5ai? LET f-^=pr' irxt$' îqi =..s ,.( -	 ? ?

- „)+(,p.0) - (p?20)
535 IF p=20 RND r<5 THEN LET 5(

D ; 3)=3: BEEP 1,20: PRINT RT 21,0
"3 Depth Charges t oaded.": LET
=1L?

^ 54-0 LET r = r + (xh$ (q) =..e>.) -(F4.$ (^1

: .,7 ., 7 + (r ;i) - (r >'20)
550 IF RTTR f p, r); 64- TH EN GO TO
3000
550 PRINT RT .p , r r PRPER 5; I NK
-4nc;5); OUER 1;d$(n)
570 BEEP .120
130 LET m=m-1
590 PRINT BRIGHT 1; FLP5N 1; IN

K m; PRPER 9. ; RT 19, c^1 ; O•åfP`$ f151-;p

600 NEXT q
5 10 LET =-fn ,1)=r: LET s(3i ,2) =p;
IF NOT u THEN GO TO 650
520 INPUT -Do you want to fire

,>. charge?"; LINE i$
630 1-1- i$<>-y-	 i$:>-n- rffE-1 i
INPUT -Fire a depth char g e? ";

GO TO s- 3•z
54-0 IF i$=-y- THEN GO TO 670
650 IF m)0 t THEN G O TO 380
660 GO TO 120
570 REM fire depth charge
E=75 IF s in , 3) ( 1 THEN PRINT FLRS

T
1:FiT 21.0;-No depth charges te

t" GO TO 650
68+0 PRINT RT 2,21; 2:i ; F'r;PER 8; INK
0 .'YEL LvW-
6 '90 FOR a =1 TO 7: BORDER 7: BEE

.3,-1: BORDER 6: PRUSE 5: NEXT
a
700 PRINT FLRSi-i 1; INK 7; .PRPER
3; AT 21, 3; "Depth charges ready f
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710 INPUT -Enter depth, fl TO 1
720 IF dpii. OR dp/0 THEN INPVT
(dp;" is out of 1-ange,t5.--y agai

GO TO 720
730 LET dp=INT dp
7,4e BEEP .5-,-1‘a: BEET'
750 FOR f=19 TO -dp STEP -1
760 EEEP .02,f
770 NEXT f
780 BEEP .8,-10: PAUSE 20
790 IF sx=r AND sy=p THEN BEEP

, 3 ,1: IF sd=dp THEN GO TO 1000
BOO LET s 0-3,3)	 fn „ 3) -1
810 PRINT FLASH 1;RT 21,0; -Miss
d": IF sx=r AND 2sw=p THEN PRIN

T AT 216; "The sub's right under
Ltt7.,u!"
520 PAUSE 100
530 PRINT AT 21,0;-
840 GO TO 110

1000 REM sub destroqed
1010 BORDER 1: PAPER 1: BRIGHT 1

INK 7: CL5
1020 PRINT AT 2,3;-CONGRATULRTIO
Ws!"
1030 PRINT AT 4,3;-You mana g e lc
destroy the-

1040 PRINT AT 6,3;-sub in -.;nb;-
rounds."

1050 PRINT -That's -;pcfrib*100,-
% efficiencg."
1060 INPUT "Loud you tiKe to p
ay a g ain? -; LINE i$
1070 IF i$=-y- THEN RUN
1080 BORDER 7: PAPER 7: INK 0:
RIGHT 0: CLS : STOP
3000 REM cottision
3010 BEEP 1,-12
3020 PRINT AT 210OLLISION!";
3030 IF RTTR fp,r3=40 THEN PRINT
AT 20,0; FLASH 1; INK 0; PAPER

7sg5(n;" has sunk!": LET s(n,l)
304-0 IF RTTR fp,r);n*8+n-1 THEN
GO TO 3100
3050 PRINT AT 20,0; FLASH 1; INK
0; PAPER 7;a$(n);" has sunk:

LET s(n,1)=-1
3060 FOR a=1 TO 0 STEP -,1: BEEP

f5 -10: NEXT a
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3070 PAUSE 100
3080 PRINT AT 20,0;TRB 31;" ";TA
S 31;-
3090 GO TO 110
3200 LET s=RTTR (pr)-4-0
3110 STOP
4 3 9 9 REM 1 ttt1-1-1-1-t 1 tITI-1-Ttl-ttl-T
5000 REM submarine attacK
5005 IF RND>.7 THEN GO TO 250
5010 BORDER 2: LET u=1: PRINT AT'
2,21; PAPER 2; INK 7:- RED

5020 FOR a=1 TO 7: BORDER 4: BEE
P .5,-5: BORDER 2: PAUSE 5: NEXT

5030 IF RND<0.5 THEN GO TO 5500
5040 PRINT AT 21, 0; INK 7; BRIGH
T 1;S$(c);" under attac!"
504-t PAUSE SO
5050 LET p=5
5060 PRINT AT 21,0; PAPER 8; FLR
SH 1; 'Press 'F and hope for th E
best."

5070 FOR t=1 TO 2
5080 LET t1=FN rf101: LET pf=f11

5,k-164)-208
5090 PRINT RT 8,20+p; PAPER 5; a-,

"÷"
510111 LET p=pif(p<10)+1
5120 PAUSE 10
5120 PRINT AT 8,20+p; PAPER 5;
NK c-fc<>6);d$fc)
5130 PAUSE 10
5140 IF INKEY$<>"f" THEN GO TO 5

5150 FOR i=7 TO 1 STEP -1
5160 PLOT 208,62: DRAU INUERSE 1

INK i;pf,40
5170 BEEP .05,a: NEXT 1
5180 PLOT 208,62: DRAW INK 1;pf,
40: PAUSE 50
5190 IF ti=p THEM GO TO 530e
5200 PRINT AT 22,0; PAPER 2; INK
7,- That was good evasive ach i

"
5210 PAUSE 100: PRINT AT 21,3;-U
atch out!Pnother torpedo!": FOR
a=1 TO 7: BEEP .05,a: NEXT a
5220 PAUSE 50: PRINT RT 22;0;TAE.

5230 NEXT t
5240 PRINT AT 20.0;"FBISe Rtarm

Dama g e ";u-1;" Hits"
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5250 PRUSE 50: PRINT RT 2TP5
31;" ";TRB 31;"

5250 GO TO 250
5300 REM hit
5310 IF u=1 THEN PRINT RT 21,0;-
a HIT!": BEEP .8,-5: PAUSE 50: P
RINT RT 20,6;"The ";s$(c);" has-

ejected att it's depth charges-
LET s(c,3)=0

5320 IF u=2 THEN PRINT FLRSH 1;
INK 7; PRPER 0; BRIGHT 1;RT 21,0

has bean tos1 -
5330 LET u=u4-1: PRUSE 100
5340 IF u=2 THEN NEXT t
5350 PRINT BRIGHT 1;RT sfc,2),s
c 2 1); INK 0; PRPER 5;1--
5360 LET s(c,1)=-1
5370 FOR a=1 TO 0 STEP -0.1
5080 SEEP a,a*5 -10
3390 NEXT a
5400 FOR a=1 TO 20: BEEP 0.0025,
20: NEXT a
5410 GO TO 250
5500 REM' submarin- in ciose prcfx

t y
5510 PRINT RT 21,0; FLASH 1; BRI
2-HT 1; INK 7;"R1ert!"
5520 PRUSE 100
5530 PRINT AT 21,0;s$(c);" has 5
potted sub!"
5550 PAUSE 100
5560 GO TO 250
89 99 GO TO 9 999
7000 REM diSptaw
7010 BORDER 4: PPPER 5: INK 1: B
PIGHT 0: CLS
7020  FOR i=0 TO 19: PRINT BRIGHT

1; ") Ili j !114111;111:H1 ": REM
,Ilraphic

7030 NEXT i
7040 PLOT 0,15: DRRW 160,0: DRAW
0,160

7050 REM mines
7850 LET m=FN rfle)+10
7070 FOR i=1 TO m: LET wx=FN r(1
9): LET my=FN r19): IF RTTR (my

x) >5$- THEN PRINT RT mw,mx;"S"
7075 NEXT i
7050 REH ships
7090 FOR a=1 TO 6: PRINT RT s(a,
2),s(a,1); OVER 1; BRIGHT 1; PPP
ER 7; INN a-1;d$(a): NEXT a
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7100 PRINT RT 0,21; FLRSH 2;":51)8
SERRCH"; FLRSH 0;RT 1,21."CONDT

TON",RT 2,21; PAPER 4-; "GREEN"
7110 REM periscope
7120 CIRCLE 208,102.40
7130 FOR p=40 TO 0 STEP -1
7140 PLOT 208-p,102: DRPU p*2,0,
7150 NEXT p
7150 FOR i=0 TO 9: PRINT OVER 1;
RT 44-i : 25; "	 " : LET i =i (i =3) : N
7170 PRINT OVER 1;AT 8,21;"+++++
+++++"
7180 RETURN
3000 REM instructions
3010 BORDER 1: PAPER 5: INK 1: B
RIGHT 1: CLS
:=7 020 DIM s$(6,15): DIM s(6,3):
IM i (1): LET 1J=0: LET i=1: LET
d="	 A...A.": REM graphic b,c,cfc
,a,a
S030 FOR a=1 TO 5: BEEP ,1,-a: P
RINT RT 1.9; INN 2; INVERSE i;"8
UB SEPRCH " : BEEP .25,a: LET i1-
1: NEXT a
8040 INPUT BRIGHT 1;"Do you want
to read instructionsty/n)?

5050 IF i$<"y" THEN GO TO 8210
5060 FOR a=1 TO 6: PERD p$: PERS

3$
5070 PRINT RT 3,0;p$'"a$
3080 DIM b$fLEN p$): DIM t$fLEN
5090 INPUT "Press "; FLASH 1; "ENTER"; FLASH El" lo contirJLIE,	 ";
LINE p$

aloo PRINT RT 3,0;h$	 t$: NEXT
allo IF p$="n" THEN GO TO 82105120 IF p$<>"y" THEN INPUT "DO y
ou want to name your own	 f tee
t? Rnswer (y/n) ";p$: GO TO 8110
3130 REM rename ships
3140 POKE 23653,3: RESTORE 9300:
BORDER 4: PRPER 5: BRIGHT 0: CL

3150 FOR a=1 TO 6: PERD c$5160 PRINT RT 0,0;"What would yoliKe to cal.1""c$;"
: INPUT n$
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5170 IF LEN n$?15 OR n$="" THENINPUT ''N o wou can't have th at , t ;A
a g az n" rF$: GO , 3! 3170

=130 LET _ $ ta7 =n$
6 190 PRINT RRF°ER 8 -a; INK a-1 ; R;`a}5 f0; rf $ r „ .. i d $ i a 3	 NEXT cl=200 POKE 23558.0 . GO TLt 32305210 REM name    Ships
-=-22 0 RESTORE 9310: FOR a =1 TO 5 .-T .RERD C$: LET _•$ ta? =c$: NEXT a^`-.?3i^^ F OF, i =1 TO 5: PERD d: LET se-i „1) -a -1: L ET s / fl  c ^ =2-0:LCt s-3i -d: NEXT r. T i
3240 LET ç.r =Ff^^ r 12t^1 -1: LET sy=F• r i 2 ie.^ ?-1 : ' LET sd=FN F't rf•f i i 	-

	 .

3250 LET F C =FN b d ): LET nb=0: RETURN
9000 RE M Data
°^^ 01 0 REM Define graphics
9020 FOR c=1 T O 14: PERD c$9030 FOR b =0 TO 7: RERD bt: POKEUSR C ^i-b, bt : NEXT b9040 NEXT c: RETURN
9i;..̂ 5.0 DRTR ^ r_ ^ t ;r^ T .^ •^ -^.^,_:=.^.^? ^.'-^5,0:: REM patt^t boat

	
^

9060 DRTR
- i26,0: REM battte Cruise r
907ie.̂  DRTA

1 :0: REM frigate
9030 DRTR "d",137,74,44,31,243,5 74,4•å.-,31,246,5
2,82,145: REM explosion
q 0 g0 DRTR -P-,0,40,45,120,30,116         
=0 ,o: REM mine	 _

^FRTR .. f„,255,125,123,126,1=
-^ s 1'^6, 126., 126: RE M grid
g ;..1.0 DRTR ., g ,. ,0,0,1,1,7,1.1,0: R
EM -!
v1^2O DRTR ..h..,0,0,0,0,224.0,0r0:
T ûEt`;
H13^ DRTR "i-,0,0,0,24,24,0,0, 0: k'_+,i..^r0,2•2-,2+.i^T,0,tL^î
REM dice n o . 1

g 140 DRTR "j",0,96,95,0,0,5,6,0:
- REM dice nCy .2_	 _
g 15^.̂  DRaP "R",8,3,0.,24,24,0„192,

^+? : REM dice n o. 3
g 150 L'fRTR "1"„0„102,102,0,0„102,
"7,2,0: REM di Ce no.4
g 170 DRTR "m",195,195,0,24,24,0;
195,1 g5: REM dice no .5
9160 i'RTR "n",102,102,0,102,102,
-102,102: REM dice no.6

9190 DRTR "You con t ro t a f tee toF warships consisting of::P Satt t- cruiser, 2 Patrot vess-etS and
3 frigates."
3200 DRTR "Your ta s k i s t o huntand dtstroyan enemy submarine wh
ich has	 been lurking around the shipping tane =- near you."
9210 DRTR " Your batt tecruiser is
equipped with a sonar syste m

t hat ri ses in pitch as it gets rL o s er to	 the =^.+^•
3220 DRTR "Each L ^res-se t can carr y
Jnty a	 Limited amount of dep

th char g es and once they are fir
ed the shipmust return to perrt.T
he Limits	 are d- to the bat t te c
.r uiSer	 3 to each of the
_ r i3ates	 and 2 ta the patrc+ t b
c= a ts. . ..

9230 DRTR "The submarine may for
pedo any	 Ship that is within a
range of 5 units and is in tin

e either	 hori: onta t ty or verti
catty."
3240 DRTR "The submarine moves o
:,e unit	 each round and may hi
de up to a depth of 10 uni ts. Ir
=->0C+ MOVE 1 of your ships di rest t
• above thesubmarir,e an atarm wi

sound.,.

DRTR "The number of moves y
c-C3 get each r o und depends on a '
;d i cE ` f yC<Ls may move any number o
f ships as ton g ES it i =- within
i-`, Limits.-
9250 DRTR "Tb P i OD p i: t.F r mill 3 's s eq
uEnCe	 through each ship and
ask you	 ryceL3 want t o MOVE fl t .R

nstaer with 'ENTER' if you don't
or use the directions n.s ,e,w or

' d ' f 1 å	 dtr?-r• -:$e Lt<•^ { ^ L ^ ,.
9270 DRTR "If you navigate your
ship into another Ship then t h e:
_-matter	 Shi p Wittbe su!-ak.2f

^0u crash	 into mine yCeL.r ship w
_ = t sink."
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_250 DATA " ","The ships under y
our command are-HMS INVINCIBLE
yVur f Lagship) -HMS SHEFFIELD ff
: i gate 1)	 -RNZS OT yGO t ff i g
ote 2)	 -RNi S CANTERBURY
frigate 3)	 -HMS BRITANNIA tp

,atroL boat 1)	 -UL'S TITANIC tpaF
rot boat 2) "

DATA "i,}Ctt+Ld you Like to naw
= your own f Leet? Ans-wer ty./n)"
9370 DATA "your Battlecruiser ff
:,aaship)" "Friaate 1" "Frigate 2
, "Frigate 3","Patrot boat 1","P- -oL boat  `..
9318 DATA "HMS INVINt=•IBLE" , "HMS
Si-iEFFIELLS ., , •• RNiS z1TALO •• . •• RNZ3 L-^
NTERBL}RY " , .°!-iMS BRITANNIA" , "L}55 T
ITANIC.'
9320 DATA 4_ 3,3.3,2.2
9922 STOP : BORDER  7: PAPER 7: ;
: ^ïi 0: BRIGHT 0: INVERSE 0: CLS

STOP

Hangman
This is a superior version (by Raymond

Blake) of the ever—popular hangman game.

It has been designed so you can customise

it to your own requirements and the word

list has been left small deliberately to

encourage this.

To alter the words, simple change the 30

in line 70 to the total number of words in

the list, and enter the words into DATA

statements at the end of the program in

the same fashion as lines 1500 to 1520.

Witty comments and the scope for

alterations can make running this game a

long—lasting enjoyable experience. It is

even better if you can get a friend to

change the word list for you, so you don't

know what the words are. As stated in Line

20, CAPS LOCK must be engaged before

running the program.

20 REM	 ENGPGE CAP'S j ?̂CX=
BEFORE RUNNIN' -̂-

25 LET F=0: R?^ANt:? rS ; :i.^-
30 i; z.::Rii?i	 P?4Pf.-R 7 1M`. ^__ ?

L fA
40-, rRiT

M~`}'	 ^ : 
A`, 

34 _ 1,7;- 	
- - -

50 IF F=0 THEN PR I$Ÿ T	 111,-;"H-̂
e t p ` T h C _ C 3?.' ß1.} }ÿ, e 3 1 	 Ts a n g
AT 5, ÿ; ., i: you can't guess their

word -
55 IF F=1 THEN PRINT RT S0-;"O

h S no, now w t h £'4 want ?? i to hang ay"'
— friend! You've got to f,£Lp- him

50 LET W=0: LET L	 _": LET C=='
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70 FOR 1 = 1 TO INT
RED P: NEXT T

71-0 flz7z SEEP
: NEXT I

1 4.7k LET =LEN R: =ET
TO L?

90 PRINT RT 12,3; INK -;z;E:,
100 PRINT PT 8,0; INK 1;-Enter

y our q uess-
1-1-1P i tT	 TF L FN	 RND

EN C- 	 GO TO
1 3 :71 TF	 op z--"_*"7"
TO 120
140 PRINT AT 8,0;"

150 IF LEN C$=1 THEN GO TO leek
160 IF L7$--=R THEN LET
170 IF C sk-t:,R$ THEN =ET 14=1
175 GO TO 3017
180 LET W=0: FOR 1=1 TO

itM=C$ THEN LET
1 740	 YHENLET
195 NEXT I
200 PRINT RT 1 2,3; INK -:--t-;'R=q: IF
W=L THEN LET 0=0+1: GO SUB 7504-

0*20: BEEP 6,R,H-10-C-2=:: L ET W
$=W$4-C$ PND LEN 0$=.1)
210 IF (4<>L THEN FOR T =1 =7, TO

: BEEP .02,'t: NEXT
220 PRINT AT 17,0;"Wroncf tetter

s": PRINT RT 1 ,74,2; ThK 4;(-Pt
IF R szt=R 345 THEN	 Tn

250 1F =7=10 THEN = -, =1 TO 50
-=-0 TO 100
PRINT	 1-4K	 nuch

Next time YOU want hPtp,"""Don
't come runninc= to e,2, vloron!"
520 FOR	 fo -30 STEP -1: BF

EP .02,T: NEXT I: GO Tn. 550
rk-sank

ver y much. Remind me T
You a Large drink, partner -
-60 FOR	 T0 30: ==qz----E

: NEXT I,
650 PRINT RTi0 2TNK -1;"Th ,P w

ord was':";RT 12,;Rt
560 PAUSE 120
5 1 0 LET F=1: GO TO5 17t17= FOZ •==10 Tn 12: PIOT 1 50,j:DRRW 80,0: NEXT J

510 FOR J=212 TO 21": PinT
: DRAW- 0,100: NEXT J: RETURN
820 FOR j=201 TO 203: PLOT

: DRAW 10,10: NEXT j
j =2 1	 z`:;7-	 :

DRRW 10,-10: NEXT U: RETURN
84-0 FOR j=111 TO 112: PLOT 211,

J: DRAW	 NEXT J
850 FOR j=201 TO	 PLOT ‘1,11

0: DRAW 10,-10: NEXT j: RETURN
860 PLOT 171,110: DRAW	 R

ET Li

	

s	 7:
1e:==:=,

PLOT 169,80: nRRW
I: RETURN
900 FOR =i=170 TO	 PLOT si,75

: nRRW	 NEXT J: RETURN

	

FOR U=70 TO	 PLOT 159,j:
DRRU -10,4-: NEXT U: RE--TuRN
94-0 FÜR ,2:=7,;_k TO	 Ps07
r,RPU 10,: t-=EXT	 PET1!sRN
c;60	 U=614 Tn 62: PLOY 171,J:
ERFPW -7,-10: NEXT J: RETURN
98 0 F.11R j=====----11 Tn 	PsnT
l'-'4RRti 7 -	 :	 = XT

"1---änTnPE","PnKER","PLR
NET--"-sPHERE","FRLLROY-,-TRPH

KANGRROO","RTTRIBUTE","DERDLI
NE""ROuTE"
1510 O r-R "HnTEL-RtPAY-,-$..im-ru
ERSE",-MIRRG.E"-"BRIft5TnNE-,"OUXU
EP"z"COLOUR","ARINBOW","RUGH",-
VISION"
1520 5-1 RTR	 Lr-E
ELLOU","PRINTER","CntIPUTER-,"#OL
T t ' JüHPER
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SPACE GAMES



Stellar Evade
This tiny program,	 written by Graham

Charlton, produces a surprisingly

entertaining game. You use the "z" and "m"

keys to move left and right to dodge the

asterisks coming up at you from below.

(Note that the odd thing after the second

equals sign in line 90 is an "m".)

10 BORDER 2: PAPER 2: OLS
20 LET B=10: LET 17,=:15: LET c=2
LET t=0

POKE 236'22,0
4-0 LET t=t+1
SO PRINT AT 21,31-
30 FOR 2=1 TO 2
70 INK 7: PRINT PT C,RN.D:f31"*•

30 NEXT z
90 LET b.,---bi-INKEY$=–?&– PND t<3

01-fINKEY4= -1” N.Est tk:12A
100 IF SCREEN$ fB,k0=-4” TEN

EEF 2: PRINT -YOU c.cc% red -t:
FOR x=1 TO 200: NEXT x: RUN

110 PRINT PT e,b;-©-
120 GO TO 30

160 161



^^	 ^^ ^L^^^^^^^^^^ ^^^^^^._^^`=,==	 =

Skiiied progremmar Oevid Porry wroto thi^
program for the boo^. In this game, you
fiy through aoch gaioxy , ovoiding tha
atars, aiming to ahoot aii the enemy oiien
battie uruisora. Onne you`v^ ^ini^had, you
muat iueve the gæiaxy via tha Bionk Hoie
to panetrate into duoper apece.

Fuii inatructione are inoiuded within tho
progrem. You move oround uaing the curoor
koyo , ^ith "D o to fire. Th^ pound aigne
ahouid ba antared aa haah (#] symboio.

1 REM

	

2 REM	 SPACE TREK!

	

3 REM	 £££££££££££
4 REM

	

^ REM	 COPYRIGHT

	

6 REM	 DAVID PERRY

	

7 REM	 1983
8 REM
9 POKE 23658,8: LET NUM=10: D

IM N$(NUM+1,8): DIM N(NUM+1): FO
R N=1 TO NUM: LET N(N>=(100O—(10
0*n>): LET N$(N)="SPECTRUM": NEX
^ N: GO SUB 2000: LET N$(1)="DAV
E OK!": LET N(1)=5000

10 BORDER 1: PAPER 0: INK 7: B
RIGHT 1: CLS
20 LET GAL=1: LET BON=3: LET S

C=0: LET LEV=3: LET MEN=3

1ue

30 PRINT AT O,0; INK 5: BRIGHT
0;"

":AT 21,0;"
"

35 FOR N=1 TO 3: PRINT INK 5:
AT N,0^" ";AT N,31:" ": NEXT N:
FOR N=4 TO 20: PRINT INK 5:AT N

, 0 ^
" ";AT N,31;" ": NE^T N

40 IF MEN=0 THEN 6O TO 100O
42 FOR n=1 TO LEV
45 LET X=INT (RND*14)+6: LET Y

=INT (RND^29)+1: IF SCREEN$ (X,Y
><>" " THEN GO TO 45
50 PRINT AT X,Y; INK 2:"K"
51 NEXT N
54 FOR J=1 TO BON*2
55 LET X=INT (RND*14)+6: LET Y

=INT (RND*30)+1: IF SCREEN$ (X.Y
><>" " THEN GO TO 55
60 PRINT AT X^Y; INK 6;"*"
70 NEXT J
75 LET X=INT (RND*14)+6: LET Y

=INT (RND*29>+2: IF SCREEN$ (X,Y
)<>" " THEN GO TO 75
80 PRINT AT X,Y; INK 7:"O"
90 PRINT AT 1,3; INK 4:"SHIPS

LEFT:";: FOR N=1 TO MEN: PRINT
INK 7:"a";: NEXT N: PRINT AT 1°1
9; INK 6;"SCORE:";SC
10O PRINT AT 2,8; INK 3;"HIGHES

T SCORE:":N(1); PRINT AT 4,0: IN
K 5:"

105 PRINT AT 3,4; INK 2;"GALAXY
:":GAL: PRINT AT 3,14; INK 6:"KL
INGONS LEFT:":LEV 



110 LET D=2:	 LET A =5: LET B=1
120 PRINT AT A.B;"	 "

130 IF D=1 THEN LET A=A-1
140 IF 0=2 THEN LET B=B+1
150 IF D=3 THEN LET A =A+1
160 IF D=4 THEN LET B=B-1
163 IF B<1 THEN LET B=30
164 IF B>3O THEN LET 0=1
165 IF A<5 THEN LET A=20
166 IF A 2 THEN LET A=5
167 IF LEV=0 THEN BEEP	 .01,50:
IF SCREENS (A,B)="O" THEN LET

BON=BON+2: LET GAL ,--GAL-Fl: PRINT
AT 3,11;GAL: GO SUB 800: LET LEV
=BON: GO TO 40
170 IF SCREEN  (A`B)<>" " THEN
FOR I=7 TO 0 STEP -1: PRINT AT

A,B; INK I;"X": BEEF .02,I*7: NE
XT I: GO SUB 8()0: PRINT AT 1,1 3;

": LET MEN =MEN-1: FOR N = 1 T
O MEN: PRINT AT 1,13+N;"a": NEXT
N: GO TO 40
150 IF	 INKEY$="7" THEN LET D=1
190 IF	 INKEY$="8" THEN LET 0=2
200 IF	 INKEY$="6" THEN LET D=3
210 IF	 INKEY$="5" THEN LET D=4
220 IF D=1 THEN PRINT AT A~B;
INK 6;"a"
230 IF D=2 THEN PRINT AT A,B:
INK 6;"b"
240 IF D=3 THEN PRINT AT A,Bo
INK 6;"c"
250 IF D=4 THEN PRINT AT A^B;
INK 6;"d"
255 IF INKEY$="0" THEN GO SUB
300

2 6O BEEP .01 ° D*10: GO TO 120
300 IF D=1 THEN GO TO 400
10 IF D=2 THEN GO TO 500

320 IF D=3 THEN GO TO 600
330 IF D=4 THEN GO TO 700
340 STOP
400 IF 0=5 THEN RETURN
405 FOR N=A-1 TO 5 STEP -1
410 LET A$=SCREEN$ (N.B)
420 IF AS="K" THEN LET LEY,-LEY

-1: PRINT AT 3~28;LEV;"	 ": LET
SC=SC+100: PRINT AT 1~25;SC: FOR
1=7 TO 0 STEP -1: PRINT AT N,B;
INK  I:"K": BEEP .01,I*7: NEXT I
PRINT AT N~B:" ": NEXT N
430 IF A$="*" OR A$="O" THEN B

EEP .03.10: LET N=6: RETURN
440 PRINT AT N,B:("f" AND N>5):
BEEP .01,N
450 PRINT AT N,B;(" " AND N>5):
NEXT N/ RETURN
500 IF B=30 THEN RETURN
505 FOR N=B+1 TO 30
510 LET A$=SCREEN$ (A.N)
520 IF AS="K" THEN LET LEV=LEV

-1: PFINT AT 3.28;LEV:" ": LET
SC=9C+100: PRINT AT 1,25;C: FOF^

1=7 TO 0 STEP -1: PRINT AT A,N;
INK I;"K": BEEP .01,I*7: NEXT I

: PRINT AT A,N;" ": NEXT N
530 IF A$="*" OR A$="O" THEN B

EEP . 03.10: LET N=30: RETURN
540 PRINT AT A,N;("e" AND N<311

: BEEF .01,N
550 PRINT AT A,N;(" " AND N <31)
: NEXT N: RETURN
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600 IF A=20 THEN RETURN
605 FOR N=A+1 TO 20
61 0 LET A$=SCREEN$ (N,B)
620 IF AT :-"I" THEN LET LEV=LEV

-1: PRINT AT 3,28;LEV;" ": LET
SC=SC+100: PRINT AT 1,25;8C: FOR
I=7 TO 0 STEP -1: PRINT AT N,B;
INK I;"K": BEEP .01, I*7: NEXT I

: PRINT AT N,B;" ": NEXT N
630 IF A$="*" OR A$="O" THEN B

EEP .03 ~ 10: LET N=20: RETURN
640 PRINT AT N,B; ("f" AND N<21)
: BEEP .01,N
650 PRINT AT N.B;(" " AND N<21)
: NEXT N: RETURN
700 IF 8=1 THEN RETURN
705 FOR N=B-1 TO 1 STEP -1
710 LET A$ =SCREEN$ (A.N)
720 IF A$-"I" THEN LET LEV=LEV

-1: PRINT AT 3,28;LEV;"	 ": LET
SC=SC+100: PRINT AT 1,25;SC: FOR
1=7 TO 0 STEP -1: PRINT AT A,N;
INK I;"K": BEEP .01,I*7: NEXT I

: PRINT AT A°N;" ": NEXT N
730 IF A$="*" OR A$=°O" THEN B

EEP .03,10: LET N = 1: RETURN
740 PRINT AT A,N: ("(.12 " AND N>0}:
BEEP .01,N
750 PRINT AT A,N;(" " AND N>O):
NEXT N: RETURN
801 LET B=2: FOR N=20 TO 5 STEP

1
810 BEEF .02,N*2: PRINT AT N,0;
I NK 5;"

820 NEXT N

830 PRINT AT 3,31; INK 5;" ": P
RINT AT 21,1; INK 5;"

": RETURN
1000 PRINT AT 10,4; PAPER 7; INK
0; BRIGHT 0;" YOU HAVE SCORED "
;SC:"^ "
1010 BEEP .1,24: BEEP .1,23: BEE
P .84,24: BEEP .5,21: BEEP .5,20
: BEEP .85,21
150O IF SC =N(10) THEN PAUSE 50

GO TO 1. 540
1502 LET NUM = 11: IF SC>=N(NUM) T
HEN INPUT "ENTER 8 INITALS! ";P
$: IF LEN P$>8 THEN GO TO 1500
1505 IF SC>=N(NUM) THEN LET N(N
UM)=SC: LET N$(NUM)=P$
1510 FOR A=1 TO (NUM-1): LET B$=
N$(A): LET C$=N$(A+1): LET B=N(A
): LET C=N(A+1): IF B  THEN LE
T N(A) =C: LET N(A+1) =B: LET N$(A
)=C$: LET N$ (A4-1)
1520 NEXT A: FOR N=1 TO NUM-1: I

F N(N)<N(N+1) THEN SO TO 1510
1530 NEXT N
1540 CLS

1550 PRINT AT 2.4;"H A L L OF
F A M E !"
1560 PRINT AT

15E30 FOR N= 1 TO NUM-1: PRINT AT
N+5,7; INK 6;"("; INK 2;N; INK

6;")";AT N+5,12; INK 7;N(N): PRI
NT AT N+5,17; INK 5;N$(N): NEXT
N
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1590 PLOT 0,0: DRAW 255,0: DRAW
0,175: DRAW -255,0: DRAW
PRINT AT 17,8; PAPER 2; INK 7:"
PRESS ANY KEY! ": LET I `0
1600 LET I = I+1: IF I>7 THEN LET
I=0

1610 PRINT AT 2,4; INK I;"H A L
L OF FAME !"
1620 BEEP .01,I*7: PAUSE 2: IF I
NKEY$="" THEN GO TO 1600
1630 6O TO 10
2000 BORDER 1: PAPER 0: INK 7: B
RIGHT 1: CLS
2030 PRINT AT 2~6;"S P A C E T
R E K !"
2040 PRINT AT 3,6;"£££££££££££££
£££££££"
2050 PRINT AT 6,1;"CONTROL YOUR
SPACESHIP USING	 THE CURSOR FE
YS AND '0` TO	 FIRE. THE OBJ
EST OF THE GAME	 IS TO PASS TH
ROUGH ONE GALAXY	 AFTER ANOTHER
WEAVING BETWEEN	 THE STARS TO

SHOOT THE ENEMY"
2060 PRINT " KLINGON BATTLE CRU]
SERS.WHEN	 THEY ARE ALL DESTRO
YED YOU	 SAN LEAVE VIA THE B
LACK HOLE."
2065 RESTORE 2085: FOR C =0 TO 7:
READ HAT: POKE USE "A"+C,HAT: N
EXT C
2070 PRINT : PRINT "	 YOU 'a'
BLACK HOLE '"; INK 7;"0'"

2080 PRINT : PRINT "	 STAR '"
; INK 6;"*"; INK 7;"'	 KLINGON
"; INK 2;"K"; INK 7;"'"

168

2081 PRINT : PRINT VAS 2; PAPER
2: INK 7;" PRESS A KEY TO COMMEN
CE! "
2082 PLOT 0.0: DRAW 255 ~ 0: DRAW
0,175: DRAW -2550: DRAW 0, - 175
2084 FOR C=0 TO 39: READ HAT: PO
FE USR "B"+C,HAT: NEXT C
2085 DATA 24,36,36,36°60,90,102,
66
2086 DATA 0,224,94,49°49, 94°224,

2087 DATA 66,102~90,60,36,36,36,
24
2088 DATA 0,7,122,140,140,122,7,

2089 DATA O,0,0,255,255,0,0,0
2090 DATA 24,24,24,24,24,24,24,2
4
2110 LET 1=0
2120 LET I=I+1: IF I>7 THEN LET
I=0

2130 PRINT AT 2,6; INK I:"S F A
CE T R E K !"
2140 BEEP .01,50-<I*7>: PAUSE 2:
IF INKEY$="" THEN GO TO 2120

2150 RETURN
9998 FOR N=0 TO 7: PRINT INK N;
" ";: NEXT N
999 0 GO TO 9998
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Stellar Probe
This is a fascinating game in which, once

again, you patrol a sector of the galaxy.

As you might have guessed, there are

aliens at the bottom of the galaxy, and it

is your task to find them, and blast hell

out of them.

The program shows a map of the current

Galactic Sector, along with its important

features. You'll quickly learn how to read

the map once you run the game a few times.

At any time you can move, scan or fire.

Your scanners operate in two ways. The

short range scanner, which Looks into the

eight squares immediately surrounding you,

consumes little energy. The long range

scanners look two squares in a single

direction, and use up more energy.

The game ends if you land on top of an

alien ship. The aliens do not move around

during a single game. You have limited

reserves in your energy bank and must try

and kill as many aliens as you can before

your energy is totally depleted.

An alien (and the program invents names

for the aliens for each game) can only

shoot back after you have fired your laser

at it (thus revealing your position) and

if the alien is within a single square of

170

you. Damage to your ship from an accurate

alien shot is shown in energy terms (that

is, energy is drained from your bank). The

game continues until you land on an alien

ship, or run out of energy. Tim Rogers

converted this program from an original

program of mine.

- RNOi-iNTZE

41-0 C'S
F;0 - - SUE 2000: GO SUR 1000
70 G # SUE 3000

110 GO TO 70
1010 DIM ^

FOR a = iTz -DO
L;60 LET	 (r-.'f .= i:. c  FN ,..	 ) . =1

=:T =
_	 ^ ^ -_' r -

^^T	 --^

	

^ ^^	 _ .- - -

	

^ ^	 ,^ •^ -	 LET z- r -^^^

	

-.^ .^ ^^	 ÇT _ ^i -^ ^ - f °`--t 7ti .r lL'_

- SEEP

=T 3 ' R ;t
=005 DEF FN a ;x3 = ii>iT -t_i 3 +

 FN a^..f =;^ t r r•. . TO t t: a^2010-^ ^_ 	 -^	 ,
-	 {:._	 ,	 T^^ t ..-r,2 c? -

	

^^	 _	 _
2015 LET >.I =1:'_ 	 _

=̂
204-0 LET $=	 -

17'100  -.-^T

	

  L^	 -

_ 2 d R E D -$; ^ {
2130 NEXT `1 T -
11T0 LETat=%.-1 '4-r.	 I"^, ^%: 	 . ^ ÿ.L'	 i
- - FOR - =1 i-

-^-e zj	 `	 rLi£',^	 . L ^-`.^^ 	 . v :^- b i ^ ^	 RE R
 w '̀ i NEXT

~.	 `^iiy LET ^=^'-:_''_^:'-^i^i 	 :^^--^-	 z	 - i _	 •^=^=-..

D	 t 8 _.

=FN a : 20 :
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22 2 0
2225

FOR	 TO
READ	 fl $	 LET	 t:t =3 F---N 7F 5-< 1 THEN GO TO 4000

22 30 LET	 -x$-(a=oS. TF at >5 THEN PRINT RT 8;14;
R-=- RD	 t	 =LEN 0 21,14:-da5trogad

2240 LET ,4$fa)zzo$ GO SUE -7500
22-,: gt NEXT a RRINT RT	 10,14;" 5hip	 is	 Lot:
2 2 0 DIM 5*(10,11)
2270 FOR	 5r = 1	 TL,	 24 7500 PRINT RT 11,14; -at sub-quad

T	 F 1,1	 -4

361	 PRINT PRINT RT 12,14; FLASH
2 3 0 3
2:710

LET 5$(a)=FN a$f)
NEXT a a7V,71

2320 FOR a=1 TO 3 3530 PRINT RT 13 1 14;-in	 -;s$tINT
2330 FOR b=0 TO 7 14,14;-5e5-1-tor"
2340 READ C 3640 PRINT RT 16,0;

POKE USR CHR$	 (143+a)-§-b,c :7545 GO SB 2500
2353
2420

NEXT b:	 NEXT =,
RETURN

3550 GO TO 4500
4010 GO •--==UR 5000

f:;010 PRINT	 FLASH	 1:"4=n5r-	 han!-:.5
PRINT RT 0 , 3 ,-5T5P LL mpLteti-4	 draind-

3030 GO SUB 1500 4!	 PRINT	 ":741•-
PRINT "MAP -;

3350 GO SUE: 4-110 PRINT	 S FN	 a (511 ) ; "	 t-3
PRINT - RERD-OUT - OLI	 tf.i3n1-	 to	 6e-,-c2ptain	 a g ain,	 s

-0 50 SNE 1500
:7 1 00 FOR a=1 TO 32 -1 1 20 IF TNKEY zt-:>"- THEN GO TO 41

PRINT -*-;
3130 NEXT a 4 1 --53 IF TNKEY$=-- THEN G-t.-it TO 413

3150
31 60

GO	 SU	 17i.711
PP -77-	 --
FOR a=1 TO 10

-1 1,10	 TF 	 AND TNKFY
- N - TThEN RUN

3170 IF a<104 THEN PRINT a::	 fait-) T
0 3190
-7 3 0 PRTNT -0-;
7 1 90 FOR b=1 Th 10
:71 95 LET b$=a4,--f5(5,,b)+1)
2200 PRINT INUERSE- :1;b$;
3205 TF b$ < 	 THEN GO SUB 1500
3210 NEXT b
:71 2 1 5 T F	 THEN PRINT 2: Gn TO

3220 PRINT -0-

3240 PRINT - 1234567690-
3510 PRINT RY	 -F-'--P1)71ES
7; FLASH  1;-En&r g i4 Banks -;INT

1720 PRINT PT 6,14:
2:530 FOR a=1 TO 5-s205
3540 PRINT

3,;;—.N1
3550 00 SUE 1500

1-111-,0 PRINT	 $ f FN	 ; 	 Yril;
E E

4170 PRTNT - a bit of 54 -;
4.133 LET rn=FN af8)
4-190 LET rn1=FN
4250 PRINT FN a$()
4210 PRINT END
4500 GO SUB 5000
4510 PRINT RT 160;c$fFN 5,f5J,1;-

Your ordar,
BEEP

4520 PRINT RT 17,12;-1 Scan"

4540 PRINT -1-- R7 1 2 ;" 2 Mov5--
40 Gn SUE 1 5 0-17!
4550 PRINT TAB 12:-3
4570 GO SUE 1500
456071 PRINT RT 2 1,:-Rr55 1 2
3 on ,-4our CODE- 0 1"

4F;RO L FT i*=7NKr---Y$
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4592 IF CODE i$<4-9 OR CODE 1"7
THEN GO TO 4590

4595 GO SUE 1500
4600 CC SUB 5000
4610 IF i$=-1" TH-EN -0-0 T 6-0-00
4F,20 GO SUE 50004-1000* IJPL i$
4630 F's=tR a=-0 TO 26
4-640 PRINT PT 21,a;"1111g"
4650 BEEP	 111,a-i-12
660 BEEP 7115a

ES NEXT
PP T NT PT 21,=,:"

s
4690 PRINT RT 21,a;"
4700 RETURN
5005 PRINT AT
5010 OCR =I TO A
F-- 0201 PRINT -

7:"MM SCANNER MUM
6010 PRINT cS:FN af5));---
5020 PRINT - ton q 2 1 Or •=--ht- rt 1)
F8FiQ.E, sir?"
5030 LET i$=INKEY$
F;i7N-40 BEEP	 I.0-
6050 IF CODE i$<4- ct OR CODE i$>50
THEN GO TO 6030

:1- 060 LET i;-=URL i$
F,%7170 !r=7
5080 IF K=2 THEN GO TO 6500
6090 PRINT AT 23,0"

Fk0 g5	 f=1.71-
6100 FOR a =-u TC, (u <10)
6- 110 FOR b=- (p >1) TO Cp <10)
5115 BEEP 01.S
5120 IF q(u+a,p+b)=1 THEN LET f=

NEXT b: NEXT
6140 IF f=1 THEN PRINT a$;" ship
in vicinity  sir	 GO, 10 6150

5150 PRINT "Nothin g in vicinit.

t7i15 GO SUE 1500
;-=,160 PRINT AT 21,0; "Scanner off,

ir?"
6165 BEEP .1,RND*50
5170 _IF TNKEY$=" - THEN GO TO 617
0.1
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La1-1 SUE 1500
5180 IF INKEY$=-n" OR INKEY=-14-

THEN GO SUB -=-7 0 40: 1=0 TO 6010
5190 CC: 70 4.=-700
E%-1---‘00 PRINT RT -6,0;c$:FN

D.Irection?
5510 PRINT "north :1 east:2 south:3 ttif7--t:4"
6515 IF INKEY$<>"" THEN GO TO 65

LET ilk=TNKF',/-$f,-;!=-,3f77
64-0 IF CODE i$ :4- g OR
THEN GO T=-1

E5 00 LET K=0,JRL i$-1J*2+1
5560 LET z=fq:u-i-bfk)*2ep+c-LK)*2

6570 IF z=1 THEN PRINT FLPSH 1;-
Po c-itive": GO TO 6590

"ryttive-
!--7, q371 GO SUE 1500

556 IF INKEY-$<:1-" THEN GO TO E5
6600 GO 7n 6160
7002 LET f=10

LET ,-s=e-50
7010 PRINT -Bearings:-7371 -i=	 -=,guR
7020 CIRCLE 4-024-,16
7030 PLOT 40 . 24-
704-0 DRRU 0,1E
7000 GO SUB 1500
7060 PRINT RT 16,16;"000"
7060 PLOT 4-0,24-
77=qfA DRAU 1E-0
711710 1=-0 SUR
7110 PRINT RT 18,18;" 590-
710 PLOT 4-0 . 2-4-
714-O DRAW 0,-16
7150 GO SUB 1500
7160 PRINT PT 20,16;"180"
71F',0 PLOT 40,24-

DRPW -1A0
7200 GO SUS 1500
7210 FAINT AT q:714-:—:'-70-
7 2	 -;r

T F r.>31 OR r- -0 THEN GO TO
7230

,1=T r= TNT	 r.4-5) +1
7255 IF fL=1 THEN RETURN
7260 LET q(u,p)=0
7270 LET ,;--(u,p)=3
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0530 NEXT a
PRINT PT 15,0;
PETRN

0-000PRINT TAD 11: FLR5H 1;



7280 LET u=u+b(r3

	

72 =q 0	 P=P+C:r)
7"----',00 IF .--,sfu,p).<>1 THEN CO TO 111

77 10 PRINT PT RND*21 1 0; FLASH 1

	

INK	 PAPER 6, "You have 1-ande-_-.1
r“-i =

7320 BEEP 1,3
325 IF RND>. ,riS THEN GO TO 7310

73	 FOR =,=1 TO RND*
7:740 PLOT 128,87

r"',PAW
350 NEXT ;

7370 BEEP ..3-23
7380 GC TO

LET ft=1
8010 PRINT RT 14,12; INK 5; PAPE
R 2; FLASH 1; "RED ALERT"
8020 GO SUB 1500: GO SUE 1500
8030 PRINT AT 15,0:cS(FN
- r!. =,- ='ctirirf 1DF

804-0 GO '-711=1

8050 IF ---=i;ur:,pi-c.CM<>1 THEN
GO TO ---300
O070 BEEP 1.20

G r', SUB 5000
PRINT c$FN arS)Y;" - You h

it the -,.7E414.-,sir!-
J'S LET
80 97 LET qiu+bEr),p+c-(r))=4-
7",100 LET at=a1+1

PRINT ..“FN =,U5);" -
t 1I tUrn “ , '`ihe red aLert of,

3 130 IF INKEYS<> -- THEN GO TO 01
40

TF TNKr---(±="" THEN 1-“71 TO

8140 GO TO 1110
8300 GO SUB 5000
8310 PRINT c$:FN aCS);":";
0320 LET ,=-Eu-i-b(rp-i-cEr)3=3
8330 PRINT - We missed,
f-=,34-0 FOR a=0 TO 30

33ee NEXT a
3370 BEEP 1,35
6380 FOR a=1 TO 50
8330: BORDER RHO *7

400 NEXT a
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8410 BORDER 0
84-20 PRINT „c$fFN a(5.; - : The
";z$:" ara","shooting

SUB 1500
8450 IF RND>.6 THEN GO TO 8700
8460 PRINT "They HIT U8 SIR!!!!-
8470 LET e=e-100*RND
8480 GO TO 8110
3700 PRINT c$:FN af5)": But th

the stars--
8710 PRINT "The ",z$5. - missed us

3720 50 TO
9020 DATA '
t. Loohu-,'
9030 DRT
1,-1,0.-1,
9040 DATA'

""Grup","Lish"Kreti-,"on",-Ou

0050 DATA DATA '255,16S,195,153,153,19
S,16S,255
9060 DATA 255,189,219,2S5,255,21
9,189,2SS
9070 DATA 248,152,152,255,47,57,
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'Dr SoCi,"SPOttie",-L
'ChekT.Kput","ZuLu-
-1,0,-1,1,0,1,1,1,1,0
-1,-1
'GLob-.-utian",-Frax-:
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Lunar Storm
David Perry's LUNAR STORM uses

sophisticated string-handling to provide a

mass of meteors and spaceships moving

sideways on the screen.

Below this is the surface of the planet

McClariana (named after the intrepid

explorer O. J. McClaren who discovered the

planet in 206B). You have to try and weave

your way between these obstacles, and land

on one of the three landing pads.

To simplify an extremely difficult task,

you'll see you've been provided with a

thrust button, to allow you to high tail

it out of there when the going gets too

rough. The game uses lots of sound and

color, plus some rather clever UDG's.

I—M=K
/g 	5

M- E aM E
ENTER L EUEL 5: 1 TO 3)

5 -SHIP LEFT Fi -SH IP RIGHT-THRUST
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J.

LU

'7v) LET f5C=07 LET 0=i17110: LET i
=7 :	 77:7 4=

-7 år.,a	 inr-,	 r.-,

	

_	 t
11 LET x=0: LET g =TNT (RND*31)

12 PRINT PT x LI; - - : PRINT RT
3,0; INK 5; -a $.; RT 7 ; 0; $; RT 11 2 02

; RT 15 2 47t ; $ ; RT	 820; $
13 PRINT PT 5. INK 5; b$ ;PT g
; $ RT 1	 72-0; b

TF INT X-15	 N 171 0 TO 79
1 F_-.-=;n-
TO 2PPi4T RT X i RFFP	 ; X *2

p T h rTL-j-r	 - •

LET - - — -	 -EF T h 2=s."-L

	

-	 s c =s c -
- 4-	 =	 — t

IF y-Z T HE N
-i._	 "•nE

2--T-• IF X >1- 3 THEN GO TO 79
i7; f-1

25. PRINT HT x g ;	 TGHT

:=7-‘2=, 11=-7	 :12 TO
27 LET $ -= $

57'	 -

"e" ; L H O; INK
FL-SH 1; izyt " FLPSH
; FLR-SH 1; "se"; INK 7.;
" INN	 FLRSH 1; "mg" ;-	 t

INK
n=1 TO	 PERD c$: FOR
RERD b: POKE USR

NEXT n

179

== ==

- R.7Ä

F= LRSH O 77-na"



PRINT RT
,24,35,9-0,165,21S,2

,0,50,125,171,213,1

15,5 INK iz2;-===

II; INK 4; "0 -TH
105 189	 126

DM-1:4
z=14 1 R	 -7 =1

p "a"

3F„F.0,0
r'zR_TR " h "

- 35 RETURN
7OR	 TO 0 STEP" 	 2:

f=ff=1 RFFP

40 LET 1=7
41 PRINT P7 2,8; INK 5; - 5 C

R E
42 PRINT INK T ; ER1GHT E; PT

- " p R •••	 5 R N Y k E Y;;-

-S2 PPI!,27 RT
;-E-S-1-iI5' LEFT

6a PRINT RT

E-4- PRINT PRINT R7 20,0; INK 5; "TRY T
0 LRND SHIP ON LRNDING PRDS"

55 PRINT alL BRIGHT 8; INK 7;"
LUNRP STOPH DRUID PERRY 1983-
rse PRINT RT5 E T

LE ,-2EL ( TO 3 )

LET a$=INKEV$: IF afr.-c-1-
a$ - 3" THEN GO 70 75

TF	 DO TO 75_
IF	 THEN LET

"THEN LET b-Ii=-A

THEN LET -a I= =

72 IF Fq =:::' THFN LET II=1:=-

74
4Z-r,

LET I=I-1: IF T OE  THEN 'FT

T F TNK FY="" T
L 	 SC=0: CLS	 LET d=0: BR
I: INK 5
PPTN-17 -

.33/1åE

MarIM

kV Pr irk

IF	 "THEN LET

Ba-
PRINT INK 5: F.RIGHT 0	  ;mm mmm

."-
,11	 ZEE

a7-4_ P7,,TI,T77 -a 	 -  

f=0 Tr-E 35
iT=T

FDE2jf i=0 TD 7
84 PRINT AT

GRRTULR
85 PRINT RT

:-;

LET 80=150:

7F-

77 '7=f7-1 Tfl 55
7Fi STOP
79 PRINT RT x-f,; INK 7. BRTGHT

f=:-43,:t-: IF	 tf;!frN iFT ,=;i-f=1F01-:
fizn- Tf"

TF Y=15 THEN LET BO=I00: GO

FOP N=I TO 3:

INK I: - 17 n N
ki LT,

-BONUS POINTS
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BE PRINT RT 5,11;-SCORE :";5C
57 NEXT I: NEXT

FOR N=-20 TO SO BTEP 5: BEE
P .006,N: BEEP .003_,50-aas 04:4:
BEEP r=g 	 N	 N

GO TO (A

THE LURE OF

THE MAZE
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ABSOLUTELY AMAZING
We now look at a number of different,

outstanding maze programs, most of which

were written by Graham Charlton.

Maze-maker
We start with a program which draws a maze

of any size, such as this one:

^ 	 ` 	 < <	
^

<
t	  }-^_ ' 

^   	 ^ ^ r"--1 CI-Pr

^j- -7r-r!
.iLL.,?!^-^^^.

^^^ ^^ -^►	 11-=
.^^ 	 .r«^ !!

1 ^ ` •  ^— • ^ L	 ^	 , <	
, i f Y

^û ^	 ^ 	 ,^^^^^.^ 	 ,

'	 	
1 ^ 3 rai 	 t--̂-^

n --'!	 +	 ^	 ^ ► 	 ^ ^ 	̂  ^^^^:

;^ ^ ^t

- 

sit^Z2 ^
",Ln--ar

 ̂
^- ^  	 ^ €;-^^^ ^̂^^^-^ i
	 	 ^--^^

{^̂ ^ -̂^_^  U .^^^.^^
When prompted to do so, enter any number

between two and 23 to see the program in

action.

ï0%	 a$ 999:
20 DI i=:	 9Pici ^30 INPUT s
40 L ET t =INT	 ^=
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45 LET w=INT (175/s*5
50 PLOT 0,0
;50 DRAW tEl.
70 DRAW 0111k
ao DRAW -i3O
90 DRAW 0,-w

100 LET x=s
110 LET w=s
120 LET 1=1
130 PLOT xey
140 IF (POINT (x+S.,L()+POINT (x,

w-53+POINT (x.w+s)+15bINT
<>,4. THEN GO TO 200
150 LET z=z-1
150 IF z=0 THEN STOP
170 LET x=CODE a$ (z:
ISO LET w=CODE b$(z)
190 GO TO 130
200 LET a$(z)=CHR$ x
210 LET b$(z)=CHR$ w
220 LET z=z+1
230 LET )=INT (RND*4)
24-0 LET C=S*{ (1-- =0) -;.r-=-1
250 LET d =s *{ r =2) - tr=.:.z)"5

260 IF POINT (x+c,w+d) THEN GO
To 230

270 DRAW c,d
280 LET x=5;+c
290 LET w=w+d
;O0 GO TO 130

Mangled Mazes
There is no reason why the walls of the
maze should be at right angles. Here are
four MANGLED MAZES programs, which use
walls at odd angles:

10 DIM a$(%)
20 DIM b$09.9q)
30 INPUT s
40 LET t=INT f254J=.?*=-
50 LET w=INT f174c.Aifc.
50 PLOT 0,0
70	 w/2,ws2
72 DRAW -IeJ2e(n/2
74 DRAW (t-w)/2,0
75 DRAW w/2-s,-w/24-s
76 DRAW ws2-s,w/2-s

DRAW (t-w)/2,0
51 DRAW -w/2,-w/2
62 DRAW w/2,-tod2
64 DRAW -(t-w)s2,0
85 DRAW -w/24-s,w/2-s
$ 5 DRAW -w/2+s,-w/2-i-c.
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70
O=0 DR)t.J	 -w

10 0 LET X
LET y =s110120 LET z=1

130 PLOT x y
	14-0 IF POINT	 y +=.? +POINT

x +s „ 14-s ) +POINT (>: -	 + +POINT
x -a -s ) ) < >4- THEN GO TO 200

150 LET 1=1-1
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150 IF =0 THEN STOP
170 LET .*4 =CODE a $ Cr
.13Q. LET =CODE b$
190 GO TO 130
200 LET a $ tiz ) =C.4.HR$
210 LET b$ =CHR$
220 LET 1 =z +1
230 LET r =INT CRNEJ*4-.1

LET c =s* ( f <2) -
250 LET d * r =0) + r
r	 ) )
250 IF POINT (X+C ey+d)

TO270 DRi=it,J c „ d280 LET X =< + C
290 LET k-) = +
300 GO TO 130
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\. f, f + r — F •
A
 ,,,- . 1—.1, )f,, t ,	 1 . t	 n If 1.--5,,,e'- -2/-,	  —

C11 1> IN • $ 3 0 00
20 01H .b$ 130

LET x=125
4-0 LET y =aa
50 LET z =1
50 INPUT s.
70 LET t = S
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90 DRL - t - lti ) /2
110 LET x=s. *12
1 20 LET Li =_s *10
130 LET 1 =1
14-0 PLOT x y -

a	 + PO INT Cx +s 

10 DIM a $ CalcicQ)
DIM b9
INPUT S
LET t =INT
LET to =INT
PLOT 0.0
DR' tDRRt.st 	.
DRR( -J

r =1?
THEN GO
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30 LET q=INT (SOR
100 PLOT x,y
200 FOR c=-t TO t 5TEP t*2
210 IF X 4- C .1. 2 5 OR	 4- >- e THEN
TO 230
220 IF POINT tx+c,t4=0 THEN GO

To 3000
230 NEXT c
250 FOR c=-s TO s STEP t
250 IF x+c>255 OR x+cc0 THEN GO
TO 310
270 FOR d=-q TO q STEP q*2
280 IF y+d>175 OR t4+6c0 THEN GO
TO 300
290 IF POINT

O TO 3000
300 NEXT d

NEXT c
2 000 LET 1=2-1
2010 IF z=0 THEN STOP
2020 LET x=CODE a$(7_
2030 LET y=CODE b$ (z)
2040 GO TO 100
3000 LET 3$(z)=CHR$ x
3010 LET .E.,$£z)=CHR$ y
3020 LET z=z+1

LET r=INT (RND*6
304-0 LET C =1",* ( ( r =2.) 4- ( =5) - F =CO—.

=4-) )	 t	 ( ( =,:; 3 - r =d,

3050 LET d=ci*f(r<2)-r>3)
3050 IF x+c:t-255 OR x+c(0 THEN GO
TO 3030

3070 IF u+d>175 OR c44-e/0 THEN
70 3030-

5080 IF POINT (x+c,y+d) THEN GO
TO 3030
3090 DR,q 1,) c,d
3100 LET x=x+c
3120 LET w=w+d
3120 GO TO 100
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Walls of Suspense
In this program, you have to race two

computer opponents (both shown as "0") in

trying to solve a maze. You are the "*".

You start at the top left hand corner and

are trying to get to the bottom right hand
one.

The first one to solve the maze is the
winner. Delete line al-le to make it a real
time game.	 Sizo

10 DIfr-i
12 DIN B$i1600
14 Dim h1000.
20 LET x=13
30 LET y=17
*0 LET z=1

FOR w=2 TO 22
60 LET c rk=" 44114#ng1114g411-4Ug

###Itart#tmun#unna -
-70 NEXT w

16 0 'FT c$fx,k4)=5'

	

110 IF c$ +$= 	 OP
W = " " 0 R C $	 + 2	 OR cq -2)="4*- THEN GO TO 1000
120 LET 2 = 2 -1
130 IF z=0 THEN GO TO 2000
140 LET :=CODE
150 LET y=CODE b$fz
160 GO TO 100

1000 LET a$z)=CHR$
1010 LET b$LIT=CHR$
1020 LET z=z+1
1030 LET r=INT fRND*4-
040 LET c = r = - r

1050 LET d = r =2) - r
1060 IF c$C4+2*c 1 y+2*1:0=" - THEN
GO TO 1030

1070 LET c$0:+c5Lt-i-d="
1080 LET c$x+24-c,Y4-2-
1090 LET x=x4-2*c
1100 LET )-4=Lt4-2ifd
1110 GO TO 100
290 10 FOR w=2 TO 1='.2
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(x-f-c,u+d:i=0 THEN G

GO

11



Wall of Suspense3 2110 PRINT	 TO )
2 7, 20 NEXT w
2030 PRINT RT 19,29, - X -

LET x=1
LET p=1

321 06 LET u=1
3010 LET /4=1
3015 LET 4=1
3016 LET v=1
=020 LET c-=0

1E7 t=0
3100 PRINT RT x,/4"ef.-
3110 LET z$=INKEY$
3120 IF z$=" - THEN GO TO 3:110
3130 LET c = z $="6") -1- 2 $="7"
314.0 LET d= z$ ="") - fz$="5")
3160 IF SCREEN$	 +c +6) =-1/-"
EN BEEP .1,0: GO TO 350e
3170 PRINT RT x,q)",16-
3 130 LET x=x+c
3190 LET /4=/4+d
5200 PRINT RT x:14,"*-
5210 IF x=19 AND q =29 THEN STOP
3500 LET .s=s-1
3700 IF s=-1 THEN LET c.=3
3900 PRINT PT p,4;1111-
4000 IF 5=4. THEN LET s=0
4010 LET c=is=1)-fs=3)
4020 LET d = =0) - c- =2)
4030 IF SCREEN$
EN LET s=s+2: GO TO 4-065
4.050 LET p=p-+c
4060 LET g=q+d
4065 PRINT RT
4070 IF p=19 AND 4=29 THEN STOP
5500 LET t=t-1
5700 IF t=-1 THEN LET t=3
5900 PRINT RT 
5000 IF t=4 THEN LET t=0
5010 LET c = t =0) - t =2)
5020 LET d = t =1) - f t =3)
6030 IF SCREEN$ Cu +c,v+d)=-U- TH
F--N LET t=t+ P : GO TO
F.,050 LET o=u+c
5 0 60 LET v=v+d
5065 PRINT RT u,v;"0"
6.070 IF u=19 RND v=29 THEN STOP
5050 GO TO 3100

In this version of the game, you are only
racing a single computer opponent.

However, it is far more intelligent than

the double opponents and can race as fast

as you can.

14unannunuartnal:ma "
70 NEXT w

100 LET c$x,i-4-= " "
110 IF c$(x+2,w)="0" OR

OR c$fx.w+2)=-U- OR C.X.
4-.2)=-" THEN GO TO 1000
- 120 LET Z=Z-1
130 IF z=0 THEN GO TO 2000
140 LET x=CODE a$(z)
150 LET !=CODE b$:z3

160 GO TO 100
1000 LET a$f.-r=CHR$
2010 LET b$(z)=CHR

171 20 LET z=z+1
LET (=INT (RN0*-4

1040 LET c=t(=0)-fr=1
1050 LET d=(c=2)-((=-3
1050 IF $(x4-2*C.+2*d5	 s' THEN

GO TO 1030
1070 LET c $ + „	 =
1050 LET c$(x+2*c,t4+2*-d=-
1090 LET x=x+2*c
1100 LET w=w+2*d
1110 GO TO 100
2000 FOR w=2 TO 22
2010 PRINT INK 7;c$iw,2 TO
2020 NEXT w
2030 PRINT RT 19..29:'X'
3tØ LET x=1
3005 LET p=1
3010 LET w=1
3015 LET 4=1

1-#-;

10
12
14
20
30
40
50
SO

DIM
DIM
DIM
LET
LET
LET
FOR
LET

a$(1000?
b$:1000)
x=13
w=17
z=1
w=2 TO 22
c$(w)="	 nrtg!ltrnnritiVanrin
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4*4	 /I

14 444 4
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4-4	 44

4444444 4

444 #4444
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44#44
4	 4
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44444444
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n nnnnnan
nnannnann
u unn nun
nnannunnn
nun nnunn
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nnn n nnn
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nunnU nUn
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44-4-

 44	 44
41-	 4n4

Unn UUnnU #
It	 44-

3020 LET 5 =0
31100 PRINT RT
3110 LET z$=INKE':?$
3120 IF z$="" THEN GO TO 3110
3130 LET c=(z$=.-6-z$=-7-
:324_0 LET d = fz$="8": - $="5"
3160 IF SCREEN$ (xi-c.w1-6)=-4" TH
EN SEEP .1.0: GO TO 3600
3170 PRINTRT x.Li;"N"
31E0 LET x=x+E
3190 LET u=w+d
3.200 PRINT RT
3210 IF x=19 FIND t4=-29 THEN STOP
3500 LET 5=5-1
3700 IF c.=-1 THEN LET
3900 PRINT RT p.s-11"
4000 IF 5=4 THEN LET s=0
4010 LET c=f5=1-(5=3
4020 LET d = s =0) - (a; =20
4030 IF SCREEN$ (ptc,q+4-1= - 44 - TH
EN LET s=54-1: GO TO 4000
4050 LET p=p+c
4060 LET q=q+d
4065 PRINT RTp.q;"0-
4070 IF p=19 RNÖ : =29 THEN STOP
40 6 0 GO TO 3100

Dual Level 3-D Maze
In this program, the maze is on two levels

connected by a number of tunnels.

The display shows the top and bottom

floors, along with the interconnecting

tunnels. You move through the maze using

the cursor keys "5" to "8", with "9" to go

up a level and "4" to descend. The maze is

invisible, but you can delete line 2000 if

you want to see it.

You have to get from the top left hand

corner of the left hand maze to the top

right of the right hand one.
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10 DIM ,1k$7,23,11A
20 DIM a$(1000
30 DIM b$(1000)
40 DIM c$(1000)
50 LET x=5
5 0 LET w=2:1
70 LET z=9
50 LET (i'=1

FOR a=2 TO 5
inn Fnp h=2 To
110 LET d$(a,b)=" nnnnnnnnn "

NEXT b
130 NEXT a
140 LET	 -
1 50 IF d$(x+2,4,z)=-#- OR d$Of-

2,14,z)="4" OR d$(x,k4+2,z?="4- OP
dx t y-2,z="4" OR A*fx».4,1f+2=

- n" OR d$(x,q,z-2='4- Ti-.EN Gn T
0 1000

150 LET to=w-1
170 IF w=0 THEN GO T 2000

LET >=CODE a$t10)
1 90 LET y=CODE h$0o)

LET z=CODE 17$0i0
210 GO TO 140

1000 LET a$fw)=CHR$ x
1010 LET b$(w)=CHR$
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2320 LET c$(1o)=CHR$
1030 LET w=totl
1040 LET r =INT (RND*6
1050 LET c=fr=0?-r=1
1060	 (r =";') –	 =31

c-1	 LET E = r =4' –
1060 IF d$0:+2*c,,4+2*d,z4-2*
- THEN GO TO 1040
1090 LET 3.145(x+c,y+d,z+e
1 1n0 LET d$(x+24c,144-2*d,2+2*EJ=-

1110 LET x=x+2*(7
LET q=144-2*d

1130 LET z=z+2*€
4-5-1 GO TO 140

2000 BORDER 0: INK 0: PAPER 0: C

2010 FOR 3b=2 TO %7=3
2020 PRINT d.$f3,b);
2030 PRINT d$(41.5)
204n PRINT
2:71=J0 NEXT b
2060 INK 7

-7 ,7

2110 LET !4=2
2120 PRINT AT 19,30;"X"
3000 PRINT FLASH 1;AT
3010 IF x=19 AND 14=30 THEN STOP
3020 LET z$=INKEY$
3030 IF .7.$="- THEN GO TO 3020
17:04-0 LET C =	 $="6":1 –	 $="7"?
3050 LET d = fle Zt="8") –	 ="5" +114

z$="9"-(z$="4"fl
3055 IF wi-d0 THEN GO TO 3020
3060 IF SCREEN$ (x+c,y+d)=-4-TJ-
EN GO TO 3020
3070 PRINT AT x,14"11-
:=3 050 LET X=X+r
7:f7:,7:171 iFT ,4=q+d

:= 100 GO Tb

Scrolling Maze
In the next program in this section of the
book, the maze is four times bigger than

the screen, which scrolls across when you

hit the sides. There are two versions
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given. The first scrolls using a machine

code routine, and the second version does

much the same thing in BASIC.

The object of the game is to move from the

top left hand corner of the maze to the

bottom right hand one using the cursor

keys. Delete lines 3070 and 3075 if you

don't want to leave a trail.

4441444444444413-44414444414124/14/14444
44 *	r 	 n	 4	 4
444411 gg lI gg 14 nun 444 444 4 n 4

n 	 +4 44H H-
n g 4 4 4 4444# 4444444 444411 4
1u	 4 4 4	 tt	 ,3-	 nun.
4 44444 4 4 144-444 1444 4 4 u u nu

nanuun nu	 4
4 4444444 4444#4 ##### # ti 4 11/4#

u	 4	 4	 .4. u H.	 n
4 4 41414 4441444444 n 4 4 U gUn g nu

u	 /4 g	 11444	 4
4 n 4 4 4 444 444 4 n 4 1144414-444
4 4 4 4	 4	 4	 4	 un	 n
n nun n nunn4un nunnun; n ntn nn
_ n	 nu	 u	 nun	 14
4 u nun n nnunnnn nun i1 ii i; nun
n n un	 4	 nu	 nun
nuunn n nun nununnnnn nnunn n n
n nun	 u	 n
n nun 14 14 nnnnnnnnn ;until nnnnnn
tt n	 u n	 4	 n

CLEAR 5 9999
FOR 33=60000 TO 60163
READ n
POKE a,n
NEXT a
DIM c$(45,65)
DIM a$(10003
RANDOMIZE
DIM b$(1000
LET x=43
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50	 LET i-i=63
SO LET z=1
70 FOR w=2 TO 44
SC LET c$(w)= - unau4nanuannurn

4nnununnuautmuuttuunstuatmattatmusau

3150 IF x=21 THEN GO SUE 5300
zlao PRINT FLASH 1.RT x.-+-
3170 IF x=20 AND w=30 AND p=23 R

g=33 THEN STOP
3180 GO TO 3010

nanzanunulumulimu 5000 RANDOMIZE USR E0021
90 NEXT w 5010 LET	 k4=.4+1

lele LET 5015 LET s=g-1
110	 IF	 c$(x+2,w)=-U-	 OR	 c%(x-2, 5.020 FOR w=0 TO 21

k4.-#"	 OR	 c$(x,k4+2)=-1*-	 OR 5030 PRINT RT	 w,O;c$(p+w,q)
=-33" THEN b p TO 1000 7040 NEXT w

120 LET z=z-1 5090 RETURN
130 IF z.--0 THEN GO TO 2000 5100 RANDOMIZE USR E0000
140 LET x=CODE 7110 LET	 %,,=,1-1
1=7 0 LET u=CODE	 b$z? 5115 LET s=4+1
150 GO TO 100 5120 FOR w=0 Tr, 21

1000 LET a$Cz)=CHR$ X 5130 PRINT RT w,01,ckp+w,g+31)
1010 LET b$(z)=CHR$ 5140 NEXT w
1020 LET z=z+1 5190 RETURN
1030 LET )-=INT	 CRND*4 5200 RANDOMIZE uSR E0111
1040 LET	 c.(r=0)-r=1
10,7-0	 LET	 d.(1-.2)-(r=3
1050	 IF	 c$(x+2*G.w+2*d.-	 - THEN

GO TO	 10130

5210
5215
5220

LET x=x+1
LET p=p-1
PRINT RT 0.0;cp, g TO q+51

1070 LET	 c$(x+c,w+d..- 5290 RETURN
1050 LET c$fx+2*c,w+2*d=- 5300 RANDOMIZE USR E0043
1090 LET x=x+2*c 5310 LET
1100 LET Li=u+2*d 5315 LET p=p+1
1110 GO TO 100 5320 PRINT RT 21,0,cip+21, g TO
2000 FOR w=2 TO 23
2010 PRINT c$fw.2 TO 33
2020 NEXT w
2100 LET x.1
2110 LET 14=1
2120 LET p=2

5390
9000
9010
9100

RETURN
DATA 33,0,64.55,52.192,5.31
DATA 35,94.43.1i5,35.16,2429

020 DATA /14,35,61,32.242,20/
DATA 33.255,87.22,0,62,192

2130 LET g=2
3000 PRINT FLASH 1;RT X.4;-Al"

9110
9120

DATA	 6,31.43.94.3:5.115.43
DATA 16.29,114,4,61,52

3010 IF p=23 RND q=33 THEN PRINT 9
1

30 DATA 242,201RT 20,30:"X" 9200 DATA 33,0,64,1732,64,2293020 LET z$=1NKEY$ 9210 DATA 213.14,23,5.32.2.1193030 IF z$=--- THEN GO TO 3020 9220 DATA	 121,230.7.254,1,-.:2,23040 LET c=(z$=-6")-z$="7-
3050 LET d=tz$=-8")-tzV=-5- 9230

9240
DATA	 1511S:35, 19.,
DATA 40,19,121,23b.7,25403060	 IF	 SCREEN$	 (x+c,i..i+d=-1I-EN GO TO 3020

3070 PRINT RT .x 2 ; "B"

TH 9250
9250
9270

DATA 40,22,254,7,2.225,
DATA 17,0,7,25209,24,217
DATA 209,225,20,3F,,124.254

3050 LET X=X+C 9200 DATA 72,32.204.20/,229330
3090 LET y=w+d 9290 DATA 7,25,235.225.24.198
5.120 IF ,4=0 THEN GO SUE 5000 93

0
0 DA

T
A 3-,3,2t5.87,17223,87,v-z'

3130 IF w=31 THEN GO SUB 5100
3140 IF x=0 THEN GO SUB 5200 9310 DATA 213214,25,6,32,25,119

198 199



320 DRTR 121,230.7,2E4.1.32.2
9330 DRTR 151,18.4327.16,241‘13
9340 DRTR 40,21,121230,7,2540
350 DRTR 40,24,254.7,32,225,213

9360 DRTR 17,0,15'7.237:62,209
--=4370 DRTR 24,215,20 9 ,225,21,37
c4380 DRTR 124,254,7c4.20024.201
93;110 DRTR
9400 DRTR 32.235,22524,193

This is the BASIC version:

10 DIN
20 DIM 3$(1000): DIM b$(1000)
40 LET x=43: LET w=63: LET z=1
70 FOR w=2 TO 44
60 LET c$w)=" unuaugunnuustun4

nuunnuanunnuttuunaunuutrus:m1=41-urr
nununnununnunnua ": NEXT w
100 LET c$(x.g)="
110 IF c$(x4-2,t4)="11" OR c$1x-2,

i-4)="U" GR c$Cx,y+2="14" OR c$tx,
g -2="1=1" THEN GO TO 1000
130 LET Z=Z-1: IF z=0 THEN GO T

0 2000
140 LET .=CODE a$(.z)
150 LET 4=CODE	 GO TO 100

1000 LET a$(z)=CHR$ x
1010 LET b$(z)=CHR$ g : LET z=z+1
1030 LET r=INT (RND*4)
1040 LET c=(r=0)-(r=1)
100 LET d=(.=- 2 1-=
1060 IF c$(x+2*c,i-,2*d=" " THEN

GO TO 1030
1070 LET c$Cx-i-c,,-41-d=" -
1030 LET C $ X + 2 * C ÷2	 = "
10 0 LET x=x+2*r: L ET
1110 GO TO 100
2000 LET x=1: LET	 P=7'
2010 LET q-2: LET c$(43,63)="X"
2090 PRINT RT 0,0;
2100 FOR w=p TO p+21
2110 PRINT c$(w,q TO g4-31
2120 NEXT w
3000 PRINT FLR6H 1RT x.g:"*"
301 0 IF x=20 RND g =30 RND p=23 R
ND g=33 THEN STOP
3020 LET z$=INKEY$

IF z$="" THEN GO TO 3020

200

3040 LET C = $=" 5" -

3050 LET d = (7_ $= " 5 " - .-E$="5".5

3060 IF 5CREEN$	 ="U" TH
EN GO TO 3020
070 PRINT RT

3075 LET c $ x ÷p	 --="S"
3080 LET x=x+c: LET 4=f4÷d
3120 IF g =0 THEN LET g = g t 1 1 LET

• GO TO 2090
5130 IF w=31 THEN LET g= g -1: LET

-Gri TO 2090
3146 IF x=0 THEN LET x=x+1: LET

GO TO 2090
3160 IF x=2 1 THEN LET x=x-1: LET

=:;. +1: GO TO 2090
GO TO 3000
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Rollermaze
This maze program was written by Neil

Pellinacci. It was written for the 16K

computer. It will run on the 48K machine

but may be difficult to modify because the

program's machine code will have to be

altered.

The aim of the game is to travel across a

randomly—generated maze, first from top to

bottom and then back to the top again in

the shortest possible time. To enliven the

game, bits of the maze roll left and the

rest rolls right. You, however, don't

roll anywhere.

You have three lives and you lose one

every time you collide with a chunk of

maze to your left or to your right. A

siren noise sounds when this happens. The

number of lives, together with the time

taken and the best time so far, is

displayed at the top of the screen.

The title page sequence begins when you

start the program. This tells you which

keys to press and also the top ten times

and the names of the players which

achieved them.

Presssing "K" at any time in the sequence

will allow you to change the control keys.

Just follow the instructions. "S" will

leave the title pages and start a game.

ROLLERMAZE has five levels of difficulty.
I suggest you start with level one, then

look at level five in action to see the

difference. The clock starts as soon as

the maze appears. If your final time is in

the top ten, you'll be asked for your

name, which you will then see in the best

scores list.

To put the game into your machine, carry

out the following, and remembering to

VERIFY after SAVE:

1/ Type in program one, the machine—code

loader program, and run it. You should get

the message '9 STOP statement' if the

program is correct. Now save this program

on tape as you may need it later.

P R O G R RM .,. . . a M a _ h â , ^ e c o = e
5 REM _̂ t^

10 PO::= ,^i_:'=s . ^îi-
20ERR^
-0 RERD add
40 ..E T1-

GO 70 30
,.`	 - 1; ; t-	 T?-=^^,
50 PaKE
70 LET ?-, _,: : ^ +i
SO	 T n
100

4-525 ,150 25,,;3 : û ,,54 f2û=5-
0	 2L^ . 3.^^ - ;^^ . i.^?^ ^^•^ : =^C^^^^^^; , a`L

	

 _	 -

110 D = : R ^205.200 ‘ 125 ‘ 25,205,150            
.^25̂,25;205,200,15,2,205,150,1 ^ , 2i ^ . 2^^ , ,2^^ 2^~2^^ ^ 3^^ . ^

^_
120 %,• r=1TR ^^ 2^s : ^^ _: ^ = ^ = s^ <

-rF 	 THFN

202
203



13 0 b à=€ T A 38235$ 25 0 ^^é 1 <= =
205a150.12525 2b5,,400.125t25,

^^ ? ^^ ^_-,5 ='^ 2o5 - 2zo _- -_ _ 	 --å
1.^i DATA 	 L ^-T 
:_ . _å. i . .^r a 0,é . 8 . ä. ^ r . ,3a5 a 3;'5 .a= 03 a 2:a
,43,2.:1.5,5.241,6,32,203,22,43,19
251 35  1 9 , 15 , 2 3^5,24 1 • 22 • 202 , s..

§3,201, : 1    
150 DATA -: 20L .;2- 2 1 3, 2`2 2 45 .

17 . 32 . 0 . 5 . 3 . 127 . 43 > = 5 12E . 2 F33, 31
.25,19'7,23t,82,35,241,6,32,203,;       

^^E^, 35 1E 251 .€5:"23 6i p 36,12= , :?
5,230,241,225.209,193,201,-1	 _
160?AT*^ 32.=L3^a,33.^`.64.0 ?952- 1`"

7 ,6,31,35,129,4t-,119,35,16,249,1      

1t-°0   DATA A '32300,5,1,205,0,125,15  
25 1 .,^£r :z!- a	 254 û .É. .32.i3-, 1 > 1, 0 .

^:=1 a 25 4 , '^ ^^ , 3 2 . 4 , 1 , 2 , t3 . : 0 1 . =° 5 _ 7 ar.̂  ^

_ '2 v ? _ .254 7 S _ 

	

	 4 _ i. , 5 0 L ^ ^ _ ^. ^ ^ , ^, 

130 D R T R 32400 3 a 0 3c	 24 14
31 . 35

. 
1 ^5 . 4 .^ . 119V 3 5 . 13 , 3_2_45 . 54

_ :z 
T 5 . 

15.24.1.2@i. - ^.
1'90i^:^Ti^2500	 1 _ 12 : , 3:^ - 15 r 0

1 r 9 , 4 0 . ^= , a^ ^" F 2^`5 „ 8
_
^ ,_̂- , .- r_ å	 -a , ^  ^

•-c-47,̀6..- = _ 2 r 1 -
^^:-iT^ 	 _ 	 _

- 1 0 - ^ ^_ - - 1 3 1 '	 = ^	 ` ^ . 2̂

^16 : + 237 . 82,32,24-0.193,16,23:3' , 201

2/Type RUN again. When the program stops,

type NEW to remove the program, 	 and
nothing else,	 as you still need the
machine code.

3/ Type in the main program, program two

which follows. Then save it directly after

program one. To save it, use SAVE

"ROLLERMAZE" – do not use Line 9600 in the

program.
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PROGRAM 2 , . . M.3 i F'i G R? sa

v REM	 ** Rtf i. Z srrz,,
^rrî i Pevi.inaCCa

800 CL5	 LET 0 $_ 'EN?• E.-^t L E? ^,•..._ 0
F DIFFICULTY
810 INPUT 0 L 3 ' å_ EV
320LE: _ _' __' = OR i.•̂E`> t -I

HT ;E ^J^TSa-;a^ s^: r^T 0$-;:^ ^`.TFz`	 ^:E-?^'
^VLej`'	 T O	 :	 -	 TO =1s_. 

• >^
E
	 POK E 3 ^. 5.5.3 ^i 	P i.}KT-

POKE 32557,1: P i'r':t ÿ6aÇ a.å
900 BORDER 2 - PAPER 7: CLS
910 PRINT :-}T 0.0; PAPER ,é, : 4dK

•^`7	 »	 .	 <.._ ;%^ .-^^:É^

^2à?- PRINT ... 1	 1 . 9; PAPER
0:-TIME> L=L=va=-. ._-
obe.a

93% PRINT INK 6; =°RPE°Z ^? ;^?_t
1: AT1,4:-:-;AT  , 1.- , ' +> ï AT~ 1, -.
940 PRINT RT 1,29; PAPER 0; INK
5:11(1)
9t0 PRINT AT 2,0; INK 1 3- .% ; . a a 2

2 	 S S
t150 C.4C SUB 6000

1005 INK , TO	
STEP1010 FOR A=4„ TO 2i= vT E^ 2: PRINT

AT A s^ - aa.a.a.^.a a^aa. .a.^.aa.^^i.1.^^aer^.a^>.^
T^° g Y` i-Hri948 T4aL ^	 ^ ®®^^. . „ 

N E XT R
:3. :03 i.= FOR R =1 -_ 	 E7iR B-ä TO

STEP 2
1(;14 °L 	=TNT RNE-°	 : =`R ^.:
T AT E,51;"0.0-
1050 N EXT 6: NEXT

FOR R =i TO LEV: FOR B--=-41- TO
=-7$
1070 LET B117-INT aRi}D *3à:.=a -r 1 _ PRIN
T AT 6,B1; INK 2 ,..	 ..
1 030N'--XT	 NF-XT R
1090 FOR  P:=3 TO :=2i.,72._ PRINT    RT x=t , 0

, C.^Et^. 1; 1NK 2:5$: NE XT R
1100 INK 0: RETURN
1 ,400 r=3 .cols^ 	 J^{°i.?
1 g 10	 T=--
2000 LET F-N=21_ LET _2_ L_E. C-

2010 PRINT :?T 1,6; PAPER 0; INK
5; T; AT L . C; INK 2; PAPER 7;- ..
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20: 0 LET R=USR 32300: -
- 'î:	 2120^i=
02 -, IF R- THEN	 - THEN IF

THENvREENS £L-1 _ O3c r . ^> THEN LET L=L

2030 IF R=2 THEN IE21 T±-HTHEN IF
-  	 (?	 , C)	 .> ^TH : N LET L_

?1
^j02035L_E T C=C-1-:R=4   AND L ^3^.:*	 4=,:1
^i? ND C:1-0)
2040 IF S-1R-E``. S= -- " THEN LE

L	
_ — 

2050+ IF L< FIN ii^å .T^-iEa'•. ̂PRINT  PT L f C
INK I;"": . LET T =T -i-1 . ^.^ L^ TO 20.: 1 0

2060 IF EIèv=21 THEN LET z`>N-2.
O TO 2010
20 70 FOR B=1 TO: FOR ._- - TO-
20- -_	 -2: SEEP .00-1,R_ BEER 0
04,A-15:SEEP- - -	 E. - .0
L-.̂+i- j	 --:Ÿ-15 NEXT R. NEXT S
2080 GO TO 2200
2100 _ f `T_L INKrS -	 PRINT AT

1,19: PAPER 	 IN5^ ._1<FEÇ.`
2110 IF #YIv`E°.v -0 T :"E:< -	 2000
2120 PRINT AT 5.0; ^I^di-^~~1; -SW` : RT 1
• 0; :3 1
2 130 PRINT RT 6,11:     INK8:-GAME  
'^=. > R >' > ; RT 1 >5 ^.:i; "..^.::=iaE	 -:?;ER..

2140 FOR Rfa=1 70 255: LET B=i}.Sr-°Z L-
300 NEXT -

2150 FOR R=1 TC ISO: NEXT ,. GO
TO 4000
2200 FOR P t A=1 1 TO 10 . IF ? i is {: 4? ._å c
EN GO TO

r-40 Tn 40må:
F f-IR

.. 	-

.- ^=_ —	 ^ -	 -I:	 . é^
i S i-^. =t5. . ^_ [ì ^^`^. 1. =:'<^: -.._ ^ . NF t-r T
2240 LET H ^

.r._•} _T	 Tr,?Pz a "Pi FR-^E T
YGE 	

TNF- N$: ;FT 4-sà^

iA;	 .>r•°s e- LET ::S {R_ TO LEN NSŸ-,rr _ =2
2250 0 GO SUS 0 00 GO TÔ{ 4070

	

-LRUEP	 P= . - E. > 0 : _L_ : RE
M TITLE PAGES	

LET
	 _ _

40100- GO SUB 5100:L^T ?-;F^.-"-- _-'t+
GE.'.	 IT2 =	

>

4020 FOR =1 TO .2à^i : GO SUE= 4500:
IF CHR$ PEEK 235 4=,="" SaR

PEEK	 SS^=	 TH€:<	 Tr; _C-o
4030 NEXT
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4040 GO SUB 5000: REM OPTIONS  
-^ ^- TO 20: GO 	 5^^-UE ^	 -

T
^r L^ 5 L.' FOR 2-c L -- 1	 =	 -

E CHR$ EE? _ 156= > ^ 	, CHR$
r=EEr4̀ . 2..^550= >> K " `-

TàTHEN GO T O` 4100
4050 NEXT C
407 .'7! 	 ==',0(11:	 ,r. _ 
4030 FOR TO E-00.IF R?: EE
K2;.._̂ 5=ÿ-= '5 ' OR Gi-4f^$ PEEK ` 235L6= `
K" THEN : a GO TO 4100 v%S
4090 NEXT R: GO TO 4000
4100 LET R=USR 32500: IF =:t-tR $ PE
Et: 55= 3 ' `HEN G C SUFI 	 i
-- TO =_ = 00	

GO	 f4110    ' SUB î* +.i^ 0 ^^ ^` L' TO +r 3 L'.F 0
4200 FOR R=1 TO 54 LET E =USR S:=
25 0 +L?S r 52400: NEXT R: RETURN
4300 REM CHANGE KEY S
4310 INK 0: BORDER 5: PAPER 6: C
LS • BORDER 3 
4315 POKE '^=_	 POKE - 

PO K E
..

2555,	 POKE 32565,16  
4320 PRINT	 . a 1_ _. 	 '>=ti

	

I^^ c^	 EDEE
yINE KEYS"

^' .T̂ ^iY	 I _	 _ _ -	 - -
R ^éEz-i v ::'r é^ri-'sEi-+s' ERON" - TAO   `9y-PRUM
PT APPEARS"
434(1-1 PRINT . r = T:_.> --? < <-^ , 4 : PAP
:^ R -?	 i;-P ^• - ^^ ` -	 ._
~35

C•

 TT i; =PEE ;i.=,{555: IF K=355
THEN GO TO 4350
4350 POKE 32311,K: PRINT PAPER  7
"OHRS K
4355 LET R=US: 32550: FOR ;:=, TO

NEXT 7=3

--^	
_

^-^i^l.`- PR TNT ' INK 2;T AE

	

7 "Dvi-.f^d' ; T a=r5 -= 1 ; ^	
IF=5_t^ LET ?-t =PE =^+. '3556: `Ir ^^ =r5v

THEN =:..f TO
4390 POKE 32319 .,K: PRINT iNT PAPER 7

vHR $ K
4395 LET R =U5i=1 32550: FOR R =I T O
150: NEXT XT R

4400 PRINT	 INK 2;TRB 11; PAPER
^  "L.E^

44110 LET K = =-E s`_Èi ^^^
THEN GO TO 4410
4420 POKE 32327,K: PRINT PAPER 7
. C;iR$ K
4425 LET R =U5R 32550: r#iR R =1 TL?

NEXT R .
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'^-^ w ? ^ _ ^T?

4540 f.= i TR "f la
-...6E0 Lt A°. ,	 i 	 ^	 ^ I '41

^ '° r` ^ PRINT    ` INK #^, :̂  - T =-^ :^ i 3. _ P R r= E R^--._,	 ,
' "R Tr4HT"; TRs=_--- .D1

4440 L FT K=L' FF K	 .i K=r-7'FF
THEN GO TO s;x. ,r 0

POKE-^c T NT PAPER 7
C H.R$

4455 _̂ é T t-1 =! a S-` 32550:      FOR R R=1 Ti
150: NEXT A

44:: =11- PP TNT ' =NK 	 ÿ : PAPE .,_

T470f:=r;^E^^. 23556:55. TF K=255
THEN SO " TO T470
4480 POKE 32343,K: PRINT PAPER 7

CHR$ K
4.^.0 LET A=:-ISR 32550: Lr, TO 4000

45 00 TNK TNK : RESTORE4-500: FnR
• Tn --	 :......... A$_	 _P,. i = < _ <., A_ I_

r^, E .^T R!	
PR IN

 ^J
4510 FOR -1 TO	 READ 	 _ lŸ=\.iSm.
T RT	

m

--	 -_
t5^^0 ^{:.=R R=7 ^€; O a 11: PERD A$: PP^,
, : T ?^ T ^	 T ^5- ; A S : ^. E ;ÅT A
4 ,=-730^	 iài^i`T T ^<=_	 ;=^: 5 _ _̀ :_	 Lïr

^v3' 
PRIN

 i^^,4"^:esi",:`-^T^1 ,_.:s_a`Re;.

t T T r:+--^-^r'^= ^1 - T^	 ``^`__ THE-	 -.^Eè,^ •	 _	 —.	 ,i i-c'v	 å	 .^-
N - «K -1 `
-2-5 95	 ^^"RE t ^
'# E `^0 ^`<T'=3^„ ^ 

^Re
•^^	 ^ T .	 ^: ^ .,

46 d:0 FATA- „	 R.4"
 ,"

'4 ^ B i^ Oz= TA • 	 ff1S1 ffreMElffi	 3 3- ^

4870 DRT..r
^ 4560`.".4:T` T A ...	 . --

5-	 "-y ^ DATA ï :^ ^ ^^	 +n ->:,, 	 ^
4700 DATA „
-4ì 1 n DATA
5000	 nP vN
5010 F OR-	 r .- z _ PRINT  	 :
aq ^- S : NEXT -:A

-NK_ - --NT ^T __= _ =	 W-E^==
S _ . . RT 17,10; BRIGHT . 1;''S"; BRIG
HT €^ " ^ TO 5TART ' : AT 19,7; BRIGH
T 1; ;'K-, BRIGHT 0; - TO CHANGE K
F--- "
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5r-71,T	 T_?.R`.^^E :°: L f	 ^
--=;100 T::^-; F..: PRINT Al = °_ : ` GR^`'E
CONTROLS-:AT    '  	 17,5;-- LEFTHRT 17

19.21;-- L•4;_	 -
^Ti +̂ -'^- PRINT BRIGHT

Et_:=-	 — _
'L313_;RT ^'9 .Y^y'H E=: $
16.20 OHR$ PEEK 32
5120 PRINT AT 21,1 ,1
R$ PEEK 32343; BPI

5130 INK 0 RETURN
5500 BORDER 0:
K	 PRINT    	 L^`. g .,

1:-TODAY'S ySEST -
5510 FOR A=1 TO ab.?
ND R t > 10; r:.	 „ -,H$ 

NEXT A
5515 PRINT ne; INK
RESS	 BRIGHT
OR "' BRIGHT 1;

5520 RETURN
8000 it 0 REM x JINGLE  
-^ a, 1 ç̂  RESTORE 5400
8020 RE AD R _ E : IF A=99 THEN RETU

5^^ÿ `E R=66 THEN t-T-^;±L:.`__E 5 ^5: GO
TO 8020
5030 BEEP , . _ ' p E -ti. i:_E1) = GO T O 8L'̀^2
0
8400 DAT A
3.4,-6,10
8410 DATA  
64 20 DATA
S4:30 ':-? f 't-f
=M00 DAT
^?' ^ 'û^-id T^ REST ^
TO USR `
NEXT 7

90B0='-T^:
58.24..^ 1 2 5
9050 LET

9050 DIM M ?-? : ÿ 0 `	 DIM M H$ ;. ,.4y ` _^ aè_^ i
FOR R=1 TO 10: ^--;_P ` s =

EIL PELLINROCI	 - ^ NEXT A
9080 FOR R=I TO 10: READ- E: LET
H ï R : =... : NE'.. A
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^

— ` çP : F-fT 19,5;"- -: IG.%`cT " - AT

- z P°ET , 4 . - H rR $
20<,-:iYŸ$ PEE K -
PEEK "=^^==5 : AT ~
319 

GHT
• BRIGH

 iF  ^ ` ^ R E-? R

ER i := : IN

CORES-
 INK  5; yE=K I t.^^-tT

PRINT . . ., ." R
€!=t? , ` a a `, _. fRF .

5:-
• BRIGHT 0;

.	 , 4 _ a - .4 _ 5 i'-^`^	 _ . 4_ •
,4- . ^ 4 , .^. -.^.=:.^

B8,19
-
	

.
	

a _ 

•;
a 4 , i ^ ; a ^_ i a--, _ r ^}- , v. _ v 

rß , av i

86,20,.5,0,.6,420 , a . 0 _ a	 ti
99.0

ORE E 9000: FOR re A=US - A -
READ    E: POKE . _ B è

15.56.16-12415,40.68.         
.125=.255,255,125-,12,24



9L90 Di4TR 350,390,430,470, 51055
0 . 590 E-30	 100v
9100 L ET i.̂ $= ` 	

9500 FOR 2=32550  TO ,^2^t^0 _ PRINT.
i?200 GO 70 4000	 __

– ;PEEK 2 NEXT 2
9530 STOP
i?500 	 1.1-1'4 i700

610 STOP
z O =D ,.,•4-7.-tittiE9700 C_ERert 31999:

GO TL 90 00

`L-ssaS ,a€2rtLd G raph–lc-7_c	 ^

4/ Type RUN 9000. When the title page

appears, press "S" to play. If the program

crashes, you've made a mistake somewhere.

If the program runs properly, try

redefining the keys. Test everything.

5/ When you're happy with the program,

save your final copy, using RUN 9600. Then

check it by using VERIFY "ROLLERMAZE" and

then VERIFY "ROLLERCODE"CODE 32000,600

6/ Play the game, either loading it, or by

typing RUN 9000

The program, as is pretty obvious, is

written in BASIC and machine code. The

machine code reads the keyboard, rolls the

maze and handles sound and other special

effects. Various POKEs in the program

control these routines. Line 9500 can be

used for checking machine code by changing

210

the addresses. There is enough space in

the machine code memory map for your own

special effects routines, if you want to

add them.

If you own a 48K machine and you want to

move the machine code higher up in memory,

you must remember to:

i/ Change the USR addresses in the main

programs

ii/ Change individual bytes within the

machine code, as some routines call

others. For those who know about such

things, the two address bytes following

CALL (205 decimal) will have to be changed

iii/ Make the necessary adjustments to the

machine code loader program
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Three-D Maze

This great program was written by Scott

Vincent. You need a 48K computer to run

it.

A ten by ten maze, with a single

entrance/exit is stored in the computer's

memory. The object of the game is to

wander through the maze, find the treasure

and then get back to where you started.

If you lose your sense of direction, you

can press the "R" key for a repeat. This

takes you through the maze from the

beginning, showing you quickly all of your

previous moves.	 When the repeat	 has

finished, you continue on with your trek.

Use the following keys to move around the

maze:

1 – to move left

2 – to move right

0 – to go forwards

L – to turn around

Note that you need to press L twice in
order to turn through 180 degrees; you

cannot press 1 or 2 twice.

If you manage to get out of the maze with

the trasure, you'll be told how many moves

you took. The maze is not generated at

random, so it is the same from game to

game. However, the treasure is placed in a

random location each time you run the

program.

F OR x=0 TO 31: READ 9: POKE
L;5R ., ^ .. ^^ t ^ : NEXT x

F=^ FnR x =1 TO 9: READ M ix? : NE
XT x 

FOR ^ =1 TO 9: PERDNIX): NEwm-
XT x

50 F f1R x=1 TO 200: READ M$ tx } :
NEXT r;

^0 POP x=1 TO 200: REAL? i,E$ i x }:
NEXT `t
70 LET OS ="001 " : LET R$_ ..,. : LE
L,- -1 : LET Tr =,: LET x =14- INT f RN

-*7,,
60 LET L a =20-1} X = 1 OR X =4- OR X

=5 OR x=f) ±51 tx=2? +127fi?:=3? +1E
9* t?o =E'	 _

9i.0 LET Lb-.c 6.'1 *I ?:=^ OR ,x = t+1 f1l•.̂ 0
s:i=1a +54,}tx=21 3-122} t =r? f172}tx

=5) +196* i S; =73	 _
1 ^tÅ L E-; L L =9^ F t x =1.^ -r9ii :r t x =2 ; i-12

4-*ix=3? ti'S1*i?;=4-? 1117*fx =S3 }:191*

	

^	 a^	 --^?,•-- =S, ^1	 ^ i 1 _ .
1̂i0 OL S : FOR x=1 TO 	 IF M $ i L,
.. ) _"^,^" THEN GO SUB ^f f?^ ),^::
120 NEXT X
130 F OR x=1 T O 9: IF M$ fL f x 3 = ..1

"° THEN GO SUS Nix)
140 NEXT x
150 IF L = - OR L = L a t..,^ ?'[ L=Lb OR L

=Lc THEN GO 
L:-pLF 

SUS -^?_ ? - _TF L= 2 :?ND
T'THEN

	

=1  	 TO ^ t^
150 LET A $=1NKEYS: IF A$="" THE

N GO T O 1e,0
370 LET P = UAL i`is?`` f TO ^1	 _ ^_

1? tl^f^L N.^ f L,4 TO S} ?F f A4_"0,^ 1^^RL NS (L 7 T O * CAS="A" ) +VAL itiP$ (L
1
^.^ Tr► ^:^fA,^ =,. 1.,
1rs^^ 1F A^=., ^ .. Tt'f) EN GO TO 300190 IF P=0 THEN GL 

T
O
 1

60

E SO RDER 5: PAPER E: INK 1: C
.^	 t 9) ;	 ^-^ Nà ^ T RNL~t_^7`1 1 ^E : ^ i3 1!^laF

IDIN N$: 
DIM 

0 „J.i .̂ ' ,	 p 14" H$t^ Ÿ 1 f -. .
^-{

213212



200 BEEP a008,0: LET L=P: LET 0
$=0$4-1“0" AND L<100)4-("0"   RND L t
10? +STR$ L
210 LET P$ =P$ •rR$: 00 TO 110
220 IF L=2 AND Tr =0 THEN OL5 :

PR INT ßT 1S ĉ ; 12;	 1; "ENTRRN%
E": RETURN
230 IF L =2 THEN t'L 5: PRINT PT

8.4; "l.1e l i. done, that took yot+ .. ; R
T 1ie^,11; LEN P$f" moves.°';AT 14,0
;"press any X.ey for another gaze
_ ° : PAUSE 4e4: RETURN
240 IF L=La THEN PLOT 115,99: D

RAW OVER 1;22,0: PLOT 116,76: DR
Rt,i OVER 1;22,0: RETURN
250 IF L =L t+ THEN PLOT 100,115:

DRAW OVER 1;54,0: PLOT 100,.60:    D
RAW OVER 1;54,0:   RETURN
260 IF L=Lc THEN PLOT 72,143: DRA W OVER 1;110,0: PLOT 72,32: DR

P3..! OVER 1;110,0
270 IF T r =1 THEN PRINT AT 9,11;

"You a l ready"; PT 10,12; "have the
";AT 11,12; "t+"easLar e: ": RETURN
280 LET Tr =1: PRINT PT 9,11; "Yo

u ha4+a";AT 10,11; "Found the ";AT
1 4 ,, 11; "t r £a ^L+re a "
290 RETURN
300 LET y=1
210 FOR n=1 TO LEN 0$ STEP 3
3 20 IF n=1 THEN GO TO 390
330 IF P$)="1." THEN PR INT #:].;

RT 0,6;"A"
340 IF P$(y)="0" THEN PRINT 131;

RT 0,15;"6"
350 IF P$(y)="2" THEN PRINT #1;

AT 0,25;"C"        
360 IF P$(y)="t" THEN PRINT #1;

RT 1,15;"D"
370 LET y =y ^ 1
380 FOR x=1 TO 25 STEP 5: FOR s

=x T O x+4 STEP 1.5: BEEP .004,x:
SEEP 00 4, y. fg : NEXT 4: NEXT x
390 LET L =VPL 0$(n TO n4.2)
400 CLS • FOR x=1 TO 9: IF M$ (L

,x3 =.,0., THEN GO SUB Ht?:?
410 NEXT x
420 F OR x=1 TO 9: IF M$ ( L, x) =" :1

" THEN GO SUB N d X?
430 NEXT ?d

440 IF L =2 OP L =L a OP L=L .t+ OR L=Lc THEN G O SUB 220
450 NEXT n: G O TO 1r+><^

5000 PLOT 40,175: DRAt,! 32,-32: P
LOT 40,0: DRAW 32,32: RETURN5itit 05 PLOT 24,175: DRAW 0,-175: D
RAW 0,32: DRAW 48,0: DRAW 0,111.MRAf,I -46,0:   RETURN

`r01I`+PLC►T 183.143: DRAW 32,32: PLOT 183,32- DRAW 32. -32: RETURN5015 PLOT 231,175: DRAW 0,-175:
DRAW 0, ^,2 : DRAW -48,0:    DRAW 0 , 1:^1: DRAW 48,0: RETURN
5020 PLOT 73,142: L-•RAlti 27.-27: P
LOT 73,33: DRAW 27,27: RETURN5025 PLOT 73,142: DRAW 11,-11: D
PAW 0,-87: DRAW -11,-11: PLOT 85
,60: : DRAW 15,0: DRAW 0,55: DRAW
-15.0: RETURN
såEa3?l.̂  PLOT 155,115: DRAW 27,27: P
? OT 182, 33 : DRAW -27.27: RETURN
5035 PLOT  182,33: DRAW -11,11: D
RAW i.̂ 1, 37: DRAW 11,11: PL OT 170,61
0: DRAW -15 . 0: DRAW 0,55: DRAW 1
s,0: RETUR N
504^.̂  PLOT 101,114: DRAW 19,-19:
PLOT 101.61: DRAW 19,19: RETURN
F:0 A- 5 PLOT 101, 114: DRAW 8, -8: DR
A^.I 0,-37: DRAW -8,-6: PLOT 110,9
P: D RA W 6,0: C>RAi,! 4,-4: D RA W -4,
åo. : DRAW 0,-23: DRAW -6,0: DRAW b

iSRRti i 4,4: RETURN
5kq PLOT 154,124;DRADRAW -i9,-12:r,^ LT   	 DRAW -19,19: RETUR
5055 PLOT 154,1/4: D". A: r1	 -eRAW ie^ --^^7: DRAW -8 r	 D8, -8v dLL?T 145, '2 ' DRAW   -6,0:     DRAW t,I -4,-4:      DRAW (.,I  4i 4: DRAW '`^, -23: DRAW 6,0: c-AA1.t6,0: DRAW  -4,4: RETURN 	-5060 PLOT 73,143: r'• RAèY "0.0: 0 DR
PLI OVER 1;0,-110: DRAW 0,-1:    DRAd.I -111,0: DRAW OVE R 1;0,110: RETURN
5055 PLOT 101,115: DRAW S4,0: DR
Rt.t O VER 1;0,-54: DRAW 0,-1: DRAW-55,0: DRAW OVER 1;0,54: RETURN
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5070 O VER 1: PLOT 117,77: DRAW 
3,3: PLOT 138,98: DRAW -3,-3: PLO

T 138,77: DRAW -3,3: PLOT 120,95
DRAW -4, 4: OVER 0: DRAW 23,0:

DRAW OVER 1;0,-22: DRAW 0,-1: : DR
AW.{ -23,0: DRAW OVER 1;0,23: RETU
RN
5980 DATADATA 1O,4O, c46 , 255 , •? 55, g t'+:+ , 45
, 1 6,24,e0, 125n21 t?,aJ4,24 2424
5^+90v0 DATA B:12,5,255,255,5,12,6,
24 24, 24 24 21O 12E, 60a 2.'
6i^^00 DATA 5000 f 5i-11i , 25 0 , 5020 , 5O3
0:,:ârge, 50dszx ,5050, 2201
nOael t4F37- F3 5^C^5 , S^r15, SCa^+O► , 5U'?^, 5^4
Tç • 50155, 5145 , 5055 , 5070
:5c°20 DATA1051a, a 'Ov1000r11i1c0^ii^

„ , „ t^1L101 a. .,t ĉ1000
0 011;. i a> 01 00 L71L?101e x '°O^c10~+^130311.< „0
0^^0.i 1 „ ,.0t1^10iYC 0010" i -011-,-1001600i  
0_.100,a x. 111 ax , "O0t^10000^0^t" ,".01",-10
_^

	

	 -601-, ,a 01k :i0► 1 , ' 1C^1' :, 3t^00101f
`O:ls" 

1 ,.001" 
t '011" , 3 0l1

DATA "100000000 " , " 0 11" , "010
01C01
1L'00C10.1 L•^00j " , 011 ,. ; „C-110

011", x, 01001111","01.1 ., „ 011 , "10
1" , ax lt^OZti011 aa „ 101	 "000 311„	 111a.

"111"
:i^^Ok^t^k1_i.1$.,,.,L1.Oï^0i^1^-'^1'._ 

„ 1 •̂'► 1 ": ':L^1

1" "OEt0^101
„ „ 01. 101101" . '1011", "10^0:^0

1,0201" , "003„ } ,e00010i101G1„
5040 DATA "011","010111 " , " 11 1" -   ,
01.1aa a , 10^00E10_70t0L1", „ 0:i1' , "0[:t1", '1 e
i":'°^1L

1 0Y ÿ1 ., 	131` , "01.1. ",.x0,00+111

:. ,, "330^Ü0 7̂ 1 " , '1 $ Oi3Oi1111

:OOi' t ":10+1` „ 110001 „ t -111-,-00
00103.^?OG1aa ,	

:e t ,e4^10,1åi{Ly+:2Sr.
^1,e , ,. l•^1i ÿ

01 x. ,"111"	 ..
5050 DATA "100101","000010101-100t30t3 „ „Oï^ïgi1101'
010000000", " 101 " . "100000010":^:9.ic.̂ir-.̂k.̂;^0-11^1^Saa x, 101„ ,e3 0:1 :^+a^L0t1t^<.} =10^.
:̂OOaÔ OdOr1 `a	 ^ 3e13t^10^0^b?^0,: a <. 031' . ^ .,010^^,^

0 1 „ "111","111" ,-00E1000111-,-111, . , OC•'^L 111„ .x 111„ t e , i+00tc^C1o100 ,a„ C^Oi. " „0101.,a  x. å
e0001- f -010011-,-601-,-e000010611     
-,-010601- 
50kti0_̂ + DATA -12110110000","10001110010    

-'OOO^OOL1C13" ,„31s., y „ 000$03 :.
, „0i0t^1.1i„ „ 1 1̂1 xx a ,. ï

:i010_71a , „ 0c10tict010t0t111 ,. "1LtQ :. „0t1ß,,, „
0^Or10..̂ 101^0.1110 „ , „ 131 „ 	^OL	 ;  .,1101..
-11001210000-.-100600101-  j -i11-,- ^
-.b1." , aa014^00^01.r"1t^30^t^11a., rx 001 „ f "i^1t?r^:,^
1010011 "
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5070 DATA0 .1 1 ,•, , aa 101 „,< 1011 ,. ,. 001 ,, e< 1 .̀  1 ,, ,,, 031

1" , " 010101"."011","101" 101.01;a ,<011;' e 3011 ;, ,"101,"1 a,  
.. t,x bo01o11 „ o " 11003L70?+0GR0'' t " C?00FC^00 11.1 ., ,-100011-,-c100000011-,-000000 1
            

10" , " 110000000 " ,"000110111","000       
110000"
5080 DATA }fl " 11011 :1 '. „ 110 011 e,," o'0 o011", "0111", "011 "011  `C}01C^!Ct11 ,
-101-,-101-,-111-,-101-,-011-,-0       
k1t:=110t00Ce3 01•, „ 0^ 11 „ ,. Ÿ ^s ,.. , ,. 10iû0̀1Z.1^t13C10

"20 1 " , " 010001 " , " 000111","1101000
 /1-1. . ,<^^11„ "1t^1t^010t0C^1, , ..011",

11,a,.,111„
0+090 DATA -000110100- ,"000000110
- , " 000000100", - 000010011-,-10000  
0000 " , - 010011 - ,"000100000","0100    
r1101011^^:, , x, +, 0'^L Ot^L11.. , „0000'? L 00a0y „ t ,a
1011,. .<0.La1^^1.. ..01^^0èt1t:Fo4_"+10t.. .. 11ï...
,a011,< , e . 01 ^.z ., ee 0111 ., a ,a 101 „ + ,e 103 e, t ax^
1t•1Z^?^+t^fl0i ,. , ,. 000001 , e "000010++^0tt" ..01,a „ 000` 11"	 '
5101'0 DRTR -003000004002"."000000
000001" , "00000500000s","02500000     

03"
0025","000007000005","0000040020

, x, y+^^L^Ci.i00i.J90j i ,t „Vtil0Vi:.i51.tY.iYJ005
","000052000053-,-000012000013-,
-000008000007 - , - 000000014015-      
6110 G•RTR - 009011000010","018000  

L• ^^^•^.0014" , "020000000021 " ,"b000000000    
19","000017015018","023000000022
","016018000017 " . " 000000021020", 
-000000000024 " , " b00000022023"     
5120 DATA "028000000027","002003
0000•'^04 e<  e. 0t^i10100(:12Ea025 ,e ..00► C^t^301029031"."600059000060","b000000320    
33" , "000000027028","035000000034     
","029031000030"."033000000032",
"000036000037","b39000038040" ,.03200?0033040+,e
6130 DATA " 000000034035","042000  
043041" , " 000053000052","00003700    
0035" , " 040039000035","0000450440    
45","054000000055"."071000072070
","000047000045","000043041042",
"049000000050 " , " 044046000045"  
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^ i 4i- 2k 3.=R -aA “0000001300051“,"021004e.
000047““000000050049 '' , “ 00003804     
0.0”,''0I1000010009'',"0000000570   
5e >, . ts:a^:it^.i=^i30t^3st̂ i3.:a .. .4^CElQQ043055+t^û4
'',“(-00'7‘008"."600000Z0,97 ” ,.^^6Q+^000Z^+5 ?°.
..t71r;0C, i ns`^.'t.0L,, p ..0ÿ 100+0030fi'29"
i	 "000000067066":"00005Z^
00005000000000059“,"00000000
 :I.SO O^RTi^   

9e, -  
0065 ., ; ..Z^å;c06^3061064.'- , 064.0620ü30
61" .. i^^O 1:.̂Ic^ 0^'t0i7c O t^5+$" _. " 0660000000e7
'',”061054-062063“e“08-600004504-4 '' ,   
"OOOO7SOeI00 -j, 4.. "1010Q0000102"
5160 DATA "000076075077“.“000072  
07007 1 .. , „12100012?2?120.. , . , ?80 r9000080., „ o000,400,00 ? -3 .. "00+005?0580
86—,-001000000032—.-075077000076.. ., O85 Oi84-00t0063 ..O000600760► 79.. ,
”000000082081“.''000096000097' .    
e>170 DIAT A "Oe.e.00087088 .. "O7g0OC;/
080078' : 0C'00200000ti q.. ..08.L0il:Gltit83085 ” , " 0&300E0-7"."00 c40000
   ^c*

91” , - 00008900e090","095000094095 :  
'" 000092000092"."000000000096'',      

— 600000000100 — , - 093095000094 —     
5180 DATA "000083085084-"."000000

04` 
      

0L002^„ ,.L+C3s30^? i C30fl^396....vLOi^9^1.0+,^
L^Os9.. 0L-10.F-_1ti51.. ..^70071i -̂-^°100
72—,-14514-4-147145—,-000000102101. , . OOL=1°?-o>0_C6" r 1.0--00L'10:31C^5..
"000_10,..4000

O
"000_10,..4000^s,3Ll^ .4 ^.. . - 00010E000107'.  
6190 DATA "'110t7ti4v000111"' "114112
115113"±“000108000109".“i5300000     
0152" "000000111110" .. OOCa 150 0001
51","118000117118“,“000171000172      

"OOOOt^OC^oo3-19 ..., 11-311i4-11-115" .,
" 1 1611ëa0001ï ^°' " ^7 f 00cc^0+?60?5"

"00000012517 " , - 0 001 24 ,.5:.^^^^^-j 24
000223-,-120121000122 - , - 0000 0000    
07.25• ,. „ -̂Z^^1'.ÿ'.ti^^S^^ie^ß:24". ",3^^0126^.̂ t^t^1,
.},^., ,. ^0^^122120121'- . ...^s:s.^^é 001`35534.
. . , ^2,00s^T000126 ., p ,"yL1<000i.'i007.32""
,000^.̂^.̂ 000133"" , " 1280001291;30"
6210 Dk?TR —000000132131",”000129

.213018'" F ' 00+000^01381^_^ f ," F .. 1`3900000
ease- e -134-00000013,5",-1370000002 .,13?00000105^
35:. } ''00014100014-0''.“00000013613c1^   
","000243000142", - 000140000142 — ,         
— 144147145146", - 000172000174 — ..C•a]^^0'7.-2000.1 ?4.,

DATA — 105104000103 — , - 000142   
0"^0014—i.. i ., 000'1 49ti0 ., 4-L .: ..1.4.514-514-
:4•ï4:^„ , „ 0i^e^1F1i^Li 1Çi .: _ ,: ^001f}800L 1
4g ",-112115113114 —- 115113114112 ,. 11.2115113:i14" . ..115113114-112
",-000154000155—,-000000155157—,
"6.^000^.̂ 015'215;3.. , 0000 001S9156'"
6230 DRTA -000155000154",-157000
17=00156—',”150000000161,-16300016  ..  
4162“,-158000000159 — .-0000001611 „ 156L00000159 . ` "0000001611.

.^^<,6	 , "00C^1,80► L^00181," , "^00L^0t^1Eti5165
— ,''163000000167",“162163000164 —",      	 ,
,. -^6^,+a^0^^000165 	 „0t30001691?0",
5240 ORTP "0--^C.-^--172.0001.71" .  

..000000
157158",-270000000169 — .-00011711     
6116 ” , -000176000176“. — i4714514.61 -,i47.-'s451_4-b'å.
44",-176000179177—,-000174000173.. t — 000176000175 — , - 000182000183 — ,   
— 00018/000180",”17717600017P
R250 DRTP	 ^;0=	 1 _ Ÿ.^ .	 _^^13^
000135“,"000179177178 — , — i3613700 .,186,13?00
0268“,“000183000132","1900000001
'69'',"000194000195"

^
   .`t^0?c^^16+50^0018f^^.. i ..1,60}t.̂ 0t186:^,66.. ._ _^ 00i.̂ ?^?it19119.D.,

,.i^^#^i.^Ol_̂L.̂ lL^0^:^1s,== . , Oti^^00018.1_90"	 *
626+'0 C}RTR "192000000191—,-1P6000
000,197,. , ..00016616616:7 .. "E1^.s01r?^Q0
0198","000195000194—,-0000001972
95 '. , '" 000000000200 — ,-00019800019c4    

Three-D Maze II

Once you've mastered Scott Vincent's
program, you can progress on to this one.
In this 3—D maze program, written by
Graham Charlton, you once again see the
maze in three dimensions. However, unlike
Scott's program, this one generates a new
maze each time you run the game.

The maze is built on a 22 X 32 grid, and
the computer takes about a minute to
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create a full maze.	 Here are some shots
of it in action:

220

"
I

. 	 r^` ^1171

Your object is to move from the top left
hand corner of the screen to the bottom

right hand one. You press the "R" to turn
right, "L" to go Left, and "F" to go
forward. Pressing "H" (for 'help') will

show you the maze from above, and will
show you where you are on it. You start
facing south.

-4-.:à^a,+^^n+^^+t^+ k i^u^ce^ ##a#g ###_ ?^t ?f^^?^^?€?f *?#
;i .# # #
### a ## ######u # n###n n##n# n
# #	 #	 #	 #	 #	 # # #
# ### ### # # ####### ### # U U
# #	 n	 # #	 #	 #	 # #
# # ####### #='# ##### # ##### #
# #	 # #	 # Fi.̀..	 #	 n
=f ##### #### # ##### n #n### n #
# u u # # # # #
??a# # ####### # ### ##### # # #
#	 #	 #	 # #	 #* # # # #
# #i#i### 444 #444 # ##?? ### # ###
# #	 # #	 #	 # #	 #	 #	 "a
� # # # # # # /44#14  # # ##### #
i;	 #	 ##	 #	 # u 	 u	 # #^ ^ ^ ^ . . ..^ }^ t} 1+ .._. .....	 +.. {
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10
20 D1.1'1 E4Sf1060)
30 DIM b$(1000
40 LET x=2I
50 LET y=31
50 LET z=1
70 '-S 	 TO 22
80 LET c$Cw)=" unnniIngun###At#z

#44#######nn#unnu
90 NEXT w

100 LET c$(x,y)="
110 IF c$ix+2,y)="g" OP c$fx-2=

y)=-11" OR cSix,y+2)= -4 " OR c$0:,
y-2)="14" THEN GO TO 10Z0

120 LET z=z-1
130 IF z=0 THEN GO TO 2000
140 LET x=CODE a$(1)
150 LET y=CODE b$(1)
150 GO TO 100

1000 LET Ed$iz)=CHR$ N
1010 LET b$(z)=CHR$ y
1020 LET z=z+1
1030 LET r=INT fRND*4)
104- 0 LET c = r =CO - r =1?
1050 LET kJ= r =2) - r =3)
1050 IF c$(x4-2*17.,y+2*6)=- - THEN
GO TO 1030

1070 LET c-(x-i-c,y+d)="
1030 LET c$(x4-2*c,y4-24d)="
1090 LET x=x+2*.c
1200 LET y=y4-2*d
1110 GO TO 100
2000 LET x=3
2010 LET y=3
2020 LET r=1
2100 PRINT RT 0,0;
2110 FOR w=2 TO 22
2120 PRINT c$fw 1 2 TO )
2130 NEXT w
2140 PRINT FLASH fiA-5-

2150 IF INKEY$= "" THEN GO TO 2141

2500 CLS
2510 LET K=127
2520 LET l=37
3000 LET p = = 1 - r =3
3010 LET -2.. = r	 -
3100 LET j=0

3110 IF c$Axi-j*p+p,y+.70="U"
THEN PLOT 123-k,30+1: aRRm

PLOT 128-X,88-1: DR)l)m
0 To 3200
3120 LET j=j+1
3230 IF c$(Xi-j4p-q,y+..i4g+p)="U"
THEN PLOT 128-X.B54-1: DRAM

DRAW 0,-1*:".3/2: DRAM
S .4-: GO TO 3150
3140 PLOT 128-X,884-13/41-: DRRW A

/4,0: r,RRW 0,-14-3/2: DRRU -k/4,0
3150 IF c$ixi-j4p+41,y+j4q-P"U"
THEN PLOT 125i-K,88+1: DRRM -k/4,

DRRU 0,-14. 3/2: DRRU
GO TO 3170

3130 PLOT 128+4,38+1*34: C,	 -
As4,0: DRPW 0,-i+3/2: DRPO
3170 LET k=k71-3/4
3180 LET 1=14-3/4
3190 GO TO 3110

TF	 ANC' ,-11 +1711 771
EN PLOT 128-k,854-1: r;PIJ 2ifk,-24
- P I OT 128-X,85-1: DRAW 2*Y.,2*L

3220 IF x=21 AND y=31 THEN STOP
3220 LET z$=INKEY$
320 IF z$="" THEN GO TO 3220
3240 IF '5=" f" RND c$,x+p,y+q)=-
- THEN LET x=x+p:	 LET y =y +q

3250 IF z$="r" THEN LET r=r-1
3250 IF z$="1" THEN LET r=r+1
3270 IF r=5 THEN LET r=1
2.280 IF r=0 THEN LET r =4-
3290 IF z$="h" THEN GO TO 2100
3300 GO TO 2500

222
223



TWO PLAYER
GAMES



Squares

This program, from Neil Pellinacci,
includes versions for either one or two
players. In both versions, the game is
played on a ten by ten board.

You have to place counters on the board,
following the rule that you cannot place a
placing a piece on, or adjacent to, one of
the computer's pieces.

The one—player game is called 'Area' and
you play against the computer. The first
player who cannot legally place a piece on
the board is the loser. In this game, your
move will be rejected if it involves
placing a piece on or adjacent to one of
the computer's moves.

The computer moves randomly unless it has
problems finding a move, in which case it
will search methodically. If it still
cannot move, it will admit defeat.

The two—player game is called 'Lines' and
the winner is the first person to get five
squares of their color in a row,
horizontally or vertically. A move is
rejected if the square is already filled.
However, if you move adjacent to (above,
below, or to the side of) one of your
opponent's squares, the piece becomes one
of the opponent's.	 There are a number of
winning techniques which can be used (as
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-•s z :A

1000
201710

It is essential that CAPS LOCK is switched

ON during this game. When the program

starts, you will see the title page, and

four options A to D. If you cannot select

an option, check CAPS LOCK before you

check your program.

The first two options, one and two player

games, are fairly obvious. The third

option, to change colors, allows you to

redefine both players' colors, by pressing

the appropriate key, 1 to 7, when the

prompt appears.	 The two colors cannot be

the same.

Asking for information will give you a

brief rundown on the aims of the game.

When you play a game, you'll be presented

with:

PLAYER ONE NAME ('ENTER' TO SKIP)

Type your name, or if the player's name is

the same as before, simply press ENTER.

The same goes for player two, when

necessary.

The display shows the board when the game

is in progress, together with a score

display, which shows which player is which

color and how many squares of that color

prompt appears

the	 screen,

Below this

is the last move entered, displayed in

white.

Enter your move as a number and a letter,

eg 7A, 1D in that order. Entering AA will

terminate the game, and return you to the

options page.

The program is written entirely in BASIC

and is made up from several modules which

are linked together by the main routine,

lines 540 to 740.

REM LINES
REM *****
GO SUB R000: GO ^ZfE{
GO ^t: R R^ *7A .?f B=_ P^R

•

L-?  -̀? f 2 g
n

- --^ --^-
_-rs=^ RF THEN =- = = u1474= 

a_̂ .-a,.ra_Lr -	 r
IF .NP s 1 THEN GO SUB
S• ^^IF ^-•~ ^^^^. ^^	 -i.Ÿ ti- • 	-
Tÿ }_3^ ?` ` =r ^• •^ ^ _ ^
GLi _O :ti0
STOP	 y^
REM P _,`N L !'S ONE

2010   - --_ _ -= ;_L H^^ r ONE- - } ? •} ^ f 2-^ P
2020 L `rPRINT PT 18,22, INK s=`; -ir +'^

3 ^ ^ r_ 	 -;ro!-:=1	 T p. _;-1-	 1 ,71 . • ^

207i1   

	

2c1:712	 B k X :^ < ^ ?^ ^^^^^ ^^:< T^ ^^^•
E7?

Ir ^^P =1

	2035  ,  
	 LET  	 c .	 T^ -      -_ É._ -- : ^}- -' ^. ? 4 T + 3	 LET 3 .^ T^- = s- .'^.

there	 are	 in the one–player	 game). One there are on the board. A

slight mistake can cost you the game. at	 the	 bottom	 right

indicating whose move it

of

is.

P RP7F'R171:	 tI	 7 c
^--_
^._ , ^^^ . –

	

-.	 _.

3000 0

`4.Tr ::

^F PF THEN LET PF_1: RETURN
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t7.1 t	 = p	 t T R x	 =

	

PRINT RT L'	 1-

	

,	 e

"	 .
	 ;

TF R(X.Y4-=7,7-' 1-1R
F-1(X4-1Y:i =2 OR F“X-1,. THF

N LET 5(X -,Y)=2: PRINT RT LL,CC;
OUER	 PPER C21- -;RT LL+1,CC

LET"P	 : L ET 15=1
- 1

BFEP

R
05	 NP =1 	 ET SETU
t--1

;7, 060 LET	 :0t_if3
2072.
2100 IF B(XY+1)=2 OR B(X,Y-1)=2
OR E“X+1,Y)=2 OR 6 fX-1,Y=2 THE

N GO TO 2030
2110 GO TO 2035

REM MOuF
2500 TJ-iPUT LiSE R. IF LNP$<>2
THEN GO TO 2600

TF R==-RP" THEN 14=-T SF	 R

25101F =-,f1F i4 e4;11..3 CS
1):..-57 THEN GO TO :.-'601%1

2620 IF CODE R$(2)65 OR CODE
(;7, )>-74 THEN GO TO 2600
2630 LET X=00	 R=t11-1-:FN

RETURN
RFM SPECTRUM
5--R	 'pi 1:-.ff

" - 1--yr 177	 ""‘	 " f
MnVE:"

3015 FOR 5 =1 T 1-'4 15
02 0 E T	 TNT	 z:r/	 : LET Y
T t-4T RND *10 -S +2

3030 IF	 sy-) <>0 THEN GO TO 302

304-0 IF B( X +1 V) =1. 1-1-R 	 X-1 Y.) =1
OR B 1:X 'e' + 1 .) -=1 OR f=s- X	 THE

N NEXT A: GO SUB 3600: IF WF THE
N RETURN
3045 LET LL=(Y-2)*24-1: LET CC=(X
-f:-')*2.7,-1: PRINT RT $ ,C ,=--;	 1;
PAPER C2;- -;RT	 -

3050 LET B(X,Y1=2: LET P25=P25+1
RETURN

3500 REM SERRCH

10 FOR X=2 T 1-1 11: FOR T - --=2 TO 1
i : IF	 THEM GO TO 3 5-4-0
3520 IF BX .4-1.'fl=1	 O:X-1,-1-2.

OP Btx,Y+1.4=1 OR -k1:4,Y-1=1. THE
N GO TO 3540
3530 RETURN
354-0 NEXT Y: NEXT X: LET WF=1: R

14-7;RETIIRN
4000	 P' RYER TWO
4.210 BEEP	 PRINT INK 6;RT

16,22;"PLRYER TUC-;RT
-A-acxt pFL2NT	 - - - _

4030 GO SUB :200: PRIt4T PT
R54_01 TF RF TH-Frt,i LET SF =2: RETURN

4:712 TF S(X,Y>0 THEN GO TO- 4-02

4035 LET ii=Ce- -2*21-1: LET - CC:=X
-2 ) ,21,2 +1
4-04-0 LET P25=R-2S^1 LET	 ;
-• PRINT p.7	 1:

larr 4	 -

4-050 IF	 X Y + )	 T=k	 - I =1
OR B	 ;'Y') =1 ORC4- 1 -Y) =1 THE

N LET E X )	 PR-1-NT P÷ 
00ER i PI7if

LET ?-1-3-1: LET 523 =52
405 BEEP
4_260 LET 1.4F-= .: GO BUB
4 270 RETURN
5000 REM ORME OVER
52 10 BRIGHT 1: PRPER 1: FOR P=1-7
TO 21: PRINT RT R,22i-

NEXT R
!=:i71=0 PRINT PT 13 , 23 ;3305M----

TF AF THEM PR-TNT PT 15,24-
3 .-MPPED 33 ;AT 16,23; - BY PLAYER-;RT

17 27;-
50 4-0 IF WF THEN PRINT PT 17,3--
PL:-.7iYER -;WF;Ar 16,2;5;-1--JINI-N-
00 PRINT AT 20, 23 INK 6; 3 PREF-

5 RNY-;RT 21 1 26;-KEY-
F;050 FIR1r-1HT 0: PRPFR 0: 	 I-SUR -"N-
000: FOR K=-20 TO 40 STEP 2: BEE
P 4215,K: BEEP ..,01, 30 -K: NEXT
332 PRSE 0: Gn TT1
F.0;710 REM PPTNT 17:0PFS

230 231



3010 PRINTrlm„,„ _ ;T ,	
4	

7;-PLY-f=
- -	 ;	 _	 rbik-

L- •
	 • -

cr;
P15;

INK
R TO;-PT 10,2-=z;0$;AT- 11,23; INK
7; PR.f-‘ER 02 "n" ; PPPER0 -MK F:

617/30 RETURN
- 	 •	 .‘7.-•• - •

7510 FOR X=2 TO il: FOR Y=2 TO -7
7520 IF Et(X \•'	 •-k	 i= t	 Q

LTURN
	 SUB 7300: 3--F tti:-= =-1 THEN R

7530 NI_XT Y.
7800 LET X1= X: LET Yi="e
7310 FOR Z=1 TO 4: LET X1=X171-1:
TF B(X1,Y1	 00 TO 77 32
771 820 NEXT LT : LET i4F=R: RETURN
7830 LET X1=X: LET Y1=-Y

t7===lz.,	T-O 4: LET
IF EXi 1 Y1) <P. THEN GO Tc-1

NEXT If: LET
7530 RETURNR N
soso REr: RR X.S:'zLF
801 174 DIM P$12): DIM 0$10): LET

.

5032	 - -
REM

5610 Et-OR ER 1. PRPER 1_ 1-:N14:
PRINT AT 1,

5573 PRINT RT 1.. 12; "	 RI-

3580 PRINT "TREI 7;"P TWO-P i RYER
fzRMF-"'" YO“ MUT BFRT

5 IN R ROW-"--EEFORE
72-	 NT	 "	 T	 1—'12 

r:RIT;INTqL OR"""UERTICRL=-
8700 PRINT " INK 2;-	 PRE-=',5 RN
Y KEY TO CONTINUE -

PRi iE 0: RnRi-- FR 4: PRPt-1--R 4:
r.:5" : INK

5715 PRINT --TRE 7;-50_URRE5
tinuez1-- ;TRE 7;- 	
n 2

5 720 :7! PRINT	 "IF YOU pPLRCE p 30
URRE ON THE	 RrljEt,iT T

7-F	 TT
WILL IMMEi5IRTEIY-" -RF1---OME ONE fl

ra

""7;-

NY KEY TO F.ELECT GPMF"
5740 PAUE 0: GO TO 2500-
9000 REM UDG';_---
.14-'7110 F=,-71p Q-0	 R:	 *f:=;Q "Q"..

-f.

9020 POKE USR "A"4-7,255: POKE US
P

FrzR R=0 TO t=‘:	 U:=-‘R
NEX

T R
9040 PUKE % il'±-k e	 255 Pf-1KEC
• POKE USR _ .
O 8: POKE 	 E	 1-iEXT R:

POKE USR

8630 PRIT "TR8 8; "P ONE-PLRYER
GRME”-- YOU MUST SF-RT THE CCM

T
8 0?4R1) SO	 -R°1- NONE RRE

TO -1-1=10E
PUTER-
:3640 PiiNT -- THE 1-:_:1111P-“TE 1,1 ILL
PLRY LIKEWISE-"-RND WILL TELL Y
O i t UHrl HS t,411N--.,,,,,,,_ 	 -- –, ---	 ---,=---7-:--,., -_—.	 ..-!"`f
Y KEY TO CONTINUE	 Mt

-7;e=-101 PP“:--11_E cq : 50p.r;=g, 6: :4-=- 7-1P 2FR s:
,..-L,, . INK 2

4	 rt.- "7'7, 	:71 tL

92 1 e 	 -
r-•—PREP- f.• •

•—•	 — ,	 -

•---‘-r 	 • !if ,	 a	 2
_	 z

2	 r

NEXT A
3252 PRP FR 7: TNK 2: Fr1R R= g1 TÇ%

*3 : PRINT RT 0,R*':=4-q;R;- -:RT
R* 77'4-1P;" NEXT R
9242 F --4 R R=1 T/-1 10: LET R=R42

PINT RT R,0;CHR$

	

_	 PT:7
"-
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6, " ES]
" F.171 cHpfl+GE CO

TUO.s

9260 PRINT RT

9300 RETURN
1,21;" -;RT 0,21;"

9500 PEN OPTIONS
9505 LET RF=0: LET WF=0 LET P1.5
=0: LET P25=0: DIM Et:12,12)
9:510 BORDER 2: PRPER 	 IN 7:
LS
9520 PRINT RT- 1,S;-**.H-OUPRES**-F7
";RT -L7EO;-WRITTEN BY NEIL ELLIN
RCCI 1Y83"
9530 PRINT "-TRE
9540 PRINT "TPR 6;"173.:12 ONE PLRY
EP GAME -
9550 PRINT 'TRB
P GRME-
9560 PRINT 'TR

-LOURS
9565 PRINT 'THB 6;-ED1 INFORHRTI
ON"
9570 PRINT "”	 CHOOSE YOUR OP
TION NOW BY -'- PRESSING THE RP
PROPRIRTE KEY	

L_ET4560- IF INEY$=":11
:	

INEY$=-B- THEN LEY
GO TO 9600

,;1595 IF INKEY$="D THEN GO TO 85
00
9500 IF- INKEV=-f)-C- THEN GO TO

9510 BORDER 7: PRPER 7: CL-5 . IN1: PRINT -- "PLYER ONE COLOUR--"" PRESS TME KEY FOR THE COLOUP YOU WRNT NOW -
9620 LET R=CODE INKEY$
9630 IF .P.44	 .R>5 TE14-- GO, TO
9640 LET CI=A-48:  BEEP .5,C1
9650 PRINT """PiRYER TIP2 COLOiiR

PRESS THE KEY FOR THE COLrl
YOU WRNT NOW-

9680- LET R=OODE INKEY$: IF R44
OR	

9
R>55 THEN GO TO 96e0

9670 LET C2=R-46: IF C2C1 THEN
GO To 950
9680 BEEP aS,C.: GO TO 9E00
9700 INPUT -TYPE YOUR NRME E'ENT
ER TO SKIP"; LINE R$
9710 IF R$="" THEN GO TO 9730
9720 LET P$=R$

234

LET Ork=-5PF4--TRUM-: RETURN
g800 	 	 -PER ONE NPE LENT
FR TO SNIP] -; L1N F-
1:1610	 THEN GO TO
9820 LET P$=)11$_
clFi et INPUT "PPYFR TLIO NRME EFNT
ER TO	 -; LINE R$
'=" R -1 - 0 IF ?=:mt,=--
9350 LET 0 $R-
3660 RETURN

User Defined Graphics

2 2 2 A

4 2 C

	 I
=
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Four in a Row

From the fertile mind of David Perry comes
this version of FOUR IN A ROW. The program

contains full instructions and has a hires
load.

This is the program in action:

1 2 3 4 5 6 7

•a• i

OMMOMMUMMOMMENONNMS

And here's the listing for it:

2 FOR ri=i7 TO 7: RER 	 PO-KE
US R "a" ÷-rf	 NIIXT ;

D in r 7,77a DR7FR=-
12 5
10 BORDER 0; PAPER ; INK 7:

RIGHT 1: OLS
7;43 PRINT AT 13,7;-1 2 3 4_	 2=. 7

FOR	 iCT Is J.._ 6 S-TEP
5e PLOT- n40
t' NEXT n

PLRYER_
-- PRINT

210 INPUT -MOVE PLAER ?
220 IF mo)7 OR mo J,l THEN GO T-1-

210
230 GO SUB 1000
250 LET pia 2-4=2: PRINT PT :13,8;

INK 7; PAPER P; FLA==,H 1;" PLAYER
2 -: PRINT AT
250 INPUT -WIVE PLAYER 2 ? -;mo
P70- IF	 OR mo<1 THEN GO TO

260
280 GO SUR 1000
P qn GO TO 200

1000 GO Tn 1060
1060 FOR n=6 TO 1 STEP -1: IF r(

,mo)= 1 THEN NEXT n: RETURN
1070 LET r(n,mo:=1
2030 IF play=1 THEN PRINT PT 3-uf

2),(mo*2)+5; INK 2; BRIGHT0-
-1081 IF pta4=2 TH(-7--N	 7'1+
rs- 	 s ( 04-.2. 4-5; INK 5; BRIGHT s

10 .1- 0 RETURN
S000 BORDER 1: OLS  : PLOT 0,0: D
RAW 0175; DRAW 20: DRAW 0,-1
75: DRAW -255,0
5010 PRINT PT 2,3; BRIGHT 1;-F 0
UR IN P RO

sa2o PRINT

5030 PRINT RT
f -; FLASH 1;
UP IM A
5040 PRINT TAB 2; — you must try t
o dEfeat your -: PRINT TAB 1;"op
portent by connectin q four of": P
RINT TAB 1; "y our coi_znter- in a r
ow either": PRINT TAB 1;-VERTICA
LLY,HORIZON ALLY Or - : PRINT TAB-
1;-DIAGONAL Y.., eq.-

T'OR TO 14-2 --,TEP
100 PLOT 52,n: DRAW
110 NEXT n
120 FOR n=34 TO 44: PLOT 25,n:

DRA 160,0: NEXT
130 LET p2-4=.
140 BRIGHT 0
200 LET pta q =1: PRINT AT

INK 7; PAPER 2; FLA.5 1;-

4-1;-In the g BillE o
PA'-ER	 INK 7; -FO

236 237



5050PLOT0{0_ r)RRW 01,17s
L ^^`*- PRINT' Y^' ` Y° f ' : RT 134; PRINT'
FT 10,11; -0 - ;RT    11,11;- ^' RT _^ 

T.

- 12; "0-, RT'.i'^_ s$; 0_
5070 P R rT. NT RT 	 RT	 ,=2 E- T . 

1L^ 
s^

•
R^ Tr,^T- RT ^' tÿ _ 2^ __*` _ €-4T

.0= 
R_ T .^.2 +--rf; -	

sr
^	 =r.i 1'^ _r2^,; •.0.:

5090 INPUT ` P ' ae r	 name ?";Fi
$: IF LEN R4:=10 THEM GO 70 sago
5091 PR TNT AT 1 5,1; INK	 PRPER

2; EL^^L-€-^ 1; == PLt^` ER :I = -= ; ^-R$	 _
5100 •i' 6_t INPUT     _' P ! a 'ŝ  e r 2's  name   	 E.-
$ : IF LEN B>.0-- E ^-F ^. f 5 TO 5100
5101 PRINT PT 25,2;  `  INK	 R AP ER

2; FL,1 i 5 H :i ; ._ ^` k-i`_ ER2:-;5  
5110   PRINT IE^ T RT 

^ .1 
`-c . 1 t . . P L ^ ?•f E R 1=-;

INK 2;-
5120 ;1- 3`T '2. f 2; "^~L R`^^Ef^ ^= '
INK E '. _re_.
5 1 30 PRINT RT 20,1; FLR6 -f 1; INK

2;- PR E ïS ENTER TO _OMKERCE f! t
RRUSE 0: RETURN

Tanx

This is a two—person game, in which you
have to try and shoot the turrent of your
opponent's tank.

Here are the controls for player one:

Left — Z
Right — X
Up — 2nd row/left
Down — 3rd row/left
Fire — Top row/left

And these are the ones which player two
should use:

Left — M
Right — Symbol Shift
Up — 2nd row/right
Down — 3rd row/right
Fire — Top row/right

You'll notice that the tanks disappear
for a moment when a shell is fired, but
they can still be hit, and can still move
out of the way. You must not run over any
of the mines dropped by the shells. You
have three lives each and the first to die
is, naturally enough, the loser. TANX was
written by Neal Cavalier—Smith.

10 REM TRNX
1 R-:1	 rra vö ! a t 7 --,vfi) 3 Yh
2L LET -:1=1dJT iR5JD-203 . LET Li1

=	 L ET .-: *D = i aSf T E R f,f D k20? : LET y2=
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30 LET U1b=1: LET :.1b=0: LET Y
LET X2b=O

40 LET CC; LET c1=0: LET tit-
e2=3; LET tifE1=3

50 GO 6,;'B 1000
50 GO SUB 100
70 GO TO

200 REM 	-sL4A-4-167--1 0 1 PRINT PT Xl 	 ;- -
2. 02 IF :1b=0 THEN PRINT RT X11,4

1+ 1.41 b	 "
203 IF 1-11b=0 THEN PRINT RT xl+x

1h y	 "
210 IF IN 6502:25 5 RND X 1 <20 T

HEN LET x1=x1+1: LET x1b=1: LET
120 IF IN 54510:255 RND X 1 >0 TH

EN LET Xl=x1-1: LET xlb=-1: LET
,11,=17i

1 30 IF T N ,-=k7e,=253 RND g l>0 TH
EN LET g 1= 141-1: LET ;41b=-1: LET

1b=0
1 40 IF IN 65275=251 RND yl <30

HEN LET u1=y1+1: LET ylb=1: LET
x1b=0

PRINT R7 x2,g2;"
152 IF x2b=0 THEN PRINT RT x2,Y

2+ 142b;" "
IF ; . 2 :-,=0 THEN PRINT PT ')--;24-x

1 60 IF T N 4 ,=.1 1 5 0<2 5 RND X2<20 T
HEN L ET X2=X2+1: LET X2b=1: LET
170 IF IN 57342<255 RND x2>0 TH

EN LET X2=X2-1: LET X2b=-1: LET
TF TN --',"=--'7=251	 q2>0

EN LET W2=;42-1: LET q 2b=-1: LET
190 IF IN 32766=253 RNE:= W2<30 T

HEN LET g 2= g 2+1: LET q 2b=1: LET
5h C
200 REM ',7'TYL,Ar.gilia
201 IF IN 61430:255 THEN LET CC
202 IF cc0 -THEN GO SUB 300
210 IF SCREENS- x2-i-x2b,E-12+i-126=

"." THEN GO TO 2000: PRINT RT X1
i g l;CHR 1 44
2 11 PRINT RT xl,u1:CHR$ 14-4
212 IF IN 634S6<"255 THEN LET Ci

210 IF C10 THEN GO SUB 400
T F SCREENS

"	 L3,;- TO 2200: PRINT RT X2
,L:2;CHRI 144

x1L--=0 THEN PRINT PT xl,g
HP 1-16

IF y1 --,=0 THEN PRINT RT X14-X
1b, ,41;CHR$ 145
235 IF SCREEN$ (x1+x1b,g1+g1b)=

"."THEN GO T rY 2 s710: PRINT RT XI
t i-,1;C1- RI 144

PRINT PT X2, g 2;CHRS 144
T F X',== ,-,=0 THEN PRINT RT x2,g

9+ g 2b;OHR$ 146
260 IF u2b=0 THEN PRINT RT X2+-X

2b, ,42;OHR$ 145
270 RETURN
300 REM
310 IF CC=3 THEN LET x2S=x2+x2b

: LET 2.=q2^q2b
311 FOR C=0 TO .9

T F C=i7i THEN GO TO 335
',IS IF ,42.-7-<1 THEN LET q 2b=1: LE– A2b=INT :RND*3J-1

	

3 1 6 IF	 >25 THEN LET W2b=-1:
LET XSb=INT RNO3) -1

	

T F	 X2L=-1:LET 142b=INT ERND*3-1
31 5 IF >2 :13 THEN LET xb=-1:LET g 2b=INT (RND*3-1
319 IF X2<1 THEN LET x2b=1: LE

T ,-12b=INT :RND*3)-1
TF X=X1 RND U= g 1 OR x=Xl+xl

RND	 THEN GO SUB 2200
330 PRINT PT

PRINT RT x2s,q2C-;"."
336 LET x=X2 c.: LET U=q2a
34-0 LET x2s=x2s+x2b

LET g2=q2s+i-42b
350 NEXT C
370 LET cc=cC-1
SOC RETURN

R .r= r1 5h-=-111
A lq T F C 1 =3 THEN LET X1S=X1+x1b
: LET Li 1 s=1.41+141b
4.12. FOR d=0 TO 9

T F cl= c', THEN GO TO 435
T F y 1 -=.<1 THEN LET q 1b=1: LE

T xlb=INT (RND*3)-1
416 IF Q1s>29 THEN LET 1.41b=-1:LET X1b=INT (RND*3)-1
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17	 •1-L-- ? ct T H r'N L t-=-T ::2.±-==-1:
LET 4 1 =_!`vT ! R:'.D *3 à_ 1

4-1 :=1 IF X 9,--.> 1 6 THEN LET ;•1b = -1.
LET 14;	 1 a^iT iRS^EC-°=-3? - 1
L z-1_+ IF :1_-~1 THE N LET X1b =1: LE
T 14 1b=I-NT - P$'FLY rt3 - -1

4 %7)0 IF . = . -	 .'-SD _ ^C OR -
G	

=r^•=f±^: -
} ^^: ^5 	 =^!•i.- ,F	 THEN i:•	 SUE 2000

430 PRINTAT _, .i^..
• PRINT AT .: 1=	 _ „ ,.
• ._ G l .z = . .ja : LET ^4 =4 ^_

r• 	 ..	 _ _.	 .	 ..y1

	

45-0  	
{{
^ ..^ _ = 7 : a - . i 1 :

-r6z' NEXT d
470 LET 1, 1=1 1-1
^C,3 ÿ—;-^zp

1 000 PE FS
roR z=144 Tï 146

	

1020 	
44

^ -^^
1 30 RE..D a: POKE- LtSR PL-HRS å i t:t
= 0 -̀40- }•9't NEXT ^.

is,ï.=rtiY
_ 	 :_L^_ : ^ i- l a=^^	 l

	

.=Ct	 .ÿ ^*^-•^	 ^ ti- .^-̀_^ ^+^ _ 24- 24
•^ ^^ — -_^ ^ ._ ^ ^ S=+ _ '^ _ ^

:Lo g o RETURN
7L-'00'71   PRINT   AT x2,442;      FLASH     1;" .^i9a

^R  =` T;^ 1; NEXT
2005 PRINT AT .,2, ,42_ FLASH ^0 _ ..

- 17', 10 LET lifa2=LifE2-1

	

2d2i^	 =1 =v THEN PRINT INVER
	1 . . ^J:•,,::..` . t:	 OVER E R

P t^'-t 3 ` 1 wins åA=„ STOP
2030 G O 70 1 00
2200 i:-"-0 PRINT   AT :41, ,.41;  i- L,^•^FLASH '1 ` ^•i^
}ta ., 	 -

,R x=-_ TO 10Z: NEXT • :
._ •20a, PRINT AT X1,111; FL ASH 0;"

2210 LET L = ra = La fi°-
2220 IF ! 

^
a ^ 1=0 THEN PRINT INVER

SE • FLASH .'`y_ "G A M E O L s E R
P i.a =i e! •2 wins.,.

T ri ri •7 `. L.

242
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Memory Monitor
This program by David Perry allows you to

examine the contents of ROM and RAM. It
has good hex/dec and dec/hex routines, and

allows you to move, save and load memory.

PRflf=RAIIME f,SILL AVEAL THE
COTENTS OF YOUR ROM RAM IN
THE FfIRM OF ADrFPFSS, ADDRES_S IN
HEXADECIMAL, DECIMAL VALUE AT -
THAT ADDRESS ,HEXADECIMAL VALUE
AT THAT ADDRESS 1 THE CHARACTER
CORRESPONDING TO THE VALUE AY
THE ADDRESS
THE- PROGRAMS-1F WILL AL50 ALL014
YOU TO FREELY MOVE MEMORY AROUND
' CONVERT HEXADECIMAL TO DECIMAL
AND VISA VERSA RD ALSO Tn RUN
A ROUTINE FROM ANY ADDRESS

ADDR+HEX: DEC: HEXPEEK:	 CHRS:
0 0000 243 00E-3	 !,f-XT
._ • ',' 'z.-- ----

-3 -:”--

= L ,002 17 0011	 -7
fl Ot7103 255 OOFF	 COPY
4 c10174 255 OOFF	 COPY

,:-Ini= 5 195 00C3	 NOT
6 clOOS 203 001--Et	 THEN
7
8

0007
tT11-71t718

,,J.:
4

0011„,,,,,,=4.......
9 0009 23 00SD	 .3

10 000A 92 00SC
11 0006 34_ ,Lt,.22-
12 0000 cz,-. 04,-.15F
1 3 0000 Q:.-= 001-7.-
fl_,'
iS

000=-
000F

'.:”-,
67

017118	 -7-
0043	 C

16 0010 195 0003	 NOT
17 0011 242 00F2	 PAUSE
A: NE.! ADDRESS  1-:HEX-DEC
E: EXECUTE CODE D: DEC-HEX

s-äRVE ..,,- L-LORD BYTES
M-MnVE MEMORY C-CONTINUE
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1 REM
-	 t: g T1-4---71 
3 REM a ff.) DAVID PERRY!
4 REM 1	 1983
5 REM wmm.wmm....46 REM
7 REM

20 BRIGHT 0: GO SUB 720: INPUT
"START ADDRESS ? -;ADD
30 GO TO 330
40 REM HEX-DEC

PRINT R7

60 PRINT AT 20,0;
70 LET R=0: LET E=0
80 INPUT -Hex. Character	 -;

R$: LET 0$="0-
90 LET 0=0

100 IF LEN Fi-)3 THEN -=-7'n TO 120
110 LET A$=0 .4-A$: GO TO 100
120 LET W=4095: LET A=E
130 FOR R=1 TO 4
140 IF FN P(A$fR;)<E OR FN Pip S

(R))>15 THEN GO TO 100
150 LET P=A+M*FN PfA1R.1./: LET

W=Us16
160 NEXT P
170 PRINT

$:- -
160 PRINT -
190 PAU5E 0: RETURN
200 REM DEC-HEX
210 PRINT RT 20,0;-

220 PRINT AT 20,0.;
23e INPUT "DerimBi_ Number ? "r.P.
240 IF A>65535 OR P,t0 THEN GO Tn
250 PRINT AT 20, 5 ;" Decimat.";A

PRINT PT -,== -I " Hs-4(im
e-	 5
-;.-5

23-;1.1 Pu' Y PAPER 7; DRIGHT 1;CHR
$ (484,T4-7*fT>9);
290 LET Y=Y-U*T
2t-7J5 LET U=Us16
300 IF U>=1 THEN GO TO 270

RETURN

320 REM MAIN LAYOUT
330 PRINT AT 0,0; PAPER 5; INK

0;- ADDR+HEX: DEC: HEXPEEK: CHR$
340 LET GO=SDD: LET YO=ADD4-17:

FOR L=G0 TO TO
350 LET DEC=PEEK ADD: LET C$=CH

R$ (DEC AND DEC>323
3 5o1 PRINT TAR f1 AND AD.D:10Y-1-(1
AND ADD1001-11-(1 AND ADD<10004-(

1 AND ADD<-10000); INK 7; PAPER 4
;RDD; PAPER
370 LET A=ADD: GO SUB 260
350 PRINT " "; PAPER PR

PER 7;TAD -17;: LET R =EC : GO SUD
260: PRINT FAPER 7;-T)74D 24; PAPE

R
390 LEY ADD=ADD4-1: IF ADO>65535
THEN LET ADD=O
400 NEXT L
410 PRINT AT 19,2; PARER 2; INK
7;" A:NEW Act-DRESS H:HEX-DEC -
420 PRINT RT 20,2; PAPER 2; INK
6:" E:EXECUTE CODE D:DEC-HEX -
4210 PRINT F4T 2 1- , 2 ; INK 7:-
PAP-:=4-4 2; -	s L-LOAD
"- PAPER 7;-

440 PRINT Ul;"	 M-HOUE MEMORY
C-CONTINUE
450 LET IS=INKEYS: IF IS=-- THE

N GO TO 450
460 IF I$=-A- OR I$="a- THEN RU

470 IF	 OR 1.$="H- THEN GO
SUB 40: GO TO 410
480 IF I$="5" OR 1-$="s- THEN GO
SUR 920
420 IF IS=",-t" OR I*=-D- THEN GO
"I UR	 PAU SE	 GO TO 410
500 IF 1$="e" OR T$="E" THEN GO
TO 570
510 IF :1- $=-L- OR	 TM:74 GO
SHE 030: GO TO 410
520 IF I$="0" OR I ;t="c- THEN CL

5 : GO TO 330
52=0 IF 1 $="m" OR T$="M" THEN 4--z0
TO 600
5.40 TF I$<.>"S" nR -7 -C.> "c- - OR 1$

<>"L" OR I$.>-t" OR i$-> " h ' OR i
$<>-H- OR	 OR i$>"D" OR
1$<›-e- OR i$<>"E" OR i$=-c- OR
i$<›- C - OR i$<›-m- OR i rt{>"M" TH
EN GO TO 450
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55e GO TO 410
550 REM RUN ROUTINE
F';70 INPUT	 .4-4--ir4=-==

UR	 i=HLIt,E
RUN

520 REM NOUE MEMORY
500 INPUT -Mr-fve From R A dre e-
;MF
510 IF MF>555fI5 OR mF<e THEN GO
TO )--,00
520 INPUT -Move To Rddr r- s 7-;

MT
530 IF MT>55535 OP MT<0 THEN GO
TO 520
54-0 INPUT "Number of bytes to m

OVE: -N
550 TF MT4N)55535 THEN PRINT 441

TOC 	 OY TES TRY PORIN
PAUSE 0: GO TO 500
550 LET RDD=MT
670 FOR P=1 TO N
500 POKE HT,PEEK MF
590 LET MT=MT-4-1: LET MF=7IF-1-1:

P
7;6-o CLS
710 GO TO .3-a0
715- REM INSTRUCTIOPPS
720 DEF FN PtAS=(COVE 14$-45-7*

(A$"9"Y-32*(A$)"..:7-)
730 BORDER 7: PRPER 7: INK 0: C

LS : PRINT RT
740 PRINT RT 2,6;-g MEMORY MONI

TOR g"
7150 PRINT RT 3,5;-g @ DRUID PER

RY! g-
760 PRINT AT - 4,6-1	 1953

770 PRINT AT S,E,-;-*_mmmwmmw

780 PRINT RT 80; "THIS PROGRRMM
E WILL REUERL THE": PRINT -COTEN
TS OF YOUR POM RRH IN"

790 PRINT -THE FORM OF ADDRESS,
ADDRESS IN-: PRINT—HEXRDECIMRU

• DECIMAL VRLUE AT"
600 PRINT "THAT ADDRESS,HEXADEC

IMAL VALUE-: PRINT "PT THRT RDDR
ESS & THE CHARACTER": PRINT -COP
RESPONING TO THE VRLUE RT

510 PRINT -THE ADDRESS.-
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520 PRINT "THE PROGRRMME WILL A
LSO RLLOW-: PRINT "YOU TO FREELY

MOUE MEMORY AROUND "
F--:30 PRINT —, -, 30NUFPT HEXRDFCIMRL
TO DECTMRL": PPTNT -RND VISA UE

RSR RND n1 SO TO RUN": PRINT -A P
nUTINE FROM ANY ADDRESS"

6 4-0 REM TAPE LOADING ROUTINE
850 INPUT "DO YOU WANT TO LOAD

R PROGRAMME FROM- TAPE ;iY OR H 3 7
-;T-$
550 IF T= =-V" OR 1-$="u- THEN GO
TO 880
070 CLS RETURN
8150 INPUT -ddr- to toad byte

S to-7";,
890 IF t>55535 OR t<0 THEN GO T

O 550
900 PRIM) FLASH 1; PAPER 2; INK
7;RT 21,0;" PRESS PLAY ON TRPF-

RECORDER! -
910 LORD "-CODE t: CLS : RETURN

920 REM SPUE MEMORY
g30 INPUT "--=-,AF- FR;'--41

940 IF IF SF<0 OP 5F—:S: THEN GO
7-1-1

950 INPUT -NUMBER OF BYTES 7

950 IF M<1 OR m› 65535 THEN GO T
O 950

970 INPUT "F.AVE NRME	 ";S$
980 IF S$="" OR LEN SSIO THEN

GO TO g70
Q90 RUE 5$-C=ODE

1000 RETURN
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MC Screensave BASIC Screensave

This routine, from David Perry, is written

for the 48K machine. It allows you to
store and print up screens instantly. It

can be used in any program.

10 BORDER 0: PAPER 0: INK 7: C
LF,

15 RESTORE
16 FOR n=40000 TO 40028
20 READ a: POKE n,a
30 NEXT n
40 DATA 3317,48,117.1,0,

27,237,176201,33
0
,48

i95
.117,17;a:-64

,1;0,27,23t,17i3,21,,144,234,
0,0

50 PRINT AT 0.,0; "LORD SCREEN F
Anti TAPE AND I WILL": PRINT "SAL)
E IT INTO MEMORY FOR INSTANT": P
RINT "RECALL AT ANY TIME!!!"

60 PRINT : PRINT "TO SAVE Si--RE
EN TYPE"

70 PRINT "RANDOMIZE uaR 40000-
80 PRINT : PRINT "TO PRINT

A SCREEN TYPE
9rA PRINT -RANDOMIZE USR 40012"

100 PRINT : PRINT : PRINT "HERE
IS RN EXAMPLE."
120 PRINT FLASH 1;-PRESS PLAY' 0

N TAPE"
130 LORD ""SCREEN$ RANDOMIZE

U'--zR 401000
140 PAUSE 0: CLF. : PRINT AT 0,0

PRESS R KEY TO PRINT UP SCREE
N": PAUSE 0: RANDOMIZE USR 40012
: GO TO 140

This is a BASIC version of the preceding
program, also intended for the 48K

computer. It was also written by David
Perry.

3 3 1 5 : PRINT "THIS PROGRAMME
WILL STORE THE": PRINT "SCREEN

IN MEMORY AND THEN PRINT IT BACK
RS RN EXAMP 5 E I WILL": PRiNT -

LIST THXS PROGRRMMF,SAVE IT AND
THEN PRINT IT BACK ONTO THE": PR
INT "SCREEN.-

PRINT - PRINT "THE PAn-RRAMM
E IS TOTALLY RASTC": PRINT "AND
CAN BE 11 =-FD FOR MANY": PRINT "DI
FFERENT PURPOSES"

3 PRINT : PRINT "PRESS ANY KE
Y TO 5TART	 PRIff=, 0:

10 REM
Pe REM
30 REM
40 REM
45 CL5 : LIST SO
50 LET A=30000: REM ADDRE''k TO

SAVE TO
60 FOR X=0 TO -DI
70 FOR Y= 0 TO 3 1
30 LET	 X,Y)
35 PRINT AT X,Y,"
90 POKE RCODE RS

100 LET A=-4-1
110 NEXT- Y
120 NEXT X
130 REM
140 REM ****PRINT 11P:+'**
150 REM
160 LET Ft= 300-0e: REM ADDRESS 7n
LOAD FROM
170 FOR X=0 TO
180 FOR Y=0 TO 31
190 'ET
200 PRINT RT X,Y;CHR$
210 LET R=R±1
220 NEXT Y
230 NEXT X

FASTC SCREENSRVE
DRUrD PERRY
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Ireland
To show your computer's graphics off at
their best, run this program by David
Perry. The awesome task of entering all

that data will be rewarded by the quality

of the final picture. You can incorporate
this program with the SCREENSAVE one
(either BASIC or machine code) so you can
get Ireland up on your screen instantly.

10 BORDER 1: PRPER
	 INK 7:

RIGHT 8: CL8
11 CLS
21 PLOT 123,135
31 FOR f=1 TO 166
41 PERD a,b,c
51 DRRU a,b,c
F1 NEXT f
E7 PLOT 10,129
71 FOR f =1 Tn 7

PERD a,b,c
91 DRRLS

101 NEXT f
PLOT

110 FOR f=1 T0 e

130 r=RRW
140 NEXT f

PLOT
160 FOR f=1 TO 6

PERD a,b,c
170 DRRW a,b,c
160 NEXT f
185 PLOT 68,87
100 FOR f=1 TO
200 PERD
210 DRRW a,b,c
220 NEXT f
025 PLOT 32,90

FOR f=1 TO 6
240 PERD a,b,c

DRRU a,b,c
250 NEXT f

265 PLOT 36.93: DRRU 0,2.0: DRR
W -1,2.0: DRRW -2,-2,0: DRIJ -2,
-3.0: bRRU 4,1.0
270 PLOT 80,125: ORRU 0,3,-PI,2

DRRW	 DRRW -3,101 DRRW
DRRW 6,-3,-PI/3

290 PLOT 85,115: DRRW 3,-1: DRRW	 DRRW -1.3,PI/2: DRRW -3.0,-PI: DRRW	 DRRU
DRTR

0 -1,5,0,-7,7,P1/2,-8,0,PI2,-3,
10IZ DRTR -0,0,-4,-5,0,-3,-1,0

10.20 DR-i-R -1,-4,0
DR-fR -5-2‘0 ,-i.-5‘PIs2.-2,

-3,-.4t5,Piz	 -1,514.a40 DRT —5,2,-
,-5,2,P1'2„2
-10,PI/4

1050 DRTR
1050 DRTR
,2,-4,P1,4,0,PI/1.5,5,-2,P/*1.2
1070 DRTR
9,1,0,-1-3,0,-6,-1,0,-4,-7.P1/61080 DRYR
1/4,1,-1,0,-9,0,0,-5,-5,-P1/31090 DRTR

7,1,0,12-1,0,-3,-2,P1/10,--2,0
1100 DATR 2.e,0.3,-2.PT,1.5,4,1,
P1,9,3,0,2,1,0,3,0,0,-7,-2,0,2,L

1110 DRTR

.2 0,-1,3,PIF2,4,2.0,5,1,PT/4,4,
, 0 ,7,0,PIs4
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11=.0 DATA —1,3,P175,-2-,PI/4,-3  
^..^.^..^.^ 

1130DàT I.4 —3,3,P1/4,-2^,',^^_j^.t--^ a^a^a^, j1:0
:2.-1,0,0,3,P1,  r;^ 	 . 	 —13,0,0,5,P1.7  r.  	 i  	 r' 1

,0,0,3:1,
  g7^7 —.2 . 5 f6l f^-^pS^L . Z . F' I ir •^ . 0 ,L? , P i. i^ -., a — I . 4^ ! FL'

1140 DATA 4,0,0,2,2,P1/3,-1,4.P1
_0 .	 .PI.'6 a2 , I . PI ,	 — i= .0 a2 a0,,PI, _..-

10.P1:/6,— _ 3- p Is2 — aåa0
1150 i i-i?it	 _—
1160 DATA x,^.a-1:-6: `	 PI_•4. —.ti a0

1• 1"0 . ^°a-îA 3,4_0.5.F-,—^^=^-,-1i.0

•• ^-z. - _ - F` ^ .= 2 .
1180 DATA 3,2,0,2,-1,0.5,0,0.-3,

1190 ns?TA 2	 ^ j 2 ^^I_ .^__^ ^^-	 _	 —f
. 0 . - -^ . P17 2 . ^. —3 'a P ir=2
1200 DATA 4 . — F' i:= 6 a 4 . —4 . Ff 1_= E . 1 j
0.0. 0: ,?.LJ. ---4.5 .Ft 1:'E.. —5: —1j0

Master Copier

This handy program from David Perry wi ll
copy machine code programs automatically.

If there is a BASIC loader, then you must

copy it first, by typing MERGE "" then
SAVE"name" LINE the line which loads the

machine code part. This program reads the
header, loads the program and then tells
you how to save it. Just follow the

prompts and you' have no trouble using
this program.

• GO SUB 31
• CLEAR 32747
7 FOR?. T:`

E EAD X: POKE k a X 

2:11-1,33,0,125,1   g Lam(- -D̂ATA ^ 3 5 F; - _ a Ee .     

• .20.0j2O5,86 5=201—
20 NEXT i_
11 PRINT AT 5,2; 1 f î A; i

NOW LOADINGTHE. HEADERS — ; FLASH
0; AT 7,10; — PLEASE WAIT`.

12 RANDOMIZE U5R 32748
13 LET .J=1 GO SUS 19 : LET a=0
14 CL5 : PRINT RT 0,10;—Header

Data"
1E IF PEEK 32000=0 THEN GO TO

 ^^p
16 IFPEEK 33000=2„ THEN- GO TO

17 IF PEEK 32i..̂̂ --€-.-f0-2- THErs GO 70
73

18 IF PEEK 32000<>3 THEN RUN
19 LET Z$=--: .. FOR B=32001 TO 3

2010
20 LET z $=z $-FCt-:R$ (PEEK Ek?
21 NEXT b
22 LET o$=.11$
23 LET Fi=F'EEF1 32011: LET E=PEE

K 32012
24 LET åi=Fç4- (Bä-2EFs)
25 LET A=F<EEK 32013: LET Et=F=EE

K 32014
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fL‘P, LET M=Ri-iBi,P)
27 LET R=PEEK 32015: LET B=PEE

K 32016
28 LET 0=R+E5*256)
29 IF u=i THEN RETURN
30 GO TO 47
31 BRIGHT 1: BORDER 0: PAPER 0
INK 7: CLS : PRINT "	 MA

STER COPIER"
32 PRINT -

az

33 PRINT
PRINT "THIS PROGRAMME UILL

COPY MACHINE"
35 PRINT -CODE PROGRAMMES AUTO

MATICALLY."
SS PRINT
37 PRINT "IF THERE 15 R BASIC

LOADER THEN YOU MUST COPY IT FIR
38 PRINT "BY "TYPING MERGE--

THFN-
PR T NT "SAUF-"name-- LINE th

e line which loads the machie
ode pert'

40 PRINT : PRINT -THIS PROGRAM
ME READS THE HERDER-

41 PRINT "LOADS THE PROGRAMME
AND THEN

4.2 PRINT -TELLS yau-Flau-ra Silk)

43 PRINT : PRINT -1.—INSERT
CRSSETTE RT START OFMRCHINE CODE

SECT ION"
44 PRINT -2....CHECK LEADS-

PRINT "3 „,.PRESS ANY KEY W
HEN READY"

45 PAUSE 0: CLS : RETURN
47 CLS : PRINT RT i5; "MASTER

COPIER-
48 PRINT RT 2,8;- 	

49 PRINT RT 3,0;"To save the p
roe 1-low on,": PRINT "cassett
E g 	 must first of

-0 PRINT -have saved the basic
loader and-: PRINT "you must re

wind the cassette to": PRINT "th
P start of the MACHINE CODE"

51 PRINT -section then 'NEW t
is-: PRINT -pro g ramme and type"
52 PRINT : PRINT -LORD ---;z$;

—"CODE
53 PRINT "CHECK LERDS,PRESS R

KEY,PRESS - 1 PRINT "PLAY ON THE T
APE RECORDER..."

54 PRINT : PRINT -When it has
loaded type:-

55 PRINT : PRINT -SAVE
CODE -;m;-,-;n

55 PRINT "INSERT BLANK CASSEJI
E.CHECK": PRINT "LERD5,PRE55 REG
CRC' & PRESS A KEY"

57 INPUT "Copy to the printer
(44,en)";a$

58 IF a$=" g - THEN COPY
SS IF a="n" THEN PRINT AT 21.

0; BRIGHT 6, "YOU SHOULD WRITE TH
IS DOWN THEN!"

50 INPUT "Are there anti more m
achine code sections to COPY (w,‘
n3-;a$

61 IF a$=- g - THEN RUN
52 PRINT PT 212, FLASH 1; PAP

ER 2; "PRESS ANY KEY TO 'NEW!!!!

63 PAUSE 0: PRUSE 0: NEW
54 CLS : PRINT -You have just

loaded a BRSIC-: PRINT "header"
65 PRINT "IT 15 CALLED"
66 PRINT z$;" LINE ";a1
57 PRINT "ITS BASIC LENGTH TS
o
68 PRINT : PRINT "Press any ke

W to run pro g ramme-: PRINT -agai
...-: PAUSE 0: RUN
69 CLS PRINT -You have just

loaded a NUMERIC - : PRINT - ARRAY
header"

70 PRINT -IT IS CALLED"
71 PRINT z$
72 PRINT' : PRINT "Press an g ke

g to run programme": PRINT -agai
...-: PAUSE 0: RUN
73 C. 	 : PRINT -You have just

loaded a CRARRCTER-: PRINT - RRR
RY header"

74 PRINT "IT IS CALLED"
75 PRINT z$
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76 PRINT : PRINT "Press -4n9
u to run pro g ramme": PRINT "agi
n...-: PAUSE 0: RUN

MASTER r:OPTFR 
UTILITIES

AND
DEMONSTRATIONS          

THIS PROGRRHME WTLL COPY MRCHINE
CODE PROGRRMMES AUTOMATICALLY,

IF THERE IS R ERS IC LOADER THEN
YOU MUST COPY IT FIRST
BY TYPING MERGE"- THEN
SfluE-natNe" LINE the Line which
Loads the machie code part

THIS PROGRRMME READS THE HERDER
LORDS THE PROGRAMME AND THEN
TELLS YOU HOW TO :7-',Rk)F TT,

1....INSERT CRSSETTF RT STRRT OF
MACHINE CODE SECTION

lERDS
RNY KEY WHEN READY

4
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Biorhythms
Now you can chart your ups and downs in

this graphical BIORHYTHMS program.

There are three cycles, which begin at
birth and continue right through our
lives, which are believed by many to have

!—^ 	 n•:ent^ 1_	 emotional_ l_

i	 1	
tt

1	 1 	 I	 !	 .	 .	 .	 i	 t	 f	 .	 i	 1	 ;	 .	 ^	 1	 t	 ? 

an effect on our lives. The three cycles

are as follows:

PHYSICAL — this is a 23—day cycle which
controls such things as endurance and
strength

EMOTIONAL — the 28—day emotional cycle

governs feelings of optimism and pessimism
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10th

q1-7171

9150-;a$:

MENTAL — Logic and reasoning come under

the sway of this 33—day cycle

The program is self—prompting and produces

a very effective display.

1 RESTORE
2 PRINT PT 0,0

-RHYTHM
10 INPUT -Enter Date

Month

20 INPUT -Ent er Date Now
'y ear ";eMonth	 '4, d

30 LET t =INT	 e ) *365,25) +
d L-.) *3035 -a )
800 FOR r-0 TO 2 55
810 PLOT r,10
815 IF r=INT	 THEN FOR u

=10 TO 20: PLOT r,u: NEXT u
820 NEXT r
830 PRINT PT 21,0,-1st

20th	 30th-
84-0 PRINT pT 0,0, INK 1

.K.!Cl!LCL

E gli) ti ona t"
900 FOR r=1 TO 3

RED u
LET t=2*PT*t- T N-T- ftzu)*u)

u
920 LET K=2*PI*(33-u)*,03

1000 FOR a=t TO k+t+f2*PI) STEP
4

1610 PLOT INK f(1 AND u=23)+2
=2;1'; ) + (4- PND u= 33 )) j ia-t) 24-f

+	 9 0 + IN a *60
1 020 NEXT a

1;2'1 4 6 r) prr
"7- " r-"'T 'nther Go

F a	 TO 1

Paint Pot
This clever program from Graham Charlton

fills a randomly generated shape with the
current INK color. Lines 10 to 60 draw the

shape, and the subroutine from 9000
onwards fills it. Make the strings (AS and
BS) as long as possible on your computer.

Note that they take up a lot of memory.

10 CIRCLE 120.80,15
20 PLOT 100,60
.];0 DRAW 4.0,b
z:

,
0 DRAW 0.40

50 DR
A

W -4e.o
60 DRAW 0,-40
70 GO SUB 9 000

100 STOP
9000 DIM a$(999)
9010 DIM h,$(999)
9020 LET z=1
9030 INPUT X
9040 INPUT t4
9050 PLOT x.,4
9060 IF POINT (x+1,w,i-POINT
,..n+POINT (x,(64+1)+PO/NT fX,t4-1;
> 4. THEN GO TO 9120
2070 LET 2=2 -i
9080 IF Z=0 THEN RETURN
'-i090 LET x=CODE a$(:.

==-1100 LET w=CODE b$tZ)
3 110 GO TO 9050
9120 LET aS(z)=CHR$ x
=, 130 LET b$(z)=CHR$ y
9140 LET Z=z+1

FOR C=-1 TO 1
FOR d=-(c=0 Y TO (c=0i STEP

9170 IF POINT (X+c,u+d=0 THEN L'.7
0 TO 9200
glf=i0 NEXT d

NEXT c
9200 LET x=x+c

LET y=y+d
9220 GO TO 9050

LI

of
5 c't

Year
I.
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r,V2t

n)S1

Timothy Leary

"his program by Damian Steele creates a
lumber of dramatic graphic displays to
iemonstrate convincingly	 (if you still
seeded convincing)	 how effective	 your
omputer's graphics can be.

264

10 PAPER F: EORER 1:	 1: 1ET 0=1: LET E=1: LET F=0: LET X=0: LET Y=175: LET S=D: LET B=0:LET C=0: OVER 1
20 fl l 	: PRINT no:PT ,-'=,17-1:-.ZX TRIP

RESS RNY gEY IF BORED..-"
100 FOR )74-=:=-f TD	 f=;:r===.P
110 IF R>=128 THEN GO TO 400120 IF R>=57 THEN GO SUB 200130 PLOT 0A: DRPU 1Y:4-3-457)-B,P-fl

IF INKEY-- THEN GO TD JO
NEXT A
LET B=B+61: LET 0=C±.2
i-WAURN
LET 5=2
GO SUB 700
OUER 1
FOR R=1 TO 255 5TE 3
IF INKE-Y$<>—' THEN GO TO 1 0
PLOT A,0: DRJ;iJ,A
NEXT R
IF 5=1 THEN GO TO 600
GO SUB 700
FOR R=1 70 175 STEP
IF INKEY$<>-- THEN GO TO 10
PLOT 0,A: DRAU
NEXT R
GO SUB 700
TF

F,00 IF E1 T.17.(EN L	 =0.- iO 7ÇÎ

620 LET FF--i: IF 5.= =,-:1 THEJ1 LifT5.-==1.4,-7 LET 0: fq n TO 41060 f==0 SUB 700:-30 TO 1000
700 FOR R=1 TO 10: BEEF 007 LPND*301-35: NEXT A
300 RETURN

1 000 PRIPF:
1001 LORD""
9500 STOP
g=1Q0 PRTNT F I RS- 1;RT 10,10;"STO

TJ—t T3EPRINT RT 21,;-PREE.
ANY KEY 1- 1-1 CONTTNUE„.-: PAUSE

0: On TO

265

140

--=;00
400
450
51710
510

;7=10
520

535
537
540
545

17/et

560
565
570 LET 3=1: GO TO



Color Test
This simple program by David Perry puts

all of the computer's colors up on the

screen so you can tune in your television

for the best possible picture.

LET i=i+1
FOR g=n
FOR x=0 TO 21
PRINT RT x s n+y; IN i;-M-
NEXT >f: NEXT g : NEXT n
INK 7

Logic Gate Emulator
This program, by Neville Predebon, shows
you the result of having AND, NAND, OR or
NOR gates in a circuit. Just follow the
prompts.

1 REM -clates-
F; REM	 Predebon 1983
7 BORDER 6

10 PRINT INK 11-4T 213;-GRTES-
; INK 0;RT 10,6-R loic q a te ut

INK 0
15 PRINT AT	 3; "p r 	 an g ce

g to continue": PRUSE 0: CLS
20 PRINT RT 5,1-Ke g the qate

PRINT
25 PRINT TSB 5"RNEN = 1-
30 PRINT TSB- 5-NRND = 2-
35 PRINT TRB 5-OR = 3-
40 PRINT TRB 5-NOR = 4"
4-5 PRUSE 0: CLS
47 GO SUB 115
50 PRINT AT 8,6"

PRINT : PRINT
55 PRINT TRB 2 - 5witch R - 001
60 PRINT TRE 2-5witch E- 0101": PRINT
65 IF 1NKEY$=-2- THEN GO
70 IF INKEY$="3- THEN GO
75 IF INKEY$=-4- THEN GO
30 PRINT TAB 4-Output -

: GO TO 100
85 PRINT TRB 4; - Output - Eling"

: GO TO 100
90 PRINT TRa 4; -Outpu
GO TO TO 100
95 PRINT TR5 4; - OutRut - WM-100 INPUT INK 1; "Do y ou need an

ther run? -;a$
105 IF a$="yes- OR a$="YES" THE

N GO TO 15
110 PRINT : PRINT INK 2TRB

Very welt": STOP

10 BORDER 2: PAPER 0: BRIGHT 1
INVERSE 0: OVER 0: FLRSH 0; CL

S
	 FOS n=0	 31 5TE

P 4
30
4e
50
70
SO

IsT-4BE:W=4:IFF

TO
TO 90
TO g
0001 IS

9;"
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RT

RT

RT

RT

Aural Assault

Each RANDOMIZE ca ll in this brief program
by Graham White produces a different

sound. There are five such sounds which
you	 can	 incorporate into	 your	 own
programs.

115 IF INKEY$='*1 - THEN PRINT

12 IF INKEY$=-2" THEN PRINT
3,4-;-NRND";
125 IF INkEY$ =" 3 " THEN PRINT

0R-
130 IF INKEY$=-4 - THEN PRINT
3,4-;"NOR"
135 PRINT " GRTE-: RETURN

11-71:7-1 p:77r--,nr-iT7F 11-F,p
:7,

12:71

RF;NDnHT7F
RF4-4D0i-jIZE

pqNDF1HT7F

USR

HS 1-7;

fm:24:--10

324F;0

416.=';77 GO TO 100
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Rainbird
Now you can see how your computer can mix

its standard colors to produce up to 128

different shades.

Some programs which produce this effect
use a graphics character with a checker-
board pattern in order to produce a

pattern of dots to mix the colors. This

program allows for this option, as well as
two others. You can see that horizontal

lines produce a color which is more steady

on the screen than the	 checker-board

pattern produces.

2 FOR a=0 TO 7 STEP 2: POKE LI
SR "s"÷a,BIN 1111ii	 .,----:w.1_=.1

""-f-a+ 1 BIN 0000000.0: .t:4.E	 _Et

3 FOR a=e TO 7 STEP 2: POKE U
SR "b - -i-asBa	 101010i.0_ _;--.1=E 1 l:k-9
"b"4-a+1,BIN 01010101: .tli,ET ---='!

4 FOR a=0 70 7 STEP 2: .PD.KE li
SR "c"4-a,BIN 11110000: Pal-,:,E VZ-.R
"c"-i-a-1-1,BIN 00001111: NEXT st

6 PAPER 7: INK 1: BORDEP 7: 17
LS : GO TO 100

10 PAPER 0: INK 7: BORDER o: r
LS : PRINT AT 16 ..0," '''-,t	 -,..:_.	 ,7_

, ,,..,	 -4,	 5	 6	 7	 paper"
15 FOR c=0 TO 1
20 PRINT RT 12 ,12;-brit
PRINT 140;"Pres =- any .tey Dr 'sp

ace for the	 Keno"
25 FOR a=0 TO 7: FOR E=0 TO 7
30 BEEP .003,RND*40-10
35 IF b=0 THEN PRINT .PT a:4-1-1,

b*4;a;AT 0,0;"ig.1.-
40 IF cL=1 THEN PRINT BRIr=-,HT 1-

	

INK a: PAPER b; AT al-2,b1-4,- 	
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41 IF c1=2 THEN FAINT
INK a; PAPER b;AT4- - --a ;Ri a 2 4-1.b*4;'MMagif'
-42 IF cl=3 THEN PAINT
INK a; PAPER b;.AT
,RI
45 IF b=0 THEN PRINT .RT „RAP.4-J,b*4;a;AT e,e;-inK-
5b NEXT _i, : " NEXT a
60 IF INKEY$=-- THEN f=41.7 TrI
70 IF INKEY" - THEN NEXT C:GO TO 15
8E4 r:;4-1 TO 150

100 PRINT AT 0,1)"128 COLOUR SP
ECTRUH "; OUER 1;AT 0,1;"

110 PRINT AT 2,1,"This program
demonstrates ho to the standard ei ght colours of	 the IX Spec-try
m can be mixed to produce up 'to
125 different	 shadf,'s,"
120 PRINT '" Some programs which use thi z,	 effect ose a 4.a.r.-Ftp.bic character	 With a Ehe-=, sir.riard tgpe pattern of dots to mix theCO lours, 1-hsriptirkn

but g eneralt. g a sefies- of horizontal lines	 wit‘. work' better as
this wag thastiQht dot cral eifPct i s	 redUfezq rather tbaul
130 PRINT AT i9. 9: ". :71 TT	 A t'!t 	—sef

140 PAUS E
14 =z OLE
15071 PAPER 7: INK 1: BORDER 7: C

LS : PRINT AT 1,13;
ENU"
160 PRINT AT 5:1:rintal

lines	 7f.ltff	 HIT R"; RT 7
s board pa t r	 " : PT g„	 "3: Da s 3- -

170 PRINT AT 131; "The- CD1DDJ- rombination f Or	 ran _hpread from the a-_-_fes of the s7rt„.
It must be noted -that the iDXand paper c!DIOuf.s. are not iptefchan g eable, that if---ffir

blue ink on red	 paper is a di

271



z£ecen! Eoteor !e	 ^!
ue Raper."

±ee	 »PRIE it 	 C ^ INK a;-The
routines for 9sa /ÿ /}i29 !x£!_s £z
g raphics ace la !`

	
^_e= 	 --_

± ge IF IMRE£$ < \ ~"^e£N^ 2o ^ 30 ]^

20 17A LET 3$ =INKEz$
-"2O5 I\ ` a$> ~5 . 2» a $: s" THEM GO

TO 200
210 c^T et=9RL e$: CO TO 10

Line of Best Fit
This useful utility program, written by
Neal Cavalier—Smith, allows you to enter a
number of points. The computer will then
plot a line of best fit for these points,
and give the equation of this line. You
can see it in action in this sample run:'

Equation East fitting tine is

100

Input points were.	 «I,2!
(.± 0,6 0) (23:4-E)



Equation of best . s F_ 5_ 1n'j line ri. e S'

This is the listing for your own 'line of
best fit':

10 LET 3 =0: LET b =Ca : LET m =0
20 LET k=0 INK : 7 . PRPE.ra. 0
30 CLS - OORDER 0
4-0 INPUT -HOW many po 2 r, t = : '' 1 ,^::
^ 0 DIM x .:i
60 DIM y(n)

	

75
	 r:70 F^^rc c =1 TO

	

'.C.	 P tLtT	 ( L. t kt ^-
PLOT .. • - . y C )

00 LET a =3 +:x É C)
9ir.'+ LET b=brw ( C )

100 NEXT C
110 LET a =3sn - LET b=b.'f:
120 FOR C=2 TO n
130 LET m=:,,1 E i (.X. (C) -3) * t4 tC? - ^:
/((R86 [`t ( C ) -a ) ) t?) )
240 NEXT XT C
145 LET m =m .=°r.
250 LET k = b -m ::- a
160 LET c=0
125 PLOT 0.0; GRRbJ 100,0: : PRINT
AT 21.13;"200"
15 O^ T - . 0: r'Rf^t,d 0,100: PRINT
AT T c1 `6,0;"100" ï L:• 0..

200 PRINT RT 0 f 0e; "Eq#13 t a s7F7 of bE- t fittin g i.1 ►'lZ 1s..
210 PRINT RT g 0"'i = IIdT ( m* 10b̂ ?f..5) .%10k:^; •• kt • ' Îi`1'a	 tk *10t.5) .='10220 FOR c=1 TÖ 100
225 LET d = r;j * - s.k
2'30  IF . d t i ,i` O ^ T NEP1 PLOT C d240 NEXT C
25[! STOP

Equation o: best fi t tin•a tine i-

100

1 00
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Hall of Fame
This can be used in any arcade type game.

As an example, type in a number above 100,
then your name, and in a second or so the
computer will calculate and print up the

new Hall of Fame. This program was created

by David Perry.

1. RFM	 I-inI__l__ OF F-AMF

2 REM ( C) DAVID D FERRY 1 98'

' REM
4 REM NUM=NUMBER OF SCORES

REM

b REM
° BORDER 0: FAF'ER 0: I NF ::: 7: I3

R I G HT 1.: C:LS

1 0 LET NUM =10: DIM Pd (NUM+1 ) : D

IM N'(7 ( hJl_lM +- 1 , 8 ) : FOR N : 1 1. TCI NUM:
LET N (N) =1 100 — (N* 1r?0) : LET N$ (N)

: - "fåPF01-R(_l!`1" : NEX1- N

1 5 OLE : INPUT "FOR AN EXAMPLE
E N1- ER YOUR SCORE	 s(:,C.7

RE:'': SC

	

2 ^ t::a IF EC <:: =N(10) THEN	 C^O TO 20

300 LET NUM =1 1 : IF 8C: ;>=N (NLJM) T
HEN INPUT "ENTER 0 I N I TAL.S ! F'
$ : IF LEN P$>8 8 THEN GO TO 20

:_,:_i PRINT AT 7,0; FLASH 1; BRI(3
HT 0; INK 7; PAPER	 "THIS WILL.
ONLY TAKE	 FEW SEES ! "

40 IF SC:>=N (NUM) THEN LET N (N
UM) ::: 5C : LET N$ (N(_IM) :::!_'C
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50 FOR A = 1 TO (NUM-1): LET 8$=
N$ (A): A): LEI C: s(7 :: N $ ((o +-1. ): LET P ::: PJ ( A
): LET C =N ( A+ 1 ): IF B• :: C: THEN LE
I N( A) ::: (:: LEI T N ( A+-1. ):: E+ : L- E:1- N$ (A

LET N1 ( A+ 1 ) =B$
FA) NEXT (4: FOR N :: 1. TCl N(_1M --1: I:

F N(N) <;N(Pd +1) THEN	 GO TO `'r::)
"0 NEXT N
8r:) C:L E3
°(:) PR I NT AT 2,4; "H A L_ L OF

F A M E r"

10m PRI N T AT .T.4: "------
"

1. 10 FOF; N=1	 TO NUM-1: FF: I NT AT
N-+-:::^ , 7 ; 	 I N!<; 6 ; " ( " ;	 l: hJF:: 2;N; I`J ;	 INK

6; ") "; AT N+5,12; I:NF`: 7; N (N) . F'RI
NT (41- N^;:; , 1 i' ;	 l: N I<:: t; ; N$ ( N) a NE X 1-
N

120 PLOT 0,0: DRAW 2cC, r,•_i. ^_	 ^	 . DRAW
DRAW A W •--=,0: DRAW A W c>,-- 1. 7 :

PRINT AT 17,8; PAPER 2; I NF:: 7;"
PRESS ANY FEY' " :
1 70 LET I =I +1: IF I ;>7 THEN LET
r=o

140 PRINT AT 2,4; INk:: I; "H A L
L OF FAME ME r"
150 BEEP .01, I* 7: PAUSE 2: IF I

Nf':EY$:::"" THEN SO TO 1.70
160 GO TO 15
200 F'R INT AT 1 0, 4; "SORRY SCORE_:

TO LC1W' ' ' "

210 PR I NT AT 1.?, 7; " PRESS A KEY

220 PAUSE 0: RUN
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Spec File

This outstanding database program comes
from Michael Briggs. It stores data in a
very compact way, ensuring maximum use is

made of the memory.

When the program is run, you'll be asked

to enter your name, the file title, field
titles and the like. Note that an entry
cannot be longer than 256 characters, and

a field must be 28 characters or less.

A menu will be displayed,	 with	 the

following options:

1/ BEGIN NEW FILE:	 This runs the

program, clearing all data

2/ ENTER RECORD(S): This will ask you
to enter a record, field by field. It

wi L l then sort the record into alpha-
betical order with the rest of the
file. If you make a mistake when

entering any field, simply enter "Q" to
return to the menu

3/ SEARCH: This searches through the

file for either a string of letters or
a numbered record

4/ PRINT ALL RECORDS: This prints the

first field of all files and allocates
a specific entry number to them
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5/ SAVE FILE: This saves the file under

the title of the file. If the title is
an invalid file name, the word "index"
will be used

6/ STATUS: This will tell you various
facts about the state of the program,

such as much space is Left in the file,
how many entries there are, and how
long the computer has been running the
file

You'll find that even though this sounds
complex when you're reading about it,
you'll find it is really quite simple to
run the program.

REN MICHAEL BRIGGS
.' POKE 2609,4C.): E'(:!F:1:)EF: :: IN i

K 1: PAPER 7: OLE : D IM Z$(75000

) : LET ?.=1: 7. : LET (::0=C,
:? INPUT "FORENAME. . . ": GS

9 INPUT "SUFiNA!`1l=. . . ": f7 ^r

10 INPUT "TITLE OF FILE ":TS

20 INPUT "NUMBER (:)F F" I F_L_Df=:: ":F

:i0 D I M (aS (F,20) : FOR A =]. TO F:
PRINT "ENTER TITLE i- r_1F. FIELD

;-1: I NP U T B$: LET (1$ (A, 2 TO )=BS:

LET T ($ (;'a , 1 ):-- (_; I-i F; d: LEN h: B$: : PRINT I N'?-
' : _.": IN K 2: B0.: PRINT . NEXT ft

.'^ ^ PAUSE 50_	 J ♦__ 	 ♦
100 POKE 27609.40: BORDER 6: CL

f=i : INK r,: PLOT 0,0: DRAW ÿ.'``.5. (:::
DRAW 0.175: DRAW —255,0: DRAW 0

.-175: INK 4 :. _.
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110 PRINT INK 0: BRIGHT 1:AT 1
,13-LEN T$/2;1$:" MEN U "

12O PRINT AT 3,3: " NO 1.BEGIN
NEW FILE."
130 PRINT AT 5,3:" NO 2.ENTER

NEW RECORD(S)."
:40 PRINT AT 7.3;" NO 3.SEARCH
RECORDS."
15) PRINT AT 9,3:" NO 4.PRINT

ALL RECORDS."
160 PRINT AT 11,3:" NO 5.SAVE

FILE."
1^5 PRINT AT 13,3:" NO 6.FILE

STATUS."
170 PRINT INK 2:AT 15,8:"@ MIC

HAEL BFIGGS"
180 PRINT INK 1:0T 17,11-(LEN

T.'$-"LEN 8$)/2:"FILE FOR ":C$:" ":
S$
190 INPUT "CHOICE...":C
195 CLS
196 INK 1
200 IF 0<C AND C 	 THEN GO TO

C*1000
210 GO TO 100

1000 PRINT AT 10 ` 2r^ARE YOU SURL
?"

1010 INPUT Y$
1020 IF Y$ (1)="Y" OR v$(1)="y" T
HEN RUN
103O GO TO 1 00
2000 INK 2: FOR 0 1 TO F-
2 0 1 ,1 PRINT AT A*2-1,13-(CODE A$(
A,1)/2):"ENTER ":A$(A,2 TO )
2020 NEXT A

2021 PRINT AT 21,0: INK 1:"ENTER
~Q~ TO RETURN TO MENU ."

2030 LET E$=""
2040 FOR A=1 TO F
2050 PRINT AT A*2-1,13-(CODE A$(
4,1)/2):"ENTER ": FLASH 1:A$(0.2
TO 1+CODE A$(A))
2060 INPUT F$
2061 IF F$="Q" THEN GO TO 100
2070 LET E$=E$+CHR$ LEN F$4-F$
2080 PRINT AT A*2-1,13-(CODE A$(
A.1)/2);"ENTER ":A$(0,2 TO 1+000
E A$(A))
2090 PRINT INK 0:AT A*2,16-LEN
F$/2:F$
2100 NEXT A
2110 LET X1=1: FOR A=1 TO CO: LE
T X$=Z$(X1+2 TO X1+CODE Z$(X1+1)
+1)
2115 IF X$>E$(2 TO ) THEN GO TO
2400

2120 LET X1=X1+CODE Z$(X1)
2125 NEXT A
2126 LET E$=CHR$ (LEN E$+1)+E$:
LET Z$(Z TO .Z4-LEN E$)=E$
2131 LET Z=Z+LEN E$
2140 LET CO =CO-

 
:GOTO 20

00
2400 LET E$=CHR$ (LEN E$+1)+ES
2410 LET Z$(X1+LEN E$ TO Z+LEN E
$)=Z$(X1 TO Z)
2420 LET Z$(X1 TO X1+LEN E$-1)=E
$
2430 GO TO 2131
2999 REM SEARCH ROUTINE
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3000 PRINT TAB 11:"SEARCH MODE":
AT 2,0; " ENTER...":AT 3`0:" ~ N ~ I

F ENTERING RECORD NUMBER. ~~ I
F ENTERING CHARS ONLY.": INPUT "
KEYWORD":K$
7004 LET M$=" ": IF K$(1)="N" TH
EN LET M$ =K$(1): LET K$ =K$(2 TO

3005 PRINT TAB 8:"KEYWORD=":K$
3006 LET RET=3040
3010 LET X = 1: FOR A = 1 TO CO
3015 LET X1 = X: LET V$ = Z$<X TO (C
ODE Z$(X)+X-1))+" ": IF M$="N" T
HEN GO TO 3300
30 16 FOR 3 =1 TO LEN V$-LEN KS
3020 IF V$(J TO 3 -1+LEN K$>=K$ r
HEN GO TO 3200
3030 NEXT J
3040 LET X = X1+LEN V$-1: NEXT A
3050 PRINT ", INK 0:"PRESS A KE
Y": PAUSE 0: GO TO 100
3200 PRINT " INK 4:"ENTRY NO...
":A: LET X2=X1: LET X1 = X1+1: FOR
K=1 TO F

321 0 PRINT INK • 2:A$(K 1 2 TO CODE
A$(K)+1):"...": PRINT INK 1:TA

B 32-CODE Z$(X1):Z$(X1+1 TO X1+C
ODE (Z$(X1)))
3220 LET X1 = X1+1+CODE Z$(X1)
3225 NEXT K
3240 LET X1=X2: GO TO RET
3300 IF A<>VAL K$ THEN GO TO 30
40
7310 LET RET=3050
3320 GO TO 3200

4000 PRINT "ANY KEY WILL STOP TH
E SCROLLING DISPLAY UNTIL KEY IS

RELEASED."
4005 PAUSE 0
4010 PRINT AT 18,1 6-LEN T$/2: IN
K 2;T$
4020 INK 1: PRINT
4030 PRINT
4040 LET X=1: FOR A=1 TO CO
4049 PRINT AT 21,0: POKE 23692.-
1
4050 PRINT "0000":AT 21,4-LEN (S

FRS A):A:":":Z$(X+2 TO X+1+CODE

(ZS(X+1)))
4060 LET X=X+(CODE Z$(X))

4065 IF INKEY$<>"" THEN GO TO 4
065
4070 NEXT A
4075 PRINT ""PRESS ANY KEY TO R
ETURN TO MENU ."
4080 PAUSE O: GO TO 100
5000 PRINT "I SHALL SAVE THE FIL
E UNDER THE	 NAME OF"
: PRINT AT 10,16-LEN TS/2: FLASH
1:T$

5005 IF T$="" OR LEN T$ 10 THEN
PRINT AT 10 / 1:"	 IN

DEX	 ": SAVE "INDEX"
LINE 100: GO TO 100
5010 SAVE TS LINE 10 0
5020 GO TO 100
6000 PLOT 0,0: DRAW 255.0: DRAW
0,175: DRAW -255,0: DRAN 0,-175
^010 PRINT AT 1,12-(LEN T$>/2: B

RIGHT 1; INK 2:T$:" STATUS"
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6020 PRINT AT 3,2v"COMPUTER ON T
IME :":INT (((PEEK 23672+256*PE
EK 23673)+65536*PEEK 23674)/50):
" SECS"
6030 PRINT AT 5,10-(LEN S$+LEN C
$)/2:"FILE FOR ";C$:" ":S$
6 040 PRINT AT 7,8v"NO.OF RECORDS

:":CO
6050 PRINT AT 9 ° 2;"CHARACTER SPA
CE LEFT :":35000-Z
6060 PRINT AT 11,4;"CHARACTERS I
N FILE :";Z
6070 PRINT AT 13,3; " PROGRAM:-@ M
ICHAEL BRIGGS"
6075 PRINT AT 20,5;"PRESS ANY KE
Y FOR MENU"
6080 PRINT AT 3,2; " COMPUTER ON T
IME :":INT (((PEEK 23672+256*PE
EK 23673>+65536*PEEK 23674>/50);
" SECS"
6085 IF INKEY$<>"" THEN GO TO 6
100
6090 GO TO 6 0 80
6100 GO TO 100

STRUCTURED

PROGRAMMING

284



Sketching an outline
Many times I've written articles and
chapters in books which are supposedly

going to improve the programming skill of
those who read them. But every time I
produce such a list of 'things you really

should be doing when you program', or
explain the material to someone, I am

reminded of an old story about a farmer.

He was approached by a young man selling

correspondence	 courses	 in	 'Effective

Farming'. "Don't you see," the young

salesman said as part of his pitch, "that

if you take this course you'll know so

much more about farming?". The farmer

replied "I don't even farm now as good as

I know how."

So it goes, I suggest, for advice on
programming. I know full well that I do
not "program as good as I know how". Many
times I break all the rules, wading
straight into coding a complex program

without even a thought for the ideas of
'structured programming'.

So I suggest you keep in mind, when
reading this appendix, that I do not

really belive that you — or anyone else —
is really going to take the ideas here as
rules which must be obeyed, come hell or

high water. The best way to approach this,
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and any other material in a similar vein

which you come across, is to read it

carefully, and make your own assessment on

each suggestion given. Then, just apply

the ideas which seem most sound to you.

The basic idea I'm outlining in this

appendix is that of approaching structured
programming by 'sketching an outline'.

The idea is simple, but very valuable in

order to help you write complicated and

involved programs, such as many of those

in this book. Of course, you may well be

already creating very complex programs

without using anything like the idea I'm

about to outline. Even if you are, I

suggest you think carefully about these

ideas, so that you can see that they may

make your job easier.

The fundamental idea of structured

programming lies hidden in the phrase 'top

down programming'. This suggests that you

start the process of programming by first

stating inwards the broad aim of the

program you are about to write. You follow

this up by writing a series of notes —

each of which will eventually be a

subroutine — which cover each of the main

tasks which the computer will carry out.

To clarify this last paragraph, I'll give

you a concrete example. Here are the steps

you could follow when trying to write a

Noughts and Crosses program. (Note that
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'structured programming' produces listings

which are much longer than might otherwise

be the case. However, this greater length

is more than offset by the fact that

programs built up in this way are very

simple to debug and improve, and their

structure can be readily understood by

other programmers. You may not be able to

make such claims with confidence about

some of your current programs.)

SET UP INITIAL BOARD
COMPUTER MOVE

(A) CHECK IF MIDDLE SQUARE EMPTY,

IF NOT MOVE THERE

(B) CHECK IF THERE IS A COMPUTER
WINNING MOVE, IF SO MAKE IT

(C) CHECK IF HUMAN WILL WIN ON NEXT

MOVE, IF SO BLOCK

(D) IF NO MOVE MADE, CHECK TO SEE

IF A RANDOM MOVE CAN BE MADE, IF SO
MAKE IT, IF NOT DECLARE A DRAW

PRINT BOARD
ACCEPT PLAYER MOVE

PRINT BOARD
CHECK IF PLAYER HAS WON, IF SO STOP

GOTO 'COMPUTER MOVE'

As you'll see if you take a few moments to

study this sketched outline, you can tell

exactly which steps the computer will

follow; the decisions it will be called to

make; and the alternative results of those

decisions.
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You have already completed the first step

towards writing a Noughts and Crosses
program. You'll see, by the way, that it
doesn't matter at all if you do not yet
know how you are going to get your

computer to carry out the necessary steps.
All that matters is that you know that the
steps must, in some fashion, be executed
in due course.

The second step in the process consists of
turning the sketched outline into a series
of subroutine calls. In languages which

are more structured than the BASIC you
have on your computer (such as the BASIC
provided on the BBC Micro, or Pascal) it

is relatively easy to call a number of
subroutines within an endless loop, with a
structure like DO/WHILE or REPEAT/UNTIL.
These allow you to repeat a series of
program steps indefinitely until a certain
condition is satisfied, or the state of a
pointer or flag changes.

In the BASIC we have here, however, we
have to be content with the humble, and
much—maligned GO TO. (Much of the reaction

against GO TO, which many 'serious
programmers' see as the greatest insult to
the art of true programming ever

developed, came from early and relatively
primitive versions of BASIC, in which you

can only follow an IF/THEN with a GO TO.
This meant the program leapt all over the
place,	 leading to 'spaghetti code' which
was horrendously difficult to interpret.)

The second stage is to turn our sketched
outline into a series of subroutine calls,
endlessly cycled by a GO TO as follows:

10 REM NOUGHTS AND CROSSES
20 GOSUB 9000:REM INITIALISE

30 GOSUB 1000:REM COMPUTER MOVE
40 GOSUB 8000:REM PRINT BOARD
50 GOSUB 2000:REM ACCEPT PLAYER MOVE

60 GOSUB 8000:REM PRINT BOARD
70 IF human has not won AND computer

has not won THEN GO TO 30

80 PRINT "CONGRATULATIONS"

Now, as you can see, we have the

'framework' for a workable Noughts and
Crosses program, even though we do not yet
have a clue as to how the program will

actually work.	 We can now set about

writing the program from first principles.

There are two further advantages of this
'outline' approach. If there is something
we cannot, at this stage, actually program
(like the basis upon which the computer
finds out who has won) we can simply put
in a PRINT statement within the subroutine
like PRINT "CHECKING FOR WIN" and continue

to use the program, as we work on it.

Then, each time the computer should be

checking for a win, it will print up
CHECKING FOR WIN. This means you can
continue working on the program, without

being needlessly held up on a	 minor
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subroutine which you cannot, 	 for the
moment, solve.

The second advantage comes towards the end
of the program development stage, the

debugging stage. I always find this the
most frustrating, and in many ways, the

least rewarding aspect of programming.
Although I can often get a program working

reasonably well fairly quickly (although
my first chess in BASIC too nearly six

months), to get the program from 'working
reasonably well' to 'performing without
faults under all conditions' can take as
long as it took to get the first version
even working at all. However, when you set

up the program in the way described in
this section, you'll see that the

debugging stage can be greatly simplified.

For example, you may find in your Noughts
and Crosses program that the computer

tends to ignore the bottom right hand
corner, when a move into this position

would enable it to win, or to block a win
from the human. From the 'subroutine loop'
we set up before, we know the computer's
move must be made somewhere between lines

1000 and 1999. This immediately narrows
down the search. If you've been clever,
and have made each subroutine a series of
further subroutine, each constructed in a
similar way to our major subroutine, it
would be even easier to track down the
bug.

Let's look at this idea — making each

subroutine a series of further subroutines

— a little more closely. We'll look at the
subroutine starting at line 1000, the one
in which the computer actually makes its
move, as this is the most important (and

difficult to program) of all those in this

game.

The subroutine could begin as follows:

2000 REM COMPUTER MOVE

2010 LET MOVE=O:REM IF THIS BECOMES 1 A

VALID MOVE HAS BEEN FOUND

2020 GOSUB 2200:REM CHECK IF MIDDLE

SQUARE IS EMPTY

2030 IF MOVE=1 THEN RETURN

2040 GOSUB 2400:REM CHECK IF A POSSIBLE

WINNING MOVE EXISTS
2050 IF MOVE=1 THEN RETURN

2060 GOSUB 2600:REM CHECK IF A POSSIBLE

HUMAN WIN CAN BE BLOCKED
2070 IF MOVE=1 THEN RETURN
2080 GOSUB 2800:REM CHECK IF ANY MOVE AT

ALL CAN BE MADE

2090 IF MOVE=1 THEN RETURN

2100 REM A RETURN WITH MOVE=0 MEANS NO

FURTHER MOVES ARE POSSIBLE

2110 RETURN

As I said earlier, programs constructed

using the 'endless loop of subroutines'
coupled with 'subroutines within
subroutines' make listings which may be

far longer than usual. However, there is
usually little need to worry about running
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out of memory (as was the case on the ZX81
and the T/S 1000 when counting bytes
became	 the dominant feature	 of	 our
programming lives). The extra typing

involved in producing the longer listings
will be amply repaid by the extra clarity
your programs attain, and the much shorter

time it will take to produce a debugged
masterpiece of which you can be proud.

You'll find if you take the trouble to
start with a 'sketched outline', the whole

process of constructing a major program is
much, much simpler than might otherwise be
the case. You'll also find that the time
involved will be much more constructively

spent that it would have been if you had
just waded into the programming without
taking the time to do your sketching
first.

Ignore the old farmer, and try now to
program 'as good as you know how'.
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