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INTRODUCTION 

With this book and your Timex Sinclair 1000® or 
1500®, you're set for a number of adventures. Despite 
their small size, the T/S 1000 and 1500 are computers 
of quite immense power, and this book contains 51 pro-
grams designed to show you just how great that power 
is, and how flexible your new computer can be. Note 
that for most of the games in this book you will need 
the Timex 16K expander. 

The programs are divided into six sections: 
• Moving graphics games 
• Driving games 
• Board games and simulations 
• Card games 
• Brain games 
• Word and letter games 
The section headings alone give some idea of the 

flexibility of the computer, and of the exciting range of 
programs in this book. We've got a wide range of games 
for you, from Dragon's Gold, Breakout, and Galaxy Pa-
trol, to Checkers Seven, Fastermind, and Tic Tac Toe. 
The programs all contain ideas that you can adapt and 
use to enhance your own programs. 

Games are great fun, and are one of the reasons that 
personal computers are as popular as they are today. 





Moving 
Graphic Games 

PROTECTOR 

In this program, you are given the task of protecting 
a defective part of the force field guarding earth. A 
difficult task indeed. Certain aliens, who do not have 
kindly thoughts about dear old peace-loving (!) Earth, 
have also detected the weak spot in our defenses, and 
try to break through the field. 

The field can stand one attack on any part, but this 
weakens that part. Any weak section which receives a 
second hit causes the collapse of the field and so leaves 
earth defenseless. The field will also collapse under the 
strain of having more than nine weak spots along its 
length. 

Your task is to block the attacks with your craft. 
You can restore any weakened part of the field directly 
below you by pressing F. The 5 and 8 keys control your 
motion, moving you in the direction of the arrows on 
those keys. 

There are five skill levels, with level 1 the easiest. 
Since the first few levels are really only for practice, 
the scoring system is biased toward the higher and 
harder levels. Failure, I'm afraid, is inevitable, because 
the aliens continually speed up their attacks if the pre-
ceding waves fail. Your score is given at the end of the 
game, along with the option of a second or subsequent 
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game. Pressing N at the end will end the game. Pro-
tector was written by Paul Toland. 

10 LET DO;4" 
1111.11111- 

20 PRINT RT 19,3; "R";TRB 27;1111 

30 PRINT RT 0r10;"PROTECTOR" 
40 PRINT AT 20,5;"ENTER SKILL 

LEVEL 1-5" 
FO IF INKEY$="" OR INKEY$<"0" 

OR TNKFY$>"5" THEN GOTO SO 
F. LET S=VPL INKEY$*2-1 
clef FT R = 

100 
110 LET W=0 
120 FOP T=i TO 20 

!ET A=INT RN1[)4. 
140 FOP. H=.A TO 19 STEP V 
145 PRINT AT 20,1;D$ 
150 PRINT AT H,A;"T" 
160 PRINT RT 1q,B;" 
170 LET 6=6+CINKEY$="8")-(INKEY 

1R0 LET 6=184-(6=3)-(6=27) 
1 ,740 PRINT AT :F4:6;"0" 
200 IF INKEY$<>'F" OR D$(6)="1" 
THEN GOTO 230 
210 LET W=W-1 
220 LET D$(8)="1" 
2:-';0 PRINT RT H:R;© 
;D40 NEXT H 
250 IF 6=A THEN GOTO 290 
2F0 IF D$(R)="E" OR W=9 THEN An 

TO '7;20 
270 LET W=W+1 
280 LET D$ (@:="\® 
290 NEXT I 
300 LET Li=J*2  
310 GOTO 120 
320 PRINT AT 5,0; "YOU FAILED - 
THE FORCE FIELD IS BROKEN AFTER 

(0)-1)*204-I)*s;" WAS SCORED" 
330 PRINT „"DO YOU WANT TO BEIn 
TO PROTECT 	ANOTHER PLANET ?" 
340 IF INKEY$="" THEN GOTO 340 
350 IF INKEY$<>"N" THEN RUN 
360 STOP 
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GROUND-TO-AIR 
MISSILE 

You have ten ground-to-air missiles (GAMS) under your 
command. Your job is to destroy the alien ships (which 
resemble Terran letter V's) before they land on Earth 
and destroy it. If they land, the game is over, and the 
number of ships you destroyed is shown in the top left-
hand corner of the screen. The 1 key moves you left, 0 
moves you right, and 2 moves you up the screen. You 
must get the + in front of the advancing V's to stop 
them. The screen clears after each successful hit, and 
at the end of the game. Ground-to-Air Missile was writ-
ten by Aidan Walsh and Kevin McCarthy, Cork, Ire-
land. 

1 FOR N=FI-PI TO tARL "9" 
LET R =c1FIL „20„ 
LET B=VRL "11" 

4. LET X=PI-PI  
F LET y=6 E. FOR F=PI-PI TO URL "63" 
7 PLOT F RI-PI 
8 NEXT F 
ri PRINT RT R;E,CHR$ 21 

10 PRINT RT 	CHR$ 59 
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PRINT RT RE;CHR$ 0 
LET 7=TNT (RND*URL "3") 
LET X=X+1 
LET Y=Y+(Z=URL "1")-(Z=URL 

.1= IF INKEYi="9" THEN LET R=Ri. 

6=6+(INKEY$="0" )-(INKEY 

17 LET R=R-(INKEY$="2" 
18 IF R=X RND 6=Y OR X >=22 THE 

N GOTO cRL "20" 
ig r4nTr! JP.I_ "9" 
20 L. 
21 IF R=X THEN NEXT N 
22 IF X=URL "22" THEN PRINT N 
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BREAKOUT 

In Breakout, you control the bat on the left-hand side 
of the screen using the 6 and 7 keys to move your bat 
in the direction shown by the arrows on the keys, to 
try and keep the ball in the "court." The aim is to 
demolish as much of three walls as possible. Walls far-
ther back give higher scores. You are allowed five balls 
in each game, and a score over 2000 gives a new game. 

The game is limited, to some extent, by the speed of 
the computer. You need to type in LET H = 0 before 
you run the program to set the high score counter, then 
start the program by entering GOTO 5, rather than 
RUN. If you save the program after you've played it, 
then start running it with GOTO 5, the old high score 
will automatically be your target for the new game. 

▪ RE NI) 
• FT 7 = 

,= LET Z =0 
17 LET 17i =c1 

ET TB =0 
• ET n =n+ 
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40 	PRINT PT 1 . 0; 

FO PRINT PT 17,0 " 1231_41gmmoram.....m...ms” 
80 PRINT ,'TOTRL 0 	E,RLL NO 

snel PRINT „" HIGHEST SCORE 
! ! 

100 FnR T=2 TO 16 
110 PRINT PT I .13 

444 	, "MEOW_ HONE Iii  
120 NEXT 
130 LET R=-1 
1 	LET D=1 
17,0 LET X=ii 
1s0 LET Y=INT P.ND*10)+5 
,c= iFFK .FT . 1596+PEEK 16397 

*2F,s4-1 
170 LET TB=TS-1-1 
180 1:;0Tn (Ts=s)*210+200 
200 POKE P+647,T8+28 
220 POKE R+P,0 
22;3 LET P=P-i-CINKEY$="6")-33* 
CINKFY$="7") 
240 POKE P+P.,5 
2s0 PnKE  
2s0 LET X=X+R 

LL, 
- 

280 LET N=PEEK 7_ .nnel POKE 7 .28 ==v, 
;":;On IF Y=2 OR 	THEN 1... ! D = - 

310 IF N=5 OR X=30 THEN LET R=- 
R 
320 POKE P+R,0 
:330 LET F.! + 3 :3 * ( I N K. EY $ = 6 " ) - 3 3 * 
( I N E r" = " 7 ) 
34-0 POKE IP +P.! , 5 
2IF,0 r-inTn (N<1;712)*30+360 
360 LET T=1-4, (131=—N)*5 
370 PRINT PT 
380 LET LFT R=-P 
i•=10 r41-1Tn (X>n)*PO4-1710 

410 IF T>200n*n THEN r:;CiTn 20 
41F, pRTNT RT ig1,7;;"P;RME OUER" 
4.20 IF T>H THEN LET H=T 
430 PRINT „"HIGH SCORE Is NOU 

440 INPUT R$ 
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450 IF A$="N" THEN STOP 
41;0 17LF,  
470 r41-1Tn 10 
4F43 	"PRFAKOUB" 
4- 	1-41-70 10 
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ZOOMER 

A long bar is printed on the screen, starting from a 
random position. A projectile then makes its way across 
the screen from the left. When you think the projectile 
is over the hole in the bar, press a key. If you're right, 
you'll get a point. You'll be pleased to see how your 
skill at this program improves as you continue. Zoomer 
was written by Nick Wilson. 

10 REM ZOOMER 
11 PFM NInK WILSON 
12 RAND 
20 LET t-1$ =" " 
3121 FOP I=1 TO 32 
4-0 LET M$=M$+"11" 
50 N E:x7r I 
FF CLF. 
60 LET L=INT (RND*21) 
70 PRINT AT L 011$ 
80 LET K =INT (PNC)*31) 
90 PRINT PiT K " " 

100 LET J=IP-IT (RND*21) 
i05 IF j=1._ THEN GOTO 100 
110 LET N=0 
.20 PRINT PIT "E" 
130 LET J=N 
14-0 LET N =N +1 
150 PRINT RT , V.; " 
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155 IF N=30 THEN GOTO 55 
160 IF TNKFY$="" THEN GOTO 120 
170 IF  U=K nR =r +1 OR V=K-1 TH 

EN GOTO 1'O 
1R0 1-40TO 120 

.L, 	!, 
220 NEXT 

THEN GOTO 120 
240 CL5 
pFes pRTNT PT 10,0"TRY RGRIN ? 

260 IF INKEY$="" THEN GOTO 260 
280 IF INKEY$="Y" THEN GOTO 55 
290 5TOP 
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THUNDERBOLT 

You are the gunner on a ground-station outpost, and 
it is your mission to stop spy planes from flying over 
you. The computer is your monitor (it is good to see 
how much the U.S. Government is willing to invest in 
protecting the country), and on the monitor you see the 
planes, and your ten missile launchers. 

As the enemy planes fly over, you have to press the 
number on the missile that you want to fire. The missile 
then zips up the screen, either destroying the enemy 
or totally missing, depending on your skill. 

There are two extra features which make it difficult. 
The plane keeps moving after you've fired, so you really 
have to fire in front of it to score a hit, and the missiles 
are not reloaded until you manage to bring down one 
of the enemy. You can change line 100 to any design 
you like, as long as there's a space at the start, and a 
graphic H in the middle. The game is simplified if you 
add more graphic H's to the design. Thunderbolt was 
written by Nick Wilson. 

RFM t iNDERBilLT 
REM N  C: K LjTi -L=  _1N 
RR ND 

,• 
1 .1 
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20 LET 6=0 
22 LET 5=INT (RND*16) 
25 LET F=0 
2R CL: 
30 PRINT RT 21,0; 
40 FOR I=1 TO :;2!.  
50 PRINT "1"; 
RO NEXT I 
70 PRINT RT 20:20;©  	
80 PRINT RT 21,20;"0123458789" 
90 PRINT RT 5,6; 
95 LET 6=0 
96 LET 5=54-1 
27 IF 5=21 THEN RUN 
100 PRINT RT 5,6;" J 
110 IF INKEY*<>"" THEN GOTO 170 
115 IF F=1 THEN GOTO 240 
120 LET 5=64.1 
140 IF 6=27 THEN GOTO 90 
150 GOTO 100 
170 LET A$=INKEY$ 
175 IF CODE R$<28 OR CODE R$>37 
THEN GOTO 111 
190 LET R=20+URL A$ 
200 PRINT RT 20,R; 
210 IF PEEK (PEEK 16398+256*PEE 
K 16399)<>14 THEN GOTO 111 
220 LET F=1 
225 LET P=20 
230 r4risiis 1:11 
240 LET P=P-1 
245 IF P<5-2: THEN GOTO 280 
2R0 PRINT RT P,R;"$";AT P+1,R;" 

252 PINT RT P-1 R* . 
252  IF  PEEK (PEE) 16398+256*PEE 
K 16599)=136 THEN GOTO 300 
270 GOTO 130 
280 LET F=0 
285 PRINT RT P4-1,R;" 
220 GOTO 111 
SOO LET R$="Olain" 
310 LET 5$="*O*0*" 
220 FOR I=1 TO 6 
330 PRINT PT P-2,R-2;ACAT P-2, 
R.-2;8$;T P-1,R-2;ACRT P-1,R-2; 
ECRT P,R-2;2$;RT P,R-2;8$ 
340 NEXT I 
350 RUN 
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SURGE 

In Surge, written by Tim Rogers, your ship (the g) is 
somewhere out near a strange asteroid belt. The as-
teroids are slabs. Your ship has a shield, so the aster-
oids cannot destroy your ship. The only problem is that 
you get pushed up the screen by any slabs you come in 
contact with. The aim of the game is to stay on the 
screen for as long as possible. The lower down you are, 
the more points you score. 

The machine-code routine in the REM statement 
takes the place in line 80 of the BASIC line IF PEEK 
(PEEK 16398 + 256 * PEEK 16399). There are seven 
characters after the REM, and in decimal they are 42, 
14, 64, 78, 6, 0 and 201. All but CI-111g 78 can be entered 
from the keyboard; 78 has to be POKED, by line 10. 
You move your ship to the right by pressing any key, 
and it drifts left when you release the key. 

PFM F: t•• D 7x1  T A NI -L 
L ET H= 

J- f 
•7 2.= i ='"1- =H 

0 LET U=10 
LL! ! 
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30 LET P=11 
40 PRINT AT 11,P;" g, 
50 LET P=P-H/H*(P>H/H) 
60 LET P=P+CINKEY$<>"")*2*(P<T 

65 SCROLL 
70 PRINT AT UP,;  
80 IF LISP. 1F514=n0DE "R" THEN 

LET 11=1J-H/H 
90 IF 11=H-H THEN GOTO 200 

100 PRINT AT U,Pj"$- 
11171 PRINT PT CODE ")",AND*T; rem- 
120  
130 GOTO 40 
POO IF H<Fi THEN LET H=5 
210 PRINT AT U;P;"5URGE",5,H 
220 PR11E. 4E4 
230 GOTO 1R 
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PUSSY-GET 

If you are a cat reading this, you're hereby given per-
mission to change the program to Human-Get. Your 
job is to drop seven weights (printed across the top of 
the screen) onto six cats which run across the bottom 
of the screen, one after another. If you press the keys 
2 to 7, the corresponding weight will drop and the cat 
will stop running until the weight hits it, or sails on 
past. If the weight misses the cat, the frisky feline will 
flee. However, if it gets smashed by the weights, it will 
turn into a cross. Some heavy symbolism is in order 
here, as you can tell. The game can be made more 
difficult by removing lines 330 and 370, which speeds 
up the game, but in so doing, it removes the checks on 
human cheating. Pussy-Get comes from Nick Wilson. 

pu t•- 
REM  • 
F!! 27. M NICK 
:IM▪ r R ;=; 

-r• 	"T" -L 	" !  
LET Ei$="E" 

• FOR T = F, 
7101 FT _ _ _ T  _;$ 
4-3 NEXT I 
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PO PRINT 5$ 
50 FOR I=.7 TO 7 
70 PRINT TAP 1*4;":" 
75 PRINT TS II4;":© 

I 
80 PRINT TRB 1*4;" " 

PRINT TAB 1*4;" 
95 PRINT RT 0,I*4;17HR$ 

STR$ (T))+12c1) 
LET R... 

90 
(CODE ( 

t=. 
.1MiA 

no 
140 
4=41; 

1R0 
4'7111 

4.=erA 
a.L.YJ 
4.=6= 

190 

PRINT RT 10; 

NEXT I 
T$=" 
U$=" 
V$=" 
w$=" 
M=0 

PRINT RT 17,0; 
PRINT TAB H; T$ 

200 PRINT THE M;U$ 
PRINT TRB M;V$ 
PRINT TRB M; W$ 
LET M=M+1 

240 IF M=27 THEN GOTO 270 
250 IF INKEY$="" THEN GOTO 1PF. 
250 GOTO 320 
270 PRINT PT 17,0; 
230 FOR I=1 TO 4 
290 PRINT TRS 
300 NEXT I 
310 GOTO 180 
320 LET R$=INKEY$ 
330 IF R$<"1" OR R$>-7® THEN GO 
TO 1F 
340 LET P=URL A$ 
350 LET ,-eLf=ler 
355 LET 
350 PRINT RT LX; 
770 IF PEEK (PFEK 16398+258*PEE 
K 15399:1 <>128 THEN GOTO 185 
380 PRINT RT j,X;" ";RT J+1,X;" 

11";RT j+2,X;11" 
390 IF j+2=21 THEN GOTO 4301 
400 PRINT RT j+3,X; 
41g! IF PEEK (PEEK 16398+256*PEE 
K 1Pqq)<>0 THFN GOTO 450 
411 LET  
420 GOTO 380 
430 LET J=0 
4:-i5 PRINT RT 21,X;" ";RT 20 ) X;" 

210 
220 
230 
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440 r4rITO 1P.F,  
450 PPM! RT  . 	. 

PRINT R.T 17,0; 
PRINT IRB M-1;" 
PRINT TR8 M-1; 
rnr.TNT TRF  
PRINT TRF  

FT ORT:=.=1-4=1T-1 
IF r:RT8=0 THEN GOTO 
GOTO 180 

;'.:P.INT RI- 	 "TRY RGRIN ?" 
INKEY-$= 	THEN 1-40TO FfUl 

! ! THEN RUN 

20 
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SNAKE 

In this program, you must guide your snake, using the 
5, 6, 7, and 8 keys, toward the $'s in order to grow. You 
move in the direction of the arrows on those keys. 

You must not hit the walls or yourself. The $'s are 
on the screen for a limited time only, so you must rush. 
The aim of the game is to make your snake grow as 
long as you possibly can. Even though this game is in 
BASIC, it is very fast, thanks to some clever string 
handling. The game was written by Paul Toland, whose 
best score to date is 55. Can you beat that? 

At the end of a game, you get a new game by just 
pressing ENTER, and stop by pressing N then EN-
TER. 

•I LET St; ="" 
FT 

0 PR 
monsminsmel'' 

f=nR T=1 Tn 
70 PRINT " TRE 31.; " I" 
R0 NEST T 
c4 0 . 
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92 PRINT "5NRKESPMMMRP5NRKE5M 
M2§§5NRKE5" 

Q4 PRTNT „"THE MONEY 5NRKE ON 
r; LY RnW:=,  IF 	FED WITH $$$."„"Y 

nU MUST GUIDE IT Triu RRDs THE $ T 
nRRF NOT TO HIT R WRLL OR 

ITSELF." 
100 LET M=I 
110 	LE T P=PFFK 1F-F, +251=.*PEEK 1 

F:=1C47+1 
120 LET M=INT (RND*30+1)+INT CR 

Nr)*+1)*33 
125 IF PEEK (M+P)>0 THEN GOTO 

130 POKE Pi-M,13 
140 FOR I=1 TO 30 
150 LET 5=OODE 5$(1) 
1F.0 POKE P+CODE 5$(L),0 
1FIR LET T$=TNKFY$ 
170 LET : i$="8")-(I$="5")+( 

1$="5")*33-L1$="7")*33+(1$<"5" 0 
R I$>"8")*(5-CODE 5$(2)) 
175 LET N=PEEK (P+5) 
180 IF N<>13 RND N<>0 THEN GOTO 
270 
190 LET L=L+(N=13) 
200 POKE Pi-5,25 
210 LET 5$=CHR$ 5+5$(1 TO L-1) 
240 NEXT I 
pRel IF pEE K (M+P)= 13 THEN POKE 

260 GOTO 120 
270 PRINT "r'4RMF 	MANAGED 
TO n4RnW Tn","R LENGTH OF ";L,"T 

RY RGRIN ?" 
*DRO TNPIIT R$ 
290 IF R$<>"N" THEN RUN 
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PHARAOH'S REVENGE 

This is an early Egyptian version of the "city bomb" 
type of program, in which you fly over a city, leveling 
skyscrapers in front of you with bombs dropped from 
your plane. 

In this game, you're flying (on a magic carpet?) over 
a pyramid, and you have to try and destroy as little of 
it as possible, while aiming for a spy (a Phoenecian 
merchant who has not paid his transit taxes or spice 
import duty) hiding in the base of the pyramid. Press 
any key to drop a bomb onto the pryamid. You can 
make the game easier by adding 105 LET G = SIN 
PI. Pharaoh's Revenge was written by Nick Wilson. 

.L.• LET :;=0 
J. A LET 5=3 4- 

ET F=0 
a.  LS 
2n ET =•s r. 
21 PRINT RT 10 0; 
25 LET R$=" 

EMI" 
30 FOR I=1 TO 23 STEP 2 
4-0 LET  
50 PRINT TRE. C.; R$ TO 
E. NEXT I 
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70 PRINT RT 21,15"0" 
PRINT RT 

F;0 IF RND>.9,4- THEN LET 6=64.1 
90 LET F;=; 

ii 
1'0 

T F 
0 PRINT RT S;16;" III 
0 i R=R+1 

120 TF THEN 1-40'O 7F 
125 IF F=1 THEN GOTO 200 
1:rcoi iF TNKFY$=- " THEN GOTO 100 
140 LET F=1 
4-5 LET =5+1 
160 LET 
170 GOTO 100 
217,171 PRINT AT j-1,D;" "RT U,17.)" 

1..2 

• IF THEN GOTO 250 
! I  

▪ TF PFFK (PFEK IF.7-.;C:1F+.7'FF*PFE 

1 A 	=52 THEN RUN 
▪ P ' TNT 
250 GOTO 100 
PAO iFT F=g1 
P70 r4OTO 100 
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DROPPER 

In this intriguing game from Nick Wilson, you have to 
fill a glass of water with stones as quickly as possible. 

You'll see the glass, full of water, printed on the 
screen when you press RUN. There is a barrier along 
the top of the screen, and the stones move along the 
bottom of it. 

When you think a stone is above the glass, press any 
key, and the stone will start to fall. If it lands outside 
the glass, another stone will appear, so you can have 
another try. If, however, the stone falls into the glass, 
it will fall to the bottom, or rest on top of another stone. 
When you've filled two complete rows along the bottom, 
the game will be over, and you'll be told how many 
stones it took you to fill it. If you'd like to fill three 
rows before the game ends, change line 240 to: 
IF K = 19 OR K = 18 OR K = 17 THEN LET 
S = S + 1. 

4 11 REM DROPPER 1 
4 4 REM NICK WILSON 
fL:=' LET F =0 

LET = 
4 A LET 5=1 
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LET P=0 
1R 
20 FOR I=1 To 31 

pRTNT "I": 
NFXT. T 

7n FnR T=i1 TO lq , 	I WµS):"N):0: PRINT R7 	Roam' 
clo NFyT T 
100 PRINT TR5 1R;111111011j" 
110 Li...! A=1. 
120 PRTNT PT 1,Yril" 

FT::i 4 i  
135 PRINT PT  
14-0 T= 	THEN GOTO 2F;0 
4=1 IF INKFYrt="" THEN GOTO 120 
1RUI 
190 LET K=K+1  
195 IF K=Ri THEN GOTO 2R0 
200 PRINT PT K" 
210 LET T=PFFK (PEEK 1F-Y7cPF-F255* 

PEEK 152qq) 
E IF T=1RF1 THFN 140TO 240 

220 PRINT I.;  PT K-(PI-Pi)Jr1J OH 
ns 7 
230 GOTO 1P 
240 IF K=19 OR K=18 THEN LET 5= 

255 PRINT PT K-1"1111" 
256 IF F.=F THEN GOTO 311 
26.7,  Lt T K=0 
255 PRINT PT 00;8-5 
270 GOTO  iFn 
280 LET X=1 
2c:0 LET P=P+1 
.7;on IF P=11 THEN GOTO f:;20 
310 GOTO 150 
311 PRINT PT 0,0j "WELL DONE 

YnU TnnK  

320 PRINT PT 0,0;"RRN OUT OF TI 
mF...FnnRE "Js 
330 PRINT PT 4,0;"TRY RGAIN (Y 
OR N) ?" 
340 IF INKEY$="" THEN GOTO 340 
150 IF INKEY$="Y" THEN RUN 
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SPACE DOCKER 

From deepest space comes Space Docker, which simu-
lates the docking of two spaceships. You'll see the hulls 
of the two ships on the screen, with your ship on the 
right, and an enemy ship on the left. You line your 
docking tube up with that of the other ship, using the 
2 and Z keys, and pressing P when you think you've 
docked. This sounds simple, but there is a catch (as 
usual). The enemy's docking tube (an inverse space, 
just like yours) is moving in random up and down steps 
in an attempt to stall you, so you need to be reasonably 
quick on the keyboard finger to change directions as 
the other docking tube is doing. There's also a time 
limit working against you. If you don't dock quickly 
enough, the enemy ship will blow up, and take your 
ship with it. 

At the end of the game, you'll receive a rating, de-
pending on how well you did. All the graphics in the 
program are from the H key. 

Nick Wilson wrote Space Docker. 

10 REM SPACE-DOCKER 
11 REM NICK WILSON 
12 LET S=0 
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lf% LET K=0 
30 FnR I=1 TO 21 
40 PRTNT:14NENNOMMOMMUM 

fffmam-...mmftval=ssz: 
50 NEXT I 
Fi PRINT PT 
sO LET Ds=TNT.  (RND*201+1 
70 LET s0=INT (RND*20)+1 
7R FOP K=1 TO 200 
80 PRINT RT 05,14;"1";RT D5- 

1-," ";RT E2. _4. 

	

RO PRINT RT 	"111";RT 50-1, 
=. • . r., , .7 • , 

qF IF 50=05 RND INKEY$="P" THE 
N r4r1Tn 200 
100 IF INKEY$="2" AND 50>0 THEN 
LET 50=50-1 
110 IF INKEY$="Z" RND 5,0<19 THE 
N LET D=sr)+1 
120 LET L=RND 
130 IF >.F THFN LET P=1 
140 IF L(..F.,  THFN LET P=-1 
14F IF D5+P)20 OR 05+Pe.0 THEN G 
OTn 170 
146 LET 05=05+P 
170 NEXT K 
172 LET 5=5-200 

PRINT AT 05,14;" 
174 F41-1Tn Fl 
n00 FOR I=1 TO 5 
210 PRINT RT 05,12;"DOCKED" 

LET L=sIN PI 
220 PRINT RT 05,12,"MO Iffi" 
225 LET i =AIN PI 
230 NEXT I 
240 LET 5=4(200-K) 
250 174nTn F.1 
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GALAXY PATROL 

Galaxy Patrol places you in command of a galactic pa-
trol ship, which bears an uncanny resemblance to the 
letter V. 

Your V-wing fighter starts with 50 gallons of fuel, 
which slowly decreases. The amount of fuel left is shown 
in the top right of the screen (in the screen printout 
the fuel figure is 33). 

You refuel your fighter by hitting any of the random 
fuel dumps (inverse spaces). Each time you run through 
a fuel dump, you get 25 gallons. You control your craft 
by touching the M key. Holding down the M moves 
your craft right; leaving the keyboard untouched allows 
your craft to drift sideways. The game ends—and your 
score is displayed—when you either run out of fuel or 
hit an asteroid (asterisk). 

Line 130 looks at the- PRINT position (set by the 
last PRINT AT in line 110), and if it finds a 23 (as-
terisk) there stops the game, printing the score (S) and 
using an unassigned variable (D) to halt the game. If 
it finds a 128, the computer knows you are running 
into a fuel dump, so the fuel is incremented by 25 (LET 
F = F + 25). Line 145 stops the game if you've run 
out of fuel (that is, if F = 0). 
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Galaxy Patrol was written by R. Stubbs, based on a 
program by Tim Hartnell. 

F.',  LET 
10 LET 
20 LET 

F=50 = 
17-1= 

30 LET 
40 LET C=10 
50 PRINT RT C,RND*30"*" 
55 LET R=INT (RND*10)+1 
57 IF R=c1 THEN PRINT RT 8,RND* 

3 
IET "A=Fi+i 

! , 
:=A-tpoi 

90 IF 6>2 THEN LET 6=6-1 
ino TF TNKFyt="M-  RND 6<28 THEN 
LET B=15+2 
110 PRINT RT R,B;"V";TRI5 29;FR 

T 1,E; 
10 LET M=PFFK (PEEK 16398+258* 

PEEK 1E229) 
IF M=23 THEN PRINT 
IF M=128 THEN LET F=F+25 
IF F=0 THEN PRINT F,  
174nTn FO 

db 

I 

140 
I4F 

150 
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SEA RAIDER 

This program is from Martin Frobisher, and it is more 
difficult to play than might be thought at first. In Sea 
Raider, you have to try to destroy a battleship by bomb-
ing it with your plane as you fly over. To make this 
more difficult, you fly twice as fast as the ship, and 
from time to time are buffeted by winds, increasing 
your speed even more. 

You have 20 bombs in this version of the game, bui 
you can easily change this by changing the value as-
signed to M in line 10. You fire by pressing F. You do 
not see anything fall from the plane, but if you hit it, 
you are rewarded by a rather odd explosion on the ship, 
which is immediately, miraculously, restored and con-
tinues on its tireless trip from left to right. There is a 
time limit of 300 seconds, and this is reduced steadily 
while the game is progressing, although you only see 
a new "reduced" figure every so often. The game ends 
when you run out of bombs or out of time. The maxi-
mum possible score is 5340, but it is practically im-
possible to get this within the time. 
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1  REM 
= REM 
:"'; REM 

M=M 

= MTi,= 

SER RAIDER 
BY 

MRRTIN FROBISHER 

RT 17,0 

m=2n LL! 
T=300 LL! 

2171 IFT  5=0 
30 LET R=2.  
40 1RT R=T NT R.ND*15)+1 

-90 iFT P=P+P 
.7:3=t4 

110 IF RNr».7 THEN LET R=R+1 
iF R>2F, THFN PRINT PT 5-3 

LET R=3 c..0 	r! 	H 

125 T= ='Tu= 	PRINT FIT 1= 

I E HEN LET t=1 
140 PRINT RT 5,R-3" 	RT 

= . 

150 LET 
IF T<2. THEN GOTO 205 

150 PRINT PT 15,B-1;" -ass" ;PIT 
115,B-1 " -fur" 1R 0  IF INKEY$="F" THEN r4OTO 200 
1.87 IF T<1 THEN l'OTO 205 

50 
200 LET M=M-1 

PRINT RT c1,0"TIME=";Th" mT 
M: 

207 IF M=0 OR T<1 THEN ATOP 
210 IF RBS (R-B)>2 THEN 1-41-11-0 
330 FOR: 0=2. 70 F: 
230 PRINT PT 15,B ilk 	

.1
2.5 
F.

l";RT 

1.3 

0 EL:H=1T 15,6;" 	";PT 
; • • % 

235 NEXT  
34.0 LET  :=:=F:+257 
250 PRINT RT 1,1=6"SOORE=";S;" 
=11Dt7. IF INKEY$<>"" THEN 1-40TO 255 
270 r-inTn 2.4.0 
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TME=202 MISSILE5=18 
517n -RE=F.:14 

r 
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BALLOON BUSTER 

Moving left and right at the bottom of the screen, you 
fire upward at a row of balloons, floating against the 
ceiling. You have to try to burst them all. You move 
using the 0 key for right, the 1 key for left. 

This sounds pretty simple, until you discover that if 
an empty space is fired into, another balloon appears, 
thus ensuring it will take longer to burst them all. You 
have no control over your firing rate, which complicates 
matters even further. To alter the frequency of fire, 
change the .91 in line 125. 

You can change the number of balloons at the start 
of the game, by altering the 9 in lines 13 and 50. The 
balloons can be changed to any character you like, pro-
viding that you change the 52 in line 190 to the code 
of the character chosen. Nick Wilson is the author of 
Balloon Buster. 

	

RFM 	FLITER 
REM NICK WILON 
RRND 

1=-1-   
! ! 

r L5 
20 FnR T=1 Tn J2 
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30 PRINT 
40 NEXT I 
50 FOR 1=1 TO 9 
50 PRINT RT 1,RND*29+1; 
70 IF PFFK (PEEK 1.R.q8+256*PEE 

K 1.Rolq)<>0 THFN GOTO 60 
60 PRINT 
90 NEXT I 
qF LET L=TNT (RND*28) 
100 PRINT RT 21,L;" m 
110 IF INKEY$="0" RND L<28 THEN 

L=L+1 
120 TF INKEY*=-1" RND L>0 THEN 

LET L=L-1 
125 IF RNO>.91. THEN GOTO 2.4.0 
lfm:0 c41-1Tn ino 
140 FOR 1=21 TO 2 STEP -1 
150 PRINT RT 1,L+1;"$" 
160 PRINT RT I,L+1;" " 
170 NEXT T 
180 PRINT RT 1,L+1; 
icigi IF PEEK (PFEK 16398-1-256*PEE 

K 1F;CIC:)=F:D THEN GOTO 220 
210 PRINT 
215 LET K=K+1 
216 GOTO 240 
220 PRINT 
230 LET K=K-1 
240 PRINT RT ILIO;K;" " 
245 IF K=0 THEN GOTO 260 
250 GOTO 100 
250 CL5 

PRINT RT 10,10;"TRY RGRIN ? 

280 IF INKEY$="-  THEN GOTO 280 
300 IF INKEY$="Y" THEN RUN 
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I LOVE THE SOUND 
OF BREAKING GLASS 

The object of this game is to protect a plate-glass win-
dow from projectiles which are being hurled at it. You 
do this by moving yourself up or down, by pressing the 
2 or Z keys. If the ball hits you, it vanishes, and an-
other one appears in its place. If you let the ball past, 
it will smash the window and your score will be given. 
You can make the game simpler by adding a few delay 
loops to slow it down. I.L.T.S.O.B.G. was written by 
Nick Wilson. 

5 
20 
PP 

iFT 
0L5 

TM=0 

....... 
*.z. 7; R :ThzF; ; ' ' atwaramiffiastpm" 
24. NEXT I 

= N T N D *21 ) +]. 
4. LET 5Y =0 

LET 
LFT 

HX=., 
HY =INT (RND*20) +1 

55 PRINT RT ; TM 
70 PR TNT RT HY 11  

H X ;  
80 IF INKEY$="0" RND HY<19 THE 

N iFT 
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flat IF INKEY*="1" RND HY>0 THEN 
LET HY=HY:--1 
1 00 PRTNT RT 5X,5Y 

-r 	E'- 	=EK 1+2F,R*PEE 
"1 "  THEN GOTO 150 

PRTNT "E"RT  
OF*,  IF FIY=1F. THEN GOTO 130 

1101 LET 
120 GOTO 70 

5MR:5H ** 

rr 
.4 

PRINT TRR 15;." YOU sRUED 
PRINT !ML—, 

 15;" THE WINDOW" 
PRINT TR 15; TM; 	TIME5 

STOP 
PRINT RT 
PRINT RT HY-F1,H

fflTn 

Y" 
LET Tm=Tm+1 

37 



LETTER CHASER 

Let your 0 run around the screen, to "run over" the 
letters you see in alphabetical order. You enter your 
speed setting for the game (from 1 to 5) and then use 
the 5 and 8 keys to move in the direction indicated by 
the arrows on those keys. The game ends if you hit a 
letter out of sequence. Pressing ENTER at the end will 
give you a new game, while N then ENTER will stop 
the program. You'll find yourself returning to this game, 
time and again, trying to complete it successfully. Let- 
ter Chaser was written by Paul Toland. 

;11; 	 R I NT 
MEI" 

R PRINT "ENTER SPEED SETTING 

	

"1 ( FRST 	T 0 5 	LOI I 
10 LET x=. 
20 LET Y =X 
:10 LET Pi =X 
40 LET D=0 
Fej LET NO=38 
55 INPUT S 
57 r:LS; 
F0 LET P =PEEK 16396+PEEK 16397 

70 PRINT " 
011111•1111111111111" 
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RO FOR I=1 TO 20 
90 PRINT 111-;TAB 31;11 

100 NEXT I 
110 PRINT - 
	LETTER C-4R=rE 

120 FOR 1=38 TO 3:1 
130 LET RX=iNT (RND*30)+1 
140 LET RY=INT CRND*19)+2 
10 IF PEEK (P+RX+RY*33)>0 THEN 
GOTO 140 
1R0 PRINT AT RY,RX;CHR$ I 
170 NEXT I 
180 LET I$=INKEY$ 
185 LET A=(I$="8")-(I$="5")+(I$ 

=-- )*A 
190 LET r:,=(I$="6") -CI$="7") + (1$ ="")*D 
200 PRINT AT Y,X; 
210 LET X=X+R 
220 LET Y 
2:10 LET N=PEFK (P+Y*33+X) 
240 PRINT AT YX"0" 
242 FOR J=1 TO R 
244 NEXT j 
250 IF N=0 THEN GOTO 180 
260 IF N<>Nn THEN GOTO 310 
270 LET NC=NO+1 
280 IF NC<54 THEN GOTO 130 
290 PRINT AT 10,10;" Emu 
:100 GOTO 320 
310 PRINT AT 10,10;CHR$ (N0+125 wzmmamomma- 
:120 PRINT AT 12,10;-TRY AGAIN?? 

330 INPUT A* 
335 CLS 
340 IF A$<>"N" THEN RUN' 

S t 

r'DU MADE 
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JET FIGHTER 

You are the pilot of a defender jet. You must line up 
the enemy plane (a 0) in your sights, using the 5, 6, 7, 
and 8 keys, moving in the direction of the arrows on 
those keys. You destroy it by pressing the F key. 

However, the enemy jet does not just sit there wait-
ing for you to destroy it. You have to cope with its 
somewhat random evasive movements. Since you can 
only control your own plane, the enemy plane will ap-
pear to move in the direction opposite to the one you 
press. 

The game, as listed, is at the beginner's level. The 
speed is dramatically increased if you remove line 160, 
the time display. You press ENTER at the end for a 
new game, or N then ENTER to stop. Jet Fighter was 
written by Paul Toland. 

20 E7 X=IN7 (RND*2) 
30 	!,"! 
40 PRINT PT 1014"> " 

I 	7 < INT (T 	**-, THEN GoTo 
80 
== 	 X 	i=1 t•-1 	)( < 3 2 FIND Y -1 

", 	N THF PRINT AT Y,X 
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50 LET Y=Y+TNT (RND*3)-1 
70 LET  
R171 LET Ri=TNKEY$ 

TF x›-1 RNr) X<32 RND Y>-1 R 
ND Y<P2 THFN PRINT RT  

90 LET X=X+1*(R$="5"):1.71i(R$="8 

100 LET Y=Y+1*(R$="7")-1*(R$="6 
22 

L30 IF X>-1  RND X<f'iP RND Y).-1 R 
Nr) '-(22 THEN RRTNT RT  
140 IF R$="F" AND X=15 AND Y=10 
THEN GOTO 1R0 
1F,0 IFT T=T1 
160 PRINT RT 0,03T 
170 r4r1Tn 	41-0 
180 PRINT RT 10,1F;"X" 
190 PRINT AT 200; "YOU GOT IT 

200 PRINT !!-.:Y 	AGAIN?" 
210 INPUT R* 
220 IF R$="N" THEN STOP 
230 CA 
240 GOTO 10 
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ZAP 

You are trying to prevent the ubiquitous aliens from 
landing (the story of our lives). 

They can descend in any one of three directions, 
straight down or diagonally down from the right or left. 

You must position your craft using the 5, 6, 7, and 
8 keys (moving in the direction of the arrows on those 
keys), and fire your missile using F so that the missile 
intersects the alien's descent path. 

Blocking the alien with your craft will have no effect. 
At the start of each game, you are asked for a difficulty 
level (0 to 5), with 0 as the easiest level. The aim of 
this game, as you have probably guessed, is to prevent 
a landing for as long as you can. You press ENTER to 
get a new game, or N then ENTER to stop. Zap was 
written by Paul Toland. 

PANE) 
1.0 I FT T=0 

PRINT "1 Fk_iFL (0-F;) " 
INR‘i 
ET BP= 999 
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37 PRINT RT is1,0;"Jwie 
40 LET T=T+1 

LET 	P=INT 	pt.! I-)  4. 71 

PRINT RT 
TF R=3 THEN LET P=INT (RND* 

P=INT (RND* 

R=1 THEN LET P=INT (RND* 

50 
1-44:1 

.Lc-! 
F;0 IF R=2 THEN LET 

16) *2 
c10 TF 

12)+20 
4.7.M 	 .-, wvJ 
110 FOR U=L TO 19 
120 PRINT RT j,P;"," 

LET R$=INKEY$ 
140 PRINT RT 
150 LET 0=G+0=1$="6")*2-(R$="5") 

170 PRINT RT 2.8.G0 
180 IF R$="F" RND 5=-1 THEN LET 

190 IF 
POO TF 

210 IF 
220 IF 

230 
THEN 
240 
250  

B=17 THEN LET BP=G 
B>-1 THEN PRINT RT 5,5P, 

B>-1 THEN LET B=5-1 
5>-1 THEN PRINT RT 5,BPj 

OR B=J+1) 
.;131-n 30 
PRINT RT U;P;© " 
LET P=P+T 

RND BP=P 

250 NEXT 
270 PRINT RT J-2.P.; 
280 PRINT "M M THE RLIENS HRUE 
LRNDED !, M- 
2c10 PRINT "TRY RGRIN? "; 
300 INPUT R$ 
32.0 IF ç::;"  THEN STOP 
330 r4nTn io 
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AVOID 

Direct your ever-growing snake, using 5, 6, 7, and 8, 
so that it avoids the surrounding box, its own trail, and 
the + signs. It is allowed to hit five of the pluses before 
the game ends. Since each move decreases the space 
available, it is advisable to develop some movement 
tactics. The object of the game is to last as long as 
possible, and your time is given at the end of the game. 
Press ENTER for a new game, or N then ENTER to 
stop. Avoid was written by Paul Toland. 

10 RAND 
20 FOR i=0 TO 31. 
30 PRINT AT 0.1 .; "$" 
4-0 PRINT RT 	I . 

II 

50 NEXT I 
50 FOR T=0 TO 01 
70 PRINT an- 

TNT RI 
Q0 PRINT RT RND*19+1,RND*2941, 

4." 
100 NEXT I 
110 LET T=0 
115 LET H=0 
120 LET D=1 
125 LET X=2 
10 LET R=0 

It 
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14n LET P=PEEK 15396+PEFK 157 

150 LET R*=INKFY$ 
170 IF R$="5" OR R$=~8© THEN LE 

T LJ 

180 TF R$="5" OR R$="8" THEN LE 
T P=Fr4N RJR'  
190 IF R$="6" OR R$="7" THEN LE 

T Pi=0 
200 IF R$="6" OR R$="7" THEN LE 

T D=Sr4N (VRI R 	 )*-1 
7:10 IF R$="7" THEN LET D=-1 

R14 iFT 
220 LFT N=PFFK (P4-7*Y1-X) 

POKE P+33*Y-1-X,128 
IF N=21 THEN LET H=H+1 

PF0 IF N=128 OR H=5 THE .OTO 2 
c4c71 
260 LET T=T+1 
260 1-40T0 1F0 
290 PRINT RT V.Y'"*" 
.nrca- PRINT AT 10,6;"YOU LRSTED 

300 PRINT "NFW GRME 
310 INPUT R$ 
320 IF R$="N" THEN STOP 

:--)4n RUN 
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CENTROPOID 

This is similar to Avoid only much more frantic. You 
(the checkered block) travel around the screen, hitting 
the asterisk while avoiding the solid blocks. You must 
hit all 10 of the asterisks before the game ends. When 
(or if) you're successful, your time is given. 

Again motion is controlled by 5, 6, 7, and 8, and you 
get a new game by pressing ENTER, and stop by en-
tering N then ENTER. Centropoid was written by Paul 
Toland. 

RRND 
20 FnR 7=0 TO 31 

40 NE XT 
rk L 	! 

PRINT RT T0 
70 PRINT RT 1,31;' 
7F PRINT RT 	 :*1;--.L,RND*9+1 "I" 
80 NEXT I 
q0 FOR I=2. TO 10 
100 PRINT RT RND*19+1,RND*29+1 

"*- 
10 NEXT I 
120 iFT - 
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130 LET H=0 
140 LET X=3 
150 LET Y=3 
150 LET R=0 
170 LET 0=1 
180 LET P=FEE1-. 15395+PEEK 16397 

*256+1 
190 LET R$=INKEY$ 
lcic; POKE (P+.13+Y+x.),0 
200 IF $='5"R OR R$="8" THEN LE 

T 0=0 
210 IF R$='5" OR R$="8© THEN LE 

T 1=1=51-4N DUALR*-60 
220 IF R$='15 OR R$="7" THEN LE 

T R=0 
230 IF R$= 5.  OR R$="7" THEN LE 

T D=:=,17;N kVFIL R$-6.5) *1 
240 LET .g=x+R 
250 LET Y=Y-0-) 
250 

	
LE T N=PFFK (P+33*Y+X) 

270 PnKE (P4-*Y+X),15 
280 IF N=23 THEN LET H=H+1 
c IF H=10 THEN GOTO 320 
300 IF N'=128 THEN GOTO 330 
';OF'. LET T=T+.5 
310 GOTO 190 
320 PRINT RT 10,8; "FINISHED IN 
;INT Tj" SECS" 
330 PRINT RT 11,10;"RNOTHER GAM 

340 THT pt 
350 IF R$="N" THEN STOP 
350 
370 PAIN 
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TOAD IN THE HOLE 

Your task is to steer a "toad" (reincarnated, it appears, 
as an inverse asterisk) into its hole. You'll see the ground 
and hole near the bottom of the screen, and the toad 
will begin a rapid descent from the top. The 0 key moves 
your toad right, the 1 key moves it left. Once the toad 
reaches ground level, and depending on whether or not 
you got it home, you'll be given a score. You can alter 
the skill level by changing the size of the hole, playing 
around with the values in line 80. The graphic char-
acter in line 90 is from the H key. Lines 15 to 100 print 
the ground and hole, the routine from 110 to 205 moves 
the toad, and lines 300 to 340 print out the score and 
final message. Toad in the Hole was written by Nick 
Wilson. 

10 REM _=RD-IN-THE-HOLE 
44 REM NICK WILSON 1982 

20 	FT M = T NT ( R N D *3) +18 
;k11 PR INT PIT M 0; 
40 FOP T=1 TO'f' 
4F PRINT " 
50 NEXT I 

iir 
 

0 PRTNT AT M:TNT (PND*22)+S; 
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60 FOR I=1 TO INT (RND*3)+2 
90 PRINT -m-; 

100 NF:xl- 
110 LET X=-1 
120 LET Y=INT  

20)) 
121. IF Y<0 OR Y>31 THEN GOTO 12 

125 LET 5=1 
125 LET R=INT (53+RND*6) 
130 LET X=X+1 
10 PRINT RT X+1,Y; 
155 LET 5=5+R 
160 LET T=PEEK (PEEK 15398+255* 

PEEK 16399) 
170 IF T=128 THEN GOTO 300 
175 IF T=13R THEN GOTO 310 
160 PRINT "s"; 
190 IF INKEY$="0" THEN IF Y<31 

THEN LET Y=Y+1 
200 IF INKEY$="1" THEN IF Y>-1 

THEN LET Y=Y-1 
205 GOTO 130 
300 PRINT SjRT 0,0;"ORRSHED" 
305 GOTO 320 
310 PRINT 5;RT 0,0;-IN THE HOLE 

220 FOR I=1 TO 80 
330 NEXT I 
:=40 RUN 

49 



MINEFIELD 

In this game you are commander of a tank. Before you 
lies an enemy minefield through which you must pass. 
Can you do it? The allied forces are counting on you. 

When you run the program the computer will gen-
erate a minefield—a different one each time you play. 
Drive your tank across the screen, using keys 5 through 
8. 

If you hit a mine, your tank blows up and you lose. 
Pass safely through the minefield and you've won. 

To input the program, first enter lines 1 through 45 
as shown below: 

1 REM 12f7i4F1=.701234567690 
iCT $=-;)R0r40051725237EFE7 

F21710210F2nriCRF;07718F2" 
F.,  LET N=1 

10 FnR X=1F.F14 Tn 16F32 
20 LFT K$=W$(N TO N+1) 
0 POK X,1F*CODE K$+CODE K$(2 

)-47F. 
40 LET !'t =N+2 
4F; N;  XT 
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Next, run this short subroutine. After running it, 
list the program and examine line 1. It should appear 
as follows: 

1 REM EfRNDe*F7 5R1JE TRN LEN 
Irf PRUSE 

Now delete lines 5 through 45 and enter the re-
mainder of the program, (starting at line 2). 

4  REM EfiRND.'-F7 SE TRN LEN 
W7/ PRUSE 

2 REM ***MINEFIELD*** 
50 CL5 
50 LET T=0 
90 LET 3=171 
100 LET R=RND*40+40 
110 FOR 1=1  TO R 
le,0 PRINT RT INT (CRND*19)+2),I 

NT ((RND*29)+2);"M" 
130 NEXT 
140 LET P=INT (RND*19)+2 
150 LET u=u 
151771 PRINT ACT P,0;"I" 
170 LET Y=P 
180 

190 LET M$=INKEY$ 
200 LET T=(M$="6")-(M$="7")+(M$ 

210 LET :5=CM$="8")-(M$="5")+(M$ 

220 IF X+5<0 OP. X+5>31 OR Y+T<2 
OR Y+T>21 THEN GOTO 170 
230 PRINT RT Y+T,X+5 
23R IF PEEK (PEEK 16398+256*PEE 
K 16399)=176 THEN GOTO 300 
236 PRINT "1" 

240 PRINT RT P.O; 
250 LET P=Y+T 
260 LET n=X+R 
265 IF 0=31 THEN GOTO 400 
270 GnTO 170 
300 FOR B=1 TO 16 
310 RAND USR 16514 
320 NEXT B 330 (7LR 

51 



340 PRINT PT 10,12.;" 
1740T in 1.71 

YOU LOSE 

 

400 PRINT T 0i.2;" "  .ENNOMME 
TO 50 

420 	= 
44,7, nnsi.r-r RT 10,10;"PLRY R1-4RIN - 

(Y/N)" 
45n IF INKEY$='" THEN 1-4nTn 4.50 
460 	. THEN RUN 50 
470 
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DUCK SHOOT 

A number of strange little ducks fly overhead, some 
from right to left, and the others in the opposite direc-
tion. In this game by Peter Shaw your goal, needless 
to say, is to shoot down the ducks. 

You move your shooting base from right to left using 
the 8 and 5 keys, to move in the direction shown by 
the arrows on those keys. You fire by pressing the 0 
key. At the end of a round (when all the ducks have 
been shot) you'll be given a "marksman rating." There 
is a high-score feature, so you can try to better your 
rating from round to round. The rating is related to the 
number of shots it took you to kill all the ducks. There 
is a slight pause after one round, before a new one 
begins automatically. 

r•-"; PnKF 1 •71 	 0 
ET t-IF-.

t 
	

=171 

i 87% 



40 
a
LET E;= 	_I 	•12  

at an 
5171 PRINT PT 2,01R$„6$ 

TF 
" RN[) 6$=„  

11 THEN GOT 
O 7i000 
RO IFT R=R+(INKEY $="8")-(INKEY 

90 PRINT RT 12,R-3;" J6 
95 IF INK 0" THEN 1-40UE; IJ 

(4.,u 
100 LET R$=R$(3 TO )+R$(1 TO 
11 o 
	

TO iL 
120 GOTO 50 
170 LET E =E$(30 TO 32)+6$( TO 

PCO 
4:7kilee7i i=T O=A-1 LL, 
40 0 = LET 

..7,H=F,H+7 L..L! 

1010 FOR 8=10 TO 1 STEP -2 
1020 LET A=R+CINKEY$=-(INKEY 

MMTiAT 

	

1040 PRINT RT 
	

Jo 	.; RT 
t"' • " 	" • 	Ce 

— ! 	: 

	

' 	. 	. 
10F0 itT H,N=H41 1 - Tn )+R$(1 TO S 
io7F PRINT RT 2,0P4$„6$ 
loRo TF 6=4 RNr) 6$(C+2)<>" " THE 
N GOSUE 1500 
lgici0 IF R=P RND R$(C4-1)<>" " THE 
N 141IFHF 200o 
1110 NEXT 
120 RETURN 

1500 LET 6$(0+2)="11" 
1510 LET 

mRINT RT Er PT 4,08$ 
IT.: 	T 	r +3 ) 

4==e1 RETURN 
2000 LET R*(C4.1)="0" 
2020 LET FC=SO+9741 

	

P040 PRTNT RT 	 F1$ PT 0.7;FC 
.;0F0 i ET Ri(C TO C+2)=" 
2050 RETURN 
:=;000 ET Ar:= TNT (27::;q4*Sr:s1+51-1) 
7010 IF 517>HS THEN LET HS=SO 
217120 PRINT RT 0,0;"MRRKSMRN RRTI 
N1-4 IS "SO 
7.0?.171 PRINT RT 4;0;"BEST FO FRS I 
S "HS 
3040 FOR G=1 TO 50 
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ILIREI NEXT G 
f'.0 1=d7! rLS 
f7in70 1:;OTO 0 

f:NLI.L7IRL71 
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WAGONER'S WALK 

This amusing program, which combines a race/bet 
theme with graphics, was written by Stephen Ormrod. 
You start the game with 20, and are attending a race 
meeting between four rather worn-out wagons. You see 
the wagons before the race, and can bet on one of them 
to win. 

Lines 10 to 40 briefly explain the rules, while lines 
50 to 250 initialize the graphics. The shapes are held 
in a string array, A. The wagons are displayed "in the 
paddock" by the routine from line 480 to line 570. Lines 
480 to 815 deal with your bet. The maximum bet is 
either your credit level or $10, whichever is lower. The 
computer will not accept larger bets than this, nor will 
it accept bets lower than $1.00, or bets made on wagons 
which don't exist. 

I'll leave you to see lines 820 to 905 in action, rather 
than explain them here. The four lanes are printed out 
by the routine from 1000, which also prints the start 
and finish lines, plus the wagons. The race itself is run 
by the lines 1158 to 1210. It will take a few minutes 
for a race to be run, and once it has, the screen will fill 
with the checkered flag, and a "bank statement" will 
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appear. You'll be given the chance of betting on another 
race, or of quitting with your winnings. 

10 PRINT -WRGONER" "5 WALK - RU 
LES:" 

15 PRINT 
	

OU HR '.1E $20. YOU 
HRUE SEEN", INVITED TO R DR, RT 
THE RRCES", -SO WRTC H YOUR MONEY 
.THERE RRE" 
20 PRINT -4 WRGON5 IN THE RRCE 
RLL FROM RNERRBY CRRPYRRD - 

0 THEY DO TEND TO SE RRTHER SL 
OW. " 

5 PRINT „"YOU RR E INI.JITED TO 
EjET ON","0 NE OF THE H TO WIN. Fl 

"HOWE VER, YOU MR. SEE THEM 
IN","THE P RDDOCK." 

30. 	 c..= rmPRINT
n = 

 
TTNUF" 

TF INKFY$<>"C" 
40 LL5 
4 Fi LET  c: R = L-71 
50 DIM
50. 

 
=-r L- 	Ng; (1) ="JIM" 

70 LET  
FO LET N$ ( :3 ) = R C k " 
90 LET N$ (4) ="jOHN" 

100 D M 	$ (4- , ; 7 ) 
105 FOR N=1 TO 
110 LET R ( N , ) = " 
F LET R $ ( N , 3) = " 

120 LET R $ ( N ; 4) = " Omp,0 " 
125 NEXT N 
130 LET R ( 	) = " 

LET R ( 2 ) = 
140 LET R$ ( , ) = " 
145 LET R $ ( : 2 ) = 

LL E$= 
AM%MMAIMMW,TOWW, 
155 LET CS=":z-mm.mmmftmmwm-mmi.Anuggamm 

1150 DIM -u- 
170 

	

	
) 

LET F-1( ) =2 

TO CON 

THEN GOTO .."%R 

1 ± 
)IM 

E 
JR C: 
OH 

180 LET 
190 LET 
POO !FT 
210 DIM 

R(2)=7 
( 	= i 

R(4)=17 
B(4) 
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220 FOR N=1 TO 4 
230 LET P(N)=0 
24n NEXT N 
PF0 LET Xt="-Weeeee-""ammmilma mommiesisams ilWa_a Li it_27 Examminamminn 
46n PRINT RT 7,0"WRGnN:","DRIV 

4q0 PRINT RT 3,0;C$;6$ 
ROO FOR N=1 TO 4 
FOR PRINT AT 8+N,0;N,N$(N) 
FOR FOR n=n TO 31- (7*N) 
510 FiVe. 	 1 TO 4 
C4=. PRINT AT 0+P-1,0;R$M,P) 
520 NEXT P 
525 NEXT n 
535 NEXT N 
537 PRINT AT 15,0; 
R40 PRINT ..R$ 
RRn PRINT „"WHEN YOU HRVE SEEN 
ENOUGH 	 HEM, PRESS ""C""" 
FRO IF INKEY*.<>"r." THEN GOTO 55 

570 CL5 
Pi'TriT "Ri RT1.74HT„ 	HRUE $" 

;CR 
590 PRINT " -REMEMBER, THE WINN 
ER PAIR RT 2 TO 1 (+ A BONHR?); 
"BHT IF '!'OU 	LOSE, YOUR STAKE IS 
DEDUCTED" 
R00 PRINT „"PRERR THE Nn. CO 
ERPONDIN Tn","THE WRGON YOU WIS 
H TO SET ON,","RND PRESS ""ENTER "". 
Rin PRINT "(1,2,3 OR 4)" 
520 INPUT 
R7,0 IF W>n AND W<5 RND W=INT W 

THEN GOTO 700 
R40 CLS 
R50 PRINT "?.-RUT WRGON "W;" DO 
NOT "," RUN IN THIS RRCE. PLE 

SE","DO NOT TRY TO CHEAT THE 
BOnKIER.- 
RRO PRINT „ 
670 1;r:1'n ROO 
700 CLS 
710 PRINT "YOU BRCKED WRGON "1,1 
720 PRINT "- ";N$(W);" WILL BE 
PLERRED" 
7n0 PRINT „"EUT HOW MUCH DO YO 
WISH TO RET?(LIMIT:$" 
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740 IF CR<10 THEN PRINT 
750 IF nR>=10 THEN PRINT "10"; 
7R0 PRINT ")" 
7R5 PRINT „"- SAME PROCEDURE A 
R BEFORE" 
770 TNPHT M 
77R nLR 
780 TF M<=0 THFN GOTO A00 
7R5 IF M>10 TEN GOTO 805 
790 TF M>nR THEN GOTO 810 

n4nTO 820 
PRINT "-WHAT THE HECK ARE Y 

Le 	AYINn4 RT 7" 
ROR PRINT 	nO n MMN SENRE SHOL 

D TELL YnH Tn `'ET AT LEAST HOiHll  ROf'; PRINT "HnW MUnH on ynH 
MA MEAN?" 
804 nTn 77n 
ROR PRTNT "nnN""T BE GREEDY" 
805 141=Tu 
R1n PRINT " BUT YOU HAVE ONLY 

! 	";CR 
815 n4nTn 

PRINT ""M" BETTED" 
R::."'R PRINT "THE RACE STARTS SHOR 

TLY...""THF RRnERR ARE TUNING U 
THETR RNr4TNFS..." 

30 pRTNT 	 R*,, 
FnR N=1 TO 100 

R40 NEXT N 
R45 FO  R N=1 Tn 4 
RRO PRINT "PH  HT.."; 
PRF FOR n=1 TO 50 
RRO NEXT 0- 
855 NEXT N 
870 PRINT "EtANIGGG" 
R75 FnR N=  •, TO 50 
RFul NEXT N 
0A5 
AA7 ET y=TN (RND*R)+3 
FiRR LET -=7NT (RNO*20)+60 
PP.ci PRINT AT 10,0"BONUS $"" 
IF YOUR WAGON WINS","IN LESS TH 

690 
RN ";,7;" TIMF HNITS" 

GORHB 5000 
ROO 4OSHB R000 
905 CLS 
1000 FOR N=i TO 21. STEP 5 
1010 PRINT AT N,0;8$ 
1015 PRINT AT N-1,0;C$ 
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1.020 NEXT N 
107.0 FOP N=1 TO 21. 
1040 PI NT PT N.7;"8";RT N,30;"1 

4 0=1 NEXT N 
1050 1-41-1H5 lino 
.1070 1-4nTO 1.150 
1100 FOR N=1 TO 4 
1110 FOR 0=1 TO 4. 
1120 PRTNT AT R(N)+(0-1),B(N);R$ 
(N,n) 
1170 NEXT & 
117.5 IF 6U-4)=24 THEN GOTn 1300 
1140 NEXT N 
114-5 RETURN 
11=0 iET T=0 
11. PRINT AT 0,0;"$";M" ON ";1) 

11=2 PRINT RT 4,10"GET READY" 
1153 r405H6 =mram 
1154 PRINT AT 4;14. "SET 
ilFR r.inF.115 5000 
1155 PPINT AT 4,11;"n 
1157 1:;r1AH5 50010 
1158 PRINT AT 4,10;" 	3 3 

1160 PRINT AT 0,1=;"TIME ";T 
1170 LET P=TNT (RND*4)+1 
118n LET 6(P)=6(P)+1 

.1 in 	r4r1F,uR lino 
120n LET T=T+1 
1210 PaITO 111=.0 
1700 LET X=N 
17:05 FOR N=1 TO 50 
1310 PRTNT AT 0,20"A WINNER";RT 
0,20;"A WINNER" 
1320 NEXT N 
1730 POKE 16418,0 
1340 FOR N=0 TO 22 
1350 PRINT AT N,O;X$ 
1350 NEXT N 
1370 PRINT "WTNNFR  
;" TIME "T 
1780 FOR N=1 TO 50 
13ci0 NEXT N 
1400 CL5 
1410 POKE 16416,2 
14.20 IF X=W THEN SOTO 3000 
1430 PRINT "*********** YOU LOST 

60 



1440 PRINT „"YOU MUST PRY YOUR 
DEBT" 
1450 PRINT RT 10,0;"YOU HRD:","$ 

14F0 PRTNT "YOU LOST :","$"01 
1465 LET CR=CR-M 
1470 PRINT 

	
,CU NOu Ha1,3E 

;CR 
1480 IF OR <=0 THEN GOTO 7000 
1490 IF nR>=100 THEN GOTO 5000 
1.500 PRINT „F*„ 
1F10 PR:NT "PRESS ""C"" TO FLR 

""S"" TO QUIT" 
1520 IF INKEY*="S" THEN GOTO 800 

4==.m.,11 IF INKEYt<>"C" THEN GOTO 15 
20 
1F40 nLF 
1F50 LET P=INT (RND*5)+1 
1550 GOTO 1560+(10*P) 
1570 PRINT "GULLIBLE RREN""T YOU 

47= r.r.-r.r. 4a=1 
15F0 PRINT "FORTUNE FRVnRS THE 
RRVE" 
1585 GOTO 1650 
1590 PRINT "n=k. -BUT YOU MUST R 
INr4 HOME"" TO TELL YOUR HUSBAND 
WIFE","/MOTHER" 

1595 GOTO 16.50 
1F00 PRINT "THT TUT - GRMBLING R 
DDICT, RRE YOU?" 
1605 GOTO 1550 
1610 PRINT "OH WELL, I""M GRME I 
F YOU RRE" 
1650 FOR N=1 TO 4 
1RR1 LET F(N)=0 
1652 NEXT N 
11715 PRINT RT 15,0.;' 	.BUT YOH D 
ON""T GET TO SEE", "THEM IN THE 
Rr-)5nnK THIS TIME 
1659 	 socio 
1660 GOFHB 5000 
1F,F15 17..0F 	F,ono 
1670 GOTO 570 
3000 PRINT " 	****** YOU WON 

3010 PRTNT „"NOU YOU COLLECT YO 
UR WINNINGS" 
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3020 PRINT AT 10,0;"YOU HAD:","$ 
"CR 
3030 PRINT "WIN AT 2 TO 1:","$", 
M*2 
3040 PRINT "+ STAKE:","$",M 
3050 LET CR=CR-E(M*3) 
f';OFF. IF T<7 THEN GOTO 3100 
3060 PRINT "NO TIME BONU5:","$0" 
3070 GOTO 1470 
f;100 PRTNT "TTME BONUS:","$";Y 
7.10s LET CR=CR+Y 
3110 GOTO 1470 
5000 FOR N=1 TO 25 
FOOF. NEXT N 
5010 RETURN 
R000 PRINT „"YOU HANE EXCEEDED 
THE HOUSE" ,"LIMITS OF $100 AND H 
RUE BEEN" 
R010 PRINT "FORCED TO RETIRE FRO 
M THE GAME WITH YOUR WERLTH","M 
ILL YOU t43;t7,!P7 ---  ME 
6020 STOP 
700n PRINT 	PRE RHORT. REMEM 
EE; YOU nWF THE COMPUTER $20. YO 
U MAY LERUE PN T.O.U." 
7010 STOP 
8000 CL5 
8010 FOR N=1 TO 20 
8020 PRINT "CHICKEN....", 
3030 NEXT N 
8040 PRINT AT 15,0,8$„ 
8050 IF nR)20 THEN GOTO 8100 
RORO IF CR 	THEN GOTO 8200 
R070 PRINT "- BUT YOU RTILL nWE 
THE nMPHTERf";20-CR 
RORO STOP 
8100 PRINT "- BUT YOU CAN FORFEI 
T YnHR $",CR-20,"PROFIT A5 A TIP 
TO THE COMPUTER" 
8110 STOP 

PRINT8200 "- BUT '(OH ONLY BROKE 
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WAGONEER"S WALK — RULES: 

YOU HAVE $20. YOU HAVE BEEN 
INVITED TO A DAY AT THE RACES 
—SO WATCH YOuP MONEY .THERE ARE 
4. WAGONS IN THE RACE, ALL FROM A 
NEARBY SCPAPYARD — SO THEY DO 
TEND TO BE RATHER SLOW. 

YOU ARE INVITED TO BET ON 
ONE OF THEM TO WIN. FIRST, 
HOWEVER, YOU MAe SEE THEM IN 
THE PADDOCK. 

PRESS "C" TO CONTINUE 

0 L 

WAGON: 	DRIVER: 

1 
	

JIM 
2 
	

JOE 
JACK 

4. 
	

JOHN 

WHEN YOU HAVE SEEN ENOUGH OF 
THEM, PRESS "O" 

WAGONER "S WALK 
A A ORMROD 7/1982 
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$ a ON 4- j 0 	IME ' 9 remot-, '44\ raq! 

AWAVX,11;WWV " 
' 	 oet eAmmov...momee 

F 
F 

F 

..m.w.ri,voneaGinXiZqZ.(MOZ =W. • MAO 
.=""'"W'r"Ann= 	 : • 'Ma,: 

****** Ynii WON ************ 
Nfit_j Yni I 	Fr:T YOUR IA INNING ;5 

YOU HAI', 	$2 0 
Li I N RT 2 TO 

	
$ 1 6 

F 	 $ 8 
TIME EnNi : 	$4.  

Ott $ 8 

PR='=s= "r*" TO PLAY AGAIN 
0 R 	'4 	T ni I TT 
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Driving Games 





GRAND PRIX 

This game of skill, written by Jim Archer, combines 
steering, braking, and accelerating around a rather 
complex race course. The car is steered into a starting 
speed of 40 mph, from which you can accelerate up to 
a maximum of 200 mph, but it is quite difficult to com-
plete the course at this speed without crashing at least 
once. Every crash costs you a time penalty of 10 sec-
onds. There is a PAUSE statement within the main 
loop which is related to the current speed, so the pro-
gram does actually get faster as your speed increases. 
At the final lap, the average time per lap is given in 
minutes and seconds, and you're graded as a driver 
from A to F. Only the best can get an A. 

5 REM "GRRND PRIX" 
10 PR TNT " ** THE B'R'AND PRIX P 

Rnr4RRM **" 
P171 PRINT „„"i_1 5E THE KEY5 0 W 

F",TRE 13;"R 	D";TR5 13,"Z X C 
TRE; P,"TO STEER YOUREIELF,","KE 

5 N,M TO 5RRKE/RCCELERRTE" 
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25 PRINT „"WRRNING: PRESSING 
ANY OTHER KEY" ," WILL STOP THE 
CAP" 
10 PRTNT „-Hriu MANY LAPS? 
40 INPUT LI 
45 	i 

L.. L.. 
50 'PNT 
54 DIM r15tc..c) 
55 DIM Rt(2121,F0) 

FAST 
60 r4nAH8 4MMM 

RR CLS 
cc LET YL=0 70 FOP y-4 -rn 20 
80 LET 7=1 
90 IF 	7) =" 

	
THEN 174nTn 14 

175 

100 LET Y=UAi 5$CX,7... TO Z+1) 
110 PRINT RT XIY-1;"*" 
its LET i$ 	=* 

iET Z=Z+P 
130 I-40TO c.'0 
140 NEXT X 
160 
165 LET T=0 
170 LET U=100 
175 LET Pi$(14,:l'R)="-' 
1R0 SLOW 
190 LET X=14 
200 LET Y=28 
210 PRINT AT X,Y-1;"M" 
220 PRINT RT 0,0;"READY.."; 
330 FOR W=1 Tn 3 
240 PRINT 4-W;".."; 
250 1-- -H; 	50 
250 NEXT W 
255 PRINT AT 0,0;"RPEED:0 	TI 
mF:0 	LAP:1" 
270 LET F$="X" 
280 1-4rIF:u6 1300 
PAO PRTNT RT X,(-1;A$(X,Y) 
300 LET X=X+I 
32.0 	- .1- 
320 PRINT AT X.Y-1;"M" 
322 IF R$ (X ,Y) < >" " THEN GO5L18 
1500 
:324. LET T=T+1  ÷i 1/100 
325 PRH:=,F LI 
327 LET 5.=.2*(100-U) 
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328 PRINT RT 0,6;5," ";RT 0,15 
• • 11 	11 

330 IF INKEY$=- " THEN GOTO 290 
335 IF INKEY$="M" OR INKEYS="N" 
THEN I-411TO 2.400 
340 LET F$=INKEY$ 
350 GOTO 280 
990 sTnp 
999 REM CORR5E DRTR 

1000 LET 6$(1)="121:31415" 
1010 LET B$(2)="101116252527" 
1020 LET 6$(3)=-0708091314172428 

1030 LET 6$(4)=-0611121518222325 
==1 
1040 LET 5$(5)=-0405080910151920 
2125270" 
1050 LET 6$(6)=-0203071723242831 

1060 LET 5$(7)=-0105051819202122 
2931" 
1070 LET 6$(8)=-0104121314151529 

1080 LET 6$(9)=-020411172932" .  
1090 LET 5$(10)="020508091011131 
41518307.2" 
1100 LET 6s(11)="030507131618303 
2- 
1110 LET 6$(12)=-030507091011121 
516182021222324252527283032" 
1120 LET 6$(13)=-030507101418192 
93032" 
1130 LET 6$(14)="020508101416171 
821222324252527293032" 
1140 LET B$(15)="010407081014202 
72q3032" 
1150 LET 5$(16)="010306101516171 
819222324252627293032" 
1160 LET 5$(17)="010406080921293 
032" 
1170 LET 5$(18)=-020506082123242 
s2s272R2930P - 
1160 LET 6$(19)="03082132" 
1190 LET 5$(20)=040505072223242 
5262728293031" 
1195 RETURN 
1300 LET I=CF$="2!")+(F$="X")-1-(F$ 
="0")-(F$="@")-(F$="1,1")-(F$="E") 
1310 LET J=(F$="E")+(F$="D")-1-(F$ 
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="0 ")-(F$="R")-(F$="Z") 
1320 IF F$<>"" AND U=100 THEN LE 
T H=Fiel 
1330 IF I=0 AND U=0 TAN LET U=1 
rhs-1- 

1.340 RETURN 
1.400 IF INKEY="M" AND U>=20 THE 
N LET U=U-20 
141n IF INKEY=="N" AND H<=A0 THE 
N LET U=U+20 
1.4.30 GOTO 2R0 
1F,00 TF Rs(X,Y)="-" THEN GOTO 4M 
00 

IFOF LET U=100 
1510 LET T=T+10 
1515 IF 5=0 THEN RETURN 
1520 PRINT AT 21,5;" ***CRA5H*** 1.530 PAUSE 50 
1F,40 PRINT AT J. 
1.550 'FT 
1550 ..! F:=171 
1.570 LET 1=0 
1.550 
	- 

15q0 RETURN 
1500 IF 5=0 THEN RETURN 
1605 LET 1 =1 +1 
1507 TF L>i I THEN GOTO 17,0 
1510 PRINT AT 0,27;L 
1620 RETURN 
1530 LET T=T/L1 

i_ET M=TNT (T/60) 
1F,40 IET F.=TNT (1--50*M+.5) 
1550 PRINT AT 21,0;"AV/LPIP:";M;" 

1560 IF 5<1.0 THEN PRINT -0©i 
167c1 PRINT 5;" MIN:GRADE 

TF T <=11,71F,  THEN PRINT "A-CON 
rFTT" 
1690 IF T>105 AND T<=125 THEN PR 
INT "S-FAST" 
1700 IF T>125 AND T<=175 THEN PR 
INT 	 -Al.,1FRAr4E" 
1.710 IF T>175 AND T<=200 THEN PR 
INT "D-MEDIOCRE" 
1720 IF T>200 AND T<=225 THEN PR 
INT "E-F,LnW" 

1= 
	

THEN PRINT "F-5NRI 

17FO STOP 
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ALLEY DRIVER 

In Alley Driver, written by Said Hassan, you have to 
drive a car down a constantly twisting track. Said ex-
plains: "The idea for the program is not really original, 
I know, but I think the way I've done it in this game 
is. Instead of scrolling the screen to give a racing-car 
effect, as is often used in these sorts of programs, the 
car (an inverse H) races down the screen. The effect, I 
feel, is slightly smoother and faster than scrolling. 

"After each section is completed, the screen clears 
and a new track appears. The program supports a high-
score feature, and after each game will ask the player 
if he or she wishes to have another game. Pressing Y 
will produce a new game." 

10 LET 1-1=rrsr)E "" 
20 LET 5..=17117E " " 
30 CLS 
4.0 LET X=CODE 

Ii 50 LET A=r:nDE "" 
F0 FOR N=CODE "" TO 
70 PRINT TAB A • " 
80 LET A=A+ (A <CODE " " AND * 

SON (RND— .5) + (NOT — (R=CODE 
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90 NEXT N 
100 LET A=X 
110 FOR N=PZ/PI TO CODE ^=^ 
1~Q PRINT ~T N X.; 
3 30 IF PEEK "P=EK 16398+255*PEE 

~ 16399)=C0DE THEN QOTD 210 
l4- PRINT AT N-PI/PI,A;^~~^~AT N 'X. Am" [ 
150 LET A=X 
160 LET X=~+(INKEY$=^Q^)-(INKEY 

$=^l^) 
170 NEXT N 
le-0 CLS 
l90 LET 5=5+N 
200 GOTOl C016-E 
210 CL5 
~20 LET S=S+N 

=^;S, 
240 IF "/~  THEN LET H=S 
250 PAZ~T ^ HIGH SCORE =^~H,,,^PL 

AY A AIN~^ 
260 IF INKEy$=''^ THEN QOTD 260 
270 IF INKEY$=^Y^ THEN GOTO COD 

30 p A I~T ,,,^ ~.Z.p.^, ' ,^5CDRE ~.Z.p. 
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SQUEEZER IV 

Vroom, vroom ... and you're away, driving your car along 
a constantly twisting and turning road. The road 
changes width as well as direction, demanding even 
more of your skill. The road will start off very wide (to 
get you used to the wheel) but will close in progres-
sively. To move your car, use the 1 key (left) or the 0 
key (right). The .731 in line 22 controls the rate at 
which the road narrows. Change the second or third 
decimal place to alter this. If you hit the side of the 
road, your score will appear, and you'll be offered an-
other game. Squeezer IV was written by Nick Wilson. 
Lines 21 to 70 set up and then decrease the road width, 
and move the car. The routine from lines 80 to 150 asks 
if you want a new game, and from 202 the road is 
controlled. 

JEF7FR 
N I C ILSON 

= 
= F. 

= 0 
=0 
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REM 
REM 

LET 
Ct._ 
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W 21 PRINT PT 21,M;11";TA5 (31-L 
V" 
22 IF RND>.731 THEN LET L=L+1 
23 LET M=L 
25 IF L>13 THEN GOTO 200 
30 IF INKEY$="0" THEN LET X=X+ 

40 IF INKEY$="1" THEN LET X=X- 

50 PRINT PT 17,X; 
55 IF PEEK (PEEK 16398+256*PEE 

K 16399)<>0 THEN GOTO SO 
56 PRINT "C" 
BO LET 5=8+1 
55 SCROLL 
70 GOTO 21 
80 PRINT 5 
90 GOTO 110 

100 (7I5 
110 PRINT AT 10,10;"TRY AGAIN 

11 

120 IF INKEY$="" THEN GOTO 120 
140 IF INKEY$="Y" THEN RUN 
150 STOP 
202 LET L=L+(1 AND RND>.5)-(1 A 
ND RND>.$) 
203 IF L>26 OR L<0 THEN GOTO 20 

205 SCROLL 
210 PRINT TAB L;"11 	M" 
230 IF INKEY$="0" THEN LET X=X+ 

_L 
240 IF INKEY$="1" THEN LET X=X- 

250 PRINT AT 17,X; 
PRO IF PEEK (PEEK 16398+256*PEE 
K 1539q)<>0 THEN GOTO 80 
270 LET 8=8+1 
280 PRINT "C" 
290 GOTO 202 
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Board Games and 
Simulations 



SLOT MACHINE 

Written by Adam Waring and Mike Cleverley, Slot 
Machine uses a flashy machine-code routine to reverse 
the display. It is called during the introduction, win-
ning, and losing routines. 

The object of the game is to win a grand total of $50. 
This is achieved by gambling on the one-armed bandit 
(see lines 40 to 80). It costs $1.00 per go, and you win 
$5 for getting two numbers the same, $15 for getting 
three the same. 

The program has RESPIN and NUDGE routines. To 
save, type GOTO 6550, start your recorder, and then 
press ENTER. Upon loading, this program will start 
running on its own. Start by entering the following 
routine, which is used to put the machine code into the 
REM statement: 

1 REM 1::, 4F.F7R901234F,F,7F;PO 
10 INPUT X 
20 LET ^I$= ••• 
30 IF A$="" THEN INPUT R$ 
40 IF R$=-S" THEN STOP 
FO PnKE X,16*CODE R$4.CODE R$(2 

Tn 1-47R 
FO LET X=X4-1 
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70 LET R$=-R*(71 TO ) 
S. 

After you've entered that, run it and input the fol-
lowing. The first prompt requires 16514 as entry, then: 

2R, 017, 40, 06, 
FE, 76? 
RO, 77, ,,, F2 

17, 26, 271, 7E, 
10, FS, 09, OS 

Line 1 should now look like this: 

REM Ft'RNV*F7 SRVE TRN LEN 
M?/ PRUSE 

Once it does, enter as a direct command POKE 
16510,0 Then, enter the rest of the program: 

OMREM EfRN5e*F7 SRVE TAN LEN 
PRWJE 
2 REM EMS 	 2:gwmMC 
3 REM 	LCT m!=iCH INE 
REM' 	R TIMT 

6 REM 
7 REM 
S REM 
9 REM 

20 F41-15HB 2000 
24 LET P=PEEK 16396+PEEK 15397 

255 
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25 RAND 
27  DIM R(4) 
f'cO LET A=5 
34 REM g7-- 

REm 	?PINT HR4CHINE 
5 REM 

OLs 
4.0 PRINT 
4:3 PRINT ' 
46 PRINT 
50 PRINT :• 

PRINT 
RFN PRINT 
50 PRINT " 
53 PRINT 
e PRINT 
73 PRINT 
75 PRINT 
7s PRINT 
79 PRINT " 
80 REM 
Rci REM - 
90 REM , 
c11 REM 

100 ronsUB 3000 
120 PRINT AT 2.5,9; "YOU HAVE $"; 

R; 
125 IF R4>INT 	THEN PRINT 0 
130 PRINT TAB 5; "PRESS ""0"" TO 
CONTINUE"TAB 9;—"Q"" TO QUIT" 
140 IF INKEY$="0" THEN STOP 
150 IF INKEY$<>"C" THEN GOTO 14 

130 1-4n8UB 3000 
181 REM 
182 REM 
	

1J-1EERE. FOR 7-:.EEL; 
183 REM 
	• 

185 FOR L=1 TO 3 
190 FOR M=1 TO 10-L*2 
195 FOR N=L TO 3 
200 LET A(N)=INT (RND*10) 
203 POKE P+166+N*2-1,A(N)+28 
205 NEXT N 
206 NEXT H 
207 PAUSE L 
208. REM 
209 REM 
210 REM 
211 LET G=RNo 
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212 IF r4‹.7 THEN GOTO 4000 
25 IF 1-4<.A THEN GOTO 400 
24.0 REM 
250 REM 
250 RFM 
270 LET X=IN (RND*3)*2+1 
10f'; PRTNT PT 	 o, cc YOU ''RNT 

R RESPIN'?" 
307 PRINT AT Ax;" " 

PRINT AT  
IF INKEY$="N" THEN GOTO 400 

I F _T. 1%4 K. < " -r HEN GOTO 

320 FOR N=1 TO 20 
324 LET R(CX+1)/2)=INT (RND*10) 

PnKF P+1AA4-X,R(X4-1)/2)+25 
326 NEXT N 
350 Gc:TO 4000 
400 RFM N=AISSA--) Z1 
401 REM 	NUGE 
402 REM g 
420 LET G=INT (RND*4+2) 
430 PRINT AT iF.,3;"YnU MRVE ";G 
NUDGES" 

450 FOR N=1 TO 
4A0 TF INKEY*="0" THEN GOTO 40 

470 IF INKEY<"1" OR INKEY$>"3" 
THEN GOTO 450 
460 LET A =CODE INKEY $ -25 
420 LET R 1:5) =P A) -j 
45 IF (A) <n THEN LET R CB) =c1 
500 PRINT AT 5 1; R (1) ; TRB 3; R C2 

510 NEXT N 
520 GOTO 4000 
2010  REM  

vka.  
2011 REM :.-1-t4t-i-ODUCTION 7 • 

2012 E M  
2050 PRINT 
2100 PRINT 
2110 PRINT 
2120 PRINT I 2130 PRINT 

N.% 

82 



TOt•t 

ee. REM gAMMEMer 
REM 
REM 

21A0 P 
2150 PRINT 

2150 PRINT 
L 1 r-i" 	

1'm1 
L ems aim* I 1T 

1%1 INN" 	
" . 1 11 11 	1 1 1 2170 P4. TNT 

1 11 	
" 1 I I I %ma I I alm 21s0 PRINT 

I I 
24 C'= LET 	 ri_Ev ERLEY AND 
RDAM WARTNr4-  
2190 LET A$="OOMPLETED ON 19TH J 
UNE 1982 6Y- 
2205 FOR N=1 TO 30 
2210 PRINT RT 11,N;R$(N) 
2215 PRINT RT 12,31-N;B$(31-N) 
2220 FnR M=1 TO 5 

NEXT M 
224 	

X 
0 NEXT N 

FOR N=1 TO 21 
s2275 RAW) UsR 16514 
2275 FnR M=1 TO 7 
2277 NEXT M 
G. s NEXT N 
2280 LET R$=" 
TNs.TRHnTinNs?" 
22A4 PRINT AT 14,0;R$ 
2300 LET R$=A$(2 TO )+A$(1) 

IF INKEY$=-N" THEN RETURN 
2310 IF INKEY$<>"Y" THEN GOTO 22 

• i 
12 

10 PRINT 
• 40 PRTNT 
••2150 PRINT 
ONE ARMED 

OF $50." 
PRINT 

sTART nFF" 
2380 PRINT 
5 $1. YOU 

• AID PRINT "r4ETTING 
SAME WINS 

	
YOU $5. 

E SAME WINS" 
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2400 PRINT 2 '$15. DURING THE GAME 
YOU MAY GETA AE5PIN. THESE ARE 

FREE, AND" 
2410 PAINT "THE FLASHING BUTTON 
INDICATES WHICH REEL MAY BE AE 
SPUN. YOU:: 
2420 PRINT ^AESPIN BY PRESSING T 
ME ^^Y^^  KEY, IF YOU DO NOT UI5M 

TO AE5PIN^ 
24-30 PRINT "THEN PRESS THE 

KEY.'' 
2431 PAINT 
2432 PAINT 
2433 PAINT 
2435 PRINT "PRESS ^^C^^  T CONTIN 
UE^ 
2436 IF INKEY$//^C^ THEN GDTO 24 
36 
2437 CLS 
2440 PAINT "NUDGES ARE ALSO AUAI 
LABLE AT RANDOM STAGES TMAOUG 
MOUT THE" 
2450 PAINT "GAME. YOU WILL HAVE 
FROM 2 TO 5 NUDGES AT A TIME. YO 
U PRESS THE" 
2450 PAINT "COLUMN NUMBER  ^^2^^ OR  ^^3^^,  TO NUDGE THE A 
PPROPAZATE COLUMN.'' 
2470 PRINT "TO STOP NUDGING, PRE 65 ^^0^^.^ 
2480 PAINT "THE GAME MAY BE TEAM 
INRTED AT ANY TIME BY PRE55ING 

2483 PAINT 
2484 PRINT 
2485 PRINT 
2490 PAINT "PRESS ^^C^^  TO CONTI 
NU[" 
2495 IF INKEY$<>^C^ THEN COTO 24 
95 
2500 RETURN  
3000 REM 
nmmp ~~~~ I r/EAR 5r REE~/ ~ ---- ''—' 

REM 3~~~~~1~11~~~~~~x~~ 
3020 FOR N=13 TO 21 
3030 PAINT AT N,0;^ 

3060 NEXT N 
3070 RETURN 
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4000 
4002 
4004 
4010 
4050 
40R0 
4100 
4110 
500 
4120 
4400 
4410 
AAqri 

4500 
4S20 
4F:10 
4570 
4580 

REM 
REM 
REM 
1-4nAHL9 3000 
L ET Pi  
ET Pi (4) =F; (1) 

FOR N=1 TO 3 
IF P (N) =R 0.41-1) THEN GO5UB 4 

NEXT N 
IF P/50 THEN GOTO 5000 
IF R<1 THEN GOTO 6000 
GOTO A0 
FOP. 	TO 21 
PRINT PT M,1;"00000" 
PRINT PT 
	

11 

NEXT M 
LET P=R+5 

4590 RETURN 
5000 REM  
5002 REM 
5004 REM 
5009 CL5 
5050 PRINT 

=-Aprl PRINT 

5070 PRINT 
ill 

50R0 PRINT 

5090 PRINT 
5100 PRINT 

r..11111'' 
5110 PRINT " uu 
as ram- 
5120 PRINT " 
ai Lamm' 
5125 PRINT 
510. PRINT 

:=140 PRINT 

5150 PRINT Loonn  
5160 PRINT 

I 	III iimmia lei 
1 	11 	ak. 
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1 1 avi P 

VOA • 

YIDTJE P EORN LOSER 
• • 

161I I. 

5170 PRINT " 	1 1 'mina 
0"" TO QUIT" 
5180 PRINT " 
S"" TO STRRT" 
5190 PRINT " 
5200 PRINT 
5210 PRINT 

5220 PRINT 
	

imml 1 '151 1'1" 
5230 PRINT lomm' 1 11 11 '. 
5300 
5304 
5306 

R:.120 
00 

RRND US 
FOR N=1 
NEXT N 
IF INKE 
IF INKE 

R 16514 
TO 10 

Y$="5" THEN RUN 21 
Y.::"0" THEN GOTO 53 

PRINT THE  8s "GOODBYE SUCKER 

I Immi 11'" 
I I II' 

1 1 

5500 
6000 
5010 
5020 
6030 
RORO 
5050 
6100 

6110 
MINN 
5120 

II 

6130 
1 

6140 
5150 
RiRel 

I'  
8170 
mm 
6180 

6190 
1 

8200 
5210  

STOP 
REM 
REM 
REM 
CLR 
PRINT 
PRINT 
PRINT 

PRINT 

PRINT 
1" 
PRINT 

PRINT 
PRINT 
PRINT 

PRINT 

PRINT 
1" 
PRINT 

PRINT 
PRINT 
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622.0 PRINT " 	I el% 
s' In 111" 

rmll 
6240 PRINT "i III I II I 

II I Mai" 
6250 PRINT 
5250 PRINT 
5270 PRINT 	""5"" TO STRPT" 
"m-- Tn mHTT" 
P.:7;00 1-4nTri RfWal 
555O :=1uE "BRNDI" 
5550 RUN 
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REACTION 

This program is based on an old reaction test for pilots 
and bombadiers. In its original form, when computers 
were steam-powered, the test consisted of flashing lights 
and switches, controlled by tubes. The T/S 1000 has 
done away with all that. 

You'll see an interesting display on the screen at the 
start of the program, made up of the numbers 1 to 9 
down the left-hand side of the screen. A black bar finds 
its way down the screen, until it reaches the bottom, 
followed by a series of other bars. The aim of the test 
is to stop the bar as close to the top of the screen as 
possible, by pressing the number or letter that the bar 
is on. This may sound simple, but you'll soon discover 
that it is not. The score, shown at the top of the screen, 
fluctuates according to how fast you can get to the bar, 
so it's quite possible for the score to fall below zero. 
You can speed the whole thing up by adjusting the 
value of N in line 110. When the score gets above 49, 
the test is terminated. Reaction comes from Nick Wil-
son. 
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10 REM RERCTION TEST 
11 REM NICK WILSON 
12 FRST 
13 PRINT 
20 FOR 1=1 TO 20 
30 PRINT CHR$ (I+28);" 
32 FOR J=1 TO 10 
33 PRINT "---"; 
34 NEXT j 
40 PRINT 
50 NEXT I • 
RS SLOW 
56 LET 5=10 
RO LET J=INT (RND*26)+5 
61 PRINT RT 0,0,"500RE = 

70 LET Y=1 
,, FOR I=1 TO 20 
76 LET Y=I 
80 PRINT RT Y+1,j;11111";AT Y,J; 

55 LET N=0 
56 IF INKEY$<>"" THEN GOTO 150 
90 LET R$=INKEY$ 
100 LET N=N+1 
110 IF N=4 THEN GOTO 150 
120 IF R$="" THEN GOTO 90 
130 IF R$=OHR$ (1+29) THEN GOTO 
200 
150 NEXT I 
160 PRINT RT Y+1,J;" 
155 LET S=5-20 
170 GOTO 60 
200 LET 5=5+ (20-I) 
205 IF S>=50 THEN STOP 
206 PRINT AT Y+1,J;"---" 
210 GOTO 60 
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CHECKERS SEVEN 

This game is somewhat like checkers, except that it is 
played on a 7 x 7 board. The pieces move like checkers 
pieces—diagonally one square, jumping over an op-
ponent for a capture into an empty square beyond the 
opponent. The main differences from checkers, apart 
from the size of the board, are that pieces are able to 
move forward and backward at will—every piece can 
move like a king—and there are no multiple jumps. 
The T/S 1000 is the X's moving down the screen, and 
you are the O's. You move by entering the number of 
the square from which you are moving—entering the 
number along the left-hand edge first, then the number 
across the top, then pressing ENTER. The T/S 1000 
will keep track of the score, tell you before it moves 
the move it intends to make, and terminate the game 
as soon as one player manages to capture five of the 
opponent's pieces. 

F T 
r.; 0 

4_ 171 174 F; 1.71 1.1 
n 1.4 
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70 GOSUB 6000 
90 GnRUB 8000 
100 FART 
110 PRINT AT 0.0; 

1000 GOTO 40 
6000 PRINT AT 2,0;"FROM?" 
RORO INPUT M 
5070 PRINT AT 2,0;M;" TO?" 
6080 INPUT N 
6085 PRINT AT 2,0;" 
6087 PRINT AT 0,0; 
5090 LET H(N)=52 
ROqR IF ABR (M-N)=22 OR ABS (M-N 
=18 THEN LET HC(M+N)/2)=26 

ROciR IF ABS (M-N)=22 OR RBS (M-N 
)=18 THEN LET ME=ME+1 
6100 LET H(M)=26 
6990 RETURN 
7010 FOR A=76 TO 12 STEP -1 
7020 IF H(R)<>61 THEN GOTO 7060 
7030 FOR B=1 TO 4 
702 IF A<PR AND B<3 THEN GOTO 7 
050 
7033 IF A>60 AND B>2 THEN GOTO 7 
060 
7035 LET 0=2 (8) 
7040 IF M(A+7(5))=52 AND H(R+0)= 
26 THEN GOTO 7070 
7050 NEXT B 
7060 NEXT 
7065 GOTO 7300 
7070 LET H(R+Z(B))=26 
7080 LET H(R)=26 
7090 LET H(R+0)=61 
7092 LET Y=R+0 
7093 LET X=A 
7095 LET IT=IT+1 
7100 RETURN 
7310 LET Y=0 
720 LET Y=Y+1 
7330 LET K=INT (RND*65)+12 
7340 IF H(K)<>61 AND Y<100 THEN 
GOTO 7320 
7350 IF H(K)<>51 THEN GOTO 7460 
7360 FOR T=1 TO 4 
7370 IF H(K+Z(T))=26 THEN GOTO 7 
400 
7380 NEXT T 
790 IF Y<70 THEN GOTO 7310 
7395 GOTO 7460 
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7400 LET H(K+Z(T))=61 
7410 IET H(K)=2R 
74.15 LET X=K 
7417 LET Y=K+7(T) 
7420 RETURN 
7460 PRINT "T CONCEDE" 
7470 STOP 
8000 PRINT 
8010 PRINT "I MOVED FROM ";X;" T 
n ";Y 
8015 PRINT 
R020 PRINT "SCORES: YOU: ";ME;" 
ME: ";IT 
804.0 PRINT 
6050 PRINT TRI5 6;" 1234567" 
8055 PRINT TB R; 
8060 FOR .1=70 TO 10 STEP -10 
8051 LET P=H(34.1) 
8052 LET 5=H(34-2) 

8064 LET F=H(..j.4-4) 
c- -AFrx LET F=H 
8066 LET F=H (j÷6) 
6077 LET r4=1-1(H+7) 
8080 PRINT TRR 7; J/10; "1"; nHR$ ( 
R) 	nhiRst 	F; H R $c r:HR $ 
P$ (E) CHP$ (F) ; CHR$ (G) 

ROR0 NEXT 
P100 PRINT  
R110 PRINT TREI 8;" 	1234567" 
8120 IF IT=5 OR ME=F THEN GOTO 8 
140 
8130 RETURN 
8140 IF IT=F THEN PRINT "I WIN" 
8150 IF ME=5 THEN PRINT "YOU WIN 

8990 STOP 
9000 LET TT=n 
R010 LET ME=0 
9020 DIM HCRR) 
9025 7('') 
9030 FnR R=1 Tn R9 
9050 IF R>77 OR R=70 OR R=60 OR 
R=RA oR Ri=F.R nR R=50 OR R=59 OR 

OP. R=40 OR R=49 OR R=48 THE 
N GOTO 9090 
;OFF IF R=f=i0 	nR R=38 OR R=2R OR 
R=20 OR R=28 OR R=29 OR R<11 THE 
N GOTO 9090 
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1234567 

9050 LET H(R)=26 
9070 IF R=72 OR R=74 OR A=76 OR 
R=61 OR R=53 OR A=65 OR R=67 THE 
N LET 1-1(A)=51 
9080 IF R=21 OR R=23 OR R=25 OR 
R=27 nR R=12 OR R=14 OR A=16 THE 
N LET H(R)=52 
RORO NEXT R 
9100 LET Z(1)=-11 
9110 LET Z(2)=-9 
9120 LET Z(3)=11 
9130 LET Z(4)=9 
9140 RETURN 

I MOVED FROM 45 TO 34 

SCORES: YOU: 2 ME: 1 
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BETWEEN THE STARS 

When the delights of Earth begin to pall, you may hun-
ger to soar into darkest space. You have been given 
responsibility for the security of a cube of space, mea-
suring 10 x 10 x 10. The Terran Federation, sparing 
no expense in the defense of Earth, has provided you 
with a spaceship equipped with a T/S 1000 as its on-
board computer. Now it is your turn to guard the space 
lanes. 

There are a lot of things demanding your attention. 
Your position within the cube is given by the three co-
ordinates under the line SHIP IS CRUISING AT THE 
CO-ORDINATES: The first co-ordinate is your posi-
tion north/south (with lower numbers to the south), the 
second is your position across the cube—i.e., east/west—
and the third is your position within the cube (forward/ 
back). You can see that the ability to visualize in three 
dimensions is useful. 

The alien craft is moving very slowly within the 
cube, but although you know, at all times, its direction 
from you, you do not know how far away it is. You have 
to hit it as many times as you can before the time 
counter decrements to zero, and without colliding with 
the alien craft. Running out of energy will also ter- 
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minate the game. You will know you are close enough 
to fire when the computer reports that the alien ship 
is firing at you. Every hit decrements your energy sup-
ply rather drastically. 

The game is simple to play, despite the bewildering 
amount of input the program is giving you. You just 
touch the key which refers to the direction you want 
to move: N, S, E, or W to move north, south, east, or 
west, A to advance, R to retreat; and L to fire your 
laser at the alien ship. If, for example, you know the 
ship is to the north, you can just hold down the N key 
until you move onto the same north/south plane as the 
ship, then test for proximity by firing. 

You'll find that the program will teach you how to 
play the game. Just keep in mind that you have to get 
as close as possible to the alien ship to fire, and that 
your task is to get as many on your "tally" as possible 
before the game ends. 

Between the Stars was written by Roger Maclntyre. 

10 
20 
30 
4-0 
50 

OMMR 
go 

SER 

REM BET T 
REM Ei\f' ROGER 
G 05 Li B 1070 
GO5US 800 
IF L<0 THEN G 
PRINT RT 17,0 

ND - 
PRINT RT 18,2 

","(R)DVRNCE,C 

HE STRR5 
MRC I NTY RE 

OTO 500 
"ENTER YOUR C 

"N E 5 L) R 
R: ETRERT" 

100 LET L=L-0.25 
120 IF INKEY$="" THEN GOTO 120 
130 IF INKEY$="L" THEN GOSUB 32 

+. INKEY$="N" THEN LET X =X - 

180 TF INKEY$="5- THEN LET X =X+ 

a_f INKEY$="E" THEN LET Y=Y + 
1 

3.70 IF INKEY$="W" THEN LET Y=Y- 
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180 IF INKEY$="R" THEN LET Z=Z-

IF INKS $=~R" THEN LET Z=Z+ 

195 PRINT PT R,0;5$ 
200 r4ncii8 620 
210 IF RND>0.5 THEN GOTO 40 
240 LET P=R+INT NRND*3)-(RND*3 
)) 
250 IF P<1 THEN LET R=1 
255 IF R>10 THEN LET R=10 
260 LET 6=8=TNT NRND*3)-(RND*3 
)) 
265 IF B>10 THEN LET B=10 
266 IF B<1 THEN LET B=1 
270 IF RND>0.5 THEN GOTO 40 
280 LET r=INT (CRND*3)-(PND*3)) 
290 IF n<1 THEN LET C=1 
300 IF r:>10 THEN LET C=10 
:=;10 GOTO 40 
320 REM ** FIRE LASER ** 
330 LET L=L-0.75 
340 PRINT PT 1.0; 
480 LET T=T+1 
482 FOR J=1 TO 50 
83 NEXT U 
485 PRINT AT 1.0;T$ 
4q0 RETURN 
500 PRINT 
510 PRINT TRB 3;"11 TERMINATION 
n- 
R2n PRINT 
530 IF TI<0 THEN PRINT "WE HRUE 
REFN IN SPRCF TOO LONG" 
540 IF L>0 THEN PRINT "O WE HRV 
E BEEN DEFERTFn 0- 
RFO PRINT 
555 PRINT PT 10,0:"ENERGY LEFT 
O 	 L" ERF4R 
R60 IF L<=0 THEN PRINT " 
ENERGY BANKS EMPTY 
370 STOP 
580 PRINT 
F:ciel PRINT "WF HAZE COLLIDED WIT 
H THE";TPB 8;"RLIEN SHIP" 
R10 STOP 
620 REM ** RiIFNS SHOOT ** 
630 IF ABS (R-X)>3 OR RES (B -Y) 
>3 OR PBS (C-7:)>3 THEN RETURN 
650 IF RND>0.75 THEN RETURN 
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660 PRINT AT 1,0'"WRW ALIENS 
FIRING AT US 
870 FOR 3=1 TO 50 
680 NEXT 
690 PRINT AT 10;T$ 
700 IF RND>0.7 THEN GOTO 770 
710 PRINT PT 1,0;"M ALIEN FIRE 
HAS HIT US I 
720 LET L=L-7 
730 IF L<=0 THEN GOTO 500 
740 FOR 3=1 TO 50 
750 NEXT j 
760 RETURN 
770 PRINT AT_ 1„LO:"IIIIIIIRLIEN 
FIRE MIS:SEDUM'," 
780 FOR 3=1 TO 50 
790 NEXT 
792 PRINT PT 1,0;T$ 
795 RETURN 
600 REM ** PRINT OUT ** 
850 PRINT PT 100; "ENERGY LEFT 

ERGS 
870 LET TI=TI-1 
880 IF TI=0 THEN GOTO 500 
890 PRINT AT 19,20"TIME: ";TI 
900 IF L<3 THEN PRINT AT 12,4;" 

ENERGY LOW Wig" 
920 PRINT AT 20,19"TALLY: ";T 
930 PRINT PT 14,0;"0 SHIP IS CR 
UISING PT THE" 
935 PRINT "COORDINATES:" 

E PRINT TAR 4;X;"  

940 IF P=X AND B=Y AND C=Z THEN 
GOTO 580 
960 PRINT PT 50; 1 ..';AT 5,0;"% 

m';AT 5,0;" 	" 
967 PRINT AT 5,0;"ALIEN CRAFT I 
A MOVING" 
970 IF R<>X OR B<>Y THEN PRINT 
"TO THE "; 
980 IF R<X THEN PRINT "NORTH"; 
990 IF A>X THEN PRINT "SOUTH"; 
1000 IF B>Y THEN PRINT "EAST",; 
1010 IF B>Y THEN PRINT "WEST" 
1020 IF C=Z THEN PRINT " OF US' 
1030 IF C>Z THEN PRINT " BEHIND 
US" 
1040 IF C<Z THEN PRINT " IN FRON 
T OF US" 
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1050 RETURN 
1070 REM ** INITIALIZE ** 
1090 LET L=INT (RND*10)+1 
1100 LET T=0 
1110 LET TI=F 
1140 LET A=R(RND*10)+1 
1150 LET 6=R(RND*10)+1 
1160 LET n=R(RND*10)+1 
1170 LET X=R(RND*10)+1 
1180 LET Y=R(RND*10)+1 
1190 LET 7=R(RND*10)+1 
1195 LET 5$=" 

1197 LET T$=" 

1200 FOR J=0 TO 53 
1205 PLOT 
1210 PLOT 
1220 NEXT J 
1230 FOR J=0 TO 4 
1240 PLOT 0,J 
1250 PLOT 
1250 NEXT J 
1270 RETURN 

98 



DRAGON'S GOLD 

The aim of Dragon's Gold is simple: to accumulate as 
much gold as possible, while wandering through a com-
plex maze of tunnels, caves, and doors, and to avoid the 
dragon and mineshafts. You enter A to move ahead, L 
to move left, or R to move right. Entering a space before 
pressing ENTER will cause the game to stop. Dragon's 
Gold was written by D. C. Owen. 

REM rqRRr40N5 GOLD 
REM R r. C. O1.g62LJEN  

Li-ROLL 
ni 

TiiT T IR 
SCROL L  

r• in 	i s. 	I 

8; "DRAGON /5 GOLD" 

PRINT "YOU HAUE: 
F,F:17,!ni 
PRINT " FiLrir:KS OF 
SCROLL 
SCR!OLL 

"A-'EE OF YOU IS 

99 



120 p.nsup 1000 
125 LET 15$=R$ 
127 SCROLL 
130 PRINT "ON THE LEFT IS R"; 
140 GOSUE 1000 
145 RnRniL 
150 LET L$=R$ 
155 PRINT "RND ON THE RIGHT IS 

160 n4nRHE; 1000 
155 LET R$=R$ 
170 SCROLL 
4-74 SCROLL 
172 PRINT "WHInH WAY Dn YOH WAN 

T TO GO?" 
2.73 SCROLL 
174 SCROLL 
175 PRINT 'R - RHEAD" 
2.75 SCROLL  
_Lee PRINT "L - LEFT" 

SCROLL 
17g PRINT "R - RIGHT" 
180 INPUT K$ 
185 SCROLL 
186 SCROLL 
190 IF v.i.-" AND 6$="D" THEN G 

OSUE 2000 
200 IF K$="R" RND R$="D" THEN G 
OSUE 2000 
210 IF K$="R" RND B$="T" THEN G 

OSUS 2;000 
220 IF K$="L" AND L$="T" THEN 1-4 

OSUE 3000 
230 IF K$="R" RND R$="T" THEN 1-4 

OSUS 2;000 
240 IF K$="R" AND 5$="C" THEN 1-4 

OSUE; 4000 
250 IF K$="1 " AND L$="C THEN G 
OSUS 4000 
260 IF K$="R" AND R$="C" THEN (-4 

0:=Je 4000 
270 IF .in' (K$="L" OR K$="R" OR 
K$=©R 	THEN GOTO 170 
280 GOTO RO 
P90 REM ************** 
1000 GOTO 1000+INT (RND*3+1)*100 
1100 PRINT " DOOR" 
1110 LET A*="n" 
1120 RETURN 
1200 PRINT " TUNNEL" 
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1210 LET A$="T" 
1220 RETURN 
1300 PRINT  
1310 LET A$="C" 
1320 RETURN 
ig99 REM ************ 
2000 REM ** DOOR ** 
2010 GOTO 2000+INT (RND*4+1)*100 
2100 PRINT -IT 15 LOCKED. MOVE 0 
N- 
2110 RETURN 
2200 LET n=TNT (RND*9+1)*100 

10 PRINT "TT WILL OPEN. THERE" 
2215 
	r•: p L  

2220 PRINT -ARE ";@;" GOLD BLOCK 
5 IN HERE- 
2230 LET 1- =fz-FO 
024n RETHRN 
200 PRINT "THERE IS R LAKE HERE 

2:=;05 F,1":Rni L 
PRTNT "nAINNnT SEE THE FAR 5 

IDE." 
2:m1F, SCROLL 

20 PRINT "ARE YOU GOING TO TRY 

2330 SCROLL 
2340 PRINT "AND CROSS IT?" 
2345 SCROLL  
2350 INPUT O. 
2360 SCROLL 
2370 IF CODE (r:t)<>CODE "Y" THEN 
RETHRN 

2380 LET K=TNT (RND*3)+1 

2F;:11  I K=2 THEN PRINT -YOU HAVE 
Fsr:RPEr) WITH" 

2383 SCROLL 
2a,F4 TF K=P THFN PRINT G;" BLOCK 
A OF GOLD" 
Pf=;R:71 IF K<>2 THFN PRINT "UNFORTU 
NRTELY, YOU HAIJF" 
.=JP,F; SCROLL 
23c40 IF K<>:-' THEN PRINT TAB 10;© 
DROWNED..." 
235 STOP 
2400 LET K=TNT (RND*9+1)*50 
2405 SCROLL 
2410 PRINT "THIS ROOM CONTRIN5 

f-RPIr4nN" 
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2415 sr:Rnii 
2420 PRINT "TT DEMANDS ";K;" GOL 
D BLOCKS" 
2425 SCROLL 

PRTNT "OR TT WILL ERT YnU" 
2440 FOR u=1 TO 20 
.-1A=f7; SCROLL 
2460 PRINT TRS J;"STRND BY" 
2470 NEXT j 
2475 SCROLL  
24Pn TF ;)K THFN PRINT Cu"Y HRVE 

FNnlif7;H" 
2455 SCROLL  
24g0 IF I-4<K THEN PRINT "...BUT Y. 
OU HRUFN/T GOT" 
24g5 5C ROi 
2500 TF THEN PRINT "ENOUr4H.. 

!L 
2510 LET  
2520 RETURN 
PRcici REM  
3000 REM ** TUNNEL ** 
3010 IF RND>0.85 THEN RETURN 

3020 
3025 
3030 

3040 
:mp.74cici 
4000 
4005 

3—. 
As.14a—Ti 
u?1.f, 

tUHULL 
PRTNT "YOH HRUE ESCRPED" 

PRINT "WT-t "G;" GOLD BLOCK 

REM *::':.7.***** 
REM ** r:RVE ** 

GOTO 4o1.71171+ TNT (RND*34-1) *100 
4100 PRINT "THF rRVE IS EMPTY." 
4105 SCROLL  
4110 PRINT TRB 8;"MOUE ON" 
4120 RETURN 
4200 LET 0=INT (RND*10+1)*100 
4210 PRINT ."THERE RRE ";0;" GOLD 
BLnCKP" 

4215 SCROLL  
4220 PRTNT "HFRF TO RDD TO YnUR 
PTORF" 
4230 LET r4=r4-E0 
4240 RETURN 
4300 IF RN>Orq THEN GOTn 4400 
4301 FOR H=1 TO 24 
4306 SCROLL 
4.307 NEXT H 
4310 PRINT "OH NO" 
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4315 SCROLL 
4320 FOR J=1 TO 15 
4:330 PRINT TRE; 2*J;"11" 
4335 SCROLL 
4340 NEXT j 
4345 SCROLL 
4350 PRINT "IT IS R MINESHRFT... 

4355 Sr:RnLL 
4360 PRINT "YOU RRE DERD" 
4370 STOP 
4400 51-:ROLL 
4405 PRINT "THERE RRE NOISES RHE 
RD" 
4407 SCROLL 
4410 PRINT "DO YnUAARNT TO INVES 
TIGRTE?" 
4420 INPUT K$ 
4430 IF CODE K$<>CnDE "Y" THEN R 
ET URN 
4440 GOTn 4000 
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HIT IT 

Seven boxes appear at the top of the screen, numbered 
(rather logically, one would think) from 1 to 7. The 
message GET READY flashes for a couple of seconds, 
and then vanishes. Following a random delay, a black 
square appears in one of the boxes. You have just over 
a second to hit the corresponding number's key. (To 
make it easier, change the 20 in line 130 to a bigger 
number.) 

If you got the number right, the message HIT IT... 
will appear. If you failed, you'll either get TOO LATE 
if you took too long, or WRONG if you were wrong. 
Keep watching, because another number will soon ap-
pear. We suggest you plan to take the best of, say, five 
games, and keep a tally of which player gets the most 
points. The graphics in the program are: 

Line 17 : E7R 
Line 26 : 5 B 
Line 40: W 6 Q 
Line 100: space 
Lines 12 to 45 print and number the seven boxes, 

while lines 46 to 70 flash the GET READY message. 
The .box is chosen and printed by the routine from 90, 
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and lines 140 to 165 choose the correct message to dis-
play. Hit It was written by Nick Wilson. 

10 REM HIT IT 
11 REM NICK WILSON 
12 PRINT - 	1 	2 	3 	4 	5 

13 PRINT 
15 PRINT 
16 FOR T=1 To 7 
17 PRINT "rim, 
18 NEXT I 
20 PRINT " 
2s FOR  I=1 TO 7 
2R PRINT "1 I "; 
27 NEXT I 
28 PRINT " 	t 

30 FOR I=1 TO 7 
40 PRINT -La 
45 NEXT I 
46 FOR I=1 TO 3 
50 PRINT AT 10,10,-Mi READY" 
55 LET L=SIN 5 
RO PRINT AT 10.10; "GET 
65 LET L=SIN 
70 NEXT I 
75 LET C=0 
80 PRINT AT 10,10" 
90 LET U=INT (RND*7)+1 
91 FOR I=1 TO (RND*30) 
92 NEXT I 

100 PRINT AT 3.(W*3)+W-1;111" 
110 LET AS=INKEY$ 
120 LET O=C+1 
130 IF C=20 THEN GOTO 210 
140 IF A$="" THEN GOTO 110 
150 IF CODE A$<CODE "1" OR CODE 
R$>CODE "7" THEN GOTO 230 
160 IF VAL R$=W THEN PRINT AT 1 

0,10;"HIT IT. 
165 IF VAL A$<>W THEN GOTO 230 
170 FOR I=1 TO 30 
180 NEXT I 
190 PRINT AT 0,0, 
200 RUN 
210 PRINT AT 10,10;"TOO LATE." 
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215 PRINT !-!! 0; 
220 RUN 
230 PRINT  10 	10; "1.-3RONI:; 2 2 235 PRINT , 0; 
-n.4 ill 
= 6I- 

r"ri 
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TIC TAC TOE 

I guess there is no need to tell you how to play this 
game. You and the computer take it in turns, trying 
to get three O's or three X's in a row. Unlike many 
computer versions of the game, this program allows 
you to win now and then. Most of the computer Tic Tac 
Toe games are unbeatable, with a draw being the best 
you can do. 

You move by entering the number of the square into 
which you want to move. You enter your move first, 
and the computer will ignore you if you do not enter 5 
as your first move, the center square. 

This version of the game is capable of handling over 
40,000 developments of Tic Tac Toe, about an eighth 
of the possible games which can occur. 

1 REM TIC TAO TOE 
2 REM ADAPTED T HARTNELL 

REM FROM Z.X80 PROGRAM 
4 REM BY STUART ROBERTS 
10 DIM B(9) 
20 DIM P(q) 
30 FOR R=1 TO 9 
40 LET B(A)=A 
SO NEXT A 
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70 ET E=0 
FIO LET 0=0 
90 LET N=0 

:L:'0 
 

Lt! .•!• 

—L 
4 gs 4 T !—I! = Me • ! 

n n n 

130 IF R=X THEN n4OF,U6 770 
140 IF S 070 =0 THEN GOTO 400 
1F171 TF e (R) =in THEN 1-40TO 430 

PRINT  
170 NEXT P. 
1;50 PRINT 
190 PRINT 

TC N=1 THEN GOTO 460 
E=8 THEN PRINT "MMIE@MO:: ,a7  

215 IF E=P,  THEN GOTO 970 
220 IF 0=5 THEN PRINT " 
Prtj 
225 IF n=F THEN GOTO 970 
230 INPUT Z 
240 IF 6(2:)<>2: THEN GOTO 230 
350 LET 0=0+1 
3501 IF Z=11 THEN i7;111-0. 300 
270 IET N=1 
260 LET R (7) =0 
290 GOTO 100 
200 LET 6(5) =10 
310 GOTO 90 
320 FnR R=n Tn D 
230 IF E(R)=R THEN LET S(R)=10 
340 !ET R=R+F 
350 NEXT P 
360 GOTO 90 
370 IF L5(5)=5 THEN GOTO 300 
.7; F:1.71 	FT 	( ) =1 
9 GOTO9171  
on PRINT  "0 

A 4 1"7:  

420 r:;nTn 170 
430 PRINT 
4.40 LET r 

A 

450 GOTO 170 
450 LET H=F:10 
4.70 LET 

  

40 LET C=1 
490 LET D=R 
C.  MI MI i CT = •—• ! 
510 G051_16 H 
520 LET 0=2 
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THEN GOTO 960 
THEN RETURN 
THEN GOTO 320 
THEN RETURN 
THEN GOTO 320 
THEN RETURN 
THEN GOTO 320 
THEN RETURN 
OR E=4 THEN GOTO 370 

LET 0=7 
LET F=1 
GOSUB H 
LET 0=9 
LET F=2 
174n5UB H 
LET r=2 
LET r).= 
(-4115116 H 
LET C=1 
LFT D=7 
GOSUB H 
LET 0-=*71 
LET F=0 
GOSUB H 
LET F:=4 
LET r)=F= 
f;1F,19. H 
LET r:=7 
LET D=9 
rzinsHEI H 
LET G=G+1 
IF G=5 THEN GOTO 90 
GOTO 4.50 
LET X=X+:=; 
PRINT 
PRINT 
RETURN 
LET E=0 
FOR R=C TO 0 
LET Et... 
LET R=R+F 
NEXT R 
IF E=3 
T= 

IF E=8 
IF G=1 
IF E=2 
IF G=2 
IF L. 
IF G=3 
T= =-4 
1 

RETURN 
PRINT 
PRINT 
PRINT 

990 PRINT "Dn YOU WANT ANOTHER 
1-4AME?"„"(Y OR N) 
1000 INPUT K$ 
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530 
540 
F,50 
560 
570 
580 
590 
500 
610 
F=20 
630 
540 
550 
660 
570 
650 
FAO 
700 
710 
fl=%. 

730 
740 
750 
760 
770 
780 
790 
500 
810 
820 
830 
840 
850 
560 
870 
880 
890 
900 
910 
920 
930 
940 
950 
960 
970 
980 



100F CLS 
1010 IF K$< >"N" THEN RUN 
1200 PRINT 
1210 r'RTNT -nk, THRNKS FO R PLRYI 
Nr4" 
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0 X 

x 0 

2 :3 

7 8 

1 2 3 

Cl  
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MUSIC(?) 

This program is called Music (?) because certain mu-
sicians may claim the definition of music is not wide 
enough to stretch to the output of the computer in this 
program. 

The sound, which can be quite musical, is produced 
through the television speaker. You may have to tune 
the TV slightly off the optimum position for the picture 
to hear the sound at its best. 

This program, by Tim Hartnell, produces music at 
random, with a particular note being produced by each 
of the Z loops. For additional notes, of different pitches, 
all you need to do is add extra subroutines at the end, 
and modify line 18 to allow for them. 

Notice how line 18 takes the place of the ON ...GOTO 
command available in many dialects of BASIC. Line 
18 takes the place of all of the following lines: 

IF K = 5 THEN GOTO 220 
IF K = 4 THEN GOTO 180 
IF K = 3 THEN GOTO 140 
IF K = 2 THEN GOTO 100 
IF K = 1 THEN GOTO 60 
IF K = 0 THEN GOTO 20 
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You should keep this programming technique in mind 
when you are getting short of memory. Tim Hartnell's 
program is followed by a shortened version of it by Ken 
Mahogany. 

10 REM 	*MUSIC(?)* 

15 REM (0) HRRTNELL 1982 
16 LET K=INT (RND*6) 
I '  REM NOTE HOW NEXT LINE 

WORKS P5 RN "ON...GOTO" 
r74nTn (220 AND K=5)+(180 AND 

K=4)-1-(20 ANF) K=0)+(s0 AND K=1)1- 
(100 AND K=2)+(140 AND K=3) 
20 FOR 7=1 TO 10*(RND*3) 
40 FRST 
FO NEXT Z 
RF IF PND>.5 THEN RUN 
70 SLOW 
95 IF PNI"».S THEN PUN 
100 FOR 7=1 TO RND*60 
110 SLOW 
120 FRST 
130 NEXT Z 
135 IF RND>.5 THEN RUN 
140 FOR Z=1 TO 10*(RND*80) 
150 SLOW 
160 FRST 
170 NEXT Z 
175 IF  RND>.5 THEN RUN 
180 FOR Z=1 TO 10*(PND*80) 
190 SLOW 
200 FRST 
210 NEXT Z 
215 IF RND>.5 THEN RUN 
220 FOR Z=1 TO 10*(RND*80) 
230 SLOW 
240 FRST 
250 NEXT 7 
260 RUN 
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10 REM *MUSIC: 
071 

MRHnr4RNY 19A2 
20 FOP Z=1 TO RND*60 

40 FRST 
50 NEXT Z 
50 FOR 7=1 TO RND*60 
70 ALni,i 
50 FRST 
RO NEXT Z 
100 FOR 7=i TO RND*60 
110 ALnW 
120 FRST 
130 NEXT Z 
140 FOR Z=1 TO RND*60 
150 	n 1.-J 
160 FRST 

NEXT Z 
160 PRUSE RND*10 
10 RUN 
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ETCHASKETCH 

This tightly written program allows you to use the 5, 
6, 7, and 8 keys to move the PLOT blob around the 
screen, drawing pictures of your choice. 

Once you've got it running, try and modify it to give 
you a choice of starting position, and/or to "turn off' 
the blob from time to time to move it to a new position 
on the screen without leaving a trail. 
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10 LET R=VAL ^l^ 
2@ LET B=A 
30 LET A$=INKEY$ 
40 ZF A$=^^ THEN GOTD 30 
50 LET  
70 LET  
80 PLOT G& 

100 GOTO 30 

116 



LIFE 

The game of Life was invented by John Conway of Cam-
bridge University, England, in October 1970. It sim-
ulates the birth, death, and growth of cells in a closed 
colony. 

Before the state of a cell for the "next generation" 
(a generation is a complete check and reprint of the 
grid upon which the colony lives) is determined, it must 
be compared with the eight surrounding cells. If there 
are two or three occupied cells around the one being 
checked, and the one being checked is occupied, there 
is no change; it survives till the next generation. If 
there are three and only three occupied cells, and the 
cell being checked is empty, a cell is "born" there in 
the next generation. If there are four or more neighbors, 
the cell being checked "dies"—that is, is emptied in the 
next generation. 

That is almost all the information you need to con-
struct a game of Life from first principles. There is just 
one more thing—the rules are applied all over the grid 
at once, so you need one array to hold the current gen-
eration, and another to hold the new generation, so that 
changes for the next generation do not affect cells which 
have not yet been checked in the present generation. 
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Set up a 10 x 10 grid, and try and work out a program 
to (a) place some cells on it; (b) check each of these cells 
in turn in accord with Conway's laws, and then update 
a reference array; (c) copy the reference array into a 
"printout" array; and (d) print out the colony and start 
again. 

Here's one way of doing it, which uses two "data" 
statements in the form of strings which are accessed 
element by element. A$ in line 30 contains information 
regarding the numerical relationship of cells to each 
other (e.g., + 1 is one to the right, —1 is one to the left, 
and so on). A$ in line 90 is the position of the starting 
cells, when the grid is numbered 1 to 100. Line 30 
contains the following: minus sign, plus sign, equals 
sign, pound sign, graphic from the S key, graphic from 
the 2 key, graphic from the 1 key, space. 

Note that there is a comma after the last element 
within A$ in line 90. This is needed for the "data" 
routine to work. 

Other starting colonies you can try: 
Beehive: 45, 45, 46, 64, 65, 66, 74, 76, 85 
Cross: 43, 47, 54, 56, 65, 74, 76, 83, 87 
Mobius: 23,24,25,33,34,35,43,44,45,56,57,58,66,67, 

68,76,77,78 
Russian: 33,34,35,36,37,38,47,56,65,74,83,84,85,86. 

87,88 
Flame: 16,26,36,46,51,52,53,54,55,56,57,58,59,66,76, 

86,96 

10 Fizif7T 
20 DIM E CR) 
30 	LET C.:1$ = " 	= f*:* 
40 FOR R=1 TO 
50 LET E ) =OnDE i=i R ) -11 
F.0 NEXT 1:; 
70 DIM H(120) 
s0 DIM L (120) 
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AO LET A$="64,55,85,75,78,46,5 
6,7886," 
100 FOR A=1 TO LEN A$ STEP 3 
110 LET ACUAL R$(A TO R+1))=1 
120 LET L(VAL R$(21 TO R-1-11)=1 
130 NEXT A 
140 LET GENERRTION=0 
145 :=.Lni,) 
1F,0 r4nTn 310 
160 LET GENERRTION=GENERATION+1 
170 FOR U=0 TO 
180 FOR 6=1 TO 
190 LET F=H4-10*6+2 
200 LET H=0 
210 FOR T=1 TO R 
220 LET H=H+A(F+E(T)) 
230 NEXT T 
240 IF R(F)=1 AND H<>3 AND H<>2 
THEN LET L(F)=0 
250 IF R(F)=0 AND H=3 THEN LET 

L(F)=1 
260 NEXT 
270 NEXT 
275 SLOW 
280 FOR M=1 TO 100 
290 LET Pi(M)=LH) 
300 NEXT M 
310 PRINT AT 5,0; 
320 FOR U=1 TO 9 
330 PRINT TAE 3; 
340 FOR P=0 TO 

0 LET F=U+10*6+1 
380 PRINT CHR$ R(F);" 
370 NEXT S 
380 NEXT U 
390 PRINT AT 3,10;"GENERATION " 

;GENERATION 
400 FOR G=1 TO 100 
410 NEXT 
420 FAST 
4-30 GOTO 160 

119 



r:;FNERRTION 0 

a 

a 

FNI7-'1:7:ATION 

a a 

• I II 

;1=t,iFiRRTION 2 

a 
a 

;Ft•-•iF17.:illTION 3 

▪ II 
I II 

▪ '▪ a 2 
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GENERATION 4 

a a a 
a a 
a a 
a a 

2 a a 

GENERATION 0 

a 
a I a 

a a a a 

GENERATION 1 

a a a 
a a 
a a a I 

GENERATION 2 

a 
8 a a 

a • 
a a I a 
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f:;ENFRRT ION 3 

a a a 
• a II 

NFR AT T ON 4- 
I 

I a 
■ 

I I 

NRF";1-  ION 5 
I 

a I a 
a a II ■ 

a a II ■ 
I S 1 II 

1-4 FNER AT ION 6 
Z 8 ■ 

a ■ 
I ■ 
I ■ 
it a a a a a 
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174E NE RIRT ION 0 

17; ENERRTION 1. 

a 
I I I 

a 	 a 
a 

F4E. NFRFITIO N 2 

a 
a 2 I 
I I I 

GENEARTION 

a 	a 
a 

a 
a 	■ 

a 
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TENBY 

Tenby is a relatively simple gambling game played with 
two dice, based on craps. To play, you roll two dice and 
add up their pips. If you roll a seven or an eleven on 
the first roll it is called a "natural," and you win, ending 
that round. Rolling a two, three, or twelve on the first 
roll is a disaster—the round ends immediately. Rolling 
four, five, six, eight, nine, or ten on the first roll be-
comes your "point." The aim of the game—assuming 
it has not ended with the first roll—is to roll your point 
again before you throw a seven. 

The program keeps a tally of your wins and losses. 
If you like, you can modify the game to allow for bet-
ting, either with one player, the player and the com-
puter, or two players. The percentage "ahead" you are 
is shown. If this is a negative number you are—need-
less to say—behind, rather than ahead. 

10 RtM TENBY 
20 ,.._ , = i r4=0 
3 i 	rr.,- ,_..,., L=0. 
4-0  i =-1- 

I- /- I W=0 

50 LET (74 =I:4+1 

124 



• 60 PRINT AT 9,4;"GAME NUMBER " 

70 PRINT AT 4,4;"WIN5: ";W;" L 
055E5: ";L 

75 IF L>0 THEN PRINT AT 20,0;" 
YOU ARE AHEAD BY ";INT ((W-L)*10 
00/L)/10;" PFRrENT" 

80 1-4nRHE 200 
RO IF A=7 OR A=11 THEN GOTO 33 

0 
100 IF R=2 OR R=3 OR A=12 THEN 

GOTO 340 
110 LET P=R 
120 PRINT AT 14,4;"YOUR POINT I 

• 

130 i-41-1 UB 200 
140 IF A=P THEN GOTO 330 
150 IF A=7 THEN GOTO 340 
150 FOR T=1 TO 50 
170 NEXT T 
180 GOTO 130 
200 PRINT AT 0,0;"PRE55 	TO RO 
LL DICE";AT 0,6"D" 
210 IF INKFY$<>"D" THEN GOTO 20 

220 PRINT AT 0;0;" 

230 LET R=INT (RND*6+1)+INT (RN 
Lt'. +L 
240 FOR T=1 TO 50 
250 NEXT T 
260 PRINT AT 0)0; "YOU ROLLED "; 

270 RETURN 
330 FOR T=1 TO 20 
332 PRINT AT 7;8;"YOU WIN" 
333 PRINT AT 7.8; "YOU IRE" 
334 NEXT T 
335 LET W=W+1 
336 GOTO 370 
340 FOR T=1 TO 20 
342 PRINT AT 7,8;"YOU LOSE': 
344 PRINT AT 7,8; "YOU 
345 NEXT T 
350 LET L=L+1  
370 FOR T=1 TO 100 
380 NEXT T 
3740 1-:L5 
400 GOTO 50 
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BATTLE 

This program by Chris Callender places you on a check-
erboard measuring 9 x 8, in which you move diago-
nally, and capture by landing on top of an opponent. 
There are no multiple jumps. 

The computer will have the first move in each game, 
and the aim of the Battle is to capture six of your op-
ponent's pieces before he, she, or it manages to do so 
with your pieces. 

You're playing from the bottom of the screen (0) and 
the computer from the top (X). You move by entering 
the number down the side relating to the square you're 
moving from, and the square across the top or bottom, 
as a single two-digit number, then—after pressing 
NEWLINE— the two-digit number representing the 
square you're moving to. Illegal moves will be rejected. 
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S REM BATTLE 
5 DIM B$(10,11) 

10 LET B$(11 ="123456789" 
20 LET B(2)="1X X X X Xl" 

50 LET B$(F,)=" MD:66M 4." 
30 LET B$(:=0=" -' 
40 LET B$(4)="f1X 	X3" 

70 LET B$(7)="- EYE) g' 
50 LET RIt(R)=". 	a," 

5" 
80 LET B$(8)=" 	rE I I • 

100 
B$ (9) ="8!,• 	• 90 LET  
P.$ (10) =": ,..123456789n" 

102 LET H5=0 

110 DIM 5*(12,171) 
115 FOR A=1 TO 10 
44= LET C=B(R) 
i20 FnR B=1 Tn 11 
125 LET 5$(R;)=C$(6 TO )(1) 
130 NEXT B 

NEXT 
135 IF RND>.5 THEN GOTO 150 
140 LET 5$(5,5)="X" 
141 LET F., *(5,7)=" " 
150 GOSUB 1130 
155 PRINT 
4== IF 05=6 THEN PRINT "I WIN 

;sW 
150 PRINT AT 15,0;"FRnM?" 
155 INPUT MOVE 
4F5 PRINT AT 15,4;" ";MOVE;" TO 

157 LET A=INT (MOVE/10) 
158 LET B=MOUE-l0*A 
170 INPUT MOUE 
171 PRINT AT 15,0;" 

172 LET C=INT (MOVE/10) 
175 LET D=MOVE-10*C 
180 IF AB:=,  (R-r:) <>1 OR RBS (B-D 

THEN GOTO 150 
190 IF 5$(C4.1) (D+1) ="X" THEN LE 

T H5=HF1+1 
210 LET s$(A+1)(5+1)=" " 
220 LE' f==$(1-:+1)(D+1)="n" 
240 GOSUB 1130 
245 IF HF.=F,  THEN PRINT "YOU WIN 

250 LET R$="0" 
255 nnsiffi  1000 
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257 IF FL=1 THEN GOTO 300 
250 LET A$=" " 
265 GOSUB 1000 
300 LET S$(E)(F)=" " 
305 IF S$(E+G) (F+H)="0" THEN LE 
T CS=C5+1 
310 LET 8$(E+G) (F+H)="X" 
320 GOTO 150 
1000 LET E=2 
1001 LET F=2 
1002 LET G=0 
1003 LET H=0 
1010 LET FL=0 
1020 IF S$(E)(F)<>"X" THEN GOTO 
1100 
1040 IF 5$(E+1) (F+1)=A$ OR 5$(E+ 
1)(F-1)=A$ THEN LET G=1 
1050 IF 5$(E+1)(F+1)=A$ OR 5$(E- 
1)(F+1)=A$ THEN LET H=1 
1060 IF =$ (E-1) (F+1)=A$ OR 5$CE- 
1)(F-1)=A$ THEN LET G=-1 
1070 IF 5$(E+1)(F-1)=A$ OR 5$(E- 
1)(F-1)=A$ THEN LET H=-I. 
1080 IF G<>0 AND H<>0 THEN LET F 
L=1 
1085 IF FL=1 THEN RETURN 
1100 LET E=E+1 
1101 IF E>10 THEN LET F=F+1 
1102 IF E>10 THEN LET E=2 
1110 IF F>11 THEN RETURN 
1120 GOTO 1010 
1129 STOP 
1130 PRINT AT 0,0; 
1132 FOR R=1 TO 10 
113R PRINT 
1140 FOR B=1 TO 11 
1145 PRINT R$(A,B); 
1150 NEXT 
1155 NEXT 
1160 PRINT 
1165 PRINT 
1170 PRINT "ME: ";05;" YOU: 
HS 
1180 RETURN 
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MANDALA CHECKERS/ 
CHOPPER CHECKERS 

This program follows the standard rules of checkers, 
except that you play by starting in the corners of the 
board, rather than at the ends, and there are no mul-
tiple jumps and no kings. Any piece may move in any 
diagonal direction. Captures are as in checkers, by 
jumping over an opponent's piece into an empty square, 
always moving on the diagonal. Once you've entered 
Mandala Checkers in line with the first listing, you can 
easily modify it to play Chopper Checkers, which is 
closer to ordinary checkers. In Chopper, you move from 
left to right across the board, while the computer moves 
from right to left. You play again as in checkers, except 
you can move in any diagonal direction as if you had 
a board of kings, there are no kings, and there are no 
multiple jumps. You move in both games by entering 
your move as a single four-digit number (like 3344), 
which means you're moving from square 33 (the num-
ber across the top, then the number down the side) to 
square 44. 

You'll find that this program, which uses four char-
acter cells for each square on the board, produces a 
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most effective display, which almost fills the screen. 
The board is printed at the start of the game, and from 
then on only the squares which change are reprinted, 
so it plays very rapidly. 

The following are the only line numbers that differ 
between the two programs: 6176, 6440, 7090, 8070, 8080, 
9010, 9020, 9040, 9105, 9190. 

First we have Mandala Checkers: 

20 G0;11B c1000 
17:1-1:7,U5 P,01710 
F-ACitj 

40 17;1151 5 7000 
50 GOSH'S 6000 
60 IF HUM=7 THEN PRINT AT 19,0 
YOU WIN 
70 IF COHP=7 THEN PRINT RT 19, 

0;"I WIN "; U 
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80 GOTO 40 
5000 REM **COMPUTER MOUE** 
6010 FOR 7=88 TO 11 STEP -1 
6020 IF R(Z)=n THEN GOTO 6050 
6030 NEXT Z 
6040 GOTO 5200 
60-50 
AnFF IF 74-Y>88 OR Z+Ye.11 nR Z+2* 

: 7+2*Y<11 THEN GOT: R070 
p7IF.0 TF RC7+Y)=H RND RC3+2*Y)=E 
THEN GOT) Ring+ 
5070 LET \f" = 	CY = -11) +9* (Y=-9) +1 

V...• ! 

RORO TF Y<>171 THFN GOTO SOEF 
5085 NEXT 7 
5090 GOTO 6200 
6100 LET RCZ)=E 
6110 LET fl ! 

R12@ !ET ACZ+2*Y)=C 
6130 LET COMP=COMP+1 
61.4.0 PRINT PT 2,22;"COMP. 

6150 LET F=INT ((7L+Y)/10) 
5160 LET r4=7+Y-10*F 

";COM 

5170 r',mTiA7r.  PT 	";RT 2* 

R17
"I" 	.M

2   LET F=INT ((Z+2*Y)/10) 
6174 iET f:.*=7+2*Y-10*F 
R17 PRINT PT 2*G,2*F;"r4";RT 2* 
G+1

R
2*F;"W" 

6180 LET F=INT (7/10) 
6182 LFT r::=7-1n*F 
6184 PRINT RT )*r4,2*F," ";RT 2* 

, =:*! 
Ric-10 HIUNN_ 
R;7,00 RFM **N -nRPTURE MOVE** 
6210 Fop z=1 To 200 . 	.- 
1==Pgf Lit! K=1N! kHND*7R)+11 
6230 IF R(K)=C THEN GOTO R250 
R24171 NEXT Z 

r4nTo FiFiL71171 
5250 LET 
5280 IF R(K+Y)=F THEN GOTO ease 
6290 LET Y=-P*(Y=11)+9*(Y=-P1)+11  
*(%,••• = ) 	= L711.71) 
6200 IF Y<>0 THEN GOTO 6270 
6310 NEXT I 
6320 GOTO 6500 
1=.0 IF K+2*Y>RR OR K+2*Y<11 THE 
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N GOTO 5400 
6340 IF A(K+2*Y)=H THEN GOTO 524 
0 
6350 IF K-2*Y/1l OR K-2*Y>88 THE 
N GOTO 6400 
6360 IF R(K-2*Y)=H THEN QOTO 624 
0 
6400 LET A(K+Y)=C 
54-10 LET A(~)=E 
6420 LET F=INT ((K+Y)/l0) 
6430 LET G=K~*(-10*F 
6~~40 PRINT' 2*G,2*F;^rl^~AT 2* 
G+i,2*F,; "Lill  
6450 LET F=INT (K/l0) 
64-60 LET G=K-~0*F 
6470 PRINT AT 2*G,2*F;^ ";AT 2* 
G+1,2*F;^ ^ 
6480 RETURN 
5500 FOP G=4 T~ 200 
6510 LET K=IN-t-  (AND*78)+11 
5520 IF R,'K*,='  THEN GOTO 6600 
6530 NEXT G 
55468 PRINT AT CONCEDE THE 

GAME" 
65S0 STOP 
6600 IF THEN LET Y=-il 
6610 IF A(K-li)=E THEN QOTO 6400 
6520 IF R(K-9)=E THEN LET Y=-g 
6530 IF A(K--')=E THEN QOTO 64-00 
6540 QOTD G54~ ~ 
7000 REM **PLAYEA MOUE** 
7010 PAINT AT 20,0;^ENTEA YOUR M 
OUE AS ^^334-4.''^^ 
7020 INPUT A$ 
7030 IF LEN A$<>4 THEN QOTO 7020 
7040 PAINT AT 20,0~^ .. 
7050 LET Al=UAL A$(1) 
7055 LET A2=~AL R$(2) 
7050 LET Bl=U~~L A$(3) 
7065 LET 52=VAL A$(4) 
7070 LET A(l0*Bl+B2)=H 
70860 LET  
7090 PRINT AT 2*B2,2*B1;^mm^;AT 
2*B2+1,2*81.;"mm" 
7100 PAINT AT 2*A2,2*A1;^ ";AT 
2*A2+1,2*Rl'^ ^' 
7110 IF ABS (Al-BI)=i THEN AETUR 
N 
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7120 LET HUM=HUM+1 
7125 LET AC(10*81+82+10*A1+A2)/2 
)=E 
7130 PRINT AT (R2+82) ,(A1+51);" 
";PIT R2+82+1,A1+81" 

7140 PRINT AT 0,22;"HUMAN: ";HUM 
7990 RETURN 
8000 REM PRINT BOARD - START 
8040 FOR Z=8 TO 1 STEP -1 
8060 FOR X=1 TO 
8070 IF R(10*Z+X)=H THEN PRINT 
T 2*X,2*Z"IIRT 2*X+1,2*7: 
8080 IF A(10*Z+X)=0 THEN PRINT A 
T 2*X,2*Z"1111";AT 2*X+12*L"LJ" 
8090 IF R(10:41744 )=E; THEN PRINT A 
T 2*X,2*Zi"M";AT 2*X+1,2*Z;"=" 
6110 NEXT X 
8120 NEXT Z 
5130 RETURN 
8990 STOP 
aqqq F,Tnp 
9000 FART 
9005 DIM R(100) 
9010 LET H$="111315222431334251" 
9020 LET C$="888677688475665748" 
9030 LET 8$="1214161821232527323 
43638414345475254565861636567727 
4767881838587" 
9040 LET E$="8273645546372817263 
544536271" 
9050 FOR Z=1 TO 100 
9060 LET R(Z)=9 
9070 NEXT Z 
9080 LET H=CODE 
9090 LET C=CODE "C" 
9095 LET B=r:nDF "1" 
9100 LET E=r:nr)E 
9105 FOR T-4  TO 9 
9110 LET AWAL H$( TO =..=H 
9120 LET ACL 	C$( TO 2))=C 
9130 LET H$=H$(3 TO ) 
91.35 LET C$=C$(:_:; TO 
9140 NEXT Z 
9150 FOR Z=1 TO 32 
9160 LET AWAL 8$( TO 2))=8 
9170 LET 8$=8$(3 TO ) 
9180 NEXT Z 
9190 FOR Z=1 TO 14 
9200 LET AWAL E$( TO 2))=E 
9210 LET E$=E$(3 TO 
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9220 NEXT Z 
9230 LET COMP=0 
9240 LET HUM=0 
9400 PRINT AT 0,0;" 

";AT 19,0;" 
":AT 15,0" 

;AT 

9410 FOR Z=1 TO 17 
9420 PRINT AT Z;1;"1";AT Z,18;111 

9430 IF 2*INT ((Z12) =Z THEN PRINT 
AT Z,O;CHR$ (155+Z/2);AT Z,19;C 

HR$ (1554-Z/2) 
9440 IF 2*INT (Z/2)<›Z THEN PRIN 
T AT Z,0;111";AT Z,19;"0" 
9450 NEXT Z 
9500 RETURN 

HUMAN: 1 

COMP. 1 
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Now here is Chopper Checkers: 

20 GOSUE 9000 
30 GOSUS 6000 

40 G05U6 7000 
50 GO5UEc 5Ø 
50 IF HHM=7 THEN PRINT AT 19,0 

.; YOU  Lim 
70 IF OOMP=7 THEN PRINT RT 19, 

0"I WIN 
80 GOTO 40 

R000 REM **COMPUTER MOVE** 
5010 FOR Z=86 TO 11 STEP -1 
ROAO IF A(Z)=C THEN GOTO 6050 
5030 NEXT Z 
6040 GOTO 6200 
FORO 
6055 IF 2:4-Y>86 OR Z+Y<11 OR Z+2* 
Y>ss OR Z+2*Y<11 THEN GOTO R070 
E0 IF R(Zi-Y)=H INC R(Z+2*Y)=E 
THEN I-40Tn Ri00 
6070 LET Y=-9*(Y=-11)+9*((=-9).4-1 
0*(Y=904-(Y=100) 
1=080 IF Y<>0 THEN GOTO 6055 
6085 NEXT 
RORO GOTO RAOn 
5100 LET R(Z)=E 
6110 LET R(Z+Y)=E 
5120 LET R(74-2*Y)=0 
61.30 LET f7nMP=COMP+1 
6140 PRINT AT 2;22;"COMP. 

5150 LET F=TNT C(Z-FY)/10) 
6160 LET G=Z+Y-10*F 
6170 PRINT AT 2*G,2*F;" ";RT 2* 

6172 LET F=INT ((Z+2*Y)/10) 
6174 LET G=2:4-2*Y-10*F 
6175 PRINT RT 2*G,2*F;"%e";RT 2* 

6180 LET F=INT (Z/10) 
6182 LET G=Z-10*F 
6184 PRINT RT 2*G,2*F;" ";RT 2* 
0+1,2*F;" 
6190 RETURN 
6200 REM **NON-CRPTURE MOVE** 
6210 FOR Z=1 TO 200 

138 



5220 LET K=INT (RND*78)+11 
5230 IF R(K)=C THEN GOTO 6260 
6240 NEXT Z. 
5250 GOTO 8500 
6260 LET  
R280 IF A(K+Y)=E THEN GOTO 5330 
6290 LET Y=-9*(Y=11)+9*(Y=-9)+11 
*(Y=c1)+(Y=100) 
5300 IF Y<>0 THEN GOTO 6270 
6310 NEXT I 
6320 GOTO 6500 
R7;30 IF K+2*Y>RR nR K+2*Y<11 THE 
N GOTO 5400 
R4171 IF R(K+2*Y)=H THEN (-411TO R24 
0 
6FLI IF r-+ !_ OR K-2*Y>R8 THE 
N GOTO 6400 
62R0 TF R(K-;)*Y)=H THEN GOTO 524 
0 
R400 LET P(K+Y)=r: 
6410 LET (K:: =E 
5420 LET F=INT ((K+Y)/10) 
5430 LET G=K+Y-10*F 
6440 PRINT RT 2*G,2*F;"1611";RT 2* 
G+1:2*Fr'ells" 
5456 LET F=INT (K/10) 
6460 LET G=K-10*F 
R470 PRINT RT :='*G,2*F;" ";RT 2* 
(74+1,2*F;" 	" 
64.80 RETURN 
5500 FOR r4=1 TO 200 
6510 LET K=INT 	(RND*78)+11 
6520 IF 	 K: =0 THEN GOTO 5600 
6530 NEXT G 
5540 PRINT PT 0,0;"I CONCEDE THE 
GRME" 

8550 STOP 
6600 IF R(K-11)=E THEN LET Y=-11 
5510 IF R(K-11)=E THEN GOTO 6400 
6520 IF R(K-9)=E THEN LET Y=-9 
6530 IF R(K-9)=E THEN GOTO 5400 
6540 GOTO 6540 
7000 REM **PLRYER MOVE** 
7010 PRINT RT 20,0;"ENTER YOUR M 
'DUE R5 	"":44""" 
7020 INPUT R$ 
7030 IF LEN R$<>4 THEN GOTO 7020 
7040 PRINT RT 20,0;" 

7050 LET Ri=ORL R$(1) 
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7055 LET A2=VAL R$(2) 
7060 LET 61=URL R$(3) 
7065 LET B2=VAL A$(4) 
7070 LET A(10*51+132)=H 
7080 LET H(10*H1+A2)=E 
7090 PRINT AT 2*B2,2*81".116";AT 
2*B24.1:2*81;"ir" 
7100 PRINT PT 2*R2,2*R1;" ";RT 
2*R2+1,2*A1;" " 
7110 IF RES (R1-61)=1 THEN RETUR 
N 	• 
7120 LET HUM=HUM+1 
7125 LET R((104:81+82+10*Rli-R2)/2 
)=E 
7130 PRINT PT (R2+52) J (A14-51);" 
";AT A2+,52+1,R1+61;" " 

7140 PRINT AT 022; HUMAN: ";HUM 
TRRO RETURN 
6000 REM PRINT BOARD - START 
8040 FOP Z=8 TO 1 STEP -1 
6060 FOR X=1 TO 
8070 IF R(10*Z+X)=H THEN PRINT A 
T 2*X,2*Z;"milir"AT 2*X+1,2*Z:"Iir" 
8080 IF RflO*Z4-X)=C THEN PRINT A 
T 2*X,2*Z:"%e";AT 2*X+1,2*Z"ei" 
8090 IF R(10*Z44)=B THEN PRINT A 
T 2*X,2*Z"63";AT 2*X+1,2*Z"EN" 
8110 NEXT X 
R120 NEXT Z 
8130 RETURN 
RRRO STOP 
3999 RTnP 
9000 FAST 
R005 DIM Rk100) 
9010 LET H*="1117i1F1722242R28313 

9020 LET C$=8284868871737577626 
46668" 
9030 LET E$="1214161821232527323 
436384147.4547525456586167,6567727 
476786167I6587" 
9040 LET F$="5153555842444648" 
9050 FOR Z=1 TO 100 
RORO LET A(7)=9 
9070 NEXT 
9080 LET H=CODE 
9090 
9095 

LET 
LET 

r:=I7nDE 
B=nriDE 

"c" -1- 
9100 LET E=CODE St IS 

9105 FOR Z=1 TO 12 
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9110 LET R(VAL H$( TO 2))=H 
9120 LET R(VRL C$( TO 2))=C 
9130 LET H$=H$(3 TO ) 
917I5 LET C$=C$(3 TO 	) 
9140 NEXT Z 
9150 FOR 7=1 Tn S2 
9160 LET R(VAL 8$C TO 2))=6 
9170 LET 8$=6$(3 TO 	) 
9180 NEXT Z 
9190 FOR Z=1 Tn 
9200 LET A(VRL E$( TO )=E 
9210 LET E$=E$(3 TO 	) 
9220 NEXT Z 
9230 LET COMP=0 
9240 LET HHM=0 
9400 PRINT RT 0,0;" 

- *AT 19,6;" 
;AT 18:0;" 

AT 1,1" 

9410 FOR Z=1 TO 17 
9420 PRINT AT Z;ls".";AT Z,18j -M 

9430 IF 2*INT (Z/2:=Z THEN PRINT 
AT Z;O;CHR$ (156+Z/2);AT Z,19;C 

HR$ (158+Z/2) 
9440 IF a*INT (Z/2)<>7. THEN PRIN 
T AT Z,0;"1";AT Z,19;11" 
9450 NEXT Z 
9500 RETURN 
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Card Games 





BLACKJACK 

Gwyn Dewey's adaptation of the famous casino card 
game will have you battling to defeat the computer. 
Very clear prompts are included in this program, which 
even draws the backs of the cards as they are dealt 
before turning them over. The aim of Blackjack, as you 

$ $ 'VS $ $-$ $5$S$$$$$$$$$$$$  

_ _ 
1-% . 

$ riPE  
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probably know, is to get a total of 21, or as close to 21 
as you can, without exceeding 21. Cards are worth their 
face value (with picture cards counting as 10), except 
for the ace, which can be 11 or 1 (if counting it as 11 
would cause you to "bust," or exceed 21). You enter T 
to be hit (ask for a new card) or S to stick (stay with 
the hand you have). If you like programs which max-
imize the graphics potential of the T/S 1000, you'll enjoy 
watching Blackjack in action. 

OCREM 

"R Rr:R. 
— LET BET=100 

F;glizto 

  

ffLRCKJRICK. 
196 

  

3 LET 	=  

4- PRINT 13-$ 
5 FOR I=1 TO 10 
• PRINT "rjmmmm•mmm 
7 PRINT "I'm 

11111=1•111110" 
5 NEXT I 
▪ PRINT R4-- 

10 P.RNr) 

12 DIM D (17) 
20 PRINT RT 5, 13; "Imaiiiimlif FT 7 Lt. = " f=' 7.: 4. 5  Am Fa Fa 7.i 	Rs ps 

1  a2 	a 	ap; 27 22 a, RR at ar, ED i2.i2EN77; 

	

11114.MI5IE6NIE7in6An9=RIMBirMDMI 3.• 2, fm;, 42 	F, 
a 7, 6,go Rs Ba Ca Da 

23 El; 	$ (17 	) 
••,;. LET 

Lt  
26 LET T =O  
27 LET r4=n 
25i 	T ii Fci 

: 

40 IF INi-::.EY5:.c.< "0" THEN GOTO 40 
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IFT H 
PRINT RT 6 . 13;"WENN" RT 
"MEGMEME2" RT 	13; "MIMES 



o 
50 
52 13; 

 60 
65 

PAINT AT 5,l3~ 
PRINT AT ,l3~'

AT 1"2,13;1"= 

FOR Z=3 TO 13 STEP 10 
FOR H=3 TO 23 STEP 5 

67 PRINT AT Z'M;^l 
68 
69 

PRINT AT Z+1, 
PAINT AT Z+2,H~^ 

^ 
^ 

70 PAINT AT Z+3,M;^ ^ 
71 PRINT AT Z+4,Hj^~~~~~^ 
72 PRINT AT Z+5,M,^~~

-m~1^ 
73 NEXT M 
75 NEXT Z 
90 FOR I=1 TO 2 
91 IF I=1 THEN LET M=3 
92 IF I=1 JA !=2 THEN LET Z=12 
93 IF I=2 THEN CO5UB 9000 
94 IF DET<=O THEN GOTO 9100 
95 IF I=2 THEN LET M=8 
96 LET D(I)=((INT iRND*F))*2)+ 

I 
97 FOR N=l TO G 
98 PAINT AT Z+N,H;A$(((CODE Z$ 

(D(I)))-2B)+((CODE Z$(D(I)+l)*13 
))~N) 

29 NEXT N 
100 LET BJ=0 
102 LET E$(I)M(D(I) TO D(I)+l 

) 
103 LET F=F-1 
104 LET Z$=Z$( TO D(I)-1)+Z$(D( 

I)+2 TO ) 
110 NEXT I 
120 FOR J=l TO 2 
130 IF E$(J,l);=^2^ AND E$(J,l) 

<=^9^ THEN LET T=T+VAL E$(J,l) 
150 IF E$(J'i)>^g^ THEN LET T=T 

+10 
155 IF E$(J,i)=^G^ THEN LET BJ= 

l 
160 IF E$fj'l)=^l^ THEN LET G=G 

+1 
170 IF E$(J,l)=^1^ THEN LET T=T 

+11 
180 NEXT J 
i90 IF T=22 THEN LET T=T-10 
200 IF T=22 THEN LET Q=G-1 
215 IF G=1 AND BJ=l THEN QOTO S 

000 
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=le IF T=21 THEN GOTO 6000 
220 iET V=V+1 
..".nf,7; 0 PRINT RT 10,4;" H IT 1-E <3> 

235 PRINT PT 11,41.;"WINEME";T11 

IF INKEY$="5" THEN r.  GOTO 500 
2Fo IF INKEY1i="H-  THEN GOTO 270 

GOTO 240 
270 PRINT PT 10,4;

310 	

" 
IMMENMO" 

FT T-T4-1 
3201 LET D 	=(INT (RND*F))*2)1- 

225 LET H=H+5 
330 FOR N=1 TO 6 
335 PRINT RT Z+N:H;R$MOnDE 7s 

tLe 	 t 	+ii +13 

340 NEXT N 
) ) ) N) 

%le 
.7.1=171 

-I- • 	-11•-• 
LET 

(T)=7*(D(I)) 
TO D 	-1) +Z$ 

ii 
370 IF E$CT,1 )>="2" RND E$(1,13 
<=-9" THEN 	 T=Ti-VRL ES(I,1) 
380 IF E*CT,1)=-R-  THEN LET T= 

1- 10 
390 IF E$CI,1)="1" THEN LET r4=f74 

+1 
i FT F=F-1 

400 	THEN LET T =T 
+ —L 

4.10 IF !,=a. RNE 1-4=0 THEN GOTO 6 
!=r41.7 

430 
	

RNr) G>0 THEN LET G= 

434 LFT U=V-0 
435 TF T>21 THEN LET T=T-10 
4f::6 TF 1)=F THFN 1-40Tn 4000 
437 TF T=21 THEN GOTO 6000 
440 SOHO 230 
500 PRINT RT 
502 PRINT PT 
504. PRTNT RT 

.10111.1" 
506 PRINT PT 11,10;-.." 
510 DIM F*(5) 
515 LET G=0 
520 FOR 1=1 TO 2 
530 IF I=1 THEN LET H=3 
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12,26;"Miggla" 

10,4; COMPUTER 



540 IF I=l OR I=2 THEN LET Z=2 
550 IF I=2 THEN LET H=8 
560 LET D(I~=((INT (RND*F))*2)+ 

l 
570 FOR N=i TO 6 
580 PAINT AT  Z+N,M.;A$(((CODE Z$ 

(D(I)))-=a)+<(CODE Z$(D(I)+l)*l3 
)),N) 
585 LET F=F-1 
590 NEXT N 
595 LET BJ=0 
500 LET E_$(I) =Z$(D(I) TO D +l 

) 
510 LET F=F-1 
620 LET Z$=Z$( TO D(I)-l)+Z$(D( 

I} +2 TO ) 
630 NEXT I 
640 FOP J=l TO 2 
650 IF E$(J)~=^2^ AND E$(J}<=^9 

^ THEN LET U=U+UAL E$ (J) 
G5L-4 IF  E$(J) 2 g^ THEN LET U=U+l 

0 
665 IF E$' ="B"  THEN LET BJ=l 
670 IF E$iJ)=^l^ THEN LET G=Q+l 
680 IF THEN LET U=U+l 

1 
690 NEXT J 
700 IF U=22 THEN LET U=U-10 
710 IF 1-J=22 THEN LET G=G-1 
712 IF C=l AND 8J=1 THEN GOTO 3 

@00 
7l5 IF U=21 THEN GOTO 2000 
716 PRINT AT 4 1,10;U 
720 LET ~5=~ 
730 IF 0'5=5 AND U<=21 THEN GOTO 
1500 
740 IF U=21 THEN GOTO 2000 
742 IF U>~~l AND G-, =@ THEN GOTO 

3500 
745 IF U~=T AND U<5 THEN QOTO 7 

000 
750 IF 0=5 AND C5=E5 THEN GOTO 2 

000 
775 IF C5=5 AND U>21 THEN COTO 

3500 
780 LET H=M+5 
790 LET  
800 LET D(I)=((INT (AND*F))*2)+ 

l 
805 PAINT AT  14'10;U 
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OOH P FIVE 

I LJIN DOUBLE 

610 FOR N=1 TO 5 
R20 PRINT PT Z-4-N,HA$MOODE Z$ 
(D(I)))-2R)+((nnDE Z$(D(I)+1)*171 

• I 
R::D NEXT N 
840 LET E$I)=Z$CD(I)) 
650 LET 7$=7$( TO D(I)-i)+Z$ODC 
T) +2 TO ) 
RRO IF E$(I:>=`2© AND E$(I)<="9 
" THEN LET U=U+VAL E$(I) 
F7o IF E$(T)>="A" THEN LET U=U+ 
io 
660 IF E$(1)="1" THEN LET G=G+1 
690 LET F=F-1 
900 IF E$(1)="1" THEN LET U=U+1 

4 

910 LET R=H 
AND G>0 THEN LET H= 

H-10 
IF 

940 
1500 
L,RP ,ER 
110 PRINT PT  

1520 LET RET=RET-(GOBET*2) 
I550 GOTO 9800 
2000 PRINT PT 10,4" 
2010 PRINT PT 11,4;" 
2020 LET BET=AFT-1-4nEET 
2030 GOTO 15:71171 
3000 PRINT PT 10,4" OH DEPP SLAC 

3010 PRINT PRINT PT 11,4;" I UIN TREBLE 

3020 LET BET=AFT-v-405ET*7) 
7070 1-411-in 9600 

PRINT AT 10,4111111111ims 

LET 

PRINT PT 10,4" 
PRINT PT 11,4;" 

    

    

 

FIDE CiRDER 

    

WIN5 
4020 LET mFT=6ETOBET*2) 
4070 GOTO RROO 
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P.N. G>0 THEN LET G= 

LET I=I+1 
GOTO 730 
PRINT PT 10,4" 

@iv 
3520 
3530 
4000 
4010 



.1Eq 

YOU EI,J:=7 

EEI:i7" 

8120 
810 
6140 
5150 

6150 

(13* (1-1) 
A$(13* (1-1) 
A$(13*(1-1) 
R*(13*(I-1) 
R$(13*(11) 

A$(13*(1-1) 

H I  
+2,1) ="I 2 	1 

=-r. ,_! 
LET 
LET 
LET 
L_ 

LET 

6170 
8180 
8190 
8200 
8210 

R$(13*(1-1) 
R$(13* (1-1) 

(13* (1-1) 
R$(13*(1-1) 
A$(13*(1-1) 

+d,c) 
+2. 3) 
+2,4) 
+2,5) 
+2,6) 

LET 
LET 
LET 
LET 
LET 

=G$ 
=j$ 
=j$ 
=G$ 

6230 
8240 
8250 
6260 

LET 
LET 
LET 

R$ 
$ 

iq$ 
A $ 

( I-1) +3,2) 
( I-1) +3,:3) 
(I-li +3 	) 
( 1- 1) +3,5) 

=G$ 
=G$ 
= 
=G$ 

149 

5000 PRINT AT 10,411111111160 
5010 PRINT AT 11,4;-  
MgMWN§§Mg" 
5020 LET BET=BET+(GOBET*3) 
5030 r4nTn 9500 
6000 PRINT RT 10,4;" 
6010 PRINT RT 11,4;' 
BMW 
6020 r4nTrI 350 
RROO PRINT RT 10,4;' 
6510 PRINT RT 11,4;' 
5520 rjrrn 2020 
7000 PRINT RT 10,4;" 

; 	. 	. 
= 

7010 GOTO 2010 
7990 STOP 
8000 DIM P$(52,6,5) 
8002 FRS 
8005 FOR T=1 TO 4 
801n IF I=1 THEN LET F$="*" 
8020 IF 1=2 THEN LET F$="+" 
6030 IF T=f:: THEN LET F$="V" 
8040 IF 1=4 THEN LET Fl.="?" 
8050 LET G$="1 "+F$+" 
5060 LET H*="1"+F$+" "+F$+"1" 
5070 LET I$=i"+Fl+F$+F$+"I- 
R0R0 LET U$="3 
8100 	 +1,1) LET R*(13*(I-1) ="I 

8220 LET Pi ..:3* ( 	+3,1) ="1 3 	1 



1270 LET 

. 
8220 LET 
6300 LET 

8280 LET  

8310 LET  

A$(13*(I-1)+3,5)="I 

A H3*(Z-l)+4,OM 
A A3* ( Z-l) W 3) =J 

31 

8320 LET '5)=~$ 
5330 LET AS( i3*(Z-1)+~'B)=^1 4-1 

8340 LET 1 

8350 LET A (13*(Z-1)+5,2)=H 
5350 LET  
8370 LET  
8380 LET  
6320 LET E., 

6400 LET  

8410 LET A$(13*(Z-l)+5,2)M 
8420 LET  
GWULET  
3440 LET A$(13*(I-1)+G,~)=~$ 
8450 LET A$(1S*(I-1)+G,6)~^1 6, 

8460 LET A$(13*(I-1)+7'1)=^17 1 

8470 LET A (13*(I-1)+7'2)=M 
8450 LET  
8490 LET  
8500 LET +7,~)=M$ 
8510 LET A$CI3*(I-l)+7,5)~^~ 71 

8520 LET A$(13*(Z-1)+8,l}"Is 11 
WOO LET A (13*(Z-l)+S,2)=M 
8540 LET A (l3UI-1)+8,3)M 
8550 LET  
8550 LET 511 ~M$ 
S570 LET ~^~ 

8580 . LET  
5520 LET A$( 13* C 1-1) +9, 2) =H 
8800 LET A$( 13* C 1-1) fS, 33 =H 
8510 LET R ( iM ( I-l) +g , 4) =I 
5520 LET A$(1M(I-1)+g,5)=M$ 
5530 LET  
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6640 LET Rt (13*(1-1) +10,1) =1110 

8650 LET R$ (13*(1-1) +10,2) =H$ 
6660 LET R$ (13* (I-1) +10,3) =1$ 
8670 LET R$ (13*(1-1) +10,4) =.1$ 
8680 LET R$ 	(I-1) +10,5) =H$ 
8690 LET R$ (1:3* (I-1) +10,5) ="I 10 

8700 LET R$(13+(I-1)+11,1)="I U  

8710 ET R$ (13.* ( 	+11,2) ="I " +F 
$+""Ii" 
F720 'ET R $ ( 13* ( I -1 ) +11,3 ) ="11ENNE 
" 

8730 	 R$ (13*(1-1) +11,4-) =Arm 

874-0 LET R$ (1:3* ( I-1) +11,5) = an" 
+F$+" 
a7so 'ET R $ ( 13* ( I -1 ) +11,5) ="I 

LET R$ (13*(1-1) +12,1) ="I 

8770 Lt R$ (1:3* (I-1) +12,2) ="I " +F 
$+"9,1 " 
R780 LET R$(13* (I-1) +12,3) =1161 

8790 LET R$ (1:3* (I-1) +12,4-) ="I 
i" 
8600 LET R$ (13*(1-1) +12,5) ="11.14," 
+F$+" 
El83.0 LET R$ (13*(1-1) +12,5) ="I r, 
6615 LET R$ (1:3* (I-1) +13,2) ="" 
8820 LET R$ (1:3* (I-1) +13,1) ="I 

8830 LET R$(13* (I-1) +13,2) =1 " +F 
$"111m I" 
8840 LET R$ (13* (I-1) +13,3) ="11118 

8850 LET R$(13* (I-1) +13,41=1 

8850 LET R$ (13* (I-1) +13,5) =Ana" 
+F$+" 
8570 LET R$ (1:3*(1-1) +13,5) ="I K 

8880 NEXT I 
8887 5L01.-3 
8888 RETURN 

9010 PRINT RT 11,24.; 
9000 PRINT RT 11,4; " 
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9020 LET L$=STR$ BET 
913 171  FOR Y=1 TO LEN L$ 
904-0 LET it(Y)=CHR$ ((CODE L$(Y) 
)1-128) 
9050 NEXT 
9060 PRINT it 
9070 INPUT GOEET 
AORO TF r4nBFT<1 nR GOBET>BET THE 
N GOTO 9070 
AORR PRINT RT 11,4;" 	" 
9086 PRINT RT 	$"GOBET 
A0A10 RETHRN 
9100 CLS 
Allo PRINT "YOU HRVE NO MONEY LE 
FT.","MY PORTER THREW YOU OUT.", 

TRr= I TL1-  STREET STARVING. 
LR' 

T Mil P120 
CLS 

9130 IF D$="Y" THEN RHN 2 
P140 RTnP 
9600 FOR M=1 TO RO 
9810 NEXT M 
9620 FOR 	T=C:' TO 20 
9630 PRINT RT 	I:1;" 

964-0 NEXT I 
9650 GOTO 10 
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POKER 

Hans Meier of Rustenburg, South Africa, has produced 
a highly challenging version of the card game poker 
for the T/S 1000. As the program is about 14K long, I'd 
suggest you SAVE it every so often as you are entering 
the program, so that if you lose what you've entered, 
all your work is not wasted. 

The value of each card is the character set number 
of the first character. For example, a 5D is a five of 
diamonds and its value is 33 (the CHR$ value of 5), 
and similarly AE is a ten of hearts and its value is 38. 

The whole pack of cards is stored in a string, A$, 
line 2050. 

The actual program begins at line 2040 where A$ 
and various variables are assigned. The arrays are also 
dimensioned here. Control then goes to the subroutine 
beginning in line 10. A$ .is then randomly "split" in 
line 70 and the two parts then put together "back-to-
front" into a string (X$) in line 80. 

Lines 90-130 make up loop in which 18 cards (C$) 
are selected from this string at random. The "card" 
selected is removed from the string in line 120 so that 
it cannot be "dealt" again. After printing the card out-
lines (GOSUB 430), control goes back to the main pro- 
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gram where the hands are dealt in lines 2190-2240. 
The hands are kept in two string arrays, M$(1), M$(2) 
and Y$(1), Y$(2), which represent the computer and 
human strings respectively. 

Line 450 (with all shifts in the GRAPHICS mode) 
reads as follows: 

450 PRINT AT A,B;"shift E + 3*shift 7 + shift R"; 
AT A + 1,B;"shift 5 + 3 spaces + shift 8"; AT 

A + 2,B; 
"ditto"; AT A + 3,B;"ditto"; AT A + 4,Brditto"; 
AT A+ 5,B;"ditto"; AT A + 5,B; "shift W + 3*shift 

6 + shift Q" 
The hands are first subjected to a bubble sort. To do 

this, control goes to the subroutine in line 200. The 
value used to sort the cards is the character set number 
of the first character of each card. On returning to the 
main program, this sorted string is once again placed 
in M$(1) or Y$(1). The first version is used for evalu-
ation and manipulation of the hand and the second is 
used for printing the hands to the display. 

Now the control then goes to the subroutine in line 
320 where the values of the cards in the hands are 
changed to real card values. This subroutine consists 
of a loop which extracts one card (a two-character string), 
at a time. If the first part of a string is a A,B,C,D, or 
E it is changed to a T(Ten), J(Jack), Q(Queen), K(King), 
or A(Ace) respectively. If the second letter is an E or 
F it is changed to an H or S respectively. (CE would 
become QH.) On return to the main program this string 
is loaded into M$(2) or Y$(2). 

When you have discarded the cards that you do not 
require (lines 2380-2510), your hand is once again sub-
jected to a sort (GOSUB 200) and change (GOSUB 320). 
Control then goes to the subroutine in line 480 where 
the value of the hand is worked out. This is done by 
allocating an initial value to the hand, then making 
comparisons to determine whether such things as pairs 
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or threes exist, and adding another number to the in-
itial one to obtain a final value. 

The initial value of a hand is as follows: 0 for a high 
card, 50 for a pair,- 100 for two pairs, 150 for threes, 
200 for a straight, 250 for a flush, 300 for a full house, 
350 for four of a kind, 400 for a straight flush, and 450 
for a royal flush. To this value is added the "value" of 
the highest card or pair, etc. For example, in line 560 
the computer searches for a "full house." If one exists 
the control goes to line 810, where the initial value for 
a full house (V = 300) is allocated. Then a search is 
made for the threes in the hand, and their character 
set value is added to the 300. This enables the computer 
to determine which hand wins by comparison of MV 
with YV. 

Now comes the computer's turn. Its hand is subjected 
to the same sort and evaluation. Control then goes to 
the subroutine in line 900. Right at the start of this 
subroutine the variable T (the number of cards taken) 
is 0. The computer decides from the "value" of its hand 
(MV) which line within the subroutine it will go to. 
Should the "value" of the hand be greater than 200 (a 
straight) then T = 0 and control returns to the main 
program. Depending on what the hand is, the computer 
now decides on how many cards to discard. If it has a 
pair it goes from line 950 (MV>50 but not >100) to 
line 1330, where the computer searches for the pair 
and then replaces the other three cards with cards from 
the pack (C$). On returning to the main program the 
value T is used to print the statement DEALER 
TAKES [T] CARDS to the screen. 

The computer again sorts its hand, changes M$(1) 
for printing, and determines the value of its new hand 
(lines 2690-2780). The computer's card outlines are 
also printed (line 2750). 

The betting begins in line 2790. When you have 
placed your bet and it is "legal," i.e. not higher than 
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the limit or than your credit, control goes to the sub-
routine in line 1550. If you enter a 0 for your initial 
bet the ZX81 presumes you want to throw in your cards, 
and starts a new deal. 

Depending on the value of its hand, the computer 
decides how far it will raise you and whether it will 
see you or throw in its cards. But beware—there is also 
a random "bluff" factor built in. Whichever way the 
betting goes the subroutine ultimately returns control 
to the main program at line 2930. 

On returning, the computer prints its hand to the 
screen, unless you have thrown in your cards. Control 
then passes to the subroutine in line 1900 where the 
hand is described (V$). This happens twice, once for 
your hand and once for the computer's. On each return 
the description of the hand is printed under the appro-
priate hand, e.g. "You have ... V$ ...". In line 3040 the 
computer finally decides who wins and prints the nec-
essary comment to the screen. 

Between lines 3050 and 3130 the score is adjusted 
and a check is made to see whether you have no more 
money or whether you have broken the bank. The con-
trol then passes to line 2180, where we start a new 
game. 

There is one other subroutine that I have not men-
tioned, the one on line 1940. This is merely a delay 
loop and helps to "stall" while information is on the 
screen. 

Beginning at line 3140 are a few comments that are 
necessary during the game. The instructions are con-
tained from line 3310 onward. 

If the program is too slow for your liking it is possible 
to speed it up considerably by letting the computer 
switch from SLOW to FAST and vice versa during the 
running of the program. If you want to use the FAST 
option I would suggest inserting the following lines. 

2175 FAST 
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2375 SLOW 
2515 FAST 
2785 SLOW. 

PLAYING THE GAME 
To start the program use the command RUN 2040. 
After asking whether you require instructions or not, 
the computer "shuffles" the pack and tells you it's ready: 
READY PRESS N/L. After a slight pause your hand 
is displayed on the screen. You now have the choice of 
"throwing out" some of your cards (up to four). When 
you have entered the numbers of the cards you want 
to discard, press P for pass to continue. Your new hand 
will now appear on the screen. You will be asked to 
bet. If you want to throw in your cards enter 0. To see 
the computer, enter the amount that you bet. To raise, 
enter twice that amount. 

For the rest the program is pretty self-explanatory. 
I hope you enjoy the game as much as I do. Good luck. 

THE VARIABLES 
A$—The initial pack of cards 
C$—The random sequence of 18 cards from which the 
hands are dealt 
E$—A string used in the bubble sort routine to store 
the result 
K$—A string used to take and return various strings 
to and from subroutines 
Q$—A string consisting of 32 spaces which is printed 
over certain lines on the screen when it is necessary to 
clear them and not the whole screen 
X$—The abridged pack from which the card is dealt, 
and which is then updated 
V$—The string describing the type of hand 
M$(1)—The computer's hand in its uncorrected state 
(except for sorting) 
Y$(1)—Ditto the player 
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FOR L=1 TO 18 
ET R = I NT (RND* (LEN X $•2) * 

Ct=O$+X$ (R TO R+1) 
=X$( TO R-1) +X$ (R +2 T 

Q0 
100 

2+1 
110 i = 

=•-r• 
.-  

M$(2)—The computer's hand consisting of 10 charac- 
ters, each pair depicting a card 
Y$(2)—Ditto the player 
A—Used to tell the computer where to begin printing 
the card outlines 
B—Used to tell the computer where to begin printing 
the card values 
I—The value of the individual bets during the game. 
Can either be = 0, = BTG (player sees computer) or 
= 2*BTG(player raises) 
J—Used to carry the value of a hand to the subroutine 
containing the strings describing the hands 
T—The number of cards discarded by the computer 
V—The value of a hand as determined in the subrou- 
tine starting at line 540 
Y—The player's initial credit 
MV—The value of the computer's hand 
YV—Ditto the player 
WL—Used to carry the amount placed on the table for 
the deal to various routines in order to update your 
credit 
BTC—The original bet by the player. 

On*** H. METER MRROH 2 *** 
:10 REM 
20 L ET 	 " ..
0 PRINT RT 20 „0; 0 $ +El $ RT 21;  it 

40 rzinF-t 	rte` JiR 
Fc't R R ND 
Rn FT ct."" 
70 LET R=INT (RND*52) *2+1 
80 LET Xt=P$ (R. TO ) +R$ ( TO R-1 
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130 NEXT L 
140 PRINT RT 21,0; 

 

PERU 	f:-. =;EEE. 
EEP 

  

SORT HI-LO 

280 
L+3) 
24=10 LET K$(L+2 TO L+3)=E$ 
300 LET R=0 
310 RETURN 
320 REM 
330 FOR L=1 TO 9 
f:;40 IF K$(Ll="R" THEN LET K*(L) 
="T" 
.15411 IF K$CL;="8" THEN LET K$(L) 

350 IF KVL1="C" THEN LET K$(L) 
="Q"  

LET K$(L) 
="K" 
:=;FIO IF K$(L)="E" THEN LET K$(L) 

="R"  
390 IF KS(L+1)="E" THEN LET K$( 
L+1) =N" 
400 IF K$CL+1)="F" THEN LET K$( 

L+1)="5" 
410 NEXT L 
420 RETURN 
430 REM EMMIRMIIMME§ 
440 FOR 5=1 TO 25 STEP 6 
450 PRINT RT R,B;"1"mmmi";RT A+1 

I";RT R+2,6;"1 	I;=11-  R 
1-;RT R+4,5;"I 	I";AT 

R+5,5;"I 	I";RT R+6,5;" 
460 NEXT 
470 RETURN 
480 REM :RRO- ALES 
490 FOR R=2 TO 25 STEP 5 
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150 INPUT R$ 
160 (7LF-. 
170 LET.R=0 
180 Gn6NR :71430 
1.90 RETURN 
200 REM 
210 LET R=1 
220 FOR 1=1 TO 7 STEP 2 
230 IF CODE K$(L)<CODE K$(L+2) 
THEN r'..n5U5 27n 
240 NEXT L 
250 IF R=0 THEN GOTO 200 
250 RETURN 
270 LET E$=K$(1_ TO L+1) 

LET K$(L TO L+1)=K$(L+2 TO 

CHRNGE CARD LIRLUES 
STEP 2 

370 IF K$(L)="D" THEN 



500 PRINT RT B,R;K$(1);AT 8+2,R 
+1,K$(2),RT 6+4,R+2;K$(1) 
510 LET K=K(3 TO 
520 NEXT R 
FIL/ RETURN 
540 REM .ETERt-1-1HE HA AD '.)RLUE5 
550 LET U=rnnE K$ 
560 IF K$(1 )=K$(3) RND K$(1)=K$ 

(F) RND K*(7)=K$(9) OR K$(1)=K$( 
• RND Krk(F)=K*(7) RNE K$(5)=K$( 

THFN 	nFcl0 
F-10 TF K$(1)=K*(3) RND K$(1)=K$ 

(5) RND K$(1)=K$(7) OR K$(3)=K$( 
5) RND K$(3)=K$(7) RND K$(3)=K$( 
9) THEN GOTO 0860 
50 IF K*(1 )=K$(3) RND K$(1)=K$ 

(5) OR K$(3)=K$(5) RND K$(3)=K$( 
• OR K$(F)=K$(7) RNE: 1$(5)=K$(9 
) THEN GOTO 0750 
590 IF K$ (1)=K$(3) RND K$(5)=K$ 

(7) OR K$(1)=K$(3) RND K$(7)=K$( 
9) OR K$(3)=K$(5) RND K$(7)=K$(9 
) THEN ;OTO 0710 
F00 TF K$(1)=Kt(3) OR K$ (3)=K$( 

F) nR K$(F)=K*(7) OR K$(7)=K$(9) 
THFN riTn n660 
F.10 IF r:nnE K$(1)=CnDE K$(3)+1 

AND CODE K$(3)=CODE K$(5)+1 RND 
CODE K$(F)=rnnE K$(7)+1 RND CODE 
K$(7)=r:nnF Klt(A)+1 THEN LET U=2 

00-i-CODE K$ 
620 TF CODE K$(2)=CnDE K$(4) RN 

• CODE K$(4)=r:OnE K$(6) RND CODE 
K$(F)=nnDF Kt.(8) RND CODE K$(8) 

=r:nnF K*(10) THFN LET U=250+nnDE 
K$ 
F:30 IF K$(2)=K$(4) RND K$(4)=K$ 

(6) RND K$(6)=K$(8) RNE 	 $'E =r$ 
(10) RND rnnF K(1)=CODE K$(3)+1 
RNn rODE K$(3)=CODE K$(5)+1 RND 
rrinE K$(5)=CODE K$(7)+1 RND COD 

E K(7) =CODE K$(9)+1 THEN LET U= 
400+nnDE K 
F40 IF Kt(2)=K*(4) AND K$(4)=K$ 

(6) RND K$(6)=K$(8) RND K$(8)=K$ 
(10) RND CODE Klt=r:riDE K$(ri)+1 AN 
n rr1DF K$(2, )=rOnF K$(5)+1 RND CO 
DE 	 (5) =CODE K$(7)+1 AND CODE K 
• 7)=I:nnF Ks (c1)+1 RND CODE K$=42 
THEN LET U=450+CODE K$ 
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650 RETURN 
660 FOR L=1 TO 7 STEP 2 
670 IF K$(L)=K$CL+2) THEN GOTO 
0690 
680 NEXT L 
690 LET V=50+CODE K$(L) 
700 RETURN 
710 FOR L=1 TO 3 STEP 2 
720 IF K$(L)=K$(L+2) THEN GOTO 
0740 
730 NEXT L 
740 LET V=100+CODE K$(L) 
750 RETURN 
760 FOR 1=1 TO 5 STEP 2 
770 IF K$(L)=K$(L+2) THEN GOTO 

.0790 
780 NEXT L 
790 LET V=150+CODE K$(L) 
800 RETURN 
810 FOR L=1 TO 5 STEP 4 
820 IF K$(L)=K$(L+2) AND K$(L)= 
K$(L+4) THEN GOTO 0840 
830 NEXT L 
840 LET 1J=300+CODE K$ (L) 
850 RETURN 
860 FOR L=1 TO 3 STEP 2 
870 IF K$(L)=K$(L+2) THEN LET 
=350+CODE K$ CL) 
880 NEXT L 
890 RETURN 
900 REM 

	

	 12,E:=EE. 
mR!, 

910 LET 0$=K$ 
920 LET T=0 
930 IF V>200 THEN RETURN 
940 IF U>100 THEN GOTO 1190 
950 IF V>50 THEN GOTO 1330 
960 IF K$(2)=K$(4) AND K$(2)=K$ 
(6) AND K$(2)=K$(8) OR K$(2)=K$( 
4) AND K$(2)=K$(6) AND K$(2)=K$( 
10) OP K$(2)=K$(4) AND K$(2)=K$( 
8) AND K$(2)=K$(10) OR K.$(4)=K$( 
6) AND K$(4)=K$(8) AND K$(4)=K$( 
10) THEN GOTO 1420 
970 IF K$(2)=K$(4) AND K$ (2) =K$ 
(6) OR K$(2)=K$(4) AND K$(2)=K$( 
8) OR K$(2)=K$(4) AND K$(2)=K$(1 
0) OR K$(2)=K$(6) AND K$(2)=K$(8 
) OR K$(2) =K$(4) AND K$(2) =K$(10 
) OR K$(2)=K$(6) AND K$(2)=K$(10 
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) 	OR  K$(4)=K$(6) AND K$(4)=K$(8) 
UN K$(4)=K*(F;) AND K$(4)=K$(10) 
nR K$(R)=K$(8) AND K$(6)=K$(10) 
OR K$(6)=K$(4) AND K$(6)=K$(10) 
THFN r:;r1Trl 1020 
ciRo 	nr')F K*(1)=CODE K$(3)+1 

AM") nnr)F Kt()=n0DE K$(5)+1 OR C 
ODE K$(3)=CODE K$(5)+1 AND CODE 
K$(F)=nni-)F 	 (7) +i. OR CODE K$(5) 

K*(7)+1 	 M nnDE K$(7)=nnr) 
E K$(q)+1 THEN GOTO 1110 
QP1.71 iFT K$(:71 Tn )=C$( TO 8) 

10100 IFT =4 
1010 PFTiiPN 
1020 TF K*(2)=K*(4) AND K$(2)=K$ 
(6) OR K$(2)=K$(4) AND r$ 	=S 
8) 	OR 	K$ (2)=K$(4) 	AND 	K$(2)=K$(1 
0) 	nR 	 $(2)=K*(6) 	AND 	4. .+.  
0) 	OR 	K$(2 )=K$(6) 	AND 	K$(2) =K$(8 
) 	OR  K*(2)=K*(10) 	THEN LET G$=K$ 
(2) 
1030 IF 	K(4)=K(15) AND K$(4)=K$ 

K*(4)=K*(6) AND K$(4)=1$( 
10) nP 	K$(4)=K*(8) AND F$:4. 	5: 
10) THEN LET G$=K$(4) 
1040 TF 	K*(F., )=K$(8) AND -$ 	=15 
(10) nR 	K$(5)=K*(8) AND KS ::5) 
10 THFN IFT  

1050 FOR L=2 TO 10 STEP 2 
1060 IF K$(L)<>G$ THEN LET K$(L- 
1 TO L)=C$( TO 2) 
1070 LET C$=0$(3 TO ) 
1080 NEXT 
1090 LET T=2 
1100 RETURN 
1110 IF CODE K*(1)=CODE K$(3)+1 
AND CODE K$(3 )=CODE K$(5)+1 AND 
rroF 	 =rnr)E K$(7)+1 :'g CODE 
K$Cf=i)=CODE K* (5)+1 AND CODE K$(5 

=CODE K$(7)+1 AND CODE K$ (7) 
DE K$(P)+1 THFN CiTO 1500 
1120 IF CODE K$(1)=CODE K$(3)+1 
THEN LET 0*(7 TO 10)=0$( TO 4) 
11 	TF nnDE K$()=CnDE K$(F)+1 
AND CODE K$(5)=CODE K$(7)+1 THEN 
LET 0$(9 TO 10)=05(3 TO 4) 

1140 IF nnIrF K$U:O=CnDE K$(F)+1 
AND CODE K$(5)=CODE K$(7)+1 THEN 
LET 0$( TO 2)=C$( TO 2) 

1150 IF CODE K*(7)=CODE K$(9)+1 
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THEN LET O$( TO 4)=C$( TO 4) 
1160 LET T=2 
1170 LE T K$=-$ 
14 , 80 RETURN 
1190 IF Ui15~ THEN GOTO 1250 
1200 IF K$(1)=K$(3) AND K$(5)=K$ 
(7} THEN LET D$(g TO )=C$( TO 2) 
1210 IF K$(l}=K$(3) AND K$(7)=~~$ 
(Q) THEN LET D$(5 TO 5)=C$( TO 2 
) 
1220 IF  K$(:-l)=K$(5) AND K$(7}=K$ 
(g) THEN LET TO 2>=C$( TO 2) 
1230 LET T=l 
124Q LE T  
H560 AETUA~ 
1260 IF K$ii`=K$(3) AND K$(l)=K$ 
(51 THEN LET O$(7 TO )=C$( TO 4) 
l270 IF K$t3)=K$(5) AND K$ =K$ 
(7) THEN LET O$( TO 2)=C$< TO 2) 
1280 IF K$(3)=K$(5) AND K 3)=K$ 
(7) THEN LET O$ (g TO 3 TO 4- 

1290  IF K$(5)=K$(7) AND K$(5)=K$ 
(g} THEN LET D$( TO 4.)=C$( TO 4.) 
1300 LET T=:p 
1310 LET K$~~$ 
1320 RETUP-N 
1~'O IF K$(l)=K$(3) THEN LET O$( 
5 TO )=C$(  
1~4.0 IF K$(3)=K$(S) THEN LET O$( 
TO 2)=C$( TD ~) 

1350 IF K$(3)=K$(5} THEN LET O$( 
7 TO 1~)=C$(~ TD ~) 
1350 IF K$(5)=K$(7) THEN LET O$( 
TO 4.)=C.$( TD 41 

1~7Q IF K$(ff)=K$(7) THEN LET O$( 
9 TO )=C$(5 TO 5) 
1380 IF K$(7~=!"$(9) THEN LET O$( 
T0 5)=C$( T~ 

1390 LET T=~ 
1400 LET  
1410 RETUi~N 
14-20 IF K OR K$(2)=K$( 
6) THEN LET V'$=~$(2) 
1~30 IF K$(2) ,,~K$(4) AND K$(4.)=K 
$(6) THEN LET  
1~4.0 FOR L=2 10 5TEP 2 
14.50 IF K (L) V$ THEN LET K$ (L- 
1 TO L)=C$( TO 2) 
1460 LET f. .3 TO ) 
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1470 NEXT L 
1480 LET T=1 
1490 RETURN 
1500 IF CODE K$(1)=CODE K$(3)+1 
RND CODE K$(3)=CODE K$(5)+1 RND 
CODE K$(5)=CODE K$(7)+1 THEN LET 
n$(c: TO )=F:$( TO 2) 

1510 IF CODE K$(3)=CODE K$(5)+1 
RND CODE K$(5)=CODE K$(7)+1 AND 
CODE K$(7)=CODE K$(9)+1 THEN LET 
0$( TO 2)=r:$( TO 2) 

1520 LET K$=n* 
1530 LET T=1 
1540 RETURN 
1550 REM BET7TNG ROUTINE 
1560 LET 

1570 IF MV>200 
1580 IF Mtp,200 
1590 "7"- 

THEN LET C=MV/50 
THEN GOTO 1680 

1600 IF X>.9 THEN LET C=8 
1610 IF 0=8 THEN GOTO 1.680 
1620 IF )0.45 OR BTG<3 THEN LET 
r:=2 
15.7.0 IF C=2 THEN GOTO 1680 
1640 LET Y=Y+BTG 
1650 LET WL=5 
1560 1-405H6 1940 
1570 GOTO 3190 
1680 FOR L=1 TO C 
iRq0 PRINT RT iq,0;0$;RT 19,0;"I 
REE YnH ANr) PRISE YOU $";BTG 

1700 PRINT RT 21,0;0$;RT 21,0;E 
NTEP YOUR BET" 
1710 1-4r1F,HR 2020 
1720 INPUT 
1730 TF Y<2*RTG OR I=0 OR I=BTG 
OR I=2*BTr4 THEN GOTO 1760 
1740 PRINT AT 21..0; "SEE OR PRISE 
ME" 

1750 GOTO 1720 
1760 ••=r.  I 	 .1 

1770 LET y=y-T.  
1760 IF Y<BTr4 THEN GOTO 1980 
4 -7r1111 .L! 
	THEN GOTO 3150 

1600 IF I=BTG THEN GOTO 1880 
1R10 PRINT RT 19,0;0$;RT 19,0; 
n YOU SEE ME AND PRISE ME..." 
1820 r4n5HB 1940 
1830 IF MV<100 RND L>3 RND RND>= 
.6 THEN GOTO 3170 
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1840 NEXT L 
1850 GOSU5 1940 
1850 PRINT AT 19,0;MAT 19,0;"I 
SEE YOU.... 
1870 RETURN 
1880 PRINT AT 190;111$;AT 19,0;"5 
n YOU SEE ME 
1890 RETURN 
1900 REM ',IPME• THE HRND5 
1910 LET V$=("A HIGH CARD" AND J 
<50)+("A PAIR" AND J>50 AND J<99 
)i-("TWn PAIRS" AND J>100 AND J<1 
50)+("THREES" AND J>149 AND J<20 
0)t("A STRAIGHT" AND J>199 AND J 

FLUSH" AND J>249 AND J 
A FULL HOUSE" AND J 

AND j<350)4-("FOUR OF A KIND" AND 
J>349 AND J<400)+("A STRAIGHT F 

LUSH" AND j>399 AND J<4.50) +("A R 
OYAL FLUSH" AND J>449) 
1920 LET PP=  (22-LEN V$)  /2 
1930 RETURN 
1940 REM MIRROR:WM 
1950 FOR P=1 TO 20 
1960 NEXT P 
1970 RETURN 
1980 Gn:=,116 1940 
1990 PRINT AT 19,0;OCAT 19,0;"Y 
nil WILL HAVE TO SEE ME 
2000 GnFiHS 1940 
2010 RETURN 
2020 PRINT AT 21,1Fi;"YOU HAVE $" 

2030 RETURN 
2040 REM TRPT OF P:01-4PRm 
2050 LET A$="203C4O5C6C7u8C9CAO15 
CCODOEC2D3D4D5D6D7D8D9DAD5DCDDDE 
D2E3E4E5E6E7E8E9EAEBECEDEEE2F3F4 
F5F6F7F8F9FAFBFCFDFEF" 
2060 LET 0$=" 

2070 DIM M$(2,10) 
2080 DIM Yt(2,10) 
2090 LET BT=0 
2100 LET Y=250 
2110 PRINT AT 9,4;" 

2120 REM 
2130 PRINT AT 20)0; "DO YOU REOUI 
RE DETAILS *7(Y OR N)" 
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2140 IF IN!EYt<>"-  THEN GOTO 214 

2150 IF INKEY$="" THEN GOTO 2150 

2350 REM amilumisameammeanoA 

LET st.m.TNKFy$ 
IF 5$="Y" THEN r4n61_16 3300 

21.80 m.-A4m 
2190 REM 
	

5 
2200 FOR 	 t.,TEP 2 
2210 LET M$0,1_ TO L4-1)=r:$( TO 

2220 FT 	TO Li-1)=0$(3 TO 
4) 

LFT 1-:tr.r:t(F TO ) 
2240 NEXT 

d Lb 
C-17:71 

2250 LET 
2260 1.:NJUE; 0200 
2270 LL. 
2280 L;OFHIS 07';20 
2290 LET Y*(2)=K 
2300 REM 
2310 LET  
2320 LET R=i 
2330 G Cr=j 04-R0 
2340 LET K$=M$(1) 

2360 PRINT AT 7.3;"1";AT 7.9;"2" 
'atT 7 1.5; 2;T 7,21;"4" AT 7.27  

2=-0 r.n.=.11F.  0200  
2380 REM MK4sraMVEN2MMMEM2SM4MW 
2320 PRINT WI-  19,0,0$+0$,AT 1.9.0 

uHTrH 	kIE. PRESS 2 
FOR NO. 2 ETC. AND/OP P TO PR36 

2400 FOR =I TO 4 
2410 IF INKEY4r.< --  THEN GOTO 241 
0 
2420 IF INKEY$=.--  THEN GOTO 2420 
4:W iFT T$=TNKys 

24.4.0 IF T$=-P" THEN GOTO 2510 
2450 IF T$<"1" OR T$>"5" THEN GO 
TO 24.10 
24F0 PRINT RT 	T$*6-3;"*" 
2470 LET T=L T$*2-1 
2480 LET Y$(1,T TO T+1)=C$( TO 2 

2490 LET C$=0$(3 TO ) 
2500 NEXT L 
2510 PRINT RT 12,0;0$A-0$4.0CRT 2 
1. 10;  
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2520 LET K$=Y$(1) 
2530 nriii8 0200 
2540 LET Y$(1)=K$ 
2550 1" -15:H5 o320 
2560 LET Ytk(2)=K$ 
2570 LET B=i 
2580 1-41-1::18 0460 
2590 PRINT AT 7,0;0$ 
2600 PRINT AT 21,0;OCAT 21,0;"8 
ET TILL NnU $5" 
2610 r4r15HP 2020 
2620 LET K$=Y*(1) 
2630 r4r=iR 0540 
2640 LET YV=V 
2650 LET K$=M$(1) 
2660 1-4n5UB 0540 
2s70 14f-Isre i71q00 
2680 PRINT AT 19,0;0$t0CAT 19,0 

DERLER TAKE Tj" CARD "+("5" 
AND T<>1) 
2sq0 LET M$(1)=K$ 
2700 r41-1HE 0200 
2-710 'ET msfil=Ks 
2720 1-4nslis 07,20 
2730 LET M$(2)=K$ 
2740 LET A=10 
2750 1-4nsHB 0430 
2760 LET K$=M$(1) 
2770 GOSUB 0540 
2780 LETMV=k) 
2790 REM 
2800 PRINT AT 21,0;0CAT 21,0;"Y 
OUR BET ?- 
2s10 05US 2020 
2820 INPUT 15T17; 
2830 LET BTG=INT 8TG 
2840 IF 81-G=0 THEN GOTO 3150 
2850 IF BTG>Y OR BTG>25 THEN PRI 
NT AT 21,0;0$ 
2860 PRINT AT 21,0; ("YOU DO NOT 
HAVE THAT MUCH..." AND BTG>Y)+(" 
LIMIT 15 $25" AND BTG>25) 
2870 IF 8-1-G>Y OR 8TG>25 THEN GO5 
UB 2020 
2880 IF BTG>Y OR STG>25 THEN GOT 
0 2820 
2890 IF BTG=Y OR Y-STG<BTG THEN 
LET 5=1 
2900 LET Y=Y-BTG 
2910 LET WL=BTG+5 
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2920 1:;05H6 iRRO 
2930 LET K$=M$(2) 
2940 LET R=11  
2950 1-40:=AI6 04-50 
2960 iFT J=1.3 
2c470 GOSUB ifinn 
2580 PRINT RT l9,0;0$+@$,AT 8,PP 

"YOU HAvF -;v$ 
2990 LET J=MV 
3000 1-4n!:ip, lcgon 
3010 PRINT RT 18,PP;" I HAVE ",V 

3020 r41--;::,H8  1940  
3030 REM MEAMENEW 
3040 PRINT AT 21,0;0$;AT *D1,0;(" 

WIN-  HNL? YV>Mv)-i-("Tnil 
r4H LunK, I WTN" AND MV>YV)+("IT 
IS R DAW..." RND MV=(V) 
3050 REM Immmigggimg 
:0R0 TF YV>MU THEN LET Y=Y+WL*2 
f.1070 IF YV=MU THEN LET Y=Y+WL 
3080 r4r1:=,HR 2:.7120 
3050 17.1m=diR  1940 
3100 1-4f- SUS 1940 
3110 TF Y>Pcino THEN .OTO 3220 
3120 TF Y<F,  THFN GnTO 

GOTn  PiAn  
'Th140 REM 41,1141=VEgidgirmiaMg 

:1!=s1 PRINT RT 19,0;0$+0$;RT 19,0 
yrHR :-TEN  

3M60 r4oTn  308n 
3170 LET WL=WL-I 

IET Y=Y-FT 
31c10 pRTNT PT 19,0,0$+@$,RT 19,0 
;I RH OUT   200 LET Y=Y-E.L*_ 

1-4nTr: 
f';'=:PO 1-411Pire 1940 
320 GOSUB 1940 
3240 OLS 

PRINT RT 10,0 ;"WELL THAT EE 
ATs ME T RM GOING HOME. BYE-BY 
E FOR NOW." 
3260 STOP 
3270 CLS 
;2Pei PRTNT RT 10,0 ,"IT APPEARS 

nU HAVE Nn MORE OASHTHANKS AND B 
YE-PYE." 
3290 STOP 
7.300 CLS 
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3310 PRINT AT 1,2"THIS IS A GAM 
E OF DRAW POKER PLAYED BY YOU A 
GAINST THE 	TIMEX/SINCLAIR. 

3320 PRINT AT F.,2;"YnU WILL BE D 
EALT WITH FIUE 	CARDS, AND THEN 
BE ASKED WHTf7H ONES YOU WISH T 

n DTsnplpp 	MAY DISCARD A M 
AXTMHM OF 4 CARDS" 
3f1;0 PRINT AT in,2;"ON EACH DEAL 
yniip TnTpi wTLL AUTOMATICALLY 
BE DEBITED WITH 	$5. THIS IS YO 
Hp STARTING STAKE." 
• 41.0 PRINT AT 14,2;"THE MAXIMUM 
INITIAL BET IS 	$25. THEREAFTE 
R YOU MUST ALL- 	WAYS DOUBLE OP 

EE Tn THRnW TN YOUR CARDS ENT 
EP A 0" 
• F.0 PRINT AT 20,2;"GOOD LUCK... 
1 2 

Pi sF fwIn 
33R0 RETURN 
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Brain Games 





FLIP 

Flip is an intriguing game which provides quite a bit 
of mental stimulation. You'll see a random mix of as-
terisks and solid squares on a 3 x 3 grid when you 
start the game. You have to try to end up with eight 
asterisks surrounding a black square in the middle of 
the grid. You can only "flip" (a term to be described 
shortly) an asterisk. You move by entering the number 
of the piece you wish to flip. Flipping a corner piece 
causes those adjoining it to change to their opposites 
(that is, an asterisk becomes a solid square, and vice 
versa). Flipping a middle piece on one side changes the 
two either side of it, and flipping the middle one changes 
the middle piece on all four sides. The piece you flip 
also changes. 

The number of moves you have taken so far is dis-
played. The program will pause at the end of a game 
to tell you how many moves it took you to solve it, and 
then you'll be given a new starting position. 

NI 	;ER OF I .1- 
YOU NEED ONLY ONE, IN THE 
MIDDLE 5GURRE (5) 
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MOUE NUMBER 10 

WHICH ONE TO CHANGER 

2 

	

	MOO 

e * II 
* I * 

NUMBER OF 1  13 , 
YOU EE: °MY ONE, IN THE 
i-Dm E 	(5) 

YOU SOLUED IT IN 15 MOVES 

2 3 

 

4- 
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7 LET M=0 
8 DIM R(10) 
9 DIM F(4) 
10 LET m=nnDE "*" 
15 LET X=CODE "I" 
20 FOR C=1 TO 9 
0 LET B=INT (RND+.5) 
35 LET R(n)=O 
40 IF B=0 THEN LET A(C)=X 
45 NEXT C 
50 n-inSUB 180 
50 LET N=0 
70 FOR n=1 TO 
60 IF R(C)=X THEN LET N=N+1 
AO NEXT 
95 PRINT RT 18,0;-NUMBER OF • 

IS 11"RT 18,15;N 
96 PRINT "YOU NEED ONLY ONE, I 

N THE 	MIDDLE SOURRE (5)-
100 IF N=1 AND A(S)=X THEN GOTO 

110 LET M=M+1 
115 PRINT AT 1;0;"MOVE NUMBER 

• 
120 PRINT RT 3,0;"WHICH ONE TO 

CHRNGE?" 
121 IF INKEY$<>"" THEN GOTO 120 
122 LET R$=INKEY$ 
123 PRINT RT 3,19;-?" 
124 PRINT AT 3,19;11-  
126 IF R$="" THEN GOTO 122 
127 LET N=k)RL R$ 
128 IF N<1 OR N>9 THEN GOTO 125 
129 PRINT RT 3,0;" 

130 1-4nRHB 310 
140 GOTO 50 
170 RTnP 
180 PRINT AT 8,3;"1 2 3 

HR$ (R(1));" ";CHR$ (R(2)); 
;CHR$ (R(3)) 
200 PRINT RT 10,3,©4 5 6 
CHR$ (A(4));" ";CHR$ (R(5)) 
-,CHR$ (R(6)) 
210 PRINT AT 12,3;"7 8 9 
CHR$ (R(7));" ";CHR$ (R(8)) 
";CHR$ (R(9)) 
230 RETURN 

175 

; IS 



270 
27F 

PRINT 
PRINT AT 0,0;-Y0U :=nLi.JED 	IT 

IN "Ar 	i' MOUES" 
2;90 FOR T=1 TO 500 
2g0 NEXT T 
300 :L5 
305 RUN 
32.0 IF 	 (N) =X THEN RETURN 
320 IF N=1 THEN LET F(1)=2 
321 IF N=1 THEN LET F(2)=4 
322 IF N=1 THEN LET F(3)=5 
323 IF N=1 THEN LET F(4)=10 
330 IF N=2 THEN LET F(1)=1 

N=2 THEN LET F(2)=3 
f:7I2 IF N=2 THEN LET F(3)=10 
.7.7.7. 

IF N=2 THEN LET F(4)=10 
240 IF N=2 THEN LET F(1)=2 
341 IF N=2 THEN LET F(2)=5 
342 IF N=2 THEN LET F(2)=F,  
343 IF N=2 THEN LET F(4)=10 
350 IF N=4 THEN LET F(1)=1 

.L! THFN LET F(2)=7 
TF N=4 THFN LET F(2)=10 

353 IF N=4 THFN LET F(4)=10 
350 IF N=F THEN LET F(1)=2 
351 IF N=F. THFN LET F(2)=4 
f7;F.2 TF N=F THEN LET F(70=P 
303 IF N=5 THEN LET F(4)=R 
m;771.71 TF N=F THEN LET F(1)= 
372. IF N=F,  THEN LET F(2)=21 
172 IF N=F THEN LET F' 	=2. 

IF 	N=P. THEN LET F(4)=10 
:E IF N=7 THFN LET F(1)=4 

N=7 THFN LET F(20=F 
7iR2 TF N=7 THEN LET F(3)=8 
5P.f=; TF N=7 THEN LET F(4)=10 
390 IF N=F; THEN LET F(1)=7 

THEN LET F(2)=c1 
392 IF N=5 THFN LET F(2)=10 

IF N=F; THEN LET F(4)=10 
40171 IF N=9 THEN LET F(1)=R 
401 IF N=9 THEN LET F(2)=F 
402 IF N=9 THEN LET F(2)=R 
403 IF N=9 THEN LET F(4)=10 
407 FOR G=1 TO 4 
40F; LET F=g1 
410 IF A(F(G))=X THEN LET F=1 
420 TF F=1 THFN LET 	A(F(1-4))=0 
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4-25 IF F=0 IANC 1=1(F (G) ) =0 THEN I. 
ET R ( F (r4) ) =X 

43e1 NEXT G 
44-0 LET R (N) 
450 RETURN 
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CODES 

Gwyn Dewey's Codes program is a game in which num-
bers and letters are jumbled up, and you have to try to 
guess them in sequence. When the prompt appears, you 
indicate your guess of one of the hidden numbers by 
entering the number above the chosen gray square. 
There is a time limit, so do not linger too long in making 
your decision. 

rm.rn TPR 14;14NRRE" 

	

!--"m.rt! TRR THE FINAL VER 
sioN)" 

=-, CODES IS Pi GAM 
WHEflE SO MAW' 

	

PRTNT TPR 	 NUMSERS RND LE 
L. 	RRE jiIMPLFr)" 

R 	HN ND TE HR I  .= 
R PRINT TAE 3.; 'IN SEOUENOE. W 

HRN THE PROMPT' 

	

7 PRINT TRS 	 RPPERRS YOU RR 

R PRINT TRB 4; "OF THE HIDDEN 
NHMSERR RV 

9 PRINT TAS 2.; "ENTERING THE N 
MISER RRniJR THF" 

10 PRTNT TRS 1,"r:HOSEN GREY SO 
LIPRE DO NOT TAKE" 
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0 

11 PRINT TAB i;"TOO LONG OR TH 
E T/5 WILL BERT" 

12 PRINT TAB 2;"YOU (GULP). I 
HAVE WARNED yror - 

13 PRINT TAB 3;"ENTER LEVEL (1 
ER5Y-16 HARD)" 
14 INPUT L 
15 IF L<1 OR L>16 THEN GOTO 14 
16 PRINT TAB 11;L 
17 PRINT „TAB 11;"""GOOD LUCK 

18 FOR Y=1 Tn 150 
19 NEXT Y 
20 CLS 
21 LET N$=" 
22 LET A$="" 
23 LET B$="" 
25 FOR X=1 TO L  
23 LET N$=N$+"." 
29 LET R$=A$+CHR$ (X+28) 
S0 LET B$=5$+" " 
35 NEXT X 
40 RAND 
50 FOR R=1 TlY LEN AS 
60 LET B=INT (RND*LEN A$)+1 
70 LET .5$(A)=1;$(8) 
80 LET A$=A$( TO 6-1)+1;$(B+1 T 

90 NEXT A 
100' LET C$=CHR$ 29 
101 PRINT AT 10,0; 
102 FOR X=1 TO L 
10:1 PRINT -*7 
104 NEXT X 
105 PRINT AT 11,0; 
106 FOR X=1 TO L 
107 PRINT CHR$ (X+28);" "; 
108 NEXT X 
110 INPUT D$ 
120 IF CODE D$<29 OR CODE D$>L+ 

28 THEN GOTO 110 
130 LET C=CODE D$-28 
135 LET N$(0)=B$(0) 
140 IF 8$(C)=0$ THEN GOTO 200 
150 PRINT AT 10,(C*2)-205$(C) 
160 FOR I=1 TO 50 
170 NEXT I 
180 PRINT AT 10,(C*2)-2;"M" 
190 GOTO 400 

179 



200 PRINT RT 10,(0*2)-2;nHP$ (( 
CODE Cs) +126) 
210 LET n$=nHR$ ((CODE C$)-1-1) 
220 IF n$=nHR$ (L+29) THEN GOTO 
600 
230 	ri ri T 44M 
400 FRF1T 
410 FOR 1=1 TO L 
420 IF N$(1 )=O$ THEN GOTO 550 
430 NEXT I 
440 FOR I=1 TO L 
4.50 IF N$(1)="." THEN GOTO 465 
480 NEXT I 
4 RF L ET P-4$ ( 	=RS (I) 
470 IF 15$(13=n* THEN GOTO 550 
480 5LnW 
Ago PRINT PT 10,(I*2)-2,5$(1) 
500 FOR j=i TO 50 
510 NEXT 
520 PRINT AT i0,(I*2)-2"R" 

r4nTn lln 
550 
5E. PRINT PT iL71,(I*23-2,CHR$ (( 

LULL. 
FT r 	'CODE cs) 1-1) 

580 IF n$=nHP$ (L-F2q) THEN r4nT0 
700 
565 FOR 7=1 TO 50 
FAR NEXT Z 
Fq0 1-40Tn 400 
600 
F:10 PRINT PT in,11,"OHRSES... 
620 P TNT RT ;P: ,I 	0 U 1,3 IN" 
▪ PRTNT RT 20,1;"PRE55 RNY KE 

PIRY RGRIN" 
F:4171 IF TNKFY$="" THEN G-1'O F.40 
1=4F ciF, 
550 GOTO 2 
700 CIR 
esr_. PRINT RT 10,12;"HR HA..." 
720 PRINT RT 12,14,"@ WIN" 
▪ (-40TO F.7in 
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2114 BUG 

Can you discover the byte in your 2114 chip that has 
a bug in it before it can get into your program? Can 
you succeed where others (I!) have failed? Here is a 
game by Chris Callender to see if you can. A brand 
new 2114, made in Japan, will appear on the screen, 
along with instructions when you press RUN. 

Pressing any key causes your scanner to appear as 
a white dot on the 2114. Move it around using 5, 6, 7, 
and 8 (and moving in the direction of the arrows on 
those keys), and as you do so, the signal on your slightly 
inaccurate bug-detector will change. If you manage to 
find the bug, you'll get the message JUST IN TIME 
flashing on the screen. I'll leave it to you to find out 
what happens if you fail. If—after a few games—you 
sish to make it harder, change the 83 in line 295 into 
a smaller number. 

1 FRF.T 
10 FOR R=1 Tn 
20 PRINT RT R,0;" 

30 NEXT 7 
40 FOR R= Tn 63 
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50 TF R/A=INT (R/A:' THEN PLOT 
R+2,43 
Ro TF R/=TN! (R/8) THEN PLOT 

R42,42 
701F Rs8=INT (R/A) THEN PLOT 

R&I IF R/8=TNT (Rs8) THEN PLOT 
R+P,P2 

0 NEXT R 
e•A PRINT CZ 1m 

! J.. •  2114 R.R.M. I 
17' KRD 'N ,JPPA1,  

  

110 PRINT RT 11.0; "IN THIS VERY 
3114. T F R BuG 
12n PRTNT "(NnT R VERY NICE ONE 
EITHER...)" 

PRTNT :. 	nU THE HERO FIN 
D  77 AEFnRE" 
140 PRTNT -TT ;ETA INTO YOUR PR 

OGRRM RND" 
1F0 PRINT "CRUAFA R COMPLETE 
ATEM nRR5H7- 
1A0 PRINT "(nnMPLETE SYSTEM ORR 

SHES RRE" 
170 PRTNT "NRATY STUFF...). YOU 
CRN MOVE" 
iRo PRTNT -YOUR SCANNER RROUND 

THE MEMORY 
1Q0 PRINT "I.n. IF YOU RET nNTn 
THE SRME" 
200 PRINT -BYTE RA THE BUG YOU 
GET IT. ROOD" 
210 PRINT 	HIT RNY 
220 PRUSE 4E4 
230 FOR R=1.1 TO 21 
240 PRINT RT R,O," 

250 NEXT R 
255 RRND 
260 LET AX=INT (RND*63) 
270 LET 5Y=41-INT (RND*15) 
PAO LET PX=0 
290 LET PY=41 
295 FOR 	TO 83 
300 HNPLnT PX,PY 
:10 IF  PX=BX AND RY=BY THEN GOT 
0 1000 
320 PRINT RT 12,0,-SCRNNER COOP 
DINRTES "PX,",";PY 
330 LET 5=1000+INT (RND*2)-(RBS 
(PX-BX)+RBS (PY-BY)) 
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340 PRINT AT 13,0;"8UG 
(1-1000)=";:5 
350 PRINT " (THIS DETECTOR NEED 
A FIXING" 
ass PRINT 	....IT IS INACCU 

RATE)" 
f=:A0 PAUSE 4E4 
370 LET A$=INKEY$ 
360 PLOT PX,PY 
-10=10 PRINT AT 5:1;" 2114 P. -M. I 

MPIE E IN JA d 

DETECTOR 

AND 

AND 

AND 

AND 

400 IF A$="t" 
PX=PX-1 
410 IF A$="6" 

T PY=PY-1 
420 IF A$="7" 

T PY=PYA-1 
4121 IF A$="A" 

T PX=PX4-1 

PX>0 THEN LET 

PY>23 THEN LE 

PY<42 THEN LE 

PX<63 THEN LE 

440 
450 
460 
470 
480 

NEXT 	1:: 

r:LA 
PRINT AT 11,10;"TOn 
PAUSE 100 
FOR R=1 TO 100 

LATE" 

490 RAND USR 3 
500 NEXT A 
510 STOP 
1000 r:LA 
1010 PRINT AT 11,10;"JUST IN TIM 
E" 
1020 PAUSE 
10f=;0 PRINT RT 11 ., 10; " JUST IN TIM 

1040 PAUSE 50 
1050 GOTO 1010 
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Word and Letter 
Games 





ANAGRAMS 

Anagrams, by Ken Mahogany, shows the flexibility of 
your computer's string handling. 

The program asks you to enter a word (such as your 
first name). The computer then will produce every con-
ceivable combination of the letters in your name. The 
sample run before the program listing shows some an-
agrams of the programmer's name. 

RYOGRNMH 
YntiNr4RHR 
HI HGOHRN 
M R N HY G 0 R 
IRONGRYNtI 
N0RHrI4RYG 

RY NGH 0 M 
1-1 174 n NY ±=i H M 
NY nHMRRr-; 
R OHM NR GY 
1=31-1G±=1MY N 0 
RYMAGNHO 
FURO FAY 17; HM 
OMNHRYGR 
GHiRiRY0tlN  
RR ft-  fl 
G HNR MY 0 R 
YRHMNOGR 
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HOYNMRGR 
MRYGORHN 
ROGNHYMR 
NGORYRMH 

10 REM RNRGRRMS 
20 REM (C) K MRHnGRNV 1c1R2 
30 PRINT "ENTER YOUR WnRD" 
40 INPUT R$ 
50 LET N=LEN R$ 
55 DIM R(N) 
RO LET R(1)=TNT (RND*N)+1 
70 FOR Z=2 TO N 
sO LET R(Z)=INT (RND*N)+1 
90 FOR J=1 TO Z-1 
100 IF R(j)=P(7) THEN GOTn PO 
110 NEXT j 
120 NEXT Z 
130 LET 8$="" 
140 FOR 6=1 TO N 
150 LET 15$=6$+R$(R(6)) 
150 NEXT B 
170 SCROLL  
180 PRINT THE 4;6$ 
190 GOTO 60 
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SPECTRAL HANGMAN 

This is a fairly straightforward game in which the com-
puter chooses a word from its vocabularly, and then 
gives you a limited number of guesses (based on the 
length of the word) to get it right. The vocabulary can 
easily be changed or extended. Spectral Hangman was 
written by Ken Mahogany. 

10 REM 5PECTRRL HRNGMRN 
20 R E-1 (C) K MRHOGRNY 1982 
30 F.40:=JiR 1000 
50 LET N=LEN R$ 
70 r) IM 8( N ) 

D M D ( N ) 
50 FOP. G=1 TO N 
go LET S (C) =CODE RS (G) 

100 LET  r) = ) 
0 NEXT 

120 FOR J=1 TO N N /3 
140 GOSUB 4.10 
1:70 SCROLL  
150 SCROLL 
170 SCROLL 
180 SCROLL 
190 PRINT "ENTER YOUR GUEFIE,  NO. 

200 INPUT r:1 



210 LET F=CODE ns 
220 FOR G=1 TO N 
230 IF D(r4)=F THEN LET D(G)=0 
240 NEXT 
260 NEXT 
265 1-40ii6  410 
270 SCROLL  

PRTNT "RORRY, TIME IS HP
277 5:POLL 

 

260 snTn  330 
300 SCROLL  
7;10 PRINT TRR 	 WELL DONE" 
315 SCROLL 
7;20 PRINT "Ynij ;OT THE WORD IN 
U-I.; 	MIF.=5.17 =" 

325 SnRnii 
7;7;0 PRTNT "THF WORD WRS ";R$ 

337 5C:ROLL 
340 PRINT "PRFRs 

NEW GRME" 
7i4R PiRU5E  4F4 
7;RO FOR 0=1. 	24- 
7',R0 
	

u rp...-11 
7;70 NEXT G 
350 RHN 
410 LET H=0 
412 
	

tiLL  
FnR F=i Tn N 

RNY KEY FOR R 

420 IF B(E)=1)(E) THEN PRINT 

430 IF B(E)<>DCE) THEN PRINT CH 
R$ S(E).; 
43F IF B(E)<>D(E) THEN LET H=H+ 

440 NEXT E 
450 IF H=N THEN GOTO 300 
4F5 SCROLL 
4R0 PRINT —.(OH HAVE GUESSED "ht 
LETTER"; 

470 TF H<>1 THEN PRINT 
460 SCROLL 
JR0 RETURN 

1000 LET K=INT (RND*25+114.10+150 

1010 005 U5 K 
1020 RETURN 
1510 LET R$="FFRTURE" 
iRiF PFTHPN 
1520 LET A*="FPECTRUM" 
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1525 RETURN 
1530 LET R$="ORMBRIDGE" 
1535 RETURN 
1540 LET R$="HRZRRD" 
1545 RETURN 
1550 LET R$="PUMPKIN" 
1555 RETURN 
1560 LET A$="OUESTION" 
1565 RETURN 
1570 LET A$="OUIZ" 
1575 RETURN 
1580 LET R$=-UNCLE" 
1505 RETURN 
1590 LET R$="RECORDER" 
1595 RETURN 
1600 LET Ri="BRSIC" 
1605 RETURN 
1610 LET R$="FORMULR" 
4515 RETURN 
1520 LET R$="FRIENDLY" 
1625 RETURN 
1630 LET R$="PESOURCE" 
1635 RETURN 
1640 LET R$="BETTEP" 
1645 RETURN 
1650 LET Rt="BUTTER" 
1.1 .5 RETURN 
1660 LET A$="5TPRWBERRY" 
i=== RETURN 
1670 LET R$="WIZARD" 
1675 RETURN 
1680 LET R$=~BOTHERSOME® 
1585 RETURN 
1690 LET Rt="SORCERER" 
legs RETURN 
1700 LET R$="RTOM" 
1705 RETURN 
1710 LET A$="WICKEDLY" 
1715 RETURN 
1720 LET A$="ENUY" 
1725 RETURN 
1730 LET R$="WRNTON" 
735 RETURN 
1740 LET R$="WANDERER" 
1745 RETURN 

191 



WALLPAPER 

This program, written by Mark Charlton, takes your 
name (or any string up to 16 letters long, with spaces 
and/or graphics) you care to enter, and produces a con-
tinuously unfolding, and evolving, "wallpaper" pat-
tern, as the sample run shows. 

REM NP.ME -WRLLPRPER 
20 REM (C )MARK CHRRLTON 1952 
2:7 
';171 PRINT ENTFR YOUR NRME" fz;  F in in 
40 INPUT R$ 

LtT  
A= IF LEN R$<15 THEN 1-4nTO 45 
A —, is= 	 151  
50 FOR G=1 To ls 
60 IF 	RND CODE R$(G)<1 

P5 T 	LET R$(G)=CHR$ (CODE R$ 

70 : = ND CODE R$ (G)>1 
27 THFN LET R$CG)=CHR$ (CODE R$( 

50 NEXT (-4 
120 FOR H=1 TO 15 
1f=u71 FOR R=-15  TO 16 
14F IF R=0 THEN GnTn 150 
150 PRINT R$CR55 R) 
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P 

H 
MR 

MR 

L 

I L. 
NO 

HHC 
R -HC 
L5AHC 

RM 
RH 

RM i- 

150 NEXT R 
170 SCROLL 
180 LET R$=R$(2 TO )+R$(1) 
L9@ NEXT H 
2O 1";*0Tn RO 

KIICH PLT ON 
K CH RLT ON 

H RLT ON 
CH RLT OHM 
H RLT ON HR 

MA 
MR 

MA 
MAP 
M ., AP HR 

MARK RRL 
PM CHP'LT 

P2 PRLT 
R2 CHRRLT 

R2 RRLT 
RRLT 

LT 
LT 

LT ON 
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HC 
P He 
LRRHC 
TLP.T7 
• LP' 
• LP 

LP. 
LR 

AM 
RH 

• RM 
M 

L. 	 RM 

NO 
Nn 

NO 
NO 

NO 

N 1-1 

NO 
NO 

HL N. 
HC 

r. 

Hu N. 

L 

RM 
RM 

RH K 

LRMHO KMAMMR 
Lpghr , AA 

'RMHC 
i 	r 

R 

1 .̀4 

RHO 

LR 
LP 
t 

MARK 
t▪ --AMMRP. 

C HCH RLT 
HH PLT 

LP▪ RLT 
iRRLT 
,LLT 
O.T  

ONO 
ONO 
ONO 

1-tN 

ON 
ON 

P 

CH 
Hag 

ri .-100N1 MR 
PM NA' MR 
RH 	MR 
K m MR 

CH 
CHR 

P. CHAR  
CHR 
CHR 

CHR LT  

0 
ON 

ON 
ON 
0 

ON 

ON 

MR 

filaMR 



TN 
= 

RIAL 
RIAL 

RIAL 

111,RIAM7NT mo DLit.)E 5 INCMAIR MC 
INC AIR uL 

INCLAIR ILi 
VILcI s SINCLAIR r:LIIJ 

I 1. T--  SINCLAIR CLIIJ 
! ICLIL) 

JIL NIINCMAIR MCLTu 
NNCMAIR MCLIu 

LC RIR! ..1-1-11E 
- PIA CNI as 

RI" ! • -L 

IRICN 
 

LL 
RTH 
RI_ 

ES 
E s 

)14 ::', PT CCMAIR MCLIU 
QUiLI RIAggpIR ICLI L  

::
I) 

ovp QTAAIR ICLIU INCM n-!- RI IR MCLIIJ INCMA i 
r --.1,:r 	; jTLI RR RCLIU INCMAI 
R7gr: MNI uILC ncLiv INCMAIR 
RIAMrNI )iLC :Lit.) INCMAIR 

RIALCN 1L LI INCLRIR 
ra RIALcNT -7 =7t771 ILLIVE sINCLAIR @ 

l
IL 	PIRLCN1 INCLAIR @Li 
k 	, i RIALCN.,-,  == •'DINCLAIR @LI 

. 7' I . 
.L RIALC:NIS INCLRIR @LI 

S XEM@EIMEX SIN@LAIR . T 
J.,., XEMMEX SIN@LAIR 71 
'4IS XEEX SIN LAIR TIM 

NIS XX SIN LAIR TIME 
PIAL -IS SIN LAIR TIMEX 
RIALNISSIN@LAIR TIMEX 
RIALW LAIRTIMEX  S 

t1;1.: 
RIALN@LAIR TIMEX Si 
RIAL LAIR TIMEX SIN 
RIALLAIR TIMEX SIN 
PIAAIR TIMEX SIN L 
RIIR TIMEX SIN@LA 

PR TIMEX SIN@LAI 
HEX SIN@LAIR 

ME::< SINCLAIR 
-Nis XFMITTIMEX SINCLAIR 
(-Nis XFMTIMEX SINC 

r:NI ,  XEMMEX SINC 
Nis •XEEX SINC 
CNIS x>:: SINC 
CNIS SINC 
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417NI 
_ ONI 

_ t - 

E 
s 

E 

E S 
t..[E. 

Lr-  RIAir:N1 INCLRIR @L S EIIVE S 

U 

XE IT 
XEM IT 

S XE IT 
IS XEM IT  
NIS XE. 

NTs xFm IT 
L NIS XE IT 
ALENIS XEH IT  
IAL NIS XE; 
PIAL Nis XEM 
RIAL NIS XE! 

L IR 
LP1-  

LAD:,

L IR 

I 
IM 

IME 
IMEX 



X 5INCLEITR 
X 	5INCLRIR 
X 	INCLRI; BI 

	

X 	INCLRIR dim 
XX 	INCLRIR anIE 

f_ 	
5INCLRIR_ 

	

NI 	

RIME 

	

CNIS 	INCLRIR 
li 	 LCSSINCLRIP 

LCNIINCLRIR 
Em -111._pipLcNNcLRIR dimEm 

EMIULRI:ziLCCLPIR RIMEEi 

E, -uLPIRPI; aimEm 
Eml PIIR 

;=C4' 
-7mEM 	RI 

XEM . ME 1.5 IR 
XE: EX 

XEMME:' 
XEEX 

LCNI5 
LCNI5 

PIALCNIS 
LrNTE 
LCNI5 

EMITIME 
EMTTMEM 
EMmEM 

EEM 

RLCNI 

15 
NI 
ONIS 
LCNI 

LCNI5 
LCNI 
LC NI5 
LCNI 
RLCN 

RLCN 
RI 	s XX LCNI 

ALCNI 

SI 
IN 

5INC 
INCL 

51NCL 
INCL 

5INCL 
INCL 

INCLR7R 
INCL- TR 

INCLRIR 
INCLRIR 	ME 
INCLRIR T EX 
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POETRY 

This program turns your T/S 1000 into a Walt Whit-
man ...almost. Choosing words at random from the lines 
from 100 on, and spacing them out at random using 
lines 20 to 30, the program manages to join phrases 
together surprisingly well. 

The program checks (line 53) to ensure that the same 
word is not used twice in a row, and continues to add 
words to a line (lines 60 and 80) until the line would 
overflow. At this point, it prints the line to the screen 
and starts constructing another one. 

Once you've run this a few times, change the words 
from lines 100 to 215, adding words and phrases of your 
own choice. You'll find the "poems" are more satisfac-
tory if the words used are related to a central topic. 

REM POFTPY 
Rni 

TF PND 7 THEN GOTO 4-0 
FOR U=1 TO RFID*3 
Fr:Roi 

FT 

iR 1 00 ÷ et*INT (RND*12) 
LET =LEN R$ 



52 LET Y=LEN B$ 
53 IF R$CX-1)=5$(Y-1) THEN GOT 

0 50 
60 IF X+Y>=32 THEN GOTO go 
80 LET R$=1:1$4,13$ 
85 GOTO 50 
go PRINT 
c[F,  RUN 
100 LET 8$="DETACHED " 
105 RETURN 
110 LET Bt="INITIRTE " 
4 4 a= RETURN 
120 LET 8$="ERRLY " 
125 RETURN 
•111 LET Elt="Ri THOUGH " 
135 RETURN 
140 LET  
145 RETURN 
4=01 LET Bt="DISCIPLE " 

RETURN 155 

160 LET Bt="WEEPING " 
1RF n-iinm r. L! 
170 LET B$ = "ONi  
17F RETURN 
180 Lti 
	

OUT FOR 
RETHRN 

190 LET 6$="LONELY 
1Q r-'FTHRN 
200 LET 8i="YFRRN5 FOR 
20R PETHRN 
210 LET R$="THEN " 
215 RETURN 
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TILE CRAZY 

Ken Mahogany's game Tile Crazy puts you in command 
of a 4 x 4 grid, which holds the letters of the alphabet. 
You have to arrange them in alphabetical order, as 
follows: 

ABCD 
EFGH 
IJKL 
M N 0 
... with a space in the bottom right-hand corner. You 

move by entering a number (there is a code beside the 
printout) of the letter you wish to move, then the square 
into which you wish to move it. You will not be allowed 
to cheat. The program counts how many moves you've 
made. You should be able to do it in 40 or so moves. If 
you wish to change the order of the letters at the start 
of the game, change the contents of line 345. 

10 REM TILE ORRZY 
20 REM (0) K MAHOGANY, 1982 
f71O f:;n8HEI 
40 GO5U5 200 
50 GOSUB 200 
90 PRINT AT 15,3;"WHICH ONE TO 

Mr1VE?" 
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100 INPUT X 
110 IF A(X)=CODE " " THEN GOTO 

100 
120 PRINT AT 15,3," 	TO 
WHERE? " 
130 INPUT Y 
140 IF A(Y)<?r:FIDE " " THEN GOTO 
130 

150 LET 4=4 Cy) 	( X ) 
160 LET R(XJ=CrIDE 
170 LET GO=G0+1 
180 GOTO 50 
200 REM *** PRINT OUT *** 
210 PRINT AT 0,3;"GO NUMBER ";G 

220 PRINT 
225 PRINT 
2f710 PRINT CHR$ A(1);CHR$ A(2 ),C 

HP$ A(3);F:HR$ A(4)," 	1 2 	 4 

240 PRINT CHR$ A(5);CHR$ A(6). ;r: 
HR$ A(7);CHR$ A(8)," 5 6 7 8 

250 PRINT CHR$ R(9);CHR$ A(10), 
CHR$ R(11),CHR$ A(12)," 9 10 11 
12" 
2F0 PRINT r:HR$ A(13) CHR$ R(14) 

;CHR$ A(15),CHR$ R(16)," 13 14 1 
5 16" 
320 RETURN 
330 REM *** INITIALIZE *** 
340 DIM R(16) 
345 LET A$="DJNBGLAEO HMCKIF" 
350 FOR B=1 TO 16 
360 LET A(B)=CODE R$(8) 
370 NEXT 
380 LET GO=1 
410 RETURN 
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WORDSQUARE 

In this program, you enter a number of words which 
the computer then hides on a grid, whose dimensions 
depend upon the length of the longest word in the list. 
If you find the task of trying to discover where each 
word is hiding too difficult, the computer will obligingly 
pick them out for you, in inverse letters. 

THE PROGRAM 
The program has been designed in modules in an at-
tempt to make it easy to understand and modify the 
flow. 

Lines 10 to 260 are the initialization process. The 
words which are to be used are stored in the string 
array CS. The longest word must be input first so that 
the size of the array can be determined. A check is made 
in line 170 to make sure that none of the words is too 
long for the array. If this is the case then the word is 
not accepted and a new word must be input. 

Lines 200 to 260 print the wordsquare grid onto the 
screen. 

Lines 270 to 550 are the main part of the program 
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and actually fit the words into the square. A two-di-
mensional array is first set up to store the co-ordinates 
finally chosen for the characters in each word (H$). The 
current word is assigned to variable J$ and random 
starting co-ordinates (X and Y) and displacements (Z 
and W) are chosen in lines 310 to 370. 

Lines 390 to 480 single-step through the word, fitting 
each character into the square and storing its co-or-
dinates temporarily in the two-dimensional array K. If 
the word runs off the square when the co-ordinates are 
incremented by the displacement, or the chosen co-or-
dinates are already filled by an unsuitable letter from 
another word, the current word is started again with 
new X,Y,Z, and W variables. Only when the current 
word has been completely fitted in will its characters 
be entered in the final array and be printed to the 
screen by lines 490 to 540. 

Lines 560 to 650 fill all the vacant spaces on the grid 
with random letters. If you do not wish to see the words 
as they are fitted into the grid, you can specify this at 
the start. The program will then only print in the words 
as it generates the random letter. 

Lines 700 to 750 will show you the positions of the 
words when you get bored of looking for them by in-
versing them on the square when requested to do so. 

There is also a visual indication of the progress made 
on each word as the program is running. 

VARIABLES USED 
i) Simple numerical variables: 

A—number of words in the list. 
D—size of the square (length of longest word 

plus 2) 
X—X co-ordinate 
Y—Y co-ordinate 
Z—displacement to X co-ordinate 

W—displacement to Y co-ordinate 
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ii) Simple string variables; 
Bt—longest word 
Dt—current word input 
Jam-current word in square 
Pt—random letter 
Et—set for secret generation of square 
Qt—set for printing of answers 

iii) Numerical arrays; 
K—temporary store of co-ordinates 

iv) String arrays 
C-list of words 
H—store for final positions for each letter 

All other variables are the control variables for loops 
involved in input of word lists, printing to the screen, 
or arrays or character fitting. 

The longest word in the list should have no more 
than 18 letters or the grid will not fit onto the screen. 
About 20 words of varying length can be fitted in five 
or ten minutes. A longer list of words can result in a 
very frustrating wait. 

It is a good idea to enter the words in descending 
order of length, as this will speed up operation. The 
program is fascinating to watch in operation. Word-
square was written by J. Elliott. 

,jriRDFini iRRE 
YHETNEL-J

.
.;ORKS 

EE:' )EPA IF Tr:1,j 
=,i=i5DOECIF7r4LJA 
R T E R R D 
ETFIRLABAMR17.:1-1 
UZFXYVnLREZ 
LIDLIDDEFPYCH 
EHXTEXASSTRG 
NCRLIFORNIFIT 

P. 6115T n 1.-JYY ii 
177.17 N 
RTNIRLTRBZN5F 
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FINISHED 

aHET 
aDUE 
ERSDOEOFZGu 
wTFOTSRRKWF)s 
IF Pt 

WDWDDEFRYQUw 
X.  

4C1RLIFOR-NIA:. 
07=7-J-It,  

077-HiRL7 
BZN SF 

1 REM WORDSOURRE 
2 REM BY J ELLIOTT 
10 PRINT IF YOU co 

R r - NT THE RNSWERS THEN ENT 
ER ""N""" 

f=i0 PRINT 'NOW. OTHERWISE PRESS 
RNY KF 

Ar4 LET R*=INKEY$ 
50 IF R$="" THEN 
60 CLS 

D 5?" 
P;0 	RI 
70 	0,10, PRINT RT 

PRINT 

90 INPUT 
100 PRINT i Tonn," 
110 INPUT P$ 
120 DIM 1-:*(R,1FN B$) 
130 LET C*(1)=6$ 
140 FOR :7=:=' TO R 
150 PRINT PT 19,0;"ENTER WORD N 
UMBER ";C 

GOTO 40 

"WORDSOURRE" 
-HOW MRNY WOR 

19,0;"ENTER LONG ES 

NOT WISH 



160 INPUT D$ 
170 IF LEN D$>LEN B$ THEN GOTO 
150 
180 LET C$(0)=D$ 
icio NEXT C 
199 REM NEXT LINE CONTRIN3 22 

SPRCES 
200 PRINT RT 19,0;" 

210 LET D=LEN 5$+2 
220 FOR E=1 TO D 
230 FOR F=1 TO D 
240 PRINT RT E,F;"*" 
250 NEXT F 
260 NEXT E 
270 DIM H$(D,D) 
280 FOP. 0=1 TO R 
290 LET J$=C$(0) 
300 PRINT RT 19,0;J$ 
310 LET X=INT (RND*D)+1 
320 LET Y=INT (RND*D)+1 
330 LET 7=TNT (RND*3) 
340 LET W=INT (RND*3) 
350 IF Z=0 AND W=0 THEN GOTO 33 
0 
350 IF Z=2 THEN LET Z=-1 
370 IF W=2 THEN LET 1,3=-1 
380 DTM K(LEN J$,2) 
390 FOR L=1 TO LEN J$ 
:=;c1F REM 	SINGLE SPACE IN QUOTE 
MRRKS IN NEXT LINE 
400 IF j$(L)=" " THEN GOTO 480 
410 LET X=X+Z 
420 LET Y=Y+W 
430 IF X<1 nR X>D OR Y<1 OR Y>D 
THEN GOTO 290 
435 REM SINGLE SPACE IN QUOTE 
MARKS IN NEXT LINE 
440 IF (NOT H$(X,Y)=" ") AND (N 

OT (H$CX,Y)=.1$(1 ))) THEN GOTO 29 
.7. V-,  
450 LET KO ,1)=X 
460 LET K(L,2)=y 
470 PRINT RT 19,L-1;CHR$ (CODE 
J $(L)+128) 
480 NEXT L 
490 FOR M=1 TO LEN J$ 
495 REM SINGLE SPACE IN QUOTE 
MARKS IN NEXT LINE 
500 IF j$(M)=" " THEN GOTO 540 
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510 LET H$CKCM;1),K(M,2))=J$(M) 
520 IF R$="N" THEN GOTO 540 
530 PRINT RT K(M)1),K(M,2);J$(M 

540 NEXT M 
550 NEXT 0 
555 REM IS SPACES IN NEXT LINE 
550 PRINT AT 

570 FOR N=1 TO D 
580 FOR P=1 TO D 
585 REM 	SINGLE SPACE IN QUOTE 
MRRKS IN NEXT LINE 
FQ0 IF NnT H$(N,P)=" " THEN- GOT 
0 RfW: 
600 LET P$=CHR$ (INT (RND*26)+3 

610 PRINT AT N.P;P$ 
620 GOTO 540 
540 NEXT P 
550 NEXT N 
FF0 PRINT RT 19,0;"FINISHED" 
570 PRINT RT 20,0;"PRESS ANY KE 

Y FOR ANSWERS" 
580 LET 0$=INKEY$ 
590 IF 0$="" THEN GOTO 680 
700 FOR N=1 TO D 
710 FOR P=1 TO D 
715 REM 	SINGLE SPACE IN QUOTE 
MARKS IN NEXT LINE 
720 IF H$(N,P)=" " THEN GOTO 74 
0 
730 PRINT AT N,P;CHR$ (CODE H$( 
P:' +128:: 

740 NEXT P 
750 NEXT N 



0 
Titles of Related Interest from MENTOR and SIGNET 

(0451) 

❑ COMPUTER CAPERS: Tales of Electronic Thievery, Embez-
zlement, and Fraud by Thomas Whiteside. The new superstar of 
white collar crime, their take is often in the millions and their victims 
are banks, corporations, the general public and the U.S. government. 
Based on the acclaimed New Yorker series, this book chronicles the 
most spectacular exploits of that new breed—computer criminals. 

(621735—$2.95) 
❑ EASY-TO-UNDERSTAND GUIDE TO HOME COMPUTERS by the 

Editors of Consumer Guide. This handbook cuts through the 
tech-talk to tell you clearly—in plain English—exactly what computers 
are, how they work, and why they're so amazingly useful. Includes 
information needed to understand computing, to use computer equip-
ment and programs and even do your own programming. A special 
buying section compares the most popular home computers on the 
market. (120310—$3.95)* 

❑ KEN USTON'S GUIDE TO BUYING AND BEATING THE HOME 
VIDEO GAMES by Ken Uston. The complete consumer's and 
player's guide to all the video systems and cartridges that are cur- 
rently available to the home video addict. (119010—$3.95) 

❑ KEN USTON'S HOME VIDEO '83: The 20 Best New Games 
and How to Beat Them . Plus 5 Great Classics! The one 
guide that gives you all the information you need to know to get the 
most playing enjoyment for your money. (120108—$2.95)* 

*Prices slightly higher in Canada 

Buy them at your local bookstore or use this convenient coupon for ordering. 

THE NEW AMERICAN LIBRARY, INC., 
P.O. Box 999, Bergenfield, New Jersey 07621 

Please send me the books I have checked above. I am enclosing $  
(please add $1.00 to this order to cover postage and handling). Send check 
or money order—no cash or C.O.D.'s. Prices and numbers are subject to change 
without notice. 

Name  

Addre  

City  State  Zip Code  
Allow 4-6 weeks for delivery. 

This offer is subject to withdrawal without notice. 





THE TIMEX SINCLAIR 1000TM AND 1500TM 
HAVE BROUGHT THE POWER OF THE 

COMPUTER AGE INTO OVER A MILLION HOMES. 
And now hours of fun and entertainment 

await you at the touch of a keyboard with these 
easy-to-set-up programs for:  

MOVING GRAPHIC GAMES LIKE 
GALAXY PATROL AND BALLOON BUSTER 

DRIVING GAMES LIKE ALLEY DRIVER 
AND SQUEEZER IV 

BOARD GAMES AND SIMULATIONS LIKE 
ETCHASKETCH AND MUSIC 

WORD AND LETTER GAMES LIKE 
ANAGRAMS AND TILE CRAZY 

Whether you like thought games or action games, roaming 
the far reaches of space or the ocean depths, drawing 

pictures or solving puzzles, you'll find something to 
challenge your game-playing skills in- 

51 GAME PROGRAMS FOR 
THE TIMEX SINCLAIR 1000 -AND 1500' 

0 

71162 00250  

1 2 5 9 8 

ISBN 0-451-12598-3 
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