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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
effort.

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 | 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:

< r WSUORE = 18ad
7 rd < N S -;.- .
5 rd & N r ':‘_ . R
g # AN RN
4 d e \Ki
I'-’ ‘f." £ ,/’ .‘;-
A, / e
> & « i
S tv /' o ,’f'
-, -
SN - ; &
N o R
. o Py
\\ 4 P
- ¥ ¥

Your controls are "M", "@", "A" "Q" and
"P", Time to start protecting...

18 REM RUN WITH Ccass LCoH EN
2@ CLS

S@ FOR F=31 TO 49

48 BORDER F -7

5@ BEER 0.05,F ,
§@ PRINT AT 5,18; INK @; PARPEM
4; FLASH 1; "PROTECTOR"

7@ NEXT F :

88 LET sSC=&

Q@ LET HS=0

i@@d RESTORE



-

AL R ETH AR Fy

AZ@ LET o= Kik " REM & SBED

140 LET R%=0%

153 LET u$=+;45!§“: REHM & LDESG

180 LET Eg=" »'' . REM G =& 566

17@ FOR X=1 T0 1&

158 READ AS

19@ FOR Y=@ TO 7

Za@ READ A

218 POHEE USH AG+Y ., R

2260 NEXT ¥: NEXT X

258 DIM ZTHi(s,2,43: DIA Li1iS,2)

DIM M{1S) DIM X$(15)

Z24@ DATA “A",25,20,28,25,.20.236,
58,126,"B" ,16,16,56,56,56,56 , S6 .
iz4.,7C" 125,125,126 ,192,182, 224
224 ,240,"D",7,7,15,15,31 652,62,
=, E",254,254,254,2585,255, 255, &
5,285, F", 255,955,251, 185, 155, &
3:388:255 78" 240 24 248 355 5
Eé:-}EéTEEéT‘iEi H" 48,458,485 ,3115%,

ol DHRTH "7 ,1289.,66,55 . 0,0, 56,
5,129, ¥ ,129,186,125,60, 5668 =4,
4,24, ,1P8,64,32,18,5.4,2.1,".
*1,2,4.5,16,32.,64,128
26@ FOR B=1 TO 6&: LET Z$(EBE.1) =R

: x‘...f-,ia R L
E?@ _.u__E x F -—1-
S&@ LET u=1@: LET D=u: LET H=1l:
a.g“"r w=6: GO SUB 897&: SO 3uE 89
200 FOR B=1 TO U: LET Li{E.1:=IN
T (RND#HI : LET L{(B,2) =INT IRHD*3
ZY: LET N8I =INT (RNDx2)x2-1: LE
T X (B) =CHR$ (158.5-N{8: - 21 : HEX
T B: GO SUB BDI9sSe
3@@ LET Al=17: LET Az=1i%

Fﬂie LET B=B+1i: IF EB:0 THEM LET
s20 ggINT AT @.20; INX &: SCORE
- £
332 PRINT AT LIEB,1) .LIE.2) <%(B

L{ t§£ %ﬁﬁﬁ%éfL{§#1i+iz VET LB,

=y = a2 + .2 231 0T

MOLET LB, 21 = tB.2: »31 THE
=g§@ IF LIB,2) <@ THEN LET LIE,2)
35@ IF SCREENS (L IiB,1: .L {5.57
U THEN GO TGO fo1a ALIB230 <



362 PRINT ST L{B,11,L(B,2:;"¥"
37@ LET Li1=@: LET Lo=@
388 IF IHKEYS$="" THEN GO TO 0OS®@

@
139@ IF INKEY S$="M" THEN GO TO 05
14@@ IF INKEY $="0" THEN LET Lil=-

41@ IF IMKEY$="8" THER LET Lili=1
1429 IF IMKEY $="0" THEMN LET LZ2=-
43@ IF INKEY$="P" THER LET L2=1i
44@ FPRINMT RT Al1,82;"

AE@ LET Pl=A1+Li: LET AZ=R2+L2
468 IF R1<1 THEN LET Al=1

47@ IF R1:>17 THEWN LET R1=4i7

488 IF A2<¢1 THEW LET A2=3a

493 IF A2:>30@ THEN LET A2=1
q?g@ PRIWNT RT fA1,82;':. &G TO @
S1i@ PRINT INK 2.AT A1-1.H/2-1;" g
B AT AL.AB-1; “EEEE; AT Ai+1,AZ-
£2¢ FOR ¥=1 TO D: IF ABS (L(¥.,1
}-133) 1 OR RAEBS: (LY ,2Y-RAZ: »1 THE
4 60 TO 9546

532 GO TO @579
S4@ HEXT ¥

T r\'r‘.-rln-r" ('\'!" ﬁﬂ . | on Xow BN BEERNL R ) e T

Al,RE-1: ;AT Al+i.A2-1;°

=68 G TO 8218
B8 LET L Y,
2} =i (D,2} : LE
(¥Yi=Xg({Di: LE
i1&

S8@ REEP W15,
59@ IF D& THEN GO TO 5406

6@ LET H=H4+1

£18@ PRUSE 28

2@ CLS ¢ PRINT AT 5,5; FLASH 3

J

3

]

>, 1 LET L (Y,
SMID) : LET X5
1: LET S5C=5C+

i

¢
|

i

; UYOUR SCORE IS v, 85C: FRAUSE 182

&332 LET W=8: FOR X=1 TO &6: IF Z
£IX,2) :'~E§ THEN LET W=ife1

cig ?EXT =@ THEH GO TC ﬁiq@

E2@ PRINT AT 1@,0,: FOR X=1 70O

S PRIMT ST 18, A% % -13 ;R%: AT i3,

c (MM-11 % NEKT x
e LET T=Wx1A0: PRINT AT 11, {4
¥4 ;"= BONUS “;T: LET SC=5C+T

ey
4ﬂ'“+“



Egg gg SUB &@37e

S 3UB _@920: LET u= :

Ur1E THEN LET U=1i5 vl F
2@ LET D=U: G0 TO feae

@ IF L(B,1)<18 THEN GOC TGO Q=&

©t IF SCREEN L

RO REN T B Toﬁaaa B,1},L(B,21) <

LET Z=L.(B,2)

IF Z:1 AND_Z<S& THEN LET Zs§¢
“": LET Z4(1,2)=E%: GO

5 AND Z<¢1@ THEN LET =%
Y1 LET Z$(2,.2)=E%: GO

Z>3 AND Z<¢14 THEN LET Z
Y LET Z$(3,2)=E%: G

iv, HND £<22 THEN LET
: LET Z%i4.,2)=EFE%:

»al RND L4268 THEN LET
: LET ZE(S,2FxE%:

>285 AND Z <26 THEP LET
o LET Z24(6,2) =E4f:

4.0
LET L(B 1)— (D,13: LET LiB,
ey - RIIPRPY K0y - 1 FT Y
Y$ID): LET D= D—l
81@ IF D@ THEKMN GO TO SZo
S20 IF W=@ THEN GO TOC 3550
Z3@ GO TO asen -
540 BEEP .15,2: GO SuUt @3z8: GO
2UB 9959 GO TOo @500 )
825@ CLS : FLASH 1: FOR X=1 70 2

P

ficimzm=== voONEXT X PRéMT AT

b 4

L1z UEAME QUERY: FLRSH

‘25 PRINT
57@ FLASH @: IF SC»=HS THEM PRI
ST “WELL DONE YOu HPUE THE MNEW H

sSCoOR

)

] s

Wi
mu

il LR TS
T
-“

NG
¥

16]

-
-

Y RAR-S5e

Rl

L3~
SO DO M ey

£

]
H

g Ow
b "*] ~ "‘.]
“
I [EI R o
Q= B~ ) &
I R -
N@& HQ
O GOM N Qw

%
muﬂmnﬂmnm&

Wl

“h " o
H TR0 B0 BO-

wu@ﬂmwﬂmm

T

m

169 . LeT ns=sc: CORE  “ENTER ¥
o NAME “; N%

280 BRINT . PRINT PAPER_@: INK
7:H&; » HAS THE HIGH SCORE™

496’ PRINT : PRINT FLASH 1; PRES

TO PLAY AGAIMNT
93@ IF INKEY$<:"B" THEN BEEP 8.
,1: GO TO @o6a



sl@ LET SC=Q: GO _TL 2@z
aza LET @%="k “+Z$&1 13 + %‘

z
t3,11+"‘.“l %

e

958 PRINT AT 1.6 T £, 844 TO
21 INK 3;:;Q0%{(3 TO 143 ; Irs 4,0%F%
{15 TO 181, INK S;&@s{ig Ta S50 ;
IMK ¢;9$t31 TO 34); IMNK 3,85(35
Tﬁ 46821 ; INK 4;Q$(¢7 TC S@) , INK
m5c51 TO 62); IMK 4,.&%{((683 TO
2 H
C

QS@ RETURM
2ve PRINT AT 2@,13,'L§¥E "
28R FOR F=1 TOD 28@: KNEXT F:

265€¢ RETURN

F
4}

N p NN, ScosE = B
4 S f !w Jn_
,-”j \\;_, \\ \.- o ) o .:_ AN .
S A \
7 - s

f"’ / \\ y ‘,-" \\ g ,o/.‘:';’ ™ .,
e i

Y h ¥

0

Y




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:

AI"RIZE

SCREEN 1

G E— CREENT A A



HI-RIZE

KREEN
From lhis &Ccreen aon, red dots
appead an the gCvresn and Qou
can gsin points by JQeing Gves
th{se,
In this screen 4you may not
feturnt ta the base Line.

L3
R OO S U

bbby b b bbbl

AI"RIZE

SCREEN 3

RS 4oU mowvwe up the screen the
Lines hkelow 4YoU vanish, 50 gou
will Lose a LlLife IFf you TrFailti.



*

NI"RIZE

SCREEN 4

* ¥

*

10



NI"RIZE

SCREEN &

* -+
# *
T .
. ) 'y )
#

And here's the listing for HI-RIZE:

1 REM HI-RIZE © _F. TOLRND
8¥® GO0 SUB 82d: GD SUB 2598
9@ LET TOT=TOQT+1: LET UN=LIN+2:

Q8 FOR I=H TO L: PRINT RT Ix2-
(.. CHRSE 144: LET N=H{XI,1})+

L 2): IF N<BG DR N>33 THEN LET

NT (RND+.5): LET HIXI,2)=R-{RA=
LET N={H{I, 21 =-1) 31

@ PRINT AT Ix2-1,.N;" “: LET H

1)=N: NEXT I

11



128 PRINT AT Y,X;" ": IF SCOREEM
Y+1,X) =" " THEN LET SC=SC-S@t+
{ PRINT AT 21,8; SC;CHRS 144: BF
F) «1,-2@: LET ¥Y=¥+2: LET C=146.-
LET T=0: IF L<1& THEN LET L=t 31
IF G2 THEN GO To 3ga
A3 LET T=T+1: IF T=UN THENM LET
C=145: BEEFRP .Q85,3@ 4
314®@ IF C=146 THEN GO TO 1585
1458 LET I%=INKEY%: IF Ig<>"1" T
HEN GO TO i5@
1486 IF SCREENE (¥-1,X)="" THEWN
EP .@E,8: LET C=1486: LET T=R.:
TO 18@
47 IF ¥ <28 THEN LET L=L-1: IF

T G344

v

1)

T

i

.31@ AND G>2 THEN PRINT AT v+1,8
S B
‘258 LET SC=SC+1@%G: PRINT AT 21
ATECTCHRS 144 BEEFP .@S,2@: LET
Tvav =2 LET X=X-Hiy~s23+1,2)
iSe LET X=x¥(Ig="8")-ifz=-5).
LET XoX+ (X=—1) 332 - [X=32) 232
“T5a IF SCREENS (¥+1,X)=" * THEN
E5 70 a2e
1’55'LET N=RTTR (Y ,X}: IF N=5ER T
HEN LET SCoSC+1@s3. BEEP .@S,5:

ERINT BT 21,8, 3C;CHRS 144
157 IF N=48 OR N=S1 THEN GO TO

i . ——- B i T | wAS A

L A @ 1 DESay ke PR DA
]
182 PRINT INK @&;RT Y;."‘C;\:!:&R$ e

IF Y= THEN LET &=5+1: RESTORE 2
2@@: FOR I=1 TO 13: RER\VRD N: BEEP
SA,N: HEXT I: GO TO 2@ ¥

170 PRINT AT BY ,BX;" ": LET BX=x
BEX+D: LET BX=BX+{(BX=-11 x32-(BX=3
2 *32: LET AS=5CREENS [(BY+1.BX):

IF SCREENg (BY+1.BX-DY=" " QR R
F=" " THEN LET BvY=BY+2: LET D=-H
IBEYVA2+1.,2): IF BY2131 0OR BY2Y THE

::vi L?T BY=0: LET BX=18: LET D=-H(
i8]

178 LET N=RTTR ({(BY.,.BX}Y. IF HN=4&
THEN GO TO 31@

iF7 IF N=S1 THEN LET D=-D: LET

if T
ExX=BX+D

18® PRINT INK &;R”7T BY.BX; CHRD 1
I

185 IF G=2 AND Y<2@ THEN PRINT
IHK B RT 28,8, NS

1@ G0 TO ied

12



1.':5?3@ FOR I=Lx2 TO 2@: PRINT 8T I
X CHR® 146, AT I-1.,X;" ": BEEFR .
i, 8@ I: NEXT I

5i@ BEEF 2.-1@: LET M=M-1: IF M

=& THEN INPUT *© TRY AGRIN 7";A8%
G0 TO 1+ (A$="N")} %3388+ (A%="n"1]
1‘:‘9998

28 LET G=G-1l+1G=1)

330 GO TG 9@

SO0 REqTORE s@@d: LET Tx="": Far
I=1 TO &3 ﬁgl;l_? 3:'!\:': LET TH=T$H+CH
= (N+128)

gi@ DARATAH @ald-_.13,:@_.?_.11_.@_.12,!_3,
1;.5.@.?_.11.@.3..3,11,.@_.11_.;3..@,1@
'5:_@;5;13‘,@,3,!3,1@,9,@,5:1‘3333‘3:
-’;,.AT;‘I,E!_.:J.S.,.S,.@,J.@;S.-@:1'3.-1-‘1JB.-@.-E:
1@;5;@,13_.1&,@_.13;12;12,@;1¢,1ﬁ
sz@ LET =" “+TEHE TO 221+

“HTHEI23 TOQ 423+
“+TH (43 TQ )

SI@@ RESTORE G@: FOR I=@ TO SE
READRD N: PORE W3R “"A"+I,N: NEXT
Q@S LET N=@G: DIM B (32} : RRAMDOM
ITZTE : LET T7TO7T=0: LET UN=S: LET 3
C=0: LET M=4: LET G=1: RETURN
21 DATA 258,288,255, 4,1,
,_SIS.J_:EH?FITFI 560,231,189, 185, 153,886,
Q12 DATAH 18&, 185,12 189,189,138
a,231,24

=18 DRATA 24,182,142 ,1583,15832,.1&a2
gz, 24

214 DRTAH 0,0,24,500,00,24,2¢,0.,.80
_"‘5 15 DATH 16,18.,16.58,58.,.568,284,
g;‘?lﬁ DRTA 24,24 .,60,.255,.00 .24 ,24,
QA LET Ng$="": LET Lg="": FOR I
=3 TO EZ2: LET f‘l$—N$+CHR$ ld49: LE
T L$=L$+CHR$ 1d44: NEXT

Q3R IF Py="V¥v" THEN frim} qL‘B 2880
Q4@ LET H=1: LET L=1&: LET T=1&8
Qq: LET X=18: LET ¥=2@: LET C=14%

S& IMK 1: PARPER &: BORDER &: ©

™

@ LET BX=16: LET BY =08

TR IF G:1l THEN FOR I=1 TO 22
NT INK 28T INT (RND*1@) x2 ,RN
1;CHR$ 148: NEXT I

B IF G4 THEN FOR I=2 TO 18 5
2: PRINT AT I.,15; INR 3JX; CHRS
B: NEXT I

#1]

~|‘

e LEVE R v eI R eTe)
mvmmHJm
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i@ DI Hl1e,
3Eid FOR I=1 TD 21 3TEF 2: PRINT
AT I,.8;Lf$: NEXT I
1922@ FOR I=1 TO 1@: LET HI1I.1})=TI
NT (RND#31): LET A=INT_ {(RND+.5}:
LET HIXI,2Y=A-(A=A): NEXT I
1238 LET D=-Hl,2) .

1848 PRINT AT 21,8,;35C;8/8T 21,15;
SCREEN",CHRS® 144, G, AT EI,EQ'TDT'
FOR I=1 TQ M-1 PRINT RT 21,Ix2

;CHRS 14s: NEXT I

200 RETURN
9 2,2,14,14,14,12,311,1

~'aa PRPER 1: INK 7: BOREER XI: C©
INPUT ;: PRINT AT 1&,&; "Do
want instructians 77

ET I$ INKEY$S: PRINT RT &.,.@
I, TH: IF Ig=""" THEN LET I=
=8} *8: QO TO 25851&

ET P$Hs="N": IF Is$="¥" QR I%
HEN LET PH="%"

B LET I=@: INKR 7: PAFER 1: CtL
BORDER 1: INRPUT ;: PRINT AT
'E; INK &; "SCREEN ";G: GQ 3uUpB

QY +25@6
PRINT AT @.,&
I : .Lr' 1% D I o 7 =% 3 S S A S
1-{I=8)=8: GO TD 286
5,18 RETURN
@ PRINT AT &.6@; "yYaur aim
Ch the taop OF each ofFf
W a
we
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AZ PRINT AT &,.&; "Fraom this scf

n, red dots appesar an th

een and you ctan gain poi

4y gaing owver these."

“In this sacreen gyouw ®m
return to the base
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iineg."”: RETURN

ZT{08 PRINT AT &6.,@, "AsS Jaou move u
P the screen the Ltines betow
HoU vanish, 50 Jou witt tocese a
tife iF "You ralit."”: RETURN

2S00 PRINT AT 1Q,@; "Things speed
wup a2 kit fraopn noaw an.": RETUR
FRAQ PRINT AT 160,@; "Spikes appea
s a3t the top of the screen and
th2iir tOoVCch is tethat. ™ R
ETURN

SITE@ RETURN

599 INK @: PRPER 7: BORDER 7

15



Wipe-Out

No collection of computer games would be
complete without a ‘'city bomber' type
program. This 1is a much stronger version
of the game than meny I've seen, and
provides a real challenge to the player.
Here it is 1in action (at the end of a
runj:

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 Llanding strip for yourself by
dropping bombs on the buildings. Use the
"H" key to release your bombs.

i@ FPRPER @ BORDER ©@: CLS

28 LETeE &,.@,.9,63,23558.,0.,.2.90,.1.3
7,200 ,285,853,.252,208,0.,.0.,0,0,25%
285,285,255 ,285, 76,285,258, 102,
255.,8585.,2,8,84,71,116,39,12.2



. g@ FgR ©¢=111 T i1is: FOR n=0 7T
48 RERD . FOKE USSR CHRS ©c+n.Xx
SS RNEXT R MNEXT ¢
6 LET be=&

TR RPRINT AT 8,5; INK 5; "sxxUIF
E-QUT#®xx~ H 10 draop bomk.
Wipg the Citu OoFFfF the earth
With H-bombks 1o Jive UQUIrss
Lf &8 landing strip." ;R T 15,85; BR
I8HT 1, INK J3; "DIFFICULTY T1(1 TC

FYt: INFPUT D LET L=7-D

g FRPER 2. CLS BORDER &
S8 LET s=-21

iRy FOR a=% T =25

11Q IR A+-INNT (KND:2T7}: PRPER 1+
INT (RND#72): LET 9=11+INT (RNDx*Q@
R

128 PRINT AT §.2; PRFER ) "m':
FOR b=%+31 TO 231: PRPRINT 8T b.a;'H
. NEXT b

138 NZ=EXT =

149 FOR a=1 T =i

1S PRPER @: INK 1+INT (RND®?™

16 LET bp=-(231-21

178 FOR b=2S 70 1 ZTEFP -1

18@ PRINT AT =2.b; -t . BEEP .B
1, bp

198 FoOorR 1L=30 TO J

208 LEYT S5=5+2x (INKEYE="h" ) +i(5=1
I B0 U Bz

218 NEXT &

Z2@ IF DCREENg {3.b-1) <y " THE

M GO TS 45&@

223a@ PRINT AT a,b:" v

248 NMNEXT b PRIMT BT 2,1.;" ”
2SO NEX =

260 DRTAH #£.,4,4.08

278 RESTORE 25@: FOR a=1 TO 4.
RBERDO X: BEEF .2bxi{l+axf{a=42)) ,X:
PEMT =2

288 FRINT AT 21.8: FLARSH 1; INK
3: PHEPER T "SCORE: " bke: "standby

Foor take-ofF"W PRUBE =00

2@ FRARPER 8@: FOR a3=20 TO @ STEP

-1

S@8 FRINT AT za+i.a3+1:"v “LRT 2
2 INK 1+IMNT (RNDIG) [ gt

21 NENXNT =2: &0 To 7@

228 IF a==21 THEN RETURN IF 3=

i THEN LET e=a+1

QLI IF =3 THEN LET &¢=3+2-(a2=2D

ind



LET h=b+2: IF 3

=3 THEN
=1 THEN ET d=d~-2

3Is@ IF s <& THEN RETURN

[ RPRINTY AT e-1.h;"° ‘AT &,h;
%" ; BEEPR .@Re,21-e: LET s=¢+1
a37e IF SCREEws (€,h3 <> " THEN
G0 TO 389

3[R IF <21 THEN RETURN : IF &>

21 THEN LET &=21: GO TO 400

S32@ LET bexzbe+l@

4@@ IF e>2)l THEN LET =21

41 FPRINT AT e-1,h; PRPER ©." ™
: FOQR n=7 7TQ & STEP -1

428 PRINT AT 2.h; INK n;I": BE
ERp .02.n-12

438 NEXT

44@ LET s5=-1: LET d=d=x2: RETURM

45@ PRINT AT a,b-2;" °

460 DRTA @,6.0, -5, -5, -5, 0

47@ RESTORE 48@: INK 2

48@ FOR n-=1@ TCQ 9@ STEP 18: PLO
T b#8, (21-3) #8: DRAY 28.n: NEXT
Tig@ PRINT AT 11,1@; PAPER &; IN
¥ 1. "SCORE: "; be :

= TOR

Sgg ég Sum 41@: 60 TO 510

18



Birds

Written by Neil Pellinacci, this is an
arcade-type game, 1in 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 us1ng the "z"
anu K v\cya, Wil Llc opave r\by LU lire,
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.
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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
lLike 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:

32528 uvb HL  Fed4
I25@3 Lo DE . 2252385
3I25Aa6 Lo BC,32

32582 PUSH HL
3I2S1@ SO0 HL . DE
325311 DEC  HL

ST A T AT
32813 o9 156
325158 J4R = 328539
328517 POpP HL

32518 DEC HL

32519 LD .4
32528 Ol i

3281 R NE,3258g
32523 LD HL , 233&3
32826 Lo BE.Z2
335258 LD =, 1LY
228529 OP 126

3I2B31 JR NI . 32538
325833 bEC Hi

32534 DJANT 232528
J[IZ2T3E LD oL

ISV RET

SI2538 L L . 78
S2541 /D HL . BC
32542 LD (LY 125
I2BLL IE I2E817T

20



And here is the key to the user~defined
graphics:

/ABE = ™af
T =
EFE =

HIJA = it
KL = ;&30

After you have the program working, you
may wish to relocate the code. If you do,
remember to check lines 80, 317, 412 and
7020. The subroutine Llocates the position
of each crate and moves it down one
position. It also checks to see if the
planet 1is 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
save it. before trvinn tn run in. in rnace

you've made a mistake with the machine
code. It 1is also advisable to save the
program so that it starts automatically on
loading.

18 RANDOMIZE : GO TOo Q9

28 PRINT RT @, 6-LEN S5TRE 5 IN
R 8.5 RETURM

38 LET BCOC=OT+ {INRKEYS="X" 8HD O
CL271 —{INKEYE="Z" AND BL>»®):. PRI
NT AT 21.BC; PAPER &; INK & _ub

SE8 IF INKEYSH<r" U O THEW RETURN

48 S0 T 528

5@ FOR X=% 70

68 IF L IX,Y: {2
.Y : LET ©xi=0 (¢
LET LE=X: RETURN

FE REXT Y: NEXT N: LET WF=1i: R
ETURN

RG]

FaR Y=3% T8 1§
2 THER LETF LI=L
J XY LET EFE=Y:

'y

f
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8@ FOR. X=2@ TO T+INT {RMD 21D
STEFR -3: ﬁBR;p: AT N.BOs+Z; FGPER
F:7 . BEEF .801.,48-X: BRINT AT
X,.BC+2: pQPE« @:" v NEXT ¥: PRI
NT AT X.BC+=2 INK &: PaPER 7:" ©
. RETURN

a@ CLERR 3524499

as BORDER &: PRPER &: CLS . BO
RDER &

i@ IMNK 4: BRIGHT 31: BRINT a7 @
L 28; INK 5 rUaoeaser

105 G0 SUB Tee: G0 SUb Seol
187 LET HS=8

i@ GO SUB "QE\B: LET BC=313: LET
S=@A: LET L.B S: LET 3uU=E

21 FOR Q= TO ©
228 LET LIiB+l A+l =Bx2+3: LET
{iB+1.8+1=8x3+1

235 NEXT B

237 PRINT AT €.8: INK T o8teas
LAY &.17LE

:;.‘ ;:: r—ny—, : I! "r'f'! ‘:—:

558 FOR R=1 TO 1@: PRINT AT L (B

JAY L CHLE A) [ VA NEXT

258 NEXT B

268 LET BH=E

298 FOR K=1 70 INT {RND=x313 3
388 LET B=INT (RRND£3Z+1¥: LET A=x
INT (BRNDxIO+33

3@S IF L{B.AI=-1 THEN GO i
312 PRINT AT LIB.AY , C{B.81 ;"R

: BEEPR .Bl_.—lﬁ: ERINT BT LB A},
CI(B, A “.A: BEEF .01.%5

312 IF RND>.8& THEN IF HTITR (22,
BC+2) =126 THEN GG SUB &&
mSlS IF INKEY&H<»Y THEN O HUB 3
e

317 IF NOT USSR 32568 THEN &GO TO

4308

318 IF RATTR {21 .BL+11 =328 OR 8T
TR (21,.BC+2:; =126 0OR BT8R {=21.B8CY
3 2& THEN GO TG 1868

22



332 IF BH>Z® THEN GO
WHF =@ THEN O TO 485

S4@ IF WF=1 THEN SO T SqEE

4QQ LET LI=INT {(BNDx3Z+131: LEYT ©C
Z2=INT (RNDxI&+1:

4992 LET Li=t it 2.85% LET Si=04L
2,02}

ABL IF Ll=-3 THENM GO TO 4085

408 PRINT AT Li.c3x; ™ =

408 LET CD=IHT (RRD&£IZ-1:

41@ PRINT 8T L1.C1; OUER 1, V.8

BEEF .81, Li+2' FRIMNT CUEZE 1

AT 1,01 R
411 IF RND»>.85 THEN IF L3:
_PRINT AT L1+1,C1; INK &: PAPER

"412 LET ITZ=USR S2E@8: IF INKEY S
<> THEN GO SUB Z&: IF HF=3 THE
N LET HF=8: GO TO =2S@&

413 IF ATTR (231.BC+4%)

TR (21 .,BC+23¥ =126 Or 8TTHR
3) =126 THEN O TC 1088
415 LET Cl=Ci+C00: IF $Ti=33 THEN
LET £1=0

4186 IF Ci=-3 THEN LET Li=328

4318 IF RND:>.85 THEMN LET QO=INT
(RND*35-11

419 IF Wi»=3 THEN IF Ribk:.6 THE
428 LET L3I=L3+3: IF Li<>21 THERM
GO TS 431&

A28 IF CLi=BC:1 &R Ci=BC+Z THREN
LET BFF=1: GG TG 1888

$3& PRINT 87 LILZ O3 (TiLz O8) ;
TR S0 TO =298

520 PLOT BCsD+36,5 DPReW INK T,
FPRPER O.0.,1238: PLOT CGUER 1.BLOxD
+20.8: DRQQ GUER 1.6.31285

- S3@ IF BC+2=C1 OR BL+1=031 THEN
GO TO £1@

S48 IF SCOREENS (S.BC+2) 27 t TH
EN PRINT AT S.BC+21;° = LET &=

5+25: GO SUB 2@
SR} BETURM -
Bl@ PRINT AT L1,C3; INK T gmvg
AT L1.C8;:" 1 LET €3i=-3: LEY L1
=-1: BSEEP .85,-38: LET L {LE iIi=
~i: LET S5=5+52: GO Sus za&
qea LET HF=1: LET BH=BH+i: RETU
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1230 REM DONG

igiag FOR ¥Y=1 T4 4 FOR Z=3 TG 18
: BEEFR ..@15.28-Z: PRINT OT 21.BC

s INK SRNDET U ety NEXT Z

A2 FOoR Z=3128 T8 1 STER —-1: EBEEF
LBIS 2@ -Z . NEXT Z: NEXT ¥

1838 LET LB=LB-1 PRINY BT &.17.
INK S LE

IR4E@ IF LB= THEN GO T 1&gk
1@45 IF BFF=1 THEN LET BFfFf=8G: GO
TO 435

1858 GO TG 4415

126868 PRINT 8T B,17; INK 1. BP&PER

7: FLASH 1:LE
1@7@ FOR X=1 TO 2@: PRINT AT X.@
Toel NENT X

igg@ BEEPR

25 EEF 325,058
A8 FAOR X=3 TO 7: PRINT HT X+7.,
S; INK X:" G8MHE QUER
SRAME QUER »: HEXT =
1198 SEFP .2.58: BEEFR 25,38
1278 IF S»HS THER LET HE=S
1288 DRINT &7 &,32-LEN STRE HSQ

INK =:HS

129@ IF SzHS THER FOorR Z=31 T 5

FOR X=28 T4 -3 STEF -Z: BEER O

3,.X: HNEXT X: NEXT =

IS8Z TR =D TS &S oIT ST T
NEXT X

1R318 FOR X=1 TO 388: MNEXT X: S4R
DER &6: CLS : S0ORDER &: PRINT RT
=

: M
R,.26; INK 5 o028 /A7 {.IZ2-LEN
STRE HS; INE S5 HS: &GO TO 11
i14Q@ STOP

2@ae BEM WURUE QUER

2018 FOR X=i TO =28: PRINT &7 X.0

i NEXT X
202@ FOR X=1 TGO 7: PRINT 8T I3+X#
2.2;: INK X[ *“U HTTROE URVE DESTR

OYER™
2030 HEXT X

2040 PRUSE i1iS6: BEEP .2,58: FOR
X=—080 TO 35: BEEFR .083.X: BEEF .0
1S5,.28: NEXT X: BEEFR ..2.T@

Zg: PRINT AT X.8

2858 FOR X=31 TQ
Ed

U NEXT X
24



2868 LET WU=uUR+1l: IF =3 THEN &

ORDER &: PRPER &: CLS : BORDER €

: PRINT AT ©,26; INK S aqggad™;

AT &,.32-LEN STRE HS: IMK S:HE: B

EEP .2,.18: BEEFR .Z.,-18: LET LB=L

8+1

z2a¥7da GG TO ==

[IRRQG BREM TITLE PRGE

31 RESTOCRE Shew

3828 RERD X: IF X=9g: THEN 0O TCO

3i g8

JIALD RERAD Y: PLOT X.,¥

IBER READ XN: IF X=-989 THERNR GO T

G S02e

3IBEE READ Y: DRAW N,.Y: GO T 3T
-

Q
3I1@Q@ PRINT &7 16, 4 INK S8 RE
L PELLINRCCT 19385

110 PRINT 87 13,7; INM =2 DaPER
FTICCOMNT E O L S

3128 SRINT AT 15,3 INXK E."Ccva=-
--------n----e--‘--L:F—“

3I138@ FRINT a7 17,2 INN &8 "Haiwas
.............. s e L HIESHTT

J148 PRINT AT 19,3; INN &; " <SPAC

EreicencncaennnnannnFIRE"

S1TS@ PRINT AT 2i,S; INH 2, poPER
e

: PRESS QNV hE\ TO BPLRY™

sAEm T L SCmmw . i e

ERRARN 53, 8 ELOT 1?5 Fe: DRAWL 7
: DRAW 3.—58‘ DRAV -45.8: PLOT

@:
2,.,2: Dhayu o..
i

A

3165 INK 2. BT 8,.585: DRRU 255,
g. ?gﬂﬁ 3,16 DRAU -255.8: ORAV

II7FE INK 2
aﬁ@a FOR X=38 TO -38 STERP -i: BE
= BP1.X: BEEP .81,-¥: NENT X: P

3218@ FOR X=31 TO =2i: PRINT AT N.&
T NEXT X

3228 RETURKN
J428 RETURN

I088 DRTHR 35,118 . 8,565,308, -14 , -358

=14 .38, -14 , -39, -4, -59%

3510 o&Th 56,110,8,.55, -59%

052@ DETA 188,110 ,.0 .56, 58, -4, -3
—1¢.¢0.—ﬂ8.—999

%qaa ORTR 153,118 .8,38 .38, -28. -3

a,.-28,-294
25



£0m )

JI’U 1

1@ DSTR 165,116,56,55, -536.¢,30
2,-2323
TR8 CRTR Qgs

ﬂ.{JBE REM LANDED

481® BEEP .=2,3: BEEP .15.-1: BEE
P .25,5
AQ2@ FOR Z=1 TD 23
483 FOR X=31 TO S: FOR ¥=1 T 1§
4{AQ IF LIX.YI @ OR Li{X,¥?I =€ TH
EM GO TO 4855
’QSO BPINT 87 L{X,¥Y}. . Oi{X,¥rr; INK
; . LET L {X,. Y=L (X,¥}+i: PH
ThT BT LIN,.¥)Y . CIX,¥r; INK 3 R
4QEQ NEXT ¥: NEXT X
4878 NEXT I -
4980 FOR =28 TO -38 STERP -3: BE
EFr .81.TF: BEEP .81.2:x1.5: BEEF .
81,.-Z+30: MEXT
499@ BEEFR .3iS,-5: BEES? (35.-I8:
BREEFP .13.1
4@898 FOR A=1 TO &
418@ FOR =1 70O 18 STEP 2: PRINT
AT Z.8; INK BNDsEH+I:°7 BX
DS HEUE LANDEDR . BEER W9
i.T%32: NEXT =
4105 NEXT &
42 BEER 2.-18
4A3@ &0 TO 1ESR
1988 STOR
TAa@da REM m-C
728 RESTORE 7T83e: FOR Q=1 To 46
. RERD B: POKE B324099+f,B: NEXT R
7838 DARTR 33,192,2.17.8.88,.31,332,
229, _5.43$195.ES¢.125}i§52§
7@4@ DATA 225,45,134,151.52,342
Fasa oRTH QJ.S_w.QG:5.3E,EE§325¢
L1226 ,32,5.43.16 ,245,314.,8
7@5@ OATR 201,54,70.9.54,3136.24,
=0 6
gggg RETURN
3 FOR C= TO 95: RE&D ©B: O
USSR "8 +80,8: NEXT C FORE
S81@ DeTR is=2,113,.26,7.1,2.2,.0
3323 DETH 3,142 .55,224,1235.582.,.648
2038 DRTA ©,31,2,7,35.,.1314,.198.,.9
Qgi@ o8TH .,.128, 2234, 158,.7F8.35
[0 DRTH 8.2.0,8,4;34 31,355



ggs@ DETH 8.85.258 .25 2.2 7. 2=
S5@78 DRTA @.8.0.8,316,56 2522
9880 DATAR L.2.0.8.16.8.6. 055
2088 DRTA &.8.42,1=26.42,. 281,53
=5
gipe DATR @©.3532,.8,128.35,.156.8
=
9110 DATA 128,72.2.16,.15@.8.8
33

2120 DARTA 1259,15.84,.9,84 ,18 .2,

i
2388 RETURN
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We'll now have a look at what each part of

the program does:

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 1is 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

80: makes room for the machine code
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110: game initialisation

120 - 160: wave initialisation
200 — 235: sets up the birds
240 — 255: display birds

290 - 320: makes a few birds flap at
random

317: checks for & whole Lline of
crates; also scrolls them down

318: checks for a collision between
the base and a crate

330: selects next bird without wusing
the random selection routine, see
subroutine 50

340: checks for end of wave

400 - 404: selects a bird at random,
and sees if it exists

410 - 420: the main Lloop
411: drops a crate

419: if a bird is a mutant, it may
move upward

520: fire routine

28



610 — 620: exploding bird
1000 — 1050: base hit routine
1060 — 1310: game over routine

2000 - 2070: 'attack wave over'
routine

2060: start of mutant waves
3000 - 3210: title page routine
3500 — 3700: data for title page

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

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 Llist of the main
variables used in the program:

HS - high score
BC - base position
S - score

29



LB -~ bases left

VW - wave number

HF - hit flag (1 — yes, 0 — no)

WF - wave over flag {1 - yes, 0 - no)

L(3,10), C(3,10) - positions of the 30
b1irdmen

BH - 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, Llines 411 and
419). The screen displays can also be
changed at various stages.
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Chopper Squad

Action 1is the name of this game from
Malcolm Young. You are in charge of a
rescue helicopter flying above the desert.

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
important as it helns ehietd v Fram +ho
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" 1is 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.
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To add to the things you have to Kkeep
track of in this proaram, you'll see (from
time to time) a fuel :truck 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.

T GO SUB SBe
IS k.i a-— bj d €=
S=- h g iﬁ% a? o=%
P =R
SR DIM S$(S,1@): DIM h (5}
3p LET tr=@: LET sf=@: LET dp=
@: LET sc=@: LET pXK=@: LET lives
:3”;"‘ samnEn . RapFRr 7 INK 8 B
RISHT @&: CLS ]
ia@m LET jf=@: LET ln=1@@: LET 7
11 L =208 N
HElZTEORDER &: PRAPER 5: INK @: O
“S50 LET nhE=rwac: LET re=" Ui L
ET ag= BR". LEgH§$=“d$“: LET P&=
*n ‘ga A%} : LET t$=ll - A3
i@ FOR g9=11 TO =i1: PRINT FPAPER
E:AT g, "
. NEXT o
ISR FOR 1= TQ 231: PRASER &: LET
FSINT (RNDx4): PRINT INK 2;A8T 1
Bor,t:"Y": INK 4;AT i15-r.t; "¥®":
NEXT t
i8@ LET y=INT (RND¥18%+1: LET x
=TNT (RND¥3@): LET a=1

i7@ PRINT PAPER &; AT Yi.=3-3;" *
;i INK 2-2xpR,;RT 1i.8:2%

_175 LET fuel=fueli-1: PRINT PRPE
E El_: INK 7. BRIGHT IAT &.06; “FUE
=" N "L‘eln - th im; b _CQRE-— .a.. T
;AT @&, dB.“LIUES—“, tives

a2



178 IF fuel <@ THEN GO TO 1068
is@ LET a=a+@.s_ﬂﬁﬁ T3LARDY . IF

1 19@ PRINT OUER G 8T u.x: o
192 IF w=11 ANDE X+1=3 THEN LET

Z¢=5C+5Q LET Pk=0@- BEEP )
S0 LET =g+ { INKEY &="6" J—iINKEV
="7"1: LET X=X+ 1 INKEYSH="83"") -1 Iid
KEY$="5"3

208 IF u<ll THEN LET xX=x+{INKFY
HE="8") ~{INKEYS="5")

=& LET g=g+tg<a)—iu>eiJ LET X
=N F (X R - (M I>3@AL

228 LET c=ATTR {(g.Xx): IF cCc:»4@©
NI C{»48& THEN &G Ta 1@@@

a23a LET C=RTTR (4,x+1): IF c<>d

4@ PRINTY QUER AT 3, hY: BEE
«1,-18: PRINT DUER i; RT L
_%&qug RNDL <. 3 AND NOT pRk THEN L
= Sf=

=248 IF sF THEN GO 3UB 428+ dp
25@ IF RND<¢.S THEN LET JF=1

258@ G0 TO fF*xin+170

m
ﬂ
Z
D
~
v
F
m
4
4
m
Z
W
-
ot
0
poo
9
2]
# 0

|

278 LET Jju=16+INT (RNDx4) +1
288 LET lh=15@ .

DO™ LEYT 4 -DND - P ET S Ay By -
daatTET $=P$ AND jd= LET q%=
3 L = Jd 3. - =
G§E%J$ INEFIRE YT fF RAn a3 T
HEN LET tr=31

335 IF tr=1 THEN LET q$=(ts(2 T
oY AND Gd=1Y+ (1§ (¢ TO =3 AND gd=
T T 4x33@ AauD_id=-1

=31@ LET Jx= Jd=-

538 BRINT INK 8; AT Jju.8;"

335 PRINT INK 1;AT JY.dx;q%
A3@ LET JX=.Jx+.dd

34@ IF Jx=@ OR .Jx=51 THEN LET U
noi@@: LET tc=@: LET Jéi=@: PRINT

BPER &; AT Jy,@;"
FRPE JY.EL L ee To 1ve

35@ IF y<1@ AND INKEY$="1" THEN

GO TO Sie
6@ IF tr=1 OR NOT (ix:r=INT x-1
AND X <=x+1) THEN GO TO 170
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a37& LET P-9+1 FOQR i=j4-1 TGO e
STEPR -1: LET =RATTHR (§i.ix+31}. IF
=48 OR =48 THEN FRINT FAPER &
;o INK 2; QT fodx+d; ™" BEERP .1.F
PRINT INK @;RT f,ax+2;" *: NE X
£
38 PRINT INK 8;AT §f,.aix+1:" U
S@ IF (ix+i=x+31 OR JJx+1=x1 AMND
f=y THEN BEEP i,-5: QO TO 1edas
423 GO TLD 17
41 REM Transport sotldier
228 ET s5dx=INT {(RNDx30) +1: LET
5dUu=13+INT (RNDx5): LET dp=18:
LET t=INT (RND*2@) +iD

430 PRINT INK 1;AT sdu.sdx;"¥"
BREER, L15.8

44@ LET t=t—1: PRINT RT ady,de
s M IF NOT 1t THEN LET =sf=0: LE
T dep=0: RETURRN

4850 IF UY=5dy RND X+l=s5dXx THEN |
ET sc=sc+S@: BEEF 1,5: LET =f=G:
LET dp=0: LET pk=1: RETURN

4688 IF IMKEY®H<»>"1" THEN RETURN

:ifi,:al Pi;'INT AT y+1.x+31; 4 AT Y+Z

$1; 01"

$8&@ IF sdy 9+2 AND sdx=x+1 THEN

FOR m=y4+2 TO 4 STERF -31i: PRINT &~
T m,xa+1; ¥ BEER .2,0: SRINT RT

TN SLT Ty NMET - -'.F‘T sk =3 . 15
i =@ Ll dep=@: LET =zc=sc+25
49? PRINT AT 9+1 X+l VIAT u+Z
X+4:; "

S8e RETURN
T1@ LET ec=jy: FOR f=y+1 TO e: L.

ET b=ATTR {f,x+1}: IF &=40 OR b=
48 THEN PRINT PRPER 8; INK 2:A7T
g’_’,\i—i,"r";GHRﬂi £: BEEF .1.2330-7:
FRINT INK @:AT F.x+1.;" “: NEXT f
;S0 TG SS58

520 PRINT INK B, AT F,x+31;» *©v
S3R@ IF b=49 THEN EBEEF 1,-5: LET
SC=2C+1@: LET fuetl=fusi+2@x{tlr=
11 FRINT AT Jg4,4dx3i™ “r LET i
=0 GO TO 348

E42 GO TO 17@

TE@ REM

S7@ RESTORE

QEGEEHTR “a8v,31,1.,1,255.,255.,19%;
28& DARTAR b ,.15.124,.85.653,65,19%
~2313.24 '

I‘

K]
al‘l‘f
I

f

I
{

1
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5@@ oeATA 2128.126, 128,255,285

El@ DATA “d"“.,46,312,1@.252,252,1
2E.218.24 :
&2@ DARATA e .,8,316,3124 ,254,2585, 1
27 .36 .12
E%@ DATA “F",@.9.192.,199.,255.,12.
S
Al DRTA Vg ,255.60,8. 0. 0.6, 8,8
558 DARTA “h",? 8.8, B,@ a,@ &
cB® DATRA ,126 9? g7 .,.288 .,.2585.,
1953219,24
G788 DATAH “, 288,238,198 ,259,25
51295,219,2
gngEDRTR "k" 2 15 2 15; 1E‘ & 15_; 1E'_.' 16 5
§§B_QRTR YN LA138,.73,115,188,3114
=2, 88,178
iéﬂ?ﬁoﬁTR MU L,3IG 35,34 ,15,15, 15,
:§i§4DRTH “p",153,90,78,.56.5,20.
e ]
F=28 DATA ¢ 2531, ;
Séiﬁa, o4 0" ,231,126.24,24 .60, 1
_va DHTR "p",lEE,ESS,ES&,ESS,Eﬁ
5,185,928,
D78 FOR c—i TO 16: READ ¢&
oRE FOR e=@ TOD 7: RERD n: PDRKE
P E‘H - :1— T Al RDE\.’T .
298 NEX [
225 Q=TURN
ARER PRINT INK 2; FLASH 1;AT Y.X
;UER": BEEF 1.1 .
151 RINT INK @; FLASH &; PRPER
i RT LET u=INT (RND=x1
+1: LET X= INT {RND 382
Z8 LET ltives=tltives-1
25 IF fueil<l THEN PRINT FiLRSH
QUT OF FUEL‘J M AFRAID THIS
THE END: GO TD 1040

=

ARQ IF ac<hiS)Y THEN GG To iz2ew

=R INPUT “"RPigsase gnter 4ouUr nNna
r the score tabte.n%

FOR =8 TO 1 STEFRP -~-1: BEEPF
IF segc>xhiry THEN MNEXT r

FOR g=5 TO r+2 STEFR -1: BEE

g: LET hig)Y=h{(g~213: LET s%i
(g -3r: MNEXT g

P

&w@mﬁﬂ@m”%@“mﬂ
Q

A o 3 B o ff ot o 5
s “u.]'« ﬂl

i palB) = e
we

Syt
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1Q8@ LET hi{(g)y=3c: LET =sg&igr=0%
i99@ BORDER 1: PAPER 2: INK 7: E
RIGHT 1: CLES

111® PRINT INK S;AT 3.2: "TODAYS
CHSMPIONSG ARE-~-"

1128 FOR a=1 TO S: BEEP .S.,a: PR
INT INK @:AT 7+a.8;s&fal." “his
Y ONEXT a

120@ PRINT FLASH 1: PAPER 4; INK
28T 16,3 "DO YoU WANT To PLAY
1218 IF INKEY§="n" OR INKEY$§="N"

by

HEN GO TO 12406
‘J;;E.’:’E‘ IF INKEY &$="" THEN GO TO 1i=21

=3
iZZ@ GO TQ 3@

iz2d4@ BORDER 7: PRPER 7: INRK 8: &
RIGHT @: STOPRP
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Snake

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

The object of the game is to Llead 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 Llike in action:

y = Eees

. = = =
= = =
=
= = =__
g = =
R - L e
SUNRE A & TR T AT I - TE  E

e

4 N

-

BT PR R TR U R B
F T L LR R s Fr T R R T LT N TR

ARG

o
7

a7



And here's the Listing for SNAKE:

Qi
&
W
mm
r
-]
]
]
[ ]
[ ]
]
]
]

i

"
L
B
by
i

f ”4
m
i
L
]
|
"

Sa& éffif‘f‘f“ = EEEEEEES E
QE BRIt ¢ B = = = E g

E §:x
iga bR
= B

ii@ T 34,3 iis s kKgus R, 7
s I&F Sowny T EEIWY U o 1efFt
and CEch 1imes gouT. PRIN
T sdsiaocil 1he =snaike wi
Ly : giog {onges . : PRIV
T - : EFUL MOT 7O BUME INTOS

12@ PRINT yoOUR OUN BCGDY OR TH
E FENCE! ¢

1\@ PERINT PRIMT INRK 3; ¢

CEE

¥ S INg I TENTER
hEU QF ?hp’“
158 QRINT 8T 12.11; IHK IsS20707101
TGO "1 ¢

IS5 REM sxxInpul fLeve i

188 LET QE =IHRKEY®: IF RE=x="" THE
N LETY =¥+3: IF I»F¥F THEDSN LEYT I=06

AFE IF RE<LTIC OOGR RZ2:7727 THENM GO

T 148

188 LET L=uUst R=%

1ae INK &

ag G0 7o aGe

288 REM xzzxllser defined Ches

218 FOR R=31 TG &

22 REZRL BE

2038 FOR H=@2 TG 7

S48 RE&D B

258 FOHED USH fAssN .8

268 NEXT W

278 HEXT =



258 DRTA £ ,182.1i82.,125,1845,
3,195 182,182
248,24

298 DATR "B .8.8B8,1x86.,15

s 2% 2%

JaF DRATH "G ,2@ 36,1892 ,12,162,

189, 36,96

1@ DHTR "DVL.8E,34,34 .85,85,85,1
26,986,252

) b
1]

M

i:o

35,136
’2@ DRTR “E».,2&8., f 28,
=3
33@ LET HS=9
4@ RETURN
35@ LET BE="
3I6@ BORDER 7
378 FPRPER
388 LET R=
IS LET SC=@3
1@ LS
425 REM 2235
118 PRINT AT
9 "ISCORE Q> :
“‘"SNRKE“‘ INK 31;"<% :
F}Ni} HS { 198}  "HI-SuORE: ~

428 FOR N=1 TO 2@
4308 PRINT AT HN.,®; INK 1;7F%
EII

448 NEXT N
‘iqﬁ nR ?E-ié_;t X g"}'—_ ‘:__ﬁ__,ﬁ . "&'E; _'E-;_-,?f-: 3 :-_ :r:‘r':: +a rﬁa.é
;l}ﬁl“qﬁmmﬁgﬁﬁ?ﬁ% T N A A g e Y
47@ LET Y=1%9
48 LET Q&:""
48 FOH H=1I& U e
SEE LET HS*Hs*
DA ﬁR;ﬁ* BRIG
NG
528 NEXT N
538 G0 SUBp oas
548 LET DE=IRKEYES
545 REM xxxRey xﬂg

m

5».
Ly
o
&
'v
Zﬂ
u+
k4
@

o

=S8 IF =" OR
it= &g‘ D_s__ :_.:- -:‘ L ._“:_ s & °F
o8 LET ‘ﬁ%.S* “:“? 2
S7¥8 LET ¥—¥+EB$ ‘) i
SSSB IF X=21 Rk xX=@2 TF:M Lu TG &
qsgﬁ IF ¥=331 iR ¥Y=022 THEM GO YQ B
!—a

S IF | Ye x_ Yy =332:
R ¥Y=32 THENMN GO TO B3R
&1ad GO SUuUp Foe

38



=8 LET O%=578% X

AERR IF HAG THERN LET %= “+5TR
T X

i@ LET DgE=537&HZ Y

5@ IF ¥<1@ THEN LET DE=" "439TR
s Y

EE@ LET X1I=URL RS{ 7Q 3}

E78 LET Yi=URL RE{3 To 41

88 IF RBTTE {(Ri.¥Yii1 3122 THEN ©
O T 7ag

898 PRINT BT X1.,¥vi;*" =

9S8 REM zxxPrint znaEe

?@§ PRINT BRIGHY 1: INK 2:;RT X,
N1 oEge

FI@ LEY AR-Rz»lzx+hz

FTRE IF S0 THEDN LDT B3-oR3IiDOTO

3@ LET A=A~ (A>3}
748 GO TO S48

?S@ LET M=RTIR X
FE@ IF 19 +BE THEM
FF@ LET R=A+L
FER LET 3C=SC3L
7SR FPRINT 87 & .1

ETuRM

s ¥

r
g

‘33 a3

&R IF S0 xHD THEKR LET HS=RCOC

Eg& PFRINT RY 18,19 "HIGH 3COoRE
t I HS

88 PRINT BT 312,.11;:"Press a2 k=2y
E <2

S LET I=%& _

QP FPRINT BT X.,¥: INK I; ®$": BE
EfF .81l,XIzx2

o8- REM z2x3Print sSCcorses

SIi@ PRINT AT S.8; INK I: FLAaSH
;7 »wou scored ;80" poantsz .t
Q28 LET @f=INKEY%: IF Q=" THFE
M LETY XI=XI+3i: IF X7 THEHM LET I=H
Q3% IF g&EF= THEE SR TO o2

o388 ULS

DT B T O3E



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.

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, vyou'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 changel
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,
2@ _FOR i=3% TC_S: READ
=8 T3 F: RESD = PBEKE U
NEXT i: NEXT £

N
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38 LEY c=5: : S =0

482 DORDER & : T.B
RIGHT 3I: L=
N

5@ PRINT Bitidadagsdogaginadinadidanad g ded
E8

u

R =N A L E A b &

AL LE L AR 1§a%?;“§w
I

-

T@ LRINT UHETS BME O ZD ¥ s
FoUggmggnggsegy bradatigagan: gotan s N
INK Z "% INK 7:Uvgne

FRINT V887 INK 2; "% InNK
Z; 114898 T A4y
3 S a3
™

2 PRINT s ; INK = "% INK
ToUET OINK Z;v9h; I T cobsaaegw
Rt saaRsinNns; INM 2D U OINK

TiUEY: O OINR Z; Y INg TIvsER-
88 pRINT I

S:74%; TINK
98 BRINT
Irese

o

% ety



IES FRINT THEET; INK =7 B

» T IRE T
1598 DRINT RV IRK =

15
iy

FoURY; OINK S vEv: INy : N
2T INK O FIteY; I Zivec; In
N TaT “ﬁﬂﬁﬁﬁ*ﬁﬁﬁﬁﬁﬁ TiOIME Zi7U% Y
INK T 8]/ INY Dot IR TFove
;o INK 2 : INK Fovuv IMH O Z; vy

168 FRINT "5‘3“_: HE OZ; U8 INK

Fitat; INKR O Z; tHv INE F:ronuakaggy
ki $ o mmmnstm:r“ TN o vt INKE
2R OINK = MM OTlvEsET

78 2oRINT —uan LUINE ZDU¥TD 0 OINR
TiUET InK zZEsgfAfsEsss =445
SRS INE Frvter INg zZovsv X
ME T Caav .

ot on o e -

Mol
) A T e v

-
-

42
#
)
u
4
w
-]
u
1
11
L
]
H
-]
u
u
#

k. ﬂﬁﬁﬁ‘ﬁﬁﬁﬁﬁﬁﬁ -
2218 LET X=28: LET
: LET ui=22: LET Z
=@

228 PRINT &T X
Ni.gdl: INMK ‘-:' ET

FLASH 1; %"

Y]

I
o
e
M f
W
T

-
.4 9
)
Z
7

-

23@ LET tane=1: LET iLan=ai=31
248 ERINT ?&T I@,r"Egarae i BT 1
1,1@; "Hiscore T ihs
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Zombies

Zombies, 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 within the
program. Use the cursor keys to move
around. Note that the pound signs in this
listing should be entered as hash [(#)
signs.

R
REM
REM FOTOMBEIES
REM EEE S
FEM
REM COFYRIGHT
REM DAVID FERRY
REM 1983

9 REM

10 REM

11 LET NUM=10: DIM MONUM+1Y: D
IM NE(NUM+1.8): FOR N=1 T0 NUM;s
LET M) =1100-(N£1O0) = LET M$ (M2
=N"GFECTRUM": NEXT N

12 BORDER 7: PAPER 7: INMK O: HE
REIGHT O (LS

13 LET LEV=3: GO SUB &%

14 LET &C=0

15 BORDER 7: FAFER 7: INK O: E
RIGHT O LS + DIM ALEY): DIM H
(LEYV): LET KILL=0Q

F-3 e

O ~d O~ £7 4 g
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16 FRINT AY o, 2"
17 FOR MN=1 TO 20: FRINT AT N,3
2" "y INE 45
e IMED Qg ": NEXT n
18 PRINT AT 21,2:"
19 BRIGHT ©: BORDER 7
20 PRINT AT 2.283"7":A4T 2,273
Sy IME 23X "3 INE O;"8Y;AT 4,24
$"EYIAT O, 26; "Move."1AT 1,263 " —
=" AT 6,273 "Hey";AT 7,273 " ——-"
21 FPRINT AT 8,27:"You="3 INK &
s"a" AT 9,265 INK QO3"Zombx='y INK
2:"b";AT 10,263 INE (O3"Swamp";
IMED Zg e
22 PRINT AT 12,27:;"6GO0OD";AT 13
LA LUCE " AT 14,270 "
23 FRINT AT 16,283 ""sLEV-KILL;
AT 17,28 "TA":AT 18,273 "KILL "
24 FOR N=1 TO LEV
28 LET A =INT (RND¥20): LET
B(NY=INT (RNDXxZO): IF ATTR (AW
+1,BN)+4) <124 THEN (GO TO 285
6 OFRINT AT AN +HL BN +4; INE
2y FPAFPER 43;"b": MEXT n
£27 FOR N=1 TO LEVXS
28 LET A=INT (RND*20): LET B==I
NT (RND%20): IF ATTR (A+1,B+4) <
124 THEN GO TO 28
29 FRINT AT A+1,B+4:; INK 23 FA
PER 43"c":s NEXT n
ZO LET X=INT (RNDXZ0): LET Y=I
MNT (RND*20): IF ATTR (X+1,Y+4) >
124 THEN GO TO 20



Z1 FRINY AT X+1,Y+47 INK &y FA
FER 43"a": FOR MN=0 TO 30 STEFR &
BEEF .02,N: NEXT N
Z2 FPRINT AT X+1,Y+4; INE &3 FPA
FER 43"a"
IZZ2 FOR N=1 TO LEV: IF AN =100
AND N=LEV THEN GO TO 49
24 IF AMNY=100 THEN NEXT N
35 IF KILL=LEV THEM GO T0 91
26 IF N:LEV THEN  LET N=LEV
E7 OPRINT AT AMN)Y+1,BN)+4; BRI
GHT 13 INE 43" '
38 OIF AMD) X THENM  LET AN =01

N +1

I9 IF B(NY>Y THEN LET B(N)=E({
N)—1

40 IF AN =X THEN LET AN =A(
MN)—-1

41 IF B(MN)<Y THEN LET E(N)=E(
MY+

42 LET A=ATTR {(AMN)+1,EB{N)+4)
473 IF A=124 THEN PRINT AT AN
y+1, B(MY+4; INE 27 FAFER 43 BRIG
HT 1:"b": BEEFP .01,M: NEXT N
44 IF A=99 THEN LET SC=8C+10:
FOR I=7 TO O STEP ~1: FRINT AT
AN +1  B(N)+4; BRIGHT 1:; FAFER 4
s INK Ig'a: BEEP .02, IX7%: MNEXT
I: FPRINT AT A(NI+1, . B(N)Y+4; INK =
: PAPER 4; BRIGHT 1:'c“": LET KIL
L=kILL+1: FRINT AT 16,28:"";LEY~
RILL:®™ " LET A =100 IF Nd=l
EV THEM MNEXT N
4% IF N>=LEV THEM LET N=LEWY

49



46 IF N<=LEV AND A(NY=X AND E(
NY=Y THEN FOR I=0 TO 7: PRINT A
T A(NY+1,B(N)+4; BRIGHT 1; FAFER

4y INK Ii FLASH L;"a": BEEF .1,
Ix7: MEXT I: GO TO 87

47 IF KILL=LEV THEM GO TO 91

48 IF N<LEV THEN NEXT N

49 IF LEV=EILL THEN PAUSE 30:

GO TO 91

S0 FOR 6=1 TO Z: FRINT AT X+1,
Y+4; INK 43 BRIGHT tgv v

=1 LET X=X+ (INEEY$="6")= (INKEY
G LET YeYe (INKEY$="8") — (IN
EEY$="5")

=2 LET A=ATTR (X+1,Y+4)

53OIF A=124 THEN PRINT AT X+1
Y43 INKE &3 FAPER 4; BRIGHT 13"
a': BEEF .04,20: NEXT (G: (0 TO X

~
S

24 IF A=%8 THEN 60 TO 107Z

98 LET LEV=%5: (LS : FRINT AT 1
s 113 "2Z20MEBIES" ;AT Z, 11 "==wmomomel

Gd PRINT AT Z,1;4YOU ARE SLOWL
Y SIMNEING INTQ THE"

S7OFOR I=0 TO 7 PRINT AT I+&,
g: FAFER 7-1: INK I:" S W AMEF
f " MEXT I

S8 FRINT AT 16,3 "HOWEVER YQOU
HAVE MAMAGED": PRINT AT 19,5:"T0
CCORE ":;8C:;" FPOINTGHY .

99 PRINT £1:" () Copyright DAV
ID FERRY 1983¢

60 LET I=0

£1 FPRIMNT AT 21.9: INE I;"FRESS

A EEYIHY
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52 LET I=I+1: IF I3>7 THEN LET
I=1

&% IF INEEYE="" THEN GO TO &1

&4 LET LEV=%5: FAUSE ©

£% 60O TO 106

&6 CLS 1 FRINT AT 0,103"Z0OMEIE
()H : m']' 1 1 (). LU e "

57 FRINT : FRINT " YOU HAVE J
UsT LANDED ON AN"

&8 FRINT M ISLAND FOPULATED
WITH?"

&9 RESTORE 70: FOR N=0O TO Z1:
READ A: FPOKE USSR "A"-+MN,A: NEXT N

70 DATA 0,24,126,24,24,24,24,0

129,198, 165 164.1H_.A4.nm.b 12
D 126 &E&, 70, QO &b, 126, 2%.15?.“U
.m0.~-..i”1.ﬁﬂ 9”.1:-

71 FOR MN=7 TO 13: FRINT AT M.l
Op INE N-73"Z0MBIES": RBEEP .35,MN:
MNEXT N

72 PRINT AT 14,10 "ZOMEIES": B
EEFP .G, 38

I OFRINT AT 17,03 " (c) COFYRIGH
T DAVID FERRY 198 Ly

74 FPAUSE 10: FOR MN=0 TO Z7: FE
INT AT 19, N3 INK 23" b "¢ IMNK G5;
"a": BEEF .02,N: NEXT N

7S PRINT AT L19,MNg" "r PAUSE
i0: BEEFP .5,40: FAUSE 5: FOR N=
27 TO © STEP ~-1: PRINT AT 19, N:
INE. Z23"b "3 INKE S3"a ": BEEF .0X
JM: NEXT N

7& CLE

77 FRINT AT Q,10;"ZOMBIES!";AT
] i ()- e
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78 FRINT AT Z2,13"The zombies a

re flesh—-eaters however they
are blind, that s your only
advantage. They come 1n packa
BOOYOU can use yvourszelf as b
ait ta lure them into the area
& of swamp. Be careful,
if vyou fall in a mit then vyo
wowill die too. You only have

one life so-"Y

79 FRINT AT 12,435 RE C AR
EFou o

80 FRINT AT 14.1;“ The movemen
t kevs are 5-8,

81 FRINT AT 1&,533" YOU="3 INE
Syvas INK Q" ZOMBEIE="; INKE 23"
b's INE O:3" SWAMP="3: INE Zi"c";:
IME Qg v

82 LET I=0Q: FRIMT £1;" (¢} Copy
right DAVID FERRY 19g3v

82 PRINT AT 19,8: INE I3 FAFER

2y BRIGHT 1:v PRESS A EEY! v

24 LET I=I+1: BEEF .01,IX%7: IF

I>7 THEN LET I=0

825 IF INKEY¢="" THEN GO TO 832

84 CLS @ RETURN

g7 CLE « FRINT AT 1.113"Z0MEIE
S AT 2,11 Vermmenamnns

S8 FOR N=0 T0O 7: FRINT AT 4+M,
03 PAPER M; INMNE 7-M:;" T H E Y

AUGGHT Y Oou ' "s NEXT N

ge GO TO 549

20 STOF

¢l CLE PHINT AT 1,11;"ZOMEBIE
S AT 2,11 "t
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oz TOR N=7 TO O STEF —1: FRINT

AT 4+N,0; PAPER N; INM 7=N;" O
ONGRATULATIONGE ": N
EXT N

9% LET SC=SC+ (LEVKZO)

94 FRINT AT 13, 1:"YOU HAVE SCO
QED "3 &G " S0 FAR!Y

o5 | ET LEV=LEVSS: FOR N=1 T0 i
o STEF Z: BEEF .02,N: NEXT M: ER
INT AT 15, 4: "NOW TRY THE NEXT LE
VEL": FRINT : PRINT " WITH

MLEVD Y ZOMBIES! Y

96 FRINT AT 19,7:"EONUS FOINTS
ay (LEV=5) k20 "

o7 PFRINT £1:"(C) Copyright DAY
ID FERRY 19831

28 LET 1=0

G PRIMNMT AT 21,8; INE I "FREES

Ay EEY ! "

100 LET I=I+1: BEEFR .02,1XxZ: IF

=7 THEM  LET I=(Q

101 IF INEEY$="" THEM GO TO 99

102 GO TO 1%

102 CLS @ FFINT AT 1,11 "ZOMBIE
YT 2,11 sz

104 FOR N=7 TU 0 STERF —-1: FRINT
AT &+N, 05 FPAPER My IME 7-N2t Y0
U HAVE JUsST COMMITED SUICIDE '@
MEXT M

108 60 TO 8

1046 BEORDER Cf FAFER G INK 7: E
RIGHT 12 QLS

107 IF SCo=N{10) THEN GO TO 12
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108 LET NUM=11:
"ENTER
IF LEN F$-8 THEN

HEN
€:
109 PRINT
HT O3
ONMLY
11Q IF SCx
LMy =5C:

INPUT

AT

111 FOR A=1 TO

N& () : LET

Y: LET C=N(A+1):

T NA)=Cs LET

INE 75 F
TAKE A FEW SECE!”
=N (NUM)

IF €C-=N(NUM) T
8 INITALLE! "iF
0 TO 108
FLLASH 1; BRIG
Z2e"THIS WILL

7 . Qg

AFER

THEN LET NN

LET N$& (NUM) =P$
(NUM=1): LET B$=
CE=NE (A+1): LET B=N(A

LE
N% (A

IF B<C THEN
N(A+1)=B: LET

)=C®%: LET N& (A+1)=E$

1172 NEXT A
FON(N)<SNIN+L)
112 NEXT N

114 CLS
118 PRINT AT

£

OF N=1 TO NUM--1: I
THEN 6O TO 111

Z.43;"H AL L OF

FAamMmg o

11& FF\INT AT :. 4: R T
117 FUR N 1 TO NUM-1: FRINT AT
N+Z,7: INE &:"(": INK 2:N: INH
Es"Y"sAT N+5,12:; INKE 7:N(N): FRI
NT AT NMN+5,17: INK S:Ns(N): NEXT
N

118 FLOT D.ﬂ DRAW 255,0: DRAW
0,173 DRAW —-2855,0: DRAW O,-17%:
FRINT AT 17.8, FAFER Z; INE 73"

FRESS ANY EEY!

119 LET I=1I+1

T ==

120 FEINT AT
. OF F AaM

121 REEF .01,
MNEEY$=1" THEN

v LET I=0
: IF 137 THEN LET
Z,4; INE I:"H A L
o
IXx7: FAUSE 2: IF 1
GO TO 119
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122 FAPER 7: INK O: BORDER 7: E
RIGHT ©: CLS @ GO TO 14

123 FRIMT AT 10,435 "SORRY SCORE
TO Lo e

124 FRINT AT 132,7:" FRESS A KEY
(]

125 PAUBE O: GO TO 114
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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 vyou, 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 manuall. This sets up the
screen and keyboard. 48K owners can Lleave
out the CLEAR 32767 instruction, but the
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CLS must be Lleft in. If you use the in-—
built SAVE instructions, note that you'll
have to set the colors and POKEs
beforehand.

The Lloaders have been used to maximise
memory space for the main program. To type
the games in, enter and SAVE the Lloader
program, then type in and SAVE the main
game directly after it. When saving the
programs, or re-running them, remember
that the start Lline is 1 for the Lloaders
and 800 for the main programs.

Here is the loader for TROLL:

186 REM Advanture £ HNa2i b
FeEllinzcci 19E&3 ~
20 _BORDER &: PAFER @: INK 7: =

RIGHT 1. CLS
S CLERR 327 o
40 POKE _ﬁxﬁﬁbg 1068 POKE 23653

&: FOQKE 23624 .71
=@ Lamspb

—_

m

And this is the main TROLL program:

12 _FRINT "I &M 87T THE TROLL 5
ZRATE.

;15 IF D2 THEM FRINT "I HAVE
MO RERPON AMD T HUST LEpUE =
TORL Y,

T A= _

ig éEiMT T ShRLL Sdn
5, WHICH ¢ DOE-F OO
s LE S =P

Sa BRI ¢ = SHALL, DR
8K CRUE. A GHTE I'ﬁ
THE NORTH, ERRING TO T
HE EAST."

T4 LET M=F: LET E=F.
RETURN
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b

b

S8 PRINT ¢ A IH A CLEARING-
THE CRUE IS T THE HEJT.'": LET

E=pP: LET W=P: RETLRN ) i

39 FRINT "I af Or 8 PATH, WhHX

CH CONTIMUES 70 THE SOUTH. I CRH
SEE B 3HOGR  TO TH ORTH, RMND =R
FOUNTRIN TD THE E P

i LEY E=p:

4@ LET =R: LET
LET UW=p. RETUhN
42 PRINT "*THERE IS AR FOUNTARIM
HERE. A RORDLEADS OFF TOQ THE &S
UTH, " : LET S=P: LET LizP: RETURHKM
Sé& RPRINT 73X B STHNDING IN B
NAERROW, ROCRYPRISAGE GHICH GENTL.

o

oL
-

ji v

¥ RISES TO THE NORTH. I C‘FIN SE
E DF!‘\ LIGHT FEOIE L. LEY =R L
ET U=PF: RETURH

58 PRINT "I R STARHNDING OMN &
GRAUEL PATH. R ROA8D LIEH TQ THE
ERST.”: LET N=F: LET

&1 IF 014} =L3C THEN PRINT “THE
RE IS R MOQUND RT MY FEET.®

B2 RETURHN

863 PRINT 789 ROAD RUMS NORTH-

1
Pt

CUTH. A U\}N"F\IN LIES T TH
= MORTH. . LET M= LEY oS=FP: RET
RN

89 FRINT "I CHM SEE & SHMARLL C
LEARING LIITH R LRREGE TREE.': LET
S=P: LET E=fF: RETURHKN

72 FPRINT "7I #B8M I 8 THICK FOR
EZT. THERE BRE CLERSRINGS TO TiH
E ERST RBMD SOUTH.

T3 LET W=p: LET E=f(: LET S=F:
FETURN

7S PRINT "X 24 STAkDING IN R
CLEARING. THERE I3 8 OEEF SHA
FT IM THE GROWND . LET W=p:

LET O=F: RETLURM

84 FRINMT ~7“THE RUAD ENDE HERE.
THE RIVER I3TL. THE SoUTH, WITH
FHOLUINTARINS SEYOND.”: LET N=P:
RETURN

87 PRINMT 712 LaRcE UQLF LERPT
UT OF THE TREES, BHD KILLEPD ™
:": GO TQ SG@a

Q@ PRINT "I nM STHMNLOING IN B
LEARING. I CAN HERR RUSTLING H
ISES TOD THE LEST.”: LET HN=P: LE
E=F: LET W=2: KETURN

m *'

Q0
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53 PRINT °“THE FOREST ENDS HER
A RIUVER LIES 70O _THE SQUTH.
MAY BE SOSIIBLE TO CROSS.™
ET MN=P: LET W=F: KETURN -
4 PRINT ~~XI Atf STONDING UON TH
IVER BAMK.I CAM SEE AM_OPEN &
2UARDED BY A DOG, AND A MAM
N BEYONRD.-
§ CET SShos: IF NOT S THEN PR
“THE DOG It BE A PROBLEM. .

& RETURN

17 PRINT I #aM HEAR A MANSION
EQOR I8 RHERSD OF ME.”: LET
R=pP: RETURN

138 PRIMWNT "X At MOQ INSIDE THE
MANSION. I CERTRINLY OQULDN'T L
IUE HERE. IT '3 RLL DURTY RAND o

MELLY.:.": LET W=P: RETURN
580 PRINT "X RN SEE...": LET

Fi=00: FDR Z=FP TO 2: IF 0O(Z)=L0C
"HEN GO TO 83d: REM THEN PRINT ™
S5 (2 LETYT Fio=31
31@ NEXT Z: IF HOT FL THEN PRIN
T UNOTHING™
828 RETURN
838 IF Z=4 #/ND LOC=28 THEN GO T

gie
549 PRINT A ";C%{Z): LET FL=i:
GO TO a1k

)

258 IF A (Pl =" “ THEM LET RA%=FAS$
(2 TO ¥: GO T &sa

36 IF R$(LENM RAfi=" " THEM LET
FS=A%( TO LEM AP} GO TO 866
7@ LEYT Bx="": FOR Z=F TO LEMN R
%: IF A%(Z)=" " THEHWM LET BS=A%$(Z

+P TGO Y LET Rg=R%{ TQ Z-P)}: RET
RN

88@ NEXT Z: RETURHN
288 GO SUB af@d: oL
8288 LET N=Q: LET &=0:

LET W=0; LET U=0: LET £=0

S92 GO SUB LEC*#3: PRINT “"EXITS
Y EUNORTH Y RNDr M (USQUTH T H
S1; ("ERST 7 _AND Er; ("WEST AN
Wil : GO SUR &aa _
22880 INPUT IHK &) "UHAT SHALL I O
1?0 LINE A%: IF \|E=Y" THEM GQ T
[

1285 GO0 SUE 85Sa: PRINT INK 6; A%
"iBs: PRINT

o

N 2
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1@Ra7 IF LOC=4 "HD RBNNG .88 THEM F
RINT “THE TROCQLL LESFPT QUT RND SH
BSHED MY SRKULL. I &M DERD.: GO
TO 223a

188 IF LQC =32 AN HMOT oG AND R
KX, THEN PRINT “THE DOG RTTACHK
gg HME RAND KILLED HE.”: GO TO S5&
i21@ IF Af$="k" RBND nN THENWN LET LT
C=L0Cc-F: GO TQ C-P-F

ig@ IF R¥E="37 AhND S THEN LET LO
C=LOC+F: GO TO C-F-F

iadd IF Rfs="E"” AND E THEN LET LO
C=LOC+P: GQR TO C-R-F

184@ IF RAS="L" BHD M THER LET LG
C=LaC-P GO T O-F—

i@45 IF A%="U" aR H$-“E" R _Ag="
NY DR A%=-"S5" THEM PRINT “I CAN-
GO IN THAT DIRECTION.": GO _TO
1850 IF A%="I" THEMN G0 SUB 200
60 TO ©

1@5@ IF AH="LOOK™ THEM CLS : GO

Ta C-P-P

iB70 IF A%="0" THEM SO0 TO 3000
1988 IF As="U" THEN GO TO 3100
1990 IF A$="GET" QR "$="TAKE" T

EN GO TO 2102

1198 IF AS="oROP” OR AS="PUT" TH

EM GO TO 220

1110 IF A%="KILL" THEN 80 TO 232
¥l

nﬁ

1120 IF A$="OPEN" THEN GO TO 240

1130 IF PA$="CROSS" THEW G0 TO 25

1140 IF A$="UNLOCK” THEN 80 TO 2

11i5@ IF A$="FEED" THEM GO TQ 276

=

Tis@ IF RE="BUY" THEM GO TO 2825
1170 IF AR="SRAVE" THEM SAUE “AL®
CINE 908, PRINT “UERIFT...": LE

RIFY "AD~. @a 7O C©

1180 IF A$="RUIT" THEN G0 TO 897
5

1190 IF A$="HELF" THEM PRINT “TH

ZTROLL WON'T LET vou G0 EUEN IF
voU ASK NICELY...": @& TO0 C

280 IF R$="0ILG" THEN 80 TO 298&
13%% ?gI@T R A L UMD ERITRND .
: [
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« g

FRINT 73 MHAaUE THE FOLLAOWIHN
‘: LET Fi=@p: FgR Z=1 T 9: I
Z)=0 THEN RPRINT A “;0%1(Z):
FL=F

NEXT Z: IF HGT FL THEN PRIHN
OTHING., ™

RETURDN

IF Bf="" THEHN IMPUT IMK S, 1
WHAT 2777 LIMNE 8%: GQ TO =

F_OB=4 THIN PRIMNT "I CAN'TY
ANY HORE.: sQ TD c

ORrR Z=p T 9: IF QfVZY ( TS
) =B% AMND D{Z} =L '¥C‘ THEN GO
s

EXT Z. PRINY I CAMN'T DO 7T
Go T ©

F Bf="D0OGE BORNE” ARND LOC=
“THAT WoLD BE STEALZX

&
‘_GQZ& - G

FERTCeWE (KR KEE FENT s IEAVE (Y

n.

RORO~HN -0 8
1y

~
<,

=
CERE T

= L -

LA =4 G b0 e T b () e 50 1 T

:ZISI- G anan
UM

by

-

z

'-!

.p
o

4@ PRIMT "0OK..": LET OQ1Z)=0: L

OB=0B+P: &Q Ta ©

@ IF B$="'" THEN INPUT INK S;°

T SHALL I ; (A%):;" 2?7"° LINE
G0 TO 2Iad

221@ FOR Z=F T o: IF Q%(Z}{ TO

BS%) =BS_AND 0{I) =0 THEN PRINT

K..": LET QiZ}=LDC: LET OB=0D

@0 76 © _
NEXT Z: PRINT “I HAUE NO *;

cpelEg TR o

@ IF Bs="" THEN IMPUT INK 5;v

L WHAT?" " LIMNE ©3%: G0 TO 2309

@ IF BH<>“TROLL THEM PRINT °©

JNOT THAT SORT OF PERSONT“: &
i

5 IF LOC<34 THEM PRINT "I CAN

SEE A TRRLL!”: G0 TG ©

I THEN PRINT TrOu HRY

OTHING TO KIii THE TROLL i}

@ PRINT -~ - UELL DONE. YOU HPAU
ILLED THE TaoLy 8NN ERRNT YO
IR FREELDQM., ™ : GO TG =208

4@@ IF Bg="" THEM IMNPUT INK &;°
AT SHRLL I OFER?” " LINE B%: GO
TO Z400

2410 IF Bg<>"LQQORY THEM PRINT =7
HET I CRANQT Do.Y: 88 Ta .

24200 IF LOC«:32 THEN PRINT “WHAT
poarT": GO TRt O
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@ IF MOT D8 THEM PRINMNT "IT'E
KED,": GO 7o O
LET LOC=L0C+F

@ FPRINT "OK..

TO C-F-F
@ IF Bg="" THEM IHPUT INK 5;°
T DO yaul WRNT T8 OCRQJIST?T T LI
GO TQ =2Cag
"-\ IF Bg4:"RIVER" THEN PRINT ©
"ful THRT CLEVER, MRTE!: GO

IF LOC<3331 ANMD LOC{>32 THEH
NT, vSHOuw BE A RIUER, AND I L
IF Q(2) THEM PRINMT “I'M GOI
NEEC SOMETHING TO HELP RE

O 7T d
PRINT "OK..": LET LQC=LOQC+{
L) - (LQC=38: && TG C-FP-P
IF Bg="" THEH Ih F‘UT IHK S, 7
ASE CONT IMUES YOUR COMMAND. ™
4E B%: GO "'i} 2588

IF Bf<»"DORR"Y THENMN PRINT T
CDULD TAKE HME A WHILE.":. GO

: IZ| IF LOC:>32 THENM FPRINT I CH
SEE £ DRQORIY: Q0 TQ ©

2 IF DO THEN RPRINT “YaQu FOQL

‘S RLRERDY UNLOCKEDR!": GO TGO

S IF Q{4 THER FRINT "YU HRY
O REY L a0 TG o
Cé! PRIMNT *“OK..'": LET DO=P: GO

\?}El IF B<»"D0OGE"T THEN PRINT I
NCT THINK IT’E HORTH IT.": GO

i@ IF LDC{*SE THEM FPRINT “WUHRT
QG777 GO TG O

S72@ IF O(P)} THEN FPRINT "WHAT 150
TH YOouUR FINGSERS?Y. &8 Ta ©

fSG PRIWNT "7"THE QE HAS FALLEWN

EERP."”: LEYT DOG=F: LET &S=P: LE
(F)=LDC. LET oRE=-08-P: 80 TO o
@ IF O(F} THEN FRIMT "YOU HAJ
0 MONEY.": & T C©

18 IF B3="" THEM INPUT INK G, "
YTHING IN PRRTICILH ART?T T LINE B
GO TO =a3aia

IF B$-“NG THEHM FRINT “WRATT
MATE! I“LL LOSE Y PRT X
: BO T &

i
¢
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'E»
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Ui
r

“UUI! /]

mnﬁ ﬂmnuun

3
ac
4
GO
&
HR
B
S
.1
a
PR
T
> 1

e

Brs
&,

O
=
3

-mzm@nm-
o

(VIR IVES et kT aulnd (NE bt T
RS TSy E D R0 1R Rt s R ie ) (I T AT

2~

O
(#

Py = AT A T IO
SRS ':3'*4!
r‘.l}‘-'ll'lli <LPEEar

M-

et
-
-

WEMmmmmm4mn
Ci- Z00 &

65



ZAZ@ IF B%«¢>"0dGE S|0GHE” THEWM PRIM
T "Wy BOQTHER IF IT '3 FREE?: Gf.’.l
o &

4@ IF LOC::8& THEN FPRINT “THERE
N DOE 80OKE HERE.”: G0 TO C
45 IF OBR=4 THEM PRINT "I CAMN'T
SRARRY ANY MORE. ' CoowR TO C

Z88@ PRINT "OK..': LET Qi{pP=0: &
ET QB=0B+P: &L To

=298 IF L0C<>2a "')‘"EN F‘RINE “I CH

%°T DO THRT ¥YET.”: & TG C
2910 IF 041 <>L0C THEN PRINT "TH
ERE’'S NOTHING THERE.”: BGQ TO ©

=228 PRINT "X HARUE FQUNMD R KEY.®
: G0 TQ C©

Z@@e IF LOC 228 THER PRINT "DOURN
HHAERE?" : GQ TO O

ZF2i@ IF O{5} THERM PRINT "It NOT
SJUMEIMG, IT7LL BRERK MY MECK! "
SO T C

F8280 PRINT “"OK..": LET LOC=LOC-F
: GO TQ C-pP-&

31880 IF.LOU>18 "HE?*& F‘RINT “I CG#&
NT DO THRT YET - TG

Ziil@e IF OISy THEMN. F—‘F‘.‘INT “HDU LIo
YoU GET HME OOk IN THE FIRST F
LRCET?”: GO TOQ O

53128 PRINT_“OK..": LET LOC=LOC+F
- G0 TD C-P-P '
&37@ CLS : IMPUT "ARE YOou SURE -

STY NG T, LINE A%

=ga@ IF AF="¥" OR B%="YES" THEM
SO TO Seed

5990 GO TO C

2200 INPUT "DO YOU WANT ANOTHER
G077 (VoMY T, LIME R%

@1l@ IF Rf="Yv" OR Ag="YES" THEN
RUN S2@

ggga IF Af="H" OR A%="NO" THEN S
SA3P G0 TO S@ad

SE@@ LET O=PI-PI: LET P =PI/PI
S51@ LET F=WwAL “7Y. LET LOC=URL
“24'": LET OB=0

a52@ LET DO=0. LET CO&=0: LET CG=

i

i{‘FIL i@t oIM O%(=2,8}: DIM O(Z
FEZI@ FOQR 2= T INT 1RPIsPI): RER
D O%i{Z) wHh: LET Q{Z} =RAL Y%

9548 NEXT Z
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2E5@ DATAR “LOE &0 SRE T, T8, TPLANKT
L AL, URINGT A4, "‘.E‘s’“ "EB" "FL.
PE" ”27“ "ROCHK ,““ ”MRLLET“ s
@II 1IEDDK I! llf‘bqll "CL‘b“‘ ll4@ll

3600 RETURN

This next program is the loader for THE
CITY:

18 REHM The Tiilyg

=29 REN R Raventure Gams

S8 REM By Heil FPeiilsipacci 1933

4@ FREH 18 Spectrum

s REM

80 REM

7 BOQRLOER & FREREER @ INK T @
RIGHT 1

2@ CLERR 328757 LLS

Q@ POKE 23829, 1a@: POKE 23855,
& POMKE 258624 ,71

=28

i LOpL v
282 DIM KRB I3=D FRPER B IMK @&
LET R$=" STOQP THE TARFE

=
" LET L=5: GQ 3JUE St
218 PAUSE ida: FPRPFER @: CLS
2@ LET F)$- THE CIT
LET L =3 InK B Q0 SLR a2

“{
Y
fu

238 LET Qﬁ B = 13+ HI"EHTL(F‘:E ‘=Cl:-r TH
E IX IPDECTRUNT. LET L=58: GO WE
SR )

24 LET A8%="LRITTEN BY NEIL PFEL
LIMACCT 1982 : INEK S: LET L=8:
G0 SUB goa

=52 LET Ag=" FRESS RHNY KEY TO

CONTIMUE" : IMK 7: LET L=16: GT
SUB ol

55@ LET L=1:. PAUSE 1. PFPRUSE @
10 BN

268 FOR T=-22 TO 38 STES 5: BREE
P .B1,Z: BEEP .21,Z-10: BEEP .£&1
;2-1@: BEEFR @1,L+‘@ MEXT Z

Z7® RESTORE

288 RERD RKR%: IF ALTil="%" THEH

298 IF A%{i1r="3" THEM PRINT AT

=1,8; INK &;°“ PRESS ANy KEY Ti
CONT INUE" F"ka.f'u_ I: PAUSE &: i
s . BEEP .1, SEEF 1,19 BEEF
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L1,288: BEERP .3,38: LET L=1: GO 7T
G :8@
SRR GO SuB c@d: LET L=L+2: GO 7T

402 DRATR C IN THIS SOUENTLRE CR
HE Yyou MUST &

410 DATARA "RECOQUER JOME STOLEMN H
ONEY . THIZ®Y

420 DRTH “"HONEY IS, HQLEUVER, T
ORED IN THE®

43Q LATA “BAaMk UALWT. THE BRNE

IS QWNED BY* ,
44& DETH "“THLC GRAMEDITER HO STOL
E THIS *

48@ DATA "MOREY .

48 DRTH N0l 4UST BRERK INMTCO

THE BANK,

Ri;’@ DHTFI “ﬁm:‘: STERL THE MONEY 3
488 DARTAR "HOLIESUER, THIS LIILL KNO
T BE ER3Y .,

498 LeTS ”‘;'-'E- wintt 13Xt BRSCES T
8E R Tr:.’.:f:
Q0 DARTS T+

Sig LETa Y TO

HAUE T

sTY. You
540 DATA “MUST ST
THAT THE" .
5S@ DATR “FPOLICE DO T SET THE
LURONG IDEAR."

S8@ DATA "THEY WILL MNOT KHOW AR
oUT _vOUR®

57@ DATAR "SECRET HISSION.”

S22 DATA " WHEN ¥OL HRAUE COLLEGC
TED THE"™
L5082 DATR "HONEY, YOU HUST FIND
v:!,, Li ¥

@@ DATA “CONTHROT. HE WILL TAKE
TOL BWAY .

610 DRATA "+~

520 DATA T PLAY, ENTER YOUR
HISHES IN™

532 DATA "“PLATIH EHSLISH, USING
VERBS AMD

540 DATH “MOUMS. THE EXCEPTION
IS NS TO"

852 DRTR "GO WORTH, ‘3° TO GO 3
QUTH, ETC."

b
rn
-
1]
m
0
D
D
m
L
l'.:

]
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SER-DATR ~ IF YDU wANMT TO STOFR

TYRE "

5T® DATR “ STORT DR CDUITT . TR
UEC WILL o .

E80 DHRTH “SpuE THE CURRENT GRME

S92 DRTR 90 THRT YyOu CRN FINIS

Fig LRTR v, ) P =
TRHRT THE ThREDS

TEg LRTE T#

3G F/FER B Iian 7 ST AR )

apRp FOR Z=32 To 1 STER -1: PRIN
T AT L,&;38%{Z TG NEXTY Z: RETU
=M

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

9 PRINT '“I AM _IN A TUBE ST&T
IOM. THERE IS& TREIN WAITING T
LERUE. THE  TaXI WeITS OUTSIDE.

. RETURN .

12 PRINT I A STANDING BEHIH
o A BUTCHER SSHGR. I CAN SEE 8 =
UILDING SITE TO THE ERST. . LET
E=F. LET 5=F: RETURH

1S PRINT V& LSREE STEEL GIRDE
R FELL OM ME.I AM DEAD. : GO TO
sS0e0

21 PRINT I AM QUTSIDE THE B8
MR. THE LO0OR IS BSEFORE ME. THE

IGH STREET IZTO THE ERST.: LEY
E=P: LET DO1=0: KRETURN
2& FRINT "I AM IN THE nRIGH 57

REET, WHICH IS DESERTED, SPART

FROM A TFﬂ(I « B MORXET IS TO THE
S0UTH. ET E=F: LET uU=P: LET =
=P RETL)FF r

_2F FRINT I &M ETASNDING IN ~
LRRGE SHOP. I CHAM SEE NO PEOPLE
= THERE IS A CHFE TO THE EAST. -
LET HN=Pp: LET S=P:. LET W=P: LET
E=F: RETURN

_ S8 PRINT "I 8F STANDING IN B
: 4ALL , DESERTED CRFE. THE
LLRRGE SHOP IETO THE WEST.Y: LET

W=F: RETLRN
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36 _PRINWNT ‘I AR .:.N:»IDE THE BRN
F. JIT IS VERYGQUIET. IF GU TH
EM PRINT "I CAM SEE A GUARD WITH

HIS BERCK TO ME.™;

37 PRINT : LET M=F: LET S=NOT
Fil. RETURN

33 PRINT "I AM IN 8 STREET FMS
REET. B POLICE STATION IS T
& THE ERST, aND R BUILDING SITE
TO THE SCUTH. "

4@ LET N=P: LET &=F: LET E=P:
RETURN

42 PRINT "I HEUE SRRIVED AT T
HE POLICE STATIOoN. IT IS NOT
DESERTED .. . ™

43 JIF MOT O{7) THEN PRINT "'A P
QLICEMAN SEES THE MOMEY AdND ARA
ESTS ME.": GO TO S0680

44 PRINT £ POLICEMGHN TARKES LM
AT I HRUE COLLECTED AND RETURHM
3 THEM TO WHERE X FOUMD THEM. ™
: LET N=P: LET W=P: GO TO 700

45 PRINT ‘"I BM IN A SMALL GLGC
Oy TUBE TATIGH. THERE IS =3
HOLE IN THE WRLL TO THE SQUTH.’
: LET S=P: RETURHM

45 PRINT ‘vX AM STHENDING IN FR
NT CF THE UARULT DOOR,. WHICH I
LOCKED . "

48 IF UC THENM PRIMT "“"THERE IS
HOLE IN IT7 .

S@ LET E=f: LET S=UC: RETURN
S1 PRINT "I CAM SEE TWO DOORS
ONE TO THE WEST, OHE TO THE S
'JTH THE REL T ENTRANCE IS 7T
O THE MNORTH.: LET dMN=f: LET &S=F:
LET W=P: RETURH

54 FRINT "I &t oM A BUILDING
ZITE, WHICH 15 SURROUNDED BY HI
GH- WALLS.": LET nN=P: RETURN

7 FPRIMNT VI M MHOW STAMDING IR
THE FOYER OFS& LSRGE HOTEL ., BEFD
RE ME IS THE RECEPTIOCHN CDESK.': L
ET E=F: RETUERN

B8 PRINT "X &8F IN :"é’ EGSEMEN
T OF B LARGE BuUIL nIMNz.® LET N=F

LET W=F: RETLIEN

B3 PRINT "I aM INSIDE THE UpRU
LT. TO REACH THE ROMEY, I HAUE T
O ENTER THE KREYE&GNEL CDODE. THER
E RRE © EUTTONS IN FRONT GF

£

I
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3"‘§E. I MuUsT FRESS THE RIGHT GHNE

E4 LET WN=P: RETURN

66 PRINT ‘& WALl RAS APPEARED
BERIND ME. I Ar TREFFED.": GO
TO Q00

78 PRINT "I A IKSIDE THE MRX
HNOUBDLT "OoGr.": LET M=F: RETURN

@@ IF FAFiF:i=" v THEM LET RA$=FR3
(2 TO ¥: GO TO 585@

519 IF AQ&LLEM AfEr=" > THEMN LET
FS=A%( TO LEM &Ss-F: GO TO €10
528 LET B$="": FOrR Z=F TO LEN ~B
F: IF Bf{Ii=" v THEMN LET B$f=A%(Z
+7 3T‘.:) 3: LET sg=m%sti TO Z-P): RET
LI

E53@ NEXT Z: HETURM

78Q RESTORE B808: FOR Z=P TO 7:

RERD R%,B%: IF O(Z3 =0 THEWN LET
O(2)=UAL BES$

2108 NEXT Z: LET ob&=0: RETURN
_SB2 PRINT ""EXITS: *; {“NORTH &
RMHD MY, ("SOUTH " AMND £3; (“"ERAST

AND El; ("WEST" &HD L)

810 PRINT "I CAN SEE.."

520 LET FL=0:. FOR Z=P TO V: IF
D(Z)y=L0C THEM FRIMT A “;0¢6(3Z):
LET FL=F

530 NEXT Z: IF MOT FL THEN PRIN
T "MOTHIHNG IMNTERESTIMG.

S48 RETURM

288 GO SUE &608: CL S

999 LET N=D: LET S=0: LET E=0:
EET W=0: GO SUE LoC+Z: GO SUE &3

1000 INPUT IMK S:“UHAT SHALL I D
0 NOW?Y ' LINE ag: IF As="" THEN
0 TO C ~
121@ IF LOC=1Z AND RND:.S AND GU
THEN FRINT ‘' “THE GUARD TURNED,
SAW ME, THEN SHOT HME. I AM DEARD
.. GO TGO So060

1@§@"Gg$5ua EQD: PRINT ' INK &;8

ib6@ IF Ag="n" AND M THEN LET LO
= ' : 5 THEN LET LO
SSE_IF:Q$=”E" GND E THEN LET LO
SQGVIFiﬁ$="Q“ SND W THEN LET LO



=

T1@@ IF A%="N" OR a3="5" 0OR "B%="

E" OR A%="W" THEM PRINT "I CAN"T
GO IN THART DIRECTIOM.Y: GO TG O
111@ IF A$="CGET" Ok OH="TRKE" TH
En GO TOo Gl

13128 IF Af="DROPT OR Qfz"PUT TH
Erd GO TO 21608

1153@ IF Afs="I" THERM GO TO 2z00
_}f_i_.}}d-ﬁ‘l IF fAE="LOGH™> THEN CLS 1 GO
o Cc-P

%15@ IF A$="HELF" THEN GO TO 234
R

1168 IF Af="tiHAED™ OR A&K="CHTCH™"
THEN GD TO 24098

;y::';;@ IF A&="UMLOCK> THEM GG TO =
Bl -

%18@ IF AS="0OFEN" THEN GO TO 2E3
E4

il9@ IF Ag="D" 7THEN GO To 27006
1zZ9E IF B&="QUIT OR AR&="53TOP" T
HEMN GG TO £300

1218 IF AfF="REGD" OR as="EXAMIMND
T THEWN GO TO ZESG

EEE‘B IF AfE="KILL" THEMN GO TO 283
LA

i230@ IF A$="CUT™ THENMN GO TO 3853
1240 IF ASE="PRESE" OR Afs="FUSH"Y
THEM GO TO 10D

125S@ IF fSf="SHUEY THENM SAVE “CIT
UL INE 399 PRINT CUWERIFY .. ="

‘sr—F-'cIF"’ “to GO TO O

268 IF AS="SHY " THENM 60 TD 3268

.’i"@@ FRINT "I DON'T UNDERSTAND. ™
0 TO O

Z@8@ IF EBEf="" THEM INPUT INK 5; 7
f:r:T WHART 77" LIMNE B¢: GO TO 263

E”'Q IF LEN Bf:>1F THEN PRINT I
CAN'T™: GO TO O

"“i."tas IF OB=3 THEM PRINT 1 CAN'T
CARARRY ANY MORE.": GO TO C

2810 FOR Z=P TO 7. IF OH{Z( TOC
LEN EF)=B4 AMND G{Z) =00 THEN LET

1 ;
I

1

j; DTN T}
XM H"

Ii

G(Z) =0: LET OS=0B+i:. PRINT “OK.
27 GO TO C

£82@ MNEXT Z: PRINT “I B5EE NO ;5
E;°1", B0 TO T ,
2i@@ IF Bg="" THEN PRINT A%;" WH
ST7V: G0 TO ©

Z11@ IF LEN B$-13 THEN PRINT I
SAENT.V: GO TO ©
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=
raet )|

Z=F TG 7: IF O%K (I3 { TO

f THEN FRINT “OK..": LE
€: LET oB=0E-1: GO TO O
MEXT Z: PRINT —I HAUE NG Y
i GO To O

PRINT X !“‘-&UE THE FOLLOWING
LET FL=0: FOR Z=F TO 7: IF

C‘l THEN PRINT & V0% (ZY: L=

IF MOT FL THEN PRIN

[t

g WQZ
Rl

’ H P
o M
AP
om

PR (i1 T
..@

0 42T
2@!”“
Q

Z'U
Tm
4
=+

in)
o M

IR e R EH IR gl
o)

60

0:

-

(W)

)

IUTL'J Y

C=17 TﬁEH FEINT "ASK 7T
H UILLAGE FEORLE.™: GO TO C
2312 PRINT "FOLLDOW THE OLD LDNE‘
N - BERISTOL ROGBD:': GO TO

2408 IF Bf="" THEM BERINT Fl$‘“ i
7T 2?2": GO To C

2418 IF BE(:TTEOIMNT hb EF$(.»"TF§”{
TOTHEM PRINT I CEMNCT .Y GO TGO

ADY IF BHE="TEAIMNS &ND LOCrZ A
LOCZ>1S THEWN G TO ZJ45D

4368 IF EF$—"TFL\I“ SMND LODCr3 AND
LOC (xS THEN B0 TO 2430

i:&a IF B%= T:—cf—'fIN‘ THEM GO TO =24
ot

=d

i
o
@
o
'TI
1
C
Y
f
b

L

i‘s_& o TU CHi

S@a IF Ol2) THEM PRINT "I HAUE
MONEY FCSR TRHE FarE.": GG TO <

",.1“ ”'!.‘l

ey
A

e
IH.

Z486@ PRINT “THE T8xI DRIUVES OFF
HITH ME IMSIDE .. LET LOC=L T
C+{F AND LGC=3Fy —{(F #HD LOC=8): &
o TDO C~P

24780 IF 013 THEM FHINT "I MNEED
F TICRET!!!'v: GO T ©

2458 PRINT I GET IMN SND THE TRA
IN MOUES FHUEY L LET LOC=(3 &

ND LOC=1S5) +(15 AND LOC=3): GO T3
-

z4G@ PRINT “I CRN'T 0O THAT YET.
"GO _TO_C

ZSe@ IF B&="" THEN FRINT “WRAT

o

HOLL I UNLOCHTY:. GO TO O
2510 IF B¢ >"DOORT THEMN FPRINT X
AN - O TH&AET.V: &G TO o

‘l

=520 IF' LOC < >7 TRHREM FRINT “WHAT
GOoORT: G TS O
2238 IF DO THENMN PRINT "YOU IDIODT

KRN

; IT'S BLRERDY UMLOCKED !
Vs BDO TO

Zo4@ IF O(5) THEM PRIMT "I HEED
THE KEY.": GO T C
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5@ PRINT “CH ... LET DO=F: GO
c

@ IF B$— Y OTHEM DRINT “OFPEN W
FAR TG .

@ IF Bf<:"DOOR" THEM PRINT X

20 IF LOC<:7T THEM PRIMNT "I CRH
SEE R DOGR!:. GO To C© wIT S

LOCKED.": GG 1o € L
SE4@ LET DO1=P: PRINT “OK.. I
CAN SEE _SOME STRIRS GOING o
OUN.™: GO TO G

270@ IF LOC<>7 THEN GO TO_ 2450
271@ IF NOT_DO31 THEN PRINT "THER

RS AR HY

R T
e

YR F Y i K|
m
101
ISI
a
11
Z
o
7
pa LUl |
4
X
m
Z
gy
1
-
=z
~

E°8 /R DOOR IN THE WaAY!Y: GO TO <
2728 PRINT "OK..": LET LOGC=LOC+F
;GO TO C-F

2808 IF Bg="" THEN INPUT INMNK S; {
S%3; " WHAT?Y " LIMNE E4: GO TO 28T
4]

2818 IF BH<>VCLUEY THEM PRINT X
CAN'T bBO THETY: 0O TO C

zozea IF O{(63 THEM PRIMT “I'M NGT
CARRYING A CLUE.>: GO TGO G

=830 PRINT “"THE CLUE IS URITTEM
OM R4 -SIZED PAPER. IT S£A8YES: ‘RUS
A DuB DUB.. ... GO TO C
Z9P@ IF BfE="" THEMN PRINT “KILL
HaT?: 60 TOo O

2231 IF Bf<:>"suphb THEN PRINT

I REFUSE ON MORAL GROUNDS.™: GO

TO C

2920 IF LOC<>12 THEN FPRINT "I C&H
H*T SEE A GURRDY'Y: GO TO C

2930 IF G{(F! THEM PRIMT “I HRUE
SO WEAPON.": GO TO C

%:g: gl PRINT "DOK..": LET GU=0: GC

F280 IF Bg="" THEMN INPUT INK §;°

HHAT SHALL I CuTTT Y LINE B%: BB

TO S&0a

3818 IF E‘vS(‘“‘"‘;.“" THORY THEM PR
IWNT I CAn’ SO THET.YL GD TO O

Z028 IF LDC":.’.‘._‘r THEN PRINT "I SE
E WD VRULT DOORS HERE!“™: GO TO <
830 IF Q{4) THEM PRINT I HAUE

RNOTHING To CUT IT WITH.": GO TO

D848 PRINT “OH..Y: LET “LC=P: GC

TO C-P
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2190 IF LOC<:22 THEN PRINT “"THER

£°6 NOTHINMG HERE TO “;A6; 'Y GT&
TO C
3118 IFP LEN Bf<yP THEN PRINT "X

X
NEED A NUMBER BETUWEERN 1 AND 2.7
0 To C
3128 IF B%x<"1i O08R BE-"3” THEN P=
_';.!‘C-.JT "THHT S MNOT & HRUMBER: ! : GO
,ﬁi"’i@ LET EZ=URL Bg: IF I<>»3 THEW
LEYT LOC=L0C+F: GO TO -

o d

L

314@ LET LOC=LOU+F: SRINT “THE I
RON DODR 3L ICES BECH SLOWH.
¥eaa't: BGO TOG C-P

3200 IF Bf="" THEN PRINT “SAY WH
AT7?": GO TO C©

l'

-

2210 IF B PASSUCAD" THEN PRIN
T "I CAN'T S8Y TR&AT!Y: 60 TO C
2220 IF LOC=15 AND nNoT Si7; THEN

FPRINT %I RAUE FOUND THE CONTS
CT, AND HEUE SUCCESSFULLY GCONP
LETED MY MISSION. THE CGONTARCT
83 THE TRAIN DRIVER.": GO TOC
SEee

S225 IF LOC=5 OR LOC=% THEN PRIH
T “THE TRXI DRIUVGER SHYS SOMETHIN

& VERY RUDE TO ME.™. GO T0 C
3250 PRINT ™ *é‘“:’:“;*“"“.‘ QF’F‘EF}RS TO W
ANT TO KMOW. 3:‘ T

IaE LLET CI=PI I LET EF=NOT O

5:—"*‘_1:‘2? LET F=UisSt “E:‘.-“: LET LOC=URL

i3

8820 LET 0B=g: LET G=

P: LET UZ=0: LE C=UHL

HB30 DIM Ot7Fr . LIM OS{T7, 13}
£t

I

EP40 RESTORE E&2O:
RERD 35(23 JRE: LET

NEXT

@58 DATA “RKNIFE™."4","“"WALLET","
S ,"TUBE TICKET»,® .’LG‘ . “BLC'LJTORC’"?
* “18“ CHEY ™S . i= & “E.JRITTEN U™

2@, “CF( E OF K‘SGHE‘“‘_ t

E"@EB BRINT * T&E 2 N T*‘ih 6 “THE
CITY 0 URITTEN EY MEIL BELLIN
RpRooIY PRESE ANy KEY TO 5TH
RT‘\

S278 PRUSE P: PRAUESE O: FOR Z=5@
0O -2@ STEP -%5: BEEF .@1,Z: BEEP
81,Z-5: BEEF ..QL1,Z2+6: WNEXT Z

858 RETURNM
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22900 IMPUT “GRE YOU SURE?
YoNTD LIME f%: IF Ag=s""

THEN GO TG &S00

£91@ IF AGIPI="Y" THEN GO TO 263

g9Z28 GO TO O

SO INPUT “LO YOU WANT TO PLAY
AGRINT YoM LINE Aas%: IF As=
THEN GO TO 3800

8810 IF AF(PI="f" THEN STOP

SB20 RUN S86
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Doors of Doom

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.

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 1interesting and the result is here
for you to see. Full instructions are
inc luded. 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.

2 REM Q1983 Matcotltm Young
I8 DEF FN Fi{X)Y=INT {(RNDxX1}+1
iE LET set=8
3B S0 SUB SRR RES instructic

&

AR EORDER 4&: RAPRER B INM &
5

EH GO Bub ish6. BEM SoEnerate B
—4‘;—3‘5_’-‘ GO SUR SRR REM initiastise
variable=

T 6D TG =256

Ef MRENXNT a2

SR REM main driving rouvtine
382 LET LE=INKEYS®: IF Kg="" OR

LEE="a"” THEN GO TO l18a

1@ LET fF=f3 (k=" —-{KkS="1"2 &

£ TR E="8")
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i30 LET =fF+d4 2 {f<iX —4x(f>d4)
130 IF Kk¥="m" THEN GO S5UB el
3135 IF kR$="F" THEN LET m3(py.pXx
= JET L€AY = {32} -4 {23 X
1 {11 <¢<® THEN GO TODO S0
346 LET pX=pPX+{{(KE="F"Y 2 (f=23} —
IF=&a3))

ESG)L§T pU=PY+{(RE="F")I 2{{f=3Y ~
FF=221)
IS5 IF m$ipy,.pxl="8" THEN LET =
=3: LET 2X=pX-—-{F=22)3+{f=4): LET
FU=pY -~ {fF=31+{f=12
iG&a IF M$(PQJP¥]”CHR$ 128 THEN
S JUBR @A

iz7a IF m$(p9,px3s“ Y OTHEN GO TO
ZEaa

I7ES IF giai=py AND g2=px THEHN GD
TG e

i88® IF kKg="e" THEN LET re=1-re:
L ET KXE="F": &GO TO 348

I8 IF Kg=vg" THEN GO SuUE Fae
20Q@ IF L(7Y AND k&%='"d" THEN GQ
SUE T2B6

218 IF L{(8Y AND k=1 THEHN GO
B 0 = S u)

228 IF KE=""58" THEM IMNPUT D& 38
4 wanl to save this game?; LINE
C:.'f_‘f::. IF ag="y" THEN GQ S5SUBR 758fa-
230 CLS

24 PRINT R, INUERSE 1, "NORTH"Y
AND F=1; "ERST"™ AND F=2_; "30LTH"
SMD f=3; "WEST®" AND f=4; INUERSE

"‘” et

U%

a;" ", FLASH 1;"REPEAT™ AND rE;
FLASH @, TAaE 1%, "Energy="; L (33X
=258 BEEP .1,10: GO SuUB 2bee
260 IF INKEY$—"" AND (rexrl THE
¥ LET Kk&="F": GO TO 135
278 IF sw THEN PRINT AT 18,311,

FiLASH 1;:"30LID WALLY: BEEFP 1.-1®

LET sw=NOT sw
288 G To 188
589 REM end of game
sl&@ CLS
A28 PRINT AT 1@, @,"VGU have =2l
f¥yed 1o deadth. ..’
5380 PRINT ~“"Your bones titter 1
E“&EIE with thgose of many cther

S4@ GO TO 4638
SRR REM finish
&@% PAPER @: INK 7: CLS

in =
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8168 0 SUR Si1i6@: PRINT AT 4.,6;
028 FOR i=48® TO 485 STEF .S: BEE
28,i: PRINT "Wetll darne! You ®
iti: NEXT i
5 FLASH 1
8 FPRINT INK B "You accomptltish
the task with*®
S35 INKH 4
b¢@ IF L{191 >20@ THEN PRINT "3
great ampunt DoF sKkitL.”

658 IF L{1@) <288 AND L{iad) >1&8R1
THEN PRINT “"well deserved merit”
£88 IF L{1e) {188 THEN FRINT "2
fsnsideErabte amount ofF tLugrk”

568 GO TO 4842
id0® REM Maze Generato

1@@a2 PAPER &: INK S5: CLS : PRINT
“"The maze can take a8 considerab
tetime to construct a6 it is
advisable 0o have the lLargqer
MAZTES sStored on cassette.™
jg@dd PRINT ~“““Please entesr the
igensiogns of yousr naze s that

i1 has a widthbetuween 3@ AND 145
"and a2 length betuween 2 AND 1@8&

AR/RAE IMNPUT EnGid g L de LD |\E

STDRE a gameanswer Yy snsy? ", LI

NE 2%

APEE IF as="y" THEN GO SUE 7688:
RETURN

181318 INPUT “Enter Width of Maze:
" LET w=INT (w/2): IF w«l5 OrR
ISR THEN GO TODO 12i@d

192@ INPUT "Enter Length of Maze

‘b LET t=INT L/2): IF L9410

158 THEN GO TO 1828

3 fwFt »3): LET ==K
{S+S.-7100x : DI Ltis): OIM (s}

B33 LEFET s==+INT I[(RND*=s.-3}: LET
INT i5-6@): LET tl=(s-1t#0@1 -71&

LET 1=t3+11

a? FPOKE 236741.,8: PORKE 23673.,.&:

35 PRINT *- “Ptlease ex
it at teast approximsa
ainutes”™

i84@ LET m=u¥241: LET n=Lx2+1:
I BHin.ml

£y
)
e
5
In
i
H
Z
o

b et of 120
i
.

U, Ju

wEiE.

Wy
-
m
n
P
o
*}
m
E

pect 1o
ety ;1

-
1
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i=1 TO m: LET mK(l,i1="
LET m%$ th,i)="#": NEXT i

@ FOR 1=2 TD p-31:. LET m%¥ri.1}
o LET mE i mil=""ET: NEXT
2 LET nn=2%INT {(RHD*i{l-211}33
@ LET mm=23INT (RNDx(w-21133
@ LET s$sinn . mm)="R": LET & =R
8 IF mEinn-2,mpx=""" THEN @D
i21&
A IF m$inn+2,.0md) ="  THEM GO
121
B IF asnn, . Bmn-2)=" " THEN GQ
123

IF mEIAOD Wu+2) =" 7 THEN BG
23

IF R-1= THEN GO TO 1429
IF Jdi{Ky=1 THEN LET pn=nn+it

IF ditkiy=2 THEN LET nn=nn-ti{
IF dik) =3 THEN LET mu=mn+l {
IF d(kRY=4 THEN LEYT mm=mw-t 1

LET K=Kk-1
GR TO 112

LET LA=23IMT I8MNMLZX3)ap

IF 11=23 THEN SO TUO 121Ia

LET di1=INT (RNDx4) +1

IF |d1>2 THEN GO TO i28&

LET 5=-142x(d1=2)

LETY t=0R

GD TR AG@e

LET = =0

LET t=-14+2xi{di=g1}

FDR 1=2 TO (1 STEPRP 2

IF mMFINN+sS %1 . W+t &) =" T
O TO 1218
NEXT 3

FOR i=1 ToO
LET m$(nn+
NEXT 3
LET nn=nn

1
Fi @B+t aid="R"
L

LET mp=mm® t
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1428 LET nd=INT ({t{&)xl (5} 72582}
LET st=nd~s14

1438 LET lidy=m: LET LB} =n
1438 REM hide Gbjects

S8 FRR i=3 TQ s
5@ LET l=FN s 7l /&Y -3 +1- 1 ET ¢
rit{d) -3y +1: LET Kn=Fp {83 x

IF mE{l,CcY<>"H" THEN GO TD

LET m¥{l,C) =CHRS$ {(d5+kn}
NEXT 1

NEXT o©

REM hide food and witlains
FQR o= TQ 7 STEFR 2

FOR i=1 TQ st*3

1848 LET t=FN iS5 -3r2+3: LET ¢
=§N FiLidy -3y 331 LET En=FN §F IS} %
L3 4+0

_18-‘,‘%;3 IF msti,cl<>""q" THEN &0 TO

'ba LET mE(L, C) =CHRS$ (48+kn)
;. MEXT

3 FOR i=31 To it*i

15680 LET L=FN rri{ti{iSY-3+1: LET <«
=§N FIL{4Y-3Y23+1: LET kn=FM ri{Sy=x
1238

lﬁl@ IF mEil,.Ccl 478" THEN GO TO

LET m$%i{l,.Cc}=CHR3 (48+kn}
HNEXT 1

LET sas{lI1S) 2,1 {4} 721 =CHRS
*8+FN rrq\*ia+81

IS5 REM hide Kkeys

bEE FOR 3i=1 TO 4=x=t

7o LET L=FN rilL{S)-4x3+2: LET ¢
FN Orfl{gd)-4) 32

1

H

ﬂm

1888 IF ms(i,c)<:" “ THEN GO TO
cam LET mEIL, CHRS 128

Q@ MEXT i

@ LET set=1

18 _LET time=(PEEK 23672+2562PE

L 23ETFI+EOSZBXPEEK 238741
aa LET tine=timnerS@: BEEF 2,18

i {1 o o
.,j:"’ L

-,
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1730 INPUT “This maze took 7 (ti
mel ;" seconds to generate,would
you like te save 31 fofr Fuiure

UZeT";a%

%T‘_—;d—@ "F azxiiry=""g4" THEN &G 3UB 7%
2

1758 CLS : RETURN

ZO8d REM Jdisplay vwiew

2212 BORDER 1: PAPER ©: BRIGHT 1
ZH20 LET X=24: LET yvy=ib: REM uwati

i angle grad;ant

Z238® FOR i=1 TO B

2848 LET ly=py+({f=32-(F=131 ¥i
2859 LET lx=pX+((f=2)~-(F=4)1} %%
2260 IF mnFlty,.txa<c"n" QR mEHlily.,.t
¥} =CHRS$ 128 THEN NEXT i

Za8B3 LET dt—rm$(lg,lx\=‘ 2

2878 LET vu=i-~-1-171i>6): REH maxNiz
Um viewing distance

Z2STE IF NOT vu AND Bsily.Llxi>"®g7
THEN GO SUR 25a¢

2O80 LET pX=vu3¥X: LET py=vi ¥y
208 FOR d=0 TOQO vw: REM dividing
caneils

2324 LET h=2SS-dxxs2

2118 PLAOT dax.,.dxy: DRA @, 1781y
¥d) #2: IF d-vw THEN DRRARIE Hh &

-!‘

EﬁlgngDT d¥x+1,d3xy: DRAW &,175-
{4 ¥ *

Zi28 PLOT 255 -dsx ,175-dxy: LDRAW
23,1175 -ys2*xd) : DRQU -h ..

2i258 pPLOT 254- d*x,i?S—d*g: DRAW
A, -{178-yx23d)

2138 NEXT d

E%%E FOR i=02 TO ve—-1: REM draw ¥
FL LR

giSﬁ LET (y=py+{{f=RA-[{f=3223{35+
%i'@ LET IX=px+{((F=2Y-({F=4223 %131+
33

FAFTE LET d$—m$1lg—ff =21+ {Ff=41 ,1lXx
—{f=3i +{FfF=3

2178 LET Lmall—(d$—"n”3: LET Ltdr
={dE>"RH"Y

21588 LET d=m%(ly+({FfF=2)-({(F=42 ,{x
+{F=1Y-{fF=3212

2192 LETY rusti=id3="08"2: LET rdr
Z‘:d$)“#"§

§£QS IF {tdr+7-dix THEN GO Suk =%
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Z3187 GO TO {drx7+2200

208 PLOT 1 ¥3X,1 39+ sNOT twalt: ©
SR N yxftwat il

22es PLOT 13X, 175—-{1ixy+uysNOT twa
Lli: DRAW x,-(yxtwatlt)

IIBT GO TO rdr x2V+2231@

221G PLOT 255-1 X, 1 4y sNOT rwat

L: DRAV -x,yxirwati)

=228 PLOT 255-3 ¥, 1?5—!:*9+U*NGT
fwally: DRAU —x,—tg*rmatt

SZ2538 NEXT i

2348 INK S: LET p=S5

2?5@ LET vw=2G8-/p: LET e={(2585-23w

IS

226@ FOR (=31 78 -3

2270 LET h={wx+exll -vii

2288 PLOAOT vl 8 LORAU hHh, uyw

hy
nre
“ 1)
5

NEXT
Z31l&d IF dt THEN PRINT FLASH 1; O
VER 1;RT 1@.15; "BRE".AT 11,15;"EE

Z328 IF NOT re THEN RETURN

=35 LET r=1

2338 REM check for repeat

22480 FOR i=0 TO 1

235 LET ryYy=pyYy+{(F=R)Y-{Ff=31)) i -

LET X=X+ {F=2)Y—-{F=421} %3

ESEB LET r=rs(nSiryu2r{rfr=2)-t5r=42 ,

FEAF=3Y-(F=1))="#""1}

3T LET r=r§(mstr3—(f_2\+\s =41
—{FfF=0X4+({(F=3)2=""8"'"2
38R MEXT £ : RETURM

233Q REM draw door

2400 LET X=1-783 4+31) 35

2418 FOR J=1 TO 7

428 IF ldiyr THEN PLOT I 3X+jix3,31 %
R N 3=

2425 IF Ldr THEN DRAL IhK SR A7
S-11 Y FFF2Y 2

2438 IF rdy THEM PLOTYT 2ES-§(3 ¥+
£33 .1 XU G2

2448 IF rdr THEN DRRW INK 8;8@,317
Z-{i Y+ i) 32

ZL5E NEXT J

2480 RETURM

2480 PLOT 120@,1aQ8s3k: DRAW Kk . &, -F

349@ DRRUY K 2.5, -A%1.5: DRAKR —-k.-
fS¥2~-K.,8,-PIX: DRRU R 2.8,k%1.5
EiQi RETUARN

14
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QR BEM dooc

18 FAPER &: INK & (COLo

PRINT AT ig.4;"BH o 0 o R”:
-5.18

ZE3® POPER 2: INK ©

T4 RETURN

ZEA® REM enters

ZE18 IF L{12) THEN GO TO IGaR
Z52R@ PRINMT RYT 2,4 FLASH 1:; "3daf
T L0 Key-no entry!”y

ZE3I@ LET px=py-~{(F=2)+{f=42: LET
_q_pu—{f Ji+i{Ff=12

BEEF 1,.,-28: GO TO 1@a

f‘@@ REM faound centre

271IR IF puy{>INT (LIiS) /2 AND PN 1

*INT (1L 14) #/2) THEN RETURN

2728 CLS : RESTORE 2923

2738 PRINT “The doosr creaks silow
Y OPEN..." ]

SF4ER FOR i=-32 TQ -2& 3TER . B: ©&

FEP L3.31: NEXT 1

2750 FOR i=1 TOQ FHN r(2)Y: RERD 1%

o MNEXT i

=Z7HEE PRINT "And there in the CEn

1fge 0F the room_Lies the ULlims

I Qoalea""TRE Z;t§; "}"*

R7FTE PRINT 'A8nd now 40U have to
t%ks this"""hack 1c anp exit =31
ated*

FS LET msipy,.pxYy=" "

F8@ LET 9il1=FN r(L{5Y}: LET gz=F
FR 0 N - S I

85 LET m%{gl.a92¥="" ©

2738 GO SUR 5506
*E1@ LET b=FN (i@} : LET L{131)=
{11 +b
aEB PRINT “"You hawvwe atsao §foundg
& witamin®” " "piti bhonostling yocus
=nefgy by ;b
a¢@ BORDER @&: PRPER R: INK E
(2E5R FRUsE R

Z358 G -TR 29

298 DATHR "a stave for ifege”,"s

iicket 1o Timbuktu”,"an automats

£ house cleanser', "the LIOM:s fughk

4 leam heating the PZE RBLL BLRCES

*,"the ansuwer 1o lifg...427"

25ia ODRTR "a free ZXBIR . 4.5, 8..."

san eternal supply oF Ltager ™ ,"4

2 mitiicn mars bers”™
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SZER REM open door

2l@ LE7T =C0DE m3i{py. px}-~-48: LE
I Lo=INT (J-1&
3@z PRINT AT £,3; INK 6;"The dc
7 has (ack no.”; (n
3BR285 IF L{8) THEN PRINT "Yours =&
sielion Kkeys opens the door !
PRUSE 188 BO T 3@7a&
SB38 IF Lil=2) 4>l THEN PRINT AT
=3,8; INK T "Yousr Kkey dgoesn”t F:
i:k2ep going”: GO T Z2E3a
IS4 PRINT AT 26.,&; "Your ey 731
2! Do you want te untack this
Zoor7? lysn) T BEER 1,18
ESSB IF INKEY S="n" THEN GQ TG =&

IF INKEY $<(>"y"” THEHNR GO TO &

G0 SUER 2708

LET fate=jg-inxld@: BORLDER 4
PRF‘ER 6: INK 1: CLE

3IV73 IF rate=8 THEN GQ TO 2782
J@TE FRINT "INSIDE, there iS...--
. BEEPR .5,3: BEERP 1,18

JIVEA GO TO fFatex2+3092

38‘3\3 SEMN emply

J18@ FPRINT RT Q3,8 "NMOTHING! " A7
"Some has bheen hersfe berore 23

8 S0 TOo (IRNLGX.BY 383&8+3126

280 REM lose key

@ PRINT “"Your kRey is sifuck i
e Llock!P” " ""00 you wanl to spe
HDEE time trying to get it ©

i@ PAUSE @: IF INKEYFi>7"g" THE
& IF LiB)Y THEN PRINT "0OK.1il =
tidn”t taKE a second using g
taser.”: LET L{8)}={1i68-1: LE

i=l: GQ TO 3ig@

168 PRINT "DK,Itt waitlt a momen

white you tryg.”

I78 PRAUSE 78: FOR 1= TQ 12+FN
{591} : BEEP .Q@I1I_.RNDx3R8-15: MNEXT

2I8A IF RHMD .7 THEM LEY L{13Y=1L7¢
A3 -1 PRINT It won"t come ouvt.
ot "ll have tao teave it.": GQ TO
e =t ]

LA G

f'*MIJH H

VRS R AR WS LY

e
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LR

z

5
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o
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PRINT "You ot it!v” 'but :;
PRINT "“You wasted “;i;" EnhE
i ts snvTUyour attempt.’”: L
(13y=0L{311) -3

G0 7O 490@

REM Laser

ET u=FN ri{3Y3+2: PRIRMNT BT &
1y ""with encugh EVERYRERDY
riesto tast “;u; " uvusest™

F L151 THEN PRINT AT J.8;°

INT TRABR 1i2;:" I "TRB 1

3

FRINT AT 9.@;'"A8 lLacer has =&
Facioy of 2 D0 H$puw want 2

e it

IF IHKEYS="n" THEN GQ TOQ &5

IF INKEY$<2"g" THERNN SO TQ 3

@ IF NOT {6 THEN LET 1L{iIl1 =

13)+9: GO TO 3380

S8 IF L{B)Y THEN PRINT "Sincte ¥
atready have a lazer Yo Jus

hawe to take tLhe patteri

6@ LET L {61 =L (8)+u: BEEP 2,30
BEEP .2,1@: BEEP .2,3: BEEP .7.

JS?@ PRINT ““¥You are now the pro
Ud ocwnesr OF adispoasable “"LEFRPY”
laset;""'guaranteed for “;Ltgr; "
gzes

238@ G0 7O 498a

“ L3
W
@il

BORLY@IOR CI90
mﬂﬁﬂﬂﬁgﬁw

w LI

3’#45

I
€
e
PR

INRRE AR AT TARTE IR

5

{
X

Liet <N :
GwMmd
»

o

50

L9 10t 00 0 e LALI L) A0 () €0 2 3 N LD LT
Cldem LALLM

QUMW

34980 REM demateristiser

JEG@ PRINT AT J3,5;q$i(2: ; /A7 3.@.; "7

anoiher U RARND L I7F)

S[51@ PRINT RT 5., 11," “L,TAR 5; v=F
Iy d-TRB 12’ u‘ %av

3IT2@ PRINT “""This e&hnabkblies you t¢

disintegiratesolid walls in two

hbiasls and tochsassrcocal g vitlas

Yoy may neet."

IS LEY u=FN 1 (B) +2

IR4R PRINT “"This one has “";u;”

Cartridges"” "q%{(2); "has an "£C7 "7

“fagctor of i4”

3558 PRINT "D you want o carf

3 this atong?”
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§E\€* IF INKEYS&="n" THEN GO TDQ 4=
o

585 IF INKEYSH«>"y"” THEN GO TO =
=
=

7@ CLS : FOR i=22 TO 19: REEFP .
A5 ,31: NEXT i :
35880 PRINT FLASH 1;RAT 2.9; "CcomNcRE
STULRATYTIONS

3598 PRINT “Yoau didnt need mpuc
N CGnViInCing fTof this rormidabtis
wWe3Ipon,as it"s the hottest 1h
if1g arfound inarmourments.”

S260@ IF L(7) THEN PRINT “"You wc
37t want to carry around two COF

these S0 You Can have thecartra
dges for free.®
S61@ FPRINT *“To use this weapon,
aim ail your 1arget and SQUEEZE
the Xe ‘d”
35280 PRINT ““You cah use this we
gpon Y LIy ut times”
383@ PRINT -~ INUERSE 1; "GOUERNME

HT WARNING: THIS WERPON CRAN BE 1r
ANGERDUS FOR YOQUR HEARALTH™

SeVa LET 113y =1 {132 +134: LET L7
Y=t £FY 3u

<88 GO TO 43@@

288&@ REM transporter belt

I7RB PRINT AT 2.,6,;q9%(3)Y;AT 2,8;"°
Anolhesr " AND ({63

2718 PRINT INR 4; PRPER 2;RT 4, 1

S “"LRT 8,7, INUERSE 1,"+—=-
c==§',;, FLRASH 1,"T"' Fi_ASH a; IMH

ERSE 1, "l ==:4:==-"; AT 6,15;

3720 PRINT “This enabties gnu tn

hdper—-travetltto a dirffesrent part

7 the maze but you have no cont

Fol where and 1 ¥f you stop in =
wait you wiltt be instantiy 5uFf

Zated™

S7F3R LET u=FN ril) 2

37468 PRINT “"This iz another mod

2in"""disposable product and mus
i be discarded arfter “.u," uses
ort “transport failure may ocCccu

S7TE® PRINT "qQ%i(3};" has an "EC”
Fagtosr of q'

SFE@ PRINT AT 28,3; D0 4you want
Tt putl this an?"
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i;?@ IF INREYS="Nn" THEN GD TOQ 4%
E?qa IF INKEYS<>"y"” THEN GO TOQ =

s

7o@ CL.8 LET ti{8Yy=u: LET L{13:
L{13) +S

EQE@ PRINT AT 1.8&;"s50LL! Ta that
daring person sitting behin

he ZX SPECTRUMN. ™

@ PRINT “"“Use this bellt no =G
than “;u“"times." " ""To Jjump 1
. ngngiVE Press the button w=
g— ;E Ed <+ o r

3828 FRINT ° INUERSE 1; "THE HMAMU
FROCTURER WILL NOT BE RESPONST
BLE FOR IMPROPER USE OF THIS TRR
HNSPQRTER 8SELTY

S83&@ FOR i=31 IQ ©: BEEF .75.3: ™M
EXT i

3|4 R0 TO S98Q

L1 50 64, mno~
i £
T el

I89@ RENMN skelceionR ey

IS8 PRINT AT 2,090,934 ;"""

1‘31@ PF\‘INT TTRB 15,#";7’95 13%;
g.TAB 1S " s

IT[ZB PRINT " "“This Xey gavwes 3o

access toe anudoor in the maze!l! ™

39482 PRINT “"Yoau can use it s ®»
any times as you Like.” " "This ke
y has an "EC” factor of 37

SOBRRAQ PRINMT FLRASH 1700 ypun fant
to carsy this atong™"

3968 IF INKEYIH="n" THEN G0Q TO 48
—i“—

39T IF INKEYS$<>"y"” THEN GO TO &
IR

398@ FOR i=1 TO 1@: BEEP .1,S: F

SUSE 1@: NEXT i

998 CLS

Ai31@ IF NOT L{9) THEN LET ti{i3}=

L{131 33

4@2@ LET L 1{9) =1

103@ G0 TO 492@@

4023 REM foodi{energyl

41i@@ PRINT AT 2.1@; "Food! ™

431189 PRINT '"YOU quickiy fush o
he table”""and gobble up it t
food. ' ,

i2® LET aw=FN 5 (25)+1@

o 100 gt s}

fo
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4330 PRINT AT 16,3; INUERSE i, P

FESS any key to f;nd Ut RYT 7.8

i‘ghe Food has Qiven Qott U PRUS

43148 IF am>283FN r{8) THEM PRINT
"Indigestian! You dan‘t get any
enErgy points rofr thati!™: BEEF
1,-28;: B0 TO 49a

fiSBtPRINT am;" vatuable eneray

coints .t

2188 LET {333 ={<{333 %a%

4200 G0 TO 498

4£29600 REM treasure

43080 RESTORE 4488

43318« FOR i=1 TQ FN r{5Y: RERD t5%

3% NEXT i

4320 PRINT AT 2.3,9%{8);PT 2,17;

TETTTUYoaUR have ";t$

433 LET am=FN r{an)+5: LET en=X

NYT {amos5)

434@ PRINT "It cames to the wvwatu

2 OF “,am "lreasure poants and &

as an “EC° ractoef OF “;en

4358 PRINT ““The tfeasusre mawy be
usafuatl to bribe the evil beas

t2 that hide in these passsges.”

2368 FRINT *"DQ you want to carys

4 this atang™”

§§?a IF INKEY&="n" THEM GO TO 48

%gga IF INKEYS<>»"Y™ THEHN GO TO 4

42398 LET Li13)=L{13r+en: LET L3

23=L11Q@) +am

é 88 PRINT “”You have now gaana:
TLLII@y ;Y treasucre PO:ntﬁ

2418 PRINT ‘UYour “ECT fattar no

@ adds up to Lii?%,"= Each mow

g yau maks uses uyp T LIABI; " ens

fgy wnits ..

142@ GO TO 4366

44838 DATA “struck gold!v,BR.VR ¢

aesl of silvwer" ,2@,"R sack of gt

seming diamonds".48."A plats

AUR swosrdTL.26,"A jgar of rubiestt

S@m
fi—a‘igé‘ REM gwiil wililain
4508 RESTORE 4566
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S1@ DATAHE AN angryY., YA Ccrazy',’
figrce"," AN uvaly" ,."A horribite’

A gianttL,vA smellu A hungry

452 FOR i=1 TO FN ri&8): RERD 3%

: NEXT i: RESTORE 4530

3538 DRTR “goritltar, "demon’,"dr3

Fanv,"troll”, "werenol f, “androic

n%
¢q$é ;DR i=1 TO FN r(7): READ t&
’ INK 3;AT 2.5;a%;" “:1

@ PRINT INK 1°"that‘s going %
rip Q?Us arms aff for waking
up 13

2 PRINT INK 8; ""What are yois

ing to da?"°VAre you going ta:

@ PRINT INK 1°'“1i~s fightV'Vz-s
ribe” " "3, run” " "4~ prav he’'ll =
away’’

+52@ IF INKEY$<"1" OR INREYS:T47
THEN &D 70 4590

4525 CLS

4822 GO TO URL INKEY$xE@+4568
+61@ PRINT _"“You have .

812 IF L8} THEN PRINT "a lasar

e E

4@14 IF li?ﬁ THEN PRINT "an anti:
matter rayg,*;

¢le IiF NDT (l(E)+tfz¥% THEN FRI
B "nothing,;™;

4918 PRIMT "for a weapon.”

SE820 LET pr={{1 22 >@) +.Bx{LIB) -8B
7¥: IF NQOT pr THEN LET pr=RND~rZ
4822 PRINT RT 21.,1; "Press a keyw
to begin the fight”: PRAUSE @
4624 FOR i=31 7O S+{l-prl

4828 LET ct=FN r (8 ~-1: BORDEKR i
D PRAPER cL: INK F-cl: LET mc=UIK
uent: BEEP .05, 18-FN r (2@}

IF Lig) THEN BODRDER 2: PRED
8EER ,@75.3@: LET mc=USR in

IF L(73 THEN BORDER @: PRPFPI
BEEP .31.@: LET mc=USR invey

1 LET tL(11)=L(11)-2

2 NEXT i: BORDER 5: INK 4: PH
PER @®: BRIGHT i1: CLS

48534 IF RND«<pr THEN GO TO 4548

“ D
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e
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RINT AT Sl UYOL LOST! The
{3 To ;" it&E’ ""has throuwn
a
i

F

3]}
J'-..f_a
i
~T

reless ba&g in the cornar
ioin mand others who had vs
d in this maze™

FOR 1=2 TO -3@ STEF -1: BEE
i

"FLASH 1: CLS : GO SUB S1608
42 POKE Z236893,56: PRINT aT i1z,
“Da gnu.mant to tyry again™"

IF INKEY &S="n" THEN CLS : §T7

e el

&
&

IF INHEYs—" “ THEN GO TODO &&

GO TO 4644

PRINT AT 5.,10;>You won!™®

IF L{7Y THEN PRINT “but wit

antimatlier ray uvow coau1lan’
: LET L{RY=L(71-1: GO T

IF L{6€) THEN PRINT “That wsa

dy work with the Laser! ™
tiB:={{D)-1: 5O TD 492

PRINY “"Th3al was a preillu L

Blow,” "“the “;a%i3 TO ¥y
mu:t be sick today."

8 GO0 TO 4980

8 PRINT “"What ar= yovu going t

J‘\"E“'B$§ 1 3% n.tss. l!l'} B

S PRINT ‘““You have with you: &

DR 2=1 TD &: PRINT gg%i{a} HNE

+53 7 HEXT a

8 DIM 9%(18): INPUT 9%

FOR 2= TODO B&: BEEF .1.5%: IF

g% i{i) AND Li{S+i) THEN GO TO

FOR i=1 TQ &: BEEP .31,5: IF
q%{i) AND L{S+i) THEN GO TD

NEXT i: PRINT AT 12,.0; v S0rr
didn” understand that Try
ip!*: BEEP 2,5 PRUSE 6: DIH
E4): PRINT AT 12.0;:9%: GO T4

IF i=5B THEN QO TOQ 4692

PRINT "“"The not so “;a3%(5 7T
“";LHE""says thank vov and t
the “"q$i(1 .3 TO ? "“and sudsz=

disappears®™

L?T LI{i+68)=0: LET L1333 =11{3

{3

8 GO TO 49300
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4889@ INPUT "How much treasu
2 gou going to give the “; (
% % am

3 IF am>@& THEN GO TO 47@
4 PRINT "The ";1%:" is enrags
at youy tried to cheat haim an
s "“taken everything.except
Trtygur treasvre.

FOR i=@d TO -28 STEF -i: BEE
s i NEXT i

LET t=1(13132: LET L=1{10
m=1{4)Y: LET n=1i8): DIM L
i
3

j -
{1
ET 1L{A3)=1: LET L{d4r=m: LE
S¥y=n: LET L(1@)=_L: LET L{11})

3698 GO TO 490609

47808 IF am>FN r (20) +18 THEN PRIN
T The “;1%;" acceplts your measi
g taffering Bﬂd tells Yyou he wi

re ar
ts} ; 50
2

J¥

)
mm

q

BD O e

M e i
b 19T

%mmmmmv

~I10
- 4

(TR £ oY

L be more ";a%(3 TO 1:" to you
next"*"t;me.“: BEEP 1,1@: GO To
1388

4782 FPRINT “The ";t§°"insvuvited &

4 what dYou have“’“offered,gets S
sre Y;as(d TO } ““and steals your

£
ﬁg?# LET o=FN ri(S): 1IF 0=5% THEMN
i o=
479058 LET L((A3y =1 (13)—-e (p): LET 1L
2B+ i{n=611 =2
78 PRINT qf%io,3 TO 3}
42709 G0 TO 48986
47318 IF L8 THEN PRINT “You act
ivale your transporter and who
G5h! YDU're awvway!*™: BEEP 1.50: &
o TD &£B8RQE
4711 FOR i=0 TO FN rid®) +38 STER
«5: BORDER FN (7). BEEP .83i1.,i:
LET Lf11)=1(11)~-.5: NEXT i: FOR
i=@ TO FN r(50): BEEF .81.,-1: N
EXT i
4714 LET r=2-FN r (3}
4718 IF NQT & THEN GO TOQ 4732
4728 PRINT "Not fast enough!™* "ty
s 7'8 are prefttu fast” ““sometimes
FCYon €an only fight pow.™
4725 60 TO 4631
4738 PRINT “You made it! Why ars
87t your "“representing Yous foun
try iV “runningT®
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3743 PRINY “Afler 3 guith 1UD me
iyre sprint aropund the cornesr o
W Find® "ypurself back in the 53
aa place™ .

4748 PRINT AT 20,6, “"Afler you ha
wg had 3 res:.prass 3 eyt

2780 BEEP .B,-S6: BEEFP .3, -48
ivss IF INKEY&$="" THEM 0O TO 47%
4788 GD TO 4c@@

4768 FOR i=0 TOQ 5: PAPER FN {7
;o BEEP LA.80: CLS : BEEP B, -5
NEXT i

478 PRAPER 6: INK @: CLS

AP7R PRINT It didn‘'t work,the ¥
sE$HT7"is s3titl theral!™

%ii? LET w=FN r{1@): LET L{1313=1
i s

#F7E PRIMNT “"Wou masted "“;u; " ense
rgy unpits T Ltrying though ..

?BB GO TO 4570

o
e
0o
1]
6
b
)
Z
~f

"OK,we 'Ll Leave it.”™

LQ“E BEEP e I

4930 PBORDER @: PAPER 8: INK 5: E
FIGHT A: CLS

484A LEY mns(py.px)=" -

49850 GO0 TO 256

S8 REM map
5aRE IF in@ttim THEN FPRINT INK
&;RAT QA.68; “You don’'t bave enough
gasure to pay the fee.no mDns
c map.": BEFP .5.-38: GO TG 2

@ BORDER 5: BRIGHT ©: CLS : F
T AT 4.9: IWNK S "2xx3xNORTHMxx*®

2@ IF INKEY$<>»"" THEN GO TO 58

SB LET mX={(px-6) #{px:5)¥+3: LET
= {py-B1rxipy>B1 +#3

?BizF mx+1@®>L {4} THEN LET mXxX=tL
-1

§E1IF my+1@>L (8) THEN LET my=ti
S
X
7
&
8

e
10
e
212
7
o
o
£
m
m
&
&
@
P
m
X
-4
W
(ud

1T,

) AL e UL
ﬁ”&m@%@%@ﬂ@ 3
Zw 3

£ o 1 o

? LET dE=me(py.pPXx}: LET nH{py
e

& FaR L*mu TD mY+1P: PRINT IN

;TBE 9"

e FOR r—mx TG @y +i1a

L LT

2
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il

CODE m&iL,C}) »>»48 AND CODE
1 <128 THEN PRINT Bt GO
2@0: REM print door
F m$iL,cl>»"sE" THEN PRINTY F

IhK B,"RP;: S0 TO Si12p
ii@ PRINT mEil.Cc);
@ NEXT C: PRINT INK &;"=x
2@ NEXT L: PRINT INK £.7R8E 3;°

:’(-..-QUTH-‘(—:(—-\‘--\-"

@ LET L(13)=1L4{15y-2: LET L(i&

{18 ~-10: REM pay $18 f=2e fOr

LET o${pyYy,Ppx3=d%

PRINT INK &; BRIGHT 1;AT ©.
ergg LEft—»"" LI{12) " "Treasurs
tg="; {18 '"YDU energy Ccons
i OnN P‘Ef move is YL L{13)

RINT INK S;AT 17,@: You ar

L(El THEXN DPRINT INK &/ 0¢
 _shols el A
(7} THEN PRINT qQgfii2); L ¢
5 lefi™

{8) THEN PRINT INK S.9%
g of “; L {812

L (91 THEN PRINT INK 4/;9%

LIi12) THEN PRINT INK 5; %7

NOT {(L{12) $LI6)+LI{P)+L I
THEN PRINT FLASH 1) "Notk

IF INKEYS<:>"" THEN GO TO B&

GO SUB SEa8
pRUSE 580: RETU

IF HO7 831 THENM RETURW

PRINT “The EXIT i3 Vi “"NORTH
-7 _AND pyrgl; "SOUTH-" AND pu<gl.
g5ia PRINT ‘UEST" AND pxxal: VERAS
T OAND pX<92;" DF here.”

528 RETURN

SR288@ REM kew

aaxa&PR;NT BT 31.5:"YDu bhawg fousn
4 a eyis

Sz BEER L7516

2838 IF NOT L 112) THEN PRINT RT
21,3;:7"Po dYou want to pick it UPRTF

S48 IF L {13) THEN PRINT AT 21.3
:UD0 douw want to swap KedsTEM

I ~8
£f) e
HHI‘“ i

G i

pacy
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SASQ LET m$((PY.pxI=" " REM spac<x

=

SAed IF INKEYS$="n" THEN RETURN
ggé@ IF INKEYS$S<>"4y" THEN O TO &
S@75 IF L({i3) 1 OR NOT L {i2) THE
¥ LET LIi13)=L{(13) +1

;EBE BORDER 2: PRAPER 4: INK ©@: o

EQQ@ LET xey=FN r1Si: IF Xeu=113
2 THEN GO TOQ &@20

@88 LLET L{12) =Xkey
Sl BEER .1,3: BEEP .4.19: BEEF
= .13: BEEP -5_.1@
Bll@ PRINT AT 10,2, 7Y0U NOW HAUE
F{ KEY MRRKED ;L322 """ Guard i
i laosely your life may o
ggend on it.”
Si2® B0 SUR 5408

@ BORDER ©8: PARAPER @: INK &:

- e’

RETURM

REM transporter

LET px=FN r{l{4))Y: LET py=F
LiBY1: LET §f=FN ¢ (47

FOR i=@@ TO 18®: LET cl=FN r i
SBORDER cl: PBPER 7-cl: BEE
1,1@2-FN r{2D): CLS : NEXT i
FOR i=1 TO 5

LET cl=FN ri{gx-1: BEEF .1.,#%

BORDER cl: PAPER 7-cl: CL3
PAUSE 20: POKE 23683,56: CL

NEXT i: BORDER 1

G588 PRINT AT 6.8: "You have DOy
PeeD ivanspoviegt vio a2 diffaven
i1 part of the maze™

QSQ@ LET L(8)Y=0L{BY-1: IF NOT LiT

: THEN LET L{13¥1=L{13: -5

SEQR GO SuUbB B84@8: RETURN

7288 REM drop Object

?EBS PRFER &: INK 8: BORDER 4: ©

Lh

7ai@ INPUT ("What do you want to
‘Eé'JE"'n$J nr? lx}-‘ s

7a2e IF 95(13-" » THEN RETURN

TR FOR i=1 TO &

7A4LBA IF ag$=q%(i¥ THEN 0 TO V8BTS

7asd BEEP .1,18-FN ri28): HNEXT 1

AU oo 1 o

m -

i
L I S AT (R T ' U R B 3 1 )

8 99 E@@ﬁ@«&ﬂ@

EREA S Ao aoi 2 e o

171}
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FABA PRINT "Sorrdg.,XI don’t know w
ggga";g$;"is,?rg again.": GO TO
TA7FA IF L{i+8) THEN GO TO 70968
FR8@ PRINT "Butl dvou don’'t hawve
3% " Try again": GO TO 7018

’999 IF i=5 THEN GO TO 731408

FARA FRINT QK ,s3ay goondbye to uo
uar "'asil2 TG )

F11@ LET L{i3)y =1L (13- {i}

128 LET Lt 1i+5) =1

7138 BEEPF 3,38, GO TO TiLo8

Ti14@ INFUT "How much treasure do
you want toleave™ “; tr

FTISD IF tr >l 830 THEN PRINT “vYou
Gon 't have thal Ruch"”"“iresasure
",n%": BEEPR 1.,-12: SO TD 7Fil4ie

Fi6® LET 1 (i3 =t (a5 ~trs5: LET 1
{I@) =1 (10@% -t r ;

FTAT7E PRINT “Say goodbue to ' tr

opQints Qf"‘“trea pHres

3182 IF L{l13)Y <=0 THEN LLCT 14{13

Ti2@ BOQROER @: PAPER @: INN S <

LS : RETURN :

T2 REM demateriatisers

T21@ LET dy=pyuy+(if=Br-~{f=1): LET

AN =P I F=2) ~{F=d)

FE12 IF dy»>lisr -1 OR dy<& DR dx -«

2 0OR dx»L{4) -1 THEN PRINT "Sorrg
dou can dempaterialise thisouter
wali>: PAUS 8: RETURN

F2AS LET sa%f{dy.,.dxai=" -

2 \ T S5: LET ci=8-FN

CBORDER 7-cli: CLS
: NEXT i

agam
=py: LET 1 {2Z¥y=px: L
ET i3y =F

FE1@® PRINT FLASH 1:AT 16.7; M Savi

15 Maze Data™

?52@ PRINT INUERSE I "Filtgname v
‘maze vV AT @,0,"Pleasze keegp pr
E8EIiNg 2 kKey unt:lthe sCreen Ci=
arse"

FE3 SRHUE “‘maze” DRATA L{x: CLS
SRUE “"maze” DATA nd(l

THA@ INPUT "UerifuTv;ag: IF asg<r
" THEN RETURN
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FEREH PRINT “Rewpind cassettie, then
PLRAY YT F toading erroar then t
gpg GO TO 7E80"

7582 UERIFY “maze"™ DATH Li): UER
IFY "maze” DARATAH m&id

TEFQ RETURN

?EB@DP§INT FLASH 1; AT 1©.9;"Load
ing ata"”

TE2P PRINT RG; FLASH 1:AT 1,4;7%
iart cassette recorder™

TESQ LOAD “maze” DATAR L) LORE
“maze” DRATA %)

TELO LET py=L(1): LET px=L{(2}y: L.
ET =1 (31}

Fosd CLS

ToHA RETURN

Saa@d REM variabiles
3@21@ IF NDT s2t THEN GO TO &&7E

322@ LET px=2: LET pu=px: LET =
%: REM plager position in maze
Q%E? DIM L{13): LET Lid)=m: LET
L =N

f@24@ LET L{10y=200: REM lreazure
3258 LET 1(133=1: REM anerg4 con
zumption

S@B® LET L{11X=INT (L{4)x £t (5) 5}
3??@ LET r=00: LET re=r: REM repe
SRR LET g9l=@: LET sw=@

289 REM define graphics

A1 RESTORE 82%5@

3112 FDR i=1 TO 7: REARD &%

5120 FOR =@ TO 7: RERD n: POKE
USR ckre,n

F13@ NEXT e: NEXT i

5140 FOR i=USKR_"s" TO USSR “s5' +31i&
316@ READ b: POKE i,b: NEXT i
Siged LET inverisLER “"s"

S17@ DIM qQ%(6,18): DIM e (&)

53i8@& FOR i=1 TQ &: RERD asf.,e: LE
T geiil=ag: LET elil)=e: NEXT i
S319® BORDER @: PRAPER @: INK 5: E
RIGHT 1: CLS

2208 RETURN

§£5@ DATR “av,a,e,3,1%8,12.,.12,12,
?gﬁg DATA “b",Q,0,125,224,86,48,
N I L)

/278 DATH "c”’,.31,1,1,1.@.,1.,31.@
28 DRTR ndv 2841862158 158, 0,
128,128,
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DRTARA "eY.,.255,129,1289,129.,.1=2
®,329,2885
DATA "k ,0.2,3,255.,67.226:&

DRTQ "h',24,60,12656,0608,24 .,24

ATA 33,8,64.,6,24,1987,6,0,1
255,119335,15 24Q 393,15,

ha

o
W= D
oo

"a 1asayT",Z,van antiaa

y*,14,"a transportesr betli
skeleton ked”,3,;"some 1Lre

e, @."a keyr,1

PRINT AT 21,5; FLASH 1; INkK

"PRESS ‘¢ TO CONTINUE."

1@ IF INKEY &$<»c" THEN GO TO &

kiéa BEEP 1.,.19: RETURN

IR0 REM instructions

SRB2 PORKE 23689, 188

SRS INFUT “Mullo! Before we 313
fi,pltease” " “enter vyour name:; L
INE n%: IF n%="" OR n&="no"” OR &
F="yes™ THEN GO TO 9d@S

@@y IF nglly »mZ" THEN LET n${i7
=CHR4 {(CODE n$-32}

391@ BORDER 1: INK 1: PAPER &:

3“2@ FOR b= TOD 1&
2238 PLOT 127.,175: DRAW bx25-12%

. s
S@49@ PLOT 127.@: DRAU bxE25-3185.%

2R58 NEXT b: POKE 236@9.,5
SR6R PLOT @.112: DRAW 255.0
D@ FPLOT 8,.78: DRAN 255,08
FRE PRINT AT _3,9;
IPQ@ DUER 1: INK 2
2IAAR PRINT TRB 7:™ >
@1 PRINT TRBE ?;"' '“
@z PRINT TRABR 7;°" A e B

183 PRINT TRB 7:"8F §E B0 RF
S1g PRINT TAE 7. "'l "aw™ "a’” §
PRINT

PRINT TREB 1i1@;"™ "
PRINT TAB 1@;" 1
FRINT THBE i®; "™ “
PRINT TARAEB 1@.:" e

PRINT

-
-

i e QOPTALHA L0 b G040 20
B e N & Ghey

o fs fo A0 g e DIRCRCINICES Coe N
ISR RIS AW WL aeRbg

ALV

%)

it s s o ol e

URETRE R R TARTxRIN]
ot o o o 0 £
Mfkemd
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S12® PRINT TREB 7; "

33151 PRINT TRB '*ﬁ

2122 PRINT TRE 7;° M N B
212’3 PRINT TRE 7;8 §81 X1 18
‘.'—%12!-‘4- PRINT TRE 7: "5ime”™ "som” "=” F
315@ INK 1: QUER @: BEEP .4.,20:
SFEFF ,5,5: BEEP .E,1@

QI INPUT “Do You Nesa2d Instructi
inns {(yAsnY 78 LLINE a%: IF ag="n"

L3
MX
nRlL]
9z
R
oM
o 1
C
sluksl
JJZ

5: PFPAPER 31: IMRKR &+, E
2IGHT 1: CLS

9180 PRINT TRB &; FLRASH 1i; "~"DD3
o5 OF DOGOM

Q13Q@ PRINT “GREETINGS to the DO
2S5 OF DODMT - FLASH 1;: "7, CHR% &5
2224 PRINT n&; . v

Q23@B PRINT "“You have come hers 3
n search of the ittimats Goatl sk
ich lies beyend one of the D4
ORS OF DOOM at the heart of thse
,nuetcom1nq Labuyrinth."™

Q248 PRINT "VYay susi jouriey th
fough the” "' “"iLong deceiving passa
g5 AnT""search ofF the right rou
12 10 theainteridr. 7

D[2RES@ PRINT “Throughoul the mazxe
there are” ""doors leading to an
agdJacent"“"passage,and behind &
Eseﬂdoarq pay lie DANGER.. .01 kR
cpeTec

2256@ GO SUE S4088: PRPER ©: CLS
F[2FR PRINT "The doors are Ltocked
and can" " vonly be opened if you
possess a matching keu . which ar
= littered argund the (LabyYrinth.

223 gﬁéNT THNURERSE 1 "DIRECTIONE
—-*»": &

~”9@ PRINT ""You may UsSe 2 Map

h shows™" "“the surrounding wal

and theY’ "path you have t1aken
witl aiLsoshow wp any keyus i

goars " "nearby”

@ PRINT YEach time uvou ask fo
map dou Lose 19 treasuyre poi

e

i

d

1

<4

€
1
d
a
a8
="
i

sy
2312 GD SUB 84@: BORDER ©: CLS
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O3 FPFRINT TREB 8; “"'KEY  'wards* : F
LOT7T 7@,167: DRAW INK 4;24.,6

hCNC ] PRINT ‘UKeys ‘LT for Left.”
B for right and ‘B° foir back.™
QB#B PRINT "Key “F~ to slep foir=

@ PRINT “"Key "'§° Lo save GQawe
‘Hey “E° 1o srepeat. (if ygow com
v 8 long corcidacy ™
2 PRINT INK S "Each objgcl 4o
icKk uUp has ii1s own EneErQwy Comn
ption or “ECC factor.This is
e amount of" " Uenergy usad aft
each step.”
@ PRINT INK 7°“"You may speci
he s51zZze 0f mazeto be used,th
rgest maze willtake up o =ZH
utes to producawh;te the smati
will take'"abvoUull 1.Z mMIinNnut
kA

QBSB PRIMT INNK S ""oU %ayg sSavd
hE mazZes for" " “futursa use.
QI3IgE GO SUB 5408

4@ RETURN
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Gold Rush

Your task in this game, written by Neil
Pellinacci, 1is to carry six sacks of gold
from a bank vault to a safe. The vault and
safe are separated by s river. The river
can be crossed via a8 network of small
dams, which are built 8cross it.
Unfortunately, the future of this link is
not certain, because occasional Llogs
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:

-~ t0o move up

to move down

- to move left

- to move right

TH-HNO
i

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 1in 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 Llife. This is the only way you can
lose a Life, so be very careful after the
first few logs have appesared.

When all six sacks have been put in the
safe, you move onto the next Llevel. On
this level, there are two dam formations,
and these alternate. As the = game
progresses, the number of logs increases,
until finally vyou'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 Llog
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
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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 twc Llines of the program.

Here's the key to the wuser—defined
graphics:

R = X
B = (&
s = %

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
1B00 — 1820: lose one man 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 -~ 8310: POKE machine code into memory
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And here's the listing

| B R 1 4 o 1] | A AT ¥
Y AR R A T (T w00 T I T Te
- TP 1)< [ pr 0 Mo U
: yil R TR S B 0O L ol
x o e i i PR ] e 1 (HE fe- LA
oo i W e ot s s W i
' I TR | et L P I
L VB & e oo #ode L gl Pl
i Wy en A A A (0 ¢ g 2 0: 4
L O I B B U PR A 1 M R ] S
£ i, S Bbe 200 4 WK Ve [Les (X W
iz g MW el o () M L g0
1 ol X mey =0 0t [ TR G gH
w1 4 1.4 R T W R M- T, Y
¥ el o e e v puE dzobzed
SRR L] QwEE CWoW o e B e A LZEEOLN
o Ul B 4 G BREE e PHENT
oo G- oK% ﬁR¢§5Ls Ll lY
wow o Gt o0 i 4 ()} pw PATIN S N
o o Q0 a0 Mo i vrg Gl -~ EELNE
0 K“ Hovy CyuB oy Qn_c:. L2 1V Loy B RpR
Lyt 55 VL e (O T e s o BN NIV
@ EHE LM T i JLLRELER b B Ztp @
T 20, OAZT EQL Che
WemHg T ?:T&Ez: g
o GBI L, AU CY UL L ey F&WEF;S
CwPP. " o dRLLT.LL&Es ImuLzﬁw
& MG~ G W QOHFOBBOTING . D= G50
QM o} 00, e} u GO G im0 0@ 0
AE: GEGTES -0 0o WAL 1ol usTHSEWG
Zzeded iezxaqqp11*1:1111M111411R M2 el

.
.

B

TS

THEN
=5+ 100

et

&0

=

G=6

LET
& THEM

IiF

5
Ly

oy,

=31 THEHN
LET G=
IF 5K
45 T
g TH
106
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1,40
GO 55U 1688
IFr a7
ieas IF A7

i7ae

igle IF AT
1628

1550
EEP
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NMEXT &
BEER
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H

-
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=

by
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TO

B

R

1;3@ BEEPR

oL

i

¥

~ 2%

F

PRFER
R

HEEhLGCR

Tﬁez
il o
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T8 FOR B=31T% T 23: FRIHT HT AH.,
™ o NEXT H
v - S c
Fa HB=i T Fi: PRINT @7 H

= "y 1 PRI
&, " “i MEXNT R: PRINT &7
N

. PaPER &6;%
. NENT

5012 oI IiSI: F
I(R)=8-1: NEXT &

8@13 FOR A=1 TO B:

NDX¥8! +2: LET 88=I (8}

fIXI:. LET ITiIXi=R8: MNEXT =8

B@15 GO TO 5830

a2@i8 FOR R=1 TO &: INK Ii&:

DER_I:iR): PRINT AT 4,7; Sa3s

ZSZZRAEEIE
8828 PRINT AT &,.7: EEESIEIE3333
BR2IZT DR INT BT S, T CECIET

£-3
T BEEFE A ,TIiSRY+
PUYOTHEN D4sER E

P RETURN
Q26 NEXT &8

: B0 To Beis
SR3IB PRINT AT 18,1 =arss 6, IN
K &; BRIGHT 1% Sotd  Russ -~

- LIS
8848 INK B: PPER H6: PRINT &7 =
;12; "CONTROLS": _Bi 0T ©,75: D

aesaxe2UFT AT 10,8 "Ecacacese 0
LN

FT AT 17.8: "Fuwos.ses RIisats
LOT &.2a:

Oy
SUD8 ERINT 87 Z1 .8, DEePETm oz Il
— . ke - > |- Y— - - - -
i UHVRLIEEN By NEi1l Ppliiicacci
i3s3
18 GO T S&BXE
SZ8E BEM USH
S8 ZESTOERE 1S
oF SR “HT T USSR TR +23
©}
™

2Riag F
: KE B.8: NEXT =

109



I/ DT .126.0@8.24 .858.185 . 250
Ld26 o . -
11 LETA E95,138,33T,185 3887, 43

920@ REM MCODE
22l@a FOR 8=8 TO 47T RERLD E: FORE
IPESE+A,B: MENT A

2IBQ DARATR 33,192,868, 6,11,14,331:3
5,126,354 ,9,33,15,84 ,45 42 138,
54,24

Q3IE DETA 32,4 .84 A5 24 2.584 8.5
S§,13.35.232,835,18,227.33 .13, 88,
A7, 32,9068, 13,354 45,235,355 .851 .21
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Tarantula

In Malcolm Young's great program TARANTULA
you are in a dark pit about the size of a
football field, fighting for vyour Life
against dreaded tarantula spiders.

The tarantulas slide down the sides of the
pit looking for food, and human beings fit
into the category of food. You're equipped
with a torch and & 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 progrem up and
running.

1 REM graphic characiers REM
i§= B|= g:} D=y E=R F=% =4 H=

-— LI = =

2 DIM psi1S): DIM wEi(s, 152 e
I g {5} ¥
8 PRINT "“"Please waitl just a m
cment." GO 3UBR 8B15: RE defineg
tharacters

ig G0 sup agea
. 20 DORDER &: PARAPER @: INK 7:
LE

2@ PRINT AT u,x;: 1%

38 PRINT INK a, PHRPER S.RAT Z1.
E;'SCDRE-”;:core AT 21,12;“SPIDE
ES3=";nk;" LIUES-“;L1ve<

4@ LET a=x: LET b=y

B& LET_ is=INKEYS
g@ GO TO {(i%<"i” OR i%>"8") 2@

+7

78 BEEP ..95.,@: G0 SUB U[/L ig¥xl
[ .

88 PRINT AT b,a;"“ "; BRIGHT 3%,
ST u,x; INK ok, 7%

ad GO 55U (RND<levd 21 a@+1aa

A0 GO TO (dSily+l,.X+311="38"1 2390

+311@
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238 LET cn=cnxicninl +1
I GO TGO (nr&y 285+406
128 IF NOT s{cn,l1Y THEN GO TO £
{13 2TE0+40
I5& LET sx=si{cn,.lr: LET su=s{cn
=1
A4@ LET dgisy . sx)y =" v
A58 LET sy=54+(sycy+i) —-{syry+ls
LET s {(Cn_. .21 =5y
180 LET sxX=s8X+{sX{X+17 -Ii5Xrx+12
LLET 2{cn ,3) =5Xx
170 LET dS$(sd,sx) ="¥"
18@ GO TO 48
208 REM new tarantuvlia
218 IF n=21% THEN LET lev=.885 =4
ETUIRMN
228 LET n=n+l: LET nb=nb+1
Z23@ LET sx=s{n,1': LET sy=s5(n.,&
=248 LET dgfisy,sx)="¥"
Z58 LET oc=INT (RND£6) +2
28 PRINT BRIGHT 1: INK ¢ AT =y
~3,2X=1," R CHRSE 8, BEEF .4,1:
PERINT ;0
2 PRINT INK O] PRPER §; T 2131,
2 SGGRE_“;HCQRE AT 21,1z “"SPIDE
) “ink, LIUE&z“,LIUE&
8 RETURN .
@ PRINT PAPER 7; BRIGHT 1i; Fi
b= 1: INK 2;: 87T 18.5;“arrgb3‘ T
bl GDT You.»: LET lives=lives-1
FOR t=1 TO n: IF 5({t,li=x+1
s{t,2)=d+1 THEN GT TL S30Q

NEXT t: STOR
LET dgis{t.2r,s{t. 3= ™
LET 3(1,1)1=0: LET nb=nb-3
t=1 TQ 1@: PRINT INR 2
 CHRS £;: BEER .25.1:
: BEEP .25,0: NEXT t
PAPER ©: INK 7' FLASH @: CL

F n=15% AND nk=6& THEN G0 SU

RINT INKE &, FRPER B AT 231,
RE="; SCORE; AT 21,12 5SPIDF
b:" LIVES="; LIUE..,

ET rk= rk+(rk<7}

F‘

CREaaaDe

2

udi

mnﬂmmmmnmmmmmm»m
it m%WMZM{Iamn“u

whyomo
il
seJiin
mmm~m&gm L
HMTIONEH

o

Lives THEN RETURN
Score«q i) THEN GO TO &4

-

LA
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a8 INPUT PRAPER S INK 1:87T 0,8
You have magde the “; FLRASH 1;

P FIVUE", FLABH B PAHFPER ax“PL
e enter Your name. ) LINE @
2

FOQR 7=5 TO 1 STEFR -i: BEER
r: IF scoreyqir} THEN NEXT &
FOR g-q TGO r+2 STEP -1: BEEZ
+9: LET qigl)=q(g-1): LET w§{
WEig-1Y: NEXT g .
LET g(gl=score: LET wgi(gl=p

EORDER 3: PRPER S: INK 2: C

PRINT AT 3.2; Todav s Champ
areg: "
FDR r=1 TO S5: BEEP .5,
PRINT AT 74r,4; FL&SH m$ir
AND atare-q€r33,w$ir3‘qir3:
NEXT r
bSB PRINT AT 168,.3; FLASH 1. INK
DO YQU WARNT TO LAY AGRINT':
DQUQE &
E£2% IF IMKEV&*“ YOTHEN STOR
295 GO TO 10
TaA REM promote rank
zi@ BDRDER 2: PAFPER &: INRKR 1: C©

728 FRINT AT 3.,7; "CONGRATULATIO

-@?
Iy
a

-

ummammm

e
ABROGNE

fute

i

-

}

u

NS CTTRE 1; “Yeuw have Xiiied “ :s5¢
e 1@, " tarantulas®

FIQ PRINT TRE 5. You have now
negan'

740 LET rk=rk-1

TO@ PRINT ‘'TAB 3;promoled 1o t
hE IRk VthY AND rh}Sj"rd“ HSHD
E=3:"nd” AND rX=2;"st> AND rk=3%;
TORABNK®

7560 RESTORE 86€8®: FOR m=1 TO 28

gEHD nN. BEEP .2.n: NEXT m

78 PRINT ‘TAB 2, "You wiill nNow
3nqe tanks to"

a PRINT TAHB 5, "signify dour n
PRINT TUYOoOU NoR fontrol the
@ FOR ¢c=6 TO rk STEP -i1: REARD
: NEXT ¢

PR;NT BRIGHT 1; PAPER k; I

J“c$.’
FRINT ™ tank.®

"y
i

Y

MG ndE )

0

et 20
G}"\

g

s

2l Lo
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S32 DIM d%(22,32)Y: LETYT ==7: LET
F=3,3: LET n=@: LET nb=0G

S48 GO SUB Q250 : PRINT AT 20,14
;UPress kay': PRUSE S

_628 BORDER 5: PAFPER ©: INK rk

L S W,

6@ LET p=@: RETURN

iage LET VD= (Th="B") ~ (TH=""2
1810 LET HD=({T$s="8") - (Tg=""9"")
132? LET U=¥+1: LET H=X+1: LET w
Th=

18285 PRFPER 6: IHNK &

Ip38 GO TO ABS vd 110+1€40

1&84@ LET di={({s xhd)

1958 LET d=h+dl: LET d=d OR (4%

LTy

b

T ~

h OR v-wth<l
thi~-(v+uwth>21) <
3

THEN PRINT QUER
; "N AND hd=-~1
7O Li~1: PRINT F
¥OMINAT w-l.t-10 3

N A W - - 4 L S A
THEN PRINT QUE
47 ARND hd=-1

P (T
T
'm-ﬂ"".«.-ﬂ -
'cn.mﬂu E‘ "
e e ?JI. A
pd Z
~ZEED
e i
b o
o] =L
'R N | W
ﬁvthC

CR g Lo T Y pose -

ET dt=
T d=

i s ot o
m

+:am~§mnnAw

o st s o o ot o ot I 0 i [ e
TTILw RN QPEL~

" ndnd '

AUILEN

|04

m
~ICCAHC TG

BT b pa -

RINT AT t-1i,tit-31;d%00,1L 7

IF Ll>1 THEN PRINT DLQER 1. R
JLL-25"F AND vd=1: "k AND

IF ut<38 THEN PRINT QUER 3
i Utl-1;:"%N" AND wvwd=1; "4 8ND
LET mth-mth+1

NEXT

BEEF .2 E: PARAPER &: INK 7:
PRINT QT u,X:tE:

N-REQRBGO--&E I
prpr -

U

fi
LA B e B 8 0]

Ul fs Lo o ot [0t
Lol LR T N

I N = -
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124Q@ PRINT INK @; FaRPER S;RT 21.
2, "SCORE="s5Ccorce AT 21. 12.“5PIDE
HS=Tnh; " LIin*“g Lives

i25@ LET s—a—PND S RETURN
ZE&EA@® LET UD=1({Ts&%= ﬁ“)—!?$="ﬂ B
ET HD={T$="BF") - (THE="9"":

2818 LET VU=Y+1l: LET M=X+1

ZP2A FOR T=41 TO R

EE25 LET U=U+UD: LET H=H+HD

Z3@ LET U=WUs{UcIY-(U>233: LET B
=H+{H1) - (H>Z2)

a3 BEEP .Eu,i@

25 PRIEMNT &7 W ‘-:--.‘..;"*“

=2 QTR (D$(U HY ¢+ "l x2R+20&

FRINT INK 2;ART V-i,H-1;"IF

r=r-§{r 231 -10: RETURN

=8 70 7. BEEF L1, PR

NT INK ;AT W-1.H-31;"g" .CHRQ &
BEEF .1,t+7: FRINT INK F-t; e
:CHR$ &, : BEEPRP .1,1-7: HNEXT T
z@9@ LET SCORE= QGDRE+1B LET 5=5
+RND o4 LET r=INT (8.-1.8)+1

Zid® FOR t=1 TO n: IF wv=31{t.2) R
ND h=s(t.1Y THEN GO TO =Zize

211@ NEXT T: STOP

2120 LET 51,311 =0: LET nb=nkt-1i

2138 LET d$iv hi=r_-

4

T}

o
BXE BN
r 0]
M~
-

X
B2
) N
&
-
o
D
“

l

1m

2146 PRINT INK ®: FRFER S.6HT 21,
Ei”SCGRE—";SCORE AT 21,1z, SPIDE
HS=":nb,; " LIUES*“,LIUE&

2iS@ LET tev=lev+@. B;*ltéd(.:l
ggﬁgagET P=p+l: IF p=1% THEN G&GQ
RN

ZI7@ IF n=31% AND nib=0 THEH ﬁRINT
_BRIGHT 1. PQPER 4; INH B;fAT 15,
Z;"Please wait & seconds for the
L next wgava. : GO SUE SIZEEO

18R RETURNM

SR8 LET TH="9"

ZE1@ LET X=xX-{X:®)

SE&28 RETURN

SOAQ LET Tgi="m"

28180 LET Y=Y+Ii¥Y<=G)

828 RETURN

920 LET TH="N"
FB1@ LET Y=Y~ (¥>@)
FR@2@ RETURN

Sepe LET T&="B"
2218 LET X=X+ (X<31}
5828 RETURN
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S5@0 REM DEFINE CHARACTERS

gs;g DATA 66.90,126,.60.126.155.6
’»‘,4‘\2‘

S520 DATA 129,155,126,60,126.155
155,124 " R LED 126,15
253@ DRATAH ©,126,60,55.85,860, 126,
SE4@ DATA 16, 16, SEq .
£E¢2,88 168,16 ,.146,254 , 206,254,
gsig EQTR' S@,254,254,250,2954, 34
Pl P

gsge PATA @.126.60,256,256,.80, 15
257®8 DATA 1,3,7.15,51, 27, 25=
5530 _DRTR 253: 16375831 8551874788
agsa DRTR 255,187.65.51,15,7.3, &
SeeR DATA 255,82 2.z .
3982918 54 ,252,245,240,22
Spl@ DATA 0.0.0,24.24.0.0.0

2815 RESTGRE

2520 FDR d=97 TO ig7

SE28 FODR e=0 TD 7

S63@ READ n: POKE USKR CHRS$ d+te,n
54D NEAT & MNEXT 4

SES@ RETURN

i:‘ff*ﬁr@ DQTR @,-1,.'-*32 ""1; > ;1-@'@3@
ii,«lal 1 @.—2, 1 1_:1 B K3 ,;E(a""
S3a7@ DATA “YELLOW" ,“CYAN "_"GREE§
SO MARGENTAY L "RED T L TBLUET , "BLACK
9600 REM HEADINGS  cos

g;?ta;% LE;; Hg="" jﬁ&?ﬁx’ﬁlﬁ"ﬂ:ﬂ?“?ﬁ
3630 INK i: PAPER S5: BORDER 1. ©
LS

IE4@ PRINT H${2 TO 31):AT ©,0;
Spse FOR, L REL2 1%, %eRinT OUER 2
CTARB 51; "¥ET . NEXT X

Z@ae@ PRINT AT 21,0,H$({ TO 323 _
SE78® PRINT AT 10,10; BRIGHT i; F
CASH 1, “TARANTULAY

S8 LET m$“"YDU are in a dark g
it about the size of a football
fiaeld fighting for yosur Lifs agsa
inst the dreaded tarantutltas.The
tarantuias siide down the side ©
i the pit in search of food.uou
must fight off these ravenous be
25ts if you valusg udur tife.
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S
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2128 PRINT INK B, PRFER B; AT 19.

2 S§E;g ie; TapgggqxgaTnuctxnmﬁ
‘D.!" P Py ™

iésa aps” * Y REY TO

130 FOR L=1 TO LEN M$-27: PR
Rt e CHL R
= -L 3 ? -— - Ir”i E- e v (2
THEN GO TO 9Sica WErESTE
3150 FRUSE 10: NEXT L

1508 BORDER 4: PAPER 5: BRIGHT D

17 @ PRINT AT S5,2:VUSE KE¥S 5 T
'a.TG MOUE Y OUR THANKE . UsSE
KE ‘LY TO LIGHT YOUR TORCH™ " “u
ZE KEY ‘'2° TO FIRE."

L3I0 DIM d$121.331 oIM s115.2)
2120 LET s=7: LET =5/1.5+1

[ LET x=INT lRND*SQI: LET u=XI
NT (RNDx21? R

3“1@ LET score=@: LET tives=3:

228 LET rk=7: LET t&="B"

3@ LET th=n

240 LET lev=.85: LET £=8

2485 GO SUB 892Se: INPUT Prgss
TER when Yo are readuy”.r§: RE

I

i
?

¢
k]

RS R DININEINE X
“mmm

el
nx
22

=t =3 TO 1%
:353 Eg¥ sx=INT {RND*32)+1: LET

5y =INT (RND*21)+1 LET o=RND

H‘L

REN LET séz,i1=8K

235 IF 0<B.S
: LgT siz,E):E@*tRND}.5;+1 o .
aoB@ IF o @.5 THEN LET =(x,2) =5y
TEUET s(z,13=31%(RND> .5} +1
sz3ge NEXT Z: LET n=nb
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Jungle Job

This 1is 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 & 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 Lleap out of the water to
consume you,

In the second stage, you'll find yourself
on a dirt roadway like thi

8
PEEEERPEEEERESASRS S

Y ELYEEIEELY

ETETETEEEEES
..................... f;f Ig
1$33353328332s s T 3 _ +
e ETitEERERERERFIREY - 2 e : 4
SEEETTEETRRLIELIRESEEY . ¢ e 4
e reeTisoetESEeYE - ¢ £ 3
243 % S S 1
1t SRRRRE S S & S |
; 3 IS S S S SRS SRS SS S *r 4
b 3 ttetTEeETIEYRETIEELE £t : 4
4 *EEeETERYESEREYZE2RS st : 4
* 2890520222 EY 4 *
+ =g 2% e
b 4 4 4 354 b3 4 -5 & 4
: 4 +1%% b & 3 & & & 4
1 treeeriies
e $EeTTERELEEYEY
b &% 4 et SRty TLELE
1235538533333 5528522323283 843454

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 vyour
boat and your car:

G - to move up

A - to move down
0 - to move right
P - to move left

1 REM ¥ EFJUNGLE JOB##x

EMartin Jdones & Andrew Sweetiand
= REM ERISQDE I
3 G0 SUBR 9@@1: LET ii=3
4 FOKE 23653,
5 FOR t=1 TO E
GHT 1i: PAEFER : ol
GHT o=
i@ For f=1ad
®: PRAPER 1..:
18 PRIMT #

32 FOR T 13
T 1:AT 1, SPER 3
48 PRIf i.2%;
B G UDREY, .29 F
15 FOR TO 18
Dx15:: PR BT f.p
K &, HI"; =R Es
RHD +36

LET

THER

X aag+ii
8 GO S

g

=4 +1
KEY$%="9" THEHN IF {x:>1F
AMD v <z29: THEN IF A7TT (-3 ,93) 4
14 AND ATTHR (X =-1.49+313 <14 AHD =B
TTHR (x-1,4+2Z1 <>14 THENM BPRINT 57T
® .4 PAPER 4., INK 77 ' LET =

=¥ -1
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83 IF IMEEY Z="3" THEM IF {(x 42
AMD 4y «=Z2: THER IF ATIR (XK+31.,491 <
*ild THER ZF BTTE ixXx+3,43+3! <2314 Y
HEN IF ATTR (5+41,u+Zi <ix4id4 THEM P
RIMT AT x.4; FSPER 1; IMK 7™
Yo LET x=x+1

58 IF INKEY S$="0" ARD y{=Z8 THEN
LET U=4-.5

&Ee CGUT zZ254.,.6: OUuT Z=4,1%

2@ FOR zZ=1 7O 16: MNEXT =z IF y
=30 THERM HEXT 1t GO TO 125

5 GO To BB
108 REM EMD OF EFIZSCDRE I
1858 PRIM AT = .4, PAEFPFER 1; IHNK
FiUes: R F=58 TO &8 FOR g=0
TG Z=: Z2E4 .9 +1G: LT 254 .8
HNEXT 9 KT ¥
118 GO =aa
1ze REM O00oFot
138 FRINT AT = .4; PRAPER 31: IMK
TiVJHEY D FOR =2 TO S5 QUT 284,31
S: OUT 254 .8 HMEXT f: PRINT AT
+1.u+l1; FAPER 1; IHKE 4;7CC" /8T o
-1, ,u4+1,; IHE F;ULHM": LET Li=z=iti-~-21
IF Li=@ THEHN &0 TO S&89
148 FOR =1 7O 388 HE=T r G
TS =
S8 REM EF EAEY ) Ix
5868 LS = ER Il 4: LS

jo

nEG

T U ENMMNNNRNN
RN D NEXT O
E0: DBEEF .@1,7F

FOR f=@ T
FIN RN INF N
S1@ FOR

r
dha

e

s
AP TIHA

UL 10 T

amy

n
fi

-
Ty T

T NEX f
Bls FOR =1 TO 5 FRINT 28PER 4
s IMK 41;857 f.g;°"
L HREEXET OF
Sz FOR §F=5
; EarESs 4 Iv
TLET §L,28;
525 FOR =7
S FPRPER &4
“ o MEXRT
FOR =
EX :

$u
ot L2

g
T

S35 FOR =5
; PRPER 4 Ik
Yo MEXT f
S43 FOR =1
1; PARAFER 4
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284 16 UT 254,06 EXT §. LET
ti=bz~3: ix8 T o Fal— 5
SEE.: MEXT =0 TH
Sz IF Li« THEN
TG REHM SUCCESS!
7810 EBEORLCER O FARER &: IMK 7: C
L5 . FPRINMT AT 160.6&; "COoMNGRATULAETI
GMS! HT 12,6 "vaOw HRUE BERTER Y
DUR WARY THROUGH.R\T 135.1@; "THE
LINGLE! I~
@z FOR 7 f

;o IMK T CLS
S@26 FRINT H
IST! ¥

ER @: PRARER @
H

HE! HA! FARSC
gy CHANC

o

[

[X

d]

-

<

T

=40
s -
n
[T

HAWMZs BDZ

AT =5, B, -5,.5,2. -5,
o * .n¢5,1®;-:‘,15105;

e« 2 DM

sBme. e
s g
BOEDE- DO
2 .
e ORI
MODEUN -

<04
3
-
<
N
)
:

E@ IF INKEY&="4" THEM LET (i=3
GO TO
@78 IF INKEY®="n" THEN PRINT U3
@
2E8 GO To S0ES
@98 STOF
ags STOF
@@2 RER__JDE DATH
@@1 RESTORE S@@@: FOR =2 TO 1S
: READ a: PORE USR "a"+f,5: HEX
& DATA ©.0.3 3 1
B3 4

0
n
1
1
2]

P

o 50
F LGN

ciuie
fu

=
DATR 248,366,188 .252,124 .68,

DRI <000 XN « N

XY

Q@4 DATH ©.0,€,3.18,38.,.332,3%
- — e -~ s ]
= 3 2L, Z42.248,

T
)
o

G

N = 3.4
BATS 2.8.2,1=2=,
i

DATH 21,54,

i
o]
m
&
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Dodge

In this fest-moving geme of Llogic end
skill, you are heavily disguised as ean
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'tl have to keep moving to ensure you
sre not trapped by the VBB's. Use the
arrow keys to move around.

28 INPUT TUse cprsasns isys o o

sveE, Input DifFicutlty
ittsxcg53~3ﬁ9i935yj;

Cip

3@ BORDER 4: LET x=16: LEFT y=32
H: LET s=0: LET 2=E3

48 PRINT © . POKE Z23882,25858

S0 IF SCREEHS ix.ul="_" THEN &
O TO 169

68 FPRINT AT X,4,;"3": LET &52=5+13

T PRINT AT Xx3INT (BND#3Y-1.y=
INT (RND%3) -1 INRUERSE 31; ¢ "

S IF Ccong IMh=ﬁ$fﬂ3 v NNy 71
NEEYS$:86 THEN GG TO 422

188 LET =2=CODE IMNEEYS

1i8 IF a3=535 AND y:>g THEN LET u=

3
y-3
129 IF a=S4 AND w<2@ THEW LET X
=+
130 IF a=55 AND +>R THEM LET x=
-
14@ IF a=S56 AMND u: 3@ THEN LET y
=+ 3
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Duel Cabbageway

The fiendish mind of Neal Cavalier-Smith
thought up this strange Little program
(and its 'witty' title)l. The aim of this
game 1is to plant cabbages. You score one
point for each cabbage you plent, and Lose
10 if you attempt to plant e 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.)

2 LET a=@

Ry T

5 PRINT “You zoors I Point Fo

§ esch tabhage you piant. b
ut igss ig :¢7f you piant one on
top oF = Fo=2t (3t Exzii opot o@r
oW ithersl and & cabhages 2§ Yo
U plant themby a house-{bpRa3sre O
f fteciaces: of under & frse.”

i& LET as="§ §: LET ==@2: LE
T R=8

28 LIM hgiiz.32:

28 LEYT cs= '

5@ FR x=1 TO 12

58 LET cCcH=c%+ =

F& LET bSixic=(%+z%

SR HEXT =

@& LET y=i3

@@ LEY x=iRkMD3xIiz+12

1292 PRINT 87 2@, 12 FLREH 17357
BETr

138 FRINT BY 23.8 FREIMNT INH 5=
bgix:

128 L E K=x+ iRMNDs2-3

IS5 LEY s=s5+31
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139 IF x>12 THEN LET x=x-1

148 IF X<l THEM LET x=x+3 .

148 IF INT ==0 AND y=1iZ2Z OR ¢=18

THEN PRINT &7T 28,4, INK Z;* -t
. PRIWNT AT 21.40 Ink ;R - LE

1465 IF INT ==8 HMND b4 =24+ THEN PR
INT BT "‘5‘3 28 IHK & e%“ 3 QRIW
87 21,28 IMHK 4 ? : ET =53

icad TF Iﬂrf{f“'$—:' & T: iEF LET Y=v -

i

1158 IF IMEEYS=-"B" THEXN LET y=4+
176& IF SCREENS (11,43 <> " THEN
Go TQ 228 . .
188 PRINMNT £7 131, 4, INHH 473
198 POEE 38322 26T

280 G0 TO O iIw

228 BEEP 1,i: LET h=h+i. LET &=
2-i@: IF h=3 THEN BRINHNT “"Srpsre=""
;5: FOR =x=1 TO i@d: LET z=TAN X:
NEXT x PRUSE S@. RUM

1459 IF INT #=6 RARD =12 CR y4=1
THEN PRINT AT 29,4 INK 257

PRINT AT 21.4; INK 7; 7 R “: LE
T s=5-2
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Ghost Chase

The ghost is after you. The small playing
grid has a number of mines (X] on it, eand
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 slso pose a danger to you, so as
you try to evede the evil Little ghost,
you have to meke sure you don't touch
mines or the ghost.

Written by Neael Cavalier—Smith and Grsham
White, this program demonstrates a fairly
intelligent ghost in action. You certainly

N
[y
M|
)
im
"

e
&
wl‘

*

won't be able to evede it for long.
You'll see that the progrem runs very
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insert =a

If it is too fast for you
the first few times you run it,

few dummy FOR/NEXT loops to slow it down a

quickly indeed.
bit.
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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, SCREENS$
can operate in the normal way, although
you must use the Lletters that the
character represents. I have used this
technique in my program from lines 300 to
480. 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
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the log and encountering the spider, as
this will result in a loss of Llife. 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, sand 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.

1 REM a..- —-ﬂ_ ﬁ‘i;‘ e =5 5=t
a8

18 REM f: OQ cfn

28 DEF FN r(ﬁ)-INT tRNﬁ&’ﬂ-}.‘l

S OLEAR LSRR ‘av-42

48 SD S8 SRt A5 wdtm

A5 GO SUB £136

S8 88 S8 I988R: REM Jizgiew

S8 S T Skt

7 PORE Z2E06.90: POKE 23607 .8F

EQ PRINT AT 0,0, EGF{IC‘HT i INh
T PRPER & s 'i‘E‘-‘R'E. &L, THE 13
CEMEQTY: “lER.TNR 24 "FRB&?»S: Ty
g

ST RETLRAN

188 REHM read reybhoard

il@ LET KR=PEEK 23586
128 LET XM=xX+{h =84} -k =732
ﬁiﬁ:‘ai’i IF X431 OR X >31 THEN GO TO 3
148 LET k=IN &5&7
idE BD TGO (k=254 DR J.Di ¥d= +18@
IB8 FRINT AT Yw,.x2-2;
i@ IF NOT POINT (3{:{-8, 213 THENM
20 TD L5
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IBS RETLURN

i?"{_’f‘ REM Glwg

igw LET jp=i: LFfYT o= .
=3@: PRINT aT y x-1; CEAR LET s
AR POHE PREAR.{x: POHE Eoﬁﬁ\x ~ &
"

fe@ FO8 (=a Ta I

=ZAR LET n=y-is

Elg g‘xg Tgﬁég =372 332V D22N

= k p¥ et X FR_ NIV EY TREDN e
:‘(:.:#Q Ina YE: g ] HEM =

S2® FRINT AT -3 . n. s SO i
,RE WXL .ar u*i N #ﬁ% ;ﬁﬁi

' .
o
"

2™ Bho f,}P A M pIRY : REES

0 ~ho
=42 HNEXTYT i

288 LET bE=hp+ip

ST ({ET fp=ip-2F T3 4
D8R FLONE PIRISR/S .0 POEE
28R RKRETLRM

32D LET o¥=53UREENY ¥
*318 IF ag="i" R a$="'“ THEN LE
7 esfn-2) #0Re -2 LET 23te TD ¥
Sy =" 2 B0 TO 38V
328 JIF as="g" OR as="h" THEN (&
T b=k LEY en:en+iﬁ: LET Rr=sr33
FO80 T A8

I3 FOA z=aR TO 3a3: 8€5F .G, -~
. BEES .4, -z2-.5: N XT =

AR LET Froa=Ffrog-—-so IET 23 &
EER 2,38 IF MOT Frog THEN &8 T
2 A28

S48 LET en=2ad: GO T4O Saga

SEQ LET sC==SC+4318: LET jp=-1

ASR BESS S AR

37 &0 SuR ‘Fa

IS8 RETLARN

LRRA IF SORSEME (LR L inTe” TEEH
S TS SR

318 S0 SUg Sasa

4.2&& PEIMT AT 3-X X, T AT G

&ﬁﬁbPRINT AT 16,.%- 1,""3";QT 17

4@ RETURN

+5@ BEEF _.B%,-5 .
. 26D PRINT ﬁT AR, TIRT AT LN
'(\\"Qm 35 5"; usl

17@ BEEP .@5,-5 L
480 PRINT AT 17,x." AT 18,x 5
& BEEP .1, -5 PR:IHT HT 1&.“-\( ;
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4980 G0 TO 33a

S00 REH main roultineg

S2@ IF RNDH>.RE THEN GO T 56
SR& LET s1=32F(FN {8l +818 -3
S48 LET i$(5t1
£33 TO 1

SER SHIMT AT
57@ LET i&=i ‘
SB& LET x=x-NOT 4p: LET L=USR =
£epn BEEED .BPS, 1R

£18 5O SUB 108

522 5D _TD INDT b) #42+6522

B83@ LET d=FN r{4}: LET b=b-1
648 LET by=bu+(d=1)-—(d=21: LET
BX=bX+ (d=3] - {d=4) _
S58 LET by=by-iby>1S)+iby«i): L
ET bX=bx+(bx <®) ~ (bX >3@)

BER FRINT AT by, bx; INK B; CUER

278 IF NOT b THEM LET b=I{RND»>.T
JFIFN ri28}+83: IF b THEN LET by
=FN FYIE) 3. LET BN =FN 5 {383}

EES REM spider

5980 LET S=85+(RND>. &) ({8 x1~-(85 >
EE

_'BE ngNT INK @;AT 16,@;9%.;RT 1
£ }s’. “i 3 .

i IF y>48 RAMND (K= OR x=s4+1)
?HEN GO TO B8ain
LET en=gn-1
'?"“\Q\ PRINT AT @, 1‘3.- BRIGHT . I

PAPER 2;8&r,;

743 IF en<@ THEN PRINT PAPER 2;
87T 8,7 FLASH 1; "HO More Enesgy!?
T G0 SUB 233G

FTE8 SO SUR idd

SZ@8 G0 TG Saa

W
S

518 PRINT INK @;AT 16.,s;" ;AT
27,8, 7

§2& FOR z=@ TQ 1 STEF .1

S3@ BEEP Z,-z#1@: NEXT =

340 GO SUB 34@

258 50 TO Saa

id@8 REM scofre table

IRI\B/ GO SLIR SRa@: G0 SLIR 7a

iR2Q IF sCixhs THEN Q0 TO 1858
iada@ INPUT "You have the new hig
h score!” ,"Please type in yoausr
F@e . LINE nY$

1432 LET hsas=sc

IBER oIM a3

1268 INPUT Do yau want toc ptay
Igain:?T";as
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1Q78 IF ag$="n" OR as="N" THEN PO
KE 2/693.56: PRINT AT 26.,1@; "OK,
S iLad againh sSocobn.”: PAUSE S&: BOR
SER 7. RBANDOMIZE USR 475@

1IG8Q S0 SUBR a12@

igaa G TO Sa

ZA8a REM Title

S21@ BORDER S: PAPER 1: INK 4: ©
L5 . PRINT AT 2.8

S@2e FRINT TAS i; "R TRAE =20; B
=

§§Sa PRINT TREB 4;"'B';ThRs 19; "B
agaa‘pgzm' TRE 4; “"HE ™ O,
sgsaipéubi?' TRE 4;HB ¥ 3§ $1 B
SA6A pie:n;}: TRE 4K & "™ "ueal
Z@7@ PRINT TRB 16;"F'.TAB 14; "%
Sasa PRINT “TRAB &; o

@898 PRINT TAB S5, - o
S1@® PRINT TRS S, " p—
£

-;11% PRINT TAB 5;"B B " i i
=

S12@ PRINT TRAB ;"B B A "™
Si3@ PRINT TRE 22; " FTAB 20; s
=135 RESTDRE

S3id@ FOR a=i1 TO i@

S3iS@ READ n: IF n=099 THEN PAUSE
S GD TO Si7Rd

=i6@ BEEFP .15,n

Si78 NEXT &

§;§$ LET % =PEEK 2373@+2S81+PEEK 2
SIQR IF X=USR "a"-1 THEW RUN
S20@ RETURN

S5A@ DATA 2.,5,3,98,2,5.3,89,5,1&
20@0 REM sel Jdisplay

3@1@ BORDER 2: PAPER S: INK &: ©
SR2e G0 SUR 7@

SR4LD PRINT F‘HPER 3, INK 4.A[AT 17,
2:7TRAB 31:"™ ".;7T 21;°
b@S? ) PR.:INT PRPER 1;TRB 31;" ";ThH
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3PS5 PRINT
BRAR7 PRINT
IR SRR

IR PRINT AT 21,8, PAPER 2:; INK
F: BRIGHT 1;" HIGH 3CORE " hs: "

%
LET y=17: LET x=19

.':l

S27O

SRA8S LET Jp=a

IS8R LET dE= =26

Zi8E RETURN

2318 LETYT hs=: LET nf=""%"

31268 DIM iFidaBA)

BibgR LET bLb=G: LET u=@G )
SiA7T8 LET n=USR "a"'-7768: RANDOMIZ
T n: LET Ltw=PEER 23678: LET hh=F
TERK E3B71: RANDOHRIZE

ZIBS LET »=D: LET w=D

Zig LET &=0

Z2Q9 LET fFroa=3

2218 LET en=28

5220 LET 50=0

TS24 DIM QF (3222

22308 RETURN

IO REM define graphics

%
s
<

RESTORE S0ae

FOR ¢=1 TQ 1%3: REBD Cs%
FOR b= TO 7: RERAD n
FOKE USSR L%*bum

MEXT bh: NEXT C

LET mcoc=UBR "a8'-42

FOR m=Rc T2 sK<343

RERD bute: POKE m.bhuyle

n
&

£

G

NEXT m
RETURN
oDRTAR "av.g.),8.,¢8,2,.&86,8,.6
RATH b ,036,126.,6082,185883,31286,
ea.99: REM frog
aRTQ e LIs . 231,686,122, 153
126,60 REM ifEJUmpxng Frog

@uw~mmwam&wwmw

JPTR 4 L A26.,1268,682,80,13129,
06 ,3195: REM 1; Jumpang frog
2 DRTQ "e",i?m,as,z?a,as,zﬂa,

s
“l

m
o
0

100 COR0 KR i AL o A0 DDA ACHL L 10 D)
T ARG F15 o T 10 01 ot o €59 050 50 50 €53

wuum—mah»wmmmwmmmmmmwmm#m

8 DATA “FYL,A72,85,17@,35.,@. .0,
2.8: REM Log (botiom)
SHR2B@ DATA gV ,17.,188,88,132.178&,
[EL,I0R,17: REM 1/.2 butterfly
AZE@ DATA “h™,16,1@8,212,138,17
c212,328,16: REM_1-2 builerfliy
2T DATH i1 ,1.,.2,4,73,283,56,88

REM insect

137



S2ER TATA "iY.224.,16,112,.128,88.

2,0.0: REM insect 1aii

358@ DATA Lt L,e,04,83,189,1886,47

1.144,380: REM SPidEF

9"319 OATA “RY,2,68,282.,242,88,. 23
<1B,.18: REM spider

328 REM machine code scroll tef

5

DHRTH 33,32,8Q0,.62,3.,.5,129,
38,197 EEQ 156, 2¢5 5S4, 93,35
3

Fa
2
]

LATAR 1., 1,@ 2?3,1”6,2¢1 1S
E,iqt,lﬁ ESf,lﬁ? 17

DATAH EEii;,E?? 8:,58 iza.as
2,228,201

o AL DI ALY o
I L 1)

3

umm&mm
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LEISURE LINES
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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 Llower
the score the better. Raymond Blake
challenges' you to beat his best score of
17 turns.

& LET ag="11
53132ﬂ3ﬂ4SQ¢1¢s¢w¢*¢k"
38 R ici 18 18
a - E .
1@@ _LET f_LEw a%: LET b=INT (BN

Dyl -2:sa+i: LEY bF=azkib To b2l
is LET x=£837 HEII} 157 =L
by {2} . X )
3@ LET g$=?$i‘Tﬂ b2+ tadib+2
TO } RAND N R § .
188 LET aix.yl=3i: NEXT s HEXY
2@@ LEY sc=2 _
21 FOR i=3 T ©&© FEREINY 9 @ . 438
i~-31; IMK 2; IMUERIE 1; DRISHY I;
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228 o =2 TR 3 =T s30¢¥
R,V IR 2; AnUERDE iRy 4
J+i: FOR = TR 3 = T4 9o

PRINMNY AT j=53k,.x 34 8 &:"EB
w: ?’«éZKT g EEFS .8 SEXT 8@

NEX é
TBg@EFRENI 8Y §,.23; “Tusrs G¥EF 781
13&@ IF INKEY$<>"" THEN 80 TO 34
s

ISR LET q%= IN&E?$ IF g1 OR

QFEITLT THEN S0 I

JIf@ PRINT &7 8,:& q%: BREEFR .85,
28: LEY ql=URL g% .

@q?@ IF INKEYS:>Y" THEN 30 TO 37

qae LET Q$:INKE§“$ - IF q$ < e i s m
QST _THEN GQ TOQ 338
?QW PHIVT AT &,88;:;4%: BEScS .8F.,
2

2@: LY gd=UftiL _ ]
B OTHEE GG TO &

n

&
42 IF aigi.qadt 4
sa

431& PRINT AT lﬁ R; INUERISE 1; 7

Try sgain™ _

42@ BEEP 1,-3iR: PRINY AT &, 24,7
.87 1R, 23; 7 o

438 S0 TR 23x

488 PRINT a7 g.23; 7 iR

-T- 8_&2&- 39 ra
47€ LT xl=7{gi-31}3x5a2 IEY ui=¢

Q2-31} 3$+2D: LiE7 =3 LEY w=ywgi: L

ET ¢c=g41: LEY dJd=92 S0 SLIR Saw
4928 | ET I=c: LET q2=d
538 PRINTY 83T B8.23;“Turn awser™¥ ;R

T 8;25; 2 [

BSi@ IF INREY g :x>"" THEH 3G TO &%
S8& LET qQf=INKEYS IF g1 QR
g4 THEMN SQ TO 558
SE8& PRINT A7 Q[,24: 9% SECE Laebs

2R LET pl=ufRlL g
ST78 IF IMNKEYSZ:»"" THEN QT TO 87

1%

ERVR LET qf=INKEYS.: IF 211" 4R
g$H2»TET THEMN S 7O S3&
SO 2RINT af Q.28 938 mEsSs _ah,

2V: LEY pE=unl. g%

SRR IF a{pi. o2} LR THE S0 TR S

Sa
18 2RINT 87 IR, 23 INUERSE 31;

Try sgsain”
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MEXT i
If INKEY$=""
RN
_=ATH
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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 Llanes 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.

18 REM Sub _Search

20 REM £ 1983 Matcoilm Young

@ REM a=4 b=\iﬁ C =ak o = e=% 3‘-_{:
g=4 h= i=- =" R=e L=2 M= N=$=

& DEF FN b} =80R (FMN = (sXx.s {:
s 3X) +FN {(S4,5(31,.2)1))

5@ DEF FN s (a,bi=ABS {(a-b! *xABE

e DEF FN T =IHRT (RND#X)}+1
78 DEF FM

t{i,k, L.m)={RBS (ji-k
IIFTYRE L=}
88 G0 SUB sa@e: REM derine sra
&
L6 c0 sUB BDO@: REM instructic
GO SUB TRAR: REM set up scf

REM vWUvVEYYYWYYRWYYYrYYYwyYy
REM moOove subbharine

4%

pabsl pin
fiy s

o

v
ual

%

o g
nEg 6 A
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138 LET sm=FN (&)

148 LET sX=8X+({(50=1)~(=2m=21)

IS® LET su=sSu+{sm=3Y-{sm=32

1668 LET sd=3d+{sp=58) - (5m =562

178 LET sX=EBX+ (88X {41} ~({sx 1IN

iSO LET sy=sSy+layg<l) —1isy>xl18)

i8@ LET sd=sd+(sdi1)~(sd >

21 FOR =1 TO &

=28 IF FN t{s¥,s51cCc . 12,89 .,.8({C . .22
: THEN GO TDO Soad

23@ IF FHN t{(sy,s8\Cc,2) ., 8x,51(€c,1}
3OTHEN GO OTO SO0

S48 NEXT C

=5S& REM played s move

268 PRINT 88; " Press anuy key to

Throw dice."

27@ IF =21(1,1) »=@ THEN FRINT AT
15,23, 80anarV ;AT 16.21; "irgeads
;O OINK 3 FLASH 3, INT FMN bi)}, FLP
EH 8; INR 5; ¢ ¢

282 IF =2131,1)>=00 THEN BRECSF 1.3
2~FN bl PRUSE @

e IF INKEY $="" THEN &0 TOQ 2858

IS{Q REM dice

I8 LET nbh=nh+l

I1Q LET Jd=FN {201 +18: LET m=FH

{6}

32 FOR i=1 TO d

IZR LET m=xs i) +1: BEEP 1.0

348 PRINT AT 18.,21; "you have 7;
AT 19,21, CHR$ (1S1l+my ;" moaves .”

ISs2 ME&T i

IER PRINT BRIGHT i; FLASH 1, IH

®m; PRPER ;AT 19.21;CHR% (151i+

o

S7T® BEERP 1.318: LET n=8

=58 LET n=nxin<gl>+1

9@ LET p=51(n,2}: LET r=s1in,1)
3I25 IF r<& THEN GO TD 3Se

438 PRINT FLRBH 1; INK n-1; PRPF
ER T;A7T p,r;ds&s(n3

ﬂdl@ PRINT PRPER n-1; IMNK Q;:RT 2
:..}c:..sstnl;“t”,:sin LAY, isin,2);

228 PRIﬁT AY 21.,8;"depth Cthargs

5 : 3}

£ INFPLT BT LB VEntar mReve. ©
; LINE m$: IF m$ fo THEN PRINT X
NK n-1; RFER S+{n=8),AT p,r;d%{
Y B TR 3][A
442 LET | =LEN m$ IF (> THENM B
= X,—-X&: &O T 43¢
a2 FDR c=31 TO L
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48@ IF wHic)<>"n"” RAND mFicy i’
TOSND m$ic) c>"w” BAND mwEHic) <>'&“
SMND mFE(Cr (2"d” THEM INPUT AT Q.0
SCINvaiigd entryg.Tyy 3gaiag. s LI
NE gifF: GO TO 448

47& IF mgici="d" THEN GO TO 872
488 NEXT ¢

+£2@ REM move ship

E88 FOR g9=1 TO U

F18 PRINY RT _p.r. PRPER 5; BRIV
=T O3 ZINK RIvET

Z=2® BEEPFP .1.105

TS LET o=+ {AFiQqQi ="y - (@F{IX =
I+ ipsBY -Ip 28

S35 IF p=2& AND r <6 THEN LET = {
7,33 =3: BEEP 1,2@ PRINMT RT 21.&
'"i Depth Charges loaded.”™ LE

m$

%am PRINT AT p,r; PRAPER S; INK
n-in¢a81; OUER i;ds(n)

=E7R EEP .1.24

=2 LET p=n-1

ZAg PRINT BRIGHT 1; FLA3H 1, IR
R}m; PRPER 9, AT 19,23 CHRS$ {153+

&8 NEXT g

2l@ LET stn,1Y=f: LET & in., 2} =F:

IF HOT u THEN GO TO &65@

&2 INPUT Do yau want to fire
S Charge?"; LINE i%

F3@A IF s3<>7g™ ANG I8 <>7n T THEW
INPUT “Fire a depth charge? ;
LIME 3 %: 8 TD &

f48 IF iF="yg™>™ THEN GO TO &7&
838 IF p@ THEN GOO TR 38&

&6 GO TO 126
&7a REH fire depth chasrge
" &75 IF 5in,3) ¢1 THEN PRINT FLAS
H ;AT 23. @, “Nag Jdepth charges te
FrlT: QD TO S50
88 PRINT AT 2,21, PRPER 8, INK

;OYELL SR
a=1 TO 7: BORDER 7: BEE
.3,-1: BORDER 6: PRUSE S: NEXT

@ PRINT FLRARSH 1, INK 7; PRPER
_.QT 21,3; "Dhepth cCcharges ready!

g1

Lo m@mw
g~
]
n
“C
n

6

“
Y
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8y vigp
P o "'F SR ) O Zpr3E THEN INFLT
(9P, i aquil af srange .ty agasia
TP OR: GO TOD TaEe
TSN LET ga=INT ap
TEE BEEF . 3,.-18&: BEEF D 58
o FOR f=19 TG -dp STEFR, -1
TED BEEPR JR2.75
TR ONEMXT ¥

FiR INPUT "Enter depth. (1 TO 3

J

2

-

{

1)

(
2

T8 BEEP .8.,-1@: PRUSE 2&

FR2A IF sx=ry AND sy=zp THEN REEP
-2,1: IF sd=dp THEN GO TO 1888
3IDDd LET 5in,3Y == {0 ,3) -1

S18 PRINT FLASH 41:RAT 21.,0;"HMisx
ad! ": IF sx=r AN sg-—p THEN FRIF
T QT‘Ei,E;“The Sub's right under
soul

S22 PRUSE j1a8@

38 PRINT RT 21.&; "

34 GD TO 1i@
1208 REM =zub destroyed
AiZ1D BORDER 1: PRFPER 1: BRIGHT i
o INK 7P LS
1299 PRINT AT 2.3, "CONGRATLWL. AT IO
1838 PRINT HT 4 .3;"You manage 1o
Festray the'

IG48@ PRINT AT 6.3; "subk in ".nb;”
Foaunds.

l

1958 PRINT “That's CLECSsDhIQE;
efficiendcd.

!nd

El
4

i1a0@ INPUT “loutd gou (ike toc pi
53 3g93anT ", LINE i%

i@79@ IF igs="y"” THEM RUN

1and BORDLRER ?: PRAPER 7: IHNK @©: B
HIGHT @: CLS : S7TOpP

DS REM tollision

Z@ld 8EEFR 1, -12

3@28 PRINT AT 21, "CoLLISTON! 7,
SB338 IF ATTR (P,J)—#B THEN PRINT
AT 28,@; FLASH 1; INK @; PAPER

SEIRI;Y has suynktv: LEY ={n.12
ia IF ATTR (p,.rfrY<«ni2+n-1 THEM
55 PRIN$ AT 28, FLRASH 1. INgK
+
&

LRI RTIRN]

wmmwmwwnu

PRFER 7. ssfnl;" has sunki”;
E! FOR a=31 TO @ STEF -.31: BEEF
L3FS-18: NEXT =z

v
A
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PRUSE 1688
PRINT AT 2R,B;TRE 31, TITR

GO TO 1i@

2B LET s=RTTR {p,r}-—4&

2 STap

QQ REM tt*dtte¢ttdtee ittty

]

wmmwmw
my@a

LTONEI 4 Ly L) 11 08 L)

Al

x1@ BORDER 2: LET u=1: PRINT A7
;21; PRPER 2; INK 7. RED ”

& FIR a=1 TQ 7: BORDER 4 8EFE
;=5 BORDER 2: PRUSE 5: HNEXT

IF RHD{B.S THEN GG TQ Soo@
PRINT AT 2i,@., INK 7; BRIGH
Fi{c);" undesr attack!™

FPAUSE S@a
)
=)

UWQ@@W&M@

TN
£ 5 1
2 hju
in
in

£T p=8
RINT RT 21.@; PRPER ©&; FLi
"Press “F° and bhope fofr ih

FOrR =1 70 2

@ LET ti=FN r{18)}: LET pf=1{131
164) 288

? ERENT AT 8.,2@+p; PARAPER &; X
2R LET p=p#ip<lal »1

8 PRURE ia

28 FPRINT AT &.,2a+p; PRPER 5
C—{Cc<xB) ;dHTCL

3@ PRUSE 18

8 IF INKEY$<>"Ff" THEM GO TOQ 5

8 FOR i=7 TO 1 STEP -1

R PLOT Z2QA8.82: DRRALL INUERISE 3
i,pf . 4

7@ BEEP .QS.a: NEXT i

@ FPLDOT 2@8.,82: DRAN INK 1:pfF .,
FRUSE Ba

@ IF tili=p THENM GQ TO £3Ea

2 PRINT AT 2i.@. PRPER 2; INK
- That was QGC"“ evasive aCix
1@ PAUSE 1@@&: PRINT AT 21.3;"u

h cutianather torpedoc! ”: FaR
TO 7: BEEP .9S5.a: NEXT a

e PF?UqE 5@ PRINT AT 21,8, TH&

3@ MEXT t
8 PRINT AT 28.8; "Fatse Rlarw?
page Uiu-=-1:" HitsYw

LOOV LA~ Lh A

TEman

D o g 1)
Ly

m

d 4T

QRGN 98

f:

m+mhm

§ i U o L3101

o TN 0D

wl
VEE3]

4

Kl
8]

o ot 4] ot o K i}

LR AN

Z
X

LI it

LR TLATY 1] e P = TV o 3 i ot

LA G (R

Uil

W#UPMPNH““@m“WJHmm@PU
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S25@ PAUSE S@: PRINT AT 20,8, TH8
31;" Y, TRAB 31;" 7

=280 G0 TO 250

=388 REM hit

=31@ IF u=1 THEN PRINT RT 21,8; "

s HIT!". BEEP .8,-5: PRUSE S&: &

RINT AT 20,6; "The ",;s5%(c);" has
gjectied att it's depth charges
. LET s({c,3)=0

S32@_IF u=2 THEN PRINT FLASH 1;
INK F; PRAPER ®; BRIGHT 1;RT 21.,€

zgfc);” has bEED ionsili”

S33@ LET u=u+l1: PRUSE ie@@

S534@ IF w=2 THEN NEXT t

S35@ PRINT BRIGHT 1;RT_Sic.2),5(

£.3); INK @; PAPER 5;'["

S38@ LEY s{c,1)=-1

5378 FOR _a=1 TO @ STEP -2.1

=350 BEEP g,ax5-18
T3S NEXT &
T4Q@ FOR a=1 TO 28: BEESFS S.82K.,
28: NEXT a
F1i@ GO TO 25@
ES&? REM suvbmarinme in CiGSE priox
imity
5510 PRINT RT 21.,@; FLASH 1; BRI
SHT 1; INK 7, "mlerst it
552@ PHEUSE 186

S30 PRINT AT 21.,8;s%{(¢); 7 has 3
;B*?_Ed s5ub!”
SESA PRUSE 18@
535@ G0 T 280

i‘

9
;ﬁl@ BORDER 4: PAPER S: INK 1: B
ZIEHT & LLS
Faz2e rFoR =R TO 19: PRIMNT BRIGHTY

i ”!}I!Z\l\!_‘\l}!!!}!!!!}": EEN 2

LAS: DRAW 15@.@: DRRAW

FTase REM mines

TE5® LET m=FN rii)+18

FEFTR FOR i=1 TO m: LET mu=FN {1
SY: LET my=FN ril19): IF ATTR =&y
,M$\}5¢ THEN PRINT RT my. W UET
TRFES HNEXT i

FTHo REM ships

FTEQ® FOR a=1 TO 6: PRINT AT s5ia,
2y ,8(a,11; QUER 1; BRIGHT 21; PRPAPRP
FR 7; INK 2-1,d8(38}: NEXT a

°f
1]

!

Y]

D
r“'

0 N
..i
o
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FIR PRINT _’T 8,21; FLARSH 1;"3um
SEARCH"; FLRSH @;AT 1,21 "CONDTY

TION";AT 2,21; PAPER 4, "GREEM"

FTili@ REN periscope

FTi29 CIRCLE 208,192,440

TI1I5@ FOR p=4@ TO @ STEP -1

7129 PLOT 228 -p ., 182: DEIY p22.,8,

is@ NEXT p

16@ FOR i=2 TO 9: PRINT OUER 1;
3

=

"?

4 4 +3 BB+ " LET i=i+{i=3Y: H
E57T 3

FITR PQINT DUER 1;RT &,21;"3++3++
o ok 2 A

F188 RETURN

SO0 REM instructions

2190 BRRDER 1: PRPER 5: INK 1: B
RIGHY 1: LS

SA2Q DIM s$H(6 .18 : DIM (6,32
Im iz(l): LET u=8: LET i=31: LET
dH=" “*: REM graphic b,C,L,C

R S |

333@ FOR a=1 TO S: BEEP .1,-a: B
RINT AT 1.9: INK 2; INUVERSE i;"s
U8 SERRCH": BEEP .2S,a: LET i=i-

i: NEXT a2
SHEIE INPUT BRIGHT 1:"Do gou wmant
1o read instructicocns (w- N7 i3

¥
8@5@ IF df<>"y” THEN GO TG {21k
SR8 FOR a=1 TO 6: RERD p3%: RERD

SVFV PRINT AT 3,@;p%° " "as
S8 DIM bSILEN P$‘l : DIM 1HILEN

] INPUT "Press "; FLRASH 1,“EM
“: FLASH ;" 1o tontinpug.

E Ps
PRINT AT 3.@;b%" " t135: NEXT

1@ IF ps="n" THEN GO TO 8218
& IF P${ 2Ty THEN INPUT DD oy
want to name Yyaur awn fFlee
Answesr (yosn) "ipg: GO TO 811
“i38 Pokesiats 2 A

8: RESTORE 9300:
DRDER 4: PAPER S: BRIGHT &: DO

5@ FOR a=1 TO 6: READ 3%

68 PRINT AT B.9; “"What woutld wo
Like to Cal("'C$, "
INPUT N

b 7 1Y 544

W e G G
Ui B4110"
®

Rja [ ) g

CLTAOMA
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2178 IF LEN n3>35 OR ng="" THEM
INRPUT "No HOU Ccan‘t hawve that,tr
QI Nn%: GD TO 8174
2 LET asiai~n$ .
& PRINT PHPER 8—-a; INK a-i1;RT
S,.Q;m$; fsAdBlaY: NMNEXT =
2 PD&E 23853, G0 TD 3238
& REM name sh;p
8 RESTORE @31@: FOR a=1 TO &
AR C%: LET s$ta)-c$ NEXT a
R FOR i=1 TQ 6: RERAD d: LET =&
¥ =i -1: LET 41,3 ==2: LEY =%
Nl =d: NEMT i
@ LET =sx=FN r(2@)-1: LET sy =F
(2@ ~1: LET sd=FN r (iQ}

LET pCc=FN bi{): LET nb=R: RE

aama REM [ata

ZRQ1A REM Derine graphics

B2 FOR c=1 TO 14: READ C%

IVTA@ FOR =0 TO 7: RERD bt POKE
USSR CSs+h,.bt: MEXT b

84 NEXT C©: RETLION

SasSe DRTR "a",& 2,8,12,23,2

=, 8 REH patrot baat

88 DATA b ,16,16,59, 188,255
126 @: REH batt&e cruxcer

2,284 .92 . 2885,2

']

SIENTE R

Lo
BN g

gwhm~wmmum+wm

Fed (0 N v e B
VI Y R (7

C.
b1}
Z

m [V

@,8
= ate
289 gﬁgn ;g; 13?i?4,¢g,31,e4a,s
L 82 15 explosgsio
@92 DRTA "e",R,48,46.120,38,116

2 . REM mine
1géaDHTR "fi o855, 128,128,128, 18

128, 128,128 REM grid -
uiggséﬂrn’"g",a ®2,1,1,7.1,1,@: =
Shiz@ DATA “h“,0.,@,@.@,224,2,0,6:

ize I
9?53 DATA C,2,0,0,24.24,0,.@,8:;

i
274G DATA ?3’ia 96,96,92,9,6.5,0:
ah5a BATE "gﬂ?- S, 8,246,224, @382,
3160 gg?nd"§$,3 1@2 1@2,0,e,182,
§?§éeén¥§ uﬁffigg?1$5 @,24,24,8,
i3580 BATA “pe ?3&5 ggésa ie2, 182,
2,102,102 REM dice né.6
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19

1A DPATR "You ctontrol a Fileetr o
F warghaps caonsisting of:1 Katt i
g Cruiser, 2 Patrol vessels and
- frigates.*"
=200 DATAR “Your Task 1 w0 hunit
and destroyan enemny submarine wh
}Lh has been turking around t
he :h;ppangtBﬂEﬁ near gyocu,"
821@ DATAR “Your battiecruiser s
gquipped with a sonar systes
ithat rises in pitch as it gets ¢
iasesr to the =subk.”
2228 DRTR "Each wessel can carry
onty a limited amount of dep
ih Ccharges and ohce they are fFair
ad the shippust return to port.T
e limits are 4 1o the batite <
fuiser 3 to eackh OoF the
fFrigates and 2 ta the patsrol &
pats. v
G238 DATA “The submarine mag.ter
sa2do any ship that is within &
range of " ypits and is in lin
g either horizontatly or verti
caltily. ™
G240 DATR “The sSubparine mpoves O
e upit each round and mnay hi

de up to a depth of 1@ units.X¥
YoU howve 1 of your ships difecti
above thesubmarine an atlarm wi

g, 4

v sound.”
S25@ DARATA “The numbesr afF maves Yy
cu gt each round depends on a8 -~
diCcE” ,yYou may mpove any numbel ©
f ships as Long as it i&s within
i limits."™
2B DATAR “The ranpitiec mill ££9
usnce through &82a¢ch ship and
ask yopu i fyau want (o move it.ﬁ
aswesr with "ENTER iFf wou don it
2y Use the d:rectaons n.s,e,w or
“dT For dxpEtde ChIY 135.."

S278 DRATH "If Yot npavigate youq
Ship into anothesr ship then the
smattier Ship Will be sunk.IFf
39? c{aﬁh into wing 4Yousr ship ®

iy &ink."
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228@ DATR " " ,"The ships under y
GUur command are-~-HMS INUINCIBLE
YJour flagship) -HMS SHEFFIELD (f
rigate 1) -RNZS OTRBU tfrig
ate 22 -RMNIS CANTERSURY
{frigate 3) -HMS BRITANNIA p
atrot bbDat 1) -UsSS TITHANIC pat
fot boat 20 ¢

2@ DATR "Woutld you tike to ham
S _gour ouwn fleel? Answer {(ys/nx .~
S8 DATR “your BRatttitecruisesr (F
Lagshipl" ."Frigate 1" ,"Frigate &
CLUFr xgate IY,"Patrol khaat 1v,"PF
sirol_boat 2+

S3iad DATAH “HMS INUINCIBLE" , “HMS

SHEFFIELD"” , "RNZS OTRAGO” . "RNZS CR
ﬁzgﬁggﬁY" L THMS BRITANNIA™,"USS T
5520 DATA 4.3,3.3,8,2

559 STOP : BORDER %. PAPER 7. I
Nngﬁ BRIGHT @: INUERSE @: CLS -
=

f
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Hangman

This 1is a superior version {by Raymond
Blakel] of the ever—popular hangman game.
It has been designed so you can customise
it to your own requirements and the word
list bhas been left small deliberately to
encourage this.

To alter the words, simple change the 30
in Lline 70 to the total number of words in
the Llist, 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 scaope 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.

28 REM ENGREE CRPS LOCK
BEFOQRE RUthiMING
89 LET F=px: RARNDOoMITT
] SONRDER 5. PRPEER T XmE ow. ©
: RESITORE -
4@ PRINT 87 @, 7 "SFECTRUN nmng

|3 [
MANY: INK 2:8F 1,7 Temcnc—oa- i

BR® IF F=0 THEN ?ﬂ;ﬂy'ﬁT'S;%‘“n
elp! ThEeSe HedWmEN WIli neny @
AT Sdi'"ir you can”t guess ib
wor
85 IF F=1 THEN PRINT AT 3.&;
h o, now they went 1o Hang B2y
*uFriend! Yaou've gt toc hetp b

e

6 LET W=@: LET ig="": LET C=@
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7@ FOR I=1 TO INT {(RMNDs38s3}
READ 23 NEXT I R
FIOR T332 T 3%: 8&sEes 82, %

A=

B@& LET L=t EMN =2%: LET Bf="-—--——
----- LT L

Q@ SRINT 8T 12,.3; INXK 2:8s3

1AR PRINT 87T R,.8: INE I "Essiser
uousr guess’™ )
i29 INPUT om: IF LM O3 8D
LEN =53 THEMN SO TO 1D o
I3@ IF 47RO O DU IET OTHEN O

15& IF LEM Cx=1 THEH BGQ TO 138
16@ IF Cl=R% THENW LcT E&=UF

178 IF CTs<xRF THEN LET =0

iI7FE8 &80 TO 223

18@ LET U=R: FOR I=1 T L: IF /
F{I}=C8% THEM LET Ba{I}=C2 i
198 IF Dg4:xR3iYy THEM LET i=iisl
198 NEXT X

228 PRINT AT 18.3; INK 2:8Bz: IF
U=L THEN LET C=C23: B0 SiE 7R8+
C¥28: 8EEP .6,53 {1801 28 LET
$=U$3(C% AND LEN C%=1)

218 IF et THEM FOR I=31i2 TO 32
: BEES .R2,X. NEXT I

228 PRINT AT 17.8; "drong istter
2 PRINTY AT iD,2; IMK 4 WS

248 IF Ax=Rg THEN S0 TO S8

258 IF C=31g THEN O TO o8

2688 80 TO i@

S8R FRINY 87 3,8 s 30 achid
Next tiame YOU want heip, = " "Dan
1 came funpning o we, BOrops!”
S2@ FOR I=29 TO -3 STER -3 BF
EP .82 ,X: NEXT I: 8O TO o=

SRF PRHINT 87 3. 8; INs [T TEREHE
2 very much. Remind e I <7 “*{ge
4ou 5 lasrge drink, pariners ™
828 FoR I=—-32R) TO 3. S=s5= .92, X
: NEXT X

EE@ PRINT AT 1@,8; INK 1;"The ®
erd wasg: v, A7 I2,.3:7%

888 PAUSE 128

BD@ LET F=3i: G TO 3@

SRR FOR Jd=3I8 TO I18: SLOT IS®,.d;
DRAL [B,V: NEXT o
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18 FOR J=212 T 234 PLOT 3,313
 DRAEW @,188;: NEXT (A RETLRM

2& FOR J=3\l1 TO 2@3: PLOT 3,13
: DRAU 18, 1&: NEXY .J

832 FOR J=21 TOQ 23: SLOT EIE 8
BPRSW 1&, -1&: NEXT J: RETHRM

B84@ FOR J=31331 TO 3133: LY 231
G PREU 48 .8 NEXT O :

888 FOR J=281 TG 283 #LAOT .31
@: DRAU I&,-IR8: NEXT Jd: RETURN
& ALOT 171,318 ORAE 8, -Za: R
ETURN
B8@ TIRGLE 171,837 PLOY Zo9.8
T: BLOY I173.85
|/IF SLOT IS, 88 DRAN 4.8, .5x-F
X: RETURN
Q2@ FOR =178 TO 1I72: PLOYT 4,76
DRAN R, -314: NEXT Jd: RETURN
S2@ FOR J=7R TO 7T2: PLOY 180..4:
DRAW —31@,4: MEXY i RETURN
Q4@ FOR =78 TR TE: PLOT X7,
DRAL IR .4 MEXT i RTINS
SES FOR J=E' TR 82 PLOT A7
DRAW -7, -18: NEXT .. RETLGRH
QI@ FOR J=B2 TH 82:@ ?Lﬂf ATFTE 3

CRAW 7, -18: NEXT & RETual
1508 Dath CISOTORET , POKER. . “FLA
NET ™, "SPHERE™ , "FRLLACY T TToIuseH
L KANGARDOT , “ATTRIBUTE®, "DEARDLI

NE" , “ROUTE"

1538 DATR UHOTEL ", "SHLAXY T, TUNIU
ERSE' . "MIRDGE " , "SAIMSTONE™, “OUTL
ER", "COLDURY , "AAINEDU", "Lalaqr, ”
UISTON”

1528 DATA “SLATE", "USHERETTYE], “F
ELLOW” , "PRINTER” , "COHPUT “FOL
BER" . “4 TUTS TOM. , “HAGRIINE , “HUSE

T, " JUNPER® ’
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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".)

12 BORDER 2: PRPE
2@ LET a=1@: LET
LLET t=2

POKE 23892,@
LET t=t+1
PRINT AT 21,31;" -
FOR z=1 To 2

INK 7: PRINT AT ¢ 8mba3i; s

NEXT =
LET b =b+ {IMREYS="%" RNl b3
QY - {INKEYE="3" 8ND b>i}
1@ IF SOREEMZS {(e,bY="3" THEN &

3

)

~dCh 4= 0
o eEs9s

pisy]
2]

EER 2,8: PRINT “vou scaered " to
FOR x=1_TQ zZaa: NE""T AR S &
11@ PRINT BT a.b; &
ize GO Yo 3ea
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Space Trek

Skilled programmer David Perry wrote this
program for the book. In this game, you
fly through each galaxy, avoiding the
stars, aiming to shoot all the enemy alien
battle cruisers. Once you've finished, you
must leave the galaexy via the Black Hole
to penetrate into deeper space.

Full instructions are included within the
program. You move around using the cursar
keys, with "O" to fire. The pound signs
should be entered as hash (#) symbols.

i REM

2 REM SFACE TRER!

I REM £ELEEEELELE

4 REM

< REM CORYRIGHT

& REM DAVID PERRY

7 REM 1983

8 REM

7 FOKE 2T658.8: LET NUM=10: D

IM M$ (NUMH-1,8): DIM MOMUM+1)Y 2 FO
RON=1 TO NUM: LET N(N)=(1000-(10
QX)) LET N (N)="SPECTRUM": MNEX
' N: GO SUR Z000: LET N#(1)="DAV
E OR!M: LET N1)=5000

10 BORDER 1: FAFER Q: INE 7: R
RIGHT 1: CLS

20 LET GAL=1: LET BON=Z: LET &
C=0: LET LEV=I: LET MEN=Z
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IO FRINT AT 0,03 INKE S: BRIGHT
Qe
"$AT 21,03
1]

TH OFOR N=1 T0O Z: PRINT INK S
AT N, O™ AT N,31:" Y: NEXT MNs
FOR N=4 TG 20: FRINT INK S:AT N
SO "EAT NGELDY Y NEXT N

40 IF MEN=Q THEN 60O TO 1000

42 FOR n=1 TOQ LEY

45 LET X=INT (RNDX14)+&: LET Y
=INT (RNDXx29)+1: IF GCREENS (X,V
Yoo THEN GO TO 495

50 PRINT AT X, VY3 TIMRE 3 "k

1 MNEXT N

54 FOR J=1 TO BOMXZ

€5 LET X=INT (RND¥14)+&: LET Y
=INT (RNDXx3O)Y+1: IF SCREENS (X, VY
yaort o THEN GO TO 85

&0 PRINT AT X,Y: INKE &3 "%

70 NEXT J

75 LET X=INT (RNDx14)+é6: LET Y
=INT (RNDX(29)+2: IF SCREENE% (X,VY
Yot THEN GO TO 7%

80 PRINT AT X,Y: IME 73 "0Y

o0 PRINT AT 1.7%; INK 4;"SHIFS
LEFT:":: FOR N=1 TO MEN: FRINT
INK 7:"a"3: NEXT N: FRINT AT 1,1
9: INE &4;"SCORE:";8C

100 FRINT AT 2.8: INE Z; "HIGHES
T SCORE:"sM(1): PRINT AT 4,03 IN
[T

105 FRINT AT 3.4 INE 235 "GALAXY
s BAL: PRINT AT X, 143 INKE &35 "KL
INGONS LEFT: "sLEV
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110 LET D=2 LET A=%: LET B=1l
120 FRINT AT A.By" "

120 IF D'l THEN LET A=Aa-1

140 IF D=2 THEN LET E=B+1

150 IF D THEN LET f=Q+d

160 IF D 4 THEN LET EB=B-1

167 IF BCL THENMN LET BE=30

164 IF BH-Z0 THEN  LET B=1

165 IF ACE THEM LET Aa=20

166 IF AXZ20 THEN  LET A=G

167 IF LEV=0 THEN RBEEPR .01,50:
IF SCREEN$% (A, R)="0O" THEMN LET
BON=ROMN+2: LET GAL=GAL+1: FRINT
AT Z,.11:6GAL: GO SURB 800: LET LEV
=R0M: G0 TOQ 40

170 IF SCREENg (AVBY<>»" " THEN
FOR I=7 70 O STEFP —1: FRINT AT
ALB; INE I;"X": BEEF .0%Z,IX%7: NE
XT I: (0 SUR BOO: FRINT AT 1, 1E:
" s LET MEN=MEN-1: FOR N=1 T
O MENM: PRINT AT 1, 1Z3+N:"a": NEXT
MN: GO TO 40

1680 IF INKEY$="7" THEN LET D=1
190 IF INMNEEY$="8" THEN LET D=2
200 IF INHEY$="&" THEN LET D=3
210 IF INMEEY$="3" THEN LET D=4
220 IF D=1 THEN FRINT AT A.B:
INK &3 'a" ‘

2ITO OIF D=2 THEN FRINT AT A.B;
INK 6;"b“

240 IF D=3 THEN FRINT AT A,B;3
INE &3 ‘

250 IF D=4 THEN FRINT AT A.B;
INKS &3 "ct®

285 IF INEEY$="0" THEN GO SUE
300

ii I!

it
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26CG BEEF L01.D%10: GO TO 120

FOO IF D=t THEN GO 70 400

10 IF D=2 THEM GO TO 200

F20 IF D=7 THEM GO T &00

IO OIF D=4 THEN GO TO 700

Z40 8TOR

400 IF H=5 THEN FRETURN

405 FOR N=a-1 TO 5 8TEP -~

410 LET A%=CCREEN% (N.B)

420 IF As="EY THEN  LET LEV=LEVY
-1: PRINT AT Z.Z283LEV:" "1 LET
SC=8C+100: PRINT AT 1,25:8C: FOR

I=7 TO O STEF -1: FRINT AT M,EBE:

IMED Ig"E":y BEEP (01, I%7: NEXT I
: FRINT AT M,EB:"™ ": NEXT N

470 IF A%="X%" (R A%="01" THEN H
EEF 032,102 LET N=&: RETURN

440 FRINT AT M B (" AND NX3) :

BEEF .0O1.N

450 FPRINT AT NoBz (" " AND N>S):

MEXT N: RETURN

SO0 IF BE=Z0 THEN RETURN

508 FOR M=R+1 TOQ Z0O

Z10 LET A2=SCREEM% (A.MN)

F20 IF As="EY THEM  LET LEV=LEVY
—-1: PRINT AT Z.28:LEV:" " LET
SC=8C+100: FPRINT AT §,28:80C: FOFE

I=7 TO O ETEF ~-1: FRINT AT A.Nj;

IpMED Ty ke BEEP QL IX7: NEXT I
: PRINT AT A Ns" "3 NEXT M

FTIO OIF Ad=TE" OR Aas="0" THEN H
EEF .OZ,10: LET N=Z20: RETURN

G40 FRINT AT ANz ("e” AND MN<3102
: BEEF ,Q1,N S

80 FRINT AT A, Mg (" " AND NIZEL)
+ MEXT N: RETURN
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500 IF A=20 THEN RETURN

0% FOR N=A+1 TO 20

610 LET A$=8SCREEN$ (N,E)

420 IF A%="K" THEN LET LEV=LEV
-1: FRINT AT 3,28:LEVi" ": LET
BC=SC+100: PRINT AT 1,2%:68C: FOR

I=7 TO © STEF -1: FRINT AT N,Bj;

INK I3"K": BEEP .01, I%7: NEXT I
: FRINT AT N,E;" ": NEXT N

&30 IF A%="X" OR A%="0" THEN B
EEF .03,10: LET N=20: RETURN

&40 PRINT AT N,B: ("£" AND N<21)
: BEEF .01,N

550 FRINT AT N,B; (" " AND N<21)
: NEXT N: RETURN

700 IF B=1 THEN RETURN

705 FOR N=E-1.T0O 1 STEF -

710 LET A$=SCREEN$ (A.N)

720 IF A%="K" THEN LET LEV=LEV
-i: FRINT AT Z,28:LEV:" ": LET
SC=8C+100: PRINT AT 1,2%5:8C: FOR

I=7 TO O STEF -i: FRINT AT A.N;

INK. I3"k": BEEP .0L,I%7: NEXT I
: FRINT AT A,N3" ": NEXT N

730 IF A%="%" OR A%="0" THEN K
EEF .03,.10: LET N=1: RETURN

740 PRINT AT A,N: ("e" AND N>0) s

BEEF .01,N

750 PRINT AT A,N: (" " AND N>0):

NEXT N: RETURM

801 LET B=2: FOR N=20 TOQ & STEF

-1
810 HEEF ,02,NXx2: PRINT AT N, 03

INE S0

820 MEXT N
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830 FRINT AT 3,31: INE S3" ": F
RINT AT 21,13 INK S
" RETURN

1000 PRINT AT 10,4; PAPER 7; INE
Op BRIGHT 03" YOU HAVE SCORED *
10,

1010 BEEF .1,24: BEEF .1,23: BEE
Po.84,24: BEEP .5,21: BEER 5,20

BEEF .85, 21

1500 IF SC<=N(10) THEN FAUSE S50
s GO TO 1540

1502 LET NUM=11: IF SCr=N(NUM) T
HEN INPUT "ENTER 8 INITALS! "3P
¢: IF LEN F$:8 THEN GO TO 1500
1505 IF SC»=NMINUMY THEN LET N(N
UM)=8C: LET N$ (NUM)=F%

1510 FOR A=1 TO (NUM-1): LET Bs=
NE(A): LET C$=N$(A+1): LET E=N(A
y: LET C=N(A+1): IF B<C THEN LE
T N(AY=C: LET N(A+1)=E: LET N%(A
y=CH: LET N$(A+1)=BE

1520 NEXT A: FOR N=1 TO NUM-1: I
F NNY<N(IN+L) THEN GO 7O 1510
1530 NEXT N

1540 CLS

1550 FRINT AT 2,4:"H A L L O F
FamMmE »
1560 PRINT AT 2, 4; "==ssx=s==mmsssms

semime e yen ien om sne cmw e e FE
RIIMSIZINIIISR RGN

1580 FOR N=1 TO NUM—1: PRINT AT
N+G, 73 INK b'"("; IMED 23N INE
L'“)“'AT N+&,1 INE 73N(N): FRI
NT AT N+3, 17 INK Sy N&E(N) 2 NEXT
M
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1590 FPLOT 0,01 DRAW 255,0: DRAW

0, 17%: DRAW —-25%,0: DRAW Q,--175:
FRINT AT 17,8; FAFPER Z: INK 73"
PRESS ANMY KEY! ": LET I=0

1600 LET I=I+1: IF 1>7 THEN LET
==t

1610 PRINT AT 2Z2.4:; INE I3"H A L

L OF Famigiz v

1620 REEF .01,I%x7: FAUSE 2: IF I

MEEY$="" THEN 50 TO 1600

1630 60 TO 1¢

ZOO0O BORDER 1: FAPER Q2 INE 7: E

RIGHT 1: CLE

ZOZ0 PRINT AT 206:"S FACE T

R E K "

2040 PRINT AT Z, 63 "£L£££E8888888EEF

£e8ee08n ’

ZOEO PRINT AT 6,13 "CONTROL YOUR

SPACESHIF LSIMG THE CURSOR EE

YE AND O TO FIRE. THE ORJ

ECT OF THE GAME IS TO PASS TH

ROUGH ONE GALAXY AFTER ANOTHER
WEAVING BETHEEM THE STARS TO

SHOOT THE ENEMY"

2060 PRINT " ELINGOM RATTLE CRUT

SERS. WHEN THEY ARE ALL DESTRO

YED vOu CAN LEAVE VIA THE B

LACE HOLE."

2086 RESTORE 20835: FOR C=0 TO 7@
READ HAT: FOKE USR "A"+C,HAT: N

EXT C

2070 PRIMT : PRINT " YOU *a’
BLACK HOLE *"; IMK 7;"0°"

2080 FRINT : FRINT ¢ STAR ¢
3OINED &Sy Uk"y INK 7"t ELIMNGON
"y INE 23"kEYy INE Zgnn
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2081 FRINT ¢ PRINT TABR 27 PAFER

23 INE 73" FRESS A KEY TO COMMEN

gy v

SO PLOT €.0: DRAW ZE5,0: DRAW

0,1735: DRAW -255,0: DRAW O,—175

084 FOR C=0 TOD Z9: READ HAT: FQ

FE USR "BY+0,HAT: NEXT ©

085 DATA 24,36,36,76,40,90,102,

&&

2086 DATA 0,234,94,49,49,94, 274,

(8]

2087 DATA &6,102,920,60,36,76,36,

24

2088 DATA 0,7,152,140,140,122,7,

(]

2089 DATA 0,0,0,255,255,0,0,0

2090 DATA 24,24,24,24,24,24, 24,2

4

2110 LET I=0

2120 LET I=I+1: IF 1I>7 THEN LET
=20

21ZF0 PRINT AT 2.&: INE I3"S F A

CE TREIEK 7

2140 BEEP .01,50-(1%x7): FAUSE 2:
IF INEEY#="" THEN GO T0 2120

2130 RETURN

eeg8 FOR N=0O TO 7: FPRINT INK N;j
ot NEXT N

e O TQ 9998
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Stellar Probe

This is a fascinating game in which, once
again, vyou patrol a sector of the gslaxy.
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 & 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 & single game. You have Llimited
reserves in your energy beank and must try
and Kkill 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 Llaser
at it (thus revealing your position) and
if the alien is within a single square of
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(that

is, energy is drained from your bank]. The
Tim Rogers

program from an original

run cut of energy.

continues until you land on en alien
or

Damage to your ship from an sccurate

alien shot is shown in energy terms

converted this
program of mine.
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A592 IF CODF %48 QR CODE ig:x51
THEN &GO TO 4588

4508 @0 SUBR 1Sas

AEQE SO SUR SoaR

4818 IF i%="31° THENM 40O TO o@dd

ASE2E SO SUEB SoRR+1G0QsURL 1 %

4836 FOR =8 TO 26 .

4648 PRIMT BT 21.3; "BREEEE”

4559 BEER LQl,.s+12

4R88BQ BEER .a1.a

ASTE PEBINT BT 21 .3;:;v ¢

ARZR NEXT =

1898 FEINT 87 21,57 =

A7RE RETURN

SRAST FEINT AT 15.8;

S2IR FOR a=1 TO 8

SR2@ PRINT

SA3 NEXT a

SR4@3 PRINT RT 158.8;

SQSR RETURNM T

SRS FRINT TRE 1i: FLE3H 1; INE
7:; "HEEE SCRMNNER . .

BR18 PRINT C$i{FN a(S))y; ="

82 FRINT "ilong 2} of short 1)
rapge, =ifTT

SA38 LET 1 s=INKEYS

5243 BEEP .81 .8

S@58& IF CODE 1§49 R CODE i%>5&
THEN Q TO S83@

SQE8 LET kK=URL 1%

EBTE LET =g -10%K

SR3G IF K=2 THEN GG TO oSeg

Q88 PRINT AT 18,087 sScanning-.

5898 LET =

S1Q8@ FOR a=-fa>23i} TO O fuodig:

211i8@ FOR bh=-{p23} TO (pl@}

8118 BEEPR . 21.8

512@ IF gluda,.p+bl =1 THEHWN LET f=
4

SI1I38 MEXT b: NEXT =2

S148 IF =31 THEMN PRINT 3%;" sShifr
in wicinity, s3i¢7.": GO T glea

S1S8 eRINT “MNothing in vicimiiy-

"
-

GG 8y
B

g
I

o
ot o 101 o ot

«
«

")

EEPR

e
.
—

'-:Jm“'mm
T R

@

B 150&

=1, RNDXx5&

INKEYS="" THEN O
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51TE SUBR 1Sad

Siga INRE?$=’n“ OR INRKEYH="W"
THE SUE S@9e: oy T S818
Z188 R a 4588

ama FINT AT 18,@; cgiFN =2{(SY) ;7
o DifvecilianT o
2T1IY FPRINT "noirth:YI gast:2 soulk
cA wesit4r

:ng IF INKEY=Z<»"" THEM SO TO S5
S528@ LET 1 F=oINRKEY®

SEQE DEER 8IS

2548 IF CODE 134489 OFR SG0OE igxS8
THEM GO TGO asz2a

SEER LET Kk={URL 1i%-1)3:x2+1

A588 LET Tz i iu+b k)Y 22, 2+C (k) 222
SEE7F@ IF F=1 THEN FRINT fFLASH 1; 7
Fasitive”: GO TO gSaa

SESR PRINT negaltive”™

2298 GG SUB 15@&

ARGS IF INKEYS{»"'"” THEN GC TO &85
a5

RESG 8 TO 83166

TASZ LET FfFlL=n

FTESS LLE7T &e=g-5@

Faia FPRINT "Bgarings.: ™

TRITS G SUB iced

FTE28 CIRCLE 48.,.24.,18

TE3IG PLOT 49,24

FR4@ DRAU &, 1
FAS@ GG SUR 1SAR

FHEE PRINT AT 16,16
7888 PLOT 4@,24

TROR DO 16

£
£
]

7ipe co SuB isee

Fii@e PRINT AT 18,18; “aaa”
FiZ@ PLOT 4@.24

Tii@ DRAU @.-i6

FTITQ GG SUBR 1588
Fileg F‘?‘INT F—‘zT E“@ 16 rige”

TO
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3 PRINT “The IT us =51 L
a8 LET 2=-I1883xRND
2 GG TO 811@&
3 PREINT CHiFN a8} ;7: But th
= the stars-"
?n @ PRINT "The ";Z%;" missesd us
S7ED QRS TOD 8iie
2W_/2F SETR 0P Sk .TSeat tage™ ;7L
1. Loohu,"Checkout™, “FTuiu"
FEID DRTE 1,8, -1.,1.8.31,31,1i.,3.6.;
i‘w“l_’a‘a“i,"‘i;".
Q4@ LAaTAa "Glek”,"ulian”  "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.

Balow this 1is the surface of the planet
McClariana (named after tha  intrepid
explorer 0. J. McClaren who discovared the
planat in 2068). 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'va been provided with a
thrust button, to allow you to high tail
it out of there whan tha going gets too
rough. The game uses lots of sound and
color, plus some rather clever UDG's.

g 2 EE E m =
E = ?igg%; 2
N

e;v‘f:;i »* - 3

e R B
T .~ —— e em m R EmEmIODSETE==

S-SHIP LEFT E&E-SHIO RIGHT
& -THRUST
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58 PRINT NT 5.131; BCORE ;30
87 NEXT I: REXT N

88 FOGR N=-2Z8 TO S& STEF 5: BEE

P .286,N: BEEFr .81 .5@-8B5 N}
BEEP .RBEE& N sZE: NENT N
88 CLES @ &0 TO 18
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THE LURE OF
THE MAZE
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ABSOLUTELY AMAZING

We now Llook 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:

When prompted to do so, enter any number
between two and 23 to see the program in
action.

10 DIM agi929eg
28 DIMN bFH (9998
3@ INPUT s

48 LET {=INT |




LET w=INT
PLOT @.08
DRAW t.0Q
DRAa &, w
DRF’;L! ""t I e‘
DRAW @, ~w
LET X=s5
LET us=s
LET Z=1
3 PLDT X 2 9
i4® IF {(POINT
§-S1 +POINT
Y4
i5e

LI R 1310 0 -J O () pu
GEESEHRAG G

B bt o3 ot s

T=x -1

LET

00~
MUY
P AT R
A Z 4

IiF P

(X, U+s
THEN GQ TO

IF z=0 THEN

(178,33 #3

%

2]

i

0

I
AEZ VD a0 Qw4
“ W B e~ @0

2
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Mangled Mazes

There is no reason why the walls of the
maze should be at right angles. Here are
four MANGLED MAZES progrsms, which use
walls at odd angles:

-— e et

i@ DIM
28 oI
INP

o
%
7]
0
Jf]
0

(B

I 3

4@ LET t1=INT 1284./582}3¢c
Z@ LET w=INT 174,81} %s
EQ PLOT &,

72 DRAL w2 w2

T2 DRANW —ns2,me2

T4 DRAN (t-w) 2.0

TE DRANW w/2-5, -~ S22E
T& DRAW wsER-S nl2-5

S0 DORPW (t—w) #2,RQ

S1 DRARW —~uwr 2,-ws2

832 DRAW w/ /2, -ws2

£4 DRAW —-{t-w)-2.,0

36 DRAN =248 ,w0s.2-5
33 DRAN < 2+8 ., -2 28
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S8 DRAW ~{t-w) 2.8

210 LET x=3%12

IZ@ LET u=s=*10

i1Z2@ LET =31

3490 PLOT ™ g

AT® IF (POEINT imas .yl a -

i »E >
CHYFPOINT (X ,4u+s8) +£801NT

1

DIN af{ggoon)
DIM bg {939
INPUT = _
LET t=INT (28&8./8.
LET w=INT ({(178./58]
PLOT @.8

DRAK t.,@

ORAW @, w

pRAM -1 .6

ERAW @, -

LET X ==

LET ¢
LET =

A I f SR g e 010 g
53 0 S5 B S 5 TV o o 1

Jost

B
r‘\-
.:.
4

*£ Y APRINY f
FE£ 2 HPRINT
TS 28R

-
HaDn

i

Fiim
D%y

minin g

cad] et

B g bl
pd

e
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THENM

(X 3C , 9+t

5 o, o, T o o 0o
323+N%+
e by b oy oy

LET 9=ra&
F POINT

I@DLLG

Laaagaa@a
5q33912345:5 X

Aii \%.}714§
h
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LET qQ=INT (S8R {(tet-s£33%3
PLOT X,y

FOR ¢©¢=-t TO t ETEF txZ

IF X+Cr255 OR x+o o THENR GO

2.

3
B -

INERRIVE YT IVEARIY

AR AR R

@4 LY
BRBELARE

A1

IF POINT ({(X+C.uX=0 THEN &GO

FOR ¢C=-5 TO 35 STEF ¢
[=1o gg X+£>288 OR X+ @& THEN GO
“\ 0
T8 FOR d=-9 TO 9 &TEF giZ
8@ IF u+d>1TE OR u+d e THEN GO
o 500
SO IF POINT {(X+T . U4U+di=f THEM &
TO GG
A8 MNEXT d
i NEXT <«
Q8 LET Z=zx-1
18 IF z=p THEN &STOP

LET x=C0DE agf({x:
LET u=CODE b%({z}
G0 T 1006

LET a%(z=CHRS$ x
LET b&$(Z3=CHRS$
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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 lLeft hand corner and
are trying to get to the bottom right hand
one.

The first one to solve the maze is the
winner., Delete lLine 3448 to make it a real

time game. 2120
1@ DIM ({23, o358
1z DIM axildal
id4i DIM bsilaar}
28 LET x=123
5@ LET 9=1F
’*‘S FoR wod To =22
=3 ® =3 22
(=) LET CcHiw) =" HIARRELRRARREBRER

:gn##n########## "
T NEXT w

108 LET i, wi=" " _ .

i@ IF c$n.+3 3 3] =“K"" TR RN -2,
wiz"8" QR CH K, Y4+2rX="8" O %X,
u-2y ="R" THEN QO TD i&%%

120 LET 222 -

IR@ IF z=2 THEN GO T 280w

14@ LET x=CODE asgiz!}

185@ LET y=0QDE b2

i858 GQ TO 1@

108 LET ag%iz)=CHRY% =

igld LET L i{zZ) =CHRS g

1926 LET Z=zx+1]

Ig3@ LET r=INT I{RpDax4}

iI&i& LET c=fr=@¥—tr=1%

I88@ LET Jd={r =2} - {r =3}

iged IF c$lx+2*c,9+=+d\=” “ THEW

0 TOQ 1a3a
1878 LET cHFiN+C.Fadl ="

19080 LET (M +2FC , 932380 =77 7

1o LET a=x+3*c

118 LET u=yg+Z%d

111@ G0 TR lea

ZAHY FOR w= TO 22
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Z21@ PRINT INK 7, cf%iw.=2 TO :
Za2R NEXT w

ZH3@ PRINT AT 1a.2%9;7"%"

SR LET a=1

3088 LET p=1

Za08e LET u=l

FI91@ LET u=1

ZIQ18 LET g4=1

ZE16 LET wv=1

IE28 LET = =2

2525 LET 1=0

I12& PRINT RT x,y;"7#"7

Z11Q LET z$=INKEYS

Z12@ IF &%= THEN GQ T J1ag
13 LET C—\as—“‘“\—t;s—"?”é
314@ LET d=s(Z2%="8")—-{ZF="8"1}
I1e@ IF SCREENSE (N0, 234} =R Thi
EN OREEP 1.8 GO TO ?bﬁﬁ

S1TE8 PRINT AT x.uy."R"

ZI13@Q LET MN=x-+C

S12@ LET y=u+d

I2AV PRINT AT X,y "%

Z21@ IF N=18 AND y=202 THEN JTOF
352 LET s=5-~-1

270@ IF s=-1 THEM LET & =3

ZSA] PRINT RT p.q; B

4208 IF &=4 T M LET &=t

4218 LET ((={s8=%} «{& =31}

4220 LET d=({8 =@} - {5 =21}

F_aI1 IF “CREEN$ (P30 . 33dd ="R" Ti

EN LET s=s54+2: 3Q TQ 4888
A58 LET p=p+cC
*OEB LET qQ=gq+d

288 PRINT AT p.q; 'G"”
SAT7R IF p=12 AND Q=29 THEN JITOF
=528 LET t=t-1
s7Tae IF =~1 THEN LET 1t =3
S9@@ PRINT AT u,.v; “W°
S8 IF t=4 THEM LET t=n
Z81Q LET c={t=2}) ~{1 =22
S@28 LET d=i{l=1)~{1=3}
5938 IF SCREENS (u+ciwgﬁk=“a" Tt
EN LET t=t+2., 8Q T 88gE
Sa58 LET =i+ :
A208Q LET vw=v+d
SBES PRINT RT u,.v; Q7 _
s@a7a@ IF yp=1e ﬂNﬁ v~29 THEN 37TQP
S8 GO TOQ [}ia@
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Wall of Suspense

In Fhis 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.

A8 LIF g iZ3 ;33
12 DIM af{1aiBE:
14 oIM bFLIOB)
28 LET x=1F
=@ LET u=17
i@ LET =z=1
SR FOR w=2 TO ZZ
S0 LET cdiw) =" Hpgsgiunassgssagaay
sHEgggsLgsgsssgEe v
T NEXT u»
if® LET cogix,.dgy=" " -
119 IF c$ix+2,.ui="8" OR c&ix-Z.
GiI="8" DR CHEIX. W+ ="8" O TELN .
g-Z1=Ug" THEN GO TO 2T
128 LET Z=x-~1
138 IF Zz=0 THEN GO T ZO0¢
248 LET x=C0ODE as$({x;
1S9 LET u=C0DE b§${X:
Aie® GO TO 108
1990 LET 2% (Z) =CHR$ x
1510 LET b& (=i =CHR§ u
1328 LET Z=Z +1 .
AR LET r=INT {(RND x4}
%48 LET C={r=G) ~{r=13}
iSd LET d=({r=21 -{r=5}
T S88 IF cHIXN+Zec U+EEdFr =" & THEN
GO TG 19058
IDTE LET Cc$ix+C bdidi=" )
180 LET c$i{N+ZxC,y+Iedi= "
1E80 LET X=X +Z$C
31100 LET u=4+2s%d
1330 GO TO 1680
=008 FOR w=2 TO 22
2210 PRINT INK Tiocgim 2 TO 3
=020 NEXT o
Z@3Q FPRINT AT 189.5D0 0N
908 LET XxX=1
SI80% LET p=1
3210 LET =1
2815 LET g9=1
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BOEEAHEE
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LET yu=4d+d
PRINT AT x.,4. " #"
IF X=41i%9 A8N~ND U
LET s=s5-1

IF s=-1 THEH
PRINT AT p.9.
IF _s=4 THEN

B
2
8 LET X=X +&
@
e
S THEN STOF

1]
M s
-1 0

-
1]
]
()

-

N
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P
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HRE R
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mim
4
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20D

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 "8" to go
up a level and "4" to descend. The msze is
invisible, but you cen delete line 2000 if
you want to see it,

You have to get from the top Lleft hand
corner of the lLeft hand maze to the top
right of the right hand one.
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HEGddEERER HEBGRHERERY aaaanunua
BYE wng & Eedibeded
= 8 unuuuu#uﬂ
=5 # n b-3:-3:3-3-3-3- 30 #
brR 2 $:3:3-3:%.4.3 pag:2-3-3:3-3-%-%.] ® aryHL #
8 # 8 nuagnny
gREEZEE B Haguaging ang shRghun
8 k4 8 B i pun - -2 i
#ug grnas gRugraan & ranRn #
& - 4 -4 B8 wRBRR ]2 & 8 1
# HER O # 22 2-3-3:8-2-3-2-1 H g v u
¥ B R R ® B Rgran " B
# HERHEE R =X 3 %% %3531 BREBRREAR =
g 3 2 # BREHE # HAR 3 k2 -4
¥ RREEE H HRgRBERHR H 8 BHHR B
B " - 3 #un 8 gk 8 & a2 n
gRERRERER E-$-3:-%-%:%:3-%-3-3 2 /YR BEE
# 8 7 s ReRk 8 - 3 ® &
8 aannnuu geninrgur [ ﬂ##ﬂﬁ“n
# BRERKR #HER -3 RAE
nnannna## p-3-3-3-3-2-3-3-33 ngguRrRii

IR OIM S 7. 20,1332

28 DIM ag il

3@ DIM b (l1aR)

48 DIM cHiaad

EQ@ LET x=B5 ‘

£8 LET wy=21

T8 LET z =R

3@ LET w=1l

aQ¥ FRR a==2 T B8

1R FOR b= TG 22

118 LET dfst(a.bl=" mRRfagraayyg "
12@ NEXT b

13@ NEXT & _

14& LET dEix . g,y =" 0"

15@ IF d3 (X 42,9,z ="8#" QR JdH13~-
S,d,z1="8" QR df(x,y+2,z2="2" QR
dEix,u-2,z1="8#" QR JdHix 2,32} =
@Y O OR d$i(X,Y,.T-FI=THY THEN GO T
1888

ise LET w=w~1

178 IF w=@ THEN GO TO Zgda

18@ LET xXx=0Q0DE agiwl

182 LET y=C00DFE bl

2@@ LET z=C0C0L0F cHiml

218 GO TO 14@
I990@ LET agiwl) =CHR%$
1@1@ LET bS$iw) =CHRS 4
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I92% LET s fw) =CHRY$ =
i183@ LET w=uw+1
ALY LET r=INT (RNDrs5}
1&8@ LET c_tr—ﬁ\-\ =11}
IQG6Q LET d={r=2)-{r =31}
187 LET e:x‘ —-.'t.) -V =5
@88 IF df(x+42%C ,932+2z3d,T+238) ="
T THEN GO TD 1@4@ .
1998 LET Jdfi{x+C.y+d,23rer = " .
118Q LET df(X+23%C.,4321d,ZT3:2%€d =
13113 LET X=x+2%C
1i292 LET yYy=u+2%d.
132 LET =2 +2%e
1142 GO TOQ 14 ) _ -
Zaa@ BORDER @: INK &: PRPER @:
Z281@ FOR b= TL 20
S22 PRINT J43:13.bY.
Z83@ PRINT dJd&(4.b):
2940 PRINT dgi1S.b, TO 1w
=ZET® NEXT b
2088 INK 7
Z18@ LET x=1
Z11l@ LET uu==2
Zi2@ RPRINT ?Z lg,iaq N o
Iaan RINT RS T A
2222 TEINL,E-BND giRa TaAEh aToe
3028 LET = INKEY %
Bgaa IF z$§"' THEM GG TG ‘3&?‘:3
540 LET c=(Z2g="6"1 -(z%="7"1}
asS@d LET d:xz$—"q“%—x*$—“=“%+11+
THE=T2"] -—(z$ "Y1
S8 IF y+d <@ THEN G0 TG 3gsa o
&8 IF ﬂLREEN$ (X+C,33+d) =" Ty
GO TO daza .
7@ PRINT AT x.4,; "B
S& LET x=x+cC
A9R LET qu=y+d
1@ QQ TO 3R

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 Lleft hand corner of the maze to the
bottom right hand one using the cursor
keys. Delete Llines 3070 and 3075 if you
don't want to leave a trail.

nﬁ####n#######ﬂﬁﬁ###############

H
nsﬁ## gunuy - SR S
5 # B CEE TR
I G P SO prERERL aagad B
5 8 8 # 8 # u# #
% Bunnh # 8 neund new B om B B He
8 ' 2 n LI
B Busunad ssend nueRg @ o2 R gaw

#8288 @

g . uunn#nnﬁn # # 8 nuangng wa
7 8 # nr 8 #
S O S #un B B B REAVBEY
& & 8 8 # g 8% #
B Bul B unBauaed anbanen B oann ow
g # # i 2 2R 8 #
§ OB #8E 8 aounang ssg o8 o #oR oaan
8 § 8 # & #8 o8 8
gagns & gan sEmpnanal wanad 2 0
# g
g ka8 8 8 #nngnnung naﬂ## RRRRRR
g # & #

CLERR S9323992
FOR a=50008 TO 68155

=
&

& RERD N

& POKE a.n

1@ NEXT a

is DIM cH (45,68
=@ DIM a% {10007
25 RANDOMIZE

=@ DIM bHE(10007
4@ LET x=43
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PRINT FLASH 1;AT
IF p==3 AND Q=33
20, 38; "X

i

GG

#ﬁﬁ#ﬁﬁaﬂﬂﬁﬁﬁﬁ#ﬁ
8 ﬂﬁ#ﬁﬁﬂk&ﬁﬁﬁ&#&kﬂ#

(98 (99

THEN

-

#
(4%

Xty T ew

THEN PRINT

@ LET T&=INKEYS$

& IF xE="'" THEN GO TS ZBEE
@ LET Cc=(Z&="6"3 —{TE=""7""1
S LET d=(x$s="8")-(xg="5"}
@ IF SCREENS (X+C.4+87="%" TH
S0 TO 326

& PRINT AT x.4.:"B

& LET X=X+¢

8§ LET ys=y+d

8§ IF U= THEN GO 3UE S0
8 IF 4u=31 THEN GO SuUubB 51006
@ IF x=0 THEN GO SUEB S20@
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IF x=231 THEN GO gUE: 5&33
F‘R‘INT FLARSH 1.AT x.4 E
IF 2@ AND 4=Z0 F(NE‘ P=25 &

=33 THEN STOF

GO TO S010
RANDOMIZIE USSR E0H=1
LET u=u+l

FOR w= TQ 21

PRINT AT w.@; csi{p+w (g}
NEXT @

RETURN

RANDOMIZE USSR oo
LET Y=uy-1

LET g9=49+1

FOR w=g T Z1 ]
PRINT AT W.Sl.csip+9,9+3217F
NEXT w

RETURN

RAMNDOMIZE USSR &&3131i

LET X=x4+1
LET p=p -1
PRINT AT 0.6 csip,.g9 TO J+53

RETURN
RANDOMITE LSRR &£684 3
LET xX=x-1
LET p=p+1
PRINT /8T =Z1i.&:

PETL:RN
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332@ DATR 12l1l.23@,7.354.1.32.3&
a33@ DATA 151,18 ,.43.27.16.241.13
Q34@ DATA 40,21,121.838,7.354.08
SEZS@ DATA 40,24 ,254 ,.7.533.,.325,J13
S3E DATA 17,8,V 167,327 .82,209
QE70 DATA 24 ,215.208.,235.21,.37
Q380 DATA 124,284,782 ,.300,34, Eﬁ}lm
Q3380 DATA 229,5858.0,7.235,167,237
2400 DATA B82,235.22%5,34,213&

This is the BASIC version:

1@ DIM S {45,652

20 DIM 3a${(10@8@): DIM bE{100B}

40 LET x=43 LET u=565: LET z=3i

TE FOR w=2 TO 44

S8 LET cHinw) =" HI8s8880888888s
HERBEESSIMSESSSSa i ddsssssgns
HEREHBTIIAIIBLHEIRE ' HRERT @

188 LET cSix,y)y="

11@ IF CSIN+2,4)=""8" OR CcHix- E
S1=""8" OR CcHix. U+21="8" O cEix.
4-21=2"8" THEN GO TO 18&886

iS50 LET X=z-1: IF Z=00 THEN O 7T
o 2000

3148 LET Xx=CODE asgizi:

158 LET yu=C0ODE bS(ZYy: GO TO L858

220 LET a%{z) =CHR% X

18 LET b&lz) =CHR$ 4: LET x=zx+i

230 LET r=INT (RNDx4:3

40 LET cC={vr=} ~-{yv=3;

IS0 LET d={vr=2) —f{i=35%
i9ed IF CHixkx+2¥c, b4+ xrgi =" THER

SO TO 106
IB70 LET CcHix+o,d4d5 =" -

IGE80 LET CH{xX+2¥C  Uu+ZSegi="" o
1990 LET X=sx+2#%0: LET uwu=ygeZerg
111@¢ GO TO 186

Zead LET X=1: LET w=4i:. LET p=Xx
S@18 LET g9=2: LET C&H{435.&35="X"
ZE2@ PRINT AT 0.6;

23188 FOR ws=p TO p+Z21

211@ PRINT c$f{w,q TO g9+51s

Sa5a NE?&TNFLREH 3.AT X . u:"s
S0 PR X SUNED
3@10 IF XxX=20 AND 4=3@ RN& pP==25 H
MO =33 THEN 5TOP

392@ LET I %= INhEY$

3IR3Z@ IF z&="" THEN &GO TO S0Z0
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S48 LET cC={ZF="E"F ~{xF="T7"3
S950 LET d=(x5="8") ~{z&="5"7

3888 IF SCREENS (X+c,u+d¥="§" TH

zM GO0 TO 3820

IGTO PRINT AT x.u4; K-

IQTE LET cHix+p.u+ql="F

ZQSE LET X=X+¢: LET d=u+d

3129 IF u= THEN LET u=4d+1: LET

3=g-3: GO TO 0506

3139 IF U=31 THEM LET 4=u-31. LET
F=9+1: GO TO 2090

23140 IF X=@ THEN LET xX=x+21:. LET

s=p—-1: GO TO 2080

1858 IF xXx=23Y THEN LET x=x-YX: LET
o=p+l: GO TO 26050

3318@ GO 7O 50006
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Rollermaze

This maze program was written by Neil
Pellinacci. It was written for the 16K
computer., It witl 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 Llives and you Llose one
every time vyou collide with a chunk of
maze to vyour 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.
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ROLLERMAZE hss five levels of difficulty.
I suggest you start with Level one, then
took 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 foltowing, and remembering to
VERIFY after SAVE:

1/ Type in program one, the machine~code
loader program, and run it. You should get
the message 'O GSTOP statement! if the
program is carrect. Now save this program
on tape as you may need it later.

PROGRAM 1...Machineg Code
5 REM buyi=2 pokayv
1@ PORE 23669, 186
S8 CLESR 31ogs
3@ RESD adgd
48 READ byts: IF Luts=-1I THEN
S0 TO 38
= IF bute =809 THEN STGF
58 PORE add.ouyie
78 LET add=add+i
aa o TO 48
1\ DEHTR 32885,33,.30 .54
125 . 55,168 .54;,285, 188 328
4,864 ,385,158,135,33,1385,64
2, 125,33,182. 64,205,208, %
@, FT2,i7,32,8
119 DHTR 205,2068,125,238, 2
JARS .. 25,205 . .200, 125,235,208
2%
12@ DATA 25,205,200, 135,32
1SR, 125,25 .385,288, 128, 25!
@,312t
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When the program stohs,

2/Type RUN again.

and
the

remove the program,

NEW to

type
nothing

still need

you

else, as

machine code.

two

program

3/ Type in the main program,

which fallows. Then save it directly after

save it, use SAVE

To
"ROLLERMAZE" - do not use Line 9600 in the

pragram.

ane.

program
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FROGRAM 2...Main Gawe

I RENM £ Rolling Mazs ¥
Meztl Petltiznacos

S8 O : LET @F="ENTER LEUVEL ©
F ORIFFICWULTY i-%3°7
18 INPUT (8% LEY

X
828 IF LEW<I OR LEUrE

R LEVCT

NT LEU THER LET Q5=T"ENTER 82 uHOL
E NUMBER, 21 T S5V": L T gaig

S3§ POKE 3235S51,8: FPORKE 32Tt5&5.1:

PORKE S25E57.1: FPOKE 32065.3

S8 BORDER 2: PRPER 7. QLS

S1@ PRINT AT 8,8;: PREPER 2; INK
P THE ROLLING HEEE

S22 FPRINT 87 1.8; INK & £=
B;UvTINE:r @ LIVES: 3 SE
(5015 Iy

S3IW® PRINT INK &, PARFPER 8, OUVER
;87T 3,8 "gT 8T 3,37 0N ;HRT 1,87
Sl

§iﬁ{§§INT AT 1,29; P&PER &; INK
=

958 PRINT AT Z,8; INK 1:S$: 8T 2
1.8;5%

96 GO SUB SEOB

1QOS INK 7

1@1@ FOR R=4 TD 20 STEER 2. PRINT
8T A,2: DR sa iR
=L NEXT

1@38 FOR A=1 TgQ LEU: FOR B=2 TO
S8 STEE 2

1240 LET B1=-INT (BRRDES: +3: BRIN
T AT B,B1; "8

1858 NEXT B: NEXT &

iR6@ FOR B=1 TO LEW: FOR B=4 TO
28 STER 2

1678 LET Bi=INT (RMND#Z0: +3: PRIN
T AT B5,81; INK 2;~ =

183@ NEXT B: NENT 8

1D8Q FOR B=3 TS 26: SRINT 8T =®,D
; DUER 1; INK 2;5%: NEXT 8

118@ INK B: RETURN

1988 &0 SUB B&e '

1916 LET LIVES=3: LET T=8

Eg@&l LEY FIMN=21l: LET L=2: LEYT U=
1

2018 PRINT AT 1.£. PAPER @: INK
6;T:AT L.C: IMK =Z; PRPER ;™ &
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2@/2IR LET A=URR 3238 IF A=% THE
N gQ 70 23z

22T IF A=l THEN IF L2 THEN IF
SEREEN$ (L-3,03 > THEN LET L=L
238 IF A=2 THEN IF L:iZ31 THEN IF
STREENSE (L+32, 0¥ <2 THEN LET L=
i+3

2E3IT LET C=C+{A=4 SN D31y -(8=7
AND C»@)

2248 IF SCREENS (L ,Ci:=7"" THEN LE

T |R=UCR 3I2SSS®:. GO TO Zigd

2858 IF L IN THEN PRINT BT .,T
;O IMK 1:vA&T: LEYT T=T3l: oo To 2@

:‘0
1l
1y
b
-
.
fi
P
i
m
’ln
b
o
i
iy
¢1

2 2: FOR A=48 TO -~
28 STEFE - SEEPRP .884 .5: BEEFT D
@4 , 8-318: BEEF (B84 .,.38-3: BEE i
2L, 38 -[/-15 NEMT 8. MNEXT B

2838 O TO =2z

[IDT LET LIVES = IUES-1 PRINT AT
1,189, PRPER @; INM &1L IUGES

21318 IF LIVES ) THEN GO TO 2509
élg‘appnzm 87T 6,8; INK j1:5=z2;/7T 21
5,8;1

1.
" 11 VGEMNE  GUER®
214@ F5R R=1 TOD 25&: LET B=USR 3
23R@: NEXT S
2isS@ FOR A is
TO 4088

I T

=28 FOR R=1 7O A0 IF T irRig:y TH

EN 3C TO 2336

S218 NEXT H: GLH TO AgEs

2238 FOR B=-8 7TO & STEER -2 LET H

(B+31} =H({B}. LE HEIB+i: =Hgi5: N

EXT B

224 LET HiIR} =7T: INPUT “PLEASE T

YPRPE YOUR NESME: T LIME NE: LET Mz
+33 =g

H

{(RY =DF: LET HE{A, TO LEN NE

=280 GO S5UB SHBRB: GO TO 4678
L1288 BORDER g: PRPFER &: CLE : RE

4216& D SUEB 5198 LET INK=5: GO

SUS 45808: REM TITLE

182V FOR C=31 TO 28: G0 3uUZ a588:
IF CHR$ PEEK 25556="5" OR CHRS%

REEE ZIZTEEG="K™ THEN GG TO 438
2838 NEXT ©
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4048 GO SUB SROG: REM OPTIONS
40858 FOR C=31 TO 2@0: G0 SUB 4580

IF OCHR$ PEEXK 2E8558="5" 0OR CHR&
PEEK 23556="HKY THEN &G0 7O 4108
4858 NEXT C

1278 G0 SuR SSH8: REM HI-DCORES
AD3& FOR B=31 TO B3 IF CHEZ FPEL
R 2E556="5" OR CHR$ PEER Z355&="
K" THEN GO TOo 4i00

4838 NEXT A: &0 TQ aA888

41898 LET R=USR 3250€: IF CHERf PE
EK 20T5SH="2" THEMN GO =up a=sge: ©

2 TQ 1Sa6

3138 GO SUD 4200 GO TO 4588
4280 FGR RB=1 7O S4: LET B=USR 5Z
BSOH+USR 32488: NEXT AH: BRETURN
435380980 REM CHENGE KEYDS

4518 INK O: BQRD‘ER &: 8RpPER &: ©
LS : BORDER 3

4315 PORE 3255 v, 3 PORE 4551 i
: PORE 32B5855.,1: PORE &3555

4328 =SRINT FET 1.3€; INK N "RE{‘EF
INE !‘IE‘:"S"

AJ3R PRINT - IMNK 1.7 FRESDS YOU

R NEW KEY WHEN ERCH" "Tab 9 UEROM
BT \ARPEARS™

AR4E PRINTY - IMK 2:TAE 11;: 2aF
ER F;upt .T8B =i

4358 LET K=PEEK 23550B: IF K=25%
THEN GO TO 43%0

43658 POKE 32311.,K PRINT PRPER 7
s THRE K
4380 LET HS=uUEZx 3I28TSQ: FOR &=1 TO

158: NEXT A
4.3 "‘@ FRINT ° INK 2:TEE 1i1: PEFER
s TROWUNT I TRE 21

4-'*8@ LET K=PEEK 2535S56: IF HK=255

THEN &G TO 43589

43968 PORE 32319 ,K: PRINT PRPER 7
CHRE K

4395 LET RA=USKR 32550: FOR A=1 TO
AS@: NMNEXT R

44.2Q@ PRINT - INK 2:T7TRE 11; PARPER
FIUCLEFTY;TEEB 22

1118 LET #=PEsK L2aSS6: IF k=255

THEN & TO 4418

4420 POKE 32327 ,K: PRINT FRAPER 7
c CHRE K

4425 LET A=USR 32658: FOR R=1 TO
15@: MNEXT 8
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2438 PRINT * INK 2;7T&E 1i1; FAPER
TIVRIGHTT TRE 21;

44480 LET H=PEEK B3EB&: IF K=2BE
THEN GO TO 4448

145@ RORKE 32335 .K: PRINT FRPER 7
s OHRE B

43858 LET H=U3R
IS8: NEXT =B

1
i
n
il

2468 S=INT INK =2 :
FIUREBSGRYCITEE i
4478 LET K=FEEK ZzZ550B IF K=25%
THEN GO TO 4478
343838 POXE 325383 . K FPRINT 8sPER T
soHRE K
£48@Q LET =UER IZSED oSG TO 4088
4308 I‘-\}\ INK: RESTORE 4888 FORr
A=) TO 2: RESD 8F: SRINT RT 8.1%1:
NE: N"—'\’r =
45318 FOR A=3 7T . REOD &%: PRIW
T ST B,E;A8: NEXT &
A528 FOR R=7 TO 1i:. REASD &§ fRI
MT AT &,14;8%: NEXT &
AE3E PRINT INE 7,857 B, I Urigien
DUV IRT AB. 4 TNe: LTI AT KB=200 S as =1 - 4
L inacoc: ¢
AF4R LET IMM=TINKs1: IF INH=8 THE
!d LE':’ ‘?a{?\-—‘?
igg‘i rl::&};. =3 F(ET-.JQ&
h@ }-i H b b
45i@ DaTs ° § =
45628 oHTH &~ F v
1838 DATH "o s e = === =& =
il
igs4@ vATA 8 BER FE O E F 2
=§?5§@ DRTR P E E§E & F ¥E=aE
2688 DpaTHE v &= B EeeE SEhEE DI SN N = B

R
ABTE DETR O

LiF 3

<58 DARTA & E%
1598 DaTA o

47@@ DaTA é:
i7i@ paTA o

SEAR REM DPTIﬁN"‘"‘
S@218 FOR A=1F TO Ei: FRINT @Y A,

Q. 3F: NEXT &

T2 IRNK S: PRINY AT 15,13 TEPRES
ST ART 1?,1@5 BRIGHT 31;78"; BRIG
qHT @; " TO STARTY ;Y 19,7; BRIGH
T 3; KT BRIGHT &; ¢ To CHANGE K
Ey3s®
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SRR RETURN

Si@@ INKR &: PRINT AT 15.9; "GAME

CONTROLS" ; AT ;t= LEFTO;AT 37
.22; - UPSIaT 16.6; - RIGHT™AT
i3,21; "~ phun:

S£11@ PRINT BRIGHT 2;&T 17.4;CHRE
PEER 2327 &7 17 .28 CHRF FPEEXR 3

2311; AT 1&,4:CHRE PEER S25335; AT
15,20, CuRg PEER 52319

S12@ PRINT AT 21,11; BRIGHT 1i;CH

R3 PEEH 32343; BRIGHT a;" - RBOR
13

S138 INK & RETURN

o528 BORDER & FRFIER @ LS @ IN

K F: BRINT AT @,56; INK &; BRIGHT
i:"TODRY 'S BEST SUTORESS

S5le FOR @A=1 TO iB: PRINT ‘" " R

ND_RA<>1@:R: ©  “iHEAY S L iH
NEXT A

SEIE PFRINT @&, INK B ™ [

RESS “: BRIGHT I;"5"; BRIGHT @;"
OR " BRIGSHT 1; K™

SS2@ RETURN

SPRE REM JINGLE

2P1@ RESTORE 54006

S@2@ READ A,B: IF A=9% THEN RETU
AR5 IF Q=58 THEN DRUSE =:5: &GO
=

SB3@ BEEP B.3.B-5+LEU: GO TO 502

€,.58,.3,4, .
o =
b=

13 N ‘: - 2 iS. 3
2ii6 RaTa‘ca 18

Si32 DATH .4.18,.4 12, .4,8,.2,9,
5458 DATA SB.20..S5.8..5.4

559@ DHTAR 9.8

ZREH REM FORM UDGT

2210 RESTORE SUED: ?GF& 8=USR_ TR
TS USSR "B +7F: RERD B: FPOKE R.B:
NEXT &

03238 pRTH 1&,T 16,134,318, 48,85,

£8,.284.3126, 126, 255 255,126, 126,24

IRTB LET S¥E="

Q88 DIM Hiles

DIt HE{1E; 9‘83
FRATE FOR A=3I T ig:

LET HERI="N

f:’u

EIL PELLINRCCI .
QPRI FOD S=1 TO 1&
HiSY =0: NEXT &8
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QP32 DATA S5O .39 .439,478 . 518,55
§,.399e.5368,728, 1088
F12@ LET D= .o v v cnnan

222@ S0 TO 40806 ,
Q5@@ FUOR Z=32558 TO 32588: PRINT
Z;"  “;PEENK Z: MNEXNT =

sSi@ stoe

QERE SAUE

. »e
=t :
> SBUE TROLLERTULE-LOCGDE IZ8ad ., o8

o

516 SToOPRP i
27a8 CLEAR 31999: LOaRkRD Yoy
G0 T 3066

A
1
v [l
-

Definsg Sraphic
= -

5 .

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 8000

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
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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 8 single
entrance/exit 1is stored in the computer's
memory. The object of the game is to
wander through the meze, 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:

— to move left

— to move right
to go forwards
- to turn around

mon~-~
|

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
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game. However, the treasure is placed in a
random location each time you run the
program.

S BORDER B: PAPER E: INK 1:

s

18 RANDOMIZE : DIM M2y DIM N
(9} DIM MgI281,9): oIN NFEeR,1
&3

& FOR =@ TO 31: READ y: PDKE
USSR “av4¥.,9: NEXT x

@ FOR %=1 TO Q: RERD Mix}): NE
48 FOR x=1 TD ©: RERD Nix): NE
& FOR x=1 TO 20@: REARD M$ix):
SR  FOR x=1 TO 20R: READ N$ix):

@& LET Qg="RRi1": LET P¥="": LE
T L =1 LFT Tr=@: LET x=1+INT {RN

T
8@ LET La=201s(X=1 0OR x=4¢ OR X

;EtDRq¥=?J+81§tx=23+12?*€x=33+1e
;!‘ !{=\.-
SR LET Lb=21%ix=4d OR X=868)+100
F{¥=1) +84F IX=2) +1222 (X =R +173 > (N
=53 + 186 % (X =72

1060 LET Le=Rd43{d=11+SSx{x=2) +12
GFIX=S1+AR13i=341 2117 x=B1 3191 %
ix=B) +1Q89% IxX=F)

119 CLS @ FOR M=3x T9 =m: JIF pMsfs{L
X3 =R OTHEM RO SLIB Mixd

AS® NEXT X

i3 FDR =1 7T

)
¥OTHEN GO BUE N

14@ NEXT |

=Lc THEN GB aue S58. “8<-CRE BRpE
T1E8 LET BicINKEYS: IF As="" THE
H g:g Eg‘rlggugz_ ML TO Rz (ot
T TR IEY i S R Y
- . 91 % (R$="2") +UAL N$ L

N
BTGt FiAK="1")
a

g I; 8%="r" THEN 30 TO 3@@

1
i
1 I

P=08 THEN G0 TO 18e
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200 BEER .08, B LET L
F=QF+ (@ RND Lii@@r+ (=
A3Y +STR$ L

21@ LET P&=P3+AS: GC TO 116

Z2@ IF L=2 RAND Tr=28 THEN CLS
PRINT AT ARG .12; FLASH 1;"ENTRANC
EY”: RETURN

2588 IF L=2 THENMN CLS : PRINT AT
8,¢,"Uelt done, that took you' ;&
T 1@,11;LEN PS5, " moves.";RT 14,6
'"press any key for ancther Qame
«": PRUSE 4ed: RETURN

24@ IF L=la THEN PLOT 1116.89: D
RAW OQUVER 1,22 2: PLOT 13186, ?5 DR
R QUER ¢ 22, B: RETURN

258 IJIF —Lb THEN PLOT 1@, 11%:;
ORAKN QUER 1,54 ,R: PLOT 1BRR . BR: D
RAW QUER 1; 84, B: RETURN

268 IF L=L¢c THEN PLOTY 72,3143: D
BRAW QUER 1.; 11@ R: PLOT 72.,32: OR
EL DUER 21 139

278& IF Tr-i THEN PRINT AT Q.,.131;
You already”; AT 1@.18; "have the
“;RAT 11. ieg"treasure,“: RETURN
28R LET Tr=1: PRINT RT Q.,311;"Yrx
g have'™; 37 1R,11,; “fFound the";ﬂT
11.311; "treaﬁure."

292 RETURN
S8@ LET u=1
21@ FOR n=1 TOQ LEN &% 3TEFP &
328 IF n=1 THEN GQ TO 39a

3R IF P$t9¥—"1“ THREMN PRINT R1;
RT @,6;"”’"

=38 IF P iy} ="8"” THEN PRINT 81;
RT @.,.15; 'B*

QERQ IF PHIvY ="2" THEN PRINT #1;
RYT a.,25; """

IBER IF P iyt ="1" THEN PRINT R21;
BT 1,315; "D :

3I7QA LET y=u+l

I8/ FOR x=3 TO 25 S57TEP S5: FOR =
=X TO X+3 STEPFP 1.5: BEEFP .BD%,x:
BEEPRP .84 .3 +5: NEXT s: NEXT ¥
2Q@ LET L=URL )Fin TO n+22

4800 CLS ¢ FOR X=1 TO 9: IF Ms$IL
X2 =AY THEN GQ S4B Mix)

418 NEXT X

42 FDR x=1 TD 9: IF MsiL,x)="1
Y OTHEN GD SUB Nix:s

438 NEXT X

L

1
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448 JF L=2 QR L=La QR L=Lb OR L
=L.C_THEN GO SUB 228

458 NEXT n: GO TO 168

SRAa PLOT 4,175: DRARL 32, -32: P
LOT 48,0: DRAL_ _32,32: RETURN
Sa@8 PLOT 24.,175: DRAN A, -1785: D
RAWL &, 32, DRAW 48,4 DRRAM &,111
DRAW -48,8: RETURN

=RIB>PLOT 183,143: DRAW 32,32: P
LOT 183,32: DRAW 32, -32: RETURN
SRA1IE PLOT 231,175 DRABW &, -A7E:
DRALW &,32: DRAW -48.0: DRAL @,11
1: DRAW 48,0: RETURN
228 PLOT 73,142: DROW 27,-27: &
LOT 73,33: DRAN 27.27: RETURN
8028 RPLOT 73,142: DRAL 11.,-13: D
"RW @, -87: DRAW —1&,—11: PLOT 8%
JER: DRRAK A1S,8: BRAL &,55: DRAW
-318.@: RETURN
KA3I® PLLOT 155.,115: DRAW 27,27: P
LT AR, 33: DRAW -27.27: RETURN
S@3S PLOT 182.33%: DRAW -11.,11: D
RAt @,87: DRAK 11.11: PLOT i7e.E&
DRAW -15.9: DRAW B.55: DRAW 1
&: RETURN
A3 PLOT 183.,114: DRAYW 18, -319:
O7 181.61: DRAW 19,189: RETURN
4% PLOT 191.,114: DRAW &,-8: DR
@,-37: DRAN -B,-8: PLOT l11@.,9
DRAW 5.0: DRAU 4.-4: DRAL -4,
ORAW B, -23: DRAW -&5.0: DRAW ©
2 DgnuT4i§: RETURN
LLT ligd.’a\i‘?-:ll‘l. DRRL‘ 19; 19.
=

LA DG
TG

u &0

mgu ve

DRAW -19,19: RETUR

S PLOT 154.,114: DORAU -8, -5-
@.-37: DRAW 8, -8: PLOT 14&.9
CRARN ~B,8: DRAW -4,-4: DRAL 4
DRAW @, -23: DRAW 6,6: ODRBL -
,2: DRANW —-4.4: RETURN
SQEE@ PLOT 73,143: DRAL 118.8: DR
AW DUER 1;@,-118: DRAW @, -i: DR&
URﬁaaz,a: DRAU OQUER 1.®@.il1@: RET
S5@68 PLOT 1@1,115: DRAW S4.08: DR
A QUER 1.0,-54: DRAW B, -1: Dnnﬁ
-58.8: DRAU QUER 1;@.54: RETURN

mz
D8

A 0T

"

215



Se7Te QUER 1: PLOT 117,77
:3: PLAOT 138,98: DRRARY -3,
T 138.,77: DRAW -3,3: PLOT
: DRRAW -4.,4: DUER B: DRA
DRAK DUER 1:6,-22; DrAa B
A4 -23,@: DRAW OUER 1;6.2

SR3@ DRTAH 16,48,896,255,82885
L 16,24 ,6@,126,219,54,24,2
599@ DRATA &,12,6,855,255,6,12, 8,

24.24,24,24,210, 186, 68,24

Q8@ DATA S0o6,5810,290, 5020, 500
@, =328, SR4d , SB5, 294

edlig DATR 5@@5 5315,595@,5925 S8
35,5065, 5@45, SO55, 5670

Se28 pRTAR +1iiv, "' ‘Govegosie-
Te1”, oooR1008e’, "G10101 . 01008

G’B@il" "333313131" “@B@@l@lli" : B
Pe@11", "eeePRABle’, “E11", TlnefeD

ge@a”, "i11, “peeleedee”, "101”, 18
17, el vdieie1”, 101", Videsel
Ilaiill llaal.l Ilallll tllai.l

fes@ DATA "ibeepdede™, @11V, 010

@11, "ge@ii@eii,"@11S ., @11t v1e

E3

Dt 401

1N, ried@1i”, vigat, vEeiiit, vi1a”
,v@117, v111%, Yedeiil, “e@dea1l’
ipppeeiil™, bioeedies’, tie1v, i1
17, reedi@it, “e1e1elt, vielt, "1ed@

1@1@1“ “3211“ “aeRleeHIe"
s@4@d DATR "311“3"61@111" *11%

211", i10dlecaR", "Bl11" ., “BE‘li" "19
1",:"11@@11","111“ "Bii" TepEeiil”
PR B PR L S 11@@@1" "110@@@111

sURBRLT, CA@LY, "113@@.‘1" 331,
?3@1@133" I S R "@1@1@91@1" “hi@i

E‘l w1 e 1 1 1 I\
£PS@ DATA "1@Ei1lei",  Geaeicieir."v
fi2RAR2R2QAR_T , 1@l ., “ilaodacaiat, 1@
Ininintcloh G “Bl@i@@@@@“ ‘|11, et
’E‘i";".’lll" 111", "@@B@B@l.‘li" 311
te jema1ia® P “@E!Blll" “B@@‘laai iiv,
;%%é;‘ .‘Bg?ggﬁiag‘. l\?elll I\B@il‘ lll
1t LR " 2 “Ba " “aa
cénggbel” oevaoss
il t@el@dliieans o 133{5@53@1
110220 . "e11, ‘E@@B(‘l@i@i"@

|l111!! |Iaaalalll .‘aa@ilill at A1l "
.13112\1" "BBBBE\@iii“ “3@at, ‘:‘.g§1"' ':l'-
QE\BBBQIIB" *313ii", "BD@.‘I 1® P

PO LR L
1306158 i @e1 LT
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8 LRATA l1agdll”, "2leteddl” ">
Q2 Illal '!1@1.! ..m@ll! ‘1111.0 IIBS‘
'ialalalll llalill‘.tliallt'l‘lmilliIll
"BEBBB@J. ig”,"gll" ,,"gaallioaaR
20211, 1100020026 , "2L0006G1 1
l@@@.‘li" aaadagilit, ool
;é*@@@@@@@“ S'RAR1IA1I1ILY, OB

DATA 11111 ., "11@0el1i", "0
L1111 811y, Ceeebl1l,
! cl;l’iBlIa l'lil.’ '.1@1‘. llallll ll@
"@l 1%, i1, “iceoeeloe
1@1°, "@d1a’, "BBBE:L@@E\J." @il .,

. 5.;.51’41@@@1' S EaRB1311, “li@ieed

ORATR "adalladlilad” ,  'oeeddllid
T28a2dala" ., "BBBBIQBII“ Cloae.
2@, "@1&3311" " 2Re1leReee”, felee
1@“ s "1@@@3@1@1" "B@@BIQBEB“ s

ca@@ielT, Telpéapesi|T , t111”,
1!‘ llaalll \lalill .klel\l Illalll“la
aaadaa " “@@G@al" “BBBG‘.’LBGBE" 2
L, ”\3\31" "\BQBBll"
B:‘LBB LATAH "B@B@BB@B&@BQ", TARRAARD
[EAJVEZL L 20053806886, 92580008
ge26" ., "GE’BBB?@BBBBS“ topReRd4aazl
a3" “aaaaiaeegan“ “@@BBBSBBBBBS
oy "B@BE“’\EBBB@SS" " PORE12000013 " :
“RAR222Q022BAT" , “dpeeoBR14@15"

i1i@ DATA “@aeod110000 16" s 'R13886a
i7a@is SETTITIRSJ L2, CELTARAQAD
15 1 “G'—"BBBQBEB@ES." "BB@BBBB@Q@
ig”, "ﬁ@@ni‘-’@i&@ls" "@‘JSBB@BBBBEE
ToralogiceaedlT., “peeeeBR2182@ " r

38@@@@@@@@24“ L 2EEeERRER2LT

2128 DATA "A2S0R00RREBET"Y , " ak2ad3
E‘BBB@&-" T A0BEORAS6R2G" | ROeADZRRE
Q@31 aeaesostaesst , ragasaaalae
[, “AP0DRRA27B2E8" , "O3S20BRR034
= “BEQB313@@QSB" 333000000032 ,
”E@EBSDBBEBB?" ~g3cenees3sele”
5130 DATA ~P0e00eR34035" » A42808
8438417, "222A53A2AAS2" , "I 7ER
Q[V3IE" L, "A4 0358835, "3R4 50448
46", "AS4 Q0055 " , "A7100007287E
. "@BB@#-?E!E\B@#B“ "@@BB#—‘?B-&S.B&E"
"@49888888353" “fe4046020@15"

2t b

-B.‘.

85 b s 2GRN
e

Gl BRE i 2
KERDE

-
-

Cata iy Qs pan
HBEJ b 0
B LB b
1]
£
B
Q

Bt Sk EIE 0is
W

v B8

'B

a,
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G143 DATA “OOAGDHRAROESLY , "ARDRAE
PRARA4T L OoGRAROR/ASEBASY , “3@@@38@4
aaza’, "81&@0@@1@@39" “G@QG@@BS’@
S8 ., ‘Bilﬁ&&@@@@&ﬂ“ - “EQ@@Q@@ES@E&
kg “@Q@@@LQMQGSS" CASEAARAARAS T
nmhqaa ‘@54'@:""" "@Ql@@@@SB@QQ"
&6l5a DRATH “@@GB@@EE?@EE" i cicislo it
DRABASD Y , O 0DRES" , "B@@@@@@@
Jases" ., “@62@63@51@64“ “BS¢BSE&63@
81, "QB@@B@B@@BEE“ "@669@@@86@5?
- “BSIBE&@bEBEB" "B¢EB@@B¢WB¢¢"
“B@@@?ﬁ@@@@?¢' *laimamaaazaa“
216@ DRATRAR “QBQ@?S@?SG?““ QAT
BZ7AAQ71 ., "121Q@@1=22128"" , "@78@?9@@
%@8@" “B@@BT¢@G@@7Q" "@B@@S:@BS@
(=1~ Gg;mﬁﬁ@@ﬁﬁ&&“ “@rSB:?GB&B?S
o “aaqaa¢mamaaﬂ" "BBB@BB@?B@?Q"
"ﬁ@@@@@@&é@&i“ "QBQBQSQ@BGQ?"
817@ DATRH S REeRARART QRS , "ATIQARE
383378' T2EReaaaaapaat, "@8¢@@BBS
SPgs, "Qhﬁ@ﬁﬁﬂﬁﬁ@B”".“@@@QQQ@@@@
91: "@@@969393333“ 2952220094093
. aaamgieamagg" "@BB@@@@@@@Q&"
@B@@@@O@al@@“ “GQQBQS@@@@94“
glaa QﬁTQ "B@@@B IRE5A84 Y, " AR2RBRE
§QEE§M: pElsintel=Regs e, fr]r = - ALu “333694@9
a@%ql Waulﬁalaql@¢" "@f@@ri@@@@
22 ‘1¢b1¢414f145" “@@G@@Bl@:l@i
"E!E*B 18726 05“ " 1@49@@“ ezl ,
“heRiplnceies . D@@in&m@@l@"“
S198 DATA “1i0000Vdiiliv, "11411ls
11S34A3","20010583000102", "ISSQB@B@
Wl*“":"@@@@@ﬁlllli@“.“@331593391
S1Yv,v116Q0@117216" ,"00R1TIB@QLATR
” "@BBBB@@@@llQ“ "119114114115"3
“ 118115@@@11? e “@??B@BB?E@?S"

SSPBXDATAR "AGRPRR126127" . "aRdR 124
wﬁ@lé?" “i22i2ip00i122", Teeleeoe
21287, “A@R1L Igaaiad . "1«aiaaaaa1
&Q" vapal22i2eiit . QQBBB1351§¢
¥ “1 TRoee20126" ., "101@0@@@@1?2
”%%S@G@@BBiBB" “1289@@1ﬁ9?33
&E2iQ LRATAH CReReER1321231", 'oRA128
ARAAS8Y " 2RAaRA1I3IBLIET"Y, ~ 13500208
gizay, “ 15400000155, “ia7e00006 1
2B, “3P8141000140" , ~bepaeel138139
” “@@@lﬁS@@@l#ﬁ“ "@ER14ie00141",
"1443137145146", " ERRITIRAERITL
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SRR DATAE “10S104R00103", “00@142
GPR143", "PERIADERR143", "14514814
A147", " OPRAISIOPRLIEDR" . "DeR1iE0RRL
adv, 1321153158114, 115215114112
o ARRISLAEEIES ", " ORERERISE 1S,
CARPRRRIS2IES", "PeeERR1SD1SE "
E230 DATH "DREISSPRRISL™, 157000
PERISES , “150000Q0R1E1 ", "16308Rls
4ie3", “isapeepeeisa” , " HrERREIE 11
BBV, vboRilseeeR181", " ODPPRRIGSIGE
s ieasSpoReRRlsT” L 1621653000164 ,
ClEERRVeRRles" , "ORARRRIEQLITR"
G24® DATA “E@@i?:@@@l“i“ “apoRRee
1671687, 170BQ@0RBIES", "@0811711
118", "aaai?qaaa1?ﬁ" “1a71453467
=3-v3-" ' 1?8@@@1?91??' E@@l?t&@@@l"ﬁ
OPRITEORB1TS Y, " o0e152008183 ",
T ER@1810001808" , 1T FiTE0ERITI
E250 DATS ~Gofigiiczion:. “aasind
22185, "RPR1ITOITPIFE ", "Ii8E 15700
@188, "OPRLEZQOR1EE", 100002000 1
gg" “ARA1S4BRRIAS" , "HOR18500R 154
- iavepBissise ", "OORRRBI011D3 ",
B3P ERRRRRRIA3" . “GeReE1Ea10a
S26@ DATR " 1920000@6131", " 106000
BePiDV., "epRiE518E1E8T ", "bogin00e
2198, "Pee195000194" , "DpRPEPRR1971
Q8™ , " 0PePRBRRRReR " , “H0e 195000195

t

.

Three-D Maze 1l

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 8 full maze.
of it in action:

Here are some shots
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Your object is to move from the top Lleft
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.
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SAIQ IF (S (MNISkPIE . R4 2r ="
THEN PLOT A158-k,8831.: 080tl 234 ,8
PLOT 128k .88~-1L. ORABY Dak 0. &

T
=12@

SI3Q IF CH{X+J¥Pp—-Q,Y+rjisxqr22pol=88"

THEN PLOT 128-X 8821.: ORI 04, ~
o4 DRAW @, L3322 DR\ -rd, ~1
4 GO TO 3184

FZ14Q PLOT 128-Kk ,88+1 334 DRAL &
J4,8: DRAN @, L3372 DRAW -k o4 8

IJ18@Q IF CHIXFisP+q.g+risg-pl="0"Y

THEN PLOT 128+k,88+t1: oRRU -4 o9
-is4: DRAW @, -Lx3.-.2: DRAAW Rod, -1
~4: GO TO 3i7e

3i16@ PLOT 128+k .88+ 13,4 DRPLE -~

KA4,0: DRAW @, -1#3-2: DRANM 4,8

3170 LET k=k*3-4

189 LET L={x3-4

Fig@ G0 TO 1iie

ZZ2EQ IF X+ j¥p=E1l AND Y+i%3=21 T

EN FPLOT 128-k.88+L: DRAN 3y ,-2%
L: PLOT 128-k . 88-\l: DRRBI 2%k ,2%1

321@ IF w=221 RND 3=031 THEM STOF

Zz22@ LET zZ&=INKEYS

2232 IF z%="'" THEN GQ TO 3228

3248 IF z&="TF" RAND st .9+¢33 ="
= OTHEN LET X=x3+p: LET uyu=uaq

3I25@ IF z$="r" THEN LEY f=r-3i

S26@ IF zs="1" THEN LET r=rai

2278 IF r=58 THEN LET =31

ZZ8@ IF r=08 THENM LET r=¢%

3298 IF H="h" THEN GO TQ 210R

SZe@ GO TO 285aa

2238
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TWO PLAYER
GAMES
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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, 1in which case it
will search methodically. If it still
cannot move, it will admit defeat.

The two—player game is called 'Lines' and
the winnar is the first person to gat five
squares of their color in a row,
horizontally or vertically. A move is
rajected if the square is already fillad.
However, 1if you mova adjacent to (above,
below, or to the side of) one of your
opponant's squares, the piece becomes one
of the opponent's. Thare are a number of
winning techniques which can be usad (as
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there are in the one-player game). One
slight mistake can cost you the game.

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 0. 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

228



there are on the board. A prompt appears
at the bottom right of the screen,
indicating whose move it is. Below this
is the Last move entered, displayed in
white.

Enter your move as a number and a Lletter,
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. '

8208 REM LINES
510 REM *xx¥%

S3@ 20 SUR Q0R3: 20 SUBR ooSn
S4i@ G0 SUR OoRS. SOaREn =, SS0E
R @ Tia . Xt P
EQ@ G0 SUBR OOo0R: DAPER . IME T
TR S0 SUS SRR o0 SUS SoEn. ]
EmM PLAYER ONE
TS IF WF DR AF THEN 80 TO Soad
PRZ S0 SUBR ooPR
71@ IF NP=1 THEN S0 SUB Sdaa
75@ IF NP =D THEN S0 SUS idns
705 IF LUF OR SF THEN S0 T Soos
7a® GC TO Tow
1@2pQ STOP
D@R@ REM PLAYER ONE
IRIP BEED .3, -iD. DRINT INK S;8T
16 .20; "PLAYER OME- 87T 17,00:Ps
2@26 PRINT AT 18,22) INR & °F0 )
i’:: EE: 22 a
2R3 &0 SUR DSPB: PRINT 87 19,50
;8%
2P31 IF AF THEMN LET AF=1: RETURN
2032 IF BIX,Y}>@® THEW && TO 293
&
Z@34 IF NP=1 THEN S0 Yo 2zss
@SS LET LL-iy-Sr3231: LET CO=iX

R = e §
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SR4@ LET PiS=P13+3: LET BiX,vi=3%
. PRINT AT LL.TO; DUER 1) FRPH
STy - e o T 3 s oee S . €T <¥

AR Sy fp-T | A A

252 IF Bi{X,¥a:i}=D DR Si¥,v-1i=2
OR BiX+i,¥i==2 OR SiI{X-3i,v3i=2 THZ
M OLET 8iX,Y)Y=2: PRINTYT BT LL,CG;
DUER 1;: PRPER C2:7 “,AT L2100
é“a 2L L FET PE2sS=PFSS+1: LETY £AIS=F3
-

2952 BEER 2.18

IARS IF NP=1 THEN L7 Wr=a. RETU

g

S28Q LET Wh=W. S0 348 Foes

2/TE KETURN

210@ IF BIX.Y+1ll=2 OR BiX,¥Y-1} ==

08 Bi{X-1,¥:=2 THE

ETunN
SS1@ IS CODE S2{i) (48 ofn ConE A
1) 357 THEN GG TO =Soaw
Z682@ IF CODE Rfi2) {868 _OR CODE A%
{21 »74 THEN GC To =6ta@
Zea3a hET X=000E S$71) -48
254@ LET Y=0O0DE 82} -53
28589 RET&RQ
Z2QH BEHN SPECTRUM
I@I@ DRINT AT 18,228  INg 5 "PLEY
FR TWHOY;AT i7.22: 8% AT Id.=8;7TO
QuE.: ”
18 FOR RA=31 T it
SR LET X=INT {OND3Is}2: LET Y
4T (RND31&Y +2
3@ IF BIX,.Yl<<>8® TH S0 TOQ 3\
4@ IF BiX3:3,¥i=1 O Bi¥-3.,¥}=31
8 Aix, vYeit=i OR SiX,¥v-i: =3 THE
N NEXT A: 80O 3UR 3I858@: IF W THE
M RETURN
. Y

Gl

hac

£

N

r

m

-

-

"

I

o
ﬂ*”’ . XY M
Pty z

xR L So=1{x
—Dy 3223 PRINT 8T L& ,.00; OUER 3:
PAPER C2; ™ .87 L L6 T “
3IpS® LET B(k Yi=g2: L FRS=Pa5+1

;. RETURM
3IVP@ REM SERRCH

230



SIEIQ FOR XN=2 TO 11:. FOR Y=2 T8 1
1: IF BiX,¥YY<1:2 THEM &80 TO 3588
ZTS2& IF Si{X+i.WiI=3i 0OR Q{¥-2.¥: 3
DR Bix,yY+ii=3i OR BiX,r-d1=31 &<

N GO TQ 548

3538 RETURN

IS4@ NEXT ¥: HEXYT ¥: LET &F=3: 8
ETURN

F2RR RETURN

A@AR REN PLEYER TG

4Al1d& BEEPR .3, -18: ?QE%T INK 8,837
15.;:;”PLR“ER THLQY, AT 17 .22 2%

AR2P PREINT AT fL;ss; I S UTTY K
TS -

A{RE 29 SIS SeRR: PRINT 8T ig.20
PEEE

4A31 IF AF THEN LET aF=2. RETURHN

AB/ID IF BIXK,YWI<3R THEN S0 TO 83

B

S@35 L i ={Y-StazZsl: L8V So=iIX
—2 x2+3

AR4TE LET PES=F28+3: LET SiX,¥i=Z2
o BRIMNT AT LL T4 $DNESs 1 PaRkes
L= S FLAaT L ex o 4T -

1@F@ IF BiX,y2:31}=1 OR B, ¥Y-3r =%
OR Bix+l,¥vi=31 0B 8iX-1,¥i=3 THE
MOLET S:iX,¥YY=3: PRIMNT =T L .00;

GUER 1; PRpEn o317 2T L3 uT
i ¥ i FY FIS=RPISed: LET FIS=PFZ
S-3

LARBE BEEP L2288 )

4268 LET F=0. S0 Ul 7Ea

AS 7@ RETURN
SR REM GRME QUER
212 BRYGHT 1. PRPER i: FOoR 8=13
TO 231: PRINT RT R 227
. NEXT R
SAZ: PRINT 8T 13 ,.23;'gams gueR”
SA3P IF- AQF THER PRINTY BT i=s ;
U,QPPz:“;RT 168 ,.23; "8y LAY
A7 .27 ;;A7F
S@4@ IF WF THEN PRINT AT 18,537
BLRYER T HF:AY AR, =25 UCWInsT
SAa5Sa PRINT AT 2R ,23; INK S; "PRES
S ANY T AT 21 .28, "REY™ _
SAa5& qRILHT - PRPER B, B0 M S
Gad: FOR K=-28 TQ 48 STEP 2: a3 =
B LB8.K: BEEFR RI AR-K: MEYT X
SPTE FRUSE & 80 TO Fae
S22 REHM PRINT STORES
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SAZ2R POINT AT 8.22; InMe 708 9y E

R_THOTY AT 18,2289, 87 3131 .23; INE
? “F‘HQEF\‘ Cz; *[3; PaPrER &) INK E

; ; .‘:..5; T2 22

SRR RETURN

FREBS® JETLIRN

TOGE RDH COHECH FORN U4In

FELA FOR X=2 TO il1. FOR Y= TOQ 3
i

FE2 IF BRIX_ YWl 4Oo8 THEM {57 Pof ¥

.;-;j{_.\iéﬁ'—"»ﬁ’t SR ?&m; IF PF =X THEN R

FERAE MEYTY W MEXEY ¥ SETLHEM

FEAY LET Xili=XxX: LET Yi=Y

FERIG FOR F=31 TO 4: LET Xi=Xi+i:
IF B{XI Y1128 THENM 0 T 7332

F32Q MNEXT ZF: LET WW=R: RETURN

FTARA LET Xi=X: LET ¥Yi=y

TR Fon I=3 T O£ LET OYIESYESIC
IF BiXA,¥Y31Y <28 THEE D T 7383

FTIS@ HEXT = O LETY b =9 FErTusw

FTIEE] RETURN

7279 ReTiRN

SRR REM UARISSLES

JAID DIM PHIIRY: SIH Qi3I8 LFET
C3i=4 LET C2=%5

SE2S LI B2, 12}

SIA3I8 POKE 20680, 38

SERD JETLINN

I5VBE NEX INFo

3552:1’3 BOROER 3 FRPFES a4 ME S ©

L8

[&2R F‘»‘AINT FY 1 1i];"AREQRY AT 2.1

3; 2 —‘_“

SE3@ PRINT ~"TRE 8;: "B QNE-FLAYER
CR&E"“ ST oYL MURT BERT THE o
PUTES., Wwnii” T U2 80 TR s TN T
HE BBHR;: pati) LET TIFRT NONE aS8E
EE: iR;E%w‘“ T TsQiRE &7 77 3E TEE O
BUITER.

S04 FEEINT 0 THE COMPULITES SEXLE
PLARY LIKEWISE - “‘QN{‘ HILL TELE ¥
3L uﬁi} HES a0, T

[EGH SFEINTY T O IMNK & T FEEEEEE AN

Y _KEY TO OONTINUE == _
ASFHR PRUSE §: 8ORDER ©: PaPER 5
TLE 0 IHE &
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S718 P8USE &

LS : INK @& _
BFAS PRIMY SO CTAE 7 UismuEasRES Con
Tinueds” [ TRAB 7, "'-wr—m—-m—memem
RTSH LRINT © 7 IF yRU PLACE A A&
UARE ON THE 7 " ROARD ADIACENT 7T
2 ONE OF YouRc T T UORPDINENT "5, IT
WHILL IMMERIARTELY S " U"BECOME ONE ©
¥ OHIS.T
BP3IR PRINY 777 INE T FEESS 8
MY KEY TG SELECT GRNME”T
274@ PRUSE &: GQ TO 3cae
=SR2A REM UDE" S _ - . -
SR FoR f=1 TO S PORE L X 3
2.3 BaEE USE "8Y¥+F-23.30 HDAT o8
QIBZE FORE USR TAT27 20688 POKE US
5:‘; :xs LR . oas }
SRR FOR A=\ TH §: POKE USSR "O73
I3 2OK U8 T T-8, 883 HEX
T _#

FBd4a PUR UER 737,288 PORE US
- " ag

#
e

T 1
L
*>

© E
D s
IR £ UBRR “EY 28R, FOR S=1 7T
O 5 DEE USSR "EYasE 3189 MEXT 8
POKE U8R Y"EY +7.2E8E
FIJ[ISD T LI
RS  DROSE SOSRT
AT O I =
T 8+3, i 1

QTI@A SOLER T INK 2@
Q: PRINT AT &.R3s3223;
BE2+YI:8;Y T HEXT =
S48 FOR Rzl TO 1@
RRATA@ PRINT AT Ri.8.C
T RBI.S1;0HRY 8eDdl
TIET RISLLBE 00 T REES
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SR8@ PRINT ST @,2; 0 ;A7 1.8;" 7
AT 1.21;" T; AT @L,=24;F
Qn@ad OETURN
SSRE RS OPTIONS B
QRS {ET AF=R: LET WF=R: LT PI3
=&: LET P2S=8: DIMN 812,12} ~
2T1@ BORDER =: PRPER 2. INK F: O
3 5 .
ISp@ PRINT ST 1,0~ 3ssS0UaRcSsss
TIAT 3,8 CURITTEN SY fsXr £Eil IN
ROCY Igaxe .
SE3@ PRINT 7 TAR 12; “OFTIOMS"
QGFAF PRINT ~THRER 8; " [/ ONE FLAY
R GRANE" . o PLAYE
SGES®@ ORINT "TaB &; “I[BY TuO PLA
m o 3 *y -
Ssggﬂpﬁrﬁr STRA S NI OHASMNSE OO
QURS . e
§§g5 SRINT “TAR §; (D1 INFORMATI
oNT e e A
87 PEINTY S0 L:ﬂgi}';tﬁ _..“L&.*g [t
TI&% MNOW BRY “-v  PRESSING THE AP
PRAOPRIQTE KEY” e resees s e teEr o
SESFE IE INKEYs=TET TR T E e
- g To DTad . . . T P D
-._:_-sgi% = I}‘gng 3:‘ = & FELEY oAy ==z
: O A& . _
ésgg E? INKEY$="D" THEN QQ TO &8
as g g e .\
2gge IF INKEYS<Y> O™ THEN G TS ©
S8
2[HR1Q BORDER 7 PRPER T OCLS . I
K 3. FPRINT 7" 7PLAYER GME ool oun
TN PRESS THE KEY FOR THE OoLn
UR YOU WANT NOWS
2628 LET A=CODRE INKEYS
SERQ IF A4D O BaSS YHEM =9 O
52 ‘
642 LET Ci=R-48: BFEEP .=,01

SET@ PRINT “ 7 "R SFER TR COLDUR
Tt PRESS THE KEY FOR THE CobLOo

g YOU WRNT O NO§sEs

S55& LET ASCODE INKEYS: IF R4S
2R _AMES THEN &0 TO SEaa

SE78 LET CR=R-48: IF La=03 THEN
SO T oOad

FETO@ DBEEP .S,028: 80 T aoSas

gG7ae IMNPUT "TYPE YOQUR NANE (°ENT
ER" TQ SKIPI*™: LINE A%

8718 IF RAZ="" THEN &0 TO oras
[T LET Pi=Ns
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273@ LET 9%="SPECTRUNT. "ETuaN
SRAR IMSUT CPLAYER ONE NAnE (ENT
ER TO SRIFY . LINE N&
2910 IF Ag=C THEN o0 70 930

ER TR SKIPI U LINE B3

SE4E IF am=" THENM =20 T T35S

S{S&@ LEYT Qx=R13
IIBEE RTURN

tiser Defingd Graphics

’::zc R SR
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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:

a8
FRINY AT 3,7:71 2 3 £ & &

A8 FOE n=S TO I8§ STEF €
ey PELFE fr 4

S DEELE R, i

S@ NEXT 18
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2 FOR =344 TO 148 DTEFR 1O

i@ PLOT S2.n: DRAR 1igd. @

1318 NEXT ©

iz2@ FOrR =04 TR $£4 SLOT 28 .00
DRAY 188.9@¢: MNEXT ©

1538 LET mlayg=1

14@ BRIGHT &

E8@ LET plau=1: FRINY AT 18,C:
IHK F. PRPER = FLRIH A, PLRAYER
I “: PRINY AT im.3.8733; 7 o
21 INPUT UMORIE SLRYDR X7 s WG
aégﬁ IF mo>27 OR mOo4l THEN GQ TO
238 G0 IuR lagw

25@ LET piagg=2: PRINT R 18,8;
INK 7;: PREER R2; FLbhDH A" PLF—!‘?’EW
2 PRINY RT IQ.8.83;"

260 INPUT “MOUE PLAYER & 7 ":RO
S72 IF mo>F OR moe<i THEN 20 TO

280 G0 5UB 1862
29 GO TOo zZ2e2
igaga G0 To 1lasw.
186@ FOR n=8 T4 1 STEP -~-i: IF ¢
n,.aod =3 THEN MNEXT nn: HETURN

i1@7& LET fin.no} =1
128@ IF play=i THER PRINT BT

1 I+
%§2},im3§9}+5, INE 2: BRIGHT 1:°
igayr IF ?gauw“'Tﬁgﬁ SRIMT BT S+
g2t imo 2} 25; IMK 5; BRISHT I;°
lgga RETURS

Seee BORDER 1: ©L FLOT @,8:

b NN L
B.APE: DRERY 2889 OFRAY @, -1
? ?ﬁT i;"F O

1IN0 lthe game O
RPER 2 IMNK T TFLD

S{4@ PRINT THE 2; “ygou must (ry 1
o dereat gousr < PRINY TRE 1; “"op
ponent by connectaing four ofY: P
RINT TAB i;4ypuy cgunrissrs i a r
ow €ilher”: FRINT TRER 1; "UVERTICR
LLY (HORIZONTRHRLLY orY: PRINT TRB
1“"E*QGDNQLLY“., eqg.”
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BEASB2 PLOT &.,.8: DRA A7s
SEEe PRINT ST 23.%:° ;ﬁn&&; FEINT
R X3 ¥ . 1 . ;i; 7 u; RT 12

L13; @7 RT 1311 C@”

S&"’& PRIMNT 87 “-“\2% JEASI e L RT3 1,316

e TIEY A2 EAF:C AP = R % PN 3 S o

5333 FPRINT AT 1@.265;: 78" :A@aT7T 1.2%

' SRT O 12.:24; 8 ;AT 13.23;ve

S8 INPUT "“Player 172 npame 78R

F: IF LEM R3:3I@ THEN @0 TO O8I

821 FPRINT BT 1S9.1; IN 7: PAPER
2; FLASH 1;:;"PLAYER 1:":13

=I1EGE INPUT "Player &5 name T b

: IF LEN BS:18 THEM GO TE* "412‘@

21601 PRINY BT 16.3; IN!‘Q ., PRPER
2; FLASH 1i;:"PLA {Eﬁ SRR -

HSlig FR‘W RT I3, "PLF?‘:‘“EF«‘ ="

INK 2;

?éﬂﬁq?ﬁlﬂ? AT I9,1i; "FLAYER 2=";
S13@ PRINT AT oua s1; FLASH 1: INK
2;7 PRESS EMIER TO TOMENCEF!!

T PAUSE @: RETURN
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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
Fira — 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 thet the tanks disappear
for a moment when & 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.

18 REM TRNX

15 REM Meazl Cavalier-Smith

28 LET XN1=INT (RND%20): LET 4yl
LET X2=INT {(RHD*2@): LET 4yZ=

P
L]
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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.

THIS PROSHAHME dILL REVERL THD
COTENTS OF youR ROoM & RAM IN
THE FoRM QF PLODRESS . RDDRRESS IN
HEXSDECIMAL , ECIMAL Usi U Bt
THAT RDDRESS, HEXRDECIMRL URLUE
RT THRT RDDRESS & THE CHARRLTER
CORRESPONDING TGO THE USLUE =57
THE RADDRESS.

THE FROSEAMEIE UILL BRESD RLLOW
YO TO FREELY HMOUE MEMORY AQRDUND
, CONUERT HEXBDECIMRL TO DECIMAL
AND UISR UERSAHE AND ALSO TO BuUN
A ROUT INE FROM 8NY RCDRESS

RODER+HEX: DET: HEXPEEK:. CHRE:

2 agaaa 243 2 2eF3 HEXT
1 S8l ivs  SLkas LT
2 KBaz i7 8ail ?

2 @833 288 @arr CORY
4 Baad 295 aFF COPY
5 &96s5 125 aac3 NOT
g5 gags 282 2 face THEN
7T BeaT7 i7 il 7

8 @uBd 4= 2aZn *

S Sgags =23 Lagagetag 3

i@ aaar a2 2*@SC ~

il aeaB 34 BRas o~

12 @alcC afv aasE —

13 @a@@ed ga= gasc ~

i4 BERBE 24 eg@is ¥

15 a@agr &7 a@RL3 o

16 dala 198 {JACI NOT
17 @811 242 aaF2 PRAUDE

A: NEH RDDRESS  HHEX-DEC
E: EXECUTE CGDE D:LDEC-HEX
S-SRAUE F L1 O8Dh SYTES.
HM-MOUE MEMORY CO-CORT INUE
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HIEMORY MONITOR
& DAUID PERRY!

1e83

ummhmmw

28 BRIGHT ¥&: L 3uR 720 INPUT
TSTRART /BRLORESS 7 7 ADRD

3@ s TG 338

4& REM HEY-LEC

S8 SRIMT 8T =S8

88 PRINT RAT 28.8;
78 LET R=@: LET B =
INPUT "Hex. Characters 7 g

1@6@ IF LEN RE>3 THER &80 T 126
11&@ LET R$—G$+F¥$: S0 TO 18
12@ LET U=482&8: LET R=E

id3@ FOR R=1 TO 4

146G IF FN Pdas{RII<E OR FH P IRS%
(R >335 THEN GG TC 1e&

1S58 LET R=NaFN SRR LET
=18

ig@g MHEXT R

T PRIMT © Hexadecimat: U5 A
§aa-pnwa - Cecimat: v

198 PAUSE @: RETURN
28 REM OEC-HEX
218 PRINT RYT 28.8;°“

28

228 PRINT AT 28.,8;
238 INPUYT "Decimstl MNumber 7 3
248 IF R>05535 OR R42 THEN D

238
2‘38 PRINT AT 28,6; " becisal.: "
i PRINY AT a:.i T HexodEoiy

y .

:E!il:l -

¥ =T

BRIGHT 1;CHR

PR IF Ur=1 THEN 80Q TO 27a
JI1@ RETURMN
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328 REM MEIN LRYyOur
IJ@ _PRINT RT @.8&; PAPER 5, INK
35 " RADDPR+HEX: DEC: HEXPEEK: CHRS$

248 LET GO=HD0: LEF TO=RDDE1I7:
FOR L=G0 TQ TQ :
35& LET DEC=PEEK RBDD: LET C%=CH
RE (DEC RAND DEC>32D

368 PRINT TREB (1 BAND RDRPD{IS)X + {1
AND ADEI@@r+ {1 BANNS DD JI898Y + (
1 AND ADDLI0aW@) ; INK 7; PRPER &
;R0 PRPER ¥

378 LET A=RDbD: BL SUbB D2oe

S88 PRIMNY e PREER SoobC PH
PER F.TRE OITF LeT a-oeT: oo Sun
R’"‘g&?. FREINT FEFRER 7ITRE 24 FRPE
; KR

9% LET ADD=RDD+l. IF ADDIBES3ESE
THEN LET BDD=0

488 NEXT L

41@ PRINMNT 87 19.2; PRAPER 2;: INK
T: B NEU ABERESS  H:HEX-OEEC
4= PRIHT AT 28 .2; PRPFER 2 INK

il : EXECUTE CODE D DEC-HEN 7

45 :‘F?I;BE“ 5T X8, IWK 7. :
FRFER S S-SAVE s L-LUAD BYTES
i F"RPER F =

‘448 PRINT ﬁi, M-MOUE HEMORY

C~-CONT INUE -

4S@ LET I$=INKEY%: IF Ix="" THE

N BD TO 458 )
6@ IF I$="A" OR Is="a" THEN RU
47@ IF If="h" OR _I$="H" THEN GO
SUB 4@: GO TO 4i@

180 IF Ig="8" 0OR I$="s" THEN GO
SUB 92

4%@ IF Is="d" OR Is="D" THEN GO
SUBS 208: PAUSE @ : GO _TO aila
S@@ IF Ig="e- OR I$="E" THEN GO
TO ST7&

Si@ IF Is="t~ O I$="t~ FTACHN GO
SUB 838e: GO TO 41@

Ep@ IF Is="C" OR I$="c" THEN CL
s : GO TO 33a

53@ IF I$="m" OR I$="M" THEN GO

TG GB3a
HEC R ITEcFTs" ORI

>
£330 OR IH<>TLT QR IF<>»"h” OR 2
HoUHT OR s goxdT QR xR OR
ik<rve” QR ig4>VE” QR ig=""C" R
iHe>U0Y OR i%4>TeT OR IS<4>"MY TH
EN GO TO S48




558 GO TO 41@
SER® REM RUN SDUTINMNE
S7R INPUT “Exscuts Sddress 7 5

et f
)

|

|
w2
]

- RARNCOMIZTE USHe &X: FRUSE &

A m

508 REM MHOUE MENOGRY

S88 INPUT “"Move From Rddress 7
I HFE

816 IF MF-85S38 R MF«@ THEMN GO
TO Gaa
”_t;.x_é.‘ﬁi INFUY “HMove To Rdadress 7 075
G328 IF MT»88S3S OR MT«@ THEN GG
T 620

4@ I);:ltPUT “MNunbes of bytes to W
ave T

SER IF MT1M>ESS3IS THEN PRINT BRI
P TN MHANY BYTEI TRY SSRIM
FPRUSE &: O T2 el

868 LET BDRD =7

78 FOR =31 TQ

L38 PUELC 'iT,F‘EE ME

S99 LET HMT=pMYT+1. LEY MF=MF+1: H

g£¥T &

FTER LS

Figd QO Ta 338

715 REn INSTRUCOTIORS

720 DEF FN FAS) = (CoRE AF-48-7%
(RB>"8") N2 (RAHE>T"IZ"E

73@ BORDER ¥ PRPER 7. INK &:
LS PRINT AT 1,8; - R
74@ PRINT AT 2,6;"F HMEMORY MONI

ToRr B¢
$§@ PRINT RAT R,6:"F & DRAUID PER

76& PRINT AT 4.,6;: "8 1983
7@ _FPRINTY AY .8

7088 PRINY RY 8.8 “THIS PROEHAMH
E WILL REVERL THE™: PRINT “COQTEW
TS QF YOUR RO & RAM INT

792 PRINT “THE FORM QF RDODRESS,

ADDRESS INT: PRINT  "HEXADECIMAL
; DECIMRL URLUE AT”

g8 PRINT “THAT ADDRESS,HEXRDEDC
IMAL UARLUE": PRINT AT THAT RADDR
ESS & THE CHARACTER™": PRINT “"COR
RESFONDING TO THE VUBLUE M

B1@ FRINT “THE RDDRESS.”
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2@ FPRIMNT “THE PROERAEMME WILL B
LB AL PRINT Yt TG FREELY
HOQUE MEMORY ARDOND

838 PRINT 7 ,CONUERT HEXRDECIMAL
TO DECIMRLY: PRINT "AND UISH UE
REA AND ALSG TO RUNY: PRINT "R R
QUTINE FROM HANY ADDRESIST

848 REM TRPE LOADING ROUTINE
852 JNPUT 00 YOu UaNT T LoRb
R F‘RQCPQH&E FROM TaFE Y O M 77
£ g s

aER IF TR OR TESTgT THREN B
T age

878 CLS ¢ RETURN

6?@_’INI§LY¥“ “PRddress to tead byte
3 P N

8‘-‘&@ IF tH>ESS35 GR 1<& THEM GO T

q@@ F‘R INTY FLRSH i; PRPER 2; INK

Z:8T 21,8;"” PRERS PLAY ON THRPE -
RECORDERI ©

81& LOAD ““CODE t: CLS : RETURNMN

D2V REM SRHUE MEHORY

‘Q3§ INFLTT ToRUIE RO SRS 7
P

1&:_‘-:5}» Q‘I-tg SFEFI® QR SFPFH>E5535 THEM &0
3 3 -
858 INPUT “MNUMBER OF BYTES 7 ":

M
C‘Qﬁiq’t"IF M4i QR MN>EBERE THEN GO 7T

m‘l—k

8ve INPUT "SARAVE NAME 7 ;5%
[WE IF S%="" OR LEN DB5>1Q THEN
B0 TQR gFe
SUE DHUTE THUUDE SFLM
ig@a RETURN
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MC Screensave

This routine, from David Perry, is written
for the 48K machine. It allows you to
store and print up screens instantily. It
can be used in any program.

lea BORDER B: FAFER &: INK 7: ©

15 RESTORE

16 FOR n=4868 TO 48628

28 RERD a: PORE n.a

F8 HNEXT n

49 DATH 353,8,64,17.,.48,31317.,31.@.,
B7 227,176,281 ,33, 48,117,117 rEE; L= 8
éx,a,a?,ca? 116 :283. 1"35 144—,.;:3-‘3-,—

%]

5@ PRINT AT 0.,8; "LOAD SCREEN F
FtC.\ﬂ TARPE AND X un.x."- PRINT "qﬂi}

IT INTO MEMORY FOR JINSTAHAN I
RINT CRECALL AT ANY TIMEI !N *®

6@ PRINT : PRINT “TO SAUE SCRE
EN TYPRPE®™

728 PRINT "RESNDOMIZE USSR 8200

8@ PRINT : PRINT “TO FPRINT WF
R SCREEN TYFE®™

Q2 PRINT “"RANDOMIZE USSR 4a@12™
1@ PRINT :: PRINT : PRINT “"HERE
IS AN EXRMPLE. "

128 PRINT FLESH 1."BRESS PLRY O
N THRPE"

138 LORD T HOREEMSE @ RAENDOMIZE
USSRk 4920ae

148 PAUSE &: CLS : PRINT AT &.0
;T PRESS A KEY TO PRINT UP SCREE
N": PRUSE @: RANDOMIZE USR 4@@1:=2

GO TO 148 :
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BASIC Screensave

This 1is a BASIC version of the preceding
program, also intended for the 48K

computer. It was also written by David
Perry.

I CLS : PRINT “THIS PROBRARMME

WHILL STORE THE'": PRINT “SCREEN
IN HEMORY RNQ THEN PRINT IT BRCE

ST THIS FEGCQRMﬁE=5HUE IT AND
%gEé PRINT IT BSRACK ONTO THE™: PR

o N- i
INT BBINT | PRINT “THE PROGRAMM
E IS TOTALLY BREIC™: PRINT “AND
CAN BE USED FOR MANY": PRINT “DI
FFERENT PURPOSES.™ o
RINT : PRINT "PRESS RANY KE

¥ TO wrgm'" . PRUSE 8- CLS

1@ REM §

28 REM § SQRIC q?REENﬁRﬁE
38 REM § Tl QQUIB ERﬁV
48 REM “u¢,7~-ﬂ e SRR

45 TLS LIST SS9
S@ LET R—a@@aﬁ REM BDRDRESS TO
SAVE TO
B8 FOR X=8 TO 2i
78 FOR ¥Y=0 TO =31
88 LET RA%=SCREENZT (X,Y¥Y)}
85 PRINT AT X,¥:" =~
28 POKE R,CODE D%
128 LET A=8+1
1319 NEXT Y
i2@ NEXT X
138 REM
142 REM 2x:2:2PRINT UPssss
15@ REM
16@ LET A=30068: REM ADDRESS TO
LOAD FROM
178 FOR X=8 TO 21
182 FOR Y= TO 31
198 LET B=PEEX &
288 PRINT AT X,.¥,UHRs B
21 LET A=R+1
228 NEXT Y
238 NEXT X
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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.

18 BQRQER 2: PAPER 1: INK F: B
RIGHT B:

11 CLS

i PLOT 123,13S
FOR f=1 TO 166
READ a.b.cC
DRAW a.b.ct
NEXT |
PLOT 189,129
FOR f=1 TE 7
READ 2.b.
OROU a, Bie

2
™

RS de B
o e on 1ot b it

b o o
oo 83 (910
G L0 o o

0

E

-

i

in

%

]
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Master Copier

This handy program from Devid Perry will
copy machine code programs asutomatically.

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, Lloads the program and then tells
you how to save it. Just follow the
prompts and you'll have no trouble using
this program.

S S0_SUB_31

T FOR L_a_‘g:é?§ 2DTEY
o RESD xX: B 2 X _
DARTH S5 ﬁ_'s.,’—:‘*éi;éﬁ.afias, e 3

o
?,E@,.B,E‘BS,;_E& s 281

2

11 PRINT BT S,.2; FLASH 1:7X

e
NOU LORDING THE HEADER! ™ FLASH

§:87 7,18; "PLERSE URIT™
iz RANDOMIZE USR 32748

12 LET u=1: GO SUE 12: LET u=@

34 CLE : PRINT AT &,18; "Heade
18 IF PEEX 3Z088=0 THEN GO TO

16 IF PEEK S2@88=1 THEN O T

'

17 IF PEEK 32088=2 THEN 60 TO

18 IF PREEK S288<:3 THEN RUN
18 LET xg="": FOR B=32001 TO

LET &=z §+CHR% ({(PEEX B
21 HNEXT b

22 LET o$=xg

23 LET
K 32812

24 LET N=R+{Dzx306}

2% LET R=PEEK 32@313: LET B=PE
K 32814

30

256

3

R=FEER 32811: LET B=PEE

E



m

82 LET M=+ IiBzx2SR
2?@%5? AR=PEFK =3@G1E: LET B=PEF
25 LET O=R+ {(Bx2ES}
22 IF u=1 THEN RETURRN
aa G0 TO 47
31 BRIGHT 1i: BORDER &: POPER @
> INK ?: CLS : PRINT v
STER COpPpIsgr
22 FRINY O™ E 333 XX 8 T

33 PRINT

34 PRINT T"THIS PROGROMME QILL
CORY HRCHIRNE®S

ST PRINT “CODE PROGRAMMES BUTD
MRTICALLY.™

36 PRINT

S3I7 PRINT "IF THERE IS 8 BRSEIC
%gﬁDEﬁ THEM YO MUSET COPY IT FIR

58 PRINT “BY TYPING HERGE" ™™™
THEHN"
39 PRINT “SAUE““name“" LINE th

)

-
m

e tine which ltoads the mackie ¢
sde pacts
48 PRINT : PRINT “THIS PROGRAM

HME READS THE MHEADER™
41 PRINT TLORDES THE PROGRRMME

42 PRINT "TELLS YOU RO TO SAV

43 PRINT : PRINT “1....INSERT
CASSETTE A7 START SGPFMBCHINE COGE

DECT ION"

4d PRINT “"Z2....CHECK LERDRS™

45 PRINTY VI... .PRESE 8y REY W
HEM RBESDY ™

45 PRUSE &: CLS : RETURNKN

47 LS : PRINT AT 1,8 HASTER
COPIER™

. A8 PRINT AT 2,8 zzxzzs=s=s======x
49 PRINT BT S.@:"7To save the p
FOSYyamme "oy v’ PRINT "cassatt

& dou musi f&fbt "of atir
§@ PRINT “have savad the basic
toader ang™: BPRINT Tuyoay RAUSY e
wind lhe cassegiite 1g7: PRINT “th
e stavrt of the MROHINE CODE"™
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51 PRINT “saction thea "NEW™ 1
his™: PRINT "prograsme and tupe™

52 PRINT - P—RW “LOsER TYUhias;
¥z 3% az CGDE‘ Te W &_; L
53 PRINT 'CﬁEEK LERDS . FRESS R

KEY ,PRESS™: FRINT “PLAY ON THE 7T
RPE RECORDER. .«

854 PRINT @@ PRINT “When it has
toaded type: ™

85 PR NT : PRINT “SKRUE U zE Y
CODE “im:°® ‘:n

S6 PRINT “INSERT BLANK CRSSEYY
E.CHECK"”: PRINT “LERADS,PRESS REC
ORD & PRESS Q[ KEY"

57 INPUT “Copy o the printer
(ysnY" 1a%

58 IF ags=""4" THER JOPY

59 IF ags="n" THEN PRIHNT 8T 2.
@&; BRIGHT &;"YOu SROULD WURITE TH
IS5 DOWN THEN! ™

&8 INPUT “fra2 thers any &orcre m
3§.’h1ﬂ§ cods sgctians o capyd (W
niIvia

61 IF ag="u" THEN RUN

62 PRINT AT =21.82; FLARSH 1i: PAP
ER IZ;"RRESS ANY REY TS "NEQR P!

63 PRUSE §: PRUSE &: NEUW

64 CLS : PRINT “You have Jjust
Ltoaded a BASICY: PRINT “header®

65 PRINT “IT IS CALLED"™ _

66 PRINT ¢, LINE “!®:

87 PRINT “ITs BRSIC LENSTH IS

88 PRINTY :: BPRINT “"Press anu ke
y 1o run progranse™: PRINT “agai
Taeae": FPRALSE 8&: RLN
£8 LS8 - PRINMT “You havse just
Loaded 2 NUMERICY™: PRINT ¥ ORRAY
headsir®™
78 PRINT “IT IS OHLLED™
71 PRINY 2%
T2 PRINT @ PRINY “Press anyg ke
4 tn fun prograsme™: PRINT "aga:
e . PRUSE & RUN
’3 1S : PRINT "vYou have just
toaded 3 CRERRCTERY: PEINT Y ARR
8Y header™
T4& PRINT “IT IS CHBLLEDR™
FTE PRIMNT =%

257



76 FRINT : PRINT "Fr2ss any ke
v oo fun P!"Qf—}f'&ﬁhﬁ&“: FPRINT "agai
Neweax"": PRUSE & RUN

HAasSTER SGPIER

-4

THIS PROGRAMME WILL COPY HRCHIME
CODE PROGRAMMES AUTOMATICALLY .

IF THERE IS A BRSIC LOADER THEN
YO MUST COPY IT FIRET

BY TYPING HERDE"Y THER
SAVE " nawa™ LINE 1hse Lineg wuhich
toads the machkie <Cods part

THIS FPROGRAMME READS THE HERADER
LORDES THE PROGRKRMHE &ND - THERN
TELLS YN HOE TD SRUE IT.

1....INSERT CASSETYTTE AT STEBRT OF
MACHINE CODE SECTION

2..:.CHECK LERDS

3..: .PRESS ANY KEY WHEN RESDY
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UTILITIES

AND
DEMONSTRATIONS
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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

Fhuyusical mental enotional

!!HHH "HH!'%HHHHHH%

i
i
is1 1@ih ik S@ik

e

Y

an effect on our lives. The three cycles
are as follows:

PHYSICAL - this 1is a 23-day cycle which
controls such things as endurance and
strength

EMOTIONAL - the @2B-day emotional cycle
governs feelings of optimism and pessimism
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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 REESTORE
2 PRINT AT .8, BRIO
~BRHYTHM L
1§ InPUT "Enter Date OF Bifrth”
s 'DRay Yias” HMonth “;b; " Year
";(
28 INPUT "Enter Date HNow tea"
Month vid M Year e
=28 CLE
S0 LET t=INT {({{g~-C) 385,283 +1{
id-bk1 3,38 —a1
S0@ FOR r=& TO 2EBE
S1@ PLOT r.l@ . _
S18 IF r=INT {(resblxh THEN FOR u
=18 TS 20 PLOT m,u: NEFRT w
828 NEXT r
S3¢ PRINT AT 21.,6; "ist 1@th
=Gtk Sath
S4g PFRINT AT @,8; INK 1;7phusac
3% cr INK Z:'mentlatl i INK 47
epotional”
I3 FOR rFr=31 TO &
205 READ u ) .
218 LET L=2zPT¥{t-{INT {(f- ul)xnl
oy
Q2@ LET k=2xPIx(33-ul .83
1?8@ FOR 3=t TO k+il+{2%xFPIY 3TEPR
I@1d PLOT INRK ({31 AND u=s23i+i2 5
MDD u=28+{4& AND u=331); {(a-L} x (3
-2&+ul ,3R+SIN axbQ
18268 NEXT 2
IAEE NEXT -
1g4@ DRTR 23,28,33
IGES INPUT “Rnothesr Go 7 ;8% X
F asil:r="gy" THEN GG TGO 1
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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 (A$ and
B$) as long as possible on your computer,
Note that they take up a lot of memory.

CIRCLE 1Z2@,&80,15

PLOT 190,580

DRAW 40,6

DRAW &,40

DRAW 40,0

DRAW ®, -406

GD SUB S/DD

STOR

DIM a%(93a3)

DIM b%{9233)

LET z=1

INFPUT X

INPUT u

PLOT X.4

IF POINT tx+1;g}+P6%ﬁT 1 =3
K.4-33 <

ILIL)

|

ST o 03 10 1 150 051 < 00 00) 0 00§11 oo
e lolotolololslololelolol ool o)

W ALHEE

£ €30 053 ol 153 (54 050 050 51050 15 ot

Hi+POINT (X, U+1) +POINT <
>4 THEN GO TO gize

S@7O LET z=z-1

288@ IF =0 THEN RETURNM

2830 LET X=CODE agiz;

S19@ LET y=CODE b%(z}

2119 GO TO 9050

3120 LET ag(z) =CHRS$ X

S13@ LET b$(2)=CHR$ u

5i4@ LET z=z+1

3150 FOR c=-1 TO 1 ~
31680 FOR d=-(c=@} TO (c=0; STEF
S17@ IF POINT (X+4C.u+d}=0 THEN &
o TO 2200

218@ NEXT d

S19@ NEXT ¢

S3@0 LET x=X+cC

S51@ LET uU=u+d

253 G0 TO 3850
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Timothy Leary

'his program by Damian Steele creates a
wmber of dramatic graphic displays to
lemonstrate convincingly (if you still
eeded convincingl how effective your
somputer's graphics can be.

L ‘
E{%‘X_iqxnisi 3% I
ALY

3Tiaeivstabaaaii :
sg\ig guw%ﬁi%g%{i

1‘}2}‘

l4letyld

2
h

b
S
4

g‘,‘;’:ﬁﬂﬂ.!ﬁ;f
prainnay,
f
iy
T

NPT

s

Ay

il
Ll
pmh
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LNEiN]
1 &
5E

TGE
NG
Lol edal]

X b
WEdEE assne5 o0

]

bi¥
~J SR TR 00 o OV KOV S5 EA EN CA O LA )

-,
!

£
O W= p- O

]
GBI e

i
MNDE3IE 430 HEXT 1

]
K
4
)
&)
T
T

ANY KEY¥ IF BORED..."
FOR &=x T ¥ STER o
IF R:>=128 THEN DO 70O 420

IF 8B:>2=87 THEN GO 33U 200
FLOT &/ DRAW (Y#1.457) -R,
IF IMKEYS«>"" THEN RO TDH 18
NEXT 2

LET EB=Bs+&.31 LET o=z
RETURM

LETYT S==2

GO SuUsR Fag

DUER 1

FOR R=1 TO 355 STES S

IF IMEEYS " THEN Q0 T4 A&
207 B Q- DHQU B35

MEXT A

IF B=1 THEH GG T0 S8@

=0 SuUiBR Fag

FOR A=31 Tu 178 STER &

IF JIHEEYS< 7" THEN GO TO 1
PLOT &,R:. oRA{L 25,8

HNEXT 2

=0 SUER Faie

IF R::31 THEMN LET B=3: 20 TO

S8 RETURN

1928 PRAUSE &: CLEG

i@al Loap o
Selg STOP
S96G PRINT FLASH 1087 18.16é;"5TD
2 THE TRHRPE”: PRINT 8F 21.2; "PRES
S ANY KEY TO CONTINRLULE...® PRUSE

%

G Ta 2

265



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.

1@ BORDER =2: PRPER &: BRIGHT 1
INUERSE &: DOUER @& FALasH 8: CL
3 =

5T

e

28 LET i=-3: FOR o=@ TO

3R LET i=i+3
48 FOR uw=8 TO
S8 FGR xX=2 TO 21 R
68 PRINT AT =,n+9; INK i;"H
78 HNEXT X: HNEXT y: HEXT n

ag INK 7

i
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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 "gates™

& REM & Predebuon 1898&3

T BORDER B .

1@ PRINT INK 1.RT 2.135;"6GRTER®’
3 INK @'HT 18¢.6: 8 lonic gate vt
iLit

12 INh @

15 PRINT AT 18,5 “press anu ke
Q@ 1o cantinue”: PRUSRE &: CLS

22 PRINT AT E.1:"Kay the gate

25 PRINT TRAB S;"AND = 1~

48 PRUSE &: CLS
47 GO Sup 118
S8 PRINT AT
PRINT : PRINT
.55 PRINT TAE 2:"Switch A - @21

8@ PRINT TAB 2;:"Switch B ~ p1®
1v: PRINT
85 IF INKEY$="Z“ THEN GO TO 55
78 IF INKEY$="3" THEN GO TO 98
75 IF _INKEY$="4" THEN uQ TC 8%
80 PRINT TAB 4:“ Dutput ISRy
GD TO 198
85 PRINT TAB 4;"0Output -~
58 PRINZ TAB 4; “CGutput - EFEEY
) ) e L EE - b
S8 fR:®rae o rovtpyr - memm
et 3 : F!-Et’ 2 - e
12@ INPUT INK 1;"Do you need an
other run? “;a%
IVRE IF as=""yez" OR ag=""YES" THE
N GQ TO iS
~131@ PRINT : PRINT INKR Z;TRE 9; ¢
Uery well: STOPR

267



i1 S INKEY &=""1"
D,4; "AND Y ;

ize IFQINKEYs‘“E“
IFRINKEY$"“~3"

135
3.4

15e’ 1F INKEYﬁ‘“¢“
34 R"

145

F\‘INT *OGATEY:
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THEN PRINT
THEN PRINT
THEN PRINT
THEN PRINT
RETURN

aT
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Aural Assault

Each RANDOMIZE call in this brief program

different

a
are five such sounds which

produces

Graham White

by

There

sound.,
you

te into your own

incorpora

can

programs.
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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 FOQR a=8 TO 7 &P 2: G&g U
SR " +a,.BIN AIIZIIZZ- S i
Tate=z+1.BIM @@sr:@m&' BEEET =

3 FOQR ==& TO 7 STER zZ: POKE U
SR TeUY+a,.BIM JBISIE3Is- SOEFD FRISt™
THT4a4+1,BIN 2AIBIIRIRI . nMEWT &

4 FOR a=@ TO 7 STEPR 2. PBPOEE LI
BR "CT+a . .BIM llddz;@Eesx DPREE LISE
"CUia+l . BIN QAGE1I133: NEXNT =

6 PAPER 7: INK 1: BOgrDEeg F- I©
LE © S0 TO 100

18 PRPER &: INK 7F: BORDER - [
15 PRINT &Y 316, ﬁ" 5] i =
3 i 5 8 Fapesr”

18 FOR o= T 3

8 PRINT 8T 12,12 "brisnt "é

2 c;
PRINT 86; “Press 20y Eey nr "sp
ace’ for the Mepp"

25 FOR a=@ TD 7: FOR k=22 T+ 7

3@ BEEFP .@@3,RMNDx4LA-30

QRS IF b= THEM PRINTY 87 ss023
b*&.a,ﬂT 8,8 "ing "

4@ IF ¢il=31 THEM PRINT BRIGHYT «
i INK a;: PAPER b:AT 232 ,.b#d "=
=AY a¥x2+i.b3a Ve
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41 IF Ci=Z THEN FEOQINT SS5I&WET ©
INK a: PAPER b AT 232, b3d. "3
“LAT axZ+i.bxE4s; "
42 IF cit=3 THEKN PSINT BRRIGHT
LJINK a; PAPER b AT SF2  haa; F55EE
s AT a*°+1 byd *
¢S IF bz&-THEH PEINT Y axlasd ..
Exd 2 AT 8,8;"ink"
5@ NEXT h: NEXT a
660 IF JTHEEY§H="" TR S0 TO 538
TR IF IMKEYS:>" 7 THER #HENY -
GO TS 18
g8 G T iSe
1060 PRINT 8T &

1,128 COLOUR 5B

>
ECTRUM Qvgn ;&Y &, 3;"

126 PRINT BT 2,1;"This procgram
demonsirates how the =titsndard &
ight cotpurs OF the ZX Spectirw
m Ccan be mixed 1o produce up 1o
128 different shades ..

128 PRINT - Some progfaas whic
 use this effect uss 2 girapbd
T tharacter with 3 chesshinard t
Hpe patiern of dots 1o mix the
taLaJrsf thisnpling 25 araoxidsgd
but generatiys S5&7Fi€s OF HOrizZomn
tal tines Wwill work better as

this way thesilight 01 frami eofF
Fect is=s reduced rathesc 1hATD

exaggerategdgs ™
7159 PRINT 87T 218, 8;"HIT by KFY
14 PRLSE =2

158 PRPEQn 7 INg Z: Bapbgpr 7: ©
LS :: PRINTY ST 2.33; JTHUERSF 1w
EnNuT

169 PRINT 87T S, "3-Morizontal
fines == HIT V.57 7 272500
gsskoard paittesrn BE EEY QT B
@ "G:bashed Lines == a

AV® PRINT ST 13.1; 7 Ths colnur r
Gobination for gacbhsbhardes A0 R
Fread fro® the axes 0FfF ths chact ..

Il BUst ke noted 1521 1hke ink
and paper folburs 2re Dol inters
Changeable.,. that isfor exaumple .
lve ink on red EoapEesr iS5 & di

an



coiour to red ink no hil

Ffrerent
ue paper.
156 DRINT BS:E8T @,4i; INK 1:VThe
rautines for gengf2iing thelsSey
araphics are in lipes -4+
1193 IF IMNKEYS<>"" THEM O TN 32
¥
NEREY B
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Line of Best Fit

This useful utility program, written by
Neal Cavalier-Smith, allows you to enter @
number of points., The computer will then
plot a line of best fit for these points,
and give the equation of this Lline. You
can see it in action in this sample run:

Equation of best fitting Line i

T =2HEs

I
15t
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ilagae
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i
i
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w,
’-l

[l
o
w

-
v}

isa

This is the Llisting for your own 'line

of

best fit':

"
3
Ay
1

LET a=@: LET m=
LET KE=0: PAPER &
QLS ;. BOoRDER ©

INPUT “"Hok many poxnts7?:n
DIM X (N2

DIM Yy
FORr =31
..PL’T

w[_’)

oL

ey

++f"lm\
VD ety ]

: DRRAW 1900.0:
LRAW 2., 1e0:

PRINT
PRINT

e pan BOrE t‘|ﬁ!§-ﬂn D"W--.ﬁ’»:
gg@

)
5
-
ﬂm} SN
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28R FPRINT RT @,@; "Equation of &k
€2t fitiing iine 18" ;
218 PRINT AT 2Z,8;"Y=",;INT nxl®@
B+.09) 21080, "X+ INT {(K$210+.35) 718
228 FOR <=1 TO 1006

222 LET d=m&L+K

2O IF d<ci@da THEN PLOT <.d

248 NEXT ¢

25e ZToR

Equation of best fitting line

i=s

12

i@
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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 REM  HALL OF FAME

2 REM (C) DAVID FERRY 1983
I3 REM

4 REM NUM=NUMBER OF SCORES
5 REM

& REM

o

? BORDER O: FAFPER O: INK 7: E
RIGHT 1: CLS

10 LET NUM=10:2 DIM N(NUM+1): D
IM NS (NUM+1 . 8): FOR N=1L TO MUM:
LET N(N)=1100-(NX100): LET N$N)
=UGRPECTRUM": NEXT N

1% CLS : INPUT "FOR AN EXAMFLE

ENTER YOUR SCORE S0
RE:":6C

20 IF SC<=N(10) THEN GO TO Z0
)

20 LET NUM=11: IF SCor=N(NUM) T
HEN INPUT "ENTER 8 INITALS! ":F
¢: IF LEN F&>8 THEN GO TO Z0

38 PRINT AT 7,05 FLASH 1 BRIG
HT O3 INK 7:; PAFER 2:"THIS WILL
ONLY TAKE A& FEW SECS'¢

40 IF SC»=N(NUM) THEN LET N(N
UM)=8C: LET NMN% (NUM)=P%
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50 FOR A=1 TO (NUM-1): LET E%=
N&(A): LET Co=Ns(A+1): LET B=MN(A
Y: LET C=N(A+1): IF B<C THEN LE
T NA)=C: LET NA+1)=B: LET N% (A

=C¢: LET N&(A+1)=Bs$

60 NEXT A: FOR N=i TO MUM-1: T
F N(N)ZN(N+1) THEN GO TO S0

7O NEXT N

80 CLS

0 FRINT AT 2,435"H AL L OF

FoaMEg o

100 FRINT AT 3,4; Vammm oo
110 FOR N=1 TO NUM-1: FRINT AT
N4+S, 75 INK 63" (" INE 23;N; INE
Ly "YU"IAT N+5,1Z; INE 73N(N): FRI
MNT AT N+5,17; INE SiN$& (N MEXT
M

120 FLOT O,0: DRAW Z55,0: DRAW
0,175 DRAW -255,0: DRAM O, -17%:
FRINT AT 17,8: FAFER 23 INK 73"
FRESS ANY KEY! "1 LET I=0

120 LET I=I+1: IF I»7 THEN LET
[0

140 FRINT AT 2,43 INK Iz;"H A L
L O0F FamMmg "

150 REEF .01,IXx7: FAUSE 2Z2: IF I
NEEY®="" THEN GO TO 170

160 GO TO 1S

200 FRINT AT 10,45 "S0ORRY SCORE
TO LOW e k

210 PRINT AT 13,7:" FRESS A KEY
t Y

220 PAUSE O

-

: RUN
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Spec File

This outstanding dataebase 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 vyou
to enter a record, field by field. It
will then sort the record into alpha-
betical order with the rest of the
file. If you make 8 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 stats 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 vyou're reading about it,
you'll find it is really quite simple to
run the program.

REM MICHAEL BRIGES

P OPOKE 23609,40: BORDER & IN
¥ 1: PAFER 7: CLE : DIM Z%(3ISO00
y: LET Z=1: LET CO=C

8 INFUT "FORENAME...":C$

9 INFUT "SURNAME...":S%

100 INFUT "TITLE OF FILE ":Ts
20 INFUT "NUMBER 0F FIELDS " &

l b

T DIM ARCF,Z0): FOR A=1 TO Fu
PRINT "ENTER TITLE FOR FIELD "
As INPUT Bs$: LET A%(A,Z TO )=bk¢:
LET A% (A, 1)=CHR$ LEMN B$: PRINT
ne -ty TR PuiB&: FRINT 3 MNEXT A
70 PAUsSE 50
100 POEE Z3&09.40: BORDER é&: CL
g ¢ INME O: PLOT Q,0: DRAK 255,0:
DRAW 0.175: DRAW -25%,0: DRAW O
L-LTEY IMED T
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110 PRINT  IMK 0@ BRIGHT 1:AT7 i
o LE-LEN TH72: Ty MENLY

120 PRINT AT Z,Z:" NO 1.BEGIN
MEW FILE."

1Z0 PRINT AT S,Z:"  NO Z.ENTER
NEW RECORD (S, "

140 PRINT AT 7,237 NO Z.SEARCH

RECORDE, v

1Z0 FRINT AT ,Z2:z" MO 4.FRINT
ALl RECDRDE. ¢

L& PRINT AT 11,Z:"  ND Z.SAVE
Frpe,n

16T FRINT AT 1Z3,Z:;" NO &.FILE
STATUE. "

170 PRINT INE Z:AT 15,8:"@ MIC
HAEL BRIGEE"

180 FRINT  INE 1:AT 17,11-(LEN
Ca+lEN S%) /2 "FILE FOR " 0% "
S

1G0 INFUT “CHOICE...":C

195 CLe

196 IMK 1 :

200 IF oD AND C48 THEM GO TAQ
CHI1OD0

210 GO TO 100
1000 PRINT AT 10,2: "ARE YOU SURE

13 : i:i: i1} -“;Hl
1010 IMNPUT YE$
1020 IF YE{l)="Y" DR vE(1l)="y" T
HER  RUN
TOZ0 GO TQ 100
2000 INE 2y FOR A=1 TO F -
ZO10 PRINT AT AXE~1,13-(CODE A% ¢
A, 1YY "ENTER "A$ (A, 2 TO )
2020 NEXT A
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SO21 PRINT AT 21,0: INK 1:"ENTER
~ME TO RETURN TO MENULY

20Z0 LET Eg="t

2040 FOR A=1 TQO *

ZOSO PRINT AT A%2-1, 1Z2-(CODE A% (

A, LY/2Y s "ENTER " FLABH LiAa%(h. 2
TO 1+C0ODE A% (A

2060 INFUT F®

TGEL IF Fe=0Rv THEN GO TO 100
2070 LET E$=E4+CHRE LEN Fé+F¢

IS0 PRINT AT AXx2-1,12~(CODE A%/

B.LYA2Y3 "ENTER "rA%s (A, 3 TO 1+COD

E A% (4))

ZOF0 FPRINT  INE QAT AXZ2, 16-LEN

Fe/2:F%

2100 MNMEXT A

2110 LET Xi=1: FOR A=1 70 CO: LE

T X$6=7Z%$(X1+2 TO X1+CODE Z&H(X1+1?

+1)

2118 IF X$XE4(2 TO » THEN GO TO
240¢

Z1Z20 LET Xi1i=X1+C0ODE Z$(X1)

2125 MEXT &

2126 LET E$¢=CHR$ (LEN Ef+1)+E%:

LET Z4(Z TO Z+LEM E$)=E%

21371 LET ZI=Z+LEN E%

2140 LET CO=LC0+1: CLS : GO TO 20

K18

2400 LET E$=CHR$% (LEN E%+1)+E%
2410 LET Z4(X1+LEN E$ TO Z+LEN E

€)=7¢{X1 TO I}

2420 LET Z$(X1 TO Xi+LEMN E$-1)=E

&

2470 60 TO 2121

2999 REM SEARCH ROUTINE
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000 PRINT TAE 11:"SEARCH MODE":
AT 2,0:"ENTER...":AT E,0:" “N™ I
F ENTERING RECORD NUMEBER. — ~™ 1
FOENTERING CHARS OMLY.": INFUT *©
KEYWORD" : K%

T004 LET M$=" ": IF E$(1)="N" TH
BN LET M$&=k$(1): LET K$=K$(Z TO

IS PRINT TAR S: "EEYWORD=":i4¢
F00s LET RET=Z040

TOLO LET X=1: FOR A=1 T0O CO

SO1E LET Xl=X: LET Vé=2%(X TO (
ODE Z&{X)+X~1))+" "1 IF M$="N" T
HEN GD TO Z300

IN1E FOR J=1 TO LEN V&~LEN k%
J0Z20 IF V(T TO J-1+LEMN Ke)=HE T
HEN GO TO ZZ200

JOR0 NEXT J

TO40 LET X=X1+LEN V$-1: NEXT A
Z030 FRINT "7 INK Q:"FRESS A kKE
Viy FAUBE Qs GO TO 100

E200 PRINT =7 INK 43 "ENTRY NQO...
YA LET X&=Xi: LET Xi=X1+1: FOR
W=l T F

I210 PRINT  INK Z:A$(E,2 TO CODE
AED+LY s .M PRINT IMNE 1:768

B Z2-CODE Z#<(X1):Z2%(X1+1 TO X1+C

ODE (Z&(X1)):

TRAZ20 LET X1=X1+1+0CDDE Z$(X1)

I225 NEXT ¥ :

I240 LET Xi1=X2Z: GO TO RET

ZTROO IR ACAVAL K% THEN 6O TO 3¢
4.0

TI10 LET RET=IZO050

ZE20 60O TOQ X200
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4000 FPRINT "ANY EEY WILL STOF TH

E SCROLLING DISFLAY UNTIL KEY I8
RELLEASED. "

4005 PAUSE ©

4010 PRIMNT AT 18,16-LEN T&/2: IN

2 TE

4020 IMNE 1: FRINT

4030 FPRINT

4040 LET X=1: FOR A=1 TO CO

4049 PRINT AT 21,0 POKE 23492, ~
i

4050 PRINT "QOOO": AT 21,4-LEN (8

TR$ AYsA ey ZH(X+2 TO X+1+C0ODE
(ZH(X+1 )

A40460 LET X=X+ (CODE Z% (X))

40465 IF INEEY$<>"" THEN 6D TO 4

&S

4070 NEXT A

407 FRINT 7 "PRESS ANY EEY TO R

ETURMN T0O MEMLL M

4080 PAUSE 0 GO TO 100

S000 PRINT "I SHALL SAVE THE FIL

£ UMNDER THE NAME OF"
1 PRINT AT 10,1&-LEM T$/2: FLASH
1:T%

SQO5 IF TE="" R LEN T$>10 THEN

FRINT AT 1G,1:" I
DEX " EAVE "IMDEX"

LINE 100: GO TO 100

SO0 SAVE T% LINE 100

G020 60 TO 100

L0000 FLOT 0,0: DRAW Z55,0: DRAW
0,175: DRAW -~-255.0: DRAW O, ~17E
£010 FRINT AT 1,12—-(LEN T$)/2: B
RIGHT 13 INME 23 T#:" 8TATUG"
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EQZ0 PRINT AT Z,2:“"COMPUTER ON T
IME "2 INT (((PEER 2B&72+3056%FC

EEl 2T673) +LE8ILXPEER 23674) /50)
OBECE"

EOZ0 PRINT AT 5,10—(LEN S$+LEN C

)29 "FILE FOR " Qe s G¢

&G40 FRINT AT 7,8; "NO.0OF RECORDS
112 00

050 PRINT AT 9,2¢ "CHARACTER SFA

CE LEFT s 35000-7

EQEQ FRINT AT 11,47 "CHARACTERE I

MFILE s"g?

EQT70C FRINT AT 12,3 "FROGRAM: -2 M
ICHAEL BRRIBGGES®

EQ7S PRINT AT 20,5: "FREEE ANY KE

Y FOR MENLY

EOBO PRINT AT Z,2:"COMPUTER ON T
IME "3 INT (({PEEk 2B&72+256%FE

Eb. 2673 +ESTSTEXFEEN, 23674) /80)
1} (,‘!:CS"

&0RE IF INEEYS$L """ THEN GO TO 6
100

L0 RO TO 6080

100 (30 TO 100

0
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Sketching an outline

Many times I've written articles and
chapters 1in books which are supposedly
going to improve the progremming 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
carrespondence  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 atl 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 idaas 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 approsching 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 inwords 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 Llength
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 a8 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, 1in 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 Pascall it
is relatively easy to call a number of
subroutines within an endless Loop, with a
structure Llike 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 p rogramming 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.)
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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 ANO 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 PHINT 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, end 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 wunder all conditions' can take as
long as it took to get the first version
even working at ali. 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 Llines
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 msjor subroutine, it
would be even easier to track down the
bug.
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Let's look at this 4idea - 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 (end
difficult to program) of all those in this
game.

The subroutine could begin as follows:

2000 REM COMPUTER MOVE

2010 LET MOVE=0: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 1 ssid 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/S5 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 'sketchdd 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
Jjust 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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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,
and start your Spectrum exploding.

Another great book from
INTERFACE PUBLICATIONS
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